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E€eAén tou Animation ota Bwteomnoyvidla

ApPXLKAL:
* Pixel art ko sprite animation
e Mapadeypa: Space Invaders (1978)

* Metapaon oe 3d:
* Eloaywyn TwV MOAUYWVLIKWV LOVTEAWV

=
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* Mapadewyua: Super Mario 64 (1996) —

e JUyXpovn emoxn:
e PeaAlotikad animation kot cUAANYN kivnong (motion capture)

* Mapadewypa: The Last of Us Part 11 (2020)
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akben fumbls car

* 2d Animation:
e Animation Kapé&-kape
* Mapadeypa: Celeste (2018)

* 3d Animation:
* Rigged poviéla kal okeAETLKO animation
* Mapadelypa: Assassin's Creed

* Kwnpuatoypadiko evavit Animation
[lpaypatikou Xpovou
* [po-amnodldouevec oknvec (Pre-
rendered cutscenes).
* Animation npayuatikou Xpovou o€
LNXOVEC TTOLLXVLOLWV.



Baoikec Apxec Animation

Ke yframes

\

e Kape-kAewdLa (Keyframes):
* OpLOMOC KPLOLWYV ONUELWV OTNV Klvnon

* MapeuBoAn:

* Mopaywyn TwV eVOLAUECOWV KOPE

!ntemo!armns



Ou 12 Apxec tou Animation

(Oplotnkav oo touc Animators tng Disney)

e Jupumieon Kat TEvTwua
e Xpoviouog Kivnong

* MNpoopovn

e JknvoBeoia e
e JUVEXeELa Kal EmtikaAun

e Yuvexllopevn Kivnon kot 2xedla KAewda
* EmuBpaduvon o Apxn ko TEAog Kivnong
e To¢a Kivnhong Q
e Asutepelovoa Apaon
* YriepPoAn

e JUUMAYEG 2XESLO
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Avatouia Evoc Animated Xapaktnpa

e 3d Movtéla:

e MAgypata kat TomtoAoyia
* Hyewpetpkn dopn gival onUavtiko va eival kabopn

* Rigging kal 2keAeTol:
* lepapyiec Ootwv Kot KAetbwoegwv
e EAeyKTEC yla TOUC animators

e Skinning kat Xpwpatiopog Bapouc:
e Emwouvaydn tou MAEYLATOG OTOV OKEAETO
e KaBoplopog Tou TPOTIOU TTOU T 00TA EMNPPEALOUV TO TIAEYUA




Pon Epyaotlac Animation otnv Avarmtuén

Bwteomatyvidiwv

* Concept Art, Storyboarding:
* Xxeblaopoc animation mpLv TNV mapaywyn

* Movtelomnoinon kat YdEC:
* Epndavion

* Rigging kat Skinning:

* Mpoetolpaocia Tov PovteAoU yla animation

* Animating:
* Ailvovtac otov yapaktnpa {wn

* Evowpatwon otn Mnyavn
* Eloaywyn animation
e EAeyxoc kal emavaAnyn




EpyoAela yia Animation

e A\oyLloULKO yla Movtehomoinon kat Animation: M
 Blender (bwpeadv kot avolktol kKwdika ©)
e Autodesk Maya
* MotionBuilder
e 3ds Max

AUTODESK’
MAYA'

e Mnyoawvec Moayvidlwv:
* Unity Mecamm > '
* Unreal Engine | e
* Godot
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I'Ipocewtcetc Anlmatlon

e Kape-kAeldl (keyframe) — ZkeAetiko (skeletal)

e Awadikaolakog (procedural)
e JUAMNUYnN Kivnonc (Motion Capture — MoCap)

e Kivnon Baolopevn otn Quowkn (Physics-based animation)



Key frames (created first)

[1Ipooeyyioelg yia Animation 2N

Y

Kapée-kAeldia (Keyframing) Time
e JivelLTOV TILO APECO EAEYX0 OTOV animator, o oTtolog tapexeL ta arnapaitnta dedopeva
O€ KATIOLEC XPOVIKEC OTLYHEC KAL O UTTOAOYLOTH G CUMTIANPWVEL TA UTTOAOLTTA.

