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H katwB1 uttoyeypauuevn, KaveAlomouAou EuotaBia tou ZtaupoU, ue aplbud puntpwou 18674135, dolrtTpla
Tou Maveruotnuiou AUTIKNG ATTIKNG, TNG 2X0ANC Epappoopevwyv Texvwv Kat MoAltiopoU, tou Tunuatog Mpadt-
oTIKNG Kal OrtikNg Erukowvwviag, dSnAwvw utietBuva OTL ;

«Elpal ouyypadeac autng TnC TITUXLAKNG epyaociac Kat OTL Kabe Bonbela tnv omoia eixa yla tnv nposTolpacia
NG eival MANpPwC avayvwpiolun Kat avadpeEpetal otnv epyacia. Emiong ol Tmyeg ano TIC OToleC £yive xpron O¢-
dopeEVWY, LOewV N Ae€ewv avadEpovTal 0To oUVOAO TOUG, HE TANPN avadopd oToug cuyypadelg. TEAoc Bepal-
WVW OTL 1 CUYKEKPLUMEVN epyacia exel ouyypadel ariod euEVaA AMOKAELIOTIKA KAl ArOTEAEL TiPOTOV TIVEUATLIKNC OL-
oKTNnolag, Tou WOpUUATOC Kal OLKNG HOU.

MapdBaon TNC avwTEPW aKadNUAIKNG HOU euBnvNg, aroTteAel ouolwdn AOYO yla avAKANON TOU TITUXIOU HOU.
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H mapakdtw avdAuon okiaypaei tnv diadikacia mou ou-
VTEAEOTNKE YIa TNV OAOKApwon TG OIMAwPATIKAG €p-
yaciag, tng €m mtuxio @oititpiag, mou €AaPe pEpog to
XPOVIKO O1A0TNHUa TOU XEINEPIVOU akadnuaikou e§dunvou
2022-2023 yia tov okomd TnNG OAOKAPWONG TOU KUKAOU
omoudwv oto Turiua lpagiotikng kai OmtikAG EMKOIVW-
viag, otnv 2xoAn} Epappocpévwy texvwyv kai MNoArtiopoy,
tou [lavemotiuiou Autiki¢ ATUKAG omoUu PECw auTig
ermektabnkav ol yvwoeig kar 0e€1otnteg mdvw otnv Onyi-
oupyia Bivteo maixvidiwv.
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AvaAuTtikdTtepa n TTITUXIAKA €pyaacia, agopd tnv dnuioup-
vyia tpicdidotatou Yneiakou Pivteomaixvidliou pe dvoua
«Nitroshock»

Nitro: nitrous  NOS (Nitrous Oxide System). To cuotn-
ua au&dvel tnv duvapn TnG pnxaviig emeidn n dladikaacia
TNG KAUuonG EMITAXUVETAI.

Shock: €va &apvikd yeyovog n eumeipia TToU TIPOKAAEI €K-
mAn&n kai avgnon tng adpevalivng.



H ovopaocia dgv eival tuxaia kaBwg video game divel tnv
Suvatdétnta otov Taiktn va mdpel YEPOG o€ OOKINATIEG,
TTPOKANOEIG KAl cuyKpouoeli§ o€ mioteg pye oxnipata. O
TAIKTNG HECW TOV OAOKANPWHEVWY OOKIUACIWV CUAAEYEI
TTOVIOUG TOUG OTToIoUG MTTOpPEl va e§apyupwoel cE  Kdal-
voupylo gEomAiocpd kai mioteg. Me autv tnv €§€AiEn o
X€ip1oTNG Prmopei va ouvexidel va avakaAuTTtel Kaivouploug
TPOToUG Yuxaywynong HECA OTO TaIXViol.



To maixvidl armeuBuvetal og epnPikEg nAIkieg o1 oTToieg eTI-
{nTouv tnG Opdon OTwG Kal TNV adOPEVAAIV) OE PaAvtaoTI-
KEG Kataotdoelg. TENog To maixvidl Ogv gival mapddelypa
MPAYHATIKWY KATACOTACEWV OONYNOoNG, YEYOVOG TTIOU TIPE-
el va avayvwpidel o xpRotng.

[MAatpodppua: PC
Eidog: 3rd person game, racing game
Target group: |3+
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‘Epeuva video games

[1piv and ta otddia tou oxedlacuou g€yive gpeuvd AcO
avagopd ta video game, xpwpatiki maAgta, UI/UX kai
EMITTAEOV TTANPOPOpPIES TIG omtoieg BewpriOnkav epddia yia
TO &eKivnua Tng TrTuxIakiG epyaociag.



