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AHAQXH ZYITPA®EA NTYXIAKHEL/AINAQMATIKHX EPTAZIAX

O «drwbi unoyeypappévos lMavayiding Kapaudvog tou lewpyiou pe apiBud pntpidou
19674065 pointig 1ou [MMaveniotnpiou AutikAg Atnikig tng Xxolig E@apuoouéveyv
Texvadv kar lMoAiriouou tou Tunuarog lpagiorikig kai Onrikig Enikoivawviag, SnA\dve u-

netBuva éri;

«Eipar ouyypagéag autig 1ng nruxiakng/Sinkwparikig epyaciag kai é1i kdBe Bonbeia v
onoia €ixa yla Tnv npoeroihacia Tng eival NARP®WG avayvwpPIoHEVN Kal avapEpPeTal oTny
epyaoia.Eniong, o1 dnoieg nnyég and 11g onoieg ékava xphon Sedopévwy, 16edy A Aéfewy,
eite akpiBdg eite napappacpéveg, avapépovial oto olvord Toug, pe nAApn avagopd
OTOUG OUYYPAQEig, Tov ekbotikd oiko i 10 nepiodikd, cupnepilapBavopévov kar Tev
nny®v nou evdexopévag xpnoipononBnkav ané to Siadiktuo. Eniong, BeBaidvew 611 auth
n epyacia €xel ouyypagei and péva anokAEIoTIKG Kal anoteAei Npoidv Nveupartikng 161o-
kTtnoiag 16co 8IkAg pou, oo kail Tou 16pluarog.

MapdBaon 1ng avwrépw akabnuaikAg pou euBivng anotelei oucidSn Ndyo yia tnv avd-

KANGNTOU NTUXiOU HOU.

*EmBuucd v anaydpevon npdoBaong oro nAdpec keiuevo 1ng epyaciagc pou UEXPI
kai éneira and aitnon ou orn BiBAioBrikn kai éykpion tou eniBAéno-

vra kaBnynrr.

O An\odv

=

* Ovoparendvupo /18161nra (Ynoypaopr)

Wneiakh Ynoypaph EmBAénovra

* Ye elaiperikég nepintddoeic kai perd ané aimoAdynon kai éykpion tou emiBAénovra, npoBAénerar xpovikég nepropioués
npéoBaong (embargo) 6-12 uhveg. Xy nepimwon auri Ba npéner vaunoypdwer wnpiaxd o/n emBAénwv/ovoa
kabnynrig/1p10, yia va yvworonoiei 1 eivar evauepwuévog/n kar ouvaivei. O1 Adyoi xpovikou anoxAeiouod npéoBaong
neprypdpovrar avalurikd orig noAirikég tou LA. (oeA. 6):

https;//www.uniwa.gr/ wp-content/uploads/2021/01/%CE%A0%CE%BF%CE%BB%CE%B9% CF%84% CE%B9% CE%BA% CE%B5%CC
%81%CF%82_%CE%99%CE%B4%CF%81%CF%85%CE%BC%CE%B 1% CF%84%CE%B9%CE%BA% CE%BF% CF%85%CC%81_%CE

%9 1% CF%80%CE%BF%CE%B8%CE%B5%CF%84%CE%B7 % CF%81%CE%B9%CC%8 1 % CE%BF%CF%85_final pdf).
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1. Epnveuon — Epeuva

1.1 Epeuva

Mpdkerrar yia pia 3D taivia pikpoU prikoug (short film) pe éu@acn otn Snpioupyia 1picSidorarou nepiBdiiovrog
(3D Design). Ta hoyiopikd nou xpnoipononBnkayv yia tn Snpioupyia tou Bivieo eival 1a e€Ag:

e BLENDER: Awpedv hoyiopiké Snpioupyiag 1piodidorarev otoixeiwv: xapaktipeg, nepiBaNoviag,
visual effects k.a.

ADOBE PREMIERE PRO: Aoyiopiké enefepyaciag Bivieo kar Axou
ADOBE AFTER EFFECTS: Aoyiopiké eneepyaciag Bivieo kai ixou
MAKEHUMAN: Aoyiopiké dnpioupyiag avBpdniveov 3D xapaktipwv

e  MIXAMO: Aiadiktuakh nhar@dppa yia 1n npooBikn kivioewv (animation) oe 3D xapaktipeg

Y10 Blender npayparonoiiBnke €€ ohokAipou n Snpioupyia dAwv TV nepiBal\dviwy, Tou xapakthpa, TV e@é
(particle system), Tou pwTiopoy, kaBdg kar Ta animations Tng kdpepag kai 1wv 3D poviélwv.

H 18éa yia tn Snpioupyia tou short film npokintel and 1a 5 oroixeia g kivé{ikng actpoloyiag:
Nepd

Z0ho

Qowmid

Mérallo

Autd npoépxovrar and  Oewpia 1wV MNévie Xroixeiwv —n Wu Xing—pia pihocopia nou xpnoiponoieital yia
va nepiypdyer n oxéon kai v aMnieédptnon petall SAwv Tov npaypdrwyv. Auth n Si8ackalia éxel va kdvel
pe Tnv e€elpeon 1copponiag.

O\a 1a ctoixeia eivar alMnAévbera kar Sev undpxer igpapxia. Auth n Bewpia anotelei 1n Bdon 6xi pdvo 1ou
kiveCikoU Cw8iakol kikhou ald kar dAwv avatolikdv napaddoewv énwg 10 feng shui, o Behoviopdg, n
MavTEia Kal Ol NOAEMIKEG TEXVEG.

Zrnv tponikn Sutiki aotpoloyia, undpxer pia napdpola €vvola TECoAp®Y OTOIXEI®WV — yn, aépag, PwTd Kal

vepd — nou neplypdepnke apxikd and tov NMAdreva. Autég ol 18éeg yipw and Ta otoixeia kal 10 ndg oxetiCovral
eival n piCa Tou yiari ovopdCoupe 1a (dSia ng pwtidg (wnpd kal 1a onpddia Tou vepou euaioBnra. Xwpig
éva oroixeio (i 1Uno), 1o dA\o otoixeio Sev undpxer. TeAikd, o o1d6x0G €ival n appovia.

Y1o short film napoucidlerar éva and ta névie otoixeia, 10 Z6ho. To film Sev enikevipdverar otov ibio Tov
XapaKktipa, aA\d oTnv nopeia Tou NPog TO OTOIXEIO.

6|2eNiba



1.2 References

Kard v Snpioupyia tou short film Bprka eikéveg and 1ig onoieg epnvedotnka yia 1 Snpioupyia 1600 TV

nepiBaldviov doo kal yia Tov pwTiopd 1wv oknvedv — v aicBntikA. Mapakdrew gaivovial xwpiopéveg oe
karnyopieg Ta references ora onoia Baciotnka.

MepiBaNovra:

1 ‘-,w,ily.‘:,_')‘“ 3

X1n ouvéxeia napaBérw Tig eikdveg and Tig onoieg epnveloTnka yia Ty aicBnTikA kal ToV pwTIoS TV GKNVAOV.
Kai o1 4 endpeveg eikdveg eivar 3D nepiBdMovra kar éxouv SnpioupynBei o1o Noyiopikd Blender, pe Snpioupyd
Tov Max Hay. BAénoviag auti tnv aioBntiki (mood) nou éxer katapépel va anoddoer pe v xpnoiponoinon
«Spot Light» oto Blender, pe napakivei va Sokipdow kar eyd napduoleg TexvIKEG KaATd TNV XpAcn Tou PWTOG.

712ZeNiba



AicBntikh — QwTiopdg :

References: 3D Scenes Made in Blender by Max Hay

8|Xehiba




2. Pre — Production

MNa va npayparonoinBei n napaywyr evég Bivieo, Ba npéner apxikd o Snpioupydg va nepdoer and 1o o1édio
g napaywyng evdg storyboard kai otnv ouvéxeia Tou animatic.

To storyboard anote)eitar ané eikovoypagnioeig i eikdveg pe okond v npdxeipn onrtikonoinon piag Taviag,
evdg animation akdpa kai yia pia tavia pikpou prikoug (short film). lotopikd, n 8iadikacia tou storyboarding
avantixBnke ornv Walt Disney Productions o1ig apxég tng Sekaetiag tou 1930. To animatic eival 1o endpevo
o1d810 Tou storyboard kai o o1éx0G TOU €ival va opicel 10 xpdvo yia éva kopudT kivolpevng eikévag. Otav
oe auté nepiéxeral kal fixog, eival évag elkolog Tpdnog va anoktioel o Snuioupydg v aicBnon tou puBuod
nou Ba akolouBei n Tawvia.

Y10 ouykekpipévo project, apxikd éxw oxedidoel 1éo0 10 storyboard, yia pia apxiki npocéyyion Tou oTul kai
Tov nepiBaldviwv, oo kal 1o animatic yia va karaAdBw nepinou néon dpa Ba kparder n kdBe oknvh kai
yevikétepa 1ov puBud nou Ba akolouBricel n taivia pikpou prikoug. Kard v Snpioupyia tou storyboard, apxikd
Solhewa oto xépi kai éneita wngionoinoa kai e§éNiEa Tig eikdveg oto Aoyiopikd 1ng Adobe, 1o Photoshop.

Eikéva 1: Hand Storyboard — Page 1
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Eixéva 2: Hand Storyboard — Page 2

Kérew and kdBe oknvii — Myn nou oxediaca, éypawa nAnpo@opieg yia Tnv ouykekpiyévn oknvih, kabBodg ka
v TonoBeoia kar Tnv kivnon tng kdpepag. Z1n cuvéxeia npéobeoa kai Ta transitions perall Twv oknvodv dote
va pnopei o Bearig al\d kar o Snpioupydg oty Siadikacia tng napaywyhig va {épel nwg Ba opyavdoer To
Bivieo. Me autdv tov 1pdno Sieukohivovrar oi peténeireg Siadikacieg 1600 yia Tnv Snuioupyia Tou animatic,
400 kai 1ou i8iou Tou short film.

Xin ouvéxela, npoxdpnoa oty yneionoinon tou storyboard oto Adobe Photoshop, SiopBdvovrag kdnoieg
aréheieg kal evidoooviag xpodpa. Erol, ontikonoieital n aioBntiki nou Béhw va akohouBei n taivia pou, alNG
Tautéxpova yiverar kal mo karavonth n iotopia npog tov Beari. Qotéoo éoo Apouv oty Siadikacia Tng
wneionoinong, AapBdvovrag v avarpogoddinon and tov kabBnynti kar toug eniBAénovieg Tng epyaosiag,
gyivav kdnoieg alayég oto storyboard kar otn cuvéxeia oto animatic. Autd Aermolpynoe Betikd otnv e€éNiln
ka1 napaywynh tou short film yiari 1o kAeioipo Tou éyive nio karavontd npog toug Bearég.

Mapakdre @aivoral oi eikdveg oe poperi storyboard. Onwg oto nponyolpevo, éro1 kar oe autd (wnpiakd) Exw
npocBéoer yia kéBe eikdva, onpeidoeig, paraBdoeig (transitions) aA\d kar T1g kiviceig Tig kdpepag. Or ibieg
eikéveg éxouv eviaxBei kar oto Adobe Premiere Pro yia v 8npioupyia tou animatic. To npdxeipo autd Biviedki
pe BorBnoe va karahdBw tov xpdvo nou Ba Siapkéoer kdBe okrhvn kal n ouvoliki Sidpkeia Tou short film eixe
SiapoppwBei oto 1 Aentd kai 15 Seutepdienta.

