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Evyoprotisg

Oa Mbsha katapynv va gvyoplotno® Ttov emPAémovia kKadnynty pov K. [dpyo
XpuodvBou yua v kalBodrynon kot Bonfsia tov. Emiong Oa 0ela va evyopiomom tov

Avtpéa Ap1oTeldon Y10 TIG 10£EG TOV OV TPOCPEPE Y10 TNV DAOTOINOT TG EQPOPLOYNG.

Téhog, VYAPIGTAO TOVG PIAOVS KO TNV OIKOYEVELX LOV HE TIC GUUPBOVAEG KOl EIGNYNOELG

ToVG e fornoay va OAOKANPOG® TNV £PYACIO QLTY).



Iepiinyn

Avt 1 dSmAopatiky epyacia €xel o¢ Bépa v dnpovpyia eKpadnon TopadocloK®OV
KUTPLOKAV YOPAV HECH TPICOAGTATOV TOLYVIO0D YPNoLOTOI®VTOS T0 Microsoft

Kinect.

O ypnotng Ba umopécetl va emidéEetl tov yopd mov embupel HEG® evOG EVOD, Kol GTN
GUVEXELN VO SOKIILAGEL TIG IKOVOTNTEG TOV pe TN Ponbeia Tov ynoeakov dackdiov. Me
™ PonBeta Tov Microsoft Kinect Ba avayvopiletal n kivnon tov ypriom kot Oa yiveton
GUYKPION HE OUTH €VOG EUTEPOL YOPELTN GE TPaypatikd ypovo. H xkivnon tov
LOVTEAOL TOL EUTEIPOL YOPELTN KATOYPAPNKE UEGH TOV GLGTHUOTOS KOTAYPOPNG
Kkivnong mov mapéyet to [avemotmo Konpov kot cuykekpipéva to epyactipo Virtual

Reality, kot evoopatdveTol 610 TPIGOIAGTATO LOVTELO EVOG YOPELTY.

To mauyvidt diver otov ypnom pia Eexwplot) aAANAETIOpacn HE OVTO OPOV OAEG OL
Aertovpyieg yivovtar ywpig v ypnon controller 1 mwAnktporoyiov. Kivntpo 1ng
gpyaciag ovTne etvar 1 TPo®ON O™ TG TOAMTIGTIKNG KANPOVOLLOG KOl 1) TPOGEAKVOT TNG
veolaiog mpog TNV eKpanom mopadocslokdv yopav. Emiong, m epyacio avt

mpowbeitan yuo o [ToMtiotikd Epyastiprio Ayimv Oporoyntdv.
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Kegpaiaro 1

Ewsayoyn

0 B P 1
1.2 Z10%0G SUTAMUOTIKIG EPYOGTIOG + v nnveenteenteeeneeeteeetteeeeeaneeaaeenneennaanns 2
1.3 AOLT OVOPOPAG. v ettt et et e et e e ettt e e e ee s 4
1.1 T'evika

Ta ypagikd vToAOYIGTOV £XOVV Bpel ePaPLOYES O1APOPOVS TOUEIS, Kot UEPA LUE TN HEPQ
eppaviovror véeg eEeliéelg otov Topén TOLg AOY® NG paydaiog avdmtuéng toug. Mo
Ao TIC O OMNUOPIAEG TEXVIKES IOV EKOVE TNV EULPAVION TNG TO TeEAgvTaia XpOVia ival 1
Katoypaen kivnong (motion capture). H xotaypoaen xivnong eotialeton otnv
SladIKacion KOToypo@ng Kivnong OVTIKEWEVOVY 1| avOpOT®V, Kol £TELTO TO OEOOUEVA

QUTE PLTOPOVV VaL YPNGLULOTOBOHV Y10 TNV KIVIGT1) EVOG EIKOVIKOD YOPOKTNPCL.

Mol pe v teyvoroyia avtr apyloov vo epueavifoviolr cuyxpovmg Kot NAEKTPOVIKE
TOLVIOW TOV  EMKEVIPAOVOVTOL GTNV YPNON NG, HE TNV TAELOYNQio. TOvg Vv
EMKEVIPAOVETAL GE YOPELTIKA moryvidw (Zynuo 1.1). Aappdvovtag Tig véeg avtég
eEeMEelg VITOYT, TAIPVOLLE [0l YEVIKT] 10€0L Y10l TO Tl TPOGEAKDEL TEAELTOUMG UEPTKOVG
YPNOTEC TPOG £vo MAEKTPovVIKO moryviol. Towg vo embopodv g o peaAoTIKN
gumepio, mov o TOVC UETOPEPEL MO KOVTA OTO €KOVIKO TmeplBdAlov e TO omoio

AAANAETIOPOVV.



Zypa 1.1: Zniypiétomo amd to woryvior Dance Central

Me v eukoipioa ovt) OTPEPOLOCTE GE €vo ONUOVTIKO OEua, TNV TOMTIGTIKN
Kinpovopia. Ot mapadocelg e Kompov ot povowkn kot to yopd eivar eEopetikd
mhovoteg. Ot kumpilaxol yopol kot tpayovdla, yéEvvnuo kot Opéppa Tov id1ov Aaov,
Spopemdnkay availoyo pe tov tpémo {oNe ToV KoToikwv, T ye®ypapikn Béomn, ta
NnoN ko €0y, TV Kowvwvikn 061 Tov Avipa Kot TG YuVoiKaG Kol QUGIKE T KOTA
KopoOg 16Topikd  yeyovota. Ot yopod amoteAolV £€va OMUOVTIKO KOUUATL OTIG

KOWOVIKEG KOl YIOPTOOTIKEG EKONAMGELS TNG KVTTPLOKNG KOWVOTNTOG.

Elvar moAd onpovtikd va dwetnpnoovpe avtdv Tov moMTIoTikd Oncavpd, kol vo Tov
TpowbNcovpEe TPOG TV veoraia Tov TtOmov paG. Odnyoduaote AOwmdV GTOV EPMTNLAL:
TOG UTOPOVUE VO GLVOLAGOLUE TNV TEYVOAOYiDL KOl TNV 7opdoocn 7y vo

TPOGEAMKVCOVLE TNV VEOAOLN TTPOG GTNV EKULAONOT TOPASOCIIKDV YOPDV;

1.2 X16)0¢ OWTAONATIKNG EPYOCIOG

Avt | dmAopaTik) epyacio £xEl GTOXO TNV LAOTOINGT £VOG TTaLyVIdoL oL Oivel GTO
xpNoT TN duvardtnTo pabnong mapadostak®v xopadv. O ypnomg o umopel va
€EOOKNOEL TIC YOPEVTIKEG TOL KAVOTNTEG GE £va €KOVIKO TEPPAAAOV, OOV pE TNV
BonBewa g TeVOrOYing KaTaypapng Kivnong Ba d1ddokeTal and Eva ynelokd 04GKAAO
Emuo 1.2). Kabong o ypriotng yopevet, o tov mapovstaloviol 6€ TpayHatikd ypoévo

evoeilels yuo v emidoomn tov mov Ba tov fonbncovv va BEATIOCEL TIC KIVIGELS TOV.



Otav 0 ypnomg eite olokAnpmoel tov xopd M emhééel va teppatiost, Ba tov
eppaviCeton o wepiinym g enidoong tov mov Ha TeptAapPavel Ta SuvaToTEPQ KOl TO
YEWPOTEPA TOVL onueia, kabdg Kot Eva oyOA0 Yo Vv emidoon Tov. Ady® tov TPOTOL
Tapovcioong Tov amotelecudtov, o xpnoms Oa yvopilel tig advvauies tov Kot o

UTOPEGEL VO GLYKEVTPMOOEL Y10 VO KAAVTEPEVTEL TNV EMIOOGN TOL.

O ynowkog dackarog tov ypnotn Oa elvar mavro dwbéouog, divoviag tov
duvatodTTa Vo €EACKNGEL TOVG Yopovs dmote emBupel. Ot Tapadosiokol yopoi g Tpog
TO UEYOADTEPO PEPOG OV YpeLalovTal OUAdIKN TPOCTADELD, OAAY OTOUIKY TPOTTOVIOT),
TPAYUO, TOV TPOCPEPEL TO TOYVidL avtd. Mécm g teyvoroyiag tov Kinect, o ypriotng
€XEL L0 IO PEQAICTIKY] EUTTELPTIRL APOV UETAPEPETAL O 110G GTO EKOVIKO TEPPAALOV TOV

ALY VIO100.

Xynpa 1.2: Tprodrdotato povréro Tapadocilokoy YopevTi

O1 Bacikoi 6TdY01 TOV GLGTHLTOC YEVIKOTEPX ElvaLL:
*  Koartaypoaen Kiviicemv ond EUmepo xopevTn
* Tlapovcioon yopodv pécm 3D povtédov
* Avayvopion kivnong ypnot pécw Kinect
e ZVYyKplomn Kvioemv

* Feedback npog Tov ypniom



1.3 Aop1] avaopdc

210 Kepdloo 2 meprypapovtal ol e£eMEelg mov £ylvay GTOV TOUEN TNG KATOYPAPNS
kivnong. Ileprypdoetar o opiopodg TG KoTaypoeng Kivnong, yivetar ovo@opd oTig
EQOPLOYEG TNG KOl OTIG TEYVIKES KaToypaeng Kivnong. T'ivetar pia iotopikny avadpopun
6€ NAEKTPOVIKA TTayvidlo oL KAVOLV YpNoT NG KaToypapns kivnong, kabng emiong
kol og controllers mov odnynooav otnv onuepwvn teyvoroyia. Ieprypdpeton yevikd 1o
Kinect kot yivetor o¥ykpion pe To cvotiuoto  katoypaeng kivnong. Téhog,

ava@EpovTal KAmoleg HEH0SOL TOV YPTGLOTOOVVTAL VIl TV GVYKPLIOT KIVI|GEMV.

210 KEQAAOO 3 avoeépeTor M Ooun Tov cvotiuatog. Ileprypdeovior avoAvTiKG Ol
GKNVEG TOL ALY VIO00 Kol 1) POT| SEGOUEVMV TOV GUGTHUATOG, OTMG Kal 1) oxediacn Tov

ocvotuatog. EEnyovvtat eniong ta epyaieio mov ypedoTKAY Yo TV VAOTOIN o).

210 KeQAAal0 4 avalvetolr 1 viomoinon g epyocioc. [veton meprypogn TV
OedoUEVOV TV YOp®V TOV JoKAAOL, KaBMG Kol TG peTappdlel n epapuoyn To
dedopéva mov mapdyel to Kinect. Atvetar Epueacn Kupiowg 6T cVLYKPION TOV KIVIIGEMV
daoKkAAOL Ko xpnotn, kot yivetar e€nynon tov pebddwv mov dokipdotnroy. TELOG

dtvetal o TpoOmog mov vroAoyilovton Ta dEd0UEVA TOL PAETEL O ¥PNOTNG.

210 KeQOAoO S5 mOpoLGLAloVTaL TO CUUTEPACUATO TOV TPOEKLYAYV OO TNV
OAOKAN PO TNG EQPOPUOYNG, Ol EVKAIPIES V1oL LEAAOVTIKT] QOVAEID KOl ETEKTAOT), OTTMG

KOl 01 EUTELPIEC TOV ATOKTHON KAV AOY® TNG EPYOGIOG OVTNG.



Kepaiaro 2

Iponyovpevn Epyacia

2.1 Teyvikn KOTOYPOPTIG KIVIIOTIG + e ennteeenteeenteeeeeeeeieeeeaeeeenaeeennaeenn 5
2.2 EQOPHOYEG KOTOYPOPTIG KIVIIOTIC - nveenteente et enteeeiee et eaieeeeeeaaeeeiaeanaees 7
2.3 TeyviKég Kot GUGTILLOTO KOUTOUYPOUPNG KIVIIOTIG vveenreeneeeneeenieenaeanaeennnns 11
2.4 OpotOTNTO KO GUYKPITT] KIVIOEMVY . .nuvtenetenteentteaneeenneenneeenneenneeanneennss 16
2.5 Motion-based Gaming ..........c.eeiniiiiniiiteee e 19
2.6 Motion cOntrollers ..........oiuiiuiiii e 21
B G 1< S PP 24
2.8 Xhykpiomn cvotudtov Kataypaeng kivinong kot Kinect ........................ 25

2.1 Teyvikn KoTaypaPns Kivnong

To animation eivar n ypnyopn evarioyn 2D 1 3D &oviIK®OV OVOTOPACTACE®DV

OVTIKELEVAOV N YOPOKTHPOV, LE GKOTO Vo dnuovpyn et pa yevdaicOnon petaxkivnong.

YOoupova pe tov Michael Gleicher [3], to animation &ivor pior povadikn Hopoen

EKPPOCTIKNG TEYVNG TOL TAPEYEL GTOV ONOVPYO TNV EVYEPELL VO EAEYYEL TNV EULPAVIOT

KO HETOKIVION YopaKkTpwV Kot aviikelpwévav. H ehevbepio avt dev glvar 6puwg 1660

KOAN 000 oakoVUyeETOL, OQOV T ThvTo Tpémel va eheyyBodv yioo vo. mapovue Eva

OALOKANPOUEVO TEMKO OTOTELEGLOL.

Apywcd to computer animation TpOcEePe TN dvvatdTNTo OMovpYiag animation ard

TNV TOPATNPNOT TNG Kivong Tpayratikdv aviikelévov [3]. Metd and eEediéelg otov

Topén autd, To TEAELTOUN ¥pdvia €xel eupoviotel o véa péBodoc mov Ponba ot

onuovpyio animation, to motion capture [1].