To need for speed (NFS) sival €éva franchise Pivteomaixvi-
S1wv TToU 0TIAEl OE TAPAVONOUG AYWVEG OPONOU ATTOPEU-
YyOovTag Tautoxpovda tnv Tomikr mMBoAr Tou vopou, onAadn
TG kKatadiwéeig TG actuvopiag. H oeipd gival éva amd ta
rmaAaiotépa franchise tng EA, ta maixvidia emekteivovtal
o€ KOVOOMAEG, pPC KAl OPICHUEVEG EKOOXEG O€ smartphones.
H ceipd €xel amoomdoel apketd KEPON.
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To Detroit : become human egivai Bivteomaixvidl mepime-
telag tou 2018 mou avamrtuxOnke amd Quantic dream kai
ekOOONKe amod tnv Sony Interactive Entertainment. H mAo-
K} akoAouBei tpia avopoeidn mou mpoomnabouv va arro-
OpAocouV Kal va KATakTtioouv td OIKAIWPATa TouG wG ovid
ue okédn kai cuvaicOrpata. To maixvidl oxedidoTnKe JE
motion capturing technology. TéAog onpeiwvetar ot O¢-
XTNKe OETIKEG KPITIKEG, SlakpioEeI§ Kal KEPON.




To VirtualVerse avrjkel otnv katnyopia maixviolwy TTEPITIE-
telag point - click mou avarrtuxBnke and tnv Theta Division
Games kai ekd660nke amdé tnv BloodMusic yia windows kai
mac. To maixvidl diadpapatidetal oto pENov kai oiabgtel
otoixeia emotnuovikng @avtaciag. H mAokry akoAouBei tov
nmpwtaywvioti va mpootmabei va e€ixvidoel €va puotiplo
e€a@aAviong, CUNEYOVTAG avTKEIPEVA Kal TTANPOYopPieg amod
ypipoug. KaBwg o maiktng mpoxwpd otnyv 1oTopia Tou Tidi-
XVIOIoU, O TaikTng €xel tnv ouvatdotnta xpnong AR yia tnv
AUCN CUYKEKPIUEVWY AUCEWV.



To yeyovdg ot n gpeuvd emkevipwbnke ota mapa-
mdvw maixvidla Atav BeAnuévo, kabwg to AR, capture
motion technology, kuPBepvomavk, 3d environments,
EMMOTPOPN PETPO YPAPIKWV OTOIXEIWV Eivdl XApaKTN-
PICTIKA TTOU Oivouv Kaivouplo TIEPIEXOPEVO oTa video
games KAtd TNV yvwpun pou.
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Headlight Lens

Reflector

Turn Signal

Projector “Halo” Ring
Lens Marker Lights

Avatopia oxnudtwy

[la tig avdykeg tou 3D modeling twv oxnudtwy €yive n
KATAAANAN €pguvd MAvw OTNV av avatopia Twv autoki-
VNTWY PE apKeTA omrtikd epebicpata va xpnoipomolou-

vtai cav oonyog yéoa oto 3d mpdypappa.
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HID Headlights

Tail Lights
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Brake Lights Fog Lights Daytime-Driving Lights Hazard Lights
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References actikwy mmeploxwy

E€icou onuavtikd amodeixOnke n avadntnon ormtikou
OAIKOU pe acTtikd TePIfAANOV OTwG ACTIKWY EYKATA-

OTACEWY - KATACKEUWY YIaA TNV TTapaywyr I0EwWV yid To

XTiCINO TNG TTPWTNG TToTAg.
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[1poox€dia

Ta mpoox€dia €dwoav to EeKivnua TG MPOCEYYIONG
™G 10€ag Tou maixvidlou Kal TNV apxr Tou TpPIcoid-
OTAaToU oXe0IacUoU TTEPIBANOVTOG Kal AOITIOV AVTIKEI-

uévwy. Ta oxE€dia emnpedotnkav amd tnv mapandvw

EPEUVA.




Flaa bV jnn ]

__._\..— _._,
Y

il 1111
[+]

o
m

OPTIONS
EXTRAS




OBJECTIVES
COMPLETED

TEPreR

LOADING

g

NITROSHOC%

New game

Options
Extras

34}




N\oydtumo

To Aoyotumo eival gumveucuévo amod Tnv YEQUPA OE
mAayid oyin mmou Ppiocketal otny motd

a
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Guidlines

To Aoyodturo pmopei va xpnoipotioinBei povd oe opil-
¢ovuia oidta&n. Apa sivar emBuuntd pmopei va mepl-
otpagei povo dua to uttootnpidel n eikactikrl cuvBeon.
EmmA€ov o1 mapaAiayeg eivar Siabgoipeg mpog xprion.
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Ui / Ux

['la to user interface Tou TaixvidIoU, oxeOIACTNKE TTPW-
Td To Aoydturo Tou Tmaixvidlou Kai avamtuxOnke to
branding identity. Ané to oxedidypappa twv obovwy
TOou Taixviolou Paciotnke 0 oXeOIAONOG PUE TA KATAA-
ANAQ ypagikd yia EMKOIVWVia PJE TOV TTaikTn.
[pappatooeipd: Cf Bank
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PLEASE PRESS SPACEBAR TO CONTINUE
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3D Modeling - Oxfjuata

Apou gyive n gpevva kabwg kalr o oxedlacuog Twv
TPOCXEDIWY, TO emopevo Prpa ftav n tpicdidotatn
uAomtoinon tou mepifdAlovtog tou Pivteomaixvidiou
KAl TwV oxrfjuatwyv to omoio xeipi¢etal o maiktng. la
TO Oxnua, xpnoipgomoiidnke €va emimedo oto oTmoio
gepappootnkav modifiers (mirror, solidify, subdivision
surface) wote va kataAni&el €va emBupunto, tpicdidota-
TO, Asio anotéAecpa. Me extrudes mpoxwpnoe amod to
MTTPOOCTIVO PJEPOG TOU AUTOKIVNTO OTO TioWw PEPOG, N
diadikaaia.



