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EYXAPIXTIEX

Oa MBeha va guyoplotio® Tov EMPAETOV KOOMYNTH NG UETOMTUYIOKNG OVTNG
dwtpipng, Kabnynt k. ®ovvro lodvvn, yio v kabodnynon kot molvtiun Bondeid
TOV GTNV EKTOVNON NG EPYACIOG, KOOMG Kol Yol TIG YVAOGELS KOl VTOGTHPIEN TOV LoV

TpocéPepe koB’ OAN TNV d1dpKelo TN POITNONG LOV.
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HEPIAHYH

Evayyehog Evta&oémovAog tov NikoAdov kot g Mmipykit. MSe, Tunuo
[Mnpogopikng, Ilavemomuo loavvivev, lodiog 2016. «Amddoon moAlomADY
Opavopdrov (multifragment rendering) kot HeYAA®V GKNVAOV GE UNYOVEG YPOAPIKDOVY.

Emprénovrag: Iodvvng @ovvtog.

[Na ™y mopovca epyacio vAomombnkav aAyopiOpol amddooNg TOAAATADV
Opavopdtov A-buffer, K-buffer teyvoroyiog pe t yprion Aoywspkov Lightweight
Java Game Library kot YA®ocog mpoypappaticpod GLSL. Apywd tapovoidleton pio
TEWPOAPATIKY]  ovykptik]  aflohdynon  tov  mpoovoeepouevev — pedddmv
noAvBpavopatikng anddoong A-buffer xor K-buffer w¢ mpog v amodotikdtnta
YDOPOV Kot ¥pOVOL. LT cuvEXELD TapatiBeTon 1) dtadikacio Kabdg kot pio EMoKOTNoN
TOV TPOPANUATOV TOV OVIHETOTIOTKOY GTNV Onuovpyia piog peyding vppiotkng
OKNVNG OmOTEAOVUEVNG a0 TpayHoatikd 3A povtéda, to omoio TPoépyovtal amod
AVOKOTOOKEVT 3A OVTIKEWEVOV HEGH QOTOYPUPLOV, KABDS TexvnTd 3A povtéla, ta
omoio.  dmuovpyndnkav pe epyodeia  ypagikadv. Télog moapovcidlovpe
ypnoonoinon piog térolag vPpdkng 3A oknvig otV TAATEOpua Ypaeikdv Unreal
Engine kot v amddoon Tng, Kol TN GLVOAIKY| GTOTIUNGY TV Tpoovapepeicmv

OL0OKOGIDV.
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EXTENDED ABSTRACT IN ENGLISH

Eftaxopoulos Evangelos, MSC, Computer Science Department, University of
Ioannina, Greece, July 2016, «Multifragment redering and Large scene creation in
graphics enginesy.

Thesis Supervisor: loannis Fudos.

We consider two aspects of rendering. First, we study the problem of rendering all
surfaces in a 3D scene (even the hidden ones) by implementing and comparing two
well-known multifragment algorithms by using as development platform the
Lightweight Java Game Library, and GLSL shaders. The purpose of this line of work
is to compare the quality of the final result and the efficiency of mesh rendering, for
order independent transparency. Then we consider the problem of building a large
three dimensional scene that contains actual (reconstructed objects) and artificial
components by using of a game/graphics engine. The workflow for achieving this task
is presented along with, setbacks, issues and solutions related to the magnitude of the

scene and the compatibility of the modeling formats employed.

More specifically, for the rendering we have implemented transparency for two
commonly used models, the Stanford Dragon and Bunny, as well as a third terrain
mesh used in the aforementioned video. A key difference between the two algorithms
is that A-buffer has an unlimited depth, resulting in potentially unlimited memory
requirements, whereas the K buffer works with a fixed K depth value, where K
represents the amount of fragments stored.. For K-buffer we have conducted
experiment with three depth values K=10, K=5, K=2. The depth level on A-buffer

used was 16, since the largest overall mesh depth does not exceed 10.



v

A-buffer provides very good visual results, with the transparency visualizing every
surface in the scene. This results in high memory requirements and decent fps.. The
results of the three different K values, the algorithms result in varying visible quality
depending on the value of depth. A-buffer provides smaller fps and requires more

memory as compared with the K-buffer,

In the second part of this thesis we report the development of a large scene, depicting

the area of Meteora through time,

For the Meteora area we have used models reconstructed from aerial photos from an
unmanned aerial vehicle (airplane) and from drones. The models were edited for

missing parts and were disseminated for use in the graphics engine.

For the artificial part of the scene we have used several Unreal assets, third party
models, and modeled developed in house. To produce the stereoscopic video we have
used a set up of two virtual cameras in the Unreal engine and a third camera that
capture their result side by side. The end result is a video of 3840x1080p, so in
stereoscopic playback devices the output for each eye is 1920x1080p, with a
framerate of 60 fps.

During the final production of the video, through the video editing software, 39,000
images were created for the 10-minute length with each image resolution at
1920x1080 and size around 7Mb. We present running time information for each part

of this process.



KE®AAAIO 1. EIZATQI'H

1.1 TToAvBpavopoTIKY ATOS06T GKNVIG
1.2 Am6doom peydAng oKNvNG e UNYOVY YPOOIKMV

H epyoacio eotidotnie oe dV0 AVTIKEILEVO GTO YDPO TOV YPUPIKAOV. ZVYKEKPIUEVO,
apywd efetdoape TV omdO0oN  TPIGOUCTOTOV OKNVAOV HE TNV XPNoM
noAvOpavopotik®v  ahyopiBuwv kol ovykpivape tovg  OAYOplOHOVG  TTOV
YPNOOTOWNONKOV OCOV apopd TNV OmAS00T. XTr GLVEXEW OVOQPEPOVUE TNV
eumepio pog amd tn Ooadikocion onpovpyiog MG HEYAANG OKNVAG O UNYOVN
YPOPIKAOV 1 OToilo TEPIEYXEL TPAYUOATIKA OAAG KOt TEYVNTA HOVTEAN KOl TNV TEMKN
napaywyn otepeockonmikov Pivieo. [Mapabétovpe Aowmdv apykd v vAomoinon TV
alyopiBumv yio TV omddmoT TV LOVIEA®V KOl OVOPEPOVLE TOVG TEPLOPICUOVS OAAL
KOl TO, TAEOVEKTNOTA TOL KdOe aAyopiBuov mov ypnoyomomdnke. Ztn cvvéyewn
napadéTovpe to Prpato ONpovpyiog TG OKNVAG OTN UNXOVI YPOPIKAOV LE EKTEV
emeENynon Tov ePYOrEi®V Kol TNV ¥PNon Yo TN ¥PNON TOLS Yo TNV EMIALCN TOV

TPOPANUATOV TOV AVTIUETOTIGTNKOV

1.1 IToAvBpavopatikny amddoon oknvi|g

2V EMOTAUN TNG TANPOPOPIKNG, KOl GLYKEKPIUEVO GTO YPAPIKE VTOAOYIGTAV,
&xouv vmapler mWOAAEC TpoomABeEleg Yoo TNV KAAVTEPN OomOO00N TPLEOIACTATOV
HOVTEAMV HE TO WIKPOTEPO OLVATO KOGTOG HUVIAUNG KOU TNV UEYAALTEPN OvVOTN

amOd00|, GE GYECT LE TNV TOALTAOKOTNTO TG GKNVIG.



H oanddoon tpiodidotatwv HOVIEA®V HE TN XPNOT TPOYPOUUAT®V LTOAOYIGTAOV,
ovopdleton Rendering. Xe avtifeon pe 1o mapelBdv, 1 eEEMEN TG TeYvOLOYiOG Kot 1
gloaymyn tov shaders otV amdd00N TPIGOACTATOV HOVIEAWDV KATECSTNOE TAEOV TN
coMvoorn ¢ anddoone (rendering pipeline) mpoypappaticun ce TPOYHOTIKO
YpOVO. XNV Tpokeévn tepintwon ypnoyoromcape shaders yio tnv vionoinon 600
nefddmv anddoonc, ot omoieg eivor ov A-buffer kot K-buffer. Kabdg, opme, éxovv
JLPOPETIKA TAEOVEKTNLOTO KOl TEPLOPLGHOVS, CLYKPIVOLE TNV ATO0CT| TOLG GTNV
amOd00T TOL 1010V HOVTEAOVL, KOl MO CLYKEKPLUEVO Ylo TNV amdO0oT Olopavelog
tonov Order Independent Transparency (OIT) néveo oto povtéro. H viomoinon tov
shaders &ywe melpapoticd oe mepipaiiov Lightweight Java Game Library, ka0dg dev

elye vAomomBel 610 TOPEADOV.

[Mopakdtm, oto kepdlato 2, Ba TapateBodv otoryeia VIOPabdpov, MGTE 0 AVAYVAOGTNG
va e€okelmBel pe Tig £vvoleg ™S TOAVOPAVGUOTIKNG amddoons, TV shaders kot twv
VIOAOITOV gPYaAEi®V TTOL ypnolpwonombnkay. X10 ke@dioto 3 Ba yivel avolvTiky
emeEnynon g odikaciog vAomoinong tev alyopibumv Eexwplotd Yoo Tig 600
nedddovg (A-buffer,K-buffer), kot télog po cvykpion peta&d tov dvo pe v

TOPADEST) TOV ATOTEAECUATMV TEWPOUATIKNG ATOTIUNONG TOVG,.

1.2 An6doon peyaing oknvi|g HE UNYOVH YPUPIKAOV

To Oedtepo okéhog NG epyaciag omoteAeitan amd T  Onmuovpyio  €vog
oTEPEOOKOTIKOD Pivieo peydAng Owbpkelag He TN ¥pNomn Unxovng ypaeikov. To
YOPOKTNPIOTIKO TNG €V AOY® GKNVNG, TEPAV TNG OTEPEOCKOMIKOTNTAG, vl 1) HEYAAN
noAvmlokotntd ¢ [T ocvykekpuéva, kabmg 1o Pivieo apopd mapovsioorn g
TEPOYNG TOV METEMP®Y, 1 OKNVI OmOTEAEITOL OO TPOYUATIKE TPLoddoTaT
LOVTEAQ TO. OTTOT0 OVALOTLIOVPYNONKAY OO POTOYPUPIES TNG TEPLOYNG, KOl TEXVNTA
HOVTEAD TPLOV  OlOCTACE®MY, KOTOOKEVACUEVOV UE  €PYOAElD  YPOQIKDV, LE
amotédecpo To péyebog TG oKNVNAG var elval avTioTolyo HE TNV TPOYUOTIKY £KTOOT
™m¢ mepoyns. H unyovn ypaewodv mov ypnoipwonombnke eivar 1 Unreal Engine, 1)

omoia amoteAet Eva amd ta Pacikd epyalein TOPAy®YNS TPIGOAGTATOV TEPLEYOUEVOU.



Y10 Ke@AAato 3, Ba mapoateBovy Evvoleg TOV APOPOVY TN dMovpyio HoG TETOL0G
OKNVNG, KOOGS Kot MeENYNON TV EPYOAEI®V TOV YPNGILOTOONKAY. XTN GUVEXELD,
010 kePdAato 4 Ba yivel avdAivon g dadtkaciog Kot EneENyNon Tov PNUATOV TPog
TNV TPOYUATOOT TNG OKNVNG, KoOMDG Kol To TPOPANUOTA TOL TPOEKLYAV KOl 1)
emilvon tovg. Télog, oto Ke@AAato 5 Ba yivel pia cuumepacatiky GuINTNON CYETIKA

LE TNV TEAMKN aOd00T TNG OKNVNG, KAOMDS Kot T TEXVIKA YOPOUKTNPIOTIKA TNG.



