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Evyoprotieg

O ypaoov guyapiotel Tov kabnynt Abaviacio Mordapo yio v kafodynon Tov Kot
™V Topoyn Tov eE0mAMGoV Tov epyactnpiov IToAvpésmv , Aiktowv kot Emkovovioy.



Abstract

For a decade now, virtual reality has come into people’s lives, at first with difficulties
and skepticism, but now everyone has at least a little bit of contact with it. In the present
thesis will explored and analyzed the beginning of virtual reality, today's technologies on
virtual reality, and how this can be further integrated into the user's daily life through the web
browsing.

The technologies that will be analyzed are initially the choices that the general public
has, if they want to enter the world of virtual reality, and how they have come to be as they
are today (HTC Vive, Oculus Rift, etc.). Technologies around 3D graphics and browser-level
interactivity used in virtual reality applications (Web3D, VRML, etc.), as well different APIs
that specialize in virtual reality web applications (ThreeJS, WebVR, etc.).



2ovoyn

Ed® ko pior dekaetion ) EIKOVIKY TpOyHoTikOTNTa £YEL Umetl ot (o Tov avOpodrmv,
APYIKE [LE OVGKOALEG KOl GKETTIKIGHO, OAAG TAEOV OAOL £XOVV £0TM KO L0 IKPT] ETOPN LLE
avTnV. 1NV mopovca epyoasio Bo peketnBodv kot Bo avalvBovv, 1 apy” TG EIKOVIKNG
TPOYUATIKOTNTAG, Ol TEYVOAOYIES TOV GHUEPO TAV®O GTNV EIKOVIKT TPOYLOTIKOTITO, KO TMG
0TI UTOPEL VO UTTEl TEPLOGOTEPO BTNV KOOMNUEPIVOTNTA TOL YPNOTN HLEGO OO TNV TEPUYNOT|
TOV GTOV TAYKOGULO 16TO.

Ot teyvoloyiec mov Ba avaAvBovv elval apyikd o1 EMAOYEG TOV £YEL TO ELPV KOO, OV
Belnoel vo UmEL 6ToV KOGO TNG EKOVIKNG TPOYLATIKOTNTOS, KOl TG OVTES EQTOGAV VoL Vot
ot popen mov givon ofjuepa (HTC Vive, Oculus Rift, k.a). Teyvoloyieg yopw amd ta
TPIGOLAGTOTA YPAPIKA Kot S100pacTIKOTNTO, G EMIMESO TEPMYNTAOV, TOV YPNCULOTOLOVVTOL
o€ eQupLOYES elKoVIKNG TpaypatikdtTntag (Web3D, VRML, k.a), 6nwg emiong kot
drapopetikd APIs mov ££€101KeVOVTAL GE EQAPUOYES EIKOVIKNG TPOLYLOTIKOTNTOS GTO
dwadiktvo (ThreelS, WebVR, x.ar).
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Kepaharo 1: Ewsayoy

Mepidnyn

2KOmOG NG TOPOVGOS TWTVYOKNG €lval M avamTtuén UG JSlOOIKTVOKNAG EQOPLOYNG
euPovdiong oe mepPAAAOV EIKOVIKNG TpayUATIKOTNTOS, 6€ JavaScript, e ) ypnon epyareiov
onmwg 1o ThreelS, ekpetarlevopevor tig duvatdtng tov HTC Vive kot twv controller mov avtod
dwbétet.

H epappoyn mov avartdydnke enTpEnel 6To ¥PNOTN VO SNUIOVPYNCEL £VOL GYNUOL TG
EMIAOYNG TOV UE ¥PNoM ToL controller kot vo To PETOKIVIGEL 1] VO TO TEPLGTPEYEL LE T XPNON
Kouumov péoa oto VR meptPaiiov.

Kivntpo ywo v dweayoyn g epyaciog

Kivntpo vy ™ de€aywyn g epyaciog Ntav 1 amoOKTNON YVOCEDMV CYETIKA UE TIG
TPOCPUTES TEXVOAOYIEG GYETIKA LLE TNV EIKOVIKN TPOYUATIKOTNTA KOl TOG 0VTEG EQoprolovTon
oe mepmyNTéS 10100, Emiong kivntpo Ntav n eufabuvon oty JavaScript Kot cuykekpyuéva
oto Threels mov apopd ce peydro Babud avt v epyasia.

Aopn Epyaciog

. Kepdrawo 2: Totopikn avadpoun kot epappoyés - Texvoroyieg Tov onpepa.
. Kepdroro 3: [TAat@OpLES TPIOINAGTAT®V YPOUPIKOV.

. KepdAawo 4: Texvoroyieg WebVR — Threels - Ammo.

. Kepdraro 5: Kopro pépog g epyaociog - Zounepacpota.

. Kepdrawo 6: Biproypaopia.



Kepararwo 2: Iotopukn) avadpoun kor £Qappoyés -
Teyvoloyieg Tov onuepa

Ewovikn mpaypatikdmra opiletor n TPocoUoimoT (oG TPedldotatns €KOvag 1
nepPaArovTog, Tov £xovv mapayBel amd VIOAOYIGTY, e T omoia pmopel va aOAANAETIOPACEL
éva. TpOoOTO, HE QOVOUEVIKA oAnBoeaviy M @ULGIKO TPOMO, YPTCLLOTOLDVTOG ELOIKO
NAEKTPOVIKO €EOMMGUO OTTMOC KPAVN EIKOVIKNG TPOUYUOTIKOTNTAG LE EVOOUATOUEVT 000V,
yYavtio pe aontpeg N xeplotpla. O 6pog “elKOVIKN TPOYUATIKOTNTA TPMOTOEUPAVIGTNKE
o010 £pyo tov Antoine Artaud “Le Théatre Alchimique” 1o 1932 aAAd kot oto €pyo Tov “Le
Théatre et son Double” 10 1938 mov avapépel 10 Batpo cav gwovikn poypatikdTta. O
O0pog pe v kabapd TEYVOAOYIKN TOov évvoln gppaviotnke 1o 1989 amd tov Jaron Lanier,
TATEPOL TNG EIKOVIKNG TPAYLATIKOTNTOGC, 0 omoiog poli e Tov Thomas Zimmerman idpvcav 10
1984 v VPL Research, v npdt etaipeio mov d1€0ece mpog TOANGT KPAVOS EKOVIKNG
TPOYLOTIKOTNTOG KOl YAVTLOL.

[Na va epPobiotel TApmg oe éva KOGUO EKOVIKNG TTpaypoTikdtnTag o xprotng Ha
npEneL vo, £xel amopovmbel and tov € kOGO, dedopuévoy OTL Ba déyxetan epebicpata og
TOVAGLOTOV dVO aicOnoelg (Opaon, axor|) iowg Kot Tpelg (o). Znuoavtkd poro mailel 6Tt T0
KPAVOG TPOPALEL GTEPEOCKOTIKEG EIKOVES OO S1OPOPETIKEG YOViEG 0TO KAOE HATL 0VTOC MOTE
va dnovpynBei n aicOnon tov Babovg, AL Kol 0 GTEPEOGKOMIKAS M)0G LECH TOV 0TO10V O
xpotng Pubiletor mepiocdTEPO HEGH GTOV EIKOVIKO KOGHO KOl TOPAAANAQ amokAgieTol amd
tov mpaypatiko. H aen emroyydvetor pe 1 Ponbeio popeTtdv GLOKELAOV (YAVTIR) 1| UE
TNAEXELPLOTNPLO PE BOVNOT), TPOKELEVOL O XPNOTNG VO VIBMOEL TV avTioTaoT, TIG VLS KOl TO
GYNUO TOV OVTIKEWWEVOL TOV CLKOVUTAEL.

H swovum mpaypatikdtto Bpiokel epaployég 6€ 0A0EVO KO TEPIGGOTEPOVS TOUEIS
OO GTNV EKTOOEVOT] OGTPOVOVTMOV KOl TAGTOV, GTNV WTPIKY, GTNV OPYLTEKTOVIKY|, GTOV
TOVPICUO, KAT. XNV ekmaidevon to o@EAn Bo Adyape Oti glvor dutAd kKabBdg ot pabntéc,
Koplog o HIKpég mMAkieg, Opaviag o€ opddeg péoo oe éva mePPEIALOV  EIKOVIKNG
Tpaypatikotntog, paboivoov vo cvvepydlovtor aAld mopdAAnAo €EOIKEIDVOVTAL HE TO
Tprodldctata TeEPPAlovTa.

‘Eva @Alo medio e@opproyng €KOVIKNG TPAYUATIKOTNTOS €lval o1 EVOTAEG OLVAELS.
Kvping oe Bépata otpatiotikng ekmoideuong Kot 0oKNGEWDY, LK TPOGOUOIMOT EKOVIKNG
TPOYLATIKOTNTOS OTVEL T1 SLVATOTNTA Y10 TNV EKTEAECT] OVGKOA®VY Ko TEPITAOK®V OCKNCEWDV
YOPIG Vo KIVOUVEDEL 1] COUOTIKY OKEPALOTNTO TOV CTPATIOTAOV KOl VO pLokdpeTor 1 ¢Bopd 1
anoiewn eEomhopov. To NATO e&é€dmoe to 2003 o avapopd pe titho “Virtual Reality: State
of Military Research and Applications in Member Countries”, n onoia deiyvel 0Tt o1 Pacikég
OTPOTIOTIKES EPOPLUOYES, TOL GYETILOVTOL PE TNV EIKOVIKY TPOYLOTIKOTNTO, EIVOL OVTEG TOL
£YOUV TNV KOVOTNTO VO LLOVIEAOTOCOVY €V, oTAKO cvotnua. Eniong ot epappoyés avtég
UTOpoOV Vo amodel oy  ypNoYeS otV avamTuEén VE®V  CUOTNUATOV GTPATUOTIKNG
eKTaidevong, Kot OYeSOCUOD  EMYEPNOE®V. XTOV TOUEN TNG OEPOTOPIOG 1| EIKOVIKY|
TPAYLOTIKOTNTO EEPEVYEL 0md T Oplo EvOG amAol Tposouolwt mtnongs. H exmaidevon tov
TAOTOV amottel Tov peyaAdtepo dvvatd peaiopd yu avtd 10 Adyo m ypnon s VR
TEXYVOAOYIOG TTPOGPEPETOL CaV TEAEID EVOAAUKTIKY] 0T CLUPOTIKY ekmaidgvoT), cLUPAALEL
TOPAAANAC OTNV aVATTTUEN TOKTIKOV Kot oxediov, oAl Kupimg anaAieipel Tov kivduvo tov
TPOWUATIGHOD 1 NG amoAeg (g tov mAOToL. EKTOC Tng aepomopiag 1 €KOVIKN
TPOYUATIKOTNTA €lvor ypnoiun oto me(lkd KoOdG amaitobvTol TPOGOUOIDNCELS OKPMG
PEOMOTIKEG YlOL TNV OTEKOVIOT] KOL TN AEITOLPYIO TOV OYNUOATOV, TIG OVTIE0EG KOPUKES
GULVONKEG KOt T SLOPOPETIKA €101 £3APOVG.



Xtov  TOMED. NG OTPIKNG KOl  GUYKEKPWEVO TNG  WUXWTIPIKNG 1 EKOVIKN
TPOYLOTIKOTNTO £ivol TOAAL LTOGYOUEVT, KAOMG EXEL EPOPUOCTEL GE JAPOPES OATAPAYES,
Kuplog eofies. H koo avipetdmion kdmowag @ofiog mepthapupdver dvo otddia, oto
TPMOTO 0 06OEVIG PAVTALETOL VO EPYETOL GE ETOPN LE TO OAVTIKEILEVO TOV OOV TOV, EVD GTO
devTEPO Epyetal otadlakd o emaen pe To oo tov. H ewcovikn mpaypatikdtnta e16dyet Eva
eVOlgUECcO Tpito otddlo otn OBepameio, o6to omoio o acOevig épyetol o€ emaEN UE TO
OVTIKEILEVO TOL QOPOVL EIKOVIKG GE TPOCTATELUEVO TEPIPAAAOV TANPOC eleyyOuevo. Mo
devtepn mruyn ™G Bepaneiog oty omoia fondaet n elkoviky TpaypatTikdT T Eivot To Thavo
ko6otoc. o mapddetypa évag acbevig pe agpopofia (pofia mtiong) mpémet va extifeton
EMAVOANTTIKA G€ TEPIPAALOV TTHONG Kol ALTO GE TPOYUATIKES GLVONKES elval KOGTOROPO Ko
un ereyYOUEVO GE TEPIMTMOT Tavikoy Tov acBevi. Me ) ypnon ewovikoy mepPdAlovtog
HELOVETOL TO KOOTOC KOl GE TEPIMTOON TOVIKOV Od ToV acheV] 11 TPOGOUOIWoN UmopEl va
otopotnoel. ‘Epevvec delyvouv OTL €QOPUOYEC EIKOVIKNG TPOYUOTIKOTNTOS HTOPOLY Vo
GUUPBGAAOVY OGNV OVTIUETOTION TOL TOVOL GE OPIoHEVOLSG aoBevelg, Otav o mOVOg avTdg
eEaptdrtarl ko amd YuyoAoyikovg mapayovies. H ewovikn mpaypatwcotta fonddet oto va
OALGEEL TNV TPOGOYT TOV O OGHEVIG LE ATOTEAEGLLOL VOL DTTAPYEL CNUAVTIKY LEl®OT TOV TTOVOV.
Avtd amodelyOnke oe mepapota tov Epyactnpiov Teyvoroyiag AvOpomivav Alemapdv Tov
[Mavemotnuiov g Ovdoryktov, Otav ebehovtég vmoPannkav oe fMRI eved tovg
dnuovpyovvrav epebicpato movov. Xwpic Tn YpNoN EPAPLOYDV EIKOVIKNG TPOYLATIKOTNTOG
Katd TN ddtkacio, avnke 6Tt LINPYE UEYOAN O1EYEPON GTA KEVTIPO TOV EYKEPAAOV TTOL £ivor
vrevBuva yia ta gpediopata Tov TOVOVL, VM 6TV avtifetn TEPITTOON KOTAYPAPNKE HEI®ON
TV emmed®V d1€yeponc. Ot epaploYEG EIKOVIKNG TPAYHOTIKOTNTOS EKTOG amd TOVG 0oeveic
BonBdve kot otV ekmaidEVOT TOV 10TPIKOV TPOS®TIKOV. EQapuoyéc £xouv oyediaotel yio tnv
eKTOLOEVOT YEPOVPYW®V, 000VTIATP®V Kol VOoHAeuTpLdV. Ot opBomedikol YpNGLOTOIDVTOG
TPOGOUOIDGELS EIKOVIKNG TPAYUATIKOTNTOS OVOTOPIOTOVV ENMEUPACES GE GAKOUTTO OCTA,
OMWG 06TEOTOUIES, APOPOTAACTIKEG KO AKPOTNPLUGLLOVG.

HTC Vive

To HTC Vive givar éva headset gikovikng mpaylotikOTNTOS OV ovaTuYONKe amd TV
HTC xot ™ Valve Corporation. To oeT HKpPOQOVOV-OKOVGTIKOD YPNCOTOLEL TNV
TevoloYilo mopakorovOnonG "room-scale", emTpémoOvVTag GTOV XPNOTN VO UETAKIVEITOL GF
TPLGOAOTOTO YMPO Kot va ypnoponolel motion-tracked controllers yio voo aAAniemdpdcovy
pe 1o mepPdrirov. To HTC Vive mopovoidotnke katd tn owdpkewn tov Mobile World
Congress g HTC tov Mdptio tov 2015. Ta kit avdmtuéng kukAo@opncsav tov AVyovsTto
Kol Tov ZenTEUPp1o tov 2015 eved n TpdT £KO00M Y10 TOVG KOTAVAAMTEG KLKAOPOPNGE GTIG
7 Tovviov 2016. IIpotdTLTO EVOG GUGTILOTOG EIKOVIKNG TPOLYUOTIKOTNTOS TOV TOPAYETOL OO
) Valve emdeiybnkav koatd ) duwdpkeia tov 2014, Z1ig 23 defpovapiov 2015, n Valve
avakoivooe tn SteamVR kot 611 O emdeilet éva "oHotua viikov SteamVR" 1o 2015 oto
Conference Developers Game. H HTC napovoiace enionuo t cvokeun g, tnv 1n Maptiov
2015. Ot mpomapayyerieg dpyroav otig 29 defpovapiov 2016 otic 10:00 mp. H Valve kon n
HTC &iyav avakowvdcel 6Tt to headset Ba eivar dmpedv Yoo EMAEYUEVOVS TPOYPOLUUATICTES.
>10 Consumer Electronics Show 2016, n HTC kot p Valve amoxdivyoav pio oyeddv teAk,
avabewpnuévn cvokevn], yvoot og HTC Vive Pre.

To amhd headset ¢ Vive €xet puOud avavéwong 90 Hz kon ontikd medio 110 popdv.
H ovokeun ypnoponotei dvo mivakeg OLED, éva avd patt, to kabéva pe avaivon oBovng



1080 x 1200 (2160 x 1200 cvvdovacuéva eikovootoryein). Ta yapaktnplotikd aceoieiog
neptlopfdvouy por kapepo mov PAETEL TPOG TAL EUMPOG KOL EMTPEMEL GTO YPNOTN VO
nopaKoAovdel 10 mEPIPAAAOV TOV YWPIC Vo aQalpel TO GET HKPOQ®OVOV-aKkoLoTIKOD. To
AOYIOUIKO pmopel emiong vo yPNOCUOTOMGCEL TNV KAUEPA YO VO EVTOMIGEL OMOLOONTOTE
KIvOOUEVOL 1 OTOTIKG avtikeipeva oe €va SOMATIo. ovutn 1 Aettovpylo pmopel va
ypnoporomOei o¢ pépog evog cvotnuotog aceaieiag "Chaperone", 1o omoio 0o eppoavilet
oUTONATO €VaV EIKOVIKO TOlyo M ML TPOPOdocio. amd TNV KAUEPO Yo TNV OGQOAN
Kafodnynon Tov ypnotov omd eumdoln. 1 TPAYUATIKOVS Tolyovs. Mécsa amd To eEmTePKa
KEADPN TOL OKOVGTIKOV £ivat deKAdEG aoONTpeC VITEPLOPOV TOV AVIXVEDOLV TOVG TOAUOVG
vépuipwv otabudv Pdong yio va tpocdiopicovv v tpéyovca Béon tov headset oto ydpo.
Alot ooOntpeg mov mepthapPdvovtar givor évag awsntipoc G-Sensor, yvpookomo Kot
ateOntipag eyydmrag (proximity sensor).

Ou controllers éyovv moAlamAéc peBOSOVE €16000V, cvumEPAAUPAVOLEVOD  €VOG
trackpad, Kovpmov macipatog Kot pog oKavodang, eva ypetdletor eoption mepimov avd 6
®peg. Amd 10 daytvAiol Tov controller vapyovv 24 vrEpvBpol acONTNPEg TOL AVIXVELOLY
TouG otabuovg Paong vy va kKabopicovv tv tomobecio tov eheykt). To ovommuo
napakorovOnong SteamVR ypnoponoteitar yio v napakorovdnon g 0éong tov eheyk
o€ KMo VOGS (IAMOGTOV, Le puOLovS evnpépwong mov kupaivovtot ard 250 Hz éwoc 1 kHz.

Mo vo TposEEPEL TIC MO GLVOPTOCTIKEG EUTEIPIES EKOVIKNG TPAYUATIKOTNTOS, TO
HTC Vive kot ta ofegoovdp TOL TPEMEL VO TPOGOEPOLY TNV  KOAVTEPN dvuvarth
napakorovdnon. To tracking tov HTC Vive e€aptdtar oe peydro Pabud and to vrépubpo
Qm¢ mov ekméunetanl and 0Vo otabepovc oTabpovg Paong kol Y 'avtd to headset kot ot
controllers givon yepdrot pe arcOntipec. Me toug 6ta0H00¢ 0VTOVG TOV EKTEUTOVY VITEPLOPAL
ONUOTO, L0 GEPA oONTPOV GE AVTEG TIG GLOKELEG Umopel va evtomicel pe akpifela )
Béom tovg oe oyxéon pe tovg otabuovg. Kdébe controller £yel oty emedveld Tov KOMOTNTEG
aviyvevong vrepvBpav, e v kdbe Koo Ta va dabétel Eva vépuBpo eidtpo, T0 omoio
£XEL GKOTO VO OPOLPECEL TO EIGEPYOUEVO PMG TOL EKTEUTETOL OO TOVG 6TAOOVS Pdong Tng
HTC Vive.

