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ANIMATION KAI VIDEO

\_

e Animation: ypa@Ika povteAa Kal aAAayn o€
oxnua, 6€on oTo XwEo
e Computer Animation:

> dnuIoupyia TPICOIACTATWY OXNUATWY KAl
rendering

> CEXWPIOTH oXediaon KApPE KAl CUVOUAOHOC AUTWY
> YPOQPIKEC METAPBACEIC HETACU OXNMATWYV
(MOPPOTIOINCEIC)

/
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KAAZZIKEZ MEOOAOI

e Stop Frame Animation (kupiwc '60s):
>Zx£6iaon CEXWPIOTA KABDE XapaKTAPQ O€
KUWEAOEIDEC XTI
» ToTrio CEXWPIOTA O€ XAPTi KAl TOTTO0ETNON O€
UNXavnua Karaypagenc EIKOVWY

>T0Troeémcr] TTAVW O€ AUTO TWV XOPAKTAPWYV
OTIC OWOTEC BETEIC, KAl puwToypAPnon TNG
OUVOAIKNC £IKOVOC

k >I‘Iapaywvr’1 KAOE KAPE PE TOV TPOTTO AUTO

/




/

KAAZZIKEZ MEOOAOI

> Mia KUWEAN
> Mia KUWEAN

e 2 15 Dimensional Animation:
> KB KOPE ATTOTEAEITAI ATTO TTOAAEC KUWEAEC

YIa KGO XapakThpa
Yia TO TTEPIBAAAOV

> MeTakivnon KUWEANG TTEPIBAAAOVTOC YIa
dnUIoUpPYia OXETIKNC KivNONG XAPOKTAPWYV
>/\|yc’)T£po Xpovoopa atro 1n Stop Frame




/

KAAZZIKEZ MEOOAOI

\_

e Rotascoping:
>Avnypcxcpr’] EIKOVWYV ATTO £TOIUN TAIVIA
> [Tpocapuoyn 01O OEVAPIO TNG VEAC TAIVIOG
>’E)\ayxog OUMNBATOTNTAG AVTIKEIMEVWV
Ot1av Bpw owoTO AVTIKEIMEVO ECOIKOVOUW XPOVO
e Phenakistoscope & Stroboscope:

>ZuoKauég atrd Toug Dr. Joseph Antoine Plateau kai
Dr. Simon Ritter

> Exavav XPNon 2 TTePICTPEPOUEVWY DIOKWV YIO
EVTUTTWON Kivnong




s

KAAZZIKEZ MEOOAOI

\_

Phenakistoscope ATToTEAECHO animation /




/MONTEPNA MEOOAO:Z.: \
ANAAYZH

e Storyboard:

>1Tpéxe|pr] oxediaon o€ XOPTi BACIKWY UEPWV
animation

» NicukoAUVovTal 400l EUTTAEKOVTOI OTN ONUIoUpPYia
> Aivel LA 10€a TNC OIKOVOUIKAG €KTAONC TOU €PYOU

e Modeling:

>Mopcpo1'roir]on KOl OXE0IOON XOPAKTAPWY
oupewva ue 1o storyboard

\ >Iapdpxn0n QVTIKEIUEVWYV (TT.X. AVOPWTTIVO oo'upa)/




4 h

MEOOAOI MODELING

e Quoikd Modeling:

>Xpr’]0r] scanners Kal 3D nAekTpouayvnTIKwyY
AVIXVEUTWYV VIO ANYN €IKOVAC PUOIKOU AVTIKEIMEVOU

>A‘IT£IK(')VIGF] QVTIKEIMEVOU PACEI YEWPETPIKWY
oXNUATWYV (TPiywva, TToOAUywva)
Elcaywyn KapTeECIAVWY CUVTETAYUEVWV
OXNUATWV YIa ETTECEPYATIia
>Digitizing: XWPIONOC AVTIKEIUEVOU OE PETEC HEOW
laser cup@wva Pe TEAIKN avaAuon

\ > O O100IACTATEG PETEC guvoualovTal KATa ToV /
acova z




/

MEOOAOI MODELING

™

\_

e OpBoywviec PwToypaPiEC:

>E0peon YEWMETPIKWY OXNUATWY OTNV ETTIPAVEIQ
TWV AVTIKEIMEVWY Bacel EAaXIoTNS aAAoiwong

