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AnAwve vrevbuvva ot n Sumdwuatikn epyacia eivat €€ oAokAnpov Sixo
OV EPYO Kal KAVEVa Uepog ¢S Sev elvat avTiypauuevo amo EVTUIES 1)
NAEKTPOVIKEG TTNYES, UETAPPAOT) ATTO EEVOYAWOOES TINYES KA
avamapaywyn amo EPYACieES AWV ePEVVNTWV 1) PoITNTWV. OMov EXxw
Paototei oe 16éeg 1) keiueva alMwv, Exw mpoomabnoet, 0oo eivai
duvartov, va 1o poodlopiow oapwes UECA A0 TNV XP1I0N avapopwy,
axoAovBwvtag v akadnuaixn deovroloyia.



Evyapiotieg

Evyapioto tov kabnynt) uov, Ilavayiotn KvptakovAako, yia tmv
PonBeia xat v virootpién Tov otV vAoroinon ¢ STAWUATIKTC
epyaoiag.

Evyapiota tovg kabnyntég kat uéAn mng emtpomng pov, Modeorto
2tavpakn kat PAwpevtia Owcovouidov yia v ovufoAn tovg kat mv
aéloAoynon mg Suthwuartixng epyaoiag.

Evyxaptoto tov @pilovg kat ovvadeApoug Lov, apxika yia ta xpovia aov
Jepaoaue otnv ZVPo Kat Ti¢ HovadIkeS eumelples, kabwg kat yia v
btabeon sov eiyav wote va akovoovv Tovg IPofANUATIOUOVS KAl TV
JoAvAoyia pov.

TeAog, OéAw va evyaptotnow tovg yoveic uov I'wpyo kat Miyagia kat
emiong mv adepen pov AAlva, yia tnv ovvexn vrootpién Tovg, oxt
UOVO 0TA XpOovIA TV 0TTovS@V LoV, AAAA o€ 0An pov v {wn, pe kabe
TPOITO.



Dedicated to Mike Nash

Mike Nash was a truly professional and inspiring human.

His work was phenomenal, always pushing the boundaries of the CG
world.

Among the first artists I discovered, he has been a tremendous source
of inspiration for me, and was a motivation for me to become involved
in the 3d industry. His work always made me want to expand my
knowledge and improve my skills.

Such a huge lose to the CG community.
I want to dedicate this paper to him, as a tribute to his work.

Gone but not forgotten...
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IF'wooaplo

Overlapping polygons: ‘Otav éva polygon Siasmtepva v empavela tov dAlov.
Mesh: 'Eva ovvolo amtd polygons ov oynuatifouv pia emeaveid.

Bitmap: Ewova, oOvolo mov amoteAeitar amd Tig Tiuég kabe pixel.

Texture map: AloSidotat eikova ov aodidel ver| Otav e@apUOeTal GTo LOVTEAO.

Grayscale: H tiur| ka0e pixel g eikdvag amodidel pia ouykekpipévn mocotnta ¢otog. Ot
TIUEG ATTOTEAOVV QITOYPMOTELS TOL XPMUATOG YKL O1 okoUpeg TIHEG Selyvouv pikpdtepn Evraon,
£V 01 AEUKOTEPEG LEYAAVTEPT).

Motion Capture: Aladikaoia kataypa@ng g Kiviong yia v amddoor o€ tpiodiaotato
povtEAo.

Pose Morph: Metaoynuatiopog Tov povtédov petald 6vo Beocwv. Iepraupaver B¢on,
KApaka, kAlon x.a.

Garment: Povyo, 'EvSuua.

UVW coordinates: Aio5100TATEG CUVTETAYUEVES XAPTOYPAPTOTG TOU LOVIEAOV.
UV unwrap: To &dimhwpa tov mesh anod tprodiaotatn oe Siodiaotatn poper).
Model Sheet: 'Eyypago meptypa@ng tov XapaktmploTiK®y eVOg XAPAKTHPA.

Digital Sculpting: O yep1o10g ™G YeEWUETPIAG, 0AV VA ATOTEAEITAL ATTO TINAOG OTOV
TPAYUATIKO KOGLLO.

Procedural: Teyvikn katd v omoia to amotéAeopa voAoyidetal atd tov akyopibuo.
Plugin: Enutpoo0eto Aoylopiko yia v eKTEAEGT) CUYKEKPIUEVIG AELTOVPYLAC.
Stand-alone: Aoylopiko sov pitopel va Aertovpynoet aveaptnta.

Voxel: Movada tAnpo@opiag mmov ameikovidel Eva onueio otov Tplodliotato Xwpo, OMwe Eva
pixel otov Siodidotaro.

Animation Baking: Antobnkevon tng Suvauikng amodoong kivnong oe pop@n kivnong pe
keyframes yia xprion o AAAO AOY10IKO.



Ewoaywyrn)

Y1OY0¢g

To B¢pa g epyaoiag eival n avamtuln TPLOdSIACTATOV YNPLAKDY XAPAKT POV Yid
¥xpnon oe tpodiaotaro animation. H emAoyn tov Bepatog £ytve Adyw Tov
evO1APEPOVTOG KA TN EVATYOANOTC OV OTOV TOUEA TOV TPIOSIACTATOL animation,
aM\A KA1 TOV 0Xed1aopud TPIodIAoTATWVY XAPAKTIPWOV.

F1OX0¢ TG epyaciag eival, HEO® TNG LEAETNG KAl KATAVONONG S1a(popPETIK®DV
pueBoSoroyimv epyaoiag, va avamtuyBei £va mAaiolo oxediaong ynelakov yapaktnpa
yla xpnorn oto tpiodiaotato animation.

Meéow g PipAloypa@ikng epevvag pedetnOnkav emayyeApanikeg uébodot mov
XpNoiposmolovvtal otov topea tov 3d animation. Tavtoypovwg Ouwg, emeldn o
OUYKEKPIUEVOC TOopEAG Sev e0TIALEL LOVO epeLVITIKA ApBpa, yia va LITAPEEL pia
TIAT|PTIC KATAVOT|ON OAOKAT PTG TNG TTAPAYWYNS, KATEPAAA OTUAVTIKO OYKO €pELVAG
TOV OTITIKOAKOVOTIK®OV HECKOV KAl ONUEIWOE®V QIO TNV KOwvoTnTa Twv character
design artists. Xpnotposoliovtag kat g S0 TTLXEG EPEVVITIKOL VAIKOU, avaAvOnkav
o1 7tio ovyypoveg pebodoloyieg oe kabe otado mapaywyng, kabmg Kat o1 eplopiopol
710V VITApYoLV oTig Sradikaoieg. ITapouoimg epeuviOnkav ot texvikol smeplopiouoi,
KaBmG KA1 01 KAAEG TTPAKTIKEG TTOL akoAovBovvTal. AEloAoynOnke To epeLVNTIKO VAIKO
KAl 0NV ouvéxela mpotabnke pa mAnpng doun epyaociag. H aAvcida mapaywyrg tov
TPOTEIVETAL OTNV CLYKEKPIUEVT] EPYACIA E0TIAEL 0T UEIWOT] TOV CUVOAKOU XPOVOU
JTOV QITALTELTAL V1A TNV EKTTAT PwOT AWV TV otadiwv oxediaong. Mia akoun
QITOOTOAN €lval 1] 51EVKOAVVOT] TOV XPTOTN 08 CLYKEKPLUEVEG S1ad1kaoieg kot 1)
QITOPLYN TV EMTOVOV TEXVIKGV JTNUATOV. TKoog eivatl va aflodoyndei n)
TPOTEVOUEVT AALOISA TTapaywYTG, LECW TNE OXeGlaong eVOC TTATIPOUG AEITOVPYIKOD
Xapaktmpa.

H Siabwkaoia mapaywyrig eivatl AETTTOUEP®G TTEPTYEYPAUUEVT], DOTE O EVOIAPEPOUEVOG
aAvVAYvVmOOTNG va pitopel va akolovdnoel kabe Bripa kot va avamtdéel tov S1kd Tov
XAPAKTNpA TApAANAa. Aev amoTteAel 0TOYO0 N AvATUEN £vog AloONTIKOU KAl astoAvta
PEAAIOTIKOD YAPAKTI|PA Y1 XPTOT) O€ LEYAANG Tapaywyrig animation, aAAd n
a&10AOYN 0N TOV TTPOTEIVOUEVOL LOVTEAOV EPYACIAG KAl TV ATTOTEAECUATWY TTOV
npoxvtovy. Ot amrontnoelg avantuéng amevbuvovial oe evdiapepopuevoug pe Pacikeg
YVQOOELG OTOV TOUEQ, WOTOOO YIVETAL TPOOTAbela emitevEng TwV AETTOUEPELDY KAl
PeAAIoOV OToV peyaUtepo Suvato Babud. Ta otadia mapaywyng TEPIEXOVV
QAVOAVTIKEG TIEPLY PAPES QITO TO APYIKO OTASIO NG TIPOETOUACIAG UEYXPL KAL TO TEAIKO
01ad10 OOV 0 XAPAKTNPAG elval £TOUOG Yia va oTnBel otV oKNvr.

Yvvoyn Keparaiov

AvaAuTikOTEPA 0TO 1° KEPAAALO YIVETAL LA E10AYWYT), OTIG PAOIKES ApXES KA TIG
KAAEG TTPAKTIKEG OXESIAONG TPLOSIACTATOV XAPAKTNPWV, KAOGOE KAl TOG0 OTUAVTIKES
elvat yla v emruynuévn oxediaon. ApYikd ava@EPovTal T TOAVYVIKA
TPLOB1ACTATA HOVTEA KA1 OTIG TEXVIKEG LOVTEAOTIOINOTG. TTNV CLUVEXELA
mapovotddovral ol factkeg apyég kot pebodoAoyieg yia v avamtvuén kat oyediaon
£vOg TP1061A0TATOV XAPAKTNPA. AVAPEPOVTAL O1 TIEPLOPIOUOTL AAA KAt Ol
mpodiaypageg yia va eival évag YapakTipag OAOKANp®UEVOS OWOTA Kat Sivetal pia
OULVOTTTIKN TTEPLypaprn kKabe otadiov mapaywyrg. ZTo TEAOG TOV 1% Ke@aiaiov, 0
avayveootng Ba katavoel kahvtepa tny vioBetnuévn amd ) frounyavia aivoida
TAPAYWYTIS KA1 TA BriHaTa JT0L atanTovvTal yid T oXediaon evog OAOKANpOUEVOL
XOPOKTIpaL.



310 2° Ke@AAA0, ETTELTA ATTO £PELVA KATAYPAPOVTAL O1 oUYYpoveg peboboloyieg,
KaBmG KA1 TA EPYAAELQ TTOV VITAPYOUVV OTJUEPA OTIV AYOPA yia TV oxediaon evog
Tprodiaotatov yapaktipa. Ta epyaieia opadoolovvtal fAcel TwV 1810 TV ToUg
Kat fACEL TOV TOUEA EPAPLOYTE GTOV 0TT010 ATTeELOVVOVTAL. AIVETAL CUVOIITIKT)
TIEPLYPAPT] Y1 KAOE epyaleio, TA TAEOVEKTNUATA, TA LEIOVEKTNHATA Kal TN BEon Toug
omyv Pounyavia.

310 3° KEPAAAIO0 YIVETAL EI0AYWYT) OTNV TPOTEWVOUEVT aALOiIda Tapaywyng He
QAVOAVTIKT) JTAPOLOIA0T) TWV OTASIOV YA TNV TIPOETOIUACIA TPV TNV TIAPAYWYT)]. €
aUTO TO 0TAS10 ETMAEYOVTAL TA AOYIOUIKA TT0L B YpnotpomomnBoly, kabag kat ot
uebodoAoyieg tov Ba akolovBnBolv. Eekivovtag amd eva LITAPYOV TPOOoKWITIKO brief,
mapovotddetan 1 Sradikaoia vAomoinong g oxediaong ano éva brief pe
npoSiaypageg otnv Snuiovpyia ototyeiwv tov Ba fonbroovy oy Epeuva kat to
concept design. Ztnv ocuveyeia akohrovbei epevva yia v cvAloyr moodboard, pe
ava@opeg amd 1én vtdpyovta projects tov oyxeTidovTal Ue TA XOUPAKTNPIOTIKA TOU
yapaktmpa. Kataypagovtal ot tpodiaypapeég oxediaong, 1000 texvikeg 000 Kat
aoBnTikeg, mov Oa mpémet va akoAovBnBovv. Ze autd To onueio emAgyovtal emiong
TA eEMTEPIKA YAPAKTNPLOTIKA, ETEITA ATO TO 0TAS10 TOv 18ea0nO KAt TV avastTudn
IO AETTOUEPEIAKMV OKITOWV. Me TO TEAOG AUTOV TOVL KEPaAaiov, Ba £xel ohokAnpwOel
ka1 o 0tad10 Tou concept design, omoTe Ba exovv kaboplotel OAA Ta oxedla0TIKA
Bripata kat amo@Aaocelg tov Ba vioBetnBovv, Texvikd aAAd kAt coOnTIKA.

H mapovoa epyacia oAokAnpaovetal e 1o 4° Ke@alaio, To osoio mepiapfavel to
otadio g mapaywyng. E&® kataypagovtal frpa-prua ta otadia, epmiovtiopéva
LLE AITIOAGYT|ON YA TIC OXESIAO0TIKEG ATOPACELS KA LIE OITTIKO VAIKO. EEKIVOVTAS ATTO
Ta Aesrtopepr| okitoa wg 0dnyovg Ba dnuiovpyndet otadiakd to Tprodidotato
povteho. X1 ovvexela Ba opyavwBOei kot Ba xataokevaotel MOTE va eival teXvika
A&1ToVPY1KO. Od artodoBolv OAA Ta OMTIKA OTolKEld TOV artanTovvTal. Tavtoxpoveg
yivetal amodoon kivinong wote va a&lohoynbel n oxediaon tov yapaktnpa.
ITapovoradovtal Teyvika NTHUaTa ov poskupav kad’ oAn v Siapkela kat mwg
AVTILETOOTNKAV. Od TAPOVOIACTEL EMTIONC 1) OAOKANPWUEVT] OTTTIKOTIOINGT) TOV
Xapaxktnpa. 1o 1ehog g d1adikaoiag avtng, o yapaktnpag Ba eival pooekTika
JIPOETOILACUEVOS YA TNV AIT0S00T] KIviiong, OTTME KAl TNV EVOWUATOOT] TOU O
TP1o61A0TATA OKNVIKA.



Kepaiao 1° : Xapaktpeg ywa 3D Animation

a. Baoweg Apyeg

O1 tp1o61d0TaTOl XYapaKTpeg LIIAPYXOLY €8 KAl TOAA Xpovid. ATtoteholv Baoiko
XAPAKTNPIOTIKO TV animation kat staidovv facikd poAo otny e€10TOpPNON NG
Spaong. H Snuiovpyla emituynuévmv YapakTnpmVv oL AVTIOTOLXOUV OTIC AVAYKES TOV
animation asmoteAel Eva oD onuavtiko dNua. IIpokertat ya pa ovvOet
Sadikaoia amd memepacuéva Pripata, Katd v omoia sPENEL va 0AOKANpwbel to eva
WOTE 0 OXESIAOTIG VA CLVEYIOEL OTO ETTOUEVO.

H mtpon xprion ynelakoL XapakTipa IpoeKupe 1o 1972, 0tov 0 Edwin Catmull kot
o Frederic Parke, mpwtepydteg kal OpvAot Tov Tp1oS1aotatov KOOHOV, aAvETTLEQY TNV
npatn tprodiaotatn tawia. [31] Ot Svo Touvg ftav tote Pormteg oto [avemotnuio
g I'ovta xat pabntég tov Ivan Sutherland. O Parke eivar évag a&idodoyog
EMOTNLOVAG VITOAOYLOTOV KA TTIOVEPOC OTNV AvVATTTLEN Tov Aladiktiov. Oewpeital o
TPWTOTOPOG OO0V APOPA TA YPAPIKA vitoloylotav. H tawvia fjtav €éva animation 6,5
AEMTOV, TO OTTO10 TTAPOVOIALEL TN TPIOOIACTATH KIVOUUEVT] ATIEIKOVIOT] TOV XEPLOV TOV
Edwin. AmtotéAeoe 10 mpmto computer animated @uOIKO HOVTIEAO AVATTAPACTAOTC
avBpmiov 1o omoio oyebiaoe o Parke. Ao tote vTApYeEl ua adiakomnn eEEMEN TwV
TPLIOSIACTATWY XAPAKTNPWV UE EKTANKTIKA emtevypata. H onuepiv texvoioyia £xel
(PTACEL O ONUELD OTTOV TTOAMEG POPES SLoKOAELONAOTE VA EEXWPITOVUE AV EVag
XAPAKTNPAg EIVAL PUOTKO TIPOCMITO 1) TIPOKELTAL Y1 1A WNPLAKT] AVATTAPACTAOT)
Snuovpynuévn kabapd atov Ynelako koopo. Iapoia avtd, n texvoloyia cuveyidet
va avasttvooetal pe paySaiovg puBuovg kat ouveyxmg mpokvttovy veeg pebBodoloyieg
UE OKOITO TNV eMITELEN AKOUA TTO PEAAOTIKOV QITOTEAETUATWV. EEKIVOVTAC,
aapaitnTn etvan n eloaywyr) o kmola acikd otoiyeia twv tplodtaotatwy
LOVTEA®V, UE GTOXO TNV KATAVONOT) 0TNV ouvexeld. 'Eva tpiodidotato poviedo pmopel
va avhkel oe pia anod tpelg faocikeg katnyopieg Polygonal Surfaces, NURB Surfaces,
Subdivision Surfaces.

Polygonal Surfaces

Ta povteda mov amoteAovvtal aso polygons eival £va cUvoAo amo points, edges &
faces.

'Eva onpeio (point), ovopadetal aAMmg kat wg vertex. AsoteAel to kpOTeEPO GTOLKELD
JTOV ATTAPTiEL Eva TPIoS1A0TATO HOVTIEAD OTOV XWPO. [IePIEXEL CUYKEKPIUEVEG
ouvtetayuéveg mov Bpioketal otov Xwpo wg pog tovg X, Y, Z afovec. [5,9,14]

'‘Otav 8o points evavovtal oxnuUATi{ovV Ui Ypauun sov ovopddetat edge. 'Eva
TETPAYWVO, Y1a TApASeyud, amoteAeital amo t€ooepa points kat t€ooepa edges mov
TA EVOVOLV HeTa&D TouG.

[Figure] 1. Ta Téooepa points ameikovifovral
ue moptokaAl. Evwvovtal ue téooepa edges
Kot oxnUATi{ouV TO TETPAYWVIKO OXNUAL.




'‘Otav éva oUvoAo asto points ouvdeetal petald tov pe edges kat ammoteAel Eva KAE10TO
KUKAwua, SnAadn kabe point cuvdéetat pe Eva aAo peow evog edge, oynuatidetat
¢va face. To face amoteAel pia emupaveia. Ta faces ovopddovtatl kat polygons kat
atoteAoUV To a0k 0TOLKELO At TO 071010 SMovpyeitat eéva faocikd poviédo. Ta
polygons evavovtat peta&d Toug kat Snuiovpyovv pia ouveyng emeaveld. [5,9]

[Figure] 2. Eva uepovwuévo polygon kat éva cuvoAo polygon mou oxnuati{ouv UL CUVEXNG ETILPAVELN

Kastola polygons pmopet va £xouvv éva kotvo oUvolo asto points kat edges. Avardoyng
TO OUVOAO points Tovg UITOPEL va £XOVV TPIYWVIKT), TETPAYWVN T} TTOAVYWVIKT] LOP®T).
O1 ToAVYWVIKEG empaveleg ovouadovTal n-gons astd Tov apliud n twv IAeVpV
(edges) ka1 Sev mpotip@vTal otV povtehomoinot). Ot eMKPATETTEPES LOPPEG EVOG
polygon gival n Tprywvikn kat ) tetpaywvn. Ta tprywvika polygons ovoudadovtat
triangles ev® ta tetpdywva ovopadovral avriotoya quads. Ta polygons o avtibeon
UE TA OTOLKEld TTOV TO ATAPTI{OUV UITOPOVV VA EUPAVIOTOVV KATA TNV PhPlosoinor.
'Eva tprobiaotato poviého amoteel Eva peydho ovvolo astd polygons. [4,14]

[Figure] 3. Quad, Triangle, N-gon

H povtelomoinon péow polygons eivat 1) mo StadeSopévn pébodog Aoyw tng
elevBepiag mov Sivel otov oyxebraortr).

ITepieyel kamoieg Paoikeg Aettovpyieg Le Tig omoieg o oxediaotng Stayelpidetar ta
polygons ka1 oynuatidet tnv emBuuntr) eopua.



Extrude: Méow tng Aertovpyiag tov extrude, o oxediaotrg xelpidetat éva vertex, edge
1 0AOKAN PO polygon HETAKIVOVTAG TO HAKPLA 1) 7110 KOVTA atd Ty em@pavela. Me
QAUTO TOV TPOTIO TTPOCOideL enmuTAgov Oyko. [12,10,27]

[Figure] 4. Anutoupyia véac yewuetpla uéow tne evroAnc Extrude

Bevel: H evtoAn tov bevel tpooBétel éva tovAdyiotov mapamve polygon oe
OUYKEKPIUEVT Ywvid pe Tnv em@aveld. OAa Ta AOy1oUIKA [LOVTIEAOTOINGTG EMITPETOVV
otov oxedlaoTn va tpoodiopioet Tov véo aplduo polygon kat v ywvia Katd v
omoia Ba tpooteBotiv. Méow tov bevel o oyediaotrg umopel va oynuatioet
EMPAVELEG LE HEYANDTEPT) KAUTTLAOTNTA. [12,10,27]

[Figure] 5. Anuwoupyia véac yewuetpiac uéow tng evroArng Bevel

Cut: To Cut ypnopomoleitat yia va kosei éva polygon oe pukpotepa tuipata SnAadn
polygons. To polygon mov kdfetat ot péomn ywpildetar oe Svo polygons kat oto onpeio
70V KOmNke Snpovpyeitan éva edge mov evavel ta §vo véa polygons. H evtoAn avt)
elval apkeTa XPTolUn o€ onUeia oV XPElddeTal TEPLOCOTEPT AeTTopepeld. [12,10]



[Figure] 6. Meta tn xprion tng evroArc Cut Snuioupyndnkav técoepa véa polygons

NURB Surfaces

Mua aAAn katnyopia eivar ot NURB em@daveieg. Ot NURB emgpaveieg amotehotv
uovTEAQ oL £YovV oxedlaoTel amtd &va oUVoAo evouévev spline. Katd avtdv tov
TPOITO 0 XWPOG TIOV TEPLEXETAL EVTOG TOV KAEIOTOD KUKA®UATOG T®V splines,
UETATPETETAL O€ €va 0UVOAO amto polygons. H povtedomoinon péow twv NURB
XPTOUOTTOIEITAL KUPIWG YA OPYAVIKES POpUES KAOKOE TAPAYOUV AUEC OUAAES
em@aveteg mov dev yperadovtar v pEBodo tov subdivision. Ot NURB empaveieg
UIopoLV a1V ouveyela va yivouv polygon surfaces. H Snpuovpyia tov emeaveimv
yivetal kaBapd pe v xpron kapsudav Bezier. [4,14]

[Figure] 7. Bnuata dnutoupyiac NURB entpaveiwv

Subdivision Surfaces

Aev mpokertatl akpifmg yia Eexwplotn katyopia tpiodiaotatov povrédov. Eival mo
OUYKEKPIEVA Evag aAyOP1O10g 0 0TT010G TTAPAYEL OPAAEG ETTLPAVELEG [LE KAUTTVAEG O€
éva 1én vtapywv polygonal poviéro. O aryopiBuog faciletar oto povteho kat
UETATPETEL TIG EMUPAVELEG O OUANOTEPES, XPTOLOTOIMVTAG TA points wg onpeia
eAéyyov. To mapayduevo amoTeAeopa elval TAVTA Eva LOVTEAO e HEYAADTEPO AplOUO
polygon oe oxéon pe 1o apyko. O véog apBuog polygon ptopet va pubuotel ano tov
oyediaotr). 'Ooa meplocdtepa polygons 1000 OUANOTEPT 1] KALUITUAN TNG ETPAVELAG LIE
ovvénela peyaiutepn Aemttopepela. ITAeov n pebodog tov subdivision eivan pia woyvpn
€AoY, Ladl e TN HOVTEAOTIOINOT) LECW TTOAVYDV®Y, Y1d TNV oxediaon
TPIoG1A0TATOWV HOVTEAWV. [5,14,27]



[Figure] 8. Metatporr povtéAou peta t uedobdo tou subdivision

Tpwodtotata Etod Xapaktrpev

A@ov £yve [ia oUVTOUN EI0AYWYT OTNV AOYIKN TTiow amd TV avamtugn
TPLoG1A0TATOWV HOVTEAWY, OLVEXI(OVLE E0TIAJOVTAG TIEPLOCOTEPO GTOVG
TP1o61A0TATOVE XA PAKTN PES.

O oxedlaotng xapaxtipa kaAeital va AdPet voyy 1o oxedlaoTiko VPO KATA TNV
oyediaon tov xapaktrpa. 'Eva HovtéAo oyeTiletal e CUYKEKPLUEVA OTOLKEIA OTTWE O
PEAAIOUOE, 0 COVPEAAOLOG 1) KivnoTn 7tov Ba kavel kabBag kat To VPog Twv
EKPPACENYV. ZTOV TopEA NG Tov 3D o1 xapaxktrpeg Siaywpidovial kupiwg oe Svo
katnyopieg. Toug photo-real yapaktipeg kat Toug stylized. [5,14]

O1 POTOPEAAIOTIKOL YapaKTIpeg Yapaktnpidovtal amod akpifeia wg mpog tov
TPAYUATIKO KOouo. O oxedlaotig facidetal TAvm 0g LITAPKTA XAPAKTNPIOTIKA KAl
EMTUYYAVEL KATA TO SUVATOTEPO TNV OUOIOTNTA OTO TPlodiaoTtato poviero. [aipvel
AVAPOPES WC TTPOG TNV SouT|, TNV LPT) AAAA KA1 TOV TPOTTO IOV KIVEITAL 0 XAPAKTI|PAG
a7d EVAV AVTIOTOLYO TOV JIPAYUATIKOD KOOUOU. [12]

Ot stylized yapaktpeg, amoteAovvial amd TePIOGOTEPO KAAITEXVIKA OTOLXEI. Agv
amaiteital 0 PEANONOG TOV TTPAYUATIKOD KOGHOV, A Sev eival kal amtayopevTikn 1)
XpNon avagpop®v amod avtov. Emiong o1 kKivroelg touvg pmropovv va facidovtal oe
KIWVIOEIC OTOV JIPAYUATIKO KOO0, AAAA KAl va Eemepvoly Tig SuvatoTnTeg Kivnong,
npoodidovtag covpeaAlopd. XapakTnplomko mapddetyua eival o1 YapakTpeg ota
cartoon. [1, 14]

IHoAvywvika Movteda Xapaktpev

Ot tprodidiotator yapaktpeg ywpidovtal emiong oe dvo Paoikeg katnyopieg ov
QAPOPOLV TNV YewUETPia Tovg, Toug low-poly kat toug high-poly xapaktpeg. [16]
'Onwg ava@epOnke mPonNyouuEVKC, TA TPLOOIACOTATA LOVTEAN ATTOTEAOVV KAEIOTEG
ovvey{oueveg em@PAveleg ov amotehovvtal amtd polygons. O apiBuog twv polygons
Ba YapaKTNPIoEL TO HOVTEAD TOV XAPAKTIPA 0G TIPOC TNV AETTOUEPELA NG POPLLOG
ov. [5]

Ot low-poly yapaxtipeg amotedovvtal amo Likpo aplBucv polygon kot facika
oYNUaTa. ZTOY0g Elval va TAPOVCIACOLY TV AETTOUEPELN TOVG HECK TWV 1O1AUTEPWV
XAPAKTNPIOTIKMV, TWV XPOUATOV KAl TV KIvijoewv. ZuviBwg ot stylized yapaktnpeg
EVTIAOOOVTAL O AUTN TN Katnyopia. [1]



AvtiBétwg ot high-poly yapaktnpeg oxnuatidovtat amo peydho apibumv polygon,
TEPLEXOLV TEPLOTOTEPT) AETTTOUEPELA KA TTANOLALOVY TIEPIOCOTEPO TOV TIPAYUATIKO
KOO0 WG TTPOG TOV PEAAITLO. AVIIKOUV 0TIV KATNYOPLd TV POTOPEAAIOTIK®DV
xapaktpwv. [1]

IMapoAa avtd, Ta Opla avtd Sev eival AVOTTNPA KAl PITOPOVY VA LITAPYOLV XAPAKTIPES
petplag mAnbwmpag polygon. 'Onwg ta S1A@opa KAATEXVIKA OTUA QAITEIKOVIONG, £TOL
KAl ol Yapaknpeg epxoviat oe Siagpopa otvA. 'Evag high-poly yapaktipeg pmopei va
xpnouoromnBei oe stylized animation 6mwg kat avtiototya ot low-poly.

79207 polygons 11621 polygons

[Figure] 9. ZUykpton high-poly & low-poly povtéAou
Anodoon Kivnong

'Evag aA\og mapayovtag eival n amtodoon kivnong. Ot high-poly yapaktnpeg
XPNOLOTTOI0VVTAL O€ TTEPUTTMOELG TTOV asatteital amodoon kivnong Ue mo
TEPLITAOKEG KIVT)OELG KOl AETITOUEPELES, O1 OTTOIEG AVTIOTOIXOVV O KIVIOELS TTOV Elval
EPIKTEG OTOV PLOTKO KOOUO. AV £0Tw ka1 o€ éva frame vtdp&et pia kivnon 1 omoia
Oev oyetidetal ue Vv TPaAyHaTIKOTNTA, auto Ba mpokaieoel olyyvon. [3]

Ot low-poly xapaxtrpeg ouviBwg xapaktnpidovtar amd vepPoiikeg Kiviioeig mov Sev
oyetidovtal pe v paypatkotnta. [3]

Anodoon Yorg

EmutAgov, n amtodoon g veng maidel onuavtiko poio oy oxediaon yapaktipa. Ot
XAPAKTNPeS 7oV Pacilovtal TEPIOCOTEPO GTOV TIPAYUATIKO KOGUO, TIPETMEL VA
oxebadovrat pe paon avtov. H oyediaon dniadn, mpemnel va faciletal oe avapopeg
QIO TOV (PLOTKO KOOUO. AUTO JTALdEl ONUAVTIKO POAO OTIG VPES TTOV KAADIITOUV TO
TAEYHA TOV XapakTnpa. T mapddetypd, o HETAAAO WG AVTIKEIUEVO OTOV TIPAYLATIKO
KOO0 Yapaktnpidetal asmd aviavakAAoTIKOTNTA TOV Gp®TOG KAl pia BoAotepn
S1dyvon TV YOP® OTOLKEIWV OTNV EMPAVELA TOV. ZTOV WPNPLAKO KOOUOo Sev yiveral
H1A LETOAAIKT) LT VA PNV EXEL TNV AVTIOTOLXT] AVTAVAKAAOTIKOTNTA Yot TOTE pumopet
va evvonBel 0T TpokerTal yia S1apopeTIKO OTOLYELO.



Hard-Surface & Organic MovtéAa

ZNUAVTIKO €lval O QUTO TO OTUELO VA ATtooa@nvioTovv §Vo 6pot tov Ba
XpPNooomnBolv Katd Ty SlapKeld TNe Iapaymwyr|g Kat agopovy Ta Tprodiaotata
povtéAa TV yapaktipwyv. Ot 0pot avtol eivar ta hard-surface povtéda kat ta organic
LOVTEAQL.

Ta hard-surface avtikeipeva, otov payuatiko koouo, Bewpovral avtd sIov Exovv
oyxedlaotel and tov avlpwito. AouEg, OXNUATA, UNYAVES.

Opyavika (organic) Oewpolvtal Ta avTiKeipeva ov vapyovy noén oy @Lorn. Zoa,
PUTA, oLVVEPA KAl E181KA 01 avOpomveg pop@eg. [12]

O1 8v0 OPO1 YPNOUOITOIOVVTAL CUVEXMG TNV KOWVOTNTA TNG TPIOO1A0TATNG
HOVTEAOTTOINONG. ZUYKEKPIUEVOL KAATEYVES ed1KeVOVTAL OE pHia atd TG Svo
Katnyopieg kat avaiaupavouv povo SovAeieg mov mepieyovv m.y. hard-surface
modeling. Ta 0p1a 0uwg yia to Tt astoteAei hard-surface emgdaveila 1 opyavikn dev
elvan EexaBapa. O kabe oxedraotg umopel va €xel pia S1apopPETIKT ATTAVTNOT] Y1 TO
kaBeva. TuvnBwg katnyoplomolovvtal Bacel Tov Tpodsto mov Oa povteAosonOel n
empaveld. Opwg dev umopovue va opioovue Eekabapa oe mola katnyopia Ba avnkel
gva povtero. 'Eva poUyo exet uev oxediaotel ammd tov avBpwrmo, opwg Sev ptopet va
BewpnBel kan hard-surface avtikeipevo. O oyxebraotng yapaktnpwv eivar kata Baon
“organic modeler” ka1 avtiBeta “hard-surface modeler”, Bewpeitar avtodg mov
Oo¥eS1AdEL APYITEKTOVIKA 1] LNYXAVIKA TUTHATA. AEV OTjHaivel Op®G OTL Evag OXES1A0TIG
Sev pmopel va oyediader kan g Svo katyopieg povtEAwY.

IMa v amoguyn ovyyvong Ha xpnoipomondovv o1 0pot OTWS TAPATAV®, SNAAST
hard-surface ywa tuniuata oxedtaopuévo amo tov avOpomvo mapdyovta Kal organic ot
POPUEG TTOVL LITAPYOLVV NOT] GTNV PLOT).

Tuvenag, 1 oxediaon evog TP1od1aoTaAToV XAPAKTIPA TIPOKVITTEL ATTO S1APOPOVG
TEPLOPIOUOVE KA1 ATTOPATELS WG TIPOS TNV KAAITEXVIKT] KATeELOLVOT], O KAl TO
€i8og Tov animation o1o omoio mepiEyeTal.

