NEPIAHWH

2KOTTOG TNG TTapoloag aTOMIKAG SITTAWMATIKAG epyaciag ival n dnuioupyia evég €1KOVIKOU
mepIBAAAOVTOG Péoa oTo OTToio avBpwTriva PovTéAa Ba KivouvTtal PeAAIOTIKA OTO XWPO

XPNOIUOTTOIWVTAG PEANIOTIKG dedopéva Kivnong.

Apxika peAetnBnkav didpopa €idn character animations 1mou utmdpyouv Kai SIATTIOTWONKE
TTwg Ta Motion Capture dedopéva divouv apkeTd peaAIOTIKG aTToTeAéopaTa. ETAExBNKav
opiouéva Motion Capture dedopéva KIVACEWY YIa Va XPnNOIPJoTToINBouv oTnv Qapuoyr Kal
EVOWHATWONKAV o€ KATTOIO avOpWTTIVO JOVTEAO TO OTTOIO TNPEI TIG avAAoyeG TTPOdIAYPAPES
(O108€T1e1 Tov avaAoyo OKeAETO Kal lepapyia ooTwv). MNa TNV €pappoyn Twv KIVACEWV OTa
avOpwWTTIVa POVTEAA KOBWG Kal yIa TNV PETATPOTTH TOUG O0TNV KATAAANAN Pop@r apxeiwy,

xpnoigotroiénkav Ta epyaheia Tng Autodesk “Motion Builder” kai “3d Studio Max”.

H TteAik e@apuoyry ulotroiBnke oto XVR, epyaAeio avamruéng e@apuoywv e
TPIOSIGOTATA YPOAPIKA TTPAYHATIKOU Xpovou. e yAwooa C++ (010 TepIBAANOV avaTTTuéng
“Visual Studio 2005”) dnuioupynBnke €éva oUVOAO CcuvapThoewv yia Tn Olaxeipion Tou

avOPWTTIVOU POVTEAOU Kal TwV KIVAoEWV Pe Xpron TnS BIBAI0BAKkNG cuvapTAcewy Cal3d.

Agou TotmoBetnBnkav oto XVR ol glkoviKoi dvBpwTrol Kal Ta TPIoOIAOoTATA QVTIKEIMEVA,
avaTTuxenkav dIAQopeg CUVOPTACEIS YyIa VA KAVOUV TOUG avBpwTToug va KIvouvTal
PEAAIOTIKA OTO XWPO. AUTEC Ol CUVAPTACEIS EKavav TOUG avBpWIToUG avaueoa o AAAa, va
EMMAEYOUV PJOVOI TOUG TNV KATAAANAN TTopEia TTou akoAouBoUv étav Treptratoly, va KdBovTal
otav TTPETTEl OTIG KAPEKAEG, va atmmo@elyouv ouykpouoelg (collision avoidance) kai va

OAANAETTIOPOUV PETAEU TOUG CUVOUIAWVTAG, KAVOVTAG XEIpayia Kal XopeUovTag.
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EYXAPIXTIEZ

Oa nBeAha katapxrnv va €euxapioTiow Tov emBAéTTovIa KaBnynty pou Ap. TMwpyo
XpuodavBou yia Tn ouvepyaaia Kal TNV TTOAUTIUN KaBodrynon TToU Jou TTPOCEPEPE KATA TN

di1dpkela ekrévnong tng diatpiBAg pou.

Akoua, Ba ABeAa va euxapioTiow TNV Eun Kwvaotavrivou kai Tov Adwvn AAe€avdpou yia
TNV BOABEIa TTOU PoU TTPOCEPEPAY, KABWG ETTIONG TOUG QIAOUG KAl TNV OIKOYEVEIQ JOU Yia

TNV UTTOCOTAPIEN KAl TNV CUPTTAPACTACT TOUuG KaB’ OAn Tn didpKeia Twv oTToudwV [ou.
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KE®AAAIO 1

Eicaywyn

1.1 Mevika

Ta ypa@Iik& UTTOAOYIOTWV €ival 0 KAADOC TnNG ETMOTAPNG TWV UTTOAOYIOTWY O OTT0i0g
aoxoAcgital ye Tn Bewpia Kal TNV TEXVOAOYiIa oUvBeoNG EIKOVWY O€ NAEKTPOVIKO UTTOAOYIOTH).
Eival n mpootdbeia atrelkOviong yPaPIKWY TPIWV dIaoTAcEwY o€ dia 086vn ateikdviong
OuUo dlaoTdoewyv. Ta ypa@Iikd UTTOAOYIOTWY XPNOIYOTTOIOUVTAl G€ TTOAAA €idn epapuoywv,
OTTWG Tn oxediaon ue TN PorBeia UTTOAOYIOTH, C€ YEWYPAPIKA CUCTANATA, a€ dIAPopa €idn
TIPOCOMOIWTWY  (EKTTAIBEUTIKOI  TTPOCOUOIWTEG 00rynong, TITHOEWY, TTOAEUOU, IATPIKOI
TTPOCOMOIWTEG KATT), yia Tn dnuioupyia Taviwy Kal dla@nuicewy, yia TNV aAAnAemidpacon pe

Tov XpnoTn (Graphical User Interfaces), o€ 10TPIKEG EQAPUOYEG Kal QUAIKG o€ TTaixvidla.

EikovikOG KOOMOG, gival éva TTpocoudoliwpévo TTEPIBAAAOV ae uttoAoyioTh. O1 TTeEPIoadTEPOI
€IKOVIKOi KOOUOI, avatmapioTolv TrePIBAAAOVTA TOU QUOIKOU KOoPou. O KAAdOG Twv
YPAPIKWY UTTOAOYIOTWY HEAETA TN JIAPOPPWOT, TO QWTICHO Kal TRV QUVAMIKOTNTA AUTWYV
TWV EIKOVIKWV KOOPWY, KABWGS Kal Tov TPATTO TToU evePyoUV ol AvBpwTTol H€0a o€ auToUg.
O1 gikovikoi k6opoI gival XpAOIKOI Kupiwg oTn dnuioupyia TTaixviOIwy UTTOAOYIOTWY, KaBWG
Kal oToVv Kivnuatoypd@o. Me Tnv avatrTuén Tng TEXVoAoyiag oTov TOPEd TNG TTANPOQOPIKAG,
OnuioupynRBnkav ypnyopoTePol Kal HPE WEYAAUTEPN UTTOAOYIOTIKH) QUVAWN UTTOAOYIOTEG,

KaBwg Kal ypnyopoTepol Kal KaAUTEpol eTeCepyaoTéC ypaikwy (Graphics Processing



Units), ye atroTéAecpa 01 AvaTTAPACTACEIS TPIOBIACTATWY EIKOVIKWY KOOPWY OTA YPAPIKA

va yivovTal 6Ao Kal TTI0 PEOAIOTIKEG.

Avahoya pe TOV TPOTIO €TTEEepyaaniag Kal Trapoudiaong piag TpIodIAoTATNG EIKOVIKAG
avaTTapAdoTacng, JTTOPOUNE va SlaXwPIiCOUHE Ta TPICBIAOTATA YPa@IKG 0 BUO KATNYOPIEG.
2Ta OTATIKA YPAPIKG UTTOAOYICTWY KAl OTA YPAPIKA TTPAYMATIKOU XPOVOU. 2TnV TTEPITITWON
TWV OTATIKWV YPAPIKWV, n amdédoan (rendering) TnG €IkOvag oTnv 004vn, yivetal Je XpRon
Twv global illumination aAyopiBuwyv OTTWG cival ol aAyopiBuol radiosity, ray-tracing, beam
tracing, cone tracing kai path tracing. T€tolo1 aAyopiBuol TTpocTraBouv va ammodwoouv 060
MO PEONIOTIKA YIVETAI TOV QWTIOPO, WOTE va QTIAEOUV TTOAU PEAMIOTIKEG TPIOBIAOTATEG
eikéveg. MNa mapddelyya n amoédoon pe TNV PEBOOO ray-tracing, TTOU €ival n IO
Oladedopévn, yiveralr wg €€Ng (eikéva 1.1): NonTtég akTiveg ekToEeUovtal atrd OAa Ta pixels
TNG TEAIKNG €IKOVAG TTPOG TN okKnvrl TTou Ba atmodobei, péxpl n akTiva va Bpel KATTOI0
avTikeipyevo. Ekei utroAoyiletal To xpwua TTou Ba d0Bei oTo pixel avdAoya pe T0 UAIKO TOu

QAVTIKEIYEVOU, TOV QWTIOPO OTO onueio auTo Kal TIG dIAPopEG avakKAATEIG TTOU TTPOKAAOUVTAI.

Image

Al / Light Source
NIE 8
_——_| View Ray
b

Scene Object

Eikéva 1.1: H pé@odog Ray-tracing



H péBodog auth, O1TTwg Kal ol uttéhoitreg global illumination péBodol, TTPoc@EPoUV TTOAU
PEOAIOTIKG ATTOTEAECHA, OUWG VIO IO TTEPITTAOKN €IKOVA e TTOAAG avTikeiyeva Kal TToOAAOUG
QWTIOPOUG, JTTOPE va XPEIOOTOUV WPES HEXP! VO OAoKANpwOei n diadikacia ammédoaong TnG.
‘ETo1 TéTOIEG PEBODOI, OEV PTTOPOUV VA XPNOIUOTTOINBoUV Of TTEPITITWOEIS TToU B€AOUE
OUVEXOMEVEG EIKOVEG Ol OTTOIEG OnuIoupyouvTal QUVOUIKA, va atrodidovTal PE YpPryopo
pUBPO. ZTIC TTEPITITWOEIG AUTEG YIVETAI XPAoN TWV YPA@IKWY TTPAYUATIKOU Xpovou. H
amoédoon pIag €IKOvag oTnv 086vn Pe XPAON YPOAPIKWY TTPAYUATIKOU XPOvou TTPETTEl va
yiveTal o€ TTOAU MIKPO XpoOvo, woTe n ammdédoon OCUVEXOUEVWYV TETOIWV EIKOVWVY Va
TTapouaciafovTal cav Tavia. H atmdédoon k&Be €IkOvag oTnv TTEPITITWON auTr dev YiveTal JUE
TN Xpnon akTivwv. AvtiBeta, K&Be avTikeEiyevo avaAleTal O MIKPOTEPO  KOMMATIA
OUYKEKPIPEVOU  OXNPOTOG, ouvhBwg Tpiywva. KdaBe Tpiywvo atrodidetal geXxwploTd
akoAouBwvTag ouykekpipgéva oTadia emetepyaciag (To Aeyoupevo Graphics Rendering
Pipeline). O1 onuepivoi eme€epyacTég ypagikwy (GPUs) ytropolv va eme€epyacTolv PEXPI
Kal EKaTouuUpIa Tpiywva yia KaBe aknvr). Me xpron ypa@IKWwy TTpayuaTikou Xpovou diveTal
n ouvatdétnTa ONMIoUPYIOG YPAPIKWY EQAPHUOYWY OTTOU KABe véa €ikKOva TTapPAyETal
OUVANIKA, TTPOCPEPOVTAG £TOTI TN duVATOTATA TTPOCOAKNG AAANAETTiOpaong atrd 1o XpProTn
(N K&Be emmopevn eikdva Ba TTapdyeTal avAloya e TIG EVEPYEIEG TOU XPAOTN). ZAMEPA TA
TTEPIOCOTEPA  PBIVTEOTTAIXVIOIO KOl TTPOCOMOIWTEG XPNOIMOTIOIOUV ypa@IKA TTPAYHATIKOU

Xpovou.

21NV TTapouca PeAETN, Ba dnuioupyriooule €va eIkovikd TTEPIBAAAOV OTTOU T POVTEAQ TwV
avBpwTtwy TToU BpickovTal péoca o€ auTd Ba KivouvTal Kal 8a avTidpouv pealioTikd. Kabe
emopevn eikéva Ba TPETTEl va TTapdyeTal SUVApIKA (agpoul n eEENIEN TNG oKNVAG Ba egapTdTal
atmd dIaPopeg TTapauéTPous) aAAd kai ypriyopa. ‘ETol n epapupoyn TTou Ba @Tiafoupe Ba

TTPETTEI VA avaTrTuxBei og TepIBAAAOV TTOU Va UTTOOTNPICEl YPA@IKE TTPAYUATIKOU XPOVOU.



1.2  EikovikAi Tpooopoiwon TARBoug

Mia eikovikry TTpocopoiwon TARBoug eival n avamapdoTtaon &vog peydAou apiBuou
QVTIKEIMEVWV ] XOPOKTAPWY TTOU KIVOUVTAl PEOO OE KATTOIO €IKOVIKO XWPO. ZuvABwg
EVVOOUE TNV PETAKIVNON avBpWTTIVWV HMOVTEAWV PHECA OTO XWPO, Ta OTToia KIvoUuvTal 0G0 TO

duvaTo TTIo PEAAICTIKA.

TéTo10 CUCTANATA EIKOVIKAG TTPOCOMO0IWONG TTANB0oUG gival TTOAU xprioiua yia Tn dnuioupyia
TaIXVIOIWY,  CUCTNUATWY  TTPOCOUOIWONG  TIPAYMATIKOU  Xpdévou,  KaBwg  Kal

KIVNUATOYPA@IKWY TaIVIwy (6Tav atraiteital N avamapdoTtaon peyadAou TTARBoug).

Eikova 1.2: Napaderypa Eikovikng NMpooopoiwong MARBoug [1]

¢ éva TETOI0 OUCTNHO, TO OTIOI0 TIPOCQEPEI TNV €UKOAIG avammapdoTacng TTOAAwWV
avBpwTTWY Ol OTToioI KIVOUVTal KAl CUUTTEPIPEPOVTAI PEAAIOTIKA, Ba TTPETTEI va UTTAPXOUV
EVOWUATWHEVEG DIAPOPES TEXVIKEG YIO VO PTTOPECOUV VA AVTIMETWTTIOTOUV Ta Ol1dpopa
TpoBAjuaTa OTTwG n amo@uyry ouykpouoewv (collision avoidance), n emAoyr Twv

KAaTdAANAWV KIVACEWY Kal N PeAAIOTIK] evaAAay Twv KIVAcEwv. H OITTAWPATIK auTh



epyacia Ba ptropolce va aAtmoTEAECEl TNV a@eTnpia yia T dnuioupyia evég CUCTHPATOG

€IKOVIKNG TTPOCOU0IwoNG TTARBoUG.

1.3  ZKOT6g Kal OTOXO! SITTAWMATIKAG MEAETNG

Baoikdg okotmodg TnG TTapouaag dITTAWMGTIKAG MEAETNG ival n dnuioupyia evog  EIKOVIKOU
KOOUOU, UECQ OTO OTTOIO EIKOVIKA PovTéEAQ avBpwTTwy Ba KivouvTal peaAIoTIKG aTo Xwpo. Ol
KIVIOEIG TWV XapaKTHpwy Ba TTpETTEl va dnuioupynBouv atmd peaAioTIKG dedouéva Kivnong
XapakTApwyv (character animation data) kai o cuvduacpog Toug Ba TTPETTEl va Yivel PE TETOIO
TPOTTO WOTE N evaAlAayr TNG TPEXWV Kivnong KABeE XapakTApa va @aivetal PeaMIOTIK.
KaTta@épvovrag va KAVOUME Ta o TTavw, Ba Ocifoupe péoa atmd TIG TEXVIKEG TToU Ba
avaTrTuéoupe, Tov TPOTTO ME TOV OTIOI0 WTTOPEl YeEVIKA va avoTrtuxBei éva  €IKOVIKO
TpI0dIG0TATO TTEPIBAAAOV HE YPAPIKA UTTOAOYIOTWY YEGA OTO OTToi0 AvBpwTTol Ba KivouvTal
PEOAIOTIKA, YpnoigoTrolwvTag £Tolga dedopéva  Kivnong (animation data) kai €roiua

TPIOSIACTATA AVOPWTTIVA MOVTEAQ.

Oa peletooupe apxikd Ta €idn Twv Oedopévwy yia Kiviioelig (animation data) TTou
UTTAPXOUV OAUEPT KOl JUTTOPOUV VO EVOWUATWOOUV 0 avBpwTTIva €IKOVIKA POVTEAA Kal Ba
eMAEEOUNE opiopéva TEToIa OeOOMEVA UE KIVAOEIS TTOU BEAOUUE va XpnoIdoTToIfooulE. Oa
EVOWMATWOOUE Ta dedopéva auTd o€ avBpwTTiva JovTEAa Kal Ba TTpETTEl va BPoUuE TPOTTO
va OIOXEIPIOTOUNE TOUG XOPOKTAPEG WOTE Ol KIVAOEIG TOUG va QaivovTal PEOAIOTIKEG KOl N
evaAAayrn Tng TpéXwyv Kivnong va @aivetal €1iong PEAAIOTIKN). @a dnuUIOUPYACOUUE OTN
OUVEXEIO TO €IKOVIKO TTEPIBGAAOV pE T avBpwTTIva POVTEAA va KIVOUVTal JECO O€ auTo,
TTPOCOETOVTAG KAl QvTIKEINEVA OTO Xwpo. TéAog, Ba avamTiioupe avAAoyeg OuvapThOEIg

WOoTe Ol AvBpwTrol auToi va KIvoUvTal Kal va avTiOpoUv PeaAIoTIKG (OTTwG aTToQuyn



ouykpouoewv, €TTIAOYH avaAoyng Tropeiag otav Xpelddetal, aAAnAeTTidpaon Pe avTiKEipyeva

Kol M€ GAAOUG avBPWTTOUG).

1.4 Aopn avag@opdg

210 Kegdhaio 2 avaAuovtal ol évvoleg computer Kai character animation kai o1 avagépovrai
Ol KUPIEG TEXVIKEG TTOU XPNOIKOTTOIoUVTAl CHEPA. Oa yivel TTEPETAIpW avaAuon TNG TEXVIKNAG
Twv Motion Capture dedopévwy Kivnong, 8a doupe TIG HEBOGdOUG TTOU XPNOIYOTTOIoUVTal YId
N Ayn T€ToIWV OedOopéVY aTTd TTPAYUATIKOUG avBpwITToug, KaBWwg Kal Ta €idn TETolwvV
apxeiwv 1mou umrdpyouv. Oa douue kair Ta Motion Capture dedouéva TTou €mMAECANE va
XPNOIUOTTOINOOUNE OTNV €@appoyy TTou Ba uAoTroiooupe. AkOpa Ba avaAUCoupEe TIG
TTpodiaypa@ég TTou Tnpei To avBpwTTivo PovTéAo TTou dlaAégaue Kal TEAog Ba yivel pia

avdAuan oTtnv TeEXVIKA Twv Motion Graphs.

210 KepdAaio 3 Ba KAvVOUpPE MIO €TTIOKOTTNON TNG YPAQIKAG €@apuoyAg Tou Ba
avaTiTuEouUE, KAVOVTAG OPIoUEVES ETTIAOYEG TTOU Ba pag BonBricouv oTnv uAoTroinon Tng.
Etriong 6a doupe Ta Bacikd BApata TTou Ba akoAOUBACOUE yIa va TTETUXOUNE TOV OKOTTO

HaG.

210 KepdAaio 4 Ba avaAubouv Ta epyaAgia Tou Ba xpnaoiyotroinBouyv yia Tnv dnuioupyia NG

EQapHOYNAG.

21a Kepdhaia 5 kar 6 Ba doUpe AeTTTOPEPWS Ta OTAdIA UAOTTOINONG TNG €QAPUOYAG.
Zuykekpigéva oto KepdAhaio 5 Ba avaAloouue Tov TPOTIO evowuddtwong Twv Motion

Capture dedouévwy GTO avBPWTTIVO HOVTENO, TIC XPHOIKMES CUVAPTACEIC TTOU HAG TTPOCPEPEI



n BIBAI0BAKN Cal3d Kkal TTW¢ XpNoIYoTToINBnNKav auTéG O CUVAPTAOEIS yia va dnuioupynBouv
Ol ouvapTAOEIG BIaXEIpPIoNG TOU POVTEAOU KOl TWV KIVACEWV TNG €@appoyAs. ©Oa doUupe
€TTiong Tov TPOTTIO TToU Ba PTTOPOoUMPE va KOAOUME TIG OUVAPTACEIS QUTEC aTTO TO  TEAIKO
mTePIBAAOVY  avaTTuéng TnNG TEAIKAG €@apuoyng. 210 KepdAalo 6 Ba douue TTWG
TOTTOBETBNKAV Ol €IKOVIKOi AvOPWITTOI KAl TA AVTIKEIJEVA OTO €IKOVIKO TTEPIBAAAOV, KaBwG
KAl TO TTWG UAOTTOINBNKAV 01 TEXVIKEG TTOU KAVOUV TOUG avBPWITTOUG VA KIVOUVTAI PEAAIOTIKG.
AnAad WG yivovtal o GAANAETTIOPACEIS ME TIG KOPEKAEG, TTWG ATTOPEUYOUV TIG
OUYKPOUOEIC Kal TTWG aAAnAemdpouv petafu Toug. ETriong avaAluovtal ol TEXVIKEG TTOU

XPNoIJoTTOINeNKav yia va @aivovTal peaAIoTIKES Ol KIVAOEIG TOUG.

210 KegpdAaio 7 Ba avaAuooupe Ta atmmoteAéoparta Tng MEAETNG, dnAadr katd TTé00 n
EQApPUOYN TTETUXAIVEI TOV OKOTTO TNG. @a doUue av OVTWS Ol EIKOVIKOI AvOpwTTOl KIvoUvTal
Kal avTidpolv peaAIoTIKA Kal TTola oTolxEia TTaifouv poAo oe autd. Méoa atrd peTpoeig Ba
doupe Trolo €ival TO KOOTOG O€ UTTOAOYIOTIKOUG TTOpOUG yia atrodocon PEAAIOTIKOU

ATTOTEAEOPATOG KABWG KAl TTOI OTOIXEIA TG EQAPUOYAG £TTNEEACOUV TNV aTTddO0N.

TéNog, oo KepdAaio 8 Ba yivel pia yevikrp avdAuon Tou CUCTHUATOG TTOU avatrTuXBnke Kal

Ba doUupE TI PTTOPEI va TTPOCPEPEI KAI TTWG UTTOPET va ETTEKTAOEI.



KE®PAAAIO 2

NMponyouuevn Epyaocia

21  Animation, Computer Animation ka1 Character Animation

To animation givai n ypriyopn evaAiayr diodidotatwy (2D) i Tpiodidotatwy (3D) EIKOVIKWY
AVOTTAPOCTACEWY QVTIKEIMEVWY ] XOPAKTAPWY, e OKOTTO va dnuioupyndei pia TTapaiocdnon
peTakivnong. Zupewva pe tov Michael Gleicher [3], To animation gival pia povadikf popon
EKQPPACTIKAG TEXVNG. Tapéxel oToV dnUIoUPYO TNV EUXEPEID va eAEYXEl TNV €U@AVION Kal

METAKIVNON XOPAKTAPWY KOl QVTIKEIMEVWV.

H mapadooiakf dnuioupyia Tou animation, yivétav Cwypagifovtag pe 1o xépl. ‘Hrav pia
TTOAU xpovoBoépa diadikaoia Kal TO ATTOTEAECHA EEAPTIOTAV ATTOKAEIOTIKA OTTé TNV IKAVOTNTA
Tou dnuioupyoU o oTroiog ETpeTTe va (wypagioel KaBe cikova (frame) EexwpioTd. Me Tnv
€EENIEN TNG TEXVOAOYIOG KOl TWV NAEKTPOVIKWY UTTOAOYIOTWYV dnpioupyndnke n évvola Tou
computer animation kai To animation Tmpe véa poper. MNMAEwv Ta animations yivovtai
EUKOAGTEPQ, YpNyopoTEPA Kal TO ATTOTEAEOPA Oev EaPTATAl TTAEWV OTTOKAEIOTIKA OTTd TNV
IKavOTNTA TOU dnuIoupyoUu a@oU XPNOIUOTIOIOUVTAl QUTOMATOTTOINKEVEG BIadIKATiEG TTOU
UTTApXOUV evOowMaTwPEVEG OTa avaloya epyaAcia Aoyiopikou. To computer animation
TTPoo®Epel TN duvaTodTnTa auTopatoTroinong Tng diadikaoiag dnuioupyiag animation atd
TNV TTAPATAENCN TNG Kivnong TTPAYUATIKWY QVTIKEIMEVWY [3]. lTowg To TTpwTOo OLiyua TTOU

dnuioupynRBnke Kal Katdeepe va Oegigel TIG duvATOTNTEG TTOU UTTOPOUV VA TTPOCPEPOUV Ol



uTTOAOYIOTEG 0T dnuioupyia animation, €ival N PIKpoU PAKOUG TAIVia KIVOUPEVWY OXEDIWV
“Luxo Jr’ Tng Pixar n otoia Trapouciadel pia Adutra ypageiou va trailel pe pia praia [4]. H
Tavia autr) éyive 10 1986 kai xpnoiyotroiei TN péBodo “keyframing” 1Tou Ba doUue OTn

OUVEXEID.

Eikéva 2.1: “Luxo Jr” Pixar, 1986 [5]

ZTnv Tapouca OIMMAWMATIKA €pyacia 6a aoxoAnBoUue PE HIO CUYKEKPIMEVN KaTnyopia
animation, 10 animation yapaktipwv (character animation). H ouykekpiuyévn karnyopia
aoxoAgiTal aTTOKAEIOTIKA pe TNV Kivnon (animation) evog ) TTEPICOOTEPWY XAPOKTIPWY TTOU
KivoUvTal 0€ KATIOIO €IKOVIKO Xwpo. loTopikd, Bewpeital TTwWG TO TTPWTO TTAPAdEIyUa
TTPAYHATIKAG avaTTapdoTacns Kivnong (animation) xapakthpa, nTav o xapakripag “Gertie
the Dinosaur” Tou Winson McCay 10 1914, evid) 0 TTPWTOG KIVOUHPEVOG XOPOKTAPAG TTOU

€yive TTOAU yvwoTdGg 0TO KOIVO, fTav o “Felix the Cat”, Tou Otto Messmen 1o 1920.

21N ouvéxela Ba douue TEooepElG PaOIKEG YEBOBOUG TTOU XpNOIKoTToIoUVTalI OTO computer

animation yia Tnv avamapdoTacn Twv KIVAoEwWV XapakTriipwy (character animation).

o Keyframing:
H TexVIKA auTr PTTopEi va XpnoigoTroinBei éx1 JOvo yia TNV Kivnon XapakTipwy, aAAd kal o€

aAAa €idn computer animation. Eival n o diadedopévn TEXVIKA Kal €XEl TIG PICEG TG OTOV
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TTapadooIakd TPOTTo oxediaong animation. ZUpewva e TOV TTAPOAdOCIAKO TPOTIO, O
oxedlaotnG Cwypaeile (TTavta Pe TO XEpI) TTPWTA TIG Baoikég TTOLEC TOU XAPAKTAPA OTN
oknvn. Ze K&Be Tola (wypdeile ava oAOKANPO Tov XapakTApa. AQou oxediale TIG apXIKES
auTég TTOCeG, O0Tn ouvéxela Cwypd@ile TIG evOIAUEOES OTAOEIC TOU XAPAKTAPA auTtou [6].
AkoAouBwvTag Tnv Aoyiki auTh dnuioupyndnke n péBodog “keyframing”, kard Tnv oTroia o
XPAOTNG Tou uUTToAoyIOTH, OXedIAdel TIG ONUAVTIKEG TTOZeG 1) BEOEIC TOU AVTIKEINEVOU-
XapakTipa. O onuavTiKEG auTEG IKOveS AéyovTtal “keyframes”. 21n ouvéxeia avaiaudvel o
UTTOAOYIOTAG Va UTToAoyio€l Kal va OnuIoUpyAoEl TIG evOIAUEDEG IKOveG (frames) ol oTroieg

ovopdadovTal “in-betweens”.

IN-BETWEENS

VA
1 1 G ] 0
\ /

KEYFRAMES

Eikova 2.2: NMapaderypa "Keyframing” [8]

H diadikacia uttoAoyIoPOU TwV eVOIAPNECWY EIKOVWY OTTO TOV UTTOAOYIOTH YiVETQI PE ThV
apxni Tng TapepPolig (interpolation), avédhoya pe Ta “keyframes” tou utrdpyxouv. H
TTapeUPOA Oev €ival TTAVTA YPAPMIKA, a@oU JTTopouv va AngBouv utrown O&id@opol
TTAPAUETPOI, WOTE PE WIA PN-YPAMMIKN TTAPEPPOAA va £XOUME TTIO PEGAIOTIKA ATTOTEAETUATA.
Opiouéva TTapadeiypaTta TETOIWY TTAPANETPWY Eival N TaxUTNTO TTOU KIVEITAI TO QVTIKEIMEVO,

n pada Tou, n BaplTnTa Kal N €MTAXUVON.

H péBodog Tou “keyframing” eivar n 1o Oladedopévn kal n o ammAf. Eivar opwg
XPovoBopog diadikacia a@ol o oxedlaoTAG TIPETTEl va OXEOIAOEl OAEG TIG ONUAVTIKEG

eiIkoveg. Emmiong 1o atrotéAeopa dev cival TAvTa peaAICTIKO, agou eCaptaTal atmmd Tnv
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IKAVOTNTA TOUG OXedIOOTA Va QTIAEEl CwOoTA Kal peANIOTIKA Ta “keyframes” kaBwg kal atrd

TIG TTAPAUETPOUG TTOU Bivel OTOV UTTOAOYIOTH yia UTTOAOYIOWO TwV “in-betweens” eIkOvwv.

. Body Kinematics:

H péBodoc¢ authy PTTopei va €QAPUOCTEI O HOVTEAO XOPOKTAPWY, Ta OTfoia €XOouv
EVOWUATWHEVO OKEAETO KAl TO OOTA €ival ouvOEDEPEVA PE KATTOIO IEPAPXIa (TTEPICOOTEPEG
AeTITOpEPEIEG OTNV TTapdaypa@o 2.4). Me Aiya Adyia, av €xoupe yia TTapadelyua éva JoVTEAO
avlpwWTTOU Kal KIVACOUME éva PEPOC TOU GWHATOG Tou, TOTE N Kivnan auth Ba TTPoKaAéaEl
TNV aTTapaitnTn Kivnon Kai ota GAAa pépn TOU CWHATOG TTOU OXETICOVTAl E TO PEPOG TTOU

KIVI BnKE.

H péBodog auth XPNOIMOTIOIEl TNV QPXITEKTOVIKA QUTWY TWwV HOVTEAWV, WOTE va
dnuioupynoel pealioTIKG animations. YTdpyxouv U0 UTTOKATNYOPIEG TNG TEXVIKAG auTthg. H
MéBodog “forward kinematics” (euBeia kivnuatikr)) kar n péBodog “inverse kinematics”
(avtioTpogn Kivnuatikn). Zupewva pe 10 “forward kinematics”, n e@appoyf TG Kivnong
EeKIVA aTmd TNV KOPUYPR TNG IEPAPXIAs TWV PEPWYV TOU POVTEAOU TTPOG TN Bdon, dnAadr atmd
TAVW TTPOG Ta KATW. AUTO ONnuaivel TTwWG av yia TTOPAdEIYHO PETOAKIVIIOOUWE TOV WWHO
KATToIoU avBpwTTivou HOVTEAO, O UTTOAOYIOTAG Ba KAvel TIG ATTapaiTnTOUG UTTOAOYIOUOUG
WOTE va KIvnBouv avaAoya Ta eTTOPEVA PEPN TOU POVTEAOU OTNV IEpapXia OTTWG O ayKwvag,
0 Kaptrég kKal n TraAdun. AvtiBeta, n péBodog Tou “inverse kinematics” akoAouBgi
avtioTpo®n TTopeia atnv iepapyia. AnAadr o oxedlaoTrig Ba opioel Tnv Kivnon otn Bdon Tng
lepapyxiag (Tmx oT1o TOdI evdg €IKOVIKOU HOVTEAOU) KAl O UTTOAOYIOTAG Ba KAvel TIg
amapaitnTeg aAAayEG ota avaloya pépn aveBaivovtag Tnv iepapxia Tpog Ta Tavw (yovaro,

YAUTTO KATT).
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H péBodog body kinematics TTpoo@épel peaMOTIKG atroTeAéoUATa, IBIAITEPA AV CUVOUAOTEI

ME TNV HEB0SO “motion capture” TTou Ba doUpe aTn CuvEXEID.