KE®AAAIO 2. YIIOBAGOPO

2.1 Rendering

2.2 Shaders

2.3 Order Independent Transparency (OIT)
2.4 Lightweight Java Game Library (LWJGL)
2.5 Unreal Engine

2.1 Rendering

2V EMOTAUN TNG TANPOPOPIKNG, 1 ATO00T YpuPK®V ovopdleton rendering. '
™V eniteLEn TG AmAd00MG YPAPIKAOV akoAovBeiTal (o dtadikacio fnudtov 1 onoia
ovopdleton rendering pipeline (BA. Zynuoa 2.1). Ta Bacwkd Prpatd g eivar apykd 1
oLALOYY TV vertices (KOUP®V) kat 1 dnpovpyic TV POSIKOV TOAYOVOV BACEL TV
vertices 6to OmTIKO medio TOov Beotr Ko akolovbel o vmoAoyloudg TV normals
(kdBetv Sovuopdtev) TV TOAVYOVOV Kol TV kOpPov. Yotepa yivetar TO
rasterization 1o omoio ‘“ywpiler” v oknvy o€ Opavdopato Kot TEAOG
npoypatorotovvion ta fragment operations, 6mov to. Opavdopato cuvovalovtatl Kot
yvivovtan pixels. H colvoon miéov eivar mpoypappoatiown kabdg vmdpyet M
duvatodt o avantuéng mpoypappdtov (shaders), To omoio UTOpPOVLV GE TPAYUOTIKO

YPOVO VO TPOYUATOTOLOVV AEITOVPYIEG TAV® GTO vertices kot To Opavouatoa.

Ocov aeopd tovg shaders, yevikd avagepouevol, givor TPOYPAUUATO TO OTOio

EMTPEMOVY TNV TAPUYOYN TOV OTOUTOVUEVOV EMTEOOV YPDOUATOS GE LKL EKOVO 1)



oV €My HoG TAEOV Yo T dNpovpyic EWOIKAOV @€ ALY Kol 6TO post-prossessing
TtV Bivteo. H onuocio g dmapéng T@v Tpoypoppudteov autdv YKELTOL 6TO YEYOVOS
TOC TPOSPEPEL TOAD peydrho Pabud eveléiog, divoviag T dvvatdtnto, GUeECNS
eneepyaciog Kol Tpomonoinong He  ypNon oiyopifuwv, Kot KTl GUVERELD TOV
npoypoppatiopd tov rendering pipeline pe mdpo moAAEC dvvaTOTNTEG KO ETAOYES

amOd00NG TPLOOIAGTATMV LOVIEAMV.

[ZvMoyﬁ vertices } [Xpwuatwuég Pixel}
Anuovpyia Pacikmv

nwovpyia. foo =——> | Rasterization
TOAVYOV®OV

Yynpa 2.1: Rendering Pipeline

2.2 Shaders

Ot shaders sivar Tpoypappotoa to omoio ypaeovTot yio vo ETeEePyacTovV OUAdES amd
otolyela TavuTdYpova, OTmg Kabe pixel oe pia meproyn g 006vnc N Yo ke vertex
evog povtélov. H dvvatdtmra ovtr, o€ cuvovaoud pe v Omapén moALOTADV
rendering pipelines 6€ véeg KAPTES YPOPIK®OV, EMTPENEL TNV TAPAAANAT eneEepyacio
NG OKNVNG, TO 0moi0 PeATidVEL G€ PeyOAo PoBUd TV SIEKTEPOUMTIKY KOVOTNTA TOV
VTOAOYIOTN. ZT0 Telpapo avtd ypnopomomOnkay dvo €Wdmv shaders: vertex shaders
kot fragment shaders. 'Evog vertex shader evepyomoteitatl apéome Petd v elcoywyn
TV vertices 6to pipeline. Q¢ €icodo Aappdvel To vertices kol PHETA amd OTOLOONTOTE
eneEepyaoia, divelr og £€€odo mAnpogopia Béong tov kdbe vertex. ‘Evag fragment
shader evepyomoteitan apécwmg petd to rasterization Tng OKnVig Kol cav €l6000
Aoppdaver ta Bpavopato mov mapdyovtal. Q¢ €000 mopdysl TO YpOUA TOV KAOE

Opavopatog(PA. Zynua 2.2).



YvAhoyn vertices W Xpopaticpog Pixel W
Vertex shader Fragment shader
Anwovpyia Boowov | =——> [ Rasterization 1
TOAVYOV®OV

Yyqua 2.2: Tpoypappatioyo Rendering Pipeline

2.3 Order Independent Transparency (OIT)

"Eva 60okoA0 BEpa otV TANPOPOPIKN NTOV KOl TOPAUEVEL 1 ATO0CT] 0ANB0PaVOLG
JPAVELNG GE TPLOOIAOTOTO AVTIKEIHEVA. XVUVNO®MG N amddooT doeAavelng Yyivetan
ovvovalovtag OAeg Tig emipdaveleg o évav buffer. Kdbe emodveia, avdioyo pe v
T a value g, dnAaon éva Adyo (ratio) METASOONG TOL QOMOTOC, Oa@opel KkaOe
TpoLTapyov ypoUa, Kot Tpochitel Alyo amd 10 ypopa e [Na va yivel cwot
amodoon lvar amapaitnto N Kabe empdvela vo tpootebel e tasvounuévn oepd,
omoio. emmpedlel v opatdétTo N Un KaOBe emodvelng. H tagwounon opmg
YEOUETPIRG, ONAOdN TOV TOAVYOV®V, 6TO0 TP®TO Pripe Tov rendering pmopei va
amoPei moA ypovoPopa kot amattel TOAAOVG TOPOLS amd To cvoTNUe. Me TV xpnon
shaders eivar dvvatn n emitevén order independent transparency, kATl TOL oNUAivEL
TG TAEOV Oev ypeldletor 1 TaEvOUNoN TOV TOAVYOV®V GTNV apyn, Yot pe v
xpron tov fragment shader n ta&vounon yivetaw og eminedo Opavcopartog yio kébe
pixel, petd to Pnpa rasterization 1o omoio £xel eovel oAV Mo amodotikd [Maule et

al., ’11].

2.4 Lightweight Java Game Library

H LWIGL e&ivar pua open source BipAtodnin yia tn yYAOGGO Tpoypappoticpoy Java, 1
omoia mapéyel vwootNPEn Yoo GAAeg PipAtodnkeg dnuovpyiag ypapik®my. O oKomdg



onuovpyiag TG NTOV Vo TAPEXEL GE TPOYPUUUOTIOTEG TPOSPACT o€ TOPOVS Kot

epyoreia ta omoia EAewmay 1 dev Aertovpyohoov cwotd 6To TEPPAALOV TG Java.

2.5 Unreal engine

Oocov agopd ™ onpovpyio g LEYEANG GKNVIG, LE TNV TPAOSO TNG TEXVOAOYING TMV
YPAPIKAOV, avortoydnkav epyaleio dnpovpyiag avantuEng TPLodIoTOTOV GKNVOV.
Avtd ovopdlovtol Unyoveég YPOEIK®V Kol TOpEYOVV TOAAEG Aeltovpyieg yio nv
avdmtuén moldmlokov mepiexoopévov. H kuplapyn unyovn ypoeik®mv tAéov gival 1
Unreal Engine. Eivot ypappévn oe yAdooa C++ kot pmopei va mapaéetl Bivieo kabmg

Kot O100paoTIKO TEPIEXOUEVO Y10, OAO T YVVMOGTO AEITOVPYIKO GLUGTYLLOTAL.



KE®AAAIO 3. YAOIIOIHXH AATOPIOMOQN
HOAYOPAYXMATIKHX AITOAOXHX

3.1 Ewcoyoywd
3.2 Yhomoinon alyopiBumv
3.3 [epapatikn amotipunon

3.1 Ewoayoyika

210 TEPAGHO TOL ¥POVOL KOl UE TNV GLVELINTOTOINGT TNG ONUAGING TNG WYNOLOKNG
OMTIKOTOINONG, VINPEE HEYOAO EVOOQEPOV KO EVIATIKY] £PELVO LE OKOTO TN
Bértiomn dnuovpyia tpiodidotatmv poviéAov Pdcet tov chyypovov ovd To £
VAKOU Kot amodoTIKOTNTOG TMV NAEKTPOVIK®V vrtoAoylotdv. H mpotn avagepbeica
npoonddeia, n omoia ovopdotnke Z-buffer 1 aAlung buffer fdBovg, apopovse Tov
EVTOMIOUO Kol amobnkevon tov PBdbovg evdg mapayduevov pixel, z cuvteTaypuévng,
Kol TNV TOmMOBETNON TOL O GUVIETOYUEVES X, Y. AvTtd Ponbd ommv mepintwon
amodoong 000 avikelpwévov oto 0o onuelo, ovykpivovtag to Pdbog tov KdAOe
Opavopatog Kot TapaAeimovtog ekeivo mov eivar Babdtepa kot emkaAVTTETOL OO TO

eyyotepo [Catmull, ‘74].

[Tovo ot ovykekpiuévn  pébBodo Poaciotnrov mepoltépm £pguves Yo 1
BeAtiotomoinon NG  YNOKNG OMTIKOTOINOoNG HOVTEA®YV, meplopilovtag To
npoPAnuata mov mapébete n mpokabopicuévn péBodog Pdbove, ekpetaAlevdpeveg

mv ovveyn e&éMén g teyxvoloyiog. Bdoel twv mpoavapepBeicdv  epguvav



oyxeddotnkav ot arlyopiBpor A-buffer [Carpenter, ‘84], kar K-buffer [Callahan, ‘05],

01 OTtO{01 [LOG OTTOGYOANGAV GTO GUYKEKPUUEVO TTEIPOLLLAL.

3.1.1 A-buffer

O A-buffer (anti-aliased, area-averaged, accumulation buffer), eivar évog yevikoc
KPUQOOG Unyoviopos, wovikos yio HY pe eikovikr] pviun péong kiipoaxog. Emilvet to
0épa g opatdTTag HeTaEh avBaipeETO TOTOOETNUEVOV OVTIKEILEV®OV OTOLGONTTOTE
dpavelng, omd undevikn £mg TAPove, kKabmg kat dutepvopevey. O aiyopiBuog A-
buffer BeAtuidvel v amddoon TG TEMKNG TOOTNTAS TNG EIKOVAG GE GXECN UE TNV
uébodo Z-buffer. Avtd cvpPaivel emedn emexteivel v mpokabopiopévn pébodo Z-
buffer, otnv omoia amoBnkevetar udévo 10 Bpavcua mov PpickeTar £yyvtepa GTOV
Beatn, Kot amotedel TV TpdOTN PEBodo ov aypaAiwtilel 6ha ta Opavcpata ava pixel
oe gubelo kdBetn 010 omTKd medio ypauun. To ev Adym Bpavouata amrodnkevovton
oe Moteg ovvdedepéveg ava pixel katd ) dbpkeln TG omdO0oNG YEMUETPIOG TOV
HOVTEAOV. XN ouvéRe AapPaver yopo owdwkocio, petd v tafvounon tov
OpavoudTmv, 1 omoila To. AVAdIOPYAVAVEL GUUP®VO e TOo BaBog tovg[Carpenter L.,

‘84].

O oaAlyopiBuoc A-buffer ypnowomotel 600 TOHMOLG dedopévev Yo v EMTOYEL TO
emBounto amotédespa. H pa doun mepiéyet tiun Bébovg Z kot Tiun ypoHOTOS Kot 1
devtepn mepiéyet Opavoparta. To Bpavopa eivar Eva TOADY®VO amd Tn YEOUETPiO TNG
OKNVNG TO omoio £xel xwplotel kaTd T Asttovpyia rasterization TNV COAMV®OCT| TOV
rendering Kot avTioTolloTeL 6TO OpLa £vOg pixel g 086vng. O adydpiBpog Ta déyetan
¢ €l00d0 og AMota 1 omoia €xel To0 péyebog g teMkng oknvnig. Kabog n Adota
nePLEXEL OAOL T GTOLYXELDL TG OKMVNIG, YiveTal 1 TaStvounon g cOHeva pe To Babog

Z xdBe Bpavopatog.

H to&wvounon ovpoovo pe v tun Z elvol omopoitntn yu. ToV LTOAOYIGUO
dpavelag tng oknving. O LTOAOYIGHOG S1OPAVELNG AVTIKEILEVDV amortel KABE opatr|
Kot Ol0Qavig EMEAvVEL va glval TaStvounuévn He avtdv Tov TpOmo MOTE va yivel

o®GTHS VITOAOYIOUOG TOV TEAMKOD XPMUATOG TOV KAOE pixel.
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3.1.2 K-buffer

O alyopBpoc K-buffer apopd éva cuykekpyévo aptBud Bpavoudtov ovd pixel mov
amofnkevovtal ot VAU TS KAPTag ypagikdv. Me 1 ypnon  obyxpovng
TEYVOLOYIOG YPOPIK®V €xel omodelyfel OMOTEAEGUOTIKOG OTNV TOSVOUNON Kot
ovvbeon Bpavoudtov otig eWdkég mepurtooelg direct volume rendering. Qot6c0
TOALEG e@appoyég mépav Tov direct volume rendering amaitobv npocPacn e TOAAY
Opavopata tavtdypova. To mheovéktnua tov K-buffer €ykerton oto 011 emrpémet
ovykpion, taSvopnon, PEn kot amdppyn TV BpavcUdTOV 68 GUYKEKPLUEVN POT).
TowovtoTpdnme, OAC T EPE TOL OTOIN KOVOVIKA OITOUTOVV TOAAATAG TEPAGUATO TNG
veopeTpiag g oknvng pe tov K-buffer pmopovv miéov va mpaypotonombodv pe éva

uoévo mépaopaCallahan, ‘05].