10Zeriba
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WEST AT

Tithor apxig Through out the centuries the 5 elements were o myth, They say that if you reach all of them, you will find balance, harmony
Ava 1ouc aidvec, 10 5 otoixeia fiav ankd évag pifleg Aéve nwg av 1a M Sha, Ba karakrigeig v

1gopponia, 1nv_apyovia.

Through out the centuries, the 5 elements were a myth,
They say that if you reach all of them, you will find balance, harmony

Moone thought it was true...until now

Ava Toug aidveg, 1a 5 oroixeia firay ankd évag pifog
Aéve nwg av 10 avakahlpeig 6ha, Ba karakriosig my
\copponia, v appovia.

Noone thought it was true...

wntil now Kaveig 6ev nioteue én1 frav ahiBeia..
pEXpI QUTA T oTIypA.

Kaveig bev nicteve én firav akiBeia

péxpi quri Tn oriyun.

Eixéva 3: Digital Storyboard — Page 1

Scene 1 Shot 1 Scene 2 Shot 1 Scene 2 Shot 2

CuT Ccut

Tepdona niAn péoa oto &doog O Xapakiipag pnaiver uéoa o onnhid. Ge1 va akoupnrioel 10 oUpBola ortov 1oixo. Orav 1a nAncidle
BAénoupe pévo 10 @wg nou nepiéxer n nuAn, xwEig Aentopépeig apxiouv va Adunouv. Tauréxpova akoier €vav fixo ané 1a Sedid.
Cam: _Zoom in. Mag npoibeéler én n endpevn oknvii Ba eival
péoa orn onnAid. Cam:  Static ; low Zoom in n gpuBola.

Scene 1 Shot 3 Scene 2 Shot 4

Scene 3 Shot 1

CuT

Z1piBei 10 ke@dhi Tou va Eei and nou épxeral o fixog kar BAéner KareuBiverai npog v népra n onoia avoiyer e évav unxaviopd. Merd ané v avoixrd népra, BAéner éva evieAdg Mo Baoileio,
1nv 0610 apyG apyd va avoivel, ] ] 5 4 s = . G

First Person POV

Cam: _Tilt (Kivnon g xduepag npog 1a ndve)
Cam: _Static Cam: _Travel npog v népra. Shaky, Ge1 o xapakiipag Kondpe akéua péoa and 1a pdna 1ou xapakripa.

Eixéva 4: Digital Storyboard — Page 2
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Scene 3 Shot 2 PASS'NG

i % Bei ” i6
Cam:  AxohouBei v kivnon tou xapakripa. Orav nepvder tov
7 : 7y SR

___ xopué (foreground) éxoupe 1o transition otnv endpevn
oxnvii (Passing Transition) (npai - Beds:

Shot 1

Scene 4

Cam: _ YuvexiCei va tov Bei uéxpi 1o cut Tng endpevng
oknviig.
Eikéva 5: Digital Storyboard — Page 3
CuT
Scene 4 Shot 2 Scene 5 Shot 1 Scene 6 Shot 1
£ 10 nAGV¢ ol £ G &évij qi or BAéner 1nv unda evépyeiag kai eival E1014OG VA 1NV GKOUUNAGEL
fva xripiol xa1 ye1d eyupavilerar 10 xegAh Tou xapaKtfpa o

0p0g 10 KIfipio.

Cam: _Static Cam: _Static Cam: _ Static

Scene 7 Shot 1

Fade in White

Cam: _ Static

Eikéva 6: Digital Storyboard — Page 4
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Tirhor 1éhoug.

Eikéva 7: Digital Storyboard — Page 5
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3. Production / Blender

3.1 Add — ons / models

Blender Kit: 'a tnv npooBrikn material oe opiopéva poviéla tou short film xpnoiponoiiBnke 1o add on
tou «Blender Kit». Eivar Swpedv kai nepiéxer poviéNa, materials, HDRIs, mivéAa yia sculpting kar d\a. H évraén
T@v material ndve oe k&Be poviého yiverar pe éva k\ik.

Qotéoo eneidn ol Siaoctdoeig Tou kdBe uAikol (material) Sev Taipidlouv pe Sha 1a poviéla, npénel va yivel
eneepyaoia Tou «Scale» Tou UNikoU and 1o «Mapping Node» oto Shader Editor.

Max Hay: Ta nepiocdrepa poviéha nou éxouv xpnoiponoinBei npoépxovial and tov Snpioupyd Max
Hay kar nio ouykekpipéva and 1a nakéra poviéhwv nou eival SiaBéoipa yia ayopd. Ixerikd pe 1a nveuparikd
Sikaidpata Tov poviélwy, eival eviehdg eAelBepa npog xprion xwpig kavéva nepiopiopd.

3.2 Yknvi — MNpdhoyoc

To Bivreo Eexivderl pe 1a 5 odpBola nou avrictoixolv oe kdBe oroixeio. Ta odpBola tou short film Sev

éxouv oxéon pe 1a Adn undpxwv kivé(ika olpBola — ypdupara nou avrinpocwnelouv Ta otoixeia autd. H
Snpioupyia autdv npayparonoiifinke oto blender pe 1n xprion 1wV «curvess. Mapakdrew aiverar cuykekpipéva
n Siadikacia nou akohouBnoa, kaBdg kar eikdveg and 1o Aoyiopikd.

Aiadikacia:
1. Shift A— Curve Na tnv npooBhikn tng kapniing. Enera ané 1o Edit Mode yiveral n Siapdppwon Tou

oxApardg 1ng [pe Extrude (E)], evéd o dykog 1ng ypappig Snpioupyeital and ta properties 1ng kapnuAng.
Mapakdrw @aiveral eikéva and 1a Curve Properties (Eikéva 1).

Minimum

Evaluation Tim

Prafile

¥ Fill Caps

Eixdva: 8 Curve Properties - Path Animation
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Eixéva 9: Blender layout

2. O r1oixog Snou eival tonoBetnpéva ta olpBola, npdkeitar yia planes pe material nérpag and 1o Blender
Kit.

3. Qowriopds: Na 1o pwtiopd ng oknvig éxel xpnoiponoinBei éva Spot Light. Eniong, ta i8ia 1a oipBoAa
Aeitoupyolv @g napdyoviag pwtdg Adyw tou emission material (Blender Kit add on).

4. To teleutaio otoixeio nou ennpedler pifikd Ta @adTa eival n opixAn. Eivar ouciaotikd évag kiBog pe
18161n1EG Sykou («Volume scatter» Shader). Autd éxel wg anotéheopa va Siaxéeral 10 PwG OTOV XWOPO
kar av dnpioupyei pia undotaon.

Spot
Teview
al » Light

Point

Power 800w

Radius

v @+ Automotive GREENlights 5 UJ [0 X

Max Bounces
+ Cast Shadow
~ Multiple Importance

Shadow Caustics v Auto Light
~ Beam Shape

20000000
Blend 0.150 @ 0.500

ow Cone 0.200

Eikéva 10: Spot Properties Eixéva 11: Symbols Material
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Kduepa kar ¢urd:

1. Kdpepa: Ta xapaktnpiotikd 1ng kduepag eivar Ta npokaBopiopéva, xwpig alayég oto Focal length.
(Eikéva 6). AkohouBei 5 kivAceig:

- Frame 0 — 285: Kivnon otov &€ova Z (npog 1a kd1w). Aeitoupyei wg zoom ota
olpBoha

- Frame 285 — 315: Z1aBepn

- Frame 315 — 385: Tautéxpovn kivnon otoug d€oveg Z kai X. Zoom kai perakivnon o1o olp-
Boho tou &dooug, cdote va karaldBel o Bearig 611 1o short film npdkeirar va aoxoAnBei pe
auté 1o oToIxeio.

- Frame 385 — 475: X1aBepn

- Frame 475 — 522: Kivnon orov é€ova Z. H kdpepa pnaiver péoa oto pwg 1ou cupBdrou. Auti
n kivnon Aemoupyei wg perdBaon (transition) pe v endpevn oknvi

2. Ouid: Mpdkerrar yia pia péla eurdv nou épxeral otadiakd va aykahidoel 10 olpBolo Tou 8dooug.
‘Exouv yivel join yia va anoteholv SAa éva avrikeipevo. Me autd Tov 1pdno yiverar edkolo To animation
Toug. ApxIKd yia va pnv qaivoviar oto nhdvo, éxouv tonoBemnBei kdrw and ta planes Tou Toixou.
AkolouBei pia eviaia kivnon:

- Frame 362 — 449: Kivnon otov &fova Z (npog 1a ndvew) (otadiakh eppdvion)

Camera.001 Camera.001
v Camera.001
Lens
Type

Focal Length 50 mm

Lens Unit  Millimeters

e ¥ Use Nodes

0.1m

1000 m
v Material Output

v Volume Scatter All y Camera

Volume @~—__ ® Surface

\

° Density  0.300 Displacement

» o Safe Areas
Background Images

® Anisotro... 0.500

1

ewport Display

Eikéva 12: Spot Properties

Mame

Passepartout |« 1.000

» Composition Guides

Eikéva 13: Camera Properties
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3.3 Xknvh 1

To npdro nepiBdMov tou short film npdkerrar yia pia niAn oto 8doog, otnv onoia o xapaktipag
nAnoidCer yia va Eexiviicer Ty nepinéreid Tou npog tnv avalAtnon Tou nptou otoixeiou: To oToixeio Tou Z0Nou.

MovréAa:

1. Aévipa: Ta poviéha twv 8évipwv nou éxouv xpnoiponoinBei eivar o:

a. To npdto npdkerrar yia évav photoscaned kopuéd Sévipou kar eivar and 1o course Tou Max Hay.
Tov koppd autd Tov xpnoiponoinca kupiwg yia va Sdow Aentopépeia oo foreground tng oknvig,
&nhabii kovrd otnv kdpepa. Eneidi npdkerrar yia photoscan, éxer noAd kaki avdluon kaBiotdvrag
10 KArdAANAO yia KOVTIVEG AAYEIG.

Eixéva 14: Tree 1 - Max Hay's Photoscan

b. To Selrepo poviélo nepiéxer kar GAa 1a kAadid kal pUANa nou @aivovial oTnv oKNVA Kal 10 éXw
¢enééel oo blender xpnoiponoidvrag 1o Swpedv kai add on: Sampling Tree. Ta tnv evepyonoinoh
Tou akoloUBnoa 1a e€hg Brpara:

Edit — Preferences — Add-ons — Search "Sampling Tree" — Activate.

