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YuvorTikn mepidnym
H mapodca epyasio €xel okomd v ovdAvorm Kot THV KOTOVONON TOV PACIKOV TEYVIKOV
TPLGOLACTATNG LOVIEAOTOINONG AVTIKEILEVOV TTOV TTpoopilovTal yio yprion o€ Prvreomoaryvido
KOl EQOPUOYES TPOYUOTIKOD XPOVOL. ATOTEAEL GLVOSELTIKO KelpeEVO TG Onpovpyiag evog
OAOKANPOUEVOL TPIGOLAGTATOV HOVTEAOL aepooKAapovg Tvmov Boeing 767-300ER kot pog
OLOOPUCTIKNG EPUPUOYNG TEPIYNONG TPMTOL TPOGHOTOV GTOV EGMOTEPIKO KOl EEMTEPIKO YDPO
TOV ogpomAdvov, pe dSuvatdtnta mriong. To ektedéono mpodypoppa mpoopiletal yuo
vroloylotég Aoyiopkod Windows. To gocmtepikd oe pa mpodiun EK3061 TOV TopaympHonKe
GTO GO1TNTH, TOV TUNHATOS, Avdpéa BovAldkn, yio TNV €KTdVNON TG ATOUIKNG TOL €PYOGTOG

pe Bpa ) onuovpyio Tov Prvreomaryviolov Last Chance.

Abstract
This paper aims to analyze and examine the basic techniques of 3D modeling of objects
intended for use in video games and real-time applications. It operates as companion text to the
creation of a 3D model of a Boeing 767-300ER aircraft and an interactive first-person, flight-
enabled, tour application of the interior and exterior of the aircraft. The executable program is
intended for Windows software computers. An early version of the interior was provided to the
student, Andreas Vouliakis, for his individual project on the creation of the video game Last

Chance.

[TepiAnym

210 TpdTO KEPAAN0 B avarvBoHv o1 Pacikéc pebBodoroyieg Tp1odAGTATNG LOVIEAOTOINOTG.
Ba yivel ovaQopd OTIC TEPITTACELS EPAPLOYNG TOVG, 0T BETIKA Kot apvnTIKG TOVS GTOLYELO.
O teyvikég avtég stvar n Tlohvywvikn, n Nurbs, 1 Ynoeaxn Iontikn, 1 Awdikootikn, 1
dotoypappetpia, 1 3D Zdpwon kat ot [Ipocopoimoers.

210 0e0TEPO KEPAALO Ba avarvBei n dadikacio Tov Rendering, kaOadg kat o1 600 Pacikoi Tov
tomot, o Offline kot o Real-time. Akopa Oa yivelr avapopd otovg akyopifuove, Raytrace kot
Rasterization, ka0oh¢ kot wog ot tehevtaieg e€ehEelg g TeYvoroyiag Exovv avaPabuicel Ta
YPOPIKA Kot TPOUNVOOLV HEeYAAES aAAOYEG OTN SLOOTKOGTO TOPOY NG,

>0 1pito, Oa d00el peyddn onuacio otnv teyvikn “High to Low Polygon Modeling”. Oa yivet
Aemtopepng enenynon TV ddIKOGLDY TOL OTALTOVVTOL Yl TNV EMITEVEY EVOG AEITOVPYIKOD
povtélov mov mpoopiletar Yo yprion oe Real-time, mpaypotikod ypoévov, epapuoyés. Me

TpmT, TN Oeperiddn teyvikn Tov Baking, o avayvdotg Oa yvopicel twc HEow® TPOYPaUUAT®VY
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OMUoVPYOLVTOL EOIKOL YAPTES, OL OTOI0L LETATPETOVY TANPOPOPIES YEMUETPIOG GE EIKOVEG,
pixels, TPOKEWEVOL VO ATOOEGUEVTEL LTOAOYIGTIKN 1oYVG Kot pviun. Oa pabet vo avayvopilet
TOVG PactKoVg aVToS YapTES Kot Bol KATAVOTGEL TIC avaykeg Tov eEumnpetel 0 kaBévag. AkOua
Ba yivel avagopd ota TPOPANUATO TTOV TPOKVITOVY KATH T1) S1001KaGT0 aVTNE, KOOGS Kot TOVG
TPOTOVS AVTILETMTIONG TOVG. Emetta Ba pabet yio to tpoypapupate epappoyns veov, textures,
N dNUovPYiot LVAIKOV, KaBMG Kot EMUEPOVS TEYVIKEG EPAPLOYNG EPE oKOVNG Kol Oopdg oTal
VMKA, TOV eVioyVoLvV TNV aicOnomn peaiicpov. Emmiéov, Ba yiver avagpopd otnv pébodo LOD,
Omov  OnuovpyovVTOL OvTIKEipHEVO HE TOAAATMAG emimedo yeopetpiag, He okomd TN
BedtioTomoinomn g ToyvTTOS EKTEAEONS TV {OVTOVOD Xpovov epapuoyndv. Télog Ba doBovv
eVOEIKTIKEG eBOOOAOYIEG TPOETOAGIOG KOl OPYAVAOGNS TMV EPYOCIOV Y0 U0, GOOTH Kol
a&10moTn EKTOVION TOV TOPUTAVE® OUOTKACIDV.

210 TETAPTO KEQAAOLO YiveTal avdAvon TV PAcIKOV 0pYOV AEITOVPYINS TOV TPOYPOUUATOV
dnpovpyiag Prvteomoryvidldv. Q¢ TPOYPULLLL avapopds xpnoorombnke to Unity, 6to onoio
ONovpyNONKe KAl 1 EPAPUOYT TEPUYNONGC. ZEKIVAOVTOG LE TNV EICAYWOYT TOV GTOLXEIOV GTO
Tpdypappo o ypnotgs Bo pddet vo opyovmverl To TEPIPAALOV pYOGiag TOV, MGTE VO, UTOPEL VAL
ta tagwvopel Kot vo To. avalntel evkoAd Topd TNV TOAVTAOKOTNTO TOL “Project” cto omoio
gpyaletatl. Oa padet yio tn dnpovpyio GKNVAOV oL Bo TEPLEYOLV TAL LOVTEAD LE TIG VOEG Kot
To. VAIKG ov €xel oyedidost mponyovpévec. 'Eneita avaidoviag to dtobécio cuothipato
QMOTICUOD, EQPUPUOYNG OVPOVOVY, dNUOLPYING TOTiWV, TNS XPNONG KAUEPDOV KOl EMYUEPOVES
gpyoreiov Bo pmopécel va dnpovpynostl Eva Hovadtkd ynoeakod mepidiiov, 1o onoio Oa
ELYVYMDGEL LLE TN ¥PNOT TPOYPALUATIOUOD Kot animation. Axopo Oo pabet yio toug mapdyovieg
oL eMPopHvovy TNV ENEEEPYACTIKY| 1GYD GE GYEOT LE TNV ToldtnTa TV Ypoeik®v. Etol Oa
pmopel v ONULOVPYNGEL TA BEATIOTO YPAPIKE Y10l TNV GLGKELT] OVATOPAY®YTG TOV Tpoopiletan
TO TTOLYVIOL N | EPAPLLOYN TOV.

Y10 méunto Ke@alato Oa yivel po TARpNG avagopd oto Game Play, dnAadn to mapadotéo

TPOYPOLLLO KOt TIG 0N YIES TEPMYNONG KOl S1AOPACTS GE QVTO.
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Ewayoym
H dnovpyia tpiodtdotov avTiKelwEvemy amoTeAel o dadikacion EEEOIKEVUEVT] Kol OPKETH
amotnTiky. Ot péBodot Kot ot TEYVIKES GYXESOGHLOV TOKIAOLV Kot 1) S1adKOGIN TOV GYEOOGHLOD
umopei va yivel apketd avotnpn, TeXVIKN Kot xpovoBopa. Ta otddia eivol opKeTE GUYKEKPIUEVA
Kot oAANAEVOETa. ‘Eva apeintéo AdBog ota apyikd emimeda oyedlacuon pmopel va amoderydet
Kpio1o Kot un eTAOGIUO G £va o TPoyPNUEVO otddto. Evag véog oyedlactng eltvatl moAy
TOaVO VoL GLYYLOTEL KOl VO OPLEPMCEL TOAD TEPIGGOTEPO YPOVO amd OTL TPOoEPAene M va
KATOANEEL TOALEG POPEG OE AVTIKEIEVA TTOAD PLEYAANG YeWUETPlaG, cVVOETA, TaL ool givor pun
Aertovpykd Ko dOhokoAo va enegepyactovv. Etvar onpoavtikd Aomdv va yvopilet Tic facikég
aPYES TOL TPICOLAGTATOV GYESIOGHOD KOl LOVTEAOTOINGONG, MOTE VO LWTOPEL VO OPYOAVOGEL £Vl

TAAVO €PYOGT0G AEITOVPYIKO KO OTTOTEAEGLATIKO.

[Tedio épevvag, Kot epapUoYNS TNG STAMUATIKNG epYyaciag, eivol Ta 6TAd10 Kot Ot S1adKacieg
TOL OMOLTOLVTOL Yo TN ONUIoLPYio TPIGOACTATOV AVTIIKEWEVOV TTov Tpoopilovial yia
EQUPUOYEG EKTEAEONC GE TPAYUATIKO ¥povo. H emdoynq tov ovykekpiuévov 0épatog €ytve
GLVEONTA, OGS KOl TPOKELTOL Y10, [0 ot TIG O EEEIOKEVIEVES O10dIKAGIEG LoVvTEAOTOINONG
Kol TEPIAAUPAVEL LEYAAO €VPOG TEYVIKMV, EEAIPETIKG YPNOW®V Yo ko To. €10 NG
TPLGOIACTATNG HOVTELOTTOINONG. 26TOGO 1 EMAOYN €VOS 0ePOTAGVOL amodelyOnke Wdoutépa
amoUTNTIKN o€ ovtifeon pe (o mo «eAevBepny oknviy avoyytol mepiBdAiovtog. Adym T
TOAVTAOKOTNTAG KOt TG ALGTNPOTNTOS TOL ATALTEITAL TOGO KT TOV GYESUGILO OGO KOl KOTA
NV €pEuVa, TN LAY EIKOVAV, oYediV Kot apyeiov avapopds. T'a ) onpovpyio Kot ™)
dvvaTdTTO “GLVOPUOAOYNONG” TOAADV UEHOVOUEVOV  OVTIKEILEVOV, TO OTOlo TPEMEL VA
GUVTEAEGOVV [0l TOAD GUYKEKPIUEVT OAOTNTA, TIOETOL EEQUPETIKA ONUAVTIKY 1 TAPNON KO 1|
KATOVONoN TOV EMTESMV KOl OLOOIKAGLOV TOV GYEIOCHOD oL TPOKELTOL VoL ovalvBov. Qg
QMOTELECUA, OVTNG TNG UEAETNG, EPYETOL 1] YVAOT TNG AEITOVPYIOG OPKETOV OLOPOPETIKMDYV
TPOYPAUUATOV, 1 SIEDPVVOT] TOV KAVOTHTMOV HOVIEAOTOINGNG, GYESOGHOV Kol 0pYavmong
€VOG QmOdOTIKOD TAGVOL €pyacing, kKaBmG axoua, 1 €0pecN TOV KOTAIAANA®Y TTNYOV Yo

eMiALON TV TPOPANUATOV TOV TPOKVLITOVV.

"Eto1, oK0omog ¢ epyaciag avng ivol n Topovcioost Kot 1 KaTavonon TV SlodiKacldv aVTOv
amd TOV OVOYVOOTIH, CXEONOTH, MOTE VO UTOPEGEL VO OPYOVAOCEL £V TAAVO gpyaciog
AeLTOVPYIKO, OTOdOTIKO KOl KUPIWG EVXEPIOTO, OPNVOVTOS TEPLGGOTEPO YPOVO GTNV OVATTLEN

KOAAITEYVIKNG OMLLOVPYIKOTNTOG.



I'o v viomoinon ¢ epyaciog ypnowonomdnkoy ta e&ng Tpoypaupata: Adobe Photoshop,
Unity, Substance Painter, Autodesk 3ds Max, Blender Studio, Quixel Bridge, Substance

Alchemist.

Kegpaiaro 1°:
Baowég Teyvikéc Tproowastatng Movreromoinong

IHoivywvikny Movtehlomoinon (Polygon)
[Ipoxertoan yio tov TALOV €VPEMC OLOEOOUEVO TPOTO UOVIEAOTOINGNG OTOV TOUEN TNG
SLENUIONG, TOV KIVNUOTOYPA®OoL Kol TV Pivieo mayyvidudv. Avolyovtag €vo TPOyPOLLLL
TPLEOLACTATNG HOVTIELOTTOINOTG TO TPMTO oL Bo TapaTNPNOEL KAVELS €lval TO pEVOD TMV
“Primitive Objects”, mov dnuiovpyel Pacikd oyuata 67mg 0 KOBog, N oeaipa, 0 KOAVSPOGS, 0
pouPog koK. Avardovtag ta HEPT EVOG GYNUATOG, OTWG 0 KVPOC umopel Koveic vo koTaAdPet
DG TPOKVTTOLV 01 PacIKOl OPOL Yo TNV GLYKEKPEVT TPOKTIKY povieAomoinons. O kOfog
amoteleitan amd €61 £0peg (faces). Ot ypappég mov TepBAAALOLY To TOAVY®OVA KOl TO EVHOVOLV
peta&y tovg ovopdlovton akpég (edges). Evod ta onueia mov téuvouv t1g akpéc ovopdlovion
Kopve<g (vertices). Avtd eivar To dopkd otoryeion evoc molvymvov (polygon), face, edge,
vertices. Eival onpovtico va onpetmbel mog yio va vadpéet Eva ToAYmvo TPETEL VoL VITAPYOLY
TOVAGYIOTOV TPELG OKUEG Kot TPEIG KOPLOES, MoTE Vo dnpovpyndel TovAdyiotov éva Tpiymvo.
Onote, mEPO OO TOV GLYKEKPYUEVO TEPLOPIGLO TO TOAVYWOVO UTOPOVV VoL £XOVV OTOIOVINTOTE
apud akUdV Kot Kopue®V (n-gons). Q61060, GLVNOILETOL VA XPNGLOTOLOVVTOL TOAVYMOVA LLE
téooepelg akpég (quads) oe meputtdoelg offline rendering kot tprymvikd (triangle) oe realtime.
O oyedlot¢ KaAglTOL VO ONUIOVPYNOEL TO AVTIKEIEVO P TNV emeEepyacio TV TaPUTdve
otoyeimv  ypnoomTodvVTag ovykekpluéveg peBddovc. Me 1 péBodo  moAVY®VIKNG
povteromoinong Box/Subdivision o oyediaoctng ypnoyonotel og faon éva primitive object.
‘Enerta ypnowomoidviag Pacikés eviorés, omwg extrude (eoywyn), bridge (évwon), bevel,
chamfer (diaipeon) Kok, onpovpyel LOVTELN YOUNANG YEOUETPIOG TA OTTOlo VTOJIPEL, DOTE
va  eéoparvviel kol va emeepyootel €K VEOL OMUIOLPYDOVTOS EMIMEON UEYOADTEPNC
Aemtopépetag. TIpokettal yio tnv mo amAn kot e0koAn pébodo yio vor EeKVNoEl KAVELS Vo

aGYOAEITOL LLE TNV TPIOOIACTOTN LOVTELOTOINOT).