Ta mapdBupa kal ta ewtd oxedidoTnKkav a@ou aro-
HOVWONKE CUYKEKPIPNEVO KOUPATI TOU AUTOKIVNTOU ONn-
Hloupywvtag Kaivoupyio avtkeipyevo. O1 podEg oxe-
didotnkav pe TNV 1014 AoyIKN OTIWG TO AUTOKIVNTO ME
e&aipeon to modifier (mirror), 6nAadn pe extrudes kai
UETAKIVNON Tou TMAEypatog NG yewuetpiag. H diadika-
cia autr, anotéAece apketd xpovofdpa pe Kopudtia
TOU QUTOKIVNTOU va @Tidaxvovtal amo Tnv apxr mpo-
onmabwvtag va amodoBei n Pacikr avatopia tng pnxa-
VAG. 2Ta Tpia oxfipata opicpeva otdoia otnv peboodo
UAOTTOINCNG TOUG OIAEPOUY.
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[Mpwtn mpoomndBeia 3d modeling autokivntou
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TeAikd amotéAeopa yia To Mpwto oxnua. To prmpootivo pEpog diagpopomoiffnke OTTwg
Kdl ol TOpPTEG O HIKPOTEPO PBabud. To miow pépog mappeive idlo. To xpwua dAade
EMoNG OTTWG KAl Ol UPEG OTO KUPIO CWHA.
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2TO OeUTEPO OXNMA XPNOoIUOTIOoN-

Onkav OlaopeTIKEG EMPPOEG. 2&€

avtiBegon pe to MPWTO OXnua armo-
meipdOnke xprion MIKPOTEPOU lE-
v€Boug yewpetpiag. ‘OAa ta oxij-
pHata EXouv emission texture yid ta
pwTta.
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T€Aog yia To Tpito Oxnua evtdxbnke peyaAutepn AemtopEpeia ota
XAPAKTNPICTIKA OXAHATOG XwPig va xpnoiporoindei peyaAutepo
uéyebog yewpetpiag.
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[16An / 3d enviroment

['la Ta ktipia tng méANG €yive xprion free assets OMwG Kai
KTipla Tou oxedidotnkav oto edit mode pe subdivision
kal extrude amd €vav kufo. Ta free assets ktipia O€-
XTNKav mepetaipw eneepyacia O10TI Ta texture nrav
ueydAou pey€Boug oto photoshop.



Select Box Options
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Ta emyugpoug avtikeipeva otnv MOAN SouleuTtikav pe
mapopoio Tpomo 6nAadn and €vav kUfo mou emnegep-
ydotnke oto edit mode

[la To Opdpo xpnoipyomoiNbnke €va emimedo omou pe-
Tatpdrnke pe extrude kai to spin tool oto edit mode.



[€pupa

H yépupa amodeixtnke apketd OUCKOAN e TO 0PSO
KAl TA PWTA va ulomoiouvtal PWTd XwPiG EMITTAOKEG
o€ avtibeon pe TNV KATaokeun oTnV YEOT TNG YEQUPAG
OTTOU XPEIAOTNKE APKETI) EPEUVA OTNV YEPUPA OTTOU
Baciotnke (dubai bridge zayed hadid) kar apketég @o-
PEG va Eekivaegl amod tnv apxr] o oxedlacuog tne. H te-
A Y€pupa eival arrotéAdecpa amd extrudes oto edit
mode kai tng 1010tNtag bridge edge loops pubuidovtag
£TOI TNV KAUTTUAOTNTA OTIG KOPUWPEG e To humber of
cuts (modifiers: mirror, subdivision surface) . 'a téAog
nmpootEbnke €va emimedo oTo KATW PEPOG TNG YEWPU-
pag ws OdAacaoa.



