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AnayopeUetal n avtlypadn, amobrikeuon kat Stavoun tng mapovuoag epyociag, €€ oAokApou 1 TUAMATOC
OUTNG, YL EUTIOPLKO OKOMO. EMITPEMETAL N avaTUTIwaon, anoBrkeuon Katl SLavoun ylo OKOTo Un KEPSOOKOTIKO,
EKTALSEUTIKO 1 €PELVNTIKNG ¢UONG, UMO TNV mpolmoBeon va avaypddetal n mnyn TPOEAELONG KAl va
Slatnpeital to mapov pAvupa. Epwtiuata mou adopolv Tn XpHon Tng epyaciag ylo KepSOOKOTIKO OKOTO
TPEMEL va aneuBUvovTal mPog To cuyypadEa.



EYXAPIZTIEZ

H napovoa SUTAwHATIKY epyacia oAokANPpwONKe EMELTO OO £VA OXETIKA EYAAO XPOVIKO SLaoTnua,
og €va OXL KAl TOG0 YVWwoTo oAAA evoLladEPOV OVTIKEIUEVO, OMWE AUTO TWV TEXVOAOYLWV ELKOVLKAG
TIPAYHOTIKOTNTAG Yo UTtoPBpUxLa Kot xepoaia meptpdAlovta. Tnv MPoomABeLd PoU aUTH UTTOoTHPLEE
o emPBAETIWY KABNYNTAG Hou K. Kwvotavtivog Kapavtlalog, LEAog Tou epyaotnpiou ThAEMLOKOTNGNG
Tou EBvikol Metoofou MoAutexveiou Tov omolo Ba BeAa va euxaplotriow Bepud, yla tnv eniBAePn
KOL TNV TOAUTLUN KaBodrynor] Tou Kabwg Kat yla tnv ddoyn Kal eMoLKoSOUNTIKH cuvepyaoia mou
elxape.

Eniong, euxoplotw tov K. Avdpea EA Zaép yla TNV UTOOTNPLEN TIOU oU TtapEixe KABWE e TIC EUOTOXEG
mapatnpnosl; tou pe kabodnynoe otnv emiluon twv MPOPANUATWY TIOU TPOEKUTITAV KATA TN
Sldpkela tng mapovoag peAétng. EmutAéov, 6ooug mapabEtouv avolytd UALKO Kal Bivteo kat ta
OXETIKA forum Kot opuadeg xpnotwv mou cuvERaAav otnv ekUddnon Tou AoyLlopikol ou amattiOnke
yla TNV uAomoinon tng epyaocioc.

T£Aoc, €éva LeyAAO EUXOPLOTW XPWOTAW oTov aUTUYd Lou, 0 omoiog OXL LOVO e oTAPLEE KoL ATAV Kal

mapapével mavta Simha pou Pe ayarmnn, katavonon kat Stopkn evbappuvon al\d auTtdg e mTapOTPUVE
VOl TIPOLYLLOTOTIOL0W OUTO TO PETATITUXLAKO TIPOYP O,

lwavva Mavtloutoou

Adrva, @eBpoudptioc 2019



NepiAnyn

H paydaia avantuén tng texvoloyiag, T0co yla tnv cUAAoyY TNAETILOKOTILKWY SES50UEVWV Kall
TNV avaAuor) toug, 000 KOL TNV OTTLKOToiNoNn Kal TNV ovamopdotoon Toug HEoW
tpodldotatwy  ypadikwy, €xeL cUUPBAAEL otnv UAomoinon TARBOUG ETUXELPNOLAKWY
ePAPUOYWV ELKOVIKNG KoL ETAVENUEVNG TIPAYHATIKOTNTAG. Mop’ 6N auTd, To KUPLO HEPOG TNG
€PEUVOG KOL OVAMTUENG OUYKEVIPWVOUV Ol QVATIAPOOTACEL] KOl OVOKOTOOKEUEG TOU
Xepoaiou mepBAAAovVTOG, ULag Kat n cuAAoyn Sebopévwy aAld Kol n ELKOVLKA TTAorlynon o€
QUTA €LVOL TILO EUKOAN, TIPOOLTH KAl EAEYXOMEVN, OE OXEON LE TNV AELOTILOTIA YEWLETPLKWV KOl
YEWYpODLKWY TAPAUETPWY. AVTIIOETWG, TO0O0 N ouAloyn KatdAAnAwv yla tplodidotatn
OVAKOTOOKEUN Kol povteAomoinon umofpuxiwv dedouévwy, 600 kal n dnuioupyia €vog
€LKOVIKOU UTtoBpuxLou TEPLBAANOVTOG E LKAVOTIOLNTIKA PEQALOTIKA XOPAKTNPLOTIKA SEV EXEL
pueAetnOel Wolaitepa. Ztnv katevBuvon autr, oto TMAALCLO TNEG SUTAWUATIKAG Epyaciog EyLve
pLo tpoomaBeta va peAetnBel n Stadikaoio Snuloupyiag KATAAANAWY HOVTEAWY, TOOO yLo
TOV Xepooaio 600 Kal ylo Tov umoPpuxto Koopo. Adou peAetndnkav, pe tn Bornbela
KATAAANAWV eMefepyaolwV Kot AOYLOULIKWY, OL TEXVIKEG AVAAUCNC KOL QVOTTOPACTACNG TWV
3A povtélwyv, autad afloloyndnkav wg mpog TtV KATaAANAOANTA TOUG ylol Tn XPHon o€
£PaPHUOYEC ELKOVIKNG KOl EMOUENUEVNC TIPpAYUATIKOTNTOC. H afloAdynon mpaypatonol)nke
HE TNV El0aywyn TwV MOVIEAWV Of Miot pnxovh Toyviowy Kol EKTIUAONKE n
QIMOTEAECHATIKOTNTA TWV TIPOEMELEPYOAOLWY YLla TNV BEATLOTN OTTIKOMOLNGN KAl ELKOVIKNA
TLEPLNYNON OTLG TIEPLOXEG UEAETNC. TETOOU €ldoug PEAETEG CUUPBAANAOUV OTNV EKUETAAAEUON
UTIOBPUXLWV Kal BaAACoLWV SESO0UEVWYV VLA TNV KATAOKEUT) KOl povteAomoinon 3A €lKOVIKWY
PEOALOTIKWY HOVTEAWV XPNOLHWV Yo TIANBwpa edappoywv Onwg OaAdoolec Kot
UTIOOAAACOLEG KATAOKEVEC, TIOALTLOUOG KOl TOUPLOHOG.



Abstract

The rapid development of remote sensing technology regarding both data acquisition and
analysis, as well as the development of novel tools and technology for their visualization and
representation through 3D computer graphics has contributed to various virtual and
augmented reality applications. However, the majority of the research and development
efforts have been concentrated in the reconstructions of terrestrial environments, due to the
fact that both data acquisition and virtual navigation is technically easier, more efficient and
controlled, in terms of evaluating the resulted geometric accuracy. On the contrary, the
acquisition of proper underwater data that are suitable for modelling applications, as well as
the creation of a virtual underwater environment with realistic features have not been yet
adequately studied. To this end, in this master thesis, the process of creating suitable models
for both onshore and underwater environments was studied. After having implemented the
required techniques for developing the 3D models, all the pre-processing steps were
evaluated for their effective exploitation in virtual and augmented reality applications. The
evaluation was carried out by integrating the models into a cutting-edge game software
platform. The goal was to assess the processing pipeline as per its effectiveness on the topics
of optimal visualization and virtual touring in the study areas. Such studies can contribute to
the exploitation of underwater and marine data, for the creation of 3D virtual realistic models
useful for a variety of applications such as marine and submarine constructions, cultural
heritage and tourism.
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Kepdaiawo 1: Eweayoyn

1o Mapov KepaAolo Ba MOPOUCLOOTOUV TO KIVNTPO Yyl TNV €KMOVNON TNG TOPOUCOC
gpyaciog, TO QVTIKELHEVO Kal OL OTOXOL TNC KaBwe Kol EL0AYWYLKA OTOLXELD Yl TN
neBodoloylia mou vAomolOnke.

1.1 Kivntpo

Tnv televtaia dekaetia £xel onUelwBel onuavtikn e€EALEN OoTA TNAETILOKOTIKA CUOTH AT
kataypadng, pe MANBwpa aodnTApwv mou kataypddouv oe SLAPOPETIKEC TTIEPLOXEC TOU
NAEKTPOUAYVNTIKOU PACUATOG, CUUTEPIAAUPBAVOUEVWY KOL TWV EVEPYNTIKWY CUCTNUATWY
TIOUTOU-8€KTN OMWG Pavidp, TOAUSECUIKWY TOAUACUATIKWY aKouoTwkwy, lidar, K.o.K..
Tautoxpova, n npododog oto nedio Twv peBodwv avaiuong kat xaptoypddnaong tou puoikou
TEPLBAANOVTOG, ETUTPETEL TTAEOV TNV TIAPAYWYI —O€ TTOAAEG TIEPUTTWOELG KAL ETILXELPNOLAKA-
TIANB0oUG SESOUEVWV KaL YEWXWPLKWV TIPOIOVTWY, TO OTtola TTapEXouV oToV TEALKO Xpriotn 2A
kat 3A MAnpodopieg yla Stadopa aviikeipeva Kot teploxeg evoladépovtog. H e€€AEn emiong
oTNV TEXVOAOYLA TWV NAEKTPOVIKWV UTIOAOYLOTWV (T.X. KAPTEG ypadlkwyv TOAAATAWY
TIUPAVWV) KAl Ol ONUOVTIKEG SuvaTOTNTEG YPADLKAG ATIEKOVLONG £XOUV KATAOTAOEL Suvath
TNV OAoéval Kal TIO TOTH Tpooopoiwon Ttou ¢uolkou Koéopou. Ta debopéva, n
avamnopdotaocn kat PndLokr avokatackeun Tou puolkol KOOUOU UTtopEl va tpooeyyileL o€
LKAVOTIOINTIKO TIAéov PBaBud tnv moAumAokotnta Ttou d¢uokol TePLBAAAOVTOG, Twv
avOPWTILVWV KOTOLOKEU WV, TN PEAALOTLKN KAl SUVOLKY ETdpacn Tou GwTOG OE L OKNVA OF
€VOL QAVTLKELPEVO, TNV PEAALOTIKI TTPOCOMOLWON TNG KIVNONG TWV AVTIKELULEVWY, K.O.K..

o 1o xepoaio meptBariov ta cuotripata cUAAOYNG TNAEoKOTIKWY dedopevwy (bopudopika,
evaépla eMavOpwHeva Kol pn-emavopwpéva, emiyela, kok) kot ol pebodol enefepyaoiag
€xouv pehetnBel oe onuavtikd Babuo, evw Tauvtdxpova n avamnapdotacn, n povielonoinon
Kal N 3A OVOKOTOOKEUN TWV QVIIKELLEVWY TIAPAYEL NON PEAALOTIKA ATMOTEAECHATA YLO TNV
mAonynon o€ 3A ewkovikd meptBaiAovta. AvtiBeta, oto umoBpuxlo eptBailov, n cuAloyn
b6ebopevwy amookomel o€ PEYAAEG KALMOKEG KUuplwg, yla TNV mopoaywyn PBobupeTplkwy
XOPTWY, ULaG Kat n cuAoyn moAudacpatikwy ontikwy dedopévwy Sev ival akopa ePiktn
ETUXEPNOLAKA AdYw TNG amoppodnong TNG NAEKTPOUAYVNTIKNAG akTvoBoAilag amo to vepo.
Tautoxpova, pueBodol kat Texvikég enefepyaoiag dedopeévwy (omtikwv RGB ewkovwy) amod
ROV, AUV, K.0.K. OTOXEUOUV KUPLWG OTNV TOPAYWYN HWOOiKwv SeS0UEVWV/EIKOVWVY UE
QMOTEAECHA TNV KN TILOTA YEWMETPLa Touc. Emiong, ol StaBeoipeg peBodol avanapdotacng
Kall 3A omtikomoinong dev £xouv peletnBel te€odika yia umtoBpuyta meptBailovta.

Mpog tnv katevBuvon autr, Baolko Kivntpo tng SUTAWMATIKAG amotéAece n Slepelvnon
HEBOSWV enefepyaoiag 3A LOVIEAWV yLA TNV AVOITAPAOTOON OVTLKELULEVWY KAl N cUYKPLoN
Kal a§LOAOYNON TNG OTTIKOTONONG O€ Xepoaia kat urtofpuxta meptpaArovta. H alomoinon
VEQG EPEUVNTIKAG YVWONG KOl KALWOTOUWY TEXVOAOYLWV ylot TNV avadelEn tou eAAnvikou
mAoUTou, aAAA Kal n eAelBepn mpooBoon ota emloTnUoviKa dedopéva Kal n petadopd
ETULOTNMOVIKAG YVWONG OTO €UPU KOO, €lval TAEoV €DLKTN Kal Umopel va odnynoeL otnv
avamtuén VEWV TOUPLOTIKWY TIPOTOVIWY, UTINPECLWVY KAl SpacTNPLOTATWY, TIOU HE TN OElpa
TOUG MMOPOUV Vva TIPOCEAKUOOUV TouploTeG yevikoU n/kat edlkol evdladEpovtog.
MapdAAnAa n eLcaywyn TEXVOAOYLWV ELKOVIKNG TIPAYUATIKOTNTAG 0To Wolaitepa evdladepov
Kol Ewg onuepa dUokoAa “mpoaoeyyiolpo” unoBaAdoaoto meplBAANov amoteAel mPoOKAnon yLo
pLo e€€LSIKEVUEVN ayopa.
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1.2 AvtiKkeipevo kat Ztoyol

Avtikeipevo tng epyoaociac amotédeoe n Emefepyacia TnAemokomkwyv AsSopévwv Kal
Mpoiovtwy yla tn BéAtiotn Alaxeiplon kat Omtikomnoinon toug o Ewkovika MeptBaAiovta.
JUYKEKPLUEVA, TnAeTLoKomIKA Oedopéva, opBoelkdveg kot 3A poviéda avaAudnkav Kot
enefepydoTnKav yla TNV mopaywyr SLopopeTIKWY LOVTEAWY avamapAoTacn XEpoaiwy Kat
UTIOBPUXLWV TIEPLOXWV KOl QVIIKELWEVWY. Baolwk emblwén amotéAece n MOOOTIKA Ko
TIOLOTLKN) A§LOAOYNGCN TWV TEXVIKWY EMEEEPYACLAC, N AVOKATAUOKEUN SLAPOPETIKWVY LOVIEAWV
He Stadopetikd enineda mAnpodopilag KoL N EKTLLNON TNG AMOTEAECUATIKOTNTAG TOUG YLt TV
BéATiotn omtikomoinon Toug o€ elkovika mepLBaAAlovta yla Stddopeg ePAPUOYESG ELKOVIKAG
Kol EMOUENUEVNG TIPAYLATIKOTNTAG.

MeAetiBnkav oL onUePVEC SuVOTOTNTEC ylol TN OCUCTNMATIKA Kal okplBry kataypadn,
xaptoypadnon Kol peaAloTiky PndLokn amelkovion tou GuolkoU KOOHOU, HE OKOTO TNV
Snuouvpyla MAATPOpUAG TEPLAYNONG O ELKOVIKA TepIBAAOVTA KoL PEOALOTIKEC
QVATIOPAOTACEL TIPOAYHOTIKWY TOTIOOECLWY TOUPLOTIKOU KO LOTOPLKOU €vOLabEPOVTOG.
Tétola mepBAAAOVTO LECW TNG ELKOVIKAG KOL EMAUENUEVNG TIPAYLATIKOTNTAG, TTOAPEXOUV TN
duvatotnTa Yl OMOMOKPUOUEVN €miokedn, Yeyovog mou eival LSlaitepa onUAVTLKO yla
tonoBeoieg mou n mpooPBaocn eivat SUokoAn/ emikivduvn iy umtoBpuxLo meptBairiov, onniala,
noaiotela, K.0.K. ] akOua Kot oTn popdn mou eixav oe AAEG LOTOPLKEG TtepLodoug, pe Baon
TA OPXOLOAOYLKA, LOTOPLKA, YEWAOYIKA SeSOpEVA TTOU EXOULE.

Tétola edpappoyr] TWV VEWV TEXVOAOYLWV ELKOVIKNC KAl EMOUENUEVNG TIPAYUATIKOTNTOG
oUVAVTATOL VL0 TTOPASELY O 08 HeyAAQ HouoEia, OTwg To Mouaoeio Tng AKpOTOANC, OTIoU O
ETUOKENTNG £XEL TN SuvaTOTNTA TNC EUMELPlOG HLAC ELKOVIKNG TEPLRyNong otnv Apxoia
AkpOToAn TG ABrvag, mou £xeL avamapoxOel motd otn popdr) TToU EiXE OTNV LOTOPLKI) ETOXN)
TOU XpuooU alwva Tou MePKAr, XPNOLLOTIOLWVTAG OAEG TG APXALOAOYLIKEG KOl LOTOPLKEG
YVWGOELG TIOU €XOUE YLA AUTH.

ErtumtAéov, emixelpriOnke n avadelén twv 3A xepoaiwv LOVTEAWV Ta omoia SuVNTIKA UMopEl va
XPNOLWEVOOUV OTNV €PUNVELD YEWAOYIKWY/ YEWUOPPOAOYIKWY XOPAKTNPLOTIKWY Kal Kot
ETEKTAON TNV OTTLKOTIONGON TOUG O £va ELKOVIKO TiepLBalov. Tautdxpova Kot PE TTOPOUOLO
TPOTO TN cUYKPLON TNG Stadkaolog yla mapaktia Kot urtoBaAdooia teptBailovra.

1.3 Mz£0o8oAoyia kat YAoTroinon

H YndLakn avakotookeur TOUPLOTLKWY KoL OpXOLLOAOYLKWY XWPWV YiVETAL KATd KUPLo Adyo
HE TN Xpnon texvikwv doun-amo-kivnon (structure-from-motion) mou enttpémnet tnv akppn
Pndlokn avamopdotoon TEPLOXWY, OVTLIKEWLEVWVY KOL TOTIOYPOPLKWY, YEWAOYLKWY, K.OL.
XOPOKTNPLOTIKWV.

Ta dedopéva kal 3A povtéAa auTd prmopoupe va amoktnBouv pe diadopeg pebddoug. Ocov
adopa ta tonoypadikd dedopéva yla xepoaia neptBariovra, n pEBodog nou onpepa Sivel
To KOAUTEPQ ATIOTEAECUATA OE OXECN ME TN XWPLKA avaluon sival n aspodwtoypadlon Ue
un emavépwpéva okadn (drones). Ocov adopd tnv Yoptoypddnon twv umobaldcoiwyv
TeEPBOANOVTWY, QUTA YIVETOL HECW CUCTNUATWY AKOUCTIKWY alodntipwyv OnMwe autd Twv
noAamAwv Sesopwv (multibeam sonar) yia BaBupetplkéc epapuoyéC. Mo tn culhoyn
omtikwv dedopévwy, Ta omoia Umopouv va tapdyouV 1000 PndLakd pHovteda emidpAveLag
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000 Kal opBoelkoveg (yia udn) ot umoBpuxleg MAatdopueg AnPnc amoteAovvtol cuvnOwg
amo ovothuota ROV 1 AUV (auTOvopwv 1) HE QTTOMOKPUOUEVO €AEYXO UTIORPUXLWV
oXNUATWV/ CUCTNUATWY).

Meta tn ouAloyn twv Sedopévwy, TPAYUOTOMOLETAL N enefepyaoia TwWV TPWTIOYEVWV
glKoVIKwV dedopévwy (RAW data) péow €L6IKWV TPOYPAUUATWY, TIOU PETATPENOUV T RAW
S6ebopéva oe éva 3D povtéAo oAU uPnAng eukpivelag-availuonc os popdn obj. Xtn ik pog
MEPUMTTWON  aUTO Tou  emAéXTnKeE elvat  to  online mpoypappa  COLMAP
(https://colmap.github.io/).

To anotéAeopa tng moapanavw Stadikaciog, unopet va swoaxBel kot va enefepyaotel anod
oxedlooTika npoypaupata enefepyaciog tpodidotatwy (3D) ypadkwy. M' autd to otddlo
™G Stadikaciag emAéxOnke to oxeblaotikd 3D mpdypappa Blender mou eival dwpedv kat
avolxtol kwdika (Opensource) Kot Pe TOAU LKOAVOTIOLNTIKEG ETILOOCELG. 2TO TIPOYPAUUA
Blender mpaypatonotOnke n enefepyacia tov VPNANG avaAuong LOVIEAOU HECW TEXVIKWY
Retopology mou emitpénouy TN Helwon Tou aplOpol Twv MOAUYWVWVY KoL TNV avaAuon Twv
6ebopévwy xpwpatog (textures) mou to amoteAoUlv, Slatnpwvtag oto peyaAutepo Suvato
BaOUO TNV EUKPLVELA TOU, WOTE QUTO Va UTIopeL va “hoptwBel” oTn CUVEXELD OE LA LnXavA
NAEKTPOVIKWV TIOLXVLOLWV LE OGO TO SUVATOV ALYOTEPEC ATIALTHOELC OE UTIOAOYLOTIKI) LOXU.

Adou Aoutdv oAokAnpwOeL kot autd To 0TAdL0, T HOVIEAQ AUTA €lonxOnoav otn pnxavn
NAEKTPOVIKWY Ttatxvidtwv Unity, n omola eivatl pia amo Tig mo LoXupEeG auTh TN OTLYUN yLa TN
PEAALOTIKN ameLlkovion oAUTIAOKwVY 3d povteéAwv. 2To ev Adyw meptBailov, Snuoupyndnkav
oL poutiveg ywa tnv efopoiwon Twv duokwv Toug olotnTwy, O6nAadn tov TPOTO
ocupumneplpopdg toug otnv emidpaocn Twv ¢uolkwv Suvdpewv, KaBwg Kol Tou TPOTOoU
XEPLOUOU TNG KAUEPAC QIO TOV XPNOTN, yla TNV ETITEVEN MLOC PEOALOTIKNG ELKOVLKAG
TIEPLYNONG O€ QUTAL.
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Kepaiaro 2: Ocopntiko YropaOpo

Y10 mopoV KeDAAaLo oPoucLAloVTaL N ELKOVIKI EMTAUENUEVN KOL LELKTH TIPAYHOTIKOTNTA, OL
TEXVIKEC HovteAomoinong, ta 3A ypadlkd UTOAOYLOTWY, TA AOYLOMIKA TPLOSLAOTATNG
oxedlaong, ol punxaveg rmaxviStwy Kat el8tka n Unity3D.

2.1 Ekovik1), Emavinuévn kat Mewetn lpaypatikotyta

TNV mapoloa evotnTa TEPLypAdovTal aVaAUTIKA oL LOPDEG TIG ELKOVLKAC TIPOYUATIKOTNTOG,
n enBuOLoN, o pubuOG petadoonc elkovwy kal to Virtual Reality Headset.

2.1.1 Eikovikri MNpayuarikotnta

MoAAEg kot Tolkideg epunveieg €xouv 600el TG TteAeutaieg SeKaETIEG TPOKELUEVOU VA
anodobel 600 10 Suvatdv MIOTOTEPA O OPOG ELKOVIKA TPAYUATIKOTNTA. O OpOG KELKOVIKA
TIPOLYHOTLKOTNTO» XPnolpomoliOnke ywa mpwtn ¢opd amod tov Jaron Lanier to 1989, tov
TIATEPQ TNG ELKOVIKAG TIPAYUATIKOTNTAG TToU £€Swoe Tov €§AG 0pLopd « Eva aAAnAeTLdpaoTLKO,
tplodldotato mepPBAAov PTLayUEVO amO UTIOAOYLOTH) OTO OToilo WMopel KAmolog va
eUPBUOLOTEL ». H ELKOVIKN TPAYUATIKOTNTA XPNOLHOTIOLEL NAEKTPOVIKOUG UTIOAOYLOTEG YLa val
ONULOUPYROEL KAL VO TIPOCOUOLWOEL UTIAPKTA Kol 1N TepLBAAAovTa amo ta onoia o XpRotng
€xel ™ YPevdaioBnon otL meplPaletal koL oto omola pmopel va KivnBel eAelBepa,
oAAnAoemdpwvtag mapdAAnAa Le Ta avIKEPeEVa Tou eptlapfBavouy onwe Ba ékave Kat
OTOV TIPOYHATIKO KOGUO.

Mo va eivat emtuxng n eLBuBLon tou xpriotn oto MePBAANOV TNG ELKOVIKNG TIPAYLATIKOTNTAG
elvalt onpavtikd va amopovwBdel o 6log kol oL aloBnoelg Tou aAmoO TNV UTOPKTH
TIPOYHOTIKOTNTA ETUKAAUTITOVTAG Ta gpebiopata tou aAnbwol kdopou He avtiotoa
ELKOVIKA, dTIaypéva amd To oUOTNUA TNG ELKOVIKNAG TPAYUATIKOTNTAG. Elval mpwtapxikng
onuaoctag éva oUOTNUO ELKOVIKAG TIPAYUATIKOTNTOG VA TIAPEXEL KAT OPXNV OTEPEOCKOTILK
ELKOVOL KOl OTEPEOOKOTIKO N)XO. EAV TO €lkovIKO TepIBAAAOV CUUTIEPLDEPETAL OTIWG KAl TO
TIPAYUATIKO TOTE N OAn gumelpia mMou Oa AMOKTNCEL O XPrNOTNG UMOPEL va €ival AKpwE
PEOALOTIKN.

Ewkova 2.1.1: Virtual Reality
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MNapdAAnAa moAAG BLBALa KoL TALVIEG EMOTAMOVIKAG davtaciag Snuoupynoav XopaKTNPES
«TIOYLOEUMEVOUG OTNV ELKOVLKA TIPAYUATIKOTATA». H mpwtn Tawvia palkng anodoxng tou
XOAwyouvt ntav To «Tpov» Tou €touc 1982 Kal oL o YVWOTEG UE avadopd TNV ELKOVIKN
TPAYUATIKOTATA OL Towiec twv adepdwv Wachowskis, Matrix. TéEAog, Sev mpémel va
oyvorooupe OTL N CUVEXAG avamtuén tng texvoloyiag divel tn duvatotnta yia avoBaduwon
™¢ euBUBLONG HEow TNG BEATIWONG TWV CUOKEUWV OAAA KoLl TG SuVATOTNTAG ATIOKTNONG
TOUC AOYWw XapunAou KOoTtouc. Hon £xouv KUKAOPOPIOEL OTNV AYOPA TOL EUTTOPLKA LOVTEAQ UE
mo Stadedopéva kat Snuodhr ta Oculus Rift, to Card Board tng Google kat to Gear VR tng
Samsung.

2.1.2 Enauvénuévn lMpayuarikotnta

Mpokettat yla o texvoloyia SLadopeTiki amd TNV ELKOVIKH TIPOYHOTIKOTNTA AV KoL €XEL
OPLOMEVOL KOLVAL XOPAKTNPLOTIKA UE authv. Elval éva Taxéwg avamtuooOpEVO EPEUVNTIKO
nedlo 0TO XWPO TNG ELKOVIKAG TpayuaTkOTNTAG. Emauvénuévn mpaypatikdétnta eival n ot
TIPAYUATIKO XPOVO Aleon 1 EuPeon BEaon evog puoikou, mpaypatikol mepBAAAOVTOG, TOU
omolou Ta oOTolElo emauvfdvovtol amo OoTolXEld avamopayOUEVO aANO CUOKEUEG
UTTOAOYLOTWV, OTIWG NX0¢, Bivteo, ypadika r dedouéva tonobeaiag. O 6pog slonxOn to 1992
arnod tov Tou Kaouvtel. Mapddetlypa emav§npévng mMpoypaTkotnTag ATaV N epapuoyn twv
HUDs ota poxntikd aepookadn. AAEG £DOpUOYEG TNG EMAUENHEVNG TIPAYUATIKOTNTAG
oxeblalovral eite yLo UTIOAOYLOTEG e KATtoloU €iboug Head Mount Display ite yLo CGUOKEUEG
XEPOG Omwg ta Kwvntd tnAédwva (Ewova 2.1.2), TAUMAET [ MPoowrikoUs YndLakoug
BonBoug (PDAs).

Ewova 2.1.2: Emauénpévn ﬁpayuatmétnm (Pokemon 2016)

2.1.3 Mewtri Mpayuarikornta

Avadépetal Kol w¢ UPBPLOIKA TPAYHOTIKOTNTA €lval N CUYXWVEUCN TPAYUATIKWY Kol
ELKOVIKWY KOOHWV yla TNV Tapaywyn VEWV MePLBOAAOVIWY KoL OTTIKOTIOIOEWY, OTou
duowkad kat Pndlakd avrtikeipeva cuvumapyxouv kat oAAnAoeridpouv peTall TOUCG Of
TIPAYUATIKO XPOVO. H ULKTH TpayUATIKOTNTO cUVOUATEL KOL CUYXWVEVEL TOCO TNV EMAUENUEVN
TIPOLYHOTLKOTNTO 000 KAl TNV EMAUENUEVN ElkoviKOTnTa (Ekova 2.1.3).
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Ewkova 2.1.3: MIKTH TpayHaTikotnTa

2.2.4 Enauvénugvn Eikovikotnta

Emauénuévn €lkoviKOTNTA €lval N CUYXWVEUON OVTIKELLEVWVY TOU TIPAYUATIKOU KOOUOU OF
€lKOVIKA 1| PnoLakd meptBailovra. Avadépetal SnAadr), 0 ELKOVIKOUG XWPOUG OTIOU ATOUA
Kal pUOLKA QVTIKELEVA EVOWHATWVOVTAL SUVAULKA ETLTUYXAvovTag TNV aAAnAemnibpaon pe
TOV ELKOVIKO KOOHO OE TPOYHATIKO XPOVo. MTMOpoUUE va TIOUHME OTL N emaunuévn
ELKOVIKOTNTA amnoTeAel TNV avtiotpodn Stadikacia TNG EMAUENUEVNG TTPAYHUATIKOTNTAC.

AugfiientediReality

-

e,

Ewkdva 2.1.4: S0yKpLon TNG EMOUENUEVNC TIPAYHATIKOTNTAG KOL TNC EMAUENUEVNG ELKOVIKOTNTAG

| Mixed Reality (MR) |

< -

Real Augmented Augmented Virtual
Environment Reality (AR) Virtuality (AV) Environment

Ewkova 2.1.5: The Reality-Virtuality Continuum
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2.1.5 EupuBion (Immersion)

Ol OUOKEUEG ELKOVIKAG TIPAYUATIKOTNTOG KAVOUV XPron TOANOMAWYV TEXVOAOYLWV. €
ouVOUOOUO HE TIG TEXVIKEG TOPAYWYNG PWTOPEAALOTIKWY YpadlKwy TIou BeATiwvovtal
OUVEXWG, TO QMIOTEAECHO ELVOLL KATL TTAPATIAVW OO TIELOTIKO. Ta VR Headsets otoxsUouv atov
OTOKAELOHO TOU XPNotn amd To e€wTteplkd Tou TePBAAAov. H avtikatdotaocn Ttwv
£peOLOUATWY TOU TIPAYHATIKOU KOGUOU LE AUTA TOU £LKOVIKOU TteplBaAAovtoc sival {wTKNg
onuaoctag. Q¢ yvwoTtov ol GNUOVTIKOTEPEG aloBnoELg yia TNV avtiAnyn sivatl n 6pacn, n akon
kat n adn. H akon kot n adn eivatl eUKOAO va AvIKOTAOTABOUV HECW TWV OKOUOTIKWVY Kol
Twv eldlkwy TepLPepeELlOKWY cuoKeLVwY. H Baolkn mpokAnon kat n peyalutepn SuokoAila
€yKeltal otnv opacn. O eykédalog mapexel TNV aiobnon tng WolodektikotTnTag. MECW TNG
aiobnong autig umopoupe va avtiAndBoupe ol Bpilokovtal Ta AKPO LaG OTO XWPO Kal va
TIPOCOVATOALOTOUME Otav To KeDPAAL Kweltal mpog kamowa katevBuvon. 0Otav
XPNOLLOTIOLOULE TOL ELKOVIKA AKPA, 0 EYKEPANOG TELVEL VAL CUYXEEL TO ELKOVIKO TtEPLBAANOV UE
TO Mpaypatiko. MNpadayuatt, oe Sokpég VR ol xpnoteg tpafoloav avtavakAooTka Ta XxépLa
TOUG aImO A €lKoviky ¢wtid. Evag akplBnig cuvduaouog xpwudtwy, okioaong kot edé
dwTopoL elval amapaitntog yla va dnpoupynBel Evag peaAloTikog KOoUoG. Emiong, o Axog
TIPETEL va. €XEL KateVBuvon kat BABog, kal va TeplkAeieL Tov xprotn (to Aeyouevo surround)
WOTE va KAVEL TNV 0KOUOTLKA eUTeLpia e§ioou melotikn. Kabwg ek Twv mpaypdatwy ta headset
€XOUV OIMAQ OTEPEOPWVIKA OKOUOTIKA, Ba mpémel 0 NXoGg va aAdleL pe tnv kivnon tou
kedaALlo Tou XprRoTn.

Ewkova 2.1.6: Immersion (eufuUBLon)

Mo va eivat anmoteAeopatikn n epBUOLON, 0 Xpotng Ba mpémeL va unopet va SLepeuvrnoeL To
€LKOVLKO TtepBAAAov kal va eival og B€on va aAAAEEL TNV OTTIKA TOU ywvia Xwpic SuokoAia.
Mo va emiteuxOel KATL TETOLO PEMEL TA YpAPIKA va €XOUV OpKETA UYPNAR avdAuon. Entiong,
0 PUBUOG avavewaong TNG €lkovag va eivatl TouAdxlotov 30 kape ava deutepoAemnto (Frames
Per Second). To 6plo twv 30 FPS €xel Eemepaotel wg MPOTUTO MAEOV, HE TG CUCKEUEG TIOU
KukAodopoUv autr tn otypn va dtabétouv moAU mo uPnAouc puBuolg avavéwong. H
XPOVIKN KaBuaotépnon eival To HeyOAUTEPO EUMOSLO YLO TNV KATAOKEUT €VOC PEXALOTIKOU
€lKOVLKOU TteplBaAlovtoc. Av oL elkoveg mou daivovtal péoa amd to HMD (Head Mount
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Display) 6ev amoboBouv (6ev yivel rendering) apketa ypnyopa, n Yeudaicbnon tng
TIPAYUATIKOTATAG XAVETAL H Xpovikn KaBuotépnon HETafL Twy TPAEEWV TOU XPrOoTN KaL TG
oAAayn¢ oto £lkoviko meptBaliov ovopdletal Latency (Ewkova 2.1.7). O 6pog autog pmopet
€MioNg va xpnotpomolnBel yia xpovikn kabuaotépnaon o AAeg aloBntrpleg e€66oug.

MEAETEC UE TIPOCOUOLWTEG TITHONC SElXVOUV OTL Ol AVOPWTTOL UITOPOUV VO OVLXVEUGOUV L.
KaBuotépnon avw tTwv 50 YAlootwv tou SeutepoAémtou. Otav €vag XProTng aviyvelEL TO
latency, avayvwpileL tnv UMapén Tou TexvNTou TEPBAAAOVTOG Kol KataoTpédeTal n aiodbnon
™¢ euBUBLONC. Eav BEAou e 0 eykEPaAog va pnv elval og B£on va avixveUOeL omoladnmote
Bpadutnta oTLg elKOVEG TToU TtpoBdAlovtal, n kaBuotépnon MPETEL va eAaxLloTomolnBel katw
arnod ta 50 xthootd tou deutepoAentou. MNa mapddeyua, to Oculus Rift mapakduntel auto
TO BEpa PE MLOL TEXVLKN TIOU OL TIPOYPOUUATIOTEG armokaAouv "€éfumvn mapakoAouBnon”
(predictive tracking). Autr) n texvoloyia "pavtevel" oOu UMOPEL va KOLTAEEL O XProTNG Ko
naipvel éva mpoPadiopa kavovtag rendering to epBaAlov. EtoL eAaxLoTtomoleital o xpovog
anokplong, oe Alyotepo amd 30 xllootd tou SeutepoAémtou. Emiong, yla va mMETUXOUUE
peyoAUtepn epuPuBLon Ba pmopovoape va av§fooupe To péyeBog tng 00ovng. BEBata, pe tnv
avénon tou omtikoL mediou eival amapaitnto va BeAtwOel kat n avaluon tng 086vng wote
va SdatnpnBel kaBapn n ewova. Etol, aufdvetal n amaltoUpevVn UTIOAOYLOTLKN LOXUG.
Evbéxetal BEBata, va SnuioupynBoulv mpofARpota otnv andkpLlon ToU CUCTAATOG KOL OTOV
PUBUO avaveéwong TG EKOVOG. TENOG, TIPOKELEVOU va eTTEVXOEL 0 0TOX0G TNG aAnBLVNG
EUPBLOLONG, OLTIPOYPAUHUATLOTEG TIPETIEL OTO EAAOV va KataAnEouv o€ peBodoug eloddou mou
elvalt mo ¢uokég ywa toug xpnote¢. Oco o Xpnotng avayvwpilel TNV OCUOKEUN
oaAnAenidpaong, dev alobavetal pépog tou Pndlakol KOGUOU.

Latency

5 I

Input [ 1% ] g

Y t .
USB o< -] Pixel

Switching
Game k fﬁ ) Write

L’ Display

© Oculus-

Ewkova 2.1.7: H xpovikr kaBuotépnon HeTtafl Twy MPALewy TOU XpROTN Kal tr]c_aMayr']c OTO ELKOVIKO
nieptBarlov ovopaletal Latency
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2.1.6 PuBuoc uetabdoonc eikovwy (Frame Rate)

To Frame Rate (FPS r} frame per second) elval n ouxvotnta Qe tnv omoia gpdavilovral
SladoxIKEC elkOvVEG, oL ovopalopevec frame oe pla Kivoupevn 0Bovn. To Frame Rate €xel
povada pEtpnong ta Hertz. Xpovikn gvalwocBnoia (temporal sensitivity) eivat n eAdylotn
XPOVIKI SLAPKELA TTOU XPELALETAL 0 AVOPWITOC yLa val YiVEL avTIANTITO éva epéBLlopa. H xpovikn
gvalobnola kKalt n avaAuon tng avBpwmivng 0pacng MOLKIAEL avaAoya e TOV TUTO Kal Ta
XOPOKTNPLOTIKA TWV OMTIKWV £peblopdtwy Kat eival Stadopetikr) o kabBe avOpwmo. To
avOpwWMLVO OMTIKO cuotnua propet va enefepyaotel 10 €wg 12 €lkoveg ava SeutepOAETTO
Kol val TLG avTAN$Oel WG PEUOVWUEVES EVW TIEPLOCOTEPEG OTTO QLUTEG YIVOVTOL AVTIANTITEG WG
kKivnon. H 6éoun ¢wtdg mou mapdyetol omd MUl NAEKTPOVIKH) CUOKEUN OMwG n 00dvn,
Bewpeltal otabepn 6tav o pubuog Twv Frames kupaivetal petafL Twy 50 £€wg 90 Hertz. Ita
YPOPLKA TWV NAEKTPOVIKWY UTIOAOYLOTWY OKOMA KL OTNV ELKOVLKA TIpAYATIKOTNTA TO frame
rate elval eé€xovoag onuaociag kabBwg kabopilel eav ta Swadoxwkad frames Ba yivouv
QVTIANTITA amd Tov €YKEPAAO WG HUEMOVWUEVEG €LKOVEG N €dv Ba mpoodépouv TNV
PevdaiocBbnon tng kivhong.

