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Abstract

The goal of this thesis is to study the most recent methods of creating realistic 3D models, the
range of options given by Unity Game Engine and integrating Microsoft Kinect to that engine,
utilizing MS-SDK, in order to develop a realistic 3D game, taking as input intuitive player movement.

During this thesis, there was a research conducted on new technologies and a plethora of
designing software, mostly Autodesk 3ds Max, Adobe Photoshop, Pixologic ZBrush and Unity Game
Engine, developed by Unity Technologies.

At the time of writing this thesis, there was no Unity implementation of Kinect using MS-
SDK so we aimed to work on that.

The workflow used to create the final result involves mainly 4 different programs: Autodesk
3ds Max, ZBrush, Unity Game Engine and Adobe Photoshop.

To start with, we create a low-poly model on 3ds Max. This model is then imported into
Zbrush where we have the option of slightly upping the poly-count to make a smoother but still light
on resources low-poly model to use. At this point, our work can be split into two parallel paths, one,
creating additional sub-objects for the model, like clothes, adding high fidelity geometry details and
colorization and exporting them as a texture and normal map respectively, in ZBrush, and in the
meanwhile going back to 3ds Max to UV Unwrap the model, rig it and create animations.

The final model, comprising of a rigged, animated model with texture and normal maps is
then imported into Unity. There, we focus on 3 different processes: creating the environment, setting
up the animations for our character and scripting the character’s control, the camera behavior etc.

At any point in ZBrush or Unity when we’re dealing with maps, we might have to go into
Photoshop to fix any image errors.

At this stage, the game is complete but controlled by keyboard input, so we use Kinect to map
the player’s joints and check their relative position to determine if they’re in a desired range. If so, we
call functions that communicate with the character controller and make our model move accordingly.

Lastly, we go into details describing the programs used and their capability and we take a look
into ways this application could be further developed and what more functions could be implemented
to make it a complete game.
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210)0¢ TNG TTLYWOKNG €pyaciog eival 1 HeAéTn Tov mo TPoceatev pedddwmv onpovpyiog
peadotik®v 3D poviéhav, to edpog v duvatotitov mov tpocpépst To Unity Game Engine kot m
obvdeon tov Microsoft Kinect ue 1o engine avtd, péow tov MS-SDK tov Kinect, ue okomd 1
dnuovpyia evog peaiiotikov 3D game pe xivinon tov yopoaktipa PAoN EVOTIKIMODV KIV|GEDV TOV
oK.

210 TAOIGLOL TNG TTLYLOKNG OVTNG, £YvE €pevva TAVE OTIG VEEG TEYVOAOYIEG KOl GE Mid
TAnN0dpo oyedaoTikdv Aoyloukdv, ord ta omoio dume d60nke daitepn Paon oto 3ds Max 1ng
Autodesk, to Photoshop tg Adobe, to ZBrush tng Pixologic kot to Unity Game Engine tg Unity
Technologies.

Kotd tn mepiodo ouyypapng T TOpOVGAS TTLUYLOKNG OEV LANPYE KATOL0 TPoLmhpyovoa.
epappoyn ovvdeong tov Kinect pe 1o Unity péow tov MS-SDK omdte otoyedoaue oto va
dnuovpyncovpe akpBoOg avto.

H pon epyociag mov axoAovONcaue Yo vo ONUOVPYHGOVUE TO TEMKO OTOTEAEGUO KAVEL
xpNon Kuping tecodpav mpoypappdtov: Autodesk 3ds Max, ZBrush, Unity Game Engine ko Adobe
Photoshop.

o apyn, dnuiovpyodue éva povtého puikpod apduod moivydvov (low-poly) oto 3ds Max.
To povtédo avtd ewodyetol énetta oto ZBrush 6mov £yovpe v emhoyn va avénoovue EAa@p®g Tov
aplfpd TOAVYOVOV TOV OGTE VO, EYOVUE EVa O OUOAR OALG akopo eAa@py low-todd. Tto onueio
avtd UTOPOoLUE Vo JOLAEYOLUE TAPOAANAQ o€ OV0 SLOQOPETIKG eMIMEdH, ONUIOVPYDVTAG VTO-
OVTIKEILEVA Y10 TO HOVTEAD WOG, OTMG POVYQ, TPOGHETOVTAG AETTOUEPEIEG VYNANG EVKPIVELOG KOl
ypouatiopd Kot e&dyovtog avtd mg texture ko normal maps avtiotoya, oto ZBrush, kot tavtdypova
va emotpéyovpe oto 3ds Max kot va kavovpe to UV Unwrap tov pHovtélov pog, To 6KEAETO TOV Kot
TIC KIVIOELG.

To tehkd povtéro, mov amoptTileTol GO TO UOVTEAO TOL YOPOKTAPO, HOC, UE OCKEAETIKO
ohoTNHO, KIVNOELS, povyo Kot texture ko normal maps, ewsdyetal € avtd ) onueio péoa otn Unity.
Exel, emkevipovopacte oe tpeig dwadikacieg, T onuovpyio Tov TEPPAAALOVTOC, TOV OPIGUO T®V
KIVIIGEMV TAV® GTO YOPOKTNPO LOG KAl TO YPAWILO TOV K®dika Tov Bo o petokivel, mov Oa eréyyet
T Kapepa KAT.

Y& onotodnmote onpeio gite oto ZBrush gite otn Unity 6mov aoyolovpacte pe maps, puropel
va ypetaotel vo petafodue oto Photoshop yio va dtopfdcovpe toydv atéieles.

210 ot1dd10 avtd, 1o TOKvidL eivor olokAnpopévo, aidd yewpileton pe gicodo amd TO
TANKTPOAOY10, omdte ypnoipomolovpe to Kinect yio vo evtomicovpe to joints tov maiktn Kot va
eléyEovpe TN oyYeTIKN TOVg BEON, MGTE VO TPoGdlopicovie To av Ppickovtarl péca oe Eva embountod
€0poc. Av coppaivel 0vTd, KAAOVUE GUVOPTHCELS TTOV EMIKOVMOVODYV LE TO YEIPLOTI] TOV YOPAUKTIPO KoL
KEVOLULE TO HOVTELO HOG VO KIVEITOL AVOADY®G.

Téhog, TapoVGIAlOVUE TO TPOYPAUUATO TOV YPNCILOTOONKaY KaODS Kot TIC dSuvaTdTNTES
OV TPOGPEPOVY KO YIVETOAL OVO(POPA G TPOTOLG WE TOLG OTOIOVE Umopel 1 epappoy vo e&ehyOel
KoL TL EMTAEOV Agttovpyieg pmopolv va avamtuyfodv Tave 610 TeEMKO amoTéLeca.
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Kepdioro 1
Ewsayoyn

1.1. Tleprypaoen) [TpoPAnquatog

To Kinect givan pio cuokevn aviyvevong kivinong g Microsoft ,Boacilopevo o o kapepa Babovg,
K0l TPOGPEPEL GTOVE YPNOTEC T SVVATOTNTO CAANAETIOPACNG LLE TNV KOVGOLO/VTOAOYLGTY| diymg TV
OVAYKT Y10 KATTO10 GAAO YEPIOTNPLO0, HECH LL0G SLEMAPNC YPNOTN OV a&lomotel PLGIKEG YELPOVOLIES
KOl TPOPOPIKEG EVIOAEC TOL YPNOTY.

To Microsoft Kinect &yel ypnoiwomombei o pia TAn0dpa woyvididv and S1apopeg pueydieg
gtaipieg, 6mwg ™ Microsoft, t Ubisoft, tn THQ wou ) Lucas Arts. Xta mayvidia avtd duog gite
§xovpe éva oTATIKO YapaxTipo. oto x®po Kot to Kinect avayvopilel anevbeiog kivnon tov cdpUaTOg
Y10 TPOGOUOIMGT YOPOV, YUUVACTIKNG K.0., £(TE £YOVILE 10 QUTOLOTOTONEV KIVIGT) TOL YOPOKTIPOL
Kol avoyvoplon gestures (yeipovouidv) yioo Ty eKTEAECT] oLYKEKPUEVOV Asttovpyidv. Oia to
wayvidw avtd emiong éxovv dnuovpyndel oe pnyavig Sropopetikég tov Unity, mov dgv givan
dwabéoipeg oTo VPV KOO

Mo ovykekppéva, ag dodue uepikd mapadsiypoto ypnong tov Kinect oe moyvidio mov
Bpiockovton ovt ™ otiyun oty ayopd. Xto Gunstringer tng Microsoft, o maiktng eAéyyel évav
YOPOKTNPO TOV akOAOVOEL pia Tpodtayeypaupévn Topeio kKol 6ToxevEL Ta OTAo TOV Kot TupoPoiel
oUUPMVE, [e TN BE0T TOV YEPLOV TOV TOIKTY.

Figure 1.1-1: Gunstringer

1o Kinect Sports tg Microsoft divetar otov maiktn 1 SuvaTdTNTO VO YEPIGTEL TO YOPAKTHPO.
TOV G€ JLAPOPO. GTOP OTMG TOGOCPULPO, TEVIS K.o.. O EKAGTOTE YOPUKTNPOG EIVOL OTATIKOC GTO YD PO,
Kot avayvopiletor Kivinon Ttov YEPLOV 1 TOV TOODV Yo VO EKTEAECTEL KAMOOL GLYKEKPILEVN
Aettovpyia, Y. 6T0 TOSOCEULPO, 1| KOTEVBVVOT GTNV OTolo PeTaKIVOVE TO TOdL pag Kabopilel Tpog
TOL0L A0 TG TPELG TPoemAeYIEVES kKaTeLOUVOELg Ba yivel mhoa.
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Figure 1.1-2: KinectSports

H LucasArts ce ouvvepyocio pe tv Terminal Reality xou ) Microsoft Game Studios
dnuovpynoe 1o Kinect Star Wars. To moryvidt avtd ypnoipomolei évo gvdlapépovia Tpomo
aAANAETIdpaoT G e TO YopaKkTipa, KoBMG kdvel track to yépla Tov TaiKTY Kot TPOKAAEL TO YOPUKTHPO
VO KOUVNGEL T O1KG TOV YEPLoL UE TAPOUOL0 TPOTO (dev gival akpiPng avamopacTacn g Kivnong).
Xpnoonolel eniong 6€ OPIGUEVO GNUEID OVOYVAPIOT] GLYKEKPIUEV®Y TPOKOBOPICUEVOV KIVIGEWDV,
Kupiog Tev yeprav. O yapoaktipog eite mapapével oty idto Oéon katd ™ d1dpKeLD, TG OKNVIG, £iTE
Kvelton Thve o€ pa EToLUN TPOoyLdL.

Figure 1.1-3: Kinect Star Wars

H ocipd nayvidiov Just Dance eivan dnuovpynuo g etapiag Ubisoft kar kdbe tithog
TOPEYEL LI, TOTKIALDL TPAYOLIIDY KOl LOVGIKAOV GTIG omoieg umopet va yopéwet o taiktng. ['ia to oxond
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aVTo TO TTOLYVidL, pEcm Tov Kinect, avayvwopilel T 6TAGN TOV GOUOTOG KA 0VE GUYKEKPLUEVE, YPOVIKA,
SO TAUATO TN GLYKPIVEL Pe Lo TPOKaBOoPIoUEVT) GTACT) TOL YOPOU.

.
LRk ||

Figure 1.1-4: Just Dance 4

H Microsoft &gt eniong dnuovpynioet to mayvidr Kinectimals. Zto Kinectimals o maiktng
QpovTilel €vol EIKOVIKO KOTOIKIOO KAVOVTOG YXPTOT OOKAEIGTIKG TOV YEPUDV TOL KOl (POVNTIKNAG

oVOYVOPLoNG.

Figure 1.1-5: Kinectimals
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210 mopondve mapadelypota PAEmovpe v dpdon Tig duvatotnteg Tov Kinect, dniadny v
OVOYVOPIOT] CUYKEKPHEVOV KIVICEWDV Kal Yelypovoumy (gestures), mv avayvopion g 0éong tov
EMPEPOVE HEADV TOV CMOUOTOS, TNV omevdeiag amEKOVION TOV KIVICEOV TOV TOIKTY TOV® O©TO
HOVTEAO TOL YOPOKTHPO KOL TIC POVITIKEC EVIOALS.

To wpdPfAnuo mOL €VTOMIOTNKE WE TIG TPONYOVUEVEC VAOTOGCELS OAAG kol OAEg TIC
VAOTONOELS TTOVL £Y0VV Yivel amd ueyddeg etonpieg ue to Kinect eivon 6t otn npoonddeto tovg va
avadei&ovv to Kinect xatéAn&av vo eotidlovv ohdKANpo To mouyvidt mdve og ovtd, avti vo 1o
YPTOULOTOIOVY MG EMTAEOV €PYOAEID MOV OTI TPOVTAPYOVCES, OOKIHUAGUEVES TEYVOAOYIES,
neplopilovtog £To1 ToV TaiKTn AmOKAEIOTIKA Kot udvo oTig Asttovpyieg mov mapéyetl to Kinect yua
yxpron tov motyvidrov. Eriong, éxoviag v’ oyn pag 1o méco dnuoeiaég eivar to Unity, Oewprinke
OMNUOVTIKN ATOAELN 1) EAAENYT] GUVOECIUOTNTAG LETAED TV 01O0.

To Unity givar pio and Tig €ukoldtepeg Kot MALOV TPOGPAGIUEG unyavég dnuiovpyiog
TOLVISIOV Kol TPOKELTAL Yo TV KAADTEPN Kot 1oyvpdTepn Adon yuo T dnutovpyia multi-platform
EPAPUOYADV Kot Toryvidia Yo Kivntég ovokevég. H pmyavn g Unity eivon puo edypno 6iodog tov
EVOLOPEPOUEVOV 6TO XMDPo Tov game development kot dwabéter apketd epyareio yo T dnpovpyia
evog alompenéotorov moayvidov. Eival mpoeavéc Aowmdv to moéco embounty eivor m dtachvogon
peta&n Unity kot Kinect dote kdmolog mov evdlapépetar w¢ eni 10 mAgiotov Yo tov aucHntipo
Babovg Tov Kinect N T1¢ pmvnTIKEG EVIOAES VO LTTOPESEL YPIYOPO. KO EDKOAO, VOL TTPOYPOUUOTICEL VOl
wayvidl oty dwpedv £kdoon Tov Unity, ympic va Kotomdavetal pe ToATAOKOTEPES UNYOVES.

1.2. Kivntpa yio v ekndvnon e epyaciog

Me NV GLYKEKPIUEVT VAOTOINGT OMOGKOTOVUIE 6T dnuovpyio £voc miaiciov mayvidiov oe Unity
Game Engine oto onoio umopovue va éxovue Kivinon péso 6to xdpo pe eicodo amd 1o Kinect.

e avtifeon pe To oy vidlo Tov VIAPYOLY 1O AVTO TOV EMBVUOVLE EIVOL L0 EPAPLOYT] TOV
de ypnoponotei to Kinect wg v xotd kdépov anyn yoyoyoyiag, dniadn mov va unv Paciletal t1660
TOKAEIGTIKA 6T0 TPOTO Asttovpyiag tov Kinect kot va Boaoilel to mayvidl mved 61o T1 umopel avtd
VO KOVEL, OAAQ VO TO YPNOUOTOIEl MOTE VO UETOTPEMEL TO COMUO TOV TOIKTN GF YEPLOTNPLO,
avoiyovtog £vav TepAcTio opilovia ETAOYMV 0G0V apopd to 1610 To Tayvidl. [Tiotedm 611 pe avt)
Aoyikn pmopel vo vidpEet akopo peyolotepn yprion tov Kinect oty Bropnyavio towv video games
aeol dev Bvoldlel opetéc mov €xovpe ocvvnbicel va €yovpe oe moryvidw (elevBepion Kivnomg,
ToAvTAOKOTI T 1oTOpiag kot gameplay, avoiktoi kdopot) aAAd umopei emiong va cuvdLOoTEL KoL e
OAAeg TEYVOAOYIEG Yl MV TOPAYOYY EPAPUOYDYV EKOVIKNG TPAYUOTIKOTNTOG OMOV O WOIKTNG
aoBdvetal 0TL Ppioketal TPAYUOTIKE HECH GTO YMDPO TOV TaLyvidlov. TEtoleg texvoloyiec mov Oa
umopovoav va cuvdvactodv pe to Kinect givar to Oculus Rift, to Razer Hydra, to Virtuix Omni kot
to Control VR. Eipot g dmoyng 61t €vag cuvouaouds TOLAGYIGTOV TEGGAP®Y OO TOV TEVIE
TPOOVAPEPOEICOV  TEYVOLOYIDY  &lval  Kavdg vo  mopdyel Ui OKP®G  PENAICTIKN  EIKOVIKN
TPOAYLLOTIKOTNTO Y10 TOV TOIKTT.

H epappoyn pog dev eivor meplopiopévn oe kdmolo €idog (genre) moryvidlov, avti ovtov
TPOGPEPETOL YO TN dMpovpyior evOg HeYAAOL €0POVG E0MV, TPOYPOILUTILOVTAS TN AOYIKN Y0 TO
gkdotote €idog. 'Hom éyxovv dnuovpyndel ta amapaitnta script ywo tn petatpony tov oe fighting
game, omwg eivan Ta. Mortal Kombat, Tekken, Street Fighter «.a.

Tn otiyun mov TEAEIDOVEL oLT 1 gpyacio Tov Xentéufprn tov 2014, vadpyovv dvo TakéTa
obvdeong tov Kinect pue ™ Unity, to ZigFu xou to Kinect with MS-SDK. To ZigFu dgv eivon
Bacwouévo oto emionpo SDK tng Microsoft, aAld oto OpenNI ko kat’ enéktacn oto custom ZDK
nov dnuovpynnke. Ipooeépet OAeg Tig duvatdtteg Tov Kinect oto Unity alld ndoyet omd Bépata
ocupupatotntog kot otadepdTrag.

To Kinect with MS-SDK and v dAn kukhoeopnoe poAlg ot 9 TovAiov tov 2014, Aiyo
TPV TELELDGEL 1] VAOTOINON TNG EPYACiog Kal TPOoPEPEL OTL givar duvatdv vo mpooeépet To Kinect, av
Kol UE KATOL0L ONUOVTIKG oTol el OmOKAEIGTIKA GtV U dmpedy €kd0ooT Kot EYEl QTIONTEL pe TV
Kinect-kevtpik| 10e0A0yio. TOL AVOQEPOUE TO TAVED Kot Oyl LE TNV TOLYVISO-KEVIPIKT OTNV Omoio
otoyevovpe epels. ‘Eva mapddstypo advvopiog ovthig g AoyKng eivar m EAAEwyn SuvoTOTNTOC
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ovveXOLUEVNG £16000V Héom tov Kinect, kdrtt mov gival anapaitnto otn kivnon evog YopoKTHPL GTO
YDPO.

1.3. Zt6y0t epyaciag
Ot 6tdHy01 OV BGOLE TNV OPYN TNG EPYUCTOG amOdElyTNKaY £iTe AVEQPIKTOL €lTE EAMTEIC OTTOTE
YPEWAGTNKE VO, avabfempnBovv apKeTEC POpES KaTd TNV eKOVNON TG, Ot TEAIKOT GTOYOL £Y0VV (OC
edne:
e Anuovpyia evog TOLALYIGTOV PEAMOTIKOD avOpOTIVOL LOVTEAOL
0 Avtd ovumepthapBavet to base mesh, ta maps mov ¥pNGIUOTOIOVUE Y10 VAL TOVL
OMGOLLLE TNV EUPAVICT] TOV KOl OTOLOONTOTE EMTAEOV AVTIKEILEVA YPEIALOVTAL, OTTMG
HOAALG, paTio, povyo KAT.
e  Anuovpyio CKEAETIKOV GUGTHIATOG Y10, TO LOVTEAO
0 AmapoaitnTo 1000 Yo TN ONpovpyic ETOUOV KIVAcE®Y, 0G0 Kot TN Thovn Kivnon tov
yopoktipa angvbeiog amd v eicodo Tov Kinect
e Anuovpyio faciK®V KIVAGE®V Y10 TO LOVTEAO
e Anuovpyia mepPdAlovrog
0 IleprropPavet To £dapog, T PAAGTNON, TOV 0VPAVO, TO VEPO KOl OTOI0ONTTOTE GALO
€€ Ba PpiokeTon GTOV YMOPO TOL TOLYVIOLOD
[IpoypopaTicdg Tov EAEYYOV TOL YOPUKTPO
Xpnon tov dedopévmv ov divel To Kinect wg 6080 eAéyyov yia 1o YOpaKTipa

1.4. Aoy Epyaciog

H moapovoo wtuylokn epyocio amoteleitor amd TV eoaymyn Kot dAAa 3 Ke@dAoid. XTo apEcmG
EMOUEVO KEQALALO TapoLG1aleTon 1) pebBodoroyia ekmdvnoNg TG pyaciog kabmg kol To Tt epevviinKe
GO OTO TACIGLO. 0TS Kol akoAovOel 1 yevikn Sladikacio dnpovpyiag Tov TorvioloD oG HE To
gvdlapeca ot1ddlo. ‘Emeita, PAémovpe avolvtikd kot Pripe mpog Prpe OAeG TIG €vEPYEEG TOL
dlevepyNoae MOTE VAL EMITLYOVUE TO GKOTO HaG, Kot 6T0 4° KEQAANO £YOVUE IO EXOKOTNOT TOV
TEAKOD OTOTEAECUATOG, PAEMOLUE €V GLVTOMiO. TO TTPOPANUATO TOL OVIWETORICTNKAV TPOTOV
oAoKANP®OEL 1 VAOTOINOT KOl TAPOVSIACTNKAY HEPIKES 10EEC Y1 TO TL B pimopovse va vAoTomOel
o6to PEAAOV TAve oe vt To TANIcLo oy vidov. Idtaitepo evotapEépov Tapovstalel niong Kot T0
TOPAPTNLO, GTO OTOI0 £YOVUE U0 TEPLYPAPT] TOV KLPIOV TPOYPUUUATOV TOL ¥PTCLUOTOWONKAY Kot
pie avaAvon Twv SUVATOTATOV TOV TPOGPEPOLV.

1.5. Eneénynon cuyva xpnooToloVUEVOV 0PV

Framework
Ocov apopd T0 TPOYPOUUATIGHO, £va TAaiclo Aoyiopukos (Software Framework) eivon pia
aenPNUEVN €vvola GOUPOVE LE TV omoia £va, AOYIGUIKO TTOV TOPEYEL YEVIKEC AELTOLPYIEG UTOPEL VO
OAAGEEL emAEKTIKA pE Evav TPOGOETO KMOKO TOV YPAPEL O YPNOTNG TOL TANUGIOVL, TAPEYOVTIS £TOL
O GUYKEKPIUEVEG EQAPUOYEG AOYIGLUKOD.

Game Engine

‘Eva Game Engine (unyovi mayvidion) eivar éva mAaiclo Aoyiopkod mov €yel oxedlootel ylo
dnuovpyio kot v avamtuén video games. Xpnoyomoleitol amd mTpoyPopIOTIOTEG TOLVISIDOV Y1 T
dnovpyio TALVISIOV Yo KOVGOAES, KvTd ThAEQ®VA Kot vtoAoylotés. H Pacikn Asttovpykdtnta
OV TLTKG TPOEPYETOL OO Lo UIpyov o vidiod mepthapuPdavel o unyavn renderer, yia 2D 1 3D
YPOQIKE, 1oL puMyav QUGIKNG 1 aviyvevong cuykpovoewv, Myovg, Scripting, kwnoelg animation,
TEYVNTH VOMUoovvn, diktdmon, streaming, dwyeipiton puvnung, threading, vrootpi&n tomikonoinong
(localization) kou éva ypaenua cknvig.
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Rendering
To Rendering eivar 1 dadikacio tng dnuovpyiag pog swdvog and éva 2D 1 3D poviého ()
TEPIOCOTEPWOV, GE 0,TL UTOPEL GLAAOYIKA VO YOPOKTNPIOTEL MG OKNVH) UECH TPOYPOUUATOV TOV
vrohoyioth. ‘Eva apyeio oknvig umopei vo mepilapfavel avrikeipeva o€ pia avotnpd kabopiopévn
doun TG YAOooG 1} TOV Oed0UEVOV, YEMUETPLN, OTTIKN YOVid, LEY], POTICUO KOOBMOS Kol TANpopopieg
oKiOoNG G TEPTYPOUPT] TNG EIKOVIKNG CKTVT|G.

3D povtélo

Yta. 3D vypagwcd, 3D Modeling ovopdleton n  Swodikooic  ovdmTuéng pog  pobNUOTIKAG
OVATOPACTACTC OTOGONTOTE TPIOOACTATNIG EMPAVELNG EVOG OVTIKELUEVOL UE TN XPNOT EWOIKOV
royiopkod. To mpoidv avtg ™ dudikaoiog eivar éva 3d povtéro. Ta 3d poviéra avorapiotody Eva
TPIOBAGTATO OVTIKEIUEVO YPNOLUOTOIOVTAS £va oOVOAO onueiov og éva 3d ydpo evouévo petatd
TOVG LE OLAPOPO YEMUETPIKES OVTOAOYIEC, OTMG TPIYWVA, YPOUUES, KOUTOAEG empdvetleg kKA. Kabott
OVCLOGTIKG [e, GLALOYT dedopévev oto 3d ydpo, ta 3d poviéha PTopolv Vo KOTOGKEDAGTOOY dia.
YEPOG, HEG® OAYOPIOLOL N LE CAPWOOT TPIEOIAGTATOV AVTIKEUEVOV.

[ToAvyova
Ta moAdymva ypnoipomolodviol ota 3d ypaeikd Yo vo, cuvBEGOVY TPIdLUcTATEG EIKOVES. ZuViOmg
OAAG Oyl Tavto TPIYOVIKE, TA TOAVY®OVO CUVOVTOVTOL OTOV LOVIEAOMOLEITOL 1 EMPAVELD €VOG
OaVTIKELLEVOD, emAEyovTal Ta onueio kot To avtikeipevo yivetan rendered oe wireframe povtédo. O
GUVOAMKOG aplBIdC TV TOAVYOVOV £vOg LovtéAov kabopilel Tov aplfud Tov ToAvy®voVY Tov yivetal
rendered o ka6 frame. Oco mo peydlog 0 GVVOMKOG aPLOUOS T®V TOAVYDOVOV TOGO TO AETTOUEPES
TO LLOVTEAO.

Wireframe
YKeEAETOG €VOG TPLOGOACTATOV HOVTEAOL GTO OTOI0 OVATOPIoTAVTOL LOVO TO CMUELD KOl Ol OKLES TTOV
T EVAOVOLV.

Mesh (mA&ypaor)
‘Eva mAéypa moAvydvev givol o cuAloyn omd Kopueés, oKUEG Kal EmAvelEg mov Kabopilovv To
oMo VOGS TOAVEIPIKOD avTiKeEVOL o€ 3D ypapikd voloylotdv Kot povtelonoinong otepemv. Ot
emeaveleg ouvnbog anotelodvol amd tpiywva (triangle mesh), tetpdmievpa (quads) 1 Giia amid
TOAVYWOVO, 0POV OVTEG OITAOTTOLOVY TNV AtOd00T TNG LOPPNG TOL TAEYLOTOS, GAAG UTOPOVV ETiOTG VO
OmOTEAOVVTAL OO YEVIKOTEPQ KOIA TTOADY®VO, 1] TOAVYWOVO. LE TPOTES.