A% Blender
@ File

v L " Edit Mode w m

A9 Blender

7% Edit M

] Bl =R}
User Perspective
(1) Cube

W] Bal mRLE
User Perspective
(1) Cube

Open Loop
Open Loop

0.500
0.500

0
0]

(0]

3
Blend Path Blend Path
1.000 1.000

S
LUy 0.000

II.-'-.II Srmooth fa?
/. Smooth f\ Smooth

Tpomnog diadikaciag oxedlacpou NG YEépupag pe bridge edge loops o edit mode, mapdoeiyua

TeAikd poviEAo yEpupag



AD File Edit Render Window Help Layout &5~ Scene

+9. ‘W Object Mode +~ View Select Add Object 1 e A @ g OPLF
Onentation: o> Default v+  Drag: Select Box « Options

User Perspective » Transform

(1) Scene Collection | main body car.039




H tehiki eikdva tou mrepifdlAovtog emeteuxOel and ta
nmapamndvw oToIxXeia Tou PHOAIG avaAuBrikav kal To TeAI-
KO otddio tou 3d oxediacpou, Tov ewTticud. O pwTtl-
OPOG emTeUXOnNKe ammd PWTEIVEG TIVAKIOEG KAl PWTEI-
vég minyeg. O1 mivakideg @uiaxtikav amd €IKOVEG TTOU
avadntnOnkav amd 1o google eikdveg | y€oa oTO TIPO-
vypappa 3d blender xpnoipomoiwvtag 1016tnteEG TOU
shade editor. Ektég and tnv mpdcBeon pwtwy kal pw-
TEIVOV TTNYwVG TTpocB€bnkav pwteivda mapdbupa kin-
PiWV NECW emission.



2 to shade editor gpuidxtnkay ta texture pe shade nodes
KAl EIKOVEC.

T€MAog yia to render mpootEOnKav QWTEIVEG TIAYEG, OE
auto to otddio ump&e MPOPANUa KabBwg o1 PWTEIVEG
miyeg Oev epgavidovtav oe render mode. To PSR-
ua mpokAnNOnke amd to peydAo apiBud toug kai AuBnke
UE TNV PeTakivnon toug oto collection mou Bpiokdtav
o SpdOc.



(1) Collection | apyeio Afjync (15)

“I —R ‘ ¥

OPEN) oAl {KLKLK M%O _ _

Object ~ View Select Add Node [&# Use Nodes ot v @+ apyelo Ajyng (150 T [E X

(o Afunc (15) > r’? apyelo Afjwnc (15) > @ apyxelo Afjync (15)

mivakida aro

AVTIKEIJEVA
MVAKIOEG Ao EIKAVEG, XPNOCIPOTIOIOVTAG TIUEG emission povo otny emBupun- (emission)

T XPWHATIOTH TTEPIOXI)
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« Mapping w B-1E0M106T.ipg

Vector Lolor @ ~ Principled BSDF ~ Material Output
Alpha ® .
From Instancer Type: Poirt \\ -
Medor L]~ 6-1600:x10.. SSETES o GO ® Surface

- e o [
Location: Linear Randorm Walk & NOlume

X Flat Lisplacement
Base Lokor

Repeat Subsurfaoe 0,000

L

Tl
Single Image Subsurface Radius .

Color Space subsuface ([

Subsurfaoe 10R 1.400
Subsurface Anisotropy 0,000

Fotation:

Weobor

Metallic 0.000
Speoular 0.000
Speoular Tint 0.000
Roughness 0.500
Anisotropic 0.000
Anisotropic Rotaton oo
Sheen 0.000
Sheen Tint .2l
Clearcoat ARENR]

= ColcRamp Clearoat Roughness 0020
I0R 1450
lransmission 0.000
lransmission Roughness 0.000

Ernission

Ernission Strength
Alpha

Wormnal

Clearcoat Mormnal
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7@ Fle Edit Rende Window oL Edit T . Layout.001 f.;_'» Scene

e

-

+@. W Object Mode v View Add Object 12, Global ~ v A @ D00 -

« Surface Project Onentation: View ‘ Select Box Options ~

User Perspective
(1) Scene Collection | main body car.039
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A Fle Edit Render Window Help layout Modeling  Sculpting UV Editing  Texture Paint  Shading  An ' Rendering ing  Geometry Nodes  Scripting ~ Layout.001 &g+ Scene
9+ W ObjectMode v View Select Add Object Dy D) i & - OO -
& Surface Project Onentation: View Select Box v Options

User Perspective
(1) Scene Collection | main body car.039

(v

)+~ W Object ~ View Select Add Node [ Use Nodes Slot 1 v @+ glass lights of car .004
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Rigging cars

[la tnv epappoyr] okeAeTOU yia TO animation ota oxirj-
uata akoAouBnke ouykekpipévn Oladikacia pe free

addon tou blender.



A= Blender* [C\Users\user\Desktop\EEounvo\mtuyiakn - Suthopotikn spyaoiet3d modeling\cars\car3.blend]

AD Fle Edit Render Window Help avi \ . | Paint  Sha _ _ . D om Nod: S Layout.001 &5v Scene [C &l ViewLayer

+2+. W Object Mode +~ View Select Add Object 12, Global v P~ Qv (e ey Ny @ O O@LE - T=v [&I. O
: B Scene Loliecton
Orientation: - Default « Drag: Select Box « Options

User Perspective
(0) Scene Collection | Car Rig.002
LJ
L E Collection
> E Collection
v W Collection

» | Car Rig.002

Q)

=

/AN
W

0

‘W Car Rig.002
‘W~ CarRig.002

“ Transform

O S

Location X 4.588 m
Y 2.2589m
Z -0.008703

Rotation X o°
Y 0°
£z 0°
Mode  XYZ Euler ~
Scale X 1.000

i 1.000
L 1.000

» Delta Transform
» Relations

» Collections
@ - Playback v Keying ~ View Marker I« o4 4 P >4 »
0 > Motion Paths
> Visibility

> Viewport Display

12°C ; = 77 pp
Q_ AvaZfinon B O ﬁ A NG DA @ 003 O

'EVTOVEC VEQWO.