OLOUOKEVEC TNG ELKOVLKNG TIPAYLOTLKOTNTAC amattolv ouvrBwc oAl uPnAo frame rate wote
va dnuioupyrnoouv tnv suxaplotn Peuvdaiodnon tng opaAng kivnong. H emniteuén vpniol
BaBuoL frame rate eival Suokolo eyxeipnua kabw¢ amatteitat hardware pe onuavtiki
EMEEEPYAOTLKN LOXU KOL TIPOCEYUEVO TIPOYPAUUATIONO EPAPUOYWV .

O puBuog avavewonc (refresh rate), eivat o aplBuog twv frame per second mou pmopel va
gudpaviosl o 006vn, dnAadn mooeg PopEC To SEUTEPOAEMTO [l 000V OVOVEWVEL TNV
£lKOVA TNG.

2.1.7 Virtual Reality Headset

Elval ouokeun amelkoviong yuaAwv f mANpec kpavocg (Ewova 2.1.8) mou tomoBeteital oto
kedaAL tou xpnotn. H cuokeun autr pmopei va StaB£tel pa kowvry 006vn kat yla ta SU0o patio
N 6Uo Eexwplotégc pla ywa kabe odpBaAuo, mpoodépovtac otn Seltepn meplmtwon
OTTOTEAECHOTIKOTEPO TNV aloOnon Twv Tplwv SLacTACEWV.

Ewkova 2.1.8: Head Mount Display
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H 0B6vn eival To 1o onNUavTIKO PEPOC TNG CUOKEUNG. Ta meploocotepa headset £€xouv duo
000vec. OUWG N EKOVLIKA TPAYUATIKOTNTA €lval duvartn Kal pe pla eviaio 00ovn, pe Toug
KataAAnAoug ¢pakolC. H kabe 0Bovn n o kABe ¢pakog tpododotel To avtioTtold HATL
EeEXWPLOTA LE ELKOVEG Ao SLadOPETLKI OTITLKNA YWVLA, OTIWE AELTOUPYEL KaL n 6paon pag. Eivat
n Baoclkn apxn otnv omoia otnpixOnkav KalL To OTEPEOOKOTLA, ylo Tn dnuioupyia
TPLOSLAOTATWY ELKOVWV.

MmnopoUue va KataAdBoupe tnv Wéa mMiow oMo auTH TNV UAOTOLNGCN TOPATNPWVTAG
OTIOLOSNTIOTE AVTIKE(HEVO OTO HUOLKO KOO0 UE TO €Vl MATL KAELOTO Kot evaAAaE. Ta duo
HeyoAUTEpa {NTAMOTA Yot TNV 000VN, €lval 0 CUVTEAEDTHG TTANPWONG, 1 AAALWG TTOPAYOVTaG
veuiopatog (Fill Factor) kat n petaywyn tou. To yépopa TG 000vng eivat évag cuvduaopog
MOAwV mapayoviwyv. Ymdpyxouv o006veg mou €xouv TOAU Alyo Xwpo METAEL Twv
€LKOVOOTOLXELWV (pixels) Kot AAAEG TTOU €XOUV HLAL ONUOVTLKA TTOCOTNTA LoUpou xwpou. Ot
nipoBoAeig DLP eival éva mapddetypa Tumou 0006vng o €xeL yeVIKA TIOAU uPNAS cuvteAeoTh
TANPWONG HE apeEANTED SLaoTnua LETAEU TwV elkovooTtolyeiwv. OLoBdveg LCD, amo tnv dAAn
TIAEUPA, CUXVA TIACXOUV OO TO XOUNAO cuvieAeot MARpwong. Eva peyddo tuApa tng
006vn¢ katalapBavetat amno Tov Haupo XwPo YUpw amod ta pixels. Z& oAU peydleg 000veg
auTO eivat MpOPAnua kKabwg Tig kKAvel va paivovtal cav va eMKOAUTITETOL N ELKOVA aTtd Eva
AEMTO pavpo MAEYUa. ZUXVA auTo To dawvopevo avadépetatl wg "screen door effect”. Evag
TIOAU VP NASGTEPOG OUVTEAEDTNG MARPWONG CNUALVEL OTL LELWVETOL CNUAVTIKA N EMibpaon Tou
screen door effect, pe anotéAeopa TNV KAAUTEPN EUPAVION TNG ELKOVALG.

To deltepo onuavtikd Bepa eivat o xpovog petaywyns. H dtapkela SnAadn tou xpovou mou
anatteitol wote va pixel va petafel anod 1o Eva xpwpa oto dAo. H evaAlayr XpwHATWV
yivetat moAU ypriyopa, yeyovog Betikd, adol pelwvetal n kabBuotépnon petal tng kivhong
Kall TNG €lkovag. Qotdoo, To MPOPANUA evtoTtiletal OTL XPELALETAL VA TIOAU LEYAAO XPOVLIKO
Sldotnua ywa va evepyormolnBolv ta TANPN xpwuota. Auto UeEpLKEG dopeég odnyel o€
Baunwpa g Kivnong onwg aAldlouv ta frames, el6IKA KOTA TN SLAPKELA TWV YPIYOPWV
Koewv Tou KedaAlou. Autd mou eival emiong onpavtiko ywa tnv oBdévn adopd otnv
TUKVOTNTA Twv pixels, 6nAadny oto ocuvbuaoud omrtikov medilou kat avaiuong. la
TIAPASELYUA, TO OTTIKO Mo Tedio elval o meploplopévo otav PAEMOUUE pa 006vn amo
anootoon, o' OtL étav €ival UMPootd Mo EToL avilotolyouv TEPLOCOTEPA pixels o€
AlyotepeG Hoipeg KaL N kaBapdTnTa TNG ELKOVAG ElvalL LeYAAN.

Ztnv nepimtwon tou VR Headset o Adyog pixels ava poipa ival pikpdtepog. H avaluon tng
0006vn¢ SlavépeTal oe HeYAAUTEPO OTTIKO Ttedio, MPAYUA TIOU UIMOPEL VO TTOPATNPNOEL O
XPNOTNG amo kovtd. To avBpwrivo HATL UMOPEL VA avayvwpIioeLl Kal vo KOTOAABEL TtV
Stadpopa péxpt ta 60 pixels ava poipa. Ta VR Headsets anéxouv akopa moAl amnd autoév Tov
oplOud. OL KATOOKEVOOTEG €XOUV ETUAEEEL TIG KATAAANAEG SLAOTACELG WOTE N TIUKVOTNTA TWV
pixels kaL o puBuUOG avavéwong NG elkovag va Statnpouvial o kaAo emninedo. H 086vn and
Hovn g Oev elvatl kav va feyehdoel TeAelwg TO MATL, YU' AUTO XpnOLOTOLOUVTAL
erunpooBeta kat pakoil. Ot pakol dSnuloupyouv tnv aicdnon tou Baboug, mou onuaivel Twg
Ol ELKOVEG KAAUTITOUV TEAELWG TO OTTTLKO TTESIO TOU XPHOTN. Z€ KATIOLEG TEPUTTWOELG, oL pakol
UIoPOoUV va TPOCAPOCTOUV YLa VO TALPLAIOUV LE TNV AMOCTACN TWV HATLWY, TIou SladEpel
oo ATOUO OE ATOO.

To nebio npoPoAng (FOV) elval n mapatnpion mepLoxn mou Umopel va €L KAmoLog péoa
amd Ta HATIO TOU 1 HEOW KATIOLAG CUOKEUNG KOl METPLETAL TUTIKA UETPLETAL oAV ywvia
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aveéaptnta av auth n ywvia eivat opuovria, kabetn i Staywvia. Ocov adopd ta video
games, avopEPOUAOTE OTNV TTAPATNPLOLUN TIEPLOXN TIOU Umopel va SeL KATIOLOC HECO OTOV
Pnodlakd koopo. To omtikd medio Tou avBpwrou Kupailvetatl epimou otig 130-135 poipeg
kaBeta kot 200 poipec opilovtia. Onote katahaPaivoupe OTLN Xxprion 0806vng Tou MpoodEpeL
HEYAAUTEPO OMTIKO TESIO €KTOG amo Aokomn Ba ATV Kol HEYAAn omataAn mopwv. Ta
neplocotepa VR Headsets mou kukAodopoUv mpoodépouv medio opdoews yUpw oTig 100 pe
110 poipec. H xprion twv pakwv eELCOPPOTIEL TO OTTIKO ATIOTEAECHAL.

~—— Focal Length

arera Sensar

- =T
€ 2003 Vincent Bockaert 123di

Ewkova 2.1.9: Field of View

T€Aog, yla va evrtomiloupe pe akpifela TNV Kivnon HECA OTOV XWPEO XPNOLUOTTOLOUVTOL
EVOWMOTWHEVOL alobnTipeg mapakoAouBbnong Kivnong.

Ot Baotkol aloOntrpeg eival TpeLg:

v' Tupookormo, mou efaodalilel tnv kivnon otoug PBaocwkol &foveg katelBuvong Kat
TEPLOTPOPNC.

v MayVNTOUETPO, TIOU UETPAEL TV SUVOHN TOU payvnTikoL TteSiou TNE yng.
v" ETUTOXUVOLOHETPO, TIOU HETPAEL TTOOO YPryopa KIVELTAL ) GUGKEUT GTOV XWPO.

OpPLOPEVEG OUOKEUECG MAALOTA, BEATIWVOUV OKOUO TIEPLOCOTEPO TNV AKPIPELA TOUC UE TN
XPNON UTTIOAOYLOTIKAC Opaong. AnAadn to VR Headset mapakoAouBeitol amd e€wTepLKEG
KAUEPEC. MNa va avayvwpilel o UTTOAOYLOTHG TNV CUCKEUT), XpNOoLHoToLeital ultépuBpo Pwe N
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OVOKAQOTNPEC, TTOU AettoupyolV w¢ Seikteg. Etol, urtoAoyiletal n andoAutn B€on tou Xprotn
OTNV ELKOVIKI TPOYUATIKOTNTA. TEAOC, OL CUCKEUEC €Ll0080U €lval €mioNg €va ONUOVTIKO
€€APTNUA YLO TOL CUCTAMATA ELKOVIKNG TIPAYHOTIKOTNTAC. ETIl TOU TTOPOVTOC, Ol CUOKEUEC
OLUTEG KUpavovTal amo XELPLOTAPLA LEXPL NAEKTPOVIKA YAVTLA LEXPL KOl avayvwplon wvnc.

MéxpL oTlyunG, eV UTIAPXEL KATIOLO oTtaviap cuotnpo eAéyxou. OL EMIOTAMOVEG KoL OL
HUNxovikol cuvexwe SLlepeuvolV VEOUG TPOTIOUC VLA VAL KAVOUV TNV (0060 Tou Xprnotn 000 To
Suvatov puaoLkoTepn, Kal EMOUEVWC va auénBel n aloBnon tng tNAemapouacioc.

2.2 Texyvikég Movtedomoinong

TNV nopoloa eVOTNTA MAPOUCLAIOVTAL Ol CNUAVTLKOTEPEC TEXVIKEG yla TNV dnuioupyia 3A
HOVTEAWV. OL KUPLOTEPEC TEXVIKEC elval N PWTOYPAUUETPIKN) povieAomoinon, n
povtelomoinon PBaocsl €KOVWY, N QUTOMATN MOVIEAOTOLNON KOl 1N KOVOVIOTLKA
povtelomoinaon. Avaloya pE TO AMALTOUHUEVO TEAIKO TPLOSLAOTATO MOVTEAO ETUAEYETE Kol N
XPNON TNG KATAANANG TEXVIKNG. KABE pia amo TIG Mapamavw TEXVIKECG, emefepyaletal tnv
ELKOVO SNULOUPYWVTOC YEWUETPLA OTLC TPELC SLOOTAOELC.

2.2.1 Tpiobidorarn povreAomoinon

H Qwtoypapuetplo amoteAel plo HETPNTLKNA TeEXVOAoyia, HECOwW TNG omolag Umopouv va
e€axBouv TplodldoTOTO ONUELD QMO ELKOVEC. TNV TPAYHOTIKOTNTA oL £€peuveg Tediou
QOTEAOUV pLa TiLo akplBn Stadikacio and Tic GWTOYPAUUETPLKEG LETPAOELS, OMWC OL ETTL
TOTIOU £PEVVEG QMALTOUV TIEPLOCOTEPO TIPOCWTILKO Kal TIOAU Xpovo.

MEow TNG GWTOYPAUUETPLAC KAl TNG TNAETILOKOTINONG lval Suvartr N LETPNOTN TTOCOTIKWYV Kall
TIOLOTIKWV XOPOKTNPLOTIKWY O Mot €lkova. Eva oAokAnpwpévo Yndlakd ocuotnua
dwtoypappeTplag Kot TNAETOKOTINONG oplleTal w¢ To UAKO Kal to Aoylopuiko (hardware,
software) mou mopaysl PpWTOYPAUUETPIKA KOl TNAETILOKOTILKA TIpolovTa HEoa amod PndLlakeg
ELKOVEG, OELOTIOLWVTAG XELPOKIVNTEG KOLL AUTOMATEG TEXVLKEG. ME TNV XPAoN AUTAG TNG TEXVLKAG
TipOyOTOTOLE(TAL OTTTLKOTIOINON TPLOSLACTATWY LOVTEAWVY HE LEYAAN akpiBela peow dnAadn
™¢ e€aywyng Tplobldotatwy onueiwv péoa amo €LKOVeEG. MEéow NG GWTOYPOAUMETPLKAG
HEBOSOUL, oL LETPAOELS TIpaypaTOTOOUVTAL PEoa and dwrtoypadieg xwpic va xpelaletal
karoLla aneuBeiag LETPnon ota UTIO LEAETN QVTIKEIPEVA. ATIOTEAECO OAWY TWV TTOPATIAVW
elval n pwroypappetpia va amotelel mAéov pla Stadedopévn pEBodo kat pia eVOAAOKTLKN
AUon yla TNV TPAYHOTONOLNCN UETPHOEWV O TTOAAOUG KPIOLMOUG TOUELG OWG aUTOV ToU
TiepBAAOVTOG, KABWG UIMOPEL VO ATTELKOVLOTEL N TIPAYLOTIKOTNTO OE TPELG SLACTACELG OLKOMN
Kall o€ onpela Ta onola eivat Suompootta yla tnv e§aywyn aneubeiog LETPOEwWV.

Ta dedopéva tng dWTOYPAUUETPLIKAG LEBOSOU TTIOU XPNOLLOTIOLOUVTAL ELVAL ELKOVEG OL OTIOLEG
g€xouv AndOBel eite amo avaloykeég dwtoypadikeg pnxaveg eite and Ynodlakeg. Otav ol
ELKOVEG OUTEG TIPOEPXOVTAL aTtO AVOAOYLIKEG UNXOVEG, TOTE ATMALTELTOL 0ApWOon TOUg Ao
unxavipata uvPnAng avaAuong. ZTNV OUVEXELX, OL ELKOVEG ELOAYOVTOL OE AOYLOMLKO
OWTOYPAUUETPLIKNG HovTEAOTIOINONG yla va yivel n enefepyaoia Twv dedopévwy toug. MNa
mapadelypa, O €va KTplo €mAEyovTal ol ywviec tou (onueia avagopdg), ta omoia
avayvwpilovral kat Staxwpilovral evkoAa. KaBe Baowko onpeio avayvwplletal og OAEC TIG
€IKOVEC. H dnuloupyla Tou TPLodLACTOTOU POVTEAOU TIPAYUATOTOLETOL SLAdPAOTIKA UE TNV
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TUNUATOmoinon TwV ONUElwV O XWPELOTA OVTIKE(HEVA KOl WE TNV emeepyacia Tou
TIAPAYOUEVOU ATIOTEAECOTOG.

‘Eva tpLodlaoctato Hovtélo, Onwg yla moapadslypa Eva ktiplo (BA. elkéva 2.2.1), oto omoio
eudaviletal povo o okeAETOG €xovtag SnAadn HOVo TIG KOPUGDEG KAl TIG OKUEG TOU XWPLG va
amnelkovilovtal ol emdAVELEG KAl oL UDEC TOU, elval Eva LOVTEAO- OKEAETOC TTOU ATELKOVILEL
TNV YEVIKN popdn Tou Ktiplou. Me tnv mpooBnkn Twv uPwV Kal Twv EMPAVELWV TO KTipLo
ylvetal Mo peaAloTiko HEe TO TEAKO 3A LOVTEAO va TTPOCEYYLLEL TO TIPOAYHUATIKO OVTLKEILEVO
(BA. ewova 2.2.2).

Ewkova 2.2.1: 3A MovtéAo-oKeAETOG KTipiou

Ewkova 2.2.2: 3A MovtéAo KTipiou pe udEg

JUMMEPAOUATIKA, N GWTOYPAUUETPLA KOl N TNAEMLOKOMNGN AMOTEAOUV HLla EVOAAOKTLKY Kol
TANPWG OTOTEAECMATIK) AUCN Yyl TNV TAPAYWYr KOL OTTIKOMOLNoN TPLoSlaoTaTwy
OVTIKELLEVWV. Ol GWTOYPOUUETPLKEG KAL TNAETILOKOTUKEC TEXVLKEG EEAYOUV TOOO YEWLETPLKN
000 KaL onuacloAoykn mAnpodopia and eIKOVEG AKOUO KAl LE XPron UTtEpUBpwV
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2.2.2 MovteAornoinon Paoet eikovwy (Image-based modeling)

H povtelomoinon Baosl elkovwy (Image-based modeling, IBM) amoteAsl TNV TEXVIKN HECW
¢ omolag Snuoupyouvtal PovTEAA yio pUOLKA uTIapYovTa avTikeipeva. H pébodoc autn
TIPAYLOTOTIOLEITOL HECW UTIOAOYLOTWV Yyla TNV Snuioupyiat TPLOSLACTATWY HOVTEAWV Kall
Baoiletal og MPAYUATIKEG YEWUETPLEC. AOYW TNEG SuVATOTNTAC TAPAYWYNC PECALCTIKWY 29
EIKOVWYV, 1N OUYKEKPLUEVN TEXVIKN XPNOLUOTOLEITOL O TOLWKIAOUG KAGSOUC OmMwe Twv
HUNXOVLKWV, TNG ETMLOTANG TWV UALKWVY KAl TNG YNG K.O.. KOl £XEL KEPSLOEL ONUAVTIKY TpoCcoXN
OTOV TOMEQ TWV YPADLKWY UTIOAOYLOTWV.

H povtehomnoinon péow swkovwy Baoiletal os éva cUVoAo Slodlaotatwy (2A) EKOVWY ULaG
oKNVNAG, €XOVTAC WC OKOTIO TNV HOVIEAOMOLNON €vOCg TPLoSLAOTATOU OVTIKELUEVOU KOl TN
duvatotnta 6Pnc autrg TNS okNVAG amo SLadopeTIKES TTPOOTTIKEC (BA. elkova 2.2.3).

Mo tnv mapaywyn tng TpLodlaotatng YewHETplag kat tTnv anddoon upwv oe €va HOVTEAD
OVTIKELPEVO, Ta AoyLoMKA IBM alomololv moAAEG elkOveG. Ta makéTa IBM eival pia moAAd
UTTOOXOMEVN AUCN YLOL TNV QOTLKA aVOLKOSOUNnon, aAAG Iapd Tnv tpoodo mou £xel onUELWOEL,
OTTOLTOUV €VTATIK SOUAELA Kol ONMOTEAOUV HOVO £va Qmo TO XOPOKTNPLOTIKA AAAwWV
KaOlepwpEVwY MakETwY 3A povtelomnoinong, onwg ta SketchUp, 3DS max kat Zbrush.

H mapamdvw texvikn povielomoinong mpoodEpeL oNUAVTIKA 0PEAN OTWG N LKOVOTNTA VoL
EVIOTIOEL TIOAU WLKPEG AETITOMEPELEG KAl ETULOPACEL TOU TPOAYHUATIKOU KOOUOU ToU
oXeTilovTtal e ATEAELEG TNG TIPAYLATIKOTNTAG, KATL TTOU LEXPL TWPA OL EPEVVNTEG eV REepay,
WOTE VA TIG HOVTIEAOTIO 00UV Kal va TI§ amodwoouv. AUO CNUAVIIKA KAl HOKPOXpOvLa
nipoBAAATA oTA YPADIKA UTTOAOYLOTWY UTTOPOUV VA QVILLETWIILOTOUV HE TNV XPrRon Twv
EIKOVWV OO TNV OUYKEKPLUEVN MEBOSO. Eva amd autd elval n avaykn yla TEXVLKEG
amAOUOTEPNG HOVTEAOTIONONG, KATAAANAEC ylo TNV QVATAPACTOON TIOAUTTAOKWY OKNVWV
Omou n Auon oto TMPOPBANUA UIopel va eMITEUXOEl HE QVIIKOTAOTOON TWV CUUPBATIKWY
(YEWHETPpKWY) HOVTEAWV amd avamapaotoaon Pacesl €lkOvwyv. To Seltepo TMPOPANUa
ovadEPETAL OTNV EMITAKTIKI) QVAYKN Ylo €MTAXUVON TNG amodoong mou Umopesl va
emtevyBel, adapwvtag xpovo amo TNV MOAUTIAOKOTNTA TNC OKNVAC KOl HE TNV €K VEOU
SelypotoAnyio MPO-OKIOUEVWY EKOVWY. TEAOC, onuoavtikn €€EAEN ota Aoylwopilka 3A
povtelomoinong Baoel elkOVWVY elval n duvatotnta mapoywyng Vepwv onueiwv amo éva
OUVOAO ELKOVWV UE AMOTEAECHA TNE SnULloupyia TpLodlaotatwy povtéAwv upnAng akpifelac,
MPWTIOTWG Opwe Ba mpémel va Pabpovounbel to Aoylopko ywo va Slopbwoel tnv
napapopdwaon tou dpakou
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Original photograph with Recovered model Model edges projected Synthetic rendering
marked edges onto photograph

Ewova 2.2.3: Mapadelypa poviehonoinong Baocel elkovwv IBM

2.2.3 Napaucstpikri povreAomnoinon

H napapetpikr) povtehonoinon opilel OTL OAa TA AVIIKELEVA KATACKEVALOVTOL CUUPWVA LE
€va oUVOAO Kavovwy. O MAPAUETPLKOG oxeSLaopog elval pia Stadikaoia mou Baoiletal oxL
0Tn otaBepr LETPNON TWV TTOCOTHTWVY, OTIWE OTOV APAS00LaKO oxeSLAcUO, aAAd avt’ auTo,
HE Baon éva oAOKANPWUEVO SIKTUO OXECEWV METALY UEMOVWUEVWV QAVTIKEWWEVWY. AUTO
ETUTPEMEL AAAQYEC O€ €val LOVO OTOoLXElD, eVvw ouvepyaletal pe AAAa otolxela péoa og Eva
cuotnua. Me tnv HEBodo auth, N KOTOOKEUT TwV HOVTEAWV Sev amattel uPnAd KOOTOG Kal
XPOVO UE amoTéAeopa, va amoTteAel TNV kataAAnAdtepn LéEBobo yia tnv xprion o€ ebaAPLOYES
otov Topéa TNG moAeodopiag, ylwa tn Snuoupyia MPOCOUOLWOEWY, Yla EKMALOEUTIKOUG
okomoU¢, aAAd Kal otov Topéa tnG Puxaywylag (tawvieg, nAektpovika mawxvidia ktA.). To
TIAPOLLETPLKO HOVTEAO €xel Tn Suvatotnta va TPoPAEPEL TIG LEANOVTIKEG TIUEG SeSOUEVWV
Tou Me tnv Ponbela twv MAnpodoplwv TOU CUAAEYEL OXETIKA MPeE Ta OSedopéva Ttwv
TAPOUETPWY TOU. EmumAéov, katd tn Stadikaoia KATaokeung evog KTpiou n péEBodog autn
ocuviotatal yla tnv tpomomnoinon tou emunedou Aemtouépetag LOD pe mapopoleg pebodoug
HE QUTEG TNG povielomoinong Baoel elkovwy (IBM)

Ewkova 2.2.4: Mapadelypa LETATPOTAC amAwv udwv ipocoPewv avbaipetng avaluong os
ONUACLOAOYLKA Tplodidotata povtéda unAng avaluonc.
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2.2.4 Kavoviotikrj povredomoinon

Kavoviotikry povtelomoinon (Procedural Modeling) ovopdletat n Swadwkaoio n omoia
amoteAsital and €va oUVOAO YpadlKwV UTIOAOYLOTWY SLadOPETIKWY TEXVIKWV YLOL TN
Snuoupyla 3A HOVTEAWV Kol UPWV PECW KAVOVWY, eTLTpEmovTag tn dtevpuvon T Baong
6ebopévwy. Ta L-Systems, n yeveoloupyoc povtehomoinon (generative modeling) kat ta
fractals amoteAoUV KAVOVIOTIKEG TEXVIKEG HOVTEAOTIOINONG. AUTEG OL TEXVIKEC armoteAouvTal
oo €va cUVOAO KavOVwV oL omoiot xpnotluomnolouvtat otn Stadikacia povtehomoinong eite
EVOWUOTWVOVTOL OTOV aAyOpLlOpO, TOu Omolou n pUBULON YIVETOL OO TTAPAUETPOUG, ElTE
Staxwptlovtal amd T pnxav afloAoynong. To mpoidv Tou TPOKUMTEL ovopaletal
KQLVOVLOTLKO TIEPLEXOMEVO Kol UItopel va xpnotomotnBel o€ NAEKTPOVIKA Ttaxvidia, Talvieg,
va Stapolpactouv Stadiktuakd f va eneepyacBouv anod dtadopoug xprRoTeg Xelpokivnta.
AKOMN, N KOWVOVLOTIKA pHovtelomoinon epapudletal cuxvd, otav eival moAl SUokoAo Kol
XpovoBopo va dnuioupynBei Eva 3A HOVTEAO E Xprion YEVIKWV TEXVIKWVY 3A povielomnoinong
N otav amattovvtal o e€elbikeupéva epyaleia. TEtoleg meputtwoelg epdavilovral ota
LSystems mou Baoilovtat otnv avadnuioupyia kavovwy mapdAAnAwv cupBoAwv (strings) kat
evbeikvuvtal yla Tn povtelomoinon opyavikwyv avtikelwévwy Kat fractals, onwg eivat ya
TIAPASELY LA OTNV APXLTEKTOVLKI], OTNV AVATTTUEN AOTIKWY SOUWV 1) TWV TOTILWY, AKOUA KOL OTN
BAaotnon. e auth ™ Sladilkacia poviedomoinong o MepPLOPLOREVOC aplOUog Sedopévwy
€L0060v mapadyel otkida Sedopeva e€660u kat dev ival amapaitnto auth n dadikacia va
oxedlaotel ) va anobnkeutel kat va StafBactel.

H kavoviotikry povtehomoinon eivat Sduvaplk kat amodelkvUETAL TWE HE TNV XPHAon
Aettoupylwv Kol Kovovwy kaBiotatal edikt n otadlaki Toug dnuloupyla mepimAokwy
oxNUAatwy. To Mo XapaKTNPLOTIKO TapAdeLya €lval aAUTO TNG AVANAPACTAONG KTLPLWVY HE
oUvOetn yewpetpia, ta omoia umopolv va BOswpnbolv WG TO OMOTEAECHA  HLAG
enavoAnmuikig Stadikaoiag (BA. ewdva 2.2.5). O Suvapulopog tng mapoloag TEXVIKNG
HOVTEAOTIOINONG EYKELTAL OTO YEYOVOG OTL OUVOETEL amAoUg Kavoveg Pe tn Porbesla twv
OToLWV MPAYUATOTIOLETAL N KWSLKOTIOINON GNLACLOAOYLIKWY KoL YEWHIETPLKWY OXECEWV

Ewkova 2.2.5: Nopadelypa KATAoKeU NG KTLpiou TTOAUTTAOKOU OXHLOTOG

‘Eva onpovtiko ototxeio tng Stadikaoiag autig elvat Kat n xprion tng YPOUMOTIKAG OXAUATOG
(Computer Grammar Architecture Shape Grammar-CGA) n omoia amoteAel pa povadikn
YAWOOQ TPOYPAUUATIOHOU YLOL TNV TTAPAYWYr APXLTEKTOVIKOU TIEPLEXOEVOU. AuTh N O TNG
povtehomoinong mou Paciletal otn YPOAUUATIKY €VOG OXNUATOG €XEL VA KAVEL UE TOV
KaBoplopd kavovwv ol omoiol aufdvouv ta emimeda AEMTOUEPELAG TOU HOVIEAOU KOl
epapuodletal oe dladopa Aoylopikd 3A povtehomnoinong (BA. ewkéva 2.2.5 kat 2.2.6) (.. City
Engine, Sketch up k.a.)
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Ewkova 2.2.6: Mapdadelypa CGA kavova oto mpoypappa Sketch Up

Lot = s(°'0.8, ‘1, '0.8) center({xz) extrude(20) Envelope

Envelope - split(yv) {~4: Floor, I+

Ewkova 2.2.7: Napadetypa CGA kavova oto mpoypappa City Engine, Kol amotéAeopo eKTEAEONG

2.2.5 Tpiodidarartn ameikovion

MNa tv dnuloupyla KoL TNV omtikomoinon tplodlactatwyv dedopévwy xpnoLuomolouvTal
OUYKEKPLUEVEC TITUXEG O€ oXEon e TNV Slodldotatn, Omw elvat yla mapadelypa oL TpoBoAEg,
N avayvwoluotnta twv dedopévwy (m.x. okiaon, kivnon K.a.) Kat n €mAoyn Twv otolxeiwy
otov Tplodlaoctato xwpo. Katd tnv ¢pacn aAAnAenidépaong He Ta AOYLOUIKA TPLOSLAOTATNG
oxedloong amattolVIal Kol CUYKEKPLUEVEG TEXVIKEG KOl TA TPLOSLACTATA HOVIEAQ TOU
Snuloupyouvtal acxoAoUvtal e HeYAAeC oUAOyEG Oebopévwy Ta omola amaltouv
anodotiko efomAlopd kat Aoylopwko (hardware, software). Me tnv xprnion SladopeTikwy
ETUWMESWV AEMTOUEPELAG O €val HOVTENO, elval duvatr n BeAtiwon TNG amodoTKOTNTAG TNG
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mAonynong tou HECW €VOG HOVTEAOU (TX. uPnAn AETTOMEPELD OTOV TO QVTLKELMEVA
Bpilokovtal Kovtad, Kol XopUnAn AemTopépela OTAV TA AVIIKEIPHEVO Bplokovtal o pakpld).
Emiong, ol SLaPOoPETIKEC AVOATOPACTACEL TWV HOVIEAWV OMWC TO ypadlkd XOoUNAAG
avaAuong, pmopouv va amoBnkeutolv oto YABA f va SnuoupynBoulv otnv nmopeia. Ta kKupLa
npoPAnuatTa tNg amobnkeuong TOANAMAWY QVOOPACTACEWY €£ilval n TtomoBEtnon
Aemtopepwy SeSopévwv TOU avamopiotavial o€ XOUNAO eminedo AEMTOMEPELAC KAl N
mAeovalovoa amoBnKeUon TWV avVATaPAoTACEWV. MNa tnv dnuloupyia PEAALOTIKOTEPWV
HOVTEAWVY, Ta omola Ba avtamokpivovtal KAAUTEpA OTNV MPAYHOTIKOTNTA €lval Suvath n
npooBeon udwv Ot eMIPAVELEG, XPWHATWY, OKlaong K.o. XTtnV TMepimTwon Twv
tpobldotatwy MM, apketd véa dedopéva Ba mpémel va opyovwBolv péoa otnv Paocn
Sebopévwy Kat ev xpelaletal LOVo N XwpLkn MAnpodopia Kal oL LBLOTNTEG TOU OVTIKELUEVOU
OAAQ KaL TA XOPOKTNPLOTIKA TOU OTWG oL PUOLKEG TOU LOTNTEG (T.X. UK, UALKO, XpwHa), N
ocuuneplPopd Tou Kal Ta SLaPOoPETIKA EMimMEeda avaTTAPOOTACEWV- AETITOUEPELWV.

2.2.6 Qwropealiotikii ameikovion SeSoUEVwWY

Ot dwtopealloTikeg MPOoPOAEG elval 0 TLO oUVNOLOPEVOG TUTIOG OKNVLKOU KOl OUGLOOTLKA
armoteAoUV  mpoomabeleg  avadnpoupylog TNG  TPAYMOTIKOTNTOG XPNOLLOTIOLWVTAG
dwtoypadieg ywa tnv Udavon twv Slddopwv xapaktnplotikwyv. Me tn Bonbela tng
OWTOPEAALOTIKNG ATIELKOVLONG O ELKOVIKOG KOOHOG TIou SnLOUpYELTAL, YIVETAL UE OKOTIO TNV
npooopoiwaon, tov oxeblaoud kot yla Stadnuiotikd Bivteo. Ze éva meplBaliov I, ot
dwtopeaAloTikeG anoelg eival e€apeTikd KATAAANAEC yla va deifouv oto Koo mwg €vag
XWPOG Mou €xel aAAgeL i avapévetal va aAAAEEL pEoa OoTo XPOVo.
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Ewkova 2.2.9: DwTopeaALOTIK ATEIKOVION KTIplwv

Mo OUYKEKPLUEVA, HEOW MLOG PWTOPEAALOTIKAG amewkoviong divetal n duvatotnta va
TIAPOUCLAOTEL 0TO €UPL KOO OKPLBWCE WG €lval 0 KOOOC ELKOVLKA, OTIWG yla TtapadeLypa
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TIWG MMOPEL VO OIMELKOVLOTEL €val LEPOG TOU QLOTLKOU XWPOU HETA MO TNV KATAOKEUN EVOG
TIPOTELVOEVOU KTLpiou (PBA. elkdva 2.2.9)

2.2.7 Tplodiaoratn yaproypadikrj anskovion

H xprnon tplodldotatwy oTolElwV yla TNV avamapaotaon twv SeSopévwy Kal GAAWV pUn
dWTOPEAALOTIKWY TTANPODOPLWYV Elval AVAUEVOUEVO YLa TOo HEANoV. H 1&€a eival va AndBolv
27 OEATIKEG TEXVIKEG XOPTOYPADNONG KAl VA HETATPATIOUV O TpLodldotatn popdn (BA.
gwkova 2.2.10). Autol oL XAPTEG €lval LOXUPA, EVTUTIWOLOKA KOL CUVAPTIOOTIKA TPoiovTa
TANPodopnong kal BwpolVTal WG MAWTA OKNVLIKA, LE SUVOLLLKA XOPAKTNPLOTIKA KaL TTpolovTa
mAnpodopLwv 1 we BLvteo e OKOTO va EAEYXOUV TNV EUMELPLA TOU EKATOOTE XPROTN Kal va
€XOUV TN PEYLoTN eMidpacn o€ autov

2.3 3ATpa@wkd Yiodoylotwyv (3D computer graphics)

ZTnv evotnTa QUTH TiEpLypddovtal n tpodidotatn povielomnoinon, to 3D Animation, to 3D
Rendering , n anodoon emupavelag LovteAou Kat ol edpapuoyeg 3A texvoloylag.

Me tov 6po Three-dimension computer graphics evvooU e Ta ypadlkd ToU XpnoLLOTOLoUV
Ll TPLOSLACTATN OVOApAOoTAC TWV YEWUETPIKWY debopuévwy (kKapteolavo) mou eival
anoBnkeuéva o€ €va UTIOAOYLOTH LLE OKOTIO QUTOC VA EKTEAEL UTTOAOYLOMOUG Kal va anodidel
€lKOVEG U0 Slaotdocswyv. H dnuioupyia twv 3D ypadikwyv xwpiletal o TPl SLAPOPETIKES
daoelg:

1. 3D modeling, Stadikaoia Katd tnv omola €va LOVIEAO UTTOAOYLOTH) TIALPVEL TO OXO TOU

2. Animation, 6nAadn kwvoupeva oxedia kal dtatan, Stadikacia katd tnv omola opiletal n
B€on kal n Kivnon evog avTIKELUEVOU HEOQ O HLa oknvh (scene)
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3. 3D rendering, oL UTTOAOYLOOL TOU UTTOAOYLOTI) TIOU TTPAYUATOTOLOUVTaL PE BAon thv B€on
TOU $WTOC, TOUC TUTIOUG TWV EMLPAVELWY Kal AAAWV WBLOTATWY WOoTE va dnuloupynBouv ot
51061A0TATEC ELKOVEG

2.3.1 Tpwodbiaorarn Moviedomnoinon (3D modeling)

Ytov kKoopo Twv 3D ypadikwy, 3D modeling eivat n dwadikacia tng dnuioupylag pag
HOONUATIKAG oavamapaotaong NG emPAVELAC EVOC OVTIKELUEVOU HEOW  ELSIKWV
TipoypappATWY. To mpoiov autng tne Stadikaciag ovopaletal 3D model (3D povtéAo).
Mmnopel va armodobel cav pia dtodlaotatn swkova pEow TG Stadikaoiog mou ovopdletal 3D
rendering 1 va xpnotomnotnBei o€ MPOCOUOLWOELG UTIOAOYLOTWY PUOLKWVY datvopevwy. Ta
3D povtéAda pmopoulv va dnuoupynBouv avtopata f pe To xépL. H xelpokivntn dtadikacia
Snuoupyiag 3D povtéAwy ival mapopoLa TV KE TNV YAUTTIKA. ZxeS0vV OAa ta 3D povtéda
Xwpilovtal og SUO KATNYOPLEG:

e Solid, auta ta povtéda opilouv TNV MUKVOTNTO TWV AVTIKELUEVWVY TIOU QVOTTOPLOTOUV.
Ta cupnayn (solid) povtéla xpnolHOMOLlOUVTAL KUPLWE VLA LNXOVIKEG KOL LATPLKEC
TIPOCOUOLWOELG.

e Shell/boundary, auta ta povtéAa avamnaplotouv tnv enidpavela, SnAadn ta 6pLa eVOg
OVTIKELUEVOU KOl OXL TNV TWUKVOTNTA. 2XXeO0V OAA TO OMTIKA MOVIEAQ TIOU
xpnowtomnolouvtal ota Bvteomnatyvidia eivat shell models.

Yriapyxouv Sladopeg texVIkEG Snuovpylag 3D povtéAwv. Ot Tpelg o dnuodleic sival ot
egne:
e Polygonal modeling: tadopa onueia otov tpLodldctato Xwpo ta omoia ovopdlovrat
KopudEG evwvovtal pe eVBeieg ypappeg kat oxnuatilouvv eva mAgéypa moAuywvwy. H
ouvTpUTTKA TAsloPndia Twv HOVIEAWV £ival TIOAUYWVIKA HOVTEAQ €meldn eival

EUEALKTOL KOlL OL UTTOAOYLOTEG HrmopoUV va Ta arnodwoouv pe taxutnta. Map’ oAa avtd
Ol KOUTIUAEC pItopoUV va armodoB8oUv HOVo XpnoLUOTIOLWVTAC TTOANA TTIOAUYWVA.

e Curve modeling: oL emupaveleg opilovtal amd KaUmUAEG oL onoieg ennpedlovial ano
onueia pe ko Bapog. H kapmuAn akoAouBel autd ta onpeia. H avgnon tou eldkov
Bapoug oe kAmoLo onueio Ba €AEEL TNV KOUTUAN TILO KOVTA TOU.

e Digital sculpting: mpaypoatormnoleital pe T Xprion €161koU AOYLOWLKOU TIOU TIPOOPEPEL
epyaleia yla va wbnoel, va tpaPnet, va eEopallvel, va TLACEL 1) Vo XELPLOTEL Eva
PnPLoKkd AVIIKEMEVO cav Vo ATOV KOTOOKEUOOUEVO QMO ULoL oucia MPAYUATIKAG
{wng, 6mwg o mNAASG.

