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Abstract

Goal of this project is to observe step by step the development of an application
by using prencipal programming tools such as 3D Studio Max and Unity 3D. The
development of this application that is beeing analized in the following pages, is
the simulation of a virtual musiem, placed in a 3D environment, though of which
we work in modeling , the compozition and the programming that is requared
in order to be created the final working file.

Initialy, the presentation of this application starts from the desciption of the
controling and the control settings of the application. A tour takes place in the
musiem, as the abilities and the operation offered, are described.

Then, we examine in details tools and methods that has been used starting with
3d studio max program, through of which we present the 3d models creation
and learn the abilities offered by this program through examples such as
building, character and itemmodeling. It is olso mentioned the unwrapping
tecniques for textures adjustment inmodels and the proccess of creation
animation.

Concluding, we present the way through of which is beeing developed a 3d
environment using Unity. We examine the introdaction and the manipulation of
the models in the Unity environment and how they can gain interactivity via
Scripting, using JavaScript and C#. What is more, we mention the main
programming tools and all the proccess needed to reach the final resalt. Finaly,
having understand the basic tecniques that we follow in order to build a 3d
aplication, we mention some of the tips for the inprovement of the project, who
it can be more realistic and how we can save system resurses.
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Sovoyn

ZTOX0G UTOV TOU GUYYPAUUATOS E(VOL VX TTIpATNPNiooVHE Brjua mpog Bua
TNV AQVATITUEN LU EQUAPUOYTIG XPTCLUOTIOLOVTAS GOV KUPLA TIPOYPAUUATIOTIKA
epyaieia to 3D Studio Max (Tpoypappa dSnuovpyiag TpLoSldoTaATwY YPAPIKWV
kal animation) kot to Unity 3D (mpoypappa Snuovpylag e@appoywy TpLwv
Staotdoewv). H Avamtuén tng e@appoyng mou avaAVOUVHPE OTIG TAPAKATW
o€eAlOEG, elval pla TIpooopoiwon €vOG €LKOVIKOU HOVOEOVL OE TPLOSLACTATO
TepLBAaAAoY, péoa am'TO OTOI0 AOYOAOVUOOTE UE TNV HOVTEAOTO(NOM, TNV
ouvOeoT KAl TOV TPOYPUUUATIOUO TIOU OTALTE(TAL YLK VA HUTOPECEL VA
dnuLovpynOel To TEAIKO EKTEAETLUO APXELO TNG EPAPUOYNG.

ApXIKQ, YIVETOL 1] THPOVGIAOT TNG EQEAPUOYNG EEKIVWVTAG ATIO TNV TIEPLY PP
TOU XELPLOHUOV KL TWV OTOLXEIWV EAEYXOV TNG e@appoynG. Fivetal pa Eevaynon
OTOUG XWPOUG TOU HOUCEIOV, KaBwG mepLypd@ovtal oL SUVATOTNTEG Kol Ol
AELTOVPYLEG TIOV TTAPEXOVTOLL.

ZTNV oLVEXELA €EETA(OVTUL QAVAAUTIKA To EPYOAEl KOl Ol TEYVIKEG TOU
XpNnopoTomOnkav EEKIVWVTAG A0 TO TPOYPAUUATIOTIKO gpyadeio 3d studio
Max, péoa oam'omov Tapovctalovtal UEBOSOL KATAOKELNG TPLOSLACTATWV
HOVTEAWV Kol BAETTOVIE SUVATOTNTEG IOV PG TIPOCPEPEL AVTO TO TIPOYPUUUA UE
TAPASEYUATA OTIWG UOVTEAOTIOMON KTIPIWV, XAPAKTNPWYV KAl OVTIKEIUEVWV.
Avapepopacte €miong oTNV TEYVIKN unwrapping ylx tmv dnuovpyla Kat thv
TPocapUoYr] VWV (textures) ota HOVTEAX Kol TNV Sadlkacia avamTuéng
animation.

‘Emelta, PAEmovpe tov Tpomo avamtuing evog 3d mepiBdAdovtog pe TO
TPOYPAUUATIOTIKO epyadeio Unity. EEetalovpe v elcaywyn kot Stayeiplon
TwVv 3d povtéAwv oto mepLBariov tov Unity Kol TwG Umopovv va amoKT)CouV
SLadpaoTIKOTNTA HECW TOU TPOYpPapUaTIopoV(Scripting), XpNOLHLOTIOLWVTAG
JavaScript kot C#. Ava@épovtal Ta KUPLOTEPA EPYUAEIN TOU TIPOYPAUUATOG KAL
oL Slepyacieg ekelveg IOV XPELAlOVTAL YIX VA (PTACOVUE OTO TEALKO ATIOTEAEG AL
Tedog €xovtag katavonoel NG PaciKeG TEXVIKEG KAl SLaSIKAGIEG TIG OTIOLES
AKOAOVOOUE YLO TNV KATACKELY] HLAG TPLOSIACTATNG EQAPUOYNG, AVAPEPOVTAL
oplopéves oLUBovAEg (tips), ywx v BeAtiwon Tou project 600V a@opA TNV
amod001 PEAALCTIKOTNTAS KAl EE0IKOVOUTNONG TIOPWV TOV GUCTI LA TOG.
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Ewcaywyn

Ta ypa@ka AelToupylkAd OUOTHUATH E£yWVay SNUO@IAN OTIG apXES TNG
dekaetiag touv ‘90. ToOTE, N AVATITUEN YPAPIKWV TPLOSIACTATWY EQAPUOY WDV
BplokdéTav 0 MOAU TpWIUA OTASLA, VW, 1 Kupla SUOKOAIX TTOU AVTIUETWTIL(E
auTn 1 LEB0S0G TV 1 HEYAAT] UTTOAOYLOTLKT) LOYXUG TTOV XPELAOTAV £V GCUOTNUA
Yl VX UTOPECEL VU ATOTUTIWOEL TETOLOV €(60VG Ypa@IKA oTtnv 0006vr. Autd
ovpPaivel yiati kaBe 3D avtikeipevo cuvtiBetal amd ekatovtades 1] kKot XIALASESG
UIKPA TOAVYWVA TIOU TEPLYPAPOUV TN SOU1] TOU KAl amalTOUVTAL TOAAEG
HoONUATIKEG TIPAEELS Y va peTatpePouy To 3D kOO0 o€ elKOVA TTOV UTTOPEL Vo
en@aviotel otmv 000vn touv umoAoywotn. Auvti 1 Sadkacla PETATPOTIG
TPLOSLACTATWY YPAPIKWVY O €IKOVEG §V0 SlaocTtdoewv ovopdletat Rendering.
Q0oTO00, N TiEON Yl TEPLOCOTEPO PEAALGUO, TILO AETITOUEPT YPUPIKA KOl
UEYOAVTEPEG TAYVTNTEG OE TETOLX TPOYPAUUATAH, OTWwG elval Ta ToatyviSia
dpAaong, oL €COUOLWTEG KAl TA OYXESIAOTIKA TOKETA, onpaivel meplocotepn 3D
gpyacia oe LKPOTEPO XPOVO.

INUepa HE TNV TEXVOAOYlA TIOU OLABETOVHE T ATEKOVION TPLOSIACTATWV
YPAQ@IKWV €XEL PTACEL OE €V APKETA KAVOTOMTIKO emimedo. H yYm@akm
QTELKOVION TPLOSLAOTATWY YPAPIKWY XPTOLUOTIOLEITAL EVPEWS OTIG HEPES UAG.
Fpapkd tpwv Saotacewv Bplokouvv e@appoyr] o€ TOAAOUG TOMELG, OTIWG
elval avamTLEN NAEKTPOVIKWV TIALYVLIOLWY, STHIOVPYIA TAWVIWV TPLOSIACTATWY
YPOAPIKWOV KAL KATAOKELT] EQAPUOYWV TIPOCOUOIWONG, eV eKTIATHL OTL Tar 3D
Ypa@ka Ba amoteAécouv TO EMOUEVO OTASL0 €EEAENG OTOV XWPO TG
TeXVoAOYiag.

Ta “Cwvtavd” xpowuaTa, To €QE KAl 0 PEAALOUOG IOV TPOCEPEPEL CTIUEPA )
TEYVOAOYIX YN@PLOK®V YPAPIKWV ATEIKOVIOEWY, KABLOTOUV TIG TPLOSLAOTATES
EQAPUOYEG OPKETA EAKUVOTIKEG TPOG TO KOWO. Avut 1 TE(VoAoyla
XPNOOoTOLE(TAL )81 O€ KATOLOUG TOUEIS pE PEYAAN emiTu)ia, Yo TTApASELy A
oTov TopEx TNG Yuyaywylag, Tta TPLOSIAOTATA TNAEKTPOVIKA Tayvidia,
EU@aVI{OVV va £(0VV UEYAAN ATMXNON KUPLWG GTOUG VEOUE, TTOU KATAVAAWVOUV
APKETEG WpeG evaoxoAnong Extog amd v Puyaywyla, ta Tplodiaotata
YPA@IKA UTTOPOVV VA XPNCLUOTIOMBO0UV KAl 0€ TOUEIS TTIOU arpopoVV TNV Tradeia
KQL TOV TOUPLOUO.
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[Tolo ouykekpLEVA OL TEXVOAOYLEG IOV alPOPOVV TEXVIKEG TTPOCOUOiwoNG Ba
UTTOPOVOAV VO CUVAVTIIOOUV UEYAAO EVOLNQEPOV OE EPAPUOYES ATIELKOVLIOTG
XWPWV, AVTIKELLEVWY, TIEPLBAAAOVTOG KAL YEVIKOTEPX OTOLYXEIWY TIOV TIPpofdAouv
KQL TIPOAYOUV TOV TIOALTIONO, TNV TEYXVT, TNV KOUVATOUPQ, TNV LOTOPIA, TNV QUOT
KAl TNV TexvoAoyla, UG xwpos. Auvti 1 mpooéyylon Ba pmopovoe Ppel
QVTIKPLOUO O€ KOLWVO, HEGH ot TNV Taldela, TPpowBWVTAG AVTA T GTOLXElX OTNV
Stadikaola ™G padnong kat ¢ ekmaidevong. Avtiotoya Ba pmopovoe Bpel
QVTIKPLOUO OE KOLVO TIOV APOPA TOV TOUPLOUO 0T AN TNG TTPOBOATIG AUTWV
TWV OTOLXElWV, CUVETIWG KAL GTNV GUUBOAT] TOU OTNV TOVWOT TNG OLKOVOULXG.
‘Evag tpdmog mpofoAng Kot mpowbnong TETolwv e@appoywv sivat 1 dtabeon
TOUG OTO KOLVO Héoa amo To internet, 6Tov GvBpwmol amd 6Ao tov kdouo Ba
€XOUV TNV SUVATOTNTA VA ETILOKEPOOVV EIKOVIKA, ATIO TO XWPO TOU OTILTLOV TOUG,
neow evog H/Y. 'Evag dAdog tpdmog elvatl 1 StdBeon toug otnv ayopd Kol 1
Stavoun toug peow CDs 1) DVDs.

Ze aQuTnVv TNV TPOCEYYLon €XOUV YiVel KAmoleg Tipoomabeleg amd Siebvelg
0PYQAVIOHOUG, 0PYAVWOELG, GUAAGYOUG 1] AAAOUG TTAPAYOVTEG, TIOU AVATITUCGOUV
TPLOSLACTATEG EQAPUOYEG TIPOCOUOLWOTG ,0TIOV UEoA ATIO AUTEG TIpoaAdovTal
TIANPOPOPIEG OXETIKA e povoeia, pvnpuela KTA. [TapakATw ava@EPovTal KATOLX
links amd 6Tov kamolog umopel va emioke@Oel 1) va TANpo@opnOel yia KATOLES
QT TIG EQAPUOYES TIOV 1|01 UTTAPYOLV:

http://acropolis-virtualtour.gr/acropolisTour.html

http://www.mnh.si.edu/vtp/1-deskto

o i LW e

Moais Virtuales 30

traclkg http://www.tradky.com/m-3d-virtual-museums.html

Tradky Art Galleries
and Museums
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http://acropolis-virtualtour.gr/acropolisTour.html
http://www.mnh.si.edu/vtp/1-desktop/
http://www.tradky.com/m-3d-virtual-museums.html

Méoa ota mAaiola TOU TEPLYPAPNKAV TAPATIAVW KIVNBNKe 1 Tipoomabela
QVATITUENG NG THPOVOoAG EQPAPHOYNG. ZTOXO0G MTav 1 Onuovpyla €vog
TPLOSLACTATOV HOVOEIOV TOU Ba amelkovile ekOEUATA KL TIAT|POQOPLEG TTOU
a@opPOoVV TOV ULVWIKO KAL HUKNVAIKO TIOALTIOUO, OTIOV HECH ATIO TNV TIEPUTYNOT) O
XPNoTNG Ba UTTOPoVCE VU VA TTHPATPTOEL TA EKOEQATA KAl CUYXPOVWGS VI EXEL
™mv SuvatoTnTa va AQBEeL TTANPO@OPIEG YIXVTA, AAAX KAl YEVIKOTEPA YlX TOV
TPpOTo {WNG TWV apyaiwv HVOITOV Kol puknvaiov. Axkopa éva Baoikod
XAPAKTINPLOTIKO NG €@apuoyns Oa a@opovoes TNV  SUOP@®WOT  TOV
TEPPAAAOVTOG KAL TN XPTOT APKETWV OTOLXEIWV, WOTE va BUUIlEL NAEKTPOVIKO
T VvidL

H dnupovpyia evog tplodldoTatou Kal ATHOC@ALPIKOU TEPLPAAAOVTOG KoL 1)
AVATIAPACTACT] KATIOLWV HOVCELAKWY EKOEUATWY TOU HIVWIKOU KAL LUKNVATKOU
TIOALTIOMOV, B UTTOPOVCE VU TIPOKAAECEL TO EVSLAPEPOV TOV KOLVOU OAWV TwV
NAKIOV ooV  ouvdudlet TNV  yvwon, TNV SldpaoTikOTTa Kal TA
XAPAKTNPLOTIKA IOV TAPATEUTIOVV 0€ TEPLBAAAOV cVYxpovoL TtayvidioV. Méoa
aTo evéPYELEG oav auTNV Ba umopovoe va TPpofANOel TayKooUIwE 1] TIOALTIOTIKY)
KOl LOTOPLKI] KAT|POVOUIX TOU TOTIOU HAG, VO CUVELCPEPEL OTNV EKTIAISEVOT KAl
TNV YVWOT €VW TUPAAANAQ Vo SNULOVPYNOEL Eva EVSLAPEPWY TEXVOAOYLKOV
EKOUXPOVIOUOU OE TOUEIG IOV €XOUV OXEOMN UE TNV EKTAIOEVOT), TOV TOALTIOUO
KOl TOV TOUPLOUO.

H avamntuén g e@appoyng amelkovion g Tou HOUGELOV 0TO OTIOL0 AVAPEPETAL TO
oVYYpapa Ba UTTOpoVCE VA XUPAKTNPLOTEL TOAUTAOKN Kat Suovontn. I va
UTIOPECOVLE VA KATAVONCOVUE KAAVTEPA TNV S1lovpyla TOL TPLoSIACTATOV
Pn@LaKov KOGUOV, TIPETEL APYLKA VA avaAvBel oTa EMPEPOUS OTOLXELX ATIO T
OTIOL0t ATIOTEAE(TAL TNV CUVEXELA TIEPLYPAPETAL T} SOUN TWV KEPAAA LWV
avAaAoyo HE Ta oTolxElx IOV €eTdlEL TO KADE Eva

e Terrain. Oa umopovoaE va TOVHE OTL elval | TAXTEOPUA OTIOV Do
«otnBel» to 3d mepariov. Avaroya pe to epyaieio mov Ba xpnoiuo-
momBel ylio v Snuovpyla plag TPLoSlAoTATNG EQAPUOYNG, TO terrain
umopel va tpomomonBel yia Vv amekovion fouvwy, KoAddwv, Spopwy,
TOTAUWYV KTA. Me Alya Adywa elvat o kOOUOG oTOv oTolov Ba
tomoBetnBovv OAa Ta avtikeipeva (3d models).
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e 3D Models. Eva tpiodiaotato poviédo 1 aAAliwg mesh eivatl Eva ovvoro
aTo TOAVYWVA, OTIOV SLAUOPQPWVOVTAL KATAAANAN, (MOTE VX ATIOTEAEGOUV
éva avtikelpevo ov Ba tomoBetnBel otnv oxnvi). Eva tétolo avtikeipevo
umopel va eivat ylx mapdderyua Eva auTokivnTo, Eva KTiplo, éva §evtpo,
OTwG Kal €va avatar (kwovpevog yoapaktnpag). Ta povtéda avta
SnuovpyovvTAl XPNOCLUOTIOLWVTAS TA KATOAANAQ TIPOYPAUUATIOTIKA
epyaieia , 6w eivatl to 3d studio Max kat to Blender. Ta tepioooTepa
QO AUTA TA TPOYPAUUATA TIPOCPEPOVY £TOLUA BAoiKA oynuato (T.X.
Boxes, Spheres, Cylinders) ta omola amoteAlovv v Bdon mdvw ota
omolot Ta WHOVTEAM, Ba TAPOUV TNV TEAIKN TOUG HOPEPN HETA OTO
emegepyaoia kal Tpomomoinon.

o Textures (VEEG). Eva TpLoSlA0TATO HOVTEAO €KTOG ATTO TNV KATAAANAN
Hop@otoinomn pe v Swadikaoio TG povteAomoinong xpelddeTal Kot pio
ven. H ven oto 3d modeling dev elvat timota GAAo amd pla €KOVX
(image) ocuvnBw¢ TUTIOL png 1) jpeg, 6oL Ba Afyape "TUAlyel" To HOVTEAD
SlVOVTAG TOU TNV EU@PAVIOT] KoL TNV AETTOUEPELN TIOU XPELAlETAL,
TPOCPEPOVTAG TTAPAAANAQ KAl UK TILO PEXALOTIKY LTIOoTaon. ‘060 TILO
ovvBeto kal mepimAoko eival éva povtédo (mesh) téoo mo peydAn
AemtTopEpela Xpeldletal katd tnv amelkovion. H dnpovpyla evdg texture
umopel va emtevxBel pe KATAAANAQ TIPOYPAUUATIOTIKA EPYaAsia
enegepyaoiag elkovag 0mws eivat to Adobe Photoshop kat to Adobe
Fireworks.

e Lighting. Mwax tplodidotatn amelkovion XpELAleTAl KATAAANAO @WTIONO
YlX VX UTTOPEL Vo TPOC@PEPEL TNV aloBnomn peaAloTikOTNTAG O @WTIONOG
mailel peydAo poA0 0 QUTEG TI TEPLTTWOELG WOTE VX  UTOPEL Vo
QTOTUTIWOEL TI§ KATAAANAEG OKIACELS OTA OVTIKEIPHEVA €TOL WOTE VA
gxovpe v Yevdalobnon ™G TMPAYUATIKOTNTAG XTA TEPLOCOTEPA
TPOYPAUUATIOTIKA €pYOAeiar TTAPEXYOVTAL TPELS KUPLOL TUTOL QWTWV
(lights): (Point Light), (Directional Light) kat (Spot Light). Méoa amoé Tig
KATdAANAeg  pubuioelg pmopolv  va  TPOCEPEPOUVV €V APKETA
LKOLVOTIOIN TIKO ATIOTEAEG L OTTV EQAPUOYN.
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e Animation. Xe e@appoyeg mov xpeldlovtal oTtoleEla Kivnong kot
SLadpacTIKOTNTAG OTIWG ElvaL TA NMAEKTPOVIKA ToXvidia PTopoVuE va
EQEAPUOOOVE TNV KATAAANATN Kivnom ota TPLoSldoTata HOVTEAQ UE TN
BonBewx tov Animation. H kivnon tou avtikelpévou Snupovpyeltal o€
OX€0OTM HE TOV XpOvo aAAGlOVTaG TNV AapPXLKN Tou Katdotoorn (B€om,
ueyebog, meplotpo@n). XTn ouvvexela amobnkevetal 1 Sadikacio
HETABaonG amd TNV apxLlKN) OTNV TEAIKN KATAOTAON KoL TTAEOV OTTOTEAEL
OTOLYELO TOV (81ov TOu avTikeipevou. Katd tnv elocaywyr) Tou ot oknvy
TO HOVTEAO Oa TTPAYUATOTOLEL VTY) TN Kivnon autopata 1 0Tav UElS TO
ETILOVHOV E.

e Scripting. M@ e@appoyn €KTOG amMO OAX QUTA TA TPOKAOOPLOUEVH
otolxela mou Ba ewoayovpe pmopel va  amaltel KATmoOw  €(60G
StadpaoctikotnTag 1 Suvaplkng  mapéufaong amd TOV XPNOTN OF
TPAYUATIKO XPOVO (T.X. KIV|oN aVTIKELLEVOL KaTd BoVANoN TOL XP1 o1,
aAdayn okNnviG K.T.A.). AUTO TO EMITUYYXAVOULE UE TN XP1OT KWOLKA TIOU
Oa pog emiTpEPel va EAEYEOVE OTOLXEION OTN OKNVI|] UOG OE TIPAYUATIKO 1)
un, xpovo. YTAapxouv TOAAEG YAWOOEG TPOYPUUUATIOHOV  TIOU
vmootnpilovv auTES TIS Slepyaoies 6TwG ivatn Java 3D, JavaScript kot n
C#.

e Cameras. Eva amdé ta Baocwkd otolxela emiong oe pa TpLodlaotatn
e@apuoyn etvat n xpnon kapepas. H kapepa tomobeteltanl otn oknvn Kal
amoteAel, Ba Aéyape, "ta pATIe TOL YPNOTN" HECA AT TNV OTOlX O
xpnot¢ Ba umopel va Bpebel elkoVIKG 0T OKNVY TIOU STLLOVPYT)CULLE.
Méoa amd autiv kol TNV KAaTAAAnAn xpnomn kKwSlka UTopoUlE va
TePyNBovE KAl va TAPATPNIOOVUE TO TEPLBAAAOV OE TPWTO
TPOCWTO. AKOUX VTIAPYEL ] ETIAOYT TOTIOOETNONG TIEPLOGOTEPWV ATIO LK
KAUEPEG OTN OKNVY €TOL WOTE Vo VTIAPXEL SuvaTtoTnTA TPOofoANG amd
SLOPOPETIKEG OTTIKEG Ywviec. H xpnomn kapepwv moapéxetal Kol
UTooTNPLlETAL  amO  OAeG  oOxeSOV  TIC TAATPOPUES OSnulovpylag
TPLOSLACTATWVY EQPAPUOYWV OTwG elvat To 3D Studio Max kat to Unity.
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ZTO TIPWTO KEPAAALO TIAPOVGLALETAL 1) EQPAPUOYT TIOU SULOVPYNONKE KAl OAES
oL SUVATOTNTEG TTOV TTAPEXOVTAL LECA ATTO U TT)V.

Y10 8eUTeEPO KePAAALO €EETALETAL AVAAVTIKA 1) AVATITUEN TWV TPLOSIACTATWY
HovTéAwv péoca amd Tto 3ds Max, kabBw¢ avaAVovtal Kal oTolela Tov
ava@EPONKaY TAPATAVW, LECA aTd TPOCUAPUOYN TNG LEPNGS KAl TN Snulovpyla
animation.

1o Tpito Kol teAevTaio ke@aAalo Stakpivovtal péoa amd to Unity otolxeia
™G E@aPUOYNG OTWG TO terrain, 1 KAPEPQ, 1 ELCAYWYN @WTLIOUOV OTNV CKNVY
kal 1 dtadikacia Tov scripting ywx tnv mpoobnkn dadpaoctikdotnTag. Méoa amd
aQUTO TO KEPAAALO €EeTAlETAL 1] OVVOEDT KOl 0 CUVSVACUOG OAWV TWV OTOLXElWV
NG EQAPUOYNG WOTE va EMITELVYXOEl TO TEAKO amoTEAEG AL

MeBodoloyia YAomoinong

[Mapakdtw avagepetal n pebodoroyia mov akolovBnOnke otnv avdamtuing
™G EQAPLOYNG XPNOLLOTIOLWVTAG TX KATAAANAX TIPOYPAUUATIOTIKA EpYUAElX OE
kaBe Brjpa vAoToinong.

A. Avadvon, oxediaon kat avantuvén 3D povrédwv pe to epyaieio 3ds
Max.

1. Xxediaon kat avantvén puovoeiov.

Inv dnuovpyia Tov HOVCEIOV APYLKA AVATITUGOETAL OTASIHKAE 1] KATOYT) TOU KTLplov,
StaxwplovTag TOUG YWPOUG KoL TA SWUATLH ATIO TA OTIOlX ATTOTEAELTAL ZTNV GUVEXELX
TO HOUOE(0 SLHPOPPWVETE TEPALTEPW HE TNV Snuovpyia €068wv, 0poOPWV,
TAPABUPWV Kol AETITOUEPELWV TIOU (0wG xpetdletat. TEAOG 1 avATITUEN TNV 0POPTG
OAOKANPWVEL TO KTLPLAKO LOVTEAO.

2. Avantvén emmAéwv e€0TMALGUOV Kal AAAwV TTPOCOETWV UOVTEAWY.

Avt 1 mepimtwon TeEPAaUBAVEL TNV HOVTEAOTOMON TWV SLK@OPWV ETILTAEOV
otolyelwv Tov povoelov OTWG lval okdAeg, Stalwpata, apideg, TOPTEG KTA. AuTd TA
otolyela povteAoTolovvTal EEXWPLOTA KAL TIPOCTIBEVTAL OTO TEALKO KT1|PLO.

3. Zyeblaon kat avantvén ekOsuatwv.

H avamtudn yua kdbBe éva amd Ta HOVTEAX TPAYUATOTOLE(TAL EEXWPLOTA
XPNOLUOTIOLWVTOAG CTOLYXELX KAL ELKOVEG ATIO TA TIPAYHUATIKA TPWTOTUTIA EKOEPATA YLo
TNV PEAALOTIKI] TOUG ATTELKOVLOT).
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4. Xyedlaon kat avantvén yapaktipa/avatar.

MovTtedoToleital 0 Yapaktinpag mTou péoa amd aUTOV Oa TPAYUATOTOLE(TAL 1)
TLEPUYNOT OTOV XWPO KAL EQAPUATOVTAL TEXVIKEG YLK TNV KATAOCKELT] POUXWV KL TNV
Snuovpyla animation.

B. XxeSiaomn kat vAoToinon vewv pe To epyaieio Photoshop.

1. Xxediaon kat avantvén vewv.

H Snuovpyla vowv Baciletal oe 0dnyoug texturemaps mou pe tnv fonbewa toug
oxedlafovTal oL VPES KoL TTPOsaprolovTal KATAAANAX 0TO KABe povTéAo.

C. Avantuén e@apuoyng pe to epyaieio Unity 3d.

1. Xxediaon kat avantvén meptfdArovtog xwpou.

Apxwa m avamtuén tou terrain mepllapfdvel v xpnon gpyaieiwv tov Unity oty
Hop@oAoyia Tov £6d@oug KatL TNV TNV Snuovpyia BAGOTNONG GTNV GKNVN.

2. Eloaywyn novtéAwv otnv oknvi.

‘OAa Tat pOVTEAQ €l0GyOVTOL Kol TOTOBETOUVTAL KATAAANAa otV oknvn. Elocdyetal
APXKA TO LOVOEIO KAL OTNV OUVEXELX TOTTOOETOVVTAL HECH OE AUTO T EKDEPATA TIOV
Ba amewovidovtat [MapdAAnia tomoBetovvtal emmAéov povTéda oTo terrain yio Tnv
0AOKAN|PWOT TOU TEPLRAAAOVTOG XWPOU KoL ETIONG EOAYETE OTN OKNVI] KAl O

XOPOAK TN PO.

3. TomoBETnon KatdAAnAov QWTLoUOD.

0 @wTIopdG ToToBETEITAL KOl SLAPOPPWVETAL, WOTE VX OWTI(OVTAL KATAAANAX TA
otolyelat ™G OKNVNG Kol aKOpa SnULoupyolVTAL TA KATOLX £@E OTO TAXIGLO NG
TIPOCEYYLONG TNG PEAALOTIKOTNTA.

4. Eloaywyn otoiyelov kauepac.

H kaupepa tomoBeteital otnv oknvi] Kol TPoocapuoletal oto avatar, WOTE va TO
aKkoAoLOEl KaTa TNV SLdpKelx TNG Kivomng.

