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pa@ika yia videogames

2xeOLAOMOC Kol povteAomoinon ypadLkwy yLa NAEKTPOVLIKA Ttoixvidla

YKevtepidnc Kwvotavtivoc



Concept art/illustration ka1 3d

-Ta ypadkd armoteAoUV To PeyaAUTEPO OYKO SOUAELAC O& €va TtaLyVidL.

-Evvoeital mwg kot o mPoypapUATIONOG €XEL SOUAELA, aAAd av Ta Sladopa uTTocUCTAHOTA EXOUV UAOTIOLNOEL, peTd
gnmovalapBavovrtal, evw amo ypadlkd, UTTAPXOUV aVAYKEC yia TTOAAA StadopeTika assets HEoa oTo game.

-H solo avamtuén videogame cuvriBwc dbaivetal va armoTtuyXavet Aoyo peyalemtriBolou scope. Ma mapASeLypol e OPKETH
S0UAELA Kal uTtopovn SnULoupyEital To MPWTO EMIESO, Kol EVW OAa Ta mechanics MPoypPaAUHOTIOTIKA Elval UAOTIOLNUEVA,
Ta asset ko To design mou mpEmel va dnpoupynBet yia To utoAouto content Tou-TtalxVviSLoU gival amoKoPSLWTLKO.
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Noyiopika - EpyaAcia

-Ta Baotka epyaleio/AOYLOULIKA TTIOU XPNOLUOTIOWW 0TNV SOUAELA lval:
-Photoshop

-Substance Painter

-Blender

-Unity game engine

-Zbrush

-Yrtapyxouv kot AAAa epyaAeia Tou Xpnatpomolw, AAAa open source Kol free eVaMAKTIKES, AN KUpLwC SOUAELW UE auTd

o, & unity

SUBSTANCE




Baoiko Workflow dnuioupyiag 3d asset

-ApPXLKA KAVOULLE TNV HOVTEAOTIOLNON OE £va tpoypaupa, mtx oto blender

-Yriapyxouv moAAEC uEBodoL aAAd To BaoLko oToLXELO elval TTWE eV BEAOUUE va KATAANEOULE LE VAL LOVTEAO XANANG
TTOAUTTAOKOTNTOG TIOAUYWVWV OAAQ TTOU VL €XEL TTOANEC AETITOUEPELEC, TOTE Dol TIPETIEL VAL EXOUUE L0l EKOOXT) TOU UOVTEAOU
oe low-poly katdotaon, kat pio. AAAN o€ high-poly kataotoaon.

-Exovtag auteg TIc 2 eKOOXEC, UITOPOULE OE £Val TIPOYPOLLO OTIWE TO substance painter, va petadepoupe [ baking ] tic
Aenttopgpelec tou high-poly oto low-poly povtéAo, kavovtag generate €éva normal map, 1o onoio anoBbnkevel o€ €va 2d
texture TLC KOTELOUVOELC TTOU Koltdel kaBe moAUuywvo[tou high poly] [ ivovtac £tol tnv YPeudaiocBnon OtL To PHoVTEAD paC
EXEL TIOPATIOVW AETTTOUEPELA/TTIOAUYWVA , XWPLE va LoxUEL KATL TETolo [ Sev elval displacement ]

-Mpoypappata 0nwe To substance painter n akopa kot to blender pe.to Texture painting uTtOoCUOTNUA TOU, ETUTPEMOUV
TIAE0V TTOAU peyaAlTepn XaAapotnta oTo nwe Ba yivel To uv unwrapping. TNV oUGLa yla AVTIKELMEVA OTOTIKA TTOU OEV
TIPOKELTAL VA Yivouv animated, éva amAo smart uv project [ autOpATO UNWrap oTnV ouoia] pag eEumnpPETEL Yo xapa

-Quotka yevika xpeLlaleTal KAOLa OTLYUN KOTAVONGon TOU TL ONUOLVEL UV unwrap wWoTe otav pokuPouyv poBAnuata n
XPELA{OMAOTE VO KAVOULE KOTL CUYKEKPLUEVO, VO UTTOPOUKE VA PUBULOOUIE TNV KATAOTOON KOl VO OVTLLETWITIOOU UE TO
POPANU LE TNV avtioTolyn Avon.