Low-Poly
Low-poly givat éva molvyovikd ndéyua evoc 3D ypoapikod HovtéLov VITOAOYIGTH TOV £XEL VO, GYETIKA
wKpo aplfud morvywvav. Low-poly ypagikd ypnoipuebovv ce epapuoyéc mpoypotikod ypdvov (.y.
moayviow) oe avtifeon pe high-poly ypagikd mov ypnoyedovy o€ towvieg Kivovpévev oyediov 1M
€A €pé. O younAdg apBpog TV TOAYOVOV GE €va TAEYHO YPOPUKOD €lval €VOG ONUOVTIKOG
TopAyovTag yio T PeAtiotonoincn Tov emMOOCEMY €VOE GUGTNUATOS, OAAL Umopel va dDOoEL o
avemBouuNTn YOUNAT TOOTNTA ELPAVIOTG OTA TPOKVTTOVTA YPOPIKA.

Texture Maping
To Texture Maping eivor pio pébodog yio v TpocOnkn AERTOUEPELNC, VONG EMPAVELOG, | YPDUATOS
o€ éva ypoeko M 3D povtédo vroroyioth. H gpappoyn tov og 3D ypagikd Eexivnoe amd tov Edwin
Catmull to 1974.

Animation
To Animation GTOVG TAEKTPOVIKOVUG LTOAOYIGTEC €IVOL OLGLOCTIKG £VOG WYNOIKOG S1id0y0C TV
TEYVIKAOV StOp motion TOL YPTCLOTOLEITAL GTO TAPAO0GIOKO animation, pe 3D povtéda kot kopé-kapé
kivnon and 2D ewkdvec. Ta kivodpevo ovtd ynoelokd oyédia ivor mo eAéyEpo amd o6t avticToryo
YEPOYPOPO KIVOOUEVO OYESLOL KOl ETIONG EMTPETOLY TN SMtovpyio eOVEOVY Tov dgv Ba NTOV EPIKTO
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YPTOCLOTOIDVTOG KATO GAAT TEYVOLOYia ) TEXVIKT. To computer animation emiong EXITPENEL GE EVOV
ypopioto va Tapdystl TeEPLEXOLEVO YOPIG TN ¥PNOoT NOOTOLDV Kol GKNVIKOV.

Particles
O 6pog «Xhoua copotdiovy (Particle System) avagépetat o€ o, TEYVIKY QLGIKNAG TOLVIOUDY KoL
YPaQIKOV, OV Ypnoiluonmolel éva peydio apBud omd moAd pikpd Sprites kot dAlo avrtikeipeva
YPOPIK®Y Y10 VO, TPOCOLOIACEL OPICUEVO «OCAPT» QALVOUEVA, TO OTola eival Katd To GAAM TOAD
dvokoro va avoamapoyBodv pe Tig cvpPotikég teyvikég rendering. Tétowo gawvopeva Umopel va givorl
EKPNEELS, TPEYOVUEVO VEPD, POTIA, GKOVT KO GAACL.

Wrapper
Mo cuvdptnon wrapper ivor po vropovtiva pog Pipriiodnkne Aoyiopkod 1 €vog TPoyPAUUATOG
OL M KVPLL AgtTovpyia, TG elval va KaAel pior dgvTePN vIopovTiva 1 éva cOoTUa pe Alyo €m¢
KaBOAOL ETUTAEOV VTOAOYIGUO.
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Kepdioro 2
MeBodoroyia

IIpotov katoAn&ovpe otn pon epyaciag mov ypnolomodnke &v TéAel otV VAOTOINGN  11Ng
TapoVGOG epydciag, £yve pedétn mhvo oe 3d teyvoloyieg, teyvikég dnuovpyiog povtéhmv, texturing,
animation, ypagikd, ko kwdwkonoinon oe C#, Javascript xat Python.

2.1. Mé0oooc Avdivong & Avamtuéng [tuytakne Epyaciog

To va emitdyovpe T Adorn tov tpoPAnuatoc mov emxtBopodue givar avoykoio n dnuovpyio gvog 3d
TOLYVIOIO0 OO TNV apyN DOTE VO EYOVUE TOV OTOAVTO EAEYYO Kol TO SUKUIDUATO VO, TPOTOTOU|GOVLLE
KéOe Aertovpyia ko AemTopépelo. Tov OnmG Kpivovpe epeic amopaitnto. ‘Etoyo avtikeipeva Kot
ToKETA Ypnoorombnkay émov Bempicope dtL o Ba TPOoGEPEPE KATOLO AELITOLPYIKT Ol0POPd GTNV
VAOTOINGT] KOl TTOL 1) TPOCHOTIKY ONptovpyia avtodv B fTav e€apeTikd ypovoPfopa, TOLAGYIGTOV Yia
Ta TAaiolo (oG TToylakng epyacioc. ITo cuykekpipéva, Tipope £TOUO TO LOVTEAN TOV KTIPI®V Kot
TOV Bpaymv Tov EaivovTol 6TO TEAMKO OTOTEAEGLO, TO GUGTNG VEPOD KOl TO, OYKOUETPIKG GUVVEQQ.
Eniong, mapd 1o 611 eiye dnuiovpyndei éva maxéto avayvopiong tov Kinect ue Unity, Baoiopévo move
oToV KOSIKA Tov ZigFu, 610 TeMKd amotédecpa ypnoponotovpe to makéto Kinect with MS-SDK tov
Unity kaBdc n Aoyiki tov de diépepe amd TN AOYIKY TOL KOO HoC GAAG ¢ KOSKOG HTay TOAD
EPLGGOTEPO PEATIOTOTOMUEVOG KO [LE UIKPOTEPES KOBVOTEPNOELS. ATIO TO TOKETO YPTOLOTOONKE
dAadn povo to Koppdtt o divel ) tpdePacn oto ckedetd Tov Kinect.

H yevikotepn pebodoroyia mov akolovdnonke ftav 1 Sokiun vOg GLVOLOL TPOYPOUUUATOV
KOL TEYVIKOV, 1 EXAOYY OVTOV TOL KPONKAY KOTOAANAGTEPEG KOt 1] dnpovpyios OAOV TV ETUEPOVS
oToEl®V PACEL AVLTOV TOV ETAOYDOV.

Ta mpoypdppata mov eéetdotrav ftav to 3ds Max, to Blender, to Poser Pro 2014 kot 10
MakeHuman. H emidoyn tov ZBrush yia tov Aentopepn oyediacpd v HOVTEA®Y NTav HOVOSPOUOG
KaBo¢ givol To povadikd oto €idog tov. EEetdotniav tpeic teyvikég dnpovpyiag poviéiwyv, 1 Box
Modeling, n Edge-Loop Modeling xor n Poly-by-poly Modeling. Ot &0 teAlevtaieg
YPMNOLLOTOIONKOY Yo TN SNUIOVPYio TOV GOUATOS KL TOV KEQOALOD OVTIGTOUYCL.

2.2. ZUYKPITIKN LEAETN AOYICUIKOV TOL OTTOITOVVTOL Y10 T ONULOVPYIO TOLY VIOV
To mv dnuovpyia tov 3d poviélmv gpguviBnkay S14popo oYeSOOTIKA TPOYPAUUATE UEYPL VO
kataAnEovue otn ypron tov 3ds Max. MeletOnkov €mionNg GLYKEKPIUEVES TEXVIKEC dMuovpyiog
povtéd@v oto 3ds Max. Ocov apopd to KOdKa, Elyoue TV EMA0YN UETAED TOV TPIOV TAPEYOUEVOV
yAocomv tov Unity, C#, Javascript kor Boo, Baciopévn oe Python kon emihéybnie n C# yopic va
vrepTeEPEl o€ KATL EVOVTL TOV GAA®V 000, amAd ¢ gvukatpia ekpudBnong kot avtig, Kabmg yvoptlo 1om
Javascript kot acyoAnOnka pe Python apketd kotd t dokur tov Tpoypaupatoc Blender.
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2.2.1. 3d IIpoypdupata
2.2.1.1.  Blender

Figure 2.2-1: Blender

To Blender t¢ etaupiog Blender Foundation eivor éva mpdypappa mov mpoceépel oxedocpud 3d,
rigging ko animation, rendering xabm¢ kot pio omhoikn pnyovy dnuovpyiog Toryvididv. Me diemapn
XPNOTN Kot XEPIOUO TOL drapépel omd To 3dS Max firov dvokoAn 1 petdfoon amd to éva 6to GALO,
aALG KpiBnKe avaykaio yio AOYous GUUPATOTNTOG Kot ETEKTOCLUOTITOG TOV TPOGPEPEL 1] EVVUAUKTIKY
Abom.
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2.2.1.2. 3ds Max
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Figure 2.2-2: 3ds Max

To Autodesk 3ds Max poc@épet Aertovpyieg 3d oyediaong, texturing, skinning kot animation g éva,
gvuypnoto mepiPdirov. Ilpoceépet tepdotio aptBud emAoydv Kot epyaieiny o onoiog dekamiactdleTon
av copmepiAdfovue 6ra ta eEmtepikd pluging mov umopovue va KOTEBACOVUE 1 VO 0)yOPACOVLE.
AOY® TG SNUOTIKOTNTOG TNG ETALPIOG Kot TV YpOvmv vrapéng g, To 3ds Max sivat to miéov
ovpupatd pe Ghia tpdypapua oxedioong 3d.
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Figure 2.2-3: Poser Pro 2014

To Poser givat éva gpyaleio owtopatomoinong tng dtadikaciog tov rigging kat tov animation evog
HOVTEAOL. Xg UIKPO YPOVIKO d140TNa Tapatnpninkay ot advuvapieg eEatopikevong tov
OTOTEAECUATOG OTTOTE KO GTOUATNGE 1) XPHOT| TOL.

2.2.1.4. MakeHuman

Figure 2.2-4: MakeHuman

To MakeHuman npdketton yia évo. Open source Tpoypappo. dnuovpyiag ovBpodmivov poviédov. H
Stadkacio OUmG oL aKOAOVOEL givol TOGO AVTOUATOTOMUEVT] Kol EAMITNG TTOL TPOTIUHONKE Vo
dovpynBodv and v apyn To LOVTEAD, TAPE TOV EMTAEOV POPTO EPYAGiag oV KTl TETO0 Oal
ouumePAGUPaveE.
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2.2.2. AOYol EMAOYNG AOYICUK®V

Apykd emré€ope yio ) Pacikn oyediaon tov 3d poviédwv to 3ds Max, kvpiog Aoy TG GYETIKNG
gukoMag expddnong Tov Pocikdv oToyeimv. XTn GUVEXELD, Yo TNV ONovpYio evog HEYOADTEPOL
Bobuov Aemtopépetac BewpnBnie povodpopog 1 emthoyn tov ZBrush kabmg givarl 1o 1oyvpdTepo Kot
7o dradedouévo Aoyoukd mov kdvel ypromn g texvikng 3d Sculpting. T to otddio Tov rigging kot
tov animation Oéhape oy opyn vo ypnolomocovue to Blender, odid mapotnpnOnke otL TO
OKELETIKO GUOTNUA TOL TPOGPEPEL dev gival cvuPfotd pe 1o dayeplot) Kwvicewv Mecanim tov
Unity, ka1t mov Béhape vo ypnolpomomoovpe. Av kat to Blender 6swpntikd tpoceépel tepiocdtepeg
Aertovpyiec péow tov game engine mode tov, otn wPAEN ovtd pog eivar mEPLTTO piag katl Oo
ypnoonocovpe T Unity Game Engine yio t dnuiovpyia Tov moiyvidioD.

Autodesk 3ds Max Blender by Blender
Foundation
3d Design
Texturing
Rigging & Animation coppoto X
pe Mecanim
Game Engine X

Figure 2.2-5: uykpitikoc rivakac 3ds Max kat Blender

2.2.3. Teyvucég Xyeodioong

2.2.3.1. Box Modeling
To Box Modeling eivou o teyvikn dnpovpyiog 3d aviikelwévav, goviac o Pdong éva mpmtdyovo
(primitive) moAdymvo, cuvnBme Kovti, €€ 0V Kal 1) OVOUAGT0 TNG TEXVIKNG. ZOUPMVO. IE QVTNYV,
Kavovue extrude tic TAevpég Tov KOOV, dNAadN dnutovpyodUE KOVOVPLES OKUES KLl TAEVPEG amd
ovTo Kot dtvovpe oryd otyd to oyfua wov emtBvpodpe. To peydio Betikd g TEXVIKNG VTG etvar OTL
LLE TO VO, YPTCLOTOLOVUE VO KOPO Yo VO TOPAYOLUE OAO TO HOVTELD, Bl EYOVLE VTTO KUVOVIKEG
oLVONKeg LOVO TETPATAELPEG EMLPAVELES TTOL Ol LOVO Eivar TOAD EAAPPLEC GTOV VTOAOYIGLO TOVG A0
TOL TPOYPOAUUATO, TTOV TIC VTTOSTNPILoVY, OAAG UTOPOVV EMIGNG TOAD EDKOLN VO YOPLOTOVV £iTe GE OO
glte og Té00gpa TPiymVa, Y10l T0 TPOYPAULOTA TOV VTTOGTNPILOVY HOVO TETOLO0V €160VG EMPAVELEC.
2.2.3.2. Edge-Loop Modeling

‘Evog Bpoyyog axucdv (edge-loop), 6cov apopd ta 3D ypoaeikd, pmopel va oplotel yevikd mg éva
GUVOLO GUVOESEUEV®V OKUOV GE pia emPaveLo. Zovhme 1 TeEhevTaio. KLU TOV GLVOLOL GLVAVTA Kol
AL v mTpd™ oynuatilovtog £tot éva Ppoyyo. To 6HVOAD OVTOV TOV OKU®V UTopel va, ivat yo
TOPASEYHO ToL EEMTEPIKA AKPOL IAG EMITEDG EMPAVELNG 1) TO TUNUA TOL TEPIPAALEL pidl «TPOTA» GE
Hio emeaveLa.
ITo ovykekpyéva, évag Bpoyyog axumv opileton ®¢ Eva chHVOLO aKpimVY, 6ov o Bpdyyog akolovBel T
pecaio ok oe Kabe «dooTavpmon Teccapov katevbovoewmvy. O Ppodyyog otapoatder otav
GUVOVTNGEL L0 S10GTAVP®OT SLopopeTIKOD Pabiod (S1aoTadpmon Tpidv 1 TEVIE KaTtenbouveewy Yo
mopdaderypa). ‘Eotm por akpq mov 6to éva Akpo Tng cuvavta tpeic dALeg, ONpovpymvTog £TC1 Lo
SloTAVP®ON TEGGAPOV KaTELBIVOE®MY. AKOAOVOMVTOG GUVEYDS TO HECHIO «UOVOTATY &ite Oa
BpebBovpe Eava oto 1610 onueio, ondte Ba €xovpe Kheioel Ppodyyo, gite o Ppdyyxog Ba drukomei ce pia
draotavpwon dtapopeTikol Badpov.

Ta edge-loops eivor iaitepo ypAcIlUa 68 OPYAVIKE HOVIEAN TTOL ¥PEldleTal va KvoOvTaL.
Yy opyavikn povtehormoinon, ta edge-loops mailovv kbplo poAO GTN CHOGTH TAPAUOPPMCT TOV
mAéypatog Tolvyovev. ‘Eva op0d etiaypévo 3D poviélo mpénetl va AGPel TpoGEKTIKG VITOYT TOV TNV
TomoBETNON KOl TOV TEPUATIGUO TOV Ppoyywv. Xe yevikée ypoupéc, ta edge-loops akolovBovv ™
doun Kol TO TEPTYPALLIO TOV HVGOV TOVG 0moiovg ppovvtat. [o mopddetypa, 6t povielomoinon evog
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avOpOTIVOL TPOCHTOV, TPEMEL VAL aKOAOVOODY TOVG GELYKTNPES UOEG YUP® Oamd TO PATIO Kol TO
otopa. Avtd Paciletan oty 18€a 6TL pe To va ppovval to edge-loops tov 1pdmo pe Tov omoio givol
dounuévor ot poeg, vrootnpilovy Kol TNV QUOIKY TOPAUOPE®CY TOV VLPIoTOVTOL Ol UHeg OTOV
ovotélovtor kat dactélhovtol. ‘Eva edge-loop pupeiton otevd 1o mog Aettovpyel Evag aindivog pog,
Kol av eivoal cmotd dounpévo TapExel TN OLVATOTNTO VO AVILYPAWEL QLGIKG TNV TPOYLOTIKN
TOPALOPPOCT Kol LOpepN o€ omoladfmote B€on).

2.2.3.3. Poly-by-poly Modeling
H teyvucn poly-by-poly opiler 6t Eexwvape pe éva amhd moldywvo, éva plane, kot emekteivovpe
(extrude) tig oKpéG TOL YO VoL SNUIOVPYHAGOVUE L0 ETLQAVELD TOV Talpldlel oTig avaykeg pog. o va
TO TETOYOVUE AVTO EIVOL GYESOV TAVTO ATOPALTNTN 1| ¥PNON EVOC oNueiov avopopdc, oTN TEPITTOON
Hag, TNV €ova evog Tpoodnov. H teyvikn avt av Kot moAd mo ypovoopa and omoladnmote GAA,
pog dtvel peydAo €Aeyyo TAVMD GTIC AETTOUEPEIEC TOV WOVTEAOVL, KATL 7OV €ival 1Wavikd Yo To
GYEOLOGLO EVOG TTPOCOTOV.

2.2.3.4. Pnorarcyy ylorriky (Digital Sculpting)
[Ipdkertan yro o axopo opketd véo néBodo povielomoinong kot £xet yivel TOAD SNUOQIANG LEGOH GTO.
Alya ypdvia mov ypnoiponoleitol. Ymdpyovv eni Tov TopovTog TPELG TOTOL YNOLOKNG YAVTTIKNG:
Displacement, ov givat 0 wo gupES XPNGILOTOOVUEVOS TOTOG OVTH T GTLYUN, O OYKOUETPIKOS KOl O
duvapkog droympiopog empaveidv. To Displacement ypnoiponotel £va mokvo mpdtumo (cuyva
Onpovpyeitol amd TIG EMPAVELES VTOJOIPESTG EVOG TAEYLATOG EAEYYOV) Kol amofnkevel véeg BEaelc
Y10 TIG KOPLOEG, HEG® TNG YPNONG HLaG xapToypdenong 32bit, Tov anobnkevet Tig TPOGAPUOGUEVEG
Béoelc

2.2.3.5. UVW Unwrapping
To UVW Mapping ivot po pobnpoticn texvikny yio xaptoypaenon cvvietaypévav. Opiletat and to
TETPAYOVO TOV TPOYUATIKOV OTOV KOPO TOV TPAyHoTK®V, eivor omiadn mn amewovion 3D
ocuvteTaypévay oe dedidotatn emeavele. To UVW, onmog kot 1o Pacikd Koaptestovd Zvotnua
A&ovav, éxel tpelg aEoveg, pe v tpitn didotaon W va avtictotyel oto faBog, 1o omoio emTpénel o
xopteG voeNg, texture maps, va toiifovv moivmioka avtikeipeva Kabe onpeio oto UVW map
avapépeTol oe évo onueio ¢ empdvelng tov 3D povtéhov. H Sovield tov oyediact 1 Tov
TPOYPOUUATIOTH €ival vo Tapdysl T uadnpoatiky cuvaptnon mov dMUovpyel avtd TOo XApPTN. €
YEVIKEG YPOUUES, OGO To OHOAA givor «EeTvAypévay ta TOADY®VO, TOCO o €OKOAO givol yio Tov
OYEO0L00TH VA, dNUIOVPYNCEL TIC VOEC. MOAG ohokAnpwbBel n ven to udvo mov upével givar va
EavatvAifovpe T0 APt WAV GTO HOVTEAD, ep@AvifovTag TNV VEN UE €va TOAD MO ELEMKTO Kol
TPOTYUEVO TPOTO, OMOTPEMOVTAS TIS GUVNOES YPOPIKEG TOPAUOPPADCELS TOV GLVOOEVOVV TIG TLO
amloikég pebddovg yaptoyphenong, 6nmg 1 erninedn tpofoin (planar projection). I'ia To Adyo awtd to
UVW Unwrapping ypnoipomoteitor 6tav 0EAovuE va dOOOVUE VPN 68 TOADTAOKO OVTIKEILEVO, OTMC
glvoi 0 YOPOKTAPOS LLOGC.

2.2.3.6. Rigging

H mpotopyin teyvikn animation eivor m vertex animation, o dadikacio dniadn katd v
omoia opifovpe o€ k@be onueio Tov povrédov mov Ba PpickeTor o€ Lo SESOUEVT] POVIKT OTIYUN. X
YOPOKTAPES TOL TPOOPILovToL Yo oy vidia, TPOTATOL OU®G e SlopopeTIKN TEXVIKN, To Skeletal
Animation.

To Skeletal Animation (animation pe vroPondntikd ckeretikd GOOTNUN) VAL [0 TEYVIKY
otV omoia &vag yopaktnpog avarapiotatal omd ovo pépn: ‘Eva 3D povtélo mov ypnoipomoteitol yio
™mv euedvion tov yopaktipa (ovopdletor kor SKiN) kot po epopykny dour] aAANAOCLVIEUEVOY
AVTIKEWWEVOV TIOL ovoualovtol ootd 1 bones. H doun avt eivol yvoot og okedetdc | aAladg rig. H
teyvikn tov Skeletal animation ypnowonoeiton g eni 10 MAEioTOV YOO TNV KIvnoT OpyovVIKOV
HOVTEA®Y, OALG YpnolUeEDEL 6TV omocapnvion Tng dladikaciog Tov animation omdte umopel va
ypMoorondel yio va eAEYEEL TNV PLGIKT TAPAUOPPDGT] OTOLOVINTOTE LOVTEAOV.

SOUE®VO LE VTV TNV TEYXVIKT, ONUOVPYOVLE 0GTA Yo TO HOVTEAO pag. To kdbe 0otd £xel
éva TP1od1AeTATO UETACYNUATIONO, TOV TeplouBavel v tomobeaio, TepioTpoen kot uéyebog owtov,
Kol €vo, TIPOOLPETIKO 00TO «yovéoy. Ta oot £tol dnuiovpyoldv uia epapyikn doun. O mAnqprng
UETACYNUOTICHOG KEOE 00TOV €lval TOPAYM®YO TOVL LETOCYNUATIGUOD TOL 0GTOV-YOVED KOl TOL JIKOV
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TOV TOTIKOD HETOCYNUATICUOD. AVTO EMTPENEL TNV OAANAETIOpOOT UETAED TOV GUYYEVIKOV 0GTAOYV,
MOTE VO WTOPOVLLE, Y10 TOPAOELY IO, LETOKIVAOVTAG TOV UNpod va petaxwveital pali Tov kot 1 kviun.

Onwc mpooavaeépOnke, kébe 0otd avtioTotyiletal e £va PEPOG TNG OTTIKNG OVOTAPAGTACTG
TOV YOpOKTApa, OnAadn to povtéro. H dwdikacio pe tnv omoio yivETOL OLTA T OVTIGTOiYION
ovouaetan Skinning. H cvoyétion peto&d onueiov kot 06tV gival oyéorn moAAA-Tpoc-todld. Avtd
onuaivel 6Tt Kabe 0016 emnpealetl TavtodYpova ToAAE onpeio, aALG avTicTolya Kol KOs onpeio propet
va ennpedletal amd Topandve omd Eva 06TA. XpNooToleital £Ta1, Yo kdOe 0610, vag TivaKag Tov
EUTEPLEXEL OO TO, CUGYETICUEVD e 0VTO orueia Kot To fabpd otov omoio to 0016 emnpedlel To kabe
éva. O Babpog avtdc Aéyeton Bapog (vertex weight i) blend weight).

2.2.3.6.1. Y& oVYKplon pe To Vertex animation:
[Theovextnuaro:
e Ta 0ot avtimpocmrevovy peydro apldud onueiomv, omdte digvkoAbveTol 1) Kivon.
o  Xpeolouaote ELeYY0 TAV® GE AlYOTEPQ YOPOKTNPICTIKG TOV HOVTELOV.
e  MmopolE va EGTIACOVUE GE KIVNoT UEYOADTEPOL EMTEOOV.
o KdOe 0016 pmopet vo petakivndet aveaptnro.
Melovektipata:
o Agv mpoopiletal yio peaMOTIKN KIivon LGV Kot SEPUATOG

To pelovékmnuo mov ovaépbnke UTopel VO OVTIUETOTIOTEL YPNOLUOTOIDVTAG OVTIIKEIUEVO
OTOKAEIGTIKA Y10, VO EAEYYOLV TOVG HVEG, 1] OVOTTUGGOVTOG £VO OKPIPEG LVOCKEAETIKO GUOTNUA LIE
EIKOVIKEC EEOUOLMGELS OvVOTOUING,

2.2.3.7. Inverse Kinematics
Inverse Kinematics (ot ovvéyeia 0o avapépetor og IK) givar pia pébodog vroroyiopod Béong
apBpmdoewv oV TPONADE ad TNV AVAYKN £PYOV NG POUTOTIKNG VO TEPIOTPEPOLY APOBPDGELS EVOC
Bpayiova €tol dote va Torobetovy To GKpPo Tov 0T0 EMBLVUNTO onuEio oTo Y®po. AvticTtorya, Ta IK
Solvers mov Bpickovtat péoa oto 3ds Max pag emtpénovy va HETAKIVOVUE TO TEAOG HOVO TV AKP®V
KOl VOL EYOVLLE M0 PEOALGTIKT KIVIOT] TOV VTOAOIT®V LEPDV.

2.2.3.8. Skybox

To skybox eivor pio pébodog mpocHNKNG EOVIOL TOL KAVEL YNEWKOVG TPIGOLACTATOVG
yodpovg (level) vo gaivovtar peyodvtepor amd O0tL gival. Avtd emitvyydvetor pe évo, miaiclo-k0po
YOop® omd 1o level oto onoio mpofdiletal 1 1KOVO TOV O ATOUAKPVGUEVOD TEPBAALOVTOS (HOTE VL
dnpovpyeiton n yevdaichnon peyodvtepov mepifdiiovia ydpov, yopic va ypewdletar avtdg va
yiveton render kot vo tpocBétel 610 POPTO gpyaciag Tov emeEEPynoTh Kal TG KAPTAG YPAPIKOV. X
maAooTePeg YpNoels Tov SKybox avtd éueve otafepd MG mPOG TO YOPUKTAPA Yio va datnpeiton n
yevdaicOnon g andotacnc. NedTepeg UNYOVEG YPOPIKOV OU®S, OT®G 1) SOUrce, PeToKvoOv To
skybox, aAAd moAD mo apyd omd to vmoOrowo level, divovtoag étor peyalvtepo peaMopd oTtnv
07160001 TOV ATOGTAGEMV KOl TPOOTTIKMY. AvTo kabiotd dvvat ™ mtpocHnkn 3d aviikelpévoy Onmg
Bouva ko ktipla Ta omoia pmopovv va eveboiv my TpdTol HpoPot oe £va oVPaVOELGTY Eival KAVOVIKA
rendered oto level evéd o1 vwdrowmor givon rendered oto skybox aAAdd oe oA pikpdTepn KAipaka (3d
skybox).

2.2.3.9. Shaders
Ortav avagepduaote o shaders oty TANPoPOPIKN Kot 6o YpaQLkd, Evvoolue va TPOYPOUUN TOV
YPNOUOTOLEITOL Yot VO KAVEL oKiooM, v Tapdyel dSNAadN To KATAAANAN EMIMESA TOV YPDOUOATOG HEG
o€ 1o €1Kova, 1 edkd g€, ‘Evag opiopdc pe amid Adyo 8o puropovoe va givat: «Eva mpodypappo mov
d10doKeEL Evay VITOAOYLOTH MG VO, oYEOAGEL KATL LE VO GUYKEKPIUEVO KOl LOVOOLKO TPOTON.