[Topatnpdvtag TNV KOPLEN TOV EAEYKTY], LTOPOVUE VA SOVUE TANODPO KOVUTIDOV Kot
emoeoaveldv. To peyaddtepo kukhiko enimedo eivon to touchpad (9 trackpad) tov eleyktn, to
omoio Agrtovpyel moapdupowe pe avtd tov Steam Controller g Valve. Alheg pébodot
€100yMYNG TEPAaUPEVOVY TO, KOVUTLE GLGTHLATOG KOl LevoDh Tov PBpickovtatl Alyo mo kdT®
a6 1o touchpad. v KAT® TAEVPA TNG GLGKELNG LILAPYEL EVOL KOVUTL GE LOPPT CKOVOAANG,
T0 OMOil0 YPNOYOTOLEITOL GLYVA OTWG TO OPLETEPO KAMK KOTA TN SIUPKELD TNG TAONYNONG
HEVOD KOl TOV 7Oty vidlov. 10 Katw UéPoc tov controller vdpyovv dvo xovumd Grip, To
omoia &yovv tomoBetnOel exel yio e0koAn mpodcPacn kol mdTnuo amAd ceiyyovtag tn Pdon
Tov controller.

Avotyovtag tov controller yivetoaw coaeég 60t1 m HTC dev éxave mepuconég otnv
oot To Katookevwng tov Vive. Kébe pio and t1g mhakéteg mov gival dtotetayéveg yop® amod
70 doyTLALOL Tov controller @lo&evel évav amd tovg 24 acOntipeg. Ot asOntnpeg eivan
otabepomompévol oe d00 doKTLAIOVG Ol omoiol evdvovtan pe €va kadmolo. Ot aicOntpeg
popdlovrot e&icov 610 TV Kot KAT® pEPOS Tov controller cupmeprrapPavopévaov Kot Tov
dvo awsntpov mov Ppiokoviar 6to kEVTpo. IIpoywpdvIaS oV KEVIPIKY TAUKETO TOL
controller cuvovtaue Evav NXP's LPC11U3x 32-bit ARM Cortex-MO0 microcontroller kot évo
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Lattice's iCE40 HX FPGA. H aviyvevon g kivnong yiveton pe t Ponbeia tov InvenSense's
MPU-6500 Six-Axis, 0 0moio meptAopfavel £va EMLTAYVVOIOUETPO TPLOV aOVOV Kol Eva
YupookoOmo TPV aovav, Olo oe pia povada. Almha tov vrapyet o povadae Serial Flash
Embedded Memory Micron M25P40 (3V, 4Mb). [Tapopota eEaptipate GUVAVTAEL KOVELS Kot
oto headset. O controller tpogodoteitor and po emavapoptilépevn Li-poly pmatoapio tov
960 mAh, n omoia Bpioketal 6to Tow UEPOS TG TAAKETAS, v popTilel uéow Bupag Micro
USB mov Bpioketar 010 kdtm uépoc ¢ ovokevns. To touchpad aviyvevel Tic Kivicelg Tov
doyTOAOL TOV ¥PNOTN OTOV KAMKAPEL LEG® EVOC LIKPOOAKOTTN TOL VILAPYEL Al KAT® Tov. To
ocvoTnua avtd dev etvar kavovplo kabmg Exel epappootel Eavd oto controller tov Steam,
omwg Tpoavapéptnke, kabmg kot ot dvo controllers (Vive kou Steam) poipdalovtor tov id10
Cirque 1CA027 companion microcontroller.

H xopuo 6éa micom amd v teyvoroyio mapakorovOnong (tracking) sivor oyetikd
arAr]. O otabuodg PBaong «PouPapdilery to yodpo pe un opaty vrEPLOpTM axtivoPfolria,
AertovpymdVTaG £T61 GV oNueio avagopds Yo OAES TIC GLoKEVEG TapakorovOnong (headset 1)
controllers), yia va aviyvedoet mov Bpiokoviol VTEG G TPAYLATIKO TPIGOIAGTOTO YDPO. TNV
ovcio. 0 otafudg Paong Aettovpysl cav @Apog, «apnvovtac» to headset va Kdvel Tovg
vroroyopovs. O otabpog Paong dwbétel éva apBpd amd LEDs kot éva (edyog exmoummv
laser. E&nvta @opéc ava odevtepdiento 1o LED kor évag amd tovg dvo moumovg laser
EKTEUTOVY MG 0TO0 XDPpo. Eviopetald o amodéktng (headset 1 controller ), mov SiaBétet
awoOnmpes emTog, petpdel uéypt va gvtomioel tov arcOntrpo mov yrumnOnke. Yortepa
ypnoonotel tn Béon tov asOntpa oo headset kot o ypoOVO OV YTLANONKE OO TO PWS KoL
vroAoyilel podnuotikd v axpipn 6éon tov 6éktn oe cuvaptnon pe ) Béon TV oTabudv
Baong oto ydpo.

Oculus Rift

To Oculus Rift elvor g oepd omd headset ewovikng mpayuaTIKOTNTAG TOL
avartoyOnkav kol katackevdotnkay and v Oculus VR, tpuqua ¢ Facebook Inc. mov
Kukhopopnoe otig 28 Maptiov 2016. To 2012 i Oculus Eekivnoe o exotpateio kickstarter
YL VoL XpNUATodoTNoEL THY avanTtuén tov Rift, apod 1Wpvudnke wg ave&dptn etapeion dVO
uves mpwv. To €pyo amodeiybnke emtvynuévo, eBdvovtag oxedodv ta 2,5 ekatoppdplo
dordpra amd mepimov 10.000 cvvelspépovieg. To Maptio tov 2014, 1o Oculus ayopdotnke
ano 1o Facebook yio 2 dioekatoppdpia doddpra. To Rift dAlate dbpopa poviéla mpo-
mapaymyng peta v ekotpateio Kickstarter, mepimov névie and ta omoia mwpoPfAndnkav oto
Kowd mpv @OBAocOLV OTNV  EUMOPIKT] KLKAOPOPio TOv. AVO amd ovTd TO HOVTEAQ
HETOQEPOMKAY GE VITOCTNPIKTES, TOL YopoKTNpioTKaY MG KT avdmntuéng, n DKI1 ota péca
tov 2013 o DK2 ota péca tov 2014, pe okomd vo mapéXouy 6TOVS TPOYPULUATIOTEG IO,
TAOTQOPUA Yio TNV €yKalpn avamtuén tov mepleyonévou yo v ameAevfépmon tov Rift.
Q061660 ayopdstnkay Kot ot 000 €kdOCELS amd TOALOVG AATPELS ToL NBEAaV VO TApOoVV pia
YELON TNG TEXVOAOYIOG OLTNG GTa apyKd TG otdola. To Rift kukAoedpnoe 6to eumdplo 10
Méptio tov 2016 pe to Rift CVI, 10 omoio dwkdmnke 10 Mdaptio tov 2019 pe v
KuKAogopio Tov d1addyov Tov, Tov Oculus Rift S.



Méow ¢ ewovikhg mpaypatikdtrog oo MTBS (Meant To Be Seen) kot twv
eopovp cu{nmoewv 3D, o Palmer Luckey, o 13pvtfg tov Oculus kot 0 pokponpoBecuog
OLVTOVIOTHG TG POpovU culntoewv MTBS, avéntuée v 10€a Tng dNpovpPYiag EvOg VEOU
head-mounted display mov Ntov Kot 70 ATOTEAEGHOTIKO 0O O,TL VINPYE TOTE GTNV Ayopd,
Kot @OV yuo Tovg maikteg. To mpdTo axatépyncto mpmtoéTLIO PTIdYTNKE TO 2011 0md TOV
Palmer Luckey (tote 18 g1®v) o010 yKOpal TV yovémv tov oto Long Beach ¢ Kalpdpvia.
Svuntopotikd, o John Carmack éxove Tic 01kég Tov €pevveg Kot oVVERT oTig eEgMEelg ToV
Luckey ®g péhog too MTBS. Metd ™ ook evoc mpdipov mpmtotdmov, o Carmack
tayOnke vrép ¢ mpocéyywong tov Luckey ko Ayo mpwv amd tv éxBeon Electronic
Entertainment Expo tov 2012, n Id Software avaxoivwce 01t 1 HeEAAOVTIKNY TOLG £KO0GT TOV
Doom 3, BFG Edition, 6a ftov coppati pe povadeg head-mounted display. Tov Iobvio tov
2012, kotd tn ddpketo g ovuPaong E3, n Carmack eionyaye éva head-mounted display
nmov PBaciletoan oto mpwtdtvmo Oculus Rift Tov Luckey, 1o omoio €tpele 10 Aoyiopkd g
Carmack. H povéoda swbéter IMU vyming tayvmtog ko 086vn LCD 5,6 wtodv (14 cm),
opaTn Ue HIMAOVG POKOVG, TOMOBETNUEV TTAV® O TOL LLATLA, Y10 VAL TaPEXOVY OptiovTIOL Kot
110 poipeg kdBetn otepeockomik| Tpoontiky 3D.

Abo pnveg petd tn ovotaon tov og etopioc, 1 Oculus VR tov Palmer Eexivnoe o
exotpateior crowdfunding kickstarter tv 1n Avyovotov 2012 yio to headset eikovikng
npoypatikdttog tov ovoudleton Rift. O kvprog oxomdg tov Kickstarter tav va dmoet va
npwtotumo Oculus Rift - topa avaeépetor g DKI1 (Development Kit 1) — otovg
TPOYPUUUATIOTEG Y10, VO EEKIVIGEL TNV EVGOUATWOGCT TNG GLOKELNG oTa. oyviolwe tovg. To
Rift DK1 xvkAo@opnoce otig 29 Maptiov 2013 kot ypnoipomotovse pio 006vn 7 wvrteov (18
cm) e CNUAVTIKA YOUNAOTEPO YPOVO evaAilayng pixel amd To apyikd Tp®TOTLTO, LEUDBVOVTOG
mv kabvotépnon kot t Boumdda dtav yupvaet ypryopa To KEQAAL Tov ypriotn (motion blur).
H m\pwon tov swovostoyeiov elvar eniong kakvtepn, peidvovrog to screen door effect ko
KaO1oTOVTOG TO EMUEPOVS glKovooTolyeior Aydtepo arcntd, eved m 086vn LCD eivon
QoTEWVOTEPN Kot TO PdBoC ypdpatog eivar 24 bit avd sikovooTtotyeio.

H 006vn 7 wtomv kdver 1o overlapping oto otepeocskomikd 3D va unv givor 6to
100%, apov 10 ap1otepd patL PAETEL EMTALOV YDPO TPOG TOL APLoTEPE Ko To O&l pditt PAEmEL
EMMAEOV YDPO TPOS Ta 0e€1d, Ydpol 6TovG omoiovg dev vrdpyel avtiinyn 3D Babove. To
ontkd medio (FOV) vrepPaiver 1ig 90 poipeg oprlovria (draydviog 110 poipeg), to omoio givan
neplocoOTEPO omd 10 duhdco tov FOV 1ov mponyoduevov cvokevdv VR amd dAAeg
etapeieg kot glvat 1o duvatd onueio ™g cvokevng. H avdivon givor ota 1280 % 800 (Adyog
dwotacewv 16:10), n onoia 0dnyel og éva anotedespatikd 640 x 800 avd patt (avoroyio
dwotdoewv 4: 5). Qotdc0, dedoUEVOL OTL M cuokevn Ogv mapovotdlel overlapping 100%
HETOED TOV UATLOV, 1] GLVOLAGUEVN optldvTiar avaAivon lval peyoivtepn amd 640. H ekdva
v K60e patt eppaviCetor oy 006vn mapopopeopévn (barrel distortion) kot 6t cuvéyeln
dopBovetan pe pincushion effect tov @axmv, dnuovpydvtag o spherical-mapped gwova
v ké0e pdrti. Ta apyikd TpwtdTLIa YpNnopomoincay Evav aviyveut kepoaing ¢ Hillcrest
Labs 6DoF, mov kavovikd tpéyet ota 125 Hz, aAld pe edwod firmware, mov {ftnoe o John
Carmack, to omoio tov ékave va tpéxet ota 250 Hz. Avtd éywve d10Tt 1 KaBvotépnon eivar
Cotikng onuaciog Adym g e£0pTNoNG TOV PEUAGHOD TNG EIKOVIKNG TPOUYUATIKOTNTOS 0o
Tov ¥povo andkpions. H mo npdoeatn £kdoon mepthapuPavel Tov VEO aviyveLTN TPOGEYYIoNG
npaypatikétntag 1000 Hz tg Oculus, 0 omoiog otoyevel oty mapoyn oAy YoUNAOTEPOL
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tracking latency omd oyeddév omolodnmote AGALo tracker. Xpnmoyomoiel €va GLVOLOGUO
YUPOOKOTI®MV TPLOV 0EOVAOV, EMTAYVVOIOUETPO KOl HOYVNTOUETPOA, TO OTOi0, TO KoBloTOovV
Kave yuo. omdAVT TOPOKOAOVONGT TPOCAVATOAMGHOD NG KEPAANG (o€ oxéon pe t I'm)
yopic petatomon. To kit avantuéng 1 mepleddpfove emiong ovVIOALOKTIKOVG QOKOVS TOV
OTOCKOTTOVGAV 6TV OTTIKY d10pOmor. H oAdxkinpn myn ywa to Rift DK1 kvkhopdpnoe oto
Kowd 1o Xemtéppplo tov 2014, cvpmeptrapPavopévov tov firmware, Twv schematics Kot T@v
UNYOVIK®OV Yoo T ovokev]. To firmware ekdoOnke pe amhomompévn adelo BSD, evod ta
OYNUOTO Kol Ol UNYovicpol KukAoeopohv pe v adswa Creative Commons Attribution 4.0
International License. Tov Iovvio tov 2013, éva mpwtdtumo tov Rift mov ypnoyonoince éva
ndved LCD 1080p mapovoibdotnke oto Electronic Entertainment Expo. Avtd 1o frpa oonyet
070 OuAdo1o tov aplBuod TV gikovostoyeimy, Kabng n DK peimoe onupavtikd to screen
door effect ko xobiotovoe avtikeipeva oTov €lKoVikKd kOGHOo mo EexdBopa, €W0Kd o€
andotaon. H koM avdivon nrav n kopla kprrikn g DK1. Avtd 1o tpotdtumo HD eivor to
povadikd mpotdtumo tov Rift mov mapovsidletar 6To KOO T0 0MOi0 deV PETUTPATNKE GE KIT
avantuéng Aoyopkov. Tov Tavovdpro tov 2014 mapovsidomnke oto Consumer Electronics
Show éva evnuepopévo mpotdtvmo pe v Kook ovopasio "Crystal Cove", 1o omoio
ypnowonoince o €01k OLED low-persistence 006vn, kofdg xor éva véo ovotnuo
evtomopoh Kivnong mov ypnoyomoince po e£®MTEPIKN KAPEPA Yoo TV TapoKoAovLON oM
VIEPLOP®V KOVKKIdWV v oto headset. To véo cvotua eviomGHoL Kivnong Oa enétpene
0T0 GUGTNUO VO OVIXVEVEL TPAEES OTT®MG M KAlon 1 M okvYo, 1 omoio vrootnpixdnke oti
Bonbd otnv avokovEon amd 10 avoaKATENN TOv BLdVOLY 01 ¥PNOTEG OTOV TO AOYIGUIKO OeV
avtamokpiveTan otig evépyeteg avtés. To Oculus Egkivnoe v amocstoAn tov Development Kit
2 (DK2) tov IobAo tov 2014. TIpdkerton yio po pikpn Pertioon tov mpwtdtumov Crystal
Cove, mov meprapfavel apketés Pacikég PEATUDGEIS G GYEOT LE TO TPMTO KIT avVATTUENG,
omwg M vymidtepn avdivon (960 x 1080 ova pdaty) oB6vn low-persistence OLED,
VYNAOTEPOG PLOLOS avavE®ONG, EVTOMICUOG BE0MNC, OMOCTAOUEVO KOADIIO Kot T Un yp1on
oV £E®TEPIKOV KOVTIOL €A&YYov. ‘Eva teardown tng DK2 amokdAvye O6TL evoouat®vel pio
tpomomoinpuévn 006vn tov smartphone Samsung Galaxy Note 3, couneprrappovopévon kot
TOV UTPOCTIVOU TAVEA amd tnv idw 11 ovokevn. Tov dgfpovdpio tov 2015, n Oculus
avakoivooe 0Tt Taveo and 100.000 povadeg DK2 eiyav amootadlel puéypt ekeivn ) otiyun.
Tov Zentéuppio tov 2014, o Oculus mapovcioce Kot TaA pio evnpepopévn ékdoon tov Rift
pe kodkd 6vopa Crescent Bay. Avti n €kdoom €xet peyordtepn avaivon and v DK2,
YOUNAOTEPO PAPOC, EVOOUATOUEVO X0 Kot TopakoAovOnon 360 popdv xdpn otnv Tapovcio
LED mov PBpiokovtor oto micow pépoc tov headset. H Oculus éxer emiong ddew ot
BpAoOnKn Aoyopukod RealSpace3D, n omola avapéverar va dwocel oto Rift akydpBupovg
HRTF ko reverb. Koatd 1 dudpkela evog maveh oto SXSW 2015, pe titho "E&epevviote to
péAdov tov VR", avaxotvodnke onpocing yio mpd@Tn @opd 0TL TO TPMOTOTLTO YPNGULOTOLEL
dv0 006veg avtl Yo pio OTog eixe mponyovpéveg mpotadel. To Oculus Rift, pepucéc popég
avaepépetor o¢ "Consumer Version 1" 1§ "CV1". H Oculus VR avaxoivoce otig 6 Maiov
2015 6t m consumer version tov Rift Oa otadel To mpdTo Tpitnvo ToL 2016 Kot dviwg otig 25
Maoprtiov 2016 n tpd ™ Taptida headsets dpyioe vo StaveieTon GTOVG KOTAVOAWMTES.

H consumer version givou pua fedtiopévn ékdoon tov mpotdétuvnov Crescent Bay, mov
dwabéterl 006veg pe avéivon avd patt 1080 x 1200, cvyvomta ota 90 Hz, evromiopnd 0éong
360 polpmv, EVemUATOUEVO YO0, TOAD ALENUEVO OYKO EVTOTIGHOV BEoNC Ko LEYAAT TpOcOoYT|
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v gpyovopio kot TV oucOntikn tov kotavailmty. Tov Mdptio tov 2019, xotd v
avakoivoon tov Rift S, emdbnke 611 10 Rift S O avrikatactioetl 1o apywod Rift. Qotdco, N
Oculus VR onlwoe 611 oyediale va vroompitel 1o CV1 pe evnuepmdoelg Aoyiopuikoo yia "to
npoPAéyipo péAdov". Xtig 21 Maiov 2019 1 Oculus dpyrioe ™ davoun| evog véov VR headset
yvootd o¢ Rift S. To Rift S dwbéter 006vn LCD 2,560 x 1,440 ota 80Hz xot Aiyo
HEYOADTEPO OTLTIKO TTEDdT0 amd avtd Tov CV1 aAld dev drabétel unyovikny pvbuon IPD (uévo
puéow software). To Rift S mapakorovbei T B€om Tov gavTOL TOL KO TOVG controllers tov g
TPLGOAOTOTO YMPO YPNOUOTOIDVTOG éva cvotnua Yvootd o¢ Oculus Insight, to omoio
xpnopomotel tig 5 kapepeg tov HMD vyia va mapakorovBel onueion oto mepipdAiov kot ta
vrépvOpa LED ota yepiotipia, mAnpopopieg and ta emttayvvoidpetpo oto HMD kot ota
controllers, Kot v 0pacT TOL VTOAOYLGTH Yo va. TPpoPAéyovpe ol givol 1 Topeio Tov TO
HMD «ot ot controllers eivar o mbavd va mapovv. To Rift S ypnowonolel o Bvpa
DisplayPort 1.2 kot pioe O0pa USB 3.0, og avtiBeon pe ™ 0vpa HDMI ko USB 3.0 mov
ypnoonoteitan oto Rift CV1.