A= Blender* [C:\Users\user\Desktop\EEaunvo\mtuyiakn - Sumhopomikn epyacied3d modeling\cars\car2.blend]
XD Fle Edit Render Window Help : Layout.001 #5v Scene 1 T ViewLayer
W Object Mode v View Select Add Object 1, Global v v Q)i v (s v vavey g oeese v t=v &. 0O

Options -~ B Scene Collection

120
«" Surface Project Orientation: View v Drag: Select Box «

User Perspective
42

{1) Scene Collection | Empty.013
40

(BN <<

car 3 94
Empty.009
Empty.010
Ermpty.011
Ernpty.012

QIR

Ermpty.013

YO
u

Y
-5

= °

1y [ Empty.013

-

& ‘W~ Empty.013

" ~ Transform

A
EEL
+_/

N Location X | 18.005m
i ¥; 2.5981 m
) Z  -0.065034

Rotation X 0°
i 0°
z 0°

Mode XYZ Euler -~

Scale X 1.000
i 1.000
Z 1.000

» Delta Transform
» Relations
» Collections

*)v W Object ~ View Select Add Node 2 - 3 > Instancing

“ Active Tool » Motion Paths
| Eea )

i k! Select Box > Visibility

==

ARE B : = 721 pu
o Q, AvaZntnon - q h A ENG T dx @@ 18/2/2023 D

‘EVTOVEC VE(PWO.




A% Blender* [C:\Users\user\Desktop\EEapunvo\rTuyLaKn - StmhopoTikn epyaciad3d modeling\cars\car2.blend] - o X

+2. W Object Mode ~ View Select Add Object 12, Global v (v @)~ (e ey XN @ 0 O E - T=yv [@. O

—

7@ Fle Edit Render Window Help ; \ . | Y Sh: . . - Layout.001 .fév Scene LD E“’ ViewLayer LD

el

5 = et o ¥
Orientation: e Default Drag: Select Box v Options B Scene Collection

User Perspective
(1) Scene Collection | Empty.010

\
_." .

A Q

LY

car 3
Empty.009
= Empty.010
Empty.011
Empty.012
Empty.013

[

.u '::‘:\J "'i"'

e

o

e

7&

W, Empty.010

‘W~ Empty.010

N

.
!

~ Transform

- Location X 16.688 m
Object R——— | Y  24747Tm
Object (Keep Transform) - ‘ 7. -0.087719

Object (Without Inverse) Rotation X o°

Y 0®

£z 0®
Mode  XYZ Euler
Scale X 1.000

Y 1.000
L 1.000

> Delta Transform
> Relations
> Collections
@)+~ 'm Object View Select Add 2 3 - > Instancing
v Active Tool > Motion Paths
==

1 b} Select Box > Visibility

Rk

12°C [ 1 : = 7:22 pp
Evtoveg vepuo. Er Q Avogfymen - q i I A NG B dx B 18/2/2023 g




A® Blender* [C:\Users\user\Desktop\EZopunvo\mtuxiokn - Suthoporikn epyaoiod,3d modeling\cars\car2.blend)] o o
XD File Edit Render Window Help _ \ . i : Sh _ _ ‘ Layout.001 48~ Scene L &7 ViewLayer
+®. W Object Mode ~ View Select | Add  Object 1o, Global v (Pv D 14 vy @ 0O00 -

lire.uul
Mesh Options

Curve

Ornentation: + Default

User Perspective

Surface
(1) Scene Collection | Empty.011 -

Metaball
Text
Volume

Grease Penclil :
*| Empty.011

Armature ¥ A\ Single Bone
Lattice X Human (Meta-Rig)
K Animals

* Basic

- Car (deformation rig)

Empty

Image

0

Light e
oo ‘W Empty.011

N @Yy 338 09O QNL ]

Light Probe Creates the base ng for a car..

Camera

-

~ Transform

—
—

) Speaker

v
Y
= W~ Empty.011
—

N

Location X 17.421 m
i Y 1.2524 m
) Z  0.09219m

S’
g
gt

Force Reld

Collection Instance

Rotation X D*
Y 0®
7 0°
Mode X Z Euler o
Scale X 1.000

Y 1.000
Z 1.000

» Delta Transform
» Relations

> Collections

@)+« W Object + View Select Add Node @) e @ > Instancing

v Active Tool » Motion Paths

||
i | Select Box > Visibility

-

12°C [l : = 7:25 pp
EvTOVEG VEQLIO. Fr Q Avagfmon . C’ i I A NG B dx @ 18/2/2023 @




A= Blender* [C:\Users\user\Desktop\EZounvo\mTuyLokn - Suthopomkn epyaoicd3d modeling\cars\car2.blend] — o

AD Fle Edit Render Window Help Layout &5~ Scene L &l ViewLayer [

+@, ‘W ObjectMode v View Select Add Object 12 Global v (Pv @) i (s L. X @ DEeew e - tmy . O Y v B
-

Orientation: 2 Default Drag: Select Box Options 5
, LY J LY p LY 3

User Perspective “ Animation Rig : - @ 0B

(1) Scene Collection | Car Rig — = B ® [
- ® B

© @
© @
© a
L0 @
© @
© 8
108 @
© @
© 8

-
1
)

=

LY

[

Creates the complete armature for animating the car..

