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MEO©OAOI KAI TEXNIKEZ ANAMNTY=HZ HAEKTPONIKQN MAIXNIAIQN

2Tnv TTapoUca TITUXIaKN epyacia avagépovTal ol HEB0DOI Kal Ol TEXVIKEG TTOU e@apuolovTal
yio TNV TTapaywyr NAEKTPOVIKWY TTAIXVIOIWYV OAAG KAl TA ATTOPaiTnTa £pyaAgia yia Tnv
MovTeAoTToinon Kal avatrTuén TéTolwy £pywv. MNapoAo Tn BUOKOAIa KAl TV TEXVOYVWOia TTou
ATav ammaitnTA a1md KATTOIOV YIa va aoX0ANBEi HE TO CUYKEKPIPEVO QVTIKEIUEVO, TTAEOV BiveTal N
ouvaToTNTA VIO AVATITUEN NAEKTPOVIKWYV TTAIXVIBIWY HE TTANBWwpa  Bondnudtwy armd To
O100ikTUO. H PEAETN Kal UAOTTOINON TWV TEXVIKWY TTOU PEAETOUVTAI OTNV TTAPOUCA TITUXIAKA
gival Tavw oTto Aoyiopikd NG Unreal Engine 4, TTou Trapéxetal dwpedv atmod tnv Epic Games.
MapdAa autd apkeTég atmd TIg TeXvoAoyieg Tng Uneal, TIG ouvavTtael KATTOIOG KAl 08 GAAEG
MNXAVES YPAPIKWY OTTWG OTN UNnity JE ATTOTEAECUA VO ITTOPECEI VA EQAPUOTEl APKETA ATTO TA
TTapadeiyuaTa Kal o€ auTEG.
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KepdAaio 1 Eicaywyn otnv Unreal Engine 4
1.1 Unreal Engine 4

H 1étaptn ékdoon Tng Unreal £yive diaBéoiun oto koivo oTig 29 Atrpidiou,2014.
Apxik& pe €va 11oo6 19 doAapiwv pnviaiog 0 OTToI00OATIOTE £XElI TTPOCRACN OTNV
unreal engine 4 pe TV eTaipia va €xel PePidIo 5% Twv €00dwv TTWANONG aTTo
oTToI0dATTOTE TTaIXVidl TToU TTapaydévTouoTav atmd aveEdpTNTOUG TTPOYPAUUATIOTEG.
2TIG 4 ZetrreuPBpiou Tou idlou €toug, n Epic Games £édwoe dwpedv ekOOTEIC TOU
AOYIOUIKOU 0€ oxOAgia TNG deuTePOBABUIag Kal TPITORABUIOG ekTTaideuong, Hadi pE éva
TTOOO TWV 5 EKATOMMUPIWY OTOV Opyaviouod Unreal Dev Grants Trou trapeixe
ETTIXOPNYNOEIG, 0€ dnUIoUPYIKA £pya, TTou Xpnolyotroloucav Tnv Unreal. Tov MdapTio
Tou 2015 n Epic Games £dwaoe Xwpic uvOpOour TNV UNXAvh YPAPIKWY OTO KOIVO, UE
OUXVEGC QVOVEWOEIG KOl KAIVOUPYIEG TEXVOAOYIEG, €vw TauTdxpova KpaTtdel Eva
€UdIAKPITO Kal BlauyEG TTEPIBAAAOV yia TOV TTpOoyPANPaTIoTH. MeTd amd €€l xpovia
uTTooTAPIENGS O0TNV ued n Epic Games avakoivwoe TTwg oTa TEAN Tou 2021 Ba eival
£TOIuN yia TV TTpowOnon TnG unreal engine 5 pe oAokaivoupyleg TEXVOAOYiEG OTTWG
TNV Nanite kai avavewpévn €kdoon Tou Niagara Particle System.



1.2 TexvoAoyieg Tng Unreal Engine 4

KdaBe KUKAOG avatrTuéng evog traixvidlou, Trepvdael aTrd Tpia Bacikd oTddia
gekivwovtag TTavTa atrd TnVv idla TNV I0€A TTOU OTIC TTEPICOOTEPES TTEPITITWOEIS Eival N
OUAAOYIKR TTPOCTTABEIN TWV TTPOYPAUMATIOTWY, OAAG KOl TOV OTEAEXWYV, AV N
avaTrTuén yivetal atmo éva peydAo studio.Ze €IBIKEG TTEPITITWOEIS €ival
METEVOAPKWON TNG 10€AG EVOG EUTTEIPOU ETTIKEQAAN OUAdAG, TTOU £XEI EYTTEIPIA PIE TO
avTIKeipevo. MNapdAa autd Eva TraixVvidl dev Ba PTTEl TTOTE O€ TTAPAYWYH AV TTPWTA dEV
eAeyxOei €0TW Kal OTAV EUPRPUIKA TOU HOPPH yIA TO AV TTPAYMOTIKA agicel TRV daTtravn
UAWV Kal wpwv epyaciag. AuTo TTITUYXAveTal Aatrd TRV UAOTTOINON £VOG apyIKoU
TIPWTOTUTTOU, TTOU OTNV OUVEXEIQ EUTTAOUTICETAI AV €ival DIOKPITH N €mITUXia Tou. H
METABOAR TOU TTPWTOTUTTOU O€ €va ATOQPIO TTAIXVidI, UTTOPEI VO KPATAOEI aTTO
€BOOMABES PEXPI KAl XpOVIa, avaloya PE TO OKENOG Kal TIG AEITOUPYIEG TOU TTaIXVISIOU.
Na autdv Tov Adyo n KABe eTaipia r} n KABE ave¢dpTnTn OPAdA TTPOCTIOBEI VO PEIWOEI
TOV XPOVO aVATITUENG TTAIXVIOIWY, UIOBETWVTAG KATTOIO OTAVTAP.TO T onuavTIKO
atré autd gival n amrogacn yia 1o ToId AoyIouIKo Ba XpnoiuoTtroindei. To yeyaAuTepPo
TTOCOOTO TWV ETAIPEIWV EXEI AVATITUEEI TO BIKO TNG AOYIOMIKS, avaAoya JE TIG YVWOEIG
KAl TIG TTPOYPAMMATIOTIKEG IKAVOTNTEG TWV OPAdWYV avaTTuénG Tng.Mia punxavng
YPOQPIKWYV ATTAITE EPTTEIPIO Kl XPOVO YIa va UAOTTOINOEI, TTou onuaivel 0TI eV givail
Mia Tpooitr) 16€a yIa Jia JIKpA OPAda TToU eV £XEI TNV IKAVOTNTA aVATITUENG MIOG
TéTOl0G TEXVOAOyiag.[MapoAa autd Aoyiopikd 6TTwg n Unreal Engine kai n Unity
AUvouv auTé 1o TTPOPRANUA ATTO TNV OTIYMI TTOU UTTAPXEl dwpedv TTPOCRACN O€ AUTEG.

‘Exovtag €mmAEEEl TO APPOBIO AOYIOPIKO O KUKAOG avdaTtiTugng TrepvAel TO
eTéPEVO OTABIO TTOU €ival n uAotToinon.Me dilagopd To onUAvTIKOTEPO KOUMPATI yIa TNV
QVATITUEN €VOG TTAIXVIBIOU TTOU TTPETTEI VA YiVEl OTEVA OUVEPYQTia aTTd OAEG TIG OPADES
ME TTAAPN Katavonon Tou OTOXOU yia TNV BEATIOTOTTOINON TOU XPOVOU TTapaywyng Kal
TNV €AaxioToTroinon OQ@AAudTwyv Kal TTPORANUATWY TTOU JTTOPEI va UTTOOTEl TO
TTaIXVidl.AUTO atraitei éva opyavwuéEVo TTEPIBAAAOV TTOU ETITPETTEI MIa  TETOIA
ouvepyaaoia, dIVOVTAG TNV QUECOTNTA TTOU ATTAITOUV Ol TTPOYPOUMATIOTEG KAl AAANEG
opGdec O6mmwg ol 3d Artists,animators kai NXOAATITEG, TTapéXovTag TrpoOcacn o€
TTPayHaTikd XpOvo oTo TTaixVvidl yia TTpooBniKn,eTTeEEpyacia Kal TTIBavov aAAayEg TTou
Ba utrooTei kKata TNV avatTuén. Eva tétolo TepiBdAAov Bpioketal otnv Unreal Engine
4 TTOU ETMITPETTEI dia OPOAN €l0QYyWYH OTOV KOOUO TWV PNXOVWV YPAPIKWY PE TNV
TexvoAoyia Tou Blueprint. To TTpOBANUa TTOU TTPOKUTITEI APKETEG YOPES OE ATOPA TTOU
BéAouv va trepdoouv oTov KAGSO TNG avAaTTTUENG NAEKTPOVIKWY TTAIXVIDIWV Eival n
EMTTEIPIA TTOU QTTAITEITAI OTTO TTAEUPAG TTPOYPANHATIONOU.MEOW TNG TEXVOAOYIAG TOU
Blueprint avtikaBioTavTal KopudTia Kwdika ue KOPPBOoUG TTou AsitoupyoUv aAAnAévOETa
METAEU TOUG.AUTO TO CUCTNPA Eival APKETA €UENIKTO KOBWG TTapéxel Tn duvatoTnTa
OTOUG OXEDIOOTEG VA XPNOIUOTTOIOUV OXEOOV OAO TO QACHA TWV EPYAAEIWY TTOU ATAV
0100£01u0 HOVO OTOUG TTPOYPAMMATIOTEG KOl TOUG ETTITPETTOUV VO AVATITUEOUV TO
TARBOG  Twv  AgIToupyliwv  TOU  TTAIXVIBIOU, XWPEIC TNV ammaitnon  yvwong
TTpoypauuaTiopyoU.Etriong  peow C++ o1 TTPOYPOUMOTIOTEG  PTTOPOUV  va



dnuIoupynoouv Bacikd CUCTAPATA TTOU UTTOPOUV VA ETTEKTABOUV aTTO TOUG OXEDINOTEG
Méow Tou Blueprint.

H Unreal Trapéxel pia TAnBwpa diagopwv €1dwyv Blueprint pe Tpia atmd autd va
gival n Baon yia TNV avdatrTugn Twv AEIToupylwyv €vog TTaixvidliolu. To TTPWTo Kal TTIo
onpavTiko gival To Class Blueprint TTou emTPETTEI 0TOUG BNUIOUPYOUG TTEPIEXOUEVOU Ol
oXedIOOTEG va TTPOCOECOUV €UKOAA AITOUPYiEG TTAVW ATTO TIG UTTAPXOUCES KAAOEIG
TTaxvidiou. Me autdv Tov TPOTTO, YiveTal va OPIOTEl Wia Kaivoupia KAAon 1 éva véou
€idoug dPACTN, TTOU WETETTEITA UTTOPEI va TOTTOBETNOEI 0TO XAPTN N OTO level Tou
TTaxvidiou. ApkeTd duvaTd epyaleio Tou Class Blueprint gival n KAnpovouikéTnTa TT0U
MTTOPEI va TTEPATEl TTANPOPOpIa atTd Tov Yyovéa aTo TTaidi. [Npiv 068¢i auTr n IKavoTnTa
TIPETTEl TTPWTA VA ATTOPACIOTEI TO €i00G TOU yovéa 1 o TUTTOG KAdong.Ta BaoikdTepa
€idn kKAdong cival o dpAoTng, TToU gival éva AVTIKEIMEVO TTOU PTTOPEI va TOTTOOETNOEI
OTOV KOOMO,TO TTIOVI TTOU PTTOPEI va eAeyXBei atmd Evav XEIPIOTA,EVAG XOPAKTAPAS UE
duvaTOTNTEG TTOU UTTOPEI VO TTPOCBECEl 0 OXEOIONOTAG TOU TTaIXVIOIOU OTTWG TPESIKO Kal
TTEPTTATNUA KAl O XEIPIOTHG TTOU Eival UTTEUBUVOG yia ToV XEIPIoPS Tou TTioviou. Av yia
TTOPAdEIYUO UTTAPXEI €va TOTTIO OTTWG £éva OACOG Kal XPEIAOTEN va KaTtolknOei atrd
d1dgpopa Cwa, TOTe 0 OXedIAOTAG Oev Ba xpelaoTei va @TIAEEl €€ OAOKANPOU TO KABE
€idog Cwou. 'Exovrag oxedidoel Eva apxIKO TTIOVI HE XAPOKTNPIOTIKA OTTWG TO OKEAETO
Kal Tnv Kivnon, B8a utopéoel va @TIAEEl avTiypa@a TToU KANPOVOouoUvV autd Ta
XOPAKTNPIOTIKA Kal JETETTEITA OTTAG Ba opicel To KABE (WO PE TOV KATAAANAO OKEAETO
Kal TNV Kivnon TTou Tou apuodel.

E€ioou onuavrtika cival Ta Blueprint Interfaces, mou amoBnkelouv Asitoupyieg
TTOU PETETTEITA PUTTOPOUV va XpnoiyoTtroinBouv amd dAAa Blueprints.Autd 1o0xUel yia Ta
Blueprints 1Tou TOUG £x€lI TTPOOTEDEI N CUYKEKPIPEVN BIACUVOEDN, ETTITPETTOVTOG TNV
Xpron Twv Asitoupyiwv Tou Blueprint Interface.Autd ouciaoTikéd poidder pe v évvola
MIAG OIETTOPAG OTO YEVIKO TTPOYPAUMATIONO, N OToia €MITPETTEI TNV KOIVI] XPnon
TTOAAWY BIAQOPETIKWYV TUTTWYV AVTIKEIMEVWY Kal TNV TTPOCRacn TOUG HECW MIAG KOIVAG
oierapnic.Me tnv xprion Twv Blueprint Interfaces emTpémmeral va xpnoipotroinBei pia
KoIviy JEBodOo aAAnAeTTidpaong o€ TTOANOUG BIaPOPETIKOUS TUTTOUG QVTIKEIMEVWV.AUTO
onuaivel, 0TI €ival duvaTto va UTTAPXOUV EVTEAWG DIAYOPETIKOI TUTTOI AVTIKEIMEVWV,OTTWG
éva QUTO Kal €va OTTAO, TTOU JOoIPAZoVTaIl Jidt CUYKEKPIPEVN AsITOupyia OTTWG Kal Ta dUO
MTTOPEI va Ta padéwel o TTaikTnG atrd 10 £0a@og. Anpioupywvtag pia dietragr Blueprint
TToU TTEPIEXEI MO ouvapTnon Interact kai éxovrag 1600 10 OTTAO OGO KAl TO QUTO
eQpapuooel authv TN dlacuvdeon (Blueprint Interface), uymopouv kai Ta dUo va
KaAEOoOuV TNV OUyKekpIévn Acitoupyia. MapdAo 1ou oe éva Blueprint Interface
MTTOPOUV va d0B0oUv gicodol Kal ££0001 UTTAPXOUV PEPIKOI TTEPIoPICHOI. Mia AsiToupyia
Tou Interface &ev ptropei va mpooBEéoeig véeg ueTaBAnTég, ato TpéXov Blueprint ) va
TPOTTOTTOINCEl YPOAPANATA TTOU OUVOEOVTAI UE AUTO.

Me kB¢ véo eTTiTredo TTOU 0 OXESIAOTAG 1 O TTPOYPANMPATIOTAS TTOU dNUIOUPYEI
TauTOXpova n pnxavry ypagikwv Ba opicel kai éva Blueprint emmédou 1TOoU Ba
AeiToupyei oav éva "Taykoouio" ypdenua cupBdaviwy 1Tou Ba gival utTeUBuvo yia TNV



eKTEAEON akoAouBIwv atmd evépyeleg.lMapola autd, dev uTTopouv va dnuioupyndouv
véa Level Blueprint péoo 1ng dIETTAPNG TNG UNXAVAS YPOPIKWV.AUTA N HovadIKOTNTA
IOXUEl yia KABe etmiTredo TTOU Ba @TIOXTEI divovTag TNV ETTIAOYR va £QAPUOCTOUV
OIaQOPETIKO €idOUG AEITOUpPYieS yia To KaBEva Pe TNV KABE 1816TNTA TOU ETTITTEDOU VA
MNV eTNPEaCel Ta AAAa.Méow Twv Level Blueprint utropouv va 1eBoUv AsIToupyieg TTou
Ba emnpedlouv Twv TTAiKTn AAAd TOuG UTTOAOITTOUG BpAOoTeEG OTTWG OAAQYEC OTO
TEPIBAAAOV aAAG Kal yeyovoTa TToU Ba £xouv POVO €vav Kal JovadikKd OKOTTO OTTWG
BAavaTog Tou XapakTApPa ] aAAayr) wpag Kal KUKAOG NEPAG-VUXTAG.

KepdAaio 2 PwTiopdg
2.1 Koiva XapaktnpioTikd Twv Eidwv PwTiopoU

Avahoya pe Tov OTOXO €VOG TTAIXVIOIOU,TO BEUATIKO TOU KaI TNV ATHOC@AIPA TTOU
TIPOOTIABE VO evoapKwoel AauBavovTal uTToWn apKETEG ATTOPACEIC YIA TO OTHOIUO
BaACIKWY TTAPAPETPWY OTTWG O QWTIOKOGS Kal N aTpoo@aipa.llapdAo TTou apKETA
TTaIvidla atmropelyouv TNV TTAAPN PECAICTIKOTNTAG OTO TTEPIBAANOV KpaTWwvTaG éva
TTOAQIAKO OTUA, TTOU QEPEI TTIO KOVTA TNV KUPIOAEKTIKA €vvola Tou Opou “traixvidl”
,KUPIWG yIa dnuIoupyikoug Adyoug, dev TTapaTnpEital N avdykn yia Eva agloTTpeTTn Kal
KAAOOXEDQIOOUEVO OTACINO QWTIOUOU.ACXETA PE TNV AETTTOUEPEIAKT) UAOTTOINGN TTOU
MTTOPEI va €XEl AdBel xwpa o€ éva eTTiTTedo, a1Td PEPIAG KATOIKNONG KAl EUTTAOUTIOUOU
Tou TTEPIBAAAOVTOG aTTd QVTIKEIMEVA Kal OpAoTeG, Ba TTPETTEl va gival dIAaKPITO TO
atroTEAEOUA, AAAG Kal 0 AOYOG, TTOU O OXEDIAOTNG TINPE TIG AVAAOYEG ONUIOUPYIKEG
aTTOPACEIG.

O @wTtiopég otnv Unreal xwpiletal o€ T€00€pIg TUTTOUG , Directional light, Sky
light, Point light kai Spot light. K&6e TUtTOU QWTIONOG, £X€1 OXEDOV idIEC PUBUITEIC OAAG
ME TOV KaBéva va €xel TEAEIWGS DIAPOPETIKES IDIOTNTES, ME ATTOTEAEOUA OUYKEKPIPEVOU
€idoug QwTIoPOI va gival TTEPICOOTEPO ETTIOUPNTOI OE€ OCUYKEKPIYEVEG TTEPITITWOEIG ATTO
KaTtroloug AAAoUG.KaAr TTPOKTIKE €ival va yivel HEAETN TWV XAPOKTNEIOTIKWY TTOU gival
KOIVA avAapeoa Toug Kal N dlaxeipior) Toug avaloya e TIG duvaTtdTnTéS Tous. 'Eva atrd
T KOIVA Kal TTIO0 ONPAVTIKA XOPOKTNEIOTIKA TToU €XOUV OAOI O QWTICMOI €ival n
KIVNTIKOTNTA TTOU UTTOPEI va TEBET o€ TPEIG TPOTTOAOYIES

e OTATIKA
e aKivnTtn
e KIVNTA

Ta otatikd ewTa dgv €xouv TNV duvaTtoTnTa aAAayng i METAKivnong atrd Tnv
oTIyuA TTou TO TTaIXVidl €xel TeOei o ekTéEAeON.O UTTOAOYIOUOG TOU QWTIOUOU YiveTal
MOvOo péow Twy Lightmaps,kai uoAig uttoBANnBei o€ eTre€epyaaia, dev Ba £xel TTEPAITEPW
EMMTITWOEIS OTNV ATTOd0O0N.Zav ATTOTEAECUA av £va KIVOUPEVO QVTIKEINEVO €pBel o€
ETTAPNA MUE Mia TTEPIOXN TTOU Eival TTPOKATAOKEUOAOUEVN HE OTATIKO QWTIOUO, TOTE TO
QVTIKEIHEVO Ogv Ba €TTNPEACEl TOV QWTIONO, ETTOPEVWG N XPNOIUOTNTA TOU OTATIKOU



QWTIOPOU  TrEplopiCeTal OTA  onueid ToU  Oev  TTEPVAVE  KIVOUUEVA
avTikeipeva.llapdAAnAa AOyw TG auECOTNTAG TTOU OI OKIEG £X0UV PE TNV avAAUGCH TOU
Lightmap Tou kd&Be avTtikeiyévou Oa TPETTEl va  yivOouv Kal Ol ATTAPAITATEG
puBuioeig,ouviBwg Pe TNV augénon Tng Lightmap Resolution petaBAnTAG oTO KABE
QVTIKEIPEVO. MeyaAUTEPEG TIEG, onpaivel uPNAOTEPN avaAuar, aAAG Kal JEYOAUTEPOUG
XPOVOUG KATAOKEUNG TAUTOXPOVA PE MEYOAUTEPN KATAVAAWON PVAUNG. ATTO TIG TPEIG
TPOTTOAOYIEG, TA OTATIKA QWTA TEIVOUV va €XOUV MEON TIoIOTNTA, XAMNAOTEPN
METABANTOTNTA KAl TO XOUNAOTEPO KOOTOG ATTOdOCNG

2.€ avTiBeon YE TA OTATIKA QUTA TA AKiVNTA £X0UV TNV duvaTOTNTA VA AAAGEouv
TA XOPAKTNPIOTIKA TOUG, OTTWG N €vTAon TOU QWTICKOU KAl TO XpWHA AAAG TTApaPEVOUV
o€ uia oTabepr) B€on KaTd TNV eKTEAEDN TOU TTaIXVISIOU. QOTAOO O aANQYEG TTOU PTTOPEI
VO UTTOOTEI TO OKIiVATO QWG KATA TNV EKTEAEON TOU TTAIXVIOIOU £TTNPEACOUV UOVO TOV
AMECO QWTIOUO OAAG OXI TOV EUPETO,OTTWG Ol AVTAVAKAGOCEIG,ATTO TNV GTIYUN TTOU Eival
uttoAoyiopévo atrd 10 Lightmass Tou kdBe evog avTtikeipévou oTto eTTiTTed0.ATTO TNV
OTIYMA TTOU O AUECOG QWTICHOG Eival UVAUIKA TOTTOBETNUEVOG OTNV OKNVA HETOBANTES
OTTWG N OPATOTNTA KAl N I0XUG YTTOPOUV va TPOTTOTToINBoUV avaAoya Pe Tov TPOTTO
TTOU TO idI0 TO PWG Ba XPNOIKOTTOINBEI OTO TTAIXVIOI,TT.X. POKOS TTOU Ba EAEYXETAI ATTO
TOV TTQAIKTN A Mia AGuUTTa TTOU Ba TPEPOTTAICEI.AVTIBETA O EUPECOG QWTIOCPOG ATTO TNV
OTIyUA} TTOU €ival TTPOKOTACOKEUQONEVOS aTTO TO TTaixvidl dgv Ba utrooTeEi TIG idIEG
aAAayEG TTPOKOAGVTAG APKETA TTPORBANUATA OTO TPIYUPW TTEPIBAAAOV PE AVETTIBUUNTA
atmroteAéopaTa.lla TNV KATATTOAEUNGN TOU EUPECOU QWTIOWOU O€ Jn €TIOUPNTA onueia
oTOV XAPTN YiveTal JEow TOU post process volume pe TNV €TIAOYA TNG 1810TNTAG TTOU
ovopadletal Indirect Lighting Intensity, n otmoia emTpéTTel TNV KAINAKWON TNG GUPBOANG
Tou lightmap yia 6Aa Ta @wTa TTOU €ival TOTTOBETNUEVA OTO ETTITTEDO, TO OTTOIO UTTOPEI
va aAAaxBei katd 1o Xpovo ekTéAeong péow Blueprint.Etriong éva mmpoRAnua 1Tou
MTTOPEI Va dnpIoupynBei Pe TNV Xprion TTOAAATTAWY OKIVATWY QWTICUWV gival 0 apiBudg
TTOU PTTOPEI va UTTAPXEI, av ETTIKAAUTITEI TO éva TO GAAO.To peyaAuTepo TTABoG atrd
ETTIKAAUTITOMEVA OTATIKA QWTA TTOU JTTOPOUV VA UTTAPXOUV OTNV OKNVA €ival 4, €1T€10N
Ta QUWTA TTPETTEI VO eKXwpnBouv oe dia@opeTika KavdAia lightmap.ATmoé 1o TETOPTO
stationary @wcg kai ueTd, avti va dnuioupynBouv OTaTIKOI QWTIOUOI Ba JETATPATTOUV O€
QUVOUIKOUG, TTOU PTTOPEI va €XEI ETTITITWON OTNV TaXUTNTA EKTEAEONG TOU TTalxVIdiou.H
unreal engine O¢ TEPITITWON TIOU O APIBUOG TWV ETTIKOAUTITOUEVWY OTATIKWV
QWTICPWYV UTTEPPEI TO OpI0, TTPOCBETEI éva KOKKIVO X 0TOV OpAOTN VIO VA EVNUEPWOEI
TOV OXEDIOOTH.



Eikéva 1.1 EmikaAutrtéopeva Static Lights

H teAeuTtaia emmAoyr TTou diveTal aTov oxXedIAOTH yia TOV TPOTTO TTOU Ba KIveiTal
TO KABe Qwg, oT1o Trauyvidl, €ival n kivnTA.To KIvnTO QWG PTTopEl va aAAdéel oe
TTPayHaTiKO Xpovo oxedov KABe 1816TNTa TToU £XEl. H Xprion Tou yiveTal ouviBwg oTav
arraiTeital dueon oAAaynl QwTIoPoU, evw €xel 0TnBei To TTaIXVidl. AuTO €xel oav
ATTOTEAEOUA KABE QVTIKEIMEVO TTOU £PYETAI OE ETTAPH KJE AUTOU TOU £i00OUG GWTIOUO VO
TIPOKAAEI OKIEG, TTOU TIPETTEI va UTTOAOYIOTOUV Thnv idla XPOVIKr OTIyUA.AuT) n
dladikaoia empBapuveTal avaloya Kal e TO TTANBOGC TWV TPIYWVWYV TTOU €XEl TO KAOE
avTikeipevo.lla va eivar Aiyotepo kooTtoBdépa n diadikacia KivnToUu @QWTIOPOU O
oxedI00TAG PTTOPEI va €TTIAECEl anpeia TTou o TTaikTng Ogv Ba €pBel o€ eTaQn, 1 6a
QAVTIKPIZEl aTTO HAKPIA WOTE VA AVTIKATAOTACEI TOV KIVNTO PE OTATIKO QWTIOUO.