. Motion Capture (ZUAnwn Kivnonc):

H péBodog auth eival n 1o pealioTiKh, agou Traipvel dedopéva atr eubeiag amd Tov
TTPAYHATIKO KOOMO, XWPIG va £6apTaTdl N avammapdoTacn Tng Kivnong atmo Tov oxedIaoTA 1)
TOV TTaPOTNPENTH TTOU TTPOCTTaBEl va &€l Kal va avTiypdyel JIa Kivnon Tou TTPAYHOTIKOU

KOOouOoU.

XpNOIYOTTOIWVTAG HIa aTTd TIG TEXVIKEG TTOU UTTAPXOUV (Kal TTou Ba doUupe OTnv €TTOPEVN
TTapaypa@o avaAuTikd), AauBdvovtal ol TTANPOoYopIieG Kivnong atmmd KATTOI0 TTPAYHATIKO
avBpwTtro, xapaktipa r avTikeiyevo. O TTAnpogopiec auTtég ammobnkevovTal Pe KATToIa
HOopP®r apXeiwv O KATTOIO UTTOAOYIOTH. ZTn OUVEXEID O UTTOAOYIOTHG AUTOG €QAPUOLE! TIG
TTANPOYOPIEC QUTEC O KATTOIO €IKOVIKO WOVTEANO, AVTIOTOIXO ME TOV XOPAKTAPO ATTO TOV

OTT0I0 £YIVE N CUAANWN TwV deBOPEVWYV, DNUIOUPYWVTAG £TOI PIA PEAAIOTIKA avaTTapAcTaoT.

H péBodog Tou “motion capture” gival atrd TIG ONUAVTIKOTEPESG OTN Blopnxavia TaXvISIwV yid
TIG KIVAOEIG TwV XapakTApwyv. MNa mTapddelyua oe €va Traiyvidl e€opoiwong modoaeaipou
MTTOPOUV €UKOAD vaA AvVATTOPACTACOUV TOUG TTOO0C0QAIPIOTEG TTOU KAVOUV TAKAIV, TTOU
TTEQPTOUV 1 TTOU OOUTAPOUV TTAipvovTag TIG AKPIREIG KIvAoelg atmd KATToI0 TTPpayuaTiko
avBpwtro (katd TpoTiunon Todoo@alpioTr). Av Kal n PEBOdOG auTr] TTPOCPEPEI TTOAU
PEOAIOTIKA atroTeEAEOUATA, eV UTTOPEI VA AvaTTapaOoTACE! JEYAANG BIAPKEIaG KIVAOEIG Adyw
TNG TTOAUTTAOKOTNTAG oTn AfWn Twv Ocdouévwy. ETol AauBdvovtal HIKpEG OKNVEG yia
KAAUTEPN TTOIGTNTA KAl AvAAUCT, O OTTOIEG OTN CUVEXEID OCUVOUALZOVTAI VIO VO KATOOKEUOOTEI

N ouvoAIkr} oknvr. ETTiong €xel TO PEIOVEKTNHA TTWG EQOTOV CUAAN®BEI Jia Kivnan, dUoKoAa
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pTTOpEi va aAAGgel Xwpic va emmavaAngBei n oknv oTov TIPAYMOTIKO KOOPO (BAETTE

TTapaypago 2.5).

Eikéva 2.3: A6 1n dnuioupyia Tou raixvidiou "FIFA 2009" [9]

2TNV TTapAypa@o 2.2 , 6a doUle TTIo avaAUTIKA T HEBOOO AUTH HEAETWVTAG TIG TEXVIKEG TTOU
uTTapyouV yia Afwn Twv “motion capture” dedopévwy amd avBpwIToug, KabBwe Kal Ta €idn
apxeiwv Tou uTtédpxouv Ta oTroia TTEPIAAPPBAvVOUV TIC ATTAPAITNTEG TTANPOQPOPIEG TTOU

AauBdavovtal atmd 1 gUAANWnN TNG Kivnong.

. Procedural motion generation:

H péBodog auth ptmopei va xpnoigotroinBei éx1 JOvo yia Kivnon XapakTApwy, aAAd kal o€
GAa €idn computer animation. O uUTTOAOYIOTAG €AEyXEl TNV Kivnon QVTIKEIUEVWY KAl
XapakTApwy, Baciouévo ae Katmoloug Kavoveg i diadikaaoieg [8]. Mevikd, To TTPOYpPANKA TOU
uTTOAOYIOTH YVWPICel oTnNV apXf TTARPWS TIGC ouvlnrnkeg Tou TTPORAAPATOS. H KABe Kivnon
utroAoyiZeTtal atmd 1o TTPOYPANPA avAAoya Pe TIG oUuvOnRKeg, METABANTEG KAl KAVOVEG TTOU
divovtal. ‘Exel To TTAEOVEKTNHA TTWG OTAV TO TTPOYPAUMA gival £TOINO, OTN CUVEXEIA €ival
€UKOAO va avaTTapaoTACEl OTTOIAdNTTOTE Kivnon €9OCOV auTA TNPEI TOUG KAVOVEG-CUVONKEG.

Eival SUOKOAO OUWG TO va QTIOXTEI éva TETOIO TTPOYPAMUA, TO OTTOIO ETTIONG dEV PTTOPEI Va
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pHog PBondnoel pakpotrpdBeoua apou Ba tival QTIAYUEVO YIA CUYKEKPIUEVO XOPAKTAPA-

QVTIKEIMEVO KAl VIO TTEPIOPIOUEVO APIBUO KIVACEWV.

2.2 Motion Capture: Texvikég cUAANYNG SedoPEVWYV Kal €idNn apxEiwv

2€ QuTA TNV TTapdaypago Ba dolupe Mo avaAuTiké Tnv péBodo “Motion Capture” (ZUAANWNG
AedopEVwY), TTOU ava@EPAPE OTNV TTPONYOUUEVN TTAPAYPA@O. Oa SOUNE TTPWTA TIG TEXVIKEG
TTOU UTTAPYOUV VI VA JTTOPOUNE VO AaPBAVOUE TIG aTTapaitnTeEG TTANPOYOpPIES Kivnong atrd
TTPAYHATIKOUG avOPWITOUC Kal aTn ouvéxela Ba doUue Ta €idn apxeiwv TTou UTTdpxouV yia

va a1ToBnKeUOUV aUTEG TIG TTANPOYOPIES.

2.21 Tpoémol cUAANYNG dedopévwv

Mo KATW avo@EPOUNE TIG TPEIG TTIO ONUAVTIKEG HEBGdOUG AAwng dedopévwyv Kivnong atrd

TTPAYHATIKOUG avBpwTToug. Tnv INXavikr, TNV MayvnTIK KAl TNV OTITIKA YéBodo.

. Mnxavikr (Mechanical):

H texvikn autn €ival n TTpWwTN You £papudoTnKe o€ ocuoTANATa Ayng dedopévwy Kivnong.
Mévw otov advBpwTro atmd Tov oTroio Ba An@Bouv Ta dedopéva, eQapUOleTal €va aUVoAo
ammd HETAAAIKG-UNXOVIKA KoPudTia. KaBwg o dvBpwTtrog Kiveital, Ta avaloya HETAAAIKG
KOUMATIA KIvOoUvTal KI auTd. AUTO €xel oav atroTéAecpa ol aloBnTtApeg (sensors) TTou
UTTAPYXOUV O€ KABE KAEIdWON TwWV KOMWMATIWY auTwv va oTéAAouv To avdAoyo oAiua oTov

UTTOAOYIOTH.
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Eikéva 2.4: Mnxavikiq Mé0odog [12]

H texvikl autr €xel To TTAEOVEKTNUA TTwG Oev €TTNEEAdeTal ammd T0 WG (OTTWG N OTITIKA
MEBOBOG), ouTe amd payvnTikG Tmedia (6TTwg n payvnTik péBodog). Opweg n pébodog autnh
gival akpIfr Kal SUGKOAN a@oU TTPETTEI va PTIOXTOUV UE TTPOCOXHA Ta OXETIKA UNXAVIKA PEPN.
Etriong autd Ta pnxavikd kouudtia emnpedfouv Tnv eAeuBepia Kivnong Tou avBpwTrou atrd

TOV OTT0i0 B AnPBoUV Ta dedopéva.

. Mayvntikr (Magnetic):

H TeXVIKA QuTRA XPNOIYOTIOIE CUOKEUEG ATTOOTOANG OfuaTog (transmitters) mou dnuioupyouv
éva payvnTiko TTedio o€ KATTola TTEPIoYT). Méoa ag auTh Tnv TTepIoxn BpiokeTal o avBpwTTog,
oToV 0TT0i0 TOTToBETOUVTAI OI avaAoyol aiIoBNnTPES (sensors). O1 a1IoBNTAPES aUTOi PTTOPOUV
va KaBopioouv Tn B£on Toug péoa oTo TTedio, uttoAoyifovTag TNV ammdoTacK] TOUg aTTd TIG
OUOKEUEG OTTOOTOANG ONUATOG, KABWG Kal Tnv KateuBuvon Ttoug. Ta Oedopéva autd

OTEAAOVTAI OTOV UTTOAOYIOTH.

AuTH n TeXVIKA €ival apkeTd atmodoTiK a@oU uttoAoyilel Pe akpiBeia TIG KIVAOEIG TwV
aicbnmpwy oTtov Xwpo. Eivar oxetikd @BnvA kal ptropei va OOUAEWEl 0€ OUVOAKES
TTpayuaTtikoU xpévou (real time). AnAadni va eupgavifovral Ta dedopéva dueoa, TNV wpda

TToU AapBdvovTal, EQapuocuéva o€ KATTOIO avTioTOIXO €IKOVIKO HovTEAO. ‘Exel duwg apkeTd
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TTpoBAAuaTA TTWG TO YEYOVOS TTWG Ta dedopéva eTTNPEACOVTAI ATTO JAYVNTIKA AVTIKEIPEVA 1)
AMa Tedia TTou UTTApXOUvV KOVTA Kal £TO1 PTTOpEl va TrepiExouv B6pufo. ETriong o
AvBpwWTTOG €xel TTAVW TOU KOAWDIA TTOU GUVOEOVTAI PE TOV UTTOAOYIOTA Kal autd £xel oav
ammoTéAeopa va emTnpedletal n eAeuBepia kivioewg Tou. ‘Exouv avarrtuxBei Spwg TTIo
olyxpova TETola CUOTAMATA PE aioBNTAPES OI oTToioI DOUAEUOUV XWpPIig KaAwdia (wireless)

Kal gival 1o avaBaduiopévol divovTag KAAUTEPA ATTOTEAECUATA.

. OT1r1ikA (Optical)

Eival n 1o diadedopévn kal n o atrodoTiky péBodog. TotroBeTouvral oTov AvOpwITTO
€10Ikoi oTrTiIKoi O€ikTeg (special visual markers) 1 aAAiwg “onueia” (dots). MNipw atd TOV
avBpwTro TOTTOBETOUVTAI EIDIKEG KAPEPEG TTOU PITTOPOUV VA KOBOPIoOUV OTIG TPEIG DIAOTACEIG
Tn B€0on kdBe “onueiou”. Ta “onueia” autd uTropei va eival €ite avravakAaoTikd (reflective),

€iTe pE UTTEPUBPEG eKTTOPTTEG (infra-red emitting) [13].

Eikéva 2.5: OtrTikr) MéBodog [14]

AuTH n péBodOG £xel TTOANG TTAcovekTuaTa. To KupldTEPO €ival TTwG 0 AVOPWTTOG £XEl
TTAfPN €AeuBepia KIVAoEwV a@ou dev £xel oUTeE KaAwdIa, oUTE PNXAVIKA PEPN EVWHEVA O€

autév. Ta atroteAéopara gival TTapa TTOAU KaAd Kal €1Tiong Jmopouv va AngBouv dedouéva
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ammd TMePIoOOTEPOUG aTTd £va avBpwTroug TauTdxpova. ‘Exel WG TO HEIOVEKTANA TTWG
MTTOPEl va emTnpeacTei atmd TTNYES GWTOG TTou UTTApXOouV OTov Xwpo. ETriong, opiopéva
avTavakAaoTIKA “‘onueia” YTropei va punv @aivovtal otnv KAYepa €av UTTApXEl JTTPOOTA TOUG
KAl TO KOAUTTTEI KATTOIO QVTIKEIMEVO | 0 AvBPWTTOG, YE ATTOTEAEOUA va xaBouv dedouéva.
AuTO pTTopei va AuBegi TOTTOBETWVTAG TTEPIOCOTEPEG KAUEPEG OTO XWpPO (av Kal autd Ba
augnoel TNV TTOAUTTAOKATNTA). TEAOG, TA OTITIKA CUCTAPATA €ival TTo akpIfd amd Ta

MayvnTIKA.

2.2.2 Eidn Apxeiwv

Mo kdrw Ba douue opicuéva atd Ta TTOAANG €idn apxeiwv TTOU UTTAPYOUV, TA OTToIa
TTePIAQPBAvVOUV TIC TTANPOQOpPIES TTOU TTAPBNKav XpNOIKOTIoIWVTAG KATToIa “motion capture”
TeXVIKN. Ta apxeia autd Ba PutTropouv va XpNnoidoTroinBoUv atrd KATTOI0 AOYIGHIKO YPAPIKWYV
WOTE Ol KIVAOEIG TTOU TIEPIEXOUV VO WTTOPOUV VA E€VOWMPOTWOOUV OE KATTOIO EIKOVIKO
MovTéAo. Ta o yvwoTd Kal autd TTou XpnoidoTtroloUvTal TTepIcadTePO eival Ta BVH kal Ta

ASF/AMC.

. BVH

Ta BVH (Biovision Hierarchical Data) apxeia, €ival ammé 1a dnPo@IAECTEPA TTOU UTTAPXOUV.
Anpioupynonkav amé Tnv “Biovision”, eTaipegia n otroia aoxoA&ital ye TNV TEXVOAOyia TOu
motion capture. 'Eva BVH apxeio cival xwplopévo oe dUO uépn. ZTO TTPWTO PEPOG TOU
apxeiou uttédpxouv o1 TTANPOYOPIEC YIa TNV IEPAPXia TOU OKEAETOU, €vwd OTO OeUTEPO
UTTAPXOUV Ol TTANPOPOPIES yIa TIG KIVAOEIG (animation), dnAadr Tnv Kivnon Tou K&Be pépoug
TNG IEpapyiag o€ KABe eikéva (frame). To SeUTEPO PHEPOG TOU OPXEIOU UTTOPET va PNV UTTAPXEI

Kal €701 TO OPXEI0O va TTEPIEXEI POVO TTANPOQoOpieG yia Tov OKEAETO. ETTiong utrdpyxouv
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epapuoyég Tou dlaBdacouv BVH apyeia, ol OTToieg €MTPETTOUV OTO XPrOTN VA QOPTWOEI
HOVO TO TTPWTO WEPOG TOU apxeiou, dNAadA pévo TIG TTANPOPOPIEG OKEAETOU XWPIG TIG

Kivrjoeig (animation).

2T0 TTIPWTO HEPOG, VIO va KaBoplioTei N 1gpapxia Tou okeAeToU, n Béon yia kGBe 0oTd TNG
lepapyiag opietal pévo armd éva offset, To otmoio civalr n dilagopd TG B€ong Tou atrd TO
00T0-yovéag (parent bone). Mg autd Tov TpOTTO dnUIoUPYEITAl N BOU TOU OKEAETOU, aAA&
Oev emTPETTOVTAI VO €l0axBouv edw dedopéva yia TrepioTpo@r] (rotation data). ‘Etor av 10
OelTEPO PEPOG TOU apxeiou Aeitrel A dev opTwbei, TOTE dev Ba éxoupe KaBoAou dedouéva

TTEPIOTPOYPNG.

. ASF & AMC

Ta apxeia autd, 6Tmwg kai Ta BVH, €ival kai autd TTOAU dnuo@IAr. ®dTidxTnkav atmmé Tnv
eTaipeia dnuioupyiag Taixvidiwy “Acclaim”. H etaipeia autr} kdvel épeuveg yupw atmo Tnv
TExvVOAoyia Tou motion capture yia TTOAAG Xxpoévia. AvETrTuav TIG OIKEG TOug HEBOBOUG
dnuioupyiag okeAeToU Kal Kivnong atrd dedouéva TTou AappBdavouv atrd OTITIKA OUCThUaTA
OUNoyNG Oedopévwy  kKivnong. ‘ETol dnuioupynoav TV OIKA TOUG MHOP®H apXEiwv
OedOUEVWV. 2T OUVEXEID TO APXEId QUTAG TG HOPYNG XPNoIUoTToInenkav Kal atrd TToAAEG

AAAeg eTaipeiag Kal atTd TTOAAG AOYIOUIKA YPA@IKWV.

Ta dedopéva xwpifovral o€ duo apxeia. Ta ASF (Acclaim Skeleton File) apyeia mepiéxouv
Oedopéva yia Tov okeAeTo kal Ta AMC (Acclaim Motion Capture data) apxeia mTepiéxouv 1a
Oedopéva kivnong. AuTOG o OlaXwplopdg €yIve KUupiwg yid va PTTOPOUV €UKOAa va
EQPAPUOOTOUV OTOV 010 OKEAETO TTOAAEG BIOQPOPETIKEG KIVAOEIG (Apa Kal dlagopeTikd AMC
apxeia). ‘ETol ATav TTPOTIMOTEPO VA ATTOBNKEUTOUV OI TTANPOPOPIEG TOU OKEAETOU XWPIOTA,

TTapd va UTTApXOUV auTéG ol idIEg TTANpoopieg o€ KABE apxeio Kivnong.
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. ASK & SDL

Ta ASK (Alias SKeleton) apyeia mepiéxouv pdvo TTANPOQYOPIES TTOU APOPOUV TOV OKEAETO.
Ta apyxeia autd civalr rapopola pe Ta BVH apyxeia tng Biovision. H dilagopd Toug €xel va
KAvel ye TN onpaoia tng diagopdg (offset) Tou utTdpyxel oTa apxeia yia Tov KaBopIouo TG
Béong kGBe ooTou. Evw ota BVH apxeia 1o offset gival n diagopd Tou ooToU 0€ 0xéon WE TO
00TO-yovéag oTnv lgpapXia, ota ASK apyxeia 1o offset eivar n 8éon k&Be ooTou OTIg
kaBoAikég ouvteTayuéves. Ta SDL (Scene Description Language) apxeia, ouvodelouv Ta
ASK apxeia, mTepiAapBavovtag TIG TTAnpo@opieg yia Tnv Kivnon. EKT6¢ amd tnv Kivnon

pTTOpEl va TrepIAapBAvouV Kal AAAEG TTANPOPOPIEG OXETIKEG UE TN OKNVH.

. BRD

Ta apxeia autd emivondnkav yia va atrobnkedouv dedopéva Tou GUOTANATOS CUAANWNG
Kivnong “Flock of Birds” g “Ascension Technology Corporation” [18], TTOU KATAOKEUGOTNKE
ammo Tnv Lambsoft. Mmmopouv 6uwg va amobnkeutolv oTa apxeia autd dedopéva Kal ammo
otro10dNTToTE AAAO payvnTIKO ouoTnua cUANWNG dedouévwy Kivnong. Ta dedouéva autd

givar S10QopeTIKA atrd autd TTou AauBdvovTal amd KATTolo OTITIKG oUoTnua oUAANYNG

OedopéVwy Kivnong.

. HTR & GTR

Ta apyxeia HTR (Hierarchical Translation-Rotation) avamrtuxbnkav yia amoBrikeuon Twv
OedOUEVWV TOU OKEAETOU TTOU TTPOKUTITOUV atrd éva Aoyiouikd Tng “Motion Analysis” [19].
Anuioupyndnkav wg evaAAakTiK AUon ammd Ta BVH apyeia (tTa pova diabéoiya 10TE) yia va
KaAUywouv opiopéveg elAeiyelg Toug. Ta Acclaim apyxeia (ASF kai AMC) dev Atav ToTE
dlaBéoipa. Ta HTR apxeia €xouv pia TTOAU KA pop@n Kal TTEPIEXOUV OAa Ta atrapaitnTa
TTou Xpelddetal va Trepiéxel éva motion capture apyeio. Ta GTR (Global Translation-
Rotation) apxeia eivar idia  pe ta HTR apxeia, pye 1n dlagopd tTwg &ev TTEPIEXOUV

TTANPOYOPIES YIa TNV IEpAPXIa, YI' auTd Kal oXedOV TTOTE DEV XPNOIUOTTOIOUVTAI.
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. TRC

AuTo TO €idog apxeiou avamTixOnke amod Tnv “Motion Analysis” [18] yia va €EuTInNPETACEI
dUo okoTroug. MNa va ammoBnkevel T ATTOTEAEOUATA ATTO TA OTITIKA CUOTAUATA CUAANWNG
Oedopévwy Kivnong Tou €xouv, aAAd Kal yia va oTrofnkelel Ta oTToTeEAéOUATO €VOG

avIxXVeUTA Kivnong oto TTpdéowTro (face tracker) o€ TrpayuaTikd Xpoévo.

. S

<

Ta apxeia autd xpnoigoTtrolouvtal amd 1o “Character Studio” Tng Autodesk (éva plug-in Tou
“3d Studio Max” katdAAnAo yia diaxeipion XopakTiipwyv Kal animation). Ta apyeia autd
TTEPIEXOUV TIG TTANpoopicg yia Ta dedopéva amd Ta “‘onueia” (markers) evog OTITIKOU

OUOTAMOTOG GUAANWNG DEDOMEVWV.

. C3D

Ta C3D apyeia avamtuxOnkav ammd tnv Vicon [20], n otroia aoxOA&iTal ge TNV avdaTTugn
OTITIKWV OCUCTNHATWY OUAANWNG dedopévwy Kivnong. Ta apyxeia autd TTEPIEXOUV TIG
TTANpoopieg TTou AapBdavovtal atrd autd Ta CUCTAUATA. XPNOIKJOTTIoIoUVTal aTTd £pyaaTrpIa
Biounxavikng, animation, aAAd kal avédAuong pnpaTiopou. YtrooTtnpidovTal atrd OAa oxedov

Ta guoTAuaTa AfYWng edopévwy Kivnong TToU KOTaoKeudlovTal, KaBwg Kal atrd AoyIouIKG

YPOPIKWY YIa QVOTTaPAoTaon TWV KIVIOEWV.

2.3 Motion Capture dedopéva Tou 8a XpNOIUOTTOICOUME

MNa ™ OIMMAWPATIKA auTh gpyacia Ba ATav KaAd va Bpouue yia TNyn Me didgopa “motion

capture” d0edouéva, WOTE VO EXOUME TNV EUXEPEIO VO OWOOUUE OTO AVOPWTTIVO EIKOVIKO
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pHovTéAo TTOU Ba XpnoihoTroIfooUpE TTOANEG €TTIAOYEG Kivnong. O KABe evdIaQePOUEVOG

pTTOPEl Vva Bpel ekei Ta diIk& Tou dedopéva Kivnong Kail va QTIAEE! TNV OIKA TOU EQApPHOYH.

H 1Tnyn TTou xpnoiyoTtroinca yia ta “motion capture” dedopéva civar n dwpedv Baon 1ToU
TTpoo@épeTal atmd 1o Carnegie Mellon University [21]. Z& autr) Tn Bdon uttdpxel pia TTAsIada
dedopévwy Kivnong 1ou AauBdvovTtal atrd To EPYACThPIO YPAPIKWY TOU TTAVETTIOTNWIOU,
“Carnegie Mellon Graphics Lab”. Ekei yia tTn Aqwn Twv dedopévwyv XPNOIMOTIOIEITAl N
OTITIKI] H€B0BOG CUAANWNG SedopEVWY Kivnong. Zuykekpigéva XpnoipoTtrolouvtal 12 Vicon
KAMEPEG, N KABE pia pe iIkavoTnTa Aqwng ota 120 Hz, ue eikdveg avaAiuong 4 Megapixels. Ol
KAuEPEG TOTTOBETOUVTAI YUpW ammd pia opBoywvia Teploxy 3X8 pétpa woTe va
OUN\apBdAvovTal ol KIVAoEIG TTou yivovTal péoa o autd To TeTpdywvo. KaBe kivnon otn
Baon Tpoo@épeTal 0 TPEIG EVAANAKTIKEG HOPPEG apxeiwv. Ze apxeio ¢3d, oe apyeio tvd
(€ido¢ apxeiwv yia xprion amd cuykekpiuévo AoyiopikG Tng Vicon), KabBwg Kal og apxeio
AMC (TTpoo@épovTag kal Tov OKeEAeTO o€ ASF apxeio). Akdua, yia kdBe kivnon divel Tnv
guKaipia oTnv XpNnoTtn va karteBdoel Bivieo yia va d&l TNV Kivnon Kal TOV OKEAETO TTou
UTTdpXouv OTa apxeia A akdpa va katepdacel 1o Bivieo TTou OeEixvel Tov TTPAYUATIKO

AvBpwTTO va KAVEI TNV OXETIKA Kivnon.

EtméAega va xpnoiyotroiow apxeia tng pop@ric AMC kai ASF (yia Tov okeAeTd). EkTdg TOU
OTl gival pia a1rd KAAUTEPEG Kal TTPOTIMOTEPEG HOPYPEG apXEiwy, PTTOPEl va XpnolpoTToindei
atré TToAAG Aoyiopikd diaxeipiong Kivicewv (animation), 6TTwg kai 1o “Motion Builder” Tng
Autodesk TTou xpnolgoTroinoa (TTePICOOTEPEG AETITOUEPEIEG OTNV  TTApAypago 4.2).
ZUYKEKpPIPEVA yIa TNV TEAIKN €Qapuoyrh XpnoidoTroinoa TiG €€1G KIVATEIS yia TO avBpwITIvo
MovTéAO: TTEPTTATNMA, Kivnon via va KaBioel o€ KapékAa, Kivnon yia va onkwBei ammd authv,

ouvouIAia petagl duo avBpwTTwy, Xeipayia dUo avlpwTTwV Kal Xopog.
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2.4 EmAoyn €IKoviKOU avlpwTTivou HovTEAouU

A@oU emAECaE TIC KIVIOEIG TTOU Ba XPNOIUOTTOINCOUNE, Ba TTPETTEN va BPOoUNE Kal KATTOI0
EIKOVIKO avBpWTTIVO JOVTEAO OTO OTTOI0 Ba PTTOPOUNE VA EVOWUATWOOUE TIG KIVAOEIG TTOU
ava@épape Mo mavw. Eva 1€To10 YovTéAo Ba TTPETTEl va €XEl TOV OTTAPAITNTO OKEAETO Kal
IEpAPXia OOTWV WOTE va UTTOPEI va KAvel PeaMIOTIKA TIC OXETIKEC KIVAOEIS. H kKaTtnyopia
animation TToU OXeTiCeTal PE POVTEAQ OTA OTTOI0 UTTAPXEI QUTOG OKEAETOG OvoudleTal

“skeletal animation”.

Skeletal animation cival n TeXVIKA dlauOPPWONG Tou JEPUATOC VOGS XAPOKTAPO HE XPrRon
TWV OXETIKWV 00TWV [22]. O xapakThpag oxedidletal o dUo Pépn. ‘Eva 1epapxikd alvoAo
ooTwv (bones) TTou XPNCIYOTTOIEITAl YIa TIG KIVACEIS TOU Kal TNV €MMQAVEIQ TTAVW oTTd Ta
ooTd 1 aAwg déppa (skin). O okeAeTdS €ival n igpapxia autr) Twv ooTwyv. KdBe ooTd
opiCeTal atmmd éva petaoxnuUaTiIoud o€ oxéon PeE TO 00TO-yovéa Tou. O PETAOXNMATIONOG
autég TrepIAapBavel ouvnBwg Tpeig aAAayEs: aAAayn Béong, peyéBoug kal KaTeuBuvong.
‘ETo1 0 TAAPNG PETOOXNHATIONAG VOGS 00TOU €ival ATTOTEAECHUA TWV UETACKXNHATICHWY TWV
TTpoyOvwy Tou Kal Tou OIkou Tou. Ta ooTd cival utreUBuva yia TiIG KIvioelg. Me tn BonRBeia
TNG 1EPOPXiag, KABe ooTO TTOU KIVEITAI TTPOKAAE av@Aoyn Kivnon oTa yeITovikd Tou ooTd,
OTTWG yiveTal Kai e Tov OIKG pag avBpwTTivo okeAeTd. KaBe 0016 TTepIBAGAAETal aTTd KATTOI
em@aveia (mesh) atroteAolpevn atmd TToAUywva. KaBe kivnon trou yivetal 0to 00T, yivetal
Kal oTnv €QAveia TTou To TTEPIBAAAEl. AuTA n em@dveia Aéyetal déppa (skin) kar n

dladikaagia dnuioupyiag Tou dEPUATOC YUPW ATTO TOV OKEAETO ovouddleTal skinning.
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[evikd n dnuioupyia KATTOIOU POVTEAOU TTOU Ba €xel T dOMN TTOU TTEPIYPAWYANE, €ival dia
etritrovn diadikacia yia KATTolov oxediaoTh. YTapxouv TTOAAG AoyIouIK& TTou PTTOpOUV va
Tov BonBroouv va @TiGEel To povTéAO, aAAG T6CO n dnuioupyia Tou OKEAETOU, 6CO Kal TO
skinning TTpéTTel va yivouv pe 181aiTEPN TTPOCOXI WOTE TO ATTOTEAECUA TOCO TOU UOVTEAOU,
600 Kal TG OTToIa0dNTTIOTE Kivnong Kavel, va poiddel pealioTikd. H xprion tou skeletal
animation TTpoo@épel TNV €UKOAIO £QAPPOYAG PEAAIOTIKAG Kivnong OTO POVTEAO, €IBIKA av
ouvduaoTel Ye TNV TexvoAoyia Tou motion capture. '’ auTtd Kal XenNOIYOTTOIEITAI TTOAU OTN

onuioupyia aixvidiwy (video games), aAAd Kal KIVNMATOYPAPIKWY TAIVIWV.

MNa 1 OIKA MOU eQapuoyh Xpnolyotroinoa éva €IKOVIKO avBpwTrivo HOVTEAO TTOU
TTPooPEpeTal dwpedv  amd Tnv etaipeia “aXYZ-design” [23]. To poviéAo autd €xel Tov
aATTAPAiTNTO OKEAETO TTOU XPEIAOUOOTE Kal £€T01 Ba UTTOPECOUNE VA EQAPPOCOUNE OE AUTOV

TIG KIVAOEIG TTOU €idAUE OTNV TTPONYOUHEVN TTAPAYPAPO.

Eikéva 2.6: To povréAo Trou Ba xpnoiyotroinow [23]
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2.5 Motion Graphs

Ta motion capture dedopéva PTTOPOUV VO TTPOCPEPOUV OTTWG €idAPE TTOAU PEAANIOTIKEG
KIviioelg ota  avBpwtriva PovTéAda. Opwg 10 yeyovdg OTl gival TTOAU SUOKOAO va
TPOTTOTTOINBOUV Ta KAVEI OPIOUEVES POPEG dUOYPNOTA. Eival BUGKOAO va XpnCIUOTIOINCOUE
Kivnon xwpic va eivar akpiwg n idia pe autrv TTou £xoupe AGBel. To va yivetal véa oUAANWN
Oedopévwy Kivnong KaBe @opd TTou BEAoUPE va OAAGEOUE €0TW KAl PIA AETTTOUEPEI OTTO
Oedopéva TTou AON éxouv AneBei cival pia xpovoBopa kal dUokoAn diadikagia. 210 [24]
TTpOTEIVETAI HIa AUON YIO VO AVTIMETWTTIOTOUV AUTEG O DUOKOAIEG, CUYKEKPIPEVA PE XPRON
Twv “motion graphs” (ypagnuata kivnong). H yeviki 18éa Tng AUong QuTAG e€ival n
dnuioupyia evog ypa@APATOGS e Xprion ogddwy atrd motion capture dedouéva TTOU EXOULE.
To ypdenua autd cival évag KaTeuBuvouevog ypd@og 0TTou KABe BEAOG QVTITIPOOWTTEUE! EiTE
Mia auBevTiki Kivnon ammd 1a motion capture dedouéva, €ite pia yeTdpaon (transition) Tou
@TIAxvouuE ueic. O1 kbuPol gival onueia eMAOYAG yIa TV ETTOUEVN Kivnon TOU XOpaKTApA

(eik6va 2.8).