O Shader kdvel tovg vToAoyiGHOVE TOL Yo To rendering mdve ot hardware ypagikov, pe
vynAd Pabud evehéiog. H mAgioynoeio tov shaders kmdikomolodvior yio pio povade emelepyooiog
ypagikdv (Graphic Processing Unit — GPU), av kot avtd de mpoketton yio avotnpn omoitnorn. Ot
YADGOEG oKioong cLVNOMG XPNOLOTOIOVVTUL Y10l TOV TPOYPUUUATIGUO TOV Tpoypappatiiopevor GPU
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Rendering Pipeline, o onoiog £xel w¢ eni to mAeiotov avtikatactioet tov fixed-function pipeline mwov
EMETPENE POVO KOIVOVG UETAGYNIOTIONOVS YempeTpiog kot okiaon pixel, evd ol shaders vrootnpilovv
TPOCAPROGHEVEG 110N TEG Ko €@é. H Bom, n amdypwon (hue), o kopeoudg ypdupatog (saturation), n
ewTtEWVOTNTO Kou 1) avtibeon kdbe pixel, onueiov 1 texture mov ypnoonoteitar yia v amddoon piog
TEMKNG €KOVAGS, UTopolv va petafAnBovv 660 ekteAovvtal GAAEG dlepyacieg, YPNOLLOTOLDOVTOG
aAyopiBpovg mov opilovron amd to shader, kot propovv vo Tporomon0odv pe eEmTEPIKES PETAPANTES
M VPEC TOV EIGAYEL TO TPOYpaIO HEGm ToL Shader.

Ot Shaders ypno1pomoovvTol EVPEMS GTOV KIVIUATOYPAPO Katd TV enelepyacio TV oKNvHY
ueta to yvpiouata, oe computer-generated sikoveg (CGI) kot og video moryvidia, yio Ty mopoyoyn
plag  @awvouevikd dmelpng mowiAiog amoteAecpdtov. Ilépa oamd omAd poviédo  QOTIGUOD,
noATAoKOTEPES XpNoels Twv shaders mepthapfdvouy TPOTOTOINGT TOV XPOUUTIKOV TOUPAUETPOV, TN
dnwovpyio blur, o gpé light bloom, tov oykopetpikd pmtioud, to normal mapping yw otovyeio
Babovg, To pwtoypapikd epé bokeh, tn texvikn cel shading (toon shading), to posterization, To bump
mapping, tn mapopopewcn, to chroma keying (yvwotd wg «bluescreen/greenscreen” gog), aviyvevon
akpmv Kot kivnong, psychedelic epé kat £va guph eaopo GAA®Y.

H ovopooia mponibe and ) dnuocicvon «RenderMan Interface Specification, Version 3.0»
g Pixar to Mduwo tov 1988, évav 0dnyo 6N mapaymy @OTOPEAAMOTIKOV YPAPIKOV.

Figure 2.2-6: ITapdaderyuo Skybox

2.2.3.10. Mecanim

To Mecanim givar éva 1oyvpd kot gvéhikto choTnpe animation, arokieiotikd ot Unity, mov
BonBd ot dwoyeipion TV KIvoE®V AvOp®OTOEWOMY KOl U1 OPUKTPOV LE PVOIKT, PEVCGTH UETARoOT
omo TN po Kivnon otnv dAAn.

Ovtog evoopotopévo péoa ot Unity kabiotd ™ ypfion tpitov Tpoypopudtov yu ™
BeAtiotonoinon tov animation mepirtr. IMapéyer OAa ta amnoapoitnta epycAeio yioo ) onpovpyio
unyavav kataotdosnv, eheyktég ko blend trees katevbeiov péoa otn Unity.

Mrmnopei va ypnowonomBei yioo to animation omolovoNmToTE AVTIKEIMEVOD GTI GKNVY, Omo
TOADTAOKOLE YOpOKTAPES HEYPL SPrites kol pdta. Eniong, xépn ota AnimationEvents givon dvuvato va
Tpé€et kamoro SCript péoa amd TV avamopoymyn evog animation.

H otafepdmnto mov mapéyelt m Unity oe cuvdvacud pe tig pebddovg Pertiotomoinong tov
Mecanim e£ao@aAilovv po opaAn Kot eELa@PLE 68 VIOAOYIOTIKT 10)0 amdd0o KUTA TV EKTELES.
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2.3. Pon gpyociog
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Unwrapping
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editor V

Kinect
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PHI TeAiko Antotéreopa
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Figure 2.3-1: Workflow

1.1. Tleprypapn| pong

Eekwvape dmpovpymvtog éve Pooikd, avOpomivo, 3d povtého oto 3ds Max, a&omoidvtog kot
ovvdvalovtog 000 dtapopeTikég teyvikée, Tnv Edge-Loop Modeling yiwo to codpa kot tnv Poly-by-poly
Modeling yio 10 ke@dAl. AQoD evGOVUE Ta 600 EEYOPIOTA OVTA KOUUATIOL UETOPEPOVLE TO LOVTEAO
pog péoa oto ZBrush, 6mov tov kavovpe €va subdivision yo vo mépovpe Eva poviéro, TOL Kol oV
gtva akopa apketd low-poly yio va unv yivetar Bapog oty game engine, givot oAb mo opaid and to
TPONYOOUEVO. XTO oNUEID aVTO doKAOd®VOUNOTE PO dV0 Kotevbuvoels, emotpoen oto 3ds Max
Kot ouvéyion epyaciog oto ZBrush.

Enmavaeépovpe to kovovpro low-poly povtéro pog péoa oto 3ds Max omov kévovpe unwrap
TG EMPAVEIEG TOV, TOV TPOoaPUOlovpEe 6T0 OKEAETIKO ocvotmuo Biped kot dnpovpyodue Tig
emBLUNTEG KIVNOELS.

IMapdrinio kot apol E16AYOVHE TAEOV TO LOVTELO TOL £xEL Yivel unwrapped, kdvovpe Kt GAla
subdivision ot yeouetpio Tov HOVTELOL pOC Kot o€ KAOE 6TAG10 GUIAEOOVUE OAO KOl TEPIGCOTEPEG
Aemtopépetec. ‘Enerta, mepvavtag Eavd amd Kabe otddlo Eexmplotd, xpoOUATI(OVUE TIG EMPAVELES LG
pe ™ pébodo Polypaint tov ZBrush. Téhog, OAn 1 Aemtopépeta kot To ypduo mov £xovue Paretl o
yivouv export owg normal kou texture map avtictorya.

"Eyxovtag teAeudosl e To Topamdve, £(ovpe ot dtdbeot puag £va, OAOKANPOUEVO LOVTELD TO
onoio pmopodue va glodyovpe oto Unity. Exel, éxovpe ol kémoleg oyeddv ave&aptnteg neta&d toug
dlepyooieg va akolovOncovpe mPotov To. cvvdvacovue Oio pali oto TeEAKO amotélecua. Ot
diepyacieg avtég eivar o mpoypapuotioudc tov Kinect, n oyediaon tov mepipdAiovioc péom tov
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Terrain Editor tng Unity kot to otioyo tov Mecanim yio 1o yopaktipa. (oG, T0 GOOTN e SNAadT Tov
TPOGUPUOLEL TIG KIVIIGELS O Y10l TO TTOLY VIOl Ko EMAEYEL OvVAL TAGH OTLY Y| TTola. Kiviomn Oa exteAeital.
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Kepdraro 3
Ylomoinon

3.1 Xpnon tov Autodesk 3ds Max otn mruylokn

O opykdc okomde frav 1o 3ds Max va ypnowomomnBei pdvo yia ™ poviehomoinon Tov
yopoktipa, ™ onuovpyia dnradn tov Pactkod, low-poly poviélov kot to UVW UNWrap, Kot vo
avtikotootadel omd to Blender yio ™ dnpiovpyio tov okeletod kol Twv animation. Metoagépovtag
oumg 1o épyo péoa otn Unity, mapatnpndnke o1t to Armature tov Blender dev vrootmpiletan and 1o
Mecanim g Unity, 1o x0pro, mAéov mpdopato kal 1oyvupd epyoreio g Unity yia animation
YOPOKTPOV, 0TOTE Ko TPOTIUNONKE v TéAEL TO okeheTikd cvotnuo Biped tov 3ds Max kot kot
gméktoon £ywvov ta animation Tave ce avTo.

To Baoikd poviédo dnuovpynnke pe Pdon 6vo puebodoroyieg, edge-loop modeling yio to coua
ko poly-by-poly yia 1o npdowmo:

3.1.1.1 Egpopuoyn:

Hekwvovtog, onuovpyodue £va primitive avtikeipevo, cwovifog kdOAvdpo. To minbog twv
TAELPAOV TOL KLAIVOPOV €xel Leydin onpacio, kabmg katd Koplo Adyo Ba Kpaticovpue Tov 1610 aplBpd
UEl®V TAVMD GTNV aKU Y10, TO LEYOADTEPO UEPOG TOV LOVTEAOV.

N = G Bedery | Cpnemes | WG

O [ :_E-.'l_ F B 3 ) e By T -IM = & NEE G uE.

Figure 3.1-1: Anylr)_n/)y()éyg évol KOA1vdpo

21 ovvéyela, SLoyPAPOVLE TIG dVO TOPUAANAES TAEVPEG TOV AVIIKEWWEVOD KOL TO «OVOTYOUUE»
OTIG AKPEC.
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Autmdesk Yo M 013 a6 - Studert Verion.  Unticied

{Z E BN & SEE G SE.

Figure 3.1-2: Azayngoouue ra?mpo’uvw/la faces

"Enerra, emiéyovtog to edge-loop, tov koxko mov dnuiovpyodv dSnAadT ot OKUEG TOV GYNUATOC, LE
shift+translate avtiypdgovpe kot enexteivoope to oyfuo. Kdavovtog scale v emioyn pumopodpe vo
dmoovpe T pope1| Tov emtBupope. 'Etol dnpovpyovue apytkd tov factkd Kopuod.

iz C Bz & HEE S SE.

Figure 3.1-3: Kdvooue Scale za Edge-Loops

Otav @tdoovpe oe onueio mov mpémel va Egkvioel dapopetikd loop, otic apbpdoeig yio
TOPASEIYHO TOV OU®V N TNG PAong TG AEKAVNG, EMEKTEIVOLUE HEUOVOUEVEC OKUEG £TCL MOTE VO
dNUovpyNoovUE KavoVuplovg PBpodyxovg, Kot omd ekel cvveyifovpe pe tov ido Tpdémo Yo va
OMUOVPYNGOLLLE T AKPO.
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Autmdesk Yo M 013 a6 - Studert Verion.  Unticied

BN & SEE G SE.

Figure 3.1-4: An,ul(;pyob/w KOT[VOIB/)IOC Edge-Loops

Evolloktikd, pmopovpe pe v i apyikn oadikacio vo @Tidovpe to dkpa EEXOPIoTA Kol
VOTEPO VO TO. EVOCOVUE UE TOV KOPUO, amAd TPEMEL Vo OMCOVUE WOLITEPT TPOGOYN GTOV apldud
ONUEI®V TOV OKUDV, £TCL MOTE PETA TNV EVOCT VA £(OVUE VO EVTAPOVCINGTO OTOTEAEG L.

Mmopovpe emiong, oeov &ipoocte Kavomomuévolr pe 10 Pooctkd GyNUo TOL KOpUoV, Vo
Slypayou e TN HIGT GKPT KoL VA TNV avodnovpynoovpe kavovtag xpron tov symmetry modifier.

Autmdesk Yo M 013 a6 - Studert Verion.  Unticied

BN & SEE G SE.

Figure 3.1-5: Aiaypépovue to 1ued mesh
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Eps 6 SES G SE.

Figure 3.1-6: Egapuélovue to Mirror Modifier

Me Vv TeyVIKN VTN TETVYAIVOVUE VO, OTOADTOC CUUUETPIKO LOVTELOD, Kol VITONTAACIALOVLE TO
@OpTO gpyooiag apod QTavel vo oyedidoovpe Hovo Tn po mAevpd Kot va aproovue to modifier va
dnuovpynoet v dAAn. Ilpénel va onueiwdei dpwme, 6t amd ™ otryur] mov Ba daypdyovus 10 pco
povtélo, ta edge-loops mov k6fovtat yavovv TV 1I810TITE EXEKTAGTG TOL EYAV, KOL Y10 0VTO TO AOYO
poteiveTal va £YOVE TPOTA PTAGEL GE £VOL IKAVOTOINTIKO EMIMESO.

Yy mopokato gwkovo eaivetar to low-poly copa. Ot makdpeg kot to, SAKTLUAN, OTOE KOl TO
oS, dnpovpynonkav Eexwpiotd kot £yvay attach tdve oto vadhouto poviéro.

Auesdedk ok M 21184 < Stident Vamion  poky, Tymmetny matems.

Bz 6 MEE G SE.

Figure 3.1-7: /“»()'szpo 70 (ia')7ux

¥t ovvéyeln o dovdue ™ Swdikacio povielomoinong Tov Keeoiov pe ™ te)vikn poly-by-poly
modelling.
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3.1.3 Poly-by-Poly Modelling:

y\/
. S
—-—"/

Figure 3.1-8: Eikéva avapopdc

3.1.3.1. Egoppoyn:

Onoc kot yioo To copa, Ba OnpovpyHcovpe HOVo TN pio TAEVPE Kal 0o eQUpPUOGOVLE TO
symmetry modifier yio tnv dAAn.

Eekwdpe dnpovpydvtog Eva plane oty meproyn yopm amnd to pdtt Kot To Torobetode Oote

va akoAovHel T ypour| Tov TPOSHTOV.

iers Arinrston Groph Shsee:  endeing L

- Figure 3.1-9: To npu’m Polygon

21 ovvéyeln, apod to uetatpéyovue og editable poly yio va givar tpomomomoipo, pe shift
drag emexteivoupie pa TAevpd kat TV TomodeTobie Kot 6Ta 600 VIeWS KoToAANAwC.
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- Eigure 3.1-10: En&'m&‘m}yg TG AKUES

ZvoveyiCoope pe Ty o Aoywn

KoL OTAQ EVOVOLLLE TO OMUETR OTTOL YpEdleTAL.
g e e | eem— < T T

% B Mz % SES 8l

/]

tam

Figure 3.1-11: Anguovpyovue Edge-Loop

‘Exovpe dnuovpynoer €dm éva edge-loop yopo omd v tpdme mov a@ivel T0 UATL GTO
povtého. Xvveyilovtag emexteivovpe o edge-loop avtd ®GTE vo EMTOYOVUE EVA OPYOVIKO LOVTELO
nov Oo pog empéyet va ptidEovue euoikd animations.
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Figurﬁ 1-12: En&'m&‘%v,ug fzg‘_(XK/xég zov Edge-Loop

e avtd To onueio, eMEdN EPTOCU PEYPL TN LEST] TOL TPOCMTTOL, EXEAEEN VO EVEPYOTTOINC® TO
symmetry modifier.

* Figure 3.1-13: Mirror Modifier

Kot cuveyiovpe 0mmg Kot mpv HEYPL Vo PTAGOVE GE £VOL TKOVOTOUTIKO OTOTEAECUA. XTO
ONUEID OVTO oG EVOLPEPEL VA STUIOVPYTCOVUE TO YEVIKO GYNILO TOV TPOGMITOV KOl VO, £XOVUE KOAN
Tomoloyia, ONAGdN apKeETd TOAVY®VO oTo onueion mov YPellOUAcTE AERTOUEPELD, KOL VO LNV
vrapyovv kopuévo edge-loops.
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Eigure 3.1-14: Olorlnpauévo kepalr ue Smoothing Groups

3.1.4  OlokAnpopéVo HOVTELO:

AoV £yovUE TELEIDMOEL LIE TO EMUEPO

£ o¢ éva mesh.

] o 0 |

oyeio TOL LOVTELOL TOL GUVEVMOVOLL

R CT—

Figure 3.1-15: ZI)VS\;ZOﬂéV() OO, UE KEPOAL

31 ovvéyeLn, mepvApE To povtého ato ZBrush yio va 1o gpépovie o aKOUN KAOADTEPT) LOPPN,
KOl VO TOL 0DGOLUE AlY0 TEPLOCOTEPA TOADYWOVO, KPOTMVTAG TO OKOUO GE apKETH yaunAd emineda
®oTe vo unv emmpeaoctel 1 enidoon. Avtd dumg 0o avamtuybel oto emduevo Kepdiato, omdTe Hal

UEAETIGOLLLE TN TOPELD TOV OKOAOLOGALE APOV TPOTOTOMGOLE TO LOVTELO KO TO EMICTPEYOLE GTO
3ds Max.
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Figure 3.1-16. To xarvovpio low-poly uovtéio

H éxdoon avtr tov poviéhov dabétel Ty tedikn tonoloyia, cmotd edge-loops, kot aplOuod
TOAYOVOV 1Kavo vo avadeifel v embountn Aentopépela Kavovtag ypnon tov texture kot normal
maps mov dnuovpyovpe pécw ZBrush. Eipoote dnhadn oe KotdAAnio 6tddio yio vao EEKIVIGOLE TO
UVW Unwrapping mov Ba pog exitpéyet vo VIDGOVUE TO YOPUKTPI HOG LE YPDUO, KOl VO SMGOLUE
070 TEMKO amoTtélecpa T «yevdaicOnon» g Aertouépelac.

"Eva televtaio mpdypa mov mpémet va yivel, gival va SnUlovpYGOVHE LATLO, KOl TO ECMOTEPIKO
tov otouatoc. To otoua Bpibnke g étowo poviélo omd to animium.com, kot oA torofetrOnke
ot oot Béon. To pdtio givar omhd o mirrored ceaipa.

210 oTGO10 OVTO EYOLUE OMUOVPYNOEL KOl TO POVYICUO TOL YOPOUKTNPO KadG emiong Kot
patio, oAl OAeg O JadIKOGIEG TOV aKOAOVOOVE Y10 TO oAU ePapuolovTal akpifmg Le Tov 1010
TPOTO KOl GTO LITOAOITO OVTIKEILEVE, OTOTE Elvan TTEPL ésxmpwr

TTO VO TO AVOADC
&l Sl v Letvar - S8 : ) T Ve - - TR

OB
1’4 BN S SEE R SE-

. _Figure 3.1-17: Lo-poy HovTElo ,aae pozﬁa

3.1.5 Anuovpyio poriiov pe planes kot object-painting:

‘Evag cuving tpomog dnpovpyiog poAlidv yio Video games givor pe tn ypfion moAlamv,
nudidpavav planes, torobetnuévov mdve oto kepdAl. o va dnuovpyricovue to chvoro tav Planes
ypewlopaote povo gpyodeio mov Bpiokovior 16N péoa oto 3ds Max kat £va onueio avoaeopdg, 6t
GUYKEKPIUEVT TEPITTOON, £Y® TAPEL £VAL OVTLYPAPO TOL KEPAALOD TOV YOPUKTIPCL.

Hexwdpe pe éva plane yopiopévo oe 4 tpunuata to onoio petatpémovpe og Editable Poly kot
TOV divoupe Eva KATOAANAOTEPO GYNLUOL.
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i s
Figure 3.1-18. Anuovpyodue évo. plane

To cvykekpuévo plane apyotepa Ba yiver unwrap dote va gheyydei n 0éon tov texture mévem
TOV, Kot Bo TOV EQPAPHOCTEL oL EIKOVA OEGUNG LOAMDY, e dlapdvela 6T KEVA onueia.

TIo mv opa, Béhovpe avtiypagpoa ovtod tov plane mov va akolovBoldv 1o oyfue. TOV
Kke@atov. T va 1o methyovpe antod, ypnotporolodue to epyaieio Object Paint tov 3ds Max, mov pog
EMTPEMEL VO TOTOOETOVLE OVTIYPOUPA TOV ETAEYUEVOV LOVTEA®Y TTAV®D GE L0 EMPAVELN LE TIVEAO,
oav vo, (oypagilovpe. Amd Tig pubuiceig tov Object Paint emiéyovpe Edit Object List ko Pick wot
emAéyovpe to plane mov éyxovue dnuovpynoetl. Xtn ovvéyelo emhéyovpe Paint ko apyilovpe va
«Bapovpe» Ve 0TO KEPGAL.

= e :

B & Wln & SEe

Yot b et

]

Figure 3.1-19: "Bdagovue" o planes wévw oto kepdi

Téhog, amd 11 puvOuiceig tov Object Paint umopodpe va opicovue TV TEPIGTPOPN TOV
avTypaeov, 1o péyebog touvg T Béom Tovg, €ite LE GLYKEKPIUEVO TPOMO €IT€ LE TOUPAUETPOLS
ToxodtTag (random).
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Figure 3.1-21: To teliké amotéleoua twv porliov pali e alpha maps.

No onueidoovpe 01t Aoym dapopeTikng Asttovpyiog tov alpha maps oty Unity, ta podd péca
670 oy viol Ba paivovtol dSlopoPETIKA.

3.1.6 UVW Mapping & Unwrapping:

3.1.6.1 Egpopuoyn:

Apykd, epapudlovpe oto povtéro pag to Unwrap UVW Modifier. Avtd pag emtpénel va
emAEEOVPE «paPECH, ONAaON akuéC ot omoieg Bo ywplotel M emedvein tov mesh, dote va
oomedmBel ko va yaptoypaendel oe 600 duotdoel. Ot koppéveg akpég eppovilovtal TPAGIVES 0TO
3ds Max, evd ot e€etalduevec axués, avtéc dnAadn mov £xovpe opicel eueic, aAAd TPy KomoOLV,
eoaivovtor umhe. Av to 3ds Max €yel mpoomabnoet vo dnovpynoet Tig S1kéG ToL OKUEG, Ol 0TToiEg dEV
glvan 10witepa cOTEG, Ogv €xovpe Tapd va kavovpe collapse to modifier, va matfcovue More.. ot
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kaptého Utilities ota de&16 ko énerton UVW Remove koaw UVW otic emmhéov emhoyég mov Oa
EULPAVIOTOVV.

# A 2

Groupl

Camera Match
Collapse

PaE

Color Clipboard

Materials

ript

Flight Studio

Set Gray

Figure 3.1-22: Utilities Figure 3.1-23: More Figure 3.1-24: UVW Remove Parameters

¥t ovvéyewn, ov kavope collapse to modifiers, mpocOétovpe mAr to Unwrap UVW ko
eMAEYOVUE TG SIKEG HoG papég e T uébodo point-to-point seam.

Point-to-Point Seams

Figure 3.1-25: To kovuni Point-to-point Seams

H pébodog avtn pog emrpémnel vo emiéyovpe onpeio Tdve 610 Hovtédo, Kot To gpyaieio Ba
Bpiokel T cvvtopoTEPN Sadpour| HETOED TOV CNUEIDOV AVTOV, INUIOLPYOVTUG £TGL Uid OAAN AoV
OKUAV.
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Ot okpég avtéc eppavifovral UmAE, HEYPL VO OPIOTIKOTOICOVUE TNV OTOQUCT] UAG KoL TIG
dniwoovue ¢ seams, umaivoviog o Peel Mode, omdte kot 0o yivouv mpdoives. Akolovbel o
HovTELO LE TIG papég (Seams) otig omoieg kaTéAnEa:

Figure 3.1-27: To Hovtédo pali ue to opiotikomomEve. Seams

A6 avtd t0 onueio To pOVo TOV poG MEVEL glval Vo OpIGOLUE OGS KABe «vnoi», kdbe
Eexoplotd Koppatt dnAadn, Oa Eedumhwbel oe 600 draotdoelg. Avtd Ba yivel pe To epyaieio Pelt Map.

Pelt Map
Ll

Figure 3.1-28: To kovuri rov Pelt Map

To epyodeio avtd dnpovpyel éva «stretchery, éva cbvolo onueiov oe kKOKAO YOp® amd 10
mesh pag, mov Ba ¥PNOIULOTOMOEL Y10 VO KTEVIMGED To onueio Tov mAéypatoc, Pefoidvovtag ot
Kavéva ornpeio dgv Ba vTEPKUAVTTEL KATO10 GANO.
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Figure 3.1-29: H ETLPAVELQ, p&é?ue 7ov stretcher

®

O Ry

Settings ...

Pelt Options

Commit

Figure 3.1-30. To wapdBOvpo tov Pelt Map

AoV mepdoovpe and avt) TN ddikacio ylo ke koupdri, Ta torodetovue TAVO oE Eval
tetpayovo (packing) yw vo opicovue mowa Oa givar 1 devbétmon (layout) tov onueiov oto
S1od146TATO YDPO, KOL EYOVUE AVTO TO OTOTEAEGLAL:
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Figure 3.1-32: To UVW Map

H S dradikacio ypnoponodnke yio o povyo, to. LoAAid Kot to pdtia, pe ta layout tovg
YOpoUEVA o€ Tpia group, €va yio T PTAOL{0 Kol TO TAVTEAOVL, £va Y10 TO. LOAALA Kot €va Yo To
TamovTolo Kot To AT O S1oympiopog auTtodg YIVE Yo VO UTOPOVLE VO £XOVUE SLOPOPETIKO VAIKO
oTo Tpio TUAROTA aVTd, ONAadT €va Ttov O Ba yvailetl yio To Deaoua, £va mov Ba yvoilel yuo To
TAOGTIKO KOl To pATiol Kot €va Tov Ba vrootnpilel dapdvela yio to poAiid. Ta d6vTia, odAa Kot
YADGOO, OVTOG EEY®PIOTA AVTIKEILEVA, OEV YPEIACTNKOY UNWIAP KaODC £x0VV ava TUNLO OLOIOLOPPO
ypopa. Axkorovbovv ta UVW Maps twv vroAoinwv:

S

Figure 3.1-33: Mrlovla kau movielove (apiotepa), pdzt kot wamovtol (uéon), wolrid (0eéia)
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To mapdv poviéro, pali pe to Unwrap UVW modifier Oa e€aybel og apyeio pe katdAnén .obj
kot O eloaybei oto ZBrush dote va dnuovpynbodv ot veéc.

3.1.7 Anuovpyio oxeretov (Rigging):

3.1.7.1 Egpopuroyn:

To 3ds Max pag mapéyet éva étoyo okeretikd cvomua pe ovoua Biped. To chotnpa avtd
glvonl TapopeTpomom oo (Umopodpe va emAéEovpe aplBud omovovilmy, apBud SloyeploT®V Yo, To
dAaKTLAO, K.0.), KAveL ypnon cvotnuatov IK yio v kivnon tov dkpmv, StobEtel eAeyKTEG Yo TV
gOKoAn dnpovpyion walk-cycle (mepratipoatoc) ko givar copPatd pe to dwyelpioth animation tov
Unity, apdypo mov «Eompwée» TV eTA0YN AOYIGHIKOD Yo TN dnuovpyia Tov rig kot teov animation
og¢ 3ds Max avti tov Blender.

[Tépa and t1g Paoikég Aertovpyieg Tov 3ds Max, ypnowonomnke to BonesPro, évo plugin
Tov Max, dnpovpynuévo and v etapio 3D-10 Games & Video Production GmbH. To plugin ovto
Bornoe onuavtikd ot Pektictonoinon tov skinning kot oty e€opdivven g yevikng dlodikaoiog,
av Kot yoo Adyoug ovpfatotntag, ypeidotmke to skinning tov BonesPro va petagepbei oto
vrodeéotepo Skin modifier Tov 3ds Max. A&iel va onueimbdei 611 to BonesPro mapéyet duvatdtnta
YPNONG OVTIKEWUEVOV-0GTAOV Yo TNV €E0U0IMAN UVIKOV OpAd®V, OT®S avapEpOnKe TOPUTAV®D.

Hekwavtog, and ) kaptéla Create->Systems emdéyovue Biped, o torobetodue ot oknvy,
KoL T0 EQUPHOCOVIE OTO HOVTEAO LOG.

