Atopkn Ammdopoatikr) Epyoacio

MMPOXOMOIQIH TOY MMPOIZTOPIKOY OIKIZEMOY THEX 3HZ
XIA. ILX. XTO HPAION XAMOY XTO UNITY

Mépxog [Havayidtov

IHHANEIIIXTHMIO KYIIPOY

4)
N

¥
|
|

i
V.

TMHMA TAHPO®OPIKHX

Manog 2018




ITANEIIIXTHMIO KYIIPOY
TMHMA IAHPO®OPIKHX

IIpocopoicmen Tov TpoicTopikov oKiopov TS 3ng i m.X. 6to Hpaiov Zapov oto
Unity

Mépxog [Havayidtov

Emprénov Kabnynmg
[Nopyog XpvsdvOou

H Atopun Aumiopatikn Epyacio vropAnOnke mpog pLepikn] EKTANP®OOT TOV ATOLTCEDV
amokTnong tov wrvyiov [TAnpoeopikrg tov Tunuatog [TAnpogpopikng tov Iavemotnpiov

Konpov

Méiog 2018



Evyoprotieg

®a nBeia va guyaplotnom Tov emiPAénmv kabnynt) pov Ap. I'dpyo XpvodvBov mov pov
€0mae TV evkaipion vo, aoyoAndd pe Tov oYESIOGUO KoL T1 OMovpyia TG TPIoOACTATNG
TPOCOUOIMONG EVOS OPYOLOAOYIKOD YDPOL KOOMG 1 ovATTLEN TPIGOIAGTAT®V HOVTEAWDV givarl
KatL pe to omoio B ® va acyoAnbo kot petémerta ot (N pov. Emiong mpémetr va tov
ELYOPIOTHCM YL TIG OVEKTIUNTEG CLUPOVAEG TTOV HOL £0WGE KATA TN OBPKELN TNG EPYOCTOGC

OVTNG.

®a Bera va gvyopiotiom ™V Ap. Ovpavia Kovkd yio v forfeia mov pov mapeiye oyetikd
pe TANPOQOpies Yo Tov TPoioTopkd 0KIGHO oto Hpaiov Zdpov, pe xapteg Kot €1KOVEG NG
101 €EMOYNG, OMwG emiong Ko v Ayyelkn XoAkid 1 omoio Hov £€0wGe dOVAELL OV Eiye

Kavel 610 TopeABOV e To 1010 BEpa Kot vanpée ToAvTUN BonOeta.



Iepiinyn

To 0épa g mapovoag Aummlopatikng Epyaciag elval n povielomoinon tov mpoicTopikov
0Kl oV NG 3ng k. m.X. oto Hpaiov Xdpov oto Unity. Me v avantoén g teqvoroyiog
T0 TEAELTALO XPOVIA, M AVOTAPACTOOT Hog 10€ag 1| piog eikovag o€ Eva TPLodIAcTOTO KOGHO
&ywve mowo €0koAn kot mpootty). ‘Eyovtog oty 61d0eon pov ewkdveg ko otoryeion yoo tnv
YAopido Kot Tovido TG TEPLOYNG, TNV OPYITEKTOVIKT TOV CTITIOV KOODS Kot EIKOVES amd TOLG
avOpOTOLG Kol TIC OGYOALEG TOVE, TPOSTAONGAU VO LLOVIEAOTOUO® TOV OIKIGUO 6to Hpaiov

Yaupov. H sumhopotikn pov yopiletal o 2 pdoelc.

Kotd v mpot @don avoldbnkav ot ewdves kol to. otoryeion yioo TNV mEPOYN] Kot
onpovpynnkay 81épopa TPLoAACTUTO LOVIEAN OTIMG 0L AVOP®OTOL, To GTiTIoL KO TO TELXOG
nov meptEPare tov owkiopd. Oha ta poviéda dnpovpyndnkav pe v ypnon tov epyoreiov
novtelomoinong Blender. AxolovBw¢ ypnoiponoinca éva apysio mov pov d00nKe amd v
Ayyehn 1o omoio elye XYZ onueia g popeoroyiag tov €ddpove. Elya mpofinua pe v
aVaTOPAGTACT TOL €30QOVG KAOMG TO OMOTEAECUO TNG OVATOPACTACNG OEV NTOV TO

emBounro.

2ty dgvtepn @AoN, 0oYOANONKA LE TNV EIGAYMYN TOV LOVIEA®V GTNV UNYOVY OVATTUENG
noyvidwwv Unity yio va dnpovpyfo® ™V Tpocopoimon tov ydpov. Me v Ponbeto
KATOI®V £TOIUMV EPYOAEI®V TNG UNYOVIS KOl KATOL0V KOSKO(SCripts) Tpoonddnoa va ddhow
kivnomn otoug avBpdmovg, va dNUIovpyNo® tov ToTapd mov Ppioketal dimho amrd TOV OIKIGUO
Kot vo Kave pio képepa n ool kiveite eAedBepn oto ydpo yio mAorynon. Ta arotedéopata

NG EPYNGIOG OV QOIVOVTAL GTIG TTOL0 KATM ELKOVEC.
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Kepararo 1

Ewayoyn

1.1 levikd
1.2 Eupérewn épyov
1.3 Iponyoduevn Epyacia

A~ DN

1.4 Hpaio Zdapov

1.1 I'evikd

H paydaio avamtuén g texvoroyiag ta teAevtaia ¥povia Kol GUYKEKPLUEVE GTOV TOUEN TMV
YPUPIKAOV EYEL TPOGPEPEL TOALA OGO ALPOPA TNV ATEIKOVIGT] TPAYULATOV TOV OEV UTOPOVLLE VOl
dovue onuepa. H mpocopoioon ytipiov, meploydv 1 akdpo kot {OVIavav opyavicUOV TOV
omoiwv To oV otoryeion Tov £YovUE Eival 1GTOPIKES TEPLYpaPES £xel Yivel eVKOADTEPN LE
gpyaieio poviehomoinong onmg to Blender3D kot epyadeio avantuéng moyvididv 0nmg o

Unity.

H mpocopoiwon tov mpoictopikov owicpov oto Hpaiov Zdpov €xet o¢ oxomd va
anewovioel To TePPAALOV TG TEPLOYNG KAODS VO avamapacsTioel TV (o1 Kot TIG aoyOAlEG
TV ovOpdnwv mov {ovcav tov ToTe Koupd. Katd v yvoun pov 1 déa yio avantuén avtmg
mg epyaciog etvar e&apetikn, d0TL Ba £xel v dvvatdtta 0 KOGHOG va del v (o1, TO
TePPAALOV, TNV OPYLITEKTOVIKT] TOV TPOIGTOPIKOD OIKIGHOV Kol VO TAPEL piol 1060 TOV TG

nrav 1 (o1 tote.

Etvon pe peydin pov yopd mov aoyohovpOL LLE TNV CUYKEKPLUEV EPYOTTI, OLPOV 1| LEAETN TNG
otoplog Kol TNG KOVATOOPOS €VOC TPOIGTOPIKOD OKIoHoD Kabmdg Kot 1 Onpovpyia
TPLGOAOTATOV HOVIEAMV GE £VOl EIKOVIKO TTEPIPAAAOV OTOTEAOVV TPOCMOTIKES, OYOUTNUEVES

acyolMec. Mio tétoln mpocopoimon oesihel vo givol exkmondevTiky, KoOOG mpémel va



mopovotdlel 660 Mo PEaAoTIKG Yivetar T {on Ttov T10Te avOpOTOV 00TOC (OOTE Vo

TPOCPEPEL TNV COGTI YVAOOT] Y10, LEAETT).

1.2 Eppéirera épyov

Eivar puowkd emdpevo OtL dgv givar duvatd va KOTaoKeLOoTEL piot OAOKANP®UEVT OOVAELL
Héca o€ TOGO KPS SLAGTNO OPOV VITAPYEL OVAYKN OO ONUIOVPYIN TOAADV TPICOACTATOV
HOVTEA®V. XTOY0G 1oL givar va oxedldom KaAd To oo Bactkd KOUUATIO TOV OIKIGHOD, OTMG
T0 1el}0g MOV TEPIPAAAE TOV OIKIGUA, TOVG OVOPOTOVS KOl TIG EVOLUAGIES TOVG, TO OTITLA,
TOVG TPOLOYDOVES KOOMG KOl TO KOWOTIKO KTPLO oV €iye 0 TOTE OIKIGUOG, £TGL DGTE GTO
HEALOV va. pumopel va avartuyBel og pio TANPES Kot TEAEIMUEVT] TPOGOUOIWGOT HE EVKOALD Ko

va Tapadofel 6TOVE 0PUASIOVG Y10 EKTALOEVTIKY XPNOT).

1.3 Hponyovpevn Epyocia

[Tponyoduevn dovAeld pe 10 ovykekpluévo Bépa €xel kaver n Ayyehkn XoAkid otnv
LETOTTTUYLOKY €PELVE TNG Yo TOV OIKIGHO 6T0 Hpaiov Tdpov[1l]. Anuovpynoe oto 3dsMax
éva TPOTLTTO TNG TEPLOYNG LOVIEAOTOIMVTAS TO GTITLOL, TO TOTYOG KOl TO KOWOTIKO. ATO avtd
YPNOOTOINoH To KNP, TPOCHETOVTIOC TNG KOTAAANAEG €IKOVEG Yol VO TO. KOV Vo
eoivovtal mowo peaMotikd. Xto oynuoato 1.1, 1.2 ko 1.3 eivor kdmoleg ewoveg amd v

JOVLAELY TNG

Xyfqpa 1.1: Toiyxog kon owkia a6 TNV PETOTTUYLOKY EPYacio TS AyyeMKNS XalKkid
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Yyqpa 1.2: Toiyoc, papma, owkio amwd TNV peTanTOLOKN EpYacio TG AyyeMkng Xaikid

Xyqpa 1.3: Kowotiké ktipro amd Ty peTantoytoky epyacio ng Ayyekng Xaikid

[TAnpopopieg v Tov cuyKekpipévo okicpd mpa eniong and v Ap. Ovpavia Kovkd n
omoio. pe Pondnoe pe opyeion Ko €woOveg amd v OIKN TNG OOVAEWL GTOV GULYKEKPUUEVO
owkiopuo[21]. Me v ypnon awtdv Tev otoyeiov povielomoinoa oto Blender3D tig owiec,

TO KOWOTIKO KTNPlO, TOVG avOpdmovg, To TOiYog mov TEPPAAEL TOV OIKIGUO KOl TOVG
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TPOLOYDVES. 2T, OpYELRL TOL OV OOOMKAV VILEPYOVY AVAPOPES Kol GTNV YAMPIda Kot Tovida
oV Ydpov. 'Etol, avalntnoo oto dtdiktvo kot Bprko LoviéAo Yo eAld, agol gival 0EvIpo
10 01010 KAAMEPYOVGAV Ol AVOPOTOL TNV TOTE EMOYN| KoL APV KO OYELAOES Y10 TIG PAPLES

TOV KOTOIKMV.