+
-
L 2

Q)

n

/AN
W\

0

! Car Rig

7.
E}“
+_f"

‘W v Car Rig
v Transform

Location X 16.682 m
Y 3.4444 m
Z -0.09389 m
Rotation X g°
iy 0°
@ Playback v Keying v View Marker I« ¢« 4 P »¢ »| Z 0°
1 20 40 60 80 00 120 140 60 30 200 220 40 260 Mode XYZ Euler

Scale X 1.000
Y 1.000
Z 1.000
» Delta Transform
» Relations
» Collections

12°C B : = 7:26 pp
F Q, AvaZntnon b | q h N NG R dx @ 18/2/2023 @

‘EvTovEg VEQWO.




H diadikacia gixe diagpopetikd amoteAéouata amo uto-
Aoittoug xprjoteg tou addon pe amotéAecpa n Kivnon
oTIG POOEG va pnv gival opaAr. H aitia dev Pp€bnke kai
xpnoiporoindnke Ola@opPETIKN TEXVIKN.



“ Transform
“ Transform
Location:
| ocation: :
. - . -0.12905 m
211,16 & it o ==
11.167 m _ | 1.3386 m

Scripted Expression

= / ~2 Insert Keyframes :
317.45m = - . . 707 -0.13231 m
Insert Single Keyframe =
0.40619 m
‘2, Add Driver
Open Drivers Editor

e Add driver fo
* Add All to Keying Set

Add 5ingle to Keying Set
LETIOVE 1T Cavino Se A ol Y fmg g L ] L el
i Lz e + Add Input Variable 2 YL Euler

LA ST R
XYZ Euler i y Reset All to Default Values

Var Scale:

Reset Single to Default Value — =
: i 1010
M, carbody A 1.000

= | | =
Y 1.000
i 1.000

Type: Y Location
Copy Data Path Space:  World Space
Copy FL Jata Pat T , a3 ;
Copy Full Data Path - I Dimensions:
Value:

Copy as New Driver

0.182 m

38.9m &y Online Manual - _ Y 0.617 m
= Update Dependencies
348 m - 0.617 m
ol |

0.0164 m

Show In Dnvers Editor




[la tnv mpowBnon tou maixvidiou oxedidoTnKav Hia
CEIPA EVEPYEIWY, PE Kuplid TO TPEIAEP. To animation
Onwg Kkal epIfdallov @uidaxtnkav oto 3d mpdypapua,
3d blender. Mg anAf} petakivnon otov xwpo ta oxrfiua-
Ta aywvidovtal odnywvtag mpog tnv moAn. H aicbnon
NG Kivnong emteuxOnke emiong pe to focus length tng
kKdpepag, to depth field kar Tto motion blur.

2 £ oplopéva TAavd n kduepa yia va akoAouBei ta au-
ToKivnTa pe TNV 1014 Taxutnta €yive parent Petagu Twv
AVTIKEINEVWV.



7(; Hle Edit Render Window Help Layout.001 l‘@'v Scene L.D I_EH ViewLayer
+2. W Object Mode ~ View Select Add Object ' P 9 oy N v @ O oenE
Onentation: s Default Drag:  Select Box Options

Camera Perspective

(98) Collection | Car Rig _
_Olecrion 4

_ollection

_ollection

(GO C O BRI <

_ollection

Lamera
Camera.002

. —— ! S NN
rnap (3).0sm.002

0

Aspect X 1.000
Y 1.000

Render Region

Frame Rate 24 fps
“ Frame Range

Frame Start
End
Step
» Time Stretching
2 Stereoscopy

~ QOutput

C:\Users\user\D...ings\4. render 4\ g

@ Playback « Keying ~ View Marker ® -« o4 4d P rée 4y Start 191

Saving « Fle Extensions

tee e & & * 400 44 Kb 2466 26 2086 6 & 4 44 ¢ it
File Format [§°] PNG v
Color BW RGB |RGBA
Color Depth 8 16
Compression 15%

Image Seque... « Overwrite




B Camera » 2 Camera.003

L

1 i i
i~ Camera.003
A Fle Edit Render Window Help

Lens
+%. W Object Mode ~ View Select Add Object

1 Ea iRt Type Perspective

User Perspective
(98) Collection | Camera

Focal Length 50 mm

| ens Unit Millimeters

’!