5. Anuovpyia Stabpaonc kat arAAnAemidpaonc.

Méoa amo apyeia kwdika javaScript kot C# ocuVTAOCOVTAL EVTOAEG KAL CUVAPTNOELS
IOV EAEYXOUV TNV SLASPACTIKOTNTA TNG EQAPUOYTS.
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KE®DANAIO 1 Presentation

Hapoveiaon E@apuoyng

To mapdv project KATACKELVACTNKE YLA TIG OVAYKEG TNG SUTAWUATIKIG
Statpfns tov @oitnty MmoAwvakn Kwv/vou. H epapuoyn avtn ovopdletal
Minoan Age exhibits, 6Tov péoa amd €va TPLodLACTATO KOGUO TTAPOVCLALETL
EVA ELKOVIKO HOVOED TIOU (PIAOEEVEL EKOELATA TOU HIVWIKOU KL HUKNVAIKOU
TIOALTIONOV. ATIO TO TANKTPOAGYLO, 0 XPNOTNG UTopEl va TtepiynBel, oe mpwTo
TPOCWTO, 6TOVUG XWPOUG TOV HovoeElov, péoa amd €va avatar/xoapaktinpa, Tou
QVTITIPOOWTEVEL UL VEAPT] @OLTNTPLX apxaodoylag, v Péa. Koata tnv
TLEPUYNOT O XPNOTNG UTOPEL va TTapatnpel Ta TPLoSldoTATA EKOEHATA KL Vi
OUVAAEYEL TANPOE@OPLEG amd TO KABE €va TOU OULUVAVTAEL, OSLAUEOOV £VOG
StadpaotikoL Tapabupov mov ep@aviletal Kabws Ta TANCLAlEL

To povoeio amoteAsital amd Vo emimeda, LOGOYEO KAl TIPWTOG OPOPOG. XTO
LOOYELD TOPOVCLAJOVTUL KUPIWG UIVWLIKA oyyela, ayaApatidia, Koounpato Kol
TOAAQ GAAQ apXaLOAOYIKA gvupruata amd meploxés Omws, Kvwooog, dalotdg,
['6pTuva, Zaxpog K.a. AKOUA, 0TO ECWTEPLIKO TOV LOVOEIOV VTIAPYEL SWUATLO TTOV
TPOCOUOLWVEL TNV aiBovoa tov Bpodvou amd to maAdtt ™ Kvwoov. Ztov mpwto
OpO@PO TIAPOLOLALOVTAL ULVWIKEG KOl HUKNVOIKEG TOLXOYPAW@IEG ATO OAN TNV
ETKPATELX TWV SV0 AVTWV TIOALTIOHLWV.

To mepBdAAov NG EQAPUOYNG ELVAL APKETA ATHOCQPULPIKO HE KATAAANAN
background pouvoikn vTOKPOLOT KAl PWTIOUO, EVW VLTAPYXOUV OTOLXELA TIOU
mapanéumovyv oe adventure game. INapakdtw Teplypd@ovtal avaAVTIKOTEPX
OAo T PLEPT) KOL TA OTOLXELO TNG EQPAPUOYNG EEXWPLOTA.
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KE®AANAIO 1 PRESENTATION

1.1 Xeplopog

O XEPLOUOG EAEYXOU NG EQPAPUOYNG Elval TAPOUOLOG UE TOV XELPLORO EVOG
NAEKTPOVIKOU T VISLoV.

H emidoyn kamolov otolyeiov mov epa@iletal otnv 0006vn ylvetal pe To TN
TOU TOVTIKIOU TAvw Tov. ['la TNV kivnon Tou YapakTnpo XPTCLUOTIOLE(TAL TO
TIANKTPOADY!L0:

W1 Arrow UP.......ee. Yyl Kiviion pmpootd A LLLLLLLEL

S 1) Arrow DOWn......coesmmmreereees yio kivnon Tpog Ta Tiiow et L L L L L L L
AN Arrow Left.....cccccouessenns Y xivnon aplotepd B Lo EUEL L B I
D 1) Arrow Right.......cccoeruunu.. yla kivion 8e€ué =

['la Run Mode (tp€€uo) xpnopomoteitat to mAnKTpo R

H meplotpo@n ™G KAPEPAS TIPAYUATOTIOLEITAL ATIO TO TOVTIKL

(mouse). Kpatwvtag matnuévo to S0 1] TO aploTEPO KOVUTL  ~ &

TOU TIOVTIKIOU KOL UETAKIVWOVTAG TO, 1| KAUEPX TIEPLOTPEPETAL
YUpw amdé tov xapakmpa. [ Zoom In 1 Zoom Out ‘
XPNOLOTIOLEITOL TO KEVTPLKO KOUUTIL 1] 1 pOSEAX TOV TTOVTLKLOV.

TéXog To Esc 1 To mAnktpo P avolyel to Pause Menu, 6Tov amd ekel umopel va
TEPUATLOTEL TO LAY VISL M VA EMIOTPEYOVLE OTO KUPLWG HEVOD TNG EQAPUOYNS.

Ewkova 1.1 To Pause Menu tng eapuoyns
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KE®AANAIO 1 PRESENTATION

1.2 Baowko pevov

ExtedwvTtag to apyelo TG €@appoyng, To TPWTO TMEPLRAAAOV TTOU CUVAVTAUE
elval To kKuplwg pevoyv. O XWPOG aUTOG ATEKOVI(EL €va HIVWIKO KTiplo
(Tapaméumovtag o€ vaod TG €moxns) HE SLACKOPTIOUEVA ayaApaTiS Kol
doxelat 0TO ECWTEPLIKO TOV, EVW OTNV €l0080 cuvavtape v Péa mov péoa amo
autnv Ba pmopoVpe apyoTeEPA, va KivnBoUE 6TO XWPO TOL HovcEiov.

\ TN AN

|

- t 1] I [“\’_g_zkm the tour
ontrols

Ewkova 1.2 Styuiotuna pe tig entAoyég tov Main Menu

ATtO 1O TPLOSIAGTATO PEVOD EMAOYWV UTOPOVLE VA ETIAEEOVE TO TEPUATIOUO
™G €PAPUOYNG, VA avoioupe to MapdBupo pe TNV AloTa  XeEPLopoL TG, VA
dovpe Ta credits 1 va emAgovpe va petaffoluE OTO KUPLWG HEPOG TNG
E@APLOYNG OV elval To TepLBaAAov Tov povoeiov. EmAéyovtag ta Eekivijooupie
NV TtepMynon Kot katd tnv Sidpkela tov loading, mpofdAretal otnv 066vn pia
ELKOVA LE TO AOYOTUTIO TN G EQUAPUOYTIG.

C;ﬂler:"l:‘s

Loadu.lg...

Ewova 1.3 To napadupo Controls kat n od6vn tou Loading
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KE®AANAIO 1 PRESENTATION

1.3 KUpLo pépog tneg e@appoynig

1.3.1 Eevaynon 6Tovg x@wpoug Tov HoUGEiov

MoALg petafovpe oto KOPLo TEPLBAALOV NG EQAPUOYNS, BPLOKOUACTE APXIKA
UTIPOOTA ATtd TNV KEVTPLKN VAT TOU povoeiov. Kivawvtag Tov xapaktipa amod to
TANKTPOAGYLO UTTOPOVUE VA TEPINYNO0UUE GTOUG KATAAANAX SLAUOPPWUEVOUG
XWPOUG TOV HOoVOEloV, aAAG Sev vTTApYEL 11 SuVATOTNTA va PETAKIVBoUUE EEw
QTTO TOV TIPOAUALO XWPO.

YL

oy N ——

Ewkova 1.4 Ztyuiotuna armo tov npodBALo Ywpo Tou Houosiou

MoALg elceABovpe oTov TTPOoBAANO TOU povoeiov, avefalvovTag Ta OKOALL 1
™mv pauma mou Ppiokovtal €€w amd To KTiplo, ovvavtaue to BifAio mov
eClotopel TV VTTAPEN TOU UVWIKOV TOALTICHOU O TNV Snuovpyila €wg v
eCapavion tov. Ita Se€ld, vmapyel evag Sladpopog mov odnyel 6TO WC TOU
KTIplov.

Ewkova 1.5 Ztyuiétuna amo tov mpoddAoauo Kal To WC TOU UOUCEIOU
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KE®AANAIO 1 PRESENTATION

Znv kOpLa albovoa GUVAVTAUE TO AYOAUX EVOG TAUPOV, IOV OV TO LEPOTEPO
(W0 TWV HLVWLTWV, ATTOTEAEL Eva BacikO OTOLYEIO TOV TIOALTIOUOV TOUG.

Ewova 1.6 H kevtpikn aiSovoa tou pouvoeiou

Agld kal aplotepd NG kKLplag alBovoag umdpxouvv OVO0 TTEPUYEG TIOU
amotedovvtal amd TEooepls aibovoes 1 kabe pa. XTI alBovoeg QUTEG
amelkovifovtal dlagopa ekbepata OTMwWG eival To ayoApatidio g Bedg Twv
@010V, TO KEQAGAL TOV TAVPOV, 0 KPATNPAS UE T Kpiva, o Slokog Tng Paiotov, o
SUTAOG TEAEKVG KAl TO TEPLOEPALO [E TIG HEALOOES, IOV E(VaL HEPIKA ATIO TA TILO
XAPAKTNPLOTIKA EVPTHATA TOU UVWIKOU TIOALTIOUOV.

Ewkova 1.7 STIYULOTUTIO OLTTO KATTOLOL EKIEUATA TOU UOUTEIOU

Metafaivovtag amd v kuplx aibovoa oty TOwW HEPLA TOU HOVOELOUL,
OUVOVTAUE TNV KEVTPLKN OKAAX TTOV 081 YEL OTOV TTPWTO OPOPO KL TOV KEVTPLKO
SLadpopo mov 0dnyel otV Mlow peyain aibovoa Tov povoeiov.

Mruyiakn diatpipr) MmoAwvdkn Kwv/vou Page 24



KE®AANAIO 1 PRESENTATION

Ztn péon autol Tou SLdPOUOV CUVAVTAUE KOl
EVAV AVEAKVOTI|PA TIOV ETILOTG XPTCLUOTIOLELTAL YA
™MV HETAPBaon oo TO LOOYELD GTOV TIPWTO OPOPO
KaL avTioTpo@a.

Ewkova 1.8 O aveAKUOTHPOIG OTOV KEVIPLKO

Stabpouo
Znv tedevtala albovoa Tov LOOYEIOV TIPOCOUOLWVETAL VU LEPOG ATIO TO TIAAATL
™S KvwooU 0mwg eivatl to dwpdtio pe ta Sed@ivia kat n ailBovoa tov Bpovov
Tov BaciAtd Mivwa.

o

Ewkéva 1.9 Ztiypiotuna amo tnv aidouvoa npoooucioons, to SwUAtio ue ta deApivia kot to Swudrtio tou Jpovou.

Ztov 8e0UTEPO OPOPO APYLKA CLVAVTALE SV0 alBoVOESG TTOV TIEPLEXOLVV ULVWIKESG
Tooypawies mov Bpédnkav oto vnol ™G ONpAG KAl TOXOYPAWIES amd TNV
Huknvaikn meplodo. Zuvexllovtag Tnv TEPMYNon otov JSeVTEPO  OPOPO
OUVAVTAUE EVA HUEYAAO SLASPOUO PE UTTOHAKOVL TIEPLUETPLIKA TOU povoeiov. Exel,
UTIAPYOLV KUPLwG Tooypa@ies amo to maAdtt ™S Kvwoov, 0Tws o mplykimag
HE TA Kplva, Ta Tavpokabalia, ol YOAAJLES TIPLYKITILOOES K.Q.

Eikova 1.10 ZTiyutotuma Qo Tov mpwTo 0pOoPO
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KE®AANAIO 1 PRESENTATION

1.3.2 Hap&Bupo mepLypapiic EkOsudTwv

KaBws mAnoiwalovpe xamowo €kBepa eu@avifetar otnv 00ovn n emAoyn
Examine Tov pag mapameUTeL 60To ToPABUPO OV TEPLEXEL TN G TTAN|POPOPLEG TOV
ekOEpatog mov mapatnpovpe. Ot TANPo@opieg AVTEG ava@EPouy GTOoLXElX TOV
ekOEPaTog oL oxeTi(oVTAL LE TNV XPNOT TOL, TNV NAKIX TOv, TNV Tomobeoia
eVPEONG TOV, KABWE KAl KATIOLA YEVIKOTEPA OTOLYELA TIEPLYPAPTIG TOV TPOTIOU
NG KoL TNG KOVATOUPAS auToV TOV TIOALTIOUOV GTOV OTIOL0V avapEPETaL

L "MYCENAEAN LADY* FOUNT IN ACROPOLIS OF
SERIOUS AND PENSIVE EXPRESSION OF THE GODDESS
ITY OF THE MOMINT.

i A *
HICH DELINEATES HER AMPLE BOSOM. H HAIRSTY
ELRY (NECKLACES AND BRACELETS) ARE STRIKING.

Ewkova 1.11 H o890vn meplypa@nc Twv eKIEUATWY

ImnG oeAideg mOU akoAovBoUV avaAVETHL 0 TPOTIOG KOl TA EPYUAElat TIOU
XPEWAJOVTAL Yl TNV QVATITUEN TETOLOV €(60VG TPLOSIACTATWY EQPAPUOYWV KAL
TEPLYPAPOVTAL TA Prpata Tov akoAovBnOnkav otnv mopela VAOTIOMONG NG
OUYKEKPLUEVNG EQAPLLOYNS TIOV TIAPOVCLACTNKE OTO TTUPWV KEPAANLO.
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KEDAAAIO 2 3D Modeling

3D Studio Max

2.1 Elocaywyn oto 3D Studio Max

To 3d Studio Max ek800nke to 2008 amd tnv Autodesk, pia etaipio mov
Katexel LVYmAn B€omn otov kKAASo Tou AoyloplkoL SodldoTtatng  Kal
Tplodlactatng oxediaong kat unyavoAoykov oxedlaocuoV. Amo to 2008 £wg
ONUEPA  €XOUV  KUKAOQ@OPNOEL OTNV  ayopa OSla@opes €KSOOCELS  TOU
mpoypappatog: 3ds Max9, 3ds Max 2008, 3ds Max 2009, 3ds Max 2010, 3ds
Max 2011, 3ds Max 2012 xat avapévetatl to 3ds Max 2013. To epyadeio autod
elval €va AOYLOMIKO KATOOKEUNG KOL OVATITUENG TPLOSLAOTATWY YPAPLKW®V.
Xpnopomoleltal evpéws yia TNV dnuovpyia 3D povtédwv kal animation oe
EQPAPUOYEG TPLOSLACTATNG ATEIKOVIONG, OTWSG elval MAEKTPOVIKA TaLxvidia,
EQPAPUOYEG APYLTEKTOVIKOU OXESLATHOU KL AVATITUEN YPAPIKWV EQE. MEoa Ao
3ds Max mpoo@epetal 1 SuvaTOTNTA ELCAYWYNS Kol e€aywyng (import/export)
HOVTEAWVY QTO LA UEYAAT YKAUX SL@OPETIKWV TUTIWV apxXelwv, OTwG elval:
.3ds, .fbx, .obj, .x3d. I'la v avamntuin 3d ypa@ikwv Stabetel pla peydAn ykapo
EMAOYWV Kal Suvatot)twv otnv oxediaon TPLoSldoTatwyv HOVTEAWY Kol
TapEXEL TANPES oLoTNUA povteAomoinong TéAog péoa amd autiv TNV
TAXTEOPUA VTIAPXEL 1| SuvaTOTnTA SNUlovpYylag animation Kol TPOCAPUOYNG
vewv (textures) ota povtéAa, pe tnv teXViKN Unwrap, 0w Ba avaAloovue
TOPAKATW.
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2.2 Ta Baowka epyalréwa Tov 3ds Max

ZEKIVOVTAG TNV Sladikacia povTeAoToinonG TIPEMEL va YVWPI{OVUE OpPLOUEVA

Baowd yapakmplotikd. Eva tplodiaoctato povtédo amoteAeital amod: Vertices
(xopu@ég), Edges (akpeg), Polygons (moAvywva) kal kaBe aveédptnto ocvvoAo
Ao mMoAVYwva Tov amoteAovv eva Element (oUvoAo otolyeiwv).
Kabe éva amd autd ta otolxela pmopolv va TpomoTondolv avaioya HE TLG
AVAYKES LG, HECH ATO HLX OEPA EPYaAeiwy IOV pag Tpoo@epeLl To 3ds Max.
Emtiong oto mpdypauua mapéxovral Etoua Bacika oxnuata, 0mwg line, plane,
box, sphere, pyramid, cylinder mov amoteAovv v Bdon, Tavw ota O0Tolx B
SovAéPovpe otnv Sadikacia touv modeling. MMapakdtw Mapovolalovtal TA
Baowotepa epyaieia Tov Tmpoypappatos 3ds Max 2010 mov O«
xpnowotmomBov  ywx  Sa@opa  mapadelypata  HOVTEAOTIOMONG  TOV
TIEPLYPAPOVTAL OTLIG EMOUEVESG OEAISEG.

Ewkova 2.1 [MeptBaAlov epaociag 3ds Max2010
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2.2.1 Main Toolbar

Ll (Selection Tool). EpyaAeio emidoyng.

= (Select by Name). Aivet Vv &SuvatdTa EMAOYNG UEUOVWUEVWV
QVTIKELUEVWY PECA ATO ML AlOTA IOV aVO@EPOVTAL OAX TA AVTIKE(UEVH TIOU
BplokovTal 0T OKNVI] OVOUAOTIKA.

E(Select and Move). EpyaAelo petakivinong.

(i
(Select and Rotate). Epyaieio meplotpo@ng.

A
(Select and Uniform Scale). Epyaieio tpomomoinong KAILaKAG.

(Mirror). EpyaAeio dnulovpylag etdwAov.

I'-:? . ’ J J r
(Render Production). Amotuntwvel tnv 3D oknvn o€ eikdva Suo SLacTAoEWV.

2.2.2 Command Panel

e (Create). Méoa amo tnv kaptéda Create,
TAPEXETAL T SLUVATOTNTA SNULOVPYING AVTIKELUEVWV ATIO

Y ECEE

(3 _J (D) |_'?I; 2a & 7 4 7 7 7 14
O d &l 32 % Hio AloTa TTov TIEPLEXEL: BAOIKA OYXNUATA, QWTA, KAUEPES
KOl cuoTHUATA AVATITUENG animation Kol e@E.

- COhbject Type

Box Cone

Sphere GeoSphere

Cylinder Tube
Torus Pyrarmid

Teapot Flane

Sxnua 2.1 Command Panel
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s ALhe@IZ> e (Modify). Amé v kaptéda Modify vmapyel n Suvatotnta
— = TPOTIOTOINONG TAPAUETPWY Kol oAAayH§ KATAOTAONG TWV

Modifier List

HLOVTEAWYV, HETA TNV ELCAYWYN TOUG GTNV OKNV1.

- (Modifier List). Méoa amd pio peydaAn
AloTa EMAOYWV UTOPOVUE VA EQAPUOCOVHE OTA AVTIKEIUEVX
SLAPOPES KATACTACELS KOl SUVATOTNTES LOPPOTIOIMOTG.

Sxfipa 2.2 Modifier Panel Mepikol ypriowuot Modifiers

Edit Poly

Metatpon Tou povtéAou o€
HOP®I| TPOTTOTOINONHWY
TOAUYWVWV.

Shell

Aivermdyog o€ pua em@avela
N HETATPEMEL TNV E0WTEPIKN
EMPAVELD TV HOVTEAWY € TpomomoLOlpa TOAUYwva.

Skin
Xpnotpomoleital Kuping yia
v dnuioupyia animation.

E¢opalivel Tnv Kivnon Twv moAuywvwy Tou povtéhou
péoa amo bone systems.

m

Cloth

Xpnotpomoleital Kuping yia
v dnuiovpyia pouywv
Kat yevikotepa vpaopdtwv o 3d. Metatpénel éva
HovTéNo o€ €va €ib0C UPAHATOC OV POPYOTTOL-
eitat avdhoya pe v Baputnta Kai Ta collision mou
déxetal amo kdmoto AAo avTiKEipevo.

. Edit Mesh
Metatpomn tou povtélou of mAéypa
MOAUY VY.

|

Bend
Aivel tnv duvatdtnta o€ éva poviého va
Avyioet, dtaypdgovtag pa KapmoAn.

Unwrap UVM

« zedmhwvel » 10 3d povtédo wote Oha
Ta MoADYwWVA TOL va ival eppavn Kal
dnuiovpyei éva UYM map odnyo mou xperd(etat yia tny
TIPOCAPHOYH VPV 0Ta HOVTEAQ.

Optimize

Melwvel tov aplbud twv moAvywvwv

€vo¢ povtéhou. Eivar katdMno yia
HoVTéNa wpi¢ peyaln Aemtopépela.

m
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2.2.3 Modifier Editable Poly

['la va pmopeoovpe va emefepyactoUpe Ta ToOAVYwva evog 3d model, xpetdletal
QUTO VA LETATPATIEL OE LOPPT) TpoTOTION o HwV ToAVYywvwV (Editable Poly).

A &> e (Selection). H E@apupoyn tov Editable Poly modifier
Hog ep@avifel pa véa Alota epyaieiwv yia v emegepyacia
OTOLXELWV TOV HOVTEAOV:

Vertex (kopverj)
Edges (akun)
Border (6pt0) E
Polygon (emgdveia) E
Element (atoiyeio) E

Whole Object Selected

Zxnua 2.3 Modifier Editable
Poly Panel

» Vertex Tools
To kovumi Vertex xpnolUOTOLEITE YIa TNV EMAOYT KOPUPWY TWV TOAVYWDVWV.

Remove: Apaipéi Tic emAeypéve Kopugéc.
Break: Amoouvdéel Tig emAeypéveq Kopupéc amo Tig umdAotme¢ Tou guvoAov.
Edit Vertices Extrude: Npogkteivel emAeypéves KOPUPEC, dpovpywvTag pia mpoeCoyn.

Selection

Remove Break Weld: Evwvel d0o i) mapamdvw Kopupéc Kat TIG OUYYWVEDEL O .
Extrude Weld Chamfer: Apaipei TIC EMAeyPEVEC KOPUPES SNIOUPYOVTAC JLa ECOKT).
Target Weld: Zuyxwvelel pta kopu@n o€ pia dAn.
Connect: Luvbéel TIC emAeypéve KOpUPEC, TPOGHETOVTAC Ia AKYI AVALEDQ TOUC.

Chamfer Target Weld

Connect

Sxnua 2.4 Vertex Tools Panel
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= Edge Tools

To kovumi Edge xpnouomoLe(Te yia TV ETAOYT AKUWV TWV TOAVYDVWV.

Insert Vertex: Elodyel pia kopu@n Katd priKog te akung
Remove: Apaipi Tig emAeypéveC akpIEC.
Edit Edges Split: Amoouvoéel Tic emheypéveg akpéc amo Tic umdAoimeg Tov GuvoAou.
Insert Vertex Extrude: Mpoekteivel emAeypéve akpeg, dnpioupywvtag pia mpoedoxn.
Remove Split Weld: Evavel §00 ) mapamdvw akpES Kat TIC GUyXwVeDEL O€ pia.

Extrude Weld Chamfer: Agaipei Ti¢ EmAeypEVEC aKpEG ONUIOUPYWVTAC Hia €00XN.
SELERBUREEE L EBl  Torget IWeld: Yuyxwvelel pia Kopugr o€ pta GAA.
Bridge: Anpiovpyei pia yégupa petal 600 akpwv, mpoobétovtag va moAvywvo.
Sxriua 2.5 Edge Tools Panel Connect: Xuvdéel Ti¢ emAeypéveC akpég mpoaBétovag alr pia akpr avdpeoa.

Selection

Bridge Connect

=  Border Tools
To xovumi Border ypnowuomoleite yiax Thv €miAoyn €vog Bpoyyov mov Snulovpyeital amo Tig
AKUES TWV TOAVYWVWV TV 0pL({oUV UL KEVT] TIEPLOXT) TOU UOVTEAOV.

Extrude: Npoekteivel Tov Bpdyxo dnpioupydvtag pia mpoeoyn.

Selection
m Insert Vertex: NpooBétel pia kopugr atov Bpoyxo.
Edit Borders Chamfer: Anoupyei evav §éutepo Bpoyxo akpwv yupo amo Tov mpwTo.
Extrude GECEREM  Cap: Kahomreet tov Bpoyyo pe eva mohdywvo.
Chamfer B Bridge: Anpoupyei pa yépupa amd moAdywva petady 60o emheypévwv Bpoyxwv.
Bricge Connect: E\adyel KOPUPEC OTIC AKPEC TOU BPOYXOU, WOTE Va XWPIOTOLV €
Sxnua 2.6 Border Tools Panel Tl.lf']u(l'[(l.

= Polygon Tools

To kovumi Polygon xpnouuomoLE(TE YL TNV ETIAOYY TWV EMLPAVELDV TWV TTOAVYWDVWV.

—_— Insert Vertex: Ewodyel pia kopu@n péoa 0to moAdywvo xwpiCovtdg To o€ TuApata.
m| Extrude: Npoekteivel Ta emAeypéva moAdywva, Snpioupywvtag pia mpoedoxn.
Edit Polygons Outline: Tpomomolei To péyeBog Twv EmMAeypévwv mOAIYwVWY.
Insert Vertex Bevel: Anuioupyei emmiéov moAUywvo péoa 0To EMAEYUEVO TPOEKTEVOVTAC TO.
Extrude Outfine Insert: Anpiovpyei emmAéov MOADYWVO Péaa 0TO EMAEYPEVO.
Inset Bridge: Anpovpyei yéupa amd moAbywva petady duo em@aveiwv moAvywvwy
Bridge Fiip Flip: AvaoTpEQEI TV EMQAVELD TV EMAEYHEVRV TOAUYGVEV.

Sxnua 2.7 Polygon Tools Panel
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»  Element Tools
To kovumi Element ypnoLUOTOLEITE LA TNV ETAOYY TOU GUVOAOU TWV TTOAVYWVWY TTOVU
QAmOTEAOVV eva avedpTNTO UOVTEAO.

Insert Vertex: Eioayel pia kopu@n péoa o€ eva moADYwvo 1 pia axpn.
n Flip: Avactpégel Ty EM@Avela Tov HovtéAou.
_ S — Edit Triangulation: Tpomomotei Ta moAUywva Tou HoVTéNOU OE Tpiywva.
Insert Vertex Flip Retriangulate: Enavatpomomolei ta moAUywva o Tpiywva pe avtifetr gopda.
Edit Triangulation Turn: AN\dCe1 opd o€ emAeypéva moADywva.

Retriangulate Turn

Zxnua 2.8 Element Tools Panel

B e e (Edit Geometry). IToAV ypriowa eivat emiong ta
' epyadeia ov Bplokovtatl ot Alota Edit Geometry. Avta
Edge Ta gpyaAela pag Bonbolv va TPOTOTIOOVHE TA HOVTEAN

Marmal

e TteploooTePT evEALEla. Kamola amd autd avagepovtal
TOPAKATW.

Create: Anpovpyei emmhéov atotyeia(kopupéc, akpég KTA.) oty emBupnth
0¢on otn oknvA.

Collapse: Maypd@el Ta emAeypéva oToryeia.

Attach: Evavel 000 O1aQOPETIKA aVTIKEPEVA O €va eviaio HovTéRo.

MSmooth Teszellate

Make Planar

Detach: Amodeopevel Ta emheypéva oTolxeia amod To poviélo, dnpiovpywvrag
€va véo aVTIKEipevo.
Cut: KoPe1tig emedvele¢ moAvywvwy ota mOupnTtd onpeia, xwpilovtdg Te
0¢€ EMEPOUC TTOADYWVA.

View Align Grid Align

¥ Full Interactivity

Zxnua 2.9 Geometry Tools Panel
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T e e (Subdivision Surface). Zmmv (Slx kapTéda
¥ Smooth Result OUVOVTAUE KL TI TTAPARETPOUS YL TNV «AElavon» NG
: ETILPAVELXG TOV povTEAOL. ETiAéyovTtag To check box “Use
NURMS Subdivision” kat v katdAAnAn tiun Asiavong
(Smoothness) to povtédo amo eudldxplta TOAVYwVA UE
EULPOAVT YWVIEG, LETATPETETE O€ Aela ETTLPAVELQL.

Render
Iterations:

Smoothness:

Separate By

Update

Zxripe 2.10 Surface Parameters Ewova 2.2 Xprion tou “Use NURM Subdivision”
Panel

2.2.4 TimelLine

0/ 100

To Timeline xpnowomoteitat yia v dnuovpyia Animation. Ewocdyovtag Key
frames umopoUlE VA AMEIKOVIOOUUE KAl vA OMOONKEVGOUUE M OAAXYN
KATAOTAONG EVOG LOVTEAOU OE GXEOT) IE TOV XPOVO.