ITepreyopevo ywo to Rift avantdcoetanr ypnoyomoiwvrag to Oculus PC SDK, éva
dwpedv Wroktto SDK dbéoipo yia ta Microsoft Windows (1 vrootipién OSX kot Linux
npoypoppatiletor yuoo to péAdov). Ilpoxertan yio éva minpeg SDK yopoaktnplotik®v mov
yepiletal yio TOV TPOYPOUUATIOT TIG OPOPES TTLYES TNG ONUOVPYINS TEPIEXOUEVOV
EIKOVIKNG TPAYLOTIKOTNTOG, OMMG 1 OMTIKY TOPUUOPO®OT Kol ol Tponyuéveg rendering
techniques. To Oculus SDK evoopatdbnke dueco otig Snpo@ireic unyavég moyviduwy Unity
5, Unreal Engine 4 kot Cryengine. AVt €MUTPENEL GTOVG TPOYPOUUUATIOTEG TOV givot 1OM
eCOKEIOUEVOL e OVTEC TIG UNYavEG va onpovpyobv mepieyopevo VR pe eldyiotn €mg
kaBO6Aov ypnom kawvovprov Kddika VR. To Rift etvor g avoryt) mhateodpua Kot €Tt ot
TPOYPOUUATIOTEG dev yperalovion kapio €ykpion M emaAnfevon ywoo vo avartdovv, vo
dtaveipovy 1 va TOVANGoLV TTEPLEXOUEVO YU 'anTO KOl dgv ¥peldleTal Vo TANPAOVOLV TEAN
ade10d0tone. To SDK, wotdco, dev pnopet va tpomomomBei 1 vo ypnotpomombet Eava yio
GAAOVG 6KOTTOVG 1] VAMKO Ympig doeta. To mepieyopevo mov avamtdiydnke yio to Kit avamTuENG
2 ypnowomnoiwvtag SDK ékdoomn 0.8 1 mapoandve sivor cvppatd pe to Rift. Qotdco, to
neplexOpeEVo mov avantdyOnke v to Development Kit 1 1) pe mododtepeg exddoelg tov SDK
Oa mpémel va avacvotadel ypnopomoidvtag v tekevtaio £kdoon tov SDK yia va ivon
ocoppatn. Xtg 21 AsekepPpiov 2015, n Oculus avaxoivwoe v KvkAogopio. TOV
oroxAnpopévou Rift 1.0 SDK, oe cuvdvooud pe v opyn TG OTOGTOANG TNG TEAIKNG
éxdoomng tov akovotikoy Oculus Rift VR og mpoypappatiotéc. Xto 30 €1Moto cuvEIPLo TG
Oculus (Oculus Connect 3) avakoivooe tn véa texvoroyio. Asynchronous Spacewarp (ASW).
Avt n teyvoroyia emtpénel oto Rift va avtictabuicst to ttdon tov TAaciov. XOpeova pe
tov Oculus, 1 ASW peidvel 1 eEAdy1oteg TPodlaypapEg VOGS LITOAOYIOTH Yo Vo TPEEEL TO
Rift yopic va €xel tpépovio.

Oculus Touch givar éva cuonua eAEyyov Kivnong mov oyeddoTnKe €50PYNG UE TNV
wéa ¢ ekovikng mpaypatikdéttag (VR). Kabe Oculus Touch amoteleiton amd Eva (evyapt
controllers, éva ywo k4B ¥€pt, T0 omoio ovclHGTIKA Asttovpyel cav éva eviaio gamepad mov
&xel yoplotel ot péon. Avtd emurpénet oto Oculus Rift va mapéyel mAnpn mapoakorovdnon
TOV KvijoemVv Tov Tokt®v 6€ VR. Ot controllers agng Oculus Touch ypnoomotovvron kot
oav controllers Prvteomaryvidudy , pe to TANPEG GLVOAO OVOAOYIK®V stick, KOLUTIDOV Kot
OKAVOAA®V TOV amottovvTal Yia va mailovv ot xprioteg ovyypova matyviown. To Oculus Touch
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oLVOLAlEl TV TOPOOOGIOKY AEITOLVPYIKOTNTA TOL game controller pe v TEXVOAOYiQL
evtomiopob kivnong mov Ppicketan oto Oculus Rift. KaOe controller mepiiappdaver éva analog
thumbstick mapdpolo pe ekeivo mov vdpyel 6 AAAOVG GOYypovove game controllers, Vo
KOVUTLA oL UmopovV emiong va matnfodv pe tov avtiyelpo, o okovOdAn mov &xet
oxed100TEL Y10 TOV O&lKTN KOl o 0eVTEPT) OKOVOGAN TOL EVEPYOMOLEITAL LUE GLUTIEST] TV
VTOAOUT®Y SOKTOA®V o1n Aafn tov controller. Extog omd ta tumomompéva yepiomplo
o viduwy, Kabe controller éyel emiong €vav aplOpd yopnTIK®OV ocOnT)poOv Tov €lval cg
0éon va evtomilovv mov Ppiokovtal Ta ddyTVAN TOL ToikTN. Mo Tapdderypo, 0 EAEYKTNG
umopel va dei&et v o deiktng Ppioketon 1 Oyt 6T OKAVIAAN KOl oV 0 ovTixelpog PpiokeTon 1y
Oyt og éva xooumi | og éva thumbstick. Avtd emtpénel oe €évav maiktn va Ogiéel pe 1o
EIKOVIKO OAYTLAG TOV, Vo 6Pi&et ¥€pt Tov o€ Ypobid kot ToAAd dAla. KaBe controller Oculus
Touch givon emiong yepdrog pe avtd mov o Oculus VR ovopdlet évav «aoctepiopd tov LED»
(a constellation of LEDs) mov givot adpata pe yopvo patt, omog kot to Oculus Rift. Avtéc ot
Ayvieg LED emurpénovv otoug aicOnmpeg actepiopod Oculus VR va mapakoAiovBodv
0éon xkabe controller, n omoia emtpénel otov maiktn va Kivel o XEPlo. TOL Kol VO TO
TEPIOTPEPEL LEGO ATO £VOL TANPEG EDPOG KIVI|GEMV.

To Oculus Touch £€xet evtomopd mAnpovg kivnong pe €&t fabuovg erevbepiog (6DoF),
nov onpaivel 6t propel va mapakorovdel Kabe Eva amd Ta XEPL GOG TOL KVOLVTOL TPOG TO.
eUnpoS Kot o, aploTepd Kot 4e&1d, TAVm-KAT® Kot emiong acbdvetot TepioTpoe| og KAbe
évav amd avtovg Toug Tpelg agoveg. Kabe controller mepilapPdvetl eniong yopokmmpiotikd
YVOPWO ©€ TOiYTeEC KOVGOA®V, ocvumeptiopPavopévov ovo analog sticks, teccdpwv
TMKTIpOV Kol 000 okavddAwv. Avtdg elvar mepimov o 1010¢ aplBUdg Kovumidv Kot
oKavodAwv 0nmg évag controller DualShock 4 (PS 4) 1§ Xbox One (Xbox). H xvpia drapopd
petald mg dwpdpemong tov Oculus Touch kot TtV TOPAdOGIOKOV TALXVIOWOV £ivar OTL dev
vrapyetl d-pad otov controller kot To kovumd ywpilovror peta&d Tv dvo controllers avti va
etvar Oha TpocPaoipa amd tov idto avriyepa.

Microsoft HoloLens

To Microsoft HoloLens, yvowot| wg Project Baraboo ota ypdvia mov avoarntdceovay,
etvar éva Cevydpr smartglasses mov €yovv avamntuyBel Kot kataokevaotel and ™ Microsoft.
To HoloLens fitav n mp®dtn 006vn mov €tpeye v mhatedpua Windows Mixed Reality oto
Aertovpykd ovotmuo Windows 10. H teyvoroyla mapaxorovbnong (tracking) mov
ypnowonoteitor oto HoloLens éxer v xotaywyn tg oto Kinect, éva mpocheto yio v
KovoOAa moyvioldv Xbox tng Microsoft, to omoio ewonydn to 2010. H éxdoon mpo-
napaymyns tov HoloLens "Development Edition" mov otdyeve o€ ayopaotikd Koo
Tpoypappatiotodv, NTav ddéoun otig 30 Maptiov 2016, otig Hvopéveg IToMreieg kot tov
Koavadd. H Samsung kot 11 Asus €xovv 0ol po Tpos@opd otn Microsoft yia va Bonbrcovv
OTNV TOPAY®YN TOV OIK®OV Tovg mpoidvtwv mixed-reality, ce cvuvepyoacio pe t Microsoft,
nmov Pacifovtor oto concept kot to vAwkd ¢ HoloLens. Xtig 12 Oxktwfpiov 2016, n
Microsoft avaxoivooe v maykdouo enéktacn tov HoloLens kot avakoivooe 61t Oa givon
dwbéoipo yuo mpomapayyerio otnv Avotpoiia, v IpAavdia, T Foddia, ) Feppavia, ™ Néa
Znhavdio kot 1o Hvopévo Baoiieo. Yrapyetl eniong pia eumopikn covita (ropdpoto pe pio,
enayyehpatikn ékdoon tov Windows), pe Aettovpyiec 0nwg to bitlocker security.



To HoloLens eivon éva head-mounted display mov cvvoéetan pe éva pvOulopevo
ecmtepkd headband, mov pmopel va otpa@et Tpog Ta TAVE Kot TPOG To KAT®, KAODS Kol TPOg
o eUmPOg Kol mPog T TMicw. ['o vo QopEceEl TN GLGKELY], O YPNOTNG TPOCUPUOLEL T
HoloLens o610 Ke@AAL TOV, XPNOUOTOIOVTING VOV TPoYO pOOUoNG oTo Tiow HEPOG TOV
headset, evdd umopei va puOuicetl v KAion tng 006vNg 6T UTPOGTIVY HEPLE TNG CLGKELTC.
2170 UmPOCTIVO TUNUO TNG HOVASOS VTTAPYOLV TOAAOL amd TOVS oGONTNPES Kol TO GYETIKO
hardware, ocvumeplhapfoavouévev TV EMEEEPYUOTOV, TOV KOUEPDV KOl TOV (QOKOV
wpoPornc. H pdoka elvol ypoUATIGUEVT, EVED EVEOUOTOVEL Eva (evyapt ObPovmY QaK®OV,
0TOVG 0oiovg o1 TPoParddueveg ekoveg eppoavifovior oto kdto wcd. Ta HoloLens mpémet
vo pLOUIGTOVV MG TPOS TNV ATOCTUCT TOV LATUOV TOL ¥pNoth. Katd pikog tov kdtm dxpov
TOV TAELPOV, KOVTO GTO QLTI TOL ¥PNOTN, €ivar £va (evydpt TOV PIKP®OV, KOKKIVOV NYEimV
3D nNyov. Ta nyela, mov avraymvilovtol to TVTK NYNTIKE cuoTHHaTa, 0EV EUTOOIloVV TOVG
eEOTEPIKOVE NYOVG, EMTPENOVTAG ETGL GTO YPNOTN VO AKOVEL EIKOVIKOVG NYOLG, Hall e toug
eEwtepikovg Myovg. To HoloLens mopdyst binaural 1o, to omoio ovuPdiier otnv
TPOGOUOIMGT TOV NYOV GTO YMPO, MOV ONUAivEL OTL O YPNOTING, OVGLUGTIKA, UTOpPel v
avtineBel kot va gviomicet Evav N0, OTo EPYETOL amd (ol EKOVIKT Tonofeaia.

2V ENAVO AKPN VITAPYOVY dVO LEVYT KOVUTIDOV: KOVUTLY GOTEWVOTNTOS TAVE® 0T TO
apotepd avti Ko mANKTpa évtaong mave arnd to 0e&l avti. Ta yerrovikd kovumd €xovv
SLPOPETIKO TN - €va KO1AO, €va KLPTO - £TGL OGTE O YPNOTNG VA TO OLOKPIVEL PE TO
ayytypo. Xto t€l0g tov aplotepol Ppoayiova ivar £va KOLUTL TPOPOS0GIag Kot (ol GEPA omd
wévte, KpEG pepovouéveg Adumeg LED, mov ypnoyomowovvror yio tv €voeln g
KOTAGTAOTNG TOV GLGTNUATOC, KAOMG Kot Yo TN dtoyeipion evépyelag, mov delyvel ™ otadun
™G Umatopiog Kot tn pLOUIOT TNG KATAGTAONS W6YVOS / avapovig. Mo vrodoyn micro-B
USB 2.0 Bpioketar katd pnrog g katm nievpds. ‘Evag vrodoyag nyov audio jack 3,5 mm
Bpioketor Kotd pnKog tov KAT® AKpov Tov 0efov Ppayiova. To HoloLens dwbéter pia
adpaveakn povada pétpnong (IMU) (n omoia meprhapPdvel EmMTOLVGLOUETPO, YVPOGKOTLO
Kol poyvntopeTpo), téooeplg acnmpeg "katavonong tov mepifaiiovioc” (dVo oe kdbe
TAELPA), oL eVEPYEWOKA amodoTiky] Kapepa Pabovg pe yovie 120 ° eni 120 ° mwpoPorn,
camera 2,4 megapixel, cvotoyio TEGGAPOV UIKPOQOVODV Kol owcOnmmpa mwepBdiiovtog
oo16¢. Extoc amd 1o Aoyiopko Intel Cherry Trail SoC mov mepiéyet  CPU kan t GPU, 1
HoloLens dwnfétet éva Microsoft Holographic Processing Unit tng Microsoft (HPU) ko évav
coprocessor €0wkd ywo o HoloLens and ™ Microsoft. To SoC kot to HPU éyovv 10 xaBéva
1GB LPDDR3 ka1 popalovior SMB SRAM, pe to SoC va eréyyet eniong 10 eMMC 64GB
Kot vo ektelel 1o Aettovpyikd ovotnua Windows 10. To HPU ypnowomowei 28
npocapuocpévoug DSP and v Tensilica yio va emeEepyaotel Kot vo EVEOUOTOGEL dEdOUEVAL
amd Tovg acOnTpec, KOO Kol va YePLoTel €pyacieg OTMS 1 YWPIKY XOPTOYPAPNOT, M
avVOyVOPIoT XEWPOVOIOG KOl 1) ovayvadplon (ovAg Kol opiMoag. XOpeovo pe tov Alex
Kipman, to HPU enelepydletar "terabytes twv mAnpopopidv", €vag COUUETEX®V EKTIUE OTL
10 OTIKO ESi0 TPOPOANG TV povadmV emideéng frav 30 ° x 17,5 ©. Xe cuvévtevén| tov 6tV
niektpovikn dackédacn Expo tov 2015 tov Todvio, o aviurpdedpog g Microsoft, k. Kudo
Tsunoda, onAwoe 611 to field of view va €yl peydieg dapopéc amd v KuKAOQOpio NG
TPEXOVCAG KOO0,

To HoloLens mepiéyet pia ecwteptkny emova@optilopevn pnatapio, pe Héon dSdpkeLo
2-3 opov evepyng xpnong M 2 ePfdouddec ypovov oavopovis. Ta HoloLens pmopovv va
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Aertovpyohv Kol T POpTioT, evd drabétel acOpuatn cvvosoipwotnto IEEE 802.11ac Wi-Fi
kot Bluetooth 4.1 Low Energy (LE). To 6€T HIKPOQ®VOL-0KOVGTIKOD YPNGULOTOlEL TO
Bluetooth LE yia t oVvdeon pe to Clicker, o cuckevn €16000v Tov Agttovpyel pe tov
avtiyepo Kot pmopel va ypnoiponombei yia selecting kou scrolling. To Clicker draBétet pia
clickable em@dveln yio emhoyn kot Evav ocONTPA TPOCAVATOAIGHOD O OTOI0G TAPEYEL
Aertovpyieg kOAMoNg péow khomng kot meptotpoeng ¢ povadas. To Clicker dwabéter Eva
eEMIOTIKO dayTLAISL Yoo v otnpileton oto ¥€PL Ko pot vrodoyn micro-B USB 2.0 ywo
@option ¢ umatapiog. To HoloLens, péom g ypnong tov HPU, ypnoipomotel eviolécg
HECH TNG APNG KOU QUGIKEG EVIOAEG OEMAPNG - PAEUUOATOS, XEPOVOUING KOl GOVNG - TOV
uepkég opéc avoaeépovior g "GGV" inputs. Ot evtoréc Gaze, omwg 1o head-tracking,
EMTPEMOVV TNV EPAPLOYN VA EGTIAGEL G€ O,TL avTidauPdvetor o xpnotg. O ypnotng uropet
va emAEEEL d1popa EIKOVIKA oTotyeia pe tn nébodo "air tap", n omoia potdlel pe T KAOGIKO
KMK TOU TOVTIKIOU . Avtd TO VEOL TUTOL KMKApPoHO umopel va ypnolpomonOel yio
npocopoimon drag and drop evdg otoryeiov, emiong yivetor ¥pnon Kot OVNTIKOV EVIOADV
v cuykeKpLéveg evtodég kKot evépyetes. To shell tov HoloLens dwafétet moAdd ctoyeio omd
10 mepifairov epyaciag tov Windows. Mo yepovopia ywoo v mpocPacn oto shell
(avtiotoym pe 1o mltnue Tov TANKTPoL TV Windows ce éva mANKTPoAGYl0 M TO KOovuml
Xbox oe éva controller Xbox One) ekteleitor avoiyoviag 1o xEpt TOL, €V TA dUYTLAN
OTADVOVTOL HE TNV TOoAGUn otpappévn mpog 1o mwhve . Ta moapdbupa pmopodv va
petopepBovv oe por ovykekpiuévn 0éom, kabmg kot v aAraEovv to péyeBog tovg. Tov
AmpiMo tov 2016 n Microsoft dnuovpynce v epappoyr Microsoft HoloLens App yw
Windows 10 PC xou Windows 10 Mobile, n omoio emitpénel 6toug TPOYPOUUOTIOTES VOl
EKTEAOVV EQOPLOYEG, VO YPTCLLOTOLOVV TO TNAEP®OVO 1) TO TANKTPOAGYLO TOV VITOAOYLIGTI] Y10,
Vo TANKTPOAOYOLV Keipevo, va PAEmovy éva live stream amd v OnTIKN ywvio TOv ¥pHoT
nov ypnotpomnotei Ta HoloLens, kot va tpafdet €€ anootdoewg mixed reality potoypagieg kot
Bivteo.
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Kegpaiaro 3: ITAat@oppeS TPLOOLAGTATOV YPUPLKOV

Web3D

To Web3D sivor po TAat@OpHo YNOUIKOV HECHV GYEIOOUEVY] GLYKEKPLUEVO Yo
TPLGOLAGTATO TEPLEXOUEVO Kat Yio GAAL Thovata (rich) dtadpactikd péca. YAomompévo pe
YPNON TAPUSOCIOKMV OLASIKTLOK®OV TEYVOAOYL®V, To Web3D kabiotd duvartr v avamtuén
TPIGOWIGTOTOV  KOWVOTOU®MY  EQUPUOYDV  OT®MG  OOPOUCTIKEG  TOWVIEC, OGTEPEOGKOMIKO
KIVILOTOYPAPO, EIKOVIKY] TPAYLOTIKOTNTO, TOLYVIold, EQapUoyEs TNAEToTpIkng, KAT. H ypnon
g mAateopprog Web3D vrootnpilel 1dumtikovg (proprietary) Kot avorytovg TOTOVS LECHOY
v v avartoén rich media gpoappoymv dnupovpynuéveg amd texvoroyieg tomov Flash,
Shockwave, VRML, Java3D, X3D, MPEG-4 ka1 tpoc@dtmg JavaScript, WebGL, KA.