Standard -

- Object Type

Bones Ring
Biped Sunlight

Daylight

Figure 3.1-34: H kaptéla Systems

Aiodek 3 i
o HE MY 8, O BN & @ E G SEw

J0kr 1 5h +3Chh ] (S

#

Figjure_3.l-35: Movtélo uadi pe Skeletal Rig

210 emouEvo Prua, agov éxovue eykatactioetl o BonesPro, to mpocbétovpue wg modifier oto
povtélo pag, kot Tov opilovpe mown 0otd Bélovpe vo emnpedlovv Ta onueia Tov poviélov, otV
nepintoon pog 6Aa. To madifier avtd mpoopiletar yio T dnuovpyia uoikod, peaiiotikod skin mwov
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Bopilel TIg TPAYHATIKEG KIVNTIKEG TOPAUOPPMOCELS EVOG cMUOTOC. [ va to meTvyel ovtd, divel i
EMIOTIKY TEPLOYN EMPPONG o€ KdBe 0010, epyoleia emeEepyaciog TV MEPLOYDY AVTAOV, OAAL Ko
EMAOYN TPOGUPUOYNG TG EMPPonG ne Weight painting, to «Bayio» Papdv Tave 6TV ETLPAVELL LE
Baon £va cuykekppévo ypmuatikd kKoduca (pmie-0%, koxkivo-100%).

P e ERL

Figure 3.1-36. O ypwuotikéc kwdkag

Ooco epyaldpoote mvo ota Pdpn T@V oNUEIDV, UTOPOVLE VA KIVOOUE 00TA Kol apBpdoEC Kot va
PAEmovpe G TPAYUOTIKO ¥POVO TNV EMIOPACT] TOV 0GTMV TAV®D GTO HOVTEAO.

Balzome zo %

Figure 3.1-37: Kivion (x/);ire/)()rﬁ XEPLOD
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[Mopatnpovpe yio Tapadelypa 0Tt LTAPYEL Lo APVCIKT TAPUUOPP®OT 6Td ddyTVAL. AVTO cupPaivel
ywm o, ocw IOV AVTIGTOOVY GTO HEGAO 6(11(11)7»0 £xovv Bépog oe onueio Tov 5811(’[1‘[

Figure 3.1-38: A(zvﬁ(myév_() weight

INo va 1o dopbdoovue, emiéyovue pe Sub-object selection > bone to ootd ota omoia
0élovpe va emeEepyaotolie TNV emppon, Kot pe to paint weight tool «Bapovpe» ta onueia tov dAlov
daxtolov. Enpeimon: pe amko click av&dvouvpe 1o Papog, evd xpotmdvtag matnuévo to alt ot
Kowovwg CIICk TO HELOVOLLE.

Figure 3.1-39: To mvélo 200 weight-painting
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Balzome zo K

Figure 3.1-40: Alo’pﬁcuaqjld()oug

To BonesPro pag divel tn duvatdmta vo, EQapUOGOVUE TNV TEXVIKN MIFTOr Y10 GUUUETPIKA
001d, Ommg givar To dkpa. Me 0notodNmote 0610 emAeyUévo Kol TV €mAoyn tov Mirror->Show in
Viewports avouytr, pog epeoviCetol o 4Eovag mov ¥PNCLUOTOLEITOL Yo TV cvupeTpia, kabdg Kol To

0GTO OV OVTIGTOLYEL OTNV EMAOYT HOG.
E. = L

Figure 3.1-41: BonesPro Mirror

YKOmOG oG €ivol va ONHIOVPYNCOVUE £VO PUOIKO OTMOTEAEGHO, OTOPEVYOVTOS OPVUOIKEG
TOPOLOPPDGELS GE OTOLUONTOTE GTACT).

46



e

Figure 3.1-42: Eleyyoc Kl_wiaccuv

Aol tekeidoovpe pe to sSKinning kot €{pooTE IKOVOTOMUEVOL LE TO OMOTEAEGHO,
uetatpémovpe o BonesPro modifier oe Skin modifier pe v emdoyn mov npoceépet o idro to plugin.
AxolovBovpe v 10w dtadtkacio Kot Yo To VIO AVTIKEILEVA TOV EMNPedlovToL Amd TAPUATAV®D
amd éva 0oto (611 axoAovdel Ty kivnomn evog LOVO 0GTOD KOl O€ TOUPUUOPPDVETAL, UTOPEL AL VO
ovvdebel €€’ 0AoKAN POV pE TO 06TO aVTO Ko va pn yiver sKin).

3.1.8 Animation

Onwc mpoavaeépbnke, To animation yivetor pe ) uébodo tov Keyframing, pe to va 6étovpe
dAadn v embount 0601 TOV 0GTOV G GUYKEKPIUEVES YPOVIKEC GTIYUES, Kol VO apivovue To 3dS
Max va emtidel Kot va vroroyiletl T 0éon ota evOLdpESH GTAdLOL.

Apyd, opifovpe pia mpd otdon-mdla yio o yoapaxtmpa oto frame 0, kot dnpiovpyodpe
éva keyframe. T'a va dnpovpynoovpe to keyframe o mo amkog tpomog eivor va emiéEovpe to Auto
Key, xat emAéyovtag tavtoypove dha ta ootd (Ctrl+A) va toug kévovpe pia pukpy Kivinon kot vo ta
gmavapEpovpe ekel mov frav. Avtd Ba dnuovpynost éva keyframe yuo kabs 0otd 610 onugio Tov
timeline oto omoio Bpiokdpacte, Kot Bo eppavicet éva pavpo kovtdkl Téve cto frame yia vo pog to
vrodei&el.
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ME &% BES & SE-

Figure 3.1-43. Anuovpydvrog to mpdro keyframe

Av 0élovpe to animation va emavolopfdvetatl, TOTE EYOVTIC AKOUO ETAEYUEVO OAOL TOL OGTA,
emAéyovpe pe box selection to keyframes oto mpdto frame tov timeline kou pe shift+drag ta
avtrypagovpe oto terevtaio. Etot Befardvovpe 6t to animation Ba tekeidvel oty 1610 otdion pe v
omoia apyilet, k4Tl To omoio PonBdel 6To va £YovUE UK OUOAT EXAVAANYT TG Kiviomg.

Actodesk e M 2013 4 - Studert Varicn _ bipad_matel mas

B & REE G SE.

Figure 3.1-44: Avriypagovue to mparo keyframe oty televtaia Oson

2T GUVEYELD, LETAKIVOOROOTE 08 Kamoto dAlo frame tov timeline ko petakvodue évo
Kkoxaro. Epocov 1o Auto Key apapével avoryto, tote 1 kivion pog o onpuovpynost dalo éva
keyframe otn 6éon avtn.
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Autodesk e Mm $003 84 - Stuent Vericn  biged, malelmas 3 a5 == el §

BN & SEE G SE.

Figure 3.1-45: Aivovue xoavovpiec Oéaeic ara Keyframes

Av cOpovpue Tov dpouéa Tov timeline og kdmoto frame peta&d avtod mov dnuovpynoaue
UOALC KOl TOL TPMTOL, BoL TAPATNPNGOLLLE OTL TO KOKAAO OV LETAKIVICOUE BpioKeTal GE Lo
gvoldpeon Béon peta&d v dvo avtov BEcewv.

Figure 3.1-46: A vr&zawg VTOAOYIOUOS EVOLOUECOY BETeV

Me avti ™) Aoyikn suveyilovpe Kat OMovpyodLLE TIG KIVAGELS Yo TOV YopaKTipo pag. To
Biped tov 3ds Max pag divetl kdmoteg oA xpHoIUeg SuvaTtoOTNTES, OTMG Y10 TOPASELY LA TO VL
CKAEWOMGOLUE) TPOCMOPIVA TN BECT] TV TOJIDV, £TGL MOTE O YOPUKTNPOS LOG VO TTOTAEL CUVEXMDG GTO
£dapog, kol ta joint constraints, o 6Tt SNAadT aTOTPETOVTINL Ol APVGIKES KIVAOELS, TT.). VO Avyiletl To
yévato wpoc AdBog KatevBvvon.

A&iler va avapepbel 011 xapn oto Mecanim tov Unity, 6o propovcaple va dnpuiovpycovue to
animation pévo e to okeAeTo, yopic to SKin, oALd emhéyOnie ot 1 S10IKOGIN DGTE VO EAEYYOVLE
o€ Kabe Prua T euotkOTNTA TG Kivnong. Aeol tedeudoovue To animation, amodnkevovpue Egympiotd
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10 apyeio. Kabe animation Oa ypelactel To d1kd Tov apyeio, To omoio ko Ha givor S1opopeTikod and To
Booko apyeio mov dev mepiéyel animations.

3.1.9 Xvvdesowomta:

Ta apyeio Tov dovAiegvovpe oto 3ds Max givar g popeng .max. I'a va ta gi16dyovps 6to
ZBrush ta kdvovpe export oe .0bj, evéd yia to Unity og .fbx. To kdBe animation 6o mpémnet va givar kot
avtd Tov tomov .fbX alAd axolovBovpue éva cuykekpiuévo couPifacud ovouaciog 1diaitepo ot
Unity, 6mov av 1o apykd apyeio givon biped_male.fbx to apyeio mov mepiéyet to animation pe ovopa
Walk 0a pénet va ovoualeton biped_male@Walk.fbx. Me avtdv tov tpdmo, to Unity o avoayvopicet
amevbeiog T oyéon petad TV 600 OVTOV apPyEI®V.

3.2 Xpnon tov ZBrush ot mruylokn:

3.2.1 Tevikd

To ZBrush ypnowomombnke oto TAaica TG TTLYIKNAS epyaciog og 800 otddia. Katd to mpdto
010010, 10 Pacikd povtélo (base mesh) tov 3ds Max cpuhevtnke o€ 6 emineda yempeTpiog, pe to Kabe
eninedo va éxel Tov TETPOUMAAGIo aplOpd ToAVYdVOV 0md to mponyovuevo (2005 molvywva oto 1°
eninedo, 2,046 skatoupdpilo ToADYmVe 6to 6°) kot dnuovpyRonkay podya pe ™ TeXVIKY Tov Sub-
Tool Extract.

310 de0TEPO 6TAS0, POV TO HOVTELD eméotpeye oto 3ds Max (amd avtd To onueio kot Emetta
ypnowononke 1o 2° eminedo Aemtopépelag Tov poviélov ota 8039 moAdywva) Yy vo yivel
unwrapped, tov divovpe ypopo pe Polypaint, oyxedidlovtag dniadr katevbeiov ndve oto povtéro.
TENOG, LETATPETOVIE TIG AETTOUEPELEG KAL TO YPDOUO TOV DYNAOTEPOL 6TOdiov 6g normal ko texture
map avticToyo yio xpron tovg péca otn Unity.

3.2.2 Thomtwn
To ZBush TPOCPEPEL Lo TANOD PO SLOPOPETIKDOV TIVEL®V Y10, T1 GUIAEVGT EVOS LOVTELOD.

»

CH R
»3 0

>

PR OAD®
S0 e

Figure 3.2-1: Ta mvéla tov ZBrush

Amd autd ypnouonomdnkav kotd képov to Standard, Dam_Standard, Clay Buildup, Move
Kot To Smooth, to onoio givat evkoia TpooPacipo kpotmdvtag matnuévo to Shift.
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Eexwvavtog, kdvovpe import to povtélo pag o apyeio .0bj wg tool Tov ZBrush kot to
TomoBeTovE 6T GKNVI. ALTY| TN oty ipacte og Asttovpyia 2.5D omdte av mpoomadncovie va
KOVOLLLE KATO10L OAAOYT TTAV® GTO LOVTEAO, OTTAG B TO KAvouLe PEPOG Tov PovTov. ['a va
gvepyomomoovpe tn Asttovpyio 3D watdpe to kovuni Edit ot undpo méve omd tov Koufd.

ITatdpe to X 6T0 TANKTPOAOYLO Y10 VO, EVEPYOTOGOVLLE T GUUUETPIA. Me T0 TIvELO
Standard apyiCovpe va divovpue oyfua 6to povtédo pac. Me click dnuiovpyodue «Bouvvéy kat pe
alt+click onpovpyovpe «kothddecy. Onmg mpoavapépdnke, pe shift+click ypnoorolodpe to mvéro
Smooth omote kou e€opodlvvouple v emipdvetla. To povtého pog oty Tapovco edon de dtabétet
UPKETE TOADYDVA Y10 VO ATOTVIMGOVE KAVEVOG E100VC AETTOUEPELN OTTOTE EGTIALOVIE GTO VL
0picoVUE KAADTEPO, TO TTEPTYPOLLLLOL TOV YOPUKTTPA.

Figure 3.2-2: Eximedo 1

211 GUVEYELD, OO TIG EMAOYEC TNG YempeTpiag oto deEid (Geometry) natdue Divide to onoio
0o doupéoet kabe gvepyd onueio Tov povtélov dia 4, KpATOVTOG £T61 TO YN TOL MESh aAld
divovtog g TEPIGGOTEPO TOADYMOVA VO, GIAEYOLLLE.

Figure 3.2-3: Enimedo 2
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To Move mvélo pog Ponbdet vo mdcovpe £va KOUUATL TOL HOVTEAOD KOl VO TO
HETOKIVIIGOVUE TTPOG L kKatevBuvor. XAapn 6€ avTd, TPOTOTOLOVLE TO TPACMIO KOl TO KAVOLLLE VOl
QOiVETAL IO PUOIKO Kol avOpOTIVO.

Figure 3.2-4: Apyixo mpoowmo

Figure 3.2-5: dwopOwuévo npocwmo

To Clay Buildup mivélo, divel tnv aicOnon 6t tpocbitel £va emmAéov oTpOUA TAVOD 6TO
LOVTELO TO 07010 PEeTd umopovpe vo kdvovpe Smooth, kdtt daitepa yprioiuo otn Pacikr dnuovpyio
TEPLYPAUIATOS HVDV.

Figure 3.2-6. Enireon empdvera
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Figure 3.2-8: Smooth

SoveyiCovpe v 1010 dradkacio, dniadn pe to Clay Buildup va meprypdgovue tovg pog, pe
10 Move va tpomonotovpe T 0€om Tov Aemtopepeidv, ue to SMooth va eEopolbvovpe Tig EMQAVELEG
kot pe to Standard va divovpe mepioootepo OyKo, 6mov ovtd givar embounto. Otav gtavovue og
oNUELD VO PNV €yovue TN duvatotnTa Vo TPocBEcovpEe TEPIocOTEPEG AETTOUEPEIEG AGY® TOVL aplBpov
TOV ToAVYdVeV, Kavovpue Eava Divide kot cvveyilovpe. Oco avePaivovue emineda Aemtouépelog
apyiCovue va ypnowuomolovpe koi to mvédo Dam_Standard mov eivor ovowaotikd éva pikpo,
avtiotpo@o tov Standard, W6oviko yia vo S10ypAYOLLE Kot VoL KAVOVUE TO EVTOVES TIG OLOUKVUAVGELS
NG EMPAVELNG.
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Figure 3.2-10: Exiredo 3

Figure 3.2-11: Erxireoo 4

54



Figure 3.2-12: Erxizedo 5

Figure 3.2-13: Erxirneoo 6

‘Exovtog emtoyel to televtaio eminedo tov Divide, oyt udévo €yovpe €va woAd mo Opolod
OmOTEAEC LA, OALA EXOVUE TNV evKALPia VO KAVOLUE LUKPES aAAAYES KOl VO TPOCHEGOVLE AETTOUEPELEG
7OV O€ (POIVOVTOL EDKOAN GE U1 EIKOVO, OAOKATPOV TOV LOVTEAOL.
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Figure 3.2-14: Aerrouépeies mpoowmov

Figure 3.2-15: Aemrouépeieg yepicov

Figure 3.2-16: Aerrouépeieg kopuod
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3.2.3 Sub-Tool Extract — Anpovpyio vwo-ovTIKEUEV®VY

Aol €yovpe TELEIMGEL [LE TN YALTTIKN TAVMO GTO LOVIEAO TOV YOPOKTHPA Lag, 1pOe 1 dpa va
dnuovpynoovpe o povyo tov. Avtd Ba yiver pe to gpyaieio Sub-Tool Extract mov Bpioketor ot
oe€10 pumdpa. Apyicd, oe YounAo eminedo moAlvydvav, kaAivmtovpe pe Mask v emedvelo mov
0éhovpe va Kahdyoope e 1o podyo pag. 'a mapddetypa, yio va @tidéovpe o priovla, Bo kdvoope
Mask 1o xopud kot pépog tov yepudv. To mvélo pog petatpénetor oe mvého Mask kpatdvrog
natnpuévo to Ctrl.

Figure 3.2-17: Mask zeproyiic

Amo ta defld, emexteivovupe 1o pevov tov EXtract, opilovue 10 mAYOE TOL KOVOUPLOL
OVTIKEUEVOD KOl TOV GYETIKO 0plBpd ToALY®V®Y Tov BELOVLE VO £YEL OTO TPOTO GTASIO KOl TOTAUE
Extract.

Extract

5 Smt 5 *

Extract
Thick 0.0061

Accepl Double TCorne

Figure 3.2-18: Emiloyéc Extract
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Figure 3.2-19: Extracted SubTool

Aol Aelbvovpe TO TEPTLYPOAPLO KOl TO GYNUO TOL VEOL OVTIKEWEVOL, OOLAEVOVUE TNV
umAovlo pe tov 1010 TpOTO MOV OOVAEYOUE TO COUN. ZNUEIDVETOL OTL EMELDN TO E0MTEPIKO TNG
UTAoVL0C KOl YEVIKA TV povyY®V OV TPOKELTAL GE Koo TEPITTMOT Vo, Eival EUPAVEG, UTOPOVLE Va
Kavovue to avtikeipevo Split o 3 koppdrtia (eEmtepikd, mepiypoppo, E6OTEPIKO), va dtaypayovue 0T
d¢ QoiveTal Kol va, GLVEVAOGOLE E0vA TaL AL 00O0.

Figure 3.2-20: Xradio Lemropéperog umlovlog l

Me akpipdg v o dadikasio dSnpovpyndnke to mavieAdvL, v T TamovTola Eekivioay
¢ éva mirrored box wov GUIAEDTNKE GTO GYNUO TOTOVTGLOV GE LOMG dVO 6TASL0.

Figure 3.2-21: Xtadio emropéperog moviedoviod

Figure 3.2-22: Xtadio Aemtouépeiag mamovtoimv
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Figure 3.2-23: To teAixd povtélo uali ue ta pzi;{a

3.2.4 Polypaint - Xpouatiopdc

Zepd £xel VoL SOGOVUE YPOUO GTO YapaKTipa poc. KpoPoovpe Eavd To vTOAOmo ovVTIKEILEVA
TOTOVTOG TUVO 6TO GOUPBOAO LE TO PATL dimAo ad TO LOVTELD TOV YOPAKTIPO GTO VIOUEVOD Sub
Tools, emiéyovpe amd v TaréTa YpOUATOV éva Pactkd ypdua Kot bAKS, katl oto pevod Color
emAéyoupe Fill Object.

Modifiers

Figure 3.2-24: Exiloyn faocikod ypopoatog Figure 3.2-25: Fill Object

Aivovpe €161 6€ OAOKANPO TO LOVTEAD £Vl OLOIOLOPQO YpdLa. H Aoyikn mopapével idua pe Tov
GUAELOTOG: EEKIVALLE OO TO YOUNAOTEPO EMIMEDO TOAVYDOV®V Kol TPocBETovpe og kdBe Eva 6o
TEPIOCOTEPT) AEMTOUEPELDL UTTOPOVLE.
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Figure 3.2-26. Ta otddia ypwuotionod

Xpnoonoidvrog o, Stapopa Strokes kat Alphas tov nivélmv, umopécape va
dnovpynoovpe Evav ainboeavi yp®UATICHO 6To YNAO entinedo Aemtopépetag. ITio ouykekpiéva, pe
Color Spray Stroke kot Alpha 23 divovpe v aicOnon 6éppotog, Paeoviog Tord eAappid pe PKPES
TAPOUAAAYEC TOL SLOPOPETIKOD YPDOHOTOC, Bupilovtag TIC SIOKVUAVGEELS GTO YPMLLN TOL TPOKOAODV 01
ndpot Tov 6éppartog, pe Drag Rect Stroke, Alpha 22 kot puo okovpo, amdypwotn Tov UmAe
dNUIOVPYNCOUE VIOTVTMOELG PAEPEG GE oTEin TOV COUATOG, OOV ELXE AOYIKN VO QOIVOVTaL, KoL IE
Freehand Stroke, Alpha 58 ka1 padpo ypodua tposbécae tpryoevia.

Figure 3.2-27: Aerrouépeies mpoowmov
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Figure 3.2-28: Aertouépeieg kopuod

Figure 3.2-29: Aewrouépeieg yepiarv

H 310 dwwdikoocio pog foribnoe kot 610 YpOUATIGUO TOV povY®V, Le e&aipeon To AoydTLTO
™m¢ umhovlag. o vo to meTvyovpe owtd ypnoipomomoope 1o gpyoreio Spotlight. To Spotlight pog
EMTPEMEL VO TPOPAALovUE piol E1KOVA VD 6TOV KapPa Hag, Kot vo TNy anoturdcovue e Polypaint
Katevbeiov maveo oto avtikeipevo. Etol, poptdcape v Aoydtuno og texture oto ZBrush, avoi&ape
1o Spotlight kot apod 1o Tomobetioous mhveo omd to embountd onueio, oe paint mode Bayaue omd
TAV® TOL, AVTIYPAPOVTAS TNV EIKOVO, ovayAveo méve oto mesh.
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Figure 3.2-30: Spotlight Figure 3.2-31: To logo wdvw oty urhodlo.

Figure 3.2-32: Tedixo amotéleoua

3.2.5 Multi Map Exporter

"Eyxovtag teheldosl Pe TNV YAVTTIKY 0ALG KOl TO YPOUATICUO TOV YOPUKTNPA, HOG LEVEL LOVO
va eEGyovpe TOLg XapTEG LE®Y OV BEAOVUE Va xpnoyorocovpe. TO ZBrush swabétet éva epyaieio
Kat@AAnA0 yio avt) T dovAewd, to Multi Map Exporter. To Multi Map Exporter Eekivnoe g
emmAéov plugin tov ZBrush mov pmopovoav ot yprioteg va katefdoovy amd to Site g Pixologic,
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OAAG oTNV TOPElD, OPOL AVUYVOPICTNKE 1) ¥PNCIUOTNTA TOV, £YIVE HEPOG TOV POCIKOL ToKETOL. To
EPYOAEI0 OVTO WOGC TPOGPEPEL £Vl YPTYOPO TPOTO Vo eEAYOLUE S1APOPOVS YAPTES Yo EEMTEPIKY
xpnon. Amd avtovg gpeig yperalopacte texture ko normal maps. To texture map givot ovGlOGTIKG 1
anewkovion tov Polypaint ndve oto UVW map tov povtélov, evd to normal map eivar o
AVOTOPAOTAOT] TOV AVOUOMAY TNG EMPAVELNS, MGTE O renderer, LEcm Tov PMOTIGHOD, VO PG dMOEL
emmléov Aemtopépela. Méoa otnv vAomoinon Oa ypnowomomnbei to low-poly poviéro tov
YOPOKTAPA, AOY® MIKpoD apldpod molvydvev, omdte to normal map sivar omopaitnto yio va
UTOPECOVLE VO, ELPOVIGOVUE OAN TN AETTOUEPELD TTOV £YOVLE dNULOVPYTOEL.

Amd 1o pevod ZPlugin, avoiyovue to vrouevod Multi Map Exporter, emidéyovpe moto. maps
gmbopodue kot matdpe Tave oto kovumi Export Options. Avtd pog eugavilet tig emAoyég Twv maps.
To texture map dev pag divel Kamowo emdoyn, oAAd oto normal map emiéyovue 0 VYNAITEPO
subdivision, tangent, adaptive, SmoothUV «otr SNormals. Ou emhoyég avtég Ba pog ddoovve éva
kaBapd normal map oe TomKEG GUVTETAYUEVEG, YOPIC TOPUUOPPADCELS, UE TEPIGCOTEPT] EUPUCT| OF
onueln PE HEYAAN AETTOUEPELD, OTIMG TO TPOGMTO. APOV GLYOVPEVTOVLE Y10, TIG EMAOYESG LOG, TOTAUE
Create All Maps kat 6 6GOVTOUO XPpOoviKd S1AGTNLO SNHLOVPYOVVTAL.

Figure 3.2-33: Texture Map

Figure 3.2-34: Normal Map

3.3To Unity ot mtoylokn

3.3.1 Ewoayoyq

H pnyovh Unity ftav 10 koplo gpyodeio mov ypnotpomombnke yioo tnv viomoinon tng
TTUYLOKNG KoL TOV® GE QLTI GLUVOVACTNKOV OG0 KAVOUE VOPITEPA e TOAAG dAAG Yia TN Snuovpyia
TOL TEMKOD OMOTEAEGLOTOG, £va TTovidl dNAAST Tov pog divel T duvaTdTTa KIvong GTO YMPO UE
dUVATOTNTEG EMEKTOOTNG OE TOAAG OLQPOPETIKA €1dn. Oa avoAvoovue TMOG ONUIOVPYNOANE TO
TEPPAALOV, TOC EIGAYAYOUE TO YOPAKTAPA LG HEs 6Tn oknvi tov Unity, ndg othoape to Mecanim
kot to State Machines mov £€dwcov Kiviion GTO YOPOKTAPO, TOG TPOYPOUUATIGOUE OPICUEVEG
Aertovpyieg Kol TEAOG TG EQUPLOCOLE TO. EWIKA EPE. LTO TEALOG TOV KEPAANIOVL TO OTOTEAEGLA TOV Bal
éyovpe Oa ivol por EQUPHOYT UE PEOAICTIKA YPAPIKA, £VAV YOPOKTAPO TOL Kiveitol gEAebBepa oTo
y®dpo pe input omd to TANKTPOADY0, PEOMOTIKO vEPD, £60po¢ pe dévipa Ko PAAoTnom, MYOVG
nepifdrlovtoc, cvotiuato particles ko light effects. Xto emduevo xepdiaio Bo yivouv Oheg ot
amaPaiTNTEG OANAYEG DOTE O XPNOTNG VO, puropel va xepiletar To yapaktipa péom tov Kinect.

3.3.2 To mepipairov
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3.3.2.1 To édagpog (Terrain)
Heightmap kot Textures:

‘Eva €dagpog ot Unity givar katd Pdon éva eminedo pe ocvuvibmg peydAn aviivon ot
emmléov gpyoleio. EeKvavtog, dnpovpyodue Eva kevo £dapog matdvtag oto GameObject > Create
Other > Terrain ko1 and 1o mapdbvpo tov Inspector Bétovpe 10 Hyog Tov ota 600, étol MoTE TO
Baocwd Hyog va etvar LTEPLYOUEVO KoL VO UTOPOVUE VO EXOVUE YOUNAOTEPES TIHEG amd avtd. To
avrtikeipevo terrain pmopei vo dgytel heightmap yio va ddGeEL Gyfua 610 600G ANUIOVPYNGOUE TO
noapokdte heightmap oto Photoshop kot to anofnkevoape o€ poper| .raw.