Baoiko Workflow dnuioupyiac 3d asset
-Eva napd&swud LLE Lo TtaALa Bpuion | -

-2T0 OUYKEKPLpEVO Ttapadetypa SovAeda mpwta tnv Bpuon pe Aemttopepeleg wote va dtiaéw to high-poly povtelo, kat peta
xpnotpomnoinoa évav decimation modifier yia va Tou pelwow tnv mMoAUTAOKOTNTA, SLOTNPWVTOC APKETA KAAQ TLC
AKPEeC/UeYAAeC AeTtTOUEPELEC. TO UNWrap OTNV CUVEXELX YiveTal oto low poly povteAo, to high eival povo va xpnotpomnotnOet -
Katd to.baking [ 0rtou peTadEPOUE TIC AETITOUEPELEC ATTO TO £va 0TO AAAO, dSnutovpywvtoc to Normal map |
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Baoiké Workflow dnuioupyiac 3d asset

-XpnoLpomolwvTtag TG 2 auteC ekO0XEC LEoa oTO substance painter yia mapaywyn normal map kat aAAAwv map [ Ambient
occlusion, curvature etc.]. OAa autd Ta vrtoAouta texture maps BonBave oAU oto texturing.
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Baoiko Workflow dnuioupyiac 3d asset

-Kata to texturihg oto substance painter SnuioupyoU e O0TNV ouGCLa pLa OELPA oo textures ou Ba xpnotpomotnbouyv yla
va otjooupe to PBR material pac [ Physically based rendering material]. o €éva PBR material xpelalopoote Kupiwc:
-Base color

base color/Albedo

-Metallic _
-Roughness
-Normal . -
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Baoiko Workflow dnuioupyiag 3d asset

-To texturing oto substance painter €xetL Tnv AoyLKn TTOU £XOUV KoL TtPoypapLLoTa Onwe to Photoshop. AouAsvoupe dnAadn
o€ layers. E6Ww OUWC UITOPOULE VA XPNOLLOTIOINCOULE OTOLXELO TTOU palC TtapExovTal oo to 3d HovTEAD, yia va KAVOUUE TNV
Stadikaoia tou texturing o eVKoOAN Kot amodoTikr. a mopddelypo XpnNOLLLOTIOLWVTAC TO curvature map mou
dnuloupynBnke kata to baking [amo high -> low ] pnopoupe va Bayoupe Bpwutd/Dirt 0TI EYKOTIEC KOL OTOL OKOTEWVA.
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Baoiko Workflow dnuioupyiag 3d asset

-AdoU teAelwooupEe To texturing, LETA UITOPOULLE VAL KAVOU E export Ta textures Tou poviéAou. MmopoU e va eTiAEEOUE
KArolo preset mou €€ayel ta KataAAnAa texture yia tnv ebappoyn otnv onoia BEAOULE VoL CETAPOULE TO HOVTEAO. ITNV
OUYKEKPLUEVN Ttepimttwon e€ayoupe yia to Blender [base color, metallic, roughness, normal].
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NMwg n yvwon Twv Npa@ikwyv peE YITOAOYIOTEG
BonOagl oTIC BACIKESC KAAAITEXVIKEG IKAVOTNTEG

-MaBaivovtac ta Bripato mou akoAouBel 0 UTIOAOYLOTAC YLa VA TIPOOOHOLWOoEL TNV aAANnAentidpaon dwtog pe dtadopa
VALK [ 3d rendering ], paBaivoupe mwe Kal el avtiotolya pmopoU e va poosyyiocoupe thv dwtookiaon [ shading] kata

Vv {wypadLkn.

-Katavowvtag nwg puBuilovral ta materials kot Ti¢ PaOLKEC TOUC MAPAUETPOUG, UTOPOULE LETA KOTA TOV OXESLACHO Va
KAVOULE EVOUVELONTEG eTIAOYEG oTa avTLKELpEVa tou oxedlaloupe [Roughness, Metallic, Base Color]

-Ma ToPASELY AL KOTAVOWVTOC TTWE EMNPEAIETOL TO UALKO OTOV EXEL TTIEPLOCOTEPO N Alyotepo Roughness, umopoupe va to
anmodwoou e avtiotoa Kol oto (wypadlko Epyo. Eival SUOKOAO VoL KAVOUUE KATL KATA TOV-oXedLaopo otav dev To
yvwpilouue.