Avapépovtag Tov 6po motion capture evvoolOue TNV Slodikacio Kataypaens kivnong
avTikelévav M avipormv. Xpnoyonoteitar 6e TOALOVG TOUEIS, OTMC o€ Touvieg, o€
NAEKTPOVIKA Touyvidlo, OTN POUTOTIKN KOU GE EPOPUOYEC 1OTPIKNG. AvopEpeTol
GUYKEKPIUEVO OTNV  KOTOYpPa®n avOpdTveov Kvnoewv (okOpo Kol eKQPACELS
TPOCHOTOV), YO TNV UETEMELTA EPAPUOYN TOVG 6T0 eKAcToTE 2D 1} 3D gkovikd poviédro,
OMUovpym®VTOG £TOL po pEOMOTIKN avarapdotaon (Zymua 2.1). Otav 1 kotoypoen
KIVNOMG avaQEPETOL GE GUYKEKPILEVOL TNV KOATOYPOPT) EKPPAGEDY TOV TPOCOTOV TOTE

ypnoonoteitatl o dpog performance capture.

Tyfqpa 2.1: Areikovion TG 010dIKOGI0g KATOYPUONS KiV|G1S KOl EVEMUATMGT 6TO TPLGOLAGTUTO HOVTELD

H 18¢a g xataypagng g avOpomivig kKivnong yio elkovikohg YopaKTipes @GTOGO OV
elvar kovovpya. H teyvikn mdve oty omoia Bacictnke 1 kotoypaen Kivnong sivot to
rotoscoping [5]. To rotoscoping ava@épetal oty Tpofoin pag oepdg and frames yo
VoL ONUIOVPYNOEL O KOAAMTEYVNG pia peaMoTikn kivnon. H teyvikn avt) Eekivnoe amd
tov Max Fleischer to 1915. Apywd pa tovio tpoPairotav frame-by-frame naveo ce
yodAvn empdveln ko Eava-Coypagilotav amd tov koAMtéyvn (Zynpa 2.2). Znuepo.

VITAPYOVV OPKETES TEXVIKEG Y10 KATOYPOPT| Kivnong mov Ba peretnBodv 6t GuvEyELa.

Xyfqpa 2.2: H teyvikn Rotoscoping



H xotaypagn kivnong mpoc@épel TOAAL TAEOVEKTHUOTO EVOVTL TOV TOPAOOGLOUKOV
tpénwv animation gvog 3D povtéhov [4]. Eivar mo ypnyopm, xou m xivnon tov
€IKOVIKOD yopoktnpa umopel vo emitevyBel oe mpaypoatikd ypovo. H epyacio mov
ypeladetal yio v Kivnon tov povtéAov dev aAAAleL 101aiTtePA [LE TNV TOAVTAOKOTNTA 1)
TO PNKOG TNG Kivnong pe tov id1o fabpo mov B GAAAlE YPNOUOTOIOVTOS TOPUSOCIOKES
TEXVIKES. AVTO EMTPEMEL TNV EKTEAEGT] TOAADV SOKIUMV LE OLOPOPETIKA GTVA, divovTog

Lo O1POPETIKY] TPOCMOTIKOTNTO TEPLOPIGLEVT] LOVO OO TO TOAEVTO TOL 100TO10V.

Mmnopovpe eniong €0KOAO Vo avVaOMUOVPYNCOVUE GUVOETEG KIVIGELG KOl PECAICTIKN
QULOIKN OAANAETIOpOaCT, OMMG OEVTEPEVOVGEC KIVNGELS, Papoc, Kol oavtoAlayn
ovvapewv. Téhog, N mocdtTa dedopévmy animation mov umopel vo wapaydel oe Eva
Ogdopévo  ypovikd Odotnuo etvar  eEoupeTikd  PEYOADTEP GE GUYKPIOY UE TIG
TAPd0CIoKEG TEYVIKEG. AVTO GUUPBAAAEL TOGO OGNV ATOTEAECUATIKOTNTO TOV KOGTOVG

0G0 otV TNPNO™ TPOHECUIDV TOPAYWOYTG.

Qotdéc0 M Kotaypagn Kivnong oev eivor yoplg ta peovektiuoto g Xperaleton
ovykekpipuévo hardware kot €dkd Aoylopikd yoo ™ ANyn kot emeepyacio TtV
dedopévov kivnong. To k66ToG TOL AOYIoUIKOV, 0 €E0MMOUOG KOl TO TPOCMOTIKO TOV
ypedleton umopel va  unv eivor mpooitd Yoo WKPEG TApAy®YES. AV EUQOVIGTOOV
mpofAnuata, eivoar mo gdkoAo va Eavayvplotel m oknviy oavti va yiver aAdhoyn tov
dedopévomy. Movo Alyo cvothipote emtpEmovy TV TPoPorn TV Oedopévav oe

TPAYLATIKO YPOVO Yol VO ATOPAGLIoTEL av ypetaletor va yivel Eavd n katoypaen.

2.2 E@oppoyéc kataypagns Kivnong

H teyvoroyio Tov motion capture €yel TOAAEG epapLOYES oe dapopovg Topelg [2]. Ta
TOPAOELYO, TOAEG TOvieC To TEAELTOiO YPOVIOL EMIONG KAVOLV YPNOT OVTNS TNG
TEYVIKNG. Mio PO €KO0YN TNG OMNUEPIVIG TEYVIKNG GLVOVIATOL GTNV TOLvio
Kivoupévev oxediov g Disney to 1937, H Xwovéam kot ot Entéd Névot. Or nBomoroi
Bvteoypagpovtayv, kot émerta o1 animators ypnoipuonolovcay frames and g oKNVEG WG

avaeopd yio ta o0l Tovg (rotoscoping).



H towvio Lord of the Rings: The Two Towers ftav 1 tpdtn toivio peydAov PiKovg mov
YPNOOTOINGE GUOTNUO KOTAYPOPT|S Kiviong oe mpayuatikd ypovo (Zynua 2.3). H
nébodog avtr petépepe TIg Kvnoelc tov mbomoov Andy Serkis 610 mAekTpovikd

onpovpynuévo poviéro tov Gollum kKabdg T1g EKTELOVGE.

Zympa 2.3: O Andy Serkis og Gollum

Katd ) dudpkeia tov yopiopdtov g towviag Avatar (Zynpa 2.4), 6Aeg o1 GKNVEG TOV
ypnoonoinoay  motion  capture  oknvobetiOnkov o mpoyuatikd  ypdvo
ypnowonowwvtog Autodesk Motion Builder yi vo wépovv pia ewcova mov enétpene
61OV GKNVOBET va gl mwg o pawvotav o nBomotdg oy tauvia. H pébodog avt
eMETPENE va dovv 10 amotédecua ond yovieg mov dev Ba Mtav dvvatd amd €va pre-

rendered animation.

Zyfqpa 2.4: Zxknvi a6 v Tovio Avatar



O «KAIO0G NG EKOVIKNG TPOYHOTIKOTNTOS OOCYOAEITOL HE TN ONUIOLPYID EKOVIKOV
TEPPOALOVI®OV OV TPOGOUOIDVOLY EITE TPAYUATIKOVS YOPOVG €ITE QAVTACTIKOVG
yopovg. H teyvoloyio tng Kataypapig Kivnong entpEnel 6e YPNOTES VoL AAANAETLOPOVV
pe éva T€1010 ekovikd TepBailov o Tpaypatikd ypovo. H aAlnieniopacn avtn gival
€EQIPETIKA PO Y10 TPOCOUOIMGELS training, TECT OMTIKNG OVTIANYNG 1 KOl YloL HioL

amAn tepmynon o€ éva 3D mepiPdAiov.

H xotaypagn kivnong Pplokel ypnoelg kot otov Topéo TG wIptkng. Mo amd Tig
ONUOVTIKOTEPES €QUPUOYEG OTOV Topéo autd eivar 1 avdivon Podicpotoc (gait
analysis) (Zyqua 2.5). Ymdpyovov texvikég mov emirpémovv v aSloAdynomn g
avOpomvng  xivnong, Aaupdvoviag vmoyn  dwdpopo  Propetpikd  otoryeia. Ot
TANPOPOPIEG TOV GLAAEYOLV HETOQEPOVTOL GE TPAYUOTIKO YPOVO GE AOYICUIKO Yio
avéAivon. Extog amd v epapuoyn outr, VIdpyouv apKeETES TPOGPATEG EQPOPLOYEG TOV

ue t Pondeta g Kotaypaeng Kivnong otoyxevovy oty mepifaiym tpavudToy.

Xyfqpa 2.5: Aoyiopiko ywe gait analysis

Ta nAekTpovikd moryvidlo YPNOYOTOOVY GLUYVE TNV TEXVOAOYiO KaTaypapng Kivnong
Y. vo. 00covv (N G€ YOPUKTNPES TOV TOTOL AOANTAOV, TOAEMOTOV Kot dAAmv. 'Eva
amd To TPpOTA Topadeiypoto cvvavtdtar to 1995, pe 1o moyvior g ATARI,

Highlander: The Last of the MacLeods.



Muepa BAémovpe vo divetor Oyt HOVO Kivion GTOLGC YOPOKTAPES, OAAL UEGH TNG
KOTOYpaeNS EKPPAcE®V Tpocdmov divetar Ko {on ota tpdsona Toug. 'Eva mpoéceato
KOl EVIVTOGLOKO Tapaderypo amotehel o matyvior L.A Noire (Zynua 2.6), mov pe
Bonbewa g etarpiag Depth Analysis kot 10 cOoTnUa KaTOypOENS Kivnong tovg ue
o6vopo MotionScan [6] TpOc@ePE GTOVG XPNOTES Lol EEPETIKY EUTELPTIOL LUE PEOMOTIKES

EKPPAGELS TPOCHTOV TOV YOPAKTIPOV.

Xyfpa 2.6: Facial capture in L.A Noire

H ypfion g tevoroyiag avtig woTdG0 dEV CTAUATA GTNV OG0T dtodikacio dnpovpyiog
TOL TTOLY VOO0 KOl GTNV PEOAICTIKNY KIVIOTN TOV YOPOKTNP®V TOV, APOL 1) KOTOYPOPT
KoL avayvapilon kiviong epappoletal kot otov 1o tov ypnotn (Zymua 2.7). Onog 0o
avaAvBel ot cuvéyeln, CNUEPA LIAPYOVY GLGTHUOTO TTOVL OlvOouv GTOV YPNOTN T
SuvaTOTNTO VO, XPNOHOTOMGEL TO CAOUO TOL EVTOG TOVIOOL KOl TOL divouv o

PEOMOTIKT] EUTEPLOL

Xyfqpa 2.7: Hoyviow Kinect Sports
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2.3 Teyvikég KoL CVOTHNATE COAANYIS OEOOUEVEOV

> ovvéyela Ba yivel ava@opd OTIC TEYVIKEG TOV VTAPYOLV Yo VO AGPOVUE TIG
amopoitnteg mAnpogopieg kivnong. Ymdpyovv oidpopa €01 GLOTNUATOV TOL HOG

EMTPETOLY VO KOTAYPAWYOLLE Kivnon.

* Marker based Motion Capture
©  Optical Systems
= Passive
= Active
©  Non Optical Systems
= [nertial
=  Mechanical
=  Magnetic

* Marker-less Motion Capture

Ot dvo KOpieg katnyopieg etvan Ta Marker based cvotruata, kot ta Marker-less.

Y10 Marker based cvotfuarta, tomofetodvtar otov ypnotn €100l omTiKol OgikTeg

(special visual markers) 1 aAMd¢ “onueio” (dots).

Y10 Marker-less cvotiuata (Zynua 2.8), avayvopiletal n kivinon tov nomolod yopic
mv ¥pnon onTik®v OekT®v. Tehkd Bo xoataAnEovv vo eivor por mo @eIvoTtepn
EVOAAOKTIKY] ADoM Yoo motion capture, wov Bo eEpel EnavAcTacn otV GAANAETIOpAOT)
avBporov kot unyovie. H yevun pébodog Pasiletar oty mapaxorovbnon pe Pivteo,
TOAAEG KOUEPEG YPNOILOTOOVVTIOL VIO TNV KoTaypoen Tng Kivnong tov 1m6omoiov.
Xpnoyonowwvtog pa dtedkasio triangulation, To copa Tov N6omo1ov cuvdvaletal e
éva, TpOTLTO GO Tapouolov peyébovg ko build. ‘Etor avayvopilovion ta joints tov
nBomo10h, Kot £xovpe poéc dedopévev Tov oyetilovtal pe Ta joints aVTA OTOS KO LE TO.

marker-based cuotiypara.
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Estimation

Xyfqpa 2.8: Marker-less Motion Capture

Optical

Ta ontikd cvotiuota Kataypaeng kivnong (Zynua 2.9) [7] avikovv otnv kotnyopia
mov ypnoponolovv markers. Eivor n mo dwdedopévn kot n o amwodotikn péfodog.
[Mpw and tov ypnotn TomobeTovvTol E101KES KAUEPES TTOL UITOPOVV VO KaBOPIGOLV GTIC
Tpelg duotdoels ) 0éon Tov kdBe marker. O TPOTOG AVTAOC £xEL APKETA TAEOVEKTHLOTOAL.
O ypnotg &xer TAnqpn eievbepio Kivnoewv, kol propovpe va Adfovpe dedopéva amd

TEPLGGOTEPOVG OO EVAL YPNOTN TOVTOYPOVO.

