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MEPIAHWH

H mapouoa ttuxlakn epyacia amoteAel pia dtepeivnon yupw amo TPOTouC Kat
TEXVIKEC ONpoupyiag evog 3d pouoikoL Bivteo —visualizer, yia to rap HOUGIKO

Koppdttl “Dead Mic feat. Ruby - Ta' pag 6a' vat”.

To Bivteo amoteAsital ano pla tplodldoctatn audio reactive kKAepudpa kat Evav
avOpWTILVO XapaKTHPA IOV HE TN Xpron animation kat edp€ avanaplotoLyv ta
VONUATA ETUAEYHEVWY OTIXWV.

AnuloupynBnke cuvdudadovtag PIKTA epyaleia Kupiwg ota poypdappata Blender
kat After Effects yla tnv mapaywyn 3d animation,omtikwy edp€ Kabwg Kat
TEXVIKWY CLYXPOVIOHOU AXOU Kal EIKOVAC .

ATIO Ta apxIKa otddla TNC Epevvag Kal dlapopdwaonc Tou concept, Ewg Kat tnv
OAOKANpwWOoN NG Tapaywyng tou Bivteo, 6a availubouv 6Aa ta otolxeia BApa

Tpog Bripa.

NEEelg KAeLDLA:

Music video visualizer, 3d animation, audio reactive, visual effects, blender



ABSTRACT

This thesis presents in detail ways and techniques of creating a 3d music video -

visualizer, for the rap music track "Dead Mic feat. Ruby — Gia mas tha nai".

The video consists of a 3D audio reactive hourglass and a human character that,

using animation and effects, represents the meanings of selected lyrics.

It was created by combining mixed tools to produce 3d animation, visual
effects, as well as sound and image synchronization methods, using mainly

Blender and After Effects programs.

Beginning from the stages of research and concept development, up to the

completion of the video production, all elements will be analyzed step by step.

Keywords:

Music video visualizer, 3d animation, audio reactive, visual effects, blender



Euxaplotieg

Oa nbeia va adlepwow AUTAV TNV epyacia otov cuvipodo tng (wWNAg pou Maplo

Kal otn Untépa pou MNewpyia yia tnv aydrnn kat tn otApLén toug .

Euxaplotw wBrattepwg toug dpidoug pou MixdAn TooupdaAidkn (Dead Mic), Ruby
Sleeman (Ruby) kat 2ZtéAlo Mdywatdn ya TO HOUCIKO KOMHATL TIOU HOU

EUTILOTEVTNKAV.



Mivakag meplexopévwv

[ 52 Y I 0 I R 9
MEPOZ A: TTIPOTIAPAT QI H..c.cuiuiiiiiiiiiiiiiiiiiiieiireititeteteteteeacecacensecencaenes 12
T, EPEYNA L 12
1.1 RAP MOYZIKH KAI HIPHOP KOYATOYPA .....oiiiiiiiiiiiiciicici e, 12

1.2 EMIAOTH MOYZIKOY KOMMATIOY ...cuiiiiiiiiiiiiiiiiiicicicica e 18

1.3 SDANIMATION ...iiiiiiiiiiiii e 20

1.4 VISUALIZER ....ovniiiiiii e e 22

1.5 ONTIKAEDE . coeiiiiiiii et 25

2. ANANTY=H NAPATQIHZ /TIPOETOIMAZIA ... 28
2.1 ANAAYZH MOYZIKOY KOMMATIOY ..cuiiiiiiiiiiiiiiiiiniicicici i 28

2.2 ZHMEIA ANAD®OPAZ (REFERENCES).....cccoiiiiiiiiiiiiiiiiiiiniicciceene 34

2.3 MOODBOARD ..ottt e 41

2.4 STORYBOARD. ...ttt 42

2.5 CONCEPT .ottt 48
MEPOZ B: MAPAT QI H...coauiiiiiiiiiiiiiiiiiiieiiceittetieteteteteteitacecacesecencacenes 51
3. NOTIZMIKA, EPTAAEIA KAITEXNIKEZ .....cooviiiiiiiiiiiiiiiic i 51
4. YAOTIOIHZH oo 55
4.1 KAEWYAPA ..o 55

4.2 ANOPQITINH OITOYPA ...t 84

4.3 ZKHNEZ ..o 87
MEPOZ I': METATNAPATN QI H...c.aeieieiiiiiiiiciirciiireircerceeecececeecneeennenens 107
5. 3D RENDERING ...ttt 107
6. AUDIOREACTION.....citiiiiiiiiiii 110
7. ONTIKAEDE... ..o 119
8. Z2ZYNOEZH -2YITXPONIZMOZ - MONTAZ.....coovviiiiiiiiiiiicccean 128
AYZKOAIEZ KAIFAYZEIZ.....c.cuieniniiiiniiiinieinitinitenitnenteecattecetesasecansasansacanes 132
ZYMIIEPAZMATA ..ot ctititiitttteteretttetteteitecattecatecastesassasassasassassssassnns 134
BIBAIOTPADIA.......cuiiiiiiitiitiitirtiteittiteiteieeieeieeteetessssssassssessssssssssssassasenss 136



EIZAINQrH

H mapoloa mruxlakn epyaocia amoteAel pla avaAutikn dlepelvnon yupw armo
TPOTIOUC KAl TEXVIKEC dnuloupyiag evog tplodldoTatou pouolkoU Bivieo -

visualizer yla to pam pouotko koppdtl “Dead Mic feat. Ruby - Na 'pag 6a 'vat”.

To B€pa tou TpayoudloL ival 0 TIPOCWTILKOC ATIOAOYLOHOC TOU avBpwTtou KaTtd To
TMEPACHA TOU XPOVou, Td Blwpatd Tou w¢ pabnuata R weg anwbnuéva kat n

arodoxn Tou eautou Tou.

Ol mpwTtaywvioteg Tou visualizer eival pua kAePudpa Kat Evag AvepwTtog TTou Je
™ xpnon 3d animation, omMTIKWY €€ Kal dNUIOUPYLKNCG ouvBeong oto povial
Slvouv epdacn O0To VONHA OPLOPEVWY ETUAEYHEVWY OTIXWV “KAELBLWYV” CUHBOAKA,

aAvVATTapaoTaATIKA 1 adalPETIKA.

2KOTOC NG epyaciac eivat va amodobel 1o voOnua Kat n atcdntikg evog
OUYKEKPIHUEVOU Tpayoudlol pam HE TEXVIKEG Kal epyaleia 3d animation,

ONULOUPYWVTAC Eva TPLoOLACTATO POUOLKO Bivteo -visualizer.

Emti p€poug otoxol

1. Na eival EUEAIKTO Kal XPNOTIKO £TCL WOTE va PTOPEL va xpnolgototndei
ETILKOUPLKA Kal va evioxUoel Tnv mapoucia tou tpayoudlol pam otn
HOUGLKN oKNVA.

2. Na ocuvodelel wg UAKG $OVTOU TIC TIAPOUCLACELE TOU Tpayoudlol oe
OUVAUAIEG HECW OULUYXPOVIOHUEVNG TIPOROANG oe TpPoTIEKTOPA yla va
eVOUVAPWVEL TN OKNVLKA Ttapouciaon Tou Tpayoudlou KAl ToU EPUNVEUTH.

3. Na dwoel v aicbnon tng ouVoXAG ota volpata Kal TG IKOVEG HE
HWIHAALOTIKO OTUA, akoAouBwvtag 1o vOnua Twv AEEEWV-KAELIOIWY TWV

OTiXWV.



Ta epeuvnTIKA EPWTHAUATA TTOU dnuloupyouvTdl sivatl

1. Mg molov 1poTo ptopei va dnuloupynBei €va visualizer mou Ba Baciletal
Kat 6a avadelkvuel TA VOAPATA TWV AEEEWV-KAELSIWY TWV OTiXWV €VOQ
OUYKEKPLHUEVOU paTt TPAYOLdLOU;

2. MwcgBapmopeiva anodobei 1o vONUA TWV OTIXWV HE PUIVIHAAOTIKO TPOTIO ;

3. Mg mola epyaAsia Kal Ye TIOLEG TEXVIKEC UTTopOUV va avarnapactadouv ta

TTOAAA KAl SLAPOPETIKA VO HATA TWV OTiXWY, dLATNPWVTAC HULd CUVOXN;

MeBodoAoyia

H pebodoAoyia mepapBavel pla dlepevvnon tou eidoug tou 3d animation video-
visualizer ywa va kaBoplotei 1o MAdioclo pge Bdaon to omoio Ba dnuiovpynbel To

visualizer.

Alepeuvwvtal 3d animation epyaleia Kat TEXVIKEC OTITIKWY £PE KL CUYXPOVIGHOU
NXOU Kal £IKOVAC yla VA EVIOTILOTOUV Ta KAtaAAnAdtepa yia tn dnulovpyia pe tov

KaAUTEPO duvaTto TPOTIO TOU visualizer TOU CUYKEKPLUEVOU TpayoudLlol part.

Aopn epyaociag

H mapouciaon tng epyaciag dopnbnke oe tpia Baocikd pépn olLudwva Pe tTa

otdadla tou akoAouBndnkav katd tn dLAPKELA TIPAYHATOTIOINoNG TNC.

210 Mépog A - Mpomapaywyn epsuvwvtal ta Bacikd media mou oxetidovtatl Je 1o
Béua Tng epyaciac wote va mpoodloplotel n katevBuvon avdmtuéng TG

TTapaywyng mpv tn Aqin oxedlactikwy arnoddcewv.

To mpwTto KedAAAlo TNC £€peuvag eKvA Pe T dlepelivnon TOU PATT PHOUGCLKOU
eidoug kat tng hiphop kouAtoUpag otnv otmoia avAkel, Tpoacdlopidovtac ta
XOPOKTINPLOTIKA KAL TNV AloONTIKN TOU KAl KATAARYOVTAC OTOUG AOYOUG TIOU EYLVE

autn n ettidoyn. AKoAouBei N Tteplypadr TOU CUYKEKPLHUEVOU PATT TPAYOUDLOU KAl
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TWV AOYWV TIOU ETIAEXTNKE. 2TN cuvexelda Ttapouaotddovtatl ol Adyol ETUAOYAC TNG
TeEXVIKNGTOL 3d animation KabwcKal ol oXeDLACTIKEG TOU duvatoTntec. AKOAOUBEL
Hla HEAETN YUPW ATIO TA XAPAKTNPLOTIKA TWV Visualizers, 0 cUyXpovog OpLoHOGC,
Kal ol okoTtol ou e€uttnpetouv TEAog, Ttapouaotdldovtal dU0 KATNYopIieg OTTTIKWY
ed€ TOU XPNOLUOTIOINONKAV OTn OUYKEKPLUEVN €pyacia Kal ol Aoyol Tou

ETUAEXTNKE N XPON TOUC.

To devtepo KeddAAalo TTapoucotaldel TNV AVATITUEN TNC TIAPAYWYNCG OE TIEVIE
otddla mou TmeplAapBdvouv tnv avaiucon dopNC¢ Kal OTiXwWV TOU HOUGLKOU
KoppatioL yia tn dnuloupyia cevapiov, ta onueia avagopdag (references), to
moodboard, 1o storyboard kat tnv TteAKN dlapopdwon tou concept wg

ATOTEAECHA TNG EPELVAC.

210 Mépog B - Mapaywyn avaAvetal dle€odikd n dladlkacia tng mapaywyng
opyavwpevn oe dU0 KEVIPIKA KEbAAala.

To mpwto mepAauPBavel Ta AOYIOHIKA, TA €pyaAsia Kal TIC TEXVIKEC TOU

Xpnolgotmotnenkav.

To 0Jevtepo kedpdAawo Tmapouoltdlel avVOAUTIKA TNV UAoToinon Tou
TPLOOLACTATOU OXEDLAOHOU QVTIKEIPMEVWY KAl OKNVWYV Kal Tn dngloupyia twv
OTITIKWYV £QE.

210 Mépog I - Metanapaywyn mapouctaletal n dnuoupyia evog audio
reactive odnyou, n donuloupyia Twv OMTIIKKWY €P€, N cuvBeon-povtal TwWv
ETIHEPOUC OTOLXEIWV KAl 0 TEAIKOC CUYXPOVIOHOG NXOU KAl €LKOVAG Kal n

oopbwon dwtlopouL tou Bivteo (color correction).

11



MEPOZ A: NMPOMNAPAIQrH

1. EPEYNA

MNa tn dnuoupyia evoc CUYKEKPLUEVOU pouolkoU Bivieo eival amapaitntn n
OUOTNHATIK BlEPEVVNON VLA TA OTOLXE(C TNG OTITIKOTIOINONC TOU BEPATOC WOTE va
yivouv Katavontég ol €VVOolEG, TA XAPAKTNPLOTIKA Kal ol duvatodtinteg TOU
uTtdpxoLV Kal va eTiReBatwbei N kKataAAnAOANTa tng eTAoyng Touc. Exovrag wg
case study tn Onuwoupyia evog 3d pouowkoU Pivieo visualizer ywa €va

OUYKEKPLUEVO PATT HOUGLIKO KOHUMATL, dlepeuvnBnkay Kat avaAluonkav:
e To POUGLKO €i00¢ KaL N YEVIKOTEPN KOUATOUPA GTNV OTIOla AVAKEL
e TO CUYKEKPLUEVO HOUGCLKO KOUMATL TTOU ETIAEXTNKE
e T0 3d animation wg TEXVLKN KAl 0L AOYOL TIOU ETUAEXTNKE

e Ta visualizers wg MPOC TOV OPLOHO, TA XAPAKTNPLOTIKA KAl TOUC AOYOUC

KataAAnAGAnTac.

e Taomrtika ed€ wg duVAPLKEG Tpooopolwoelg (dynamic simulations)

1.1 RAP MOYZIKH KAI HIPHOP KOYATOYPA

H rap pouoikn n to rap omwc Kolvweg ovopddetal anotelel €va ano ta técoepa
Baowkd otolxeia tng Hiphop kouAtoUpag padi pe to djing, to breakdance kat to
graffiti. Me okoTtO TNV KAAUTEPN KATAVONON TOU HOUGCLKOU £id0UC KPIvETAL GKOTILLN
n dlepelivnon Tou TAALCiou HEoa OTo OTtoio yevvnBnke KABwC Kal Twv Bacikwy

otadiwyv Tng e€EAENC TOU.
H yévvnon tou hiphop

To hiphop eival éva pouoiko Kal TIOALTIOTIKO Kivnua, Ttou avamntuxdnke katd ta
pHéoa Tig dekaetiag tovu '70 péoa oTig yettovieg tou Bronx (H.M.A.). Ot teploxeg
AUTEC KatolkoUvIav KUupiweg armod TIC ETOPEVEC VYEVIEC TWV APPLKAVIKWY
TANBuopWV o eixav petadepbel oTNV AuEPLIKAVIKA ATIELPO WG OKAABOL, oL oTtoiol

12



JoVvoav og cUVONKEG PTWXLAC, HE UTIOTIHNHEVA KOWVWVIKA dlkalwpata, plwvovtag
£VTOVO PATCLoMO Kal Bia amo Tov €MIKPATECTEPO APLOUNTIKA AsUKO TTANBLGCUO.
Aoyw Twv dVCKOAWV cuvOnkwyv dlaBiwong kKabwcg Kal Tng Puxoyewypadiag tng
TEPLOXNG, avamtuxbnke €vag KowoBlakOg Xapaktnpag ouvlmapéng, HE Tov
TMANBUGCHO va PEvEL og PeyaAa KTipla TUTIOU €PYATIKWY Katolkiwy (Etk.1), Ttou
AANOTE ATAV EYKATAAEAEIUHPEVA KL AAAOTE XPEWVOVTAV HECW TWV PeyAAwv real

estate Tou ta dlaxelpidovrav.

Tnv (dlatepiodo n Nea Yopkn eixe xpeokomnoel. Q¢ eTakoAoubo TN XPEOKOTIAG
ol LOLOKTATEG KTIplwyV o€ peyaAeg ektacelg tou Notiouv Mmpove (Ek.2), mAnpwvav
EUTIPNOTEG YylA va TUPTIOAOOUV TA KT{PLA TOUG TIPOKELUEVOU va AdBouv
aocPaAloTikn antolnuiwaon, evw n dloiknon tTng TOANG -Ttou cUUBOVAgUOVTAY ATIO
tn RAND Corporation (PeydAn KInNUATOMUEOLITIKN €talpeia) va KAeioel toug
TTIUPOGRECTIKOUC OTABOUC KAl VA aPACEL TIC PTWXOTEPEC TIEPLOXEC TNE VA KAOUV-

To adnoe va cupBei (Jelly-Schapiro, 2019).

ME€oa o QUTEC TIC OUVONKECG N TEXVN ATMOTEAECE €va onUavtliko mapdbupo
ekppaong, YPuxaywyiag kat OnUIOUPYIKOTNTAC YA TNV KATATILECUEVN Kal
eplBwplomolnpévn veoAaia. Zuxvd tomoBeTouvIav Autooxedla nxoocuotTnUata
(sound systems) oe MAateieg kat yéoa otig yettovieg (Ewk.3), pe toug DJ va taidouv
Olokoug ota TUKAT, MPe ouvdedepeva avolxtd MIKpOdwva Omou oTixol
arayyeAoviav puBuika amd toug rappers (mcs), evw TapdAAnAa taiaviouxol
véolL €kavav emidelén xopou (breakdance) kabBwg kat Bayipo pe ompEL oTOUC

Toixouc (graffiti).

LJ
N
“
C RS
n
[

Ewkdva 1: NEot oTiC KauEVEC YEITOVIEG TOU Bronx
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Ewkova 2: Xaptnc mou dnutoupynBnke yia to BiBAio“Nonstop Metropolis: A New York City Atlas”
www.pbs.org/independentlens/blog/how-the-burning-of-the-bronx-led-to-the-birth-of-hip-hop/

MPOoCoTeEAAaTNKE OTIC 8/9/24

Ewkdva 3: Autooxedto Djing ato Bronx, /mtnyn: https://www.gothamcenter.org/blog/the-streets-are-still-part-
of-bronx-hip-hop
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Tatéooepa autd otolxeia evwonKav o€ pla KOUAToUPA TIoU CUVTOHA OVOUACTNKE
hiphop kat tapoAecg tic aviipdoelc Tou TAalciov dnuloupyiag tou, €uele va
aroteAécel pia amod TG 1o dNUOPIAEIC HOUCIKEC KOUATOUPEC TNG OUYXPOVNC

ApEPLKAC AAAA KAt TOU SUTIKOU KOGHOU.

Tic emopeveg Oekaetiec n hiphop KouAtoUpa efeAicostal POUCIKA Kal

dlapopdwvovtal KWOIKEC, AEKTIKOL, KIVNOLOAOYIKOL, OTIALOTIKOL KAl KAAALTEXVIKOL.

To old-school hip hop, pe ticblues, jazz, funk katdisco kataBoAEg tepva otnv new
school emtoxn. Ta beat amAomolovUvtal pe tn xprion minimal drum machines, kat ot
NXOoL yivovtal TLo TEPAPATIKOL KAl EKAEKTIKOL HE TNV TEXVIKNA TNG detypatoAnyiag

(sampling).

Me tnv €vapén tou 20° awwva to hiphop AapBavel peydAeg dlaocTtAoEL; HECW TOU
OLadIKTUOU Kal TNE duvatoTnTag mpocBacng otnv texvoAoyia. Ao tn yla mAeupd
N HOUOLKNA peTadidetal pe TaxuTatoug pPUBUOUC OTOUG AKPOATEC KL ATTO TNV AAAN N
TpooBacn MAEOV € AOYIOHLKA HOUCLIKAC Ttapaywyng yivetal epiktn. NMapdaAiAnia n
€lKOVA KAl N Tapaywyr OTTIKOAKOUOTIKOU UAIKOU apxilel va kuplapxel. To
oLyxpovo hiphop sival TTA€ov €va CUUTIAEYHA HOUGIKWY EL0WYV KAl KAAALTEXVIKWYV
mediwy Kal LOEWV PE AOTIKO TIPOCAVATOAICHUO, CUUTIEPIAQBAVOUEVOU TOU X0pOoU,
NG TEXVNG, TNG TNAEOPAOcNC, TOU Klvnuatoypddou, tng podag Kat Guolkd TNng

HOUGLKAC TIoU €xel dTaoel og KABe ywvid Tou TAavhtn (Green,2003).

To pam

H rap pJouolkn 1 To rap OTwC¢ Kowwce ovopaletal eivatl iowg n o dnuodAng
KaAALTexvikn popdn tou hiphop (Green,2003)., kal TToAU cuxvAa ol dUo 6pol (rap kai
hiphop) xpnolotmolovvtal tavtdéohnua yia va mePlypAdPouv TO CUYKEKPLUEVO

Houolko eidoc.
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Rap amokaAeital n puBuikn arayyeAia otixwy mou Baocidetal cuvnOwcg oto pudbuo
kamolou beat nf instrumental (opyavikol) poucilkoU Koppatiol. Mmopei va
TpaypatotmolnBel Kat akaméAa, xwpic dnAadr Kamola Pouoikh uttokpouon. Ot
TEXVIKEC TOU rap, taAeyopeva flow, eivatl avdioya twv duvatoTATWY TOU PATTEP Kal
Xapaktnpiouv To OTUA NG PUBUIKAG adriynong Twyv oTixwyv (tnv Taxuinta, To

HETPO, TNV HEAWDBLKOTNTA K.A.)

lNatnv ovopaocia, tapouvaotddovial TPEL; EKOOXEC TIPOEAELONC.

[ {3 2]

e H mpwtn avadepel OtL To “r” mMpogpxeTal amo 1o “rhyme” (pipa) kat to
“rhythm?”, evw 1o “p” amno to “poetry” (Ttoinon).

e HdeUtepn Bewpel wgTpoEAeLON TOL rap Tov 6po “rhapsody” (padwdia).

e H tpitn ekdoxn avadepel OtL N AEEN rap Xpnolhomolouviav we pRpa Kat
OUCLAOTIKO OTNV APYKO JLAAEKTO TWV VEWV adpoapeplkavwy tn dekastia
Tou 70, onuaivovtag tn cuvioun €&uttvn cudAtnon KAtd Tn cuvavinon oto

opouo.

2uvnBwc ol otixol ypddovtal amo Tov idLlo ToV KAAALTEXVN TTOU TOUC TPAYOUDAEL KAl
avaloya PE TO TEPLEXOUEVO TOUG, TO paTT XapaKtnpidetal we: ToALTIKO, conscious,
battle, gangsta rap, ouvaiobnuatiko, abstract k.a. Emiong pmopei va esival
amotéAeopa autooxedlacpou (freestyle) omote ol otixol dnuloupyolvtal Tl

TOTIOU Kal eAsVBepa.

AvdAoya pe Toug oKOTIoUG aAAd Kal Ta JECA TIOU XpnolJoTtiolouvTal yla tpowonon,

xapaktnpidetat wg underground, TTOALTIKO 1} mainstream gUTIOPLKO.

H omttikn tautétnta tou hiphop

H omtik tautdtnTa Kal alchntikhg TG rap HOUOCLKNAG, w¢ HEpocg tng hiphop
KOUAToUpag eivat cuvudacpévn pe tnv tExvn tou graffiti. H t€xvn tou dpduou
oTtw¢ aAlwe anokaAeital, yevvnbnke oto dnUocLo XwpPo, o€ TIAaTEieg, SPOUOUC
KQL YELTOVIEC WG avAykn Ekppaonc, aviidpaong kat dnAwaong tapouaciag Twyv VEWV
TTou OUV PHECA OTIC ATPOCWTIEC HEYAAOUTIOAELC.
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Xapaktnplotikd otolxeio tou graffiti amoteAovv ta tags, ONAAd Ol TIPOCWTIKEG
uttoypadeg tTwv nicknames emAoyng, TOU amoteAovvtal amd xelpoypada
tuttoypadikd otolxeia kat cUPBoAa. Eaokouvtal and toug graffiti writers pe
pHapkadodpoug Katl oTpel Kal adoul eEolkelwBoUY apKETA Pe TA epyaieia kat Ttnv
TuTtoypadia tepvAvE OTO ETTOPEVO OTADLIO TWV GOUCKWTWY ypappdatwy (bubble)
KalL apyotepa o€ TO TePIimAoKeg TeXVIKEG (wild style). ZuvABwg ol rappers
aoxoAouvtal tapdAnAa kat pe to graffiti, pepovwpéva n oe opadecg (graffiti crew),
€XOVTAC TA TPOCWTIKA Toug tag (uTtoypadeg) To omola Kal XPNOLHOTIOoUV WG

OTITIKEG TAUTOTNTEC.