O mpwtdtvmog A-buffer, O0nwg mpoavaeépOnke, amobnkevel OAd To EmEPYOUEVA
Opavopato oe pa Aiota 1 omoior OpmG oamontel pia v duvapel dmepov peyéboug
pniun. O tpomog mpocéyyong tov K-buffer apopd ommv amoBnkevon povo evog
OLYKEKPIUEVOL  aplBuod BpavopdTov, Kot AETOLPYElL HE TO GLUVOLOCUO TOV
VIoPYOVTOV Bpavcudtov Kot TV amdppyn HEPOVS ATV pe TV €Agvon véwov. H
TEYVIKY 0T UEUDVEL TIG OMOUTNOELS MUVAUNG Kol €ivol opKeTd omAn ®OOCTE va
evoouatmbel oe MON vrapyovoeg apyrtektovikés ypapikav. O K-buffer eivan
oVoloTIKE €vag TaStvountng pong Bpavoudtov, o omoiog Acttovpyel g e&ng. Ma
kdOe pixel, o K-buffer amoOnkever o otabepd K apBpod Opavopdtov. Kdabe
KOTOXDPNON TEPLEYEL TNV ATOGTOCT] TOV OpadoaToC amd to onueio BEaong, n onoia
ypnowonoteitor oe kot avénon taSvounon tov BpavcpdTov Yo cdvheon amd
UTPOGTA TPOG Ta Mo, Kot KAt  eAdTTon TaSvounon yio cvvBeon and Ticw Tpog Ta
umpootd. o v mepintmon chvheong mpog ta micw kdbe popd mov eppaviletar Eva
véo Bpavopa otov K-buffer, amokoldd v mpd Kotaympnon. Eival onpovio va
onuewmbel g ta Bpavopata opiov mpémel va xeplobodv 6moTd, Kot Umopohv va
ewoayBovv gite oty apyn tov buffer edv etvar eyydtepo, 1 610 Téhog €dv Ppicketal o

peyoAvtepo Pabog[Callahan, “05].

Mo Bacwn widtta tov K-buffer amotelel 10 yeyovdg mog pe v epedvion pog
oelpds Bpavopdtov tétole, oty omoio kdOe Bpavopa Ppioketor coe perasd K

Béoewv and ™ Béon tov oy tavounuévn oepd, Ba speavicel Ta Opavcpata o
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owot ogpd. Mg avtov tov Tpomo, pe éva pkpd K, o K-buffer pmopel va
ypnoworomBel yioo v tagwvounon pag oxedov tafvounpévng axoiovbiog n
Opavopdtov oe ypovo O(n). Ilpémer va onueiwbel mwg yww ™ obvBeon g

TpoavaPepOIeEVNS akoAovBiog elvar amapaitntn n vrapén K+1 Opavoudrov.

3.2 Yhomoinon AlyopiOpov

3.2.1 LWJGL

H Baocwn doun g vAomoinong tov TEPANaTos EEKIVAEL Omd TV OpYIKOTOiNoen TV
pvOuicewv yio Vv dnuovpyio TPLOAACTOTNG OKNVIG. AVTO GLUTEPIAAUPAVEL TIC
pvOuicelg Tov maPaBHPOL, GAAE WO ONUAVTIKE TNV OTEVEPYOTOINGCT KOATOU®V
npoemhoydv TG OpenGL. Xvykekpiuévo mpEmel vo yivel omevepyomoinon Tov
GL BLEND, 1o omoio eivatr vmehBvvo yio tnv tedikn pwién tov ypoudtov. Eriong
npénet va omevepyonomBei to GL CULL FACE 10 onoio anoppintel Opadouato to
omoio. ava@épovtal o©T0 TWow® pHEPOS oG empdvewnc. Télog mpémer  va
angvepyomombel xou 1o GL DEPTH TEST to omoio &ivar o mpoemileyuévog

alyopBpog g OpenGL ywo avayvopion Babovg Opavopatog(PA Zynua 3.1).

private void setupOpenGL() {

try {
Display.setDisplaytode(new DisplayMode(WIDTH, HEIGHT));
Display.setTitle(WINDOW_TITLE);
Display.create();

} catch (LWIGLException e) {
e.printStackTrace();
System.exit(-1);

}

GL1l.glClearColor(@.4f, @.6f, 0.9, @f);
GL1l.glViewport(@, @, WIDTH, HEIGHT);

glDisable(GL_BLEND);
glDisable(GL_CULL_FACE);
glDisable(GL_DEPTH_TEST);
glDisable(GL_STENCIL_TEST);|
this.exitOnGLError("setupOpenGL");

Yymua 3.1: Apywonoinon OpenGL
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2V ovvéyeln, YIvETOl 0 OPIGHOC KOl 0pYIKOTOinon TV PocKOV TVAK®V NG

OpenGL, projectionMatrix, viewMatrix kot modelMatrix(BA. Zyfua 3.2).

private void setupMatrices() {
prejectionMatrix = new Matrix4f();
float fieldOfview = 60f;
float aspectRatio = (float) WIDTH / (float) HEIGHT;
float near_plane = 0.1f;
float far_plane = 100f;

float y_scale = this.coTangent(this.degreesToRadians(fieldofview / 2f));
float x_scale = y_scale / aspectRatio;
float frustum_length = far_plane - near_plane;

projectionMatrix.me@ = x_scale;
projectionMatrix.mll = y scale;

projectionMatrix.m22 = -((far_plane + near_plane) / frustum_length);
projectionMatrix.m23 = -1;
projectionMatrix.m32 = -((2 * near_plane * far_plane) / frustum_length);

projectionMatrix.m33 = @;

viewMatrix = new Matrix4f();
modelMatrix = new Matrix4f();

matrix44Buffer = BufferUtils.createFloatBuffer(16);

Yymua 3.2: Apywonoinon Tvakov

To endpevo Prua éwvon n ewoaywyn tov povtédwv. Ta poviéla eivar TOmoL .obj TV
omoiwv 1 mAnNpogopio. eivar amobnkevpévn ¢ cvvietaypéveg vertices, faces ko
normals. ['ivetar parsing tov apyeiov kot amodnkevovtal ot TAnpopopieg o€ Tpeig
buffers évav yia kdBe TAnpogopio. Avti n teyvikn ovopdletan vertex buffer object.
Me avtiv v pnéBodo 1 eleaywyn g TAnpogopiog yivetor HOVO Hio Gopa 6T VAU

Ko LETA OV XPpedLETOL ) EMAVAPOPTMOOT) TNG.
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private void setup0BJ() {
model = null;
try {
model = OBJLoader.loadModel (new File(MODEL_LOCATION));
} catch (FileNotFoundException e) {
e.printStackTrace();
System.exit(1);
} catch (IOException e) {
e.printStackTrace();
System.exit(1);

vboVertexHandle = glGenBuffers();

FloatBuffer vertices = BufferTools.reserveData(model.getFaces().size() * 9);

for (Model.Face face : model.getFaces()) {
vertices.put(BufferTools.asFloats(model.getVertices().get(face.getVertexIndices()[@] - 1)));
vertices.put(BufferTools.asFloats(model.getVertices().get(face.getVertexIndices()[1] - 1)));
vertices.put(BufferTools.asFloats(model.getVertices().get(face.getVertexIndices()[2] - 1)));

vertices.flip();

glBindBuffer(GL_ARRAY_BUFFER, vboVertexHandle);
glBufferData(GL_ARRAY_BUFFER, vertices, GL_STATIC_DRAW);
glVertexAttribPointer(@, 3, GL_FLOAT, false, @, @);
glBindBuffer(GL_ARRAY_BUFFER, @);

glBindVertexArray(@);

vboNormalHandle = glGenBuffers();

FloatBuffer normals = BufferTools.reserveData(model.getFaces().size() * 9);

for (Model.Face face : model.getFaces()) {
normals.put(BufferTools.asFloats(model.getNormals().get(face.getNormalIndices()[@] - 1)));
normals.put(BufferTools.asFloats(model.getNormals().get(face.getNormalIndices()[1] - 1)));
normals.put(BufferTools.asFloats(model.getNormals().get(face.getNormalIndices()[2] - 1)));

}

normals.flip();

glBindBuffer(GL_ARRAY_BUFFER, vboNormalHandle);
glBufferData(GL_ARRAY_BUFFER, normals, GL_STATIC_DRAW);
glVertexAttribPointer(1, 3, GL_FLOAT, false, 0, 0);
glBindBuffer(GL_ARRAY_BUFFER, @);
glBindVertexArray(@);

modelPos = new Vector3f(e, 1.ef, -5.of);

modelAngle = new Vector3f(e, o, @);

modelScale = new Vector3f(@.2f, @.2f, 0.2f);
cameraPos = new Vector3f(e, -1, -1);

this.exitOnGLError("setup0Bl");

yua 3.3: Ewlcayoyn povtédov

Mo v evepyomoinon twv shaders yperdletor TpmdTa va yivel To compile Tovg, apov
TPOKELTAL Y10 aveEAPTNTO TPOYPAUUATO. AVTO €MTLYYAVETAL KAVOVTOG parsing To
owotd apyelo Kou pe Tig MO vmbpyovoeg evioAég gllinkProgram  kou

glValidateProgram yivetot 1 chvdeon ko to compile tov shaders(PA. Zynua 3.4).
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private void setupShaders() {
if (abuffer) {
progABclear = setupShader("src/NewTest/ABclear.vs", "src/NewTest/ABclear.fs");
progABrender = setupShader("src/NewTest/ABrender.vs","src/NewTest/ABrender.fs" );
progABdisp = setupShader("src/NewTest/ABdisp.vs","src/NewTest/ABdisp.fs" );
} else {
progABclear = setupShader("src/NewTest/Kclear.vs"”, "src/NewTest/Kclear.fs");

progABrender = setupShader("src/NewTest/Krender.vs","src/NewTest/KrenderNew.fs" );
progABdisp = setupShader("src/NewTest/Kdisp.vs","src/NewTest/KdispNew.fs" );

}

this.exitOnGLError("setupShader™);

}

private int setupShader(String VERTEX_SHADER_LOCATION, String FRAGMENT_SHADER_LOCATION) {
int pId = @;
int vsId = this.loadShader(VERTEX_SHADER_LOCATION, GL2@.GL_VERTEX SHADER);
int fsId = this.loadShader(FRAGMENT_SHADER_LOCATION, GL2@.GL_FRAGMENT_SHADER);

pId = GL2@.glCreateProgram();
GL2@.glAttachShader(pIld, vsId);
GL20.glAttachShader(pIld, fsId);

GL20.glLinkProgram(pId);
GL20.glValidateProgram(pId);

this.exitOnGLError("setupShaders");

return (pId);

Zyua 3.4: Apywomnoinon shaders.