Awadikaolakoc (Procedural)
e TteplAapBavel eldLkA oXEDIACHEVER, CUXVA EUTIELPLKEG, HABNUATIKEG CLUVAPTHOELC KAl
dladlkaoleg TwV oTtoiwyv N £€€000¢ polAdel HE KATIOLA CUYKEKPLUEVN Kivnon.

IIIIIII
““““
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Baoopévn otn @uowkn (Physics-based) Vo

e emtiluvon Sladoplkwy eELOCWOEWV Kivnonc. "

2UAANYN kivhong (Motion capture)
* XPNOLIHOTIOLEL ELOIKO EEOTTIALOMO I TEXVIKEC Yla TNV Kataypadn Tng Kivnong otov
TIPAYHATLKO KOOMO KAl 0T ouvexela petadePEL AUTA TNV Kivnon ota povieAa.



MeBodotl EAcyxouv Animation

e Eivat aduvato yla evav animator va opioet Kabe petaBAntn
Kivnong yla Kkabe Kape.
e £XOUV avarmtuxbel pebBodol eAcyxou animation

e Kamoleg TeTOLEC TEXVIKEC animation:
— AKOUTTTOU CWHOTOC B
— ApBpwtn
— MapapopPwWOoLLwWV LOVTEAWVY
— JUOTNHATWV cwHaTLOlwV




H Kataokeun Twv gnXaviopwyv

E)\éYXOVtO'C' oo eAEYXOUL KaAeital “rigging”.

To animation cuvnBm¢ kaBopileTor Le yPNOTN UNYOVIGUEDY
EAEYYOL LIKPNG OLACTAGTC OTTO TO VU, ETOVOLOVTIEAOTOLELTON okn
N YEOUETPIO GE KAOE KOPE.
— [Hapdoerypa: Ovywvieg tov apbpmoewnv (06TA) GE Evay 1EPAPYIKA
KOTOGKELOGLEVO YopoKTNpo kKadopilovv tnv molo.

— Hapdoerypo: XounAov emméoon EAEYYOL (TT.Y., YOVIEC) AVTIGTOLYOVV GE
VYNAOTEPOL ETUTEOOV (TL.Y., YOUOYEAO)

_ http://mrl.nyu.edu/~perlin/experiments/facedemo/
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http://mrl.nyu.edu/~perlin/experiments/facedemo/

Kape-KAedia kat “Tweening”

* [lapadoolaka, TameplocoteEPA
KIVOUHEVA OXEDLA EKTEAOLVTAV UE
tweening, tn oxediaon evOolAueEocWY
KAPE METAEL TWYV KAPE-KAELD LWV -

* Eva kape-kAeLdi eival eva
XAPAKTNPLOTIKO OTIYHLOTUTIO TNG
akoAouBlag KivoupevwWY oxXediwV TToU
TIEPLEXEL HLA ONUAVTIKA O0TAoN TNG
KIVOUHEVNC YEWHETPLACG N elKOvag (av
UIAQUE yia sprites).



[TapepBoANn

e >2TO animation, Ta Kape-KAELOLA TIEPLEXOLV
elte amevBeiag ta dedopeva KopuPpr g Tng
VEWMETPLlaG elte TapapeTpoug uPnAotepou
eTutedou (otnv arnAovotepn epimTtwon Ba
elval oL TTAPAPETPOL HETACXNHATIOHOV)

* Ta dedopeva mapepBariovtal
Xpnolpgotolwvtag ortoladnmote dlabeoiun n
KATAAANAN peBodo (ypappikn, spline, K.ATt.)

e TuTIKA artattouvtal TTOAAEC TTAPALETPOL AV TO
tweening adopa Eva xaunAo eninedo
QVOTIOPAOTAONG