Key framing Tools

P Auto Key: Eiodyer autopata Key frames oe kaBe aMayn Katdotaong Tou avTiKelpévou.
EVE  Set Key: Eioayer Key frames pie emohoyn Tou xpriotn.
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e (Time Configuration). EmiAéyovtag To
Fim KouuTri E Time Configuration, avoiyet To

Custom

TAPABLPO UE TIG TTAPAUETPOVG YLIA TOV EAEYXO TOU
xpovou ot dadikacia Tov animation. Ao TO
Start kat End Time pmopoupe va opiloovpe To
Xpoviko TeplBwplo mov Ba €xeL to Timeline, evw

100 UTTOPOVUE VU HELWOOUHUE N VA AUENOCOULUPE TNV
o ToxVUTNTA oV Ba €xeL To animation amd to medio
Playback.

Sxnua 2.11 Time Parameters Window

2.2.5 FBX Export Screen

‘Exovtag oAoxAnpwoet tnv Stadikacia touv modeling, n oknviy pmopeLl va
eCaxBel Siapopouvg tOMOUG apxsiwv. O TUMOG apxelov TOUL XPNOLUOTIOLE(TE
TepLoooTePO ival .fbx
: e (FBX Export). H eaywyn oe
tomo fbx Sivet v Suvatdtta oTo

apxelo va cupmepdiapufavel animation,
KAUEPES , PWTU KAL VPEG IOV UTTOPEL
VO UTTAPYOVV OTNV GKNVN.

FBX File Format

Zxnua 2.12 FBX Export Window
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2.3 Aladikacia povtedomoinong

Zto 3d modeling 8ev vtapyxel cwoTOG KAt AdBog TPOTIOG oV akoAovBelTaL Y
TNV KATAOKEUN €VOG LOVTEAOV, ATAWS €x0UV kKablepwOel kdmoleg pebodoAroyleg
YW@ TIG OVAYKEG UVAOTIOMONG OSLU@OPETIKWY TUTWY HOVTEAWV. YTAPYOUV
Sldpopeg pEBOSOL Kol TEXVIKEG TOU akoAovBovvtal otnv Sadikacia TG
novteAomoinone. Kabe pia amd avtég xpnollomoleital avaAoyo UE TO HOVTEAO
Tov Ba kABel va vAomomBel, evw 0e TOAAEG TIEPITITWOELS XPNOLLOTIOLEITAL O
oLVSLAOPOG TOUG YA va eTiLTEVXOel TO emBLUNTO amotédeopa. To 3ds Max exel
NV SLVATOTITA VA KOAUYEL KABE avdaykmn Tov Oa tpokVPeL otnv Stadikacia Tov
modeling kot vtootnpilel TV xprion Sla@opwv UeBOdwV, Héoa amd UL PEYAAN
Ykapa epyaieiwv. Kamoleg faoikég texvikes eivat to Polygon Modeling, to Box
Modeling kat to Spline Modeling.

Ztnv puebodo Polygon Modeling to povtédo avamtiocoetal otadloakd pe TV
avintikn Swdikaocia Tpdobeong VEwv MoAVYwWVwV 0Tto povtéAdo. H pebodog tou
Box Modeling Baciletal otnv otadlakn TPOTOTOLNGON TWV TOAVYWVWY EVOG
Box to omolo amoteAeltatl amd moAA& Tunpata(Segments). TéAog, pe v pebodo
Spline Modeling xpnowomotovvtat avtikeipeva dVo Staoctdoswyv OTIwG Lines kot
Circles elte wg ovotatikd, eite wg odnyol ylr v dnpovpyla avTiKelpevwy
TPLWV SLCTATEWV.

[Mapakdtw Ba dovue oplopéva mapadelypata povrteAomoinons oto 3ds max,
EVW TEPLYpaovtal ol Bacikol péBodol Tov akoAovONOnKav Tpokeipevov va
KATAOKELAOTOUV T 3d HOVTEAQ TNG €QAPUOYNG TIOV Tapovctdlovtal oto 1°
KEQAAaLO.

Mruyiakn diatpipr) MmoAwvdkn Kwv/vou Page 36



KE®AAAIO 2 3D MODELING

2.3.1 Hapadsiyua Kataokevn¢ £vo¢ amiol kTipiov amd Boxes ue tnv
ué6000 Polygon Modeling.

['a TV kataokeun €vog kTipiov to 3ds Max TapExel ETola epyaAela Le TNV
emAloyn Windows kat AEC Extended amd v Alota Tov Geometry oTnv kKapTteAa
Create. Méoa amd pla oelpd €MAOYWV UTOPOUV va Snptovpyndolv Siagopol
tomot Walls kat Windows. Ava@épetal 0TL 6To Tapdderypa autd akoAovOeital
1N uEBodog TN¢ xpriong amAwv Boxes, dmov Sivetal n Suvatotnta e€olkelwong pe
TIG BAOGIKEG TEXVIKES LOVTEAOTIOMOTG.

1. Apxkd amo tjv Aiota Create 1} aro to
uevou Create->Standard Primitives—> Box
oxeblaloupe éva amAo6 Box otnv emiBupitni
Beon oe oxnua opbBoywviou
napaAAnAeninedou.
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2. ANO TIC TOPAMETPOUC MITOPOUUE VO
Xwplooupe tic mMAeupég Tou Box o Segments.
‘Etol kaBe mAeupa tou, Ba amoteAeital amo
TIEPLOCOTEPO. TOU €VOC TOAUywva Kol Ba
uropel va tpomomolnBel to kAbs €va amo
OUTA HEUOVWUEVA. TNV TEPLUTTWON OUTA
ETUAEYOUE VO XWPLOTEL TO MAATOG Tou box o€
3 segments.

3. TLa v UITOPECOUE VoL EMEEEPYAOTOUHE T TIOAUYWVA, TIPEMEL VAL LETATPEPOULE TO AVTIKELHEVO
oe Editable Poly. Autd yivetal anod to Modifier list—>Edit Poly i Mouse Right Click - Convert To—>

Editable Poly.

4. 3tn ouvéxelo ETUAEYOUUE TIC ECWTEPLKEC
kopudeg (Selection -» Vertex) koL TG
HETATOTI{OUME OTI{ AKPEG TOou box pe TO
epyaleio Scale, oUTWG WOTE TA E£EWTEPLKA
Segments va £xouv 1o (6l0 TMAYOC HE TO
unkoc(length) tou Box.
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5. Eméyovtac T emiddvele¢ Twv Suo
efwteplkwv MoAvywvwy (Selection = Polygon)
TIC TpoooPNnNC ToU OXNUATOCG, EMIAEYOUUE TO
epyaleio Extrude (Edit Polygons - Extrude)
Kol TIANKTpOAOyoUUE TO €mMBUUNTO MNAKOG.
Etol €xoupe OnNUWOUPYNOEL TOUG TAQIVOUC
Tolyouc Tou Ktipiou.

6. T vo KOTOOKEUACOUME TNV Tpoooydn
emAéyoupe Edge amo tnv Alota Selection kot
HOPKAPOUUE TIC OPL{OVTLEC OKUEC KOTA MIKOG
TwV TMAQIVWV box mou HOAL SnULoUpYROapE.
XpnowomnoloUpe 10 epyoieio Connect (Edit
Edge - Connect) yla va xwplooupe to mAAiva
box oe 6uo tunuata. Ano to mebio Slide
UMOPOUE VA UETAKIVAOOUUE TIG VEEG QKUEG
OTNV  UMPOOTLVH HEPLY, £TOL  WOTE T
HLKPOTEPO TUAMOTA VO €XOUV  HUNAKOG OGO TO
TLAXOG TWV UTtoAoLTtWV box.

7. EmAéyoupe TNG SUO WIKPEC ECWTEPLKEC
eMPAVEIEG TWV  VEWV  TUNUATWY KoL
emAéyoupe TO epyoleio  Bridge  (Edit
Polygons—>Bridge). Mg outd Tov TpPOTMO
Snuloupynoape €va TETPAYwWVO TAALCLO Tou
anoteAel Toug €fwWTEPLKOUC TOlYOUG TOU
KTlpilou.
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8. T va KATaoKEUAOOUHE TO AVOlypa TNG
€10060U, ETUAEYOUE TIC OPLIOVTLEC OKUEC TOU
box mou amoteAel TNV TMpdooPn  Kal
xpnotpomnolovpe to epyadsio Connect Omwg
neplypaape TOPATIAVW yla va
dnuoupynooupe duo akopa Segments. Me
mv bl péBodo ywpiloupe tO  pecalo
segment o€ SUO 0PLIOVTLEG TUAMOTA KAl UE TO
epyaAeio Move ta pEpvoupe otnv KATAAANAn
Béon , wote va oxnuotilouv €va KEVTPLKO
opBoywvio mapaAAnAOypaUHO.

9. Twpa, ywa va avoifoupe tnv eicodo Sev
€Xouue mapd va Staypadoupe Ta MoALywva
TOU opBoywviou TIou oxnuatileta,
eTAEYOVTAG TG €TUPAVELEG TOUG ME TO
Polygon (Selection->Polygon). ftnv cuvéxela
KOAUTITOUUE TNG KEVEC TIEPLOXEC TIOU €XOUV
SnuoupynBel, papkapovtav TG TApAAANAEC
OKUEC OTO EOWTEPLKO TNG €£L0060U HE TO
epyaleio Bridge (Edit Edges—>Bridge).

10. TNa v kataockeuy mopadlpwv
xpnolgomnolovpe TNV Bl péBobo, oOmwg
TIAPATAVW. Akoua, UMOPOULE va
KOTOLOKEUAOOUE E0WTEPLKOUC TOlXOUG KaL va
XwpLlooUE TO KTipLo 0 Swudtia Kat 0podouG.

sALO@E»
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11. o opodny umopolpe omAd  va
tonoBetioou e €va oxnua rupauidac (Create
- Standard Primitives - Pyramid) 1 éva
Kawouplo oxnua Box mou Ba To
HeTaTPEPOUE KATAAANAQ, WOTE VA LOLATEL PE
OKETIN OTUTIOU. AUTO UTopel va yivel Pe Tnv
emloyn TNG emMAvw emupavelag tou box kot
Vv xpnon Ttou epyoaAeiov Bevel (Edit
Polygons—>Bevel), adou 10 €XOUE
uetatpéPel mpwta oe Editable Poly.

12. MnopoUpe va Siaypdpoupe OAa ekeiva
T MEPLTTA MOAUYwWVA IO €€UTINPETNOAV LOVO
yld TNV KOTOOKEUN TOU Hovtélou. Ta
eTMAEYyOUUE Kal motaue delete amd T1o
TIANKTPOAOYLO. TNV CUVEXELA ETUAEYOUUE TIG
KEVEC TIEPLOXEC e T0 Border
(Selection—>Border) kaL XpnOULOTIOLOUUE TO
epyaleio Cap (Edit Borders—>Cap) ylwo va Tig
yeulooupe UE eviaia moAUywva,
efolkovopwvtag 6yko SeSoUEVWV.

13. Ma Sanedo UTTOPOUHE va
xpnolgomnotwjooupe é€va Plane (Create -
Standard Primitives = Plane) | éva. anAo Box
oTo Héyebog TIg katoPng Tou Ktipiou.
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14. Télog, éxovtacg KOTAOKEVATEL TNV BACLKA
popdry TOU KTPIOU HIMOPOUME VO TOU
PooBETouE Kal AAAX OTOLYELO OTIWG TTOPTEG,
mapabupa K.T.A. Ta KOUGWHATO UTOPOUVLE Va Ta
KOTAOKEUAOOUE e QA Boxes .

Ewkova 2.3 Antelkovion Ktipiou o€ tpiodiactaro neptBaiiov.
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2.3.2 Hapadsiyua kataockévng vog Soyesiov amo Cylinders us tTqv uédo6o
Polygon Modeling.

Le HOVTEAX TA OTOlX TEPLEXOUV KAUTUAEG OMALTOUVTIAL TIEPLOCOTEPX
TOAVYWVA YLt TNV ATELKOVLOT] TOUG , EVW PETA TNV 0AOKATI pwon NG Stadikaciog
KATAOKEVTG, (0w XpeLAleTal va AelaevBoUV oL ETTLPAVELEG.

1. Apxikd kotookeUA{OUME €va OXAMA Of BIG moot + Highight + Edged Faces s ZEROT A
popdn Slokou xpnoLUomoLWVTA ToVv KUALVEpOo S 0OSRRYY

ano ta Baocka oxnuota. (Standard Primitives —
—>Cylinder). Ao TIG MAPAPETPOUC ETUAEYOULE e
niepinou 10 mAeupég(Sides), kal 1 Segment yLa
to Height kal Cap.
E6w oafilel va avadpépoupe OtTL N
g€olkovopnon oykou dedopévwy nailet
pueyaho poho oe 3D edoappoyég real
time. Na tov Adyo auto npoonaboupue
Va TTAPOULE TO EMBUUNTO ATMOTEAECUA
xpnolgomnowwvtag 6co 1o Suvatov
Alyotepa moAuywva.

2. Metatpénoupe to avtikeipevo oe Editable Poly (Mouse Right Click >Convert To->Editable Poly 1y
Modifier list=> Edit Poly), o0ToG¢ WOTE VL UMOPOUHE VA SLAXELPLOTOUE TA TTOAUYWVA.
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3. Xpnotwporowvtag to Polygon Selection
(Selection->Polygon) emAéyoupe TNV TAVW
emipavela tou Slokou Kal HE TO e£pyaleio
Extrude (Edit  Polygons—>Extrude) TO
TIPOEKTEIVOUHE OTO €MBUUNTO onueio. Meta
anmo auto emAéyoupe to gpyaleio Scale amo
to Main Toolbar kat pelwvoupe gAaylota tv
Slapetpo ™me ETLPAVELQG yla va
KOTO.oEVAOOUUE TN Baon Tou oxelou.

4. Enavohappavetar n S Swadikaoia
avfopewwvovtag  Omou  Xpelaletal TNV
Slapetpo g emdpAvela  TOU  TIAVW
TIOAUYWVOU, avaloya pe Tnv embuputtr popdn
mou BéAoupe va SWOOUE.

5. MpoomaBolue va avamtvéoupe Tov
oxnUaAtopd tou Soxelou elaTTwvovTog TNV
SLAPETPO TOU OO éva onpeio Kal PETA, KaBwG
mAnolaloupe oto otopo. Kabe véo emimedo
TIOAUYWVWV TIPETEL VA €XEL ULA OPHOVLIKN
OUVEXELOL OE OXEON LE TO TIPONYOULEVO TOU.

Mruyiakn diatpipr) MmoAwvdkn Kwv/vou

Page 44



KE®AAAIO 2

3D MODELING

6. Mo va SNULOUPYCOUPE TO GTOULO TOU
Balou xpnoluomoloUpe To epyaleio Bevel
(Edit Polygons-> Bevel) kol HELWVOUUE TNV
OLOUETPO TOU KEVIPLKOU TOAUYWVOU TIOU

SnuloupynBnke.

7. Itnv ouvéxela eruléyoupe Extrude (Edit
Polygons—>Extrude) kot eTUAEYOUUE QpPVNTIKA
TLUA yLa va SNLLOUPYHCOUE HLa EC0XT, WOTE
va ¢paivetal OTL TO AVOLKTO OTOULo Tou Balou
€xel Paboc. MmopoUpe o©Tn OUVEXELWD Vva
Slapopdoocoupe kataAAnda to PBabog mou
emBupoUE, enavoiappavovrtag v
Stadkacia Kal xpnoLLOTOLWVTOG T EpYaAEia
Scale kat Move.

8. MmnopolUpe akdOpo va KOTOUOKEUAGOUUE
AaBég aplotepa kat 6e€d tou Balovu. MNa va
yivel autod kataokevaloupe pa pokpia paBdo
XPNOLLOTIOLWVTOC aKOUa €va KUALSpO.

Tl mapapétpoug emAéyoupe 14 Height
Segments, &VWw UMOPOUUE VA HELWOOUUE
QKOUQ TIEPLOCOTEPO TLG TAEUPEG (Sides) o€ 8.

Mruyiakn diatpipr) MmoAwvdkn Kwv/vou
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9. Metatpénoupe tov kUAWSpo oe Editable
Poly kot emiAéyoupe ta TOAUYwvaA Ao To HULoo
HEpog tng paBdou. Exovrag emheypéva Ta
pwoa moAlywva, edpapuolouvpe tov modifier
Bend (Modifier List-> Bend). Twpa €XOULE TNV
duvatotnta va ta Auylooupe, €T0L WOTE va
TLAPOUV TNV HoPPI KLAG KAUTTUANG.

10. Me tov 60 tpdéno edbappdlovpe autdv
tov modifier ota mMoAUywva Tou AAAOU HLooU
Hépoug TG paBdou  otnv  avrtibetn
katevBuvon, €tol wote n paBSog va MApPEL T
pHopdn evog  olypa(g).Na  mepattépw
Tpomomnoinon €MAEYOUPE TNG KOTAAANAEG
OKUEG N KOPUGDEG KAl XPNOLUOTOLOUME Ta
epyaleia Scale kat Move.

11. Metd thv ohokAfipwon TNG KATAOKEUNC
™G mMpwtng AaPfng kot TNV KATAAANAN
TonmoBEtnon TG OTo TAAL Tou doxelou
emAéyoupe to epyaAeio Mirror and to Main
Toolbar kol emAéyoupe copy OTnV MEPLOXN
tou Clone Selection. Etol éxoupe avtiypayet
€va E(6WAO TOU QVTIKELUEVOU, SNULOUPYWVTAS
Kat tnv deVtepn Aafr) tou Soxeiou.
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12. Téhog, em\éyoupe kdBe éva amod ta
OVTIKELPEVA Kol Aelaivoupue TIC
emidpAveléC Toug Toekapovtag to Use NURMS
Subdivision amnoé tnv Aiota Subdivision Surface
(Subdivision ~ Surface - Use NURMS
Subdivision). ETUAEYOUHE TO OUVOAO TWV
OVTLKELMEVWY KOl KAVOUUE opadormoinon We
™V emiloyn Group amo TNV AloTa EpyacLwy.

Ewova 2.4 Aneikovion Soxeiou o€ tpLobiaoctaro neptBaAiov.

Mruyiakr diatpiBA MmoAwvakn Kwv/vou
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2.3.3 Hapadsiyua kataokévnge 3D yapaxtipa(avatar) ps ovvdiaouo
ué@odwv Box Modeling, Spline Modeling kat Polygon Modeling .

H povtedomoinon evog avBpwmivov ocwpatog eivat ploa amoé TG TLo
evolapepovoes epyacies oe 3D Modeling. AAAQ elval emiong gl amd TI§ TLO
SVokoAeg Sladikaoies, WSlaiTepa Yo TNV AETTTOUEPT] ATIELKOVLIOT) EVOG TIPOCWTIOV
Omwg Ba dovpe TapaAKATW. XE auTV TN TepimTwon Ba akoAovBel évag
OUVSLAOUOG TPLWV  TEXYVIKWV povtedomoinong: Box Modeling , Polygon
Modeling, Spline Modeling.

R

% 2.3.3.1 Movteiomoinon avlpwmivov cwuatog us v uéBodo Box Modeling i
Polygon Modeling.

1. Apxikd xpelaldpaote pia €lkova evog avBpwrou, Katd mpotipnon éva oxédio mou va divovrat
KaBapad Ta pEpn Tou owpatoc. Av BAeTe, pmopeite va oxedlaoete povol oog €va. H swkova Ba mpemnel
Va QTTOTEAELTAL OO TNV WITPOOTLVH KOl TNV MAAyla o Tou cwpatog. Metd Ba pémeL va KOTEL o€
600 KoppATLa, TO £va yia To Front View kat to dAAo yla to Side View.
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2. Anuoupyol e U0 Planes (Create ->Standard
Primitives—>Plane) oto péyeBog tng Kabe elkdvag
Kol Ta TomoBetoUpe otnv oknvr Kabeta petafl
touc. TpaPBaue kat aprivoupe (drag and drop) Tnv
KaBe elkdva oto kataAAnAo Plane, €tol wote va
daivetalr n mpoocoPn oto Front View kot To
npodiA oto Left View.

3. ZTnv cuvéxela KOTAOKEVALOUE éva Box katd
UNKOC TOU aplotepol Todlol Kal TPOTIOTOLOUUE
TIC TIAPOUETPOUG, WOTE vo EXEL TEPLMOU TO
HéyeBog mou xpelaletal yla va KOAUTTEL TO TTOSL.
EmAéyoupe va €xel ta KataAAnAa segments
QVaAOYyWC TNV AENMTOUEPELA TIOU XPELA{OUOOTE
KOl TO LETATPEMOUE O Sladavo oxnua amnod 1o
Object Properties tou avtikelpévou (Mouse Right
Click-> Object Properties ->See Through).

4. AdoU petoatpéPoupe to oxAua ot Editable
Poly, petakivoUpe TG opl{OVTLEG OKMES , WOTE val
napouv B€on os kKouPka onueia popdomnoinong
Tou TobdLoU. Emiong mMPooéxoupe TO oXnUa va
Bploketal akplBwg otn HECNH TOU CWHATOG TIOU
amnelkoviletal otn pwroypadia.
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5. Apxitovtag v popdomnoinon tou Box
umopoUPE  va  TmpooBéocoupe 1 va
adalpECOUUE OKUEG OTO onuela Ta omoia
Kplvoupe OtL xpeldlovtal pe TO epyaleio
Connect onwg é£xoupe O6¢el. Apxiloupe va
Slvoupe tnv KataAnAn popdr oto HOVTEAO
HOG UETOKLVWVTOG TNG KopudEG Tou Box ota
opla Tou TOSOU amd TNV UMPOOTIVH Kol
mAayLa ogn.

6. MmnopoUpe va mpocBécoupe TEpPLooATEPN
Aentopépela MPooOETovIag EVOLAPECEG AKUES
ue to gpyaleio Connect i pe to epyaleio Cut
ano tnv Alota Edit Geometry (Edit Geometry
—->Cut) koBwvtag Omou  xpelaletalr  To
MoAUywvo. Exovtag £va  LKOVOTIOLNTIKO
amotéAeopa amnd to modL, avamtUCOOUUE TO
HOVTEAO OTOSLOKA Yyl TO UTIOAOLTIO CWHA,
Xpnolgomnowwvtag to epyaleio Extrude otnv
€MLPAVELQ TOU TIAVW TTIOAUYWVOU.

7. Exovtac ¢pTdoel TNV avAITTUEN TOU CWHOTOG
OT0 onuelo KATw amd TO  KEPAAL
XPNOLUOTIOLWVTOC TA YVWOTA epyaAeia Tou
€Xoupe avadEpel HEXPL TWPA, EEKWVAUE T
KOTAOKEUAOOUUE TO OpPLOTEPO XEPL TOU
HOVTEAOU.
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8. Me tv 8o Stadikacia kot pe To epyaleio
Extrude mpoekteivoupe ta mMoOAUywva amo to
UYOC TOU WHOU KOl UETAKIVOUUE TIG KOPUDEG
TOUG OTa KATAAAnAa onuela pe to epyaldeio
Move 1 aufopelwvoupe TO UEyeEBOC TwWV
TMOAUYyWVWV M€ TO  epyaleio  Scale.
MpoomaBolpe va SWOOUHE ML KUALVOPLKN
Hopdr oTo XEPL, Kal MapAAAnAa va amoteAel
HLOL OPLOVLKH CUVEXELQ TOU CWHATOG.

9. Adol KATOOKEUAOCOUME TO XEPL MEXPL TO
onueilo tou kapmoU, To SUOCKOAOTEPO TUHHQ
elvat n dnuoupyla NG MAAAUNG Kol Twv
SaktuAwv. ESw xpeldletal mpoooxn yla va
€xoupe 0600 TOo OSuvatdév Tmowo  GuUOLKO
anotéAeopa. MNa Sk pag eukoAia, pnopou e
TPOG TO TAPOV va KpUYOUUE Ta MOAUywva
mou &ev  xpelalOMOOTE KOL TIOU  MOG
SuokoAelouv va SLaKplvoupe auTa ta omoLa
pog evlladépouv. AuTO UMOPOUME Vo TO
KAVOUHUE MOAPKAPOVTAG T TIOAUywva TOU
UTTOAOUTIOU  OWMOTOG KoL €TAEyOVTAG TO
kouprni Hide Selected amd tnv kaptéha Edit
Geometry.

10. nNpoekteivoupe kot  TpomomoloUpe
KaTAAANAQ Ta TOAUywva HE TETOLO TPOTO,
wote va dnuloupyolv MpoUmoBEoelg yla tnv
avamtuén Ttwv SaktUAwv. Xwpiloupe TNV
MOAQUN O 5 TUAMATA XPNOLUOTOLOUUE TO
Bevel eniAéyovtag By Polygon otnv meploxn
tou Bevel Type.

Mruyiakn diatpipr) MmoAwvdkn Kwv/vou
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11. >tnv ouvéyxela npoekteivoupe Ta SAKTUAQ
KOL KAVOUHE TIC TPOTOMOLAOCEL TIOU
amattouvtal yla va tdpouv thv B€on kat tnv
popdn mou B€Aoupe. Mpoomabol e va €xouv
pLa o Aemtr) popdn otnv kopudr Toug evw
ot  apBpwoelg  Toug Snuloupyou e
TEPLOCOTEPA TUAMOATA, WOTE VA UMopolV va
Auyloouv opalda av to emBupovpe. Adou
OAOKANPWOOUWE TO XEPL XPNOLUOTIOLOUUE TO
koupni Unhide All an6 to Edit Geometry ywa
va epdaviotouv Eava 6Aa Ta moAlywva.

|

[l

! ||!r

' |

12. AdoU oAOKANPWOOHE TO XEPL UITOPOUE
A€oV va amnosmnihééoupe to See Through amo
To mapdbupo tou Object Properties, yal va
unmopécoupe va Soupe molo fekabapa To
HOVTEAO Hag. MExpLTwpa EXEL KATOOKEVOOTEL
TO OpPLOTEPO KOMUUATL TOU OwHAToG.  Adou
elval OUPUETPIKO WG Tpog To Oe€ld ToUu
KOMMATL, TO HMOVO TIOU E£XOUME VO KOVOUWE
elvat  dnuoupynooupe éva  eldwAo TOU
HOVTEAOU OTNnV avtiotolyn 6e€ld pepLa Kat va
EVWOOUE TA ETUUEPOUG KOPUATLO. Mpiv OpWG
anod auto Ba mpémnet va dtaypaoupe OAa ta
ToAUywva Tou Bpilokovtal ota onueia ekeiva
omou ta SUo povtéda Ba evwBouv.

13. ‘Exovtac OSwaypdpet ta  evdidpeca
TMoAUywva eTAEYOUE TO epyadeio Mirror kat
Snuoupyoupue éva avtiypoado Ttou HOVIEAOU
otnv 6&€fld mMAeupd. ITNV OKNVA TWPO EXOUUE
6U0o autovopa povtéda. Auto onpaivel otL dev
UMOPOULE VO TA TPOTOTIOL)OOUUE OaVv
oUVOAO. ' aUTO To AOYO ETUAEYOUUE TO OPXLKO
HOVTEAO KoL TATAUE TOo gpyaleio Attach amo
v Alota Edit Geometry. Xtn ouvéxela
emAéyoupe To SeUTEPO MLOO TOU OCWHOTOC,
OUTWC WOTE VO HETATPATIEL O €va eviaio
ouvoAo.
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14. Mo va ta evwooupe tnv Sefld pe TNV
oplotepy TAEUPQA, ETUAEYOUPE OAEC  TIC
evOLAUEDEG KOPUDEG TWV SUO KOUHOTIWVY Kol
natape Weld amndé v Alota Edit Vertices. Etol
€Xoupe TAEov  €va  evioilo  HOVTEAO,
olokAnpwvovtag tnv  Sadlkaocia NG
povtehomnoinong.

15. Téloc Aetaivoupe tnv emubdvela Tou
owpatog, Ttoekdpovtag Tto Use NURMS
Subdivision.

Mruyiakn diatpipr) MmoAwvdkn Kwv/vou
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% 2.3.3.2 Movtedomoinon avlpwmivov ke@aiiov ue Ty ué@odo Spline Modeling.

1. >tnv SwSwkaocia povtelomoinong pe tnv
HuEBobdo Spline Modeling Ba xpnolponol)cou e
HlO aKoAouBla ypappwy Kol onpeiwv ywa va
oxedlaooupe TNV TEPIUETPO TOU KEDAALOU.
EmAéyovpe to oxnua Line amd tnv KoptéAa
Create (Create—> Shapes—> Splines—> Line) kat
emtAéyoupe Corner oto medio Initial Type.
Ixeblaloupe TNV popdr Tou KePaAlol, €xovtag
ocav 0dnyo tnv ewkova mou PAEmoupe oto Left
View.

