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Texturing, Animation, Lighting, Rendering
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Materials

Y€ QUTO TO onueio €xoupe teAewwoel pe t Stadikaoia Tou modeling, kal aUTO OV €XOUUE
oov amotéAeopa sival éva oUVOAO amd QVTIKELPEVO, TA oMol £X0UV KATIOLO XPWHA, oAAG Sev
daivovrtal peaALloTIKA.

JUVETIWC, Yot va. GEPOUUE TO POVTEAO HOC TILO KOVTA OTNV TIPAYUATIKOTNTA poG Sivetal n
duvatotnTa va Tou TomoBeTRooUUE KAamola textures, dnAadr kamola UALKA (materials), omwg yla
napadelypa pa empavela EVAoU o€ o Topta N pia emidavela ypaotdlov oe éva €5adog. AKOuN
UMOPOUE VA TOMOBETAOOUNE £va UAIKO TIou €Xoupe ¢TLagel oL (Slol i akdun éva UALKO Tou
pmopel va éxoupe Bpel oto dtadiktuo.

Me QUTO TOV TPOMO TA QVIIKELUEVA MG ATOKTOUV UN Kol OYn TapOuUoLa LE QUTH TIOU
ouvavtoU e oTnV KaBnuepvn pog {wn A TOUAAXLOTOV QUTO ETILOLWKETAL.

H ermdoyn kot n tomoBEtnon twv materials yivetal péow tou Material Editor. Na va tov
avoiéoupe matdue to mAnktpo M n emiAéyoupe Rendering - Material Editor.
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Ewova 1: Material Editor
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Ao edw Sivetat n duvatotnta va SnULOUPYHOOUUE UPEC HECW KATIOLWV LOLOTATWY. ITO
TAvw HEPOG Tou material editor BAénoupe pepkd TeETpAywva TIou epdavilouv ykplL odaipes. Autd
elval ta materials mou €xoupe SwabBéolpa. EmAéyoviag KAMOLO MmO aUTA, UMOPOUUE Vo TO
npoocapuooovpe puBuilovtag TG WLOTNTEC ToU PBplokovtal mMapakdATw oto mapabupo. Adou
dépoupe ota HETPA pag KAamolwo material, pmopolpe va to TPaPrEOUUE HE TO TOVTIKL MAVW O€

KATIOL0 Ao Ta avTkeipeva pag. Autopata, To material edappdletal 0To AvIKEpEVO.
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Ewcovo. 2: Epapuoyn material oe avtixeiuevo

To mo onuovtikd otolxeio dwtopeaAlopol eival n owoth anddoon GwWTOHOU oOTa
avtikeipeva oAANG kalt otov meplfallovia xwpo. TomoBetwvtag ta KAtadAAnAa dwrta ota
KATAAANAQ onuela Kal XpNoLULOTOLWVTAC T KOTAAANAQ GIATpA UTTOPOULE TIPAYHOTIKA VA EXOUE

€VOL TIOAU PEQALOTLKO ATIOTEAECUAL.

Mo va TonoBetricou e €va GWTLOTIKO AVTIKELPEVO Tinyaivoupe oto puevol Create = Lights.
Y& aUTO To pevou Ba Bpolpe €va TMANBOC GWTLOTIKWY TNywV, oL omoleg “pixvouv” 10 Pwg Ue
Sladopetikd tPOMO n Kabe pia. Emopévwg, avaloyo e TO amotéAsecpa Tou Béloupe va

DwTLoHOG

TLETUXOU LE XPNOLUOTIOLOUE TNV GWTLOTIKA TINYN TIOU TIPETIEL.

— . -
Modifiers  Animation Graph Editors  Rendering  Customize  MAXScript  Help

i Standard Primitives
Extended Primitives
AEC Objects
Compound
Particles

Patch Grids

mental ray

Shapes
Extended Shapes

Photometric Lights »
Standard Lights »

Lights

Target Spotlight
Free Spotlight

Helpers

SpaceWarps Target Directional

Directional
Omni
Skylight

Systems

mr Arez Spot

| mr Area Omni

Add Default Lights to Scene

Exéva. 3: To uevoo ue g oabéorues
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Eiovo 4: Evo, avtikeiuevo mov pati{eton
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Kapepeg

Otav &nuloupyolpe €va malyvidt elvat moAU mBavo va xpelootel va SWOOUPE TN
Sduvatotnta otov maiktn va aAAGlel KAUEPEG, £TOL WOTe va PBAEMEL TN dpaon amo SladopeTiki
OTTIKNA Ywvia (.. €dv SnuoupyoUpe €va palAdKL, TOTE TPEMEL VA UTIAPXOUV KAUEPEC META Kall
€€w armod to autokivnto).