Qot000, £xel O PEOVEKTNHOTA TOL. Mmopel va exnpeactel and Ty POTOg TOL
VILAPYOLV GTOV YMPO Tov KataypdpeTon 1 kivnon. To chotnua urepdevetal Otov o
Kbpepa ydoelr and to omTikd NG medio €vo marker pe OmMOTEAECUO. TNV OTOAELL
Ogdopévmy, Kol EMOUEVOS O YPNOTNG TOL GuoTHUaTog B ypewdletor ®peg yuo
eneEepyacia kot S10pbwon Tov cporpdtov. [lapdro mov propodv vo Adfovv dedopéva
and moAlomAd avtikeipeva, eivar 00okolo va yiver yopic ta cedipata tov. Otav
KovTeLOVY 01 markers evOC avTIKEIWEVOL pE VOGS GAAOD Kol EMKAADTTOVIOL TO GUGTILLOL

UTEPOEVETAL Y10 TO TTOL OVIKEL O K&Oe marker.

12



Xyfqpna 2.9:Iapaderypa Optical Motion Capture

Passive optical system

To obVomua avtd [9] ypnowomotei markers ot omoiot &ivol ETIKOALUUEVOL E
OVTOVOKAQGTIKO DAMKO Y10 VO OVTOVOKAODV TO QMG Tov Toapdyston amd kdbe @oakd
kauepag. To threshold tng kdpepag pmopet va puvBuotel obtwg wote vo unv Aappdvet
VoY Oépua Kol VEAGHOTO, avayvopilovtag povo tovg markers. o fadpovéunon
(calibration) tng kdéOe wduepag ypnowomoieiton €vo aviikeipevo pe markers oe
ocvykekpipéves 0Béoeic. Me v Pabuovounon avt) AopPdavetor n 0éon g Kkabe
KOUEPOG KOL 1] TOPAUOPP®ST) TOV POKOV TOVG. Tumikd éva TETO10 GUGTNUA ATOTEAEITOL

amo 2 g 48 kauepec. Mo TANpn KGALVYN OU®G ATOITOVVTOL ETTAEOV KAUEPEC.

To mieovékTnpo ovToD TOL GLGTHWATOG £ivOl TMG OEV OMOUTOVV OO TOV YPNOTY Vo
Qopast kKoA®S M MAektpovikd eEomAiopd. Avti ovtov, €KOTOVTAdES AOCTIXEVIEG
WITOAEC EMIGVVATTOVTOL [LE OVTOVOKAOGTIKY Tovia, 1 omoio TpEmel va ovTikadioTovton
neprodkd. O1 markers cuvnBmg cuvoéovtal amevbeiog oto dEpUA, 1) ETICVVATTOVTOL [E
velcro otov yprotn o omoiog popdet full-body spandex 1 lycra oyediacuévo €101kd yio
Katoypaen kivnong. Qoto6co N katoypaen Kivnong e avtdv ToV TOTO GLGTNUATOV

amortel TapépPfaocn kot exOOPO®OoN TV TPOPANUATOV TOL VTLAPYOVY 6T, OESOUEVAL.

13



Active optical system

To ocvomua avtd [8] tprywvomotel Bécelg potiloviag éva LED moAv ypnyopa, 1
moAhamAd LED ypno1pomoldvtog AOYIGHIKO Y10 0VOyVMPIeT] TOVS OITO TIG GYETIKEG TOVG
Béoelg. Xpnowonotel markers ot omoiot avii vo avtavakAovv Q¢ omnd mnyEg,

TPOPOSOTOVVTOL Y10, VO TALPAYOVV S1KO TOVG PWG.

Inertial

Ta inertial cvotuata [10] Pacilovtar oe adpaveloakovg (inertial) ooOntmpeg. Ta
dedopéva Kivnong mov KaTaypaeovy HeTadidovtal acVPUATO GE £VAV DTOAOYICTH OTOV
n kivnon xotaypaeetor | anAd epeaviletoar. Ta mepiocoOTEPA AOPAVEIOKHN GLGTHUATO
YPNOOTOOVY  YUPOOKOTIOL Yo TNV UETPNON TOV TUOV TEPIGTPOPNG, Ol OTOIES
amofnkevoviol 6e £va GKEAETO GTO AOYIGHIKO TOL ¥pnoitomoteitanr. Onwg Kot pe to
OTTIKG cvoTaTe e Tovg markers, 0G0 o TOALE YVPOGKOTIA XPNGLOTOLOVVTOL TOGO
o pealotikd Oa etvar ta dedopéva. AOY® NG E0KOANG £YKATACTACTG TOVG Elval €va

OMUOPIAEG GVGTNILOL Y10 ONLLOVPYOVG NAEKTPOVIKAOV TALYVIOUDV.

Mechanical

Ta pnyovikd cvotuata [11] avikovv kot ovtd otnv Katnyopio TV U ONTIK®OV
cvomnudtov. H teyviky avt| eivor m wpdOIN TOL €QOPUOCTNKE GE GLGTNUOTO
Kataypoaens kivnong. I[ave otov avBpomo amd tov omoio Ba Anebovv ta dedopéva,
epapuoletor €vo cUVOAO amd peTaAMKA-Unyovikd koppdtio (Zynpo 2.10). Kabog o
dvBpomoc kiveitar, kwvovvtor pali tov to avaioyo petaAdkd wxoppdrtie. Kabe
KAeldwon éxel arcOntipeg (sensors) kot kabdg yiveror Kivnon otéAvovv onua 6e vav

VTOAOYLOTH).

Avto €yl oav omotéhespo ot aeOntipeg mov vmépyovv ce KABe KAeldworn ToV
KOUUOTUDV 0VTOV VoL GTEALOLY TO avAAOY0 GNLa 6TOV VoAoyloth. H teyvikn avt €xet
TO TAEOVEKTNUA TOG OV ennpedletol amd 10 OGS (Ommg 1 ontiky] uéBodog), ovte amd
poyvntikd medio (6mwg 1 poyvntiky péBodog). Qotdco, To UNYaviKa KoppdTtio
emmpedlovv v elevbepion kivinong tov avBpomov omd tov omoio B AneOovv Ta

dedopéva.
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Xyfqpa 2.10: XtoA] yio mechanical motion capture

Magnetic

Yta. cvothiuoto avutd puOuiletar éva poyvntikd medio PECH GUOKELMOV OTOGTOANG
onuatog (transmitters). v meployn Tov poyvntikov mediov Bpicketor o nbomolde, o
omoiog popdet aroOntpec. Or ousOntpeg avtoi uropovv va kabopicovv ™ BEon ToVG
pnéca oto medio, vmoAoyiloviag TV omdGTOCT] TOLS OMO TIS GUOKEVEG OOGTOANG
onuatog, Kabmg wor v katebBovvon tovg. Ta dedopéva avtd oTEAAOVTOL GTOV
VTOAOYIOTN GE TPAYLOTIKO Ypovo. AnAadr| va gpeovifovtorl to dedopéva aueca, Ty

®pa OV AapBavovtol, EQAPUOGUEVO GE KATOL0 OVTIOTOLYO EIKOVIKO LOVTEAO.

To pewovékmmud tov eivor 6tL givor moAd evaicOntn n meployn omv omoio Oa
Kataypoeel n kivnon. Agv mpénel va Ppiokovior PETOAMKO OVTIKEILEVO, KOVIQ GTNV
TEPLOYN OVTH, Kot Yo va dtatnpnOel n modtnta TV dedopévav 1 kotaypoaer o tpémet
va yivetal og pukpd yopo. EmumAéov moALd kadmolo TpEmel va eivor cuvOEdEUEVA UE TOV
nBomod mov mepropilovv v erevBepia kivinong tov. Q61060 6€ LYNAOTEPOL EMTEGOV
LOyVNTIKG GUGTAUATO Ol aleOnTpeg dovievovy ywpic kadmdla (wireless), divovrtag

KaAVTEPO amoTeAécaTo Kot eEAevBepia oTig Kvoelg Tov 10omo10v.
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2.4 OpowdtnTo Kol 6OYKPLoN KIVI|GEMV

‘Exyovtag xaver avoeopd otnv katoypaen Kiviong kot oto 0e00UEVOL TOV TTA{PVOLUE
HEC® TNG TEYVIKNG ALTNG, Elval oNUAVTIKO Vo SOVUE TMOG UTOPOVLE VO KAVOLUE XPNom
TOVUG Y10, TNV VAOTOINOM NG €pYaciag avtng. Agv VIAPYEL KATO0C GLYKEKPUYUEVOS
opopdc mov opilel mote 0v0 Kvoelg eival opoteg. H ovuykpion dvo kivioemv kot 1
OTAVTION GTO EPATNHA €AV ivar Opoteg N Oyt eoptatal amd apKeTovg mopdyovtes. [a
mapadetypa, ot kvnoelg walk kot run pmopel yio kdmwotovug var givor Opoteg apod givan
KIVAGELS HETOKIVNONG, ©OTOCO Yoo dAAoVg dev Bempovvtar kabBorov oupotec. Otav
opoldtNnTo Kivioemv peAetnBel pe mepliocdTepn AemTOUEPELR, OVO KIVIOELS €lval
OLLPOPETIKEG AOY® TaxOTNTOG KOt YpOVOL Kot 1 oOykpion eaptdtal amd to dEd0UEVAL

KaToypaens ktvnong.

Ymapyovv apketol mapdyovieg mov emnpealovv o kivinon. o mapadsrypo m
TayvtnTa, N katevbovon, 10 pEyebog TOV COUATOG, TO GTLA, KOl 1 TOPOVGINGT TOV
KaAltéyvn. Emniong po kivnon 6mwg 10 mepmdnua pmopet va dtapépel amd KAToov
dAlov to mepmdTna AOY® TG amddooNG, TS GVVALSHNUATIKNG Ekppacng 1 d1d0eong

Ko amd GAAL TEPITAOKO YOAPOAKTNPLOTIKAE TOL 0vOp®TOUL.

Ye mPONYOVUEV €pYOCiol OYETIKA pe TNV €KHAONOM Y0opod WHEC® TNG TEXVOAOYiNG
Kataypoens kivnong [24], o ypnotng Owdcketal Yopols HEC® €VOG EKOVIKOD
daokdilov, kdvovtag Tov xpnotn va vimbel ot Ppioketol oe mpaypatikd mepPaiiov
dwaockaAiag yopov. H xkivnon tov ypnot avaAdeTon amd T0 GUGTNUO KOl O EIKOVIKOG
ddokarog divel ta oxdMa yio v Tpododo tov. To choTUe TOV VAOTOMONKE GUUP®VOL
ue v gpyoacia avt yopiletor oto dOUATIO ekmaidevong Kot otnV Pdorn dedoUEV@V,
7oL divouv Vv aichnon pog eKoVIKNG TaENG e Tov 04oKaAO Kal Tov xpnotn (Zymuo

2.11).
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Tyfqpa 2.11: AAnieniopaocn yp16TN KUl GUGTIRATOS

To dopdtio exmaidevong mepthapfavel to amoapaitnta yioo vo yivel katoypaen g
Kivnong tov ypnotn, ONAadn To GHGTNHA KaTaypaeng Kiviong, ot Kapepeg kot 1 006v.
Katd 1t owdpkewn tov pabiuatog m kivnom tov ypnotn UETOQEPETOL G &va
TPLGOLAGTATO LOVTEAOD KOl £TGL O XPNOTNG EAEYYEL £val S1KO TOL YOopaKTPA TNV 000VI).
210 T€A0G TOL pafNUaTOC 0 panTg Aappdvel oxodia Yoo OAN TV enidoon tov. [a v
KaToypoen TG Kivnomg tov ypNotn oamotteitol amd avtdv Vo QOPECGEL GTOAN UE

markers, OT®G Kol GTO TEPLGGOTEPQ TETOLOL GLGTILLOLTAL.

O ypnotg axorovbel TG KIVAGES TOV OUCGKAAOL CUOUPOVO HE TO TPO-GYEOLUGUEVO
TAAVO. YTOpYoUV KIVIGEIS TOV £XOVV KOTAYPOPEL OO TPAYUATIKOVS YOPELTEG KOl TOL
dedopéva avtd mepiéyovral og o Pdon dedopévov. To cvotpa mapovsialel otov
YAPNOTN TOVG O1APOPOVS TOHTOVG HOONUATOV, Kot OTAV 0 ¥PNOTNG KAVEL TNV ETAOYY| TOL

tOTE YiveTal EAeYY0G Y10 TO oV TO VST £Vt £TOLO VoL KaTaypawyeL TV Kivnon tov.

H oAnAenidpacn tov ypnom He TovV dACKOAO €lval apKETA £VOLQEPOVGOA, OPOL O
dAoKaAOG Oyt LOVO dlvel GYOALO GTOV YPNOTH CYETIKA LLE TNV EMLO0GN TOV, AAAG EMIONG
KOVEL €10MYNOELS OYETIKA pe TOoleG Kvnoels Ba mpémel va e£0OKNOEL TEPIGGOTEPO.
Apyikd eppaviCovtal amAég KIvioelg Tov TaEVOUoUVTOL G S1APOPa ETITESN SLOKOMOG,
KOl 0V O XPNOTNG OAOKANPAOGEL [0 TOTE TPOYWPAEL 610 endUeVO eminedo. Av Oyt O

daoKaAog detyvel Eava tnv kivnon.
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210 TéA0G Ol KIWVNOELG evavovtal og pia akoAovBio. H exmaidevon teleidvel dtav o
O0AoKOAOG HEVEL TKAVOTOMUEVOS omtd TNV Tapovsioon tov ypnotn. H odykpion tov
GUOTHOTOG AVTOV, YIVETOL GLAAEYOVTOG TO. OEGOUEVO KOl GLYKPIVOVTOG TIC YOVIEG TV
apBpwcewv o k4B frame. Otav o yprotng yopevel, oe Kabe frame yivetar chykpion

g Kabe dpBpwong tov pe v Kabe ApBpmor Tov dacKAAOL 6TO GLYKEKPLUEVO frame.

