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Iepiinyn

Emoavénuévn Tpaypotikoémra 1 Augmented Reality (AR) ovoudlovpe v teyvoroyia
oV GLVOLALEL TOV TPLGOACTATO, TPAYUOTIKO KOGUO GTOV 0moio LOVE, e TOV YNOLoKO
UECH KATO10G CLOKEVTG, SIvovTag TN dLVATOTNTO GE QLT T GLOKELN Va. Kavel render
QVTIKEILEVA LECH OTO YMPO 1N EMTPEMOVTOG SLAOPOCT HETAED YPNOTN KOl TOV KOGHOV

HEG® TNG CLOKELNG.

Tov tedevtaio kopd £€xovv yiver Pruato mpog TNV OVATTLEN TEXVOAOYIDV TOL
ypnoonotovy Augmented Reality amd moAAéEC Kot avAUESH TOVG CNUOVTIKES ETOLPIES,
omo¢ yia mopadetypo n Google. O Adyog yio avt) TV Téon TPog avTh TV TAELPE TNG
teyvoroyiag givarl to 61t péom tov Augmented Reality pmopovue vo mpoceépovpe 610
YPNOTN U0 TTO IMMErsive gumelpio Kot 1 TEXVOAOYio OTNG CUGKEVES LLOG CLLEPOL UTOPET
va 10 vootnpiEel. Xpnoonoleitor 6€ TOAAOVS TOUElS, Tapadelylatog yaptv amd To

oTPUTO, TNV APYOLOAOYIO, TNV OPYLTEKTOVIKY) K.AT.

Inuovtikd eumddio oty avantuén teyvoroyiog Augmented Reality eivon to mévtpepa
TOV TPOYHOTIKOD TPIOOAGTATOL KOGLOV UE TOV SIGOAGTOTO EKOVIKO TOV EYOVUE OTIG
GLOKEVEG LLOG, O TPOGOLOPIoUOG ONAadn TG B€ong pag kot g BEong avVTIKEWEV®Y TOV

BAémovpe pésa amd TNV KAUEPH LLOG.

O okomog pog givar i dnuovpyio piag epapuoyng mov pe ™ yprion Augmented Reality
vo kével render évo, TpLodIioTATO AVTIKEILEVO OTO YMDPO OTMG PAIVETOL OO TI KAUEPO.
NG GLOKEVNG LG KOt LETA Vo, KaBopicovpe T BE0M TS POTEVIG TNYNG GTO XMPO OVTO

Y10, VoL SOGOVUE PVOIKO POTIGUO GTO AVTIKEIEVO TOV KAvoue render.
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1.4 Tlepiypappa AAE
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1.1 Ti eivan n Eravénuévy Mpaypotikotnre (AR)

Emavénuévn Mpaypotikoémra (Augmented Reality), sivar n odvdeon tov mpayuatikod
KOGUOL pE TOV €KOVIKO. Me GAAa Adylor TopEUPAALEL OVTIKEIHLEVO KO EIKOVEG TTOL
ONUOVPYOLVTOL GO TOV VITOAOYIGTH GTO OTTIKO ESIO TOL ¥PNOTN, O OMOI0G UTOPEL Vo
BAénel Tov kOGO pEGO OO TNV Kdpepa Tov Kvntov 1 pe odia digital eyewear, kot

TovG dtvel Béom e Tpdmo oV va paivoviot 0Tt BpicKovTon TPoyHoTIkd EKEL.

Tapdro mov 1 1o tov Augmented Reality sivar apketd tatal?, to Tpdro otada ™
vAomoinong g etvar apketd mpdoeata. And 1ote N avamtuér tov AR 1tav paydaio

KoL TOAD Yp1yopa ApyLoe vo, eE0TADMVETOL TOVTOV.

H avantuén té€towog teyvoroyiog eivorl mTOAD OMNUOVTIKA 0pOoV OTACOUE GE £vVO oNueio
7OV 1 GLUPATIKN TEYVOLOYiD € UTOPEL VO oG TPOCPEPEL TTEPLGGOTEPO IMMErSION GToV
€IKOVIKO KOopo. Me 1 ypnon AR pmopodpe va kdvovpe avtd to £Etpo Prjpa kot va
TETUYOVUE OVTO TO Kowvovplo emimedo  Ponboviag 10 Ypnot va Pidoel Eva

olokaivouplo €idog eumelpiog. o 0 Adyo avtd OA0 Ko TEPIGGOTEPES EPAPLOYEG



kévouv ypron AR teyvoloyiag kot m ypnon g Pondd 6Ao Kot mEPIGGATEPO GTNV

EMTLYIA VEOV EQAPLOYDV.

Yrdpyovv moAlrol tpdémol yio tn ynon tov AR, moapadeiypotog yaptv pe tm xpnon
markers yvoot®v Sl06TACEMY Y10 TNV EPUPLOYN YI0 TOV OPIGUO GLYKEKPIUEVNG BEong
Kot O100TAcEMV Yo Eva avTIKELLEVO 6TO YDpo. Evag dhdog tpdmog xpnomng tov AR eivar
LLE TN XPHON TNG YE®YPAPIKNG OEoNE TG CLOKEVNC pag oav trigger yio kdmoto yeyovoc.
Téhog pepxéc epapuoyés AR éxovv ) duvatdTNTA Vo avayvopicovuy YpOUOTO Kol
oynuate O6mwg emiong kot TNV TOmMOAOYidh TOL €3APOVG, YWPIG Vo opicel KATL
OLYKEKPIUEVO O TPOYPOUUUOTIOTS NG €QPOPUOYNG OTtmg pe to markers, kot va
YPNOOTOCEL OVTEG TIS TANPOPOPIEG YO VO TTETVYEL TO GKOTO TOVL. XE OLTH TNV

tehevtaio kKornyopia pmdwver kat to Face Recognition.

H ypnon Augmented Reality £xel e€onmhwbel og Eva evpl pdopa Tedimv, ePIKES EK TV
omoimv glvar n apyooroyia, 1 APYLITEKTOVIKT, 1| EKTOIOEVOT, 1 WTPIKT), GTO GTPATO K.O.
Me 1t Pondeia g AR metuyoivovpe KaAHTEPT TPOAKTIKY EEACKNOTN GE TEPIGACELS TOV
Vo dAleg cuvOnKeg Bo NTOV TOAD EMKVVOLVEG, O TTO EVKOAN KOl GTNV] ADom yio
visualization povtéAov amd T ONuovPYio HOKETMV, KOADTEPN KATAVONGYN TOV
OVTIKEIWEVOD OV OWACKETAL PECH OLTNG TNG TEXVOAOYING 0oV O diveTonr mum
Tnpoeopio 6to pabnt oadia (el to pddnpa péow tov AR. Avtég sivor povo pepiég
amd TG Katnyopieg mov Ppikel epapuoyn to Augmented Reality.

Ot e€eMEelg otV avanTLEN EQPAPLOY®OV Kot VAIKOD Yo Tov Topén Tov AR ta televtaio
xPOVIa elvarl TepdoTieg Kol avtd AmoTEAEl akOpo €vo yeyovog TOL HOPTLPEL TN
ONUAVTIKOTNTO TOV OMOKTA aLTOS O TOHENG OTO HEAAOV NG Teyvoloyiag. Meydieg
etarpieg 6mmg n Google pe to Magic Leap, n Microsoft pe to HoloLens, to Facebook pe
to Oculus Rift kabmhg emiong ko etarpieg moryvidiov 6mwg n Nintendo kar i Sony
BAémovv v mpoomtikn avantuéng otov touéa tov Augmented Reality kot yiowtd
enekabekay mpog avtny TV KatéLOLVON AVATTOGGOVTOS VAIKO 7oL Vo, vrooTnpilet
tétowa teyvoroyia. [TapdAinia pe v avamTuéEn VAKOD dNUIOVPYOLV KOl AOYIGUIKO Y10
TIC CVOKEVEG TOVG KOl O UEPIKEC TEPWMTMOOELS divouv Tpdofacn oe ATopa eKTOS TNG

etoupiog yuo tn dOnpovpyia EQappoy®v tov vrootnpiletat amd avtoévg. Me v Tpocoyn



mov palevel Aomdv ovTdg 0 Topéns B LropoHoe KATOL0G VoL TEL OTL £YOVIE VL KAVOVLLE

HE TNV TEYVOLOYia TOV HEAAOVTOG,.

1.2 Tlpofinpata AR

Onwg elvar guowd o 1660 véa teyvoloyia €xel apketd mpoPfinuota. Mepikd amnd
avtd to TpoPAnuata givol oot Kot akplPeic TomoBEToN TOV AVIIKEWEVOY O
oKNVN Y. vo TETOYOVUE TO emBuutd oamotéleopo. Emiong to aviikéiueva mov
tonofetovpe BEAovpe va divouv v aicOnom oto ypnot Ot eivor TpayHoTIKG TOPOVTOL
GTOV TPAYLOTIKO KOGHO Kot auTd €ivol apkeTd dOVGKOAO Vo EMTELYDEL APOL TPEMEL VL
TPOYPUUUOTIOTOOV (OGTE VO AVIIOPOVV OTaV avTIANEOOLY OTL TOLG OlveTOl KATO10
epédiopa amd ToV TPAYUOTIKO KOGHO Kot avTd Ogv lval Thvia ePkTO 0ol avtd TO

epédiopa pmopet va £pbetl and dmepa idn dtadpdoemy.

Ocov agopd to BEpa TG TomoHETNONG TOV AVTIIKEWEVOV 1] ADCT| avapEPONKE To TAV.
Mmopolue vo TETOYOVUE TO OKOTO oG LE T xprion evog marker, o omoiog pmopei va
eivan otdnmote and QR Codes, Custom Markers and to mepipdArov avantoéng mov
PN CLOTOLOVLE, TPIOOACTOTO AVTIKEILEV 1 akOpO KoL Eva amhd GYES10, PTAVEL QVTOG
o marker vo, op1oTEl €K TOV TPOTAPOV OO TOV TPOYPOUUATIOTH T} TO XPNOTH. AVTA N
puéBodog etvan kot  mo agiomotn. ‘Evag dAlog tpdmog elvar 1 xpron g YE®YPOUPIKNG
B€omG TG GLOKEVNG Hag €161 MOTE OTavV £pBovpe 0 Pl GLYKEKPIUEVT ATOCTOCT] OO
v TomoBecia mov BEAovpe va evepyomoteital £va event yio To ¥pfotn TG EPOPLOYNG.
TéNog pmopet va ypnoomobEL Tpdypappo avaAvoNG EIKOVOG Y10 TV OVOYVOPLoT TNG
Tomololag EMPAVEL®Y N TNV aviyvevon kdmowov pattern o6mmg ywo mapdoetypa &va

TPOGMTO Y10, VO, TOTOOETNGOVE KATL BTN OKNVA.

To debtepo TpOPAnUa, dnAadn n dnuovpyia g aicOnong OtL T0 EIKOVIKO OVTIKEIIEVO
OVIKEL GTOV TPOYUOTIKO KOOUO, €lvol o TOAVTAOKO Kot Mo 0vokolo va Avbel. O
Adyog YU avtd givor To TAN00¢ TV TapayovIov Tov Tpénel vo Adovue vroyn. o
TapAdELya 0V TPEMEL va. LITdpyel KabBvotépnon petald tov gpebiopatog mov divetan
OTO OVTIKEILEVO KOt TNG OovTidpaong Tov. Avtd dev gival mhvia PIKTO apod OAX Ta
epebiopata mov AapPdvovror mpémel va. TOYoLV emeEepyaciog TPMTO, Kol OGO O

amottnTikn €ivarl avti M dwdikaoio t0co avefalovpe to latency peta&d epebicporog



Kot ovTiopaons. O eOTIGHOG TOL OVTIKEIEVOL glval £vag GAAOG ONUOVTIKOG TOPEyOVTOG
oV GVUPAAAEL TNV OMUIOVPYID PEOMOTIKOV OVTIKELEVOV LE TN XPNON VTOAOYIOTY.
["a va metdyove cmoTO POTIGUO TPETEL TPDTA Va. fpove T BEom ™G PoTEWVNG TNYNS
KOl VoL TPOGHEGOLE KATL OVTIGTOLYO GTNV EIKOVIKT GKNVI HOG, KATL TO 0Toio dev givat
KaBOAoV €0KOAO a@OV M EOTEWN TNyN Ogv egival mavta opatny omd T BEom g
GLGKELNG Hag Kot 0 KabBopiopdg e Béong g eivar amd povo tov pia tpokAnon. Avtd

elvan emiong ko 1o O€pa pe 1o omoio Oa acyoAnBovpe.