AUO0 XpNoIueS pubpioelg TTou BonBouv oTNV OUaAr TTPOBOAR TwV OKIWV Eival TO
Slope Bias kai To Shadow Slope Bias, mou o€ ouvepyacia ag@aipouv QvTIKEINEVA
xaptoypdenong okidg (artifacts) tmou ptropei va tpokUuywouv. H emAoyr; shadow
amount, puBuicel TRV €vraon TG oKIAg Kal Traipvel TINES atrd 0.0-1.0. Autn n emAoyn
Oev OUUPBAAAEI OTNV TTIO YPryopn ETTECEPYQTIQ TOU QWTIOUO av N Tiun BpiokeTtal ato 0
Kal KaTé ouvETTEla Ogv eTTNPEACEl TNV EKTEAEDN TOU TTaIXVIOIOU PE BETIKO | apvnTIKO
TPOTTO, ATTO TNV OTIYUA TTOU O UTTOAOYIONOG YIa TNV OKiaon Tou KABe avTikeiuévou Ba
ouveyioel va uttdpxel. AKOua dUo BacikES 1I010TNTEG gival, N €vTaon Kal TO XPWUA TToU
avaAoya pE TO €i00C PWTIOPOU TToU €xel ETTIAEXOEI TTpoCapUOlETal avaloya aTrd Tov
oxedlaoTh, MEOW TOUu TTAPABUPOU AETITOPEPEIWV OTIWG KAl Ol TTPONYOUMEVWG
AVOQEPOUEVEG 1010TNTEG OAAG Kal péow Blueprint.

2.2 Eido1 PwTiopoU Kal UTTOAOYIONOG OKTiVWV

21nv Unreal Engine 4 ptropei va utrdpéel pia katnyoplotroinon 6cov agopd Ta
€idn WTIoCPWYV Kal TwV AgItoupyiwv Toug.To spot light kai point light xpnoipgoTtrolouvrai
KUPIWG YIO TOV QWTIOUO O€ PIKPOU MPIKOUG ATTOOTACEIG OTTWG AQUTIEG ) QAKOI TTOU
TTPoRAaANoUV Qws atmd €va pévo onueio.AvtiBeta o okotmog Tou Directional light kai



Sky light €ival n atreikdvion Tou QWTICPOU TOou NAIOU KAAUTITOVTOG OAO TO TTEPIBAAAOV
ME @wg o€ atreipn atréoTaon.To Sky light epapudlel QwTIOPO Pe BACN TO GOVTO Kal
TTEPIEXOUEVO TOU KABE ETTITTEDOU.
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Spot Light : To Spot light éxel To gikovidio evog TTpoBoAéa.Av ToTToBeTNOEI OTO
eTTiTredo gu@avicetal o dpdoTtng (actor) Tou Spot light TTou dnAwvel TNV BEon TOoU oTOV
KOOoMO. Apou eTTIAexOei, 0 dpAoTNG,0TO TTAVW KEVTPIKO PEPOG Tou viewport divovTal
ETMAOYEG VIO TNV HETAQOPA,TTEPIOTPOPN] Kol aAAayry OKEAOUG TOU QWTIOUOU KOl
TaTwvTag Ta TANRKTPa W,R,E avtioToixa ptropei va yivel aAAayr) avaueoa O€ QUTEG TIG
ETTIAOYEG.

Eikéva 2.1 Place Actors:Lights
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Eikoéva 2.2 Move,Rotate ka1 Scale Options

Evw cival emmiAeypévo 1o Spot Light, otnv de€1d pepid tng 066vng uttdpxel 1o
TTaPAOUPO AETTTOUEPEILOV TTOU ETTITPETTEI OTOV OXEDIAOTH va ETTECEPYAOTEI KAl va
TPOTTOTTOINCEI TIG 1010TNTEG TOU QWTIOUOU. 2Z€ TIEPITITWON TIOU TO TIapaBupo
AETITOHEPEIWV OEV Eival AUTOPATA AVOIXTO, HEOW TOU PevoU TTaTwvTtag To Window kai
emAéyovTag Tnv Ocutepn €mAoyr Details ptropei va ep@avioTei TO QvTiOTOIXO
TTapdBupo. O1 TTpwTES TPEIG 10IOTNTEG €ival iBIEG PE TIG ETTIAOYEG TTOU €ival Kal OTO
Viewport, OXeTIKA PE TNV HETOQOPA, TTEPIOTPOPA Kal aAhayry okéAoug.H TETapTn
I010TNTA, €ival N KIVNTIKOTNTA TOU QVTIKEIUEVOU TTOU ava@EépBnKe TTponyouuEvwe.H
MEYaAUTEPN PBdaon Odivetal OTIG 18IOTNTEG TTOU €ival OPAdOTTOINKEVES, KATW aTTd TNV
AeCavta Light. Ekei guAGooovTal Ol TTANPOPOPIEG OXETIKA HE TNV EVTAOT,TO XPWHA AAAG
KAl TIG OTTOKAEIOTIKEG 1810TNTEG TOU QWTIONOU.ZTNV TTEPITTTWOoN Tou Spot light auTég ol
QTTOKAEIOTIKEG 1810TNTEG, €pXOVTal VO METARBAGAAOUV TA XAPAKTNEIOTIKA TOU KWVOU TTOU
gival utTEUBUVOG yia TNV TTPOROAR TOU PWTICHOU.
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Eikova 2.3 Details Window

MEeTA TO XPWHO TOU QWTIOUOU N auE€owg TTOEVN 1810TATA €ival To Attenuation
Radius 1Tou au¢dvel 1 peiwvel TRV amméoTacn ammo Tnv TThyR wg To onueio TTARPNS
e€aoBéviong Tou QwTtiopou.To Inner Cone Angle kai To Outer Cone Angle eivai
uTTEUBUVA yIa TIG BIACTACEIS TWV KWVWYV, TTOU gu@avifovtal PJe UTTAE Kal YaAAQIEg
YPOUMEG avTioToIXa.Z€ ouveEpyaaia UTTopoUV va opicouv Tnv didxuon TTou Ba €xel TO
QWG OTIG ETTIPAVEIEG TTOU TTPOCTTITITEL. AV TO QWG XPEIAZETal VO €XEI JEYAAN didyxuon
167 TO INnner Cone Angle Ba TTpéTtrel va pelwdei  va augnBei n didueTpog Tou Outer
Cone Angle.Oco uikpdTepn N dlagopd PETALU Toug TOOO TTI0 €vTovn Ba gival n diagopd
METALU QWTICOMEVNG KaI PN QWTICOMEVNG eTIPAvelag. O1 TEAeuTaieg dUO ETTIAOYEG TNG
oupddag Light, Indirect Light Intensity kai Volumetric Scattering Intensity, £xouv
TEPAOTIO ETTIPPON OTO PEAAICHO TOU wTIONOU.To Indirect Light Intensity etrnpedder Tig
TPIYUPW ETTIPAVEIEG TTPOCOETOVTAG EUUECO QWTIOUO.Av UTTAPXOUV Kal GAAEC TTNYEG
QWTIOHOU YiveTal eEOPNAAUVON OTA ONUEIQ, TTOU TA QWTA EQATITOVTAI KOl OEV UTTAPXEI
atmrotoun aAAayn NG €vraong @wTiopou.H Aoyl Volumetric Scattering Intensity
ETTITPETTEI TOV QWTIOUIOKO TwV volume TTou d1aTTeEPVA TO QWG.AV OTO ETTITTEOO UTTAPXEI
OMiXAn udTTOpEi va xpnoiyotroin®ei 1o Volumetric Scattering Intensity yia va
avatrapaocThoel TN d1IdBAacn Tou QWTIOHOU TToU BIATTEPVA TNV OMiXAN.



Eikéva 2.4 Spot Light

Point Light:To Point Light éxel apkeTd koiva xapaktnplioTikd pe 1o Spot Light
ME TIG dIAQOPES TOUG va gival KUPiWG oTov TPOTTO TTPOROANG pwTiopou. Me to Point
Light dev uttdpxel n évvola Twv KWvwv aAAd Tng oeaipag. H emmAoyr Tng évraong Kai
TOU Xpwuatog pévouv idleg. Katw amd 1o Attenuation Radius utrdpyxer n 1816tnta
Source Radius, TTou augdvel Tnv SIGUETPO TTOU O PWTIOUOS Ba eTTNPEdaEl TIC TPIYUPW
em@aveleg. Auth n emAoyn gival TTou avTikaBioTd 1o Inner Cone Angle kai 1o Outer
Cone Angle.To Source Radius opilel Tnv dIAPETPO TNS TTNYNG, GAAG dev eTTnpeddel TRV
évraon Kai Tnv amoéoTtacn Tou QwTiIopoUu.Apa av au¢nbei To Source Radius kai n
OI1GueTPdGS Tou gival peyaAuTepn atro 1o Attenuation Radius, dev Ba uttdpéel augnon
TOU PEYEBOUG TOU QWTICHOU.



Eikova 2.5 Attenuation Radius > Source Radius



Eikova 2.6 Attenuation Radius < Source Radius

H &eutepn 1010TNTA TTOU £TTIONG £TTNPEACEI TNV TTNYN TOU QWTICPOU gival TO
Source Length 10U pETABAAAEI TO UYWOG 1} TO TTAGTOG TNG TTNYNRS WTIOCUOU avaAoya PE
TNV QOPA TTOU Tou €xel avaTeBei oTo emmiredo. Me Tov ouvduaoud Tou Source Length
kal Source Radius ptropei va yivel Tpoocappoyr avahoya pe 1o T €idoug TTNYAG Eival
aTrapaiTATN yIa TNV OUYKEKPIMEVN oknvr .MNa Tmapddeiypa, av  xpeldletal va
aTTeIkovIoTel KATTOI0 €idoug led,Tou ouvABwg £€xel PIKP O OYyKo TNy OAAG
MakpboTevn didueTpo, Ba Trpétrel va ueiwBei To Source Radius kal va au¢nBei 10
Source Length.



Eikova 2.7 Source Radius

MapdAo 1Tou 1o Source Radius oTn OUYKEKPIPNEVO TTAPAdEIYUa €ival i00 PE TO
pMNdév (Source Radius = 0,0) ouveyicel kal uttdpxel ews. Av 1o Source Radius kai
Source Length eival undevikd dev onuaivel 611 dev UTTAPXE! TTNYH GAAG OTI TO QWS Ba
apxioel va TTpoBAAAETal aTTd TO KEVTPIKO OnuEio Tou dpdaTn.



Eikéva 2.8 Source Radius & Source Length =0.0

Sky Light:To Sky Light AapBdvel TAnpo@opieg ammd aviavakAWPEVO QWTIOHO
atré 10 TPIYUpW TTEPIBGANOV, OTTWGS aTTO AAAOUG PWTICHOU TTOU PTTOPEI VA UTTAPXOUV,
.X. €va point light fj directional light aAAG kai até TNV aTudo@aIpa Kal TIG YETATPETTE
o€ WG. Auth n 1810TNTa PTTOPEl Vva pubuIoTel néoo Tou Source type.OTav TTpooTEDEI
10 Sky Light oT1o emitredo Adyo TnG TpopudbuIouEvVNG TIMNAG TTou £xel To SKy Distance
Threshold (150000,0) ptropei va unv TapatnenOci kapia aAAayr otov wTIoPo.To Sky
Distance Threshold cupuBoAicel To onueio armmd 1o otroio 10 Sky Light 8a Bswpei oav
oupavo kal Ba To TTPoRAAAEl oav wc.Av To Sky Distance Threshold €xel TTOAU peydAn
TIUA KAl BeV UTTAPXEI O€ EKEIVO TO onueEio TTAnpogopia, ToTe dev Ba UTTAPEEI PWG, TTOU
onuaivel 6T N TIUA Ba TTPETTEl va YelwBei. Tautdxpova av UTTAPXoUV TTOAAEG TTNYEG
QWTIOPOU pE TTOAAEC avTavakAAoEIg, n éviaon Tou QWwTIoPoU Ba augnBei dpauarTikd.
2 avtibeon pe Ta GAAa QUWTa TTOU avagEépdnkav dev uTTapxel KAtrola €voeign yia va
EVNUEPWVEI TOoV OxedlaoTei yia Tnv amoéotaocn Tou Ppioketal To SKy Distance
Thresholdm trapa pévo pe apiBuoug, oTToTe Ba TTPETTEI 0 KABEVAGS VA TTEIPAUATIOTEI TNV
KATAAANAN TIPn TTOU Ba XPEIaoTEl, yia va UTTdpéel Eva mOUPNTO ATTOTEAEOUA.



Eikéva 2.9 Sky Distance Eikéva 2.10 Sky Distance
Threshold 70 Default Threshold 15000

TNV TTPWTN €IKOVa N TTAnpogopia wTiopou yia To Sky Light €épxetal atrd 1o
point light aAA& otnv Oeutepn eikdva 10 Sky Distance Threshold eival apketd
MEYaAUTEPO atTd TNV atréoTaon Sky Light pe point light kal dev utrdpyxel ewTiopdg. Apd
aoxeta he TV ovopacia Tou 1o Sky Light ptropei Asitoupyoel kal oav QWTIOPOG
EOWTEPIKWV XWpwv, pubuiCovtag Tnv 1816TNTa Sky Distance Threshold.To yeyovdg o1
10 SKy Light kavel xprion Twv QWTIOCPWY, TToU TO TTEPIBAAAOUYV, Onuaivel 0TI N éviaon
TOuG Ba gival kal évag TTapayovTag oTnv évraon Tou SKy Light.
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Eikéva 2.11 MNMoAAATTAEG TTNYEG @WTICHOU

H deutepn emmAoyr Tou Source type eival To SLS Specified Cubemap 1Tou
xpnoigotroiei Cubemaps yia 1mnyn @wTtiopyou. Ta Cubemaps civalr pia péBodog
XapTOypPAPnonG TTEPIBAAAOVTOG, OTNV OTTOIa ATTONOKPUCHEVA TOTTIA XOPTOYPAPOUVTAl
o€ gia TTavopauik uer.To Sky Light AauBdvel TAnpogopia atrd Tov QwTIouO TOU
Cubemap kai dnpIoupyei To AvTiIOTOIXO QWG. ATTO TNV OTIyur TTou T0 Cubemap £xel



TEOE oav TNV TNy TTANPOPOPIag yia To QwTIOPO, N 1810TNTa Sky Distance Threshold
O¢ev £xel kapia emmppor.H emAoyy Cubemap Resolution, TTapéxel yeyaAuTtepn Kai TTio
QKPIBNAGS TTANPOPOPIa GWTICHOU KAl XPWHATOG AVAAOYa PE TNV TIUA TToU €Xel TEBEI. AuTh
n 1016TNTa €ival evepyn eite uttdpyel Cubemap eite xpnoigotroigital n €mAoy SLS
Captured Scene amd Tnv OTIyPR TTOU TO TPIYUpw TTEPIBAAAOV, Bewpeital cav 1o
emAeyopevo Cubemap.lpétrel va ToviOTEl TTWG PE PEYOAUTEPES TIMEG TO KOOTOG
ETTECEPYQOIAG aVEPAIVEL.
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Eikova 2.12 Xprion Cubemap via QwTICHO

210 TTap&Bupo World Settings otnv opdda Lightmass divovtail €TTIAOYEG yia TV
avadAuon Kal TNV TTooOTNTA TWV £UPECWY PETATIOICEWY QWTIOUWY TTOU Ba €xel n
oknvn.To Lightmass €ival TexvoAoyia TTou XpnoIUOTToIEi CWHATIOIA YIA TOV UTTOAOYIOUO
TOU £UUECOU QWTIOPOU Kal CUUBAAAEI OTOV TTPOUTTOAOYIOUO TUNUATWY QWTIOUOU, UE
OTATIKA 1 akivntn KivnTIKOTATA. H XpAon Tou Lightmass emTpémmel KaAUTEPOUG
UTTOAOYIOHOUG QWTICKOU KATA TNV dnuioupyia Tou TTaixvidlou Kai OV gival evepyo KaTd
TNV eKTEAEON. Mia 1810TNTA TTOU TTPOCPEPEI EiVal N HETAPOPA XPWHATIKAG TTANPOPOPIAG
TWV TPIYUPW HOVTEAWV 0€ Qwg. KAEIoTOI Xwpol TTou KaTtolkouvTal atrd 3D povréAa
£XOUV TTI0 KAAOOXEDIAOHEVO KAl PEANIOTIKO QWTIOHO AOYO TWV QVOKAWUEVWY AKTIVWV
TToU uTtoAoyioel To Lightmass.A1ro Tnv oTiyu TTou £va TraiyVidl TTePIEXEl OIAPOPETIKA
€idn QWTIOPOU, TTOU TO KaBEva PTTOPEl va BpioKeTal 0€ JIAPOPETIKA KIVNTIKOTNTA, O
TIPETTEI VA UTTOAOYIOTOUV PHOVO TA ONUEIN PE AKiVNTO I OTATIKO QWTIOUO Kal X1 QUTA JE
KivnTé.AUTO YiveTal yia £E0IKOVOUNON XPOVOU KATAOKEUNG, AAAG KAl TTOPWV €1BIKA OTAV
TTPOKEITAI yia eTTiTeda TTou TreEPIEXouv TTANBwpa ammd 3D povréAa.To Lightmass
Importance Volume egival évag dpdoTtng mmou Asitoupyei oav éva kKAouBi, divovtag pia
€vOeIEn oTNV pnxavr yia 1o ToId onueia Tou XapTtn Ba TTPETTEl va UTTOAOYioEl TO
Lightmass kai moid 6x1. H Unreal Engine mpoo@épel TTOAAEG puBuicelig yia Tnv
TTapaueTpoTroinon Tou Lightmass, aAAd ol BACIKOTEPEG TTOU KATTOIOG MTTOPEI VO
xpelaoTei va aAAd&el, Bpiokovtal oTnv opada pubuicewy Lightmass Settings. Adyo Tng
ETTIPPONG TTOU €XOUV OTOV QWTIOUO KABWG PTIAXVETAI TO TTAIXVIOI, MEYAAEG TIMEG OTIG
pPUBUIcEIC TwV avaKAGCEWY Kal TNG TToIOTNTAG UTTOPEI TTPOKAAECEl TTPOBANUA Kal €V



TEAN va pnv oAokAnpwOei n diadikacia. H aAAay auTwy Twv pubuicewy TTPETTEI VA
YiveTal PE MPIKPEG TTOPAAAAYEG OTIG TIMEG, AAAG n aUgnon Toug KaTta dia povada
TIPOCPEPEI TTAVTA AGIOTTPETTI) ATTOTEAEOUATA PE MIKPO KOOTOG.
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Eikéva 2.13 Apxikég puBpioeig Lightmass
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Eikéva 2.14 Tpotrotroinuéveg pubuioeig Lightmass

Directional Light:To Directional Light éxel ocav Ty éva aTTOMOKPUOUEVO
OWHAa O€ ATTEIPN ATTOOTACT) KA EiVAI O TTIO ATTOTEAECUATIKOG TPOTTOG YIA TNV ATTEIKOVION
TOoUu NAIoU. AUTO onuaivel TTwG OAEG o1 OKIEG gival TTAPAAANAEG TTou BonBdel pe Tov
PEAAIOPO Tou TTaIXVIOIOU. O1 1810TNTEG OXETIKA UE TOV QWTIOUO gival oxedOvV idIEC PE TO
sky light pye 1Tpd0OeTEG ETTIAOYEG yIa TNV ATTEIKOVION TOU NAIOU av BewpnBei TTwg
uTTapxel pia arpoogaipa. H 1diotnta Source Angle gival utreuBuvn yia tnv dIGUETPO



TToU Ba €xel TO QWTEIVO cwpa.H apxikA Tiun gival 0,527 kai gival idia ye Tnv didoTacn
TOU RAIOU TTOU €ival opaTr aTod Tnv em@Aveia TNG yAG.H alténon n peiwon g TINAG
QUTAG Oev €TTNPEACEl TNV éviaon Tou QwTiopou.llapdAo TTou n apxikh TiPn €ivai
Baoiopévn oe TpayudaTika dedopéva n augnon Tng Kata 0.5-1 povadeg TTapéxel o
PEANIOTIKO atroTéAeoua oTo TTEPIBAGAAOV ThV Unreal.lNapdAAnAa Adyo Tng duvatdTnTag
TTOU BivEl 0 SUVANIKOG QWTICHOG UTTOPOUV VA EUTTAAKOUV Kal TTAPATTAVW TTAPAYOVTES
OXETIKA UE TIG OKIEG.

ApXIK& yia TNV TPOTTOTTOINCN TNG TTOIOTNTAG KAl TTO0OTNTAG TWV OKIWV OTO
eTTiTredo Oa yivel yEoO Twv IBIOTATWYV TToU BpiokovTal oTnv oudda Cascaded Shadow
Maps av 10 Directional Light €ival stationary 4 movable. H mpwTn 1816tnTa dynamic
shadow distance avag@épetal otnv amméoTacn TTou Ba gival opaTég o1 oKIEG. O 0wWoTOG
XEIPIOUOG AUTAG TNG 1010TNTAG, MTTOPEI va aTTOTEAEDEI €vav ATTO TOU KUPIoug Adyoug
TToU éva TraixVvidl gival apkeTd BEATIOTO o€ BEua etTeepyaniag.Or peydAeg TINEG o€
eTTiTTeda pe TANBWpPa atrd yewUETPia onuaivel Kal HEYAAO KOOTOG eTTeCEpyaTiag, aAAd
av éva etiedo gival oxeTikd adelo ) Ta 3D assets éxouv PIKpS TTANBOG atro Tpiywva,
TOTE €ival AiydTEPO KOOTOROPO YyIa TOV UTTOAOYIOTH.
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Eikéva 2.1 dynamic shadow distance < 4000 (opatfj aAAayn = Kako
atroTéAeoua)
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Eikéva 2.16 dynamic shadow distance peydAn Tipn (MeydAo K60TOG)

H &eutepn 1816TNTa,Num Dynamic Shadow Cascades cival utrelBuvn yia Tnv
ToIOTNTA TWV OKIWV atro TIG TPIyUpo em@dveies. Av To Num Dynamic Shadow
Cascades €xel undEVIKN TIUA AUTO CNPAIVEI TTWG O1 ETTIPAVEIEG TTOU £PXOVTAI OE ETTAPN
ME TO QWG Ba gival WTICOUEVEG, VW OTTOIA ETTIPAVEIQ deV QWTICETAI, Ba €ival okoupa
XWPIg va uttdpxouv evdidueoes okiEG. Ooo n TIPn gival TTAvVW atro To PNdEV Ba UTTAPXEI
OKIG a1Td AAAEG £TTIQAVEIEG KA TAUTOXPOVA Ba AugAveTal Kal n TToI0TATA TWV OKIWV. Ol
ETTONEVEG TPEIG €TTIAOYEC 0TV opdda Cascaded Shadow Maps a@opouv Tnv ouaAn
TpoBoAn Twv Cascaded okiwv. ZuvomTik& 1o Distribution exponent petafdAer Tnv
ammoéoTacn Tou Ba cival opatd Ta cascades o€ oxéon ME TNV KApepa, To Transition
Fraction tTou opilel Tnv Trepioxn €¢acBéviong Twv cascade kai T€Aog 1o Distance
Fadeout Fraction 10U €Aéyxel TO onueio e€aoBévnong oTnv €KTAON TNG ETTIPPOAS TNG
OUVANIKAG OKIAG.
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Eikéva 2.17 Num Dynamic Shadow Cascades =0
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Eikéva 2.19 Num Dynamic Shadow Cascades =3

KepdAaio 3 Atudéoceaipa
3.1 BP_Sky_Sphere

AvdAoya pe 1o €idog Tou TTaIxVISIoU 0 OXeOIOOTAG I O TTPOYPAUMATIOTHG dev Ba
OPKEOTEI HOVO OTOV QWTIOKO yia va KAvel o aAnBo@avég 1o KABe etiredo. MNa
TOPAdEIYMO  ApPKETA ammd  Ta  TTaIxvidla Tou €idoug Horror TTOANEG  @OpPEG
dladpapaTiCovTal PEoa o€ KAEIOTOUG XWPOUG XWPIG va Xpeldletal va oXedlaoTel n
atpoéo@aipa Tmou Ba Ta @IAogevei. AvtiBeta o Open World traixvidia r} otrolodATToTE
TTaixvidl TTou o0 TTaikTNG Ba XpelaoTel va €pOel Oog eTTAQ PE TO £CWTEPIKO TTEPIBGANOV
Ba TTPETTEI VO UTTAPXEI KAl i aTpéo@aipa TTou Ba atroTeAEiTal TOUAAXIOTOV aTTo £vav
oupavo Kai Evav dpaoTn yia Tov AAIO 1 yia To peyyadpl . 21nv Unreal Engine utrapyxouv
OUo PBaaikoi TPOTTOI yia va OTTEIKOVIOTE N atudéoaipa o€ éva emimedo. H TpwTn
emAoyn épxetar pe TNV xpAon Ttou Opdon BP_Sky Sphere ToU €ival kai n
TTPOKATAOKEUATMEVN ETTIAOYN WE TNV dnuIoupyia evog project. Av yia KATTo10 Adyo €XEl
dlaypagei To BP_Sky Sphere ptropei va BpeBei péoa otov @dkeho Engine Content >
Engine Sky > BP_Sky_ Sphere. A6 tnv oTiyur Tou 10 BP_Sky_Sphere opiletal wg



OpAcTNG YiVETAI va TPOTTOTTOINBOUV T XOPAKTNPIOTIKA Tou Yoo Tou Blueprint Editor
EVW TauTOXpova MTTOPEi va  aAANGgel okéAOg (oav va eival €va AVTIKEIMEVO WE
YeEwWETpia). AuTto Traidel poAo avaAoya pe To TTOOO pPeYAAo gival To TTiTTedO TTOU Ba
XPEIAOTE va KAOAU@OEi atTd TNV atpéoaipa. Etriong n aAAayn Tng kKAipakag Ba TTpETTel
va gival opoidpopen OTOU X,Y,Zz AEOVEC YIa va unv uttdpxouv Trapapop@oceis. Ol
BaoIkéEG aAAayEG OXETIKA PE TA XAPAKTNPIOTIKA TOU OPACTN PTTOPOUV VA Yivouv PJEoW
Twv Default kai Override Settings.

