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[leplexoueva

e T| eival animation;

¢ [gTOPIO animation

e TuTrol (types) animation

e TUTTOI apXEiWV animation

e A\OYIOMIKO VIO TNV dOnUIouUpyia animation
and animation terminology



T1 €ival animation;

 Mia akoAouBia atrd €Ikoveg (Images) TTou dnuioupyouv TnV
weudaioBnon (illusion) Tn¢ kKivnong otav gugavidovrail-
TTaiovTal oTnV O€1pA (in succession).

 Computer animation givail n d1adIKagia TTOU XPNOIMOTTOIEITAl
YIQ TNV TTapaywyn KIVOUPEVWY EIKOVWY UE TN XpNonN YPAPIKWYV
H/Y.

o BALTTETE €OW PEPIKA ATTAG TTAPAdEIYUATA:
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artreikovioel Kivnon (2000 11.X)
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© =2 TTPWIYA oXEDIa o€ OTTNAIA DEiXvouv
(wa he 8 média (TrpooTrddela va degigouv TNV
Kivhon Twv {wwv)
1868 - Kivnoloypda@og (Flip book)



http://upload.wikimedia.org/wikipedia/en/5/5a/Egyptmotionseries.jpg�

loTopia (2)

1877 - Praxinoscope (zoetrope)
KUAIVOPOG TTOU TTEPIEXEI OXIOUEC TTOU
oTav TTePIOTPEPETAI DiVEl TNV
Yeudaiobnaon TNS Kivnong

1892 - Reynaud €6¢€i1ce O11 TTWG Ba
UTTOPOUCE VO XPNOoIPJOTToINOEl 12
EIKOVEC O€ eTavaAnyn. Eixe 500 kapé
KAvVoVTAC KATI TTAPOUOIO UE TO OUYXPOVO
TTPOROAEQ TAIVILWV

1898 - Stop motion gival pia TEXVIKN
animation 1Tou KAveEl Eva AVTIKEIPEVO

& PUOIKA XEIPICOUEVO Va QaiveTal OTI
KIVEITAI ATTO JOVO TOU.



loTopia (3)

Snow White
The Flintstones



http://www.youtube.com/watch?v=OebUzEhSLBI�
http://www.youtube.com/watch?v=OebUzEhSLBI�
http://en.wikipedia.org/wiki/The_Flintstones�

loTopia (4)

Take On Me Twv

Shrek 2, Avatar, The Toy Story 3,

Avatar 52782275172

Titanic T $1,905.411,188
Harry Potter and the Deathly Hallows - Parf 2 $1,328, 111,219



http://www.metacafe.com/watch/1749024/a_ha_take_on_me/�
http://www.metacafe.com/watch/1749024/a_ha_take_on_me/�
http://www.metacafe.com/watch/1749024/a_ha_take_on_me/�
http://video.yahoo.com/watch/129058/654878�
http://en.wikipedia.org/wiki/List_of_highest-grossing_films�
http://www.youtube.com/watch?v=k3yIq4qD31E&feature=related�

['1aTi XpnoligoTtrolouue animation:;

e Eival 1m0 eUKOAO va TO OEiceIC o€ Terpaxpovog KivnTripag
KATTOIOV TTWC AEITOUPYEI KATI QTTO TO
va TTPOCTTABNOEIC VO TO £¢NYNOEIC.

