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TYNOZ MAGHMATOZ
levikov YroBadpou, Mevikwv
Tvwaoewy, Eldikou YroBadpou,
EuBaSuvon Emtiotniovikig
Meptoxnc, ELSikeuancg yevikwy
yvwoewv, Avantuéng Agélotrtwy,
EKIIOvnon mpwtoTuItou
KaAALtexvikoU Epyou

YITOXPEWTIKO EPYAOTNPLAKO AN
Kat’ emtAoynv umoxpewtiko
EpYQOTNPLAKO UaSnua
Yrnoxpewtiko Jewpntiko puadnua
Kat’ emtdoynv umoxpewtiko

EldkoU YnoBabpovu,
EpBabuvon Emotnuovikig Meploxng, Avamntuéng As€lotitwy,
EKmOvVNoN MPWTOTUTIOU KAAALTEXVIKOU £pyou

Kat’ emiloyrVv UtOXPEWTLKO EpyaoTNPLOKO LABnUa




Jewpntiko uadnuoa

NPOANAITOYMENA MAGHMATA: | lNa kdBe e§aunvo anatteital n napakoAovBnon tou
T(PONYOUUEVOU

FAQZZA AIAAZKANIAL ko | EAAnvKA
ESETAZEQN:

TO MAGHMA MNMPOZ®EPETAI ZE | Nat
ODOITHTEZ ERASMUS

HAEKTPONIKH ZEAIAA

MAGHMATOS (URL)
WHOIAKH TAZH (e-class) https://www.asfa.gr/kat-epilogin-mathimata/kat-epilogin-
ypochreotika-ergastiriaka/if-then-art/

https://eclass.asfa.gr/courses/SCULPTURE104/

(2) MAGHZIAKA ANOTEAEZMATA

Ot aAyoplBuoL wg Sleupupéveg Sladikaoieg KAAALTEXVIKAG TTPOKTIKNG Ba ival to Baclkod epyaleio Tou
palnpotog «3D Sxebiaon kot AAyoplOutkn TExvn». IKOMOG eival va dnpoupynosl epebiopata Kat
va BeATLwOoEeL TNV MPooPach Twv doltnTwy o€ €va tedio okEPNG, TTPAKTLKNAG KoL TIELPAUATIOUOU OTtou
n TéXvn Kal aAyopLOpotL GUVUTIAPXOUV.

H Soun tou padnuotog Ba SlapBpwbel yUpw amd aAyoplOukeG Bepatikég Omwe emavainyn
(repetition), avadpopr) (recursion), avaducn (emergence), MOPAUETPOTOLNGCN, TAPAYWYLKOTNTA
(generativity), Texvntr vonuooulvn, mpocouoiwon (simulation), dtakwdikomoinon (transcoding) kat
Slapeoikotnta (transmediality) xaptoypadwvtag €pya kaAAtexvwy mou Spoloav/8pouv o QUTEG
TIG SLEUPUUEVEG OEUATIKEG KAAALTEXVIKAG TIPAKTIKAG. Tal TIPOYPALUATIOTIKA epyaleio ota omola Ba
600¢ei Baon eival n Processing, Cables.gl kot Godot game engine.

Kata tn didpkela tou £€toug Ba Sivovtal epyaotnplakég SLaAEEELG adLlepWEVEG OTNV EKUABNON TOU
AoylopikoU avolyxtol kKwbika Blender. EmumAéov, To £pyactrplo lval £EOMALOUEVO HE Evav LLKPOU
LeYEBOUG TPLOBLAOTATO EKTUNIWTI MTPOOHEPOVTAC OTOUC GOLTNTEG UL EUMELPLO TIPAKTIKAG Epyaciag
OE TEXVIKEG TPLOSLACTOTNG EKTUTIWONG.

KaB’ 6An tn S1apkeLo Tou pHabrpuatoc, ot GoLTNTEC AVarTUCCoUV:

E€elIkEVMEVEG YVWOELG, TToU adopolV Tn xpron epyaleiwv Snuioupylkol TPoypauUaTIopoU, 3D
povtehomoinong, real-time rendering, game development kal yevvntikng TeEXVNTAG vonuoouvng,
KOOWGE KL TV KATOWVONON TNG TEXVIKNG S1acUVOEGT G TOUC O€ £va eviaio pipeline mapaywyng €pyou.