1.3 Xkomog pog

Epeic yio avt v epyacio o acyoAnbodue pe 10 KOUUATL TOV QOTIGHOV TOL
OVTIKELUEVOD. KOOGS HaG eivar ) dnpuovpyia epapuoyng kvntov mov pe tn xpnon AR
Ba TtomoBetel éva avtikeipevo ot oknvn, 1 omoia Oa opiletarl amd TV Kupiwg Kopepa
TOV KIWVITOV, KOl 6T cvvExEwn Ba avalntd t B€om g OTEWNS TNYNG 6TO SWUATIO TO
omoio Bplokdpacte £161 ®oTE va TomofenOel Lo avticToyn EMTEWVY TNYN GTN GKNVNH

L0 KOl VO QOTIOTEL KATAAANAQ TO OVTIKEIEVO LOC.

Bewpovpe OTL Yo TNV TOTOOETNON TOV AVTIKELEVOL GTO YMOPO Bl YPNCILOTO|COVE
éva marker, Bacel tov omoiov Oa opiletar | Béon tov avtikepévov. Emiong Bempodue
OTL 1] CLOKELT HaG EXEL OVO KOUEPES, TNV TOM-KLPLO KApEPO TV omoia Oa ypnoyonotet
10 AR Aoyopikd ko v umpootivi) v onoia Oa ypnoyonotel yia e€aymyn g 0éong
™G eOTEWVNG TYNS. Mia axopo vrdBeon mov kdvovpe givor 60Tl To Kvntd Ppicketon
avapeca 6To OVTIKEILEVO oL aviyvévovue kol T @otetv myn. Kot téhog pia
TPOGEYYIoN ™G BEong ™S eMOTEWVNG TTNYNG MOG Elval OPKETY YLOL TV LAOTOINCT TNG
EPOLOYNG.

1.4 Ilepiypappa AAE

To 11 Ba kévovue pe TEPIGGATEPT] AETTOUEPELD G’ AT TNV EPYOGin Eival 0 OTIGUOC
evOg TPLOOIAGTATOL OVTIKEWWEVOL GOUG®VO HE TN 0€om g QOTEWVNAG TNYNG TOV
dopatiov oto omoio Pprokdpacte, akpPpdg Onmg Bo EOTIOTOV £va TPOYUOTIKO
avtikeipevo. To avtikeipevo Oa torobebei oe i AR oxnvn, Ba £yovpe dniadn feed

amd TV KAUEP Tov Kvntov, kot pe ) Pondeia AR pnyoavig Ba avayvopilovpe €va



onuadt N eiova v omoia Ha ypnoomocovpe cav anchor point ywa va opicovpe

B£0m TOL AVTIKEWWEVOL GTO YDPO.

Otav opiotel n B€on oV avtikeywévov Ba yivel ypnon TG UTPOCTIVIIG KAUEPAS LECH
¢ omoiog Ba avayvmpicovpe ™ 0€om TG POTEWVNG TYNG GE GYECT LE TO KIVNITO Kol
Ba TomobetBel ot oxnvn pog. H 0éom g pwtevng myng Ba Bewpricovpe 6Tt glvan

v od To KvnTd Ko amd TO OVTIKEILEVO LaG, Kot Ol EVOLAUETH TOVG.

H Myn edvog amd v Umpootivi) Kapepa yuoo TV €0PeCT TG GOTEWVNG TYNS Oa
yivetan ite po eopd yo kKabe Eva cuykekpiévo apliud frames i Oa divetar onpo omd
to ypnotn ayyilovrog v 006vn. O Adyog YU’ avtd eivar 1o 0Tt yperaletor va dtoPacTtel
10 kaBe pixel ¢ ewodvag mov B Adfovue Eexmprotd. Emiong 6o mpénel va thyovv
eneEepyaciag Kot avdivong ywo va mépovpe to amoteléopata mov B ovpe. Avti M
dwdkacio wov mbavo va £xel ToAD YNnAd KOGTOG Kot G€ Uio EQAPHOYY| TTOV EMKOVOVEL
HE TO YPNOTN HEC® E€IKOVAG amd TNV Kapepo 0ev UTOPOVUE VO SOKOTTOVUE TNV

Aettovpyia TNG GLVEYELN Y10 VTOAOYIGHOVC.
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2.1 Ietopwkn} Avadspopn

Avagopd yio tpdtn @opd oe Augmented Reality éywve to 1901 and 10 cvyypopéa L.
Frank Baum? o omoiog avapépBel, oe €pyo TOL, YLOMAE TO Omoio TPOPAALoLV
TAnpoopiec otov mpaypatikd koOcpo. Apyodtepo o oknvypdeoc Morton Heilig
onuovpynoe éva e£OPOI®TH PE TO OVOpo SENsSorama Kot ypnoLLonoloVseE OTTIKG EQE,
NYO, LLPOJIE Kot dHOGVNGN Yo va. SNUIOLPYNOEL pia amd TS Tpoteg AR gumeipieg. Ziyd
owyd m teyvoroyion AR dpyoe va efeAiooeton emTpémoviog OTO  XPNOTN Vo

AAANAETPLOPA LLE TO OVTIKEILEVO TTOV TPOPAALOVTIOV GTOV EIKOVIKO KOGHO.

[MapdAinio pe v avartoén tov Augmented Reality siyape kou v avantoén tov
Virtual Reality kot o1 800 avtéc teyvoroyieg fonbovcav N pia Ty GAAN vo. eEeltyBoiv.

To 1989 o Jaron Lanier dnuiovpyel v mpdt emyeipnon mov acyoleiton pe Virtual

Worlds.



To 1992 o Louis Rosenberg dnuovpynoe 1o mpdto Asttovpyikd AR cootmuo to omoio
AmOTEAEGE OMOSEIEN Y10 TO. TAEOVEKTILLOTO. TOV UTOPEL v Tpoceépel To Augmented
Reality otnv exnaidevon kot tn Pektioon g avBpodmvig amddoons. And kel kat TEpo
n xpnon AR cvomudtov dpyioe vo 0108ideTan 6€ SIUPOPOVS TOUELS TNG EMCTIUNG KO

OAA®V GTTOVOMV.

Mepikd mopodeiypota e yprong Augmented Reality sivar n yprion g ya v
avayvVAOPIoT] CUVIPYOV Kol GAADV OVTIKEIWEVEOV GTO OoTNUO HE TNV TPoPoAn
JOPLPOPIKOV YEOYPAPIKAOV Tpoyudv oe Coviavny petddoon tnieckomiov. Emiong
onNuavtiKd mopddstypo eivor o ovvovacpog AR kot odnynong pe TV PO
napovoiaon va yiveror to 1993 and ta Loral Western Development Laboratories. To
1995 oto Massachusetts University dpyioe  avantoén Object Tracking cvotnudtov pe
™ xpnon Kopepmdv kot teYvoloyidv AR, kot 1o 1998 10 Augmented Reality
eCamAmOnKe Kol OTOV TOUEN TNG XWPOUETPIOG Yo UETPNON JUOTACEDV YDPOL Kol

6ykov oto North Carolina University.

Ta mopadsiypato cvveyilovv puéypt ko onuepa ko 1 e&€Mén tov AR cvomudtov
ovveyilel akdBextn deiyvovtag 0Tt el HEYAAEG TPOOTTIKEG Y10 OVATTTLEN KOl EMEKTAOT)

Bropmyovidv Tpog 10 HEPOS TOVG,.

2.2 Pipeline Tov AR

O 1pomog mov Aettovpyel éva AR cvuotnua pe ™ ypnom Kauepag Exel Mg €ENG:
a) Amd Vv mAevpd TG KApuepac:
i. Tlaipvoupe tnv KoV TOV PAETEL 1 KAUEPQL.
ii.  Tn otéhvovpe oto AR section Tov Tpoypaupatos pog yo exeéepyacio.
b) Amod v mhevpd Tov Editor pov:
. ANUIOVPY® TO AVTIKEUEVO.
ii. To othevm oto AR section tov mpoypdppotog pov.
c) Edd minpvovpe to feed oamd AN kapepo yoo avayvopion g 0éong g
QOTEWVNG TNG Kot T0 6TeEAved 6to AR section tov mpoypdppotog pov.

d) XZto AR section tov mpoypauuatds Hov:



. Mohc MaPo to feed g Kapepag Kat TIC TOPOUETPOVS TOV OVTIKELLEVOD
avold® TV €Kova  ydayvovtag to marker pov o omoiog Oa
ypnoworombel g onuélo  avaeopdc Yoo TNV Tomofétnomn  tov
OVTUKELLEVOL LLOV.

. Mol Bpebel o marker copemva pe o péyebdg tov Kat T S0oTACELS
0V PBpick® TV omdoTaon TOV Ko To Orientation tov oe oyéom pe v
Kapepa kat to opilw péoa otnv AR oknvi pov.

iii. H 6éon xou to orientation tov aviikewévov o€ oyéon pe tov Marker
dtveton NN and to TPOYPOLLLE OTOTE TO HOVO OV £YOVUE VO KAVOLLLE
elvar va 1o tomoBetnoovpe otnv AR oxmvi.

iv.  Xto background tc¢ oknvnic pag mélet to feed amd ™ kauepa divovtog
yevdaicOnon 01t To avtikeipevo tomofeOnKe GTOV TPAYLATIKO KOGLO.

V.  H ovvolum ewdva divetaroto yprotrn and v 006vr TG GLGKEVNG TOL.

Zynua tov Pipeline divetar mo kdtm (PAéne Zynua 2.1)



=N

a. Camera

c. This is where we
get feed of the
room from a

<+— camerato
determine the
position of the light

II b.i. ' source

b. Editor Objects
L d.i. Find and place marker in AR scene
AR scene AR scene
with > with
marker d.iii. Place marker &
. . Objects in
objects in scene mlorn
d.ii.
l d.iv., d.v. Render and show image to
Camera feed
with Virtual
Obijects
Rendered in
it

Yype 2.1 - AR Pipeline

2.3 ®otiopog (1llumination)™

2NV TPAYHOTIKOTNTO TO OO EEKIVA A0 T POTEWVN TNYN Kol SoyEETOL TPOG OAEG TIG
KaTELOVVOELS, avamNOd Kol OmopPPOPATOL TAVED GE SLAPOPES EMPAVELS LEYPL TOL GTO
TEAOG OTAVEL 0TO avOpOTIVO UATL. AVOAOY®OC LE TO HOVOTATL TOL akoAovONoe KAOe
aKTiva. OTOC OV OVTIAAUPOVOLOOTE HOGC UETOPEPEL KO KATOLOL TANPOPOpia Yo To

avtikeipeva pe Ta omoia Npde oe emaen.



210 ypeikd €xovpe 600 €idn EOTIGHOD Y10 VO TPOGOUOLMCOVLE OVTO, TOV YEVIKO
eotiopd (Global Ilumination) kat tov Tomikd eotiond (Local Illumination). O yevikdg
QOTICUOG d€ AapPavel vTOYN LOVO TIG aKTIVEG TOL £pYovTal KatevOeiov amd T pmTeEvh
YN Kol KOTaAyouv oTo HATL TOov Ogatn oAAO KOl OUTEG OV  OVOKAAGTI KOV
TPONYOLUEVMG amd GAAEG emipdveles. Katt té€to10 €xel eEanpetikd peydio kdotog yU
aVTO OV YPNCLOTOMTAL GUYVE eKTOC Kot av BELOLUE VO KOTOGKEVACOVE L0l TTOAD
VYNANG TOOTNTOG EIKOVOL KOl EYOVUE TO YPOVO VoL KAVOLUE OAOVLS TOVG VITOAOYIGUOVG
ov yperaletat. O TomMKOG POTIGUOS amd TNV GAAN voAoyilel LOVO TIG OKTIVES TTOL
KatoAnyovv ot1o pdtt tov Oeoty ko €pyovion kat’ evbelav amd T QeoTEWN TNYY

YAMTOVOVTOG LOG TTOAD YPOVO KOl KOGTOS GE VITOAOYIGTIKY QUVOLLT.