Melovektipata tng rap

OplopEVa HELOVEKTAHATA TTOU TIAPOUGCLAZEL TO CUYKEKPLUEVO HOUGCIKO €id0o¢g eival

Ta akoAouba:

e 2TO TEPLEXOMEVO TWV OTixwv ouxvd mepliapBdavovial ekdpdoelg Biag,
oeflopou, plooyuviopoUL kat opodoBiagc. Me autdv tov TPOTO N pam
HOUGLIKA oKnv TeplopideTal Kal MHETATPETETAL O AKATAAMNAN Kal
anmwonTikn yia tadld aAd kat yla dtopa 1ou deV AvhRKOUV OTO avdpLlko
dUAo.

e O peydrog BabBuodg ePTTOPELPATOTIONONG TNC PATT POUGCIKAC EXEL WG
armotéAeopa TN yprnyopn mapaywyrn HOUGCIKAC HME OKOTO TNV £dnuepn
KatavaAwon Kal Tov KEPOOOKOTILKO XapaKTInpa.

e Hadopoiwon tng rap HOUGIKAC ATtO TN YEVIKOTEPN Kolvwvia Tou Bedpatog
€XEL WG amoTtéAeopa va £xel armocuvdebei amo tnv dlhocodia tou hiphop

WG HOUGLKO, KAAATEXVIKO KAl KOWVWVLKOTIOALTIKO Kivnpa.

OLAdyoL EMAOYN G TNG PATT HOUGLKAG VLA TO GUYKEKPLUEVO case study:

H emiAoyr Tou rap HoUGIKOU £i00UC YL TN CUYKEKPLUEVN epyacia €yive ylati tAnpoi

OVo Bacoikég polmobeaoelc yia tn dnulovpyia tou Bivieo visualizer.
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1. H mpwtn adopd otnv UMapén beat dpa puBUIKOTNTAC WOTE vad
onuloupynBei audio reaction mavw o auto.

2. H deutepn eival n vTapén otixwv wote va dnuloupyndouv pe Bdon ta
VONUATA TOUC CUPTIANPWHATIKEG OTO Visualizer elKOVEC Kal va XTIOTEL hla

TIAOK).

ErumAgov Adyol tpotipnong eival ot akdAouvbot:

o ArmoteAel HEPOC PG ELPUTEPNG KAALTEXVIKAG KOUATOUPAG HE KOLWVWVIKO-
TtOALTIk6 background.

e Eilvalpiwa clyxpovn HOUGIKN PE PEYAAN arevBuvon Kal TIOAAEG SUVATOTNTEC.

e Ouotixol yrtopouV va dnuLloupyolV ELKOVEC Kal va Jetadidouv pnvouata.

e ArmoteAel dnNULOUPYLKH TIPOKANGCN N OTTTIK AvVATIAPACTACH TWV TIOAAWY KA

OLadOPETIKWY OTIXWV XWPIC va arnooTidtal N akpoacon KAl Katavonor Toug.

1.2 EMIAOIH MOYZIKOY KOMMATIOY

To KoppATLTIoU ETUAEXTNKE eival To «Ma ‘pag Ba ‘var Ttou amoteAei Eva TPOCWTIKO
part koppatt tov Deadmic pe tn cuppetoxn tng Ruby Sleeman ota pwvntikd. Tn

pHouolkn Ttapaywyn ékavav o TXN oe cuvepyacia pe tov BMC.

To Keviplko BEpa tou eival 0 dlATPOCWTILKOG AVOPWTILVOC ATtOAOYIOHOC OTOo

TEPAoHA TOL XPOvou.

H pouoikn amoteAesital ano 1o beat Kat 1o NAEKTPOVIKO PUTIACO O€ TIPWTO TIAAVO, PE
peAwdia ano cuvBeodllep. Pwvntikd aroteAeital amod to par tov Deadmic kat ta

HEAWDLIKA TpayoudloTikd pépn tng Ruby

To Udog Tou TPpayoudloU eival TIPOCWTILKO HE €vaVv OTOXAOTIKO KAl EUTIELPIKO

XapakTnpa.
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ZXETIKA PE TOUG Anuloupyolg

O Deadmic katdayetat amd to PEBupvo KpAtng kat acxoAeitat pe to pam
gpaottexvika amo to 2002 €wc Kal oruepa. Eivat yélogtou hiphop cuykpotAuartog
Mapdvola oTwg mtiong kat tng “Goodview” kat “314” pylag eupuTEPNC KOWVOTNTAG
avBpwtwy Tou aocxoAovvtalt pe tnv Hiphop kouAtoUpa oto P£Bupvo yua
Tapandavw amo 20 xpovia, dlopyavwvovtag cuvaulieg, graffiti festival kat pouoika
opwpeva. Ta tpayoudla Tou OdlampayyateUovial TIPOCWTIKA, BlWUATKA,
KOWWVLIKA Kal AAa Bepatikd ntApata Epyddetal wg eKMABEUTIKOC OTNV

TpwtoBdaduia ekrtaideuon.

H Ruby Sleeman katdyetat amo tnv OAavdia ald dtapevel emtiong oto PEBupvo
tateAevutaia xpovia. Eivatemiotnuovikn epeuvAtpla YA\ wocoAoyiag Kat acyxoAeital

EPACLTEXVIKA PE TO TPayoULdL Ao TNV atdikn TN nAwKia.

OLAGYOL EMAOYNG TOU CUYKEKPLUEVOU HOUCLKOU KOPHATLoU givat:

e H Umapén evog KeviplkoU BEpatog To omoio fonbnoe otov POcdLlOPLOHO
TNC avTioToXNG KEVIPLKNAG LOEQG TOU concept.

e To TMEPLEXOUEVO TWV OTiXWV KABWCE KAl 0 TPOTIOC Tou amodidovtal ta
vonuarta, sivat EEumvog, CUHBOAIKOC TtepIAapBAvovTag ELKOVEC.

e O pubpodg tou beat, sival oxetikd apyog pe €viovo kal kabapo pmdaco
yeyovog tou e€uttnpetel otn dnuloupyia tou audio reaction.

e H dopun Tou HoUGCIKOU KopATLloU €xel dlakpltd ta dtadopetika pepn (intro-
KOUTIAE- pedpaiv ..KATL.) yeyovog Ttou Bondd tnv eEEALEN Kal TIC aAAayEg o
éva Bivteo woTte va Pnv eivat KoupaoTiKo.

e H amevBuvon og £va TPoowWTKO eTtiMEDO HEOW evaAlaywy B evikou kat a’
TANBUVTIKOU Onuloupyel aicbnua tavtilong kat ocupmepiAndng otov
akpoatn

e To OUVOAIKO PHOUGIKO ATOTEAECHA TIOU VA CUPTIEPAAPBAVEL NAEKTPOVIKA
otolxeia.

e [IpoowTikd Kal aloBnTika KpLtApla
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1.3 3D ANIMATION

OL Adyol yla toug oToioug eTAEXTNKE To 3d animation weg n BACIK TEXVIKN

dnuloupyiag Tou CUYKEKPLUEVOUL PBivieo eival ol dNULOUPYIKEG KAl OXEDLAOTIKEC

ouvatotntecg tic omoieg tapéxel. Mo ocuykekplpéva to 3d animation mapexet:

1.

Omntikd peallopo, pe akpifela otn Asmtopépeld Twv Udwv, TOU

dwTlopoL Kal tng okiaong.

Aldotaon tou PBdABoug KAl TPOOTTIKN OTnNV €lKOva, Pe duvatotnta
TEPLOTPOPNAC TWV AVTIKELHEVWYV KaL TtPOoBOANC amo dladopETIKES YwWVieC,
divovtdg toug pla aicBnon oykou kat BdBoug tou dev eival duvatn pe ta
emnineda 2D oxedla.

MeydaAo BaBpo eueAlEiag oTo XEIPLOUO TWV AVTIKEIHEVWY KAl TWV OKNVWYV
amo omoladnmoTe ywvia.

Evioxupévn adnynon, péow ocuvduacpuoU animation sequencies Kat
TAUTOXPOVN XPNOoN TwvV WBOTATWY TNG KAPEPAC OTMwWCE zoom o€

Aemttopepeleg, depth of fields k.a.

Auvatotnta SUVAULKWY TIPOCOHOLWOEWYV KLV oEWYV HEéow Twy Dynamics
(ocuoTnudtwy MpooOnkKNg LdLoTATWY GUGLKNAC)

EUKOANn tpotmomoinon kat emefepyacia TwWvV AEMTOUEPELWV TIOU OFE
mepintwon evog 2d animation f amAng Bvteookomnong 6a arattovvrav
TTOAUC XpOVvoG eite emavAaAnyn tng dnUloupyiag Twy oKNVwWy.
Emavaxpnolpotmoinon, omou €va avilkeigyevo, animation 1 oAOkANnpn
oKnvn Pmopei va elocaxBei ) va xpnotlpomolnBei ek véou oe éva £pyo.

EAcuBepia kal melpapatiopoc

Ol Baoikég epyaoieg, ol omoieg TpaypatomolovvIal yla tn dnuoupyia evog 3d

animation sivat:

to modelling yia 10 0OXedlAOPO TWV TPLOJLACTATWY AVIIKELHEVWY

(meshes)
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e 1O texturing dnAadn n dnuloupyia Kat tpocodnKn VALKOU
e TOrigging yia tn dnuloupyia okeAeToOU
e 7o lighting dnAadn n mpoobnkn ¢wtlopoL

e 710 keyframing animating omtou opiovtal ta Bacikd Kape tng Kivnong kat

Ta evdlapeoa uttoAoyidovtal autopata amno To mpoypapua
e TIPOOCONKN KAMEPWYV yla TN ARYPN TAAVWY

e 1O rendering yla tTnv mapaywyn 31odlacTaAtwy EIKOVWY BACIOPEVWY OTO

Tplodlaoctato mePLBAAAOY TTou dnULoupPYNBNKE.

EmumA€ov pymopouv va dnuioupynBouyv duvapikda tplodldctata edpe ge tn xpnon
Kal To cuvduacpo twyv dtabeoipwy modifiers omwg emiong pe tnv MPooHAKN
BLoTATWY GUOLIKAC. Ta avTIKEiPeva e AUTOV TOV TPOTIO UTIOPEL va eival otepeq,
UYPA N AEpla, ATOKTOUV BAPOCG, EAACTIKOTNTA N OKANPOTNTA, TaxLTNTA K.d.
HTTopOoUV va aAANAOETILOPOUV OTIWCE OPICOUHE 1) VA TIPOCOHOLWVOUV PEAALCOTIKA
KIVAOELG OTIW G aKkpLBWC elval oTov TPAYHATIKO KOGHO.

Ta mapamdvw amoteAolv €KOOXN Twv BaclKOTEPWY OUVATOTATWY TIOU

mapexovrtat amo to 3d animation. Qotoco ot mBavoi cuvduacpoi Twv

epyaleiwyv eival ameploplotol Kal Ta anoteAéopata Pmopei va sivat povadika.

MNa tn Jdnuwupyia 3d animation umdpyxouv TOAAA TpoypdAppaAta, Ta
onuodrEctepa amod ta omoia eival sival Ta akoAouba: Blender, Maya, Unity,
Unreal Engine, 3d Studio Max , Cinema 4d kat Houdini. Meplkég amo Tig
oladopeg ou €xouv PHETAEL Toug adopolyv ota dlabeoipya epyaieia (toolsets)
kKat ta plugins, tTnv amdédoon OPLOPEVWY AEITOUPYLWY OTIWCE Ta renders, TIC
emipavelec epyaciac kat tn OleukOAuvon TPOcBAcnC OE OCUYKEKPLUEVECG

0XeOLAOTIKEG Oladlkaoieg K.a.

To 3d animation xpnolgotoleital otov Klvnuatoypddo, tnv thAsopacn, o€
dladpnuLloTIKA OTIOT, oTa PHoUOoLKA Bivieo, oe malxvidla kat oe TToAAOUG akoun

Topelg Kal ol dNULOUPYIKECG duvVaTOTNTEC TTOU divovtal eival ATeEPLOPLOTEC.
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1.4 VISUALIZER

1884- visualizer, n
A person who conjures up an image i his or her own mind: a person who visualizes things.
Sometimes contrasted with verbalizer, n. 2

1919- visualizer, n
Advertising, A person responsible for the lavout and artwork of an advertisement, as opposed to
the copy

1903- visualizer, n
A device or (later) computer progrum that creates or displays a visual representation of
something

2012- visualizer,
\ music video: spec. a short looped animation or fiilm intended to be played as visual
accompaniment 1o a song on a4 ideo- or music-Sireaming service

Ewkdva 4: Optoudg tou visualizer, Oxford English Dictionary, www.oed.com, mpooreAdotnke ati¢ 8/9/24.

20udwva Pe tov oUYyXpovo oplopo Tou meplhappBavetat oto Oxford English
Dictionary (OED) pe tov 0po visualizer armokaAouvtatl ta pouctkd Bivieo ta omoia
arroteAovvtal anod cUVIOPEC animation 1 Kivnuatoypadlkeg AoUTIEC HE GKOTIO va
ouvodeloUV  OTTIKA &va TpayoudlL Tou OdlOKWvE(TAL OTIC HOUOCIKEC

BwteomAatpoppeC.

Ta otoeia ou aroteAovv ta visualizer ovopadovtal visuals Kal pmopei va eivat

2d 7 3d ypadikkd kat aviikeipeva, Hkpda Bivteo, elkoveg, dpwtoypadisg,

TuTtoypadikd otolxeia  cuvOUACHOG AUTWV.

210 TapeABov wc visualizers avapEpoviav ATOKAEIOTIKA Ol CUCKEUEC Kal Ta
AOYLOULIKA Ta oToia Tapniyayav ta idla Tnv OTTIKA avamnapdctacn Tou AXouU HE
BAon Tic NXNTIKEC CUXVOTNTEG. 2TN CNUEPLVH ETIOXN O OPOC TAUTI(ETALTIEPLOCOTEPO
HE TNV €vvold TOU OUYXPOVIOHOU NXOU Kal e€lkOvag, HE OUYKEKPLUEVA

XAPAKTNPLOTIKA TTOU TO dladopoTtoloVV amno eva amAd HOUGLIKO Bivieo ) tawvia.

H onuavtikotepn dagdopd amod pia pouotkn tawvia sivat otL to visualizer dev
Baciletal anapaitnta og KATIOLO HAKPOOKEAEC CEVAPLO TIAPA TIEPLOCOTEPO OE PLa

KeVTPIKA 10€a. Eival mo amAd dopikd kat ocuxvd Xwpic mAokr. Ouclactikd
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TIPOKELTAL YIA LA KIVOUHEVN OTITIKNA “l1O€a”, CUYXPOVICHEVN HE TN HOUOCLKN TIOU

eéeliooetal ) eavaAauBavetal o OAn tTn dldpkela tou Bivieo.

MAgov pe tnv avaBadplon tng texvoAoyiag To TiEPLEXOUEVO TNC OTITIKOTIONoNCG TNG
HOUGLKNG AAAA Kal OL IBLOTNTEC TNG MTIOPOUV va ival GUYKEKPLUEVEC KAl TIARPWG
eleyxopevec. TeEtoleg Jduvarotnieg TapéExovrial eite amd e&eldlkevpéva
TIPOYPAMHATA CLYXPOoVIoHoU, audio reaction kat projection mapping (0Twg To
Resolume Arena), eite ameuvBeiag amod ta Aoylopikd oxedlacpou 3d animation kat

Kvoupevwy ypadlkwy (oTtwe to Blender r to After Effects),

AU0 TpOTIOL UE TOUC OTToloUC PTtopei va dnuloupynBei to visualization Tng HOUCLIKAG
otav MPOoUTIAPXEL TOCO TO HOUCLKO KOHUMATL 00O Kal TA OTTIKA OTolXEia Ttpog

CUYXPOVIOMO eivat:

1. Me tn xpnon audio reactive texvikwy, cuvdeovtag dnAadn tnv eKova e
OUYKEKPLIHMEVECG NXNTIKEG CUXVOTNTEC IOV KaBopidouv Tov Babud kat Tov

TPOTIO avIidpaocng Ing.

2. Me XelpoKivnNTo CUYXPOVICHO TNC €IKOVAC HE TOV NXO HECW OCUYXPOVWV
TEXVIKWYV povtdd, keyframing | animation, petakwvwyvtagKkat tomofetwvtag

TA OTITIKA oTolXela ota emilBupunTd onueia.

21Tn ouyxpovn emoxn ta visualizers £XoUV TIPWTAYWVLIOTIKO POAO OTNV TtpowBdnon
TNC HOUOLKNG N ottoia KukAodopel o PEYAAEG HOUOLIKEG BlvteoTAAThOpHEG (OTTWG
TO youtube) aAAd kal wg teaser (OTOT PIKPAC dLAPKELAC) yla TNV avayyeAia tng

KukAodopiag TTou KolvoToleital amno Ta HESA KOWWVLIKAG dIKTUWOoNG.

Emtiong xpnowotmolovvtal oe live performances pe mpoBoAr Toug HEcw oBovwyv N
TIPOTJEKTOPA Yla va eVIOXUOOUV TN HOUGCLIKA TIPOChEPOVTAC HLa OAOKANPWUEVN

OTITIKOOKOUOTLIKN EPTIELPiA.

21nv mapovoa epyacia eMAEXTNKE WG case study n dnuloupyia evog PHoUGIKoU

Bivteo visualizer yia €va par HOUOLKO KOPUATL yia TOUC akoAouBoug Adyouc:

23



H texvikni tou audio reaction kal tng emavaAnyng mou xapaktnpidet to
visualizer pmopeiva ekppdoel tn puBPLKOTNTA KAl TNV ETavAAnyn tou beat

€VOC paATT KOpHATLoL.

AmtoteAel Evav PIVIHAALOTIKO TPOTIO va anodoBel €va par HoUoLKO KOPPATL

TO oTtoi0 NN EPAapBAvEL TTOANECG TIANPOPOPIEG HECW TWV OTIXWV.

Alottolel oe peydho BaBud to 3d animation kat ta omrtikd &g,
TIPOoodidovTag TOUC ETUTTAEOV SUVAMLKN HECW TNC pLBUIKOTNTAG Tou audio

reaction Kal TOU GUYXPOVIOHPOU HE TOV AXO.

Mmopel va otnpixtel oe pia amAn omtikn Wbea, e€eAicoovtag tnv oe €va
Hakpdag dlapKelag HOUolko Bivieo mou dlatnpel To omtkd evdladpEpov

HEOW pubuLkOTNTAC.

Evomtolel oe peydho Pabud ta OMIKA KAl NXNTIKKA oOTtolxeia HECW
ouyxpoviopoU Kat audio reaction, peTaTpEMOVTIAG TO TEAIKO £pYy0 OE LA

OTITIKOAKOUOTIKN EUTIELPIA.

Mmopei va meplhapBavel tauvtoxpova TOAEC kat dladopeTikeég audio

reactive Ld10TNTEC.

Mmopei va epmAouTIoTEL HEOW XELPOKIVNTWY TEXVIKWY CUYXPOVICHOU HE
dladopeTikd peTa&l TOUC OTITIKA oTolXela TTou EvAAAACCOVTAL ETTAVW OTO
pPLBUO, ekdpdlovtag £TOLKAL TA EVOAACCOUEVA VOAUATA TWV OTiXWV EVOC

PATT HOUGIKOU KOPHATIOU

Mmopel va ouvodeUEL TO HOUGCLKO KOPUATL SlATnPWVTAC TNV TTPOCOXH ToU
aKPOOTA OTO VONUA TWV OTiXwv, HEow amAdtnTag Kal emavaAnyng Twyv

OTITIKWY OTOLXEIWV.

Ta mpdypappa TToU ETAEXTNKE yla TNV Ttpaypatomoinon tou visualizer eival to

After effects, kaBwg mapeéxel ™ duvatotnta dnploupyiag suvéAkTwy audio

reactive odnywv e TANPN EAEYXO0 Kal TAUTOXPovA €XEL EEALPETIKEC DUVATOTNTEG

XELPOKIVNTOU CLUYXPOVIOHOU KAl OTITIKN G eTeEepyaoiag peow keyframing texvikwy.
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1.5 ONMTIKA E®E

2& auto 1o KedpaAalo mtapouactalovtal ol U0 JLAPOPETIKEC TEXVIKEC KAaTnyopleg

dnuoupyiag edE Tou XpnoloToBnKav 0To CUYKEKPLUEVO Bivteo visualizer

e H mpwtn katnyopia eivat auvt tng 3d duvaulkAg Tpoocopoiwong
(Dynamics Simulation) p€ow physics dynamics. 2tnv mepintwon pacg
XPNOooTolnBnkKe yla tn dnuoupyia Twy KOKKWY TNC AUPOU aAAd kat thv

Kivnon toug omw e emiongylatnv mpooopoiweon tngEkpnéngtngkAeYudpag.

e H deltepn katnyopia adopd otnv mapaywyn €pe wg post production
oladlkacia. Auti n katnyopia avapepetal oe epE TOU dNUlOUPYyoLVTAL

peta ta 3d renders oto after effects.

Avvapwka edé oto 3d animation (Dynamics Simulations)

Katda tnv dnuloupyia 3d animation, uttdpxel n mepimtwaon n Mpocopoiwaon pLag
OUYKEKPLUEVNCE Kivnong va sivat dUoKoAo va kataokeuvaotel N va wvtaveel
XPnolJoTtolwvtag tnv KAaotkn ueBodo animation pe keyframing. MNna napadeypa,
$UAAa TToU TTEPTOUV peTadEpovTal and Tov AVELO o€ €va TOTIo | TO YUOAL Ttou
omael otav ¢tdcel oto £dadog pTmopel va xpelactouv TOAU XpOovo yia va
TipaypatotmolnBouv Pe xelpokivnto animation pe keyframes kat to amotéAeopa
NG OKNVAG MTopel va pnv eivat 1o emmiBupnto. 2 KATOLEG TIEPUTTWOELG TILO
TEPIMAOKWY TIPOCOMOLWOEWY N dnULoLpYia Toug UTopel va eivat Ewg aduvatn Pe

TNV TEXVIKNA TOU amAouL keyframing.

MNa va dnuoupynbouv TETolou €idOUC TIPOCOUOLWWOELC XpnolpoTiololvTal ta
Dynamics ta omoia dnuioupyolV TNV Kivnon TwV QVTIIKEIHEVWY HECW TNC
ebappoyng Twy apxwyv tng duotkng. Ot dladopETIKEC EVEPYELEC TOU AVTIKELHEVOU
HTTOPOULV Va pUBULOTOUV WOTE TO AOYIOMLIKO VA KATAAGBEL TTWC VA KIVRoEL auTo To

QVTIKEIYEVO UE TOV TILO PEAALCTIKO TPOTIO.
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H dnuoupyia dynamic simulations cuxvd tepAdapfavel cuVdUACHO TWV :particle
systems (ocuvothuata cwpatdiwy), constraint properties, physics properties

omwc collision, force fields, rigid body, cloth k.a.

Mepika tapadeiypatamou 6a Atav aduvato va TtPocopolwBoUV pEAALOTIKA XWPIg
TNV UTIapén Twv dynamics eivat: o Kamvog, N pwTld, To VEPO, N AUPOC, Hla €kpnén,

€vag aveooTPOPIAOG, EVAG WKEAVOC KAL TIOAAA aKOUN

Ol TEXVIKEG «DUVAULKNG» TIPOCOHOIwaoNG YTTOPEL va eival EUKOAEG AAAA Kal TTOAU

TePIMAOKEC TAUTOXPOVA TIAPOAA AUTA TIAPEXOUV AUETPNTEC OUVATOTNTEC.

Q¢ TUmog animation, éva dynamic simulation dliadpEpel W MPOC TOV TPOTO
UTTOAOYLOPOU aTto OTL To KAACLKO keyframing. TuTtikd, ta dynamics uttoAoyiovtat
a6 keyframe oe keyframe kat n 8€on evog avtikelpyévou oe kAabe keyframe
opidetal amd tn 6€on tou TponyoUpevou. Auto dladepel amtd 1o keyframe
animation 6mou n B€on Tou avtikelEvou kabopidetal amo TI¢ BACIKEG TIHEC TIOU
gxouv oplotei ota dladopetikd Kape. QOTOCO Ol OUVAUIKEG TIPOCOUOLWOELG

HTIopoUV va petatpamolyv o€ kavovikd animated keyframes péow baking.