O TMayxoopog lotog Eexivnoe ™ {on oV ota TEAN TG dekaetiag tov 1980 wg éva
OYETIKA amAd GUGTNO VIEPKEWEVAOV KOl £YEL OPIUACEL OAX OLTA T YPOVIOL Yo va Yivel Eva
{oTikng onuaciog KOTovEUNUEVO GUGTIO TOAVUEC®Y TOL KaAVTTTEL TOoV TAavTN. Kabdg to
1010 10 dwdikTvo Exel avEndel, Exer awéndel kot 0 TAOVTOG ALY Kot 1| TOAVTAOKOTNTO TOV
YnNewK®OV pEcOV mov  vmootnpilel. XNuepa, TOAAA mpoypaupate mepmynons Web
vrootnpilovv eyyevag Boacikés Hopeég pHEcmV 0T ynoewokd Nxo (my. WAV kor MIDI),
gwoveg bitmap (n.y. GIF, JPEG xou PNG) kot axoéun davvopatikd ypoewd (m.y. SVG kot
VML).

O mo e&gMypéves popeég dedopévav kot ot 11dKTnTol TOToL Pécwv (private types)
ondvia vrootnpilovion am 'evbeiog amd TO TPAYPOAULO TEPUYNONG KOl OTOLTOVV EVaV
avtiotoyo "player" mov épyetoanr pe ) popon plug-in, epappoyng applet 1 Pondnrtkng
EQOPUOYNG TTOV UTOPEL VO ATTOKMIIKOTOGEL TEPIEXOUEVO KO VAL AAANAETOPE e TOV YPNOTN
angvbeiog péca oto mapdbvpo ToL TPoypdhupatog mepiynons. Emedn ta mpoypdppoto
TEPMYNONG 16TOV UTOPOVV EVKOAN VO ETEKTOOOVV e aVTO TOV TPOTO, Lo TEPACTIO TOKIAMAL
VE®V TOTOV YNeuokov pEcov éxet ewoaybel katd tn ddpkeln TV €Tdv Tov dev Ba NTav
Biowoywn ov ot mpounbevtéc TOL TPOYPAUUATOS TEPMYNONS MTOV VTOYPEOUEVOL VO
Voo TNPilOVV OVTO TO TEPLEXOUEVO EYYEVAG.

Av KOl M GLVTPUITIKY] TAEWOYNEIO TOV ONTIKOV HEC®V TOL NTAV OBEGILN GTOV
Topadoclokd 16Td NTav O1601doTaTn, £XOVIog HOVo TiG SeTAGES VWYOLS Kot TAGTOVS, TO
nepeyodpevo 3D mov €xel v mpdcbetn didotaon Pabovg yivetonr OA0 Ko To dMpoPiréc. To
3D ywo tov Haykoco Ioté 1 to Web3D dev givor kdrtt véo. Otav n avdamrtuén tng Virtual
Reality Modeling Language (VRML) E&exivnoe to 1994 yio va  onuovpynoet o
TPIEOLAGTOTN EVOALOKTIKY AVon ot dwodidotarn HyperText Markup Language (HTML),
mopodoTNcoE TN Qoavtocio tov web developers koi teQVOAdOY®V YOUp® amd TO EpYyo,
TLPOSOTAOVTOS POTLA TNG SUPNUOTIKNG eKaTpateiag OTL 1) EATS0POpa VEX TEXVOAOYin dev Bal
umopovce va avramokpdei. To dvelpo evdg wotod Web3D nrav ekBopuPwotikd, evivnmaoiokd
Kot pokpud. Exetvn v emoyn, n peydin misoyneia tov TEMK®OV ¥pnotav dgv elxe v
amoutoOUEVN oY0 omd TOV VTOAOYIOTH] Kol TO €VPog (OVNG TOL JSIKTVOL Omd TO IO
ocuvapractikd meplexopevo 3D. Ta epyaieio cvyypaeng VRML g nuépag Ntav el kot
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apKETE TPMTOYOVO GE GUYKPIon UE Ta epyaleia cvyypagng 3D mov sivar dabécipa Topa.
SVVENMSG, 0 PEGOG YPNOTNG TOL ALAOIKTVOV NTOV CKANPA TIEGUEVOG Yo VO BpeEL LYNMANG
nowwtntag VRML xaf '6An 1t dbpkela tg Oekaetiog tov 1990, vroPifaloviag v
texvoroyia o o eEEIKELIEVN ayopd otV kaAvTepn tepintmon. To 1997, to VRML £ywve
10 PO TO AteBvég ITpdtumo yia 10 3D 610 AladiKTLO Kot EVETVEVGE Ui GEPA omd 1010KTNTES
teyvoroyiec Web3D ta televtaio ypovia. TTapd avtéc Tic mpdmpeg texvoroyikeg eeMEels, o
TaykOG oG, Taykoouing tpocsPdoipoc Web3D Web mapéueve éva 6velpo péypt topa.

Metd amd oyxeddV Mo OEKOETIOL OKANPNG OOLAELG Oamd YIAMAOES OPOCLOUEVOVS
avOpOTOVG KOl TOAAEG EMXEPNOELS AOYIGUIKOL Kot VAKoO, o Web3D Web eivar tehkd
epktoc. Ta eumdoa mov eumddilov o Web3D Web va yivel mpayuatikétnto oto mapelddv
&xouv efarelpbel otabepd pe to ypdvia. Ot onuepwvoi desktop vmoloyiotég eivan apketd
YPNYOPOL YO VO YEPIGTOLV TOLG TOTOVLE TAOVGLOL Tepleyopuévov 3D mov €pepav v
TPOTYOVLEVT] YEVIA TV VTOAOYIOT®V og adpdvela. H gupulovikdmra givar vropkty mAéov
o€ omitio Ko ypaeia, Kot ta epyaieio cuyypaeng mepexopévov 3D elvar woyvpd, dobova kot
OLKOVOUIKA TTPOCITA. Mg TNV mpodo TV €TV avtd o Kpiotua {ntipato £Y0VV KUPLOAEKTIKG
yiver un-niuata, v Tontdypova EXEl TPOKLYEL L0 BAGIKT] GEPE TEXVOAOYIK®Y TPOTHTWOV
3D mov pali amotehovv T poyokokaAld tov Web3D. Xdpn oe avtég T1g mpoddovg, ot
onuepvol dMpovpyol TEPLEYOUEVOL UTOPOVV TOPO VO dNULOVPYHCGOVY GUVOPTOCTIKEG Kol
ovyklovioTikég gumelpieg 3D mov o pécog xpnotg Tov AladiKTHOL UTOPEL TPAYUOATIKA VO,
OTOAOVGEL, CTULOTOO0TAOVTOG Lo KpioUn oty oty wotopio tov Web3D.

VRML

H Virtual Reality Modeling Language (VRML) frav pia yYAdGGa yioo TNV meptypoon
OLOPACTIKOV TPOCOUOIDGEDY TOALUTADY GUUUETEYOVIOV - EKOVIKOV KOGU®OV OV
ocuvdéovtol HEGm Tov TayKOoUov Atadiktoov pe tov Iayxodopio lotdé (World Wide Web).
Oleg o1 mruyég NG AMEKOVIONG, TNG OAANAETIOPAONG Kol TNG SIKTVMGONG LE TOV EKOVIKO
KOGHO pmopovv va kabopiotodv ypnoiponoidvtag VRML. "Hrav n mpdbeon tov oyediactdv
¢ va kataotel 1 VRML n tomikn yAdooa yo dtodpactiky tpocopoiowon oto World Wide
Web.

H mpot éxdoon g VRML emurpénet tn onpovpyio €Kovik@dv KOGU®V e
TEPLOPICUEVT] SLOOPACTIKY] CLUTEPLPOPA. O1 KOGHOL avTOl UTOPOVV VO TEPIEXOVY OVTIKEILEVL
OV £XOLV VIEP-GLVOEGELG e AAAOVG KOGHOVGS, Eyypaga HTML 1 dAda éyxvpa MIME types.
Otav o0 ypnotg emAEEEL €vol OVTIKEILEVO HE IO LIEP-GVVOEST, OVOIYEL TO KOTAAANAO
npoypoppa tpofoing MIME. Otav o yprotng emréEet o odvdeon pe éva apyeio VRML
and évo Tpoypappa teptynong (browser), Eva tpoypappa tpofoing VRML exkiveitor. Ot
VRML viewers givat ot KATAAANAES QAPUOYES GUVIPOPOL GE TVTIKOVG browsers WWW yuo
TAONYNO™N KOl OMTIKOTOINoN Tov 16Tt00. Ot pedhovtikég ekdooelg tov VRML emitpémovv
TAOVGLOTEPES  CLUTEPLPOPES, cvumepthapfavopévov animations, @LOIKN kiviong Kot
OAANAETIOPOGT TOAADY YPNOTOV GE TPAYUATIKO YPOVO.

H ocvAnyn g VRML £yve v dvoin tov 1994 oty mpdTn £110100 SIACKEYT TOL
World Wide Web ot T'evedn g EAPetioag. O Tim Berners-Lee ko1t o Dave Raggett
dpydvocov o ocvvavinon Birds of a Feather (BOF) yia va cu{nmoovv tic dtemapés
Ewovung Ipaypatkoéttoag pe tov Ilaykoouo Iotd. Apketol ovppetéyoviec tov BOF
neplEypayay £pyo mov Ppiokovral NN oe e£EMEN Yoo TNV KOTAGKELN EPYOAEIOV YPOUPIKNG
OmEKOVIONG  TPIOOACTOTMOV  YPOPIK®OV TO Oomoio  oAAnAemidpovv pe tov Ioto. Ot
CUUUETEYOVTEG CUUEMVNOOV GYETIKA LE TNV OVAYKN TO €PYOAEin OLTE VO EYOVV Lo KON
YADGGA Y10, TOV TPOGOOPIGHO NG TEPLypaens 3D 6tov KOGHO Kot TOV LIEP-GLVOEGEMY TOL
WWW - éva avaroyo tov HTML yo v ewcovikn npaypatikdétra. O dpog Virtual Language
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Markup Language (VRML) onupiovpyndnke kot n opddo omo@dcioe vo EEKIVNGEL v,
eEeldkeveTan PLeTd to ovvedpro. H AEEN «Markup» petoatpannke apyotepa oe «Modelingy yia
va avtikatontpilel T ypoaekn evon g VRML.

Alyo petd ™ obvvodo g IN'evedng BOF, onuiovpyndnke n opddo oArnroypogiog
www-vrml yioo voo cu{ntnBodv ot mpodiaypapéc yio v mpdTn €kdoon tov VRML. H
aVTOmOKPIoN TNV TPOKANoN ftav TepdoTtio KaODe péoa oe po fdouddn, o apluog tmv
peAdv Eemépace to iAo, Metd amd o apyikn mEPIodo TPOCUPHOYNSG, O GUVIOVIGTNG TNG
opdoag Mark Pesce tov Labyrinth Group avokoivmoe tnv mpoBecn Tov yia To oyed1aoUd EVOC
npooyediov €kdoong TV mpodlaypapmdv omd 10 ocvvédplo WWW  Fall 1994, pue
YPOVOOLAYpOULO HOMG TEVTE UNVOVY. YTINPEE YEVIKY] GUUQMOVIN TNG ORAdAS OTL, EVED OVTO TO
TPOYPOULO TAY EMOETIKO HEV, NTAV £PIKTO O€ VIO TNV TPOVTTHOECT OTL O AT CELS Y10 TV
TPOTN £€k00orn 0ev NTav VIEPPOAIKA @AOd0Eec kot 0Tt 1 VRML 0Oa pmopovoe va
TPOCAPUOcTEL amd po. vedpyovoa Avon. H opdda ypryopa copedvnoe coe éva cOVOAO
OTOLTCE®V Y10 TV TPOTN €KO0CN, KOl Apyloe 1 €pevva Yo TevVoAoyieg mTov Ba pmopovoay
VO TPOGOPUOCTOVV DOGTE VO ToUPLaEovy oTig avdykes tov VRML. Metd and dwafodrevon
katéAn&av oto Open Inventor ASCII File Format tng Silicon Graphics Inc.

210 Pacikd YopaKTNPIOTIKG NG YAMGGOS TO OVTIKEILEVO WUTOpPeEl Vo, TEPLEYOLV
otwnmote, 3D geometries, MIDI data, ewoveg JPEG, kAn. H VRML opilet o opdda
OVTIKEWUEVOV TKOVOV VO, DAOTO ooy Tpiodidotato ypagikd, toug Koupovg (Nodes). Ot
Koppot gtvar dratetaypévor o€ 1epapytkés OOUES
TOUG YpApovg oknvav (scene graphs). To scene graphs dgv elvar amld po opddo omd
KopPovg, aAld opilovv 1t duwdtaén tev kouPov. Ta scene graphs &govv v €vvola g
KATAGTAONG, TPOTOTEPOL KOUPOL TOL EWKOVIKOV KOGHOL emmpedlovv TN GLUTEPLPOPA
emopeveoy kOuPov mov ecdyoviar otov kOopo apydtepa. Ot kopPor €yovv ta KaTwOL
YOPOKTNPLOTIKE, €100G avtikepévon, medio (fields), dvopo, wdpPfor-mardid. Evag wdpupog
umopet va glvan kOPog, cpaipa, ybptng vENg (texture map), wAn. To media sivor mopdpeTpor
v va Eeyopilovv ot kopPot id1ov tHmov petald tovg. Ia mapdderypo kdbe KOpPog pe oynuo
opaipag £xet dwpopetikny dauetpo kan texture. ‘Evag kopuPog pmopel va unv €yl xovéva
nedto. Kdabe woppog €xer éva povo, oAl Oyt HOvVOOKO, OVOUO. OV EMITPEMEL GTOV
TPOYPOULOTIGT] VO TOV YPTCLLOTOGEL.

[ToAAoi k6ot pmopodv va £xovv 10 110 dvopa.

X3D

To X3D (extensible 3D) eivar o emionpog dddoyog g VRML 610 omoio &iye eotidoet
™V Tpocoyn tov ¢ kowonpaiog Web3D ta mponyodueva ypovia. To X3D Beitidverl
VRML mnpocBétovtdg tng véa yvopicpoata, €EeMypéva TPOoyPOUUOTIOTIKA TTeptBdAlova,
emmPOGOeTEC OOUEC KWOIKOTOINGNG, TUNUATOTOMUEVT OPYLTEKTOVIKY] TOV EMITPENEL GE LU0
TO TUNUOTOTOMUEVT] TPOGEYYISN Yo TNV Voot piEn tov mpotdmov. [IAéov to X3D
Kupwnke pe to otdvtapvt ISO, kol mpoceEpel amobNKeELOT, AVAKTNON Kol OVOTOPOYMYN
TEPLEYOUEVOVL TPIGOACTATMV YPOUPIKAOV GE TAATOOPUES Kot TalyTeg, epappoymv PC, mobile
epapuoyav, browser pulgins, ko dueco rendering ce ceddoeg HTMLS ypnoyonoumvrog
Bprodnkeg JavaScript. Ot ypdeor oknvav (scene graphs) tov X3D pupmopovv va
amofnkevtobv kol vo  pETad0000V  0E  OPKETEG KOVOVIKOTOUUEVEG KMOIKOTOU|GELS,
ocounmepthappavopévov g kKhaotkng VRML, XML, kot Binary format. KaBopiletor éva
kavovikoromuévo API, emrpémoviag oto ypdonua oknvhg (scene graph) vo to YEPLGTOVLV
TOAEG YADGGES TPOYPUULOTIGLOV.

To povtého avtikelpévov kot kopuPov tov X3D Bétert Ol TO YOPOUKINPIOTIKA
VTOGTNPIKTIKOV YPOPIKOV 7OV Ol GOYYPOVEG OlOPUCTIKEG EPAPUOYEG TPLOOIACTATMV
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YPAPIKOV ypetdlovtal, omd avioAlayr] OVTIKEWEVOV péYpl animation kot oicOntipeg oe
ovotnuata euPvbiong. To mpotumo £xel opyavmBel e Aettovpylkd otoryeion To omoia
TOPEXOVLV EKTETAUEVT] AEITOLPYIKOTNTO TEPIAAUPAVOVTAG TOAAATAOVS TOTOVS YEWUETPIOC,
enpavioelg vaukov (materials), textures, @®TIoHOVS, OKIAGES, animation, S1AOPOCT TOL
ypotn Pacicpévn oty aen|, scripting, rigid body physics, pebdédovg volume rendering,
metadata kor CAD assembly structure. H kavovikomoinon-tvomonoinon avty emtpénel o€
CLUYYPOQPEIG KOl  TPOYPOUUATIOTEG VO GLVEPYOGTOVV €XOVTOG TNV  OOLTOVUEVN
AELTOLPYIKOTNTO KOl LVTOCTAPIEN, EMTPETOVTAG TN XpNon Tov X3D og éva pdaopa and amrAolg
péypt mOAD omoutnTikovg meAdtec-ypnotes. Ot developers pmopovv péow scripting va
EMEKTEIVOLV TN AETOVPYIKOTNTA TV KOUP®V Kot TV otoryeimv Tov X3D.

H o&io oo X3D éykertan otic e€ng mapoapétpovs. Emtpénel otic epapuoyéc va
EMKOWVOVOLV UECH TOL Web ypnoonoldviag miotomompéva pe ISO poviéha ypoapnuatog
oknvg (scene graph model), kwdwkorompuéva oe moAranid formats (XML, VRML, JSON,
Binary, kAm) xou mpoypappotilopeva ce owdpopes yhwooes (JavaScript, Java, kim). Elvou
tunpotonomotpo (modular) kou emektdoipo, kepdiloviag ypovo Kot yPNUO, TPOGIHOOVTOG
alo oTOV TOANTA KOl TOV KATOVOAMT KOl HE TO LOVTEAQ VO TAPOUEVOLV OPOTA KoL
exteléopo. Etvar dwpedv, avorytov kodwka kot otabepd, kTt Tov evBappHvel v avdmtuén
VEOV  gpyaAEldv TPOG  IKAVOTOINGN TMOV, OLVEXDS UETABOAAOUEVOV, OVAYKOV TOV
ovyypapémv-developers. Emeidn €xetl avamtuybel péom tov community Kot g Propmnyoaviog
TPOCPEPEL TOVTOYPOVA EUTOPIKT KO Open-source VIrosTNPEN.

To X3D pe v peydn ykauo amd Asttovpyieg mov owbétel, pmopel va eatopikevdet
Yo XpNomn o€ TMOAAEG Kol OlPOPETIKEG TAATQOPUES. Evoewtkd ypnoiponoteiton amd
kuPepvnoelg e Evponaikng Evoong, tig Hvopéveg IoAtteieg tg Apepikng, tv Avotpoiia,
and opyavicpovs omwg m NASA, 10 Ilolepkd Novtikd tov Hvopévov IloMtewmv,
TOVETIGTNUI. 0€ OAN TNV VONAMO Kol OO KOTOOKEVOOTIKEG ETOUPIEC KO EVEPYELNKOVG
KOAOGGOUG PéYPL €TOpieg TANPOPOPIKNG. Amoterel TOV UEYOADTEPO KOWO TOPOVOLACTH
Spoép®V  TOpEMY  KOOADG YPNOUYOTOLEITOL OTNV  OPYLTEKTOVIKY, OTNV 10TPIKN, OTINV
TOTMOYPOAPIKY] OMEIKOVIOT), KAT, VD TPOGOATA (GPYIGE VO YPNOUYLOTOEITOL 6TAL KN T, GE
TAUTQOPUES EIKOVIKNG TPAYUATIKOTNTOG KOl GE TPLGOIAOTUTOVS EKTUTMOTES KOl EQPAPUOYEG
TPIGOLAGTATNG GAPOONC.

