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Abstract

The subject of the present thesis is the creation of a horror-type video game using Unity.
The main goal of this thesis is the production of high-quality graphics. While working on the
project, a variety of software is used, such as Blender for modelling and UV mapping,
Substance Painter for texturing and Unity 2019.3 HDRP for the materials, effects post-
processing and rendering. In the present thesis, all the needed technologies to produce the
visuals are described as well as the workflow and the software that was used and why. Even
though the main goal is the creation of the visuals of the game, algorithms for the player’s
movement and interaction with dynamic objects were developed as well as sound effects
wherever necessary.



2ovoyn

To Bépa g Tapodoag TTVY KNG epyaciog elval n dnuovpyio EVOG TarvIdov TPOLOV
pe v ypnon tov Unity. O Bacikdg 6TOYOG TNG TTLYLOKNG EpYAciag lval 1 Tapoy®yn VYNANG
TOLOTNTOC YPOPIKAOV Y10 TOYVIolo. XT0 TAOIGLO TNG TTUYIOKNG EPYACING XPNOILOTOIOVVTOL TO
nopakato epyoreio To Blender yio poviehomoinon kot dnuovpyic UV Maps, to Substance
Painter yio v mopaywyn tov texture kot to Unity 2019.3 HDRP yw v onpiovpyio twv
materials, effects kot to TeMkd rendering. Xtnv cuvéyela TEPLYPAPOVTOL Ol TEYVOAOYIEG TOV
YPELLCTNKOAY Y10 TV OVATTUEN TOV YPUPIKAOV, TPOTOL Y10 TNV TOPOY®YN PEOMOTIKOV LOVTEL®DY
KOl GKNVOV, KOO®G Kot T0L AOYIGHUIKE TTOL PNGLOTOL0VVTOL KOl O AOYOG TOV YPT|GLLOTOLOVVTAL.
I'ivovton emiong avagopég oty pebodoroyion mov axorovbeitor yio va emtevydel 10 TEAMKO
amotédleopa. [Tapdro mov o Pacikdg 6TdY0g ival N dNUIOVPYIN TOV OTTIKMV TOV TOLY VIS0V,
avantOceovToL Kot eptypdeovtal factkol alyopBpot yio v Kivnon tov maiytn aAAd Kot TV
AAANAETIOPOGT TOV [E SUVOIKE HLOVTELD, KOOMG Kot NYNTIKA £pE OOV NTOV ATOPAiTNTO.
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1 I'paeikd vroAoyloTOV

1.1 To Bacikd TV ypopiK®V DITOAOYICTOV

Ta ypagikd (Computer Graphics 1 CG) eivar évag emotnUOVIKOS KAAOOG TNG
TANPOPOPIKNG TOL CPOPA TNV ONTIKN AVATOPACTACT] EIKOVOV, oynuatwyv, Bivteo, demoapnv
YPNOTN-VTOAOYIOTH OALG KOl OESOUEVOV. KOOGS TMV YPOPIK®V £lval dMGOVV GTOV TEAMKO
YPNOTN o TANpOoPopia.

Ta ypoapucd £xovv PUmel Y10, To KaAd 6€ TOAAOVS TOTTOVS TOAVUEC MV KOl EPAPLOYDV OGS
touvieg, animation, motyviowo, dtaenpicelg kabwg ko ot CAD. T'a avtd to Adyo vapyovv
TOAEG VEeG TEXVOAOYiEG Yoo TNV dnuovpyio Kot EMeEEPYOCion YPOAPIKOV HE TNV HOPON
e€eldKeEVIEVOV AOYICUIK®OVY, OV TOKIAOLV OvAAOYO TOV TOMO TV YPOPIK®V, T.X. OTANL
Aoylopukd  emeEepyaciog €KOVAG, AOYIOUIKE TPIOOAGTATNG HOVIEAOTOINONG OAAGL Ko
oLVOLOC OGS TOAADVY TUTT®V. (['pagikd Yroroyiotdv, n.d.)

1.2 TOmol ypoapikdV vTOAOYIoTI

Avodudotata ypa@ikd (2D Graphics) : Ta 2D ypaeikd avomapiotodv aniés ikdveg
Vo dwotdoewv oty 006vn pog cvokeuns. Eeapuodlovion yuoo v dnuovpyio dtemapav
YPNOTN-VTOAOYIGTH GAAL Ko Yoo elKovoypapnoelg Pipiiov Kabadg kot yioo v dnpovpyia
ATAOVGTEPMV KIVOLUEVOV GYEOIMV.

Tproowdotato ypogwd (3D Graphics) : Tpioddotata ypoeiKd ovamaplioToLV
avTIKEIHEVO TPV OlooTdoe®my ot 000veg ynoelokdv cvokev®dv. To yeyovog Ot 1
OVOTOPACTACT]  XPNOOTOlEl TPES OoTACES Ta KOOOTA TEPIGGOTEPO  PEUMOTIKAL.
Xpnowonotel pobnpoticods THmovg Kot adyopiBovg ce éva GUGTNO GUVTETOYUEVOV TPLOV
dotdoewv. XpNGILOTO0VVTOL EKTEVMS GTO TOLY VIOl VEUS YEVIAG OAAG Kol GE Touvieg Ommg
Kot otV ewovikn mpaypatikotnta (VR). Katnyopromolovvtor ce dvo €idm, ota ototikd
YPOPLKA VITOAOYIGTY| KOl GTO YPAPIKEL TPOLYLOTUKOD YPOVOU.

To otaTiKd 7YpOQIKA VTOAOYIGTY] OMOTEAOVVIOL OO OKNVEG 7OV  TEPLEXOLV
OVTIKEIHEVO, QOTIGUO Kol YpoOpa. Avtd to ypaeikd givor mpoimoAoylopéva Kot Tpo
enefepyacpéva. Anhaodn 1o TeEMKO amoTéAECHO IVOL GTOTIKO Kot OV amOdIOETAL TNV MPOL TNG
EKTEAEONC TNG EPAPLOYNG. AgV givat d10-OpaCTIKA EPOCOV GTNV ovGia givar apyeia Bivieo mov
Exouv amodnkevtel amd To AOYICUIKO TOV TOL £XEL ONULOVPYNOEL.

To ypa@ikd mpaypatikod ypoévov civor oknvég pe avtikeipeva tomobetnuéva og
KAMOlEG GLVTETOYUEVEG €VOC YMOPOov TPV Olactdoewv. H dwwpopd tovg eivan 6t
AVaTOPIcTAVTOL KATA TNV S1apKELd EKTEAEONS oL EpapoyNS. Ta ypapikd evog Toyvidio véag
YEVIOG €lvo Ypopikd paypatikov ypovov. Eival mo amoutntikd og mOpovg apov amottovy Ty
YPNOMN TOV EMEEEPYOOTN KoL TNG KAPTAG YPAPIKAOV. [l v mpoPoin tovg givar avoaykaio M
YPNOT LG UNYOVIG TPy LATIKOD YpOVOL 1 piag watyvidounyavng. Texvoloyieg avoykaieg yio
NV dnovpyio VTG TNG Katryopiag ypapikmv stvat fipAodrkeg 0nmg Direct3D kot OpenGL.
(I'pagud Ymoroyiotdv, n.d.)
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2 3D Modelling

2.1 Ta Baoctkd TnC TP16O1AcTATNG LOVIEAOTOINGNG

Xta ypopikd vtoroylotn, povielomoinon o 3D eivar 1 dwodikacio KoTd TV ool
TOPAYETOL UL LOOMLLOTIKY OVOTOPAGTOGT UG OTOLOGONTOTE EMPAVELNG EVOC OVTIKELEVOV
(épyoyov 1 ayvyov) oe tpeig dlaotdoelg pe KAmolo edKeLIEVO Aoyiokd. To amotéleoua
ovopaleton povtéro 3D. O dnuovpyog avtdv tov poviédmv Adyeton 3d artist. 'Eva 3D povtélo
umopet eite va avomapactabei oe dvodidotarn ewdva pe pio Sadwkacio mov Aéyetor 3D
rendering, eite va evoopatwdel oe gpappoyéc mov vmootnpilovv v avaroapdotacn 3D
avTIKEWEVOV, €lte kol va ekTumtmBel amd tprodidotatovg ektvnwtés. H 3D povtelomoinon
yivetoar amd €W0Kd AOYIGUIKA TPLoddoToTNG HovIeAoToinong mov cuvnbwg eival pEPOG
AOYICUIK®V OV TEPLEYOVV TTEPLIGCOTEPQ, TENTO TNG SNULOVPYIONS YPUPIKDV VITOAOYIOTAOV.

2.2 3D Movtélo (3D Model)

‘Eva. povtého 3D eivor pio pofnpotikny  avamopdotacn  €vOg  OTOL0VONTOTE
TPIGOLAGTOTOD OVTIKEUEVOD TOV TPAYLOTIKOD KOGUOL (yuyo 1 Euyuyo) oe éva meptBdilov
3D Moywopkov. Ev avtiBécel pe ta 2D, ta 3D povtéha pmopodv va mpoPfAnbovv ce g1dd
AOYIOUIKA 0O OTOLONTOTE OMTIKY Yovio kabdg kot vo peyebuvbovve, va meptotpagody Kot
VoL ENEEEPYOTTOVV.

2.2.1 TOmor 3D poviéhwv

Ynrdpyovv 600 Bacwkoi tomol 3D poviéhwv mov ypnoyorotovviol otny Plropnyovio
TOLVIOLOV KoL Tovidv. O Kuplotepes SLapopEG TOVG Eival GToV TPOTO TOV ONULOLPYOVVTOL KO
yepilovtol Tapd 6TO TEAKO AMOTEAEGLAL.

NURBS Surface : Mo emedveio NURBS (non-uniform rational basis spline surface)
elvan éva povtédo pe Aela empdvela mov dnuovpyndnke pe v ypnon Bezier kapumolov. o
va dnpovpynBet pie NURBS emdveta, o kaAMtéyvng (xpnoms tov Aoyiopkov) oyxedtalet
dvo 1N meplocldtepeg KoumvAeg otov 3D ydpo, or omoieg pmopodv va yepaywyndovv
petokvovtag “AaPéc” mov ovopdalovior Kopuees xewptopol (control vertices) otovg GEoveg
x,y,Z. To Aoyiopikd mapepPdrer v amdctoon HETaEd TV KOUTOA®V Kol dnpovpyel Eva
mAéypa avéapeosa toug. Or empdveieg NURBS €xovv peyaidtepn pobnpatikny axpifetor ko
GLVETMG (PN CLUOTOIOVVTAL TEPICCOTEPO GTNV ALTOKIVINTORIOUN ) OVICL.

MMoivyoviké povrého (Polygonal Model) : To molvywvikd poviého elvar 1 mo
ocovnBopévn poper 3D povtélov oty Propmyovio towvidv kot woyviolov. To Poacikod
OVTIKEIPEVO €VOG TMOALY®VIKOD HovTéAov givar éva onpueio (vertex), 1o omoio €yel KAmoleg
ocvvtetaypéveg otov 3D ydpo (X, y, z). Otav dvo onueia evobodv 1ote Exovue Eva dxpo (edge)
10 omoio givon pia gvBeia ypopun. Otav tpia 1 meprocdTepa onpeia evwbolv 1dte £xovpue Eva
nolvymvo (polygon). 'Eva moAbymwvo pe tpio onueio (triangle) eivor amiovotepn popon
noAvydvov. Otav éva moAdywvo €xet 4 onueio Aéyetor tetpdymvo tomov (quad). Mo cuiioyn
amd ToAOy®va e Kotva onueia Aéyetal otoryeio (element) 1] aAéypa (mesh). KaOe molvywvo
evog otoyeiov Aéyetan mpoommo (face). (3D Moviehonoinon, n.d.)
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2.3 Face Normals

To Face Normals oeiyvouv v katehBvvon oty omoia Oa eivar opatd éva TpdcmTo
(face) kot eival AmopaiTnNTO YO0 TNV HETOPOPE TOV POTIGHOD KOL TNV OVIYVELOT] TOV OKTIVAOV
tov. Opopéva cuotioTa ¥pnoionotovy vertex normal (onpeiov) yuo peyoaivtepn akpipela
TOV POTIGHOL OUMG £XEL TEPLGGHTEPO KOGTOC TOpv. Kébe face éxel dvo face normals 6pwc 1o
éva Bewpeitar Eyxvpo evd 10 GAro ovoudletan backface (micw emedveln). Xta mo cOyxpova
Aoyopikd pmopet va emAéEeL 0 xpnong edv To backface Ba eivor opatd 1 Oyt

interpolated
normals

\

face normals vertex normal

/

THopaoderyuo. 1 Face Normals

https://www.scratchapixel.com/lessons/3d-basic-rendering/introduction-to-shading/shading-

normals

2.4 Object Primitives

IpoTtoyova avtikeipevo (primitive objects) sivor avtikeipeva mov €yovv Pacikd
oynuata 6mws KOPog, oceaipa, KOAVIPOS KTA. AVTA TO OVTIKEIEVA XPNOLLOTOOVVTOL MG VAL
€0KOAOG TPOTOG VO EEKIVIIGEL O YPNOTNG VO LOVTEAOTOIEL TO AVTIKEILEVO TOV. AQOV EEKIVIOEL
pe 1o Pacikd oyfua mov BEAEL To omoio dnpovpyet To AOYIGUIKO, LETA e S1POPES AetTovpYieg
UTTOPEL VO TO TPOTOTOUCEL KOl VO STULOVPYNGEL KATL EVIEAMG KOvoHPY10.

Hopaderyuo. 2 [lpwtoyova Avtikeiueva

https://docs.blender.org/manual/en/latest/modeling/meshes/primitives.html
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2.5 3D Xwopog (3D Space)

O tpwedudctarog xmpog (3D Space) anoteheiton and Tpelg THEC-TAPAPETPOVS X, Y, Z
(ovvtetayuéveg) ot omoieg elvar avaykaieg ywo va kabopiotel 1 0éom €vog avtikeyévov.
YuvBmg N TN ToL X APOPA TO TAATOC, 1 T TOL Y TO VYOG Kot 1 T Tov z to Bébog. O
d&ovag mov avamaplotd Kabe TN aALAlel amd AetTovpykd g AEITOVPYIKO KAODS GE OpIGUEVQL
pmopeti Kot va tportonomBel amd Tov ypnotn dote vo foievet Tig ovaykes tov. Mia 3D oxknvi
amoteleiton amd éva cuvoro 3D HovTEA®V 6TOV TPLEOIAGTATO YDPO.

Hapaderyuo 3 3D yapog

http://help.autodesk.com/view/MOBPRO/2017/ENU/? guid=GUID-F90A9BF3-1441-
4FB7-AE58-53D73BDDEF6B

2.6 Modeling operations

Ka0Oe mpdypappo povreAomoinong €xet Tig S1kEG ToL AELTOVPYIEG TIG OToieg TO KAOE Eval
vAomotel pe O1apopeTikovg ahyopiBuovs. Yrdpyouv yihddes Asttovpyieg oe KaBe mpdypoppa
®GTOGO GTIV TOAVYWOVIKT LOVIELOTOINGT VITAPYOLY KAamol Pacikd epyaieia Tov Bonbodv Tov
YPNOTN VO OTACEL £VAL TPOTOYOVO AVTIKEILEVO GE VAL TOAD TPOYWPTNLUEVO EMITESO.

Hopaderyua 4Anrog Kopog Topéderyuo 5 3D povtédo and kbfo
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Baowcég Aettovpyiec povteromoinone (Modeling operations) :

Iepupynon otov 3D yopo (View tools). Eivon n facikn Aettovpyio poviehomoinong
EPOCOV YPNOULOTOLEITOL GUVEYELS Y10 VO LITOPEL 0 Y¥PNOTNG VO PAETEL Kol VoL TPOTTOTOLEL
10 TAEYHO Oomd OMOONTOTE OMTIKY, TEPIAOUPAVEL UETOKIVION, TEPIGTPOPY| Ko
ueyébuvvon (drag, rotate, zoom).

Merakivion (Translate). Kabe avtikeipevo €yt éva onpueio mpoélevong (origin point).
Av16 10 onueio ocvvnbwg eivar oto K€vipo g palog aAAd umopet va. tomobetn el
omovonmote 6tov 3D yopo. Otav PLETAKIVEIC VOl OVTIKEILEVO GTNV 0LGIN LETAKIVELG TO
onueio mpoéievong ko poll pe ovtd PeTaKvohVTOL Kol TO. CUEIN TOV TAEYHOTOC
(vertices).

Ieprotpoen (Rotate). Kdbe avtuceipevo pmopetl vo mepiotpapel dote va €xel v
katevbuvon mov Béher o dnuovpydc. H mepiotpoen yivetar emiong omd to onueio
TPOEAEVOTG.

Meyé0vvon — Zpikpoven (Scale). Mia Asttovpyia mov eniong yiveton amd to onueio
npoélevong Kot Bonbaet Tov dnpovpyd vo LEYOAMDGEL 1] VO, LUKPOVEL EVOL AVTIKEILEVO.

Agrtovpyieg Tpomomoinong mAEYLATOG

Mertoakivnon onpeiov, dkpwv, tpocdnmv (vertices, edges, faces).
[TepioTpoen dKkpwV, TPOCHOTWV.
Awypagn onueiov, AKpOV, TPOCHTOV.

Mepkd Bacikd epyaleia :

Knife tool: Mg avtd 10 gpyoieio pmopeic vo mtpochéicelg va Eva 1} Topamdve onueia 6
£va M TOPATOVED AKPOL.

Loop cut: Mg avtd 10 gpyodreio umopel va mpocsBécelc dxpa oe €va 1 TOPOATAVE®
TPOGMTO TPOG Kamolo Katevhuvon.