Ewova 1. Box/Subdivision Modeling

Mo GAA teyvikn eival 1 Edge/Contour. IIpdkettan yio €vav TpOTO e TOV 0010 T0 HOVTEAO
yrileTon KOpUATI-KOUUATL, £®G OTOV VO TPOKVLYEL TO TEAIKO OAOKAN poUEVO GYNUa. Agv amortel
™V ¥pNon &vog primitive object wg Pdom, aAld éva omolodnmote moAvywvo, plane. Xt
GLVEYELD ONUIOVPYOVVTAL BACIKES OUAOES TOAVYDV®V, Ol OTTOIES dNULIOVPYOLV TN POCIKY| pon
MG EMOLVUNTAG YEOUETPIOG COUPOVO e TNG avaykeg Tov poviélov. Engita copuminpdvovral

T KEVA TOV LILAPYOLV UETAED TOV OKUDV, DGTE VO ONUIOVPYNOEL 1] GLVOAIKN YE®UETPIAL.

Ewove 2. Edge/Contour Modeling

NURBS (Non-Uniform Rational B-Spline)
Booileton mévo g éva mold pobnuotikd LoviéAo, To 0moio ¥PNGILOTO0VcaY 01 GYEOLOOTESG
Y10 VO SILLOVPYHGOVY KOl GVATAPAGTGOVY KAUTOAES 6T0 Yapti.l Tt cvykekpipévn teyvich
oL EMPAVELEG 0pilovTal amd KAUTVAES, 1| pon) TV otoiwv ennpedletol ond otabuiopuéva onpeio
eléyyov. Metaxivavtag kot meplotpépovtag to. onueio eAéyyov kabopileton n pon g
KOPTOANG Ko TG empdvetlas. Ipdkettan yia mparylatikés KapmbAeg Kat Oyt yio £va cHVOLO amd
evbeieg pe axpéc. Emopévmg ot emedveieg 6ev amodidovtat pLe ToAY®va., OTOTE TO OVTIKEILEVO

dev €xel Oyels, akpég kat dkpa. H Aoywkn g ovykekpyévng teyvikng Bopiler avt) tov

! Thep Mre(ié(1962), kapmoin Bézier



TPOYPAUUATOV TOV AEITOLPYOLV Le dtavdouata, omwg to Adobe llalustrator. To peydio g
TpotéEPNUA etvan OTL dev TiBevton Bépata ToldtnTog Katd TV peyéfuvon tov poviéAov, Adym
™G EAMAEWYNG aKU®V. AVTIOETA e TO TOAVYOVIKA LOVTEAN TOV GE TEPIMTMOGELS peyEBuvomng n
TOWOTNTA TOVG “MEPTEL” KO O TPEMEL VO LITOGTOVV VTLOJPESELS, DOTE Vo EpBovv Eavd 610
onueio mov dev mapatnpovvtol aKpEG Toug. Avtd kabiotd to poviéda tomov NURBS va
OEGEVOVY AYOTEPT LTOAOYICTIKTY VUM Ko 1oyV. EmumAéov dev tiBevton Bépato tomoroyiog
o€ avtifeon pe Ta TOALY®VIKA, TOL 1) cwoTH dayeipton g eivon kpiown. H évoon kot n
apaipeon TunUdtov yivetor Yopig TOPAUOPPOGCES HE TN YPNoN omA®dvV eviohov. H
OLYKEKPLUEV  TEYVIKY Ppilokel epapuoyn Kuplowg o€  1Tpkovs, Prounyovikods Kot
UNYOVOAOYIKOUG TOpElg, Omov 1 axkpifeld TV poviéAwv sivon amopaitntn. Axdpa
YPNOOTOIEITOL O10UTEPO GE TEPMTMOELG TOV TO HoVTELO Ba mpémetl va ektummBel péow 3D
exTLTOTA 1 va xapoaytel pe ene 1 laser cutter. 'Eva amd ta apvnTikd TG GLYKEKPLUEVNG TEXVIKNG
elvar 011 mpokeévou va ypnowomoindel évo NURBS povtého yuo Render, 6o mpémet va
VIOGTEL TOAAEG LETOTPOTES, TTPOKEUEVOL VO, At0d000VV GOGTA 01 AVAKAACELS TOV POTOG GTNV
EMPAVELD TOV, HOG Kol Ol TEPIGGOTEPOL ALYOP1OLOl VTOAOYILOVV TO PMC GE GYECT LLE TO TG

TPOCTIHMTEL TAV® GE OYELS KOl OYL GE KOUTOAES.?

Subdivision surface NURBS surfaces
Ewova 3. Subdivision / NURBS povtéla

o~

Ynoewxi Fhortua (Digital Sculpting)
H wynowkn vyAlortikn omotedel v TO  KOAAMTEXVIKY €KOOYN 1TNG  TPLOOLICTATNG
povtedomoinong. H Aoyikn tov tpoypappdtov givot n Tpocopoimon e KAUGGIKNG YAVTTIKNG
pe mAd. Xpnolonolel eniong Kopuees, akUég Kot OYELS, OTMG Ol TOAVY®VIKEG HéEBodot.
Qct600 N peydAn dapopd, 1 omoia TV kabotd TOAD PoAkn on ypNom eivar to epyoaieia
eneEepyaciag mov mpoceépel. Méow Povptomv (brushes) o yprotg pmopet va wbei 1 va

eEmbnoel emedveleg, va TIg OLOAOTOMGEL 1 VoL TIG Kavel o tpaylés, Opilovtag o meployn

2 Chopine, Ami (2011). 3D Art Essentials, The Fundamentals of 3D Modeling, Texturing, and Animation: p. 51
9



EMPPONG Kol EVTAONGS, AVASIHOPPDVEL TN Ye®UETPia e Pdom Tov TOmo Kat Tig puOuicels g
Bovptooac. Ztnv ovcia divel pa oA mo (oypapikn aichnon ek pe v xprion ypoeioog,
mov Bewpeitor amapaitnto epyarelo yio TV GUYKEKPUEVT TEXVIKT]. AKOpa divel Tn duvatoTnTa
GTOV YPNOT VO £YEL TOAD YPTYOPO KOl EDKOAO OTOTEAEGLLOTA OE APKETH cLVOETEG dNovpyies.
Qc1000, elval onuavtikd vo onpelmdel Tmog n yneakt| YALTTIKY evoeikvuTon Katd Bdon Yo )
ONovpyiot OpyoVIKGOV OVTIKEWEVOVY Kol Oyt 1000 ywow hard surface, pe 1oyvpéc axpéc,
povteromoinon. IToAd cuyvd mTpoypdupato YAVTTIKNG YPNOUOTOI0VVTAL Y10 TNV EMUEPOVG
YOpa&n AETTOUEPEIDV, GE LOVTELD TTOV £xoVV dNUovpyNOel pe TNV TAPUSOCIUKT TOAVYMVIKY
TEYVIKT, LL0G Kat e avt Ba nTav apketd xpovoPopo kot dHokoro. Ommg Kot 6TV TOAVY®VIKNY
povteAoToinon €161 Kol GTNV YALTTIKY LAAPYOVV OAPOPES TEXVIKEG TOL €Papudloviot
avéloya tv ovvOnikn. H mo Pacwn etvar omevbeiog yapaln kot Sopdpemon evog
AVTIKEWUEVOD, OTov Ba £xetl oplotel e£0pyNG TO TOGOGTO TNG YEMUETPIOG TOV, AVAAOYO LE TIG
aVAYKEG TNG TEAIKNG TOL OVAALGNG, MOTE Ol TANPOPOPIES va etvat eppaveic. Mia o €Evmvn
KOl AELTOVPYIKY|] TEYVIKN TOV HOG TPOCSPEPOVY TO GUYYPOVO TPOYPAUUATO, £lvOl QLT TNG
dvvopkng vrodwaipeonc (dynamic subdivide), 6mov 1 Pactkn @Opua pwopel var lvat xapunAng
yveopeTpiog kot Otov dnuovpyn et n avaykn yio peyoldtepn avdivon, emrpénet T dnuovpyio
vrodtaipeonc, kKabhg Opme Statnpel Kat To eminedo ¢ yaunAng yeopetpioc.? Otvmodiapéoeig
umopov va givor ToAAEG, aALG OAeg aAdnAoennpealoviat Kou N TpdsPocn oto kdbe eminedo
Aemtopépelag mapapével aveEaptra and 1o TAn0og tovg. O xpnotng £xel Aowmdv TpodcPaon
oT0 dLapopa emimeda ywpic va xpeldleTol va VITOAOYIGEL TNV TEMKT AVAAVGT) TOV OVTIKEWWEVOD
€€ apyNs. Xuvenmg, otav Bédel va kdvel palikég aAloyEg OOVAEVEL GTO EMIMEDO TNG YOUNANG
YEOUETPLOG, EVM 0TV BEAEL VO KAVEL IKPEG QALAYEC, TTOV YPEIALETAL AETTOUEPELN, OOVAEVEL GE
UEYOADTEPQL.

Mw 6AAN onuoavtikny Asttovpyia givor ooty ¢ dvvapukng tomoAoyiog (dynamic
topology/tessellation), pe tnv omoia mpootifetar 1 apatpeital yewpeTpio povo ota onueio omd
omov £yst mepdost N Povptoo.t H ovykexpiuévn teyviky Acitovpysi HOVO pE TPLY®VIKG,
TOAVY®VO, OTOTE TO, TPOYPAULOTO TPOEIGOTOLOVY TPV T YPNOT OTL 1) TOTOAOYIN TOV LOVTEAOV
Ba petatpomel avtopata og tpryovikn. TEAoOG, TIC TEPIEGOTEPES POPEG TO LOVTEAD TTOV £XOVV
onuovpynOet pe YALTTIKY KOTOANYOUV va £X00V PeyOAa eminedo ye®UETPiag, pe AovOaouévn
pon. Avto, ta kabiotd Papid otn  dSayeipion TOvg amd TOV VIOAOYIOTH, OAAG KOl pn

Aertoupykd yio Tepartépm dadIkacies, Omwg yio mapddetypo to animation. ‘Etot, n teyvikn

3 http://docs.pixologic.com/user-guide/3d-modeling/modeling-basics/dynamic-subdivision/

4 https://docs.blender.org/manual/en/latest/sculpt_paint/sculpting/adaptive.html
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7oV aKolovbeitan givat ot TS AVaSIUHOPP®ONG TNG ToToAoyiag (retopology). Avtd yivetat
glte yepokivnta, €it€ CLTOUATOTOMUEVO HECEH TOPOUUETPOTOWCIL®Y aAyopiOumy, Tovg

remesher.®

Awdikaotiki) Movreronoinon (Procedural)

-

Ewova 4. Mapaderypa Pnoroxig Mortikig
[Tpoxerton yuo évay TpOmo HOVIEAOTOINONG TOAD SLUPOPETIKO OO OGOVG EYOLV oM avapepOEt.
H dnpovpyio tov povtéhov yivetor pécm alyopiBumv kot o oxedlactig 0V £xel TNV dueon
enaen Katd v enefepyacio Tovg, OTMG oto ToAvywvikd 11 ot NURBS povtéha. Méow
TOPOUETPOV Kol KAvOVOV UTopel va ONUIOLPYNCEL TOADTAOKO OVTIKEILEVO OKOMOL Kot
0AOKANPEG OKNVEG GE EAAYIOTO YPOVO GE GYE0T UE TIG KAUOIKES TEYVIKEG. Eme1on ta avtikeipeva
elval TopALETPOTOMGILO, XPNCLOTOLEITAL O104TEPA O TEPMTMGES OOV TO. GTOLXEID TNG
oKNnvNg elvar mapopota, aAdd oyl tédelot kKhavot. ‘Eva této1o mapddetypa givar n dnpovpyio
evog 6Ao0Vg M UG TOANG. XTIG TEPUITAOCELS OVTEC O GYESOUOS TOV HOVTEAW®V, WE TIG
KAOGOIKES TEYVIKES, Bo Ay OpapatiKd ¥povoPOpos. ZuyKpUEVa Yo TN SNUIoLPYio OPYAVIKOV
AVTIKEWEVOV, OTOG T SEVTPA, YPTCLLOTOLOVVTOL TAPALETPOL KOt KAVOVES oL Pacilovtal 61
QpaKTaAK yeopetpio. Ymdpyovv dvo Pacikég katnyopieg omnv cvykekpiuévn teyvikn. H
npot Paociletar ota epyoieia (tool based). Ta epyoleio avtd, gite Ta £yl dnovpynoceL o
xPNoTG opilovTag TOLg KOVOVES Kol TIG TOPOUETPOVS TOVG, €ite To Ppiokel dabéoiua ota
npoypaupota. ‘Eva moapdostypo €toywov epyoieiov mov cuvavtdel Kovels ota KAAGGOKA
TPOYPAUUOTO TPLOOACTOTNG HOVIEAOTOINONG, Omw¢ To 3dsmax, eivol avutd Tng onpovpyio
oKoADV Kot mopabOpwv. H dedtepn katnyopia ivor avtn tov geometry shaders. I[Ipdkettan
vy éva €100¢ KPOV TPOYPOUUAT®V TTOL €MNPEAlOLV TN YEOUETPIO N TIC VPEC KATO TN
dwdwkaocio e eotookioong (render). H cuykekpipuévn teyvikn ypnoiponoteitor o pPeyoro

Babuod yo v avorapdotoon £0APovg 6e dadPacTIKEG papuoyéS. Me tn yprion evog plane

S http://docs.pixologic.com/user-guide/3d-modeling/topology/zremesher/
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UEYAANG YEOUETPIOG G PAoT), HECH TOPAUETPOTOMGIU®V KOUP®V (nodes) Kot pobnuatikmv
oyéoewv efmbeliton 1 yeoperpla, dote va  onuovpyndel to embovuntd avayAveo
(displacement). Ot mAéov e€erypévec kdpteg Ypapikav mov dafétovv DirectX 10 wkavotnteg
Kot Gvo, Omwg geometry shader, stream output, render to 3D texture, umopodv va
YPNOUOTOMOOVV Y10 VO TAPAYOLV TIG TEMKES EIKOVEG TOTIMV PUEYAANG TOAVTAOKOTNTOG LE TN
ovykekppévn teyvikh. Tvootd mpoypaupata yévvnong tomiov sivat ta: Terragen, Bryce, and
Vue. Axopo éva TpOYPOLLLLO TOV XPNOLOTTOLEiTAL 6€ peyaAo Pabuod otov Kivnuotoypdeo,
SLEN UGN KOt TO KA £QE, Kol AEITOVPYEL €€’ OAOKANPOL UE JAOIKAGTIKN AOYIKN €ivat TO
Houdini, xofd¢ kot to vrompdypappo Tyflow, oto 3dsMax.” Téloc, viépyovy TpoypappoTo
OV AELTOVPYOVV UE TNV OVTICTOLYN PLA0GOoQia Yo TV Tapay®yn veav. Opiouéva amd ovtd
etvonr to Mixer g Quixel kot 1o Substance Alchemist g Adobe. I[Ipoxettar yio dvo
TpoypAppaTa TOL avtoywvilovtal o o vepioyboel oty ayopd. H Bdon dedopévov kat twv

OV0 TTPOEPYETAL OO TPLGOIACTATO COPMUEVO, OVTIKEIUEVAL.