WebGL

To WebGL eivar éva JavaScript Api mov €xet oxedaotel kot cuvinpeital and 10 pn-
kepdookomikd opyaviopud Khronos Group. Xpnowpomoteitotl yio avamapdotoon Kol amrddoon
dwdpactik®v 3D kot 2D ypapikdv oe onotodnmote cupPatd web browser ywpig v ypnom
plugins. 'Exel evoopoatwdel mAinpwg oe 0ha ta web mpdTtume ToV TPOYPAULATOS TEPUYNONG,
emupénovtog otn GPU va kdvel ypnon g euoikng, g enegepyaciog EKOVAG Kot KAToumy
epé oG HéPog tov kouPd 1otoceridoc. Ta otoryeio tov WebGL pmopovv va avapuyfodv pe
Ao otoryeio HTML kot pe dAha oo tng oeAldag 1 Tov eoviov g oeridog. Ta WebGL
TPOYPAUUATO OTOTELOVVTOL OO KDOKA Ypappévo oe JavaScript kot amd Kodwa (shader) mov
exteAeitan oty povada eneepyaciog ypapikdv Tov vroroyioth (GPU).

To WebGL &feriynke ond ta mepdpoata 3D Canvas mov Eexivinoe o Vladimir
Vukicevi¢ oto Mozilla . O Vukiéevi¢ mapovciace yio tpdTn popd 10 TpmwtdéTuvmo Canvas 3D
10 2006. Méypt Ta T€An oL 2007, t650 Ta0 Mozilla 660 kol Opera eiyav kdvel Eexyoplotég
epapproyés. Xtig apyés tov 2009, n un kepdookomikn teyvoroykn kowonpoéioo Khronos
Group &Eexivnoe v oudda epyaciag WebGL, pe apykn coppetoyn and v Apple , Google ,
Mozilla, Opera kot dAdovg. H éxdoon 1.0 g mpodwypapng WebGL kvkiopdpnoe tov
Maptio Tov 2011. And tov Mdaptio tov 2012, 0 mpdedpog g opdodag epyaciog eivar o Ken
Russell. Ot tpdteg epappoyéc tov WebGL mepthopfdvouv 1o Zygote Body . To NoéuBpio
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tov 2012, 1 Autodesk avokoivwoe 0Tl pETAPEPEL TIG TEPIOCOTEPEG AMO TIG EPOUPLOYEG TOVG
o710 cloud mov exteleiton oe Tomikovg TeAdTe WebGL. Avtéc o1 epappoyéc mepieAdpfoavay to
Fusion 360 kot to AutoCAD 360. H avartuén g npodiaypaeng WebGL 2 Eexivnoe to 2013
pe tedkd tov lavovapto tov 2017. Avtiy n mpodiaypaen Paciletor oto OpenGL ES 3.0. Ot
npmTeG VAomomoelg eivan oto Firefox 51, Chrome 56 kot Opera 43.

To WebGL 1.0 Baociletar oto OpenGL ES 2.0 kot mapéyel éva API ywo ypagikd 3D.
Xpnowponotei 1o otoyeio kopufd HTMLS kot mpoomeddletal ypnoUOmotdvVTIoS SETAPEG
povtélov avtikelpnévoy gyypdeov (DOM Object Model ). To WebGL 2.0 Bacileton ot0
OpenGL ES 3.0 kot mapéyet eyyonuévn 6100£61LOTNTO TOALDY TPOUIPETIKMY ENEKTAGEDY TOV
WebGL 1.0 kot ex0étel véa APIL. Onwg 10 OpenGL ES 2.0, to WebGL 6ev dwa0éter oo API
otabepng Aettovpyiog mov €yovv ecaybel oto OpenGL 1.0 ot €yovv katapyndei oto
OpenGL 3.0. Avti 1 AsttovpytkOTnTa, €6V amoLTEITOL, TPETEL VO, EPUPUOCTEL 0td TOV 1010 TOV
TEMKO TPOYPUUUOTIOT, TapEyoviag Tov kddwka shader kor  pvbuion towv deouedoewmv
dedopévov otn yAwooa JavaScript. Ot Shaders oto WebGL ekppdlovion amevbeiog oto
GLSL kot petapifalovioar oto API WebGL wg textual strings. To WebGL petoappdlet avtég
T1g odnyiec shader ce kmdwo GPU. Avtdg o kddwag exteAeitanr yio kdOe kopver| mov
otélvetal pésm tov API kot yio kd0e gikovootolyeio mov pacteponoteitar oty 006vn. To
WebGL vrootnpiletar evpémg 6TOVG TEPIGGOTEPOVS GUYYPOVOLG browsers 6Tovg VTOAOYIGTEG
otov Chrome, Firefox, Safari, Opera, Internet Explorer kot Microsoft Edge.

Flash 10 — Stage3D

H Adobe Flash eivar pio mopoynpévn mAat@oppo TOAVUEGHOV TOV YPNCUYLOTOLOVVTOV
Y. TV Topayw®yn animations, rich internet applications, €@apLOYDV GE VTOAOYIOTEC,
EQOUPUOYDV GE KIvnTd, Taryvidlo kol Ntav evoopatopévn o browser video players. To Flash
YL Vo TapAdoyEl animations, oy vidlo Kol QopUOYEG YN OILOTTOlEl KEIIEVO, O1OVUCUATIKA
ypouwd (vector graphics) ko raster graphics (bitmap). ‘Exet ) dvvatotmra yio streaming
video kol YOV VA OEYETOL GOV GLGKEVEG €GOS0V TO TOVTIKL, TO TANKTPOAGY10, UIKPOP®VO
Kot Kapepa. Xt apyég Tov 2000 to Flash ypnoipomotovvtay evpéwg maykoouing, Kuping yio
va epeavilel dadpacTIiKEG GEMOES, SadIKTVAKA TTatyvidla, KoOMG Kot v avomapdysl onTikd
Kot akoLoTikO VAKO (audio ko video). To 2005 dpvetar to YouTube to omoio , ekeivn v
emoyn, xpnoonoovce arokAielotikd tov Flash Player cav péocw mapovsioong cvumesuévon
video otov maykoouo 1otd. Xtnv mepiodo 2000-2010 peyddog aplBuodg emyelpnoemv
xpnoonoovcay 1otocerideg Paciopéves o Flash yia va mpowbncovy mpoidvta 1 yia va
dNUovVPYNGoLY O1adPaCTIKEG TOAEG petald etoupiodv yu emkowvovia. H ékdoomn tov Flash
Player 11 gwonyaye, to 2011 éva 3D shader API, to Stage3D, to omoio eivar apketd Opoto pe
10 WebGL. To Stage3D, emtpénel 10, emttayvvolevo amd v KApTa ypoeik®dv, rendering
TPIGOACTATOV YPOPIKOV og Toyvidwn kot epapuoyés Flash, eved ypnoyomomnke yuo v
mapaymyn tov Angry Birds kot ALV agloonueiotov moyvioiwv. A&ilel va onuelwbet ot
oT1g mponyovueveg ekddcels tov Flash o1 tpiodibotates epappoyég Flash ypnoylorotovcav
v rendering povo tov eneéepyaotr. Ot GPU Shaders oto Stage3D eivat vAomomuévol otnv
Adobe Graphics Assembly Language (AGAL).

03D

To O3D sivon évar APT JavaScript JavaScript avoiktod kddwa (license BSD) to onoio
onuovpyndnke amd ™ Google v ™ dnuovpyio dSdPASTIKOV epappoydv 3D ypapikmdv
OV EKTEAOVVTOL G £va TOPABLPO TPOYPAUTOS TeEpMynong oto Web 1 6g o epopproyn
emodavelag epyaciog XUL. To O3D pmopei va oyedlooTEL Yo ¥p1O1 GE OTOLOONTOTE TENTO
EPAPLOYNG, OOTOCO amevBvuvetal e mayvidla, dwenuicels, Beatéc poviédmv 3D, emdeiEelg
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TPOIOVTWOV, TPOGOUOLDGELS, EPOUPLOYEG UNYOVIKNG, CUGTHUATO EAEYYOV KOl TOPOKOAOLONONG
N naduobg NAEKTPOVIKOVG elkoviKovg koopovs. To O3D Bpioketor onpepa 6To €PYOcTHPLO
avantuéng g Google kot apykd kataokevdotnke wg plugin yio mpoypappata TEPUyNong
oto Web. H véa epappoyn tov O3D eivon pa Bipitodnkn JavaScript mov vAomoleiton mivem
a6 10 WebGL. To O3D Oewpeitor 011 yepupdvel TO YAGHO HETOED EQOPUOYDV
emrayvvopevov Ypaptkav 3D mov Baciloviar o PC kou mpoypoppdtov mepmynong web mov
Basilovtar oe HTML. Ot vmoompiktég toyvpilovior 0Tt 1 onpovpyio pog TAPOVGS
TPLGOAOTATNG UNYOVIG YPOPIKOV TOV UTOpel va peTapoptwbel kot va tpééel uéoa amod
browsers, evoéyetatl vo eEoAelyeL TNV OVAYKN EYKOTAGTAONG LEYOA®Y EQPOPUOYDV GE EVOV
vIoAoYloTH. AVTd emtpénel oto O3D va peylotonolel TV enavaypnoiponoinon petald twv
TOPOV TNG EQAPLOYNG, TOPEYOVTAG TOPAAANAL o woyvpn dtacOvdeon pe v CPU kot
GPU 100 ypnomm ypnowomowwvtag JavaScript. Apyikd, to O3D ypnowomoince o
apyrtektoviky] Paciopévn oe plug-in, n omoia emérpeye Ge TPITOLG TPOYPOUUOTIGTEG VOl
EVOOUATOGOVV TPOGOPLOGUEVEG AEITOVPYIEG OMMG TO OMOTEAECUATO TPV KOL UETA TNV
EUPAVIOT, TO CLOTNUATO COUATOIOV M Kol ot unyovég @uoikng (physics engines), yio
nopdderypa. Efvar onpavtikd va onuewwbel 6tt to plugin ftav ypoappévo oe C mov
EMKOVOVOLGE ameLOEing e TO LAKO, 0OTE 1 TayvTNTa Tov rendering g oknvng e€optioTa
oe peyaho PBabud amd v KAPTO YPAPIKOV TOV VTOAOYIGTH Tov TV Kobiotovoe. Tmpa,
Heyaro pépog g idtog Asttovpykdtnrag eveouatdvetot 6to WebGL.

To Baowkd mAcovéktmua mov mpocseépel to O3D elvar evorraxtkég unyavég 3D
rendering Boaciopéva oe emTpaméllove LIOAOYIGTEG | KovooAa givar 6Tt To O3D pmopel va
(QOPTAOVEL, VO, OTOOIOEL KO VO LETATPEMEL T LOVTEAQ KO TIG OVTIGTOLYES VOES TOVG SVVOLUIKAL
ypnopomoiwvtoc AJAX 1 COMET og mpaypotikod ypovo. H mapadociokr] GuAloyr mnyaiov
KOOKO, TOP®V EPAPLOYOV Kot BAoONkdV aviikelévov dev givor TAéov amapaitntn, apol
OAEG OVTEC Ol TTLYES POPTAOVOVTAL GE TPAYUATIKO ¥pdvo. Avtol ot amopokpucuévol ToOpot
UTOPOLV Vo 6YeSUGTOVY, Vo avamtuyBohv kot va dttnpnoldv eKtdg TG PACIKNG EQAPLOYNG
anewoviong N mpoPoAng oe pwoe tomikny epappoyn MVC pe avtikeipevo. To dueco
amOTEAECHO. aVTOD KaBoTh gukoAdTEPN TV avantuén rich 3D epappoyng, kobmg dev
yperdletoan va Eavayiver compile n epapuoyr] O3D. Avtd emrpémel (o wo 1oyvpn Kot
EMUEPLOTIKN TPOGEYYIOT Katd 10 oyedaoud 3D epappoyadv. Xt 7 Mafov tov 2010, 1
Google avaxoivooe 6Tt T0 O3D 00 aAAdEel and plugin oe Bipiodnkn JavaScript mov Tpéyet
naveo and to WebGL.

X3DOM

To X3DOM ceivon éva JavaScript Framework avotyytov k®otko, mov ypnoyLoroteitol
v T dnuovpyio ONAoTIKOV Tpiodtdotatmy oknvav ( declarative 3D scenes ) oe web pages,
ot omoieg Tpéyovv ywpig kdmolo plugin, ywoti 10 X3DOM Paociletor oe 10N LVRAPYOVOES
ovpPatikég texvoroyieg mepmyntov. O dpog “declarative 3D scene” onpaivel 6t1 emiTpéneton
N oNpovpyic SLOPACTIKOV TPIGOAGTAT®V GKNVAV, YPNCLLOTOIOVTOS SOUNUEVN KEWEVIKN
avaropdotaon (structutred textual representation), otn 0éom TOL YPOTTOL KOOWKO. XTNV
nepintwon tov X3DOM avti 1 KEWEVIKY avamapdotaon eivorl koppdtt tov kodiko HTML
tov apyeiov g oeridag. To X3DOM amoteheitar amd VO YVOPUYLO GLGTOTIKA, TO TPDOTO
etvar to X3D (BAéne mapdypago X3D), kot to DOM. Ta otoryeia X3D katevbivovtal amd
DOM operations onw¢ ta vmoiouto otoryeioo HTML. T moapdoetypo, pmopovpe va
aALGEovpe duvaKd To ypdpo evog avtikelévov 3D pe por kAo JavaScript setAttribute
(...) oto avtioctoyo otoryeio DOM, akpipog dmwg Bo aAralope dvvoplkd TO KEIPHEVO H10G
ETIKETOG PLEGO OE L0l KOLVT] 10TOGEADAL.

To mieovektuato tov X3DOM og oyéon pe dAreg Piiodniec eivon 011 BacileTon
oe 1eyvoroyiec HTMLS wor WebGL. 'Eva peydio koppdrtt tov X3DOM egivor copPoatd pe 1o
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X3D ISO. Avtd dtevkodlvvel mOAD Oyt poévo v ekpddnon tov X3DOM, aArd kot v
avtoAlayn mepteyopévov X3DOM. And v évapén g avartvéng to 2009, to community
tov X3DOM Jdievpbvetor Kol G€ YPNOTEC KOl GE TPOYPOUUOTIOTEG. Ae  yperdleton
eEohoxkAnpov exkpadnomn amd v apyn av Non yvopiler kamolog oyetikd pe 1o HTML ko
DOM.

HTMLS

To HTMLS eivon np méumtn ko tp€yovoa kopla Ekdoon e HTML ko mepthapfavet
10 XHTML. To 1péyov mpdétvmo, to HTML Living Standard, avomntocceror omd to
WHATWG, to omoio amoteieital omd Tovg UEYAADTEPOVG TPOUNOELTEG TPOYPUUUAT®V
nepmynong (Apple, Google, Mozilla kot Microsoft), pe to Living Standard vo vdpyet kot o€
ovvtopevpévn €kdoon. To HTMLS kukhopdpnoe yio mpdTn @opd 6 dnpdcio Loper| otig 22
lavovapiov 2008, pe onuovtikny evnuépmon kol katdotaon "ovotaong tov W3C" tov
Oxtofpo tov 2014. Zrdyor tov Nrov 1M Peitioon g YAOGGAS HE LVRTOGTNPEN Yo TO.
tehevtoio multimedia kot GAAG VEQ YOPOKTNPLOTIKA. VO SATPOVV TN YADGGO TOGO EVKOAM
Katavont and Tovg avhpdmovg 060 Kol Vo, ival KATOVONTH 00 TOVG VITOAOYIGTEG KOl TIG
OLOKEVEG, OMMG Ol browsers, ot parsers KAm., yopic v akapyio tov XHTML. kot va
napapeivouv coppatd mpog ta wicw pe moioodtepo Aoyiopuikd. To HTMLS mpoopileton va
nepthapPaver oyt povo HTML 4, aArd koo HTML HTML XHTML 1 kou DOM 2. To HTMLS
nepthopfdver Aemtopepn pHoviéda emeEepyaciag Yoo TtV evBdppuven  mEPIGGOTEPOV
SAEITOVPYIKOY VAOTOMoE®Y. emekteivel, PeAtiover ko e&opBoroyiler ™ dSwbéoiun
ONUOVON Yo £YYPOQEO KOl EGAYEL JEMAPEG TPOYPUUUATIGHOD GNUOVONG KOl EQOPLOYDV
(API) yia ovvBeteg epoppoyés 1otov. T Toug id1ovg Adyovg, to HTMLS egivan emiong
VIOYNOLO  YloL  KWNTEG  E€QOPUOYEC TOAAAMADV TAATQOPU®V, KoODS mepthapPdvet
YOPOKTNPIOTIKE — OYEOOUEVE.  LE  OLOKEVLEG  YOUNANG  KOTOVAAWONG  EVEPYELNG.
[Teprappavovtar ToALG VEQ GUVTOKTIKA YopaKkTnploTkd. o vo coumepiinebet kot va sivon
Ol EPICIUO TEPLEXOUEVO TOAVUECOV KO YPAPIKAOV, TPooTéEONKav ta véa otoryeio <video>,
<audio> kot <canvas> kot vVTooTPEN Yo mepexopevo SVG kot MathML ya pabnpatikovg
TOmovs. [ vo epmhovTiotel T0 GNUOGIOAOYIKO TTEPIEXOUEVO TOV EYYPAPWV, ExovV TpooTedel
véa otoryeia doung oeldag Ommg <main>, <section>, <article>, <header>, <footer>, <aside>,
<nav> kot <figure>. Eicdyovtal véa yopaktnpioTiKd, opioiéva oTotyelo Kot 1010TNTeG £X0VV
KatapynBel kot dAla Onmg T <a>, <cite> kot <menu> £YovV OALAEEL 1) ETOVOTPOGOIOPLGTEL.
To API xou 10 povtédo avikeévov gyypapov (DOM) eivon mAéov Bepehmdon pépn g
npodaypaens HTMLS kor 1 HTMLS opilet eniong kaddtepa v ene&epyacio yior Toyov un
gyxvpa £yypaal.

To Web Hypertext Application Technology Working Group (WHATWG) &exivnoe va
dovAevel Tavm oto véo Ttpotumo to 2004. Exelvn v emoyn to HTML 4.0 &iye va avavemdel
a6 1o 2000, ko to World Wide Web Consortium (W3C) giye emkevipdoel TV TPOGOYN TOV
otV peArovtiky avantoén tov XHTML 2.0, 18éa v omoia eykatérenye to 2009. H Mozilla
Foundation ka1 Opera Software napovciocav tig 8éoglg tovg oo cepvdpro tov W3C tov
Iovvio tov 2004, emKeEVTPOVOVTOG TNV TPOCOYN TOLG TAV® GTNV AVATTLEN TEXVOAOYLOV TOV
Ba éyovv backwards compatibility pe tovg vmdpyovieg browsers. Metd amd ymeopopio
KATOYNQIoTNKE 1 TPOTOOT Y10 VO, GUVEXIGTOVV 01 gpyaciec mave otnv HTML, kot apéowng
1Wpvonke 10 WHATWG mov dpyioe va SOVAEVEL TV € avT| TV 10€a. TEMKA 6T0 GLVESPLO
tov W3C 1o 2007 n HTMLS5 vioBemnke. Ot Ian Hickson xou David Hyatt mapnyoyov to
Tp®TO dNpodcto mpooyédio tov W3C, g HTMLS, otig 22 Tavovapiov tov 2008.