MNa 1mn dnuioupyia Tou ypa@AuaTog, apXIik& dnuioupyouue motion clips amd Ta motion
capture dedopéva, dnAadn ouddeg atrd eikoveg (frames) pe KIVAOEIG TOu XapakThpa. AuTd
Ta clips dnuioupyolv TO apxIKO pag ypdaenua. Kabe éva atmd autd avatrapioTaTal oav £va
1660 Ao TNV apxn HEXP! To TEAOG Tou clip. 'ETO1 av €xoupe n clips, dnuioupyeital évag
ATTOCUVOEDENEVOG YPAPOGS UE 2N KOUPBOUG. 2T Ccuvéxela Eva apxIko clip umopoUpe va 1o
Xwpiooupe ae dUo clips, TpocoBéTovTag éva véo KOUBO peTagl Twv dUo KOPPBwWY TTOU 1dn
UTTApYOUV (eIKOvVa 2.7 TTAvw PEPOG). MNa va €xel Opws £vag KOUPBog dIApopes eTTIAOYEG va
akoAouBnaoel (evaAAaKTIKG eEWTEPIKA TOEQ), Ba TTPETTEI va UTTApPYOUYV clips Ta oTToia 0dnyouv

o¢ KOuBoug AMwv clips. AQou eival oxeddv atriBavo dUO KOPMATIO TwV AUBEVTIKWYV
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Oedopévwy va egival 1600 Spola, Ba Tpémel va @TidEoupe clips yia autd TOV OKOTTO.
“Transitions” (peTapaocig), cival Ta clips ou Ta oXedlAfoupe WOTE va Ouvdéouv BUOo
KOuBoug diagopeTikwy clips. Xpnoiyotroiwvtag Ta transitions, dnuioupyouue SIOQOPETIKA

duvaTtd JOVOTTATIO TTOU PJTTOPOUV va akoAouBnBouv (eikdva 2.7 KATW PEPOG).

O m——- @ = @ ==} @
—
D L @ m———)

G @ = G G

Ol @ o=@ —> @

Eikova 2.7: MeTaTpoTr] ap)ikoU motion graph amroteAoUupevo aré SUo motion clips

H dnuioupyia Twyv transitions ival d30okoAo TTPORANUaA. Oa TTPETTEI ApXIKA va UTTOAoyicouuE
TNV atréoTaon YETALU dUO OTToIoVOATTOTE IKOVWYV (frames) Pe TIG oTdoelg Tou povtéAou. H
ammoéoTaCcN aUTH PETAgU dUo elkOVwY (€0Tw A; Kal Bj), dev ptropei va uttoAoyioTei pévo pe
TNV METPNON TNG SIaQOopPAc TNG BEONG TWV HEPWYV TOU XAPOKTAPG. ZTO [24] TTpoTeiveTal N
xprion “point clouds” yia tov utroAoyiopé autd, dnAadn opddwv atmd onueia oTIg €IKOVEG
QUTEG TOU XOAPOKTAPO. ZUYKEKPIYEVA OnuioupyouvTal apXikd duo TrapdBupa atd eIKOVEG,
peyéBoug k. To éva TTapdBupo trepihauBaver k eikdveg atrd 10 A; Kal HETA (A HEXP! A1) KOl
T0 GAAO TTOPGBUPO €IkOVEG aTTO TO Bj Kal TMiow (Bjw+1 MEXP!I Bj). Anpioupyouvtar 16T dUO
point clouds, éva yia kdBe TTapdbupo, To KABE £va atrd auTd aTtToTEAOUUEVO OTTO MIKPOTEPO
point clouds TTOoU avTioTOIXOUV OTIG €IKOVEG TOU TTapaBupou. 'ETol o uttoAoyiopdg Tng
amoécTaong METafu OUo €lkOvwv uTtoAoyieTal wg €éva daBpoiopa pe Bdpn, Twv
TETPAYWVIOUEVWY OTTOOTACEWY TWV AVTIOTOIXWV onueiwv ota duo point clouds. Ta Bdpn
ToTroBeTOUVTAI avAAoya e TN onuacia TTou BEAOUNE va €XEI TO OXETIKO MEPOG TOU CWHATOG
Tou XapakThpa. OAol ol OXETIKOI JaBnuaTikoi TUTTOI TTEPIypA®ovTal oThV TTapdypapo 3.1 Tou

[24]. £Tn Ouvéxela XpNOIKMOTTOIVTAG OpIoHEva Opia (thresholds), emAéyoupe Ta Ceuydpia
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TWV EIKOVWYV TToU Ba eival KaAf €TIAoyn yia Tn dnuioupyia Twy transitions. Na Tn dnuioupyia
evog transition yivetal amAd pia pign (blending) Twv €IkOvwy Tou evog TTAPABUPOU UE TIG
QVTIOTOIXEG EIKOVEG TOU AAAOU TTapaBUpou. ANAadn ol eIKOVEG A HEXPI Akt ME TIG EIKOVEG B;.

k+1 MEXPI Bj avTioToixa.

‘Etol ye Tn xprion Twv transitions @TIAXVOUUE TO ypA@NUO TTOU @aiveTal oTnv €ikéva 2.8.
Edw pepikoi kOUBol odnyouv oe adiéfoda (6TTwg o KOPPBOG 5 atnv eikéva) r utmopoulv va
PTAOOUV POVO O€ £va PIKPO OUVOAO TOU OUVOAIKOU aplBPoU TwV KOPBWY (6TTWG 0 KOUBos 4
oTnv €Kéva). OEAOUE va KPATAOOUHPE POVO TOuG KOPBOUG TTou dnuioupyoUlv PEYAAEG
akoAouBieg KIVAoewy, £TCI AQAIPOUPE TOUG TTEPITTOUG auToUg KOPPBoUG. Twpa, £XovTag To
TEAIKO ypd@NuUa UTTOPOUPE VA TO XPNOIUOTIOINOOUME YIa va dnuUIoUpyRooUpE BIAQOopES
akoAouBiec kivAcewv. AvAAoya HE TIC TIOPAMETPOUG TIoUu Oivel O  XPAOTNG Kal
XPNOIUOTTOIWVTAG TOUG KATAAANAOUG aAyopiBuoug eUpeong povoTTatiou OTo ypdenud,

EMAEYETAI TO KATAAANAO povOTTATI TTOou divel TNV avaAoyn akoAouBia KIvioEwv.

® - & b @ e )
i~ 1
6 \/ 7 8

Eikéva 2.8: NMNapddeiypa evog motion graph

Me tn Xpnon evog motion graph, pmropouv va cuvduacTtouv Ta motion capture dedouéva
TTOU €XOUUE yIa va @TIAGoupE PEAMIOTIKEG akoAouBieg Kiviioewv. Ta motion graphs eivai
XPNOIUa yia Tn duvatoTnTa EAEYXOU TWV KIVIAOEWYV VOGS XAPOKTHPA OE TTPAYUATIKO XPOvo,
yia ugnAou emirédou auvdUAOHO KIVACEWY AAAG Kal yia TNV atroQuyrl OUYKPOUCEWV OE

TTEPITITWOEIG TTOU €XOUPE TTOAAOUG XapakTrpes. Opwg Ta motion graphs €ival 800koAo va
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KATAOKEUAOTOUV OwoTd, agoUl ekTdG TOu OTI gival XpovoBopa kKal dUOKOAN n dladikaoia
ouyKpIonG GAwV TwV EIKOVWY yia €TTIAOYA Twv transitions, BacifovTal o€ TTOPAPETPOUG TTOU
givar uokoAo va KaBopioTolv, 6TTwS To PEyeBOg Tou TTapabupou (k) kal To 6plo TTou Ba
Béooupe yia va atmo@acicoupe av Eva uttown@io transition 8a xpnoipotroinBei. Etriong étav
éxoupe TTOAAG dedopéva Kivnong, eival OUOKOAO va QTIAEoUPE Kal va OlaxelpIoToOUUE £va
TTOAU peYGAO ypd@nua Kal va eTTIAEYyOUUE TNV OWaOTH akoAouBia kKiviicewyv. Akdpa o€ éva
TETOI0 YPAPNUa JTTOPEl va £Xoupe Kal emmavaAaupBavéoueva dedopéva. Mpémer TEAOG va
TOVIOOUME TO yeyovog TTWG PE TNV TEXVIK Tou motion graph dev dnuioupyoUue véa

dedopéva, aAAG ouvdudaloupe Ta UQIoTAPEVA motion capture SedouEva TTOU £XOULE.

lMNa tnv uAotroinon TNG epappoyng dev xpnoluoTroinenke n Texvikr Twv Motion Graphs. H
TEXVIKN QUTH YIO va OOUAEWEl OTTwG TTPETTEl Kal va dnuioupynBolv pealioTIKEG akoAouBieg
KIVAOEWYV, Ba TIPETTEl va £Xoune peyAAo aplBud animations WOTE va UTTAPXOUV APKETA
utroyn@ia transitions. MNa éva PIkpo apiBud KIVAoEwyY, OTTWG auTéG TToU BIaAEEapE yia TN
dnuioupyia TNG epappoynig, 1o Motion Graph Ba fTav pIKpd Kal Ye eAAXIOTA PJOVOTTATIAL
Emiong, epeic OB€éAoupe va ouvdudooupe OUVOUIKA TIG KIVIAOEIG TIOU  €XOUME WE
OUYKEKPIPEVOUC OUVOUACWOUG (TT.X TTEPTTATNUA € XEIpaWia Kal avTioTpo®a, TTEPTIATNMA O€
Xopo Kal avtioTpo®a, TepTTdtnua o€ KABiopa KATT). H xprion evég Motion Graph TToAU
mOavov va unv hag £8ive AUoe€Ig (MOVOTTATIA) yia TOUG OUVOUACHOUG TTou BEAQUE Kal €TTIONG
n 6An diadikacia dnuioupyiag Tou Motion Graph kai Kupiwg n dnuioupyia Twv transitions,
Kabwg Kai n xprnon Tou givalr dUoKoAN. AvTi autoU, XPNOIKOTIOINCANE TIG OCUVAPTHOEIG TTOU
pag mrpoo@épel n BiIBAIoBRAKn Cal3d kai cuykekpiyéva n 1agn CalMixer. O1 GuvapTACEIG
auTég Opiyouv animations peTagU TOUG XPNOIKOTTOIVTAG WG TTapauéTpous Bdpn yia Thv
emidpaon Kk&Be animation oTo povTéAo, KABWC Kal TIMEG TTOU OELiXVouv TNV XPOVIKN
KaBuoTtépnon Tou B€Aoupe va uttdpéel péXpl va agaipebei kaTTolo animation atd TO
MOVTEAO 1 HEXPI va @TAoeEl KATTOIO VEO PApog. [lepioadTepeg AETITOUEPEIEG YIA TIG

OuVapPTAOEIC auTEG Ba dolue aTnV TTapdypa@o 5.3. XpnoIUoTToIWVTAG KATAAANAEG TIUEG OTIC
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TTAPAUETPOUG TWV OCUVOPTACEWV TIAIPVOUPE PEAMIOTIKO ATTOTEAECPO Kal PTTOPOUUE vd
ouvludooupe OAeg TIG KIVAOEIG TTou BéAoupe. To TG Ba TIG XPNOIKOTTOINOOUUE Yia va
eTIAEouPE OIKEG MAG ouvapTAoEIG dlaxeipiong Twv animations Ba dolUpe oTnV TTAPAYPAPO
5.4, evid TO TI TTPETTEl VA TTPOCEEOUE VIO VA TTAPOUHE PECAIOTIKA ATTOTEAECUATA OTN TEAIKN

EQApoyN avaAueTal oTnV TTapdypago 6.6.



KE®AAAIO 3

Emiokotnon MFpagiking E@apuoyng

3.1 Mevikd

210 Kepdhaio 2 peAetioape 1a O1d@opa €idn Oedopévwy Kivnong XApakKTAPwWY TToU
XpnoigoTroloUvTal orjpuepa Kal kataAnéaue otn xprion Motion Capture dedopévwyv Ta oTtroia
Oivouv TTOAU peaAIOTIKO ATTOTEAECHUA, aA@OU TIAPAYOVTal aTTd KIVACEIS TTPAYMATIKWV
avBpwtiwy. ‘Exoupe Aoimmtdv opiopéva apxeia pe TéTola dedopéva  kivnong (BAETTe
Tapaypa@o 2.3), KaBwg kal To avepwTTivo POVTEAO HE TOv KATAAANAO OKEAETO (BAETTE
TTapaypa@o 2.4). MNa va TTETUXOUPE OTN CUVEXEID TOV OKOTTO JAG KAl va QTIAEOUNE TnV
EQPAPUOYN ME TO €IKOVIKO TTEPIBAAAOV XpnolyoTroiwvtag 1o Oedopéva Kivnong Kal To

avBpwTTIVO POVTEAO TTOU €XOUME, UTTOPOUME va dlaxwpioouue TRV 0An dladikacia o dUo

HEPN.

210 TpwTo MEPOg avamTuéng (KepdAaio 5), Ba TpéTTel apxikd va KaTa@EPOUME va
EVOWMATWOOUKE Ta dedopéva Kivnang oTo avBpwITivo PJOVTEAO Kal va QTIGEoupE avaloya
apxeia e 1o HOVTEAO Kal TIG SIAPOPES KIVATEIG VIO VA UTTOPOUUE VA TA XPNOIUOTIOINCOULE.
Oa TIpETTEl 0T OUVEXEID, va PPoUPE TPOTTO va WTTOPECOUME VO OIaXEIPIOTOUUE TOV
XOPAKTAPA KAl TIG KIVAOEIG TOUG. AnAadn va QTIGEOUNE CUVAPTACEIG TIG OTTOIEG KOAWVTAG TEG
VO UTTOPOUE VA POPTWOOUNE KATTOIO VEO XOPAKTAPO OTAV £EQAPHOYH], VO UTTOAOYICOUNE TNV

aKPIBEG OTACON TOU XOPOAKTAPA, va oAAGEouue To TPpEXWV animation Tou XOopakTApd, va
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aAAdgoupe TNV TaxUTNTA TTOU KIVEITAIL, VO opicoupe av BEAoupe va KiveiTal i Ox1 kal TEAOG TN
ouvdptnon Tou Ba artreikoviCel (render) TOV XOpPOKTAPa oTnv 080vn. Oa Tpétrel va
MTTOPOUME VA XPNOIMOTTIOIOUME TIG OUVAPTAOEIS AuTEG atmd To TTePIBAAAOV avdaTtrTuéng Tng

TENIKAG EQAPUOYAG.

To deuTepo PEPOG aVATITUENG TNG epapuoyNng (KepdAaio 6) eTTIKEVTpWVETAI 0T dnuioupyia
Tou TEAIKOU €IKOVIKOU TTEPIBAAAOVTOG TTPOCBETOVTAG O0E QUTO AvBPWTTIVOUG XAPOKTHPES Kal
O1dpopa avTIKEiNEVA. XPNOIYOTTOIWVTAG TIG CUVOPTACEIG YIa BIOXEIPION TWV XAPOKTHPWY
TToU PTIAEANE OTO TTPWTO PEPOG Ba KAVOURE TOUG avBpWTTOUG Va KIVOUVTaI OTO XWpo. Me T
BonBeia Twv CuvVOPTACEWY aUTWY Ba avaTrTUEoUE €TTIONG VEEG CUVAPTACEIG OI OTToiEG Ba
KAvouv TOUG avBpwTToug va KIVOUVTal Kal va avTidpolv pealioTIKd. Oa avatTuioupe
OUVAPTACEIC yIa va KAVOUHPE TOUG avBpwTIoug va ammo@peUyouv TIG OUYKPOUOEIG, va
AAANAETTIOPOUV UETALU TOUG KAl JE QVTIKEIMEVA OTO XWPO KABWG Kal yia va uttoAoyiouv Tnv
TTopeia Tou Ba akoAouBouv étav xpeidleTal. KadvovTtag autd, ol avBpwTrol Ba gaivovTal Kal

Ba KivouvTal peAAIOTIKA OTO XWPEO Kal £€T01 Ba £XOUME TTETUXEI TOV OKOTTO HOG.

3.2 EmAoyég uhotroinong

Mpiv TTpOoXwWpPNOOUPE OTNV UAOTTOINON TNG €QAPMOYNG, Ba TTPETTEl TTPWTA VA KAVOUWE
OpIopEVEG €TTINOYEG. 2€ oxéon PE Ta gpyalcia TTou Ba xpnoigotrolijooupe (6TTwg Ba doupe
o1o KepdAaio 4), emAéEaue va Xpnaolpotroiooupe 1o TEPIBAAAov avattuéng XVR yia Tnv
uvAotroinon NG TeAIKAG epappoyng. MNa Tn dlaxeipion Twv XApOKTAPWY KAl TwV KIVACEWV
Toug, Ba @TIGEoupE TIG aTTapaiTnTEG ouvapTAcEls (0 yAwooa C++) ye T Pondeia Twv
ouvapTNoewy TTou pag Tpoo®épel N BiIBAIoBRAKn Cal3d (BAétre TTapdaypago 4.4). 'ETol Ba
TTPETTEI HE KATTOIO TPOTTO VA PTTOPOUNE VA KAAOUWE TIG ouvapTioElg auTég atmo 1o XVR. 7

autd Katd Tnv uAotroinon Ba Trpétrel va @TidEoupe éva DLL apyxeio 1o oTToio Ba Trepiéxel TIg
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ouvapTtnoelg dlaxeipiong Tou xapaktipa Tou Ba ¢mdoupe. To XVR pag Sivel
duvatotnta péow Tou DLL apyxeiou, va KaAoUue TIG ouvapTAoEIG TToU UAoTToinocape o C++

(BAETTE Didypappa eikovag 3.2).

AQouU emAéCape va XpnoIdoTToIoouuE TIG ouvapTtrioelg TnG BIBAI0BAKNG Cal3d, Ba TrpéTTel
TA APXEIa PE TOV XOPOKTAPA KAl TIG KIVACEIG TOU va Ta dNPIOUPYNOOUNE OE TETOIO HOPQr)
WOTE va PTTopouv va XpnoigotroinBouv atrd autég. Apa Ba TTpéTrel Ta gpyaAia TTou Ba
XPNOIUOTTOINOOUNE YIa TV eVOWPATWOoN Twv apxeiwv kivnong (apxeia AMC kai ASF) oto
avBpwTtivo povtédo (apxeio FBX), va utropolv va Trapdyouv apxeia katdAAnAa yia T1o
Cal3d. Zuykekpiyéva xpnolpoTroidnkayv yia auté 1o okotrd Ta epyaleia “Motion Builder” kai
“3d Studio Max”, 6TTwg diakpiveTal Kal oTo diIdypapua TnG ikovag 3.1. Ta epyalcia auTtd, 1o

XVR kai n BiBAI0BAkN cuvapTticewv Cal3d, Ba avaAuBolv oT1o KepdAaio 4.

>¢ oxéon pe 10 deUTEPO PEPOG TNG UAoTToinoNG O1ToU Ba PTIGEOUNE ouvapTHOEIG TTou Ba
KAvouv TOoug avBpwITToug va KivoUvTal Kal va avTiIOpouv pealioTIKA, 6a UAOTTOINCOUE
OUVOPTACEIG TTOU UAOTTOIOUV auTd TTOU avagépovtal o KAtw. ETriong avagépovral

OPIoHEVA OTOIXEIO TTOU Ba TTPETTEI VA TTPOCTECOUE.

o AMnNAeTTiOpaon avBpwTtwy e TIG KapEKAES: 'Evag dvBpwTrog TTou TTRETTEl va TTAEl
yia va kaBioel oe Katrola KapékAa Ba akoAouBroel TTopeia n otroia UTTOAOYIZETAI QUTOUATO
avAaAoya e TNV KApEKAQ. Oa KABeTal 0TV KOAPEKAA Kal Ba onkwveTal PMETA atrd KATTOIO
XPOVIKO S1a0Tnua. Oa TTPETTEl va TTPOCEEOUNE WOTE va EAEYXETAI av KATTOIOG AAAOG KABETal
otnv kapékAa. Etriong Ba mrpétrel Ba TTpooexBei n TTopeia TTou akoAouBEi yia va TTdgl 6To
aKpIBEG onueio TTou TTPETTEl Vi va KaBioel oTnv KapékAa (MTTPooTd amd auTh), WwoTe va

atmropeuxBei oUykpouaon Pe TNV KapékAa (av Epxetal atrod TTiow ) TTAAI TNG KAPEKAQG).
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o Atropuyy ouykpoucewv: O1 davBpwTtrol Ba oTToPEUYyoUV TIG OUYKPOUOEIG TTOU
TTPOKEITal va oupPBolv o€ Aiya PBrpata, av eEakoAouBouv va Kivouvtal TTpog Tnv idia
KateuBuvon. Oa Tpétmel va atmo@elyeTal KABe gUyKpouan UE Ta AVTIKEIMEVA KABWGS Kal e
Toug AAAOUG avBpwTToUg OTaV TTPETTEL. Oa TTPETTEI VA TTPOCEEOUNE WOTE PETA TNV ATTOQUYI)
NG oUYKPOUONG UE KATTOIO EUTTOOI0, OTN OUVEXEIO VO GUVEXITEl va aKOAOUBEi TTopeia TTpog

TNV KaTEUBUvON TTou akoAouBouaoe TTpIv.

o AMnAeTTiOpaon petagl avBpwttwy: O1 AvBpwTtrol Ba aAANAeTIOPOUV UETALU TOUG
6tav ptmopouv, emAéyovTag Tuxaia éva amd Ta Tpia diabéoiya animations (oulnTnon,
XOPOG, Xelpayia). Oa TTPETTEl va TTPOCECOUE WOTE O AVOPWTTO!I va yupioouv o évag TTPog
Tov dANO TTpIV apyioel va ekTeAgiTal To animation, KaBwg kal To 6T YETA TO animation, K&Be

AvBpwTTog Ba TTPETTEI VO GUVEXIOEI TNV TTOPEIQ TTOU aKOAOUBOUCE TTPONYOUNEVWG.

o Oa TPETTEl VA QTIAEOUNE CUVAPTACEIC WOTE N TTEPICTPOPr KABe avBpwTttou va
@aivetal pealioTiKA. AuTtd Ba yivel TTEPIOTPEPOVTAG KABE AvBpwTTo POVO £va PIKPO apIBuo
Molpwv o€ KaBe frame. Npoaoxn Ba mpétrel eTTiong va 000¢ei 0TN PEAANICTIKOTNTA TTOU TTPETTEI

va UTTAPXEl KOTA TNV evaAAayr] TOU TpEXwY animation.

3.3 Baoikd Bapara

Zuvoyifovtag, ota oxedlaypduuata Twv eikovwy 3.1 kar 3.2 BAEToupe TN pon Twv
Oedopévwy oe oxéon pe Ta didgopa epyalsia yia Tnv ulotroinon Tng €@appoyig. OTTwg
dlakpiveTal 01O TTPWTO dIAypaAMMa, apXIKG Ta apxeia pe Ta animations (ASF kair AMC) Ba
evowpatwbouv oTo avBpwtvo MovTéAo e xprion Tou “Motion Builder” kair 6a
dnuioupynBouv Ta dAoya FBX apyxeia. Ta apxeia autd Ba @opTwBoUv 0Tn guvéxela ato “3d
Studio Max” yia va dnuioupynBolv avadAoya apxeia e TOV XAPOAKTAPA KAl Ta animations

TTOU JTTopoUV va xpnolgotroinBouv amd 1 BiIBAIoGAKn Cal3d. Z10 delTepo didypapua
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BAétToupe TN ouvéxela Tng dladikaciag uAotroinong. Me Tn BorBeia NG BIBAI0Brkng Cal3d,
Ba dnuioupynBolv oe C++ (oT0 TEPIBAAAOV avdmTuéng Visual Studio 2005) cuvapTAoelg
yia dlaxeipion Tou XapakTApa Kal Twv animations. O1 ouvapTtroeig autég Ba atrobnkeuTouv
o€ ¢va DLL apyeio yia va utmopéocouv va gopTwBouyv Kal va xpnolpotroinbouv arméd 1o XVR.
210 XVR Ba @opTwBouv £1Tiong Ta apxeia Pe Ta dedopéva TOU XAPOKTAPA KAl TWY KIVACEWV
TTou @TIGEaue (didypappa 3.1), kKaBWG Kal Ta TPICBdIAOTATA AVTIKEINEVA TTOU Ba uTTdpXouv
oTo TepIfAAAov. Ta avTikeiyeva autd Ba @opTtwbBouv TrpwTa ato “3d Studio Max” yia va
MeTaTpaTIOUV O KATAAANAa apyxeia (AAM) yia va ptmopolv va gopTwBolv oto XVR. ZTn

ouvéxela oto XVR B8a dnuioupynBei n TeAIKR epapuoyn.

Apyxeia
Animation
(ASF/AMC)

Apyeia pe
Motion HovTEAo ka 3d_ Cal3d apyeia
Builder anl(r;\g;l(c;ns Studio XapaKTApa
Max

AvBpuwmvo
Movtého
(FBX)

Eikéva 3.1: Aidypappa epyoaAegiwyv Kal dedouévwy yia Tn dnuioupyia apxeiwyv yia Cal3d
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Apyeio DLL
(diayeipion
XApaKTHpa)

[7

Visual
Studio 2005
(C++)

BifAioBAkn
CAL3D

Cal3d apyeia
XQAPOKTApa

I

TeAIKNA
E@apuoyn

TpicBiacTara 3d
avTikeiueva Studio
7 Max

Eikova 3.2: Aidypappa epyaAeiwv Kal Sedopévwy yia Tn dnuioupyia TNG EQAPMOYAS

TéAog, ava@épovTtal Mo KATW Ta Baciké BAMaTa TTou Ba akOAOUBACOUE yia TNV EKTTOVNON
TNG €pyaciag Kal Tn dnuioupyia TG e@apuoyAs. H uhotroinon Twv 6ocwv avagépovtal 0w

mepiypd@ovtal ota KepdAaia 5 kai 6.

o ©Oa evOWHATWOOUME TIG KIVACEIS TTou éxoupe (oe apxeia ASF kai AMC) oTto
avBpwTTIivo povTéAo TTou €xoupe (FBX apxeio) kal Ba dnuioupyriooupe Ta avaloya apxeia
ME TOV AvBpwTto kal Ta Oldgopa animations o€ kartdAAnAn popen yia 10 Cal3d
(Trapdypapog 5.1 kai 5.2)

o Oa dnuioupynooupe Jia epapuoyn (oe C++), atnv otoia Ba @TIGEouE GUVAPTATEIG
yia Tn dlaxeipion Tou XAPOKTAPO KAl TwWV KIVACEWV HE XPAON TwV OUVAPTAOEWV TNnG

BiBAI0BAKNG Cal3d (Trapdypagor 5.3 kai 5.4)
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o Oa omdtoupe éva DLL apxeio pe ammopaitnTeg ouvaptioelg dlaxeipiong Tou
MOVTEAOU Kal TwV KIVIOEWYV, TTou Ba pag Bonbroel va kahoUpe TIg auvapThoelg attd 1o XVR
(Trapdypagog 5.5)

o Oa gekIvAooude va QTIAXVOUME TNV TEAIKN e@appoyy oto XVR, TOTTOBETWVTOG
TPWTA TOUG avBPWTTOUG OTO XWPO Vva TrepTraTolv, opifoviag TIC aTTapaiTnTEG
APXIKOTTOINCEIG KAl HETARANTEG (TTapAypa®og 6.2)

o Oa eTIdoupue TIG ATTAPAITNTEG CUVAPTAOCEIG WOTE OTaV £vag avBpwTTog Ba Kabioel og
KAtTola KapEKAQ, va Ppiokel autdopata 1o dpduo TTou Ba akoAouBrioel, Ba KABeTal Kal PYETA
ato KAToIo Xpovikd didoTnua 8a onkwveTal (Trapdypagog 6.3)

o Oa @TIAoudE TIC CUVAPTACEIS WOTE 0 KABe AvBPWTTOG va atmopelyel Ta dIdQopa
avTikeiyeva 1Tou Ba Bpiokel oTo dPOUO TOou A Kal Toug AAAOUG avBpwTToug OTav XpelddeTal

Kal va akoAouBei oTn ouvéxela owoTn TTopeia (Trapdypagog 6.4)

o Oa kdvoupe TOUuG avBpWTTOUG va OAANAETTIOpOUV PETAEU TOug OTAV HTTOPOUV
(TTapaypagog 6.5)
o Oa KAvoulE TIG ATTOPAITNTEG EVEPYEIEG WOTE VA YiveTal PEAMIOTIKG n evaAlayr Twv

animations oToug avBpwTToug Kai n odaAr aAAayn TTopeiag (Trapdypaog 6.6)
o TéNog, Ba doupe TTWG Ba TTPOCBECOUPE OTO XWPO AVTIKEIYUEVA, TOV oupavo Kal To

£dagog (TTapdypagog 6.7)



KE®AAAIO 4

EpyaAcia

4.1 Mevikd

210 KepdaAaio autd Ba doupe Ta epyalgia Ta OTTOI0 XPNOIYOTIOINCAUE YIA TNV EKTTOVNON TNG
gpyaoiag kal Tn Onuioupyia TNG €QApUOYNG. 2Tnv Trapdypag@o 3.3 TOUu TTPONYOUNEVOU

KepaAaiou, €idape Ta onueia Tng uhotroinong tmou Ba BonBrcouv Ta epyaicia auTd.

4.2 Autodesk “Motion Builder”

To Motion Builder [25] Tng Autodesk, eival éva AoyiOPIKO TTOU TTPOCQEPEI TN duvaToTNTA
dlaxeipiong animation TpicdidoTatwy xapaktipwv (3d character animation) TTpayuaTikoU
Xpoévou. Mtropei va xpnoigoTtroinBei yia tn diaxeipion Twv KIVITEWY EIKOVIKWY XAPAKTAPWY
o¢ dIAQopPES ePappoyEG, TTaixvidla, Taivieg kal otnv TnAedpaon. Eival oxedliacuévo woTte va

eival TAfpnG oupBard pe 1o 3d Studio Max, etriong Tng Autodesk.

To Aoyiopikd autd TTpoopépel oTov XpAoTn (animator), Tn duvaTtdTnTa va &€l UTTPOCTA TOU
TO TPIOOIACTATO TOU POVTEAO-XOPAKTAPG, va popTwael Ta didgopa animations o auto, va

TPOTTOTTOINCEl Ta animations f va @TIdgel véa animations amd Tnv apxn. EmTpétrel miong

36
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oTov XPAoTN va QTIAEEl TN BIK TOU OKNVH, TOTTOBETWVTAG OTO XWPEO PUTA KAl EIKOVIKEG

KAMEPEG.

To Motion Builder ptropei va dexBei kai va dnuioupyrioel did@opa €idn apxeiwv Pe animation
N Kol ge motion capture dedopéva. ZUYKEKPIYEVA, ATTO Ta €idn apxeiwv TTou €idaue oTo
KegpdAaio 2, To Motion Builder utopei va xpnoiyotroijoel apxeia BVH, AMC/ASF, HTR,
TRC kai C3D. Emiong umopei va xpnoigotmroijoel apxeia 3DS kar OBJ, Ta oTmoia
avaTtrapioTouv KATrola TpiocdidoTaTtn oknvh Kai gival Ta idla apxeia Tou déxeTal kal 1o 3d
Studio Max. To 611 ytropei va douAéwel e TTOANG €idn apxeiwy, divel oTov XproTn HEYGAN
eAeuBepia. To atmmoTéAeopa xpriong TG EQApPHOYNG (n oknvA dnAadr pe Tov XapaKTHpa Kal
TO animation), ytropei va amobnkeutei oe éva FBX apxeio. Ta FBX apxeia emrtpétmmouv Tnv
atroBrkeucn TPICOIACTATWY OEBOUEVWY YIA HIa OKNVH, KABWGS Kal 0edOUEVWV YIA T OXETIKG
animations. Autd Ta apyxeia xpnoigoTrolouvTal eupéwg aTTd TIG epapuoyéS TNG Autodesk. Me
N XPAoN TETOIWV APXEIWV, UTTOPOUNE EUKOAA VA UETAPEPOUUE TO POVTENO ME TIC KIVAOEIG

Tou atrd 10 Motion Builder oto 3d Studio Max kal avTioTpoga.