[Figure] 10. Organic & Hard-Surface MovtéAa



b. Kaieég IIpaktikeg

Ye autd 1o onueio Ba avasttuyBolv CUYKEKPIUEVEG TIPAKTIKEG IOV TIPETEL VA
akohovBovvTal yia TV TETLYXNUEVT] OXESLAOT £VOG TPLOSIACTATOL XAPAKTIPA. Agv
QpPKEL 0 YAPAKTIPAG VA EIVAL OTTITIKA IKAVOTIOUNTIKOG, TTIPETEL VA EIVAL OWOTA
0oXeO10UEVOC WG TTPOG KA1 TNV Ag1Toupyia Tov.

KaOapn T'empetpia

Baowkr) apyrn g oxediaong evog xapaknpag yia xpron oe animation eivai n)
pLOLIoN KA BeEATIOTONOINGT TNG YEWUETPLAC, AMIOE YVWOOTH KAl WG TomoAoyia. ‘0co
peyaAltepo apBuod polygon £xel vag YapakTpag TO00 IEPLOCOTEPT] VITOAOYIOTIKT)
Svvaun amalTelTal yia TNy epapuoyt aAlaymv amto tov oxediaotr). Emiong otav n
tostoAoyia Sev eival owotr), N atddoor kivnong wropel va epgpavioel avemBounteg
SraotpePArmoetg mov ovopddovtan artifacts omwg eivar ta overlapping polygons, akoua
KOl VO QItayopevoeL 0OV 0XeS1a0Tr VA TIPAYLATOIO|OEL TNV Atatovpevn moda. Aev
elvan §edopuévog o katahiniog ap1Buog polygon, kabaog e€aptatar asnod to €idog Tou
xapaktmpa SnAadn av mpokertal yia avlpwmoeideg, avBpwito gite puokd mAdoua,
TNV AETTOUEPELA TV EEMTEPIKMV XAPAKTNPLIOTIKGOV TOV KAL TIG ATTATOVUEVEG
Kwnoeig. O ap1Buog avtog eaptatal emiong aAd TNV IAATPOPUA OTNV omoia Ba
xpnoposmon el o yapaktnpag mote va ewoaydel 0to oknviko, 0mtov kabe Aoylopko
exel Srapopetikeg ikavotnteg Stayeipiong Tov apBuov polygon. Me Evav mpoxelpo
VITOAOYIOUO €vag Xapaktnpag Oa mpemel va amoteAeital uEYpl mePimov 150-200
¥adeg polygons. Autd Opmg eEapTATAl EMTIONE KA1 ATTO TNV TEPUIAOKOTNTA TOV
oKNViKoU 1tov Ba eloayBel, kabBog kat av LVITAPYXOLY AAAOL XAPAKTIPES OTO 1810
OKNVIKO, AoV TOTe 10wg ¥peraoTtel va petwdel o apBuog avtog. [7]

Mid KOAT) TIPAKTIKT YA TNV AtO800T AETTOUEPEIDV XWPIG VA ATTATTEITAL TEPATTIOC
ap1Buog polygon eival 1 Snuiovpyia kat xpron twv texture maps. [12] Ta
OUYKEKPIUEVA Maps WITopoLV va Xpnoiuomoinfovv yia va Swoovv v peudaiobnon
NG AAAAYTG TNG EMPAVELAG XWPIG va XperddovTal Ta polygons yia TnV avamapaoTtaon
mg yewpetpiag. Xxedov mavta avtd ta maps Snuiovpyovvral and éva low-poly
povtélo kat To avtiototyo high-poly povtédo tov. [17] Méow ouykekpIpEVOL
AOYLOUIKOV 01 AETTTOUEPEIES ATTO TO ATTTOUEPEG LovTeAO Ba tpoAnBolv mavw ot
yvewpetpia tov low-poly. Yrapyovv tpia facikd maps kat ot astd avtd Oa
XPNOoTon B0V EVAIOKELITAL OTNV KPLoT) TOU 0Xed1a0Tr aAAd Kat TV TeXvoAoyid Tov
Aoyiopukov. Ilpokertan ovopaotika yia ta bump, normal & displacement map.

To bump map amotelei pa grayscale 8-bit eikova mov mpocbidel Aemtopepeleg oto
povtého [Figure 11]. 'Opwg to e mov mpoadidet, mpokertat yia pia wpevdaiodnon
kaBag Sev ennpeddel TV TPAYUATIKT YEWUETPIA TOV povTIEAov. Xpnoluosoiel Tig
XPWUATIKEG TIUEG AGTIPOV — HAVPOV MOTE AVTIOTOLXA VA TASIVOUTOEL TTOLEG
Aemtopgpeteg eEEYOLV Ka mToleg KIvouvTal mipog ta péoa. Ta emineda pe ykpt
XPWUATIKT| amoypwon dev mpoodibovv kabBolov Aemttopépera. [9,20]
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[Figure] 11. Bump Map, n yewuetpia Sev ennpealetal, Yeudbaiodnon tou Badoug.

To normal map &yet apketeg opoloteg pe To bump oG Aertoupyel StapopeTikd.
Avti ya greyscale ypopatikég Tipég to normal map amoteAeitan amd RGB tipég, ot
07101e¢ AVTIOTOLYOVV AueTa e Tovg afoveg Tov Tp1odiaotatov koopov XYZ [Figure
12]. Ailvel ovo1a0TIKA TTANPOPOPIES V1A TO WS A AVTIOTOIKIOTEL 1] VYT OTO HOVTEAO.
'Omwg kat To bump map Sev ennpeddel TPAYUATIKA TNV YE®UETPIA, AAA TTpoadider
0TO HOVTEAO TNV PevdaioBnomn tng yewpetpiag vipning Aemrtopgperag. [9,20]

[Figure] 12. Normal Map, n yewuetpia Sev ennpealetatl, UMAPYOUV AETTTOUEPELEG OTNV ETILPAVELQ.

TéAog, ta displacement maps emtuyxavouv eKITANKTIKA ATTOTEAECLATA YA TV
anodoon Aemtouéperag oe povreha. H Stapopd amd ta mponyovpueva Vo eival 1o
yeyovog o1t ta displacement maps ennpeddovv mpayuatika m yeopetpia [Figure 13].
INUavTIKO gival 0Tt Ta oVyypova render engines Popovv va XPpr|O1OITO 00UV e
aveon €wg kat 8k displacement maps. [12,20]

Amotelovvtat emiong amd grayscale xpouatikeg TIHEG pe v dtapopd 0T
JPOTILOVTAL 0TI HOPPT) T®V 16-bit 1) 32-bit. To peloveéktnua pe ta displacement maps
elvan 0 o€ povtEAa sov Sev Exovv BEATIOT TostoAoyia pmopel va stpokAnBotv
avemBounteg Sraotpefraoelg. v amdS00m Kiviong WIopovy va IIpoKUYOLY EMIONG
nmrata kabag 6TTwg avagepBnke mplv ennpeddovy TNV TPAYLATIKT] YEWUETPIA TOV
povtédov. Emiong n xprion tovg avePadel v amaiton g vtoAoyloTikng SUvaung.
[20]
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[Figure] 13. Displacement Map, n yewuetpia emnpealetal.

Ao Ta TApATAVe TPOKLITEL 1 TapadoyT| Twg 0 XAPAKTIPES IOV Mpoopifovtal yia
¥xpnon oe animation, aso@elyetat n xpnon twv displacement maps, kaBawg {nTovv
UHEYOAVTEPN VLTOAOYIOTIKT SUvaun Kol Wropovv va JpoKaAéoouvv avermbounta
gnmuata. H Snuovpyia evog emmtuynuévov normal map pumopel va tpoo@epet ta ida
QTOTEAECUATA XWPIC VA TIEPIEYEL TOVE 1610VG TTEPLOPIOUOVC.

Apywer) O¢om

Mia akoun amaitnon g KaAng oxediaong evog xapaktpa eival n apyikr 0¢on. Ztov
Topga tov 3D &xet vioBemBel pia ovykekpruévn B€om, yvwotn kat wg T-Pose. Ttnv
OLYKEKPIUEVN BE0N 0 YapakTpag otekeTal evbeia pe ta modia evbBuypapoueva,
EVO TA XEPLA TOV EMEKTEIVOVTAL 0PLOVTIA OE YWVIA 90°, 1] AVUPWOUEVA O HIKPOTEPT)
KAloT). AvTn 1) oda XpNOHOTOLEITAl EVPEMC, KABMOE S1evKoAUVEL AAAA 0TASIA TNG
mapaywyng Omwg To rigging, to weight painting, v oxe8iaon tov garment mov Oa
KAAUWEL TO HOVTEAD, OAAA KA TNV amtdSooT kivnong. Aev LITAPXOLY OTEVA ONUELQ
010V 0 oyediaotrng Ba SuokoAevtel va entepPel av xpelaotel. Eidika oty Stadikaocia
Tov weight painting to onueio ™mg paoyding Ba nTav enmduvo, av ta xépra
Bploxovtav oe mAnpng Eexovpaon.

[Figure] 14. T-Pose
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Kiijpaka k0opov

IIpoooyr) mpémner va dobel otnv kAlpaka stov epyaldopacte. IIoAd ouyva tpok\ITTOUY
dnuata pe 1o peyebog evog HOVTEAOL IOV HItopel va opeilovial oe Adbog Tov
KaAMTEYvn 1) elte eme1dr) epgavidovtan pofAnuaTa o HETAPPAOT) TWV S1a0TACEWY
ato &va Aoylopiko 0to AAho. Emtiong moAég Aettouvpyieg Twv 3d AOYIOUIK®V, OTTOG O
PWTIOUOG, AEITOVPYOVV PACEL CUYKEKPIUEVNC KAIHAKAG. e aUTH) TNV epintworn
TPETEL VA ETNAEEOVE TTPOOEKTIKA TN 0WOTh kKAipaka. Eival toA) onpavtikd Aoutov,
Va TPOVOOULE Kal va epyalopaoTe Paciopevol oe kKAipaka tpaypatikod koopov. 'Etot
UITOPOVLE VA S1aTN pOvE pia GLYKEKPIUEVT] KAlpaka kab’ 0An v Sidpkela
TAPAYWYTG, O€ OITTO10 AOYIOUIKO K1 aV pyadOuaoTe, S1atnpovTag LLE AUTOV TOV TPOIO
Kkat Tig avaioyieg. ISavika smpotiudtan n) xprnon twv ekatoot®v (cm). [7]

UV Mapping

'‘Ocov apopd v amodoon VETE 0TO HOVTEAO, 1) SradebSopévn peébodog eivar n
ovopalouevn UV Mapping. Ta UV Maps, alMicwg ovopaloueva UVs, givat
S1o8100Tateg ouVIETAYUEVEG TTOL OXETI(OVTAL LIE TA vertices Tng yewuetpiag evog
UHOVTEAOV. ATTOTEAOVY OLOLAOTIKA EvaV 00T YO YA TO TIWG 1) VYT LE TN Hop@T) evog 2D
image texture Ba kataveunOet otnv tprodiaotat yewpetpia. Eival pia katavoun
kaBe pixel g elkdvag o€ Eva avTioTolyo vertex Tov HOVTEAOV. AUTN 1] XApTOypA@non
atotelel pa oAl 18aitepn Sradikaoia katd v ooia asatteital Heyain pocoy.
INa mv Snuovpyia twv UVs mpénel mpovornoovpe o1o o0tddio g povieAomoinong tov
mesh. [12,16, 18, 32]

'OA\a Ta Aoyopikd €xovv v duvatdTa va Snuiovpynoovy éva tumomotnuévo UV
XAPTN UECK TNG LOVTEAOTIOINONG TOV mesh. e auTh T MePINTWon TPOKVITTOVY
avemBvunta amoteAéopata. YIapxovv meploxeg 0mou 1 ven dev Stavepetal owotd.
H owot Sadikaoia givar va Eexvijoet n) tapaywyn v armodoong towv UVs eneita
ato ) Snovpyia tov poviedov. 'Evag xaptng UV astoteAel pia Siodiaotam
aAvVaIIapAoTaot mg yewpetpiag tov povrédov. Ovolaotikd 1o mesh EeSuthwvet kat
1o Tp1odiaotato petatpénetal oe Siod1dotat eikova. Ia va yivel n petatponr) o
E1KOVA OUMG, ATALTEITAL TO LOVTEAO VA KOTIEL 08 OUYKEKPIUEVA onueia. Te auTo To
onueio amarteitan 16waitepn spoooyn. ITowa onueia Ba komovv; Iola onueia eivat
gvuailoHNTA Kot TPETEL VA TIPOOTATEVTOVV;

[Figure] 15. UV Map aptotepa, avtiotoiyion oto povtédo Seéia
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[Figure] 16. Anutoupyia tou UV Map, éneita tnv Stadikaoia tou UV Unwrapping

PBR Textures

Ta PBR (Physical Based Rendering) Textures, agopolv Kuping To 0Tad10 Tou
rendering dnAadr) v petatponn g tprodidotatng oknvig oe diodidotatn ekova.
ITpokertan yia pia peBodo amddoong veng 67tov AapPAvovTal LIIOWYLY CUYKEKPIUEVEG
PUOTKEG TAPAUETPOL. Me aUTOV TOV TPOITo artodiSetal kaADTEPA 1) OTTTIKOTIOINGT TNG
VPTG, ONIWG OTOV TIPAYLATIKO KOGLO. Zuykekpiueva n pebodog tov PBR Texturing
vIoAoYidel Tg To pwg Ba avtiSpaocel oe pa ver) ov Bpioketal oe pia em@EAavela yia
va tapa&el peaAloTikd amoteAéopatd. ITAgov OAa Ta AOYIOUIKA AEITOUPYOLV UE
aAyopiBuovg mov vITOAOYIfoLVY TIG PUOTKEG 1810TNTEG TOL PWTOC. ITpv amtd v
ueboboAoyia tov PBR kdBe Aoyiouiko eixe tov 81k0 Tov tpodso va mpoormadel va
JPOCEYYIOEL AVTA TA ATTOTEAETUATA. AUTO OUKC KOOTIE XPOVO KAl TA ATTOTEAETUATA
Sev nrav wavomointikd. O kabe oxedlaotng vepmVv Enpemne va yvopilel katl va
vroAoyioel Tig PLOIKEG 1610 Teg KA VAIKOV. TIpogkuYe 1 avaykn Aowtov piag
eviaiag pebodov yia v amddoon pealotikwv ve®v. [TAEov amotelel v faokn
uebodoloyia oy oxediaon kat amdSoon vpav. Yaapyovv dvo uebodor epyaoiag pe
PBR textures: n p¢Bodog tov Metallic Roughness kat avtr| tov Specular Glossiness. Ot
6o meputtmoelg pebodoroylag Sivouv ta 18a ammoteAéopata kat oyetidovral Kupiwg
pe to render engine sov Ba ypnoomonBei yia va mpofAnBovv ta amotedéopata.
[19,28]

H p&bobog tov Metallic Roughness astoteAeitan amnod tpeig mapapétpovg. To xpoua
(base color), v tpayUmrta (roughness) kot tnv petarikotta (metallic) Tng veng.
To ¥poua TEPIEYEL TNV LOVO TNV TTANPOPOPIA Y1 TNV TIUT| TV XPOUATOV 0V Oa
atodoBovv. H tpaydnta kabopilel tov TpOIo e ToV 071010 1) EMPAVELIN ATTOPPOPA TO
pwg. H petadikomta amodidel av 1o vAKO eivat petarko, av dev eivar kaboAov 1)
kdtola evdiapeon tiury. [28]

H pébodog tov Specular Glossiness Aertovpyet eniong e tpeig mapapetpovg. To
Xp®ua, To omoio e5a ovopadetat Diffuse 1) Albedo, v avtavakiaotikdtta
(Specular) ka1 tn yvaiada (Glossiness). To xpoua mapopoimg exel Tnv TAnpogopia
yia v amtodoon puav xpwpdtwy. To specular map eival avtiotoiyo tov metallic
QA LTTEPTEPEL GTO YEYOVOG OTL 0 0XeS100TNE LITOPEL VA 0PIOEL TO XPOUA TNG
avravaklaotkotntag. Téhog, n yvaAdda Aettovpyel avTioTpo@a astd TNV Tpay TN TA
oy A\ peBodo. 'Otav n Tiun etvat 0to 100% 10 LAIKO Sev mapovotddet tpayld
EMPAVELA EVK 0TO 0% TO VAIKO YapaKTnpidetal amo mAnpng tpayvtnta. [19,28]

H xprion wag amd twv Svo pebddwv eivar emmhoyr| Tov oxediaotr, pe v eaipeon ot
ot uéBodo tov Specular Glossiness vtdpyet 1 enTAéov Suvatotnta kaboplouov Tov
XPWUATOG NG avTavakAaotikomrag. [7]
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traditional shader content pbr shader content
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[Figure] 17. MAgovektiuata tou PBR Texturing. lNpooneAaotnke ano Joe Wilson, Marmoset.co

c. Xvyypovin MeBodoroyia TyeSiaong

H oxebiaon evog tprodiaotatov xapaktipa amotelel ovvOetn Siadikaocia. Mmopel va
eKTEAEITAL QIO Eva ATOUO, AMA 08 PEYAAEG TTAPAYWYEG 1] EpYACIA AVTI| KATAVEUETAL
UETAED TTOAA®V KAATEXV®V, avTioToya yia kibe otadio mapaywyng. e kabe
TEPITTWOT] VITAPYOLV TTAVTA OUYKEKPIUEVEG TTPodiaypapeg o kabe 0Tad10 WG TTPOg
v oxediaon. IIpodkertan yia pia ypapuikr) epyacia 0mov kibe otadio mpemet va
oAokAnpwBel, dote va £pBet to endpevo.

Concept Art

A@ov &yovv kataypagel o1 mpodiaypagég, n Sradikacia ovvnBwg Eexivael amo to
o0tad10 Tov concept art, OTov dnuiovpyovvTAl Ta APYIKA oXES1A Tov YapakTtpa. To
01a810 AUTO elval apkeTd eAeVBEPO WG MPOG Ta peoa 1oL Ba xpnolpomonfovv.
Kastolot kaAAIteyveg mpoTiovy my S106140Tatn mapaywyr OKITowy Ue AETTOUEPELES
oe kaBe oy (mpdooyn, iow OYn, TAGyQ).

To cUVOAO AVTMV TWV OKITOWV TIEPIEYEL TTANPOPOPIES V1A TNV LOVTEAOITTOINGCT) KAl
ovoudadetal wg model sheet. AA\o1 kaAAITEYVEG TpoTinoUV To 3d WG UECO yia TV
JPOTLITOITOINOT). XPNOIUOTOIMVTAG UIKPA Kal faoika oxnuata Snuiovpyovv ua low-
poly ek8oyn Tov XapaKTpa MOTE VA TTAPOVOIACOLV TNV OKEWT) ToVvG. Ta TeAevtaia
XPOV1a £xel TPOKLWYEL N TaEla Tapaywyn TpwToTONwV peéow tov digital sculpting oe
AoylopiKa 07twg To ZBrush. AmoteAel pia kan spaktikn kabaog Evag KaAMTEXVNg
umopel va oxedidoel apketd Aemtopepelaka concept oe uikpod Xpovo, eve TapaAAnia
VITAPXEL LEYAAT evEMELA OO0V APOPA TIG AAAYES KL TNV ETOTPOPT) O
sponyovpeveg ekboyeg. Ot tpelg mepurtwoelg eival e€loov amodekteg. Avto cuppaivel
EMAVOAANTITIKA, KAOQOG LITAPYOLY CUVEXWG PEATIOCELS KAt TPpoCOTKeg TEPIOCOTEPHOV
oTolKElwV PEYXPL 0 LITEVBUVVOG VA eival EVYXAPIOTNEVOG LLE TO AWTOTEAECUA. ATIO KEL KAl
TEPA AVATITVOCOVTAL Ol XPWHATIKEG TTAAETES. TEAOC, AoV €XoUV ATOPACIOTEL TA
OTITIKA XAPAKTNPLOTIKA TOV XAPAKTIPA, CUVTACGETAL £VA EYYPAPO LIE TTA|POPOPieg
Yla TNV TApaAymyT), To 07010 PItopel va Xpnotpomotnfel kat amd AAAOUG KOANTEYVEG.
[Tepieyet Tig PAOIKEG OPELG, TA YPOUATA KA1 TTOMES POPES KOVTIVEG ANWELG OTIG
Aemttopépeteg pe meprypageg. I'a v oxedlaon Tpiod1aotatov Yapaknpa
JPOTILATAL, TA OKITOA TV BACIK®V OPEDV VA EIVAL GOOTA KOG TTPOS TIG AVAAOYIEG,
wote 0 3d modeler va ta xpnopomooel wg odnyovg. [7,18,20]
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Modeling

Endpevo Brjpa eivar n povtedostoinon tov povtédov. 'Onwg avagepbnke pia exSoyn
etvan 1 oxedlaon peow g TeVIKNG Tov polygon modeling eite Tov edge modeling
xpnowomowwvtag to model sheet. H uébodog tov polygon modeling asmoteAet tnv
TPQOTN HOPPT] TPIOSIACTATNG LOVTIEAOTIOINOTG. ATTOTEAEL OUMG KL TNV KUP1A HEYPL Kat
onuepa. H povtehomoinon péow twv polygons Sivel v amapaitntn eAevBepia otov
oxedlaoti yia myv Snuovpyia adda katl v BeATiotonoinon evog Tplodidotatov
Xapaktmpa.

STV EPTmoT 0oL TA TPWTOTLIIA concept Exovv Snuovpynbel péow tov polygonal
modeling, T0Te 0 oxebraoTg oLvveyiel pe avtd TpoobETovTag AemTopepela kat
Bedtwoeig oty tomoloyia. Eav 1o poviedo dnuiovpyndnke pe v teyxvikn tov digital
sculpting, o koM TEY VNG GLVEYILEL ETTIOTIC ATTO EKELVO TO OTUELD, TPOTOETOVTAG
AETTOUEPELEG KA LETATPETOVTAG TO concept e ASIToupytKo HovteAo pe tnv peébodo
Tov retopologizing. [12]

UV Unwrapping

MoAig €xel povtelomonBei 1 faoikn) yewpetpia, Epxetal o otadio twv UV maps. Ia
va yivet 1 astodoon g verig o modeler mpémnet va akohovBrioet v Stadikaocia tov
unwrapping twv UV ovvtetaypevmv. To apyikd otadio yia to UV unwrapping eivai
TOT00ETNON YPAUUGOV KOTITG OVOUAOUEVES WG Seams.

Ta seams ¥ PMOUOTOIOVVTAL V1A VA 0pioel 0 oxedlaotrg oe mola onueia Ba komel to
LOVTEAO MOTE QIO TPLOOIACTATN HOPPT| VA Yivel unwrap oto Siodiaotato UV map.
[TaparAnAa Ba amopaocioet moleg meployeg Tov mesh yperdlovratl mpootacia. Ot
TEPLOXEG AVTEG €ival TA OTUELA OTTOV O XAPAKTIPAG TTAPOVOIALEL TAPATIAV®
AETTOUEPELEG, V1A TTAPASEYUA Ta AUTIA KAl TO otoua. OpidovTag AUTEG TIG TEPLOYES
WG JTPOCTATEVOLEVES KAl SlvovTag Ta seams, TO AOYIOLIKO LIToAoyidel kat kOPeL To
mesh Aapfavovtag Tig mapapétpoug. [16]

Texturing

Ta UV maps otnv ouveyela Ba eEayBovv (export) kar Ba otaholv 610 mpoypappa
omov Ba yivel to texturing. Metd to téAog avtng tng Stadikaoiag ta texture maps 6a
eloayfovv Eava 0To MPAYPANUA V1A VA EPAPLOCTOVY OTO HOVTEAD. O1 XAPAKTPES
XPNOUOITOI0VV JTTAVTA TTAPATTAV® AIto €va texture map. To mpato texture map eivan
auTo 7oV divel 1o Ypoua, yvwoto kal wg diffuse map. To diffuse map prtopei va
arroTeAEiTAL AITO LA poToypapia elte va a@tel asto v apymn.

INa va amtodmoovpe Tov emOBVUNTO PEAMOTUO GTO LOVTEAO XPTOILOTTOI0VUE Eval
ovvoAo astd texture maps, kABe Eva vebBuvo yia v pUOBUIOT) CUYKEKPIUEVKDV
TAPAUETPWYV, OTMG TNV AVTAVAKAACOTIKOTNTA TG emupavelag (specular map), 1o 1600
TPAa eivan n emupavela (roughness map), v diapavela (opacity map) kot tehog ta
mpoava@epopeva bump,normal & displacements maps yia v tpooBnkn nepartepm
AeTTOUEPEIWVY. ZUYKEKPIUEVA O maps Omwg To roughness, opacity & specular
XPNOLOTOI0VVTAL S108100TATEG ETKOVEG TTOV ATTOTEAOVVTAL ATTO EVOIAUETES TIUEG
HavpoL Kal AoTIPov, eite piopel va oxedlaotovv amod v apyn XPNOUOTOIOVTAS KAl
TTAAL AOTIPOUAVPES XPOUATIKEG TIUEG. AUTEG 01 TIUEG Yia mapadetyua, Ba kabopicovv
7000 YUAAIOTEPT| Elval OAN 1) emPAvVeLQ, €lTE Eva CUYKEKPLUEVO onueio TG, TTo
opacity map o1 pavpeg TIHEG XAPAKTN PILOVTAL AITO TIAT PN S1a@Aveld, EVM 01 AOTIPES
QITO TIAT)PT] 0PATOTNTA KAl 01 eviidueoeg Tipeg Sivouv eva péco amotéAeoua
nudagpavelag. [19]

Rigging

Khetvovtag tnv Stadikaoia mapaywyng Bpioketatl to koupdt tov rigging. Amotelel
éva 18aitepo 0tad1o, kabBwg to 1181 oxedlaouévo povtedo Sev ptopel va kivnBet S0
elval oTatiKo.
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Amotelel pia pabnuatikr ovvaptnon asnto polygons & vertices otov 1piodiaotato
xopo. Eav xiviioovpe Eva 1 £&va 6UVOAO Toug, autd Ba Tpokaréoel LOVO AAAOIWOELG
oV YewueTpia.

Ta va &govpe T SuvatdTTA VA TPOKAAECOVLE KIVNOT] O€ £va TPIoO1A0TATO HOVTEAO,
TPETEL VA TOL dwoovpE va cUVOAO artd apBpwoerg (joints). Ot apBpawoelg Ha
ouvdebovv petald toug Snuiovpywvtag Eva ovvoAo amd kokkaia (bones) kot
AVTIOTOLA VAV OKEAETO EPAPLOTUEVO ECWTEPIKA TOU LOVTEAOV, OVOUALOUEVO WG
character rig. ApoV avasttuyBei 1o rig mpokUttovv §Vo Paocikeg katnyopieg
oTolelwv: Ta joints kal ta bones. Avtd astoTEAOVV T0 CUVOAO TwV components, Ta
omoia Siayelpidovtan ot controllers [Figure 18]. "Evag controller ptopet va avtiotoiyet
o€ €va OUYKEKPLUEVO joint kot Ta KOKKAAA 7Tov ouvdeovtal dueoa pe avto. Mimopet
¢vag controller dpwg va yepidetar mapamavm aso £va joints. Ia mapdderypa pmopet
va vapyet évag controller yia kaBe avtiotoryo Saytulo oto 7od, gite Evag controller
OV eAEYXEL OAOKAN PO TO TTOS1 A0 TOV AoTPAyaro kal katw [Figure 18]. To cuvoAo
TV joint ka1 Twv controller stov Ba xpnowomonBotv kabag ka1 o TPOTog Tov Ba
tomoBetnBovv eaptaTal AmoO TOV XApaAKTHPa, SNAadT) av pepvel avBpativn popen i
01, Kal auto Tig oXed1a0TIKEG Tpodiaypa@eg mov e0Tiddovy oy Kivnon. Mia
onuavtkn Sievkpivion eival 1o yeyovog Ott ta components eivan apeoa ovvdedepeva
0TI YEWUETPIA TOL XAPAKTPA. AUTO ONuaivel OTL ) LETATOIIOT), IEPLOTPOPT) T
aAayTt) kKAlpakag evog component Ba aAAEet tapopola tny yewpetpia. Ao tnv aAAn
o1 controllers, 6mwg eimape yelpidovral ta components dueoa 1) kat éppeoa. H
uetakivnon evog controller Sev Ba ennpedocel amevbeiag ) yewpetpia, Oa ennpeaoet
ouwg kAtola components stov Ba ennpedcovv 1 yewpetpia. [5,18]

Tuvoro Component Tuvoro Controller

-
g

[Figure] 18. Body Rig Components & Controllers
Kivnon Xapaxktpa

Y& QUTO TO OTUEID 0g EOTIACOVUE OTO NWG TIPOKVITTEL 1) Kivnon Tov yapaktnpa. Ia va
XEP10TOVLE Ta joints kat Tovg controllers vitdpyovv SVO YAPAKTPIOTIKES KATIYOPIEC,
ta Forward Kinematics (FK) ka1 ta Inverse Kinematics (IK). ITpoketrtat yia dvo
uebodoug KivnuaTikrg, mov deiyvouv Tov TpoTTo e Tov omoio Oa kivnBel to povteo.
Yta Forward Kinematics yeip1{opaote ta bones 1o éva petd 1o airo. [4] EEnyovtag
MEPLOCOTEPA UECK TTAPASEIYLATOG, V1A VA KIVI|JOOULE TO XEPL TOV XAPAKTNpa EEKIVALLE
QTO TO TIPGOTO joint 7tov BploKeTAl OTO OTUEIO TOL MUOV, ETELTA TO joint TOL AYKOVA,
™G TAAdUNG, HEXPL VA PTACOLUE 0TA AKpA TwV daytuAwv. [Figure 19] 'Oco
Xe1P1{Oa0TE £va CUYKEKPIUEVO joint, kAOe mponyoluevo 1epapyikd joint eivan
kAe1dwpévo oty Béon tov. [3]
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Forward Kinematics

[Figure] 19. Anéboon kivnong uéow Forward Kinematics

Ty AN meplittwor, SnAadn ota Inverse Kinematics, 10y0et n avtifetn
peBoSoroyia. Tta IK dtav to bone mov PBpioketar oto dxpo petakivnBei, avtd
ennpeadel aAvTioTOLA TA JTPONyoLpEevA lepapynuéva joints. ITapabétovtag éva
AVAAOYO TTAPASETYLLA XEIPIOUOV TOV XEPLOV TOU XAPAKTIPA, AV LETAKIVI|OOVLE TNV
AaKp1 evog Say AoV, TOTE ennpedadovTal Kal Ta vitoAouta joints Tov SaytvAov. [Figure
20] Av UETAKIVI|OOVLE TO AKPO 0€ peydro Babuo, umopel va ennpedoet ta joints péypt
K1 To Uog Tov wpov. 'Onwg eivat katavonto 1 pebodog twv IK eivan tepimhokn kat
UITOPEL VAL TTAPOVOIACEL AVOUAALEG OTNV TTOLA Kot TNV Kivion. Zxedov mavta petd myv
atodoon g kivnong xpetadetal €vag mpoxELPOg EAEYXOC KAl KATTO1eg LIKPEG
S1opBwoetg. ITapoia avtd, ta IK TpoTiH®VTal 08 CUYKEKPIUEVEG TTEPUTTOOELS YTl
UITopoUV va tapagouy ypnyopotepa AmOTEAECUATA, APOV O KAAITEYXVNG JTOV PTIAYVEL
v kivnon Sev yperddetat va xepidetat ta joints &va mpog éva. [4,15]

K Kinematics

[Figure] 20. Anéboon kivnong uéow Inverse Kinematics

H pu£bobog twv IK ypnotpomorieital ouvnBwg yia Tov Xe1p1oud TV modimv Kal Xepiov
€vOg Yapaktpa, eve 1 pébodog twv FK ota vitodowta pépn omov ta joints
efaptovtal oe pikpotepo fabuo peta&d toug. [4,15]

Weight Painting

MoAg oAokANpwBel To otrjo1uo Tov rig, ToTe Epyetan 1 Sradikacia tov binding,
6nAadT) ) ovvSeon tov cuoThuaTtog Tov rig ue To mesh. 'Etot £xovpe pa
aMnAemtidpaon petald twv §uo Kat IToPovUE TAEOV VA ETNTUXOVUE TNV artodoon
kivnong. Ta ovyyxpova Aoyiopikd emtuyyavovuv to binding avtopata, kabwg mpémer
QTAQ va Toug Soovpe To rig kal To mesh kat Ta vTdAoUTa ekTEAOVVTAL HECK AUVTOV.

18



Metd 10 EPAG TOV VITOAOYIGLOV TIPOKVITTEL EVAG AKOUN XAPTNG TTOV OVOUAdeTal
weight map. O yaptng eival eQapUOCUEVOG OTO HOVTEAO KA1 ATTOTEAEL ATTOTEAETLA TOV
binding dnAadn e€aptatar anod ) yewpetpia kat ta joints. To weight map Seiyverl nmg
Ba kivnBolv ta polygons evog mesh kata v kivnon evog joint. [5]

Ye kabe mepinTwon Opwg 1 XpP1ion evog avtopatosmonuévou weight map Sev eivan
KATAAANAN kaBag olyovpa Ba epgaviotollv ouykekpipueva {NTnuata oty arodoon
Twv weights. Mopel katd v Kivnomn g Ke@PAANg Ta LOAALL TOV XAPAKTHpA va
Kwvovvtal Stagpopetikd amd 1o owpa. 'Eva cuvnBiopévo tapadetypa eivat to
npoPAnua vtapéng overlapping polygons katd v kivnon ovvOetwv onpeimv 0mwg
HETAEL TOL KeaAloV kat Tov Aaipov. Emtiong 1 un owotrg SievBetong twv weights
evdeyetal va dnuovpynoet polygon stretch, mpopAnua to omoio mpokadel tepartepw
nmuata oty amddoon Kivnong kat eivat omtikd aionto.

Ipémner Aowtdv oe kaBe mepimtwon va eetaotel to weight map peta mv Stabikaoia
Tov binding ka1 va §1opBwBolv xerpokivita and tov oxediaotr) ovykekpiuéva onueia
OTIOV 0 XAPTNg mapovotadel AdBog katavour| twv weights. Avtn n Stadikaoia eivat
apKetd meplmAokn Kal astaltel HeAETn Kal ammoOK o KOAGV YVOOEWY OTO TS
KlvouvTal o1 LUEG KAl 0TO TGRS TO TEVIWVETAL TO OEPUA. TNV MEPITTTWOT TTOV O
¥apaktnpag eivat i810g 1) PEPEL XAPAKTNPIOTIKA OLOLA e KATL AVTIOTOLKO OTOV
TPAYUATIKO KOOUO TT.Y. 01 avOp@Itivol YapakThpeg, eival o 0koAo va S1opBwoovpe
To weight map kaBag €xovue avapopeg Ao v QLOT.