Aivovtag €peacn otov TPOmO  GUYKPIONG OVO KIVNGE®V TPOY®POLUE OE &va
oLYKEKPIEVO TTapddetypna viomoinong [25]. e mpogtoyacio ¢ epyacioag avthg
yivetor gpedva Yo 1o TOTE dVO KIVAGELS €ivat Opoteg i Oyt X1 cvvEyelo viroAoyileTat 1
onuovtikoTte TG Kabe dpbBpwong pe Pdon deopeg dokéc Ko BEtovtan
ovykekpipéva Bapn oty kabe apbpwon. I'ivetar ypron tov otabuicpévov abpoicpotog
NG GYETIKNG omdoTacng Kot broAoyiletatl 1o Pépog Tov kdbe cuvdvacov apbpdcE®V.
H obykpion g opodmtog Tov KIvice®mV YIVETOL HE TO HETPTUN TOV OPIOU®V TOV
OVTICTOY®V GTAGE®V TOV lval avTiAnTTikd opoteg. O aplfuog tov otdocmy yiveton pe
TNV KOVOVIKOTOINGY NG OIPKEWS TOV OV0 KIVACE®V. AV 1 avaloyio Tov OUOlmV
otdoewv vrepPaivel éva opwopévo katd@Al (threshold) tote or dvo kwnoelg
afloloyodvion ¢ avtiinmiikd opoteg. H tyun tov katoeAiov vmoloyiletar and to
oedopéva ekmaidevonc. Ta amotedéopata Oiyvouy 0Tt T0 GOCTNUA AVTO LITEPTEPEL OO

GAAa cuoTHUATO TOV LITOAOYILOVY TNV gVKAEIdELD OTOGTUON HETAED TV apOpOCEMV.

Xe mapopolo ocvomuo [23] mov apopd v katoypaer kivnong kot v aloddynon
YOPEVLTN, O YPNOTNG OAANAETIOPE HE TOV EKOVIKO TOL OUCKOAO HEG® YOPOV Kol
a&loroyeital yoo avt ToV TV Tapovsio (Zynua 2.12). Anladn, o KoviKOg YOPELTNG
€xeL TNV KAvOTNTO VO, YOPEVEL GE GLVEPYOCIO HE TOV YPNOTI TOV GULGTNLUATOS
avayvopilovtog Tig KIVNGES Tov ¥pNoTn 6€ mpayuatikd ypovo. H avayvopion ko n
avTidopacn Tov dackdAov yivetal ympig kabvotépnon. ['a v avayvopion g kivnong
TOV YOPELTY| YPNOUOTOONKE ONTIKO GVOTNUA KATOYpAPNG Kivnong pe ypnion markers

Yo VoL DTAPYEL LEYAAT akpifeta.
[Mveton xotaypaen g Kivnong tov ¥pfotn and To GOGTNO KATAYpaens Kiviiong, Kot

OTN CLUVEXEWL TOL 0€dOpéEVO Kivnomg otélvovtal o€ €va vmoAoyiotny. O server pe ta

dedopéva yopdv oTéAveL TNV Kivnon mov Ba ndabet o ypnoTG.
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Katd t dudpked tov mouyvidov eivar onpovtikd to cHotuo vo avoyvopilet v
kivnon tov ypnot yopic kabvotépnon dote va yivetar opbd n aAAnAenidpaocn pe to

GUGTNLO.

i ;

Motion capture 'L-h._
svstem :
Captures the . !/'r Playback
real=tune =4

movememt | |
L

qb Interaction I ‘._-‘l.1l]]|'lllh'.‘l' Data server
7 4

Human dancer Screen

dancer Contauns collaborative

dance templates

Tyfqpa 2.12: Avgypappa apyLtEKTOVIKIG GUGTILATOS

2.4 Motion-based gaming

Onwg avapépbnke mo madvm, N Katoypaer] Kiviong ¥pNoLOTOEITOL GTO NAEKTPOVIKE
oy viol Yoo vo dwcovpe (N O€ EIKOVIKOVG YOPOKTNPES, €iTe HECH KIVGE®V 1|
EKQPPACEDY TPOSHOTOV. Agv glval ®GTOGO 1 OV EPAPLLOYT) GTOV TOUEN TV TOLYVIOIDV,
@OV T TEAEVLTOIO XPOVIOL APYICOV VO TOPOLGLALOVTOL OPKETA NAEKTPOVIKA TTOLYVIiOlo
ka1 controllers mov PBacilovtal otnv teYVIKN TOL Motion capture. AVTOS 0 VEOG TPOTOG
aAAAeTiOpaonG Ol0PEPEL OPKETA Omd TOV KANGGOIKO WEYPL TPOSPATE TPOTO TOL

yvopilovpue.

O 6pog motion gaming avoeépetal 6to va mailel kdmolog Pvteomayviola yopig v
Khaoown aAinAenidpaon péow evog ocvvnbiocpuévov controller. Ta véa avtd motion-
based niextpovikd moryvidl, TOL Eivol WO JWOPACTIKA OTO TO GLGTHUATO UE
KAOGGIKA YEPLOTNPL, EVOL O PEAAICTIKG, Kot Oivovv o kKaAvtepn aicOnon tov va
gloatl mopav oto mepPdArov [15]. Qotdc0, vIdpPyEL KATOW 16TOPiRt OC TPOG TO TG

(PTAGOLE GE OWTO TO GNUELD.
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H 1¥éa evarloktikdv controller yevikdtepa dev eivat 1060 Kavovplo, 660 QaiveTat, e
To. TPOTO Topadeiypato motion-based gaming va Eekivovv oto 1986, dmwg B dodue

TOPAKAT.

210 evplTepo KOO Ouwg Too motion based controllers &ywvav omodektd pe TIG
ouyypovec ocvokevég Wil g Nintendo, to PlayStation Move g Sony kot v
Microsoft pe 1o Kinect va oakoAovBovv oto Prpoata tov. Avtd to GLGTHUOTO

onuddeyav o eroyn 6mov 1o gaming ywpig controllers eivan emitélovg dnpoEIALS.

Eivor opwg avtdg o véog TpOTOg aAANAETIOPOONC OTOJEKTOC OO TOLG YPNOTES TMV
moyviowwv; Eival oiyovpo mmg mTpooceépet o Lovadikn eUmeEpio TEPIAUUPAVOVTAS TO
COMO TOVL ¥PNOTN 6T0 Toyvidty, oivoviag Tov TV aicnon mog Ppioketol péca 6to
ewoviKo meptPaAlov. O ypnomg £xel T SLVATOTNTO VO YPTCLLOTOGEL TO GO TOL
wg controller, kaBadg e€aockeiton yopedel 1} kKével dALEG KIVGELS Kal xelpovopies (XyMua

2.13).

Zympa 2.13: ayvior Kinect Sports

Mepkoi cu{nTodv ¢ ov Kot T Touyvidl avtd gival avopEofRTo S10cKESAGTIKA,
dgv divouv v 1010 aicBnom otov ypnot O0mmg éva kKhaooikd controller. AAlotl BéPaa
TPOTILOVV TNV VEX OVTN OLOPACTIKY| ETAPT, TPAYLO TOV EXEL OIEEL GYETIKT EPEVLVA GTO
Baylor University [19]. Ot epevvntég eétacav TIC avTOPACES TV GUUUETEXOVIMV
pog moyvidln oe KAMGOoIKEG Kovooreg Onwg to PlayStation 3 kot to XBOX 360 pe
game pads, kot Tpog maryviowo oto véo motion based cvotiuata, Tov TEPAapuPdvovy
to Move ¢ Sony, 10 Kinect g Microsoft ko1 to Wit g Nintendo. Ta véa avtd
GLOTNUATO £XOVV JLOPACTIKEG AEITOLPYIEG OMMG YLPOOKOTLA, OVAYVAOPION POVNG,

VIEPLOPEG KAUEPES, CAPMTEG CAOUOTOS KOl AoONTPES Kivnong.
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2opeova pe tov Daniel Shafer Ph. D, ot ot kot ta ypagikd evog moiyvidiov pumopel va
glval pgoMotikd, aAld dev divouv kot avaykn v aicOnon O0tL PplokOuacTE GTO
nmepairov. Av Ko 0ev givan Kovn yvoun, ival ciyovpa o TpOTOG GKEYNG OPKETOV Kol
Oglyvel TG TOLAAYIGTOV UEPIKADS TO KOWO €xel emtéAovg amodeyfel v véa avt

TEYVOLOYICL

2.5 Motion controllers

Bpiokovpe 10 apywxd mopdostypa evorloktikov controllers pe to power pad tov NES
(1986). To power pad o amAn TAOGTIKY ETPAVELD LLE GONTNPESG GTO ECOTEPIKO TOV.
O maiytng miele Tovg asOntnpeg pe Ta TOd1 Tov Kot Epotale pe €va cuvovaoud Dance
Dance Revolution kot éva Twister mat. BéBawo onpepo ot mepiocdtepotl dev Exouvv
aKovotd to power pad, kot 0ev umopoOue va movpe Ott AAAOEE TOV KOGHO TV
NAEKTPOVIKOV Toyvidl®v. Qotdco, dvoie dpodHovg mpog &va UEALOV pE O1dpopovg

tOmovg controller.

Metd v euedvion tov £xovpe por Moto omd mopOHol. GUGTHUOTE TOV GTOYOG TOVG
NTAV Vo TPOCSPEPOVY GTOV ¥PNoTN Mo véa eumelpio [16]. Mepikd amd avtd BEPora dev
Ntav moAd emruynpéva, yuoo Tapdostypo to Sega Activator g Sega (1995) (Zynuo
2.13). To Activator ftav £vo TPOGOUOLMTNG TOAEUIKMY TEYVAOV, TOV ATOLTOVGE OO TOV
YPNOTN VO OTEKETOL GE EVOL OKTAYMVO KOl VO TEPVA TA YEPLAL TOL TV omd VITEPLOPES

axtiveg mov mpav T B€om TV Kovummy evog controller.

Zynpa 2.14: Sega Activator
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AVT0 0VO10CTIKA PETETPENE OAOKANPO TO OO TOV TtaikTn o€ controller, kot pmopovpe
ciyovpa vo movpe mw¢ to Activator amotelel mpddpopo ywo to Kinect. Qotdéco dev
Bpnke emruyio e T0 KOO, AOY® TS VYNANG TOV TIUNG, TNG EAAELYNGC LTOGTNPIENG TOV

KOl TOV TTEPLOPIGLOV OV £0ETE GTIG KIVIGELS TOV YPNOTY.

Metd amd éva ypovikd ddommuo Omov  KukAoeOpnoov apketol vEor TpdmOL
aAnienidpaong o 2003 1 Sony kvkAoedpnoe o EyeToy ywa to PlayStation 2 (Zynpo
2.14). Awbéter ymookn kdpepo pe avaivon 320x240 pixels kot pkpdewvo.
Xpnoiponotel VTOAOYIOTIKY] OpOOT) Kol aviyveutn kiviong yw vo emeEepydletor Tic
EIKOVEG KOl VO ETITPETEL GTO YPNOTN VO OAANAETIOPA PE KIVIGELG TOV COUOTOS KOl 1)O.
Mo va Aertovpynoet yperdletor KaAd eotiopd oty aifovoa. Ta pelovextipata tov
nTav 1o yapnAd resolution g kduepag, kot 1 EAAenym nowidiog tayvidiwv. To EyeToy
glvar ToAv mapopoo pe 1o onuepvd Kinect, kot icmwg fTav 1 KOpLoL Iy EUTVELONG

TOV.

A

Xyfpa 2.15: Hoyvior yia to PS EyeToy

‘Eva and ta mo dnupoeiiég yeprompla onpepa givar to Wii remote (Zynua 2.16).
Amotelel to Pacikd yeplomplo yio v koveora matyviduwy Nintendo Wii (2006) ko
KUPLO YOPOKTNPIOTIKO TOL €ivor 1 KovOTNTO Vo ovTIAapPaveTor v kivnon pe
YPNOM EMTAYVVOL0YPAPOG Kot VTEPLOPOL onTkoD ausOntpa. To emiTayLVGLOYPAPOC
Katoypaeel TV kivnon og tpelg dEoveg, optldvtio, kabeto kat opiloviia mepiotpoen]. O
onTikdg alcOntipog pe t Ponbeia tov sensor bar mov exméumer veEPLOpeg aKTIVEG,

Kkatodofaivel Tpog T Tov £ival GTPAUUEVO TO YEPLOTIPLO.

22



Xymqpo. 2.16: Tloyyvion tennis yio Ty koveoro Nintendo Wii

H Sony xvkho@dpnce tov dwddoxo tov EyeToy pe 1o PlayStation Eye to 2007,
npoopiopévo vy to PlayStation 3. Kotaypdeer Pivteo pe terpamidocio avaivon
(640x480 pixels) am6 to EyeToy kot duthdoia frames to devtepdiento. Emiong €xet
SuvaTOTNTO PEGM TEGCAP®V IKPOPOVMOV TOL SLaBETEL Vo dtarypapet Tovg Bopvoug and

TO TOPAGKNV10.

To 2008 PAémovpe to Wit Motion Plus, pia cvokevn enéktaong tov Wii remote mov
dwbétel emmpocHeTOLg GONTPES Yo Vo KOTOypAPOvVTOl KOADTEPO Ol o GUVOETEG

KIVIOELG TNG GLGKELNG.