Add face: Yrdpyein nepintwon va vdpyovv 3 n mapondve onueio mov va oynuotilovv
éva TOAOY®VO aAAG VO UMV VILAPYEL TO TPOCMOTO OV KAVEL TO TOAY®VO opatd. Me
ot ™ Asttovpyia tpootifeTor Eva TPOGOTO GTO TOAVYWOVO

Extrude: Authaciélet ta emieypévo onpeion 0ALL TA KPATAEL CLVOEUEVA GTO TAEYLLOL.
Inset: To epyareio avtd maipvel o eMAEYUEVA TPOCOTO KOl SNUIOVPYEL Lol E1GPOT) GE
avtd pe 10 emAeYUEVO TAY0G Kot PAOog TAvVTO GYETIKO pE T EMAEYUEVO TPOCHOTO
KOO KO GE TEPITAOKO TAEYLOLTAL.

2.7 Non-Destructive Modeling

Mn-katactpo@ikn poviehomoinon (non-destructive modeling) eivor dtav katd v

SlapKEWL TNV HOVTEAOTOINONG 0 KAAMTEYVIG YPNOUOTOIEL EPYALEID TTOV TOL TPOCPEPEL TO
Aoyopikod mote vo eneepydletal To aviikeipevo yopic va To aALALEL TNV TPAYLATIKOTNTA.
"Eto1 pmopet va emiotpéyet og omotodnmote otdoto 0EAEL, dmote BEAEL, Ypriyopa Kot evkora. Ta
EPYOAEIDL TTOV EMTPEMOLY TNV EMITELEN NG UN-KOTAOCTPOPIKNG HOVTIEAOTOINONG Aéyovtan
Tpomomtowmtés (modifiers). Eivor o teyvikn mov ypnoyomoteitor moAd ocvyvd oty
oNuovpyion AVTIKEWEVOVY Yo oy viol kot tovies, Kabmdg TPooPEPEL AMOSOTIKOTNTO KOl
“eAaoTIKOTNTA”. AVTO OV KAVEL TOVG TPOTOTOINTEG TOGO ONUOPIANG lvar 0Tt aAldlovTog
UEPIKEG TOPAUETPOVS UTOPELG VAL KAVELS TEPACTIEG OAANYEC OAAG Kol LIKPEG OTO OVTIKEIUEVO.
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Ot TpomomoMTEG OOPEPOVY OO AELTOVPYIKO GE AEITOVPYIKO MGTOCO KAmolol “standards”
VILAPYOLY G€ OAN KAOADS YPNOULOTOLOVVTOL TTOAD GLYVA.

Ormo Paocikoi modifiers givor o1 e&ng :

e Subdivision Surface Modifier (Sub-surf Modifier): Eivon mBoavotata o mepiocdtepo
YPNOUOTOUEVOS TPOTOTOUTNG, APOV GOV JIVEL TNV SLVATOTNTA VO LOVIEAOTOGELG
nepimhokeg Aetec empdveleg pe amAd kot low-poly (youniod apibpd moivymdvov)
TAEYpoTe. Avtod Kavel TV OlodIKacion TG HOVIEAOTOINOMG EVKOAATEPT KOOMG dEV
ypewaletar o dMnuovpyds va yepileton tepdotio palo dedopévmv yia kdbe aAloyn Tov
0éhel va kdvel kot To avtikeipevo £yl Aeta emdveta. (Blender Documentation, n.d.)

Level 2

THopdoetyuo 6 Subdivision Surface Modifier

https.//docs.blender.org/manual/en/latest/modeling/modifiers/generate/subdivision_surface.html

¢ Boolean Modifier: 'Evog emiong mold Pacikdg tpomonmomtig apod Gov EMTPENEL VoL

TeTOYES OAAOYEC TOV B Tav TOAD OVGKOAO va TETVYELS Ywpic avtov. O Boolean
modifier ypnoiponmotel £va dEVTEPO OVTIKEILEVO At TO 0010 TTaipvEL HEOOUEVA OTTMG N
0éom, n mepotpor], To péyeBog kol To avtikeipevo avtd kabBovtd. To devrtepo
avtikeipevo Aéye otdyog (target). O Boolean modifier £yet tpeic Paocikég Aettovpyiec.
(Blender Documentation, n.d.)

o Difference (Awa@opa): Onov 10 avtikeipevo apapeital amd Tov 6TdY0.

o Union (Eveon): Omov o 6tdy0g Tpoctifetar 610 avTikeievo.

o Intersect (Toun): Omov 0 61dY0G aporpeiton omd TO AVTIKEIHEVO.

THapaderyuo. 7 Boolean Modifier
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https.://www.youtube.com/watch?v=RDKt INAHss

e Bevel Modifier: Avtog o tpomomon ¢ ypnopomroleitar cuvnBmG 6TV 0 ONOVPYHS
0éler vo meTOYEL PeOMOTIKG GKPO OTO avTikeipevo (Kobmg kapio ywvio otov
TPOYLOTIKO KOGHO dev eivarn TéAe1a -90°-). AvTd To TETVYIVEL KOPOVTOC AOED TIG YOViEG
TOV OVTIKEWWEVOL HE TO €MBLUNTO TAATOC KOODS Ko T0 TANOOC TV KOYIHATOV.
(Blender Documentation, n.d.)

Hapaoderyuo 8 Bevel Modifier

https://docs.blender.ore/manual/en/latest/modeling/modifiers/generate/bevel. html

e Solidify Modifier: Avtdg o tpomomomn g maipvel Eva avTIKEILEVO Kal TOL TPOcHETEL
BaBoc. O dnuovpydg €xel v emroyn g katevBvvens 6mov Ba mpootebel To Pdbog
aAAG ko To TG0 Pabv Ba kavel To avtkeipevo. (Blender Documentation, n.d.)

Lapaooeryua 9 Solidify Modifier
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https://spolearninglab.com/curriculum/software/3d modeling/blender/blender svg.html

e Array Modifier: Xpnowonoteitor yio va TOAATAAGLAGEL £vOL OVTIKEILEVO N POPEG
npo¢ pia kKatevbuvon. Eivar apketd yprioylo oe avtikeipeva mov €govv po fdon n
omoia moAlamiacialetal. 'Eva mapadetypa Bo pmopovoe va eivan pa alvcida. (Blender
Documentation, n.d.)

Hopdaoetyuo. 10 Array Modifier

2.8 Tomoloyio (Topology)

Kétt modhd onuoaviikd omv odwdikacio g poviehomoinong eivar 1 tomoAoyio
(topology). TomoAoyia givar 1 opydvwomn, n pon Kot SOUN TOV onUEi®V, AKP®Y KOl TPOCOTMV
evog povtédov. Avtd mov kdvel pio TomoAoyio KoAn eivor otav tor onueio sivor koAd
opyavouEva BOTE TO TAEYHO va glvarl “kKabapd”, AEmTOUEpES Kot va EPEL TO EMOLUNTO
OTOTEAEGLLOL.

Tapaooeryuo. 11 Bad vs Good Topology

http.//thilakanathanstudios.com/2016/09/why-do-we-need-topology-in-3d-modeling/
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To Tpovoa prog KaAng TomoAoyiag etvat ToAAd.
e Eival evkoAdTtepo Y10 TOV KOAMTEXVN VO SOVAEYEL TAV® GE QVTO.
* Agv umhpyovV TOPAUOPPADGELS GTO OVTIKEIUEVO.
e Bonbdet kot kdmoov tpito vo SOLAEWYEL Pe avTO TO aVTIKEIIEVO (.. animator)
o  Xpnotponotel Ayotepn pviun. Oco Aydtepa onpeio vVdpyovv OG0 To EAAPPL gival
TO LOVTEAO.

Kémotot dypagot kavoveg mov umopel va akoAovOnoet £vor KOAATEYVNG Y10 VO TETOYEL L0 KOAT
tonoAoyia etvort ot €€NG :

e No unv vépyovv acyeta onueia, AKpa.

e No punv vadpyovv dSmAd onueia, axpa, emedveleg (vertices, edges, faces). Avtd sivat
KATL TOAD onpoavtikd kot pmopet va cupPel modd edhkora yopig vo to aviinedel o
onuovpydc. Ta mo oOyxpove AOYICUIKA TEPLEYOVV OVTOUATIGHOVS TOV dlopOdmvouy
vt 10 TPOPANUO GE KATOLEG TEPIMTMOGELS, OAAL TOALEG POPES O YPNOTNG TPEMEL VAL TO
Kavel pdvog tov.

e Noa vdpyovv 660 T0 dvvatod Aydtepa onpeio (vertices) yio To emBVUNTO ATOTEAEG LA
Xpnon subsurface modifier av eivor avaykaio TEPICCOTEPT AETTOUEPELQL.

e To moidywvo tov mAEypatog va givar OAa quads (va €xovv 4 onuein). Etvor mod
onuavtikd Kabag eCopavilel mepiepyeg mopevEPYEIEG TAV®D GTO HOVIEAO OTMG
“notardxia”. Etvon emiong amapaimto yio va avidpd 6moTd T0 G £NAVEO GTO
HOVTELO KOTE TNV S1001KOGI0 TOV QOTIGLOV.

e Na &yovv 6Aa To quads epimov 1o 1010 péyehog. Xe KOUUATIO TOV HOVTEAOL TTOV BEAOLLLE
neplocOTEPN aKpifeta, OT®G Eva TpdS®TO elvar onpavtiko, ta quads mov to anaptilovv
va &yovv mepinov to 1010 péyehoc. Avtd BEPata dev elvarl kavdvag yio OAa To LoVTELQ
Kot pmopel va mapoinedel yio amAovotepa ovikeipeva Ommg éva Tpoméll M pio
KOPEKAQL.

Retopologizing givor 1 dtadkacio Katd tnv omoio 0 dOnpovpyds d10pOdvel TIg atéAeleg
TOV TAEYLOTOC DGTE VAL EYEL 0L KAAT TOTTOAOYi0L. AVTO YiveTan EpOGOV KATA TNV LOVTEAOTOINGN
dev &xet kpatnoetl kabopd 10 TAEYHa, aAAG TOAD TEPIGGATEPO YPNOLOTTOLEiTAL HETE amd Eval
dALog €100g povtedomoinong mov Afyetot yAvmTikn (sculpting).

2.9 Sculpting

3D yartikr; (3D Sculpting 1 Digital Sculpting) eivar pior moAd onpo@iAng popoen
LLOVTEAOTTOINGNG TTOL YPNCULOTOLEITAL EVPEMS GTNV Propnyovio ToLy VSOV Kol ToVidV KaBmg
BonBdaet va methyelg moAd Aemtopepéc Kot peaMoTIKE LovTELD. Y ThpYovuV d1d@opo AOYIGUIKA
oV TEPLEYOLV epyareia Yo ynelaxn yAvmtikt. H 3D yivrtikn Bopuiler moAd v mpaypatikn
YALTTTIKY oG Ko yprolponotel Bovptoeg (brushes) pe Tig onoieg pmopeig va “oxdyels” kot va
“rpofnéels” Aemtouépeleg mAveo ot1o poviéAo. Ot Povptoeg €1GAyovionl GTO KOTAAANAO
AOYIOUIKO GE HOPON EKOVOG UE SopavEG eOVTO KaBmG ot Aemtouépeteg kabopilovion amd
OTOYPADGELS TOV YKPL.
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Hopdoetyuo. 12 Sculpt Brush - Alpha Texture THopaoeryuo 13 Sculpted Sphere

https://www.textures.com/download/3dbrush0100/133294  https://www.textures.com/download/3dbrush0100/133294

Me 10V TpOTO OV AELTOVPYEL O GVYKEKPLUEVOC TOTOC LOVTEAOTOINGNG TO TAEY IO TPETEL
vo €xel OPKETO TOAY®OVE, £TGL MOTE TA £PYOAEiR YAVTTIKNG VO UITOpovV VoL TAPOLY OVTA
TOADY®VO KOl VO, TO, TPOTOTO|GOVY MGTE VAL TETVHYEL O dNUIOVPYOS 0V TO OV BENEL.

Qo1660, 000 OMOTEAECUATIKY] Kot v €ival 1 ynookn YALTTIKY, €)Xl Kot KOTOo
petovektpota. To Bacwkdtepo givar 0Tt TpoohETel TOAD TANPOPOpia (TOAVY®VE) GTO LOVTEAOD
£TG1 MOTE VOL TETVYEL TNV AETTOUEPELD TTOL ETvat EmBLUNTT, AL TO ADVETOL e LLaL S1AOTKOGT0 TTOV
Aéyetor Normals Baking, tv omoia 0o meprypdyovpe oe enduevo kepdiaro. 'Eva emiong
apVNTIKO NG YNOLOKNG YALTTIKNG eivan 0Tt KaBmdg mpocsBétel mAnpogopia (Tolbymva) cTo
TAEY LA, dEV PPOVTILEL VO akoAOVDEL TOVE KavOVEG TOTOAOYING, TPOGHETEL ONANOT TOADY®V e
neplocoTEPO 0md 4 onpeia, kabmg tonobetel onueia (vertices) kot dpa (edges) otnv 1610 O€om.

Ola o 60YYpOVE AOYIGIKG TTEPLEXOLY O GUYKEKPIULEVT Agttovpyia Tov ovopdleTon
“Awaypagn omiov”’ (Remove doubles), 1 omoia maipvel Tig Bécel OAwV TV onueiov Kot
dtypaeet to €va amd o, dvo onueia mov Ppickoviar oty 1o B€or. Oco agopd TV Koky
TomoAoyio TOv dnuovpyeitan e TNV YNELoKN YALTTIKY, 0 ¥pNOTNG TPpEmel vo. “kabapicel” to
mAEypa pe to xépt. Kt mov kével ToALoOg KaAMTEYVEG VO GKEPTOVTOL KOAR TPV EEKIVIIGOVV
Vo O1vouv AETTOUEPELD. GTO LOVTEAO TOVG LE OWTOV TOV TPOTO, OAAG givol Kot KATL Tov VEOL
KOAMTEYVEG OVCKOAEVOVTOL VO KATOPEPOLV KAOMG omantel apkeT eumepia.

Qot6c0, kaBdg T Aoylopkd yivovior 6A0 Kot KoADTEPO HE TOV YPOVO, GTO O
ovyypova, £xel avamtuydel pia Asttovpyia whve oty 3D yAvrtikny ) omoia Aéyetor Dynamic
Topology (Avvopikn totoloyie) emTpEmel GTOV XPNOTN va ypnoiponotel ta epyoleio g 3D
YALTTIKNG OAAG e TO AOYIoHKO va @povTilEl Ta ToADY®Va va givon glte tris (TpLdv onueiomv)
elte quads (tecodpwv onueiov). Avtd €xel Aot ta y€pla 6€ TOAAOVG dNUIOVPYOVG Kot EXEL
KAVEL TNV YAVTITIKY] TEPIGTOTEPO ONUOPIAT).
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THopaoderyuo. 14 Sculpted Rocks

htips.//polycount.com/discussion/83605/frustrated-and-jealous-rock-sculpting-
help
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3 UV Mapping

3.1 Toa Bacwd tov UV Mapping

UV Map (Xapmmg UV) eivor 1 duodo14oToTn OMEKOVION 1TNG EMPAVELNS €VOG
Tp1edtdotTatov poviéAov. H dwadwkasio mov akorovbeitan yio tnv dnuovpyio evog UV Map
Aéyetor UV unwrapping. Ta UVs avamopiotobv tovg G&oveg tov SuodidoToTon YMPOU,
oplovtia Ko kdbeta. Avti M SodiKacion Yivetal apdoTov TEAEIMOEL 1) LOVIEAOTOINGCT TOV
avtikepévon. O yaptng UV eivar amapaitnto va dnpovpyndel €161 dote vo Pmopécel 10
AOYIGHIKO VO TTAPEL TIC KATAAANAES TANpOPOpieC Katd TV ddpkelo Tov Texturing, mov Ha
dovue apyotepa. Evag ydpmg UV mepiéyel ta mOADY®VO TOL OVTIKEWWEVOL 7OV EYVE
unwrapped tomofetnpéva o€ pa nimedn emPavela.

H dadikasio avt mpénet vo OempnBei og “Eedimiopa’. 'Eotm 6t 10 avtikeipevo sivol
évag wkOPog amd yopti, kOPoviar ot dkpeg Tov KOPoL WOV givor amapaiTnTES Ko TG
EedmadveTal To yopti oty eminedn empdveln. Oco Mo mepimhoka YivovTol To aVTIKEIIEVO,
1660 o dVoKOAN yivetal kot 1 dwdikacio UV Mapping. To UV Mapping yiveton eniong oto
AOYIGHIKO povteAoTOinonC.

THopdoeyuo 15 UV Mapping

https://'www.cleanpng.com/png-uv-mapping-texture-mapping-cube-3d-
modeling-cube-1181894/

3.2 To ovotatka tov UV Mapping

INo v ddikacio avt) VEapyovy TOAAGL epyadeia Kot To kGBe Eva ypnoylomoteital yo
dAAog okomd. Ymhpyovv epyareia mov mapdyovv €vo oAokAnpopévo UV Map and kdmolo
LOVTELO, ®OTOGO JEV EvaL YPNGILO Y10 TEPITAOKO LOVTEAN KAODG deVv givar KaBOAov axpiPng
KaoTAOVTAG TO TEMKO amoTéAEcHA Atomo. Avtd givar £vo TpoPAnua, mO6co HAALOV av TO
avtikeipevo avtd givan éva Pacikd otoyeio (focused element) tng tehkng ewdvog 1 Pivieo 1
0,TL TOPAEEL O KAAMTEYVIC.
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INo va mapoybet Eva kahdg yaptng UV n kokdtepn emAoyn glval va yivel yelpokivnta
a6 Tov dNUovpys. Avtod yivetar pe v gpnon tev seams. O dnuovpyds emAEYEL TAL AKPOL TOL
omoio B& el va Komovv dote Yivel To unwrap kot Tig opilel o¢ seams. To Aoyiopkd Katd tnv
dradkacio Tov unwrap Stafalet o SEGOUEVA TOV OVTIKEEVOL KO WEOXVEL Y10 QVTA TOL Seams
(MOOTE VO, KAVEL TOVG KATAAANAOL LTOAOYIGUOVG £T01 MoTe va mapayel Evag kadog yaptng UV.
Av ko glvan pio dadtkacio Tov umopet va @avel mepimhokn oty apyn, HE TNV KATAAANAN
eumepio Evag ONUIOLPYOS UTOPEL voL TNV KAVEL APKETA YPNYOPO.