2tnv Override Settings uttdpxouv €TTIAOYEG yIO TNV OAAQYH TWV XPWHATIKWV
TIUWV TOU oupavou, Tou opiovTa, TwV OUVVEQWY, OAAG KAl TOU YeEVIKOU TOVOU
XPWHATOG TToU Ba €xel N atudéoeaipa. MNavw atrd TIC XpWHATIKES 1I010TNTEG UTTAPXE! N
emAoyN yia TNV eAATTWon NG dia@opds Tou opifovta pe Tov oupavo (Horizon Falloff)
Kal TNG B€ong Tou AAIou, TTou avdAoya pe TRV Béon Tou Ba uTTdpxEl Kal aAAayr oTov
oupavo, av n emAoyr Colors Determined By Sun Position gival aAn8nig.

o) B B €1 | [PAGECETpoets & Edit Blueprint -
earch Componen
. | BP_Sky_Sphere(self)
4%, Base (Inherited)
SkySphereMesh (Inherited

riap Ever [l
VI Use Config Default v

Default Update Overla [

v

Eikéva 3.1 Npoocappoyn Override Settings.

21nv Default opada utrdpyxouv €TTIAOYEG yIa TO QWTEIVE CWHATA TTOU €XEI N
aTNoo@aIpa OTTWGS 0 AAIOG Kal Ta aoTépIa. Ta oUVVEQQ PTTOPOUV Va TTAPOUV TIUEG VIO
TV TaXUTNTa aAAG Kal Tnv TTUkvoTnTa péow Tou Cloud speed kai Opacity evw n
1016TNTa Sun Brightness petaBaAAel TO HEyEBOG TOU QTEIVOU CWUATOG TTOU ATTEIKOVICEI
ToV AI0. Av TOTTOBETNBOUV QVTIKEINEVA OTO ETTITTEOO ACXETA PE TNV BECN Kl TNV €VTAON
Tou NAIou (Sun Brightness,Sun Height) dev Ba uttdpyel @wTtiopogs. O RAIoG TTou €ival
opaTdg, deV gival OTNV TTPAYUATIKOTNTA TTAPA UIA ATTEIKOVION EVOS QWTEIVOU CWHATOG.
Av TommoBetnBei éva directional light AUvetal auto 10 TTPORBANUA GAAG UTTAPYOUV
OUYKEKPIPEVOI TTEPIOPIOUOI. Av n évtaon atrd 1o directional light €xel otabepr) Tiun,
onuaivel TTWG PEPA ) VUXTA, N €vTacn OTo QWS Ba Trapapeiver idla. Autd UTTopEi va
puBuioTei avaloya attd Tov oxedlaoTh kal dev Ba Tov €TTnpedoel av degv €ivail
atrapaitntn auti n aAAayr. Ao tnv emAoyn Direction Light Actor ptropei va opioTei n
TTNyr ToU QWTIOHOU.



H TexviKl TTOU YpnoIdoTIoIEiTal yia TNV dnuioupyia atudoeaipag PeE TO
BP_Sky Sphere Afyetai skybox kai €ivar n 1Mo toAuxpnoipgotroinuévn Adyo Tou
XOUNAOU KOOTOUG TIOU €XEl. 2TNV TIPAYUATIKOTNTA auTO TTou TTPORAAAETaI Ooav
aTtuoo@aIpa gival Pia OTATIKNA €IKOVA ) €va UAIKO, TTOU TTAipVEl TO OKEAOG TOU OPACTN O
OTT0IOG £XEI OPIOTEI oAV ATUOCPaAIPA. ZUVBWGS auTog 0 dPACTNG gival €vag KUBOG A pia
o@aipa. Av 0 oupavog TTPETTEN va aAAACel aTTO PHEPQ O€ vUXTA 1 TTPETTEl VA UTTOOTEI
XPWHATIKA aAAayr, ME BAON KATTOIOU YEYOVOTOG OTO TraIXVidl, OEV PTTOPEI va Yivel
XPron oTaTikAG €IKOvag. Oa TrpéTrel va dnpioupynBei éva uhikd péoa otnv Unreal
Engine, TTou Ba aAAGCel TTOPAPETPOUG avaAoya HE TIG TTPOdIAYPAPEG TTOU TOU EXEI
dWwOoel 0 OXEDIAOTAG.

Eikéva 3.2 YAIkS atpdo@aipag BP_Sky_Sphere.
3.2 Sky atmosphere

210 TTapaBupo place actors otnv opdda Visual Effects utrdpyxel o dpdotng Sky
Atmosphere. Av T01TT00€TNO¢i 0TO £TTiTTEdO Oev Ba TTapPATNENOEi aTTELOEiOG KATTOIN
aAayry. O Aoyog eival TTwg TO0 sky atmosphere Acitoupyei cav pia TTpayPaTIKA
ATHOOPAIPA TTOU TTPETTEI VA £XEI avTavaKAGOEIG AAIOU yia va gival opartr). OTTwg Kal 0To
BP_Sky_Sphere n 1Tnyr Oa gival 1o directional light. Apou 1TpooTeBei 1O TTiTreEdO OTIG
1010TNTEC TOU directional light otnv oudda Atmosphere and Cloud Trpémel n emAoyn
Atmosphere Sun Light va 1e6¢ei oav True. ‘Emreita n aryéo@aipa Ba yivel oparr.
Matwvtag control-L kal he TNV XpAon Tou TTOVTIKIOU UTTOPEI va aAAaxBei n Béon Tou
NAIOU, ETITPETTOVTOG AUECN aAAayr aTTo PéPa o€ VUXTA. Z€ TTAQVATEG PE ATHOO@AIPA
oav TNG 'Ng utrdpyxouv TTOAAATTAG OTpwPATA agpiwy TTou Ta idla atroTeAoUvTal aTTd
owpaTidia. AvaAoya HE TNV TTUKVOTNTA TWV CWMPATIOIWY Ol aKTiveg Tou RAIoU
(directional light) 8a atroppogouvTal ) Ba avravakAwvTal. ZTnv unreal OTTWG Kal 0TV
arpoo@aipa ¢ 'ng uttdpxouv duo €idn okédaong, rayleigh kal mie. AvaAoya pe TIg



TIUEG TTOU Ba €Xouv Ta €idn okEdaonG Ba UTTAPYXOUV KAl XPWHATIKEG TTAPANOPPWOEIG
oTnVv atuéoealpa avaioya Ue TTola hAKN KUPATog 8a avakAnBouv.
I o] e or i) Eooo ErE e~

g =~

E|6va 3.3 Ein 2kédaong

Rayleigh: H Rayleigh okédaon eivalr atmmoTéAeopa avakAOONG OKTIVWV HE
owpaTidIa TToU €ival JIKPOTEPA OTTO TO PNKOG KUPATOG TNG AKTIVAG. Ta PIKPOTEPA PNKN
KUpaTOG (MUTTAE) gival SIOOKOPTTIOPEVA TTIO £vTova aTTd T PHEYOAUTEPA PAKN KUPOTOG
(KOKKIVA). AUTO €XEl WG ATTOTEAECHUA TO EUPECO PTTAE QWG TTOU TTPOEPXETAI ATTO TOV
oupavo Kata TNV SIAPKEIA TNG NUEPAG KAl KITPIVO KAl KOKKIVO TO ATTOYEUHA TTOU TO QWG
TOU AIOU TTPETTEI va DIEPXETAI HEYAAUTEPO TTOCOCTO TNG ATUOCPAIPAS. Me TNV peiwon
Tou Rayleigh Scattering Scale 6a utrdpxel pIKPOTEPO TTO00O0TO avakAaong. Av n TiuA
Tou Rayleigh Scattering Scale €ivai 0 0 oupavdg Ba yivel paupog, atrd TNV GTIyUn TTou
Kapia aktiva v 6a avakAaOoTEl KAl OTNV TTPAYMATIKOTATA AUTO TTOU gival opaTo €ival
T0 didoTnua.To akpIPwg avtiBeTo Ba TTpokUWEl PE TNV AUEnOon AUTAG TNG TIMAG,
MEYAAWVOVTOG TNV TTUKVOTNTA TNG aTUOO®AIPAS, TTPOKOAWVTAG avAKAAQON Kal oTa
MEYAAUTEPA PRKN KUUATOG.



el

Eikéva 3.4 Rayleigh Scattering Scale 0.0 ,0.034, 2.0

Me Tnv eAdttwon A Tnv auénon Tou Rayleigh Scattering Scale ptopei va
EUTTAOUTIOTEI O QWTIOUOI Kai N aicBnon Tou emTTESOU. AV TO TTAIX Vil I) TO CUYKEKPIPEVO
eTTiITTed0 AapBdavel xwpa o€ TTEPIOXEG OTTWGS €pNPO 1 TTAAVATEG OTTWG 0 ApNG Ol TIPEG
kovTd o1o 0.19-0.31 ptTopouv va dwoouv TNV aicbnon oupavou, Pe TTUKVA owuaTidia
OoKOVNG Kal AUUOU.AVTIBETA TINES MIKPOTEPES TNG apXIkh (0.0331) divouv pia TTiIo yuxpen
own oTnVv aTuoéoPalpa.

Eikéva 3.5 Rayleigh Scattering Scale 0.31, 0.02

Mie: H Mie okédaon TTpoEPXETAlI ATTO TNV ETTAQPN TWV AKTIVWY TOU AAIOU UE
owpaTidla TTou £Xouv TTapouola i JEYaAUTEPN BIGUETPO aTTO TO MAKOG KUPATOG TWV



OKTiVwv. AUuTd Ta cwpartidla atroteAouvTal attd okdévn, yupn Kal KQuodaéPIo TTOU
onuaivel 61l n Mie ok€daon TTPOKAAEITAI O€ PIKPOTEPN ATTOOTACH OTTO TNV ETTIPAVEIQ
NG 'ng o€ avtiBeon pe Tnv Rayleigh okédaon.

® World settings

P Sonmosphee ]

EK6v 3.6 Mie Scattering

AvdAoya pe To TToo00T6 Tou Mie Scattering Scale kai atmmdé Tnv oTIyur TTOU Ol
OKTIVEG ATTOPPOPUIVTAI AOXETA PE TO PNKOG KUPATOG TOUG TO OTTOTEAEC A Ba KUPaiveTal
avaueoa ammo pia kabapr atnéoc@aIpa r ATHOCQAIPA PHE MEYAAO TTOOOOTO VEQOUG N
OMiXANG (Vypaaciag oTnv ATHOCPAIPQ).

Eikéva 3.7 Mie Scattering Scale 0.0,0.1,0.9

2TIG TTOPATTAVW EIKOVEG TTAPATNPEITAI OTI AV TO TTOOOOTO TNG Mie okédaon eival
augnuévo KaTté peyAGAo TTOOOOTO TTAUOUV VA UTTAPYXOUV OKIEG OTA QVTIKEIMEVA TOU
EMITTEQOU, KATI TTOU PTTOPEI VA ETTNPEACEI APVNTIKA, TNV aioBnon Tou TTaiXvIdIoU PE TNV
TTapateTapévn f €vrovn xprion tou. ETioeig n gopd NG okédaong PTropei va pubuIoTEi
atro v 1816TNTa Mie Anisotropy KAvovTag TIG OKTIVEG va dlaXEOVTAl UE TTIO ATTOTOWN
EUTTPOCBIa POPA.



Eikéva 3.8 Mie Anisotropy 0.3 ka1 0.99

Mia 1©16TnTa TTOU £X0UV Kal Ta dUO €idn OKEdAONG €ival N XPWUATIKA aAAayrn)
TTOU UTTOPEI va puBuioTei, avaloya pe TO TTEPIBAAAOV TTOU O OXeDIOOTAG BEAEl va
OnNMIOUPYAOCEL.

4 Atmosphere - Rayleigh

Rayleigh Scattering Scale

Rayleigh Exponential Distribution _]

4 Atmosphere - Mie

¢ Mie Absorption

bs 1]
Mie Exponential Distribution (12 | o

Eikéva 3.9 XpwuaTIKEG 1810TNTEG ZKESAONG

2.€ TTponyoupnevo UTTokEPAAaIo avagEpBnke n 1010TNTag Real Time capture Tou
Sky Light. Twpa pe tTnv Ummapgn atudéoaipag 1o Sky Light ptropei va €xer oav
TTOPAPETPOUG YIO TNV dNUIoupyia GWTICHOU, TA TTEPICTOTEPA ATTO TA AVTIKEIMEVA TTOU
aTtroTeEAOUV TNV aTPHOOQPaIPa OTTWGS O NAIOG,0 OUPAVOS,TA CUVVEPQ Qv £XEl TIPOOTEDEI O
0paoTng Volumetric Clouds, kai avravakAdoeig ammd 3D assets. ANO éva Evauopua TTou
TTapéxel n Tpdobeon evog SKy Light oto emmitredo r} oTo Traiyvidi gival n ocuvepyaaoia
TTou €xel pue 1o Directional Light emitpétrovrag ypriyopeg aAAayég, o€ TIEG OTTWG TO
Intensity Scale, yia Tuxov e€EopdAuvon okiwv o€ TTOAU OKOTEIVG Pépn aAAG Kai
XPWHMATIKEG OAAQYEG.



Eikéva 3.10 Intensity Scale Tou Sky Light 0 kai 0.14 pe TrpwTelov TTNYA
To Directional Light

Mia 1816TnTa Tou Directional Light TTou ptropei va puBuioTr) uoévo av UTTAPXEl
atpoéo@aipa gival To Light Shafts Occlusion kalr Bloom, mou cav o1dx0 €xouv Thv
avatrapdoTtacn Twv Crepuscular aktivwv 4 God rays 1mou Adutrouv  péoa atmd
avoiypaTta o€ ouvve@a 1 METALU GAAWV avTIKEIWEVWY, OTTwG Pouvd Kai KTipia. H
MEBODBOG Light Shaft Occlusion dnuioupyei pia pdoka ota BaBUTEPA AVTIKEIMEVA TNG
0086vng Kal YE TNV XPHon TNG ATHOOQAIPIKAG OMIXANG, TO ONUEIO ETTAPAG AKTivag Kal
QVTIKEIMEVOU YiveTal TTI0 BOAG. H cuykekpipévn 1ID10TNTA TTPOOPICETAI YIa TTAIXVidIA TTOU
Baaoifovral otov peaAioo aAAd autd onuaivel €Tiong, OTI oI AZOVEG PWTOG ITTOPOUV
va gival TOoo 10XUpoi 600 n opixAn TNG arpoo@aipa. H pébodog Bloom aTTOTUTTWVEI
TO XPWHMQ TNG OKNVAG, YUPW aTtrd TNV TNy @WTOG, GTOV XWPEO Kal TNV BOAWVEI OKTIVIKA,
MaKpId atrd To @WG. AuTh N PEBODOG BV IMEITAI TTPAYUATIKA KATI TTOU CUpBaivel oTov
TTPAYUOTIKO KOOMO, aAAG eival TTOAU eAeyXOuevn Kal Oev TreplopieTal amd Tnv
TTUKVOTNTA TNG OMIXANG.

' [ 3
Eikova 3.11 Occlusion Eikova 3.12 Bloom



KepdAaio 4 ENTTAOUTIONOG ETTITTESOU

Mpiv &ekivioel n avamTuén evog traixvidlou kKal 6tav n opdda €xel yOvo TNV
apxIKn 10€a oav odnyod dev cuvioTatal Kal oxedOV TTOTE dev eQapUOleTal n aTTeuBeiag
uAotroinory Tou. Mia owoT PEAETN Kal KaTavonon Tou TTEPIBAANOVTOG Kal Twv
XAPOKTAPWY, TTou Ba atroteAOUV TO GUVOAO TOU TTaIXVIOIOU CUVTEAEI Kal éva KOA&
OAOKANPWHEVO TTAIXVIOI, YE TNV KATAAANAN GuvoxH, YO va UnNVv KAVEI TOV TTAIKTN VO
alc6dveoal aPIANOEeVOG. 2 auTd TO O0TADIO €ival TTOAU onuavTikdg 0 pOAOG TwWv concept
artists, 1Tou €ival utTEUBUVOI yIa TNV €UPECT TOU OTIA KAl TNG EPAVIONG Tou TTaIXVIOIoU.
2TOX0G TOUG €ival va dWOoOoUV TNV TTPWTN Kal Bacikr atrelkévion Tou TepIBAAAovTOC,
TWV €X0pwWV Kal TWV XapaKTipwy, emTpémovrag otoug 3d artists kal oToug
TIPOYPOUMATIOTEG VA €XOUV €va YEVIKO TTAGVO yia Tnv KateuBuvaon 1Tou Ba Trdpel 10
TTauxVvidl. MpoBAfuaTa o€ AUTOV TOV TOUED AVTIMETWTTICAV PIKPEG OUADEG TTOU OEV €ixav
TO ATTAPAITATO TTPOCOWTTIKO 1} TTPOUTTOAOYIONO. TTAéov pEow TOu BIAdIKTUOU E€ival
€UKOAO YyIa KATTOIOV, VO CUAAEEEN 1I0€EG Kl UANIKO IO VA EUTTAOUTIOEI TO TTEPIEXOPEVO TOU
avatrTuocodpevou Traixvidiou. Idiaitepn Tpocoxr TTpETTel va doB¢i oT1o TTEPIBAAAOY,
MIaG Kal €ival 0 GNPAvVTIKOTEPOG TTAPAYOVTAG TTOU Ba EAKUCEI TOV TTAIKTN aTTd aioONTIKN
MepId. ‘Eva evdiagépov TTepIBAAAOV TTAPOKIVEI TOV TTAIKTN VO TO €CEPEUVIOEI KOl va
0eBei pe autd, TTpooBEéTovTag oTnv TEAIKA euTreipia. H k&Be oudda avaloya e 10
TTaIxVidl atro@aacilel To OKEAOG Kal TO OTUA TTou Ba aKOAOUBAOEI, PNE QTTOTEAECUA VO
MNV UTTAPXEl MIO OUYKEKPIYEVN ouvTayn yia tnv dnuioupyia TTepIBAAAOVTOG OTa
TTaiyviodla.

4.1 Anpioupyia Kal eTregepyacia edagpoug
4.1.1 'Eda@og-Landscape

H Omapén €ddgoug ) landscape otnv Unreal pytropei va €miteuxBei pe duo
Baoikoug TpoTTOoUG. O TTPWTOG Kal TTI0 EUKOAOG €ival e TNV XPron Tou gpyaAciou New
Landscape, 1Tou Bpioketal oto Modes>Landscape>Manage>New kai 0 deUTEPOG
gival, ye Tnv xpAon evog eicayouevou emmédou (plane) amd kAtolo deuTepeUoV
Tpoypauua 6TTwe Blender A Zbrush, 10U Ba €xouv £TOIUN OKaAIoPEVN eTipaveia. H
dla@opd petatu dnuioupyiag €dAPOUG OTNV PNXAVI] KOl EI0QYOUEVOU ETTITTEOOU ATTO
GAAo TTpOYpapua, gival 6T N unxavi Ba avayvwpioel To €6a@og TTou dnuIoupyHOnKe
o€ auTr)v oav landscape, aA\& 10 eicayouevo cav static mesh. Autd kaBioTd aduvaTn
TNV TTEPAITEPW TPOTTOTTOINCN TNG YEWMETPIOG TOU €l0aydpeEvoU emITTEOOU ATTO TA
epyaAeia YAUTITIKAG €dA@oug. 210 TTapdBupo Landscape or dU0 TTPWTEG ETTIAOYEG
ETTITPETTOUV OTOV OXEDIOOTH, va dnUIoOUPYACEl Eva VEO £DAQOG UE ETTITTEDON YEWMETPIO
 va xpnoigotroimoel apxeio Heightmap, 1Tou 1TepIEXEI TTANPOQOPIES YIa TO UYPOS TOU
€0APOUG.



KdbBe popd TTou TTPOCTIBETAI £va KAIVOUPYIO AVTIKEIMEVO O€ £va ETTITTEQO, TTPETTEI

Tavra va Aaupaveralr uttdwn TO QVTIKTUTTO TTou Ba €xel To UAIKO OTOoV XpOvo
eTTegepyaoiag . AUTOG 0 Kavovag Io0XUEl Kal yia TO £€0a®Og atrd TNV OTIYUR TTOU Eival
£€va OUVOAO aTTO KOPUYEG. H AETITOUEPEIO TTOU PTTOPEI va £XEl TO £DAQOG UTTOPEI va
oploTel pEow Twv TTapapéTpwy Section Size, Section Per Component, Number of
Components kal Overall Resolution.

Section Size: ‘Eva section atoteAesital ammd évav apiOUd KOpuPwv Kal
TETPAYWVWY HE KUPIO OKOTTO TNV ATTOBrKeUOon TNG TTANPOYOPIag UYoug Tou
€dagpoug. Kabe teTpdywvo atroTteAcital amrd TECOEPIC KOPUPEG, Mia o€ KABE
YWVIA TOU TETPAYWVOU, TTOU ONPAivel 0TI 0 OUVOAIKOG apIOUOS TwV KOPUPWY
givar TTavra Ouvapn Tou Ouo. Av €éva section armroteAsital ammd amd 2x2
TETPAYWVA O GUVOAIKOG apIBuog kopupwy Ba gival 3x3 1Tou dev gival duvaun
TOU OUO aAAG éva section e 3x3 TETPAYwWVA £XEl 4x4 KOPUPES. ZUPTTEPACUATIKA
TTapatnEouue o1l yia Cuyd aplBud Kopupwy, TTavta tng duvaung Tou duo, Ba
TIPETTEl VA UTTAPXEI HOVOG apIBPOS TETPAYWVWV.O PEYIOTOG apIBPOS KOPUPWV
TTOU PTTOPEI Va £Xel éva section gival 256x256 dpa 255x255 TeTpdywva.

Number of Components: Kdbe £édagog xwpiletal oe Components Ta oTroia
gival n paon pétpnong tng Unreal yia Tov uttoAoyiopd opatdTnTag, oUyKPouong
Kal ouvBeong eIkOvag pe KaBe component va atroteAeital atrd Evav apiBud amo
sections. Autr) n TTapAueTpog opiletal Tov apiBud Twv component pe Tov
MEyioTo va eival 32x32 yia Adyoug BeAtioTotroinong. ‘Eva €5a@og pe peydio
ap1Bud component, £xel peyaAuTepn emmRdapuvon oTov KABe uTToAOYIOTH TTOU Ba
TPEXEN TO TTauXVidIL. [a auTtdv Tov Adyo cival TTpoTINOTEPN N XPHon component,
ME peydAo apiBud sections, TTapd n avénon KAiJAKOAG Tou €BAPOUG, PE TNV
TTPooBrikn component.

Section Per Component: lNa kdBe component umdpxel n ouvarotnTa
dlaipeong Tou o€ emMPEPOUG TUNUaATa Twv 1x1 1 2x2 sections. Me autov Tov
TPOTTO YiveTal va augnBei 1o péyebog Tou €dAPOUG PE MIKPOTEPO KOOTOGC. lMa
TTAPAdEIYUA av UTTAPXEI Eva £€0aPog hE 4x4 components kal Je 1x1 sections kai
éva €00@og he 2x2 components Kal e 2x2 sections, T0 ATTOTEAECUA Kal OTIG
OUo TTePITITWOEIS Ba gival Eva €5a@og 4x4. MapdAa autd 1o £da@og he AiyoTepa
components, 6a £xel KOAUTEPN aTTOd00N AdyWw TOU UTTOAOYICHOU AETTTOUEPEING
(LOD) Tng pnxavng.

Overall Resolution: H ouvoAikry avdAuon i Overall Resolution Tou €ddgoug
gival o TOAAATTAQCIOONOG OAwv Twv TTapaTTavw MPeTaBAnTwy. Auth n
TTANPOPOpIa Eival APKETA TNUAVTIKI) OE TTEPITITWON TTOU XPEIOOTEI va gloaxOei
éva heightmap.To overall resolution Tou eddgoug kai Tou heightmap, pétrel va
éxouv idlo pEyeBog.O uttoAoyiopdg gival icog pe 1o [(section size)*(section per
component)*(number of components)+1] pe +1 va cival yia Tnv €mTTAéOV
Kopu®n.



‘Eva heightmap xpnoigoTrolgi Tpia Xpwuarta yia Tnv atrobikeuon TTANPoPopiag
U¢oug. Me paupo opideTal n xapnAn aviywaon, JE AOTTPO N UYWNAR Kal JE TIG EVOIAUETES
QTTOXPWOEIC TOU YKPI, va gival n péon Tou heightmap. Auth n TexvoTpoTria ival n idia
TTOU XPNOIYOTTOIEITAI KAl OTOUG XAPTEG, yIa TNV ATTEIKOvion Bouvwy Kal TTediadwyv. Me
TNV xpron mpoypauudtwy omwg 1o 3d-mapper 4 3d map generator ptmopouv va
EMMTEUXOOUV APKETA PEAANIOTIKG QTTOTEAEOPATA. ZNPAVTIKO gival KABE Qopd TTOU YiveTal
import evog heightmap, va gival grayscale kal n avaAuon va gival idia e TNV CUVOAIKNR
avéAuon Tou €ddgoug (Overall Resolution).