¢ ETTion¢ 10 animation:
o AgiYXVEl Kivhon

Four
Stroke
Engine

o A1T£|K0V|C£| TF]V_G)\)\GVI‘] UE TNV TTAPOOO
TOU XpOVOoU ik

o OTITIKOTTOIEI TPIOIACTATA AVTIKEIMEVA

o « TpaBdsl» TNV TTPOCOXN



http://3gold.com/pictures/avatar2.htm�

[Twc¢ AeiIToupyei To animation

¢ [lpooopoiwon TNC Kivnong JECA ATTO MIA OEIPA ATTO EIKOVEC TTOU
EXOUV TA QVTIKEINEVA O€ eEAAPPWC DIAPOPETIKEC BETEIC

e Kd&bBe oxédio-cikova ovouadletal kapé-trAaiolo (frame) (Eva
OTIYMIOTUTTO TOU TI CUMPBaivel o€ pia OEDOUEVN OTIYUN)

e Atraitoupeva kapé (frame) ava deutepoAettto FPS (Frames Per
Second):
o Tauvieg (film) = 24 fps
o TV =30 fps

+ 9000 frames yia TTEVTE AETTTA KIVOUPEVWY OoXEDiwv (cartoon)

o Computer animation - amo 12 £wgl5 fps

e Edv cival Aiyotepa 10TE £XOUME OTTAOMWOIKA Kivnon (jerky)

Frame 1 Frame2 Frame 3 Frame .4 Frame 5 Frame 6 Frame 7 Frame 3
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AgiypatoAnyia kail Quantizing TG Kivhong

Sampling and Quantizing of Motion

e Aedopévou OTI KABE KapE gival atTAd Jia eIkova =

o [a KaBe TTAaiolo TTaipvouue Eva dIaKPITO apIOUOo DEIYUATWY
Kal KABe d¢eiyua yiveral eva pixel = Sampling process

[MepioodTtepa deiypara onuaivel kaAutepn mroidtnTa (10 X 10 pixels vs. 200 x
200 pixels)

[MepioodTepa deiypara onuaivel peyaAutea o€ pEyebog apxeia (10 x 10 pixels
vs 200 x 200 pixels)
o KaBe eikovoaoTolxeio (pixel) raipvel Eva xpwua, i 2 xpwuara
(Maupo Kal aoTrpo) 2> 1bit xpwua ) 16 k. xpwuata (24 bit
xpwua) 2 Quantization process



Frame Rate (Frames Per Second FPS)

Frame Rate: Agixvel Tnv TaxuTnTa avatrapaywyng
TNG KivNOonNg O€ KAPE ava OEUTEPOAETITO




2-D Animation

 AUO TUTTOI 2-D animation:

— Cel Animation (ovoualovTtai €1TIoNg TTapadooiakd
KIvoUupeva ox€ola, KAaolka animation, xeipoypaga
KIvOUuEVa OXEDIA, Kapé-KapE animation)

— Animation Baociopévo otn diadpoun (path based)

e Kali o1 dUo TUTTOI £E€aKoAouUBOoUV va yivovTal aT1ro
TAQiolq:
— Ooa 1replocoTepa KapE ava OEUTEPOAETTTO, TOOO TTIO
MOoTEUTH Ba gival n Kivnon.

— Ooa 1replocoTepa KapE ava OEUTEPOAETITO, TOOO
uEYaAUTEPN Ba gival N TEAIKA €KOOON TOU ApPXEIOU TNG
Taviag (TreploocoTePO bytes)



Cel Animation

‘Evac animator TrpETrel va oxXedIA0El JE TO XEPI OAa
Ta TTAQiola

['la attAoTroinon, TpwTta oxedidleTal To UTTORaBPO
Kal JETA oXeDIAETAI TO AVTIKEIPEVO TTOU Oa KIvNnBEi
o€ £€va KaBapod TTAaoTIKO QuUAo (cel) , Eva oxédio
yia KGB¢e 1TAaiolo.

[la TNV €TOuEVN oknv aAAAlel JOvo TO UTTORaBPO.