2. MpoomaBoUUe va OIMEIKOVIOOUHPE TNV
AemTopEépela Tou xpelaletal ota XelAn tn pUTn
K.T.A. Xwpi¢ opwg va unepBAAoOUUE oTtnV Xprnon
onueiwv. AkoAouBolpe Vv Sladikaocio wodtou
$TAoOUE OTO TTioW PEPOC TOU KEPOALOU.

3. And v koptéha Modify pag Sivetar n
SuvaToTNTA VO TPOTIOMOLCOUE Ta Onueila Ta
omola  SNULOUPYNCOUE, XPNOLUOTIOLWVTAG TNV
erlhoyn Vertex (Selection - Vertex). ETuAéyovtag
10 Segment (Selection ->Segment) pmopoupe va
MPooBEcoupe onuela avApeoca OTLG  QKUEG,
Xpnolgonowwvtag to epyaleio Divide amd tnv
Alota Geometry.
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4. MOALG £XOUpE éva LKAVOTIONTIKO AIOTEAECHA
emAéyoupe Extrude amd tn Alota Modifier
(Modofier List—> Extrude) kot TIANKTPOAOYOUE
Hloo T oto mneblo Amount amd TG
TIAPAUETPOUC, WOTE va dnuloupynBel pLa Aemtn
Awpida TMOAUYWVWY TEPLUETPLKA TOU KedaAloU
OO TNV YPOAULN TTOU OXESLACAUE. ITNV CUVEXELD
LETATPEMOULE TO oxnua os Editable Poly kat av n
emdpavela Twv TOAUYWVWV PBplokeTal amd tnv
EOWTEPLK  UEPLA, TA  €MAEYOUHE Kol
xpnoiwgomowovpye TtOo  epyodeio  Flip  (Edit
Polygons—> Flip).

5. Ztnv ouvéxela amd to Front View pe to
epyaAeio Move €TAEYOUUE LA OKUA OO TNV
kopudn tou kepaAlov. MiElovtag to Shift amo to
TIANKTPOAOYL0 TpaPape opl{ovTia oTnV ENMLPAVELL
TOU KePOALOU KOL TIPOEKTE(VOUUE TO VEO
MOAUYywvVO ToUu dnuiloupyeite kabBeta otnv
Awpida mou Rén €xoupe. Emavalapfavoupe tnv
Stadikaoia péxpt va Swaypddoups i Véa
Awpida péxpt T Baon tou kepaAlov. Amo edw
Kal oto €€nN¢ Ba popdomnol)ocoupe To apLOTEPO
HEPOG Tou KedaAloU Katl otav oAokAnpwOel Ba
Snuiloupynooupe éva elbwlo yla to e€Ld pépog,
OTWG KAVORE KOL OTNV TIPONyoUEVN TepimTwon
LE TO CWHA.

6. Exovtag Snuoupyficet SUo Awpideg mou
Slaypadouv Ta Paoclka PEPN TOU apLOTEPOU
KOMMOTIOU TOU KedaAlol, mpoomabolue va
XWPLOOUWE TIG TIEPLOXEG OFE EMUUEPOUG TUNUATA.
EmAéyoupe TG amévavil akpéEG oamo TG duo
Awplde¢ kal xpnolpomnoloUpe to epyaleio Bridge
(Edit Edges—> Bridge) ywa va 8nuloupyricoupe
"Vébupeg" MoOAuywvwv HETAlU TOUG. e KAOe
vébupa emAéyoupe ta KatdAAnAa Segments,
wote SWooUPE OTn CUVEXElM TNV popdn Tou
xpelaletal pe to epyaAeia Move, Scale kot
Rotation.
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7. H Anuoupyia Tou TMPOOWMOU €ival apKeTd
XpovoPopa Kot XPeLAlETOL APKETH AEMTOUEPEL
oe onuela omw¢ n MUTN KOL TO OTOUO.
TpomomnoloUpe Ta MOAUYWVA XPNOLUOTIOLWVTAG
Sladopa epyaleia am'autd mou €XOUHE SeL LEXPL
Twpa, Onw¢ eivat to Cut to Bridge kalL TO
Connect.

8. to onueio tou patol XPNOLUOMOLOVUE ML
odaipa(Create Standard—> Primitives Sphere) cav
o6nyo, yla HUMOpPOUME va HOpdOTOLCOUE
OWOTA TNV TEPLOYN).

9. Adol OAOKANPWOOUUE TO APLOTEPO HLGO TOU
kepaAlol , xpnolwuomoloUpe to Mirror yua va
SNULOUPYNOOUUE TO AANO MLOO. METATPEMOUE
TO KOMMATIA Ot €va eviaio oUVOAO WE TO
epyodeio Attach. Onwg eidape kal mapamavw
HOPKAPOUUE TIC evdlapeoes Kopudég Twv Suo
KOMMOTIWY Kol emAéyouvpue Weld. Av kamolwa
onueia &ev evwBouv pe auti tnv Stadikacia ,
eneldn low¢ oL kopudég dev Pplokovtal oto
KaTAAAnAo onueio, UMOPOULE va
xpnotgomnotjoouvpe 1o Target Weld yua va Tig
EVWOOUE ULOL TIPOG ULAL.
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10. Téhog, em\éyoupe Use NURMS Subdivision
yla va  Aeldvoupe tnv  empdavela Kol
akoAouBoulpe tnv (bla pEBodo XxpnoLUOTOLWVTOG
to Attach kat to Weld ywa va evwooupe To
KEDAAL LE TO UTTOAOLTTO CWHAL.

Ewkova 2.5 Anteikovion avatar oe tplodlaotato neptBaiiov.
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2.4 Mlpoocappoyn Y1\c

‘Eva tplodidotato povtédo ektog amd 11 PACLKY) HOPEY] IOV ATOKTAEL KATA
™mv Sadikacia ™G HOVTEAOTIOMONG, XPELALETAL TEPALTEPW OTOLXElX Yl v
oAokAnpwOel. To emopevo Pacikd CLUCTATIKO AT'TO OTOLO ATOTEAE(TAL €va
OAOKANPWHEVO HOVTEAD ELVAL T VY] TOV. ZTNV ovoia 1) VEY) elval 1) elkdva Tov Ba
TPOCAPUOCTEL TTAVW TOV WOTE VA ATOKTNOEL TNV KATAAANAN AETTOUEPELX TIOV
amalteltal oe kabe meplmTwon . Le éva AmAO CYNUATIKA UOVTEAO UTOPEL va
XPEWATETAL VA QTEIKOVIOOVE HOVAXX TO VAIKO 1] TO XPWHX O TO OTOLO
amoteAeital I'a mapaderypa o€ Eéva HOVTEAO IOV ATEIKOVIZEL Eva KOPUATL EVAO ,
QpPKElL VA TPOCAPUOCOVUE TAVW TOU ML E€KOVA LG SVALVNG ETILPOAVELAS ,
EXOVTOG EVA LKAVOTIOMTIKO ATIOTEAEC A

30 model 30 model with texture

Ewkova 2.6 Aladikacia npooapuoyns vpng oc 3d model
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IV MEPITTWOTN OUWS O CUVOETWV KL TTOAVTIAOK®WV LOVTEAWY TIoVv BEAOLE
va EAEYEOVIE TNV LEN, TNV EIKOVA KL TNV AETTTOUEPELX TTOV Ot ATTOTUTIWVETAL OE
kaOe onpelo, xpelalOUAoTE pa SLLPOPETIKN TIPOOEYYLoN. Méoa amd pa oelpa
Sla@opwv maps (texture map, normal map, light map, shadow map) mov
UTTOPOVUE VA TPOCAPUOCOVUE OE €V HOVTEAO, ETMITUYXAVOUUE OPKETA
LKOVOTIOINTIKA OTOTEAECUATO OXETIKA UE TNV AMOS00T AEMTOUEPELNG Kol
PEAALOTIKOTNTAG. 'Eva anmd Ta BacikOTEPA Maps AVAPEPETAL OTNV TIPOCAPLOYT
™G veNn¢ (texture map). Eva texture map otnv ovcia sivat évag odnyog mov
BonBael va avtiotoymBel kabe onuelo plag 2D elkOVAG HE GUYKEKPLUEVES
TLEPLOXES OTNG ETLPAVELA TOV LOVTEAOU.

Méoa amd to 3ds Max UmopPOUUE VO OKOAOUBNOOUUE WA TEXVIKN YL TNV
dnuovpyla TETolwv eldwv maps. XtV Alota tTwv modifiers mov pag mapéxet to
Tpoypappa vtapxel n emdoyn Unwrap UVW. Autog o Modifier pag emitpemel va
"EeSimAwoovpe” To pHovtédo pe TV Sladikaoia unwrapping, o€ pLo ETLOAVELX
800 SlaoTAcEWY, WOTE va elval p@av) 0Aa Ta ToAVYwva. Me autdv Tov TPOTO
dnuovpyeitat éva UVW map OTov KABE OTOLKELD TOU QAVTITIPOCWTEVEL £V
OTOLYELD TOU HOVTEAOU KOL €TOL UTOPOUE VA EQAPUOCOVHE TNV VPN KoL TO
XPWUATIONO TIOV eTMLOVHOVE 0€ KABE TOAVYWVO EEXWPLOTA.

2.4.1 Modifier Unwrap UVW

Katd v dtadikacia Tov unwrapping xwpIlletal 1 EMPAVELX TOU LOVTEAOV O€
Sla@opes TePLoxEG Kal “kofetal” ota onuela ekelva OV YPELALETUL WOTE VA
umopel va EeSIMAWOel To MALYHX TWV TTOAVYWOV®WV TAV®W € £V TTAVEA. AuTi 1
Stadikaola  pmopel va  vAomomBel HE KATOLEG ETOLUEG TEXVIKEG TIOU
TPOCPEPOVTAL ATO TO TO TPOYPAUUA KAl €lval XPNOLUES cLVIOWE Yl ATAX
meshes. ¥& TEPIMTWOELS Ol OTOIEG aTalTEITE peEyaAUuTEPN aKpifela VTIAPXEL M
SuvaTtodTNTA EMAOYNG TWV ONUElWV KOG ATO TOV XPNoTN Kol To EeSimAwua
TWV TEPLOYWV ATIO KABE KopuEN Tov BploKETAL OTA OpLA TNG EEXWPLOTA.

AvaAvovtag meplocotepo TV Stadikaoio Katd thv omolo e@apuUOlOVUIE TOV
Unwrap UVW modifier 6a Sovpe ta frijpata mov akoAovBoU e TIG EMIAOYES TTOV
HOG TIPOCPEPOVTAL.
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Ze aQUTNV TNV TEYVIKN HoG Slvetal 1 duvatotnta vo REEEEs
SLAYELPLOTOVE TIG KOPUPEG, TIG OKUEG KL TNG EMUPAVELEG
TV MoAvYywvwv tov UVW map mov dnpiovpyoule.

Zxnua 2.13 Epapuoyn
Modifier Unwrap UVW

Parameters

Méoa amd TG mMapapéTpoug Sivovtal EMAOYEG Yyl TNV
Slaxelplon ™G TEPLOYNG TOU TAVEA TAVW OTO OTO(O
Kataokevaletal To texture map. Ano to Edit epgavidetal to
TAVEA EVW VTAPYEL ] SLUVATOTNTA VA ATOONKEVGOVUE, Vo
(POPTWOOVE N VA EMAVATIPOOSLOPICOVE TNG TPOTIOTIOWOELS
ota UVW maps. Ao v meploxn tov Channel umopovpe va
aAAagoupe 1 var SNULOVPYNOOVUE TIEPLOCOTEPN KAVAALX OTA
omolae Ba ep@avidovtal Ta maps, O€ TEPIMTWON TOU
XPNOOTIOLOVVTHL TEPLOCOTEPX TOU €vOG. Xto Display
UTIAPYOVV KATIOLEG ETILAOYEG TIOU KOPOUV TNV TOUEG TIOU €xEl IS

XWPLOTEL TO HOVTEAO OTIG ETUEPOUGS ETLPAVELEG. Sxriua 2.14 Unwrap UVW

Parameters Panel

Edit...

Map Parameters

ITIC THPAUETPOUG TOU XAPTH UTAPYXOULV EPYAAEla yia
™mv xpnon é€tolwv gizmos: Planar , Pelt , Cylindrical,
Spherical, Box kat Spline * 6tov vtootnpifouv TV “komn” Kat
To “CeSlmMAwpa” ™G EMUPAVEING HE OUYKEKPLUEVT TEXVIKN
otovug agoves X, Y KaL Z, avaAoya PE TNV EMAOYN TOL XPNOTH.
Emtiong vmdpyovv gpyadeia mov emitpémouvv v Stayelplon
™G “KoTmnGg” ota emMOUUNTA oNUElX ETAEYOVTAG HLA-ULX TIG
KOPULPEG 1 TIG AKUES atr'TTov Ba Snpovpyn el ) toun.

v Mormalize Map

Ixnua 2.15 Unwrap UVW
Map Parameters Panel
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To maveA tov UVW emitpémel TV SLa)ElpLon TNG EMLPAVELNG TWV TUNHATWY
TOU HOVTEAOUL IOV £X0UV EESIMAWDOEL, HECH ATO YVWOTA gpyaAela, OTWG elval To
Move, Scale kot Rotation yia thv cwo Tt amelkovion 0AwV TwV TTOAVY®V®V, GAAX
Kal LEoA Ao TTOAAQ GAAQ EPYAAELQ, TTOV TIPOCPEPOVV ETUTIAEOV SUVATOTITES.

File Edit Select Tools Mapping Options Display  View

CheckerPattern ( Checker ) -
’

L ||l

Select Element

Ixnua 2.16 UVW Panel

2.4.2 Xpnjon tn¢ uebodov Unwrap UVW

Zekvovtag v Swadikacia g Snulovpylag texture map &vog ouvvBetov
novtédov péoa amo tov modifier Unwrap UVM, emiAeyoupe va oploovE EUELS T
onuela ota 6ToLA B YWpPLoTOVV oL EMLPaveleg oTo panel. EmAéyovtag Point To
Point Seam Siaypd@ovpe TIG KATAAANAEG TOUEG OTO HOVTEAO LE TNV XP1OT TWV
KOPLE®WV TIOL SLABETOVY TA TTOAVYWVA.
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Ewkova 2.7 Anutoupyia touwv navw oto 3d model kata tnv Siadikacia Point To Point Seam.

MoAg mpoodloploovpe Tta onuela ota omola B “komovV’ TA KOUUATLX
EMAEYOVUE TO TUNUHa Tov B€Aouvpe “CedimAwoovpe” Kal XPNOYLOTIOLOVUE TO
epyaielo Pelt xat otnv cuvéxela Tatape to kovuti Start Pelt. To Pelt 6a Aéyape
“Teviwvel” TNV EMEAVELN TOU MAEYHATOG OO TIS KOPLEPEG Tov [plokovtal
TEPLUETPIKA. A@oU oAokAnpwbBel ovt) 1 Swdlkacia pmopovue va
xpnowomoumoovpe v emAoyn Relax ywa va dwoovpe otnv empdavela pa
HOP@T] TOU VA TANGLAJEL AUTNV TOU TUNHUATOG TOU HOVTEAOU OVTLTTPOCWTIEVEL
AuTO TO KAVOUUE TEPLOOOTEPO Yl OLKN MG €VKOAla ,wotTe va pag Bonbnoet
OTITIKA KaTA TNV oxedlaon Tou texture mov Ba akoAovbnoeL apyodtepa.

Ewova 2.8 Atabikaocia unwrapping Ue xprion tou epyaleiou Pelt.
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‘Otav TAEOV €YXOVHE OAOKANPWOEL TO unwrapping akoAovbwvtag v (Sl
Stadikaoia yloo OAd TO TUNUATO TOU HOVTEAOV, TA TOTMOOETOUUE pEoQA OTO
TAaiolo Tov panel oe B€0elg WOTE KAVEVA ATTO TA KOUUATIA VX PNV KOXAUTITEL
KATIOL0 AAA0. AUTO UTTOPOUE VO TO KAVOUUE EUEIG 1] VO TO KAVEL TO TIPOYPUUUA
Yl epag pe v emdoyn Pack UVs amod to pevou Tools oto Main Toolbar. MoALg
TomoBeTnNBoVV cwotd oL emupdveleg emAeyove Render UVW Template amoé to
uevov Tools oto Main Toolbar ywx va e€ayovpe To texture map cav png lkova 1
o€ OTL AAAO TUTIO EMIOVUOVE ATIO TIG EMAOYEG IOV TIPOCPEPOVTOL.

S
File Edit Select Tools Mapping Options Display View

r‘.l.ﬂ 4

Render UV Template

Ewkova 2.9 Toro9<€tnon nAsyuartwv oto UVW Panel kat dnutovpyia Texture Map.

‘Exovtag¢ twpa To texture map UTOPOULUE VA TO ELOAYOUUE OE KATOLO
TPOYpaUpua emeEepyaociag ekovag Omws elvat to Photoshop kat va
SNULOVPYNOOLHE TNV VEPY] TOU HOVTEAOL oTa Sla@opa pepn tov. To map oe
QUTNV TNV TEPITITWON XPNOLUOTIOLEITAL ooV 081 YOG OTOV OXESLACUO KAl TOV
XPWUATIOUO pLa ELKOVAG IOV Bt TPOCAPUOCOVIE GTO LOVTEAO.
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Katd tov oxedblaopd tng LENG UTOPOUUE VA OTEIKOVIOOUHPE OKLACELS Kol
AETITOUEPELEG OTA SLAPOPA HEPT], WOTE VA SEXVEL TEPLOCOTEPO PENALOTIKO TO
QTIOTEAEG UL

e e e EE- M nesioy panTING 3 | O st [l O )
File ©dr Image Layer Select  Filter Ansdis 3D View Window Halp

- .r[}; el Surch AlLivar | Auto-Dohance
Ik g & A5

L 0 RGEI) i

pOnS0r-krerarr AN 2o [

. J
.

=

Does 24000 50 ]

Ewkova 2.10 Anuioupyia upnc oto Photoshop ue yprion Texture Map.

TéAoG, a@oV 0AOKANPWOOUUE TOV
oXeSLOPO TNG VPN EEAYOLLE TNV
EKOVO QMO  TPOYPOUUN  TIOU
XPNOLUOTIO)OAUE Ko TO
TPOCAPUOJOVE OTO LOVTEAO.

Ewkova 2.11 ArtotéAeoua TpooapuUoyns U@r¢ oTo UoVTEAo.
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2.5 Clothing

Y€ TOAAEG TIEPLTITWOELS KATA TNV HOVTEAOTIOMGON VOGS Yapaktnpa B xpelaotel
VA XPTNOLLOTIO| OOV E TEXVIKEG YL VO ATIELKOVICOVE KATIOLA €061 €vOLONG TTOV
Oa KaAUTITOUV KATOlX onpela Tov cwpatog Tov. H mpwiun uébodog eivat 1
EMKOAAN 0N €KOVWV 2D Ttou amelkovi(ouv pouxa TTdVw GTO CWUA TOU HOVTEAOU
OTIov Katd TtV Sadikacia ™G povtedomoinong €xel SlapopPwOel £ToL woTe
KATIOLO TUNUOTO TOV va €40V 1161 TNV Hop@1) povxilopoV. Auti 1 uébodog sival
amAn, oaAA& otepeltal SladpaoTiKOTNTAG Kal peaAlotikotntag. H dnuovpyla
POUXWV OTOV XWPO KATACKELNG 3d Ypa@Ikwy Kal eQE EXel avaTTuxDel ApKETA
Ta TeAesvtala  xpovia. I[loAAG TpoypauuaTIOTIKG epyodeia  Snuovpylag
TPLOSLACTATWY YPAPIKWV EUTIEPLEXOVV TIAEOV TEXVIKEG YL TNV KATAOKELN
poUxwv Tov Obivouvy o€ €va peydro Babud v  Pevdaiobnon ¢
TPAYUATIKOTNTAG.

Méoa amo epyalieia mov apEyovtal oto 3ds Max pmopovv va dnptovpynbovv
QVTIKEIPEVA TIOV CUUTIEPLPEPOVTUL OAV ETILPAVELEG VPATUATWV SLAPOPWV ELEWV
Kal TUTIWV, SNULOVPYWVTAS EQE EMNPEACOUEVA ATTIO PUOLKEG SUVAUELS, OTIWG 1)
BapumTa. Xe aUTO TO KOUUATL B SOVUE TOV TPOTIO L€ TOV OTOLO UTTOPOVE VI
KOTAOKEVAOOVUE KATOWO €(60¢ pouvxlopol péoa amd tTo 3ds Max
xpnowomowwvtag tov modifier Cloth.

Ewodva 2.12 lNpooouoiwon vpaocuatog oc 3d neptBaAlov.
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2.5.1 Modifier Cloth

ZuvnOwg n epapuoyn tov Cloth modifier emAéyetal oe pla emimedn emupavela
OTwG elval eva Plane 0mov Ba ypnolpomomBel yx va amelkovicel Eva V@AG .
XNV ovvéxela, ue Vv Bonbeta TG BapVTnTag, N EMUPAVELX XUTH SLAUOPPDVETAL
0€ OXEOT KATIOLO GAAO OVTIKE(EVO TNG GKNVTG TO omolo dnuiovpyet collisions o€
autnv kabws 1o kaAvmtel. To V@aopa Ba TAPEL TNV HOPEPT] TOV AVTIKELUEVOU
ota onuela mov Mpbe o€ emaAPN UE AUTO, €vw uUTOPEL va evwBel pue GAAa
vEAoUATA YLt TNV SLovpyia povxwv.

Ag SoVpe avaAvtikotepa Ta To Bacikd otolxela TG epyaielofnkng tov Cloth
modifier kat TI§ EMAOYEG IOV PG TIPOCPEPOVTAL.

'OMwg otovg meplocdTepovg modifiers €tol kat 5w [EEEH
EXOUUE WX OEPA OO EMAOYEG TOU @OPOVV TNV i ais:
ETILPAVELX TOV VQATUATOG. MTOPOUE VA SLOXEPLOTOVE

Group

EEXWPLOTA KATIOLEG KOPUPEG ATIO TNV ETMUPAVELA LE TO

Panel
Group 1M oav ovvolo pe to Panel. To Seams Seams

Faces

XPNOUOTIOLEITAL VIO TIS EVWOELS UETAEY SLAPOPETIKWV
VEACUATWV av VTIdPXoLV Kat To Face yia tnv Staxeiplon
TWV TIOAVYWVWV TNG ETLPAVELXG.

Sxnua 2.17 Eqpapuoyn Modifier Cloth

Y115 emAoyég s kaptédag Object Stayelpl{OpaoTe TOUG
OUOXETIOUOUG TWV AVTIKELLEVWV TIOV EUTIAEKOVTAL GTNV
dnuovpyia touv vedopatog(Object Properties) kat Tig
SUVAELG IOV ETIAEYOVUE VX AOKOVVTOL 0T AVTIKEIPLEVA
Katd TV dtapkela s tpooopoiwong(Cloth Forces). £
Teploxn tov Simulation vmdpyovv TA gpyarela yla TV
Stadikaoia ™G mpooopoiwong. Ymapxel n Suvatotnta

Object
Object Properties
Cloth Forces
Simulation

Simulate Local

Simulate Local (damped)

Simulate ¥ Progress

VO TIPOCOUOLWOOVE UL CUYKEKPLUEVT] ETILPAVELA O €V
r ’ . ’ 7 Simulated 1
otatikd avtikelpevo(Simulate Local) 1 oe éva e
simulaton
QVTIKEILEVO TIOV EUTIEPLEXEL KATIOLO animation oe oyéon

e Tov xpovo (Simulate).

Truncate Simulation

Sxnua 2.18 Simulation Tools Panel
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AKOpQ, HTTOPOVIE VO ETAVAPEPOVIE TNV ETLPAVELA TOV
V@AOUATOG OTNV APXLKT] TOU KATACTACT 0V §EV LOG
ikavoTioLel To amotéAeopa(Erase Simulation).

Yto mapabupo tov Object Properties vmtdpxouvv MApAUETPOL IOV APOPOVV
™MV SLAUOPPWON VPACUATOS KL TNV oXEon HETHED TWV AVTIKE(LEVWVY TOV
epumAékovtal Zto medlo Objects
in Simulation ewdyovpe TO
HoVTéAO TOU B pop@oTooEL
TNV EMPAVELN TOV VQACUATOG.
Auvto Ba mpémel va dnAwbdel
oav Collision Object
ToEKApPOVTAG TO avtioTol o
medio 0TO TEAOG TOV
Tapabvpov. Akopa oto medio
UTLAPYXOUV  TAPAUETPOL  TIOU
agopoVv To collision mov Ba
mpokUPel. H empdavela tovu
vVEACUATOG  SNAWVETAL  oav
cloth omv «kopven ToOU
mapabipov evw av  Sev
EMOUUOVUE VA EXEL KATOLX

1,0
1,0
1,0

-
-
-
-
-
-
-
-
-
-
-
-
-
-
-
-
-
-
-
-
-
-
-
-

A4F 4F 4k 4P AF AF AF AF AF AF AF AF 4P

avapEn oty Tpocopoiwon Elilerurl =l-': 00,0+ Stetch % [100,0
emAéyovpe Inactive. Tédog, To
Tedlo Cloth Properties

TEPAAUBAVEL £TOLHOVG TUTIOVG
vpaopatwyv 0mws Silk, Cotton,
Leather 6mov avdioya pe tv
emAoyn aAlalovv kAl oL
TIAPAUETPOL TOV VOAGUATOG.

Zxnua 2.18 Object Properties Window
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2.5.2 Avamtvén pouxiouov ue Cloth modifier

H Swadikacia Kataokevng TPLoSIACTATWY €VOVUATWY TIOU KAAUTITOUV TO
OWUA €VOG yapaktpa sivatl apketa amAn. H teyvikn Paciletat oty xpnon
Splines péoa amdé v omola katackevalovtal TAAlolr Kot SIVETAL 1) APXLKN
HOP@T TWV POVXWV. ZTNV CUVEXELN UETATPETOVTUL OE ETLPAVELEG TIOAVYWVWV
(panels) kot pe v xpnon colliders Siaxpop@wvovtal kot Tpocappolovtal
amevBelag TAvw 6To HovTEAo xpnotpomolwvtag tov modifier Cloth.

[TIpwv Vv e@apuoyn tov Cloth modifier mponyeital  oxediaon Twv HoVTEAWVY
ue tnv xpnon amAwv Lines. T mapadetypa, otnv kataokeun evog T-Shirt
XPEWX{OUAOTE VA OXESLACOVLE TOVAAXLOTOV SU0 GYNUATA OTIOV TO £va Ba a@opd
™V umpootivi) 6ym tov T-Shirt kat To dAAo Vv iow OYm. Mia kaAn TTpocéyylon
elvat n oxedlaon va ylvetal TEPLUETPIKA TOU HOVTEAOU YLA VO WUTTOPOUUE
apyoTeEP Vo £XOVUE KAAVTEPO ATIOTEAECUA OTNV EQAPUOYT] TOU POUXOU TTAV®W
TOUv. AKOUQa, TPETEL OTO OXESL0 Vo UTIAPXEL 0060 TO SUVATOV TEPLOCOTEPN
ovppeTpla wg mpog TNV Oedld KAl APLOTEPT] MAELPA TOU YA VA TPOKLYPEL
OUOLOPOP@LO OTO TEALKO ATIOTEAEC LA

[+ 1| Front } [ Hidden Line + Edged Faces & Eﬂ (@] Pad

Line0

Ewova 2.13 Syebiaouoc pouxwv ue xprion Splines.
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MOALG oAokAnpwoovue TOV oOxeSACUO NG Mg OYmG UmopoVuE va
SNuUovpyNnoovpe Eva avTlypa@o TOU OYNUOTOG KOl VO TO TPOTOTIOU|OOUUE
KATAAANAa Yoo tnv Sevtepn OYm. AuTtO TOU TPETEL VA TIPOCECOVUE elval va
UTIAPYEL AVTLOTOLYIA TWV KOPLUPWV AVAUESA 0TA SV0 KOUUATLO.

AoV €xouvpe SLaPOPEWOEL KATAAANAX T SV0 OXNUATA TO OUASOTIOLOVE UE
To epyaieio Attach kat emAéyovpe Garment Maker amé v Alota modifier. ‘Etol
UETATPETOVUE TOUG PPOXOVUG OE ETMLPAVELEG TIOU aPYyOTEPA Ba evwBouv yla va
amoteAécovy to T-Shirt. TomoBetovpue TNV Ul ETMLPAVELX PUTTPOOTA ATIO TOV
XAPAKTNPA Kol TNV GAAN Tlow Tov, oTtnv avtiotoyym Beon. Ileplotpépoupe v
miow OYmn 180 poipeg £TOL WOTE VA £XEL TNV CWOTI QOPA 1| ETLPAVELA KAl
TIANKTPOAOYOUE TOV aplOpd Twv ToAVYwVwV oL Ba amoteleltal To KaBe panel
amd Density.