3.3 'Eva ka6 UV Map

Otav kdmotlog apyicetl va pmoivel oty dodikacio Tov unwrap, Kot Tdoa mhovotota
Ba pTacel 6to onueio mov dev Ba EEpel av €xel TEAEUDGEL KOl €4V TO AMOTEAEGHO Evat KOAO.
Avto T0 QPavopevo eppavifetar cuvOOC 6€ HOVTEAN TTEPITAOKA, UE TOALL TOAVY®OVO, KOl
TOAAEG YOOViEG.

"Eva gpyadeio mov €govv ta meplocdTepa Aoyiopikd Aéyetar UV Stretch. Xpopartilet
KatdAAnda to ToAdywva mov €xovv yiver unwrapped ®ote va KOToAdPEL O ONUIOVPYOS OV
VILAPYOLV ATEAELEG OMMG “TEVIOUA” KOl TOPAUOPPDOGELS TOL TAEYHoTog. Eivar éva moAd
xpNoo epyoireio KaBmg oe fonbdet va kataldfelg TOTe £xE1G TEAELOOEL AALA KO TO TOGO KOAO
elval T0 amoTEAEG AL

Karo etvan o dnpiovpyds va mepropilet ta dedopéva tov UV ybptn otov yopo 1:1 ya
Vo UMV vIapEOLV TOPALOPPADGELG KATA TNV d1dpKeln Tov texturing. Avtd ®wotdco givol Eva
TpoOPAnua mov €yel Abel and TIC MO GVYYPOVEG EKOOGEIS TMV TEPICCOTEPMYV AOYIGHUIKAOV.
[Mapora avtd givor kaAd vo cuveyicel va TNPeiTol aVTOC 0 KOVOVOS OOTE TO OVTIKEILEVO VO
UTOpOLV Vo 160000V G€ OAA TOL AOYIGUIKA.

- | B B E

'n

Hapaderyuo 16 How a good UV Map looks Like

https://www.youtube.com/watch?v=8VeLlurus Wc
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4 Texture Maps

4.1 Tueivon éva Texture

Texture givar pio e1kGVoL TOV YPNGLLOTOIEITOL Y10 VO, SMGEL GTO OVTIKEIUEVO L0l TTLO
PEOMOTIKY emPAveln KaBDS Tov Tpochitel ypopa aAld Kot dedopuéva mov to Bonbodv va
avTdpdel KOADTEPU GTOV POTIGUO Kot 610 TEPPEALov Tov avTikelévov. Texture mapping
etvar n dwdikacio katd v omoia €vag KaAMTEYVNG evoopaT®vel Ta textures oe éva 3D
HOVTELO. YTapyovv TOAAG €101 texture kot to kdOe Eva divel dedopéva 6To AOYIGHIKO pe GALO
TPOTO Kol Yoo GAL0 Adyo. Na onueiwbel 611 kdOe Loyiopkd yperaletor Kot dtopopeTikd idn
textures Y10, vo. KAVEL TOLG VTOAOYIGHOVS Kol VO TaPAEEL £VOL PEAAIGTIKO ATOTEAEG L.

4.2 Ouodpopot tomor Texture

Onwg emdbnke Kot Tponyovpévems, ta €ion texture mov VAP oLV eivor TOAAG Kot TO
KkaOe éva £xel GALo oxomd. Tapakdtwm Oa yivel po TEPLYpaPn TOV KUPLOTEPMOV EWOMV texture
OV YPNGULOTOLOVVTOL A0 TO, TEPLGGOTEPO AOYIGUIKA.

e Albedo Map 1) Diffuse Map: Eivot 1o texture mov mepiéyet to SEG0UEVO Y10 TO YPDLQL
Tov avtikeévov. H dwapopd tov diffuse map pe tov albedo map sivon to albedo dev
ePIEYEL OKIEG 0md POTIGUS KabhS ypnoomoteital tepiocdtepo oe PBR Workflow mov
Oa epLyphpel oE ETOUEVO KEPAAMLO.

Hopaderyuo. 17 Diffuse vs Albedo Map

https.//blendermarket.com/products/friendly-shade-bundle-01

e Ambient Occlusion (AO): 'Eva AO Texture ypnoyomoteital yioo vo dMGEL GTO
avtikeipevo €Etpa mAnpogopia yio o mov Ba Empene v LIAPYOLVY GKIEG Kot GLVNOWG
ocvvovaletar pe tov albedo map yio va mapd&ovv €va mo peaotikd anotéhespa. To
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dompo ypopa delyvel mov dev Bo VIAPYOLV GKLEG KOt Ol ATOYPMCELS TOV YKPL OELVOLV
mov B vTdpyet ko OGO okoteN Ba eivar avdAoya T6G0 crovpa gival | oTdYPMOT).

e Normal Map: 'Eva normal map kafopilet ypnopomoteitan yia vo kabopicelg Tic pikpég
atéleleg o emedveteg Onwg “PBabovidpata’ 1 “coykdpata”. Otav evompatwbei 6to
OVTIKEILEVO TO ThEL 6€ GALO EMITEDO KAODS AVTES O1 ATEAELEG TO KAVOLV VL Ol VEL TOAD
mo peaaotikd. H popen tov etvon mepiepyn yio 1o pdtt odhd tédeta yio 1o AOYIGUIKO.
Amaptiletoar and amoypdcels Tov pof 6mov Kdbe amdYP®ON OVITPOSMTEVEL Ko VOV
d&ova. 'Etot to Aoyiopukd E€pet akpPdg mmg TPETEL va, SElYVOUV Ol ATEAELES TAV® GTO
LLOVTEAO.

Hopdoeryuo 18 Ambient Occlusion Map Hopéderyuo 19 Normal Map

https.//www.filterforge.com/filters/10500- hitps://learnopengl.com/Advanced-
ambientocclusion.html Lighting/Normal-Mapping

e Height Map 1 Bump Map: 'Eyet mopopow ypnion pe to normal map oArd divet
TANPOQOPI LOVO Y10, TO VYOG TV AETTOUEPEIDY KOt OYL Y10 SIAPOPES YMVIES.
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Hapaderyuo 20 Height # Bump Map

https://keclemo.neocities.org/creating-height-and-normal-maps/

e Roughness Map: KaBopiler m6co dieonapuévo Ba avomndncel 1o Qg amd v
emodvela. Oco o “Tpayld’” eivon n empaveln (dompo xpoua) Toco gvpitepn Ha eivar

N Adpym.
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e Metallic Map: KaBopilel 1o moco peydin Ba givor n avtavéxkiaon. Oco mo avotytod
etvat 1o ypodpa 1660 PHeYOADTEPN 1) AVTAVAKANGT.

e Smoothness Map: Eivat to avtifeto tov Roughness Map apov 1o dompo kabopilet
mOc0 Aeia Oa etvon 1 empavera.

e Mask Map: Xpnowonoitor pévo amd v pnyovn mayviorov Unity 3D kot povo yuo
TG véeg ekdodoelg mov mepiéyovv tnv  High-Definition Render Pipeline. ®a
ypnowonomBel mOAD ©TO TMPOKTIKO KOUUATL TNG TOPOVCHS TTLYLOKNG EPYOCIOG.
Ovclootikd givar n PEN TE6GAPOV S10POPETIKAOV texture maps £va yio kaOe Kavaitl Tomv
RGBA. Z10 xéxkivo kavai praiver 1o Metallic Map, oto mpéoivo kavail pmaivet o
Ambient Occlusion Map, oto unie kavdir praiver o Detail Map (Height Map) evd oto
Alpha xovéoi proaivet o Smoothness Map. Avtd yivetou gite pe kdmowo Add-on tov
Unity &ite og kamoto mpdypappa encEepyaciag swdvos 6mmg Photoshop eite mapdyeton
amo Aoylopukd 6mmg o Substance Painter.

;
|
]
9

i : | s

ROUGHNESS METALLIC GLOSS/SMOOTH SPECULAR

f

THopaderyuo 21 Roughness, Metallic Maps THopaderyuo 22 Smoothness, Specular Map

https://blog.backspinestudios.com/from- https://blog.backspinestudios.com/from-

specular-to-metallic/ specular-to-metallic/

e Environment Texture: Eival éva apyelo €ikovag mov ypnotonoteitot yio vo dMoet
omv 3D oxknvi éva OvTo T0 0moio YPNGIUEVEL KOl Gav TNy @®OTOG AL KOl Yo
SAPOPES OVTOVOKAATELG OPICUEVOV AVTIKEUEVOV.

Tapaooeryuo 23 Environment Texture

https.//texturify.com/category/environment-panoramas.html
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4.3 Normals Baking

Baking eivat po modd dmpoeiing dtadikacio oty Propnyavio oy violidy Kot Toviov.
Av16 Yot emTpénel MV PETOQOpPA PEYAANG Aemtopépetag amd €vo high-poly mesh (mAéypa
TOAL®V ToAYOV®V) o€ éva Normal Map dote va evoopatmdet og éva low-poly mesh (mAéypa
Myov molvydvev). Mropet dnAadn va mapaybel poviédho pe mold Aemtopépelo ywpig vo
KooTilel amoAdteg tinota 6e TOpovg Katd TV ddpkela Tov Tpesipatoc. Avtiy 1N ddikacia
yivetan cuvnOmg Emg Tavta petd v poviedomoinomn pe 3D ylvrtkn (Sculpting). Ta dedopéva
Ot0 TO AMOTEAEGLLO OVTHG TNG OladKaciog amodnkevovtal o pia ewdva (évo Normal Map).

LOW POLY HIGH POLY

Baked Normals LOW-POLY WITH NORMALS
APPLIED

Hopaderyuo 24 Normals Baking
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5 Materials & Shaders

5.1 Shaders

Shader eivar évag adydpiBpog mov kabopilel Tig 1010tTEG €vOc Material. Kabopilet
oniadn 1o oG Ba vroloyilovtal ol 6KIEG, TO MG, TO YPMOUO Kol TOAAL dALL o€ Eva. LOVTEAO
nov Ba €xel eveoUATOUEVO TO cuykekplévo material. Ot Shaders dev apopovV LOVO TO OTTIKO
amotéleoua evog 3D poviéAov aAld ypNOILOTOIEITOL TTOAD KOl Y10 TV AVATOPACTACT] EWOIKMV
epé kabmg kol oty dladikacio post-processing. Ymdpyovv moriot tomot shaders kot o kébe
EVaG YPNOOTOLEL KOt SLOPOPETIKG OEOOUEVA Y10 VO KAVEL TOLG VITOAOYIGHOVS KO VO, TETVYEL
10 omotéAeco Tov BEAEL.

5.1.1 Shader Graph

Enedn o mpoypappatiopds evog Shader pmopel vo yivel apketd mepimAokog av
YPNOYLOTOUCEL KOVEIG o YADCGO TPOYPOUUATIGHOD OAAG Kot €mEWN He 1O vo. 600el
duvatodHTTO. GE ONUIOVPYOVG Vo SNUIOLPYHGOLY TOVG Okovg Tovg shaders pmopel vo
emrevyfobv tpouepd amoterécpota. Ot grarpieg mov Oompovpyodv 3D Aoyopikd €xovv
dnuovpynoelg tovg emovoualdpevoug Shader Graphs. Avtoi divovv v dvvotdtnta GToV
oNpovpyd va TiaEeL Toug dkovg Tov shader aAld og €va ontikd mepPailov e v xpnon
nodes, givot po ToAD SMUOEIANG dtadtkacio Kot £l TAEL TO EMMESO TOV YPUPIKDY TOLYVIOIDV
KO TOWVIOV 6€ GAAO eminedo.

Hapaderyuo. 25 Shader Graph

https://blogs.unity3d.com/2018/02/2 7/introduction-to-shader-graph-build-your-shaders-with-a-visual-editor/

5.1.2 Vertex Shader

Vertex shader givon o mo cuvnOiopévog Shader kon tp€yet OAeg TIC EVIOALS O pOPEL Yo
KaOe vertex mov gaivetal oty 006vn. 'Evag vertex shader pnopet va yeiprotel moAdég 1010t TEG
evog vertex Ommg B¢omn oto 3D ydpo, cuvieTayIEVEG TAVD GTO texture, YpOo KAT..
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Fragment
V:-'-rl:urpq agments

A = S AE>J_:>..[

&
Vertex Clipper and Fragment
Raste FIEEF
shader [pnrmee aSaembIerJ shader

Hapaderyuo. 26 How vertex shader works

https://www.google.com/search?biw=1366&bih=635 &tbm=isch&sa=1&ei=XqVuXZOBMJ-
HiLsPwYKBiA4&g=vertextshader&oqg=verte&gs [=img.3.0.35i39;0i6712;0;j0i67;0;j0i67;0(3.17746.18505..190
33...0.0..0.143.672.0j5......0....1..gws-wiz-img MWauVYRw9go#imgrc=BwOU2kDIwL-SiM:

5.1.3 Tessellation Shader & LOD System

Tessellation Shader sivon £va véo gidoc shader wov divel Tnv duvatdTnTo va aAloyTei N
Béom TV vertices kot va TpafnyTovv Tpog v katevhuvon twv normal Tovg. Avtd emTpénel
0TO TAEYUO VO TAPEL TEPLGGOTEPT] AETTOUEPELD KOl GUVETMG VO Eiva o peailotikd. Emiong
emupénel oe amhd mAgypata vo aAldlovv avdivon at runtime. Avtd yiveton vmoroyilovtag tnv
OTOCTOCT TOL OVTIKEWWEVOL omd TV Kapepa tov Aoyispkov. Oco mo paxpld sivor to
OVTIKEILEVO OO TNV KAUEPQ TOGO HKPATEPT avdAvon Ba €xel, evd 060 o Kovid givol tO60
7o PeYain avdivon Ba amoktinoel. AvTod TaAodTEPQ YIVOTAV XEpOoKivTa e TNV texvikn LOD
(level-of-design), 6mov o Oomuovpydg €mpeme vo. LOVIEAOTOWGEL O1BQPOPEG EKOOYES TOV
AVTIKEYUEVOD amd TOAD KPN avaAvoT PExpt ToAD UEYAAN avAaAivot €161 OoTE Vo dALALEL TO
aVTIKEILEVO avdAoyo pe TNV amdoTAcT, TOL om0 TNV KAUEPA. AVLTN 1 TE(VIK (©GTOGO
YPNOULOTOIEITOL OKOUO Y10 HOVTEAD pE TOAD AemTouépEln. Ko dev yivetar axdpo vo
eneepyactohv cwotd at runtime.

Setting up LODS in Unity

46 POLYGONS 94 POLYGONS 425 POLYGONS

THopaderyuo. 27 LOD System in Unity

https://www.youtube.com/watch?v=IzIU xvTK3Y
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https://www.google.com/search?biw=1366&bih=635&tbm=isch&sa=1&ei=XqVuXZOBMJ-HjLsPwYKBiA4&q=vertex+shader&oq=verte&gs_l=img.3.0.35i39j0i67l2j0j0i67j0j0i67j0l3.17746.18505..19033...0.0..0.143.672.0j5......0....1..gws-wiz-img.MWguVYRw9go#imgrc=Bw0U2kDlwL-SjM:
https://www.youtube.com/watch?v=IzlU_xvTK3Y

5.2 Materials

Materials etvor pio teyvoloyia mov ypnoiponoteitol amd TOVS KOAMTEYVES Yo Vo
dmwcovy o€ éva 3D poVTEAD TIG 1O1OTNTES €VOG LAIKOD TOL TPAYUOTIKOD KOGHOL, OTt®mg EVAO,
pétarro, vepo kim. Otav éva povtédo maipvel 11 1010tNTEG £vOg material, aAldlel ypoya,
avTdpdel aAM®G 6T0 PG Kot aALALeL TELelC Oym. AVTd yiveTaon Yo va YIVEL TO OVTIKEIEVO
TO PEAMOTIKO KOl GUVETMG Vo xpnoomoinfet yia 6tL B€Aet o dnpovpyds Tov, OGS KATOL0
moyviolr N pa toavie. KéBe material yio va Aettovpynoel cwotd npénet vo fociletor o€ éva
shader 1 o€ o piEn mopamdve and evog shader.

‘Eva. material mepiéyer tovg didpopovg mopapétpove evog shader mov mpémer va
aAAayTovV Yo va emtevydel to amotéhespa mov Bé el o ypnone. Ilapadeiypoata avtdv twv
TapopETPOV gival Ta apyeia eidva Tov kdbe texture map énwc albedo, mask map, normal map.
AAG Ko ALOVG TTOPAUETPOVS OV dtapEPOLY avaroya to Shader.

THopaoderyuo. 28 Materials applied on Spheres

http://www.reynantemartinez.com/cycles-material-studies.html

THopaderyuo. 29 Unity's Lit Shader parameters
https://blogs.unity3d.com/2018/12/19/unity-2018-3-shader-graph-update-lit-master-node/
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6 Lighting

6.1 PoTIcUdS 6TA YPAPIKA VTTOAOYIGTMV

Lighting eivor n mpocopoiwon tov emtdg ota YPaELKE VIOAOYIGT®OV. To AoylopUKo
YPNOUOTOIEL E101KOVE AAYOpiOLOVE Yol VO KOTAPEPEL QLTHV TNV TPOCGOUOIMGON KOl oVTOil Ot
alyopiOpol  Soeépovy omd AOYIOUIKO ©€  AOYIOUIKO. YTAPYOUV TPOCOUOIDGELS OV
YPNOUOTOIOVV TOAD aKPIPBEIS TEYVIKEG TOV GLVOEOVTOL AUETO, LLE TO TMG TOPOLGLALETOL TO P®G
OTOV TPAYHOTIKO KOGLO, AVTOS O TPOTOS POTIGHOD GTOCO Elval apkeTd XpovoPOpog aAdd Kot
ToAD akpOc o mOPOVE, YL OVTO TO ADYO OEV YPNOUYLOTOLEITOL GE TOVIEC KOl Ty vidla.
Yndpyovv @otdG0 Kot GALEG TPOGOUOIMGELS TTOV LE SLPOPETIKOVS LeBOS0VG, dNUovpyovV TV
yevdaichnon Tov emTOG Kot KAVOLY TO POTIGUO o POV 6€ TOPOVS KUl GLVETMDS KATAAANAO
Yo oy vidto, OTov amaLTEITOL 0 VITOAOYIGUOC TOV POTICUOD GE TPAYUATIKO ¥pOVo. Av Kol O
TPOTOG LAOTOINGNG TV V0 TEYVIKOV &lval S0pOPETIKOS, TO amotédecspo givol e&ioov
OMOTEAECLATIKO KOl PEOMOTIKO.