AuT n JIKPN Tavia dgIXVel TTwG N £yive N 16 mm cel-
animated Taivia, "Kidnapping",

Character cel

:

Character cel

- -
- y -
- |

Background

_’- Camera _’-
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http://www.youtube.com/watch?v=jbhCUPwSrp0&feature=player_embedded�
http://www.youtube.com/watch?v=jbhCUPwSrp0&feature=player_embedded�

Cel Animation

e H TpWTN
OXEOIWV

MEYAAOU UNKOUC TAIVIA KIVOUNEVWYV
3acliopévn o€ cel animation

o [1pOoAr

Onke 10 1937

o Eixe radvw atrd 350,000 frames
o [1avw atrd 1,500,000 oxedia pe POAUPI KAl eAQVI

o

e AANO TTapAdEIyMa:

0]



http://www.youtube.com/watch?v=OebUzEhSLBI�
http://www.youtube.com/watch?v=OebUzEhSLBI�
http://www.youtube.com/watch?v=brpub0hTbjs&feature=related�

Animation facioyEvo otn O100poUNn

® AIGAEEE :
o 'Eva onuEio apxNnG yia Eva avTIKEIMEVO, (TTAaiolo apxng starting keyframe)
o 'Eva anueio TEAOUC yIa €va QVTIKEIPEVO (TTAaiolo TéAoug ending keyframe)
o Mia diladpoun TTOU TO AVTIKEIMEVO VO aKOAOUBNOEl

e Kal TOTE 0 UTTOAOYIOTNG TTapAYEl OAA Ta EVOIANETA KAPE
(TWEENING), €101 woTe 0 KAOAMTEXVNC OeV £XElI va OXEDIAOEI TO
evolaueoa KapE (OTTwG EKave o KAAAITEXVNC oTo cel based
animation),

i H diadpopr ]
1

Wi Cevika €dW
T

= . . betiM
Bl TTEpVa aTTO iyt

H diadpoun

[MAaioio apxnNg  MAaiolo TEAoug

O i MAApec animation
@ (starting keyframe) (ending keyframe) NPES




Path Based Animation Software
/\OYIOMIKO

e TO AOYIOUIKO TTOU ONMIOUPYEI TA TTAQIOIO £XE
TETOIO XAPAKTNPIOTIKA, OTTWCG:
— Bpoxou (looping)
— MeTdBaong-Transition (ecacBévion fade in and
fade out)

— ETTavaAnyn (repetitions = €mMTPETTEI OTO XPNOTN
vVa ETTIAECEI TTOOEC POPEC ETTAVAAANBAVETAI TO
animation

— PuBuion Twv kapE ava 0euTEPOAETTTO (Frames Per

Second - FPS)
MeyaAog apiBuoc FPS ouvettayetal JEYAAO apXeio



http://www.entheosweb.com/Flash/fade_in.asp�

T1 UyTTOPOUUE VA KAVOUUE YIa va aAAACOUE
TNV Kivhon?
AV n KIVOUHEVN EIKOVA ENPAVICETAI TTOAU
apyn, MTTOPOUME VA ETTITOXUVOUME TNV
Kivnon

— MeiwvovTag Tov apiBuo Twv Kape (frames)

— AucavovTag Tov pubpuo Twv Kape (frame rate)

EmiBpaduvon Tng Kivnong ME TNV
TTPOOCONKN TTEPICOOTEPWYV KAPE



Animation(2)

e AUO TPOTTOI VO EAATTWOOUNE TNV Kivnon €Av gival Aiyo TTio ypryopen
o 1. MpdoBeon TTEPICOOTEPWYV KAPE:
- KpathoTte 10 frame rate 10 id10

« AugnoTe Tov apiBuo Twv TTAAICiwV METACU TwV keyframes woTe
va aTTAWOoOUE (Stretch out) To animation

o 2. ENATTWOTE TO pUBNO KapE (atrd 20fps oTig S5fps)
- Kpatote Tov idIo apiBuo Twv KAPE OTTWC OTO TTPWTOTUTIO, £TOI
ATTAWVETAI N TaIvia
Mapaderypa: Apxiko clip 5 kapg, og 20 fps, €101 TEAEIWVEI TO «TTAICIUO»
oTa 0,2 deuTtepOAETITA, => TTAPA TTOAU ypryopa!
- 1: ecakoAouBei va €xel 20 fps, aAAa TTpocBEaTe €ITTAEOV 15 KAPE,
Twpa exoupe 20 Kape
« 2: KpaTAgl TO KApE oTnVv 080vn via 0,2 deUTEPOAETTTA, OTN OUVEXEIQ
KIVEITAI TTPOG TO KAPE 2, aTnNV 0806vn yia 0,2 SeUTEPOAETTTA, KATT ....