'‘Otav o1 YapakTnpeg eival HETAPUOTKOL KAl QIEXOLY ATt0 SOUES TNG TTPAYLATIKOTNTAG
ataLteiTan Tapastave Xpovog Epevvag yia To twg Ba kivnBolv.

[Figure] 21. Weight Map

To xoppam tov rigging & weight painting asmotelel onuavtikn evotnta oty oxediaon
evog yapaktnpa. Eivat amd ta onpavtikdtepa Tunuata oty dnuovpyia evog
PEAAOTIKOD KAl AEITOVPYIKOV XAPAKTIPA. AVAAOYA AOUTOV LIE TNV TEPUTAOKOTNTA KAl
Vv @OON TOL Yapaktipa 1 Stadikaoia pumopel va kpatroel amd HEPIKEG WPES UEXPL
ko BSoudadec.

H oyediaon Aoutov evog KaAoU oyed1a0UEVOL KA1 AEITOVPYIKOD XAPAKTIPA, ATTOTEAEL
pia toAvovvle Sradikaoia. Nat pev givat pua ypappikn oepd fnpudtwv, aAha Sev
elvan teAelmg avotnpn. Aev amoteAel voypEwor, kabe oxediaotng va akoAovbnoet
ta akpfwg ida Pripata. H peBodooyia stov avaludnke mapamdve amoteAel Ty o
S1adeSopévn ahvoida otov topga.
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[Figure] 22. Atabebouévn MeGobdoloyia Sxediaong Xapaktipa

d. Al\\eg Me0BoSoroyieg Tyediaong

Mmopel n peBoSoroyia mov avammtiONnKe TPV va aoteAel TNV ypauun epyaociag sov
akoAovBov o1 teploodTepol KaAALTEYveg. Autd Sev onuaivel Ouwg OTL eivar N
povadikn. Yrdpyouv kat AAAeg TEXVIKES yia T oxedlaomn Yapaktnpa og KAmola oo Ta

Pripata tapaywyng.
Procedural texturing

ITépa aso ) SradeSopévn peBodo g amdSoong vVPTG, XPNOUOTOIWVTAG TNV TEXVIKN
tov UV mapping npwta, vrtapyet n duvatdtnta va cuvdvacovue Evav procedural
UETAOYNUATIONO QIO TOV TPLOOIA0TATO XWPO LE TO HOVTEAD. AVTi va
xpnotposojoovpe to UV Map yia va yaptoypaproovpe nwg kabe pixel Ba amodobei
o€ &va vertex, YproUOTTOI0VUE S1APOPES TEXVIKEG TTPOBOATG ToL LAIKOU oTo mesh. Ot
KOpleg PoPoAeg xaptoypagnong eivar 1 eminedn (planar projection), n kuAtvSpikr)
(cylindrical projection) 1 nj opaipikn (spherical 1) box projection). Avti n vr| va gival
TAT|PWG XAPTOYPAPNUEVT BACEL TOV HOVTEAOV, O AVTEG TIG TTEPUTTWOELS SoKluadeTal
v o autd. O kaAAtexvng eneufaiver kal pvBuidel mapauétpovg 6mwg peyebocg,
TEPLOTPOPT KAL LETATOMION avTioTolya HEXPL va emtevyOel 1o embBuuntod
arotédeopa. H ver) pmopel va emavalapfavetal mapamive amo pid gopd Iive oTo
povtedo (tiling), opoiwg to 1610 pmmopet va ovpPet pe Eva bitmap mov ypnolpomoteita
WG VAIKO o¢ €va texture. Te authv v mepintwon eival mbavo va epgavidovial ta
opla g emavaAnyng (seams) kat o kaAteyvng Ba mpémer va pvbpioet Tig
mapapétpovg Eava. [14,19]
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Ty eminedn mpoPoin, n amtddoon g vET|g yiveTal Tpelg Popeg ot eminmedeg
emeaveleg avtiotoya otovg afoveg X,Y,Z. I CUVEXELA O1 EMPAVELES TTOV TIEPIEYXOVV
v vt cuvduvadovtal aApHOVIKA LETAED TOVg, PACEL TPIOV TAPAUETPWV: TN Ywvia NG
EMPAVELAC, TNV ETPAVELA OTIV OTTOLA 1] VPT] AVTIOTOLXEL KAAVTEPA KAL TNV EMPAVELA
070V N VYT TEVTOVETAL AtyoTepo. OvolaoTikd kaOe empavela amotelel eéva UV set,
0TO 071010 B AVTIOTOLYIOTEL LA POPA 1] LPT). ZTNV TEPITTWOT] OUWG JIOL TO texture
sepiEyxel bump, normal 1) displacement maps, t10te Oa eppavioTovv avemBvunTeg
aAowoelg ota akpa tov kaBe UV set. I'a avtdv tov Adyo Sev mpoTipdtatl amd v
teyvikn tov UV mapping, tapOAo tov elval o yprjyopn.

[Figure] 23. Triplanar UV Projection

H xvhwvSpkn tpofoin (Figure 24) emtuyydvetal HEG® evog Un opatol KuAivipov,
TOV OJI010V TO KEVTPO S1amepva To KEVTPIKO afova tov poviedov. H ven vitoloyiletat
TPOTA OTNV MPAVELN TOV KUAIVOpoL katl ammodibetal petd oe avtr) Tov HOVTEAOD.

[Figure] 24. Cylindrical UV Projection
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1 opaipkn poPoin (Figure 25), n amdSoon g veng emtuyydvetat apopoing. H
v anodidetan avtiotoya otov X kat tov Y afova. H Srapopd tov spherical
mapping eival 0Tt TapPoLOIACEL H1A HIKPT] TAPAUOPPWOT) OTIG KOPUPES TOV
avtikelpévov otov Y+ kat Y- aova.

[Figure] 25. Spherical UV Projection

MovteAomoinon peom Potoypapperpiag

I'vwoTtr) kuping wg 3d scanning, 1 pwTOypaupeTpia amoteAel pia pebodo
uovteAooinong ov umopel va xpnotposon et yia tnyv Snuovpyia tprodidotatmv
povteAwv. IIpokertal yia my Siadikaocia g Kataypagrg evog AVTIKEUEVOD aTtd TOV
JPAYUATIKO KOOUO KAl TNV dnuiovpyia Tov o€ eva Yn@lako povredo. H kataypagn
uropel va emtevybel pEow 81KV CLOTNUATKOV TTOV XpNoluoolovV laser, projections
1 ovoTHaTa TOAAATAGY kKapepwv. H potoypappetpia amoteAel Ty kataypa@r) Tov
AVTIKEPUEVOU HECW TNG TEYVIKIG TOAMATA®V Kapepmv. [12]

[Figure] 26. S0otnua 3D Scan péow Qwroypauuetpiag. MpooneAdotnke and blogs.solidworks.com,
April 2019
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To avtikeipevo putoypa@iletal amno Siapopeg ywvieg, KAADTTOVTAG OAEG TIG
JEPLOYEG. TTI CUVEXELN Ol PWTOYPAPIEC EICAYOVTAL OE KATIO10 AOYIOUIKO OTIWG TO
Agisoft Metashape 1) 1o Reality Capture. O ahyop180g Tov enefepyddetal Tig E1KOVEG
Kat avamrtoooet éva poviedo. H yewpetpia vmohoyiletal amo Tig Aemtouépeleg oe kabe
£1KOVaC KaDmG KAl TIC XPWUATIKEG TOVIKOTNTEG. Me Vv 181a TeXVIKT £KTOG aItd TN
YEWUETPIA EVOG LOVTEAOU 1] PWTOYPAUUETPIA EIVAL TKAVT] VA TTAPAYEL KAL TO
avTioTolyo texture map Tov AVTIKEIUEVOU. BAOKO HEIOVEKTNUA AUTIG TNG TEXVIKNG
£lval 0T raTovvTal ANPELg LYPNATG EVKPIVELAS YA TNV KAAUTEPT KATA TO Suvatov
Snuovpyia g yewpetpiag. Te kabe mepltworn To TapayoUevo AtoTEAEoUA
yewpetpiag xyapaktnpidetal amd Bopufo kat amartel kabapopa, Stadikaoia apketd
emimovn. [12]

[Figure] 28. To avtikeiuevo pwtoypapiletal ano SLapopec ywVies, yla va SoVel n mAnpogopia Badoug,
npoomneAaotnke amno blogs.solidworks.com, April 2019
W l'." - ! '*.-/‘4","'

RAW 3D Scan Data

[Figure] 27. AnotéAeoua @wTtoypauueTpias mpLy T0 oTddLo ToU KadapLoUOU, TTPOOTIEAQTTNKE QO
rigsters.com
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Boolean Modeling

H teyvikr) tov Boolean Modeling dev amoteAel pia 1000 Stadouévn mpooyyion ot
HOVTEAOTTOINOT. TTN OUYKEKPIUEVT] TTEPLITTWOT) 1) Snuovpyla evog HovtéAov
Snovpyeitarl amd Vo mponyovueva aviikeipeva. Eekivovtag ue Eva factkd oynua,
TTpooTiOevTAl S1APOPETIKA OXNUATA TTOV giTe TPOTOHETOLY 1) APAIPOVV TN YEWUETPIA
Tovg 010 Paotko oxnua. Méow avtng g dtadikaoiag Oa Snuovpyndei eéva véo
oynua. 1o Boolean Modeling vmtapyovv tpeig Baoikég eviolég. H mpartn elvai n
amokaiovpevn Difference 1 Subtraction. e avth| Tnv mepintwon To €va oxnua
apaipeital amo tov 6yko tov facikov oxnuatog. [12]

[Figure] 29. Brjuata ektéAeong tou Boolean Subtraction

H 8e01epn evioAr] ovopddetar Union kat asoteAel v oUVOeOT TwVv SU0 avTIKEUEVOV
o€ &va VEO pE TNV eMUTAEOV YewUETpia. H yewUETpla TOV EVOC AVTIKEIUEVOD TOV
S1aoyidel To Ao agaipeital auTopaTa. AlaTnpeital HOVOo 1) KOV YE®UETPIA TOV
Slatnpovv ta §vo apyka aviikeipeva. [12]

[Figure] 30. Brijuata ektéAeong tou Boolean Union. H véa yewuUETpI TEPLEXEL LOVO Ta KOLVA TTOAUYyWwVA
KOl OYL TOL ECWTEPLKA

Télog otnv evtoAr] tov Intersect Siatnpeitatl 6010 yewpeTpia mePIEXeETal EVIOg TV
6o oynuaTtwv.

[Figure] 31. Bnuata ektéAsong tou Boolean Intersect. 2tnv teAeutaia ekdoxr mapouvatalovral Ta 0pLa
mou kaedopilouv TNV yewuetpia mov Ja dtatnpnVel
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Box Modeling

H mpooéyyion tov Box Modeling amoteAel mia oyxetika Siabedopevn texvikr)
povtedomoinong. H xprion g Opng meplopiletal apKeTA 0NV TIPOTUITOTOINOT)
HOVTIEAWY 0TO 0TAS10 IOV TTapovoladovTal Ta concepts kat oudnrovvtal ot alayeg. To
JIAEOVEKTI LA ELVAL T TAKVTITA JTOV TIPOCPEPEL YA TNV Snuovpyia Bacikwv HOVTEA®V.
O oxedraotng Eexvaetl amo Eva Bacikd oynua 6mmwg evav ko 1 évav KiAvSpo kat
apyidel va KAVEL TPOTTOTOINOELS 0TIV YEWUETPIA 1) VA TpooBETel empuepovg Paoikd
OYNUATA Y1 VA TTapdyet tnv embounti popen. [12]

[Figure] 32. Mpodxeipn povtedomoinon xeptou ue tnv uédodo tou Box Modeling. 3to ansikovi{ousvo
UOVTEAO ypnotuomoliOnke kat n texvikn tou subdivision

O1 teyvikeég Tov Boolean & Box Modeling, ev mpotipapviatl g avefaptnteg LOpPEG
povteAomoinong. AvtifeTmg Xpo1HomoloVVIaL WG EVIOYVLTIKA epyaieia otnv
Sladikaoia tov polygon modeling. Apdtov o oxediaotrg €xetl dSnuiovpyrnoet To
polygonal surface, pmopei va xpnoiposmonoet tnv evtoAr] Boolean wote va oynuatioet
yia mapaderypa onég. EmummAgov, pmopet va xpnoposoumjoet to Box Modeling yia va
npooBéoel véa yewpetpia tov Ba enefepyaotel Eexwplotd amod to faocikd povtélo.

Anuwovpyia Procedural MovteAowv

Mua Sragpopetikn texvikn, 1 omoia Sev aflomoieital t0oo cuyva eival i Snuovpyia
procedural povtéAwv yempetpiag. Méow avtng, Snuiovpyeitat £va Bacikd HovteAo
Qa0 TOV AAYOP1O10 EVOG AOYIOUIKOV, TO 071010 [topel va xpnotpomonfel wg fdon yia
v emuépoug eneEepyaoia kat poodrkn Aemtopepeimv. Ta mePlocOTEPA AOYIOHIKA
TEPLEXOLV KATTOLEG ENMUTAEOV AELTOVPYieg Yia TNV pLOULOT TApAUETPpWY 08 Eva
procedural povtéro. I'a mapaderypa yia v Snuiovpyia evog procedural yapaktipa
VITAPYOVV PLOUICELS YA TAPAUETPOVS OTIWS CWUATOSOUT), TTAYKOG, Heyefog pHehwv,
TPOITTOTOINOT] XAPAKTNPIOTIKQOV TTPoo®ov. Emneita o oxedraotng propei va
ene€epyaotel 10 HOVIEAO OTIG aVTOG emBupel kKot va amodwoet ta embuuntd
otoyeia. H ovykekpipévn texvikn Sev xpnotpomoteitan amd eideikevpévoug
OYed1a0TEG XAPAKTPWY, QAN UITOPEL VA ATTOTEAEDEL LA KAAT) ADon yia Atydtepo
e1dkevpEvoug oxed1a0TEG, TOL eV KATEXOLV TIC ATTAPALTITEG YVMOELS TNG
avBpmITIVIG avaTopiag Kat Tmv avaioyi®v Tov ompatog. EmuAéov pmopel va
ATOTEAECEL LA KAAT) BAon yia oxed1a0TEG tov Sev eival T000 1KAVOl OTIG TEXVIKEG
povtelormoinong.
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Ke@aiao 2° : Svyypovn Teyvoroyia

Etvan 8edopévo 0Tt Eva Aoylouiko ptopel va eKTeAEoEL Tapamave aso pia
AE1TOVPYELEG. T TNV CUVEXEL TOV KepaAaiov Ba meptypagovy katd opadeg ta
AOYLOUIKA 7T0V XpNoHototovvTal oty frounyavia tov animation, fAoel Twv KUPL®V
AEITOVPYIOV TOUC.

a. Anuovpyia Procedural Xapakmmpwv
Reallusion Character Creator

To Character Creator asotelel éva Aoylopiko ya v Snpovpyia EToluwy
XAPAKTNPWYV, LE TTOAAES SUVATOTNTEG OTNV TIPOCAPUOYT] TV EEMTEPIKMDV
XAPAKTNPIOTIKWV, atdS001¢ Kivong Kat £Xel oupBatoTnTa Ue Ta oUYXPOova
Aoylouika yia v Snuiovpyia animation. A&yetat emiong custom made yapaktrpeg
atd AAa Aoylouka pe v pop@n FBX. To Character Creator mapdayel Yapaktnpeg pe
APKETA TKAVOTIOUTIKT) TOTTOAOYIQA, OTOYXEVUEVT YO TNV XPTOT] TV XAPAKTPWV TOV O
animation.

IMepieyer Aertovpyieg yia v Snuovpyia kot tov xeipiopo body & facial rig péow
motion capture, andSoon kivnong péow shape morphs kat vynAn oldta texture.
Amotelel &va Aoylouiko stov avastiydnke ta teAevtaia xpovia kat oiyovpa Ba otabet
otV Brounyavia tov 3d ta emopeva xpovia.

Daz Studio

To Daz Studio amoteAei pa Sevtepedovoa Avon tov Character Creator. Mmtopet
TIAPOLOINE VA TTAPAEEL TUTTOITONUEVOVG XAPAKTIPES KAL LITAPYOVV 01 SUVATOTNTES
LETATPOTNG TOV EEMTEPIKGOV XAPAKTNPIOTIKGWYV, AT0S00T¢ Kivong Kal pose
morphing. Eival apketd eUypnoTo Kal TEPIEXEL APKETEG AEITOVPYIES Yia TNV
eneepyaoia tov yapaktnpa. 'Exel peyain cvupatomnta, kabawg mAéov mepiEyel
bridges pe ta dnuogpireotepa Aoylopkad otov Toped Tov 3d yla AUeoT) HeETaPopa
apyeiwv. To Daz Studio mepiraupfavet Aertovpyieg yia v amodoon kivnong Héow
keyframes kat tnv opaAr| petafaon petald poses. Mitopel va punv mapayet ta ida
QITOTEAECUATA C TIPOG TNV OITTIKT) JTOIOTNTA KAt va punv £xel tov idto apBud
Aertovpyiawv pe to Character Creator. To sAeovektnua tov eival 0Tt elvan open-source.

MakeHuman

ATOTEAEDE TO TIPAOTO AOYIOUIKO TNG PVOTIC TOL TTOAAA XPOVIA TPV TIPOKVWPOLV TA
sponyovueva §uo. AvamTOXONKe Ao P KOWVOTITA KAAAITEXVMV Kol
TPOYPAUHATIOT®V Ue tabog yia 1o 3d character modeling. To MakeHuman
xpnowomotel 3d morphing teyvoroyia Eekivavtag anmo £va ovdetepo mesh. H
povteAosoinon yivetar puvBuidovrag Siipopeg mapapetpovg pe v pop@n slider kat
oxnuartidetan to embupunTto amotédeopa. IIAEov ypnolpomoleital Hovo yia tmyv
Snuiovpyia evog facikov mesh.

Unreal Engine Meta Human Creator

Tnv 8edouévn otiyun Bpioketal akopa oe beta kATAOTAOT), WOTOCO TPETEL VA
avagepBei. To Meta Human Creator amotelel pia entektaon g mhatgopuag Unreal
Engine, Ae1tovpyavtag wg cloud-based mhatgopua kat viooyetal va Eemepaoel kabe
emitevyua oty dnuiovpyia yapaktmpwv. IIpokeital Aowtov ya pia fiAiodnkn
AVATTTUENG PEAACTIK®V XAPAKTNPwV, UECK Tov browser. Ta ovopaloueva
MetaHumans amoteAoVV XApAKTHPeS VPNATNG TTOOTNTAG, EVOOUATOUEVA LIE EVA
exteveég body ada kat facial rig, £tolua yia animation akopun kalt motion capture.
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"Hén ta astoteAéopata smov €Xouv mapovotactel 0to kovo eival aflobavpaota ko
olyovpa Oa amoteAéoet Eva avamdomaoTo KOUUATL g fopnyaviag.

b. MovteAomoinon, Rigging, Animation
Maya

Etvan 1o industry-standard Aoyiouiko oty ayopd. Xpnoipomoteital amd OAeg Tig
peyaAeg etalpeieg mapaywyng animation kal otik®v £@E, KABMG TPOoPEPEL Eva
TEPAOTIO VP0G At Suvatotnteg. IepiEyel pa tepdotia PLA0O KN AerTovpyl®OV, EVQD
emiong exovv avamtuyBel apétpnta script ;rov Sievkohdvouv v Sradikacia
mapaywyng. To Maya eivat ikavo epyaieio yia to modeling & 1o texturing, eve
nepieyel ovotnuata particle, hair simulation & cloth simulation ko téAog Ta
amtapaitnta epyaieia yia to character animation.

3DS Max

Amnortelet emiong epyaieio g Autodesk 0mwg 1o Maya aAAd vitapyouvv Slagopeg.
TCevika 1o Maya Bewpeitar kaAUtepo epyaleio yia to animation, adAd to 3DS Max
Bewpeital kalVtepo yia Sradikaoieg 0nmwg modeling & texturing. ITepieyet
peyaAltepn BipAodnkn amo script & plug-ins oe oxéon pe 1o Maya.

Houdini

To Houdini eival éva a&loBadpaoto epyaieio tov xpnouomoteital kabnuepva omy
Brounyavia twv omtik®V e@€ ka1 Tov animation. ITapd to yeyovog ot
Xpnotposmoleital kuping yia simulations kot omTikA e, ¥PNOLOTTOIEITAL KA Y1aL TV
povtehomoinor. To Houdini mpoogpépel apketeg procedural peBodovg kot
TAPAUETPOVC TTPOOPEPOVTAG OTOUG KAAAITEYVEG LEYAAN eveAi&ia kot eeyyo. [Tapoia
AUTA TTPOKELTAL V1A £VA APKETA TTEPITTAOKO AOYIOUIKO TTOV OEV AEITOVPYEL e TOVG
YV®OTOVG TPOTTOVE KA1 ATALTEL ApKETO XpOVo ekmaidevong.

Cinema 4D

Epyaleio g Maxon, pmopei 1o C4D va amotelel éva mpoopato AOYIoHIKO 08 OXEOT
ue to Maya & to 3DS Max, avto ouwg dev onuaivel 0Tt Sev eival Eva s png 1IKavo
epyaieio yia v Prounyavia tov 3D. Exet oAl o €0koAo KAl KATAVONTO user
interface oe oyéon pe ta epyadeia g Autodesk, omdte amotelel katdAAnAo epyaieio
Kuplwg yia toug apyapiovg kalteyveg. Kuplapyel kupimg 0to topéa twv motion
graphics. Tnuavtiko eival 0Tt oTig TeAevtaieg ekdooeLg Tov €xouv avasttuydel i
Bedtwbel apketd epyaleia wg pog TNV TP TAPAYWYT] EVOG XAPAKTPA OTIKGE TO
rigging, to UV mapping kat ToAa evypnota epyaieia yia mv amddoon kivnong.

Blender

IMapopoing pe ta ponyovueva Aoytouka to Blender asmotelel £va Aoyloutko sov
uitopel va xpnotporowmn et yia v mapaywyikn Stadikacia g oxediaong xyapaktpa.
IMpdkertan yia open-source AOYIOUIKO, TAPOAQ AUTA TA TEAEVTAIA XpOVIA
avasttvooetal paydaia kat amoteAel otyovpa 104E10 epyaleio o oxEoT UE Ta
vmolowta Aoyloukd. To Blender mepieyet 0Aeg T1¢ amapaitnteg Aettovpyieg Omwg 3d
modeling, UV unwrapping, texturing, rigging, moA\d simulations, kaBmg kat cloth
sculpting. Eivan emtiong apketd ebkoAo otV ekpadnomn kat mapeyet OAa ta epyaieia
woTe &vag apxaptog va pabel kar va e€eiifel Tig de€otnteg Tov.

Modo

To Moyropiko g Foundry amoteAei éva Suvato epyaieio yia v tayeia kat eveAK)
povteAosoinon kat amodoon veng. Eivan amodedetypeva 1o AOylopko pe g
TEPLOCOTEPES SUVATOTNTES YA TAKEIN LOVTEAOTTOINOT KA Elval APKETA EVYPNOTO YA
ToUg KaAAITEYveg. TTapeyel apketd epyaieia kat peBodoug mov Letmvouy 1oV Xpovo
oyedlaong aobnta.
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ITapapetpikr) MovteAomoinon

1o koupudatt tov CAD Modeling vitdpyovv 8o epyaieia sov Eexwpilovv kat
xpnotuostoovvtal otov topéa. Ipdokertat yia 1o Fusion 360 xat to MOI. To Fusion
360 aroTeAel &va 1IKAVO EPYAAEIO TTAPAUETPIKT|G LOVTEAOITOINOTG JTOV XPTOIUOTTOLEITAL
Kuplwg 0€ AAAOVG TOUEIG OTIKC 1) TTAPAYWYT] TIPOTOVTIWV T) AVTOKIVI TGOV, OUKG PPloKeL
KQ1 TNV Xp1oT1 Tov 0ToV Topea Tov animation. Ao v aAAn 1o MOI (Moments of
Inspiration), amevBlvetal apeca o KOAITEXVEG TOU GUYKEKPIUEVOL TOUEN TTOV
JIPOTLUOVV TNV TTAPAUETPIKT] LOVTIEAOTIOINOT w¢ TEXVIKT oxediaong.

ZBrush

To ZBrush amotelei olyovpa 1o kahvtepo epyaieio otov topea tov digital sculpting.
H wavomra ene€epyaoiag kar Snuiovpyiag g yewpetpiag oto ZBrush Eemepvoiv
KkaBe AAo Aoylopikd. ISavikod yia opyavikeg LoppEg, OLwg OTIg TeAevtaieg ekGO0ELG
gxovv avamtuyBel ta modeling epyaleia tov. To ZBrush eivat otyovpa avopB868oo
WG JTPOG TOV TPOJIO JIOV AEITOVPYEL O€ OXEOT e TA LITOAOUTA EpyaAeia.

Amautel kaipo ekuddnong, ala Enerta amoteAel eva mavtoduvauo epyaieio pe
TTOAMEC SuVATOTTNTEG. ALV TTPOKELTAL V1A EVA AOYIOUIKO TTOU TTIPOCPEPEL LOVO
Aertovpyieg digital sculpting & modeling. Zto ZBrush pmtopovv va dnuiovpyndotiv UV
& Texture maps e JIATN PG IKAVOITOUTIKA ATTOTEAETLATAL.

3D Coat

'‘Opo10 pe 1o ZBrush mapoAo mov Sev katéyel Tig idieg Suvatotnteg enefepyaciag AAa
Kat to oUVoAo epyadeiwv. Autd Sev onuaivel Opwg 0Tt Sev ammoteAel Eva xproo
epyaieio. Ikavo ya digital sculpting a&lomoimvtag v texvoloyia twv voxels kat
Boolean Siadikaoieg. ITepiEyet emutAéov Suvatotnteg amodoong veprg, dnuovpylag
UV map, avakataoKeLng g T0ToAoyiag.

c. UV Mapping & Texturing

'Ot ava@EpONKe TPOTNYOUUEVKE OAA TOL AOYIOUIKA TTEPIEXOLV SLVATOTNTEG
Snuiovpyiag UV map. AvaAOywg Tig TPOTIUNOEIS TOV KAAAITEYXVT UITOPEL va
Snuovpynoet avtiototya UVs yia mapaderypa oto Maya 1 oto C4D 1} axopn kot 0to
ZBrush. 'OAa mepigyovv oto mepimov 1g id1eg Suvatotreg oe Srapopetikd Pabuod. Tig
TIEPLOOOTEPES POPES OUWG, EKEL TTOV aanTeiTal LYPNAT) AETTOUEPEIA KAL TEXVIKO
QITOTEAEOUA £VAC KAATEYVNC B ¥ PN OUOITOL0EL £VA AVTOVOLO TTPOYPALLLA YO TNV
Snuovpyia twv UV maps.

Roadkill Maya

To Roadkill astotelel éva standalone Aoyiopiko To 071010 ptopel va eKTeAeoTel HEow
TV npoioviwv g Autodesk, Maya kon 3ds Max. Me aut v Aettoupyia ot
KAAALTEXVEG TTOV YPTOLOITTOI0VV Eva ATTO T SVO AOYIOUIKA UITTOPOVV VA GTEAVOLY
amevBeiag To HOVTEAO TOVG OTO AVTIOTOLXO AOYIoMIKO yia TV Stadikaoia tov unwrap
XWPIg VO AvNouXoUV Yid TIG TTAPAUETPOVG TTOV TIPETEL va puBuicovy katd to export.

Ultimate Unwrap 3D

IMpdkertan ya éva akoun Aoylopiko pe e18ikevon oty xaptoypagpnon twv UV maps.
ITepieyel apketd epyaleia yia v eDKOAN EKTEAEOT) TOL UNwWrap Kol TI0AAA Etolua eidn)
XAPTOYpAPTNONG. XPNOUOTOIEITAL TEPIOCOTEPO AT OXESIATTEG A VISIDV.
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RizomUYV - Virtual Spaces

To BeATioto Aoywouiko oy Katnyopia tov, 0 RizomUV eival éva 10xvpod epyaieio
mov Baociletatl oty Tayela pon epyaciag. Mmopel va eKTEAEOEL ATTALTN TIKEG
Sadikaoieg oe Sevtepodlenta, pe Suvatovg aryopiBuovg mov emtuyydvouvy
unwrapping, packing ka1 optimization o€ mepimhoka povieda, xwpig SuokoAia. Eivat
JTOAU UKOAO 0TV ekudBnomn kat tnv xpnon tov, kabog to interface tov faociletal
oV XpNon HOVO y1a CUYKEKPUEVEG AgtToupyieg SlevkoAUvovTag ToV XproTn.
ITepieyet pia ektevi PrpAodnKkn amd epyadeia kAl eMTUYXAVEL EKTANKTIKA

aImoTEAEO AT,

ITapopoing 0To KOPUATL TOL texturing ta kOpla Aoyiopkd omtwg to Maya, C4d, 3ds
Max &yovv v duvatdtnta amoddoong ver|g, OUMG UE TNV TEXVIKT Tov procedural
texturing.

To ZBrush &yet v Suvatotnta Snuovpyiag texture map péow tng Aettovpylag tov
ovopadouevn wg polypaint.

KaBmg Opmg 1 vpn amoTteAel £va onUAVTIKO KOUUATL 0TV oXediaoT Yapaktpa,
gxovv avamtuydei Aoylopikd kabapd yla avtd 1o koppdt oung. Ikava mote va
TTAPEXOLY PEAMOTIKA OTTIKA Sedopéva, EVENMKTOUE Kal YPTYOpoug TPOIoug oxediaong
Kat epyaleia mov Sev mapéXouy Ta LITOAOUTA AOYIOIKAL.

Mudbox

'Eva akopa hoyiopiko g Autodesk aueoa ouvoedepévo pe to Maya & to 3ds Max, to
Mudbox ypnopomoteitan kvping yia digital sculpting aAAd kot texturing. O
KaAMTEYVNE Wtopel va oxediaoet v emBuunt) v TAVe 0TO HOVTEAO, LIE Eva
oUvolo brush-based workflows. Xpnotpomoteitatl kupimg amo tovg xproteg mov 1161
¥epidovtatl A mpoidovta g Autodesk.

Mari

Epyaleio g Foundry omtwg 1o Modo, amotelel éva 1oxupd epyaieio g fropnyaviag
0TO KOppAtt tov texturing. AvamtoyBnke apyika ano v Weta Digital, tnv
UEYAAUTEPT) ETAIPELN OTITIKGOV £QPE KA1 XPTOLOTONONKE OTIG XAPAKTN PLOTIKES TAIVIEG
Hong Kong ka1 Avatar, siptv ayopaotel amnd v Foundry. 'Exel Suvatotnteg
o800 VEPNE e EAAYI0TOVC TTEPIOPICLOVE KAl LPTAT] artdSoon Katd v epyaoia,
aKOUN Kal pe Ta 7o mepimioka povteha. Tavtdoypova eivar apketd user-friendly pe
oM eveAKTa painting epyaieia. To Mari mpoo@epel mapdiinia procedural
uebodovg aAAA ka1 apketeg Aettovpyleg yia sAnpn hand-painted anodoon veng. To
Mari eivai o kUp1o texturing Aoylouiko oty Snuovpyid onTiKk®V e@e AOYyw NG
KAVOTNTAG TOV VA TTAPAEEL AT PG PEAAIOTIKA texture maps Kot v AEITOUPYTOEL LE
povteda vypnAoL polygon count.

Substance Painter

'Eva akoun 1oyxvpo texturing & 3d painting Aoyiopiko mov ypnotposoteital yia 3d
povteda. Eivar mmo poo@ato kat Sev exetl Tig idieg Suvatomreg kat epyaleia e to
Mari mapoAa auTtd eival pia AtoTEAEOUATIKT] ADOT) Yia XPproT oty oxediaon
Xapaxtipwv yia animation. TTapgyel Opwg €va o ypryopo Kat eVXPNOTO TPOTO
epyaoiag amd o Mari. Ta avtdv tov Adyo oe ovykekpueva studio xpnopomolotvral
kat ta Svo. Ipwta 1o Substance Painter yia v amo8oon verg oe poxelpa 1
TPWTOTLIIA HOVTEAA K €mterta To Mari yia v oxediaon twv teAikav texture map.
'Eva mheovéxkmua to Substance Painter eival to yeyovog 6Tt cuvdeetan pe tnv £towun
B1pA1oO1 kN Substance Source mov TAPEYEL EVA TEPATTIO GUVOAO atd ETOUA textures.
To Substance Painter emkpatei ouviBwg otnv Xpromn yla v oxediaon xapaxtipwv
oe games & animation, eve o Mari oty Xpron Yl O7ITIKA EPE GTOV KIVI|LATOYPAPO.
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Quixel Mixer

To 1o mpdo@ato Aoylopkd otov Touéa Tov texturing, to Mixer asmotelel éva
standalone texturing tool tng Quixel mov SiaBéter v peyaivtepn Pipiodnkn 3D
scan textures & assets. KaBmg vmtapyet Atyodtepo kaipd asmd ta vtoAouta AOYiopiKa
OV KATNYyopia tov, &xel eMelpeig otny Srayeipion twv UVs. Emiong abvvartel oe
oy€on e ta voAowta otnv Snuovpyia procedural textures kat oto xelpokivnto 3d
painting. [TapoAa avtd xapaktnpidetal amod Eva oD Suvato ovotua texture mixing
Katl asoteAel pia open-source Avor.

d. Anpovpyia Evévpatev (Garment Design)
Clo 3d

To Clo 3d astoteAel éva 10xupo epyaieia oy oxediaon evéuuatwy kal Ox1 LOvo.
Ondnmote pmopet va SnpovpynBel 0To MPAYUATIKO KOO0 HECK VPACTUATWOV UITopel
va oyedraotel ynelaka oto Clo. Aettovpyel peow g oxediaong diodiaotatwv
pattern ka1 €merta emruyyavetal o simulation mavw oto Tp1odidotato povieAo otov
tp1obidotato xwpo. To onuavtkotepo gtnua eivat 0Tt amevBiveTal Kuping oTov
Topéa g uodag kat tov 3d printing 01 Tov animation omote Sev TPoTPEPEL TTAT PT|
ovppatotnta.