[lati Tweening kat Kape-kAeLdLQ;

To tpOBANpa elval n arroBnkevon Kat N petadpopd Twyv animation.
> Ax3 untpwa, 60 popeC TO DEUTEPOAETITO ATIALTEL TTOAU XWPO
» T evav xapaktipa pe 200 oota = 0.5Mb/sec

»  OLTIaALEC KOVOOAECG eixav pvnun 32-64Mb

» To animation cuotnua amrattel tepimou to 25% avtng TNG
HVAHING

» Twpatia Tou ol amattnoelg eival toAV vPnAOTEPEC, AUTO
ueyebocg tou animation avefaivel e€alpetika

16



Kape-kAeLdla

* H kivhon givat cuvnwcg opaAn
* ATtoBrikeuon KABe n-ootou Kape (Kape-KAELOL)
e [pappkn TTapEUPOAN peTAEL TWYV KAPE

* Inbetweening ) “tweening”

* AtapopeTika animation artautovv dLaPopPeETIKOUC pLUOUOULC

* YTtvog = XapnAq, Ttpeélpo = PnAa
* [1pooekTIkn €TTLAOYH TOU PUBUOU yla Eva KAAO anoteAeopa

17



[NapepBoAn YynAotepng Tagng

* To tweening xpnoluoToLlEl YPAUHLIKA TTapEUBOAN

* OLPUOLKEC KIVNOELG OPWC OEV Elval KAL TOCO YPOAUMULKEG
e ATtalttouvTal TIOAAQ PIKPA EVBLYPAU A TUAHATA VLA Pia KAAN TIPOOEYYLON
* Apq, artattouvtal TToAAA Kape-KAELOLA

e Auon: Xpnon piag ogaAng KApPTUANG yia TTPOCEYYLON
e AlyOTEPQ TUNHATA YIA KAALN TTPOCEYYLON
e Alyotepa onueia eAEyxoU

e Bézier KQUTUAECG A

Smooth interpolation
Linear interpolation

No interpolation

18
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ApBpwTto Animation

+Skinning



2keAetol KatEvouon (Rigging)

Animation yapoxktnpa:

e Anuloupyio oKEAETOU

* OPLOYOC LETOOXNUOATIOMWY UETAEV
TUNMATWY TOU OKEAETOU

* MapepBoAn HETAOXNUATIOMWY VLA Kivnon

* Evbuon pe “ocapka”

e Anuloupyia cupnepldoplkwyv animation

e Avapelén animation ywo opaAn) Spaon
OTO TaLYVidL

 Etolpa Unity/Unreal/Godot Assets




2 KEAETOC: 00TA Kal apBpwoelg, apxkn rtola

ooTa
1 apBpwoelg

(a) (B) (v)



To MovteAo 2keAetou we Aevdopo ApBpwoeswyv

(v)



[Tapadeypa

Skeleton




Kivhon w¢ Atadoon Metaoxnpatiopwy

e XaLlpETIONOC Pacillooog
e Xpnon kaprov (j5) yia meplotpodn xepLov
* Xpnon aykwva (j4) ywa meplotpodn aviBpaxLtou
* Xpnon wpov (j3) yia meplotpodn Hnpatcou

* JYEON YOVEQ o | x%
Xeony J2¢— J1 j3t— ja

* p(j) = yovikn apBpwon
* p(j5) =ja jOI_.

(@) (B) (v)

* H neplotpodn tou matepa nePLoTPEDEL Kal To matdi
* H nieplotpodn tou matdlov Sev MePLOTPEPEL TOV MATEPA



[Teploplopol otic ApBpwoelc: BaBuol EAsuBeplag
(Degrees of Freedom — DoF)

* ALlapOpPETIKEC TEPLOTPOPEC Yia KABe apBpwon
* [Oovato — 1 faBuoc
* Mo6L— 2 BaBpot —

y f x Js
° KOLpT[C')Q,' 2= 1 j3r fﬂ%

* AYKWVOC; ol
e Quoc?