Mo va TomoBeTooUpE Pl KApepa Tnyaivoupe oto pevol Create - Cameras. Ekel Ba
Bpoupe Vo tuToug kapepwv. H Free Camera pmopel va HetakivnOel Kal va KoLTaéeL omoudnToTE,
evw n Target Camera KoLTAeL TTPOG £VA CUYKEKPLUEVO OTOXO, OTIOU KAL AV TN HETAKLVI|OOULLE.
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Ewcova 6: Mio kauepo. uéoa oty oknvy
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Ewcova 5: To uevod ue g
o100éaiues Kouepes

Animation

Me tov 6po animation avadepopaocte otn dadikacia, katd tnv onoia divoupe kivnon n
OAAGTOUE TIG LOLOTNTEG TWV HOVTEAWV, KOUEPWYV, TINYWV PWTOC TIOU UTIAPXOUV UECA OTN OKNVA
pag. MEVIKA, UMOPOUUE va SNULOUPYNOOUE animation pe oxedov OAd TA AVTIKELPEVO TIOU HOG
SlaBétel n edapuoyn. To 3DS Max mapéxel 6Aa Ta amopaitnta epyaleia, pe ta omoia Ba
SdnuLoupyrnooupe ta Sikd pog animations. AG S0UUE WG UMOPOUUE VoL SNULOUPYNOOUE Vol ammAO
animation.

MNa tn O&nuwoupyia &vog animation xpnowpomolwovupe ta key frames. Autda opilouv
OUYKEKPLUEVEG XPOVLKEC OTLYMEC, KATA TLG OTOLEG VOl LOVTENO/QVTIKELUEVO PETAKLVELTAL I} aANATEL
kamota 16otnta. To 3DS Max umoloyilel TIC TWWEC/OE0ELC yla TA XPOVIKA SLOOTHMOTA TIOU
peoolaBouv petafy duo key frames. Etol, oto TéA0C, maipvoupe Eéva oAokAnpwuévo animation.

Adou, Aounodv, TomoBETCOUUE £Va AVTIKELUEVO OTN OKNVI HAC, TO EMIAEYOULE KOL TIATAWE
To Kouurti “Auto Key”, mou BploKeTal 0TO KATW UEPOG TNG EPAPUOYNAG.
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Ewova 7: H emiroyn Auto Key

MOALG evepyomolnBei, To koupmi Ba yivel KOKKWvo. AuTO onuaivel otL kdBs dopa mou
KAVOUE Kamola oAAayr) 0TO QVTLKELPEVO pag, To 3DS Max Ba mpooBEtel autopata eva key frame
oto timeline mou BpilokeTal KATW Ao TG OYPELG TNG OKNVAG UOAG.

Twpa pnmopoL e va Snuoupynooupe pia amAn kivnon. Exovtag eMAEYUEVO TO QVTLKELUEVO
HOG, TO UETOKWOUUE otnv apxikn B€on tou (tn Béon amod tnv omoia Ba fekwvd to animation).
Enewta, “tpafape” to slider tou timeline o pia xpovikn otyun (m.x. Ztnv 25). Exete unoYv ot to
timeline epudavilel Tig xpovikeég otypég os frames. AutO PmOPOUUE vo. TO OAAGEOUUE OO TIG
puBuioelg tou animation.

< 25 4100 :
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Eiwcova 8: To timeline ue to slider
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Ewcova 9: O1 pvQuiceis tov animation

Twpa LETOKLVOULE TO AVTIKELHEVO PG o€ pia StadopeTikr Béon. Apéowc BAEMOULE OTL OTO
timeline eudavilovtal pepikd kKOkkwvo onuadia, ota frame mou eiyape emAé€el mpv. Auto
onuaivel twg €xouv tomoBetnOel key frames. Kavoupe tnv idla dtadikacia, péxpt va kaALPpoupe
To timeline pag péxpt to T€AOGC.