6.2 TInyéc pmtoC

INo va apyloet  dodikacio TPocopoimong Tov EMOTOS Omd Eva AOYIGHUKO TPETEL VoL
VILAPYEL OTNV GKNVN oL TNYN QOTOC, VITAPYOLY d1dpopa €101 TNY®V Kot To KAOE Eva £xetl Kot
T1G OKEG TOL 1010t TEC. 10 va emtevyBel pio peaotiky Tpocopoimon emTOg og pia oKy,
ovyva gtval amapoitnto va ypnoiononBodv ToAAd €idn Tnydv eoTtoc pnall, kabhg Kot oTov
TPOYUATIKO KOGHO, 01 TNYES @MTOG eivar ToAAEG. H draducacio 9oTiopov pe mnyég omtog Adye
direct lighting (Guecog paTiopog).

Ta Bacikodtepa €10n mydv glvar ta €ENG :

e Point Light: Eivon puoa mnyn g omoiog ot aktiveg omtog drackopmilovtal mpog OAES TIg
katevBuvoels. Ta avrikeipevo mov givor kKovtd oy anyn eoTILoviol TEPIGGOTEPO EVA
avtd Tov gival o poKpld, Ayotepo €mg kot kabolov. Xpnoomoteitar cuvibwg Yo
VO TPOGOUOIDGEL TO YOG HoGg Adpmag, evog keplov kKA. Ot mapdpetpol Tov cuvibwg
aALalovv ot dnpovpyol pag GKNVNG Etvat 1 £vTaoT ToL POTOC, TO YPAOLN 0AAY Kol TO
€0pog. (Unity Documentation, n.d.)

Topaooeryuo. 30 Point Light

https.://docs.unity3d.com/Manual/Lighting. html
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Area Light: Xtov mpaypotikd KOoH0, T0 QMG TOAAES POPEG TAPAYETAL OO EMPAVELES
ne S16.popa. GYNLLOTH KOl TO OTOTEAEGILATO, SLUPEPOVY AVAAOYO TV EMPAVELX. TETOEG
emedveleg umopel vo glvar o ovpavog, n tmieopaon, o LED mvoakido kAm.. Xta
YPOPIKA VTOAOYIGTAOV YloL VO TETVLYEIS UKL £YKVPN TPOGOUOIMOT (PMOTOS TETOLWV
EMPAVELDV, amotteiton 1 ypnon evog Area Light. Avtd to €id0¢ pmTOC £xel Kdmolo
oYM, OTTMG TETPAY®VO, 0pBoy®dVIO, EAAEYN KAT. Kot OTEAVEL KAOETEG OKTIVEG TPOG LLiaL
katevbuvorn. Ot Bacikol Tapdpetpor vog area light eivar, To oynua, 1 évtacm, To €0POG
Kot 10 ypopa. (Unity Documentation, n.d.)

Haopaoeryuo 31 Area Light
http.//www.aoktar.com/octane/OCTANE%20HELP%20MANUAL.html? MakingSpotLight.html

Spot Light: To spot light eknéumner axtivec oe oyfjuo kovov. Eotidler mpog pua
KatevBvuvon kot £va onpeio mov PpiokeTar 6To KEVIPO TOL KOVOL. Xpnoilomoteitat yio
VO TPOGOUOIDGEL TV TOPAYWOYT PMTOS EVOG POKOD, Lo AAUTAS dPOLOV, TOV POTOV
€VOG aLTOKIVITOL KA. Ot TOpAUETPOL TOL givar ETioNG TO YPOLO, 1) £VTOGCT) Kol TO €DPOG
aAAG ko To péyeBog Tov kmvov. (Unity Documentation, n.d.)

Hapaderyuo 32 Spot Light

https://docs.unity3d.com/Manual/Lighting. html
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e Directional Light: I[Tapdyet pwg mpog pa katevBvvon yopic va mailet poro 1 B€om tov
otov yopo. Ola to onueion g oknvig AauPdvouv v 10 évtaon @mtog. Ot
TOPAUETPOL TOV EIVOL 1] TEPIGTPOPT] TOV, 1] £VIACN, TO XPOUN KAT., Oyt OHmE To €HPOG.
Yovvnoiletor vo ypnolomoleital Yoo Vo TPOGOUOIDCEL TO GMG TOV NAOL 1 TOV
eeyyoplov. (Unity Documentation, n.d.)

i 3& Scene ] ~— ~"Sun"button enables scene lighting e
| Textured || (D[ - | 4) | & 17| | Gizmos | (orall - - i|

ailiy

THapaoderyuo 33 Directional Lighting

https://docs.unity3d.com/Manual/UsingLights. html

e Emissive Objects: Emissive Object eivor oavtikeipeva tov omoiwv to Material
YPNOUOTOOVV TNV emissive TEYVIKN DOGTE Vo Topdyovy ews. To mg eKTEUTETOL ATO
KG0e TOADY®OVO TOV AVTIKEILEVO TTPOG TV KaTeLOVVGN TV normals tov. Ot Tapdpetpot
elvai 1 évraon ko 1o ypopa. (Unity Documentation, n.d.)

Hopaoeryuo 34 Emissive Materials

https://unity3d.com/kr/learn/tutorials/topics/eraphics/emissive-materials ?playlist=48370

32


https://docs.unity3d.com/Manual/UsingLights.html
https://unity3d.com/kr/learn/tutorials/topics/graphics/emissive-materials?playlist=48370

6.3 Environment Lighting

Environment Lighting eivot 1 dtodikacio gotiopod pog oknvhg (cuvnbmg eEmtepkd
nepPaAlov) ypnolwonolmvtag €va environment texture. Avtiy 1m Sadwkacio moipvel 1O
emAeynévo texture kot to BAalel 6€ pia GPaipa TOL TEPIKLKAMVEL TV oKNVY|. MeTd dofalet ta
dedopéva Tov texture, OTWS PO, EVTAOT YPDOUATOG, KOL TO YPNCULOTOLEL Y10 VO QOTIGEL TNV
oknv. EmmpocOétmg ypnowomolel 1o texture yioo vo VTOAOYIGEL TIC OVTOVOKAAGEL OO
SLAPOPES EMPAVELEG TNG OKNVNG, 0TS vePO, UETOALO KAT.. AVTO £xel €va TOAD PEOAGTIKO
OMOTEAECLLO, KOl YPTCLOTOLEITAL TOAD GUYVE GTNV TOPAY®OYH TOLVIOIOV KaOdg givor moAy
@ONVvo og THpovcC.

Hopaderyuo 35 Environment Lighting

https.://www.thegnomonworkshop.com/tutorials/environment-lighting-for-production

6.4 Volumetric Lighting

Volumetric Lighting ivon pia teyvikn ot ypopikd VTOAOYIGTH TOV dNUOVPYEL TO EQE
NG OKOVNG GE 1o GKNVY. XPNGUYLOTOEITOL TOAD GLYVA GTIV TOPOYMYT| TOLYVIOUDY KOOMG KAVEL
TNV GKNVN T0 PEOMOTIKT 0oV eaivetar o “Covtavn)”. Xpeldleton Eva EETpa avTIKEILEVO Yo
Vo AEITOVPYNOEL Kol avTO givar évag KOPOG OV TEPIKLKAMVEL TNV CKNVN T CMUElD TOL
VILAPYOLV TNYES POTOS TOL BEAEL 0 dNUoLPYOS Vo TPOGHEGEL ALTO TO EPE. AVTO TO AVTIKEIEVO
Aéyetan volume Ko TEPLEYEL TOPAUETPOVS OTMOG TO OGO LKV Ba gival 1 6KOVY, TO YPOL
KA.

Haopaoderyuo 36 Volumetric Lighting

https.//github.com/SlightlyMad/VolumetricLights
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6.5 Baked Lighting

Baked Lighting eival puo Aertovpyio mov ypnoyomoovy ta 3D Aoyiopika yio vo
aoONKEVGOVV TO SEGOUEVO TOL PMOTIGLOV KATA TNV SLUPKELL TG AVATTUENG TG OKNVNG DOTE
V0L TETVYOVV LEYOADTEPT) AETTOUEPEL YOPIC VO KaBLGTEPOVV Kol va “Bapaivouy” tnv oknvn o€
Tpoyuatikd ypdvo. Me 1o baked lighting pmopet va emtevydei peydin avaivon eoTicHOD Kot
okiaong yopig va givor akpiod o Topovs. H mAnpogopia avtr amodnkevetol oe Kdmolo apyeio
ewovag mov Aéyovton lightmaps. Qotdc0 €xel Kot To LEIOVEKTAKOTO TOV KOOMG [Ee TN ¥pNoM
ToV, TEPLopilel To pdTO 6TO Vo petvouy otabepd o mpaypatikd ypovo. Eivar pua teyvoroyio
TOV YPNOLUOTOLEITOL KVPIWE GTA ALY VIO Y10l VO, KAVEL TV EKTEALECT] TOVS TTLO OLLOAN.

Hopaoeryuo 37 Baked Lighting

https://forum.unity.com/threads/unity-5-baked-point-light.326668/

6.6 Global Illumination

Global Illumination eivou £va cvoTnua Tov KaBopilel T0 TOS TO PG Ba avarnonoet
oo (o EMOAVEID GE Lo GAAN. AVTO Aéyetol EUIECOS POTICUOG Kol givol KATL TOL TOAD
OTNUOVTIKO Y10, VOL YIVEL [0l GKTVT] TOV TTEPIEXEL LOVO GUEGO POTIGUO TTO PEAMOTIKT). Mo 6KknvN
LE EUUECO QOTICUO €Vl OVTOUATO TTO PEAACTIKY KOONDS GTOV TPOYUATIKO KOGHO TO QMG
avamnod omd TIG EMPAVEIEG TOV OVTIKEWEVMV TOV YTLUTAEL KO KOTOANYEL 0€ AAAEG ETQAVEI
Kot 00T KabeEng. To cvotua avtd avarapPdver eriong va KEvel Kot TIg 6KIES TOV LILAPYOVV
otV oknvn mo soft, dNAad va unv oTapaTave amdtopa AL va ovouy otyd-otyd. Avto
etvat emiong K@TL TOAD GNUOVTIKO Y10, Lo PEAAGTIKY] GKNVY.

Eivon pua teyvikn mov yuo va yivet in real-time givot moAd ypovofopa Kot ToAd akpipn
o€ TOpovG. 26TOGO oG Kot 1) VAOTOINoT TG o€ Touyvidia véag yevids Kpinke avaykaia, to
Aoylopkd €xovv avamtoéel pia teyvikn mov Aéyetor Baked Global Illumination (Baked GI).
Avt) n teyvikn dwaPdlel ta avtikeipevo Katd TNV StIPKEL TNG AVATTUENG TG OKNVIG Kol
amofnkevel Ta dedopéva o yperaletor o apyeia ewdva wov Aéyovton Lightmaps. ‘Etot kdvet
TIG OOPOLTNTEG EVEPYELES LLE AVTA T OEOOUEVA DOTE VAL YIVEL | GKNVI MO PEAMOTIKY OTAV
tpéxel To maryviol. ‘Eva peovéktnuo tov Baked GI eivar 011 mepropileton o€ avrikeipeva g
OKNVNS OV £X0VV 0PIoTEL MG GTATIKE, ONAOT| OTayOpPEVETAL VO KOLYNHOVV KATA TNV SLAPKELL
tov oy viorov. (Unity Documentation, n.d.)
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THopdoeryuo 38 Global Illumination

https://imgur.com/callery/5iE3m

6.7 Light Probes

Light Probes eivar éva cvomnpa mov emtpémel v amobrjkevon TAnpoeopiog mov
aQopd TO POTICUO TTOV TEPVAEL AVAUESOH OO TOV KEVO YDOPO U0 oKNVNC. Amobnkedel ta
dedopéva mov ypetdleTon Katd v dtdpkela g avantuéng tov moryvidov (Baked Data) ko ta
YPNOUOTOEL Y100 VO TOPEEEL VYNANG TOOTNTOS POTIGUO GE OVTIKEIPEVO TOL KIVOOVTAL GTO
x®po. Etvar dniadn n Aon oto peovékmmue tov Baked Global Illumination, tov gwtiopd
dMAadn mov avornddel amd EMUPAVELD GE EMPAVELN TOV TEPLOPILETOL GE GTATIKA OVTIKEIUEVA
povo.

Ovolootikd eivor KoAd tomoBetnuévo onpeio otov 3D ydpo mov amobniedovv
TAnpoeopia Yt ToV eOTIGHO YOpw oand avtd. 'Eva mapddetypa ypriong eivar otav €vag
YOUPOUKTAPOG UE AGTPO POVYOL VAL TTEPVAEL SITAN OO VOl LEYAAO UTAE TOLYO KOl TO GUGTNILA AVTO
KOTAPEPVEL VO, POTICEL TOV YOPOKTNPO TOV KIVEITAL KOl VO TOV OMGEL TNV OTOYPWOOT) TOV
¥PpOUATOG TOL Toiyov. (Unity Documentation, n.d.)

THopaooeryuo 39 Light Probes

https.//docs.unity3d.com/540/Documentation/Manual/LightProbes. html
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6.8 Reflection Probes

Reflection Probe givor éva avtikeipevo mov tomobeteiton otnv oknvi kot AapPivet
dedOUEVO Y10l TOL OVTIKETLEVD TTOV Elvart YOp® TOV. AvTd Ta dedopéva Ta amodnkevel og Eva cube
map yia vo, ypnoiponombel amd avTikeipeva mov ¥pNGYLOTOI0VV OVTAVOKAAGELS MGTE QVTEG VAL
etvar o €ykvpec. 'Eva mapdostypo pmopei va givar 61t o€ £va dopdtio vdpyet Evog Kabpémtng
Kol iow amd avtdv Eva kpePdrtt, to reflection probe Oo amobOnkevoel oto cube map Ta
avTiKeipeva Tov dopatiov (to kpePartt) kot £To1 amd Tov Kabpémtn Oa givatl opatd to KpePartt.

Ot €py0CTAGLOKES OVTAVOKAGGES EVOG OVTIKELLEVOL GYEOOV GE OAOL TG AOYIGHIKA
nmpoépyovtal gite €va amhd ypopa gite vmoioyilovtar and to environment texture. Eva
reflection probe &yetl éva nedio opiopol péca 6to omoio draffalet dedopéva Kot aVTd TPEMEL VAL
tomobetnOel cwotd Mote va eglvar €ykvpeg ot avtovokAdoels. To dedopévo UmTopovy va
TPOVTOAOYIGTOVV KOTA TNV d1EPKELN TNG OVATTLENG TOL ALY VIO0U OAAY KOt VO VTOAOYIGTOVV
o€ mpaypotikd ypévo. (Unity Documentation, n.d.)

Hapaoderyuo 40 Reflection Probes

https://unity3d.com/ru/learn/tutorials/topics/eraphics/reflections
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7/ Rendering

Rendering eivon n dtadwkasio wapaymyng pog 2D swovag i) Bivieo amd po 3D oknv.
Mmnopetl vo 10 d€l KAVEIG G TNV QOTOYPAPION o €KOVAG 1 TNV ANymn &vog Pivieo dtav
oAoKANP®OEl T0 oKkNVIKO. YTdpyovv moAloi péBodot rendering ko 0 kaOe £va ypnolponoteiton
vy Slopopetikd okomd. Avt 1 dwdikacio pmopel vo dapkécel amd éva KAAGHO TOL
OEVTEPOAETTON PEYXPL KO LEPEG Y10, TNV TTopoy®YN Lo oknvig. O xpovog mov ypetaletor yio va,
oAOKANPWOEL drapépet avirloya Tov adydpiBpo mov ypnotponotel, To péyedog g oKNvng, TV
AVAAVOT TOV OVTIKEIEVOV OAAL KOl TOAALOVG GAAOVE TOPOUETPOVG.

Av16 mov Eeywpiler pia koA pébodo rendering eivar o TpOTOG TOV LAOTOLEL KATTOLOL
Bacikd yopakplotikd. Avtd to YOpAKTNPIGTIKA €lval Ol OVTOVOKAAGELS TOV EMLPAVELDOV
KoODC Kor 1 oKloon TV avIIKEWEVOV, aAld dev yepiletar puoévo avtd. Mo dadikocio
rendering mpémel va AapPavel vroOyv Kot 10 g Ba Tapovslactel T0 g, TV dym mov Oa
TOPOVGLUCTOVV TO, OVTIKEIEVA (TPOOTTIKY| 1) 0pBOYpaPIKT)) Kol Eva cwpd AALES puOuicElS TOoV
opifovv 10 TG Ba Tapaybel To TEAMKS AmOTELEGLAL.

H odwdwacia avt) dev avarapPdaver pdévo va mopdyst po ewdva 1 Pivieo mov
neprlopfaver OTIGHO Kot 3D povtéda oAl Kot Odpopa €W0E @€ OV divouv o o
PEAMOTIKT ELPAVIOT] 0TO TEMKO amotéAecpa. Tétola e pmopel va apopolv TV £VIacT Tov
QMTOG, TNV ATOYPOOT TOV YPOUATOV, vignette, motion blur, depth of field aAld kot ToALG
édAAa. (Unity Documentation, n.d.)