Ekéva 5. Hadﬁswpa Procedural povrelomoinong, Unreal Engi

Photogrammetry/ 3D Scanning
H ootoypappetpia kot n tpiodidotatn cdpmon eivar d00 TeQVIKEG TOL TPOSTAHOLV Vo
TETVYOLVV TO OVAAOYO OTOTEAECLLL.
H ootoypappetpio givor pio d100tkacio S1000y1KNG POTOYPEPIGTG TOL OVTIKEWEVOD ava ATYEg
poipeg, KAAVTTOVTOG OAES TIG OYELG TOV, Ol 0moieg B cuvteBovV G £101KO TPHYPOULN TO OTTOTO
Ba dnpovpynoet ot GUVEKELD VO TPIGOAGTOTO OVTIKEIEVO OO0 TOL apytkov. To poviélo
aVTO EUPAVILEL KOV YOPAKTNPIOTIKA LE TO aPYIKO, GE GYNHO KOl LYY, ®GTOCO 1 YEMUETPIN

oV TavTo Oa epEavilel KOmOlES OTEAELES, Ol OMOIEC OVOAOYM WE TN YPNOT YW TNV omoio

¢ https://developer.nvidia.com/gpugems/gpugems3/part-i-geometry/chapter-1-generating-complex-

proceduralterrains-using-gpu

" http://docs.tyflow.com/why/
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npoopiletar, Oa mpémetl va fertioTonomBovy katdAinAa. H potoypappetpio av kot moAOTAOKN
TOAMAEG QOpEG Kal ypovoPopa pmopel vo epappootel amd omolovonmote Owabétel Evav
NAEKTPOVIKO VTTOALOYIGTY] KO L0 QOTOYPOOIKY] UNYOVY].

H tpiodidotatn cdpwon elvar pia o cOyYpovn TEXVIKN 1 OToio YP1CIULOTOLEl Evay €101KO
GOPMOTY OV, OO KOl GTNV GOTOYpApETpia, ypeldletar dadoykd deiypata omd OAEC TIg
OYELG TOV AVTIKEWEVOL TPOKELUEVOD VO, AVOTTOPAYEL Eva TPLodldatato avtiypago. H mototnta
KO 1] TOYVTNTO ENEEEPYOACING LLE TN XPTION TOL TPICOLAGTATOV GOPMTY EIVOL KOTA TOAD avAdTEPT
o€ oyéon He Vv potoypappetpio. Qotdco, gival ToAd mo axpipn pébodog. Ta tpiodidotata
aLTA avTiypo@a Kol OTIS dV0 TMEPUTMOOCEL; UMopel avieTonicovy Bépata modTnTag 01N
veopetpia. H mo cuvnOng dadikacia eivar n dnpovpyio €vOG LOVTEAOL [LE GOOTN TOTOAOYIN
OV VO OYKOAALEL TO apyIKO HOVTELO KOl OTN) GUVEXELX 1 EQOPUOYN TNG TEXVIKNG baking
(ynoipatog), dote vo avaktnBovv TAnpopopieg yempetpiog mov Oa amrodo0ovv oG LELS.
Yrépyovv moAAEG Kot HEYOAES GLAAOYEG CAPMUEVMV AVTIKEILEVOV KOl VOOV Tov dtotifevton
gite Yo oklaypaenon (render), gite yio mpaypatikod ypdvov (real-time) epapuoyéc. Mia and
avtég etvar M ovAloyn Megascan g Quixel, n omoio mapéyetar dwPedV VIO OPIGUEVEC

npobvmobécelc®

Ipocopordseig (Simulations)

. Physics

. Cloth

. Soft body

. Fluid

. Fire and smoke

. Ocean

. Particles Ewéva 6. ITpocopoicwen vepov, 3ds Max, Vray Renderer. Zkagog Cristal 25 p.

[Tpoxettal yuo pa dtdkacio Katd v omoio 0 xpnotng opilel TapapueTpous, Yo TIC PUOIKESG
W TES TOV avTIKEWEVOV. Bdon avtdv o vmoAoyiomic, vmoloyilel katd moov TpOTo To
avtikeipeva 8o kivnBodv kot Bo oAANAOETIOPAGOLY avd Kapé. XTr GLVEXEWL TO TEMKO
amotéleoa pmopel vo ypnotpomomOet yio t dnpovpyio animation, gite otoTikng ewovag. To
7o oLYVO Kot amAd TapAdELY o TPOGOUOimoNg eival yio T dnovpyia veacudTov. Avti, va

LLOVTEAOTOMGEL KOVEIG TO VPAGUA PE £VOV A0 TOVS KAAGGIKOVG YXPpovoPOpous TpOTOLG, LLE TO

8 https://quixel.com/megascans/home
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simulation Qo &yet éva ToAV mo ypryopo amotédecpa. Edikd og mo ohvheteg mepmtmaoelc,
OTt®G eKPNEELS, KATVOUG, KOUATO, POTIEG, VYPA GTOlXELM, APPOVS KOK. 1] ETAOYN TNG TEXVIKNG
Mg mpocopoimong amotedel povodpopo. Ta meptosoTEpU TPOYpppaTa TOPEYOVY dldpopa
HEVOL Y10, TPOGOUOIDGELS. QGTOGO, VIAPYOVV KOl TPOYPAUUATO CXEOOGUEVE EOIKA Y10l

TPOGONOIOGELS, 6T To Phoenix FD.°

Kegpaiaro 2°:
Rendering

Ot dvo Baockoi adkyopiBpor render cOLEMOVA e TOVG OTOIOVS OPILOVIE TO TOAVYMOVIKO TAEY AL
TOV HOVTEA®V pag, eivar o offline kot o real-time.

O offline renderer ypnoipomoteitot katd Bdomn yio v mapaywyn kévov 1 Bivieo Kot apopovv
ouvnOmg povtéha peyding yeoueTpiog pe moAAEg vrodtapécels. H mapaywyn g teMKng
€IKOVaG N TOL KABe kapé pmopel va dapkéset amd Alya deLTEPOAENTA, AETTA £WG KO APKETESG
MOPEG OVALOY TNV TOAVTAOKOTNTO TG GKNVIAG KOl TNG VTOAOYIOTIKNG 16Y00G oL d100€TEL TO
unyévnué pog. Ovoffline renderers ypnoipomotovv cvvhetovg adydpBuove OTTmE, o raytracing,
oL TTPOSTAHOVV VO TPOGOUOIDGOVV TIC UVUKAAGELS TOL PMOTOS, TIC OKIEC LLE U0 PEOMOTIKN
npocopoimwon. O cvykekpévog aryoplBpotr Kabmdg Kot GAAOL, HIopobV Vo, OTAGOLV TNV
TAPOYOLEVT EIKOVO TOGO KOVTA GTOV PEOAMGLO, TOV O TOPATNPNTAS VO UV avTIAapuPdvetal 6Tt
TPOKELTOL Y10 EIKOVO, PTIOYLEVT] GTOV VITOAOYLOTH. 26TOCO, QVEAVOLY SPUATIK TIC OTTOLTIOELG
VIOAOYIGTIKNG 16Y00G Kol Toug Xpovovg dladikaciog tov rendering. H cuykexpiuévn pébodog
Bpiokel peydAn epoaproyn oToV KWWNUOTOYPA(PO, GTO OPYLTEKTOVIKA £PY0 GTO PLopmnyovikod
oYEOGIO KOl TN SLOPHLOT, OTTOV dEV VILAPYEL AVAYKY TOPUYWYNS EKOVOV Kol Bivieo og
TPOAYLATIKO YPOVO.

O real-time renderer koAOmTel owTO TO KeVO. Xpnowomolgiton kotd kvplo Adyo o€
Brvteomaryvidia Kot S1adpacTikeés epapproyés. Ot eikdveg mapdyovial 660 0 ToiyTng-YPNoTNGS,
tpéxel v epapuoyn. O otd)og tov real-time render givol va dnpuovpyel TOceg EKOVES oV
devtepOAETTO, 060G 0 0PlBLOC TOV Pacikov puBod avavémong Tov obovav, dniadn ta 60hz,
dpa TovAdytotov 60 Kapé avd devtepOAETTO, YO EPAPLOYEC Kot Prvteomaryvidwn. Evd yia to
Bivteo otdyoc sivar ta 24 N to 30 xopé oavd Sevtepdrento.l® o v emitevén Tov
GLYKEKPLUEVOL GTOYOL, £ivol CNUAVTIKO VO VITOAOYIGTEL KOTA TOV GYed0GH0, 0 Pabudg g

TOAVTTAOKOTNTOG TNG YEWUETPLOG TOV AVIIKEIUEVOV, KOONDS Kol 01 VTTOAOYIOTIKEG OLVATOTNTEG

® https://www.chaosgroup.com/phoenix-fd/3ds-max
10 https://www.chaosgroup.com/blog/real-time-ray-traced-and-rasterized-rendering-explained
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7ov Ba 0100€TE1 | GLGKELT Yo TNV omtoia Tpoopiletal. [ va yivel avTd KoTOVONTO, TO YPOPIKA
mov umopel va TPEEEL €vog GUYXPOVOC MAEKTPOVIKOG VTOAOYIGTNG, 7oL otbétel Evav
EMEEEPYAOTN UE DYNAN GLYVOTNTO KOl OPKETOVG TUPNVEG, KOOMG Kol [o 1oxvpn KApToL
YPAPIKAOV, Ba gival Katd ToAD avotepo omd avtd Tov pnopel va Tpé&et Eva Kivntd TMAEQ®Vo
e&loov oyypovo. BéPara Kot oT1g 000 KT yopleg o€ GYEOT LE TO TPONYOVUEVO YPOVIL VTTAPYEL
paydaia e£EEMEN, 00OV aPOPA TNV TOLOTNTA TOV YPAPIKDV.

Mia teyvikny mov €xel ypnowonombei oe peydro Pabuod otopikd, otovg real-time renderes,
givar avtn tov rasterization. Ipoxettan yio po S10d1KaGio. KOTO TV OTOl0l O VTOAOYIGTNG
UETATPETEL TOL TOADYOVO. TOV TPLIOOACTOTOV AVTIIKEINEVDV o€ pixel 1 kovkideg. To kabe pixel
€XEL 0L OPYIKT] TIUT XPDOUOTOG, 1 omoio exnpealetol avdAloya e TNV ATOCGTOCT TOV OO TNV
Y Tov PoTtoc.tt Zuyva dev apkel po eOTIGTIKN TNy, aAAE TOAAATALC, Y10 Vo 0modo0el o
QLo aichnom oKV Kot POTOS, S10TL 0 GLYKEKPIUEVOS alyOplOpog dev Aettovpyel Omwg o
raytrace, TOL TPOGOUOUDVEL TNV TPAYHOTIKY OvAKAacn Tov @mTos. H dwdikacio tov
rasterization, pog Kot 0gv amontel LeYOAn VITOAOYIGTIKN 10YV, LELOVEL KOTA TOAD peydro Babuo
ToV ¥pdvo tov rendering kot Yy’ avTd pEYPL TPOTIVOG OTOTEAOVGE LOVOOPOLLO, Y10 TO, YPUPLK(L
mpaypotikov xpovov. Ot offline renderers ypnoiomolovvTay yio HEYIGTN OO0 PEOAGLOV,
o€ oTaTIkEG ekoveg 1 PBivieo, kat ot real-time Yo ePapUOYES TPAYHOTIKOD ¥POVOV, AL LE
KOTAOTEPA YPAPIKAL, 0POV OEV NTOV SLVATH M ¥PNON TOL raytracing omd GLUPATIKAE PNV LLATO.
Qc1000, o TPOGPOTN TEXVOAOYIKN EMITEVEN €YEl EMTPEYEL OTIS MO GUYYPOVES KAPTES
vpapikdv NVDIA kot AMD va tpéyovv alyopifBuovg mpaypotucod ypoévov raytracing. Avtd
TO YEYOVOG €YEL OMOTEAECEL LEYAMO TAEOVEKTNO Yo TOLG real-time renderes, ooV mAéov
UTOPOVV VO ONUIOVPYHCOLYV L0 TTOAD TTO PEAAOTIKT] OVOTAPAGTACT) POTOS, CKIDV, SLOLPAVEIDV
Kol avtavokidoemy, avdioyn tov offline. Avtd €xel Kevipioel 1010{TEPA TO EVOOPEPOV TMV
APYLTEKTOVAOV KOL TOV GYEIACTMOV PLOUNYOVIKAOV TPOIOVI®MV, TOV HEXPL TPOTIVOG OLGYOAOVVTAY
amokAEloTIKA pe toug offline. H cuykexpiuévn texvoroyio av Kot 6€ TPOLO GTAS0 £XEL HOM
EQUPUOCTEL 6 OPIGIEVH TTaLYVIdLa, TOV VILEPYOLY GTNV AYOPd, OV KO OTTALTOVY TNV YPTON TOV
avALOY®V KapTOV Ypapik®v. IIpdkettat yia pia teyvoroyio ToAld vrooydpevn mov moavotoTo
o010 péEAAOV, Ba aArdaéel pilikd ™ Sadikacio mapoaywyns. Hom peydieg etaipeieg offline
renderer, éxovv Bydiet Sokipaoticég ekdooelg real-time, Chaos Vantage, Blender EEVEE.*2

1 https://blogs.nvidia.com/blog/2018/03/19/whats-difference-between-ray-tracing-rasterization/
12 https://www.chaosgroup.com/vantage, https://wiki.blender.org/wiki/Reference/Release_Notes/2.80/EEVEE
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Kepdaiaro 3°:
Teyvikég oYed100P00 HOVTELOV YOUNANG YEOUETPLOS

I"a ) 8106QAaAIoT TS CMGTNAG PONS TOV YPOUPIKMV, EI0IKA 6T BrvTeomartyvidla, 0 oxed10GTNG,
KOAMTEYVNG, OQeilel var akoAoLONoEL Lol GEPA OO GUYKEKPIUEVEG O1OIKAGIEG DGTE VOl

OMUOVPYNGEL Eva TEMKO OVTIKEILEVO YOUNANG YEOUETPIOC.

High-Low poly
2ovnBmg Eekva pe tnv dnpovpyia evOG LOVTEAOL VYNANG YEOUETPLOG, LLE OTOLOONTTOTE TEXVIKN
emBupel N Kot e TOV GUVOLAGHO TOVG, XWPIG KOVEVAY TEPLOPIGHO. XE OTOL0ONTOTE GTAAIO TNG
povteAomoinong OMpovpyet Eva OO0 aVTIKEIPEVO, YoaunAdTEPNS YempeTpiag. Etvor onpavtiko
Ta. 000 aVTIKEIPEVO Vo €Q0vV Ta 10100 KEVTIPO Kol Ol EMPAVELES TOVS VO EAmTOVTOL OGO TO
duvatov meplocotepo. H motdtnta tov povtéhov youning yeopetpiog, paciCetor oty kpion
TOV 6YEdOTH Kot EXNPealetal amd Tig TPodlaypapEg TG GVLGKELNG Yo TNV omoia TpoopileTon
KaO®OG Kol amd opiopéva TPOPANUATO TOL UTOPEL VAL TPOKVYOLV GTIG ETOUEVESG OL0OTKOGIES,
oL B avaAvBovv o1 cuvEyela. O AdYoC Yo TOV 0Toi0 KataokKevalovtol V0o HOVTEAD Eival O
e€ng. To povtého vyming yeopetpiog Ba ypnopomomOet wg untpa, TG Omoiag ot YEMUETPIKES
Aemtopépeleg o amodoBobv oto pHOVTEAO YouUnANG yeopetpiog g ven. ‘Etol 10 teAikd
avtikeipevo Ba gppavilel minpogopieg Tov VYNNG YeoueTpiag, HEC® TNG YPNONG EOKAOV

YOPTOV.