>waTovpdcpnor] QVTIKEIMEVOU UTTO OIOPOPETIKEC
YWVIEC

>M£yé6uvcn o€ KatdAAnAo xaprTi (tracing paper)
VIO EUPECN AKPWYVY KOl XOPAKTNPIOTIKWYV

>Eueuypdpp|0n oxnuartwyv yeocw digitizer

>Taiplaopa KOIVWYV OKNWV aXNUATWY YIia EUpEDN
OUVTETAYMEVWYV ONUEIWV

/
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2ENAPIO/EAEINX0OZ KINHZHZ

e Apouol Kivhonc:
>AA)\n)\ouxia BE£oewv avTIKEINEVOU (MOVOTTATI)

>Tpr’]pam QVTIKEIMEVOU PJTTOPOUV VO £XOUV
QVECAPTNTA JOVOTTATIA (IEPAPXia)

>|_|pOKl'J'ITTEI PEAAIOTIKOTEQPN Kivnon

>Hapdc5£lyua: To avBpwTTIivo cwua atroTeAgiTal
ATTO THAMATA PJE OIAPOPETIKA JOVOTTATIA KivNoNng
(TTO010, XEPIA, KEPAAI KATT.)

\_




4 h

2ENAPIO/EAEIr'X02 KINHZHZ
e Kivnuartikn:

>@é0n, TaxuTNTA, EMMTAXUVON, TTEPIOTPOPIKEC
QVTIOTOIXIEG

>Fpr1yopsg KIVIO€IC atTodidovTal JE TOTTOBETNON KOPE OF
MEYOAAUTEPN ATTOOTACN

» Ao TPOTTOI £PapHoyNS KivnUATIKNG: KAVOVIKN Kal
avTioTpOo®PN

>Kavovn<r1: KOpU®N TTPOC Baaon 1Epapxnon Kivnong
(onueia ouvdeong ammapaiTnTa)

>Avﬂcnpocpn: O animator €TTIAEYEl TO ONUEIO APXNGS TNG

K Kivnong (o H/Y utroAoyilel OUVTETAYUEVEC TTOU /
IKOVOTTOIOUV TIC OUVONKEC)




2ENAPIO/EAEINX0OZ KINHZHZ

o Kivnuarikn (OCuveEXelQ):

DuoikEC Kal PEAAIOTIKEC KIVI|OEIC MEOW Motion
capture

>K0Tavpdcpovm| WnN@IaKA Kivioeig nBotrolou

> Ta OedOUEVA TNG TTPAYMATIKNG Kivnong
ouvouadlovTal Je ToV animation Xapaktipa

\_




2ENAPIO/EAEINX0OZ KINHZHZ

e AUvVaUIKN:
>I‘Ipooer']|<r] PEAAIOTIKOTNTAC OTNV Kivnon
>L|J£U5GI'O'9F|GH BaputnTag, padag, avriotaong,
Hop@oTTOiNONG
>0 HIY uttoAoyilel TV Kivnon BAcel Twv TTIO0
TTavw peyeBwyv

>Hapc’r5£/yua: Kivnon JaAAIWV OTOV a€pa, N
gnuaia TTou Kuuaricel

\_




2ENAPIO/EAEINX0OZ KINHZHZ

¢ In-betweening:
> O animator OnUIoUpYEi yovo Ta key-frames

> Ta key-frames gu@avifouv TIC KUPIEC
dlagpopoTrolinoeic (aAAayn BEong, oxNUaAToc,
uey€Boucg, TaxuTNTOC)
O H/Y utroAoyilel evdiaueoa frames
>Hapd§slyua: oxediaon avlpwItTou TToUu
KIVEITAI O€ KATTOIa BaCIKA oTAdIa Kivnong

\_




2ENAPIO/EAEINX0OZ KINHZHZ

e Onionskinning:

>T£XVIKF'] EMITTEOWV: KABE animation
ATTOTEAEITAI ATTO CUVOUAC MO ETTITTEOWYV TTOU
aAANAOKOAUTTTOVTOI

> 510 TTAPEABOV: XpWHATIOTA TTAQCTIKA
KOUMATIO KAAUTITAV TO €va TO AAAO

>Zuvr’]9wg KABE XapaKTrpac nrav
OIAPOPETIKO KOUMATI

>Onionskinning XPNOIMOTTOIEITAI KOl O€ AAAEC

k TTEPITITWOEIC OTOUG H/Y




2D/3D ANIMATION

o 2-D:
>Zuvr’]9wg animations €ivai TpiodidoTara
» AIGSIAGTATA KAVOUV XPNonN KUWPEAWV
>Morphing gival N 1o 0100edOPEVN TEXVIKN
(Mop@OTTOINON EIKOVAC)
o 3-D:
>ZUO’TF']U(]TG animation facifovral o€ XPOoVIKA
LMETABAANOUEVEC TTAPAUETPOUGC (TPOXIEC)
>Z£L'JVF] (XpOvog, TTapAUETPOC) KaBopilouv
k KoTAoTOON animation