Marvelous Designer

To Marvelous Designer asoteAei 1o industry-standard otnv Snuiovpyia evévpatwv
€1d1kd ota games & ta animations. Aetrtovpyet mapopoing pe to CLO. Ta patterns twv
poUywv oxediadovial oe diodiaotatn popen omwg Ba oyxediadovtav ya v
Snuovpyia evog TPAYUATIKOD pOUXOV. ZTNV OLVEXELA OXES1AJOVTAL O1 ATTAPALTITES
pageg petald twv pattern kat yivovrat simulate mavw oto tplodiaotato poviéro. And
KEL KA1 TIEPA LITAPYEL EVAG LEYANOG aplOUOG ATTO TAPAUETPOV OTKE TAYXOG VPATUATOG,
OKANPOTNTA, eAaoTikoTnTa. To simulation mpaypartomoleital autopaTa amd Tov
aAyop10U0 TOV TTPOYPAULATOC KA1 0 XPTOTNG WIoPEl amAd Tpafanvtag To polyo oTov
TP1oS1A0TATO ¥WPOo va Sl1opOBroet pikpd gnTrjpata 1 va kavel adayeg. 1o Marvelous
Designer emuA&ov, vapyet n Suvatdotta va yivel simulation tov povyov pe cwotd
physics oe povtéda omov exet dobei kivnon dnAadn eivar animated. To Marvelous
Designer Siayeipietan ebkola v Sradikaoia avtr. O XprioTng XpnoHOTOI®VTAG TO
T-Pose, apyika oxediadel ta evdvpata kat petd péow g pebodov tov simulation
EMTPETEL OTO AOYIOUIKO VA LITOAOYIOEL TIG TTAPAUETPOUS KAL VA VITOAOYIOEL LEe Ta
owotd physics mwg OBa epappoocet kat Ba kivnBel to povyo avTioToya Ue TV Kivnon
TOV XOPAKTNPA.
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Kepaiawo 3° : IIpoetoypacia IHapaywyng

a. Avantuén Alvoidag ITapaywyng

Metd TNV TePypapPrn) TV AOYIGUIKMV IOV ETKPATOVV 0TV fropunyavia, EPtace 1o
onueio g eMAOYNG yia TV avamtuén g alvoidag tapaywyng. IToAd onuavtiko
elvatl 0T 1 avamTugn g CUYKEKPIUEVTS aAvaidag amoteAel oe peydro Pabuo
TIPOCWITIKT EMAOYT), AOY® TNG EUXEPELAG KAL OIKEIOTNTAG OV L€ OUYKEKPIUEVA
Aoyopikd. 'Onwg avapEpbnke og TPONYOUUEVO KEPAAALO BEV LITAPYOUV AVOTIPEG
odnyieg kan vIapyet pia TANBwpa Aoylouik®v yia kabe otddio mapaywyng. Eivat
oy kpion tov kABe oxedraot 1 eAOYT] ALTO®V, KABMS KAl TWV CUYKEKPIUEVOV
TEXVIK®V 710V B akoAovBrjoel woTe va mapa&et to embuuntd amotéAeoua, oTov
OUVTOUOTEPO XPOVO.

Concept Art

Eekivovtag pe v dSnulovpyia twv moodboards, i omoia Ba avamtuyBel otnv
OULVEYEL TOV KePaAaiov, Ba exkmAnpwbel oty cuveyela kat to otadio tov Concept
Art. Ze auto o otadio 1) teXVikT mov Ba akorovBnBel eivan 1) oyebiaon Siobiaotatwv
okitowv. @a oyxeSraotel o model sheet pe tig faoikeg Oyelg Tov yapaxtipa.
EmmpooBetwg Ba oxediaotolv okitoa ta omoia eotiadovyv o€ onpeia sov amarteital
TIPOCOYT) OTNV AeTTTopEPELd OTWG Yia mapadetyua 1o mpoowito. Oa mapayBolv emiong
EMUITAEOV OKITOA Y10 TA S1APOPETIKA TUTUATA TOV XAPAKTPA OTTOE O POVYIOUOC, T
a&eoovap katl ta paid. To Aoylopikd mov Ba ypnotpomomnBei oe avtr) tn eacn eivan
1o Adobe Photoshop.

Procedural Character Creation

10 apéowg emdpevo Pripa Ba ypnotuostonOei n mAat@opua Snuovpyiag procedural
xapaktmpwv Daz Studio. H emmihoyn avtn Sikatohoyeitar apyikd Aoym twv eAlelnmv
YVOOE®MV OV OTNV AVATOUIA KA1 OTIG AVaAoyieg HETAED TV avOpomvwv TUNUATOV.
'Evag 8ebtepog onuavtikog Aoyog eival o xpovog avamtuéng kabwg pe Eva ETolo
TPWTOTUITO LOVTEAO, YIVETAL AITOPLYT TNG TTOAVWPNE LOVTEAOTIOINGNE TOV BACIKOV
povtélov. Xpnouomoiovtag Aowtov to Daz Studio Oa a&lomonOei 1o faoiko povtédo
70 omoio Ba tomoBetnBei oy poavagepbeica apyikn O¢on T-Pose.

Digital Sculpting, UV Mapping

Jnv ovveyela 1o faociko povtedo Ba eloaybei oto ZBrush oto omoio Ba
TPAYUATOTTONOEL TO UEYAAVTEPO TUNUO TNG AVATITUENG TOL XApaKTnpd. Apyika Ba
oxeb1a0tovV 01 facikeg Aemtopgpeleg, Kabmg To TPWTOTVITO HOVTEAO autd To Daz
Studio p&pvel apkeTd o pavekev. Aol oXed1aoTovVv o1 Aetougpeleg Ha
npaypatostoindel peiwon tov apiBpov polygon kat avakaTtaokewn NG TOIOAOYiAG.
'Etot1 Ba mpokypet 1o faocikd povtedo to osoio Ba xpnoipostonOel. Me 1o faocikd
povtelo Etolpo Ba mpaypatomonfei n dtadikaoia tov UV Unwrapping oto C4D kain
Snuovpyia twv UV Maps. v ovvéyeia agol exovv dnuiovpyndei ta UVs Ba
SnovpynBet Evag kAwvog Tov factkod HovTEéAo o omoiog Ba eloayBel AL 0To
ZBrush. O xA®vog Oa petatpasel oe high-poly mesh pe v pébodo tov subdivision.
Me 1o mtheov high-poly mesh Ba oyeSiaototv o1 emutpoobeteg Aemttopépeleg OMWG
TTOPOL TIPOOWITOV, PUTISeg. MEow Tov povtEAov avtol Ba Snuiovpyndei éva Normal
Map mov Ba tepigyel avtég tig Aemttopépeteg. To Normal Map 6a mpootebei apyotepa
0710 Pacikd povtero.
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Rigging

'Enterta 1o faoiko povtédo Ba eioayBetl oy online fifioOrxn Mixamo. H
B1BAoOnNkn Mixamo asmoteAel pia 10¥vpT| ETMA0YN Yia TV Snuiovpyia evog apyikov
body rig ka1 weight map mov eivan astapaitntog yia ) Siadikaocia tov weight
painting.

Ty ovvéyela 1) Snuovpyia tov rig Ba avamtuyBei 0to C4D. To ouykeKpLUEVO
AOYLOLIKO emmiAexOnke AOY® TTPOCWITIKNG TTPOTIUNOTNG, AAA ertiong S10T mepieyet
epyaleia stov guvdéovtan aueoa pe v BipAodnkn e Mixamo. Atvel v
SuvatoTNTA VA HETATPETEL TO TIPOYELPO Tig OE AN PEC CLOTNUA TO OTIOI0 UITOPEL va
Srayelplotel 0 oYed1A0TNC MOTE va ATOSWOEL TNV Kivnon. AlevkoAvvel kabwg agpaipet
oV XpOvo 1tov Ba astaitovvTay yia to oTioluo Twv components & controllers
¥elpokivnta. Apov avamtuyBel to ovotnua rig, Ba yivovv ovykekpiueveg Siopbwaoelg
oto Weight Map

Y10 endpevo Pripa Ba ypnotpostomnOei éva custom animation asd v BipAodnkn g
Mixamo, woTe va yivel é\eyyog oTo rig, kabBwg kat oto weight map. To animation
xpnotposoleital kaBapd yia AOyovg eAeyXov, kaBmg o otoyog 8w Sev etvat 1)
atddoaon kivnong, aAAd 0 EAEYY0G TNG AEITOVPYIKNG OXESIAO0TG TOU Y1 TNV UETEMEITA
amodoon kivnong.

Garment Design

"Evag axoun Aoyog eival i) xprion Tov rig, yia va oxediaotovv merta ta garments.
'Exovtag to povtého otnv T-Pose Ba e1oayBel oto Marvelous Designer. To Marvelous
Designer Oa amoteA&oel To AOYIOUIKO TTApAywyng Twv garments. A@pov oxediaotovv
KOl EPAPUOCTOVV OTOV XAPAKTHpa, Ba mpokUyel To simulation péow Tov omoiov ta
povya Ba akoAovBToovV TNV KiVNOT) TOV XAPAKTNPA UE CWOTEG PUOTKEG 1010TNTEC.
Avtdg eivan o eltepog kOplog Aoyog xpnong tov Marvelous Designer. Extog amno g
1510t TEg KA T EPYAAEia TTOV TTPOOPEPEL 0NV avamtugn pattern kat eviupdtwy,
WITOpeEl va amtoSmaoet TV Kivnon Tov YapaKTipa AWIOTEAECUATIKA OTA pOUYXA, XWPIG
QUTALTIOELG ATTO TOV XPNOTN. APOV LITOAOYIOTEL AOLTTOV 1) Kivion Twv evoupdtwy Ba
amofnkevtel pe v diadikaoia tov baking.

Texturing

ITA&ov, ag@ov 0Aa ta avtikeipeva Exovv povtehomonbel Ba yivel ) xpron tov
Substance Painter wg kp1o Aoyiopiko texturing. To cuykekpipévo emAexBnke Aoyw
TIPOCWITIKNG TIPOTIUNONG, TAXVTNTAS avartTuEng kat Suvaukov 3d painting. Xto
Substance Painter Oa SnuiovpynBotv ta texture maps Tov YapakInpa Kot OAWV TV
TEPUPEPELIAKAOV LOVTEAWV.

Setting & Rendering

A@oV tehelmoel to 0tadio Tou texturing, Ta avrikeipeva Ba Eava eloaybovv oto
Cinema 4d y1a to teAiko otnopo. Oa eioaybel 1o TAEOV VITOAOYIOUEVO LE TNV Kivion
POUY0, KABMOC KAl OAA TA AVTIKEIUEVA AVTIOTOLYIOUEVA LE TIG VPES TOVG. ZE AVTO TO
onueio o yapaktpag Ba eival ovoraotikd vhomonpevoce. I'a va ynglomomnbovv ta
avTikeipeva tov tprodraotatov xwpov Ha ypnoiposmownBei to render engine Octane
g OTOY. O Xapakthpag Ba otnbel otnv oknvn pe S1apopa 0T PpOTIOUOV, Kat Ba
yneomomBovv apketeg ANwelg amd Siapopeg yovieg wote va mpofAnbovv ta tehikda
amoteAEopATA.
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Character Brief

Rigging

Mixamo

Custom Mixamo Animation

[Figure] 33. AAuaibéa Moapaywyri¢ mou ypnaotuomnoudnke yLa thv oxediaon xapaktipao

Rendering
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b. Brief

O1 Yapaxktpeg amoteAoVV KUPLO OTOLXELO 0TV eE10TOPN O, elTe Adpue ya BipAia,
mayvidia 1) tavieg. Etvan avtot stov Sivouv Jwr otnv agrynor, ot tpa&eig toug
ennpeadovv Tov pubuod kat tpoonAwvouy to kowvo. O Beatng mavta mpoomabel
ouveldnTa 1) kat o1 va katahafel v wotopia mow ano tov xapaktipa. [Ipoomabel
APXIKA VA KATIYOPLOTIOINOEL TOV XAPAKTIPA WE TTPOG TO POAO JTOV £XEL OTNV TALVIAL
Amd kel kan tepa pooadel va evtotioel oTolxela 0oV Yapaktipa sov Ba tov
BonBnoovv va paber mepioodtepa. O1 CWOTA OYESIATUEVOL XAPAKTIPES KIVOUV TO
evdla@epov tov Beatr). ZTIg TEPIOCOTEPES TMEPUTTOOELLS O 1610¢ 0 Beatrng TavTideTan pe
avtovg. 'Evag kaAd avamtuypu£vog xapakTipag S1EUKOAUVEL TO KOIVO va
mapakolovBrjoet v 10topia. Ot eKPPATELS TOV, 01 KIVI|OELS TOV, AKOUA KA1 1) OTACT)
TOV OOUATOG TTailel poAo.

Omndte elval onuUavTiKo yia Evav oxedlaot va Adfel vmtoyv ta Xapaktnplotka evog
XAPAKTNPA, TPV TNV VAOTIOINGCT) TOV. ATIAITELTAL VA KATAVOTOEL TA EEMTEPIKA
XAPAKTNPIOTIKA, TA PUXOAOYIKA XAPAKTNPIOTIKA KAl TA XOPAKTNPIOTIKA Vo plopata
€VOG XAPAKTNPA. TNV CLVEXELA EIVAL VITOXPEWOT] TOV VA XPNOUOITOOEL AVTA TA
OTOLXELA KA1 VA SOOEL LITOOTAOT] KAl {WT) OTOV XAPAKTNPA, alomolwvTag Ta 181aitepa
XOPAKTNPIOTIKA MOTE AVTA VA TIPOoeAKLOOVY Tov Beatn. [18]

Ta aefnukd otoyeia Tov Yapaktipa eival autd tov Ba TPoceAKVOOVY APYIKA TOV
Beatr). O1 avBpwitol emnpeddovtal amd AETTOUEPELEG TTOV Elval AOONTIKA EAKVOTIKEG.
Av 0 YapaKTnpag WIopel va amoomacel To evila@epov tov Beatn ota mpmTa
Sevteporenta, tOte 0 Beatng Ba ovvdebel padi tov. Me auvtdv tov tpodro Ba
eviiagepbel va pdbel meproocodtepa yia avtov. Eidika otny nepintwon tov
TPWTAYWVIOTH AUTO AoTeAel avaykaia ouvOnk. Aev LITAPXEL OUWS OWOTI CLVOTIKN
1] CUVTAYT] Y1a TO T KAB1oTA Evav Yapaktnpa omtikd eAkvotiko. EEaptatal amo to
artevBuvopevo Koo, To £180¢ Tov PIAU kAl To €180¢ TOL YapaKTnpa.

Mua emonuavon og auto To onueio. Te avto to apbpo dev Ba Sobetl 1Wraitepo fabog
oy ovyypagr] evog xapaktpa. H avamtudn g tautdtntag Kat twv
XAPAKTNPIOTIKWV EVOG XAPAKTNPA AITOTEAEL EVA TEPAOTIO KEPAAALO TIOV AITTATYOAEL
10AAOUG KAASoUG. 'Exel va kavel e v oevaploypagia, v Kiviuatoypagia, v
Aoyoteyvia, akoun kat tnv YuyoAoyia. Aev Ba 600eil ektevng EuPAoT O€ T KAVEL EVaY
XAPAKTNPA TKAVO TTPOG TNV £E10TOPTON.

Oa xpnoipomonBei éva etorpo brief, amd éva mpoowikd HIkPOU PNKOVE PIAN TTOV
Bpiloketal VIO AVATTLEN. BA TAPOVOIACTOVV KUPIWE 01 APYES TOV TG UETATPETOVLE
éva ypanto brief og ontikd ototyeia. Oa ToVioToV 01 0XES1A0TIKEG ATOPATELG TTOV
nIpETEL va Adfet vToWiy 0 oXeSIAOTIG XAPAKTIPWY YA VA OITTIKOTIONOEL TA
XOPOKTNPIOTIKA KA TIG AETTOUEPEIEG EVOG XAPUAKTIPAL.

H mtapaxdto avamtugn g mpoommkOTNTag TOL Xapakthpa eyve facet Tov Biiiov
“Creative Character Design” tov “Bryan Tillman”. [2]

Character Bio
Baowa Xtoyeia:
'Ovopa: AoAa
dOMO: OnAvko
Hixia: 19
Kataywyn: African-American
Tomog T'évvnong: Xovyk-Kovyk
IMoArtikn) Katevbuvon: Katda tou vopov, Avtigtatpla
Yyog: 1,71 m
Bdpog: 52 kg
Touatodoun: Extouopen, F'vuvaouévn
Xpopa Matigv: Avoryto Kaotavo
Xpoua MaAov: Duotone Painted Cyan & Purple, Black Dome
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T'vaha/ ®akoi Emagng: 'Oyt

Xpwua Aépuatog: 'Eyxpoun

Iynua ITpoommov: OBaA

OmAiopog: Medium Pistol 1 Hand Cannon

Alakprtd Xapakmplotkda:

Pouyiopog: E@appootn ovvBetikn otoAr), apdv jacket
YuvnBeieg: T'vuvaotikn, EEAoknomn molegikav tTexvev
Yyseia: Yyiéotam

Ayamnuevn ®pdon: -

Ddwovn: Amar) pe Aiyo Bapv tovo

Tpomog Badiopatog: EAagpig

Meovekthuata: SvvaioOnuatikn, Opyn, Avévdotn

Baoko Oetiko KaAoovvat

XapakTnploTKo:

Kowwvika Xapaktmmpliookd:

Tomog Alapovng: Xovyk-Kovyk

Enayyshua: PaxoovAAékTpia

Ewoodnua: XaunAo

Ikavotnteg: Ikavn payntela

Owoyevelakn Oppavn

Katdotaon:

Xapaktnpag wg sadi: Eepoképaln, 'Houvyn, Epyatikn
Xapakmpag wg evihikag: | Ikavn, Evyevikn, ZuvaioOnuatikn

Xapakmprotuka F'veopiopata:

ExnaiSevon:

ExnaiSevon amo péAn g Avtiotaong

Nonuootvn: YynAn

Ytoyot: BpayvmnpoBeouog: Atagpuyn
MaxkpomnpoBeopog: IItmon g
Siktatopiag

Avtoektiunon: YwnAr avtomenoifnon

JuvaloOnuatkn Katdotaon:

SvvaioOnua vagp Aoyikng

TuvaroOnuatka Xapakmplotka:

Eowotpepng 1) E€wotpepng: Kupiwg e€wotpe@ng

Kivntpo: O paxpomnpdBeopog gTOX0G NG
dofoc: Mnv peivel povn mg

Evtuyia: Na emTuyyavel 0Tig At0oTOAEG
Ddhieg: H Avtiotaon eival n) oikoyévela g

IIveupaakd YapaKTnplotika:

IMoTevel 0 YapaKTnpag o€ [0)'¢
ovykekpugvn Bpnokeia:

ITiotevel 0 YapaKTPAg OTIG APYES KAl ITAnpwg
TA MOTEL® TNG:

Katastatdel toug vououg yia ta motebw | Nat

mge:

PdAog oy wotopia:

Apyétumo:

IMpwtaywviotpla, Hpwida

PoAog oo mepifaiiov:

PakoovAektpla, Katdokomog, Méhog
g Avtiotaong
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O oxedlaotrg xperadetal va yvwpidel meplocotepa OUKS A0 TNV TAVTOTNTA TOV
xapaktpa. Eivat mohd onuavtiko va £xel IANpopopieg yia Tov KOOLO OTOV 071010
Bploketal o Yapaktnpag, MoTe va UITOPECEL VA AVTAT|oEL Kal astd ekel ototyeia. [12]

ISiaitepo poAo mailel to amevBuvouevo kKovo ka to eidog g taviag. O oxedraotng
ypewadetal va yvwpilel mov amevbivetar 1) tawia, kabwg ennpeadet v oxediaon.
I'vwpidovtag ptopet va mpoodiopioet mota onueia Ba tpapnouvv 1o eviiapepov.

ITapopoiwg 0 YapakTnpag mpemet va ouvdeetal Aeod (e to 180G Tov A, Av
TPOKELTAL V1A £160¢ ETMOTNUOVIKIG (PAVTACIAG O XOPAKTI PAG TIPEIEL VA EXEL KATTO1A
(PAVTAOTIKA OTOLXELA, TTOV SEV LITAPXOLV OTOV TIPAYUATIKO KOOUO. Ta auTtodv Tov AdYo
£lval QIapaitnTo va yvwpilel o oxedraotig to £180¢ kat va padevel avagopeg faoet
avtov. [2,20]

Av o yapaktipag Sev oxetidetar pe 1o eibog tov P Ba mpokaiéoetl gUyyvomn ooV
Beatr. To 1610 10xVel pe 10 amevBuVopEVO KOO, O XAPAKTNPAG TIPETEL VA «IIAAEL TNV
YAOOOQ TOUG», MOTE VA UITOPECOVV EVKOAOTEPA 01 BEATES VA TAVTIOTOVV LE AVTOV KAl
va evBlagpepBolv mepaltEP.

EiSog: Cyberpunk Action, Sci-fi

AmevBuvopevo kowvo: PG -13

Kvpto Target Group HAwkieg 15-30, pihot tov sci-fi &
cyberpunk.

Gamers, avadntouv dpaon.

EiSo¢ Animation: Semi-realistic, fictional

TNV OLUVEXELA TTAPOVOTIAZETAL CLVONITIKA HLUBOTAQCIA TOV KOOLOU KAl TOV XOPOL TTOV
Sadpapatidetat 1 wtopia, 67tov Ba Ponbnoet mepatTEP® OTNV KATAYPAPT
TN POPOPLDV.

Koouog & MvOomiaoia:
Xmpog & Xpovog: I'n, Xovyk-Kovyk, 'Etog 3088
Kiipa: Low-life, Dystopian, Dystopunk, Sci-fi

IMoMtikr) Katdotaon & | ITAfpng Atktatopia
Hyétec: O1 avOpmITol ATTOTEAOTVY UNYOAVEG TTAPAYWDYTG
Aev vapyovv Sikaumuata puxaywylog

Owovopia, Owovopikn | @twyn, YynAn avtiBeon petald v moAtov kat Tov

Avtibeon: Siktatopa, o1 avOpwrtol maoyidouvv

Toueig Epyaociag: Epyarteg, Xeproteg unyavov, Kataokevaoteg, IToAnteg,
PaxoovAAéxteg

Avtiotatiko Kivnua: Oudda Prisma, Zuvepyateg & Owkoyevela g AdAa,

PaxoovAékteg & mpaonv ZTpamioTiKol
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Ao 10 onpeio mov o oxedlaoTrg yvwpilel mAgov ta faocikd ototyeia sov amaptidovv
TNV TPOCMINKOTNTA TOV XAPAKTNPA, TIPETEL VA TA LETAPPACEL O OTOLXEl T oTola
UITOpEl va OTTTIKOTON0el. AUTO TO 0TAS10 XPEIAETAL APKETO XPOVO KA CUYKPOTNUEVT
okeyn. [12]

O oxediaotng Sev mpémnet va fraotel va amo@aocioel twg Oa 0mTIKOITOIoel TOV
xapaktpa. Ta xapaktnplotikd ov d00nkav sptv pemel va ouvouaoTovy yia va
elvan emmtuynuévn n oxediaon.

c. XyeSwaotkeg IIpodwaypagpeg

Opyavwon g IIAnpog@opiag

A6 10 brief Aoutov pokdTel £va GUVOAO QIO TANPOPOPIES, TO OITOI0 OTTWG
avapepdnke, Ba atlomonBel yia v oxediaon tov xapaktpa. Ao TovV ypamto A0yo
AOUTOV, TIPETMEL AUTA Ta Sedoueva va LETAPPATTOVY 08 OMTIKA oTotxeid. Ta eEntepika
XOPAKTNPIOTIKA, OAAN AKOUA KA1 1] TIPOCGMITIKOTNTA TTALOUV POAO GTNV EULPAVIOT).

To brief 8ivel eva givoro TAnpopopi®Vv To omoio Snpovpyel Eva VTO-CUVOAO A0
keywords. Ot ouykekpipeveg Aé€eig kAeiSia Ba Bonbnoovv oty avamtuin pag
ouadag otoyeiwv ta omoia mpémnet va epevvnBovv. Tavtdypova ocuykekpiueveg Aegelg
KAe1814 ptopovv va xpnotpomonfovv yia v Snuovpyia tpoSraypapav.

To mpwTo Pripa ;tov akorovbw eival n dnuiovpyia evog mind map. Ta mind maps
elval S1aypaupata sov XPnoUOTOI0VVTAL YA TNV OTITIKOIOINOT) KAl TV 0pyavmaon
TOV GUVOAOL TTANPOPOPI®V. Me aUTOV TOV TPOTO Umop® va faiw oe Siataén Tig
mAnpogopieg kal va Tig opadomorjow. To ovykekpiuévo Pripa Ba pe fondrjoet va
KQTNYOPL0TTOL 0™ TA OTOLKEI T 0TT0lA TIPETEL VA EPEVVIOW OTNV GLVEXELA.

'Onwg ava@épBnke mptv Sev apkel va epevviom HOVO T EEMTEPIKA XAPAKTNPLOTIKA
TOU XOPAKTNPA Y1a va ToV 0Xed100w. ITpémel va Paciotm Kal 0& meplocOTEPES

AN poPopieg 07Iwg To TEPPAMOV 0TO 071010 Spa, KABMS KAl TA XAPAKTNPIOTIKA TNG
TPOCWINKOTITAG TOV.

1o Mind Map mov stapovotadetal oty ovvexela [Figure 34] vndpyovv eptd faoikeg
Katnyopieg. Avtég mov Bpiokovtarl oy §e€1d TAevpd aPopolv Kupimg Ta eEWTEPIKA
¥apaxktnpotikd. Ot Stapopd twv katnyopiov Physical Appearance & Physical
Attributes, eivan 0Tt ) Tp®TN a@opd kabapd eEwTEPIKA XAPAKTN PLIOTIKA. AnAadT
otoyeia mov Ba amaoyoAnoovv kuping otnv Siapkela g povrelomoinong. Ta
Physical Attributes olyovpa mpémnel va vtoAoy10TolV 0NV LOVTEAOTTOINGOT) AAAG
apopovV Kal To oTtadio Tov Rigging.

Mad pe ta Physical Attributes ta Emotional Attributes 6a asaoyoAncovv eniong tig
TTOJEG TOV XAPAKTIPA.

To Genre ka1 to Environment 6a fonBnoovv oty mepaitépw HEAETN Kal avATTugn
AvVaPoOP®V aItd LITAPY®V Yapaktnpeg. O1 avagpopeg avtég Ba fonbroovv oo va
kaBopiow oe peyahvtepo Babuo v eu@AVIon TOL XAPAKTHPA. AV UITOP® yid
mapadetypa va £xw &vav yapaktipa mov oyetifetal pe to sci-fi eidog kat va tov
oxeblaow wg apyaio Atyumtio. ITpémnel va avalbom ta eidn katl va mdpw TIANPopopieg
artd autd mov Ba epaprOc® OTOV XAPAKTAPA.

Télog 1 katnyopia twv Traits cuvduadel ototyeia amd dAeg TIG LITOAOUTEG KATYOPIES
Kot Sivel La TavuTtodTNTA 0TOV XApAKTIpa.

Mmopel emtiong va fonBnoet cav pa pebodo aflordynong oto teAog g oxediaong
oV Yapaktnpa. Exwn emtdyel v omtikomoinon Aoutov tov xapaktnpa faon g
TAVTOTITAG TOV;
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Characse! . N—

[Figure] 34. Avarttuén Character Mind map, dnutouvpyia uéow Coggle.it
IIpodwaypageg Tyediaong

AxoAovBel n avasttuén mpodiaypag@av o1 omoieg mpernel va enmttevybovv oty
Sadikaoia g oxedlaong. To Tprodidotato povtédo Ba amoteAéoel Eva GUVOAO Ao
LOVTEAQ TTOV D TIEPIEXEL TO LOVTEAO TOU COUATOG, TOV POUXIOLO, TOV OTALOUO, T
texture maps x.d. .

O1 tpodraypapeg Ba avamtuyBovv facel Twv amaitnoewy tov brief katl Twv otoreiwv
oto Mind map.

MapdnAa ouwg agol 1o apbpo Pacidetarl oy amoteAeopatikn oxediaon evog
AEITOVPYIKOV XAPAKTHPA, TPETel va emtevyBovv kat ot tpodiaypageg twv
TPIOBIACTAT®WY HOVTEAWV. Oa ¥PNo1HoTonNBovV 01 oXeS1a0TIKEG TTPOd1AYPAPES ATTO TO
apBpo twv Bousquet & Lloyd (2011), amnod to SIGGRAPH 2011 Standards [22]

Tevikég [poSiaypageég

1. O yapaktipag Oa faciletal GToV IPAYUATIKO KOGUO KATA TOV HEYAADTEPO
ePKTO Pabpo.

2. To 1p1od1a0TaTo HOVTEAO TIPETEL VA ATTOKPIVETAL OTIC QUTALTIOELS V1A XPTOT|
QIt0 TA CLUYYPOVA AOYIOLIKAL.
To tprodiaotato povrédo Ba facidetal 0TI avapopeg mov GUAMEXONKav.
To tP108100TATO HOVTEAD TIPETIEL VA TTEPIEYEL TA EMUEPOVS LOVTEAA

(om\iop0g, pou1ouog, a&eaovap).
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5. Ta tpiodiaotata povréda spémetl va akodovBovv Tig Paoikeg apyeg:
Optimized Geometry, PBR Textures, UV mapping, Rigging, Weight Painting.

6. Ta tplobiaotata povteda Sev mepiexovv CUUPOAA AITO VITAPKTEG ETAIPELEG 1)
UAPKES, XWPig TNV avtiotoiyn adeia.

Tewpetpia/TomoAoyia

1. To tpodiaotaro poviedo mpémet va ploketal oty ueyohdTepn avaivor
(polygon count), mov emtpénet To AOYIOUIKO 010 ortoio Ba ypnoipomonBel yia
animation.

2. Ot Aemtopépeteg tov high-poly poviédov mpémel va amtodoBovv oto low-poly
LOVTEAO.

3. To Tp1od1A0TATO HOVTEAD TIPETIEL VA EXEL TTPOCAPUOCTEL Y1 XpT)OT astd TO
QAVTIOTOLYO AOYIOLIKO

4. To tprodidotato povtedo Sev mpémel va epgavidel artifacts.
To tprodidotato povteho mpémel va amoteleitatl ammo quads 1) triangles. Aev
emtpémovral Ta N-gons. Kipla xprion quads, xprion triangles povo omov
xpewadetal.

6. To tpodiaotato povredo Sev Ba mepiEyel avemBLUNTeg 0mEg, o1 0moieg eivan
EUPAVIOUES OTNV YEUETPIAL

7. To tprodiaotato poviélo Sev mpemel va mepiéyet amopovmpeva faces. Ola ta
faces mpémel va etvan evopeva.

8. To tprodiaotato poviélo Sev mpemel va mepiéyel aopovmpéva vertices 1
edges.

9. To tpodiaotato povredo Sev mpémel va nepiexet overlapping polygons.

10. To teAiko tprodidotato poviedo dev mpémnel va petatparel oe triangles.

11. To tpoSiaotaro poviedo mpésel va mepiexel normals tov OAA KOITAJOLV TTPOG
NV KataAAnAn katevbuvon.

12. To tpioiaotato poviedo dev mpenel va mepiEXel Keva avtikeipeva.

13. Ta emuépovg povieda mpemnet va €xouvv oxedlaotel Eexwplotd, ala va
EPAITOVTAL OWOTA OTO BACIKO HOVTEAO.

14. O ap1Buog modvymvwv mpemet va Siatnpnbel oto eAdyloto Suvato, xwpig mv
ATTOAELA PACTKGOV AETTOUEPELDV.

Kiipaka

1. H xMpaka tov Ba xpnopomonBet Ba eivan ta ekatoota (cm).

2. Ovavaloyieg mpémet va faocidovtarl oTnv KAIHAKA.

3. To Tp1od1A0TATO HOVTEAD TIPETIEL VA EIVAL KEVTPAPLOUEVO AKPP®G TTAve amd
10 (X,Y), (0,0).

4. H pmpooniviy mAgupd Tov HOVTIEAOL KO1TALEL TTpOg TNV BeTiKT| TAELPA TOV
agova Z.

5. To tprodidotato povtedo Ba eival 0Tto 100% NG KAIHAKAG TOL.
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UVs & Textures

Rigging

2
3
4.
5
6

To tprodidotato povtedo 6e Ba mapovoladel kavéva eppaveg texture
stretching.

To tprodidotato povtedo Sev Ba mapovoladel seams O€ EUPAVEIC TEPLOYEC.
To tprodidotato povtero Ba nepieyet unwrapped UVs.

Ta textures Ba oxedliaoTolv pe AVAPOPES ATTO TOV TPAYUATIKO KOOLO, WOTE
VA AVTUTPOO®ITEVOLY OWOTA TIC IO10TNTEG TOVG.

'O\a ta Tprodidotata povieha Ba mepiexovy TOLAAYIOTOV €va texture map.
Ta texture maps Oa dnuiovpyotv otnv avaivon 4K.

Ta texture maps mpesmel va OvopaoTovy fAcel TOL HOVTEAOL KAl Tov gidoug
Jvviotatat 1) pop@r): modelname_ diffuse, normal, AO, metal, roughness,

specular, mask.

To tprodidotato povteho Ba mePIEYEl XAPAKTNPIOTIKEG OVOUATIES V1A TA
components & ta controllers tov.

To tprodidotato povreho Ba Bpioketal oy T-Pose.

To tprodidotato povreho Ba mepiEyel to rig.

'‘O\a ta joints mpérmet va Bpiokovtarl otnv apyikn tovg B&om.

To tprodiaotato povtédo Ba mepieyel weight map.

'‘OAa ta joints mpémel va elvat 1epapyikd Sounuéva.

AoOnTikeg ITpoSiraypageg

To tprodiaotato povtédo Ba mepieyel Ta eEWTEPIKA YAPAKTNPIOTIKA TOU
Physical Appearance.

To tprodidotato povtedo Ba Exetl epapUOTTr OTOAN, oL Ba Kiveltan
AVTIOTOLYA LLE TO OOUA.

To Jacket Ba oxedraotel Eexmprota.

To tprodiaotato povtédo Ba mepieyet Eva OmAo.

O yapaxtpag Ba eivanl semi-realistic.