1.4 Hpaoio Xapov[21]

To Hpaiov Bpioketor otnyv vOTIoL 0KTH TG ZALOV, GTNV TTOLO EVGOPN TTEGLAON TOV VNGOV, TOL
dwoyileton amd tov motapd Tuppaco. Ot avoaokagéc Eywvav and to Ioavemommuo Konpov
amd 10 2009 peypt 1o 2013 pe otdHyo:!
e Tnv diepedvnon tov peyéBovg, TNV EVEOKOIVOTIKY 0OPYAV®GT TOL YMPOL KOl TN LOPeN
Kot Agttovpyio TV 01KodoUnUAT®V.
e Melétn KvNTOV VMKOV KOTOAOIT®V KOl  YOPOKOTOVOUN TMOV  OIKOVOUK®V
OpaGTNPLOTHTOV
¢  Audyvmon TOMTIKNG, KOWMVIKTG KOl OTKOVOUKNG 0pYAvOGNG.
o A&iohdynom ToOMTIGTIKOV 0ALOYDV KO’ OAN TN SIUPKELL TOV ETOYDV.
H mpocopoiwon mov €xet yivel, agopd TOV OIKIGUO KATE TNV TPOIUN ETOYN TOV YUAKOV
nepimov 3000-2500 w.X.. Mov 860nkav ot TANpoeopieg ol omoieg MTav avaykaieg yio vo
ONUOVPYNO® TO TPIGOLAGTOTO LOVTIEAN KOL TNV OOUT] TOV TPOIGTOPIKOD YDPOV OId AVTEG TIG

OVO.OKOQEC.
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2.1 Ewoayoyn Keparaiov

Ta ypa@ikd VTOAOY1IGTY, ATOTEAOVV EMGTNUOVIKOG KAGOOG TNG TANPOPOPIKNG TOL OCYOAEITOL
pe v texvoroyia adyopiBuikng ohvieons eikdvmv 6tov nAektpovikd vtoroyioty. [Ipoxeiton
Y €KOVEG TOL dMpovpyoLVTOL HE TNV Pondela EOIKOV TPOYPOUUATOV/EpYaieiny Yio
enefepyacio G ekOVAG. ATapaitnTO GLOTATIKA Yo ONUIOVPYIO EIKOVOV YPOPIK®OV Elvar 1

YEOUETPIKN HOVTEAOTOIN O, N KIVION KO 1] TAPAY®YT TG EKOVOG.



2.2 I'eopeTpikn) Movrehomoinon[22]

Yta ypa@ika £yovpe 600 €idn dactdcewv, Tov dtodtbdotato(2D) kat tpiodidotaro(3D) H
dudotaon opiletol amd Tov aptOpd GUVIETAYUEVEOV TOV YPTCLLOTOLOVLE Y10 VO OPIGOVUE TOV
YDOPO TOV KOGLOL. LTNV TPOCOUOIWGT TOL TPOIGTOPIKOV OKIGHOV Hal XPNGLOTO|GOVUE TO
TPLGOLAGTATO GVGTNUA APOV BEAOVLE VO ODGOVLE OGO TTOW0 PEQAICTIKT LOPPT YivVETOL GTOV

ADPO.

2.2.1 Eidn avarapactdscwv 3D oynudrov

"Eva €100¢ avamapdotaons avIKEWEVOVY ivol To ToADEdpa, To avTIKEipevo dnAadn|
7oV amoTeEAOHVTAL 0O GLALOYEG TOAVY®VMV. 'Eva moAvywvo opileton amd pia cepd
onueimv(X,y,z) ta onoia opifovv pio Oéon oe oyéomn pe TV Py TOL GLOTHUATOG
ocvvtetaypévov. Me éva GUVOLOGUO TOAVYMOVAOV UTOPOVUE VO, TEPLYPAYOLLE

0TO10ONTTOTE GYNUA OTTOC PaiveTol 6To Zynuo 2.1.

=

i

S

Tyqpa 2.1: Movtehomoinon ayeLados LE GUVOVAGHO TOAVYOVEOV



AMo €id0¢ avamapdotaong TplodldoTotmv oynudtov eivon o Quadric Shapes ta
omoio. e Paon to KEVIPO TOL GYNUATOS KOl TNV YPNOT TOALMVOLOL SNUIOLPYOHV

KOO0 Gy

Cube a a= length of edge
+—g —
Rectangular prism [ xwxh | = length
w = width
h= height
h
w
|
Cylinder mxrxh r=radius of circular face
h= height
Cone 13xm=r xh |r=radius of circular base
h = height from tip to base
D
Sphere 43xm=r r=radius
)
\_/F

Yynpa 2.2 Baoikd oyfpuoto pE T0 TOAVAVUUO KOTUCKEVNS TOVG

To tpito kot terevtaio €idog avamapdotacng ivol ot KOUTOAES TOL dNULOLPYOVVTAL
and TOPOUETPIKEG £EIGMOELS UE TNV YPNON onueimv eA&yyov Om®G QaiveTOl TO0
KaT®. Avtol TOV £100V¢ EEIGMCELS YpNOILOTOMONKAY Yio dNpUovPYio TOV TELYOVS TOL
nepifore tov owiopd. Xe avtd Oa emkevipwboldue apydtepa 6TO0 KEPAAOO TNG

LLOVTEAOTTOINGTG.

Yynpa 2.3: Kapmrodn wov snpiovpyértor pe faon ta €@td onpeio eréyyov

2.2.2 Yhko, Xkiaon kot Yo

A@o0 dnovpynbel 10 TP1eO1AGTOTO HOVTEAD LE TOVG TPOTOVS TOL OEi&ape TO10 TTPLY,

16TE Y100 va 0iEov e pEOMOTIKOTNTO TPETEL YPTGLULOTOMGOVIE TOKTIKEG OKINO™G Kol



VONG. Zkiaomn eivor To YEYOVOS AMOKAEIGHOD TNG TPOCTTMONG UIOG OEGUNG PMTOC GE
plo emoeaveln. Me avtd Tov TpOTO eVIoYDETOL 1 OVTIANYN TOV YMOPOL KOl TNG
YEOUETPIOG TOV OVTIKEWEVAOV. AVTO EMLTLYYAVETOL LE T OLAOTIKOGI0 VTTOAOYIGHOD TOV
YPOUATOG KAOE onpeiov 6To pHovtého pe faon 1o T0co ennpedleTol amd ToV QOTICUO.
2T0 YPOPIKA ¥PTOILOTOIOVUE TO EUTEIPIKO HOVIELO @mTiopov Tov Phong to omoio
givon évag ypapkoc cuvovacpog 3 cuvVIoTMo®V, TG dtdyvtng avakiaong (diffuse),
™m¢ katevBuvouevng avakioong (specular) kot tov éupecov poticpov (ambient). O
EUUESOG QOTIOUOG €lval OVTOG OV LIAPYEL YEVIKA GTO YMPO, EVM Ol GAAOL dVO
TpokalovvTol amd pio potevy yn. H dudyv avdxiaon givol n aviavakioon Tov
QOTOC omd pio emEAvVELD, TETOW MOTE IO OKTIVOL TOV TPOGTINTTEL GTNV EMLPAVELL VO
elval dlomaptn o mMOAAEG Yoviee mapd pHOvo o€ pio yovio Onwg eival ovtn g
katevBuvopevng avakioons. O EUUECOS POTIGUOG EIVaL O YEVIKOS POTIGUOS 0 0Tt010g
opiletar mg T0 «adEGTOTO YOS TOL glvar 6Tafepd G OAOKANPN TV EMPAVELN EVOC
OVTIKEUEVOL. XT0 Zynuo 2.4 pmopovpe va dovpe mwg cvvovdlovtor avtég ot 3
OLUVIOTMOOEG YL Vo, OMGOVV TO aicOnuo Tov TPIOAAGTATOL HOVIEAOL GE &va

OVTIKEILEVO.

Ambient + Diffuse + Specular = Phong Reflection

Visual illustration of the Phong equation: hare the light is white, the ambient and diffuse colors are both blue, and &
the specular color is white, reflecting a small part of the light hitting the surface, but only in very narrow highlights. The
ntensity of the diffuse component varies with the direction of the surface, and the ambient component is uniform
(independent of direction).

Yympe 2.4: Otk osikovion g sbicmong Phong[11]

Y pni(texture) opiletar og 1 Y@PIKN SAUOPPMOOT| TOV TOLOTIKMOV YOPOKTNPIOTIKOV TNG
EMPAVEIONG €VOC OVTIKEYUEVOD, OTMG TO YPOUM, T OWPAVELYL, TO OVAYALGO N M
opaAoTNTa. H dadikacio 6Tov amodidetal  ven OTIG EMPAVEIEG EVOG OVTIKEILEVOL
amokoAeital ¢ amewkdvion voeng (texture mapping). Me moo amid Aoy 1

ATEIKOVIOT DO EIVOL 1) ETUKAAVYT) TOV AVTIKEYEVOD LE [0l EIKOVOL.



2D texture

20 texture " droped"
over 30 object

Typa 2.5: ATeikovion veng evOg avVTIKEREVOD

[Nao va dnpovpynoovpe éva peoMotikd poviélo pe okomd va deiovpe 660 moo
OMOTA UTOPOVUE TNV TPAYLATIKY EIKOVO TOV OVTIKEIEVOD Ypetdlovtar Kol 1 oKioom

KO 1] VOY| TOV UE TIG COGTEG TOPUUETPOVG,.

Model + Shading

f »

‘
Model + Shading

+ Textures

do things start
looking real?

Zyqpa 2.6: H ypiion g okiaong kol ve1g 6€ £va TPLedtdeTtato povtéroe



2.3 Metaoympoatiopoi
O peTaoNUOTICUOC €VOG OVTIKEILEVOL £XEL VO KAVEL UE TIG Owodkaocieg HeTAQpaoNg,
TEPIOTPOPNG Kol KaBoplopd HEYEDOVG Yiow TV TPOGAPUOYN EVOG OVTIKEILEVOL GTNV GKNVN

0o TIG TPOYUOTIKES GUVTETOYUEVEG GTOV KOGLO TMV GLVTETOYUEV®V TPOPOANG.