Eikéva 4.1 Heightmap

2€ auTd 10 0TAdIO av N TTAPAPETPOG enable edit layer yivel aAnBng, Ba emTPEWEl
TNV ammoBrikeuon OIOQOPETIKWY TTANPOPOPIWY HETA TNV dnuioupyia Tou £dAPOUG,
OXETIKA JE TIG AAAAYEG, TTOU Ba UTTOOTEI ATTO TOV OXEDIOOTA HE T EPYAAEI YAUTTTIKNAG.
AuTég o1 TTAnpo@opieg atrobnkevovtal o emiTreda (layers), ye 10 KGO €va va eivai
opaTd Kal TTPOoRACIYo OTTOTE KAl av TO €TTIOUME 0 OXEDIAOTAG. AUTO Eival Eva apKeTa
duvaTd epyaleio TTou EMITPETTEI TNV AUECN TTOPEURAcN Kal aAAayr) Tou €dAPOUG, UE KN
KataoTpo@ikd amoteAéoparta. TEAOG 0 opIoPOG Tou UAIKOU | material euBuveTal yia Tnv
eMpavion Tou €dagouc. ‘Eva material ytropei va eival pia atmmAi amoxpwon aAA&



ouvnBwg gival éva oUVOAO aTTO UQEG, TTOU N KABE pia €xel DIAQOPETIKY TTANPOPOpPIa
OXETICOMEVN ME TIG IDIOTNTEG TOU Mmaterial.

Create New ® |mport from File
Enable Edit Layers [}
Heightmap File
® Create New Import from File Heightmap Resc
Enable Edit Layers

Material

None one €D
* 0O

Material

Hint: Assign a material to see landscape layers

Alphamap Type
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Hint: Assign a material to see landscape layers

Layers 0 Array elements

FillWorld
Eikéva 4.2 NapdBupo dnuioupyiag eddagoug Kal eicaywyng heightmap

4.1.2 N'A\utrmiki Edd@oug-Sculpting

210 OTAdIO YAUTITIKNAG €0AQPOUG UTTAPXOUV TTAVTA KATTOI0I TTAPAYOVTEG TToU Ba
eTnpedoouv TIC ammo@doelg Tou kKABe oxediaoTth. MNa mapddeiyua, av oe autd To
emmiredo Ba xpelaoTei YETETTEITA va TTPooTEBOUV €xBpoi A av n Teplox Ba eivai
TTPOCRACIYN aTTd TOV TTAIKTN, av To eTTiITTEd0 Ba diadpapaTifeTal o€ Eva TTEPIBAANAOV uE
OUYKEKPIPEVA XOPAKTNPIOTIKA Kal KATG TTO00 PEOAIOTIKO Oa TIpETTEl va €ival TO
ouyKekpIpévo ToTTio. H Unreal emTpETTEl TNV TPOTTOTTOINGN TOU £€DAQOUG UE TA EPYOAEIQ
YAUTTTIKAG, Q@rvovTag OTov OXedIAOTH va TTAPEl ATTOPACEIS KAl va TIG €QapUOOEl
aueoa BAETTOVTAG TI TAIPIALEN KAl TI OXI.

2170 Landscape Mode uttdpyxouv Tpia SiapopeTikd TTapdBupa. To TTpwTO
(Manage) gival autd TTou emITPETTEI TRV dnuIoupyia edd@oug. 210 deuTePO (Sculpt) givail
TTou 0 oxedIaoTiG Ba Trepdoel apKeETO XPOVO MIOG Kal gival autd TTou Tou Oivel Ta
epyaAeia yAutimikinG. H aAAayry eddgoug amrobnkevetal ato OIkG Tou heightmap.
Heightmap ka1 popery €ddgoug civar épol TTou aAAnAooxeTiCovTal Kal PTTOPoUV va
XpnoigotoinBouv pe aAAnAouyia. MNa Adyoug cuvtouiag Ba XpnoluoTroiEiTal o 6pog
heightmap. Z10 TpwTto PAua o oxedlaoTAg Ba TpoTtrotroifjoel T0 heightmap kai
METETTEITO Ba TTpocBécel TTapatTdvw AETTTONEPEIO YE Ta uTtoAoitTa epyaleia. To



KAAUTEPO £PYAAEio yIa TO ouykekpIpEVO Brpa gival To Noise Tool TTou TTPOKaAE TUXAiES
aAayEG oTo €00¢og.ApXIKA, Ba TTPETTEI va yivouv KatavonTEG ol 1I010TNTeG Tou Noise
Tool, ¢ekIvVTag atrd AuTEG TTOU €ival KOIVEG KAl JE TA UTTOAOITTA EpYaAEia YAUTTTIKAG.
e Tool Strength: To To000TO Pe TO OTTOI0 TO €pyaAeio YAUTITIKAG Ba
eTnpeddel To £6a@og 1 n duvaun PE TV OTToIa Ba TPOTTOTTOIET TO £60POG.
e Brush Size: To péyebog 1ToU Ba €xel N PoupTtoa €vdeigng. O PEyIOTOg
ap1Buég pe TV xpron Tou slider ival 8192,0 aAA& pTTopEi va TTépel TINEG
MEXP! Kal TO 6plo 65536.0 , av n aAAayr) yivel ypagovtag oTo TTAQicIo
MEOW TTANKTPOAOYiOU.
e Brush Falloff: KaBopilel Téo0 évrova gival Ta akpa TNG BoUpToag. 210
op1o 0,0 onpaivel 611 Ba €xel TTAAPES ATTOTEAECUA O€ OAN TNV ETTIPAVEIQA.
210 6pio 1,0 Ba éxel TAAPEG aTToTéEAeOPa POVO OTO KEVTPO Kal TO
atroTéAeoua Ba pelwBei, oe OAOKANPN TNV TTEPIOXN TOU HEXPI KAl TIG
AKPEG.
O118161nTEC TTOU €ival povadikég oTo Noise Tool givai:
e Noise Mode: Noise 1 B6puog €ival 0 Tuxaiog TPATTOG PE TOV OTToI0 B
yivel n aAAayr Tou heightmap pe Tnv TpooBrikn Ao@iokwv 1 UTTOOKAPWYV
ETTIQAVEIWV.
< Add: O 86pupog Ba ptTopei pévo va auénoel To heightmap
< Sub: O 86puBog Ba utropei povo va peiwoel To heightmap
< Both: O B86puBo¢ Ba pTTOpPEi va PEIWOEI KAl VO QUENOEl TO
heightmap
e Noise Scale: To uéyebog Tou @iATpou BopuBou TTOU XPNOCIUOTTOIEITAI.
Tiyég kovta o1o 0,0 Ba TTpokaAéoouv augnuévo TTooooTo Bopufou Kal
TIUEG KOVTO OTO 256 Ba TTpoKaAéoouv pIKpdTEPN aAAayr oTo heightmap.

To Noise Tool 6a dwaoel TV TTpwTn £EvOeIEn Tou, TTwS Ba poidlel To £€6aPOog Kal
yla autov Tov AGyo yiveTal va 800¢i pia peyadAn Tiuf oto brush size, piag kai n akpipeia
Kal n AeTrTopépela, Ba TTPoEABel atrd TNV Xprion Twv GAAwV epyaAeiwv oTa eTOUEVA
Briuata. To tool strength xpeidleTail va €xel hia apkeTA pIKPr TIUA, aAAIwg Ba uTtdpyouv
amoToues aAAayég o1o heightmap. O1 Tiuég 010 noise mode Kai noise scale propouv
va aAAG&ouv avaloya pe To atmoTEAeopa TTou B€AEl 0 KABe oxedlaoTAG. 210 edit layer,
pe Oegi KAIk>create yiveTal va TTpooTeBEl Eva Kaivouplo layer TTou Ba gival aTTOKAEIOTIKA
yia Tnv oxediaon pe 1o Noise Tool.



Eikéva 4.3 Noise tool Settings ka1 Edit layer

lMNa va dlakpiveTal 1Mo eUKoAa N aAAayr Tou €dAPOUG OTOoV OXEDIOOTH,0TO View
mode PTTopouv va eTmIAEXBoUV ol eTTIAOYEG player collision 1 reflection. e mepiTTwon
TToU XpelddovTal va TTPooTeEBoUV AOPIoKOI HEYOAUTEPNG KAIUOKAG O OXEDIAOTNG EXEI
Ouo emmAoyég. H TpwTn gival, va xpnoIhoTToINoel To pyaAgio Sculpt, TTou TTPooBETEl
agaipei UPog oTo £€BAQOG e opoIdpopPo TPATTO ) va cuveyioel ue To Noise Tool, aAAG
pe To Noise Mode va eivar Add. H avopolopopegia tmou mpoo@épel To Noise Tool Ba
dwaoel éva o PEANIOTIKO ATTOTEAEOHUA, GAAG OI TTPOTIPNAOCEIS TTAvTa BadilovTal Kal OTO
atmmoTéAeopa 1ou BéAel o kaBévag. Karta tnv aAAayng Tou heightmap cuviotatal n
KApepa Tou oxedlaaTh va gival KOVTa oTo £€0a@Oog 1 0TO onueio TTou Ba gival Kauepa
TOU TTaiKTN. AuTé divel oTov OXedIOOTA Wi KaBapr) paTid, oto T B8a BAETTEI O TTAIKTNG
KAl UTTOPEI va Kpivel Aueoa, av Eva onueio Tou eddgoug Xpeldletal Katmola aAAayr). Me
TNV id1a Aoyikr 0 oXedlaoTAg dev xpeladeTal va dwael JeyaAn Eu@acn oTa onueia Ta
oTroia dev Ba eival opard. Otav 10 £€da@og €ival o€ éva €mOuUPNTO OTAdIO KAl TTPIV
yivouv Trepaitépw aAAayég oto heightmap, utmropouv va TTapartnenBouyv TTEPIOXES OTO
£00QOC¢, Je TTEPiEPYN YEWMETPIA TTOU Ba TTPETTEI va dIopOwBEi.



Eikéva 4.4 Kakn yewpeTpia eddgpoug

To KaTdAANAO epyaleio  yia TRV a@aipeon KOKAG YEWUETPIAG Kal EEoudAuvong
NG €mM@Avelag Tou €ddgoug eival To Smooth Tool, To otroio TpooTraBei va
Icoppotroel To heightmap, pe Bdon Tou péoou OGpou UWOUG TwV TPIYWVWV TTOU
amraptiouv 10 €d0@og. Av 10 Tool Strength €xel peydAn Tipr, PeyaAo pEPOG TOu
heightmap B6a xaB¢i, oméTE yIa onueia TTou atraITouv paydaieg ahAayég ammd To Smooth
Tool, Ba Tpétrel va PelwBei To péyebog TNG BoUpToag yia va ival o akpIBAS Kal va
MNV xaBouv moavév Aetrtouépeieg. OTrwe pe Noise Tool 1o idio kai ye To Smooth Tool
KaAO gival va atmobnkeveTal n TTAnpogopia oto dIké Tou layer.

Eikéva 4.5 E¢opdAuvon heightmap pe To Smooth Tool



‘Exovrtag OAOKANPWOEl KAl TO KOPPATI TNG €CopdAuvong TTAéov UTTOPEi va
TTPOOTEBOUV TTAPATTAVW AETTTOUEPEIEG OTO £00POG. H TTpdoBeon AeTrTouéPEIaG gival TO
TMAMA TG Oladikaciag Tpotrotroinong Tou heightmap,  Tou atraitei  ApKeETO
TTEIPAPATIONO yIa £va TTIBUPNTO atToTEAEOHA. TauTdXpova o oxediaoThG Ba xpeldleTal
va eVvOANAOOEl Ta ePYaAEia Ta OTToid XPNOIYOTIOIEI, avAAoya PE TNV ETTIPAVEIQ TOU
€0APOUC Kal yIa auTo ival XpAoIPo va aglotroifoel TV AsiToupyia Tou edit layer. Mia
mOavr evépyela TTou UTTOPEI va BonBroel oTnv KaAUTEPN dIauOpPWaOn Tou £8APOUS
€ival va TOVIOEI TIG KOPUPEG KAl TIG GIAOUETEG TWV BOUVWYV 1] TWV AoQioKwV PE To Sculp
Tool. To onuavtikd BAPa TTou Oev TIPETTEI VA TTAPOAEIPOEi av TO €mMBUUNTO
atroTEAEOUA gival Eva OXETIKA PeAAIOTIKO £€0a@Og, ival n xprion Tou Erosion Tool 1Tou
MIMEITal TNV BIGBpwOonN Tou €dAPOUG ATTO TOV AEPA Kal TOV MAIO.

Erosion Tool Settings:

Threshold-Katwe@Ai: H eAdxiotn dia@opd UYoug TToU aTTaITEITAl yIa TV
epappoyn TG didBpwaong. Mikpég TIWEG Ba odnyroouv o€ evtovoTepn didBpwaon.

Surface Thickness-Mdxog em@dveiag: To TTAXOG TNG ETIQAVEIAS TTOU
TIPETTEI VA €XEI TO £DAQPOG YIA VA AEITOUPYROEI TO QAIVOUEVO dIARPWONG.

Iterations-EmravaAfqyelig: O apiBUOg  Twv  ETTAVOANYEWY  TTOU
TTPAYHATOTTOIOUVTAI VIO TNV £Qapuoyr TNG dIaBpwong. MeyaAUTePES TIMEG £XOUV WG
ATTOTEAEO A TTEPICOOTEPA ETTITTEDA DIARPWONG.

To Erosion Tool xpnoiyotroiei Tnv KAion tou €8&@QOUG yia va TTPOCBECEl
AETTTOMEPEIN. Z€ ATTOTOMEG KAIOEIG TO €€ Ba gival TTIo €vTovo. TauTtdxpova TTPOCBETEI
Kal B6puBo, TTOU PTTOPEI ETTIONG VO PUBUIOTEN, £TO1I WWOTE TO ATTOTEAECHA va Eival TTIO
aAnBogavég. Mepvwovtag TIC EMIQAVEIEG PE TA TTAPATIAVW €pyaAcia Kal aAAalovTag
OUVEXWG TIG pubuioelig, uTTopoUuv va TTPOKUWOUV TTOIKIAa €idn atroteAeoudtwy. Av o
oXedIooTAG €XEl TTAPAAANAG WG 0dNYyO KATTOIEG AVAQPOPEG TTOU UTTOPOUV va TOV
kaBodnyrioouv, auti n Odladikacia PeATioToTrolEiTal amd Oéua Xpovou, evw O
oXeOIOOTAG £COIKEIWVETAI PE TO TTEPIBAAAOV TTOU TTPOCTTOBE! Va XTioel. TEAOG KaTa TNV
d1dpkela Twv aAhaywyv, oTo edit layer diTTAa atrd KABe TTITTEdO UTTAPXEI Mia €vOeign
TIuAG Alpha tTou utropei va mapel TIuEG atrd 10 -1 €wg 10 1. AUTH €ival pia OUVANIKN
TIuA TTOU GAAGZOVTOG TNV TO AVTIOTOIXO layer Ba €xel HEYAAUTEPO 1] MIKPOTEPO QVTIKTUTTO
OoTO £€00(OG.



Eikéva 4.6 'Eda@pog pe Kal xwpig AidBpwon.
4.2 3D assets

APKETEG aTTO  TIG TEXVOAOYIEG TTOU XPNOIMOTTOIOUVTAl OTNV  KOTOOKEUN
NAEKTPOVIKWVY TTAIXVIBIWV Eival EUPEWGS DIAOEDONEVES KAl o€ AAAOUG TOMEIG. TTOU gival
e€ioou eCaptnuévol ammd Tnv dnuioupyia 3D ypa@ikwyv OTTWGS KIVUATOYPAPOS Kal
WnoeIakn TéExvn. AuTO TTou €ival Kolvd PETAU Toug eival n évvola Twv 3D asset n
TPIOOIAOTATWY PHOVTEAWYV. 2KOTTOG TOUG Eival O EUTTAOUTIONOG TG OKNVAG ) TOU KOOUOU
TTou Ba eptrepiExovTal, Oivoviag €vav KalvoUuplo XOPAKTHPA, a@aipuwvtag Tnv
MovoTovia TTou TTpoUTIApXE. H evaoxoAnon katrolou pe Tnv dnuioupyia 3d asset cival
éva BaOCIKO KOPPATI QVATITUENG NAEKTPOVIKWY TTAIXVIDIWV KAl WYN@IAKAS TEXVNG, TO
OTTOIO ATTAITEI TNV EKPNABNON TPITWV Aoyiouikwy 6TTwg Blender, Zbrush, Maya, Houdini
kal Cinema 4D. O1 Texvikég TTiow atrd 6Aa Ta 3D modeling AoyiouIKa TTolkiAouv, aAAd
oav Bacikr dopr €xouv TNV aAAayr] TOTTOAOYIOG KOPUPWYV, YIA TNV avaTtapdoTaon eVOg
WynolokoU povtéAou. To KABe AoyiopikO €pxeTal Kal PE Ta OIKA Tou epyaAEia
TTPooPEPOVTaG Eva XEpI PonBeiag otov oxedlaoTr, £xoviag TTApAAANAa BEATIOTEG
TEXVOAOYIEG yIa TNV atmoBrikeuon,eilcaywyn, ¢aywyn Kai rendering.

Eikéva 4.7 3D povrtéAdo



4.2.1 Kataokeun HOVTEAWYV

‘Eva 3D povtélo eival atmoTéAeopa PEAETNUEVNG Kal OUXVA ETTIBAETTOMEVNG
TIPOOTIABEIOG ATTO TOUG OXEDIOOTEG, VA PETAPEPOUV TIG IDEEC TWV concept artist o€
TPIOOIACTATN HOPPr. Oa TTPETTEI va PNV UTTAPXEl OXEDIOOTIKG XAdoua avaueoa ota 3D
assets €101 WOTE TO TEAIKO ATTOTEAECUA va gival OGO TTIO OPYAVIKO YiveTal. 2TO OTAdIO
auTd TO TTaIXVidI apXilel Kal atmokTd BABOG, YOG Kal 0 KOOPOG apXifel va KATOIKEITAl
atro 1a 3D assets. H diadikaoia Tou EUTTAOUTIOPOU TOU TTAIXVIOIOU UTTOPEI VA DWOEl Jia
OPKETA AETTTOUEPEIAKN HATIA OTOUG OXEDIAOTEG, ETTITPETTOVTAG TOUG VA TTAPOUV AUECA
ONMIOUPYIKEG ATTOPACEIC. APKETEC QOPEG Eva ETTITTEDO I £VO OUYKEKPIPEVO ONUEIO OTO
TTQIXVidI, UTTOPEI va TTEPACTEl ATTO TTOAAEG PACEIG TPOTTOTTOINONG KAl AAAAYAG WOTE va
BpeBouv Ta atrapaiTnTa assets yia €va €mOUPNTO ATTOTEAECUA.

210 TIpOypaupa Blender o oxedlaoTig £xel TNV duvaTOTNTA VA JETATPEWEI ATTAQ
YEWUETPIKA oxnuata o€ TTOAUTTAOKa TpiodidoTaTta HovTéAa, he Tnv Bondeia Twv
EPYOAEIWV TTOU TOU TTPOCQPEPEI TO AOYIOUIKO. 2TO TTAVW PEPOG TOU menu UTTApYXOouV
OEKQ OENIDEG TTOU QVTIOTOIXOUV OE EVEPYEIEG TTOU UTTOPEI va XPEIAOTEI va EKTEAEDEI O
oXedIOOTAG. ZTNV TrEPITITWon Twv 3D povTéAwv Ta BacikoTEpa TTapdbupa ivai:a) To
Layout 1TOU €ival utreUBUVO yia TV TTPOBOAR Tou POVTEAOU OAAG Kal TNG TTPOCBEONG
TpoTToTroINTWY, B) T0 Modeling, TTou eTITPETTEI OTOV OXEDIAOTH VA OAAGEEI TIGC KOPUPEG,
TIG AKPEG Kal TIG TTAEUPEG TOU POVTEAOU Kal ) TO TTapdBupo Sculpting, TTou TTPOCPEPE!
Mia 1o dnuioupyiki TTAeupd oTnv 0An diadikacia agrivovtag Tov 3D artist va TmAdoel
TO MOVTEAO O€ OTTOIAdNTTOTE PoPPN €TMOUNEL. ZTnV 8eId pepId TNG 0BOvNS diETTAPNG
uttdpxouv duo TTapdbupa. To éva divel TTANPOPOPIES YIa TO TTOIG AVTIKEIMEVA KATOIKOUV
TNV OKNVA Kal To OeUTEPO TTAPABUPO TTOU PPIioKETAI AKPIBWS aTTd KATW aPOpPd TIG
puBuiceig Tou project.

©- ¢

Eikova 4.8 Blender interface



To Blender €xel TAnBwpa atmmd epyaleia Tou PTTopouv va Bonbriocouv Tov 3D
artist otnv onuioupyia 3D povréAwv. Aivel Tnv duvaTtdTNTa KATAOKEUAG GAAWV
BepeAIWOWY CUCTATIKWY, TTOU ITTOPOUV VA EKPMETAAAEUTOUV OI OXEDIAOTEG OTNV TTOPEIA
€VOG TTaIXVIOIoU, OTTWG UpEc.Méow Tou Blender gival e@IkT N TTapaywyr animation,
yla TOug TTBavoUug XapakTAPES TTou Ba €xel To Traixvidl. ‘Eva amd 1a PaoikdTepa
epyaAcia Tou Blender kal GAAwv 3D AoyiopIKwy €ival Ol TPOTTOTTOINTEG, TTOU JTTOPOUV
va TTpooTeBOUV oTa POVTEAQ, e OKOTTO va PETABANBEI N yewpeTpia Toug. H TTpdoBeon
TOUG O€ £VA QVTIKEIPMEVO €ival P KATAOTPOWIKY), HE ATTOTEAECUA ava TTACA OTIYMI VO
MTTOPOUV va TTPoOTEBOUV 1} va a@aipeBolv, Xwpig va TPOTTOTToINOEI N YEWUETPIA TOu
MOVTEAOU, TTIPIV TNV OAOKANPWTIKA TOUG oploTiKoTroinon. Me autdév tov T1pdéTTo O
oXeOIOOTAG £XEl TNV IKAVOTNTA VA AANAEEI TIG KOPUPEG, TIG TTAEUPEG KAl TIG AKPEG, TOU
MoVTEANOU Kal va O€l APETa TO TEAIKO ATTOTEAEC Q.

Eikéva 4.9 E@appoyn modifier

2TNV TTapaTTdvw €IKOva @aivetal €vag KUBOC TTou Tou €xel TTpooTeDEl €vag
subdivision surface modifier yia Tnv utTodIAIPECN TWV KOPUPWYV. 2TO ECWTEPIKO TOU
KUBou @aivetal To TEAIKO aTTOoTéEAEOPA, aAAd O KUBOG TTAPAMEVEI OTNV APXIKI TOU
TotroAoyia. Me autdv Tov TpOTTO AAAGLOVTAG TIG CUVTETAYUEVEG OTIG TEOOEPIG, UTTOPEI
va TrapaxOei pia ykaua atrd toikida atmroteAéopara. ‘Exovrag autd 10 poviéAo cav
yovéa Xwpig va €xouv oploTikoTroinBei oI modifiers, utropei va trapaxbouv avrtiypaga
Tou TTou Ba KAnpovoprioouv Tou modifiers Tou apxikoUu povTéAou. ETtiong ol
TPOTTOTTOINTEG  XPNOIYOTTOIOUVTAl VIO TNV HEiwon Xpovou o€ dIadIKaoie¢ TToU O
oxedlaoTAG Ba ETTPETTE va KAVEI XEIPWVAKTIKA, OTTwWG n dnuioupyia avTiypd@ou Tou
MOVTEAOU HE MIKPOTEPO TTARBOGC KOpUPWV 1 TO low poly Tou apxikou JoVTEAOU.



Eikéva 2.10 Zuvduaopuog modifier.

H pebodoloyia TTiow atrd kartaokeuég 3D povTéAwv o€ AoyIouIKG €ival aueoa
Baociouévn oTOV TUTTO KOI OTUA TOU TTQIXVIOIOU KaI ATTAITEI OIAQOPETIKI) TTPOCEYYION.
21NV TTapouca TTePiodo Ta dUOo diacnPOTEPA OTUA TTaIXVIDIWYV aTTé BEua eu@Aaviong Kal
YPOQPIKWV gival TO peANIOTIKO Kal Ta 0TUNICAPIOUEVO. To peaMIOTIKO TTPOOTTOBET va KAVEI
TOV KOOHO VA PoIAel G0 To dUVATOV TTIO KOVTA OTRV TTPAYUATIKOTATA Kal TO stylized 1
OTUNICOpPIOPEVO, Bivel TTEPICOOTEPN EUPACN OTA XPWHATA KAl OTNV OTTAOUCTEPN
YEWMETPIKA oUOTAON TWV POVTEAWV. A KATTOIOV TTOU ACXOAEITal yIa TTPWTN QOPA PE
ypa@ikd kai 3D modeling, B8a Tou @avei 1o €UKOAO va EEKIVAOEI QTIAXVOVTAS OTTAA
MOVTEAQ, KOVTA OTO OTUA TwV OTUAICAPIOPEVWYV TTAIXVIOIWY, MIAG KAl TO KEVTPIKO
XOPAKTNPIOTIKO TOUG €ival TO OXETIKA HIKPO TTANBOC aTTd KOPUPES, TTOU €XOUV, UE
ammoTEAEOUA va pnv xpelaletal o oxedlaoThg va dwael 18iaitepn Bdon oTtnv
BeATiOoTOTTOINON TOUG, VIO YPNYyopOTEPN ETTECEPYATIa.
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Eikéva 4.11 ZTtuAifapiopéva ypa@IKda

4.2.2 TAUTITIKA JOVTEAWV

2.€ TTEPITITWON TTOU 0 OXEDIACTNG KPUVEI TTWG TO JOVTEAO XPEIACETAI TTAPATTAVW
AeTTTOMEPEID TTOU OEV €ival duvATO va TNV TTAPAYOUV OI TPOTTOTTOINTEG Ba TTEPATEI OTNV
YAUTTTIKN KaIl Ba TTpo0Beael 0 iD10G TIG MIKPEG AeTTTOUEPEIEG eKEl TTOU BEAEL. KaBwg n 3D
YAUTTTIKA €ival éva €idog Wn@Iakng TéXvNg, €ival apkeTd OUOKOAO yia KATTOIOV VO
eCoikelwOei dueca pe autAv. To onuavTikd TToU TTPETTEI va oNPEIWOEI gival 6TI oTnv
YAUTITIK) Ta gpyaAcia xpeialovTal TTAPKN apiBud ammd KOpPUPES, yia va UTTAPXEl Eva
KaAO Kal AeTTTOMEPIOKG aTTOTEAEOMA. YTTAPXOUV OPKETOI TPOTTOI yIa va TTPOCTEDEI
YEWWETPIa o€ Eva HOVTEAO, EK TWV OTTOIWV O €vag gival Je Tov TpoTTotroiNTA Subdivision
surface oto Blender, fj To divide oto ZBrush. 2e pikp6d BaBud yAuTITIKAG QuTtdS O
TPOTTOG AUTOG €CUTTNPEETEI AAAG Oev £xeEl TNV duvATOTATA AUENONG TWV KOPUPWV KATA
TNV id1a TNV d1adIKACia TNG YAUTITIKAG, TTOU ONPAivel 0TI av TO JOVTEAO TPOTTOTTOINBEI
o€ aKpaio Badud, Ba yivouv opatd Ta OnNUEIQ TTOU OI KOPUPESG £XOUV TPARNXTEI.