7.1 THmor Rendering

7.1.1 Realtime Rendering

Realtime Rendering eivat dtav n dwadikacio rendering yiveton o€ mpaypatikd ypovo.
Kéitt mov etvon amapaitnto yuo epapproyég 0mme moyviolo apov vrdpyet d1dopacn petald tov
YPNOTN KOl TOV OVTIKEWEVOV TNG GKNVNG. 10 real-time rendering 1 oknvi| mopdyetol KOO
frame. '‘Eva frame pmopei va yiver amd moAd pikpd ypovo pEYPL Kot HEYOADTEPO aVAAOYQ TOV
emeEePYAOTN KO TNV KAPTO YPAPIKAOV TOV VTOAOYIOTN OV EKTEAEITOL 1] EQAPLOYT. ZVVNOWG GE
éva dgvtepdrento exterovvtal omd 20 €mg 120 frame mepimov. ‘Eva matyvidl mpénet va tpéyet
nepinov ota 60 frames avd dgvtepOLenTO Y1 Vo £xEL Lo opadn epmetpia o ypriotng. Evag real-
time renderer ivon to véo Eevee mov givon pépog g véag £ékdoong tov Blender 2.80.

7.1.2 Non-Realtime Rendering

Non-Realtime Rendering ivan 1 dadikacio rendering mov dev yivetanr 6€ mpaypaTikd
YPOVO, OAAG péEYPL Vo OAOKANPp®OEl amatteitor apketdg YpOvog avdioyo TV oknvr. Avto
YPNOUOTOIEITOL KVPIWG GE TAVIEG KO EIKOVESG OPYITEKTOVIKNG OOV OTOLTOVVTOL TOAD VYNAAL
emineda peariopov. Kaver 6Aovg Tov amapaitntovg VToAoYIGHOVS KOl TPOGOUOUDVEL TTOAAN
QULGIKG EAVOUEVO TTOL GLUPOIVOVY GTOV TPAYUOTIKO KOGHO Y10, TETOHYEL TOV ATOPAITNTO
peaopo.

Xpnowonotel texvikeg OTmG ray tracing, path tracing, photon mapping ko radiosity oo
é&yovv ovamtuyfel €0d yoo avtd 1o eminedo mowdNTag. Adapufdvel VoY Kot GAAES
OAANAEMOPAGELS TG VANG He TO ¢ Onw¢ volumetric lighting yio oxdvn ko opiyAn, O0mmC
subsurface scattering yio. avTiKeileEVA TOV OTOPPOPOVV MG OTMOS TO dEPUA AL divel Ko

37



LEeYOAN Elpaon oty anddoon TV particle systems mwov ypnoipomolovvol yio va vAomomovv
QLOIKA Qowvoueva OTmG Ppoyxn, QTIE, YOVl komvog kAm. To mopamdve ELoIKAE Kot
vAomotovvTat Kot 6to rendering POy LOTIKOD ¥POVOL MGTOCO EKEL YPNOLULOTOLOVVTOL TEXVIKES
7oV divouv TV Yeudaictnon aTOV TV PAIVOUEVEOV EVM GE VTNV TNV Tepintwon (non-real-
time) to AOY1oUIKO Ypnotponotel £yKvpeg dtadtkacies yio va mapdiet Eva akpiPEég amoTéAesL.
"Evag non-realtime renderer eivon o Cycles tov Blender.

THopadoetyuo 41 Final Render vs Solid Color with wireframe view

htips://www.liveenhanced.com/3d-rendering-techniques-an-overview-of-various-techniques/

7.2 PBR (Physically Based Rendering)

Physically Based Rendering ivot pua véa texvoroyio mov €xel ¢ GTOXO VO OTOODGEL
TO, YPOPIKA LLE TETOLO TPOTO MOTE OAOL TOL LOVTEAQ VO AAUPAVOLV, OVOKAOVV, ATTOPPOPOVY (MG
LE ToV o £YKLpo TPOTO, OTMG aKPPOS CLUPAIVEL KOl GTOV TPAYUATIKO KOGHO. AVTO €YEl ™G
OTOTEAECLLOL TOL TEAIKA OTOTEAEGLATO, OTL KO AV €ivat avTd, va eivor ToAD o peaMoTiKd. AvTO
nov Kavel 10 PBR 1660 dnpo@iing, ektdg puotkd omd 1o moAd kadd amotédeoua, ivol 0Tt
umopel va ypnowomombel wor ywo real-time e@appoyés Ommg moryviolr 1 SldOPAUCTIKEG
epappoyés. ‘Exet avantuyBel amd moAdhd Aoyiopikd, pepkd and avtd eivor ta Unity, Unreal
Engine, Blender, Sketchfab «.a.. To PBR wetvyaivel avtd 1o amotédespa, divovtog EUeacn 6T1o
¢ Oa emeepyactodv gvépyeleg mov apopovdv kKupiwg oto material evog poviéhov. Atvet
éupaon oto Tmwg Ba vAomomBovv ToALL pEPT evOg material dmwg Ta reflections, transparency,
translucency, diffusion, metalness kot dAro.
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traditional shader content pbr shader content
T

THopaderyuo 42 Non-PBR vs PBR Shader

https://marmoset.co/posts/pbr-texture-conversion/

7.3 Occlusion Culling

Occlusion Culling givat éva yapakpioTikd mov divel TV dSLVATOTNTA GTNV KALEPO VO
unv kavet render avtikeipeva mov dgv eivat opatd og avtv. Eite enedn eivan ektdc T00 Mediov
poPoing tng eite enedn kpvPoviat amd dAra aviikeipeva. To Occlusion Culling etvon amd ta
Bacwotepa cvoTaTIKO Yoo TNV PEATIOTONOIMMONG TNG EKTEAEONG TOV TOUYVIOOD POV OV
viomomBel cwotd avefalel kataxdpvea ta FPS (Frames per second) tov moryvidwod. (Unity
Documentation, n.d.)

[F5cme W
Tor '

T ey
Musime o Pay | Connen | uts | |

Tapaooeryuo 43 Occlusion Culling
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8 Environment Art for Games

8.1 Tueivon Environment Art

Environment Art omnv Bounyavio moyvidoiodv eivor 1 dodikacio Tapoywynsg tov
Koopov mov Ba dadpapotileror o monyviol. IepriapPavel v dnuovpyia tov terrain, to
€0MTEPKO Kol TO €EOTEPIKO KIMplwv, omAd avtikeipeva mov meptlapfdver pi oknvy
(kpefdria, tpamédio kAT, ), oxnuata, PAdctnon (Ypacidt, dévipa, Aoviovdia) kAm.. Olo SnAaon
o YPOQIKG OV ¥petdleTor Eva moyviol EKTOG TOV YAPOUKTNP®Y Kol TOV EWKOV £0€. 'Evag
environment artist Tpémetl va dnpovpynoet ta povtéra, to. UV Maps, ta materials, 10 QOTIGHO
Kot TOAAG GAAa. To teAikd omotéAecspo mpémel vo gival £TOHO Yol EICAYMYT] GTNV UNYOV
TOLYVIOIDV TTOV YPTCLUOTOLEL 1] OHAO TTOV OVATTOGGEL TO TOLYVIOL.

8.2 Terrain System

"Eva Terrain System nepiéyet ta anopaitnta epyoreia mov yperaletar £vag environment
artist yio va Snpovpynoet o €54 yio To oty vidt Tov dnuovpyel. Zovnwg avtd To cueTHUa
etvar pépog pa mayvidounyavig énwg Unity 1) Unreal Engine kot ta epyaieio dtapépovv amd
Vv (o otV GAAN. AVTO oL KAVEL TOLG OMULOVPYOVS VO YPNGLLOTOLOVV AVTO TO GUGTNLLA OEV
etvar pévo vy v TAnbopo epyoreimv OV TPOGPEPEL, OAAG Kol ETEWN T terrains wov
ONUovpyoLVTAL HE AVTE TO. GLOTHUATO €ival £TGL GYEdICUEVE DGTE Vo Unv yperdlovton
TOALOVGC TOPOLE KATA TNV dtdpkela Tov rendering. AVTO deV YIVETOL VO TO KOTOPEPEL KAVELG OV
Onpovpyncel £daen He ToV KAOGGIKO TpOTO ovieAoToinong ool ta epyoieia terrain givorn
oXEOOGHEVO Y10 VO SNULOVPYOLV £5A¢N Yo KaOE matyvidounyovn Eexwpiotd.

Ta S16popa epyareio mov mepiéyet €vo cvotnpa terrain givor brushes yio okdAicpo tov
eddpove, epyodreio yioo Coypagikn textures mive o©T0 TAEYHO, gpYoAeion TOmoBETnoNg
OVTIKEWUEVOV OTIMG OEVTPAL, YPUGTOL KAT.

\\;lfv 4 e
Tapaooeryuo 44 Terrain created with Unity

http://www.tanukidigital.com/tenkoku/
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8.3 Modular Assets

8.3.1 Modular Models

Modular Assets givot avTIKEILEVO-KOUUATIO OVTIKEILEV®V TO OTTO10L LTOPEL VOL EVAOGEL O
OMUOVPYOS He O1APOPOVS TPOTOVE MGTE Vo TapdEel dtapopa anoteAéopata. Evo kKAaooikod
napddetypo modular aviikelpévov eivar évo koppdtt toiyov, mapdBvpov, Tafoaviov,
TOTMOUATOC, TO OTTOL0 EVOVEL 0 dNUIOLPYOS Yo va, PTIdEEL Eval omitt pe péyebog ko dtatadn g
emBopiog Tov, VoTEPA EVaG AALOG ONOLPYOS UTOPEL VoL TAPEL TO 1510 TAKETO AVTIKEIUEVOV Kot
va mopdéet Evo GALO omiTl.

Avt givar pia moAd KoA TEXVIKN Yol S1APopovg AOYous. Apyikd av yio mTopdaderyo
OA0L TOL OTITIOL €VOG TOYVIOOD OTOTEAOVVTOL otd T {10 avVTIKEILEVO KAVEL ALTOLOTO TO
OTOTEAEG O, OLOLOLOPPO KOODS OV VTLAPYOLV UEYAAES JLAPOPES GTOV YPOUATIGUO KOl TO
OYNLO TOV CTITIOV TPAYLO TOL GVUPAIVEL GLYVA GE YMPLAL KOl TOAELS, TOV Umopel va BEAEL val
avamopactioel o dnuovpyds. ‘Eva eniong peydio mieovéktnuo eivan ot dev yperaletan to
AOYIOUIKO VO VTTOAOYIGEL TOAAN S10POPETIKA AVTIKEILEVO KOl VO POPTAOCEL TOAAY textures yioti
oA ypnoomoovV To 101, €Tl To TouyVidl Kdvel owovopia 6e TOPOVS Gpa eivor Kot o
era@p¥. To mo Pacucd BEPara TAeovVEKTNLA Elvar OTL O SNULOVPYOG UTOPEL VA TAGO GTIYUT| VO
Kavel omotadnmote aAlayn BEAeL dpa Kot vo TETVYEL Eva KAADTEPO OmOTEAEGHLA. AVTO dgv Dol
Nrav duvato av Yo ToPAdELy Lol OAO TO OTITL NTOV EVOL CUUTOYEG TAEYLLOL.

Hapaoderyuo 45 Modular Assets of a building

https://er.pinterest.com/pin/534802524499540916/? [p=true

8.3.2 Trim Textures

Trim Texture sivon €éva texture mov meprlapPdvel Tapamdve amd po ETPAVEIES £TCL
®ote vo ypnoponombel v mapomdve and Eva oviikeipeva. Eivor emiong pog popeng
modularity kol €yel ta 1010 TAeovexktnuato pe ta modular avtikeipeva. To trim textures
ONUIOVPYOLVTAL O AOYIGLUKG emeEepyaciag EKOVAS, Kot GLVHOWMS 0 dONUOVPYOS TOL Eivar Kot
0 OMUIOVPYOS TOV AVTIKEUEVOV oL B evempatmBodv. Avtd yuutl Yo va Aeltovpynocetl va
trim texture mpénet o1 B€oelg TV moAlvymvav oto UV Map evog avtikeyévov va cupfadifovv
pe to kGBe Koppdtt Tov texture.
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Hopéderyuo 46 Trim Textures Hopdoetyuo 47 Trim Textures Applied

hitps://www.youtube.com/watch?v=IzilY674 ~ https://www.youtube.com/watch?v=IzilY674

NAw&t=70s NAw&t=70s

8.4 Props

Props givat avtikeipeva mov dgv ivor facicd pépoug (g oknvig, o0Te LéEPT ToL Pactkod

YOPOKTAPO, MGTOGO EIVOL AVTA TO AVTIKEIUEVA TTOV YEUILOVV TNV GKNVT| Ko TG divouv TV S1kn
¢ TavtotnTa. Eva prop pmopel va etvar amd pa yAdotpa péypt tnv Kovptiva vog mapaduptov,
a6 £va SLHADIEVO OTOKIVITO HEYPL VA TEGUEVO KOPUO SEVTPOV, 0TIONTTOTE YeUIlEL TNV 6KNV
aALG dev givon amapaitnto Yo ektédeot Tov moryvidrov. [laporo mov dev elvan amapaitnto yio
TNV EKTEAEGT TOL O VLS00, EIVOL OTapaiTNTO Y10 VO, SMCEL EVOL YOUPAKTPO KO L0 PEOALGTIKN
aicOnom oto mepPdriov mov mepmyeitoan o maiytmg. To props Otakpivovior e dapopeg
KoTnYyopieg mov KAOe o £yl Kot GAAL YOPOKTNPLGTIKA T 07010 SELYVOLV TOTE KOl TTOL TPETEL
va vtapyovv 6t oknvn. (Nelson, n.d.)

AvTtéc o1 katnyopieg etvar o1 €€0G :

Common Props: Eivotl 0Aa to autd tor ovTIKeEIpeva mov 0£v KOLVIOLVTOL Kot OgV Umopel
0 ToiyTNG Vo aAANAETOPAcEL pe avtd. Ymdpyovv yia vao yepilovv v GKnvi Kot vo
dtvouv v aicOnom 011 kéBe mepPdAdov Exel Kamola 1oTOPiaL.

Dynamic Props: Eivor avtd ta avtikeipeva pe ta omoio o maiytng pmopet va
OAANAETMOPAGEL, LTOPEL VO EKTEAEGEL EVEPYELEG TAV®D GE OVTA KOl GUVETMG VO, LITAPEEL
KATO10 OMOTEAEG O OO QVTEG TIG evEpyetec. Kamowa mapadetypata pmopel va eivat, ot
SLOKOTTTEG TTOV ALVOLYOKAEIVOLV £Val PG, EVOL GLPTAPL TOV AVOLYOKAEIVEL, Eva Bapéit pe
Bevlivn mov ekpryvuton KAT.. Zoyva €mg TAvTo 0VTA To OVTIKEILEVE AVTOTOKPIvOVTOaL
GTOVG VOLOLG TNG PUGIKNG OTTMG PapOTNTO, GLYKPOVCELS KOl AAAL, GUVETMG TEPIEXOVY
kdmoto physics modifier mov BEPara dStapEPEL ATO TALYVISOUNYOVT] GE TOLYVIOOUNYAVY).
Supportive Props: Ovoupdlovtar oAlwdg ko pick-ups. Eivor avrtikeipeva mov
oyetiovror dupeco pe v €&€MEn Tov mOXVISD aeod pmopel va €xouv TOAAEC
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EMOPACELS TAV® GTOV YOPOKTNPA 1] OTNV EKTANPOGT| KATOLUG ATOGTOANG. Mmopel va
etvar kdmolo kA&l mov ypelaletal o maiytng yio vo cuveyicel To moyvidl, KAmTOo
avTIKEIPEVO OV divel (w1 6TOV TTaly TN, AVTIKEILEVA TOV BEATIOVOLV TIG IKAVOTNTEG TOV
naiytn N 1oL €E0MAMGUOV TOL Kot TaEL AEYOVTaG.

e Interactive Props: Zyetiovtot pe ta dynamic pros, ®6tdc0 €00V KATOIESG OAPOPEG,
Eivon avtikeipeva pe to omoios aAANAOETIOPAEL O YOPAKTHPOG KoL £XOVV dpLeon Emidpoom
o€ avTOV Ko Oyt 6T0 TEPPAAAov. Avtd pmopet va etvat, Eva 0mAo, Eva LETOPOPIKO HEGO,
éva acaveép KAT.. O okomdg Tovg gival va fondncouvv Tov maiytn vo eKTEAEGOVV KATol
OTOGTOAN OAAQ OEV Elval OTap LT T Y10 TV EKTANP®OT TNG. ZuviBwg givor mtepimioka
avTikeipeva kot foaptd yio 1o oy vidl, CUVETMG O0EV VITAPYOVY TOAAN GTOV YAPTN, KO 0LV
VILAPYOLV YPNGILOTOLOVV TO {010 HOVTEAO LE O1OPOPETIKA textures.

| lsrmodt & 110 - §

Hopaderyuo 48 Game Props 1 Hapdoeryuo 49 Game Props 2
https://www.coroflot.com/nigeqb/Game- http://www.shapesandlines.com/generic-
Props gallery-test02/low-poly-game-props-004/

8.5 Particle Systems

‘Eva Particle System eivar éva cOoo Topoy®yng cOUATSIOV e GKOTO TNV ONTIKY
OVOTOPAGTACT] VYPAOV 1] AUOPP®V OVIOTHT®V. AVTO EMITLYYAVETE OPOV TO CUOTNUO TAPAYEL
piKpd copatiow mov uropet va givor po ekOva 1 éva avTIKEIREVO, Kol 0 GLVOVACUOS TOAADY
copatdiov eépet to embountd anotéreopa. ‘Eva tétolo chotnua £xel ToALOHG TAPAUETPOVS
KO TPOGOEPEL LEYOIAN gvkapyio oty xpnon Tov. Ady®m avtod pmopodv vo dnpovpyndovv
Tapo TOA®V €100V Q€. 'Eva mapdderypo ypnong uropet va eivar éva obvvepo kamvov. Kabe
COUOTION0 avamaploTd €vo HKPOGKOTIKO GUVVEQPO KOTVOD &V O GLVOVACUOS TOAADV
COUATIOIMV TOL AVATOPAYOVTOL LLE TNV KOTAAANAN TayOTNTO, TUKVOTNTO KOl GE VO KOUTAAANAO
oynua, oynuatitovv éva peydAo cHvvepo Kamvov.