2.3.1 Metagpaon

To onuelo €vOC OVTIKEWEVOL UTOPOVV VO HETOPPOCTOVV GE VEQ ONUEID TOV

GULGTNLOTOG GUVIETAYUEVOV HECH TMOV KATIAANAW®V EE1I0ADGEWMV.

y axis

2] T1 0 0 8] [x . v’ 2
y' - 01 0 f_“ y //

Z1 1001 ¢tz (x,y,2) @ T=(t,t.t)
1| (000 1][1] i "

Z axis xaxis

Xympa 2.7: H g€icmon Kol To TG PETUKIVEITOL £Va GNUEID GTOV TPIGOLAGTATO YDPO

2.3.2 IleproTpoon

Ta onueio evog avTiKEEVOL UITOPOHV VO TEPLGTPEPOVTOL KATA O1APOPOVS TPOTOVG

0TO GUOTNO GUVIETAYUEVAOV OvOAOY LE TO oo dEova Ba kpatncovpe otabepd.

e

/

S|
p
[
<
[

Xyfqna 2.8: H neprotpo@n] yOpo amd Tovg 3 dEoveg
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X-axis Y-axis Z-axis

1 0 0 0 cos@ 0 sin@ 0 cosf —sind 0 0
0 cos@ -—sin@ 0 0 | 0 0 sind cos@ 0 0
0 sind cosf 0 —sind 0 cosf@ 0 0 0 1 0
0 0 0 1 0 0 0 1 0 0 0 1

Xypa 2.9: H e€iooeig meprotpopiis pe paon mowo a&ova kpatape otadepod

2.3.3 KoBopropoc Mey£0ovg

Ta onpeia €vOg aVTIKEWEVOL HTOPOoVV va pHeyeBivouv 1 vo GUIKPOVOLV aVAAOYQL LLE

10 T1 BéAlovpe va KAvoue.

(x| [s, 0 0 [x]
Y10 s 011>
z 1o s, 0|1z
1110 0 1|1 ‘

SR

Yyqpa 2.10: H e€icmon Kol 70 TOG PEYUADVEL TO UVTIKEIPEVO GTOV TPLEOLAGTOTO YMDPO

2.4 Kivnon

Kivnon(Animation) &ivor 10 KOUUATL TOV YPOPIKOV VTOAOYIGTH 7OV OOCYOAEiTOL OTNV
avAmTLEN TEYVIKAOV Yo Onpiovpyio KivoOuevav eikdévov. MECH oUTOV TV TEYVIKOV
UTOPOVUE VO, dMGOLUE KIVNON G€ OMOOONTOTE EIKOVIKO OVTIKEILEVO, OTO TPMOTOYOVOLG
TUTTOVG OVTIKEWLEVOV OTTMOC ONUELN, YPOUUES Kol TOADY®V PEYPL Kol PEYAAD GOVOAN OTT®G
TAEYLOTOL, TTOPAUETPIKES EMPAVELEG Kol AAAa. Kivnon pumopovpe vor SOCOVUE aKOLO Kol OTIG
EIKOVIKEG KOEPES KOL GTOV QOTIGUO. XTNV 0LGio. avTO TOL KAVOLUE €ivol Vo TOipvOLUE
delypata amd TIg TOPAUETPOVS LE TNV TAPOdO TOL Ypdvov. Anhadh, va Kpatovpe v Béon,
TOV TTPOGOVATOMGLO Kot TNV KAILOKO TOL OVTIKEILEVOL KOOGS KoL TO YOO, TNV VON Kol TOV
QOTIoNO o KaBe otiyun péxpt vo ohokAnpwbel m kivinon. T'ie v mpocopoimorn Tov
TPOICTOPIKOD  OIKIGUOV  aoYOAMONKO GLYKEKPWEVE HE  KIVAGES NG KAUEPOS Kot
11



TPLOOIACTATOV YOPOKTAP®V. ATOPAITNTO Y100 TNV Kivnon TV YopaKTipmv gival to rigging
Ko SKinning apo® ywpig avtd ot xapaktnpeg oev Oa pmopodoay va Kivohvtol PEOAMOTIKA 1) Ot

KIWNOELS va poaivovTtat Tepiepyes av o dev yivel 1o cmatd skinning.

2.4.1 Rigging

To Rigging &ivol n dwdikacio pe v omoio dNUIOLPYEIC TOV «OKEAETO» Ylo. Eval
TPIGOLAGTATO HOVTEAD LLE GKOTO VO UTopel va Kiveitatl peaMotikd. 'Evag «okeAetdon
&xel Kamolovg Pabuovg erevbepioc TOV YPNCUOTOOVVTOL HE OKOTO VO EAEYYELS TIC
KIVGES 7OV EMTPEMOVTOL VO Yivouv, OTMG Yot TAPASELYUO O TEPLOPIGUOC TNG
TEPIOTPOPNG €VOG «kokdlovy. Kdbe yoapaxtipog pmopel va €xel dOQOPETIKO
COKEAETO» POV 0 «OKEAETOGH £vOG LMOV He avTOV Tov avBpadmov dapépet. [lap’ dha
aTd £vag oKEAETOG avOpOTOL UTTOPEL VO EPUPLOGTEL GE OAOVS TOVG aVOP®OTOLS GpaL
dev Ba yperaleton va yivetan cvvéyela 1 dadikacio tov Rigging oAld pmopet va. yivel

pio popd yuo Kabe €100¢ «oKeAETOV» TOV YPEILOUACTE.

Yyqpa 2.11: Mopadeiypota 0mwd «CKELETOVS) Y10 GALOVS YUPUKTIPES

"Eva chompo okeletod amoteAeitan omd Kivnuotikég aAvcideg, Oniadn| pia wepapyio
amd dlacvuvoedepéva ootd. Mio odvcida Eexwvd amd pia pilo(root), €xet moArd

kokaio(bones), ta omoia eivon evouéva pe apBpmdoceig(joints) kat tekeidvouvy o éval

12



teMkd  kokaho(end-effector). 'Evac «okeletdéc» emitpémel  oTOV  YOPOKTHPO,
TEPLOGOTEPO EAEYXO OTIS KIVIOELS OV KOAVEL OOV UECH TOV KKOKAA®V» KOl TOV

«opBpOoEOVY) UTOPEL VO KAVEL SIAPOPETIKEG KIVIOELS 6€ KAOE onpeio Tov COUATOG.

parent

i / joint

current
joint

effector

Yypa 2.12: O KivnpoTikés 0AVGIOES KOl TO TMG AELTOVPYOVY

Moévo tov to Rigging dev givor apketd apod kabe kokaAo givar vaevhuvo yia KATolo
pépog tov Oépuatog to omoio mpémel va kwveiton pali pe to koéxoro. o avty v

dovAetd givan vrevbvvo to Skinning.

2.4.2 SKinning

Skinning ivar 1 dodikacio 6To YPOPIKA VITOAOYIGTAOV HE TNV OTOI0 GUVARTELS Eval
«OKEAETO» OTMG EIOAE GTO TPONYOVUEVO VITOKEPAANLO LE EVO TPIOOAGTOTO LOVTELOD
7oV amoteLeiTe amd TOAAG ToAVYwva. Kdbe molvywvo cuoyetileton pe éva «KOKaAo»
0TO «OKEAETO» Kot Kveiton pe Paom tnv kivinon Tov cuyKeKpluévou «kokdiovy. Kabe
onpeio moAamhiactaletarl pe kdmola fapn avaroya pe to méco emnpedletor and To

«KOKOAO» Kol To amoteAéopoTo Tpootifevtat pali.

13



Tyfqna 2.13: H oovoyn «déppatoc» pe «6KEAETO» Kor 1) €@appoyn fapav

2.5 Kapepa

H xduepa etvar 1o péco pe to omoio UTOPOVUE VO TOPOVGLAGOVLE i TPIGOAGTATY GKNVT|

oe plo oOwoddototn 006vn mpoceépoviog otov Beatny v aicBnon tov  y®pov

TopoVc1alovtag TNV oKnvr 060 mowo peoMotikd pumopel. o va mdpovpe pio eikdvo Tov

TPIGOAGTATOV KOGHOU HEC® TNG GOLVOETIKNG KAUEPOS TPEMEL va €yovue vroyn 6

TOPAUETPOVG:

1.
2.
3.

TomoBeoia ¢ kKapepag oto maykdsuo cvotnuo a&ovov. (Position)
To didvvopa mov kabopiletl To mov PAéner n kauepa. (Look Vector).
O mpocavatoMopdg g kapepag o omoiog kabopiletor amd to Sidvucua 6To omoio
PAémet ko amd TV YOVIA pe TNV omoia 1 KAUEPO TEPIGTPEPETAL YOP® OO TO €V AGY®

dtavvopa. (Up Vector)

. Avodloyia gwovag, 1 omoio. kabopiletar and tov Adyo mAdtovg oe Vwyog. (Aspect

Ratio)
T'wvia Yyovg, n omoio kabopilel oo amd v oknvh B prer oy ewovo (Height
Angle). H yovia mAdtovg kabopiletar amd tnv avaroyio TAdtovg og Hyog pe Baon

mv yovid vyovc. (Width Angle)

. Mmpootd Kot Tiom amOKOUe ETTEIOV, TEPLOPIGUEVT EKTACT] TNG OYNG TNG KANEPOS

Katd v amddoon g ewovag. H amokomn aviikelpuévov mov givar gite moAd Kovtd
gite TOAD pokpld Ko ivar exktog Tov emmédmv amokonng. (Front and Back Clipping

Planes)

14



Up
vector Width angle
j Look
vector Height
angle
. K‘ n Il
Front clipping  Back clipping
Position plane plane

Tyqpa 2.14: Avarapdctacn TOV 6 TapapuiTPOV TS KAPEPOS
2.5.1 TomoBeoia

H tomobesio opilel to mov Ppioketon | kapepa pe Paon mv apyn tov atdévov. Ta

NV KAPEPA GUYKEKPIUEVQ XPTOLUOTOLOVUE TO SEEIOYELPO GVGTNLO CUVTETOYUEVOV.
Y 8
K
X
B

Left hand Right hand

Xyfqna 2.15: AgEl66Tpopo Kot aploTEPOGTPOPO GVGTNNO CUVTETOYREVOV

2.5.2 TIpoocavatoropog Kapepag

O mpocavatoMopog g Kapepag kabopiletor amd 10 ddvucsua tov Kabopilel 1o mov
PBAémer M wdpepa Kol TV YOVIE TEPIGTPOPNG TS YOP® OmMd TNV GLYKEKPLUEVN
katevbuveon. To Look Vector kabopilel mv kotevbuvon oty omoio PAETEL 1| KAUEPOL.
To Up Vector kaBopiler tqv mepiotpoen g kauepag yopm oand to Look Vector,

OT®G Y10 TOPASELY L, TO VO KPATAG TNV Kapepa KdBeTa 1 oprlovTia.
15



Look vector

Pruject[‘ion
of Up vecto
I

Yynpe 2.16: Mpocavorolepos kapepog pe paon to Look kar Up Vector
2.5.3 Avoioyio Ewovag

H avoioyio ekdévog pmopel vo TOPOUOLOOTEL UE TIC JOCTAGEL TOL «PIAWY HiOG
mpaypotikng Kapepas. Opiletor g o Adyog TOL TAATOVS TPOG TO VYOG TOV
nmapabopov mpoPoAns. H avoroyio tov odctdcewv Ttov mapabipov cvvinbmg

kaBopiletar omd TV cvuckevn oty omoia B TPoPANOel | OV TG KAUEPAC.