EtéAeCa va xpnoipotroijow tnv epappoyr Motion Builder yiati pag divel Tn duvatdtnta va
EVOWMATWOOUWE TIG KIVAOEIG TTou €xoupe (o€ pop® AMC kai ASF apxeiwv) oTo avBpwrivo
pog povTélo (To otroio €xoupe ot pop@r) FBX). Eival éva gpyaleio eUKoAo oTn Xprion TO
ommoio eival kal oupfaré pe 10 3d Studio Max. ‘Etol 6a utropécoupe eUKOAa Ta
atmroteAéopaTa TTou Ba TTdpoupe atrd edw (TOV XAPAKTAPA ME TIS OIGPOPES KIVATEIG), va Ta

dwooupe wg gicodo oTto 3d Studio Max.
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4.3 Autodesk “3d Studio Max”

To 3d Studio Max [26] eival éva TTavioxupo AOYIOMIKO yIO JOVTEAOTTOINGN QVTIKEIMEVWV N
XOPOKTAPWY, Yyia Tn Onuioupyia TPICOIACTATWY avATTAPACTACEWY, OAAG Kal yia Tn
dnuioupyia kal Tpotrotroinon animation. Aivel oto Xpriotn TN duvaTtdTnTa va dnuIoUpYACEl
oxedov oTIdATTOTE O¢ €va TPIoOIAOTATO TTEPIBAAAOV TTPOCPEPOVTAG TOU TTANBWpPA epyaAcsia
KAl auTopaTiopoug. MTropei eUkoAa o XpAoTng va @TIAEl pia TPIcdIACTATN avatrapdoTacn
ME | Xwpig animations kal va TTApel TO ATTOTEAEOUA O€ popPn €Ikdvag i Pivreo, agou

dlaBérel kal unxavr ammédoong (rendering).

To 3d Studio Max xpnoiyoTrolcital eupéwg ammd TTOAAOUG HOVTEANIOTEG, OXESIAOTEG Kal
animators. Xpnaoigotroigital yia Tn dnuioupyia TTaixvIdiwy KaBwg Kal oTn dnuioupyia TaIVIWY
OTOV KIVNUATOYPAPO. ZUYKEKPIMEVA £XEI XPNOIKOTTOINGEI yia Tn dnuioupyia TTaixvISILV OTTWG
Ta “Warcraft”, “Tomb Raider”, “Battlefield”, “Call of Duty” kar “Half Life” kaBwg kai Taiviwv

oTrwg TIG “Toy Story”, “Harry Potter”, “Spiderman”, “Matrix” ka1 “X-Men”.

To 3d Studio Max eival éva TTOAU XpAoIPo epyaAcio pe TTOAAEG duvaTOTNTEG YIa eTTEEEPYATia
ypa@Ikwyv. ETTéAeEa va To xpnOIPOTTOINOW YIATI HTTOPOUME PE AUTO va TTETUXOUWE QUTA TTOU
BéAoupe. MTTopoupe pe Tn BonBeia Tou 3d Studio Max gUkoAa va eEaydyoupe Ta atrapaitnTa
apxeia yia n BiBAI0BRAkn Cal3d, xpnoiyotroiwvTtag Ta FBX apyeia atmd 1o Motion Builder.
Etriong pag divel Tn duvaTtoTNTA VO QOPTWOOUNE Ta SIAPOopa TPIoOIAOTATA AVTIKEIMEVA TTOU
Ba BdAoupue aTO XWPO TNG TEAIKAG EPAPMOYNG Kal va Ta eEayayoupe o€ popenry AAM woTe va

@opTwBoUV oTo XVR, KaBw¢ Kal va eTIAouE Tov oupavo Kail To £€0aPog.
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4.4 BiBhioBrikn Cal3d

H BiBAoBrkn Cal3d [27] civar pia BIBAIOBAKN ocuvapTioewy KATAAANAN yia KIVACEIG
XapakTipwyv (character animation), ypapuévn oe yhAwooa C++, n oTroia cival avegdptnmn
TAaT@OpuaG  (platform-independent) kol  ave€dptnTn  TTPOYPAUUATIOTIKAG  JIETTAPNG
ypa@ikwy (graphics-APl-independent). H BIBAIOBAKN auTh oxedidoTnke apxik& yia va
xpnoiyotroinBei ato “WorldForge” [28], éva diadiktuakd TTaixvidl pOAwv TTOAAWV XPNOTWV
(MMORPG - massively multiplayer online role-playing game). TeAk& €geAixOnke wg pia
autévoun BIBAIOBAKN TTOU XPNOIUOTIOIEITAI O€ DIAPOPES EQAPUOYES YPaPIKWY. Baciletal oTo
skeletal animation (BAétre TTapdypago 2.4), diaxeipiCetar dnAadh PovTéEAQ TTOU €XOUV TOV
avaloyo okeAeTd. Me 1o TTakéTo ouvapTriioewy Cal3d o xpriotng UTTopEi va dIaxeIpIoTEl TOUG
TPIOOIACTATOUC XAPOKTHPES TNG eQapuoyrng Tou. Mropei va eAéyEel Ta animations Ttrou
eKTEAOUVTAI O€ KABE XOPOKTAPQ, va opioel To TWS Ba yivel n evaliayr METAEU Twv
d1dgpopwv animations KaBwg Kai va oui¢el animations dnuioupywvTag PEAMIOTIKEG KIVIOEIG.
Etriong To Cal3d mmpoo@épel unxaviouo eAéyxou Tou emirédou Actrtopépelag (level of detail)
TNG QTTEIKOVIONG KABWG Kal T duvaTtdTnTa Kivnong HOVO KATTOIOU CUYKEKPIPEVOU HEPOUG TOU
xapakTtipa. To Cal3d dev @Tidyvel ypa@Ikd, oUTe Kivouueva povtéAa. O xprotng Ba TTpéTTel
va QTIAEEI TO TTPOYPAPUa TTou Ba aAAnAemOpd peTall Twv ouvapTtioewy Tou Caldd kal Tng
EQPAPMOYNG TOU, KABWG €TTIONG KAl va QOPTWOElI TA apxEia e Tov TPICOIAOTATO XOPAKTAPA
Kal TIg KIvijoe€ig Tou oto Cal3d. Tn BiBAIoBrikn Tou Cal3d ptropolpe va Thv KateAcoupe atrd

TN OXETIKA oeAida aTo diadikTuo [27].

MNa va xpnoigomoimjooupe TN PIBAI0BRAKn Cal3d Ba mpémrel va @opTwoouue OAa Ta
amapaitnTa apxeia oxeTiké Pe 1o JovTéEAO Kal Ta animations. MNa va yivel autd Ba TTpéTTel va

dnuioupyrooupe Ta avaloya apxeia. Zuykekpipgéva 1o Cal3dd douAelel pe Ta €¢AG apxeia:

o CSF 1 XSF: Tlepiéxouv dedouEVA VIO TOV OKEAETO
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o CMFA XMF: Tepiéxouv dedopéva yia To TTAEyPa (mesh)

o CRF n XRF: TlMepiéxouv dedopéva yia Ta UAIKG (materials)

o CAF 1 XAF: lMepiexouv dedopuéva yia Ta animations

o CFG: Kdabe 1é1010 apyxeio TrepIEXEl TTANPOPOPIES yia OAQ Ta apxEia TTOU TTPETTEN

@OPTWOOUV yia éva HOVTEAD
o TGA: To Cal3d ptropei va diafdoel gévo auTtd Ta apXeia EIKOVWY XPNOIUOTTOIVTOG

TNV KATAAANAn Ta¢n

Ta apxeia CFG 1a dnuIoUpyoUUE POVOI PAG PE éva €TTEEEPYOOTR KEIUEVOU, OPOU TTEPIEXEI
HMOVO KATTOIEG TTOPANETPOUG KOl TO OVOUATA TWV apXeEiwy TToU TTRETTEI va popTwlouv. Na Tn
onuioupyia Twv uttéAoimmwy apxeiwv (CSF/XSF, CMF/XMF, CRF/XRF, CAF/XAF), Trpétrel
va XpnoigoTtroifoouue Tov avadAoyo sgaywyéa (exporter) yia va Ta dnNUIOUPYCOUNE ATTO TO
TTPOYPANUMA dNUIOUPYIAG TOU PMOVTEAOU KAl TWV KIVIoEWY. MEXpl Twpa UTTapXouv exporters
yla Ta Aoyiopikd “3d Studio Max” kai “Milkshape 3d” kai ytropouUpe va Toug Bpoupe OTn

oeAida Tou Cal3d [27].

H BiBAI0BrAKkn Tou Cal3d atroTteAcital ouciaoTikG atd TG TAgeig TTupriva (Core Classes) Kai
TIG TAgeIg TTepiTTTwong (Instance Classes). KaBe oet atrd 1d&eig TTUpriva diaxeipifetal £va
TUTTO POVTEAOU Kal TTEPIEXEI OAA T KOIVA SeDOMEVA, VW) KABE OET ATTO TAEEIS TTEPITITWONG,
Onuioupyeital atrd TO AVTIOTOIXO OET TACEWVY TTUPAVA KAl QVTITTPOCWTTEUEI £VA CUYKEKPIPEVO
XOPAKTAPA Tou avaAoyou TUTTOU PovTéNou. KaBe oeT Tagewyv TTUpriva ovopddetal “povtéAo
TTUpAva” Kal KAGBe oeT TAfewv TEPITTTWONG ovouddletar “pdoviédo  Trepimrwong”. Ta
Tapadelyya av BEAOUPE va avaTTAPACTOOUNE TTOAEMIOTEG, Ba @TIAEOUNE éva POVTEAO
TTUPriva TTou Ba TTepIEXEl T OedOMEVA OAWY TWV TTOAEMIOTWY. Kal yia K&ABE vEO TTOAEMIOTA,
Ba OnuioupyeiTal vEO POVTEAO TTEPITITWONG ATTO TO MOVTEAO TTUPAVA TwV TTOAEHIOTWY. H
ameikévion KaBe ToAeuioT) Ba yivetal emAEyovTag Ta avaAoya TTAEypaTa (meshes) Kal

UAIKG (materials) amé 10 povTéAO TTUpriva. ZUYKEKPIPEVA, KABe oeT amd TAfeig TTuprva
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(MovTENO TTUPVA) TTEPIEXEI TO DEDOUEVA TOU IEPAPXIKOU OKEAETOU, Ta dedopéva Kivnong, Td
Oedopéva Twv UAIKWYV Kal Ta dedopéva Twyv TTAeyudtwy. KdaBe ot amod 1ééeig Tepimrtwong
(MOVTEAO TTepITITWONG) TTEPIEXEl Ta Oedopéva yia TOV OKEAETO, TO avdAAoyo Oe€T aTTod
animations kal Ta dedouéva yia Ta TTAEyUATA, OAA QUTA yId MIa TTEQITITWON MOVTEAOU,
onAadn yia éva xapaktipa. Emiong ato povTtéAo TTepimTwaong cupTtrepIAapBAaveTtal kai n T1agn
yla diaxeipion TG kivnong (n tagn “Mixer”) kar n 1d¢n tTou PonBd& oTtnv armdédoon Tou

xapaktipa (n Téén “Renderer”).

H 14¢n “Mixer” TTou cival utTelBuvn yia Tn dlaxeipion Twv animations, TTEPIEXEI CUVOPTATEIG
yla TTpoéoBeon A agaipeon animation amd 10 OET PE TA animations Tou XapakThipd, yia
avaTTpooappoy Tou TpEXWV animation Tou povtéAou opifovTag €TTiONG TTAPAPETPOUG
e€aogbéviong (fade), yia pign (blend) Tou Tpéxwv animation pe katoio GAAO, KaBWG Kal yia
avaTTpOCappoyn TNG TPEXWV O0TAoNG Tou okeAeToU. H TaEN “Renderer”, dev kAvel rendering,
Oev atmodidel dnAadn 1o atroTéAeoua oTnv 086vn. BonBd 6uwg Tov XpAoTN va TTEPATEl e TN
owoTnA oelpd atrd OAa Ta dedopéva TTou TTPETTEI WOTE va KAvel TO rendering Pe TNV PNxavr
ammoédoong TTou €TIOUNEL. ZUyKeKpIPéva TTEpvA attd KABe UTTOTTAEYUa (submesh) Tou KdaBe
TAEypaTog (mesh) Tou XapakThpa Kal yia KABe utroTTAéyua TTaipvel Ye Tn o€ipd OAa Ta

Oedopéva TTou Xpeladovral.

2e€ autl Tnv Tapdypa@o e€idaue yevikd Tnv apxITektovikiy Tng PiBAIoBrkng Cal3d.
NETITOUEPEIEG VIO TIG BACIKEG TNG OUVAPTACEIG TToU Ba xpnoigoTtroijooupe Ba douue oTnv
Tapaypago 5.3. EméAe€a va ypnoigommoinow 1N BiBAI0BrAKkn Cal3d yiati pag divel T
duvaTtoTnTa va SIaXEIPIOTOUUE TOV XAPOKTHPA KAl TIG KIVIOEIG TOU EUKOAA XPNOIUOTTOIWVTAG
TIC OXETIKEG TALEIC KAl OUVOPTAOEIS, KABwWG Kal Tn duvaTtétnta Migng Twv didgopwv

KIVAOEWYV, TTPOCQYEPOVTAG ETTIONG PEAAIOTIKG ATTOTEAETUATA.
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4.5 Microsoft “Visual Studio 2005”

To Visual Studio 2005 [29] tng Microsoft civalr éva TTAfpeG oUvVoAO epyaAsiwv yia Tnv
avaTtuén didgopwy €IdWV epappoywyv. O xprAoTng UTTopei va dnUIoUPYroEl EQAPUOYEG
XPNOIUOTIoIWVTAS TIG €ENG YAWooeg TTou TTpoo@épovTtal: Visual Basic, Visual C#, Visual
C++ kai Visual J#. Mapéxel 6Aa Ta epyaAeia TTou Xpeladetal o XpAOTNG yia Tn dnuioupyia
Windows 1 Web e@apuoywyv, epapuoywy yia SmartPhones kai PocketPCs, kaBwg Kkai yia

TNV avatTugn Kai eTegepyacia Baoccwv dedopévwy.

OAeg 01 YAWOOEG TTPOYPOUUATIOUOU TTOU TTPOCPEPOVTAI XPNOIKOTTOI0UV TO id10 TTEPIBAAAOV
avattuéng. ‘Eva euxpnoTto tepIBAAAOV pE TTOAAG XPAOIUa €PYAAEia TTOU TTPOCQEPElI TNV
duvatoTnTa oxedlacpol TNG €@apuoyng eUkoha oTtov Visual designer tou di1aBétel. O
emeCepyaoTiG KWOIKA TTou SI0BETEI TTIPOOPEPEI KAl aUTOG TTOAAEG UKOAieg. MNapddeiyua, pag
divel TN duvaTOTNTA CUNTTANPWONG TOU KWAIKA YECW MIOG TTPOTEIVOUEVNG AiOTAG Kal £TTioNG
XpwpaTifel To K&OBe €id0g KWdIKA SIaPOPETIKA. To OTI 6AEG O YAWOOEG XPNOIKOTIOIOUV TO
idlo epIBaANov, divel TNV guxépela OTOV XPrOTN VO XPNOIUOTTOINCEl EUKOAO BIAPOPETIKEG
YAWOOEG, KOBWG Kal TNV €TIAOYR va OnNUIOUPYRCEl Pia eappoyr atrotedoluevn atrod

O1a¢popeS YAWOOEG.

To Trakéto epyaleiwv  Visual Studio 2005, xpnoigotroigitar amd  Tapa TTOAAOUG
KATAOKEUAOTEG €QApUOYWYV. ETTEAECA va TO XPNOIYOTTOINOW YIOTI TTPOOQEPEI €éva eUXPNOTO
TepIBAANOV, KaBwg Kal éva emme€epyaoTr] KWOIKA WE TTOAAEG PBondnTikéG €TTIAOYEC. Oa
XpPnoiuoTroinooupe Tn YAwooa C++ atmd 10 TTAKETO AuTod yia va XEIPIGTOUME Tn BIBAIOBAKN
Cal3d, wote va @mndgoupe ouvaptRoelg OIaXEIPIONG TOU XAPOKTHPA, KABWG Kal yia Tn
onuioupyia tou DLL apxeiou yia Xprion Twv armmapaiTnTwy AuTWV CUVOAPTACEWY atrd To

XVR.
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4.6 XVR (eXtreme Virtual Reality)

To XVR [30] dnuioupyhBnke atrd tnv “VRMedia”. Eival éva mepiBdAAov avaTtuéng ox1 pévo
epapuoywyv €ikovikAg TpayuaTikétntag (Virtual Reality), aAAd yevikGd e@appoywyv Me
TPIOSIAOTATA  YPOAPIKA TIPAYHOTIKOU Xpovou. Alaxelpifetal dedopéva atrd  Trponyuéva
ToAupéca (advanced multimedia content). EmikevTpwveTal Kupiwg o€ TpIoOIACTATA YPAPIKA
Kal X0, aAAG uttooTnpidel Kal dIdQopeg AANEG pop@ég péowv (media). O1 epapuoyég TTou
onuioupyouvTtal oto XVR ptropouv va trapouciactolv o010 AladikTuo, agou gu@avicovTal
péow evog ActiveX component o€ pia html ogAida. 'ETol gTTopoupe va doUUE TO ATTOTEAEO A
NG €QAPMOYAS Xpnoldotroiwvtag Tov @uAlouetpnt “Internet Explorer” (utrdpxer kai

avetrionun €kdoon yia “Firefox”).

To XVR ptropei va aAAnAemdpdoel he TOV XPNOTN HECW OIAQOPWY CUCKEUWV OTTWG
aicbntpeg (trackers), TpicdidoTaTta TTovTikia Kal motion capture ouokeuég. 'Exel TTOAAEG
ETOINEC OUVAPTNOEIC Kal KAAOEIG TTOU OGS EUKOAUVOUV OTO va QTIAEOUNE TNV £QApPUOYH HAG.
MoAAéG aTTd aUTEG XpnoidoTTolouv avaloyeg cuvapTroelg Tng OpenGL yia T diaxeipion Kai
ateikévIon Twv ypa@ikwy. Ta povréAa ptmopolv va goptwbBolv oe apxeia AAM (Ta apxeia
autd ytTopouv va egaxBouv atod 1o 3d Studio Max). ETriong ptropoupe va @optwooupe DLL
apxeia pe ouvaptioeig oe yhAwooa C 4 C++. 10 XVR ypd@oupe Tov KwdIKa 0Tn yAwooa
s3d [31], n yopen TnG otoiag eival TTapouola pe TS YAwooeg C kar C++. Mtopoupue va

XPNOIJOTTOINCoUNE Kal ouvapTioelg Tng OpenGL.

O1 Baoikég ouvaptioelg Tou XVR TTou TTPETTEl v UTTAPXOUV O€ KABE epapuoyn gival:
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o OnDownload(): Eival n TpwTn ouvdptnon 1mou Tpéxel. Edw opifouue Ta apxeia Tou
Ba popTwBOOULV (O6TTWG apxeia ue HOVTEAD ) JE CUVOPTACEIG), €iTe atTd TOoV TOTTIKO BiOKO, €iTe
aTtro KATTOIO ATTONOKPUOPEVO Xweo divovTag To avaloyo URL.

o Onlnit(): AuTr} n ouvapTnon TTEPIEXEI TIG APXIKOTTOINCEIG SIGPOPWY PETABANTWY TTOU
Ba XPNOIYOTTOINCOUNE OTTWG TIG BETEIC TwV POVTEAWY, TOU QWTOG Kal TNG KAuepag. Edw
PopTWVOVTAI KaI Ta JovTéAa. H ouvapTtnon autr Tpéxel ueté Tnv OnDownload() kai Tpiv TNV
TTPWTN @opd TTou Ba TpéEel N OnFrame().

. OnFrame(): H ouvdpTtnon autr ekTeAgiTal pia gopd yia kaBe frame. Eival n 1o
ONPavTIK ouvdapTnon Kai TTEPIEXEl TO TI yiveTal o€ K&Be frame, TTapdyovTag Kal To avaAoyo

atrotéAeopa (edw yivetal kai To rendering, n atrédoon dnAadr Tou frame oTnv 086vn).

EtréAega va xpnoiyotroiow 10 XVR yia Tnv avattugn TG epapuoyng, agou Jag TTapEXEl TN
ouvaTtdTnNTa dnuIoupyiag TPICOIACTATWY EQAPHOYWY HE YPAPIKA TTPAYUATIKOU XPOVOu.
XpNOIJOTTOIEl aTTAR YAWOOQ TTPOYPAPUATIONOU KOl TTPOCQEPEI APKETEG ETOIMES KOl XPrOIUES
ouvapTtnoelg. MtmopoUue eUkoAa va @optwooupe 010 XVR Ta TpI00IA0TATA PAG HOVTEAQ,
kabwg kalr To DLL apxeio 1ou Ba Trepiéxel TIC OUVAPTACEIS yia Tn dlaxeipion Tou

avBpwTTivou povTélou TTou Ba éxoupe @TiIagel oe C++ pe Tn BorBeia Tng BiIBAI0BrKng Cal3d.



KE®AAAIO 5

YAotroinon E@pappoyig (1) — Alaxeipion Xapaktipa kai XpARon

Cal3d

51 Evowpdrwon KIVICEWV OTO HOVTEAO

TNV TTapdaypago auth B8a douue TTWGS Ba EVOWHATWOOUE TIC KIVIOEIG TTOU £XOUME OTO avBpwTTIvo
povTéAo e xprion Tou Motion Builder, woTe TeAikd va @Tidoupe Ta avaloya FBX apxeia yia 1o 3d
Studio Max. Avoiyovtag 10 Motion Builder (eyw xpnoigotoinoa tnv ékdoon 7.5), Ba douue
MTTPOOTd pag Ta Baoikd TTapdBupa Kal epyalsia OTTwG gaivovtal oTnv €ikova 5.1. To peydAo
TTapadBupo pe 1o Gvopa “Viewer”, gival To Kevipikd TTapdBupo pe Tnv TpIodidoTaTtn oknvr) 61Tou
BAétToupE Kai dlaxelpIOUAOTE TOUG XOPAKTAPES. Ae€id £xoupe To TTapdBupo “Character Controls”
OTTOU PTTOPOUME VA TPOTTOTTOINCOUKE SIAPOPES TTAPAPETPOUG VIO TOUG XAPOKTHPEG TTOU £XOUWE
oTn oknvr Kai Ta dId@opa PEPN TToU Toug aTToTeEAOUV Kal TTI0 KATw To TTapdBupo “Key Controls” 1o
OTTOIO €ival XpAOIKO yia Thv £TTeEepyania kal dnuioupyia animation pe 1n péBodo keyframing. Mio
KATw amd O6Aa autd éxoupe 10 “Transport Controls” 10 omoio pag BonBd va kivnBolue oTa
dldpopa xpovikd onueia Tou animation wote va diaAéEouphe To onueio oto oTroio B€éAoupe va
emEPBoUpE Kal €TTiIONG Hag Bivel Kal BIAPOoPEG AAAEG ETTIAOYEG OTTWG VA OpiocouUpE TNV TaxUTNTA TOU
animation, va 1o Tpé€oupe A va 1o oTapaTtAcoule. Mo KaTtw aploTepd £xoupe 1o “Navigator” étrou
BAéToupe Ta dIAQOPO AVTIKEIUEVA KAl XOPAKTAPEG TTOU UTTAPYXOUV OTh OKNvR HE OIGQPOPES
TTAPAUETPOUG TTOU PTTOPOUHE vVa opicoupe yia auTtd Kal de€id 1o “Asset Browser” 61mou opifoupe

Kal BAETTOUE Ta DIAPOPA EUPETHPIA KAl apXEia TTOU Ba XPEIOOTOUNE WOTE VA UTTOPOUNE EUKOAA va
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Ta TTPocB£coupe 0Tn okNvh. ESW uttdpyouv Kal €éTolpa apyeia pe deiypata Kal TTpoTUTIa TTOU JaG

Tpoo®épel To Motion Builder.

jon 03/06/2006)pr. - Untitled

ROV

Eikéva 5.1: Baoikd mapd@upa Tou Motion Builder

Apxik& 1O TTPpWTO Brpa eival va @TIGEoupe éva BIKO paAG TTPOTUTTO XAPAKTAPQ, opifoviag Ta
ovopaTa Twv ooTwv (bone name template). MNa va yivel autd, QOPTWVOUPE TOV OKEAETO TTOU
éxoupe (apxeio ASF) otnv oknvr] oUpovTag 10 atmmod Tov “Asset Browser”. Tov TommoBeTolpe oTnv
apxn Twv agdvwy Kal Tov yupi¢oupe va PBAETTEI TTPOG TNV KaTEUBUVON Z. Av 0 OKEAETOG B¢V €ival o€
otaon T (dnAadr va OTEKETAI PE TA XEPIG TOU avoIXTA €ubgia), TOTE KAVOUME TIG ATTAPAITNTEG
aAAayEG xpnoiyotroiwvtag Tov “Viewer”. £1n cuvéxela ammo Tov “Asset Browser” emAéyoupe Kai
Baloupe oTn OKNVA TO TTPOTUTTO XOPOKTHPO TTou TTapéxetal atrd 1o Motion Builder (Template-
>Characters->Character). Téte oto “Navigator”, emAéyoupe Characters->Character->Character
Definition, woTe va doupe Tov Trivaka pe Ta didpopa hépn evOog XapakThpa, To Mapping List kai 10
Naming Template (eikéva 5.2). Edw Ba mpémrel va avrioToixiooupe Ta OIdQopa PEPN TOu
XAPOKTAPA ME Ta avAAoya 00TA ToU OKEAETOU. ETTIAEyOUlE €va éva Ta 0OTA TOU OKEAETOU OTTO THV
oKnvh Kal Ta ToTroBeToupe (oUpovTag Ta €xovrag Trartnuévo 1o Alt), otnv avriotoixn 8éon Tou
Mapping List diTTAa a1td 10 avTioTOIXO OVOUG TOU PEPOUG TOU XOPOKTHPO TTOU QVTITTPOCWITTEUEL.

A@ou T0 KAvoupe auTd, emAéyoupue To “Extract Naming Template” woTe va yepioel autépata n
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oTAAN ge Ta ovépatra (Naming Template) avdloya pe ta ootd oto Mapping List. ‘ETtol £xoupe
OnuioupynRoel TO TIPOTUTTIO TOU XOPOKTAPA HOG ME TO OwWOTA ovépata ooTwv. MNa va To
atmroBnkelooupe, £xovtag To AoN emAeypévo oTo “Navigator”, emAéyoupue File->Save Selection kai
Tou OiVOUE VA OUYKEKPIPEVO Ovoua. AUTO TO TTPOTUTTO TTOU £XOUNE QTIAEEI Ba pag BonBAoel woTe
0TnN CUVEXEIQ OTAV QOPTWVOUNE TO JOVTEAO Kal TO animation, va yivetal autépaTa n avrioToixnon

TOU OKEAETOU PE TO OWOTA PEPN TOU XAPOKTHPA.

rovigator B
"Iil‘a‘\'/ié‘al’or‘ ] Dapeshest ] Flurves 1 Story 1 Motion Blend ] Animation Trigger 1
W‘WW thava‘:ter Deﬁnnmnﬂ Character Settings W
m icu?: rCharacter Control Rig ¢
‘|'"_‘ Cameras [ Characterize | Clear Mapping List ‘ | Extract Kaming Template | ‘ Create |
=T Characters
LRicharater | Wapping List Haring Template | ’V Delats
EES;:;’:‘HG = Base (required) ﬁ
é, Sets  Hips YICOM:lowerback lowerback
+ = Lights
+@ Materiske r— LeftUpleg HWICON:IFemur IFemur
5{" Poses  Leftleg WICON:Ibia Itibia
Ig i::::’s - LeftFoot WICON ook oot
= RightUpLeg WICOM:rFemur temur
r Rightleg YICON:rtibia rtibia
= RightFaat WICOM:rfiaok tfoat
= Spine HICON:tharax thorax
- LeftArm YICOM:Ihumerus Imerus
= LeftForearm WICON:lradius Iradius
- LeftHand WICON:Iwrist, [inrist: =
= Right&m HICON rhumerus rhumerus
= RightForedrm WICOM:rradius tradius
r— RightHand HICON:rrist riarist:
= Head TCOM:head head

Eikéva 5.2: O mivakag “Character Definition” oto "Navigator"

AQOU €£xoupe QTIAEEI TO TTPOTUTTO TOU XOPAKTAPA, Ba SOUWE TTWG UTTOPOUNE VO EVOWNATWOOUUE TA
animations TTou £xoupe 0TO AVOPWTTIVO POVTEAO WWOTE va KAvel TIG avaAoyeg Kivioelg. Ta BAPaTa

TToU Ba akoAouBrjooupe yia KGBe animation TrepiypdgovTal o KATw:

o dopTwvoupe 10 animation pe Tov okeAetd (AMC kai ASF apxeia) otn oknvA amo Tov

“‘Asset Browser” kal JETOQEPOUPE TOV OKEAETO OTO KEVTPO TNV OKNVAG WE KATEUBUVON va BAETTEN

TpoG Z.
o POopPTWVOUNE OTNV OKNVA KAl TO TIPOTUTTO TOU XOPAKTPA TTOU QTIAEOUE
o EmAéyoupe oo “Navigator” Tov xapakTApa woTe va doUPE YTTPOCTA PAG TOV TTIVOKA JE TA

pépn Tou (Characters->Character->Character Definition)
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o EmAéyoupe oAOKANPO TO OKEAETO ATTO TN OKNvr] Kal £Xovtag Tratnuévo 1o Alt oupoupe Tov
okeAeTd 010 Mapping List (eikéva 5.2). 'ETO1 yiveTal CWOTA N AVTIOTOIXION TOU OKEAETOU [E TA PEPN
TOU XOPAKTAPA, OTTWG TA OPICANE OTO TIPOTUTTO TTOU QTIAEANE

o EmAéyoupue “Characterize”, wote va dnuioupynOei 0 XapakTApag pag

o dopTwvoupe To avBpwTivo povtéAo (apxeio FBX) atd tov “Asset Browser” emAéyovtag
“Merge” kai “No Animation”

o 210 “Character Controls” emAéyoude va XEIPIOTOUPE TO avOPWTTIVO HOVTEAO KAl OTn
ouvéxela emAéyoupe Edit->Input->Character. Me autd Tov TpoTTO 0 AvBPWTTOG Ba evOoWPATWOET
OTOV XOAPaKTAPQ TTou @TIAaNE Kal TpEXOvTag To animation emAéyovtag “play” améd 1o “Transport
Controls” Ba kiveital kal autdg avaioya

o Av TO PJOVTEANO Oev £XEI TAIPIAEEI ATTOAUTA UE TOV OKEAETO TOU XAPOAKTAPA, XPNOILMOTTOIOUE
10 “Character Controls”, éxovtag mmAeypévo To avBpwTTivo HovTéAo. ESw eTTIAEyouue Ta Yépn TTou
BéAoupe va TpoTToTToIoOUlE Kal aAAdlovTag TIG TTapauéTpoug “Reach” kai “Pull” ptropolue va
METOKIVAOOUHE Ta HEPN aAUTA WOTE va Ta TOTTOBETACOUME €kei TTou BéAoupe. BAETTovTag
TAUTOXPOVa Kal Ta dIdgopa XPovikd onueia Tou animation, aAAACOUPE QUTEG TIG TTAPAUETPOUG
WoTe TEAIKA va €xoupe éva peaNIOTIKO aTTOTEAEC A

o EmAéyoupe oto “Character Controls” Edit->Plot Character. EmiAéyoupe va yivel plot oTov
OKEAETO. 'ETOI €XOUME dNUIOUPYNOEI TOV XAPOKTAPA HMAG PE TNV Kivnon TToOU QOPTWOANE KAl TN
Mop®r Tou avBpwTTIVOU Pag HovTéAou (eikdva 5.3)

o AQaipoupe Twpa auTd TTou dev XpeiddovTal, a@oUu TTAEoV 0 AvBpwTTog KAvEl TNV Kivnon
TTou B€éAape. 210 “Navigator” emAéyoupe kal diaypG@OUUE TOV XAPOAKTHPA TTOU XPNOIMOTIOINCAE
oTnVv apxn wg TPOTUTTO, KABWG KAl TOV OKEAETO TTOU XPNOCIUOTTOINCAUE OTAV POPTWOAUE PE TO
animation. ‘Etol pével otnv oknv PgOvo TO avBpwTTivo POVTEAO TTOU eKTEAE TO animation TTou
QOPTWOANE

o >wdoupe TN oknvi o FBX apxeio emAéyovTag File->Save
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Eikéva 5.3: To avlpwITivo HOVTEAO HE EVOWHATWHEVO TOV OKEAETO KAl TO animation

Ta mo mavw PBAMaTa Ta akoAouBoUue yia kdBe animation, woTe va dnuioupynoouue Ta FBX
apxeia yia 10 3d Studio Max, éva yia kdBe animation. MNepioodTEPEG AETTTOUEPEIEG VIO TN
diadikagia TTou TTEPIYPAYANE, KABWG Kal yia TO TTWG dNUIOUPYOUUE TO TTPOTUTTO XOPOKTAPA A TO

TTWG Baloupe Tov okeAeTO 0€ oTdon T, umopoupe va doupe oTo [17].