Eneira oo Viewport: Shift A— Curves — Sampling Tree

Y1 emhoyEég yia Ta xapaktnpioTikd Tou Sévipou, enélea To preset «Japanese Maple» kai napa-
kdre BAénoupe avalutikd péow eikévwyv, dAa 1a xapaktnpiotikd nou Siapdppwoav 1o Bévipo.
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Branch Splitting
Branch
< Levels
Ba
Trunk Hei... 0.40

Height

splitBias

» Split relati

Leaf Do... 4 0 Leaf Do... 10.00 S
Branc

Leaf Ro... Leaf Rotat... 0.00

10
0.17 16

. -D.47 eaf ... 0.00 Split Angle: Split A fariation:

-10.00

Eikéva 15: Tree 2 - leaves Eikéva 16: Tree 2 — Branch Splitting Eixéva 17: Tree 2 - Without materials

Me v Snpioupyia Tov @UAN®V 10 Blender Sev 1a evdvel pe Tov koppd, pe anotéheopa va eivar Eexwpiotd
model. Auté onpaiver 611 aurdpara éxouv kar Siagpoperikd materials. Eniong, oro Edit Mode nparnpodue 4t
dha 1a @UNa poipdCovrar akpiBodg 1o i810 UV MAP, 10 onoio pag Siver tnv Suvardrnta drav enefepyactolpe
auté 1o MAP va ald€ouv Sha 1a giNa tou poviéhou. X1n ouvéxela hondy, yia tn Snpioupyia Tou material
1@V PUA®V xpnoiponoinca éva material ané 1o Blender Kit add on (nou avépepa kai nponyoupévag).

Eikéva 18: Leaves — Diffuse material Eixéva 19: Leaves — Normal material Eixéva 20: Leaves — Uv Editor

Eixdva 21: Leaves — Roughness material Eixéva 22: leaves — Alpha material
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To Alpha material oxeriCeral pe 1a onpeia nou 10 @UNo Sev Ba @aiverar kaBélou oro render. H padpn
em@dveia Tou alpha Ba eivar adparn, evdd n Aeukh Ba aiverar kavovikd. Apou Aoindv éxoupe Bdher To material
oto @UNo, kareuBuvépaote Edit Mode kar oto UV Editor Siapoppdvoupe katdhnAa 1o opBoydvio (Snhadn
10 PUN\O nou éxel yivel autdpara unwrap). Mia v oAokAipwon Twv UMV npocdpuooca oto Shader Editor
tou material, éva Translucent kai éva Transparent Node pe okond 10 pwg va Siaxéerar péoa and 10 GUNNo,
npocdidoviag nepiocdrepo peahiopd. H Snpioupyia Tou Sévipou olokAnpdverar pe tnv npooBiikn material
otov koppd. Onwg kar ota gUNa érol kal €8, 1o material 10 éxw ndper and 1o Blender kit ka1 napakdrw
paivovral ol eIKGVEG Tou.

Eikéva 23: Tree 2 — Leaves Nodes

£ FESS rd b

Eixéva 24: Bark — Diffuse material Eixéva 25: Bark — Displace material Eixéva 26: Bark — Normal material

Eikéva 27: Tree 2 — Bark Nodes
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2.

Terrain

‘ESapog:
MNa 1 Snpioupyia Tou e8dpoug éxel xpnoiponoinBei éva add on nou eival Adn evowparwpévo oto
blender. H ovopaocia tou eivar «<AN.T.Landscape» kai pnopolpe va 1o evepyonoiicoupe and:

Edit — Preferences — Add-ons — AN.T.Landscape

Aol Noindv enélefa 1o preset nou nBeha (canyon) kar Siapoppdvovtdg 1o yia va taipidler pe
TNV oknvi, xpnoiponoinoa éva material nétpag and 1o Blender Kit. lNa va epappootei cword autd
10 material ndvw o1o poviého akoholBnoa TG e€fig Siadikaaieg:

- Object mode — emhoyni poviéhou — CTRL A — Apply Scale
- Edit mode — A (yia enihoyi Shou Tou poviélou) — U (yia va pnodpe otig enidoyég tou Unwrap

— C (8nh\adn Unwrap pe v emihoyn «Cube Projection»

Eikéva 28: Terrain — Viewport Eikéva 29: Terrain — Render

Eixéva 30: Terrain — Material Nodes
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Eixéva 33: Terrain — Uv Editor

s N

EixSva 34: Terrain — Roughness material Eixéva 35: Terrain — Displace material

b. Mordpr
H peyaldrepn enipdveia tou eddgoug eivar 1o notdpi. Na m Snpioupyia Tou vepol apxikd épriala
éva napaln\dypappo pe peydheg Siaotdoeig kar éneira péow tou Shader Editor épriala éva
material nou va napanéuner oe vepd aM\d va pnopei va yivel kai animated. To animation auté
enituyxdveral pe v eicaywyn Key Frame (I) otnv nipi W tou «Noise Texture» Node. Xtn oknvi
eneidnh Bé\w va eival Amia n kivnon Tou vepou anogdoica va au§Aow eNdxiota auth Tnv TIA:

Frame O — W = 0.000 Frame 140 — W = 0.020

Eikéva 36: Water Material Nodes
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Bouvd

Ta poviéha nou Bpiokovral nicw and tnv niAn SnpioupyrBnkayv pe Tov iSio akpiBodg 1pdno dnwg
10 Terrain, 85nA\adh péow tou AN.T.Landscape add on. H pévn Siapopd eivar é1i 1o preset nou
ené\ela eivar 1o «cliff»

MoAn

To poviého nou xpnoiponoinca yia Tnv nUAn eivar pia kdpapa (arch) and 1o course Tou Max Hay.

To material eival A8n evowparwpévo and tov Snpioupyd kar anopdoica va pnv 10 ald&€w. Na

va 8dow v anédoon tou BdBoug oto 1eENIKS anotéleopa, xpnoiPonoinca To CUYKEKPIPEVO Ho-

viého oe 3 peyéBn. e kdBe kaivolpio poviého Tou yivétav n alayh Tou peyéBoug, akoholiBnoa

v i8ia Siabikacia nou avépepa nponyoupévwg, dote va pnv undpel aloiwon Tou material:

- Object mode — enmhoyn poviéhou — CTRL A — Apply Scale

- Edit mode — A (yia emihoyn dNou Tou poviélou) — U (yia va pnodue otig emhoyég tou Unwrap
— C (6nhadn Unwrap pe v emidoyn «Cube Projection»

X1o 1pito poviého Tng nUAng xpnoiponoinca 1o Array Modifier pe okond v enavdinyi tou,
Sivovrag v aioBnon tou BéBoug.

Max_Hay_Arch_003 > il Array

Add Modifier

00 Array Vg -

Fit Type F

Count

+ Relative Offset

Factor X ! Eikéva 37: Gate — Diffuse Material

Constant Offset
Object Offset
Merge

» UWs

Eixéva 37: Gate - Array Modifier Properties Eixéva 39: Gate — Roughness Material
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Eikéva 40: Gate - Viewport Eixéva 41: Gate — Rendered

e. 2ZKAAeg
H Snpioupyia twv okalonarndv eivar idia pe auth ng niAng. Anhabn npdkeirar yia €va €roipo
povTéNo, pe Ta i8io material nou eixe kar n ndAn. Or napepBdoeig nou ékava ey eivar oto péyeBog
kal 1o Gyog Twv okaNidv (nou 1o eneepydotnka edkola pe Scale otov &€ova Z).

3. Qorniopdg, Volumetrics kai Kdpepa
a. Qowriopdg:

Kd&Be oxebiaotig nou aoxoleitar pe nepiBdMovia npéner va éxer oto puald Tou mol Béler va
8doer éugpaon yia va pnv xabei o Beardg. Auté eival e@ikié pe 10 composition (Snhadi Tnv
ronoBecia Twv poviéAwy — avTikelpévwv otov xdpo), pe Ty TonoBesia tng kduepag al\G kai pe
QVTIMETONION TOU PWTOG. 2TN CUYKEKPIYEVN oKnvh xpnoiponoinoa Sidpopa €idn pwTiopoy yia va
obnynBei n npocoxn tou Bearri aneuBeiag otnv NoAn.

Ma v aieBntikA g oknviig, ené\efa va eival nuépa, pe Eviovo pwg Tou nhiou. Qotdoo, eneidn
BpiokSpaote Babid oo 8doog kai n BAdotnon eival nukvi anogdoica va npocBécw oe ouyke-
Kpipéva onpeia, noManid Spot Lights (8ivovrag v weudaioBnon nhiakdv aktivadv). Maparipnoa
Spwg 611 e autd Tov Tpéno ntav noAl okotelvd opicuéva onpeia Tou Sdooug kai autd pe odrynoe
otnv npooBiikn dMwv 1pIGV MNydV gwtdg, al\d auti Th gopd avri yia Spot Lights hirav Area
Lights yia v opoidpopen Sidxuon Tou pwidg.

Eixdva 42: Lights — Spot Lights Eikéva 43: Lights — Area Lights
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b. Volumetrics:

Ta volumetrics eival éva Baoiké otoixeio nou éxw evid€el oe éAeg Tig oknvég Tou short film yiari ennpedle
dueca 10 pwg kal BonBder otnv anéSoon 1ng aicBntikAg Tng paviaciag, Tnv onoia BéAw va éxer To Bivieo.
Mo ouykekpipéva npooBétel dyko otny arpdo@aipa kai Aeitoupyei oag opixAn nou aloidvel tnv kaBapdnta
kal Tnv aixpn nou éxel 10 ewg. EmnAéov Sieukoliver Tov Bearh va el 11g aktiveg Tou wTég nou Sianepvdve
v atpdopaipa.

Mpdkerrar yia évav kGBo nou kakintel SAn Tnv oknvn. Na va pnopolpe va cuvexicoupe wotéoo va Souledoupe
oto Viewport npénel va perarpéyoupe 1ov kiBo ané oupnayég (solid) oe nA\éypa (wire).

M~ Cube
» Transform
elations

» Collections

» Instancing

tion Blur

Viewport Display

Mame
Axes
Wireframe
AlLE
Texture Space

+ Shadow
In Front

Display As w

Bounds

» Customn Propertie T

Eixéva 44: Volumetrics — Solid to Wire Eixéva 45: Volumetrics — Wire Cube

v Material Output
All

v Volume Scatter

Volume @~
N ® Surface

® Color - ~@ Volume

@ Density 0.010
€] Anisotro... 0.717

Displacement

Eixéva 45: Volumetrics — Material
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c. Kdpepa:

X1n oknvA auth n kduepa eivar TonoBetnpévn péoa oto 8dcog oto Gywog Tou avBpdnou, divoviag orov Bearh
v evilnwon 61 Bpiokeral péoa otnv oknvA. Auth n 8168paon npodiber éva evBiapépwv kal yiveral dueca
avriAnATé n kAipaka 1oV poviéAwv otn oknviA (6nAadh ndoo npaypatikd peydAn eivar n ndAn).

AkohouBei 8o anAég kivAoeig:

- Frame 0 — 293 Kivnon otov d€ova Y. BAénoupe péoa and ta pdria tou xapaktipa kai kareuBuvéuaote
nPOg TNV NUAn

- Frame 293 — 400 ZuvexiCerar n kivnon npog Tnv niAn evd TQUTOXPOVA KOITAPE NPOG Ta NAvVe,
bivoviag éugaon oro UWog Tng Kal 10 N6co PIKPAG Eival 0 XapaKINPAg PNPooTd oe auth.

@)~ Playback v Keying v View Marker O H &4 4 P ré»l I 3 End 400

Eixdva 46: Camera — Timeline

3.4 Yknvn 2

H Seltepn oknvih Siabpaparilerar Ta yeyovéra nou cupBaivouy péoa oty onnhid. O xapaktipag éxel
nepdoel n\éov Tnv T1epdoTia niAn oto Sdoog kar éxel katahnel péoa oe évav xdpo Cexaopévo and Toug
avBpodnoug kai Takainwpnpévo and v opop@id g puong. Mapdia autd naparnpolpe 611 kdnoia oTiypR oTo
napehBdv 10 pépog eixe avakalu@Bei kar n onAlia eixe AdBel tnv napépBaon Tou avBpdnivou xepiod.