4.3 (1.33.1) 16:9(1.77.1)
Classic TV Widescreen

21:9(2.33.1)
Cinemascope

21

Xyfqna 2.17: Avagopes ovoroyieg EIKOVAGS

2.5.4 T'ovia IlpoBoing

H yowvid mpoPoing kabopilet to puéyebog g TPOOnTIKNG TAPAUOPPMOTG TNG EIKOVAG,
a6 KaBolov (OTmg M TopdAANAN TPoPoin) puéxpt Kot ToAD (OTmG ot @akol gvpeiog
16



yoviag). Ot 600 yoviég Béaong mov kabopilovv v ywvia Tpofoing ivarl ot yoviég
TAATOVG Kot VYovs. ZuviBmg 1 yovia TAdtovg KabopileTar amd v yovio Dyovg Kot
™V avoroyio eovag Tov avartiéape molo mpv. Emiléyovpe v yovio Tpofoing pe
Baon 10 mwg Bélovpe vo mhpovpe TV ewdva. Av BEhovpe pokpvég ANyeElg
OmOGTACNG YPNOUOTOIOVUE GUYVE TOUPAAANAN OTTIKY] YOVIA Yo Vo DITAPYEL UIKPT|
TAPALOPP®OT) EKOVAS, 0ALA Bo pewwbel to «Babog» g eikdvac. Xe mePIMTOON TOL
0élovpe vo ddoovpe ewova gvupeiog yoviag tote Ba vIapEel TOAAN TPOOTTIKN

TOPALOPPMOT).

Resulting picture

) Narrow
Angle

Zypoa 2.18: T'oviég Tpofoing
2.5.5 Mrapootd kon Tico EMITEOQ ATOKOTNG

Amo Vv kapepa umopodue va kabopicovpe téooepig gvbeieg ol omoieg Eexvovv amod
TOV QOKO NG KAUEPOS TOV TEIVOUV TTPog To dmepov. Avtég kabopilovv tov Oyko
TPoPoANG ¢ Kdapepas. Av mpocBécovpe KAmolo Oplol OMOKOTNG Yo £Vo KOVTIVO Kot
€vVo LOKPIVO ETITESO UITOPOVLLE VO OTLLLOVPYTCOVLE £VOL TETEPAGUEVO GYKO TPOBOANC.
Amo avtd Tov OYyKOo pmopovpe va kabopicovpe TL umopodpe vo d0ovuE UEca otV
oknv. Ta avtikeipeva mov elval €KTOC TOL OYKOL omoppimtoviol. Avtd mov éva
HEPOG TOVG eivan péoa kol AAA0 £E® TOTE «KOPOoVTOY 0VTMG MOTE Vo TPOPAAAETOL
pévo to Koppdtt to omoio etvan péca. Ot Adyolr mov YPNOUYOTOOVVIOL OVTEG Ol
amoKomEG etvar 0101t dev B€Aovpe va Tpofdiiovpe avtikeipeva Tov givol Ticw omd
™V KAuepa 1 TOAD Kovid TG AKOUHO, TO OVTIKEIPLEVO TTOV &lval TOAD paxpld, Oo
epneavifovror ToAy pkpd kot B yperdleton ypOVOg LTOAOYIGHOD Yl OVTA, XPOVOG O

omoiog pmopel va amo@evybel av To AmOKOWYOLLE ATAA.
17
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invisible o
E angle of view
=
R eye
=
©
™
)

Zfar

Zyfqpna 2.19: Mpootda Kol Tico ENITESN OTOKOTNG
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Kepdiaro 3

Movtehlomoinon

3.1 Ewayoyn Kepaiaiov
3.2 Avantoén Mopeoroyiog Eddpoug
3.3 Avantoén Kowotikov Ktnpiov kot Zmtidryv Okicpov
3.4 Tlpopoaymveg
3.4.1 Mehé [popoydvev
3.4.2 Amewovion Yong otovg [popaydveg
3.5 Totiyog
3.5.1 Bezier Curves
3.5.2 Anuovpyia toiyovg pécw kapmdiwv Bezier
3.5.3 Amnewovion Yong oto Toiyog
3.6 AvBpomol
3.6.1 Manuel Bastioni LAB
3.6.2 Anpovpyio povytspod
3.6.3 Zvotpato copaTidiov yio poAid

3.7 Alha povtéda
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3.1 Ewayoy Kegparaiov

Ye outd TO KEPOAOO Yivetar avoa@opd oe OAN TNV OOVAEWL 7OV £Yyve OGNV UNYOVN

novtelomoinong Blender3D[16] kot oty avantuén t@v HOVTEA®Y TTOL ¥PNOLUOTOIHONnKaY

UETA oTNV unyavh avartuéng mayvidwwy Unity.

3.2 Avantoén popeoroyiog 6G¢povg

‘Eva and ta ototyeio mov pov eixe 800l ntav Eva apyeio Tomov .CSV 10 omoio €iye péoa ta

onueia popeoroyiog emmédov Omw TAPONKAV ATO TOVG OPYOLOAOYOVG TOV UEAETNGOV THV

neployn. Eypaya kddka oty yAooca python o oroiog diafdlel o apyeio pe ta onueio Kot

T ameikoviel otov ydpo (PA. Mapdapmuo A). I'a kabs onpeio vdpyovv Tpeg aplduoi ot

19



omoiotl avTITPOoSOTEHOLY £V ONUEI0 GTOV TPLEOAGTATO YDPO. ME TNV OMEIKOVIOT) OAMV TOV

otoyeEiov mpoceEa OTL 0ev LENPYE oLVEXEW o€ kamow onueio. To omotélecyuo 6TO

Blender3D oaivetat o ot v €kdvaoL:

Yype 3.1: Hapoveiaon onusiov oto Blender3D
Axorovbmg ypnoporoinoa to apyeio pe o onueio oto mpoypauua GiD[17] to omoio
amelkovilel Kot EVOVEL Ta GTUELR Y10 VO ONIOVPYNO® EVOL OVTIKEILEVO L GKOTO VO EAEYEM
™ ouvvéyew Tov yopov. To amotélecpo Om®G @aiveton mopokdtm £0e1&e 01l dgv Oa
UTOpPOVGO VO XPNCLOTON|GM OVTA TO. GTOLXEID Y10 TEPIGGOTEPO PEAMOUO POV, UETO OO
emkowvovia pov pe mv Ap. Ovpavia Kovkd, ta otoyeio avtd mapOnkav ce d10popeTikég
QACELS LE OWQOPETIKEG TWEC OTO VYOUETPO LE OMOTEAEGHO VO UV  UTOPOLV V.
ypnoporomBovv yoo dnpovpyia yodpov. Etol ypnoonoinco to epyaieio yio oynUATIGHO

TOV £3GPOoVE oL TPosPEPEL To UNity 6to omoio Ha emkevipmOd 6To ETOUEVO KEPALLO.

20



W"

Tynpe 3.2: Anpuovpyie avrikepévov amd ta onpeia oto GiD

3.3 Avantoén Kowotikov Ktnpiov ko Zmtiov Owkiopov

ATO TV peTomTUYOKY Epyacio TS Ayyelkng XoAkid, 1 omoio EKovVE pio TPOGOUOImOT TOV
owicpov oto 3dsMax, mpa éva .0bj apyeio 10 omoio eonqya oto Blender3D vy
enefepyacio. AOyw tov OTL NTOV GE HOPPT OVTIKEILEVOL, OL LPEG TOL PAIvOVTOL GTIG TOL0
mhve ekovec(PA. Zynuata 1.1, 1.2, 1.3) dev vmpyov aArd avtd dev emnpéale kabang Oa

YPNOLOTOL0VG 0L AALES VOEC.

;f

4
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Zyqpa 3.3: Ewkoves amd v petamtoiaky epyacio g Ayyehkig Xaikid

Apyika énpene va xopicw To KTHPLO Gov dVO OOPOPETIKE KABMOG vIpyav KAmolo KopupdTio
™G amofnkng (Leydlo KTHP10) Kal GmLTion (Hkpd KTHPLo) T omoia avayveopilovioav cav Eva.
AVTO emTLyYAVETOL E TNV XPNON TOL Separate amd 1o epyaAeio HOVIELOTOINONG TO OTOi0
avdAoya pe To avTikeipeva mov enédeEeg T0TE onpovpyel véa avtikeipeva cov va givar 600
SPOPETIKA. Mg TNV ¥pNOT VNG TNG EVIOANS KATAPEPD VO Y®piow Ta 00O KTHPLo LE GKOTO

va umopd va enegepyaotd Kabe Eva Egxwpiotd.
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Yyfipe 3.4: O owisg peta Ty enelepyasia mov £kava oto Blender3D

AOY® TOL OTL TO AVTIKEIHEVE dEYTNKOV VPEG otV enelepyacio Tov £Kave 1 AyyeMKn otV
HETATTUYIOKN NG epyocio dev ypewalotav va yivel amnewkovion vens. Etol ta avtikeipeva

Nrav £rowa yia vo, Eaybovv yo vo pmovv oto Unity.

3.4 Mpopaymveg

Ot mpopaydveg EMPENE VO KOTAGKELAGTOLY altd TNV opyN apov givar uEPog tov toiyovs. To
npdypoppo poviehonoinong Blender3D[16] mpoceépel kamola gpyodeio to. omoia. Bonbodv
0T0 Vo Onpovpynoovue dkd pag poviéha. Ilpmta Opmc mpémel vo dovUE TOS vl TO
OVTIKEIPLEVO OV OEAOVUE VO KOTOGKELAGOVLE HE GKOTO VO TO KOVOLUE OKPIP®G Om™S

BélovLe.