Post production e¢€

Ektoc amo ta 3d Aoylopikd tou dltabgtouv evowpatwpevo to Dynamis cuotnua,
simulations pmmopoUv va mpaypatomolnfouv kal g Katmola tpoypdaupata 2d étwc

To after effects, ta omoia dtabétouy kat 3d duvatdtnteg.

AdoU tpaypatomotnboulv ta 3d renders ta otolxeia elcayovtal oto after effects
Kat ta ep€ dnuloupyouvvtal emavw ota mAgov diodldotata footages. Me 1o
ouVOUAOHO KATAANAWY epyaAsiwy Kal TEXVIKWY ETUSLWKETAL 0 0TOX0C ThE 3d

Peudaiocbnong wote ta ed€ va evowpatwyvovtal oto tpliodlactarto footage.

2uykekplpeva oto After effects uttdpxel TANBWpPA D€ KAL EJIKWY TIAPAUETPWYV UE

Ta omoia pymopei va paypatomotn®ouv TToAU TtEPITTAOKEC TIPOCOHOLWOELG. MOAAEQ
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Tawieg peydAou budget To xpnolotolouV yia tn dnuloupyia Twy € aAAd Kal yia

TO compositing.

2TO0 OUYKeKplUEvo Bivieo peéocw after effects dnuloupynBnke €va simulation

e€alAwoncg tne KAePUdpag, Kat TTOAAA AarAoVUoTEPA OTITIKA £PE Pe TO cUVOUACHO

oladopeTikwyV fX epyaieiwv.

OuLAoyol emAOYNAG XPRONG OTTLKWY £PE ato Bivieo

H xpron oTttikwy ed€ ETIAEXTNKE YLA TOUC aKOAoLBouUG Adyouc:

Mpoodidouv duvaulkn Kivnon oto animation

Kdvouv duvatn tnv mpocopoiwon KIVACEWY TOU PE TN XPron amAou
keyframing animation eite eivat TOAU JUOKOAN KAl XpovoPBopa eite

aduvatn

Emedny oto Bivieo cupmeplAapBavovtal oknveg OTwe €kpnén, TTwon
TIOAMWYV KOKKWV dpuou, e€alAwaon o cwpuatidla, dnuoupyia 6diacoac,
NAEKTPLOMOU K.q.

Emeldn ol tpocopolwoELg Eival TILO PEAALOTIKEC.

Katd tnv mtwon tng Appou otoxocg eivatl va paivetal n Kivnon tTwy ToAAWV
KOKKWY TtOU TNV ATtOTEAOUV HE PEAALOTLKNA Kivnon, OTTOU N Ttpocopoiwaon Ye
arAd keyframing Atav aduvatn texvikd. O KATaANAOTEPOC TPOTIOG
dnuoupyiag tng eival n dnuloupyia simulation pe tn xpnon twv particle

systems, ocuvduaoTikA e animation.

MrmopoUv va evduvapgwoouv To Vvisualizer omuikd dlatnpwvtag Tov
HWIHOALoOPO kaBweg edappodlovial ameuBeiag emavw ota Bepatika

avTlkeipeva.

27



2. ANAMNTY=H NAPATQrHz /mPOETOIMAZIA

2.1 ANAAYZH MOYZIKOY KOMMATIOY
TitAo¢: Na 'yac Ba'vat
KaAAitéxvec mou aupuetexouv: DeadMic kat Ruby

Awdpketa: 3 Aenttd kat 37 deutepoAenta

Amtapaitntn yla tnv dnuloupyia evog pouacikoU Bivteo visualizer kpiBnke apxikd n
KaAR Kat emavelAnupéevn akpoaon tTou Tpayoudlou, Je oTOXO TNV avaAucon Kal
Katavonaon Tou VONMATOC TWV OTiXWV KAl TWV HOUCIKWY PHEPWYV Ao Ta oTtoia

artoteAsital.

Emetta xaptoypadnbnke n doun tou tpayoudlol pe BAcn tnv Kupatopopdn tou

HE OKOTIO va onuelwBoUV Ta HOUGCLIKA JEPN Kal Ta onpeia petapaonc.

'INTRO KOYTIAE PE®PAIN 1 KOYNAE 2 + TEQYPA | PEQPAINZ |

Ewkova 5: Ta yépn tou pouatkoU KouuatiouU e BAcn tnv Kupatopopgn
Ouotixot

Opkioou Ttwcg pe ploeic

va o€ JIoHoW KLEYW va ta Bpolpe

va un YEPACOUE TIOTE

va pnv apoupe avaoa otav oL Juo pag

0TO HEANOV TTAAL avTapwBoupe

0 &vac Tov AAo- dayKwvoud' o €vag Tov AAAo

Ta dOVTIA GOV TILavoUV TO AdLUO HoU
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Kpauyeg katAvooa

potalolv Pe KIVOUEVN AP0

ocwtnpa de BEAW Bubidopat

n kAePudpa Oa yivel To oTtitL pou

TO pioog pe TpEdel

oto téAog avamnoda yupidw Eavd oto ta&idl pou
onuaia ma n toélkotnTa, avikel oe 6AoUC
otnv avBpwmotnta dwpo, XPELAleTal XwWpo

ta AMa pikpaivouyv Ba potalouv otiptokouta
pa eival To Kau oo oToV KIvnThpa Hou
TIApAPIAW YUVOG oTo Batnpa pou

aTTAavwW TIatw Katw eV KOLTw

amAw¢ avalnTw ToV Kpatnpa pJou

B6a oe dpw padi you oTnVv MTWonN

KABe owwtr Ba patwoel

KL OTaV TTELOHWOEL

KABe xapoyelo KOBeL KAPBLEG KL EIV' N ayavakTnon toon...
aUTO-KATA-OTPODI-KOC KAl
HOVOG-HEVW-KATW-0TIOPOC
TTou Ba-BydAAel-KL AAAO-TIOVO

av J'a-dnoeig-o€ oKo-Twvw

PEDPEN

MoAgpdpe

TTaALd pavtaopata EpXovial TtAve
eivaln paxn pag pia mwanyn

pia Anyn tou Bupdpat

MNapagBa'vau

Ba 'val to mAnpwpa xpovou

pag kuvnyave KL otav n koupaon £€pBel

UTIOXWPEIC KAl yeAave



Mooeg kalt tooeg oeAideg O yUPLOEC, NOEAEC PVAUEG AANTLOEG,
Twpa toug Badelc pwTld N ekeiveg o Kaive
oou poladouv apUOIKEC

TWPA TIC KPLBRELG Y eTiTAYEC OEAELC (VTPLYKEG;;;
onkwvelg PYnAd to xaAi kat to yepidelg

o€ viéav avaykeg eprnuepeg

BdAe tavtou Twpa dwia

dwtidelg Ta Adbog tpooovta

N hgvAun Bupdtal amod omovia

oAa ta tadilka ovelpa amovia

KQL TWPA TILA TTOU HEYAAWOEC

oL 'val To TPAavpaA TToU PITTAAWGCECG

oV eival To BEAW IOV ACTIACTNKEC

oL 'val autd ta eAdyn KL ol 6ANACCEC;;;;
TWPA apkeioal oto EAAXLOTO

o' eva kade€ {eoTd AXVIOTO

OXL UN HOUL YEALECAL PUIKPE OAA eival Tiiow pag

oAa ta Bdpn, oL TuYeLG T amodnueva

TIAPKAPOUV OTOV (OKLO pag

pia wn éva poviPo TPEELUO yia va TIPOAABOUE TL;

va avalpecoupe AdBn pag tavta cupBaivouv tn AdBog otyun
Twpa n koupaon tpoAaBe dUo TTodApLa TIOL TPEXOUV OTN YN

TIou Apa dev ETpeXaV TOCO PTtopei va pnv éviwbav poévo opyn

FTEOYPA

Av ' adnoelg oe oKOTWVW
BgAslc va KAveLC TO (Olo KL EoU
Koita otov KaBpEdtn Kal Teg Hou
TIEC HOU TL BAETIELC EKEL

Ae c'apéoel dev To BEAELQ

000 Kal va Tt pooTtadrost Kaveic
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va oou deiéel auTo o eloat

Twegva éEpetgvato dexteic PEOPEN]...]

Mpokeltat ya eva pam hiphop koppdrtt Tmou avadEpetal oto XpOvo Kal oTov

avOpwWTILVO ATIOAOYLOUO C€ £va dLATPOCWTILKO AAAA KAl UTTAPELAKO TTTEDO.

Ol otixol £€xouv évav eUTELPLKO, cLVALCONUATIKO AAAA Kal TTolNTIKO Xapaktnpa. Me
TNV evaAAayr tou B’ evikoU Kal Tou a’ TAnBuvTtikou, o KAAATEXVNG daivetal va

aAmeLBUVETAL KATIOU CUYKEKPLUEVA AAAA TAUTOXPOVA OTOV (8Ll0 TOU ToV £QUTO.

H ouvoAkn atpoocdalpd eivalt AAOTE OKOTELVA] KAl OTOXAOTIKN HE EVIOVO TO
aloBnpa tng MPOooWTIKAG artevBuvong, Evw OTa onueia Tou Ptaivel To pedpaiv

UTTAPXEL Pla Apon KAl KALLAKWGON TOCO HOUGLKA OGO KAl VONUATIKA.

O puBpuoC TOL TPayoudlov eival OXETIKA ApyOg Kal otabepdg Ye To beat va €xet
KUpilapxo Houatkd poAo otweg oe 0Aa ta hiphop koppdrtia. I1dlaitepo evdlapEpov
Tapouactalouv ta “yupiopara” Tou TTPAYHATOTIOOUVTAL OTIC NAEKTPOVIKEG sub

bass cuxvotnteg Tou Xapaktnpeidouv TN GUVOALKK UTIACOYPAUKA.

Mapatnpnbnke pla LlooppoTIia oTa HOUGIKA HEPN WCE TTPOC To ULPOCE, TO vonua Kal

™ doun.

Anplovpyia cevapiou

H dwapdpdwon tou oevapiou Baciotnke otnv KAePudpa wWC TO KEVIPLKO
avtikeipyevo tou visualizer kabweg emiong otnv avbpwrtivn ¢lyolpa Kal oe

ETUAEYHEVOUC OTIXOUC IOV eEuTINPETNOAY 0T dNUloupyia KAToloU £i00UC TTAOKNC.
INTRO

BAémoupe Tov TitAo Tou Bivteo «la ‘pag a ‘var» Kal otadlakd n oknvr avoiyest.
2uveldntotmolouphe OTL eival YpAPUEVOC OTO ETMAVW HEPOC Hlag KAeUdpag mou
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Bploketal ota xepla plag avepwrivng Hopdng TToU TNV KOLTA PJE OKETITIKO TPOTIO.
KOYMAE 1

H kAeUdpa povn tnNEG HECA OE OKOTEWVO KAl ATHOCHALPLKO TIEPIRBAAAOV N APHOC
Eeklva va TEPTEL - va PETPA TO XPOVO Kal TApAAAnAa n KAePUudpa TAAAETal
OUYXPOVIOHEVA PE TO PUBPO TOUu Koppatiov. Avd dlacthuata mapspBariovtal

OladOpPETIKEC OKNVECG OTOUC aKOAoubouc otixouc:

® «.Jowdlouv HE KIWVOUMPEVN AMMO..» - BAETTOUME ATIO KOVIA PECA OTNV

KAePUSpa TNV Aupo va tedtel.
e «.nkAeyudpabBayivel To OTtiTL HOU..» - BAETIOUPE TOV AVOPWTIO va Kabetal

pECaoTnV KAEYUdPA XWPIC TNV AUPO, HAG KOLTA KAl KAVEL Eva attaAo vela.

e «.avamoda yupidw KL eyw oto ta&idl pou..» n KAeYLdpa avarodoyupilet

Kal ouveXIZeL TO HETPNHA XPOVOUL aTto TO onueio Tou £dtave.

e «.onpaia ma n to&lkotnta, otnv avlpwmotnta dwpo..» gpdavidovral

aykdadia yupw amo tnv kKAeYudpa tou avaBoofrivouv.

e «.Ta AAMa plkpaivouv, Ba poldalouv OTIPTOKOUTA..» TIOAEC KAeWUdpEC
TIAPATETAPEVEC KAl O OHIKPUVON TTOU Au&OoPELWVETAL TO PEYEBOC TOULC

oVLpdwWva Pe To PUBUO.

e «.Baoemdapw padi youv otnvmTwaon..» N avBpwrivn popdn MedTel yéoa oe

€va okoTelvo TteplBdaiiov BuBou.
® «.UOVOC HEVW KATW OTIOPOC..» BAETTOUHE ATIO KOVIA TNV AUHO va TTEDTEL
PE®PAIN1

Mapouoidlovtal ta tags mou eivat ypappéva mavw otnv KAsPpudpa Kabwg
TAPAANAQ e TIOAU KOVTIVA TIAAVA TWV KOKKWYV TNC AUHOU KAl OTLYHLOTUTIA aTto

TAdGva pe tov avBpwrro.
KOYMAE 2

H kAeUdpa, TTWC OTO TIPWTO KOUTIAE, KIveital pubulkd oto idlo teptBAAOV Kal n
aupocg tng &ekwd va medtel. MapepBarovtal eTUTAEOV £PE KAl OKNVEC OTOUC
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akoAouboug otixouc:

e «.fBdAe Tmaviol Twpa Pwta, wrtidelc TA AdBoc TpooodvIA..»

Avamapdotacn NAEKTPLOPOoU YUpW amo tnv KAeYudpa.

® «.TIOU 'val TO TPAUHA TIOU PTIAAWOEG?..» TA XEPLA TOU avBpWTIOU Kpatouv

Kal onKwvouv TNV KAsePudpa

e «.TIOU ‘val autd ta teAdyn KL ol 6dAacoec?..» BAETTOUPE HOVo yla BdAacoa

HE amaAd KUUATIOHO.

® «.JEoATIAALOTO KABOUKL oOU..» BAETTOUE TOV AVvBpWTIO IOV KABETAL HECQ
otnv KAeYUudpa
o «.pialwn éva povipo TpEEHo yia va tpoAdBoupe TL?2..» BAETTOLUE TA TIOdLA

TOU avBpWTIOU TIOU TPEXEL.

e “..HOVO opyn» MEGTOUV TEAEUTAIOL KOKKOL APUOU OTO KATW HEPOG TNG

KAEPULOpPAG.
FTEQYPA

O avbpwrTog otapatd va mepmatd Kabwce PTtpootd Tou Bpiloketal Evag Jeyaiog
kaBpedtng. Kottd pe amopia mpoomabwvtag va avayvwpioel to €idwAo tou. H
Aaupoc tne kKAePYudpag Eekvd Eava va Kiveital avtiotpoda amo KATw TPog Ta TTavw
pHe €viovo pubuo. O dvBpwtiog deixvel KL ETIEITA AKOUUTIA TOV QVTIKATOTITPLIOUO

TOU oToV KaBpEdtn Kal oe auTto To onueio N KAeWLdpa ekpryvuTal.
PEDPAIN2
1610 pe To TPpWTO pedpaiv.

KAEIZIMO KOMMATIOY

H kAeQUdpa €xel oTtapatnoesl va TAAMETAL, N AUUOC €XEL TIECEL KAl ETUKPATEL
aklvnoia. Akouyetal €va ElPWVIKO YEALO Kal n KAsePLudpa e€alAwvetal Kat

oKopTidetal oTov agpa.
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2.2 ZHMEIA ANA®OPAZ (REFERENCES)

MNna tov mpocdloplopd nN¢ popdnAc Twv Paolkwv otolxeiwv Ttou Pivteo
Tpaypatomolnonke Epeuva oto dLadikTuo amod O0Tou avtAndnkav tAnpodopieg kat

ELKOVECG WC TINYEC EUTIVEUCNC VLA TNV LAOTIOiNoN Tou oxedlacpou.

KAeyUdpa

To mpwTto Bripa ATav n HEAETN TNG KAePWUdpag we Tpog tnv otopia, tn doun, To
oxNua, tTa UAIKKA amd ta omoia cuvhBweg armoteAsital, KaBwg Kal Tou TPOToU

Aeltoupyiag tne.

To ovopa kAspudpa TtponABe amo tn Pppdcon «KAETTEL LOWP» CUPPWVA PE TNV
apxaia eAANVIKN €kppaocn KABWCE KATA TNV apXaloTnTa eKTOC ano AP0 Ytopei va
epleixe vepo. H mpogAeuaor tng dev pUmopel va mpoaodloplotel pe Bepatotnta
OHWC oVudwva pe avadopeg slkadetal OTL TPWTOXPNCIHOTIONONKE Ao TOUG
AlyuTttioug rp toug AcoUploug €va avtiotolxng Hopdng okeLoG yia Tn cuAAoyn

LYPWV.

H popdn tng we epyaleio HETPNGCNG TOU XPOVOU TEAELOTIONBNKE OTASLAKA PE TNV
Tapodo Twv Xpovwyv. H xpron tng kKAeyudpag otov eAANAdIKO Xwpo dladobnke
EUPEWCE YUpw otov 50 at. T.X. KUpiwWC wg €BKO OIKACTIKO POAOL yla TN
XPOVOUETPNON TWV OPIALWY TWV dlkaoTtwv. EdeupetngngkAePudpag Bswpovtav

o Epune.

H dopn tng KAePUdpag we HECO XPOVOUETPNONG amoteAeital amd dUo yudAlva
TUAHatTa ouvdedepéva PeTall Toug, YE XAPAKTNPLOTIKO WOELDEG OXAKA TTOU TO
OUVOALKO oxnua Bupilel €évtova to cUPBOAO ToU armeipou (), To otoio otevelEl
OTO KEVIPO TOCO 000 va Teplopidel TNV TTOCOTNTA TNG AUUOUL Ttou duvartal va

mepdAoel.

To yudAwvo tuApa otnpidetal ano dUo BAoELC ETTAVW KAl KATW KABWC Kal KOAWVEC
ouvdeong Twv BAocswy yla Adyoug pootaciag aAd kat otaBepotntag. O Bdoelg
KOl ol KOAWVECG auteg PTopel va eival ptiaypeveg anod VAo, PETAANO i AAAA

otabepd LAKA.
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Toteplexdpevo tngkAePUdpag Pmopei va eivat Appog, uotkn A TEXVNTNA, ) KATIOL0
vypo e amapaitntn mpoUlTobeon TNV LKavoTnTa otabepnc ponc Yeoa amo 1o
0TeEVO OTOML0. ‘OTav OAO TO TTEPLEXOHEVO TIECEL GTO KATW TUNHPA OAOKANPWVETAL N
Xpovopétpnon kKat n kAsPudpa avamodoyupiletal wote va Eekvhnoel vea

XPOVopETpNON.

Mapakdtw Tapatibevral HEPIKEC ELKOVECG KAEWUIPWYV TIOU GUAAEXTNKAV KATA TNV

gpeuva oto dladiktuo.

Ewkova 6: Epeuva elkovwy amo KAeWUdpeC
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MeA£tn yuaAwvou tunpatog KAeyudpag

Mpaypatomolitnke BIKOTEPN £PEUVA YIA TO YUAAWVO TUAHA TNC KAeWUdpag wg
TPOC TO OXNHA, TO UALKO, TIC AVTAVOKAACELC TOU PWTOC, TIC OKLEC Kal TIC
YEVIKOTEPEG CLUMTIEPLPOPEG TOV. ETiong mapatnpnbnkav mapadeiypata elkovwy

TNC KAePUOpAC €A oE OKOTEWVA TIEPLBAAOVTA.

Ewova 7: Epeuva elkovwy yudAivou tunpatoc KAeyudpag
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Light Leaks kat xpwpatikn maAéta

@¢lovtag va doBel pla okotewr atpocoalpa pe Adugelg, mou va Bupidel

TIEPLOCOTEPO OVELPO, avApvnon, okEWN eTtAEXTNKE N xpron light leaks.

H Baoikf XpwWHATLKN TIAAETA TIOU ETUAEXTNKE lval AV Po yla Eva oKoTEWVO ¢ovTo,
AEUKEG AApelg, PTTAE KAl XPUOEC amoXpwoelg T0o0 yia ta pwta 6co Kal yla ta

Baokd eTumA€oV oTolxeia (xpuor APPog, YaAAadleg TiveALEC oTNV KAEWUdpQ).

H emloyr UTIAE KAl XpUOWV ATIOXPUWOEWYV EYLVE ylA AOYOUC CUUBOALOHOU, HE TO
MTIAE va LB OAIZEL TO BlwpaKkal To TIapeABoV, eV TO XPUOO TNV eEEALEN KaL TN pon

OTO TIAPOV.

Ewdva 8.: lMNMapadeiyuata Light Leaks kat xpwpdtwv



ZUAwva UAKA Kat Vg Eg ya Ttnv Bacn tng kKAePudpag

MNa tnv KAePUdpa peAetAONKav elkoveg EVAOL He aicbnon TaAAwoU,
XPNOUOTIOINKEVOU, TIOU Va €XEL UTIOAsippata n pepn Badng pe yordadla Kupiwg

Xpwparta.

Ewkdva 9: ZUAva UAIKA Kat UPEC
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Graffiti tags

Ta graffiti tags eival ol TPOCWTIKEG UTIOYPADEC TTOU XPNOLUOTIOLOUVTAL KUPIWG
otnv hiphop oknvry. Ekppdlouv dtopa i kat opdadecg. livovtal pe ompél N
HapKadOpouC O YPHYOPOUC XPOVOUC Kupiweg oto dnuooto medio oe Toixoug,
OpOpoUC KATL. ATtoteAouvtal amd xelpoypada tutroypadlkd otolxeia Kat otdxog
elvat n edpevpeon MPWTOTUTIWY OTUA ypaldipatog aAAd Kal N eTdELEN TAUTOTNTAG

Kal tapouaciac.

Ewdva 10: Graffiti tags
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AvBpwmvn pryovpa

Ma tov xapaktnpa epeuvvAbnkav avbpwTiveg plyoVPeC amod TNAO TIou eV EXOULV
XOPOKTINPLOTIKA 0TO POowTo. H €pguva dev AmMooKoTToUCE GTNV avamapaywyn

TTNAOU W¢ LU aAA otnv popdn, oTNV ATAOTNTA KAl 0TA XpwHaTd.

Ewdva 11: AvBpwrtivec gptyoUpec amd mnAo
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2.3 MOODBOARD

Ewova 12: Moodboard



2.4 STORYBOARD

20pdwva pe TIc avAykeg Tou BEpatog pag dnulovpyndnke eva storyboard Ttou €xel
w¢ 0dNyo TOU TA POUGCIKA PEPN TOU Tpayoudlol, TOUG ETUAEYHEVOUCG OTiXOUC,

KaBbwc katl tnv audio reactive kKAeUOpPA TTOU PETPA TO XPOVO.

AnuloupyABnke PETA TOV TPLOdLACTATO OXEOWAOUO TNG KAsPUdpaAg Kal 1ng
avbpwrtivng popdng, TPOoKEIPEVOU va kabopioel Ta TMAAva Twyv CoKNvwyv Ttou Ba

AndBoUV kal va dnuioupynBel pla pikpr TAOKR cuvduaoTIKA Pe To audio reaction.

Eivalt xwplopévo oe tpnpata cupdwva pe tnv avaluon TwyY HOUGCIKWY HEPWY TOU
TPayoudlol yeyovog Ttou Bondnoe oAU Tnv opydvwon tng TEAKAC ocuvBeong Twy

otolxeiwv oto povtad.

210 intro epdavidetal o Tithog taAvw otnv KAePYUdpa Katl otadlakd 0An n oknvr Tou

avOpwWTIOoU TTOU TNV KPATA PE pia cuvexouevn Ann.

21a dVo parm KouTAE kuplapxei n audio reactive kKAeYUdpa yla tnv omoia €xel
dnuoupynBel pla etumAgov otnAn oto storyboard. Ztnv apxr Tou KABe KOUTIAE N
AupoCg eKva va TEPTEL Kal TtapepBarrovtal avd dlaothpata dltadopeTikd TTAdva
TTOAU oUvTopNng Olapkelag, epe Kal oknveg tTng avBpwruvng éyovpacg. Mg tnv

OAOKANPWON TITWONG TNC ALHOU OAOKANPWYOVTAL KAL TA KOUTIAE.

MNatapedppev dev eyvav okitoa oto storyboard kaBwg n xpovikr tormtoBeTnon Twv
TAGvwyV Baciotnke otov pubuod Katd to povtdal, aAAd opiotnke n avaykn Andng

TIOAAWYV KOVTIVWY TIAAVWYV artd tnv KAsPudpa.