KéBe copatiowo éxel mepropiopévn ddpketa {mng mov opiletor amd Tovg TapaUETPOVS
TOV GLGTNUATOG. AALOL TaPAUETPOL Elvar TO YpOLA, TO HEYEDOC, 1 TOYLTNTO Kot TOAAL AL
H yprion avtod to0v cuotiuotog eival ToAD Guyvh oTa ToLyvidle ooy divel TV duvaToTNnTa
dnpovpyiog ToAL®Y Q€ TOL gival amapaitnTa yio £va OLOPEO Kot peaMoTikd TePBEALoV.
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Hopaderyuo 50 Particles Fire Effect

https://80.lv/articles/best-vix-for-unity/

8.6 Post-Processing

Post-Processing sivot o d1adtkosio mov emtpénel 6Tov dOnpovpyd va Tpochicet e101Ka
ep¢ o po o rendered eikdva 1 Bivieo, aKOUO Kol 6TO OTOTELECHO TOV BAETEL 1] KAUEPX OE
éva ayviol. O 6Komdc aVTNS TG dadtKacio Etvat vor KAVEL o OLOPPO TO TEMKO AmOTELECLLA
OAAG KO TTO PEAMOTIKO TOAAES POpES. Avtd mov Khvel 1o Post-Processing moAd ompo@iing
etvar Ot givor oA @ONVO og TOPOLG KOl TPOPEPEL TOAD TOOTIKA amoTEAEoHATO. AVTH 1)
dradwocio StopEPEL omd AOYIGHIKO GE AOYIGUIKO KOl £XEL TOAAOVG TOPAUETPOVS TPAYLLOL TTOV
TPOCPEPEL LEYAAN EVKOUYIN GTIG EMAOYEG TOV dNULOVPYOV.

Mepucéc emroyég elvan :

Vignette: [Tov crovpaivel Tig ymvieg TG £1KOVOS Kot Oivel ELPacn 6To KEVIPO NG
EIKOVOLG.

SSR: Anpiovpyel ovtavokAdoelg oTiG KATOAANAEG em@dvele Ko dlvel éva
TOPATAV® PEAMOUO otnv ewkova. Efvar yopnAdtepng moldmrag aviavoakAAceLg
amo ovtég v Reflection Probes, motoco givat davikd yia va ehattmBel n) dtappon
QOTOC.

Motion Blur: Anupiovpyel éva epé xivnong otnv kdéuepa Otav ovtny Kwveiton
BoLldvovtag TIg YoVviec.

Grain: Anpovpyet éva @€ Kakng moltdtnTog Kapepa, Tov pmopei va ypnoyorom et
o€ O18POPEG TEPUTTAOCELS,.

Auto Exposure: Anuovpyel 10 €p€ TG TPOCAPUOYNS TOL HATIOD GTO QMG AVTO
ovpPaivel 6tav M kapepa amd £vo okoTEWO onueio Kortdéel andtopn o €va
QOTEWO.
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e Depth of Field: Bonfdet v kauepa va kéver focus o éva avtikeipevo kot vo
Bolmvel To VTOAOUTO. ZVYVO EPE TNV POTOYPAPICT) GTOV TPAYUOTIKO KOGLO.

e Bloom: Afvel mapomdve évtacn 6ta OTEWVA onueio TS GKNVIGS.

e Color Grading: Bonfdet 6tnv oAAayn amoypOcE®Y TOL YPMOUATOG TG EIKOVAGS.

e Anti-Aliasing: Aivel 6Ta YpoQIKA (o o Agio ELPAVIOT) 0pOL KAVEL OAEG TIC YOVIEG
o Agiec.

Postprocess on

Hapaoeryuo 51 Post-Processing

https://forum.kerbalspaceprogram.com/index.php?/topic/168763-17x-ks3p/
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9 Toa Aoyioukd ov Oa ypnoiporombovv

9.1 Blender

To Blender eivat £va dmpedv kot open source AoylGkd yia v wapoywyn 3D tpoidviwv.
[Tepiéyer kdOe eidovg ocvomuata emneepyacioc 3D mAnpoeopiog, 6w modelling, rigging,
animation, simulation, rendering, compositing, motion tracking, video editing ko1 game
creation. [ToALG dtopa ovd Tov KOGHO aALG Ko pukpd studios ypnoipomotovv o Blender kot
EMOPEAOVVTOL 0T TO YEYOVOG OTL €ivat open source. Avto yiati ekTd¢ o’ To 0Tt gival dwpPeav,
TPOGPEPEL TNV OLVATOTNTO GE KATOLOV TPOYPULUATIOTH VO KAVEL OAAAYEG GTO AOYIGUIKO Ko
Vo 1o @épel o€ o popen mov Ba Ponbncel oy avdmtuén TV TPoidVTeV Tov BEAEL va
dnpovpynocet awtdg 1 kot 1 opdda. [ToArd addons £xovv onpovpynBel amd TPoypopUATIGTEG
OV AOVOLV Ta. XEPLOL GE TOAAOVG YPNOTEG TOV AOYIGUIKOV.

21V mopovoa TTuyleKY| epyacia, Ba ypnotpomomOet yuo dStapopovg cronove. [pdta an’
oA B ypnoomombel Yoo TV LOVTEAOTOINGN OAMV TOV OVTIKEWWEVOV TOL LIGAPYOLYV GTO
oy vidl, amd TOLG TOlYOLG TOL GMITIOL PEYPL TO TOPEvVL Kol TO TATOHA OAAG Kol OAo TO
avtikeipeva wov Oa yepilovv v oknvn, 0Ttmg Kpefatia, tpanéa, fipiia, Aduteg KAT.. Eneita
pe 1o 1010 Aoywopkd Ba dnpovpynBovv ta UV Maps yio kabe avtikeipevo. Otav tereunoet
avt N Sdkacia Oa yiver n eaymyn Tov Kabe avtikelpnévov Eexmwplotd yio va glcaybel 6to
TpoOypoppa dnpovpyiag texture. Metd apov tekeudoet avth 1 dradikacio o evwbodv Ola Ta
avtikeipeva poli yro va dnpuovpynet to eninedo mov Oa dadpapatiCeton To maryviot. Térog Ha
yivel 1 e€aymyn TOV aVTIKELEVAOV Y10 VO E160Y 000V GTNV TOLVISO U XOVT).

Hopaderyuo. 52 Blender Layout
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9.2 Materialize

Materialize givon éva dwpedv kot open source gpyaireio mov mapdyst OAo Ta omapaitnTo
texture maps a6 pio amin eikova. BonBdet dniadn oty dnuovpyic OAOV TV omapaitnTov
GLOTATIKAOV TOL Ypetdlovtal yia va dnpovpynBei Eva vyning modtntag PBR Material. Eivon
éva epyoreio pe TOAAEG emAOYEG Ko Olvel peydAn evkapyio 6to SMpovpyod, aeov oe Kabe
LéPOG NG dradikaciog dnpovpyiag evog texture map TpooeEPEL TAPO TOAAES ETAOYES V1oL VL
mapoyOel T0 KATOAANAO OMOTEAEGHLA. 2TV TOPOVCH TTLYLOKY] Epyacia Oa ypnopomondel yia
mv onuovpyio opiopévov texture mov Oa ypelcTOVV KATOW OVTIIKEIpHEVO (OTE Vo
tehetomomnBovv. Avtd ta texture gite Oa elcayBodv 6 GALO AOYIGUIKO Y10 Vo xpnGLoTotnfovy
eite Oa evoopotmBodv avtovoia ota Material Tov avtikelpévoy.

THopaderyuo. 53 Simple Image

THopaoderyuo. 54 All texture maps generated
and applied

9.3 Substance Painter

[Mpékertar yoo éva Aoyiopukd g Adobe pe mlovowo Asttovpywkdtnro Thveo oTnv
dwdkacio Texturing ko Texture Painting. Xkomdg g ypnong Tov ivar n dmpovpyio TV
texture evog povrédov. Kabwg mepiéyel moAld epyaieio 6mwg masking, procedural tools, layers
K.0l. EMTPENEL TNV INUIOVPYIO TOAVTAOK®V ATOTEAECUATOV OV YwpPic avtd Ba NTav av oyt
advLVATOV, TOAD SVGKOAO Kol ¥povoBOPo va EMTELYOOVV.

Xpnoponotei kébe eidovg PBR Workflow kot cuvendg givar cvpfatd pe 6ha to 3D
AOYIGHIKG OV pmopel va ypnoiponoostl Kavels, 6mwg Blender, Unity, Unreal Engine «Am.
[Tepiéyerl evoopatopéva pre-set materials mov fonBovv tov yprotn va Eekvnoet. Yrnootnpilet
puéxpt ko 8K textures. Elvorl éva epyoieio mov €KTOC TV TOAD TEPITAOK®Y KOl TOLOTIKOV
OTOTEAECUAT®V TTOV TOPAYEL, PonBdeL TOV ¥PNOTN VO TETVYEL ALTA TO AMOTEAEGUOTO OPKETE
YPNYOPO KOt UE TETOW EVKOUYIOG (OOTE VO UTOPOVV VO YIVOUV OMOECONTOTE OAANYEC
omotadnmote oTyun. ‘Eva eniong moAv peydio mheovéktnuo givor 0Tt vdpyovy NON TOAAY
étowo materials online yw omotovonmote, mpdypo wov Ponbdel oy emitevén Kdmolwv
AmOTEAECUATOV av avTd vToPAnBovv oe enelepyacia.

Eivon miéov éva standard Aoyiopikd oty Brounyovia moyvidiwv. ‘Etel oty mapovoa
TTUYl0KN epyocio Ba ypnowomomBel yioo Vv mapoywyn oyeddv Kabe texture kdabe

47



OVTIKELEVOL. AVTO OV YPEELETAL TO GVYKEKPIUEVO AOYIGLUKO lval Eva TOAYWOVIKO LOVTELOD
ue ta UV Maps tov, mpdypa mov Oa yivel oto Blender.
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THopdoeryuo 55 Substance Painter Software

hitps://www.toolfarm.com/tutorial/substance_painter_texturing for beginners/

9.4 Unity

To Unity elvan por pmyovi oy viotdv. Mio punyovn moyvididv ivol To AoYIGUIKO oL
amouteiton yoo TNV dnpovpyio evog maryvidwov. Iepéyet OAa to KatdAinio epyadeio yio v
avAmTLEN €VOC TANP®G AEITOLPYIKOD TToyVIOo0. e OVTO TO AOYIGHIKO €16AyovTol OA TO.
YPOQWKA oV amapTilovy pol oKMvY|, Onpovpyovvtal animations. ['pagetor o k®OKOG TOV
oy VIOoL Yo KaOe chotnua, avtikeipevo kot yapoaktnpa. Avorappdvet emiong to rendering,
TNV QLGIKY TOL ATOLTEITOL Y10 TO AVTIKEILEVA, OTMOS PapVTNT, GLYKPOVGELS KAT., KAODS Kot
TV dtoyelpton pvnung Kot QUGIKA TV e€aymy”n TOL TOLVIOOL GE EVOL EKTEAEGILO TPOYPOLLLLLOL.

Mo unyov Toyviduov mepiéyel mévte Pacikd cvotatikd. To facikd Tpodypappo Tov
avaAapPavel va dtayeplotel TV AOYIKY| Tov Touyvidolov. Mo pnyovn rendering mov givon
avaryKoio Yoo vo TopayeL to ypopikd Kot va ta epeavicel otn 006vr. Mia punyavi nyov, Tov
dwyepiletar 0TL 0popd TOV NY0 o010 Toryvidl. Mia pnyoviy EULGIKNG, TOL OvVaAOUBAVEL Vo
VAOTOMGEL Ko vo. boAoyicel 0Tt givol amoapaitnto Yy vo. 0AANAOETIOPOHV COOTA T
avtikeipeva. Kot éva Al cvotnua, yioo OAN TV TEXYNTH VOMUOGUVT TOV UTOPEL Vo ¥pElocTEl
éva oy viot.

2tV mopovoa Truyloky epyacia, to Unity Oa ypnoiponombei apyukd yio tnv 160ymyN
TOV YPOQIK®OV, TNV onuovpyio Tov material ka0e avrikeypuévov. Tnv dnpovpyia ™G GKNVIG
nov Ba Swdpapatiletor to moaryvidt. Tov o mov Ba ypelaotel to moaryvidl. Ta scripts Tov
YOPOKTIPO Y10, TNV KIVNGT| TOV, TOL SCIIPtS Y10l TO AVTIKEILEVA KO TO TG B0t OAANAOETLOPOVV e
Tov Yapaktpa. Kabnhg kot mv e€aywyn tov mayvidov yio Windows, Linux 1 MAC.
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0a3 Personal [PREVIEW PACKAGES IN US|
File Edit Assets GameObject Component Custom Tutorial Intemal Window Help

# Scene - .
Shaded (20| @ |||~ o0 | % | Wt~ | Gizmos | »| oAl & - door.o03 Sistatice
Tag Untagged v Layer Default -
ES Transform o+ u
Position X -0.0123691 ¥ 7.459641e- Z 0.011386
Rotation X0 Yo Zo
Scale X1 Y1 Z1
vE Door.003 (Mesh Filter) U]
Mesh f#idoor.003 ®
VE] v Mesh Renderer LI ]
¥ Materials
Size 1
Element 0 Q door [}
» Lighting
¥ Li
Scale In Lightmap 1
Stitch Seams v
® Project | E Console - Liqh:ﬂap Parameters Scene Default Parameters v | View
+v a o Al » Probes
» * Favorites [ Assets > Modular Mansion kit > Prefabs S ol ey ha 020 W Adlditional Setings
o AL . Motion Vectors Per Object Motion ¥
Ao &0 column_top_bar_circle.021 S =
snmzpn g @ column_top_bar_circle.022 D¥namicaedision @
v B Modul e’: 0 column_top_bar_circle.023 Rendering Layer Mask  Light Layer default -
odular A
b - baluster bay_wi... g cei . column colum ) column_top_bar_circle.024 . Priority 0
g @ column_top_bar_circle.025 =
. .c=: ings &) column_top_bar_circle.026 YE v Mesh collider
S G » &) curved_window_wall.001 e
00 » &) curved_window_wall.002 _
s final_sc column... colum: curved.. door_wi.. floorf. floor_w.. ladder PG & e window wailo0s! Is Trigger
Lt » & door._frame.001 Cooking Options Mixed... v
05 - - . . . - . » ) door_frame.002 Material None (Physic Material) ®
¥ @ door_frame.003 Mesh # door.003 5}
== » () door.003

[apdaderypo 56 Unity Layout
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10 Awdikacio avamtuEng Ypopikmv

2T0 CLYKEKPYWEVO KePAAoo Ba meptypapodv OAn M pebodoroyio kol Ol TEYVIKEG TOL
aKoAovONONKay og KGO 6TAG10 TNG TTVYLKNG EPYAGiag. ATd TO TMG va dnpovpyn el Eva Koo
HoVTéLD, otV dlodiKacio texturing Tov HOVTEAOVL, HEYPL KOl TAG VA GLVOLOGTOVV OAO TO
povtéda pali yio va mapaydel por ohokinpopévn oknvh. Meténetta 0o meprypapobv OAeg ot
SLOOIKOGIEC TTOL NTAV ATAPAITNTES YO TNV ONUIOVPYIO TOV YPOPIKOV TNG TOPOVGOS TTUYIUKNG
epyaciag, OTMS POTIGUAG, animation, NY0G, TPOYPULUATICUOG KAT..

10.1 Anovpyia avTIKEWEVOV

Ye outd 10 VIO KEPAAOOo O TEPLYPAPOLV Ol TEYVIKEG KOl Ol OlAOIKOGIEC OV €lvar
amOPOATNTEG Yoo TV Ompovpyio evog povtédov mov Ba glvan étoo yo va gwcoydel oe pia
unyovn moyvidliov. Kabog opmg Ba ntov advvato vo meprypapet 1 dtodikacio yio kdbe
LOVTEAO TOL OMUovpYNONKe otV TTLYloKY epyacia, Ba yiver udvo yo €va GLYKEKPUEVO
mapadetypa. To mwapaderypa mov o ypnoomomdet Oa gival pra viovAdna.

MebBoooroyia 1 To mapaderyuo mov Oo. ypnoiuomwoinbel

10.1.1XvAloy" TANPOPOPIDV KO EIKOVOV 0VOPOPES

[Ipwv Eexvioet kavelg va oyedtdlet avikeipeva, Kadd va mponynOel pia pikpn épevva
Yo aLTO TOV TPOKELTOL VO ONULIOVPYNOEL. AVTO YTl GLYVE 0 AVOP®TOC, EVD €lval Giyovpog OTt
Bopdror v 6ym evog avTIKEWEVOD, OTOV TO KOLTAEL TOPATNPEL KATOEG AETTOUEPEIEG TTOV TO
pooAd etvon advvartov va Bopdrton. Katt eniong arapaitmro mov mpénet va EEpeL 0 dnovpydg
TPW opYIceEL TNV HOVTELOTOINOT €ival Ol TPAYHOTIKEG OOGTAGES TOV OVTIKEILEVOL DOTE TO
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OYETIKG LEYEDN TOV avVTIKEIUEVOV Vo Eivol ovTd Tov €xel GLVNBIGEL TO HATL Ko 1] OKNVI Vol
etvat peoMoTiKn.

Me po omdy avalimmon oto Jdwdiktvo, Ppiokel kovelc O ec TIG amapaitnteg
TANPoQopiec Tov ypedleTal. TNV TEPIMTMON NG VIOLAATOG LINPYAY TOAAEG EMAOYES Kot
TOALEC TANPOPOPiES. AVTEC TOL EMAEYOMKAY QAIVOVTAL GTIC TOPAKAT® EIKOVEC.