5.2 Anpioupyia apxeiwv yia To Cal3d

Z1nv TTapdypa@o auth Ba dolpe TTWG Ba PTIAOUPE TO ATTAPAITNTA APXEia TTOU XPEIAlovTal yia
xpron NS BiBAIoBrkng Cal3d, xpnoiuotroiwvTag Ta FBX apxeia mou @Tiagaue otnv TTponyouuevn
Tapdypa@o. Autd Ba To TTETUXOUUE XpnoipoTtroiwvTag To 3d Studio Max (eyw xpnoiyotroinca Tnv

¢€kdoon 8), aPou TTPONYOUHEVWG £XOUNE EVOWUATWOEI o€ autov Tov avdAoyo Cal3d exporter.

To k@Be FBX apyxeio Ba TTpémrel apxIkad va To @opTwooupe, emAéyovTag File->Import. Towg va

XPEIAZeTal VO EYKATAOTACOUME KATTOIO €EEIOIKEUPEVO importer TTOU UTTOPOUNE va PpoUpe oTnv
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IoToo€Aida TN Autodesk, 6TTwg Tov “FBX Importer 2006.11.2” TToU £yKOTAOTNOO £YW. 2TO PeEVOU
TTou Ba TTépoupe emAéyoupe “Add to new scene” WOTE va POPTWOEI O€ vEX OKNVI O XOPOKTAPAG
Mag. Avoiyovtag €101 éva atmo Ta FBX apyxeia 6a dolpe oTn oknvr) Tov GvBpwTro Kal To avaAoyo

animation, 6TTw¢ @aiveral otnv €ikéva 5.4.
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Eikéva 5.4: O xapakTtiipag oto 3d Studio Max

Mpiv TTpoXwpPNOoOoUNE HE TNV €Eaywyn Twv amapaitntwy yia 1o Cal3d apxeiwv, ptmmopolue va
aQaipEéooupe PepIKA BonBNnTIKA onueia, ooTd ] avTikeiyeva TTou dev BEAoUPE va epgavidovTal PE TO
HovTéAo pag. MTTopoUpe eUkoAa emmAéyovTag Edit->Select By->Name, va Bpouue Ta pépn tmou
BéAoupe va dlaypAWoupe Kal va Ta agaipécoupe atrd Tn oknvr. Emiong eyw didypawa kai 10
BonBnTikdé onueio pe dvoua “Reference” ammd pepiké animations 6TTwg 10 TTEPTTATNHA, WOTE TO
MovTéAO va KAvel To animation e T6TTOU (XWPIG va Kiveitar dnAadr oto xwpo). Autd Ba civai
XPAOIUO WOTE VA UTTOPW VA €XW TTEPICTOTEPO EAEYXO OTO TTOU OKPIBWG BPIOKETAI O XAPAKTAPAG
apyotepa o1o XVR. ZTn cuvéxeia Pmropoupe va eaydyouue Ta atrapaitnta yia 1o Cal3d apxeia.
Zuykekpiyéva Ba e€aydyoupe To CSF apyeio yia Tov okeAetd, Ta CMF apyxeia yia 1a TTAEypaTta

(meshes), Ta XRF apxeia yia ta uAikd (materials) kai Ta CAF apxeia yia ta animations. MNMpwTta
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TTPETTEI VO £GAYAYOUNE TOV OKEAETO KOl TO UTTOAOITTO UTTOPOUNE VA TO 6AYAYOUNE OTN CUVEXEID HE

otTola osIpd BEAOULE.

o E€avwyn Tou okeAeTou:  ‘Exovrag emAeyuévo oTn oknvi] OAGKANPO Tov XAPOKTHPQ,

emAéyoupe File->Export->Cal3D Skeleton File. 210 pevou emAoywyv, €MAEyOUdE TA PEPN TOU
XapaKTApa 1Tou BéAouuE va ouuTtTEPIAAPBAvVOVTal OTOV OKEAETO.

o ECaywyn TOU TTAEYUATOC: ‘Exoviag emAeypévo kal TTAAI OAOKANPO TOV XOPOKTAPQ,

emAéyoupe File->Export->Cal3D Mesh File. 210 pevoU emmAoywy, €MAEYOUPE TO ApPXEIO Tou
okeAeToU (CSF) 1TOU AdN PTIAEALE.

o E€aywyn Twv UAKwy (materials): OAa Ta texture maps Twv UAIKwv TToU Ba éxoupe, Ba

Tpétrel va eival ammoBnkeupéva oe TGA apxeia. ‘ETol av €xoupe GAAa apxeia 6mwg BMP, JPG 1)
TIF, Ba TTpéTTel va XPNOIKMOTIOINCOUME KATTOIO WETATPOTTEG WOTE va Ta PeTatpéyouue oe TGA
Mop®n yia va utropei va ta diaBdoel To Cal3d. 2t ouvéxela oto 3d Studio Max, xpnoigoTroloUue
Tov “Material Editor” yia va dWoouue CUYKEKPIPEVO ovopaTa OTa UAIKA. @a TTPETTEl va £XOUV TNV
€€Ng Mop@r: <material_name>[0], <material_name>[1] KAT. lNa TTapddeiyya 010 POVTEAO TTOU
Xpnoigotroinoa eyw £¢dwoa oTta UAIKG Ta ovopata head[0] kai body[1]. Etriong av £€xoupe aAAdGéel
Ta ouoyxeTICOueva apxeia e TGA popen, Ba pétrel oTov “Material Editor” ota avriotoixa texture
maps va opicoupe Ta véa apxeia. AQou KAVoupe TIG aAAayEG auTég, yia KABe UAIKG eTTIAEyoupe
File->Export->Cal3D Material File yia va e¢aydyouue 10 av@Aloyo apxeio. Mpétrel va mpocéfoupue
TTWG av KAvape KATTola aAhayry ota UAIKG OTTwG aAAayr) oTo dvoua ) oTa apxeia Tou texture map,
Ba TTpéTTel va Kavoupe Eavd eEaywyr To avTioToixo TTAEYUA.

o E€aywyn Tou animation:  EmAéyoupe File->Export->Cal3D Animation File. 210 pevou

ETMAOYWYV, A@OU ETTIAECOUME TO APXEIO TOU OKEAETOU WAG, OTN OUVEXEID UTTOPOUNE va SIaAéEoupe
Ta 00TA Ta oTToia BéAoupE va etrnpeddovTal ammd 1o animation. MTopouue atTAd va Ta ETTIAEEOUNE
OAa. ETtriong oto pevou emAoywyv ptropoulpe va emmAégoupe atrd Trolo frame BéAoupe va Eekivd 1o
animation TTou Ba cwooupe Kal g€ TTOI0 va oTAPATd. Av a@rioouue TIG TTPOETTIAeyuEveS (default)
TINEG Ba cwBei oAdkAnpo TO animation. AANaga TIG TIUEG QUTEG TNV TTEPITITWAN TTou NBeAa va

Owow To animation yia 1o TEPTTATNUA, WOTE TO TEAEUTaio frame Tou animation TTou éo0woa va givai
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TTAPOUOIO YE TO TTPWTO, WE OKOTTO va UTTOPW VA XPNOIMOTTOINCW TO TTEPTTATNMA OAV KUKAIKO
animation, onAadry va Tepmatd emavaAapBdvoviag ouvéxela To idlo animation xwpig va
OlaKpiveTAIl TTOU OTOPATA Kal TTou Eavapyilel kaBe eravaAnwn. ETriong agou 1o animation TTou eixa
ylo va KaBioegl Kal yia va onKwBEl 0 XapakTApag atr’ TNV KAPEKAA ATav €va, ETTPETTE va TO KAVW
export dUo QOopéG dnuIoupywvTag dUo dIAPOPETIKA animations, divovtag avAAoyeg TIUEG yIa TO

TTOU apXicel Kal TTou TEAEIVEl TO KABE éva atTd auTd.

Tov okeAeTd, Ta TTAéypaTta (meshes) kal Ta UAIKG (materials), Ta kGvouue export yévo pia @opd
amoé éva atd Ta FBX apxeia mou @mid&ape. Z1n ouvéxela atd 1a uttoloitta FBX apyxeia kavoupe
export yoévo 1o animation, €mAéyovrag va xpnoipotoinBei o okeAeTdg (apxeio CSF) tmou nodn

PTIAEAE.

A@ou €xouue dnuioupyAoel OAa Ta apxeia TTou Xpelaovral, TTPETTEI va dNUIOUPYHOOUME Kal TO
CFG apyxeio. lNa 10 apxeio autd XpNOILOTTOIOUUE KATTOIO ETTECEPYAOTH KeIévou. To apxeio autd
TTEPIEXEI TTANPOYOPIES YIa TOV XOPOKTAPO Kal Ta atrapaitnta apxeia. MNa mapddeiypa, 10 CFG

apXEio TTOU XPNOIUOTIOINCA eyw TTEPIEXEI TO akOAouBa:

scale=1.0
skeleton=man.csf
animation=walk.caf
animation=sit.caf
animation=stand.caf
animation=shakehands.caf
animation=talk1.caf
animation=talk2.caf
animation=dance.caf
mesh=man.cmf
material=body.xrf
material=head.xrf

KaBopifovtal oTo apxeio autd Trola €ival Ta apyeia PE TIG TTANPOPOPIES YIa TOV XOPAKTAPA, KABwWG
Kal N KAigoka Tou povTéAou. ETriong ptropoupe va XPNOIMOTTOINCOUME Kal TNV TTAPANETPO

“path=...” woTe va KaBopiooupe o€ TTOI0 EUPETAPIO BPICKOVTAI TO OXETIKA ApXEia.
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MeploodTEPEG TTANPOPOPIES YIa TNV £Eaywyrh Twv atrapaitnTwy yia 1o Cal3d apxeiwv amd 1o 3d

Studio Max ytropoupe va Bpouue aTo [32].

5.3 Xpnoiyeg ouvapTtinoeig Tng BiBAiodRkng Cal3d

2TV TTapdypa@o auth Ba dolue TIG TTIo XPNOIKMEG aATTO TIG TTOAAEG OUVAPTAOEIG TTOU HOG
mTpoo@épel n BIBAI0BNAKN Cal3d kai mou xpnoigotoinoa oTnv epyacia. AvdAuan OAwv Twv
ouvapTAoEWV Kal Tagewv TS PIBAI0BrKNg Cal3d ptropoupe va Bpoupe oTo [33]. Oa diaxwpicoupe
TIG ouvapToelg TTou Ba dolpe o€ auTég TTOU agopouv Ta povTéAa TtupfAva (Core Models) kai

QUTEG TTOU aOopOoUV PovTEAa TTEPITITWoNG (Instance Models).

5.3.1 Zuvaprtioeig diaxeipiong povréAou TTuphAva

. Anuioupyia yovtéAou TTUpAva:

CalCoreModel myCoreModel;

myCoreModel.create (“model type”);
Q¢ TapdueTpo divouue OTTAG PIa  TTEPIYPAQR YIa TO HOVTEAO, N OTIOI0 OUCIOOTIKA Oev

XPnoIJoTToIEiTaI TTOUBEVA.

. MNa edpTWonN TWV OEOOUEVWV:

MNa T eépTWOoN ToUu OKEAETOU XPNOIKOTTOIOUME TN ouvApTNON:
myCoreModel.loadCoreSkeleton (“filename.csf”);

MNa tn eépTWOoN TTAEYUATOG:

int Meshld = myCoreModel.loadCoreMesh (“filename.cmf”);

MNa ™ eépTwon UAIKoU:

int Materialld = myCoreModel.loadCoreMaterial (“filename.crf”);
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MNa ™ eépTWON animation:

int Animationld = myCoreModel.loadCoreAnimation (“filename.caf”);

. [Na dlaxeipion Twv UNIKWV:

MNa ™ dlaxeipion Twv UAKWY XPNOIKOTTOIEITAlI CUYKEKPIPEVN TAEN Ke TO dvoua CalCoreMaterial kal
MTTOPOUE Va TN XPNOIUOTTOINCOUNE 0pifovTag TNV we €ENG:

CalCoreMaterial *pCoreMeterial;

pCoreMaterial = myCoreModel.getCoreMaterial (Materialld);

H 1dEn diaxeipiCetal To UAIKSG TTou divoupe wg TTapdueTpo. MNa va Bpouue Tov apiBud Twv UAIKWV
TOU PJOVTEAOU PTTOPOUME VA XPNOIKMOTTOINOOUNE TN ouvapTnon:

myCoreModel.getCoreMaterialCount();

H BiBAI0Brkn Cal3d &ev diaxelpiCetal dueoa ta textures Tou UAIKOU. Mpoc@épel SUwWG Pe TV TAEN
auTh cuvapTAoelg TTou BonBouv aTn diaxeipior Toug. Me Tn ouvdptnon getMapCount() Traipvoupe
TOV apIBUO Twv texture maps Tou UAIKOU Kal Pe Tn ouvdptnon getMapFilename(mapld) Bpiokoupe
avTtioToixo apxeio Tou texture map. Etriong pe 1n ouvdaptnon setMapUserData(mapld, textureld)
MTTOpoUME va avTioTolxiooupe KATTolo texture oe kdmolo texture map, evw pe T ouvdpTnon
getMapUserData(mapld) Traipvoupe 1o texture 1Tou avtioToixei 0To texture map 1mou divoupe wg
TTapaueTpo. Akoua, n BiBAIoBrAkn Cal3d pag divel Tn duvatdtnTa va dnuioupyAocouue SIAQOpPES
opddeg UAkwv (material sets kai material threads) yxpnoigyoTToIWVTAG TIG OUVOPTACEIG
createCoreMaterialThread(Material Threadld) Kal setCoreMaterialld(MaterialThreadld,
MaterialSetld, Materialld). Me Tnv TpwTn dnuioupyoUpe kKAtTolo material thread, evw pe Tn 0elTEPN

avTIOTOIXOUHE £va UAIKO oTo avTioTolxo Ceuydpl set kai thread.

. [a TNV KATaoTPO®r] TOU JOVTEAOU:

myCoreModel.destroy();
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5.3.2 ZXuvapTtRocig diaxeipiong HOVTEAOU TTEPITITWONG

. Anuioupyia povtéAou:

CalModel myModel;
myModel.create(&myCoreModel);

Q¢ TTapaueTpo divoupe To avaAoyo PovTEAO TTuprva

. Evowpdtwon R agaipeon TAEyuaToc:

Ma va eVOWPOTWOOUE £va TTAEYUA OTO JOVTEAO XPNOIKOTTOIOUNE T ouvAapTnon:
myModel.attachMesh (Meshlid);
Etriong uttdpyel Kai n €€1g ouvapTnon JE TNV OTToIa aPaIPOUE Eva TTAEYUQ:

myModel.detachMesh (Meshld);

) Alaxeipion UAIKWV:

Me tnv akoAouBn ocuvdptnon opioupe TTola opdda UAikwy (material set) Tou @TIGEQUE OTO
HovTéAO TTUPVA, Ba XPNOIYOTTOIEITAI OTO HOVTEAO TTEPITITWONG:

myModel.setMaterialSet (MaterialSetld);

. Alaxeipion Animation:

MNa v diaxeipion Tou animation xpnoigotroioupe v 14¢n CalMixer. H 1d¢n autr) ptropei va
dlaxelpioTei dUo TUTTOUG animation. Ta KUKAIKA animations, Ta oTToia eTTavaAQpBAvVOVTAl CUVEXWG
OTO POVTEAO PEXPI VO OPICOUME va OTAUATACEI N eTavaAnyn Kai Ta animations evépyeiag () amAd
actions), Ta otroia ekTeAoUvTal POVO Wia Qopd (TauTdxpova Pe TO KUKAIKO animation TTou Tpéxel
ekeivn TN oTIyu oTto PovTéAo). MTTopoUue va XPNnoIUOTTIOINCOUME Ta animations TTou QOopPTWOaUE
OTO MOVTENO TTUPAVA EiTE WG KUKAIKA ETE WG EVEPYEIEG.

Me Tnv 1o kdtw ocuvdptnon HUTTOpoUE va TTPocBEécoupe aTo TpEXwV animation k&Tmolo GAAo

KUKAIKO animation kdavovtag pign (blending) 4 va tpotrotroijooupe 10 BApog Tou animation. H



56

OeUTepn TTAPAPETPOG deixvel TO vEOo BApog Tou animation, evw n TpiTn OeiXxvel TNV XPOVIKK
KaBuoTépnon PéXpl To animation va @Taoel 1o véo BApPOG.

myModel.getMixer() -> blendCycle (Animationld, float a, float b);

Me Tnv Mo KATw ouvdaptnon TrpokaAolue oTadiokr e€aoBévnon (fade out) KATTOIOU KUKAIKOU
animation 1Tou Tpéxel 6TO HOVTEAO WOTE TEAIKA VA TO AQAIPECOUNE eVTEAWG aTTe auTd. H delTepn
TTAPAUETPOG €ival N XPOVIKA KaBuoTépnan PEXPI TO BAPOg Tou avdAoyou animation yivel undév.
myModel.getMixer() -> clearCycle (Animationld, float a);

lMNa va TTpocBéooupe kdmolo action animation oTto POVTEAO XPNOIYOTTOIOUME TNV TTIO KATW
ouvapTtnon. H deutepn TTapdueTpOog cival n Xpovikn kabuoTépnon PéExpl oTadlakd To animation va
epapuooTei oTo PovTéNo (fade in), evw n TpiTN €ival n xpoviki kKaBuaTtépnon yia Tnv e€acBévnon
6tav 10 action agaipeital ammd 1o yovréAo (fade out).

myModel.getMixer() -> executeAction (Animationld, float a, float b);

. Avatrpooapuoyrl oTdonc ToOU JOVTEAOU:

lMNa va Kata@EPOUNE va TTETUXOUME OMAAR Kivnon oTo PovTéNo, Ba TTpETTel va KAvouue ouxvd
AvVOTTPOCAPHOYN TNG OTAONG Tou PovTéAoU. @a yiveTal SnAadr UTToAOYIOUOG TNG OTACNG avaAoya
ME TOV XpOVOo Kal TIG TIWEG yia WiEn (blending) Twv animations tTou €ivail ekeivn TNV oTIyunR evepyd
07O PovTéAO. Na auTd TO OKOTTO XPNOCIUOTIOIEITAI N TUVAPTNON:

myModel.update (elapsedSeconds);

Q¢ TTapaueTpo divoupe TOV XPOVO TToU TTEPACE aTTd TNV TTPONYOUNEVN AVATTPOCAPHOYH.

. Amédoon (Rendering):

H 1a¢n CalRenderer pag Bonba wate va Tdpoupe Ta dedopéva TTou XpelalOPacTe yia va KAVOUUE
10 rendering. Tnv opifouue wg €¢AG:

CalRenderer *pCalRenderer;

pCalRenderer = myModel.getRenderer();

To rendering Tou povTéAou TTPETTEI va TTEPIKAEiETAI HETAEU TwV cuvapTioewyv beginRendering() Kai

endRendering(). Me 11 ouvapTtroeig getMeshCount() kai getSubmeshCount (Meshld), Traipvoupe
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TO GUVOAO TWwV TTAEYUATWY KAl UTTOTTAEYHATWYV (KATTOI0U TTAEYUATOG) avTioTolxa. Mg Tn ouvdptnon
selectMeshSubmesh (Meshld, Submeshld) emAéyoupe KaGTTOI0 UTTOTTAEY A VOGS TTAEYUOTOG Yia va
TO XPNOIUOTIOIGOULE. Me TIG OUVOPTNOEIC getAmbientColor(&AmbientColor[0]),
getDiffuseColor(&DiffuseColor[0]), getSpecularColor (&SpecularColor[0]) kai getShininess (),
TTAIPVOUME T XPWHATA KAl TV QWTEIVOTNTA VOGS UAIKOU. MNa Ta Xpwuata diVOUNE W TTOPAPETPO
éva OgikTn oTO TTOU Ba aTTOBNKEUTOUV OI TINEG. Me Tov idl10 TPOTTO KAAOUWE KAl TIG CUVAPTAOEIG
getVertices(), getNormals(), getTextureCoordinates() kai getFaces(), woTte va TTAPOUMPE TIG
avaloyeg TTAnpogopiec. O CUVOPTACEIS QUTEC ETTIOTPEQOUV TOV OpPIBUO Twv OTOIXEiwV TToU
amoBnkelouv oTov Trivaka TTou  divoupe wg  Trapduerpo. Emiong pe TN ouvdptnon
getMapUserData(mapld) maipvouue 10 avd@Aloyo texture amod 1o texture map tou divoupe wg

TTAPAPETPO.

. KataoTpo®n Tou yovTéAou:

myModel.destroy();

5.4 Alaxeipion XapaKTAPA Kal KIVAOEWV

Me v PonBeia Twv ocuvapticewv Tng PiBAI0BAKNG Cal3d TTou €idaye oTnV TTPONYOUMEVN
TTapaypo@o, £@Tiaga Eva mpoypauua o C++ 1O OTTOi0 dlaxelpieTal Tov XapakThpa. ATO Tn
oeAida Tou Cal3d [27] ummopoUue va kateBdooupe Ta TTpoypdudaTa “Miniviewer” kar “Cally” Ta
OTTOIa TTEPIEXOUV CUVAPTHOEIG VIO TN IAXEIPION TWV XOPOAKTAPWY Kal EUPAviCOuV TOUG XAPAKTAPES
oTnv 086vn. MNa TTOAAEG aTTd TIG CUVOPTACEIS TTOU £QTIAEA Kal @aivovTal TTo KATw, Xpnoldotroinoa
KAl TPOTTOTTOINCA TIG AVTIOTOIXEG ATTO TA TTPOYPAMUMATA QUTA. ZTOV KATOOKEUAOTH TNG TAENG TTOU
AVIAKOUV Ol CUVAPTHOEIG AUTEG, apxIKoTTolouvTal didgopes PeTABANTES. ETTiong divovtal TINEG yia
T0 BdApog K&Be animation. Mo kKaTw TTEPIYPAPOVTAI OI CUVAPTHOEIG DIAXEIPIONG TOU XOPAKTPA TTOU

épmiaga:
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o bool parseModelConfiguration (string Filename, string Fullpath): H ouvdptnon auth

TTaipvel wg TTapdueTpo 10 dvoua Tou CFG apyeiou Kal To eupeTApio TTou BpiokeTal autd. Alafddel
ME ocIpd OAEG TIG YPAPPESG TOU apXEioU Kal KAVEI TIG ATTOPAiTNTEG evépyeleg. Aivel TRV TIUAR oTnv
avaloyn PeTaBANTA yia TRV KAiJaKka Tou HOVTEAOU OTTWG KOBOPIZETAlI OTO ApPXEI0 KAl QOPTWVEI TOV
OKeAeTO, Ta animations, Ta TTAEyPaTa Kal Ta UAIKA KAAWVTAG TIG avdAoyeg ouvapTroelg Tou Cal3d
TTou €idape. EmoTpépel true av OAa TTyav KaAd kai false av uttdpéel katolo TTpORAnua.

o bool onCreate (string Filename, string Fullpath): H cuvdpTtnon auth maipvel wg TTapAPETPO

TO0 Ovopa Tou CFG apxeiou Pe TIG TTANPOQPOPIES IO TO POVTEAO KOl TO EUPETHPIO TTOU PBpioKeTal
autd. KaAei tnv parseModelConfiguration() yia va @optwBolv Ta avdAoya Sedopéva Kal oTn
ouvéxela dnuloupyei avaloya éva véo JovTéAo TTuprva. EToTpépel true av 6Aa Triiyav KaAd.

o GLuint loadTexture (string Filename): H cuvapTtnon autr Traipvel wg TTapAPeTPo 10 GVopa

evOog apxeiou pe texture TTou €xel popgr) TGA (etriong Slafddlel kalr apyxeia pe KATAAngn .raw).
dopTwvel To apxeio kai emoTpé@el Tov aplBud (id) Tou texture. Tn ouvdptnon auth Tnv
XPNoIJoTToiNCa aKPIBWGS OTTWG gival oTo TTPdypaupa “Miniviewer”.

o bool onlnit (int model): H ouvdptnon auth dnuioupyei éva véo POVTEAO TTEPITITWONG Kal

apylkoTtrolei TIg avahoyeg petafAntég. Maipvel wg TTapdueTpo Tov apiBud (id) Tou avrtioToixou
MovTéAou TTupriva atrd 1O oTroio Ba dnuioupynBei. Evowpartwvel Ta avaloya TTAEypaTa OTO
povTého (ouvapTtnon attachMesh() Tou Cal3d) kai opiCel TO O€T UAIKWY TToU Ba XpNOoIUOTTOIEITAl
(setMaterialSet() Tou Cal3d). EmoTpéel true av 6Aa Trryav KaAd.

o void setTimeScale (float velocity, int model): H cuvdptnon autr] TTaipvel W¢ TTAPAPETPOUG

TNV TaXUTNTA TTOU BEAOUE VA KIVEITAI TO JOVTEAO Kal TOV apIiBud Tou povTéAou. H cuvdapTtnon atmAd
divel oTnv avrtioToixn METAPBANTA TN véa TaxUTNTa TOU PovTéAoU. H PeTaBANTH auTtr XpnolyoTrolEiTal
amo 1™ ouvéptnon Onldle TTou TTepiypd@eTal MO KATW, yia TOV UTTOAOYIOPO TnG oTAong Tou
XAPOKTAPA.

o void setState (int state, float delay, int model): H cuvdptnon auth eival utrelBuvn yia Tnv

aAAayr] Tou KUKAIKOU animation. MNaipvel wg apapérpoug Tov aplBuod (id) Tou véou animation TTou
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BéAoupe va €QAPPOCOUNE, TNV XPOVIKI KaABuoTépnon MEXPI va €QAPUOOTEl TTAAPWG TO VEO
animation oto povtéAo kal Tov apiBud (id) Tou povrédou. H ouvdptnon KaAwvtag avaloya Tig
ouvaptnoeig blendCycle() kai clearCycle() Tng T1déng CalMixer Tou Cal3d, agaipei otadiakd armod 1o
HoVvTéAO TO TPEXWY animation kal e@appolel To véo animation avaloya pe Tnv KaBuoTépnon TTou
opicape. To Bdpog yia kaBs animation gival opiIcuEVO OTOV KATAOKEUAOTH TNG TAENG TTOU AVIKOUV
Ol OUVAPTAOEIG.

o int getState (int model): H cuvapTtnon emoTtpépel Tov aplBud (animation id) Tou KukAIKoU

animation TTou €ival evepyoTroiNUEVO GTO PHOVTEAO TTOU OiVOUUE WG TTAPANETPO.

o void executeAction (int action, int model, fload fadein, float fadeout): H cuvdptnon auth

TTaipvel wg TTapapéTpoug Tov apiBud (id) Tou animation TTou BéAoupe va epapudoouue wg action,
TOoVv apIBuo (id) Tou povTéAou Kal TIG TIUEG yIA XPOVIKN KaBuaoTépnon €loaywyrng Tng Kivnong oTo
MOVTEAO Kal yia XPOVIKA KaBuoTépnon agaipeong Tng Kivnong atmd autd. Me TIG TINEG AuTEG KAAET
TNV ouvapTnon executeAction() Tou Cal3d yia To povTEAO.

o void setStopMoving (int _model): H ocuvaptnon auti aAA&ler avaloya Tnv TIUA Tng

peTaBANTAS m_StopMoving yia To povtého. ATré true oe false kai avrioTpog@a. AuTth n PETABANTN
opidel av To JOVTENO KIVEITAI ) €ival akivnTo.

o void onldle (int model): H ocuvdptnon autr uttoAoyilel Tn véa OTACN TOU MOVTEAOU.

Avahoya pe Tov Xpovo TToU TTEPaCE aTTO TNV TEAEUTAIO QvVATTPOCOPUOYH TG OTACNG KAl PE ThV
TaXUTNTa TTOU OPICAUE VA KIVEITAI TO HOVTENO, UTTOAOYICEl TNV TTAPAPETPO TTOU BivEl KAAWVTAG TN
ouvdpTtnon update() Tou Cal3d. EAéyxel TTpoNyoUpEVWG av TO HOVTEAO KIVEITAI 1] av €ival OpIoUEVO
va gival akivnTo.

o void renderModel (int model): H cuvdpTtnon authi eival utrelBuvn yia Tnv amédoon

(rendering) Tou povTéAou TTou Sivoupe WG TTAPAPETPO GTNV 080vN. XpNOIKOTIOIET TIG CUVAPTATEIG
TIG TdENg CalRenderer Tng BIBAI0BRAKNG Cal3d TTou €idape, woTe va TTApel OAa Ta dedOUEVA TTOU
Xpeiagovtal yia 10 rendering Tou PovTéAou. Xpnoigotroiei ouvaptoelg g OpenGl yia Tnv
ammoédoon Tou poviéAou oTnv 086vn. H cuvdptnon auth cival idia ge autAv TTOU UTTAPXEI OTO

TPoypappa “Miniviewer”.
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. void onRender (int model): H ouvdptnon autr divel TIWEG OTIC ATTAPAITNTEG YIA TNV

ammodoon (rendering) Tou PovTéAou PETABANTEG KAl KOAEI KATTOIEG QTTAPQITATEG CUVAPTACEIS TNG
OpenGl (yia apyikotroinon KATolwv TIJWYV) TPV KaAéael Tn ouvdaptnon renderModel() woTte va
atmodoBei 70 povTéAo oTnv 004vn.

o float gettime (int model): H ouvdptnon auti xpnoidoTIolEi TIC CUVAPTACEIS TNG TAENG

CalMixer (tou Cal3d) getAnimationDuration() ka1 getAnimationTime() kol €TTIOTPEPEI TOV XPOVO

TTOU ATTOMEVEI OGTO JOVTEAO PEXPI VO OAOKANPWOE 0 TTOPEVOG KUKAOG TOU TPEXWY animation.

5.5 Anuioupyia DLL apxeiou

AQOU éxoupue QTIAEEI TO TTPOYPAM KA TTOU dlaxeIpieTal TOV XAPAKTAPA, TIG KIVI|OEIG TOU Kol aTTodidEl
TOV XapaKTApa oTnv 08o6vn, Ba mpétel va dnuioupyrooupe 1o DLL apyxeio pe TIG amapaitnTeg
OUVAPTNOEIC WOTE va PTTopoUuE va KaAéooupe auTég ammd 1o XVR. MNa autd To oKoTro €@Tiaga Ta
apxeia PeopleAnimation.h kai PeopleAnimation.cpp PE TIG CUVAPTAOEIG QUTEG, Ol OTTOIEG TTPETTEI VA
EXOUV TNV €8S HOPPN:

extern “C” __declspec (dllexport) function();

Me autd Tov TpoOTO OTaV TpECouue TO TTPOypaupa Ba dnuioupyrioel To DLL apxeio pe TIg
ouvapTtnoelg auTéG. O ouvapTAOEIG AUTEG KAAOUV TIG AvAAOYEG OUVOPTAOEIG aTTO AUTEG TTOU €idape
oTnv TTponyoupevn TTapdypa@o. Mo KaTw avagépovTal 0l CUVAPTHOEIS TToU Ba euTTEPIEXOVTAl OTO
DLL apxeio yia va kaAouvtal ammd 10 XVR Kal TT01E¢ aTTO TIG OUVOPTAHOEIG yia dlaxEipion Tou

XOPAKTAPA TTOU QTIAEapE KaAoUV:

o int_init(int_model): KaAei T ouvdptnon onlnit (model) TTou €idaue oTnVv TTPONYoUUEVN

TTAPAYPoQo yia va dnuioupyndei £vag vEoG XOapPaKTAPAS atrd TO HOVTEAO TTUPAvVA TTOU OpIgel N
TTAPAPETPOG.