To tprodidotato povtedo Ba mepiEyel otoyeia aso to €ibog kat To
TEPPANAOV OTO 0ITO10 AV KEL

To body rig Ba eivar oyedraocuévo, £T01 MOTE 0 XAPAKTNPAG vV

avtamokpivetal ota Physical Attributes.

To oUvoAo Twv mpodiaypagav Ba mpermel va akoAovBnOel kot va emtevybei wote n
oxebiaon va Bewpeital eTUYTG KOl OAOKANPWUEVT).
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d. Moodboards

Ta Moodboards eivat éva epyaieio mov fonBdael oty GLAAOYT avapopwv, KaBng kat
v opadormoinon tovg. BonBolv oty mapovoiaon evog cuvoAov ammod SiapopeTikda
otolyeia Ta ormoia pwropovv va opadomonBovy vId A YevikT Katnyopia.
ONTIKOITO0VV €va CUVOAO atd MINYEG Oe pia yevikotepn aioBnon. Eivat éva ypnoiuo
epyaieio emkovmviag petadd vtevBuvou kat oxedraotn kabmg kat armdSoong tov
YEVIKOTEPOL VOT|HATOG. [12]

ZTOX0G¢ NG OLAAOYTIC AvaPopV Elval 1] avadl)TnoT OTOIXEI®Y KAl XAPAKTI PLOTIKGOV.
A@opovv 1o £180g, TV oy oV omoia Bpioketal kal 5pa 0 YapakTnpag, Tig
evduuaoieg TOv KOOUOU, TNV TEXVOAOYIA TNE £TOXTC KAl TNV aloOnTik).

O tpoTog Mov Eekivnoa Ty €peuva yid TNV GLAAOYT] AvVaPOP®V, Elval 1 XpNon Twv
keyword. Ze autd to onueio Epyetal xproipo to mind map sov avamtoyOnke
TAPATTAV®.

[Mp®Ta EMpemne va KATAVOT|O® TO €180¢. Te aUTNV TNV TEPITTWOT] EXOVLE TPELS fao1Keg
TUYEG NG Aoyoteyviag: Cyberpunk, Dystopian, Sci-fi. Avtd ta tpia €18
pvboriaoiag pe fondnoav IEPAITEP® GTIH GLAAOYT AVAPOPDV.

ATIO TNV £peLVA TV TPLOV TITLX®V TTPOKVITOVV AEEEIG KAE1S1A 01 0TTO1EG UITOPOVV VA
BonBrioovv otV oxediaom Tov XApaAKTHPA. ZUYKEKPIUEVA 01 AEEEIC TTOV TPOEKLYPAV
elvat: Alienated Characters, Low-Life, High-Tech, Cybernetics, Alternative
Technology, Anarchism.

Tty ovvéyela enperne va Swow Paon ota xapaktnpilotikd. H kataywyn evog
¥apaktpa Sivel otoiyeia yia Ta XapaktnploTika TOL TPOCGITOV KAl TOV OMUATOG.
"Evag Kavkdolog yapaktnpag £xel S1a@opeTikeg AETTOUEPELEG KA1 AvaAoyieg amd evav
Agpoauepikavo. ITapopoimg yia 1o Xpoua, Enpemne va AdBon avagopég yia v
TOVIKOTITEG TOV §EPUATOG, TIQ TIEPIOYES TTOV PWTI(OVTAL, TIC 7110 oKOoLpeg meployeg. Tt
ONUAIVEL EKTOUOPPOG TUTTOG CWUATOG;

'‘O00V aPoPA TOV POUXIoUO KAl Ta aEecoVdp, XPNOLOTOIOVTAS TA TPl KUpLla €idn
OUYKEVTPWOA AVAPOPES, ATTO PAVTAOTIKA AVTIKEILEVA, AAAA KAl AVTIKELILEVA TTOV
VITAPYOLV OTNV TPAYUATIKOTNTA KAl T avtd Ba taipiadav otny eKAoToTE
pvBoriaoia.

IMa v Snuiovpyia twv moodboard ypnowuomoinoa to Aoyiopiko PureRef, 1o osmoio
Sivel peydin evehi&la oty diayeiplon twv ekovov. Iapakdto mapovoiddovial ta
moodboard mov poékuyav KATA TV GUAAOYT] AVAPOPDV.
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[Figure] 36. Fighter, Cyberpunk, mpooneAaotnke armo pinterest.com & arstation.com
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[Figure] 37. Light Brown Eyes, npooneAdotnke ano pinterest.com
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DUXKE MK &4

[Figure] 40. Hand Cannon Weaponry, mpoomeAdotnke amno pinterest.com & arstation.com
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[Figure] 41. Medium Pistol Weaponry, mpooneAaotnke arno pinterest.com & arstation.com
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[Figure] 44. Tight Fighter Suit, Cyberpunk, Sci-fi, npooneAdatnke and pinterest.com

[Figure] 43. Hong Kong, Korean, Cyberpunk, npooneAdotnke and pinterest.com
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[Figure] 45. Wide Jacket, Coat, Cyberpunk, Sci-fi, Fashion, mpooneAdotnke amo artstation.com & pinterest.com

ISiaitepa astapaitnTn kat sTpokANTiKn, atodeixBnke n cuAAOYT ava@op®y yia To
avBpamvo Sépua. To §¢ppa Sev amtoteleitan astd Eva povo Ypaoud. Yaapyovv
S1d@opa xpwpatikd po@il. Zta Tpo@PiA KTOG QIO TOV TOVIOUO LITAPXEL KAl O POAOG
TOV OUUTAN POUATIKGV XPoUAT®V. Kaoleg meployEg 0o mpodommo avtidpoiv
S10pOPETIKA OTO PWTIOUO, AAAEG ATTOPPOPOVYV TO PWS KA1 ANEG Ival O1 OKOTEIVEG
TTEPLOYEC.
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[Figure] 46. Skin Tones, Highlights, Color Profiles, Color Variations, Shadows, npoorneAdotnke ano pinterest.com
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e. Concept Art

To enduevo otadio oty Sradikaoia g mpoetoipaciag eivar 1o Concept Art. Xty
oxedlaon evog YapaKTipa VAl AtapaitnT 1) ITPOETOIUACIA TIPOTOTUIIWY JTAV® OTA
omoia Ba Paociotel n oxediaon. IIpémnet mavta va vapyet Eva Eexabapo nedio tov T
Ba avamtdgel 0 kol teXvNg. TToAMES popég Sev pTavel To OTTIKO OTolKEl0 Kot
QITALTOVVTAL TTEPALTEP® YPATITES TTEPLYPAPES, YA TOV TTPOTOI0PIOUO EMUEPOVG
Aemttopepelwnv. O pohog tov Concept Art eivan n avamtuén okitowv yia v
QITOTUTTIWOT) TNG APYIKNG 18€ag Katl To VPOC 7oV eival Beputo. [7]

3 TOX0C TOL CUYKEKPIUEVOL oTadiov dev eltval 1) avamrtugn omTikd aonTwV oKITowV.
OUTE 1 AP1EP®OT) TTOAVTILOL XPOVOUL Y1a TNV ast0800n TV AN pwv Aemtouepeiwv. O
XPOvog eivar elkoAo va xaBel oto onpeio avuto, to omoio eivat Eexkabapo o Sev
astotelel v teAkn oxediaon.

IMa mapadetypa yia ) oxediaon evog OKiTOOU OV ATEIKOVIEL VA OUYKEKPIUEVO
eldovg OTTA0, 0 KAAMTEY VNG TIPETEL VA ATTOTUTIMOEL TNV LOPPT), TNV KAIUAKA, TG
Baoikeg AemToUEPEIEG KAL TOV XPWUATIONO. ATTATTEITAL VA CUUTIAT| POCEL UOVO T
QITAPAITNTA OTOKEIN £TO1 MOTE AV Evag AANOG oxedaotng avaiafel v
LOVTEAOTTOINOT], VA YVWPILEL TG VA epyaoTel. Aev XpeladovTal pEAAOTIKEG
QITEIKOVIOELG TOV POTIOOD 1) 1] TOTTOBETNOT) TOV AVTIKEIUEVOL OE CUYKEKPIUEVO
nepiBarrov. To Concept Art Eekva apeéowg petd to atadlo tov Brief kat twv
Moodboards. A@ov 0 kaAArteyvng €xel avTAnoel ta ototyeia asmod To Brief, &xet
OUYKEVTPMOEL TIG ATTAPALTITES TTAN POPOPIEG V1A VA EKITAN| POCEL TNV €PELVA TOV. META
apéowg etval 1o 0tddo twv Moodboard sov avagepOnke mponyovpévewg. H Stapopd
twv Moodboards pe to Concept Art eivail 0Tt 1o teAevtaio otadio o oyxedraotrg
ouvivadel otolyeia amo ta mponyovpeva. ITo cuykekplueva 0to otadlo Twv
Moodboards o oyeSi1aotrg £xel CLAAEEEL TANPOPOPIES KAl oToLXEI Ao concept
TPITWV. XT0 emMOUEVO 0TAS10 0 OYeS1A0TIG MPETEL VA AVATTTUEEL KATTIO1ES TIPOTAPYIKEG
18¢eg, xwpig va avtypdpet oteyva ta concept twv moodboards. Eival oeipd tov va
OLVOEDEL OTOIYELA KA1 VA QUTOTLTIMOEL AUTO TToV pavtadetal. 'Etol pmopel va e€etdoet
KaAUTEPA Tig 18€€G TOV, VA KAVEL AAAAYEC. TNV TIEPIITTWOT] IOV CLVEPYASETAL [UE
AMovg oxedlaoTeg va emkovwviioel v 18¢a tov pad tovg, va Aafet feedback ko va
ovveyioel oe fertimwoerg. [18]

Yrtapyovv Staqpopeg TEXVIKES Y1d TO CLUYKEKPIUEVO 0TAS10. ['evikd, pokelrTal yia pia
oxebov mANpwg eAeBepn Sradikaoia. O oyediaotrg eivan ehevBepog va

XPN OO0 OEL OTTOIAOT)TTOTE PECA V1A VA ATOTLTIMOEL KAADTEPA KA1 O€ UIKPOTEPO
XpOvo v 18€a tou. O1 Baoikeg katnyopieg eivat 8o, 1 AVATTTUEN ACTIPOUAVPWY
OKITOWV Kol 1) avAITTUEN OKITOWV e TOVIKOTITEG KA1 AtO000T XPWUAT®Y. Agv
onuaivel opuwg ot eivan kan avtibeteg. Tig meproooTepeg Popeg N oxediaon Eexva pe
TNV AVAITTUEN AOTPOUAVPWY OKITOMV KAl EKTEIVETAL 0TV Art0800T XPWUATWV.

TNV KATNYopid ToV acIpoOpavp®Vy OKIToOWV LITAPXEL, TO AstAd okitoo (rough sketch)
K1 To okitoo omov Pacidetan otnv amodoon tovikomrag (value sketch). Ta rough
sketches amote oV TV 710 TPOXELPT] EKSOYT TV ACTIPOUAVPWY OKITOWV TA OToia
AVAITTUCCOVTAL YPTIYOPA UE YPAUUES UE OTOXO TNV YPIYopn astdodoon g @opuag. Xta
value sketches 1o acmpopavpo okitoo Ba amoteleital amo S1aPOPETIKEG TOVIKOTNTEG
Sivovtag peyaAUtepn Paon ota highlights kot ota onpeia mov Eexwpilovv Atyotepo.

Iy EPIMTOON TV XPWUATIOTOV OKiTtonv vapyovv ta shaded sketches, n teyvik
tov photobashing ka1 ta final (mood) concepts. Ta shaded sketches émovtal ouvrBwg
twv value sketches. O oxediaotng aflomoiwvtag Tig TovikotTeg atodidel Tig faocikeg
XPWUATIKEG At0dO0ELg S1vouy eMUTAEOV AemTopepeld Kot ekppdadovrag to aicOnua tov
concept. H teyvikn tov photobashing amoteAel pia evéiagpepovoa mepintworn, 6T0V 0
oxedlaoTig Xpnoipomotel S1apopeg e1KOVEG 1) KAl EeXWPLOTA OKiToA yia TV
QITOTUTTIWOT) €vOG concept.
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ITpokerTal yia pa KaAr texvikn mov pumopel va mapa&et peaiiotikotepa Sedopeva oe
emiong ypnyopo xpovo. Télog, ta final } mood concepts amoteAovv ta 710 AemtTopepn
okitoa. [TepiExovv Vv peyaAltepn emBuunt amodoon AETTOUEPEIDY, XPWUATIOUOVG
KO TOVIKOTNTEG. ATTOTEAOVV TO TEAIKO 0TAS10 TIPOTUIIOTOINOTG TPV TNV OXEdIAOT] TOV
xapaktnpa. To Model Sheet avrjkel oe avt ) katnyopia.

Emotpépovtag, otny 1péxovoa oxediaon Tov Xapaktripa, g KUPLo HECO ATOTUMMONG
xpnoormomOnkav rough sketches kat shaded sketches. O Adyog ftav 611 n 16€a mov
elYa 070 HLVAAO pov TjTav apketd EekdBapn. Emmpoobeta SovAevovtag atoukd oe
kdBe 01aS10 Tapaywyng Sev astanteital 1) eMKOIV®VIA LE KATTO10V TPITO OTOTE UITOP®
VA TOQLY® TNV 0Xed1a0n MEPIOCOTEPHOV AETTTOLEPELDV. Bao1KO KpiThplo eival 1
peiwan tov xpovov. Epmiovtidovtag v apyikn 18¢a pe otoyeia ano ta moodboards,
aventuéa eva oUVOAO It OKITOA Y1 TA OT)UELA TA 0TTO1d JIPETIEL VA TIPOCOI0PIow. Agv
aroteAOVOE 0TOXOG 1) OXEdIA0T PEAAIOTIK®V OKITOWYV, KAOMG OTTwg paiveTat
TAPAKAT® TA OKITOA €lval apKeTA TPOYEIPA, AMA ATTAMG ATTOTLITOVOLV TNV 18€a. O
AOYog mov eptAovTioa To 0tadio Tov Concept Art pe shaded sketches fjtav 1o yeyovog
ot NBeAa va Sw av StaPadetal 0moTA 1 POPUA TOV XAPAKTI|PA KAl AV TAIPLAEL 0TV
1810t Ta KA1 0710 VPOG TNG. Agv amoteAdovv ovuPaon ouwe. ISiaitepa, ) amddoon
XPWUATOV pmopel va aAAagel kata v oxedlaon av Bewpnbel amtapaitnto yia myv
BeAtinon TV OTOIXEIWY TOV XApaAKTPa.

IMapaxatw mapatiBevral pepikd amd Ta okitoa.
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[Figure] 47. 16{eg, Nentouépeteg SToAng
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[Figure] 48. ZtoAn, Concept 1 & 2
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[Figure] 49. Jacket Concepting

bty

[Figure] 50. Jacket Concept 1 & 2

[Figure] 51. [MArjpe¢ concept yLa mapatnpnon tng EOPUAS
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[Figure] 52. Cybernetic Facial Augmentation Concepts

[Figure] 53. Cybernetic Facial Augmentation Concepts .2

[Figure] 54. Weaponry Concepting, Medium Pistol, Hand Cannon
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Telko Concept

'Enterta amd tov 18eaoud kAl v mapaywyrn IpoxXElp®V oKITowy, 1)pbe to 01dd10 Tov
TeAkoU concepting. AZlodoyamvtag Tig Sra@opeTikeg ekSOYES, XPTOILOTOINCA OTOIYXEIA
o Vv kKaBe pa yia myv 0AoKAT|pworT) Tov teAkol tpooyediov. To mpooy£dio avtd
amoteAeoe 08NYO yia to teAevtaio otadio dSnhadr) v teAikn) oxediaon tov
xapaktpa. IIpopavag Enpemne va elval meplocOTeEPO AETTOUEPES ATTO TA
JPOTYOULEVA KA1 VA TTEPIEYEL 0TO1AST)TTOTE VITOOTLEIWOT), TTOV TTPETEL VA
ovptep\aPw otnVv oxediaon.

Apyika Eexivnoa pe v avastugén tov model sheet, SnAadr) v amotdwon tov
XapakTnpa amd Tig Tpelg faoikeég Owelg Tov (UIPOaTIVY), TAAYLA, TTow). AETTOUEPEIA
500nke KVplwg TNV OTOAT. Ze Tapouola ekdoyr avamtuxdnke 10 avaAvTIKO GUANO
yia 1o jacket. Entopevo ¢pUAAO TyTav 1] IOTOITWOT] TOL TIPOCMITOV. TE AVTO TO OTUELD
600nke onuaoia kvpiwg otig avaroyieg kat Tig 181a1TEPOTNTEG TOV TPOTKIov. Madi
SnovpynOnkav mtuyEg mov mepieiyav Aemtopgpeleg yia ta pard. ITapdiinia
avamtoxOnke kot £éva model yia to 05tA0 TOL XApaKT A, TTAPOUOIWS e TPELS PAOIKEG
opelg. Xe kabe oyxebla0TikO GUAAO TPOOTEBNKAV KA1 O1 AVTIOTOIXES XPWHATIKES
TOAETEG, €lTe OLVOSELTIKA OTA OKITOQ, E1TE EPAPUOTUEVA TTAV® OTIG HOPPES. 'Omov
AT ONKe LIAPEAV ONUEIOOELS YA TNV AVAAUTIKOTEPT) TTEPLYPAPT] TOV OKITOWV.
'‘OAa ta otoeia SnAadn mov Ba ammoteAéoovy amapaitntovg fonbovg yia v
oyediaon mov Ba akolovdnoel.

3 . #

[Figure] 55. Human Figure Model Sheet
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[Figure] 56. Face Detailing model sheet
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[Figure] 57. Jacket Model Sheet

[Figure] 58. Medium Pistol Model Sheet
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Ke@aimo 4° : MeOodoroyia Lyediaong
Tprodraotatov Xapaxtnpa

Y10 Tehevtaio ke@aialo Tov apBpov mtapovotadetar avaivtika n Stadikacia
oyedilaong yia myv dnuovpyia tov xapaktipa. IIpokettal yia pia meptypa@n amd 1o
TIPAOTO WG TO TeEAeVTAlo 0TAS10 Tapaywyng. Xto tehog g Stadikaociag o yapaktrpag
elvan €tolpog ya v amodoon kivnong. Aev Ba avasmtuyBolv Ouwg o1 TEXVIKES TOV
Mg npaypatonoteital n amddoon kivinong. I'a v a&lohoynon twv amoteAeoudTmv
KO TNV eVPEOT] OPAAUATOV ¥protpomomOnkav etolpa baked animations asto v
B1BAoONkn g Mixamo. 'Onwg avapEpbnke otnv apyrn otoxog eival 0 Xapaktrpag va
£lval £TOIHOG KAL 0WOTA OXESIATUEVOC WG TIPOG TNV AEITOVPYIKOTITA TOU.

AxolovBmvTag tnv aAvoida mapaywyng tov avantiyxdnke oto mponyoleVo
KeEPAAA10, o€ auTtod To 0Tadlo apovotadovtal Ta Priuata, o1 IPOKANoEIg Kal ot
oxed1a0TIKEG ammopaocelg ov akolovdnoa. H meprypa@r) £xel evioyubei amd peydro
OYKO 07TTIKOV VAIKOU yia va eivar o EekdBapa 6Aa ta otadia. Ot oxediaotikeg
ATTOPACELS ALTIOAOYOUVTAL WE TTPOG TOV AOYO ETIAOYNG TOVG.

[TpobmdBeomn NTav 1 AVOTNHPT| THPNON TOV OXESIACTIK®V TPOS1AYpAPp®V KAOmG Kat
TV AoOnNTIKOV Tpodiaypag@av stov mpoekuvypayv amd To brief kat emelta ta
moodboards ka1 1o concept art. Mia akopa ipoinoBeon amotéAeoe 1 tpnon g
alvoidag mapaywyng. Ta prpata akohovdnOnkav 6mwg akpiPog repleypagnkav.

Jmnv ovveyela mapovotadetal 1 oxedraotikr Stadikaoia.
a. Anuovpyia Procedural Xapakmmpa

EeKIVOVTag TNV S1adikaoia mapaywyr|g ToL XapaKTpa Xpnoiposmotnodnke to
Aoyopiko Daz Studio. Etoxog rjtav n ypnyopn mapaywyr piag facikng oouatodoung
uéow evog procedural povtéAov, o omoio eneepyaotnka otnyv ovveyela. O Adyog mov
XpPNotposmomdnke mAat@opua Snuovpyiag XapakInipwyv, NTav 1 eAAUTg YV®OOT] LoV
omyv avBpomvn avatopia kat otig avahoyleg tov avlpamvov ompatog. 'Evag akoun
Kpilo1pog Adyog fTtav o Xpovog, kabBag Ba omatalotoa eTUTAEOV MPES YA TNV
Snovpyia g Soung, eve péow tov Daz Studio pmopovoa va Exw 1o 1610
QITOTEAECA OE EAAYLOTO XPOVO.

IMa Tov CLUYKEKPIUEVO YAPAKTI|PA APOV TTPOKELTAL Y1a ONAVKO YEvog emAExOnKe 1)
@ryovpa Genesis 8 Basic Female. O Adyog mov emA&xOnke 1 €ékdoomn Genesis 8 avti
TV 3 N 2 elval IpoPavng, apov TPOTPEPEL KAAVTEPT TOTOAOYIA KAl peyaivTepn
AETTOUEPELA YAPAKTNPLOTIK®V. Mopel va asmtoteAel aueAntéo yeyovog, agov to
povtélo Oa enefepyaotel apketd otnv oLVEXELA, AMA OlyoLvpa ATTOTEAEDE
TIAEOVEKTN AL

Eméyovtag v gpryovpa, NTav amapaitnto va yivouv HepIkES TPOTTOTO|0ELS TIPLY
Vv e€aymyn Tov HOVTEAOU, Yia XPT|0T OE TPITO AOYIOUIKO. APYIKA £KAVA UEPIKES
TPOJTOTOINOELS YA VA TTANOLACK TTEPIOGOTEPO TA XOPAKTNPLOTIKA TTOV EMOVU®. ATO
7o panel TV TApAUETPOV OTNV KaTnyopia Actor £€kava KATO1eg AAMAYES OTTWG 1
avénon tov tocootoV oty katnyopia “Bodybuilder”, “Bodybuilder Details” kat
“Emaciated”. Me autov tov TpOmo undpeod va Smom PePIKEG Paoikeg AeTouépeleg
oV owpatodoun yia apyr). Me autdv tov TpoTo £5woa MeplocoTEPO TA

XOPAKTNPIOTIKA TOV OMUATOG TTOV AVTIOTOIK0UV oe Extopopen Soun.
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[Figure] 59. ErttAoyr) Genesis 8 kai TpOmomoincn MopaUETPwWY

Mia akOun ONUAVTIKT TapApetpog nTav n evbvypdupon twv todimv. IIapoio mov to
uovtédo elodyetan amevbeiag otnv T-Pose, to Daz Studio €xet éva {tnua omov ta
081 Sev Ppiokovtal oy cwoth B€0T). AUTO £xel WG ATOTEAECUA, CUYKEKPILEVES
gu@avelg alowwoelg oty artodoon kiviong. I'ia avtov tov Adyo amapaitntn HTav
pvBOon g B€ong twv modiwv. To CLYKEKPIUEVO Brua AVTILETOITOTNKE ApyoTEPA
kat 0to ZBrush, oMda amotéAeoe KA eTIAOYT) VA YIVEL LI UIKPT) TPOTOTIOINGCT) O
auto To onpeio. Ta v ovykekpipevn mepintwon otig apbpmaoerg “Left Shin” &
“Right Shin” , puBuiotnkav o1 tapdapetpor “Twist” & “Side-Side” , oto (-/+) 7.50 ko (-
/+) 5.00 avtioTtotya pe feTikeég TIHEG YA TO aploTeEPO OB KAl apvnTikeES yia to Setl,
MOTE VA EVOVYPAUUITTOVY TTPOG TO KEVTPO TOL Afova.

[Figure] 60. EvSuypauuton Twv modlwy oto KEVTPO Tou aéova

TeAevtaio Brua nrav n puOUION KATOIWV TAPAUETPWY YA TNV ELOAYWYT) O€ TPITO
AOYLOUIKO. ZvuyKekpipéva pvbuiotnkav ot mapdauetpot “Resolution Level” oty
emoyr| “Base”, xat o1 §vo mapdpetpot twv Subdivision Levels oto 0. 'Enetta
xpnotuosowwvtag to plugin DazBridge, enéAe€a va e€adyw amevbeiag To HOVTEAO OTO
ZBrush, ypnowomowwvtag tnv Aoy “export at current resolution”.
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b. IIpooOnkn Aettopeperwv

IIpwv v eprypaen g dtadikaoiag Oewpn AmapaitnTo va yivel uia eloaywyr ota
epyaieia tov ZBrush, mov ypnowomoinoa ya my Snuovpyla Twv XapakTnploTiKoV
KA1 TWV AETTOUEPELQRV, OTWG 1) oxedlaoT g 0ToANg kat n Snuovpyia twv

XAPAKTNPIOTIKWV TIPOCGMITOV.

Ewovidio

Ovopaoia

[eprypagn

Jvvtopevon
ITANKTpGV

i

Standard

Metakwvel ta vertices, wote
va Sivel 0YKo 0To HovTEAO

B-S-T

Smooth

OpaAostotel Tig KAUITOAEG,
KQAvel o eminedn v
em@aveld

Shift + Right Click

Move

Metakwvel ta vertices,
e&mOnon oykov, aAlayn
Poppag

B-M-V

Claybuildup

ITpoodidel dOyko, ypryopn
Sniovpyia eoppag

B-C-B

Hpolish

Anuovpyia Aeiwv
EMPAVEIDV, Snuiovpyia
hard surface empaveiov

TrimDynamic

Ouaiomoinon twv yoviov

B-T-D

DamStandard

Anuiovpyia AeTTOUEPELQDV,
YPAUU®V, KAUITUADY Kat
ALYUN POV YOVIDV

B-D-S

ClayTubes

ITpocdidet oyko oe
UKpOTEPO Pabud amo to
Claybuildup, peyaiitepog
£Aeyyog

B-C-T

COCOECEY

Pinch

Q0ei Svo vertices pad,
Snuovpyia hard edge,
KOPLP®V, EVIOVROV
KAUTTUAGQV

B-P-1

Mad pe ta ovykekpiuéva brushes, ypnowomoinoa éva ovvolo asno alphas. Ta Alphas
elvan grayscale maps ta osmoia Sivovv ipég évraong. Eivatl g poperng 16-bit yia va
TIPOCPEPOLY OpaAdTepeg petatpomeg. Motalovv dniadt| e ta bitmaps mov
¥pnoomolovvtal ota Bump & Displacement maps. Aev xpnoiposmolotvtal
avefdpmnTa, aAd astoteAovV LTIO-epyaleio evog faokol brush mov avagepbnkav
TAvw. ATtoteAoUv 08nNyovg, yia 1o twg To ouykekpipevo brush Ba amodwoet v
aAayn oty empavela. Xpnouomololvtal yi Ty ypIiyopn amddoon AT TouepEIDV.

[6,13]
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[Figure] 61. Human Skin Details Alphas, npooneAdaotnke aro Celito Moura Filho, Artstation.com

"Eva akoun epyaleio mov
XpNotuostoinoa toAl 1Tav o1 HAoKEG.
O1 paokeg ¥pNOUOTOIoVVTAL Y1 VA
emiAeyOel wa meployr| Tov HovVTEAOD,
v ormoia BEAw va TPOoTATELOW ATTO
mv eneepyaoia. Mia pdoka popet
va SnovpynBel pe omotodnote
brush & alpha, eite pe dMeg eviolég
IOV LITAPYOLVV 01O brush menu 6mwg
“SelectRectangle” 1 “SelectCircle”. Ot
[Figure] 62. Anuioupyia udokag, eneéepyaociac tng HAOKES SNU10VPYOVVTAL KPATOVTAC
umnoAounng entpavetag, by docs.pixologic.com nampévo To mAfktpo Ctrl kau

EMAEYOVTAG TNV TIEPLOYT) LLE TO
avtioTtolyo epyaieio. Mmtopoliv eiong va avTioTpa@oly, €101 0 OXES1A0TNE va eival
eAeVBePOG va KAVEL AAAAYEG LOVO OTNV TTIEPLOYXT) TTOV EXEL EMAEEEL, XWPIG VA EMNPeATEL
TO VITOAOLTTO povTELO. [6,10,13]
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EekivovTag Aowtov v Stadikaoia, xpnoomnoinoa ta 118n vdpyovra UVs yia va
Slaywplow to poviédo oe Tunuata. Xpnoomolovtag ta polygroups mov
SnovpynOnkav aso ta UV maps 1o HoVTEAO Ywpiotnke oe Eexwplotd Tunipata. Me
QAUTOV TOV TPOIO UITOoPOLoA va emMAEEW kal va Eexwpiow oe Sragopetikd subtools Ta
Turuata mov 0&Aw va ene€epyaotm Eexmplotd. Eeymploa Ta udta oe £va
SragopeTikod subtool, add kat ta SovTia. T'a tov Srtaywplopod oe Eexwprota subtools
XPNOUOTTOONKE 1) EVTOAN
Split Hidden a6 to panel
Subtool. To subtool twv
Sovtiwv xwplotnke oe 5o
polygroups, ta §ovtia kau
Ta ovAa. 'Etol mpogkuypav
tpia Stagpopetika subtools
Ta omoia eneepydoTnka
Eexwprota.

[Figure] 63. Ataywptoudg tou povtédou oe polygroups, uéow twv UVs

Znv oxediaon tov oouatog Eekivnoa Ue TNV amoTOIMOT) TOU EKTOUOPPOV
owUATOTLIIOV. ApY1KA Xpnoluomoinoa to Move Brush yia va petakiviiow
OUYKEKPIUEVA ONUELa KAl VA KAV KAITOLEG IKPEG LETATPOITEG 0T Sour).
Metakivovtag Katapepa va Sm®om OYKO 0 ONUEla OTwe 01 MO KAl OTUELa TToU
TIEPLEXOVV HVEC, EVQ) TIAPAAANAA VA LEIMO® TOV OYKO 0 AAAA onueia Omwg TV
EPLPEPELA TNG HEOTG, TANOLALOVTAG ETOL TIEP1o0OTEPO 08 EXTopop@n onpatoSopur).
Xpnowomoinoa eriong to Claybuildup brush ywa tv ntipoobnkn emutpdobetov dykov.
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[Figure] 64. Sxe&laon TOU EKTOUOPPOU CWUATOTUTTOU

'Eva Brjpa stov ¥petdotnke va IpayUaTonoom NTav n apaipeon tomv vuyiov. Ta
vUyla amrotehovoay EExwPloTo polygroup 1o omoio Sev evovovtav amevbeiag pe tnv
VITOAOLITT YEWUETPIA OTTOTE EUPAVIOE TpoPAT|naTa katd o sculpting. Ia v
APAIPEDT] TWV VLYV ATOPACIOA VA TA KpUYm kat pe v evioAn Delete Hidden va
Ta apaipeow. I'a va kheiow to kevo Xpnotluomoinoa tnv evioAn Close Holes ka1 otnyv
OUVEYELN EKAVA Eva KOO polygroup pe To LVITOAOLTTO XEPL.

[Figure] 65. Apaipeon Twv vuxLwv

Emopevo Prjpa nrav n Snuiovpyia twv facik®@v TUNUATGY TG OTOANC. Ao@aocioda va
ATOTUIIOO® TA PACTKA HEPT) OTA OTTOIA XWPIZETAL I} OTOAT), SNAQdST| va KAV TO
amokaiovpevo blocking. Apyika, mpv Eekiviiom v oxediaon vodiaipeoa to
povtého pexpt to Subdivision Level 5, ®oTe va epyaoto pe peyain evehiéia oe vynAn
avaivor. O Adyog mov mpotipunoa ta Subdivision Levels évavtt g Siadedopévng
Aertovpyiag Dynamesh eivar 0T n) tedevtaia ennpéade apketd yewpetpia oe onueia
mov Sev NBeda, Omtwg To TPOowIo. Emutpoofétmg pe ta Subdivision Levels SovAeya
o€ LYNAT avaAvoTn AAAA LETA giya v SuvatdTnTa va yvupiow otnv low-poly ekdoxr)
Tov povtédov pov. 'Etot xpnowonoinoa apyodtepa 1o high-poly poviédo yia va
ATOTLTIOOW AeTtTopEpeleg oto low-poly mov Ba xpnolpomonOel yia to animation.
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Xpnoworoinoa, emiong LACKES YA VA UITOPE0® VA EEXMPIom TUMHATA KAl va
OYNUATION TIG YPAUUES XWPIG VA EMNPEACH® TN YUP® YewueTpia. Mia xpriolun
vroonueiwon yla tig paokeg eival 0 pe myv emroyr| Ctrl + Alt + Click ta 6pra tig
paokag yivovrtat mmo ayunpd kat fonbovv oty enefepyaoia. Xe kdmmola o
evaiotnta onueia xpnowponoinoa to brush ClayTubes kabwg mpoobeterl Oyko pe
peyaAltepo leyyo. 'Enerta anod kadbe enefepyaocia piag meployng He Haoka
autanteitan 1) evtoAn Smooth yia va Kavet 1o opain v emgAavela 0Ta O Ueld Tov
TEAEIWVE 1) HAOKA.

Ta v Snuovpyia Twv ypappmv ov Xpidovv Ta TUnHata Xpnoiuosoinoa to
Standard brush oto Zsub mode, SnAadn v agaipeon oykov. 'Enelta yia va kdve 1o
EVTOVEG TIG YPAUUES XpToluoTtoinoa tdAL To 1810 brush, avtr) ™ @opd pe 1o Alpha 38
IOV LITAPXEL NOT oTa MTEPLEXOUEVA TOV ZBrush.