34.1 Aiyn 1

H oknvA auth xwpiletal oe 4 Myeig (kdBe Miwn apopd kar Siagoperiki TonoBesia tng kdpepag). H npcdtn
AMiyn Soulelel wg avayvwpioTiki yia tov Beari, 65nhadni Sivoupe cuvolikd pia npdTn enagh Tou xWpou, HoTe
va eviaxBei o1o kAipa.

Eixéva 47: Scene 2 — Shot 1
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Movréha:
1. Aévipa

Ta 8évrpa nou BAénoupe 8e€id kar apiotepd va aykahidlouv kai va ouvodelouv TiG néTpiveg kAPApeS eival Ta
iS1a pe autd g npdTNG oknviAg nou Snuiolpynoa pe 1o «AN.T.Landscape» add on.

IxeTikd pe 1a gutd nou Bpiokovrar otov 10ix0, npdkeiral yia éroipa poviéha and 1o Swpedv add on «The Plant
Library». Mepiéxer Sidpopa purd, Sévipa kai Aouloldia pe evowpatwpéva materials nou pnaivouv autéuara
oto Asset Library tou Blender yia edkoAn npéoBaon. Mali pe autd eykaréotnoa, tnv Swpedv ékSoon Tou «Biome
Reader» add on, pe 10 onoio pnopd va kdvw scatter onoiodnnote poviého Bélw. Me autdv tov 1pdno, cuvdi-
aca autrd ta o oToixeia kal oTov NETPIVO Toixo €kava scatter 10 pHoviENo evdg avappixOpevou purtol.

M, Plane.004
30.00

ult
@ DensityScatter.001

Vertex-Group

Align Normal Local Z

Pattern New

Displays [ Inactive
Beginner Interface
Instances S Rockplain clover cresper 02 [
Density

Co

Randomize

EixSva 48: Plant for scatter (wall) Eikva 49: Biome Reader add on Properties for the scatter of the plant

Ta ¢utd nou Bpiokovral o1o ndtwupa npoépxovrar kar autd ané 1o «Plant Library», wotéoo &ev xpnoiponoinca
v i8ia 1exvIKA Tou scatter, yiari Bela va eivar Aiya kar o ouykekpipéva onpeia. AkohouBnoa tov anhé Tpéno

G aviiypapng — emkdMnong tou iSiou poviéhou Siaboxikd, Snuioupydviag akpiBdg 1o potiBo nou rBeka
va €xouv 1a Qutd oTo £8apog

Eixéva 50: Top View — Plant Pattern
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2. Kdpapeg kar ndAn

O1 kdpapeg nou undpxouyv 8e€id kal apiotepd Tou x@pou anotehotvial and enavaAiyelg Tou i8iou poviélou.
To povrélo autd npoépxeral and 1o course Tou Max Hay kai tnv enavdinyn Tou Tnv €kava xpnoiponoIdvIag
10 Array Modifier. To material nou éxel A8n npocappocpévo ndve Tou eivar uph nérpag:

S 5 =
Normal material

Eixéva 51: Arch — Diffuse material Eikéva 52:rch

e LR 2

Eikéva 53: Arch— Roughness material Eixéva 54: Arch— Ambient Occlusion material

Eikéva 55: Arch — Viewport of the Arches
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H noAn anoteleitar and 2 pépn: Toug nérpivoug daktuAioug kai Tnv gicobo.

Na 1 Snpioupyia Twv nérpivev Saktuliov enefepydotnka éva éroipo poviého piag kdpapag (Siapopetiki and
autég nou éxouv npoavapepBei). Mo cuykekpipéva, kpdtnoa 1o nuikUkNIo pEPOG TNG KAPAPAG Kal PéCw Tou
Edit Mode ené\e€a 1a koppdrtia nou Sev Bélw kai 1a 8idypaya. Ztn cuvéxeia Snuiolpynoa tov kikho, Sinka-
o1édCovrag 1o npIKUKAIO Kal evidvoviag Ta poviéha pe Join. Mapakdre @aiverar 1o éroipo poviéNo nou nipa kai
10 1ENIKS anotéecpa Tng Snpioupyiag Tou Saktuhiou. To material nou éxouv or aktiior eivar iSio pe ekeivo
™G niAng nou Bpiokdtav otnv npcdTn oknvA.

To &eltepo pépog Tng nUAng eival n eico8og nou avoiyel. To ouykekpipévo KoppdT 1o €xel Snuioupynoer and
v apxn kai anoteheital and noAl anAd oxnpara. Avaiutikérepa, Eekivnoa Siapoppdvovrag évav kiBo oe
pop@n napalnAdypappou kai péow 1wy Baoikdv Aeitoupyidv (Scale, Move kai Rotation) katéAna oto 1ENIKS
anoté\eopa. Eivar avaykaio va onpeiwBei 611 perd ané kdBe enelepyacia orig Siactdoeig Twv poviéhwy npénel

va kdvoupe apply 1o scale (CTRL A — Apply Scale), yiati aA\icdg 10 undpler napapdppwon ora material Toug.

Eixéva 56: Circular Gate — Before and After the Creation

Eixéva 57 Circular Gate — Door
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3. 'Ebagog

X0 €8agog éxw ano@acioel va xpnoiponoiiow Toug Saktulioug Tng nUAng, 1o vepd (nou avéluoa oto ke@d-
Aaio 3.3 Xknvi 1) kai éva véo poviélo and 1a assets Tou Max Hay.

To kaivoupio autd poviého npdkertal yia onacpéva nhakdkia, éxouv 1o iS1o material pe tnv népra kar Sivouv
otn oknvA pia nivehid Aentopépeiag. Ta éxw npooBéoel péoa oe kdBe Saktihio oupninpdvoviag Tov kevd
XPOo Kal dnpioupydvrag éva NdTwPa NouU va PNopei va nepnatioel o Xapaktipag ndve and 1o vepd.

Eikéva 58: Floor — Broken Tiles

4. Oowriopdg, Volumetrics kar Kdpepa

a. Qorioudg

AeSopévou 611 Bpiokdpaote otnv i8ia xpoviki nepiobo 1ng npépag pe oldykpion pe TNV nponyou-
MEVN OKNVIA Kal yia va undpxel ouvoxn petall Tov oknvodv, akoholBnoa tov ibio pwtiopd pe v
np@Tn. Avalutikérepa, 10 pwg €pxetal and Tnv apiotepn nheupd Tng onnhidg, Sivoviag €ugpaocn
exei nou enBupcd pe v xpnoiponoinon Twv Spot Lights. O Bearig npdra BAénel 1o nio pwrevd
onpeio Tng Taiviag, SnAadn tnv nlAn, kai perd apxiler va napatnpei kai Tov undloino oxediacud
Tou nepiBaA\ovtog, naparnpdvrag Ta onpeia nou éxw pwticel. TENOG, yia Tov PwTIopS oAékAnpng
NG oknvig, éxw npooBéoer éva Area Light oto ndve pépog.

Eixéva 59: Scene 2 — Lights
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b. Volumetrics

Onwg otnv Zknvi 1, é1o1 kal €8® éxw npooBécel «opixAn» xpnoiponoidvrag évav kiBo pe 1o e€iig
material:

~ Material Qutput
I

lume ®,

A
\. Color - \. Surface

®  Density 0.002 ) ek

\ -
T Anisotro... 0.883 Displacement

Eixéva 60: Scene 2 — Volumetrics Material Eikéva 61: Scene 2 — Volumetrics Cube

c. Kdpepa

Xe auth T Miyn éxoupe First Person View, 8n\abi énwg kai oty npdtn oknviA, BAénoupe péoa and
1a pdna tou Beard. Qotdoo, anogpdoioca va kdve autd 1o epé nio éviovo, ivoviag pia kivnon oty
kdpepa nou Bupiler Ta tpavrdypara érav kdnoiog Bivieookonei. EiSikd oe éva tétoio nepiBdAov, dnou
10 é8agog Sev eival iolo, autég o1 kivioelg Tng kGuepag kdvouv Tny oknvi o peakiotikA. Eneira and
épeuva Bprka kar xpnoiponoinca 1o Swpedv Add on «Camera Shakify». H kivnon 1ng kdpepag éxel
YiVEl pe TNV petakivnon kai neploTpo@n tng otoug afoveg kar v npooBikn Keyframes (I).

Il [ b o] 0 @ sSat 0 En 213

Camera Shakify

Z Walk To The Store

Shake Walk to the Store
Influence 0.37
Scale 1.74

Manual Timing
Speed 1.00
Frame Offset 0

» Misc Utilties

> Custom Properties

Eixéva 62: Scene 2 — Camera Shakify add on
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3.4.2 ANiiyn 2

Ye auth Tn Miyn n kdpepa éxer tonoBetnBei oto apiotepd pépog tng oknvAg, dnou Bpiokovral Ta 5
olpBola tonoBetnpéva otoug nétpivoug nuldveg. To clpBolo Tou 8dooug eival nio éviovo and 1a d\\a kai
10 éxw TonoBerAcel oto Kévipo agou npdkerrarl yia autd nou Ba Bper o xapaktipag péxpr 1o 1€Aog Tou Bivieo.

O 1pébnog e Tov onoio pnopolpe va petapépoupe otoixeia and éva Blender apxeio oe kdnoio d\\o, eival pe
v xprion Tou «Append» (File — Append). H xprion tou npoiinoBérel va undpxer opydvwon pe @akéloug oe
kGBe apxeio Blender énou Ba poipdloupe ta Baoikd oroixeia Tou Viewport (yia napdSerypa 1a poviéha nou
éxoupe xpnolponolfcel yia 1o é8agog Ta TonoBétnoa oe Siapopetikh karnyopia and autrd tng noAng).

Me tn xprion hoindév tou Append petépepa ta pwti(Speva olpBola and v «Xknvi — Mpdhoyo», oe auth
«XknvA 2». H éviaon 1ou @wtég nou eknépnouv éxel napapeiver idia (Light intensity 20.000), extég and 1o
npdoivo nou 1o épraca otnv TipR Tou Light Intensity 70.000.000

W Auta Light Glaw = Ao Light Gloer

Shader 'l-\ CEE
5 5

T Ligit Color

Light Intensity Light Intemsity 70000000

Duter Rim Duter AIm 0300

Duter Rim 2 Duter Aim 2 0200

Eikéva 83: Scene 2 — Red Symbol Light Intensity Eikéva 64: Scene 2 — Green Symbol Light Intensity

KaBdAn tn 8idpkeia autig tng Aiyng anogdoica va kpatiow tnv kdpepa orabBepn, yia v ekolpaon Tou
Bearr, SeSopévou 611 otnv Nponyolpevn Afyn, eixape évrovn kivnon Tng kdpepag. X1n ouvéxela BAénoupe 1o
x€pl Tou xapaktipa va nihnoidlel kal va akoupndel npdoivo, PETapEéPVovidg pag otny endpevn Aiyn Tng
OKNVAG.

3.4.3 Aiign 3

Autii n kivnon Tou xapaktipa va ayyifer 1o npdoivo olipBolo, eixe wg anotéAeopa tnv evepyonoinon Sidpopwv
kpuppévey oupBélwy Tou oToixeiou Tou Sdooug alld kal Ty evepyonoinon g nUAng. lNa va yivel karavontd,
tonoBérnoa v kduepa oe éva onpeio nou Ba @aiverar dAn n oknvA.