Figure 3.3-1: To RAW Heightmap

Me 10 cvykekpuévo Heightmap, to gvBbypappo eninedo pog mipe owt T Hopen:

» &y ‘ TR

N
3

(C

Figure 3.3-2: Terrain ue Heightmap

IIpocbétovpe oto textures tov Terrain 6 sikoveg: pwo tov Ha ypnowonombel wg Bdon og 6L 10

£00.p0G, KOl TEVTE Y10 TO GUVOVAGUO TOVS KOl TO ¥POUATICUO TOV SPOP®V TEPLOYDV. LT CLUVEYELD,

apyifovpe Kot BAQoviEe TO £30POG OTWS EMBVUOVLLE.
Textures

Figure 3.3-3: Ta £& textures oo Terrain
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Figure 3.3-4: Terrain ue Heightmap xoz Textures

BMdoton (Trees, Grass kat Details):

IMa v opa to £6apog pag dev etvat Wiaitepa peaAoTiko, Yiati facileTol ATOKAEIGTIKY GTO
GYNMUO TOL Kol GE YPAPIKE 000 dtaotdoemv. [1a 1o Adyo avtod, Oa tpocHicovpie AemTopépeleg, OTMG
dévtpa, Ypasidl Kot uTA.

Me avtictoyo tpdno dnwc ntpocHicapie textures yio to £6a.9og, Tpocbitovpe Loviéla
dévrpwv, 2D textures ypacidiov kot pikpd meshes GAing PAGoTNONG, 6T CLYKEKPIUEVT] TEPITTOOT,
AOVAOVSL, KaL Yo GAAT pio eopa, «Baeovue» Kot TomofeTovUE TO OVTIKEIUEVA 0T TAV®D GTO
£6agoc pac. To Unity mapéyet amd poévo tov kamota Meshes dEvipmv Kol AETTOUEPELDY OTME Ko
textures ypac1d100, 0AAG pmopovpe TOAD EDKOAO VO EIGAYOVILE KOL VO YPNCILOTOMGOVE 1| OKOLO KoL
Vo dnUovpynoovpe SIkd oG,

Figure 3.3-5: Terrain Grass
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Figure 3.3-7: Terrain Trees

Méoa and 11c pubuiceig Tov Terrain propovye va opicovE TN SIUCTOPE TV AVTIKEIUEVOY
oL TOTOOETOVLE, TIC LKV IAVOELS 6TO HEYEDOC TOVE, TV AVAALGT TOV, K.0L XVYKEKPLUEVA Y10 TO
YPOGIOL LITOPOVLE VO OPIGOVLLE TUYOUES TTEPLOYEG OOV AVTO E£XEL OMOYPMUATICTEL, KAONDS Kot To av Oa
KOUVAEL COUP®VO. PE TOV Gvepo Tov Terrain, yio va Shoovpe pio Topomive vOTo PEOAGUOD.

3.3.2.2 Pwtiouog

IMa Adyovg peaiiopov, emtBopovue va £(OVHE Uid LOVOSIKN TNy GOTOS TOV VO OVOTOPIeTH
OV MO o711 oKNVI| pag. Anpovpyodue Aomdv éva katevbuvouevo (directional) ewg o€ o peydin
amootacn amd to terrain, pe intensity 0.55, soft shadows vynirg moidtntag, emAéyovue va
gpeaviletor 0 PoTooTéPavo Tov Kot Tov opiCovue Adpym (flare) Sun, and ta standard assets tng
Unity. ®povrtilovpe eniong va gvbuypappicovpe tn 0€om ToU GOTOG HE TV OTEIKOVIGT TOV AV 6TO
skybox pog mov o dovue auécme PETE, HOTE VO UV QAIVETOL OPVGIKO.
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Figure 3.3-8: Halo xa: Sun Flares

3.3.2.3 O ovpoavig (Skybox xar Volumetric Clouds)
Skybox

To Skybox ot Unity:

H Unity xéver xpnon evog ovpPatikod, kufikod SKybox, kot pmopei vo opiotel gite yio
HELOVOUEVEG KAUEPEG, €iTE Y1 OAOKANPO TO project. Ttn mepintwon pag, apov OElovpe katl ot 600
KAUEPES Va. delyvouv Tov 1610 ovpovd, Ba opicovpe to SKybox amd tig emhoyég Render Settings. Exel
oto Skybox Material exiléyovue to Sunny 2 Skybox.

Figure 3.3-9: Emioronnon rov Skybox

Zovvepa pe dyko (Volumetric Clouds)

IMo meplocotepo peolopod, OEAaE KoL GUVVEQQ TOV VO, PNV €Vl GTAGLUO GTO XMPO, KATL TO
onoio av yivel péom tov Skybox dev €xel aucbntikd dpopeo amotédeouo. Xpnoponomdnke €6t To
asset Cloud System g Edelweiss Interactive yw ) dnpovpyio cvvvepov pe dyko, mov Oa givor
KOVOVIKG avTikeipeva oto x®po. To cvykekpiuévo asset cuvdvalet yevvntpieg particles pali pe dukode
tov shaders yia ™ mapoaywyn owtod Tov aAN00PAVOVG OTOTEAEGOTOC,
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Figure 3.3-10: Ot yevvijzpiec particles zov Cloud System

Figure 3.3-11: Tu particles oo xdfe abvvepov oo Cloud System

3.3.2.4 To vepo (SUIMONO Water System)

To Backd avtikeipevo vepod g Unity dev koAOTTEL TIG OVAYKEG PEOMGHOD HAG Yo TNV
nroylokn, ondte otpapnkope oto SUIMONO. TIpoketton yio £va asset tov Unity snpovpynpévo omd
mv etoupio «tanuki digital». TIpoogéper éva olOvolo epyoleimv KOl TPOKOTUGKELOCUEVMV
OVTIKEIHEVAV Y10 TV OVATOPAGTOCT) QLGIKOV, PEAAISTIKOV vEPoL. [Ipocpépet emiong emAoyEég vepoL
e TpokaBoplopévesg puOUicelS, AALG OTMG KOl KAVALE, LTOPOoHV VL TPOTOToBovv yio va Topla&ovy
GTN OKNVN HOG.

To SUIMONO ypetaletor 600 avtikeipevo otn oknvi yua va SovAéyel cwotd, o SUIMONO
Module mov mepiéyet T1c pOpicels Kot ta SCript mov divovv v epedvion oto vepd, kat 1o SUIMONO
Surface mov givou 1 0100 1 emPaveto Tov avoraptotd ™ pale Tov vepod. APol TOToHETHGOVLE KOt To
dvo otn oknvi puOuilovpe amd to Module v epedavion tov vepod g eENG:
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SUIMONO /05

Figure 3.3-12: IMopdderyua pobuicewv oo SUIMONO

H vlomoinon tov vepov pog Pociotnke miveo o€ €vo TPOTOTOUEVO, TPOKABOPIGUEVO
povtého vepoo to «light blue wave» tov SUIMONO mov pe tig katdAnieg pubuicelg pag £dmwoe avtd
TO OTOTELECLOL:

e

Figure 3.3-13: Tpormomoiuévo SUIMONO Interactive Water Systems

3.3.2.5 Emriéov ororyeio ([létpeg, kripia)

Axoépo to Tomio pag paivetol Adglo, omoTE EMALYOVUE VO YPTCLUOTOINCOVUE ETOLLO LOVTELD
KTipiov kol Bpdyov yio vo tov ddoovpe Aiyn ovotoon. To asset pe tig nétpeg Aéyetoan Rocks Pack —
Freebies, Tov Nobiax, ka1 ta dvo €idn ktipimv givar g ogpdg Shanty Town g Unity Technologies.
Kot ta d0o avtd assets dwatiBevran dmpedv oto Asset Store.
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Figure 3.3-14. Tehiko mepifidliov

3.3.2.6 Beluoromoinon (Optimization)

Ao &yovpe TEAEIDOEL [ TO TEPIPAALOV pag ypetdleTan va TPoPOVLE GE OPIOUEVES EVEPYELEG TTOV Bal
BeltioTonocoVY TNV AIAS00N TG EPAPLOYNS XMPIG VO HEIOGOVV TN TTol0TNTO Topoyyns. Ot dvo
avtég evépyeteg eivan to «lightmapping» kou to «batch static draw calls».

LightMapping:

To Lightmap eivou po dwadikacio katd thv onoia Tpodmoroyiloviol Ol 6KIEG TV aKivTOV
OVTIKEILEVOV UI0G OKNVIAG Kol TpoPdiioviol @¢ texture miveo oto avTiKEIPNeVo oL dEYOVTOL T1)
okiaon. H Unity pog diver didpopeg emhoyég yioo 1o 1t Oo kdvovpe lightmap onwg av Oa
dnuovpynoovpe lightmap povo tov €dG@ovg, oplopévmv puovo ovIIKEWEVOVY K.o. Lo T uéylot
duvartn amddooT Kot AOY®m TOV OTL EYOVUE LOVO EVOL QG GTN OKNVT, ETAEYOVUE VO, OTULLOVPYTGOVUE
1o lightmap méveo oe avtd. Amd to pevod Window eugaviCovue to mopdbupo Lightmapping,
EMAEYOVUE TO QMG LOG KOl 0TOlEcoNToTe GAAeC puBuicelg embopodue kot motdue Bake Scene. X
oVYKeKpLUEVN Tepintmon ypnowwonomcoue Directional Lightmaps pe High Quality.

Figure 3.3-15: To Lightmap zov terrain

Batch Draw Calls:

To nAn0og twv Draw Calls pog deiyver ndoeg popég 1o devtepoiento kakeitar o renderer va
gupavicel kat.. Mmopovpe vo opicovpe ototyeio vo gueovifovior otn o «maptiday, omdTe va
epeaviCovron o koo draw call, kot  Unity avtopdrtmg kéver batch ola ta avtikeipevo piog oknvig
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T omoia £YEl OPIGEL O ¥PNOTNG G oTOTIKG. EmAéyovpe Lomdv to £60¢poc, To VEPO, T KTipLol Kol TG
TETPEG KAl TOEKAPOLLE TNV emAoyn Static otov Inspector.

3.3.3 Ewoaywyn tov yapoktipo

IIpotov e1cdyovpe TOv Yopokthpa poc péca oto Unity, emadnbedovue ot €xovue 6,11
ypewlopoote. To Baocwkd apyeio tov 3ds Max mov dnuovpyioape tpénet va £xet To skeletal rig, ta
meshes tov yopoktipa Kot Tov vIoAomny ototyeimv, kot to SKin modifier og kébe éva. TIpémet
emiong vo éyovpe kot to texture ko normal maps. To maps tov yopaktipo Kot Tov povyev eEnydnoay
a6 to ZBrush pe to Multi Map Exporter kot ene&epydomrav oto Adobe Photoshop yia 616pbmon
mlavov atedewwv. Xto Photoshop emiong mpootébnke to texture tov potiod oto mMap mov
epthapPavet Kot To Tomovtola kabdg eniong dnpiovpyndnke Kot To texture Tov poAlmv.

Figure 3.3-16. To texture twv ualiicrv

To poviého tov yapaxtmpo pog eEqyxn and to 3ds Max oe popon .fbx, apyikd ympic
animation, pe to 6vopa biped_male.fbx, kot €ywve import g asset péca oto Unity. Amo ta Import
Options opicape scale factor oto 0.01 kot cVOpope T0 AVTIKEIUEVO TAV® GTN GKNVH. AVTH TN OTIYUR
glvol Aevkod, omdte elodyovpe mg asset kai ta textures. EmAéyovpe Eexwplotd To avTiKEiEVO TOV
amoptilovV TO YUPUKTAPO Kol 6TA 0TToio £YOVUE OpioEL Ta MAPS pag (oo, podyd, TOTOLToN-UATLO,
HoAALE) Kol oto kdBe éva Bétovpe oto inspector to texture mov Pydhape omd to ZBrush ot to
Photoshop. Zta podyo opicape Bumped Diffuse shader, agod 6éhovue vo kévoovue yprion normal
map, kol 6to group pdrtie-tomovtolo opicoue Specular Bumped Diffuse Shader, oot 0éhovpue
emmAéov 10 VAKO va yvarilel 6to mc. ' ta podlid ypnopomomOnke Transparent/Cutout/Specular
shader. O tomog Transparent epeaviler drapdveia kot to Cutout opilet 6tL Ba vEGpyOLY draPavn GANG
Ko adtapavny tufpota. To Specular tunuo tov shader pag divel OT®E KoL TPOTYOLUEVMS HL0L EACPPLEL
KATOTTPIKY AQpyT, 0Ttmg Ba Tov puotKo 6g PaAALd KAT® and Tov 1AL0.

T o déppa apykd ypnoponomOnke amdd Bumped Specular shader kabmg 6éhape andd va
ddoovue ™ Aemtouépeia amd To. hormal maps kot va Kavovue o 6Epua vo Yoarilel eEAappds, aAld
QVTILETOTIGOUE £Vo avomdvtexo TpoPAnua pe to animation kotd to 0moio Ge OPIGUEVEG KIVIGELS
eowotav 1o 6éppa péca amd ta povya. Bpénke 10te o amAr|, Tpocwpivi) Adom katd v omoia 0tov
0élovpe va gppavicovpe to Hovtéro pag poll pe povya, aAldlovpe to texture map tov GMUUTOC GE
£va avTiypopo TOV apylkov, dALA LE SlopAaveld oTo onueia Tov mpoeeiyov, Kot Yo avtd T0 AOYO
ypnowonomoape teMkd to Transparent/Cutout/Bumped Specular. To amotéleopa @aivetor puGIKO
Kot 0gv TPodidel Tov TPOTO e TOV 0moio emeTebyn. Mia o podviun, aAAd TOAVTAOKOTEPN Kol 71O
Bapld og amortiosig Avon B frav avti yio skinned povya, va £xovpe cloth simulation wéve otig
Kinoelg tov oopotog. Télog, avabétovpe oto aviikeipevo tov yopoktpo kot éva Audio Source
component pe to onoio apydtepa Ba TpocHEcovpie Myovs Prudtoy.
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Figure 3.3-17: O imported yapaxtipog pe textures kou Audio Source

3.3.4 Mecanim ka1 State Machines — Awoyelplotig Kiviicemv

3.3.4.1 Anovpyia rov Avatar
Apyikd, kbplo pog pénua ival va otoxeboovue 10 okeAETO oL dnuiovpynoaps oto 3ds
Max nave oto Mecanim Avatar. And to import options tov povtélov, emAéyovpe TNV KapPTEAL
Rig kot opifovpe to Animation Type wg Humanoid. Zto Avatar Definition emAéyovpe Create
From This Model, kabmg ovtd Ba givon 0 Pacikd Avatar mve 6to omoio Ha Asrtovpyncovy ta.
animations. Egopudlovpe 11 emhoyéc pog pe to xovpmi Apply kot mopotnpodue 6t £xet
gvepyomomBel £va kavovplo kovumi, To Configure... pe éva tik dimha Tov. Avtd nAdVEL OTL TO
Unity métuye o ooTtoOUaT XOPTOYPAPTOT TOV 00TMOV Mg Tive oto Avatar. T'a mav evoeyouevo,
eAéyyovpe 10 amotéAesio Kat dtopbddvovpe 0Tt avayvopiomke Aavlacuéva. XTo Tapadetyio Log,
O deiktec Ko o1 avtixelpeg elyav avtiotoynbdei avamnodo, 0rOTE GUPUUE TO COCTO OGTA CVTN TN
@opa oTIg KaTdAAnAeg O€oelg Tov Avatar.

Figure 3.3-18: Aswrouépeia rov Avatar
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® biped_malsavatar
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-

Mapping

Bip001 L Clavicle

Figure 3.3-19. To Avatar tov yapoxtipo.

Yepd £xel vo opicovpe Kot to. animations vo ypnoorolovv to 1610 avatar. H Unity éyet 600
TpOTOVG Vo, elodyel eEmTepticd animations, eite pe 6lo ta animations oe éva apyeio, gite pe kabe
animation oe Egywproto. To 3ds Max dev vrootnpilel yyevn dlay®PIGUO TOV KIVIGEMY TOV® GE
Koo ypovodldypappe, omdte emAéEope Tov  OghTEPO  TPOMO Yyl PEYOAVTEPT  €AgvBepia
LETAYEVESTEPNG TPOTOTOINGOTG TV Kvioewv. Onmg avapépope oto keedlowo 1, 1 Unity akolovbel
évav 1dwitepo TpoOmO ovopaciog 6cov agopd To. animations, omdte £yoviog omoBnkedoel Ta
animations pog oe Egyopiotd apyeio, ta eEdyovue oe .fbx kot ta eilodyovpe ot Unity pe ovouata
onw¢ biped_male@ldle, biped_male@Walk ka1 ovto kabeéng. Ta kowvovpla avtd avtikeipeva de
ypewdletal va o torobenoovpe Tdve oty oknvy, amid ord ta Import Options tov kaf’ evog, otnv
kaptéda Rig, emiéyovpe Humanoid Animation kouw Copy From Other Avatar oto Avatar Definition.
Emi\éyovpe to Avatar mov dnpuovpyfioape vopitepa, Kot o animation givor £toyo va ypnoonomdet
GTI UNYOVT] KOTOOGTAGEDV.

3.3.4.2 Anuovpyia twv Myyoavaov Kotootdoewv

IMa vo a&lomocovpe TIc UNYOVES KaTaoTAcE®Y YPEOlOUACTE VO, AVTIKEIUEVO TOV TOTOV
Animator, omote 10 dnpovpyodpe and to pevod Assets > Create > Animator Controller kot to
0étovpe oto povtého pog wg Component. To avtikeipevo avtd pog diver mpoécPaor ota State
Machines 6tav avoiyovue 1o mapdBvpo tov Animator amd to pevov Window > Animator. Ta. State
Machines 6vpilovv ot dour; Tovg UML, omdte n Aoywkn givar v SNHovpynoovpE KOTOOTAGELS-
animations ota omoio 1 petdfoon Oa yivetar 6tav mANPoLVTOL OpIoHEVES TpobmoBEELS. EeKvvTaC,
kavooue dg&i click otv em@daveia tov Animator kot smidéyovue Create Empty State tnv omoia
ovoualovpe Idle. H katdotaon avth Oa sunepiéyer to ldle animation, v xivion dniady mov Ba
KAVEL 0 YOPOKTHPOG OTaV dgv déyeTal Kamola enidpoon omd to ypiotn. Xto nedio Motion emidéyovpe
To animation mwov 6élovue, kol av TOo €mMOVLUOOUE UTOPOVUE VO EXNPEACOVUE TNV TOXVTNTO
avamopoy®yne, Kabmg emiong kot av 0éhovpe va katomtpicovpe v Kivinon otov Yy d&ova. H
teAevTaio ovt emAoyn] o pog eavel ypnoun 6mote BELovpe va £YOVUE GUUUETPIKES KIVIGELS, OTTMG
to. left xau right shuffle ) mepintoon pac. Me tov {610 TpOTO INUIOVPYOVUE UL KOTAGTAGT Y10, KAOE
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animation, kot pe oei click ot xatdotacn Any State dnovpyodue o petdPaocn (transition) ce
k&g pia.

T vo popodpe va opicovpe avé oo oTiypn HEC® KMIKA TIG KATUGTAGELS, ONUIOLPYOVUE
otov Animator o kowvovpla mapduetpo (katom aprotepd) pe 6vopo CharacterState ko divovpe ota
transitions g éleyyo Sl0QOPETIKEC TIMEG TNG Topauétpov avtig. T mapdderyua, Otav 1o
CharacterState givou 0, 8o, Tnyaivovpe otn katdotacn ldle, étav eivon 1 ot katdotacn WalkForward
KA

WalkForward WalkBackwards ShuffleLeft

M Shuffleright
e e |

Any State

// \iﬂ___-\ RunForward

Swimming Swimmingldle Jump

Figure 3.3-20. Ta State Machines zov yapoxtipa

3.3.5 Scripting
IIpoto¥ d0bpe TMOG VAOTOONKAY CLYKEKPIUEVEC ADGELS UE KOdika, Aiya Aoyio yuo tn C# (C
Sharp) péoa otn Unity:

o XV apyn, MMidvove Toleg texvoloyieg g Unity ypnoipomolodpe péco og kébe script pe
ovvtaén using, 7.y. using Unity.Engine;

o [ TNV gVKOAOTEPT KOTAVONGT TNG AELTOLPYING TOV KMOLKO, UTOPOVLE VO OpiGovuE
amapaitnTo ototyeio yio T xprion tov script, w.y. [RequireComponent (typeof (Rigidbody))]

o  Ortav dnovpyodue eEmtepikég petafintéc, umopodue kot uéso and tov Unity Editor va
OPIGOVLE TIG TIHEG TOVG. Xe TEPIMTMOOT oL BEAOVE VO OmOKPVWYOLLLE KATOld LETABANTH Vi
Adyovg evBuAdKmong Tov mTryaiov kKmdtka, opifovpe t petafAnt) pe [Hidelnlnspector].

e Yrdpyovv S1dpopot TpOToL Vo, 0pyIKoTolcovpe éva SCript. Ot 600 o GLYVEG GUVAPTAGELS
TOL EMTLYYAVOLV aWTO TO okomo givon 1 Awake() ko 1 Start().

0 H Awake() tpéyel Tov kKddika Tov PpickeTol HEGO TNG LE TO TOV POPTMVETOL TO
OVTIKEILEVO TTOV TTEPIEYEL TO SCIIPt 6T GKNVT, AGYETOS OV EIVOL EVEPYOTTOMUEVO 1) OYL.

0 H Start() exteleiton 6tav o evepyomompévo Script poptaveton otn oknvi. Ot
ovvaptioelg Start() tpéyovv mavto petd tigc Awake().

0  Avtd givar ypriouo otav Bédovue 1 apykomoinon evog script B va eEaptdtol omd
™V apykomoinon evog script A, ondte 1o A Ba ypnoomrotei Awake() kot to B
Start().

0 Aleg mapdpuoieg cvvaptioelg eivor 1 OnNGUI(), OnEnable(), OnCollision() k.o.

e AvrtioTtorya pe TIG S18(pOPES GUVOPTNOELS OPYLKOTOINONG £XOVLE Kot SLAPOPES GUVOPTNCELS
emavainyng Update otig onoieg yivetat o emavolapPavopevog EAeyyog yio Tig AEITOVPYieg TOV
Tavido0, Ommg 1 Kivnom Tov yopaktipa, o EAeyyog yia collisions, ot allayég ota animation
k.0 To tpio Sapopetikd idn update eivor ta €€nc:

0 Update(): Tpéyet wia @opd og kéOe frame mov mepvdet katd v avomapoyoyn e
GKNVIG.

0 FixedUpdate(): Tpéyet o gopd ava mpokabopiouéva, (fixed) draotiuata. To €idog
avto Tov update sival amapaitnTo OTOV YPNOUOTOIOVUE PLOIKY Kol SUVAELS GE
kémoro RigidBody.

0 LateUpdate(): 'Exel t youniotepn mpotepordtnta omd T1¢ update kot givon ypnoyn
otav Bhovpe KATO10 KOUUATL KOSIKA va. ovTidpa oe GAla. updates.

e Mmopobue va dNovpyodpe SIKES LG CLVAPTHGELS KOl VoL TIG KahoOue péco otn instantiate 1
otnv update cuvaptnon.
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e Mnopolye vo. eTNPedoove SCript S10POPETIKMDY UVTIKEEVOV EITE AUEGO, KOADVTAG
GUVOPTAGELS TOVG (Yo SCrPLS KOG YAMGoaG), £ite EUUESH GTEAVOVTAG OVOyVmPIGLULOL
unvopoTo. pe kamoto evtodn yio to Eévo script (vmoompilel ohvdeon uetald draPopeTikdY
yhwoowv m.y. C# og Javascript, Javascript oe Boo k...

3.3.5.1 H kivnon tov yopoxtipo.

Mo va umopécovpe va EAEYYOVUE TO YOPOKTNPO OO TO TANKTPOAOYLO Kol OpYOTEPO, UE TO
Kinect, ypeialdpacte éva script mov 0o petagpdlel Tig £166d0V¢ MOV divovue gueic oe Kivnon Kot
tavtoypova Ba Béter To katddinio CharacterState wote va emidéyel 10 cwotd animation avéd mwéoo
otiyu] o animator xoi to state machine. Avotoymg, o £tolpog kmdwkag tov Unity yua éleyyo
yopokTipa dev giye eTioytel pe oxomd va ypnouonombei pali ue o Mecanim, ondte ota nAaioto g
TTVUYLOKNG dnuiovpynbnke omd v apyn &vag kowovplog Controller. To script avtd koabopilel T
duvauelg Ba ackovvtar oto RigidBody tov yapaktipa émote Béhovpe vo Kavel kdmoto Kivinor kol
uetafdiier tnv Tiun Tov CharacterState avaloya pe ) kivnon avth.

void SetCharacterFreeMovementAnimation (float vertical Axis, float horizontal Axis, ref float
targetSpeed)
{

if (jJumping) {
_characterState = CharacterState.Jumping;
Yelse if (vertical Axis != 0 || horizontal Axis !'=0) {
if (swimming) {
_characterState = CharacterState.Swimming;
} else if (vertical Axis > Of) {

if(isRunning){
targetSpeed =2*runSpeed;
_characterState=CharacterState.Running;
}
else{
targetSpeed=walkSpeed,;
_characterState = CharacterState.Walking;

} else if (vertical Axis < Of) {

targetSpeed=walkSpeed,;

_characterState = CharacterState.WalkingBack;
} else if (horizontal Axis < Of) {

_characterState = CharacterState.ShuffleLeft;
} else if (horizontal Axis > 0f) {

_characterState = CharacterState.ShuffleRight;

} else if (swimming) {
_characterState = CharacterState.Swimmingldle;

Yelse{
targetSpeed=0;
_characterState = CharacterState.ldle;
}
/fthis line sets the CharacterState parameter on the character model's animator controller
every frame
animController.Setinteger("CharacterState", (int)_characterState);
}

Figure 3.3-21: H ovvaptnon mov diver tyun oro CharacterState
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void FixedUpdate ()

SetCharacterFreeMovementAnimation (VAXis, hAxis, ref speed);
if (grounded || swimming) {
Vector3 targetVelocity = new Vector3 (hAxis, 0, VAXis);
targetVelocity = transform.TransformDirection (targetVelocity);
targetVelocity *= speed;
velocity = rigidbody.velocity;
Vector3 velocityChange = (targetVelocity - velocity);
velocityChange.x = Mathf.Clamp (velocityChange.x, -maxVelocityChange, maxVelocityChange);
velocityChange.z = Mathf.Clamp (velocityChange.z, -maxVelocityChange, maxVelocityChange);
velocityChange.y = 0;
rigidbody.AddForce (velocityChange, ForceMode.VelocityChange);

}

else {

¥

if (!swimming) {
rigidbody.AddForce (new Vector3 (0, -gravity * rigidbody.mass, 0));

rigidbody.useGravity=false;

grounded = false;

if (hAxis 1=0) {
transform.Rotate(0,rotationSpeed*hAxis,0,Space.Self);
}

¥

Figure 3.3-22: H kivyon tov yopoxtipo.