To endpevo Prua apopd tnv onpovpyio TV Sopmv dedopévav To omoio Ba
ypnowonomBobv amd 7tovg shaders 7y va amobnkevtodv ot amapoitnTeg
ninpoeopiec. H déopevon pviung vy tovg adyoplBpovg yivetar o€ popon
texture2Darray xot texture2D. Ot ovo Oopég amofnkevovy Vv  amopoitnt
nAnpoeopia mov yperdletar o alyoplOpoc v vo Aettovpynoet. H texture2Darray
elvar o tpodidotatn doun amobnkevong dSooTdcE®V 6GO KOl 1 OVOAVOT TNG
006vng Kot faBovg 660 To PEYEBOS TS UVIUNG TOV VTOAOYLGTH TTOV lval dtabéoiun).
O tdmog dedopévav mov amobniedel eivar GL RGBA32F, 10 omoio amoBnkedoet
téooepig floating point Typéc peyéBoug 32bit. Ot Tpelg mpmdTEG €ival TIWES XPDUATOG
ditaéng RGB kot n tedevtaio Ba ypnoponombei yio amodnkevon tov Babovg. H
texture2D givor tng 110G popeng pe v mpoavapepbeioa, pe tnv dpopd va givol
010 0Tt givor dwidotatn. O tomog dedopévav mov amobnkedel eivar GL R32UI, 1o
omoio amoBnkevel o T tomov unsigned integer, eniong peyébovg 32bit, 1 omoia Oa

ypnoworomBel yoo v apibunon Kot v omobKeLSN TOV TEAIKOL aplOpoy TmV
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OpavopdTmv. Ot dvo dopég £xovv dGTACELS 16e¢ e TV avdAvon g 006vng, Yo va

VILAPYEL OvTIoTOLY IO TV BEcEmV TV Bpavoudtov pe Ta pixel g 006vng.

private void setupbuffer() {
if (abufferTexID == @)
abufferTexID = glGenTextures();
glActiveTexture(GL_TEXTUREO + 0);
glBindTexture(GL_TEXTURE_2D_ARRAY, abufferTexID);
glTexParameteri(GL_TEXTURE 2D _ARRAY, GL_TEXTURE MIN FILTER, GL_NEAREST);
glTexParameteri(GL_TEXTURE_2D_ARRAY, GL_TEXTURE MAG_FILTER, GL_NEAREST);
glTexImage3D(GL_TEXTURE 2D _ARRAY, @, GL_RGBA32F, WIDTH, HEIGHT, BUFFER_SIZE, @, GL_RGBA, GL_FLOAT, (ByteBuffer) null);
glBindImageTexture(@, abufferTexID, @, true, @, GL_READ WRITE, GL_RGBA32F);

if (abufferCounterTexID == @)
abufferCounterTexID = glGenTextures();
glActiveTexture(GL_TEXTUREL + 1);
glBindTexture(GL_TEXTURE_2D, abufferCounterTexID);
glTexParameteri(GL_TEXTURE 2D, GL_TEXTURE MIN FILTER, GL_NEAREST);
glTexParameteri(GL_TEXTURE 2D, GL_TEXTURE_MAG_FILTER, GL_NEAREST);
glTexImage2D(GL_TEXTURE 2D, @, GL_R32F, WIDTH, HEIGHT, @, GL_RED, GL_FLOAT, (ByteBuffer) null);
glBindImageTexture(1l, abufferCounterTexID, @, false, @, GL_READ WRITE, GL_R32UI);

exitOnGLError("bufferTex");

Zymua 3.5: Apyuconoinon pviung

H OpenGL avavemvelr kot kdvet render tv oknvn o€ KaOe frame. Emopévmg mpémet
oe k6Be frame va kKAnBoOv ot shaders. [Ipdta yiveTar T0 TEPAGHA TOV SOUMDY GTOVG
shaders pe v evtoAr glProgrammUniformli(). H kAinon tov shaders yivetar pe v
evtoAn glUseProgramm() kol oapéo®G HETA OAMOCTEAAETOL 1| EVTIOAN Yl VO YIVEL TO
render tov povtéiov, Omov kot kadoOvtor to vertex buffer objects to omoia

npoavepépape(PA. Zynua 3.6).

private void renderCycle() {
GL11.glClear(GL11.GL_COLOR_BUFFER BIT);

glProgramuniformli(progABclear, glGetUniformLocation(progABclear, "abufferImg"), @);
glProgramuniformli(progABclear, glGetUniformLocation(progABclear, "abufferCounterImg"), 1);
renderMesh(progABclear);

glProgramUniformii(progABrender, glGetUniformLocation(progABrender, "abufferImg"), 0);
glProgramUniformii(progABrender, glGetUniformLocation(progABrender, "abufferCounterImg"), 1);
renderMesh(progABrender);

glProgramUniformii(progABdisp, glGetUniformLocation(progABdisp, "abufferImg"), @);
glProgramuniformli(progABdisp, glGetUniformLocation(progABdisp, "abufferCounterImg"), 1);
renderMesh(progABdisp);

GL15.glBindBuffer(GL15.GL_ELEMENT_ARRAY BUFFER, ©);
GL20.glDisableVertexAttribArray(@);
GL20.glDisableVertexAttribArray(1);
GL30.glBindVertexArray(Q);

GL20.glUseProgram(@);

this.exitOnGLError("renderCycle”);

Yynupa 3.6: KAnon shaders
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Ot shaders yio va amoBnkevcovv OAN TV amopoitntn TANPOEopio KAVOLV VO
“mepdopata”’ g oknvig. Kdébe Opadopo amoppimtetor yioo vo pnv  vadpyet
napepPoin oto telkd amotédespa. Téhog, kdbe enelepyasio apopd pdvo Bpavouata

t0 omoia Ppiokovial og opatd onpeio.

210 MPAOTO YiveTor 0 KOOUPIOUOS TNG UVIUNG DOTE VO UMV TEPIEXOVTAL GKOLTTIOWL
YPNOLOTOIMVTAG TV €vTOAN imageStore() n omoia avabétel Tnv emBoun TP otV

avtiotoyn B¢om tov Opavopartog (BA. oynua 3.7).

void main(void) {
ivec2 coords=ivec2(gl_FragCoord.xy);
if(coords.x>=0 && coords.y>@ && coords.x<640 && coords.y<480) {

imageStore(abufferCounterImg, coords, ivec4(@.ef,e.ef,0.ef,1.0f));
imageStore(abufferImg, ivec3(coords, @), vec4(o.ef,e.of,0.6f,0.0f));

}

discard;

Eyua 3.7: Kabapiopog pviung

Y10 debtepo yivetar 1 amodnkevon g TANpoPopiog AV TV BpaLGUATOV 6TIG VO
Bacikég dopég mov avaeépdnkav vopitepa, pe v poévn dapopd 6tL o A-buffer
amoOnkevel O6ha ta Opavopota, eved o K-buffer oamobnkeder éva K mAnbog,
TPOKaOOPIGUEVO Omd TOV TPOYPOUUATIOT]. ApyKE yivetar ypnom Tng EVIOANG
imageAtomicIncWrap(). H gvtoAn avtn emitpénel v amobnkevon oty texture2D
évav avéovta apBuo yuo kabe Opavcopa mov gioépyetal otov fragment shader. Me
avTOV TOV TPOTO GTO TEAOG TOL “TepAcpotos” Ba €xel amobnkevtel To TANB0G TV
Opavoudtov mov avtiotoryobv oto ekdotote pixel. Emiong, katd v didpkela, o
abEmv aplBpdc vmodewkvoel kot to eminedo g texture2Darray oto omoio Oa
amoONKeLTEL 1) TYN YPOUATOG TOL OPUVGLOTOG, TO OO0 EMTLYYAVETAL LE TNV EVTOAN
ImageStore. Me avtdv tov Tpdmo 1 oknvn £XEL YOPIOTEL GE EMimeda, 1 TANPoPopia
TV Opavoudtov £xel amodnkevtel yio kdbe eninedo Kot T0 HOVO TOV ATOUEVEL ETvaL 1)
Ta&vOUNGY| TOVG Kot 1) TEAMKT amddoom g oknvig. To tpito Pripa dtapépet yia Tovg

dvo adyopBpovg (BA. Zynua 3.8).
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void main(void) {
ivec2 coords=ivec2(gl_FragCoord.xy);
uint bidx;
if(coords.x>=0 && coords.y>=0 &% coords.x<SCREEN_WIDTH && coords.y<SCREEN_HEIGHT){

bidx=imageAtomicIncWrap(abufferCounterImg, coords, K );
vecd abuffval;

vec3 col;

col=shadeStrips(fragTexCoord);

buffval.rgb=col;
buffval.w=fragPos.z; //Will be used for sorting

imageStore(abufferImg, ivec3(coords, bidx), buffval);

Zyqua 3.8: Arodnkevon Opavcudtov

3.2.2 A-buffer

10 10 TpiTo Ppa Tov akydpiBuov A-buffer, yivetar | ta&ivounon tov Bpavopdtov
Kot M WEN ToV YpORITOV cOUEOVE HE TNV Gepd TG Tagvounong Kot 1o TeEMKO
amotéAecpo.  omodidetar oto  Opavopa. Apywd YPNOUOTOUDVTIOS TNV  EVTOAN
imageLoad() otV texture2D Aapfdavovpe to TAN00¢ TV BPALGUATOV TOL APOPOLY
mv 0éon oe pixel O6mov Ppiokeror TO avtiotoryo Opavcopa. XN cLVEXEWN
Onpovpyovpe pio Moto otnyv omoio, amofdnkebovpe TV TANPOPOPia YPDOUOTOS Kot
BaBovg yia 6ha ta Bpavouarta mov Ppiokovial oty avtiotoyrn Béon oe pixel ond v
image2Darray ypnowponowodvtog TNV evtodn imagelLoad(). ‘Yotepa yiveton
ta&vounon g AMotag auThg YPNoILoToImVTaG ToV aAyopdpo bubble sort. ['a tov

TEMKO VTOAOYICUO TOL YPOUATOG YIVETOL TPOGTELNGT) TG AloTag EEKIVAOVTOS Omd TO

gyyotepo (BA. Zymua 3.9).
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void main(void) {
ivec2 coords=ivec2(gl_FragCoord.xy);
int abNumFrag;
if(coords.x>=0 &% coords.y>=0 && coords.x<SCREEN_WIDTH && coords.y<SCREEN_HEIGHT ){
abNumFrag=int(imageload(abufferCounterImg, coords).r);
fillFragmentArray(coords, abNumFrag);
bubbleSort(abNumFrag);
vec4 finalColor=vec4(@.0f);
const fleoat sigma = 30.0f;
float thickness=fragmentList[@].w/2.0f;
finalColor=vec4(0.0f);
int depthc = BUFFER_SIZE;
if (abNumFrag < BUFFER_SIZE) {
depthc = abNumFrag;
¥
for(int i=0; i<depthc; i++){
vec4 frag=fragmentList[i];
vecd col;
col.rgb=frag.rgb;
col.w=fragmentAlpha;
col.rgb=col.rgb*col.w;
finalColor=finalColor+col*(1.@f-finalColor.a);

¥
finalColor=finalColor+backgroundColor*(1.0f-finalColor.a);

outFragColor = finalColor;

Zyua 3.9: AlyopiBpog A-buffer

3.2.3. K—=buffer

Y10 tpito Pruo tov aiyopBupov K-buffer, yivetor m emdoyn tov embountov
ypnoonowwvtag v evtoAr imagelLoad() otnv texture2D, Aapupdvovue 1o mAn0og
TV Opavcpdtowv mov aeopovv v Béon oe pixel 6mov Ppioketal to avticToryo
Opavopa. Av to TANB0g eivar pkpotepo Tov K 1018 amodnkevovpe v mAnpopopia
YpOUATOG Kot fdBovg oe pia Aota v omoia Ta&tvopovpe pe bubble sort kot yivetot
N WEN TOV XPOUATOV Y10 TNV TOPAYOYT TOV TEAIKOL YPOUOTOC. X€ TEPIMTMON TOV TO
mAN00¢ TV BpavopudTov etvar peyadvtepo and 1o K mpénet va yivel n cwot) emthoyn
Kol omoppyn TV  E0EPYOUEVOV  BpavoHATOV. XPNOLOTOWOVTOS TNV EVIOAY
imagelLoad() omv texute2Darray vmdpyst mnpoécPaocn ota  Oedopéva  KdaOe

aroOnkevpévov Bpadopatoc. Apyikd Ppiockovpe 10 Opavcpo mov Ppioketon
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pokpOTEp. XT0 €MOUEVO Prpa maipvovpe to véo Bpadopa Kot av gival o Kovtivo
amod 10 PEYIOTO TOTE OVTIKAOIGTOVUE TO UEYIGTO WE TO VEO OTNV MOTO, OAAMMG TO

Bétovpe oty tedevtaia BEon g Alotag(PA. oynua 3.10).