(@)

(v)

* NNeploplopot o kKABe apBpwaon
* H neplotpodr] os €va dwaotnua [@4, @, ], mou pumopei va sivat
SladopeTiko yLa kabe apBpwon



’ ’ ’ ’
Kivnuatikn: Kivnon xwptlg Avuvapelg K
* Mnpootwn Kiwvnuatwkn (Forward w% L -
Kinematics): 500&évtwv apBpwoswv M| LA ]
KOl LLETALOXNMATIOMWY, UTIOAOYLOOC
NG TEAKAC B€onc m
e Avtiotpodn Kwvnuatikn (Inverse :
Kinematics): 608elong tng teAKg
B€onC, UTIOAOYLOLLOC TWV |
LLETOLOXNMOTLOMWV yLa va BpeBoupe
EKEL o
« Mmnpootwi: “elkoAn” . A
* Avtiotpodn: AUokoAn! 1




Avartapaotaon Asdopevwy Animation

* Ocon apBpwoewvV O0TO XPOVO
Xpovika Seiypata

° T—ustad)opa ) 01234567 Fpoppkr) MapepBoAn

° _ ’ . . TO); ...........
Q —Neplotpodn — Quaternion, . - | ;
Qo J TO,X
4 I : X ] t r )
* NapepfoAn petagu otpuont | y oS romes Kot
Kape-KAELOLWV ar ¢

Kivnon Kapepag
— Evepyomointég Zuppaviwy

° ' .
KUBLKW Vl'a GEGF] MeTtakavaAla {_ﬂ

° ' I |
ZCI)OLLpLKn VLOL quatern|0n Aplotepd Bripa  Ae€lo BRpa




apBpwon

Evouon (Skinning)

* JUVOEON TOU MAEYUOTOC OTLC A N

apBOpwoEeLC

€TUKAAUYN

pd\;toua

* Metakivnon MAEYUATOG LE TN YOVLIKN @ ®
apBpwon e |

* MpoPAnpaza:
e Paywopa kot mopapopdwon

e KOATQL:
e Xpnon ¢avtaoTkwyv
XOPAKTNPWY UE
armoocuvOedeUEVA LEPN
e XpAON POUTIOT UE UNXOAVLIKEC aAPBPWOELC
niou dev amattouv €vduon




Avon: Avapelén otic ApBpwoelq

* Acopeuon KABe KopuHNC TOU TIAEYUATOC O€ Uio apBpwon
 Metakivnon ye tnv apbpwon
* Paywopa!

* Aéopevon o€ 6UO0 (N KoL roparmavw) opOpwoELC
* MapeuPoAn

ApxKr Tolo K&Os kopudr Ssopeupévn os Kopudeg mou deoueovral ot

uio dpBpwon S0U0 apBpwosglg
‘|‘ 1
. . o I (R
;1 "12% ] T ] ] T iiz
j1 j2 j1

(@) (B) (v)




[pappukn Avapelén pe Bapn

(bubq a\}Kd)vaq

(a) (B) (v) (6)



[Tw¢ ETiAeyovtal ta Bapn;

N, y
v A

* Ta Bapn ekxwpouvTal XelpokivnTa n

e Autopata (N nuiavtTopata)

e KovTlvOoTEPOL YEITOVEC:

* Mn pndevika Bapn yla ta TANCLECTEPA 2 00TA KABE
kopudnc

e Z0Uylon avaioya Pe TNV armootaon

e [lepiBAnua (envelope):

* [la kaBe devyog ooTwy, avtlotolxiote eva Bapocg (pia
povada) og KABe Kopudn TTOU cuvavTA HECA CE PLla
Tteploxn etppong (mepiBAnua toxvocg)

* Kavovikottoinon Bapwyv yla kade kopudn (povadiaio
adpolopq)




[Tapadewypa (MepiPAnua)