IV ouvvexela emAEyovpe Seams amod TIG emAoyeg tou modifier Garment
Maker kat papkapouvpe 00 Ao TI§ ATMEVAVTL AKUES TwV V0 oxMUATwVY. Mg TNV
emAoyn Create Seams OSMUOVPYOUUE OUVOECHOUG HETAE) TWV GKUWV Kol
avtiotiya Delete Seams yia va Staypaovpe . AkoAovBoUue v dla Stadikacia
Yl OAd TQ QVTIOTOLYX TUNHATA €KTOG amd Ta onpeia mov dev emBupovUE va
evwBovv, SnAadn yOpo amd tov Aailpd Kot ™ HeoT.

[+] [ Left] [ Smaoth + Highlight [+ ][ Perspective ][ Smoath + Highlights ] & E_ﬂ (@] )

\I‘ i
. v

e :

-

Line01

Modifier List

Ewova 2.14 3uvéeon Panel urpootivi¢ kat miow oYng Ue xpon Seams.
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To apéows emopevo Prua eivatr n xpnon tov Cloth modifier. Avolyovue to
Object Properties apxikd kol EL0AYOVE TO LOVTEAO TOU XUPAKTIPA OTNV AlOTH
mov Sivetal amd to kouvumi Add Objects. [IpocSiopifovpe ™V WSLOTHTA TOV,
emAéyovtag Collision Object kal TPOTTOTOLOVE TIG TTAPAUETPOVS AV XPELALETAL
To (810 kavoupe kat ylax v emupavela Tov Ba tpomomonOel, emAéyovtag Cloth.
MTmopoUue va emAEEOVIE KATIOLOV €TOLUO TUTIO VQAOUaTOG amd To Drop Down
List oto Cloth Properties kat mataue OK. Twpa emAéyovpe o epyaieio Simulate
Local kat mepuévoupe ,€wg 6tov Stapop@wBolV oL eMPAVELEG YOPO ATIO TOV
xapoktnpa Snuovpywvtas to T-Shirt. Av Sev pag (KAVOTIOLEL TO ATIOTEAECHO
emAéyovpe Erase Simoulation kot emavadapfavovpe v Sadikaocia
AAAALOVTOG TIG TTAPAUETPOUG.

‘Otav A€oV €xoupe TNV pop@n Tov BéAovpe oto T-Shirt amoemiAéyovpe to Use
Sewing Springs Kol TPOGOOLWVOULE YL LA AKOUX PO, eTIAEyovTag Simulate
Local. Me autd tov TpoTo evwvovtal Ta dvo pépr amo to T-Shirt o éva.

[+ ] [Lek ] [Smooth [+]]Perz Smaoath + Highlightz | -¢- U!Ei‘:l t' }Iv

|
Lined1

Modifier List

ment Maker

Cloth Forces

Simulation

Simulate Local

Ewkova 2.15 Aiaudpewon T-Shirt navw oto 3d Model.

Axopa pmopolpe va XpwHATIOOUHE TO UTAOUL{AKL KOl VX TOU OWOOUUE TNV
KATAAANAT vEN e TNV Stadikaoia unrraping 0Twe eldape TTPONYOUUEVWG.
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@ ot Uvws o= ) ]

File Edn Select Tools Mappng  Optians

Ewova 2.16 Torod€tnon nAsyudtwy tou T-Shirt oto UVW
Panel.

TéAoG PToPOVE VO KATAOKEVAOOVLE ETILTTAEOV poUY X akoAoLOBWVTAG T BpaTa
oV TepLlypaPape, OTwG TNV Kataockevn €vog Blue Jean mavteAoviov yia va
VTUGOULE KL TO KATW UEPOG TOV CWUATOG TOU XAPAKTIPAL.

Ewova 2.17 TeAiko amotéAeoua Snuioupyiag Kat EQAPUOYHE POUXWV OTO UOVTEAO.
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2.6 Animation

e éva TPLoSldoTaTo KOOUO0, £Va OTATIKO HOVTEAO umopel va “Cwvtaveyel”
HECQ ATIO TNV TEXVIKN TOV animation. To animation Baciletal otnv Snuovpyia,
amoBnkevon kot TpofBoAn Stu@opwv Kataotdoewv Tov 3d HovTEAOL pEoA ATIO
TOAAG OTIYHOTUTIH otV SldpKelr TOu XpoOvovu. Animation cuvavtape ot
Snuovpyla TPLOSIACTATWY TAWIWV KIWVOUUEVWY oxedlwy, otnv Snulovpyla
YPAPIKWV £QE aAAA Kal o€ 3d £QAPUOYES OTIWG (VAL TO NAEKTPOVIKA TraLvidia.
['a mapadertypa, otnv amekdvion g Kivnong evog yapaktnpa (avatar) oe eva
3d game, xpnowomolovvtal Sla@opa animation clips mouv mpofdArovtal
avAaAoya pe TNV mopeia Kol Tov EAey)0 TOL TTayViSLoV atd ToV XP1oT).

To 3ds Max SwaBétel pa oepd amo epyaieia yia v Snulovpyla animation
Tov emitpémovv ota 3d models va amoktoouvv kivnon kat SLladpacTIKOTNTA.
Amo6 to TimeLine pmopouv va oplotolv key frames otnv kAlpaka tov xpovov,
dNAadn onpela ava@oOpPAS yLa TNV AMEKOVIOT) TNG HETAPBAOTNG EVOG LOVTEAOL ATIO
UL KATACTAOT O€ Lo GAAT Kol CUVOALKA va amoBnkeutoVv cav €va animation
clip. Axépa, péoa amd cvotnuata Bones kat Biped Skeletons mov elodyovtal
OTO LOVTEAQ UTIAPXEL 1] SuvaToTnTa SLaXelPLONG SLAUPOPETIKWV TUNUATWVY TOVG,
WOTE va popoLV va dnuovpynBovv animation amd pa cuvOeon SLAPOPETIKWV
KATAOTACEWYV Yl KAOE EEXWPLOTO TUTLX TOU LOVTEAOV.

ITIG EMOUEVEG OEAISEG TEPLYPAPETAL O TPOTOG HE TOV OTOlo HTmopolV v
KATAOKEVAOTOVUV QUTA TA CUCTHHATA KAL TTWG UTTOPOVV VA EQAPUOCTOVV OE £V
Hovtédo xpnowwomowwvtas tov modifier Skin. Emiong ava@épetat kat n
Stadikaoia mov ypeldletal wote va dnuovpynBel €va animation ocUvOetng
Klvnong o€ Eva YapaKTnpa.
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2.6.1 Bones kat Biped Systems

Ta ovomuata Bones kot Biped Aettoupyolv ocav €va OKEAETO TOUL
TPOCAPUOLETAL OTO EOWTEPIKO TOU HOVTEAOU Kal Olvel TNV duvatdtnta
Slayelplong SLAPOPETIKWY TUNUATWY TOU KaTd TNV dladikacia Tov animation.
Ta cvomuata avtd amoteAoVvtal amd omovOuAwTa otolyela (bones) Tovu
ovoyeti(ovtal dueoa PeETaEL TOUG akoAoLBwvTAG pa epapyxkn Soun. Kdabe
OTOLXELO €VOG TETOLOU CUOTNUATOG €lval LTEVOLVO Yl TNV SlaXEPLON UG
TLEPLOYNG TTOAVYWVWV TOU LOVTEAOL eV ETMPEALEL o€ Evav BaBUO KAl YEITOVIKEG
TEPLOXEG AAAWV OTOLXEIWY, WOTE VA SLUOPPWVETAL 1) OUOAT] UETABaon ML
KATAOTAOTNG, ATTO [ TIEPLOXT) OE Lol GAAN.

‘Eva Biped cVUotnua otnv ovoia elvat évag oAoKANpwpEVoS “6itodog” oKeAETOG
OV TAPEXETAL £TOlOG amd to 3ds Max kol xpnolgomoleitat ywa Tnv
TPOCOUOlwoN Kivnong oe povtéda mov StabBEtovv 1 pooeyyi{ovv avOpwTLvn
Hop@n .

To ovotnua Bones KATOOKELALETHL XPNOLLOTIOLWVTAG OTOLXElA ToU Ba
ovopdlope “omOVEVAOLG” KL AQVATITUOOETAL OTASIAKA OTH EMIOLUNTA OoNUElA
OTO E€0WTEPIKO TOU HoVTEAOUL. Elval kataAAnAo yla poviéda ta omoia Sev
SlaBETouy avBpWTLVN HOPET 1] YIX TIEPLTITWOELS TIOU 1] AVATITUEN EVOG OKEAETOU
XPELAeTUL IEPLOGATEPT EVEALEIX WG TIPOG TNV LOPPOAOYLX TOV.

Ewkova 2.18 Avamntuén Biped kat Bone Systems.
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2.6.2 Modifier Skin

‘Eva povtédo yla va UTopel vo TPAYUATOTIOW)CEL P OAAAYT] KATAOTHOTNG
xpnowoTmolwvtag bones 1 biped systems ypeldletal va eQappooTEl TAVW TOU 0
Skin modifier. Avto emTpémel ota MoAVywva (mesh) tou povtédouv va
TPOOKOAANB0VV TAV®W OTO OKEAETO, WOTE LE KAOE Kivnom evOG oToLXEIOV TOV
OKEAETOU VU KOAOVOEL KL TO CUYKEKPLUEVO TUT LK TOU LOVTEAOV GTO OTIO(0 EXEL
OpLOTEL .

Kd&Be otolxeld tov ocvotuatog (bone) StabBétel Envelopes (@pakédovg) 6mov
HEoA Ao aVTOVG opifovTal Ta ToOAVYwva TIov Ba Stayelpiletal To kabe Eva amod
auta. Ze kabe Envelope vapyel pa KAlpoKa EMPPON G TwV TOAVY VWV, SnAadn
EMEYETAL TO KATA TOCO Ba emMnpedleTal VA TUUA TIOAVYWVWV ATO KATIOLO
OUYKEKPLUEVO OTOLYEIO TOU OKEAETOV, KABWG SV0 YEITOVIKA OTOLYEIX HTTOPOVV VA
emnpealovv Sla moAvywva. 0 Babuog emippong ameikovietal pe SLA@oOpPES
XPWUATIKEG Stafabpioelg TAvw otnV €MPAVELX TOU HovTEAoL . H Bepuotepn
xpwpatikny dtafabuion onuaivet vPmAdTepoG Babudg emppPoNns, Evw avTioToL o
N Yuxpotepn XpwHaTIKN Stafaduion onuaivel xapnAotepos Babuodg emppong.

Ewova 2.19 Mepioyn kot kAipaka enippors twv Envelopes pe xpwuUaTIKn AITELKOVLOTN).

[Mapaxkatw meptypd@ovtal Ta faoikotepa epyaieia kat emAoyEG Tov modifier
Skin evw akoAovBel kal éva TapASelyua EQAPUOYNG TOV 0TV TIPA&EN.
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Ztov modifier Skin vmdpxel n emAoyn Twv @akédwv KEEE
(Envelope) o6mouv péoa amd avutovg oploBestovpe TNV S
TEPLOXN €MMpeacpol Tov Ba €xeL To kGbe oTolxelo ToL '

OKEAETOV.
Sxnua 2.19 Eapuoyn
Modifier Skin
Itnv Tmepoxn Parameters Oivetar 1 SuvatotnTta ——

SLayelplon g Kol TPOTIOTOMNONG TWV PAKEAWY HECA ATIO TNV
emloyn Edit Envelopes. Amo to mebio Select umopel va
yivel n Saxeiplon twv Envelopes o€ oxéomn e TIG KOPUPES
TWV TOAVYWVWV €VOG MOVTEAOL. XNV Alota Twv Bones
umopovv va eloayxBovv Ta emMOULUNTA OTOLXElA TOUL
okeAetoy Tov OBa eumAékovtal otnv Snuovpyia Tov
animation pe v emAoyn Add, evw avtiotolya pmopolv va RS
a@alpefovv auTa Tov eV XpeLAlovTaL. '

0 Arm
Bip01 L Forearm
Bip01 L Hand
Bip01 L Finger
Bip01L Finger1

din ariid

Ixnua 2.20 Skin Modifier
Parameters

Iy (8la meploxn Twv Parameters vmapyovv akopa ta
nedla Envelope Properties xat Weight Properties. Amé to
TpwTo medio opileTal To pHEyeBOG TWV PAKEAWVY, SNAadn N
QKTIVX ETPPONG OTNV KABE TTEPLOXT] TOV LOVTEAOV, EVW OTO
devtepo medlo opileTal 1 KAlpAKA ETLPPONG TOU PAKEAOV
0€ EMAEYHEVA TUNUATA 1) KOPLEEG. YTAPYOULV E€TioNg
epyodeia Tov BonBolv 0TV CUVOALKT] KL AETTTOUEPEDTEPT
Staxelplon Twv @akédwy, 0Twg ivat to Weight Table, mov
HECA ATIO VA TIIVAKX TIOU aVO@EPEL OA TA oTOLXElo TOV

okeAetov, kabopifovtal Ta TOAVYwva Tov emmpedlovtal bl Bt i
KoL o BO(G H(’)Q Eﬁlppoﬁq TOUG. Zxnua 2.21 Envelope kau
Weight Properties
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2.6.3 Ilpooapuoyn Biped system o€ avatar ue yprjon tov Skin modifier.

[a va pmopécovpe TPOCAPUOCOUUE €va
ovotnua Biped oto povtédo apyika To
ELOAYOUUE OTNV OKNVI] OO TNV KAPTEAQ
Create—Systems KoL oV OUVEXELA
emAeyovpe Biped. Tpafwvtag To mouse otnv
oKNnv Onuovpyovpe TO OUVOTHHO 0TO
HEYeB0G TOL CWUATOG TOV HOVTEAOV.

Ewkova 2.20 Anuioupyia Biped System.

ZTNV OUVEXELX TOTOOETOVUE TO OKEAETO OTO E0WTEPIKO TOU CWUATOG KL
ueoa amd to Object Properties tou povtédouv emidéyovue See Through kot
Freeze. AUTO TO KAVOUUE Yl SLEVKOAVVOT OTNV TOTMOBETNOT KAl TPOTOTIOMON
TWV OTOLYELWV TOV CUCTILATOG, WOTE VO UTOPOVUE VA SLHKPIVOUUE TO VTN U
ECWTEPIKA TOV OCWUATOG KL TIUPAAANAQ VAL UMV ETITPETETAL 1) TPOTIOTIOMOT) TOV
Hovtélov mov Ba pumopovoe va mpokLYPEL AavBaopéva katd thv Sadikacia.
Axopa, Ba pmopovoape va amokpOPoUE pouxa 1] AAAX AEEGOVAP TIOV EXOVUE
tomobetnoel oto povtédo pe v emAoyn Hide Selected, a@oU &ev pag
XPEW{OVTAL OTNV OUYKEKPLUEVT mepimtworn. Kabe bone Oa mpémel va
TomoBeTelTE ATTOAVTA HECK OTO CWUX KATAAAUBAVOVTAG OG0 TIEPLOCOTEPO XWPO
™G mepLoxng yiverat I'a va pmopole va TPOTIOTIOMNGOVUE TO OKEAETO TIPETEL
MPWTA Vo evepyomomoovue to Figure Mode mouv Bploketar otnv KoapTéAa
Motion. 'Etol, péoa amod epyaieia 0mws Move, Scale kat Rotation @épvoupue ta
TUNUOTA TOV OKEAETOU akplBws oto PEYeBog kol Tn B€omn Tov xpeldleTal.

Ewkova 2.21 Tpornomoinon kot tomod£tnon Biped ocuothuatog oto 3d model.
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MeTd TV 0AOKANPWON TNG TOTIOOETNOTG TOV CUOTIHHATOG GTO HOVTEAO, ATIO-
emA€youpe 1o Freeze amd to Object Properties 11 péow tov mouse right click
Unfreeze All. Twpa e@apudlovue oto owpa tov modifier SKin kal eloayovpe 6Aa
TO OTOLYEIX TOV OKEAETOU oTNVv Alota Bones amo tnv meploxn Parameters tov
modifier. [TA€ov To cwpa Tov HOVTEAOL AKOAOUBOEL TIG KIVI|OELS TOU OKEAETOU
ueow twv Envelopes kal autd Pmopovpe va To SIATIOTWOOVUE UETAKIVWDVTAG
KATOLo 0TOLXELA TOV cVOTHATOG. OL KIVI)OELS TTOV UTTOPOVV VA YIVOUV HECA Ot
éva Biped oVotnua mpocopolwvouy TIG SuvaTOTNTEG €VOG AVOPWTILVOU
okeAetov. ['la mapadetypa, pe v kivnon mpog pia katevbuvon touv bone Tov
Bploketat otnv maAdun (Bip01 Hand) tou povtéAov, avtiotoyya akoAovBel
0A0KANpOG 0 Bpaxiovag Tov xeplov. AVTEG oL SuvaTtoTnTES Kivnong e€aptwvtal
amo TS Slaovvdéoels ov €xouv PeTalV TOUG Ta bones kal TV lepapytkn Soun
oV akoAovBovv. Me v emdoyn Edit Envelopes spgavifovtat 6Aot ot pdakeAoL
TOU OUCTIUOTOG KOl [LE XPWUATIKEG ATIELKOVIOELS OL TIEPLOYEG TIOV EMNPEALOVTOL,

Q0T1000, cUXVA B XPELAXOTEL VO TPOTIOTIO|COVIE KATIOLEG TIAPAUETPOVS TWV
(POKEAWV YL EXOVUE ULt OHOAT} Kol peaAloTikn Kivinon. T va pmopovpe va
Sltakpivoupe T onuela mov xpeldletal va eMEUPOUUE TPOKELUEVOU va
Slopbwoovpe TIG TeEpLoxeg mov Ba emnpealet kabe Envelope, mpémel va
ONULOVPYT)COVUE KATIOLEG SOKIUOOTIKEG KIVI)OELG OTO HOVTEAO €T0L WOTE VA
TAPATNPIOOVUE TNV KATACTACT TWV TOAVYWwVwV Tou (mesh). Ze onuela mov
TAPATNPOVHE VX XUAAKEL ) CUVOXT] TWV TIOAVY®VWV TOU HOVTEAOU, UTTOPOVE VX
UETAKIVI)OOVUE EVA (PAKEAOD 1) VO AUEOUELWOOVLE TNV AKTIVAX ETLPPONG TOV PE TA
epyadela Move kat Scale 1 ta epyodeia oto medio Envelope Properties.
Emumpoobétwe, pmopovpe va kaboplooupe TNV EMPPON EVOG (PAKEAOVL OE
UEULOVWUEVEG KOPLPESG TWV TTOAVYwVwV atd to Weight Properties.

Ewkova 2.22 MpookoAAnon moAvywvwv otnv nieploxn emppons tou Envelope ue tnv xpnion tou Abs. Effect.
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2.6.4 Anuovpyia Animation

lla ™v avamtuén evog animation péow Biped ovotipatog mov va
TIPOCOUOLWVEL TNV Kivnom &vog xapoaktipa péca amd to 3ds Max, pumopel va
xpnotpomomBel éva epyaieio mov ovopaletatl Footstep Mode kat Bploketal otnv
KaptéAa Motion. Meoa amd auto Sivetat 1 Suvatomnta Snpovpyiag EToLUwY
animation k{vnong mov Pmopovv va TPOCUPUOCTOVV o€ €va avatar. Mmopouv va
TPOCOUOLWOOVUV TPELS SLAPOPETIKES KATAOTAOELS Kiviiong: Walk, Run kat Jump.

h + Highlights ]

Ewkova 2.23 Xprjon tou gpyaleiou Footstep mode yia npooouoiwaon kivnong tpiwv etéwv : Walk, Run, Jump.

['la va dnulovpynoovpe kivnorn amo to Footstep Mode §i§ Biped
emAéyovpue to €ldog tng xivnong(walkrun,jump) kot ® - &
matape Create Multiple Footsteps amo to medio Footstep %:fﬁ:[ﬁll
Creation. EmiAéyoupe Tov aplOud Twv PnUATOv TOU (e
Bcdlovpe va amoteAeital N kivnomn kat otnv cuvvéxeln [IEEETEEE
dnuovpyovpe ta kKatdAAnAa key frames amo to Create
Keys for Inactive Footsteps mov Bpioketal oto medio
Footstep Operations. EmiAéyovtag Play amé to TimeLine
BAémovpe va TpaypaToTOlEiTal TO animation g
Klvnone. Akoua, HEoa amo TIG TapapeTpous Tov Footstep
Mode pag Sivetat n SuvatotnTa va aAAafovue apKeTd
oTolxelar ™G Kivnomng, avaioya HE TIC OVAYKEG O,

XPNOOTIOLWVTAS TI§ KATAAANAEG puOuioELg. Zxriuat 2.22 Epyaheio tou
Footstep Mode.

%

= Footstep Operations
=N ]

¥ Length W Width

+ Dynamics & Adaptation
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Av B0élovpe va Onupovpynoovpe To Ok0 HaG animation pmopoUUE Vo
aAlalovpe oTAdSIOKA TNV KATAOTAON oOTnv omola PplokeTtat To HOVTEAO
eloayovtag ta avriotolya key frames otnv meployn touv TimeLine. IN'a va
TPaylaToTom el gl oAokANpwuEVN Kivnon BNUATIoOUoV XPTCLUOTIOOVUE TA
oTolYElD TOU OKEAETOU TOU Pplokovtal OoTa GKpa TOL yapaktpa. Me ta
epyadela Move kat Rotation petafdiovpe TNV KATACTAON TWV TOSLWV TOU
LOVTEAOL 0¢€ Ul Stadikaoia fNUATIONOU EVE TPOTIOTIOLOVE KATAAANAX T XEPLO
KAl TO COUA WOTE va SLaypA@OLV HLa apUoVIKn kiviion. [IpoomaBovue 660 to
Suvatdv TEPLOCOTEPO VA SWOOVHE A PUOIKOTNTA oTo animation. I'a kaBe
uetafoAn tov xapaktipa emdéyovpue Set Key amd tnv Alota Key Info otnv
kaptéla Motion kat petatomi(ovpe to timeline Bar oto emouevo emiBuuntod
frame. Mapkapovtag eva key frame pmopovpe va to Staypdouvpe 11 va to
HETATOTIIOOVHE OTOV XpOvo. AkoAovBoupe tnv (St Sadikacia €wg OToOL
0AOKANpWOEL 1) KIvN oM KL EXOVUE EVA LKAVOTIONTIKO ATIOTEAEG AL

Ewkova 2.24 AkoAoudia Kivijoswv yia tnv dnutoupyia Bnuatiouod.
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2.7 llopeia HOVTEAOTIONON G TWV GTOLYELWV TG EQAPUOYNG
neéow tov 3DS Max.

AoV eildaue ta kuplotepa epyodreio tov 3ds Max kat eEetdooape PAOIKES
TEYVIKEG kol peBOSouvg kata v Swdikacia TG povTeAomoinong,
TAPOVCLACOVE TIEPIANTITIKA Kol HECK ATIO EIKOVESG TNV TOPELN KATAOKEVTIG TWV
HLOVTEAWV TIOU XPMOLUOTIOMONKAV OTNV EQAPLOYT] TPOCOUOIWONS ELKOVIKOV
HovoElOL TOL avaTTUXONKE Katd Tnv datpf ™G MopPovoag TTUXLOKNG
epyaciag. IMapakdtw TAPOVOLALETAL 1| TIOPEIA KATAOKEVTG TOU HOVCEIOL Kal
TWV OTOLXElWV IOV XPNOLUOTOMONKAY TNV avATTUE TOV, KaBWE Kal KATOLX
amo Ta ekBEpata ov EpAapfavel

2.7.1 Museum Building

2.7.1.1 Modeling

To mpwto Prua eivar n avamtuén Tov KTplov Tov Ba oteydosl OAa T
HovteAomompuéva ekBépata. Zv Stadikacia auTny XPNOLULOTIOMBNKAV TEXVIKES
polygon kat box modeling. Apxika oxedlaletal To eEWTEPIKO LEPOG TOV POVCELOV
KO 0TIV OUVEXELN KATAOKEVALOVTUL Ol E0WTEPLIKES AlBOVOES Kl To SWUATLA [LE
OUUUETPLKN AVATITUEN.

Ewova 2.25 Mopeia avantuéng povoeiou 1
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‘Emeita amdé tov Bacikd oxedlacpd oavamtiooovtal To S{oPATH  TWV
EOWTEPIKWV EL0OSWV TWV SWUATIWV KAl 1) KEVTPLKN] OKAAX TOU 0dnyel oTOV
devtepo Opowo. Ilapakatw mapovolalovtal E€kOVeEG He TNV dadkaoia
QVATITUEN G TWV HOVTEAWV.

Ewkova 2.26 Mopeia avantuéng okaAag Kat Stalwudtwyv

ZTNV OULVEXELX TOTIODETOVVTUL TA AVTIKEIHEVA KATAAANAX OTO E0WTEPLKO TOU
HOVOELOL KAl STULOVUPYELTAL TO SEVTEPO TTATWA LLE TNV XP1IOT) €VOG box.

Ewkova 2.27 Mopeia avanrtuéng povoeiov 2
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A@oU KATAOKEVAOTNKE Kol TO SEVTEPO MATWUA, LOVTEAOTIOLOUVTOL Ol KOAWVES
Kal Ta kKaykeAa mov Ba tomoBetnBovv oTnv Sefld KAl aploTEPT] TTAELPA TNG
KEVTPLKNG albBovoag Kol Tou TMPwTov opo@ov. IMapakdtw mapovolaleTal pia
akoAovBia oo YpaA@IKA OTIYULOTUTIA TNG EEEALENG AUTWV TWV AVTIKELLEVWOV.

Ewkova 2.28 Mopeia avantvéng KOAwvwv pouvoeiov
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MOALG 0AoKANPWOOUV TA HOVTEAX ELOCAYOVTAL GTNV OKNVI] KAl dnpovpyeital o
EMOLUNTOG APLOUAG ATIO avTiypaPQ, WOTE Vo ToToOeTNO0VV OpOLX HOVTEAN OE
SLAPOPETIKA onpelar TNG OKNVNG OTIOV XPELALETAL.

Ewova 2.29 lMopeia avanrtuéng povosiov 3

Opolwg avamTuooovTaL Kol TOTOOETOVVTAL TA €01 VYLELVIG GTNV TEPLOYT TOV
wc.

Ewkova 2.30 Mopeia avantuéng uovoeiov 4

ZTOV KevIplkO SLASpopo avamtuooeTal €vag xwpog Omov Ba tomoBetnOel
QOAVOEP YLA TNV UETABaon oTov §eUTEPO OPOPO. APOoU SLapopEwOEl KaTAAANAQ
0 XWPOoG TIpooTiBeTaL 0 BAAANOG 0 0TT0(0G Elval KATAOKEVAGUEVOS Ao boxes.

Ewkova 2.31 Mopeia avantuéng povoeiov 5
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TéAoG, KATAOKELALETAL 1] OPOPY] TOV KTIPLOV KAl SLHOPPWVETUL KATAAANAQ
wote va Odnuovpyel evav BoAd oto kévtpo NG kvplag aibovoag. Emiong
mpooTtiBevtal £§L akdpa kloves otnv TpdcoPT Tov povoeiov.

Ewkova 2.32 lNopeia avantuéng povoeiov 6

2.7.1.2 Textures

[a v dnuovpyla texturemap Twv TUNUATWV TOU HOVOEIOV akKoAovLOElTL 1
TEXVIKN] unwrapping pe xpnon £toluwv box gizmos, a@oV oxedov 0Aeg ol
EMUPAGveElEG  TOU  KTlplov  elval  emimedeg kAt  amotelovvial  omo
TAPAAANAOY PO

Eikova 2.33 XapTeg yLa TNV MPOocapuUoyn U@wV oto poucsio( toiyot, Zono'trwua Kkat opoen )

e OAEC TIC LVPEG OV SMULOLVPYNONKAV OTNV EPAPLOYT] XPNOLLOTIONONKE TO
Tpoypappa emegepyaciag etkovag Photoshop.
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Ewkova 2.34 OYeLg HOUOEIOU UE MTPOOAPUOCUEVESG UPEG TAVW TOU

2.7.2 Exhibits(Ex0¢éuata)

2.7.2.1 Modeling

[Na ta ekBépata xpnopomomOnkav Sid@opes texvikeg povteAomoinong (box,
polygon, spline modeling). 'a meploocdtepn amodoon PeALCTIKOTNTAG KAl
AETITOUEPELNG TWV HOVTEAWV O Oxéon ME TH TPAYUATIKA ekBepaTa,
xpnopomomonkav eikdveg oav odnyol kata tn povrtedomoinon. 'ia to Adyo 6Tl
elvat dvokodo va meptypagel N Swdkaocia povtedomoinong OAwvV Twv
eKOeUdTWY TIOV OTEYALEL TO HOVOEID, TAPAKATW TAPOVOLAETAL EVOEIKTIKA 1)
Topela eEEALENG KATTOLWY €E° QUTWV.

v povtedomoinon ayyelwv xpnowomombnke o kVAWwSpog ocav Bacikd
oVOTATIKO. Mg TV auinTikn avATTUEN TWV HOVTEAWV Ao TV BAomn Tpog TNV
KOPLEN, VTN PXE N SLVATOTNTA OTASLHKNG SLALOPPWONG o€ KAOE VED emtimedo.