H védupa amoteAeital ano oknveg Tou avbpwTiou otov KaBpedptn 6mou cuvavid
TOV QVTIKATOTITPLOMO TOU Kal 0To TeEAeiwpa akoAouBei n Ekpnén tngkAsePudpagyla

va odnynBoulpe oto teAeuTaio pedpaiv Kal To KAeioo Tou Bivteo.
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ZKHNH: O avBpwnog kpata v kAeyodpa

MAdvo and Ynha orov TiTho 010 £ndwe pEpog TNg

Aepodpac. Apyd ZOOM OUT

ZOOM OUT - @awvetal 1o navw E0h0 ¢

KAsPOSpac

ZOOM OUT xoi Tautdypovn NEPIOTPOPIKT Kivnon
YUPW Kai Taviw anod Tov yapaxtripa - Apyilouv va

GalvovTal kar Ta XEPIa Kal TO CUpa

ZOOM OUT xot tToutdypovn NEpOTpo@IKT Xivnon

YVPW KQ1 AV ano TOV Yapaxtnpa

ZOOM OUT xan Toutdypovn NERIoTpO@IKs) kivnon
anopdakpuvong yopw kol navw and Tov

xapacmpa

Ewkdva 13: Storyboard oeAida 1
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KOYTAE 1 TKHNH: Khew(dpa & Midva and SiapopeTikég oknvEg

Iriyog “.Opxicou mwg pe woeic." - H appog Eexiva va népre
Analn Audio reactive xivnon KAsPOSpag HEXPL TO TEAOK

KOUTIAE

Itiyoc “osalouv PE KIvodwn
2R0.°
MAGvo and oxnv xAspudpac

KOVIIVO 0TV Aupo Nou négtal

LtixoC “.n xhegvbpa Ba yivar 10
omin pow.”
AvBpwnog pfoa ot KAspudpo

oraSEpo nAavo

Itiyoc “ovanodao yupilw xi eyw
o1o Tolib pou”

Rotation xAspobpac

Iriyoc “.onpoio man
Todxomra”
Epgpdwon ayxabwsw oTo QOvIOo L

Epé

Ltiyog ".Ba yodlow
omproNoUTa”
OREKOUVON KOt TTOMATAGOKITIOC

A5 PpOSpoc pt £9f audioreactive

Ewkdva 14: Storyboard oeAida 2
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IZriyoc “.Ba ot napw pall pou
IV mTwon.”

AvBpwnog mou nigri -
o108gp0 NAAVO

nold Qpyo zoom in

IriyoCc “xaTw ondpog.”
KOVTIVO PAGVO ano aupo mow

néptes

Ityog .0t oxotwv.” - TEAEUTAION KOKKOL AuUoU REPTOWY

PEOPEN Kovig tng xAsgudpad xm 8n xpnogoncngtva and ng undloInmeg OKnves

KOYTIAE 2

Itiyoc “Noosg xal nooeg oeAibe .- H appoc exva va négrel
Audio reactive xivnon KA£POSPaC HEXPI TO TEAOC KOUTTAS

Lrixoc “.Sal maviow Twpo
pwra’

£P£ NPAECTPIONOU KOL P

Itixoc “.mou ‘'vai 10 Tpatun nouw
|

I/ CuT z o pnéhwosc”

\_V—— o
T AvBpwnog xpata tnv xhepOSpa
|

KOVTIVO MAGYO OTO XEPIO

Ewova 15: Storyboard oeAida 3
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FEQYPA

Iryo< “.mouv varautd ta
mehdyn «1 o BdAoooec "
Angpoupyia BAAOCOC ps

turbutent egt

Itiyog “ytoa naM oro xofoix
oou.”
path xdpEpog yopw and

s pOSpo rotation

viyoc “ina {wa tva povigpo
pé {0’
Kovtivd ota nodea tow avBpanou

nou 1péxss -oralspd nhavo

EMxoC “povo opyn.” - TEAEUTAIO! KOKKOI AUpIOU NEPTOUV

Ixrvic AvBpwnog otov KaBpdgTn ks éxpnin

Eioaywyr) yegupog- Movo pouoixr

avBPWNOC PNQIVEL GTr) OKINVI} MERNIATUNTAC

Mdvo youvoxn

BALne unpoota 1ou tov kaBpdetn

Ewkdva 16: Storyboard oeAida 4
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ItiyoCc “.xoita otov xaBpEigTn xot necC pou”
?1'1':(17(} TO REQMATNRO KO XOITa TOV

QVTIXQTOMTPIOUO TOU

Itiyoc “neg pou ni BALnex exel”
KOVTIVO TTAGVO TTICW ano TOV WO XOpaKTInpa

defocus-focus oTov avTIKOTOMTPIoUS

Itiyoc “.vo cov Seila aurd nou gioat
o yapaxtipac Selyver -* axoupna “rov

QVITIXOTOMTPWONO TOU

Epgavilera n xAeg)dpa pie cut n xAsg0dpa Tpdpa, payila H xAs@Ubpa explyvertol
N QEUOC XKVEITOE VTIOTRORO KO EINGI ETONN VO EXpaye!

PEOPEN

Kovrvd 1ng xAegs

¢ xan (Y5 xonowonomgEva and T umGAOINES OXvEg

TEAOX LraBepd mAdy

b AGVO XACPUSPAC- AKIVITIN HETATREMETAL OF WOV

OO0V PO Kk €20

Ewkdva 17: Storyboard oeAida 5
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2.5 CONCEPT

Mia kKAePUdpa Kal pla avepwrivn Hopdn

avamaplotolyv puOUIKA Ta VOAUATA TWV OTiXWV

Ta Baowka otolxeia tou concept

H dwapopodwon tou concept Baciotnke oTO KEVIPIKO BEpa Tou Tpayoudlol To
ottolo €ival 0 TPOCWTILKOC ATIOAOYIOPOC TOU avBpwTiou KATA TO TEPACHA TOoU

XpPOvou.

EmumAgov otowxelo amoteAei n hiphop aioBntiki n ormoia Atav emBupuntd va
evtaxfel pe t€TOLO TPOTO WOTE va eKGPACEL TO PHOUOLKO €ido¢ aAAA Katl Tov
KAAALTEXVN, OTIOTE Kal ETUAEXTNKE N XPrOn ouykekpluevwy graffiti tags mou tov

AVTUTPOCWTIEVOUV.

1. HkAepudpa

ErmtAextnke n KAePUdpa we To BACIKO avTikeipevo katl B€pa tou visualizer kabwg
aroteAel duvatd cUUBOAO AAAA KaL LOTOPIKO EPYAAEIO PETPNONG TOU XPOVOU.
AvadEpeTtal amo Tov KAAATEXVN O OTIXOUG TOU TIPWTOU KOUTIAE o€ oxnUataAdyou
KUPLOAEKTIKA Kal Tieplypadlkd oA Kal He  AANYOPLKO - PeTAdOPLKO TPOTIO

“potadouv pe KivoUpevn Aupo”, “n kAePudpa Ba yivel To omitt you”, “avdanoda

yupidw &ava oto ta&idt pou”.

H kAeudpa eival EVAVN Kal TtepLEXEL Xpuon Appo. To EVAO eival éva LAIKO GUOIKO
Kal olkeio aAAd tavtoxpova ¢0aptd cupBoAidoviag 1o “cwpa” Kal TNV UAIKN
dldotaon.H xpuon daupog dNAWVEL TNV TIOAUTIHOTNTA TOU Xpovou. MNMavw oto VAo
UTIAPXOUV TIVEALEG Xpwudatwyv kau graffiti tags mou avtumpocowtevouv TOV
KaAtexvn. Ta graffiti tags cupBOAIOLY TIG TIPOCWTIKEG HAG TAUTOTNTEC, AUTEC

TIOU €PElC ETUAEYOUME yla TOV €AUTO pag. Ta Xpwpatd ETUAEXTNKE va €XOUV
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EeOBwplaopevn odn, Kat ta tags xpwpa pavpo yia va Kavouv avtibeon. H cuvoAlkn
acOnTk emxelpel va avtikatomtpiosl pia aicbnon “mpoowtikoV Buwpatocg”
OAMG Kal “Opopou” Tou amoteAel TMOAU oxupo cupBoAwopd ywa tn hiphop

KOUATOUpa Kal TNV texvn tou graffiti.

210 Bivteo, n Apuog &eKva va TEDTEL OTNV ApXN TWV PATT KOUTIAE Kal TEAELWVEL
aKPLBWC 0TO TEAOC TOUC EVW TIAPAANAA N KAeWUSpa TTAAAETAL 0TO PUBHO ToU beat
oav KapdloxtuTit. O cUVOALKOC 0TOXOC Eival 0 GUUBOALOHOC TWV XPOVIKWY pAcEWV

g wne.

2. Havepwmuvn ¢pryovpa

H avBpwTttivn pryolpa €xel AANOLWHEVA XAPAKTNPLOTIKA, XWPIG AETTTOUEPELEG OTO
TMPOowTo oUpBOoAidovTag pe adalpetikd TPOTO TNV avBpwrtivn UTApén,
ATTOTIPOCWTIOTIOWWVTAC TNV. Epdavidetal oe TE0OEPELC OKNVEC EUTIVEUCUEVEC ATIO

TO BEpa TWV OTiXWV:

e Na kpatd tnv KAeyYudpa KOLTWVTIAG TNV OKEMTIKA, CUMPBOAIovTag tov

UTAPELAKO TIPORANHATICHO VLA TO TIEPACHA TOU XPOVOU

e NakdBetal péoa otnv KAePUdpa, cupBoAidovtag TNV TAUTLION UE TO XPOVO.

(otixog «n kKAeW VB pa Ba yivel To OTTTL HOU»).

e Namédtel péoa og éva okotelvo Bubo (otixog «Ba oe mapw padi pou otnv

TTTWaon»).

e Na TpEXel KAl va OTAPATA UTIPOOTA amo &vav PeydAo kabpedtn omou
ouvavtd TOV AVIIKATOTITPLOPO Tou. Edw oupBoAidetalt n arodoxr tou
eautoU (otixol «pia dwn €va povipo TPEEOo yla va TTpoAdBoupe T» Kal

«Kolta otov KaBpEPTN KAL TIEC HOU, TIEC HOU TL BAETIELC EKED).
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3. O CUHBOALOHOG TWV ETUAEYHEVWYV OTiXWV

2€ OUYKEKPLUEVA onpeia Tou Tpayoudlol dnuloupyndnkav Kamola edpe (aykaoia,
BdAaocoa, €kpnén K.a.) yia va dwoouv €udacn OTOUC OTiXoug Kal va

ONULOUPYNOOUV ETUTTAEOV OTITIKO eVOLAPEPOV.
e Takovtvd TAdva Tne Kivnong tng Appou, cUPBOAICOUY TIC XPOVIKEC OTLYHEC.

e [1a TNV €vvola TNE «TOEKOTNTAG» ETIAEXTNKAVY TA aykAddla Ttou arnAwvovtal

oto ePLBAMoOV TNG KAsPUdpag.

e [l 1O OTiX0O «ta AAAA HIKpaivouv Ba polddouv oTptokouTa», yivetal
oudikpuvon kat ToAAATAQCLacpOg TNG KAsWudpag, ocupPoAidovrag tnv

evaoxoAnon pe acnuavta {ntiuata Kat tnv mapdpBAePn Twy onUAvTIKWY.

e 310V OtTixo «BdAe mavtou twpa dwta, pwrtilelc ta AdBog mpooovTax,
ETUAEXTNKE O NAEKTPLOPOCG oav, aoTparn f BPAXUKUKAWUA yLd TOV TOVIOHO

Tou AdBouc

e H B8dAacoa sival KUPLOAEKTIKN avamapAoTtacn, ToU OTiXoUu «Ttou 'val autd

Ta eAdyn KL ol BaAacoeg»

4. HEkpnén kAePdpag

H €kpnén tng KAePLdpag peTa TNV avtiotpodn HETPNGCN OTIOU N APHOC ETUOTPEPEL
OTO ETIAVW PEPOC, TTPAyHATOTIOLE(TAL OTAV 0 AVBPWTIOC EPXETAL OE £TtAdr HE TO
€idwAo tou otov kabpedtn cupBoAiovtag Ttnv arodoxn Tou eauToUL Kal tn duvapn

TTou TPpoodidel autnA n dladkaaoia.

5. HE&alAwon tngKAeWUdpag tou yivetal okovn otov Avepo, cupBoAileL To

XPOVO WC avOpWTILVO KATACKEVAGHA TIOU €V TEAEL

6. Atpoodaipa Light leaks

Ma to mepBAAOV ETUDLWXONKE va AVIIKATOTITPLOTEL Pla atpoodalpikn aicbnon
oveipou, avapvnong, mapeABoviog, Ye oKoTtadl Kal Tautoxpova ¢wta, Tou va

Bupidel ToV ECWTEPIKO PAC KOGHO Kal OXL TNV UALKN TIpAyHATIKOTNTA.
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MEPOZ B: NMAPAIrQrH

3. AOlIZMIKA, EPTAAEIA KAI TEXNIKEZ

lNa tn dnuoupyia tou pouoikoU video visualizer xpnotlgomolidnkayv cuvduaAoTIKA

Ta mpoypaupata Blender 3.2, Adobe After Effects CS20, Make Human, Mixamo,

Abletton Live Suite katto Adobe Premier CS20. To kABg &va amd autd €XELTIC OLKEG

TOU PovadlkeG duvaTOTNTEG.

1. Me 1o Blender paypatomnolibnke o tplodldotatog oxedlaopuoc o€ OAa Tou Ta

otadla kat To animation twv povteAwy (Tng KAeYUdpag Kat tTng avbpwrivng

dLyovupag) omtwg emiong n dnulovpyia kat o pwTIoPOC TWV oKNVWY, N ARYN Twv

mAGvwy Kat ta render pe tn pnxavn Cycles.

MNa to texturing Twv povteAwv xpnootmotnkav shader nodes kat
ETUMAEOV OoTNV KAsWUdpa n TEXVLIKN texture painting pe TivéAo Kat
otévoll. Xpnowotmownonkav emniong HDRIs yia 1o shading tou
KOGUOU.

To animation twv otokeiwv tpaypatonoiOnke pe keyframing.

H kivnon tng aupou amoteAel eva Dynamics Simulation kaBwg
ouvdudotnkav dladopeTikd particle systems, Boolean modifiers,
mpootédnkav collisions kat €ywvav TOAMEC pubuioelg Twv
TapapeTpwy physics.

H €kpnén mpayuatomonke pe to cuvduaopo explode modifier,
particle systems kat force fields.

O Aqelg éywvav pe TIoAEC dladopeTikEG animated KAPEPEC WG

TIPOG TNV Kivnon kat Tig pubpiocelg (depth of fields, zoom k.a.).

2. Me 1o After Effects paypatomnotionke

n ocuvBeon OAWV TwWV otolxeiwy, n dnuloupyia footages, sequencies

Kal compositions amno ta 3d renders katl To Hovtal auTwyv.
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n dnuovpyia tng audio reactive kivnong tng kKAePudpag pe TN
XPnon tng texvikng “convert audio to keyframes” kat tnv mpooOnkn
expressions.
® 0 OUVOALKOC XELPOKIVNTOC OUYXPOVIOHOC X0V KAl ELKOVAC UE BaoiKn

TEXVLIKN To keyframing.

e OouvduaopogTwWY dLAPOPETIKWY OTITIKWY OTOLXEIWV KAl n ocVvOeon
toug pe ta light leaks pe tn xprion twv layer blending modes.

e Anuwoupyia oTTiKWY €PE PE TN XPHoN Kal Twv cuvduacpo twv: CC
particle systems, Turbulent Displace, Fractal Noise, Linear Wipe,
Advanced Lightening, CC radial blur, Strobe Light, Opacity flash
random.

e AlOpBwon xpwUATWY TTAPAANAa pe Tn olvBeon Kat tn dnuoupyia

Twyv e woTte va decouv ta otolxeia pe xprnion Levels, Brightness &

Contrast,

. Zto Make Human dnploupynBnke o apxikog 3d xapakThipag TTou 0T CUVEXELA

elonxon oto Blender yia mepattépw eneéepyacia kat dtapopodwon.

. Ao to Mixamo avtAnonkav ta animation tng avBpwrivng popdnce, o Kamola
armd Ta omoia €ylve emefepyacia kal Mpooappoyn yla va emteuvxBei 1o
eTBLUNTO anotéAeopa. Ta animation ou aviAnbnkav eivat: looking around,

sitting idle, running, walking, stop walking kat pointing.

. Zto Ableton Live suite, £€ylve N cUXVOTIK AVAAUGH TOU HOUGLKOU KOPHATIOU
WOTE VA ATTOUOVWOOUHE Kal va EAYOUE TIC XaUNAEG ouxvotntec (Bass & sub
sequencies) TAvw OTIC oToieg¢ Tpaypartomolénke to audio reaction.

Xpnowgotmolnbnke 1o epyaieio Multiband dynamics.

. 2Zto Adobe Premier mpaypatomnoliBnke to teAkko Color correction tou

OUVOAIKOU Bivteo pe tn xpron tou Lumetri Color.
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Emidoyn Cycles Renderer

20pdwva Pe Toug 0XeOLAOTIKOUC Kal aloBnTikoUug oTdX0oUC TToU T€BnKav €€ apxnc
yla to visualizer, eTUAEXTNKE KAL N TtpAydAToToinon Twv renders Pe tn pnxavn

cycles tou Blender. Ot Tpelg IO oNUAvTIKOl TTapAyovTeg ATav oL akoAovBot:

1. Amelkovion yuaAlou pe avtavakAdoelg, dlapdvela kat dlamepatotnta.
2. 2knvecg mou aroteAovvtal amod oAU XapunAod pwTtlopod

3. TloAU kovtvdAdva pe epdaon otig AeTttopepeleg Kalxprion depth of fields.

H emtidoyn Atav antapaitnto va yivel oe apxko otadlo Kabwe Aoyw tng ¢uong Twyv
UALKWYV TIOU attoTEAOUVTAL TA AVTIKEIPEVA PJag AAAA KAL TWV OKOTEWVWY OKNVWY, Ta
UALKA Kal OL LOLOTNTEC TOUC ETIPETE VA OoXeDLACOTOUV CUHGWVA PE TIG DUVATOTNTEC

TNG MNXAvNng Ttou eTiAEEapE.

Mo cuykekpLUEva, eyvav SOKLUEC (UALKO YUaALOU KAl AUKHOK) Kal dlarmotwinke otL
N amelkovion Pe tn pnxavn cycles mapoAo Tov HeyaAUTEPO XPOVO TIOU aTtaltoVoE
€0lWve peaAloTIKOTEPA Kal KAataAAnAdtTepa anoteAéopata ano ot n Eevee. Auto
odeiletal oto OtL n cycles katd tn dadikacia tou render avaAvel kat AapBavel
vtV TN cupTepLldopd Tou GWTOC cUPPWVA PE TIC UCLKEG LOLOTNTECG TOU, TIC

avTavakAAoELg KAl TIC OKLEG TOU, TN JlamepaToTNTA K.0.K.

‘Ocov adpopd TNV atpoochalplkOTNTA OTIC OKNVEG UE TOV APKETA XaunAd dwTlopo
w¢ KaBoploTiko otolxeio, oe avtiBeon pe tnv eevee, n cycles divel Tn duvatotnta
va auvénBei og peydAo Babuo to radius Twv dWTWYV ETCL WOTE VA EVWVETAL JE TO

TePIBANOV HE €va TIOAU TiLo araAod Kal puoLko TpoTio.

TEANOG, Ta TIOAU KOvTvA pag TtAdva TIou oToxelouv va dei§ouv AeTttopepeLleg (Yia
Tapadelypa tng APPOoU Tiow amo To YuaAi) eritevxBnkav pe tn xprion tou depth

of fields otnv cycles.

Emopévwe n moldtnTa TNgG AmMelKoviong ATAV CNUAVIIKOC Ttapdyovtac yla va
pTtopEoel va eTitevxBel N {ntov eV aloBNTIKA Kal KAataAAnAdtepn anodoaon eixe

To render yéow cycles.
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Ewdva 18: lMapddetyua eevee render emavw kat cycles render kAtw.
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4. YAONOIHZH

2e AUTO TOo KedAAalo Ba mapouclactolV PE AVAAUTIKO TPOTIo OAd ta otddla
onuloupyiag Twy AVIIKEIHEVWY, TWV animation Kal TwWV CUVOALKWY OKNVWYV TOU

Bivteo —visualizer.

O oxedlaopocg ulomolBnKe TUNUATLIKA, akoAoubwvtag tnv Kateubuvthpla
yPAUun TNG TpoTapaywylkng dwadikaciag. MapdAAnAa, OTIOU XPELACTNKE
TIPAYHATOTIOINBNKE TEPATEPW HEAETN KUPIWEG yld TEXVIKA KAl OPYAVWTIKA

dnTtApata pe BAaocn Tig avaykeg ToU KABE aVTIKEMEVOU.

Mapouoidlovtal pe tn oelpd KAsePudpa, avBpwrtvn dlyolpa kat TEAOC ol

OUVOALKEG OKNVEC LE Ta actions TToOU TTPAYPATOTIOLOUVTAL HECA OE AUTEC.

4.1 KAEWYAPA

O oxedlacpoc tng kKAePLdpag opyavwBnKe Kal TIPAYHATOTIOBNKE TUNUATIKA PE
Hla Aoylkfp oelpd kabBwg amoteAsital amo JladopeTKA UTIOUEPN TIOU E&ite
ocuvdeovtal Kal edpamtovral eite alMnAeaptwvtal kat aAnAoemidpouv. Apxika
oXedLAOTNKE TO YUAAWVO TUAPA TNG KAeWUdpaAg, otn cuveExela n EVALVN Baon Kat

TEAOG N Aupog Kat n kivnon autig (animation).

To kABe uTopEPOC €xeL TA dIKA TOU BlaiteEpA XapaAKTNPLOTIKA Kal TtpoBARuata
Ttpoc emtiAucn. To YUAALVO TURHA ETIAEXTNKE VA OXEDLACTEI TIPWTO KaBw¢ amd auto
e€aptdral 16oo n dlapopdwon tng ELAVNG BAoNC, TTou €XEL TO POAO OTNpPiypatocg
Kal Ttpootaciag autov, 000 Kal N AUPOoC N ottoia XxpnolpoTiolel To YUAALVO TURUA

w¢ odnyo B€onc ald Kal kivnong ne.

Onwg 6a mapouclactel aAVOAUTIKA TOPAKATW yia TO KABe pEPOG
paypatomow)®nke 3d modeling, shading (pe shader nodes, texturing) kat téAog
3d animation ywa tnv avamapdotacn tng Kivnong tng dgpou. Aitatnpndnkav

Eexwplotd apxeia yia 6Ad ta otddla oXedlacHoU TWY UTIOPEPWYV YLA VA UTTAPXEL
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duvatotTnTa va eTmoTPEPOUE O AuTA yla TiepaltEpw eneepyaoia o epimTwon

TIOU QVTIHJETWTIICOUE KATIOLO TIPORANUA otV TtopEeia TN dnuloupyiac.

Ewkdéva 19: KAeudpa

3d modelling yuaAwou tpRquatog

H dnuloupyia tou yudAwvou tunuatog &ekivnoe pe €vav KUAWVSPO, OTOoV OTtoio
auvénbnke n vewpetpia pe TNV TPooONKN oplloviiwv Rings. 2tn ouvéxela
dlapopodwbnke To oxAPaA Pe TN Petakivnon Twy rings (G) kat tnv avéopeiwon Tou
peyeBouc toug(S). Mpokelpévou va uTtdpxel opolopopdia kal akpifela oto oxnua,
dlaypddnke TO YOO KATW TPAMA TOU mMesh kKat €ylve QVTIKATOTITPLOPOG- HE
TtpooOnkn mirror modifier Tou emAvw TURUATOg oTov Z axis, Ye ta duo PEpn va
eival ouvdedepéva kal arnAeaptwpueva (linked). Eywve shade smooth yia va

OTPOYYUAEWEL TO OXAMA Kal KAE(OTNKE TO OXNHUA WOTE va PNV UTIAPXEL KAtola
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TpuTa. MNMpootebnke Subdivision modifier yia va avénbei kat va opalotmonbei n
vewpetpia kat Solidify Modifier yia va amoktiicel mAaxo¢ to omoio Ba

EMEEEPYAOTOUHE TIEPLOCOTEPO OE EMOHUEVO OTADLO.