2D/3D ANIMATION

e 3-D (ouveExela):
>|\/|£VG)\L'JT£pr] gueAICia AOyw xpnong state-
variable avti world-variable
>TpOXIé§ UTTOPOUV VA XEIPIOTOUV WG
QAVECAPTNTEC
lepapXIKr TTPOCEYYION: TTPWTA KaBopileTal N
YEVIKI) KivnGon Kal JETA Ol AETTTOMEPEIEC

\_




/

2D/3D ANIMATION

\_

e Particle System:

> Ta TTEPIYPAPN QUOIKWY PAIVOUEVWY (Bpoxn,
PWTIA KATT.) Il ONAdWYV TTAPONOIWV
QVTIKEINEVWV

>I‘Ip006|opl’C£Ta| KATAOTAON KAl KAVOVEC
OUMTTEPIPOPAC particle i particle group

> O animator kKaBopilel kivnon Bacikwyv
particles

> Bdoel OUVAUEWYV PETACU particles
KaBopileTal N Kivnon TwWV UTTOAOITTWV

>Hapd6£lyua: OMUNVOC TTOUAIWYV

/




e

2D/3D ANIMATION

™

e Rendering:

> 2 KNVEC UE YPAPIKEC AETTTOUEPEIEC (PWTIOMOI,
OKIEC, ETTIPAVEIEC)

>Rendering OXNUATWY Kal OKNVNG O€ Jia
avatrapaoTaon




2D/3D ANIMATION

e Wire Frame:

» O animator TTPETTEI VO OWOEI EVA OWOTO
BaCIKO Xpwua o€ KABE ETTIPAVEIA TOU
QVTIKEIMEVOU

> 000 upnAOTEPN TTOIOTNTA ATTAITOUME, TOOO
TI0 Xpovoopa n diadikaaoia




4 A

2D/3D ANIMATION

e Flat Shading:
>Ecpappc’>§e| MOVTEAO QWTIOUOU YIa va KaBopioel
Jia TINA Evraoncg

H Tiun xpnoigoTrolgital yia okiaon oAOKAnpou
TTOAUYWVOU




s

2D/3D ANIMATION

e Gouraud:

>Anp|oupyai oKkiaon Paocel TTapePBOANG TIMWVY
eEvraong

ECaAcigpel TIC aOUVEXEIEC EVTAONG




s

2D/3D ANIMATION

\_

e Phong:

>ZKI'GOF| Baoel TTapeuBoOANGC KABETWY TwV
ETTIPAVEIWV

FLAT SHADING PHONG SHADING

/




4 h

2D/3D ANIMATION

e Ray Tracing:
> AKTiva PWTOC EeKIVA aTTO TO oNuEio BEaong
> AkoAouBeiTal IXVOC QKTIVAC HECOW ETTITTEOOU EIKOVAC
>KaeopiC£Ta| onueio TpIodIA0TATNG OKNVAC TTOU XTUTTA




s

2D/3D ANIMATION

e Radiosity:
> H o ouyxpovn MEBodOC rendering

>Y1'ro)\oin£| TTOON EVEPYEIQ PWTOC KATAANYEI O€ KABE
ETMIPAVEIQ ECAITIOG TOU PWTOC TTOU EKTTEUTTETAI ATTO
OAEC TIGC OAAEC ETTIPAVEIEC

>/\apﬁdvovm| UTTOWN Ol ETTIOPACEIC AVTIKEINEVWV
METACU TOUC

> Amrartei XPOVO KOl UTTOAOYICOTIKN I0XU




TEXTURES
e Texture Mapping:

» Textures cival oxeOIa O€
ETTIQPAVEIEG

> 2-D textures siva EIKOVEG I
CWypaQIEg
3-D textures divouv weudaiobno
BaBoucg kai Gykou