[Figure] 66. Suit Parts Blocking

A@ov Snuovpynoa Tig faotkeg ypaupeg mov ywpidouvv ta tunuata [Figure 66],
ouveoe 1 poodnkn Aemtopepelmv. Yo Tig vmodeiteig tov Paul Gaboury [11],
AITOPACIoA VA XWPIowm Ta TUNUata o Sta@opetikd polygroups yia va £xwm
Suvatomta va ta enefepyaot®m Eexmprotd. Ia va kKatapeépw va 1o EMTUY® AUTO,
X0PIg va apiepwow wpeg, xpnotuosoinoa to Polypaint. Xpnotposoinoa Aowtdv 1o
paint brush yia va opiow ta dp1a TwV TUNUATWV. ZTNV CUVEXELA HE TNV AerTovpyia
PolyGrouplt, To AOY1OHIKO AvAyV®PIoE ALTOUATA TA OP1A TOV paint ka1 xmpioe oe
polygroups ta emBbuuntd tunuata. [Figure 68]

-

[ ERET L

[Figure] 67. Tunuatomnoinon uéow tou Polypaint
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[Figure] 68. Anutoupyia twv Polygroups uéow tou PolyGrouplt

TNV CUVEXELA TTAPATI|PTOA OTL TO LOVTEAO EIYE LA APKETA OPYAVIKT LOP@T). B@EAnoa
Aoutov va Swow pia o hard-surface amotdnwon ota turjpata atd ta omoia
atoteAeital 1 oTtoAn. Me Tov xwplopd twv polygroups avto pe SievkoAvve akoua
EPLOCOTEPO APOV WITOPOVOA VA ATOUOVOO® KAOE TUNUA KA1 VA TO EMEEEPYAOT®
XWPig va eMnNpedom Ta LVTOAOLTA. Me auTOV TOV TPOTIo AOLTOV, SeKivnoa va
ATOTUTIOVK LKPOTEPEG AETITOUEPELEC YA VAl TNV emBuunTr) pop@r). Baoiko otoiyeio
TO 07010 &mpere va Qupduan eivan 1) amdSoon kivnong. 'Enpene va mpovorow yia to
petémerta otadio tov weight painting. Yvykekpiuéva tunuata sov fpiokovial Kovia
oto kKaBe joint Ba mapapopPOVOVTAL TEPIOGOTEPO KATA TNV KivioT. Apd o auTtd td
TUNLATA ETTPETE VA ATTOOMOW O HKkpOTEPO Babuo to Vpog hard-surface emgpdavelag.
AvTiBETwg og TUNUATA TA 0TTola KIvouvTal AtyOTeEPO 1 oav eviaia opada,

Ao TLITRON KAV TTEPLOCOTEPO O1 AemtTopepeieg avteg. Kupio epyaieio ntav to Hpolish
brush yia v Snuovpyia enineSwv emeaveimv. 'Etot, petd tnv oxediaon twv
Aemttopepelwv 1 otoAn E8ve pa peyahvtepn aiobnon fabovg adla kat
Srapoporolovvtav amo o VTdAoUTo omua divovtag etol avtibeon.

IS1aitepn MTav n dnuiovpyia g umoTag kat twv xeplwv. Ia ta Svo ovykekpipueva
Tufuata xpnotposonnke n pébodog tov Extract. H evtoAn autr| mpaypatostoteitat
apyKa pEow pag paokag. Xto panel tov Extract kaBopiletal to véo mdyog
(thickness) g yewpeTplag evtog Tng LAOKAC. AQOU EKTEAEOTEL 1) EVTOAT,
Snovpyeital éva véo subtool pe to emBuunTtod mdyog amd To CYNUA TTOL JIEPLELXE 1)
puaoxa [10]. O Adyog tov Xpnolpomom|Onke n GUYKEKPLUEVT] EVTOAT TITAV O
ovvdvaouog g e v evioAn tov Dynamesh. O Adyog f)tav 6t feia va
enefepyaotm apketd ta dvo tunuata omote to Dynamesh Oa pov £dive tnv
amapaitnn eAevbepia.

Mmnopeoa va oxediaow apketeg Aemtouépeleg oe Eva Suvapko mesh, wote va
mapayBel to emBuuntod anotedeopa. EmummAéov Sev ennpéaoe v vtOAOLTN YE@WUETPIA
a@ovL 1o veo subtool mepielye povo to Tunua ov nbeia va enefepyaotm.

JUYKEKPIUEVA YA TNV UmOTA o¥eblaoa pia paoka amod To VPog TOL A0TPAYAAOL KAl
xpnotposoinoa v evroAn Extract. ESwoa v Tiun 0.02 o1o mtayog, kabmg Ba
ATAITOVVTAV UEYAAVTEPOG OYKOG. TNV OUVEXELA ekTEAETA TO Dynamesh oe yaunAn
avaivor), wote va Snuiovpynbel va eviaio tunua yeoUeTpiag Xwpig AETTOUEPELEG
ota akpa (Saytuda). TNV GUVEXEIA XPTOLOTOINCA HId AKOUT HAOKA YA VO
QTOHOVAOO® TO KAT® TUApa. Me v xpnon tov Transpose Tool, emAgyovtag
S1evBuvon mapdiinin otov Y dfova petakivnoa to akAAvITTo onpeio g paokag
TPOG TA KATW.
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'Etot emitetiyOnke e€wbnon tov Tunuatog xmpig va Staxwplotel amd tnv vdAown
yvewpetpia. Me autov tov 1pomo SnuovpynOnke n ooAa g potag. [Figure 69]
'Enerta anevepyomoinoa v Aettovpyia tov Dynamesh, voSiaipeoa 1o avtikeipevo
Svo popeg kat oyediaoa Tig komeg pe o DamStandard Brush. Xto téAog
xpnouosoinoa to TrimCurve brush ywa va oxedidiown Tig amodTopeg yovieg 0To mom

UEPOG .

[Figure] 69. Ztabia dnutouvpyiac TNG Umotac

Ty oxediaon Twv xepiwv akolovdnoa oxedov my i61a Sradikaocia. Anpovpymvtag
NV HAoKa, Xpnoluoroinoa v evtoAn Extract pe mayog 0.005 kat Snuiovpynoa to
véo subtool. Ttv cuvexea xpnoponoinoa tnv evioAr] Dynamesh og vipnAdtepn
AVAALOT) AUTN TN POPA, APOV ATTALTELTAL TTEPLOCOTEPT] AETTTOUEPELA. ZTNV APYN
TPOITOTOINCA TNV YEMUETPIA TTOAD ATTAQ, TTPOCHETOVTAC OYKO KAl HETAKIVOVTAG
OLYKEKPIUEVA onueia. v cuveEyeld xpnoiponoinoa to DamStandard brush yia va
oxeb100wm TIg KOTEG OTIG 0mtoieg Ywpidetal kABe SaytvAo. 'Emerta xpnoiponoinoa oe
peyaio Babuo to Hpolish brush xaBmg 16eia va oyxebiaow pa meproocotepo hard-
surface emepaveia.

[Figure] 70. Stabta Snutouvpyiag Tou xeptou

TeAevtaio gueve o 0tad10 ™G oXeSiaong tov mpoowmov. T'a v oxediaon Aowtdv
TOV TTPOo®ITOVL LN p&av dvo otadia. H povtelomoinon tov Bacikol oxnuatog tov
TIPOCGMITOL Kat 1) artddoon Aemtopepeimv. O Adyog mtov 1) Siadikaoia ywpiomke oe 510
TUNUATA T)TAV Y10 TNV AVAKATAOKELT] TNG TOTOAOYIAG KAl AOY® TWV KOADV TPAKTIKMV
7oV avaPEpOnkav oto 1° ke@paiaio. To avBp@TIVo TPOCKHITO ATTOTEAEITAL AT XIALASEG
layers pe pikpoAentougpeleg Owg mOpol, putideg, onuadia kis. . I'a va
OXNUATIOTOUV OAEG AVTEC O1 AETTTOUEPELEG OE EvA TP1oG1A0TATO HOVTEAD, Ba
amartovvtay ekatouuvpla polygons. To voduepo OUmG avTtd Omg ewtmBnKe, eival
QTALYOPEVTIKO Y1 £vav Yapaktipa sov Ba ypnowwomowmnBei oe animation. II6co
HAAAOV av autd ta ekatopppla polygons eivat povo yia to tunua g ke@ang. 'Etot
AOUTOV 0TOYO0G TTaV, apXikd 1 oxediaon tov facikol oXNUATOG TNG KEPAAT|S.
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To HOVTEAO AUTO AVAKATAOKEVAGTNKE WG TIPOG TNV Tostoloyia. Ze Sevtepo otadio mov
Ba emypagptel o€ emopevo ke@aiato Ba ovdntnOel n amodoon Twv AemrtopepelOV.

H oxebiaon tov tpoomitov Eekivnoe Aoutdv, pe KATo1Eg BACTKES TPOITOTIONTELS TTOV
mpaypatosoOnkav kuplwg pe to Move & to Claybuildup brush. Ztoyog ntav va
80w TEPIOCOTEPO TOVG OYKOUE Kal Ta factkd oxnuata ov yapaktmpilovv To
TPOOWIO pag veapng Appo-Apepikavidag. 'Edwoa mepiocotepo Oyko ota Xeidla kat
Ta QUYWUATIKA, HEYAADOA TNV HOTN KAl OXTUATION KATTOLEG TT0 ATTOTOUES YPAUUES [UE
1o DamStandard brush. £tnv cuvéyeia ouveyioa amopovovovTag TUHUATA He HAOKES
Kal kAvovtag aAAayeg uovo oe avtd. 'Edwoa mapamavm oyko ota BAEpapa, Ta
povBolivia, kKaBag Kat TNV MEPLOXT TwV PPUSIHV. AvTIBETWE apaipesa OYKO amd Tov
A0 KAl TO TINYOUVL, OTWE KAl TA XAUNAd QUYOUATIKA.

[Figure] 71. Zxeblaon ToUu mpoowtou

Me TNV 0AOKAT|P®OT] TOV TEAEVTALOV TUNHATOG, SNAAST TOov TPOoKIToL T0 0TAS10 NG
povtehoroinong ohokAnpaodnke. To cuvoAkO povTeAO asmoteAolvTay astod 786
¥Wadeg polygons. 1o entduevo Pripa, SnAadn v avakataokeun g yewueTpiag,
0TOYO0G 1TV 1) LELWOT) TOV 0TA 100-250 XIANASEG. ZUYKeEKPIUEVA Pripata o Eyvay o
autod 1o otadio, foriOnoav v avakataokeur oTo emtouevo otaddlo. Kopio amo avtd
nrav n Snuiovpyia twv polygroups.

c. Avakataokevr) Tostoloyiag

To 01610 TV retopologizing asotelel pia «emimovn» Sadikaoia. H tpwtapyikn
povtelosoinon mpemel va €xel emrtevyel, ue v eniyvwon ot netta Ba ypelaotei n
AVAKATAOKELT) NG YewpeTpiag Tov povrehov. To retopologizing amotelel a e1dikd
texvikn Sabikaoia. Ennpeddet oe peydro Pabuo v emrvyia g oxediaong. Mmopet
£vag Yapaktnpag va €xel oxedlaotel pe e€aiola otk amoteAéopata Kat
AemTOpEPELEG. AV TO LOVTEAO TOU OUWE GEV AVAKATACKEVAOTEL GWOTA AVTEG Ol
Aemttopépeteg Ba yabovv. H avakataokeur) tov povieAov aidel £iong sToAD
ONUAVTIKO pOAO oTa endpeva otadia, Eexvavtag pe to UV Mapping péypt kot v
amtodoon kivnong. Ipénel Aowtdv va Sivetar peydro Bapog, wote va vdpgouy ta
embBuunta amoteAéopata. [10]

ZTNV OUYKEKPIUEVT) LEAETT TTEPLTTWONW QITOTEAEDE TIPAYUATIKA U0 TTEPITTAOKN
Sadikaoia, 6oL aaTONKE APKETOC XPOVOC AAAA KAL ATTOTUXTLEVEC TTPOOTTADEIEG.
'Eva mieovékmua, 0mwg ava@epOnke katl IponyovuEveg NTav 0 S1aywplopog g
yvewpetpiag oe polygroups. Bonfnoe apketd otnv avakataokeun tng tomoAoyiag. [10]
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ITio ouykekpuéva, yia v Siadikaoia tov retopologizing ypnotomoOnke n pébodog
tov Zremesher. ITpokettal yia v o yprjyopn kat StadeSopévn pébodo
retopologizing evtog tov ZBrush [13]. O akydpiBuog miow amd v pebodo avtn
Aertovpyel PACEL CUYKEKPIUEVOV TIAPAUETPWV KAl HECK LVITOAOYIOU®Y SnUtovpyel eva
VvEo aUVoAo artd polygons. Ta polygons avtd eivan katavepnuéva opBoTepa amod 1o
JIPONYOVUEVO GUVOAO. Aloped)va £71l0NG ONUEla OTTOV PUITOPEL VA vndpxa polygon
stretchlng Avdoya Tig tapapétpoug, to Zremesher xpnmponowlral Ko yla tny
peiwon Tov ap1duod oAvymvwy [10]. -
Xpnoomotwvtag AoUtdv TNy Aettovpyia
tov Zremesher &Vo @opég, katdgepa va

pewwow to polygon count og &va ZRemesher
€mBULUNTO VOLLEPO, TTEPLTTOL OTA 190 ESES
¥Wadeg polygons. H veéa yewpetpia ' ~
BeAtiwbnke emiong wg pog TV Katavo- e

un twv polygons otnyv emupaveia. Emeidn)
ou®g N uelwon Tov polygon count
ETNPEACE KA1 TO GUVOAO TV
AETTTOUEPEIDV XPEIACTIKE U1A AKOUT
uébodog yia v dratnpnon twv
Aenttouepernv. Ipv Eexiviion kabe Pripa
avteypawa to high-poly poviéro. Tto
avtlypago eKtéEAeca TNV Aettovpylia Tov
Zremesher e TIC OUYKEKPLUEVEG
TAPAUETPOVE. Me v emmhoyT)
KeepGroups, Statprdnkav ta
polygroups, evo 1 emtidoyr| Detect Edges
EVTOMOE TIG YWVIEG TTOV oYnuatifovtal danohesh
HETAED TOV TUNUATOY KAV SWTNPNOE TV [rigure] 72. Zremesher Panel

Aenttougpera oe avteg. To AdaptiveSize

a@opa To emBLUNTO VEO ap1Ouo ToAVY®V®Y, To omoio Sev onuaivel 0t Oa emtevydel
pe v patn @opd. 'Etot pe pia péon tiun ko v emoyr| Half, o ahyopiBuog
avayvoploe 0Tt BAw va PEIwo® Tov aplfud ToAvyOvmV.

A@ov emtevyOnke to mpwto Zremeshing o
ap1Buog Twv polygons peindnke ota 255

XIMABEG, e AVAKATAOKEVACUEVT) TOTTOAOYIAL. Merge
O1 pikpég Aemtopepeleg xadnkav opwg. I'a

Split

auTod Tov Aoyo Satrpnoa apyikd to high-poly Boolean
HovTEAO KAl SovAEWa g Eva AvTiypago. Remesh
Emotpépovtag oto high-poly povtého péow

g evtoAng Project, eiya mv Suvatdotnta va » Project
QWTOTVTIMO® UEPOG TOV AETTOUEPELDV TTOV
¥a6nxav oto low-poly povtédo xwpig va iltar kel )
avénBet o ap1Ouog polygon. H uovn ﬁn st 0.01 Mean 25
apApETpog tov AAaga nitav to Distance oe :
0.01 MOTE VA AWTOTVTWOOVV aKOuUN

IP,'QjeCLA.“

neploootepeg Aemrtopépeteg. H Sradikaoia tov PA Blur 10 Earilisat
Zremeshing & Project ekteAéomnke §Vo popég - - == R
UEXPL TO LOVTEAO VA PTACEL TA 190 YIAASEQ ProjectionShell O
polygons, StatnpmvTag Tig eploodTeEPES : __._.-
Aemtopépeteg [11,13]. Uuter inner

IV ovvéyeld Pe TV Xp1on Twv polygroups
eAdTtwoa 1o polygon count oe ouykekplueva [Figure] 73. Project Panel

TUNHaTa Ta ostoia Ba kaAvTTOVTAL Ao TO eMITPO0BeTO PovYO TO omoio Ba oyedlaotel
oto Marvelous Designer. 'Etol tunipata amd 1o ot 00g, TNV KOWALAKT) TTEPLOYT KAl TO
TAVK LEPOC TOV XEPLDV LEIWOMKAV Alyo akOun dote va XaunAwbei to polygon count.
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AoV tedeiwoe auth| ) Sradikacia ypnoosnoinoa v evtoAn Polish by Groups asnto
1o Deformation Panel, mote va 510pBwbolv ovykekpluéveg avemBounteg
TAPAUOPPOOELS LETAED TwV polygroups mov epgaviotnkay katd to retopologizing.

SNV ouvEyela KIvi|OnKa oTnv avakKaTaoKeLT) ToV LITOAOUT®VY subtools. EekivaovTag
QIO TA XEPLA OTA OTTOIA E1YA XPT|OIHOTOMNTEL TNV TeXVIKN Tov Dynamesh. To
pelovektnua tov Dynamesh eivatl 0t eneldn mpoxertan yia dSuvapukn enefepyaoia Sev
apayel TeAKa amotedéopata. OmoTe N YEWUETpia apov elya TeAeIOoeL TV
enefepyaoia nrav kakiot. Xpeladdtav onwaodnmote v evIoArn tov Zremesher oyt
uoVo yia v pelwon twv polygons aAAd kuplwg yia TV avaKATAOKELT TNG
tostoloyiag. 'Etotl ektedwvtag v evioAn Zremesher §0o @opég katdpepa va
eATTOOW To polygon count ota 21 y1\ddeg polygons Siatnpavtag kat Tig faoikeg
Aemtopépeteg. [apopoing akorovOnoa v i6ia Stadikacia ywa v prota
AVaKATAoKELAZOVTAG TO HOVTEAO OTa 17 YAadeg polygons.

[Figure] 74. Avakataockeun tormoAoyiog yeplwv & Unotag

TNa mv Satnpnon twv kapmudav xpnoponoinoa ta Zremesher Guides, ta omoia
¥pnowomoOnkav oe peyadro Babuod kat oo retopologizing tov mpoommov. ‘Onwg
ava@epOnke to Zremesher Aertovpyei faoel aiyopiBuov, vitodoyidovrag avtopata
VEA YEWUETPIA, HECWH KATIOIWV TTAPAUETPWY TIOV S1VEL 0 OXEIA0TNG. AeV LITOPEL OLL®G
va KaTtavonoet 7o eivat o Eekdbapo amotéleopa mov BéAet o oxedraotig. INa avtd
TO AOYO 0 oxedaoTg umopel va xpnolpomoinoel ta Zremesher guides yia va Smoet
neploootepa debopéva atov ailyopibuo. Me avutov Tov Tposo Ba katavoroel
KaADTEpA TNV S1avour) mov mpernel va yivel. Astotedeopa Ba eival ) véa tomoAoyia va
£xel oxnuatioel feAtiopévn yewpetpia oe autd ta onueia wote va diatnpndovv ot
AemTougpeleg.

Ta polygroups fonBovv emiong kaAUtepa v Stadikaocia tov Zremesher kabmg o
aAyop1Bpog Aettovpyel Eexmplotd yia kabe Eva amd autd, avTl va eKTEAELTAL YA
O0AOKANPO TO HOVTENO. AUTO AITOTEAECE OTUAVTIKO JTNUA OTNV AVAKATAOKELT| TNG
TOTIOAOYIAG TOV TTPOCGITOL. [13]

O1 800 autég epUTT®oelg AmoTeEAEoaV PAOIKA EPYAAEIA YA TNV AVAKATAOKELT) TOV
7Poo®ITov. To PpOoWITo Amote AoV BACIKO TUNLA OTO 0TI0I0 EMPETE va S1atnprow
000 1EPLO0OTEPO SuvaToV, TIg AetTopéEpeleg. Eekivioa Aoutov, pe v dnuovpyia
paokov. H kdBe pdoka xpnowomomdnke yia va dnuovpynow éva Eexwplotod
polygroup. Xwpioa Aoutdv 1o mpdowio oe Eexwplota polygroup yia ta xeiAn, mv
TEPLOYT YOP® QITO TA ¥EIAN, TNV HOTH, TNV EPLOXT YUP® QIO TA HATIA KA1 TA AUTIA.
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[Figure] 75. Ataxwptoudg touv mpoowrou ae polygroups pe tnv xprion UaoKwv

Yy ovveyela oyediaoa ta amapaitta guides, wote va emrtevydel ) Sratnpnon twv
Aemttopepelwv. Ta guides oxedraotnkav ydpw amod ta 0pla v polygroups, ala kat
0€ ONUEL IOV TAPOLOIAJOVY KAUITUAEG OTIWE O AAILOG KA TO JINYOUVL. TTNV OUVEXEI
Ta évwoa PeTa& Tovg oe onueia tov Bempnoa OTL atanteital £i0Ng TPOCOYXT| OTTKC
Ta QUYWUATIKA Kal avapeoa amtd v meployn tov patov. [Figure 76] [13,34]

[Figure] 76. Sxeblaon twv Zremesher Guides
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H extéleon tov Zremesher &merta ammd autd ta otadia mapovoiace eEKTANKTIKA
anoteAéopata. To HOVTIEAO TOV TTPOCGOITOL HEIOONKE aItd 173 Y1hadeg polygons oe
UOAIG 11 Y1A1ASeg S1aTNPMVTAG IKAVOITONTIKA TIG AETTTOUEPELESG TOV TTPOCMITOV.
MdaMoTa a@ol To amoTEAECUA NTAV TOCO TKAVOIIOUTIKO AITo(Actod va Si1aipeom pia
POPA TO HOVTEAD WOTE Va avEnbel ota 44 xi\adeg polygons, mtov amotéAeoe mdh
BeTikd vovpepo. 'Etol Adoutov avamtiyOnke £va moAd karod low-poly tunua ke@aiion
070 071010 B ATTod00oVV APYOTEPA O1 UIKPOAETTTOUEPELEG.

[Figure] 77. Néo low-poly puovtéAo mpoowmnou Ueta to retopologizing, 11 yiAtadeg polygons, 21
pwrtoypapia divided povtédo 44 xiAtadeg polygons

TeAevtaio Brua stpv v petdfact oTo eoUeVo 0TAd10, TAV 1) AVASI0PYAV®OT) TWV
polygroups. IIpwta, évooa OAa ta Eexmprota subtools oe €va eviaio. Ztnv ovvéyela
emAéyovtag pEow tov visibility, évwoa og kUpieg ouddeg ta polygroup Baoet Tov
rigging stov Ba akolovOnoel oy cuvexela. Anuiovpynoa véa polygroups coupmva
ue ta onueia stov Ba vtapEouvv ta joints tov body rig. AvaAuTiKOTEPA TO KEPAAL
gueve wg eviaio polygroup, OTME KAl 0 AAIHOG. TNV GUVEXELA 01 MUOL EEXWPIoTNKAY
oe &vo Eexwplota polygroups. OUoing YwPIoTNKE KAl TO TUN LA TOU XEPLOV TTOV
Eexvael PHetd Tov Uo HEXPT To Uog Tov aykmva Sniadn tov Bpayiova kot oe
Eexwp1oTo o avTiBpdylo. Eexwplotd polygroups yia kabe xépt. TEAog To Akpo Tov
XEPOL TI0VL TPV NTa EEXwploTtd subtool, Eexmwpiotnke yia kAOe yEpt. ZTov KOPUO 0
Sraywpropdg Eekivnoe auEomG LETA TOV AAIO HEXPL TO DYOG NG Aekavng. H Aekdavn
XWPLOTNKE OTO UITPOCTIVO HEPOG KAL TO TTLOW TTOV ATtOTEAEL TOVg YAouToug. TEéAog To
kaBe o6 ywpiotnke otov unpo. Ta endpeva §Vo polygroup ntav to TUNUA oL
MEPLELYE TO YOVATO, TNV KVIjUn Ko v yapta. TeAevtaia ftav ta polygroup yia kabe
umota. O Adyog mov eytvav auTtd ta Prjpata ntav yia va dievkoAvvouv v Stadikacia
710V akoAovBnoe SnAadn to UV Mapping.
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[Figure] 78. Anutoupyia twv véwv Polygroups

TeAog, wg EexwploTo subtool apnoa ta §ovtia mov anoteAotviav and §Vo
polygroups, nAadn éva ta §ovria kat éva ta ovAa. Ta patia ywpiotkayv oe Vo
Eexwprotd subtools. To e0WTEPIKO TTOV TEPLEYEL TNV KOPT), TNV 1p15a KAl TO AGTPAdT,
Ta oroia amoteAovV Eva SrapopeTiko polygroup [8,36]. e Eexwploto subtool eueve o
eEWTEPIKOG X1ITOVAG, 0 071010¢ TePIPANAEL TO EOMTEPIKO KA TIPOKAAEL TIQ
AVTAVAKAQCELC.

[Figure] 79. Alaxwplouog TwV UATLWVY Kal TwV SOVTLWV

d. UV Mapping

A@oU AoV gixe TEAEIOOEL 1) LOVTEAOITIOINOT) KA1 T} AVAKATAOKELT) TNG TOTT0AOYiAg TO
povtélo ftav ovolaoTikd etolo. To povtédo Empemne mAéov va amoktrioet UV maps,
WOTE VA YapToypa@nOoLv o1 em@aveleg TOL Kal va Tov amodobel ver). Apyika
Eexivnoa va Snuovpym ta UV Maps evtog tov ZBrush pe v forfeia twv
polygroups. AovAeVoVTag OU®G KAl LETA amtd mpoomabeleg mapatrpnoa ot to ZBrush
Sev pov £61ve apketn eAevBepia wg TPOC TNV KATAGKELT] TOUG. ATTOPACIOA AOITOV, VA
Snuiovpynow ta UV Maps evtog tov C4D. Ta UV gpyaieia tov C4D oty teAevtaia
exboyn (R23), eivan apketd user friendly kat ikava va tapa&ovv kald amoteAéopata.
Elvan apketd meploplopéva Oumg pog TIg AEITOVPYIES, O€ OXEOT] LLE VA AOYIOIKO
vrevBuvo kabapd yia myv dnuovpyia twv UV’s 67twg to RizomUV. Auto Sev pe
eVOXANoEe OUmg KAaBmG eiya Ywploel Non To HOVTEAO 0 APKETA TUTUATA UEC® TOV
polygroups, apa yvopila 6Tt 1o C4D Oa pmopéoet va avtamokpiOel.
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BeKvovtag AoV ekava export pe v poper .OBJ ta Stagpopetika subtools kot Ta
elofyaya oto C4D. Exel moAd ypnyopa, agpov ta polygroups petapeépdnkayv wg
polygon selections yopioa 1o povtedo ota tunuata. 'HEepa amd dokipég 6Tt to C4D e
Ba propéoet va mapdetl éva eviaio UV Map yia 0AOKANpo To povteého. Mitopel va pov
kOoTIOE Tapamavw Xpovo Snuovpymvtag UVs yia kabe tunua, ala evvondnka oto
otadio tov texturing. AQOToU €iya XwPIOEL TO HOVTEAO ETTPETE VA TIPOVOT|OW TTOL Ba
Snuovpynow ta seams og KAOe TUNUA. e AVTO TO OTUELD EMPETE VA THPTIOW® TNV
npoSiaypagr oxediaong, mov aveépepe Twg ta seams Ba pémel va etvatl Katd to
SUvaun un opatd. 'Onwg avagepbnke ta seams ival Ta ONUELA T} YPALUUES OTA OTTOIA
Ba kortel 1o poviédo ya va EeduthwBel amnd tprodiaotato povieho oe Siodidotato
xaptn. Eoniadovtag otig mnyeg pov, katavonoa ott dev vimnpxe Sexabapog tporog,
aAA etvat kuplwg oy kpiomn tov oyediaotr. Befaia, vrnpav kamowa mapadeiypata
IOV T)TAV OMO1A 08 TTOAMEG TTePUTTOOELS. H ke@ar] Ntav pia amd avteg. Eekivnoa
Aoutov akorovBavtag Tig 08nyieg amd Tig MNYEC LoV, ZTO KEPAAL AOUTOV €va seam
SnovpynOnke oto TEAOG TOL AdoD Kat &va KABETO 08 AUTO PEYPL TO LYOC TAVK ATTO
To petwro. Ta avtiad komnkav pe éva EexmwploTo seam.

[Figure] 80. Anutovpyia twv UVs - KepaAn

IMapopoiwg akolovdnOnke n Sradikaoia yia tov koppo. AkorovBmvtag To kABeTo
seam a0 TNV KEPOAAT], Op1od €va VEO 0TOV KOPUO 1tov ouvEEBnke e ta Svo seams
OTOV Ao KAl TO KATW HEPOC TOL KOPUOV.

[Figure] 81. Anutoupyia tou UV - Kopuog

Ta tov Bpayiova kat to avifpdyto n Swadikacia frav apouoia. AkoAovBwvtag v
QAPXIKT| 07T KAt TNV TeAKT] KAOe TUnHatog, oxeSl1dotnke e povn diagpopd, eva kabeto
seam QUTO TNV JTAVK KAl VA a0 TNV KAT® stAevpd. Ta §Vo kabe seams ytvav yia va
SnuovpynBovv ta UV Maps pe HeyaADTePT) AVEST] KO VA UMV LITAPYEL GUUPOPNOT),
QAPOV TA TUNHATA AUTA TEPLEXOLY ApKeTT) Aemrtopugpetad. Ta Axpo Tov Xeplov
anoteleoe Alyo o mepimhokn mepimtwon. Apyxikd Snuotpynoa £va seams oIV o7
70V BPLoKOTAV OTO TAV® PEPOG. TNV OUVEXELA XPELACTNKE VA TTAPK £va Seam JTov
Sramepvovoe MEPIUETPIKA TA SAYTUAA KAL EVOVOVTAV UE TO AAAO seam.
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[Figure] 82. Anutoupyia twv UVs - Tunuata Xeptou

Sta modia akorovOnoa my i6ia Sradikacia yia ta tpia Tunpata: unpog, Xaunio modt
KOl WtoTa. TTov unpod XPeE1aotnKe va oxediaom Alya mapamave seams A0y Tng
oLUEOPNONGE, KAOME TA APYIKA ATTOTEAECUATA T)TAV AVETITUXT]. TO KOUUATL TNG
KVTUNG KAl TNG YAUTTIAC XPEIAOTNKE £va kABeTo seam ota U0 twv ommv. TéAog otnv
UTTOTA XPEIAOTNKE £VA Seam TEPIUETPIKA KAl Eva KADETO yia va unv vdpyel apketo
stress oto UV Map.

[Figure] 83. Anutoupyia twv UVs - Tunuata lMobdtou
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Endpevo fripa ntav n
Snuovpyia twv UV Maps ya
ta patia. Ia tov eEnteptko
yitova ) Stadikaoia rytav
atAn Snuovpyavtag dvo
seams £va 0TO WITPOOTA KAl
£va 0To Tow PEPOC, Ta
ortola SrakoTTOVTAL ATTO EVval
ueoaio seam. 'Etot
0VO1A0TIKA TO KABE Eva
amotehovtav amd o
TUNUATA. XTO E0WTEPIKO
TUTLLOL TOV HaTIOL 1)
Sladikaoia ntav Aiyo mo
JEPLITAOKT). APYIKA X0 ploa
TO KUP10 KOUUATL OTIKOE TOV
yitova. H Stapopd edm ftav
ot Yoploa og Eexymprota UV
Tufuata my ipda kat mv
KoOpa.

[Figure] 84. Anuioupyia twv UVs - Matia

IMa 1o téhog euerve n dnuovpyia twv UVs ota SovTia. Apxika xmploa ta ovTia oe
EexwploTo avTikeipevo amd ta ovAa. Ia ta teAevtaia dnuiovpynoa éva seam yvpw
Q7TO TNV 07T KAt €va 0pldOVTIO TEPIUETPIKO Yia va Yivel To unwrap. Xta Sovrian
Sradikaoia ntav mo seplmhokn agov Enperne va Snuiovpynbovv seams yia ke
S8ovti. AkodovBwvtag v i61a Siadikaocia ya kdbe Sovr Adowtov Snuovpynoa Eva
seam 0TV KOPLPT] KAl €va 0To KAT® PEPOG Ta orroia Ekowa pe Eva kABeTo seam TTov
EVMVEL TIC AKPEG TOVG.

[Figure] 85. Anutoupyia twv UVs - Aovtia & OUAa

OAokAnpawvovtag Aoutov v Stadikacia ta UV Maps ftav £tolua yia kdfe tunua
yvewpetpiag. TeAevtaio Pripa mov xperdotnke fTav 1 avabeon evog Stagpopetikol
texture, kaOe &va pe SlAPOPETIKN TIUN XPDOUATOG, Yia KAOE TUNUA YEOUETPIAC. AUTO
gyve kaBapd wote 0to 0tadio tov texturing va pmop£oet to Substance Painter va
avayvwpioel 0T elvan SiapopeTikd avrikeipeva e Eexwplrota UVs.
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e. Geometry Maps

'Onwg ava@epOnke TPoNYouUEVKIC, TO TTPOOMITO EVOG AVOPQOITOV aToTeAiTal ATTd
¥Wadeg otpopata pe Aemtopepeleg. Putideg, mopor, onuadia, eEoykouata
Bpiokovtatl oe 0An v emeavela. H vmapn 0Awv autaov twv oTotyelwv oe &va
Tp1o61doTato povtédo Ba atartovoe ekatoppvpla polygons, e181ka yia va
avamapaotabodv owotd. Xtnv oxediaon xapaktpwy sov dev eivar otatikoi, SnAadn
Ba ypnoomonbolv oe animation éva t€to10 vovuepo eival amayopevtikod. I16co
UAAOV av TTPOKELTAL LOVO V1A TO TTPOO®IT0. I'a auTtoV ToV AOYO [ia KAAT| TTPAKTIKT)
7OV €VVOEL TNV oxediaon eivar n Uapén Twv geometry maps (normal, bump,
displacement). Me tnv ¥promn autwv 0 oXeS1A0TIG LWITOPEL VA ATTOTUTTOOEL OAQ ALTA TA
otolyeia oe éva low-poly povtédo, xwpig va xpelaotel va avénoet to polygon count.
AxoAovO®VTAG AOLTTOV TOTA AVTN TNV TIPAKTIKT ATOQACIoA 0TV apyikT| oxediaon
TOV JIPOCMITOV VA UMV TPO0BECK AUTEG TIC LIKPOAETTTOUEPELEG. ANUIOVPYNOA TO
aApYIKO HOVTEAO e Tig Paotkeg Aemtouépeleg. ITAEov agpo eixe oAokAnpwbel kat to
otadio tov UV Mapping piropodod mAEOV va EMOTPEYR OTO HOVTIEAO KAl v
Snulovpynowm Tig AeTopépElEg.