HIGH

18100 Polys

Ewova 7. Hopadsrypa High kaw Low Poly povtéhov
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Evégiktikn pebodoroyia
"o dnuovpyia tov low poly poviélmv g epyaciog avthg xpNoIULOTOONKE 1 TAPAKAT®
TEYVIKN TEGGApV otadimv. [lpdta dnpovpyovtav €vo apylkd avtikeipevo o€ younin
veoueTpio. Xe de0TEPO GTASIO SNUOLPYOVTOV EVOG KAMVOG OTOD TOL OVTIKEWWEVOL Kol M
yYeoueTpio T0V TPocapproloTav KoTdAANA ®oTe Vo vrodlapedel Ko va dnuovpyndet to
HOVTELO DYMANG YEOUETPIOC. Xe TPiTO GTAOI0 YIVOTAV ETIGTPOPN GTO OPYIKO LOVTEALD KO €K
véo onuiovpyia kKAovov. Télog yvotav 1 TeAk| enelepyacia TG YEOUETPIOG MOTE Ol dVO
KADVOL VO EQATTTOVTAL, 1) 0QOIPEST] TOV TEPITTOV TAELPAOV, €dges, Kol 1 TPLYOVOTOiNeT NG

yempeTpiag.

LOD (Level Of Detail)
[Tpoxerton yro pia texviKn 1 omoia £yl ¢ 6TdY0 TV PeATioTomoinon ¢ dadikaciog Tov real-
time rendering kK0O®MG Kot TNV ATOSEGUEVOT] VTOAOYIGTIKNG oyvo¢. Katd v cuykekpipévn
TEYVIKN YPNOOTO0VVIOL GLUVNOMG TEGGEPELS HE TEVTE OLOPOPETIKEG EKOOYEC TOL 1010V
HOVTEAOL G€ OpopeTikd emimeda moldtntag. O ypNote aeov £yel OAOKANPOGEL TN
povtelomoinon, ™ owadikacio tov unwrap UVW kot cuyvd to baking kot to texturing, 6o
npoPet o€ KAmOL0 TPHYPOULL GYEOAGHOV Kot Ba xpnoipomomcet £va epyaieio e 1o omoio Ha
UTOPECEL VO LELOGEL TO Pabpd TG yempeTpiog Tov avtikelévov tepimov 20-30% avd eminedo.
To eninedo pe ™ peyorvtepn yeopetpia Oa to ovopdoet “ONOMA_LODO0”, avtd ¢ apéomg
ppotepng “ONOMA_LODI1”, 1o endpevo “ONOMA _LOD2” kok. Xt cvvéyeto Ba e&dryet
avtd To eminedo ¢ &va apyeio. MoOMc oteikel 0 apyeio oe évo mpoypapo real-time
TpLedLdoTatng avantuéng, 6nwg to Unity 1 to Unreal Engine, ekeivo avtopata Bo avayvopicet
OTL TPOKELTOL Y10 AVTIKEILEVO TOL TEPLEYXEL OAPOPETIKA emimedo Aemtopuépetas. ‘Etotl dtav n
Kapepa, Oo PAETEL TO OVTIKEIIEVO A0 U10L KOVTIVY OtOCTOON, O eLQavIi(EL TO AVTIKEILEVO TNG
peyoAvTeEpNG Ye®UETPiag Kot 660 Oa amopakpuveTat Bo 1o avTiKaO1oTd e OO KoL LUKPATEPTG.
Eivat cuyvo eawvdpevo, ota frvteomaryvida, avtn n petdpfoocn yivetor oaiedntr. Qotdco, av
dwdkacia yiver opBa tote Ba givor avenaicOnt. H Peitimon mov mpooeépetl ) yprion twv
LODs o1t puOud avavémong tg eikovag etvar LEYEAN Kot OEV TPEMEL VO VITOTIULATOL 1] O UOGTO
ToVG. Avtiotoyn, dwdikacio pmopel va ypnotpomombel kot oto texture maps, pe ) xpnon
YOPTOV SPOPETIKOV €MIESOV avaivong kot Oa avolvbel oe emduevo Ke@dAoto. Xn
ovyKekpluévn epyacia 1 dnuovpyio twv LODS éywve oto Blender Studio pe ™ ypfion tov

decimate modifier.
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Ewéva 8. apaderypa povrérov pe LOD
UV Mapping ker Unwrap

[Tpoxeyévov va, pmopEcel 0 GYEOIACTNG VO TPOPAAEL ol H10O1ACTATN EIKOVO TOV® GE £Vol
TPLGOIACTOTO LOVTEAD TPEMEL VO, WITOPEL VoL TPoodtopicet T B0Eomn kdbe onpeiov ¢ EMPAVELNG
0V, HEC® €VOG GUOTNUOTOG GLVIETAYUEV@V. ALTO EmTLYYXAVETOL LE TN YPNON TOV
ocvvtetaypévov UV, énov to U avomapiotd o AEova TV TETUNUEVDV, 0p1lovTio, Kol 10 V TV
TETOYUEVOV, KOTAKOPLEO. Zvyvh ypnopomoleitor kot €vag tpitog a&ovag, o W. Ot
ovvtetaypéveg UVW glvor avdloyeg tov X,y,z. X Tp®TO Kot PBacikd oT1ddl0 umopel va
ypnoponomOei pa evioln Tpofoing, ®ote vo mpoPAnOel pio ikdvo Tive ce Eva avTIKEILEVO.
Yrépyovv dtapopd €101 TPOPOADY 0TS CEUPIKY, KUPIKT, EMITEST), KLAVOPIKT Kok. 26TOGO,
ocuvnBmg amevBivoviol 6e aviikeigeva N HEPT OVTIKEILEVOV TOV £YOLV OVTICTOL(O CYNUO,
primitives objects. X& TEPUTTMOCELS CUVOETOV OVTIKEWEVOV KOl TIO GUYKEKPIUEVE, TOV TPEMEL
va epappootel 1 TeXVIKN ToL baking eivat anapaitntn n dnpovpyia yaptodv UV, UVW Maps.
2NV ovGia 0 ¥PNoTNG KAAEITOL VO ONULOVPYNOEL £Va OVATTUY O, Unwrap, dNAadn Vo amodmacet
TO TPLOOLAGTATO OVTIKEILEVO € VO Olaotdcels. Eva iowg oweio mapdderypo ovaioyo g
CLYKEKPLUEVN S dradikaciag, eival 1 ameKOVIon NG VOPHYEIOV GPAIPAS TAV® GE YAPTIVOUS 1)
YNOLKOVG xapteg. Me ) ypnon odpopwv mTpofordv, OT®MG 1 YVOUOVIKY 1 1| MepKatwpik,
0 TPLO.GOAGTATOS TAUVITNG, AEIKOVILETAL TAV® GE £voL S160140TATO EMiNedO, OTTOL LLE TN XPNON
ocuvteTaypévov umopel Kaveic va mpocsdlopicel m Béon omorovdnmote onueiov Thvew otV
emeaveld tov. H dwdikacio Tov unwrap mpoimobETeEl ™MV €QAPUOYN SAPOPOV KOVOVDV
TPOKEWEVOD VO U] ONULOLPYOVVTOL TOPAUOPPADCELS oTIS VEEC. Eivar pa dadikacio wov
apykd pmopel voo pavel mepimlokn 6to ypnotn, aArd pe v eokeimon mpdKelTal yior pio
ddkacio poutivag. Yhpyovv moAld TANp®S 1| M-V TOUOTOTOINIEVA EpyaAeia KaBmG Kot
TEAEI®C QVTOVOLLO TTPOYPALLLLOTO Y10l TN GLYKEKPIHEVT dtadikacio. O mo Bactkog Kavovag yio
évav molotikd UV ybptn eivar, ot emedveleg vo epgaviCouv 660 10 duvatdv Arydtepn
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TAPOUOPP®oT Kot vo dtatnpodv Tig id01eg avaroyieg peyébovg, oe oyéon HeE QVTEC TOL
TPLGOIACTATOV HOVTEAOL. AKOUO TTOAD ONUOVTIKO €ivarl o1 TALPEG Tov oynuatilovy UeTaEy
TOVG peydreg yovieg va yopilovtat. O €Aeyyog Yo T GOOTH 0mTAI00T TOV XAPTAOV YIVETOL LLE

€101KEG OOKIUOOTIKEG EIKOVEG, TIG ekOVeG checker.

Ewova 9. Aprotepa: Unwrap kopov, Agbra: spappoyn Checker

Baking
[Ipoékerton yo poe OepeAddn Kot GNUOVTIKY SdKacion Tov XPNOHOTolEital Kuplwg ota
YOG mov mpoopifovton ywa Pvteomaryvidi M ywoo animation. Katd to baking ot
mAnpoeopieg mov oyetiCovtar pe €va TPLGOACTATO OVTIKEIUEVO OTOTLTAOVOVTOL GE Lol
diodiaotarn ewdva (bitmap).:2 Yrdpyovv Stapopd £id1 baking kot 8 avodvBodv ot cuvéyeta
™mg epyaoioc. Qotd60, T0 MO AmattNTIKO givar avtd mov apopd baking TAnpogopidv amd to

HovtéLo VYNNG YeopeTpiag pog o povtého yauning (baking High to Low) .

To TPOYPULLLO TTOL YPTCILOTOMONKE Yo TN GLYKEKPLUEV TEYVIKT €ivar To Substance Painter,
version 7.1.1. Ot mAnpogopicg, xapteg mov mapdyoviar kKatd to baking oto cvykekpiuévo
npoypappo givar or mepPoarrioviikés okiég (ambient occlusion), or TAnpo@opieg empavelog
(normal), n kapmvAdTToe (curvature), n TowtdTnT VAKOL (material ID), positioning kot
thickness. TIpoxeévov vo omotvrmOovy ©m®OTE oVTEG ol TANpoopiec ot bakers
YPNOLOTOLOVV E01KE KEALA, cage, Ko TopapETpous enppong tove. Ta kedia avtd opilovv amd

mowo péypt mowo onpeio Ba ypnowonombei TAnpoeopia. Katd t dadikacio, o adydpiBuog

13 https://docs.substance3d.com/bake/what-is-baking-172818449.html
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OTEAVEL OKTIVEG TOV GOPAOVOLV Kol OVOADOVV TO HOVTEAO LYNANG Yewouetpiag, High Poly,
GLAAEYOVTOG TANPOPOPIEC MOTE VO, ONULIOVPYNOEL TOVS KATAAANAOVS Y APTES.. Oplopéva axoua

dnuogin baking kot texturing mpoypappota givar to Marmoset, Modo, Armor kot Mari.

Baowoi Xaptec
Bump Map
Eivar aompdpavpor yéptec mov mepropiloviar o 8-bit minpogopio ypodpotog. Katd cvvéneia
UmopoHv vo, amod®covy 256 tovikéc dwofabuicelg amd to amdAVTO Hovpo €M TO ATOALTO
Aevkd. XpNoUoToovVTAL Y10, VO TPOGOUOIDCGOVV AETTOUEPEIEG VYOV Kol PdBovg oTig
EMUPAVEIEG TV LOVTEA®V, YWPIG OpmG va emnpedlovv T yempetpio tovg. To andivto dompo

onuovpyet v aicOnon g eEmOnong, evd to pavpo g dbnong.

Normal Map

Ot ouykekpluévol Yapteg amotelobv o mo e&eMypHEVI Kol TOLOTIKN €KO0YN TV OTAMV
acnpopcvpev Bump Maps. Xpnoiponolovv tpia Kavailo ypodRatog KOKKIVo, TPAcivo, UTAE,
RGB, mov avtietoyovv pe toug aéoveg X, Y, Z tov Tpiodtdotatov ymdpov. Etol kdbe ypoua
EMTPENEL GTA TPOYPALUATO VO, YVOPILovV g Tpénet vo oklaypaendel n kdOe Aentopépeia
®ote vo omodobel o peohotikn aicOnon Pdbovg. Yrmapyovv tpion Pacikd €idn Normal
YOPTAOV. AVTOL TOL YPNGYOTOOVVTUL TEPICCOTEPO KOOMS Eival Ot TO «ELEMKTOW, €ivol Ot
tangent space, ov yopaktnpifovratl and poP-Uale amoypPOCELS KOl PNOLLOTOIOVVTAL KUPIWG
Yo ovTikeipeva mov tpoopilovrol yio epappoyES animation Kot TpOKELTOL VoL TAPALOPPOoHV.
Ot object space yopoktnpiCovtor amd TOAAEG OMOYPMOELS, Ol 0moiol cvyva gueaviovv
KOADTEPT TOWOTNTO KO OTOLTOVV ALYOTEPT LTOAOYIOTIKY] 10YD, OCTOGO OEV UITOPOVV Vo
YPNOOTOMBoVV o€ empdveleg mov Tpokeltor vo wapapopembovv. Ot world space, ivor
QKOO TTLO EAAPPLOL VITOAOYIGTIKA, AAAGL LTOPOVV VO XPNGLOTOINOOVV GE AVTIKEILEVO, TTOV JEV
TPOKELTAL VO TOPAUOPO®BoVV, 0ALd va petakivnBovv. Eivatr onpavtikd vo avtidinedel kaveig
6t o1t Normal, 61tmg kot o1 Bump ydpteg dnpiovpyodv mpoceyyioels, yevdaiodnon yewuetpiog,
xopic va v emmpedlovv. Avtd onuaivet, 60Tt Ba Vdpyovy cPdApATA, WO0ITEPO GE LOVTEAN,

TOAD YOUNANG YEOUETPIOG OO GUYKEKPIUEVES OWYELG.
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NORMAL MAP OFF

Ewova 10. Amotédespa gpiiong Normal Map

Ewéva 12. Averapdotacn yeopetpiog og Normal Map

Displacement Maps

Ot ovykekpipévol yapteg eitvatl aomTPOUAVPOL, AVTIGTOYNG AOYIKNG He Tovg Bump, 1 peydin
TOVG O1POPd OL®G Eivart OTL YPNCLOTOIOVVTOL MGTE VO, TPOKOAEGOVV TPAYLATIKES EEWONOELG
oTNV YEOUETPLO TOV OVTIKEEVOVY. O ¥p1oTNG YPNOULOTOLDVTOGS EVa plane LeydAng yeopeTpiog
N €wwkd displacement planes kot €vav yéptn pmopel vor dSNUOVPYNCEL Lol VED YEOUETPIO M
omoia Ba emmpedaletarl amd avtoév. H cvykekpipévn teyvikn ypnoLonoteitol o€ peyaio foduo

yo. TV Tapayoyn edaeav (terrain) kot shaders.
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........

DISPLACEMENT MAP RENDERED DISPLACEMENT MAP ASSIGNED TO PLANE

Ewova 13. Mapaderypa xpiong Displacement Map o yeopetpia

Ambient Occlusion Maps
O yapteg Ambient Occlusion (AO) xpNGOTOIOVVTOL Y10 VO ST|UIOVPYHOOVV OKIEC TAVM GTO
AVTIKEIIEVO VTIOTOLXES e aVTEG TOL Bl dnpovpyobvTay 6€ pia GuVONKN dtdyvTov E®TOG. Ot

GLYKEKPLUEVOL XAPTES EVIGYLOLY TNV aicOnon peolopod Kot ival emiong acTpOHOLPOL.