[Ma vo meTdyovpe pia KAADTEPT TPOGEYYIGT TOL YEVIKOU QMOTICUOD YPNCILOTOIDOVTOG
TomKo, glodyovpe tov éupeco emtiopnd (Ambient Light) ot oxnvi pog. O éupecog
QOTIGUOG AVTITPOCHOTEVEL TO “AOEGTOTO  PMOC GTN CKNVY LG TOL TPOEPYETOL OO THV
aVTOVAKAOGT MTOC amd AAla avtikeipeva. H tiun tov givon otabepr| oe OAn ) oknvi
Kol eOTILEL OAo To. avTikeipeva akoua Kt av dev eotilovion kot’ gubeiov omd kdamola
ootewvn myn. Kato tov vroloyiopd tov Eppecov eotiopod Aappdvovue vaoyn v
évtaon tov (l5) kot tov cvuvtedeot Eppeong avaxiaong (Ka) kol n e&icmon tov givat:
= [ra = la*ky
Avtdg 0 voroyiouog mpémel var yivel Egxwprotd Yoo kdbe éva and ta RGB kot 1o

amoTéAec L TOV QaiveTol 0To Mo KAT® oynuo (Bieme Zynua 2.2).

To mo ovvnbiopuévo HOVIEAO QOTICHOD O©TA YPOQEIKA, KOl TO HOVIEAO Tov Oa
YPNOUUOTTOGOVUE, givar To povtého Phong to omoio AauPdver voyn 800 omAéc
pnop@és avakidoswv, v katevBovouevn avaxioorn (Specular Reflection) xor v

dudyvtn avakiaon (Diffuse Reflection).

o v kotevBovopevn avikioon Bempove OTL OTOV U0 OKTIVOL QOTOG XTUTA vl
OVTIKEIUEVO €YEL MG OMOTEAECUO, TNV OVAKANCT OVTAG TNG OKTIVOC TPOG Mot GAAN
katevBvvon (PAéme Zynpa 2.3). ‘Exovtog voyn tic mapapétpous E, N, L xor H (BAéne
Zyua 2.5) 6mov E eivan 1 kotevbuveon mpog to pdti, N etvon n kébetog 6to onpeio mov

€XEL EMOPT M OKTIVOL LLE TNV EMLPAVELD TOV aVTIKEIUEVOL pog, L eivon ) katevBuvon mpog
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™ ootewn myn kot H n dyotoépog tov H kot L kataAnyovpe omyv e€iocwon yuo
KaTeELOLVOUEVO POTICUO:

2 s = Ks*I*(H.N)" (Brene Zynuo 2.10)
Omov 10 Ks givar 0 cvviedeotrg korevBuvopuevng avakiaongc, kat e£aptatal Le T0 VAKO
™¢ empaveldg pag (BAéme Zynua 2.6), 1 eivar to intensity g akrtivag pog Kot tTo m
kaBopilel ta yapaktnpiotikd tov highlight. ¥YnAd m onuaiver 6t to highlight eivon
GLYKEVTPOUEVO YOP® Omd TO onUeio avaKkAoonS evd YoaunAd M onuaivel o TAotd Kot

006 highlight yopw amd to onueio avakiaong (Biéne Zynua 2.7).

Mo mv Sy avakiaon Bewpoldpe OTL OTOV 0L OKTIVOL YTUTHGEL PO EMPAVELD TO
Qo¢ avtavakAdtor e&locov Tpog OAeg T KatevBivoelg (BAéne Zynua 2.4). To mocootd
TOL QOTOG TOL OVTOVOKAATOL Oldyvta €EUPTATOL OMO TO GLVIEAESTN OYLTNG
AVAKAOONG TOL OVTIKEEVOL Ky Kot Ty Kotevbuven Kot EVTacn NG E1GEPYOUEVNG
aktivog eotoc. Eniong axoiovbei to vopo tov Lambert. O vopog tov Lambert Aéet o1t
N SV OVAKANGT TOV EMOTOC ivar avaAloyn Tov CoS B 6mov 0 eivon 1 yovia petald
™m¢ Korevbvvong g ewtewvng mnyne (L) ko g xabétov tov onueiov oto omoio
ovvavtd M oktiva to avtikeipevo (N) (Biéne Zynua 2.8). H eicmon ywo to didyvto
QOTIoUO gtvat:

= Irg =kg*1*cos 0 1 Iy = kg*I*(N.L) (BAéne Zynua 2.9)
Balovtag pali oleg tic e€lodoelg mov PpNKape KOTOAYOVUE GTO HOVTEAOD QOTICUOD
Phong kot n e€icwon axtivag pe fdon owtd to povtédo ivat:

D 1y = Ia*ka + 1*(ka*(N.L) + ke*(H.N)™)

2V TEPIMTOON TOV EYOVUE TOAAATAES POTEWVEG TNYEG M| O Thve e€lomon yivetat:

D 1= ke +2 1K NL) + ke (HN)")

Omov | 0 apBudg g kébe pwtevig mnyngs. To I mpénel vo vroroyiotel Eeywpiotd yia

KkéOe o and Tig Tipnég RGB.
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Yo 2.2 — Poticpog cknviig povo pe Ambient Light

*

-
JRCTTLLIL LET T

0:6

«* -

[JLREL L1 ]

Yymue 2.3 - KorsvOvvopevny Avaxhaon (Specular Reflection)

Tyna 2.4 — Aoty Avakiaon (Diffuse Reflection)



suriace

Tyqpa 2.5 — Atedég katevBovopevn avaxioon

Tympe 2.6 — Avaxhoon Yo tipég kg 0, 0.25, 0.5, 0.75, 1

Tyina 2.7 - Avékhaon yio Typég m 5, 25, 75, 125, 225
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Yype 2.8 — Kavévag Lambert

Tyna 2.9 — ®oTtiepog oknvigg povo pe Diffuse Reflection
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e 2.10 — doTtiopds sknvig Diffuse kon Specular Reflection

2.4 Eidn AR

Ynrdpyovv morrd €ion AR kabdg emiong Kot dtdpopeg cLOKELES. AV Kal OV LIAPYEL
enionpog Tpdmog Soy®PIGHOD TOVG, HEPIKH amd T MO SNUOPIAN (Kot GE TEPIGGATEPT

AemTopépla amd aVTA TOL avaPEPONKaY To TAVE®) £10M giva:

a) Projection based AR. Xe ovtd 10 €idog AR to ynolokd oaviikeipeva
TPOPAALOVTOL GTO YDPO KOl EMTPEMOVY JSAOPACN HE TO YPNOTN, OM®G Yo
napdaderypa n tpoPoin evog digital keyboard.

b) Recognition based AR. Avtd givar and ta mo dradedopéva €idn AR kot £yt va
KOVEL LE aVayVOPLOoT EIKOVOV Kol GNUAOIDOV TOV dMONKaV €K TOV TPOTUip®V
Ao TOV TPOYPAUUATICT 1 TO ¥pNoth. Eva mapdderypa tétotov gidovg AR givan
n capwon QR codes 1 ewovov.

c) Location based AR. e avtiy v katnyopia 1 gpappoy AR kdvel yprion tov
GPS, ¢ mv&idag kot Tov accelerometer g cLoKELNC TOL YPNHOTN Yo Vo AGPeL

TANPOPOPieg oYeTIKA e TN BEom ToL KIvnTOV.
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d) Outlining AR. Avt n katnyopia givoar oA mapopolo. pe Tig Projection kot
Recognition based AR, dev avayvopilel opmg mpokabopiopévo onuadio oArd
avayvopilel patterns otov mpaypoatikd koécpo. o mopdoetypo ta Kotvovplo
cvoTiurata otddpevong avayvopilovy eumodia Yop® amd TO ALTOKIVITO Kol TO
Opta. Tov dpOHOL Kot KaBOOTYOUV TOV 00MYO Y1 VO GTOOUEVCEL.

e) Superimposition based AR. Avtd 10 HOVTELD, OTMG KAl TO TPONYOVLEVO, KAVEL
xpron object recognition pe ™ dapopd 6Tt avtikabioTd HEPOC 1| OAOKANPO TO
mpaypatikd ovtikeipevo pe Evo ynowako. Ioapadeiypata tétotov AR pmopodpue
va Bpovpue o otpatiotikd eEonopod (Infrared 1 Night Vision) 1 oty latpin
(X-rays ka1 CT scans).

[Tépa amd ta €idn AR mov apopodv 10 AOYIGUIKO KOUUATL TNG EUmEIpiog £YOVUE EMIONG
Kot To VAKO mov T vrootnpilel. To Aoyiopkd tov AR pmopel va ypnoipomomOet pe
OlaPOpeS CLOKEVEG KOl AvVAAOYQ pe TO OGO €EEOKEVUEVES lvat, divouy GTO ¥PNoTN
pa o {ovtavi Kot mpaypotikn epmepio. o mapdoetypa pia epappoyn AR umopel va
tpé€el mavw oe kvnto 1 tablet, pmopei dumg vo ypnolpworombei 6e cuvepyacio pe
Head-Mounted Displays 6mwg Occulus Rift ka1 Microsoft Hololens yio pa axoun mo
immersive sunepio. Emiong pmopetl va yiver ypion HUD (head-up display) ywo v
TPOPOAY} TANPOPOPIOV TAV® GE ML SOPAVY] ETPAVELD, OTMG Yo, TOPASEIYUO O
UTPOSTIVO YLOAL TOV OWTOKIVIITOV 1| TAV® OTO YVOAA €vOG aTtdHov, divovtag £Tol T
duvatoOTTO EMEEEPYACING OLTOV TOV TANPOPOPLOV TOPAKOAOVODVTOS TopdAANAa Ti

YIVETOL GTOV TPAYHOTIKO KOGLO.

Néeg teyvohoyieg avantocovion Kdbe pépa yuo ™ xpnon AR cvomudtov. 'vetar 1om
€peuva TAVO 6€ POKOVE ETOPTG Ol OTTO101 £YOVV TN SOLVATOTNTA VO, TPOPAAAOVY EIKOVEG
péca 6to ONTIKO TEedlo TOv YPNOTN UE TN XPNON KUKAOUAT®OV EVOOUATOUEVOV GTO
@oxo. 'Eva Ao mopaderypa eivor to Virtual Retinal Display pe m xpnomn tov omoiov
yivetar mpofoAn (g 006vng otov aUEIPANCTPOEdN YLITOVA TOL YPNOTN M omoio Ha
eaivetal va aiwpeitar oto ydpo. Eva tedevtdio mapdostypa t€totog teyvoroyiog eivor n
YPNON EWIKAOV YVOADY TO OTTOi0. YLOAOTIOVY TO MG, TOL Ba EPTOVE KOVOVIKA GTO
HATL TOV XPNOTN, Kot TO avTIKaO1oTOOV [e S1kd TOVG PG dIvovTag £TGL o O10POPETIKY

€IKOVA GTO YPNOTN.
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Yrdpyovuv axoun mapo TOAAG mopadeiypoto amd Projects mov €yovv okomd TNV

avantuén kot fertioon Tov texvoroyidv AR, dpmg de Ba avapépovpe GAAL £3M.

2.5 AR Mnyavég

INa 1o koppdtt ¢ epappoyng o onoio Ba ypnoonotei AR yio v avayvopion tov
marker kot v tomobétnon TV avIIKEWEVOY 6T oKNvh Oa pNCIHLOTOcm ETOLUEG

BipAroOnKkeg Ko TpoyphppoTo.