Ewkdva 20: Ta Briuata oxedtaouoU Tou YUAAIVoU TURUATOG

MpooOnkn Baocikol material yvaAiov

Mpootébnke éva Baoikd material yuoaAloU woTte va Prtopoupe va BAETTOVUE péoa
o€ auTO yla va dNULOUPYOOUHE OE ETTOUEVO OTASLO TNV APHO. XpNOLPoTIo0nKe

Principled BSDF Shader node, oto omoio €ylve TAfpn¢ avénon tou transmission
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yla tnv dwadavela, pndeviopog tou metallic yia va pnv Asttoupynoet cav
KaBpedtng, emiong undeviopog tou roughness kat datripnon tou IOR (Babuog

dlamepatodTNTAC TOU UALKOU amo TI¢ akTiveg Tou ¢wtoc) oto 1500.

Aokwpaotnkav HDRI, kat world base colors wote va €ETACOUME TO TWG
avtanokpivetal To UAKO pag, ota omoio Ba yivel eTumAgov eneepyacia o TEAKO
otdadlo TpLv ano to render, Omou Ba emAexToUV ta teAkd shadings pe Bdon to
dwTlopo kat tig oknveg. Ta HDRI eite avtAnBnkav amo tig dlabEoiyeg ETUAOYEG TOU
Blender eite PBpébnkav amo 1o OladIKTUO €AeVBEPEC TPOC XPron eKJOOXEC.

Ewonxbnoav ota Shader nodes tou koopou (world) pe elcaywyn Environment

node.

Ewodva 21: Aokwég material yuvaAioU pye HDRI

Ewkdva 22: Shader nodes yta to Glass material BSDF kat World environment HDRI
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AMMOZ

H dnuoupyia tng dgpou Kal Tne Kivnong tng anotéAeoe Eva TIEPITTAOKO onpeio TG
oXedlaoTikn ¢ dladikaoiag. AoklpdotnKay dLadopPETIKEG TEXVIKEG KAl OXEDLAOTNKE

TIOAAEG dopEC aTto TNV apxn HEXPLVa BpeBei n kataAnAdtepn duvatn pEBodog.

Mapakdtw cuvoidovtal ol avaykeg Kal Ta Wlaitepa XapakTnpLoTikA tTng Ao

Kal Tng Kivnong tng yla tig omoieg avadntnénkav AVoeLG.

® 1 AMEIKOVION TOU HEYAAOU aPLOPOU KOKKWYV AUHOU

e 0O TPOMOG TMOU MEDTEL N AUHOGE, WOTE va dailveTal oav Eva CUVEXOHEVO

CWHA TIoU EEKLVA ATIO ETIAVW HEPOC KAl CUYKEVTPWVETAL OTO KATW PEPOC.

¢ I AUMOG KATA TNV MPOCYEiWOoN TNGVva cuuTeplpEPETAl GUCIKA
yepidovtag to KAatw pEPOC TNG KAWL pag, aAANAOETIOPWVTAC HE TO

YUAAWVO TuApa.

AVo pgBodol tou doklgdaoTnKav aAAd armtoppidBnkav eivat, TPWTOV 0 GXESLACHOC
NG APpou pe tn xpnon fluids kat devTEPOV, 0 OXESLACHOC OAWY TWV KOKKWYV TNG

AUMOU KAl TNG Kivnong autng pe €va povo particle systems.

1) Ztnv mepimtwon twy fluids, utthpxe peyain duokoAia otn dlaxeiplon Ttou
PLBPOU TITWONCG KAl TNC EVIOVNC Kivnong otav TTPocYElWVvVOTaV 01O KATW
pHEpog NG kAeWudpacg (collision object) AauBdvovtag umoYly Kat Tov
peydAo aplBuo twv particles. Me kdBe aAAayn TWNAC OTIC pubuicelg
artattovvtav va yivetatl véo bake fluids, tou eixe TOAU peyAAn XpoVviKNA

OldpKeLa, yia va UTIOPECOUE va SOV HE TO ATIOTEAECHA.

2) HdeUtepn mepimtwon mou SOKIJACTNKE NTAV AUTHV TOU evOG HOvo particle
systems yla tnv amelkovion OAwWY TwV KOKKWYV TNG APpou Kabwg Kat tng
kivnong touc. O aplBudg Twv KOKKWYV (pe iinstance object) émpete va eival
TOOO PEYAAOC WOTE KATEOTN TEAKKA adUvato va Ttpaypatormolnbei pe tov

OLaBECIHO EEOTIALOHO (UTTOAOYLOTAC).
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Edooov dev ntav duvath yla texVikoUg AOyoug n bAoTtoinon evog eviaiov cwPATog
AUMOU TIOU vVa KAAUTITEL OAN TNV Kivnon, Ye tn xpron evog povo fluid i particle
systems pe peydlo aplOpo particles avalntnénkav daAAol cuvduaoTikoi TpoToL.
AuTtol adopolv oTtnV AVIIPHETWTILON TNEG AUMOU oav JladOopPETIKA TUAMATA TIOU

KlvouvTtal opolopopda yia va oxnUaticouv to cUVOALKO animation.

MNa va emiteuxOei pe autov Tov TPOTIO Evag BABUOC PEAACTIKOTNTAC TNE Kivnong
XPELAOTNKE va PEAETNOOUV TA ETUPEPOUCE THAMATA TIOU TNV ATOTEAOUV Kal va

ONUELWBOUV TA XAPAKTNPLOTIKA TNC.

Mapakdtw Tapouctaletal yla elkova mou dnUoupyndnkKe yla va amelkovioel To

amoTEAECHA TNE TTAPATPNONC.

1‘"‘ dppog
I xwveltat

aklvnto texture
UEIWON vYoug

dppog
Kiveitai

appog
mEQTEL

dupog
M xwveitai

Klvnto texture
avénon vyoug

Ekdva 23: Zx€dto avaAuanc kKA udpacg
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Mapatnpnénkav ta akéAouvba:

H Emdvw dupoc:

e ¢aivetalva pelwvetal otadlakd oe uog

e kabwcgmedtel dev paivetal va Kiveital og 6Ao Tov OYKo TNC.

e Kweitalto mavw PEPOC TNC HE TNV E00XN-BaBoVAwua.

e Kivnon dlakpivetal emiong otnV OTEVH TIEPLOXH TOU OTOM{OL TNG YudAag amno

OTIou TEPTEL.

H Appoc mou KUAd

e &gvdldueoa UTtAPXEL CUVEXNC Kivnon/pon

® KOATAANYELOTO KATW PEPOG

H Katw appog

e Kivnon povo otnv eMAvw TEEPLOXH TTOU TIPOCYELWVETAL N APUOC (TtpoEgoxn-
HLTN)
e oTadlako avéBaopa-avénon uoug

e (OTO UTTOAOLTTO cwua dev Kiveital

Me Bdon ta mapandavw AndOnkav ot akoAouBeg oxedlaoTIKEG anmodAcELG.

1) Anploupyia mavw Kal KATW APPoU we exwplotd objects (3d modelling),
ota ormoia €ywve animation ylwa tnv auvéopeiwon Tou oXAUATOC TOUC Kal

avanapactacn KOKKWYVY aupou pe procedural texture.

2) lMpooopoiwon kivnong Aupou Ttou TTEPTEL PE TNV TAUTOXPOVN XPHOoN KAt To

OULYXPOVIOHO JladopeTIkWY particle systems.
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3D Modeling appou

AkoAouBwvtag tn pEBodo mou amodaciotnke, o oxedlaopog Eekivnoe amod to
ETIAVW KAL TO KATW TUAHA TNC APPOU e 0TOXO0 va dnuioupynBouv dUo dladopeTikA
meshes ou Ba Bpiokovtal peéca oto yudAwvo doxeio wote va xpnotpoTmonbouv

yla tnv dnuloupyia tou animation.

To emavw mesh Ba mpémel va mpooopolddel To cwua TNG Agpou otav auvtod
Bpioketaltoto emavw pEPOCTOL doxeiou Alyo TtpLy EekivrjoeLvaiedtel. Avtiotolxa,
TO KATW Mesh Ba TPocopolAdel TO CWHA TNG APHOU TIOU EXELTIECELKAL EXELYEUIOEL
TO KATW HEPOC. Ta dUo pEPN Ba TpEMEL va €xouv Tov idLo OyKO yla va ¢aivetal 0Tt

TpoKeltaL yta tnv idla moocotTnTa APpou.

MNa tn dnuoupyia kat Twv dVo meshes mpaypatomoOnke n da akplBweg
dwadikaoia, xpnowomowwvtag Boolean modifiers. H oepd dev kpibBnke wg
OEOMPEVUTIKN OTIOTE OXEOLAOTNKE TPWTA TO KATW THAMA KAl OTn CUVEXELA ME

QavTioTOLXO TPOTIO TO EMAVW.

ApXLlKA yla TNV KATW Ao dnuloupynbnke évag KUBOC Kal ToTtoBeTABNKE 0TO KATW
HEPOC TOU YUAALVOU TUAHATOC, 0TOo LYOC TTou BEAOUE va KAAUTITETAL ATtO AMMO.
21n ouvexelanpootednke Boolean modifier - Difference otov kU0 Kal eTAEXONKE

W avtikeipevo emppong n yudAwvn kAeudpa. Emetta €ywve Apply tou modifier.

"?ﬂ

M ience

Ewkova 24: Boolean modifier yta kdtw mesh dupiou
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2Tn OUVEXEWA OPNOTNKE TO PEPOC TOU KUBOUL TOU PpioKeTal €KTOC YUAALOU
eTAeyovtag tov oto Object Mode, tnyaivovtag otn cuvexela oto Edit Mode (Tab)
Kal €TA&yovTag €va tuxaio vertex matfoape tn ouvtopsuon Ctrl + L omou

ETMAEXBNKAV autopata oAa Ta vertices €ktog tng Boolean meploxng kat €metta

dlaypaodn (x).

Ewova 25:Ataypadr vertices mmou Bpiokovtatl EKTOC yuaAtou

AkoAoUONCe TO KAs(OWHO TOU OXAMATOC OTO €MAVW HEPOC Kal n dnuioupyia
TEPLOOOTEPWYV rings avAloywv kat Pe to uttoAouto mesh. TéAog pikpuvape to
avilkeiyevo Alyo wote va pnv epdmretal PJe 1O YUAAWVO TUAHA aAAA va

mepAapBavetatl oAOKANPO HECA OE AUTO.

Ewkdva 26: KAeiowo oxriuatog katw dupou
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Me 1nv dla Odwdkacia Odnuouvpyndnke kKal TOo emMAvw mesh dAupou.
AladopoTtolrifnke POvo n apxikr tomtobgtnon Tou KUBoU o BEon TEToLlA WOTE va
TIEPIKAELEL TNV TtEPLOXN TIOU BEAOLE va KAAUTITETAL ATTO APHO auth Th $opd OTOo
TTAVW PEPOC TNC YUAAQC KAl e oTOXO0 0 OYKOC TOU va eival TtEpimou o {dlog pe autov

NG KATW AUPOoU.

Ewkova 27: Ataudppwaon emavw Aaupou

AdoU Onuoupynbnkav ta PBacikd avrtikeigeva tng AUUOU TEPACAUE OTN
olapopdwan KATolwV AeTttopepelwy Touc. Eylve subdivision otn yewpetpia ya
va €XOUUE €va OPaAG oxnua pe apketd faces yla va pag Bonbnoetl apyotepa otnv
dlapopodwaon tou UAKKOU Kal Tng LPNAC OTwWCE €Tiong otnv MpPooBnkn particle
systems. Ztnv emavw Aupo dnuloupyndnke pla ecoxn (BdBuvon) oto KEVIPO
TePIMoU TOU EMAVW THAMATOCG TNG. ZTNV KATW APHO dnpoupynénke pia opaAn

TIPOEEOXN TWV KEVIPLIKWY CNUEiWY TNE eavw yewpleTpiac.

Eiwkdva 28: Anutoupyia ecoxnc kat mpoeoxrc ota meshes

TéAog, EAEYXTNKE N YEWHETPla Kal va unv tpoe&Exouv i epdmntovral ta meshes pe
TO YUOAWVO TUApa ala va Bpiokovtal peoa oe auto. Mpaypatomow®nke Apply

Scale kat Shade smooth ota teAikd meshes
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Shading appou

lNa to texture tng dupou dnuloupynonke éva procedural texture pe tn Xprion
shader nodes. Baciotnke o€ €va voronoi texture, 0To oTtolo ETUAEXTNKE TO HEYEDOC
Kal TIPooTEONKE &va amaAo bump. O XpWHATIONOCG EAEyXeTAl HECW evOoc color
ramp TIOU CUVOEETAL PJE TO emission yla va ekmeumel pwrtevotnta. O atodntikog

otoxog ntav va Bupidel xpuon dwrtevn Apypo.

H dlapopdwon tngteAKRG Tou Hopdng Eyve TapAANAa e To oTAdlo dnuloupyiag

Ta particles Tng Aupou yia va uTtdpxel yla opolopopdia Kat va dEvel To TEAKO

aroteAeopa.

Ewkéva 29: Shader nodes yia material aupuou

Ewova 30: Aupoc rendered
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Mpooopoiwon dupou

To animation tng dupou paypatomodnke douAsvovtag o Tpia otddla:

1) kivnon emavw Kal KAatw agpou pe boolean modifier
2) evdldpeon kivnon pe particle systems

3) &voToinon KAl CUYXPOVICHOG CUCTNHATWY

1) Kivnon emavw Kat katw apgpou pe boolean modifiers

H amekovion Twy Kvroewyv Tng TAvw Kat TG KATW AUPOoU, TIPAYHATOoTIo0nkKE pe
™n pEB0dO TN otadlaknc eEaddaviong Kat egdavionc Twy meshes pe avtlotpodwe
avAAOYO Kal CUYXPOVIGHEVO TPOTIO. Mo CUYKEKPLUEVA, O OTOXOC HAC NTAV N ETTAVW
aupocg va e€adavidetal opgolopopda anod mavw TTPOC Ta KATW VW TAUTOxpova, Ue

ToV (010 pubpo, va epdavidetal N KATW APPOC, atto KATW TPOoC Ta TTAvw.

AUTO ETUTELXONKE PE TNV ElOAYWYN ApXIKA dV0 KUBWV (TIAvw Kal KATW avtiotolxa)
HE HEYEDOG TETOLO TIOU VA KAAUTITOUV OAOKANPN Tnv eriddvela Twv meshes tng
Aupou. MNava pymopoupe va BAETIOVUE HEoa Ao autoug, yetatpePape Tov TPOTO

Tou epdavidovtat viewport display amno Textured oe Bounds.

Mpokelyévou va dlatnpnBei to oxnua tou BaBoUAWPATOC TNE TTAVW AHKOU KAl TNG
TIPOEEOXNC TNC KATW AUPOU Katd tn JldpKela Tou animation, petakivriénkav ot
KUBoOL ota KATAAMnAa onueia, tov emdvw KUBo oto UYoOC TOU HOAE va
mepAapBavel to faBoVAwWPA KAl avtioTola Tov KATW va tepAapBavel tn poTn Ing
Aaupou Kal tpootednkav Boolean modifiers emiAéyovtag tnv avtiotolxn Aupo yua
ToVv KABe éva, kal kavape apply modifier. Eywve €va eAdxloto scale up kat rotation
Kal otoug dUo boolean kUBou¢ yla va armodpVyou e TIPORANHUATA TTOU TIPOKUTITOUYV

pe to boolean modifier 6tav cupumintouv ta edges oxnuatocg kai boolean.
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Ewdva 31: Boolean modifiers otou¢ KUBoUC yla evowpdtwan e0oxnN¢ Kat Tpoefoxng Aupou

Add Modifier

=] Boolean il
Intersect Union Difference
Operand Type  Object

Object 'MW, sand down

Solver Fast

» Solver Options

Ewkova 32: Boolean modifier katw kUBou yta axrpa dupou

lNa to animation gepdavionc kal e€apaviong xpnolgomoloape kat taAl Boolean
modifiers - difference (fast) ebappuolovtdcg ta auvtn tn dopd ota object Tng TAvW

Kal KATw APpou Kal eTiAéyovtacg we boolean object toug avtiotolxoug KUBoUC.

o] Boolean EE (=] voX =] Boolean :;: . B v X
Intersect Unian Difference Intersect Union Difference
Operand Type  Object ' Operand Type  Object

Object ‘M SandBoolDOWN Object ‘B’ SandBoolUP

Solver Fast Exact Solver Fast Exact

Solver Options Solver Options

Overlap Thresh.. 0.000001 m Overlap Thresh. 0.000001 m

Ewdva 33: lMpoabnkn Boolean modifiers yta to animation o€ KAtw kat Tavw Ao
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2Tn ouvexela Kavage animation otoug KUBoug emAvw Kalt KATW WOoTe
OUYXPOVIOMEVA 0 eTTAVW va Katepaivel e€adavidovtag tTnv emavw APHO, EVW O
KATW va aveBaivel woTte n KATW APpog va epdavidetat. EmAEXTNKeE pla apxikn
Oldpkela oto timeline, kat tomoBetnOnkav ta keyframes oto Z location twv
QVTIKELHEVWY opidovtag TNV apxlkh Kat Tnv TteAkn toug B€on. H didpkela tou
animation dl0pBwONKe o€ EMOPEVO OTADIO WOTE VA CUVTOVICOUE OAA TA HEPN

TToU Ba arnoteA£o0LV TN GUVOALKA Kivnon.
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Ewkova 34: Timelines twv kUBwvV L ta keyframes

Ewkova 35: Animated kuBot
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2) Evdwapeon kivnon pe particle systems

O oxedlaopocg tne evdldueonc Kivnong dnuloupynbnke pe 1o ocuvduadopo Tplwy

dladopeTikwy particle systems.

1) Appocg ou medtel. Npooopolwvel TNV TTWON TNE EEKIVWVTAC ATIO TNV TTAVW
QMO TNG KAeWLOPaAg,

2) lMpooyeiwon aupou. Mpooopolwvel TN cuptepldopd TNC APPOU KaTd TN
OTlyMNA TNG Tpooyeiwaong.

3) Evottoinon Kal cuyxpoviopog. 20vdeon Twv dU0 TTPONYOUHEVWY GUOTNUATWY,
kKAvovtag Tnv kivnon To PEAALCTIKA KAl OPOYEVOTIOLWVTAC TO OCUVOALKO
animation. (HopdoTtoinon tNg AuPoU KAabwe TEPTEL, va TTAipVEL TO OXNHA TNG

KAtw appou pecw keyed particles).

1. Appog ou médtel (mpwrto particle systems)

To pwTo amod avtd adopd TNV MTWON TNG AUPOU Kal ToTtoBbetnOnke amneubeiag

oto object TNg emMAVW APHOU TIOU OXEDLACTNKE TIPONYOUHEVWC.

Mnatnv popdn Twy particles oxedLAOTNKE EvAG KOKKOC APHOU HE KATAAANAO Xpwa
Kal oxnua o otoiog Kaltopiotnke wgTo instance object, yiata particles. MewwBnke

Kat n yewpetpia tou pe Decimate modifier yia va eivat eAadpputepo 1o cvotnua.

MNanv tapaywyn Twy particles, oto particle systems tab puBpuiotnkav o aplBuog
Twv particles, ta frames apxng kat TEAoug Tou emission kat n dapkela (wNg
(lifetime). O tpodmoc mou Ba kKwolvtal opiotnke otn pPUBPlon physics, OToOU
emiAextnke Newtonian yla va Asttoupynoouy pe Bdon tn Bapltnta KAl va TtEHTOoUV.
To emission mpaypatotmoleital ano ta faces ToOU AVTIKEPEVOU OTNV EWTEPLKNA

TAeupd tou Kat tuxaia (Random distribution).

Mpootebnke colision oto object tou yudAwvou doxeiou yia va eachairicouvpe OTL

OAa ta particles Ba mapapévouv péca otn KAsPLdpa.
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Bty

Ewkdva 36: lMpwro particle systems kat instance object yia tnv auuo mou mePTEL

MNa va pnv mapayovtat particles améd oAokAnpn tnv ertdAveld TOU AVTLIKEIPMEVOU
OAAQ VA OPLOTOUV OL TIEPLOXEC TTOL BEAOULE, dNUlOLPYRBNKE €va vertex group TTou
meplAapBavel 0Ao to mesh, cuvdeBnke pe to particle systems kal otn cuveExela
TpaypatomowBnke weight painting. ‘Etol, opiotnke va mapdyovrtat ta
Tleploootepa particles amo tnv meploxr mou BplokeTAl KOVIA OTO OTEVO CnUEeio
TIOU OTIWG PeEAETAOAPE TPETEL va daivetal Kivnon kKal EAdxlota va mapayovtal

oldoTapta oTnV entavw emidpdvela yla Adyoug puctkotntac.

Ewkdva 37: Weight painting yia €éAgyxo mapaywynic particles
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ErumA€ov, ylavaédtouy ta particles o fpepa kat evwpéva o€ Pla eubeia katyla
va pnv €XOouV VEUPLKA Kivnon auvéhoape tnv TR tou damp. TéAog, €ywvav
pLBUICELC WG TIPOC TO EVPOC TWV PeYEBWYV TwV particles yla va dtapEpouy petalv

toucg(scale & scale randomness).

Ewkdva 38: Render view tn¢ Aupou mou meptet

‘Otav ta particles TEPTOULV KAL AKOUPTIOUV TNV ETILHAVELA TNG KATW AUPOU BEAoLE
va KOAAAve TTAVW € AUTRAY Kal va akoAouBoUv Tnv Kivnon tng kabwcg avtn yepidet
TNV KAePUdpa. MNa auvto to Adyo kavaue duplicate 1o boolean cube tng katw
AuUpoU TO oToio TepAapBavel kal To animation tng Kivnong mpog Ta emavw,

adalpecape 1o boolean kat tou pocBecape collision.

Collision
Field Absorption
Particle

0.000
0.700

Particles

0119
0.000

1.000
0.000

Ewodva 39: Collision object kat properties yia mpooysiwaon dupou
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2. Mpooyeiwaon appou (devtepo particle systems)

21tn ouvéxela pooBEéoaue oto (dlo avtikeipyevo (collision object) véo particle
systems pe oTOX0 va avamapactioeLl TNV Kivnon Twv KOKKWYV adoL TtpooyelwBolv

oTnV KAatw Aupo.

PuBpiotnke apketd pikpotepog aplbuodg particles, ta omoia EekivoLv (frame start)
amo TN OTLYHA TIOU N TTIAVW APPOC TIPOCYELWWVETAL KAl AKOUUTIA TNV ETLGAVELA TOU
QVTIKELMEVOU, KAl oTtapatolyv oto TEAoC Tou animation kivnong tou. MNa va pnv
meptouv TA particles oAA  va Kwouvial  EMAvVw  Otnv - eTudavelaq,
arevepyotoldnke n Baputntacto tab field weights (gravity 0) kat oto physics tab

opilotnke wg duvaun ¢uoikng None.

Physics Type None

Object

0.020
Scale Randomn 0,589

& Show Emitter

« Object Scale

Ewkdva 40: AcUtepo particle systems mpooyeiwaonc auuou kat pubuioeic

MNna tnv meploxn mou mapdyovtal ta particles kavape weight painting pe tov (dlo
TPOTIO OTIWG KAl OTO TPONYyoUHEVO cuotnpa. Anplovpynoape vertex group Tto

omtoio cuvdEoape e To particle systems kat kavape 1o weight painting.

Ewkova 41: Weight painting yia mapaywyn particles kat vertex group
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Ewkdva 42: TeAika particles mpooyetwuEVNC QUUOU OTO KATW LEPOC

3. Evomoinon kat cuyxpoviopog animation (tpito particle systems)

lNa tnv opoloyévela Tou cUVOALKOU animation xpeldotnke va dnulovpyndel éva
akopn particle systems TO 0OTOi0 CUVBETEL TIC KIWVACELC TWV TPONYOUHEVWYV
OUOTNUATWY WOoTe va tapaxbei yla eviaia kivnon. AuTto paypatonolitnke Ye to

ouvduaopo Newtonian kat Keyed particles.