2.3.2 3D Animation

Animation eivat évag TUTIOG KLVOULEVNG ELKOVOG TTOU £XEL SNLoupynBel amo Evav urtoAoyLoti
HE OKOTIO TNV a0d00N KWVOUEVWY OKNVWV. Z€ cUYKPLon KE To 2D animation to 3D amobidel
TIOAU mepLocotepo BABog kat paivetal o peaAloTiko. Mia KvoUpevn oknvh apxilel pue pa
€lkOva evog frame. To emdpevo frame eival pa ewova eAadpwg Lo TPOXWPNUEVN LEPLKA
XWAloota tou SeutepoAémtou oto Xpovo. Etol, ekatovtadeg i xIA\ddeg and autd ta frames
Sivouv tnv Yeudaiobnon pLag KvoUEVNG ELKOVALG.
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2.3.3 3D Rendering

‘Eva apxelo oknvN¢ TeEPAOBAVEL AVTLKEIEVA OE YA AUOTNPA KABOPLoUEVN YAWCO 1} SOUEC
Sebopévwy. Anhadn, TepLlEXeL yewHETpla, textures, mMAnpodopieg okiaong kat pwTlopou K.a.
w¢ meplypadrn TNG €LKOVIKAG okNVAG. Ta SeSopéva TTOU EUTEPLEXOVTOL OTO APXELO OKNVAC
SlaBLBalovtal os €va mpoypappa anddoong (rendering) wote va Ta meepyacTel KoL 0T
OUVEXELX T €EAYEL OAV LA ELKOVA N EVOL OLPXELO ELKOVWV. AV KOl OL TEXVIKEG AETTTOUEPELEG TWV
HeEBOSWV amodoaonc ypadkwy MoLKIAOUY, UTIAPXOUV KATIoLa BaCIKA BripaTta To omoia TPEMEeL
va mpaypatonolnfolv wote va amodobel pla tplodidotatn oknvr) o pla Stodlaotatn
00o6vn. Auti n akoAouBia Bnuatwv ovoudletal Graphic Pipeline kot oxetiletal dpeoca pe
OUOKeVEG amoddoong ypadlkwy Omwe n kapta ypadkwv GPU. H GPU eival plo cuokeun
oxeblaopévn £€tol wote va Ponbriosl tov emefepyaoty CPU va ekteAéocel olvOetoug
uTtoAoylopoU¢ amodoong ypadikwy. Mia elkdva pmopet va yivel o katavontr amnod éva
oUVOAG 0paTWV XOPAKTNPLOTIKWY. H cuveXg épeuva Kat avamtuén oto nedio tng amodoong
YPOpLKWVY EVIOYXVUETOL QMO TNV aVEUPEON VEWV LEBOSWVY pEAALOTIKOTEPNG avATOPAOTOOoNG
TWV XOPAKTNPLOTIKWY TNG ElKOVAG. TEToleg pEBobdoL eival ot €€NG:

e Shading: u€6odoc¢ e TNV omola To XpWHA KoL N PWTEVOTNTA ULaC ETILGAVELAG TIOLKIAEL
ovahoyo UE ToV WTLoUO

e Texture mapping: uéBodog pe tnv onola anodidovtal AemtopépPeLeG oTNV EMLPAVELA
e Bump mapping: eival pla pEBodog mMpocopoiwaong mPOoKpouong otnV empaveLd

e Forging/participating medium: pé6odog mou MPOCcOUOLWVEL TN UETAPBOAN TOU GWTOG
otav Siepxetal and 6ol atpoocdalpa f tov agpa

e Shallows: npooopoiwon tng mapeunodiong tou Gwtog

e Soft shallows: énuioupyia evog Ldlaitepou okdTOUG TTOU TTAPAYETAL ATIO “OKOTELVES”
TINYEG PwTog

e Reflection: péBodog avamapdoctacng aviavakAaong «oov kabBpédtn» 1 moAu
aotpadTePnG avtavakiaong

e Transparency 1 Opacity: Slamepactikr) mpoomélaon GwToOC HECA aAnd OTEPEQ
OVTIKELLEVA

e Translucency: pébodoc e€atpetikad daxutnc petadoong tou pwtoc HECA OO OTEPEQ
OVTIKELLEVA

e Refraction: pé6odoc kauPnc tov pwtog mou oxetiletal pe tn Stadavela

e Diffraction: péBodocg kaupnc, e€amiwonc kat mapeUBoAnc Tou wTtoc mou SLEpXETAL
aro €va AVILIKEMEVO

e Indirect illumination: péBodoc katd tnv omnola ot emipaveleg pwrtilovrat anod to wg
TIOU avtavakAAtal and AAeg emidAveLEG KoL OXL ameuBeiag amo pa mnyn dwtog
(yvwoto kat wg Global illumination)

e Caustics: péBodog aviavakAaong tou GwTdG €vOG YUAALOTEPOU OVTLKELMEVOU R
£0TL0.0N TOU PWTOG PETA OTTO Eval SLaPaVEC QVTIKELUEVO yia T SnpLloupyila GwIEVWY
onUelwv mMavw og éva aviikelpevo.
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2.3.4 Anoboon Emigaveiac Moviédou

Shader (ZkLaoTég)

‘Evag shader Bewpeital éva mpoypappo mou ekteAeital kata t Stadikacia rendering kat €xel
OKOTIO TNV anodoon XpWHOTOC pLaG eMIPAVELAC OTNV TPLOSLAoTATN OKNVA HE Baon tn ywvia
Kal tnv amootacr ¢ amo TG Siddopeg mMnyEC dwTo¢ wote va dnuloupynBel éva
dwtopeaAlotiko amnotédeopa. H okiaon eniong, e€aptatal anod tov dlo Tov GwIoUd mou
umapyxel otn oknvn. Etol, ot shaders mo cuxva xpnolpomolouvtal yla tn Staxeiplon Twv
Sladopwv edé dwtiopov Kat okiaonc. Népa amod autd, oL oklaoTEG (shaders) €xouv kal o
TIOAUTIAOKEG XPNOELG OTIWG N aAAayn TNG PWTEWVOTNTAG, TG AMOXPWONG A TNG avtiBeong pLog
€lkovag mpokaAwvtag B0Awon (blur), mapapdpdwon (distortion), pwtewvry avOnon (light
bloom) kat dAa. Ot oklootég dnAadn elval Ukpa script mou TEPLEXOUV HaONUATIKOUG
UTIOAOYLOMOUG Kal OAYOPLOMOUG yloL TOV UTIOAOYLOMO TOU Xpwuotog kaBe pixel piag
ermudavelag Baolopévol oto Gwe TOU UTTAPXEL OTN okNv Kat otn dtapdpdwon Tou UALKoU
(material).

Texture

Texture (udn) ota 3D ypadwkd eival pia Swodidotatn ewkova mou epapudletal otnv
erudaveta evog 3D povtélou. Eival dnhadn bitmap elkdveg mou kaBopilouv To xpwia Kot T
GWTEVOTNTA TOU OVTLKELULEVOU, OTIWG ETILONG KoL TO OO0 Sladaveg Kot avTavokAaoTKO eivatl
EVaL aVTIKELHEVO. MOALG SnuioupynBet Eva texture pumopel va TUALXTEL YUpw artd omolodnmote
3D gameobject.

Material

To Material Sev elval meplocotepo amno €va Soxeio péoa yla toug shaders Kal ta texture to
ormolo pmopet va edpappootel o éva povteAo. Eva material opilel évav ouykekpipévo shader
Tou B XPNOLUOTIOLOEL KAl OUTOC UE TN O£lpd Tou KaBopilel moleg emAoyEC Tou material
elvatr 8laBéopes. Evag shader pmopet va mpoodlopilel plo ) meplocotepeg texture
puetaPBANTEG. H Unity otn ouvéxela Sivel tn dSuvatotnta oto Xpriotn va avobEosl oTig texture
HETAPBANTEG TA LKA TOU IPOOWTILKA texture.

OL ud£c Kkat oL oKlaoTtég edpappolovtal ota materials kal ta materials epdpavifovtal ota
HOVTEAQ. Me auTO Tov TPOTo N gpdavion evog LOVIEAOU UTTOPEL va TpormornotnBel ypriyopa
KoL TtAQL.

Model
Texture
‘\‘ Maodel
Model >
Material
Model
Shader

Ewova 2.3.1:Material, Texture, Shader
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2.3.5 Egapuoysc 34 teyvoloyiag

H texvoloyia 3D edapudletal oe moAoUG TOUEIG oTNV KABnUepLVOTNTA, OTIWG:

e Jtnv Ixebiaon:

MnyxavoAoyia: autokvntoBlopnxavia, Blopnxavia agpomAGvwy KATT.
APXLTEKTOVIKI): «EEVAYNON» O€ €val KTLPLO KATA TN PpAon Tou oxeSlaopou Tou
MoAsodopia: Stapdpdpwon xwpwv

HAekTpoviKA: 2XedL00UOC VLS| KUKAWUATWY

o Jra Mlewypadikda Fuctiuota MAnpodopwwv (GIS):

Mpadkn mapoucioon Twv yewypadikwv dedopévwv

e [IpOCOUOLWTEC MTACEWC:

E€doknon Tou MIAOTOU e XapUnAO KOOTOG Kol Xwpic kivbuvo

e JuvBetikéc Tovieg & Sradnuioelg:

Anploupyla EVTUTIWOLOKWY EPE KoL CUVOETIKWY QVTIKELUEVWVY TIOU Sev
UTTOKELVTOL O0TOUG GUOLKOUG VOUOUG

o Jta Mpadwkn aAAnAenidpaon pe xprotn (GUI):

Windows

o latpkég edoPUOYEC

Topoypadia: avamapaotoon Kot eEEpeVNON TWV TOUWV Tou Sivel 0 Topoypadog
Tpwodidotatn unepnyoypadia

e Jtnv OMtKomoinon HEyAAwv GUVOAWV SESOUEVWV:

Mapdotacn avilkeLEVWY TIOAAATAWY SLaoTdoewy — KAAUTEPN
Katavéonon

e Téyvn (m.x. ue fractals)

Nowyvidia

2.4: Aoywopika TploSidotatng Xyxediaong

ITN OUYKEKPLUEVN EVOTNTA Ba MAPOUCLACTOUV UEPLKA o Ta Tio dnuodin Kal cuyxpova
Aoylopika Tplodlaotatng povtehomoinong mou KUKAodopoUVv CrUEPA OTNV ayopd Kal Ta
orola mpoodEPouV e€ALPETIKEC SUVATOTNTEG OTOUC XPNOTEG yLa TNV Ttapaywyr 3A Pndlakwv
HOVTEAWV. Méow Twv epyoAsiwv aUTWV, Ol eMAyyeAMOTIEG aAAA KOl OL EPOCLTEXVEG
oxedlaoTtég €xouv TNV duvatotnta va SdnploupyolV TIANPWE PEAALOTIKA Tplodldotata
OVTIKELUEVQ, TOL OTIOLO UTTOPOUV VA AELOTIOL)GOUV VLA TG AVAYKEC TNE EPYACLOG TOUG OAAG KoL
ylia Puxaywylkol¢ okomouUG. INUAVIIKO INTNUa amoteAel n emiloyr] Tou KOTAAAnAou
AoyLopikoU epyaAeiou, avaloya e TOV OKOTIO KAl TO TIOPAYOUEVO ATIOTEAECUA TTOU EMLBUUEL

0 Xpnotng.
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Me Alya Aoyla, To KABe AOYLOULIKO UImopel va SLopEPEL O€ KATIOLEG AELTOUPYIEG OO KATTOL
OANOL AOYLOULKA KOl VO UTIEPTEPEL OE OUYKEKPLUEVEC €pYAOLeg, YU aUTO lval GNUOVTIKO O
XPNOTNC va yvwpilel oe Mo AOYLOULKO Oa TPEMEL vol €pyooTtel. ITo mapov KedpaAalo,
e€etaletal pa pkpn pepida mpoypappatwy onwe to SketchUp, Blender, Autodesk Maya,
Autodesk 3Ds Max kaut City Engine, kot mapouaotalovtal kKamola Bactka OTOLXEL OUTWV OTIWE
elval ol amaltnoslc ouothpatoc, To TePBAAoOV egpyaciag, n €ukoAla xprong Ta
TIAEOVEKTHMOTA KOl TA LELOVEKTHHATA TOUG.

2.4.1 SketchUp

To Sketch Up amnotelel éva Aoylopikod tplobldotatou oxedlacou To onoio avamntuxdnke ota
pHéoa Tou 2000. ZTOX0G TNG AVATTTUENG AUTOU TOU TIPOYPAUKATOG NTav va SnuoupynBel éva
€UXPNOTO €PYOAELO YLa TO OXESLAOUO OTIOLOUSNTIOTE AVIIKELWEVOU OE TpLodlaotatn popdn
yla tnv alomoinon tou oe SLddopoug TOUELG OTIWG AUTOG TNG OPXLTEKTOVLKAG, Tou 3D
Animation k.a., divovtag tnv duvatotnta 0TOUG XPHOTEG VA ULouvTaL Thv aiocbnon kat tnv
eAeuBepila epyaociag pe to OTUAO Kol to Xoptl. Zta TéEAn tou (Slou €toug (2000), ot
Tmapouciacn TOU TpaypaTomolOnke yla teEXVoloyieg oxeSlAOMOU Kol KATAOKEURG,
avayvwpilotnke €va amd To TO KOLWVOTOMA Tipolovia oxedlaopoUu, HUE QnmoTEAECUA va
tpaBnéel 1o evdladepov tng Google kaL va ayopdcel Tnv etalpeia Last Software mou
KATAOKEVAOE TO pOypappa. Enetta, pe tnv e€€AEn tng povtelomoinong mAnpodopLwyv oTo
XWPO TNG OPXLTEKTOVIKAG KAl TwV KaTaokeuwv n etatpia Trimble Navigation, pla etaipia
yvwotn ywa tTnv avamtuén edappoywv xaptoypadnong, tomoypadikwv Sedopévwy Kot
npowOnong eéomAopol mAoriynong GPS, efayodpace to Aoylopikd 3D SketchUp amo tnv
Google to 2013.

To SketchUp onuepa To 3D SketchUp oruepa, €ival €éva amd Ta MO yVWOTA AOYLOUIKA
TpLodlaotatou oxeSlaopuoU pe gupela xprion os Eupwmn kKat AUEPLKR Kol armevBuvetal oe
epyalopevoug, ¢oltnTéG, eAeUBEPOUC EMAYYEAUATIEG, QUTOATIOLOXOAOUUEVOUC, TIOALTIKOUC
HUNXOVLKOUG, OPXLTEKTOVEG, TOMOypAdOouG, HUNXAVOAOYOUC HNXAVIKOUG, OSLOKOOUNTEG,
OPXLTEKTOVEG TOTIOU, OXESLOOTEG SOULIKWY €pYwWV K.a.. Avayvwpiletal wg éva amod ta o
ETUTUXA AOYLOUIKA AOYW TNG GAKNG Slemadng e TO XpNoTh, MPoodEpovTac Eva EUKOAO
Slaxelpiolpo oxedlootikod meptBaAlov yla tnv povtehomnoinon 3A avtikelpévwy. H xprion tou
Aoylopikol Bswpeital apkeTtd €UKOAN,UTIAPXOUV OUWCE oTNV TPAEN TOAU TEPLOCOTEPEG
SuvatotnNTEC Kal apKeTd xprnotpa epyadsia (r.x. dnuioupyia avayAvdou, point cloud) ta
orola dev punopet va ta Bpel évag xpriotng mou dev Ba epBabuivel otn xprion the ebapUoync.

To SketchUp ocav npoypappa, Sev €xel upnAég anattrioslg o hardware, kot dlatiBetal oe
U0 Baowkeg ekbooelg: TNV amAn (dwpeav) kat tnv “emayyeApatikn” Pro (pe k6otog mou
Kupalvetol ota 564€). H onuoavtikotepn Sladopd avapeca ot dUo ekdOoelg elval ta
SUVAULKA QVTLKELPEVA, KATLTIOU &V €XEL KAVELG TN SUVATOTNTA VO KATOLOKEUAOEL LLE TNV OTTAN
€kdoon. Mapola avtd n Trimble mpoodépel pla “wnolakn anodnkn” to 3D Warehouse,
6nAadn pa Bdaon tplodldotatwy povieAwv pe duvatotnta avalntnong amd tnv omoia
umopel Kaveig va katefdacel Swpedv SUVOUIKA KAl 1N HOVTEAQ KoLl Vo T SLAXELPLOTEL ME
omotadnmnote €kdoon Tou AoyLlopkoU.
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MepBaidov spyaoiag

Me pia mpwtn potid to SketchUp &g daivetal va sivol SLapopeTikd amod epopUoyEC TTOU
xpnowomowovvtal yla oxedlaopod, kabw¢ To Hevol Kal n TEPLOXN epyaciag eival
TIAVOLLOLOTUTIN UE TIOAAEG Ao QUTEG. Meplkd amod Ta Baokd epyaleiol TOU MPOYPAUUATOG
glvatl n ypapun, To mapaAAnAOypapO, 0 KUKAOC, TO TOEO, N youa, n MeTpotawvia (LETpnon
OTOOTACEWY), TO VEUWOUA, N avuPpwon emipavelag, n HeETAkivnon KoL n TEeEPLOTPOdN)
OVTIKELHEVOU (BA. ewkova 2.4.1). Me tn xprion OAWV QUTWV TWV EPYAAELWV UIMOPOUUE va
oXESLACOUUE ULO TEPAOTLA TIOLKIALQL OVTIKELHEVWY, OKNVWV Kal upwv. To SketchUp StaBétel
eniong kat gpyaleia aAlnAenidbpaong pe 1o Google Earth, 6nAadn o xpnotng €xeL tnv
duvatdtnta pPEow EVIOAWV va «aveBAoeL» TO MAPAYOUEVO LOVTEAO TOU OTO SLASLKTUOKO
TIPOYPOUMO TIEPLAYNONG TNG YALVYNG emudavelag, evw tou Sivetal kat n duvatotnta va
EVOowHOTWOOoUV £Tolpa aviikeipeva amo to Trimble 3D Warehouse, onw¢ npoavadEpOnke,
yla VoL EUITAOUTIOEL TO LOVTEAO TOU. AKOUN HETA oTnV epyaAeloBnkn tou SketchUp umdpyxouv
EVTOAEG TTIOU UITOPOUV va XpnotpomotnBouv yla tnv dnpouvpyia avayAudou péow Stadopwv
TPOMWV KaBwg Kat n mpooBrkn tou otolxeiou Tou pwTlopoU Kat TNG okiaong divovtag pa
TILO PEQALOTLKNA OTTELKOVLON OTO LOVTEAO KUPLWG OE AUTA TTOU AmtoTEAOUV OXESLA TTOAEWV.
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Ewkova 2.4.1: NepBarlov epyaociag tou SketchUp (I16ia emeéepyaoia)

TéAog, to SketchUp mapéxel otov xpnotn éva epyaleio mAonynong-mapoucioong PEca oTo
EOWTEPLKO TOU HOVTEAOU OTwG eival to Position Camera, to Walk k.a. pe ta omola €netta
umopel va SnuloupynBouv oTLyLoTUTIA-EKOVEG Kat Bivteo, kaBwg kat va e€axBoulv yila tnv
TIEPALTEPW Xprion Kot enegepyaoia toug. Afilel va onuelwBel mwg, ite 0 Xpnotng €xXeL TNV
dwpeav eite tnVv ent mAnpwun €kdoon tou SketchUp n mepuiynon yivetal pe toug idLoug
TPOTOUG. AUTO €ival €va TTOAU BETIKO OTOLKELO HLOG KOL N TIEPLYNON O€ KATIOLO OXESLOOTLKO
TIPOYPOULUO NTAV TIPOVOULO aKPLBWVY TIPOYPAPUATWY, OTwG yLa mopddelypa To Lumion tng
Act-3D Office.

IAcovektnuoto- MEWOVEKTINNOTO
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Ta mAeovektipata mou mpoodepel To SketchUp otnv tplodiaotatn povielomoinon twv
OVTIKELLEVWV OAAQ KOl 0OV AOYLOULKO €lval Ta €EAG:

>
>
>

Ok dlemadn pe To xprRotn

AmAoiko meptBaiAov oxediaong

Amnobdedelypéva eUKoAO va xpnoLuomnolnBet amo xproteg pue eAaxiotn r kaboAou
EUMELpla TTAVW OE TETOLA TIPOYPA AT

Avvatotnta emihoyr¢ Tou Tumou oxedlaotikoU meptBaliovrog (template)
ovahoya e To ox€SLo TTou eMBUUEL 0 XprioTNG va dnuLoupyrostL

EpyaAeia eUkoAa otn xprion KoL 0TNV OOV LOVEUOT TOUG

MeyaAn duvatotnta ouvdeong (plugin) mowkiAwv oxebiwv, epyaleiwv kat
ETOLUWYV QVTIKELLEVWVY artd AAAA AoyLoULKA, sites, BAaoelg dedopEvwy K.T.A.
AmoteAel éva ano ta o “eAadpld” mpoypappata 3A oxeSlacpou
Avvatotnta elcaywyng apxeiwv onwg pdf, jpg, 3ds, dwg K.T.A.

Mapéxetal otoug XPHoTeG pLa Baon dedouevwy yvwotn kat wg 3D Warehouse
omou eivat duvatn n dnpooievon Kot o SLApoLPAcUOG oXESIWV Kalt
OVTLKELLEVWYV TIOU €XOUV KOTOOKEVOOTEL LEow Tou SketchUp

H dwpeav €kdoon eivat TOAU LkavomolnTikn mpoodEpoviag MANB0G EVIOAwV
ZupPatod yla urtoAoyLoTeG XapnAou emumédou. Qotdoo, KaTA TNV Xpron Tou
mapoucLaovial Kal LEPLKA LELOVEKTAMATA, OTIWG:

Amobebelypéva eival SuokoAo va xpnolponotnBel yla pia o oAUTTAOKN
povteAomoinon akopa Kot otav xpnoluonoleital plugin.

Oa katappeVOeL KATAd TNV anodoon mMoAAwv emupavelwy patch kat kopudwv yla
napadelypa "eloaywyn evog avBpwritvou poviélou amo to 3Ds Max oto
SketchUp"

Alyotepo ouyxpova epyoleia and aAla mpoypdappota 3D

MoAAG e€eldikeupéva epyaleia amaltouv MANPWHN YO TV XPron TOUg
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Ewkova 2.4.3: Katookeur 3A povtélou autokivrtou oto SketchUp

2.4.2 Blender

To 1988, o Ton Roosendaal idpuoe to oAAavSLkd animation studio NeoGeo kat €ylve ypriyopa
TO HeyaAUTEPO Tplodlaotato animation house otnv OANavédia. O Ton Roosendaal péoca oto
NeoGeo rtav unmeBUVOG ylat TNV ECWTEPLKN avATuEn Aoylopikol Kat to 1995 anoddoioe
poll UE TOUG OUVEPYATEG TOU VO KAVOUV EMAVEYYPOPr TOU TIPOYPAUUATOC HE OKOTO TNV
BeAtiwon tng epyaleloBnkng 3A oxeSLAOUOU SNULOUPYWVTAG £TOL TO AOYLOMLKO TIOU €lval
YVWOoTO onuepa wg Blender.
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Me 1o Blender mou Snuoupyndbnke w¢ epyaleio ecwTePLKAG dSnuloupyiag, n Kabnuepvn
avatpododotnon kot aAAnAeTidpacn avamtuéng Kot Xpriong Tou AOYLOHLKOU NTav &va oo
TOL TILO ONUOVTLIKA XOPAKTNPLOTIKA TOU. ITa MPWTa 2,5 XpOovia avAamtuéng avolxtol Kwdka, n
pnovadikotnta tou Blender Atav Wblaitepa SUokolo va opyavwBei kat va StatnpnBei. Avti va
TAPEL XpnUOTOSOTNON yla va dEPEL o emadn TPOYPAUUATIOTEG AoyLopLKoU, to 16pupa
Blender amodaoios va £eklvioel €va €pyo yla VA CGUYKEVTPWOEL TOUC ONUOVTIKOTEPOUG
KAAALTEXVEC OoTNV Kowvotnta Blender Kal va TOUG MPOKAAECEL VOL KAVOUV L0 CUVOLPTIOLOTLKNA
tawia 3D animation.

AOYyw NG TEPAOTLAG EMITUXIAG TOU TPWTOU avolxtol Kvnuatoypadikol €pyou, o Ton
Roosendaal 6nuiovpynoe to "Blender Institute" to kaAokaipt tou 2007. Auto eival TAéov TO
HOVLUO Ypadelo Kal TO OTOUVTLO yla TNV QTTOTEAECUATIKOTEPN OPYAVWON TWV OTOXWV TOU
Blender Foundation, aAAd kupiwg yla To cuvtoviopo kat tn SleukoAuvon oe 3A Tauvieg,
TaXvidLa ) omTika egE.

H apxn tou 2008 ntav emniong n evapén tou €pyou Blender 2.5, pa onupavtiki avabswpnon
tou Ul, oplopol epyalieiwv, ocvotnua mpocPaong dedopévwy, dlaxeipion cuppaviwv kat
ocvotnua {wtikdtnTag. O KUPLOG OTOXOG RTAV Vo elaveSeTaoTeL 0 TIUpvag tou Blender, mou
avantuxbnke apxka ota pEoa tng dekaetiag tou 90, ylwa va 1o ¢dépel oe edapuoyn
oLyxpovwyV poTtuTIWV Sltacuvdeong kat LeBOdwv eLlcaywyng.

To 2012, 666nke €udoaon oTNV MEPALTEPW AVATITUEN KAt e§aywyn evOg aywyou dnuloupyiog
OmTkoU amoteAéopatogs. Ta Bépata mou efetdotnkayv neplteAdpBavav napakolovBbnon tng
Kivnong, emiluon kapepag, KAAuyn, Ta§lvopnon Kot KaAAG XpWHOTIKO aywyo. To idlo €tog
onuatodotnoe emiong tnv €vapén Tou mpoypaupatog cuvepyaoiag Blender Foundation, to
Siktuo Blender. Autd £xeL wg otoxo va SLEUKOAUVEL TIEPALTEPW KOL va UTIOoTNpifel Toug
EMayyeALATIEC XprioTeC Tou Blender, 181kd yla cUUBOUAEUTIKEG UTINPEDLEC, ekmaibeuon Kot
avarmntuén.

MepBaidov spyaoiag

To Blender eival po couvita avolxtol Kwdka mou TapéXel Thv Suvatotnta dnuoupylag
TPLOSLAOTATWY YPAPLKWV HE UNOEVIKO KOOTOG KOl XPNOLLLOTIOLE(TAL TOCO OO EPACITEXVEC OGO
Kall aro ToAAOUG emayyeApOTiec Omwe oxeSlaoTtég 3A, epPUXWTEC, KAANTEXVES, OXESLAOTEG
VFX k.0.. Meplké¢ amod TI¢ Suvatotnteg Tmou TapéXeL €lvol n  povielomoinon, o
HETAOXNUATIONOG UV, n mpooBnkn udng, ol IPOCOUOLWOELC VEPOU, Ta KIVOUUEVA OXESLA,
rendering, TPOCOUOLWOELS CWHATISWY, LN YPAUULKN eMeéepyaaia, Snuiovpyla LOVTEAWVY Kot
ELKOVIKOU KOOHOU amod £TOlHa avTIKEipeva kabwg kot tn dnuoupyia Sladpaotikwv
TPLOSLAOTATWY EPUPLOYWV.

Méxpt to 2002 oL Xpr)OTEG EMPETIE VOL TO OlyOPACOUV YLa VO TO OIOKTr)oouv, aAAd to 2002 ot
1&puTEG Tou amodactoav va to Stabécouv eAeVBepa oto Kowo. To Blender eivatl cupBato pe
OAa T Aettoupytkad cuotipata onwg Windows, Linux, Mac OS X kat FreeBSD, wotdco €xel
Kall LeyAAeg amattroelg o€ hardware. MoAAEG LotooeAideg €xouv dnuoupynBei yia to Blender
OTIOU OL XPOTEG UTTOPOUV va Bpouv Xpnoles mAnpodopieg aAAd Kal va GUVOUIARCOUV WOTE
va BEATLWOOUV TLG YVWOELG TOUG KL TA oXESLA TOUG.
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To Blender mpoodépel MAROOC YEWUETPLKWY OXNUATWVY OTIWE TIOAUYWVIKA TIAEYLATA, TEXVLKEG
unodlaipeong emudpavelwy, KaumuAeg Bezier kat NURBS, kot éva véo oUOTNUA HOVTEAWV
YVWoto w¢ B-mesh. To Blender eniong eival cupBatod pe éva eAeUBepo MPOypAUUA YL TN
Sladikacia tou Ray Tracing, to YafaRay. Emetta pe tnv oAokAnpwon tng KATAOKEUNRG TwV
PYnodLaKwv avIKELLEVWY i} Tou PndLakol KOGUOU, TNV ELoaywyr KATtAAANAoU wTLoMOU Kot
HE TLG AAANAOETIKOAUELG TWV AVTIKELLEVWV O XPrOTNG UMOPEL val TPy LOTOTIOL OEL E€aywyn
Tou oxediou Tou oe apyela Stapopwv TUTIWV.

Ta epyaleia kwoLpevwyv oxediwv meplhapfdavouv oAyoplOUOUG KLVNUOTLKAG, Kivnon
OKEAETWYV, KAUTUAWY, Slapopdwoswv o€ MAEYUATA, UN YPOAUULKEG KLV OELG, TIEPLOPLOUOUG,
Suvauikn gladplwv cwUAtwy, SUVAULKN KOl TIPOCOUOLIWoN KATMVWY KOl CWUATWY TIoU
amoteAouvtal and MoANA Yépn Onwe to avBpwrivo cwua. Metall aAAwv ota MopaAmavw
neptAappavovtal Kol Kvnoelg HaAAwyv kabwg kot tpoodnkn edpé mou 6 Ba mpokaAéoouv
averBuunteg aAAolwoelg otov Pndlako KOoUo.

| Bormsace |
.
I

]
i
]

Ewkova 2.4.4: Nepparlov oxedlaopol tou Aoylopikol Blender

Avolyovtag to meplfallov tou Blender o xpriotng mapatnpel mwg To Aoylopikd dtadépet
OPKETA O TA UTIOAOLTTA TIPOYPAMUATA TPLOSLACTATNG LOVTEAOTIOLNONG TTIOU UTIAPXOUV OTNV
ayopd. To apxlkd oxedLaoTkO menu GALVETAL APKETA TIEPLTTAOKO KOL YLt TOV XELPLOUO TOU
amalteltal o xpnotng va €xel kaAn efokeiwon pe auto. Mapola auTd, OTILG TEAEUTALEC
€KOOOELG, €XEL YIVEL MO ONUOVTIKN TPOOTABel amd Toug OXeSLAOTEG QvANTUENG TOU
Aoylopikou wote va BeAtwdel n Siemadry pe tov xpnotn. Katd tnv ekkivnon tou
TIPOYPAUMATOG 0 Xpriotng BAEMEL oTnV 006vN Tou TNV akoAouBn ewkova (ewova 2.4.4):

ITn oknvn mapatnpeital évag KUPog, P Aduma Kot po kapepa. O kUBog eival To KUPLo
QVTLKE(LEVO TOU TTAEYUATOG £TOL WOTE VAL UTIAPXEL KL aroyn Tou Xwpou, n Aduna Bpiloketatl
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ekel yla va ¢wTlel TN OKNVA VW N KApEpaA yla va tnv epdavilel. O 3A képoopag
XPNOoLLoToLE(Tal yla va eVvTOoTileL To onpeio 6mou Ba TomoBetnBoUv TUXOV VEA QVTLKEIPEVAL.

To Blender £xeL MAnBwpa StadopeTikwy TUNWY apaBupwy Kat kKaBe mapdBbupo unopet va
tebel oe kaBe tUMO. MNa mMapadelypa, n oapxikn 00ovn €xeL mévie mapabupa, auTd TNG
epyaleloBnkng otnv kopudn, to 3A mapabupo kal TEAog To mapabupo TS Xpovoypopung
mou Bploketal oto KATW PEPOC TNG 0B0ovne. Xta defla sival ta mapabupa Outliner kat
PuBuioswv. To Blender mapgxel emiong kat MOAAEG €TOLUEG 00OVEG TIPOC TIAOYH £TOL WOTE
va ylvetal n BEATLoTN xprion Twv napabupwyv mou avadEpdBnKav mapamavw.

MAgovektpata — MeloveKTApaTaA

To Aoylouiko Blender €xel motkida mAgovektApata Onwg eivat Ta €NG:

>

Yrnootnpilel mpoypappatiopnd o€ Python, to onoio BonBad tov xpriotn va dnuoupynoet
OLKEG TOU KIVAOELG KoL OXNLOTOL TTOU §€ Umopouv va yivouv armd auTd ITou TIapEXEL ETOLUA
TO MIPOYPOUAL.

MNapéxetal Swpedv OTOUC €eVOLAPEPOUEVOUG KoL Elval €vo TIOAU OVTOYWVLOTIKO
TIPOYPAULO OTNV ayopa LE BACH TA XAPAKTNPLOTLKA TOU KAl 0€ CUYKPLON UE Ta UTIOAOLTTOL
€L MANPWHA AOYLOUIKA TpLodlaotatou oxedlacpol (Héoou kot upnAou emunmedou)

AoB€tel pla peyaAn Kowotnta, evepyd $popoup yUpw omo To SLadikTtuo Kol TToAAG
ogpwvapla online 0mMou PECW AUTWV OL XPHOTEG UITopoUV va Bpouv ekmatdeuTika Bivteo,
mAnpodopieg kat cUUPBOUAEG yla ta Stadopa epyaleia

Méow tou i6lou “cloud” oL xproTeg UmopoUv va BPouv E€TOLUO QVIIKE(PHEVA N va
aveBaoouv Ta KA Toug Kal va Xpnotpomnotnfouv amd AAAoug

AwaBétel moAa £topa Swpedv animations mou givat SuokoAo va dnuloupynBoulv amo
mv apxn (mpocopowosl vepol, ¢wTAG K.a.) QOTOCO, TA MELOVEKTAHOTO TIOU
TIAPOTNPOUVTAL KATA TNV XPrion Tou eivat:

MapoAeg TG BeATIWOELG akOpa onuelwvovtal mpofAnpata diemadnc avapeoa oto
nieplBailov epyaciog Tou Kal Pe ToV XpHoth

Exel UPNAEC AMALTAOELC AELITOUPYLKOU CUCTHHOTOC UTTOAOYLOTH

Inuewwvovtal opaipata otnv epappoyn ToAUTAOKWY Asttoupylwy (.. aAAnAemidpaon
OVTLKELULEVWYV PE UYPA OTOLXELA) f KOTA TNV EKKIVNON TOU TIPOYPAUOTOG

Agv UTTAPXEL N AUTOUATOTIOLNKEVN EPWTNON YLA TNV AMOBRKELON TG EPYACLG KATA TNV
€€060 Tou MpoypAppUaTOS

Mapatnpouvtat MoAA& “crash” Tou MPOoypPAUUATOG AOYW TWV QUENUEVWY TIOPWVY TIOU
xpelaletal wote va Kavel render A bake
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Ewkdva 2.4.5: MNapadelypa dnuloupyioc avBpwrivou povtéAou ato Aoylopko Blender

2.4.3 City Engine (ArcGlS)

Tov loUALo tou 2011, n etatpia Esri e€aydpaoe tnv etatpia Procedural, mou eival umevBuvn
yla tnv avamntuén tou npoypdupatog City Engine. Ano tote n ESRI, avéntuée otnv epapuoyn
NV TPLOOLAoTAT OMELKOVION HUE OAMOTEAECUO ONUEPA va €ival éva amd Ta O yVwoTtd
xaptoypadikd Aoywoulka pe eldikeuon otnv avamtuén Tou TPLoSLACTATOU QOTLKOU
neptBairovtoc. To City Engine, pe TNV mpooéyyLlon TG KAVOVLOTLKAG LovteAomoinong, n omoia
e€eTAoTNKE O TPponyoUUEVN €vOoTnTa, UTootnpilel tn Snuioupyio PeyAAng KALpakag
AEMTOUEPWY TPLOOLACTOTWY QOTIKWY HOVIEAWV Kal OOUAEVEL HE TNV QAPXLTEKTOVLKN
tomoBétnon kat Slataén Twv aVTIKELWEVWY. Emtiong, To AoyLlopLKo, €xeL xpnoluomnolnbel oe
TIOAAEG edappoyEG otnV Blopnyxavia mavidiwy Adn amno tnv kukAodopia tou to 2008, kabwg
amoteAel éva ¢GMKO TPOG TO XPHOTN TPOYPOUMO TIOU ETUTPEMEL TN OSnuoupyia Kol
oAANnAemnidpaon pe ocLVOeTA TPLOSLACTATA PLOVTEAQ ATIO TO UNGEV, LECW ULOG CUYKEKPLUEVNG
pong epyaclwv. EmumAéov, Bplokel epapUoyEC OTNV ApXALOAOYLA TNV TTOALTLOTIKI) KANPOVOULA
K.QL..

MepBaAlov epyaoiog

Me tnv €€€AEN TNG TexvoAoylag, mapatnpeital LEYAAn avaykn amo MoAAoUG XPrOTEG TIou
Bélouv va petaBouv oto 3A alka €xouv povo Sedopéva 2A. To Esri City Engine
EVOWUATWVETAL TIOAU TIPOOEKTIKA 0TO ArcGIS Kal EMITPEMEL OTO XPROoTn va AauBavel ta
unapyovta yewypadikd Sedopéva kat va epappolel SLadlkaoTkoUg KOAVOVEG yla TNV
autopatn dnuloupyia uPNANG MOLOTNTAG TPLOSLACTATOU TEPLEXOMEVOU. a MapAadelyua, To
City Engine «8laBalel» TIG YEWUETPLEG KOL T XOPAKTNPLOTIKA Tou XM amd ta umapyxovia
XwpLka Sedopéva OTwWE T AyPOTEUAXLA I TOUG 08LKOUG AEOVEG, XPNOLLOTIOLWVTAS TA YLa val
eDAPUOCEL TOPAPETPIKOUG KAVOVEG ylO QUTOMOTN Snploupyia TpLoSLAoTaTOU QOTIKOU
TEPLEXOUEVOUL, OTIWG 3A KTipla, Spopdxia K.a.. ELSIKA onUavTIKA MOVTEAQ KTIpiwV pmopolv
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va eloaxBouv peow popdwv omwc to COLLADA. To anotéAeopa eival €va peaALloTIKO LOVTEAO
0 OUVTOO XPOVLKO SLACTNHA KAl e EAAXLOTN TIPOOTIAOE L ATTO TO XPROTN VLA TNV KATAOKEUN)
ToU. Mo CUYKEKPLUEVA, UTIAPXOUV TPELG TUTIOL LOTLBWV OU Umopel va eMAEEEL O XpROTNG YO
™V dnuoupyia pog moAng:

1) Opyaviko (organic): H opyavik pEBodo¢ Onuoupyel Spopoug Tou €xouv TO
XOPOKTNPLOTIKO TNG TOALAC HUECOLWVLIKAC TIOANG Kol HOLA{oUV HE HLIKPEC OUASEC TOU
e€ellooovtal og pLa peyaAUTEPN TIOAN.