Kamares Jug

Ewkova 2.35 Mopeia avantuéng pouvoeiouv 5
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ZTNV avAaTTun KATOoLWY EKOEUATWY e TNV Xp1on box cav apyikd oToLXELD,
akoAlovOnOnke n (Sl Stadikacia oTadLaKNG povTeAOTONONG O€ eMiTTES AL

Lion Rhyton

Bull Rhyton
J—

P

Ewova 2.36 Mopeia avantuéng ekdspatwv: Lion Rhyton kat Bull Rhyton

e GAAEG TIEPLITWOELS XPNOLUOTIOWONKAV TOAAA SLOPOPETIKA OYNUATA CTNV
ovvOeon kdamolov ekBepatog, 6TwS boxes, spheres xat cylinders . Ztnv ocuvveyela
evobnkav HeTadl TOUS Yl VA ATTOTEAECOVY EVA EVIXIO GUVOAO.

Bees Pendant

Ewova 2.37 Mopeia avantuéng ekdsuarog: Bees Pendant
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Ta exBépata ta omola amelkovilouv avOpWTLVEG @LYoVPES avamTuyXOnKav
TUNUOTIKAE, HE TNV SLHUOP@®WOT TOU KOPUOU aPYLKA Kol TNV Slapop@won Tov
KEQAALOU KL TOV AKPWV OT GUVEXELAL.

Snake Goddess

Goddess Terracotta

Ewkova 2.38 Mopeia avantuéne ekdsudtwv: Snake Goddess kot Goddess Terracotta

2.7.2.2 Textures

Ze O0Aa Ta exBépata xpnowpomow)bnke 1 peBodog unwrapping yia TNV
onuovpyla  kat Tpooappoyn] vewv. H  kataokevn textrure maps
TPAYUATOTOW ONKE [LE TNV XP1|OT ETOUWV ZiZmOos, AAAA O€ TTOAAEG TIEPLITITWOELG
NTaAV amapaltnTn 1 TUNUATOTONON TOU HOVTEAOU HE TNV XPNOT TOUWV OTA
embuunta onpela.
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Ewkova 2.39 Anuioupyia TOUWV MAVW OTNV EMLPAVELA TOU EKFEUATOG

e TOAAEG TEPLITWOELS XPNOLUOTIOMONKAV PWTOYPAPIEG TWV TPAYUATIKWV
ekBepdtwyv oty  Snuovpyla Twv textrures ywa  amddoomn TEPLOCOTEPNG
PEQALOTIKOTITAG OTA LOVTEAQL.

Ewova 2.40 Awadikaoia Snuioupyioag Kot mIPooapuUoyn¢ UwvV UE TNV Xprion texture maps
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Unity 3D

3.1 Elocaywyn oto Unity 3D

To Unity eival pia mAnpng mAat@oppa avamtuing TpLodLAcTATWY EQAPUOYWV.
H mpwtn eppdvion tov mpoypdappatog €ywve to 2004 amnd tov David Helgason,
Nicholas Francis kat Joachim Ante otnv Aavia, evewy amd to 2009 dpyxloe va
TPOoPEPETAL Swpeav peoca amd pla véa €kdoomn tou mpoidvtog. To Unity
KATAOKEVAOTNKE YlX VA TIApPEXEL TAN PN VTtooTthpen avantuéng 3d epappoywv
0€ AELTOUPYIKA CUOTNHATA KOl KOVOOAEG, UE QAMOTEAECUX VA KOAUTITEL €va
UEYAAO HLEPOG TPOYPAUUATIOTIKWV OTALITOEWV. Méoa amd autd UTopouvv vo
KATAOKELAOTOVV £aployES yia Direct3D (Windows), OpenGL (Mac, Windows),
OpenGL ES (iOS, Android), kot APIs (Wii). AkOpa Ttapéxel Voot pLEn o€ GA X
TPOYPAUUATIOTIKA epyadela, 0Ttws 3ds Max, Maya, Softimage, Blender, Modo,
ZBrush, Cinema 4D, Cheetah3D, Photoshop, Adobe Fireworks kat Allegorithmic
Substance. Méoa amd to mepBariov epyaciag touv Unity mpoo@épetal pia
HEYAAT YKAUA aTIO epyaAeior KAl EMAOYEG VIO TOV OPYLTEKTOVIKO oXESLLOUO, TNV
avamtuén kat TV eiaywyn SadpacTiK®wV TPLoSIACTATWY EQAPUOYWV. LE
TPOYPAUUATIOTIKO eTiTtedo, 1 Xprion kwdika (Scripting) mov vmootnpilel otig
tedevtaleg ekdooelg eivar 1 Boo, n JavaScript kat n CH#. Axdpa mapéxel
evowpatwuévn vmoompen ¢ Nvidia, g PhysX oe mpaypatiké xpovo kot
uTtapyet n duvatotnta avamntuéng Particle Systems. Tédog, peoa amo to Unity
mapExovratl texvikeg Lighting kot Lightmapping pe moAAég Suvatotnteg
TPOCOUO(WONG OKIACEWV KAl PEAALGTIKOU (W TLOUOV.
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3.2 To mtepiBairiov epyaciag tov Unity.

To Unity mepléxel pa peydAn ykapo omo gpyoAela ylor TNV ovATTUEN KAl
eCaywyn TPLOSIAOTATWY EQAPUOYWV. Méoa amd TO KEVTIPLKO Menu oLUVOVTAE
EMAOYEG Yyl TNV Snuovpyla BACIK@WV AVTIKEIPWEVWV,PWTIOROV, AVATITUEN
YPAPIKWOV EPE, ELCAYWYT CUOTNUATWY PUOLKNG Kol Slayelplong yla real time
EQAPUOYEG K.QL

Exto¢ amo 1o kUplo pevov, to meplfailov epyaciag tov Unity Oa Afyaue 0Tl
Tunuatomoleltat oe 5 kUpla tuqpata: Scene, Game, Hierarchy, Project kat
Inspector.

To Scene a@opd To TMAP&OUPO epyaciag OTMOU ATEIKOVI(ETHL YPAPIKA TO
project To omoio Bploketal o€ eEEAEN. Meéoa amd avtd pmopel va yivel Stayelplon
KOL TPOTOTIOMOT OAWV TWV AVTIKEIUEVWV TIOV 3pIOKOVTAL GTNV OKNVY, £XOVTAG
TApAAANAQ OoTTIKN avamapactaocn. H oknvi pumopel mpoPAnbel amd Sidpopeg
OTITIKES YwVies péow Twv X,Y,Z aovwv.

To mapdBupo Game TPOBAAEL TNV ATIEIKOVIOT) TNG OKNVNG LECA ATIO TO OTITIKO
medio ™G kUpLag kapepas. Ta avtikelpeva mov mpofdAlovtal, TEPVAVE amtd TV
Stadikaoila render kol To amoTéAsopa ep@avifetal oto mMapdbupo evw Oev
VTIAPXEL SuvaTOTNTA TAPEURAcN G 1| TPOTIOTIOMONG O6ToLXElWV pHEdA ATIO AUTO.

H xaptédla Hierarchy a@opd Tnv ovopaoTikny kKataypa@n OAwv Twv
QAVTIKELLEVWYV TIOV €XOVV €loXOel 0TV OKNVY| 0€ Ul AloTa, TTEPLYPAPOVTAG TNV
lepapxlkn Ttoug Soun. Méoa amd autniv v AloTa pmopovv va emdexBouvv
QVTIKE(UEVA TNG OKNVNG HEUOVWHEVA Kol va eAeyxBolv ol petafd Toug
OUOXETIOUOL.

H «xaptéda Project a@opa Tnv OVOHAOTIK Tapovciaon OAwv Twv
TIEPLEXOUEVWYV TOV project, cuuTePUaApBavopevwy otolxelwv kat BLAL0ONKWV
TOU TIPOYPAUUATOG HE OAEG TNG SUVATOTNTES ELOAYWYNG OVTIKELLEVWY,
OUCTNUATWY, APXELWV KWK KTA.

H meployn Inspector apopd v Slaxelplon Kal Tpomomoinon kKabe otolyelov
TOV project EexwpPLoTd, HECH ATIO TAPAUETPOUS KUL EPYAAEIX TTIOV TIPOCPEPOVTAL
ylo To KaBe €va.
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Ewéva 3.1 MepiBaAdov epyaciac Unity’.

3.3 Avantuin TepBAAAovTa XwpPOov

Y& Ul EQAPUOYN ATEIKOVIONG EVOG TPLOSIACTATOU KOOUOU, OTIWG Elval ylx
TAPASELYUX €va MAEKTPOVIKO TaXViSL , To TePLBAAAoV peoca oto omoio Oa
BplokeTal €KOVIKG 0 XpNotng Tallel oNUAVTIKO POAG OTNV MOLOTNTA TOV
A VISLoU, a@oV Vo KAAOPTIAYUEVO KOl AETTOUEPEG TEPLBAAAOV, KAVEL TNV
XPNOMN TG EQUAPUOYNG TEPLOCOTEPO EVXAPLOTN Kol €AKVOTIKN. Béfaia n
Slapdpewon Tov TePLRAAAOVTA XWPOU SLAPOPOTOLEITAL avAAOyX HE TIG
QTTALTNOELG TIG EQAPLOYNG KL TN KPLOT) TOU KATACKEVAOTH).

[Tapakdtw TeEPLYpAPETAL O TPOTIOG [UE TOV OTOOV UTOPEl VA KATAOKEVAOTEL
éva 3D mepiarrov oto Unity pe v xpnon Terrain, Skybox kol sicaywyn
Lighting ototyelwv otnv oknv.
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3.3.1 Terrain

To Terrain pmopovpe va ToUUe OTL elval To TePLBAALOV VoG TPLOSLAOTATOV
KOOUOU Ttdvw oTto omolo Ba tomoBetnBovv 0Aa ta 3d povtéAa. ‘Eva Terrain
TIPOCOUOLWVEL TO EEWTEPLKO TEPLBAAAOV HLAG EQAPLOYNG KL UTTOPEL VA SWOEL
™mv aicBnon TtOL  @UOKOU  TOTIOU, ATMEKOVI(OVTAG  HOPPOAOYIKA
XAPAKTNPLOTIKA TOU €8A@OUG Kl oTolxela OTIwG Bouvd, koldades, Balacoa,
BAaotnon K.T.A.

['a Vv kataockevn evog Terrain péow tov Unity, emAéyovpe Terrain amd to
KUpLo pevov kat otnVv ovvexela Create Terrain. Auto ov dnuovpyeitat elvat pa
emupavela (Plane) omov péoa amod ta epyaieia tov Terrain editor umopovpe va
SLOEPLOTOVE TNV HOPPOAOYIA TNG ETMUPAVELAG KAl v TTpooBETOoVE oTOLYElX
Kal QVTIKEpEVA OTIwG §EvTpa, Ypaoidt, vepo, Bpdxla k.a. AKOPQA, HECA ATIO VQES
IOV UTOPOVUE VU TPOCAPUOCOVE, TIPOCOUOLWVOVUE Sld@opa €idn €8&@oug
otV emupavela tov Terrain.

L ¥ Terrain (Script)

Sxnua 3.1 Epyaleia tou terrain editor

! Transform

L W Terrain (Script)
- up

al 4l ad S

Ewkova 3.2 Atauoppwon terrain
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MOAG oAokAnpwOel 1 pop@oAoyia tou Terrain pmopoUvPE VA ELCAYOUE
ETMMTAEOV UOVTEAQ OTNV OKNVI] oL Ba SWoOULV HLX TILO OAOKANPWHEVN Kol
AETITOUEPT HOPPT OTO TEPLBAAAOV TTOV ETILOVUOVLE.

3.3.2 SkyBox

H tomoB¢mon skybox otnv oknvi] Sivel tqv SuvatoOTNTA ATEIKOVIONG TOU
ovpaviov B6Aov Kal Tov pakptvoL opilovta otov TepLBarAiovta xwpo. Me autov
TOV TPOTO Slvetal pa aioOnomn ocuvéxelng ot oKV Kal XPTOLUOTIOLEITAL Yl
avolKToUg eEwTePLkoVS Ywpovus. 'Eva skybox amoteAeltal amo éva cuvSuaopo €851
EIKOVWV TOU ouVNOwWS amelkovi(ouv TUNUATA TOU OUPAVOU TIPOCAPUOCUEVA
KATAAANAQ YOPO QTIO TNV GKNVY).

['a v eloaywyn SKkybox otnv oxknvi apylkad TPETEL va SNULOVPYNCOVUE EEL
ELKOVEG IOV VA ATIELKOVICOUV TUNHATH TOV OUPAVOD KOl VA TIG ELGAYOVNIE GTOV
@dakelo Assets tou project. e k&Be elkoOva xpeldletal va aAAAgovpe TO wrap
mode omv év8elln Clamp. Méta amd avtd dnuovpyovue éva véo Material
(Assets—Create —Material). v ocvvéxela emAeyovpe tov Shader drop-down
amo tov Inspector, kat Tov opifovpe ocav Skybox (Render
FX—>Skybox). Twpa ywx kabe mAsvupd tov Skybox, front,
back, left, right, up kat down emiAéyovpe pa amd Tig
elkoveg avtiotoya. EmAéyovpue Render Settings amoé to
uevov Edit kat emAéyovpe 1§ tpafape (drag and drop) to
Material oto slot Tou Skybox otov Inspector.

Sxnua 3.2 Mapduetpot tou

material Skybox

Ewova 3.3 Eqpapuoyn tou skybox otnv oknvn
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3.3.3 Lighting

H xpnon kxatdAAnAov @wTIOHOU O©TNV OKNVI), UTOPEl va TPOOSWOEL
TEPLOCOTEPN aloBNom peaAloTIKOTNTAG 0TO Tplodidotato TepdAlov. Méoa
amd Sia@opoug TuToug Pwtwy (lights) amodidovtal okldoeLlS KAl PWTIONOL OTA
avTikelpeva ov Bplokovtal o€ Eva TPLOSLACTATO XWPO.

To Unity, 6TwG Kol Ta TEPLOCOTEPA TIPOYPAUUATIOTIKA epYaAeiar TOV €(60UG
vmooTtnpifel Tplwv eldwv lights: Directional Light, Point Light kot Spot Light. H
eloaywyn evog Light yivetar amé to Game Object — Create Other —
Directional /Spot/Point Light. Méta amé avutd, to light, eppavitetar ot Alota
Hierarchy kat ot mapauetpol Tov Tpomomolovvtal uéow tov Inspector. I'ia Tnv
KATAAANAT TOTIOBETNON TOUG OTNV OKNVI] XPTOLULOTIOLOUVTAL Ta Epyareia Move
kot Rotation.

To Directional Light ypnowomoleitat kuplwg yla Tov YEVIKO @WTIOUO TOU
mepdArovta xwpov. Exméumel @wg otnv emBuunty katevbuvon Kol cuviBwg
TOTOOETEITAL HAKPLA ATIO TNV OKNVI], WOTE VA ATOKTIOEL TA XOUPAKTNPLOTIKA
LLOG LOYXVPNGS TINYNG PWTOG, OTWG €ival 0 NAL0G. ATIO TIG TTAPAUETPOVG UTTOPEL Vo
OPLOTEL M EVTAOT) KOL TO XPWUA TOV OWTOG.

‘8. ¥ Light W 2,

Directional

s
Intensity 0.5

Sxnua3.3 Mapaustpot kat epapuoyn tou Directional light

To Point Light xpnowomoleital 610 @WTIONO HIAG CUYKEKPLUEVNG TIEPLOXNS
KOl EKTMEUTIEL QWG OQPULPLKA, €El0OV Ot OAEC TIG KATELOULVOELS. ATMO TIS
TAPAUETPOVS 0PILeETAL 1) EUPEAELA EKTTOUTING, 1] EVTAOT KL TO XPWLX TOV PWTOG.

: W Light
Paint

Sxnua3.4 Mapaustpot kat epapuoyn touv Point light
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To Spot Light €xel cav SlautepdmTa 0TI PWTI(EL CUYKEKPLUEVA ONUElX TNG
OKNVNG a0 UL OUYKEKPLUEVT KaTeVOUVON. To QWG EKTMEUTETAL KWVIKA Kol
EwTilel OAa Ta oTolela TTov BplokovTal peoa otV SEon. ATIO TIG TTAPAUETPOUG
oplletaLn évtaon, 1 EUPEAEL 1) YWVIA EKTIOUTNG KAL TO XPWUAX TOU (PWTOG.

®. @ Light
Type
Range

Spot Angle

Intensity

Sxnua3.5 Mapaustpol kat papuoyn tou Spot light

EkTOG amd TIG TapapéTpoug TOU TPOTOTOLOVUE OF
KaBe TUTMO @EWTOG avdAoya HE TNV €vraon 1N TNV
euBérela tov, To Unity apExel pa oelpa amod eMAOYES
Y@ v e@appoyn Sw@opwv e@é @wtiopov. Kdbe
TUTOG PWTLOUOV UTopEl va Snpovpyel avaAoyeS OKLEG
TAVW OTNV OKNVT He TV emAoyn Soft 1 Hard Shadows.
Ol oKLEG umopovv va Slapop@wBolv avaioya pe TNV
EMOLUNTY) €VTAON KAl TOLOTNTA OTEKOVIONG TNG
oklaong amod Ti§ TapapéTpous. Me v emloyn Halo kat -
™G KATAAANAeG puvBuicels pmopel va SNULOVPYNOOUV  syiua 3.6 Napdusrpor twv Lights
EQE YUPO ATO TNV TMYN TOU PWTOG, OTIWGS 1) ELPAVLIOT v ;é’f““’“PV"“ ordoswy Ko
HLOG PWTELVNG UTTAAQG 1} 1 ATIELKOVLOT (PWTOOTEPAVOV.

TéAog péow NG MPOGAPUOYNS SLAPOPWV VYWV GTNV
mieploxn Cookie, To s pmopel va amoktoeL Stdpopa
OXMUOTA KAl OYXESLAL

Ewkova 3.4 Anteikovion Stapopwv e@é ue t xprion Halo kat Cookie
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3.4 Eloaywyn kot Staxeipion FBX povtéAmv

Xto mepdAiov tov Unity pmopovv va elcaxBovv 3d
models mov £yovv Snulovpynbel amo GAAX TIPOYPAUUATA
AVATITUENG TPLOSIACTATWY YPAPIKWY OTIWG Eival To 3ds
Max. Me v ewoaywyn toug oto Unity ta povtéda
amoBnkevovVTAlL OTOV KATAAOYo Assets Tou TPEXOVTOG _ /
project kat ep@avifovtal otnv Alota NG TEPLOXNS Project. = i
‘Eva povtédo pmopel va amoteAsltar amd €va OOVOAO i 37 nepioyi “Project”
QVTIKELLEVWY. AKOUQ TO LOVTEAQ TIOV €X0VV amobnkevTel
oav apyela fbx pmopolv va meplEyovv oTolXElX OTIWG
animations kol textures. AUTA Ta oTolyEla aTToBnKeVOVTAL
oe &vav Cexwplotd @akedo pe kataAnén .fbm mov
ouvvodevel To apyelo.

l'a va tomoBet B¢l éva avtikeipevo otnv oknvn ipémel  EEEENEE
va SnuovpynOei éva oTlypdTUTIO TOU Kot var elooyOesl [
otv meploynn Hierarchy. Ze aumv v Alota
KATAYPAPOVTAL TX UOVTEAQ TIOU UTIAPYOUV GTNV OKNVY|
KAl TOPOVCLAETAL LEPAPXIKA 1) Soun amd tnv oTola
amoteAovvtal. Kabe autdvopo otolyelo touv pmopel va
amodeopevTel amd Vv lepapyia 1 va eloaybolv aAAa
OTOLYELO TNG OKNVIG O€ aUTN TN Soun.

Terrain
Sxnua 3.8 Mepioxn “Hierarchy”

H Suvatomnta OSloxelplong Twv QVTIKEHEVWV TIOV
Bplokovtal otnv oknvny yivetal pEow NG TEPLOXNG TOU
Inspector. Am6 to medlo Transform TmapExeTtar 1
SuvaTOTNTA  TPOTOTIOMONG  XAPAKTINPLOTIKWOV — TWV
HLOVTEAWYV TIOV aopovV TN B€om, TN Ywvia Kol To pEyedog
TouG. Amé to meSio  Mesh Render emiAéystair 7
SuvatoTnTa 0€ €va POVTEAD Vo gp@avifeTal 1 OxL otV
oKNVN, KaBws Kat va Snuovpyel 1 va SEXETAL OKLACELS.
Axopa, peoa amd autd Pmopel va opLoTeL 1 LVEN KAL TO
shader mov Ba e@apuootel 0to HOVTEAD PECH ATO TNV
niedlo Tov Material.

i

Zxnua 3.9 Mepioxn “Inspector”
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Méow Ttov Inspector vmapxel miong n SuvatoTnTa
Slaxelplong  Sla@opwv TAPAPETPWY KOl TPOTO-
TO(NoMNG KATOLWVY OTOXElWY Yl Ta TpwToTuTa fbX
HovTéAa Tov BplokovTtal otV TIEpLoy1] Tov Project.

Ao T mapapétpouvg tov Transform pmopel va
yivelr Staxeipion ™G 0€omg, ™G KAUAKOG, Kol TNG
Ywviag Tou HOVTEAOL TIOU Ba ELCAYETAL GTNV OKNVY

Transform

© ¥ Animation

otoug atoves XY, Z .
Am6 to Tmedlo Tou Animation pmopel va

(FBXImporter)

evepyomomBel 1 va amevepyomownBel to animation
Tov MOaVOG va TEPLEXEL v avTikeipevo. Emiong
UTIAPXOUV ETIAOYEG TIOU OPOPOUVV TNV OUTOUOTN
EKTEAEOTN TOVU, TN SUVATOTNTA EQPAPLOYNG OTOLXELWV
(PUOLKNG KATA TNV €KTEAEOT Kol TNV emAoyn va [EEEE T
ekTEAE(TAL HOVO €&V TO QVTIKE(HEVO GTNV oKkNVY elvar [EE. ——
EULPAVT] OTNV KAPEPAL.

Yto medio touv FBXImporter Sivetal  duvatotnta
SLPOPWV EMAOYWV TOU AOPOVV TO HOVTEAO, OTIWG
elvat n ovppikvwon peyeboug Tov mesh, n Tapaywyn
kat epappoyn colliders, n mapaywyn lightmap kat o
UTIOAOYLOUOG TwV normal Tou avtikelevou. AKOpa
UTLAPYOVV ETTTAEOV EMIAOYEG Yl TNV Slaxeiplon Tov
animation, 0Tw¢ 1 ocvppikvwon Tou peEyEBoug Tov, 1
Suvatdmta va pmopel va xwplotel oe pkpotepa EUEEEIEEEEESTE
Tuipata os kaBoplopéva xpovikd StoTiuata, kot o '-
oplopog ¢ emavainymg(loop) otnv ekteéAeo Tov.

Yto medio Preview amewkovifeTal ypa@lkd To
HOVTEADO Kal LvTapxel 1 Suvatotnta TpofoAng amo
OA&g TIG TAEVPEG TOV KAvovTag drag and move TAVwW
OTNV ELKOVOL.

MeTa TNV 0AoKANpwON TV PLOUICEWY VTIAPXEL T
emAoyn Revert yla va emava@epovpe TIG puOuioelg
OTNV APXLKN TOUG Katdotaon Kal 1 emAoyn Apply yia
VO EPAPUOCOVE TIG EMOVUNTES AAAXYES.

v

PerTexture

Store in Root

Default

v

Keyframe Redv:

Preview

Sxnua 3.10 Mepioxn “Inspector”
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MeTa TV elocaywyn €voG HOVTEAOV 0TV OKNVI], TAPOUGCLALETAL 6TV 000V TOU
Scene. Me ta Paowka epyadela, Move kat Rotation, pmopovue va TO
TomoBeTICOVE OTNV EMOLULTN BE0M KL VA TPOTIOTIOGOVIE TO HEYEDOG TOL UE
TO epyaAeio Scale.

Edit Assets GameObject Component Terrain Window Help

File

=1 Center " Local

Ewkova 3.5 Tomod€tion povtédou otnv oknvi

3.5 [IpofoA1] kaL SLaSpaAGTIKOTNTA EPAPUOYNGC.

H oloxAnpwon ™G dnuovpylag €VOG  TPLOSLACTATOU KOO0V,
SLOUOPPWVOVTUG TOV XWPO KL TOTMOOETWVTAG OTOLXEI KOl OVTIKEIUEVA OTN)
OKNVY, OmMOTEAEl TO TPWTO OkéAog oTn dadikacia avamtuing upwag 3d
Stadpaotikng epapuoyng. To 8e0TEPO OKEAOG AOPA TOV TPOTIO |LE TOV OT0(0 Ba
TPOLAAAETAL M €@apUoyYn] otnv 000vn kat TNV SuvaTOTNTA TOU XPNOTN VA
KLWVelTal kol va apepfaivel Suvaplkd otov Ywpo.
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3.5.1 Camera

Ma va 600el n Suvatdéotnta oe €vav yxpnotn va Bpebel ekovikd oe eva
Tplodlactato mepaiiov Tov €xel avamtuyxOel peéow tov Unity, Ba mpémel va
xpnowotmomBel n WOTTA ™G KApEpag. Meéoa amd v KAUEPA TTHPOVOLATETAL
TO TEPLRAAAOV KL TO AVTIKEILEVA TN G OKNVNG KATA TNV EKTEAEDT) TNG EQAPUOYNG
KOl ATOTEAEL B AEYALE TO OTOLXELO EKELVO IOV ETITPETIEL TNV ELKOVIKT HETAB oM
TOU XP1OTI TNV OKNV1).

Katd v dnuovpyla evog véou project, to Unity elocdyel pla kupla kapepa
OTNV OKNVY], OTIOV ETMITPETEL TNV OTITIKN AVATIAPACTACT] TNG EQAPUOYNS ATIO TO
mapabupo Touv Game oe OAn Sapkelx avdmTuing NG YTmdpxel emiong n
SuVaTOTNTA VA ATEIKOVIETAL 1] OKNVT ATIO SLAPOPETIKEG OTITIKEG YWVIEG [LE TNV
XPNOTM TEPLOCOTEPWV ATO [l cameras. Av B€AovpE v €l0AYOUUE UK VEX
kapepa, emAéyovpe GameObject amd to KUPLO HEVOL €PYOAAElWV KAL OTNV
ovvexela Create Other— Camera.

LTS TAPAUETPOUG TNG KAUEPAS, OTIWG KAL € OAQ T
QVTIKE(PHEVA TIOU UTIAPYOUVV OTNV OKNVI}, UTIAPXEL TO

Static

+ Layer | Default

medlo Transform, 6mov péoa amd autd umopel va
tomoBetnBel oTO KATAAANAO omnuelo. Xto TESIO
Camera LTIAPXOUV ETMAOYEG TIOU a@OPOLV THV ANYm
™G kKdapepag. Amo ekel koabopiletar Tto €ldog, 1
euBérel, n yovia kat to PdBog ANYmg OMwg
kabopilovtalr kat oTolxela ToOUL  a@opoVV  TO
background t¢ oknving.

K&Be camera OSwBétel kamowax Layers, ywx va
UTIAPXEL UL UOP@N LEPAPXLAG OE KATOLA ETITTAEOV
OoTOlYElD TIOU UTIOPOVUV va gp@avi(ovtal PECH oTO
avtny, omws eivat GUI avtikelipeva (buttons, texts,
textures, windows k.T.A.) kot Sia@opa Flare effects. e
Axdpa, o kdapepa Slabétel évav Audio Listener, dmov  EESSMSEERES
umopoVV va tomofetnBolv apyeia Nxov, £xovtag To [MEEEEEIEL
poAd background povolkng katd TN Slapkela

EKTEAEONG TNG EPAPHLOYTS.