Apxik& wg emitter dnuoupynbnke €va véo Object, pye duplicate tou mesh tng
TAvw Aupou Tou BpiokeTal otn otevh TEPLOXN NG KAeWLdpag. MNpootEdnke 1o
id1o particle systems pe autd TNG AUPOU TIOU TTEPTEL, WE TIPOC TNV KateLBLVON Kal
ToV TPOTIo Kivnong (Baputnta) pe PIKPEC dLadOPOTIOLNOELC OE TIAPAUETPOUC OTIWG
TO peyeBog Twyv particles kat to Tooo npepa Ba kuAdve (damping). O aplBuoOg Twv
particles kaBwg Kat n apxn, To TEAOG Kat n didpkela (WG TOUG oploTnKav apxlka
HE OXETIKO TPOTIO Kal Ba dlopBwBOouv oto teAeutaio oTtddLo yia va cuvduactouv

Kal e To eTOpevo particle system.
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Ewkova 43: Anutoupyia mesh kat epappoyn particle systems

2Tn CUVEXELO PECA OTNV KAPTEAQ Twyv particle properties pootEdNKe Kal €va
keyed particle system yla va tpaypatomotjcoupe to morphing wote ta particles
IOV TEPTOUV VA TIAPVOUV TO OXNUA TNG KATW Apuou. 2to tab physics €ywve n
emidoyn keyed. Oplotnke wg target object 1o emitter tou deltepou particle

system (tng¢mpooysiwong).

- sand up.001 > TT keyed particles

« Use Timing

f \, ParticleSystem = B

15 keyed particles = B

W, colision kato
1
75.000
390.000

Emitter

Ewkova 44: MNMpoabrikn Keyed particle systems kat physics properties
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Ma tnv eTtuxnUEVN TIPOCOUOIWoN ATAV CNUAVTIKA N CwoTA avilypadn Twy idlwv
puBuicewv Tou TMEepPAauBavel To particle system tou target pag, wg mpog tov
aplOpo twv particles, Tic tpeg frame start, end kau lifetime k.o.k. T€Aog,

puBpuiotnke n évapén (start) kat n didpkela (duration) Tne mpocopoiwong.

Mpayuatomolnbnke bake ota ocuotApata kat To animation eivat €toudo.
MrmopoUpe va KAeiocou e TNV opatotTnTa Tou particle systems tou target yiava pnv

epdavidetal duo dopeg, kKabBweg MAEov avarnapiotatat ye to morphing amo 1o

keyed particles.

3y
3
i

P

‘X

Ewkdéva 45: Render view mpooopoiwaonc twy keyed particles

AdoU oAokAnpwONKe N dnuloupyia Twv dladopeTikwyY animation, akoAovBnoe n
poomdbela OlopOBWOoEWV KAl CWOTOTEPOU CUYXPOVIOHOU TOUC WOTE va

ATTOKTNAOEL TO GUVOALIKO animation pla opoloyeévela.

PuBpuiotnkav ol xpovol Tou animation tng MAvwW Kat KATw AUPOoU WOoTE va yepidel
OPHOVIKA TO KATW PEPOC 000 adelddel To emavw. Tautoxpova dlopBwbnkav oAa
Ta particle systems avaloylkd pe tnv mavw Kat KATw Appo, dnAadn to tote
EekvoLv Kal ToTe otapatoLyv va mapdyovtal particles, méco diapkolyv, av eival

OPKETOC O APLOUOC TOUC K.O.K.
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Z0Awn Baon

O oxedlaopog Eekivnoe pe 1o 3d modeling, otn cuvexela akoAovBOnoe 1o shading
HE TNV TIPocOnKn UALKOU Tou EUAOU, TO UV-Unwrap Kal TEAOC TtPAYHATOTIOONKE TO

texture painting pe TveAo kat pe tnv TeXVIKN stencil.

Ewkéva 46: TeAikn EUAwvn Baon kKA udpacg

3D modeling Baong

Ma g oTPoyyUAEG BAoELg TTAVW KAl KATW dnuloupyndnke €vag KUAWOPOG Kat
TIPOCAPHOOTNKE OTO KATAAANAO peEyeBOC. 2tn cuvexela pootednkav Rings kat

pjetakwvwvtag ta dtapopdwOnke To ETUOBLUNTO oXAUA.
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AnploupynBnke Kat pla KOWOTNTA yid va aKOUKTIA TO YUAAWVO TURKA OTO ETTAVW
HEPOC OTO KEVIPO NG BAong OTwC €MIONG KAl TPELC EC0O0XEC UTIODOXECG yla va

ToTtoBeTNBOUV OTN CUVEXELA OL KOAOVEG.

MNatn dnulovpyiatngemavw BaongdurtAactacape Tnv mpwtn BAcn, avilotpadnke

Kal TotofeTABNKE 01N cwotn B€on emtdvw amo tn yudAd.

Ewkova 47: Anutoupyia mesh kdtw otpoyyuAng Bdaong
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Ma g KoAdveg dnuloupynBnke évag KUAWVdPoOG, Tipootednkav oplovtia Rings otn
vewpetpia kat dtapopdwbnke to eTBUPNTO oxNUa pe avopeiwon Twyv peyebwy
KAl Ye TN PETAKivnon toug. TEAog TToAAATAACIACAUE TV apXIKh KOAdva yla va
dnuUoupynooupe dUO akoOpn Kat TG ToobeThoaue ota emBLUNTA onuela oTIg

€£00XEC TTOU dNULloVPYNRONKAV TPONYOUHEVWCE OTIC BACELC ETIAVW KAl KATW.

Ewkdva 48:Anutoupyia mesh koAdvwv
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Shading

To material yia tn BAcn Tou eTAEXTNKE eival €va avolXtoXpwpo EVAO pe
AETITOPEPELEC TTAVW OTO OToio Ba yivel oe emopevo otadlo 1o texture painting.

BpéBnke amod ta eAsUBepa mpog xprion VAIKA Tou Blender kit, ebappootnke ota

objects.

Ewkéva 49: Base image, roughness kat normal E0Aou

Mpayuatomonbnke kdmnowa enefepyacia peéoca ota shader nodes wg mpog to
xpwpamnpooBeTovtag hue/Saturation value node avapeoa otnv Bactkr elkova Kat

oto base color tou BSDF.

Ewkdva 50: Shader nodes EUAlvou UALkoU

MNa tnv ocwotdtepn TOTMOOETNON TOU UAKKOU ETAVW OTa avilkeipeva Ba

TipaypartormolnBeil otn cuvEXeLa uv unwrap.
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UV unwrap

MNa tov €Aeyxo BEong Tou material eTAvw oTa AVTIKEiPEVA TTPAYUATOTIOWONKE UV-
unwrap oTig BAceLg KAl oTig KOAWveEG. Ma tnv mepintwon Twv BAcewV KAvape

mark seams Kal unwrap KAataAfyovtag oto akoAouBo amotéAecpa.

Ewodva 51: Uv unwrapped texture map otpoyyuAnc Baonc

2TIG KOAWVECG €yLve eTtiong mark seams kat unwrap.

Ewkdva 52: Uv unwrapped texture map koAovacg
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TEXTURE PAINTING

AdoU oAokAnpwBnke n tomobETnon tou material UAou, TpaypatoTolBnke
texture painting emdvw o€ autd WOTE va ATIOKTACEL €vav TILO TIPOCWTILKO Kal

hiphop xapaktnpa.

Texture painting pe muwvélo (brush)

Apxlkd Ttpaypatomolndnke texture painting pe Mwélo (brush) dnulouvpywvrtag
Tuxaia R Alyotepo tuxaia oxnUata cav TVEAEC ) YPAUMEG amtd Hapkadopo Kal
ompel. Eywvav tautoxpova OOKIPEG yla Tov TITAO TOu Tpayoudlol O oToiog
ypAdtnkKe emiong Ye TveAo otnv emtavw Bdon. Zwypadiotnkav eMiong ol KOAWVEC
HE Xpwuata, pe €va onua (m) kat éva tag (3,14) amd opAadeg TTOU CUPHETEXEL O

KAAALTEXVNC.

Ewkéva 53: Texture painting L€ TvéAo

Ewkdva 54: Texture painting emtigpaveta epyaaciac oto Blender
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Texture painting pe stencil

Mnatn dnuoupyia twy stencils xpnolpomontnke pia pwrtoypadia amod €va hiphop
festival katd tn didpkela Tou omoiou eixe dnuloupynBel autd to TaumAd pe tags

TTavw oTo stage, anod Toug avBpwTtoug Kal TIG OPAdEC TTOV CUMUETEXQV.

Ta tags ou eTAEXTNKAV yla va yivouv stencil eival To CUYKPOTNHUA TOU KAAALTEXVN
(paranoia), n euputepn hiphop oudda mou avhkel (good view) kat ol ¢ppdoelg

“hiphop” kal “rap tpomocg okeyng”.

Ewkdva 56: Texture kat Tools properties tab
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Ewdéva 57: Mpayuaromroinan stencil

Ewkova 58: TeAiko anmotéAsaua stencil otnv kdtw Baon
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4.2 ANOPQIMINH ®IFOYPA

O oxedlaoTtikoc otoxoc Atav va onuwoupyndel pwa avBpwrivn dlyovpa He
adpalpeTikl avdpoyuvn popdr, Xwpic XApaKINPLOTIKA OTo MPOCWTIO yld va

OUMBOAIoEL YEVIKA TNV AvBpWTILYN TTApOoUcia, ATtoTiPocwWTIoTIoLNHEVA.

Ewkova 59: To teAko povtglAo os T-pose

To apxiko6 3d povtéAo dnuloupyndnke oto Make human, armoBnkevtnke padi ye to
OKEAETO TOU KAl OTN CULVEXELA £loNXOn oto Blender yia mepattépw emnefepyaocia

Kat dlapopdwon.

Ewkdva 60: MovtéAo mou dnutoupyribnke ato Make human
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Eylve tepattépw enefepyacia otn yewpetpia, wote va e€adaviotolv ta otolxeia
Tou &g XpelaldpacTte Kal va aAAOLwBoUV Ta XApAKTNPLOTIKA TOU TIPOCWTIoU, Td

OAxTUAA TWV TIOSLWY, TO 0TROOC K.0.K.

Ewkéva 61: O xapaktripac mptv kat UETA tnv enefepyaaia

Ewkdva 62: Mesh kegaAioU Tou xapaktnpa mptv Kat HETA
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Shading d¢ppartog

2tn ouvexela dnuloupynonke pla vepr dEppatog pe tn xprnon shader nodes.

Ewkéva 63: Shader nodes yta 1o UAIKO d€ppatoc

MNa tnv mpooopoiwon tou d€puatog avénbnke n tun tou subsurface wote va
evepyotolnBei kamola dadavela kat vTtapén deVTEPOU XPWHATOCG KATW aATto TO
base color kal Tpootednke €va colorRamp 1o otoio cuvdEbnke pe to base color
Kal pe to subsurface color ylwa va €xoupde Tov €Agyxo Tng avaloyiag toug.
ETAEXTNKAV Ta ETMBUUNTA XPWHATA KAl KOUVWVTAC TNV Prtapa dlapopdwbnke to

eTOLUNTO aoteAeca.

Nvwpidovtag e€apxng OtL ol oknveg Tou Ba akoAouBrjcouy Ba eival CKOTELVEC TO
material 5ouUAeVUTNKE KAl PHE XAUNAO GWTLOHO KAL EYLVAV TIPOCAPHOYECG avaAoya Le

TNV KABe oknvn.
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4.3 ZKHNEZ

Metd tnv oAoKAPwWGonN Tou TPLodLAoTATOU OXedlaoUoU TNG KAePUdpag Kal Tou
avbpwrTou &ekivnoe n dladlkaoia Ttapaywyng Twy oKNVWwYV Ttou TeplAapBdvovtatl
oto Bivteo. Anploupyndnkav ta oknVvikA tepBAiovta, EmMelta Ta animation kat
TéAOG ToTtoBOeTOUVTAV PWTA KAl KAPEPEG. AKOAOUOEL pUla avaAuTikn Ttapouaciacn
NG dladikaoiag yia OAEG TIC OKNVEC KAl Ta actions TTou Tipaypatomolénkav péoca

OS QUTEC.

Zknvn 1- KAe0dpa

H oknvn tng kAePudpag pe tnv animated kivnon tng Agpou, Yovn tng HEca oe eva
OKOTELWVO TIEPLBANOV, XPNOIHOTIOBNKE WE KEVTPLKH YA TNV AN TTOAAWY TTAAVWYV
IOV cUPHETEXOLY. Ta MAdva autd sival kovtiva Kat deixvouv eite oAOKAnpn TNV
KAePUdpa eite TIg AemttopEpelec NG OmMwg KAl OAeC Ol UTIOAOLTIEG OKNVEG
CUUTANPWONKav e tnv atpoocdalpa twy light leaks, ta edp€ kal tnv mepattépw

enefepyacia toug oto after effects.

Eikdva 64

O apxlkog otoxog ntav va e€axbouv 0Aa ta mAdva pe transparent ¢povio wote va
ouvteBoUv oTn cuvexela Pe AAAa otolxeia oto after effects, omtwg pe to light leaks
footage, pe ed€ kal AAa ypadkd otolxeia. AuTto dev Atav eLIKTO KABWC KATA TN

oladlkaoia Twyv render dlamiotwOBnke duokoAia tng pnxavrg Cycles va &dayel to
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emission Twv KOKKWV TNG Appou (av kat EAAXLoTOo) TIou TIEDTOLV PECA ATIO TO YUAAL
otav to Background eival transparent, pe amotéAecpa va KAavel TNV APHO

OladOPETIKH OE AUTEC TIC TIEPLOXEG.

Qc Avon armodaciotnke n xpron €vog KUAIVOpOU TIoU TIEPLKAEiEL OAOKANPN TN
oknvn. Emopévwe n oknvh pag amoteAsital anod tnv KAeYudpa, ta ¢wia, Tov
KUAWVOpO Tou TNV meplBdAel kabweg kat amd to world HDRI yia tn dnuloupyia

AVTAVAKAACEWYV ETIAVW OTO YUAAL.

Ewkéva 65: Zknvi kat pwta

Mna tn AfPn tTwy mAavwy xpnotpotoitnkav dwdeka dladopeTIKES KAPEPES (Mia
yla KaBe Andin), otic omtoieg €ylve animation kupiwg wg Tpog tn 8€on, To focus kat

to depth of fields.

Ewkova 66: Kdpepec mou xpnotuorotiénkav
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2Tn ouvéxela, amod to pevol tou Graph Editor, mpaypatomolbnke oe kdbe
animation sample keyframes yia va dnuiouvpynbouv keyframes oe 6An tnv kivnon

kat Smooth Keys ylwa va yivel o opaAn. Autl n dadikacia €ylve o 0Aa ta

animation.

Smooth Keys

Ewkdva 68: MNapddetyua timeline kat Graph editor evo¢ animation kapepac

Ewkdva 69: Styuidtuma AnPewv

2tnv idla oknvr tpaypatomolfnke Kat to action tng €kpnéng tng kKAePudpac.
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ZKnvn 2 - AvBpwmog pEoca otnv KAePudpa

Ewkdva 70: O xapaktripac ueoa atnv kKAeyudpa

AnuloupynBnke og €va VEO ApPXELO OTIOU TIPOOCTEBNKE N TtPONyoVUEVN OKNVA TNG
KAePUOpag (KUAwdpog, hdri, dwta) pe append xwpic tnv dppo. Emetta
TpooTEBNKe N avbpwrtiivn popdn padi pe To pose animation (pe import fox) Tou
Tlpaypatomonke Kat avtAndnke amoé to Mixamo. To pose Tou ETUAEXTNKE eival
Hla KaBloTik otacn Pe €va Ao animation oto keddAl (vevupa) Kat eAAxLoTn

Kivnon Twv XepLwv.

Ewdva 71: Sitting down pose kat weight painting

Xpelaotnke va yivel weight painting oe kamola onueia (UnpPoi, KoWLd, HacxdAAec,

AYKWVEC) WOTE VA TIPOCAPHOOTEL TO Mesh CWOTOTEPA OTO CUYKEKPLUEVO pose.
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Ma to pwTopo xpnowotmondnkav Tpia point lights oxetikd xapnAng évtaong, to
gvaAlyo pmpootd aro tnv KAePYUdpa, 1o deVTEPO Alyo THiIOW KAL TO TPITO HE AVOLXTO
didxuto radius. MapdAAnAa diatnpnOnke to idlo shading kdopou (world) pe ta idla

HDRI yia ti¢ avtavakAACELG TOU YUAALOU HE T oKNnvi TNE KAeWUdpag Kal o Havpog

KUAWVOPOG TTOU TTEPLKAELEL TN OKNVH yla To $OVTO.

Ewdva 72: Point lights kat kauepeg

XpnototmoBnkav dU0o KAUEPEC ya TNV ARPN Twy TAAVWY, n pia otabepn katn
deutepn animated wg mpog to location kal to rotation, pe meplotpodn yupw amno

TNV KAePUOpa.

Eikéva 73
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Zknvn 3 - AvOpwrog mou MEPTEL

Eumtvevopévn amod to otixo “6a oe mdpw padi you otnv TTtwaon, dnuloupyndnke
pgla oknvi He tov AvBpwTto va TEPTEL YEoA O €va OKOTEWVO TEPIBAAOV TTOU

polalel pe Bubo.

Ewkdéva 74: Render view aknvnc

Mpaypatomolnbnke animation oto armature, dtapopdwvovtag tn 6€on ya ta
KOKKOAQ €va-£va KaBwg Kal oTtnv Kivnon tng KAPEPAG TTOU AKOAOUBEL e Eva TTOAU

apyo zoom out.
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Ewdva 75: Dopesheet kat non-linear tou cuvoAikoU animation
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To mtepiBdaAov Tou BubBoUl dnuloupynRONKe e TNV TTPOOBNAKN evog KUBOUL ToU va
TiEPIKAEiEL TOV AvOpwTto Kal e tn Xprion principled volume ota shader nodes. ¢
aUTO TIPOCTEBNKE €va color ramp yld Tov EAEYX0 TOV XPWHATWY KAl TNC avaloyiag
toug. EmumAéov mpootédbnke €va particle system yla tnv avanapdoctaon

cwpatdiwy Tou Kwvouvtal géoa oto Bubo.

2 02 0 9.9 0.0 5 0 00

Ewkdéva 76: Shader nodes BuBou L€ principled volume

5 PattaieSetting

Ewkova 77: Particle systems cwpatidiwv kat instance object

Ewkdva 78: Viewport oknviic oe wire preview
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MNa to dwTtlopod TNG OKNVAG XPnodoTodnkay tpia pwta pe xapnAn evtacn (dvo
area Kkal €va spotlight) evw ot puBuiocelg tou kb6opou (world) Atav amAo
background xpwpa ykpt. Micw amod tov kKUBo tou volume, ToTOBETABNKE €va

KABeto pavpo plane yla va Asttoupynoetl we GovTo.

Ewkéva 79: dwtiouoc oknvng

Ewkdva 80: Render camera view
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2knvn 4 - O avBpwmnog Kpatd tnv KAeYudpa

H oknvn tapouctddel Tov avBpwTto va KPATAEL 0TA XEPLA TOU TNV KAsPUdpa Kal va
TNV Koltd Kabwce n dppocg edtel. To meplBarrov anoteAeital amod eva plane wg
TATWHA Kat éva Kabeto plane mpo¢ 10 MATwWHA TTou avtavakAd to HDRI tou

kKoopou. To world shading sival to idlo pe tnv apxikr oknvn tng KAeudpac.

Ewkova 81: Render view oknvii¢

MNa to pwtiopd NG oknvng mpooteBnKkav €va point light kat dvo spot light.
ErurmAéov ota shading twv planes €xouv pubplotei WBLOTNTEC OTIWC TANPWC
avénuévo to metallic kat Aiyo roughness oto kdBeto plane kal PELWHEVO TO
roughness oT1o MATWHA, WOTE va AVTAvVAKAOUV Kal va TtpocBETOLV KL autd tn dIKN

TOUC PwTeVOTNTA, AvAAoyd PE TNV OTITIKN Yywvia Béaong.

. e

Ewkova 82: Zknviko mepiBariov oe solid view kat o render view

95



Q¢ mpog TN oTAcN Kal TNV Kivnon Tou XapaKthpa, Ttpaypatonoliénke to posing
TWV XEPLWY Kal TWV daXTUAWY WOTE va KPAtd TV KAePUdpa Kal dnulouvpyndnke

animation, katd 1o omoio onkwvel TNV KAePudpa o PnAd Kat Kavel Eva analo

velpua pe 1o KePAAL.

Ewkdéva 83: Animation Tou xapaktnpa

Na va kwnbei oAOokAnpn n kAeyudpa paldi pe 1O animation TG APPOUL
akoAouBbwvTag TNV Kivnon Twv XEPLWY, EYVE ApXIKA parenting OAwV TwvV PEPWYV
NG he éva empty object kal otn cuvexela mpaypatomoénke animation oe auto

CUYXPOVIOHUEVO HE TO AVTIOTOLXO TWV XEPLWV.

Ewkova 84: Animation tou empty parent tnc¢ kAsudpac

Ewkodva 85: MAava arro dUo kapuepeg

Ma g Aqelg xpnototmolénkayv TpeLg KAPEPEG TTou Ttapouctdlovial oth

OUVEXELQ.
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e Kapepa 1 - introvideo

Me kdapepa TOAU kovtd Kkalt unfocused vyivetal focus oto €mMAVW PEPOC TNC
KAeUdpag otov T{TAO TOU KoppaTloU Kal otadlakr amopdkpuvon Kal zoom out

deixvovtag Tov AvBpwTto TIou Kpatd Tnv KAePUdpa.

Ewkdva 86: Baoika mAdva tn¢ kauepacg 1

Mpaypatomoinbnke pe keyframing otn 6€on tng kauepag (location, rotation)
kaBwgkatotigdotnteg tngfocal length, focus distance kat F-stop (depth of field).

Qcfocus object opiotnke n KAePUOpa.

B e pren

Ewkova 87: Ta keyframes kivnonc tn¢ kauepac 1

2tn ouveéxela amno to key menu tou Graph editor kavape sample keyframes, wote

va dnuloupynBouv ta evolapeoa keyframes kat smooth keys yla qmua kivnon.
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e Kapepa2 - Koviwvo ota xépla

Kovtivi AfPin ota x€pla mou Kpatouv tnv KAePudpa pe apyn Kivnon kat apyoé zoom

in.

Ewkdéva 88: Oan kduepac

Mpaypatomnoibnke keyframing wgmpocgto location, to rotation katto focal length.

21n ouvexela €yve Sample Keyframes kat smooth keys oto Graph Editor.

. DA LK B L)

Ewkéva 89: Keyframes kivnonc kauepac 2

Ewova 91: MNAava kduepacg 2

98



e Kapepa 3 - MpodiA kat miocw armo Tov WHOo Tou Xapaktnpa

AAYN TpodiA amod tn peon Kal Tavw, Je otadlako TAnciaopa Kal TteploTpodLkn

Kivnon aplotepd KATAAryovtag miocw amnod Tov WHO ToU Xapaktnipd.

Ewkéva 92: Baoikd mAava kapepac 3

MNa tnv kivnon tng kapepag, €ywve keyframing oto location kat to rotation, sample

keyframes kat smooth keys.

I« ocd b 2o
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Ewkova 93: Keyframes kduepacg 3

Ewkdva 94: Ogoelc kduepac 3
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Zknvn 5 - AvOpwmog kat Kabpedptng

AUTA N oKNVA eUTIVEVOTNKE ATIO TO VONUA TOU OTiXou “kKoita otov KabpEdtn Kat
TIEC POV, TIEC MOU TL BAETELC €Kel” PE TPWTAYWVIOTEC TOV AVOPWTIO KAl TOV

ClV'ElKCl'EOT['EplGLI(') TOu.

Ewkdva 95: Render view aknvic 5

Méoa oe autn tn oknvr cuvdudotnkayv tpia dtadopeTikA animations kKivnong tou
Xapaktnpa amod to Mixamo, Tta omoia, map’ otL oto Bivteo epdavidovral
HEHOVWUEVA, €XOLV KATola adnynuatikn pon petaév toug. H adpnynon auvtn,
Baolopévn otoug otixoug Tou TPpayoudlou, BEAEL Tov AvBpwTo TIoU TPEXEL, va
otapatd &agvika HTPOOTA amo &vav peydlo kaBpedtn omou PBAETEL TOV

QVTIKATOTITPLOMO TOU Kal TtpooTiadei va tov avayvwpioel.