21 14 dgfpovapiov 2011, to W3C enéxreive tov yaptn g opddog epyaciog HTML
pe capn opdonua yio HTMLS. Tov Mdio tov 2011, n opdda epyasiog tpombnce to HTMLS
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oto “Last Call”, o mpdokinon oe kowdtnreg péco ko €€ omd to W3C yuo va
emPePardost ™V TEYVIKN evpwoticn TV mpodwaypoeadv. To W3C avémtuée o
OAOKANPOUEVT] GOLITA JOKIUMV Yo VO EMITOYEL €VPEi. SINAEITOVPYIKOTNTO YloL TV TANPM
wpodtaypaen puéExpt to 2014, n omoia NTav | nuepounvia 6tdY0G Yoo cvotact. Tov lavovdplo
tov 2011, To WHATWG petovopace oe HTMLS v HTML Living Standard. Qot6c0, 10
W3C ovvéyioe 10 ox£010 ToL Yo v anelevfépmon tov HTMLS. Tov Iodao tov 2012, 10
WHATWG ot to W3C anopdoicav va daympicovv. To W3C 6a cuveyioel Tig epyacieg
mpodwaypaerg HTMLS, eotidlovtog o€ éva eviaio oplotikd mpdtumo, To omoio Bewpeitan mg
"oTrydtuno" (otabpdc) andé to WHATWG. O opyoviopudg WHATWG cvveyilet ) dovietd
tov pe 1o HTMLS o “Living standard”. H évvola tov living standard etvat 01t dev givon moté
OAOKANPOUEVO KOl TTAVTO EVNUEPAOVETOL Kol PBeAtidvetal. Mmopodv va mpootebodv véeg
Aertovpyieg, aAAd M Aettovpyion dev Bo katapynBel. Tov AskéuPpro tov 2012, 10 W3C
yapoktypioe HTMLS wg vroyneia cvcstact. To kptriplo ywo v 1pdodo 611 6LGTAGCT TOV
W3C eivor "d00 100% oAlokAnpopéves kot TANPOS dahertovpykég viomomoels”. Xtig 16
YentepuPpiov 2014, 10 W3C petépepe to HTMLS o€ mpodtacn cvotaong. Ztig 28 Oktmppiov
2014, o HTMLS xvkhopdpnoce og cvotacn tov W3C, olokinpdvoviog tn olodkacio.
wpodiaypaens. Tnv In NoeguPpiov 2016, to HTML 5.1 xukhopopnce o¢ cuotacn tov W3C,
kot 611G 14 Agkepppiov 2017, to HTML 5.2.

To HTML 5 ewodyel otoyeio Kot YopaKTNPIOTIKG TOL TOPOLGLALOVY Ol TUTIKEG
oLYYPOVES 10TOCEAIDEG. Mepucés amd avtég eival 0l GNUAVTIKEG OVTIKOTACTAGELS TOV generic
block (<div>) ko inline (<span>) ctolyeimv, yio mapddetypo ta <nav> (block navigation
site), <footer> (cLVNOMG AVAPEPETOL GTO KAT® UEPOG TNG IOTOCEAIDNG 1) TEAELTOLES YPOLULLES
kodka HTML) 1 <audio> kot <video> avti yioa <object>. Opicpéva ototyeio tov HTML
4.01 &yovv amocvpbel, cuuneprrapPoavopévev ototyeimv pe Kabapd mapovcioon dmwg <font>
Kot <center>, T amoteAéspata TV omoiwv £yovv avtikataotadel amd ta CSS. Eniong &xet
000l éppaon ot onuacio tov DOM scripting. H obvtaén HTML 5 dev Baciletatl mAéov 610
SGML, mapd tmv opotdtnta g onpeveng mg. ‘Exetl oxediactel mote va givor cupuPato pe to
T1g ToAaotepeV ekddcemv HTML. Ano tic 5 Tavovapiov 2009, n HTML 5 mepiapPavet
emiong to Web 2.0, pa mponyovpévag Eexmpiot tpodaypapny WHATWG.

Collada

H COLLADA (COLLAborative Design Activity) eivar g popen apyeiov yu
Swdpactikés  epappoyés 3D. Awyepiletor omd v kowompadio  TEYVOAOYU®V N
Kkepoookomkoy yopaktnpa, Khronos Group kot €xet viofembel and 10 ISO wg dnuoca
dwbéoun mpodaypaen ISO / PAS 17506. H COLLADA opilet éva avotktd TpoOTumo Gynio.
XML yia Vv avioAloyn yneoxkov ototyelov petald oogpopmv eQOpUOY®Y AOYICUIKOV
YPUPIKOV 7oV OlopopeTikd Bo amobniedoviav to otowyeion Tovg o acOUPATEG HOPPES
apyeiov. Ta éyypapa COLLADA mov meptypdoovv ta ynolaxkd ototyeio stvon apyeio XML,
t0 omoia cuvnBwg avayvopilovtot pe enéktoomn apyeiov .dae (digital asset exchange).

Anpovpyndnke apywd otn Sony Computer Entertainment and tov Rémi Arnaud xon
tov Mark C. Barnes, kot €yt mepdoet oty xotoyn tov Khronos Group, pog xowonpa&iog
OV YPNUOTOOOTEITOL OO UEAN, M| Omolo TOPO LOPALETAL TO TVEVUOTIKG OUKOUMUATO [LE TN
Sony. To oynuo kot ot mpodiaypapés COLLADA eivar eledBepa dwobéoyo amd tov dpAo
Khronos. To COLLADA DOM ypnowponotei v Share Source License 1.0 tg SCEA.
[ToAAég eTapieg Ypapikadv cuvepydotnkay pe ) Sony and Tic apyés g COLLADA ywo va
onuovpyncovy éva gpyaieio mov Bo MTAV YPNCIUO GTO VPV KOWO HE OMOTEAEGUO TO
COLLADA va ocvveyilet va e&eliooetar pe T mpoondfeteg twv cuvepyat®v tov Khronos. Ot
TPOTOL cvvepyateg mepteAdpPavav to Alias Systems Corporation, to Criterion Software, 1o
Autodesk, Inc. kot v Avid Technology. Agkddeg 6TOHVTIO TOPAYMOYNG TOLYVIOUDY Kol game

19



engines &yovv viobetnoel 10 mpdétvmo. Tov Mdptio tov 2011, o Khronos xvkhopdpnce
dokipaotikn covita svupopewong COLLADA (CTS). H covita emtpénel o e@approyEg mov
ewodyovv kot edyovv 10 COLLADA vo doKildoovv pior HeYOAN oelpd TopadEyliToV,
eEaoparilovtag OTL GLUUOPPEOVOVTAL LE TIG TPOdLaypopEs. Tov Iodho Tov 2012, T0 AoyiouKo
CTS xvkio@dpnoe oto GitHub, emtpémovtog T1g kowvotikég suvelspopés. ISO / PAS 17506:
2012 Blopnyovikd cuoTiHOTO GUTOUOTIGHOD Kot Evempudtwon - IIpodiaypaer| Tov ynelokon
nepovolakod  ototyeiov  COLLADA vy 3D  oamewdvion  Popnyovikdv — dedopévev
onuooievdnke tov lovAto tov 2012.

Amd v €kdoon 1.4, mpootébnke oto mpdtvmo COLLADA vrootipién ¢uoikng. O
0T1OY0G €ival VO EMITPEMETAL GTOVS ONUIOLPYOVS TTEPLEXOUEVOL Vo KaBopilovV d1dpopa pUGIKE
YOPOKTNPLOTIKA GE OMTIKEG oknvéC. 1o mopdderypo, pmopel kovelg vo opioel 1010TNTEG
emedavelag vaukob onwg tppn. EmmAéov, ot onuovpyol mepieyopévov umopovdv va opicovv
TIG PLOIKEG WOOTNTEG TOV OVIIKEWWEVOV TN OKNVH. AVTO yivetor pe tov kabopiopd Tov
GKOUTTOV COUATOV TOV TPEMEL VO GLVOEOVTAL WE TIG OMTIKEG OVOTOPACTACELS. ARl
YOPOKTNPLOTIKA TEPAapPavovy vrootpiEn yuoo ragdolls, dykovg cGUYKpoOVONG, PLGIKOVG
TEPLOPICHOVS HETAED PLGIKADV OVTIKEIUEVOV Kol TOYKOGUES PLGIKES 1010TNTEG OTMG ivar M
Bapdtra. Ta mpoidvta pecaiog oepdg Physics mov vmootnpilovv ovtd 10 mPOTLTO
neptlopfdvouv ) PBiiodnkn euowmng Bullet, to Open Dynamics Engine, to PAL kot 0
PhysX ¢ NVIDIA. Ta mpoidvta avtd vrootmpilovv v avdyvoorn g mepiinyng mov
Bpénke oto apyeio COLLADA kot ™ petagopd g o€ pio popen mov to middleware
umopel vo vTOGTNPIEEL KOl VO AVTUTPOGMTEVCEL GE L PUGIKY] TPOGOUOIMOT). AVTO EMITPETEL
emiong dwpopetikd péco kot gpyoieion ywo TNV avtoAdoyn OEOOUEVOV  QUOIKNG e
tononompévo tpomo. To Layer Abstraction Physics mapéyet vmootpién yia tnv COLLADA
Physics oe moAAég unyovég euokng mov dev mopEyovv gyyevas vrootpén COLLADA,
ocvuneptrappovopévav tav unyovov Jiglib, OpenTissue, Physics Tokamak kot True Axis. To
PAL mapéyet eniong vroompiEn yio COLLADA ce unyavég @uotknig mov debétovy eniong
Lo EYYEVT OLETOLPT).
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Kepdahoro 4: Teyvoroyiecc WebVR — Threeds - Ammo

WebVR

To WebVR eivar éva mepopaticd JavaScript Application Programming Interface
(API) mov mapéyet vrooTNPIEN GE GLOKEVESG EIKOVIKNG Ttpaypatikdtrag, 0nmg to HTC Vive,
10 Oculus Rift, to Google Cardboard 1 to OSVR og éva web browser. To API avtd
OYEOLAGTNKE [LE YVDUOVA TOVG EENG GTOYOVS, TNV AVixveLoT SBEGIUOV GLGKEVMOV EIKOVIKTNG
TPOYUATIKOTNTOG, TNV aval)TNon TOV SVVATOTHTOV TOV GLGKELOV, TN diepedvnon ¢ BEong
KOl TOV TPOCAVOTOMGHOD TNG GLOKELNG Kol TNV TPOPOAT €IKOVAOV GTN| GUOKELT WE TOV
KatdAnAo poBud kopé. To LVAKO TOL EMTPEMEL EPAPULOYES EWKOVIKNG TPAYLATIKOTNTOG
amotel Stema@ég VYNNG akpifelag Kot YounAng KabvoTépnong Yo TV EMITEVEN ATOOEKTNG
nowwmtog eumepioc. To WebVR mapéyel demapéc €dikd xotackevaopéveg yio ta VR
hardware ywo vo €mTPETOVV GTOLG TPOYPOUUUATIOTEG VO KATOGKEVAGOVV GUVOPTOCTIKES,
aveteg epmelpiec VR.

To WebVR oyedidotre yioo mpdtn @opd v avoiEn tov 2014 and tov Vladimir
Vukicevi¢ and to Mozilla. Ot cuveicpépovteg tov API neprdapfdvovy tov Brandon Jones,
tov Boris Smus kot dAlovg and v opdda Mozilla. Tnv 1n Maprtiov 2016, n opada VR tov
Mozilla kou 1 opdda Tov Google Chrome avaxoivocav v €kdoon 1.0 g mpdtacng API
WebVR. To amotéleoupa refactoring APl mov mpoékvye €pepe mOALEG PeATidoels o610
WebVR. H televtaia €ékdoon pe etwéra givon 1.1, n onola eneepydoke tedevtaio otig 5
Amptiiov 2017. Ot cuvtakteg Tov gyypdpov mepthapfdvovy péAn amod Tig opnddeg Mozilla ko
Google. Qot600, opopéva péAn g Microsoft €govv mpooympnoel Kot cvvepyalovrton
evepyd ot odikacio ovvtang g éxkdoong 2.0 vy to API WebVR. To API WebVR
exBétel pepkég véeg dlemapés (dnwg VR Display, VR pose) mov emitpénovy otig e@approyEg
web va mapovcstalovv TEPIEXOUEVO GTNV EIKOVIKT TPAYLOTIKOTNTO, YPNOUYLOTOLOVINS TO
WebGL pe 11 amapaitnteg pubuicelg g kapepog Kot TiG 0AANAETIOPAGES GULOKEVOV (OTTWG
ereyktéc 1 dmoyn). To API €xetl oyediaotel yio vao akoAovOncet pia cuykekpiévn dadpoun,
n omoia glvar woAd mapopown pe Ao mapepPatikd API Web 6nwg 1o API Geolocation. To
WebVR 1.0 vrmootpiletar avty 1t otiyun omv €kdoon €kdoong tov Firefox 55+ yu
Windows (éxboon 64 bit pévo) kot oto Chrome 7y Android wg meipopa SoKiung
TPOEAEVONG, TPAYUO TTOL ONUOIVEL OTL Ol TPOYPOUUATIOTEG UTOpoVvV vo. (ntioovv éva
SKpITIKO Yoo vo TpocHEcovy 61OV 16TOTOTO TOVG TO Omoio Oo EvepyOmOMGEL AWyoyo TO
WebVR . To WebVR 1.1 vrootpileton and 1o Microsoft Edge and to build 15002+ kot amod
10 Samsung Internet, to Chromium, 1o Servo kot to Oculus Carmel. To 2018, to API WebXR
avtikatéomnoe 10 WebVR, oyedtacpévo tO60 Yoo GUOKEVEG ETOVENUEVIG TPALYLLOTIKOTNTOG
0G0 KOl Y10 GUGKEVES EIKOVIKNG TP LOTIKOTNTOG.
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WebXR

To WebXR eivan éva mepapatikd JavaScript API mov mopéyel diemapég pe 1o VR
hardware, emTPENOVIOG GTOVE TPOYPOUUOTIOTEG VA ONUIOLPYOVV EQPOPUOYES EIKOVIKNG
npaypatikdétrog oe browser. To web pmopel va yivel 0 TPOTIUOUEVOG TPOTOS SLOVOUNG
nepteyopévov VR, pe tov 1010 tpdmo mov £ytve 0 TPOTIUDOUEVOS TPOTOG Olavoung video
nepteyopévov. Eivar cvopfotd pe moAAEG cLuoKeVES, TAATPOPUES KOl Ol PaCIKEG TEYVOLOYiEG
oV VOGTNPILOVV TN SOPACTIKOTNTO KOl TNV EMKOWVAOVIO LE TPOTOPAVELG TPOTOVS Y10 TO
VR. To axpovipo XR (Extended Reality) ypnoipomoteiton yio va avapepbei 6to acua tov
VAMKOD, T®V EQUPUOYOV KOl TOV TEYVIKOV 7OV yYpnoiponoodvtal yio v Euwovikn
[Mpaypatwotra (VR), v Avénuévn Ipaypoatikdmro (AR) ko dAleg oyetikég texvoroyieg
omwg n Mkt Ipaypatikétnta (Mixed Reality).

ThreeJS

To Three.js eivor poe cross-browser Pifiodnkn JavaScript ko APl mov
YpPNoomolEiTol yroo T dnpovpyio Kot euedvion Kwvovpevov ypaeikav 3D e éva internet
browser. To Three.js emtpénet 1 Onuovpyic TPIGOELCTATOV YPAPIKOV, OO TNV KAPTA
YPOPIKAOV, UE TN YpHon TG YAmooag JavaScript, ¢ HEPOG UIOG 1GTOGEADOC Ywpig vo
e€opthtar amd plug-ins TOL TPOYPAUUATOS TEPMYNONS. AVTO &ival duvotd AOY® TNG
eupdaviong tov WebGL. To Trijs ekdoOnke yia mpdtn @opd and tov Ricardo Cabello oto
GitHub tov Ampido tov 2010. O amapyéc ™ PpAodnikng evromilovtal otV evacyOAnon
tov Cabello pe ) demoscene otig apyég g dekaetiog Tov 2000. O kddKag avantOyOnKe Yo
TPpOTN opa ce ActionScript, otn cuvéyela petapépdnie to 2009 oe JavaScript. ZOpewva pe
tov Cabello, ta dV0 mAeovektiuata yoo T petagopd oe JavaScript givar 0Tl mpdTOV, O
KOowag o Ba yvotav compile mpv amd Kabe extédeon Kot devtepov 0TL ) JavaScript givon
platform independent . Mg v gppdvion tov WebGL, o Paul Brunt undpece va npochécet
tov Renderer. Ov cvvewspopéc tov Cabello mepihappdavouv 10 oyxedacud towv API,
CanvasRenderer, SVGRenderer 6vtag vmevBouvog yio 10 GUVIOVIGHO TOV S0QOP®V TOL
ovppeteiyav oto épyo. O devTEPOg cLVEPYATNG, 0 Branislav Ulicny, Eexivnoe pe 1o Three.js
70 2010, apov dnpocicvce o oepd and demo WebGL otov dikd tov otdtono. 'Hbeke Tig
duvvatotteg rendering tov WebGL oto Threejs va Eemepvovv Tic dvvatdOTNTES TOL
CanvasRenderer 11 tov SVGRenderer. H ocvveispopd tov oto Three.js mepihappdvet
materials, Shaders kot post-processing. To Three.js mepilappdvel yapoKTpIoTIKA, OTOG
Scenes, Cameras, Animation, Materials, Lights, Geometries, Loaders, Exporters, Textures,
Virtual Reality khAm.

o va pmopel va eppaviotel otdnmote otnv 00ovn yperalovror Tpels Poacikég
petoPAntég, poe oknvn (scene), po camera kou évag Renderer. Ilopokdrom Ba 600el éva
TOPAOELYLLOL TOV KOOKA Y10l T ONpovpyio pog amAng oknvig, éva pavpo background kot £va
TPAcIvo KOPo va teploTpéPetol ot péot. [lpmtictmg «otivovpey tn oknvi, TV camera Kot
tov Renderer otig dnAdoelg petafintdv. To Three.js €xel d1bpopeg €mAOYES KOUEPDV
(Orthographic, Prespective, kAm), 10 mapddetypa Ba ypnoyomrondei n Prespective. H mpotn
T péoa oty mapévleon gival To ontikd medio TG KAUEPOS Kol LETPLETAL OE LOIPES, EVA M
deutepn T eivor to aspect ratio. Ot emdpeveg 000 TYWES €lval TO HOKPIVO KO KOVTIVO
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clipping plane (near and far clipping plane). To avtikeipevo Tov givor amd TV TPOTN TN Kot
Katw, dNAadn o kovtd oty Kauepa, o Ba yivouv Render, avtictouyo kot ta avtikeipeva
7oV etvan pokpvTEPa omd T devTEPT TN o€ Ba yivouv Render. To endpevo eivar o Renderer.
Extog and to WebGLRenderer mov ypnoipomnoteiton €6®, 1o Three.js cvvodevetor omd
HEPIKOVG GAAOVG, TTOL GLYVE YPNOLUOTOOVVTOL MG EVOAAUKTIKEG ADGELS ylo. YPNOTES WE
TOAOOTEPO TPOYPALLOTO TEPYNONG N Yo OG0VE dev Exovv vootpién WebGL. Extog amod
TN OMUIOLPYIO TOV GTLYHOTLTTOV EUPAVIONG, TPEMEL EMiong va opiotel 1o p€yebog 6to omoio
emBopovpe vo TpoPAndei n epappoyn pog. Etvar kadn 1déa va ypnoiporombet to mAdtog Kot
TO VYOG TNG TEPLOYNS TOL BELOVUE VO YEUICOVE UE TNV EPAPLOYN, OE QTN TNV TEPIMTOON,
10 TAATOG Kot TO VWOG TOL Tapafvpov Tov TPOYPAUpHTos mepmynons. o amoutntikég
EPAPLOYES, UmopoVV emiong vo xpnopomoinbovy pukpdtepeg TéG, dmwg window.innerWidth
/ 2 xou window.innerHeight / 2, o1 omoieg Oa kGvovv v gpappoyn va epeoviletal 610 eod
uéyeog.