. int readModelFiles (int clothes): Maipvel wg TTapdueTpo TNV TIUA 1 A 2 TTou deixvel TToIo AT

Ta dUo CGF apyeia 1Tou épmiaa va dwoel WG TTAPANETPO KAAWVTAG OTN CUVEXEIQ TV oUVAPTNON
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onCreate (cfgFile, path) TTou €idape oTnVv TTPONnyoUuevn TTAPAYPAPO Yia Th dnuioupyia véou
povTéAou TTUpfva. H diagopd Twv 800 auTwy apxeiwv £XEl va KAVEl JE TO UAIKO OTO CWHA ToU
MovTéAou OTTOU XpnaoldoTrololv OlaopeTIKA texture files woTe va @opei €ite TTOUKAUIOO E€iTE

@avéla. Autd Bewpoupe wg dUo SIOPOPETIKA HOVTEA TTUPRAVA.

o void whenldle (int model): KaAei Tn ouvdptnon onldle (model).
o void renderModel (int model): KaAei Tn cuvdpTtnon onRender (model).
o void setMotion (int motion, int model, float delay): KaAei Tn cuvdpTtnon setState (motion,

delay, model).

o void setAction (int action, int model, float fadein, float fadeout): KaAei N ocuvaptnon

executeAction (action, model, fadein, fadeout).

o void setVelocity (float velocity, int model): KaAei 1n ocuvéptnon setTimeScale (velocity,
model).

o void setStopMoving (int model): KaAei Tn ouvéptnon setStopMoving (model).

o int getState (int model): KaAei Tn ouvdptnon getState (model).

o float gettime (int model): KaAei Tn ocuvdptnon gettime (model).




KE®AAAIO 6

YAotroinon Epapuoyng (2) — TeAiki epapupoyni oto XVR

6.1 Mevika

210 KepdAaio autd Ba avaAucoupe Ta Bacikd BApaTa dnuioupyiag TG TEAIKAG £QAPPOYAG OTO
XVR. 'Exoupe ndn €éroiyo 10 DLL apxeio Pe TIC QTmapaitnTteg OUVAPTACEIG dlaXEipiong Tou
xapaktipa (KepdAaio 5). Emiong €xoupe OAa Ta OXeTIKG PE TO avBpwTTivo POVTEAO apxeia
(okeAeTd, textures, UNIKA, TTAEypaTa) atmoBnkeupéva o€ €va ZIP apyeio. Ztnv Tapdypa@o 6.2 8a
OoUue TTWGS Ba TOTTOBETACOUME avBpwWTTIVa JOVTEAO OTO XWPEO va TTEPTTaTOUV. ZTNV TTapAypa®o
6.3 Ba doupe TTWG Ba KAVOUWE TOUG avBpWTTOUG va BpiocKouV TN owaoTr TTopeia étav TTPETTEl va
Kabioouv o€ pia KapékAa, TTWG KABovVTal Kal TTWG ONKWYOVTAl. ZTNV TTapdypago 6.4 Ba doUue TTwG
KAVOUE TOUG avBpwITOUG va atro@elyouv ouykpouoels (collision avoidance) kal oTnv TTapdypag@o
6.5 TTWG AAANAETIOPOUV PETAEU TOUG OTAV UTTOPOUV. 2TNV TTapAypa@o 6.6 Ba dolue TTWG yiveTal
OMOAd n evaAAayry Twv animations oTov XapakTApa Kal n odaAnl TePICTPOP Tou. TEAOG OThV
TTapaypo@o 6.7 Ba doUupe TTWG EYIVE N TTPOCONKN QVTIKEINEVWY OTO XWPO Kal n dnuioupyia Tou

€0APOUG Kal TOU oupavou.

6.2 TomroBiTnoN OTO XWPO avOPpWITWYV TTOU TTEPTTATOUV

6.2.1 Boaoikég peTaBAnTég

O1 Baoikég KaBoAIkEG PETABANTEG TTOU Opifouv Ta BACIKA XAPOKTAPIOTIKA TWV avBpwTTwy TTOU
UTTAPYXOUV OTn OKNnvh gival:
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NuofPeople

AllPos

AllAngles

AllStates

GoingToSit

H petaBAnt) NuofPeople deixvel Tov apiBud Twv avBpwttwy 1Tou uTTdpxouv oTn oknvh. Or TINEG
oTtov Trivaka petapAnTwv AllPos opifouv TiIG ouvTeTaypéveg (X,Y,Z) TnG B€0ng Twv avBpwTTwy Kal
otov Tivaka AllAngles opifovTal ol Joipeg TTOU €ival YUPIOUEVOG O KABE AvBpwWTTOG (TTEPIOTPO®N
oTov dgova Y). 210 AllStates opiletal n otdon Tou £xel 0 KABe AvBpwTToG (apXIKA UTTOPEI €iTe va
TTePTTaTA €iTe va K&BeTal g€ KATToIa KapéKAa). TEAOG oI TIEG oTov TTivaka YeTaBAnTwy GoingToSit
opiouv ot TTolI0 KApEéKAa Ba tdel va kabioel (4 k&dBeTal otV apxXf TNG £Qapuoyrg) o KdaBe
avBpwtrog. O1 KapékAeg gival aplBunuéveg pe TIHEG atmo 0 péxpl x-1 OTTOU X €ival o apIBuog Twyv
KapekAWv otn oknvr]. H TiyA “-1” opiCel TTwg 0 ouykekpipévog dvBpwTrog dev Ba kabioel TToubevd,
ammAd Ba kiveital oto xwpo. AANAJovTag TIG apXIKEG TIUEG TTou divovTal OTIG PETARANTEG QUTEG,
MTTOpOUME va OnuIoupyAooudE dIaQopeTIKr avatrapdaTtacn. Or Tipég oTmig petafAnTég AllPos,

AllAngles kai AllStates aAAGZouv KaBwg ekTeAEITAI TO TTPOYPAUUA.

Etiong ka1 o1 KaBoAIKOi TTivakeg UETARANTWYV TTOU @aivovTal TTo KATw €ival XpAoIyol yia Tn
dlaxeipion TG Kivnong Twv avBpwtwy oTo XwpEo. O1 PETABANTEG AQUTEG APXIKOTTOIOUVTAI PE TNV
TIuA O kKal aAAGCouv TiuA Katd TN dIdpKEIa EKTEAEONG TOU TTPOYPAUMATOG:

AllWheretoGo

AllVectors

AllAnglestoRotate

AllChangedDirection

ChangedDirectionToSit

AnglesTurntoAnim

AvoidPeople

Still
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O1 mipég oto AllWheretoGo Ba kaBopiouv 10 onueio 1Tou B€Aoupe va KaTeuBuvBei TeEAIKA ©
avBpwTtog. Z10 AllVectors Ba éxoupue éva didvuopa yia KaBe GvBpwTTo TTOU 0pilel TNV TTOpEia Tou
EVW N TIWA kKAGBe avBpwtrou ato AllAnglestoRotate opilel TTOOES PoipeS TTPETTEI AKOPA VA YUPIOEl O
avBpwTrog PéXP! va €pBel 0Tn ocwoTA TTopeia avaAoya e 1o didvuopa (BAETTe TTapdypago 6.6). Ol
TiuéG oT1o AllChangedDirection eival Xprioipeg yia Tnv atroguyn eutTodiwy (Trapdypagog 6.4). Ol
TINéG 010 ChangedDirectiontoSit oxetiCovral pe Tnv €mAoyr CWOTAG TTOPEIOG TTPOG TNV KAPEKAA
Xwpi¢ va ouykpouoTei pe authiv  (BAEtTe TTapdypago 6.3.1), evwy Ol TIUEG OTOV TTivaka
AnglesTurntoAnim opifouv TIG HOIPEG TTEPIOTPOPNG TOU avOPWTIOU yia va aAANAETIOPACEl e
Kdtrolov aAAo (TTapdypagog 6.5). O1 Tiég oto AvoidPeople deixvouv og kKdBe AvBpwWTTO TTOI0UG
atmé Toug uttéAoITToug Ba TTPETTEl va aTTo@uyel (TTapdypagol 6.4.2 kal 6.5). TéAog, o1 TINEG oToV
mivaka Still deixvouv yia ka0e dvBpwTtro av kiveital i 6x1. H iR 0 opidel TTwg 0 AvBpwTTog KiveiTal,

evw GAAN TiuA (>0) opiCel Tooa frames akdéua Ba TTapauEgivel akivnTog.

6.2.2 YAotroinon kKivhong Twv avlpwirwy oTO XWPO

Apxikad otn ouvdaptnon OnDownload() opioupe To DLL apxeio ye TIg ouvaptioelg kai 1o ZIP
apxeio pe Ta dedopéva Tou avBpwTTivou POVTEAOU WOTE va @opTwBouyv. 21n cuvaptnaon Onlnit()
dnAwvoupe otnv apxn TIg ouvapTAoelg Tou DLL apxegiou woTe va PTropolv va XpnoiPoTroinBouv.
21N ouvéxela Onuioupyouue Ta avBpwTriva povTéAa. Kahoupe dU0 @opég Tn ouvdapTnon
readModelFiles woTe va @opTwBolv Ta dU0 POVTEAA TTUPAVA TTOU €XOUME (ME QAVEAQ Kal PE
TTOUKAUIo0). Me Tn ouvdapTtnaon init(model) dnuioupyoUe TOUG avBPWTTIVOUG XAPOAKTAPES KAl E TIG
setVelocity kai setMotion opifoupe Tnv TaXUTNTa TTOU Ba KivoUvTal Kal TNV ApXIKA TOUC GTACN
avTtioToixa. AKOAOUBWG apxXIKOTTOIOUVTAl O TIUEG YIA TIG DIAPOPESG HETABANTEG OTTWG TO ChEio TTou
TTPETTEl va TTAEl 0 KABe avBpwtrog (AllWheretoGo) kai 1o didvuoua TTou TTPETTEI VO aKOAOUBET
(AllVectors). ZTnv TTeEPITITWON TTOU 0 AvBpWTTOG atmmAd KiveiTal oTo XWwpo T6TE TO OIAVUCUA
uttoAoyileTtal e Baon Tnv apxikh ywvid tmou cival yupiopévog (AllAngles), evw 10 onueio Tmou
BéAoupe va kaTeuBuvOei uttoAoyieTal ue BAon TNV apxIikn 6€on Tou PovTéAou Kail To OIGVUCHA TNG

TTopeiag Tou, opifovTag £va onueio apkeTd PakpId TTPOG TNV KatelBuvon autr. ZTn ouvdptnon
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OnFrame() uttdpyouv ol evTOAEG yia To TI Ba yiveTal o€ KGBe frame. Av 0 AvBpwTToG TTEPTTATA, TOTE
kaAeital n ouvdptnon CalculateNewManPos (model) yia va utrohoyioel Tn véa 8éon A oTtdon Tou
MOVTEAOU. ZTn ouvéxela yia va (wypa@ioTei o kaBe AavBpwTttog oTnv 086vn, agou TTAYE OTO
avaloyo onueio kal epapudooupe TRV avaloyn TrepioTpo@r] (atd TIG HeTaBAnTEG AllPos kai
AllAngles), kaAouUue TiIg cuvapTioelis whenldle(model) kai renderModel(model) Tou DLL. TMpiv
CwypoagioTei To HOVTENO eAEyXETal av N Béon Tou eival péoa oTn oknvr (eAéyxovtag Tn B€on Tou wg

TTpOG TOV d&ova X).

H ouvdptnon CalculateNewManPos (model) kaAcital 6tav o AvBpwItog TrEPTTATA YyId VO
uttoAoyicel T véa Béon Tou avBpwtiou ce kAGBe frame kal va opicel T véa Tou oTdon av
XpelddeTal va aAAdgel. ETnv TTEPITITWON TTOU 0 AvBpwTTog TTdel va KaBioel o€ KATTOIO KAPEKAQ
(GoingToSit>-1), T10Te apxIk& eAEyxeTal av UTTOpEi va KaBioel Twpa, av TTPETTEl va aAAGgel TTopeia
yla va TTael owoTd TTpog TNV KAapEéKAa TTou Ba kabicel i av TTPETTEl va TTEPIYEVEL yIaTi KATTOI0G
AAAog KéBeTal oTnv KapékAa. Autd Ba Ta doupe oTnv TTapdypa@o 6.3. TN ouvéxela KaAouvTal pe
oeipd o1 ouvaptroelg CheckCollision(model) kai CheckAnimationWithOther (model). H trpwTn
eAéyxel av o AvBpwTtrog odnyeital o€ ouykpouorn Kal aAAdCel avdAoya Tnv Tropeia Tou
(TTapdypagog 6.4) kai n OcUTepn av HTTOPEl TWPA va OAANAETIOPACEl PE KATTOIOV  AAAO
(Trapdypagog 6.5). Apou yivouv autd kal o AvBpwTTog auveyilel va TTePTTATA, TOTE UTTOAOYIETAI N
véa BEon Tou avBpwTtrou avaAoya he TNV TTponyouuevn Tou B€arn, To OIAVUCHO TTOU OKOAOUBEI

(AllVectors) kal Tnv atréaTacn 1Tou BéAoupe va diaviuel o€ kaBe frame étav TepTaTd.

6.3 AvBpwTtrol Kal KOPEKAEG

Kar apxdag dnAwvovTtal aTnv apxr Tou TTPoYPAPPOTOS O ATTaPaiTNTEG METABANTEGS YIA TIG KOPEKAEG.
O apiBudéc Twv KapekAwy, oI BECEIC TOUG Kal Ol YWVIEG TTou €ival yupliopéveg (avaloya HE TIG
YWVIEG uTTOAOYICovTal Kal Ta dIavUCUATA TTPOG TNV KateuBuvaon 1Tou BAETTouv). MNa Tnv uAoTToinon

NG AAANAETTIOpaAONG TWV AVOPWTTWY HE TIG KAPEKAEG Ba TTPETTEI va TTpooeXBoUV Ta €ENG anpeEia:
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. YT1roAoyIoudC Tou onueiou TTou TTPETTEI VA BPioKETAl KATTOI0C AvOPWITOC VIa VO UTTOPEi va

kaBioel oTnv_kapékAa: MNa kadBe kapékAa uttoAoyileTal TO onueio TTou TTPETTEl va BpiokeTal o

avBpwTtiog yia va kabicel oe autrv, pe Baon 1 6éon TNG KApékAAg kKal To OIAVUCHA TNG
KkateuBbuvong tmou BAETTEl N KapékAa. Ta onueia autd ammoBnkeUovTal OToV TTVOKG HETABANTWV

AllPosToSit.

. OploudC TNC TTopEiac TTou TTPETTEI VO adKOAOUBROoEl KATTOIOC AvOpWTTOC WOTE va Kabioel o€

KatTola kapékAa: Av 0 avBpwTrog gival opiopévo va kKabioel oe katrola kKapékAa (GoingToSit>-1)

16TE OTNn ouvdptnon Onlnit() avahoya pe TNV KapékAa TTou Ba Kabioel, opieTal WG onueio TTou
BéAoupe va odnynBei o avBpwTtrog (MeTaBAnT) oto AllWheretoGo) 10 avdloyo onuegio atrd Tov
mivaka AllPosToSit. ‘Etol avdAoya pe 10 onueio autd kail 10 apxikd onueio TTou PpiokeTal o
avBpwTtrog, uttohoyieTal To dIdvuopa NG Tropeiag Tou (euBeia TTPOG TO onNUEio TTOU TTPETTEl vd

@Tdo¢l) Kai ol Joipeg TTou Ba gival yupiopévog (AllVectors kai AllAngles).

o ‘EAeyxoc o€ k@B¢ frame av o avBpwtrog umopei va kabioesl: OTrwg €idaue oTnV TTAPAYPAPO

6.2, orav o 4vBpwtrog Tepmratd  KaAesitar  oe  kdBe frame n ouvdptnon
CalculateNewManPos(model). 2tnv tepimTwon mmou o dvBpwTog cival opiopévog va kabioel o€
KATTrola KapékAa kaAeital n ouvaptnan CheckSitPos(model,chair) yia va yivel o €Aeyxog av YTropei
Twpa va KaBioel. Av dnAadr n amréoTaon ToU Oneiou TTou BpiokeTal o AvOPWITTOG KAl TOU onueiou
TTou TTpéTel va BpiokeTtal yia va kaBioel (AllPosToSit) eivar oAU pikpn (<1). Ze auth Tnv
TTEPITITWON 0 AvBPWTTOG yupilel 60eg POipeG XPeEIAdeTal KAl oTh ouvéxela aAAddel n otdon Tou
EEKIVWOVTOG TO OXETIKO animation yia va kaBioel (kaAeital n ouvdptnon setMotion tou DLL). H
ammoécTaon YeTafu duo onueiwv utroAoyietalr ammd Tn ouvaprtnon Distance xpnoigoTroivTag Tov

paBnuaTiké TUTTo: Distance = (Xo-X4)? + (Z2-Z4)2.

. AM\ayn TTopeiac av o avBpwTToC TTPOooTTaBwWVTAC va OTACElI OTO OnUEio TTou TTPETTEI VIA vVa

kabBioel Bpebei TTiow 1 010 TTAAI TNC KAPEKAAG: AvaAuon oTnv TTapdypago 6.3.1.
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o Ti viveral av kdBeTal KATToI0¢ GAAOC O0TnV KapEKAG TTou BEAEl va kabBioel: ZTnv apxn g

ouvdaptnong CalculateNewManPos(model) eAéyxetar av uttdpxel Katmolog GAAog TTou BpiokeTal
KOVT& Tou, O oTroiog Ba kaBicel oTnv idlIa KapékAa Kal TRV OTIYWr] auTh 1 KABeTal o€ AQuthAv i
onKwveTal atmdé autiv i eival TTOAU Kovtd o€ auThv. Av ocupfaivel katrolo atrdé autd TOTE O
avBpwTtrog pével yia Aiya frames akivntog kai Trepipével (aAAayn NG TIMAG TNG METARANTAG
Stilllmodel]=50 ka1 kaAeital n ocuvdptnan setStopMoving Tou DLL). Agou trepdcouv 1a 50 frames
TTpooTTIaBEi va ouveyioel Tnv TTopeia Tou. 21n cuvdptnon OnFrame, éTav KATTOIO HOVTEANO €XEI OTN
petaBAnTA Still TiuA peyaAuTtepn ammd 0, Té1e ammAd agaipei 1 armmd TNV TIPA TNG METABANTAG Kai dev

KAvel Kapid GAAn aAhayn i éAsyxo.

. O avBpwTtroc agou kaBioel Ba TTPETTEl VA TTEPILEVEI OPIOUEVO XPOVO KAl UETA VO ONKWOEI:

21n ouvdaptnon OnFrame(), av o dvBpwTTog Tpéxel To animation yia va kaBioel, xpnoIuoTToloUUE
TN ouvdaptnon gettime Tou DLL yia va doupe av £xel oAokAnpwOei To animation. Av 1oxUel auTd
T6TE 0 AvOPWTTOG oTaPATd va KiveiTal (KaAgital n ouvdptnon setStopMoving Tou DLL) kai opifoupe
va peivel akivnrog yia 400 frames (Stilllmodel]=400). Otav mepdoouv Ta 400 frames 16TE aAAGCel

TO animation Tou WoTe va oNKWOEI (xprion cuvapTtnong setMotion Tou DLL).

o TiI _TToptia akoAouBei o AvBpwTTog e@oéoov onkwBei: Otav onkwBei (eAéyxetal pe Tn

ouvdpTtnon gettime tou DLL 1mé1e Ba oAokAnpwoOei To animation), 161e aAA&lel To animation Tou
avBpwTtrou TTiow oTo TTepTaTnUa (ouvdptnon setMotion Tou DLL). Q¢ véo didvuoua kateuBuvong
yla ToV AvBpwTTo opileTal To avTioTpo®o didvuoua (TrepioTpo@r] 180 poipwv) atd 1o dIdvuopa TNG
Kateubuvong TTou akoAouBnoe yia va @Taoel oTnv Kapékha. Me Baon 10 didvuopa auto
uttoAoyietal kal To véo onueio Tou BéAloupe va kKaTteuBuvBei o AvBpwtrog (PeTaBANTA
AllWheretoGo) opioviag 1o O€ HIa PAKpPIvi] ammOéoTaCn atmmd TO ONuEio TTou PpioKeTal TwPa O
avBpwTtrog, TTPOog TNV KaTteuBuvon Tou véou Olavuopatog. ‘Etol o dvBpwtrog akoAouBei Tnv

Kalvoupyla Tropeia.
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. T yivetal av_évac avOpwTtroc KABeTal og KATTOIO KAPEKAQ OTNV adpXN TNC £QAPUOYNC: 2€

auTh TNV TTepimTwon oTn cuvaptnon Onlinit() opifeTal wg apxiki Tou BEon TO onuEio TTou TTPETTE
va BpiokeTal yia va kabioel oTn OUYKEKPIPEVN KapEKAQ (TNV KapékAa TTou opileTal oTn PETABANTN
GoingToSit). Epapudloupe emmiong o1o HovTENO wg apxikd animation To animation yia va onkwOei
Kal auéowe aTo TTPWTo frame TnG e@apuoyng opiCoupe TTWG BEAOUNE TO JOVTEAO va JEiIVEl akivnTo
yia 400 frames (ouvdptnon setStopMoving Tou DLL kai opioudg Still=400). To didvuopua tropeiag
TTou Ba akoAouBrioel To povTéAo OTav onkwBei kal apyioel va TepTmaTd opietalr Tuxaia. To
Oldvuopa autd Ba diagpépel ammd Tnv kateuBuvaon TTou BAETTEI N KapéKAa To TTOAU 90 poipes. Me
Baon 1o didvuopa autd uttoAoyideTal Kal To vEo onueio TTou BéAoue va KaTeuBuvBei o AvBpwTTog
6tav TrepmraTd (ueTaBAnTh AllWheretoGo) opifovtag To o€ pia Hakpivi) atréoTacn armod TO OnueEio

TTOU BpioKETaI TWPOQ.

6.3.1  AAAayn Tropeiag yio atro@uyy oUYKpPouong HE TV KapéKAa TTou Ba kaBioel

TNV TTPOCTTABEIa TOU avOPWTTOU Va GTACEI OTO ONUEIO JTTPOOTA aTTd TNV KAPEKAQ TTOU TTPETTEN VIO
va kabBioel, ytropei va Ppebei mTicow atd Tnv KapékAa, 1A &€gid 1 TTAGI aploTeEPA ATTO QUTAV.
Mpétrel va ammo@uyouue TNV oUykKpouon Ke TNV KapékAa n otroia Ba TTpokANBEi Kal va KAvouuE Tov

AvBpwTTo va PTACEl GTO CWATO anEio.

H Baoikn 16€a cival va yivetal o €N¢ EAeyxog o€ kABe frame yia kaBe dvBpwTTo TTou Ba kaBioel o€
KAtrola KapékAa: Av 0 dvBpwTrog gival KOVTA 0TNV KAPEKAD TToU TTPETTEl va KaBioEl, HETPOUNE TIG
Moipeg TNG diagopds Tou diaviouaTog TNG TTopeiag TTou akoAouBei o avBpwTrog (AllVectors) kai
Tou dlavUCOPATOG TNG KaTeuBuvong Trou eival yuplopévn n kKapékAa (ChairsVectors). H diagopd
auTh pag deixvel av o AvBpwTtrog BpiokeTal Tiow, PTTPooTd, A oto A&l (O€gid 3 apioTepd) TnG
KapékAag. Av n dla@opd auTr] deixvel TTwS 0 AvBpwTTOG gival aTo TTAAI TNG KapEKAAG TOTE yia va
atmmo@uyel TNV oUykpouon aAAdCel TTopeia Kal apXidel va Kiveital TTapdAANAa pe Tnv KatelBuvon

TToU BAETTEI N KapEKAQ (TTopeia A), evy av 0 AvBpwTTog PPioKeTal TTIow aTTd TNV KAPEKAQ TOTE yia
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va atro@uyel TNV ouykpouan apxicel va Kiveital ge ropeia 90 poipeg diapopeTikr| (dNAadA KAbeTa)
até TNV KaTeuBuvon Tmou BAETTEl N KapékAa (90 A -90, avaAoya pe TTola TTopEia Ba Tov BydAel TTIo
ypriyopa atré 1o Triow MEPOG TNG KapékAag) (TTopeia B). ZTn ouvéxela oe kd@Be frame av o
avBpwTtrog akoAouBei Tnv TTopeia A, eAéyxeTal av PTTopei va aAAGEEl ava Tnv TTopEia Tou TTPOG TO
onueio mrou Trpétrel (AllWheretoGo), av dnAadn dev BpiokeTal TTAéov 0TO TTAGI TNG KapékAag. Evw
av 0 avBpwTtrog akoAouBei Tnv TTopeia B 10T o€ KABE Bripa eAEyXETAI v TTPETTEI VO CUVEXIOEI TNV
TTopeia auth A av dev gival TTAéov OTO TTIOW PEPOG TNG KAPEKAAG KAl PTTOPED va akoAouBnaoel Tnv

TTopeia A.

MNa Tnv vAotroinon Twv 1o TTavw xpnoiyoTroigital N KaBoAik petaBAnTt ChangedDirectionToSit
yla KGBe avBpwTro. Av n Tiun gival 0 autd deixvel TTwg 0 AvOPWTTOG KIVEITAI XWPig TTPORANUA e
TNV OWOTH TTopEia TTPOG TO anueio TTou TTPETTEN yia va kaBioel. Av n TiunA gival 1 autd deixvel TTwg o
avBpwTtrog GAAage TTopeia Kai Kiveital TTapdAAnAa (av gival ato TTAGI TNG KAPEKAAG) i KGBeTa (av
givar miow amdé v KapékAa) pe 1O dldvuopa KateuBbuvong Tng KapékAag. H ouvaptnon
CalculateNewManPos kaAei yia kaBe dvBpwTro TTou TTdel yia va Kabioel o€ KapékAa Tn ouvaptnon
TestlfChangeDirectionToSit(model). H ocuvdptnon autr eAéyxel Tnv TINA TNG  METAPRANTAG
ChangedDirectionToSit kal TTpATTEl WG £EAG:

o Av gival 0 T61e eAéyxel av BpioKeTal KOVTA OTNV KAPEKAG KAl av Ol JOoipeS TNG d1aPopdc Tou
dlavUuoPaTog TNg TTopeiag Tou avOpwTiou Kal Tou dIavUoPOTOG KATEUBUvVoNG TNG KApPEKAAG
Oceixyvouv TTw¢ PpiokeTal TTiow A 0To TTAAI TNG KAPEKAAG. Av I0XUEl auTd TOTE aAAACEl TNV TIUA TNG
peTaBAnTAS ChangedDirectionToSit og 1 kai kaAei T ouvdptnon ChangeDirectionToSit yia va
aAAd&el av@Ahoya Tnv TTopeia Tou. MNa Tov uTToAOYIGHO TNG dI0YOoPAag dUO BIGVUCUATWY KaAEITal N
ouvdptnon CalculateRotation. H ouvdptnon auti taipvel wg Tapapérpoug dUo diaviouata
(¢0Tw A kai B) kai uttoAoyicel TTéoeG Poipeg TTPETTEI va yupioel To A WaTe va yivel TTapdAAnAo e 1o
B. Xpnoiyotroieital o pabnuartikdg TUTTOG “angle = acos (v1ev2)” omou v1 kai v2 ceivai
KavovIKoTTolinuéva diavuouarta.

o Av n TR €ivar 1 161€ UTTOAOYICeTal TO dIdvuopa KateuBuvong TTou Ba odnyouce Tov

AavBpwTro ATTd TO CNWEIO TTOU PPICKETAI TWPA TTPOG TO CNUEIO TTOU TTPETTEN yia va KaBioel. Av n
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dlapopd Twv PoIpwVv Tou dlavUopuaTog autol Pe To dIAVUCUA KATEUBUVONG TNG KAPEKAAG dEixvouv
TTWG UTTopEi va akoAouBroel Tnv Tropeia autr (dpa dev Bpioketal TTAéov oTo TTAGI TNG KAPEKAQG),
TOTE opileTal auTr wg n véa Tou Tropeia kai n T ChangedDirectionToSit yiverar maAl 0. Etriong
av o avBpwTrog akoAouBei TTopeia KABeTN pe TN KaTEUBUVON TNG KaPEKAQG (gival dnAadr| TTiow atrd
auThv), TOTE EAEYXETAI AV £XEl PUYEI aTTO TO TTIOW PEPOG TNG KAPEKAQG, WOTE va aAAAgEl TTopEia Kal
va KIVEITal TTapAdAANAa pe TNV KaTelBuvon NG KapéKAagG. AuTO YiveTal KOAWVTOG Th OUvAPTNON
ChangeDirectionToSit. levikd n ouvdptnon ChangeDirectionToSit eAéyxel av o avBpwTTog
BpiokeTal oTo TTAGI TNG KAPEKAQG, TTiow Oe€Id N TTiow apioTepd atrd auTrv Kal aAAdlel avaioya Tnv
TTopeia Tou avBpwTtTtou aAAdlovTag 1o didvuopa TTou kaTteuBuvetal (AllVectors) kal TIG Joipeg TTou

gival yuplopévog.

Eikova 6.1: AvOpwITog TTou KABETAI OTNV KAPEKAQ

6.4 Amo@uyn OuyKpoUuoEwv

MNa va Kivouvtal ol AvBpwTTol PeAANICTIKA OTO XWPO, Ba TTPETTEl va aTTOPEUYOUV TIG OUyKpouoelg. H
Baoikn 16éa TTepIypd@eTal oTn cuvéxeia. KaBwg KAtoiog avBpwTrog TTEpTTATd, YiveTal EAeyX0G av

MTTPOOTA TOU PETG atrd Aiya BrApaTa TTPog TNV TTopEia TToU akOAouBei UTTApxel avTikeiyevo. Av
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IoXUEl auTo TOTE YIA VA TO ATTOPUYEl Ba TTPETTEI va aAAGEEl TTpoowpIvd TTopeia yupifovTag ite de€Id
€iTe ApIOTEPA KATTOIO APIBUO polpwv. Oa TTpETTEl va Bpebei 0 M0 €UKOAOG Kal peaAIOTIKOG SpOOG,
OnAadr o MIKPOTEPOG aPIBUOS UOIPWY TTOU XPEIAZETAI va YUPIoEl TTPOG KATTOoIa KaTeuBuvan (01 N
aploTepd) yia va atmmo@uyel Tn oUykpouon. ExTeAcite yia autd 10 OKOTIO n €¢nAg diadikaaoia:
EAéyxoupe av aAAalovriag Tmopeia 5 poipeg 6e€id Ba amogeuxBei n olykpouon. Av dev
atmro@euyeTal, eAéyxoupe oTIG 10 poipeg, peTd oTIG 15 KOK. PEXPI va Bpoupe Tov KATtdAAnAo apiBuéd
HOIpWYV TTOU TTPETTEI VO YUPIOEl yia va atro@uyel Tn ouykpouorn. Kévoupe 1o idlo Kal TTpog Ta
apIoTePA yia va BPOUNE TOV HIKPOTEPO ApPIBUG POIPWY TTOU TTPETTEI VA YUPIOEl TTPOG apIoTEPd yid
va ammo@uyel Tn ouykpouan. ‘Etol emAéyoupe Tnv Kareubuvon OTTouU 0 apIBPOS TWV HOoIPWY TTou
Xpelagetal va yupioel gival pikpotepog. MNupioupe Tov AvBpwTro TTPOG TNV KaTelBuvon auTth, Tov

avAaAoyo apiBud poipwy.