Charles 2 Door Sliding Wardrobe

MeBoodoloyia 2 dwtoypopio ovapopas MebBoooroyia 3 ITAnpopopies mopadeiyuatog

mOpoOELjuOTOS https://furniturel23.co.uk/charles-2-door-
hitp.//bensherra.info/old-wardrobe- sliding-wardrobe-in-oak_34700
closet/

10.1.2 Movteromoinon kot UV unwrapping

Onwg emmbnke Kot oto TPOMnyovpeva KepdAaie, M povtelomoinon kot to UV
unwrapping otnv mopovcoa mTuylaKky epyacia Oa yivouv oto Blender (éxdoon 2.8). I'a to
GLYKEKPIUEVO TTOPAOELY L, Etval TO POAKO VA 0pYIGEL 1] LOVTEAOTOINGT, TPOTA OO TAL OO,
NG VIOLAATAG, VOTEPQ, OO TO TAAYLM, KO TO oM UEPOG, LETA OO TO KAT® KOl TO TAV® UEPOG
TOV GLPTOPLOV KOl TEAOG ATd TO TAV® LEPOG TNG VIOLAATOG, TIG TOPTES Kol TO cLPTAPL. Onwg
mpo emmbnke, oe auTV TV dwwdKacsio Oa ypnowomombodv texvikeég yioa non-destructive
modeling. £t0 cvykekpévo moapddetypo avtéc ot teyvikég Bo eivar ot mirror kot bevel
modifier. Apov oAokAnpwOel 10 Pacikd oynua. TOL AVTIKEWWEVOL, ivol dpa va TpocTehovv ot
LIKPEG AETTOUEPELES, OGS TOL YEPOVALL TNG TOPTAG KOl TOL GLPTUPLOV KOOGS KOl O1 LEVTEGEDEGS,.

Aol olokAnpwbei avt) N dwdikacio, To emoduevo Prpa eival va onuovpyndovv ta
UV maps ®ote vo uropécet votepa T0 Aoyiopiko texturing (Substance Painter) va mdpet tig
KATOANAEC TANpOoQOpiec doTe Vo Tapdyel To emBuunTd amotéAecua. Avt 1 ddkocio
yiveton pe Tov €€Ng Tpomo. Emiéyovtar ta edges mov mpémet va BewpnBovv wg seams (va komohv
vy va EedumAmwBel n emedveln) ko votepa extedeiton 1 evioAr] Unwrap tov Blender (to
blender ta edges @aivovtar pe kékkvo ypopa). Eivar avaykaio va pmovv 660 to duvatdv
Mydtepa seams Kot va, unv vapyovv otpefracelc oo UV map. Kabng kot ta amopovouévo
Koppdtio va fpiokovtol 6Tl cmoTég BECELG GE GYECT LLE TO AALD Y10l VO UMV VITAPYOVY HEYEAEG
SLPOPES OVALLETO OTIG OVO EMPAVELEG OTAV EVompaTtmOel To texture.
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http://bensherra.info/old-wardrobe-closet/
https://furniture123.co.uk/charles-2-door-sliding-wardrobe-in-oak_34700
https://furniture123.co.uk/charles-2-door-sliding-wardrobe-in-oak_34700

Mebodoloyia 4 Movicdomoinan #1 MebOodoloyia 5 Movredomoinon #2

MeBodoloyia 6 Movisiomoinon #3 MeBodoioyia 7 Movtelomoinon #4

MeBodoloyia 8 Movreromoinon #5 MebBooolroyia 9 Movredomoinan #6
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MeBOodolroyio 10 UV Unwrapping

Me6Boooloyia 12 UV map tov ovpropiod
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10.1.3 Texturing

AoV olokAnpwBovv ot dadwacieg, modelling kor UV unwrap. [Ipénet va yiver n
eCoywyn tov povtédov oe apyeio .fbx yia va swooybel oto Substance Painter. Tnv e€aywyn
avorappavel vo kdvel 1o Aoytopukd povtelonoinong. Otav yiver avtd, to apyeio eicdyeton o
éva véo project Tov Substance Painter, 6mov kot Oa yivel To texturing.

To mpoto mpdype mov mpémer vo yiver agov Ommovpyndel to project sivor va
onuovpynBovv ta mesh maps. Ta mesh maps eivar dtdpopeg TANPOPOPIEG GE LOPPN EIKOVAG
Y T0 TAEYHA. Oa TS XPNOUOTOMGEL TO AOYIGUIKO Yo vo EEpel mov Ppiokovtatl KOUTOAES,
dpa Ko GALEG AETTOUEPELES AV GTO TAEYLLOL.

Mesh maps Bake Mesh Maps
Normal
Mormal Map from Mesh back
World space normal
Warld Space Mormals back
ID
Color Map from Mesh back

Ambient occlusion
l Ambient Ocdusion Map from Mesh bacdk

Curvature

Curvature back

BN Position
Position back

Ii Thickness

Thickness Map from Mesh back

MebBodoroyia 13 Baked Mesh Maps

Avto pémet va yiver yio kGO Texture Set, dniadn yio kKOs material Tov blender. Kdtt
010 omoio mpémel vo 000l mpocoyn eivor vo unv €yovv to 1010 material, faces mov &yovv
overlapping UVs. No punv givat oniadn to éva mdve 6to dAro. Avtd yuati to Substance Painter
Oa pmepdevtel kan Ba dnuovpynBovV atéleleg oto texture.

A@ov dnpovpynBodv ta mesh maps, UTopovV va Yivouv ot KATAAANAEG EVEPYELES Y10
v onuovpyio Tov material. Avtég o1 evépyeteg eivan moAAég oto Substance Painter ko yio
avTd T0 AOYO £ival Kot TO60 duvapikd. Avtd ToL XPNCLLOTOMONKE GTO TAPOV AVTIKEILEVO givat
éva wood material tov substance painter, 610 0moi0 OAAGYTNKOV KATOLOl TOPAUETPOL KoL
npooTEénKav Kamoto smart masks. Apov olokAnpwBovv Ola ta texture sets TOTE LT YivovTot
export yia va eieayBovv poli pe to poviédo otnv unyavn moyviotov (Unity). Avtd mov mpémet
va yiver export yia va eicayfei oto Unity kow oto HDRP givan to Base Color To Normal Map
kot to Mask Map. Avtd emidéyovton oto Substance Painter otig puOuicelc tov exporter.
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Marm

100
Norm
100
MNorm
100
MNorm

100

Wood_Dirty

MeBodoloyia 14 Wood Material MeOodoroyia 15 Wood Material Preview

MebBoooroyia 16 Fully textured model

Desktop > Mansion Props > closet > textures v o Search tex... Q

%

closet_back_Base closet_back_Mas closet_back_Nor closet_base_Base closet_base_Mas

closet_door_Base closet_door_Mas closet_door_Nor closet_drawer_Ba
Color kMap mal Color kMap mal

Color kMap mal seColor

closet_drawer_M closet_drawer_N closet_sides_Base closet_sides_Mas closet_sides_Nor closet_top_BaseC closet_top_Mask closet_top_Norm
askMap ormal Color kMap mal olor Map al

MeBodoloyia 17 Exported Textures
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10.1.4 Import otV punyovn Toyvidton

Téhog mpénet va yivel import Tov poviéhov kot tov texture oto Unity yio tnv TeAKkn
xp1on Tovg. Zto Unity Oa dnpovpynovv ta materials mov Oa mepiéyovv ta texture kKabmg Kot
ot colliders ka1 To animation TV TOPTAOV KoL TOL GLPTAPLOV.

collab *| | b [ Account ~

0 Inspector

# Scene = Hierarchy
Shaded + v oAl = .
< left_door Staticv
v <) EMPTY* @ =
() Directional Light Tag Door ~ Layer Dynamic -
{1 Scene Settings
® Ground T Transform R
» (7 Canvas Position 3 0.0065031/ ¥ -0.003965| 20,0123
() EventSystem Rotation %0 Y0 Z -48.99052
» §# FPSController _— o A n
¥ i§@ closet
i YEH  Left_door (Mesh Filter) CER:]
Bl s Mesh & left_door o)
¥ () left_door o
@ left_hinges YE v Mesh Renderer o+
0 mid
¥ Materials
» (7 right_door
0 right_hinges EZE 2
7 top Element 0 Q@ door @
) wardrobe_back ¥ Lighting
(D) wardrobe_sides Cast Shadows on -
> @ drawer ’ Contribute Global llum
W library_angle o
S library_simple Receive Global Illumin: Light Probes >
B Project © Animation ¥ Probes
+v (o ) Previem | @ |14 1 ¥ Additional Settings
i — Assts > My Assets | doset_door_apen - [%]% ] 0 Motion Vectors Per Object Motion -
B HDRPDefaultR esources B textures Dynamic Occlusion v
¥ M My Assets QD back » A left_door : Rotation < Rendering Layer Mask  Light Layer default 52
B8 Animations Q base Priority 0
Bm HDRIs » & closet Add Property
v I Mansion Props W closet T v Box Collider CEEE ]
» B8 armchair Q door A | Edit Collider
M bedside_table Q drawer L
» B books QD sides 1s Trigger
» Mm candle QD top Material None (Physic Material) ®
B carpet Center % -1.378201 ¥ -0.003251| Z 0.000112¢
s E 3 0.000503¢| ¥ 0.006502¢| Z0.015815
» I chandelier == - E E
» B closet [ | Depesheet | curves | R — P

MebOoooloyia 18 Game Ready Object

© Inspector

Shader HDRP/Lit -

¥ Surface Options
Surface Type Opaque hd

Rendering Pass Default -

Alpha Clipping

Double-Sided

Material Type Standard -

Receive Decals =

Receive SS5R v

Geometric Specular AA ]

Displacement Mode None -

¥ Surface Inputs

.aBase Map Y

Metallic ® 0

Smoothness Remapping 1h]

Ambient Occlusion Remapp { b}

mMask Map

Mormal Map Space TangentSpace -

.Normal Map —& 0.5
door [» @[]

MeBodoroyia 19 Unity HDRP Material Properties
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10.2 To frjpato Tov akoAovOHOnKav

10.2.1XvAloy" TANpoQoOpLOV

To mpdTO TTPAYUE TTOL EMPENE VAL YIVEL Y10 Vo EEKIVIOEL 1] TTTUYIOKY EPYOGio HTOV M
GLALOYN TANPOPOPLOV GYETIKA LE TO BEpa Tov level mov €npene va dnuovpyndei. Epdcov to
0épa NTav Eva moryvidl Tpopov, po wpaio emAoyn Ba fTav 1 dnovpyio EVOG GIITION TO 0TTOI0
Oa émpene ®OTOCO Vo Eivat APKETA PLEYAAO OGTE TO ToyVidl va £xel TOAAEG emhoyéc. [a avtd
10 AOY0 amopaciotnke va dnpovpyndel Eva mold eykatoredeppévo péyapo. ‘Etot, éyve pia
EPELVA Y10 POTOYPAPIEG TOV CLYKEKPLUEVOL BEpOTOC.

MebBodoloyia 20 Level Iopadeiyuo #1

https://cellcode.us/quotes/victorian-manor-

MebBodoloyia 21 Level Ilopadoeiyuo #2

https://'www.mountvernon.org/the-estate-

hallway.html

MeBoooloyia 22 Level Ilopaderyuo #3

https://www.mountvernon.org/the-estate-
oardens/the-mansion/the-mansion-room-by-

room/

gardens/the-mansion/the-mansion-room-by-

room/

MeBodoloyia 23 Level Iopdoeryuo #4

https://'www.mountvernon.org/the-estate-

gardens/the-mansion/the-mansion-room-by-
room/
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https://cellcode.us/quotes/victorian-manor-hallway.html
https://cellcode.us/quotes/victorian-manor-hallway.html
https://www.mountvernon.org/the-estate-gardens/the-mansion/the-mansion-room-by-room/
https://www.mountvernon.org/the-estate-gardens/the-mansion/the-mansion-room-by-room/
https://www.mountvernon.org/the-estate-gardens/the-mansion/the-mansion-room-by-room/
https://www.mountvernon.org/the-estate-gardens/the-mansion/the-mansion-room-by-room/
https://www.mountvernon.org/the-estate-gardens/the-mansion/the-mansion-room-by-room/
https://www.mountvernon.org/the-estate-gardens/the-mansion/the-mansion-room-by-room/
https://www.mountvernon.org/the-estate-gardens/the-mansion/the-mansion-room-by-room/
https://www.mountvernon.org/the-estate-gardens/the-mansion/the-mansion-room-by-room/
https://www.mountvernon.org/the-estate-gardens/the-mansion/the-mansion-room-by-room/

10.2.2 Anpovpyia Bacuko? level

A@oD GUAAEYTNKAY Ol amOPOiTNTEG TANPOPOPIES KOl OmoPacioTnKe TL akpPdg givarl
emBounto va dnpovpynbet, Enpene va dnpuovpynbovv ta OAa ta modular Koppdria To omoio
otav evwbovv Bo propovv va dnpovpyncovy Eva orAokAnpouévo level oto onoio Ba pmopovv
va yivouv aAloyég moAd gbkoia. Ta kKoppdtio vt fTav TOAAG, 0AAG TO O KOPLO NTOV EVOG
KOUUATL TOlYoV, TOTOHATOS, Tofaviod, TdpTag, mapdbupov KAT.

Me6Boodoloyia 24 Modular Parts

Aol dInpiovpyndnkav 6Aa ta amapoitnTo LEPT) TOV GTITION, EVOOTKAY Y10 VO pTIAEOVY
éva ohoKANpopévo onitt to onoio Kot Oa frav 1o Pacucd koppdtt Tov level. Exel Oa émonle o
malyTng Kot Tave o€ avutd Oa Eumovay OAa ta avTikeipeva Tov Oa cuuTAnpovay To Taryviot.
Avtd ot0 omoio émpeme vo dobel peydAn mpocoyn eivor omv dwdikacio texturing twov
OUYKEKPIUEVOV OVTIKEILEVAOV POV £NPENE OTAV EUmatvay OimAa dimAo dVO aVTIKEILEVA VO
eatveror cav va etvat éva Kot oyt va aAralet. Ta mapadetypa, dnwog tekeimve n de€id peptd tov
Toiyov £tot émpemne va, apyilel n aproTep).

MeBodoroyia 25 Modular Parts United #1
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MeBOodolroyio 26 Modular Parts United #2

MeBOodoloyia 27 Modular Parts United #3

MebBoooroyia 28 Modular Parts United #4
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H d1aokacio e éveoong tov Kopuatiov Bo propovoe va. elye yivel gite otnv pnyovi
T VIO00, ooV YIVOTAVY 1 EI0aY®YN TOL Kabe Koppation Eexmplotd, gite oto Blender kot va
eloayotav 00 pall otnv punyovn moryvidov. Emiéydnke n devtepn emdoyn|, Tpdypo Tov dev
aALGCEL TO TEMKO OMOTELEG L.

10.2.3 Import level otnv pnyovi moyvioon

AoV dnuovpyndnkav ta modular pépn ko 1o Pacikd level, éywoav export oe
apyeio .fbx kot stodydnkav poall pe ta amapaitnto texture e £va véo project Tov Unity 2019.3
pue HRDP Template. Zto Unity dnuovpynnkav 6Aa to amapaitnta materials mov mepieiyav ta
textures Kot 0T EVOOUATOOMKOV 6TO KOTAAANAO OVTIKEIIEVO.

# Scene | ©® Game
Shaded v((2D || ® [ (2 |v| ®o ¥ | Bt~ Gizmos | ¥

M Project B Console # | = Hierarch a |
+ - t:Material & f K B2 + v |

_ _ R e
v Bm Assets CLETZS Bl ‘Modular Mansion Kit' # » £ Canvas

B HDRPDefaultResources ) EventSystem
v B My Assets » [ Lighting
B Animations » [7) Effects
B HDRIs f0) Post-Effects

bay_win.. bay_win... black ceiling_s... column

» Bm Mansion Props

v B8 Modular Mansion Kit ¥ &9 Mansion
Bm banisters » 1) Ceilings
M ceilings » [0 Floors

» Bm columns » (P Library
Column_... Columﬂ_... concret.. concret.. concret... -
» Bm doors » () Green Room

mh R B N . . i
» B floors » 7 Hall
L

» [} GLOBAL_TEXTURES » Mansion Prop

> LightBleed_Object

MeBoooroyia 29 Level Layout in Unity

A@ov gloayBovv kot yivouv ot KatdAAnieg puOuicelg etvor ToAd gvkolo va aArGEeLg
v Béon M 10 péyeBog evOg aVTIKEILEVO aKOLLO KOl VO SNULOVPYNGELS OVTLYPAPO OVTIKEILEVOV.
YVVENMG LTOPOoVV Vo Yivouy tepdoTieg aAlayég oto level yopig mepetaipm modelling, texturing
KA. AvTo givor ToAD onpovtikd 6tav o€ éva project SOLVAELOVY VM amd €vo. dTopad, AoV
ovvnBmg dAAOg TIdvEL TO LOVTEAQ, GAAOG Ta texture ko GAAog To level design.

To endpevo mpdypa mov Empene va yivet givar va dnpovpynBovv ta colliders tov level
Yo voL umopohv va yivovtal ot KATIAANA0l VTOAOYIGHOT G€ VOLOVG TNG PUOTKY] KAT. AvTo givan
KATL IOV YiveTol TOAD gvkoAa 6to Unity KaBdg £xel TV €MA0YN VO TO SNULOVPYNGEL LOVO TOV
Kot 0V YPELLETAL VO TO KAVEL 0 OMovpydg xeypoKivnto.
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10.2.4 Anpovpyia Bactkod @OTIGHOD Kot EQE

To emopevo Prua yo va emrevybel o embBountdg peamopdg oto level etvar va
TpooTeBoHV Ta KATAAANA £0E Kot @OTIGHOL, avTd Yiveton péca oto Unity. To mpmdto mpdypa
mov Ba onuovpyndei etvan €va Directional Light mov 6o avomapiotd to @wg mov Tapdyel To
eeyydpt (epocov givar viyta). Yotepa Oa yivouv ot amapaitntes puBuicetg yio va onpovpyn el
10 €€ Tov Volumetric Light, dote va vdpyet n aicbnon g oxdvng kot ¢ opiyAng. Extog
tov directional light dnpovpynOniay Kot o1 VTOLOITOL POTIGHOT TOV BaL TPOEPYOVTAL OO GAAAES
mmYEg Ommc Adumeg kKA. Kdatt emiong Paciko, elval 0Tt TOAAEG POpPEG GE AEMTA OVTIKEILEVA TO
QWG mEPVAEL 0md péso kol TPokoAel Eva @atvopevo mov Aéyeton light bleed. Avtd Adveton
TomofeTOVTOG £ETPOL AVTIKEILEVO YOPO atd AALQ avTIKEIEVA TaL OTTOT0L O®G dEV Oal fvar opatd
aAAG Tepropilovy T0 MG GTO VO TEPAGEL.