Sxnua 3.11 MopaueTpoL KaUePOS
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Ewkova 3.6 Anyeig kauepac ue tportonoinon tou Field of View

b et e e

Ewkova 3.7 Euavion otoyeiwv GUI otnv kauepa

3.5.2 Scripting

H xpnon kwdika eivat amapaitntn o€ 3d €@ApUOYEG TIOU TEPLEXOULV
Stadpaotika otolyela. I'a mapadetypa, 1 Kivnon KoL 0 EAey)0G VOGS XapaKTPA
oe éva 3d game 1] YEVIKOTEPA 1 OAANAETISPAOT] TOU XPNOTN HUE WA EQAPHUOYT
“kpUBouv” ocelpes kwdlka TOL  dGAAoTE TapExovtal ETOLHEG aTO T
TPOYPAUUATIOTIKA €pYyOAEla avaTTuing péoa omod PiBAlodnkeg kat GAAote
XPEWleTAL I EMEUPAOT TOU KATACKELAOTH YA TNV SNUlOvpYiX cLUVAPTNOEWV
TIOV VA ETILITEAOVV OUYKEKPLUEVEG EVEPYELEG KL CUUTIEPLPOPES.

To Unity vmoompilel 3 yAwooes poypapupatiopoV, Boo ,C# xat JavaScript
Tov avamtuocovtal o€ MonoDevelop editor kat SnAwvovtat cav MonoBehavior.
KdabBe apyelo kwdika €xel ovykekpipévo tOTO KATAANENG , .cs ywa C#, .js ywa
JavaScript kat .boo ywx Vv Boo avtioctoiya. KdabBe apxelo tétowov eldovug
amoBnkevETAL 0TOV (PAKEAO Assets TOU project Kal ep@avifeTal oTnv TEPLOXN
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“Project” tou mepifaArovtog epyaciag Touv Unity. Ao ekel mpooapudlovtal ot
BLOTNTEG TOU KWOIKA O AVTIKE(UEVA 1) 0€ GAAa oTOlXElot TNG OKNVIG KL
umalvouv o€ Swadikacio  evepyoToinong oTnv  SLAPKEIX EKTEAEONS TNG
EQAPUOYNG. ALPOPETIKA avTiKeipeva umopoVv va vioBetrocovy (81eg 18LOTNTES
aTmo Eva apxelo KWOSIKA KAL VO TPOCAPUOGOUV TNV CUUTIEPLPOPA TOUS avaAoya
e TG petafAntég mov Ba 50000V oTo KABE Eva.

3.5.2.1 llpocapuoyn) £Toluov KOSIKX 0€ aVTIKEIUEYO.

To Unity meptlapfavetl BBALOONKES e ETOHA apYELA KOSIKA TTOU PTTOPOVUV VX
XPNOOTIOMB0VV 08 QVTIKEIUEVA YIX VO €QAPUOCOVV BACIKEG EVEPYELEG KL
Aettovpyles. Kamoleg amd TIg cuVAPTIOELS IOV TIEPLEXOVV AUTA T apxeia Exouv
ouvvtayBel yia va amelkovicouv Pacikés pebodoug Kivnong piog KAPeEPAG 11 VOG
avatar otnv oknvr). Yapxouv Script éA€yxov amod Tov Xp1oTn YA TEPLTTWOELS
IOV aAPOPOVV Kivnom evog xapaktnpa o€ mpwto mpocwTto(FPSInputController),
kivnon evog yapakmpa oe tpito mMpocwto(ThirdPersonController), €Aeyyog
kapepag o€ tpito mpocwto (ThirdPersonCamera), TepLoTPOPT) KAUEPAG GTOV
xwpo (Mouse Look)k.a.

H mpooappoyr) evog Script apxelov ot [ T
Eval aQVTIKE(PEVO uTopel va yivel pe v
Stadikaola drag and drop mdvw ToOvL.
Apgows gu@aviletal otV TEPLOXN] TOU
Inspector cav pa véa véo medio amod
OTIOV UTOPOUV VA TPOTOoToBolV 1) va
apykotmouBouvv LeETABANTEG TOV KWSIK
efwteplkd. Me autOV TOV  TPOTO L UtLayer
UTTOPOVUE VA SWOOVE OTO QAVTIKEIUEVO ¥ oo Lok
U OUYKEKPLUEVT]  OUUTEPLPOPA T
duvatotnTa IOV ETOVUOVIE.
Mapadeiypatog xdpv ya va pmopovue Vaximm ¥
Va XEPLOTOVUE TNV KEUEPA KATE TNV | Yaudie tstener
SLAPKELX EKTEAEONG TG EQAPUOYTG,

Ixnua 3.12 Eoapuoyn £toluou KwOIKA yla tnv
TTEPLOTPOPN TNG KAUEPOACG
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WOTE VA TEPLOTPEPETAL GTOV XWPO UE TNV KIVNON TOV TOVTIKIOU XpELAleTaL VA
TPOCAPHUOCOVHE EVA KOSIKA TTIOV VA ETILTPETEL AUTHV TNV SLVATOTNTA. ZE VTNV
NV TEPIMTWON TAPEYXETAL £TOLUOG KWOLKAG amd v PLBAloOnkn tov Unity mov
ovopaletat “Mouse Look”. KabBwg e@appoletat o KWSIKAG OTNV KAUEPA
,EU@aviovtal otov Inspector ot petafAnTtég mou xprnolpomolovvTal. Me tnv
TPOTIOTIOMOT AUTWV TWV HETAPBANTWY HUTOPOVUE VA OAAGEOUUE KATIOLEG
TAPAUETPOVS OTNV (NTOVLEVY] CUUTIEPLPOPA TNG TEPLOTPOPNG TNG KAUEPAS.
‘Otav n e@appoyn Ba ektedecbel n kapepa mMALOV B UTOPEL va TEPLOTPEPETOL
aKoAovOwWVTHG TO mouse.

e Mouselook.cs - UniSciTE | (B -
File Edit Search View Options Language Buffers Help
DR & B x| | & ab|w?

L Mouselook.cs

using UnityEngine; -
using System.Collections;

#44 Mouselook rotates the transform based on the mouse delta,
A4 Minitaom and Meimom values con be used to constrain the passible rotation

444 To make an FPS style character:

##/ - Create a capsule,

£44 - Add the Mouszelaook seript to the copsule.

£4F -> Set the maouse lack to use LackX, (¥ou want ta anly turn character but nat tilt it)
£44 - Add FRSInputCantraller seript to the copsule

A48 -» A Characterdhotor and o CharocterCont raller component will be automatisally odded,

m

#4f - Create o comera, shake the camera a child of the copsule, Reset it's transform,
Féf - add a ihouselook script to the camena,
F#f -» Set the mouse look to use Look¥. (You want the comera to +ilt up and down like a head, The character already turns.)
[4ddComponentiMenu("Camera-Control/Mouse Look")]
- public class Mouselook : MonoBehawviour {

public enum Rotationdxes { MousexandyY = 0, MouseX = 1, MouseY = 2 }
public Rotationszes axes = Rotationaxes.MousexandY;

public float sensitivityx = 15F;

public float sensitivityy = 15F;

public float minimumx = -360F;
public float maximumx = 360F;

public float minimumY = -60F;
public float maximumy = 60F;

float rotationy = OF;
void Update ()

if (axes == Rotationaxes.Mousexandy)
= 1

float rotation® = transform.localEulerangles.y + Input.Getaxis("Mouse X") ¥ sensitivityX;

rotationy¥ += Input.Getaxis('Mouse ¥") * sensitivityy;
rotationy = Mathf.Clamp (rotationY, minimumy, magimumy);

transform.localEulerangles = new Yector3(-rotationy, rotations, 0);
else if (axes == Rotationaxes.Mousex)

transform.RotatedD, Input.Getazis("Mouse =" * sensitivityx, 0);
¥
else
= {
rotation¥ += Input.Getaxis('Mouse ¥") * sensitivityy;
rotation¥ = Mathf.Clamp (rotationY, minimumY, masimumy);

m

transform.localEulerangles = new Yector3(-rotationY, transform.localEulerangles.y, 0);

¥
ks
void Start ()
{
77 thake the rigid body not change rotation

if {rigidbody)
rigidbody.freezeRotation = true;

ks
¥ -

‘ [T r

Line L/ 5, Col 1. INS (LF)

Ewkova 3.8 Script yLa mEpLOTPOPN TN KAUEPOIG UECO ATTO TO Mouse
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3.5.2.2 Anuovpyia véov apyciov kb dika.

H Snuovpyia evog véou apxelov KwSIKO TPAYUATOTOLETAL ATTO TO UEVOU
Assets — Create —JavaScript/C Sharp Script/ Boo Script 11 Right Mouse Click
TAVWw oTNV TePLoyT Tov Project kot otnv cuvvéxela Create —JavaScript/C Sharp
Script/ Boo Script. MOAlg dnuovpynBel to kevd apxelo KwOKA, UTOPOVE
apX(OOVUE VO CUVTACOOVE EKEIVEG TIG EVTOAEG KOl TIG CUVAPTNOELS IOV B pag
SWOooLV TNV EMOVUNTN CUUTIEPLPOPAL.

e NewBehaviourScript,s - UniSciTE = | B |

File Edit Search View Options Language Buffers Help
D& H G S| | | Q ot ne

1 MewBehaviourSeript.js

- function Update () {
¥

< T 3

Line 1/ 3, Col LINS (LF)

Ewkova 3.9 Script Editor

[Tpw va apyicovpe va ypa@ovue kwdika Ba mpEmel va yvwpilovpe v 1S10TNTA
KL TNV I0LAUTEPOTNTA KATIOLWY PACIKWVY XPNOLLWV CUVAPTICEWV.

e function Update() { }

H ovvaptnon Update koAeitat oe kaBe ytOTmua (tic) touv poAoywol 1ng
e@apuoyns. Andadn kaAeital ocvveyxopeva KabBoAn v StdpKela Kol EAEYXEL
aueoa mOaves oAAayég oe kabe frame. Xtnv update Tpémel va
TeEPAAUBAvoVTAaL OAEG €KEIVEG Ol YPAUUEG KWOLKA KL Ol OUVONKEG TIOU
XEpllovtal TG dueceg TAPEUPAOELS €VTOAWV 1| AUECEG KANOELS GAAWV
OUVAPTIOEWYV TIOV UTOPEL VX TIPOKVUTITOUV KATA TNV EKTEAEDT) TIG EQAPUOYTG.
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e function Start(){ }

H ovvaptnomn Start kaAeitat otnv ekkivnon ekTEAEONG TNG EQAPUOYNG.
ApPXIKOTIOLEL KATIOLEG KATAOTACELS AVTIKELLEVWYV Kal SIveL TNV SuvaTtotnTa va
TAPAUEIVOUV 0TABEPEG HEXPL VX VTIAPEEL KATIOL XAANAETIISpaon ATtO KATIOL0
AaAAo YeyOVOG.

e function OnGUI () { }

Méoa amd v ovvdptnon OnGUI mapéxetar n SuvaToOTNTA ATEIKOVIOTG
KATOlWwV oTtolyelwv oto edio ANPnG ™ kduepag. AnAadn autd ta otoLyeia
To OOl KAAOVVTUL HECA ATIO AUTH TI CUVAPTNOT gU@avi{ovtal Hovd oTnVv
006V TG KApepag xwpig va ocvoxeTi{ovtal e To TPLoSLdoTaTO TEPLPEAAOV
™G e@apuoyns. Tetowa ototyela eivat GUI buttons, textures, windows, panels,
texts, textboxes k.a.

e function OnTriggerStay(){ }

Avt n ovuvaptnon a@opd TNV dAANAeTiSpacn 6V0 AVTIKEWMEVWY HETAED
Toue. ExteAdeital 600 €éva avTIKEIPEVO £XEL GUVEXOLEVT] ETTAPT] UE KATIOLO GAAO
dnuovpywvtag collision kat mavel va ekteAeital 660 avtod Sev LoYVEL

e function OnTriggerEnter(){ } @& function OnTriggerExit(){ }

Opolwg vmdapxovv ot ovvaptnoelg OnTriggerEnter kat OnTriggerExit. H
OnTriggerEnter ekteAsital HOALG KATIOLO AVTIKEILEVO ELCEADEL GTO YWPO TOV
KataAapufavel kamolwo AAAo Onulovpywvtag moapdAinia collision kot 1
OnTriggerExit ekteAeital 6tav eE€A0eL a6 UTOV TOV XWPO.

e function OnCollisionEnter(){ } @ & function OnCollisionExit(){ }

'Onwg Kat apamavw, ot cvvaptnoels OnCollisionEnter kat OnCollisionExit,
EKTEAOUVTAL Of TEPIMTWOELS aAAnAemiSpaong pe collision. AnAadm
gvepyomolovvtal 0tav SVo otolxela ewoépyovtal oe collision 1) eEgpyovtal
OO QVTO AvVTioTOLYA.
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e function OnMouseUp (){ } & function OnMouseEnter (){ }

Ot ovvaptnoels OnMouseUp kat OnMouseEnter a@opovv tnv aAAnAemiSpaon
TOU MOUSe CUrsor pe KAmolo avtikeipevo. H mpw ektedeite otn mepimTwon
IOV 0 cursor Tou mouse Ppebel MAvw amod TO AVTIKE(PHEVO KAl 1 SeVTEPT

EKTEAELTAL OTN TEPITITWOT ETIAOYNG TOU QAVTIKELUEVOL HE TO mouse( mouse
click).

Ymdapxovuv akopa kdamoleg Coroutine ouUVAPTNOEL TOU WUTOPOVV VA
mepAaufdvovtal péoa o€ AAAeg kat va mapepfaivouv ot Stadikaocio NG
EKTEAEOG.

e yield WaitForSeconds ()

H ocuvvaptnon WaitForSeconds mapatelvel tqv €KTEAECT) TWV EVTOAWV IOV
Bplokovtal KATW amd auTV.

e yield StartCoroutine()

H StartCoroutine ypnowoTmoteital yia tmv dnuovpyia pag véag Coroutine
oUVAPTNONG.

'OAeg Ol TOAPATAV®W OCUVOAPTNOELS XPTOLUOTIOLOUVTAL amd OAEG TG
TPOYPAUUATIOTIKEG YAWOoEG TTov VTootnpifovtal and to Unity. H emAoyn g
YAwooag mov Ba ocvvtaxBel 0 KWSIKAG aopd KLplwg Béua TpoTiunong Tov
mpoypappatioty. ‘Eva ekteAéopo apyelo mov dnuovpyeital péoa amod autd T
Tpoypappa pmopel va meplapufavel xpnon apxelwv Kwdlkd Tov €xouv
ouvvtaxBel o€ SLAPOPETIKEG YAwooes. Kamoleg Sla@opés Tov ouvavtwvTal
avapeoa otnv JavaScript kat v CH# elval yia mapaderyua o SLo@opeTIKOG
TPOTOG SNAWONG KATOLWV CUVAPTICEWV KAl HETABANTWY, OTWG Kol KATOLX
OTOLYEID OTO OUVTAKTIKO TNnG xpnong coroutine ocvvaptoewv. Iapakdtw
Slvetat eva mapadetypa Stapopdg petadv g C# xat g JavaScript.
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& AnimatedTexturelV.cs * UniSciTE [E=E @ AnimatedTextureUVjs - UniSciTE [E=RE
File Edit Search View Options Language Buffers Help File Edit Search View Options Language Buffers Help
== *,
D Wi & B Ao | G oar | w2 DS W & | o | Qat| N2
1 AnimatedTexturelV.cs * | 1 AnimatedTextureUV js |

private var myFloat : float = 0.05;
public war myString : String = "test";
— function Start{}{
var bla @ Array;
yield WaitForSeconds(2);
¥
—function GetScore(playerMame : String) @ int{

hsing UnityEngine;
using System.Collections;

— public class MYCLASSNAME : MonoBehaviour {

private float myFloat = 0.05f;

public string my5String = "test"; return ;
—woid Start (3
array bla;
yield return new \WaitForSeconds{2);
T
—int GetScore { string playerName )4
return 5;
¥
« [om r T 3
Line 1/ 14, Col L INS{LF) Line 8/ 10, Col 2. INS {LF}

Ewova 3.10 Mapadetyua Stapopwv tng C# kat JavaScript

ZEKIVOVTAG TNV KWJILKOTIOMON LE Lot aTtd TI§ YAWOOEG oV Oa ETMAEEOVIE YA
VA QVOTITUEOVIE ULX CUUTIEPLPOPA, APXLIKA SNAWVOUUE TIG UETABANTEG OV O
XPNOOoTomN B0V oTNV TOopPElA. ZTNV CUVEXELX HECH ATIO CUVAPTIOELS BETOVE
TIG ATTAPALTNTEG EVTOAEG Kol cLVONKESG TTOL Oa SMULOVPYT)COVV TIS TPOVTIOOETELS
Yl TNV 0AA0YN] KATAOTACEWY KAL GUUTIEPLPOPWV.

#/1f a boolean is true for ¢ ; condition; ¥ — while (true) {

—if {true) { -4 #¢do complicated stuff

/¢ do something /#do something if (someCondition)
statement; statements; break;
Aiwhile a boolean is fal=e Jimore stuff

- while (false){
i fido sotmething

3 ¥ ¥

Ewkova 3.11 NMapadeiyuara xpriong cuvdikwv if, for kat while

Katd tnv &wdikacia touv scripting pmopovv va  SnpiovpynBoivv
kAdoeig(classes) mouv va umopovv va KaAoUVTaL amd GAAQ apxela KWOIKA, WOTE
va VL0OETOVV PETAPANTEG 1] CUVAPTICELG.

I F ,a",.-"SubFoo.J's
. E ass oo class SubFoo extends Foo
wirtual function DoSomething () virtual function DoSomething()
= { . . = /{Elzewhere
Debug.Log("from base class"); Debug.Log{*from sub c1ass"Y; | var foo ¢ Foo = new SubFao();
3 h y ¥ foo.DoSamething{);//prints from sub class

Ewkova 3.12 Mapadetyua xprong kKAaong
|
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Me v amobnkevon evog apxelov Kwdika otov @dkelo Assets Tou project
eAéyxetal yia mBava Adbn 1 ouvtaktika o@daipata. Ta Errors kot ta Warnings
oV lowg Ppebovv, ep@avifovtal AaVOAVTIKA TNV KOVOOAX TOU unity.

- ©51519: Unexpected sy if' in class, s

rface member declar

cripts/PauseMenu.cs(19,9): error C51525: Unexpected symbol "}, expecting *;'

! Log in file *auseMenu.cs at line: 19

Ewkova 3.13 Mapadupo Console tou Unity

‘Otav oAokAnpwBel n ovvtaén koL 1 amobnkevVon Tov apxelov ,UMTOPOVUE Vo
EQEAPUOCOVE TIG LOLOTNTEG TOV KWSIKa e drag and drop Tou apyeiov Tavw oTo
QVTIKE(HEVO 1 0TI Tapauétpous Touv Inspector. Mmopouvpe okoOua va
EQAPUOOOVE TNV (Bl CUUTIEPLPOPA KAl OE GAAX QVTIKE(UEVA ETITTAEOV
TPOTIOTIOLWVTAG TI§ KATAAANAEG petafSAnTEG otov Inspector kdBe avTikelLEVOL
UTIOPOUE VO EXOUE SLAPOPETIKA ATIOTEAEGUATOL.

B ¥ Exhibits collider (Script) ® ¥ Exhibits collider (Script)
_ [ c collid @ S cript B =xhibi
L Rea ( '

5

[ [— ; ' -
& acrobat o s "5'. amphoral
i]

ImageTestull acrob »ath ImageTestull acrob

Ewkova 3.14 Mapdadeiyua tponomnoinong UETBANTWY O& QVTIKEIUEVA TTOU XPNOLUOTIOLOUV TN (Sla oUuTTEPLPOpPL
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3.6 Iopela avantuing ¢ e@apuoync peca ano to Unity

[Toapakdtw TepLypA@EeTUL 1] TIOPELX AVATITLENG TNG EQAPUOYNS TIPOCOUOIWOTG
ElKOVIKOU povoeiov péoa amd to Unity. Avagépovtal ta Prpata mov
akoAlovOnOnKav Eekvwvtag amod Vv Stapdp@won tov mePPEIAAOVTOG Kal TNV
dlayeiplon twv otolxelwv tov. Emerta mapovoidletal 1 ewcaywyn twv fbx
HLOVTEAWV OTO TPOYPAUUN KAL 1 TOTOBETNON TOUG OTN OKNVN. ITI GUVEXELX
avaAvetal 1 Swaxelplon Twv animation Touv YapoakTpa Kol oA T
TPOYPAUUATIOTIKA OTOLXElA TOU XpnolomomOnkav ywar tnv SuvatotnTa
TEPUIYNONG TOU HECA OTO XWPO KAl TNV aAAnAemibpaon tov pe Sagopa
QaVTIKElpEVQ.

3.6.1 Anuovpyia véouv Project

['la v dnuovpyla tov project xpeldotnke va elocayBolv KATOLX TTHKETA ATIO
TS BifAoONkeg tov Unity mouv a@opolv e@é @wTlopoV, particle systems,
otolela @uolkng, Paoikol controlers k.a. TOL NTAV ATMAPAITNTA KATA TNV
Stadikaoia TG avATTLENG TNG EQAPUOYNS.

Unity - Project Wiza ﬂ
Open Project | Create Mew Project

Froject Location:
Ci\UsersiDocumentsiMew Unity Project 1

Impart the following packages:

Character Controller, unityPackage -
Glass Refraction (Pro Onby),unityPackage
Image Effects (Pra Only).unityPackage
Light Cankies.unityPackage

Light Flares, unityPackage

Particles. unityPackage

Physic Materials, unityPackage i
== .

4 n 2

m

Ewkéva 3.15 Mapadupo tou Project Wizard yia tnv énuoupyia veou project
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3.6.2 Anuovpyia wepifaiiovrog

ZTO MPWTO OTASLO AVATITUENG TNG EQAPLOYNS, SlApop@wONKe KATAAANAX TO
TepLBaAdov TTdvw oto omolo Ba pmopovoe va tomoBetnBel To povoeio Kal Ta
otolxela Tov mepLaAiovTa xwpou.

Apxwd TomoBetnOnke éva Directional Light otnv oknv1 ov TpocopolwveL TO
PWG TOV NALOV KL TTAPAUETPOTIOMONKE, WOTE Vv STIUIOVPYEL ATTAAEG OKLEG OTA
avTikeipeva ™¢ oknvneG. Akoua, amd to medio Draw Halo emiAéxBnke Sun otnv
Alota tovu Falre, wote 1o @w¢ va dnpovpyel Eva e@é Adudmg yopw tov.

Draw Halo v
Flare + 5un

Render Mode Auto
Cull g Ewverything

Lightmapping Auto

Sxnua 3.13 Eqapuoyn tou Draw Halo yia tnv ansikovion e@é Aauying touv nAtov

Ztnv dnuovpyia tov Terrain ypnowomombnkav ta epyaiela tov editor yio
TNV TMPOCAPUOYN TNG VPNG Tou €8d@oug, TNV Snuovpyla ypaotdlov Kol thv
ATIELKOVLIOT LEPLIKWV OEVIPWV O€ KATIOLX OMUEl0t SLHUOPQPWVOVTG TOV TIPOAVALO
XWPO TOV povceiov.

Ewkova 3.16 Ataudppwon tou terrain
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[la ™v Onuwovpyla Skybox xpnowpomombnkav €61 Tunpata omd pa
EWTOYpA@lX LEYAANG aVAAVOTG OTIOV amElKOoVI(eTaL 0 ovpavag. TomoBetnONKav
KATAAANAa ot mAsvpég tou skybox material kat otn ovvéxeln autd
TPOcApPUOoTNKE 0TOV Renderer tng oknvig.

Ewova 3.17 Xprion ELKOVWV OTNV QIELKOVLON TOU oUpdviou JoAou

3.6.3 Elcaywyn HovtéAwv

‘OAa Ta pHOVTEAM €KELVA TIOU XPELACTNKE VA CUUTEPIAN@OOUV 0TV OoKNvY
pwovtedomomOnkav kat amodnkevtnkav cav fbx files otov @dakedlo Assets Tov
Project. Ta povtéAda Ta oTola TapapéVouv otabepd GTOV XWPO, OTIWG ELVAL VLo
TAPASELYUA TO KTIPLO TOU povoeiov, dAwbnkav cav Static avtikeipeva otnv
Teploxn tou Inspector. EmimpocBétweg, epapuootnkav collides ota povteda
omov Ba pmopovoe va TPOkANOel ema@ HETAEY AUTWV KAl KATOLOL GAAOL
QVTIKELUEVOU.

Apxwd TtomoBetnBnke TO KTiplO TOU
HOVOEOV OTN OKNVY, TPOCAPUOLOVTAS TO
OTNV avAaAoyn KAlpaka pe TO TEPLBAAAOV.
Mmpootd TOU TOMOBETNONKE M KUKALKY)
OKOAQ Kol S(mAa NG Ul PAUTIA YIX TNV
mpocfacm otV elcodo Tov povoeiov.

Ewkova 3.18 Eicaywyn Tou pouaoeiou atn oknvi
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ZTNV oLVEXELX SLAUOPPWONKE TIEPALTEPW
0 TPOAVALOG XWPOG, TOTOOETWVTAG TNV
KEVTPLKN] TUAN Kol KATOLOUG TO(XOoUG Ao
Cubes yUpw amdé TO povceld WOTE v
TepLOPLoTEL N SuvatoTnTa mepuIynong £Ew
amd auTOV Tov Ywpo. Emiong, xpnowwomot-
NOnkav Planes pe TPOCAPUOCUEVEG VPEG
TIAV® TOUG YL TNV ATELKOVIOT TOU SATESOU.

AxolovOnOnke n WBa Swadikaocia, xpnot-
nuomolwvtag Planes yia tv amekovion twv
SATMESWV KAL OTO E0WTEPIKO TOV POVOELOV,
EKTOG TO TATWLX TOV TIPWTOV 0pAPOV, OTIOV
€xel TpooappootTel NN vEN KATA TNV
Sidikacia ™G povtedomoinong.

A@oVy oAoKANPWONKE TO KOUUATL TOU
A@POPA TO KTIPLaKO UEPOG, TOTOOETONKAV
TA HOVTEAQ TIOU amelkovi(ouv ta Slagopa
ekBépata. Kamola amd avuta xpeldotnke va
TomoBetnBovv MAvw o€ BAGELS OTIG OTIOLES
Xpnowomoménkav ETOHX  GYNUATH  TOU
Unity 6twg Cubes kat Cylinders.

Ewkova 3.20 Anuioupyia Samédbwv kat mpooapuoyn
U@WV NAvVw ToUg

Ewkova 3.21 Eicaywyn Kat Tono9€tnon eKSEUATWY O0To
EOWTEPLKO TOU UOUCEIOU
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Télog, o1 TOomMOBETNON TWV HOVTEAWY
OTN OKNVN] OUUTEPUANEONKE Kol 1
Eloaywyn Tou yapaktipa (avatar) tou
omiov M avamtuln TepLypaeTal oTo
Tponyovuevo  kKe@dAao. Omwg Oa
avaAvBel oTIC TTApAKATW OeASeG, pEoQ
amod autdov, 0 XPNoTNG pmopel va KivnOel
Kol va epnyn0el otov xwpo, kabwg Kal
va oaAnAemidpaoel pe  ta  Sla@opa

avT lKS[HEV(X. Ewdva 3.22 Etoaywyn Kot Tonod€Tnor Tou XapaKtipo
otn oknvn

3.6.4 Elocaywyn 6TOXELWY W TLOUOD

[la TNV amekovion Twv TNYWV @WTIOHOV GTOUG XWPOUS TOU Houceiov
AVATITUXONKOV KoL Xp1oloTomOnkav poviéda, 0mws AAuTeS tolyov, spot lights
KOl AGUTIEG OPOPT|G.

Ewkova 3.23 MovtéAa rou Snuioupyndnkav Kat xpnotiuonotidnKay yio tnv aneLkovion nnywv @wWTloUoU

Ta povtéda autd tomoBemBnkav ota Sld@opa UEPT TOU HOVCEIOV, WOTE va
vTapyxeL n Pevdaiobnon OTL TO PWE TTAPAYETAL HECA ATIO TOUG AXUTITIPES TTOV
TEPLEYOVV. XTNV amMOS00N @WTIOHOV OTOUG XWPOUG TOU  HOUCEloV
xpnowomomdnkav dvo eldwv lights, SpotLights kot PointLights.
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Ye k&Be aiBovoa tomoBetnOnKe €va TOUAGXLOTOV OTOLXEID PWTIONOV, EVW
EMMAEOV OTOLXEld XprouoTOMONKAY 0€ CUYKEKPLUEVA €KOEHATA, Yo TNV
KAAUTEPT ATO800T @WTIOUOV GE AUTA.