2) AKTWIKO (radial): H aktwikry péBodog otnpiletal os MOAELC OTwG To Mapiot, 0mou n MoOAN
e€eAixOnke yUpw amo €va Keviplko onpeio. Auto eival oAU cuvnBLoPEVO O TIOAELG TTOU
e€elixbnkav wg ppouplo, To omoio meptBarAetal and Teixoq.

3) Wndwoko (raster): H Yndlakn péBodog dnuioupyel plo mOAn amd tnv apxn, Omou
napaAAnAoL Spopol tn Stacyilouv Kal TEPvovtal pe ywvia mepimou 90°. H Néa Yopkn eival
EVOL AVTUTPOCWTIEUTLKO TIOPASELY AL ULAG TETOLOG TTOANG.

Fie 0N Sewdl Liger Graph Shapes Sewch Soreh Windiw Heln
B Wi inm @ L s TR

F Some x 3 30 Vaew - Propoal 1 % L A AR & 30w - Propoaal 2 3 shegiT e Y = impecu % M Duashbown

5y Bl N . I* TR e

epyaoiag tou City Engine

Elk BaAlov
To neptBardov epyaociag oto City Engine (BA. elkova 2.4.6) eival oAU KOAQ OpYOVWHEVO KOl
oxeSlaopévo pe duvatotnta xpnong o€ UeYAAEC N TIOAAATIAEG 000vVeG. To AOYLOULKO £XEL
TIOANEG

TIPONYUEVEG AELTOUPYLEG TTOU TPEXOUV Kal N Slemadn Ue Tov Xprotn PBplokeTal o€ MOAU KAAO
eninedo Aoyw tou PAikou kal gVkoAa Slaxelpiolpou oxedlaotikou meplBAAAoviog mou
poodEpEL.

Ot kUpLoL tumoL mapaBupwv tou City Engine sivat (BA. ewkova 2.4.6):

1. Scene editor yla SLoxElPLON OKNVWYV, OTPWOEWVY, OVTIKELLEVWV KoL OEVOpLlwY

2. CGA rule editor yla tnv enefepyacia KavOVwVY KAVOVLIOTIKNG LOVTEAOTIONGONG

3. Navigator yia tn dlaxeiplon KoL TPOETLOKOMNGCN apXELWV OTOV XWPOo £pyaciog

4. 3D Views yla KAPEPEG eviaiag Ko TTOAAQTTANG TIPOOTITLKIA G KAl OEVApLAL
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5. Top view yla tnv amekovion tng katoPng tov oxediou

6. Inspector yia Aemtopepny TPOPOAN Kol emefepyaocio ETMAEYUEVWY OVTIKELUEVWV KoL
Yevapiwyv

7. Console ywa évtunn €€obo kelpévou CGA / Python kat Stadpaotiky aAAnAeniSpoon pe

Python

8. Log ywa ta pnvupata tou City Engine. MpofAnpata yla opaApoto Kot TpoeLSomoLioELg TOU
petayAwttiot CGA, avadopd yla tThv mpoodo Twv Hakpoxpovwyv Asttoupylwv tou City Engine

MAEOVEKTAMOTO- LELOVEKTAMOTO

Ta mAeovektipata nou poodépel to AoyLopiko City Engine eival ta €€Ag:

>

>

AmnoteAel oxupo epyodeio yla TNV TOpaywy PEAALCTIKWY TPLoSLdoTaTWV
OWTOPEAALOTIKWY OOTIKWYV HOVTEAWV Kal Tomiwv pe TNV Xpron Owodldoctatwy
b6ebopevwy ZMNM onwg shapefiles kat yewpPaoelg

Anpovpyia LOVTEAWV e peyain TaxvTnTa

H kavoviotikr povtelomoinon pe CGA ypaUHATIKEG OXAHATOG OMOLTEL OXETIKA ULIKPNA
YVWon TPOYPAUUATIONOU, WOTE VA UIMOPEL va SLaXELPLOTEL KoL €vag omAOg Xpotng

Avvatotnta kaBoplopol Twv Opwv S0UNCoNG MECW TIOPAMETPWY KoL TPOTIOTIOLNONG
Toug otov MAonyo (navigator), e amotéAeopa TNV Apeon BEaon Tou mMapayouEVOU
TPOIOVTOG KO TNV SnULoupyia ELKOVLKAG avamapAoTacng HECW TIPOYPOLUOTIOMOU

KaAd opyavwpévn kat e0xpnotn enidpaveLla Epyaciag Tou xprotn

Yrapén facade wizard mou emutpénel Tnv omtikn enefepyaocia plag npdooyPng Kat tn
dnuoupyia kavovwy

Yriapén crop image tool ywa va pmopel va enefepyaotel o xprotng Tnv udn Kat Tig
€IKOVEC TpoooPng, Xwpic va xpelaletal vo SloO€tel AAAO €OIKO AOYLOULIKO
enefepyaociag elKOVWY

Avvatn SLoAeToupyLlkOTNTA pE AANQ TIpoypAppaTa (WG TTPOG TNV TPOPOAN TOUC TwV
e€ayopevwy Sedopévwy)

Ta pelovektipoata tou City Engine gival:

>

A\

ATauTel KATIOLEG EAAXLOTEC YVWOELG YAWOOWV TIPOYPAUUATIOMOU YLla TNV KOTovonaon
TNG KAVOVLOTLKAG LOVTEAOTIONONG

Amouoia epyaleiou yLo TNV HETPNON TWV SLAOTACEWY TWV OXESIWV
Amouoia epyaleiov dnploupylog KUKALKWY OXNUATWY OTOV EMEEEPYAOTH

MNa tnv xpnon tou facade wizard Ba mpémel ol pwroypadile¢ mou pmopolV va
XxpnotwuomnonBouv wg UDEG, va elval TETPAYWVEC 1 0pOoywVLEG

ApkeTd xpovoBopa Stadikacia n avanapdaoctoon Kot $OpTwon OAWV TwWV LOVTEAWV O
£€Va OKNVIKO

Avokolia Staxeiplong kot dnuloupyiac TOEwv Katl KUKAWV
Aduvauia unépBeong Bepatikwy emmedwy

Amnouoia TARpN¢ uooTNPLENG YLt OAA Ta TTPOBAEMOUEVA CUCTAUATA CUVIETAYUEVWV
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» EAattwparta o ox£Eon Ue TNV TomoAoyia Tou, KaBwg To AoyLopLko “yepilel” avtopata
To onuela 6mou umtapxet ENewpn mAnpodopiog

» Amnoucia BLBALOBNKNG XAPTWVY KOL OVTIKELUEVWY OTIWG YLO TTAPASELYHA TTAYKAKLA,
S6évtpa K.a.

» AUoKoAn £wg adlvatn n enefepyacia twv efayopsvwy Sedopévwy amd ala
Mpoypappoata

2.4.4 Autodesk Maya

To Aoylopiko Maya Atav apxIka €vo PoloV KLVOUUEVWY OXES LWV EMOUEVNC YEVLAG BaCLOUEVO
oe kwdwka amnd to The Advanced Visualizer tng Wavefront, to PowerAnimator tng Alias
Research, Inc. kat to Alias Sketch. O kwdikag petadépbnke oto IRIX kal mpootéBnkav
XOPAKTNPLOTIKA KIVOULEVWV ELKOVWV Kal N KwSLKA ovopaoia tou project porting ntav Maya.
H etatpia Walt Disney Feature Animation cuvepydotnke oteva Pe tnv avantuén tg Maya
KaTd TN SLApKELA TG TTapaywyng TNG tawviag Kivoupévwy oxediwv Dinosaur. H Disney {itnoe
VOl UTTAPXEL LA OPYOVWHEVN PON EVIOAWYV OTO AOYLOULKO WOTE va eival Tio ALk n Semadn
HE ToV xprnotn. AOyw auTtou, To AoyLoUKO Maya €xel yivel oAU SnuodAéG otnv Blopnyxavia
TwV animation, kaBwg To otolxeio autod eixe bLaitepn eMPPON OTNV AVOLXTH APXLTEKTOVLKN
TOoU.

‘Enewta n Silicon Graphics Inc. e€ayopaoce tnv Alias aAAd kat tnv Wavefront Technologies, Inc.,
HE QTMOTEAEOUA N TEXVOAOyl ETOMEVNG YEVIAG TNG TWV ETALPLWV AUTWV, N omola elxe
avarntuxBel oe €va oAl uPnAd eminedo, va cuyxwveuBel oto Aoylopikd Maya. H véa
Buyatplkr ou avikeL €€ OAOKAPOU OTO OVoUA TNG HETovoudotnke o€ "Alias | Wavefront".
H mpwtn €k6oaon tou Aoylopikol Maya ri aAAlwg Maya 1.0 kukAopopnoe to OePfpoudplo Tou
1998. Meta amno po ospd e€ayopwy, n Maya ayopaotnke anod tnv Autodesk to 2005. Katw
OO TO OVOMA TNG VEAC UNTPLKAG €TaLpeiag, n Maya petovopdotnke os Autodesk Maya.
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Qotooo, To 6vopa "Maya" e€akoAouBel va gival To Kuplapxo OVOLLO TTOU XPNOLUOTIOLETOL YLa
TO TMpOolov.

MepBaidov spyaoiag

To Autodesk Maya, eival mpoypappa tplodidotatwy (3A) ypadlkwv To omoilo eivat
TIAYKOOUIWC YVWOoTO Kal Bswpeltal wg éva amnod ta kopudaia mpoypapaTo TOU TOUEQ TOU Kal
amoteAel Baon Twv Kvnuatoypadlkwy Tawiwy. Exel xpnotpomnotnBel yla tnv mpooOnkn edpé
oe TOAAEC Saonueg tawieg, 3A Animation aAAd kat oe Bwrteomatyvidia. To AOYLOULIKO
TPOOPEPEL EEELOIKEVUEVEC EVTOAEG OE OTL aPopA TO OTITIKA £PE, Ta KlvoUpeva 3A oxedia, tTnv
povtehomoinon, tnv anodoon (rendering) kat otolxeloBeoia (compositing). TEAOG, n xprion
TOU au§AveTal KoL o€ emayyeApaTKO TEpLBAAAOV yla TNV mapaywyn Bivteo animation yla
W, mayvidia kat tnAedpaon. H epappoyni Autodesk MAYA €xeL ulomonBet yia 32 kat 64
bit cuotApata kat utootnpilel MARPwG Aettoupykod Windows rj Machintosh, evw n veotepn
€kdoon tou pnopel va Aettoupyel kat og Aettoupykd Mac 0OS® X 64-bit.

To Autodesk Maya eival éva AoyLopLko TpLodlaotatwy ypadkwy, To omolo XpnoLUOTOoLEL Eva
oUOTNHUA APXLTEKTOVIKNAG KOUBLKOU ypadAuatog Kat eival KatdAAnAo yla Tnv moapaywyn
SLabpaoTKWY TPLoSLAoTATWY £hOpUOYWY, OTIWG TtaLXVISLWY, BIVTED, TAWLWVY KLVOUUEVWY
oxeblwv N omtkwyv ede. O xpRoTNG XL TNV SuvatOTNTA VA EMEEEPYAOTEL KAL VA TPOTIOTIOLHOEL
Ta HEOA N TG €PAPUOYEG EVOG OUYKEKPLUEVOU oxeblou opillovtag €vav ELKOVIKO XWPO
epyaciag (scene). Ta mapayopeva oxedla Tou PMopouv va amobnkeutoUv oe SLadopeg
Hopdég apxelwv pe mpoemdoyn to .mb (maya binary). Ta otolxeia Twv xwpwv epyaciag
Baoilovtal o KOpBOUG kaBEVAG oo Toug omoioug SLaBETEL Ta SIKA TOU XAPOKTNPLOTIKA Kall
puBuioelc. Ao v €kdoon tou Maya 2012 kot €melta €ival duvatd Ta amoteAéouata
HEYAAUTEPNC TILOTOTNTOC HEOW TNS LPNANRG amddoonc viewport mpoadEpovtac A pn 066vn
omtikwyv ep€, BoAn kivnon, Babog nediov.

To Maya mpoodEPEL GTOUG XPHOTEG TOU £va eUPL GACHA EEELOLIKEVUEVWV EPYAAELWV YLa KOPE,
scripted animation. Emiong SwaBétel éva akpwg eAeyxoupevo layering animation mou
Aewtoupyel pe omotovénmote Trax Norlinear Editor £€va Loxupo Set Driven Key mou emutpenel
TIC TTOAUTIAOKEG aAAQYEC KLVOUHEVWY oXediwv. AKOun, Bewpeital mwc eivat n Avon ywa 3D
Modeling, Kwoupeva ox€dla, TPOCOUOIWON, EVOWHOTWVOVTOG TO KOLWOTOMO SUVAULKO
toolsets yvwotd kot wg Suvapko cuotnua (HDR) mou efumnpetel otnv KaAutepn Kal
PEOALOTIKOTEPN HLOVTEAOTIOLN G TIOAUTIAOKWVY OVTLKELUEVWV.

Eival éva BpaBeupévo mpoiov mou BonBa tov Xpriotn yla TV mapaywyr evog 3A povtélou,
WOTE va SNULOUPYNOEL PEAALOTIKOUG XOPAKTHPEC, OTIALOTIKA OXESLA KaL TTEplepya ELOLKA EPE.
AOYyW TWV OUTOUATOTOLNUEVWV EVEPYELWV N TIOPAYWYN TWV EPYACLWV YIVETAL TaxuTOTO,
TIAPEXOVTOG OTOUC XPrOTEG VO TIPOTOV TTOU GUBAAEL OTNV MAPpAYyWYLKOTNTA UE BeATiwaon oTLg
KOONUEPLVEG EPYOOLEC TOUG OE LILOL ETIOXH OTIOU 0 AUENUEVOC AVTAYWVIOMOC 0 cUVOUAOUO UE
TG VPNAOTEPEG MPOOBOKIEG Yyl TTOLOTNTA OTLG TOPOYWYEG ATIOTEAOUV oToXEla LPNAwv
QTALTACEWV.
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Kc'Jva 2.4.8: Meplpaiov epyaociag Tou Aoylopikol Autodesk Maya 3D

MAEOVEKTAMOTO- LELOVEKTALOTO

To MAEOVEKTN LATO TTOU TIPOohEPEL N Xprion Tou Aoylopikol Autodesk Maya eivat ta €€n¢:

>

>

Méow TNG cUVOPUOAOYNONG TNG OKNVAG KOl TwV pOoWV €pyaciag, LEYLOTOMOLETAL N
TIAPAYWYLKOTNTA Kal PeATioTOMOLlE(TAL N OXESLAOTIKY €EUMEPlA TOU XPRoTn Kal
avéavetal n anodoTkoTnTa

OLoUVvBeTeG epyacieg KvoUpeVwY oxeblwv Snuioupyolvtal EUKOAQ LE TNV XPrion TwV
epYaAEiwV OV POOPEPEL TO AOYLOULKO

Ta tplodldotata POVIEAQ KoL T OMTIKA €€ amodidovial o€ TPAYHATIKO XPOVo,
ETUTPEMOVTAC OTOUG XPNOTEG va SoUuAeUouv o€ €va mepLBAAAov mou oxedov talplalet
He TNV TeAkn €€odo

Ot peyalot kat toAUTIAOKOL KOoUOL Snuloupyouvtal eUkoAa kat SteuBuvovtal e v
mAatdopua Open Data tng Maya

Atvel tnv duvatotnta otou¢ xpnoteg va Sokwualouv yprnyopa OSLadOpETIKES
OVATIOPAOTACELG YLOL VA TIETUXOUV TO KAAUTEPO SUVATO AMOTEAEGHA

Ta pelovektipata tng Autodesk Maya eivat:

>

>
>

Anotelel éva oAU akplBo mpoidv yla TNV amoKTnon Tou O OXEoN KE T UTtOAouta
AOYLOULKA TTOU UTIAPXOUV OTNV ayopa

Exet uPnAég analtioelg oe hardware €8kd ot o mpoodaATeC EKSOCELG TOU

Eivat 8UokoAn n ekpudabnon Twv epyaleiwv yla KAmolov xprnotn mou dev €xeL emadn
HE TOO0O0 €ELOEIKEVUEVA AOYLOULKA TPLoSLAOTATNG LOVTIEAOTIOINONG
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Ewova 2.4.9: Kataokeur eAikontépou black hawk yia Snpodidég Bvteomatyvibl oto AoyLoULKO
Autodesk Maya

2.4.5 Autodesk 3Ds Max

Tn dekaetia Tou 90 oTO TOMEQ TOU TpLoSLAoTaTOU oXedlaouou, epdaviotnke €va Kalvoupylo
€pYaAELo- AOYLOUIKO YVWOTO Kat w¢ 3D Studio Max. Zkomdg autol Tou VEOU AOYLOMLKOU ATV
n a&lomoinon Tou oTNV MoPOaywyH TPLOSLACTATWY LOVIEAWV QIO EMAYYEAUATIEG OTOUG TOUELS
NG QPXLTEKTOVLKNG KoL TNG £PAPUOCUEVNG HUNXAVIKAG KaBwg tnv meplodo ekeivn, n
avalAtnon evog MPOYPAUUOTOG yla TV PeTatpornh Twy dtodldotatwyv CAD/CAM oxediwv ot
Tplodlaotata Atav auénueévn. Ze apylkd otadlo, To AOYLOUIKO Tieploplle TNV Snuoupyia
KIvNoNg Ot HOVTEAA UTIO OUYKEKPLUEVEG OUVONKEG PWTOC KAl KAMEPOG, WOTOCO TO
QTOTEAECQ TIOU TIOPAYOTAV TIAPEEVE EVIUTIWOLAKO.

Tnv enoxn ekeivn, WG KATAAANAOTEPO PEow yia TN Aettoupyia tou Autodesk 3Ds Max, jtav ot
umoAoylotég Intel 386 kaBwg amotelovoav tnv amodotikotepn emhoyn. To AOYLOUIKO
OPXLIKA, XPNOLoTolnOnKe yla TNV dnuoupyia Tplodlactatwy Epywv TEXVNG, NAEKTPOVIKWV
mavidlwy Kol TPLodLaoTatwy MOAURESWY, adoU UE TIC SUVATOTNTEG TOU TIPOCEAKUCE €va
ueyalo mAnBog evdladepopevwy. To 1996 pe tnv emionun eudavion Tou otnv ayopa
anoteAovoe €va TePLBAAAOV TPLOSLACTATNG ATIELKOVIONG TTOU UTtooTNpLle TANpPN Kivnon to
OTolo OXESLAOTNKE yla TIOAUVNUATIKEG UNXOVEG TIOAAWV EMEEEPYAOTWY TIOU TPEXOUV Ta
WINDOWS NT.

NepBdAAov epyaoiag

To 3D Studio Max eival €éva Aoylopikd, To omoio €xel avamtuxBel and tnv Autodesk kat
napéxel duvatrotnte¢ modeling, animation kot rendering. Eival éva eupéwg yvwoto
TPOYPAULO TIOU XPNOLUOTIOLELTAL OTNn HOVIEAOTOINON TPLOSLAOTOTWY QVTLIKELMEVWY Kal
KOOUWV e Ppwrtopealilotiky amodoon. OL SuvatdtnTéC TOU €lval AMEPLOPLOTEG, KOOWG
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SlL00€Tel TTOAMEG epyaAeloONKeG, OpKETA Plugin opXITEKTOVIKNAG Kol €ival cuppatd pe
mAatdopua Asttoupytkot Windows tng Microsoft kat extras. Xpnolpormnoleital kupiwg amo
ETOYYEAUATIEGC OTOUC TOMELG KLVNUATOYPAPLKWY TOPAYWYWY, AVATTUENC TIOXVIOLWV KoL
oxeblaong MOAUMEOWV. AKOUN XPNOLUOTIOLELTAL OTNV Blopnxavia Tou Kvnpatoypddou,
KaOwWE XapaKTNPLOTIKO TwV SUVOTOTATWY TOU €lval n dnuioupyla OMTIKWY €OE, EVW OKOUN
xpnowornoleitat otn Plopnxavia avamtuéng nAsktpovikwyv mavidiwy. Emiong eivat
KATAAANAO YLlO OTTOULTNTIKEC OPXLITEKTOVIKEG MEAETEC KOl OMeEUOUVETOL OE QPXLTEKTOVEG,
HUNXOVLKOUC, SLOKOOUNTEC K.qL.

Ewkéva 2.4.10: To mepBaAAov epyaciag Tou Aoylopikou 3D Studio Max

Kata tnv npwtn enadn pe to Aoylopiko 3D Studio Max, o xpriotng napatnpel otnv 086vn tou
TO mopakatw napdbupo (BA. ewova 2.4.10):

O xwpog epyaocioag pmopei va dtakplBei oe mévte Baokad otolyeia. Ta otolxeia autd sival
XWPLOPEVA £TOL WOTE EVIOAEC KoL epyaleia Ta omola potdlouv petafl Toug va Bpilokovtat
oto (6o tuAua. Mo avaAutikd, ol Baowkég eviodec/epyaleia mou Ba £pBel oe emadn o
XPNOTNC KOl TIou TIPETEL va yvwpilel wote n Sadikaocia oxedloong va mpaypotonownOet
g€ukoAOTepa eival (BA. ewova 2.4.11):
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10.

11.

Ewkova 2.4.11: Neplypadn Tou xwpou epyaciog tou Aoylopkol 3Ds Max Studio

papun epyaleiwv ypriyopng mpooBaong: Mapéxel eviodég Slaxeiplong apxelwv kot
avaipeon/enavadopd, KaBwG Kal avomtuooOpevn Alota ywa  evallayr Hetafl
SlapopeTikwy Slemadwv XwpPou epyaciac.

KOpla ypapun epyaleiwv: Mapéxel TOAAEC ATTO TLG TILO GUXVA XPNOLLOTIOLOU UEVEC EVTOAEG
oto 3Ds Max.

H Kopbéha (The Ribbon) : Mepléxel pa oelpd amd epyadeia ywa povielomoinon,
{wypadikr otn oknv Kal Tpoodnkn avepwnwv.

E¢epevvnon oknvwv: MNa npoBoAn, Stahoyr, PINTPAPLOUA KAl ETUAOYH QVIIKELWEVWY OTO
3Ds Max, kaBwg Aeltoupyieg petovopaaoiag, Staypadng, anokpuPng K.a.

Layout Viewport: Autr €ilval pia el81KA Umapa KOPTEAWV yla ypriyopn evaiiayr petal
Sdladopetikwv dtapopdwoswv poLoAnc.

. ‘EAeyxolypappwv kataotaong: Epdavilet tig unodeifelg kot TIq TANPOPOPLES KATAOTACNG

OXETIKA LLE TN OKNVI| KL TNV EVEPYI EVTOAN.

Mevou etiketwVv TpoBoAng: Elval to pevol mou emUTPEMEL TNV allayr epudaviong tou
kaBe mapabupou mpoPoAng, cupneplapBavouévng tng anoyng (POV) kat otul okiaong.

Mevou Quad: Me kAlk oTo S€l TARKTPO TOU TMOVTIKLOU epdavileTal Eva TETPATTAO HeVOU.

Time Slider: Alvel Tnv duvatotnta MAOHYNoNG KOTA MAKOG TNG XPOVLKAG YPOUMNG KoL TN
HETABOON 0€ OTOLOSHTIOTE TMAALCLO KIVOUEVWYV ELKOVWV OTN OKNVr).

Oupec mpoPoAnc: Epdavion tng oknvng amd TOAAEC YWVIEC KOl ETUTPEMEL TNV
T(POETLOKOMNON GWTLOMOU, oklwv, BaBoug mediou kat AAwV eOE.

Mivakag evioAwv: MpooPacn oe epyaleia yla T dnuloupyla Kal TNV TPOMOMOINCN TG
VEWUETPLOG, TNV TTPooBNKn dwTwv, ToV EAEYXO TNG KWVOULEVNG ELKOVAG KATL. O Ttivakag
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"Tpormomoinon", eWbwkotepa, Owabétel TMANBwpa epyodsiwv yla TNV  TTPOOBNKNn
TLOAUTTAOKOTNTOC OTN YEWHETPLA.

12. EAeyxol KwvoUpeEVWV €lKOVWV: Emutpémel tn Snuloupyla KvoUpévwv oxedlwv Kot
avarmapoywyr autwyv pEca ota mapadupa tpoBoAnc.

13. MAonynon mpoBoAnc: EEunnpetel otnv meptjynon otn oknvh HEoO 0TO evepYO mapabupo
npoBoAnc.

14. Slate Material Editor: Map£xeL Aettoupyieg yla Tn Snploupyla Kot Tnv enefepyacia UALKWY
KOLL XOLPTWV.

15. NapdBupo npoPardpevou mAaioiou: Epdavilel pia anddoon TG OKNVAG KoL ETILTPETEL
TNV €UKOAN €mavékdoon.

MAgovektpata — MeloveKTApATA

Ta Baowotepa TAEOVEKTHOTA TTOU TipoodEPEL TO AoyLoptkd 3Ds Max tng Autodesk ivat ta

g€nge:

vV V V V

Yrnootnpilet Point Cloud
Avayvwpilel Tnv yYA\wooa mpoypappatiopou Python
MNapéxel BeATlwpévn dlaxeiplon oknvwv

ErttayUvel Tnv amodoon tou viewport BeAtTiwvovtag TV TAoAynon Kat thv KOAUTEPN
oAANnAemtidpaon

Evioxvel to rendering ActiveShade 1o omoio mapouoldlel oTtov XprHoTtn TIG CUVETIELEC
™G aAayng dwtopol 1N twv UVAKKwY Sladpaotikd kal €xeL tn Suvatotnta
avTLoToiXloNG TEAKNAG avAyvwong yla akpLBEoTepa amoTeAéopaTA

MNephapPdvel pa  yAwooa script  (Maxscript), mou €MUTPEMEL OTOUG  MN-
TIPOYPOAUHOTIOTEG Va Ypapouv SIKIEG Toug emektdoels (plug in) xwplg amapaitntn
yvwon tng C++.

INUOVTIKEG PBEATIWOELS OTNV ATIEKOVION OXeSLOOMOU, ota ypadlka Kivnong, ota
OTIOTEAECLLOTO, KATT.

OL TIPOYPAUUATIOTEG TTAXVIOLWV UTTOPOUV €UKOAA va SnULOUPYHOOUV TIPONYHEVN
okiaon npoPoAnc HLSL pe tov emetepyaotr) okiaong ShaderFX os mpaypatikd xpovo.

Mapdywyr Mo PEAALOTIKWY Kol KOUP WV GUCLKWV TIPOCOLOLWOEWY HECA OE CUVIOLO
XPOVIKO dLaotnua.

Yrnootnpilet Vector Map TOU ETUTPEMEL OTOUC XPNOTEC va HOPTWOOUV TA
SlovUopaTIKA YpadIKA WE XAPTEC UDNG.

AteukoAUveL Toug Xproteg otn doptwon plus SVG, Adobe lllustrator, AutoCAD PAT kat
opxela SVGZ anoteAeopatikd. Autol oL tumol apxeiwv dpoptwvovtol we UPEC HECO OE
3Ds Max .

Amotelel €va Aoylopko dnuoupyiac Pndlakol meplexopévou, dSnAadn pmopet va
SnuLoupynRoeL TPLOSLACTATA EKTUTIWOLUO LOVTEAQ OTOV UTIOAOYLOTH TTIOU UITOPOUV val
aglomotnBouv o€ dladodpoug Topeig OTWG 0TNV LATPLKH, TNV POUTTOTLKA K.O..

Qot000, Ta pelovektpata tou 3Ds Max eival ta mopakATw:
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» Eival éva anod ta akplBotepa AOYLOULKA OTNV ayopd

» H yxaptoypadnon UV eivat mo OSuokolo va emtevyxBel (amattel Eexwploto
Tpormonontn)

» MEéEtpleg mpoc apketd uPnAEg amaltroelg os hardware

» H Slenadn pe tov xpriotn dev eival t6oo eUKOAn av Sev SLABETEL TNV KATAAANAN
Eunelpia

2.4.6 Emdoyri karaAAndov Aoyiouikou

Onwg pumopoUpe va SoUE KOl OO TA MOPATIAVW OToLXEla , pag SLVETAL pLol LEYAAN YKAUO
ETUAOYWV YLA TO AOYLOULKO TIou Ba emefepyactolpe Ta 3A HOVTEAQ HaG KOl KATAAREOLE TTWG
To KataAAnAdtepo eival to Blender. To cUYKEKPLUEVO AOYLOULKO €XEL TTOAAA TTAEOVEKTALOTO
TIOU paGg 08rynoav va To eTUAEEOUE.

4 [pwtov, ival éva oxeTikd eUKOAO AOYLOMLIKO OTNV EKUABNGT Tou.

4 AsltepOV, TPOOHEPEL TPONYUEVES SUVATOTNTEC Ko Elvat OAOKANPWHEVO TIPOYPOHHAL
Snuoupylag Tplodlactatwy ypadlkwy.

4 Tpitov, av kat ivarl emayyeALoTIKO AoyLopiko StatiBetal Swpedv

2.4.7 Baoikéc Evvolec oro Blender

Itnv nopovoa evOTNTa Ba MAPOUCLACOUUE KATOLEG BAOIKEC €vvoleg Kal SLadIKOOLlEG TOU
AoyloukoU Blender mou XpnGOLUOTIOCOUE OTNV £PYOOLO AQUTH ylo TNV enNegepyacia Twv
HOVTEAWV.
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Asset

Me tov 6po 0vTO avapePOLOCTE O Object, elkOVeS, textures, materials, scripts 1) Kol 6€ GKNVEG
pe OAo TO TPOTYOLUEVO. ZVVNOW®G YPNOLUOTOOVUE TOV OPO aVTO Yo va Egywpicovpe ta
vdéAouTo objects amd 1o object Tov pog eVOlaPEPEL

Interface  User Interface

Elvat moAU amAd to pevou tng edpappoyns. To Blender dnuiletal yia to pun mpaktikd User
Interface SuokoAelovTag TOUG VEOUG XPOTEC.

Map

Avadépetal Kuplwg oe textures mou «kpUPBouv» TIAnpodopieg MEpavV TNG ELKOVAC TOU
BAEmoupe. MAnpodopieg OMwg PwTEVOTNTA, AVTIAVUKAACELG, UPOUETPLIKEG SLaPOPES, KTA.

Mesh

Eival to ouvolo twv kopudwv (vertices) , akpwv (edges) kat empavelwy (faces) Tou object
O,

Nodes

Ta nodes oto Blender sivat kamowot opBoywviol koot mou Bonbave Kuplwg autouc mou
dtiaxvouv materials va €xouv mpooBacn o€ MePLOcOTEPEC TTANPOdOPLECG Kol pubuioELg oTa
materials auta.

Object

To object mepléxel OAeg TI¢ mMAnpodopieg mou pmopel va €xet Eva TpLodLACTATO HOVTEAO OTO
CGl koapo. NMAnpodopieg 6w To mesh, ta animation actions autou, Ta poses, Ta materials,
KTA.

Poly (low or high)

Ta meshes Twv object mepléxouv emipaveleg mou ouvnBwg Eedpeliyouv amod To TETPAYWVO N
Tplywvo oxnua. MNa autd cuvnOiletal va pAape yla moAuywva (poly-gons). Ta kaAd ypadika
ouvodevlovtal amd meshes pe high poly emidpaveieg, dnAadry moAa moAUywva evw Ta
XapnAdtePNG molotnTaG ypadikd amno low poly emudaveteg, SnAadn Alya moAlywva.

Render

Avadépetal otnv anewkovion omotoudnmote asset oe CGl mepBdAlov. 1o Blender €xoupue 4
SladopeTikeg amekovioelg Touldylotov. Mia ya KaBe pnxavry aAAd KoL TNV QTEKOVLON
TIPOLYHLOTLKOU XPOVOU OTaV TtA{OU LE TO TTOLXVISL.

Bake

Elval n Stadikacio umoAoylopwyv Kot arnoBAKEVONG TWV AMOTEAECUATWY OUTWV UE TETOLO
TPOTO, £TCL WOTE VA UIMOPOUV va XpnotorotnBolv xwpig tnv avaykn va {ava-umoAoyLoTouv.
ZuyKeKpLEVa elval otav petadEpels mAnpodopieg and éva 3A poviédo uPnAng avaluong o
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Ll €lKOVa texture ylwo va xpnolpomolnBel os €va povtélo YapnAng avaAuong Kol vo
efopolwoel HEOW €VOC OAYOpLlOUOU TIG TAnpodoplec aUTEG Kal va ¢aivetal To deutepo
HOVTEAO oav va €XeL TIOAAG TIOAUYWVA EVW OTNV TIPOYHOTIKOTNTA €lvatl ed€ Tou opllel otnv
KAUEPO TIWG VO KAVEL rendering To LOVTEAO yLa val £XEL LUTA TNV ELKOVAL.

Texture Baking

Yrapxouv apkeTEC MAnPodopleg oL omoleg pmopouv va epdavioTouV AMOTUNWUEVEG OE Eva
texture. Qavrtaoteite Twpa av anobnkeVape OAEG TIG TANPOPOPLES YL TO XPWHA, TLG YWVIEG
oVAKAOONG, TNV £VTOON TOU GpWTOC, TN YEWHUETPLA Kot TTOAAG GAAA yLa OAEC TIG ETILDAVELEG TNG
OKNVAG Hag o€ €va povo texture yla éva povo frame kat povo pia popd. Yotepa kavovtag
xpnon tou texture autou dev Ba xpelaldpaoctav dAloug real time unmoAoylopoUg mapd Lovo
TNV UTIOAOYLOTIKA oYU yla va ¢optwBOel ocwotd Kat va mapapeivel poptwpévo To texture
auTo.

Katd to texture baking amoBnkevoupe mAnpodopieg amnod toug real time umoAoyLlopoug Hag
oTLG eMLPAVELEG TNG OKNVAG MOG OL oTtoleg pag evdladépouv o€ vea textures. ZTn CUVEXELQ
XxpnoluomoloUpe ta véa baked textures ota tplodldotata POVIEAQ TNG OKNVAG LOG KOL ME
KATAAANAeg puBuioelg oto software mou XPNOLUOTOLOUPE €XOUUE TO QTIOTEAECUO TIOU

neplypaPape.

O OUYKPLTIKA 0UTOG EKUNOEVIOUOG TWV UTIOAOYLOTIKWY TIOPWVY, TIou Xpelaovial yla pia
erudavela yla va mpoodwaoel to (dlo amotéAeopa dev EpxeTal XwpPLG LELOVEKTLOTAL.

+ [pw ¢ptdooupe oto teAkd render kat baking mpémetl va olyoupsutoUpe OtTL Sev
umapxouv AdBn otn oknvh pag, KaBwg yla €otw Kal eva Adbog Ba npeneL va tpé€oupe
n Stadikacia Tou baking and tnv apxri. Autd Aoutdv POoUTIOOETEL TTEPLOCOTEPOUG
real time previews umoAoyLopoU¢ amo to cuvnOLoUEVO

+ e mouyvidia kuplw¢ oM@ kat Touvieg animation omou eruddveleg mou Sev ATav
epudaveic kata tn Stapkela tou baking, mpokettal va epdaviotolv apyoTepa, TPEMEL
va AndOouv PETPpA WOTE va NV SLaTNPRooUV TO HaUpo XpWHA Toug. To Havpo Xpwua
w¢ anotéAeopa Tou baking oto texture umodnAwvel EAAeun mAnpodopLwv.

Level of Details (LOD)

Eminedo Aemtopfpelag : elvol N TEXVIK TIOU ETUTPENMEL OE €VA OVTIKELUEVO TIOU
OVTUTPOOWTEVEL €vayv aplBpd Twv TMOAUYWVWVY TIoU €apTATAL OO TV QmOoTach Tou
OVTIKELUEVOU OTO onpelo mapatpnonc.

Uv set :

Eivat mpoBoAn twv onueiwv (vertex) mou anoteAolv €va 3A povtéAo oto 28laotato enimedo.
To 3A povtélo amoteleital anod onueia(vertex), ypapuég(edges) kat moAUywva(faces). Avo
onueio ouvBetouv éva edge kol ta edges oxnuatilouv to enimedo mMoAUywvo, Tpiywvo,
TETPAYwWVO N otdnmote. H mpoBoAr Aoutov Twv vertices oTIC 2 SLoTACELG AEyETalL UV set Kal
xpnoluomnoleital ya va kabopiooupe kdBe onueio n emudpdvela tou 3A povtéAou oe oL
onuUeio TNG lkOVAG/texture oVTLOTOLKEL.
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Normal Map:

Normals Aéyovtal o kaBe moAUywvo (face) Tou HOVTEAOU N ywvia TTOU €XEL TTPOG TNV KAUEPQAL.
To normal map Aounov kataypddel OAEG QUTEC TI TTANPOPOPLEC A0 €Val LOVTEAO UE TIAPO
TOAAG TToAUywva o€ pLa elkova 2A mou tnv dtafact o emefepyaotnc ypadikwv(GPU) kat pe
QLUTOV ToV TPOTIo e€0OLWVEL O TIOAU peydho Babuo éva povtédo moAl uPnAng avaAuonc pe
TIOAU ALYOTEPEC ATOULTAOELG OE UTIOAOYLOTIKI LoxV. Bake Aéyetal n Stadkaoia mou dnuloupyel
to Normal Map.

2.5 Mnyxavég Mayvisiwv

Y€ qUTA TNV voTtnTa avaAvovtal N Baoikr dopun Twv pnXovwy maxvidtwy. Ymokatnyopleg
TWV pnxavwv raxvidiov eival n Rendering Engine, unxovr ¢ucotkng, Lnxavn nxou, cuoTNUO
ypadlkng Slemadnc xpnotn, TEXVNTH vonuoouvn Kal YAwooo oevapiwy.

Miwa Game Engine eival éva software framework (mAatpoppa avamtuéng Aoyloptkou)
oxedlaopévn ywa tn Snuwoupyia kat avamtuén Bwteomavidiwy Kot ypadikwv. Ot
TIPOYPOAUHOTIOTEG TG XPNOLUOTIOOUV yla Vo Snoupyouyv Ttatxvidla yia KovooAeg, dopnTteC
OUOKEUEC KOl TIPOOWTILKOUC UTTOAOYLOTEG. H BaloLKr) AELTOUPYLKOTNTO TIOU TIOPEXETAL OO TN
punxowvn mayvidlwyv odpeidetat otn pnxavn anodoong ypadikwy 2D ) 3D (render) otn punxavn
dUOLKNC, OTO UNXAVIOUO avixveuong ocUyKpouong, OTO UNXQVIOUO NXOU, OTa KLVOUMEVA
ox£éla (animation), otnv texvntn vonuoaouvn, scripting, networking, otn dtaxeiplon uvAung,
threating, localization support, scene graph. fuxva SleukoAUvetal oe peydAo Babuo n
Snuoupyla Bvteomayvidlwy amo TNV €navayxpnolgonoinon Kal mpooappoyn tg dlag
punxovng evw Sivetat n duvatotnta tng cupPATIKOTNTOG UE SLadOPETIKEG MAATHOPUEG.