Ewova 14. Aotéhleopa ypiiong Ambient Occlusion yaptn
Material 1D Maps

[Tpokeipevou va pmopéoet Kaveic va emdéEet ko va eneéepyaotel pepovouéva onueio tov Low
Poly povtéhov, givatl onuavtiko va £xet dtaympioet avtég Tic meployés oto High Poly mpw yiver
eCaymyn and 10 TPOYpappo eSOV, AVTO Yivetal He TN (PNON SPOPETIKMOV VAIKAOV 1)
aplUOV TaVTOTTAG OTIC TEPLoYEG mov BéAeL o ypnomng va dwuympicel. Katd to baking
TapayeTaL Evov XxAptng 0mov og KaBe LAIKO 1 apBud, Ba dobet Eva cuykekpuévo ypopa. Etot
givar e0kolo vo dnuovpynbovv pdokeg pe tv evtoAr color selection, yio v pepovouévn
eneEepyacio emBuuNTOV TEPLOYDV. AV 1 dradikacio avth mapainedel kot dgv dnpovpyndovv
YOPTEG TAVTOTNTAG, 0 XPNoTNG Ba mpénel va (wypagicel yepokivnta pe T1g Povptoeg Tig
UACKEC. X MEPIMTOOT TOL Ol AETTOUEPELEG TTOVL EYoVV omodobel oto Low poly, and to High
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poly, givar moAAEG Ko cuVBETEG, TOTE O SLoY®PIGHOG TOVS Yelpokivita O eivar pio TOAD
ypovoPopa dwdikacio. Emopévac, e1dikd o cuvBeta poviéda mov Bo amod000vv TOALEC VPEG

Kot VA 1 donpovpyio material 1D map givar amapaitnTn.

Ewéva 15. Xaptng Material 1D

Curvature Maps

Ot cvuykekplévol yapteg tvar Kotd Pdon acTpOUavpotl Kol GKOTOG TOVG EIval 1 ATEIKOVION
TOV KOIAOV KOl TOV KUPTOV EMPAVEIDV &VOG pHoviéhov. Ot mAnpoopiec KoldTnTOG
amewoviovtal He TOVOLS amd TO OmOAVTO AEVKO MG TO HECO YKPL, EVA TNG KLPTOTNTOG AT TO
péco ykpt €mg tOo amoOAvto pavpo. Mmopodv va onmpovpynBodv gite amd mAnpoopieg
veouetplog, eite amd mAnpoeopieg twv normal maps. Ot cLYKEKPIUEVOL YAPTEG
YPNOLOTOLOVVTOL KOTE KOPLO AdYO Yol TN OMUIovpYyio HOCKOV Yio EQapUOYT €0E @Bopag Kot

OKOVNG OTIG AKUEG TOV LOVTEAWV.

Metal Edge Wear Gansrator

Ewéva 16: Xpijon yaptn Curvature ywo wapayoynq ¢0opdg

Hapdaperpor Baking xon Ipopfinpotikéc
Kotd ) dwdikacio tov baking ot ydpteg mov dnpovpyovvrat givor tpooeyyicels. Eivar mbavo,

EWOIKA GE HOVTEAD TTOAD YOUNANG YEWUETPIAG, LE OKANPES aKUEG, VO VITAPEOLY OPLoUEVA
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npoPAuata, 6mmg mpoavapépnke. O ypnomg elval onuaviikd vo yvopilel tov Tpdmo
Aertovpyiog tov “Bakers”, ®ote va umopel vo TpovoncEL Kol Vo OVTILETOTIGEL Ta, TPOPAN AT
avtd. Avoiyovtag koveic To mapdbupo “Baking” oe éva mpdypoppe, 6mmg to Substance
Painter, Oa mopatnpnoetl po 6epd amd eMAoYES, Onmg eaivovtal ot Ewova 17. Tlapakdtom
Ba avaAivBovv o1 Pacikég pvBuicelg mov Kadeitat 0 ¥prong va emAEEel, Kabmg Kol TS aVTEG

EMOPOVY GTO TEAMKO OMOTEAEC L.

§ Baking

Mesh maps: Al None v Common parameters
Common LRI 2048
[ Dilation Width
2

Apply Diffusion

v Normal

World space normal

S

D & High poly parameters

Ambient ocdusi Use Low Poly Mesh as High Poly Mesh

Curvature r@) High Definition Meshes C:/Users/roger/Desktop/atomiki/bo
Position

Thickness &

se Cage
Cage File
Max Frontal Distance
Max Rear Distance
-

Relative to Bounding Box

Antialiasing Subsampling 4x4
Match

Low poly mesh suffix

High poly mesh suffix _high

ffix _ignorebf

v Normal baker parameters

This baker allows you to extract a tangent space normal map from a high definition mesh.

Disable help

Ewoéva 17. Baker, Substance Painter
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Output Size

[Ipéxertan yuu v avaivon oe pixel, Tov yaptdv mov mpokertal va mopayfodhv oamd
dwdkacia Tov baking. Oco mo peydin Oa etvarn avdivon 1660 kadvtepn Ba elvon n modTTO
TV VE®V. QoT1000, 660 B0 PEYOADVEL 1| TOWOTNTA TOCO WEYOAVTEPN LTOAOYIGTIKY 1GYVG
ypewWdletal yioo vo v ONUOLPYNoEL Kot vo TV amelkovicel. ‘Eva mAgovéKnuo Ttov
GLYKEKPIUEVOD TTPOYPAULOTOS EvaL TG 0 ¥PNOTNG UTopel vor EMAEEEL Lol YA ToldTNnTO.

Kot to baking, aALd 6T cLVEKELD VO TN LEYOAMOEL GTO View port 1 KaTd To output.

High poly parameter

H ovykekppévn emroyn mpoceépetl 600 dvvatodttes. H pia givon 1 Use Low Poly Mesh As
High Poly Mesh, mov emitpénel otov adydpibuo va ypnoyonomoet 1o i610 to Low Poly wg
High katd ™ dadwcacio tov baking kot va amoturm®eet amd avtd TAnpoeopies, O Adyog Tov
Ba YPNOYLOTOMOEL KAVELG TN CLYKEKPLUEVT EMAOYN €tvat S10TL SraBétel Lovo €var LOVTEAD Kot
EVOLAPEPETAL Y10, TN OMLLLOVLPYio yopTdV TV ambient occlusion, curvature, position 1 thickness,
aAAd Oyt Tov normal map. H ovykekpiuévn teyviky ypnoponoleitor cuvinbmg Katd v
onpovpyia VEAOV 6e HOVTELN LYNANG YeOUETPiag, Ta omoia mBavitata Ba xpnoyLomrotndovy
yw offline rendering epapupoyés. H devtepn emhoyn eivor avti tov High Definition Mesh. O
YPNOTNG £0® opilel TNV mEPLOYN TOL Eivor AmoONKELUEVO TO HOVTEAD VYNANG YeOUETPlag oo
10 omoio Ba arod0boHV TANPOPOPIEG GTO LOVTELD YOUNANG YEMUETPIAG TOL ExEL E1G00el 6TO

TPOYPOLLLLLOL.

Cage
[Tpoxertan yioo TV €100y®YN €VOC TPOKATOCKEVOGUEVOL KEMOV ETIPPONG OO OELTEPEVOV

TpoOypappo Tov cvvodevel To High Poly povtélo.

Max Frontal Distance

Opilel v andoTaoT EMPPONG OO TNV EMLPAVELD, TOV YOUNANG YeoueTpiog poviédov (low
poly) kot mpog ta é€m, kotd v omoio o “Baker" Oa aviAncet mAnpoeopieg tov vymAng
yveouetpiog, High Poly. Av n andotoon avt givar o pikpr| and tnv ardctacn tov High Poly-

Low Poly tote Ba vtapEet Exdenym mAnpopopiog.

Max Rear Distance
Agrtovpyel axpifac 0nwe n mapamdve emhoyn, Max Front Distance, pe ) diopopd 6tL opilet

™V andoTaon GviAnong TAnpopopioc and v emedvela tov Low Poly avtikeipevov kot mg
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Pog T0 £6mTEPIKO TOL. Katd cuvéneia, av n andotacn Max Rear Distance givor pikpdtepn

a6 ™ Low Poly-High Poly tote 6o vrdpEet ammAeio mAnpopopiog.

Average Normals

[Ipoxetrtatl yu pio emAoyn mov cvvnbwg, €01Kd 6€ HOVTEAD TOAD YOUNANG Yeouetpiag, Oa
onuovpynoetl TpoPAnuota gite v emAégel o ypnog, gite oyl Ilo ovykekpuéva, Omwg
eaivetal otV Ewova 18 pe ) ypnon g emaoyng Average Normal yivetal pua mpoondOeia
axolovBiog g pong g yempetpiag Tov high poly poviédov. Avtd dnuovpyet molotucoig
x0ptEG oTIC aKpéG Tov low poly, wotdco dnuovpyetl Kot 0ALOIDGELS KOTA TNV OTOTOTMGON

otoyElmv oTIg TEPLOYES OV PploKovTal KOVTE TOVG .

NOMN AVERAGE AVERAGE COMBINED

Ewéva 18. Non Average-Average-Xovovaopog

Axppag o avtifeto, cupPaivel otny mepinTmOT OV 0 ¥PNOTNG dev emAEEEL VoL KAve bake pe
v emhoyn Average Normals. 'Etol, dev amodidetor cwotd 1 mAnpopopia 6TiG aKUEG TOV
povtérov. Xvykekpuéva yia to Substance Painter 1o cuykekpipévo mpopAnua avtipetomileton
pe tpelg texvikés. H mpdm etvon pe ™ onpovpyio dvo yaptav, evog Average ki evog Non-
Average, n eay®yn Tovg amd TO TPOYPOLUO LE SLOPOPETIKY OVOUAGIO, Yo VO UMV TOVG
EMKAAVWYEL TO TPOHYPOLLA, KOL 1) GOVOEST] TOVG 0€ KATO10 eEMTEPIKO TPHYPAULO ETEEEPYATIOG
gikovag, Onmg 1o Photoshop. Mg ) yprion HaoK®OV 0 ¥pNoTNG KPOTAEL TO TEPTYPAULOATO TWV
Average Normal yaptodv kot T1c ecwtepikég mAnpoopieg twv Non Average. ‘Enetta eicdyston
o10 mpdypappa o dopbopévog yaptne. H devtepn Ko Aydtepo amotelecpatiky| glvar pe )
xpron dupopwv Script kot plug-in wov umopodv va gilcaybodv 6to TPOHypappa. AdY® TV
OLVTOLLOTOTOMNUEVOV O1a0KACIOV GLVNO®G dev emtvuyydvetal 10 emBLVUNTO OMOTEAECUO OE
OLeg TIg TEPLOYEG TOV HoVTEAOL. TENOC, N TpiTn Ko i6mC o amotelespatiky néBodog yivetan

péca oto ido to mpdypappa. O ypfotng petovopdlet to texture set oto omoio Ppiokeral to
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avtikeipevo evdsiktikd og “Average”. Emiéyovtag v emhoyr Average Normal kéaver Bake.
‘Enerta oo mapaBvpo “TEXTURE SET LIST” petovoudlet To texture set oto omoio Bpickeron
10 avtikeipevo og “Non Average” kat amevepyomotel tnv emhoyn Average Normal oto Baker
Ko kavet Eava Bake. 1o mapdbvpo “Sub-Self Project” mléov vdpyovv kot o1 dVo yaptes. T
ouvvéyelo, dnuovpyet Evav edrkelo oto mapdbvpo tov layers tov omoio umopel va ovopdost
“Normal Correction” otov omoio péoa o dnuovpynoet 6o véa fill-layers. e kabe éva and
avtd Bo SoEL TaL avAAOYO ovouaTo Kot B ToToBeTGEL TOVG XEPTEG TOL ONUOVPYNGE OTIC
neployég Normal tov material, anevepyomoidvtag o vwoAowma kavaia. Eivar foikd oty
tepapyio va givar vynAdtepa to layer mov mepiéyel tov yaptn “Non Average” kot va
TPooaprootel oe avtd o pavpn pdoka. ‘Emeita mpénet oto moapdbvpo “TEXTURE SET
SETTINGS” vao. aAld&er v emdoyn “Normal mixing” an6 “Combine” ce “Replace”. Téhog,
o ypnotng aAralel v emioyn Base Color ce Normal oto mapdbvpo tov “LAYERS” ka1 o
KOs éva omd to layer kot tov eakero adraletl to Blending Mode ard Normal Map Detail ce
Normal. ITAéov umopel pe v eneepyacio TG HACKOAS VO, EUEOVIGEL 7| VO QITOKPOYEL TIC
atélelec Twv 000 yaptdv PAEmOVTOG Auesa To omotélecpo. EmumAiéov, pe tov tpdémo avtd
pmopel va dopbmcel atéleteg (wypapilovtag amevbeiag mave otov ydptn tov Normal
dnuovpydvrag éva véo “Paint layer” epapuoloviog Kot oe avtd T0 TEAELTAIO GTAS0 TNG
dwadkooiag, dniadn ard “Normal Map Detail” oe “Normal”. Avéioyn givot 1 dodikacio yio
™ o60pbwon tov yaptov Ambient Occlusion. AAla avtictoyo mpoypauuata dabétovy
epYorein OMOKAEIOTIKA Y100 TV AVTILETOMION ovToV Tov {NTuatos. H cuykekpiuévn teyvikn
Tpoékuye Votepa and ApOovn Epevva Kat Ypdvo 6T TPOoTAOELD ETIAVOTG TOV GUYKEKPIUEVOD
{nmpotog kot amotedel €va cuvoAo pHeBOOOAOYIDV Kol KATOVONONG TNG AELTOVPYIOG TOL
npoypappotoc. Eivoat idlaitepa onpoavtikn kabmg emrpénel v enelepyacio ToV YopTtdv HEca

670 1010 TO TPOYPULLLLO KOL OE EM{TEDO OV EMTPENEL OTOLOONTOTE TOPAUETPOTOINGN.
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Low res mesh
High res mash
Virtual envelope

at frontal
distance

Non Averaged
Normals

Averaged
Normals

Frontal

® AVERAGE
© Material 34

TEXTURE SET LIST

MATERIAL
color  metal  rough
height a0 emiss

Material mode

No Resource Selected

Normal

Normal Map from

Normal mixing

UV padding

MESH MAPS

I

Blend

NON_AVERAGE

Ewcove 20. M£00dog amokataotacns tpofinuarmy Baking, Substance Painter

MATERIAL
color  metal rough
height a0 emiss

Material mode

Normal

Norm

Norm

omil

ttings
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Antialiasing

To aliasing etvan £va €100 TpoPALaTOG TOL GLUPaTvEL KOTA TN

1]

dwdwkaocio Tov baking, oto onueic Tov gvdVOvVTOL OL PAPES,

seams tov UVs, 1dwaitepa 0tov 1 yeopeTpio Tovg dgv eivar

eLOLYPOUIGHEVT LE TOVS AEOVEG TOL TAEYUATOC. TNV OVGiM O
baker omnv mpoondfeld Tov vo peTATPEYEL TNV YEOUETPIO GE
pixels ovyvd avtipetoniler Oépata mowdtnroc. 'Etor 1o  Ewdéva 21. Antialiasing

antialiasing @iAtpo, B TOAAATAOGLAGEL TOV GLVTEAESTH IOV Ba TOL OpicEL O YPNOTNG LE TV
avdAivon tov Output Size. o mapddetypa, otV TEPITT®OON TOV 0 GLVTEAESTNG antialiasing
etvanr 2X2 kol to Output Size 2048X2048, katd ™ owdikacio tov baking ot ydpteg Oa
VTOAOYIGTOVV G€ avaivon 4096X4096 kot oty cuvéyewa Bo petatparovy oe 2048X2048. H
ocvykekpipévn dadwkacio pumopel va kaBvotepnoet o peydro PBabud to baking, sdwd dtav
APNOILOTOLOVVTOL HEYAAOL CUVTEAESTEG. Q20TOCO, OTIG TEPICCOTEPES TEPMTMGELS M YPNON TG

glvon arapoaitrn.
MATERIAL

color metal rough

Textu rlng height emiss op
Material mode

Aol ohokAnpwOel m dwdikacio tov baking o dnpiovpydg NoResource Selected
ocvveyilel pe v mapaywyn Tov veav, textures. [Ipoxettat yio pa
OPKETA EIKOGTIKN KO ONUIOVPYIKN dtadikacio kaTd TV omoia, Oa