3.4.1 Merétn Hpopayovev

KdéBe mdHAn tov owiopod Ntav evioyvpévn pe 000 TPOUOYMVES Ol OTOiol NTAV GE
oynua tpomeliov oynuatog. Ot mpopoydveg evioyvov To TElY0G G OA TOL TNV
mePIPETpo a@ov mepimov kdbe 30 pétpa oty mepipetpo ToL VENPYE €vag. Hrav
EMUEADG KTIGUEVOL pe MBOKTIoTO Oepédia ko avaodoun and TAivBoug OTmg paiveTon
KOl OTNV HETOMTUYOKN epyacia tng Ayyelkng XaAxkia[1]. (BA. ZyAuo 1.1) Mg v
Bonbela tov epyareiov mov mpoceéper to BlenderdD yia emeepyoocia poviédmv
oNuovpyncoa to emBLUNTO AVTIKEILEVO YPNCIULOTOIDOVTAG TIS TEXVIKEG KOOOPIGHOV

HEeYEBOVC KOl LETAUOPPMONG AKUAOV € Eva KOPO.
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Yympe 3.5: Hpopaydvoes 6to Tapadupo snetepyasiog Tov Tpoypdpparog Blender3D pe
EMAEYNEV] TV OKUT] TOV Y10 HETAROPPMCT)

3.4.2 Anakévion Yong otovg Hpopoymveg
To endpevo péPOg TG LOVTEAOTTOINGNS TOV TTPOLAYDOVE NTOV VO, BAA® TV MBOKTIGTN

veN o1o avtikeipevo. Me pia épguva 610 drodikTvo, BprKa Kdmoleg vEEG TG omoieg Ha

UTOPOVGA VO YPNOUYLOTOUCM GTOVG TPOUAYMVES, GTO. KTHPLO Kot 6TO Toixog. (PA.

Yymuata 3.6,3.7)

Tympe 3.6: Yon ywo whivOo[14] Tympe 3.7 Yo ywe MOoktiet Baon[19]
INo vo dnuiovpynoovpe éva vAkd oto Blender3D mpénel mpmta. va glcdyovpe v
ve1 610 TaPdBvpo VE®V (PA. Zymua 3.8) kot akoAoVO®G va TNV avayovpe ce £vol

VAKO 610 TapdBupo VAKGV (PA. Zyfua 3.9).
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E] Image or
Material

5 SIS

Wire Volume

Material

YTympoa 3.8: Mapddvpo Yodv oto Blender 3D Xyfpa 3.9: Mopddvpo YrwkoO oto Blender 3D

AoV avabécape TNV VO 6TO VAIKO, ETPETE VOL TO «OECOVUEN GTO AVTIKEILEVO. AVTO
emoyyovetar pe v Ponbeia tov mapabvpov mpoPorrg UV/Image Editor tov
Blender3D. To wpdypoppa pog divel Ty duvatdtnta vo yopicovpe v 000vn pog
oTo OVO Kol VO KPOTNGOLUE TO mopdbuvpo emefepyoaciog HOVIEA®V Kol OimAa TO
napdBvpo mpoPoirc UV/Image Editor (PA. Zynua 3.10). A@ov emiéEovpe TIg
TAELPEG TOL OVTIKELEVOL TIG omoieg BEAovpe Vo SEGOVE LE TO CLYKEKPIUEVO DAIKO

to1e morovpe U ko emdéyovpe Unwrap.
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ERIP  BlenderRender 5 D

Persp

Urwrap the mesh of the object being edited.

Yynpe 3.10: Mapadvpo wpoforiic UV/Image Editor kar mrapaBupo sneéepyaciog povréhov

A@ob KGvope TV omEWOVION VENG TOPO UTOPOVUE VO TO €EQYOVUE Yol VO TO

Barovpue oto Unity.

3.5 Toiyog

To toiyoc Mtav TO TPAOTO OVTIKEINEVO TO Omoio povieromoinca. Ady®m tov mepiepyov
oynpoatog mov Oa giye, a@od To oYM TOL HoL 0OONKE NTAV OKAVOVIGTO, ATOPAGIGH VO TO

IMUOVPYHo® YPNCLOTOIDVTOG KapurdAeg Bezier.

3.5.1 Bezier Curves[10]

O1 xoumoieg Bezier givorl pio moAd SNUOEIANG OIKOYEVELN TOPOUUETPIKOV KOUTOADY
OV UTOPOVV Vo, ¥pNoomonfovv yio. omolodnmote TAN0og onpeiov eAEyyov mépav
T0V evoG. [apdyetar amd v enéktacn Tov didvopov (o) kot yapaktnpilovrot amod
™V amAn popen tovg. Adywm g eEdptnong toug omd T onueion EAEYYOV emTpEmOVY
TNV €0KOAT SLOUOPPMOT) TOV GYNUATOS TNG KOUTOANG He Kamoleg alhayég otny 0éon
TOVG. XNV ovoia, eivar 3 e&iodoelg, pia yio Kabe cvvtetaypévn 6To TPLGOAGTATO
ocvomua(X,y,z). H xopmodn pével mhvta péca 6to Kuptd moAdy®vo mov cynuatileTot

amd To onueio EAEYYOV.
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Yynpa 3.11: Kaproin Bezier pe 4 enpeio gréyyov

3.5.2 Anuovpyia Toiyovg péo® kapmdromv Bezier

H pnyovy povtedomoinong Blender3D diver v dvvatdtnta vo dNHIOVPYHGOVUE
KoumoAn Bezier. "Eyet étoyun emloyn yopig va xpeldletol KATOo TpoyPapOTIOTIKN
KovOTNTA Y10 VITOAOYIGHO TOV dtdvupov. [ dnpovpyio KapmdAng 6tav EiLacTe GTO
napdbvpo Aertovpyiag oviikewévov matdpe ShifttA kot oty emoyn Curve
emléyovue Bezier. Apov dnpovpynoovue TV KOUTOAN UIaivOLUE 6TV AgLTovpyia
eneepyaciog aVTIKELEVOV EYOVTaG EMAEYUEVT TNV KOUTOAN Kot LE TNV CAAAYT TOV
YPOUUAOV TTOL TNV amapTilovy HmopoVUE va TG dMGOVUE SPOoPETIKA oynpata. o
vo Vv enekteivovpe emAgyovpe pio omd tig 2 mAevpég kot matapue E. Me avtd tov
tpomo Ba dnuovpynBel Eva véo onpeio eAEyyoLv T0 0moi0 UTOPELS VO LETAKIVIGELS Yol

Vo dMGELG TNV amapaiTnTn POPA KO TEPIGTPOPY| GTIV KOUITTOAN.

A@oD IIoVPYNCAUE TNV KOUTOAT TOV TOixovg Onwg TV BEAovue, dnpovpynoa 6o
KOBovg kot pio pkpn papmo. To Blender3D pog diver v dvvotdtnto va,
EMEKTEIVOLLLE TOL OVTIKEIHEVO HOG TAVED O Hiol KOUTOAN KOl VoL AELITOVPYOVV OTMG
Aertovpyd 1M kopmoAn. o va to kdvovpe ovtd pmaivoope oto  moapdbupo
TPOTOTOINGCNG TOV AVTIKEWEVOD Kot EMAEYOVUE TIG Tpomomomoelg Array kor Curve
Kato omd Tig otnieg Generate ka1 Deform. (BA. Zyfua 3.12) Xto Array Balovpe oto
Fit Type v emdoyn Fit Curve xoi oto Curve emidéyovpe v KOUmOAN 7OV
dnuovpynoape mowo wpv. Katow and to Relative Offset emiéyovpe oe mowo a&ova
0élovpe vo emextabel To avtikeipevo pog. Xtov tpomomomty| Curve smiléyovue 6to
Object v kapmdAn Kot T0 aVTIKEIUEVO TO 0moio O&YTNKE TIG TPOMOTOWoelg Oa

CLUTEPLPEPETAL OTTOS 1 KOUTOAN. Me avtd Tov TpOTo ot 6v0 kvPot Ba gival Todpa
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MBoKTIoT Pdon Tov TolYOLE Kol 0 TAIVOOg amd mAv®, kol N pauma Oo exteiveton

KOTO UNKOG TOV TOiY0L amd TNV péca TAeLpa Yo va tov otnpilet. (BA. Zyfua 3.13)

il =
v

P A ]

Add Modifier

2 G| A | el S Ll

Yyqpa 3.13: Anpovpyia toiyovg pe v gpiion kaprovriov Bezier

A@ob MNUOVPYNCAE TO TOIYOG EUEVE VO DAOTOWCOVUE TNV OTEKOVION VONG GTO
TO1Y0C.
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3.5.3 Angikévion Yonc oto Toiyog

Onwg Kt e TOVG TPOUOYDVES TOL EI0QUE GTO TPOTNYOVUEVO VITOKEPAANLO £TCL Ko
Topa o décovpe TIC VEEG ™G AMBOKTIGTNG Pdong kot Tov mAivBov ota avTicToL X
avTikeipeva ta omoia mpémel. AnAaon o KOPog mov givor moto ynAd and tov dArlo Ha
£xel TV VO oL TAIVOOL EVD M PAUTO KOt TO KAT® UEPOG TOL TOTXOL TV AMOOKTIGTN
Baon. Ady® TOL AKOVOVIGTOL GYNLOTOG TOV TOTXOLG OV TNV POPA OV B KAVOLLE
Unwrap oAAd v debtepn emroyry Smart UV Project. Avti n emthoyn Oa vrvoet
opHotOpopPa. To Toiyoc, Kupimg ota onueio ta omoia KoUTLVA®VEL. Mg avTd TOV TPOTO

Ba &yovpue éva amoTéAEG LA OTIMG OVTO TTOL PaiveTon 61O ynpa 3.14.