>Tp|06|é(0mm aiocbnon pyéow 2-D
textures o€ JIAPOPETIKEC KAIUAKES

> Texture mapping ka1 wrapping:
MEBODOI KAAUWNG ETTIPAVEIOG

(aioBnon ot atroteAouvTal ATTO
\ KATTOI0 UAIKO)




4 h

TEXTURES

e Image Mapping:
> Ta va TTapAyoupue animation pyéoa
o€ GAANO animation
>E'ITITpé'IT£T(XI n xpron animating 2-
D texture TTavw O€ KIVOUUEVO
QVTIKEIMEVO

e Reflectance Mapping:

> Na EPPAvIoN avakKAAoEWV
TTEPIBAAAOVTOC TTAVW O€
ETTIQPAVEIEG AVTIKEIMEVWV

>Avd|<)\aor] BAoel KAUTTUAWY,

) h N i Reflectance mapping
OXNAMATOC, YWVIAGC METACU EIKOVWV /
KAl ETTIPAVEIWV avAakKAaong




/
TEXTURES

e Procedural Mapping:

> Textures BAoel TIHWYV TTOU
TTapAyovTal atrd JadnuaTikoug
TUTTOUG I KOVOVEG

> [Napadeiyua: POopA AVTIKEINEVWV
KAl ETTIPAVEIWV ATTO AITIEC OTTWG
QWTIA, E0TN KATT.

e Bump Mapping:
Mipunon avwuaAiwy ETTIPAVEIWYV

XWPIC YEWMETPIKEC TPOTTOTTOINCEIC
TOU JOVTEAOU

>I‘Iapé(6£|ypa: OEPUA KPOKODEIAOU,
\ em@aveia Bpdyou

Bump mapping




/KATHFOPIEZ ANIMATION \
XAPAKTHPQON

e [MoAUTTAOKOTNTO AVOPWTTIVNG KiVvNONG:

>Kivr]or] gival ouvBeon aTtrd EKATOVTADEC CUVTOVIOUEVEC
UMIKPOKIVAOEIC (TTEPICTPOPEC CUVOEOUWY, HUWV,
QAVTIOPACEIG KATT.)

>A6uvapia TTEIOTIKAG TTPOCEYYIONG avBpwTTivng
Kivnong atmo pabnuaTiko JovTEAO

>M£)\£Tr']6r]|<£ a1ro TN BIO-uNXAVIKN KOl TN POMTTOTIKA

>I‘Ipooévvlcn: avaAuon Kivnong O€ UIKPEG, ATTAEC
KIVI|O€IC (TTOAUETTITTEOOC TTPOYPANMATIONOG)

KIVIO€EIC TUNUATWY OUVOEOVTAIl TTAPAUETPIKA KAl
k QUVAMIKA (ME xprion avtioTpopns KivnuaTikAg) /




/KATHFOPIEZ ANIMATION
XAPAKTHPQON

™

TTapaywyr
> ETridpaon

K QUQiIdpON

e AguTepelouoa Kivnon:
>’Ex£| Va KAVEI JE AVTIKEIMEVA TNGC OKNVNG MN
EVEPYA (Kivnon ecapTaral atrd AAAa avTIKEIPEVA)
>I7crpd§e/yua: aOANTIKA OTOAR TTPETTEI VO OKOAOUBEI
Kivnon aBAnTtn
>M1To,p£|’ O animator va KaBopioel TN QUOIKN TOU
OUOTAMOTOC
>ZUV6£GT] TNG BACIKNAG KivnaNng PE TIG TTaBNTIKES yia

TNC OEUTEPEUOUCAC
UTTOPEI va gival povodpoun N

/




4 h

EOPAPMOINEZ ANIMATION

o APXITEKTOVIKN:

>Zx£6iaor OWewWV KTIpiwv otov H/Y Kai
atroTéAeopa o€ 3-D

>I‘I£A(’1Tng BAETTEI EOWTEPIKO UTTO OTTOIO YWVia

>Mnxavm(’)g MEAETA CUUTTEPIPOPA KOTAOKEUNG
(O€IOPOI, AVTICOEC KAIPIKEC OUVONKEQ)

>B£ATloTonoinon KATAOKEUNC ATTO TEXVIKNG
TTAEUPAC

>E0p£0n UNXAVIKWY CQAAUATWY Kal EAAEIPEWVY




4 h

EOPAPMOIEZ ANIMATION
o TEXVN:
>I‘Ipoo(pép£| Baoika epyaAcia avaTITu¢nG o€
ETTITTEDO TTOU OUPPBATIKA OEV €ival EUKOAO