Eupeila Kol evomolnpévn yvwon, HEow NG olvdeong Bewplag Kal mPAtng, TG LOTOPLKAG Kal
alebntikng tomoBétnong tng alyoplOuikng kot Yndlakng téxvng, Kol TNG KOTAVONOoNnG TNG
SloETIKOTNTAG WG CUYXPOVNG KOAALTEXVLKIG OUVONKNG.

Arwovontikég Se€LOTNTEG, TTOU TEpAAUBAVOUV avaAUTIKA Kal KPLTlk okéWn, kavotnta emiluong
OUVOETWVY TEXVIKWV Kal €VVOLOAOYLKWY TIPoBAnpatwy, afloAoynon epyolAeiwv kot pebodoAoylwy,
KaBwg KAl Slatumwon TeEKUNPLWHEVNG B€ong o€ InTraTa TEXVoAoylag Kal SnULoupyLKOTNTA .




Edappoopévn Kol CUVEPYATIKN LAONON, LECO QMO TV AVATTTUEN OTOMIKWY Kal OpaSIKWY projects,
mapouoldoelg, avatpododotnon (critiques), tekpnpiwon Stadikaoiag (process documentation) Kot
otadlakr uhomoinon €pywv amo to concept £wg TV TEALKN tapouaiaon.

FEVIKEG LKAVOTNTEG, OTWG OUTOVOMIA OTNV €PEuva Kal oTnV KAAALTEXVIKN Tapaywyr], dlaxeipion
£€pYOU, T(POCQPUOYH Of VEA TEXVOAOYIKA TtepLBAAAovTa, UETOPOPA YVWOEWV OE EMOYYEAUOTIKA
mAaiola KoL cuykpotnan oAokAnpwiévou portfolio.

KaBoAlk} Kol KOWWVIK HABNoN, pEow TNG KATOVONONG TWV KOWWVIKWY, TOALTIOUIKWY KoL
neplBarrovtikwy  Slaotdcewv TG  Yndlakng Snuloupylag, NG Slepelvnong  INTNUATWV
TPOOBACLUOTNTAG Kol PBLWOLUOTNTAG, KOL TNG EVEPYOUC CUMUETOXNG O OUAAOYIKEG Sladikaaiec,
SNUOOLEG TTOPOUCLACELG KOt KOAALTEXVIKA SiKTUua.

Me tnv oAokAnpwaon Tou pabnpartog, ot doltnTtéG eivat o B€an va oxedLdlouv, va UAOTIOLOUV Kal Va
TEKUNPLWVOUV cUVOeTa PndLlokd Kal SLOPESIKA £pya e BEWPNTLK ETIYVWON, TEXVIKI EMAPKELD KOl
KPLTLKI) QUTOVOia.

(3)
MEPIEXOMENO AIAAZKAAIAZ EIKAZTIKOY EPTAZTHPIOY/EIKAZTIKOY EPTAZTHPIAKOY
MAGHMATOZz

A’ e€aunvo
Elcaywyn otnv AhyoptButkn Téxvn
e |otopikn avadpoun
e BOOLKEC €VVOLEC KaL opoAoyia
e JUyXpovol KOAALTEXVEG KOL TIPOKTLKES
e AAyoplOULKEC Aopég otnv Téxvn
e  Emavainyn (Repetition) — potifa kat tessellations
e Avadpour (Recursion) — fractals kot 5evopLkég Souég

e Avdaduon (Emergence) — olvBetn oupumepldopd amd amAolG KAVOVEG




Elcaywyn otnv Processing

MepBaiiov, olvtaln, Baowkég Sopég (variables, loops, functions)