Xympoe 3.14: Toiyog owkiopov pe Tic VOES TOV

Me avtéc T aAlayéc To Toixog eivar étoo yio ewaymyn oto Unity apod mpota

yivern e€ayoyn.
3.6 AvOponor
"Exovtag vtoym tig eikdveg mov mpa and v Ap. Ovpavio Kovkd (BA. Zynua 3.15) yia toug
avOpdmovg mpoomdbnoa vo dnpovpynom ta. poviéda tovg oto BlenderdD. Aodywm g

dvokoAiog mov €xet M onpovpyio avBpdOTOL aEoL ypeldloviol TOAAG TOAVY®VA

ypnouonoinca to Add-on tov Blender, Manuel Bastioni Lab.
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Zypa 3.15: Or 0oy0ries TOV KOTOIK®OV TOV OIKIGHOD

3.6.1 Manuel Basitoni Lab[3]

To Add-on ovtd yopaktnploTtikd divel TNV SVVATOTNTA VO STULOVPYNOELS avOPMDITOVG
Kot va 0AAGEEIS ToL yopaknploTikd tovg. (PA. XZynuo 3.16) Aeod emrééelg ta
ototyeio Tov yapaktipa mov OEAeLG va dnuovpynoets (PA. Zynua 3.17). tote to Add-
on kdvetl e€aymyn ™G LENG TOV YOPUKTNPO OE TEPITTOOT TOV OEAELS VO TOV EIGAYELG
o€ Kamolo GAAN punyov, 0nmg Oa kévovpe gueic pe to Unity. Axdun dnuiovpyel amd
LOVO TOL TOV «OKEAETO» Kot TO «déppoy» otov dvBpomo. Adym tov 0Tt Bha va
emKeVIpOB® 610 va givor amhol ot dvBpomotl eméheén KOLVKAGIOVS OvOPOTOVS Kot

EPYACTNKA LLE ALTOVC.
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¥ Use Inverse Kinemati: Ca

+ Use Cycles materi

v Use portrait studio lig

e el
- - - o -
- - - - -

L]

L]

L]

L]

L]

L]

L]

L]

L]

Yynpa 3.16: Anpovpyio yopoxtipo Yympa 3.17: AALayn }opOKTIPLOTIK®OV
pe To Manuel Bastioni LAB 0V OVOpOTOV

3.6.2 Anuovpyia povyiopov

Onwg eatvetoar and 10 Zynua 3.15 ot avBpwmor @opodcav &va povyo T0 omoio
eaivetor va givor déppo {dov pe to Tpiyopa. Apyikd £Tpens vo, SNUIOVPYNO® TO
AVTIKEIIEVO, £TOL ONUOVPYNGO Eva KOAVOPO YOP® amd TNV TEPLOYN TNG AEKAVNG TOV
avBpomov kot Tov eméktewva pe v Pondewd g Aewrtovpyiog emefepyaciog
avTIKEWWEVOY. Mg v emdoyn ¢ MOV oKUNG YPOUUNG TOL KLAivopov, oOtav
natnoelg E, oe agpnvel va emexteivelg v ypouun péxpt exel mov 0élelg. AxoAovbmg
LE TEXVIKEG LETOUOPPMOONG, TEPICTPOPNG Kol Kabopiopov peyédovg dnuodpynca éva
OVTIKEIILEVO YOP® amd TNV TEPLOYT TNG AEKAVNG TOL YOPOUKTIPA TO 0010 £PTave HEXPL
Kol To YOVOTO TOV YOPOKTNPO. XTOV YUVOUKEID YOPOKTpO €kavo €vo TapOUOolo
avTIKEIPEVO KO Yoo TV Tteploy] Tov otfovs. [ v dnpovpyio TOV HOAADGY TOL
avOpdOToL Kot Yoo Vo dMGOVUE TV 1WEa OTL 01 AvBpwmol popdve yohva, Empene va

aoyoAn0d pe cLGTNUA COUATIOIMV.

3.6.3 TvoTnoTe COURATIOIMV Y10, porild

210, YPOPIKA VITOAOYIGTY| XPNCUYLOTOIOVUE CGLGTIUOTA COUOTIIIOV Yo aKavOVIeTO
avrtikeipeva. To Blender3D divel tnv duvototnTo vo, SNIovpyGovUE TETOL0 TPiYmuLa
pe éva €id00¢ cvomnuatwv couatiov. ['a va tpocBécovpe 10 cHoTnUa ETMAEYOVUE
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TO OVTIKEIIEVO TTOV BEAoVE KOl TTALE GTO TAPAOVPO CLOTNUATOV COUATIOIOV Kol GTO
Type Palovue Hair. Amd €dd upmopodue vo SoréEovue mOGO TPiyOUA v
ONUIOVPYNOEL, VO dMGOVUE VAKO HE LY 0T0 Tpiyopo kot va eléyEovpe mmg Oa
ONUIOVPYOLVTAL TO TOOLL TOV GOUATIOIMY KaODS Kot To Tmg o cupmepLpépovtal To
HOAMAE. XNV TEPIMTOON TOV HLOAM®DY GTNV KEQUAN TOV avOPOTOV YPTCULOTOLOVUE
Vertex Groups to omoia €ival opdoeg omd GLYKEKPIUEVA TOADY®VO GTO OVTIKEIUEVO
T omoio Béhovpe va Byaivovv ot Tpiyeg amd ekel. 'Etot yia to podAd Expene va mope
o Agrtovpyia enelepynciog AvTIKEYWEVOD Kal Vo, ETAEEOVE TO OTELR TNG KEPOUANG
T omoia B€Aovpe va PydAovv poAld. o va eneEepyactodue ta LOAALG TPETEL VO
nhue otV Agttovpyio YALTTOD Kot VoL TO LEYOADGOLUE HE TNV ¥pNon TS Podptoog

Clay.

Avotoymg pe v g&aymyn tov Blender3D 1o cvotiuata copotidiov dgv eEdyovo,
étot ogv Ba pumopodue va to petopépovpe oto Unity. T'a owtd tov Adyo mpémet va
YPNOLOTOU|COVUE PO TEXVIKN TNG UNYOVIS LOVIEAOTOINGONG 1 OTolol LETATPETEL TOL
CUCTNHOTA QVTO GE OVTIKEILEVO. APYIKE TPEMEL VO LETATPEYOVE TAL COUATIOW GE
edge loops, pe v Porbeia TOL TAPAOBVPOVL TPOTOTOINGNG TOL CAVTIKEWEVOD,
emAéyovtag to Convert Particle Modifier. A@od agapéoovpe 10 GOOTHUO
couatdiov tote petorpémovpe to. edge loops oe koumdreg Bezier emiéyovrtag Tteg
kot tatdvtog Alt + C. T va yivouv avtikeipevo Tpénel va emdeyodv Kot vo, Toue
oto Properties Panel > Object Data > Geometry. Téhog, Tic emAéyovpe OAeg Kot

notovtog Eava Alt + C tig kévovpe avtikeipevo.
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+" Strand Render

e Path Time

v B-Spline

" Child Simplification

~" Even Distributio

None

" Use Clump Curve
+)

+" Use Clump Noise

Braid Spiral

Yyqpa 3.19: AvOpomor petd omé v El6ay@yi] Tovg 6to Unity
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3.7 Ahlo povtédra

Aoy gida 0Tt n dnuovpyion HovTEA®Y MTav apKeTd ypovoPdpa amoPdcico Yo KAmolo
avtikeipeva va ovalnmom Avon o1o dtadiktvo. Ymhpyovv TOAAEC 16TOGEAMOEG Ol omoieg
TPOGOEPOVY TPLOOAGTATO LOVTEAL. XLVYKEKPIUEVO avalnTnoa Kot BprKa LovTéAo ayeAddog

[20], apvio® [13], war eMdg [12]. (BA. Zynua 3.20, 3.21, 3.22).

Xympa 3.20: Tprodwaotato Movtéro Mpoparo Xympe 3.21: Tprwedwaorato Movtého Ayeradag

Xypa 3.22: Tpredraotaro Movtéro Elag
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Kepararo 4

IIpoocopoicwon oto Unity

4.1 Ewoayoynq Kepaiaiov
4.2 Tloxéta
4.2.1 Bamboo Tree Pack
4.2.2 Survival Village Props
4.2.3 Realistic Nature Environment
4.2.4 River Auto Material
4.2.5 Rocks Free Pack
4.2.6 Time of Day
4.3 E&aymyn aviikeévav and to Blender3D
4.4 Anpovpyio ydpov
4.5 Ewcoyoyn avtikelwévov
4.6 Aemtouépeleg
4.6.1 Kivnon avBponwv
4.6.2 Eortieg pe cvomroto copotdioy

4.6.3 Kodwog
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39
42
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4.1 Ewayoyq Kegparaiov

H mpocopoiwon tov mpoictopikod owkiopov &ywve oto Unity[15]. H emdoyn ywa to

OLYKEKPIUEVO GVOTNUO OVATTUENG oY VIOV €ylve €mEON €ivol pio 1oyLPN KOl 1O0VIKN

unyovn yo. rendering, eEonAouévn e moAAG epyaleia yioo dnuiovpyio ydPov, Kot EL60y®yNg

TPIGOACTATOV HOVIEA®V 0mtd GAla epyalieio poviehomoinong. Xto Asset Store umopeig vo

Bpelc moAAG makéTa To ooion dSNUIOVPYNGE 0 KOGUOG N TO 1610 To Unity. Axdun mpoceépet

™V OLVOTOTNTO VO YPAWELS KOOWKO Yo O1popeg Asttovpyieg Onwg to. Mevovy, KIVIGELS

YOPOKTAP®V Kot GAAQ.
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4.2 Tloxéta
Extog and to otabepd makéTa TG pnyavng xpnoiLoroinca Kot kdmoto aAAa ta omoia Oa pe
BonBovoav yia va ddow TeptocdTEPO PEOAGUO 6TV oknvn. Etiong kdmota amd avtd divouv
dupopa avtikeipeva to omoior Bo Bélape va ypnowomomocovpe AOY® g yAmpidag Tov
YDOPOVL.

4.2.1 Bamboo Tree Pack[7]

Av16 10 TTOKETO divel avtikeipevo KoAopdag (BA. Zynua 4.1) ta omoio vVANPYOV GTO

Hpaiov katd unrkog tov motapod Tuppacov, o onoiog £pee dimho amd TOV OIKIGUO Kot

KatéAnye oty BdAhacaca.

Tynpe 4.1: Bamboo Tree Pack Asset
4.2.2 Survival Village Props(Free) [6]

Amo 00TO TO TAKETO YPNOUOTOINGA TO SLAPOPa EVAN TOV EXEL Y10l VO SNUIOVPYHO®

v gotia.

Yympa 4.2: Survival Village Props Asset
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4.2.3 Realistic Nature Environment [4]
Av10 10 TOKETO YpNoipomomOnke yio Ta avrikeipeva yYAopidag mov tpoceépet. Atvel
JPOpOV €OV YPacidl, KaBDS kot ven damédov, To Omoio, ¥PNCLOTOiNcH GTNV

TPOCOLOIMON Yo VoL dDG® TNV aicOnon peaMGpo.

=

Yyqna 4.3: Realistic Nature Environment Asset

4.2.4 River Auto Material [9]

To &v AOyo mokéto ypnoomomdnke yo vo dnovpynoet tov motapd Tuppaco. O
TpOTOG OV ypnowuonoteitol givar mEpimov cov TIG kKoumvAeg Bezier. Anlodn
dnuovpyeic onueio otTo ool TEPVA TO VEPO TOL TOTAOV KOl SIVELS VYOG KOl TAATOG

avdioya e to g BEAeS va glvat.

—

‘ RIVER 2 IN ’”

T?g " 4 RIVER 1IN
,/

W

RIVER 6

VERTEX PAINT
SIMPLE SEA MATERIAL BLENDED STREAM )
- o |4 . RIVER3

RIVER 4 OUT

Tyqpa 4.4: River Auto Material Asset
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4.2.5 Rocks Free pack[5]
To mokéto avtd TPooEEPEL MOAAE OLOLPOPETIKA OVTIKEILEVO TETPOV T OmOoin

YPNOLOTOWON KAV Y10 TNV dNHLoVpYio TNG ECTIOC.