Shift X 0.000

i 0.000

Transform
Clip Start 0.1m

End 1000 m Location X -24.995 m
o f 350.26 M
Z 1.5012 m

Depth of Feld
» Camera
Rotation X 83.5°
4 9.2°
o -1.3°

Safe Areas
Background Images

» Viewport Display

» Customn Properties Mode XYZ Euler

Scale X 1.000
4y 1.000
T 1.000
> Delta Transform

> Relations

> Collections

» Motion Paths

» Visibility

» Viewport Display




Render

EmmA€ov o1 emAoyEqg yia to rendering @dvnkav xproi-
UEG yIa ypryopo rendering.



Render Engine

~ Sampling

Render

Viewport

Eevee

+ Viewport Denoisinc
K .

» Ambient Occlusion

> &f Bloom

» Depth of Feld

» Subsurface Scatt

erng

«" Screen Space Reflections

o Motion Blur

> Volumetrics
» Performance
2 Hair

» Shadows

Indirect Lighting

> Alm

Render Engine
Feature Set

Device

< Sampling

~ Viewport
Noise Threshold
Max Samples
Min Samples
» W Denoise
“ Render
Noise Threshold
Max Samples
Min Samples
Time Lirmit
» & Denoise

» Advanced

< Light Paths

Cycles
Supported

GPU Compute

Caustics

» & Motion Blur

2 HIm

Reflective

Refractive




Edit | Render | Window Help

TefLI S Bandar Imass e Ty —~
[ [ _‘It'_jll E A=l der Ima ge L Global IE?] Vi

Format - Render Animation

T ' o
Render Audi

Resolution X 1920 px User Render active scene.
1080 px ~ Qutput (98)¢  View Render

100% View Animation
S0
C:\Users\usenD...ngs\4. render 4\ guu Lock Intertace
1.000 : .
Saving & Fle Extensions
1.000
Cache Result
Render Region _
7 File Format  [§*] PNG W
Color BW RGE RGBA
.r._ 1. '.rt__"' E"I _:'Ei C . .
Frame Rats 1 Color Depth 8

S S Compression
* Frame Range F

Image Seque... «f Overwrite
Frame Start

End

Placeholders

tep > Metadata

st A Bt “ Pr - OB I
» Time 5tretching - lFearliiacacdy

Stereoscopy

Output




Editing

‘Emeita and to rendering Tou animation, To TPEIAEP
teAelomoiNbnke ota mpoypdupata tng adobe, adobe
premier, adobe after effects.



Source: (no clips) = d » | Program:a =
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st

B

W

UNIWA PRESENTS A GAME
BY HANELLOPRPOULOW EFFIE

10000 00:00:15:00 00:00:30:00 00:00:45:00
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Ta frames tomoOetriBnkav oto adobe premier pro
HE NXNTIKA €QE KAl JOUCIKO XAAi. 2&€ OPICUEVEG TTEPI-
mtwoel§ Tpomomoiifnke n taxutnta twyv mAdvwy. To
motion graphic Tou Aoyoturiou €yive oto TPAypaupa
after effects cUpgwva pe to avtiotoixo tutorial. TEAOG
nmpootébnkav ta credits.



UPBGE



[lepiypacprn game engine

To UPBGE eivar game engine avoixtou kwdika, Baoci-
cpévo nmdvw oto BGE (Blender Game Engine) to mpo-
nyoupevo game engine tou blender 3d. H emkoivwvia
TwV OUWV TIPOYPAPUATWV OiVEl TO TTAEOVEKTNHA OTOV
xpAotn va @udéel €€ ohokAfjpou Ynyiakd Pivteomnal-
xviol oto blender, kepdidovtag xpdvo xwpig mepaItépw
dladikacieg e€aywyng Kai JETATPOTIG yia TNV Ouvato-
NTa cupfatotntag pe AAAeG eMIAOYEG game engine.



Import

Apou gyive import tou 3d environment oto UPGE oia-
motwOnke &t 0 peydlog apiOudg EWIEIVWY TTYWV Kal
textures nodes emPpdduve apkeTd TIG EMOWOEI TOU
mraixvidiou. To mpofAnua AUBnke pe agpaipeon opicuE-
VOV @WTwV Kal baking textures opICUEVWY AVTIKEIYE-
VWYV, apou mrponyndnke o mpoypaupaticuog oTov XEl-
PICHOU TOU AUTOKIVNTWV.