void main(void) {

ivec2 coords=ivec2(gl_FragCoord.xy);

int abNumFrag;

int count = K;

if(coords.x>=0 && coords.y>=0 &% coords.x<SCREEN_WIDTH &% coords.y<SCREEN_HEIGHT ){
abNumFrag=int(imagelLoad(abufferCounterImg, coords).r);

if(abNumFrag > @) {
if (abNumFrag < K) {
count = abNumFrag;

vec2 frmax = vec2(-1.0f,0.0f);
for (int i=@; i<count-1; i++) {
fragmentList[i] = imageload(abufferImg,ivec3(coords,i));
if (frmax.g < fragmentList[i].w) {
frmax = getMax();
}

vec2 frnew = vec2(count-1, fragPos.z);
vec4 abuffval;

vec3 col;
col=shadeStrips(fragTexCoord);

abuffval.rgb=col;

abuffval.w=fragPos.z;

if (frnew.g < frmax.g) {
fragmentList[count-1] = imageload(abufferImg,ivec3(coords,frmax.r));
fragmentList[int(frmax.r)] = abuffval;

} else {
fragmentList[count-1] = abuffval;

¥

bubbleSort(count);

vec4 finalColor=vec4(0.0f);

const float sigma = 3@.6f;

float thickness=fragmentList[@].w/2.6f;
finalColor=vec4(@.0f);

for(int i=0; i<count-1; i++){
vec4 frag=fragmentList[i];
vecd col;
col.rgb=frag.rgb;
col.w=fragmentAlpha;
col.rgb=col.rgb*col.w;

finalColor=finalColor+col*(1.@f-finalColor.a);

¥

finalColor=finalColor+backgroundColor*(1.8f-finalColor.a);
outFragColor = finalColor;

} else {
discard;

}

yqua 3.10: AhydpiBuog K-buffer
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3.3 llewpapatikn amwotipnon

To meipapo mov d1e&nydn, apopd ™ depgvvnon TV aryopiBumv 6Gov agopd TV
viomoinon tovg oto mepPdAiov LWIGL «kor e&v ovveyeio ) ovykpion Tov
amoTeEAeoUATOV HeTa&D Tovc. O VIOAOYIGTHG GTOV Omoio £yve 1 LVAOTOINGCT KOl 1|
deEaymyn tov mepdpatog £xel yopakmplotikd CPU AMD FX-8320, RAM 32GB
kot GPU GeForce 760 4GB. T'a mv oxnvi, ypnowonmomdnkav tpio. HOvIEAQ
(extevng ewova ktd). Ta dvo poviéda eival ta yVOOTE GTOV YDOPO TOV YPUPIKOV
Stanford Dragon kot Stanford Bunny. To povtélo mov ypnoipomombnke ywo tov
Stanford Dragon amoteieiton amd 50.000 vertices kot 199.999 1piywva. To Stanford
Bunny amoteAeitonr and 34.818 vertices kot 69.900 tpiywva. Télog ypnopomomOnie
Kot £vo LoVTEAD €06.pOVG TO 0010 amoTELEL GNUAVTIKO KOUUATL TOV GTEPEOGKOMIKOV
Bivteo, tov debtepov MAadN okéhovg ¢ epyacioc. Amoteieiton oamd 117.051

vertices kot 94.346 tpiywva.

3.3.1 A-buffer

O A-buffer 6nmwg mpoavapépbnie yperaletal VYNAN YOPNTIKOTNTO UVAUNG Y10 Vo
amodnkevoel OAa ta Opavcpata g oknvig. H viomoinon elvar gumvevouévn amod
tov [Crassin, ‘10]. Xtnv npokeipévn nepintwon emiéynke n T fadovg 16 kabmdg M
noAvmAokotnta Pabovg g oknvng pog dev Eemepvdel to 10. Xtovg mopakdTm
nivakeg PAEmovpe ta frames ovd dEVTEPOLENTO MOV TAPAYEL O VTOAOYIGTAG KO TNV
TOGOTNTO LUVAUNG TOL OEGUELTNKE Yoo Vo amoBnkevtovv tar Bpavopota. Emiong
TopOTIfEVTAL EIKOVEG YlOL TNV TOPOVGIOGT TOL ONTIKOD amoTeAESHatog(PA. Zynuo

3.11, 3.12, 3.13).
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Zynupa 3.11: Stanford dragon

Zynupa 3.12: Stanford bunny
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Yyqua 3.13: Terrain

Onwg mopatnpeitor amd TG mopamdve KOVeS, LILAPYEL TOAD KOA amdd00 NG
dpavelag, Kot eivar waitepa gpeavég oto poviédo Terrain (BA. Zynua 3.13) 6mov
etvan peydiog o apBpdg emmédmv ahdd 1 dwpdvelo Exetl amodobel mAnpwc. H kain
amOd00T NG SPAVELNG TPOYLOTOTOLEITAL e peydlo kKOoTOG pvnung kot frames avd

devteporento(PA. TTivaxa 3.1).

Dragon Bunny Terrain
fps 232 538 598
Memory(MB) | 233 231 232

[Tivaxag 3.1: A-buffer bechmarks

3.3.2 K-buffer

O K-buffer 6nmg mpoavapépdnke yperaletor Tpokabopiopévn YOpNTIKOTNTO LVAING

vy va amofnkevoel to K Opadopoto tg oknvig. Znv TPOKEWEVY] TEPITTOON
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emAEYONKay S1dpopeg TYWES Yo v ereyyBel 1 amodoTikdTTA TOv GE GYEoN UE TO
onTIKO amotédeopa. ot Tinég Tov K gtvan 2, 5 ko 10. Ot tipég emAéydnkay €Tl OoTE
N Spopd 6to onTKd amotélecua PeTalld TOVG Vo lval EREOVIG. ZTOVG TOPUKATO
nivaxec PAémovpe to frames avd devTEPOAENTO TOL TOPAYEL O VIWOAOYIGTNG KOl TNV
TOGOTNTA LVAUNG TOV deGUEVTNKE Y10 VO aoBnkevtovy T Bpavouata. AkoiovBodv
OVOALTIKA Ol TPELG TEPUTTAOCELS, KOOMG Kol GYNUOTO GTO OToio, TO. LOVTEAD EXOLV

tomofetn0el GTpATNYIKA OGTE 1) ATOS0CN TNG S0PAVELNS VoL VOl ELPOVIG.

INo K=10 mopatnpodpe 01t £xel amodobel 1 SoPAVEID OTOTEAEGUOTIKG EMEWON 1)
oknviy pag dev €xel moAvmhokdtnta Pabovg peyodvtepn tov 10(BA. Zynua 3.14,
ymua 3.15).

Yynpa 3.14: Stanford Dragon, K=10
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Yynua 3.15: Terrain, K=10

Mo K=5 moapatnpeiton peiowon mg amddoong g dapdvelog oe oxéon pe tov K=10
70 omoio eivarl avapevopevo, kKabBmg amobnkedeTol KPOTEPOS apBog Bpovcudtwy
avd pixel. [Tapatnpeiton eniong o TAnbopa artifacts, to omoia gpeoavifovrar Ady®
™G MopAAMANG emeEepyaciag TV Opavoudtov o€ GUVOLACUO HE TNV EAAeyM
unyoviopot spin lock [Vassilakis & Fudos, ‘14] n omoila mpoxoiei AdOn otov

VIOAOYIGUO TOV YOPAKTNPIOTIK®V TOV Opavouatog(PA. Zynua 3.16).
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Yynpa 3.16: Stanford dragon, K=5

Mo K=2 moapatnpodpe mwg vadpyel HEPIKN SopAaveLn, TO OTO0 €lval OVOUEVOUEVO

KaOdg amodnkedovral poévo to dVo Tpota eninedo Opavoudtov(Pr. Zynua 3.17) .

Yyqua 3.17: Stanford dragon, K=2
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Onwg moapatnpeitol amd TG TOPATAVED EIKOVEG, VIAPYEL ATOJ00T TNG O0PAVELNG
avéioyn pe v Tiun tov K, 0mtmg eaivetar amd v dapopd kdbe mepintwong. Onwg
Kot otov A-buffer 1 koA anddoon dSoEAVEING TPOYUATOTOEITOL e KOGTOG UVAKNG
kot frames avd devteporento. Oco pewdveton n Ty tov K, oniadn o apiBuodg
EMMEOV, OVTIOTOLYO LELDVETAL 1 OTOATNOY TOP®V, OAAL KOl 1 TOOTNTO ATOS0CNG,.

(BA. Tpaonua 3.1,3.2).

Total K - buffer FPS benchmarks

1400
1200
1000

800 M Dragon

600 W Bunny
M Terrain
400
- I I
0

K - buffer 2 depth K - buffer 5 depth K - buffer 10 depth

FPS

Ipaenua 3.1: K-buffer FPS benchmarks

Total K - buffer memory usage

250

200

E" 150 M Dragon
£
7] W Bunny
€ 100 _
M Terrain
50
0

K - buffer 2 depth K - buffer 5 depth K - buffer 10 depth

Ipaenua 3.2: K-buffer memory benchmarks
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3.3.3 Xbykpion ka1 awotiunon oawoteAEGUATOV

A- K-buffer K-buffer K-buffer

buffer  depth=2 depth=5 depth=10
Dragon 232 658 397 269
Bunny 538 983 749 716
Terrain 598 1200 856 685

Hivoxog 3.2 : Tyég FPS A-buffer ko1 K-buffer

Onwg eaivetar kot amd tov cuvolkd mivaka Tywmv FPS mov mopatiBetor mapoandvo,
10 TPOTO oToLKEio ov eivar eppavég tvar ot vynAég Tywég FPS tov K-buffer oe
oyxéon ue exeiveg tov A-buffer. Ewdikotepa, oty nepintwon tov Stanford dragon mov
éxel amodobel pe K-buffer pe tyunq Pabovg 2 n tyunq tov frames avé devtepdrento
etvan mepLosoTEPO Amd duTAdcio avThg Tov amodidel o A-buffer. To 1610 mapatnpeiton
petald tov A-buffer kon K-buffer pe fabog 2 kot ota dAla dvo povtéra, Stanford
Dragon kot €ddpovc. KabBdg avéavetor m tiun moivmAokotntog Pdbovg otov
alyopibuo K-buffer, mopatnpeitor pio otadwkn peiowon ota  frames avd
devtepOAETTO, Le To peyodvtepo Pdbog va mAnoidlet Tig Tyég tov A-buffer og dha ta
povtéda. Ocov aeopd, Aomdv, tn cVYKplon Tov Vo aAiyopiBuwv A-buffer kot K-
buffer aAld ka1 ™ ovykpion peta&d aiyopibuwv K-buffer pe dapopetikd Pébog
Bacel tov frames avd dgvteporento, N xepodTEPN €midoon givor avtn tov A-buffer
omv amddoon tov Stanford dragon kot 1 koAvTEPN emidoon eivar avty tov K-buffer
pe tun Pabovg 2 omv oamddoon Tov £ddpovg. Metald twv tpuwv K-buffer pe
dtpopeTikd Pabog, TV xePpoOTEPN AmOd00N SBETEL O AAYOPIOLOG e TO PEYAAVTEPO

Baboc, 10, kot v Kadbtepn d100étel 0 adyopBpog pe tiun fédbovg 2.
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A-buffer K-buffer K-buffer K-buffer
depth=2  depth=5  depth=10

Dragon 233 158 177 198
Bunny 231 155 170 198
Terrain 232 156 174 198

Hivaxag 3.3 : Tiuég déouevans uviung A-buffer ka1 K-buffer

Ocov apopd ot décpevon Pviung, ival eavepd amd Tig TYES TOV TOPATHPOVVTOL
no¢ o A-buffer odecuevel mepiocdtepn pvAun oe oyéon upe tov  K-buffer.
YUYKEKPIUEVE, Ol VYNAOTEPEG TIHEG OEGUELONG UVIUNG TTPoépyovTol UOVO amd TOV
alyopiBpo A-buffer kot tig mAnoialovv oyetikd ot TiéS Tov adydpdpov K-buffer pe
T BéBovg 10. Avtd mov mapatnpeitar eivor g o K-buffer pe Bdbog 2 deopedet
TOAD LIKPOTEPT UV GE OYECN LE OTOLONTTOTE AAAN TEPIMTMOOT AAYOPIOLOL, UE TIG
TIWEG autéc vo avéavovtor Kabdg ovgavetor 1M moAvmAokotnto  Pabovg. H
YOUNAOTEPT ECUEVOT UVAUNG oL Tapatnpeitol Tpoépyetal and tov K-buffer otnv
amodoomn tov poviédov Stanford bunny. H vymAdtepn moapatnpeiton otnv amddoon
tov Stanford Dragon amd tov odydpiBuo A-buffer. Ocov agopd otig arlayés
noAvmhlokotntag Pabovg tov K-buffer, mapatnpeiton pio oyetkd ovéroyn advénon

oV SE0UEVOT UVAUNG Kot oTa Tpio LoVTELD KaBMG av&avetot 1 T fdbovc.