Yynpa 4.5: Rocks Free pack Asset

4.2.6 Time of Day[8]
To Time of Day mpoc@épet éva SKybox to omoio dnuovpyel peolMoTikd @mG oTN

OKMVT| KoL YpOUOTICEL TOV OVPOVO LE GOVVEQPD Y10l VOL TOV KAVEL TO10 PEAAMOTIKO.

DY S e e e

Tympe 4.6: Time of Day Asset
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4.3 E&ayoyn Avrikeipévov omo to Blender3D

‘Exovtog tedetomompuéva 6o ta avtikeipeva oto Blender3D emléyovue File>Export>FBX
Kot Kavovpe v e&aywyn otov eakelo tov omoio &yovpe too Assets tov Unity. O Adyog mov
xpnowonowovue v enéktacn FBX eivon enedr| oe avtiBeon pe 1o OBJ petapépet tov

okeleTd Kot 10 VAKO[2].

Operator Presets 4o (=

A

FBX 7.4 binary ¥

Geometrie Armatures Anirmation

All Local
Z Forward

¥ Up

Auto

Off

Iypo 4.7: E€oyoyn avrukeipévov amé o Blender

4.4 Anpovpyio yopov

To Unity mpoc@épet amd povo tov v duvatdTnTo. Vo SNUovpynoeLg Kat va. eneEepyaocTeic To
£60p0g. Mg v dnuovpyio. evog GameObject tomov Terrain, diveton 1 dvvatdTTA UE TOL
gPYOAEiD TOV €YEL VO KAVELS TO £301p0g OTtm¢ to BéAels. Ommg PAEmovpe oto Zynua 4.8, 610
TPAOTO TOPABLPO, UTOPEIC VO LEYOADGEIS 1] VO LELOGELG TO DYOUETPO TNG TEPLOYNG ME Pdion
Kdmota mvéAa Ta omoia £xet kot aAlalovtag to péyebog 1 to mdco emnpedlel kabs emhoyn.
To devtepo mapdBvpo kdver TV 1010 SOLVAELL LE TO TPAOTO PE TNV O0POpd OTL eMALYELS
OLYKEKPILEVO VYOG GTO 0Toi0 BEAELS Vo LeYOAMDOEIS N Vo pewwoels. To tpito mapdbupo kdver
o0 Agla. TV empdaveln Tov €00POVG. AnAadn Otav €xelc peydio aveBoxatefdopato Oa

TPOCTOONGEL VO YOUNADGEL TNV pio TAELPE Kot VoL LEYOAMOEL TV GAAY Y10 VO DITAPYEL piot
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To10 yoAapr| em@davela. To tétapto mapabvpo 6e aPnoel va (OYPaPNOELS LE VPN TO £0POG
avaAoyo pe TV meployn Kot v ven mov Bélec va Bareic. To méumto mapdbvpo ce apnvet
vo {OYPaQNOES HE OVTIKEILEVO TAV® GTO €00p0G. AVTO ypMolponoteiTol Yo vo, PAAELS
HEeYAAOLG Ppayovs, dEvTpa 1 OTIONTOTE AAAO eUPAVICETOL KOT® ETAVAANYYN GTN GKNVI TOL
onuovpyovpe. To ékto mapdabupo eivar vrevBvvo Yoo va Coypapilelg TG AETTOUEPELEG TNG
OKMVNG OV ONUIoVPYElG. AemTOUEPELES BE®POVVTOL Ol LUKPEG TETPEG KOt TO YPaciot. AnAadn
oA To avtikeipeva ta omoio dev emnpedlovv v kivinon tov yapoktipa. To televtaio
napdBupo cov divel TV emAoyn va OAAAEELS TIG TOPAUETPOVS TOL €3GPOVS. Now aAAdEelg

HEYIGTO VYOG N TO UNKOG KOl TAATOG TOV YMPOV KOl AALEC TOPOUUETPOVS OO PAIVOVTAL GTO

,
oxnua 4.8.
¥ @ ¥ Terrain #, Vg Terrain @ %,
B k[0 &% o P W [F] %]
Raise/Lower Terrain (PG G=hzfif
Click to raisa. Click to paint height.
Hold shife and click to lower. Hold shift and click te sample target height.
Brushes Brushes
....*‘%%%S*ﬁ ....*"%@%*g'*ﬁ
5 T
' LA s- ¢
Ui - o 1 LLLL L
i Settings
Settlng.s Brush Size e 4
Brush Size Le 4 Opacity O 3
Opacity © 3 Height 79
¥ Lighting ¥ Lighting
Lightmap Static [ Lightmap Static | |
Lﬁ\ Ta enable generation of lightmaps for this Mesh Renderer, (1) To enable generation of lightmaps for this Mesh Renderer,
J please enable the 'Lightmap Static' property. L,.J please enable the 'Lightmap Static' property.
¥ g ¥ Terrain [ %, | v «s @ Terrain [ %

o |7 0 T %% (ol [ad 2 B | %

Paint Texture ‘

Select a texture below, then click ta paint.

Smooth Height
Click to average out height. Brushes

Brushes -0 . # % {%: & 2 S sl ﬁ
T LI T
. . . . *l % % * S * ﬁ Textures
. —_
s |
Settings
Brush Size < i
Setti
opaCitv © 3 B:us:ﬂ":isze e 2
¥ Lighting Opacity e 3
Lightmap Static [ Y:z:.a:::trength 0.49

To enable genelatlon of lightmaps far this Mesh Renderer, Lhelimce s

L_‘J please enable the 'Lightmap Static' property. (1) Toenable generation of lightmaps for this Mesh Rendarer,
k-..) please enable the 'Lightmap Static' property.
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Iy - EE

yfpe 4.8: Emloyés Terrain

(atad ]t ] 5 )

Tynpo 4.8: Emloyéc Terrain
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Onwc avapepo 610 vokedAno 3.2 dev KATAPEPA Vo SNUOVPYNO® TO £30pOg e Pdomn Tig
GUVTETAYILEVES OV oL 00ONKav étol dnuovpynoa éva pe Paomn T TAnpogopieg mov elya

Yo TNV TEPLOYN.

4.5 Ewsaymyn aviikepévov

H eicayoyn avtikeipévov ftav moAd omAr. To Unity pe éva amkd cOpe kot donoe tomodetel
To. avtikeipeva oty oknvi. Me avtd tov Tpomo Kot £xovioag vwoyn Hov €vo TPOXELPO
OXEOOGUO TOL OKIGHOV TOL Hov 000nke amd v Ap. Ovpavia Kovkd petdoepoa 6Aa ta
OVTIKEILEVO GTNV GKNVY Y10 VO SNUIOVPYNG® TV TPOGOLOIMoT Tov okiopov. Omwg aivetal
oto oynua 4.9 éfala OAa TO OVTIKEILEVO GTO YMPO €KTOC amd TOLG AVOPMOTOLG Kot TNV

Képepa.

Zympa 4.9: Ouaopédg amd ynid

4.6 Aemtopépereg
4.6.1 Kivnon avlponov
o tovg avbpdmovg éBara oto prefab tovg O6t1 0 TOHMOC TOL «OKEAETOO» givar
avOpOTOEIBEG YloL VO UTTOPOVV VO YPNGIHOTOMO0VV 01 KIVIGELS TOV TPOGPEPEL TO

Unity. Oco yia toug avBpdmovg mov Bo kdbovtav yopw omd Tig eotieg, faia pio

Kivnon mov Bprika oty 1otocedida mixamo[18]. (BA. Zynua 4.10)
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T\ Part of the Adobe Family

Yyqna 4.10: Ietocshida Mixamo yio KIviGEL§ JO.pAKTI POV

4.6.2 EoTtiec pe 606TINNOTO CORATIOIOV

Mo va dnpiovpynom 11§ EOTIEG GTIC €0TIEG YPTCULOTOINGO GLGTIUATO CMOUATIOIWV
tov Unity. Ta cvotipoato avtd £govy Kamola yopakTnpioTnka To omoio EBaio pE
TETOL0 TPOTO 0VTMG MOTE VL SMGOLY TNV LOPPT POTIAG. Apyikd dArata to Angle 6to
Shape o¢ 0 yio va. ddoet £va KOAVIPIKO oynua oty eoTid kot to Radius ot 2 yuo va
ueyahmoetl Alyo o kOAvdpog. Tto mapdbupo Emission éBada oto Rate over Time 200
v vo. dnpovpynBovv tepiocdTEPO cmpatiow Le Tov ¥pdvo. AkorlovBwg ota Pacikd
YOPOKTNPIOTIKA TOV cuothuotog, GAdaéo to Start Lifetime oe 2. Avtd kdver ta
couatiow va webaivouv petd and 2 devteporenta. o to Start Size emnéhela va
yiveton emAoyn apBpov petald 2 otobepodv apBuav kot EBara 1 pe 4. Avtd divel
mv aicOnon g eoTdg Omov Kdmole copatiow EeKvave pkpd evd dAlo mOl0
ueyéia. To emduevo Prua frav va evepyomomow Color Over Lifetime ya va
dMoOVUE TO YpOdUA TG eOTIES. [a va ddoovpe to aichnua g oTIa Enpene va
Bdiovpe to ypopota Onwg eaivetoar oto Xynuo 4.11. Axorovbwg oto Size over
Lifetime Balovpe v 7" mpoemhoyn| mov £xel 1 omoio Eekvd amd 1 kot tekeidvel o 0
Y vo. dwcovpe v aichnon ot ydvetron pe tov ypoévo. Téhog Pdalovpe B6pvfo
(Noise) yia vo oovpe TO aKAVOVIGTO YN TS POTLAG. Me Tov 1810 akppdg Tpdmo

KAvoupEe Yoo TOV KOTTVO pE TV dpopd OTL To. Ypodpota Ba mpénel va glvarl Ommg
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oaivovtar oto Zynua 4.12. ‘Etol maipvovpe éva cvotpa copatidiov 6mng eaivetot

610 Zynpo 4.13.

Yynpa 4.12: Color over Lifetime cvotipatog copatidiov kamvod
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Yypa 4.13: Tootnpo copatidiov gotide

4.6.3 Koowkeg

Ooc0o apopd TV Kdpepa TOL TEPLPEPETOL GTOV YDPO EYPAYA £VO KOJIKA O 0TTOT0G TNG
emupénel kivnon péoa otV oKV ypnowomoldviag to  kKovpmd WASD.