Ewkdva 96:2ttyutotura oknvrig 5 ano dlapopeTIKEC KALUEPES
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Ta tpla animation eivat: Tp€guo, andtopo octapdtnua mepmatipatog, dei§po ye
TO OAXTUAO Kal Koltaypa pe velud otov KABpEDTN. 2 autd £ylvav TTPOCAPHOYEC
Beonc kal diapkelag. Na kabe animation xpnolpomoldnke exwploto layer kat
Oev umtApée avaykn &vtaéng touc oe &va armature pe ouvexopevo animation
Kabwg xpnolpotmolenkav gepgovwpéva oto visualizer yia Adyoug puBuikotntac.
MapoAa autd, dlatnpnBnkKe pla cuvoxr We TPoC TIg B€oelg tou TotoBeTolivTay tTa

armatures p€od otn oKNVA WOTE VA TIAPATIEUTIEL OE oLVEXN Kivnon.

ZKNVIKO tepLBAaAiiov

To tepBaAov amoteAeital amod ta idla objects pe tnv tponyolpevn oknvn, HE Eva
plane w¢natwpa kat eva oxedov kabeto plane yia tov kabpedtn. Zto shading Tou
KaBpedtn eival mAnpweg avénuevo to metallic evw tauvtdxpova exet Aiyo
roughness wote va eivat Aiyo 60AOC 0 avTIKATOTITPLOMOG. To TTATWHA avTavakAd Ku
auTto To Pwe o€ PIKPOTEPO Babuo, peow peiwong Tou roughness Tou Kal PE TO

metallic oto 0.

Ewkdva 97: Principled BSDFs kat render view kabp&gtn kat matwuatog
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dwTtiopog

O Baolkog dWTILOPOC TNC OKNVAC Tipay atoTmoleital peow tou HDRI tou kéopou
KAl Tng avtavakAaong tou, kabwg emiong kat péow OLo point lights tou

TomtoBeToUvTav yUpw atod 1O XAPAKINPA AVAAOYA HE TIC AVAYKEC TWV TIAQVWV.

Ewkdéva 98: dwrtioudc oknvng s

2T1¢ pubpioelg Twyv point lights avénBnke to Radius yla va amdwvetat 1o pwg, EXEL
arevepyotolnBei n emAoyn multiple importance kat otig pubuioelc tou Ray
Visibility (oto tab Object properties) €xelL amnevepyomolndei to Glossy €tol wote va

HNV avtavakAwvtal Ta ¢pwrta ano tov Kabpedtn.

Light Light
e o o
G Foirt| ¥f S O] Spot B Ama @rie] xx 50 G spor B
Ry Visitsliy 00 W
Power 500W N— EONtEC S
¥ Camers

Ra 1
Radius 131'm - o i tadius 15 m

Max Bounces 1024 Giosy Max Bouces 1024

¥ Cast Shadow ¥ Trersmlssicn & Cast Shadow
Multiple Importance ¥ Velune Scatter Multipiles Ir

Shadow Caustics Shadow Caustics

Ewkdva 99: Point lights kat ray visibility settings
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Action 1 -Tpé&&uo

To animation tou tpefipatrog dnulovpynonke yia to otixo “Mia dwr €va POVIPOo

TPEEO yla va TtpoAdBoupe TU”.

Ewdva 100: Ztypidtuna ard to action tpeipatog

Xpnowotmotnbnke to animated armature tou tpeipatog.

H Anyn ou mpaypatomoénke ivat TToAU KOVTLVH KAl CUYKEVIPWHEVN oTaTTodLa,

pe pia otabepn kApepa, wote va anodobei n évtaon tng kivnong.

ocal Lererh

lorslins  Millimeters

St X o.000

0.000

01 m

1000 m

Ewova 101: Kduepa AnYnc tpeéiuaroc kat pubuioelg
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Action 2 - Ztapdtnpa pympootd otov Kabpegdtn

MeTA 1o TPEELUO TTIOL TIPONYNBNKE 0 XAPAKTNPAG KAVEL HEPIKA BApata Kal oTtapatd

oToV KaBpEDTN TTOU BPIOKEL UTIPOOCTA TOU OTIOU CUVAVTA TOV AVIIKATOTITPLOHO TOU.

Ewkova 102: Ztyuidtumna ard action 2

XpnowotmolBnke 1o animated armature pe tnv Kivnon TEPTATAUPATOC TIOU

otapartd.

H kapepa ou xpnodoTotnke ETIAEXTNKE va eival oTabepn Pe UTIEPEVPUYWVLO
dakdo 27mm wote va TeEPNABEL 000 TO duVATOV TEPLOCOTEPO TO XWPEO TOU
TEPLBANOVTAGC EVW TAUTOXPOVA VA E€XEL WC KEVIPO TO XAPAKTINPA KAl TOV

QVTIKATOTITPLOHO TOoU.

Ewkova 103: Pubuioeic kduepac AnYnc action 2 kat 8gan

104



Action 3 - Koitaypa katveUpa otov kabpedtn

O XapOKTIAPAG OTEKETAL KAl KOLTA TOV QVIIKATOTITPIOPO TOU KAvovtag MIKPA
vevparta. Xpnolgomolidnke HEPOC TOU animation pe tnv kivnon mou deixvel Tov

KaBpedtn kdvovtag veupata Otou Tpapnxtnkayv povo ta frames pe ta vevpata

lNa tn Adn autol Tou onueiou xpnolyotoliBnKav TPeL; OLAPOPETIKEC KAUEPEC

yla tnv e€aywyn cUVTOPWY TIAQVWY aTto dLadOPETIKEC OTITIKEG YWVIEC.

Ewkova 104: Zuyuidtuma action 3 amo SlapopETIKECG KAUEPES

H pia kdpepa eival n idla pe tn AnPn ToU CTAPATAPATOC UTIPOCTA oToV KaBpedtn
HE TOV UTIEPEUPUYWVIO $aKO Kal Tig idleg pubuioelg. 2t dVO eTUTTAEOV TTOU
TtpootEBnkKav £ywve keyframing wg pog tnv kivnon kabwc kat Ti¢ pubpioelg focus

kat depth of fields.

Ewkova 105:Keyframed kauepec Anync action 3 kat ot BEaeilg toug
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Action 4 - Agi§lpo - Ayylypd TOU QVILKATOTTPLOHOU oToV KaBpedtn

Ewova 106

lNato animation xpnowotow}6nke To animated armature Ttou TTEPLEXEL TNV Kivnon

oel&ipartoc pe to ddaxtuAo. Mpaypatomolnonke pia AfPn pe otabepn Kapepa

B mirorhomen > 5 CemeradlS

Dy Camer [
e~ Camera0l

ens

Type  Parspectve
Focal Lergh! S0 mm
Lee Uil Moredys
ShkX 0.000
Y 0.000
o1Im
1000 m
Lamera

Sers Fil

e

Ewova 107
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MEPOz I': METAINAPAIQrH

2€ aUTO TO HEPOC TNC Epyaciacg avalvovtal OAd Ta oTdadla TTou akoAouBnoav Petd
TNV TTapaywyn TWY BACIKWY TPLOJLACTATWY AVTIKEIMEVWY (KAEPUdpa Kat
avbpwrTtog), Tou 3d animation kat Twv cUVOAIKWY 3d oKNVWV.

Ta keparala tepAapBavouy

e Tn dwadikacia tou 3d rendering, 0TIOU €ylve e€aywyr TwWV TPLOOLACTATWY
otolxeiwv avadntwvtag Ti¢ KatdAnAeg pubpioelc..

e Hmpaypatomoinon audio reaction péow dnuloupyiag odnyou oto after
effects kal n emavayxpnolgomoincn Ttou

e Hdnuloupyia omtTikwWy eHE€ e TN XPNHon dladopeTIKWY epyaleiwy oTo
After effects kat duvapikov simulation €kpnéncg oto Blender.

e HouvBeon-povtdl Twy oToXEIWY, OPYAVWVOVTAC TA 0 compositions
Baolopéva ota PEPN TOU HOUGLKOU KOMHATLOU.

5. 3D RENDERING

Ta render tpayyatomoBnkayv pe tn pnxavn Cycles kat pé¢ow tng GPU. Zupdpwva
HE TIC avAyKeg TNG KABe oknvng dltapopdwOnkav kKat ot avadoyeg pubpuioelg. Ztnv
TEPITTTWON HAC €XOUME oKnvég Tou Bacidovial otov XapunAo ¢wrilopd Kal
TauTOXPOVA 0E VAIKA OTIWC TO YUaAL TNg KAeYUdpag, Ttou €xel aAvTavakAAoELC Kal
oladavela-dlanepatotnta, TNV emipaveld Tou KaBpedtn Kal TOU TTATWHATOC, TTOU
avtavakAoLV 1o ¢wc Evtova, KaBwg eTiong kat To dEPPA TOU avBpWTIoOU TIoU EXEL

subsurface emopévwe avtopata karnota diaddvela oto tavw surface.

Méxpl va BpeboUv ol KATAAMNAeg pubpioelg eite dnuioupyolLvtav BopuBWIELG KaL
pavpecg teploxecg (noise & artifacts) ota render, €ite ol Xpovol Ttou anartovvrav

ATav TToAU peydAng dtdpkelac.
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Ewkdéva 108: @dpuBoc kat artifacts oto render

Ewkova 109: BeAttwpévo render yéow pubuioswv

Ol oNUAVTIKOTEPEC TTIAPAUETPOL TIPOC PUBULON TNE avaAoyiag XpOvou — TtoloTNTaAC
Atav n tun tou Noise Threshold kat tou Max Samples (uéoa oto Render

Properties tab).

e ToMaxSamples apopdinvoldtntaava pixel kKt 6co avédvetat n T Tou,
T600 auvfdvetal n moloTNTA Kal pelwvetalt o 6opuBog, pe KOOTOC TOV

TIEPLOCOTEPO XPOVO TIOU ATtalTEL.

e To Noise Threshold cival eTunmA€ov mMapAPETPOC TTOL OTAV N TP TOU dev
eivat 0, mpooappolel tov aplBuo tov samples (adaptive sampling)
eviomidovtag TOLEC TIEPLOXEC E€XOUV TIEPLOCOTEPO KAl TIOLEG AlYOTEPO
B0puUBO. 2 AUTEC TTOU €XOUV AlYyOTEPO BOPUPBO PELWVEL TOV APLOUO TWV

Render samples autoparta.
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2xedov OAa ta render mpaypatomow)®nkav pe Noise Threshold 0.0100 kat Max
Samples 1024 kal pe evepyotolnuevo to Denoise. Me auTtég TIg TIHEC N TToloTnTa
Tou render ByNKE LKAVOTIOLNTIKA KAl N XPOVLIKN dlapKeLla Tou petwpevn. O 6opuBog

Kal ol pavpeg teploxec dlopbwonkav o TToAU peydaio Badpo.

MapdAAnAa otic mapapetpouc Advanced evepyotoinod To poAdL WOTE TA hoise

potiBa omou uTtdpxouv va eival dlapopeTikd oe KABe frame.

2T1¢ apapeTpoug tou Caustics evepyormoBnke 1o Reflective kat to Refractive
KalL oe auteg tou Transparent evepyorow|Bnke to transparent glass ywa tn

duvatotnta render Tou yuaAloL pe diadavo dpovro.

& e

Aokt Hhine  Calle
Fodture Set Supored
- . &% (and nence nalse petterns) at dffereck frames
Device  GFU Comgete

Sangirg Caustics
Vigspor
Filter Glossy 1.0
Rendor

Caustics & Reflective

Noise Troeshok
Max Sarples « Refractive
Min >areles

Tirves Ui ¥ Transparent

¥ Do Sgin pAd - cig=
X 3 ¥ Transparent Glass

S Bl e Roughness Thres 0.10
Faszes  Albedo and Koeme!

Ewkdva 110: Scene properties and render settings
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6. AUDIO REACTION

To audio reaction eival évag amé toug BaclkOTEPOUC TPOTIOUCE dnLloupyiag evog
pouaolkoU Bivteo —visualizer, OTIOU N €IKOVA CUVOEETAL UE TOV X0 WOTE va avidpd

oV WVA PE TIC CUXVOTNTEC IOV ETIAEYOVTAL.

2 TNV TIEPITITWON Hag, TO KEVTIPLKO pag avtlkeipgevo n kKAePUdpa sival reactive Ttpog
TOV X0 OTO HEYAAUTEPO HEPOC TOU TPayoudLlol amoTEAWVTAC TN BAcn aAAd KAl TOV
OUVOETIKO Kpiko o€ 0AOKANpoO To Bivteo. Na auto to Adyo Atav n mpwtn dtadikacia
TToOU akoAouBnoe petd ta 3d renders. H dnuloupyia tou audio reaction
Tpaypatomow®nke oto After Effects wote va pmopouUpe otn cuvéxela va
ETAVAXPNOCIUOTIOINCOUE TIC puBicelg TOU Wg 0dNYyo Kal oe AAAA OTOLXEIA TOU

Bivteo.

Audio reactive KAseudpa

To audio reaction tng kKAeWudpag eixe wg otoxo tnv Ama avéopeiwon Tou
HEYEBOUC TNC Kal €va PIKPO Babuo rotation de€ld kal aplotepd pe Baon to pubuo.
MpaypatomolBnke oUCLAOTIKA CUVIEOVTAG TIC KATAAMNAEC TIAPAPETPOUC TOU
sequence tng 3d kivnonAg tng Kat KAamowwyv £d€ ToU TNG MPooBEcape, PE TIG
ETUAEYHEVEC OUXVOTNTEC TOU HOUGCIKOU KOUHATIOU WOTE va avTamokpivetal o

aUTO auTopata Pe Tov TPOTo Ttou Ba dlapopPWOOUHE OTN CUVEXELQ.

Ewova 111: Zknvr) KAeUdpag ato TeAIKO Bivteo

110



e Amnopovwon Sub bass cuxvotntwyv

Exovtag emtiAe€el OTL BEAOLHE va avTdOpA CUUPWVA PE TIG TILO XAPNAEG CUXVOTNTER
(bass & sub) xpelaoTnKe va TIG ATTOPOVWOCOUHE ATIO TO UTIOAOLTTIO KOPHATL OE €va
exwplotd apxeio nxouv “wav”. H dwadlkkacia auti mpaypatormolbnke oto
Tpoypappa clvbeong kat emeepyaciag nxou Ableton Live Suite 10, omou €yve
€loaywyn Tou TpayoudLou, ETIAOYH KAl ATTOPOVWGON TWV CUXVOTHTWYVY TTou BEAou e

va akouyovTal Kal e§aywyn Tou apxeiou wav.

“‘;".‘l' L | ‘

nl{:m. Ul ikl A b ALAA

Ewova 112: MNepiBarrov tou Ableton Live

H emloyr tTwv cuxvotntwy eywve pecw tou Multiband Dynamics, mou eival
olaB€opo oto Ableton, to omoio divel Tn duvatotnTa eMAOYAC TOU EUPOUC TWV
OUXVOTNTWYV oL B€AoupEe va opiooupe we WnAEg (high) , pecaieg (mid), xapnAgg

(low) kat oTNn cuVEXELQ VA TIG ATIOLOVWOOULE.

Ewkova 114: Kupatopopgn amouovwuEVWY XapnAwy cuxvoTATWY KOLUATIoU
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e Metatponn Audio oc keyframes

2tn ouvexela oto after effects oe €va véo Composition, €ylve n elcaywyn Tou wav
TIOU HOALC dnulovpyAoape KaBwce Kal To sequence Tng kivnong tng kAsPudpac.
Mpokelpévou va avaAloeL TO TIPOYPAUKA TO wav Jag KAl va To PETATPEYEL oE

keyframes, eTtAéxOnke to layer Tou Tpayoudiol > deéi kAlk > Keyframe Assistant >

Convert Audio to Keyframes

Ewodva 115: Composition kAe@udpac pie wav kat Keyframe assistant menu

Me autov tov tpodmo Onuloupynbnke €va Audio Amplitude layer péoa oto
composition pag, to omoio mephapPavel ta keyframes mou dnuiouvpyndnkav.
AdoU petatpannke 1o audio oe keyframes eivat €topo va ocuvdebBel pe

OTIOLadATIOTE TIAPAPETPO WOTE VA TNV EMNPEACEL CUPGWVA UE TO PUBUO.

Ewova 116: Audio Amplitude pue keyframes

2tn 0K Hag mepimtwon n KAsePudpa eMAEXTNKE va eTnpedAldeTal wW¢ TPOC 1O
peyebog (scale) kat wg tpog to effe Wiggle-Rotation Ttou tng mpootedbnke ya va

EXel hla eAadpld KUKALKN Kivnon Tote de€ld Kal TIOTE aploTtePd.
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e Scale reaction

lNato scale audio reaction, avoiyovtag tig dlotntegtou layer tngkAePudpag pyeoa
otnv katnyopia Transform, cuvd€oape 10 scale pe to slider tou Both channels

oto Audio amplitude, TpaBuwvtag To KoupTti property pick whip.

Ewkdéva 117: Zuvdeon scale pue audio amplitude

AdoL cuvdEBnke N KAePUDpA e TOV NXO To PEyeboC TNG KATA To reaction &ywve
AUTOHATA UIKPOOKOTILKO. [a va tnv pEPoUHE OTO apXLko NG peyebog avoifape to
expression tou scale, pe alt+click kal mpootEBNKe oto TEAOCG NG €KPpacncg

“+[100,100]”, yla To €KATO TOLG EKATO TOU TTAATOUC Kal To Uoug avtioTtolxa.

Ewkova 118: Mikpookorikn KAeWudpa uetd tn ouvdeon e to amplitude

Ewodva 119: Eneéepyaaia expression yia emavagpopd scale
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Ewkdéva 120: H kAeUdpa petd tnv emeepyaaia tou scale expression

e Babuog aviidpaong pe ease expression

MNa va eAeyéoupe TNV Kivnon wg TTPOog T cUXVOTNTEG TOU NXOU Kal To Toco Ba
avtdpd n kAePUdpa oe avtegpooBEoape Eva ease expression autn tn popda oto

slider tou both channels (oto layer Ttou audio amplitude).

H ékdpaon mou ypdadtnke sival “ease(value,x,x,x,x)” Kal OTIou “x” €vag aplOpuog
OTIOU yla TIC OUO TIPWTEC TIHEC EAEYXEL TO EVPOC TWV CUXVOTATWY (ato, £€wC) evw
oL dUO emopeveg eAéyxouv Tov PabBuo avtidpaong (eAdxlotog, HEYLOTOQ).
Mpaypatomolndnke emMAEOV OpaAoToincn NG Kivnong HE TPooBnKn pla PKPNGg

TN smooth.

Ewova 121: Ease expression

Temporal Graph

Ewova 122: Smooth
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e Wiggle rotation
21n ouvéxela mpootebnke 1o edp€ Wiggle Rotation otnv kAsePudpa yia va
ATTOKTAOEL KATIOLA YIKPN rotate kivnon Aiyo de&ld Kal Alyo aplotepd. H taxvtnta
TIOU TpaypatoToleital auTo To rotate €ylve emiong audio reactive, cuvdgovtag 1o
Wiggle speed, amd to pevol tou e£d€ peca oto layer, pe 1o slider tou both

channels.

Mormal

o

hlogrmal

. Prc:pr:rt;.-‘ pick whip (select property -

Ewdva 123: Zuvdeon wiggle speed pe to audio amplitude

Ewkdva 124: Graph editor tn¢ audio reactive kivnong tou wiggle speed

e Emavaxpnolponoinon audio reactive odnyou

Exovtag dOnuoupynoel otnv oucia évav odnyo yiwa to audio reaction tng
KAePUdpag eTTava-xpnoLUoTIonkKe yia TNV Ttapaywyrn evog akopn composition

HE EuTvEuOoN TO OTiX0 “ta AAAA pikpaivouv Ba potdalouv otiptokouta”.

Autn n ouvtopn oknvh aroteAeital amod TMoAAEG KAeYUDpeG o GUikpuvon, O
aplBPOC Kal To pPeyebog Twy oToilwv auvgopelwveTal oTyplaia ye faocn to pubuo
Tou Tpayoudloyu. [lpayyatomollBnke ocuvdEovtag Tov 0dnyo HE TEooepd

dladopetika fx .
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Ewdva 125: Avarrapdaotaon otiyou pe audio reaction kat epe.

AnuoupynBnke €vaveo compaosition oto ottoio MPooTEBNKE Pe copy-paste OAo To
Tteplexopevo tne audio reactive kKAePudpag (to sequence TG Kivnong tng, 1o
audio amplitude, To wav Kadl Ta expressions) WOoTE va £XOUHE TOV 00NyO aAAd Kat

TNV idla tnv kKAePudpa. 2to layer tng kAePUOpag TpooOBEcapE:

e &€ yiatov moAamnAactacpo tne (Tiler),
® ylaTnv aAayn Twy Xpwpdatwy tng (solid composite kat minmax)

e yuatnvuodn (Venetian blinds kat Noise).

21n ocuvexela cuvdEBNKe n tapdpetpocg Scale tou ede€ Tiler pe o slider Tou audio
amplitude, wote 10 animation tou ed€ va Mpayparomoleital cUPdwWvA PE TOV

odnyo.

Ewkdva 126: Layers pe expressions
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Light Leaks atpoocdaipa

Ewdva 127: Light leaks background image

Ma tnv atpoodaipa tou Bivieo eTuAexTnke o cuvduaopog Light Leaks kat dust pe
scratches wote va evioxLetaln aicbnaon tou TaAlov aAAd kat tngkivnong. Qg Rdaon
xpnowotoBnke €va footage pe eAeBepa dikawwpata xprnong mou avtAnénke

amro tn oeAida forfilmcreation.com.

Xpnowotmolnbnke oe TOAAA dladopeTika layers kat OxL cav eva eviaio footage,

KAVOVTAC KATIOLOU TUTIOU KOAAAL, JLaAEYOVTAC KAl PHETAKWVWVTIAG Ta eTBupuntd

HEPN.

Ewkdva 128: Xprion light leaks o€ dtagopetikd layers

Mpaypatomoinbnke emeepyacia Twv xpwpdatwv Ttou, time stretching
auvéopelwvovtag tn dLdpKeLa Kal TNV TaxVTNTa ToU o€ BABUO TETOLO WOTE va PNV
OAAOLWVETAL N TTIOLOTNTA TNC PONC TOU KAl o€ KATola onpeia ywve avénon tou scale

Kal rotation wote va é¢aivovial HOVO CUYKEKPIPEVEG TIEPLOXEC TOU. 2& KATOlA

117



onpeia gywve xprnon dvo layers tautoxpova evormolwvtag ta pe blending modes

(add, screen k.a.

Ewkdva 129: Eneéepyaoia xpwuatwyv light leaks footage kat time stretch

Ewkdva 130: Light leaks ottyutoturo footage
Ma tnv opolopopdn Kal atgocdhalpikr) cUVBEGSH TOu e TA UTIOAOLTIA sequencies

xpnoldotolBnkav emiong dladopetikd blending modes avd mepiotaon (Kupiwg

add katscreen).

Ewdva 131: Zuydturma piéng light leaks e oknveécg péow blending modes
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7. OMNTIKA E®DE

ErurmAéov tng Baoikng audio reactive kivnong tng kKAsPudpag dnuoupyndnkav
OUYKEKPLUEVEG OKNVEC YE €PE TTOU avaraploTouv N divouv Eudaon ota vonpata

TWV OTiXWV.

3d €kpnén kKAsYPudpag

Ewkova 132: Zuyuidturo amd €kpnén kKAsyudpacg

H tplodldotatn mpooopoiwaon tng €kpnéng tneg KAsePudpag paypatomolonke
oto Blender edappolovtag Explode modifier, particle systems kabwg kat

Turbulence force field og 0Aa ta pEpn mou eeppdynoav Eexwplota.

Ta pépn autd emAEXTNKE va gival To Tavw Kal KATw PEPOC TNG APPOU Kal To
YUAALVO TUAMA, evw N EVAVN Bdon tapépelve avemnpeaotn. H dwadikaoia Atav n
(dla yia 6Aa ta pepn dladopOoTIoLWVTAC TIC TIHEC KATIOIWY TIAPAPETPWY WOTE va

€XOUME 000 TO dUVATO TILO LKAVOTIOLNTLKO ATTOTEAECHA.