AxoA0oVOOLV YPOENHOTO Y10 OTTIKY GVYKPLOT TNG 0mddoong Twv aAyopiBumv 6cov
agopd to frames ovd OeVTEPOAENTO KoL TN OECUELOT UVAUNG OVTIOTOU(O. XTO
TapapTHO PpickovTol TEPIGGATEP YPAPLLATO, TO, OO0 TOPOVSIALOVV GLYKPICELS
Kot Bacel ALV TapayovTov 6mwmg v avénon molvmiokotntog fabovg oe K-buffer

alyOopOpo aALd Kot Yo To kKGBe poviého EexmploTd.
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FPS comparison between algorithms

1400
1200
2 1000
o
Q
A 800
5 M Dragon
o
é 600 W Bunny
S 400 H Terrain
[N
- I I I
0
A - buffer K - buffer 2 K - buffer 5 K - buffer 10
depth depth depth

Ipapnua 3.3: Xoykpion FPS A-buffer kou K-buffer yia xaOe poveéio.

Memory usage pomparison between algorithms

250
200
> 150
=} M Dragon
5
S 100 H Bunny
M Terrain
50
0
A - buffer K - buffer 2 K - buffer 5 K - buffer 10
depth depth depth

Ipapnuo 3.4: Xoykpion déoucvons uviung A-buffer kar K-buffer yio kafe povtélo.
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KE®AAAIO 4. AHMIOYPI'TA MET'AAHX
YBPIAIKHX XKHNQN

4.1 Ewcayoywa

4.2 Workflow

4.1 Evoayoyika

Me v €€EMEN TG TeXVOLOYING QVEAVETAL GUVEXMG N YPNON LUNYOVOV YPOPIKDY Y10,
TNV TOPAYOYT TPLGOAGTATOV TEPLEYOUEVOV, OTMOC oy vidia, Pivteo, kol mTapovsioon
EIKOVOV Kol OKNVOV ot omoieg Ba Mtav O0UOKOAO, aKOUn Kot addvatov, va
TOPOLCLOCTOVV HE CLUPATIKE péca, OmMc amAn Pvteookomnon Znv €mOYN LOG
VILAPYEL TAEOV 1] SOLVOTOTNTA VAL AT0dId0oVTOL LOVTELD TO OTtola Eivat TOAD KOVTH oTNV
TPOYUATIKOTNTO, 1| VO 0modoBovV e TPOTO 0 omoiog divel v yevdaicOnon g
Orap&Ng Toug. Me Tov Tpomo avtd pmopet mAéov o0 Beatng, Yo mapaderypa, va PAETEL
va “Covtavevouy” UmpocTtd 6T LATLo ToV (Mo To 0moio dEV LITAPYOLVY TAEOV, 1| £YOVV
e€elMybel o€ O1POPETIKEG HOPPEG, OALG OKOUY KOl OVTIKEILEVO KOl TAACUOTO TNG
avBpomvng eavtaciog. Eniong pumopovv va aAinAemidpovv oknvég Loviovig opaonc
TPOUYUATIKOV HOVIEA®V, Yo Tapddetypa nomotol, pe oknvég mov €xovy avamtuyel

e€' OLOKANPOL GE VTTOAOYIOT.

Emyeipricape ™ onpovpyio pog pHeydAng oknvig yuo vo eEETAcovpe TV omddoon
TOV TEMKOV amoTeAECUATOG, 1 omoia O Eyel TOAD peyddn éxtaom kot Oa cuvdvdlet
LOVTEAQ TTPOYLOTIKA KOl TEYVNTE, To. omoia Bo aAAnAemdpodv oto Ydpo. O TpoOTOC

napovcioong Ba sivor pag AMyng, akoAovbmvtog kabe oTypn £vay TPpOTAYOVIOTY,
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ta&devovtag 6 OAOKANPN TV €Ktaor TG oknving. H emdeypévn Ogpotoroyio g
oKNVAG agopd ™ dnuovpyic Tov tomiov TV Metedpmv amd TV TpoicTopio péypt
NV amOKTNOT TNG HopPoAoyiog mov yvwpilovpue onuepa, e popen timelapse puog
Aymg.

4.2 Workflow

4.2.1 Booiko tomio

To mpdTo Prina apopd T dnovpyio Tov Pacikod tomiov, To omoio opiletl to péyebog
™G OKNVAG. XtV Tapohoo TEPITTMON 1| oKNVNY tval moAy peydiov peyéboug, kabmg
AVOTOPLGTO TNV TPAYUOTIKY KTOCT TOV TOTiov Tov Metempowv. [Na v enitevén g
dNpovpyiag TG CKNVAG XPNOLUOTOMONKAY HOVTELD TA OTTOI0 AVOKOTOCKEVAOGTNKOV
amod POTOYPAPiES TOV £6APOVG, | ANYT TV omtoiwv TpaypatomomOnke pe drone. Ta
povtéda mov Ompovpyndnkav eivar tomov fbx, amapaitto ywoo ™MV €lC0y®Y OTN
unyovn ypaeikov Unreal Engine. H enelepyacio tov poviélwv mpaypatddnke oto
npoypoppo Geomagic, yio decimation ®ote vo peiwbdel o aplBuodg TV ToALYOVOY,
mpooOnkn normals kot textures yio KOAOTEPT AMOSOCYT| TOLG HE JWTNPNOM TNG

TOLOTNTOC.

(dd(Component=| o Blueprint/A

EAANEWS] &import [ SaveAll € 3

O reteoral

Zynpa 4.1: Movtéha Metedpmv
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4.2.2 Emiloyn onueimv evolopepoviog

Oocov apopd to onpeia evoloeépovtog avalnmonkay Kot eneAéydncov cuyKkekpluéva
avolyTé onueio TG CKNVNAG 6T omoia 1) YEWUETpia TV Ppaymv elvar ueovig, 0Tov
Ba deEayBodv o1 Pacwkég oknvég tov Pivieo. Kabdg m mpocsoyr tov Oeot Oa
Bpioketon ota onueio evO1APEPOVTOG, £Vl GNUOVTIKY 1) SIAUOPP®SN TOV £66.POVE Vo
etvar t€tol mov Ba avtavokAd v mpaypatikdémto. H punyovn ypagikaov Unreal
Engine mopéyer epyodreio onmpovpyiog edAQovg pe  TOAAATAEG  AElTOvpPYiES
SpUOpe®oNg Tov, Om®G e&vymorn, eCopdivvon kot Paer. Me m ypnon Tov
gpyoreion, kol COUEOVA HE TO OEOOUEVO, TOV TPOYUOTIKOV HOVTEA®V, £YVE 1|

SUOPP®OT| TOV £6APOVG.

To epyaieio mov S1a0éter 1 Unreal Engine yia ) dtopdpemon edapovg ovopdletan
Landscape tool. 'Exet moAAéc duvatdmteg otn dnuovpyics tomiov TOAD HEYAANG
éktaonc. Emiléyovtag to epyaieio péom tov emhoywmv Modes avoiyel 1o mapdbvpo
0710 management 6mov &ival dvvatn 1 onpovpyio vémv Tomiov N emeepyacio 1MoM
vopyoévtov Pdacer tov otoryeiov tovg. Emiong pumopovv va  tpomomonfodv

TEPLGGOTEPO OO £VaL TOTLOL 6T GKNVY.

Y10 manual mode vEapyoVV ONTIKEG EMAOYEG Ol 0MOoieg BETOVV TIG TOPAUETPOVS TOV
tomiov, Omwg VAIKO, Tomobecio Tng oknvhg, HEyeBoc oe oyféom HE TN oKNvi,
YOPOKTNPIOTIKA TOL TOT{OV, TOV aplUd TOALYOV®OV OV YPNOLOTOLEl, Kol GAAES

EMAOYEG.

Eivar onpavtikd va avaeepBel tog 660 av&avetot o aplBpdg Tov Tepleyopuéveoy 1660
emnpealetar n telkn anddoon. Otav égovv yivel OAeg ol emAoyég mov emBupet o
TPOYPOUUATIOTHS, Umopel vo tomoBetnBel ot oKy T0 TOomio LE TNV EMAOYY create.
Y10 onueio avtd €xel tomobetnBel 10 Pacwkd tomio, £towo ywo emefepyacio. H
avdmiaon KatopBmvetar pe T ¥pron Tov epyoreiov Sculpt o omoio mapéyel mvéLL
Yo TNV €QOPUOYN TOV EMOLVUNTOV 0ALAYdV. YTApYEL €TiONG 1 ETAOYN €VTAONG TOV
TvéAOV amd amadn mg ofeia Yo Snpovpyic OUOADY ETPAVEIDV KOl AETTOUEPELDV
avtiotorya. Eniong vrdpyetl o epyadeio Flatten to onoio mpaypatomolel iconédmon 1
1GOTEIMON GUUP®VA [E TNV KAIGN TOL £3Apovg Kot 1 dnuovpyia paurag petald 2

onuelmv g emAoyng tov mpoypoupatiot . ‘Eva evowagépov epyoreio amoteAel
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ekelvo g O1aPpwong Beprikng Kot VOATIKNG TO OO0 TPOGOUOUDVEL TH LOPPT TOV
€04.povc votepa omd daPpmon aviroya pe v entBopio Tov Tpoypoppatiot|. Télog,
660V apopd ™ Pager Tov ToTiov, vrdpyovv epyaieia Paint ta omoia Tpocdidovv GTo
£00.p0g T0 VAKO amd to omoio amotedeitan To kKOs onpeio OT®G YOO, YOG, YOV

KaOdG KoL TNV avaén dVO 1 TEPLGGOTEPMV VAK®DV Y10, TTLO PEAAIGTIKT] OTOO0CN).

Yynua 4.2: Terrain Editor

4.2.3 Eurlovtiouog oknvig

Onwg mpoavapépOnke oto onueio EVOLAQEPOVTOS VITAPYEL SLOSPAUATION KATOU®V
oknvov. Kabdg n tpocoyn tov Oeatn Ba eivarl otpappévn otig ev Adym oknvég, elvat
ATOPOITNTOG O EUTAOLTIOUOS TOLG YO KOAVTEPO oucHNTIKO Kol MO PEAACTIKO
amotédeopa. H pnyovn ypoeik®dv mpoc@épel £va TOAD YPNOIUO £PYOAELD Yo TOV
EUTAOVTICUO TOL €3APOVG He TNV mpooOnkn g yrwpidoc. H yAwpida mov
TPOCTEONKE AMOTEAEITOL TEYVNTA HLOVTEAD SEVOPMOV, AOVAOLOIDV KOl YPAGLOOD TPLOV
dwotdoewv. Téhog, ot avdykeg ovykekplévov oknvov Pivieo amoartovcov
TEPLOCOTEPO TOAVTAOKOVG GLVIVAGHOVG TETPOUATOV KOl YAWPIOAGS, TO LOVTELD TOV
omoiwv tomofetnONKaV HE OTPATNYIKO TPOTO Yo TNV OOONTIKN KOl PEOAIGTIKY|