Mepikég amd TG Unyaveg mov Umopovv va pog Ponbnoovv va viomomoovpe to AR

KOUUATL TNG EPAPUOYNG ElvOaL:

e DroidAR
e Metaio

e Vuforia
o Wikitude

Ot o v pNyavég TPOoSPEPOVTOL dMPEAY Kol PEPIKES amd avTEG eivor Open-source
n/kor woAAG dtoua ouvéBoAav otV Katookevny Tovg. Oleg TOVG HTOPOVLV VO
YPNOLOTOMNOOVV Yoo TNV AVATTUEN TG EPOPHOYNG, B0 KPATHCOVUE OUMG CLTAY TOL

elvar o €bkoAo va ypnoomoindel kot otV omoia ToPEYETOL KAADTEPT VTOGTHPIEN.

Mo cOvtoun meprypo@r] HETOED OVTOV TOV TECGAPOV UNYOVOV KOl TO KPLTplo

GUYKPIONG TOLG TOPATIOEVTOL GTO ETOUEVO VTOKEPAANLO.

2.6 Ilgprypagi)/Zoykpron Mnyavov AR

IMo kéBe o amd i pnyovég AR mov ovopaca mo tave 0o dOow Hepkés

TAnpoopieg kabmg emiong Kot 1o TL TPOSPEPEL (1] OV TPOGPEPEL).

e DroidAR
To DroidAR &ivor pa doun yuo avantoén Augmented Reality poppoydv oto Android.
[Mpocpéper Location ka1 Marker based AR, dniadn n doun umopsi gite va avayvmpiost
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éva marker (mov pmopei va givan omowodnmote ekdva, QR code, kAt) mov d6OnKav €k
TOV TPOTEPOV amd Tov ypnoth, 1 va ypnowomomoet Real Time Tracking péocm tng
OoVLOKEVTG oL ypnotuonotel v epapuoyn (wy Pokémon GO), yia va ypnoiomomost

®¢ oNueio avaPopdc 1 Yo vor evEPYomomoet Kamoto Script.

‘Epyetar pe adeta tomov GNU GPL v3 ko divetar tpoésPacn o€ avtd pécm tov gitHuUb
Yo KotéPacpo Kot ypnomn M Y. GLVEWSEOPH oTov Kmdka. Ot dnupovpyol Tov
pocPépovy To d1kd Toug SDK yia o €hkoAn ypron Kol EVGOUATMOOT GTOV KMOOTKO
Omo10V B€AeL va TO YPNOLUOTOMGEL. YTTAPYEL EXOPKNG GYOAAGHOC Kot LTOGTNPIEN amd
TOVG OMUIOVPYOVS, OUMG 1| KOWVOTNTO OEV EIVOL OPKETA HEYAAN kot dev vapyel forum,

€€ 6oV Yvopilo, o avalntnon fondetog amd GALOVG ¥p1OTEC.

e Metaio
To Metaio onuovpyndnke omd Wtk etaupio 1 omoia £xer T pileg g ot
Volkswagen kot mpocépepe AR SDK’s kot epapuoyés. Ayopdaotnke 1o 2015 amd v
Apple kot Tpdo@oTa GTAPATNGE TN VoL T®V TPOIOVIMV THG KOl TOPEYEL VIINPECIES
Kol VTOGTHPIEN LOVO GE YPNOTES TOV OyOPUCHV KO YPNGULOTOIOVV 1)ON TNV TEXVOAOYiN

TOVG,.

e Vuforia
To Vuforia givon icmwg 1 o dadedopévn AR SDK. Tlpoceéper Marker kot Markerless
based AR, pmopel dnAodn vo avoyvopicel EIKOVEG TPIGOLACTOTO OVTIKEIIEVE 1) KOTO0
€idoc marker mov tov d60nKe TPONYOLUEVOC amd TO YPNOTH OMWE EMIONG KOL TN LOPPT|

™G empavelag tnv omoia PAEret (terrain recognition) dvvoutka.

Mmnopei va ypnowomombei o€ ocvvepyacio pe to Android Studio ywo ovdmtoén
EPAPUOYDOV Y10 TO KWWNTO, emTpénel Opmg kail Tn ypnon tov péowm tov Unity yia
avantoén kot GAlov gidovg mpoypouudtov. Eyxelt opketd peydio community,
vroot)piEn amd tovg developers, kot amavtioelg 6e TPOPAAUOTO 1| EPMTHGEIS TOL
UITopEl va TpokLYOoLV Propovv vo. Bpebovv evtdc kat ektdg Tmv forums mov Ppickovton

o711 GEALDO TOVG.
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e Wikitude
To Wikitude eivor pio AR pmyavn mov dmpovpyndnke apyikd yio. vo TpocQEpel
Location Based AR apyotepa dpwg emnektddnke yio vo vrootpilel kot user defined
ewcoveg. Eivon apketd dradedopuévo ommg ko to Vuforia sival duomc mo e€eidikevpévo

v ovamrvén Location Based AR.

Yrapyet apkeri) vrootnpi&n amd tovg Developers tov kot éva kaAd otuévo forum ya
™mv vroot)piEn 6cmv emBupovy va to ypnoiporotoovy. Ilpooceépel e free trial o
Wikitude Studio ywa avamtoén epoappoydv, pumopei Opmg va ypnopomomei kot pe to
Android Studio ka1 Tpoceépet extensions yio ypnon twv Cordova, Xamarin kot Unity

YL TNV AVATTUEN EQAPLOYDV.

2.7 Emioyn Aoyiopikov

[a tovg okomovg g Amlopatikng Epyaciog pov eméhela vo ypnolpomom|co To
Vuforia. O kvplog Adyog mov 1o emédelo eivor 1 vrootpiEn mTov UmopEic vo Ppeig
online péoa amd ta forums, v totocerido ko Swdpopeg GAleg mmyég. Emiomg
TPOcPEPEL OAa 6Ga {NT® Yo TNV €PAPUOYN HOL Kol potdlel va gival mo eHpwoTO €

oY£om UE TO LVTOAOTOL.

Ye ovvepyacio pe to Vuforia o ypnoonomom to Unity, emeldn pov mpoceépet évav
O €UKOAO TPOMO Y10 VO VAOTOWO® HEYAAO HEPOG TNG €pyaciag Hov péoa amd TO
YPAPIKO TEPIPAAAOV TOV, EVD TOPAAANAQ OV EMTPETEL VO £X® TPOGPOCT GTOV KMOOTKA
pov. Emiong ot apyikéc dokiuég pmopodv va yivouv 6tov vrmoloyloth, péom tov Unity
vt Ponfeta mov Ba pov mpoceépet o feedback mov Ba £xw amd to console tov yw

to debugging. I'a ta scripts tov Unity pmopd va ypnoonomon gite C# 1 JavaScript.
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Kepdaioro 3

OzmpnTu) Avaivoen Aveng

3.1 Oewpia Avong 20
3.2 Koppdtio Tov ZuoeTipotog 21
3.1 Ocmpia Avong

H dovAeld tov cvotipotog Oa givor Katapydg vao maipvel pe ) xpnon Kapepog ekova
amd TOV TPAYUATIKO KOGHO. Oa yiveTol avaAvon oG TNG EKOVAG Yo ovedpesT EVOG
marker kot 0o torobeteitar oe o AR oxknvi 1 omoia Oa dnpovpynbei eniong omd oto
ovotuo Ko Bo mepiéyetl T 0ol TV avTiKewévoy pag, tov Marker, Tov Kapepmv
pag ko Tov background to onoio Oa mailel live feed amd v kauepa. Ola To TO TAV®

yivovtar péca otov editor ko pe ) Pondeia evog AR SDK.

Tavtoypova o dévtepn Kauepa, e BEon 101a pe TNV TPOTN aAAd PAeTOVTOC TPOG TV
avtifetn katevBuvon, Ba mapel otrypdTLTO Kol B To yprMoomooet Yo va Bpel To
O PAOTEWVO TOL GNUEID TO 0010 B AVTITPOCMTEVEL KOl T PMTELVY TNYT GTO OWUATLO.
H 6¢om avtod tov onueiov Ba petappactel o€ mayKOoUIEG cLVTETAYUEVEG Yo TV AR
oKNVA pHog Kou og ekeivn t 0éon Oa tomoBetnoovue éva Light Source to omoio Ba

eotilel ta aviikeipeva Tov mapepPfdirovue oto feed e kduepdc pac.
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3.2 Koppdtio Tov ZocTipatog

OAOKANPN M AVoM HoV UmPopel Vo GTAGEL G dVO KATNYOPIES, TO UEPTN TOL OVIIKOLV
GTOV TPOYUOTIKO KOGLO KOl TO, LEPT TTOV GVIIKOVV GTO GVGTNUO, Kol KAOe pio o’ avtég

amoteAeiton amd ta dikd tovg components (BAére Zynua 3.1):

a) Koppdatio otov mpoypatikod kOGHo
a. XvoKevn Tov ypnotponotovue (kwvnrod/tablet)
I. Mmpootd Kapepa, TNV 0moio, YPTGUYLOTOOVUE Yio VO, BPOVLUE TN
QOTEWVN TNYY).
ii. IMiow kauepo, TV omoio ¥PNOUOTOOVUE Yo Vo Bpodue TovV
marker ko 6o anoteléoet To feed yia o background g oxnvig
HLOG.

iii. 006vn, Tave otnv omoia Ba eppavifovpe T ATOTEAECUATA LLOG,
onAadn to feed g micw Kapepag LE TO EIKOVIKO AVTIKEIUEVO LLOG
tonoBetnuévo otn BEomn mov vodeikvoel 6 marker.

b. ®wtewvn nyn, Bdoel ¢ omoiag Oo pwTIoTEL TO AVTIKEINEVO [LOG.
c. Marker
b) Koppdtio Lvotiuotog
a. Editor, uéow tov omoiov Oa dnuovpynoovue v AR oknvi kot Oa
YPNOCLOTOCOVLE Yio TNV TomoBETNoN TV KOppatidv t¢. Emiong Ba
evaoel 10 Aoywopkd AR pe toug alydpiBpovc pog yuor vo mopaet o
oAOKANpOUEVT AVOT).
i. ®om marker.
ii. @fom aviikewévov o oyéon pe tov marker.

iii. ®fom kauepog.

IV. ®éon dmtevng anyne.

b. Aoyiwouikd AR, ypnoipomnoteitat ylo v avayvopior Kol ToV Opiopd Tov
TapapsTpov tov Marker (amoéctaon kot orientation) kot ta emoTpéPet

otov editor ywo va urodv otnv AR oknvn.
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C) Alkyopduot
a. AlyopBuog yo tnv gdpeom g BEONG TG POTEWNS TNYNG.
I. AlyopiOupog mov eEodeipel t0 mPOPANUO TOL NOISe omd TNV
gKova.
Il.  AlyopBpog mov emlvel 1o TpoPAnua tov glare oty gwdva.
b. AlyopiBuog mov petatpénet T BEGN TS POTEWVNG TNYHG OO TNV EIKOVOL

oL 060NKe amd ™V KAUEPO GE MOYKOGUIEG GLVTETAYIEVES Yoo TV AR

GKNV1.
Light
Paosition
Algorithms
Light
Source
Front Light
Camera source
Image position
Camera Coords
& image
»
Marker

Front Coordinates
Camera Editar «— || AR Software

Back

—_—
Camera Camera coords Back Camera
& camera feed feed
>

Marker Device Scraen

showing camera
feed and the added
object

Tyfqna 3.1 — Zynuatiki] Teprypa@r] cVGTHNOTOS
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Kepaiaro 4

Set Up

4.1 oo Unity 23
4.2 ¥mowo Vuforia 25
4.3 VuMarks, ImageTargets, Object Recognition 26

4.1 Ztiowpo Unity

Amd Vv 1otocehida tov Unity katéfaca kot eykatéotnoa to Personal Package.
H eykoatdotaon tov eivor opketd omAn Kot TV avaAdpPaver oyedov
eEoloxAnpov 1o installer tovg.
ATd kel Ko EPA TO TL ¥petaleTan vo KAvel o ypnotng sivar vo kavet log in q
sign up pwv Tov dobei TpodSPacn oo mEPIPAAAOV avATTLENC.
Anpovpyei évo kavovplo Project.
"o To Script Editor mov Oa ypnoonomBei divovior dvo emhoyéc and to Unity.
Eite Oa yivel yprion tov Visual Studio /|, tov MonoDevelop. Ey® enéle€a 1o
MonoDevelop 6pmg kot yia tig dvo epurtdoelg opiCovpe Tov script editor pe ta
e&ng Prpata (dedopévovu 6Tt givar 101 EYKATESTNLEVOL GTOV VITOAOYIOTN).
Edit > Preferences... (BAéne Zynua 4.1) > Xto External Tools tab emiéywm
tov editor mov BéAw amd to External Script Editor (BAéne Zynua 4.2) >
Evepyomoid to Editor Attaching
Téhog mpémer va kavovpe ardayég €tol wote o compiler va Byaler cov
executable .apk apysio yia vo. pmopei va eykatactodel oe kivntd. Avto yiveton

pe to axoiovba frypara.
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File = Build Settings...2> Zto mapdbvpo Platform emiéyo Android -
Kérto ano to mapdabvpo Platform matd to xovuni Player Settings =2 Méoa
oto Inspector window mov Oo avoiel umop®d vo dw Kot va oAAGED OAa T
settings mov £yovv vo KAVOLV UE TV Paproyn oL Ba prel 6to Kivnto (m.y.

thumbnail, 6vopa, orientation k.Ax.)