“Coypapicel” Tovg yapteg mOL B0 GLVTEAEGOVV TO TEAIKO LAKO e

uniform color

TOV OVTIKEWWEVOL. Me avti ) Owdwkocio to avtikeipevo Ba

amOKTNGEL “yopoktpa’” Kot “mpocomkomra’. Ta ntepiocdtepa
Roughness
uniform color

TPOYPAUUOTO TOPUY®YNS VOOV, Onwg to Substance Painter,

éxouv ovtiotoyn Aoywn ue to Photoshop. 'Etor  évag
efokelopévog  ypnotng dev  Ba  avieTomicst  1dwitepeg raiierk
dvokoriec. H PBaocwn pébodog epyaciag yivetoar pe t ypnon .
emmédov (layers) kot pookmv. o

Materials
Anuovpyovtag éve Fill 1 éva Paint Layer, epoaviCetor to

mapdbvpo Material, Tov drabétet dtapopeg Bupideg TV omoiwV M

Aettovpyion avaivetol mopakdte. Méow avtod o ypromng Oa

UTOPEGEL VO SLOpOpPDOCEL TO £KA6TOTE VAIKO. Me 1t yprion Ewéve 22. Material. Substance
Painter
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HOOKOV UTOPEL VoL Ao LOVAGEL TTEPLOYES. Mo KA HEB0doc opyavmong g epyaciag givor pe
™ ¥PNoN QUKEA®MY Kol UG YEVIKNG MAOKOG GE avTOVS Yo KAOe meployn mov mPEmel va
anopovebei. Méoo ot0 @dkero tomobetobvior To emuépovc layers mov agpopodv 1o
GLYKEKPLUEVO KOUUATL ] TEPLOYT TOL HOVTEAOVL. Me TOV TPOTO avTd 1) EVPECT] CTOXEIMV KOL T
ta&vounon tov project ik otav meptAapuPdvel évo HOVIELO HE TOALG S10QPOPETIKG. Kot

oVVOETO VMKA TOpAUEVEL EDKOAT] KO EPYOVOLIKT).

Base Color

PuOpiet to ypodpa tov vAKoD.

Metallic

Opilet tov Pabuod katd Tov omoio 1o LAKO Oa ivon petaAiikd. Xto 0,
amoOAVTO AoTpo dev Ba givarl KaBOAoL PETOAALKO, v 6TO 1, amdAvTo
povpo Ba etvan cav axkatépyaoto pétairo. H apykn tov tiun eivon to

UEGO YKPL.

Roughness

Eivon éva ototyeio mov av ypnoyonombel cwotd pmopet va amoddoet
peyaro pealopd oto vAkd. Opilel oty ovsia 10 Babud ™e yvardoag
Kot TG TpayvTTaG. 10 1, amdAvto povpo to avrikeipevo givoar 100%
PO, ONANON dev avakAd KaBOAov aktives pmTOg, evd oto 0 amdAvTto

Aevkd etvar 100% yvoMotepd. Xpnowomoteital dwoitepa yio

onpovpyia aicOnong pBopdc, okdvng kot vypaciog, LECH LACKMY KOl  Ewéva 24. Roughness Map

EOKAOV YOPTDV.

Normal

O ypMotg oto cvykekplévo medio pmopet va eneepyaotel mAnpogopiec Normal. Xto pevov
Hard Surface umopei va fpet moALEG ETolec AeTTOUEPELEG TIC OTIOTEG e TN YPNoM PovpTSaS Vo
T1g Tpoobéael 6To avTiKeipevo Tov. Qotdco, uropel vo Topayet kot tig dkég tov Hard Surface
AETTOUEPELEG LECH TPLOOIACTATOV HOVIEL®V TTOV €xel dOnNUovpynoet Kot £xel Kavel bake navm
oe évo tetpayovo plane. E&ayovtag tovg ydpteg Normal ko ID og évo mpdypappio
enelepyaoiag ewdvog 6mmwe to photoshop anopovdvel v TAnpoeopio pe t xpron tov ID

xépt ©C paoka og évo kovar Alpha.
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Ewéva 25. Aenropépareg Normal mapaypéveg amo yeopetpio

Height

Enupéner v enelepyacio mAnpopopidv vyove. Onwg kot ota
Normal, o ypriotng pumopei va oyedidoel Thveo 6TO AVTIKEILEVO LE TN
xpnon Pouvptomv. Ot mAnpogopieg TOv VYOUG HETOTPEMOVIOL GE

Normal katd v e&ayoyn.

Ewova 26: Normal-

Opacity Height-Normal

Emmpedlet v dapdvela tov avtikeévov. Eva mapdaderypa xprong etvar yuo ) onpovpyio

YOAAVOV ETLPAVELDV.

Emission

Xpnowonoteitot yio tn dnpovpyio Adpyng.

Ewéva 27. E@appoyn aknpogopiag Emission

Alpha Brush

Ta Alpha elvar gwdveg aompdpovpeg mov AEIToLPYOVV cav cEPAYIdeg Yoo T dnuovpyio
oynudtov. O ypnomg uropel va oyxedidost Eva oynua oto Photoshop kot va to giodyst 610
Substance Painter TpokeWévoyv va TO OMOTLIIMOEL TAV® OTO OVTIKEIPEVO. Mmopel va Ta

YPTCLOTOMCEL MG POVPTGES KOl VO EXNPEAGEL OTOLOINTOTE OO TO TOPATAVE® GTOLYELD TOV
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VAKODU oL d€ETAL aoTPOpavpES TAnpoopies. Ta mvéla Alpha ypnoyomolovvtol o peyaAo

Baduo kot oty Pneraxn Iomtikn.

Ewova 28. Xpiion sikoveg og Alpha Brush

Generators and Grulinge

Kovéva avtikeipevo oto mpaypatikd yopo Oev eivarl amdAvT
KkaBapo. Ilpokeévon va vtapEetl peaAoTIKY Amdd0GT LAIKOV, ivat
ONUOVTIKO vo. Tpootefodv TANpoopiec OMwg oKOVN, O0YTLALEG,
vypacio, ckovptld, ypoatlovviég kot Ao delypato @Bopdc Kot

xPNONG, TPoKeWEVOL va evtaybel to aviikeipevo oto mepiBailov

tov. H dwodwacio mov akorovBeitor cuvnBmg eivar  dnpovpyio
evoc fill layer ko ot cvvéyeto pioag paokag. Enerto ypnoonoleitoar  Ewédva 29: Generator Metal
poe and tig evrorég Add generator, Add paint, Add fill mwov VWear and Tear
dwpopemcovy ) updoko. Ot generators ekUeETOAAEDOVTOL TANPOPOPIEG VWYOVLG, normal,
curvature, thickness mpoxeyévov va OMpovpyHoovy pealotikd omoteléopoto. Me v
emAoyn paint o ypnomg Loypapilel povog Tov T1g TANpoPopies g pdokac, evo pe to Fill
ypnoonotel £Topovg xaptec. Oleg avTEC Ol d1adIKAGIEG LTOPOVV VO, GLVIVOGTOVV, MGTE TO

amoTELES A VO VAL TO GVVOETO KOl AETTOUEPEG,.

Anchor points

Ye mepintwon mov 0 oxedlog Exel mpoobécel Aemtopépeleg vwovg | Normal petd
dwdkooio tov baking, yepoxivnta, dev Oa Tig cvumeplafer évag Generator. T va
avTIPHETONTioEL avtd 10 {Tnuo mpénel va dnuovpynost €va. anchor point oto layer tov

TANPOPOPLOV KOt Vo, To emAEEEL 6TO pevoL tov Generator.
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Kegpaharo 4°:
Ipoéypoppa dnuiovpyiog frvreomarvior@v

I"a v vAomoinon g S1adpAcTIKNAG TEPUYNONG TNG EPYACIAG YPNOLOTOONKE TO TPOHYPOLLLLN
Unity, 2020.23.25f1. TIpékertar vy £€va  €mOYYEAUOTIKO — TPOYPOUUO  TOPOUYOYNS
Bvteomouyvidoimv, EPOPUOYOV Kol SLOOPUCTIKOV TEPIPAAAOVT®V, LLE YPTOT TPICIACTATMV KoL
o1ed1doTat®V YPaPikdv. Opiopuéva avTioTory o TPOYPAULATE EVPEMS OdEdOUEVA Elval TO
Unreal Engine kot to Codot. Xto cuykekpyévo kepdrato Oo avarlvBoiv ot Bactkéc apyég Kot
Aertovpyieg mov yperaletar vo yvopilel Kavei TPOoKEWEVOD VoL SNULOVPYNGEL Lo TPIGOAGTOTN
S100pOOTIKY] OKNVY 6T0 cLYKEKPLUEVO mpdypoupa. I[Ipotod Eexvnoet Eva kawvobplo project
glvorl onuoavtikd vo emAEEEL 0 ¥PNOTNG TNV KATAAANAN £KO0GT TOV TPOYPAUUATOC TOV eTBVUET
va dovAéyet. [poteiveton n ypron kamowag éxdoong LTS (Long Term Support), ) oroia katd
v etopeio Bewpeiton  TAEov mo otabepr Kot umopel va mapéyel vooTNPEN UEG® TNG
otoceAidoc e H emloyn kdmowo mewpapatikng €kdoong sivon dwitepo mbavd mwg Oa
onovpynoetl TpoPAnuato 101K 660 1 oknvn yivetal wo cvviem. Eivon onuavtiko o ypiomng
Vo omo@UYEL TNV EYKOTAGTACT KATOW0G AAANG £KOOGNC, GE TPOYWPNUEVO GTAOL0 TG EPYUGTOG
oV, akopo Kot av 1 €kdoon avt eivar LTS. Eivar oxeddv BéPato mwg Ba avipetomicst
acLUPaTOHTNTES LETOED TV OLO EKOOGEMVY Kal 1) EMiAVOT ToVg Oa ypelaotel apkeTd ypoOVO Kot

£€peuva, Tov O TOV ATOTPOGUVATOAIGOVV OO T1 SNUIOVPYIKT KoL TOPOYMOYIKT| Ol10OIKAGI.

Opyavemon Kat E160YOY1] OVTIKEIREVOY
[Tpokeévov va vap&el pio AEITOVPYIKN Kol KoAG opyovouévn pébodog epyaciag sivol
ONUOVTIKO Vo dnpovpynBovv ot katdAiniot pakerotl otov Topéa Asset. 'Etol mpiv elcoybei oto
TPOYPOUIO €V OVTIKEILEVO O YPNOTNG TPEMEL VAL €XEL ONUIOVPYNOEL TOVG KATAAANAOVG
QOKEAOVG avaAoYo e T QOGN TOL OVTIKEEVOL. MTopel dtoywpioetl Ta ovVTIKEILEVA TOL GE
eokélovg onmg Materials, Models, Textures, Scenes, ®ote va. pumopei vao. avotpééel o€ avtd

gOKOAQL.

Scene
[Tpokepévou va EeKviioel 1 TOTOBETNON AVTIKELEVOV GTO YMOPO TPEMEL VoL dnpovpynOet o
oknvi. To 1010 10 TPOHYpOLLE ONUIOVPYEL QVTOUOTO L0 APYIKT OKNVY. AVAAOYQ TIG avAYKES
™G EQAPLOYNG 1| TOL ToyVIOoD 0 ¥pNotng Ba emhélel TOGEC OKNVEG TOV EELTINPETOVY. LTV

napovoo epyacic vmdpyovv zpers Pacwés oknvéc. H oknviy tov apywod pevov, tov
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OTAOUEVUEVOL AEPOTTAGVOL KOl TOV OEPOTTAGVOL GE AgtTovpyia TTNOoNG. XT0 TapAderypo Oa
UTopoVGE KATO10G VoL ETAEEEL GTT) 10100 GKNVI] TOV TO 0EPOTAAVO £ivat oTaBpELUEVO, O ¥POTNG
va 10 gvepyomotel Kot va To odnyet o 1010¢ 6Tov aepodiddporo Kol vo EEKva TNV TTHON.
Qo1660, N Sdikacio ot elvat TOAD To cVLVOETN TPOYPUUUATIOTIKA Kot Oa emnpéale Kot TV

To10TNTA TNG POTIGTIKNG GLVONKNG OTTG B avaivBel otn GuvEyeLa.

Render Pipeline
To ocvykekpluévo mpdypoupa mapéyel Tpelg Pacikég emaoyég mpoid rendering. To Build-in
Render Pipeline (BRP), to Universal Render Pipeline (URP) kot to High Definition Render
Pipeline (HDRP). Ot renderer 6mmg 0m €xetl avapepbel extelodv dadikacies avaivong tov
oTolyEi®wV T oKNVIS ®ote va Tapdyovv v telkn eikova. O Build-in Render Pipeline givau
0 OamAOVOTEPOG OTN YPNON UE TIC MO ALYEC TOPAUETPOVS KOl TO ALYOTEPO PEVAOTIKA
aroteléopato. O URP gival mAnpmg TapopleTpomomaoilog Ko YproUYLOTOEITaL GE EQAPHLOYES
ov omevBuvovtar e €va HEYAAO €UPOG GLOKEVAOV OO KvNTé £M0C VTOAOYIGTEG VYNAOD
emmédov. O HDRP givon eniong mApmg mTopapeTpomo|GIog Kot apopd Kupime DITOAOYIOTES
VYNAOV  emumédov emefepyaoTikng oyvos. O TeAhevtaiog mopdyEl TO MO PECAICTIKA

QOTEAEGLLATO YPOPIKMV Kol amdO0GNS TOV PTG,

Material
O ypNog umopel va epapprdcel VAIKE oTo ovTIKEIPEVA TOV g16dyovTag ta. texXtures, vpég, Tov
éxel dnuovpynoet oe kamolo mpdypouua, énwg to Substance Painter, otic Bvpideg, slots tmv
material. Qo1060, Gg avtiKeipevo TOL TPOKELTAL VO 0t0d00el Eval amAd Kot viaio VAIKO, avTd
umopel vo dnpovpyndei péoa oto 1010 mpdypaupa péow tov Mmaterials pvOuilovrag tig
TOPOUETPOVS KoTAAANAL. Elodyovtog ta textures 6to mpoypapa 0 xpnotng UTopel vo opicet
v embounty To0u¢ avaivon kot cvykekpluévo yio. tovg Normal ydpteg mpémetl va opiotei to
€ld0g Tovg, eWWAAL®G o1 TAnpoopieg Tovg dev Ba eppaviCoviar opBd. 'Evag tpoémog epyaciog
mov Ba eavel apketd PondNTIKOG o€ TEPITTMOOT OV TPEMEL VOl YivOuV aAAAYES KOt dSopODGELG
ota textures, eivar m amevbeiog eaymyn tovg ot devbvvon Tov EdKeAov Omov TO. £)EL
amoOnkevoetl To Unity. ‘Etotl kébe opd mov Ba yiveron e€aymyn, eXport, amd to mpodypoppLo
texturing, ta véa textures Bo avtikabioTtovv TO. TPOMYOLUEVA KOl B popTdVOLV amevBeiog
YOPIg va ypetdleTal 0 ¥poTNG VoL OPIGEL EK VEOL TNV TOLOTNTA KOt TO £100G T®V YapT®V. Mia
EMAOYN TOL TPOCEEPETOL 6TO Topabvpo tev Material ko gival Wwitepo onuavtiky otav

VIEapyovV 1010 povtéha o potpdlovtat Ta idia VKA, givor 1) emhoyn Enable GPU Instancing.
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Me v gvepyonoinot e 1 KApTo ypapik®v kavet render 6lo owtd to avtikeipeva v idla
YPOVIKN OTUyUn, ovti vo to Kavel pepovopéva. Etol amodecpevetor peydho mocooto

VTOAOYIGTIKNG 1GYVOC.