2D oxeblaon, xpwua, kKivnon

Elcaywyr oto Blender

MepBaMov epyaociag: interface, viewport navigation (orbit, pan, zoom), BoolKEC

OGUVTOUEUOELG

Baowkr povtelomoinon: primitives (cube, sphere, cylinder), Edit Mode, epyaleia

vertex/edge/face

Baolkég Aettoupyleg Stapopdwonc: extrude, bevel, loop cut, inset

Eloaywyn ota materials: Principled BSDF, xpwua, roughness, metallic

Object mode vs Edit mode — katavonon pong epyaociag

Baolkr) oknvr: TOmoBETNON AVTLKELLEVWY, KAPEPA, GWTLOUOG, TpwTo render (Eevee)

E€aywyn apyxeiwv (OBJ, STL) — mpwtn yvwpiuia pe Tiq popdeg e€aywyng tou pipeline

B’ e§aunvo

EuBabuvon otnv Processing

Blender

KAdoelg kal avtikelpevootpedng oxedioon
Arrays Kol SUVALKA CUCTHUOTA CWHOTLSLWY

E€aywyn (export) SeSouévwy: SVG, PDF, onueia 3D

Modifier stack (array, mirror, boolean, subdivision surface)

Baowka materials kat rendering (Eevee vs Cycles — oUykplon)
Eloaywyn oto UV unwrapping — MPOETOLLAOLA LOVTEAWVY yLa texturing
Baowka lighting setups: point, sun, area — tpiywvo ¢pwTtlopov

Camera setup, composition, Baotko rendering kat e§aywyn lkovag

Elcaywyn oto Cables.gl




e  Baown Soun node-based programming

e Ewaywyn 3D povtélwv (gITF) amd Blender oto Cables.gl — mpwtn Slaclvdeon

epyaleiwv
e [epBaliov epyaociac (interface, patches, operators)
e Pon 6ebopévwy (data flow) kat cUvdeon operators
e Jxeblaon primitives, petaoxnuatiopotl (translate, rotate, scale)
e  Coordinate system kat 3D space
e  Xpnon gradients, epappoyn textures
e  Boaolkd materials kot pwTLOMOG
Fevwntik Téxvn
o ApXEG YEVWNTIKWV aAyopiBuwv
o NopaUETPIKOG OXESLAOMOG: N &la Aoyikn o€ Processing, Blender, Cables.gl

e JuotAuata kavovwy (L-systems, cellular automata)

I e§aunvo

Blender

e  Movtelonoinon pe otoxo moMamAég e€66oug (high-poly yia rendering, low-poly yla

real-time/game, printable yia 3D ektunwon)
e  PBR Materials kat texturing (UV unwrapping, texture painting)
e Animation: keyframe animation, graph editor
e  Particle systems kat physics simulation
e Blender - E€aywyég Pipeline
e gITF export yia Cables.gl (WebGL real-time)

e gITF/FBX export yia Godot Engine (game assets)




STL/OBJ export yLo tpLodldototn ekTUnwaon

Tpodidotatn Ektumwon

Cables.gl

Apx£g 3D ektunwong (FDM): wall thickness, supports, infill, orientation

Mpostolpacia povtélou oto Blender yia ektinwon (manifold geometry, scale)

Slicing (Cura/PrusaSlicer) kol mpaKkTlKA eKTUTIWGN

— Evowpdtwon 3D

Elcaywyn Blender povtéhwv (gITF) oe real-time WebGL oknvn

Camera, dwtlopdc, post-processing oto Cables.gl

Baowkr Stadpaotikdtnta (mouse, scroll, touch)

Time-based animation, linear interpolation & easing functions

Feedback techniques, generative patterns péow enavatpodpoddtnong

Trails, blur kat accumulative effects

Mesh instancing, repetition & variation

Performance optimization

A’ g§apunvo

Mpoxwpnuévo Blender

Cables.gl

Sculpting kat retopology
YUvBeta materials, procedural textures

Geometry Nodes: aAyoplOuLkn Aoyikr evtog tou Blender

ZUvBeta node systems kat custom patches

Audio reactive graphics (avaAuaon fxou - omtikn avtidpaacnh)