Rendering eivat n Stadikaocio pe tnv omoia dnuioupysital pa lkova amo éva 2D ) 3D
HOVTEAO HEOW ELOIKWV TIPOYPOAUMATWY NAEKTPOVIKWY utoAdoylwotwyv. H Rendering Engine,
dnuoupyet 3D kvoupeva ypadLkad xpnolomnolwvtag erAeyuéveg uebodoug (rasterization,
ray- tracking). O mpoypapUaTIONOG Kal N peTayAwTttion avti va ekteAeital and t CPU A
GPU Baociletal oe €va n meplocotepa API (application programming interface) onwg n
Direct3D kat OpenGL.

Mo unxavn GUGCLKAG Elval Eva AOYLOKLKO UTTIOAOYLOTH TIOU TTAPEXEL KATA TIPOOEYYLoN GUGCLKA
KOl TIELOTIK OUMMEPLPOPA, TPOCOUOLWVOVTAG OF TIPAYUATIKEG KOATOOTAOEL Kol
ouuTepLPOPEG OMWG €lvat N SUVAULKA TOU AKOUMTOU CWHOTOG (CUpIEPAAUBAVOUEVNG TNG
avixveuong ouykpouong) Kat n SUVOLKH TOU LOAOKOU CWHATOG Kot TN SuVa LK Tou uypou
otolxeiou. Xpnoluomoleital oe 61adopoug TOMELG OTwG T YpadLKA UTIOAOYLOTWY, OF
Buteomalyvidla Kal Talvieg Ue 0TOX0 T MPOCOUOiwaon TWV VOUWV TNG PUOLKNAG HECA OE UL
€LKOVIKA edapuoyn.

H pnxowvn nxou gival to cuotnua ou anoteAeital and alyopiBuoug mou €xouv oxéon Ue Tov
nxo. Emtpénel va eloaxBolv otepeodwvikd aAAA Kal LovodwVvika apxeia nxou. H xprion Twv

apxelwv Axou pEow TNG UNXAVAG CUVTEAEL 0T SnuLloupyia pLag peaALloTIKOTEPNG EPAPLOYAG.

Y10 cuotnua ypadikng Stemadnc xpriotn dnulovpyeital eva ypadiko meptBaiiov Siemadng
xpnotn to onoio Bpiloketal epBublopévo péoa oto xwpo. Nepthapfavel 1000 Ta PEVOU TNG
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€vapénc tou mayvidlou, 600 Kal OAo to SLadpaoTikd MEPIBAAAOV KATA TO XPOVO EKTEAECNC
Tou.

Yta Bwreomnalyvidla n TeEXvNTH vonpoouvn XPNOLUOTIOLELTAL yia va. SnULoupynosL EEUTVEC
ouunepLPoPEC KUPLWG O XapaKTrpeg mou &ev Toug Xelpilovtal TPAYyUATIKOL XPNOTEC,
oupneplpopéC ou TOANEG dOopEC Telvouv va tpooeyyioouv tnv avBpwrvn vonpoaouvn. To
oUOTNUA TEXVNTAG VONnUooUVNC amoteAel éva amd Ta ONUOVIIKOTEPA OVTLKEMEVA TNG
TITUXLAKA G Epyaoiog KaBwg tpoadidel SLadpaoTtikotnTa oTo maLXVidt.

Mta Scripting language sival pla yYAwooo MPoypaUATIOMOU TIOU ETUTPETEL TOV EAEYXO ULOG
N Tmeploootépwy edapuoywv. To script elval plo Alota evioAwv Tou ekteAeital amod
OUYKEKPLULEVO TIPOYPOMA 1) L nxavn scripting. Scripting languages Bewpoulvtal n CH# kat n
JavaScript. To Scripting amoteAel Baoiko XapaKTNPLOTIKO TwV matyvidlwy kabwg kaBe maxvidt
Ba xpelaotel script yia va avtamnokplBei otnv elcodo Tou xpriotn aAld kot va GpovIicEL WOoTE
ta Stadopa yeyovota Tou game play va mpaypatornotnfouv tnv KatdAAnAn oTyun.

Eniong, pmopel va xpnolgomnolnBet yla tn dnuloupyla omtikwv €€, yla Tov EAEyXo TNG
dUOLKAG CUUTIEPLPOPAG TWV AVTLKELULEVWY N KaL yLa TNV UAOTIOINGN €VOG IPOCAPLOGLEVOU
OUOTAMOTOG TEXVNTNG Vonoouvng (Al) yla Toug xprioTteg Tou mtatxvidlou.

Ot o dnuodleic unxaveg matxvidlwy, oL omoleg anoteAouv eAeUBepPO AOYLOULKO, Elval oL
éne:

2.5.1 Cry Engine

H Cry Engine eivat g pnxovy moyvibiwv n omoia

SnUoUpYRBNKe amd TV eTapior AVATTUENG TIAUXVLSLWV <®

CryLeK kot xpnolpomoleitat o€ 0Aoug Toug TitAoug tng. i

Koplo xapaktnplotiko tng eivat ta uvpniov emmebos CRY =N GIN =
ypadlkd os cuvbuaouo e Toug tponyoUpevouc shaders

(oklaotég) Katl cvotnua Pwtiopoy mou Slabetel. Aoyw

autwv, n Cry Engine sivat KATAAANAN HOVO yla LOXUPOUC

UTTIOAOYLOTEC Kal yla KovoOAeg uPnAng texvoloyiac. Emiong, umootnpilel TNV €lKOVIKA
TMPAYHATIKOTATA Kot SlaBgtel mMAnBwpa TPONYUEVWY  OTTIKWY XOPAKTNPLOTIKWY  Kal
£pYaAeiwy, cuoTpaTa AXOU Kol GUOLKAG KOL CUCTHHATA XOPAKTPWV Kal animation. H Cry
Engine amoteAel eAeBepPO AOYLOULKO.

2.5.2 Amazon Lumberyard

H Amazon Lumberyard sivat pnxovr) eAeUBgpou AoOyLOpLKOU TTOU

SnuoupynOnke amnd tnv Amazon Baclopévn oTNV OPXLTEKTOVLK

¢ Cry Engine. Exel mapopolec Suvatotntec pe tnv Cry Engine kat

glval KatadAAnAn yia Vv avamtuén maviblwy He ypodlka

vPnAig TmowdtnTtag  otoxevovtag  TAATHOpHES  UPNAAG

texvoloyiag. A§loonueiwto amoteAel To yeyovog 0Tl 0AOKANPOG O Q ‘! ”
nnyaiog kwdwkag elvat opatdg kat pmopel va  SexBel

TPOTIOTIOLNCEL QMO TOUG TIPOYPOMMATIOTEG OVAAOYWS TwV

QMALTACEWV.

54



2.5.3 Unreal Engine

H Unreal Engine kukAodopnos to 1998. Elval pia oAoKANPWUEVN

mAatdopua pe mAnBwpa epyadeiwv avantuéng maxvidlwyv amno Tig

TILO TIPONYUEVEC MEXPL CNUEPO LKAV va dnuloupynosl Kopudaia

OTITIKA £PE. ANOYyW TWV SUVATOTATWYV TNC, TNV ATMOTEAECUOTIKOTNTA

OTO OXESLOOUO Kal TV eVXPNOTN AetToupyia TG eivat arnodextn wg

N0V OO TOUC EPOCLTEXVEC TIPOYPAUUATIOTEG AAAA Kal amo ta

kopudaia otouvtio avamtuéng mavidiwy. Ol TTPOYPAUUOTIOTES UI:;IEEEAL
umopouUv emiong va kAvouv ta project toug cuppatd t60O Yl

KLVNTEG OUOKEUEG TIOU XPNOLLLOTIOLOUV i0S O00 KOl YL KLVNTEG CUCKEUEG TIOU XPNOLLOTIOLOUV
android. H punxavn autn onwg avadEpetal Kot mapandvw anoteAel eEAeUOepPO AOYLOULKO.

2.5.4 Unity3D

H Unity 3D mou apxkd kukAopopnoe 1o 2005, eival pla

mAatdoppa avantuéng vPnAng mowotntag 2D kot 3D

riaxviSLwv. Aivovtag peyain eudoaon otn cupfatotnia, n =

Unity 3D pmopel va umootnpifel mdvw amd eikoot @ Unl'l'y
mAatpoppeg oupnepllapBavopévwy twv PC, KOVOOAEg,

KlvNTéG ouokeuég (android kal ios) kal LOTOOEALSEG.

Eniong, umopouv va yivouv dtadopeg pubuioelg avaloya

TNV MAQTPOPHA LE OKOTIO TNV cupBatotnTa KAl tnv BeAtiotonoinon tng epapuoyns. AnAasdn,
n Unity 3D €xeL tnv Suvatotnta va evtormnioetl Tnv KataAAnAOTepn apailayr Twv pubuicewy
oowv adopad ta ypadikd, avaloya to hardware r) Tnv mAatdOppa TTOU TPEXEL N EPapuoyn),
BeAtioTOomolwvToG €tol aAAA Kal HELWWVOVTAG TNV amodoon Twv ypadlkwv €av eival
amapaitnto. Ektog and ta vPnAou emumédou ypadikd, n Unity 3D €xel EVOWUATWHEVN
kopudaia pnxavn duoikng n onola ovopaletat nVidia PhysX. Onwg n Unreal Engine, £€toL kat
n Unity 3D mpoodEpeL 0TOUC MPOYPOUMATIOTEG £va SLASLIKTUAKO KaTtAdotnua, To Asset store
WoTe va ayopalouV EMAVOXPNOLUOTIONUEVO UALKO Kal Stadopa aAAa assets (meplouotlaka
otolela) yla va Ta XpNnolUomoljoouv otnv edapuoyn touc. Ev katakAeidy, xdpn otnv
LKAVOTNTO TNG MNXAVAC auTn¢ va elval cuppoath pe peydlo aplBud mAatdpopuwv o€
ouvduaopo pe To PLAkO meptBaliov mou mpoodEpeL oto xpriotn, n Unity 3D Bswpeital n
KATAAANAN il oy yLa ToAAOUG TTPOYP U UATLOTEC.

2.5.5 Emidoyri tng KaraldnAng Mnyavric

Onwg £xoupe avadEPEL TAPATIAVW KAl OL 4 PNXAVEC TTaLXVIOLWV eEAeVBEpPOU AOYLOULKOU Elval
e€loou LoYUPEC KoL KATAAANAEG yila TV avartuén vPnAol emumedouv epappoywv. Ouwc n
Unreal Engine kot n Unity 3D €xouv to mpoPadlopa o oxéon Ue TI¢ AAAeg SUO, pLaG Kal
TIAPEXOUV TEPAOTLA TTOLKIAL XpOLUWV Epyaleiwy, eival cUUPBATEG e TTOAAEG TAATPOPES KaL
OUOKEVEG Xwplg va meplopilovtatl ot Suvatdtnteg Toug kat n anddoon twv ypadikwv. Eniong,
npoodépouv €va To PAKO TEpBAAAOV OTOV XpAOTn O€ oUVOUOOUO MPE TNV UTapén
TEpAOoTIAC SLASIKTUOKNG KOWVOTNTAG Kal OXL HOVO OToU KATOLOG XPHotng Umopel va Bpel
QTAVTAOELG OXETIKA EVKOAA TIAVW o€ Stadopa {NTAKATA TTOU TIPOKUTITOUV KATA TNV aVATTUEN
uog edpappoyne. Etoy, n Cry Engine kat n Lumberyard mapd to yeyovog ot kat ot dUo ival
LOXUPEG UNXAVEG OVATTTUENG T VLISLWVY, N TIOAUTTAOKOTNTA TNG SOMNG TOUG KOL TO OXL KL TOCO
OWKO uTtoAoyLoTIKO TtePBAAAOV Tou TipoodEPOouV 0 CUVOUAOUO LE TNV TIEPLOPLOUEVN
Umopén UMOOTNPLKTIKAG OLaSIKTUOKAG KowoTntag, TG O€touv €KTOC ocuVAYWVLIOUOU.
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Yuvoyilovtag, yla TV UAomoinon TNG CUYKEKPLUEVNC EPYOOLOC TEALKA TIPOTLUNONKE N Xpron
Unity 3D €vavtiLtng Unreal Engine Adyw otLn Unity 3D Sivel tnv Suvatdtnta cuvtagng Kwdka
oe C#, Javascript kat Boo evw n Unreal Engine og C/C++.

Av KoL ot U0 PNXOVEG €XOUV TEPAOTLEG SLASIKTUAKEC KOWVOTNTEG UTTOOTAPLENC, AUTH TNG
Unity3D eival eAadppwg peyaAutepn Kal TAnpEatepn. Emiong, To Asset store tng Unity mapéxet
oadBovia HOVTEAWV KoL TIEPLOUCLOKWY OTOLXELWV OTOUC XPNoTeg o€ avtibeon pe to Market
place t¢ Unreal. Adyw Aoutdv, mpoowrikng efolkelwong pe tnv CH, emAéxtnke va
xpnowornownBei n Unity3D oto cuykeKpLUEVO project.

Télog, mapodtL n Unreal Engine Bewpeitat kataAAnAotepn yla tnv avamntuén 3D epapuoywv
nipotnOnke n Unity3D ylati 6nwg mpoavadépape mapexeL Eva o PpLALKO kal EUKOAO OTO
xpnotn nepLBAaAAov el81KA yLa 6ooug Sev €xouv e€oLkelwan Kal LEYAAN EUTELPLO OTLG LNXAVEG
TALXVLOLWV.

2.6 Unity3D

TNV evotnTa auth mapouctdlovial avaAutikd to mepLBAaiAov epyaociag tng Unity kat ot
Baolkeg Aettoupyieg TNG, KABWG Ko OL YAWOOEG MPOYPAUUATIOUOU TIOU XPNOLLOTIOLOUVTAL.

2.6.1 Unity Interface

To neptBAAAOV NG Unity, L€ TO OTOLO O XPOTNG EPXETOL OE AEDN ETADN LE TO AVOLYHA TNG
epappuoyng, ovopadaletal editor. Emavw Stakpivoupe to KUPLO peVoU, 6mou Bplokovtal 6Aa Ta
gpyaleia XepLOPOU TG okNVAG. AKPLBWG amod KATw BAEMOUUE Ta KUPLA KOUUTILA - EpYaAEia
NG OKNVAG: TNG HMETAKlvNONG otV oOKNVh, TNG METAKIVAONG TOU QVTLKELWMEVOU, TNG
TEPLOTPOPIC KAl HeTaTpoTi (scale), mou pnmopoupe va eGAPUOCOULE OTA QAVILKEILEVA LOG.
Noa onuelwBOel 6tL otn unity 3d ta avtikeipeva ovopalovtotl GameObjects.

Awakpivoupe otn oknvl duo peyala moapabupa KEVIPLKA: tTn oknvr (scene View) kal to
rayvidt (game View). Itn oknvr YIVETAL N TOMOBETNON TWV AVTLKELLEVWVY KAl N OTIoLodNToTE
LETATPOTII), TNV OMOL0 UIMOPOUUE VA SOUUE OE TPAYHOTIKO XpOVo oo to aAlo mapdabupo,
TIOU €lval To mayvidt (game View).

Y10 maveA Hierarhy mepl\apfavovtal OAa Ta avilkeipeva mou ival evepyad otn oknvh. H
ETUAOYN TOU QVTLKELMEVOU YIVETOL PE €Val KALK, EVW HE SUMTAO KALK £0TIALEL OTO QVTIKELPEVO
uéoa otnv 3d oknvr. AuTo £ival TOAU GNUOVTLKO OTLG OKNVEG TTIOU UTIAPXOUV TTOAAQ KOl OpOLOL
avTlkelpeva. Emiong, n unity 3d urtootnpilel TV opada TWV AVTLIKELWEVWY HUE TN oUVONRKN TOoU
natdlov - matépa. To maldi (avrtikeipevo-child) yivetal pépog tou matépa kat aAAnAosmidpa
padl Tou, OTIC KLVAOELG, TNV TomoBETnaon, tTnv eplotpodn), K.a.

210 aveA Project epudavifovtal 0Aa ta apxeia (Ypadkad, udEg, nxoy, Bivteo, scripts, k.d.) mou
XPNOLLOTIOLOUE 0TO TayVvidL, Ta omoia UmopoUpE va Ta TA§LVOCoU LE O GaKEAOUG yLaL TNV
€UKOAN mpooPacn o auta, e0KA og peydAla atxvidia. Eniong oto project amoBnkevovtal
Kol oL SLpOPETIKEG OKNVEG TOU TayvLSLoU.

56



Y10 mavel Inspector BALTTOUE TO XOPOAKTNPLOTIKA EVOC OVTLKELLEVOU, OTAV OUTO ETIAEYEL.
TETOLO XOPOAKTNPLOTIKA €lval n B€on otouc Afoveg X,Y,z, To PEyeBog, n meplotpodn K.dA.

By
[
L

Hierarhy Project nspector
s

Scene - KUpia oknvij

IERRANONRRRNCD

-
-
-

(31313

“Game- MNaxvidt real-time

Ewova 2.6.1:To neptBaiiov tng Unity 3d

2.6.2 Eloaywyri avukeevwyy LOVTEAwWY

H KOTOOKEUN TWV OVTIKELUEVWV UAOTIOLE(TAL O  TIPOYPAUHATA  TPLOSLAOTATNG
povtelomnoinong, onwc to 3ds Max kot to Maya . ApoU €Aayoupe TO LOVTEAD, OVOLYOUE TNV
Unity 3d kol KAVOU LE Eloaywyn TNG YEWUETPLAG OTNV KApTEAQ project pe cUPOLUO TTAVW OTNV
emupaveld tng (Drug and drop) . To HOVTEAO HOG ELCAYETAL UE EVOWHATWHEVN TN YEWUETPLA
Tou, n omola eival dpeoa StaBéoun ya xpron. TomoBeTWVTOG TO QVILKEILEVO HECQ OTN
oKnvh, LIMopoU e VO TPOCOECOU UE ETIUTAEOV CUOTATIKA (Components), WOTE Vo UMTOPECOUE
va SNULOUPYROOUE TO QMOTEAECHO TTOU ETILBUOU UE. 2€ KABE edappoyn OUwWE XpelaldpooTe
TO ETMUTPOCOETA CUOTATIKA (components), yla va Snuoupynoou e tTnv aAAnAemnidpaon e To

xenotn.

¥ 2 Discbrake 3 (Mesh Filter) i %
txdischrake3
¥ @i [+ Mesh Renderer ¥,
Cast Shadows
Receive Shadows
¥ Materials
Size 1
Element O i@ monorodes-gum J
] monorodes—gum #*,
Shader | Diffuse - |
Main Color : >
Base (RGE) ane
Tiling Offset
x 1 lle
y |1 o E.

Ewkova 2.6.2: Kaptéla pe ta default Components Tou avTikeLLEVOU
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2.6.3 Hyoc kat Bivreo

H Unity 3D umnootnpilel nxoug 2D (otepeodwvikouc) kat 3D (moAuvdwvikouc). Me tnv
£loaywyn NXou otnv KapteAa project Oa mpémnetl va SnAWOOUUE TL NXOC ival. Mo vol aKouoTel
£€vag NxXog oto mepLBAANoV TG unity, Oa mpemel va €xoupe SV epyalsia, To omola sivat:

To Audio Listener: Eival povada mou AapBavel Toug AXoug amo tn oknvi. H avamapaywyn
TOU nXou otn oknvni 6ev eival epikt) xwpic to audio Listener . Eav o nxo¢ eivatl 2D
(otepeodwVIKOG), TOTE MAPAUEVEL AVOANOLWTOC OTLC KIVAOELG HUETAKIVNONG EVOC TIEPLNYNTH
(avatar) mavw otnv oknvr. Eav o nxoc eivat 3D, TOTe mMpaypatomnolel TNV avéoueiwon Tou
AXOU avVAAoyad LE TNV TOMOBETN O TOU TIEPLNYNT LECA OTNV OKNVI OE GXEON E TNV TNy Tou
Axou. Xta mavidia mou dnuoupyouvtal pe tnv Unity XpnoLUOMOLELTAL KAl O LOVODWVIKOG
NXo¢, €6kA ota € MUPOPBOALCHOU 1) OTNV TEKUNPLWonN cUAAOYNC EVOG QVTLKELMEVOU. To
Audio Listener tomoBeteital ocuvnBwg otV KAUEPO, N omola €lval amapaitntn ylo T

Sie€aywyn ¢ TEAKNC epapUOYNC.

To Audio Source: Elvai n mnyr Tou Xou Tou TomoBeTe(Tal OTA AVTLIKEMEVA XWPIC va daiveTal.
lvetal eudlakpltn povo oto Scene View pe Tn popdr evog peyodpwvou, yla va Eexwpilel amo
To. aMa avtikeipeva kat va SleukoAuvel tov xpriotn. To Audio Source pmopoUpe va To
EVOWUOTWOOULE OTO QVTIKE(HEVO po¢ SNAWVOVTOG TO NXNTIKO apxeio mou B£Aoupe Kol
€AEyXOVTOC TOV TPOTIO QVATIOPAYWYNG LECW TOU KWELKA (script).

H Unity 6ivel tn Sduvatotnta uAomoinong evog €EEAlYEVOU CUCTAMATOCG AXOU, OTWG, Yl
napadetyua, tn dSuvatdtnta Staxeiplong moAAwV YWV rou nailouv tautoxpova. Opwg, auto
TO CUOTNMA ATOLTEL YVWOELG TIPOYPOUMOTIOMOU KoL avamTUooETaL € OAOKANPOU amd Tov
XpNotn e tnv xprnion kwdika, adou n Unity dev pag mapexel (akopn) Etoun ebpapuoyn.

H ewaywyi Bivteo otn Unity amotelel xpovoPopo OSwadikacia. Oa mpenel va
ONULoUpYRooUUE €va avilkeipevo TpoBoAng tou PBivteo kot va TepAoOUE TO Bivieo wg
texture. To ouykekpLEVO ovopdletal movie texture kat, yla va maiéel, Ba mpeneL va tou
0OpLOOUE OTL Elval KIVOUREVN ELKOVA HECW €VOG amAou kwdika. O nxog tou Bivieo, yla va
akouotel, Ba mpémel va opLotel wg tnyn Axou kot va eTtdexBel amd to Audio Listener.

2.6.4 Kauepa kat pwtiouog

H kduepa amoteAel 10 onuavtikotepo epyaleio yla tn de€aywyn tou matyvibiou. Me tn
dnuoupyia tng kKawvoLupLag oknVvng (scene) n Unity TomoBetel otn oknvA pag Mo KAUEPQ, N
omoia ovopaletal MainCamera. Edv B€Aoupe, umopou e va tpooBEcou e Kal AANEG KALEPES
N va SltaypaPoupe TNV apyLKr), TAVTA OUWG B TIPEMEL VAL €XOUUE Uial TOUAQXLOTOV KAUEPO
(MainCamera). Eav n oknvn pog Sev £xet kapepa, Tote Sev Ba BAEMOUUE TIMOTA Ao TN OKNVA
pog, otav Ba tpe€oupe o mayvidL. Na tn Snuoupyia MOAAWY KOHEPWV KOL YLa TV avaAoyn
ywvia B€aonc Ba mpémet va ypAaPou e e6IKO KWK PETAKIVNONG TWV KAUEPWV OTN OKNVI).
MepIKEC QO TIC LOLOTNTEG TIOU €XEL N KApepa Tou Tatyvidlol eival to Babog mebdiou, n
amootacn Kot n ywvia B€aong. EmumAéoy, umdpyet n SuvatotnTa ovayvweLonE TOU XPWHATOC
oto $pOvto tou TePBANAOVTOG, TOo omoio eival To Xpwua mou Ba Seixvel n KAUEpPO OTNV
TIEPLMTWON TIOU S€V UTTAPXEL KAVEVA OVTLKELLEVO EMAVW OTNn oknvh. Emiong, oL kapepeg sival
TIANPWC EAEYXOUEVEC HEOW KWK script elOIKA 08 TIEPUTTWOELG OTIOU N KAUEPA atkoAouBel
£€va TpLodLaoTaTo HOoVTEAD (OTwG avatar) Kot TIPETEL VoL avampooappoleL tnv tonobeoia tng
KOs popd avaoya UE TIG KLV OELC TOU.
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H Unity, onw¢ oAa ta tplodlaotato mpoypappata, Sltabetel Tpelg SLapopeTkoUc TUTIOUG
nnywv ¢wtlopou: Point, Spot kat directional light.

4 To Point light ekméumet dwc mpog OAEC T KoTEUBUVOEL.
4 To Spot light pixvel dwc o€ oUYKEKPLUEVO ONUELO Kot LAALOTA OE OO KWVOU.

4 To directional light eivat pa 8éopn dwtdc, Tnv onola mpénel va mepLoTpEPoupE oTNV
KatevBuvon mou BéAoupe, ylo vo TECEL TO PwWE UE TETOLO TPOTO, WOTE OAQ Ta
OVTIKELPEVO O0TN oKknvh pag va dwTtilovtal amd pla CUYKEKPLUEVN KateuBuvon. To
directional light xpnotpormnoteital moAAEC doOpEG yla Vol TTPOCOUOLWOEL TO dWEG TNG
NUEPQG.

OAa ta dwta otnv edapuoyn €xouv Baolkeg LOLOTNTEC, OL OTOLEG lval n €vtacn, To XpwuUa
dwWTOC, 0 TUMOC , N AVAAUCH OKLWV KAl TO LEYEBOC. € AQUTEC 0 XPHOTNG UIMOPEL va TtapéUPeL
KOl VOL TPOTIOTIOLA OEL TLG TLLEG AVAAOYA HE TLG OUMALTHOELS TOU.

Ewkdva 2.6.3:Point, Spot, Directional Light

2.6.5 Wooeg npoypauuartiouov tns Unity (Scripting)

Itnv unity kaBe Game Object cuvodeletal amod éva f mepLoootepa scripts. Ta scripts
UMOPOULE VOl TA TIPOYPAPUATIOOUUE O TPELG yAwooeg: Tnv C++, tTnv BOO, kat tnv Javascript.
H Javascript €ival n mo ocuvnOlopévn yAwooa, yloti KANPOVOUEL AUTOUATWS TNV KAACN
MonoBehaviour, evw ot aA\eg dU0 TpEneL va To Poodloploouv O OPLOUEVO OnUEio TOu
KwoLKaL.

Kata tnv edappoyn Twv script Ba mpémnel va ekTeAeOTOUV OPLOUEVEC CUVAPTHOELS. H Lo
Sladebopévn ouvaptnon eival n Update(). H cuvaptnon Update() ekteAel kaBe Sduvatn
Aettoupyla péoa otnv edapuoyr). H Aswtoupyia ¢ Update() kaleitar cuvéxela oto
niepBAAAov TG unity ekteAwvtag to avaloyo script. MNa va yivel katavontr n Aettoupyia tng
ouvaptnong, Ba mpémnet va avadepBol e otov 0po «frame ratex». Ita KivoUpeva oxESLa, TO
frame rate eivalt o puBuoC avavéwong Twv AAAEMAANAWY EIKOVWV 0TV 086vn Katd T
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Slapkela evog deutepolemtou. MNa va €XOUHE KIVOUREVN €LKOVA XWPLE va Snuoupyouvtal
«omnoolpata», 0a MpEnel o puBUOG avaveéwong va eival HeEyOAUTEPOG A0 £(KOOL TECOEPLS
€LKOVEC TO deutepoAento (24fps).

2Tn unity 3d Kol YEVIKOTEPQA OTIC NXOVEC TIOXVIOLWY O opLlopog tou frame rate ival Alyo
Sladpopetikoc. Eva frame gival o xpovog mou xpelaletol €va cUOTNUA Yo Vo OAOKANPWOEL
€vav mAnpn KUKAo Tov gpyactwyv Tou. Eav to frame rate ivat 60Hz, to cluotnua kKabopilet
OAEG TIG £L00S0UC KAl OVAVEWVEL TIG amapaltnteg e€06oug e€nvra popec to deutepolento. H
ouvaptnon Update() emkaAeital oe kaBe frame Kal pe AUTOV TOV TPOTO ETUITUYXAVETOL N
OMOAN Kivnon Twv povtéAwv kat n Stddpaon otnv tplodidotatn oknvh. Emewdn to frame rate
e€aptatal KoL and to €Upog SUVAULKAG TOU UTIOAOYLOTH, WMOPOUUE MECW €VOG script va
B€ooupe €va target frame rate koL To CUOTNUA VA ETILXELPEL va TO TTPOOEYYLOEL OTIOTE AUTO
€XeL TNV duvatotnta.
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Kepaharo 3: MegOoooroyio & Yromoinon

Jto mopov kedalalwo mapoucitdlovial Ta Sebopéva TOU xpnolpomolnOnkav Kat n
pneBodoloyia mou akoAouBnOnke yla tnv enetepyacia Ttouc.

3.1 Asdopéva

To mMpwto avTKe{peVo Tou emefepydotnke ATAV N TPLOSLACTOTN AvamopAdotoon &vog
OWKLOMOU otnv meploxn tou KouBapd ATtikAG. MNa tnv dnuioupyia tou tpafrxtnkav
agpodwroypadieg anod eva phantom 4 amno vPog 110 p. To agpomAdvo SiEBeTe KApepa 16
mp. ZUVoAlka tpafrxtnkav 1500 ¢wtoypadieq ToOu OLKIOPOU, OL OTOLEG OTNV CUVEXELA
ewonxbnoav oto online mpoypappa colmap (https://colmap.github.io/) tO0 oOMOlO
enefepyaletal tig dwrtoypadieg kat mapayel to 36idotato povtero. Na BEAtioto duvatd
anotéAeopa xpeLalovral pwtoypadieg mou va KAAUTITOUV OAEG TIG TAEUPEG TOU TPOG EAETN
OVTLKELUEVOU, YLa TIAPASELY LA OTNV TIEPLTTTWON EVOG KTNPLOU, TOUG TOLXOUG TOU ATt OAEG TLG
TAEUPEG. ' AUTO TOV OKOTIO TO AEPOCKADOG TIPAYHOTOTMOLNCE Kol TTAAYLEG TTROELS. Emiong
HeTpnOnkav pe GPS 10 onpueia oto £€dadog, amapaitnta ylo tTn yewavodpopad Tou HoVIEAOU
otov Xxwpo. OAa auta ta dsdopéva slonxdBnoav oto Colmap. Apxikd, moapdaxOnke eva 3A
HOVTENO amoteAoUpevVOo amo 15 k. Tplywva Kol oTn CUVEXELX TTPAYUATOMOLONKE amokormn
™N¢ TePLoXNg evdladEpovtog, yia va IPoKUPEL TEAKA €va HOVTEAO 5.223.619 Tplywvwy Kot
17 cuvoAka xaptwyv udnc (texture maps).

To 6eUtepo avrtikeipevo HEAETNG ntav €va umoBpuxlo TePLBAANOV oTnv TEPLOXN TNG
Yavtopivng. XpnowormowBnkav Pabupetpikd dedopéva amd o wKeavoypadlko okadpog
Nautidog. Zuvolika tpapnxtnkav 400 pwtoypadiec pe péytoto Babog 373 HETPA. OL OTOLEG
oTNV  OUVEXel ewonxbnoav kot auté¢ oto online  mpoypappa  colmap
(https://colmap.github.io/). To ev Adyw povtélo amotedovvtav amno 3 koppdtia, 3 materials
Kol 3 textures Kol cUVOALKA a6 1.946.370 tpiywva. lNa Tig opoAoyieg mou xpnotuonolouvTal
TMAPOKATW (oL omoieg¢ otnv TA£lOVOTNTA TOUuC Oev PeTOPPACTNKAV OTA EAANVIKA)
napoanéunovpe ota Kedpdlata 2.3 kat 2.4 oAA@ Kal oto MNopdptnua tnG SUTAWMOTIKAG
epyaocia.

3.2 MeBodoroyia

TNV OUYKEKPLUEVN evotnta efetalovtal oL péBodol emefepyaciog Twv HOVIEAWV TNG
nieploxng tou KouPapd kat tng Zavtopivng.

Mpokeluévou va eloaxbouv Ta MOVTEAA HaAC OtV pnxoavn mowvdwyv Unity kat va
emteuxBoUlV oL KaAUTEPECG SuvaTEG eMISOOELG, ATAV amapaitnTtn N Lelwon Tou aplBpol Twv
TPLYWVWV KOL TOU HeYEBOUG TwV XapTwyv UDNG (texture maps) mou mepLexouv tig mAnpodopieg
XpwHotog Twv 3A povtéAwv. MNa va emteuxBel autod, xpnolpomodnkav  SLadopeTIKEG
TEXVIKEG 0TO KAOe éva amod ta duo povieha ylati n kabe mepimtwon eixe Siadopetikd
XOPAKTNPLOTIKA KOL OTALTACELG. o TNV MEPALTEPW EMEEEPYATIA TWV HOVTEAWV ETUAEXONKE
10 TMpOypaupa Blender 1o omoio eival éva Swpedv kal avolxtol KwOLKA TPOYyPAUUA
enefepyaociag 3A povieAwv.
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3.2.1 Movtédo lNepioyric KouPapa

Ocov adopd To LOVTEAO TOU OLKLOUOU, TIPOKELTAL yLa EVa LOLOUTEPA ATTALTNTIKO OVTLKELUEVO,
adou mep\apPavel Evav TEPACTLO aPLOUO AEMTOUEPELWY, KTNPLwY, TPOX0POPWV OXNHUATWY,
BAaotnong KktA. AkoAouBrBnkav Suo péBobol emefepyaciag wote va ocuykplBolv Kat
aflohoynBouv ta anoteAéopara.

* [lpwtn uédodoc:

H mpwtn nuéBodog n omola eixe W AMOTEAECUA £Va LOVTEAO UE OPKETA eAadpld Tomoloyia
(xopunAo aplBuod Tplywvwy) Kat povo eva material kat texture givat n g€nc:

Briua 1°:

Adou mpaypatono)Bnke n eloaywyr] tou Hoviédou oto Blender kat S0pBwBnke o
TIPOCOVATOALOMOG KoL N KA{HaKa TOU MOVTEAOU, evwOnkav OAa TA KOMMATIO OE €va.
Evepyonowibnke n Swadikacia Retopology kat autd xpnoluomowwviag to epyaleio
Decimate. Xpnotpomnot)0nke os otadla, pewwvovtag kabe popd oto 50% tov aplOpd Twv
TPLYWVWY, TIPOCEXOVTOG TAPAAANAa var pnv LeEwwBel umép tou S€0VToG N €UKPLVELD TOU
Hovtélou. Auth n ene€epyacia SLAKOTINKE OTAV MEPALTEPW UELWON TWV APLBUWY TIOAVYWVWV
Snuolpynoe Aoxnuo omtika amotéAeopa. Itnv Ewova 3.2.1 mapouctdalovial To apxLko
HOVTEAO (Tdvw) Kkat to TeAKO low poly (kdtw). Evw SiatnprBnke povo mepinmou 10 6% Twv
OPXLKWV TPLYWVWYV, N EVUKPLVELX TTOPAUEVEL OE LKOVOTIOLNTLKO £mtimedo.

Briuoa 2° :

ITn CUVEXELDL TEPLOPLOTNKE 0 aplOUOC Twv materials and 17 oe 1, pey£boug 8192*8192 yia
OAo To povtélo. EvwBnkav OAa Ta KOUUATLO TOU LOVTEAOU O€ €va, yla va SnuoupynBel éva
véo UV set kat va tayxtornoinBolv ta Uvs péoa otov UV editor tou Blender. Etol kaBe
emupavela mou opiletat and Uvs va €xeL Tov SIKO TNG XWPO KAl VA NV UTtAPXEL ETLKAAULN,
npo¢ amoduyr ACXNUWV ATOTEAECUATWY KaTtd to otadlo tou texture bake. Emiong
OKOTIOG ATav va aflomoloutayv o Xwpog tne udng (texture space), SnAadn va amAwvovtay Ta
KOUUATLO TToU armoteAouv to UV set Tou povtéAou 000 To Suvatov OTo XWPOo XWwPig va
UTRPXOV HEYOAQ KEVA. ITNV ekova 3.2.2 daivetal n teAkn diatagn twv Uvs oto texture
space.
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Ewova 3.2.1 : Meiwon aplBpwv moAuywvwy.




Ewkova 3.2.2: Awataypéva ta UVs tou povtélou oTo texure space

Bripo 3° :

OAokAnpwvovtag Aoundv tnv Taktomnoinon Twv Uvs Tou poviélou, EMOUEVO oTAdL0 NTav N
ektéleon Bake ota 17 apywkd textures wote va mpokUPel 1 povadiko, Slootaocswv
8192*8192 pe dlatripnon TG AETMTOUEPELOG OE LKAVOTIONTIKO BaOuo. To amotéAeopa mou
napaxdnke daivetal mapakatw otnVv elkova 3.2.3.
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Ewoéva 3.2.3 : To texture Tou HOVTEAOU UETA TO Bake.

Bripo 4° :

‘EXOVTAG HELWOEL TTAPA TIOAU TwV aplBpud Twv moAuywvwy kat éxovtag mAéov éva material
kat éva collour texture yw oAokAnpo to HOVTEND, €MOMEVO TEAKO Brjpo rAtav ot
anapaitnteg Sltopbwoselc. Emetdy and tnv dadikaocio tou Decimate sixav alowwOel
OPKETA Ta apXLKA Uvs Kal auTo €ixe oav amMOTEAECHUA O€ KATIOLOL KOMUATLO TOU LOVTEAOU va
Atav AdBog n edpappoyn tou texture. Kol autn n atélela puoikad eixe petadepOel kal oto véo
uv set. Na ™ BeAtiwon Aoutdv TG €LKOVAG TOU HOVTEAOU xpnolpormollnke to Texture
Paint ywa va 610pBwBolV pe to XEpL 600 To SuVATOV TIEPLOCOTEPEC ATEAELEG.

Auth n Sladikacia ATav apPKETA ammAr, €xovtac eMAEYUEVO TO UOVTEAO, €TUAEXONKE pia
nieploxny kat €ywve Clone. Me autov tov tpomo Stopbwbnkav kamotwa spdoavy Adbn oto
texture, A.x. av kamola nepLoxn pe ypaoibL eixe dAAn udn, A kamola okemn orutiov KTA (BA.
€lkova 3.2.4).

65



ight Paint

x Paint

Ewkova 3.2.4 : Enetepyaoia Texture Paint tou povtélou.

ITn OUVEXElWD TO HOVTEAO £€nxOn wg .obj N wc .fbx kat ewlonxdn otnv Unity. MNapakdtw
mapoucoLaleTol To HOVTEAO TNG TtepLloxnG Tou KouPBapad amod Stadopes ywvies.

|| shaded =ljzn | ¥ 4D &I Gizmes = | (BT

I "_“nt

Ewkdva 3.2.5 : TeAko povtélo tng reployng KouBoapd
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Ewkova 3.2.7 : TeAKO povtélo tng reployng KouBapa

*+ AeUtepn uédodoc:

To eninedo avaAuong nmou napeixav oL agpodwtoypadies NTAV OPKETA LKAVOTIOLNTIKO AAAA
Oev EMETPENE TNV EAATTWON TWV TPLYWVWV KOL TOU UEYEBOUG TwV textures MPOKELPUEVOU va
SlatnpnBel pLa tkavomonTik €ukpivela. Ma outo, To HOVIEAO eMefepydoTnKE PE Hia
Sladopetikn TeXVIKA. Tnv texvikn Twv dadopwv emunédwv Aemtopépelag (Level of
Detai l1-LODs), mou kdBe €va amd Ta KOUUATLA TTOU amtoTeAOUV TO LOVTEAD OTav BploKeTal
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KOVTA oTNnV Kapepa Statnpel avaAlolwtn TNV apxLKr) Tou avAaAucn o€ opLlOUO TPLYWVWY, OTIWE
KoL o€ pEyebog texture.