Prefab
Eivon po Aettovpyion mpogvepyomompuévn kotd v €looymyn €vOg OVTIKEIUEVOL GTO
npdypappa. Otav 0 ¥pNoTNG GVPEL AVTO TO AVTIKEINEVO TN oknvn Ba Tapatnpioel 6TV
lepapyio TG oKNVNG OTL O TITAOG TOV OVOYPAPETAL LLE UTTAE YPOUUATOGEPH. Me TV Agttovpyia
aVTH gvepyomompévn kaBe KADOVOG TOV aVTIKEILEVOL OV dnpovpyeitan ennpedlet o évag Tov
dArov. Otav éva avtikeipevo to omoio omoteAeitanl omd PELOVOUEVO LIKPOOVTIKEILEVO Elval
prefab!, t6te Sev pmopei va enelepyoaotei ) va Staypagel Kamwo1o and pHELOVOUEVO AVTIKEILEVOL
nov mepEyet. o va ta emelepyaotel Aowmdv mpémet vo, emhé€er “Prefab” kot otn ovvéyeia
Unpack”. 'Etol 0pmg yavetat n Aettovpyio emppons. O xpnotng pumopei vo SnUovpyncet véa
obvola avtikelévmv ta onoio Bo opiocel mg Prefabs. H cuykekpiuévn teyvikn eivar dlaitepa
YPNOUN OTOV LITAPYOVY TOALOT KADVOL G€ o kv Kot OEA0VLLE VL TOVG EMNPEACOVLE YOPIG

va ypetdletar va tovg emiéEovpe 6Aovg pali, 0TS Ta SEVIPO G Hio GKNVY OAGOVG.

LOD ke Texture Resolution
Onwg 0N €xetl avapepbel e T cLYKEKPIUEVT TEYXVIKN E0IKOVOLEITAL LEYAAT EMEEEPYACTIKY
1GYVG OTIG EPAPUOYES. QQGTOGO, VIAPYOLY OPIGUEVEG 1OLTEPOTNTEG KT TN Y¥prion Tov LODsS
mov Ba avaivBodv ot cuvéyewa. Otav ecdyston éva poviého mov mepéyer LOD pe v
KATOAANAN KATAANEN OVOLOGTOG TO TPOYPULLLLO TO avaryvepilel AuTOHOTO KOt TO LETOTPETEL GE
Prefab. O ypnotg umopel va opicel v amodctaon petaé&d KAPEPOS Kot AVTIKEULEVOD KOTO TV
omoio. Ba avtikabiototon kabe eminedo (Ewova 30). O ypiome pmopei va dnpovpynoet
EMIMEdA AVAAVONG KO OTIG VPEG TOV PHOVTEAWDV. Oa mpémet va 10dyet ek vEou Ta textures 1 va
ONUIOVPYNGEL AVTIYPOPO GTOV PAKEAO OTOONKELGONG TOGEG POPEG OGO KA TaL EMITEdA TOL BELEL
Vo ONULOVPYNGEL Kol VO, OPIGEL SIUPOPETIKEG OVOADOELS KATH TV EI0AYMYT. XT1 GUVEXELD O
etiaéel dAlo tooa véa material oto omoia Oo Tpocapudoet drapopetikég avorvoels. Télog, Oa

EQOPUOGEL TO OVAALOYO ETHTEOO OVAAVOTG VPOV GTO AVAAOYO EMITEDO YEMUETPLOG.

LODTLOLLOD 3L12D 4 Culled

13% 9% 6% 3l 1%

Ewovo 30. LOD ebetnpa, Unity

14 Preab (Prefabrication)=IIpokotacKkevoouévog
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Camera
[o ™ mopayoyn eKovag o ¥poTNS KOAEITOL VO XPNCUYLOTOMGEL V0L GLUGTHUATO KOUEPDV.
‘Exer mpocPaon oe pubpicelg 6nwe n tayhtnra kKAEIGTPOV, TO SIAPPAYLA, 1] EGTIOKT| ATOGTACT,

10 150, M clipping plane, to anti-aliasing QiAtpo K.a.

Environment
Onwc og k6Be dAho mpdypoapua €Tl kKo oto Unity eivon duvotni i dnuiovpyio ovpavod Kot
aTLOCEAPOS. To CUYKEKPIUEVO TPOYPOULO TTPOPEPEL EVOL LEYAAO QPAGUOA ETAOYDV TANPOG
TapopeETPOTOMGSIL®V. To o Pacikd mov 16dyel ALTOHOTO TO TPOYPAULL GE KAOE VEQ oKV
eivan to ovotnua Gradient Sky. H dnpuovpyia tov ovpavo? yivetat pe ) ypfion tpiedv facikmdv
ypoudatov. Exetta pe t ypnon oo HDRP Sky givat duvatn 1 yprion ewovov HDRI, peydiov
dvvopkov evpovg 360 popdv. H amdooom 1660 Tov pmTdc 060 Kot TG EIKOVAG TOV TOPAYETAL
elvar o€ moAD peydho Babud peariotikn. H id1a 1 eicodva avarapfavel To QOTIGHO TG GKNVIG.
‘Etor av yivelr emhoyn evog mhofaciiépatog ota aviikeipevo Oa amodobel m avaioyn
QOTIOTIKN Ypotd. Me ) ypnon tov Physical Based Sky yiveton m mpoomndBeio amddoong
TAOVNTIKNG oTUOGPOIpaG 000 emmédmv. Avarloya To LYOUETPO OAAGCEL M obotaon NG
ATUOGPALPOS LE OTOTEAECUO TO POTIOTIKO OmOTEAESHO Vo, ayyilel emiong peydio emimeda
peolopod. EmmAéov pmopel va optotovy mopauetpot 0nme to péyebog tov niiov, n 61d0Aaon

TOL PMTAC, 1 EPUPUOYT| OUIYANG, VEQOV K.O.

Lighting
‘Eva amd ta amoapaitnto epddia mov mpémet vo S100€TeL Evag KOAMTEXVNG TOL o OAEiTOL LE TNV
ewova givai 1 dlayeiplon Kot 1 KaTavonon Tov eeTos. Ommg kot 6e peaMoTikéG cLVONKES £ToL
KOl G€ OTOLOONTOTE TPOYPOULO TPIGOIUCTATMOV EPUPUOYADV VOGS OO TOLG TTO CNUAVTIKOVG
Topayovteg Tov Oa amodmoel TNV aictnon peaiicpol givor N OTICTIKN GLVONKT. AKOpO Kot
oe povtéha Stylized,® ) 6ot ¥pYoN TOL POTHC ElvVaL AVTH TOL ELYVYOVEL TOL VTIKEIIEVOL KO
ToVg divel pia choTaoN Kot onpocioo 6to Ydpo. H koatavonon g ypiong Tov  QOTIGTIKOV
YOV Yo T onpovpyios cuvONKOV EOTOg Kot 6KIAG, avoiyouv To dPOLO Yo Hiol omd TIG T
ONUOVPYIKEG SLOOIKOGIES TNG TPLOACTATNG TEYVNG. AKOUA KL £VOC KIVILLOTOYPAPIOTAG N EVag
QOTOYPAPOS Tov TavoTATA eV £YOVV GKOTMO VO, 0GYOANB0VV pe TV TPLEdAGTAT TEXV,

€xovtog povaya Tic Bacikés yvmoelg olayeiptong evog mepidAiovtog 3D, Ba pmopovocav va

15 novtéha eEonpetid YopnAnC YEOUETPIES LLE VPES TOV TOPATEUTOVY GE JGOIACTATA YPAPUKEL

36



YPNOOTOWGOVV T TPOYPAULOTO OVTA OG GTOVVTIO TEPUUATIGLOD Yol VAL OIEVPVVOLV TIG

10£€C TOVGC, TN POTIGTIKY TOVS AVTIANYN KoL TNV ONHOVPYIKOTNTA TOVG.

Y1ig real-time epoppoyéc tibeton éva onpovtikd {TNUo IOV APOPE TOV POTIGHO Kol TNV
VTOAOYIGTIKT 16%0. Onwg 6Ta LOVTELX VYNATG KO YOUNANG YEOUETPIOG VITAPYOVY TEPLOPIGLLOL,
avtiotoyo vdpyovy ko ot poTo pe ta. Real Time kot ta Baked. Ta Real Time givat odto
OV M EMOPAICT] TOVS VITOAOYILETAL GE TPAYUOTIKO YPOVO, ava Kopé. Adym avTod KOTAVAADYVOLY
HEYAAQ TOCOCTH €MEEEPYACTIKNG 1GYVOG, OGTOGO M ¥pNomn tovg eivor amapaitntn Otav
VILAPYOVY AVTIKEILEVA 1] YOPAKTNPES TOV KIVOUVTIOL KOl TOPAYOLV GOGC 1 OKIEC GTO YMPO.
Avtifeta ta Baked givar pdta tov omoiov 1 enidpacn €xel mpodmoroyloTel Kot anobnkevtel
o€ £101K00G YApTES, E1KOVES, Tovg Lightmaps kat kotd tnv eKTELEST) TNG TEMKNG EQAPUOYNG OEV
yivetar Kovévag vmoloyiopog ywo. avtd. Katd ouvvémein, éva Baked ¢mg tov omoiov m
TAnpoeopia gival amodnKevIEV GTOV VTOAOYIOTY] KOTOVOAMDVEL EAAYIOTN 1oYV. 26TOGO devV
umopel va ypnowonomBet yio kivodpeva avtikeipevo tapd povo oe otabepd. ‘Eva epyareio
OV XPNOLUOTOLELTAL Y10 VO KOADWYEL £var HéPOG owTov Tov TpoPAnuatog eivon ta Light Probe.
[Ipdxertan yia éva epyodreio To omoio €xel GLAAEEEL detypoTa POTOC amd TNV TEPLOYN TOL O
YPNOTNG TO Y€l TOMODETHGEL KOt OTAV £VOL AVTIKEILEVO TEPAGEL OO KOVTA TOV, TOTE EKEIVO TOV
amodidel TIg avaroyec TAnpoPopies ypduatog kat tovikdtras. Oco nepiocdtepa Light Probe
tomoBetnBovv tOc0 KaALTEPN Oar glvor N petdfoaon Kot TodTNTO TOL PMTOC GTO KIVOVUEVO
avtikeipevo. Qotdcs0o to BEpa TIg EAAEIYNG ONovpyiog oKLag omd T0 KIVOOUEVO aVTIKEIEVO
Pog Tov mePIParAovTa ydpo Tapapével. EmmAéov ypron tov Light Probe mpénetl yivetan otig
oknvég mov meptéyovy LOD povtéha kat ypnoponotovvor eota Baked. Mia Adon yuo pia
VYNAN TOWOTNTA OTOG KOl AVTIUETONTIOT TOV Topandve (ntnudtov sival n emhoyr Mixed
Light, dniadn xprion Real Time aAld kor Baked edtwv. TéLog éva onuavtikd TAEOVEKTN A
TOV EVIGYVEL TOV pEAMSLO givan 1 ypron tov Volumetric Light, tov epapudleton povo oe Real
Time pota. [Tpdxettal yio tn dnuovpyio. aKTid®V EOTOC LE TN YPTOT ATUOCPUPIKHG GKOVNC.
‘Eva mapddetypo goTIoTIKNG CUVONKNG TOL LHOVVTOL TO GUYKEKPIUEVO QAT EIVOL 1) OEGLES

(MOTOG TOL ONUIOLPYOVVTOL UETAED YAUPAUAO®V 1) CLYLLOV.

Static Object
Q¢ otatikd avrtikeipevo opiletat KGO avtikeipevo To omoio dev mpdkettar vo petakivnOel katd
™V OdpKeE TG EPAPUOYNG 1 Vo epapuoctel 6e avtd animation. Ta avtikeipevo ovtd

ovumeptAappavovion otic dtadikacio tov Light Baking.
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Baked Mixed layer mask
[Tpoxeévou va amopovmBel 1 va copmeptAneOel n exidpoon PG POTIGTIKNAG TNYNG TAVE GE
€va QVTIKEILEVO 0 YPNOTNG UTOPEL VO YPTCLULOTOMGEL EWOIKEG LACKES. XTOL PMOTA TO LEVOD TV
HaoK®V glval Kpueo Kot pmopel va gvepyomon el £xovtag emleyuévo to eTBLUNTO PG Kot
TOTOVTOG T0 Kovumi pe to ypavalt (more options) otig yevikég, General, pvBuicelg tov
inspector. Apov supoaviotel o topéag Light Layer o ypriotng umopei va opicet moia Oa. ivar ta
enineda ta omoia Oa @wtilel to ovykekpluévo ews. Evd oto emdeypévo avtikeipevo m

avtictoymn emloyn Ppicketarl pavepn otig emroyéc, additional setting, Tov inspector.

Reflection Probe
Tonobetmdvtag éva avtikeipevo oto meptaiiov ¢ Unity avtdpoto Aopufavel avtavakAGoelg
uovo amod to mepPaAiov, ovpavd. AkoOua Kot oV BPIcKETOL G EGOTEPTIKO YDPO 1) KOVTH GE AALN
QVTIKEIHEVO, TAVO otV em@dveld tov dgv B amodidovrar avakAdcE TV AAA®V
QVTIKEWWEVOV TTEPO TOV oVpavoD ov €xel opiotel. Ta reflection probe ypnoonotovvral yo vo
0picovV T0 €0POG TNG TEPLOYNG EMIOPAONG AVOKAAGE®V HETAED aVTIKEWEV®V. 26TOGO KOl E0M
0o cvuvavioet kaveic to Oéua tov Real Time kot tov Bake. Av givon real time amodidovron ot
aVTOVOKAGGES OAOV TOV OVIIKEWWEVOV EITE OTATIKAOV, €IT€ &VEPYOV HE KOGTOG TNV
EMEEEPYAOTIKN  1OYL. XNV ovtifetn mepintmon mepthapPdvovior HOVO T GTOTIKGO OALG T

TANPOPOpia amodnKevETOL GE EIKOVES, XAPTEG OMOTE amanteiTon AlyOTEPN ENMEEEPYACTIKY 1OYVG.