Metd v npoonddeia g Sony pe 1o PlayStation Eye to 2007, o 2010 kvkAogopel 0
PlayStation Move (Zynua 2.17). Onwg kot to Wii remote, eivot acOppatog aicintipog
kivnong. Xpnotponoteiton poli pe to PlayStation Eye ¢ evaArloktikd yeiplotiplo yo
to PlayStation3. To pwg mov exméumnetl Aettovpyel wg marker yia to PlayStation Eye, kot
otver 1t Béomn  TOL OTIG dVO OCTACEIS, EVD TO OUOOHOPPO COUIPIKO GYNHO Kot
KaBopiopévo péyebog empémel 6T0 CUOTNUA UEGM TNG MPOOMTIKNG GLUiKpuveong va
kabopioet 1 0Oéom oty tpitn didotaon. 'Etor 10 odommuo moaipver axpiPeic

TAnpoeopieg yia tn B€omn Tov yEPLoTNPiov OV TOH GTO YMPO.
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Xyfqpa 2.17: Boxing pe ) yp1jon Tov PS Move

2.6 Kinect

dtdvovpe 6T GLoKELN TOL ¥PNSLOTOMONKE Yo TNV epyacia avty, To Kinect [20]. To
Kinect tg Microsoft (Zynua 2.18) kukhopdpnoe 1o 2010 yia to XBOX 360, kot givot
TO TPAOTO KATAVOAMTIKO TPOIOV OV EMITPEMEL GTOVG YPNOTEG VO EAEYYOLV U0
dwachvdeon povo pe yxepovopies kot govr. H xawvotopa avt) cvokevn pmopet vo
Tpocdlopicel T BEoT TOL YPNOTNH GTO YMPO KOl VO, EPUNVEVEL POVNTIKEG EVIOAEG, KoL
oMo avTd Yopig va xpeldleTol Vo KATEXEL OTOLOONTOTE EOIKO EAEYKTN 1 VA QOPAEL

€101k EVOLLLOLTOL.

Kotaypdopet 1piddv €10®@V d€d0péVa, AmOCTOOT EIKOVA KOl YO, EVM OTNV eneéepyaciol
ouvovalet avtd ta dedopéva. ‘Evag vrépuBpog mpoPoiéac kot po Kapepa divovv oto
Kinect v avtiinyn tov PdBovs. Metpovtag ) Owdpkel mov yperalovror ot
exknepnopeves vépubpeg axtiveg vo avakiaoctodv micw amd to avtikeipeva mov Oa

GLVOVTIGOVV, 1] GLGKELT LITOAOYILEL TN d1dtaén Tov dwpatiov.

Xyfqpa 2.18: Microsoft Kinect
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Mia GAAN KApePO KOTOYpaPEL TO Kavovikd avOpdTvo ontikd @dopa. Exktog amd 1o va
BonBder ™ cvokevn va Katavonoetl T BEon KoL TNV TOLTOTNTA TOV YPNOTN, EYOVTIOG
oumg kal tn ovvoardtnTa vo. maipvel eotoypagiec ko Pivieo. To Kinect palevet

NYNTIKEG TANPOPOPIEG LEGM TEGTAPOV EVOOUATOUEVOV KPOPDOVOV.

"Exet adAGEetl Tov TpOTO pe TOV 0moio 0 YPNOTNG OAANAETIOPA LLE TOVS VITOAOYIGTES, KOl
YPNOUOTOIEITOL TAEOV GE O1APOPOVS TOUEIC, OM®G OTNV EKTAIOELON KO GE 1OTPIKEG
nepBahyelc. Atvel v guvkoupio 6To ¥PNOTH Vo OAANAETOPE PE TO TToyvidl TOv Yopig

KATO10 YEPIGTNPLO GE £VOL PLAMKO KOl EVYPNGTO TEPIPAAAOV TPOS QLTOV.

2.5 Xvykpion Xvotnudatov Kertaypaeng Kivnong kot Kinect

o avokepolaimon tov kepaiaiov avtov Oa yivel pia GOYKPION TOV GLGTNUATOV

KaToypaeng kivnong kot Tov Kinect, mov ypnoyomomonke yio v aAANAETiOpacn Tov

XPAOTN LE TNV EQOPHOYN OVTH.

To ocvotua Kataypaeng kivinong amortel e£omAopd (6ToAéS yia tov nbomold Ko
YEVIKG OAOKANPO TO GUOTNUO KOTOYPOPNG) KOl GUYKEKPIUEVO YMOPO Yo, Vo yivel 1M
Kotaypoen tov Kivnoemv. Amo v aAAn, o Kinect givat amAd pio pikpr] cuekevn Tov
dgv omoutel amd TOV YPNOTH VO POPAEL OTOONTOTE GTOAY|, OVTE YPELdleTol EMTAEOV

eEomhopo. Eivan emiong edkodo ot petakivnon.

Av1o BéPara onpaiver eniong tmg maporo mov to Kinect pmopel va kataypdyetl Kot vo.
amofnkevcel kivnon, 1 ToOTNTA TOV OEG0UEVOV TOV TAPAYEL EVOL GUGTIILO KATOYPOPTS
Kkivnong etvan e€anpetikd kodvtepn. To Kinect éyel tn dvvotdtro katoypoaeng Kivnong
HUOVO amd UTPOcTA, apov £xel LOVO o kApepa. 'Eva cuotnpo Katoypoaens kivnong £xet
éva mAnBog Kopep®dv yo vo yivetor Koataypoen kivnong amd OAeg TG TAEVLPEC,

001 YOVTOG GE O COGTA KOl OALOKANPOUEVE OESOUEVAL.
To Kinect ypnoipomoteitor kot Katd v Odpkela evOg ToyvidoloD, VM TO. GUGTNLOTO

KOTAYpoenS Kivnong ypnoyorolovviol HOvo Yo v emeepyacio KIVGE®Y Kol TNV

TPOETOLLOGTO TOVG Y10 ToVieS 1] Toyvidia.
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Téhog, n peyardtepn dtapopd twv dvo gival to kéotog Tovc. To Kinect £xet pio oAy
TPOGITN TIUN, €V TO OCLGTNUO KOTOYPOENG Kivnong AOyw Ttov e£omAMopov Tov

ypedleton Eemepva kaTd TOAL TV T Tov Kinect.
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3.1 Ewvoayoym

Ye avtd 1o Kepdrowo Oa e&nynbel m yevikn Aettovpyion Tov mOVO0V. Atveton
TEPLYPOPT] TOV AELTOVPYIEG TOV GLOTHHOTOG, KAODS Kot TOL TPOTOL TOV AAANAETLOPOVV
pneta&d tovg To pépm Tov ovotiuotoc. Ileprypdeovror ot Pocikéc okNVEG NG
EQOPUOYNG, O KOl T gPYOAEin. TOL YPMNOCILOTOMONKAY Yoo TNV Onpovpyio g
EPAPUOYNG.
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3.2 I'evikn Agrrovpyia Maryvidorov

To mayvidol mov vAoTOmONKE Yoo VTN TNV SIMAMUATIKY EPYOGI0 GTOYEVEL KUPIOE OE
Todld, oAAG emiong Kot o€ Atopo OAMV TOV NAIKUOV. XTOYELEL Vo TpowBncel v

TOATIGTIKY] KANPOVOULY KOl GUYKEKPLUEVO TOVG KVTTPLOKOVG TOPAS0GIOKOVG XOPOVE.

Kvplog otdx0og tov moryviood eivor va 0100Eel ko vor fonbnoet tov yprotn va

BeAtidoet v emidoon Tov 6 Eva YopoO TNG EMAOYNG TOV.

Apykd mapovslaletor 6Tov ¥pNoTn £va HEVOD E TIG EMA0YEG Tov. O ypnotng umopet
VoL 0€L VOl preview TV yopav Tov £ival S1BEGIUOL, Kol TN GLVEXELN SIOAEYEL TOV YOPO

mov BéLel va eEACKNOEL.

A@oh Kavel TV €MAOYN TOL O YPNOTING UETAPEPETAL GTO KEVIPIKO OWMUATIO TOV
TOLYVIOL0V TTOV TOPLOTAVEL L0l TAPUOOGLOKT TOPEPVA, OTOV TMV TEPIUEVOLY O OACKOAOG
TOV KOl €vOG EMUTAEOV YOPELTNG. Avapévetal amd Tov ¥pnot va kdvet calibration, kot

énerta apyilel o yopoc.

Kabnc o ypriotng yopedet Ba tov eppavilovionr o€ TPayHoTikd ypovo evOeiEElg TOv TOL
delyvouv To HEPOS TOL GMUATOG TOL gival 61N 6ot N AdBog Béom, fonbdvtag Tov va
TEAEOTOMOEL TIS KIvNnoel tov. Emiong o0tav o ypnotng emidé€el va teppatiost M
0AOKANPOGEL TOV Y0p0, Ba Tov gppaviCovtal oxOAl Yo TNV GUVOAIKY| €MIO0CT TOV,

TEPAOUPAVOVTAC TO SOLVATOTEPO KO YEPOTEPO, TOV CNLELQL.
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3.3 Xyedioon 6uGTNNOTOS

Karaypagn xopoul
o 70 OUoTNHA

Eigaywyn Kivnong
oMY EQUPHOVN

IYZTHMA KATAIPAQHE
KINHZHZ

AZiohoynon emidoong Kai
EMQAVION ATMMOTEAECUATWY

\.
> 5
| EMNEIPOE XOPEYTHE |

EQAPMOIH

XPHZTHZ
Avayvwpion SedopéEvwv

amrd TNV EQAPHOYR

Kataypagpr xopou
Xpriom amod To Kinect

Typa 3.1: Xyedtaypappo GuGTHNOTOS

[Two whve ep@aviCeTot 11 GAANAETIOPOCT] TOV AVTIKELEVOV TOV GLGTHIOTOG,.

O ypHomc OAMNAETIOPE e TO CUGTNUO HEGH TNG KIVIIoNG TOV oL avayvmpilel Kot
kataypaoeet to Kinect. Eniong, n xivnon 6a spoaviCetatl o 1p1odidototo Hoviélo oty
oknvi. Kabmg yopevet, n epappoyn vroroyiler av ektelel TIg KIVAGELS TOV JElYVEL O
EIKOVIKOG OAOKAAOC Kol TOL eU@avilel evoeilelg o mpog Tt va dophmoel kabmg Kot

TEMKA OmOTEAEGLOLTOL.
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To ocvotua Kataypaens Kivinong Kotaypapel TNy Kivnon evog EUTELPOV YOPELTY, Kol
petd amd enelepyacio n Kivnorn ovt) €IGAYETOL GTO GUOTNUA Y10 VO YIVEL GOYKPION UE

OLTT] TOL YPNOTN.

3.4 Po1] dgdopévov

H pon dedopévav Tov GuGTHHATOG TOPOVCIACETAL TTO KATO:

Kartaypagn Kivioneg
EMTTEIPOU XOPEUTH

Install Zigfu package
Export kivnong ot .fbx a1o Unity 3D

) Import Tou povréhou
xopeut oto Unity 3D
AvTIOTOIXNON TOU TTAIKTN
HE TO HOVTEAO TOU XOPEUTH

ZUYKPION KIVAOEWY

Epgavion amoTeAeopaTwy

Xynpa 3.2: Por dsdopévav

Import Tou XopEUT Kal TWvV
animations Tou oto Unity 3D
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H Aertovpyia g epappoyng ympiletar og dvo pépn (Zymua 3.2). Apiotepd £xovpe v
TPOETOLOGIO TOL TPETEL VO YIVEL Y10 VO POPTAOCOVE T SEGOUEVA EVOC TPOYUOTIKOD
YOPEVLTN, Kol Oe&ld €yovue TIG Agttovpyieg mov oyetifovion pe tov ¥pNoTn Kol TO
LOVTELO IOV TOV QVTITPOSMONEVEL. O TEAKOG GTOYOC TOL GLOTHUATOG gival va yivel M

GUYKPLON TOV KIVICEDV TOL TA{KTY Kol TOV d0CKAAOV.

Apywad mpémel va yivel n Katoypopn Kivnong and mpayuotikd EUTEPO YOPELTH] GTO
gpyoompto Virtual Reality. H xoataypagn avtr kot n avdivon tov dedopévov kivnong
€xel yiver mponyovpéveg g ekkivnong g epyociog kot Ba avaivbel oto enduevo

KEQAALO.

AoV yivel aviivon tov dedopévay, Exovpe Eva apyeio .bvh mov mepiéyel v kivnon.
Mo va evoopatmbel n kivnon ovt 010 HOVIEAO TOVL YOPELTH KOl Ylo. Vo &ivot
avayvopiocyo and to Unity 3D, ypeualeton va sivor o popen .fbx. A@ov yivel N
LETATPOTN OVTH, TOTE Umopovue va BdAovpe v Kivnon move otov yopeutn. Metd
dwdkacio avty UTopovLE Vo ElGdyovpe To dgdopEva Tov xopov 6to Unity 3D ywa v

avamTuéNn ToV TOLYVISLOD.