Cel Animation vs. Path Based Animation

Figure 8.3a shows a simple nine-frame animation of a bird flying. The visual content of all
nine frames are explicitly placed. Figure 8.3b shows an example of a tweened animation,
which is discussed next.

(a) (b)
Frame-by-frame Tweening
Timeline - [um;,,,.‘m:qm'imr ! IDWm,!:Tgl' e
Frame
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1 ~ s
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Figure 8.3 Frame-by-frame versus tweening showing
the » next to the image frame to indicate that the




2D Animation

OpoAoyia 2-D animation @,

Onion skinning civai évag 6poc¢ 2D ypagikwyv H/Y yia yia TEXVIKA TTou
XPNOIUOTTOIEITAI VIO TN dNUIOUPYia KIVOUMEVWYV OXEDIWV KaI TNV ETTECEPYATia
TAIVIWV VIO va O&iTe TTOAAG Kap€ TauToxpova. Me autd Tov TPOTTO, O
oXeD0IOOTNC UTTOPEI VA TTAPEI ATTOPACEIC VIO TO TTWG VA ONMIOUPYNOETE 1) va
aAAQEETE pIa €IKOVA PE BAOn TNV TTPONYOUHEVN £IKOVA TS akoAouBiac.

O1 eikovecg (figures) dnuioupyouvrtal f/kai etrecepyalovral otov H/Y
xpnoiyotroiwvtag 2D bitmap ypa@ika i 2D diavuopaTika ypa@ikd. Auto
TTEPIAQUBAVEI aUTOUATN NAEKTPOVIKNA €KOOON TWV TTAPADOCIAKWY TEXVIKWY,
OTTWCG N Kivnon ME eloaywyn evOIAUNEOWY KapE, yoppoTroinong (morphing),
onion skinning kai TrapeupoAn (rotoscoping)


http://en.wikipedia.org/wiki/Key_frame�
http://en.wikipedia.org/wiki/Tweening�
http://en.wikipedia.org/wiki/Onion_skinning�

3D Animation

o Kivoupeva oxedia oTi¢c 3D trepiAappBavel 3 BAuara:

— MovrteAoTtroinon (modelling)

— Atrodoon (rendering)
— Animating

# 30 Studio MAX R2.5 - Dilopho. max

Do Edl Took Goup Vews Bendery Tick\Viw Hop :
11 T s 5 o e e 2
Elﬂ'ﬁflélﬁlﬂ‘i‘i
Y
............................. [ I
oA N
’WJ]ME& zmiis (00| Gae100 MEWFWE
Chck end g 1o buck he canera | <] F] _J_Jﬂ = &



http://www.youtube.com/watch?v=3m6PAHshRvY&feature=related�

Stop Motion Animation

(AlaKOTTH Kivnong)

Stop motion (yvwoTn Kal w¢ stop frame)
-OIOKOTTN KiVNONG- €ival UIa TEXVIKN
animation 1Tou JE QUOIKOUC XEIPIOPOUC
KAVEl EVA AVTIKEIPMEVO VA paiveTal OTI
KIVEITAI JOVO TOU.