<% Unity Personal (64bit) - firstScene.unity - VuforiaTest - Android <DX11 on DXS GPU>
File Edit Assets GameObject Component Vuforia Mobilelnput Window Help
Undo Selection Change Ctrl+Z m
Redo Ctrl+¥
Cut Chrl+X
Copy Ctrl+C -
Paste Ctrl+V
Duplicate Ctrl+D . -
Delete Shift+Del
Frame Selected F
Lock View to Selected Shift+F B ATON TUXEDOS
Find Ctrl+F
Select All CrleA
Preferences...
Modules...
Play Ctrl+P
Pause Ctrl+Shift+P
— Step Ctrl+ Alt=P
=H
| | Clea Sign in...
; iour
O S i i @ i e o N7,
& Selection > Wiour
i moved in a later wersion of Unity.
" Project Settings > |ins/x64/VuforiaWrapper.dil
(L)
' b B S T ? ins/x86/VuforiaWrapper.dil
— Graphics Emulation >
Snap Settings...

") Setting platform to 'Editor' for plugin: Assets/Plugins/x86/VuforiaWrapper.dil

Typa 4.1
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Unity Preferences d

External Tools/
General External Script Editor | MonoDevelap (buile-in) |
Add .unityproj's t/ o
External Tools Editor Attaching [«

Colors Image application | open by file extension al
Keys Revision Control Diff/Merge | al
Mo supported Asset Server diff tools were found.
Gl Cache & Flease install one of the following tools:
- SourceGear DiffMerge
- TkDiff
— - PAMerge
- TortoiseMerge
Cache Server - WinMerge

- PlasticSCM Merge
- Beyond Compare 4

J Android

SDK  C:/Users/Michael/android-sdks || Browse || Download |
IDK | C:\Program Files'Java'jdk1.8.0_1I|| Browse || Download |
MDK | H Browse || Download |

IL2CPP requires that you have Android MDE ri10e installed. |

Yyqpa 4.2 — Unity Preferences window

4.2 oo Vuforia

I.  Amd v 1otoocedida tov Vuforia matd to tab Dev Portal ko petd oto
Downloads. Ano kel katefalm to makéro yia to Unity (BAéne Zynua 4.3).
ii.  Anuovpyd N avoiym éva kawvovplo project oto Unity.
lii.  Bpioko 10 makéto mov katéfaca Kot KAV Ao KAIK Tave 6° ouTo.

Iv.  Xto mopdabvpo mov Oa avoi&el péoa oto Unity matd Import (BAéne Zynpa 4.4).
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s vuforia™ beveloper Portal

Home Pricing Downloads Library Develop Support

SDK Samples Tools Early Access

Vuforia 6.2

Use the Vuforia SDK to build Android, i0S, and UWP applications for mobile
devices and digital eyewear. Apps can be built with Android Studio, XCode, Visua
Studio, and Unity.

* Download for Android
vuforia-sdk-android-6-2-10.zip (5.80 MB)

Download for iOS
vuforia-sdk-ios-6-2-9.zip (15.98 MB)

i0S

am Download for UWP

. vuforia-sdk-uwp-6-2-9.zip (7.27 MB)
Download for Unity /

vuforia-unity-6-2-10.unitypackage (46.20 MB)

Sunity

Release Notes

Yympe 4.3 — Link yua ketéfaopa Tov assets yua to Vuforia

T
Import Unity Package

vuforia-unity-6-2-10

[+ @ license_3rdpartynotice.txt s =]
== linke
¥ [= G3Plugins
v ﬁAndroid
[ [=| AndroidManifest.xml A =
¥ [ 55 libs
v M G armeabi-v7a
[ D libvuforia.so A
EDIihVanriaUnitvPlavzr.sn s
[ D libvuferiaWrapper.so A
v < src
v E ﬁcom
v [ 63 vufaria
¥ [ G5 vuforiaUnityPlayer
i@ﬂ:hugLng.ja\ra s =]
" 4 &30r'iz|-|1:a1:i|::|'|L.I1:i|ii:\|I Javss =]
(o 8 m T .

el

EW R § (=1
I

Yympa 4.4 — Import package window

4.3 VuMarks, ImageTargets, Object Recognition
Onwg avayépnke kot mo mave to Vuforia pag diver tn dvvatdtta va avarti&ovpe

eite marker based © markerless applications. I'ia Tovg 6komOVG TG AUTAM®UOTIKAG LOL

gpyaociog eméle€a va ypnoomomom markers yio tn 81k Lov EQapuoym.
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Mo 10 okomd avtd otV otocerido tov Vuforia pécw tov Dev Portal divetar otov
¥pNo 1M emAoyn va kéver Log in oto Aoyoprooud tov. Amnd exel oto tab Develop
vapyovv dvo vrmooed;idec. H pio eivar m License Manager kot 1 dAAn n Target
Manager péocw tmv omoimv pumopovue va dwyelpiotovue to. License keys kot didgpopa

assets mov Oa ypnoponocove Gto project pag.

Amd to License Manager pumopodue vo mpocHEcovpe Kot vo SloyEPLOTOOUE 1ON
vrdpyovta kAW (PAéme Zynua 4.5). Kébe ypnotng umopet va éxer péxpt 100 kiedrd
Kot qVTO TOL divel T SVVATOTNTA VO ONUIOVPYNOEL TOAAATAEG EQAPUOYES aveEAPTNTOL
™ o and v GAAn. Kdabe kowvovpro project éxet to dwkd tov License Key (PAéme
Yynua 4.6) ko emkolddton wveo oto ARCamera (PAéne Tynua 4.7) to omoio givar £va
amd To assets mwov sicdyoue and to makéto tov Vuforia ko pog diver ) dvvatdmTa va

TO XPNOLLOTO|GOVLLE.

Amo6 to Target Manager umopoOpe vo TpochEGovpE Kol VO SLOEPLGTOVUE dUPOPOV
edov marks (Paéne Zynuo 4.8), onwg VuMarks, ImageTargets, 3D objexts ki, ta
omoio pmwopovue va, katefdcovpe oav packages kot va ta tpocécovpe 6to project pog.
Av1o pog emrpémel va o avayvopilovpe péom g ARCamera kot va toug doBovv

GUVTETAYUEVEG LEGO OTI OKNVA LOG GE GYECT LE T CLOKEVT LLOG.

@ vuforia~ peveloper Portal Hello nutiel ~ | Log Out

Home Pricing Downloads Library Develop Support

License Manager Target Manager

License Manager
Create a license key for your application.
Add License Key

Name Type Statusv Date Modified

VuforiaTest Develop Active Oct 1, 2016 16:40

Yyqpa 4.5 — License Manager tab
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VUfOI'IaTeSt Edit Name Delete License Key

License Key Usage

Please copy the license key below into your app /

LRdlei3/////BRARGHDCz6MWlkIva+zg2kOuUhr ZgWneeORaQ+Sr
tsNpz JIHM1vTnFOfevyNMRgOxARNnr kWE SVmrdAFT 7r yhpDRUV3 ZK
XEr4 ShGE3nMvXESzV+Mh éMY] 30D4WYBPgELP] 6CyvuAM3 1 rulHLs+
XUROxbowvGXvN1yD3ceJThG] ko PWGon/OTDWFgWFE fewlU2u+LIjgvv
QrvJNJIY5ID6EgchDFYN] 22 IQUIFt3ENwZpEJSWEMl u+KChTj J4 sM
8B4yDvmCCXyleMrZKzcgrQas3tv2peMBITV3UDJOCIAC3IECAD] Tm
POsNEFbMASSRDOYywWMQE 1 TNDL EnZgmSEw7Sd8t eWp8QlzgeO0+GHST
URC+iN1NbObyWRE3

Device: Mobile
Type: Develop
Status: Active
Created: Oct 11, 2016 16:40

Yyqpa 4.6 — License key yio tqv ARCamera

€ Inspector u =

¥ ARCamera []static -

Tag [Untagged #] Layer [ Default #]

Prefab | Select [ Revert | Apply |

¥ .~ Transform B &
Position Xo Y 0 2 0
Rotation Xo Y 0 2 0
Scale X1 ¥ 1 Z|(1

20|+ Audio Listener o,

‘l’ [ vuforia Behaviour (Script) £,
Script VuforiaBehaviour @

App License Key ARdlei3/f/f//AAAAGXDCZzEMWIK]
vq+zqZkOuUhxZgWnee0QaQ+5rts
MpzliHM 1w TnFOfevyNMRgOxARNrk
WHVMrdAFTZryhpDRUvw3ZKxEr4d4s
bGfInMuXESzV+Mh6MYj30D4WYS
PgEkPj6 CyuAM3lruOHLsS +xUROxbo
vGXvN1yD3celhGjkoPWGqn/OTD
TAMIE rmsae EEFnsanl 10 | | TamsssaMaif Tl ITWY C

Camera Device Mode| MODE_DEFAULT l
Max Simultaneous " 1

Max Simultaneous " 2

Load Object Target|«

Camera Direction | CAMERA_DEFAULT
Mirrer Video Backgrei| DEFAULT

World Center Mode| FIRST_TARGET

ar

J
J
J

ar

ar

P | Digital Eyewear Behaviour (Script) £,
I* [ Default Initialization Error Handler (Script) 3,
l- [« Database Load Behaviour (Script) 3,
P— [+ video Background Manager (Script) o,
I‘- [¥ Smart Terrain Tracker Behaviour (Script) 3,
P [¥ Device Tracker Behaviour (Script) o,

Tyqna 4.7 — Inspector window yva ARCamera

28



s vuforiar peveloper Portal

Home Pricing Downloads Library Develop

License Manager Target Manager

Target Manager

Use the Target Manager to create and manage databases and targets.

Add Database

Database Type
VTest VuMark
VTest2 Device

Support

Hello nutiel ~ | Log Out

Targets Date Medified
1 Nov 01, 2016 19:37
& Nov 15, 2016 21:11

Yyqpa 4.8 — Target Manager tab
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Kepalaro 5

Aviyvevon & Tomo0étnon Porevic IInyne

5.1 Ewcayoyn 30
5.2 Aviyvevon ®wtevig Inyng 31
5.3 AkyopBpog Gaussian Blur 32
5.4 AlyopiBuog Pixelate 35
5.5 TomoBétom Gwtevng Tnyng 37

5.1 Ewsayoym

To AR wxoppdtt g €poppoyns, Omwg avaeépbnke kot mo mave, 6o viomowmnOei
e€oloxpov and to Vuforia. To povo mov £(ovpe vo. KAVOLUE amd TNV TAEVPA LOGC
elvar va etodyovpe tnv ARCamera kou to. ImageTargets otn oknvi Kot vo 6YE310C0VHE
elte éva dwodldotato M TPLOOICTOTO OVTIKEINEVO TO omoio Bo eppaviletor o€

TEPIMTOON TOL AVIYVELGOLLE Eva. omd avtd to. marks (BAéne Tynua 5.1).
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ARCamera

ImageTarget

Yypa 5.1 — Zknviy tov Vuforia

3D objects

5.2 Aviyveven ®oteviig IInyig

Mo v aviyvevon g eoTtev)g YNNG Taipve apmta on’ 6Ao to feed g purpootivig
KAUEPOS TOL KIvNToD Kol TOo amodnkedm péoa oe €va povooldotato mivaka. Ilpv tov

amonkevowm dpwe petotpénm tnv RGB tiur tov og Luminance pe tov tomo
= luminance = 0.2126*red + 0.7152*green + 0.0722*bluel™

Avtdg 0 TOmOg O pog dtvel akpiPEc amoTéAEGA, Yo TO 6KOTO oL TO BEAoVUE OUMC
elvol apketd Kol TOAD Mo ypNyopo amd  GAAOVLE TOMOL TOV KAVOLV TO 1010 e

epLocOTEPN aKpifeta.