ATo(Ac10a va ¥P1OUOIOLom TO HOVTEAO TNG Kepaing pe to UV Map asto to C4D
Kat 01 0 apylko and 1o ZBrush. O Adyog eivat 06Tt pe ta owotd oyediaopeva UV
Maps ot Aemttopépeteg Ba amrodoBotv kaivtepa. EEaAlov ta Geometry Maps eival
161eg Srod1dotateg elkdveg pe to UV Map, anmAag S1a@Epouv wg mipog Vv Anpogopia
Jt0V TTEPLEYOLY. OmoTe gl0nyaya 10 poviédo ato ZBrush. Eekivnoa Stapaovtag to
povteho péypt to Subdivision Level 4, ota 200,850 polygons. Me avtov Tov tpomo
elya v ehevBepia va oxedidow pe peyain avaivon. H amotinwon twv
Aemttouepelnv Eyve e kasola brushes, aAAd kuping pe v xpnon alphas. 'Onwg
TEPIEYPAPTIKE OTNV ApXT) TOL KePaiaiov, ta alphas eival grayscale eikdveg mov Sivouv
sAnpogopieg Babovg. Mmopolv va ypnouomoinBovv padi pe éva brush, wote va
ATOTUITOOOLV TTEPLo0OTEPN Aemtougpela [11]. Eivat éva xpriolpo epyaieio mov
EAATTOVEL OTLAVTIKO TOV XpOVo oxediaong. Avtl va Xpeladetal va OYNUATIOTEL pia
puTida peow ypauuov, Le v xpnon evog alpha propovv va oxnUaTiotovy ToAEG
putideg xpnopomowvtag amid to standard brush. I'a v oxebiaon twv
Aemttopepelwy ypnotuosoinoa éva ovvolo alphas, ta omoia €xw mpounBevtel anod
S1popovg character artists, 0mtwg o Jonah Hill & o Celito Moura Filho.
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[Figure] 86. BiBAwoGrkn Alphas, Jonah Hill, Celito Moura Filho, CGSphere, Arstation.com & Gumroad
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Avalvtikotepa Eexivnoa pe to DamStandard Brush yia va §@ow peyaivtepn
avtifeon oe ypappeg tov oxnuatifovtal Onwg ota UYWUATIKA Kot 0Ta BAEPapa.
TV ovvéyela Eekivnoa e tnv xpnon twv alphas. To npmto layer stov

Snovpyn Onke, mepieixe amo to Alpha Micro Displacement sov astoteel pikpovg
TTOPOLG. XPNOIUOITOONKE 0TO HEYAADTEPO UEPOG TOV TIPOTMITOV, KUPIWG OTA
QuyouaTika. ZTnv ovveyxela dnuovpynoa aAa 3 layers mov mepietyav Aemtopépeieg
TPOOMITOL OTIWCE O1 PUTIdeg, Srapopetikol Opot, onuadia [24,38]. IToAd onuavtiko
NTav 1] QIEVEPYOIOINOT TOV Symmetry, ®ote va Snuiovpynow pa avtibeorn petad
T1g S0 TAEVPEG TOV TTPOTWITOV, KABKE GTO TPOTWITO Sev LITAPYEL TTANPNE 1O10HopPIa.
'Etot, Snuovpynoa Stagpopetikeg pikpoentopepeleg oe kabe migvpa.

[Figure] 87. Anobdoan Aemttouepeiwv ue to Micro Displacement Alpha

Jnv potn xpnoiposnoinoa dvo akoua layers pe alphas yia Aentouépeieg 0mwg
OTIyHOTA KAl LIKPEG OTEG. TTNV KOPLPT) TOV KOKKAAOU TNE HUTNG apoL Snuiovpynoa
TIg Aemttopépeleg ypnoipomoinoa to Smooth Brush pe xyaunAo Intensity yia va
OUOAOTTONNOM TNV TIEPLOYXT). ZTO HETWITO Xpnotluooinoa Svo alphas pe ovykekpipeveg
puTiSeg yia autr| v meployn kal xpnouosoinoa staAl to Smooth Brush.'Enetta,
aropudvwoa ta xeihla pe Eva mask, oote va Snpiovpynow AETToUEPELEG O AUTO TO
onueio. INa ta xeila Aowtov, xpnopomomndnkav ovvolika mévte alphas, mov
Snovpyoliv ypappég stov LITAPXOLY G€ AVTA KAl HIKPA AUAAKMUATA. ZTO TEAOG
¥xpnowomoinoa kot to Micro Displacement Alpha pe yapunAo intensity [38].

[Figure] 88. Anutoupyia Aemttouepetwv ota xeiAn
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To televtaio alpha ypnowomoOnke apketd kal oto onpeio tov Aaipov. I'a tig
puTideg xpnoomnoinoa kupimg to Alpha 58 mov Bpioketat evtog tov ZBrush.
Anuovpynoa emiong Svo tpavpata oto xeilog kat to ppLdt, pe to id1o Alpha ywa va
Sawow e€tpa Aemtopepeieg. TéAog xpnopomoinoa dvo akourn Alphas ywa Aesttopépeieg
OTO TIOW KA TO JTAV® UEPOG NG KEPAAT|C.

[Figure] 89. Andboaon teAcutaiwv AemtouepeLwy

To amotéAeopa NTav Eva cLVOAO Ao TOAATAG layers T0O 07010 UETATPATNKE OF
Normal & Displacement Map, akohovBwvtag tnv peBodoroyia tov Scott Spencer kat
tov Michael Wilde [9, 35]. Ta Maps 6nuiovpynnkav asto to Multi Map Exporter oto
savel Zplugin, kaBmg pov £dve meplocoTeEPeg EMAOYEG. ZNUAVTIKO eival 1) e7TAOYT)
tov FlipV oto panel, kaBwg to ZBrush Oa e€ayet avtiotpopa ta fabovimpata kat ta
eCoykmpata Tov map av dev emheyfel. Qg avdivon emiexOnke n 8k kabwg ammoteAel
TNV LEYI0TN atoSeKT) aItd OAA T AOYIOUIKA Kat AoV BEAnoa va Exwm OAeg Tig
Aemtopgpereg Ywplig anmAeieg. To Displacement Map e&nx0n wg 16 bit .tif popen
KaBmG Ao TeAEL TNV 710 KATAAANAT.

O1 vmtoAouteg LOPPEG TTAPOVOALOVY S1A0TPEPADOEIS KA1 ATIMAELEG KATA TNV
petappaot aso to Aoylopiko. To Normal Map avtiBeta Sev avtipetwitidel tetola
TPOPATILATA KATA TNV HETAPPAOT), OTTOTE eAEXONKE 1) LOPPT) .png o€ 16 bit. [26,37]

f. Rigging

AvagépBnke mtponyovpevmg 0Tt 1) OUYKEKPLUEVT Suthwpatikr) dev eotialel otnv
amtodoon kivnong. Ta Pripata sov apovotddovTal 0NV OUVEXELA Eival Uia TTPOXELPT
AUTOUATOTONUEVT] AtdS00T Kivnong, kabapd yia tov eleyyo t ng oxediaong. AnAadn
n kivnon Ba amoboBet oto povtero yia va eleyxBet av mpokvmtovy artifacts otnv
yvewpuetpia, 1 Suvoavaioyieg. 'Evag akoun Aoyog eivat yia v oxediaon tov evéduatog
evtog Tov Marvelous Designer o€ etopevo otdd10. TTo CUYKEKPIUEVO AOYIOUIKO O
aAyop1Bpog Aappaver Sedopéva ammo v Kiviion Tov YapakTnpa Kot LITOAOYIeL Ta
physics mov astartotvratl yia va kivnei to vévpa avaroywg. OmoTe oe AvTod TO
0tad10 Sev Ba mePLypApel AVAAUTIKA TO OO0 TOL rig kat 1) ammodoor) kivnong. ITio
OUYKEKPIUEVA O QUTNV TNV UEAETN TIEPIMTWONG XPNO1U0TTOwOnKe ta Tayeia
Snuovpyia evag body rig xpnowwomoiwvtag v online BifAodnkn g Mixamo. Eva
mAeoveknua xpnong tov C4D eival o yeyovog Ot epieyel epyaieia, ovpfatd pe mv
Mixamo 07t0Te HEIOVEL OBNTA TOV XPOVO TTOL ATTALTELTAL OTO OTIOUO TOV Iig.
EmutAéov ta ripata mov amartotvran otnv Mixamo eival ehdyiota kat oAl faoikd
Y14 TA ATTOTEAECLATA TTOV TIPOCPEPEL.
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Aflomolmvtag Aowtov autd ta epyaieia elorfyaya to low-poly povtédo oty Mixamo.
Y& autd 10 0TAd10 0 AAYOP1OOG ammattel pePkd ATTTA yia VA LITOAOYIoEL TNV
yewUeTpia. v ouvexela amaltel Tov kaboplopud OUYKEKPIUEVHOV OUEIDV, DOTE VA
AaBer meprocotepa debopéva. Tuykekpiugva amartel amo tov oxedraotn va kabopioet
710V BploKOVTAL TO TINYOUVL, Ol AYKMVEG, KAPITOl, yOVATa, A0TPAYaAol KAl 1 foufwvikn
¥opa. AQov kabdpioa Aowtdv Ta onueia autd Emerta amd PePIKA AETTA LITOAOYIOUGOV
TO povtéAo ntav etolpo. EENyaya to povtédo wg .fbx kat to eworyaya oto C4D.
EeKivnoa 1o OO0 Tov rig Snuovpywvtag éva Character tag, emAéyovrtag oto build
to template Mixamo Control Rig. Me avtdv tov tpdso to C4D n&epe akpifwg mov va
tontoBetnoet Ta components & toug controllers, avayvwpidovtag ta ammd 0 HOVTEAO.
Eméyovtag To tab Adjust 6Aa Ta onueia TomoBetOnkav avtopata. Mia onpavTikn
610pBwon mov amarteitan eivan ) petakivnon twv joint tov yovatov, Aiyo o
umpootd. Endpevo Pripa ftav esmhoyr) tov RetargetAll anto to Retarget Master panel
Kai n eloaywyn tov povtehov oto WeightTags and to WeightTransfer panel. Me avta
ta §vo Pripata o povtélo mAeov eixe ovvoebel ota joints evo petapEpOnke avtopata
ka1 To Weight Map mov eiyxe Snuiovpyn0et amo tnv Mixamo. AkoAovBovtag avtd ta
Brinata Aoutov KataPepa UECA 08 EAAYIOTO XPOVO VA STIOVPYTO® EVA TIAT PTG
AE1TOVPYIKO rig Tov mepieiye OAa Ta amapaitnta controllers. [30, 41]

[Figure] 90. Anutoupyia twv joints

Kavovtag pepikeg Sokipeg e tov Xepiopo twv controllers sapatrpnoa peptka
onueia ota omoia pokvtav StaotpefAnoeig. To yeyovog avto amotehovoe kabapa
N ua to ooio pokvITe Ao to Weight Map.

[Figure] 91. EAeyxog tou weight map yta tnv eVTomnion mpoBANUATIKWY TTEPLOYWY
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To x0p10 TPOPANUA TTPOKVIITE OTNV TTEPLOXT) TOV 0TNHBoVG kKabBrg Sev KivoLtav
OLOIOMOPPA KATA TNV TIEPLOTPOPT).

[Figure] 92. Mapadetyua mpoBANUATIKIG TTEPLOXIG KATA TNV TEPLOTPOPH

Xperaotke Aowtdv va enepPfw oto Weight Map kat va sipayatosto|om KAmoieg
Sopbwoeig. Xpnouomoiwvtag 1o Weight Manager kat to Weight Tool
ene€epydomka ta Siagopetikd weights apaipovtag amod ocvykekpluéva kat
npooBEToviag oe aMa. Kamowa onpeia ypetaomke va ta undevion xpnoiuomoteovtag
TNV EVTOAT Z€ero Kol £7ELTA VA TA KAV® merge pe AAAa weights oote va kivotvvtal
eviaia. TToAD onpavtikod frav va eAeyyw kal va avéopeimvem To intensity tov Weight
Tool. To Weight Map Sev mipénet va ywpiletal o€ EeXmpPloTeg TEPLOKEG AAA VA
VITAPYOLVV eAAPPIEG LeTAP1PAoelg amd T pia teployr) otnv AAAN. Av Sev ovufaivel
auTod To povtelo Sev Ba Kiveltal wg avOpmITvo omua, aAAA mg unyavn pe avegaptnta
tunuata. 'Etot, 1o kévrpo kdbe weight npene va eivan o £vrovo kat kabaowg
QITOULOKPUVETAL QIO EKEIVN TNV TTEPLOXT VA XAUNA®VEL To intensity ueypt va evawbel
amaAd pe eva aAAo. Kavovtag auTeg Tig TPOTOMONOEIS TO LOVTEAD TTAEOV T)TAV ETOTUO.

Omowadrmote oTryun amatovvay propovod va eloayw custom animation data aso
v Mixamo kat amhd tonoBetmvtag ta oto Timeline va 6oow v kivinon oto
HOVTENO.

[Figure] 93. At6pSwon twv weights uéow tou weight tool
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g. MovteAomoinon Avakeluevov

H avasttugn tov avtikelpévou mpaypatomononke ypnowwomnotwvtag ta model sheets
g 0dnyovg. H ouykekpluévn texvikn mpoékuye amd v avayvmor tov BifAiov tov
Ryan Kingslien [13]. T'a tnv povtehomoinon tov 6sAov [Figure 94], axoAovBnOnke wg
KUpla teXVIKT To polygon modeling. Eekivnoa oxediddovtag v Baon tov dsAov.
Xpnowomotwvtag tnv Adayla oyn tov model sheet dpyioa va mpoobetw ta polygons
UEXPL VA OYNUATION TNV TIAEUPA. TNV OUVEXELA OTNV TPLOSIACTATH OYN HETAKIVIIOQ
OUYKEKPUEVA points MOTE VA SWOW TIG ATapaiTnTeg KAUTOAEG. APOoD 1)TaV £TOUO TO
KOUUATL XPNO1UOITOINoa TNV eVTOAT] Symmetry wote va dnutovpyndel avtopata to
QAVTIOTOLYO KOUUATL asto TNV aAAn mAevpd. H evioAr] Symmetry amodeiyOnke cwtrpa
¢ TTPOg TNV £§01KOVOUN 0T XPOVOUL, KaBnmg 0Tt adlayr) ekava tnv Pactkn mAevpd,
ywotav avtopata kat oty avtifet. H idia Stadikaoia akohovdrOnke kat yua ta
VITOAOLTTA TN UOTA TOV OTTAOV. ZUYKEKPIUEVA TO OTTAO ATTOTEAOVTAV QIO €61 TUNUATA.
Tnv kavn, T0 oOUA, TN OKAVSAAN, T Aafn, v emutpocdetn Aapr) kal ) Pact. A@ov
oxedlaoa Ta TUUATA XPEIAOTNKE VA XPTOLOTOU0® TNV eVTOAT Tov Subdivision
Surface mote va SOOW L1 OLAAOTEPT] KA PEAAIOTIKT] LOPPT] oTa TUNpata. Ia tnv
Snuovpyia TV eMUEPOUG AETTOUEPELRY XPNOILOTTOONKAV 01 evioAeg Bevel,
Extrude ka1 n Boolean pe tnv pébodo tov Subtract.

[Figure] 94. MovteAomoinon tou medium pistol

Aol 0AOKANPpmONKE T0 0TAS10 TNG LOVTEAOTTOINOTG, CUVEXICA 0TIV SMjHiovpyid TV
UV Maps. I'a kB tunua tov povredov Snuovpyndnke éva Eexwpioto UV Map. H
510(popA TOL CUYKEKPIUEVOL AVTIKEIUEVOD LE TO FACIKO HOVTEAOL TOV XAPAKTIPA,
nNtav ou 8w ypnoponoOnke to Automatic Packing. Me avtr) t pébodo o
AAYOP1O0G LITOAOYIZEL AVTOUATA TA OTLELA TTOV TIPETEL VA KOTIEL TO HOVTEAO KAl val
yivel To unwrap. TTnv GUYKEKPIUEVT) TTEPUTTWOT] TTOV TO HOVTEAO Sev elxe T000
opyavikn pop@n Sev vanp&av mpofAnuata. Avuifetwng dnuovpyndnkav
wavorouika UV Maps. H povn mapapetpog mov amontr)Onke ntav o oplopog g
pop@rig Twv UVs wg cubic, 810T1 KaTA T0 HEYI0TO TO HOVTEAO ATTOTEAEITAL ATTO KLP1KEG
HOPPEG.
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h. Anpovpyia Evévpartog

'Ontwg 0ploTNKE 0NV TPOETOACiaA yia TNV dnuovpyia tov evébuatog
xpnowuoromOnke to Marvelous Designer. I'a tnv avasmtuén tov evdduatog, pe
BonBbnoe apketd o avaivtikog oSnyog oxediaong and tov Miguel Nogueira [25].
Baoet g meipag pov oTtov UYKEKPLUEVO AOYIOUIKO NNEepa 0T Emperne va SovAepw
Sopunuéva. AartovTav va oxeSlaow TPOoEKTIKA TO EVOUUA V1A VA UITOPECW TNV
OULVEYEL VA TTETUX® TO PEATIOTO simulation twv physics. AkoAovOnoa Aowtdv pia
pebodoloyia, 6mtwg avtr) NG avarttuéng evupdTwy oTNY TPAYUATIKOTNTA. TNV
OUYKEKPIUEVT) TTEPLToT akoAovONoa opoiwg to model sheet wg 08nyo. Eckivnoa
amopaoilovtag amod mowa Tunuata Ba amoteAeitatl o £vdvua. YmoAdyioa TovAd1otov
TpOYEIPA SNAAST) TPV TV apyT) NG HovTEAOTToinoNg, tov Ba vTdp&ouy o1 papeg kat
7twg Oa evawbel To TeEMKO poly0. ApYIKA EKava export ToV YApaKThpa O LOPPT)
alembic, kaBwg eivan n ;o ovpPartr) yia epyacia evrog tov Marvelous Designer.

'Onwg ava@epOnke ponyovuéveg To evEupa avamTiooeTal e TNV Hopen
Siodiaotatwy pattern kot anevBeiag péow tov simulation anodidetan pe ta cwotd
physics oto tplodiaotato povielo.

Eekivnoa Aoutdv oyediadovrtag o kKupiwg onua. ‘Omov ypetddovian mpooHeta points
Y14 VO QITOTLTTROO® TIG atapaitnteg kapmbAeg. 'Epuala mpota 1o wipootivo pattern
kat otnv ovvexela uéow duplicate to miow. 'Evooa ta §Vo pattern pe ta amapaitnta
sewings kat £€kava to simulate. Enopevo Bripa fitav n Snuovpyia twv pavikiwv. I'a
KkaBe paviki xpnopomoinoa éva pattern to omoio TVAixOnke kat pa@PTNKe pe To torso.
TV ouvéyela Snuovpynoa SVo apaAAnAoypappa yia v oxediaorn tov KoAAapov.
Me avutd ta Pripata eiya avamtoéel to faoiko outline tov evévuatog.
[Ipayuatosmoinoa éva akoun simulate wote o poUYo va EPAPUOTEL GTOV XAPAKTI|PA.

F @y

[Figure] 95. TeAko Pattern & Simulate oto povtéAo

Jvvexidovtag oty mpoabnKn AETTOUEPEIDV XPTOLUOTIO10V0A CUVEXMG TPELS
ovykekpluéveg eviodég. Tnv «Offset as Internal Line” yia va Snuiovpynow opatég
pagég. Tnv “Internal Polygon/Line yia va xwpiow éva tunua oe emuépovg. TEhog
OTIG TIEPLOCOTEPEC TMEPLTTWOELS OTTOV XPTOLOTOI0V0A AUTEG TIC SVO EVTOAEG,
extehovoa Kat Vv evioAr] “Cut & Sew” yia va payw ta véa tunuata. Ta sewings
SnAadn ta payipata frav pia mo mepimiokn Stadikaoia. "Emxpene va KAvVe apKETEG
SoKiuEg yia va emtoxw Tig embuuntég evwoelg petald twv patterns.

78



Ye mepintworn sov dev ovvePatve auto mapatnpovoa oto simulation évrova
TOAAQK®UATA 1] aKOpa KAl TTAT|png oUyyvon 51011 Sev pitopovoe va uvmmoAoyioel 6motd
TIG TAPAUETPOVG. e CUYKEKPLUEVEG TTEPUTTOOELS XPELATTNKE VA SNUIOVPYNOm Ve
cuts wote &va pattern va avriotolyel oe AAAO, £TO1 KA1 TA sewings peta&l Toug.

Y

‘9

[Figure] 96. Aptotepa mapatnpeital n Snutoupyia papwv ue tnv evrtoAn "Offset as Internal Line". Ztnv
Se€la elkova mapouataleTol To CUVOAO TwV sewings Kot Twv TEALKWV patterns

XpnowomowBnkav §vo Srapopenikd fabrics yia va ywpiow oe Eexmprotd tunuata ta
patterns. To k¥pto fabric fTav o pavpo kat to Sevtepedov 10 AevkO 0TO 071010
avabeoa ovykekpipeva Tufpata. 1o kuping fabric éwoa v tiur 2,00 otnv
mapapetpo Thickness evd oto Aevko v Ty 1,50. O Adyog tov avabeoa thickness
ota patterns nrav yia va ekteAeotel kahvtepa To simulation kot va pnv vdpyovv
onueia ota omoia vitapyovv overlapping polygons asmo tov yapaktnpa [39]. Avo
AKOUT OUAVTIKEG TTAPAUETPOL TTOL Apopovoav to simulation ftav to Shrinkage Weft
& Shrinkage Warp. Ot 6o avtég mapapetpol kabBopidovv nwg Ba amiwbel to povyo
oV em@avela pe o Weft va apopd v opi{dovtia ehaotikdtnta kal avtibeta to
Warp v kabet. EE apyrg o1 Tiuég kal v 6vo eival 100,00. ‘000 pikpoTepeg o1
TIUEG TOVE TOCO JTTOAV TO povyo Ba avtiotabel otny ehaoctkdOTTa dpa Ba kavel
ep1000TeEPES Apeg kKal Suthmpata. TTnv OUYKEKPIUEVN Tepltwon nfela va Exw &va
7110 @apdv jacket to omoio Sev Ba eivan epappooTo oty Popua Tov xapaktpa. Ia
TO KLPiwG pattern tov torso Aowtdv, avabeoa to Weft tnv tiur 115,00 kat oto Warp
™mv T 130,00. 'Etot gixa éva @apSl omdpa 1o 071010 ®otdoo gixe kamola
TOOAAKMOUATO. ZTO KATW HEPOG ToL torso 110eAa To Turua va givat mo otevo omote
£8woa xat oTig VO TAPAUETPOVE TNV TIUN 90,00. TTA HaAViKIA Amo@Acioa va Smow
U0 LIKPOTEPT) EAACTIKOTNTA WOTE VA UNV elval 1000 papdia omote yauniwaoa to Weft
0TO 90,00 KA1 avénoa to Warp oTo 110,00. To TEA0G TOU HAVIKIOD TO £KAVA AKOUT) TT10
otevo Sivovtag Tipeg 85,00 kat 70,00 ota Weft koan Warp avtiotoiya. Télog to
KoAAGpo 1)Beha va givar apketd otifapd kabeta onodte to Weft mpe v tiun 80,00
A ka1 7110 Papdl 0To TAATOG 0710Te 010 Warp n Tiur) stov 800nke fjtav 120,00. Mia
akoun Aesrtopgpeta ntav n xpnon tov Solidify yia to koAAGpo kabwg 1j0ela va eivat
otabepd kat va punv Suthmvel eDKOAA.
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[Figure] 97. Avadeon S1a@opeTIKWV TIUWV OTLC TAPAUETPOUG Shrinkage Weft & Warp

A@ov eneepydonKa TIg TapapéTpoug yia OAa ta patterns, amo@aoioa va Soow v
Tiun 10,0 otnv apapetpo Particle Distance yia 0Aa ta tufpata. Me autnv tnv
arayr| BeAtiwbnke to simulation, kaBawg 1 cCLYKeKPIUEVT EVTOAT] AvEQvEL TV
JTOOTNTA TOL POLXOV. AOY® NG TEPUTAOKOTITAC TOL £vOLUATOC Sev pmopovoa va
XAUNA®O® KAl AAAO TNV CUYKEKPIUEVT] TTAPAUETPO AOY® EMPBAPLVOTIE TOV
VITOAOY10TH).

Endpevo Brjpa ntav n avakataokeun g tosroloyiag tov evdvuatog. Kata faon to
Marvelous Designer dnuiovpyel patterns ta ostoia asoteAovvtat asto triangles kat oyt
quads. To amotéAeopa oL MPOEKLVYE e TNV oxediaom Tov evéluatog ntav Eva
XAOTIKO TAEYUA QIO TTAPA TTOMA Tpiywva. Eekivioa Aoutov v 510p0wor
Xpnoipomolwvtag Tnv evroAr] Quadrangulate mote ta triangles va petatpamoiv oe
quads. Zmv ovveyela ypnoipomoinoa v evtoAr] Remeshing yia va §w ta
amoteAéopata ov Oa yivouv aso To AOYIoUIKO. AQOoU TapaThpnoa OTL 1) TomoAoyia
uetd to Remeshing ftav kaAn amogaocioa ot Sev Oa yperaotel va eneppfw
XEPOKIvITA KAl va Kave diopBmoeig. Téhog xpnouomoinoa v evioArn] Remeshing to
Retopology yia va peiwow to polygon count asmd 1000 oe 800. Exava éva teAgvtaio
simulate wote va aflohoyrow av ta polygons elval apkeTd, MOTE TO POUXO va eival
KAAO 0€ O10TNTA. AV peiwva eplocotepo Twv aplfuod Twv molvyovev to cloth
simulation Ba ¢yave onuavtikd v oot Ta T0V. To povyo Sev Ba epolade oav Eva
oUVEXEG VPAONA TTOV EPATITETAL 0TIV ETMPAVELL, AAAA VA GUVOAO aId T0 OTEPEA
TETPAYWVA TO 071010 Ba NyTav euPaveg.

[Figure] 98. Avakataokeun tng tomoAoyiac tov evOUUATOC
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TeAevtaio Bnua nrav n dnuovpyla twv UVs yia to otadio tov texturing. Xtnv
ovykekpluevn mepimtwon avakdvypa ta UDIMs. Ta UDIMs astoteAovv pia uébodo
70V APYI0E VA XPNOUOTTOLELTAL TOV TeAevTaio kKalpo otov topea tov UV Mapping.
Amotelel a ;o evkoAn Stabikaoia dnuovpylag twv UV Maps kat evioyvet v
amodoon veav. H ibiartepdtnta toug eivar 0t avabetovv pia etkova ava kabe UV
Tile. Me autdv Tov Tpdsto yivetal o eUKoAn 1) avabeon kdbe texture map oe
SragopeTiko tile, Snuovpynvtag yertovikad opra petad twv tiles kat odnywvrag oe
QTOTEAECUATA UE TTOAD peyaAlTePT avAAvoT). ANUIoVPYEL OVOIACTIKA £va GUVOAO
£IKOV@V TI0v 1) KABe ma tepiexet eva UV Map, og eva apyelo Xwpig va XAavel my
apyikn oo ta. [33]

H pébodog twv UDIMs BonOnoe onuavtika v dnuovpyla tov UVs yia to évduua.
Eekivnoa emAgyovtag OAa ta 2D patterns kai exteAwvTag v evtoAn Reset UV to 2D
Arrangement. 'Etot SnuiovpynOnkav ta apyika UVs. 'Enerta enéAe€a v evtoAn Fit
All UV to 0-1 yia va xave v avadeon oe UDIMs. Amd ket kat mepa Xelpokivnta
Xoploa Ta patterns oe Eexwpiota tiles avaloywg To Tov avikav kat tov mwg nheia va
katavepndet n ver). 'Onwg tapampeital oy enduevn elkova dnuovpyndnkav evvea
tiles ota omoia kataveundnkav Eexwplota To torso, Ta HavikKia, ol TOEMNES, TO WITPOOTA
ONUELD TTOV EVQOVEL TO torso, T0 KAT® UEPOG TOL torso kat Ta Aeukd patterns.

[Figure] 99. Anutoupyia twv UV Maps ue tnv ugédodo twv UDIMs

i. Physical Based Render Texturing

'Ontwg kaBopiotnke Kol 0TV IPOETOIHACiA TO 0TAS10 Tov texturing emtevyOnke evtog
tov Substance Painter. Znupavtikn ftav n cvpfoArn epevviikov £pyov Tov Damian
Lappa [19]. XpnO1LOTO1®VTAG AUTOUATOTIOUUEVES TEXVIKES KATAPEPA VA LEIOO® KA
OV XpOvo oxediaong, alda kat va Sievkolbve v Stadikaoia, ¥pnolpomoimvIag
udaokeg, filters kau generators, avt va XpoUATIO® XEPOKIVITA 0T01001)7T0TE
Aemttopépeta. ITap ' OAa autd 10 oLYKEKPIUEVO 0TAd10 ammodeiyOnke apketd
xpovoPopo. Bonbnoe apketd Opmg n poyeveoTepn £PEVvVA KAl Snuiovpylid twv
moodboards yia v guAAOYT) ava@opmv. Xpno1Homol®vTag oTolyeia amd avtd
AOUTOV, KATAPEPA VA OXEO1A0Wm TIG EMOVUNTEG LPES YA TOV XAPAKTH PA.

Mpwtapyko Pripa ntav to baking 6Awv twv maps. Ta v peAé nepintwong, kabag
o TeMkO amotédeopa Ba yivel render evtog tov Octane Engine enéAefa ovykekpiueva
maps yia va yivouvv bake. Ta Normal, Ambient Occlusion, Curvature & Position. To
Normal Map givar 1o povo sov Ba xpnoipomon el apeoa amod 1o render engine. Ta
vroAowta maps BorOnoav oty Snuiovpyia twv ve®v evtog tov Substance Painter.

[7]

EeKivnoa e TO HOVTEAO TOV XAPAKTI|PA, 10 CUYKEKPIUEVA ATIO TNV OTOAT. Z& aUTO
To onueio va avagpepOei 6Tt oxedidomke éva Smart Material to omoio avatédnke
Enerta oe KAOe Turua g OTOANG e HIKPES AAAAYEG OTIC Tapapétpovg. Tpmta
Snuovpynoa 1o Paciko ypoua asmo To omoio Ba asoteAeitan 1) oToAr. 'Enerta
¥pnowosmoinoa to smart material “Steel Painted Scraped” asd v PifAioOnxn g
Substance, tpaypatomoivtag aAAayeg oTig mapauétpovg kabe layer.
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To ovykekpiuévo material mepieiye apketeg Aemtouépeleg kabBmg amoteAovTAV QIO
S1a@opa layers mov mpooBecav LIKPEG AETTOUEPELEG OTTWS Y TUIU AT KOt
ypatdouvvieg. Zto enouevo layer Snuiovpynoa 1o oktaywviko pattern to osmoio
yapaktnpidel v otoAn 6mwg ota model sheets. To ouykekpluévo layer yperadotmke
uovo yia to normal oote va amotunwdel n Aemttopépeia tov grid oty yewpeTpia.

'Enetta épriaa éva akoun layer mov amotehottav asmod tpia layers yia va Sovow pia
110 EAAOTIKN Hop@n oTtnv otoAn. TeAevtaio layer ftav to Worn Metal oto omoio
E8wOoa KATO1EG AETTOUEPEIES V1A LEYAAUTEPT) AvTIOEDT) OMTWG X TLUATA KOt
EebBwpraopa oe ovykekpipeva onpeia. Te Koo TUNUATA OTTWE O UITOTEG KL TA
XEP1A TPOOoTEDNKE EVag akOuUn @akelog e TNy ovopaocia dirt, 6mov mepieixe
Aemttopépeteg fpoutag ko Aaonng [24].

[Figure] 100. AerttouépeLec TNG OTOANC

H amo68oon verg yia v Ke@aAn amotéAeoe (ia akoun o sepimAokn Siadikaoia.
Tnv oyediaon g verg fonBnoe oNUAVTIKA KAl TO EKTASEVTIKO TEPIEXOUEVO TOV
Genesis Williams, mepi dark skin texturing [40]. Tavtoxpovmg, akoAovbBmvTag apkeTd
TNV GUAAOYT] AVAPOP®V TTOL CUYKEVTPWOA TIPONYOVUEV®E TIEPT TOVIKOTITWV KAl
highlights tov mpoowmov Snuiovpynoa éva tohvolvBeto material. ITio ovykekpipueva
TO MTPOOMITO aToTeAeiTal A0 €va oUVOAO layers ov To kaBeéva mepiEyxel Srtapopetikeg
TOVIKOTNTEG Y1a va Swoet avtiBeon otnv em@pavela tov §€puatog kat va Eexmpioet
onueia 1ov peTdovtal, AAAA Kot avtidpoiv Stagopetikd 0To apeco ews. Mia
SlautepoTnTa gival To yeyovog 0Tt xpnotposofnke to ambient occlusion map oav
uaoka oe ovykekpipeva layers yia va dmoet tig avtibeoeig ota onpeia mov
mpokaAovvTal okldoelg. Yrapyet éva layer pe kOkKivo Xpmpa to omoio
XPNOUOTTOMONKE Y Ta «{E0TA» Onuela Tov §EpUatog Omwg puayovAa kat XeiAn. Amo
KEL KA1 TIEPA LITAPYOLV KATTo1d layers pe vpnAeg ToViIKOTNTEG OV XPNolooOnkay
ya ta highlights tov §£ppatog ota payovAa, T0 HETWITO, TO TTNYOUVL KA1 OTO TAV®
pépog. Yrdpyouv emmpoobetwg ta layers ta osmoia mepiEyouvv T GKOUPOYPWLES
TOVIKOTNTEG YUP® QIO TA UATIA, TNV UUTH, TOV AALUO KAl OE OTUELA TTOV VITAPYEL
Aemttougpeila. Anuiovpynoa tpia akoun layers pe pod kot pmp amoypmoelg Ta omoia
XpPNopoomnOnkay ota XeiAn, eAay1ota ota PAE@APA KA1 0TA TAAYLA TNG KAT®
yvaBov. Télog xpnotuosoinoa kdmola layers akoun pe okoUpeg amoypwoelg yia va
Swom Eppaon og onuAdIa Kat EAIEG KA1 VA KAV® TTI0 OKOVPOXPOUA KATIOIA POTEWVA
onpeia. IToA onpavtiko etvar 6Tt elotjyaya oty apyrn to Normal Map to omoio eiye
oyxedlaotel oto ZBrush, yia va mpoobeow Tig AeTTTOUEPELEG TNV EMPAVELQ.
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[Figure] 101. AeMTOUEPELEC UPIC TOU TPOOWITOU

Emopevo Pripa nrav n Snuiovpyia vepng yia ta uatia. TNV CUYKEKPIUEVT] TTEPITITMOT)
TAPATIPNOA OTL LA PEAY SUOKOAIEG OTNV ATTOTVTIWOT) AETTOUEPEIMV YA TNV KOPT) TOV
patiov. Asopaocioa Aoutov, va Snuiovpynow £va normal map evtog Tov ZBrush to
omoio Ba ypnopomo)ow oto Substance Painter. [Figure 2013] [36] AoV
Snuiovpynoa kai elonyaya to normal map 1 Siadikaoia nrav apketn amAr. To
e€wTeplko TUNUA oL EPIPAreL TNV KOPN ATOPACIOA va To aPnow oto Octane
Render. O Adyog eivar 6Tt to material ;rov Snpovpynoa peténerta evrdg tov Octane
Ntav kaAltepng toldotnTag kat 1o render engine sapeiye peyaAtepn ehevbepia mpog
g pubpioeig Twv mapapetpwv. 'Ooov aPopd T0 E0MTEPIKO TUNHA Sekivnoa Papovtag
TO THOW HEPOG E KOKKIVO Xp®La. Ia TO UpooTd TUTUA JTOV TEPIEXEL TA XPDLATA TNG
KOPNC Xpnolpomoinoa v texvikr) tov stencil. [8] Aiomoiwvtag a potoypagpia
LATION, EKOWA TO TEPLYPAUUA TIOV TEPIELXE HOVO TO TUTUA TNG KOPNG. ZTNV CLUVEXEA
00V OTAUITO TO AITTOTUIIMOA TTAVE OTO CUYKEKPIUEVO KOUUATL Yewpetplag. Teéog
Snuiovpynoa éva akoun layer yia va ¢pria&wm Tig pAEPEG. ApY1KA XPTOUOTOIOVTAC TO
Kyle’s Watercolor Veiny Version brush dnuiovpynoa yeipokivita kastoleg tpog
a1Eg pAePeg oTo Miow PEPOG. XTo emdpevo Prina ndeda va ¢miaw pAEPeg pe
WSraitepn Aemtopepera. Ta 1o koppan avtd xpnotpomoinoa to brush particle system,
0710V 07O 071010 Sivovtag tnv katevBuvon kat to pnkog To brush avamtbooet
avtoudtng StakAadwoelg amd v mnyn. PvBuidovtag kamoleg mtapapétpoug tov
brush 6mwg to ParticleLifeRand, SpawnFactor & Growth, oty ovvéyela Sivovrag tnv
sy, SnuovpynOnkav o1 Aemtopepeig PAEPeg.