e Clay animation (claymation) xpnon
TTNAoU TNV dnuioupyia ikévwy. Puoikd B
AVTIKEIMEVA @wTOYypa@iovTal Kal )
TOTTOBETOUVTAI £Va KAPE TN YOPA Yia va
dnuIoupynoouv weudaiobnon Tng
Kivnong. e

e Cutout animation xprjon 2-D KOPpOTIOV |
ATTO UAIKA OTTWG XapTi, UQagua yia TNV
dnuIoupyia animation

= s =T




Stop Motion Animation (2)

 Model animation d1adpa (interact)
LUE AVTIKEIMEVA TTPAYHATIKOU
KOoouou (e.g. King Kong, 1933 film)
(video)

* Object animation xpnon regular
QVTIKEINEVWYV (1TX. LEGO, KoUKAECG,
TTaixviodia )

* Puppet animation




Stop Motion Animation (3)

e Graphic animation XpnoIYOTTOIOUV (N OXEOIAOUEVO) ETTITTEQO
OTITIKO-YPA@IKO UAIKO (PWTOYPAPIEC, ATTOKOUMATA EPNUEPIOWV,
TTEPIODIKWYV, KATT.), TO OTTOIO TOTTOOETEITAI KAPE-KAPE YIA VO
dnuIoupynaocel kivnon (video)

* Pixilation animation xpnoiyoTroiouv avlpwI1roug yia TNV
dnMIouUpYia COUPEQANIOTIKWY £PE OTTWC ECAPAVIOEIC KAl
ETTAVEUPAVIOEIC, ETITPETTOVTAC OTOUC QVOPWTTOUC va gaivovTal
OTI YAIoTpOUV 010 £€da@oc¢ (video)



KaTtaypagn kivnonc 3D

e Motion Capture kataypa®r) KIVI(OEWV TTPAYUOATIKWV
QVTIKEIMEVWYV PE €10IKOUC aioOnTAPEC Kivnong (trackers). Mtropei

Va XPNOIUOTIOINGEI TTX. YIa va KATAYPAWEI TNV Kivnon evog
avOpwWTITTOU 1) TNV Kivnon TwV JUWV TTPOCWTTOU TOU.

Electromechanical trackers




2.UvBeon eikovwy 3D

e 2 uvBeon (Compositing) emKAAUYWNC EIKOVWYV KAVOUV Xpnon
Tou KavaAiou aAga (alpha channel)

Y1m6Babpo Background

KevTpikn eikova Center Image " ouvBeTNg alKovg Final Composite Image



Animation €I0IKQ €@E

(Special Effects)

e Morphing (uopgotroinan):
o Animation

o Aladikaoia avauicng dUo EIKOVWY O€
LI O€IpA ATTO EIKOVEC

o AgiXVEl TTWG PTTOPEI TTIBavVOV va
aAAAQEEl N €IKOVA PE TV TTAPOOO TOU
XPOVOU

o Mopoika yivetal o€ 2D, aAAd Kal o€
3D, AOyw BePATWY TTOU ETTIAEYOVTAI
e \Warping (otpéBAwon):
o [NapauopPpwVel Uia EIKOVA

o 2UVOPPUWVEI TO XauoyeAo Warp
frown into smile




Anuioupyia .gif

EQapuOYEC UE TIC OTTOIEC UTTOPEI KATTOIOC VA ONMIOUPYNOEl
Kivoupeva ox£ola Gifs

e Adobe Photoshop
e Adobe Flash
¢ Inkscape (open source)

e GIMP (open source) Windows, Unix/Linux
e UnFREEZz (free)
e PhotoScape (free)



Computer animation

AOYIOUIKO YIa TNV ONMIoUPYid KIVOUUEVWY OXEQIWV UE TNV
BonBeia H/Y

3D Studio MAX (Autodesk)

Softimage (Microsoft)

Alias/Wavefront (SGI)

Lightwave 3D (Newtek)

Prisms 3D Animation Software (Side Effects Software)
HOUDINI (Side Effects Software)

Apple's toolkit for game developers

Digimation

Blender ( Open Source )

Maya



TENOC
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