(TTopaptnua B, cel. B-1 — B-3)

Anpovpynoa emiong éva kapPd o omoiog pe to mov matdg To ESc button sppaviCeton
éva. LevoD e €MAOYEC VO CLVEXIGEIG 1| VO GTAUOTNGES TO TPOYPOUUd. AVTO
EMTLYYAVETOL HE KOO O Omoiog €lval mAV® otV KAPEPO KOl YPNOLUOTOlEL Tal
KOLUTTIA TOL KapPa yio va gvepyomomoaet Kamoleg cvvaptioeis. (ITapdptnua B, cel.

B-4)

Axoun ompovpynoa pion GAAN oknv OT®¢ eoaivetal oto XZymua 4.14 yio apywo
HEVOD GTNV OToio VILAPYEL EMAOYN YO TOV YPNOTY VO, UITEL GTNV TPOGOUOIMOT] TOV
¥®pov N va Kieloel 10 TpoOypappe. Avtd yivetoaw pe v Ponbeta g PProdnkng
Scenemanager 1 omoia £yl EVIOAES Yo VO QOPTAOCEL TNV GKNVY TNG TPOCOUOIWGNG

uéow tov kovpmiav. (Mapdpmmua B, ogl. B-5)
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o 4.14: Apywké Mevod
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Kepdiaro 5

Younepdopota

5.1 Anoteléopota, 47
5.2 Avokolieg 50
5.3 Melhovtikny Epyocio 51

5.1 Amoteréopora

210 TOPOKAT® GYNUOTO UTOPOVLE VO SOVUE TNV TEMKY| LOPPY| TOV OIKIGUOV UETH TO TEAOG

NG SIMAMUOTIKNG L0V EPYACIOG.

Xyfqna 5.1: Evaépua e1kéva Tov 01KIopov
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Xyfqna 5.2: Evaépro 1k6va Tov 01KIGRoU 0o YOvid

Xypa 5.4: Eotio Kovtd 6T0 KOWOTIKG KT1jp1o
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Zyfqpna 5.5: Papma kot toiyog owiopov
—_

y
>

i

Xyfqna 5.7: Owieg evrog 01KLGHoV

49



Yyqpa 5.8: T'ovaika pe Tig ayehdoeg kovtd oty 630 Tov ToTapov

Xypa 5.9: Eotia ko avOpomor mov kGOovrar

5.2 Avokoligg

[Tépav TV dvokoA®dV TOL ovoeEPONKE OTNV  €10ay®Y] KOl OTO0  KEQAANLO TNG
LOVTEAOTTOINGNG, TO ONUOVIIKOTEPO MTAV TO TOGO OVOKOAO Kot YpovoPBopo &givar va
KOTOOKELOOTEL €VOG OKIoUOG [e PAom Tovg YApTeg Kol KAmOoleg €KOVES apol TPEMEL VoL
OKOAOVONGELS TIOTA TOL GTOLXELD TTOV LITAPYOVV KOl VO VAOTONOEL TOALATAES POPES LEYPL VO

teletomomOet.

Axoun, Loyom tov 0Tt dev giya mponyoduevn eumepio pe ta epyaieion Unity ko Blender,

YPEWCTNKA KATOL0 XPOVO Yl VO, TPOGOPUOGT® kol va o udbw. Kotd v didpkeia g
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OUTAMUATIKNG OV EPYOciag, dNUOVPYNGO AALEG TPOGOUOIMGELS Y10 Vo, LABm T Aettovpyet

10 Unity kot éxava kdmoto epyactipla yio vo uabm ta facikd tov Blender.

5.3 Megihovtiki Epyacia

Eivor amoapaitmro va mpoywpnoer n SOLVAEL GTNV TPOCOUOIMOT VTR, O10TL JEV gival
oAoKkANpoUéVT. MTopel va enektabel og Kdmola emoyn Towo PeTd 1 oV LEIVOVIE GTNV TPOIUN
EMOYN TOL YOAKOD UTOPOVLE VO SMGOVUE TEPETAIP® KIVNON GTOVE YOPAKTNPES. AnAadT, va
BaAiovpe TIC 0oYOMEG TOV KOTOIK®V NG TOTE EMOYNG, OMWG YO TOPAOEIYUA VPOVTIKN,

opyopa, Kivon 6To y®Po ToL OKIGHOV Kot GAACL.

Yrdpyovv moAAEG vEEG ol omoiec Ba MTov KATAAANAOTEPEG GE GYEON UE OLTEG TOL
ypnowonoinoa. o mapddetypa 1 ven pe Tig nétpes Ba pmopovoe va avtikatactodel pe pio
VON M omoia AVTITPOCOTEVEL KOADTEPQ TIG TETPES OV Ypnoomoincav v tote gnoyn. To
010 1oyvel kat Yo Tov mAivBo o omoiog Pplokdtav Tave and Tig MBOKTIoTES Phoelg. AkOua
0o pmopovoav va yivouv oAAAYEC OTIG VPEG TOV €0GQPOVLE Yo v vmdpyel pion pién

SLPOPETIKOV VYDV 0VTOG MCTE VAL NV QOIVETOL LOVOTOVO.

Axoun Ba rav KoAd va yivel «okeAETOG» Yo Ta (MO e OKOTO VO TOVS ODGEL Kivion, £To1
wote vo Toug 000el kivnon v va eaivetot moto pealotikd. Kiviioeig 6nwg 1o va mepratodv

N va Tpodve Bao NTav KaAd Vo avamtuyfouvy.

Ooco apopd Vv yAwpida TOL 0IKIGHOV VITEPYOLY TANPOPOPIES YL AALN dEVTpa Kot BAVOoLg
OT®G Y10 TOPAOEY O Ol AVYOPLES, OEVTPO TO OOI0 LITAPYEL GE OAN TNV EKTAGT] TOL OIKIGHLOV,
t0. onoio B Tav Kahd va avortuyBovv. Akdua, dAra (oo OTmg kOTEG Kot Kotoikeg Oa ftav

KoAO Vo avamtuyBovv kat va evioyBobv 61o xdpo poll pe KvNGeLs.
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Hopaptnpao A

import bpy
import csv

from operator import itemgetter
csvfile = open('C:\\Users\\marko\\Desktop\\UCY\\Diplomatiki\\hreon.csv")
inFile = csv.reader(csvfile, delimiter=',", quotechar="")

inFile. _next ()

vertices = sorted( [(float(r[0]), float(r[1]), float(r[2])) for r in inFile], key = itemgetter(0,1) )
xSize = next( i for i in range( len(vertices) ) if vertices[i][0] != vertices[i+1][0] ) + 1 #Find
the first change in X

ySize = len(vertices) // xSize

polygons = [(i, i - 1, i - 1 + xSize, i + xSize) for i in range( 1, len(vertices) - xSize ) if i %
xSize 1= 0]

name = "grid"

mesh = bpy.data.meshes.new( name )

obj = bpy.data.objects.new( name, mesh )
obj.data.from_pydata( vertices, [], polygons )
obj.scale = (1, 5, 0.2)

for p in obj.data.polygons:

p.use_smooth = True

bpy.context.scene.objects.link( obj )
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Hopaptnpo B

moveCamera.cs

using UnityEngine;

using System.Collections;

public class moveCamera : MonoBehaviour

{

float mainSpeed = 10.0f; //regular speed

float shiftAdd = 25.0f; //multiplied by how long shift is held. Basically running

float maxShift = 100.0f; //Maximum speed when holdin gshift

float camSens = 0.25f; //How sensitive it with mouse

private Vector3 lastMouse = new Vector3(255, 255, 255); //kind of in the middle of the
screen, rather than at the top (play)

private float totalRun = 1.0f;

void Update()
{
lastMouse = Input.mousePosition - lastMouse;
lastMouse = new Vector3(-lastMouse.y * camSens, lastMouse.x * camSens, 0);
lastMouse = new Vector3(transform.eulerAngles.x + lastMouse.x,
transform.eulerAngles.y + lastMouse.y, 0);
transform.eulerAngles = lastMouse;
lastMouse = Input.mousePosition;
string picture = "Picture";
int picturenum = 1;

//Mouse camera angle done.

if (Input.GetKeyDown(KeyCode.C))
{

picture = picture +

+ picturenum;

ScreenCapture.CaptureScreenshot(picture);
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//Keyboard commands
float f = 0.0f;
Vector3 p = GetBaselnput();
if (Input.GetKey(KeyCode.LeftShift))
{
totalRun += Time.deltaTime;
p = p * totalRun * shiftAdd,;
p.x = Mathf.Clamp(p.x, -maxShift, maxShift);
p.y = Mathf.Clamp(p.y, -maxShift, maxShift);
p.z = Mathf.Clamp(p.z, -maxShift, maxShift);
}

else

{
totalRun = Mathf.Clamp(totalRun * 0.5f, 1f, 1000f);
p = p * mainSpeed;

p=p* Time.deltaTime;

Vector3 newPosition = transform.position;

if (Input.GetKey(KeyCode.Space))

{ //1f player wants to move on X and Z axis only
transform.Translate(p);
newPosition.x = transform.position.x;
newPosition.z = transform.position.z;
transform.position = newPosition;

¥

else

{

transform.Translate(p);



private Vector3 GetBaselnput()
{ /lreturns the basic values, if it's 0 than it's not active.
Vector3 p_Velocity = new Vector3();
if (Input.GetKey(KeyCode.W))
{
p_Velocity += new Vector3(0, 0, 1);
}
if (Input.GetKey(KeyCode.S))
{
p_Velocity += new Vector3(0, 0, -1);
}
if (Input.GetKey(KeyCode.A))
{
p_Velocity += new Vector3(-1, 0, 0);
}
if (Input.GetKey(KeyCode.D))
{
p_Velocity += new Vector3(1, 0, 0);

by

return p_Velocity;
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Menu.cs

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class Menu : MonoBehaviour {

public GameObject Mainmenu;
moveCamera move;
bool act = false;

/I Use this for initialization
void Start () {
Cursor.visible = false;
move = GetComponent<moveCamera>();

}

I/l Update is called once per frame
void Update () {
if (Input.GetKeyDown(KeyCode.Escape))

if (act)

{
Cursor.visible = false;
move.enabled = true;
Time.timeScale = 1.0f;

act = lact;
Mainmenu.SetActive(act);
}
else
{

Cursor.visible = true;
move.enabled = false;
Time.timeScale = 0.0f;
act = lact;
Mainmenu.SetActive(act);
}
}

public void Resume()

{
Cursor.visible = false;
move.enabled = true;
Time.timeScale = 1.0f;
Mainmenu.SetActive(false);
act = false;

}

public void Quit()

{
Application.Quit();



Scener.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class Scener : MonoBehaviour {

public void LoadMainScene()
{

SceneManager.LoadScene(1);

public void CloseApp()
{
Application.Quit();
k
¥