Eikéva 4.12 Kakni TotroAoyia

MNa va armmopeuxBei autd 10 ammotéAeopa 10 Blender kai 1o ZBrush €xouv
EQAPPOOEl PEBOOOUG augnong TotToAoyiag POVTEAWV KATd TAV d1adikaoia YAUTITIKNAG,
avaloya ME TNV TTEPIOXA TTOU TTEPIEPYAETal O OXedIOOTAG. 210 Blender autr n
Aeiroupyia ovouddletal dyntopo kai ye BAon Tnv TTEPIOXA TTOU YiveTal N YAUTITIKA
TTPOOTIOEVTAl ETITTAEWV KOPUPEG Yia dia opaAdTepn em@dveia. 210 ZBrush n
TTPOCBEON AETITOPEPEIAC ViVETAI JE EvaV TTPOCAPPOCTIKO TPOTTO JECO TOU sculptris pro
mode A ye TNV Acitoupyia dynamesh. H diagopd petagu Tov dUo gival 011 TO sculptris
pro 6a TTPocBEoel AsTITOUEPEIA HOVO OTO CNWEIO TTOU TpoTToTToIEiTal OTTWG TO Dyntopo
evw 10 dynamesh Ba €TavekTINNOEi OAOKANPO TO HOVTEAO Kal PETETTEITA Ba TTPOOTEDEI
TTapaTTavw ToTToAOYia. Me TTapduoio TpOTTo Acitoupyei oto Blender To voxel remesh,
TEXVIKA TTOU QuTOPaTa €TTOVAOXEDIAlEl TO HOVTEAO HE TTEPICOOTEPN 1 AIlyOTEPN
opoIouOoP®N AeTITOPEPEID, KAVOVTAG Xprion Tou open source Aoyiopikou OpenVDB.

4.2.3 UV xaptoypd@non

MeTd atré TNV OAOKANPWTIKA €TTEEEPYATia TOU HOVTEAOU aTTd PEPIGS oxediaong
Kal TPOTTOTTOINONG BEV ouvioTATAl VA XPNOIMOTTOINBEI Aueca atrd Tov oxedlaoTh OTNV
MNXavA ypa@ikwy.To yeyovag OTI TTpoaTEBNKE TpoTToAOYia yia KaAUuTepn avaAuon, gival
TauTtOxpova 0 AGYOoG, TTOU TO POVTEAO eival un KaT@AANAo, piag kal Ba gival apkeTa
KOOTORBOpo yia emegepyaoia. To povréAo 1mou Ba TTpooTebei otV pnxavry otnv
TPAYMATIKOTNTA €ival €va avTiypa@o XaunAOTePNG avaAuong Kai gival onuavtikd va



MNV UTTAPXEI Kapia opaTr d1apopd Je TO apXIKO JOVTEAO. AUTO YiveTal UE TNV TTPOCOAKN
UQWV TTOU €XOUV dnuIoupynBei atrd To apxIKO MOVTEAO Kal TTEPVAVE OTO AVTiYPOQoO,
EMTPETTOVTAG TNV dNUIoupyia UAIKOU ] material yia va KAVEl TTI0 OpyavIKA TNV EUPAavion
Tou 3D asset ato TTaIxvidl. O1 upég TTou Ba TTPooTEBOUV tival BIOBIACTATEG EIKOVEG,
TTou Ba TTpétrel va TTpoBdAAovTal o€ TPIOBIACTATA AVTIKEINEVA Kal Ba TTPETTEl va
uttooTouv emreéepyacia UV xaptoypaenong (UV mapping). ‘Evag UV xdpTtng, €ivai n
aAvaTTapAoTacn VOGS TPIOBIAOTATOU HOVTEAOU O€ OUO DIAOTACEIG, WOTE VA Eival EQIKTO
ol 2D €IkOveG va PTTOPOUV va TUAIXTOUV yUupw Tou. H diadikaoia dnuioupyiag evog
xaptn UV ovopddetal EeTuAyua UV.

Eikéva 4.13 UV Unwrap

2€ amAd VEWMETPIKA OXAMOTA 1 O€ MOVTEAQ ME MIKPO OELIKTN KOPUPWV N
xaptoypdenon UV cival apkeTd €UKOAN. 2Ta HOVTEAQ TTOU £XOUV APKETEG EVOAAAYEG
OTNV YEWWETPIA TOUG, TTPETTEI va TEBOUV PpaQEG 1 seams TIOU TTEPIKAEIOUV €va
OUYKEKPIPMEVO MEPOG TNG ETTIQPAVEIOG TOU POVTEAOU, WOTE va gival TTIO0 AKPIPAS O
uttoAoyiopog Tou UV xapTn. MNa tnv BorBeia kal kabodriynaon Tou KaANITEXVN WS TTPOG
v T1oiotnta Tou UV, T1a 3D Trpoypduparta, arreikoviouv OTIGC ETTIPAVEIEG TOU
QVTIKEINEVOU KATTOIOUG BEIKTEG, OTTWG TETPAYWVA I apIBUOi, TTOU 0 KAANITEXVNG UTTOPEI
va €xel oav odnyd. Mia ion avohoyia oTta TETPAyWvVA UTTOONAWVEI KAl KOAN
xaptoypdaenon UV ue amrotéAecpa Tnv KaAutepn TotmoBéTnon tng 2D e€ikdvag oTO
MOVTEAO.



Eikéva 4.15 Pagég

2€ TETOIEG TTEPITITWOEIG O OXEDIAOTAG TTPETTEI VO ATTOQACIOEl TTOIEG Ba gival
AKPEG TTOU Ba opicel oav paPES yia va UTTopéael va TpotroTroinoeig v uen UV. H
dladikaoia auTr] gival apkeTd xpovoRopa, aAdG dev ptTopei va TTapaAeIPOei dIOTI £xEl
AUECO QVTIKTUTTO OTNV TEAIKA HOP®r} TOU HOVTEAOU a@OU TTPOOTEBOUV UPEG. 2TO
mpoypapua Blender uttdpxel Mia  ypriyopn Kal  ATTOTEAECPATIKR  dladIKagia
uttoAoyiopoUu NG UV uenig pe dvoua Smart UV projection. O uttoAoyiopdg yivetal Je
Baon Tnv kKAion TNG KABE ywviag oTo HOVTEAO KAl TO XWPIZEl O€ ETTIMEPOUG TUNAPATA (O€
d1001G0TATN HOPYPR).
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Eikéva 2.16 UV etmregepyacia



4.3 BeAtioTotroinon kai emegepyaoia povréAou ortnv Unreal

O 1poT1T0G KaI N dladikacia avatmTugng evog 3D povTEAou gival Evag onuavTikog
TTOPAYOVTAG OTNV TTOPEIQ AVATITUENG vOg TTaiXVvIOIoU, KaBwg atroTeAsl TV Bdaon yia
€va opyaviko, aAAG Kal TaUTOXPOoVA, dIAOKEDACTIKO HE evOIaQEPOV KOOHO. MapdaAAnAa
gival éva OPKETA TEXVIKO KOMUATI, TTOU aTTauTel €TTIBAEWn, yia pia KOAf pory Tng
QVATITUENG €VOG TTAIXVIOIOU. Z€ APKETEC TTEPITITWOEIC UTTAPEAV TTaIXVIdIO UE QPKETA
‘kako@Tiaypéva”® 3D povréAa Oxi ammd atTowng aloBNnTIKAG, aAAG GAAWV TTOIOTIKWV
XOPOKTNPIOTIKWY, HE TO ONUAVTIKOTEPO VA E€ival N TIUKVI YEWMETPIA TOUG. 2€
TTpoxwpnuéva oTddia avdaTrTuéng NAEKTPOVIKWY TTaIXVIOIWY, €ival APKETA KOOTOROPO,
yla dia opdda va va dnuioupynoel éva vEo TTolo AEITOUPYIKO POVTEAO Kal va TO
TOTTOBETACEI {ava oTa onueia KAEIOIA, TTOU TTPOUTTAPXE O TTPOYOVOGS TOU.

4.3.1 Emritredo Aetrropépeiag povrélou - LOD

To yeyovog 611 0 apiBudS Twv KOPUPWV gival Evag onuUavTiKOS TTapayovTag yia
Mia KaAn eKTEAEON €VOG TTAIXVIOIOU, OI OXEDIAOTEG UTTOPOUV VA TO EKUETAAAEUTOUV OTNV
duvaTOTNTA TTOU TOUG OiVElI N UNXAVA YPOPIKWY, OXETIKA PE TO TTITTEOO avAAuong Tou
KABe povtéNou TTou €xel eloaxBOei. MN'vwoTd epyalcio gival To LOD (Level Of Detail), Tmou
EMTPETTEl TNV OUVAMIKA OUYXWVEUCHN TIOAUYWVWY, O OQVTIKEIJEVA WE OTATIKA
TAEypaTa, OTTwG eival Ta 3D assets. Auth) n evotroinon Tou TTAEYPATOG AEITOUpPYEI
uttoAoyidovTtag 10 PEYEBOG TNG OTITIKAG dlapopdg TTou Ba éxel, ye TRV évwon duo
Kopu@wv. Av autr n évwan Ogv €xel JeEYAAn TTITTTWON O0TNV TTPOROAN TOU POVTEAOU,
TO0 AoyiouIkG atro@acilel Tnv KataAAnAdGTEPN B€on, yia va TTpocBéael TNV Kaivoupia
OUYXWVEUPEVN KOPUPT], AQaIpWVTOG TUXOV TRiywva TTOU €ixav €1Tiong Katappeuoel. H
dladikaoia Ba auvexioel va eTTavalauBAaveTal HEXPI va GTACEl 0 apIBUOS TWV TPIYWVWV
OTO ATTAITOUPEVO TTOCO, TTOU UTTOPEI VA OPIOTEI XEIPWVAKTIKA YIa KABE HOVTEAO aTTO TOV
oxedlaoTn A auTépaTta atrd TNV PNxav yPag@Iikwy.

2tnv unreal engine oT10 TapdBupo content browser eu@avifetal OA0 TO
TTEPIEXOUEVO TTOU £XEI TO CUYKEKPIPEVO project, ek Twv otroiwv Kai Ta 3D assets 1Tou
éxouv yivel import 1 Ta assets ammd Tov @dkeAo Starter Content. Ta TeAeuTtaia Ba
uTTdpYOouV PJOVo av Kata Tnv dnuioupyia Tou project, £xel opIoTel HEOCw Twv settings.
Ta 3D povréha €xouv pia yaAddia YpOuur OTO KATW PEPOG TOU EIKOVIOIOU TOUG, WOTE
va Eexwpifouv attd AAAEG OVTOTNTEG TTOU PTTOPEI VA UTTAPXOUV GTOV TTAPOVTA QAKENO.

Av 11atnBei dITTAG aploTePO KAIK O¢ €va asset 0 oxedlaoTnG Ba peTapepbEi o€
éva vEo TTapAaBbupo ATTOKAEIOTIKA OXETICOMEVO WE TO TPEXOV asset. 2Tnv de€id pepid
uttdpxel 10 TTapdbupo Details, TTou péoou autd pTTOoPoUV va OpPICTOUV Kal va
TpotToTroiNBouyv, 1010TNTEC KAl XAPOKTNPEIOTIKA TOU HOVTEAOU, HE TO MEYAAUTEPO
TTO00O0TO va gival emKkevipwuéva ota LODs .[Mpiv Tnv avdBeon twv LODs atmoé tov
oxedlaoTr, otnv puBuion LOD Group n unreal, divel ETITA TTPOPUBUICHEVEG OUADEG UE



Ta OIKA TOUG ETTITTEOO AETITOPEPEIAG KAl Hid KEVH ETTIAOYK, JE TNV TTpoUTTO0e0N OTI Ba
TNV AgloTTOINOElI 0 OXEDIOOTAG ME TIG BIKEG TO pubpioelg. H apyikr TTpopuBuion yia OAa
Ta assets eival va €xouv povo éva LOD,to LODO, trou onuaivel 611 dev UTTAPXEI
TPOTTOTTOINON YEWMETPIOG avaAoya Tnv amméoTaon TnG Kapepas. H puBuion Number of
LODs emiTpéTrel TRV aUEnon A heiwon Tou apiBuou Twv TTITTEOWY AETTTOPEPEIAG KAl JE
TNV avaBeon TiAG False (uncheck 10 Kouti) Tou Auto Compute LOD Distances
ETMTPETTEI OTOV OXEDIOOTH VA OPICEl XEIPWVOKTIKA TO JEYEBOG TTOU Ba TTPETTEI va £XEI TO
asset woTe va yivel n yetdBaon atod 1o éva LOD oT1o dAAo.
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Eikéva 2.9 LOD Settings

EidikdTepa 1o KABe LOD €xel pia katnyopia Section. e autiv n BaoIKOTEPN
puBuion eival To Cast Shadow. O Adyog TTou TTpéTTel va doB¢ei BaputnTa o€ AuTd TO
Onueio €ival N TTAPATTAVIOIA PUVAMN TTOU PTTOPEI VA XPEIOOTEN O UTTOAOYIOTNG, YIa va
uttoAoyioel TIG OKIEG Tou asset av Ta LODs dev £xouv puBuioTei cwoTd. Z1a LODs mmou
TO screen size €ival OXETIKA HEYAAOG apIBUOG Ba TTpETTel yia AOyoug aAnBo@aveiag Kal
OWOTAG aTTeIkOvIoNG va uttdpxouv TTpoPaAAdueveg okiEG attd Ta povtéAa. Otav n
KAuepa e€ival TTIO QTTOMOAKPUOMEVN OTTO TO MOVTEAO MTTOPEI va TTapaAEiTTETAl O
UTTOAOYIONOG OKIAG yia BeATIOTOTTOINON TOu €TITTEdOU. 2TnNV KaTnyopia Reduction
Settings utropouv va BpeBolv pubBuIcEIS yIa TNV PEIWOTN TWV TPIYWVWY I TWV KOPUPWV
Tou povTédou. H AoyikA Triow atré Tnv avaBeon Tiywyv oT1o Percent Triangles €ivai n
id1a pe auTr) TTou akoAouBnBnKe yia TwV OPICKO TWV OKIWY, AauBAavovTag uTTownv TNV
ATTOOTACK TOU QVTIKEIMEVOU QTTO TNV KAPEPA. Av yivel atrdtoun aAAayr] TG TIUAG N
TTapaudpPwaon Tou povréAou Ba gival dlIokpITr atrd Tov TaikTn. [Na va amo@euyxBoluv
TETOIEG TTEPITITWOEIG €ival KOAS va opifovtal 4 LODs kal TTavw e To KaBéva va €xel hia
Meiwon 25 % oTa Tpiywva A oTIG KOPUPES .MeydAa povTéAa OTTwG OTTITIA A TTETPEG Kal
OévTpa Ba XPEIQOTEI va Ta TTPOCEYYIOEI KATTOI0G PE OIAPOPETIKO TPOTTO, OE OXEON ME
MIKPOTEPO YOVTEAA. MeydAa pHOVTEAQ TTPETTEI VO €X0OUV UIKPOTEPEG TIMEG OTO Screen size
o€ avtifeon Pe Eva PIKPOTEPO UOVTEAO TTOU WETA ATTO PEPIKA PETPA OEV XPEIAZETAl VO



gival opato. MNa mapddeiypa Evag BPAaxog TTou aTTOTEAET Eva QUOIKO EUTTODIO YIa TOV
TTAIKTN I VA PNV BYel EKTOG XAPTN TTPETTEI va €ival opaTO ATTO HOKPIVEG ATTOOTACEIG,
o€ avtiBeon e Eva TTETPAdAKI TTou Ba gival opatd POVO O€ KOVTIVH) aTTOOTOON.

Eikova 2.10 Msiwon Tpiywvwyv pe Bdon ta LOD

4.3.2 20ykpouon - Collision

Matwvtag 1o KoupTri Play, avahoya pe TO TTPOTUTTIO TTOU £XEI ETTIAEXOEI yia TO
€idog Tou Traixvidiou (first person,third person), Ba ep@avioTei £€vag XapakTipag TTou
0 oXedIAOTNG A O TTPOYPAUMATIOTHG Ba €xel Tov éAeyx0 Tou. ‘ExovTag tnv duvarétnta
va KivnBei kal va avTidpdaoel Pe 1o TTEPIBAAAOV UTTOPEI va BIATTIOTWOEI TTWG Ta JOVTEAQ
aduvatouv va ToV aTToTPEWOUV atrd To va TTpoxwpenocl. MNa mapddelypya QuUOIKA
EUTTOOIa OTTWG OEvTpa A Bpdaxol Ba TTPETTEI VO OTAPATAVE TNV Kivnon TOU XOPAKTAPQ
av £€pB¢l o€ eTTa@ e AuTd. Ta HovTEAQ gival TTpoKaBopIouEVa aTTd TV INXAvh va unv
€XOuv KATToIou €idoug ouykpouon 1 collision, oTTOTE O XAPOKTHPAG OEV ETTITPETTETAI
ammd 10 va mepdoel amd péoa toug. H diadikaoia Tng dnuioupyiag cuykpouong,
AauBavel xwpa oTo idlo TTapdBbupo TTou opioTnkav Kai Ta LODs kai ptropei va yivel
MOVO JE eVEPYEIA TOU OXEDIOOTH.
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Eikéva 2.13 MovTéAa Xwpig cuykpouon

Ta Collision Presets opifouv pe 1T0I0UG dpPAOCTEG Ba PTTOPEI O TTAIKTNG Va
OUYKPOUOTEI Kal pe troloug Ox1. Katw atrd Object Type tmou opilel 10 €idog TOU
QVTIKEIMEVOU KOTA TNV WPA Kivnong 1 oUyKpouong, UTTAPXOUV TTAQioIa eAEyXOu TTou
avadeikvuouv Troiol OpaoTeg Ba ayvoouv, €TTIKAAUTITOUV Kal Ba PITAoK&pouv, Tov
mraiktn. O1 emAoyég Block All ki No Collison emTpETTOUV KaI ATTOTPETTOUV AVTIOTOIXO
TNV oUYKPOUON TOU TTAIKTN KOl AAAWY dPAOTWYV, UE TOV OUYKEKPIMEVO HOVTEAO, EVW N
emmAoyr Custom, agrivel Tov oXedlaoTn va TTIAECEI XEIPWVAKTIKG TOUG OpAOTEG TTOU Ba
avTIOPOUV HPE TO OUYKEKPIMEVO HOVTEAO. H pnxavry kataAaBaivel av évag dpdoTtng
OUYKPOUETAI JE TO AVTIKEIMEVO ATTO TNV TTANPOPOPIa TWV TPIYWVWV TTOU ATTOTEAOUV TO
medio ouykpouong. Me Tnv aAhayr Twv Tipwv TNG TTapapéTpou Collison Complexity,
MTTOpOUV va 000UV TPEIG OIOPOPETIKEG TEXVIKEG, yia Tnv Onuioupyia emTédou
ouykpouong. To Use Simple Collision As Complex dnuioupyei éva uikpd TTARB0G
TPIYWVWV HE QTTOTEAEOHUA MEPIKEC POPEC va Eival avakpIBEC, av To POVTEAO eivail
OXETIKA peEYAAO o€ pEyeBOG, aAAG TauTdxpova eival o BEATIOTO GTOV UTTOAOYIGUO.
AvtiBeta To Use Complex As Simple givail TTOAU 1110 akpIBEG Kal XPNOIUOTTOIEITAI KUPIWG
0€ OYKWOEG POVTEAQ, TTOU €XOUV TTOAUTTAOKN TOTTOAOYIQ TPIYWVWYV, HE TO UEIOVEKTNHO
OTI €ival KooToBOPO av XPnoIhoTToIiNBEi eTTavelAnuuéva PIAG Kal yiveTal eTTITTAéOV
UTTOAOYIONOG peydAou TTARBOUG TPIYWVWV.
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Eikéva 2.14 Avakpifia ouykpouong

Eikéva 2.15 Simple ka1 Complex Collison

4.3.1 E§agavion povtéAou - Culling

H 10€a triocw atd tnv Texvikn amoudkpuvong r Culling gival n eTegepyaaia kai
ATTOTUTTWOT TWV YPAPIKWY TTOU Eival atrapaitnTa yia Tnv dnuioupyia piag oknvig. H
TEXVIKA ATTOPAKPUVONG OOPWVEI TNV OKNVI KATA TNV EKTEAEON KOl dNUIOUPYEI IEpapXia
mOavwy poviéAwv Tou Ba {wypagioTolv. H peiwon Tou apiBuou Twv POVTEAWV,
MTTOPEI va TTpoOoeyYIBEi pe TEoTEPIG BIaPOPETIKOUG TPOTTOUG 0TV Unreal Engine 4, pe
TOoV KaBéva, TEAIKA, va TTETUXAIVEI TO ETTIBUPNTO ATTOTEAEOUA ATTOPAKPUVONG .

Distance Culling: H mpwTtn péBodog arroudkpuvong, cival ge Badon tnv atrdéoTaon
TOU povTéENOU aTTO TNV KApepa Kal Asitoupyei oav LOD AapBdavovtag uttown TIG TINEG



Twv T1Tediwv Min Draw Distance kai Desired Max Draw Distance, tmou dnAwvouv Tnv
MIKPOTEPN Kal HEYAAUTEPN aTTOOTACH, OTTO TV KAPEPA AVTIOTOIXA, VIO TNV dnuIoupyia
I aTToudkpuvong Tou PovTéEAOU.OI TIHEG QUTWYV TWV TTESIWV PTTOPOUV va aAAGEouV yia
KAOE HOVTEAO EEXWPIOTA A VO OPIOTOUV PACIKA YIa 00a HOVTEAD ETTIAECEI O OXEDIAOTNAG.
AuTO kaBioTd duvaTth TNV padikn egagdvion peyadAou TTARBOUG AVTIKEINEVWY TTOU OEV
xpeldletal va gival opatd atrd éva onueio kal Petd. Me Baon tnv ammdéoTacn AEITOUPYEI
kal To Cull Distance Volume (6ykog aTTo0TA0EWS ATTOPNAKPUVONG) TTOU ETTITRETTEI TV
€€OQAvVION TwWV POVTEAWV TA OTToI BPioKOVTAl HEOA O€ AUTO, XPNOIUOTIOIWVTOG £Va
array TIOU TTEPIEXEl TIMEG yia TO MEYEBOG TOu WPOVTEAOU Kal Tnv atmooTacn
ammoupdkpuvong (cull distance). Autd cival apKeTA XPOIMO OE TTEPITITWOEIG TTOU
XPEIAdeTal Aueon €€a@AvION POVTEAOU yia €COIKOVOUNON TTOpwWV. KaAd TTapddelyua
gival Ta povtéAa TTou PTTopEi va PBpiokovral péoca oe éva oTrit. Otav o TTaikTng
atrouakpuveei atrd autd dev Ba xpelaoTei va oxedlaoTouv atréd Tnv GPU 3 CPU.

Frustum Culling: Frustum culling 1 ammoudkpuvon k6Aoupng XPNOIKOTTOIEI TO OTITIKO
1edio TNG kapepag (field of view) yia Tov oxXedIaoud TWV AVTIKEIMEVWY TTOU €ival opaTd
oe auto.Tautdypova 1o frustum culling xpnoiyotroigi kal dUo eTITTAéOV ETTITTEDA TTOU
dev gival opatd, To near clipping plane kai 1o far clipping plane, 1TTou TTai¢ouv Tov pdAo
OUVOPWYV KAl EVAMEPWVOUV TNV KAUEPA YIA TNV KOVTIVOTEPN KAl TTIO JAKPIVA aTTO0TA0N,
Tou Me Bdon aut) Ba TpéTTel va oxedlaoTouv avTikeiyeva. Towg kal To TTIO
ATTOTEAEOUATIKO €i00G ATTOPNAKPUVONG, XPNOIUOTIOIEITAlI ATTO TNV UNXAvh HE TNV
dnuioupyia evog project kai dgv xpelaletal va dnuioupynBei atrd Tov TTPOYPANPATIOTH.

Dynamic Occlusion: e TpiodIdoTaTeEG OKNVES OTAV POVTEAQ KAAUTITOVTAI OTTO GAAQ
MEYAAUTEPA O0€ OYKO Kal OeV €XOUV KATTOIa BapuTnTa OTAV OKNVH, 8V XPEIAleTal va Ta
Cwypagioel N KAPTA YPOPIKWV | 0 €TmegepyacTns. MNa kabe povréAo rj dpdoTn TTOU
BpiokeTal 0TV OKNVl UTTAPXEl KAl N KOTAOTOON OpPaTOTNTAG TOU, TTOU ME KABE
OeuTtepOAeTTOo  Ba KaAgital yia va evnuepwoel Tnv CPU 4 GPU av trpétrel va 10
oxediaoel. INa va peiwBouv ol KANOEIG EAEYXOU 0paTOTNTAC XPNOIMOTIOIOUVTAI EUPETIKOI
aAyopiBuol  au&édvovtag Tn OUVOAIKI) OTTOTEAECHATIKOTNTA KOl  a1mddoon TNnG
ATTONAKPUVONG.