To apykO HOVTEAO amoteAeito amd 17 fexwplotd Koppdtia, To Kabéva pe to S1kO TOu
material kal texture. Ikomog¢ Atav n dnuioupylo SUo emutAéov mapoaAlaywv Tou KABe
KOUUATLOU, KAOE pla PE HELWUEVO aplBUO TIOAUYWVWY, oL omoieg Ba AelToupyricouv w¢ ta
Slapopetika LODs Tou povtélou.

AUTO ylveTal ylati 6tav mapoucLlaleTol €Va LOVTEAO OE IO iNXOVH TTOXVISLWV Omwce n Unity
amo peyaAn amnootacn, dev Stakpivovtal TOAEG AEMTOUEPELEG TOU, OUWC Top' OAQ QUTA N
unxavn xpeldletal va kavel Render tov 8lo aplBud tplywvwy Omwe Kal av TO HOVIEAO
Bplokotav oe TOAU KOVTLVH OTOOTAON amod TNV KAPEpPA. AUTO €XEL ooV AMOTEAECUA Vol
amotteitol évog peyalog aplBuoc mopwv amo tov eneepyaotn ypadikwv (GPU) tng
OUOKEUNC TIOU TPEXEL TO TIPOYPOUMO KOL CUYKEKPLUEVA OTNV TIEPLTTWON HOC TOU KABe
KOUUATL IOV €lval Slopepévo To MOVTEAD pag amoteAeital and moAéG 10adeg xIALadeg
Tplywva, akopa Kot ot o akplBol eme€epyaotéc ypadikwv dev Ba pmopolcav va To KAVOUV
render.

Me tn xprnon opwc Twv LODs, otav n kapepa BploKeTal O€ pLlot AmOoTAC!, TIOU £XEL OPLOTEL,
OO TO EKAOTOTE QVTLKEMEVO, AUTOMATWG N Unity Ba poptwoel tTnv mpwtn ekdoxn He Ta
HELWHEVA Tplywva. AvTiOTola, OS MO AKOMO TILO MOKPLVH amooToon oo TV Kapepa Ba
doptwbel n deutepn ko UE OKOUN ULKPOTEPO APLOUO TPLYWVWY, EVW UCLKA OTAV N
KAUEPQ BPLOKETAL OE KOVTLVH aOOTOoN Ao TO EMIUAXO0 AVTIKELULEVO, AUTO Ba EXEL TNV OPXLKA
TOU Hopdr LE TO HEYLOTO aPLOUO TPLYWVWV.

Bripo 1° :

AnploupynBnke apxlkd to Mpwto LoD yla to €va KOUUATL TOUu HoVTEAou Eexwplota,
anoBnkevovtag otnv oucia éva avtiypado tou apxwkol wg layerl LODI1.(BAéne
£1k.3.2.8).

(+}AV/

o N/ layerl LOD1

Ewkova 3.2.8: Anutoupyia mpwtou LOD evog KOPUATLOU
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3TN OUVEXELA WE TN Xprion Tou gpyaieiou Decimate mou sival alyoplOuog mou PELWVEL TOV
oplOUO TPLYWVWV EVOC UOVTEAOU, OTWE TIPAYUATONOLONKE OTO MPWTO B TNG MPWTNG
pneBodou, pewwdnke o aplBUOC Twv TPywvwy oto 1/4 Tou apxltkou TARBoUG pe
Ratio:0,25. H tun Ratio kaBopilel To MOCOOTO Tt TOU OPXLKOU OPLOUOU TIOAUYWVWV.

Bripa 2° :

AkolouBnBnke n Wl akplpwg Sladikaocia pe mponyouuévwe ya to devtepo LOD tou
Koppatov kat arodnkevtnke wg layerl LOD2. Ze autd 1o LOD pewwbnke o aplOpog twv
Tpywvwy kKatd 90%, pe Ratio:0,1.Twtli to LOD autd XpnoLOTMOLE(TaL yla UEYAAES
amootaoels kal Sev elval opateG ol Aemtopépeleg kaBOAou omote dev melpdlel N SPAUATIKN
Helwon Tou aplBpol Twv TPLYWVWV TIOU TO AOTEAOUV.

Briua 3° :

Itn ouvéxela e€nxbnoav ta tpia LODs tou koppatiol poall os éva apxeio popdng .fbx kat
glwonxbnoav otnv Unity. Me tn popodn .fox n Unity avayvwpilet ta LODs. Emopévwg
SnuoupynBnkav tpia cuvoAka LODs yla To HoVTENO, €va elval TO apXLKO, Eva SEUTEPO OV
Slatnpel og peyaho BaBUd TNV MOLOTNTA ANMELKOVIONG TOU OPXLKOU aAAA UE Lo ogBaoth
HElwon otov aplBud TPLYWVWY Kol TO OTolo XpnoLUomoLe(Tal otav n KAauepa Bploketal oe
KOVTLVH QmOoTaoN Ao TO HOVTEAO, Kol €va TEAOG UE ONUOVTLKA UELWMEVO aplOUO TpLywVwWY
TO OTIOLO XPNOLUOTIOLELTAL VLA TIG LAKPLVEC ATIOOTACELC.

Brpo 4° :

Adou el0nxOn KoL To texture TOU KOMUATIOU, pUBUIOTNKE TO TTOCOOTO TNG KAUEPOAG TIOU
gotlalel o kAOe eninmedo. Zuykekplpéva Se€Ld otov inspector ota LOD Groups pubuiotnkav
T TTOCOOTA OTNV UMapa. Npoogyylotikd 660nkav oL TipéG 95% yia to LOD1 kat 73% yLa to
LOD2.

Ewkova 3.2.9: Apxiko povtédo (LODO)
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AkoAouBnbnke n Bla akplBwg Stadikacio Kal yla ta umoAouta SekAEEL KOUMATLO TOU
HOVTEAOU KoL €TOL TTapaxOnke oAOKANpo To HMoviéAo otn Unity. Anuoupyndnkav dnAadn
Sekaenta layers pe tpia LODs to kaBéva.

ITLG €lKOVEG 3.2.9, 3.2.10 kat 3.2.11 mapouoialetal n dStadopd o Eva Ao TA KOMUATLO TOU
Hovtéhou, ota SUo erumAéov LODs kal og olyKpLon e To apxtko. Onwg yivetal pavepo, oto
npwto LOD mou &ilval yla KOVIWVEG QMOCTAOELG anmd TNV KAPEPA, SlatnprnBnke OXETIKA
HEYAAOG aplBUOC TpLYywVWY, evw yla to deUtepo LOD mou adopd PeYAAEG AMOCTACELG ATIO
TNV KAUEPQ, 0 ApLBUOC TTOAUYWVWV €lval TIOAU ULKPOG Kal N AEMTOUEPELA XAVETALL.

Ewkova 3.2.11: AeUtepo LoD pe pikpd aplBuo tplywvwy
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Mapakdtw mapouclaletal To HOVIEAD TG Teploxng tou KouPapd amd Stadopeg OMTIKEG
YWVLEC.

*
—

i

Ewkova 3.2.13: TeAiko povtélo meploxng KouBapd
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Ewkova 3.2.14: TeAlko povtélo meploxng KouBapd

3.2.2 Movtédo lMepLoyric Zavropiving

MNa to unoPpuxlo MoviéAo TNG Zavropivng akoAouBrnBnkav maAL ot idleg dvo uEBoSOL
enefepyaoiag yla TNV El0aywyr Toug otn pnxavr mavidiwy Unity. Mevikd to HovtéAo tng
Javtopivng kat ot duo peBodoug, mpooeyyiotnke SLAPOPETIKA amd OTL yla TO MPWTO
HovtéNo Tou KouBapad, S10TL Sev amoteAel €va TOOO AMALTNTIKO LOVTEAO OCO TO MPWTO.

*+ [lpWtn ué¢dodoc:

H ouykekpluévn néBodog akoAouBnBnke polalel pe TNV mpwtn PEBOSO Tou HoVIEAOU TOU
KouBapad pe tv dladopd OTL N HELWHEVN TTOAUTIAOKOTNTA TOU ETUTPETEL KATIOLEG ETULITAEOV
Sladikaoiec.

Brua 1° :

Kata tnv eloaywyr tou povtéAou oto Blender autd anoteAoutav and 3 koppdtia, 3 materials
Kal 3 textures kot cuvoAwka amo 1.946.370 tpiywva. Adol evwbnkav Ta 3 KOpUATLa o€ €va
eviaio, epapudotnke mait Retopology pe to epyaieio Decimate. O aplOuog twv
TPLYWVWV Helwvotay Stadoxika katd 50% kat kabes popd Swvotav n KatdAAnAn mpocoxn oto
va StatnpnBel n kavomownTik €ukpivela Tou PoviéAou. H eme€epyaocia SLakOmnKe otav n
TIEPALTEPW PEIWON TWV APLOUWV TTOAUYWVWV SNULOUPYNCE ACXNUO OTITIKA anotéAeopa. Me
™ Sladilkacio autr Teploplotnke 0 aplOUog Twv Tplywvwy o€ 389.273 Kol TO HOVTEAO
SLatnpnBnKe og LKAVOTIOLNTIKO eMinmedo AeMTOPEPELAG. TNV ElKOVA 3.2.15 mapouaoldleTal To
QPXKO (KATw) Kal To TEAKO (mdvw) povtélo mou mapaxOnke pe t dtadikacio Decimate.
Ou dladopég dev elval PeydAeg Kal n €lKOVA TOU KOLVOUPYLOU HOVIEAOU E€lval OQPKETA
LKOVOTTOLNTLKA.

Brpuo 2° :

3TN ouvExela Tieplopiotnke o aplBuog twv materials kal textures amno tpia ot éva.
MNa va emnitevxBet avtd tonobetnOnkav katdAAnAa ta UVS, Onwg €ylve Kal ylo TO MPWTO
Hovtého tou KouPBapd otnv mpwtn péBodo. AnuoupynBnke otnv ouvoia éva véo UV  set,
taktomnowibnkav ta Uvs péoa otov texture space péow tou UV editor tou Blender
Kal ekteAéotnke n Stadikacio Bake.
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Briuo 3° :

AkolouBnOnke n 6l Stadikacio tou bake kat yia ta Normals and to apyxikd poviélo
vPnARg avadAuong oto kawvoupylo kat dnuoupynBnke Normal map yla va BEATIWOEL AKOUQL
TIEPLOOOTEPO TO LOVTEAOU. TNV €lkova 3.2.16 daivetal To PovTEAO e LOVO texture map Kat
ueta tnv npoobnkn Normal map, mou &g Stakpivovtal aloOntég Sladopés. Emopévwg
SlatnpnBnke n ypadiki amoddoon Tou POVIEAOU LKAVOTIOLNTIKA.
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Briuo 4° :

ElonxOn akoAoUBwC To povtéAo otnv Unity Kot EUMAOUTIOTNKE N oKV UE EMLITAEOV OTOLXELD
(assets) mou pac mpoodépel Swpeav n Unity. Itnv nepintwon pog npootédnke £va plane pe
Water Shader mnou énaie to poho tng emudpavelag tng Odkaocoac. O Water Shader
elvat alyoplBuog mou e€opolwvel TNV kivnon twv kupdtwy katta reflections tou dwtdg
otnv enudpavela tou vepol (elkova 3.2.17). Emiong ywo TNV OKNVRQ TOU HOVTEAOU
xpnowornow)Bnke to texture Rock_CliffVolcanic mou &SiatiBetat dwpedv amd tn oeAida
www.textures.com

v Camery
F irasthin etz o
P g dmerihsuncey

WA oA T e
i WA s e

Ty L] {Hesh T | Gzo
Mean Hane (el I

Ewova 3.2.17: Water Shader otn Unity

ITIC TTAPOKATW ELKOVEG TIOPOUCLALETOL TO TEALKO LOVTEAO TTOU TPoEKUE pEaa otn Unity.

Ewkova 3.2.18: TeAlko povtélo Zavtopivng otn Unity
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Ewkova 3.2.19: TeAwko poviéAo Zavtopivng otn Unity

*+ AcUtepn puéSodoc:

Itn Oeltepn HEBOGO emefepyaciag¢ TOu HOVIEAOU Zaviopivng  mMpoypatomnol)nke
Retopology (ueiwon tou apBuol Twv Tplywvwy) o€ éva VEo LOVTEND Ttou Snuoupynbnke
amnod tnv apxn. Eixe to (610 Paoikd oxAua Le To apxko aAAd kot eminedeg emidpAVELEG KOL TO
avayAudo tou edadoug oxedidotnke amokAelotikd pe tnv xpnon Normal Maps nou
nipogkuPav arnd tn dtadikacio Bake tou mpwtodtumou povtéhou.

Bripo 1° :

ApXlkd ME TO MOVTEAO OTn oknvh, xpnowomouBnke ocav avadopa (Reference) kai
dnuioupynBnke éva kawouplo plane katd toug afoveg x kat y. Mpaypatomnolbnke
€TEKTOON TOu plane pe tnv evioAr) EXtrude kat eme€epydotnke KatdAANAQ yLlo va TapLaget
LE TO BOOLKO OXNUA TOU MPWTOTUTIOU HOVTEAOU, 0w paiveTal otnv ewkova 3.2.20.
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Ewkova 3.2.20: Anpoupyia kavouplou plane oto emninedo xy

Ed' 6oov ohokAnpwOnkKe O OXNUATIOMOC TOU HOVTIEAOU £TOL WOTE VA TPOOoeyyilel To
MPWTOTUTIO OTo eminedo xy, £newta Stapopdwdnke kataAnAa otov afova z. Omote
TEPLOTPADNKE N OMTIKN, ETUAEXONKE KAOE vertex point Kal petakviOnke otov afova z wote
Va TOULPLALEL PE TO MPWTOTUTIO, OTWG TTAPOUCLALETAL OTNV €lkova 3.2.21.

(0} Plane.002

¥ EdtMode v @7 %L Global 4| [H 4 72 @4 Closest

Ewkova 3.2.21: Adtagn tou plane katd tov afova z




Briuo 2° :

3TNV cuvéxela mpootednkav duo emumAéov umodialpéoelg (subdivisions) natwvrag o
TAnktpo W kot PETA to 2, wote va 600el meplocdtepn avaAuon OTO VEO HOVTEAO Kol va
TipooeyYyioTel KAAUTEPA TO OXNLA TOU TPWTOTUTIOU KOVTEAOU Kal KUPLWG OTOV KATakopudo
afova (elkova 3.2.22)

Ewkova 3.2.22: Ynodialpéoelg oto plane Tou povtélou

Zuvexilotnke n emegepyacia ToU OXNLATOG TOU HOVTEAOU KAL IPOCEYYLOTNKE 000 TO duvaTov
KaAUTEPA TO LOVTEAOD avadopds oe OAOUG TOUG AEOVEG, yLoTi AUTO ATV TTOAU ONOVTLKO TIPLY
10 Bripa Tou Bake. Zuykekpipéva, av kamowa vertex points tou véou povtélou ameiyav
OPKETA otov afova Z amo tnv enidavela tou povteAou avadopdg, ev Ba ekteAouvtav Ue
erutuyxia bake twv normals oto onueio autod.

AkolouBwvtac auth tn Stadikacio Snuoupyndnke €va poviélo amoteloupevo anod 584
TPplywva Hovo, EVW TO apXLKO HoVTEAD amoteAouTayv amo 1.946.370.

Briuoa 3° :

Metd petad€pOnKav oL AEMTOUEPELEG TOU HOVTEAOU UYPNANC avaAAuong OTo KalvoUpLlo HECW
¢ Stadikaoiag Bake Normals. To véo povtélo, pag kot dnpoupyndnke anod tnv apxn
Oev S1€Bete kamowo UV set, yU' autd Snuoupynbnke €va véo péow tou UV Editor kat tng
evtoAng Project From View, onwg ¢aivetal otnv ewkova 3.2.23.
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Ewova 3.2.23: Anuoupyia UVset.

Bripo 4° :

ZKOTOC NTaV va XwpLotei To UV set o€ 3 KOUpATLA yLa va TotoBeTnBouv KaAUTEpA PECA OTOV
Sl0BEoluo Xxwpo Kol va peivouv 600 to Suvatdov Alyotepa Kevad. Etol petakivrOnke
KATAAANAQ pe TOo MARKTPO G Kol meplotpadnkav He to TMANKTpo R ta faces wote va
TomoBeTnOoUV LE TPOTIO IOV VAL PNV UTIAPXOUV HeyAAa Keva UETOED ToucC. To amotéAeoua
TIou TapaxOnke paivetal otnv ewkova 3.2.24.

3TNV ouveéxela ektedéaBnke n Stadikacio Bake yia ta Normals oto kawouUpylo low poly
HOVTENO, o€ elkOVa e avaluon 8192*8192 kat anobnkeUtnke wg nautilos_normal2.png

Briua_ 5°:

AkoAouBnOnke n idla akplpwe dtadikaotia pe mapanavw yla va npaypotornowndei Bake oto
Color Texture. AmAw¢ oto Bake Mode smiAéxOnke avti yia Normals = Textures pe TIg
UTIOAOLTIEG pUBUIOELC VO TTOPAUEVOUV WG €XOUV. AMOBONKEUTNKE N E€lKOVOL UE avaluon
8192*8192 wg nautilos_colour2.png.
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Ewkova 3.2.24: Alatetaypévo to UVset

To povtélo pe ta texture kat normal maps nou amnoktBnkav and tn dtadikacia Retopology,
Bake Normals kal Textures lorx0n otnv Unity. Eniong epmAoutiotnke n oknvi UE EMUTAEOV
otolxela (assets) mou pog npoodépel Swpeadv n Unity, kal cuykekpluéva pe éva plane Water
Shader. Emtiong yla tnv oknvr Tou povtélou xpnotpomnotBnke to texture Rock_CliffVolcanic
nou SiatiBetal dwpeav amod tn oeAiba www.textures.com. It SUO TIAPOKATW ELKOVEG
napouaotaletol To umtoBpuxLo LOVTEAD TNG Zavtopivng otn Unity.
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Ewkova 3.2.26: TeAlko povtélo Zavtopivng otn Unity
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Kepaiaro 4: ASrohoynon Kot ATOTEAEGHATO,

Y10 mopov Kepalalo mapouoialovral Ta Kpltrpla afloAdynong TwV AmOTEAECUATWY. XTN
OUVEXELX a€loAoyoUVTOL T HLOVTEAX TTOU TtapaxOnkav yia tTig SUo EPLOXEC Kal TeplypadeTal
n dnuloupyia animation oto povtélo TnG Zavtopivng.

4.1 Kprtipla a&loA0ynomG amoTEAEGUAT WV

Emetta amo tnv oAOKANPWON KoL UETATPOT TWV HOVIEAWV Tou eixav mapaxBel anod tnv
aegpodwtoypadlon koL TNV umoPpuxia amootoArq tou okddou¢ ROV otn Zavtopivn,
npaypatonoionke n afloAoynon Ttwv TPOolOVTIWV TNG epyaciag. JUYKEKPLUEVA, EYLVE
oUYKPLON TWV amoteAeoudtwy mou e€nxbnoav amod Tig Stadopetikeg pebddoug, oe kAbe
HOVTEANO, UE OKOTIO VA EVTOTILOTOUV Ta BETIKA KAl TA ApVNTLIKA TTou amédepe n kabe uéBodog
KaOwg Kal va tpocdLlopLloToUV OL ATALTOELG O UTTOAOYLOTLKA LOXU TTOU €XELTO KABOE LOVTEAO,
TIPOKELUEVOU va eival duvatn n enetepyacia tou amod tn unxavn mavidiwyv Unity. MNa tig
OpPOAOYIEC TIOU XPNOLUOTIOLOUVTOL TAPOKATW (Ol Oomoieg¢ otnv MAswovVOTNTA Toug Ogv
puetadpactnkav ota eAAnVIKA) mapanépnoupe ota Kedalaia 2.3 kot 2.4 aAAd Kol OTO
Mapaptnua tTnG SUTAWMATIKAG Epyaocia.

H afloAdynon auth Baolotnke ota KUPLO XOPOKTNPLOTIKA TTou KaBopillouv TIC AmaLTAOELG TTOU
€XeL€va 3A HOVTENO 0€ UTTOAOYLOTIKN LOoXU. T XAPOKTNPLOTIKA OLUTA O YEVIKEC YPOULUEG ElvaL

Ta €€NC:
0) 0 ApPLOUOG TWV TPLYWVWV TIOU AITOTEAELTAL L0l OKNVI) TIOU KAVEL render o UTIOAOYLOTNC KOl

B) o apBuoc kat To €idog Twv materials kat o aplBUOC Twv textures mou to anoteAoly, Ta
Aeyopeva draw calls, kal Seutepeudviwg To PEyeBog Twv textures.

levikad, 6oov adopa ota draw calls onuaocia €xel mo oAU Tto €ido¢ Twv materials mou
XPNOLOTIOLEL, av £XeL LBLOTNTEG OMWC emission, transparency, translucency, el81ka &€ av to
transparency €xel Kot AAAEC LOLOTNTEC OMWC TO vo Snuloupyel avtavakAACELS Kol
SlootpePAwoel Tou PwTOC OnMwg my to material mou e€opolwvel vepod. Itn Sk HOC
TEPUTTWON TIAVTWC T LOVTEAQ XPNOLUOTIOLoUV amAd materials xwpig mMepaltépw WOLOTNTEC.
E€aipeon amoteAel otnv untofpuxia oknvr o water shader tng emipavelag tou vepoL, KabBwg
Kal To post production edpé mou xpnotpomnowBnke yia va e€opolwBel n umoPpuxia 6pacn,
QUTO elval emiong KATL TTOU amattel EMUTAEOV TOPOUG ATtO TOV UTIOAOYLOTH.

Ooov adopa ota cuotiuata Virtual Reality, autd mou npémnetl va AndBet umt' oYin eivat otL
O€ YEVIKEG YPOUUEG EXOUV TIG SUTAACLEG ATMALTAOELS OE UTIOAOYLOTLKA LOXU O OXEON UE TIG
oupuPatikég edapuoyég, kabwe ta cuotiuata VR StaBétouv §Uo KAUEPECG Kal KABs Kapé
yivetal rendering tautoxpova Suo dpopéEc.
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4.2 AZlodoynon Movtédov teploxi)c KovBapa

e [lOCOTIKA XOPOAKTNPLOTLKAL:

Me tnv nmpwtn pEBodo Snuoupyndnke €va LOVTEAO HE TIOAU XapUnAo aplOpd Tplywvwy o€
OX£0N HE TO APXLKO, Eval HOVo material kol opolwg texture. JUYKEKPLUEVO TO APXLKO LOVTEAO
amoteAoutav amod 5.223.619 kal pewwbnke oe 326.475. And tnv AAAn Agupad otn SeuTepN
HEBodo Slatnpnbnke auvtovola n apxtki VPWNAAG avaAuonG YEWUETPLAC TOU HOVIEAOU
g€xoviag Opwe duo emutAéov emineda pe Alyotepa tplywva, avaloya Tnv omootacn mou
eotiale n kapepa. Emiong anaptifotav ano dekaentd materials kot opoiwg textures,0mwc to
QPXLKO.

AN\O £VOl ONUAVTLKO XOPAKTNPLOTIKO TWV LOVTEAWV £ival TOoo Xwpeo Ba kataAapBavouv otov
okAnpo bioko. MNa tnv akpifela to povrtélo g Sevtepng HeBOSoU KataAapBAavel OpPKETA
TIOAU XWpPo, KaBwc €xeL péyebog cuvoAilka 382 MB cav yewpETpla KoL Ta textures mou To
amoTeAOUV £X0UV CUVOALKO HEyeBog 953 MB. Ztov avtimoda, To povtéAo mou dnptoupynOnke
HE TNV pwtn MEOB0SO deopevel aloOnTd AlyoteEPO XWPO UVAMNG AToL HOALG 50 MB yua tn
YEWUETPLa Kal 62 MB yLa To texture tou.

e [MOLOTIKA XOLPOKTNPLOTLKAL:

ITO HOVTEAO TOU OLKIOMOU emutelXOnkav SU0 amoTteAéoUATA UE UEYAAEC ATIOKALCELG QTO
arnoyPn molotnTag Kot anodoong. To povtédo tng mpwtng HeBoOdou eival oe TOAU peyaio
BaBOuo BeAtiotomnolnpuévo (optimised) wote va pumopei va poptwOel anod tn Unity kot To TeEAKO
TPOIOV va pmopel va “tpé€el” oAU IKAVOTIOLNTLKA OTa ALlYOTEPO LOXUPA CUCTHHOTA, OTIWC YLa
napadelypa ota Alyotepo akplBa tablet, smartphones kat H/Y. BéBatwa amd tnv aAAn n
Slapopd oTNV mMoLOTNTA TNG YPOPLKAG ATTELKOVLONG ELVAL CNUAVTLKI 0TV N KAUEpO BplokeTal
oto £€6a¢do¢, OTWG SLOKPLVETAL OO TLC ELKOVEC TTAPOKATW.

Ao Vv aAAn, pe ™ Sevtepn nEBodo mapdxdnke €va povtélo mou dlatnpoloe availoiwtn
NV apXLKA TIOLOTNTA TwV ypadlkwy Kal Pe TV Xprion twv LODs Ba pmopel va “tpéxel”
LKOVOTIOLNTLKA OTLG TIEPLOCOTEPEG OUOKEVEC. Mevikd To povtéAo tng Seltepng pebodou Ba
UIopel vol TPEXEL LKOVOTIOLNTIKA O€ CUOCTAUATO OMWG OXETIKA Loxupol H/Y kat akplBd
smartphones onwg ta teAevtaiag yevidg Samsung Galaxy kat Iphones, o€ kauioa nepimtwon
OHWG OXL ota 1o ptnva smartphones.

Ouwg otav n kapepa Pploketal og KATOLO UYPOG aItd TNV OKNVI) , N ATELKOVLON UE TNV TIPWTN

HEB0SO elval LkavomonTiky, ool oL MEPLOCOTEPEG AEMTOUEPELEG SEV £lval OPATEG, OTWG
dalvetal otnv elkova 4.2.5.
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Elkova 4.2.1 : ITYLOTUTIO LOVTEAOU WE TNV TIpwTn HEBodo
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Elkova 4.2.2 : ITIYULOTUTIO HOVTEAOU e Tn Seutepn pEBodo
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Elkova 4.2.5 : ITyHLOTUTIO HOVTEAOU amd amootach e TV mpwtn pEBodo

Eniong Ba mpémel va avadepBel 6TL Kot oTIg SUO MEPUTTWOELG, N TEPLAYNON HECA Ao ThV
Unity oto TeAlko tpoiov Ba mpEmeL va yIvETOL UTTIOXPEWTLKA artd Kamolo VP oG Kat OxL amnod To
emninedo tou edadoug kabwg amouvolalel ota poviéAa pag to collision detection. Adyw tng
TIOAUTIAOKOTNTOG KOL TOU TEPAOTIOU MAROOUG TWV AEMTOUEPELWV TOU MOVTEAOU HaG Ta
XPoVika mAaiola Sev pog emétpemav va mpootebolv collision meshes oe OAeg TG
AEMTOUEPELEC — OTOLXELQ TOU poVTEAOU Tou Bplokovtal mavw amo 1o £édadog. Ta Asyoueva
collision meshes eivatl 3A avtikeipeva, ouvnBwc MOAU amANGg YEWUETPLAC OmwG KUBOL Kot
KUALVEpoL TToU KOAUTITOUV OAO TOV OYKO €EVOG LOVTEAOU KOl O UTIOAOYLOTHG QVOYyVWPLOEL OTaV
KATTOLO amd aUTA, Yo TapASELya AUTO TTOU QVTLOTOLXEL OTOV XOPAKTHPA TIoU XELpileTal o
Xpnotne, €pBel oe emadry HUE KAMOLO GANO KAl UE QUTO TOV TPOTO ylo TIOPASELYUO O
XOPOKTA PG TIOU XELPLIETAL 0 XPrOTNG LEVEL TTAVW oTo £8adoc kat Sev Bubiletal og auTo, eite
OKOMO OTAUATAEL N Kivnon OTOV OKOUUTINOEL O€ TOlXO Kal €V MEPVAEL QMO LECA OTIWG OV O
toixoc dev dlabtel pala.
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4.3 AZloddoynon Movtédov tepLoyt)S Tavtopivig

Ooov adopd twpa o povtélou tou Bubou, edw ta dUo amoteAéopata mou emteXONKav
elyav kamoleg Stadopeg petagL toug. To mpwTto HovteAo SLEBETE Evav ONUAVTIKA LEYAAUTEPO
aplOud TpLYWVWVY Kot KOAUTEPN TIOLOTNTA ATTELKOVLONG.

e [MOCOTIKA XOLPOKTNPLOTLKAL:

Me tnv npwtn nEBodo dnpoupynOnke éva LOVTEAO PE HELWUEVO apLOUO TPLYWVWV OE OXEON
HE TO OpXLKO, €va povo material kal opoilwg texture. ZUYKEKPLUEVA TO APXLKO HOVTEAO
anoteAeitat anod 1.946.370 kat meplopiotnkav og 389.273. Eniong kot otn devutepn péBobdo
HELWONKE KOTA TIOAU 0 aplBUog Twv TPpLywvwy o€ 584, adou dnuioupynOnke €va kawvoupylo
plane amnoé tnv apxn pe cadwg o amin yewUeTpia.

AMO €va ONnUOVTIKO XOPOKTNPLOTIKO TWV MOVIEAWV amoTéAece TO TOCO Ywpo Oa
kataAapBavouv otov okAnpo 6ioko. MNa tnv akpifela 10 povieAo tng mpwing Lebddou
KATAAQUBAVEL ONUOVTIKA LEYAAO XWpPOo, KaBwg €xel uéyebog 43 MB cav yewpeTpia Kot Ta
textures mou to amoteAoUV €Xxouv CUVOALKO pEyeBog 179 MB. Ztov aviimoda, 1o dgUtepo
HOVTEAO SeopeVeL aloONTA AlYOTEPO XWPO MVAUNG, OUYKEKPLUEVO HOALG 86 KB yla tn
yewpetpia kat 131KB yia to texture tou.

e [MOLOTIKA XOLPOKTNPLOTLKAL:

To povtéAo TnG mMpwTng HeBOSoU UTIEPEXEL BTNV TOLOTNTA TNG YPADLKAG QIELKOVIONG Ko Bal
Umopel vol TPEXEL LKOVOTIOLNTIKA O€ CUOCTAMATO OTMWG OXETIKA Loxupol H/Y kat akplBda
smartphones onwg ta teAevtaiag yevidg Samsung Galaxy kat Iphones, o€ kauia nepimtwon
OMWG OxL ota Lo ptnva smartphones. Antd tnv AAAn, Le tn Seutepn nEBodo mapdyxOnke Eva
HOVTEAO TO OTOl0 €XeL MLt TIOAU OAn YEWMETPpla Kal pmopel va “tpefel” akopa kal ota
AlYyOTEPO LOXUPA CUCTAMATO XWPLG Kavéva TPORANUa, 0w yla tapAadelypa ota Alyotepo
akplBa tablet, smartphones kat H/Y.

‘Eva eMUTAEOV TTAEOVEKTNLOL TTIOU EXEL TO MOVTEAO TNG PWTING LEBOSOU glval OTL 0 XpOVOG TTou
anattnOnke ya tnv dnuoupyia Tou €ival onUavTKA HKpOTEPOG, KaBwg n Stadikacio Tou
Retopology otav yivetal and tnv apxn, Ue oxeSLAOUO VEOU HOVTEAOU Elval ML OXETIKA
xpovoBopa Stadikacia kot e8Ik o€ oxéon e To autopato Retopology amd aiydplBuoug
OMw¢ to epyaleio Decimate tou Blender. Fevikd mMAVIWC, OMWG KAl HE TO HOVIEAO TOU
OLKLOMOU £T0L Kal €6w, To HovtéAo TnG Seltepng HeBOSOU MPOTIUATOL OE TIEPUTTWOELG TIOU
€XOUUE TIEPLOPLOMOUG OE UTIOAOYLOTIKA LOXU KOl OTOXEUOUV OTnV amodoon mopd otnv
TIOLOTNTA ATIELKOVLONG, EVW OUTO TNE MPWTNG LEOOSOU EMIAEYETAL YLaL TILO LOXUPA CUCTI AT
TIOU OTOXEVOUV 0TNV BEATLOTN TTOLOTNTA ATIELKOVLONG.

ITIC TIOPAKATW ELKOVEC mapouotdlovial ot SladopeG OTnNV TOLOTNTA TNC OTMELKOVIONG

ovapeoa ot SUo peBOdoUC Kal KATOLEG AEMTOUEPELEG TOU HOVTEAOU ToU Oev
amotunweonkav pe to e0TEPO TPOTO.
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Ewova 4.3.2: Movtélo Javtopivng e tn deltepn néBodo
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Ewkova 4.3.4: Movrz—:)\o Zavropivnq pe tn Sevtepn péBodo




4.4 Anpovpyia animation oto MovtéAo Xavtopiving ylia v éumpaktn
a&loddynon tov.

Me Ttov 0po 2xedlokivnon (animation) evwooupe tnv taxeia evallayn elKOVWV-oXediwv wote
va Silvetal n aioBnon mpaypatomoinong cupBAVIWY O TPAYUATIKO XpOvo. MEow Tou
animation mpootiBetal To otoleio TNG Kivnong oe pa €lkova, Snuloupywvtag Hia
Peubaiobnon mou odeiletal otn duactoloyia Tou avBpwrmivou patiov (peteikaopa). Mo
TAPAOTAON TIOU BAEMOUUE TOPAUEVEL OTOV OUPLBANCTPOELST) XITWVA VLA £Va ULIKPO XPOVIKO
Sdtaotnua. ETol, pLo OElpA ELKOVWY OL OTIOLEC AVAVEWVOVTAL SLOSOXIKA e HEYAAN TaXUTNTA,
daivovtal va avaplyvoovtal n pia pe tTnv aAAn SnpUloupywvtag tTnv eVvtunwon tng kivnong. H
Slopopdia autn anotéAeoe tn Bdon yla tn dnpoupyia Tou animation. KaBe ox€dlo-ewova
ovopdletal kapé-mhaiolo (frame) (éva otypotumo tou Tt cupPaivel oe plo Sedopévn

oTLypn).

Zta mAaiola tng mapovoag epyaciag Eywve mpoonddela va dnpoupynBel éva armAo animation
yla to SeUTEPO LOVTEAO TNG TIEPLOXNG TNG ZavTopivng. XpnotomnotiOnkav kat ta §Uo povieAa
miou mpoekuPav amnod tig dvo puebddoug. Auto eixe wg amotéAeopa va davel otnv mpagn n
Sladopd mou €xouv oTNV OLOTNTA TNG YPAPLKNG ammeLlkoviong Letagy toug. (Emouvarmnrtovtatl
otov Ynolako Sioko mou cuvodeleL To TEUXOG, oTA apxeia movie.mp4d kot movie2.mp4
avtiotolya).

91



r 1 4
Kepaiorwo 5: Xoumepaocpota
Y10 mMapOV KeEPAAALO TTAPOUCLAIOVTAL TO CUUMEPACHATA TIOU TIPOKUTITOUV Ao TV €peuva
HOC Kol Ol LEAANOVTLKEG TIPOEKTAOELC KOl EPOPHOYEC.

5.1 Tvpmepaocpata

TNV noapoloa epyacio EEETACTNKE O TPOTOC MLOTHE PNPLAKC avVarapaywynG TPy LOTIKWY
dUOKWV TOMOBECLWY KOl TEXVITWY ONUOUPYNHUATWY, TOUPLOTIKOU KOl apXOLOAOYLIKOU
evlladEépoviog HEOW PWTOYPOUUETPIKWY Sedopévwy  amd agpodpwrtoypadieg Kot
BaBUUETPIKEG PETPAROELG. ATTO TNV TIOCOTIKN KOL TIOLOTIKA O§LOAOYNoN TWV TELPAUATIKWY
QTMOTEAECHATWY TIPOKUTITOUV OUYKEKPLUEVOL CUMTIEPACHATA OE OXEon ME TG MeEBOSouGg
enefepyaoiag Twv LOVIEAWV , TG QTIALTAOELG TOUG KOL TN XPHON TOUG.

TEVIKO guumtEpaocuaTo:

OL H/Y teleutalag yeviag avamtuooovToL CUVEXWE KoL TIPOohEPOUV OAO KOl TIEPLOCOTEPES
SuvaToTNTEC PEAALOTIKOTEPNG ATIELKOVIONG Kol KAAUTEPEC eTOO0ELC. H pnxavn matyvidiwv
Unity akopa kot otnv dwpeav £€kdoon tn¢ eival moAU Loxupn, ota onuepva standards kot
OPKETA €UXPNOTN KOL EUKOAN OTO VA LABEL KOVELG VO TNV XPNOLUOTIOLEL, EVW EMIONG UTIAPXOUV
TIOAAA  LOXUPA TIPOYPAUMOTO KOL MAALOTO SWPEAV Yyl TOUC UTOAOUTOUC TOMEIG ToU
armoteAoUV TtV Snuwoupyia Aoylopikou pe 3A meplBailovta, Onwe To mpoypappa Blender
TIOU XpnolpomolnOnke yla tnv eneepyacia twv 3A pHovtéEAwv Kol To on-line mpoypaupa
Colmap 1o onoio enefepyaletal TI¢ pwroypadieg anod diadopec AqPelc plag tomobeaoiag 1)
€VOG OVTLKELLEVOU KOL TTAPAYEL AUTOMATA TO 3A HOVTEAO OO QUTEC.

Eivor mAéov yeyovog 0TL 1] EIKOVIKT TpOry LOTIKOTNTA Evol £VOL OO TO GTLLOVTIKOTEPO EXITEVYLLOTOL
™G TEXVOAOYIOG KO TNG UNYAVIKNG, TOPEXOVTOS EKTOG TMV AAAMV KOl TNV EVKALPIO GTOVG YPNOTESG
va emokéntovral kKot va epfubilovtar og KOoHOVG TOL TOTE O Oa elyav T dvvaTOTNTA VO PtdGOVY
otV Tpaypatikn Tovg (on. o ovtd kot 0KOTOG pag ATav va xpnotpornotnfouv autd ta 3A
HOVTEAQ 0 £PaPUOYEC ELKOVIKNG TIEPLAYNONG, EITE SLOSPACTIKA HE EAEYXO TNG KAUEPAC ATIO
TOV XpNotn Kal eEAeVBepn mepliynon, eite oe mpoeyyeypappévn nopeia (flythrough) kat va
e€eTaoTOUV Ol TPOTIOL TIOU MUTTOPOUV VO ETUTUXOUV TNV PBEATLOTN TOLOTNTO OELKOVLONCG,
€MSO0ELC Ao TNV AAAN KoL TOV CUVOUAOHO AUTWV TwV duo.