-Me tnv 6la Aoyikn, poBaivoviag mwc avaAveTal po elkova o€ Stadopa Baocikd Render passes, UOpoUUE va
dnulouvpynoou e eva workflow {wypadiknc mouv Hoc TapEXEL TILO PEAALOTLKA OTTOTEAECHATO N OLKOMOL KOLL VOL LLOLG ETILTPEYIEL
va KAVOUPE KaTtolo wotaitepo oTtul mepalovtoc karmotlo Bripa tne dtadikaoiog, ev yvwon pHoc OUwC.

-To 1o oytAo oevaplo GWTLoHOU, Ba ATaV AUTO eVOC AsUKOU avTtlKeELpEvou [ odaipa, kuBoc] pEoa os evav amoAuTta Havpo
Xwpo, pwtlopévou armo 1 pwtelvn mNyn. Z€ autAV T Nepimtwon ooa oAvywva 6ev AapBavouv dwe and tnv PwTELVN
ninyn, Ba sival polpa [ yiati dev maipvouv kabolou dwc]



Technical artist kKal gpydaAcia yia ypnyopoTtepn
KOl OITOOOTIKOTEPN UAOTIOINON YPUPIKWY

Nopadeiypata epyaleiwv

cww o 5% © 7 -Evog Technical artist cuviBwc avoAapBdavet kot Thv
‘ e = dnuloupyla epyodeiwv pe To omoia oL unteAoutot non-
: e TN e— = = technical artists 6a propgoouv va SnpLOUPYROOUV TILO
% ST RS e IR O H - ypAyopa KAl amoSoTIKOTEPQ.
- o ' ” = A — . -Xto mopadeypa dimAa, daivetal Eva epyaleio mou
@ R 3 3 ‘ b e — KataAaPoivel og Eva LOVTENO TTOLEC TTEPLOXEC ELVOLL
Fapala i e D —— 2T omOTOMEG MAAYLEG/YPELOL , KOL LLE TO TIATNHOL EVOG
"t : Sl e T KOUUTILOU ETUAEYEL QUTEG TLC TIEPLOXEC [ T vertices Toug]
e s —— w57 edbappolel subdivision Wote va éxouv epLoCOTEPQ
. ; TIOAUYWVA EKEL TOTILKA, Kol EhAPUOLEL ETAVW OE OUTA,
. displacement modifier pe kamowo noise KATAAANAO WOTE
c . " 2 VO KOWVEL TLC TIEPLOXEC QUTEC v potalouv e BpaxLa.
-EmutA€ov KAvVEL assign 0€ QUTEC TLC TIEPLOXEC KATTOLAL
; ‘ — == material Tou £XOUV TIPOETOLUOOTEL, KA £TOL TIOAY

yprAyopa £Xou e Eva apkeTa aAnbodaveg terrain.




Technical artist kKal gpydaAcia yia ypnyopoTtepn
KOl aOITOOOTIKOTEPN UAOTIOINON YPUPIKWYV

-AN\a epyaleio pmopel va eiva:

-Scattering avTlKeELHEVWY EMAVW OE EMIPAVELR, OTO CNUELO OTIOU 0 XPAOTNG KAVEL KALK oTnV EMLpAvELD
-Randomness otnv TomoB£TnoN aUTWV TWV AVTLIKELUEVWY [ random scale, rotation]

-Procedural generation ktipiwv
-Procedural generation terrain

-OAa ta procedural generation avrikouv avw KATW oTNV Katnyopia twv technical artists

-Eldka yLa pikpec opadec development ,5tadopa tetola epyaleia fonBolv Mol va petwBel o Oyko SOUAELAC
-AKOHO KOl TO ATTAO EpYOAELO TOU TUXALOU scattering OVTIKELLEVWY O€ (Lol eTiLPAVELA KAVEL TNV dnuLoupyla evog tormiou
TIOAU TTLO EUKOAN. Oa NBeAe AP TTOAAEC WPEC VO KATOEL KATtolo¢ manually va Balet pia pio metpa og £va ToTio.

