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Tpomocg vAomoinonc tnc epycciog

Bpnkoyle TI¢ TNYEC HOC HEGW €PEVVAC OTO SLASGIKTUO

ASLOAOYNOQYLE TV EYKUPOTITA TWV TNYWV (AvaZntn on e&e1dikevong
ouyYpadEX, Kol TPWTOTUTOU KELHEVOU GTO 0Toi0 facioTnke)

2UAAEEoE TANpOodOpleC artd TIC TNYEC TIC LETADPATALE OTX
EAANVIKA KAl TIC CUUTUKVWOXLE OTNV TEAIKT) TOUC HopdrT)

dricéape mAaylotitAoug yia kaBe Ogpatikn evotnta

2uvOeocayie To GSVO(plO yLo Ty Gwvr) Tov apnynTr) TNV omoio
kataypdpope péow Elevenlabs

Bprkope eikoveg

YuvOeoape kot emeEepyaotnkape To Pivreo otnv edappoyn filmora
bEPVOVTAC TO TNV TEAIKT] TOU popdT)



https://elevenlabs.io/

Tpiodidotoro Movredo (3D)

° [ )
Anpiovpyia TplodldoToTOU Tpthpeg

F[OV‘[ é}\OU T T,

* 2XEJOUOC PACIKWY OYNUATWV
(1t.x. vepo)

* TTpooOnkmn xpwpdtwv ko vpwv
* PUOUION GWTIGHOU Kol KAPEPOC

 TeAkn) artéSoon (render) tov
LLOVTEAOU




Epyoieia rov ypnoipomomOnkoy

* Google Gemini

Epyoeio teyvntiig vonpoouvng mou
dnpovpyel ko eme€epyaleTol Kelpeva Kol
EIKOVEC.

* Blender

[Tpoypoppa yloe Snpovpyia ko eme€epyoocio
tplodidotatwy (3D) povredwy, kaBmg kot yio
v anodoon (render) TEAIKWV EIKOVWV.




Tpomocg ypronc twv epycieiwv

Bl Google Gemini

« XpnoipomomOnke yi
Onuovpyic ko emeéepyaocio
£IKOVWYV e T Bonfeia texvnTig

VOT|LOGUVT|C.

« XprnotpomomOnke yio tn
dnpIovpyia Kot emeEepyociot Tou
tplodidotatov (3D) povrédov.




Xpnomn tov Blender

Xpnotpomotrjoope éva epyaAsio mouv dnpiovpysi tplodidotata (3D) povréAa
QUTTO E€IKOVEC, YIX TNV KATHOKEUT) TNG TPLPOUC KXL TOU TTETPLVOU TOLXWLOTOC.

[TapakorovOnoape exmoudevtikd Pivteo, wote va eéotkelwBolpe e to Blender.
2to Blender dnpovpynoape tnv emidpaveia touv vepo, mpocsOesaie vheC Kot
bwTioud, pubpicaps TNV KAUEPA KX VAOTTOCLE TNV Kivijon (animation).




[Tepiparrov emrelepyaoioc 3D povrerov - Ipv
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[Tepiparrov emelepyaoioc 3D povréAov - Meta
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2.0C EVYOPLOTOVE YIX TOV XPOVO GOC

Méoa amo awtr) TV epyocia
yvwpioope kaAvTepa Ty
tpll‘] pN Ko Tn onpooio tng
O(pXO(lO‘ET]‘CO( [MTapdAinAa,

&Oope va Péoyvoupe kat va
ailokoyovps nAnpodopieg,
AL Kol VO ouveEPY(OOOTE
TILO OUTTOTEAEGLOTIKAL,

H dnpiovpyic tov 3D povtédov
ntav pa evoladepovoa
UTELPiQL, YTl CUVOUAOUHE TN
YVWOT) HE Tr) STHIOUPYIKOTITA.
2 UVOAIKE, TOV [ govkew(
OV HOG Boq@nce vo paBoupe
KOUVOUPYLOX TIPALY LOLTOL HE TTLO
TPAKTIKO Kol EVYXAPLOTO TPATO.
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