MOALG E{HAOTE IKAVOTIOLNUEVOL HE TO ATIOTEAECUQ, TIATAME Eova To KouuTtt “Auto Key” yla
va anevepyomnolnBei. Metakwovtag to slider BAémoupe to animation. MNa va “naiéel” to animation
oo HOVO TOU UIMOPOUE VO TTATACOUKE TO Kouuri “Play”. Znpneiwon: to animation sival epdaveg
LOVO OTO €MIAeYUEVO viewport.
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Ewcova 10: Timeline ue supovn ta keyframes
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Ewcova 11: Kovumio,
eAEyyov
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Rendering

To teAeutaio Bripa yla TNV cwaotry oAOKANPwWaon €vO¢ animation gival va Snuoupynooupe
€va Bivteo. H Sladikaotia pe tTnv omola ¢ptiayvoupe pia elkova f €va Bivteo, to omoio epdavilel
oKnNvNA HE Ta HovTéAa pog pe aAnbodavn tpomo ovoudletal rendering.

Ma va KAvoupe render Tn KNV KOG TIPETIEL, APXLKA, VO TIOTAOOUKE To MARKTpo F10 1 va
petopoupe oto pevou Rendering - Render Setup. Apéowg gpdaviletal to mapdbupo Ue TLG
puBuioelg yia to rendering. Amo edw pmopoupe va puBuicoupe To TL Ba kavoupe render, og TL
avaAuon, mou Ba amobnkeutel to rendered UALKO KATL.

1s Max 2009 x64 - Display : Direct 3D Y — —
Rendering | Customize MAXScript  Help @ Render Setup: Default Scanline Renderer | = 2
3 hende ShitEeh) Fiender Elements | Fiaytracer | Advanced Lighting |
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[- Common Parameters |
Radiosity... r Tirne Output
Light Tracer... £ Single Ewery Mth Frame: |1 ﬂ
Exposure Control... " Active Time Segment: 0 To 100
® Range: |D ﬂ To |1DD ﬂ
et E File Mumber Base: [0 2]
Effects...
Bet ’i © Frames |1.3512
Raytracer Settings... H
Raytrace Global Include/Exclude... paialiohiznde] .
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Render To Texture... 0 '.
Output Size |
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Eicovo 12: To puevod xai to mopdBopo ue tig pvluiceis tov render

Adou kavoupe TG pubuioelg mou emBUUOUE, EipaoTE £TOLUOL VIO TO TEAKO render. MNa va
YiVEL auTo, elte matape to Koupmi “Render” mou Bploketal oTo KATW HEPOG TOU Mapabupou
puBpuiloswyv site matwvtag ta mARktpa Shift + Q. Oa spdaviotel to mapdbupo tou render.
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Eixova 13: To mopdBopo tov render
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Aoknon yLwa To oTtitt

XPNOLUOTOLWVTOG TOV LMTApeVO Sloko Tou SNULOUPYAOATE OTO TPONYOUUEVO HABnua, va
otagete Eva animation, omou o §iokog Ba pnaivel 6To MAAVO amo TN pio TAEUPA TNG KAUEPAG KO
Ba PByaivel amd TNV GAAN. Oa TIPEMEL va TOMOOETNOETE TOUAAXLOTOV 2 TNYEC PwToC (pe
Sladopetiko xpwpa n kabe pia). Emiong, o umtauevog Siokog Ba mpémel va eival emevOUUEVOC UE
materials, wote va daivetal mo wpaiog kat “aAnbodavnc”. TéEAog, Oa mpEmel va KAvVeTe render
OAn t™n Sldpkela TOou animation kal va tnv amobnkeloete ot €va apxeio Pivteo. Mpoooxn:
XPNOLLoTolNoTe codecs mMou ouvnBwWE UTAPXOUV 0€ OAOUG TOU UTTOAOYLOTEG.

210 eClass Ba Bpeite kal Eva £tolpo Bivteo/mapadelypa tTng Aoknong.

Ewova 14: Iopaderyua aoxnong
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