Aol petatpéyovpe pe avtdov tov tomo Ol to pixel g ewdvag mov AGPaue o€
Luminance umopolOue e [0 YPOUUIKY GAp®oT TOL Tivaka va Bpodue TO To pOTEVO
pixel kot pe Pdon ™ Béon TOV VO VIOAOYIGOVUE TPOCEYYIOTIKA TN BEGN TG POTEWVNG

TNYNG GTO Y®PO, TOTOOETMOVTAG TNV GTNV avdAoyn BEon ot oKV Hog.

To mpdPANUA TOV TPOKLTTEL OUW®G LE CLTH TNV TEYVIKN &ivan To0 OTL TOAAEG POPEC M
TOWOTNTO TNG UTPOCTIVIG KAUEPAG OeV €lval TOAD KOAN Kol Ol EIKOVEG KOTAANYOVV V.
éyovv noise (BAéme Zynquo 5.2). Avtd ta pixel Aowdv pog dnpovpyovv mpdPfAnua

emeldn av eivar Aevkd Oa pag emotpéyouy v yniotepn T o Luminance kot petd
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™ odpwon to pixel pe mv ynidtepn T Oa Ppioketol mavio Tpog 0 TEAOG NG
ewovag. Av Paciotobpe o ovt) TV TEXVIKN UOVO 1 Béom ™G QOTEWVNG TYNS 01N

oknvn pog Ba drapépet pe v avarloyn B€om g oToV TPAYHATIKO KOGHO.

Tyuae 5.2 - dotoypagio pe 06pvpo

5.3 AhyépOpog Gaussian Blur

Abvon oto npoavapepbév TpdPAnua Tpocpépel o AhyopiBuog Gaussian Blur. Avtog o
aAyopiOpog “cEoporvvel” Tig ewkovee AapPdvoviac vmoyn to duthovda pixel. ‘Oco
nepiocotepo. pixel AdPovpe vwoyn Yo Tov €XAVODHTOAOYIOCUO TOL KEVIPIKOD, TOGO
eplocoTEPO eEaleipeTar 0 BOpLPOG amd TV ekdVA Pag, Kot amd TV GAAN pepld TOGO

mo BoAx| yivetan (PAéne Zynua 5.3).

H viomoinon avtod tov AlyopiBuov dev givar dvokoAn. I'evikd To T1 Khvel o Prpata
etvau:
a. [Iaipvel kéOe pixel g ewdvog Egymprotd.
b. T po axtiva R (povog apbpog) maipvet to kovti RXR pe kévrpo 1o pixel oto
omoio Ppioketar ko avadéter Papn ota pixel mov Ppickovrar péca oo KovTi.

(BAéme Zynua 5.5)
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c. To ypodpa tov kabe pixel Tolhamracialetar pe T PAPOG TOL Kot O TYEG TOVG
TpooTifevtal.

d. O apBudc mov mApape dSupeitor pe 1o GBpocua OA®V TV Papdv TOL
TOMOOETNGALLE KOl TO OTOTELEGLOL TOV TTA{PVOLLE ETvar 1] VEQ TN TOL KEVTPIKOD
pixel.

e. Av éyovpe va KAVOLUE [E €KOVA OV ypnotonotel To cvotnua RGB avt) 1

Sladkacio TpEmeL va yivel yuo kdbe KavaAl Eexmplotd.

Ta Bapn mov divovtat ota pixels givar avéroyo e TV amdOGTAGT TOVG GO TO KEVIPIKO
pixel (PAéme Zyfuo 5.4), ue dAho Aoylo To opécms yertovikd pixel éxovv peyaldtepo
OVTIKTUTO OTOV VTOAOYIGUO TOL VEOU YPAOUOTOS TOV KEVIPIKOV o’ OTL GAAC OV

Bpiokovtot o pokpid.

r , ’ ’ r I 2 ’ r
To k610G ALTOV TOL aAYyopiBuov eivan apketd peydro, O(N*R?) yio v akpifela 6mov
N eivar to Vyog enl 10 TAATOG TG 1KOVOS Hog Kot R n aktiva mov waipvovpe yio KGO

pixel.

Ag Bo Mtav KaBOAOL TPOKTIKO Vo cvumepiAdfovpe €vo Tétolo OoAyoplOLo otV
EQOUPUOYN HOG aPOD O YPOVOG TOL YPELAleTOL Yo VO TEAEIDMOEL givon vrepPoitkd
UEYAAOG, UTOPOVIE OUMS VAL YPNGLULOTO|COVE L0l TTOPAAACYT] GLTOV TOV aAYopiOuov.
H moparroyn avt dev €xetl emionua d6vopa kot 0ev EEPOVLLE TTOL0G EIVOL O EUTVELGTNG
™e, dNUOGIELTNKE OUmG KAT® omd to ovoua “Fastest Gaussian Blur (in linear Time)”

omd tov Ivan Kuckirtl,

Av1 1 Tapoariayn Tov adyopiBuov pag divel To 1010 oXeOOV ATOTEAEGLLO LE TOV OPYLIKO
aAlG og ypoupikd ypdévo, O(N) ywoo v akpifeln. Me v Kowvovplo. k0N TOL
aAyopiBuov omAomolovvTol TOAAEG Ol00IKOGIEG Kol €V TEAEL KOTOPEPVOLUE VL
UEIOGOLVUE TNV TOAVTAOKOTNTA TOV aAYOpifUoL apKETA £TGL MGTE Vo Log Eivol dSuvatod

V0L TOV YPTGUYLOTOU|GOVLE Y10, TNV EQOPLOYT LOGC.
Mepkég and 115 aAlayég mov Eyvav givar n adhayn g peboddov mov kabopilovral ta
Bapn. Me 10 véo aAiydpiBuo to PBapoc mopauével 1610 yioo Ola ta pixel £yovue dumg

TOAG TEPAGUATO KOl UIKPOTEPEG TTEPLOYEG VO KOADWOLUE £TGL KOTAANYOLUE HE pia
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OPKETO KAAT TPOGEYYIOT OTOV apyIKO aAyopidpo. Metd siodyovtog tov 6po Horizontal
ko Total Blur, ta omoia e€&nyovvtar kaAdtepa oto blog tov avBpdmov mov 10
onuocigvoe piyvoope akOUN TEPICCOTEPO TNV TOALTAOKOTNTO WEYPL OVTN Vo Yivel
ypapukn. Téhog av mapatnpioovpe yertoviké tiuég oto Horizontal Blur BAénovpe 6t
elvar oyeddv 1d1eg Kat ovTO pHog Sivel TN SLVATOTNTO VO ETOVOYPNCULOTOCOVLE TULES
oo TPOTYOVLEVO TEPACLLO KOL VAL UV YPENGTEL VoL KAVOLpE EavE TOVS VITOAOYIGHOVG.

H odwdwkacio pe v omoio xotaAnEope 6€ 00T TNV TOPOAAAY TOL aAyopifuov

eaivetar oto [apdptmua A.

Type 5.3 — Aggld, Kavoviki] s1KOve QOTEWVNG TNYNS, APLeTepd, 1 idta swkova pe @iktpo Gaussian
Blur axtivag 11

006
05
008 -
003 -
002

oo -

wo
v

Type 5.4 — Tevuen} W6éa Yo Tov vroroywopo Tipng evog pixel pe Gaussian Blur (n khipaxa dev &gt

VO KAVEL PE TOV aly6p1Opo)
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Yyue 5.5 — Bapn mov tomodstodvranr Tumkd oto pixel yOpw amd To KeEVTPIKG Y100 TOV VTOLOYIGHO

™MGe TYig Tov

5.4 AkyoprOpog Pixelate

Me 1ov Mo méve adydpBpo Acape 1o TpoPfAnue tov Bopvfov oy kdva, TOpOAL
aVTA TOPOUEVEL VoL akOpa TPOPANUa vo. Abcovpe, To TpdPAnua Tov glare and emtevig

myég (BAEme Zynua 5.6).

Otav n potevn myn pog Ppioketor EKTOG TOV OTTIKOV TEGIOV TNG KAUEPAS LOg ENACTE
evtaet. Otav Opmc TePAcEL EVTOG TOL OTMTIKOV TEGIOL 1 AVTAVAKANGCT] TAV® GTO YVLOAL
dnpovpyet awtd to glare effect to omoio pag dnpovpyei TpoPfARUOTO GTOV EVIOTIOUO
g B€ong g TYNG Tov ®TOG. 1o GVYKEKPIUEVA, OKOUO KL OV YPT|GLLOTO|COVLLE TOV
Gaussian Blur ywa va e€adeiyovpe o 06pvPo, ot aktiveg mov dnuiovpyodvral amd To
glare dev givar BopvPog aov de wildpe T Eov yroo pepovouévo pixel pe aAlolmpévo
xpOU OAAG Yoo cuveyOpeva pixel twv omoiwv To ypodpo AMednke £tot akpPdc and

KapEPQL.
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Amd ™ oty Aowmdv mov o Gaussian Blur de pmopel va pag Bondnoet otpepouacte o
évav mo amAd, OUMC MO TUPLOGTO GTN GLYKEKPUEVN TepimTmoT, aAydpiduo Tov

Pixelate.

O Pixelate kavet katt moAd mo ankod and tov Gaussian Blur. Avti va acyoleitar pe éva-
éva to. pixel g ewdvag, ta emeepydleton e opddeg kol To avtikadoTd pe éva
HEYOAVTEPO Y100 KAOE opdda Kol divovidg Tov TOV HEGO OPO YPDOUOTOG TOV ELYOV TO

pixel mov avtikatéotnoe (PAEne Tynfua 5.7).

H Brpatikn meptypaen avtod tov adyopiBuov €yl og e&ng:

a. Apyilo amd 1o mpoto pixel pag ewdovag NXM kot maipve éva kovti YXY Tov
omoiov To mpmTo PiXel givan emiong T0 TPMOTO TNG EIKOVAC.

b. T xaBe pixel pésa oto Kovti mov mApa aBpoilw TV TN TOV YPOUATOS TOVG
Kot dtap® ot YXY. Avto Ba pog 0doel 1o Péco 6po OAMV TV YPOUATOV HECH
GTO KOVTL.

C. Avoféto v Tiun Tov THPA GOV TO PO TOL peydrov pixel Tov nhpe thpa ™
0¢om TV vToAoinmV. e TEPITTMON TOV J€ UTOP® VO LEYUADT® TO HEYEDOG TV
pixel anAdg avabétm v Ty avti g 6Aa Ta pixel péoa 6to KovTi.

d. Toipve to emduevo pixel Y Béceic mo petd kor £xovioc ekeivo g 10 TPOTO
pixel emavarapupave to Ppoto omd 1o a. aALALovTog ypauun omote ypeldletan
péYpL va, teAeumdoovy To. pixel.

e. Av éyovpe va KAVOLlE [E €KOVA OV ypnoonotel To cvotnua RGB avt) 1

dladkacio TpEmeL va yivel ylo kdBe Kavail Eexmplotd.