3.3.5.2 Camera Smooth Follow ue Linecast

IMao tig avaykeg TG EQOPUOYNG XPEWAOTIKE VO SNUOVPYNCOVLE 10 KOIVOUPLO GUUTEPIPOPA
g Kduepog mov dgv Tpodmhpye péoa otn Unity. @élovue | kGuepa vo, akolovbel opadd tov moikn,
OAAG Vo uny pmaivel péoa o avtikeipeva mov Pplokovtal HETAED TG KAUEPOS KOl TOV LOVTEAOD TOV
yopoxtipa. T'a va To TETOYOLUE AVTO YpNCIOTOMOoaE TV TeXVikn Tov Linecast. To Linecast eivon
o vont evbeia pe agempio kot téhoc, 1 omoia evromiler collisions pe avtikeipevo peta&d tov 6Ho
avTOV onueiov. X nepintoon pag, eEetdlovue éva Linecast amd 1o peTtaoynUaTiond 1oV YopaKTHpa.
®G TNV KAUEPO KOl OV EVTOMIOTEL KATOLO €UmMOO10 PETOED KAUEPOC KOl LOVTEAOV, HETOKIVOOUE TNV
Kapepo oto onueio amd 6mov mwponAbe to collision. Anpovpyodue Aowmdv pia képepo-madi tov
YOPOKTAPO KOl TNG BETOVUE TO TOpOKAT® SCript.
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using UnityEngine;
using System.Collections;

public class CameraCollision : MonoBehaviour {

public float minDistance = 1.0f;
public float maxDistance = 4.0f;
public float smooth = 10.0f;

Vector3 dollyDir;
float distance;

void Awake()

dollyDir = transform.localPosition.normalized;
distance = transform.localPosition.magnitude;

}

void Update()
{

Vector3 desiredCameraPos = transform.parent. TransformPoint( dollyDir * maxDistance );

RaycastHit hit;
if( Physics.Linecast( transform.parent.position, desiredCameraPos, out hit) )

{
¥

else

{

distance = Mathf.Clamp( hit.distance, minDistance, maxDistance );

distance=maxDistance;

transform.localPosition=Vector3.Lerp(transform.localPosition, dollyDir * distance,
Time.deltaTime * smooth);

}

Figure 3.3-23: CameraCollision.cs

Ipénel va onueidoovpe 0Tt To Top®dv SCript eviomile collision pe ta poAlid tov waiktn, Aoyw
TOV OTL TPOKELTAL Y10l SLUPOPETIKO AVTIKEILEVO, KoL pLag £0tve AavBaouévn kivnon. Avtd mov kévaype
yuo. va 1o Sropbmcovpe givor va gTidEovpe Eva kevo object, Tondi tov yapaxtmpa, Tonobetnpévo Aiyo
miom ToL, Ko Vo KAvovpe to object avto parent g kapepac. Exovue 161 10 1610 anotélecpo pe Tig
101eg Aettovpyieg.

3.3.5.3 Swim Trigger

IMa tov éleyyxo Tov moTE 0 YOpakTNpag Hag Ppioketol oe Béomn va apyicel va KoALUmAEL,
ypewdotnke £va box pe trigger collider, évav collider dnhadn mov dev givar gpumddro, oA avayvopilet
OTE KATO0 GAAO avTikeipevo eioépyetal oe avtd. Tomobetnoape To boX avtd Aiyo mo kdt®w and v
EMPAVELD. TOV VEPOD, Kot TOL emkoAANoape éva SCript mov dmote Pper collision pe 1o poviélo tov
yapaktipa, otélvel uivopa otov CustomController dote va apyicet (] Vo GTOUOTACEL) VO KOADUTAEL.
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using UnityEngine;
using System.Collections;

public class CheckTrigger : MonoBehaviour {
public CustomController player;

void OnTriggerExit(Collider other){
if (other.gameObject.tag == "Player") {
player.IsSwimming(false);
}

void OnTriggerStay(Collider other){
if (other.gameObject.tag == "Player") {
player.IsSwimming (true);
}

Figure 3.3-24: CheckTrigger.cs

3.3.6 Ewdwd Epé
3.3.6.1 Post Processing Image Effects

H Unity pag diver T duvotdtro vo tpocbicovpe e181kd pE 6TV KAUEPO, TO. OTTOL0
vroAoyilovtar petd to render g oknvnic. Ta €pé mov ypnowonomoape givor to Vignetting, to Depth
of Field Scatter kot to Bloom and Lens Flares. Ola to. Image Effects eivat amha ot yprion tovg: dev
£Yovpe Tapd va Ta opicovpe MG COMponent g Kapepog Kot va to pubuicovpe dote vo tapldlovv

OTIG OVAYKES LLOG.

Figure 3.3-25: Xbykpion ywpic ko ue 10ucd epé
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Mo puepn| duckoAia mov Topovsidotnke givar 60Tt To cvotnuo SUIMONO ypnoiponotel ta
Sk TOL €QE Y10 VAL aVOmapaoTHOEL TO VToBoAdooto mepiPdAiov, 6tav 1 kauepa PpiokeTol Kdtw omd
NV EMPAVELD TOV VEPOD, AVTO OUMC OVOIEIKVOEL EVA TPOYPULUATICTIKO AAOOC TOL VTTAPYEL GTNV
tehgvtaio ékdoom g unyovng Unity, katd to onoio dtav opilovue 600 popég to id10 €9E, 1 1kdOVOL
pog TEPLoTPEPeTon Katd 360° poipeg Kot TopoUOPEOVETOL.

T va d1opBmcovpe To TPOPANLA CVTO, TPOTOTOMGALE TOV KOJIKA, TOL EAEYYEL TN Kivnon
NG KAUEPAG, MOTE VO OEVEPYOTOLEL TOL EQPE OTAV PpioKeTal HECH GTO VEPO.

[HidelnInspector] public Vignetting vign;
[HidelnInspector] public DepthOfFieldScatter dofs;
[HideInInspector] public BloomAndLensFlares balf;

vign = gameObject.GetComponent<Vignetting> ();
dofs = gameObject.GetComponent<DepthOfFieldScatter> ();
balf = gameObject.GetComponent<BloomAndLensFlares> ();

if(transform.position.y<= -14.5){
vign.enabled=false;
dofs.enabled=false;
balf.enabled=false;

Yelse{
vign.enabled=true;
dofs.enabled=true;
balf.enabled=true;

¥

Figure 3.3-26. H avaykaio tpororoinon otov kawdika tov CameraCollision.cs

3.3.6.2 Particle System
Particles otn wruyaxn:

Onoc avapépnke vopitepa, £xovpe 10N ypnoonomost particles oe mponyodueva ctdda,
ommg eivon ta suvvepa tov Cloud System kat o appdc Tov vepod Tov SUIMONO, odré tdpa Oo
g€etdoovue £va Kpd cVOTNO TTOV AmoTEAEITOL OTOKAEIOTIKA amd particles kot oynuatiCel Eva
EMimed0 OKOVNG TOL CLOPEITAL GTOV OEPQL.

Apykd pelalOHaocTe Pio YEVVITPLO GOUOTIOImV, Kal emAEyovpe v gival tov tomov Ellipsoid
Particle Emitter. Xtn cuvéyeia puBuifovpe v ekmoum TV copatidimv. Agv vIapyel KATO10G
GUYKEKPLUEVOG TPOTOG Y10 VAL TO KAVOLE 0vTO, KaBmG e&aptdTotl amd 1o amotéAespa mov BElovpie va
TeTVOYOLVE. [0 VoL OMovpYGOLLE TN GKOVN LG, XPNCILOTOMGaE TIG EENG pubuicelc:
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Figure 3.3-27: O1 pvbuioeic rov Ellipsoid Particle Emitter

AoV &yovue opioel akpihg Twg Ba dnpovpyovvon kot o kKvovvton ta particles opiCovpe kat o
OGS B PaivovTal ¥PNCILOTOLDVTOG TV TOPOKAT® EIKOVO (G texture.

Figure 3.3-28: To texture ov kabe particle
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Figure 3.3-29. Ta particles v dpdoet
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3.3.6.3 Hyo:

Oo0 peaMoTikd Kol av ETIGEOVUE TA YPAPIKE, 1) EQPaPUOYT HaG Bo Topapével pokpld and To
G6TOYO LOG oV OEV VTLAPYOLY NYOL Y10 VO LG KAVOUY vo. vidmBovpe cav va gipaote péca otn oknvi. Ot
Nyot mov BELovE VA OMLIOVPYHCOVLE givarl Kot TEPIPAALOVTIKOL, X0l dNAOST TOL AKOVUE GTNV GUON
KOl MYOl OV TPOKOAOOVTOL od TOV TOiKTY, OTWG TO mePTATN Tov. Ot fyol mov Bélovue vo
HETOKIVOOVTOL Uaivouy ¢ Component oe kKémolo Tpoimdpyov avTIKEILEVO VD Ol VTTOAOUTOL UTTOPOVYV
vo. wpootehodv oe kovovplo, KOTA To GAA0 kevd aviikeipeva. Ot mepiPodiovtikol 1yot mov
ypNoonoovpe Ppédnkav uéca and to youtube.com kot givar xor ddcovg (Tailel Kovtd ot Teployn
ue ta 0évtpa), Nyot Kupdtev (mailel kovtd oty okt)) Kot Myog avépov (mailel oe oAOKANPT 0
oxnvn). Opicape eniong kot £va sound source wg child tov yapaxtpa yia Tov 7o TV Prudtev, Tov
péom tov CustomController ypnoyonoei d060 Swopopetikd apyeion Mov avdroyo ov o ToikTNg
TEPTOTAEL 1] TPEYEL.

FixedUpdate(){

PlayAudio();

}
void PlayAudio(){
if (_characterState == CharacterState.Walking) {
if (audio.clip '=walk) {
audio.Stop ();
audio.clip = walk;

}

if (faudio.isPlaying) {
audio.Play ();

}

} else if (_characterState == CharacterState.Running) {
if (audio.clip '=run) {
audio.Stop ();
audio.clip = run;

}
if ("audio.isPlaying) {
audio.Play ();
}
}else {

audio.Stop ();
}

¥

Figure 3.3-30: H anapaitntn tporomroinon tou CustomController.cs yia tov €Agyyo Tou ryou

81



3.4 Kinect

3.4.1 Unity Kinect Wrapper

To cbotnua mov divel otn Unity tn duvatdmra va ypnoonomoet o Kinect, dnuiovpynonke
and tov Rumen Fikov (RF Solutions oto Asset Store), epguvnt) oto Research Institute for User
Centered Technologies oto Voralberg University of Applied Sciences otnv Avotpio.

To cvomua avto Ppioketor omd tig 9 Tovhiov 2014 w¢ asset oto Asset Store, Aéyston Kinect
with MS-SDK, kat n amtAf] Tov ékdoon drotibeton dwpedv. Amartei tnv £kdoon 4.3.4 tov Unity 1
vedtepn, kot to Kinect SDK gykateotnpéva.

To Kinect with MS-SDK napéyst Bacikd avayvdpion tov skeletal rig tov Kinect kot
OVOYVOPIoT] OPICUEVAV YEPOVOLLADV.

3.4.2 Tporonoinon wruytakng ywo vrootypiEn Kinect

Ortav Eekivnoe ovty N ok dev vanpye kdmowo, cvvdeon tov Unity pe to SDK twv
Windows. Avti avtov, vanpye woe vioroinon pe to OpenNl, éva averionpo SDK yia to Kinect, 6to
01010 move PacIoTAKOUE Yio Vo PeTAPEPOVUE AVTEC TIC Asttovpyiec oto MS-SDK. H apyixn 16éa yia
TNV VAOTOINGT TNG EPAPUOYNAG LOG TTOV TO GO TOV YOPOKTAPO LG LECH GTO Ty VIOl vo EAEyyETIL
amevbeiag péow tov Kinect, dniadn, 0,11 kivnom Kkdavel o moiktme omévavtt amd ™ KApepa
AVTLYPAPETAL OTO TO LOVTELO TOV YOPAKTIPC.

X wpdln, kdtl tétolo OBo MTav AvEPIKTO Yo TOV 1010 TOV TMOUKTN OAAG Kol TO TEMKO
amotéleopa oev MTav awotntikd wpaio. Emiéybnke €tor vo oyediootel €va €180¢ avayvapiong
PBacwkadv Kwnoemv mov vo  «mupodotovvy Tpokabopiopéveg Aettovpyieg tov yapoktipo. H
avayvdpion xepovoudv mov rpoceépetl to asset Kinect with MS-SDK 6gv kGAvmte Tig avayKeg pog,
KaBmg 0g UTopovce va, dMGEL GLUVEYOLEVT €16000 OTtmC yperdletal o £va matyviol. 'Etot mpotiunonke
VO GLVOVAGOLE KOTA KATO0 TPOTO TG dV0 aVTEG 10g0A0Yieg: EAEyyovpe tn oyetikn B€om opiopévov
TUNUATOV TOV GKEAETOV KoL OVOAOYMG OVTHG EKTELOVIE GUYKEKPIUEVEG GUVOPTIGEIS TOL UETAKIVODY
TO YapokTNPa Hoc. o mapddetypa, av evtomiotel Kivnorn Tov Kopuov Tpog o EUIPOS, O YUPUKTNPOG
pog apyilel vo mepmatdel, av o kopuog yeipel Tpog to d0e€ld, o yapaktpag otpifel 0e€id, Kot 00T®
Kkafeéne.

Me 1 kvkhogopio Tov Kinect with MS-SDK oto Asset Store, n viomoinon pog petagépdnke
VO € OVTO OOTE VO TPOGPEPOVUE EVO O OAOKANPMUEVO TOKETO VIO TEPULTEP® EMEKTACT] TWV
SVVATOTNTOV TNG EPOPLOYNG OE EMOUEVEG EKOOCELS.

3.4.2.1 Baoixn Aertovpyio tov \WWrapper

To moxéto tov RF Solutions sumepiéyet script yia angvbeiog kivnon evoc poviélov cdpeomva
e ) xivnon tov okehetov Tov Kinect, évav Gesture Listener kou puo Aoto tov gestures kot
nePLYpaen Tov entBountov Bécewv, ®ote va avayvopilovol and tov aisOntipa, tov Kinect Wrapper
7ov ektelel T ovvophio peta&H Unity ko Microsoft Kinect for Windows SDK, xai tov
KinectManager, éva script mov dwyepiletat OAeg TIC Aertovpyieg TOL TAKETOL. ATO AVTA oG
evolapépet o tpdmog Aertovpyiag Tov KinectWrapper (idio Aoyikn pe Tov dikd pog Wrapper mov giye
viomomBel oTig apyés Tng mTVyaKkng) kot to KinectManager, to onoio evompatdOnke oty kdpla
Kéuepa wg component.

3.4.2.1.1 KinectWrapper.cs

To script Tov KinectWrapper nepiéyet o tAnbopo emloydv Kot otolyeiov, og eni 1o
mAeloTov Y10 AElToVpyieg OV €ite O MAPEYOVTOL OTI OWPEAV EKOOCT] TOV TOKETOV, €iTe amAd OF
ypewopaote. Meta&y avtdv cupneptiapfdvovtorl puluicels yio avayvdpion HopeosUOY TPOGHTOV,
avayvaopLen emvig, error codes «.a.

To onUAVTIKOTEPO KOUUATL KOOIKA, KOl TO HOVAOIKO amd autd T0 opyeio TOv LG EVILOPEPEL
glvau Koo kot amapoitnto o kaOs wrapper mov ovvdéet Unity pe Kinect.
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public enum SkeletonJoint
{
HEAD = NuiSkeletonPositionindex.Head,
NECK = NuiSkeletonPositionIndex.ShoulderCenter,
SPINE = NuiSkeletonPositionIndex.Spine, // TORSO_CENTER
HIPS = NuiSkeletonPositionIindex.HipCenter, // WAIST

LEFT_COLLAR =-1,

LEFT_SHOULDER = NuiSkeletonPositionIndex.ShoulderLeft,
LEFT_ELBOW = NuiSkeletonPositionindex.ElbowLeft,
LEFT_WRIST = NuiSkeletonPositionIndex.WristLeft,
LEFT_HAND = NuiSkeletonPositionIndex.HandLeft,
LEFT_FINGERTIP = -1,

RIGHT_COLLAR = -1,

RIGHT_SHOULDER = NuiSkeletonPositionindex.ShoulderRight,
RIGHT_ELBOW = NuiSkeletonPositionIndex.ElbowRight,
RIGHT_WRIST = NuiSkeletonPositionindex.WristRight,
RIGHT_HAND = NuiSkeletonPositionIndex.HandRight,
RIGHT_FINGERTIP = -1,

LEFT_HIP = NuiSkeletonPositionIndex.HipLeft,
LEFT_KNEE = NuiSkeletonPositionindex.KneeLeft,
LEFT_ANKLE = NuiSkeletonPositionIndex.AnkleLeft,
LEFT_FOOT = NuiSkeletonPositionIndex.FootLeft,

RIGHT_HIP = NuiSkeletonPositionIndex.HipRight,
RIGHT_KNEE = NuiSkeletonPositionIindex.KneeRight,
RIGHT_ANKLE = NuiSkeletonPositionindex.AnkleRight,
RIGHT_FOOT = NuiSkeletonPositionIndex.FootRight,
END

+

Figure 3.4-1: Avuicroiyion twv ovayvwpiouévav onueioy oouotos tov Kinect oe uetafintéc

Avtdc o enumerator avtiototyel To deiktn TV KAeWdm®oewmv Tov okeleTod Tov Kinect og
HETOPANTES TNG EMAOYNG HaG. Me tov Tpdmo oo, av BELovE va eEetdioovie omolodnmote 06td Ba o
Kavoupe v Tapaderypo og e&ng: playerlJointsPos[(int)KinectWrapper.SkeletonJoint. HEAD];

3.4.2.1.2 KinectManager.cs

O KinectManager 6nwg avaeépape, dayepiletal tig Aettovpyieg tov Kinect oty epapuoyn pog.
AwBétel emiong v emAoyn ELPAVIoTS TV dedouévav mov KoToypdeel | cvokevy tov Kinect mivo
OTNV KAUEPQ LLOC, TO OTOT0 KOl EMAEYOVLLE VO EVEPYOTOLGOVLE. AVTO TO TETLYOIVEL LETATPETOVTAS TO.
dedopéva tov yphuatog Kot tov Pdbovg Eeywpiotd oe Texture2d ta omoio epapudlel mive og éva

TAQIG10 TNG YPuPIKng dtemapng xpnot (GUI).
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usersMapSize = KinectWrapper.GetDepthWidth() * KinectWrapper.GetDepthHeight();
usersLblTex = new Texture2D(KinectWrapper.GetDepthWidth(),
KinectWrapper.GetDepthHeight());

usersMapColors = new Color32[usersMapSize];

usersPrevState = new ushort[usersMapSize];

usersMapRect = new Rect(cameraRect.width - cameraRect.width * MapsPercentWidth,
cameraRect.height, cameraRect.width * MapsPercentWidth, -cameraRect.height *
MapsPercentHeight);

usersDepthMap = new short[usersMapSize];
usersHistogramMap = new float[8192];

Figure 3.4-2: ComputeUserMap()

void OnGUI()
{
if(KinectlInitialized)
{
if(ComputeUserMap && (/**(allUsers.Count == 0) ||*/ DisplayUserMap))
{
GUI.DrawTexture(usersMapRect, usersLblTex);
}
if(ComputeColorMap && (/**(allUsers.Count == Q) ||*/ DisplayColorMap))
{
GUI.DrawTexture(usersClrRect, usersClrTex);
}
}
}

Figure 3.4-3: OnGUI()

O KinectManager eriong opilet Tov maiktn mov evromifeTal o Kovtd 610 cusHNTHpa Mg
TPMOTO TAIKTY] KoL TOV dEVTEPO TO KOVTIVO MG OEVTEPO TAIKTY|. LT TEPIMTMOT HOG EYOVUE PUOVO EVOV
TOKTN OTTOTE M AEITOLPYIN LG EIVOL TEPLTTN, TTOP  OAC OVTE, KPOTALE TI SLVATOTNTO VTN Y10
eVOEYOUEVEC LEAMOVTIKEG EMEKTACELS GTIV EQOPUOYY].

3.4.2.2 AMayéc orov kawdwka tov KinectManager.cs xa: rov CustomController.cs

Onwg mpoavaeépOnke 1 Aoy mov okolovBovue eivar va evtomilovpe GUYKEKPLUEVES
oyeTikég Boelg onueimv Tov COUOTOG, Kol OTAV aVTEG £YOVV TIC TIUEG Tov OEAovue, va KoAoOUE
OVVOPTAOELS TOV SCript mov eAéyyet o yapaktipa poc. To Tp®dTO TPAyUo TOV TPEMEL VAL KAVOLUE Eivol
VO KPOTHGOLE TO cOOTNHO 0EOV®VY Yo kaBe onpeio Tov pag EVOUPEPEL GE L0 KOvoLple LeTAPANTI
v gukoAoTEPN TPOSPact. Eedcov o maiktng petaxiveital Kot apa cuveymg pHeTofdAilovtaol ol BEoelg
TOV LEADV TOV, TOGO 1) KATAYMPNOT TOV TV TOV UETAPANTOV 060 Kol 0 EAeYy0c TG Oéong mpémet
va Bpiokovton péoa otnv Update() tov KinectManager.cs.
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Vector3 headPos = playerlJointsPos[(int)KinectWrapper.SkeletonJoint. HEAD];
Vector3 hipsPos = playerlJointsPos[(int)KinectWrapper.SkeletonJoint.HIPS];

Vector3 handL = player1JointsPos[(int)KinectWrapper.SkeletonJoint. LEFT_HAND];
Vector3 handR = playerlJointsPos[(int)KinectWrapper.SkeletonJoint. RIGHT_HAND];
Vector3 footL = playerlJointsPos[(int)KinectWrapper.SkeletonJoint. LEFT_FOOT];
Vector3 footR = playerlJointsPos[(int)KinectWrapper.SkeletonJoint. RIGHT_FOOT];

if(handL.y>=headPos.y+jumpThreshold && handL.y>=headPos.y+jumpThreshold){
player.Jump();
}

if(headPos.z<=hipsPos.z-walkThreshold){
if(handL.z<=hipsPos.z-runThreshold && handR.z<=hipsPos.z -runThreshold){
player.Run();

}
else{
player.StopRunning();
player.MoveForward();
}
}else if(headPos.z>=hipsPos.z+(walkThreshold/2)){
player.MoveBackwards();
Yelse{
player.StopMoving();
}

if(headPos.x<=hipsPos.x-turnThreshold){
player. TurnLeft();

}else if(headPos.x>=hipsPos.x+turnThreshold){
player.TurnRight();

Yelse {
player.StopTurning();
}

¥

Figure 3.4-4: O1 éeyyor twv joints

2N mepovca GAcT TOV PPIGKOUAGTE, O YOPUKTNPOS EXEL TPOYPULUATIOTEL OOTE VO dEYETAL
TIC KIVIOELG TOV Katevbeiav amd 10 TANKTPOoAdYl0 omdte ypetdletal va avacyedlooTel 11 AOYIKN LOC.
Mo Tpmtn okéyn Tov UEAETHONKE NTOV 1) TPOGOUOIMON TUTHUATOG TANKTPMY TOL TANKTIPOAOYIOV
otav evromilovtot ot emBLUNTEG KIVoELS, OAAG KATL TETOo0 O @aivetal va vrootnpiletatl omd to API
TOL CLGTNUATOC. AKolovOnoope £T0L O SLPOPETIKY TOKTIKY, KOTO TNV Omoio TEPAGOUE TIC
Aertovpyieg mOvV €KTEAODVTIOV, OTOV OavOyvVOPLLOTOY KATO0 GULYKEKPIUEVO TATNUO TANKTPOL, GF
Kavovpleg ouvaptoels. 'Exovtag opmg vedyn tov Tpomo Aeitovpyiog eVOS GLUGIKOD TPOTOL Kiviong,
&ywve opatn m avaykn, oe avtibeon pe ™ ovuPatikn Aoy Kivnong evog xopoKThpa, Vo
dnpovpynBodv GUVOPTNCELS KOL Y10 VO GTAUOTAEL 1) EKAGTOTE Kivnor, 6Tav To copa BpiokeTal g o
oYeTIKN 610N Npepioc. O kddwag pog Aourdv Saupopembnie og e&ng.
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public void Jump(){
if('swimming){
if (canJump) {

canJump=false;
jumping=true;
grounded=false;

rigidbody.velocity = new Vector3 (velocity.x, CalculateJumpVerticalSpeed (), velocity.z);
_characterState = CharacterState.Jumping;

}
Yelse{

rigidbody.AddForce (new Vector3 (0, gravity * rigidbody.mass, 0));
}

}
public void Run(){
isRunning = true;

}

public void StopRunning(){
isRunning = false;

}

public void MoveForward(){
VAXis = 1;

public void MoveBackwards(){
VAXis = -1;
StopRunning ();

}

public void StopMoving(){
VAXis = 0;
StopRunning ();

}

public void TurnLeft(){
hAxis = -1,

}
public void TurnRight(){
hAxis = 1;

}

public void StopTurning(){
hAxis = 0;

¥

¥

Figure 3.4-5.: O1 kauvotpieg ovvoptijoeis

Kotd ta dAla, 1 kivnon dovAgvel Le TOV 1010 TPOTO OTMG KOL TPV UE MKPES HOVO ALOYEG:

e H «ivnon oto ydpo yivetar axodpa pe Béon tig Tipég evdg optlovtiov Kot EvOg
KéOBeTOL AEOVa, ATAA TOPO Ol TIHEC AVTEC divovTal amd EEMTEPIKT CLVAPTNON

o O «KOTTNC» YIOL TO OV O YOPUKTNPOC OGS TPEXEL | TEPTMATAEL EIVOL LLiaL
uetaPAnty Boolean mov maipver T amd T1c cvvaptioelg Run() xon
StopRunning() avtictotya, avti yio To av ToTiétal £vo KOLUTE 1 O)L.

e H evtod dApatog vméotn T WIKPOTEPY TPOMOMOINGT, TEPO, OmMd IO
Beltiotomoinon ot AOYiKY TG Kot SOVAEDEL akOpe cOUPva [E po. Boolean
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UETAPANT TOL €AEYYEL OV O YOPOKTINPOG TOTAEL GTO £J0(POG KOl UE TO
«OLoKOTT» OV Oivel n cuvaptnon Jump()

Figure 3.4-6: To mwouwyvior uali pe o UserMap tov maikty
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Kepdioro 4
Amotéleona

6.1. AvvatdtnTeg TG EQAPLOYNC

Tpéyovtag évag maiktng to moyvidl mov dnuovpynoape, Bo Ppedel va Kotd omd TPoonTIKN TPitov
TPOGMOTOV TO YOUPAKTPA, O OMOI0G PPICKETOL GE WO LUKPY KOTOUOKNVOON, 0€ £va EEQMTO HETOED
dacovg katl moporag. I'opm Tov akovyovtal Mol amd TOVALA oL KABOVTOL GTO KOVIIVA OEVTpa,
KaBdg ka1 0 dvepog Tov PLGAEL 6To avolytd Tomio. Kovtd oto yapaxthipa Bpicketol Kot pio eoTid
oAAG kot dimha omd TIc oKNVES vadpyovy amobépata EHAwV Yo avtiv. O maiktng yépvel Tpog Ta
EUTPOC, Kol 0 yapoktnpag apyilel va mepmatd! Atvovtog o KAIoN 6TO GO TOVL, O TOUKTNG LITOPEl
VO TEL GTOV YOPOKTAPO TTPOG T OV BELEL VO GTPAPEL, EVAD PEPVOVTAS TA YEPLO TOL UTPOGTA, TPOKUAEL
T0 YapakTipo vo apyioel va tpéxel. Oco mepLpépetal 610 YMPO, 0 TAIKTNG TopatnpEl To TEPPUALOV
YOP® TOL: OEVTPO dpopmY UeYEBDV TPooEipovy €va oKiepd Tomio, Ypacidl 6To €000, GAAOD
SIoTOPTO KO 0ALOD TLKVO, OAAOD TPAGIVO KOl VYLEC Kol aAAoD Kitpvo Kot Egpapévo, cOVVEDQ
LETAKIVOOVTOL GTOV 0vpavo amd TAV® TOV, KOUO OKAEL OT TopoAic Kol ayvoeoivovtol Kdamola
maportnuéva ktipto 1o fdboc. O maiktng £xel amoivtn elevbepia o€ £va, ueyaro meptBaiiov, akduo
KOl VO KOVEL GALOTO 1 VO KOADUTNGEL, KOl OAOL aVTd, YOPIC Vo YPEGTEL Vo TANGLAGEL TOVTIKL 1)
TANKTPOADY10, TOPA LOVO Yo VO, EEKIVIGEL KOl VO KAEIGEL TNV EPAPUOYT.