MNola npeptac:
* Ta oot Oa MPEMEL APYLKA VAl ELVOLL TOTIOBETNUEVA OGO TILO MOKPLA YivETOLL
WOTE VAL EXOUME TNV AAXLOTN TTApEUPaON

AmAwpevn O€on: EAayiotn OpBLa B£on: To urpdtoo Kat o
nopepPacn LETAGU SLAPOPETIKWY  kopudc potpdlovtal ootd. To
KAQSwWV otV Lepapyia (610 pe ta noda



[Tapadeypa

Ta ypouoatiocpéva
TPly®Va
ETIGVVATTOVIUL GE EVAL
0010 (2 apBpmoelc)

Ta Hoopo, Tplyova
EMIGLVATTOVTOL (of
mopartdve and 1 ootd

[IpocéCte OTL TOL pOwpa
etval KOVTQ OTIG
apOpocelc




Avtopatn Evduon

e ‘Otav €xete amMAwWC KATIOLo apXLlKO animation okeAgToU (TT.X., ATO
oUAANYN Kivnong) Kat eva TTAEyua 0EpUATOC, UTIOAOYIOTE TOUG
LETAOXNHATIOHOUC TWV 0O0TWYV Kal tTa Bapn Kopudwyv avtopata.

llya Baran, Jovan Popovic: Automatic Rigging and Animation of 3D
Characters, SIGGRAPH 2007
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KaAAttexvikn Evduon — pug kat aAAa




Avapelén Animation



EkteAeon Animation

* O KABOALKOC XpOVOC eival o
XPOVOC TOU TTaXviolou

* Ta animation artoBnkevovtal
O€ TOTILKO XPOVO

 To animation EsklvQ oTOV TOTUKO

xpovo 0
e H taxvtnta eivat o Adyog ECMTTN e
’ r ’ i + |3
AUTWY TWV QU0 EVVOLWYV
XPOVOU

70



Avapelén Animation

LERP: Linear Interpolation — 'papuwkn MNMapepBoAn
* ATtoteAel Baoctkn TEXVLKN avaueléng animation
e Avaptyvoelta A kau B pye eva Babpuwto Bapog
lerp(A,B,i) = iA + (1—10)B
* H petadopaq, n KAlpakwon Kat n diatunon (shear)
elval EVKOAEG
 LERP o¢ kaBe cuvioctwoa
* Ot teplotpodec eival Ttito (OPLKER
e Auon: Avapelén quaternion




Aladopeg otnv Avapelén

Dual-Quaternion
['papuiki Avaueicn

["pappIKNA
QAVAMEIEN




lepapxikn Avapetén
* Mmtopel va ocuvdudaoel OAA TA OTUA avapeléng
* Eva devdpo n eva katevBuvopevo ypadbnua KOPBwv

* KaBe dpUANO avTioTolXel o€ eva animation
* KaBe KOUBOC avtiotolxel oe pia avapelén

¥ animation_tree

3 AnimationTree

Oneshot
land ¥ Edit Filters
®in
® shot
On

¥ Edit Filters

Anima

QEIGIENRT]

& jump_5_|

Animation AnimationTree




Aladlkaolako Animation

Procedural Animation



Aladikaolako Animation

H avartapdaotaon evog animation arto evav aAyoplBpo

—To animation dnuloupyeltat avtopata Kat TtoAeg dop
TTPAYHATIKO XPOVO
* Animations Baolwopéva oe QUOLKNA:
e Xprion unxavwv GuoLkAC yla pEALOTLKN Kivnon
* Avtiotpodn Kivnuatikn (Inverse Kinematics):
* Auvaplkn tomoB£tnon modlov o avwuaio £5adog
e AAyoplBuika Animations:

* JUCTAMOATO CWHATIOLWY




[Tapadeiypata

—2U0THHATA CWHATIOIWYV: N HEYAAUTEPN KAQON TETOLOU TUTIOU
animation

—2KEAETIKO animation kat animation aka
uttopel va yivel dladlkaolaka



MpoBAnporta

* MoAumAokotnta:

* ATQUTEL TPOXWPNHEVEC LOBNUATIKEC YVWOELC.

e Antodoon:
e OL UTTOAOYLOLLOL TIPAYOTIKOU XPOVOU UTTOPEL VO £XOUV HEYAAO KOOTOC.
* Mn NpoPAsPuotnta:

* Mo duokoAo va ipoBAedBei To amotEAeopa o oxEon UE To animation nou Paociletal oe
Kape-KAELOLAL.