1. Qonlbpeva oluBola.
H apxikA éviaon gwtdg nou eixav 1a odpBola otig kKoAdveg eivar otny T 20.000 kai au€dverar

paybaia ora 200.000.000.

Eixéva 65: Scene 2 — Shot 3 Without Extra Lights Eix6va 66: Scene 2 — Shot 3 With Extra Lights

2. A@ou 1a olpBola éxouv @rdoel oTo PEYIoTO TNG PWTEIVETNTAG Toug, Eekivder va KouviéTal o pIkpdg
8aktiNiog Tng nUAng. H kivnon auth eivar eNdxiotn kar n npooBikn tng Aeitoupyei wg transition yia
NV TETAPTN Kal TeEAeuTdia AAYn TNG OKNVAG.
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3.4.4 Ariwn 4
H releutaia MAn eivar kai o 1é\og Tng oknvig katd Tnv onoia avoiyel n ndAn kai o xapaktipag kareuBiveral
npog 1o ekBapBwrikd Pwg. O1 kiviceig nou npayparonoiobvial yia 10 dvorypa Tng niAng eivar:

a. Aaktihiog: Mepiotpopn Tou kard 90 poipeg péow Tou Rotate ( R ) kai nv eicaywyn Keyframe(l)

@ Playback ~ Keying v Market (o] I« o4 4 P ré»l

£ 3

Eixdva 67: Scene 2 — Shot 4 Circular Animation Timeline

b. Mérpivn ndpra: Anoteleitar and 2 pépn 1a onoia perakivnoa npog 1ig aviiBereg kareuBivoeig,
npocBérovrag Keyframes otnv tonoBecia 1wv poviélwv.

@~ Playback v C & Markef 4 #4 o P ré»l
e o 550 [EES00 e

*

Eixdva 68: Camera — Timeline

3.5 Yknvn 3

H oknvii xwpierar oe 3 pépn / Myeig: Front View pe 1a aiwpoupeva vnoid, Side View 1o peonpépl, Side
View 10 Bpddu. O Noyog nou 1a éxw evidel otnv iBia oknvi eival eneibin ouvbéovrar dueca perall Toug Kai
€xouv NoANG i8ia poviéAa apol ol alayEg nou XpeldoTnke va NPAYMATONOINCG® ATAV EAGXIOTEG.

3.5.1 Anwn 1

Eikéva 69: Scene 3 — Shot 1 Rendered View

Apol o xapaktipag nepnardel npog 1o ekBapBwtiké pwg kar acnpiler n 086vn, 10 endpevo oknvikd
nou BAéner eival aiwpolpeva vnoid pe Bouvd kai 8don, al\G kai pia yépupa nou Tov nepipéver va Siaoxioel.
Mapakdre avalbovral Ta HoviéNa Kal ol TEXVIKEG nou éxouv xpnoiponoinBei.

a. Aévipa kai putd eddpoug:

Ta poviéha 1wv Sévipwv kal Tou vepol nou éxouv xpnoiponoinBei eivar iSia pe ekeiva 1wv nponyolpevay
oknvov kai 1a éxw npooBéoel pe Tnv Aermoupyia Tou «Append», dnwg npoavagépBnke. Ta gurd nou kakintouy
SAn v enipdveia Tou e8doug €xouv yiver scatter pe 1o «Biome — Reader» add on.
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b. Anpioupyia aiwpolpevev vnoidv (sky islands)

To Baoiké kai 10 nio evBiagépwy oToIXEIO QUTAG TNG OKNVAG €ival n Snpioupyia auTdV TV aIwPOUUEV®Y
nétpivev kKoppandv yng. Exoviag noA\G references (BAéne eikdveg otnv evérnta 1.2) oxediaca oto xépi tnv
81k pou anhonoinpévn ekSoxri kal Baciotnka ndve oe autA.

To apxiké okentiké npog Tnv Snpioupyia Tou vnoiol oto Noyiopiké Blender, Atav va @nd€w v Bdon. Autd
emireixBnke elkoha péow tou «AN.T.landscape» add on, péow Tou preset «mountain 1». Me Aiya Adyia 1a
vnoid npdkeivial yia avdnoda Bouvd 1a onoia éxouv ndve toug oAékAnpa Sdon.

Eikéva 70: Scene 3 — Sky Island hand Sketch Eikéva 71: Scene 3 — Sky Island Blender Viewport

Y1n ouvéxela, apol noAanhaciaca 10 poviélo Tou Baoikol vnoiol (Shift D) kai tonoBétnoa ta avriypapa ora
onpeia ng oknvig nou rBeka, dpxica va Soukelw ndvw o1ig kKAnparoibeg kar v yépupa.

KAnparoibeg:

H kA\nparoiba eivai eidog avappixntikol ¢utol nou okap@aldvel kai e§anidveral oto 6doog. L1a nepiocdrepa
references nou éywala, o1 Snuioupyoi anogpdoilav va evddoouy Ta aiwpolpeva vnoid pe TepdoTtieg alucideg.
Qotéo0 eyod nBeha va 10 kdvw nio opyavikd, anopaciloviag va xpnoIPONoIAC® TO OTOIXEIO TV PUIAYV. LTnv
apxh pou @aivétav Slokoho kar apkerd olvBeto va @nidw autd ta poviéha. Tehikd n Siadikacia nou akolou-
Bnoa firav an)A, yiari otnpixBnka otig AGn undpxwv yvdoeig kal 1a epyaleia nou eixa orn 8iéBeor pou.

Mo ouykekpipéva, yia Tnv Snpioupyia 1wv kKAnparoidwv xpnoiponoinca éva and 1a €roipa assets tou Max
Hay, éva poviélo kahwSiwy nou kpepdvroucav. Méow tou Edit Mode kai 1wv Baoikdv yvdoewv enefepyaciag
poviéhwv [Scale (S), Rotate (R), Move (G)] kai pe evepyonoinpévo 1o Proportional Editing, Siapdppwoa 10
MoVTEAO TV KaAwbdiwv €Tol doTe va napanépnel oe KATI Mo opyavikd — PuoikS. Ztnv enduevn celidba paivo-
vial ol eikOveg and 1o €1oIpo PovIENO mou nipa kal n TeAIKA Tou €kSoon perd and 1ig alhayEg.
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Eikéva 72: Scene 3 — Wire Model (Max Hay) Eixéva 73: Scene 3 — Wire Model After Alterations

Maparipnoa épwg, é1 xdvovral oto background kar ev éxouv 1éon éviaon. Autd pe obiynoe va xpnoiponol-

Aow 10 «Biome — Reader» add on kai va Siackopnicw gurd oe SAn v enipdveia TV kKAnpaTcidwy, pe Tov
i810 1pbno nou ékava kai oto €8agog. Tnv iSia TexvikA xpnoiponoinca kai yia nv Bdon g yépupag.

w ({ Tweak

System(s) List

Beginner Interface

=il

200.000

Randomize

I3peEsy-awolg

Random

Vertex-Group

Align

Random

Pattern

Inactive

G5 Rockplain clover creeper 01 T

Eikéva 74: Scene 3 — Biome - Reader Settings Eixéva 75: Scene 3 — Creeper Plant Viewport

MEpupa:

H &npioupyia tng yépupag nrav éva texvikd elkolo o1ddio kard tnv dnpioupyia autig tng oknvig. lNa Ta
okahondria Aeitodpynca pe Tov i81o 1péno dnwg Kai 11g kKAnparcideg, &nhadn a diapdppwoa and éva poviého
kahwdiwv Tou Max Hay. Ta undloina oroixeia (ndocakor otipiéng, xeipohioBiipag) Ta Snpiolpynoa pe Tig
Baoikég apxég modeling Tou Blender.
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Eixéva 76: Wood — Diffuse material Eixéva 77: Wood — Normal material Eixéva 78: Wood — Roughness material

Karappdxreg:

‘Eva teleutaio otoixeio mou ABela va npooBéow otn oknvh eival va 1péxouv karappdxieg and Sto vnoid (1o
kevipikd kar auté nou Bpiokeral kdrw 8eid tou). Eival pia nohd ev8iagépwy kar elkoAn Siadikacia nou pnopei
va xpnoiponoinBei oe noMég nepiotdoeig eneibi 1o Baoikd oroixeio eival n eikdéva. Me autd tov 1pdno pno-
poUpe va npocBéooupe Aentopépeieg oe pia oknvA eve Tautéxpova Sev eniBapivoupe kaBéhou Tov unoloyioth
Mag oUte kal Toug xpdvoug nou xpeidCeral va yivel 1o render.

Zexivépe and éva plane, 10 Siapoppdvoupe oto péyeBog nou Béloupe va éxel o katappdxing pag kar Sn-
pioupyoUpe éva véo material (Shader Editor). Z1n ouvéxeia oépvoupe tnv eikdva and Tov unoloyioth oto Shader
Editor, ka1 Tnv evdvoupe péow evdg Color Ramp oto Alpha Channel. Téhog, ndpe oto UV Editor kar npocap-
péCoupe 1o plane otnv eikdva Tou katappdxn.

Ouoiaortikd, o 1pdnog pe Tov onoio Soulelel eivar 611 eneibi 10 evadvoupe oto Alpha Channel 1o Blender
81aBdler 1a Aeukd (avoixtdxpwpa) kai Ta palpa (okoupdxpwpa) onpeia Tng eikdvag, perarpénoviag 1a palpa
oe Sidpava (1a e€apavilel) kai kpardviag pévo ta Aeukd. Me 1o Color Ramp pnopoilpe va kaBopicoupe v
TIpA TV padpwv nou Béloupe va e€agpavifovrar kar avriotoixa néoa Aeukd Béhoupe va kparhicoupe.

Eixéva 79: Waterfall — Image used Eixéva 80: Waterfall — UV Editor
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Displacement
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Hat

Repeat
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Eikéva 81: Waterfall — Shader Edlitor - Material Settings

c. Oupavég, Qwriopdg — Volumetrics, Kdpepa
Oupavég:

O oupavédg SnpioupyiBnke pe v i8ia TexvikA nou xpnoiponoinBnke otov karappdxtn, Snhadn npdkerar yia
pia eikdva ndve oe éva plane. H Siapopd nou éxouv eivar ém €8 Sev xpeialédpacte Color Ramp agoi
Béhoupe va qaivovrar Sha 1a onpeia g eikdvag Tou oupavou. Eniong, yia va pnopei n eikéva va eknépnel
Pwg, éxw evidoer 1o Color tng eikdvag pe 1o Color Tou emission.

Eixéva 82: Sky — Image used

[/ Roughiness

o T —

Eixéva 83: Sky — UV Editor Eixva 84: Sky — Shader Editor - Material Settings
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Qwriopdg — Volumetrics:

O gwriopdg Tng oknviig anoteleitar and 4 Spot Lights kar 1o emission Tng eikdvag Tou oupavod. Ta 2 Spots
eival 1a Baoikd @dTa nou @wriouv T oknvA and apiotepd, yia va tautieral Ye Tov QwTIopd 1@V nponyou-
pevev oknvav. Qotdoo naparipnoa 61 n 8efid nheupd TV aiwpolpevey vnoidy Atav unepBolikd okoteivi,
oxeb6v palpn kar anopdoioa va npooBéow dMa 2 Spot lights nou Ba @dnav pdvo 1a cuykekpipéva patpa
onpeia. Xe oxéon pe 1a volumetrics, akohouBc Tnv TexvikA nou éxw npoavapépel oTIG NPONYOUHEVEG OKNVEG.