6.2. AVGKOALEG TOV AVTIHETOTIGTNKAY

o Xyedlaouog LOVTEAOL
0 To apykd povtéro eiye yiver ue v teyvikny Box Modeling, 1 onoia 6pmg
omodeiyTnKe AMyOTEPO TPAKTIKY GTN dNovPYin YopaKTHPWOV TOV TpoopilovTat yio
animation, onote Ko Tpotnnke n teyvikn Edge-Loop Modeling
e XKeAETIKO XVoTNua
0 Tha éva peydro didotnua, n dtodikaoio tov skeleton rigging kot Tov animation
ywotav oto npodypauua Blender tng Blender Foundation. Anodeiytnke dpwmg 6t T0
Armature ckeletikd oot tov Blender dgv vrootnpiletar omd tov dayepoty
Kwvnoenv Mecanim tov Unity, onote ypnoponooape 3ds Max kai to okeletikd
ovotmua Biped.
e Bug pe Post Processing Image Effects
0 Yrdpyet éva AdBog otnv Unity mov mapapéver péypt Ko tnv televtoio £k60om KoTd
70 01010 OTAV VTAPYOLV dVO 1d10 EPE EWKOVAG TAVTOYPOVA TAV®D GTNV 1010 KAUEPT, T
npoPorn cAlowbveton kot tepiotpépeton katd 180° otov dEova z. Avtd pog
Novpynoe TPOPANLO KATA TO KOADUITL TOL YOPAKTHPO, KOONDC TO TAKETO TOV VEPOD
€QupUOCEL KATO0 O1KA TOV EQPE OTAV KOAVUTALLE, LEPUKE, OO QLT KOWVE LIE TOL
TPOVTAPYOVTO TNV KAUEPO LaG. [0l vaL TO aVTILETOTIGOVE, YPAWALE KOSIKA TOV
OTEVEPYOTOLEL TOL GUYKEKPIUEVA EQE OTOV PPIOKOLIGTE KATM Ao TO VEPO.
e Aoy Xepovoumv Kinect
0 Otov amo@acicoTnKe Vo LTOPOVLE VO KIVOVLE TO YOPOKTNPO HoG €5 0OAOKAN POV HECH
tov Kinect ka1 oyt pdévo vo, Kouvaple o dkpo. Tov, £YIVe KATavorn T TG0 1) 0dvVapio
TOV YEPOVOLIDV (gestures) va pog divouy v amapaitntn cvveyouevn €16060), 660
KoL TG OVGKOALNG Yol TOV TAlKTY Vo eKTEAEL aKkpIPdg TIg KIvioelg Tov BELEL va KAveL
0 yopaktnpag. EmAéyOnke €161 pio Tpomomoinon otnv IponyoveVH AOYIKT, TOV LOG
EMETPEYE VO YPTCULOTOGOVLE TIC OYETIKEC DECELC TV HEADY TOV COUOTOC.
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6.3. Melhovtikn Epyacia ko Enextdoeic

H ovykekpyévn epoppoyn TOPEKKAIVE OmOd TOV OPYIKO TNG OTOXO €VOG TOL(VISIo0
GUYKEKPIUEVOD E100VG, KOl LETATPATNKE OE £Va YEVIKOTEPO TMANIGIO GTO OMOI0 TAV® UTOPOVV V.
otnBovV d1agopa. idn Kot Loyikég marvididv. Han £yovv dnuovpynOel script 10660 yio tnv petatpomn
g epapuoyng oe fighting game 6co kot ylo Ty eveOUAT®ON ETIAEOV TEYVOLOYIDOV.

O1 duVNTIKA VAOTOMGIUEG EQAPUOYEG Paoiopéves mive og owtd to framework mapovoidlovv
1daitepo evdlapipov kabmg Ba propodoay vo Tporomoindolv yio va Kakdyouvv Eva edpog Video game
genres, 6mwg fighting, third person action adventure, RPG 71 axépo wou racing. To Kinect g
Microsoft eivon po Todd dnpovpyikn texvoloyio mov cvvexmg e&edicogton kot 1 Unity Game Engine
EJPUMVETOL OAO KOl TEPIGCOTEPO MG UL OO TIG O EVYPNOTES UNYAVES TALYVIOIDV, KOl Glyovpa. eivart
N KoAvtepn doov agopd mobile games, €161 to udvo mov meplopilel TOV EKAGTOTE TPOYPOUUATIOTH
glvar n povtoacio Tov. Apeca VAOTOMGIEG AstTovpyieg Ba umopovae va givor £va Hevod dnovpyiog
YOPOKTN PO, TEPIOCOTEP TEPPAALOVTO, EVOAAAYN HEPOG KoL VOYTOG, EVOALUY METAED EUUECOV Kot
Guecov eAéyyov tov yapaxmpa uécw Kinect, mhonynon oto pevod pe @OVNTIKEG EVIOAEC K.O.

Mio, cuykekpiuévn katevboven oty onoio o oTpe@oOpAcTAY Y®PIC TNV TTieon TOv XpOVoL Oa
Nrav N vroot)piEn multiplayer, gite pe v i1 GLOKELY| EiTE PE OTOUOKPVOUEVT GVUVIEST GO
Sapopetikdv. AkoOua, og apytkd concept otddia fprokdtay Kat o vAomoinon mov cuvovale £i60d0
Ko EAeyyo yapaktipov pe to Kinect, kot ohvdeon ue smartphone yia ehevbepia emimiéov emhoymv.
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5. [Topdptua

I.  3ds Max
Iotopia kot exdocELS:

To mpmto Aoyiopkd pe ovoua «3D Studioy dnuiovpynnke yio Asrtovpyikdé DOS amd tov
Gary Yost kou o Yost Group, kot ekddOnke and tnv etaipio Autodesk. Metd v ékdoon 4 tov 3D
Studio DOS, to mpdypappa ypaemke ek véov yo v mAat@oppa Windows NT, kot viobétnoe to
ovoua «3D Studio MAX». H ékdoon avth) dnuovpynonke emiong amd to Yost Group, aAld ekd60nke
and v Kinetix, mov tav o topéag [olvpécmv kot Puyaywyiog g Autodesk.

H Autodesk ayopace ta dikoidpoto Tov mpoidovtog katd T de0TepT K061 TOL KOVOLPLOV
3D Studio Max kot ecmtepikevoe v avamtoén €€ oAoKANPOL KOTA T S1APKELD TOV DO ETOUEVOV
£KS0GEOV. ApyoTeEpa, TO GVOUA TOV TPoypaupatog GALaEe o «3ds max» yia Adyovg coufatodTnTag pe
™ moMTikr] ovopaoio ¢ Discreet, pwo etoupion Aoyiopkov, PBacicpévrn oto Montreal, mov &iye
ayopdoel n Autodesk.

Otav emavekddnke (éxdoon 7), t0 TPOYPUUUO GPYICE VO YPNOOTOLEL ¢ AOYOTLTTO TO
obuPoro g Autodesk kot To dvopa dAlaée Eava kar £yve «3ds Max», evéd 1 exionun ovopacio Tov
npoidvtog £ywve M obyypovn «Autodesk 3ds Max». H vedtepn ékdoon n otiypn €yypoeng g
wToylokng eivon n Autodesk 3ds Max 2015 pe nuepounvie kokiogopiog 20 Maptiov 2014.

O1 Aertovpyieg tov 3ds Max:

MaxScript:

Eivar o evoopatopévry scripting yldooa mov pmopei va  ypnowwomownfei  y TtV
OVTOHOTOTOINGT EMOVOAAUPBOVOUEV®VY JUOIKOCIDV, T GUVOEST N1 LIUPYOVCHDV AELTOLPYIDV YO
véeg dUVATOTNTEG, TNV OVATTLEN KAVOUPLOV EPYOAEiV Kol SlETAP®V ¥PNOoNG Kot TOAAG GAACL.
IIpbdobeta epyareio (pluging) umopovv va ypagpovv €€ ohokAnpov oe MaxScript.

Character Studio:

To Character Studio Eexivnoe og eEmtepikd plugin, dumg amd v ékdoorn 4 Tov Max kai petd
Bpicketar evempotmpévo oto 3ds Max, exitpénoviag 6Toug ¥pioTeg vo dnpovpyncovy animation yio
TOVG E1KOVIKOUG Tovg yopaktnpes. To Studio kdvel yprion evog GKEAETIKOD GLGTHUATOS YVOGTO MG
«Biped», 10 omoio dabéter pvbuiceig mov uwopovV va. TPOTOoTOBOVY GOUPMOVA UE TIC OVAYKES TOV
HovTEA®V Kol Tev animation.

Scene Explorer:

[Ipdkettar yio éva epyoreio mov TOPEYEL GTO YPNOTY L0 LEPAPYIKT OOUN TOV GTOLYEI®V TNG
3D oxnvng kai fondd ot doxeipion HEYAA®Y, TOADTAOK®V GKIVOV.

Import/Export:

To Autodesk 3ds Max vrootnpilel éva peydro gvpog katarnEewv apyeiov yia eEaywyn kot
€100Y®YN, TPAYUA TOV KaOoTd TN HeTapopd evog €pyov amd €va TPoOypappo o€ dAlo evkoAn. H
apykn gykotdotacn tov Max vroompilel e€aymyn oc .fbx, .3ds, .ai, .ase, .dae, .dwf, .dwg, .dxf, .flt,
htr, .igs, .obj, .pxproj, .sat, .xtl, .w3d, .wire, .wrl, evd péow plugins vroompilovtor moAAG akodun
omwg .x3d xou .xhtml.
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Aertovpyieg yia texturing:

To 3ds Max mpoo@pépet o TAnBdpo epyactdv yia T dnuovpyia texture kot planar maps,
onwg tiling, mirroring, decals, angle, rotate, blur, UV stretching ot relaxation, remove distortion,
preserve UV kot export tov UV template. Méow tng porig epyaciog tov textures divovtat 6to yprotn
TOAAEG duvatdTTeg 060V agopd TN dnuovpyion Mmaps, oArd kot o UVW Unwrap, t dnuovpyio
«pap®V» (Seams) Tiv® oTo LOVTELD, GTE VO SIVOLE VO O TOADTAOKEG TOTOAOYIEC.

Keyframing:

H ddwkacio dnuovpyiag animation (ympic eopoimon) tov 3ds Max kdver yprion tov
keyframes, otabepd onpeio dnradn mhve oe éva xpovodidypaupo omd frames, ue 6lo ta evdidueca
onueio va vroloyifovtal amd To TPOYPUULLA.

[opouetpomoinoiun Kivnon (e KoOUTOAES:

To 3ds Max pog mapéxet ™ dvvatdTTo Vo SNovpyncovpe animation ypnoiuomoimvTog
GUVOPTNOLOKEG KOUTOAEG Y10, TOV EAEYY0 TG B€ong, meploTpo@nig, ueyéboug, katevbuveng, TaydTTag
k.o. Eivar duvatdg o ouvovaopog TETOIOV KAUTUAGY O10pOpOV OVTIKEWWEVOY OOTE Vo emitevyel
animation oAAnAeEaptdpevov 1 xpovikd HETAPAAAOUEV®DY KIVAGE®V, QUGIKG OUMG, TO TEMKO
amotéAeoua pmopel vo petatpanei oe keyframe animation ywa peyolotepn elevbepia Kiviicemv.

Skinning:

Skinning Aéyetan 1 drodikacio katd v omoio £va 3d povtého avtiotoyileTol pe vo OKEAETIKO
oVOTNUN MGTE VO, LITopovV va. dnuovpynfovv animation tdve og avtd. e va 1o TeTvREL avTd TO 3dS
Max divel otovg ypnoteg 800 epyoreia, To Physique modifier kot to mo wpdécpato Skin modifier, to
omoio Kat ypnoipomombnke péca ot TANIGLO QLTS TG TTVYLOKNC.

2reletiko Xootnua ko Inverse Kinematics:

Ot ewKovikol YOpOKTAPEG UMOpPOVV v €EOMAIGTOOV LE, TPOGOPUOCLEVOLS Omd TO YPNOTN,
OoKEAETONG QTIYHEVOVG amd «ootd» Tov 3ds Max, Inverse Kinematics Solvers kot epyaieio ypriong
Motion Capture dedopévamv.

I"a k4B 0016 opileTon (o meployn dpdong TAve 6To LOVTELD, Kot Yo kB onpeio g meployng
avtng éva «Papogy, €vag dekadkdg aplBuog dniadn mov opilel méco emnpedlel To GLYKEKPLUEVO
onueio n kivnon tov 06ToY.

Axoépo, pmopodue va kavovue retarget éva oxeletikd cuotnuo o€ €va GAA0. Avtd pag divel )
duvatdTO. VO ETOVOYPNCLLOTOCOVKE  animation, opytkd SnUovPYNUEVO Yo, SLPOPETIKO
YOPOKTAPA, 1| OKOWMO VO, YPNCLUOTOGOVUE £Tolpo animation mov mpoépyovtor and motion capture
(KoTaypaen peaMOTIKNG KIvong e KAUepPa ka1 SENSOrs.

Evoouoarwuévny unyovny eCopoicwons pooikng vpaouatog:

To 3ds Max dwaféter T diKid T0V EVEOUOTOUEVT Unyov] €E0UOIMONG PLVGIKNG VOACLOTOS TOL
EMTPENEL GTO YPNOTN VA UETATPEYEL 00OV omolodnmote 3D avtikeipevo emBopei e povyioud, | va
dnovpynoet evddpata and to undév. H enthvuon cuykpovdoemy eival ToydTatn Kot akping akopo Kot
o€ TOAOTAOKEG EE0UOLDOELC.
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Il. ZBrush

XHvToun El0ymYN:

To ZBrush dnuovpyndnke omd v etarpia Pixologic Inc. mov 18pbbnke amd tov Ofer “Pixolator”
Alon kot tov Jack Rimokh «ot mapovsidotnie yio npdt @opd 10 1999 610 £1610 GLVESPLO TOV
computer graphics (CG), SIGGRAPH. H npot demo ékdoon tov mpoypdpupatog, to ZBrush 1.55,
nmapovotdotnke 10 2002 kot akolovOnoov ot ekdocelg 3.1 to 2007, 3.5 1o 2009 , 4 1o 2010 xot n
topwi ZBrush 4R6 1o 2013.

To ZBrush givor évo oyediootikd mpdypoppo ywo ) dnovpyie 3D aviikelévav mov
ovvdvalet teyvoroyieg 3D/2.5D, dnovpyio vedv Kol ypopoatioud poviéhmv. To ZBrush gionyaye
gvav Kavovplo opiopod, To «Pixoly, mov amobnkevel oTIGUO, Xpdu, VAIKO Kol TANpopopisg fdOovg
vy Ao To, avtikeipeva miveo ot oknvi. H kopla dapopd tov ZBrush oe clOykpion pe dAia, o
TOPOUOOCIOKE TPOYPAUUOTO HOVTEAOTOINGNG €lvanl OTL 1 Agrtovpyia Tov poldlel TEPIOCOTEPO [IE
YALTTIK.

To ZBrush ypnowonotgitar yio T dnpovpyio. HOVIEA®V LYNANG avaivong, g Taéng tov
deKAd®V EKATOUUVPIOY TOADYDV®OV, Y10, XpHoT o€ Tovieg, mayvidta kot animated films, and etaipieg
omwg n ILM, n Electronic Arts k.o. To ZBrush kévet yprion duvokdv emmédmv avaluong dote va,
EMTPEMEL GTOVG KYAVTTEG) VO KAVOLY altd TOAD YEVIKEG HEYPL TTOAD AETTOUEPELS AANOYEG OTOL LOVTEAQ,
tovG. ‘Eva amd to duvatd onueic tov ZBrush givon 6t €dmoe tn dvuvatdmta dnpovpyiog evog
EMTEOV AETTOUEPELDY TOL TPWTLTEPQ TTEPLOpilovtay oe bump maps. Ta wpokdITOVTO GTOLYKEID TOV
povtédov umopovv vo g€oyBodv g normal maps kot vo ypnotpomoinbodv oe éva poviéAo e
aVTIOTOLYi0 6TV TOTOAOYid, ALY LKPOTEPO KATA TOAD aplOUd moAVYDV®V, eppavifovtag £Tot Evav
VYNAo Pabud Aemtopéperag, ympic vo avEAVouUE TIC OMOITACES TOV GLOTHLOTOS GE VITOAOYIOTIKN
1oy0.

Axopa, pe v texvoroyia GoZ (“Go ZBrush”) mov Bpioketal HEGo 610 TPOYPAUU OO TNV
ékdoomn 3.2 OSX, to ZBrush mpocpépel dueon cvvdeoiudTTo Kot evoopdtoon pe ta Autodesk
Maya, Autodesk 3ds Max, Cinema4D, LightWave 3D, Poser Pro, Daz Studio, EIAS kot Modo.

XopaKTnploTikd epyoieio:

Pixol

Onwc ko ta pixel, kdbe pixol eunepiéyer minpoeopiec yio ™ 0éon tov crov dEova X kot Y
Kot THEC ypdpatog. Epmepiéyel emmiéov tun Pébovg (Béon otov dEova Z), mepiotpodn Kot VAo, Tao
apyeio tov ZBrush kpatave pixol otoyyeia, oALd 6tav ot xapteg e£dyovTal, Yo TOPAdELY Lo G LOPOT
JPEG 711 PNG), t0te o1 mAnpogopieg avtéc amlomorovvtal kot to, otoiyeio pixol ydvovror. H
teyvoloyia Tov pixol eivar ot Bewpia Tapduoa pe ovt Tov Voxel, éva dalo eidog 3D pixel.

3D Brushes

H Baocwn ékdoon tov ZBrush mpooceéper 30 3D epyaleion YALRTIKNAG pe OPKETE oKOUQL
dwbéoua amd v etarpio. Ta mvéla ovtd S100£ToVV TOALEC TOPAUETPOTOMNGCIUES ETAOYEC, UETAED
GAA®V TN OKANPOTNTO, TO EI00G TNC TIVEALAS, TNV LEN KoL TNV 0pATOHTNTA, TOV CAAALOVV TO GYNILO TOV
TLVELOV.

Polypaint,

To Polypainting emttpénet 6ToVG 6YEOGTEG VO SDGOVV YPMLLOL KOL VOT) GTO LOVTELO, YOPIG VoL
€Youv TPAOTA KAveL UNWrap Tig EMOAVELES TOV, divovTtag Tovg T duvatdtnta va Paeovv katevbeiov
v 6To, TOADY®VA.
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Ilustration

To ZBrush biver ) dvuvorotnta ouidevong oe 2.5D kar drabétet dibdpopa epyoleia yio va 1o
netOyel avto, aflomoldvrag to 1oktnTa PiXol yio va amodnkedel ypopa, Pabog, vAKo, Béon ko
OOTICUO.

Transpose

To ZBrush eniong mpoceépet po Asttovpyion mapdpowe tov skeletal animation éAiwov 3D
npoypoupdtov. To Transpose emttpénel 6T0 oYed10GTH VO ATOUOVAGEL £VO, TUNLK TOV HOVTEAOD KOl
Vo TV dMOEL TN 6TACT TToL embvel yopic va xpnoiponotel okeretikd cvotua. To epyaieio avtd dev
npoopiletar yio animation, aAAd yio S10popomoinoT TG COUATIKAG GTACNS TV LOVTEA®V.

ZSpheres

Ot 6Yed100TEG UTOPOHV VoL dNUIOVPYNIoOVY Eva PACIKO LOVTEAO LE OLOLOLOPPT] KOTOVOLT TOAVYDV®OV
ko loop edges, ®oTe VoL TO HETATPEYOLY GT GUVEXELD GE GUIAEVGLUO OVTIKEILEVO, EEKIVAOVTAG LE Lo
amAf o@aipa Kol emekteivovtag v ue emmiéov “ZSpheres” péypigc 6tov kotoAn&ovv oto Pactkd
GYNMUO TOL EMOLUNTOD HOVTELOL.

GoZ

Kdvovtog v mpdtn tov gupdvion oty ékdoon ZBrush 3.2 yio Astrtovpyikd OSX, to GoZ
avtopotonotel to otioo tov UVW Maps tov 3D poviédmv otig epapoyéc mov vrootnpifovy GoZ.
Me v anoctol)] Tov avtikeyévov oto ZBrush, to GoZ 6o avtictotyicel avtopdtmg to vdpyov
HOVTEAO VYNANG TOLOTNTAG GTO Kavovplo poviéro, kot Oa @povticel dote vo dtopfwbody Tuydv
TpoPAnpata, OmWG 1 ecEUANEVT dtdtagn onueiov kol ToAvydvev. To mpoidv avthg g dadiKaciog
elvar opécmg ETOLo Yo TepeTaipm Gpiievon, eEaymyn Maps 1 LETOPOpPA Tov o€ AAAN GOZ epapuoy).

Best Preview Render

To ZBrush dwbéter éva evompatopévo cvotua rendering, to Best Preview Render, mov
dtvel ) duvatdtnta yprong xaptodv mepifdiiovioc 360 popdv yia to potioud oxknvav pe HDRI
ewcoveg. O Best Preview Render (BPR) a&lomotei éva katvohplo chotnua eAEyYov TV POTIGUOD TV
ovopdCetar LightCaps. Xapn oto cvotnpo avtd, umopodue oyt HOVo vo. 0picOVLE TO TMOG TO PMOTA
tomofetovvtol ot oKV YOop® amd TO HOVTEAO HOG, OAAG Kol vo moapdyovpe mepPdiiovia
Booiopéva oe avtd vy peddovtikd HDRI Render. Emitpéner emiong petaforn tov LAMKOV ToV
HOVTEA®V Gg TpayHoTikd ypdvo kot vrootnpilel 1810tteg vAk®v O6mw¢ Subsurface scattering
(vmodeppikn d1aOAaon) kot TeptBorlovtikég 1 scan-line avaxiaoels.

DynaMesh
[Ipdkertar yio éva epyoielo mov mopdyel oe PIKPO ypovikd dSdotnue éva vEO HOVTEAO,

aviiypa@o Tov apylkoh, OAAE HE OUOOLOPON KOATOVOUY TOALYOVOV, (OCTE VO, PEATIOCEL TNV
TOTOAOYIOL KO VO ApOVIGEL TUYOV TOPAUOPPDGCT] KOl TEVIMUO TOV ETLPAVEIDV.

FiberMesh
To FiberMesh diver otovg yproteg ) SVVATOTNTO VA «PVTPOCOVLYY» VEG-TOADY®VO OO TO

HOVTEAOD TOLG YOl TN OMLLOLPYID TPLYOUATOG 1 PUTIKOV aVTIKEWEVOVY. Alvel emiong kot &va TpOTo
ene€epynoiog Kot TPOTomoinong moAGY moAvydvov tavtdypova e tig Groom Brushes (ytéveg).
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ZRemesher

To ZRemesher (mponyovpévog QRemesher) givatl évo owTopaTOTOUEVO GVGTNUO, OvVadUIOVPYiag
g TomoAoyiog evog povtédov, Paci{opuevo Tavta 6To apytkd poviélo. H katvovpilo toroloyia ivot
o€ YeviKéG ypoupég kabapdtepn kat opotdpopen. H dadikacio tov ZRemesher propei wot660 va
KkaBodnynBel and 10 YpNo GOGTE M VEN TOTOAOYiOL VO aKOAOLOEL GUYKEKPIUEVEG KOUTOAEC TOV
LOVTEAOL Kol Vo ST pel TEPLoyEG e VYNAA emimed0 AETTOUEPELNG.

To ypagikod mepipdAirov tov ZBrush:

Figure 11-1: To Interface zov ZBrush

210 kévtpo NG 000vng pog Exovpe tov kapPd. Ot oxedalovpe, eite oe 3D eite og 2.5D
gpeavileton €0d. X 0e€1d Tov TAgLPA Pploketon por KABETN UTAPO LE TIC EMAOYEC TOV, OTMG
epyareio yuo tn mAonynon tov (Frame, Move, Scale, Rotate), yioa v guedvion ovupetpiog, yio v
amopuévVmoN TUNUATOV TOV HOVTEAOL Kot GAAN. ZTnV wove TAevpd g 000vng Ppioketal 10 yeviKod
uevov. OAeg ot Aettovpyieg kat to gpyareio tov ZBrush Bpiokovtar palepévo €dd. Xtn de€id mhevpd
™g 006w, £xovpe po content sensitive umépa, dnrady wo Mota emAoydY avaloyn Ue To Tl EQovue
EMAEYUEVO KOL TO TL KAVOLUE EKEIVN TN oTIyun). AKpPAd¢ TAvm Kol aplioTePE amd ToV KapPd UTopodeE
va d0VE TIC EMAOYEC TV TIVEAWV LG, OTMC TO CYNMHO Kol TO ypOuHa (apltotepd) Kot To €100G NG
Aertovpyiag Tov mvélov (ypopa, PaBoc, VAKO 1 CLVOLAGHO CVT®V), TNV £viaon Kot To HEyedog
(mavo). TIpdoPacn oe avtég Tig emhoyéc pog divel kou to g€l click mavo otov koufd, katt Witepa
YPNOULO Y10l VO, UMV OITOGTATOL 1] TPOCOYN KOG KATH T1) oyedioon).
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Figure 11-2: Mevod de&i click

duvoikd, n didrtagn Tov ypagikol mepPaiiovtog Tov ZBrush gival amolvtog mpocapudsiun
OTIC OVAYKESG TOL KAOE YproTn.

Figure 11-3: Iopadeiypoza drapopetikav layout
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. Unity

[evikd yuo o Unity

To Unity eivan éva odotnuo dnuiovpyiag moyvididv, pe T SuvotdtnTe, v TPEYOVV
TOVOUOLOTUTIO. GE  OLOPOPETIKEG TANTOOPUEG, Tov avarmtOydnke and tnv Unity Technologies.
Soumeprhopfdver game engine kot oAokAnpouévo mepipdirov avamtuéng (Integrated Development
Environment - IDE). Xpnoipomoteitot yio tnv avdamtoén video games yia web sites, desktop, kovodieg
KOl KinTég ovokevéc. Apyikd avakowvadnke, oto Worldwide Developers Conference tg Apple to
2005, amoxAelotikd yio Mac OS. 'Extote éxel emektabel Kol oTOYXEVEL TEPIGTOTEPEG OMO OEKATMEVTE
TATQOPUES Kal ival To Bactkd Aoyioukd nakéto avantving (Software Development Kit — SDK) yia
to Nintendo Wii U pe éva dwpedv avtitvno moapeyduevo and v Nintendo pali pe kabe developer
license tov Wii U.

To Unity givar a&loonueioro yio Ty KovOTnTa TOL Vo SNUOCIEDEL oy Vidlo 6 TOAMATAESG
TAoTeOpUES. Méca o€ éva £pY0, Ol TTPOYPAUUOTIOTEG EYOVV TNV ETAOYT UETAPOPAS TOL GE KIVNTEG
oLOKEVEC, TepMYNTEG dladiktoov, desktops kot koveorec. Ot vrootPlOpEVEC TAUTOPOPUES
nepthopPdvovy BlackBerry 10, Windows Phone 8, Windows, OS X, Linux (kxvpimg Ubuntu) Android,
i0S, Unity Web Player (cvumeptroppavouévov tov Facebook), Adobe Flash, PlayStation 3,
PlayStation 4, PlayStation Vita, Xbox 360, Xbox One, Wii U kot Wii. To Unity nepihappavet exiong
éva Server yio assets ko t pnyovn evoikng g NVidia, PhysX.