THREE
THREE window.innerWidth window.innerHeight

j.innerWidth, wi w.innerHeight

renderer .domElement

Ewdva 4.1 - Scene,Camera,Render

[Na va omuovpynBel évac xvPog, Oa ypnowomomBei poe BoxGeometry. H
BoxGeometry eivar éva avtikeipevo mov mepiéyet 0lo to onueio (vertices) kot faces tov
kOPov. Extdc amd m yeoperpia, ypealopoote €va material yu va to ypoupaticovpe. To
Three.js éxer 016popa materials, adArd 0 Oa ypnowwonomBel to MeshBasicMaterial. Ola ta
vAkd aroptiovior amd €va 6OVOAO W0THTOV Tov gpapuolovtor o avtd. Emedn 1o
TaPAdELYHa Elval aAd, yPNOHOTOLEITOL HOVO Hial 1010TNTA, avTh ToL Ypopotog 0x00ft00, to
omoio givarl mpdowvo. H yempetpia kon To material epappolovior oe Eva tpito oviikeipevo, 1o
mesh, to omoio kot €16AyeTol HEGA GTN OKNVI. AV 0gv 0ploTovV GuVTETAYUEVES TOTOBEGTOG
tov mesh, avtd gpeaviletar otn Béomn (0,0,0). Enredn n xkapepa Ppioketan oto (0,0,0) kot av
petver og €xet 0¢ Ba eppaviCeton o kKOG, ™ petaxwvovpe oto onueio (0,0,5).

O mopamdve KOowos LOVOS Tov de QTAVEL, av Tov TpéEetl kamolog o€ Ba eppavioTel
tinota otov browser, kabmg o yivetow rendering. o avtd 10 AOYO YpNOLOTOLEITOL LI
Render function, otnv mpokeévn mepintwon 1 animate. e avt Vv emavainyn o Renderer
onuovpyel ™ oknvn amd v opy kibe opd mov yivetal avavémon otnv 006vn (cvuvnbog
etvar 60 Hz o pvBudg avavémong). H pnébodog requestAnimationFrame mpotipdron and GALeG,
Kuplog yoti Taydvel dtav o ypnotng o Ppioketal otV KAPTEAN TNG EQOPUOYNG Kol £TOL
KepOIleTatl VTOAOYIGTIKY 16YVG KOl LEWDVETOL 1) KOTOVAAMOT] pEOLOTOC.

animate

animate
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Ewdva 4.2 - Function animate

Emumpocbétog otov kmdika mpootiBevtarl ovo rotation péca otnyv animate Kot €161 0 KO0g
neploTpEPETOL KABE popd mov yiveton Render ) oxnv).

renaerer.r

Ewova 4.3 - Tehko mopdderypo
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Ewoéva 4.4 - Anotéreopa

Ewayoyn 3D povrérhov

Ta tprodidotata poviéda dwotifevtal og exatoviadeg popeés apyeimv. To Three.js
napéyel Tolhovg loaders, aAld 1 emloyn Tov cwotov loader Ba eEowcovounoet ypdvo Kot Ba
YAVTMGEL TOV TPOYPOUUATIOTH 0mtd avemBounta errors. Opiopéva format eivar dOokoro ot
dweipion, dev elval OMOTEAEGUOTIKG Yoo EUNEPlEG GE TPAYUATIKO XpOVO, 1 AmAd OV
vrootnpiloviar TANp®g pia dedopévn otiypr|. Omov givar duvatdv, cuvictator n ¥proTn Tov
gITF (GL Transmission Format), evdd apgotepeg ot ekddoeig g popeng GLB kot GLTF
vrootnpilovioan emopkadc. To gITF meprhapPdvel yapaxktmpiotikd Oémwg meshes, materials,
textures, skins, animations, p®ta kol képepec. Otav to gITF 0 umopel va ypnopomondei,
ypnoomoovvtal dAkeg popeés, onwg ov FBX, OBJ 11 COLLADA, mov &ivar emiong
dwbéopeg kar ovvrnpovvtar toktikd. To Three.js meptlapupdver opiopévo apBuo loaders
(m.x. ObjectLoader) ot vréAouror Ba mpémel va mpocteBov Eeympiotd. Otav yiver 1 dNiwon
Kot dnuovpynBet o loader, pumopel va gicayBel kot to 3D poviéro. XTI TEPMMTMOGELS YPNONG
gITF ka6 Ba ntav vo ypnoomrotovvtot global scripts, Ommg 610 mopakdTm TapAdELypLaL.

script src

THREE = window.THREE

Ewova 4.5 - Imports
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loader.load

e.error{ error

Ewdva 4.6 - Loader

Animation eto Three.js

To animation system tov Three.js emtpénet mAéov 1O animation JAPOPWV
TOPAUETPOV TOV HOVTEL®V, TIG VOES, TO Vvisibility, v kivnon oto yodpo, kin. [MapdueTpot
omwg 10 Pdpoc, o xpoOvog TOv animation, €vOC N TEPIGGOTEP®V OVTIKEILEVAOV UTOPEL Vo
aAlGEel oe KaBéva Eeymprotd, Omwg emiong OlPopeTkd animations pmopovV  va
ovyypoviotovv. Oha avtd dev Ntav avtovonta mpwy to 2015, ondte ko To animation system
tov Three.js aAAace pilikd kot mhéov mposopolalel avtd twv Unity koar Unreal Engine.

Ewdyovtag éva 3D avtikeipevo, mapadeiypatog yapv éva glTF mov €yve export amd
1o Blender, éva amd ta response fields Ba Aéyetar «animationsy», kot Bo meprapfdver ta
AnimationClips Tov povtélov. Eva AnimationClip givan éva chvoro and keyframes mov pali
ocuviotovv ¢va animation. KéBe AnimationClip mepi€yet dedopéva Yo GUYKEKPUYLEVEG
EVEPYEIEG TOVL OVTIKEWWEVOL. [0 TapAdetypo av 1o aVTIKEIPEVO €lvol KATO10G YOPOKTIPOG
evog maryvidwn, Ba €xel éva AnimationClip yio T0 mepmatnuo, Eva de0TEPO Yoo T0 TPEEO,
éva 1pito ywoo kdbopa, KAt. Méoa oe évo AnimationClip ta dedopéva yio kdbe kivnon
amoOnkevovtan oe Egymprotd KeyframeTracks. Eotw 0t1 évag yopaxtipog £xel £vav OKEAETO,
éva KeyframeTrack 0o amobnkevoet ta dedopéva yia T1g aArayég BEomG TOL KATMOTEPOL 0GTOV
Tov PBpayiova , éva devtepo KeyframeTrack tig addayég mepiotpoeng tov idov 06tol, £va
TPiTO TNV TEPLGTPOPT EVOG AAALOVL 06TOV Kot o0T® Kabelns. Eivar ouvnbec éva AnimationClip
va amotedeital and TOALA TéToln KoppdTio. Av vrofécovpe 0t To povtédo Exel morph targets
(Yo mapaderypa, €vo morph target mov delyvel Eva PIAMKO TPOCOTO Kol VoL AALO OV OelyveL
éva Bupopévo mpdowmo), kabe KeyframeTrack mepiéyel minpogopieg oyetikd pe tov TpOMTO
aAloyng g emidpaong evog cvykekpiévov morph target katd t Swdpkeln Tov KA. Ta
amofnkevpéva dedopuéva, amoteAovv povo Tn Pdaom Yo To animations, 1 TPOYUOTIKN
avamopoymyn eAéyyetol omd to AnimationMixer. To 1010 To AnimationMixer €ygt TOAD Alyeg

26



1010t TEC Ko peBodovg, emedn pmopet va ereyydei amd T AnimationActions. Me tn pvOuion
evoc AnimationAction pmopet va kobopiotel mote éva ovykekpyévo AnimationClip Oa
noytel, 0o oTONOTNOEL, €0V Kol TOGO GuYVA Tpémel vo, emovoinedel To KMm, av mpémetl va
viver pe EeBmpraopa, KAT. No onueiwbetl 6ti dev mepthappdvouy OAeg ot HOPPES LOVTEA®V
animations, to OBJ dgv mepthappdvel v mapddetypa, kot 0Tt pdévo pepwkoi loaders tov
Three.js vmoompiCovv AnimationClips. Kdamowor €§ avtdv eivor ot axdiovbot,
THREE.ObjectLoader, THREE.BVHLoader, THREE.ColladaLoader, THREE.FBXLoader,
THREE.GLTFLoader, THREE.MMDLoader, THREE.SEA3DLoader.

Anpuwvpyio VR nepreyopévov pe Three.js

['a ™ onovpyion VR oxnvav pe Three.js woyvovv 6ha to facikd mov avapépOnikoy
Topomave dnAadn o kdpepa, po oknvi kot évog Renderer. o va yiver n oknvip VR
compatible mpénel va coumepiinebei 1o VRButton.js. oto onpeio tov kdduo mov yivovion o
imports.

document . body . appendChild createButton( renderer

Ewova 4.7 - VR Button

EmnAéov mpémel va yivouv aAlayég otn cvuvdptnon Render yuo va evepyomomBei to rendering
yio VR. Avti yio m requestAnimationFrame() mov ypnowomomOnke oto mOPATAVED
napddetypo pe tov kOPo ota VR projects ypnowomoteitor n setAnimationLoop(). O
EMAYLOTOG KMOKOG OV amarteitan givat o akdlovbog
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renderer.vr.enabled

renderer.render( scene, camera

Ewcova 4.8 - Renderer

To mopaxdtem mapdostypa, mov Oa 10 Ppeite oto https://threejs.org/examples ©g
vt/panorama/depth, deiyvet éva mavopapa 360 LopdV [Le POIVOUEVIKY| KIVNOT| KOl TEPLGTPOON
™G KAPEPOS YOPW OO TOV E0VTO TNC.

Ewéva 4.9 - Landscape 360°

O xmowog mepthapPdvel o€ YEVIKES YPOUUES YVOOTA otoryeia, (o oknvy, éva VR
Button to omoio yivetor import 6TV apyn Tov script, po KAUeP, GMTO Kot [ caipo HEca
omv onoia tomoBeteiton n khpepa. H cpaipa mailer o pdho tov Kdopov, yivetar load éva
texture, pa jpeg eikéva 360 popdv otnv mpoxelpévn nepintwon, pe évav TextureLoader, to
omoio texture TomobeTEITAL GTNV ECMTEPIKN EMPAVELD TNG CEAIPOS divovTag TNV YyevdaicOnon
TOV TPAYUATIKOD KOCLOL. TN cLVEYEW oTn ocvvdptnon Render n oceaipa kiveiton otovg
GEOVEG X KOl Z GLVOPTNGEL TOV YPOVOV, EVD TEPICTPEPETAL GTOV Y, ONUIOVPYADVTAG ETGL TNV
yevdaicOnon 6Tt Kveiton 1 KALEPO EVAO GTNV OVGia Kiveital 0 KOGHOG.
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/f Create the panoramic sphere mesh

sphere = new THREE.Mesh( panoSphereGeo, panoSphereMat );
// Load and assign the texture and depth map

var manager = new THREE.LoadingManager();

var loader = new THREE.TexturelLoader( manager )};

loader.load( './textures/kandac3.jpg', function { texture )} {
texture.minFilter = THREE.NearestFilter;
texture.format = THREE.RGBFormat;

texture.generateMipmaps = false;

sphere.material.map = texture;

K

loader.load( './textures/kandao3_depthmap.jpg', function ( depth ) {
depth.minFilter = THREE.MNearestFilter;
depth.format = THREE.RGBFormat;

depth.generateMipmaps = false;

sphere.material.displacementMap = depth;

HH

/7 On load complete add the pancramic sphere to the scene

manager.onload = function () {

scene.add( sphere );

I

function render() {

J/ If we are not presenting move the camera a little so the effect is vi

if ( renderer.vr.izPresenting() === false ) {

var time = clock.getElapsedTime();

sphere.rotation.y += 8.861;
= Math.sin( time ) * 8.2;

= Math.cos( time ) * 8.2;

R

sphere.position.

sphere.position.

=}

renderer.render( scene, camera );

b

Ewova 4.10 - Andomacua kdouo,

sible

29



Ammo.js

To Ammo.js givor pia amgvbeiog petagopd e unyoving euoikng Bullet, ) omoia givat

ypappévn oe C++, oe JavaScript pe t ypnon tov Emscripten. To Emscripten eivor éva
gpyadeio mov ypnopomoteitan yio ™ petatpony] C kot C++ kddiko o€ asm.js (vwokatnyopio
¢ JavaScript) kot WebAssembly. O nnyaiog kddwcog g Bullet petappaleton anevbeiog oe
JavaScript, yopig avOpomvn mopéupocn, omdte OBewpntikd eivor ATovPYIKOS OT®G O
APYIKOG.

["a va yiver avtiAnmt) 1 gpnon tov Ammo.js TPEREL Vo YIVOLV KOTOVONTEC OPIGUEVES

TOPALETPOL TOV YPNGUYLOTOLEL 1] GUYKEKPLULEVT] UNYOVT] PLGIKTC.

Physics World: Eivat o k6oog péca otov onoio avoamapictavtot ot VOUOL TS UGIKNG
TOV TTPOYLATIKOV KOGLOL 1 TOL PAVIOGTIKOD KOGHOV €VOG dNovpyov. £To Ammo.js
avtdg o koopog ovopaletar Collision World pe mapdywyd tov tov Dynamic World.

'Evag Physics World mpémer va diver ) dvvatdomto va opiletor 11 va pvOuileton

Kémowa Bapvtnra.

Rigid Body and Collision Shape: T'a va vmép&er omoladnmote HOPPT) QLGIKNG
aAAnAenidpaong mpémel va. vmdpyel éva ooOpo. Xt0 Ammo.js avtd T0 COUA
ovopdletan collision object 1 rigid body. 'Eva rigid body €xet 11 €€ng 110t TEg
Klveital, cuykpovetal, £yl pdla ko pmopet vo tov aoknOel kdmota dvvoun. Amd povo
TOV OUMG, OVTOG GUOPPO, € UIopel va £xel KATOLo AAANAETIOpaoT, Y10, LTO TO AdYO
épyoviar oto mpooknvio ta Collision Shapes. To Bullet wiki avagéper avtovoia
«...Ka0e rigid body mpéner va £xet onpeio avapopdg Eva Collision Shape. To Collision
Shape eivar poévo y100 GLYKPOVGCELS KOl GUVERMDG OV EUTEPIEXEL EVVOlEG OTT®MG Hala,
aOPAVELD, ETAVAPOPE, KAT. Av €xete MOAAA GOUATO TOL YPNOCLLOTOWOLY TO 1010
Collision Shape (m.y. k00g 6106TNUOTAOIO GTN TPOCOUOIWGT GOG Vo eivar pio ceaipa
axtivag 5 povadwv) etvar ko mpaxtikny va vapyet povo éva Collision Shape Bullet
(Ammo.js) to omoio va ypnoytonoteital o O o avtd ta coparta. To Bullet (Ammo.js)
vrootnpilel o peydAn mowkidioo amd dwapopetikd Collision Shapes kot dvvoton o
TPOYPUUUATIOTS VO TPOcHEGEL TO 01KO TOL...». Optouéva amd to Collision Shapes
nov vrootnpilovrat eivon primitive shapes (m.y. K0Pog, opaipa, KOAIVOIPOG, KAWYOoLAQ,
KOVOC, KAT), obvleta oynuota, mesh tprydvov, otatikd eminedo k.o EmumAéov va
onuewdel 6t 6tav éva rigid body €yxer pdlo undév onuaivel 6tTL To copa £xel dmepn
pélo mg €K TOVTOV Eival GTOTIKO.

Rigid Body Dynamics: 'Etct opiCovton petafintég 6mwg n ovvaun, n péla, n tpiPn, n
ToOTNTO KOl O1APOPOL TEPLOPLIGHOL TOL KOGOoV. [Tapadelypatog yaptv o€ £va monyviol
T000GPOiPOV OTAV O TOUYTNG KAMTGAEL TN UTAAL VT EEVYEL LE U0, OVVOUN KoL TV
kivnon g emnpedlovv N pdlo g, N Papdtra, 1 evoeyxduevn TP ™G UE TO
£00pOC, KAT, ONANOY LETAPANTES TOL £YOVV OPIGTEL OO TOV TPOYPOUUOTIOTY.

Collision Filtering and Collision Detection: H moapdperpog Collision Filtering
kaBopilel mola avtikeipeva pmopovv vo kévouv kpobvon kot moto Oyl ' mapadetypo
o€ éva shooting game cvVNOMC Ol GPaAiPES dEV YTLTAVE TOVG GLUTAIKTEG OAAL LLOVO
OpoEVOL avTIKEIpEVa Kot avtimdAovs. Avtiotoya oe éva MOBA «xdvel kdmolog
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yopaxtnpog éva barrier spell, 0Aovpe avtd 1o barrier va unv swomepvator and spells
avTImdA®V aALG povo and kamowa spells cupmawktav, y healing spells. Zto Ammo.js
VIApYoVV TPELS Tpoémol  yuo va emtevyBel collision filtering, ov pdoxeg (masks) ot
duapopa callbacks (boardphase, nearcallback). To Collision Detection and tnv dAAn
aQopa TNV aviyvevon g Kpovone. 1o avtictoryo shooting game tov TPOTNYOLLEVOL
napadetypatog to Collision Detection Ba ypnoyomomOet yio va aviyvevbel n kpovon
HeTaEL €x0pod Kol ceaipag TPOoKEWEVOL Vo Yivel kdTt, 6mwg peiwon (ong 1 Bdvartog
ToV £Y0po0.
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Kepdiarwo 5 Kepdiarwo 5: Kopro pépog g epyaciog
— LOUTEPACUOTO

Avdivon Ilpopinpatog

[IpoimdBeon yw v evacydAnon pe Kamola epyacio mwhve oty ovarntvén VR
TEPLEYOUEVOD Elval 1 YVOON UG M TEPIGGOTEP®Y YAMGOHOV TPOoypaupatTicpov. Eite
ypnoporomOei Unity (C#), eite Unreal Engine (C++), eite kdmoio dALo epyareio, o
onuovpyds Ba xpelaoTel YVAOGCEIS TPOYPOUUOTIGHOD o Kpd M peydro Pabud. Xtnv
TEPIMTOON TNG TOPOLONG EPYACING, EMELON TPEXEL GE browser, amaitobvtal Yvmoelg JavaScript
Kol cuvaeav g APL

Aot oelg ZuoTHoTog

Oa ypewootet kamowo VR Headset pe controllers (HTC Vive, Oculus Rift, kAr), tdveo
o010 omoio Ba vAomomBel n epyacio. Amapaitntn Oa mpémer va Bewpeiton Ko n KoTOYM|
VTOAOYIOTN L€ OLVOTN KAPTA YPUPIK®V Yo v brootnpilovtol ot avaAvcelg Kot to fps, dote
N epappoyn vo tpéxel o€ opoAd mAaicw. Emiong ypedletor omwodnmote va  eivon
EYKOTECTNUEVO TO Xampp Kol KAmo10¢ Keevoypdpog (sublime text 1} notepad++). Téhog 1
gykatdotaon evog browser mépav tov Edge (katd mpotipunon Mozilla Firefox).

Yyeorwaopnog yro tnv viomoinon pe Three.js

Kat’ apydc omorteiton e€okeimon e Tapep@epn project EIKOVIKNG TPAYLATIKOTNTAG
TOL VLTAPYOVV O©TO Internet Kol €KTEVNG UEAETN TOV KAOJIKO GUTOV. XOPUKTNPIGTIKO
ToPAdELYHO T Tapadeiypato otn oeAida threejs.org aAld Ko 6to medium.com. MeAétn v
™ dnpovpyio apyikd ariod VR mepieyopévov ympig t ypron controllers, kdmoto mavdpapa
N kdmowo video 360 popdv yuoo mapdostypo. X1n cvvéyxew Oa mpénel va peletnBodv mo
oLYYPOVES EQUPLOYEG LE eVOEXOLEVT Kivnom kdpepag, animations, eilcaymyn 3D models kot
QLOIKA Yprion TV controllers yia va yivel 1 epappoyr| S10dpacTIK).