Ontikomoinon Sedopévwy (data visualization) kat fxou (sound visualization)




e Evowpatwon alobntipwv kal e¢wtepikwv Sedopévwy (0SC, WebSockets, MIDI)
e Interactivity & User Input (mouse, keyboard, camera)
e Reactive real-time oxeblaon, cuvéeon pe webcam
e Audio Reactivity: FFT analysis, mapping nxntikwv 6£50UEVWY O€ OTMTIKEC TTAPAUETPOUC
e  Audio-visual compositions
e Post-Processing & Compositing: bloom, glitch, chromatic aberration
e Blending modes, render-to-texture TeXVIKEG
Elcaywyn otn Godot Engine
e Aopn project: scenes, nodes, signals
e Ewoaywyn Blender assets (gITF/FBX) — textures, materials, animations
e  GDScript Baotka: petaBAntec, signals, physics
e Boaolko game design: navigation, interaction, Ul

e Tavideo games w¢ KAAALTEXVLKN Hopdn

E' e§aunvo
Texvntr Nonpoaouvn otnv Téxvn

e BOOLKEG apxEg Mnxavikng Mabnaong (Machine Learning basics)

e Neupwvika Siktua (Neural networks)

e [evvntikd Avtaywviotikd Aiktua (GANS) Katl SnULoupyLkr TEXVATH vonuoouvn
ComfyUl — Evowudtwaon Al oto Pipeline

e  Baowkd workflows: text-to-image, img2img

e ControlNet: xprion 3D renders amno Blender wg input yta Al generation

e Inpainting/outpainting: eméktaon Kat tpomomnoinon unoapxoviwy assets

e LoRA fine-tuning: eknmaibeuon og mpoowrikd aloONnTIkd VoG




e [apaywyn video péow Al (AnimateDiff, SVD)
e  Custom workflows kat autopatomnoinon
Game mechanics w¢ elkaotika epyaleia (procedural generation, Al-driven NPCs)
e Shaders otn Godot (visual shader editor)
e 'Hxog Kal pouatk wg game mechanic
e Evowpdtwon Al-generated assets oto game (textures, sprites, environments)
e Narrative design kat non-linear adriynon wg ELKAOTLKI TIPOKTLKN
e Juotiuata MNpaypatikoy Xpovou (Real-time Systems)
o AladpaoTikég eykataotaoelg (Interactive installations)
e Awtuakn téxvn (Networked art)

e [pwtokolha: OSC, WebSockets, MIDI — oUvbdeon Cables.gl pe Godot kat s€wtepikd

cuoThpata
Kpltikny Bewpnon Al
e [vevpatikn Wbloktnola otn yevvntikn téxvn
e  Bias kal avanapdotaon og Al cuotuata

e AuBesvTikoTnTA VS OUTOMATOMOLNGN

T g€aunvo

TeAko Project

e ®aon 1 — Concept development (gB5. 1-3): Avamtuén KaAALTEXVLKNG TIpOTOONG, artist
statement, epsuvnTikr Tekunpiwon, emthoyn epyaieiwv pipeline. Mid-review: concept

pitch.

e ®aon 2 — Prototyping (ef6. 4-6): Proof of concept, texvikry dokwun pipeline . Mid-

review: prototype presentation.

e ddon 3 — Production (gf&. 7-10): YAomoinon €pyov, iterative development, evéiaueon

KpLtikn (group critique). 2Uvbeon dAwv twv otadiwv pipeline ot eviaio anotéleoua.




e (®don 4 — Documentation & Presentation (gf6. 11-13)

Xapaxktipag Eikactikol Epyaoctnpiou/Elkaotikov Epyaoctnplokol pobniporog

To padnpa cuvdualel BewWPNTIKN KATAPTLON KAL TIPOKTLKI €£A0KNON HECA OO VAL EVOTIOLNIEVO
post-digital pipeline dnpoupyiag. Ol pottntég pabaivouv va okédtovtal alyoplBuika (Processing),
va povtehomololv tpodildotata (Blender), va dnutoupyouv real-time eumnelpieg (Cables.gl), va
avarntuooouv video games (Godot Engine), val EKTUTIWVOUV TPLOSLACTATA KAl Va aglomolouv

YEVVNTIKA TeXvNTA vonpoouvn (ComfyUl).