MeBodoroyia 30 No Light Scene MeBodoloyia 31 Directional Light &
Volumetric

MebBoooroyia 33 Light Bleed Solution

MeBodoroyia 32 Scene with Lights

10.2.5 Anovpyia props

A@o0 oAOKANP®OEL 0 POTIGHOG KoL TO EQE GEPA £xEL 1] OMovPYio. OA®V OLTOV TOV
avTiKeEVOV mov Ba yepilovv v oknvn kot Bo aAANAoEmIdpovV He TOV TTaiyTn. Avtd givorn
TOAAG avTikeipeva, OTmg KpePatia, Tpamélia, keptd, Pipiio KA.
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MebBoodolroyia 34 Iopaderyuo prop #1 MebBoooroyia 35 [opaderyua prop #2

MebBoooroyia 37 [opaderyua prop #4

MebBoooroyia 36 [lopdderyua prop #3

Me@odoloyio 38 Hopdderyua prop #5 MeBOodolroyia 39 Iapaderyuo prop #6

MeBoooroyia 40 [opadderyuo prop #7

MeBoooroyia 41 Tapdoeryuo prop #8
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MeBoooroyia 43 [opaderyuo prop #10
MebBoooroyia 42 Tlopdoeryua prop #9

Mefodoloyia 44 Hapaderyua prop #11 MeBoooroyia 45 Iopdderyua prop #12

10.2.6 Import props oTnv unyovn moryviotonH

A@ob dnuovpynBovv dAa ta props KaBm¢ kot to textures Tovg, mpémel va elcayfovv
ot0 Unity. Onwg kot yia to level, étot yi to props, mpémet va yivel import To LOVTEAO Kot TaL
textures. Metd amd ovtod mpémel va, dnpuovpynBovv ta materials ko va evoopatmbodv ota
povtéda. A@ov yivetl kot avto, yio Ka0e poviédo mpémet va dnpovpyndel éva prefab mov Ha o
nepiEyel. Prefab oto Unity eivon éva avtikeipevo mov mepiéyet GAAa ovTiKeipeva OA0 OLmG Exovv
v 1o pifa. Av dnAadn yiver o aAdayn oto prefab, Ola ta otirypdtuma owtod Tov prefab
TNV GKNVN EVIUEPDOVOVTUL. AVTO YAVTAOVEL TOV ONUOVPYS omd TOAD ¥pOVO aALG elval Kot TTo
@Onvo og THpovc.

Search: All In Packages In Assets ‘Mansion Props' Asset Store: 999+ / 999+

rrrrrrrrrrrrrrrrrr

wall_light_off

MebBoooroyia 46 Mansion Props
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10.2.7 Anpovpyia odokAnpopévov level

A@ov gloayBovv 6Aa ta props oto Unity Kot yivouv ot katdAAnAeg pvbuicelg oto kdbe
éva, To emdpevo Prpa ivat va toroBetBovv oty oknvi|. Metd amd avtd kATt TOAD GNUAVTIKO,
elval To avTIKEILEVO TTOV dEV TTPOKELTAL Vo KovvnBovv, Ommg KapEKAES, KOVPTIVEG KATT. val
onuewbodv mg «staticy, £tol ®ote va cupPdriovy oto Global Illumination 6tav 0 POTICUOG
yivet baked.

MebBoooroyia 47 Props inserted to level

10.2.8 Anovpyia player, scripts kot animations

Epdoov €xel ohokAnpmbel 1o eminedo, 10 enduevo Pripa rav n dnuovpyio Tov ToiyTn
Kol TO ¢ Oa Kiveital 6Tov Ydpo, HETA 1 dnpovpyic TV animations TV oVTIKEWEVOV, Yo
TOPAOEYILO TO AVOLYHO poG TOPTOG Kot TEAOG To. Scripts mov ypetalovton kot kabopilovv 1o
note o mailovror avTd To animations aAAG Kol GAAEG AELTOVPYIES TOL TOLYVIOOV. QGTOGO LI0G
Kot 170 Pactkd Bpa g mTuylakng epyacio Tav 1 VAOToINom TV Ypagikdv kot tov level kot
Oy T0 gameplay, oev 060nKe peydAn ELEacn 6€ AVTO TO KOUUATL.

Apyikd vy tov maiytn ypnowonombnke to default FPS Controller tov Unity. To
Bpiokel koveig oto Asset Store oto Standard Assets a6 tnv Unity Technologies. Aiyeg ftav ot
pLOUICELG TOL AAAAYTNKOV GO VTO LLOG KO 01 EPYOCTAGLOKES TOL PLOUIGEIG NTAV KOATAAANAES
vy to embountd anotérecpa. To pévo mov €npeme vo. TPOGAPUOGTEL NTAV 1) TOYVTNTO TOV
oy TN TO VYOG TOL Kot 1 OVVAUN TOL TNOOVGE. AVTO £ytve TOAD g0KOAN OAAALOVTOG TIG TIES
otov Inspector.
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+ FirstPersonController

0
0

| |
5
1
1
1
2
3
1
1

a: All
v €} EMPTY*

®
miFirstPersonCharacter (Camera) [€]
®

7 Jump
/1 Land

Me6Bodoloyia 48 Unity Default FPS Controller

Ooco agopd v dnuovpyia TV animation, NTovV KATL GYETIKA AmAd a@ov dev giye va
Kével pe mePIMAOKES KIWWNGELS YOPOKTNPOV OAAG OTAEG UETOKIWVIAGES KOl TEPICTPOPESG
avtikepévov. ETot og mapadetry o v vIovAdmo, EpOcoV KOTA TV LovTeAoToinon elxe oplotel
¢ onpeio mpoélevong N AkpN TG TOPTOAG KO LLE TNV YPNON TOL CLGTNLATOS Animation Tov
Unity €ywve éva amhd rotation 120 popav.

. right_door

-0.0065029 | ¥ -0.0039656'/ Z 0.0123

0 -189.2854
1 1

Eright_door []

1
Q door (]

Li
v

Per Object Motion -
Light Layer default v

| |

None (Physic Material) ®
1.394188e- | ¥ 0.00325149 | Z 0.00011249

MeBodoloyia 49 Simple door animation

AoV dnovpyndnkov 6Aa ta animations yio KAOE aVTIKEIUEVO ETPETE VAL OPIOTEL TOTE
Ba Ttoulotav avtd ta animation. Tt Oa Empene va kdvel dnAadn o waiyTng ywo va yivel trigger 1o
animation. Ato@aciotnke 6Tt avtd Bo yvoTav ov 0 ol TG TV OPKETE KOVTA GTO OVTIKEILEVO
Kot TAtovoE aplotepd KMK 6T0 TovTiKl. AVTO LAOTOWONKE e TNV ¥PNon Tov Animator Kot
€vOc amAov script.
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¥ Tag Door v | Layer Dynamic -
Y. Transform °+a
Position X -0.0065029 | Y -0.0039656'|Z 0.0123
Rotation X0 Yo Z -189.2854
Scale X|1 i 1 2] 1
YEH  Right_door (Mesh Filter) LRS-
Mesh i right_door Q|
VES v Mesh Renderer o u
¥ Materials
Size 11 |
Element 0 ' Qdoor @
¥ Lighting
Cast Shadows ‘on v
Contribute Global Illuminat |
** Animator Receive Global inatior Light Probes -
Layers | Parameters ® Base Layer » Probes
a: Hame i _oreeneaEE v Additional Settings
Motion Vectors Per Object Motion .
Dynamic Occlusion v
Rendering Layer Mask  Light Layer default v
Priority 0
ful T < Box Collider - LI
thhinqel i‘ EditCalliden
top Is Trigger ]
0 wardrobe_back Material 'None (Physic Material) [}
Corne bt i Center % 1.394188e- | Y 0.00325149 Z 0.00011249
» &9 drawer ¥
» &) library_angle Size X 0.00050399 Y 0.00650298 | Z 0.015815
» &) library_simple —
My Assets/Animations/closet_door_r.controller » &% door_with_frame > I ¥ i v Audio Source 0o

MebOoooloyia 50 Open-Close Door Animator

O ovykekpévog Animator Asrtovpyet og €€ng. Otav pia mapdpetpog tomov Boolean
yivertrue, TOTE 1 TOPTO AVOLYEL, EPOGOV ElvaL KAEIGTY, EAV VTN EIVOL OVOLYTH KO 1) TOPAUETPOG
yiver false 101e KAgivel ko n Katdotaon yiveton o idle. H mopdpetpog Oa adddlel and ta
e&Ng scripts.

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

public class PlayerActions : MonoBehaviour

{
RaycastHit hit;
void Update()
¢ int layerMask = 1 << 9;

if (Input.GetMouseButtonDown(®0))
{

layerMask))

if(Physics.Raycast(transform.position, transform.forward, out hit, 1.75f,

if (hit.collider.gameObject.CompareTag("Door"))
{

hit.collider.transform.gameObject.GetComponent<open_close>().0OpenClose();

}
}
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using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class open close : MonoBehaviour

{
private Animator _animator;
private AudioSource _audioSource;
public bool _isOpen, _islocked;
public AudioClip open, close, locked;
public Text message;
private void Awake()
{
_animator = gameObject.GetComponent<Animator>();
_audioSource = gameObject.GetComponent<AudioSource>();
_isOpen = false;
}
public void OpenClose()
{
if (!_isLocked)
{
_isOpen = ! _isOpen;
_animator.SetBool("open™, _isOpen);
if (!_isOpen)
_audioSource.clip = close;
}
else
{
_audioSource.clip = open;
}
}
else
{
_audioSource.clip = locked;
StartCoroutine(writeMsg("Oh! It's locked!", 0));
}
_audioSource.Play(90);
}
private IEnumerator writeMsg(string msg, float waitTime)
{
yield return new WaitForSeconds(waitTime);
message.text = msg;
yield return new WaitForSeconds(3);
message.text = "";
}
}

To mpdto Script elcdyetal oTov maiytn Kot Kavel Tpia Tpdypata, apykd owaBdlet edv o
Tty TNG TATNGE OPLETEPO KAIK, EPOGOV £YIvE aLTO piyvel pia aKTiva omd To KEVIPO TNG KAUEPOS
ka1 o€ amodotaon 1.75 (povadeg unity). Av avti n axtiva ytommoet collider 6mov To avtikeipevo
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&xel oprotel wg Dynamic ko €xet eticéta Door tote extedeiton ) suvaptnon OpenClose(); Tov
OVTIKEUEVOL aVTOV. AVTN 1] EVTOA VILAPYEL 6TO devTEPO Script Tov £xel evowpotmbel o€ kbbe
SVVOUIKO OVTIKEILEVO.

To devtepo script avarapPavel va avoitet (trigger To animation) v TOPTU OV OLTY
elval khelot Kot EEKAEIdmTN Ko va, THEEL TOV KATAAANAO Y0 KoOMS Kot vo TV KAEIGEL av
avt etvan avoryt. Avaiopfavel emiong va dgi&el oTov TaiyTN TO KATAAANAO W VOLO, OV Y10
TapAaderypo etvor KAEWmUEVT.

"Eva axdpa script mov dnpiovpyndnke nrov avtd mov Ba deiyvel otov maiy av glvan
OPKETA KOVTA G€ £vo SUVAUIKO avTIKEIEVO. AVTO €ytve plyvovtog Eova pio akTiva Tpog TV
010 katevBvvon Kot amdoTaon Kot dAAALOVTOS TO Xp®Ua £vOG HKPoD dgikTn Tov eivon mhvta
070 KEVTPO TG 006VNC.

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class pointerFeedback : MonoBehaviour

{
private RaycastHit hit;

public Camera cam;
void Update()
int layerMask = 1 << 9;

if (Physics.Raycast(cam.transform.position, cam.transform.forward, out hit,
1.75f, layerMask))
{

gameObject.GetComponent<Image>().color = new Color32(255, 185, 26, 100);

}

else

{
¥

gameObject.GetComponent<Image>().color = Color.white;

10.2.9 BeAtiotonoinomn motyvidio

To tehevtaio Pripo mov €yve NTOV Vo TEPLOPIGTOLY TO YPAPIKA OV Yivovton render
ka0e frame. Avtd €ywve pe v ypron tov Occlusion Culling. Twa va emtevyBel Enpene va
tomoBetnBovv Occlusion Areas oe kKa0e dwpdtio kabmg ko Occlusion Portals og kKG0e ndpTa
ooV Ntav emBountd va unv @aivovtol To avtikeipeva Ticw amd v ndépTa dTov vt eivan
KAELGTY] Ko va gfvon opatd 0tav givor avoryti. A@ov tonofetOnkay KaTdAANAL TO TOPATAVED
TPOCTEOMKAV VO LIKPEG GLVOPTNCELS OTOV KMOKA NG TOPTOS, AVLTEG Ol GLVOPTNGELS
extelovvtor Otav apyilel To animation Tov avoiyel 1 TOPTO Kol OTAV TEAEUDVEL TO animation
nov KkAgivel v wopta. H ypnom tov givor yio vo aAraler v Tiun tov Boolean “open” mov
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neptEyel 1o Occlusion Portal Component kot kaBopiler av to portal Bewpeiton avoytd M
KAe1oTo.
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11 AnoteAécuoata

11.1 To mouyviot

To moryvidt mov vAomomOnke mepiEyel Eva TANPEG EMimeEd0 OGO APOPE TO YPUPIKA.
[MapdyOnke éva mansion Tpiov peydAwv dopatiov kot 8 pikpotepwv. Tapdaydnrkov apketd
props yo. va, Yepicel 1o enimedo 0mov apketd €€ avt®dV eivan dynamic, GUVETMG 0 TaiyTNng Umopet
Vo OAAMNAETIOPACEL pe avTd. YAomomOnKe 0 amapoitnToc GOTIoHOS Yoo To 0épa mov HTav
emBouunto va viomombel Kabdg Kot Ta amapaitnTo €€ Yoo Tov 1010 Adyo. YAomomOnke Eva
TAMNPEG cLOTNUO Kivnong maiytn Kobdg kot duvatoTNTeG GAANAETIOPAONG UE OLVOLIKA
avtikeipeva. TIpootédnkav opiopévol Nyot Tov divovv pio To poic EUmEPio. GTOV ¥PHoTN
KaBag elvan kdtt mov emiong Ponbder onv mapovsioon tov Bépatog tov maryvidov. ‘Exet
emtevyOel éva oefaoto eminedo pealopov.

Gameplay 1 Hall
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Gameplay 2 Hall from Top

Gameplay 3 Room #1
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Gameplay 4 Room #2

Gameplay 5 Library
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Gameplay 6 Green Room

Gameplay 7 Music Room
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11.2 AvokoAiec Katd TNV TOpaymyn

Yrnp&ov apkeTéc SVOKOMEG KATA TNV TOPAY®YN TOV YPAPIKMV Kot TOV Toityviolov. H mo
Baotkn duokola glye va kavel pe TV £01KOVOUNGT TV TOPWV, TPAYLO TOL 0ONYNOE G £val
Bapv moryviol mov ypetdletar Eva apketd dvvatd cHoTNU Yia va TpEEEL. AvTtd cLvEPN AoYyo
anepiog kabhg dev eiya dovAéyetl Eava oe pia 1660 peydAn oknvr. AAAeg SLVGKOAES TTOV
TPOEKLYOV MTOV KOTE TNV HOVIEAOTOINGN TOAD AEMTOUEPOV EMPAVEIDV (T.Y. KOUyoi
KaBpénteg mov cuvavtdel Kaveic o Bidec). Avtd cuvEPN AOYm EAAEYNG EEAGKNONG GE TETOLO0V
eldovg empdveleg KOO amaitovy TOAD ¥pOVo Yo Vo UTOPEl KAVEIG Vo TETVYEL £VOL KOAO
amotéleopa. Apketd mpofAnquota emiong mpoékvyav katd v dnuovpyia tov UV Maps
OPLOUEVOV TOADTAOK®OV LOVTEA®Y TPAYLO TOV ONUIOVPYNCE OALOIMGELS KATA TNV d10d1KoGio
bake Tov POTIGHOV.

11.3 ITBavég perhovtikég eEeMEerg ko doplmoelg

Muog kot 0 Bacikdg 6TdYOG TG TTVYLNKNG EPYOGTOG NTOV 1] TAPAY®YN VYNANG TO1dTNTOG
YPAPIKOV, pia Tlovh e£EMEN TG epappoyng Ba umopovce va elvar 1 avanTuén evog Kovovikon
oy vVid10V pe fACT TO EMITEDO TTOL avaTTOYONKE Kol To BEHa TOL oty VidLY. Avtd Oa propovce
va oupfet e TV VAOTOINGN OMOGTOADVY, GTOY®V OALY Kot TV TPOGOHN KN GAL®DV XOPpAKTP®V
7o Ba Aettovpyovcav mg epmddL Yo TNV EMITELET TOV TEMKOD GTHYOV.

Kémoteg d10pBdoelg mov 6o pmopovoav va yivouv elvar 1 PBertiotomoinon Kamouwmv
LOVTEAWV Ta, OTT010L £XOVV HEYAAO aplOO SNUEIDV TPAYLO TOV KAVOLY 0pKETA BopD TO TTouyvidt
OAAGQ Kot M Onpovpyia trim textures yio TNV AmOELYY TOAA®OV peYGA®V texture mov emiong
Bapaivouv to moryviot.
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