[Figure] 102. At6doon upnc puatiwv
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[Figure] 103. Normal Map rtou dnutoupyndnke yia tnv anddoon AEMTOUEPELWY OTO UATL

To TeAeUTAI0 KOUUATL AITO TO 0ITO10 ATAPTIOVTAV TO LOVTEAO TOV XAPAKTIPA N TAV T
OVAA pe Ta SOVTIAL. ZUYKEKPIUEVA V1A TA OVAA Xperdotnkay Tpia layers €va pe to
Baowkod xpoua, va pe Toug Mo ASUKOUE TOVOUS YUPK AITO TNV TEPLOYT TOV SOVTIV
Kat éva ue okoLpovg TOvoug ota eEmteptka uépn. I'a ta Sovua ypnopomotn|Onke éva
layer pe to Baoko xpoua kat éva akoun layer povo yia to normal omov
SnuovpynBnkav ot pikpég kKABETEC ALAAKMOELS TTOV LITAPYOLVV OTA dOvTIAL.

[Figure] 104. Anutoupyia Texture Map yia T S6vtia & ta oUAa

Jvveyidovtag oto evduua. To évivua amoteAel pia mto ovvBe mepintwon, kabmg
SnuiovpynOnkav téooepa Srapopenika materials yia Eexwplotd Tunuata. Apyika yia
™V 1pocOnKN AemTopepei®V He TV Hop@T) pattern ota vpaopaTa XpnolHomoinoa
normal maps ta ormoia pounBevmka ano v PipAodnkn textures.com. Ta Tpia amod
Ta téooepa materials eivan i61a extdg amd v mepintwon Tov Sragpopetikoy normal
maps Kal GUYKEKPILEVOV AAAAY®V OTIG TAPAUETPOVE. ZUYKEKPIUEVA TO Kabe material
aroteAeitatl amno To Paocikd VeaAopa, 0To omoio mpocbeca kasola layers pe
toakiopata kot okoipata. [23] Emutpoofetng éxm Snuiovpynoet yia kabe pattern
Tov evovpatog éva layer pe to omoio Snpovpynoa TIg papeg.
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To layer pe Tig pa@Eg amoTeAeiTan Ao TO XPMUA KAl TNV HAOKA, OTT0V eMEAEEA WG
alpha to Stitch Generator aso tnv fipAo0nkn kot pe to brush amotimwoa g pagpeg
KATA UKog 1oV vpaopatog. I'ia to koAAapo xpnoipomonOnke to smart material
Fabric Composite Reinforced ast6 v PifA001kn, TpomomoimvTag Tig TApAapETPOUG.
TéAog, xpnopomomOnke to id10 material pe Aevkn| amoOXpPwWON Y Ta EEXWPIOTA
patterns.

[Figure] 105. AenTOUEPELEC UPIG TOU EVOUUATOS

TeAevtaio guetve to moToAl. ESm, xpnowomoOnke to smart material “Steel Dark
Aged”, 10 omoio gpthovTioq pe peptka layers amod ypatdouvieg kat okovn.
EmmpooBetwg, Snuovpyndnke éva layer pe 1o ypopa to omoio meptPAAeL To aTtodit
Kat tpososomnOnke wote va potadel oav EebBwpraopévo. To devtepo material stov
avantoydnke nrav to depua yia v Aapr). Ilpokertat yia éva layer pe tig faoikég
1510 teg g Sepuartivng, oto omoio mpootebnkav Svo layer pe ypatfouvieg kat
oKOVI.

[Figure] 106. Am6Soon upr¢ oTo MLoTOAL
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TMa mv e€aywyn 0Awv tov texture maps ypnoiposowOnke to template PBR Metallic
Roughness, agov amotelei 1o o cupPfato pe to Octane Render. Ta texture maps
eCayOnkav oe avdivon 4K (4096x4096) [29].

IMapakdtw mapovotddovtal o1 avaAvTikEG AMloteg pe ta layers yia ta o ovvOeta
materials.

MNpocwne ItoAn ‘Evbupa ‘Onio

[Figure] 107. Material Lists
j- IpooOnkn Maiiwv

To xoppdt g oxediaong Twv LAAMGOV AITOSEIYTNKE TPOKANTIKO. TNV TTpoeTouacia
elye SnAwOel 61 n avamTudn Twv paAiwv Ba yivel eviog tov ZBrush. Eekivovtag v
€KTEAEOT) AVTOV TOL oTadiov amodeiyBnke OT1 To oUykekpPIUEVO nECO Sev NTav 1o
KATAMNAO 0VTE amtd JNThHUATa EVYPNOTIAC, AAAA KAl artd JNTHUATA ATTOTEAECUATOG.
Metd and véa epevva KateAn&a oty emAoyn g Snuiovpyiag Twv HaAAGV EVTOG TOV
C4D. H Swadikaoia Eexivnoe Snuiovpymvtag £va polygon selection asto tnv Ke@aAr
Tov povtedov. To polygon selection £ytve avtypa@r] wg EeXmP10TO HOVTEAO Kal
Aertovpynoe wg faon yia v avasttudn tov podieov. I'a va Snuovpynow to
TEPLYPAUUA TV HOAGOV ¥peraotnke va kave UV Unwrap 1o HOoVTEAO.
Xpnowomowwvtag to 3D Paint, oynuatioua spoxelpa To seplypappua CLYKpivovtag to
pe v ke@aAn. 'Enxerta e€fijyaya to UV Map pe 1o Paint, wg Sio61dotat eikova kan 1o
enefepydoka evtog tov Photoshop. Me autdv tov tpomo Snuiovpynoa pia paoka,
ue v omoia kabBoproa stov Ba avasrtvyBovv Ta paiiid.

[Figure] 108. Xaptoypapnon tng ke@aAncg yta tnv anodoon paAiwv
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Ty ovvéyela Kivhonka oty mpoodnkn padov. Ipoto frua nrav o Staywplopog
NG KEPAANG 0g SO TUNUATA, TO APLOTEPO KAl TO Se&l. AUTO Eyve XPNOUOTOIOVTAG
polygon selections oto avtikeipevo. Ztnv ovveéyela yia kabe tunua Snuovpynoa tpia
Srapopetikég mTuyég paA MoV péow tov Add Hair. Zuykekpiuéva v kopu@r|, v
LEDT] KAl TO KATW
uépog. Eneidn
Oouwg ta Hair
Guides kdAvmtav
OAN TNV em@avela
TOV Kpaviov
Enperne va ta
nEPLOPIom oTA
OUYKEKPLUEVA
onueia. I'a avtov
TOV AOYO
XPNOLOTOIOVTAG
o apyiko UV Map
7OV
Xpnoiposmononke
WG LAoKA
Snuovpynoa tpia
akoun masks yia
kaBe Tunua. Ta
maps auta
xpnowuomomdnkav
wg odnyot otnVv
TOPAUETPO
Density.

[Figure] 109. Mavw aptiotepa to apxiko mask. To urtoAouta
arnteikovifouv kale Eexwplotr mepLloxn LaAAlwv

Tavtoypova ta amedwoa wg VPT| GTo KPavio yia va 8w akpifmg oe oo onueio
epapuodovy kat yia kabe tunua Hair kan éofnoa ta guides mov e€eiyav asto ta opia.
Tuvéyloa opidovtag tov owoto aplBuod twv Hair Guides yia kaBe turjua, twv odnymv
SnAadr) mov kabopilovv mov Ba vitapEouv o1 tpixeg, To peyebog kal v katevBuvon.
IMa ta Tdve Tufpata Ypelaomkay 1500 guides, yia ta péoa 800 kat yia o KATo
400. Ta v ene€epyaoia twv guides ypnopomom|Onkav ta epyaieia Comb, Brush &
Cut. Apov eiya opioel Ta guides omwg emBuvpovoa, cLvEYIoA U TNV TPOCONKN TwV
padmv. T'a ta tave tuhuata ypetdotnke Count twv 98000 kot Segments 100. Zta
TIAAY1a 3000 Kal 5000 pe 120 segments. TéA0g yia To KATK TUNUA astantnOnke
ap1Buog Twv 60000 aAA YaunAog apBuog segments ota 5. Mia akOun IAPAUETPOG
nrtav to urkog (Length) To ormoio oplonke 0TO 15 yid TA TAV® UEPT], 10 OTA A1
KOl 0.2 y1a T0 KATW HEPog. Apov puBuiotnkayv ot TapdpeTpot amo v Suvauik
Snuovpyia twv Hair emopevo Pripa ftav n tposmomnoinon twv hair materials.
Mapopoiwg dSnuiovpyndnkav tpia materials yia kaBe {ovn. e kabe mepimtwon ot
mapapetpot ov emAgxOnkav ntav ta Color, Specular, Thickness, Length, Kink &
Clump. Ot teAevtaieg SVo mapduetpot xpnoipomondnkay ya v dnuovpyia twv
dreadlocks (pdota), kaBng to Kink kabopilet v meprotpo@r| kat to Clump opidet
WG EEKIVAVE 01 TPIXES AITO pia Kowvn inyn Snuiovpyavtag tovpeg. I'a kabe tunua ot
TIUEG TTOV OPLOTNKAV T)TAV TTPOPAVAOC S1APOPETIKES, MOTE VA LITAPEEL KAl SrapopeTiko
aIToTEAECUA.
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Xpnowomowwvtag to Octane Render ywa va 6o ta asoteAéopata ovvexloa oe
OULVEYELG TPOITOTONOELG KAl AAAAYEG LEXPL VA TIETUX® TO eBLUNTO amotéAeopa. TV
ouvveyela ekava bake ta simulated hairs péow tov cache, dmov petatpannkav oe
instances. Ttnv ovveyxela Snuiovpynoa éva Glossy Material pe patvpo ypopa yia to
faded padi ota mAaywa kot éva Hair Material ywa ta dreadlocks. ESw
¥pnouosomOnke £va noise pattern yia va dSnuiovpynoet ta SiapopeTikd Turjpata
¥pwudtwv pe éva gradient stov mepieiye ta Svo ypwpata. Télog Eywve avapelfn pe eva
HAVPO XPOUA XPTOILOTIOIMVTAG TO Noise pattern wg 0dnyo yia tnv pei&n. Me avtov
TOV TPOTO 01 PIfeg TV LAAAGOV E1XA LAUPO XPOUA KAl OG0 LEYAAWVE ATTOKTOVOE TN
Siypwuia.

[Figure] 111. Hair Octane Material twv paAAiwv

Me Vv mapopola TexviKT avamtuydnkav o1 fAepapibeg alha katl ta @pLSIA.
EeKIvovTag asmo ta ¢pLoa dnuiovpynoa eva polygon selection. ITaAl avtr| v @opa,
Snuiovpymvrtag Eva UV Map katdgepa va XAPTOypaAProwm oV Ba oxnuatiotovy ta
@pL&a ka1 oyxedlaoa pe 1o 3d paint Eva mpoyelpo mepiypaupa. Xto Photoshop
Snuovpynoa v pdoka. Tto panel tov hair simulation xpnowomnoinca 120 guides
Kat avtiototya 1500 hair, ywpig va xpelaotel va av€now ta segments. TeAog,
xpnotuosoinoa to mask wg o6nyod oto density.
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'Enetta, exivnoa va ytevidw ta guides ote va oxnuatiotel n owotn katevduvor).
TéAog pe to Cut tool Ekopa ovykekpuéva guides spog TNV Akpn OIT0L KAl LEIOVOVTAL
o1 tpixeg. 'Ocov agopd to hair material, ypnoomom|Bnkav ta channels Color,
Specular, Thickness, Length, Frizz & Kink. Me v xp1101 aut@v TV TApapETpov
KaTagepa va Soow peyaAtepn avtifeon kat avopolotnta. Xtig fAepapideg n
Sadikaoia nrav Atyo Stagpopetikr. Xpnopomowwvtag to edge mode ékava t€ooepa
line selections ota onueia mtov Ba SnuiovpynBovv o1 PAeapidec. 'Yotepa
xpnoposmowwvtag v evioAn Edge to Spline, SnuiovpynOnkav téooepa splines
avTtioTotya amo ta polygon selections. Xpnowpomoiwvtag ta splines wg reployeg mov
Ba avamtuxBovv o1 BAepapideg, Snuiovpynoa teécoepa hair commands avtiotoyya yia
kaBe PAepapo. Qg guides xperdotnkav Hovo 14 segments kat avtiotolya 120 hairs.
Inuavtikn frav n xpnon tov Comp, e to oroio umdpeoa va Soow oe kabe opada
BAepapibwv v avtiotoryn kaproddtnta. Kavovtag pepikeg StopBwoeig pe to Brush
kat téAog pe to Cut Snpovpynonkav kat o1 fAeapideg. Tehog kat Ta @pLS1A kAl Ta
BA&papa eywvav bake oe instances. I'a Ta Octane Materials, otig PAe@apideg
xpnoposmonOnke 1o 1610 material pe to fade twv padiov. Eta @pvdia
SnuiovpynOnke éva Glossy Material, 07tov o1o color £é8woa éva gradient oxoVpo kaPe
KAl Havpo yla va 8mow pa avopolopop@ia oto xpopa. Xto Opacity ypnoipomoinoa
o mask asmd mponyovuévwg. I'a va pubuion Aemtouepelakd to opacity
xpnotpomoinoa éva Color Correction node yia va puOuion o iyog Tmv Tpimv.

[Figure] 112. Anutoupyia twv @pudlwv & twv BAspapibwv

[Figure] 113. Octane Material Twv @pudtwv
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k. AtoSoon Kivnong & Garment Simulation Baking

Ta v afloAdynon g oxedlaong Tov xapaxtipa, ato@aciotnke va dobet ua
ovvToun Kivior, WOTe va peAetnBolv TuXOV TTPofATLATA TTOV TPOKVITTOVY KAl VA
eleyyBel 1 yewpetpia kat 1o rig. Asto tnv otyur) sov eixa Snuovpynoet to Control
Mixamo Rig oe tponyotpevo otdd10 amro@aoioa va Xprnollonoowm Ta custom
animations tng B1pAoBnkng Mixamo. Me 1o i610 povtélo ekava Ay nevte
Stagopetikwv animation. Xtnv ovvéyela, aglomolwvtag to rig Snuovpynoa éva
motion clip 67tov cuvdvaca 6Aa ta animation. 'Omov ¥PEIACTNKE EKAVA UIKPES
enepfaoceig uéow tov controllers. Apov oAokAnpwOnke ékava bake to animation og
time keyframes sequence.

IMa va amodobei o simulation tov evévpatog, eEnyaya to povtéAo pe tig Sedopeva
kivnong wg .alembic exSoyng HDF5, yia va eiloayBei oto Marvelous Designer. Exet,
aAPOL E10TyAYA TO LOVTEAO, HETEPEPA TO EvOuua otnV i8a BEon wote va epappodet
Kat ypnotpostoinoa to simulate yia va epappooel Suvapikad otov xapaktnpa. Xtnv
ouvéyela petagepbnka oto layout animation. ExteA@vtag tnv evtoAn record, £yve
Kkataypa@n tov simulation tov evdduatog, mov Kivovvtay avaAdywg g Kivnong tov
xapaktnpa. Me autov tov tpomo katagpepa va kave bake éva simulation, oe
keyframes. EErjyaya to apyeio wg .alembic HDF5 Eavd, al\a kar oav .obj selected
apov elya emmAeEel OAa Ta patterns. I'a ta export settings ypnowposmoinoa ta Single
Objects, Unified UV Coordinates, Thin ka1 povada peyebovug ta cm.

[Figure] 114. Kataypapr tou garment simulation

Y10 TeAkO Pripa evtog tov C4D elonyaya 6Ad ta povigdd. IIpodTa To HoVIENO Tov
¥apaktpa mov nepieiyxe ta keyframes. I'a va epappocovy ta eMUTAEOV AVTIKEIEVA
(610, HOANA), XPEIACTNKE VA XPTOLOTOO® TNV EVTOAT constraint kat emmAgyovtag
yia kaBe &va avrikeipevo £va joint ta £deoa 1epapyikd LeTa&h TOUg, MOTE VA
akoAovBolv v kivion. T Ta HoANA XPEIAOTNKE VA XPNOUOTONom Ta polygon
selections, sov eiyav xpnolpomowmnBel yia to hair simulation kat v pyav wg
Eexwprota avrikeipeva. 'Exava constraint Aoutov 0Tov YapaxTipa To KpAvog 0To
071010 &yvav ta paAAld, ta §vo planes twv @pudicnv, akoua kat ta splines ov
¥xpnowomomOnkav ya tig frepapideg. TéAog, elonyaya to alembic apyeio Tov
evdvpatog. I'a va petatpeyn 1o apyeio oe yewleTpia, viokvouevn ano keyframes
Xpelaotnke va e10ayw to alembic oto timeline ka1 va kavw bake wg PLA.
AnuovpynOnke éva avtiypa@o Aowtov mov mepieiye v yewpetpia kal v kivnon. To
avTikeipevo auto opmg dev mepieiye ta Sapopetika patterns, 6mwg elyav efaybel yia
To texturing oto substance. T'ta avtd Tov Adyo elonyaya 1o apyeio obj selected, to
o7oio mepielye 0Aa ta polygon selections Tov poUyov, MOTE va ATOSHOm TA EEXWPLOTA
texture maps. Meteépepa ta selections oto PLA Baked évdupa.

90



1. Setting & Rendering

A@ov AoV OAa eV ETOINAOTEL, TO TEAMKO OTASIO T)TAV 1) OITTIKOITOINOT) TOV
yapaktnpa. To teAiko otrjolpo npaypatomoOnke evtog tov C4D. Ao eixa 0Aa ta
AVTIKEIHEVA ETOLUA, LITOPOVOA VA EI0AY® TIG VPEG.

Ta materials g oToAng
SnuovpynOnkav wg Glossy pe ta
texture maps Color, Roughness,
Normal. I'a ta Specular & Bump
channels ypnowomom6nke to
Height map pe éva Color
Correction Node.

[Figure] 115. Suit Octane Nodes

INa 1o mpdowmo Snuovpyndnke Eva
Universal material. O Adyog njtav ot 1)0eha
Va eKUETAMEVTO TIg SuVATOTTEG TOV
Universal wote va Snuiovpynom ta
Transmission & Medium Channels. Me avtd
ta channels pndpeoa va potiow
OUYKEKPIUEVEG TIEPLOXES TOV TIPOTMITOV KL
va Snuiovpynom v SlayvTiKOTNTA TOV
PWTOC, IOV £XEL TO AVOPHOIIVO TPOCMITO
[21,42]. "Etol xpnowomoinoa éva gradient
UE KOKKIVOUG AVOLYTOUG KAl OKOUPOUG
TOVOULG TO o7tolo EAeyya pe éva dirt node yla
va 1o aodwow oto depua. Ta texture maps
J10V XpnopomomOnkav ftav ta Color,
Height, Roughness, Normal yia ta
avtiototya channels. To Height Map
sapopoiwg €101 xOn oto Specular & Bump.

[Figure] 116. Human Skin Octane Nodes
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IMa 1o 670 avamtiyOnkav
Metallic Materials ektog amod
v Sepuativn Aafr) (Glossy),
070V Ta texture maps
xpnowuomomdnkav
avtiototya ota Diffuse,
Specular Map, Roughness,
Bump & Normal Channels.

IMa 1o évduvpua maAt
avamtoyOnkav Glossy
Materials pe ta Baoikd maps
Color, Roughness, Height &
Normal.

TéAog, 10 eENTEPIKO TOV
patiov Snuovpynonke pe
¢va Specular Material pe v
Tiun 0.13 oto Roughness
Channel, 0.6 tov Float oto
Reflection, 2.3 Index. Télog
Y1a va SnUiovpynom 1o epé
g StaotpePAwaong g kKOpNG
¥xpnotuosoinoa to node
Round Edges oto avtiotoiyo
channel.

[Figure] 117. Gun Octane Nodes

Aol amodobnkav kot ta materials TAéov o yapaktpag ftav odokAnpwpeévog. Ia
v omtikostoinomn dnuovpyndnke pa oknvn 3 mnyov ewtog (KeyLight, RimLight,
FillLight).

[Mapaxatw apovolddovtal ta renders Qe TA OMTIKA ATOTEAECUATA.
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Ke@daiao 5° : Tvpumepacuata

H mapovoa epyacia aoyoAnOnke pe v avasmtugn evog Aettoupytkov kat fdoet
npoSiaypapav opdd oxedracuévo yapaktnipa, o omoiog Oa a&lomomnOei oe
tplodidotato animation. O peBodoAoyieg kar apyég oxediaong mov epevvnOnkav
EPAPUOOTNKAY 0TI CUYKEKPIUEVT] LEAET TTEPITTOoNG. AdONKE peydin BapLtnta o
peAetn g pebodoloylag oxediaong Xapaktnpwyv, W1 TEPA OTO TEXVIKO KOLUATL KAl
OTIG APYEG TTOL TIPETEL VA LIoDeTOVVTAL

To x0p10 ovpmEpaopa eivar 6TL 1 oxediaon TPIoSIACTAT®WY XAPAKTN POV QITOTEAEL LA
moALCoUVOET KAl ATTOAUTKE artantnTikr) Stadikaoia. Amartel moAvapiBueg wpeg
£PYAOIAG KAL U1a EVPELA YKAUA YVOOEWV, KaBwg ouvdudadet Eexwproteg defiotnteg kan
amtartnoelg oxediaong. Eival katavonTo 1o 0TL e HeyAAeg TAPAYWYES OTTOV
astanteital 1) oyediaon xapaktnpwy va eival vPnAng To10TNTAG KAl AETTTOUEPELAG, T)
ovykekpuevn Stadikacia avaidetal oe pepn kal avatifetan oe Stapopetikovg
oxeb100TEG.

ATTEPOG 0TOXOC TNG OLYKEKPIUEVNC epyaoiag fitav 1 vioBEmon g StadeSopevng
aAvoidag apaywyrg Kal 1 LETAITOINON NG, UE OKOIO TNV £E01KOVOUNOT) XPOVOL AN
ka1 ) SievkOAvvon xpnotev Ywplg eEeldikevpueveg yvwoelg. ApXapiot 1) HePIKGOS
efokelwpevol oxedlaoteg e Paocikeg yvooelg yia kabe kopupdn g alvoidag, Ba
UITopovoav va akolovdnoouvy ta fruata mote va oxeb1000vv vay AEITOVPYIKO
xapaktnpad. ITapoAo mov 1 HeAETN EPITTWONG EMTUYYXAVEL TOV APYIKO TNG OTOXO,
TPOEKLYPAV CUYKEKPIUEVEG apatnpnoelg. H eEotkovounon xpovouv mov emtuyyavel n
OULYKEKPIUEVT aAvoida mapaywyng 6ev ouvendyetat astapaitnta v dievkoAvvon
oy oxediaon ya v amdSoon tov i610v mooTikA yapaktnpa pe tn Stadedouvn
alvoida mapaywyng. Ta kOpla {NTUATA EVTOTHOTNKAY OTNV TOTOAOYIA TWV HOVTEA®YV
OOV 0 CUVOAIKOG XAPAKTNPAG LE OAA TA AVTIKEIpEVA EEMEPATE TOV AUYWG ETNTPETTO
ap1Bud moAvymvmv (200-300 y1Addeg polygons). O Adyog ftav 6t otV
OUYKEKPIUEVT TTEPLITTWOT] 1) AVAKATACOKELT TNG TOOAOYIAG TTpayuatosnomonke
procedurally, puBuifovtag TapapeTpouvg KAl APvoVTag TOVG EMUEPOVS aiyopiOuoug
va kaBopiocovv 10 amoTéEAeouA. AlA@AIVETAL OTL 1] XELPOKIVI|TN AVAKATAOKELT TNG
TOTIOAOYIAG, TTAPOTL TTOAD 7110 ¥povoopa, Ba Htopovoe va amodmoel TOAD 10
1KAVOITOU TIKA QITOTEAECUATAL.

H evaoyoAnon pov pe autrv v epyacia pe Bondnoe va enektelve TIg TPOYEVESTEPES
YVQOELG LoV, va katavonow dtadikaoieg kat Siepyaoieg, kabawg kat va eEeM&w Tig
6e€10tnteg pov. Ilapolo mov aoyolotual Ta teAevtaia Tpia sepimov ypovia pe to 3d
modeling ka1 to 3d animation, n avantuén tov yapaktnpa amodeixOnke pia 161aitepn
TpOKANOT. ITOAAEG T)TAV O1 POPEC TTOL AVTIUETOIOA OUAVTIKEG SLoKOAieg KAl
XPEIACTNKE VA APLEPWO® UEPEG 1) akOUa KAl £fSouddeg yia va avTIUETOTIom KATO10
TEXVIKO {NTnua sov mpokumte. ITAE0oV Ouwg, HETA TO TTEPAG AVTIG TNG EpYATiag EXw
KOADTEPT) KATAVONOT) TV PUaTtomy oxedlaong Kal TwV JTIPOKAT|OEDY TTOV TIPOKVITTOVY,
e181ka oe teyviko eminedo. Emiong, amotéAeoe pia kaAr Stadikaoia yia va aloAoyrown
1o workflow pov, va 8w Tt pe euvoel TPoowmkd wg oxedlaoTtr, Tt pemnel va PeEATmown
KAl TL va AAAAEW 0TV por) Epyaciag Hov.

H Vmap&n mAnbopag Aoyiopikmv, e181KeEVOUEVOV 0 CUYKEKPIUEVEG EPYAOIEG, TA OTTOIN
Xpnotposolovvtal kKadnuepva otnv Prounyavia tov 3d animation, Seiyvel va amavta
0€ TIPAYUATIKEG AVAYKEG EMEKTAOTC TWV SUVATOTHTOV TV FACIK®V AOYIOUIK®V
oyxebiaong mov kuplapyovv otnv ayopd. Evdeiktikd, n eKTEAEON CUYKEKPIUEVGV
Brnuatwv, xapaktnplotko rmapaderyua n dnuiovpyia twv UV Maps, f)tav apketd
TEPLOPIOEVT] KABGE TO Aoy1opIKO TTov Ypnotporotr|Onke (C4D), amotelel 7o yeviko
epyaleio kat ev mpoopileTal yia 1000 TEXVIKEG Siepyaoieg.
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AvTIBETWG OTIC IEPUTTMOELG TTOV ¥PTOUOTOIONKAY E01KEVUEVA AOYIOHIKA, OTTWOE TO
ZBrush ywa 1o digital sculpting, 1) to Substance Painter ywa tnv dnuiovpyia twv veav,
1N epyacia ftav o Avetn Kat amoSoTIKT Kol wg TTPog TOV XPOVO AAAA KAl TO TTO10TIKO
aroTEAeoua.

Extipovtag v mapasmdve epyacia KateAnEa o€ CUYKEKPIUEVES TTEPUTTOOELS 7OV Oa
npoogyylda Stapopetikd. Eekivaovtag amto o otadio tov digital sculpting, katavonoa
o1 eivan kaAUTtepo va Sovielw ae Eexmwprota subtools, omdte yia v Snuovpyia
EEXWPLOTOV AVTIKEUEVOV T] AAAIDG YEMUETPIAG, OTTWG TNV OTOAT QIO TO oMU, Oa
xpnotosolovoa tnv evtoAn Extract.

"Eva oAb onpavtikd xoppdt oto omoio Ba Aertovpyovoa StapopeTikd ivar 1)
AVAKATAOKELT NG TOTTOA0YIAG. 'Omwg TTAPOVCTIACTNKE, T AVAKATAOKELT] LECW
QUTOUATOTONUEVWV aAyopiBuwy mapovoiace tkavotonTikd astoteAéopata. ITapoia
avtd Sev nrav n PeATIon AVon, av kat Befata EAATTHOE ONUAVTIKA TOV XpOVO
oyxediaopov. H Sragpopetikn mtpooeyylon mtov Ba akorovBovoa Ba ntav n xepoxivintn
AVAKATAOKELT ToTtoloyiag, xpnouorotwvtag to high-poly digital sculpt anoé to
ZBrush.

Emiong, ma mapadoyr) ntav n xpnon e€e1dikevuévov Aoylopikmv, kabog omov
XpnopomomnOnkay mapeiyav eEApeTikd AMOTEAECUATA KA1 GlyoUpa EVYXPNOTIA KATA
mv oyediaon. Zvykekpugva, n Snuiovpyia tov digital sculpt Ba rav avumogopn kat
olyoupa KATAITIEGTIKT) AV YIVOTAV £KTOg Tov ZBrush. To cuykekpiuévo Aoylopiko
TIApELXE Ta atapaitnTa epyaieia kat Siepyacieg woTe va SnUovpynomn eva

KAVOITOU TIKA 7T010TIkO amotéAeopa. Iapdpota fjtav n tepintwon pe 1o Substance
Painter ka1 to otadio tov texturing.

Baowlopevog ota mapamave Svo cvpmepaopata, Oa avrikabiotovoa 1o C4D wg kvplo
AOY10U1KO povtelomoinong pe éva petald twv 3ds Max 1) Maya, ta omoia smepieyovv
KaAUTEpa epyaleia kat oiyovpa Ba PonbBovoav v oxediaon e 10 KAVOTTOTIKO
Tpoto. ITapopoimg Ba avadnrovoa Eva Aoylouko edikevouevo oto UV Unwrapping
kaBawg 1o C4D mepieiye povo ta faoikd epyaleia yia myv Sradikaoia, omote T
mapayopeva astoteAéopata dev ftav ta feAtiota.

JTOX0G Y10 TI CUVEXELA E1VAL 1] EKTIUNOT TOV CUUTEPATUATMV IOV TIPOEKLPAV ATTO
aUTN TV gpyaoia kat n vioBetnon toug yia v PeAtinon tng aivoidag mapaywyng. O
xapaktnpag Ba emravaoyediaotel, Baoetl g feATiwpevng ypauung oxediaong, wote
va pokLYel pia Pedtiopevn Ekdoon tov. O yapaktnpag Ba xpnoiuomonbel wg
MPWTAYWVIOTIG O £VA EMEPYOUEVO TPLoB1A0TATO animation o omoio £xel oxediaotel
ka1 Bpioketal 0to oTAd10 NG MPoeToIpaciag, Hadl Ue ouVEPYATEC.

'Evag evtepetov peAAovikog 0toxog eival 1) tapastave peAétn facet tov
OUYKEKPIUEVOL TP1OSIA0TATOV povTEAov. Tuykekpiuéva Ba pedetnBei 1) tpooyyion
ya v Snuovpyia evog facial rig kat o ouvSvaouog tov pe 1o body rig, wote va
omBei Eva oAokANpwuEvo cvotnua anddoong kivnong. EnutpooBétmg, otoyog eivar n)
evowpatwon real time mocap data 1} kat motion capture data yia v amodoon
Kivnong.

H Snpovpyia padiov amotédeoe £va emimovo koppatt mg Siadikaciag kol oiyovpa
amautel tepartEpw peAetn. IIapoAo oL TA OTTIKA ATTOTEAECUATA T TAV EEAPETIKA,
aItd TEXVIKNG Ammoyng, Ta hair objects ftav apketd meplmAoka kKol QIaTovoaV APKETH
vrohoylotikn Suvapun. 'Etot, Ba mpénel va avadnmBel pia Sragpopetikn pebodoroyia
Y1d TNV SNUovpyid o «eAaA@PIOV» GUOTNUATWV LOAALGDV.

Mua axoun srruyr) stov Ba epeuvnBet, etvar 1 avasttuén twv physics ywa soft body
dynamics, SnAadn yia onueia 6mwg ta podid kat to evévpua. Zvykekpiueva fa
peAetnOel n amdSoon twv dynamics ota paAid ®ote va avudpovv oty Kivnorn tov
OMOUATOG KAl va avtidpolv guotkd. ITapopoing yia to evéuua, dmov embupia eivar 1
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Snuovpyia kivnong tov evétuatog fAoet Tng Kivnong Tov Xapaktnpa, xwpig va
amauteitan kaBe popd n Sadikacia tov baking oe keyframes.
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