BeAtiwon ¢ oKNvic.
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Y10 w0 onueio mov Ppiokovpe tov landscape editor Ppiokovpe kot v emioyn
Foliage. To cvykekpiyévo egpyareio apopd €vo cOGTNUO TO ONOI0 EMITPEMEL GTOV
TPOYPOUUOTIOTY] VO, TOTOBETNOEL 1| VO APUIPECEL OUAOEG OTATIKAOV HOVIEAW®V GTO
£€0apog TG oknvng. Ta tomoBetnuéva poviého opadomorovviol He TETOOV TPOTO
AOTE Yot TNV OTAS00T TOALUTAGY HOVAS®V, YPpELAleTal HOVO Hio KANOT otV KapTa
YPAPIKAOV Yio TV amddoor Odwv. EmAéyovtag to epyoaieio epepaviletal n AMota tov
HOVTEA®V Omtd TNV omoilo €MALYEL O TPOYPOUUATIOTS ovtd 7ov OéAel va
ypnowonomoet. Eniong mapéyetot kot 1 SuvatdtnTa S1opopP®ons TV AETTOUEPELDOV
oV povtéov. H emhoyn kot mapdrenyn tov emAEYHEVOV HOVTEA®V YivETOL IE OTTAO
check - uncheck ota avtictoya Ta eucovidid Tovg ot Alota. H tomoBétnor| toug 610
Tomio Tpaypatomoleitanl pe ypnon mvEAOL to omoio givar emiong emeepydoipo. To
nvéro epgaviletal mg dapovig B0Aog ot oKV HEGH GTOV 0010 COLPMOVO, LE TIG
EMAOYEG TOV TPOYPOUUATIOT] B guEavicTodv Ta oTolyelor mov £yl emAEEEL.
Yndpyer eniong m €mA0yn EVOALOYNG GE TPONYOLUEVAOS ETAEYUEVO GTOLYEIN TPOG
tonofétmon. Me 1o epyoieio emoyng Select tool tiBeton dvvatd va emdeyBovv
eCatopkevLIEVa 1 TEPLGGATEPO TOV €VOG oTolyElvV. Me avtdv Tov TpoOTO dvvaTol O
TPOYPOUUOTIOTG VO EKTEAECEL KOMOEG €VEPYEleS Omm¢ M oAAayn dEova Tov
AVTIKEILEVOL M Olaypagn. YTmdpyovv kol epyodreion To omoio. S1EVKOAVVOLV GTNV
tonofétnon otoryeiov oe peydieg ektdoelg Omwg to fill tool. Téhog vapyovv Kot
epyodeia mov Ponbovv otnv Aemtopepéotepn enefepyacio TOV HOVIEA®V KOl GTNV

KOADTEPT TOVG AmOO0GT).
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B AddNEWS] L Import [ Save All

V= Yriters - O

Yynua 4.3: Foliage editor

4.2.4 Particle effects

Kobng to Pivteo mov emhéEope vo dnpovpynoovpe agopd otnv eEEMEN evog
YEQYPAPIKOV TOTiOV PéEGO GTO ¥POVO MTaV amapoitntn 1 TPocHnKn dSpopmv
Kapoh OTMG YLOVL Kot OpiyAn, aAAL Kol SpOPETIKA £PE OTWS AT TG POTIIC. [a
N dNpovpyio oVTOV ¥pnooromdnkay to Aeyoueva particles ta omoia pmopovv va

ONUovpyNBoVLV HEGO OO TN GUYKEKPUUEVT) UNYOVT] YPOPIKDV.

"Eva particle system oamoteAel pia teyvikn omn QLGIKY (physics) mayyvidimV, YPoOIKOV
Kivnong, Kol Ypoeik®v VIToAOYIGT®V 1 omoia ypnotponotel Eva peyddo aptOpd moiy
WKPAOV  oTOolEl®V, TPoOGoTATOV HOVIEA®Y, 1N GAA®V OVTIKEWEVOV Yo TNV
TPOGOUOIMON GLYKEKPIUEVOV TOTOV 0KOOOPIGTOL GYNUATOS POIVOUEVOV T OTOiol
etvar dOokoAo va oavomapayBodv pe cvpPatikég teyvikég rendering - cuviOoC
GLGTNLOTA VYNADG YOOTIKA, QLGIKE PALVOUEVA, 1] SLOOIKAGIES TTOV TPOKAAOVVTOL OO
mukég avtidpdoeic. [Mapadeiypato TET01OV QAIVOUEVEOV TO OTTOl0. OVOTOPAYOVTOL
ouyva pe v xpnom tov particle systems meptlappdvouv ewtid, expnéelg, kamvo,
KIVOUOLEVO VEPD, OTOEG, GUVVEPX, OULYAT, 1OV, OKOVI), OAAG KOl opPNUEVOL OTTTIK(L
epé Omwg Aoaumvpifovia ixyvm To omoio YPNOUOTOOVV OTOlKElo oTOL Omoia
eCapaviCovror kot eppaviovrot Eova dpeca amd Ty myn Tov ep€. Mio dAAN TEXVIKN

umopei va ypnotpomomOet yio avrikeipeva mov dtobétovy ToAAEg tveg (strands), dmwg
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yobva, HoAAG, KATL Tov cvumeptAapfavel To otiypiaio rendering oAOKANPNG TG
Con evog otoryeiov to omoio pmopel va oyedlaotel kot va emefepynotel g pio
HOVOSIKN tva Tov emAeypévov LAKoD. Ta cvotipate avtd PTopovV vo givat
dwoddotata N Tprodidotata. Tvmwkd m 0éom kot n kivnon €vog GLOTHUOTOS GTO
TPIGOLAGTATO YDPO EAEYXETAL OO aLTO MOV omokaAeitol moumdg (emitter). O ev
AOY® TOUTOG dpa WG TNYN TOV GTOYKEl®Y, Kot 1] B66M TOV GTOV TPIEIUCTUTO YMDPO
kaBopilel T B€om mapaywyng Toug Kot TV KatevBuvor toug. g moundc pmopet va
ypnooromel éva amdd TpLodidotato poviélo 6mwg évog kOPog. Kabe moundg sivan
ouvoedeévog e €va GUVOAO TOPOUETPOV GLUTEPLPOPAS TwV oTolyeimv. Ot
TOPAUETPOL  AVTEG UITOPOLV VO GUUTEPIAAUPAVOVY TO pLOUO Yéveons, TN OldpKeELn
Cong TV otolyeimv, TV apyIKy] KatedBuvorn KatoOmy YEVVNONG, XPDOUO KOl TOAAES
neplocotepes.  Eivor ovyvd eowvopevo yio TG mePLocOTEPES, v Ol OAEG,
TAPOUETPOVG Vo Elvar acaeig og avtiBeon Tov va £xovv axpiPn apOuntikn tyun. O
npoypoppaTiot g kabopilelr pio xevipiky Ty kor tov Pabud emrpemoduevng
TUYALOTNTOS YOP® OO TO KEVTIPO. TNV TEPIMTOON YPNONG LOVIEAOL MG TOUTO, 1)
apykn katevbvuvon cvvnbmg TibBeton TpoapeTkd avaioyn Twv normals g kdaOe
TAELPAG TOL avTiKEWEVOL divovtag TV yevdaicOnorn mog petadidovtor amegvbeiog

amo Kabe TAELPA.

"Evag tuomikog kOKA0G avavéwong evog particle system pmopetl vo yopiotel 6g dvo
Eexmplotég pdoelg, TV mpmdTN, parameter update/simulation, kot tn dgvTEPN Pdiom
rendering.

Kotd v npdm @don vroroyiletor o aplBpdc Tov vEmV OTOlXEI®V TOV TPEMEL VoL
dnpovpynBovv Paoet tov pvOUoH dnuovPYiag KOl TOL SGTAUNTOS UETAED TV
avavenoemv. Kabe évo amd oavtd epeavifetor oe ocvykekpiuévo omueio otov
TPLEOLAGTTO YMPO Pdoet TG BEcEL TOL TOUTOV Ko TNV ToToBesia YEvvnong mov Exet
npoodoptotel. Or mopdueTpol Kabe oToyeiov €vePyomolovvVIOL COUEOVE HE TIG
TOPOUETPOVG TOL TOUmoV. Me Kdbe avavémon 1o GOUVOAO T®V NON VIUPYOVI®OV
otoyelov eAéyyxetar yio v mepintoon vaépPacng ™ (oNg TOLg MOTE Vi
agapefovy and TV Tpocopoimon. Xty avtifemn nepintwon n 0éon TV ctoycimv
KOl TO LWOAOWTO.  YOPOKTNPOTIKG Tovg efehMocovion  PAcel Hog  QULOIKNAG
npocopoimong, n oroia uropet va gival 1060 anAn 0660 petaEpalovtag TV 1oyvovsa

Béon 10VG, €mG TOGO GVVOET OGO M TPAYUATWOON ELVOIKA OKPPDOV VITOAOYIGUMV
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TPOYLAG LLE TO GUVLTOAOYIGHO EEMTEPIKMV duvdpemv 6mwg Papvtnta, aépoc, TPPN.
Eivar ovvnbeg va mpaypatonoleitol evtomiopdg ovykpovong peta&h ototyeiov kot
TPOCIOPICUEVAOV TPIGOACTATMV OVTIKEWEVOV OTY] OKNVY, OOCTE TO GTOLKElR va
AVTOVOKADOVTOL 1 VO OAANAETOPOOV SPOPETIKG pHe eundd 1o TePPaAlov.
2uyKkpovoelg Hetald oTtotyelv ¥pNOIULOTOOUVTOL GTAVIO. KOODS amoitovy HeyOAo

VTOAOYIOTIKO KOGTOG,.

>t @don rendering, PHETA TV OAOKANP®OT| TNG OvOVEOOTG, KAOe ototyeio amodideTal
ocownbog pe 1 popen evég textured billboarded quad (éva  opBoydvio
TapoAANAOYpappo texture, mavio opiloviio otov ¥pnotn.). Qotd60 aVTd KATOlEg
QOpEC Oev gtvan amapaitto oe matyviowa. 'Eva otoyegio pmopei vo amodobel wg éva
puévo pixel oe pikpn aviivon M oe wepPAALovio TEPLOPICUEVNG EMEEEPYUCTIKNG
woyvoc. Télog ot Béom otoyegiov pmopodv vo ypnowyomomBodv tpiodidotata
HOVTEAD OTmG Yoo mopdostypo pio yovoBdedda pmopel va amoteleitor amd éva
TPIGOLAGTOTO HOVTEAD YLOVOVIQADNS TO OTOI0 TOAAATANGLALETOL KOl TEPIOTPEPETOL

®oTE Vo avTImapafaAlel TIC €1 YIMAS®VY 1 EKOTOUIVPI®V GTOLYEIWV.

B

+ @

a.

Yynua 4.4: Particle editor



38

N,
-
E .
5"

A

L &

import ) Save All

Yynpa 4.5: Particle - y16wvt

4.2.5 Blueprints

H punyovn ypaoikdv mapéyet éva cOGTNO OTTTIKOD TPOYPOUUUATIGHOD BOCIGUEVO GTO
oKeNTIKO ypnong meptPdArovioc demapns pécm kKouPwv (nodes) yio ) dnpovpyio
otoyyelov 1o omoio ovopdlovtar blueprints. To ocvykekpévo cHoTua elvor
eCopetikd €VEMKTO Kol WoYVPO KABMG TapEyel T SVVATOTNTO GTO GYESOTN Vo
ypNoomotel OAOKANPO TO0 GHVOLO TV gpyaAlei®V To omoio YeVIKAOG elvan dtabéaia
uoévo og mpoypappotiotés. [lapéyet Opme kat T duvatdtnTa va onpovpydovv Pactkd
GULGTNUOTA TO. OTTOl0L UTOPOVV apyoTEPQ va enektafodv pe mpocsOnkn otoyeiov. H
Baoikn Aettovpyia Tov epyareiov givarl o KaBopiopudg KAAGE®V ALY KO AVTIKEILEVMV
HEGO OTN UNYOVN YPOQIKAOV TO OToio. UTOPoLV v aAANAEmdpdcovy peta&h Toug
avdAoya Le TOV TPOTO TTOL £X0VV GLVIVAGTEL OTTTIKA 01 d1dpopot kOpPot atov editor.
O «éBe kO6pPog apopd pio ovTOTNTO-KAGCT GALG aKOUT KO GTOLXEID TV OVTOTHT®V
omwg kivnon, ta omoio ovopdovtor animation blueprints. Ztov képupo epeoaviCovron
T NON emAeypéva otoryeia - 110TNTEG OO TOV TPOYPOULOTIOTH TA OTOI0 EVAOVOVTOL
He YPOPWPES Ol omoieg avTioTolyovv otnv akoAovBio tovg. Kdébe véog koufoc mov
TPooTifetal amd TOV TPOYPOUUATIOTY] WTOPEl Vo TEPLEYEL OMOOVINTOTE €IB0VG

4

pOOon N WOTTO M omoia cuvdéeTal pe Tov KOUPo Tov omoiov apopd. O ke
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KOpuPog mov dnpovpyeital, amotelel eva blueprint to omoio vVEdpyEL 6T CKNVY TOV
AVATTOGGETOL KOl GUVOEETOL E AALOVG KOUPOLG LLE TOVG OTOI0VG AAANAETLOPA.
Me tov 1poémo  owtd Smuovpyndnkov to  Odpopo  blueprints ta  omoia

YPNOLOTOONKOV GTN GKNVI| OV ONULOVPYT|COLLE.