Decal Projector
[Ipdkerton yio éva epyareio mov Exel EPUPLOGTEL Ta TEAELTALN XPOVIO GTO TPOYpappo Unity
KoL EMTPETEL TV TPOPOAT] VAKDV KoL VYDV TAV® GE EMPAVEIEG YWPig va xpeldleTorl va £xel

wponynOet unwrap.

Post Process
[Ipdxertar yuo €va GOVOAO €€ oL e@appolovial cuVNO®G 6e TEMKSO GTAd0 TNG Stadikaciog
oTNV KAUEPO MGTE VO dMGOVY o 7o {ovTovh Kot Hovadikn xpotd oty eikdva. Yapyovv
dwapopa epé ommg color correction, bloom, vignette, contrast, depth in view, motion blur,
antialiasing, fog, chromatic aberration, white balance. EmutAéov o kaAltéyvng pmopel va

AmOOMGEL SIUPOPETIKA EPE GE SLUPOPETIKEG KAUEPEG 1] GIIEID, TOV YDPOV LE TN Yp1on SCript.
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Scripts
Etvor xoppdrtio kddwa ta omoio. cuvtdocel 1| Ppiokel £TOHO O ¥PNOTNG KOl LITOPOVV VL
ypMNoonomBodv 6to TPOYpappa Yo T dnuovpyia d1ddpacns, EpYarEi®VY, EVIOADY Kivnomg
OVTIKEWWEVOV, EVIOLDV €16000V 1 omoladnmote GAAN dwdikacio BEAel o ypnotng. To Unity

ypnoponotel yYawooso C#.

Terrain
o ™ dnuovpyion Tov tomiov ypnowomodnke 1o gpyaieio terrain. Ipdkerton yio Eva
gpyoreio TOV TPOYPAUUATOG TO OTTOI0 EMTPEMEL TN dNUIOVPYIN EEMONGEDV Kol AVAAKOCEMV
€04.POVGC, TNV EPUPLOYN YPAGLI0V, AOLAOVIIDV, SEVIP®V, VOOV GTO £30(POC KoL TNV aicOnon

avépov otn oknvi. Eivar edkoAo ot ypnon kot g peydio Babuo mopapeTpomocipLo.
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Kepdaharo 4°:
Game Play
To mpaxtikd xoppdtt g gpyaciog amoteleitor and €va exteAéoiuo apyeio pe 1o omoio o
¥PNOTNG Umopel va mepmynBel 6Tov EEMTEPIKO KO EGOTEPIKO YDPO EVOG OLEPOTAAVOL TO OTTOI0
Bpioketon otobuevpévo oe éva agpodopouto. Extedmvtog 1o mpodypappa Katevfhvetar ot
ceMoa Tov apytkoy pevov. Exel dtvovtor ot odnyieg mepmynong kot Sddpoons HeE To
AVTIKEILEVA TOV YDPOV, KOOGS Kal 01 001yieg mTHonG. Me Ta TANKTpaL W,S 0 ¥poTnS Umopel va
Kivnbei umpoc kot micw, evod pe to a,d pmopel va katevbuvlel apiotepd kot de€ld avaroya.
[Motdvtag To TAKTPO Space umopei vo, kavel dipata. [Toatdvrag to gikovidlo “Play”, o ypriiotg
petapépeTat oTn Pactkr] oknvn eEMTEPIKA TOV AEPOTAGVOV, 0O OOV UTOPEL Vo EEKIVIGEL TNV
nepiynon. Eved matdvtoag 1o ewovidio “Quit” mpoayuatonotel é€0do and to mpdypouua. H
GULYKEKPIUEV EQOPLOYT Eivorl TPp®TOL Tpocmmov, fps, dnAadn 1 kauepa eivor tomobeTnuévn
HE TPOTO DMGTE VO TPOGOUOLDVEL TO LATier ToL Talytn. H kivnomn g kdpepag emtrvyydveron pe
TN XPNON TOL TOVTIKIOV. METAKIVOVTAG TO KIVEITOL KOt 1) KAUEPX TPOG avAaAoyn Katevhuvon
KaAvTTovTog £va edio 360 polp®dv. 1o KEVTPO TG EIKOVAG VITAPYEL LOVILLOL Lot AEVKT) KOVKida,
o6t0y0c. Otav avt) mepdoel TAVE and £va AVTIKEILEVO [ TO OO0 O YPNOTNG Umopel va
dwdpdoet petatpénetal o€ kKOKKIvT. [latdvtag apiotepd kKhik divetal 1) evioAn dddpacns. Me
avtOéV TO TPOTO O TolyTNG UmOopel va avOolyOKAEIGEL TNV TOPTO. TOL MAOTNPIOL KOl TWV
TOVOAETOV MOOTE Vo €GEADEL GTOVG GLYKEKPIUEVOLS ympovg. H pévn moépta mov eivon
KAEW®UEVN €Vl VT TNG UTPOGTIVIG OPLOTEPNS TOVAAETAG, GTIV OTO1a O YPNOTNG OV UTopEl
va e16éA0el. Ydpyet avarloyn kOKKIvn £VOEIEN oTa PAOTH doESIUOTNTOC Kot TV KAEWDapLA
me. [Matovrog to TAnktpo “Escape” emotpépel oto apyikd menu. Otav ypfotng UmeL 610
mAoTNpLo epeaviCetot £va P VUL TO OTTOT0 TOV TOPATEUTEL VAL TOTNGEL TO TANKTPO “F” dote
va petafel ot oknviy Tmong. Me ta TAKTpa W,S pmopet va KatevBovel 1o aepomidvo Tpog
To TAVO N TPOG TO KAT® evVA pe Ta TANKTpa 3,5 de€id kot aprotepd. H avlopeiowon g
TayOTNTOG YiveTon HE TO aploTePO Kol To deEL TANKTPO TOL TOVTIKIOV. TEAOG, pE TO aploTePO
aAktpo “Alt” yivetar ypfion T@vV agpoOPpevOV. T MEPITTOON TOL TO AEPOTAGVO TECEL OTN

fBdlacca 1 o xpnotng moTnoel To TAnkTpo “Escape” yivetar petdfoocn oto apyikd Menu.

YOpUTEPACNOTA
H minbopa tov teyvikov kol tov odvletwv pebodoroyidv povieromoinong pmopel va
UTEPOEYOLV KOl VO ATOTPEYOLV Evay VEO POt Vo aoyoAindel o PaBog e ToV cuYKEKPLUEVO

topéa. Qotdc0, M KATOVONON TOLG Kot 1 TPPN e To aviikeipevo, Ba Bondncovv e évav
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OPYOVOUEVO KOL OPIUO KOTOUEPICUO TOV €PYACIOV, oL Oa PeAticTomomGel TOV YPOVO
Topoy®YNS Kot Bo ddoel mEPIGGOHTEPO YDPO GTNV OVATTLEN TNG ONUOVPYIKOTNTAG KO TNG
KaAltexvikng Ekgppaonc. Eivatl onpoavtikd, 6’ autdv tov chvOeto kot avstnpd TeXVIKO Topéa,
0 OYEOOTNG-KOAMTEXVNG VO TEPOUATIOTEL UE TIG OLLPOPETIKES TEYVIKES, epyoieio Kot
TPOYPAUUOTO, PLE GTOYO VO SIOUOPPDOGEL T O1KN ToL peBodoroyia, TEXVIKN Kol VO KATOPEPEL
VO 0ITOOMGEL TNV TPOGMTIKN TOV OGONTIKN ¥pOold 6T EPY0 TOV. ZVYVA, 1| TPLGOACTUTN TEXVN
OLYYEETAL EGPOUALEVA UE TNV AVTIANYN OTL TOPAYEL LU0 TUTTIKT), OLOKPLTH KO EVIOio oloONTIKY).
H avtiinym avt) €xet onuovpyndel Adyo g agopoiwong g and 1t Prounyovio tov
Oedpatog. Ot gupOTEPEC AMALTIOELS TIS QYOPAS £PEPAY GTO TPOCKNVIO TNV OVAYKN Yo TN
onuovpyia vog pEcov mov Ba pTopovoe Vo AVOTAPAGTHOEL TEPPAALOVTA, OVTIKEIHEVO Kol
oLVVONKEG HE PEAMOTIKODG OPOVG, MOTE Vo, Letmbel To kK6oToG Tapaywyns. To poAo avtd €xel
vioBetnoel o 3D oyedacudc. Qotdc0, ot ePaproyég Tov PEcov givor aveEaviAnteg kot m
e€EMEN g Tervoloyilog £€xel emTPEYEL GTOV KOAMTEYVY, MHE Tn ¥pNom okoun Ki evog
oupPatikod VTOAOYIOTH, VO, OTTIKOTOW|GEL KOl VO OITOOMGEL, GYEOOV OTIONTOTE UTOPEL Vo
@avtoaotel. Ommg 6TIC EIKACTIKES TEXVES, VO KOAALTEXVES TTOV TOVG TIBETAL VO ATOdMGOVY Eva,
Koo {nrovpevo, Ba KaTaANEOLV G€ dVO OLOPOPETIKES KOt LOVAOTKES ONILOVPYIES, £TGL KAl OTNV
O OVOTNPA PEQMOTIKY] TPLGOAGTATY ATOTVTMOY] €VOG OVTIKEEVOL, Ba mponynbel o
TELEIWG OLAPOPETIKT EPELVA, TPOKTIKN KOl TPOGEYYIGT] VAOTOINGNG, LETAED OVO GYESOGTAOV.

AVOKEQAANIDOVOVTOC, 1| TaPoVGO €pyacio €xel WG OTOYO TNV MAPOLGINCT TOV SAPOPWOV
TEYVIKAOV Kot LeBOSOAOYIDV, DOTE Vo SlELKOAVVOLY Kdmolov mov Ba NBele va acyoAnOel pe
TOV GUYKEKPLUEVO TOUED VOL EKPPACEL TTLO EDKOAN TIG KOAAMTEYVIKES TOV 10€€G o€ Pdbog ypdvov.
TéNog, TOV TPOTPEMEL VO AVTILETMOTIGEL TNV TPIGOIAOTOTI LOVIEAOTTOINGT ooV HEGO EKQPOCNG

Kot Oyl oav amAd epyaieio avamapaywyns Bedpatos.
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generatingcomplex-procedural-terrains-using-gpu https://unity.com/ray-tracing

https://cqicoffee.com/blog/2018/01/unity-real-time-rendering-vs-offline-cqi

https://oneirosvr.com/real-time-rendering-vs-offline-rendering-in-architecture/

https://www.chaosgroup.com/blog/real-time-ray-traced-and-rasterized-rendering-explained

https://conceptartempire.com/uv-mapping-unwrapping/

https://www.chaosgroup.com/blog/understanding-metalness

https://academy.substance3d.com/courses/the-pbr-quide-part-2

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

https://docs.unity3d.com/Manual/optimizing-draw-calls.html

https://docs.unity3d.com/Packages/com.unity.render-pipelines.high-
definition@7.1/manual/Override-Physically-Based-Sky.html

Hoapaptnpa
EspaceMenuActivator:
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.SceneManagement;

public class EspaceMenuActivator : MonoBehaviour

{

void Update()

{
if (Input.GetKeyDown(KeyCode.Escape))

SceneManager.LoadScene(0);

}
void Start()

{
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Cursor.visible = true;

Cursor.lockState = CursorLockMode.None;

LevelLoader:

.using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;
using UnityEngine.Ul;

public class LevellLoader : MonoBehaviour

{

public GameObject loadingScreen;
public Slider slider;

public Text progressText;

public void LoadLevel (int scenelndex)

{

StartCoroutine(LoadAsynchronously(scenelndex));

¥

IEnumerator LoadAsynchronously (int scenelndex)

{

AsyncOperation operation = SceneManager.LoadSceneAsync(scenelndex);

loadingScreen.SetActive(true);



while (loperation.isDone)

{
float progress = Mathf.Clamp01(operation.progress / .9f);

slider.value = progress;

progressText.text = progress * 100f + "%";

yield return null,

}
}
}
MainMenu:

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

using UnityEngine.SceneManagement;

public class MainMenu : MonoBehaviour

{
public void PlayGame()

{

SceneManager.LoadScene(SceneManager.GetActiveScene().buildindex + 1);

¥
public void QuitGame()

{
Debug.Log("Quit");
Application.Quit();

45



Mouse refresh:
using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class mouse : MonoBehaviour

{

/I Use this for initialization
void Start ()

{

Cursor.visible = true;

Cursor.lockState = CursorLockMode.None;

// Update is called once per frame
void Update ()

{

Raycast:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;
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public class DoorRaycast : MonoBehaviour

{
[SerializeField] private int rayLength = 5;

[SerializeField] private LayerMask layerMaskInteract;

[SerializeField] private string excludeLayerName = null;

private MyDoorController raycastedObyj;

[SerializeField] private KeyCode openDoorKey = KeyCode.Mouse0;
[SerializeField] private Image crosshair = null;

private bool isCrosshairActive;

private bool doOnce;

private const string interactableTag = "InteractiveObject™;

private void Update()

{
RaycastHit hit;

Vector3 fwd = transform.TransformDirection(Vector3.forward);

int mask = 1 << LayerMask.NameToLayer(excludeLayerName) |

layerMaskInteract.value;

if (Physics.Raycast(transform.position, fwd, out hit, rayLength, mask))

{
if (hit.collider.CompareTag(interactableTag))
{
if ("doOnce)
{
raycastedObj =

hit.collider.gameObject.GetComponent<MyDoorController>();

CrosshairChange(true);
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isCrosshairActive = true;

doOnce = true;

if (Input.GetKeyDown(openDoorKey))

{
raycastedObj.PlayAnimation();
¥
¥
}
else
{
if (isCrosshairActive)
{
CrosshairChange(false);
doOnce = false;
}
}

void CrosshairChange(bool on)

{
if (on && 'doOnce)
{
crosshair.color = Color.red:;
}
else
{
crosshair.color = Color.white;
isCrosshairActive = false;
}
}
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DoorController:

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

using UnityEngine;

public class MyDoorController : MonoBehaviour

{

private Animator doorAnim;

private bool doorOpen = false;

private void Awake()

{

doorAnim = gameObject.GetComponent<Animator>();

b
public void PlayAnimation()

if ('doorOpen)

{
doorAnim.Play("DoorOpen*, 0, 0.0f);
doorOpen = true;

¥

else

{
doorAnim.Play("DoorClose", 0, 0.0f);

doorOpen = false;
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Game Over:

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.SceneManagement;
public class game_over : MonoBehaviour

{
private void OnTriggerStay(Collider other)

{
if (other.gameObject.tag == "Player™)

{

SceneManager.LoadScene(0);

Press “F” to fly text:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul,

public class PressF : MonoBehaviour

{
public GameObject UiObject;

void Start()

{
UiObject.SetActive(false);
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void OnTriggerStay(Collider other)
{
if (other.tag == "Player")

{
UiObject.SetActive(true);

}

else

{
UiObject.SetActive(false);

void OnTriggerExit(Collider other)

{
UiObject.SetActive(false);

Press F change Scene:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class FlightSceneLoader : MonoBehaviour

// Update is called once per frame
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private void OnTriggerStay(Collider other)

{
if (other.gameObject.tag == "Player" && Input.GetKeyDown(KeyCode.F))

{

SceneManager.LoadScene(2);
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