Eixéva 85: Lights — Viewport Eikéva 86: Volumetrics — Viewport

Kdpepa:

AnAi kivnon npog ta pnpootd, BAénovrag péoa and ta pdria tou Beari. AkolouBei Tov puBuéd g nponyoipe-
vng oknvig yia va emireuxBei n ouvoxn.

Hetdbrer

Eikéva 88: Camera — Timeline
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3.5.2 Aiiyn 2

Eikéva 85: Scene 3 — Shot 2 Rendered View

Ykondg authg Tng oknvhg eival n npoBoAd Tou xapaktipa, Tou 8dooug oto onoio Bpiokerar aA\G kai n 8n-
pioupyia 1ng peréBaong pe v endpevn Myn. To nepiBaNov napapével i8io pe nv Aawn 1 kai Sev éxel yivel
npooBagaipeon poviéhwv. H eibonoidg Siapopd eivar n eikdva nou éxel xpnoiponoinBei yia background kai
XAPAKTAPAG MOU NPOXwWPJeEl.

a. Background kar 6évipa:

H eixéva nou éxer xpnoiponoinBei yia va 8doer {wvrdvia otnv eikdva, éxer eviaxBei énwg o oupavdg ornv
Muyn 1. Qortéoo yia va pnv eivar anAd pia eninedn emedveia, kpdrnoa 1a 3D otoixeia nou unnpxav nponyou-
pévwg (koppolg évipwy kar pUiNa).

» [ Metalic

o | Roughness

[ Roughness

® Tt

Eikéva 86: Woods — Image used Eikéva 87: Woods — Shader Editor - Material Settings

Aio avapopdg eival 10 e@é nou Snpioupyeitar and 1o Spot light nou eixa npocBécer and v nponyolpevn
oknvii oe ouvbuacpd pe 1a UNa Tou Sévipou kai Ta volumetrics. Me auté tov 1pdno n oknvi anoktd pia
aicBnon &1 auté nou BAénoupe eivar oe évav gavraoctiké kdopo.
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b. Anpioupyia xapakripa:

Tov ouykekpipévo xapaktipa Tov eixa Snpioupyriocel yia Tnv TeAikA epyacia ng oxoNig oto pdBnpa tou «3D
Animation» kal anogdoioa va Tov Xpnoiyonoino® Kal oe autd To project.

To poviého SnpioupynBnke pe 1o npdypappa «MAKEHUMANS. Mpdkerrar yia éva Swpedv npdypappa, oxe-
Siacpévo yia T Snpioupyia npwtdétunwy eodTo — peahiotikdv avBpwnoeiddyv. Enera and v Snpioupyia Tou
XAPAKTAPA OTO OUYKeKPIPEVO Aoyiopikd, €yive n éviali Tou oto npdypappa «Blender», dnou npootéBnkav 1a
textures kai npayparononBnke n Siapdppwon kai TeAeionoinon Tou XxapakThpa.

Aoyiopiké Makehuman: Anpioupyia xapaktipa kai évBuch Tou, pe poviéha kai textures and 1o enionpo site
g koivétntag. Mapakdrw BAénoupe Tig apxikég eikdveg and 1o poviélo Tou xapakthipa pag, kaBodg kar 11g
eIkdveg Twv textures nou xpnoiponoiiBnkav.

Eixéva 88: Character — Without Clothes Eixéva 89: Character — With Clothes Eixéva 90: Character — Eyes

B o8
J..a.!,

Eixéva 91: Character — Teeth Eixéva 92: Character — Tongue Eixéva 93: Character — Shirt

Eixéva 94: Character — Beard Eikéva 95: Character — Moustache Eixéva 96: Character — Hat
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Eikéva 97: Character — Vest Eikéva 98: Character — Pants Eixéva 99: Character — Shoes

Z1n ouvéxela, éxoupe Tnv npooBiikn autol tou poviélou, oto npdypappa «Blenders. Na va npayparonoinBei
auti n 8iabikacia, éyive anoBrikeuon Tou poviélou oto Makehuman oe poppn «Wavefront objp kar oe «T-
pose» Béon odparog, yia va pnopei perd va yiver owori ene§epyaocia kar va npootebei kivnon orov xapa-
KTAPQ.

Files Madeliing

Load

tereclithography

Rig format

l-1a_ps
() Lightmap

I ap

Eikéva 100: Makehuman Export Eixéva 101: Makehuman — Character on T-Pose

Me 1nv npocBrikn Tou poviéhou oto Blender naparnpoipe 611 eite Sev perapépoviar kai Ta textures TV avti-
KeIHEVV nou éxel Ndvw Tou o xapakTipag (pdma, pnhodCa, navieAdvi k.a.), eite perapépovial alé opi-
opéva n kal OAa eivar Sidpava kar dev paivovral.

Eikéva 102: Character with no Textures  Eikéva 103: Character Transparent textures
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Ma tnv Ndon autoU 1o npoBAdparog, emié€ape kdBe poviého Eexwpiotd kal npooBéocape 1o avrictoixo texture,

eved yia v Siagdveia 1wV avrikelpyévev niyape ora «material properties» tou kaBevég kar rpononoicape
pUBuion tou blend mode.

Material Properties — Settings — Blend Mode — Opaque

Material Properties — Settings — Shadow Mode — Opaque

MpooBrikn texture:

Enidoyi poviéhou — Material Properties — New — Surface — Anisotropic BSDF — Color (Image texture) — Open
(em\oyA Tou texture nou avricToixei oT0 POVTENO)

lection | tactical_vest_male.obj

hader
€ Add Shader
L | Anisotropic BSDF

=

R
4y I tactic

Use Nodes

Surface @ Anisotropic BSDF

- - ES =
f " f r

Ambient Occlusion Brick Texture Bright/Contrast Blackbody
Attribute Checker Texture Gamma ColorRamp

Color Attribute Environment Texture Hue Saturation Value Combine Color
i 7 % Default

Object Info Gradient Texture Invert Combine HSV (Legacy)

Default
RGB Ir Mix (Legacy) Combine RGB (Legacy) e

Volume Info Magic RGB Curves Mix
Noise Ti Coocetineat Shader to RGB
Point Density Wavelength
Sky Texture Backface Culling
Voronoi Texture Jpaque
Wave Texture Jpaque
White Noise Texture

Eixéva 106: Add Material with Image Texture
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c. Kivnon xapakripa:

O1 KIVACEIG Nou éxw XPNOIMONOIACE! yia Tov xapaktipa kard tnv Sidpkeia tou Short Film npoépxovral dheg
ané 10 Swpedv Siabiktuakd npdypappa «Mixamo». Exovrag éroipo 1o poviélo oo blender, 1o kdvoupe export
wg «Wavefront (obg.)» kai perd auté 1o apxeio 10 cépvoupe oto Mixamo. Télog, akolouBolpe TiIG 08nyieg
kai npooBéroupe énoia kivnon eniBupolpe. To apxeio nou pag Siver nicw eivar oe popen «FBX (fbx.)» yiari
NEPIEXEI TOV XAPAKTAPA HE Thv Kivnon Tou.

Orav kdvoupe import 1o fbx apxeio, o xapaktipag npayparonoiei Tnv cuykekpipévn kivnon otdoipog, dnhadn
Sev perakiveital péoa otov Tpiodidoraro xdpo Tou blender. Xkondg pou eival va tov kdvw va nepnariocel oe
pia euBeia, SnAadh and éva onpeio A oe éva dMo B. Auté 1o kardpepa pe v eicaywyn 2 Keyframes otny
apxh (onpeio A) kai oto 1Nog Tng Kivnong Tou (onpeio B).

Marker O Hedqpren 21 @ set 0 e 176

Eikéva 107: Character Movement (Walking)

d. Kdpepa kar transition

H kdpepa akohouBei tnv kivnon Tou xapaktipa kar perakiveitar pali, xwpig dpwg va eivar ouvdedepévn pe
autdv (nx pe kdnoio parent). H kivnori 1ng éxer yiver pe nv eicaywyr Keyframes.

Avagopikd pe To transition nou anogpdoica va npayparonoinow, tonoBémoa évav kopud pnpootd otnv kd-
pepa, dote dtav Teleidver auth n Aiwn va pnv BAénoupe tinota népa and tov kopud.

Eikéva 108: Last Frame of the Scene

@~ Playback v Keying ~ View Markel Q 4 ¢4 4 P re
O 00:02+07 0:0

? Summary

Eixéva 109: Camera Timeline
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3.5.3 Aiiyn 3

Eixdva 110: Scene 3 — Shot 3 Rendered View

H Myn autd napého nou Siabpaparileral tnv vixta, anogpdoica va v evid€w oty iSia oknvi Adyo Twv
NOAANA®V KoIVOV oToIxeiwv nou éxel pe v nponyolpevn. Mo ouykekpipéva, kard tnv Snpioupyia tng Eeki-
vnoa pe 1o 810 apxeio blender 1ng nponyolpevng Myng kai péow 1ng npooBagaipeong oroixeio karéAnéa
oto TeNIkS anotéheopa. Ta oroixeia nou €xouv napapeivel eival o xapaktipag kai 1o animation Tou, Ta &évipa

kal To animation — TonoBecia 1ng kdpepag. Mapakdrew éxoupe TNV avdluon Twv extra oToIXEiwY.

a. Background — Qwriopdg, Volumetrics kar 8évipa:

Ta poviéha 1wv Sévipwy éxouv napapeiver iSia, aA\G yia va ¢aiverar 611 Sev BpiokSpaote akpiBodg oto iSio
nepiBaNov pe npiv, npécBeca Bduvoug and 1a Swpedv assets Tou «Plant Library» add on nou éxer npoava-
pepBei.

Eixdva 111: Scene 3 — Shot 3 Extra Bush Viewport Eikéva 112: Scene 3 — Shot 3 Extra Bush Render View

Ma 1o background, éxw xpnoiponoificer pia eikéva 6dcoug Tnv vixta kal péow Tecodpwy Spot Lights evioxuoa
Kal NPocdppooca Tov PTIoHS TG oknvhg otnv eikdva auth. Ta 60o and autd 1a podTa £xouv napapeiver omny
i81a TonoBeoia, pe v Siagopd 411 avri yia Aeukd pwg exnépnouv éva okolpo yalalonpdoivo. Eneibn duwg
BpiokSpaote oe éva okoteivd nepiBéAov, énpene va npoocBéow kal dMeg nnyég pwtdg yia va pnopei o
Bearig va Sei pe dveon tnv oknvi kal Tov xapaktipa péca oe auth. Auté pe obhynoe otnv npooBhkn Slo
aképua Spot Lights nou pwtiCouv aneuBeiag ndvw oto poviého Tou xapakrhpa.
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Eikéva 113: Night Woods Image Used Eixéva 114: Spot Lights Used

Ixetikd pe 1a Volumetrics, éxw npooBéoer 8o napandve kiBoug pe g 18161nTEG Thg opixAng yia va 8dow
BdBog kar va «BoAdow» kdnola otoixeia Tng oknvig yia va napanéunel nepiocdtepo 611 Bpiokdpaote oe éva
vuxtepivé tonio. H npdtn opixAn éxer tonoBetnBei oe onpeio dote va kaldnter Tnv eikéva pe 1a Sévipa yia
v anédoon tou BdBoug, evad n Seldtepn oto €8agog, unovodviag 811 n opixAn éxel «kdroe oto €8agog

Ny tng pdCag Tng.