ZEKIVWVTAC atto To YUAALVO TUAKA, Tou TtpootEbnkav Explode modifier katapgowg
petd éva Particle systems pe to omoio kaBopiotnkav o aplOPOC TWV KOUUATIWY
OTO OTTOIa HETATPETIETAL TO YUOAL KATA TNV £KPNEN (particles), To moco Oa dlapkei

n €kpnén (frame start kat End) katyta méco xpoévo Ba kwvouvtat oto xwpo (lifetime).
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Emtiong ywa tn popdn twyv particles emAextnke Render As > None wote amid va
daveloTtoUUE TIC pUBPIoELC TOU CUOTAMATOC VI TA oTAcHEvVA YuaAld Xwpic va
Tmapdayovtal Kat ermAgov particles. O aplOpog TwWV KOPPATIWY OpIloTNKE pE
OOKIPEC WOTE va polAlel OXETIKA PEAALOTIKOC evw N Oldpkela tneg €kpnéng
ETUAEXTNKE va eival Tpia deuTEPOAETITA yIa va ival TTo ypryopn Kat duvauikn. Na
TO XPOVO TIOU KlvoUuvTtdl Ta Koppdtia oto xwpo (Lifetime) d00nke meploocotepn

Oolapkela.

« PatticieSystern

Emiltes

Alive  Dead  Uritxrn

¥ Cut B

W Show Emither

Ewkdva : Explode modifier kat particle system settings yta €ékpnén

MpoKelpévou Ta OTACHEVA KOPHATIA va pnv medtouv aAAd va sktofesvovrtal
pundeviotnke n Baputnta Twy particles (Gravity = 0 oto tab Field Weights), evw yla
va &xouv dladopeTik KAion peta&l toucg evepyotmolBnke 1o Rotation katl n
uTtoeTtiiAoyr Tou dynamic. 21n cuvexela tpootednke eva Turbulence Force Fields
(oto Physics properties) ylava eAeyxBei o 1poTIOC TTOU ATMAWVOVTAL KAl alwpouvTal
TA OTIACHEVA KOUPATLA OTO XWPO TIPOC OAEG TIG KateuBuvoelc. ETtiongmpootébnke
collision otnv VAN Bdon wote va pnv TNV dlamepvouV 1A KOPUATIA aAAd va

AapBdvetal uTIOYLY W AVTIKE{PEVO.
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Ewdva 133: PuBution field weights kat physics kat mpoo6rikn Turbulence.

H avtiotowxn dladikacia epappootnke ota objects TNG mAvVW Kat KATW AUHOU PE KATIOLEG
dladopetikeg pubpuioelg ota particle systems. Ze AuTd Ta CUCTAPATA XPELAOTNKE va
Ttapayovtal particles dppou kat 6xLva ortdel To object o€ Koppatia. ETtopévwg eTUAEXTNKE
w¢ render object o (310¢ KOKKOG AUPOU TIOU XPNOLHOTIOINBNKE KAl oTto animation tng
kivnong tng aupou. O tpdTmog tou emission emiAéxtnke emit from > Volume yua va
daivetal 0Tl n €kpnén toug Eekvd amo OAN TN HAda TOU AVTIKELPEVOU KL OXL HOVO ato ta

eEwtepikd faces.

Ewkdva 134: H €kpnén tn¢ kKAeudpag
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HAektplopog - Actpamneg

AuTo to € dnuloupyndnke oto After Effects yla 1o otixo “BdAe maviol twpa

dwTta, dwridelc ta Adbog pocovta”.

Ewkova 135: HAekTtploudg- aotpamec atnv kKAeYudpa

AmoteAeital ano tpia layers. To mpwto mepAauBavel eva black solid mdvw oto
omoio edappdotnke 1o e€dp€ Advanced Lightening yia tn dOnuioupyia tou
nAektplopov. To devtepo sival eva White Solid to omoio tomtoBetnbnke emavw
aro TO TTPWTO PE XaunAo opacity yia va evioxvoel tn dwIelvOTNTA TN OKNVAG TNV
wpa 10U BpaxukukAwpatoc. To tpito layer sival kat taAL éva black solid mou
TOTOBOETNONKE KATW ATIO TA TIPONYOUHEVA yid va dWOEL Pla ETIUTAEOV dlAoTaon

otn Adpyn Twv aktvwy tou lightening.

Mpaypatomnotnbnke keyframing otigc mapapetpoug tou Advanced lightening yia tn
onuloupyia Kivnong Kat aAAayEg otnv Evtaon Kal TO0 oXAPa TwV akTwy. TEAog,
ETUAEXTNKAV TaA KATAAMNAa layer blending modes yia va evwBouv opotépopda pe

Ta uTtoAourta layers.

Ewdva 136: Advanced lightning fx. , Solid layers kat To amotéAeoua
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OdAacoa

MNa tnv avamapdactaon tou otixou “IMou 'vai avtd ta meAdyn Kt ol BdAacoceg”

dnuoupyndnke pa BaAacoa pe tn xpron tou fx Fractal noise.

Ewdva 137: Ztyuidtuno 6dAacoac ano to Bivteo

Mpootebnke evaveo black solid layer oto omoio epapudotnke 1o edE. ETAEXTNKE
o tumog fractal >Dynamic Twist kalt o tUTog noise >Soft Linear. 2tn ocuvéxela
puBuiotnkav ol tapapeTpol HopdNC - pwtevoTnTag Kat €ylve keyframe animation
oto rotation, oto scale width, oto sub rotation kat oto evolution. Té€Aog, yia tnv

dlapopodwon Twy XpwHATWY XpnotpototBnkav ta Tritone kat Levels.

Ewova 138: Fx kat Layers tn¢ 6dAacoac
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H kAeUdpa yivetalr okovn

To €€ mov dnuloupyndnke yla to téAog Tou Bivieo, eival n avanapdotacn tng
KAePUdpag va yivetal okovn Kat va e€adavidetal. H mpaypatomoinon €ywve Ye to
ouvduaopo Twyv Fx: CC particle systems Il, Fractal Noise, Turbulent Displace kat

Linear Wipe.

Ewkdéva 139: E€alAwaon kAeudpac

Apxkda dnuloupynbnke €va composition Tou epAapBavel Hovo tnv KAePLdpa,
w¢ To Bacikd pag composition yua va pmopeil eVUKOAa va avtikatactabel oe

HEAOVTIKNA Xpron.

2Tn ouvexela dnuoupyndnkav dladoxikd Tpia véa compositions TOU
epiapBavouv to Composition tngkAePudpag kat éva white solid pe fractal noise
fx, T0 omoio opiotnke wc Luma matte tng kKAePYudpag, yla va dnuloupynboulv ot

TpUTEC TOU fractal otnv kKAeYUdpa Kal va Ttapdyovtal ta particles o puaoikd.

Ewova 140: White solid e fractal Noise fx

Enerta mpootebnkav ta particles systems ota tpia autd composition kat
dladopoto)Bnkav otig pubuicelg wote otav ¢aivovratl 6Aa padi va divouv &va TiLo

TpLodldotato Kal GUoIKO atoTEAECHA.
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Ol Baokotepeg pubpioelg ou eplhapBavouy eivat: particle type >Line, pe emioyn oto
physics Animation> direction., Baputnta (gravity) kat taxvtnta (velocity) oxedov
pndevik Kat to direction puBuictnke pe dlaywvia emdvw ¢opd. MNa va umdpxet
duokotnta dladopotoibnke o pubuog mou Tmapadayovtatr (birth rate), n didpkela

(longetivity), Ta xpwpata, To opacity kat ot kateuBUVoELC.

Ewova 141: Ta tpia particle systems yia tnv e€alAwaon tnc kAeyudpacg

Anuloupyndbnke éva veéo white solid layer oto Keviplkd pag composition kat tou
pootédnke Linear Wipe fx, wote va kaBopiocoupe tnv ¢popd tng e€addvionc amo deéla
Tpog aplotepd pe keyframing. EmumAéov mpootédnkav duo turbulent displace yia va
KAvoupe to wipe Ttiio BopuBwdeg va divel tnv aiocbnon tng e€avAwong tng KAePudpac.

TéMAog, oto layer tng kKAeWUdpag opiotnke to white solid wg Luma Matte.

Ewkova 142: Linear Wipe fx kat puBuioelc yta tov kaBoptouo tnc popdc tng efagpavionc.
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Meplotpodn tng kKAeYULIpag

Ewkova 143: KAeudpa meplotpodri

H teplotpodn tngkAePudpag oto Bivreo dlapkei yupw ota 2 deutepOAETTA YA VA
ouvodeloelto otixo “Avamoda yupidw KLeyw oto Taidl pou”. MpaypatomolBnke
o€ VEo eTumAgoV layer pe tnv kKAeWudpa, cuvdudalovtag keyframed animation tou
rotation, Tou scale kal Tou opacity TapdAAnAa pe tn xpron Twy ed€ cc radial blur

Kat strobe light.

Ewkova 144: Keyframed layers meptotpopnc kAsyudpacg

Ewkova 145: Fx meptotpopnc
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Aykaoua

Ta aykdBia xpnotlpotolnénkay yia va cupBoAicouy Tnv €vvola tne ToélkoTnTac oto

otixo “onpaia ma n toélkoétTnTa”.

Ewkdva 146: Apxikn pwrtoypagia aykabuwv aptatepd Kat aTlytoTuITto ano to Bivteo

Q¢ Bdon xpnolomolntnKke yla avolxtn mpog xprnon ¢wrtoypadia aykablwy mou
Bpebnke oto OlAdIKTUO aTO TNV OTold ATOKOTINKE €va HIKPO HEPOG.
Mpaypatomnotntnke cTUALLAPLOUA PE EMEEEPYATIA TWV XPWHATWY KLETIELTA XPHON
Twv layer blending modes ywa va d€cel pe 1A utmoAouta otoeia. MNa va
meplotpedetal mpootedBnkav ta avaloya keyframes oto Rotation. TéAog
ntpootednkav ta epe Opacity Flash — random kat Fractal Noise, ota omoia €ywve

keyframing otig puBuicelc yla va €Xoupe To eTBUPNTO ATTOTEAECHA.

Ewkova 147: Fx atnv kivnon tne meptatpodpnic
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8. 2YNOEzH -ZYITXPONIZMOz - MONTAZ

Ewkdéva 148: MNepiBaAlov tou After effects

H obvBeon Twv otolxeiwv, 0 CUYXPOVIOUOG HE TN HOUGCLKI KAL TO GUVOAIKO HOVTAL

eixav KaBopLloTIKO POAO yLa TN CUYKEKPLUEVN Epyaaia.

2Tnv mepimtwon pag, yia tn dlaxeipon Twy moAAWYV Kal dladopETIKWYV OTOLXEIWV
onuloupyndnkav ToAAA dladopeTikA sequencies Kal compositions, 10 oTmoia
ouvtedBnkav peta&L Toug o€ OPAdEC e BACN TN SO TOU HOUGIKOU KOUMATIOU Kat

OTn cUVEXELa evwOnKav og eva teAlkd composition.

2TOX0l nTav n opolopopdia Katl To SECIHO TWV OTOLXEIWY, HE TPOTIO TETOL0 WOTE
va dlatnEoLV PLd KOV aloBnTikr KAt TtapOA0 TO TTOAU PLIKPO XPOVIKO SLACTNHA TIOU
epdavidovtal ta dtadopeTikd TAGva va katadEpeL To Bivieo va dNUIOUVPYARCEL Pia
VONUATLKA ocUVOoXNA Kal CUUTIAPACcTAch OTo TPayoUldl KpaTtwviag To evdladpEpov

Tou Bearn.

EmtiAéxtnke to mpoypappa Adobe After Effects CS20 kaBwc toAdA otoxeia katepe
TTOU XpnotlpotoliBnkay eixav dnulovpynBei y€oa oe autod, emouEvwe N dlaxeiplon

KAl N Iepaltepw emeéepyacia Toug ATav EVKOAOTEPN.

AdoU dnuloupynBnKe pla Keviplkr oclvBeon (composition) pe T emBLPNTEQ
dlaotdoelg- pubpioelg, &ylve elocaywyrp TOU HOUGCLIKOU  KOPHATIOU  Kal

TIPOCAPHOOTNKE N dLAPKELA TOU composition.
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2Tadlakd Tpaypatomowtnke to xtiowo tng PBA0ONAKNG Ttou project, pe 1N
onuloupyia sequencies yla ta Adva Kabe oknving EexwpLlotd Ttou e€nxdnoav armo
To blender. Eyive pe eloaywyn (import) Twv Pngs pe tnv emttdoyn dnuloupyiag “png
sequency” n Kal “composition” o& KATOLEC TEPUTTWOELC YIA TIEPALTEPW
eneéepyaoia. Emelta €ylve petovopacia (rename) yla tnv eVUKOAOTEPN €VPECN

Toug otn BLBALOONAKN.

File name: (*fla;*.prpr ~
I:l Import Cancel

Ewkdéva 149: Anutoupyia composition amo pngs

Méoa oto keviplkd Comp mpootedbnkav €& véa compositions (cuvBeoelc)
oVLudwva kat e to storyboard yia 6Aa ta kaBoplopéva pHEPnN TOU HOUGLKOU
Koppatlov: intro, kouTtAe 1, pedpaivl, KOUTAE2, Yédupa, pedpaiv2. Méoa oe autd
Tipaypatomoinke n cLVOECH TWV CUYKEKPLHMEVWY OTOLXEIWV OTIWC avadEpovtal

oto storyboard kaBwg Kal 0 GUYXPOVIOUOC HE TO HOUGLKO KOPHATL.

EnEEmEn®
slO0000

Ewkova 150: ZuvoAiké composition pe oAa ta puépn tou tpayoudiov
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Ewova 151: Composition intro
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Ewkdva 152: Composition kourtAg 1
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Ewkova 153: Composition peppev 1

Ewkova 154: Composition KOUTTAE 2
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Ewkdéva 155: Composition yépupac
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Ewkdva 156: Composition peppgv 2

To otadlako otrolho Tou Bivteo mepAdupave tomtoBETnon 6AWY TwWV oTolXeiwyv

OTA CWOTA XPOVIKA onpeia emegepyalovtdg ta, kavovtag color correction, time
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stretching kat eTuntAgov keyframing 6mou xpeldotnke. Na To OTTIKO “dECIH0” TWV
otolxeiwv onpavtikd podo ematfav ta blending modes OToOU ETUTPETOULV TNV

évwon twy dladopeTikwy layers pe toAAOUC SLadOopETIKOUC TPOTIOUC.

Metd tnv oAokAfpwaon tng ocVvOeong KAl Tou PoviAl TtpaypatoTmolionke n TeAkn
eneéepyaocia kat dapdépdwon Twv Xpwuatwyv Pe color correction oto Adobe
Premier. Xpnowomowinke to fx Lumetri Tou €xel OLABEOIUEG TIOAAEQ
Tapap€tpoug BeAtiwonc. Auto tou eTiildlwxOnke p€ow Tou color correction sivat
TO OUVOAIKO XPWHATIKO O&olho Tou Bivteo, n avénon tng Jwvtaviag, Tng
dwtewvoTnNTAC KAl TOUu contrast, tovidovtag TIC ETAEYHEVEG ATIOXPWOELG TOU

yaAAdlou Kal Tou XpuooU Tne Aupou kat twy light leaks.

Ewova 157: Color correction ato Adobe premier
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AYZKOAIEZ KAI AYZEIZ

Kata tn Oudpkela tng Onuloupyiag tou pouclkoU Bivieo - visualizer

avtigeTwtiotnkav duokKoAieg TTou adopovcav Th oXEon Tou dLABECIHOU TEXVIKOU

€EOTALOPOU pE TO OXEOLAOTIKO HEPOC KaBwC Kal nthpata opydvwong Kal

dwaxeipong twv otoeiwv. Ou Avoelg mou d0Onkav TpogkuPav PETA armo

dlepelvnon Twyv nTnUATtwy Kal OOKIKMEC Tou Tpaypatomolnénkav, wote va

TPoKUYEL TO KATaAANAOTEPO duVaTO ATOTEAECHA.

H mpwtn duokoAia adpopouce to oxedlaopuod Tou animation tng APPou, OTIoU
yla va mpaygatomownfel ye peaAloTIKO TPOTIO ATAITOUCE APKETH HEAETN,
OOKIMEC KALTIOAU Xpovo katda ta baking kattarenders. HAUon mou 660nkKe ival
n dlaipeon Tou oxedlAoPOoU TNC 0€ TIOAAA PIKPA THAMATA WOTE va eival EUKOAN
n dlaxeiplion Toug AAAA KAl O CUYXPOVIOHOG. AvTi yla €va peydAou aplBpou
particle systems wg eviaio cwpa OV KAvEL OAN TNV Kivnon €MAEXTNKE N
dlaipeon oe TOAAA particle systems pe pikpotepo aplBuod particles kabwg kat
n xpnon animated booleans yia va eivatl duvatr n mpocopoiwaon Toug amod To
TIPOYPAUHA KAl TOV UTIOAOYLOTH. 2Tn cuveEXela UTHPEE evag BaBuog SUCKOAILAG
OTO CUVTOVIOHO KOl CUYXPOVICHO OAWY TWV SLlaPOPETIKWY THNHATWY AAAA KL
auTO AUBNKE Pe OpyAVWOH, UTIOMOVH Kl KATavonon wg TTPog TIg duvatotnTeg

TTou eixa dlabEaolpec.

Emopevn duokoAia ntav n mpayuatomnoinon twv renders péow Cycles. O
XPOVOLTIOU armattouvTayv yla ta renders nNtav apkeTd geydAol pexplva Bpebouv
Ol KATAAMNAeg pubpioelg, yeyovog tou emtnpeace To pubuod dnuloupyiag. Meta
amod £€peuva eylvav KaTavonTtec ol TapApeTpoL Kabwce Kal o TpoToc Asttoupyiag
TNG KUNXAVAG AuTAG KAl dOBNKE N KATAANAN AVon HEow eAAPPUVONGTNG OKNVAG
amo meptttd dwta kat Bapid shadings kat twv cwotwy pubuicewyv oto render

properties.
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TeAeutaiog Babpoc dUOKOAIAC TIOU AVIIPETWTIIOTNKE ival KAtd tn dlapKeLd
ouvBeong Kal povtdal kabwg ta otolxeia Atav ToAAA Kat dladoPETIKA HETAEL
Touc (sequencies amno ta 3d renders, dnuloupyia eTuntAsov ed€, audio reactive
technique..k.a.). To kaBéva amd autd amartovoe 1o OKO TOU XPOVO
enefepyaoiag kat dOlaxeipong, kabwe epdavidovral otiyplaia pe TOAU
OUVTOMEC XPOVIKEC dlApKELleC o dladopeTIKA onpeia tou Bivteo. 2 autod to
otadlo Bonbnoe oAU n KAtAAANAn opydvwon oe EExwpPLoTad compositions,
Xwpidovtag tn oclvBeon og PEPN KaAl UTIOPEPN, KAvovTag duvatH TNV €UKOAN

tpocoPaon kat emegepyacia otav xpelalotav.

133



2YMMNEPAZMATA

H dnuloupyia Tou cUYKEKPLUEVOU HoUaLKoU Bivteo visualizer mou Bacidetal oe pia
KEVIPLKA WOEA Kal TAUTOXpova avadelkvUEL TA VO HATA ETIAEYHEVWY OTIXWV EVOC
OUYKEKPLUEVOU par  Tpayoudlol amotéAece pla oUVOETN Kal JNHLOUPYIKA

dladikaoia.

Mpoomabwvtacg va cuvoPicoupe Tov TPOTIO PE TOV OTOI0 TpaypAtoTowOnke
odeidovpe va avayvwpicoupe tn onuacia tng TPWIAPXIKAC €PELvVAC Kal TNC
otadlakAg avamtuéng Twv OoTolXeiwv KAtd TO TPOTIAPAYWYLKO oOTAdlo.
AmotéAeopa autoV tou otadiou Atav va 0dnynbouue oTnV €TAOYA TNC KEVIPLKAG
10€aC Kal WG ETTAKOAOUO0 0TO OXEDLACTIKO BEpa TN KAEPUSpag, TTOU ATTOTEAECE
TOV BACIKO BePATIKO Kl pUBUIKO OKEAETO TOU Bivteo, TAVW OTOV OTIO0 XTioTnKav
OTn CUVEXELA Ol AVATIAPACTACELG TWV ETUAEYHUEVWY OTiXWV. To yeyovog eTIAOYNG
EVOC KEVIPLKOU OXEOLAOTIKOU BEPATOC aVvTIANUEVOU aATO TOUC OTIXOUG TIOU
TtapaAAnAa ekdppdalel GUPBOAIKA TO GUVOALIKO VONUA TOU Tpayoudlov, dnulolpynoe

TNV amapaitntn cuvddetla yia tnv eEEALEN Tou visualizer.

2TN CUVEXELQ, yld TNV AvATIAPACTACH TOU VOAMATOC TWV ETUAEYUEVWY OTiXWV
dnuoupyndnkav eTUMAEOV €vag TPLodLACTATOC XAPAKTAPAG, OUYKEKPLUEVEG
OKnNVEg Kal actions, omTIKA €d€ Kal AMNa epdaTKA oTOoLXEIA IOV cuvdudcoTNKAV

OTITIKA KAl VONUATIKA PE TO KEVIPLKO audio reactive avtikeipevo(kAsepudpa).

Mpokewevou va amodoboulv Ta VONHATA TWV OTIXWV HE MWVIHAAICTIKO TPOTIO,
dlatnenBnke pla amAOUCTEVHEVN AOYLIKA TNV avamapdoTtach, XwpeIig TEPLTTEC
AETITOEPELEC OoTA TIEPLBAANOVTA, AAA PE ETIKEVTPO TA BACIKA PAC AVILKEIPEVA.
Emtiong €ylve otoxeupEvn xprion Twy ePE KAl TwV ETUTAEOV EUPATIKWY OTOLXEIWYV

woTe va eEUTINPETOUV TO OKOTIO TOU CUHBOALGHOU Kal va punv ¢Auapouv.

Onwe avadepetal avaAuTikd Katd tn OldpKeld TNC £pyaciag, 0o OUVOAIKOC
oxedlaopog mpaypatomnolnénke cuvduadovtag TtexVikEG 3d animation, OTTIKWY
ed€, audio reaction kat dnuLoupylkoU povidld. H kadBe pia amod autég emitéAece
évav onuaviikd poAo otnv e€UMNPETNON TOU TEAIKOU OKOTIOU, TAPEXOVIAG
ONUIoUPYIKEG duvatoTntegc oAdA Ttautdxpova darartwvtac laitepo xXpovo
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€EVaoXO0ANoNG yla HEAETN Kal eTAUCN €KWV ¢nTnpAtwy. Ev téAel o cuvduaopog
AUTWY TWV TEXVIKWY, TAPOAEC TIC OUOKOAieg, amodeixtnke efalpetika
ONUIOUPYLIKOG, DUVAULKOCG KAl ATOTEAECHATIKOC yla TNV Tpaygatomoinon tng

OUYKEKPLHEVNC Epyaaciac.

H omtiki kat vonuatikl ouvoxn TOU OuyKeKplhevou Bivieo visualizer eival
ATTOTEAECHA TOU CUVOUACHOU TWV TIOAWYV Kal JladopPETIKWY TEXVIKWY Kdal
EPYOAEIWY TIOU Xpnolwdomolndnkav o€ OAa Ta otddla Tou oXedlaouou.

2UYKEKPLUEVA BACLKO pOAO ETILITEAECAV TA AKOAouBa:

e H emAoyn dU0 CUYKEKPLUEVWY TPLOOLACTATWY AVIIKEIHEVWY TIAVW OTd
ottoia Baciotnke n dNUIoUPYia OAWY TWV CKNVWV.

e H xprion PlaC CUYKEKPLUEVNC AloBNTIKACG yia TNV atpyoocdaipa oe OA0 10
Bivteo (light leaks).

e O CUYXPOVIOUOC TWYV OTOLXEIWYV PE TOUG OTIXOUG KAL TN HOUGCLKN.

® 1 TeAKA oLVBeEON TWYV TTAPATAVW KATA To povtad.

OMokAnpwvovtag, 6a ntav mapdAewpn va pnv avadepbei, OTL N CUYKEKPLUEVN
egpyaocia Ba pmopoloe va xpnolgomolnBel we €vag avaiuTikog odnyog yla pia
peMovTIK dnuwoupyia evog 3d poucikou Bivteo visualizer pe avtiotoya
Xapaktnelotikd. H avaAutikh avadopd mavw oe nthpata epyaisiwy, TEXVIKWY,
puBpuicewv kal HeBOd WY oxedlacpol, Ba PTToPoUcE VA CUVTEAECEL ETUKOUPLKA
OTNV TEPAITEPW avdamtuén Kal dlepevvnon tng alomoinong 3d animation kat

oTtTikKWwY £OE yla tn dnuloupyia evog pouaikou Bivteo.
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