‘EXOUUE HEYAAN EUXEPELO OTO VA XPNOLUOTIOL)GOUE TIOANG e€elSIKEUUEVA EpYAAELD KAl UE
TIOAU XapNAO KOOTOC yla vo tapaxBel éva MOAU peALOTIKO OMOTEAEGH. BEATIOTOMOWWVTOG
TNV MOLOTNTA TWV YPAdLKWVY, N ATEKOVLON TWV TOToBeoLwyY yiVETOL TILO PEAALOTLKA KOLL TILOTN
OTNV MPAYLLATLKA TOUG UTIOOTAON, TO (610 KaL n eunelpia Tou xprRotn. Méoa ano tnv Stadpopun
TIou akoAouBnBnke yla TNV enefepyacio TWV HOVTEAWV Kal TA TEXVIKA TPOBARUATO TTOU
nipoekuPav KOTA TN SLAPKELA TWV TIELPAPATWY TTAPAYETOL TO CUUMEPACHA OTL OL ATIOLTAOELG
OTa UTIOAOYLOTIKA ouotApata eivat  peydleg kabBwg amopaitnto £podlo Atav €vag
umtoAoylotrg e§eAlyeévng texvoloyiag Kat pe uPnAng Suvatotntag XapoKTnELOTIKA. A&ilel
va onUElwBOel OTL Ta povtéAa Tou emegepydotnkav adopouoav MEPLOXEG UIKPNG EKTAONG,
OTOTE YIVETAL AUECO OVTIANTITO OTL OL ATIALTHOELG TTOU SNLOUPYOUVTAL YLa KATIOLO OVTEAO
HEYOAUTEPNG EKTOONG €lval PeEYAAEG woTe va amodeuxBolv Ta TEXVLKA TPoBARUATA KoL va
UTTAPEEL Eva XPHOLUO KOl PEAALOTIKO QTIOTEAECHAL.

92



‘Eva TeEAEUTALO ONUOVTIKO CUUMEPOOHO ElVaL OTLKOTOPBWONKE va SLaXELPLOTOUV CWOTA TOCO
to Sedopéva Tou xepoaiou mepLBaAlovtog aAAd Kat tou Baldccolou xwpig kamola Sucpopdia
oto amotéleopa. MNapoho mou amotelel mMPOkKANon to umoPpuxo TepBarlov Adyw tNng
SuokoAiag mpoogyylong tou Kat TG EANewpng dedopévwy, n enefepyocia ToU HOVTIEAOU
TIPAYUATOTOLNONKE HE EMITUXIO KOL MAALOTO EMEKTOONKAUE OTNV  OTTIKOTIONOr) TOU HE
nopdn animation, wote va yivetal n meptynon oto 6aAacolo nepBAANOV TPOCOOLWVOVTAG
pLo Kataduon

Eldika ouunepaouato:

Méoa amod ta MEWPAUATO TOU Tpaypatonolibnkav yla tnv mapoloa epyacia kal ta
QMOTEAECHOTA TIOU TIOPAXONKAV TIPOKUTITEL TO CUMUMEPACUA OTL ATav SUoKoAo va teBolv
opla otnV ToLoTNTA TNG yPadIKAG amewkoviong. lMa tnv akpifela 0to KOPMATL TOU
TIEPLOPLOUOU TWV TPLYWVWV TWV HoVTEAWV VPNARG avaluong urtipée SIANUUA 0TO TOCOOTO
HElwoNng kol otnv emloyn tou Wavikol onueiou dlakomng tg dtadlkaociog ylautd Kat
eMAEXONKav Kat otig Suo meploxeg, Suo peBodol pe atobntn t Stadopd oTNV UKPiveELa KL
TNV AEMTOPEPELA TNG ATElKOvVIoNnG. Elval ¢avepd otL n akpPAg Xprion KaL o oKoTog Twv
HovtéAwv kaBopilel andAuta auth tnv emloyn, mpdyua to onoio dev Atav Eekabapo otnv
epyacio pag eokeUPEVA YO AOYOUG EPEUVAG.

Méoa amod tnv MOLOTIKN afloAdynon TwV HOVTEAWV UTTOPOUUE va KataAn§oupe OtL OAEG oL
HEBodoL tou xpnolpomnolntnkav mapnyayav xprnolpa Kot aflomol)olpa anoteAéopata. Auto
€XEL WG amotéAeopa va pnv eivatr duvatd va kaboplotel kdmowa wg BEATIOTN Xwpig
napdAAnAa va gival §EkABapog Kal OPLOUEVOG O TIPOOPLOKOG TWV LOVTEAWVY. ZUYKEKPLUEVA
TOL HOVTEAQ TtOU elyav AlyOTEPN MOLOTNTA OTNV ypadLKr amelkovion Ba prmopovoayv va £Xouv
XPron o€ AlyOTEPO ATALTNTIKA UTIOAOYLOTIKA CUOTUATA, 0w smartphones, KATL TTOU OTLG
HEPEC paG elval eupéwg Sladedopévo kal mepllAtnTo. Amo tnv GAAN Ta HOVTEAQ TIOU €lxav
unNAR MOLOTNTA OTNV ATMELKOVION €xouv tn duvatdotnta va xpnoldomownBouv oe ToAU
QTTOULTNTLKA Kol EEALYEVA UTIOAOYLOTIKA CUOTIAHATA KoL VA ETEKTAB0UV KIOAQG.

Ta mapandvw cupnepacpota divouv Tnv adopur yla to LEANOVTIKO oXeSLAGUO EVOG TEALKOU
npoiovtog oto omoio Ba cuvdualovtal ta mMpoldvta Twv HeBOSwv pe Bdon tnv WoxL Tou
ocvotnuatog. Mo mapadeypa n pnxav Unity mpoodépel tn Suvatdtnta va UTAPXOUV
puBUIOELC OTLC OTIOLEC O XPIOTNG VA UIMOPEL val EMAEYEL TO POVTEAO WE TN XAUNAR ToLOTNTA
QMELKOVLONG yla KAmolo smartphone, evw mapdAAnAa va emAEYeL TO AAAO HOVTEAO yla
KATIOlO TIOAU QmOUTNTIKO UTIOAOYLOTIKO clotnua. Emiong Ba pmopouoce va mpooteBouv
pubpuioelg mou va PeElwvouv TNV molotnta Tou water shader otnv umofpuxla oknvn yla
TaPAdELYa WOTe TIAAL va amaltel Alyotepoug mopous. TeAog Ba RTav whEALpo va npotabel
Ml éva TETOLO TEAKO TIPOIOV yla EEVOYNAOELS OE TIEPLOXEG TOUPLOTLKOU KOl LOTOPLKOU
evbLapEpovTog oL omoieg elval SUOKOAO VA TIPOCEYYLOTOUV QIO TOV ETLOKETTTN

MapoAo mou n dtadikacio uUAomoinong Twv LOVTEAWV NTav apketd SUOKOAN Kal xpovoBopa,
kaBwg n dnuioupyia elkovikwv MePLBaAAOVIWY yla tplodldotata meplBaAlovia amattel
SNULOUPYLKOTNTA KOL LNXOLVLKE, €V TOUTOLS TO 0DEAOG €lval onuavTiko, kaBwg n tkavoroinon
KOL N yvwon TIOU OTOKTA KATIOLOG O OTMoio¢ OAOKANPWVEL plo TETola edappoyn eivat
avektipnta epodia yia to pEAov
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5.2 MeEAAOVTIKEG TIPOEKTACELG

KAelvovtag, péoa amo TNV £pEuva TIOU TPOYHOTOMOWONKE ylo Tnv moapoloo gpyaocio
TIPOKUTITEL TO OCUUMEPACHA TIWG N XPNonN TG TPLoSLACTATNG QTEKOVIONG, €XEL AdBel
ONUAVTLKO pOAO oTnV mapaywylkn dtadikaoia Twv avopwrnivwy SpaotnplotnTwy SLoTL elvat
davepd to MANBOG TwV TAEOVEKTNUATWY TIOU Snuloupyouvtal KAvovtag to éva UPNARG
onpaociag epyoAeio, TOCO O€ EMAYYEAUATIKO OCO KOL OE EPACLTEXVLKO Ttimedo. MeAAOVTIKA,
TIPOBAEMETAL N TEPALTEPW AVATTTUEN TWV CUOTNMATWY autwyv, Kabwg 6co audvovtal ot
QMALTACEL O€ TOPAYWYLKO Kal oxedlaotiko eminedo, Ba mpémeL va pmopolv va
avtanokplBolv o€ AUTEG.
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https://unity3d.com/unity

Hopaptnuo

Movtélo neployxnc KouBapd- M£Bodoc 1" :

JTO OUYKEKPLUEVO Ttapaptnua Sivovtal odnyieg vyia tnv dnuwoupyla tng edappoyns. Kotapyiv

€lo@youe To .obj apxeilo pag oto Blender. EmiAéyoupe mavw aplotepd File = Import -

Wavefront(.obj)

= Blender

shift Ctrl O

Shift Ctrl 5

artup File
& Load Factory Settings

E Application Ternplates

"?_ Append

Data Pres

Ewova 1"

w I'e In

IZ Im

L1¥y]

ollada (Default) (.dae)

mbic {

D Studio (.3ds)

tanford (.ply

Y10 nmapdBupo Sltaldyou Tou avoiyel emAéyoue To apxelo mou Béloupe (kouvaras.obj) kat amo TG

ETUAOYEC KATW aplotepd aAaloupe to Up: amd Y Up oe Z Up.
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Operator Presets
~" Smooth Groups + Lines

fert Order

~" Ohject ~" Group

orward
ZUp

od Image Search

Ewova 2"

Twpa to apyxelo pag €xel eloayBel oto Blender (Ewk. 3). To pHovTéAo amoTeAs(Te amd apKeETA EeXWPLOTA
KOLLLLATLO OTIOTE TIPETIEL VAL TOL CUVEVWOOUE 0€ 1 KOUUATL. A va TO KAVOUUE QUTO ETUAEYOUE OAQ T
€PN TOU TO amoTeAoUV Kal matdpe Ctr+). Emiong yla va tomoBetr)cou e 6woTd To origin Tou LOVTEAOU
KAVOUHE KALK aploTepd otnv emiloyn Set Origin(av &ev tnv BAEMoUpEe maTdue TO TARKTPO T yla va
eudavioTel To cuykekpLUEVo TtapaBupo Staldyou) kat emdéyoupe Origin to Geometry (Eik. 4). Twpa
natape Shift + S kat amo T emAoyEC TTou pag mapouclalel matdpe To Selection to Cursor (adou €xoupe
BeBalwbel 6Tl 0 Cursor Bpioketal oto KEvTpo Tou Grid).

Ewkovo 3N
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= Blender

Blender Ren

metry to Origin Shift Ctrl Alt C

Originto 3D (
Set the object's origin, by either moving the data, or set to center of data, or use 3D cursor: Orig

Calculate N the curre nt {m

Crigin to Cent

Ewova 4"

Auti n dwadikacia elval amapaitnTn wote OTav KAVOUUE apydTepa export To apyeio poag va elvat
KEVTpOpPLOPEVO. Twpa, av matrooupe Tab kal petadpepBboupe oto Edit mode omou pmopoupe va Sol e
enelepy0oTOUE TN YEWUETPLA TOU POVTEAOU pag, BAEMOUUE OTL amoteAeite amd UTEpBOALKA TTOANG
tris(triangles), yta tnv akp(Pela 5.223.619 énwc PAEmovue otnv Elkova 5.

Ewkovo 5N

MPpWTOG pag otdXog AoV yla val TO ELCAYOUUE O LA pnxavr onwg n Unity elval va YelwooupE
SpaoTikd Ta triangles, Slatnpwvtag 600 To SUVATOV TNV EUKPIVELA TOU POVTEAOU. 2TNV TPOKELUEVN
nepintwon, to KaAltepo epyaleio mou pag Slabétel To Blender yla va kavoupe Retopology To
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OUYKEKPLLLEVO poVTENO elval o Decimate Modifier. Me tov Decimate Modifier urmopoUue va erAéEou e
0€ TL TOOO0O0TO BEAOUUE VA PELWOOUUE TOV aplBud twv triangles, aAAQ aUTO TIPETEL VA TO KAVOUUE
otadloKkd, Katd €va moocooto KABe dopd WoTe va EAEYXOUUE Vo NV UELwBel SpapaTikd TO OTTIKO
QTOTEAEC AL

0.5000

Ewova 6"

2TV elkova 6 BAEMOULUE TIC pUBUICELS TTOU TIPETEL VL XPNOLUOTIOooUE yia Tov Decimate Modifier.
Ermdéyoupe Aoudv tn uéBodo Collapse mou elvat n mo KatdANAN yla To HOVTEAO pac. Mo apxn
emAéyoupe Ratio 0.5, SnAadn va pelwBel to mARB0¢ TwV MOAUYWVWY TIOU ATTOTEAOUV TO LOVTEAD LOG
OTO HLOO WOTE VA KPLVOULE av elval BeLTO va TO LELWOOULE TIEPALTEPW.

Ewkovo 7N
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Ewova 8"

Xpnowomnoloupe dAL tov Decimate Modifier pe tig (dteg puBuioels kal pelwvoupe maAL oto 50% to
TANB0¢ TwV MOALYWVWV. Twpa OTWE PAETIOVUE OTNV ELKOVA 9 TO OVTEAO LAG amOTeAE(TAL TAEOV AT
1.305.903 tris kaL n eukpivela elval TOAU KaAr omoTe MPOXWPOUUE o€ éva akopa Decimate katd 50%.
To amotéheopa to BAEmoupe otnv ewkova 10. To povtého pag amotele(tal Twpa amnod 652.950 tris,
SnAadn o aplBog Twv mMoALywvwy €xel pelwBel 0to 12,5% w¢ Pog TNV APXLKN TOU TLUH.

Ewova 9"
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Blender Render

Ewova 10"

Kavoupe twpa €va teAeutaio Decimate Modifier ¢tavovtag ma ota 326.475 tris(Ewova 11).
Mepaltépw peiwon Tou aplBuol Twy MoAuywvwy Ba amodépel Tapapuopdwaon Tou LOVTEAOU.
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Twpa Ba kdvouue kamoleg BeATLwoelg doov adopd To shading Tou HOVTEAOU paAC. AV TATACOULE TO
TANKTpo Tab kal maue oto Edit Mode, Ba mapatnprijoovue OtL YeydAog aplBuog twy edges mou
QamoTEAOUV TO UOVTEAO UG elval xapaktnplopéveg wg sharp (Ewkdva 1), (ol edges pe To UMAE Xpwpa).
AUuTO onualvel otL akopa Kol Asieg emibaveleg Ba daivovtal cav aXUNPES, aAvoAOYwS TAVTA Tov
dwTlopo. Na va to Slopbwaooupe Ba Tpmel apxkd va eTAEEOUE OAO TO povtélo oe Edit Mode kal
amo TG ETMUAOYEC 0TNV ApLoTEPH TTAELPA TNG 000vNG (Elkova 13) emiAéyoupe smooth edges kat smooth
faces.

Kéva 12"

Unwrap

Ewova 13" Ewkova 14"

‘Ouwe ¢uolka kamola edges Ba B€Aovue va eival sharp. MNa va To TETUXOUHUE QUTO Ba
Xpnoluomotoou e éva epyaleio Tou Blender, tov Edge Split Modifier mou pag divel tn duvatodtnTa va
ETUAEEOUE €vav aplBpd polpwy avw amo Tov omolo ol ywvieg Ba xwploouv kat Ba okldlovtal ocav
sharp. Ebapudloupe Aoutodv oto povtélo pog tov Edge Split Modifier kat emihéyoupe tic 50°(Ewova
14).
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'ETOL £XOUE TO HOVTEND LG E HELWUEVA TTIOAUYWVA KAl owoTo shading(Ewova 15). Emouevo BApa pag
elval va petwooupe tov aplBuod twv materials Twv textures.

Ewova 15"

‘Exovtag emAeYUEVO TO HOVTEAD pag nyaivou e ota properties otnv &€l mMAevpd TNG 000VNG, oto Tab
“Data” - UV Maps kal matdpe To elkovidlo +.'Etal dnuloupyeital éva véo UV set to omoio ovoudloupe
“Bake”(Ewova 16).

¥ Auto Srmooth

Ewkovo 16"

Twpa avolyoupe oe éva napadBbupo oto Blender tov UV Image Editor, emiAéyoupe yla To set mou Ba
enetepyaoTole To Bake kal kAvoupe KAk amod TIG €MAOYEC OTO KATw HEPOC oto Image - New
Image(Ewkova 17). 2to mapaBbupo Stadoyou mou Ba avoitel Sivoupe tig Staotdoelg 8.192*8.192 Kkat
ovoualoupe tTnv elkova pag “landscape_color”. 'Etol Snuoupynoape pla véa elkéva otnyv onola Ba
k&voupe bake ta colors pe Baon to véo UV set mou Ba SnuLloupyrnooupE ApESWC.
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Reflection

0000 [ v 0000 )

ack White

Read Render

Open Image

-

HI_"_IFE'I')'(') J" g E View

LKC’)VOL 17"

Twpa mnyalvouue ota Properties otn 6e€ld pepld tng oBovng, oto Tab “Material” kol amd ekel
ETUAEYOUUE TIPWTA TO TAVW-TAVW material, dnAadn to matl7 kot mataue “Select”, adou
TiPOoNYOoULEVWE PeBatwBolpe otL dev elval emiAeypévo Kavéva vertex amod To HOVIEAO, yla va
ETUAEEOUE TNV emLbaveLla oTnV omola elvat epappocpévo to matl7 (Ekova 18).

Ewova 18"

Me autr TNV MePLoXr AOUOV eTUAEYLEVN, TTATAUE TO TANKTpo U kol amnod 1o mapabupo Staldyou mou
eudaviletal emhéyoupe Smart UV project(Ewkova 19).
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Ewova 19"

310 enmopevo mapaBbupo Stardyou mou Ba avoifel StatnpoUpe Ta settings omwe eivat kat matdaue OK.
Twpa BAEnoupe otov UV Image Editor étL ta Uvs Tou €xoupe eTAEEEL €xouv Yivel unwrap xwpic va
yivovtal intersect og kamolo onuelo(Ewdva 20). Exovtac Twpa emAeyuéva oAa ta Uvs otov UV Image
Editor, ta k&voupe scale down og peydAo mooooto, onw datvetatl otny Elkova 21 kat ta TonoBeTou e
OTO TMAVW OPLOTEPA EPOG TNG ELKOVAG.

Ewova 20"
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Kova 21"
EnavahapBdvoupe Twpa tnv dta akplBwe dtadikaocia yia 6Aa ta materials and to Material Tab ota

Properties. ‘Otav ohokAnpwooupe tnv dtadikacia ta Uvs poag Ba €xouv Tn popdr mou BAEmoupe otnv
Ewova 22.

Ewkovo 22"
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Twpa elpooTe ETOLHOL YLa va Tpoxwpooupe otnv dladikacia Tou Bake. Exovrag emleypéva oAa ta
Uvs pag otov UV Image Editor, mnyaivoupe ota Properties oto Render Tab = Bake kat oto Bake Mode
emAéyoupe Textures(Ewkova 23).

Image Editor

Render Preset:

" Owerwrite ~" File Extensions

2 PG

Textures

Ewova 23"

O umoloylotng twpa Eekwvael tnv Sladikaocia tou Bake. ‘Otav oAokAnpwBel autrh, n ewkova
uac(landscape_color) Ba €xel tn popdr mou BAEmoupe otnv Elkova 24.
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Ewkova 24"

Ma va BEATLWOOUUE AOLOV 000 TEPLOCOTEPO YIVETAL TNV ELKOVA TOU HOVIEAOU pag Ba mpofolue og
La emefepyaocia Texture Paint yla va S1opBwoou e e To XEPL 000 TO SUVATOV MEPLOCOTEPEC OTEAELEG.
Aut n Stadikaoia elval apkeTd amAr, £xoviag eTUAEYUEVO TO LOVTEAD HLAG, TTATAUE OTO KATW HEPOC
ekel Tou ypadel “Object Mode” kal to aAAdloupe pe tnv emhoyn Texture Paint(Ewodva 25). Ytn
OUVEXELD ETUAEYOUUE aploTepd ota Tools = Brush to Clone Brush(Ewova 26) kat oto Slots Tab
eMAéyoule yla Painting Mode - Image kal emAéyoupe TNV ewkova poag(landscape_color) omwg
daivetal otnv Ewova 26. Me matnuévo to mMANKTpo Ctr Twpo ETUAEYOULE UL TIEPLOXH VLo KAVOULE
Clone, P& auTOV TOV TPOTIO UMopoU e va SlopBwooupe kamola epdavr) Aabn oto texture Tou HOVIEAOU
Hag, A av Kamola TePLoXf UE ypaoidt €xel GAAn udn, r kamowa OKemr OmiTou KTA. Adou
olokAnpwooupe Vv Sadlkacia pag, owlouVue TNV £lkOva pag fava amo tov UV Image Editor
emAéyovtag Image —>Save Image.
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ght Paint
x Paint

Culpt Mode

Global

Ewkova 25"

Ewkova 26"
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‘Exovtag oAokAnpwoel kal Tig Teheutaieg Stopbwoelg pe tnv Stadikaoia Texture Paint, elpaote €Tolpol
TIAEOV VOl KAVOULE eXport TO LOVTEAD UG YLa VA TO EL0AYOULE 0T cuvEXeLla oTnv Unity Engine. Mdvo
TPV TO £€AYOULLE TO KAVOUE Scale yla vo el To owoTo UeyeBog yLati yia TNV wpa eival apKeTA LKPO.
ETIAEYOUE TO LOVTEAD LG KOL TIATAUE TO TTANKTPO S Kol LETA ToV aplBuo 10 yla va LeyaAWOOUE TLG
Slaotdoelg tou eml 10. Twpa elpaotel00% €towol yla va to kdvoupe export. ‘Exovrag Aoumov
ETUAEYUEVO TO LOVTEAO LOG TIOTAUE OTO TTAVW APLOTEPA PUEPOC TNG 08ovNnc File = Export - Wavefront
obj(Ewova 27).

Blender Render 5| B

Ewova 27"

210 mapdBupo mou Ba avolfel e TIG ETAOYEC yLA TO export TIPEMEL ATAAG VAL GLYOUPEUTOUUE OTL EXOULE
KAvel KALk otnv emhoyn Selection Only(Ewkova 28).

Operator Presets

v Selection Only

o Apply Modifiers

v Include Edges

| Wirite Normals

¥ Include UVs

v Write Materials

Ewkovo 28"
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Elpaote €toluol! Twpa pmopoupe amid va emiléEoupie To .obj apyelo mou e€dyaue pall ue To texture
TOU KQL VOl TO ELl0AYOUPE otnv Unity.

Movtélo nepoxng KouBapa- M£Bodocg 2" :

MNna va dnuloupynooupe enimeda Aemtopépetag (LODs) yla To HOVTIEAO TOU OLWKIOHOU Kal va Ta
XPNOLLOTOLAOOUE 0TNV cuvéxela otnv Unity akohouBouue tnv &g dtadikaoia:

ErtiAéyoupe To povTéAo pag kat mavw 6e€ld otov Outliner k&voupe SUTASG KALK 0TnV ovopacia Tou Kal
TPpOooBETOVE 0TO TEAOC Tou ovopatog tou _LODO. H xprion autou tou eidouc tng ovopatoAoyiag elvatl
anapaitnt ya va avayvwpioset avtopata ta LODs n Unity otav €L0GYOUUE TO HOVIEAO WG Of
authv.(Ek.1)

All Scenes

\// layerl LODO

VL ] _LO00

Ewova 1"

‘Exovtag emiheypévo to HOVTEAO pog, matape Shift+D yla va dnuloupynooupe avtiypado Ttou.
Ovopaloupe 10 aviiypado autd layerl_LOD1. Emiong kaAd eival va amevepyomolCOUUE TNV
0paATOTNTA TOU apXlkoU povtélou (layerl LODO) yia va pnv Se0UeVEL TTOPOUG artd TOV UTIOAOYLOTH LA,
adoU PAALOTA TIPOKELTAL YL LOVTEAO TIOU amoTeAE(TaL armd ToAAA Tpiywva.(Ek.2)

o N

© N/ layerl LOD1

Ewkovo 2N

112



‘Exovtag Aoutdv emideypévo to povtého layerl LOD1, mnyaivoupe aplotepd ota Properties kal
eTAéyou e To tab Modifier. Exel emléyoupe Add Modifier. And tnv Alota pe toug Modifiers, amo v
otNAn Generate emhéyoupe tov Decimate Modifier. O Modifier autog mepapfavel ahyoplBuoug mou
LLELWVOUV QUTOMOTA TOV aplBUo TPLYWVWY EVOS LOVTEAOU KAl amoTeAEL pia armod TIg KAAUTEPEC ETIAOYEC
yla ypriyopn kat ekoAn dnutoupyia LODs.(Eik.3)

216 eTiAoyEg tou Decimate Modifier emiléyoue Collapse, kat oto Ratio Sokiudoupe va xapUNAWGCOUE
NV T PEXPL Eva onpelo TTou va PNV GAAOLWVETAL TTOAU N TTOLOTNTA ATELKOVLONG TOU HOVTEAOU Uac. H
T Ratio kaBopilel to mooootd emi Tou apylkol aplBuol mMoAuywvwy (otnv SR pag mepimtwon
TPLywVwVY) Tou Ba €xel To povtého pog otav edpapuocoupe Tov Modifier. Kaho eival va Swooupe pia
TIUA Tou va avtloTtolxel oe Slailpeon pe (uyod aképalo aplBuod, ya mapadeypa 0.5 1 0.25. Epeig
eruhéyoupe 0.25, va £xel S5nAadn to povtélo pag to 1/4 tou apyitkol MARBoUC TPpLYWVWY, AdAVOULE TG
UTIOAOUTTEG ETUAOYEC WG €XouV Kal Ttatdple Apply.(Ewk.4)

To LOD pag (to 6eUtepo PeTA TO apxLkd) elval €ToLpo. EXOVTAc To emAeyEVO TaTAUE TIAAL shift+D yla
va Snuoupynoou e avtiypado tou kal ovopaloupe To véo avtiypado layerl LOD2.

Ma to Véo pag avtiypado akolovBoupe tnv (Sla Stadikacia dnwe Kal oTo mponyoUuevo. Ao To tab
Modifier ota Properties emhéyouvpue Add Modifier - Decimate Modifier kat exkel autr ™ dopd
ETUAEYOUE HLa TIOAU KPR T, otnv mepintwon pag 0.1, yiati to LOD auto Ba xpnoluomnoleltatl yia
LeYAAeC amootdoelg kal dev Ba elval opatég ol Aemtopépeleg kaBohou omodte Sev pag melpdlel va
LELWOOUUE SpAUATIKA TOV aplBUd TPLYWVWY TIOU TO amoTEAOUV.

Un-Subd

Ewkovo 3N Ewkova 4"

‘Exouple A€oV 3 ouvoAlka LODs yila To HOVTEAD pag, eva eival To apxikod, éva Seutepo mou Slatnpel oe
peyaho Babud tnv moldTnTa amelkoviong Tou apxtkol aAAd ue pla cefaotn pelwon otov aplbuo
TPLYWVWYV TIOU TO armoTteAoUV Kal To omolo Ba xpnotponolnBel otav n kauepa PplokeTal € KOVIVA
anootacn amd TO HOVIEAD, KAl €va TEAOG UE ONUAVIIKA HELWPEVO aplBud Tplywvwy To omoio Ba
xpnotlpomnotnBel yla T LakpLVEC AMOOTAOELC.

ErmAéyoupe Twpa Kat ta Tpla povtéAa pag otov Outliner kpatwvtag MAatnUEVO To TARKTPO Shift kat
TIPOCEXOVTAC VA Elval evepyomoLnUEVO To ELkoVIOLO e To UATL Kal ota Tpla.(ELk.5)
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YTO MAVW HEPOC aploTepd TG 08ovng pog matape file = Export = FBX(.fbx).(Elk.6)

210 napaBupo Slahdyou mou Ba avoitel emléyoupe Selected Objects. Tig umdloumeg emAOYEG TIG
adAVOULE WG EXOUV. AlVOULE €va OVOUQ OTO 0PXELO HOC Kal Ttatdue Export FBX.(ELK.7)

/0 layerl LOD2

Ewkova 5"

4% Blender* [D:\backup downloads'\Kouvaras\kouvaras_new'\kouvaras_new1_appendix.blend]

Ctrl N
Ctrl O

DI

Shift Ctrl O

ﬂ51

Operator Presets
Ctrl At U
crl U FBX 7.4 hinary v

Geornetri Armature Animation

v Selected Objects

All Local
-Z Forward

Y Up

Write a FBX file.

Auto

Elkovo, 6" Ewkovo 70

Twpa avoiyoupue tnv Unity kal oto emdvw Sgfld pépog matape New.(Elk.8) Ito emouevo nmapabupo
Slaroyou Sivoupe pla ovopaocia oto project pag kat mataue Create Project.

‘Otav n Unity dopTwoeL To VEO HaG project, MAtApe 0TO MAVW LEPOC TNG 086vNG Hag: Assets - Import
New Asset kat amo 1o napdBupo Slahdyou mou avolyel ermléyoupe to fhx apxeio mou elyape e&ayel
TipLv amo To Blender.(Ewk.9)

Twpa to apyelo pag Bploketal ota assets, 0To KATW HEPOC Tou TepLBdAovTog epyaaiag tng Unity. KaAd
elval va dnuloupyriocovpe évav véo ¢akelo Kal va to tomoBetnooupe kabBwg otnv cuveéxela Ba
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ELOAYOUE KOL TA UTTOAOLTTA KOULUATLA TOU LOVTEAOU HOC TOU OLKLOUOU Kal lval KaAo kABe KOPUATL va
elval taktomolnpévo otov 61k Tou GAKeAO. 2TV emibavela Twy assets matdue 6l KALK Kat ETUAEYOUUE
Create - Folder. Ovopdlovpue tov ¢ddkeho pog layer 1 (aplotepd KA TAvVW OTO OVOUA TOU
dakélouv).(Ewk.10)

Twpa TPEMEL VoL ETUAEEOUE IE TO APLOTEPO KOUUTL Tou mouse To fbx apxelo pag kal va To cUpoupe
(left click and drag) oto véo ddakeho. ‘OTav TO KAVOULE AUTO, UMOIVOULE OTO VEO PAKEAO Kol eKel
dnuoupyolpe évav véo dakeho Tov omolo ovopdloupe Material. Mmaivoupe twpa otov GpAakeAo
Material kat atape ekel Sl kALK kal emiAéyoupe: Create — Material.

Ovopaloupe to material mou dnuoupynoape layer 1_Material. Zta 6e€1d oto mepBarrov epyaaciag tng
Unity, otov Inspector BAémoupe Ti¢ 1O10TNTEC TOoUu material mou dnuloupynoope. MEWVOULE TO
Smoothness oto 0, yla va pnv €xet SLoTNTeg PET@AAOU To material pag, evw TMPOoEXOUUE va elvatl
emheypéva ta: Specular Highlights kat Reflections, ylati autd BeAtiwvoupue TNV modtnTa YpadIKAC
anodoong Tou HovtéAou pac.(Ewk.11)

Twpa emotpédoupe ota Assets otov pakeho layer 1 kat emiotpédoupe oto Blender yia va Bpoupe mold
€lKOVA texture avtloTolXel 0TO KOUUATL TOU povtéhou Tou SouAelouue autr) T dopd. Av ndue oto
Blender ota &e€ld ota Properties kol oto €lkovidlo texture, Ba doUpe ekel mold elval n elkéva mou
Pdxvoupe. Ztnv nmepinmtwon pag eivat to apyeio Kouvarasimage3.png to omolo kal mpénel va Bpoue
otov 8(oKo pag Kal va To cUpoupEe Pe aploTepd kALK (left click and drag) otnv Unity kat otov dpdkeho
layer 1.(Ewk.12)

& ity 223002 W

Projems 3 Ne ] Oper () My ccoant

Ewkova 8"

L= Unity 2018.3.0f2 Personal - SampleScene.unity - Mew Unity Project (6) - PC, M
File Edit Assets GameObject Component Window Help

Create >
= Hierarch Show in Explorer o=
Create ~ Open -
v Samp =
I Mai Delete
L@ Dir Rename
Copy Path Alt+ Ctrl+C

Open Scene Additive

Import New Asset...

Import Package »
Export Package...

Find References In Scene

Select Dependencies

Refrech trle R

Ewova 9"
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Create
Show in Explorer

Open

Delete
Rename

Copy Path Al Ctrl+C

Open Scene Additive
Import New Asset..
Import Package

Export Package...

Find References In Scene
Select Dependencies
Refresh

Reimport

Reimport All

i P ct
| m:ie-\ Extract From Prefab
'ﬁé:"rit“ Assets > Run API Updater...
All Materials
(L Al Models - Update UlElements Schema
(©L All Prefabs
Open C# Project
== Assets
& Scenes Scenes kouvaras_n

» Gl Packages

(& Assets

Ewova 10"

& ol <) [ &

@ Inspector
D layer 1_Material @3
Shader | Standard 3
Rendering Mode | Opague 1]

Main Maps

o Albedo

[ 1#

Smoothness

" @Normal Map

@ Height Map

@ Occlusion

@ Detail Mask

Emission
Tiling ®[1 v ] |
Offset X0 Yo |

Secondary Maps

@ Detail Albedo x2
" @Normal Map

Tiling ®[1 v 1
Offset X0 Yo
UV Set [ uvo

Specular Highlights ¥4
Reflections ¥

Advanced Options " Qutline Selected
Enable GPU Instancing [

Double Sided Global Iluminatior |

| Relationship Lines

¥ GridFloor X Y

Ewova 11" Ewova 12"

Folder

C# Script
Shader

Testing

Playables

Assembly Definition
TextMeshPro

Scene
Prefab Variant

Audio Mixer

Material
Lens Flare

Render Texture
Lightmap Parameters
Custom Render Texture

Sprite Atlas |
Sprites >
Tile

Animator Controller

Animation

Animator Override Controller

Avatar Mask

Timeline

Physic Material

Physics Material 2D

GUI Skin

Custom Font

Legacy >

Brush

Terrain Layer b

b T WAE e

Type of active data to display and edi

Twpa TPEMEL KPATWVTOC TATNUEVO TO APLOTEPO KOUUTIL TOU mouse va CUPOUPE TO texture MG
Kouvarasimage3.png kat va To tomoBetriooule oTis LSLdTNTEG Tou material otov inspector otn Bon yla
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10 Albedo map (mpémel mponyoUUEVWG va €xoupe emAeyuévo to Layer 1_Material ota assets
TIPOKELUEVOU VA Lag epdavilel TG LSLOTNTEG TOU aTOV inspector).

Twpa elpaoTe ETOLLOL VA TOTIOBETACOUE GTNV GKNVr| TO Movtélo pag. To maipvoupe pe left click and
drag kal To TomoBeToUUE OTNV OKNVI). AV TAPATNPACOULE TWPA TN OKNVH LOC, TO LOVTEAOD pag Sev €XeL
texture, €xeL LOVO €va YKpL Xpwpa. AuTto cupBaivel ylati Sev €xoupe cUVSECEL AKOUA TO LOVTEAD G
e To material mou nploupyroape mpLy. Emiong BAEMoOUE 0TNY OKNVH LAC OTO KATW HEPOC OTO KEVTPO
va ypdadetl LODO. Autd onpaivel 0Tl amo TNV amootacn Tou PBpIloKeTal AUTH TN OTLYUA N KAUEPA UAG
amo To avTke(pevo, autd To LOD mou spdavitetal elvat to LODO. Itov inspector twpa, ehOcov £XOULE
ETUAEYUEVO TIAVTA TO HOVTEAD Hag, BAEMOUE KATW ard tnv emidoyr) LOD Groups pla prmdpa mou €xet
onpewwpéva Ta 3 LODs Kal KAToLa TTocooTA % KAl pia KAPEPQ. AUTA TN Umapa Ba XpnNOLUOTIO 00U UE
OTN OUVEXELQ YlA VA TIPOCAPHOOOUUE TIC TIUEG VLA O TIOLEC ATIOOTACELC Ao TNV KAuepa uag Ba
evepyomnoleltal to kaBe LOD. TéAog ota aplotepd oto mapdBbupo hierarchy av matriooupe to BeAdxt
UTPOOTA Ao TO Ovopa Tou Hoviélou pag (kouvaras_new layer 1) Ba eudavioel Eexwplota ta 3
Sladopetikd LODs yla va UTMOPECOUE VA ETUAEEOULE KAl VA XELPLOTOUUE TO KABEva UEUOVWHUEVQ
(mpoooyn: otav emnééoupe kamolo LOD amo to mapabupo tou hierarchy 6ev mpénel va 1o KAVOUUE
translate, rotate n scale ylati autd Ba ebappootel povo oto cuykekplpévo LOD, otav Béhoupe va
LETOLKLVI)GOULLE TTX TO UOVTEAOD LLOG TIPETIEL VA TIPOOEEOULLE Va (val ETUAEYLEVO TO LOVTEAO OTO hierarchy
Kat oL kamoto LOD).(Ewk.13)

L]
A[TETHET ¥ i |2 [ STl
| lava 160 =y ] 12l
L Direstatal Ltk

" — . —

0 L3 bl e 1,3, Dhimseaon 0 adpsree secandgs,

A scalculabs - yrlmaz Scaw

Ewova 13N

Enouevo Prua pag twpa eival va emhééoupe amd to hieracrchy Eexwplotd kaBe LOD kal €xovtag To
ETUAEYUEVO, TTAUE OTa assets otov dakeho layer 1 - Material kat exel kavoupe left click and drag oto
layer 1_Material kat to TomoBeToUe 0TNV OKNVA KOG AVW OTO UOVTEAO ag. Emavolappavoupe ty
(6ta Stadikaoia kat yia ta urtdAowna LODs.(Ewk.14)

117



| Fara o et

P oject
T Tavartbe feea a1 - Matarint
(A1 Varar s T
Al ozes
Al rafusa

7 At
v laner apm i_pa

S Seones
*Packages

Ewkovo 14"

‘Exovtag emheypévo Twpa oto hierarchy to povtého pog, mnyaivoupe 6e€ld otov inspector ota LOD
Groups Kal puBLiloupe Ta TOCOOTA OTNV UMAPA. AV TOTIOBETACOUE TOV KEPOOPA LG OTNV OKNVH Kol
TatAoou e To MANKTPO F Ba kavel focus n Unity 0To avTike(UeVO TOU £XOUUE ETUAEYEVO. MEe TN podEéla
TOU Mmouse UMOPOULE va KAVOUHPE zoom in KAl zoom out OTO QVIIKE(HEVO pag Kat 6co
QTMOUOKPUVOLAOTE Ao auTO BAEMOUUE Kal TNV KAUEPQ OTNV UMApPA oToV inspector va aAAalel Bon.
‘Etol pmopoUpe va Kplvoupe oOe TOLEG QmOOoTAOEl BéAoupe va evepyomoleital to kdBe LOD.
Mpooeyylotika Twpa Sivou e TG TLUEG 95% yia to LOD1 kat 73% yia to LOD2. Twpa yupilovtag maAL Tnv
podéAa Tou mouse pag BAEmoupe TAAL TNV evailhayn ota LODs otav $Tdoel n amootacn TG KAUEPAS
OTNV OPLOUEVN TLUH. Oa UMOPOUUE OPWCE VL 0plOOUE e peyahlTepn akpiBela auTEG TIC TLUEG OoTav Ba
€XOUE TOTOBETHOEL KAl AAAQ KOUUATLA TOU LOVTEAOU TOU OKLOWOU OTNV OoKNVA, yla va BAEMoOUE TOTE
WG palvetal To KABE KOUUATL TNG OKNVAC LAg amd To onpeio TG oknvrg mou BplokOUaoTe ekelvn ™
otyun.(Ewk.15)

‘EXOULLE TEAEWWOEL TWPA PE TNV ELCAYWYH TOU KOUUATIOU QUTOU TOU HOVTEAOU pag otnv Unity pall pe
ta LODs mou To amoteAouy. Twpa mpemnel va emavoAaBoupe autr tnv Stadikaoia kat yLa ta urtoAouma
LOVTEAQ KaL VO T TOTOBETACOUUE OTO OWOTO ONUEl0 OTIWE NTAV KAL OTO APXLKO UOG HLOVTEAOD Kal N
oknvn pag Ba elvat €toLun.
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Ewkdva 15n

MovtéAo tne neploxnc Zavrtopivng —MéBobdog 2"

Ma va SnULoUPYyNCOUHE €va HOVTEADO He TIOAU Alya Tplywva mou va dlatnpel to Bactkd YEWUETPLKO
OXNMO TOU HOVTEAOU HOG KAl VO HETAPEPOUUE OE OUTO TIG AEMTOUEPELEC TOU HOVTEAOU UYNAAG
avaivonc péow Normal Map akohouBoUue tnv mapakdtw Stadikaaoia:

Yto meplBaihov epyaciog tou Blender, adou €xoupe elodyel To povtélo Tou NauTiAou Kat €xoupe BEoel
TIC OWOTEC pubuioelg oe mpooavatoAlopo (rotate) kat kAipoata (scale), ylati Ba xpnCLULOTOLCOUUE TO
auBevtikd poviélo oav avadopa (reference) yla tnv dnuloupyia Tou povtéhou YapnAnNg availuong,
Tipooéxoupe va eipacte oto Object Mode kal mataue mavw otnv 0Bovn epyaciag Shift + A. Anoé to
Levou mou eudaviletal matape Mesh = Plane (elk.1)

Ewova 1"
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MNatdpe to MARKTPOo 7 yla va Bplokopaocte otnv Top Orthographic View (av doupe otL cuveyiloupue va
Bplokodpaote o€ Perspective View matdue kal to MARKTPo 5). Auto Ba pag BonBrosl va akoAouBricoupe
TIO €UKOAQ TO YEWLETPLKO OXNUO TOU TIPWTOTUTIOU povTéAou. Matdpe twpa to MARKTPo Tab yla va
petaBouue oto Edit Mode (r) evoANQKTIKA TO eTUAEYOULE aTto TO EVOU OTO KATW APLOTEPA LEPOC ATLO
Vv 0Bovn epyaciag). Metakivoupe oAokAnpo To plane oto 6€€ld kPO TOU TPWTOTUTIOU UOVTEAOU,
adol olyoupeuToU e OTL elval eMAeyuEVa OAO TAL vertex points ou amoteAoUv To plane kal OTL OTLG
€TUAOVYEC selection type €xoupe Toekdpel To vertex select. (eik.2)
o

Ewkova 2"

MeTaKklVoUE Ta vertex points Tou plane wote va €xouv éva oxNHUa OwE 0TNV €1K.3. 2KOTOG Hag eivat
oe mpwtn ¢aon va ptidéoupe €va oAU Baolkd oxAua 0To omolo oTnv cuveéxela Ba mpooBEtoupe
BaBuouc moAUTIAOKOTNTAG.