Eikéva 116: Extra Volumetrics

b. TMuyolapnideg

To Baoiké otoixeio nou nepidapBdver n Myn autig Tng oknviAg eivar ol nuyolapnideg. O Néyog Unapéng autou
Tou otoixeiou eival kaBapd aioBntikdg, apot Bedpnoa 411 Ba €8ive otnv oknvA kivnon kai {wvtdvia. Mapakdre
qaiverar avahutikd n Siaikacia nou akololBnoa yia tn Snpioupyia Toug.

Eixdva 117 Fireflies
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H Snpioupyia 1ev nuyohapniSwyv éxer npayparonoinBei péow 1wv «Geometry Nodes» oto Blender. Ta Bripara
nou akohoUBnoa eivar 1a e€Ag:

Emitter (6nAadn o1 nuyohapnideg)

» TpooBrikn kiBou (Shift A — Mesh — Cube)
» Geometry Nodes Editor — New
» Aiaypagn tou «Group Input» kal petovopacia tou kiBou oe «Emitter»

2] 10 Soane Coliction| Cupe

& Moditier
ool

Eikéva 118: Fireflies Emitter Step 1

o

User Perspective
(0) Scene Gollection | Emitter

& Moditier
Tool

Eikéva 119: Fireflies Emitter Step 2
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Ynv ouvéxela xpeialdpacte éva avrikeipevo 1o onoio Ba akohouBolv o1 nuyohapniSeg. Autd pnopei va eival
ondnnore. Eyd xpnoiponoinca éva napalMnidypappo (kiBog péow tou scale Tov Siapdppwoa oe napalhn-

ASypappo).

» TMpooBrikn napalnhoypdppou (Shift A — Mesh — Cube — Alapdppwon napainAdéypappou)
» Evian autol tou avrikeipévou oe véa culoyh nou Ba tov ovopdooupe «Fireflies»
» Eniloyh 1ou Emitter kai Snpioupyia Twv nuyolapniSwyv péocw tou Geometry Nodes

Omnbnrnote Bpiokerar péoa oe auth 1 oculoyn (Fireflies Collection) Ba éxel nuyohapniSeg.

o

User Perspectve
(0} Scone Collection| Cube

Eikéva 120: Fireflies — Collection

v Collection Infa

v Set Material

o & FIREFLIES

Roughn.

Lacunar

Distortion 0.

Eixdva 121: Fireflies — Geometry Nodes Editor-Creation of the Fireflies
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~ Principled BSDF '

® Ba r

I. Metallic 0.000
I. Roughness 0.500
lO IOR 1.500
:. Alpha 1.000

Mormal
bsurface

~ Emission

6.500

Eikéva 122: Fireflies — Material
3.6 Yknvh 4

Ye auth Tn oknvii BAénoupe péoa and ta pdria Tou xapaktipa éva peydho kdotpo nou Bpiokerar otov unepu-
yopévo oe éva Bouvd. Exw xwpicer ny oknviA oe 2 pépn, 1o foreground kai 1o background. Zro npdro pépog
gvidooovial 6ha 1a poviéha kai oroixeia nou Bpiokovrar pnpootd pag, SnAadh 1a Sévipa, o1 Bduvol, ol
nuyohapniSeg kai 1a volumetrics. Eved oto background 10 Bouvé, 1o kdotpo kai o oupavdg.

OMa 1a oroixeia nou Bpiokovrar oto foreground eivar i8ia pe autd Tig nponyoupevng oknviig kai Sev xpeidlerar

nepetaipw avdiuon yia v Snpioupyia toug. AvriBérwg ta otoixeia Tou background eivar aurd nou Ba avaii-
COUpE KAl MO CUYKEKPIMEVA Tn Snpioupyia Tou kdoTpou.

Eixéva 123: Scene 4 — Rendered View

a. Bouvd

To Bouvd ndvw oto onoio éxer TonoBetnBei 10 kTiopa éxer elkola SnpioupynBei péow Tou «AN.T.Landscape»
add on nou éxoupe npoavagépel, xpnoiponoidviag To preset «Mountains 1»
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Eixdva 126: Mountain — Roughness material Eixéva 127: Mountain — Ambient Occlusion material

b. Oupavég

Onwg kai oTig nponyolpeveg oknvég €Tol kal €8, o oupavdg eival pia eikdva tonoBernpévn ndve oe éva
Plane. Mapakdrw ¢aiverar n eikéva nou xpnoipononiBnke. Ta onpeia g nou Sev Bela va eival opard 1a éxw
kaNdwel pe Ta 8évipa kai To Bouvd tng oknvig.

Eixéva 128: Sky — Image Used
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c. Kdorpo

Ma tn Snpioupyia Tou kdoTpou €xw xpnoiponoiioel SUo poviéha and ta asset packs Tou Max Hay: pia kohdva
kai pia kdpapa (arch). Me v xprion Twv Baocikdv apxdv Tou modeling oto Blender, 8nhabni tou Scale (S.),
Rotation (R.), Move (G) kai Duplicate (Shift D) katdpepa va evddow autrd 1a 8bo poviéha, kataliyoviag oe éva
ikavonointiké anotéhecpa (8e€id eikdva). Qotéoo Bedpnoa 611 pavéray noAl erwxd autd 1o anotéecpa yia
kdotpo kal anogdoica va 1o noAhaniacidow SUo popég, peyaldvoviag autd 1o KTiopa, KAataAfyoviag oTo
TENIKO.

Eixéva 129: Models used for the Creation of the Castle Eikéva 130: Initial Result

Eixéva 131: Final Result
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d. Kdpepa

Teleutaio otoixeio auth Tng oknvAg eival n kdpepa. Onwg avapépBnke BAénoupe péoa and ta pdma tou
NPWTAY®VIOTA, 0 onoiog akolouBei pe Tnv pamd Tou éva oprvog and nuyohaunideg nou Bpiokeral ota nédia
Tou kal pag kaBodnyei otnv dywn Tou kdotpou. Téhog, yiverar éva ehappl (oup Npog Tov NPoopIousd, unovo-
&vrag otov Beari 611 n endpevn oknvA nou Ba Sel, Siadpaparierar oe aurd 1o kdotpo.

@~ Playback v Keying v View Marker 4 ®4 4 P rodl

nary ..

Eikéva 132: Camera Animation Timeline

3.7 Xknvh 5

Eikéva 133: Scene 5 — Rendered View

Me okoné va avabeixBei 10 nepiBdMov é€w and 1o kdotpo anopdoica va npooBéocw auth T oknvA, otny
onoia qaiveral o npwraywviotig va kareuBiverar npog 1a okahid. O oupavdg, 10 kdoTpo, n okdAa, Ta ona-
opéva n\akdkia, o xapakTApag pe Tnv kivnon tou kai 1o Bouvé éxouv avaluBei oe nponyolpeveg oknvég. Ta
kaivolpia otoixeia eival Ta Siapopetikd §évipa — Bdpvor nou kaAintouv v enipdveia tou Bouvod, kaBodg kar
1a Aouhoidia nou éxw xpnoiponoificel Bplda nou avappixotvial otig KoASveg Tou kdotpou. Autd Ta poviéha
TOV PUTOV npoépxovral and 1o Swpedv add on «Plant Librarys».

To evBiapépwv xapaktnpioTikd autig Tng oknvAg eival n aioBnon Tou puotApiou nou Siver otov BearA. Autd
éxel enireuxBei pe Tov pwtiopd kai 1a Volumetrics. Ta @dta 11 oknvAg eival 8o éviova Spot Lights, pe 1o éva
va enikevipoveral oto kdotpo, Toviloviag TG ywvieg Tou, evdd 1o dMo oto é8agog, TonoBetnpévo nicw and
Tov xapaktipa. Me auté Tov 1péno BAénoupe kai Tnv okid Tou TNy dpa nou nepnatdel éxoviag évav Suvapikd
QwTIopd. IxeTikd pe Ta Volumetrics auti n oknvi, Sia@éper and 1ig AMN\eg yiari n opixAn ev kaAdntel dha 1a
otoixeia (poviéla) al\G pdvo 1o €Sagog.

Téhog, n kdpepa eival oratiki pe okond va enikevipwBolue anokAeioTikd otny kivnon Tou xapakThipa npog Ty
eicobo Tou kdoTpou.
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3.8 2knvn 6

H oknvii 6 xwpiletar oe 0o Adwng kar npdkerral yia tnv teheutaia oknvii tou short film. Aiadpaparierar 1a
yeyovéra nou cupBaivouv agdrou o xapaktipag éxel pner oto kdotpo. Mo cuykekpipéva, BAéner pnpootd Tou
va Snpioupyeital n opaipa evépyeiag Tou oToixeiou Tou 8docoug Tnv onoia nAncidler kar nv ayyiler. H §pdon
autii, npokaAei v avtibpaon Tng pndAag, ME TNV PETAKIVNOAR TnG OTO NAv® MEPOG TNG KAMAPAg Kal Tnv
evepyonoinon tou cupBdhou Tou Seltepou oToIXEIOU OTNV IEPAPXIQ, TO OTOIXEIO TNG PWTIAG.

3.8.1 Ariyn 1

Eixdva 134: Scene 6 — Shot 1 Rendered View

H npdtn Myn Aermoupyei avayvwpiotikd, Snhabi yia va kataldBer 1éco o xapaktipag éoo kai o Beariig nou
BpiokSpaote kar va pnopéoerl va Baupdoer Tov xdpo. Mapdho nou npdkeirar yia Ty 1eleutaia oknvA Arav and
1ig mo anAég (kard tnv Snpioupyia Toug) yiati éxel yivelr avakikAwon Tov poviéhwv kal Twv material and Tig
nponyoUpeveg oknvég. Autd onpaiver 611 Ta kaivolpia otoixeia nou éxouv xpnoiponoinBei eival eNdxiota, pe
10 Baoiké va eivar n pndha evépyeiag nou éxw SnpioupyAcel.

la va yivel karavonth n anAdTnTa TnG oKNVAG, NApakdT® aiveral n opydveaon Kai n AIrdTnTa autig TG OKNVAG,
péow Tng enipdveiag epyaciag Tou Blender oto Viewport Shading

Eixéva 135: Scene 6 — Shot 1 Viewport Eixéva 136: Scene 6 — Shot 1 Viewport

51 |ZeAibda



H npdoivn opaipa evépyeiag éxer SnpioupynBei oe Siagoperiké apxeio blender kar éneira éxel yivel n npo-
oBnkn tng otn oknvA. O 1pdnog nou Sollewa eivar pe particles (cwparidia), akohouBdvrag éva tutorial (BAéne
BiBNioypagia). O kbéopog 1wv particles kar o1 Suvarérntég nou pag napéxer oto Snpioupyikd Topéa eival
anep1dpIoTEG.