-Epyaeia mov BonBouv otnv dnuloupyla AVTIKELUEVWY TTOU gival emavoAappavopeva
-Staircase generator
-Complex Roof generator



Technical artist kKal gpydaAcia yia ypnyopoTtepn
KOl aOITOOOTIKOTEPN UAOTIOINON YPUPIKWYV

-Stand alone gpyaleio terrain sculpting uAomotnuévo pe Python

Brush Type

Tiling — Grass / Rock / GrassVar /Road




Basic optimization techniques

-Emeldn pacg evdiadepouv ocuvnBwe real-time edappoyec [ onwc ta natyxvidia] ival amapaitnto va yvwpilou e Kol KATIOLEC
BooLKEC TEXVLKEC YLaL BeATIoTOMOLNON TNG atodoong

-Ev ouvtopia, To {nTOULLEVO TTOU LG ATTOOXOAEL TIEPLOOOTEPO , €lval n peiwon twv DRAW CALLS
-Ta draw calls prmopoupe va ta pavtactoUpe we ot evtoAEc ou Sivel n CPU otnv GPU wote va oxeSLAoEL KATL

-Ooo neplocotepa draw calls €xoupe, TO00 nMePLocOTEPO TTEDTOUV Ta fpPs Kol YEVIKA amtaltel xpovo va yivel render n oknvA.
-2 KOTIOC £lvol va ouyxwveloou e Sladopa otolxeio wote Ue Alya draw calls va €xoupe MOPOUOLO ATTOTEAECLAL

TI AY=ANEI TA DRAW CALLS

-ZEXWPLOTA AVTLKELpEVA

-Zexwplotd materials [ akopa Ko av €va avtikelpevo €xel ToAAa material -> draw-calls 6ca ivat Ta materials]
-Aladopetikol shaders

-ZexwpLota textures

MNQZ TA MEIQNOYME
-Mesh combining(manual or in-engine), Texture atlases, simple shaders, Material combining (rtaet padi pe to texture atlasing)



EMayyeEAHATIKEG TIPOOTITIKEG

Mua avalitnon Vo KAVEL KATIOLOC OTO (VIEPVET OXETLKA HE SOUAELEC otV Blopnxavio twv videogame, ival olyoupo mwg
Ba Bpel TOAAEG ayyeALEC.

Me tnv eudavion TNE TEXVNTAG VONHooUVNE ORWE, GAVNKE O TTAXNG VO OVEPNKE QKOO TLEPLOCOTEPO.

OL teploootepeg BETELG paiveTal vo TpoodEPOVTAL OE ATOUA LE EUTIELPLOL OTOV XWPO Kol ALYOTEPO OE€ junior

YToV TopEa Tou concept art/illustration dpaivetal mwc touAdyxlotov otnv remote katdotaon [remote freelance] divetal
Eudaon ota art outsourcing studios [ Ta omoia €xouv mMANBULVEL |

O aVTOYyWVLIOHOC Elval AKOUO LEYOAUTEPOC OO TIAALOTEPQ, ETIOUEVWCE N OVAYKN KATIOLOG VA €ival KAAOC o€
ETOLYVEALLATLIKO BaBpo Kal va £XeL YepEC yVwoelC o€ Sladopa epyaleia [blender, substance painter, unity , unreal KtA]
elvoll A€oV avapeVOUEVO.

To mdv otnv Blopnxavia givat to portfolio kot 6xL TOCO TA ITTUX LA

AKOpOL KOLL EPYOLOLOKN EUTELPLOL VAL LNV £XEL KATTOLOC, av datlveTtat Eekdbapa amo to portfolio Tou OTL pmopet va KAVEL TNV
OOUAELA OTIWG TNV KAVEL EVOC ETTAYYEALATLOG TTOU AON €xouv oTtnV opada, TOTe ot rBavotntec va evoladepBouv sival
LLEYAAEC.

Waxvouv ATOLLO TTOU VO. ITOPOUV VOl UTTOUV KOLL VOL TTAPOUV LEPOC OTNV Ttapaywyn Xwpic moAU ekmaidevon [ eOLKA OTLC
remote douAetec]. Emopévwg to portfolio mpémnel va deiyvel 660 to duvatov mio kovtd o€ portfolio AAAWV emayyeALOTIWV
[ armo B€pa moLldTNTOC KAl LKOVOTATWY [ aloXETWCE TOU OTUA]]
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