[1poypaupaticudg

2 TOV TIPOYPAUMNATIONO TTapouacidoTnKkay €miong o@dA-
uaTa PJe To OxXnua va aliwpeital mavw amd to mepPIfdA-
Aov, XwpiG va yvwpidovtag tnv aitia To parent Twv po-
SWV PE auTtokivnTo Onuioupyoucav auto TO QPAIVOUEVO.
To mapd&evo paivéopuevo diopBwvetai pe to logic brick
OTToU WTTOPEI va YiVEl KAl EKEl parent Xwpi¢ oc@dAApata.
Physics panel

[1pocO<tovtag 1d16tnteg physics pdvo ota models mou
aA\nAoemdpouyv pe to Oxnua mou xeipidetal o MaikTng
Kdl To id10 TO Oxnua.
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A Y Level g Invert

Dynamic Object Settings:

Force: X 0.00 Y 0.00 0.00

Key: W All Keys
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secand Modifier: Linear Veloc X 0.00 Y 0.00 0.00
[ v And Angular Vel.. X 0.00 Y 0.00 0.00
i S TR T Damping Frames
Target: Controller visible at:

s ’ ’ ’ v Motion + Motion.001
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Motion Type:  Simple Motion
| ——— L e X 0.00 Y 0.00

Key: S All Keys Rot: X 0° e

Dynamic Object Settings:
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Target:
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Damping Frames




v Motion Motion.002
Motion Type:  Simple Motion
Loc: A 0.00 Y 0.00 0.00

v  Keyboard +~  tumn right A v 4 X Hals Lo L S j LU

A Y Level Tap Invert Dynamic Object Settings:

Key: D All Keys Force: X 0.00 Y 0.00 0.00

Frst Modifier: Torque: A 0.00 Y 0.00 0.00

Second Modiher: Linear Veloc A 0.00 Y 0.00 0.00

L'.:"'_-] T':' |'_-] "_-]ll._". ;'I:'hr] I:'] I..||r_:-|r 1"-'.'[:"... :h::_ [:'.[“} g [L[“:' [L[HD
v Ang +  And.004

Target: Damping Frames

Controller visible at: State 1

v Keyboard « turmn left A ¥ b
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A VY Level Tap Invert Motion Type:  Simple Motion
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Arst Modifier: Raot: ¥ Qe v o 0.7°

Second Modifier: Dynamic Object Settings:
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Damping Frames




v Message ~ Message

v Anc . And.004

To: W Plane.011 Plane.005

Property:

Value: Controller visible at: State 1

Subject: mission complete

Body: Text "

EvtoArl aAnAenidopaong pe to onueio ARENG NG
Koupoag
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o v Camera e Camera
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Height 2.50 Axis: + X
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Level
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Collection
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button color
v Mouse -~ Mouse
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Mouse E.. Left Button
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Flane.011 Plane.005 Add Sensor - Plane.011 Plane.005 Add Controller Plane.011 Plane.005 Add Actuator

v Collision ~ MNear P ke B e ¢ ¢ w  And v  And & i Gar + Game r LAY B X

A ¥ Level Tap Invert Controller visibleat:  State 1l Game: Start Game From File

Pulse M/P Property: car ffend of game - restart.blend '-—
' " | w  And ~ | And.001 ]

v Message ~  Message a | B B

= Controller visible at: State 1
. Level Tap Invert
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EvtoA€g tou onpueiou AjENG tng Koupoag



2. . View Add

Sensors v o S| « ArCt « Link « State Controllers v o S " ArCt « Link

rmission complete fin Add Sensor - mission complete fin Add Controller
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EvtoA€g pnvupatog g koupoag
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TeAikdg cuAoyioudg

H onuioupyia tou demo amodeixOnke mpokAnon agpou
TO TIAIXViIOI OPICHEVEG POPEG €ixe xapnAS frame rate
mapoAo twyv mpoomabeiwy emiAuong tou. Me pia cuvto-
un €peuvd katéAn&a oe ocupmepdopata Ot ta xapa-
KTNEIOTIKA Tou €EOTTAICHOU POU aVIEMOKPIVOVIOUCayV
opIaKd OTIC ATTAITOEI TOU TTPOYPAUHATOG YEYOVOGQ
ommou miotevetal ot €ival pia aita. Emiong emmAgov
XPNOTEG €xouv oxoAidoel idlo MpoBAnua ue to upbge,
KataAfjyovtag oti To upbge w¢ kaivoupyio game engine
xpelddetal TeEPICCAOTEPO avATITugn.



AR



Elcaywyn

To blippar mapéxel eixpnota gpyaleia yia Kataokeun
nmpotlext pe Ar (Augmented reality). AR gival pia oia-
OPACTIKN gUTIEIPia TTOU CUVOUA(El TOV TIPAYHATIKO KO-
CHO PE Yn@lakod mepiexopevo amo umoAoyiotr. To koi-
vo umopei va cuvavtrjoel moAAanAS aicOntripio kécpo
OTTIWG OTITIKO, AKOUCTIKO Kal cwuatoaicOntnpiako.
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NEW PROJECT

Select how you would like to use AR

MARKER SURFACE AROUND YOU
Uses a printed or visual image for your Uses physical surfaces for your Uses the space around the user
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THE CHACE - KARL CASEY @ WHITE BAT STUDIO
https://www.youtube.com/watch?v=6BaG-oMy8OM

RACING CAR SOUNDS EFFECTS - SOUND FX
https://www.youtube.com/watch?v=FAlkHxn7M);c

ULTIMATE SUPERCAR SOUNDS 2014 - I5MINS OF
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Tutorials
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3d models

https://kitbash3d.com/products/mini-kit-neo-city