Ylomoinon

[Topaxdtw 6o TOPOVCIOCTOVV EKTEVMOS Ol AETTOUEPEIEG TNG VLAOMOINONG TNG
eQapUoYNS. Oa yivel 01e£001K1| avaivon Tov kdoka o€ JavaScript, pe yprion g PprAtodnkng
Three.js, x0Bdg ol ovoeopd otov  €EOMMOUO  EKOVIKNG  TPOYHOTIKOTNTOS — TTOL
ypnoworomOnke. H epappoyn apopd Eva meptBaAlov ELKOVIKNG TPUYUOTIKOTNTOC, e KATO0!
OYETIKA OTTAQ YPOQELK(A, GTO OTOi0 0 ¥PNOTNG HE TN PO Tov €vog controller Ba pmopel va
oe014LEL TPIOOIACTOTO OVTIKEILEVO KOl GTN GUVEXELDL VOL TOL LETAKIVEL 1) VO T TEPLOTPEPEL LE
™ p1oN 1oL devTEPOL controller.

32



HTC Vive-SteamVR

IMa v vAomoinon g epaproyns xpnopomomnke o eEomAoUdg TOV EPYAGTNPiov O
omoiog amoteieitat, kTG and éva vroroyiot] pe GPU GTX 1050 TI, and éva headset HTC
Vive pe o600 controllers kot 600 otabuovg Pdong. H Asrtovpyia tov Vive avoideton og
wponyovuevo kepdiato. To SteamVR eivon o mhatedpuo mov avortoydnke amd 1 Valve
Yy To Steam Kot 6TV TOPOVGO EPYOUGIO YPNOIUOTOONKE Yol VO ETKOIWVWOVIGEL TO VAMKO
(VR Headset) e 1o software.

Koowag

To HTML oapyeio tpé€xet og éva tomkod apache HTTP server mov dnuovpyeitan pe
BonBeta tov xampp. O HTML kddkag mephapfavel to head container pe ta meta tags ko
axolovBeil to body tag. Mécsa oto body tag vmdpyovv éva style tag, pe tov amapaitnto
eMBYOTO KMOWKO KOl TEGOEPQ Script tags €K TV omoimv Tao Tpio YPNOLLOTOOVVTOL Yol VO
«tpafnéovvy js apyeia kot to €va yia tn ompovpyion VR mepieyopévou (type=module). Méoa
010 Televtaio script tag vapyet Eva import g Ppiodnkng Three.js, To omoio mAéov icwg
Kot vo givorl Teptttd, aeov To 1010 apyelo KaAgital o €vo amd To TPONYOVUEVA Script tags.
AxoAlovBolv ot IMNAMCELS PETOPANTOV, Ol KANOELS TOV TPLOV PACIKAOV GUVAPTHCE®V KOl €V
TéAEL N VAOTOINGM TOVC.

Ot dnAaoelg apyilovv pe pepwcég global petafintéc (line, vector 1,2,3, kAw), €vog
avTikelévov (shapes), dvo group Kot Tpudv mvaKwv (raycaster, intersected, tempMatrix). Xt
ocuvéyela akolovbel n dMMAmon g oknvig (scene), 1 OMA®GCN Kot 0 OPGHOS evog mesh mov
neplEyel £va geometry kot éva material, Kot n kAon tov tpdv Pacikdv cvvaptioemy. Oleg
avtég ot petafintég onimbnkav globally ywati ypnowomolovvtor ce mapamdve omnd pio
GUVOPTNOELS.

type="module”>
THREE '../three.js_master/build/three.module.js";

container;
camera, scene, renderer;
controllerl, controller2;

var line;
var shapes - {};

var up THREE .Vector3{ @, 1, @ );

var vectorl THREE .Vector
var vector2
var vector3
var vectord

var group;
var group_mesh THREE .Group() ;

var raycaster, intersected [1;
var tempMatrix THREE.MatPiAA()J

scene

var geometry
var material
var tatooineMesh
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Ewoéva 5.1 - Anhooeig

H npd Paocikn cvvaptnon g epappoyng eivar n cvvaptnon init. H init mepiéyst
OAOL TOL OVTIKEIPEVO TNG OKNVIAG KOl VTTOGLVOPTNGELS TOV OPOPOVV KATO 0md avTd. Apyikd
BAémer kaveig ) dNAwon evog Three.Group, péca oto onoio Bo pmovv kdmola avtikeipeva
(kovumid) mpokeWEVOL Vo Eyovv TG 101eg 1010TNTEG KO VO AEITovpyohV oav oudoa
aviikelévov. Tlapakdto vrdpyet n viomoinon ¢ Kapepog. EmAéyOnke n prespective
camera KoOdg €ivor M mo katdAAnAn yio first person 6¢oaomn. Xto YOPOKTINPIOTIKA TNG
napatnpel kaveic 01t 1o field of view eivon otic 75 poipeg evad o dvBpwmog €xel 120. Avtd
ouvéPN 0Tt kaTd TN dokwun pe Tic 120 poipeg vanpye Ul TOPOUOPPOGT] GTNV EIKOVO 1|
omoia koVpale. H emduevn tyun eivon to aspect ratio, eved 1 pebemdpevn tipn agopd to 1060
kovtd Oa PAémer M kdpepa. H tedevtaio Ty, n omoia agopd 10 OG0 pokpld PAEmEL M
Kauepa, glvar TG0 peyain yoti o mhaving mov Ba tomobetnOel apydtepa Ba sivon apketd
HOKPLA. 2T GLVEXELD LITAPYEL M| dNpovpyio Tov «ovpavovy. Eivar éva SphereGeometry pe
peyaAn owdpetpo, pe material mdve oto omoio vapyet éva texture. To texture yivetou load pe
éva texture loader tng PipAoOrikng Three.js, kot 6N cuvEKEL «KOALAEY TAve 6TO material (
{ map: texture} ). Geometry xou material mpootifevran oe éva Mesh, aAAd pe to material va
etvar amd ™ péoa pepd (THREE.BackSide), kot to sky mpootifetar ot oknvr|. Ztmv ovcia
0 ovpavog etvar pa ceaipa mov péca vdpyovv Olo Ta aviikeipeva. AkolovBel o €dapog
ot1o onoio vrotifetar motder o ypnoms. Eivar éva PlaneBufferGeometry pe éva texture
yoptopévo 90 poipeg. Ild 6mmg kot mptv to Mesh €yel to geometry kot to material pe to
texture, oAAd €0 TO texture emavoAapPdveror opildviia kot kdBeto oTo  emimedo
(texture.wrapS ot texture.wrapT). H mepiotpoepn 90 popdv tov emmédov eival yuori Oty
onpovpyeitor 10 eminedo eivar oe kdBetn B€om. Axolovbel 10 mesh tov mAavrTn pe
TOPOUOLD. YVOPICUATO KOl TEYVIKEG TOV YPNGLOTOMONKOY Kol 6To. Topamdve (geometry,
materials, textures).

|camera ra( 75 i .innerWidth window. innerHeight, @

var skyGeometry L phe 2 =Nz
var loader
texture 0 res/ erse.jpg” );

aterial({ map: texture,});
var sky s material);
sky.material.side THREE .BackSide;
scene.add(sky);

var geometry
var material
color
roughness: 1
metalness:
3
var loader
texture - loader
texture.wrapS
texture.wrapT THR
texture.repeat.set(
var material
var floor THR
floor.rotation.x
scene.add( floor );

tatooineMesh.position.s

tatooineMesh.materi BLE r ures/tatooine.png”);
tatooineMesh.material.bumpMap 2 i textures/tatooine bump.png’);
tatooineMesh.material.bumpScale

tatooineMesh.material.specularMap THREE .ImageUtils.loadTexture( textures/tatooine specular.png’);
tatooineMesh.material.specular THREE.Color( grey’);

tatooineMesh.receiveShadow e

tatooineMesh.castShadow

scene.add( tatooineMesh );

Ewcova 5.2 - Camera, Floor, Planet
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To emdpeva avtikeipeva eivar téoocepa kovumid (PlaneBufferGeometry), mov 6Oa
YPNOLUEDOLY Y10 TNV KIVNOM KOl TEPIGTPOPT] TOV TAPAYOUEVOL OO TOV YPTOTY AVTIKEILEVO,
EVO TO peTd mpooTtifevrtal kdmowa pwta (Ambient, Hemisphere kot Directional). Qg Renderer
ypnowonoteitar o WebGLRenderer, pe emdoyn yia anti-aliasing kot aspect ratio idto pe owtd
™mg Kapepog, evepyomomuévn tn Aewtovpyio VR (renderer.vr.enabled = true;), e&vd ot
OUVEXEWL TO  OMOTEAECHO  OmOTLMVETOL  otov  canvas  (container.appendChild(
renderer.domElement );). Xt ouvvéyewn mpootifeton TO KOLUME YL VO UETATPEYEL TO
nepeyopevo o VR epdoov vapyel cuvoedepévn cucskeun mov vrootnpilelt VR.

2 ovvéyeln akoAovBolV 01 LTOGLVOPTNGELS TNE init TOL £YOVV VO KAVOLV UE TIC
Aertovpyieg T@V Kovumumv-okavoaimv Tov controller. Ot onSelectStartl kot onSelectEndl,
dev €yovv Oploua Kol apopovV To YepLotiplo 1, mov kdvel povo sculpt kot ypedleton pdévo
v &vtoAn this.userData.isSelecting pe true 6tav motiétor 1o kovunmi kou false Otav
anelevbepovetat. Ov onSelectStart2 kot onSelectEnd2 agopodv 10 Yepiomplo 2 mov
YPNOWOTOlEITOl G OEIKTNG KO YO VO «TATAEL O YPNOTNG TO KOLUTLH TNng Kivmong-
nepotpoens. [aipvouv dpicua (event) to onoio avagépetor otov controller kot avdioyo pe
10 id ToVv KéBe KOLVUTIOV, KOl av O raycaster aviyvévcel OTL LTAPYEL CVYKPOLOT), LE AT

oKavOAANg TovtOYpova, Kivel 1 meptotpépet To mesh mov éptiate o maiyng.
i t)
controller - event.target;

var intersections - get ons{ controller };

( intersections.length

var intersection - intersections[ @ ];

tempMatrix.getIn { controller.matrixworld };

var object - intersection.object;
(object.userpata.id

group_mesh.position.z

(object.userpata.id
group_mesh.position.z

(ocbject.userData.id
group_mesh.rotation.y

(cbject.userData.id
group_mesh.rotation.y

ent ) {

controller - event.target;

( controller.userData.selected

vor object = controller.userData.selected;
group.add({ object };

controller.userData.selected

Ewova 5.3 - Function OnSelectStart2, OnSelectEnd2

Ot controllerl xot controller2 opifovtor apéowg peTd pe TOVS avtioToryovg event
listeners yio to matmuo TtV okavodAwv. Ta userData.points kot userData.matrices
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YPNoeELOLVY Yo va amodnkevetoan 1 0éon tov controllerl. Xt cuvvéyewn dnAdvovior ot
vewpeTpieg, ta material Ko Too mesh twv grips twv dvo controller wov Ba eppavitovior oy
006vn tov headset, mov gival otV ovcia &vag KHAIVIPOC, EVA ONULOLPYOVVTOL KOL 1 KEQOAN|
tov controllerl, tov controller mov kavet sculpt, kot n ypouun tov controller2 ywo va paiveton
nov Ogiyvel. To controller head eivor éva mesh pe po yeopetpio swkocaédpov pe mépa
TOAMEG  yowvieg (vertices) ywo va. @aiveTon Agio, evd n ypouun etvar éva mesh pe pa line
yeopetpio. ZTn ovvéyew ovtd to. dvo meshes mpootibevior ota MOM LVEAPYOVTO TOV
controller] ko controller 2 avtiotorya, evd dnAdvVeTAL KO O raycaster.

controllerl renderer.vr O B
controllerl.addEvent| r onSelectStartl );
controller v "sele onSelectEndl );
controllerl.userData.points THREE .Vector3()},
controllerl.userData.matrices THREE.

scene.add( controllerl );

controller2 renderer. v oller{ 1 );
controller electstart”, onSelectStart2 );
controller r electend’, onSelectEnd2 );

3
standardMaterial( { flatShading: true } );
h{ geometry, material );
h{ geometry, material );

var controller_ head I Mes HREE. 0.01, 2 ), THREE . MeshLamb Material{ { color: @xd

controller_head.name
controller_head.position.z
meshl.add( contreller_head );

var geometry THREE . BufferGeometry( ) .setFromPoints( [ THREE .Vector 8 ), THREE .Vec

var line2 THREE.Line( geometry );
line2.name "line2’;

line2.scale.z F

mesh2.add({ 1i

controllerl.add( meshl.clone() );
controller?.add( mesh2.clone() );

raycaster THREE .Raycaster();

Ewoéva 5.4 - Controllerl, Controller2, Raycaster

H initGeometry sivoar n dg0tepn Pacikn] cuvéptnon g €QapRoyns n omoia eival
veEvBuVN Y VO aPYIKOTOMCEL TO TOPAYOUEVO «VAkO» mov Pyaiver omd 1o head tov
controllerl. H petafint) «geometry» eivar tomov BufferGeometry axpiBag emedn Oa g
amodobovv Tuyaieg TYéS (positions, normals, KAT) amd 1O ¥PNOTN AVAAOYQ LE TNV KIVNOY| TOV
controller. H «geometry.drawRange.count» icovtot pe pnoév yu va pn yiver Render xovéva
vertex, evd 10 «geometry.position» opiletoat va eivor {010 pe to position tov controllerl.
AxoiovBel évo material ko éva mesh (line) pe attributes v mopomdve yewpeTpio Kot
material. H Boolean tyun tov line.frustumCulled tiBeton «false» yio va e§acpariletarl ot o
3D object Oa yiveron Render og ka0e frame axdpo kot av dev 10 «PAEmew N kdpepa. To mesh
npootifeton otnv opdda «group mesh» ko n «group mesh» mpootifeton ot oknvh. X
ovvéyewn n scene.updateMatrix() kdvel update tn oknv.

var geometry THREE .BufferGeometry();

var positions THREE .BufferAttribute( Float32Array( 1
positions.dynamic H
geometry.addAttribute( "position’, positions });

var normals THREE .BufferAttribute( Float3
normals.dynamic = true;
geometry.addAttribute( ‘normal’, normals );
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Ewova 5.5 - Geometry, position, normals

geometry.drawRange . count 2;
geometry.position controllerl.position;

var material THREE .MeshStandardMaterial( {
roughness N
metalness N
vertexColor THREE .VertexColors

¥ )5

line THREE .Mesh( geometry, material };
line.frustumCulled false;

=2

group_mesh.add( line );
scene.add( group_mesh };
scene.updateMatrix();

Ewova 5.6 - group_mesh

H ouvvapmon «updateGeometry» ypnoiponoleiton ypnoomoteitor yuoo va yivouv
update 6Aa ta attributes g «initGeometry». H cvvaptnon «stroke» eivar vmevBovn yia va
vroAoyilel kot vo amobnkevel 11g 0ol oto Ydpo mov kiveitor o controllerl. IMaipver cav
opiopata tov controllerl, kot téccepig mivakeg, tovg pointl, point2, matrix1, matrix2. X
ouvéyela davocpata Tov Exovv optotel otnv apyn g global petafintéc maipvovv Tig Tipég
TOV KIVRoewv Tov yprotn. H «strokey» kaAeitar otn cvvaptnon «handleControllerl» 6tav o
YPNOTNG TOTAEL TN OKOVOUAN. A@OV VLTAPYOLV KOl TO SOVOCUATO KOl TO ONUEio NG
dradpoung Tov controller, 1 cuvdptnon «render» avalopuBavel va to 0mod®ceL 6TV 000vN 1
oto headset tov ypriotn. H cuvaptnon «render» kaAeiton péca otnv «animate» 1 onoia eivon
n Tpim Pacwn cvvéptnon mov koieitar oty apyn. BéPowa n «render» dev avorapPavet
puovo va oyedtdlel v kivnon tov controller, aAld opiletor 6e avtqv Kot To rotation Tov
TAOVITY, EVO KaAgitol Kot 1 cuvaptnon «intersectObjectsy.

function render() {

tatooineMesh.rotation.y
cleanIntersected();

var count line.geometry.drawRange. count;

updateGeometry( count, line.geometry.drawRange.count );

renderer.render( scene, camera );

Ewova 5.7- Render function
H «intersectObjects» pe t ypnon g «getlntersections» kot tov raycaster mov vt

nepthoppavet, avaiopPaver vo Bpiokel mote o deiktng Tov controller2 épyeton oe emaen pe
KOO0 AVTIKEILEVO, GTNV TPOKEUEVT] TEPITTMOT TOL KOVUTLE KIVI|GNG-TTEPIGTPOPNG.
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YopUTEPAGNATO.

Ot gQapUOYEC EIKOVIKNG TTPOYUATIKOTNTOG HE TNV TAPodo Tov ypdvov e&elMocovTat.
Oocov apopd tovg browsers Tpocaprdloviol 6T AmoUTNOELS, 0ALALOVY KOl EVGOUOTOVOLV
véo oTol el KAVEL VO EUTAOVTIGOVY TNV EUTELPIO. TOV YPNOTN GE TEPPAAAOVTO EIKOVIKNG
npaypoatikdtnTag. BéPora axdpa mpémel va yivel moAAY dOVAEL OGOV apopd TN dtoyeipion
HEYAA®V TPIEOACTOTOV HOVTEA®Y KaBmG N TANOmpa poviélmv G6€ o oKnvy Umopel va
TPOKOAEGEL QVGAPESTO, KOAANOTA TNG KIVNONG KOl VO, LEWMGEL TNV EUTEPiD. GTO ¥PNOTN,
KLPIOC 6€ EPAPLOYEC gaming.

Tepdoto eivor 1 ocvvelspopd tov Three]S, 10 omoio cuvey®g avovedveTal,
TPOCPEPOVTOS KAVOUPLEG SVVATOTNTEG GTOVS TPOYPUUUATIOTEG. XOPUKTNPIOTIKO TOPASELY LA,
elvar 011, TN OoTYUn MOV YPAEETOL OVTH M TAPAYPUPOS, otn oeAido tov Threels ta
TopadelypaTo Tov PEYPL TPOTIVOG NTAV «Webvry £d® Kot Hepkés HEpes etvar «webxr» kabmg
&xovv mpootebel duvatdTTES EMAVENUEVNS TPpayLaTIKOTNTOS 6T BLA001Kn).

Xyetikd pe v gpyoacio Bo pmopovce va ypnoiporombel amd KATOOV QOUTNTY TOL
evolapépeTat vo. avamtdgel m Okn tov epyacio mave oe VR epappoyéc. Emumiéov Oa

UTOPOVGE, UE TIG KATAAANAES TPOMOTOMOEL Kol TpocOnkes emloydv, vo dwutebel oto
gUmoOpLO.
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Kepalaro 6: Bipioypaoia

Bipioypagia

e https://threejsfundamentals.org/threejs/lessons/threejs-webvr.html

e https://threejsfundamentals.org/threejs/lessons/threejs-webvr-point-to-select.html

e https://www.lexico.com/en/definition/virtual_reality

e http://edutechwiki.unige.ch/en/Web_3D_technology

e https://medium.com/@bluemagnificent/intro-to-javascript-3d-physics-using-ammo-js-
and-three-js-dd48df81f591

e https://medium.com/whitestormjs-framework/porting-bullet-physics-into-ammo-js-
and-improving-physi-js-f0130c372f91

e https://github.com/kripken/ammo.js/

e http://xml.coverpages.org/vrml-X3D.html

e https://en.wikipedia.org/wiki/WebGL

e https://www.web3d.org/x3d-vrml-most-widely-used-3d-formats

e https://www.khronos.org/registry/webgl/specs/latest/1.0/

e https://www.khronos.org/registry/webgl/specs/latest/2.0/

e http://paulbourke.net/dataformats/vrmli1/

e http://edutechwiki.unige.ch/en/X3DV#VRML_Definition

e https://www.web3d.org/standards

e https://en.wikipedia.org/wiki/HTC_Vive

e https://www.vrheads.com/exposing-magic-behind-htc-vive-controller

e https://www.web3d.org/wiki/index.php/X3D_and_HTMLS5

e https://gizmodo.com/this-is-how-valve-s-amazing-lighthouse-tracking-technol-
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