Y& Tl 10 onuEio £yovpe Ta d1POPa animations TOL SAUGKAAOL Y10 TOVG YOPOVG TOV
nepi€yet o moyvidl. To emduevo Prpa etvan va avayvopicovpe v Kivinon tov ypnot

néom tov Kinect.

o va yiver yprion tov Kinect oto Unity ypnowwomomnke to maxéto Zigfu, mov
e€nyeiton ota epyareia mov ypnoyoromdnkay o kdtw. Ev cuvtopms, 1o makéto avtd
neplhappdver amapaitra SDKs yia va avayvopiotel 1o Kinect oto Unity 0mmg eniong
Kol éropa scripts mov kavovv xpnon tov Kinect. Aol kévovpe import €va emmAEovV
HOVTEAO YOpELTH, YIVETOW YPNoM €vOG Script Yoo TNV avVTIGTOlYNOoN TOV GNUEI®V TOL

TO{KT 6T ONUEID TOV EIKOVIKOV YOPOKTNPO.
Aol €yovpe TIG 000 KIVIOELS TO LOVO TTOV AMOUEVEL Elval 1| GVYKPLOT TV 600, 1| oToia

yivetal 6g TPOyHoTIKO Xpovo Kabme o ypnotng yopevel. H obykpion avtm Ba eEnyndel

AENTOUEPADS GTO EMOUEVO KEQAAOLO.
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3.5 Agertovpyieg ZuoTpotog

To cvotua amoteleiton amd TPelg POCIKEG OKNVES: TO LEVOD, TNV KEVIPIKN 006vn Tov
ALY VIO00 OTOL YOpeVEL 0 ¥pNotng (Zynua 3.5), kot v 006vn amotehespdtov. [To

KAT® yiveTal TePypapt] TOV TPLOV.

3.5.1 Mgvov

Me v exkivinon ¢ €@appoyns epueovifetor otov ypnot 10 HEVOD amd TO 0moio
umopet vo kavel Tig emAoyég tov (Zynua 3.3). Ot tpelg mopteg amekovilovy Tovg TPELS
¥0povg mov pmopet va eEacknBel o ypNoTNG, Kot UTPOGSTE amd TIG TOPTEG LILAPYOLV Ol
YOPELTEG TTOV YOPEVOVY TOV AVTIoTOLXO Yopd. YTapyel emiong 1 dvvatdtnta ££600v,
ov teppartilel o mayvidl. H emioyn yopov yiveton pe ypnomn XEWPOVolmy wave Kot

push.

LETS DANCEl 77

i and perform & esture to make yo! =lection

ZEMPEKIKO  KARYILAMAS

Zympa 3.3: Mevov oy vidre
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3.5.2 Kevrpun} O06vn Hoyviorov

H oxnv avt) eivar 10 dwpdtio 6mov yivetor o yopOs. Apyikd yivetor pio pukpn

wepu)ynon tov dopatiov (Zynpa 3.4) Eexvovtag and Ty TOPTE 6TO TG® UEPOG TOL

d®UOTION KO KOTOANYOVTOG UTPOGTA 0td TO LOVTEAO TOV TOKTY).

Xympoe 3.4: ZTiypidtomo wepuynong

Xyfqpa 3.5: Boowkn 6Kknvi} woyviolov
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User Interface

210 KAt d6e&1d uéPog g 006vNng Ppicketon N Katoypagn and 1o Kinect (Zynua 3.7).
Y10 kGt apiotepd pépog Ppioketar to User Radar, evd dimha tov Bpioketon to figure
7oV avamopletdvel Tov moiktn. Kdabe xoppdtt tov adddlel ypopa pe fdon ) cvykpion
KWWNGEWV TOV TOiKTN Kol ToL HovTEAOL Tov éumelpov yopevtn. H odykpion avt Ha

avaAvBel TeEpaITEP® GTO EMOUEVO KEPAANLO.

Xympa 3.7: Aedopéva and to Kinect

3.5.3 O06vn AmotereopaTmv
H 066vn avt) (Zymua 3.8) epgaviCetor 6tav 0 ypnoTng OAOKANPAOGEL TOV Xopd i OTOV
emAéEel amd povog Tov va teppatiost. O tpodmog mov vwoAoyilovtal To ATOTEAEGHATA

Ba eENyndel oto eMOUEVO KEPAAMLO0. AELYVEL GTOV ¥PNOTN TNV OAIKT TOV EMIOOCT, Kol TO

KOADTEPO KO XEPOTEPO TOL CMUELQL.

€47
PANGE @D &
OVERALL €KELLENT!
MOST ACCURATE L€FT ARM

LEAST ACCURATE RIGHT L€6

Zyfqpa 3.8: O06vn amoteleopatmv
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3.6 Epyaieia mov ypnopomon)Onkayv

[Ma v vAomoinon g epapLOYNS YPELASTNKAY KATOW cLYKeKpLuEva epyaieio. [a myv
eneEepyacio TV HOVIEA®V TOL ToyvidoL ypnoyomomdnke to 3DS Max. ' v
KOTAypoen TV Yopdv ypnowwomomdnke to epyaotplo Virtual Reality tov
[Tavemommuiov Kompov, evd yoo v enelepyacia TV 0£00UEVOV OVTOV Kol TNV
GUVOEGT TOVG WE TO HOVIEAO TOL YOPELTN ypnoipomombnke to Motion Builder g
Autodesk. H epappoyn avarntoydnke pe ) gpnon tov Unity 3D kot yio va Aettovpynoet
N epappoyn ypedletor n obvdoeon pe to Kinect. Xtn cvvéyewo yivetor pio chvioun

avaeopd ota epyoieio oVTA TOL YPNGILOTOMONKAV.

3.6.1 3DS Max

To 3DS Max (Zynua 3.9) eivar Aoyiopikd to onoio ypnoonoteitor yuo dSnpovpyio 3D
povtéAmyv, animation Kot €ioévev. Avartdypévo and v Autodesk, £yet dvvatdtnTeg
LOVTEAOTOINONG Kol YPNOOTOLEITaL OpKeETO amd dnpiovpyods 3D mayyvidoidv, otnv
mAedpaon kol oe studio apyrtektovikng. Xpnowonoteital eniong oe tavieg yoo v

onuovpyia effects.

Xympa 3.9: Meprpariov 3DS Max
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3.6.2 Virtual Reality Lab UCY

To gpyaotiplo ypnotpomomOnke yo v Kataypoey] KNoemv and EUTEPOVS YOPEVTEGS,
pe okomod vo. xpnopomonBovv ta dedopUEVE GTNY £QapUOYN avT. Amoteleitol amd To
Kupiog ovotnua kot 12 kapepeg (Eymua 3.10). Ot kapepeg “drapalovv” Toug markers
oL PpioKovionl TAV® GTNV GTOAN TOL YOPELT HEC® €vOC aAyopilBuov. H Béon tov
Kapepav gtvor onuovtikd vo givol ooy, aeod oe GAAN mepintwon mapovstalovton
AGOM Kotd ™V katoypaer TG kivinong mov o amortovcav ToAD ¥pOvo Yio TNV

eneEepyaocia kot 016pOBmon Tovg.

Zyfqpa 3.10: ZTiypétono amnd Ty KaTaypael] ToV opav

3.6.3 MotionBuilder

Emiong amd v Autodesk, to MotionBuilder (Zynuoa 3.11) eotidletal oto animation 3D
YOPOKTNPOV. XPNGUYOTOLEITAL Ylol EIKOVIKT] TTAPUymYT), Katoypapr kivnong, Kot yuo
napodootakd keyframe animation. Xpnotiponoteiton Kupimg oe Tovieg, 6€ NAEKTPOVIKA
oy vidla, oty tiedpaorn kot o€ GAho moAvuéca. Aiver T dvuvordTTe animation
OKEAETOV OAAL KOl TPOCMOMOL, Kol TPOSPEPEL epyaleio real-time animation. Kdmow
nmapodeiypata ypong tov Ppickovrar oy oepd moryviduwv Assassin’s Creed kot

otV towvio Avatar.
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3.6.4 Unity 3D

To Unity (Zynpa 3.12) etvon gpyareio yio dnpovpyia TpiodtdcToTOV mTorvioudV, oAAL
Koty opyltektovikég omewkovicelc 1 real time animation. Ilayvidw mov
avantoocovtal 6to Unity pmopovv va tpéEovv oe mAatpdpueg dnwg oe Windows, Mac,
Android kot dAlo. To Unity divel eniong tn duvatdTnTo AvATTLENS TOLXVIOU®VY Y100 Web

browser, xpNGHLOTOIOVTOS TO £101KO plugin.

O

Xyqpa 3.12: eprparrov Unity 3D
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3.6.5 Kinect

[o va Aettovpynoel n epopuoynq oG xpelaletor Evag TpOTog Vo avayvmpPiGovIe v
Kkivnon tov yprot yw va tov dwcovpe feedback oyetkd pe v emidoorn Tov GTOV
¥0po. I'ia Tov okomd avtd emAéybnke 1o Kinect. H Asttovpyia aviyvevong kivnong tov
Kinect Qo ypnowonoteitar yu TIg €MAOYEG TOL YPNOTNH OTO KEVIPIKO HEVOV, Kol

ONUOVTIKOTEPO, Y10 VO OVOLYVOPIGEL TV KIVNGTN TOL GOUATOG TOV KOOMDE YOpeVEL.

To Kinect avayvmpilel 11 apbpmacelg Tov avBpomvov copatog (Zynpa 3.13) yo va
oYNMOTicEL TOV OKEAETO TOL YpNotn. o va “evdcovpe” tig Asttovpyieg Tov Kinect pe

to Unity ypeldotnkay kdmota epyareio mov Oa avaivbodv ot cuvéyela.

HAND RIGHT HEAD SHOULDER CENTER  HAND LEFT
[ o®
WRIST RIGHT ™ & -';WR‘.IST LEFT
ELBOW RIGHT "¢ o ELBOW LEFT

- —

SHOULDER RIGHT = .| SHOULDER _LEFT

SPINE

l___,_.m CENTER
ove
HIP_RIGHT | S HIP_LEFT
KNEE_RIGHT (0 ) wNEE_LEFT

o A ) ANKLE RIGHT,  ANKLE l.[ll"(:_\?
FOOT RIGHT FOOT LEFT

Xyfqpa 3.13: Zyedwdypoppa apbpncemv tov wapéyel 1o Kinect

3.6.6 Zigfu

To moxéto Zigfu sivan éva odvoro Piplodnkdv kor scripts yi v Topoyn HoG
TAOTEOPUOAG Yo OVATTUEN TALXVIOIDV KOl EQPOPUOYDV YPNOWOTOIOVTNS To Microsoft
Kinect. Avantoynke apywé amd tovg Amir Hirsch, Ted Blackman, Roee Shenberg kot

Shlomo Zippel.
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[Tepiéxet ta axdlovBa SDKs:
*  OpenNI
* Sensor Kinect

¢  PrimeSense NiTE

To wvplo pépog tov makétov avtov eivor to OpenNI, éva open source SDK mov
ypnoomoleitan yroo TN avdmtuén eite BAodnkodv 1 epapuoydv. H evooudtmon kot
xpnowonoinomn tov eivar opketd gukordtepn amd to default SDK mov mpoceéper n

Microsoft.
‘Eva. mapdderypo ypnoyomoinong tov makétov €ktog omd ta SDKs yio v évmon tov

Kinect pe to Unity oamotehovv ol script yio TV HETOPOPA TV SEG0UEVOV TOV KOTOYPAPEL

1o Kinect o€ éva povtélo yopevtn.
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4.1 Kotaypogn ko eneepyacio Kiviiong 00.6KAA0V

Onwc avaeépbnke Tponyovuévmg, ot xopoi mov ypnoyoromonKay 6to moryviol £xovv
Kataypaeet oto gpyactipro Virtual Reality tov Ilavemotuiov Kdnpov. 1o xoppdrt
avtd Ponbncav Eumelpotl yopevTég omd TOVG OMOioVLE KOTAYPAPNKE M Kivnon kabmg
yopevav. H dadikacioo g Kataypaeng TovV Yopav kot TG emefepyaciog Tov
dedopévav elyxe yivel mponyovpéveg g exkiviione g epyosiog ko Ba eEnyndel ot

GLVEYELO.
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Apycd yuo vo. apyioetl | Kotaypagn g Kivnong yivetou calibration. OAot ot markers
TPENEL VO €lvol €KTOG TOV OMTIKOD TEdioV TV Kapepdv, Yoo vo, eEakpifmbel av ot
Képepeg aviyvedoovv avtikeipeva mov vroroyiCovv o markers Adym ¢ avtovékAioong

toug. Ta avtikeipeva avtd tpémet vo aparpedodv aAldg B vdpyovv cEdApaTe KOTA

TV Kotaypoen s kivnong.

‘Emetta yiveton “wanding”. To wand amoteleiton and 3 markers, kot mepvator and to
OTTIKO TMEGI0 TOV KAUEPDOV KOOMDG AVTEG KOTAYPAPOVY dedOUEVA. ZE AVTO TO ONUEID OGO
o TOAAG dedopéva TapBodv 1000 kaAvtepn Bo eivar 1 TOLOTNTO TNG KATOYPAPS, YU
avTtd ivar onuavtikd va PAEmovy to wand 60eg Mo MOALEG Kdpepeg yivetat. Téhog to
GUGTNUA VTOAOYILEL AV 1] TAL AMOTEAEGULATO TG OOIKOGTOG VTG TV IKOVOTOINTIKA,
aAMmg mpémel vo emavaAneBel. Televtaio Pripa tov calibration eivor o oplopodg TV
afovov X, y Kot z. Avtd Bondd yioo To import TV SE00UEVOV GE EQPUPUOYEG OTMG TO

MotionBuilder.

To emdpevo Prpa eitvor n tomoBétnon tov markers mdve 61 6ToAn. Otav TeEAeldGEL 1|
dwdwkacio tov calibration o NBomoldg Popdet T oToAn Ko tomobetovvtor ot markers
ota cootd onueia (Zynua 4.1). Eivor onuavtikd va unv givor coppetpikd, aAlmg n

Katoypoe pmopet va Exet Aabn apov dev Ba pmopel va Egywpioet de&1d and apiotepd.