Ewkova 3"
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Twpa eMAEYOVUE LOVO Ta 2 vertices TTou amoTeAOUV TNV KATW MAEUPA TOU plane Kal MATAUE TO TARKTPO
E yla va ekteAécoupe TNV evtoAn Extrude. Etol Snuioupyeital éva emimAéov face oTo VEO pag LOVTENO.
MeTaKlvoUE Ta 2 VEa vertex points ou dnuloupynBnkav onwg daivetal otny €LK.4.
EnavalapBavovtag tnv mapamavw Stadikaoia, KAvoupe apketeg emumAéov dopeg Extrude tnv ula
TIAEVPA TOU HOVTEAOU UAG KOL PETAKIVOUUE OVAAOYWE Ta vertex points Wote va SNULOUPYNOCOUE TO
oxnua omwe palvetal otnv 1k.5.

Twpa TEPLOTPEDOVUE TNV OTTIKNA HAC KPOTWVTOC TATNUEVO TO HECA(O KOUWUTIL TOU Mouse WOoTE va
duyoupe anod tnv Top Orthographic View. Ed' 6oov €xouple TEAELWOEL e TOV OXNUOTIOUO TOU LOVIEAOU
LG £TOL WOTE VA TIPOCEYYIZEL TO TTPWTOTUTIO 0TOo eTimedo xy, Twpa Ba mpemnel va To SLoopPWOOUE
KataAAnAa oTov afova z. OmoTE TEPLOTPEDOUE TNV OTTLKNA LOG Kal ETUAEYOULE KABOE vertex point pLag
Kal o aplBuog toug eival akoOpa PIKPOC KAl TO HETAKLWVOUUE OToV Gfova z WOTE va TAlPLAlEL PE TO
TPWTOTUTIO. 2€ auth TV dladikacia propet va pag Bonbroel TTOAU TO VO EVEPYOTIOLCOUE TNV ETIAOYH
Snap During Transform oto katw Sefld pépog amo tnv 06dvn epyaciag pag kot va eriléyoupe Type of
element to snap to: volume. Exovtag evepyomoLroeL auTr) TNV EMIAOYNA KAl LETAKIVACOULLE KATIOLO vertex
otov aova z, 6tav autod Ba “ayyitel” to enimedo Tou HLovtéEAou TTou XxpnaotuomoloV e oav reference Ba
doUlpe va eudaviletal o auto TO oNUElo Eva UIKPO KUKAAKL Kal kel UTTOPOUUE VA TOTIOBETHOOUE TO
vertex. Auto Ba pag BonBnoel mapa moAU. Etol S{voupe 0TO LOVTEAO LAG TO OXAUA TTOU BAETOULE OTNV
ELK.6.

Ewkovo 4"
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Ewkova 5

Ewkova 6"

EmAéyoupe Twpa OAa Ta vertex points TOU POVTEAOU LG TATWVIAG TO TANKTPO A KOl TATAUE TO
mArktpo W kat emtidéyoupe Subdivide yla va mpooBécoupe emmAEoV AEMTOUEPELA OTO LOVTEAO LG,
Twpa acXoAoOUUOCTE TEPLOCOTEPO UE TO VO LETAKLVAOOUHE KATAANAQ Ta vertex points Tng pecalag
OElpag otov d&ova z. Emiong Opwe PETAaKLVOUUE KOl Ta vertices oTLG MAQIVES OELPEC OTO emimedo X,y yla
va OLOLOPPWOOULE aKOUA KAAUTEPQ TO OYXAHUA HAG. [TPOCEXOUE TIAVTA VO EXOUE EVEPYOTIOLNUEVO TO
Snap During Transform kal To type volume Omwc¢ Kal oTo ponyoupevo Brpa mou Ba pag Bondbroet
moAU. Emiong yla va tomoBetricouvpe KaAUTEPQ Ta vertex points tng peoaiog oepdg otov dfova z
LTTOPOULLE VOL QTTEVEPYOTIOLOOUE TNV eTtAoyr limit selection to visible.(s1k.7)
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Ewova 7"

Twpa TAEoV €xoule o€ TOAU LkavorolnTikd Babuo mpooeyyioel To BAOIKA oXAUA TOU TIPWTOTUTIOU
LOVTEAOU pag o€ OAeC TI¢ Slaotaoels. Auto Ba davel kal oAU XproLLO OTO EMOLEVO Brpa pag mou Ba
HETADEPOVUE Ta textures TOU MPWTOTUTIOU UOVIEAOU Hag OTo VEO Kal Ba kdvoupe bake ta normals. Av
0€ KATIOLo onelo UTIAPXEL KATIOLA LKAV amOoTacn eVog vertex point Tou HoVTEAOU XaunAng avaluong
oToV Gfova z 0€ OXEON LE TO TIPWTOTUTO, TO poypappa pac dev Ba pmopet va kdvel bake ta normals.
YTV mepintwon pag opwe dev Ba avtlueTwnicovue kKamolo mpodPAnua. Twpa UMopoUUE va KAVOUUE
OMn pla dopd subdivide emiléyovtag oAa Ta vertices kal TOTwvVTAG TO TAAKTPO W Kal va
LLETOKIVAOOUE TIGAL TA vertex points HOG ylo Vo TIANOLACOUUE QKOWA TILO TUOTA OTO OXAUa TOU
TIPWTOTUTIOU HOVTEAOU. ETELST) TWPA 0 aplBUOC TWV vertex points mou amoTteAoUV TO LOVTEAD Hag lvatl
TIAEOV OXETIKA LLEYAAOG YLA VO LETAKLVOOUE KABe point pepovwuéva, umopel va pag Bonbroel oe
KATIOLEG TIEPLMTWOELG VA EVEPYOTIOLcou e To Proportional Editing Mode matwvtag to mAnktpo O. Auth
n emmloyn pag divel tn duvatdTnTa va HLETAKLVOUUE TAUTOXPOVA TIEPLOCOTEPA TOU EVOC points. Emiong
e To Proportional Editing Mode evepyo, av matriooupe to TMANKTPO G PUMOPOULE TIEPLOTPEDOVTAG TNV
pod&Aa TOU mouse pHag va pubpicou e tnv aktiva epBélelag oe points ou ennpealovtal. Emeldn opwg
0€ KATIOLEC TIEPUMTWOELS Oev eival emBUUNTO VA LETOKLVAOOUUE TAUTOXpova TIOANA points, dtav To
KplvoupEe OKOTILHO UMOPOUUE VA TO QTEVEPYOTOLOVUE TATWvIAg MAAL To TARAKTpo O. Télog, av
ETMOUUOUHE OE KATOLO ONUELD va PooBEoouE EMIMTAEOV AETITOUEPELO. UTIOPOUUE VA ELOAYOUUE
Kamola emumAgov edge row, dnAadn celpd amod vertices avapeca oe SUO TPOUTIAPXOUOEC OELPEC
natwvtag Ctr + R.

To povtého pag Twpa elvat €tolo. AkolouBwvtag auth tnv Sadlkacia katadépape va
SNULOUPYACOULE €Vl LOVTEAO QTTOTEAOUHEVO amod 584 tris HOVO, EVW TO APXLIKO LOVTEAO amoteAouTay
and 1.946.370. Tig AETTOUEPELEC TOU HOVTEAOU UPNAAG avaAuong Ba TiG UETADEPOULE OTO VEO UG
pHovtého péow tng Stadikaoiag Bake Normals, onwg Ba meplypdpoue oto €MOUEVO UEPOC TOU
TIAPAPTAUATOC HOC. 2TNV €1K.8 HmopoUUe va S0UUE TO OAOKANPWLEVO UOVTEAO LAC OE OXEON WE TO
TIPWTOTUTIO.
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Ewova 8"
Bake textures

'Onw¢ avapEPape Kal TTPONYOULEVWES, €POCOV OAOKANPWOALE TNV oXxedlaon NG YEWHETPLAC Tou
Hovtéhou pag peocw tng Stadikaociag Retopology, emouevog otoxog Hag elval va HETADEPOUUE TIG
mAnpodopiec uPnAng avaluong Tou MPWTOTUTOU UOVTEAOU o€ pla elkova Normal Map. Emniong 6a
petadépovpue kal Tig mMAnpodopieg ypwpatog ce éva Color Texture Map kaBwg Ba mpémel va
dnuloupynooupe Eexwplotd UV set yla To véo pag povteho. Uvs ovopdletal n mpofoAn twy vertices
mou amoteloly to 3d povtélo pog ot 2 SlaoTAoELg, otoug Afoveg X,y kal n dlata&én touc o€
ouvdUuACUO HE TN XPNon Hag elkovag Map kabBopilel kaBe onueio Tou Map oe molo onpeio Tou 3d
LOVTEAOU Hag avTloTolyel. To VEO HOC OVTEAD HLag Kal To Snuloupyroape amo tnv apxr Sev Slabétel
yla TV wpa kamolo UV set omoTe mpeneL va dnLoupynooupe éva véo. Emiong yia va yivouv bake cwotd
ta Normals Tpémel va olyoupeuTOUE OTLTO VEO Hag LovTéNo Bploketal oe Smooth Shading Mode. Ma
Vo TO EAéyEoupEe auTO Ttatdue to MANKTpo T Bplokopevol oto Object Mode yla va avoifoupe to Tool
Self av auto Gev elval ndn avolxto kal emAéyoupe Shading - Smooth. Twpa elpacte €tolpol va
Eekwvnooupe TNy dladikacia:

Ermdéyoupe OAa Ta vertices mou amoteAOUV TO LOVTEAO WAC ATWVTAC TO MANKTPO A. MATAUE TwPa TO
TARKTPO 7 yla va petadepboupe otnv Top Orthographic View kal otnv cuvéxela matdpe to mArktpo U
Kal emAéyoupe Project from View (adoU €xoupe olyoupeuTel OTL O KEPOOPAG TOU TIOVTIKIOU HOG
Bploketal péoa otnv 00ovn epyaciac pag oto Blender). (e1k.9)

27O MAVW APLOTEPA PEPOG amd TV 080ovn epyaciag pag Bplokovtal ot emdoyég yla View Modes. Apxikd
elvat emheyuévo to Default View. Matdpue exel kat emhéyoupe UV Editing. (ewk.10)

H 086vn tou Blender Twpa lval YwpLoPEVN O 2 HEPN. 2TO apLoTEPO HEPOC Exou e Tov UV Editor kat
ota g€l TNV 066vn epyaciag pag. Mnyaivoupe otov UV Editor kat BAémoupe to UV set Tou poviélou
HaC OTwe auTto €xel oxnuatoBel amo tnv emhoyr| Project from View mou epappocape mponyouUEVWC.
MNatdue to MARKTPO A yla va eTiAéEoupie OAa ta Uvs TOU UOVTEAOU HAG KOL TIATAWE S yLa va KAVOULLE
Scale ta Uvs Tautdypova kal oToug 2 AEOVEG X,y EVW YLa va KAvou e Scale povo otov éva déova matape
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S kat peTd X R S kat peta Y avtiotowxa. Zkomog pag eival va peyevBuvoupe to UV Set wote va
KataAopBdavel 600 To SLUVOTOV TEPLOCOTEPO MO ToV SLOBECLUO XWPO YLla VO EKUETOANEUTOULE TO
texture space. Eival moAU onuavtiko yla tTnv anodoon tng epapuoync pag va npoomabolpe Katd To
duvatov va pnv adrivoupe xwpo oto texture adeto. (sik.11).

Ewova 9"

# Blender® [D:\backup downloads\nautilos\nautilos_retopo_new2b_presentationZ.blend)]
2 TR B

Top Ortho

10 Meters

Video Editing

Ewkova 10" R Ewkova 11"

Twpa TPEMEL va. BPOoUE TPOTIO Yl VO EKUETOANEUTOULE aKOUQ TIEPLOCOTEPO TO texture space.
Mnyaivoupe oto KATw PEPOC TNS 08ovng tou UV Editor mou Bplokovtal ol emAoyEg yla Selection Type
Kal eTmAéyou e Face. AkplBw¢ oTa aplotepd amo To Selection Type dppovtilovue va elval eTUAEYUEVO
To Keep UV and edit mode mesh selection in sync. Twpa mataue To MARKTPO A yla va yivouv Deselect
oAa ta faces kat to C yia va petadepBolpe oto Circle Selection Mode. EmAéyoupe kataAAnAa ta faces
OTWG PAETIOLE OTNV €LK.12.
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Ewova 12"

YKOMOC pag elvat va “ywplooupe” to UV set pag o€ 3 KOPUATLO yla vo Ta TOTOBETACoOUE KAAUTEPQ
Héoa oTov SLABECIUO XWPO TIOU €XOUHE Kal va Helvouv 000 To Alyotepo duvatdv kevd. Exoviag
eMAeyUEVa Ta faces amo 1o mponyoVUUEVO BrUa, MATAUE TO MANKTPO G yLO VA TAL LETAKLVI)COUUE OE [l
AaKpn Kol matdue AL To TARKTPO C Kal ETAEYOUUE TO 20 “KOUpdtl” amo faces. To HETAKLVOUUE Kal
QUTO TO set o€ pLa Akpn. Av SUCKOAEUOUOOTE VA LETAKLVI|OOUUE TA Sets Pag, amevEPYOTIOLOUE TO Snap
during transform (e1k.13).

Twpa av TOMOBETHCOUUE TOV KEPOOPA TOU TOVTIKIOU LAC TTAVW amod éva amo autd ta sets ano faces
(oto Blender ovopdlovtal islands) kal motrijooupe To MANKIPO L emidéyovtal OAa ta faces mou
amoteAouyv auTo to island. MetakivoU e KatdAANAQ pe To MANKTPO G KAL TTEPLOTPEDOUUE LE TO TANKTPO
R ta islands wote va ta tonmoBet)ooupe Pe TPOTIO TIOU VAL NV UTTAPXOUV PEYOAA KeVA PETAE) TOUC.
‘OTav TO ETUTUXOULE AUTO, TA ETUAEYOULE OAA KAL TTATAUE S yLa va Ta peyevBuvou e Kol va KaAlpoupe
KOl TOV UTTOAOLTIO XWPO TIOU EXEL HElVEL KeEVOC (e1k.14).
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Elkova 13"

Ewova 14"
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Twpa mnyaivoupe otnv mavw Se€ld ywvia tg 08dvng epyaciag pag mou Bpioketal ota §e€ld onwg
elmape mponyoupévwe. ' autd akplBwg to onpelo uTApxel éva PIKPO TPLYWVAKL Matdue ekel to
0PLOTEPO KOUUTL TOU TIOVTLKIOU KAl TO KPATAUE TOTNHEVO KAl OUPOUUE WOTE VA avolfel pa véa
eTUTAE0V 000VN. MaATAUE TWPA OTO KATW ApLoTEPA UEPOC OTOU ETIAEYOULE TO €ldo¢ Tou Editor yla tnv
000vn pag kat and To pevou ekel emléyoue Properties. (€lk.15)

Ewkovo 15"

Yta Properties Twpa eAEYXOULE OTL BPLOKOLACTE OTO levoU Render mou elval To TEppa apLloTepd UevoU
e éva elkoviblo kapepac. Bpiokoupe to submenu Bake kat matdpe aplotepd KALK 0To BEAAKL yla va
avoléouv ol emloyEg yla Bake. (g1k.16)

Twpa otnv 08ovn gpyaciag pag kat apol BeBatwbove otL Bplokouacte oto Object Mode, emAéyoupe
TPWTA UE SEL KAK TO TIPWTOTUTIO LOVTEAO KAl KPATWVTAG atnévo To TANKTPo Shift, emiAéyoupe kal
TO V€O povTéAo. MNataue twpa to TMARKTeo Tab yia va petadepbolpe oto Edit Mode kal to A yla va
emAEéEou e OAa ta faces Tou véou povtélou. (ek.17)

Twpa otov UV Editor oto k&tw péEPOC ota aplotepd emiréyoupe Image - New Image. 1o napdBupo
Slahoyou mou Ba avoitel Sivoupe pla ovopoaoia oto apxelo pag Kot emAéyoupe SlacTtaoelg 8.192 kal
oe Width kat oe Height. Matape OK yla va dnuoupynBel n véa elkdva e TG SLaoTAoELS TTou oploayLe.
(ewk.18)

Twpa tinyaivoupe ota Properties kat oto submenu Bake kat Sivoupe Tig pubpicelg mou BAEMouEe oTnv
€1k.18. Matape Twpa Bake. Av Slamiotwoouue OTL kamola onpeta elval flat color mou onpalivel 6Tt dev
gxouv yivel bake ekel ol mAnpodopiegc Normal Tou MpwWTOTUTIOU PoVTEAOU, aveBAlOUUE TNV TN TOU
Maximum distance from active object to other object arnd 0.8 oe 0.9 apxikd kol Eavakavoupue Bake.
Aokipaloupe pExpL va Bpol e TNV KAat@AANAN TLun. ‘Otav 0AOKANPWGOOUUE TINYAIVOULE KATW APLOTEPA
otov UV Editor kat mataue: Image

- Save As Image kat cwloupe To apxelo Hag UE TNV ovopaoia mou eTiheCaple. (€k.19)
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Ewova 18" o Elkova 19"

EnavaiapBavoupe tTwpa tnv (Sla Stadikacia yia va kavouue Bake to Color Texture. AmAG oto Bake
Mode emléyoupe avti ylta Normals = Textures kat adriVOUUE TLG UTTOAOUTEG PUBUITELG WG EXOUV.

Twpa €XOVUE TA 2 Maps Tou XPelalOUAOTE ETOLHA. AV UTIAPXOUV akOpa KAToLa KEVA onuela Ttou dev
€xel ylvel Bake owotd to Normal ) to Texture, Ba kdvoupe Texture Paint yla va KaAUOUE QUTEC TLG
atéAeleC. Kat' apXAg OpwE TIPETEL VO EPAPOCOULE T maps oTo Jovtelo. Mnyaivoupue Aoumdv Se€la
ota Properties kat oto Tab Material kat matdue New. Alvoupe €va ovopa oto Material pag kat oto
Submenu Specular pewwvoupe to Intesity oto 0. AMAoupe Twpa Kat eTAéyoupe To Tab Texture ota
befla. Natape New = Image — Open kal amod to mapdBupo SLaAdyou TIOU avolyel ETUAEYOUUE TNV
elkova texture apxikd. EmavaiapBdavoupe v dla dtadikaoia yia va mpocBécoupe éva Seltepo map
oto material pog kat autn ™ dopd avolyoupe To normal map pac. Mnyaivoupe oto Submenu Influence
kal ekel amevepyomoloUpe to Color kat evepyomotou e to Normal, otnv umtokatnyopia Geometry. TEhog
ninyaivoupe oto Submenu Image Sampling kal evepyomoloUpe tnv erdoyr) Normal Map. AAAGZoupe
Twpa to mode amnod Object 1) Edit Mode oe Texture Paint. 2tn cuvéxela emiAéyoupe aplotepd ota Tools
- Brush to Clone Brush, kat oto Slots Tab eniAéyoupe yla Painting Mode - Image kat emAéyoupe TNV
€lkOVa Tou emBupolpe va SouAéoupe, To texture r) To normal map. Me natnuévo 1o mAnktpo Ctr
KAl opLoTEPO KALK TwpPa EMAEYOUUE pila Teploxn yla kavoupue Clone kal UETA HE apLOTEPO KALK
{wypadilovpue. Me aUTOV TOV TPOTO UTMOPOULE va S5lopBwooUE TIG TIEPLOXEG OTO texture ToU €XoUV
Keva. ‘Otav TeAelwooupe Pe TIg embupntég Slopbwoelg mnyaivoupe otov UV Editor kal emiAéyoupe
Image - Save Image. 2tnv elkova 20 BAEMOUVE TO LOVTEAO LLAG LE T MapPs TOU OAOKANPWUEVA.
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Ewkova 20"

Anuoupyia Flythrough Animation otnv Unity

Y& auTo To Kepdhato Ba dnuloupyrnooupe éva Bivieo Flythrough otnv Unity, éva Bivteo meptiynong
onAadr) otnv oknvA Tou €xoUEe dnULOUPYNOEL yla To HovtéAo tou Nautihou. H oknvr mou €xoupe
dnuloupynaoet otnv Unity, omwg pnopolue va douue oto pevou Hierarchy (eik.21) meplhapfavel ta 2
Stadopetikd povtéda tou Nautihou, to nautilos_methodl_final kat to nautilos_retopo_new2b mou
€xoupe Snuloupyroet Le TIg 2 pebodouc. Av emAé€oue To LovTEAO hautilos_retopo_new2b Ba Sovpue
befla otov Inspector OtL To KOUTAKL SimMAQ oTto GvoUd TOU HOVTEAOU OTO TAVW HEPOG elval
QTTEVEPYOTIOLNUEVO. TO KOUTAKL aUTO pUBUIZEL OV TO CUYKEKPLUEVO LLOVTEAOD (VAL OPATO GTNY OKNVI| LAG
kal yivetal rendering amé tnv Unity. Ma tnv wpa €XOUUE EVEPYOTIOINUEVO TO HOVIEAO
nautilos_methodl_final kat pmopolpe otav to €mMBUUPOVUUE va va TO amokpUPOUUE Kal va
EVEPYOTIOLNOOUE TO MOVTEAD TNC 2Nn¢ ueBddou. Emiong n oknvh pag meplhapfavet éva plane yla tnv
ETUPAVELA TOU VEPOU IE TOV TIOU EEOLOLWVEL PEAALOTIKA TNV KIVNON TWV KUUATWY KAL TLG AVTAVAKAAOELG
ToU dWTOC otV emupavela g BdAaocoac. Elpaote €Tolpol Aowov va Eekivrjooupe TNy Stadikaoia yla
v dnuloupyla tou Flythrough Animation.
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Ewova 21"

MNavw aplotepd amd tnv oknvh pag otnv Unity devyoupe amd to Scene kal emléyoupe Asset Store.
Metadepouaote oto Asset Store tng Unity omou pmopouUpe va Bpole Kat va KateBAcoupe epyaleia
addons kat HovtéAa yla TNV oKkNvh Hag. 2To MAvVwW UEPOG OTNV YPOUU avalntnong MANKTPOAOYOULE
Recorder ywa va pag epdavioet n Unity pa Alota amo ta dlabéoua epyaieia yia recording mou
uropoupe va katefacoupe. Emhéyoupe tov Unity Recorder mou eivat dwpedv addon mou pag
ETUTPEMEL Va kKaTaypdlouue oe popdr| video omolodnmote animation dnuovpyriooupe otnv Unity.
(ewk.22)
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Elkéva 22"
Metadepouaote otnv ceAida tou Unity Recorder oto Asset Store. Mataue nmpwpa download kat otav

oAokAnpwBel to katéBaopa matape Import. Xto mapaBbupo Staddyou mou Ba avoietl matape ok yla va
oAokAnpwBel n eykatdotaon tou Unity Recorder. (ek.23)
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Home > Essentials = Unity Recorder

© You downloaded this item on Mar 6, 2019.

. Unity Recorder FREE

120 user reviews m
U N |TY Popular Tags
RECORDER Add a new tag right now?

Add tags

The Unity Recorderis an Editor-only tool that captures video and
animation data during gameplay. It records to various media
formats. It is compatible with Unity 2018.1 and up

Ewkova 23"

Erotpédoupue twpa MAAL 0TV oKNVH PaC. 2To MAvw Se€Ld LEPOG TNC OKNVAG LaG OTIOU UTTAPXEL EVAG
KUBOG Kal KAToLoL KwvoL Ttou cULPBoALILouV Toug SLadopeTIKOUC AEOVEC, MATAUE TPWTIA APLOTEPO KALK
oTovV KUBO KOl OTNV OUVEXELX OTOV KwvVo Tou afova z péxpl va uetadepBbolpe otnv Top View.
ErmAéyoupe Twpa TNV KAUEPA LAG KAl XpNOLUOTIOLWVTAG Ta epyaleia Translate kal Rotate otnv e€la
TIAEVPA TOU HOVTEAOU Hag, OTWE dailvetal oTnV €ik.24. 310 KATWw Se€Ld LEPOG TNG OKNVAG UAG UTIAPXEL
gva mapabupo mou pag delyvel to Camera Preview kot Ba pag fonbnoet va TomoBeTroou e TNV KAUEPQ
LOC OWOoTA.
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| €Geme  BasestSwes  OTmeline % Anmasr
il | R
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+ Directional Light
terrain
WatertAdvancedReflecionScensCamera

WatertAdvancadRellctionMain Camera

Ewkova 24"

MNa va eéopolwooupe TNV BoAwon mou dnpoupyeitatl otnv dpacn uobaAdoola and tnv StabAacn tou
dwtog, Ba edappdooupe otny KApepa pag éva Post Process Volume kal Layer. Apxika petadepopoote
TAAL oTo Asset Store kal ypadoupe otnv avalitnon post processing. Amo tn Alota mou Ba pag
eudaviotel emhéyoupe to Post Processing Stack tng Unity Technologies mou eival eniong dwpedv kat
otav petadpepboupe otnv oeAida tou npoidvtog natape download kal ev cuvexeia Import.

‘Exovtag emheypévn TNV KAUEpa pag, mape defld otov Inspector kal HeTadPEPOUAOTE OTO KATW KATW
Lépog mou umapxel to kouprnti Add Component. To natdpe kat oto mapdBupo SlaAdyou Tou avolyet
ninyalvoupe otnv ypauur avalitnong kat mAnktpohoyoupe Post. Amo Tig emAoyEc o pag epdavicet
emAéyou e Post-Process Volume kat emavalapfBdvoupe tnv Stadikaoia yla va mpooBEcou e Kal évav
Post-Process Layer. (€1k.25)
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Twpa petadepouaocte ota Assets, oto MEPBAMOV KATW amod TNV oknvh Kol Totdpe 6e&l KA Kat
emAéyoupe Create —> Post-processing Profile (eik.26). Alvoupe o ovopaocia oto profile mou
dnuloupynBnke Kat To eMAEYOUUE Kal peTadepouaoTe otov Inspector. Ekel matdue oto kouurni Add
Effect kat em\éyoupe Unity - Depth of Field. Alvoupe tig puBpuiocelg mou PAEMoupe otny €k.27. 2NV
ouvéxela matape maAl Add Effect kat emdéyoupe Unity = Color Grading kat otig emloyég ota trackballs
€VEPYOTIOLOUE TO Gamma Kal ETUAEYOUE €VA XPWHA O UIMAE amdXpwor). 2TN CUVEXELA ETUAEYOUE
NV KAUEPA HaG Kat tnyalvoue otov inspector oto pevou yla to Post-Process Volume, mnyaivoupe ota
Assets kal pe left click and drag maipvoupe to profile mou eiyape dnuLoupynoeL kat To TonoBeToUE 0TO

koutdkL SimAa otnv €vbelén Profile.
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P Bindings : Import New Asset...
Import Package
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Y gﬁ“ At % Export Package...
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Culing T s
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hd Update UlElements Schema
|
(nen C# Proiect
Ewkova 25" Ewkova 26"
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Overrides
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' Focal Length ——— 5

' Max Blur Size [ Medium f

[ Add effect... |

Ewova 27"

Alt+Ctrl+C

Ctrl+R

Folder

C# Script
Shader >
Testing >
Playables >
Assembly Definition

TextMeshPro >

Scene
Post-processing Profile
Prefab Variant

Audic Mixer

Material
Lens Flare

Render Texture
Lightmap Parameters
Custom Render Texture

Sprite Atlas
Sprites >
Tile

Animator Controller
Animation

Animator Override Controller
Avatar Mask

Twpa €xovtag ETUAEYLEVN TNV KAUEPA UAG TINYAIVOUE OTO HEVOU OTO TAVW APLOTEPA UEPOC TNE Unity

kat emtthéyoupe Window = Animation - Animation. (ek.28)
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- nautilos - PC, Mac & Linux Standalone <DX11>

Window Help

Mext Window Ctrl+Tab

Previous Window SredrisED
R T

Layouts

Asset Store Ctrl+9

Package Manager

TextMeshPro

General
Rendering

Audio Animator
Sequencing Animator Parameter

Arahecie

Ewova 28"

Avolyel Twpa To gpyarelo Tng Unity yia tnv dnuloupyia animation. Matdpe to koupri Create kal oto
napdBupo Slaldyou mou avoiyel ovoudloupe to apxeio pag flythrough.anim. (eik.29)

Ewova 29"

Twpa 1o meplBaiiov oto mapdBupo Animation €xel Tn Hopdn mou BAEmoupe otnv £1k.30. ‘Exovtag
ETUAEYUEVN TNV KApEepa pag atdue Add Property kat amo Tig emAoyEg mou Ba epdavioTtouV MATAUE TO
Behakt ota aplotepd Tou Transform yla va gudaviotolV eMUTAEOV ETUAOYEG KAl TTOTAWE TO + OTNV
erloyn Position. EmavaiapBavoupe tnv Sladikaoia kat yia va mpooBéoou e Kal to property Rotation.
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Ewkova 30"

Twpa eMAéyoUUE KATA OElpd TPpWTA To property Position kal petd To Rotation kat yla to kaBéva
KAVOULE aploTEPO KALK OTO KOUUTIAKL LE TOV KWVO KAl TO OUHPOAO +. AUTO TO KOUUTIL MPOooBETEL
keyframe yla To emileypévo attribute. ‘Etol SnuloupyoUpe €va apyko keyframe yla to 1o frame tou
animation pag kat ota 2 attributes, kaBwg n kapepa PploKETAL OTO ONLELO TTOU TIPETIEL, OTIWE TNV ElXaE
TomoBeTroeL 0€ TponyoUpevo Brua. (wk.31)

Ewkova 31"

Ma va dnpoupynooupe To Bivieo pag Ba TPEMEL apXIKA va SWOOUUE €va range o€ Xpovo Tou Ba
SlapKel. 2TnV €1k.32 PAEMOUE OTO MAVW UEPOC TN UMApa Le To timeline pe evdeifelg oe Seutepdenta,
EVW AUECWE OTA APLOTEPA UTTAPYEL EVOL TETPAYWVAKLTIOU LA SelXvel To VoUEPO ToU frame oTo Xpoviko
onuelo mou Pplokopacte ekelvn TN OTYUN. MeTd amd Alyn okéPn amodacicape va SWOOUUE HLa
Slapkela 25 deutepoléntwy oto Bivteo pag. Quatkd autr n Slapkela elval eVOELKTIKN KAl TNV opeia
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Uropel va TNV HELWOOUUE f va TNV QUENOOUVUE, lval OUWE amapaitnTto va €XOULE eTUAEEEL amod TNV
apxN KL eVOELKTIKN TLU Yla TNV SLAPKELA TOU animation pag. 2to TeTpaywvakl mou Bploketal akpBwg
aplotepd amod to kouuri mou mpooBetel keyframe daivetal n tiun Twy samples, r aAwg Twy frames
ava deutepOAemto Tou animation pag kat elvat puBulopévo ota 60 frames avd dsutepoiernto.

© Animation ]
|Preview | @ [ Hd M |+ | M | [1]
| fiythrough +| Samples J[60 | Ut

Ewkova 32"

JTOX0G Hag elval va dwoou e otny apxn ta 1o Baotkd keyframes kal otnv cuvéxela Ba mpooBEooupe
kal ta evdldueoa. Adou Aoutdv anmodacicape to animation va €xel pla evoelktikn dldpkela ota 25 sec,
yupiloupe TNV podéAa Tou MOVTIKIOU pag yla va “avoitel” to range oto timeline pog péxpt va
eudaviotel kat n TN Twv 25 sec. Matape aplotepd kAlk otnv &vdelen Simla oto 25:00 yla va
petadepBolue oe autd to frame mou onwg PAEnoupe otnv €vdelén aplotepd eival to frame 1500,
kaBwg 25 (sec) x 60 (frame / sec) = 1500. EMotpedoLUE TWPA OTNV OKNVA LAG KoL TormoBeTole TNV
kauepa oto téAog NG Stadpopung, Snhadn ota aplotepd TG 08ovNCg, OMwE To BAEMOUUE OTNV €1K.33.
‘Onwg avadEPOE Kal TPONYyoupEVWS, artd Tnv 08ovn Camera Preview oto kATw O€€LA& EPOC TNC OKNVAG
Hag BAEmoupe To omTikod medlo TNG KAUEPAC Kal KaBodnyoUaoTE yLa va TNV TOTIOBETHCOUE CWOTA.
‘Otav TNV TOMOBEeTACOUUE OMWS €EMBUUOUUE, emoTpédoupe oto mapdBupo Animation kat
eBplokdpevol oto frame 1500 nmpocBEétoupe €va keyframe yia to k&Be attribute.

Ewkova 33"

Twpa Ba mpooBécoupe 4 Baolkd keyframes o€ 4 onueia mou n kApepa poc Ba KAVEL TNV HeyaAlTepn
neplotpodr-aAlayr mopeiag. EMAEYoUUE KATIOLEG EVOEIKTIKEG XPOVIKEC TIUEG yla To kKABe keyframe
hag, ywa mopadelypa ta sec 5, 10, 15 kat 20, petadepduaote ekel oto timeline pag kat adou
TOTIOBET OOV UE TNV KALEPA UAG KATAAANAQ, TomoBeToU e Eva keyframe yla k&Be attribute. XTig ek.34-
37 BAémouue we Ba MPEMeL va TOTMOBETACOUUE TNV KAUEPQ Hag o€ kKaBgva amnod autd ta 4 keyframes.
‘Otav oAokAnpwooupe auth tn Sladlkacia mnyailvoupe ota Koupmaklo Tou player de€ld amd tnv
€vBelln preview kal Matdue to Koupmi play yla va SoUpe To animation pag onmwg €xel StapopdwOei
HEXPL eKelvn TNV oTyun. Otav Slamotwooupe OTL o€ kamola evdldueoa onpela and ta keyframes mou
€Youpe TonoBetnoel, n kApepa dev BplokeTtal oe cwotd onpeio TG SLadpounc, oTapatape to play kal
LETADEPOUOOTE OTO OUYKEKPLLLEVO frame Kal TOmoBeToUUE TNV KAUEPA OTWG eMBUUOUUE Kal GUCIKA
npooBetouue éva véo keyframe oto onueio auTto. Ita onUela MOV N KAPEPA UOG KAVEL TtEpLoTpodn
eAEéyxou e av n Teplotpodn eival KAaTAAANAa OUaAr f amoToun, avaioya pe To onpelo. Av Sev yivetal
N Hetafacn onweg emBupolUE, TNYaAlVouE 0TO eTtipaxo onuelo ekel Tou UTIAPXEL N EvEELEn yla To
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keyframe tou ka6 attribute pe éva onuadt oe oxfua poupou kat matape el kKA kat epdavilovral ot
Sdlabéotpec emloyEc yia to idog tne petaBaonc, ondte aAldloupe Tnv NdN kaBoplopévn puBuLon, av
elval Clamp Auto to aAAd&loupe oe Free Smooth kal avtiotpoda. (€1k.38) Eniong omote kpivoupe
OKOTIO VA QUEACOUPE 1 va PEWWOOUUE TNV XPovik Oldpkela pag SLadpounc, €mNEYOUUE T
keyframes kal yla ta 2 attributes kat KpOTWVTOC TATNUEVO TO APLOTEPO KOUMTL TOU mouse Ta
LETADEPOVUE OTO XPOVIKO anueio mou emBupolue. Me qutov TOV TPOTIO OAOKANPWVOULE TO animation

LG,

Ewkova 34"

Ewkova 35"
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Ewkova 36"

Ewova 37"

© Animation |
review | @ | | | B | BB
ythraugh | samples  [60 || &4

Add Key

Add Property

+  Clamped Auto
Auto

Free Smooth
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Ewova 38"

139



AdoU €xoue OAOKANPWOEL TO animation pog, eMAEYOULE TNV KALEPA KAl OTOV Inspector matdaue Add
Component kol tpocBetoupe Kata oelpd 3 véa oTolxela, €va Animator, éva Playable Director kat éva
Animation. Alvoupe Ti¢ puBuioelg ou PAEMoOUE oTNV £1K.39.

Ewkova 39"

Twpa elpacte £ToOL VA KaTaypaoupe To animation ou dnuloupynoape os popodr Bivteo. Ao to
pevou mavw aplotepd otnv Unity mataue Window - General - Recorder - Recorder Window. 2to
napaBupo mou avoliyet Sivoupe TG pubuioelg yia To TeAko pag Bivteo, onwg Tic BAEmou e otny k.40
Kal MoTApe To Koupri Start Recording. H Unity Ba maifel To animation Tou €xoupe SnULOUPYNCEL KOl
otav auTo TeAelwoel Ba eival cwopévo oto apxelo kal oTov dakeAo mou €xoupe SNAWOEL.

+ Add Mew Recorders

¥ B Movie

Ewkova 40"
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