O alyop1Buog avtdg pmopet va etvar o amhog, Touptalel OUMG KOADTEPO OTIC OAVAYKES
pog oeod pe apketd peydio Pabuod pixelation pmopovue va PBpodue 1o onueio oty
ewovo pe ta teptocoTepa otV pixel (PAéme ynua 5.8) kot va mwhpovue o opkeTd

KoAN 10€a Y10 To TOV TEPImOv PpicKeETOL 1) POTEWVY TTNYY).
O Pixelate &yet ypovikny moivmiokdtrta O(N) émov N givor To piKog eni to TAGTOG TG

€IKOVAG OV pog Otvetar, umopel Aoumdv vo €QapUOcTEl €0KOAM OTO TAGICLL TNG

EKTELEOTC TNG EQUPUOYNG Lo XOPIG va emPaphvel VITEPPBOAMKA TO ¥POVO EKTELEGTC.
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Yype 5.6 — Mopaderypa glare goteiviig anyg o€ goToypapia

T T
Typo 5.7 — Hapadsrypa olyopiBpov Pixelate (apistepd sivar n original swéva, ot péon

gp@aviCovrar povo ta pixel mov sivan yepdra kon dg&1a To anotédeopa Tov Pixilate)

Tyqpa 5.8 — Aprotepd, N KOVOVIKH £Kéva TG QOTEWVHS TYNS. Agdld, N 16w ewkova pe 50 @opég

neyororepo pixels
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5.5 Tomto0étnon ®otewviic Inyng

Me 1o tého¢ TOov aAyopiBuov Pixelate kotodnyovue pe o kavodpilo KOV 1 omoia
amoteAeitan amd éva apBud peyolvtepwv pixel 1o ypodua TOV 0TOI®V AVTITPOCOTEVEL

TOV HEGO OPO TMV YPOUATMV TOL VRNPYOV GE EKEIVN TN TEPLOYT GTNV APYLKT] EIKOVAL.

O aAyopiBuog yio v €0peon g B€ong ™S EMOTEWNG TNYNG OMOTEAEITOL OO TOL
axoirovBo Prjparo:
a. Tt dikn pov gpoppoyn éomaca v eikova o 49 pixel (7x7).
b. Me éva ypoappiko éleyyo Ppiokm ™ B€on Tov To pwtevov pixel
c. H 6éon ¢ pmtetvic myng oe maykoouieg cuvtetaypéveg opiletar og (Ci+2*i,
Cj+2*)) 6mov (Ci, Cj) o1 TOYKOGLIES GVVIETOYUEVES TNG Kauepag. (Enueiwon: Ot
CULVTETAYUEVES, |, | ToL kaBe pixel opilovion mg 0X0 yio to kevrpkd pixel, to i
aVEAVETOL TTPOG TOL TTAVE KO LELMVETOL TPOG TO, KAT®, TO | ALEAVETAL TPOG TO.

0e€1d Kol LEWDVETOL TPOG TOL OPLOTEPL)

ATO TN OTIYUR TOL YPNOUOTOIOVUE TOYKOOUIEG CLVIETAYUEVES, Ot YpeldleTal va
OVNGLYOVLE Y10, TN UETATPOTN TNG 0E0NC TOV OVTIKEWEVOV Y10 TO GUGYETIGUO TOVG UE
GAAo avTikeipeva Kot pe ™ xpnomn tov mark mov aviyvebcoope Mg T0 KEVIPO TOV KOGLOL
pog EEpovpe OTL N eoTEWV TNYN Hog Ba pével otabepr| ot GKNVI HOG OKOUOL KoL oV

petoakivnOei n kauepa.
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Kegdiaro 6

Amoteléopato

6.1 IIpocOnn Pwticpov 39
6.2 Avaivon Gaussian Blur 41
6.3 Avdivon Pixelate 42
6.4 X0ykpion Gaussian Blur & Pixelate 42

6.1 IlpocOkn ®PmTICHOD

H mpocHnkn poticpod oe éva této1o cvoTpa €ivol TOAD ONUOVTIKOG TAPAYOVTOG MG
pog TV aicOnomn mov Bélovpe vo ddcovpe oto ypnotn. O Adyog mov eivol TOGO
ONUOVTIKOG 0 0MOTOG QOTIGHOG €ivatl TO OTL TO OMG KOl Ol OKLEG €ival KATL Tov
Bliovovpe oty KabnuepvoéTTé paG, TOAAEG OPEG Ywpig va o kataddfovpe. Moag
BonBohv otV KOTOVONGT TOV GYNUOTOG KOl O HIKPAOV AETTOUEPIDOV GTNV TOTOAOYiN
™G empdveldg Toug. Emong ot okiég kot 0 TpoOToc Tov mTilovTot KAmolo avTiKeipeva
o€ oyéon pe dAAa pog Bonbovv va kotavoncovpe tn 0€0m TOLg GTO YDPO KOl LEPIKEG

QOPEG TNV AOGTOGT TOVG OO EUAC.

H dwapopd peta&d pog oknvig mov eotiletar amd Kkamola myn eotdg (BAéme Zynuo
6.1) Kou piag oknvig xopic va dmBei 1dtaitepn onpacio 6to oTIond Kot ympic Shadow
Casting (Bieme Zynua 6.2) givat ToAd epeovig.

Inueioon: 1o oyfua 6.2 ypnoyoromdnke Eva moAd amdd LOVTEAO POTIGLOV TO OTTOi0
dev Otvel onpacia oTIg OKIEG Yol VO QaiVOVTOL TO, OVTIKEILEVO, SLOPOPETIKA TO LOVO TOV

Oa Premape etvon £va padpo KouTi.
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Yypa 6.1 — Zxknvi pe ootiopé ko Shadow Casting

Yypa 6.2 — Zknvi 1opis gotispo ko Shadow Casting
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6.2 Avalvon Gaussian Blur

Onwg avaeépape Kot mo mave o AlyopiBupog Gaussian Blur exteAeitoan koavovikd og

ypovo O(N*R?), efoptrar dnhadn amd N o apBpoc tev pixel e ewoévag méve oty

omoio epapudlope to akyopbpo, kar R n andotoon oe pixel amd to kevrpkd pixel mov

Ba Adfovpe vTOYN Y100 TOV VTOAOYIGHO TOV YPDOUATOS TOV.

Me 1 ypnon evoég mo Pértiotov aAdyopiBpov Kotaeépape va  pifovpe Vv

noAvmhokotnta o O(N), eoreiyape dnAadn v e€dpnon tov aiyopibuov and 10 R

Kol umopovpe va, tapovpe 6t puéyebog axtivog OEAovpe.

Axolovbei mivaxag (BAéne TTivaka 6.1) pe 1o xpdvo mov yperdotike o Gaussian Blur ywa

va teppatiost. Ot TapOnkov TOAAEG LETPNOELS Y10 KAOE TEPIMTMOT KOl Ol TEPITTACELG

pog gtvon n axtiva R mov ypnoipomololpe.

#\rad 3 5 7 9 11 13 15 17 19
1 128 128 126 129 143 132 126 133 128
2 130 131 127 133 144 130 128 129 125
3 128 129 124 132 143 132 126 127 126
4 129 127 125 129 147 131 128 126 127
5 127 129 129 133 145 133 132 126 130
6 127 130 125 129 143 132 131 125 130
7 129 127 125 129 143 130 133 125 126
8 130 132 124 128 145 129 134 125 127
9 127 130 124 126 145 131 128 125 127
10 127 127 125 128 144 128 133 125 125
Avg | 128.2 | 129 | 1254 | 129.6 | 144.2 | 130.8 | 129.9 | 126.6 | 127.1

Hivakag 6.1 — IMivakog pe TEPopaTIKEG PETPGELS TOV 0Ayopidpov Gaussian Blur
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6.3 Avaivon Pixilate

O AlyopiBuoc Pixelate €xet kou avtdg molvmiokdmta O(N) apa dev €xel onpocio to
uéyebog tmv pixel mov Oa katoAnEet va £xetl 1 ekdva. apov Bo mepdoovpe omd o KAbe

pixel g apyikng ekdvag udvo o popa 6€ OAEG TIC TEPUTTMOELG.

AxolovOei mivaxog (BAéne Tlivaka 6.2) pe to ypovo mov ypeidotike o Pixelate yio va
teppatioet. H pebodoroyia pag eivar idta pe wo mavem pe ) dtopopd OTL 01 TEPUTTOCELG

pog givat o apBpdc tov pixel Tov omoio Kotaknyel va £yetl 1) TEAKN HOg EIKOVAL.

(#rad 9 16 25 3 49 64 8l 100 121 |
1 19 [ 20 [ 20 [ 20 | 21 | 21 [ 19 [ 25 | 19
2 20 | 20 | 20 | 22 | 20 | 20 | 21 | 21 | 20
3 19 | 20 | 20 | 21 | 20 | 21 | 20 | 20 | 19
4 19 | 20 | 20 | 20 | 19 | 22 | 20 | 21 | 20
5 20 | 20 | 19 | 20 | 20 | 20 | 19 | 26 | 20
6 21 | 20 | 20 | 19 | 20 | 20 | 20 | 21 | 20
7 20 | 20 | 22 | 21 | 21 | 21 | 20 | 26 | 20
8 20 | 20 | 20 | 20 | 20 | 20 | 20 | 30 | 19
9 20 | 19 | 20 | 20 | 20 | 21 | 21 | 23 | 19
10 | 20 | 20 | 21 | 20 | 20 | 21 | 19 | 20 | 19

Avg | 198 | 20 | 201 | 203 | 201 | 207 | 19.9 | 233 | 195

Mivoxag 6.2 — TTivakog pe melpopatikés peTpioas Tov alyopipov Pixelate

6.4 Zoykpion Gaussian Blur & Pixelate

Y10 téhoc NG Nuépag o adyopiBuoc Pixelate, av kot mo amAdc otnv vAomoinon tov,
amodeiytnke va e&umnpetel kKoAvtepa TG avaykec pog amd tov Gaussian Blur. To
EPMTNUA TOV UEVEL VO ATOVTIGOLUE glval KATA TOG0 ot dVo avtol aiydpiBuot Ba pog

TAPAEOVY KAAVTEPO OMOTEAEGLO OV TOVG YPNOUYLOTOGOVUE GE GLVOVACUO TP TOV
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kabéva povo tov. Me dhda Adywe va tpé€ovpe mpmto tov Gaussian Blur yw va
kabapicel 1 ewkova amd to B0pvPo kot petd vo tpé&ovpe tov Pixelate yio va Avoovpe 1o

poPAnua tov glare kot ev télel va Bpovpe T BEon TS eOTEWVNC TYNG.

Metd omd apketég dokiuég pavnke 0t 0 adyopiBuoc Pixelate ivat apketdc yio va Kavel
™ dovAeld mov Béhovpe. Ta amotedéopota givar apketd otabepd, av Kot Oyl TEAELD,
OTOTE OV VILAPYEL AOYOC VO ETPAPVVOLLLE TN EPAPLOYN LUE TEPITTOVS LITOAOYIoHOVS. O
Gaussian Blur av kot éxel otabepd ypdvo ektédeong ypedletar pepwa milliseconds
nepiocotepo and tov Pixelate (BAéme Zyfuo 6.3 kot Zynqua 6.4), kot ov Kot dev givan
TOAD HEYAAN Ol0popd, ©€ UL EQOPUOYN TOL OAANAEMOPO HE TOV YPNOTN OE

TPAYLOTIKO YpOVO glvorl apkeTO Yo va Qovel 1) S10popdL.

Pixelate

24
23

- / -\
20 W\O/\J \
¥ —4—Pixelate

19

3)o 3

w

17 T T T T T T T T 1
9 16 25 36 49 64 81 100 121

# of Pixels

Typa 6.3 — I'pagog otoyyciov Mivaka 6.2
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Gauss. Blur

150

145

140

135 / \
130
=—#=—(auss. Blur

125

(v 3 )0 3

120

115 T T T T T T T T 1
3 5 7 9 11 13 15 17 19

Radious(R)

Xypa 6.4 — I'pagog otovysiov Miveka 6.1

44



Kepaiaro 7

YopuneplopoTo

Ev téhel dnpovpynoope Hor epapproyn ywo. Kivntd 1 omoio avayvopiler éva marker
puéowm g Kauepog kot tomobetel, pue ) Pondeia Ttov marker ko Aoyiopkod AR, éva
OVTIKEILEVO OTO YMPO. TN GLVEYELD PPIOKEL TN POTEIVY TNy 0TO OWUATIO Ko pMTICEL

TO OVTIKEILEVO OVAAOYOL.

o kaAVTEPO vLIOAOYIOHO NG Béong ™C QOTEWNG TNYNG YXPNOWOTOW|COUE TOV
aroyopiBuo Pixelate ko puedetiooape v evailoktikn tov Gaussian Blur tnv omoio kot

amoppiyape apov dev Taiplalel 6€ avTn TNV TEPiGTOO.