Zynpa 4.1: Markers nave oto povréro .fbx
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2 ovvéyela mpénet va yivel calibration tov okeletod. O nbomoldg Eexvd mhvta og T-
pose, kot apyiCer m xatoypaer). Emeta yiverar m Swdwaocio emeCepyaciog Tov
dedopévav oto MotionBuilder. Opilovtat o pétpo 1oV GKEAETOV avVAAOYQ [E TOL LETPOL
oV NBomo10V oL EKTEAEGE TNV Kiviomn (Vyog, uKog xeptdv KTA). Metd pémet va, yivel
opopog v rigid bodies Tov okeletol, dnAadn opilovion motot markers aviKovy GTo
kéOe rigid body. Aeov yiver avt 1 dwdikacio, pmopodue vo amobnkedoovpe TV
kivnon eite og .tbx 1| .bvh (Zynua 4.2). I'a tovg 6Komovg g epyaciag ypnoyLonoteital

N popoen .tbx yuo va propodpe va gicdyovpe Tig kivioeglg oto Unity 3D.

Xyfqpa 4.2: AladKaoio EVEONATMOONGS Kiv|oNG 6TO HOVTELD TOV YOPEVLTI

4.2 Xepovopieg maiyviorov

Extoc amd v oavoyvopion g Kiviiong tov Yopov TOL YPNCTN, M EQAPUOYT
avayvopilel emiong kdmoleg yewpovopieg (Zynua 4.3). Ou yepovopieg ovtég
YPNOUOTOIOVVTOL Y10 TNV HETOPOPA TOV YPNOTN Omd CKNVY| GE GKNVA N KOl Yo TV

€£000 TOL OO TNV EPAPLOYT.

Mo ™mv avayvopion Tov xepovopiay ypnopomomdnkay to scripts tov OpenNI yio
wave, swipe kot push pe kamoteg HeTaTpomég yio PEATIOONG. ZVYKEKPIUEVO YPELAGTNKE
va yivouv aAhayéc otic tipég Tov drift speed g yewpovopiag push yia va avayvopiletot

0 €VKOAM ATV O YPNOTNG KAVEL TNV ETAOYY TOV.
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Xyfqpa 4.3: Xepovopisg wave kan push

O ypNoNG apykd TPEMEL VO EVEPYOTOMGEL TO LEVOD Le pia xeypovopio wave. Emetta
KWvael o y€pt Tov de€1d Kot aplotepd mPpog TV emhoyn tov. To kitpvo ypmdpa delyvet
mo Topta ivol n Tlavny emAoyn Tov xpnot pe Pacn v tomobecio Tov XEPLOV TOL

EmMuo 4.4).

LET'S PANCE!

HASAPIKO ZEMPEKIKO KARYILAMAS

Xyfpo 4.4: IBovi| emioy] xpNoTN PE YPONE KITPLVO KAOMOGS Kavel swipe

.Mée yepovopia push to ypdpo aALalel € TPAcIVO Kot EMAEYETOL 1) TOPTO TOL EMBLET
Emuo 4.5). O xpMoC HETOPEPETOL TOTE OTNV TOPEPVO TOL OTOTEAEL TO KEVIPIKO

OMUATIO TOV ALY VIS0V Yo Vo, apiGEL TOV YOpPO.
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LETY DANCEl &1

HASAPIKO ZEIMPEKIKO  KARYILAMAS

-
_,-‘"",h

=

Iyfqpa 4.5: Emloyn ypfiotn pe pdowvo ypopa tpy petaep0ei oy tofépva

4.3 LKNVIKo oy vidlo0

Ta poviého tov TouyvidloL Kot To textures mwov ypnoyomomdnkav mwhpbnkay amd
IGTOGEAIDEG TOL TPOGPEPOLY dMPEAY TPIGOIAGTOTA LOVTELD, KO TPOTOTOMONKOYV HECH
tov 3DS Max yio va €govv po o mopadoctokn aichnon. To poviédo tov yopevtn

napecyén and 1o [Mavemomuo Kdnpov.

O y®pog TaploTaveL [o mTopadoctlokn Kumplokn tapépva (Zymua 4.6). Yrdpyovv tpia
TpaméClo YOPW amd TOVG YOPEVTEC LE TOPOUOOCIOKEG KOUPEKAEG, Kol GE £va amd AT
vapyel TAPAL. Lto miow péPog tov dwpatiov vapyel éva métpvo LAkt pe particle
effects potidg. Ymhpyer emiong o EOAVN KOTOOKELT HE PAPLOL Yo omobnKeELON
BapeMdv Kpaciov, 000 auEOpels Kol par ELAVI POOA KAPOV. XTOV TOIYO LIAPYEL 0L

AGpmo Pe KepOKA, Kot oo To Todvt Kpéuetor Eva EOAVO ToADe®TO.
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Yyqpo. 4.6: Evolloktiko view g tafépvog

H xapepa eotidleton 6To HovtéAo Tov TaiKT, TAV® 6ToV 0moio vadpyet spotlight. Tlicm
amd TOV TOiKTN VITAPYEL O OAGKAAOG TOV KOt £VOG ETITAEOV YOPELTNG, Ol 00101 dEly VoLV
GTOV TTOUKTN TIG KV GELS TOL TPENEL Vo, ekTedécel. Emiong oto micm pépog tov dwpatiov
VILAPYEL Lo TOPTO TOV EVEPYOTOLEITAL OTMG KOl GTO LEVOD LLE [0l XEWPOVOUiD wave. Av
0 ¥pNoNG TNV emAéEel 10te TOV euPavileTon n 000vn amotelecpdTOV Kot TEPUOTICEL

TOV X0pO TOV.

4.4 Kivnon kot povtéio ypnotn

Onwc avagépnke mponyovpévme, Yoo TV ovATTLEN TOL  TOLYVIOOD Kol TNV
aAAnienidpacn tov ypnotn pe ovtd ypnopomoteiton to Kinect. To Kinect avayvopilet
TOV ¥PNOTN Kol TIS opfpdCELS Tov Kot pag dtvel ) dvvatdtnta vo Stfdoovpe Kot vo

YPNOLOTOU|GOVLE TO OEOOUEVA OVTA.

Mo v gvkoMia ypnoyomoinong twv dedopévev ypnooromdnke to makéto Zigfu,
OV TPOCPEPEL H1APOPOL SCTIPtS Y10 TNV AVOyVOPLoT] KIVIGEWV TOL ¥pnotn (Zynuo 4.7).
Onwg Kot o€ TAPOUOIEG DVAOTOGELS TOL £XOVV YIVEL GE YOPELTIKA TTayvidlol Kot Yo vol
glvol 7o OldPACTIKY] KOl OLOCKEOACTIKN 1 EQOPUOYY], Ol KIWVNGES TOL YPNOTN
LLETOPEPOVTOL GE VO LOVTELO YOPEVTN EVTOG TNG OKNVNG. AvTd divel 6TO XPNoTN Lid O

EVYAPLOTN KO PEAAICTIKT EUTELPTQL.
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o v viomoinon avty ypnotponoteiton to script OpenNI Skeleton. Toa va
Aertovpynoet yperaletor va tonofetnBel otn oknvn £va TPIGOIAGTATO LOVTELO, GE QTN
TNV TEPIMTMOON AVTO EVOG YOPELTH, KOl VO OVTIGTOLYNGOVUE T OMHEIR TOV ovoryvmpilet

1o Kinect ota onpueio mov entBovpodpe mveo 6To LOVTEAO.

Aivetar emiong m emloyn vo yivetor update To root position, wOL EMITPEMEL GTOV
YOPOKTNPO VO, KIvVeiTon ehevBepa 6TOV YDOPO avti Vo UEVEL GTAGIOC, TPAYUO YPNOUO

Y10 TIG OTTOLTHGELS TNG EQAPHLOYNC.

¥ [z ¥ Open NISkeleton (Script) [ =,
Script @lﬂpenNISkeletnn @
Head .~ Bip01 Head (Transforo
Meck ~~Bip01 Neck (Transforo
Torso ~~ Bip01 Spine2 (Transfo
Waist Mone (Transform) @
Left Collar Mone (Transform) @
Left Shoulder ~~Bip01 L UpperArm (T2
Left Elbow .~ Bip01 L Forearm (Trao
Left Wrist Mone (Transform) @
Left Hand -~ Bip01 L Hand (Transfo
Left Fingertip Mone (Transform) @
Right Collar Mone (Transform) @
Right Shoulder ~~Bip01l R UpperArm (Ti©
Right Elbow ~~ Bip01 R Farearm (Trao
Right Wrist Mone (Transform) @
Right Hand ~~Bip01 R Hand (Transfo
Right Fingertip Mone (Transform) @
Left Hip .~ Bip01 L Thigh (Transfo
Left Knee -~ Bip01 L Calf (Transfoio
Left Ankle Mone (Transform) @
Left Foot .~ Bip01 L Foot (Transfoo
Right Hip ~~Bip01 R Thigh (Transio
Right Knee ~~Bip01 R Calf (Transfo o
Right Ankle Mone (Transform) @
Right Foot ~~Bip01 R Foot {Transfco
Update Joint Positions -
Update Root Position £
Update Orientation )
Rotation Damping 15

b Scale
Absolute )

Xympo 4.7: Avrietoiynon dcdopévov Tov Kinect pe tov gikoviko yopaxtipo
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Me v ekkivnon g epappoyng nteitar and tov ypnotn va kavel calibrate. To pose
ov {ntettan elvar pe ta xépro oe yovia 90° (Zynua 4.8). O Adyoc mov {nteiton avtd
avti Tov cvvnoicpévou T-pose eivar yio va yivetor o €0KoAd 0 SY®OPIGUOG HETAED

upper arm kot forearm, a@ov divetar n B€om Tov ayk®va.

Waiting for calibration

Yynpo 4.8: Apytko pose wov {nteitor 0o Tov Yp1oTy

AoV o ypnotng kavel calibrate, vdpyel Eva meplBdplo MEVTE SEVTEPOLENTOV TPV
EeKVNOEL VO YOPEVEL O OAOKOAOG, KOl £TGL €Yl YPOVO VO TPOETOUACTEL avAAOYOL.
Eniong og autd 10 dtdotua dev yiveror akdun 1 GUYKPION TOV KIVINGEMV, Aol Eekivd

UOAMG TeELeIdoEL TO countdown.

BéBowo to Kinect dev éxer peydAn axpifeio ommv avayvopion Kvicemv, kKol AOY®
avToL gpeavifovtarl Katd Kopovg avakpifeleg otnv kivinon Tov eKovikoD YopoKTipa.
Mo mapdostypo Aoym g Vdmapéng poévo pog kdpepag kotoypdeetal kivinon povo
UmpooTd. Av 0 ¥pnotng tomobeTnoel Ta ¥Epla Mio® omd TNV TAATH TOV 1 OTOLNOTOTE
GAAN kivnon mov Oev elvar amAn kai frontal, to Kinect dvokolgvetar vo TNV

avayvopicetl. To 1610 cupPaivel 6tav o ypMotng oKOyeEL 1] Yovaticet.
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4.5 XOyKpion Kivijoemv

To onNUOVTIKOTEPO UEPOC TNG EQUPUOYNG OMOTEAEL 1 CUYKPION TOV KIWVNGE®V TOV
APNOTN KOl TOL OAGKAAOL, 0oV glvarl onUAVTIKO va ddcovpe To0 cootd feedback otov

xpHom.

Evtd¢ T0u moyvidlon, o LoVIEAN TOL ¥PIOTN KOt TOV d0oKAAOL ivan evieddmg Opoto. H
HovI Tovg JPopPd elval TG EKTEAOLV OlOLPOPETIKO animation, ooy o O0AGKAAOG
exteAel éva mpokabopiopévo animation pe Bdorn v €mAoyr Yopov TOV ¥PNOTY, KOl TO
animation tov ypnot kabopiletar oe mpaypatikd ypovo pe Pdaorn to dedopéva TOv
Kinect. Avtd Kavel TNV cOYKPIOT CYETIKE EOKOAT, 0poD OUOL0 LOVTEAD OTUOVEL ETioNG
g &xovv ta O limbs kot joints ywo cOyKpion. Apa agol €govv v 1010 doun
oKeAETOV, dev yperdlovial aAlayEg Kot Tpémel va Bpode amAd Evov amoTEAEGUOTIKO

TPOTO GVYKPIoNG TOLG.

['a v oVyKpion TV 6HO KIVAGE®V XPNCILOTOMONKE Lot GVUYKPLION YOVIOV TV limbs
TOV OVO CGKEAETMV TOL JOCKAAOL Kol TOv ¥pnotn oe kdébe frame. Ta rotations ctov
OKEAETO TOV HOVTEAOV glval o€ quaternions, kot To Unity mapEyel GuvapTnomn yo. Tov
vmoAoyiler v dweopd Tovg oe poipec (Quaternion.Angle(transform.rotation,
target.rotation)). '@ v oVykpion emA&yOniov cvykekpipuévo onpeio Tov okeAETOV.
Yuykekplpéva Eytve oOYKpLon TV upper arm, forearm, hand, thigh, calf, foot, pelvis kot

head. Mg avtov Tov TpOTO £XOVUE TIC O1POPES TV PACIKOV LEPOV TWV OVO CKEAETDV.