Precomputed Visibility: AvdAoya pe Tnv cuokeur gival SUOKOAO aAyoépiBuol 0TTwg n
duvapikn amogpaén (dynamic occlusion) va Tp€EOUV 0€ TTPAYUATIKO XPOVO, Y1 AUuTO N
TTPoUTTOAOYI(OUEVN OPATOTNTA ONPIOUPYEITAI PIE TO PAYEIPEPA TOU QWTIOWOU. AUTA n
MEBODOG XPNOIMOTIOIEITAI KUPIWG VIO TTaIXVIOIA KIVITWY CUCKEUWY, TTOU O TTAIKTNG €XEI
TTEPIOPIOUEVN TTPOCBACN OTO ETTITTESO KAl O QWTICPOG TWV JOVTEAWV gival 0TATIKOG VIO
AOyoug egoikovounaong TOpwv TNG cuokeung. H TTpoUtTroAoyi{Opevn opatdTnTa KAVEI
XPron Oykwv yia Tnv ammobAkeuon TNG KATaoTaong opatdtnTag Twv OpacTwyV 1 TwV
aTTAWV PJOVTEAWV OTOV KOOUO JE Baon Tn B6€on Tou TTaikTn 1} TNG KAPEPAS. H unxavn
Ba TotmroBeTACEl aTTd POVN TNG TOUG OYKOUG 0paTdTNTAG 0€ 00O POVTEAQ TTPORAAOUV
oTaTIKA OKIA. AOYO TOU TPOTTOU KATOOKEUNRG TNG TTPOoUTTOAOYI{OUEVNG opaTOTNTAG Ba
augnBei n wpa PayeIPEPATOS TOU YWTIOHOU, aAAG To TTaiXvidl Ba KaTtaAAel va givai TTio
eAaQPU KaTd TNV EKTEAEDT.



KEQAAAIO 5 Ypég kau YAIKG

210 apxIkK& oTddia avaTITuénNG NAEKTPOVIKWY TTaIxXvIOIWV €ival ouvnobeg va
TTOPAAEITTOVTAI OTTAITACEIG OTTWG AETITOPEPEIAKA MOVTEAQ, UPEG KAl UAIKA, WIAG Kal
TpwTa Ba TTPETTE €AeyXOEi N BACIKA pNXaAvIK Tou TTaixvidlou. Ta apxika eTTiTeda
@TIAXVOVTAI JE BACIKA YEWHETPIKA OXAMATA, VIO va dWOOUV Jia TTpwTn aicbnon oTtoug
oXeOIOOTEG KAl OTOUG TTPOYPAMMATIOTES, YVWOTO Kal wg blocking out. Agou €xouv
KAaTtaAn&el oTo OTUA TOu TTaIXVIBIOU, Ba TTEPACOUV OTNnV dIadIKACia POVTEAOTTOINONG
TTOU €XEI TTpoavaPEPBEl 0TO TTpoNyoUHEVO KEQPAAalo. Karta Tnv SIAPKEIQ | METETTEITA
auTng TnG diadikaaiag, Ba TTPETTEI va B0BOUV OTA HOVTEAQ UPEC WWOTE VA TTPOCEYYIOOUV
TO KAANITEXVIKO Opapa Twv concept artist kal Tou dnuioupyou. H évvoia Twv upwy ival
€vag ouvnBIouEVOG OPOG OTOV WNPIAKO KOOHO UIOG Kal € auTéG BaaifovTal Ol JOPYEG,
TTou Ba éxouv Ta PovTéAda. @a pTropouce va TTEl KATToI0G OTI €ival TO BACIKOTEPO
KOMMATI TNG avATITUENG £VOG TTAIXVIOIOU aTTO TTAEUPAS EPPAVIONG, HIAG KAl TO JOVTEAQ
Ba eival autd TTou Ba yepiCouv TO TrEPIBAAAOV Kal Ba TTPETTEl va gival GpioTa
uvlotroinuéva, HE TIG KATAAANAEG u@éc. TapdAo TTou n yewpeTpia kabopilel TV
ouoTaon, N Uen gival auTtr} TTou Ba TTPoadiopicel TNV TEAIKA EU@AVION TOU HOVTEAOU KAl
Ba 10 KAvEl va gival £TOIYO yia TOTTOBETNON oTo TTauXVidl. ‘Eva povTtélo dev TTeplopileTail
O€ Mia JOVO U@r. ZTNV TIPAYMATIKOTATA Ol EIKOVEG TTOU XPNOIUOTIOIOUVTAl OAV UQEG,
gival OIA@OPETIKWY €I0WV TTANPOPOPIEG OXETICOPEVEG HE TO XPWHA,TO QWTIOHO, TNV
TpaxUTNTa Kal TNV avakAaon Tou JovTEAOU.

5.1 Yopég

H uon albedo Trepi€xel pOVo XapToypd@non XPWHATOS Kal gival UTTeUBuvn yia
TNV ATTEIKOVION TOU OXediou TTou Ba €€l TO JOVTEAOD. Z€ QUTAV TNV uPn dev Ba TTPETTE
Va TTEPIEXOVTAI TTANPOPOPIEG OXETIKA PE TOV QWTIONO OIOTI UTTOPEI VA ETTNPEACOUV TO
TEANKO Xpwua. Autd 1o TTPOBANUA ITav QPKETA OUVNOES TIPIV TNV PONR €pyaciag
“‘amédoonc Paciopévn oe Quolkl® i physically based rendering TToU OAn n
TTANPOPOPIa OXETIKA JE TO XPWHA KAl TOV QWTIOKO TAV CWONEVN OTNV XapToypdenon
diffuse i xdpTtng didxuong. ATTé pdévn NG n uen albedo dev €xel avtiBeon Kai ivai
OPKETA aviapr), aAAd peE TOV OUVOUOOWO TwV GAAWV UQWV TO OTTOTEAECUA TTOU
TTPOKUTITEI €ival APKETA KOVTA OTNV TTPAYUATIKOTNTA.



ALBEDO

Eikova 3.1 Albedo texture

O1 AeTTTOPEPEIEG OTNV ETTIPAVEIAG TOU HOVTEAOU OTTOONKEUETAI OE EEXWPIOTH UPR
TToU ovopadetal normal. Me Baon TNV XpwaTiky uttéoTacn NG €IKOVAG atrod TIG TINEG
RGB (red,green,blue) 110U QVTIOTOIXOUV OTIG OUVTETAYMEVEG X,Y,Z TOU MOVTEAOU
MTTOPOUV va TTapaxBouv evaAAayEG OTov TPOTTO E TOV OTTOI0 TO QWG Ba avTIdpd PE TO
pMovTéNo. AuTrp N d1IadIKACIa AVTIOTOIXIONG XPWHUOTOG KAl OUVTETAYUEVWYV YIVETAI ava
pixel kai divel TNV weudaiobnaon AETTTOPEPEING XWPIS va TPOTTOTTOINBEI N YEWMETPIO TOU
MovTéAou. Mg auTdv TO TPOTTO JOVTEAD PE PIKPO TTARBOC KOPpUPWYV, NTTOPOUV vVa £XOUV
TNV id1a akpIBOG eu@avion pe povtéAa TTou €xouv TTOAAATTAAGIO TTARB0G KOPUPWV Kal
gival Mo kooToRdpa.



High poly object Low poly object

Eikova 3.2 Normal texture

To KABe povtéAo avaAoya e To UNIKO TTOU TOU QVTIOTOIXEN £XEI KAl CUYKEKPIUEVN
Movada TpaxutnTag emeavelag rp roughness value.H taxutnta ernpeddel Tov TPOTTO
ME TOV OTTO0IO £va avTIKEIPEVO Ba aAANAETIOPA pe Tov TTEPIBGANOVTA QWTIONG.AV N UPA
EXEl MIKPO Oe€ikTn TpaxUTNTag TO QVAKAWMEVO QWS Ba diaxéetar o€ AyOTEPES
KaTeuBuvoelg Kal Ba KAvEl TNV ETTIPAVEIA TTIO AVOKAQOTIKA £VW PEYAAES TIUEG Ba TNG
OWOOUV [Ia TTIO oaypE JoPPH.



m Roughness

Eikéva 3.3 Roughness-Tpaxutnta

Otav o1 upég ouvduaoTouv Ba atroTeEAECOUV Jia vEQ OVTOTATA TTOU OVOUAZETaI
UANIKO 1) material. H kevTtpikn 16€a Tiow atmod éva uAiké gival va ToTroBeTnBei atTeuBeiag
oe €vav dpdotn.H dnuioupyia UNKWV TTOIKiIAEl avaAoya pE TO TTPOYPOUMA TTOU
xpnolyotrolgital. Ta AoylouIKa oxedlaopéva yia TNV dnuIoupyia u@wyv Kal UAIKWV YIa
TNV PETETTEITA XPNON TOUG O€ uNXavES ypagikwy | o€ 3D Aoyiopika TTpooeyyiouv pia
pon epyaoiag rapdpola pe auth Tou photoshop. Oa uttdpyel Eva povtéAo TTou Ba £xel
€10ax0¢ei 010 AoyIOMIKG Kal TTédvw Tou Ba TTpooTiBevTal oTpwpaTta ammd HACKES TTOU N
KAOe pia Ba TTpooBéTel Kal £va eTTITTEDO AETTTOUEPEING. AVTIOETA OI UNXAVES YPOPIKWV
gival oxedIOOUEVEG YIa [ia ypriyopn Kal EUKOAN dnuioupyia UAIKWYV Kal 0 0XEBIACTHG TO
MOVO TTOU €XEI VA KAVEI, €ival VA QVTIOTOIXIOEI TIG UPEG PE TIG APHOBIEG TTAPAPETPOUG
oTov KOUBOo TTou Ba AsIToupyAoEl Gav TO CWHA TOU UAIKOU.
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Eikéva 3.4 YAIKO a1ré 1o AoyioHiko Quixel Mixer

Eikéva 3.5 YAIKO @TIQyMEVO OTNV MNXOVH YPOUPIKWY HE EICAYOUEVESG UPEG
5.2 YAIka ESdagoug

H AeTtTOpépPEIO OTNV AVAAUGCT TWV UQWV KAl 0 KAAOG oXEOIAONOG TOUG gival Eva
MEYAAO KOMMPATI TG KAANG aioONTIKAG TTou Ba TTPETTEl va €XEl éva TTalyVidl. MapdAAnAa
Ba TTPETTEl va ATTOQEUYETAI N OUXVR ETTAVAXPENON TOU UAIKOU yia TNV HEiwon Tng
povoToviag oto TTePIBAAAoV. O TTePIOPIOUOS Tou €vOG UAIKOU ava dpdoTn dev eival
101aiTepo TTPORANUa ota 3D povTéAa, piag Kal To KaBéva gival povadikd kail TeavoTara
Ba éxel DIOKPITEG BIaPoPES pe Ta uTTOAoITTA. AvTiBeTa OTav TTpooTiBeTal £va UAIKO OTO



£€00(POg €VOG TTaIXVIOIOU TrapaTtnEouvTal Aueca TTpoBAAuaTa. To TTpwTo €ival n
ETTAVAANWN o€ OTTOIAOATTOTE UPN €ival TOTTOBETNPEVN OTO UAIKS. To UAIKO dev yvwpilel
TO PEYEBOG TOU £DAPOUG OTTOTE OEV PTTOPEI ATTO JOVO TOU VA €XEI TNV OWOTH KAIJOKO
yla va gnv KAVEl opaTh TNV £TAVOANYINOTATA OTNG UQPEG TOU. 2€ AUTO TO ONUEIO O
oxedlaoTAG Ba Eekivoel TNV avaykaia kKal xprioiun dladikacia e§oikeiwong Tou, JE
TOoug KOUPBoug UANIKwY TnG Unreal engine 4, TTou pe Baon padnuatikwy TPagewy Kai
MEBOBWYV TOU ETTITPETTOUV VA avaTITUEE! I0AVIKA UAIKA IO OTTOI00ATTOTE ETTITTEDO. APOU
EXEl ETTIAECEI TIG UPEG TTOU BEAEI va XPNOIYOTIOINOElI Ba XPEIAOTEI VA TPOTTOTTOINCEI TO

OKENOG TWV UPWV, TTOU TTPETTEL, YIA VA £XEI £va KAAUTEPO ATTOTEAEC Q.
[ remmoe) (@ ) o ) CEIEDE
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E

|K6va 3.6 Texture tiling

O k6upog Texture Coordinates PeTaBAAel TIG UPES avaloya e TIG TINES UV TTOU
TOU £X0UV avaTeBEi Kal TIG XpNOIUOTIOIE, oav XAPTNn, yIa TNV ATTEIKOVION TWV UQWV OTO
€0apog. H aAhayr kAipokag UV ammAwvel TIGC UQEG O PEYOAUTEPN €KTOON OTNV
ETTIPAVEIN TOU €DAQPOUG. MNapdAa auTd dev UTTAPXEI KAWIa TTEPAITEPW AAAQyH OTNV UPn
yla va KAvel To UAIKG TTI0 evolag@épov oTrTiKA. H diadikaoia TToAAaTTAaCIaouoU uQwy,
gival évag ypriyopog Kal atroTEAECOHATIKOG TPOTTOG yIa va TTapaxBei Eva IKavoTToinTIKO
atmmoTéAeopa diagopoTroinong Tou UAIKoU. OTTwg Kal oTnv Bacikr} u@r To idlo Kal o€
QuTéG TTOu TTpooTiBevtal, Ba TTpémel va cival ouvoedeuéveg e KOuPBo Texture
Coordinates yia va pytropouv va aAAGéouv okéNOG Kal va €XEl N KAOE uia SIaQOPETIKN
BapuTtnTa oTo TEAIKO ATTOTEAECHA.



Eikéva 3.7 'Evwon vpwv

H xpnon UAIKwvV TTou TMITPETTOUV TNV TTOAAATTAR TOTTOBETNON UQWYV OTO £0AQPOG
gival €va TTOAU duvaTo epyaAgio yia Toug oxedlaoTEG. H etmiAoyn yia Tov TpATTO TTou Ba
EMTEUXOEI QUTA N TOTTOBETNON €ival APECA £EAPTWHEVN aTTO TNV TTOAUTTAOKOTATA TOU
€0APOUC Kal Tov XPOVO TTOU UTTOPEI va a@iepwBei yia éva KaAO aTTroTéAeopa. €
TTaixvidla TTou 1o TTEPIBAAAOV €ival TTI0 avoIxTo, EEEPEUVIOINO Kal £XEl HEYAAO OKEAOG,
Ba xpelaoTei DIAPOPETIKA TTPOCEYYION O OXEON KE £VA TTIO YPAUMIKO TTaIXVidl, TTOU O
TTaiKTNG Ba €ival avaykaouEéVog va akoAouBroel éva CUYKEKPIUEVO WOVOTTATI. ZTnV
TTPWTN TTEPITITWON 01 OXEOIAOTEG BEV Ba KATOOUV va TOTTOBETAOOUV XEIPWVAKTIKA TIG
UQéG, aANG Ba Onuioupyrioouv €va UAIKO, TTou Ba ToTroBetei amd povo Tou
OUYKEKPIMEVEG UPEG O€ OUYKEKPIYEVA OnuEia TOU €dAPOUG. To UAIKO Ba ekKETAAAEUETAI
T0 heightmap Tou £dd@oug kal avaloya pe TRV KAion Tou 6a TOTTOBETEI TIG ATTAPAITNTES
UQEG. AvTiBeTa OTnVv deUTEPN TTEPITITWOT Ol OXEDIAOTEG Ba UTTOPOUV va ETTIAECOUV PHdVOo
Ta onueia Tou Ba eivar TTpooBdAciya amd TOV TIAIKTN Kal Ba TOTToBeTricOUV
XEIPWVAKTIKG TIC U@éc. TMapoAa autd autéc ol duo péEBodoI  pTTopOUV va
XpnoigotroinBouv TTapdAAnAa.

To kaBe eTTiTred0 ) N KABE TTEPIOYKN], MTTOPEI va £XEl TO BIKO TNG WOTIBO Kal GTUA
ME Mia ouykekpiuévn uPn va givail o auxvr) aTrd TIG AAAEC, aAAG Ba xpelaoTei aiyoupa
va xpnoigoTtroindei mapatmdvw atrd pia uer albedo. e onueia 6mmwg BaATol kKai ddon
uTTdpxel TTANBwpa atrd dIAPOPETIKEG UPEC OTTWG XWHa, AACoTrn, QUAAa Kal pileg TTou
KAavouv 1o TTEPIBAANOV TTIO EVOIQPEPOV.



Eikéva 3.8 AutopaTto UAIKO

2TNV TTapatavw €IKOVA @Qaivetal n Totro0€TNon dU0 UPWV OTO £D00@POog. Ta
ATTOTOMA CNMEIa £€X0oUV UPN TTETPAG KAl Ta ETTITTEDA £XOUV UPHA xopTaplou. Evw eivai
aueon kai BEATIOTN n TOTTOBETNON UQWYV TAUuTOXpova Oev MTTOPEl va UTTAPEE
OIOXWPIOUOG O€ ETTIPAVEIEG UE TTAPOPOIA HOPPOAOYIa TT.X. OTO GNUEIO TTOU UTTAPXEI TO
MovoTTaTl, &gv yiveTal va TTPO0TEBOUV TTEPAITEPW UPEC yiaTl Ba e€TTnpedoel Kal Ta
uttOAoITTa onueia TTou Ogv XPEIACETAl KATTOIA TPOTTOTIOINON. 2Tn OUYKEKPIPEVN
TeEPITTTwOoN Ba PTTopoUcE va TTPOOTEDEI uPr amd xwua r amd Tarnuévo ypaacidl,
uTTOONAWVOVTAG OTI €ival Eva ouxvo TTEpAcPA. Apa OTNV TTEPITITWON AUTH TO AUTOUATO
UAIKO Qgv €xel TNV IKAVOTNTA TOTTOBETNONG UPWV O TOOO TTOIKINOPOP®YO OnuEia,
KATOANYOVTOG OTNV XEIPWVAKTIKA TOTTOBETNON UPWV.
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Eikéva 3.9 Kéupol autéparou uAikou

2TNV OUYKEKPIYEVN TTEPITITWON 0 KOPPBOoG Blend Material Attributes &éxetal oav
gicodo duo material functions, TTou €xouv ammoBnkeupévn TTANPO@OpPIa UPAG TTOU
MTTOPEl va ToTTo0eTNOEl Gueca oe otrolodrmoTe UAIKO. ‘Eva material function €xel Tov
idlo TpOTTO OoTNOiPaTOg WE €va atmmAd UAIKO (évwon kOuPwv oe éva output) uye Tnv
dlagopd, OTI dev pTTOpEi va TOTTOOeTNOEi atmeuBeiag oT0 €0agog, aAAG va
XpnoigotroinBei oav input yia pia GAAN uer] 0TTWG PAIVETAI TNV TTAPATTAVW EIKOVA.

Eikova 3.10 Material Function

H 1piTn €icodog Alpha oTtov k6upog Blend Material Output dExeTal XpwuaTIKA
TTANPOQOpPIa PHaupou-AcTIPOU Kal €ival auTh TTou Ba KAvel Tov dIaxwpIoud Twv dUo
UAIKWV. AuTh n TTAnpogopia Ba TTpoépxeTal aTTd TOV CUVOUACHO TPIWV KOUPBWYV PE TOV
onuavTikoTepo va gival o World Aligned Blend ,mrou uttoAoyiel To Upog Kal TV KAion
TTOU €XEI TO £€0AQOG ETTPETTOVTAG TNV TOTTOBETNON UPWYV OTA KATAAANAa onpeia. MNa
TNV GUPBOAN Kal TNV oEUTNTA TTOU Ba £XEI N YIEN TWV UPWV 1) TWV UAIKWYV, UTTOPOUV VO
TTPoOTEBOUV TTAPAPETPOI, TTOU Ba dExXovTal TIUEG ATTO TOV OXEDIAOTH, VIO VA UTTAPXEI
€vag KaAUTEPOG EAEYXOG.

2€ TIEPITITWOEIG TTOU O OXeDIOOTAG Ba XPEIAOTEN va TTEIPAUATIOTE Kal va
TPOTTOTTOINCEI KATTOIEG TTAPAUETPOUG VOGS UAIKOU gival KOAUTEPO va XPNOIPOTTOINBEI
¢va material instance. MNapayouevo atod 1o apxikd UAIKG To material instance, dev £xel
interface pe kOPPBoOUG, aAAG €va TTapdBupo pe OAEC TIG TTAPAUETPOUG TOU QpPXIKOU
UAIkou. To material instance, dev xpeldetal va Tepdoel amd compiler kai oTav yivel
KatTola aAAayr) To atToTEAEOA gival opaTtd Aueca O€ avTiBeon PE TO APXIKO, TTOU HE
KABe aAAayr Ba TTpETTEl va Eavayivel JETAYAWTTION.
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Eikova 3.11 Material Instance

MNa va peTatpatrei TO auTOUATO UAIKO, O€ UNIKO ME €TTITTEDA, TTPETTEI ATTAG va
TTpooTeBEi 0 KOPPOG Landscape Layer Blend. O cuykekpiuévog divel Tn duvaTtdtnta
va ouvduaoToUV TTOANATTAEG UPEC I UNIKA, WOTE VA JTTOPOUV va XpNOIUOTToINBouV wg
dlagopeTika eTTiTreda. To Landscape Layer Blend xpnoigotrolgi €vav Trivaka yia va
ATTOONKEVUEl TTANPOYOPIEG OXETIKA ME TO ETITTEDO. 2ZTOV TIVOKA MTTOPOUV VO
TTPooTEBOUV TTOAAATIAG OToIXEia, TO KaBéva Pe TNV OIKI TOU Ovopacia Kal TUTTO
Miypatog (blend type). H povadiki ovopacia Tou K&Be €mITTEdOU €ival oNUAVTIKR O€
TTEPITITWON TTOU XpPNolpoTToinBouv KopPBol 0TTwg 1o Landscape Grass Output, 1ToU
eTupoAoyIKG avTiAauBavouaoTe 0TI Ba TTpocBéael povTéAa TUTTOU foliage.
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Eikéva 3.12 Landscape Layer Blend

To Landscape Layer Blend éxel TpeIg S1a@OpETIKEG HiENG UPWYV. H TTpwTN €ival
10 Weight Blend 1Tou Xpnoiyotroiei éva 1000010 ouvOAOU UQWV TToU KaBopilel TV
BapuTtnTa, TTou Ba €xel N KABe pia oTo £dagog. MNa tTapddelyua OTav UTTAPXEl £va
TTARB0OC UPWV PTTOPOUV KAANIOTO va TTPOOTEBOUV PE OTTOIAdNTTIOTE OEIPd €TTIOUNEI O
oXedIOOTAG, ME TNV KABE uepn TTou TTPOTIBETAI VO CUPBAAEI, 0TO CUVOAIKOU TTOCOCTOU
Mi¢nc. OTav TotToBETEITAI Pia UPT) TO TTOCOCTO OAWV TWV UTTOACITTWV UQWYV Ba PEIWOET
Kal auTAg Ba augnBei. O deuTepog TPOTTOC WiENG cival To Alpha Blend. MNMapdAo 1Tou dev
XpnoigoTrolgital Téoo ouxva 6oo 1o Weight and Height Blend gival apkeTd xprioigo yia
TAV QVTIMETWTTION TTPOBANUATWY TTOU TTPOKUTITOUV, aTTO TUXOV UQEG TIOU OfF
OUYKEKPIPEVA onueia Tou €dAQOUG €XOUV TaUTOXPOVA HNOEVIKA XPWMOTIKA TIUA
dnuIoupywvtag paupa onueia. O 1pdtrog pe Tov otroio 10 Alpha Blend emitpétrel Tov
XPWHMATIOPO €6AQPOUC gival avaAoya Pe TNV OEIPd TTOU €X0UV TOTTOBETNOEI O UPES TO
Layer Blend Bpoxo pe Tnv mpwTn va Bewpeital n Bacn. TEAog uttdpxel To Height Blend,
TToU A€IToupyei akpIBwg pe Tov idlo TpoTTo OTTWG Kai To Weight Blend aAAG pe tnv
duvaToTNTA €I0aYWYNS TTANPOoPOpia UWOoUS TNG UPNG. Z€ dia u@r TTou €XEl KEVA N
Xapayuata OTTw¢ TTAAKOOTPWTEG TTETPEG MTTOPE va XpnolyoTroin®ei To heightmap tng
ueng oav emmtAéov €icodog oTo Layer Blend Bpdxo, divoviag tnv amapaitntn
TTANPOQOpPIa yia TNV Pign TNG UPNG ME Mia GAAN avaAoya pe To UWoG TNnG.
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Eikéva 3.13 Height Blend

AOyw TNG Xpriong Tou Landscape Layer Blend o0 diaxwpIopdg Twv UQWV PTTOPET
va xpnoiuyotroinBei yia Tnv TotmroB£Tnon foliage povTéEAwy autopaTta, Xwpic va eTTEUREI
TEPAITEPW 0 OXEDIAOTAG. MNa va oTnBei pia TETola AsiToupyia Ba xpelaoTei pia ££000¢
Landscape Grass Output 1ToU uTrooTnpiCel éva array pe landscape grass types.
MapoAo tTou Ta ovouarta Tou KOPPBou kai Tou TUTTOU foliage TrepiExouv TNV AEEN
QUAAopa, dev onuaivel OTI TTEPIOPICETAI O OXEDIACTIG O€ KATTOIO OUYKEKPIPEVO €iDOG
MovTéAOU, aTTAG XpnoIdoTIoIEiTal oav OpOoG MIAg Kal Ta QUAAa eival TToAudpiBua
pMovTéAa. H eicodo¢ Tou Landscape Grass Output uptopei va opiotei pe dU00
BIaQOPETIKOUG TPOTTOU. O TTPWTOG Eival e TNV avTiypagn Tou Landscape Layer Blend
TOTTOBETWVTAG oav €i00d0 pia otaBepd 1 A 0 oTnV VPN TTOU 0 OXEDIAOTNG BEAEI va
utTdpxel r oxi 1o foliage povtéAo.
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Eikéva 3.14 Landscape Grass Output avd uen (Layer Blend)

O deutepog TPpOTTOC XPriong Tou Landscape Grass Output gival pe Tov Bpdxo
Landscape Layer Sample 1Tou déxeTal ammAd €va string Tou ovouartog Tou layer 1Tou 0
oxedlaoTig B€Ael va uttdpxel foliage. MtTopouv kai o1 U0 TPOTTOI Va XpnoiuoTroinbouv
TTapAAANAa, aAAG cuvioTatal va eQapudleTal JOVO O DEUTEPOG MIAG KAl KPATAEI TO
TTapPAbupo BIETTAPNG XPOTN TTIO KaBapo.
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Eikéva 3.15 Landscape Grass Output ava uen (Layer Sample)

210 UAIKA TTapoAo 1Tou To Normal Map €ival éva a1rd Ta 1Mo onuavTika texture,
Ooev egival n povadikr) u@h TTOU JTTOPEi va xpnoihotroindei yia Tnv TTpocBeon
AetrTropépeiag. To displacement texture, gival pia u@r) TTou peTaBAAEl TNV TTIPAVEIQ TOU
€dagouc avahoya ue Tnv uen albedo divovtag Ba6og oTo idio To £€dagog. MapdAa autd
gival apkeTA EMIPAPUVTIKO YIO TOV UTTOAOYIOTH, va KAVEI OCWOTH YETATOTTION WIAG KAl
XPEIAZETAI TV ATTAPAITNTN YEWMPETPIA. ZTNV TTAPoUca @AC TO £DAQOG AVTILETWTTICETAI
oav éva JOVTEAO TPIWV BIAOTACEWY PE TOV apIBUO KOPUPWYV va €ival To BaCIKOTEPO
KOMMATI auTrig TNG dladikaaoia. Mia peydAn Tipn otnv mapauetpo Tessellation Multiplier
MTTOPEI va TTPOKOAETEI HEYAAN PEIWOTN TWV KapE ava OeuTEPOAETTITO. H AeTTTOPEPEIO KAl



0 peaNiopog TTou TTpoo@épel n displacement uen cival adlau@IoBTATN, aAAG givail
OTIAVIO VA TNV OUVAVTAOEI KATTOI0G Va xpnolgoTrolsital oe AAA tTaixvidlou. To KOOTog
UAIKOU TTOU QTTAITEITAI Eival APKETA HEYAAO KQI TO ONUAVTIKOTEPO YIa €va TTaIxVidl gival,
va utropéoel va 1o TPEEEI O UTTOAOYIOTAG. Me pia TTpwTn POTIA PTTOPET va unv Qavei
T600 QI06NTA N YEiwon Twv Kapé av N oknvA dev TTePIEXEI TTOAAG 3d povTéAD aAAG uE
TNV ouvexn TTapaAAayr Kal EUTTAOUTIONOU Tou eTTITTEQOU-TTaIXVIOIOU UTTOPEI va gival
€vag aTrd Toug HEYOAUTEPOUG TTAPAYOVTEG KOKAG ETTECEPYATIa KAl EKTEAEONC.