‘Eudaon divetal otn pon gpyaociag petafd epyaleiwv kat otn Stopudpdwon ULaG CUVEKTLKAG
Snuioupytkng pebodoloyiag, mou emLTpEmNEeL TN HeTABacn amnd Tov KWSLKA oTo TPLoSLACTATO

QVTIKELMEVO KaL oo To SLadpaoTiko epBAAAov otn GUOLKI) KATOOKEUN.

To mapdv nepiypappa anotelei £va Suvaptko mAaiclo SL60oKaALOC TTOU UTIOKELTOL OE TTEPLOSLKN
avaBewpnon. H taxeia e€€AEN Twv Pndlakwv epyadeiwv, n SLopkAG LETABOAN TOU TOTOU TNG HETO-
PNPLOKAG ELKACTLKNAG TIPAKTIKAG Kal i avaduaon VEwv KaAALTEXVIKWY peBodoAoylwy kablotouv
avayKailo TNV EUEAKTN IPOCAPOYN TOU TtEpLEXOpEVOU. H e€€ALEN Tou paBruatog kabodnyeitatl téoo
ard to ELKOOTIKA evlladEpovTta Twv GoLTNTWY 000 Kol ard TG TPEXOUOES TAOELS TNG oUYXPOVNG
peta-PndLakng téxvng, dtaodalilovrag tn cuveyr ouvadeLd Tou He Tov {WVTavo KAAALTEXVIKO

Slahoyo.

(4) AIAAKTIKES kat MAGHZIAKEE MEGOAOI - AZIOAOTH:H

TPOMOZ NAPAAOZHZ MpOowMo e MPOCWTO
(onuewwote tnv enmtdoyn oog)

XPHZH TEXNOAOTIQN Xpnon T.MN.E. otn 616ackahia
NAHPO®OPIAE KAI ENIKOINQNIQN Xprion T.MN.E. otnv epyactnplokh eknaideuon

(onueLbate Ty eidoyr oag) Xpnon T.MN.E. otnv emkowwvia e Toug GoLTnTES

OPFANQZH AIAAZKANIAZ Apaoctnpiotnta ®doprog Epyaciag
Tpomnog kat pedodot Stéaokadiog Eaunvou
WPEG UEAETNC TOU
poutntn




ECTS

Epyaotnplakn Aoknon 78
QOpovtlotnplo

Workshop(s)

MpaKTLKn AoKNon
Mapouoldoelc-NMpoBoAég-ALOAEEELG 39
Sepwapla 7

Atadpaotikn Stbaokalia
Exnoévnon perétng (project)
Zuyypadn epyaciag

MeAétn & avdaAuon BLBAloypadiog 5
‘Epeuva nebiou

EKTOLOEUTIKEG ETILOKEPELG 6
Autovoun epyacio & project 45
YHvoro Mabnpatog 180

Apaotnpléotnta — Péprog Epyaociog EEaprvou

Inueiwon: O ¢poptoc epyaciag katavéuetal o 13 eBSouddeg
SibaokaAiag ava e€aunvo. OL 6 wpeg ePfdopadiaiog
€PYAOTNPLOKAG GQOoKnong mepllappavouv kabodnyouuevn
MpaKtTk €€doknon o€ Programming (Processing), 3D
Yxeblaon kat Animation (Blender), Omtikd Mpoypappatiopd
Mpaypatikou Xpovou (Cables.gl), Avamrtuén Video Games
(Godot Engine) kat Fevvntiki Texvnt Nonpoouvn (ComfyUl).
OL 3 wpec mnapoucldcewv-Slaré€ewv  efSopadlaiwg
adopolv Bewpntikd umoPabpo, LoTtopia aAyoplOUIKAC
TéEXVNG, avaAuon €pywv, mapouciaon pipeline concepts. H
KOTOVOUN XPOVou HeTOEU epyoheiwv peTaBAaMetal avd
efaunvo oludwva e To Tteplexopevo Sidackaiiag. OL wpeg
napoucldoswv-Slalé€ewv adopolv Beswpntikd UTORAOpPO
OAYOPLOULKNG  TEXVNG, TOPOUCLACEL KAAALTEXVWV Kol

avaluon €pywv.