2Tn ouvéxela, o avBpwTTog Ba TTPETTEI KATTOIO OTIYMI VO GTAUATHACEl va akoAouBEei auTr TNV TTopEia
TTou Béoape (kateuBuvon A) Kal va akoAouBnoel TTopeia TTPOG TO onUEio TTou TTPETTEI TEAIKA va
@Tdoel. ‘ETol avd TOKTA XPOVIKA dlacTripaTa €AéyXel av UTTopEl va akoAouBroel 1o didvuoua
KaTeuBuvong 1Tou odnyei atrd To onueio TTou PPIoKETAI TWPA, EUBEIA TTPOG TO CNUEIO TTOU TTPETTE
TeEAIKG va @Tdoel (kaTteuBuvon B). Av n katelBuvan B dev Ba odnyrjoel ota €mopeva PruaTta o€
olyKpouaon, TOTE 0 AvOPWTTOG Yupilel Kal KaTeuBUveTal Kal TTAAI TTPOG TOV TEAIKO TOU TTPOOPIoHO
akoAouBwvTtag Tnv kateuBuvon B. Av 6uwg n katelBuvon B Ba tov odnyoloe kal TTAAI O€
oulyKpouaon, ToTe dev yupilel TTpog B, aAAG oUTe Kal ouveyilel va akoAouBei Tnv kateuBuvon A. Av
OUVEXICE va KIVEITAI TTPOG A, TOTE i0WG va aTTOPOKPUVOTAV aTTd TO ONUEio TTou TTPETTEl TEAIKA va
@Tdoel Kal €TTiong Ba uTIpPXe KivOuvog va CUYKPOUOTEI HE KATTOIO GAAO QVTIKEINEVO OTO XWPO.
‘ETo1 yivetal o €Aeyxog TTou €idape oTnv TTponyoupevn TTapdypago, yia Tnv kareuBuvon B.
EAéyxoupe onAadr mooeg poipeg Ba £TTpeTte va yupicel o AvBpwWTTOG yia va aTToQUYEl TN
ouUykpouon Tou Ba ouvéBaive av akoAouBouoe Tnv Tmopeia B (dnAadn 1o didvuoua TTou odnyei
atré 10 onueio Tou Bpioketal TWpa ubeia TTPOg Tov TEAIKS TTpoopIoud Tou). O uTToAoYIoNOS aUTOG
Mag dnuioupyei Tnv kaTtewBuvon . Auth eival n véa TTopeia TTou Ba akoAouBrRoEl OTn CUVEXEID O

avBpwTtrog. Ymdpxel BéBaia peydAn mBavéTnTa n katevBuvon I va gival idia pe v A (katelBuvon
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TTOU akoAouBei Twpa) av dev UTTAPXEl KaAUTepn Sladpopr) atrd tnv A Tnv dedopévn OTIYUA.
Ymdapxel €miong n mBavotnta n [ va dia@épel eAdxioTa amd Tnv KateuBuvon A kal av autd
ouvéBaive KaT eTavaAnyn o€ ouvexoueva frames, autd Ba gixe wg ammoTéAeoua va BAETTOUNE TOV
AavBpwTro va KAvel PN pealIoTIKEG KIVAOEIS agoU Ba dA\ale kateuBuvon oe k&Be frame. MNa va
AUooupe autd To TTPORANUa opioupe Tov EAeyX0 yia To TTOTE Ba GTAUATHOEl va akoAouBei kdTroia
TTopeia TTou TEONKE yia va atmmo@euxBei k&tmola ouykpouon (katelBuvon A), va yiveral KaBe 7

frames kai 6x1 KGO¢ éva.

6.4.1 YAomroinon

XpnoiyoTtroloUpe TIg PeTaBAnTég oTov trivaka AllChangedDirection. MNa kdBe dvBpwTro, av n TIUNA
NG METABANTAG auTAg cival O onuaivel TTwg 0 AvOPWTTOC £xel KaTeUBUvON guBgia TTPOg To onueio
TTOU TTPETTEI TEAIKA va @TACEl, evw av gival 1 autd onpaivel TTwg aKOAOUBET hia TTPOCWEIVE TTopEia
ylo va amo@uyel kdmola ouykpouon. Omwg €idaue otnv Tapdypago 6.2, otn ouvdptnon
CalculateNewManPos 1Tou KaAeital og KGBe frame yia KOs avBpwTTO TTOU TTEPTTATA, YivETAl KANON
otn ouvéptnon CheckCollision(model). H ocuvdptnon auti n otoia €ivalr utrelBuvn yia Tnv
atmmopuyn ouykpoUcewyv, eAéyxel TNV avaAioyn Tipn otov Tivaka AllChangedDirection kal TTpdaTTel
WG €ENG:

o Av n TN givar 0 161€ KaAei TN ouvdptnon IsColliding yia va &gl av n KateuBuvon TTou
akoAouBeital Twpa armd Tov AvBpwTTo Ba odnyroel oe Aiya BApaTa o oUykpouaor). Av €TTIOTPEWYEI
true, B¢tel Tnv TPl Tou AllIChangedDirection o€ 1 kal OTn ouvéxela KaAei T ouvdptnon
CalculateAngletoAvoidObstacles yia va Bpel TTOOEC Poipeg TTPETTEI va yupioel 0 AvBpwTTog yia va
atmmo@uyel T ouykpouon. AAANGCel avaloya To didvuopa kateuBuvong Tou avBpwtrou (AllVectors)
Kal TIG JOipeS TTou Ba gival YupIGuEVOG.

o Av n TigA givar 1 161€ UTTOAOYICEI TO diIAvuopa KaTEUBUvVONG TToUu 0dNyd Tov dvBpwTro aTrd
TO Onueio TTou PpiokeTal TWpa gubeia TTPOg To onueio TTou TTPETTEl TEAIKG va @Tdoel (TestVector).

KaAei Tn ouvdptnon IsColliding yia va de1 av 1o didvuopa TestVector odnyei o olykpouon. Av
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dev o0dnyei oe ouykpouon TOTE opideTal auTO WG To VEO dIdvuoPa KATeUBuvong Tou avBpwTrou Kal
n iy oto AllChangedDirection yiveral TTadAI 0. Av 6pwg 10 TestVector odnyei oe ouykpouon T0TE
kaAeitar n ouvdptnon CalculateAngletoAvoidObstacles, yia va doUue TTO0EG POIPEG TTPETTEI VO
aAAdgel To TestVector yia va ammoguyel Tn oUykpouon. O apiBudg Twv Polpwy TTou Ba TTapoupE
TIPOCTIOETAI OTIG HOIPEG TTOU TTPETTEI va yupioel o AvBpwTTog yia va akoAouBrnoel 1o didvuoua
TestVector. To dBpoiopa autd cival ol Poipeg TToOU TIPETTEl va yupioel 0 AvBpwTTog Kal avaioya
opifeTal kar To didvuopua kareuBuvong Tou. H Tiu oto AllChangedDirection Trapauéver 1 kai

opifoupe va yivel o eTTOPEVOG EAeyx0G o€ 7 frames.

H ouvdaptnon IsColliding mraipvel wg TTapauétpoug Tov aufov apiBud Tou avBpwTtou Kal TO
Olavuola TToU TTPETTEl va eAeyxBei. MNa KABE avTIKEIUEVO OTO XWPO TTOU PPIOKETAI OXETIKA KOVTA
Tou, KaAei T ouvdptnon P2PCollision repvwvTag Ti¢ avaloyeg TTApauETPOUG yia va &€l av Ba
uTTapgel ouykpouan HeE auTtd. Av dev Ba auykpouoTei e Kavéva atrd autd ToTe moTpEQel false
evwy og avtiBetn TrepiTrTwon emoTtpégel true. H ouvdptnon CalculateAngletoAvoidObstacles,
TTAipVEl WG TTAPAPETPOUG TOV apiBud Tou avBpwTiou Kail £éva didvuopa kateuBuvong. AkoAouBeital
n Sladikacia Tou €idaue oTnv apxn TNG Trapaypdeou 6.4. AnAadfi avd 5 poipeg TTpog KABe
KateuBuvon (apioTepd kal Oe€id), eAéyxel av Ba ummdpel oUyKpouon KAAWVTAG Tn ouvdapTnon
IsColliding divovTag wg TTapdueTpo To avAAoyo SIGvuoua KABe @opd WEXP! va BPEl TNV KAAUTEPN
Auon. EmoTpéel TIG poipeg TTou Ba Bpel WG KaAuTepn AUon (o1 hoipeg Ba £xouv BETIKO i apvnTiké

TTPoaNUo avaAloya Pe Tnv KateuBuvan).

H ouvéptnon P2PCollision TTaipvel wg mapapérpoug dUo onpueia (Point1 kai Point2), éva didvucua
ka1 duo apiBuoug (Dist1 kai Dist2). EAéyxel av 1o onpeio Point1 akoAouBwvTag 1o didvuoua PEXPI
kal Tnv ammoéoTaon Dist1, Ba Bpebei kovrd oto Point2 oe améoTacn pikpoTepn ammod Dist2. MNa kdbe
avTIKEigeVO TTou BEAoUNE va eAeyxBei av Ba ouykpouaTei he KAatTolov avBpwTro, divoupe wg Point1
Tn 6€0n TOoU AvBpWTTOoU, WG Point2 TOo KEVTPO TOU aVTIKEIMEVOU Kal yIa dIGVUCUA TNV KaTelBuvon
Tou avBpwTtrou. O Dist1 kai Dist2 diagépouv yia kéBe avTikeiyevo. Me tnv mmapdauerpo Dist1

MTTOPOUME VO OpPicOUPE PEXPI TTOON ammoéoTaon BéAoupe va eAéyxetar av o AavBpwTtog Ba
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OUYKPOUOTEi P TO avTikeigevo Kal e To Dist2 opidoupe katd katrolo TpéTTo Ta 6pla (oav bounding
box), dnAadny oe TMOON ATTOOTACN OTTO TO KEVIPO TOU QVTIKEIUEVOU WTTOPEI va €pBel KOVTA O

AvBPWITTOG XWPIC va OUYKPOUGCTEI.

6.4.2 ATmropuyn ocUykpouong pe dAAoug avBpwiToug

MNa k@Be avBpwTro oTov Tivaka petaBAntwy AvoidPeople gaiveTal TToioug avBpwTTtoug Ba TTPETTE
va atmmo@uyel. O1 GvBpwTTol AUTOI TTOU Ba TTPETTEI va aTTOQUYEL, OpifovTal giTe €TTEIdA TTEpacav aTTd
KOVT& Tou Kal &ev aAAnAetTidpace pali Toug 1 €xel TeAelwoel n PETAEU Toug aAANnAeTTidpacn
(TrepioadTEPA OTNV TTapAypao 6.5). Z1n auvaptnon IsColliding TTou yiveTal o éAeyxog av yiveTal
oUyKpouGon HE TO AVTIKEIMEVO TOU XWPEOU, TTPOCBETOUME Kal TIC QVTIOTOIXEG EVTOAEG yia va
atropeuxBouv kal ol avBpwTrol TTou opifovtal aTov Trivaka AvoidPeople. MNa k&Be GvBpwTTo TTOU
TPETTEl va atmo@euxBei n olykpouorn, kaAeital n ouvdptnon P2PCollision pe TIg avdloyeg
TTapapéTpous. Ouwg etTeldr] ol AvBpwTrol KIvoUvTal OTO XWPEOo, Ot avTiBeon pe Ta UTTOAOITTA
QVTIKEIYEVA, AVTIMETWTTIOA OPIOUEVEG DUOKOAIEG OXETIKA WE TNV ATTOPUYR OUYKPOUONG, Ol OTTOIEG
TTEPIYPAPOVTAI TTIO KATW:

o YTapyel n TEPITTWON evw 0 GvBpwTTog A TTPoaTTabei va atro@uyel Tn gUyKPOUGOT JE ToV
avBpwTto B kal 0 avBpwTrog B TTpooTrabei Tautdyxpova va atro@uyel Tov A, va odnynbouv o€ pia
katdoTaon 61Tou Kal o1 dUo Ba KivouvTal o€ pia ouveX AdBog tTopeia TapdAAnAa, o €vag SitTAa
oTov dANo. Auto Ba cupBei av gival TTOAU KOVTd, oXeDBOV TeALIWG aTTéEVAVTI 0 £vag aTTd Tov GAAO Kal
TTpooTTaBolv ammod Tnv idla PepId va atmo@uyouv Tn cUykpouaon. Av Kal To 0TI BEcape Tov €AeyXO
yia aAAayr] TTopeiag va yivetal KGBe 7 frames PEIDVEI TN GuXVOTNTA EUPAVIONS TOU QPAIVOUEVOU
auTou, UTTApxEl akoua meavotnTa va ouuBei. MNa va emAuBei To TPORANPa, TTpdabeca Tov €EAG
éAeyxo otn ouvdptnon IsColliding: Av o dvBpwTrog TTou Kavel Tov éAeyxo (A) €ival TTOAU Kovtd
oTov AvBpwTro TTou B€Ael va atmoguyel (B) kai Tautdoxpova o B akoAouBei pia tmopeia oxedov
TTapAAANAN pe 1o didvuopa KateuBuvong Tmou e€eTaleTal yia Tov A, T0TE emoTpé@eTal true. ‘ETol 10

TTPOYPaANPa Bewpei TTwS N KaTeUBUvVON auTh Ba odnynoel oe oUyKPouan Kal avaykaletal va Bpel
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AAAn Tropeia (agou TAéov n ouvdpTtnon CalculateAngletoAvoidObstacles dev Ba dlaAégel auTr) Tnv
KareuBuvaon).

o Etreidn o1 dvBpwTrol KivoUuvTal OTTOUdATTOTE OTO XWPO, UTTAPXE!l TTEQITITWAN KATTOIO GTIYMN
KATTOI0G AvBpwTTOG va Bpebei eyKAwPBIoPEVOG 0 KATTOIO onueio. Autd Ba cupBei av TTepIBAAAETaI
atd avTIKEigeVa Kal avBpwTroug Kal dev UTTAPXEl Kauid diaBéoiun diadpoun yia va atro@uyel Tn
olyKkpouaon. Ze auth Tnv TrepiTrTwon 6pica Tnv ocuvdptnon CalculateAngletoAvoidObstacles va
emoTpéwel TNV TIFA 999. Autd onuaivel TTwg &ev UTTAPXEl Kapid diaBéoiun TTopeia TTou dev Ba
odnynoel o€ ouykpouaon. Na va AuBei To adiE€odo, n CheckCollision o€ auTtA TNV TTEPITITWON KAAEL
Tn ouvdaptnon setStopMoving Tou DLL kai 8¢étel Tnv iy Still=10, oUtwg woTe 0 dvBpwTTog va
TTapayeivel otn B€on Tou akivnTtog yia 10 frames. Metd ammé 10 frames Ba {avatrpooTrabrcel va
Bpel kaTTOIO TTOPEiIQ yIa va atmmo@uyel Tn oUykpouon. MBavév péxpl 101E KATTOI0G OTTG TOUG
avBpWTTOUG TTOU TOV TTEPIKAEIOUV va €xel JETAKIVNOEI waTe va PtTopei va @uyel atmo 1o adié€odo.

Av Ox1, T0TE TTEPIYEVEL OKivNTOG Kal {avadokipddel o€ akdpa 10 frames.

6.5 AAAnAemidpaon peTagu avlpwiTwyv

Méxpl Twpa €idaue TTwG KAVAPE TOUG QvOPWITOUG va KIVOUVTal OTO XWwPOo, va KABovtal oTig
KOPEKAEG, VO ONKWVOVTAl ATTO AUTEG KOl va ATTo@QeUyouv TIG Ouykpouoelg. a va yivelr 1o
PEAAIOTIKA N avatTapdoTaon TTou QTIAXVOUNE, Ba TTpocBEooUE TNV ETTIAOYA OTOUG AvOPWITTOUG Va
aAANAeIOpOUV METAEU TOUug TPEXOVTAG Ta animations Tou eTolydoaue (ouvopiAia, Xelpayia,

X0pOg).

H ouvdaptnon CalculateNewManPos 1Tou Tpéxel o€ KABe frame yia kGBe AvBpwTTo TTOU TTEPTTATA,
kaAei Tn ouvdaptnon CheckAnimationWithOther(model). H ouvdptnon auth eAéyxel av o
avBpwtrog utropei va aAAnAemdpdoel pe KATTolov AAAO Kal KAVEI TIG ATTOPAITNTEG EVEPYEIEG.
2UYKEKPIMEVA N ouvapTNON auTr] KOITAZEl TTPWTA av KOVTA OTovV AvBpwTro (A), UTTAPXElI KATTOI0G

dAAog avBpwTrog B o oTtroiog dev gival oTov TTivaka Tou A PE TOUG avBpwITToug TToU TTPETTEI va
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atmmo@uyel (AvoidPeople). EAéyxetal kal av oUTe kal 0 A gival otov Trivaka AvoidPeople Tou B. Av
uttdpxel o A oTtov Tivaka Tou B, TOTE TTpoCTiBeTal Kol 0 B oTOV Trivaka Tou A wWOTE va Tov
aTToQUYEI KAl Va unv TTpoxwpnoouv o€ aAAnAemidpaon. Etriong eAéyxetal av o B mmeptrartd. Av dev
TTePTTaTd, aANG Tpéxel kK&Tmolo dAAo animation (k&Betal i onkwveTal 3 AAANAETTIOPA UE KATTOIOV
aAAo avBpwTTo) TOTE apéowg TTpooTiBeTal oTov TTivaka AvoidPeople Tou A WoTe va Tov ammo@uyel
Kal va punv oAAnAemmdpdoel padi Tou. 'ETol agou BeBaiwBolpe TTwG 0 A ptTopei va aAANAETTIOPACE!
pe Tov B, emAéyeTal oTn ouvéxela tuxaia évag aplBuog atd 1o 0 péxpr 1o 3. Aivoupe 25%
mOavoeTNTa OTNV TTEPITITWON va PNV aAAnAemmdpdoouv petagu Toug Kai 75% oTnv TrePITITWon va
aAnAemdpdoouv. ‘ETol av emAexBei o apiBuog 0 1éte ammAd TpooBEéTouue Tov B oTov Tivaka
AvoidPeople Tou A wOTe va ToV ATTOQUYEI KAl TOV A OTOV AVTIOTOIXO TTivaka Tou B. ZTIG UTTOAOITTEG
TepITTWoelG (emAoyn 1-3), kaAeitar n ouvdptnon RotatetoAnimate wote o1 davBpwTtrol va
yupioouv OTnv KatelBuvon Trou TIPETTEl yiad va OAANAETTIOPACOUV KOl OTn OUVEXEID N

SelectandAnimate yia va emmAeyei pia aAAnAeTTidpacn kai va Tpéouv Ta avaAoya animations.

H ouvdptnon RotatetoAnimate yupiCel Toug avBpwTitoug 60eg Hoipeg XpeldleTal yia va BpeBolv
atmévavTl Kal va BAETTEl 0 évag Tov GAAOV woTe va UTTopEl va Tpégel To animation (ouvoplAia,
xelpawia | xopdg). O apliBudg Twv Poipwy TTou Ba yupioel kABe AvBpwTTog atmoBnKeUETal OTOV
TTivaka KaBoAlkwv petafAnTtwyv AnglesTurntoAnim. ETiong n cuvaptnon auth eAéyxel TTwg Ogv
UTTAPXEl KavEva avTIKEiNEVO PeTaEU Toug. Av uTTapxel TOTE oTapatd n diadikaoia, dev yupifouv ol
avBpwTrol yia va BAETTouv 0 évag Tov AAAov Kai Ogv TpEXEl TO animation. ZTn ouvéxela agou Oegv
UTTApxEl EUTTOBI0 PETAGU TOUG Kal yupioouv TIG avaAloyeg Poipeg, n ouvdptnon SelectandAnimate
Ba emAéCel kal Ba TpEel Ta animations. ETIAEyel oTnv apxn Tuxaia TToia aAAnAeTTidpacn Ba TpEgel
(utrdpxouv 2 emmAoyEG ouvopiAiag, n Xelpawia kal o Xopog). Apou etmiAexBei, TéTE eQapudleTal o€
KaBe avBpwTro 10 avdAoyo animation (kKaAcital n ouvdaptnon setMotion Tou DLL) kai opiCetal n
KAatadAAnAn TaxutnTa TTou TTPETTEl va TpECEl To animation (ouvdpTtnon setVelocity Tou DLL). T€Aog,
TTPOCBETOUNE TOV KGBE AvBpwTTo oTov Trivaka AvoidPeople Tou GAAou, waoTe 6Tav oAoKANPpwOEi TO
animation va atmo@uyel 0 évag Tov dAAo. Av dev TOo KAvape auTtd TOTE UTTAPXE N TTBavoTnTa va

aAAnAeTTIdpoUv cuvéxela aTto idlo onueio.
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Etriong otn ouvdptnon OnFrame(), oTnv TTEQITTTWON TTOU KATTOIOG AVOPWITOG EKTEAEI KATTOIO ATTO
Ta animations aAAnAemidpaong pe KAatolov GAAO, eAéyxeTar av OAOKANpwOnKe TO animation
(ouvéptnon gettime Tou DLL). A@ou oAokAnpwBei, ToTe Ba TTpéTTel 0 AvBpwWTTOG va ouvexioel va
TTEPTTATA TTPOG TOV TTPOOPICUS Tou. XpnOIPOTToIoUhE TN ouvapTtnon setMotion Tou DLL yia va
apyioel va reptratd kal Tn ouvdptnon setVelocity Tou DLL yia va opicoupe Tnv TaxUtnTa I TO
TepmraTnua. Etiong yupifoupe Tov AvBpwTTo Tov apIBUd TWV HOIPWY TTOU YUPIOE YIA VA EKTEAECEI
TO0 animation aAAnAemidpaong (amd tn uyetaBAnTi AnglesTurntoAnim) TTpog Tnv avTiBeTn TwpaA

KaTeuBuvon WoTe va yupioel TTpog TNV KaTelBuvon TTou ATav TTPIV OTAUATHOEl VA TTEPTTATA.

Eikéva 6.2: AvBpwTrol TTou ouinTtouv

6.6 OpaAn aAAayrl animation ka1 oOpaAR TTEPICTPOPN AVOPWITOU

ZnUavTIKOG TTapdyovTag OTo TTOCO PEAAIOTIKN QaiveTal n Kivnon Twv avBpwTiwy givalr 1o 1600
peaAIoTIKG cival Ta animations TTou Xpnoigotroindnkav. AuTé¢ O TrapdyovTag MEAETBNKE
avoAuTIKG oTa TTponyouueva KepaAaia. Kard tnv ulotroinon oto XVR Ba trpétmel va Tpocéfoupe

OUO €mMITTAEWV OnNUEia WOTE va TTAPOUNE TTPAYUATIKA PEAAICTIKA atroTeAéopaTta. Ta dUo auTd
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onueia eival o TpOTTOG PE TOV OTTOIO YiveTal n aAlayrp Tou animation TTou TPEXEl O€ KATTOIOV

AvBpwTTo KAl 0 TPAOTTOG TTOU YIVETAI N TTEPICTPOPI TOU avOPWITOU.

Qg avagopd Tnv aAAayr Tou animation oTov AvBpwTTo, AUTA Ba TTPETTEl va Yivel OTABIAKA WOTE va
@avei pealioTiki. Katd tnv aAAayr Tou animation divoupe éu@acn og U0 ONUAVTIKEG METABANTEG.
Otrwg €idape, yia TNV epapuoyr] KAtrolou véou animation 010 avBpwtTivo PovTENO, KOAOUPE Tn
ouvdpTtnon setMotion Tou DLL, divovtag wg TTapauéTpoug Tov apiBuo (id) Tou véou animation, Tov
ap1Buo (id) Tou avBpwTTOU Kal ia TIPA TToU O€iXVEl TNV XPOVIKA KaBuoTépnon PEXP! VO EQAPUOCTEL
oTadiokd TTANPwWS To vEéo animation kal va katapynBei To TTponyouuevo. AuTA n TPITN TTAPAUETPOG
gival n pia a1ré TIg dUO PETAPBANTEG TTOU TTAifouv POAO O0TO TTOCO PEaAIOTIK Ba @avei N aAAayr NG
Kivnong. ETriong, dev BéAoupe 10 véo animation va apxioel va eQappoleTal 0TO HOVTENO aPECWG
a@ou oAokAnpwOei évag KUKAOG Tou TpExwyv animation, aAAd Aiyo vwpitepa. Eidaue TTwg pe TN
ouvdptnon gettime tou DLL Traipvoupe TOov aplBud Twv frames Tou atréPelvav yia Tnv
OAOKAApwWON €vOg KUKAoU Tou animation. O aplBudg TTou opidel Téoa frames TTpIv 0AOKANPwOEi 0
KUKAOG Tou TpéXwv animation Ba apyifel va epappoletal 1o véo animation, eival n 0elTEPN
peTaBANTA TTOU TTAiCel pOAO OTO TTOCO PEANICTIKY Ba @avei N aAhayig TnG Kivnong. AivovTag €101
TINEG OTIG OUO HPETABANTEG TTOU avagEépape, TTPOOTTABOUNE va KAvoulue Tnv aAAayr] Tou animation
600 Mo PeaMIoTIKN yiveTal. Ze KABe €idoug MBOavAg evallayng animation tmou ptropei va ummdpéel
otnv epappoyn (dnAadny aAlayrp ammd kdBe animation oe kdBe &GAAo MOavo animation), ol
MeTABANTEG auTEG TTaipvouv GAAEG TIEG. O1 TIHEG auTéC UTTOAoYioTnNKav o€ KABE TTEPITITWON PECQ

atro SOKIPEG PEXPI VA TTAPOUNE PEANIOTIKA ATTOTEAECUATA.

2YETIKA PE TNV TTEPIOTPOPA TOU avBpwTTOoU, Ba TTPETTElI VA TTPOCEEOUNE TTWG 0€ KABe frame dev
BéAoupe va yupiCel o dvBpwTTog TTOAAEG Hoipeg o€ oxéon Pe TO TTponyouuevo. Eidaue TTwg n
peTaBANT oTtov Trivaka AllAngles dcixvel o€ kAdBe frame TIC MOIPEG TTOU €ival YUPIOPEVOS O
avBpwTtrog. Av aAAGlape autr) TNV PETABANTA KABe @opd, 6tToTe BEAAPE va yupioel o GvBpwTTog
KATToI0 apiBud poipwv Kal 0 apiBudg autdg ATav peydAog, T0Te Adyo TnG peydAng d1a@opdg Tng

TTEPIOTPOPNG TOU avBpwTTou atrd 1o TTponyoulpevo frame oTo emmduevo, Ba Traipvape €va pn
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PEAAIOTIKO atroTéAeopua. MNa va AUow autd To TTPORANUA XPNOIKOTTOINCA TOV TTiVOKA METARANTWY
AllAnglestoRotate. KaBe @opd tmou Trpétrel va aAAG&el n TTopeia Tou Ba kaTeuBuveTal A Ba BAETTE!
0 avbpwTtrog, aAA&ler n uetaBAnth otov Tivaka AllVectors opioviag 10 véo OlGvuoua
KateuBuvong Kal TTPooBETOVTal O avAAOYEG MOIpEG TTOU TTPETTEl va yupioel oTnv PETABANTA
AllAnglestoRotate (kai 6x1 otnv AllAngles). ‘ETol avd mdoa oTiyurp 1o didvuoua oTov Trivaka
AllVectors Ba deixvel TNV owoTn TTopeia TTou BAETTEI 0 AvBpwWTTOG. MNa autd Kal oToug dIAQOPOUg
uttoAoyiouoUg, xpnoldoTrolgital TTavia 1o didvuopa oto AllVectors yia va BpeBei oia gival n
TTopeia Tou kABe avBpwTtrou kal 6x1 n TiuR oto AllAngles. e kdBe frame yia kdBe avBpwTTO
KaAeital n ouvdptnon ManRotation. Aut €ival utrelBuvn yia TNV OUOAAR TTEPICTPOPR] TOU
avBpwtrou aAAdlovtag oTadlakd TIG POIPESG TTOU Eival YUPICHEVOG O AvBPWTTOG. ZUYKEKPIMEVA, Qv
n TINA TNG PeTaBANTAG oTov Trivaka AllAnglestoRotate €ival peyaAutepn ammod 4 poipeg, agaipei 4
Moipeg atmd autrv Kal TIg TTpooBéTel otn petaBAnTA AllAngles waoTe va yivel TepiIoTpoPry Hovo
Teoodpwyv Molpwv. Av n 1IN otov Tivaka AllAnglestoRotate cival 4 poipeg 3 Aiyotepeg, 16TE
pNdeviCeTal n TINA auTA Kal TTPooTiBevTal oI Yoipeg autég otn PeTapBAnTA AllAngles. ‘ETol og kdBe
frame o avBpwTTog KAvEl TTEPICTPOPH TO TTOAU TECOAPWY HOIPWYV HE ATTOTEAECHA VA €XOUME TTAVTA

Mia opgoAR aAAayn kaTtelBuvong.

6.7 T[pooBNKN AVTIKEINEVWYV OTO XWPO

Ta avTikeigeva TTou TOTTOBETABNKAV OTO XWPO, Ta Bphka dwpedv ot dIAPOPES 1I0TOOEAIGEG OTO
O1adikTuO. ZUuyKeKpIidéva To peydAo KkTiplo civar amd 1o “3dexport” [34], o1 KapéKAEG Kal Ta
Tpatredakia atrd 10 “buildingenvironments” [35], Ta dévipa atmd 1O “turbosquid” [36] kal TO
QUTOKIVNTO Kal N gnxavi ka@é atmo 1o “3dvia” [37]. Ta TpicdidoTata auTd avTIKEieEVa QopTwonKav
mpwTa oto 3d Studio Max. Ekei, ye xprijon Tou AAM exporter, Ta pyetéTpewa oe AAM popen yia va
pTTOpOUV va @optwBouv o1o XVR. Ta AAM autd apxeia Kal Ta avTioToIXa apxEia €IKOVWY PE Ta
textures Toug, Ta amoBrkeuca oTo ApxEio env.zip. To apxeio autd POPTWVETAI OTNV £QAPHOYA TOU

XVR amé 1n ouvdptnon OnDownload(). ¥tn ouvdptnon Onlinit() apxikoTroigital 10 PéyeBog Twv
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AvTIKEIYEVWY, N B€on Toug Kal n Otrola TTEPIOTPOPN XPEIACeTal Kal oTn ouvdptnon OnFrame()
{wypagifovtal oTnv 086vn (rendering). XETIKA PE TO AUTOKivVNTO, 0 KABe frame n TiuA yia TN

ouvTeTayuévn X Tng B£ong Tou aAAAdEl, WOTE Va QaiveTal TTWG KIVEITAL.

MNa TN dnuioupyia Tou €6GYoUG Kal Tou oupavoul xpnoiyotroinoa 1o 3d Studio Max. Zuykekpipéva
yia 1o €8a@og dnuioupynoa Tpia dlagopeTIKA eTTiTreda (planes) Ta otroia @TIGXvovTal EUKOAO OTO
3d Studio Max. Ze autd £dwoa dlapopeTIKA textures, avaloya Pe T PHop@ry Tou £8GPOUG TTOU
NBeAa va amodwow (6TTwg ypacidl 1 dpduog). MNa Tn dnuioupyia Tou oupavou, £QTIAEa Eva
NUICQaipIo Kal £€dwoa wg texture OTO €CWTEPIKO TOU HEPOG MIa €IKOva oupavou. 210 XVR
peyEBuva Katd TTOAU To PEyEBOG TOU nUIC@AIpiou Kal TO TOTTOBETNOA OTO KEVTPO TNG OKNVAG, WOTE

Va QAiVETAI AV TTPAYHUATIKOG 0Upavos yUpw aTré Thv avattapdoToon.

EEpCSONEOE
EEENEREDE

Eikova 6.3: Zknvn amré TNV TeAIKN epapuoyn



KE®AAAIO 7

AtroteAéopara

7.1  PegaAhioTIKOTNTA avaTTapACTAONG

O Baoikdg oKOTTOG TNG SITTAWMATIKAG ATAV VA @TIASOUUE £va peaAIOTIKO €IKOVIKO TTEPIBAAAOV
6TTou Ta POVTEAQ Twv avBpwTTwy TTou BpiokovTal péoa o€ autd Ba KivouvTal PEQAIOTIKA.
Avagépoupe  TTIO KATW opiopéva onpeia avamrtugng ta otroia tai¢ouv pdAo oT1o 1600
PEOAIOTIKA @aiveTal n e@apuoyn. Ta onueia autd TPETTEl va  TTpooexBouv  atrd
oTrolovOnToTe B€AEl va @TIGEEl piIa TTapopoia TPICOIGOTATN AVATTAPACTACN HE aAvOpWITTIVa
MOVTEAQ.

o Méco peahioTIKO QaiveTal TO avBpWTTIVO POVTEAD, TO OTTOIO TTPETTEI VA TTEPIEXEI TOV

AvAAOYOo OKEAETO

o Méoo peaAioTIKG gival Ta animations yia TIG KIVAOEIG TOu xapakTipa (KepdAaio 2)

o O 1pdT1T0G TTOU YiveTal N €@appoyh Twv animations oTo povTéAo (TTapdypagog 5.1)

o O 1pd1T0G TTOU YiveTal N dlaxEipion TOU XaPAKTAPA Kal Twv animations

o O 1pOTTOG TTOU YivETal N ATTOPUYH CUYKPOUCEWV (TTapdypa®og 6.4)

o O 1pd110G aAANAeTTiIOpaong Twv avBpwTTwV PETAEU TOug (TTapdypaog 6.5)

o O T1pOTIOG TTOU YiVETAI N TTEPICTPOPN TOU AVOPWTTOU Kal N evOAAayr OTO TPEXWV

animation (TTapdypagog 6.6)
o To mo6oo peaMoTIKA @aivovTal TA AVTIKEIYEVA TTOU  UTTAPYXOUV OTO  XWPO

(Trapdypa@og 6.7)
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MNa va meTuyxoupe éva KaAd atmmoTéAeopa, Borenoe apketd n xprion tng BiBAIoBrikng Cal3d
yla Tn dlaxeipion Twv XAPOKTAPWY Kal Twv animations mTpoo@Eépoviag HOG OPKETEG
ouvapTtnoeic (yia pi€n Twv animations, yia @OpTWGN Kal TTPOCOAKN XOPAKTAPWY OTNV
epapuoyn, PondnTikéG ouvapTAoeig yia To rendering KATT). Emiong BorRBnoe oAU Kal 1O
yeyovog TTwg Ta animations Tmou xpnoiyotmoiménkav, dnuioupynénkav atrdé Motion Capture
Oedopéva, dnNAadn dedopéva atrd KIVAOEIG TTPAYUATIKWY avBpwTtwy (BAETTE KepdAaio 2). To
avBpwTTIVO HPOVTEAO TTOU XPNOIMOTIOINCAMNE TTEPIEIXE TOV AVAAOYO OKEAETO Kal IEpapxia
OOTWV Kal Ptmopolcav va evowpatwBouv Ta animations o€ autd pe xprnon KaraAAnAwv
epyaAciwv. TéAog, ol ouvapThoelg TTou PTIAEaue oto XVR yia peaAIoTIKA CUPTTEPIPOPA TWV
XOpakTApwy (atro@uyr eutmodiwv, aAAnAetidpaon peTagl Toug KATT) €maifav Kal auToi

ONUavTIKG POAO OTNV ENEAVION TNG TEAIKNAG EQAPHOYNG.