2 UANYPN Kivnong

Motion Capture (MoCap)



MoCap

Eival n dtadikaoia eyypadng Kal HETATPOTIN G TNE Kivnong dwvtavwy
OVTOTNTWYV (avBpwTttwyv N AAAWYV) HE OKOTIO TNV avaAuon Tng N T
vetadopd tnG o€ CUVOETIKA PHOVTIEAQ.



Edappoyeg Kat XapakTnpLloTika

«  Kuwnuoatoypdpog, maryvioln kot Covrovn kivinon o¢ eicodo (Kinect woyvidia)
* To amotélecua £xel Likpn kabvotépnomn Kot Eival TpayUaTikov ypOvov

 Kootoc
— Meydho KOGTOGC EEEIOIKELUEVOV EEOTMGLLOV KOl TTPOCMTTIKOV
— Kdamoiec xivnoeic oev umopovv va GuAANQOovV (1.y., TTron 0pAKov)
+ H molvmioxdtnta e Kivnong pog ival adtdgpopn
+ O animator amAd PeAtiotomolel To anotélesu

* TloAdmAokec KIVIOELS KOl PEAMOTIKEC PLOIKES OAANAETIOPAGELS OTTMC OEVTEPEVOVGES
KWWNOELS, BAPOS Kot AAANAETIOPOCT] OLVALE®Y UTOPOVV EDKOAN VO, oVaOTULovpyYN00oHV

Le axpipn tpomo



TEXVIKEC

e OTTTIKN TTapakoAovBnon
* Evepyol deikteq
e [TaBntikol deiKTEQ
* Xwplg deikTeg

e Adpavelakn tapakoAovbnon




NN

Animation BaolwopEvo otn
Quowkn

To éxoupe &L OTIC LNXOVEC DUGLKAG H




Ragdoll Quokn (KoUukAa amo Koupél...©)

[MPOCOLOLWGON TOU CWHATOC EVOC XOPAKTNPA WE Eva cUOTNHO
SLOCUVOESEUEVWV AKOUTITWY CWHATWV.

* Edbappoyec:
* PeaAlotikol Bavatol yapaktipwv.
e AUVOULKEC avTLOPAOELS 0€ SUVAMELG KOLL OUYKPOUOELC.

* NAentopepeleg YAomolnong: A ragdoll is a collection of collision
* KoBoplopog puolkwv EPLOPLOUWV. shapes connected to bones

* Evowpdtwon otn pnxavr puoLkng. S




Mukpn kat Fpryopn Zuykplon TEXVIKWV

Kape-KAelbl animation:
* AkpiBela kol EAeyxOC

2 KEAETLKO animation:
* EveALia kal emavaypnoLponoLnon

Atadkaolako Kat Baolwopevo o Quolkn animation:
* AUVOULOMOC KOlL T(pOCOPUOYN

2UANNY N Kivnonc:
* PeaAlopoc kat SLoPOPETIKEC XPOLEC



Napadeiypota Kanowwv Bwvteonayvidiwv

Uncharted 2: Among Thieves (2009) —
Yvvovacuog MoCap kat Kapé-kieiduny

LA Noire (2011) — MoCap cto tpdcmmo

Cyberpunk 2077 (2022) — Al yio v

Rainworld (2017) — Awdwcaciokd TAPAYOYN EKPPACEDV TOV TPOGMOTOV
animation Tov yopaktpwv
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