AZIOAOMHzH OOITHTQN

1. Nwoocoa AfloAdynong
EAAnVIKA

2. MébBobol afloAdynong

A. Epyaotnplakég epyaocieg e€aunvou (50%)

KaBe e€aunvo meplhappavel OEUATIKEG  QOKNOELC
KALLOKOUUEVNG SUOKOALOG TIOU OVTLOTOLYOUV OTLG EVOTNTEG
Tou pabnuoatog. Kabe doknon afloAoyeltol wg MPOG: TEXVIKA
ekTENEON, £vvololoyikr] cuvoyn, aflomoinon tou pipeline

(oUvbeon epyaleiwv) Kal Tekpnpiwon.

B. TeAKO ELKOOTIKO project e€apunvou (25%)

OMokAnpwpévo PYnolakd 1 Slapeoikd €pyo mou aflomolel
TouAdylotov SUo epyaleia Tou pipeline. Zuvodevetal anod
concept statement, texvikn Tekunplwon (epyaleia, KwdKag,
pipeline workflow, process documentation) kal mapouaciaon

EVWTILOV TNG opadag.

[. JUMMETOXN OTO epyaoctnplo Kol €€EALEN ONULOUPYLKAC
nopelag (25%)

Evepyr) mapoucia oTIC £pyactnplakeég ouvedpieg, cupBoAn
OTLG OMASIKEC oUINTAOELG, KOl TEKUNPLWHEVN £EEALEN HEOW
storyboard kat process journal. AfloAoyeital n kavotnta
apBpwong Snuloupylkng mpdbeong kol n  otadlakn

wplpavon TN elkaoTtikAg okEPNG.




Inueiwon: H aflohoynon elvat  ouvexng (formative
assessment) kaB' 6An tn Sidpkela tou e€apnvou. O TEAKOC
BaBuoC mpokUTITEL Ao ToV OTABULOUEVO HECO OPO TWV TPLWV

GUVLOTWOWV.

3. Kpunpla a§loAdynong epyoclwv e€arvou

1. Texvikn aptdtnTa Kat aglomoinon pipeline (30%)

OpBr] Xxprion TPOYPAUUOTIOTIKWY SOPwWY Kal epyaleiwv
(Processing,  Cables.gl, Blender, Godot, ComfyUl).
AeToupykotTnTa KWdLka, molotnta 3D MOVIEAWV, TEXVIKN

TLOAUTTIAOKOTNTO AVAAOYN LE TO €Mtinedo omoudwv.
2. Evvololoyikn ouvoyr (30%)

Jadng olvdeon HEeTAfU KOAALTEXVIKNG LOEQC KOL TEXVIKAG
vlomoinong. Tekunplwpévn emloyr epyoleiwv Kal HECWV

mapouciaong.
3. Tekunplwon kat mapouvcioon (20%)

Mowdtnta tekunplwong (concept statement, oxoAlaopog
kwdlka, pipeline documentation). Ikavotnta mapouciaong
KOl KPLTIKNAG avAAUONG Tou €pyou pe avadopd o GXETIKOUC

KaAALTEXVEC Kal OswpnTikd mMAaiota.

4. EEENLEN kal avtamdkplon og avatpododotnon (20%)

Jtadlakn PeAtiwon katd tn Sldpkela Tou e€aprvou.
Evowpdtwon oxoliwv amo peer reviews, mid-reviews Kot
S16A0KOVTEG.  IKAvOTNTA aAUTOOELOAOYNONG KOl  KPLTLKOU

QVOOTOXOOUOU HECW process journal.

4. MNpoécBaon otoug PpoltnTég

Mpodopikn evhuépwon dottntn
BaBuoAoyikr aflohoynon (yparmto/epyacia/ueéTn)




Anuoéola mapoucioon épyou/epyaaciag
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