‘Exovtag v dpopd tov yovidv wotdco dev eivar apketn. Elvar onuoviwd va
Béoovpe kdmota Papn ot onpeio TOL GKEAETOV, Y1 VoL OpicOVUE TOGO CNUOVTIKA EVaL.
Av16 Oa Bonnoet og po To cOGTH TOPOVGIACT) OTOTEAECUATOV, 0OV Y®Pig Ta Bapn
umopet £va onueio Oyt TOCO CNUAVTIKO VO LELMCEL TO GKOP TOV YPNOTH EVOD TO AL TLO
onuavtikd onuetor givar opBd. KoataAnyovpe oilyovpoa Aowmdv ce o vAomoinom

weighted average.
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Yympo 4.9: Mopdocrypo cvykpiong

Xynpa 4.10: Hapadeiypata cOykpiong

Ta Bapn mov vdpyovv otV gPappoyn TEdnkov petd amd dokuég kot eEdoknon. Na
mopadeypo 6o aPopd To arm, SiveTon EUPOCT TEPIGGOTEPO GTO UPPEr arm avii TOL
hand.
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4.5 Epgavion amoteleopdtov

Onwc kot 0TI VAOTOMGELS TOL HeAeTONKaY elval onuavTikd vo diveTol GTov YpNoT
Kamoto €idog feedback. Xto mayvior avtd vdpyovv dvo €idn feedback mov croyevoLV
va fonbncovv Tov ¥pnoTn Vo KAAVTEPEDCEL TNV EMIOOCT] TOV, O YOPAKTPAG STV 000VN

TOL KaODG YopeLEL KOt TO TEMKA OTOTEAECUATA GTV 006V ATOTEAEGUATOV.

4.5.1 Eyypopn aviimpooconevon

O yapoakTpoc 6TO KAT® HEPOG TNG 000VNC TOV ¥PNOTN Eival oL ATAT) KOTOGKELT] TOL
amoteleitar amd &L pépn (Zynpa 4.11). Ta 000 Tov ¥Epa, 00O TOd, TOV KOPUO TOV Ko
10 ke Tov. Ta pépn avtd cupPfoAilovv ta LEPM TOL YPNOTN KoL aPYKA TPV apyicEL
va YopeLEL 0 YPNOTNG O A Ta. PEPM Exovv dompo ypopa. Otav apyicel vo yopevet,
apyiler emopéveg M oOYKPIoN TV KIVACEMV KOl O VTOAOYIGHOS OV Ol KIWWNGELS

exteAOVVTOL 0pOAL.

Xympae 4.11: ‘Eyypopn aviirpoocdngoon Ladov ypioetn

Ta pépn g KaTaokeLNG AALALOVY Xp®OUA HETAED TPAGTVOL KOl KOKKIVOU LE TN YPpNomn
¢ ovvdaptnong Color.Lerp, Baciopéva oto weighted average twv pepdv pe ta omoio
elvar oyetkd. Mo mopaderypa o aplotepd ¥EPL 6NV KATACKELN £ival £VOS GLVOVAGUOG
TOV OPLOTEPOL (v YePoV (upper arm), aplotepol KAT® yepov (forearm) Kot
aptotepov xepov (hand). To okop ¢ meproyng vroAoyiletar pe Pdon to weighted
average o€ OUTO TO TOPAOELYLLOL OVTMOV TOV TPUOV. To YpOUATO aploTeEP Kot 0e&1d TG
Katookev g cuUPBoAiilovv Tov péGo Opo NG €MIOOONG TOV YPNOTN GTO GLYKEKPYEVO

frame.
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4.5.2 Tehxn fadporoyio

Oco agopd v 000vn TEMKOV OmOTEAEGUATOV, EUPUVILETOL £Va. OAKO OKOp EMIOOONG

KoODG Kot ToL LEPN LE TNV XEPOTEPT KOl KOADTEPN EMLOOGT).

o mv guedvion tov punvdpatog g oAKNG emidoong Aapfdvovtor vedym OAa Ta
dedopéva, KaTd TN O1GPKELD. TOV YOpov Kol VToAoyileTan To oAMkO weighted average oto
TéAOG TOV YopoV. Me Bdon avtd, eppavifetor otov ypnom &va pnvopa. To umvopato
mov umopet va AdPer o ypnomg eivoar “EXCELLENT!”, “GOOD!”, “OK!”, kot
“POOR...”.

Ta most accurate kot least accurate epgaviCovror pe faon ordkAnpn v €nidocn T0L
ypnotn. To most accurate eivotl TPOPOVMOG TO PEPOG HE TNV HUKPOTEPT] OMKT dLopOpPa

amd Tov 0ackoro, eve To least pe tnv peyaAvtepr oMkn dtagopd.

4.6 lpopqpora — [epropiospoi

‘Eva and 1o apyikd mpoPfAnuato mov cvvavtnOnke sivar mwg 1o default SDK g
Microsoft yia to Kinect 6ev evoopotdveral edkodla oto Unity 3D. Metd ond apketod
xpévo avalnmnong kotoAnéape oto SDKs mov mepihapfaverl to Zigfu, oniadn kvping
o OpenNI. Avtd dev TEPLOPIGE MGTOGO TNV VAOTOINGN TNG EQPOPUOYNG, KOl OV EKOVE

KATOL S10popd EKOVE TNV DAOTTOINGT O EVKOAT AOY® TMV SCripts mov mepAapBaver.

Apywcd €ywve avalnmmon ywo ta dedopévo kivnong omevbeiag and to Kinect. Qotdéco
dev Ppébnke xamolog amAhdg TPOMOG vo. yivel GUYKPIoN HE TO OEOOUEVO OUTO GE
TpayHaTikd ypovo, yu' avtd 1 viomoinorn KatéAnée vo Kdvel oOYKplon UE TO
TPLGOLAGTATO HOVTELO IOV OVTIGTOLYEL GTOV YpNioTh avti pe Ta dedopéva anevbeiog and
to Kinect. Aev @aivetor va vrdpyel Owitepo TPOPANUO e TV XPNOUOTOINGT NG
nefdo0v oV TNS POV M EPAPLOYT AVTIGTOLYEL e aKPIPELD TIG KIVIGELS TOV YPNOTN TAV®

GTO LOVTEAO TOV YOPELTH, AAAG i6m¢ Oa vIPyE o pikpn Pedtioon.
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To peyodvtepo mpoOPANpa gival Twg Onwg avaeépbnke ce TPONyoOUEVO KEPAANLO, TO
Kinect doev xotaypdeet kivion pe peydAn oxpifeia a@od €xer HOVO Lo KOUEPQ. XE
VAOTOMGELS TOL HEAETHONKAY, O LOONTNG POPAEL GLYKEKPIUEVT] GTOAN KO 1) Kivion Tov
KOTAypAQeToL omd cOoTNUO Kataypaens kivinong. 'Etol ta dedopuéva oyetikd pe tov
¥0pO TOVL gival TOAD o aKpIPEC 6 GUYKPIoN pe avtd mov pog divet to Kinect. Ztpo@ég
KOl KIWVNOES Tov Ogv givol omAéc Kot mov kpOPoLV KAmOwL HEPT TOL YPNOTN OEV
Kataypdeovtal opdd apov to Kinect dev £xel tpdmo va del Tow Kot YEVIKOTEPA YOP®
amo tov ypnot. [ avtd Tov Adyo g yopolc mov meptlapPdvouy oTpoPEg 1 chYKPIon

dev Ba etvar cwot.

‘Eva dALo mpoPAnua pe to Kinect mov mapotnpndnke eivol mog edv vdpyel moAd ewg
o€ €vo dOUATIO TOTE M KOTOypae Kivnomg éxel apketd AdOn. Amd Tig SoKES oV
£ywvav 1 €QapUoY €YEL TO KOADTEPO OMOTEAEGHOTA OTOV VITAPYEL .Y UOVO €va oAl
QemO¢ og €vo Oyl 1000 QMOTEWO dwpdatio. Me oavoiktd moapdBupa Kot TOAD Q®G M

kataypaen tov Kinect emnpealdtav apketd Kot Ekave AdOn.
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5.1 Zvunepdopata

Kévovtag pia avoaokdmmon otovg otdyovg mov eiyav tebel yio v epyocio kot
BAémovtag Ta TEAMKE amoTEAESATA, MG YEVIKT EkOVa emttevyOnkav. H epappoyrn 6vimg
a&loloyel TV enidoon TOL ¥PNOTN GE SAPOPOVG TOPASOGIUKOVG YOPOVG, EIvVaL EDKOAN
ot Jweipon ko pmopel omoroodonmote vo pabst Tic Agttovpyiec tov oe Oépa
OEVTEPOAETTOV. AVTO KAVEL TNV €QOAPLOYN WOOVIKN Yo dTopa VEOPG NAIKING, TOV TaV

TO KOO GTO 07010 GTOYEVE 1 EPAPLOYT).

H pébodog mov emdéytnre g teMKN HEBOOOC GUYKPIONG Elval APKETA TKOVOTOMTIKY|
Kol PEPEL OVOAOY®G 6MOTA amoteléspata. O TEPLOPICUOS GE AVTO TO oNpEio Epyetal
a6 to Kinect, mov Ady®m T0L TPOTOL AEITOLPYIOG TOV GLGKOAEVETAL VO AVALYVOPIGEL
OPIOUEVEG KIVAGEIS AOY®D Tng advvapiog kataypoeng g Kivnomg tov ypnotn o€
tpiootdotarn popen|. I't' avtdév tov Adyo oe opiopéva onueio n ocvykpion e kivnong

dev yiveton 0pBd Ko 1 TeAKN Padporoyio Tov ¥pNoTn OV elval EVTEAMS aKPPNG.
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5.2 Meghrovtikn) Aovirerd

Av ka1l vépyer nON 1 YEVIKN Agltovpyio. cVYKPIONG, Glyovpa LVILAPYEL TPOOMTIKN Yo
peldovtikn dovAeld kot PBertioon tg. o mapddetypa ovti va yivetor ochykpion pe to

HOVTELD EVTOG TNG OKNVIG, VA YiveTol cuykpion amgvbeiog pe to dedopéva tov Kinect.

Eniong, vrdpyovv moArol mapdyoviec mov kabopilovv moTE 60O KIVNAGELS €lval OUOLES
mov dev ypnowomomdnkav ommv epyacia ovt. Mo kivinon enmpedletor Yo
TapAdElyro amd TNV ToyVTNTO, TNV Kotevbuven kot 10 6TVA Tov Yopevts. O kdabe
YOPEVTNG £XEL TO OIKO TOL GTLA, TNV O1KN TOL 01800 Ko cuvaucOnUOTIKY EKEpaoT,
TOL KAVEL TNV cLYKPLoT o mepimAokn. ['t avtdv Tov AdY0 av Ko 1) 6OYKpion mov £yve
oV gpyacia Sivel amoTeAEoUATO GTOV ¥PNOTY, VIAPYEL AKOUN TEPBDPLO Yo VO Etvar

QKON O GMOTA.

Extoc amd 1 pébodo ocvykpiong, Ba pmopodoav emiong va yivouv BeATidoelg 6To user
interface. H gpappoyn 0nmg givar mpog 10 mopdv mpodmobdétetar and Tov ypnotn vo
yvopilel ek TV TPOTEP®V TIG KIWNGES TOv KABe YopoV. T'a avtdv tov AdYOo dev
6ToYEVEL Waitepa o€ apyapovs. I'ia va aAraéel avtd o pmopovoe va yiver breakdown
TOV OPYEIMV KIVIGE®V TOV YOpOV Kot Vo, ELeavilovtal 6Tov ypnotn unvouato wov Ho
oV Aéve oo, gival 1 emdpevn Kivnomn, Ommg YIvETOL GE YOPELTIKA TOY VIOl OTMG TO

Dance Central kot Just Dance.

Yyqpo. 5.1: "Evoeién enépevov Kivijoemv 610 maryvior Just Dance ywo Wii

Me v viomoinon avtg ™¢ epappoyns tov IoMtiotikov Epyacstnpiov avoiyovion
emiong dVVATOTNTEG HOVIEAOTOINONG OAMV TOV OPACTNPLOTATOV TOV EPYNCTNPIOV OE
LOPPN JOPACTIKAOV EPAPLOYDV, OPOV 1| YPNOT EKOVIKOV TEPPOALOVI®OV Yo Vol

dda&ove og vEOoug TNV TapAdooT| Giyovpa Bo TPOGEAKVGEL APKETOVG.
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5.3 Epmepiec mov amoktiOnkayv

AOy® ™G epyaciag avtng 600nke N evkalpion vo amoKTNOoOVV SAPOPES YVMOOELS Kol
EUTEPIES GTOV TOUEN TNG TANPOPOPIKNG KOl GUYKEKPIUEVA TV YPAPIKAOV. 'Eywve gpehva
Y. TO animation YOPOKTNP®OV Kol GE EMOUEVO PO yloL TNV TEYVIKN KOTOYPOEY|
kivnonc. Emiong peremOniov ot mponyovueves 01001kacieg mov elyav yivel GYETIKA UE
TNV KATOypapn KOl LOVTEAOTOINGT T®V YOp®V Kol OTOKTHONKOV YVOGES MG TPOG TO

Prpata mov yperalovtat yio va ddcovpe {on o€ £vav EIKOVIKO YOPOKTHPOL.

Eniong éywve ywo mpodt @opd emapn pe 1o mepidarov Unity 3D, pe 1o onoio o avtd
0 onueio yvopilovpe apketd AOY® TG avAmTuéNng TOL TOYVIOWD OTO TEPIPAALOV
avtd. ‘Hrtav pa evowapépov gumepio a@od dapépel apketd pe to XNA pe to omoio
éywve e€owkeimon oto mapeABov. Emiong n epyacia ypeidotnke va yiver eneEepyacio
TPIGOACTATOV HOVIEA®V KOl AOYOL 0VTOL amokTnOnkov emiong yvooE Yy TIg

Aertovpyieg Tov 3DS Max.

Téhog, amokmOnkav yvooelg Avong mpoPAnudtov kot &ywve eokeimon pe T

dladKaciog Tov ypetdletal yio TNV avamTuén oG StdpacTIKNG EQAPLOYNG 0TS OUTY.
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