To mpdypappa doLVAEVEL OMMG GYESACTNKE TNV apyYn oV Kol 1 akppng Béon g
QOTEWVNG TNYNG LEPIKES POPES £Vl SVOKOAO VO EVIOTIOTEL, €101KA LECO GE dMUATIO [LE
avorytOYpOUO YpoduUa Toly®wv, agod o Tumog Tov Luminance mov ypnouomotovue
Booilear oto ypopa tov pixel. Avtd Oa propovoe va dopbwpei pe to va (ntnoovpe
amd TOV YPNOTN VO YUPIGEL T GLUGKELN] TPOG TN POTEWVH TNYN 1| UE KATOOV TOLO0
eEeldkevuévo  aAyoplBno, o€ o TETOW TEPIMTOON OUMG TPEMEL Vo EPAOCTE

TPOETOACLEVOL Vo, Buctdoovpe amddoon.
210 péAhov avty mn eeoppoyn Ba pmopovoe vo avomtuybel mepetaipo pe to vo

avayvopilel TeplocoOTEPES OO Lo POTEWVES TNYES, AoV £Tol PaTILovTal TOALOT Ydpol

GTNV TPOYUOTIKOTNTOL.
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Hopaptnuo A

Axolovbei amooTooua amd T dNUocievon e Avong Tov aiyopibupov yio to Gaussian
Blur. OAOKANPY n avéivon umopet va Bpebet otV

otooeAida https://en.wikipedia.org/wiki/Luma (video)

Definition

The convolution of two 2D functions f and g is defined as the volume of product

of f and "shifted" ¢. The second function ¢ is sometimes called "weight", since it
determines, how much of f will get into the result

The Gaussian blur of a 2D function can be defined as a convolution of that function
with 2D Gaussian function. Our gaussian function has an integral 1 (volume under

surface) and is uniquely defined by one parameter ¢ called standard deviation. We will
also call it "radius" in the text below.

In our discrete finite case, we represent our 2D functions as matrices of values. We
compute the volume (integral) as a sum. Gaussian function has near to zero values
behind some radius, so we will use only the values - <X <r, I <y <r-rsx<r, -rs
y <r. This "useful" part of weight is also called the kernel.The value of convolution at [i,
il is the weighted average, i. e. sum of function values around [i, j] multiplied by weight.

Algorithm 1

For a general discrete convolution of f and weight function W, we can compute the
result b as:

O[iJT=3, -1 S ecs- Iy XTRWLY XIBLI=S e ™ F ey Xy X

For gaussian weight, we can compute only weights around [i, j] (area of 4-r?). When our
matrix has n values, the time complexity is O(n-r?). For large radii, e. g. r=10, we have
to do n*400 operations, which correspond to 400 loops over the whole matrix and that

is ugly.

source channel, target channel, width, height, radius
function gaussBlur_1 (scl, tcl, w, h, r) {
var rs = Math.ceil(r * 2.57); significant radius
for(var i=0; i<h; i++)
for(var j=0; j<w; j++) {

A-1


https://en.wikipedia.org/wiki/Luma_(video)
http://en.wikipedia.org/wiki/Convolution
http://en.wikipedia.org/wiki/Gaussian_function

var val = @0, wsum = 0;
for(var iy = i-rs; iy<i+rs+1; iy++)
for(var ix = j-rs; ix<j+rs+1; ix++) {
var x = Math.min(w-1, Math.max(@, ix));
var y = Math.min(h-1, Math.max(@, iy));
var dsq = (ix-j)*(ix-j)+(iy-i)*(iy-i);
var wght = Math.exp( -
dsq / (2*r*r) ) / (Math.PI*2*r*r);

val += scl[y*w+x] * wght; wsum += wght;

}
tcl[i*w+j] = Math.round(val/wsum);
}
}
Algorithm 2

Let's introduce the box blur. It is the convolution of function f and weight w, but weight
is constant and lies within a square (box). The nice feature of box blur is, that when you
have some weight function having the same variance, it converges to gaussian blur
after several passes.

In this algorithm, we will simulate the gaussian blur with 3 passes of box blur. Let's
denote the half of size of square as br ("box radius"). The constant value of weight

is 1/(2-br)? (so the sum over the whole weight is 1). We can define box blur as:

Db 1= =i e o FTY XI/(2- D)L 1=y ™S o™ Ty X1/ (2-br)?

We have to convert the standard deviation of gaussian blur I into dimensions of boxes
for box blur. | am not very good at calculus, but fortunately | have found this
website and used their implementation.

function boxesForGauss(sigma, n) standard deviation, number of
boxes
{

var wIdeal = Math.sqrt((12*sigma*sigma/n)+1); Ideal averaging

filter width
var wl = Math.floor(wIdeal); if(wl%2==0) wl--;
var wu wl+2;

var mIdeal = (12*sigma*sigma - n*wl*wl - 4*n*wl - 3*n)/(-4*wl -

4);
var m = Math.round(mIdeal);
var sigmaActual = Math.sqrt( (m*wl*wl + (n-m)*wu*wu - n)/12 );

var sizes = []; for(var i=0; i<n; i++) sizes.push(i<m?wl:wu);
return sizes;
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Our algorithm has still the same complexity O(n-r?), but it has two advantages: first, the
area is much smaller (br is almost equal to ¢, while significant radius for gaussian is
much larger). The second advantage is, that the weight is constant. Even though we
have to do it 3 times, it performs faster.

function gaussBlur_2 (scl, tcl, w, h, r) {
var bxs = boxesForGauss(r, 3);
boxBlur_2 (scl, tcl, w, h, (bxs[0]-1)/2);
boxBlur_2 (tcl, scl, w, h, (bxs[1]-1)/2);
boxBlur 2 (scl, tcl, w, h, (bxs[2]-1)/2);
}
function boxBlur_2 (scl, tcl, w, h, r) {
for(var i=0; i<h; i++)
for(var j=0; j<w; j++) {
var val = 9;
for(var iy=i-r; iy<i+r+l; iy++)
for(var ix=j-r; ix<j+r+l; ix++) {
var x = Math.min(w-1, Math.max(@, ix));
var y = Math.min(h-1, Math.max(9, iy));
val += scl[y*w+x];

}
tcl[i*w+j] = val/((r+r+1)*(r+r+l));

}
Algorithm 3

We have already simplified gaussian blur into 3 passes of box blur. Let's do a little
experiment. Let's define a horizontal blur and total blur:

bnfi j]=3 x=j-bri+brf[i,X]/(2-br)befi, jI=3y=i-bri+brbn[y, ]/(2-br)bh[i,jl=5 x=i
—brj+brifi,x]/(2-br)bti,jl=3y=j-brj+brbh[y,j]/(2-br)

Those two functions are "looping" in a line, producing "one-dimensional blur”. Let's see,
what total blur corresponds to:

bt[i,j1=2 - bh[y J1/(2-br) =2, - o (s oLy X1/ (2-b1))/ (2-br) =3,
™Y ey LY X202 JIES i ORI 1 (2-D0)= ™ (S oo
[y X(2-D)(2-D1)=F ot ™S iy X1/ (2-br)?

We just discovered, that our total blur is box blur! Both total blur and horizontal blur

have a complexity O(n-r)O(n-r), so the whole box blur has O(n-r)O(n-r).
function gaussBlur_3 (scl, tcl, w, h, r) {

var bxs = boxesForGauss(r, 3);

boxBlur 3 (scl, tcl, w, h, (bxs[@]-1)/2);

A-3



boxBlur_ 3 (tcl, scl, w, h, (bxs[1]-1)/2);
boxBlur 3 (scl, tcl, w, h, (bxs[2]-1)/2);
}
function boxBlur_3 (scl, tcl, w, h, r) {
for(var i=0; i<scl.length; i++) tcl[i] = scl[i];
boxBlurH_3(tcl, scl, w, h, r);
boxBlurT_3(scl, tcl, w, h, r);
}
function boxBlurH_3 (scl, tcl, w, h, r) {
for(var i=0; i<h; i++)
for(var j=0; j<w; j++) {
var val = 9;
for(var ix=j-r; ix<j+r+l; ix++) {
var x = Math.min(w-1, Math.max(@, ix));
val += scl[i*w+x];
}
tcl[i*w+j] = val/(r+r+l);

}
}
function boxBlurT_3 (scl, tcl, w, h, r) {
for(var i=0; i<h; i++)
for(var j=0; j<w; j++) {
var val = 0;
for(var iy=i-r; iy<i+r+1; iy++) {
var y = Math.min(h-1, Math.max(@, iy));
val += scl[y*w+j];

}
tcl[i*w+j] = val/(r+r+l);
}
}
Algorithm 4

One-dimensional blur can be computed even faster. E. g. we want to compute
horizontal blur. We compute bn[i,j],bn[i,j+1],bn[i,j+2],...bh[i,j],bh[i,j+1],bh[i,j+2],.... But
the neighboring values bn[i,j]bh[i,j] and bn[i,j+1]bh[i,j+1] are almost the same. The
only difference is in one left-most value and one right-most value.
Sobn[i,j+1]=bn[i,j]+f[i,j+r+1]—f[i,j—r]bh[i,j+1]=bh[i,j]+f[i,j+r+1]-fi,j-r].

In our new algorithm, we will compute the one-dimensional blur by creating

the accumulator. First, we put the value of left-most cell into it. Then we will compute
next values just by editing the previous value in constant time. This 1D blur has the
complexity O(n) (independent on r). But it is performed twice to get box blur, which is

performed 3 times to get gaussian blur. So the complexity of this gaussian blur is 6
*0(n).

function gaussBlur_4 (scl, tcl, w, h, r) {
var bxs = boxesForGauss(r, 3);
boxBlur 4 (scl, tcl, w, h, (bxs[@]-1)/2);
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boxBlur_4 (tcl, scl, w, h, (bxs[1]-1)/2);
boxBlur 4 (scl, tcl, w, h, (bxs[2]-1)/2);
}
function boxBlur_4 (scl, tcl, w, h, r) {
for(var i=0; i<scl.length; i++) tcl[i] = scl[i];
boxBlurH_4(tcl, scl, w, h, r);
boxBlurT_4(scl, tcl, w, h, r);
}
function boxBlurH_4 (scl, tcl, w, h, r) {
var iarr = 1 / (r+r+l);
for(var i=0; i<h; i++) {
var ti = i*w, 1i = ti, ri = ti+r;
var fv = scl[ti], 1lv = scl[ti+w-1], val = (r+1)*fv;
for(var j=0; j<r; j++) val += scl[ti+]j];
for(var j=0 ; j<=r ; j++) { val += scl[ri++] - fv
; tcl[ti++] = Math.round(val*iarr); }
for(var j=r+1; j<w-r; j++) { val += scl[ri++] -
scl[li++]; tcl[ti++] = Math.round(val*iarr); }
for(var j=w-r; j<w ; j++) { val += 1lv -
scl[li++]; tcl[ti++] = Math.round(val*iarr); }
}
}
function boxBlurT_4 (scl, tcl, w, h, r) {
var iarr = 1 / (r+r+l);
for(var i=0; i<w; i++) {
var ti = i, 1i = ti, ri = ti+r*w;

var fv = scl[ti], 1lv = scl[ti+w*(h-1)], val = (r+l1)*fv;
for(var j=0; j<r; j++) val += scl[ti+j*w];
for(var j=0 ; j<=r ; j++) { val += scl[ri] - fv

;  tcl[ti] = Math.round(val*iarr); ri+=w; ti+=w; }
for(var j=r+l; j<h-r; j++) { val += scl[ri]

scl[1li]; tcl[ti] = Math.round(val*iarr); li+=w; ri+=w; ti+=w;
for(var j=h-r; j<h ; j++) { val += 1lv -

scl[1i]; tcl[ti] = Math.round(val*iarr); li+=w; ti+=w; }

}
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