Eikéva 3.16 Displacement ka1 Tessellation

5.3 YAIkd MovTéAwv
5.3.1 Zwypa@IoTEG UPEG

2€ KABe TTaIXvidl O KEVTPIKOG OTOXOG TWV HOVTEAWV Eival va TTPOCOEPOUV
MEYOAUTEPO PABOG oTO TEPIBAANOV, €vy TaAUTOXPOVA MECW QUTWV O TIAIKTNG
OUVAVOOTPEPETAI JE TOV YNPIOKO KOOPO Tou TTaixvidiou. MNMapdAo 1Tou 1o UAIKO TOu
€da@oug TTpooPEPel TTOAOTTAOGTNTA OTO TTaIXvidl Ta 3d povtéAa eival autd, TTou Ba
KEVTPIOOUV TO €vOIAQEPOV TOU TTAIKTN. ATTAEG AETTTOPEPEIEG OTTWG EPA PUAAQ OTO
£00QO0G 1 TTOAUKQIPIOUEVEG TTETPEG KATTOIOU TTOAIOU Kail EEXaouévou dpduou, uTTopouv
vVa PETAPOPPWOOUV £va eTTITTESO. AvAAOya PE TO TTAIXVIOI O OXEDIAOTEG UTTOPOUV VA
ONUIOUPYAOOUV QVTIKEIMEVA TTOU Ba TTPOCEPEPOUV THV OTTAPAITNT ETEPOYEVEIQ OTNV
oKNvh. Z& KABE TTEPITITWON 01 UPES Kal Ta UAIKA TTou Ba XpnoipoTroinBouv Ba TTpETTel
va gival KaAd oxedlaopéva yia va Uttdpxel To KATAAANAo Kal emOuunTo atroTéAECUA.



To yeyovog OTI HEOW TWV UPWV PTTOPOUV va dnuioupynBouv AETTTOUEPEIEG OTO UAIKO
Oixwg, va xpelaoTei va aAAAgel n ToTToAoyia Tou PovTEANOU, ETTITPETTEI TV PEIWON TNG
YEWUETPIAG O€ AUTA, BEATIOTOTTOILVTAG TNV ETTECEPYATIA TOU TTAIXVIOIOU.

MapoAa autd dev gival TOoo aTTAG va ToTroBeTNBOUV UPES o€ 3d PovTéEAD TTPOG
TNV OKOAOUBia KATTOIWV OUYKEKPIMEVWY PBNUATwY TToU €Xouv ava@epBei 010 20
KEQAAalo (uv-mapping, uv-unwrapping, dnuioupyia avtiypd@ou HoVTEAOU PE AIYOTEPES
KOPUPEG). Tautoxpova o oxedIAoTAG Ba TTPETTEI va ATTOPACIOEI TOV TPOTTO PE TOV OTTOI0
00 KATAOKEUAOEI TIG UPEG, ME TOV KaBEva va eQappodeTal avaloya PE TV EUPAvION
TTou Xpeladetal va €xel To yovrélo. MNa tnv dnuioupyia TnG albedo 3 defuse ueng,
OnAadr auTAG TTOU TTAPEXEI TNV XPWHATIKY TTANPOQOPIa TOU POVTEAOU MTTOPEI va
onuioupynBei ue duo TpéTTOUG. O TTPWTOC Kal TTIO TTAPAdOCIaKOG Eival UE TOV aTTEUBEiag
CWYPAYICNO TNG ETTIPAVEING, ME TNV XPAon Aoyioupikwv OTTwg Blender, Zbrush,
Substance Painter kai Photoshop. ZTnv ouykekpipyévn TTEQITITWON KATA TN OIGPKEIN
onuioupyiag pIag ueng albedo, o oxediaoTtrg €TAEyel dlaPOpwy €10WV TTIVEAQ,
XPWHaTa Kal GAAWV €10WV epYaAEia, yia va TOTTOBETACEI AETTTONEPEIEG OTNV ETTIPAVEIQA.
ATIO TNV OTIYN TTOU O 010G 0 OXEOIOOTAG ETTIAEYEI TO XPWHPA TOU POVTEAOU Kal TIG
AETTTOMEPEIEG TOU, TTPETTEI VA JEAETAOEI TTPOCEKTIKA TIG I0€EG TTOU £XOUV DOBEI ATTO TOUG
concept artists. Autrij n TeEXVIK ouvavTatal cuvhBwg OE TTaIXVidla TTOU QPEPOUV TTIO
KOVTA OTO KOPTOUVIOTIKO-comic book 1 OTUMICOpIOPEVO OTUA  OTTWG Ol OEIPEG
Darksiders,Dishonored kai Borderlands 1rou 6ev TmpootraBouv va piunbouv TO
TTPAYMATIKO UAIKO VOGS HOVTEAOU OAAAG va To K&vouv atrAd va Eexwpilel TOOO, WOTE va
o TTaikTnNG va KataAaBaivel T BAETTEL. To KAAG pe Ta UAIKG TTOU atToTeAOUVTAl ATTO UPEG
TTou TIG €xel Cwypagioel o oxedlaoTAG, €ival n TTAnpoopia TTou eival atreudeiag
ToTmoBeTnuévn oTtnv albedo-diffuse u@r, 6TTWG o1 OKIEG Kal TO ambient occlusion pe
ATTOTEAEOUA TO D10 TO UAIKO va gival TTIo eAa@pU oTnv emmegepyaoia Tou. O xpdvogs TTou
MTTOPEl va a@iepwBei oTov {wypaPiopd Tng albedo upnig, PtTopEi va diagépel ava
TTaIXVidl Kal TTAAT@OpPa TTwANONG Tou. 'Eva KaAo TTapddeiyua gival apketd mobile
games. g auTd o TTaikTng Oev €pXETal € TTOAU KOVTIVR €TTAQN ME TNV 080vn €vw
TauTtOxpOVa N idIa gival apkeTA PMIKPOTEPN O€ PEYEBOG aTTd pia 086vn uTTOAOYIOTH eV
xpeldletal va TTapaxbouv apkeTd AeTrTopepelakd UAIKG yia Ta 3D assets.
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Eikéva 3.17 Zwypa@IONEVEG UPEG

2NUaVTIK onueiwon €ivar o1 Kal ol idlEg ol UQPEG Kal T UANIKA TOug
KaTtaAauBAavouv Xwpo aTnv KUpIa VAN Kata TV eKTEAEoN Tou TTaixVvidiou .[MA¢ov eival
QPKETA EUKOAO va TTapayBouv eikoveg 4k kal 8k aAAG av n KABe u@r) povTéAou eival
oTnv uywnAoTepn avaAuon 1o Ba uTTApxel MEYAAn €mpBdpuvon oTo  UAIKO TOu

UTTOAOYIOTH.

Resolution Memory Usage Increase

1K 10.53 Memory Usage vs. Texture Resolution
2K 37.53 256.41% -

4K 145.53 287.77%

8K 577.53 296.85%

400

Memory Usage

200

Resolution

Eikéva 3.18 XpAion pvApng avaAoya tTnv avaAuon Tng Ueng.

AvdAAoya TNV CUCKEU TTOU TTPOOPICETAI VO EKTEAEOTEI TO TTaIXVidI TTPOBAETTOVTAI
KATTOIEG TTPOUTTOBECEIC KAl TTEPIOPIOMOI, TToUu Ba TTPETTEl v akoAouBroouv ol
oxedlaoTéS. Mia atrd auTég gival, To péyebBog avaluong Twv u@wv A texture space. Na
va €ival O CUUTTIECPEVES Ol QUTOYPAYIES UPWV XPNOILOTTOIEITAlI HOVO Mia yia KABE
TTapAuETPO Tou UAIKOU (albedo, normal, roughness) kai 6Aa Ta péAn 1Tou atrapTifouv
éva PJovTéNo €xouv KoIvo uv-map. AuTtr n TeXVIK ovopadeTal trim texture kar Bon0dael
TOUG OXEDIOOTEG VA TOTTOBETAOOUV APECA UPEG ATTAA TOTTOBETWVTAG TOUG UV XAPTEG



TTAvw atrd TNV OUYKeKPIPEVN B€on TNG trim texture eikdvag. H dueon TotroBETNON VPG
€ival €TTIONG APKETA XPNOIUN O€ TTEPITITWON TTOU XPEIAZETAI VO POIPACTOUV TTOAAG
MOVvTEAQ TNV idIa U TT.X. TTATWHOTA OTITIWV, KOPUOi OEVTPWY Kal QUAAA, aAAG
BuaidleTal n duvatdTnTa HovadIKAG AeTTTopépelag. ETriong TTpétrel va o oxedIaoTAG va
€ival QPKETA TTPOCEKTIKOG YIa TUXOV ETTAVAANWEIG TTOU PTTOPEI va UTTAPXOUV OTAV U
Kal va TIG ATTOQUYEL.

Eikova 3.19 Trim Texture

AANNOG €vag TPOTTOG TOTTOBETNONG KAl aTToBrKEUoNG UPAG ival To atlas texture
TTOU €ival KAl AQUTOG TTOU CUVAVTATAI TTEPICCOTEPO OTA TTaIXVIdIa. € avTiBeon Pe To trim
texture o atlas €ival oxedlaopévog PHOVO yia €va QVTIKEIMEVO 1 yia éva UEPOG TOU
avTIKEIMEVOU. AUTO gival apkeTd BOAIKO, OTav TO PJOVTEAO gival PIKPO o€ PEyeBOG pIag
Kar Ogv xpelddetal n avaAuon TNG UQNG va €ival uynAr. Zg& TIEPITITWON TIOU
XPNOIUOTTOIEITE OVO £va atlas texture yia peydAa povréAa, OTTwG KTiopaTa, 8a TTPETTE
n avaAuon va givalr apkeTd uwnAr}, woTe va unv @aivovTal Ta pixels, aAAd 6a uttdpxel
TEPAOTIA EMPRAPUVON OTOV UTTOAOYIOTH, €18IK& av gival eTTavalauBavopevn n xprion
Toug. [Na va AuBei autd To TTPORANUa Ba TTPETTEI va opIoToUV dlagopeTika atlas textures
yla KaBe emipdveia Tou 3D asset, woTe va gival apkeTA TTIO EUKOAO yIa TOV OXEDIAOTH,
va eAEYEEN TIC UPEG KAl VO TNG TPOTTOTTOINOEL.



Eikova 3.20 Atlas Texture

MNa va utropéoel 0 oxedIaoThG va aAAGEEl TNV KAIJAKa TNG UPNG A va JETATOTTIOEI
TEAEIWG TIG E€TMIQAVEIEG TTOU ETTIOUPEI va aAAdgel n uer Toug, Ba xpelooTer va
TPOTTOTTOINCEI TO UV-map Tou PJovTéAou. INa auTtdv Tov AGyo gival apkeTa onUavTIKO va
UTTAPXOUV KOAQ TOTTOBETNUEVEG PAPES, WOTE VA ETTIAEYETAI JOVO TO ETTIBUUNTO PEPOG
Tou povtéAou. Me Tnv aAAayr KAIHAKWONG TwV ETTIQAVEIWV N u@r] Ba gival AiydTepo 1
TTEPIOTOTEPO AETTTOMEPNG Kai eTmavaAauBavouevn .H peydAn kAipdkwon €xel wg
ATTOTEAEOUA TNV OUIKPUVON TNG UPNG, VW PIKP KAIMAKWON ETTIQAVEIWV KATAANYEI OE
MEYEBUVON TNG UPNG.



Eikéva 3.21 AAAayn uv yia HeETABEON UPNG.

5.3.2 Procedural generated textures-AladIKAOTIKG SNUIOUPYNMEVES UPEG

O1 u@ég TTou gival BaCIOUEVEG OE OTATIKEG EIKOVEG OTTWG Ol CWYPAPICUEVEG UPEG
N ol UPéC atmmd QwToypagicg, a@ou dnuioupyndouv dev UTTOPOUV VA UTTOOTOUV
TEPAITEPW ETTECEPYQOTiA. AUTO TTEPIOPICEl TOUG OXEDIOOTEG, AVAYKALOVTAG TOUG VO
METa®EPBOUV o€ AAAQ AoyIopIKA, OTTWG photoshop, av BEAouv va TIG TPOTTOTTOINCOUV
TeEPAITEPW, auEdvovtag Tov Xpovo Tapaywyns. Méow pabnuatikwy egiocwoewyv
QPKETA AoyiouIKd, OTTwG Blender kair Substance Designer, éxouv Tnv duvatétnra va
KATOOKEUAOOUV UQPEG TTOU £XOUV ATTEIPN AETTTOMEPEIO XWPIC va UTTApXEl TTPORANUa
ETTAVAANWIPOTNTAG, EVW TAUTOXPOVA TO KOOTOG OTTOBNKEUONG €ival APKETA PEIWUEVO.
O1 d100IKaoTIKEG UPEC 1] procedural textures, €xouv Tnv duvatdTnTa va ToTToBeTNBOUV
o€ OTTOIOONTIOTE PHOVTENO AOXETWG TTOAUTTAOKOTNTAG YEWMETPIOG. Zav £€£000 AUTEG Ol
UQEG UTTOpOoUV va dwoouv XpwuaTikh) TTAnpogopia RGB 1 ydoka, ue TINEG avaueoa
amd 10 0 éwg 10 1. Me TNV Xprion Tng color €¢édou (RGB) dnuioupyouvTtal TpEIg
OIAQPOPETIKEG EKOOXEG TNG UPAG KAl 0 HECOG OPOG TOUG gival n £€000G.



Eikéva 3.22 'E§0d0¢g xpwuarog Kal Trapdayovra(color,factor).

OAeG 01 UPEG £XOUV KATTOIEG VOPUA EI00D0U, OTTWG TO OKEAOG Kl N AETTTOUEPEIQ,
TTOU PJTTOPOUV VA TPOTTOTTOINBOUV aT1Td AAAOUG KOPBOUG 1) va TTAPOUV aTTeUBEiag TIUEG,
MéOw TOu TTAaioiou Tou Kelpévou. AuTtoi ol TTapdueTpol TTaifouv Bacikd poAo oTnv
TEANIKA EUQAVION TNG UPNG, VW TTAPAAANAQ UTTOPOUV va €TTNPEACOUV AAAEG UPEG av
£X€l dnuioupynOei KatTolou €idoug Evwaon YETAEU Tou.

* Musgraw

Eikéva 3.23 AIadIKACTIKEG UPEG OTO TTPOYypauua Blender.
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Eikéva 3.24 Anupioupyia PETAAAIKOU UAIKOU pE XpRon O1adIKAaoTIKWV
UQwv.

ASyw Tou OTI 01 BIAdIKACTIKEG UPEG dnuIoupyouvTal atrd aAyopiBuoug dev gival
duvaTni n ammeuBeiag eiIcaywyr Toug o€ AANO TTPOYPAUNA. ZE TTEPITITWON TTOU EI0AXOEI
€va POVTEAO O€ pia punxavh ypo@IKwy, JE Mia dIadIKAOTIK u@r, TIC TTEPIOCOTEPES
QOpPEG N idIa n unxavr 6a avTikataoTAoel To UAIKO pe pia RGB Tipn, xwpic va £xel
TEPAITEPW TTANPoopieg (normal map, roughness, ambient occlusion). MNa va
MTTOPEDEl N DIABIKACTIKI) UPR va TTEPACEI O€ Hia uNXavh ypagikwy, Ba TTPETTEl TTPWTA
va “payeipeutei” | va yivel bake. Mg tov id1o TpdTtTo TTou Ta 3D povTéAa TTepvAve TNV
TTANpo@opia o€ éva AAO povTéAO pe AiyoTepn AettTopépela. To idlo yiveTal Kal PE TIG
OI1adIKAOTIKEG UPES. Me Tnv peTagopd TnG dIadIKaoTIKAG UPAG O OoTATIKA €Ikdva Ba
UTTAPXEl aTTWAEIO AETTTOPEPEIAG, ATTO TNV OTIYUA TTOU N XPWWATIKA TTAnpogopia
atrobnkeveTal ota pixels NG eikévag .Me Tnv TTapaywyr SIadIKOOTIKWY UPWV Ol
OXeOIAOTEG £XOUV TNV EUXEPEIO va TIG XpnoloTroioouv o€ 3D povTéAa kal o€ UAIKG
€0d@oug.



Eikéva 3.25 Eikéva normal Baciopévn o€ d1aSIKACTIKA UPN.

5.3.3 Virtual Textures

Ao tnv ekdooeig TNV Unreal engine 4.23 kai YETA PTTOPEI va yivel xprion
EIKOVIKWV UQWV YIa TV METADSOON XPWHMATIKAG TTANPOPOPIaG OTA POVTEAQ OTTO TO
€da@oc .MovtéAha TTOoU TOTTOBETOUVTAI O€ Mia OKNVA TIPETTEl va Taipialouv HPE TO
TEPIBAAAOV Kal va pnv dnuIoupyouv €vioveg TTapaAAayég o€ auTtd. Avaloya pE TO
TEPIBAAAOV TTOU Ba TTPETTEl va dnuioupynBei o1 oXedIAOTEG KATAOKEUACOUV Kal TIG
amapaitnTeg UPEG, ota 3D povtéAa yia pia KaAUTepn Mign pe 1o TTEPIBAANAOV. Z¢€
TTEPITITWON TTOU KATTOIO YOVTEAO Ba TTPETTEl va XpnolpoTroinBei o€ AAo oknvikd, Ba
XpelaoTei va oxedlaoTolv €€ OAOKANPOU OI UPES Kal TO UAIKO Tou. lNa va peiwbdei o
XPOVOG TTapaywyng, Ta JOVTEAQ JTTOPOUV Va TTAPOUV TTANPo@opia atrd To TTEPIBAAAOV
Kal va TNV TOTTo0eTrioouV 0TO AdN UTTAPXOV UAIKO.



Eikova 3.26 Runtime Virtual texture og 3D asset.

MPAKTIKEG OTTWG N avaPEPOPEVN AvadEIKVUEL TNV AEITOUPYIKOTATA TWV Virtual
textures, aAAG 0 OKOTTOG KATAOKEUNG TOUG €ival TTIO TEXVIKOG, AEITOUPYWVTAG Kabapd
yla TNV BEATIOTOTTOINCN KAl TNV TAXUTEPN £TTECEPYQTia evog project. H kevTpikr 10€a
BaoifeTal oTNV aTTEIKOVION €IKOVWY UYWNANG avaAuong o€ TTpayhaTikd Xpovo, availoya
ME TNV atréoTaon TTou Ba TpofBAnBouv atrd Tnv 086vn, Asitoupyouv cav LODs A level
of detail Twv upwyv. Kdbe eikdva utrodiaipeital Kal TTPORAAAETAI OTO CNUEIO TTOU €XEI
opioel 0 oxedlaoTAG. Me TNV atTAf XPrion UQWVY To PJEYEBOC OTNV MVAUN TTAPAPEVE iDIO
AoxeTa ue 1o TTOU Ba TTPoBANOEi N eikdva Kal Ba xpeidleTal TravTa n idia 100G, aTTd TRV
KAPTA YPAQPIKWY YIa TO OXEBIAONO TNG. AVTIBETA 01 EIKOVIKEG UPEC Ba uTTO diaipeBouv
ME ouvTEAEOTNA 2 TNG TTPONYyOoUMEVNS UPRG Kal Ba TTpoBAnBouv avdAoya. H Bacikn uen
Ba cival kai auty opatr) aAAd pévo o€ TTEPITITWOEIS TTOU O OXEBIAONOG TNG €ival
utTo0TNPICOMEVOG. AUTr) N HEBOSOG ovoudleTal mipmapping Kail n TTPoEAEUCT) TOU GPoU
gival apxIKIONOg TNG AaTIVIKAG @pdong multum in parvo «TToAU o€ PIKpO Xwpo». To
OeUTEPO £VOUOHUA TWV EIKOVIKWY UPWV TTOU TO ava@EPEl Kal To idlo To dvoua givail n
UTTapén Toug YoOvo o€ éva TTOOOCTO OTNV UVAMN. H €IKovik u®rf amobnkeleTal O€
OKANPO dioKo Kal JETAdIOETAI OE POr) OTNV KAPTA YPAPIKWY, KATA TO XPOVO EKTEAEONG.
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Eikéva 4.1 Lance Joseph Williams, dnuioupy6g Tou mip-mapping.

KepdAaio 6 ApdoTeg
6.1 blueprint actors ka1 user interface

Me Tnv OAOKApwaN TOU ETMITTEOOU KAI TOU EUTTAOUTIONOU TOU ATTO PJOVTEAA,TO
eTépevo oTAdIO gival N TTPOCBAKN TOU TTAIKTN KAl TWV dPACTWY TTOU Ba TO KATOIKOUV.
H Unreal Engine TTpoo@épel £€TOINEG KAAOEIS OPOACTWY TTOU O TTPOYPOUMOTIOTAG A O
oxedloOTAG MTToPEl va TpoTroTroifoel péoou Tou Blueprint Editor 3 pe tnv xprion
QVTIKEIMEVOOTPAPOUG KWAIKA o€ C++. AvaAoya e Tov TUTTO Tou dpAoTh, 0 OXEDIQOTAG,



MTTOPEI va dNPIOUPYAOEI NXAVIOPOUG TTOU EUTTAOUTICOUV TO TTAIXVIOI TT.X. QVTIKEIJEVA
TTOU O TTQIKTNG PTTOPEI va £TTIOPACEI JE AUTA, OTTWG OTTAA KAl AVTIKEIMEVA avaBaduiong,
N avaAwoipga UAIKG, TTou Ba Tov Bondrijoouv Kata Tnv dIdpKeia Tou Traixvidlou. Tig
TIEPIOOOTEPEG  QOPEG Ol OPACTEG aATTOTEAOUVTAI aTTd OUO 1 TIEPIOTOTEPA
XOPAKTNPIOTIKA. Ta dU0 BacikdTePa gival To TPIOBIACTATO PHOVTEAO, TTOU Ba gival opaTd
OTOV KOOUO Kal TO €UPOG £TTiOPAONG, TTOU Ba €MTPETTEI OTOV TTAIKTN VA KAVEl Hia
OUYKEKPIPEVN evépyela OTav £pBel Oog TTaQr PE auTO. APKETA oUvnBeg o€ TTaiXvidla
QVOIXTOU KOOMOU Kal £€epelvnOoNg, €ival N XpHon onueiwv eAéyxou Kal avayévvnong
(checkpoint,re-spawn point) TTou XpnOIMOTTOIOUV TA TTPOAVAPEPOPEVA XAPAKTNPIOTIKA.
Me évav TTapdpoIo TPOTTO AEITOUPYOUV KAl T AVAAWCIYA UAIKG TTOU Padeuel O TTaiKTNG
Kal TotroBeTei 0 KATTOI0 €idoug KaTaypa®ng TTopwv (inventory system).O TpoTTOG
OTNOIMATOG AUTWYV TWV dPACTWYV dIAPEPEI OTOV TPOTTO AsITOUpYia AAAG XPNOIKOTTOIE]
TTAPOUOIA XOPAKTNPIOTIKA. 2€ TTEPITITWOEIG TTOU £vag OPAOTNG EXEI TTAPATTAVW ATTO Wia
XPAOEIC ) ETTAVAXPNOIYOTIOIEITAI PE AAAQyPEVA XAPOKTNPIOTIKA, OtV XPEIACETAI O
oXeOIOOTAG 1 O TTPOYPANMATIOTAG Va KAVEl £ OAOKAPoU pia véa dnuioupyia. Me tnv
KATOOKEUR] €VOG KEVTPIKOU OpAcTn JTTOPOUV va dnuioupyndouv Ttaidid TTou
KANPOVOPOUV TO XAPOKTNEIOTIKA TOU KAl JETETTEITA UTTOPOUV VA TPOTTOTTOINBOUV HECOU
Tou Blueprint Editor.

||||||||

Eikéva 4.1 Check/Re-spawn deTng.



Eikéva 4.2 Checkpoint/Re-spawn KwdIKag.

