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2xedioon Ko AVATITUEN EvOC OAOKANpwHEVOUL Tplodidotatov MepiBdAloviog o WebGL

Péotag ABavaoiog M2012050

ETuAETTov: MuAwvag Poif3og




EI2AIMQIMH

TexvoAoyia, HAEKTPOVIKOC YTIOAOYIOTAC KAl AVAYKEC :
[MpooOop0oIwaTN PUOIKOL TIEPIBAAAOVTOC
OTTTIKOTTIoINON OEAOUEVWV TTAIONC PLONC
> XEOIOOHOC PUXAYWYIKOU VAIKOU

[[€vvnaon TOL TOPE TWV PAPIKWY YTIOAOYIOTWV :
[TANPOPOPIKI + OETIKEC ETUOTAUEC + TEXVN
ATIOTEAECUOTO :

AIEEQYWVYI] EIKOVIKWV TIEIPAPATWV
lATPIKI], OEPOVOUTINYIKI KOl EKTTAIOELON
Biounxavia puxoywyiog




EI2AIMQIMH

loTOPIKA avadpou :
Bresenham's line algorithm

OpIouOC Pneiwv Ta oTtoio CLVBETOLV Hia €VBEIa YPAPUL HETAED
ONUEIWV

[Mpoypdaupata 2D/3D oxediaong
Agv aTalteital pobnuatiko vTtoBadpo
ATIAODOTELON TOL GXEDIACHOU PYNPIOKWY YPAPIKWVY

'Ekpnén Blopnxaviag
> UEPD
[Mpooopoiwaoelg, OTITIKA @€, BivteoTtaixvidia
Software + Hardware = Virtual / Augmented / Mixed Reality




2KOMO2 EPTAZIAZ

Elcaywyr] 0ToV TOPED TOU OXESIAOUOU EIKOVIKWVY KOOUWV
Mapovaioon :
Epapuoywv
[TPOCOUOITEWVY
BivteoTtaixvidiwv

VR /AR / MR
AloBeaipwv epyaAeinv (Low Level / High Level)

Texvikwv avartuénc ( Game Engine Architecture )
AVTIMETWTIION OLYXLONG APXAPIWY OTOV TOUED




MEOOAOX

[pa@IKa YTIoAoyiotwyv + Yuxaywyia =
EIKOVIKOI KOO Ol
Bivteottaixvidla :
Real-time interactive agent-based simulations

[Mapovaoiaan OAOKANPWMUEVOL TPICAINCTATOU TIEPIBAAAOVTOC :

> xedloopoc First Person Bivieortaryvidiov
Javascript + WebGL + BabylonJS




MEOOAOX

ATIO TNV OpenGL otn WebGL :

C++ vs Javascript/HTML/CSS
Hardware Accelerated DAIKO 0TO d10QIKTUO
EUKOAOTEPN AVATITUEN AOYIOUIKOU

Browser 1tapExel out of the box :
Rendering Context ( Canvas )
Controller Events
User Interface
Debugger !!!




MEOOAOX

ATIO TNV WebGL oto 1tAaiolo BabylonJS
WebGL :
[TapOPEVEL XOUNAOL ETUTIEOOU
ATtaitovuvtal abstractions
AUVOKOAN avaTttuén aro 10 UnNodEv
BabylonJS :

Xpuon toun High kot Low level
Microsoft

[MANBwpa resources (documentation, examples,
tools)

Playground !!!




ANMOTEAEZMATA

First Person Shooter Videogame

AVOIXTOC KOOMOC PE 5 LTIO-ETTTIENO
5 dlaBEoiIpa OTTA
4 animated ex0poi

AVTIKEIMEVA (WIC, EVEPYEINC, TTUPOPOXIKWVY
AuvatotnTa avénong TaxLTNTOC

Heads Up Display




ANMOTEAEZMATA

2TOXOl TTaIXVIdIoL :

Eovdetépwan exBpwv oto overworld
Mpoofaon oTo XwPIo
EoudeTEpwan xOpwv eVIOC TOU
TeAoC TTaIXVISIoU !
XeIPIoPoC :
Mouse look
WASD
Shift-key sprinting
1-5 eTtIAOYH OTTAOU




ANMOTEAEZMATA
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ANMOTEAEZMATA




2 YMITEPA2ZMATA

EiKoVIKoi KOO Ol
ATIQITNTIKA N AVATITUEN TOLC ATIO EVO ATOUO
EpeuvnTIKEC EVKAIPIEC !
Tepaotia Blopynxavia !

AvATITUEN BIVTIEOTIAIXVIOIWV :
2 NUOVTIKI N ETUAOYI EPYOAEIWV
ALVOTOTNTEC OAAQ KOl ONUIOLPYIKOTNTA

Mo onuavTika Ta design patterns kKol N apXITEKTOVIKA TIOPA
TO EPYOAEIN KAI Ol TEXVIKEC




EPQTH2EIX : thanosre@gmail.com




EYXAPIZTQ !

Github Repository

https://github.com/ThanosRestas/Theasis

[nyec :
Mpa@ika kal Eikoviki Mpaypatikotnta, K.Mouotdkag, |.MaAiokag, A.Toakipng, A. ToRapag
Game Engine Architecture, Jason Gregory 2018
WebGL Programming Guide: Interactive 3D Graphics Programming with WebGL, Kouichi
Matsuda, 2013
Learning BabylonJS, Julian Chenard, 2017



https://github.com/ThanosRestas/Theasis
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