To Unity Pro givon diabéotpo évavtt pnviaiag 1 epamo ypsémong kot to Unity Free dwatibeton

S®PEQV y1O UN-EUTOPIKN YPNOM.
XopaKTnploTikd

Porj epyaaiog (Workflow)

To Unity mpoc@épel éva oyvpd makéto epyolreiov yia v PeAtictomoinon kot dtotrpnon
evog  yopyod pubuov epyociag.  Afver T duvatdtnta  El00y®YNG  OmOloVdNmoTE  asset
(TpOKATACKELAGUEVO TUAUO VAOTOINONG) YApN O€ €vo OAOKANPOUEVO GOOTNUO ayopdg assets.
AtevkoAvvel gmiong ¢ dnNpovpyia. GUVOETOV KOGUWOV, LE KAUAKOVUEVN OOUIKA oTotyela Yoo kiOe
oKNVA, OAAG KOl TO TPOYPOUUOTIGUO TOV Toyvidowlh pHe Tpeic YAdooeg mpoypappatiopov, CH,
UnityScript (rapaAiayn tng Javascript) kou Boo (Baciopévn o Python) pe viomoinon méve oto .NET
mlaicto avorytov kdduka MONO.

LHoiotnra Hopaywyng

Rendering

Yynin ewovikn motdtnta pe to DirectX 11
High Dynamic Range (HDR) Rendering

100 evowpatouévot shaders
[Ipobmoroyiopog opaTdOTNTOG

O O0OO0O0

DOTIGHOC

Enavoinmtico Lightmapping

Authé Lightmapping yio ueydiec oxnvég
KoaBolkdg poTIoHOg Kol EKTEUTOVTO DAIKA
«ZKANPEGH OKLEG GE TPAYLLOTIKO YPOVO
Opiotikonoinon (“baking”) eoticpod
Avtopotomompévo UV Unwrapping

OO0OO0O0OO0OOo

Ewwd Eeé

Metagopd real-time render og texture
PeolioTticd vepod

Yvotnua particles Shuriken

PoOuion péow cuvaptnoloKOY KOUTOUADY

O O0OO0OOo
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"Hyoc

Evoouatmopévoc Eheyyog nymTik@v KOLLOTIOV
YynAiog axovoTikdg peUMGHOGC
Xoauntomepotd/ Yyumepatd giltpo S1e0Aevong
E@é: Distortion, Chorus, Echo, Reverb «.a.

O 00O

Y wkd (Materials)

o

Eicayoyn ko dnpovpyio materials
Yrootipién S10d1KAGTIKOV VAIKOV
Amlomoimuévn d1adkacio 0pIoTIKOTOINGNG EPPAVIONS

(olNe]

"Edapog

AmodoTiKn oyediooT E50PDV

[MAovoieg Aemtopuépeleg

Epyaieio dnuovpyiag dévipwv pe younid K661og 1oy0¢
Emiextico rendering Baciopévo otny andéctacn

O O0OO0O0

dvoum

NVIDIA® PhysX® Physics

A0 €101 EEOHOIOTMV PLGIKNG VPAGUOTOG
Rigidbodies yw epappoyn duvépemv
Evxkoprta avikeipeva

Ragdolls

2HvdecUOL, EAATAPLO KO KAEIWOMOELS
E&opoimwon tping tpoydv autoKiviiTon

OO0OO0OO0OO0OO0O0

Teyvntm) Nompoohvn

o

Evoopotopévog akydpibuoc ebpeonc LovomaTion
Mecanim

2OVTOUN EIG0YMYN

To Mecanim givat éva toyvpd kot véAtkto chotnua animation, anokAelotikd oty Unity, mov
Bonbd ot dayeipion TV KVNGEDY avVOPOTOEOMY KOl LT YUPOKTAP®Y LE PLGIKY, PEVOTH UETAPOOM
oo TN (o Kivnon oty GAAN.

Ovtag evoopatouévo péco otn Unity kabiotd ) ypron Tpitov mpoypapudtov yio ™
Beltiotomoinon tov animation mepirth). TTapéyel 6o ta amapaitnta epyolieio yio tn dnpovpyio
unyavaev kataotdoswv, eheyktég ko blend trees katevbeiav péca ot Unity.

Mmnopei va ypnoonombei yioo to animation omolovdNTOTE AVIIKEWWEVOL OTN GKNVY, 070
TOADTAOKOLE YopaKTAPES HEYPL SPrites kor epwta. Exiong, yépn ota AnimationEvents eivou duvoto va
tpé€et kamoto Script péoo and v avamapaywyn evog animation.

H otofepdmta mov mapéyer n Unity oe ovvovaoud pe tig peboddovg Pertiotonoinong tov
Mecanim g&ac@aAilovv o, opain Kot EL0EPLE 6 VIOAOYIGTIKT 1o)0 amdd06T KUTA TV EKTELEST.

Metagopd Animation

To Mecanim «xéver ypfion evog Avatar og peocdlovta yua tn Swyeipion KWHcE®V 0o
SopopeTIKG rigs. ATOoKOTEL £TGL GTNV SLELKOAVVOT| TNG AVTIGTOIYIONG 00TV UETOED SLOPOPETIKMV
skeletal rigs kot kobiotd dvvary T ypron &tolwmv animation omd to asset store N amd GAla
TPOYPOLLLATOL.

To Avatar tov Mecanim pmopei vo otndei €0kolo e OLTOUATOTOINUEVT XOPTOYPAPNOT
00TMOV Kol oAyOplOHOVg VTOAOYICUOV TNG GTACGNC TOV CAOUATOS. Al0OETEL EMIONG EMAOYEG Y00 TOV
€leyyo TG HVTKNG Tapopdpemong kal aglomolel £va povtého PAlog yio ToV eVTOTIoUd TOV KEVIPOU
pélag Tov YopPaKTAPO Kot TOV HECO TPOGUVOTOAGHOD TOV GMOTOS Y10, TOV VTOAOYIGUO TNG TPOYLAS
TOV QLGIKOV Kivioe®v. OAa To TOPOTAVm Elval EDKOAO LETOPEPCILO GE OLOPOPETIKOVS YOPOKTIPES,
QTTAG OPTOYPUPDVTOS EK VEOL TO KOVOUPLO OKEAETIKO oGt o oto Avatar tov Mecanim.
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Aévtpa ouyymvevong kiviioewv (Blend Trees) kot Mnyavég enepacuévov Kataotdoswv (State
Machines)

Xapn oto Mecanim pmopovpe €0KOAG Vo SNUIOVPYAGOLUE KOl VO TPOTOTOIGOVUE
noAvmhoko Blend Trees xou State Machines mote va. éyovpe Tov 0mdAvTo EAey)0 6T0 TOS KIvoHVTOL O
yopoktpeg pag. O Editor g Unity pog mapéysr epyokeia yoa tov Sioyopiopd, T dnuovpyio
Bpoyy®mv Kol TNV TOPOUETPOTOINCT) TV KIVAGEMY 7OV £YOvpE OMUovpynoel oe eEmtepikd
npoypdupata. Ta Animation avtd pmopovv Emetta va ypnoiuonotnfody g «eOAAa» o€ £va Aévipo
2vuyyovevong Kwnoewv, 1 og katactdoelc o pia lepapyikr) Mnyovn Kataostdoemv.

Ta Blend Trees pog divovv tn dvvatdtnta va dnuovpyRcovpe Eva UEYGAOC e0pog KIVACE®MV
YPNOOTOIOVTOG amAd pepikcd kouudtio animation. Xtov Editor tov Blend Tree opilovue Tig
TOPUUETPOVG GLYYMDVEVCT|G Kol TPOPAAAOVUE U0 TPOETIOKOTNGOT TG TEAKNG Kivnong og 3D evd pe
2D dibypappo pmopodue vo, cuyymvedoovpe animations aviloyo pe 600 TaPAUETPOLS O £vaL KOO
Koupo.

Threshold

raller  Preview

Figure -1 ITopaderyua Blend Trees

To epyadeio Animator poag divel mpdoPoorm otTig Tolveminedeg, 1epapyikés Mmyaveg
Ienepaopévov Kataotdoemv tov Mecanim. Mmopovue va diaygipiotovus évo avbaipeto aplbud
emmédwv, pe Kabe enimedo va ypnoiponotel Tig dukég Tov MnyavEég 1 va YP1OLUOTOIEL KOWVEG UNYOVES
pe éva eminedo «Master». Ta eninedo pmopovv va mopakapedovv 1 vo cuvovaGTOVV Kol LE T XP1oT)
o Mdaokog Zopotog (Body Mask) va yeipilovton dtapopetikd tuquata tov copoatog. EmmAéov, pe
TIgc Mnyavég Tlenepoocuévov Kataotdoemv Umopodue Vo 6TAGOVUE Evay TOADTAOKO OL0YEPLOT-
EAEYKTN O LKPOTEPO EMAVOYPTGLLOTOIOVUEVO KOUUATLAL.

H mpoemoxodmnon petdfoong o cuovovacuod pe tig Mnyavég Kataotdoewv pog enttpénet vo
OAAGEOVE TO GLYYPOVIGUO TOALOTAGDY KIVIGEDV KOl TN UETAPACNC 0md TN W Kivnen oty AN,
dNUovpymVTAG £T61 £vo. OHOAG Kol QUOIKO amoTélecua. TEAOG, UTOPOVUE OE TPAYHOTIKO YPOVO,
KaODG Tpéyet To Toyvidt va eEAEyEove T por| epyaciag Tov Mnyovav pe to v avomapdotoon Live
Link.
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Jump Climb

Walk - ’ ShartDrop

Steplp

—
StepUpMirror

Any State

r  Preview

Figure 111-2: ITopaderyua State Machines

IK Rigs

e TEMKO OTAOI0 UTOPOVLE VO YPTCULOTOUCGOVLE TO EVOMUATOUEVA, avTopatomomuéva 1K
Rigs tov Mecanim yia vo tomofeticovpe To TOd10 6TO £30.POC, TA YEPLO GTO AKPOL LLOG ETLPAVELNG 1
VO KAVOLLLE TO YOPOKTNPO HOGC VO OTPEPEL TO PAELLO TOL GE KATOL0 OVTIKEIEVO, IE TIG KATAUAANAEG
TPOCAPUOYES OTIC KIVIOEL TOV GOUATOG, TOL KEPAAIOD Kol Tov Tpoodnov. [lapéyovrol emiong kot
dAheg Aertovpyieg Omwc otabepomoinong modimv, vBuypdpong Tpoyldg kEvipov palog kot
deVTEPEVOVOEG KIVIGELS, UE GTOYO TIV VAOTOINGT TPUYLOTIKG PECAIGTIKOV KIVIGEDV.

Eridoon

H Unity mopéyet epyareio mov Bonbodyv oty eyydnon adomotmg oanddoong, opard framerate
Kot BEATIOTN EUTEPIN Y10 TOVG TOIKTEG.

Evtomiopog kot eEdhenym cuppopncemv

To gpyodeio Profiler mopéyet edypnota oto Eion GTOV TPOYPOUUOTIOTH Kol SIEVKOADVEL TNV
a&loAdYNoT TOV EVEPYADV JLEPYACIMY KOl TNG ¥PNONG TNG UVAUNG TOV GLUGTHUOTOC AV TAGH XPOVIKY
oTiyun pe peyddn oxpifewa. Epeoviler tov ¢opto mov empépel oty anddoon kabe oToryeio g
OKNVAG, 0O T0 TOAVTAOKO GLOTHATO Oeg to ShaderLab péypt pepovopéva poviéha ko textures.
To Profiler givon mpoypappatioo vy akduo peyaddtepo £deyyo twv assets poag ko pmopesi vo
ypNooron el Tévm cg Tomkd SiKTLO Yo TNV EMIO00T| 68 EEMTEPIKES GUGKEVEC.

Occlusion Culling

H Unity 6wétel o amokAEloTiky, TPpodmoroyiopévn uébodo omoppyng Un-opotmdv
avTiKeEEVOY doov apopd Tig kauepeg ¢ oknvig. H «Precomputed Occlusion Culling Solution»
ommg ovopdletat, dnovpyndnke pali pe to Aoyiopkd Umbra kot eEac@alilel 0Tt povo 0Tt paivetat
and v kauepo Oa yiver render. To Occlusion Culling tng Unity dovAevet toéoo og desktop, éco kar og
£QapUOYEG WeD, KIvTOV GVeKEVDY Kol KOVOOAMY UEI®VOVTAS a1otntd Tig kabvotepnoelg katd
Agttovpyia.
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Yoot pi&n emmédmv AemToUEPELOG

Ooco peyoddvouvv ol 6KNVEG LE TIG omoieg epyalOuaote, TO0O0 yivetal o onuavtikd 1o Bépa
™m¢ PBeAtiotomoinong ¢ enidoonc. ‘Evag amd tovg TpOTOVG mTov £XOVUE Y10 VO TO TETOYOVLE aVTO
givan va deBétovpe poviéha pe dropopetikd emineda avalvong-rentouéperog (level-of-detail, LOD)
av@ioya pe v amndotoon tovg omd TN kapepo. H Unity pag mapéyel avti v gvkolio pe ta
LODGroups.

Beltiotomoinon ypapik®mv Kot TV €K300T-«)TIGILO0»
IMo mv PBektimon g amddoong, n Unity avtopdtog cuvévdlet ta pukpd Tuquata yeoueTpiog
o€ deoUideC LEYAADTEP®V KT TNV €EAymYN TOL £PYOV LOG GE EKTEAECIIO apyEio.

Meimon peyéboug exktehésiiov apyeiov

Mrmnopodue €OkoAo Vo TOPOAEIYOLHE omOlOdNmOTE MEPOG TG Mnyovng Unity de
ypnolomomdnke Kot dev givarl ovaykaio 610 TEMKO amoTtélecua, UeUmVOVTOC £T61 To péyebog yio
KWWNTEG GUGKEVEG, Y10, EPUPUOYES OLAOTKTOOD K. 0.

Emokomnon tov mepiaiiovtog e Unity

L2PE, Mac & Livue Standakne <L _— EE . . .=
e Garetyec: Comganmi VWndow i

s R o~ BT e T T, o

Figure 111-3: To ypagixé mepifpdliov me Unity Game Engine
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To layout tng Unity mov €yovpe emAééer pog divel 6 tpunquata pe ypHoyLa oTotxeia To Kabe éva, ov Kot
TPOPAVAS EIVOL EDKOAN TPOCSUPUOGILO OTIS AVAYKEC TOL KAOE ¥pNoTr. ZTa aploTEPE EXOVUE TN OKNVNI
pag, oOmov tomobeTovpe OAo T ovTiKEipEVO TOL YPeWOUAOTE, Kol HmOopovue €OKOAO V.
HETaKIVNO0OUE Kot VoL KAVOLUE OAAOYEG. Xe OLPOPETIKN KOPTEAX TG® 0Omd T oknvi Ppioketal o
Animator mov pog emtpénel vo eAEYEOLUE TIC KIVIOES TV OVTIKEWWEVOY pog. Kato ond ovtd
Bpioketar o Game View, o mpoemiokdnnon dniadt Tov Tt poivetal OTtav TPEYEL 1| EQOPUOYT. X1
péon kot mave Ppicketor To Topaduvpo epapyiag, 6oV KATAYPAPETOL OTL PpioKETAL TAVMD GTN OKNVY|
HE 1epapyikod Tpémo (yoveig, moudid, groups K.o.) v omd KAT® £YOVHE TNV KOVGOAO GTNV omoia
UTOPOVLLE VO SOVUE YPNOIU UNVOLOTO TTOL ep@avilovtal Katd TV eKTELEST), OTIMG EIrors 1 e£6d0v¢
oV Tpoypaupetog kot tov Debug Log. Zta 6e&1d Bpioketon o Inspector ko eEgpevvnnig tov Project.
O Inspector pog epeavilet Tig puOuiocelc Tov avTikelévov Tov Exovpe emhé€et kar o Project Explorer
OAa ToL assets mov éyovpe elodyel oto Project, ite ta £(0vpE YPNOUOTOMGEL TN OKNVN gite Oyl

< DemuPtysiath - BC, Mac & v Sangaons <Dk
e

ot Component Vimiow Help

Figure 1-4: I[Tapdderyua twv wapadipwv ev ypion kotd tny vAOTOINGN THS TTUYIOKHS

V. Kinect

XBOX 360

Figure IV-1: H cvorevrp Kinect

I'svika

To Kinect (yvootdé og Project Natal kotd o otddio tov development) eivor pio 6epd cuokevdY
aviyvevong xivnong ¢ Microsoft apyucd yia tn kovedro Xbox 360 «ai to Asrtovpykd Windows, ko
apyotepa yioo o Xbox One. Booiopévo o pia képepo Pdbovg, aldd oe ool webcam, mpoceipet
OTOVG XPNOTEG TN SVVATOTNTO OAANAETIOPAONC UE TNV KOVGOAW/VTOAOYIGTH diy®mG TNV aVAYKN Yid
KOO0 GALO YEPLOTNPLO, UEC® HIOG OETOPNS YPNOTN TOL 0EOTOEL PLOIKEG YEPOVOUIES KOt
npoPopikég evioréc. H mpmtn yevid Kinect kukhopdpnoe 1o Noiufpio tov 2010, o pia mpoomddeia
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va. dtevpivel o kowvd tov Xbox mépa and to Tumikd target-group tov, tovg gamers (moikteg video
games). T'ia Windows kvkAo@opnoe v 11 @eppovapiov 2012.

To Kinect Bpiokel avioyoviopd og GAAEG GLOKEVEG AViXVELOTG KIVIIONG YO OPNTES KOVOOAEC,
o6mog to Wii Remote Plus ywr to Wii kot to Wii U, to PlayStation Move/PlayStation Eye ywo to
PlayStation 3 kot To PlayStation Camera yia to PlayStation 4.

H Microsoft xukhopdpnoe 1o kit avantvéng Aoyiopkod (SDK) tov Kinect otig 16 Tovviov 2011
ywo. To. Windows 7. Avtd 1o SDK &iye 0g 6TOX0 Vo EMTPEYEL GTOVG TPOYPOLUUOTIOTES VO YPAPOLY
epapuoyés yo to Kinect o C++/ CLI, C# ko Visual Basic .NET.

Teyvoloyio

To Kinect givar Baciouévo og teyvoroyia Aoyiouikod mopoaydpevn amd v Rare, Buyatpikn
etaupio. Tng Microsoft Game Studios mov avnikel otn Microsoft, kou oe Teyvoroyia kapepag Babovg
and v Toponiwvn etaupion PrimeSense, mov dnuiovpynoe évo cOGTNUA 1KOVO VO OvVOyvVOPIiceL
GUYKEKPIUEVEG YEPOVOUIEG, KOOIOTOVTUG EPIKTH TN XPNOT NAEKTPOVIKAOV GUOKELMV YMPIG KOATO0
YEPLOTAPLO, YPNOOTOIOVTOG Evay TPOPoAEn Kot KAUEPO vépuOpne aktivoPfoiing Kot &va €101KO
HKPOTGIT Y10 TNV OViYVELOT] KIVGEMV QVTIKEWEVOV KOl ATOR®V 6€ 3 dlaotdoelg. Avtog o 3d Scanner
ue v ovopaocio Light Coding, kévet ypiion evog tomov 3d avaoynuatiopod amd 2d eikdvec,.

O awsOnmpag tov Kinect amoteleiton omd o oplovtio pmdpo cuvOedenévn o€ [0 LKpN
Baon pe éva punyovikd dEovo TEPIGTPOPNG Ko givan oyedloopévos yio vo tomobeteital Kot PiKog
v N KaTo amd v 000v. H cuckeun mepiéyet o kapuepa ypouatog RGB, évav aviyvevt Bdbovg
Kol évol GUOTNUO, TOAMOTADY UIKPOPAOVOV 7OV TPEXEL 1OIOKTNTO AOYIOUIKO, TOL TPOGPEPOVV
katoypaen 3d Kiviong oAOKANPOL TOV CAOUNTOG, AVOYVMPLoT TPOCHT®V Kol oV, Ta pukpdewva
oV auoBnTpa Tov Kinect kabiotodv tkovd Tov Tpocdlopiord TG NYNTIKNAG TNYNAS KoL TV KATAGTOAN
nepiorrovtikod BopOfov erttpénoviag Aettovpyieg dmmg chat ympic headset.

O awoOnmpag Babovg anaptiletor amd Evav TpoPoiéa piag vaépuOpng aktivag oe GLVILOGUO
HE VO HOVOXPOUO GUUTANPOUATIKO Muoymyo petdiiov-o&ewdiov (Complementary Metal-Oxide
Semiconductor — CMOS), nov kataypdoet Video og 3d vad omoleodnmote cvvOnKes oTIGHOV. To
€0pog Tov ausbnTpo givor TPOoGaPUOGIHo Kot To Aoytouikd Tov Kinect givar wavo va Boabuovopet
QLTOUATOG TOV OoON TP AvaAoYa LE TO PLGIKO TEPPAAAOV TOL TTOUKT).

ZOueovo. pe mnpogopicc mopeydueveg o petanmintés, to Kinect vmootpilel avayvopion
®¢ Ko €€ ATOUMV, GUUTEPIAAUPOVOUEVAOV Kol 000 EVEPYDV TAUKTMV GTOVG 0TOI0VG Umopel va yivetol
aviAvon Kivnong pe kataypagn o¢ kool apbpmdoemv yio tov kdbe éva. Qotdco, n PrimeSense
dAdVeL 6TL 0 aplBuog TOV ATOPMY OV UTOPEL Vo «dEW 1] GLGKELY] TTeplopileTal Povo omd 10 TOGOL
UTOPOLV VO, YOPECOVY GTO OTTIKO TESIO TNG KAUEPC,

Kvklogopia,

H Microsoft gixe mpovmoloyiopd draenuong neviakosiov ekatoppvpiov dorapiov (US $)
v v évapén g kukhogopiag tov Kinect, ueyaidtepo kot amd 10 6HVOLO TOV EXEVOVGEDV Y10, TN
kovoora Xbox 360. H dwenuotik xaumdvie. “You Are the Controller” («Ech eiocoar t0
Xeprotplon) pe okomd va omevbuvlel oe KawvoOpla axpootipla, cvureplédafe dwaenuicelg oe
TPOTOVTA OTTOC SMNUNTPLAKA KO OVOYUKTIKE, OlpNUIGELG TN TNAEOPUCT] KOl GE TEPLOSIKE, OKOUA KOl
TAPTL KO GUVOVAIEG [LE OLAONLOVE KAAEGUEVOUC.

Kinect yia Windows
Ztg 21 degPpovapiov 2011, n Microsoft avakoivooe v kvkAo@opio piog UN-EUTOPIKNG
éxdoong tov Kinect SDK ywo Windows tv avoi&n tov 2011, mov kukAo@opnoe telkd otig 16
Iovviov yio Windows 7, oe 12 yopec. To SDK zmepihappdver odnyode (drivers) coppatovg pe
Windows 7 yia t cvokevn Kinect. Ilpoceépet duvatotnteg tovg Kinect otoug mpoypoupatiotéc dote
vo. dnpovpynocovv epapuoyég pe C++, C# 1 Visual Basic, ypnowonowwvtag to Microsoft Visual
Studio 2010, ko TephapPfaver TIC TOPOKAT® AEITOVPYIES:
e Raw Sensor streams (ITpwtdyova dedopéva tov arstntrpa): IlpdcPacn o dedouéva
YOUNAOV emmédov amd Tov astntpa fabovg, Ty Kauepa Kot To LKPOQMVA.
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o Skeletal tracking (Aviyvevon okeletikod cvotiuatog): H duvatdtnta aviyvevong ko
napakorovOnong tov skeletal rig evog 1 dVo atduwy mov Ppickovtatl 6To onTiKd TESiO
tov Kinect, yia epapuoyég aviyvenong xepovoutdv.

o  Avotepeg MMTikég wavotntec: Ot dvvatdtnreg dwyeipiong Myov mepthapavouv
g€eMypévn kotactoAn Bopvfov kot akvp®or MNYovS, EVIOMICUOS TNYNS MYOL Kot
gvoopdtoon pe to APl avayvdpiong opidiag tov Windows.

o Tlopodeiypoto kddiko kot Documentation

To Mduwo tov 2012, o Craig Eisier, yevikog digvbovtig tov Kinect yio Windows avépepe oti
oyxedov 350 etoupieg ovvepydloviov ue ™ Microsoft yua ) dnuiovpyia epapuoydv Kinect yua
Windows.

"Exdoon 1.5
To Mdaptio tov 2012, 1 Microsoft avaxoivwoe 611 1 véa éxdoon tov Kinect SDK yia
Windows 6a ftov diabéotun 1o Mdawo tov 2012. H ékdoon 1.5 drotébnke oto kowd otig 21 Maiov
2012 kon wpdobeoe kavovpleg duvatdTNTEG, VIOGTNPIEN G€ TOAAEG VEEG YAMGGES Kol KUKAOQOPNGE
Yo TPAOTN Qopa og 19 emmAéov ydpeC.

e To Kinect 1.5 SDK ocvumepiroufaver to Kinect Studio, uwia véa epapuoyr mov
EMTPEMEL OTOVG YPNOTEG VO KATOYPAPOLY KOl VO OVOTOPAYOLV KIVAGELS Yol TNV
aAAnenidpacm pe GAAES EQAPUOYES.

e Yrmootmpin yuo Asttovpyia kadicpotog (Seated mode) mov enttpénet oe epopPUOYES VOl
avayvopiloov To Ke@AdAl, To Add Kol To YEPLo TOL ¥PNOTN &ite avTtdc Ppioketan
opbioc umpootd ot Kdpepa ite kdbetal.

e Téooepic emmiéov YAOOOEG Y TN Q@VNTIKY oavayvoplon — [addiikd, lomavucd,
Itolkd ko lammvucd

o AwbBéopo o Xovyk Kovyk, Nota Kopéa kot Taifdav to Mdio, Avotpia, Béryio,
Bpalikia, Aavia, ®whoavdie, Ivdia, OAiavdia, NopPnyie, Iloptoyoria, Pwoia,
Zaovdikn Apofia, Ztykomovpn, Notwa Aepikn, Zouvndia, EAPetic ko Hvouéva
Apapwd Eppata tov Iobvio

Exdooeig 1.6, 1.7, 1.8
To SDK tov Kinect yio Windows yia tov aicOnmpa npdng yevidg tov Kinect, evnuepmbnke
UEPIKES aKOUO POPES, e TV €kdoon 1.6 va kukAopopei otig 8 OxtmoPpiov 2012, v €kdoon 1.7 oTig
18 Maptiov 2013 kot téhog Vv éxdoon 1.8 otig 17 ZemtepPpiov 2013.

"Exdoon 2
H devtepn yevid tov Kinect yio Windows, Boaociopévo oto Kinect tov Xbox One,
GUUTEPTAAUPAVOUEVOL EVOG VEOL auaONTAPa, NTOV TPOYPOUUUATIOUEVO VO, KUKAOPOPNGEL TO KOAOKOIPL
tov 2014. M apykn €k000m NG VENG GUOKELNG APYLOE VA SIVETAL G TPOYPOLUOATICTEG OO TIG 22
Noepuppiov 2013, evd otig 15 lovAiov 2014 kukAopdpnce pa apytkn £kdoor Tov katvovuptov SDK.

Bpapeia
e 2011 MacRobert Award for Engineering Innovation
o 2011 T3’s “Gadget of the Year” award, “Gaming Gadget of the Year”
e 2" Rank “The 10 Most Innovative Tech Products for 2011” oty amovopr; Popular
Mechanics Breakthrough Awards oty Néa Y opkn.
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http://docs.pixologic.com/features/main-features/

http://unity3d.com

http://unity3d.com/legal/eula

http://docs.unity3d.com/Manual/Shaders.html
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Autodesk 3ds Max 2013
Adobe Photoshop CS5
Pixologic ZBrush 4R6
Unity Game Engine 4.5.0f6
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