4.2.6 dwtiouog

O 6pog post processing ypnoomoteital otig peboddovg eneéepyaciog kdvag Yo TV
BeAtiwon TG TOWOTNTOG 7OV YPNOLUOTOOVVTOL GE GUOKEVEG OVOTAPOYWYNS, OF
TPOYPAULOTO ovamTapoywyns kot transcoding mpoypdppata. Eniong ypnoyonoteiton
oe 3d rendering mpoypatikod ypdVoL Yo TOPAOEYHO OE TOLXVIOWL Yoo TNV

TOPOVGIOOT] TOV TEPLGCOTEPMV EPE.

Post processing evog Pivteo eivor 1 dwadwkacio g aAloyng oty avithappfavopusvn
TowTNTO €vOG Pivieo katd TV avamopoymyn, 1 omoio. akolovbel v dadikacio
amoKmdtKonoinong. Yrdpyovv teyvikég (routines), yio mopadetypa, oAloyng pueyéboug
ewovov ot omnoieg ovumeptrapfavoov Ipoappkr mopepfoir, linear interpolation
ovypappukn  mapepPoin (bilinear interpolation) xvPikr]  moapepPforn  (cubic
interpolation). Ot teyvikéc avtég Ponbodv otn pelwon Kot KAALYN UEOVEKTNUATOV
kot artifacts 10 mpotopywd vAkd. Eivar onuaviikd va avaeepbei mdg 10 post
processing mavTo GuUTEPIAAUPAVEL pio evarloyn HeTaED ToyDTNTOG OUAAOTNTOG KOt

KaBapotnTag.

EmumpocOétmc, post - processing ypnoytonoteital kot 6to 3d rendering, Wdwitepa yio
™ Onuovpyio Pwreomaryvidoidv. Avti tov dQuecov rendering TPLOOIACTOTOV
AVTIKEWWEVOV oty 000vn 1 oknvy amodideton apywkd oe €va buffer ot pvnun g
KApTOg Ypapikav. XvvnBwg ypnoiponoovvtal fragment shaders kot mpoapeticd
vertex shaders ywo Vv e@appoyn @iAtpov post processing oty amodnkevpévn
ewova mpwv gppaviotel otnv 086vn. Kdamola post processing £pé omoutodv emiong
multiple passes, gamma inputs, vertex manipulation and depth buffer access. Evd
ocuvnbwg kdbe TPIOOIACTATO AVTIKEIPNEVO OmOdIdETOL ATOUIKA, TO post production

EMUTPETEL TN YPNON €PE TAL OTOL0, ATOLTOVV ENLYVMOOT) TOV GLVOLOL TNG EIKOVOC.
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Zynpa 4.6: Enidpacn Post-process

4.2.7 LtepeookomikoThTO

H teyvohoyio mAov emTpénel HEG® EOIKOV GVOKELAOV VO TOPOKOAOVONGEL 0 BTG
OTEPEOOKOTIKEG OKNVEG. [0 TV eMiTELEN O OTEPEOCKOMIKNG OKNVNG TPEMEL VoL
VIAPYOVV 2 AMYELS NG EKAOTOTE €IKOVOC, Ol OMOIEG OVTITPOCSHOTEVOVY TNV Yvia
0éaomng kabe patiov. Ocov aeopd TV avdAvon, Eva otepeockomikd Bivieo TotOTNTOC
1920x1080p mpémet va. givar g popeng 3840x1080p dote KOTA TNV SIAPKELD TNG
Béaong Tov va €xel v emBounty TEMKN moldtnTa, cuvdvdlovtag T 2 ANyelg, pio

Yo KGO pdrt.

H Unreal Engine dgv vmootpilel mopaymyn otepeockomikod Pivieo péom nMon
VILAPYOVOAG EVOOUATOUEVNG Agttovpyiac. TéOnke, Aowmdy, amapaitnto va Ppedel o
TEYVIKN Y10 TNV AW SOQOPETIKOV YOVIOV TNg 1010 ewovag. H Paocikn béa sivar
¢ mpénel va Pyet €va Pivreo avaivong 3840x1080p 1o omoio Ba amoteieiton amod
dvo 1920x1080p ekdveg g 010G oknving mapatedeiuéveg oplovrio, ot omoieg Oa

&xovv dlapopd yoviag Béaong. H eriAvon tov mpoPAnpatog avaideTot ET0KOA0VOMG.
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To mpdTo Ppa givor va otnbolv 2 kdpepeg ot omoieg Ba kaToypaPovy TIC 2 YOVIEG
Béaong. Avtd mov Kavope givor vo opicovpe €vo GLYKEKPLUEVO ONUEID TAV®D GTO
omoio eivol tomoBetnpéveg ot kapepes. H Béom mov emedéybn yio tig Kapepes, votepa
amd OOKIEG 7OV  TPAyHOTOTOWONKay, &ivorl 10avikny Yoo Vv emitevén g

GTEPEOCKOTKOTNTOG.

-

Add Component~| o Blueprint/Add

import ) Save All

Yyua 4.7: Kdpepeg/pdtio

To devtepo Prpa etvor va dmpovpyndel éva cHotua to omoio Ba cvvdvdalel Tig
Myelg amod Tig 000 kdpepeg kot Oo amotedel To TeEMKO omoTéAESA TOV Pivieo. AvTo
emTuyydvetal o¢ €ENG: Anuovpyovpe po Tpitn Kapepa, tng omoiag v ovaiAvon
Bétovpe oe 3840x1080p, dote va kataypapel T0 CLVOAKO OmOTEAESHO. MmpooTd
Ao LTV TNV KAUEPO TOTOOETOVE dVO 0POBOYDOVIN TAPUAANAOYPOLLO TOV OTOIMV 01
dwotdoelg £xovv avaroyio 16:9 ko og kdbe éva avabétovpe éva €101kd texture. To
K60 texture oyedtdleTon amd TV KOV TOL KoTaypdeel 1| kb Kapepa amd Tig 600
OV TTPOOVOPEPALE, Kol ToTobeTeitanl 610 KAOE TOPUAANAOYPOULO aVTIGTOLY LE TO

HATL TOL OVTITPOSMOTEVEL. TO TEAIKO ATOTEAECO TTOL TPOKVTTEL ElVOL 1] KOTAYPOON

g TpitNg Kapepoc.



Yymua 4.8: Kupimg kdpepa

4.2.8 Matinee

INo v mopaymynq tov Pivteo m Unreal Engine mapéyst éva epyadeio to omoio
ovopdleton Matinee animation tool. To epyoieio avtd mapéyer T OSvvoTdOTNTA
amod0oNG Kivnong kot EAEYYOL TV OVIOTNTMOV TNG OKNVNG LEGO GTO ¥POVO, Yol TN
dnpovpyia gite duvapkoy gameplay, gite oNUIOVPYING KIVUOTOYPOPIKMOY CKNVOV.
To cvotua Baciletor ot ypron eWkeLUEVOV 0N YDV animation (animation tracks)
OTOVG OTMOIOLG UTOPOVV VO TOTOBETNOOVV €VIOAEC KOBOPIGHOV NG TIUNG TOV
LETAPANTAOV GUYKEKPIUEVOV IOI0THTOV T®V OVTIOTHTOV 0T oknvi). [lapadelypata tov
WOTTOV Tov UmopolV va eheyyBoLv omoteAovv 1 oAAayr] 0éong kor yoviag,
EVEPYOTOINGN TOKETOV €&, €VEPYOTOINGT animation Kot MYOL. XTIV TPOKEEVT
nepinT®on 10 PacikOTEPO GTOXELD Elval 0 OPIGUOG TNG TOPEING TOV dVO KAUEPDV TOV
TpoavaPEPONKayY yio Ty mepmynon otn oknvh. To 1elkd amoTtéAecia TopayETOL e
10 gpyareio Movie, T0 omoio KoTaypdeel TV €OV TG TPITNG KAUEPOS Kot dtaBETEL
eMAOYEG Yy TNV moldtnta. NG KoTtoypagns. To omotéhecpo mov mopdyston
amotedeiton amd pia axolovbio ewdvov ot omoieg Ba ypnoipwomomBodv GTo

npoOypoppe Premiere yio v telkn mopaymyr| tov Bivieo.
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Zynuo 4.9: Matinee

4.2.9. leipouatike amoteAéouoto.

H onpiovpyia tov Pivteo éywve oe vmoroywot pe CPU Xeon E5 — 2620V3, RAM
64GB ka1 GPU AMD 280 4GB. H avantuén piog oknvig TETOWG EKTOONG
ypedotnke €va punva vo ohokAnpwBel. H unreal engine yio va mapdéel cowotd o
oKNVN TPETEL VO, VTOAOYIGEL Kot v XTioEL TOV QOTIoUO TNG okNvig. O vToAoyioroc
avtdg amoutel Yoo TV TPokEWEVN mepintwon mepinov 2 mpeg. H axoiovBia mov
mapayetor givar éva ohvolo ewovav, o yoo kébe frame. H kdBe swdva &xet
avdivon 3840x1920p wor péyebog mepimov ota 7Mb. Xpetdomkav yoo 10 Aemtd
Bivteo ota 60 Frames mepimov 39000 ewdveg. Avtd petaepdleton mepimov ota

300GB amofnkevtikov ydpov. H mapaymyn tov eidvov ypetdotnke Tepinov 7 dpec.

Me myv sioaymyn mg akorovbiog Tov ewodveov oto Premiere mpaypoatomomnke n
napayoyn tov Bivieo. H avdivon tov tehkod Pivieo sivor 3840x1080p, wote o¢
HEGO AVOTOPUYMYNG OTEPEOCKOTIKOD TEPIEXOUEVOD TOV GLVOLALOVY TO TTEPIEXOUEVO
v K60e pati, va givor g teMkng ewovag n avdivon 1920x1080p. To framerate tov

Bivteo datnpeiton kab’ 6An v ddpkelo o 60 frames. To Pivieo mov mapdydnke
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and to Premier ypsidotnke mepimov 15 mdpeg va ohokAnpwbel kot 1o Pivieo mov

mapdyOnke eivar 5 GB og péyebog.

Zyqua 4.10: Zxnvn tediadog — eAdoia.

Zyqua 4.11: Zxnvi toyetod — popovo.
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Zyqua 4.12: Xxnvi omnidg — Nedvtepta.

Zyqua 4.13: Zxknvn ol — apkovdEG.
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KE®AAAIO 5. XYMIIEPAXMATA

5.1 TToAvBpavopHoTIKY 0TOd06T GKNVIG
5.2 Am6doom vRPIdKNg OKNVIG

5.1 lloAvOpavopaTiKy] 0T60061 CKNVI|S

Mo 10 ovykekpyévo meipapa €ywve viomoinon tov akyopiBuwv A-buffer kot K-
buffer oe nepipdirov LWIGL, yia v amoédoon tov povtélwv Stanford dragon kot
Stanford bunny ot &vog povteghov €dd@ovg, dote vo eleyyBel M amddoon
dlpavelng kot vo. ouykplBodv ta amotedéopato petald tovg. Kpivovtag and to
OMTIKO OamoTEAEGHO 1 amOd0ooT dpdvelng eival eEoaptdtol amd Tn PVAUN Tov
ypnowonoteitol, dnradn to péyebog tov A-buffer kor v tiun K otov K-buffer. H
oVLYKplon TeV arotedecpdTov deiyvel o o K-buffer eivat mo amodotikdg oe oyéon
pe tov A-buffer. e mepittdoeig Tuov K pikpdtepwv g molvmiokodtntog fabovg g

oKNVNG Oivel xe1pOTePN AmOS00T S10PAVELOG.

5.2 Am6d0061 VEPLOKNG GKNVING

Mo v onuovpyla oG TOAOTAOKNG KOl  UEYAANG ©€ €KTOON GKNVIG,
ypnooromdnkav 1o meptocotepa epyareio ¢ Unreal kot eEmtepikd epyoaieia..
Emiong onuoviikd poéro Emonéov Kot ot dUVATOTNTEG TOV YOPUKTNPICTIKMOV TOV
vroAoylotn. Ewdikdtepa tov emelepyaostn KOTA TOV VITOAOYIGUO TOV QOTIGUOV TNG

OKNVNG KOl 1 KAPTO YPOPIKMV Y10 TNV TOPAYOYT THG AKOAOLOING TV EIKOV®V.
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