Ta Particles eival noA\d avrikeipeva nou eknéunovrar and avrikeipeva (mesh, nx kiBog, o@aipa kAn), cuviBwg
oe povddeg 1wV xINASwv. Mnopei va avrnibpolv oe noAég Siapopetikég enippoég kal duvdpelg, dnwg o
dvepog. Me 1a particles pnopodue va dnpioupyAcoupe parNid, okévn, Bpoxn, dupo, xiévi ald kal avTikeipeva
NG avraciag onwg PNAAeg evépyeliag.

MNapakdrw, BAénoupe Ty npdoivn pndAa evépyeiag nou Snpuiolpynca kal XpNoihonoinoa o autiA Tn oknvA.

Eikéva 137: Scene 6 — Green Particle Ball of Energy-Rendered View
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3.8.2 Ariyn 2

Eixéva 138: Scene 6 — Shot 2 Rendered View Eixéva 139: Scene 6 — Shot 2 Rendered View

H taivia pikpol pnkoug kAgivel pJe Tov Xapaktipa va akoupnder Tny undAa Kal va PETAPEPOPATTE OTO OTOIXEIO
g @wnidg. H kivnon tou xapaktipa eivalr and 1o mixamo kai éxel npooteBei pe Tov i8io 1pdno nou eixa
evid€er kal To nepndtnpd Tou.

Kdpepa:

Aol yiveral n enagri pe v pndha, n kdpepa akolouBdvrag v kivnon Tng evépyeiag, tonoBereital oe
onpeio 1étoio @ote va BAénoupe oe koviivé nAdvo tnv ndAn kai 1n Snpioupyia Tou cupBélou g Pwtidg. In
ouvéxela petakiveital péoa otny noAn énou kai teleidver 1o Bivreo.

@~ Playback ~ Keying v View Marker o e e
= 5 z e T

Eixéva 140: Camera Timeline

MndAa evépyeiag:

KaBdg kareuBiverar oto kévipo 1ng kdpapag, n pndAa alélel xpdpa and 10 npdoivo oTo KOKKIVO Kal PIKPAi-
vel, katahhyovtag ekei énou Ba apxiler va Snpioupyeital 1o oluBolo ng pwtidg. Autd éxer emteuxBei pe v
eicaywyn Keyframe oto scale kar 1o Location tou avrikeipévou. Téhog, n aAayh Tou xpdparog éyive ndhi pe
Keyframes otnv nipA Hue tou material oto Shader Editor.

HaidPrer

Eixéva 142: Ball of Energy — Material Shader Editor
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Eixéva 143: Scene 6 — Red Particle Ball of Energy-Rendered View
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4. Post - Production / Premiere — After Effects

H Siaikacia Tou Post Production agopd v 816pBwon 1wv xpwpdtov kai Tou @wtdg alNd kai Tnv anéSoon
g aioBntikig péow Sidpopwv PiNTpwy. Le autd 1o o1ddio npayparonoleital kal n npocBikn TV TiTA®Y, Twv

unéTITA@Y, Tou Snpioupyol, Tng napaywyng, Twv credits, Twv Tpayoudidv kar Twv Sound Effects. H Siadikacia
auth npayparonoinBnke oto npdypaupa tng Adobe, Premiere Pro.

Eixéva 144: Adobe Premiere Pro — Edit Window

4.1 AibpBwon kal evioxuon xpwudiwy

‘Enema and épeuva oxetikd pe Toug Spoug «Color Correction» kai «Color grading», evioxuca 1a xpdupara Tou
Bivieo cav oldvolo. Apxikd oe kdBe oknvi epdppooca «Basic Correction», SnAadi eneepydotnka Tig Tipég TV
«Highlights», «Shadows», « Whites», «Blacks» yia va undpxer pia 1copponia avdpeca ota gwreivd kai 1a oko-

Teivd otoixeia tng oknvihg. Mapakdrew @aivoviar akpiBodg o puBuiceig nou enefepydornka, kabBodg kar 10
anotéAecpa Tng eikdvag npiv kar hJetd and autég.

»  XknvA — Mpdloyog

Lumetri Color

£«  Lumetri Color
~ Basic Correction

None

Eikéva 145: Before the Correction

Eikéva 144: Color Correction Eixéva 146: After the Correction
Properties
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fx  Lumetri Color

- Basic Correction

None

Eikéva 148: Scene 1 — Before the Correction

Eikéva 147: Color Correction Eixéva 149: Scene 1 — After the Correction
Properties

> YknvnA 2

~ Basic Correction

None

Eixéva 151: Scene 2 — Before the Correction

Eixéva 150: Color Correction Eixéva 152: Scene 2 — After the Correction
Properties
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~ Basic Correction

None

Eixéva 153: Color Correction Eikéva 155: Scene 3 — After the Correction
Properties

-~ Basic Correction

None

Eikéva 157: Scene 3 — Shot 2 Before the Correction

Eixéva 156: Color Correction Eikéva 158: Scene 3 — Shot 2 After the Correction
Properties
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Lumetri Color

-~ Basic Correction

None

Eixéva 160: Scene 3 — Shot 3 Before the Correction

Eixéva 159: Color Correction Eikéva 161: Scene 3 — Shot 3 After the Correction
Properties

> Iknvh 4

Lumetri C

fx  Lumetri Color

~ Basic Correction

None

Eikéva 163: Scene 4 — Before the Correction

Eixéva 162: Color Correction Eikéva 164: Scene 4 — After the Correction
Properties
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> YknvA 5

Lumetri Color =

fx  Lumetri Color

-~ Basic Correction

None

Eikéva 166: Scene 5 — Before the Correction

Eikéva 165: Color Correction Eikéva 167: Scene 5 — After the Correction
Properties

> Iknvh b

Lumetri Color =

~~ Basic Correction

None

Eixéva 168: Color Correction Eixéva 170: Scene 6 — Shot 1 After the Correction
Properties
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Lumetri Color =

Color

~~ Basic Correction

None

Eixéva 171: Color Correction Eikéva 173: Scene 6 — Shot 2 After the Correction
Properties

4.2 Tunoypagikd otoixeia kai Axol
Oi unémirhor kai 1a credits éxouv SnpioupynBei aneuBeiag oto Premiere evdd o tithog «The Element Of Wood»

kaBodg kal 1a ypdppara «Presents», «A Film By Karamanos Panagiotis» éxouv SnpioupynBei pe 10 npdypappa
After Effects akohouBcodvrag éva tutorial (BAéne BiBhioypapia).

To short film xapaktnpiCerar and éva @avraotikd xapaktipa kar autdé ABeka va 1o evioxiow kal péoa and Ty
poucikA. Erol pe autd 1o okentikd, éwala oto Siabiktuo «Royalty Free» pouciki kar Sound Effects, dote va

pnopd va Ta xpnoiponoinow oto Bivieo pou. Ta poucikd koppdria kai Ta e@é Bpiokovrar pe olvbeopo oty
BiBAioypaepia.
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5. BIBAIOTPADIA

BiBAia

TPIZAIAXTATH KINHZH XE YNOAQOTIXTH 3D COMPUTER ANIMATION
https://service.eudoxus.ar/search/#s/XIAKAY%200.%20XMYPOX/0

TPIZAIAXTATOX IXEAIAXMOZX MEPIBAAAONTOZ 3D MODELING TIA ANIMATION
https:// service.eudoxus.gr/ search/#s/YIAKAY%200.%203MYPOX/0

Pre — Production Epeuva

https://www.nationsonline.org/oneworld/Chinese_Customs/five_elements.htm

https://imperialharvest.com/blog/five-elements/

https://boords.com/animatic/ what-is-the-definition-of-an-animatic-storyboard#whats-the-definition-of-an-

animatic

https://youtu.be/md8mbgTEflk

Production — Blender

» Epnveuon

Instagram: https://www.instagram.com/maxhayart/2hl=el

Artstation: https://www.artstation.com/max_v_hay

Youtube Videos:

= https://youtu.be/ MuXxs2DM7 x4
https://youtu.be/U4zf1 xolDcc
https://youtu.be/1EtZBTZjhBQ
https://youtu.be/cFXO-82Eodo

> Blender Add-ons

Camera Shakify: https://youtu.be/5guSZWG6UFw
Plant Library: https://blendermarket.com/products/the-plant-library

Biome Reader: https://www.geoscatter.com/download.html#biome-reader
Blender Kit: https://www.blenderkit.com

> Tutorials

Muyohapnideg: https://youtu.be/tedaXMgMYts

Mpdoivn oaipa: https://youtu.be/CrOboutVYHH8

Nepd: https://youtu.be/olnZyeNBIfM

Modeling anhég kdpapeg kar koAdveg: https://youtu.be/7RTlofn4f8g

Post Production — Premiere Pro — After Effects

» Color Correcting and Color Grading

https://youtu.be/RvFCnVRcT3Q

https://www.colorgradingcentral.com/masterclass/adobe/2wvideo=yr796m84kb

» Fantasy Title on After Effects

https://youtu.be/Z5Fm2U1Kb5Q
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https://service.eudoxus.gr/search/#s/ΣΙΑΚΑΣ%20Θ.%20ΣΠΥΡΟΣ/0
https://service.eudoxus.gr/search/#s/ΣΙΑΚΑΣ%20Θ.%20ΣΠΥΡΟΣ/0
https://www.nationsonline.org/oneworld/Chinese_Customs/five_elements.htm
https://imperialharvest.com/blog/five-elements/
https://boords.com/animatic/what-is-the-definition-of-an-animatic-storyboard#whats-the-definition-of-an-animatic
https://boords.com/animatic/what-is-the-definition-of-an-animatic-storyboard#whats-the-definition-of-an-animatic
https://youtu.be/md8mbgTEfIk
https://www.instagram.com/maxhayart/?hl=el
https://www.artstation.com/max_v_hay
https://youtu.be/MuXxs2DM7x4
https://youtu.be/U4zf1xoIDcc
https://youtu.be/1EtZBTZjhBQ
https://youtu.be/cFXO-82Eodo
https://youtu.be/5guSZWG6UFw
https://blendermarket.com/products/the-plant-library
https://www.geoscatter.com/download.html#biome-reader
https://www.blenderkit.com/
https://youtu.be/tedaXMgMYts
https://youtu.be/CrOboutVHH8
https://youtu.be/olnZyeNBIfM
https://youtu.be/7RTlofn4f8g
https://youtu.be/RvFCnVRcT3Q
https://www.colorgradingcentral.com/masterclass/adobe/?wvideo=yr796m84kb
https://youtu.be/Z5Fm2U1Kb5Q

Music
®  MuotnpidSeg pouciki: hitps://youtu.be/KoxxBeH7J3Q

Sound Effects

® Hxor Znn\idg: https://youtu.be/BRWPrVAmgbo

e Xopwbdia: https://youtu.be/jY1xuE{8|Wo

e Kivnon néprag — Lipoipo nérpag: https://youtu.be/168NBT32f44
e  WiBupor: https://youtu.be/P5ADgo2DjUl

e [lepndrnua oto 8doog: https://youtu.be/-P6pf3etz9s

® 'Hxol ntnvedv oto 8doog: https://youtu.be/ufUiBgPouNM
e T[lordur: https://youtu.be/6cCH_iRvQ4M
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https://youtu.be/KoxxBeH7J3Q
https://youtu.be/BRWPrVAmgbo
https://youtu.be/jY1xuEj8jWo
https://youtu.be/168NBT32f44
https://youtu.be/P5ADqo2DjUI
https://youtu.be/-P6pf3etz9s
https://youtu.be/ufUiBgPouNM
https://youtu.be/6cCH_iRvQ6M
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