Ymapyxouv OHWG opicpéva onueia Ta otroia Ba utropoucav va BeATILOOOUV TO TEAIKO
atmmotéAeopa. Kar' apxdg, o1 KIVACEIG TwV XapaKTApwWY Ba Tav KAAUTEPEG av 0 OKEAETOS TOU
avBpwTtivou povTéAdou ATav akpifwg idlog pe Tov OKeAeTd Twv animations. Adyw Tng
dlapopdg TTOU UTTAPXE £yIVAV AVOYKOOTIKA KATTOIEG TPOTTOTIOINOEIG OTn OUVOECH Tou
MovTéAou pe Ta animations pe xprijon Tou Motion Builder (BAétTe Trapdaypago 5.1), xadvovtag
€Tal Aiyo amdé Tnv peahioTikotnTa. ETiong Ba BonBouce av Ta animations Trou
XPNOIUOTTOINCAUE Kal €I8IKOTEPA TO TTEQTTATNMA, ATAV KUKAIKA (dnAadr To TeAeuTaio frame
Tou animation va eival akpIBwg idl0 Pe To TTPWTO). Adyw TOU OTI TO TTEPTTATAMG OEV NTAV
KUKAIKO, avaykaoTnka va kéyw To animation wote 10 TeAeutaio frame va eival 6co T10
duvatov o Ouolo pe 1o TTPpwTo. Opwg etmeidr) dev ATav akpIfwg idia, autd cixe oav
armmoTéAeopa va SlokpiveTal €0TW Kal Aiyo To TEAOG TNG MIOG €TTAVAANWNG eKTEAEONG TOU

animation kai n apxr NG ETTOPEVNG.

TéNog, ol ouvapTioelg TTou dnuioupyhBnkav oto XVR yia ammoguyr oUyKpouong KATToIouU
XOPAKTAPa ME TNV KapékAa TTou Ba kabicel (6TTou O XapaKkTipag Trdel yupw amod Tnv

KapEKAQ yia va @Taoel 0To KAaTAAANAo onueio yia va kabioel), 6a ytropoucav va BeATIwBoUV
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WOTE N Kivnon TOU XAPOKTAPA va gival TTo Trpayuatiky. ©a ptropouce va Bpebei uia
OIaQOPETIKN AUCN WOTE O XOPAKTAPAG VO PNV éKave o€ KapId TTepimrTwaon oTpoen 90 poipwv

OTTWG YIVETAI TWPA VIO VA TTAEI YUPW OTTO TNV KAPEKAQA.

7.2 KoéoTtog amédoong

TNV TTPONYOUUEVN TTAPAYPAPO aVOAUCOUE TO ONUEIa TNG EPAPUOYNG Ta OTToia TTaifouV TOV
OIKO TOoug pOAo 0TO va PTIALoUNE £va PEGAIOTIKO atToTéAeaa. Molo gival uwg To KOATOG O€
UTTOAOYIOTIKOUG TTOPOUG VIO VA KATAPEPOUUE VA TTETUXOUKE £va KOAO ATTOTEAECUA KAl TTOIA
oToIXEia TNG epapuoyng £TTnpEedlouv TNV ammdédoaon TNG epapuoyng; Autd Ta epwThpaTa Ba
TTPOCTIABCOUUE VO OTTAVTHOOUKE OTAV TTapAypa@o auTth. lNa va YeTpriooupe TV atrdédoon
NG €@apuoyng, Ba xpnoiuotroiqooupe Tnv 1IN FPS (Frames Per Second), dnAadni mmoéca

frames ptTopEi va atrodwael n epapuoyr o€ KABe SeUTEPOAETTTO.

ApXIKG Ba peTpricoupe TNV atmédoan TNG EPAPUOYAS OE TPEIG dIAPOPETIKOUG UTTOAOYIOTEG.
Oa doupe TTWG eTTNPEAZeTal N a1rddoon TNG £QApPUOYNG atrd Tn dUvVANN TOU UTTOAOYIOTH,
KaBwg Kal atmmd Tov apiBud Twv avBpwTivwy PovTEAwv o€ auTrv. O1 UTTOAOYICTEG €xOuV Ta

€ENC XAPOAKTNPIOTIKA:

YmoloyioTig 1: EmreepyaoTns: Intel Core 2 Duo 3.00 GHz
Mvrun: 2 GB
Kdapta ypagikwy: ATl Radeon HD 3800, 512MB RAM
NA&imoupyiké ZuoTtnua: Windows XP

YmoloyioTAg 2: EmeepyaoTtis: AMD Athlon 64bit, 2.20 GHz
Mvrun: 1 GB
Kdapta ypagikwy: ATl Radeon 9600, 128MB RAM
NAeIToupyiko ZuoTtnua: Windows XP x64

YmoloyioTig 3: EmreepyaoTn: Intel Core 2 Duo 2.53 GHz
Mvrun: 3 GB
Kdapta ypagikwyv: NVidia GeForce 8600M GT, 512MB RAM
NA&1ToupyIko ZuoTtnpa: Windows Vista
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2710 MO KATW oXedldypapua @aivovTal Ta amoteAéopaTa atrdédoong TNG EPAPPOYNS OTOUG
TPEIC auToUG UTTOAOYIOTEG O Oevapla PE BIAQOPETIKG apIBud avBpwmvwy JovTéAdwy. H
KAOe Tiun deixvel Tov yégo 6po oe FPS 1Tou amodidel n epapuoyn agou Tnv a@rooule va

TPECE! yIa 2 AeTTTA:

120

YrioAoyiotng

— e b O

== YriohoyLotig 2
~ Yrohoyiotrg 3
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o
o

[l
=

Eikéva 7.1: ATroteAéopara amodoong TEAIKAG EpAapHOYNG OTOUG 3 UTTOAOYIOTEG

Mapatnpoupe TTwWG 0 ApPIBUOG TWV AVOPWTTIVWY POVTEAWY TTOU UTTAPXOUV OTNV EQAPHOYN
ETTNPEACOUV KaTd TTOAU Tnv atmodoon, agol 600 augdveTal O APIBUOS TwWV avOpWTTWY
peiwvetal n TipA FPS. Emiong n amodoon egaptdral Katd TTOAU atmmd Tnv UTTOAOYIOTIKA
dUvaun Tou UTTOAOYIOTH], a@oU O UTTOAOYIOTAG 2 0 OTT0ioG gival o TTIo adUvapog o€ 10U aTTod
Toug Tpeig, Oivel Ta XapnAdtepa amoteAéoparta. H pvAun TNg KAPTAG YPAQIKWY Kal N
KEVTPIKA MVAUN oTov utroAoyioT auTd cival TTOAU Aiyn o€ oxéon HE TOUG UTTOAOITTOUG.
AvTiBeTa 0 uttoAoyIoTHG 1 TTOU €ival O TTIo dUVATOG O€ I0XU, KMTTOPEI va AvaTTapaOoTACE! UE
APKETA KaAN atmrédoaon OAeg TIG TTEPITTTWOEIG apoU yia 20 avBpwTroug divel yupw oTta 40
FPS 1T0oU cival éva TToAU KaAd atrotéAeopa. Etriong péxpl kal 6 avBpwIroug PTTopEi va Toug
atmmodwoel ue FPS yupw ot1o 100 TToU €ivanl n avwTtarn duvatr TiuA. O uttoAoyioTAg 3 divel
Kol autdg apkeTd KaAd atroteAéoparta pe FPS yupw oto 60 péxpl 4 avBpwTtroug Kal yupw

oT1o 35 yia 20 avBpwTtroug. H amdéTtoun peiwon TTou TTapaTtnpeital otnv TP Twv FPS (oTov
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utroAoyioT 1 PETA TOUuG 6 XAPOKTHPEG, KAl OTOV UTTOAOYIOTH 3 PETA TOuG 4) ogeileTal OTO
yeyovog TTwG TTAEOV N JVAUN TNG KAPTAG YPAPIKWY &gV UTTOpEl va Xwpéoel OAa Ta dedopéva
TOU KGBe frame, pe ammOTEAEOUA va TTPETTEI VO XPNOIPOTTOINBEI Kal éva PEPOG TNG KEVTPIKAG
MVAUNG Tou uTtoAoyIoTr. ATTd autd dnAadn To onueio Kal PETA, TTPETTEl O KABE frame va
avraAAdafovtal dedopéva atrd Kal TTPOG TN PVAMN Twv Ypa@IKwy. INa autd 70 AOyo €XOUME
ammoéToun peiwon ota FPS. Ztov uttoAoyioTr 2, Abyw Tou OTI n PVAUN TG KAPTA YPAPIKWY
Tou gival TTOAU Aiyn, o€ Kapid TTepITITwon &gV ITTOPOUV va XwpEoouv OAa Ta dedouéva TNG

OKNVAG OTN PVAKN auTr Kail €701 N yeiwon ota FPS gival Tavta opaAn.

MNa va douue Katd TOCO eTnEedlouv Tnv ammodoon ol ameikovioelg (rendering) Twv
AVTIKEIHEVWY TTOU UTTAPXOUV OTO XWPO, KAVOUNE TOUG idIoug eAEyxoug, aAAG auTh Tn @opd
XWPIG Ta avTikeiyeva., O@a utrdpyxouv OTn OKnvr Povo ol dvBpwTrol TTou Ba Kivouvtal. Ol
AavBpwTrol cuveyiCouv va aTToPeUYOUV Ta AVTIKEIMEVA Kal va KABovTal OTIG KAPEKAEG AV Kal
autd Oev @aivovTal, a@ou BéAoupe va doUpe POVO TTWG €TTNPEEAdEl TNV atmodoon n
avaTTapaoTacn TwV AVTIKEIMEVWY XWPIG va agaipéoouue kabBdAou uttoAoyiopoUlg TTou

yivovTal. Mo kdtw @aivovtal Ta atroTeEAECUATA:

TLOAOYLOTAG

=f—Y1iohoylotig 2

~—Ynoloylotig 3

Eikéva 7.2: ATroteAéopara arédoong ThG EQAPUOYNRS XWPIG TV AVATTOPAOTAOT OVTIKEIMEVWV



86

BAéTTOUME TTWG OVIWG N ATTEIKOVION TWV  QVTIKEIMEVWY  €TTNPEEAdel TNV atmodoon.
MapaTtnpouue Twg 600 TTIo adUvaTog 0€ I0XU €ival 0 UTTOAOYIOTHG, TOOO PEYOAUTEPN €ival n
BeATiwon tTou gu@avilel. ZUYKEKPIPMEVA O UTTOAOYICTAG 2 TTou €ival O TTIo adUvauog, JTToPEi
VO avaTTapaoTACEl TWPA TNV €Qapuoy YE TTOAU KaAUTepN atrédoor). OTav uttdpxouv UEXP!
2 xapakTrpeg T10TE ammodidel yupw ota 90 pe 100 FPS evw n PeAtiwon eival eupavég o€
OAeg TIg TrepITTTWOElG. TNa Toug uttoAoyIoTéEG 1 Kal 3 n BeATiwon TTou TTapaTnpeital gival
MIKPOTEPN, €ival Opwg opatr]. O uttoAoyIoTAG 1 aTTodidel yUpw OTNV PEYIOTN TIPA TOU PEXPI
Kal OoTnV TTEpIMTwon 7 avBpwtwy (evw OTnv oAOKANpwuévn €@apuoyn autd cuvéPRalve
MEXPI TOuG 6) Kal 0 utToAoyIoTAG 3 atTodidel yUpw OTn PEYIOTN TIMA TOU HPEXPI KAl TOUG 5
avBpwtroug (MEXPI 4 oTnv oAokAnpwévn eapuoyn). H ammétoun aAAayr) TTou TTapaTtnpeital
TWPEA Kal OToV UTTOAOYIOTH 2, o@eileTal 0TO AOYO TTOU TTEPIYPAWAE TTIO TTAVW. Twpa TTou Ta
oedopéva NG oKNVAG €ival Aiya, ITTOPOUV va XWPECOUV OTAV UVIAUN TNG KAPTAS YPAPIKWYV

TOU UTTOAOYIOTH auTou.

Oa doupe Twpa WG eTTnPedlel TNV atTdd0o0N TNG €EPAPHOYNS N XPNON Twv “HOVTEAWY
TTUPAVA” Kal “HOVTEAWV TTEPITITWONG” OTTWG Ta opilel n BiBAI0BrKn Cal3d. Otrwg €idaue oTa
TTponyouueva Ke@dAaia, KGBe POVvTEAO TTUPAvVA QvTITTPOOWTTEUEl £€va TUTTO HOVTEAOU Kal
TTePIEXEl OAa Ta KoIva dedopéva, evw KABE PoOvTENO TTepITITwaNg, ONMIOUPYEITAl ATTd TO
avTiOTOIXO HOVTEAO TTUPAVA XPNOIMOTTOIWVTAG TA KOIVA &edOopEVa Kal QVTITTPOOWTTEUEl £va
OUYKEKPIUEVO XAPOAKTAPA. ZTNV £Qapuoyr, dnuioupyrhoaue dUo povTéAa TTupriva. Me xprion
AUTWV dNUIoUPYHONKAV Ol XOPAKTAPES (MOVTEAD TTEPITITWONG). ZTO TTIO KATW OXESIAYPAUNA,
OUYKPIVOUHE OTOV UTTOAOYIOTA 2 TNV €KTEAECN TNG £QAPHOYAS OTTwG TnVv €idaue (e duUo
HOVTEAQ TTUPAVA), WE TNV EKTEAEDN PIAG TTAPAAAAYAG TNG EQAPUOYNG OTTOU KABE XOPOKTPAG
TToU UTTAPXEl dnUIoupyEiTal atrd Kalvoupylo JovTéAo TTupfva (dnuioupyouvTtal dnAadr) Téoca

véa JovTéAa TTUprva 600l €ival Ol XapaKTHPEG).
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== K{Be YapaKTApOC oo VEo
povtédo rupnva

Eikéva 7.3: ATroTeAéopata ammrdédoong epapPoyNG (POPTWVOVTAG TOV KABE XOPOAKTAPA aTrd VEO HOVTEAO

mupfva (YmroAoyioThg 2)

MapaTtnpoupe TTwS N POPTWON TTOAAWY SIOPOPETIKWY POVTEAWY, €TTNEEACEI KATA TTOAU TnVv
amoedoon. TNV apxr, oTav @opTtwvovTal Aiya poviéAa, Ta atroteAéopaTta ival idia pe Tnv
TENIKA €Qappoyn. ATTO TO TTEUTITO PJOVTEAO KAl UETA, N ATTODOCN WEIWVETAI TOCO TTOAU TTOU
oT1o TEAOG n e@apuoyn dev PtTopei va TpEgel cwaTtd atov utroloyioTh (FPS yupw oto 0). O
UTTOAOYIOTAG AUTOG gival apydg, dev EXEl APKETH UVAMN YPAQPIKWY, OUTE APKETH KEVTPIKA
MVAUN YIO va PTTOPECEl VO QOPTWOElI KOl VO ETTECEPYOOTEl OWOTA Ta dedopéva O KABE
frame. 'ETO1 OUMPTTEPAIVOUPE TTWG N XPAON MOVTEAWV TTUPRVA KAl Ol XPNOIUOTIOINGN KOIVWV
Oedopévwy yia Th dnuioupyia XapakTRpwy, BEATILWVEI TTOAU Tnv €TTIOOCN KAl JEIWVEI TTOAU TIG
UTTOAOYIOTIKEG OTTAITACEIS OE QvTiBean PE TNV TTEPITITWON POPTWAONG KAIVOUPYIOU POVTEAOU

yia K&Be XapakThpa.

21N ouvéxela Ba TTPooTTaBrCoUUE va PEAETHOOUPE TTO0O €TTNPEACOUV TRV aTTdédoon NG
€QApMOYNG o1 JIAPOPES TEXVIKEG TTOU avaTITUEAME yia va KAVOUMPE TOUG avBpwTToug va
KivoUvTal peaAIoTIKA Kal va aAAnAemdpolv pe TO XwWpo. Oa agaipécoune dnAadn TIg

OUVAPTAOEIG TTOU UAOTTOIOUV TIG TEXVIKEG AUTEG, yia va doUUE KATA TTGO0 OI CUVAPTHOEIG
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AUTEG KAl OI UTTOAOYIOUOI TTOU yivovTal eTTnpedgouv Tnv atrdédoaon. Na autolg Toug AEYXOUG

Ba XpNOIUOTTOINCOUNE TOV UTTOAOYIOTA 1.

ApXIKA agaipécape ammd TNV OAOKANPWHEVN €QApPOYRA TN dUvVATOTNTA TTOU €iXe 0 AvBPWTTOG
va TTnyaivel yia va kaBioel o€ kapékAa. Apaipédnkav €11 OAoI Ol UTTOAOYIGHOI TTOU £X0UV va
KAvouv pe TNV aAAnAetTidpaocn Twv avlpwTTwy PE TIG KAPEKAEG, OTTWG O UTTOAOYICNOG TG
TTopeiag KGBe avBpwITou TTPOG TNV KAPEKAA Kal 0 €Aeyxog o€ KABe frame av ptropei va
kabBicel. O1 avBpwTrol atmAd atToPeUyouV TIG OCUYKPOUCEIC HE TIG KAPEKAEG OTTWG Kal JE Ta

UTTOAOITTA AVTIKEIJEVA TOU XWEOU.

la Tov €TTOUEVO €AEYXO, APAIPECAME ATTO TNV OAOKANPWHEVN EQAPUOYH TNV IKAVOTATA TWV
avlpWTTWY va ammo@elyouV TIG CUYKPoUaelg. ApalpéBnkav Aol O OXETIKOI UTTOAOYICHOI Kal
OuvapTAOEIg, OTTWG O £€AeyXog av Ba uttdpel cUyKpouon OTa €TTOPEVA BAPATA KATTOIOU
avlpwTiou, O UTTOAOYIONOG VEAG TTPOCWPIVAG TTOPEIOG yia atro@uyr] oUyKpouong Kal o
EAEYXOG Qv €xEl ATTOPUYEI O AVOPWTTOG TN GUYKPOUGCH KOl TTPETTEl va ETTAVEADEI OTNV apXIKN

TTopeia TTou akoAouBouok.

TENOG, OTOV TPITO KAl TEAEUTAIO OEVAPIO, apalpEcape atTtd TNV OAOKANPWUEVN €QapuUoyn Th
duvatoTnTa NG AAANAeTTIOpaong HeTalu Twv avBpwttwy. AQaipédnkav OAolI Ol OXETIKOI
utToAoyIopoi OTTwG 0 €AeyXog o€ KABe frame av KATTOI0G AvBpwITToC BpioKeTal KOVTA Kal
pTTOPEl VA OAANAETTIOPAOCEl e KATTOIOV GAAO KOl UTTOAOYIOUOG TWV HOIPWV TTOU TTPETTEl vd
TTEPIOTPAPEI yIa va Eekivioel To animation. O1 avBpwTtrol oto oevdpio autd, ammAd

atmo@eUyouV Tn oUYKPoUon PETAEU TOUG, Xwpig va aAAnAeI&poUyv TTOTE padi.

Molo k&Tw BAéTTOUpE Ta atroTeAéoparta Twv PeTpRoewv FPS oTta Tpia autd oevdpia TTou

avoQépape, 0 oUYKPIoN PE TNV OAOKANPWHEVN e@apuoyr) (OTov uttoAoyioTr 1):
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KOPEKAEC

= Xwplc amoduyn cuykpoUGEWV

Eikova 7.4: ATroteAéopara EKTEAECEWV TNG OAOKANPWHEVNG EQAPHOYAG KAl TWV Sid@opwV TrapaAAaywv

NG, oTov utroAoyioTn 1

MapaTtnpoupe TTWG N BEATIWON TTOU TTAPATNEEITAI O OAEG TIG TTEPITITWOEIG OE OXEON YE TNV
OAOKANpwuéVN eQapuoyn eival TO00 HIKPR TTou dev diakpiveTal oTto axedidypaupa. Ol

aKkpIBeig TINEG Twv FPS petpricewy gaivovtal oTov Mo KATW TTivVaKa:

. . Xwpi . , Xwpi
A0S, | O SAeUkEN | aamperipaon | XepieSTOPNE | amnpperiopaan
ME TIG KOPEKAEG peTagl avlpwiTwyv
1 100 100 100 100
2 100 100 100 100
3 99,99167 100 100 100
4 99,9 100 100 99,90833
5 98,975 99,64655 99,775 99
6 95,49167 95,7 96,96053 96
7 53,48333 53,99167 57,375 53,9
8 50,23333 50,235 51,90833 50,625
9 49,98333 50 50,33333 50
10 49,98333 50 50 49,98333
1 49,95 50 50 49,95833
12 49,78333 49,95833 49,78333 49,95
13 49,59167 49,65 49,78333 49,78333
14 47,60833 47,75 49,05833 47,75
15 46,66667 46,66667 47,68333 47,33333
16 45,38333 45,5 45,98333 45,70833
17 41,75833 42,96667 45,29167 4299167
18 42,01667 42,96667 43,59167 42,15
19 41,4 41,99167 42,23333 41,44167
20 39,36667 39,6 41,58333 40,00833
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‘ETO1 TTApATNPOUNE TTWG VW N PEIWON Tou apIBPoU TwV AVTIKEIHEVWY KAl TwV avOpwTTwy
TTOU €u@avifovtal oTn OKnNvr, KaBwg¢ Kal N heiwon Kavoupyiwv PovTéAwy (TTupfva) Trou
POPTWVOVTAI AQUEAVOUY TNV aTTddoon TNG EPapuoyng (1IB1aiTepa o€ adUVANOUG UTTOAOYIOTEG),
N aQaipecn CUVAPTACEWY Kal UTTOAOYICUWY dev TNV €mTnpeddel. Me Aiya Adyia, n ammodoon
(rendering) TNG oknvr¢ oTnv 080vn emPBapUVEl TTEPICCOTEPO TOV UTTOAOYIOTH aT1Td OTI Ol

O1dpopeg TTPAEEIC KAl UTTOAOYIOUOI TTOU YivovTal.

[eviKA CUMTTEPAIVOUNE TTWG N QTTEIKOVION TOU €IKOVIKOU TTEPIBAAAOVTOG OThv 0806vn
empBapuvel Tov emegepyaoThy ypagikwyv (GPU) mepioodtepo amd 6co empaplvouv Ol
d1dgopol uttohoyIopoi Kal TTPALEIG Tov KeVTPIKO eTeéepyaoTry (CPU) kai yI' autd n GUVOAIKN
amodoon eTnPedleTal TTEPICCOTEPO ATTO TNV ATTEIKOVION TNG EQAPUOYNG aTnv 08o6vn. ‘ETol,
N a@aipecn UTTOAOYIOHWYV Kal TTPAEewv atmod Tnv eapupoyn dev Kavel aiobnT Tv aAAayn
oTnv amoédoon, a@ou o eTTEEEPYOOTAS YPAPIKWY ouveXiCel va gival To idI0 eTTIBApPUUEVOG.
AvTiOeTa n a@aipeon avTIKEIUEVWY 1 avOpWTTWV OTO XWEO MEIWvVEl TNV €mmBdpuvon Tou

ETTEEEPYAOTH YPOPIKWY KAl £TO1 TTAPOUCIAZETAI OUCIAOTIK BEATIWON.



KE®AAAIO 8

2UMTTEPAC AT

8.1 Mevika

O Baoikdég oKOTTOG TNG JITTAWMATIKAG ATAV n dnuioupyia evog €IKoviKoUu TTePIBAAAOVTOG,
Méoa aTo OTT0i0 AVOPWTTIVO POVTEAQ Ba KIvOUVTal OTO XWPO, XPNOIUOTTOIVTOS PEAAICTIKG

dedopéva Kivnong Kal eKTeEAWVTAG didgopa animations.

la va TTeETUXOUE TOV OKOTTO Pag, HEAETACAUE ApPXIKA Ta €idn Twv character animations 1mou
UTTAPXOUV Kal KATOANEANE OTO CUPTTEPAOUA TTwG N WEBodog “Motion Capture” TTpoopépel
TTOAU peaAICTIKO aTTOTEAEOHUA agpoU Ta Oedopéva Tng HEBOOOU QUTAG TTPOEPXOovTal OTTO
KIVIOEIG TTPAyUaTIKWV avBpwTttwy. Eidaue TG dIAQopeg TEXVIKEG TTOU UTTAPYXOUV YId
OUANYN Twv “Motion Capture” dedopévwv amd avBpwTToug Kal Ta did@opa €idn OXETIKWV
apxeiwv. Tehikd emAEEaue va XpnolygoTroifooupe apyeia Tng popens AMC kai ASF, armrd
Mia peyadAn mAeidda character animations 1Tou TTpoo@épel To Carnegie Mellon University
[21]. Emiong BpAKaUE £va €IKOVIKO avOPWITIVO JOVTEAO TTOU TTPOCQEPETAI OWPEAV aTTO TNV
etaipeia “axXYZ-design” [23] yia va TO XpNOIMOTIOINOOUUE, aPoU TTEPIEXEI KAl TOV aVAAOYO
OKeAETO Kal IgpapXia TTou BonBd waoTe va PTTopolv va evowpatwBolv Ta animations o€

auTov.

Me 1n BonBeia Tou epyaAeiou “Motion Builder’ katagépaue va eVOWUATWAOOUNE Ta didgopa
animations oT1o POVTENO Kal OTn OUvExela Pe xprion Tou epyaleiou “3d Studio Max” va
QPEPOUNE TO PMOVTEAO Kal Ta dIA@opa animations o€ JOPPr TTOU PTTOPEI VO XPNOIUOTTOINCEl N

91
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BiIBAI0BAKN dlaxeipiong XapakTipwy Kal animations “Cal3d”. H BiAioBrikn “Cal3d” civai
ypauuévn o€ yAwooa C++ Kal Pag TTpoo@épel TTANBWPEA ETTIAOYWY KAl CUVAPTHOEWY YIA TN
dlaxeipion xapakthpwyv. A@QoU HEAETACAME APKETA Tov TPOTTO TToU OOUAEUEl Kal TIG
OUVAPTAOEIG TTOU Hag TTPoo@épel, @TIAEaue ae C++ oTo TrepIBdAAov “Visual Studio 2005” pe
XpAon autig Tng BIBAIOBAKNG, TIG OIKEC PAG OUVAPTACEIS Yia dlaxeipion Tou OIKoU Hag
povTéAou Kkal animations. Anuioupyrioape kai éva DLL apxeio Pe TIG OUVOPTAOEIG AUTEG

WOTE va PTTOPoUV va KAnBouv atod Tn TeAIKN e@apuoyrh oto XVR.

To XVR cgivalr éva mepIBdANov avdammTuéng KatdAAnAo yia Tnv avamTtugn €QapUoywv ME
TPIOSIAOTATA YPAPIKA TTPAYMOTIKOU Xpovou. Edw ¢@midEape 1o TEAIKO €IKOVIKO TTEPIBGAAOV.
ToTmoBeTACAUE TOUG AVOPWITOUG GTO XWPEO KAl AvVATITUEAUE DIAPOPES TEXVIKEG WOTE VA TOUG
KAvouuE va KIvouvTtal peaAIOTIKA. MepTTaTtolV 0TO XWPO, ETTIAEYOUV TN KATAAANAN TTOPEIa yIa
va kaBioouv oe KATTOlO KAPEKAQ, KABOvTAl OTIC KAPEKAEG, ONKWVOVTAl, ATTOPEUYOUV TIG

OuyKpouaoelg Kal aAANAeTTIOpoUV PETALU Toug (KAVouv xelpayia, xopeuouv, aulnTouv).

Méoa atrd Tnv eKTTOVNON AUTAG TNG £PYAciag KATapepa va £pBw KOVTA PE TOV KOOHO TWV
YPOPIKWY KOl CUYKEKPIMEVA HWE TA YPAPIKA TTPAYUATIKOU XPOVou. MeAETNOA TIG TEXVIKES KAl
Ta €idn animations avBpWTTIVWV XAPAKTAPWY TTOU XPNOIMOTTOIoUVTAl. ATTEKTNOO EUTTEIPIES
Kal €uaba va xpenoIYoTrolw To oUoThPa avdaTtTuéng TpiodidoTatwy e@apuoywv XVR, Tn
BiIBAI0BAKN cuvapTAcewy yia Tn dlaxeipion xapakTipwy kal animation Cal3d, kaBwg kai Ta
epyaAcia MotionBuilder kai 3d Studio Max. Eida emiong amd kovid TIg OUOKOAiEG
onuioupyiag piIag TPIOBIAOTATNG €IKOVIKAG avamapdoTaocng ypagikwy, Kabwg kal Ta
TPoBAAUATA  TTOU  TIPETTEI VA QVTIUETWTTIOTOUV 0TV TTPOOTIABEI0 PEANIOTIKAG

avaTTapAoTacng TG avBpwImivng Kivnong Kal CUPTTEPIPOPAG.
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8.2 MeAAovTIKN gpyacia

Ymapyxouv TTOAAG TTEPIBWPIO ETTEKTAONG TNG €Qapuoyng TTou @midlape. Kar' apyxdg Ba
pTTOpoUcav va TTpooTeBolv KI AAAa avBpwTTiva POoVTEAd, KABWG Kal VEEC AVOPWTTIVEG
Kivjo€ig (animations), akoAouBwvTag Ta BApata kal Tig diadikaoieg TTou avaAUcaue OTnv
TTapouca YeAETN. Me auTég TIG VEES KIVIOEIC Ba uTTopoUcav va avaTrtuxBouv Kal véa €idn
aANAemIdOpdoewyv Twv avBpwTTWV €iTe PeTagU Toug, €iTe pe avTikeipeva oto xwpo. Néa

QVTIKEIJEVA OTO XWPO UTTOPOUV EUKOAQ va TTPooTEBOUV.

H epapuoyy auti Ba ptropouce etriong va cuufdAel otn dnuioupyia evog peydAou
OUCTAMATOG EIKOVIKIG TTpocouoiwong TARBoug, dnAadry otn dnuioupyia evog ueydAou
EIKOVIKOU XWpPOou OTToU TTOAAOI €IKovIKoi AvBpwTTol Ba KivouvTal peaAIoTIKG og auTtév (BAETTE

TTapaypago 1.2).

TéAog, Ba utropoucape va eKPETAAAEUTOUE TN duvaTdTNTA TTOU Pag TTpoo@épel To XVR yia
TPOCOAKN aAAnAemidpaong MeTaglu xprioTn Kal €QAPMOYAG, ME XPNon Twv ETOIMWV
ouvapTAoEwWV TTou TTPoo@épel. ‘ETol N e@appoyh TTou @ridéape Ba ptropoloe va eEeAixOei,
OivovTag KaTtrolou €idoug €Aeyxo aTo XPAOTN. ©a PTTopoUloE yia TTapadelyua O XPraTng va

eAEYXEI TIG KIVAOEIG £VOG 1) KAI TTEPICOOTEPWV EIKOVIKWY AVOPWTTWY GTNV EQAPUOYH.
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