>Avomapdcm0n BoupTOoag, spray, agpoypaPou,
TIVEAWV

>E)\eu6£pl’a ETMIAOYNC ATTO TTAOAETEC EKATOUUUPIWYV
XPWHATWYV
>I‘Iapdyovm| EUKOAO PWTIOUOI KOl OKIAOEIC

>AUVGT(')Tr]TG ETTEPPAONC EK TWV UCTEPWV
(016pBwaoncg, aAAayncg)

\_ /




4 h

EOPAPMOINEZ ANIMATION

e NMaudscia:

>K|V0L’J|Javeg EIKOVEC YIO OUOVONTEG EVVOIEC TOU KOOUOU
uag (MIKPOKOOHOC, GUMNTTAV)
> Me video kai KIvouueva oX£0I YiveTal TTIo evOIa@EPOV
TO NABNua 10iWg yia PJIKPA TTaIdId
e Engineering:
>M£)\ém OUMTTEPIPOPAC NEPWYV KATAOKEUNG OTN
AciIToupyia Kal aAANAETTIOpAON TOUC

>'E)\£yxog AVTOXNG, KAANG AEITOUPYIOC, AOKOUUEVWYV
OUVAMEWY

>Epya)\£|'a CAD yia dnuioupyia KIVOUPJEVWV HOVTEAWV

k UE AETTTOUEPEID /




/

™

EOPAPMOINEZ ANIMATION

>AKpI

e NMapaywyn Film:
>Touvi£g KAVOUV OAO Kal TTIO TTOAU Xpron €101KwvV
eQ€ atro H/Y
> Ta OKNVEG TTOU gival atriBavo va yupioTouv
TTPAYMATIKA (TT.X. MAXEC ME DIAOTAUOTIAOIA KI
£CLWYNIVOUC)

3G OKNVIKA (0€ XPOVO Kal XpAua)

TTAPAKAMTITOVTAI (TT.X. EVTUTTWOIAKA KTipia)

>E£xwp|0Td yupioparta PJe Toug NBoTToioug OTO
TTEPIBAAAOV TOUG KOl TTPOCONKN TWV EPE PJETA (TT.X.
Star Wars, Star Trek, Jurassic Park)

/




4 h

EOPAPMOINEZ ANIMATION

o 2TPATIWTIKES EKTTOIOEVUCEIG:

>I‘Ipoypdp LUATA TTPOCOPOIWONG YIa EKTTAIOEUCN O€
XEIPIOPUO agPOTTAAVWY, UTTOBPUXIWV 1 TOVK

>A1Tocpuyr’] KTIPIOKWYV, avOpwITIVWYV, OIKOVOUIKWV
QATTWAEIWV

>/\den OEV ATTORAivouv polpaia Kal aTTOKTATAl
EUTTEIRIO

>I‘Ipooappc’>(oup£ KATA BouAnon TIC ouvONnKec TNG
aoknong (didgopa oevapia)

\_ /




4 h

EOPAPMOINEZ ANIMATION

o TV:
>Xpr]or] TTOAUXPWHWVY KOl EUXAPICTWY YPAPIKWY OTO
UTTORBaBOpPO O€ DIAPOPEC EKTTOUTTES
>0 OeatnG TTPOCEAKUETAI TTEPIOTOTEPO OE EKTTOUTTEG
ouvnBwCc aviapEg (TT.X. TTPOYyvVwWaon Kaipou)
e Video:

>I‘Iplv TO computer animation, peBodog KUWEANG,
EPYOOia KapeE-KapE (Tonoesmcrr] g€ MIKPN atTO0TO0N
METACU TOUG)

> Me TIG VEEG PEBOOOUG BeATILONKE N aTTGO0CN KAl
TToI0TNTA (OUCIACTIKA TO animation €ivail video)

\_ /




BIOMHXANIA ANIMATION

e Animation avatTTUCOETAI TTOPEXOVTAG
OIKOVOMIKQA KI ETTAYYEAHATIKA O@QEAN

e NMOAAEG eTalpEieg (Kal OAO Kal TTIO TTOAU)
aOoXOAOUVTAIl HE AVATTTUEN AOYIOHUIKOU:

» Adobe Systems Inc.
>AIias|Wavefront

» AutoDesk

> MacroMedia

> Silicon Graphics

> Strata Inc.
k>ViewPoint Datalabs KATT.




