EIKONIKH
ITPAITTMATIKOTHTA

AHMA KYPIAKH
HI'OYMENOY NEOEAH



BAXIKOI TOMEIX EIKONIKHX
ITTPATMATIKOTHTAX

EéeMén tpomou entnotvewviag avlowmou-punyovns
Eoyoeloa mhonynong oe 3D ywooug

OPEN GL

VRML

Eoyaotnoet Ewmovinng nooyatinottog
Eoyoppoyes VR

LUNA PARK



Xooviny e€eMEr) eTXOLV®VING
avBpwmov - pnyavng

B [ [Anutpoloyto
m Obown
B X00VOG

Ewovin HHooypatnotnro (Virtual Reality —VR):

«Elvor evor cLGTYLO EVOLULEGOD [LE TOV YQY|OTY] TOL TEQLAXLBOVEL
TOOCOUOLWOELG UL XAANAETULOQXOELS TOOYIATIXOL YOOVOL UECW
TOMOXTAWY UV WY olaONoEWY.»



Boowo yopartnototind VR

B AMniemidpaotinotnta (Interaction)
m Euf00on (Immersion)

B Oavraocte (Imagination)

INTERACTION




Xopantretotind Stoywelopod oo 2D
evolapeon

B Y{nAo eLPOG ELGOOOL KL EEO0O0D

B [ToAlot Babpot erevbeplog

B 2 0VEYTC KO TOUYUATIMOD YOOVOL TTOXOLGY] oL
AVAOQUON

B AotaOzsio etocoo0L



ITooRMpotor Tov Eemet vor AvBody ya tnv
emtoyte s VR

E€opolwor g 0paomg, TS APrS, TS AHONG KoL TWY
LTOAOLTWY oo oEWY

EEouolwo?) TV Unyovintwy XovoTTWY TOL YEQLOV
H 0eom not 0 TpocavatoMoOS GTOY EIUOVIXO Y WEO
H aAAnAeniopooy #ot 1 GLUTEQUPOQA TWY ELULOVIXWY
OVTOTNTWY

EAieyyog not cuvToviopog



Egoopoyeg VR

Tpelg notnyopleg epapLOYwY:

B > y/eOLGILOL (QYLTEXTOVIN)
B [lpocopolwonc (EnToldeuoy), TaLY VLo, TEYVT)

B Ontomnolnorng (Emovinol TEQLTHTOL)



Epyaieio mhonynong o 3D ywooug

B > UOXEVEC TTAONYYONG :

* ['dvtiae 6ed0opeEvLV
* Koawn
* Avtyvevteg Beoewy
B Aloryelploy] TV GLGAELWY AVTWY



DATA GLOVE

Amoteleltont O OLO GLOKEVEC
UETOY|OEWY :

*H mow yta TV avoryvewplon
™G

I"ewpetplog Tov yepLov

*H oebtepn yloe v petenom g
axpLBoig Beong uat
TEOCAVATOAGILOL GTO Y WO




CYBER GLOVE

* Metpnon oyt LoOvVo G HETARLVNONG TWY
S TOAWY OAAX KAL TOL XAOTOV

- ¢ Aev ypetaleto enavaabpovounon peta

amo nabe yonom

B OLOTY LA
CYBER GLOVE
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POWER GLOVE

*DOnvotepn endoyn tov Data Glove
:OLpoeTINEG pebodol yla Ty LeETENON
™G #UALOYG TOL YEQLOL KAl TNV
avoryvwELoy g axptBodg Beong Tou
YOVTLOL
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PINCH GLOVE

Arapopec PINCH GLONE

ue ta brohotno I'ovtia
OEOOUEVWV:

® avayYVWELLEL LOVO TIG ETOUPEG
TWY OUNTOAWY

*Aev ypetaleton
enovaBobpovounon

] IAnpm eievbepla xvnoewy
6 BoBpwy
*Munpotepo nooTOg NaKt

* ATAOOGTEQO OTN YN O
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POSITIONS TRACKERS

[Tevte OLapoeTneg TeYVOAOYIES Yo
™V avoyvwetloy Beong:

* Mnyavino

* Moryvntina

* AXoLOTINX

* Ontind
* Adpavetand
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SYNOAEYTIKEX XYXKEYEX

B Ky tnpteg oLGAEVES
B EVvTomiopog pottwy

B ATTIMEC GLOKEVEC

B AVOyVOELGY] VELULATWY

B AVOyvoOLoY] PWVNG
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Virtual Reality Modeling Language
VRML

m T etvor
B [Iwg Aettovpyet

B Boowa otovyeta w1 yAwooog

* Avekaptnola 6T0 oYEdLO
*Erentaotphotnta
*InavOTN T VoU OOVAELEL HOAX XL hE  YULUNAO

eLPOG Cwvng



2 00TV GLUVTETAUYUEVY

Mmnogovpe pe v Bonbeta Tov va
neplyoddouvpe Ol ToL CYNUXTA ATO T
OTIOLO TOL TLO OOV TN

elvouL:

*KKbBog

> paloa

*[KdMvdpOog
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OPEN GL

AZ&0moTY AMoY 1 oTola eyel ToL €ENG
YAQONTY|QLOTINA.

* Metapepotpotno

* AtaBeoLpo oe OLapopar TUnETO KoK

* Mropetl v tpe€et oe TANDOC dtapopeTnwY
LTTOAOYLOTINWY CUGTYLATWY

*Hounvela evtohwv oe povieho client - server
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EQyaoty|Ql SIMoVIANG TOAYUUTIXOTYTUG
1O EYAQUOYEG TIG OTIOLEG
nopaxolovinoope
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