Ewkova 3.24 Anuioupyia qwTIOUOU O eKFEuata

IV opo@1 NG KeVIPlknG aibovoag Tou pouvoeiov, amelkoviletal €vag
yuaAwog 06Aog. Xtn mpoomabela va SnuovpynBel 1 Pevdalobnon g
ELOAYWYNG TOU NALAKOU WTOG peca otnv aibovoa, tomobetnOnkav lights pe
ETIAEYUEVA EQE, WOTE VA ATELKOVIOUV [La LOP@T) TG AAUYMG GTO XWPO.

Ewkova 3.25 Anuioupyia @é Aauyng tou 96Aovu tne¢ KeVvTpikng aidovoag

Mruyiakn diatpipr) MmoAwvdkn Kwv/vou Page 113



KE®AANAIO 3 3D APPLICATION BUILDING

3.6.5 Ameikovion kivnong kat Siayeipion animation.

Ma va pmopéoel Tto avatar Tov E€l0Ayaue oTn okKnvny va daypaPel pia
LETAK(VIOT OTO YWPO TOU VA EAEYXETAL ATO TOV XPNOoTN, Snulovpyndnke Eva
apxelo KWSKa oV TPOoEEPEL avutn T duvvatomnta. [lpwv amd avtd Ouwg
émpeme va eloaybel oto yapakmmpa eva CharacterController cvotnua amo ta
epyadela touv Unity To oTolo €mLTPEMEL TOV €AgyX0 TNG Kiviiong péoa amo
KAaowkd buttons Tov TANKTPOAOYiOUL IOV XPNOLLOTIOLOVVTUL OE TIOAAEG TETOLOV
eldovg eapuoyég(W/Front, S/Back, A/Left, D/Right). Emiong, mapéyovtat kat
aAleg mapauetpol péoa amo standard petaBAntég TOL MAPEYOVTAL ATIO ETOLUA
apyela KwdKa.

Sxnua 3.14 Mapauetpot tou Character Controller

To apxelo kwdka Tov ouvvtaybnke xpnolpomolel  oTOLElX  TOU
CharacterController katd tv Swadikacio ektéAeong, ywa v amoédoon TNG
LETAKIVIOTG TOU QVTIKELUEVOU GTNV CKNVT).

1ReaControllerjs

wvar speed = 3.0; -
var gravity = 20.0;

var smoothSpeed = 10.0;
var smoothDirection = 10.0;

private var moveDirection = Yector3.zero;
private var verticalSpeed = 0.0;
private var moveSpeed = 0.0;

private var grounded : boolean = false;
private var IsRunning :boolean = false;
private var targetangle = 0.0;

m

@script ReguireComponent{CharacterController)
£ H Euvaptnon Awake amoTumuvel To SITYUOUE THE KIVAONS TPOG TT SUMROL
function swake ()
=4t
moveDirection = transform.TransformbDirection{vector3.forward);

H

Mruyiakn diatpipr) MmoAwvdkn Kwv/vou Page 114



KE®AANAIO 3 3D APPLICATION BUILDING

#/H Zuvapmnon UpdateSmoothedMovement Direction ypnmpomoeito yio va
A "mpoakossnE et n kdUEpT pe TO avatar, UOTE va To aroAoUS sl KITd THY KivRan,
function UpdateSmoothedMovementDirection ()

=l
var cameraTransform = Camera.main.transform;
var forward = cameraTransform. TransformDirection{ector3.forward);
forward.y = 0;
forward = forward.normalized;
var right = Yector3(forward.z, 0, -forward.x); AN
var targetDirection = Input.Getaxis("Horizontal") * right + Input.Getaxis("Vertical"} * forward;
if (targetDirection !'= Vector3.zero)
moveDirection = Vectord.Lerp({moveDirection, targetDirection, smoothDirection * Time.deltaTime);
moveDirection = moveDirection.normalized;
ks
var cursmooth = smoothSpeed * Time.deltaTime; L
if (!grounded)
curSmooth *= 0.5;
¥
if {Input.GetkeyDown("r"Y)
IsRunning = !IsRunning;
if{IsRunning==true)
speed=6.0;
else
speed=3.0;
movespeed = Mathf.Lerp{moveSpeed, targetDirection.magnitude * speed, cursSmooth); b
*

- function Update() {
UpdateSmoothedMovementDirection();

- if (grounded) {
verticalSpeed = 0.0;

¥
/4 Amddoan IhupL'l'rnTm;I
verticalSpeed -= gravity * Time.deltaTime;

var movement = moveDirection * moveSpeed + Yector3 {0, verticalSpeed, 0);
moverment *= Time.deltaTime;

A Hpfan Tuw aTorgsiuy kiviae Tou Charastercontroller

var controller : CharacterController = GetComponent{CharacterController);
var flags = controller.Move{movement);

grounded = (flags 8 CollisionFlags.CollidedBelow) 1= 0;

mn

transform.rotation = Quaternion.LookRotation{moveDirection);

¥
#/ H GetSpeed ematpipe Thy ToxlTTE THE KivRang
—function GetSpeed () {
return moveSpeed;

¥

APH BetDirection emioTpdpal To SITUOUT THE Kivnang
- function GetDirection () {
return moveDirection;

¥

< m | F

Ewova 3.26 Script yia tov €Agyxo tnG Kivnong Tou XapaKTipa
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v avdmtuén tou animation Tou Yapaktnpa Kata TNV Sadikacia NG
HovteAomoinong, dnuovpyntnkav TPELS KATAoTACELS Kiviiongs. H mpwn, agopd
NV Kataotaon avapovis (wait) tov yapaxktipa, SnAadn tmv kivnomn mov Kavel o
XOPOUKTIPOG AVA KATIOLO XPOVIKA SLACTIHATA, OTAV 0 XP1OTNG OEV XPNCLUOTIOLEL
TO MANKTPOAOYL0. H 8e0tepn, aopd tov Bnuatiopd(walk) mov ektedeital kata
TNV KIvnom Tou XapakKTpa Tpog Ta eUmpogs. H teAevtaia, ag@opd tv Kataotaon
TpeSLaTOC (run) TOL YAPAKTNPA LUE YPNYOPOTEPO PNUATIONO KATA TNV Kivnom.

Méow touv Unity To animation Tov amoteAeite amd QUTEG TIG TPELS
KATAOTAOCELG, XWPIOTNKE O€ EMUEPOVS TUHATA. Me TV Xprion Kwdika S60nke 1
SLVATOTNTA VA EKTEAE(TAL TO KGAOE TUUA TOV animation EexwploTd, avaioya pe
NV Katdotaon otV omola Bploketal To avatar o€ cUVOVACUO PE TOV EAEYYXO
QIO TOV XPNOTN.

;ReaAnimation.js|

var landBounceTime = 0.6; -

function Start )
-1
A/ 0piTe oha Ta animation oz loop mode
animation.wraphMode = WrapMode.Loop;

¥

function Update ()
1
A Kahs) oTorgsla omo To apxein Realontraller
var marioController : ReaController = GetComponent{ReaController);
var currentSpeed = reaController.GetSpeed();

m

A AMITE THY SKTEAZON ToU animation o ahoyd pe Ty

A/ waT aoTaon Tou avatar ono Tow ehfy¥o TOU XpRaTh

if (currentSpeed > 0.1}

= 1

if (currentSpeed > 3)
animation.CrossFade{"run");

else
animation.CrossFade{"walk");

ke

else
animation.CrossFade{"wait");

Ewkova 3.27 Script yia tnv diaxeipion twv animation tou yapaktipa
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3.6.7 AAAnAemidpaon pueta& povtéAwv

3.6.7.1 Eupavion meptypa@i¢ ekOsudtwv

TNV €@APUOYT, €KTOG ATO TNV TEPUIYNOTN TOU XAPOAKTINPA OTO XWPO TOU
Hovoelov, Snuovpyndnke o SLaSpACTIKY SLUVATOTNTA YLt TNV EUPAVIOT TNG
TEPLYPAPNS kKABe exkBéuatog Eexwplotd poOAlG to avatar [Bpebel oe pikpn
amooTtaon omé outd. ['a aut) TN TPOOCEYYLoN XPELWAOTNKE OoPXIKA VA
dnuovpynBel pa swdva/texture otov poAd €vog pop-out mapabupov, Tov va
EU@VI(ETAL OTNV KAPEPH TEPLEXOVTAG OAEG TIC €MOBLUNTEG TANPOPOPIES.
Emtiong, To mapaBupo auvtd Sapop@wOnke €10l WOTE VA TEPLEXEL OTO KEVTPO
Tov éva mini movie clip, Tov va eu@avifel To €kBepa cav TEPLOTPEPOUEVO
QVTIKE(UEVO. AUTO €YLVE PE TNV YPNYOPN EVOAAAYT HLaG dAANAouXiag €LKOVWV
SLaPopeTIKNG ANYMG Yl KaBe avTIKelLEVO, WOTE va @alveTal OTL Snuovpyeltal
éva mini 2d animation clip.

< £
| MINDAN BRONZE GROUP OF A BULL AND AN ACHGIAT, B
i 15501450 8C
FOUND ON WESTERN CRETE.

THE IENT CRETE 15 ONE
THIS ARTIST WOULD HAVE WITNESSED MANY TIMES. HE ¢

A FIGURE OF A YOUNG ATHLETE LEAPING OVER
| MID-SOMERSAULT.
THE ARTIST HAS USED A MATERIAL,
o HICH WE DO NOT OFTEN
WITH ART WHICH
A DYNAMIC SCENE.

Ewkova 3.28 Texture ko akoAoudia Lkovwv yLa tnv Snuioupyia Tou mapadupou MEPLYPAPHE TWV EKTEUATWV

0 KW3KAG IOV CUVTAXONKE YA QLT TN AELTOUPYLA EQAPUOCTNKE GE OA TA
EKOEUATA KL APYLKA EAEYXEL TNV ATIOOTAOT TOV avatar amd eva avTikeipevo. Av
EXEL TNV KATAAANAT TLuT) TOTE gp@avidel otnv 006vn N6 kapepag éva GUI button,
“Examine”. Mg v €mA0Yy1 TOL eu@avifeTtal To texture, cupmEPAAUPAVOUEVOY
TOV sequence animation kat evog “Close” button. O teppuatiopds Tov TapadVpov
umopel va yivel amo to “Close” button 1 amopakpvovtag Tov XApoKT)pa Ao TO
QVTIKEIPEVO.
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1 exhibits calliderjs *

#f TawaSeript -
var other : Transform;

var closeDistance = 3.0;

var coll : boolean = false;

var coll2 : boolean = falsg;

var aTexture : Texture;

var MyGUlalpha = 0.0;

var _typedTextures @ Texture2D[] ;
var _displayed : int = 0;

var startCount : int;
var stopCount :

m

—function Update) {
#¢ Badyye! Ty @UOOT ooy Tou avatar ano To oeTiksipeva

- if {other) {
var sgrlen = {other.position - transform.position).sqriagnitude;
if{ sgrLen < closebDistance*closeDistance )
coll=true;

= else{
coll=false;
collz=false;
_displayed=0;
_typedTextures=null;}

A BAnpoupyel svoy mivaks ond textures 32 Bigeuwy,
. if {coll2==true) {

var i :int;
_typedTextures = new Texture2D[32];

A Tpifel Tov Tivakd g Ta kaT@hinAa textures ono Tov yikeAo resources
= for { i = 0;i « _typedTextures.Length; i++){

_typedTextures[i]=Resources.Load{{i+startCount).ToString{));

¥

A Anpioupyel S peTpHTR TOU TvakT

= if {_typedTextures 1= null 88 _typedTextures.Length>=0){

_displayed++; i
= if {_displayed »= _typedTextures.Length){

_displayed = 0;

A¢ Méoa ond Thy ouwdptnan OnBUT eppavifovta Ta BUT Buttons ko Ta Textures atry kipepa
—function OnGUI {) {
—if {coll==true){
- if {GUL.Button {Rect {{Screen.width/2)+360,Screen.height/2,100,50), "examine")) { O
coll2=true;

}
- if{collz==true){
GULDrawTexture{Rect({Screen.widthf2)+50,5creen.height /13,
{Screen.width/2)-160,5creen.height-280), aTexture);

A7 EppaiTer Trv chandouxic Twy sikdvwy Tou animation clip @v@hoya pe Tov PETPATH Tou Tivaka
- if {_typedTextures 1= null 8& _typedTextures.Length > 0){
GUI.DrawTexture{new Rect{{Screen.width/2)+306,{Screen.height/13)+ 117,288, 203),
_typedTextures[_displayed], ScaleMode.StretchTaFill, true);

mn

- if {(GUI.Button {Rect ({Screen.width/2)+368,{Screen.height /12)+717,100,50), "Close")) €
coll2=false;
coll=false;
_displayed=0;
_typedTextures=null;

e

4| 1 | +

Ewkova 3.29 Script yia tTnv EU@avion tou napadupou IEPLYPAPHE TWV EKIEUATWY
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3.6.7.2 Asttovpyia aveAkvotipa

H Aettovpyla Tou aveAkvotipa TpaypatoTmoLeltal pe tnv xpnon colliders mov
TPOKAAOVUVTAL AVAUESA GE AUTOV KAL OTOV XUAPAKTNPA. LTIV TPOCEYYLOT QUTN
xpnowomombnkav Cubes otov poAd twv triggered avtikewwévwy ToOUL
aAAnAemiSpoVv pe to avatar. Apxikd Ta cubes mapapeTpoTOMONKAV WOTE VA
unv @aivovtal otn oknvny. AVo cubes TomoBeTONKAV UTIPOOTA OTIS ELGOS0UG
TOU OVEAKUOTNPA OTO LOOYELD KAL OTO TIPWTO OPOPO avTioTolya. AUuTO £XEL
okomd va SnulovpynBel oVykpouon (collision) kat va avoi&el avtopata 1
€lo0060¢ tov elevator kaBwg To MANCLACEL 0 XAPAKTNPAG. ME TNV ATOUAKPLVOT)
TOV aTO TO oNUElo, N €l0080G €XEL TIPOYPAUUATIOTEL va KALvEL Eava Emelta amd
oplopévo xpovo. ‘Eva tpito cube tomoBetOnke HEGA OTOV AVEAKLOTIPA, WOTE
LE TNV CUYKPOUOT ATO TOV XopaKTpa Tov Ba €xel eloéABel péoa oto BaAapo,
va aAAGEel otadiaka to Transform position Tov BaAdpov TPog Ta EMAVW 1) KATW
availoya pe TNV apxlkn Tov Béon. T va pTMOopEcEL 0 XAPAKTNPAS VA
akoAovBnoel TNV aAdayn B€ong tou elevator mpémel va petatpanel o€ child tov
BaAdpov. ‘Emelta, kKabwg amoywpetl amd to aocavoep Ba xpelaoTel va avalpedei 1
TLPONYOULEVT] LETATPOTIN KAL VX ETIAVEABEL GTNV TIPOTEPA KATACTAON.

Ewova 3.30 Xprion Cubes oti§ EL0080UG Kail TO EOWTEPLKO Tou elevator yia tov éAcyxo Aettoupyiag
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1 elevator_UpDown.js ™

static wvar eleswitch : int; -
var trigger : int=1;
var Player: Transform;

var LDoor @ Transfarm;
var RDoor @ Transform;
var drspeed : int = 2;
var tol : Vectaor3;
var to2 @ Vectord;
var froml : Yectar3;
var fromz @ Yector3;

var eleclosed : boolean = true;
var eleopen : boolean = falzse;
var ele : boolean=false;

m

/¢#H pifodog OnTriggerStay exredzita doo drgpkel To collision perafd Tou avatar ko Tou Cube,
/¢ mempei Ty peTarpaTn Tou elevator or parent Tou ¥apawTrhpa
— function OnTriggerStay( other : Callider) {

aleswitch= trigger;
Player.parent = nully
ele=true;

¥
A Ehdyra ov o1 mopTeg Tou elevator civm ovolkTég () KASIOTEG KO THE HETRIYE T TAOYT PE THY
A4 waTaoTaom Try ool bpigkoeTo

- function Update(}) {

—if (ele){

— if{eleclosed)q{
if{LDoor.transform.position.z <tol.z)
LDoar.transform.Translate{vector3.up*Time.deltaTime*drspeed);
if{RDoor.transfarm.position.z >to2.z)
ROoor.transform. Translated-vector3.up*Time . .deltaTime*drspeed);
if{{LDoor.transform.position.z>»tal.z 88 RDoor.transform.position.z<to2.z) ||
{LDoor.transform.position.z==tol.z && RDoor.transform.position.z==toZ.z))
check()};
¥

—if{elecpen){
if{LDoor.transform.position.z >froml.z || LDoor.transform.position.z ==froml.z )
LDoor.transfarm. Translate{-Yector3.up*Time.deltaTime*drspeead);
if{RDoor.transform.position.z <from2.z || RDoor.transform.position.z ==from2.z )
ROoar.transform.Translate{Yector3.up®Time.deltaTime*drspeed);
if{{LDoor.transform.position.z< froml.z &8& RDoor.transform.position.z =fromz.z) |1
= (LDoor.transfarm.position.z==from1.z &8& RDoor.transform.position.z==fromz2.z)){

uncheck();

ele=false;

¥

¥

¥ =

¥

/¢ Tlapareivel To kAeioipo Trg sioodon kard 4 sec,
— function check({}{
eleclosed= false;
yield WaitForSeconds{4);
eleopen=true;

¥
/¢ Tlapareivel To @volypd TS 2100don KaTa 4 2ec
— function uncheck{){
eleopen=false;
vield WaitForSeconds{4);
eleclosed=true;
¥ -

< q | i 3

Ewkova 3.31 Script 1 yia tov éAgyyo kat Asttoupyia tou elevator
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1 elavatorlP js * -

var Player : Transform;
var Elevator : Transform;

var to : Yector3;

var from : Vector3;

var elspeed :int = 5;

var boolswitch : elevator_UpDown;
var pass : boolean = false;

var tin : int;

AfH ouvapTnan OnTriggerStay swteheiTa ooo dnpoupysita collision petafl Tou Cube kam Tou avatar
A EhEywel Tr peTaPinTh and o goxeio elevator_UpDown mou Szigvel Thy karaomam Tou eleswiteh
SfAvThoya peTakival Toy BahoIo OTo ©TIOTORD sniﬂeﬁol
—function OnTriggerStay{other : Collider) {
boolswitch= FindObjectofType(elevator_UpDown);
- if(boolswitch.eleswitch == 1)}{
tin=1;
if{pass==true)
- if(Elevatar.transform.position.y < from.y){
print{boolswitch.eleswitch);
Player.parent = Elevatar;
Elevator.transform.Translate{Yector3.up*Time.deltaTime*elspeed);

H

m

H
¥

— function Update{){
if(tin==1)
foa();
else
pass=false;

disable{();
hy
SfAmevepyomonel Ty Asimoupyia Tou elevator peTad ano 6 sec
A O wpdvog mou ¥pel AfeT@ YT via ahATEE Bian)
— function foo(}{
yield WaitForSeconds{a);
pass=true;
T
AfdvaPaier Ty AsiToupyia Tou elevatar yig B zec. Miypn To whsimpo Ty sigddou)
— function disable{}{
—if(tin==1 && pass == trued{
yield WaitForSeconds{5);
tin=0;
pass=false;
¥ | &
} -

4 | 1 | 3

Ewova 3.32 Script 2 yia tov €Acyxo kat Asttoupyia tou elevator
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1 elavatarDOWRLjs ™

var Player : Transform;
var Elevator : Transform;

»

var to : Vectors;

var from : Yector3;

var elspeed : int = 5;

var boolswitch @ elevator_UpDown;
var pass2 : boolean = false;

var tinZ : int;

AH auvapThan OnTriggerStay skrTsaziTa dgo dnpioupysita collizion peTadd Tou fube ko Tou avad
£ Badywel Thy peTaPanTh and to apkeio elevatar_UpDawn mou daigval Try kardomao Tou eleswit
A AvThoya peTakivel Tov Bahaquo oTo ovTioToiyo eTimado,

— function OnTriggerStay{other : Collider) {
boolswitch= FindObjectOfType{elevator_UpDown);

-  if{boolswitch.eleswitch == 2){
tin2=2;
if{passZ==true)
- if(Elevator.transform.position.y >to.y){
print{boolswitch.eleswitch);
Player.parent = Elevator;
Elewvator.transform.Translate{-vector3.up*Time.deltaTime*elspeed);

¥

m

¥
¥

— function Update(){

if(tin2==2)

foo();

else

pass2=false;

disable{);

hy

AfAmevepyononal Thy Asimoupyiac Tou elevator peTd and @ sec

A7 0 wpovor Tou wpeialeTm yia v abhabel Seom)
- function foo{){

yield WaitForSeconds{g);

passZ=true;

|}

FiAvap@her Ty deimoupyia Tou elevator yia B zec.[ Mexp To whelmpo Tng 2ioodou)
— function disable{}{
—if(tin2==2 && pass2 == true){

yield WaitForSeconds{5);

tin2=0;

pass2=falsge; A

T

} -

1 | 1 | 3

Ewova 3.33 Script 3 yia tov €Acyxo kat Asttoupyia tou elevator
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3.7 Tips

OpLOUEVEG OPEG, N ATTOS00T TEPLOGOTEPNG PEAALCTIKOTNTAG KAL 1) OXVAYK)
efolkovounong mMOPwWV TOU OLUOTNUATOG o€ plx 3d e@apuoyn, Snulovpyouvv
(NTNUATA TIOV TIPETEL VA AVTIUETWTLOO0VV UE TOV KaAAlTeEpO SuvaTto TPOTOo. Mia
PEAALOTIKI] OKNVT] XPELALETAL APKETN AETTTOUEPEL O ETTITIESO TIEPLBAAAOVTOG KOl
HLOVTEAWYV, KATAAANAO @WTIOUO KL GE GUVSVAGUO LE TNV XPNOT TEPITTAOKWY Kol
HEYOAWV apxelwv Kwdika pmopolv va dnuovpyncovy kabuotépnon Kata Ty
Stdpkela TG ektéAeonS NG 'autd Sivovtal TApaAKATW OPLOPEVEG GUUBOVAESG
Yl va amo@euxBoUv TETOL0U €l60U¢ KATAGTACELS KL GUVAUA Va STLovpyElTaL
TO KaAA(TEPO SUVATO ATOTEAEG AL

3.7.1 Xprjon Low Poly povtéiwv

Ta povtéda mouv TePLEYOLV €vav pHEYGAO aplOpud ToAvywvwv Ypeldlovtal
TEPLOGOTEPO XPOVO Yla va yivouv render amd €vav emegepyaotn). H xpnon
HOVTEAWV TOV amoTeAovvVTal amd Atyotepa moAvywva ( low poly molels ) elvat
Ll KOAT AVoT), GAAQ LELWVETAL ATTOS00T) OTNV ATEIKOVLIOT AeTtTopépeLlag. I'a va
umopéoel va amodobel 1 Aemtopépela ov xpeldletal o €va low poly model,
XPELWAZETAL VA EQAPLOCTOVV TIAVW TOV VPEG LE TNV Xprion xaptwv(maps) mov va
QTOTUTIWVOUV TIAVW OTO HOVTEAO OTOLXELN OTIWG OKLAOELS, AAUPELS, E0OXES ,
TPOELOXEG, XPWUATIKEG Slaffabuicel KTA. TOUL OTNV TPAYUATIKOTNTA &V
vmapyxovv, dAAa Sivetal 1 Pevdaiobnon OTL amoTeAOVV HEPOG TOU HOVTEAOV.
Kamowa amé ta maps mou TapéYouv TETOOL €l60VG SuvatdTNTES E€lval Ta
Normal maps, ta Alpha maps kat ta« Bump maps.

Ewkova 3.34 Xprion Normal,Alpha kot Bump otnv ansikovion twv paAAiwv touv avatar
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3.7.2 Xpnon Light Maps

H dnpovpyta Lightmap xaptwv xpnolomololvTaL 6TV ATEKOVION TWV OKLWOV
TWV HOVTEAWV OE OXEOT UE TIG PWTELWVEG TNYES OV XAANAETISPOUV pE QUTO.
Emeidn o xpovog mov amattelte ylx va yivel render pa 3d eikova oxetiletal pe
TNV @WTEWVOTNTA KL TIG OKLEG IOV EKTEUTOVTAL OE [l oknvr, 11 xpnon light
maps PEATIWVEL KATA TTOAD auTOV ToVv Xpovo. Evag tétolog xdptng otnv ovoia
QIO TUTIWVEL TNV OKLA KL TNV QWTEVOTNTA TOU AVTIKELLEVOU GTNV OKNVI] 0OV va
elval HEPOG TNV VPTG TTOV £xeL e@appooTel. 'ETol o pa tplodidotatn e@apuoyn
LTapxeL 1 SuvatdéTTa va avamtuyxBel PEAAOTIKOS @WTIONOG, XWPIS va
EMBAPVVETAL O EMEEEPYATTNG LLE ETILTTAEOV TIAN|POPOPLES KaL Slepyaaieg.

Ewkova 3.35 Xpnon LightMap yia tTnv anodoon @wtewvotntag

3.7.3 E€okovounon 6ykov deSopévwy atmd tny xpnon textures.

Y& TMOAEG TEPIMTWOELS XPELdleTal va xpnolpomombolv textures yiax Tov
XPWUATIONO KATOLWV AVTIKELEVWV O€ Pl Tplodlaotatn e@appoyn. H xpnon
LG EIKOVAG LEYAANG aVAALONG YLIA TNV TIPOCAPLOYT| VPTG UTTOPEL va ETILRApUVEL
TO ovoTnua pe meplttd Sdedopeva. I'a mapadelypa eva avtikelpevo pmopel va
EXEL €VA LKAVOTIOMTIKO OTOTEAECHUN HE TNV XPNON VLVENG HEYAAOUL OYKOU
deSopevwy, aAAG Ba umopoLoe va £XEL €§l00V LKAVOTIOTIKA ATIOTEAECUATA UE
™MV XPNo1M VENG TOAD HKPOTEPOU OYKoU dedopévwy. I'evikdTepa HOVTEAX T
OTIolot UTIAPYOLVV O€ Eva TPLOSLACTATO XWPO TPETEL v afloAoyoLVTaL avaAoya
LE TNV OLXVOTNTA , TO HEYEDOG KAL TNV ONUAVTIIKOTNTA EUPAVLIOTG TOUG OTNV
OKNVY), WOTE Vva TpPooapudlovtal TAVW TOUG OVAAOYEG VEES TOU Oa
QTELKOVI{OUV HEYAAVTEPT 1] ULKPOTEPT) AETITOUEPELAL.
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EmtiAoyog

['a v mapovoa epyacio XPELAOTNKAV EMTA UNVEG EVTATIKNG KAl TTOAVWPNS
EVAOXOAN 0TS KL EPEVVAS YL TNV SlekTepaiwon TG Méoa amo TIg SUVATOTNTES
IOV TTAPEXEL TO SLASIKTVO, CUAAEKTIKAV OTOLYELA OTIWG ELKOVES KL TIAN|POPOPILES
oV Bonbnoav otnv avamtuin kat mapovoioon Twv ekBepdtwv. 'a v opON
XPNON TWV TPOYPAUUATWV TIOU OULVERXAQV OTNV VAOTOIMON QUTNG TNG
EQEAPUOYNG, ONUIOLPYNONKE 1 AVAYKN HEAEING TWV TEXVIKWV KAL TWV
SLUVATOTNTWY TOU TIPOCPEPOVTAL ATIO TH TMPOYPAUUATH OUTA, ETOL WOTE VA
EQAPUOOTOVV UE TOV KAAUTEPO SuvaTO TPOTO Kol VA AMOSWOOVV TO TAPOV
QTIOTEAEC UL

To ""Minoan Age exibits”” Ba pmopovoe va amevbBUVETAL 0 ATOUA TIOV
eMOLIOVVY VA YVwPIloouv 1 va HABoUV TIEPLOGOTEPU CYXETIKA UE TNV LoTOPla Kol
NV KOUATOUpa Twv apyxaiwv Kpntwv. Méca amd éva meplBaAAlov yepdto
XPWUATA KOl QVTIKE(UEVA TIOU TPOKAAOUV TO eVSLA@EPOV TOU XPNOTH,
TPOoE@EPETAL 1 SUVATOTNTA EMAOYWV HECOU TNG SASPACTIKOTNTAG, OTIOU
UTopel KATOLOG UE SLAOCKESACTIKO TPOTIO VO EUTTAOUTIOEL TIG YVWOELG TOV.

Me TIG KATAAANAEG TPOTOTOW|OELS KOl TPOEKTACELS, QAUTH 1 €@appoyn Ba
UTTOPOVOE VA ATOKTIOEL PUXAYWYIKO XUPAKTPA TIUPATEUTIOVTAG TTIEPLOCOTEPO
o€ 3D mayvidL TPoo@PEPOVTUG TTAPAAANAX YVWOELS TIOU (LOPOVV TOV ULVWLIKO 1)
KOl GAAOVG TTOALTLIOUOVG.
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