4 h

NMNAKETA ANIMATION

e 3DStudio Max (Autodesk):
>ZUV£XIO’TF']§ Tou 3D Studio 3.0
>BCXO'I'C£TGI O€ AVTIKEINEVOOTPAPN OOuN

e 3DStudio (Autodesk):
> Eivai TTpoypauua yia 3D ypagpika
>Xpnolpon0|r’]en|<£ O€ OXOAEIQ KAl MIKPEC ETTIXEIPNOTEIC
TTAPAYWYNG
>I‘Iepléx£| 2D modeler yia oxediaopo 2D avTIKEIMEVWVY
» 0 3D Lofter 1a emecepyadleral yia va mrapayel 3D pEow
OTPOBIANICHWY KAl QVATITUYUATWY

> \iaBéTel Kal animator UE eUXpnoTo editor

\_




4 h

NMNAKETA ANIMATION

e LightWave3D

>@swpeﬁu| aT1To Ta KaAUTEPQ TTPOYpPAppaTa 3D
Ypa®pIkwy yia PC

>Xpnolp0ﬂ0|r’]en|<e KOl IO TTapaywyn CEIpwy
ETTIOTNMOVIKNG pavTaaoiac (1r.X. SeaQuest,
Babylon 5)

e Adobe Photoshop
> ATIO Ta Kopu@aia TTpoypAuuaTa TOOO YiIa
ETTECEPYAOIA WPNPIAKNC EIKOVAC 60O KAl
ONUIOUPYIAC YPAPIKWY £C APXNG
k>Tpéx£| o€ TTepIBAAAovTa Windows kal Mac /




4 h

NMNAKETA ANIMATION

e Adobe Premiere

>Epya)\£|’o via ynelotroinon video kai eTTEupaon
KaToTv ue special effects

>Tpéx£| o€ TrepIBaAdovra Windows kar Mac

e Alias|Wavefront
> ATI6 Ta Kopu@aia TTOKETA animation
>'vaon OUO IOXUPWYV ETAIPEIWV

> MoAU KaAS yia dnuioupyia TTOAUTTAOKWYV Kal
TTEPIEPYWV OTN OOMI MOVTEAWV

>’Ex£| eUxpnoTo interface kal EUKOAN ETTIKOIVWVId
UE TTAPOMOIA TTAKETA




4 h

NMNAKETA ANIMATION

e Animator Studio (AutoDesk)
> a eTTECEPYOTia Kal dnuUIoupyia animation

>E)\GXIO‘TO'ITOI£i TO XpOVo dnuIoupyiacg video Kai
animation

>Tpéxal o€ TrepIBaAAov Windows

e Elastic Reality
> ATI6 Ta KaAUTEPQ TTpoypAauuaTa morphing
>Tpéxal uovo o€ Mac kai SGI
>I‘Iapaywyr’] morphing Bacel TUNUATWY Kal oI
Baoel onuEiwv OTTWG 0€ AAANEC EPAPUOYEC
\>AUVGT(')TT]TG lop@oTToinONG Kai video Kal alKéva




4 h

NMNAKETA ANIMATION

e Softlmage
>Kupiwg 0€ MEYAAQ OTOUVTIO TTAPAYWYNG
animation (peyaAec duvaroTnTEC)

e Strata Studio Pro

> To 0 O100edOPEVO TTPOYPAUa 3D
YPA®PIKWYVY Yia Macintosh

>Eiva|_graphics renderer ye OUVATOTNTES Kal
yid animation

>Xpr]0|po110|r']6r]|<£ 0€ TTOAAQ ypa@IKa

k TaIXvIoIwyV (11.X. Myst) /




/

NMNAKETA ANIMATION

™

e Director
>I‘Ip0|ov TG MacroMedia yia Windows
> Eival eUXPNOTO KAl VIO XPNOTEG XWPIG EUTTEIPIA O

animation

> Animation OewpeiTal oa QIAY OTTOU TTAIPVOUV PNEPOC

nBoTroloi (cast members)

N €l0QyovTacg £ToIun €Ikova (gif ) aiff)
AuvaTtotnta TToOAAWY aAAaywyv JE Xpnon epyaAciwyv

>KGGOpIC£TGI n TaxuTtnNTa Kai n TpoXIAd Tou KaBe cast

member

\>To control panel fonBaer oTn peTakivnon oTo

» O cast member onuioupyeital ge KAaTaAANAa epyaAeia

animation oto onueio TTou BEAoupE va ens&spyamouw
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