Me Tnv XpHon YEWMETPIKWY OXNUATWY OTTWG TO box uTTopEi 0 dpdoTng va
KataAGBel av O TTaikTnG €ival o€ €Ta@n PE AUTO, EMTPETTOVTAG TNV EKTEAECHN TOU
kwdika. O k6uBog on component begin overlap, eival €idoug event 1} cupBav.Ta
oupBavTa gival KOuRoI TTou KaAoUvTal aTTd TOV KWAIKA, yia Va EEKIVIIOOUV TNV EKTEAEON
EVOG pepovwuévou OIKTUOU evioAwv eviog Tou Event Graph. O1 dpdoTteg Trou
XPNOIMOTTOIoUVTAl YIA TTI0 OUVOETEG AEITOUPYIEG, OTTWG OTNV KaTAypa@r TTépwv, dev
MTTOPOUV VA AEITOUPYAOOUV AUTOVOUA YIA VA TTOPAYOUV TO OTTOTEAEC A KATAYPAPNG,
aAANG Ba TTPETTEl va BOUAEWOUV OuvOUAOTIKA HPE AAAEG AeIToupyieg TNG pnxavng. H
Baoiky péBOdOG yia TNV OTTOTUTTWON TTANPOYOPIaG €ival PE TRV XPHon Twv user
interfaces kar Twv heads up display, TTou €mTPETTOUV TNV IKAVOTIOINGON TNG
TTANPOPOPIAG. ZTNV TTPOKEIPEVN TTEPITITWAON MIAWVTAG YIO KATAypa®r) Ba TTpETTEl va
uTTdpxel £va TTapdBbupo TTou Ba EVNUEPWVEI TOV TTAIKTN, YIO TTOCOTNTA KAl YA €i060¢
QvTIKEIMEVOU TTOU Ba BpiokeTal oToV TTivaka Kataypa®nis .A@ou dnuioupynBei €vag
OpACTNG YOVIOG PE KATAAANAQ XAPOKTNPIOTIKA KAl TTAPAUETPOI, O TIPOYPANMATIOTAS Ba
TTPooBEoel KwdIka TTou Ba kKAnpovounbei kKal ota TTaIdId.

Eikéva 4.3 Xpron dieragng(interface).

To yeyovdg TTou BpioKeTal TNV ApXr TOU KWAIKA gival hia AsiIToupyia TTou €XEl
onuioupynBei o€ pia BIETTAPA KAl O TTPOYPAPMATIOTNG TNV KAAEI OTOV OUYKEKPIUEVO
opdoTn. O1 JIETTAPES XPNOIPOTTOIoUVTAl YIa TNV dnuioupyia AEITOUPYIWY, UE OOOUG
OpdoTeg €xouv TTPOCPOCN O€ QUTEG KAl TOUG ETTITPETTEL, va KAVOUV XpAoN Twv
OUYKEKPIMEVWYV AEITOUPYIWY, AOXETA PE TO AV €XOUV KOIVO TTpoyovo. Me tTapouoio



TPOTTO uTTOopPEl va dnuioupynBei kal éva ouoTaTikd 4 component TTou Ba ToTT00eTNOEI
OTOV TIQIKTN, EMTPETTOVIAG TOU VA XPNOIMOTIOINCEl TIG AEITOUPYIEG TOUu. 2TnV
TTOPATTAVW EIKOVA 0 KOUPBOG add to inventory gival n Asitoupyia TTou dnuIoupynonke
oTo TTPooX£dIo Tou Inventory Component kal €mMTPETTEI TNV KATAXWPENON OpaCTWV
TUTTOU item oTo inventory.

U

Eikéva 4.4 Xpion cucTaTtikou.

Me Tnv oAokAApwaon TNG dladikaoiag kataypagrg Ba TTPETTEI O TTAIKTNG va £XEI
TpooBacn oTta avTikeipeva TTou €xel OUAAEEel. Ta heads up display Ta otroia Ba
KaTtolkoUv éva user interface. To inventory Ba mapéxouv autr) TNV TTANpo@opia, aAAd
N XpNoIUOTNTA TOUG OEV OTANATAEI OTNV ATTAN EVNUEPWON TOU TTAiKTN. Micw atrd kKGBe
ui(user interface) ptmopouv va TTPAyPATOTTOINBOUV TTOAUTTAOKEG OIadIKATIEG OTTWG
KATOOKEUN AVTIKEIMEVWY Kal avaBaBuion Tou Xapaktripwy. OTTwg Kal Je Toug dpAoTEG
n Baon TnG euguiag Tiow atrd K&Be evépyeia TTou Ba Kavel €va user interface KpuBeTal
oTIG AeIToupyieg, TTou Ba ekTeAoUvTal avaAoya Pe Tnv €i0odo TTou Ba divel O TTAIKTNG.
Eival amrapaitnto va utrdpxouv dIa@opeTIKA Ui, avaAoya Pe TO TI ATTOOKOTTEI TO KaBEva.
MNa v dnuioupyia Toug o1 OXEDINOTEG AVATITUOOUV OE KATTOIO TTPOYPAUMA OTTWG TO
photoshop ypa@IKd, UE OUYKEKPIUEVES TTPOBIAYPAPES, TTOU TOUG £XOUV avaTeDEi, UE
Bdon TNV yevikn aioBnon Kai atgoo@aipa Tou TraixXvidiou yia €va 1o Opyaviko
aTTOTEAEO Q.
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Eikova 4.5 User Interface.

AvaAoya pe TNV TTANPO®OpPIa TTOU XPEIAZETAI VA ETTIKOIVWVIOEI OTOV TTAIKTN
ETTNPEACETAl KQI N TTOAUTTAOKOTATA TOU Ui. 2€ TrauXvidla TTOU O XOPAKTAPAG €XEI
TOo0OTA C(WNAG, AVTOXNG, EMTTEIPIOG KAl AAAEC TTapOPOIEG PEBODOUG METPNONG
XOPAKTNPIOTIKWY TOU, TTOU TTPETTEI va gival dueca dIaBECIYES OTOV TTAiKTN, Ba TTPETTE
TO Ui va gival oXeTIKA AITO €1I0IKA OTAV TTPOOPICETAI VA Eival CUVEXWG AVOIXTO KATA TNV
d1dpkela Tou TTaixvidiou .O oT1dX0G TNG ATTANG EIKOVOTTOINONG QUTWY TWV OTOIXEIWV
ETNTPETTEl OTOV TTAIKTN va €xel éva “kaBapd TTepIBAAAOV”, TTOU TOU EMMITPETTEI va
euxaploTnOei To TTaIxVidl Kal TRV S1adPACTIKOTNTA TOU, XWPIG VA UTTAPXEI TTANBWPa atrod
TTapdBupa oTnv 066vn.



Estus Flask

Eikéva 4.6 Ztatiké User Interface otnv £VTp|Kr'] o0ovn.

6.2 TexvnTl vonuoouvn

6.2.1 Blackboard

Me Tnv €l0aywyry oTov KOOWO TNG TEXVNTAG vONUOOUVNG, MEPIKOI OTTO TOUG
TTPWTOUG aAyOpiBUOUGC TTOU CUVAVTAEl KATTOIOC €ival auToi TnNG avalntnong dEvipwy,
yla Tnv avadntnon kair eviomopd kAadiwv A kKouBwv, péoa ot éva oer. Kdabe
aAYOPIBUOG, €XEI CUYKEKPIUEVO TPOTTO €UPECNG TOU OTOXOU, PE OIAPOPETIKO TPOTTO
TTpooTTEAaONG Twv KAAdIWV Tou dEvipou. & auTh Tnv 10éa Baaciovtal Ta dEVTPa
oupTtrePIYopds otnv Unreal Engine pe tnv duvatdtnTa va TTPOOTEOOUV TTEPAITEPW
AEITOUPYIEG, VIO TOV EAEYXO TWV ATTOPACEWY TTOU Ba TTapel. Na va dnuioupynBei £vag
avTiTTaAog TTou Ba €xel atrd TTiow Tou Aoyikr, Ba TTpéTTel va AauBdavovtal aTToPAcElg
ME Bdon kdtroiwv dedopévwy, TTou Ba £xel opigel O TTPOyPANMaATIOTAGS. TNV Unreal
Engine autd T1a oOedopéva oTeyalovrar oe €va blackboard TTou pTropei  va
XPnNOoIJoTIoIEiTal aTTd £vav i TTEPICOOTEPOUC AVTITIAAOUG, Yia TNV APECN TTPOCRACH O€
auTd.
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Eikéva 4.7 Blackboard.
6.2.2 AévTpa CUNTTEPIPOPAG

MNa kGBe evépyela TTou Ba KAvel 0 avTiTTaAoG Ba avTIoToIxEl O€ Eva KAaBAKoV Tou
OEVTPOU TTOU KATTOIOG UTTOPEI VO TO pavTacoTei oav Ta QUAAA Tou. To KABe KaBrikov
gival yovadikn ovTdTNTA, TTOU £XEI TO BIKO TNG Blueprint kal ytropei va TpoypauuoTIoTE
ave¢apTnTa atro Ta GAAa. Ta kaBrkovTa xpnoigoTrolouv dedouéva Tou blackboard kai
EKTEAOUV KOPUATIA KWOIKA, TTOU appdlouv oTnv KABE evépyeia aAAG dev gival Ta idla
TToU atro@acifouv 1o TTOTE Ba ekTEAEOTOUV. EOW TTaifEl pOAO O dIOKOOUNTAG TTOU €XEI
BAAEl O TTPOYPAMMATIOTAG YIa va €AEyxel TO TTOTE Ba PTTOpPEl O aAyopIBUOG va
TTPpOXwpPAoel 01O TTOPEVO KAADI | va €MAEEEl Eva GANO povotTaT. O dlakoounTEG
AEITOUpYyoUV oav TTUAEG TTOU €AEYXOUV TNV TWEIVA] KATAOTOON TOU QVTITTAAOU KOl
KaBodnyouv Tov aAyopiBuo, oTo cwaoTo Kadrikov. MNa va Prropouv va odnyroouv TV
por} Tou OEVTPOU OTa CWOTA QUAAA, Ba TTPETTEl va TOTTOBETNBOUV OTOUG OWOTOUG
KOuPoug. Or1 evdidueool KOuBol €ival TMO OUVOETOI KAl €XOUV  OUYKEKPIYEVN
peBodoAoyia, otnv ToTToBETNON Toug .O TTPWTOG €ival 0 selector 1 ekAékTopa Kal
AeIToupyei oav yovéag, TTou €mIAEyEl, TTI0 Ba gival To ekTeAéoIgo TTaudi. To TTauidi Ba
atroTeAEiTal a1TO Ta QUAQ Kal aTTd TO OEUTEPO €id0C £vOIANETOU KOUBOU TToU BpioKeTal
TTpIv a1rd auTd, ToV KOPPBOo aAAnAouyiag. H aAAnAouxia emiTpéTTel TNV KTEAEON QUAAWV
Tou OEVTPOU TO €va PETA TO GAAO cav €va KAEIOTO KUKAWUA TToU Ba avTINeETWTTICETAI
oav pia Asitoupyia.

‘Evag avTittaAog utropei va €xel dUO PaCIKEG KATAOTACEIG OTNPICOUEVEG OTO AV
BAETTEl TOV TTAIKTN 1 OXI KAl PE AUTOV TOV TPOTTO TO OEVTPO UTTOPEI va EKTEAEOEI
OuyKekpIpéva kaBrikovta. O1 TTepiocdTePOl €XOpoi oe Traixvidla €xouv TNV apxIKA
KATAoTAON CUNTTEPIPOPAS WG KATTOIOU €idOUG TTEPITTOAIAG piag TTepIoXA 1 @poUpPnong
™NG. Otav o0 exBpo¢ £pBel o€ eTaPn PE TOV TTAIKTN, Ba TTapAPEPIOEl TNV KaTdoTAoN
@poupnong kal Ba TepAcEl o€ dia KATAOTOON KATAdIWENG. Ze €va TETOIO OEVTPO
MTTOPOUV va cuvuTTapXouVv aAAnAouxieg KATw atrd Tov idIo eKAEKTOPA, KAVOVTOG TOV
QVTITTAAO va @aiveTal O £EUTTVOG. TETOIEG CUUTTEPIPOPEG UTTOPEI va CUVAVTHOEI



KATTOI0G O€ TTaIxVidla OTTw¢ aTnyv far cry o€ipd, OTTou A@OoU O TTAIKTNG EEQUYEI ATTO TOUG
eXOpoug, Ba ouvexioouv yia €va OUYKEKPIMEVO XPOVIKO dIACTNUA va WAxvouv oThv
TPIYUpW TTEPIOXH YIO VA TOV EVTOTTIOOUV.AUTA Ta dUO KABNKovTa gival uttd TNV alyida
TOU idlI0U eKAEKTOPA TT.X.@poUpnons-katadiwgng-avalntnong, aAAd pe Bdaon 1o av
BAETTEI TOV TTAIKTN, Ba eKTEAEDEl éva ATTO Ta OUO. ZTIGC TIPWTEG EKBOXEG TWV BEVTPWV
OUMTTEPIPOPAG, KABE BEUTEPOAETITO N POr TOU BEVTPOU ETTECTPEPE OTNV Pifa yia va
ETTAVEKTIUNON Trolol KOPPBoI  TTPETTEl va gival evepyoi. AuTO PTTOpEl va Yivel TTOAU
KOooTOBOpO yia Tov UTToAoyIoTr €I0IKA av TO QEVTPO gival apKETA ueydAo. lMNa tnv
€TTIAUCTN auTOU TOU TTPORANPATOG, € TTIO €CEAIYUEVEG EKOOOEIG, TO DEVTPA KPOTAVE
ava@opd yia TO TTOI0G €ival O eVEPYOS KOUBOG Kal 0 id1og Ba ekTeAéOEl TNV diadikaoia
aAAayng pong pe Baon Tov eKAEKTOPA. AQOU TEAEILOEI N CUUTTEPIPOPA I TO KABAKOVTA
auToU Tou KOPBouU yovéa, n por) Ba eTTavéNBel aTny pila.
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Eikéva 4.8 AévTpo CUPTTEPIPOPAG.
6.2.3 Mnxavi TemePATHEVNG KATACTAONG

H xpAon Twv dEVTpWY CUUTTEPIPOPAGS, TTAPA TNV EUXEPEIA TTOU diVOUV OTOUG
TTPOYPOUMATIOTEG, €ival dia TEXVOAOYIa TTOU Ta TEAEUTAIO BEKA XPOVIA EXEI CEKIVIOEI Kal
XPNOIUOTTOIEITAl oav pia atrd TIG oTaBePES TNG Blounxaviag. O TTPoKATOX0G AUTAS TNG
oTaBepdg NATAV N PNXavr TIETTEPAOUEVNG KATAOTAONG, TTOU OKOUA KOl Twpd
xpnoigotroigital oe apkeToug AAA TiTAoug. OTTwG To dEVTPO €xEl KABAKOVTA N unxavn



EXEI KATOOTAOEIG TTOU AEVE OTOV AVTITIAAO TI TIPETTEI VA KAVEI Ji0 CUYKEKPIPEVN XPOVIKN
OTIyuA. H pnxavr Kpatdel yio KAaTdoTaon TTou €ival evepyr MEXP! va Olapdacel pia
€i0000 TTOU avayvwpilel woTe va PeTABEi o€ Pia GAAN. O1 TTPOYPAUMOTIOTEG Eival AUTOI
TTOU €AEYXOUV TNV EYKUPOTNTA TNG €1I0000U TTOU Ba TTPOKAAECEI QUTAV TNV PETARAON
oA\G kai Troia, Ba eivar n kardotaon Tou Ba evepyotroindei. MapdAa autd ol
TIETTEPAOUEVEG PNXAVEG €ival IKAVEG va avTiIOpAoOUV Kal O€ YEyovoTa, TIou
TTPAYHATOTTOIOUVTAI O€ TTPAYMATIKO XpOvo OTO TTEPIBAAAOV, aTTd TOV idIo TOV TTAIKTN A
atré AAAoug avTITTAAoug ) OPAOTEG.

6.2.4 Ab6yol pPeTa@OPAG ATTO HUNXOVEG TTETTEPAOCHEVWYV KATAOTACEWV OE€
Oévripa ocupTTEPIPOPAG

Ol unxavég TTETTEPACHEVWY KATAOTACEWYV KAl Ta OEVIPA CUMTTEPIPOPAS
KataAfijyouv OTO idI0 TENIKO QTTOTEAEOMA, OAAG UTTAPXOUV MEPIKEG OIAPOPES TTOU
OIkaloAoyoUuv Tnv €TTIAOYr TNG PBlounxaviag va TePACEl O€ TTIO OTTAOUCTEPOUG KAl
eUXPNOTOUG TPOTTOUG dNUIoUPYIaG TEXVNTAG vonuoouvng, OTTwg Ta OEvTpa. ApXIKA
UTTApXEl TO TTPORBANUA HMEYAAOU @OPTOU €PYACIOG KOTAOKEUNG Kal dladIkaoiag
ATTOOQOAPATWONG. € TTEPITITWOTN TTOU N INXavh €XEl TTOAAEG KATOOTAOEIG AugAveTal
n moavotnTa UTTapégns bug, aAAd kal 0 apIBUOG Twv PETABAcEwWY TToU Ba TTPETTEl Va
AauBdavouv uttéywn o1 TTPOYPAMMATIOTEG. To yeyovog OTI TO OKEAOG augdavetal
OpAMNATIKA YE TNV TTPOCBNKN VEWV KATAOTACEWY, KABIOTA TNV UTTOOTHPIEN OAoEvVa Kal
o OUOKOAN. Mia puéBodog TTou £QapPUOOTNKE YIa va eEoPaAlvel auTd To TTPORANUA
gival N xpnon TNG IEPAPXIKAG UNXAVAG TTETTEPACHUEVNG KATAOTAONG, TTOU ETTITPETTEI TNV
METABaoN o€ CUANOYEG 1 ouddeg atrd KaTaoTaoelg .Me autdv Tov TPOTTO YTTOPOUV va
dnuIoupynBoUV PIKPOTEPOU OKEAOUG PNXAVEG, TTOU PETARAiIVOUV N hia oTnV GAAN, aAAG
oTnNV TTPAYHATIKOTNTA TO TTPORANUA UTTOOTHPIENG METAPEPETAI Eva ETTITTEOO UYNASTEPQ
oTnNV apXITEKTOVIKA. AvTiBeTa Ta dEvTpa Adyw TNG OOMNG TOUG, TTOU EeKIVAVE aTTd TNV
piCa kal @Tavouv oTa QUAAQ, €ival TTIO KAtavonTr Kal apBpwTr], EMTPETTOVIAG TNV
utTapén dauecwv aAAaywv oToug KOPPBoug. O KUplog TTapdyovTag oTnv gueligia TNG
KATAOKEUNG VOGS BEVTPOU, €ival OTI XPNOIKOTIOIEI KAQOEIG OUVAPTHOEWY TTOU EKTEAOUV
TTpokaBopiouéva KaBrkovTa aAAd dev atraitouv va yvwpiouv o€ TToloug KOuRoug Ba
MeTaBouv. To atroTéAeopa Tou KABE KaBrKOVTOC gival ETTITUXIO 1) ATTOTUXIA, ME TN Pon
ToUu O€vTpoU va aAAGlel, avaAoya PE TO ATTOTEAECUA.

MNMnyég kai BiBAloypagia

< Learn Arch Viz Complete UE4 Lighting Workflow for Arch Viz Artists |
Light Types / Light Bake / Lightmass Settings

> Complete UE4 Lighting Workflow for Arch Viz Artists | Light Types /
Light Bake / Lightmass Settings



https://www.youtube.com/channel/UCP_cx55hgJBsd9MRQsy8c3g
https://www.youtube.com/watch?v=YkQc0K0eM18&t=5s&ab_channel=LearnArchViz
https://www.youtube.com/watch?v=YkQc0K0eM18&t=5s&ab_channel=LearnArchViz

<

>

L 4

NerdyUnrealDev UE4 Skylight Basics
> UE4 Skylight Basics

A WAY OF LIFE STUDIOS How to paint landscapes in Unreal Engine
4.18.3
> How to paint landscapes in Unreal Engine 4.18.3. For super new
people.

Nitrogen 3 Levels of Procedural Grass in UE4 | UE4 Tutorial
> 3 Levels of Procedural Grass in UE4 | UE4 Tutorial

Ryan Laley Unreal Engine 4 Tutorial - Al
> Unreal Engine 4 Tutorial - Al - Part 1 The Behaviour Tree

Unreal Sensei How to HIDE Texture REPETITION in Unreal Engine
- UE4 Tutorial
> How to HIDE Texture REPETITION in Unreal Engine - UE4 Tutorial

Unreal Sensei How to INSTANTLY TEXTURE your landscapes in UE4
- Unreal Engine tutorial

> How to INSTANTLY TEXTURE your landscapes in UE4 - Unreal Engine
tutorial

WorldofLevelDesign UE4: Easy 5-Step Process for Hand-Sculpting
Perfect Landscapes Entirely in UE4

> UE4: Easy 5-Step Process for Hand-Sculpting Perfect Landscapes
Entirely in UE4 - Tutorial

AAutrepT TCOUNIaV Mdayiep. pa@ik& uttoAoyIoTH/WN@IaKn £TTECEPYQTia
€IKOVAG. 2X0A EmoTtApNG YToAoyioTwy oTo TeXVIKO MaveToTAWIO TNG
Biévvng

Wikipedia. Normal mapping
> https://en.wikipedia.org/wiki/Normal mapping



https://www.youtube.com/channel/UCMgX2VVJwZNsuQGgkqRaPGA
https://www.youtube.com/watch?v=v6O-LrTwzCw&t=127s&ab_channel=NerdyUnrealDev
https://www.youtube.com/channel/UCPpCgURKXmwGtmEY76IwouQ
https://www.youtube.com/watch?v=G5WBqv4_NLE&t=187s&ab_channel=AWAYOFLIFESTUDIOS
https://www.youtube.com/watch?v=G5WBqv4_NLE&t=187s&ab_channel=AWAYOFLIFESTUDIOS
https://www.youtube.com/channel/UCw28L3tO3x2WCdq7cjgLMBQ
https://www.youtube.com/watch?v=vHQ5PRayxdA&list=PLQmq1zghal7U1e1arNpulxuRaEgGqF5Ir&index=214&t=231s&ab_channel=Nitrogen
https://www.youtube.com/channel/UCsS5i15vvUbwfr_1JdRKCAA
https://www.youtube.com/watch?v=zNJEvAGiw7w&list=PL4G2bSPE_8ukuajpXPlAE47Yez7EAyKMu&ab_channel=RyanLaley
https://www.youtube.com/channel/UCue7TFlrt9FxXarpsl872Dg
https://www.youtube.com/watch?v=yCRzOdo4b68&t=572s&ab_channel=UnrealSensei
https://www.youtube.com/channel/UCue7TFlrt9FxXarpsl872Dg
https://www.youtube.com/watch?v=mP8eHwVEA0o&ab_channel=UnrealSensei
https://www.youtube.com/watch?v=mP8eHwVEA0o&ab_channel=UnrealSensei
https://www.youtube.com/channel/UCHuzwCBMsExSsORBmDzhGYA
https://www.youtube.com/watch?v=cc6u0XatcQ0&list=PLQmq1zghal7U1e1arNpulxuRaEgGqF5Ir&index=104&ab_channel=WorldofLevelDesign
https://www.youtube.com/watch?v=cc6u0XatcQ0&list=PLQmq1zghal7U1e1arNpulxuRaEgGqF5Ir&index=104&ab_channel=WorldofLevelDesign
https://en.wikipedia.org/wiki/Normal_mapping
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Wikipedia. Unreal Engine
> https://en.wikipedia.org/wiki/Unreal Engine

Unreal Engine 4 Documentation. Get Started with UE4

> https://docs.unrealengine.com/4.27/en-
US/Basics/GettingStarted/

Packtpub. An overview of Unreal Engine
> https://hub.packtpub.com/overview-unreal-engine/

Unreal Engine 4 Documentation. Directional Lights

> https://docs.unrealengine.com/4.27/en-
US/BuildingWorlds/LightingAndShadows/LightTypes/Directional/

Unreal Engine 4 Documentation. Sky Light

> https://docs.unrealengine.com/4.27/en-
US/BuildingWorlds/LightingAndShadows/LightTypes/SkyLight/

Unreal Engine 4 Documentation. Spot Light

> https://docs.unrealengine.com/4.27/en-
US/BuildingWorlds/LightingAndShadows/LightTypes/Spot/

Unreal Engine 4 Documentation. Point Lights

> https://docs.unrealengine.com/4.27/en-
US/BuildingWorlds/LightingAndShadows/LightTypes/Point/

Unreal Engine 4 Documentation. Lighting Basics

> https://docs.unrealengine.com/4.27/en-
US/BuildingWorlds/LightingAndShadows/Basics/



https://en.wikipedia.org/wiki/Unreal_Engine
https://docs.unrealengine.com/4.27/en-US/Basics/GettingStarted/
https://docs.unrealengine.com/4.27/en-US/Basics/GettingStarted/
https://hub.packtpub.com/overview-unreal-engine/
https://docs.unrealengine.com/4.27/en-US/BuildingWorlds/LightingAndShadows/LightTypes/Directional/
https://docs.unrealengine.com/4.27/en-US/BuildingWorlds/LightingAndShadows/LightTypes/Directional/
https://docs.unrealengine.com/4.27/en-US/BuildingWorlds/LightingAndShadows/LightTypes/SkyLight/
https://docs.unrealengine.com/4.27/en-US/BuildingWorlds/LightingAndShadows/LightTypes/SkyLight/
https://docs.unrealengine.com/4.27/en-US/BuildingWorlds/LightingAndShadows/LightTypes/Spot/
https://docs.unrealengine.com/4.27/en-US/BuildingWorlds/LightingAndShadows/LightTypes/Spot/
https://docs.unrealengine.com/4.27/en-US/BuildingWorlds/LightingAndShadows/LightTypes/Point/
https://docs.unrealengine.com/4.27/en-US/BuildingWorlds/LightingAndShadows/LightTypes/Point/
https://docs.unrealengine.com/4.27/en-US/BuildingWorlds/LightingAndShadows/Basics/
https://docs.unrealengine.com/4.27/en-US/BuildingWorlds/LightingAndShadows/Basics/

