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Evyapiotisg

Oa Beda va evyaplotnow Bepud tov kKabnynt pov K. Xp1oto
KoAlomdvo yia tqv avabeon ¢ mapamavw TTUXLAKNG KaBwG emiong
KOl yloo TNV KaBodnynon mou Hou TPOoPEPE KATA TN SLAPKELX
vAoTmoinong ™. Emiong Oepueg evyaploties amevbBivw o€ 0A0VG TOUG
KaONYyNTEG Hov Tov elya OAQ Ta XPOVLIX TNG akaST kNG {wNG.

TéAoG €va peEYGAO €UXAPLOTW OTNV OLKOYEVELA OV YLot TNV
ot pLen oV Hov TIPOCPEPE.
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lepiAnym

Iy epyacioa auty e€etaleTal 1 TPOCOUOIWON (PUCIKWV
OUOTNUATWVY KoL amekovion dedopévwv oe 3D Web mepifdAiov pe
™mv xpnon t¢ texvoioyliag WebGL kot tng HTMLS5. Me tov 6po
Tpocopolwon opilovpue T pEBOSO ekelvn TNG HEAETNG €VOG
OUOTNUATOG (TIYX. €VOG QVTIKELUEVOD, ULAG Sladlkaoiag kKa.) HE TNV
Bonbewa evog dAAov ovotipatog (vmoAoylotikny pnyavn). H
Tpocopolwon dnAadn elval pa avamapdoTaon 1 Eva LOVTEAO TOU
EXEL KATAOKEVAOTEL YIX VO OVATIAPACTNOEL Kol va €TLTPEPEL TNV
KATAVONON TNG AELTOVPYIAG EVOG AAAOV CLOTHUATOG. Mag eMITPETEL
TOV TEPUAUATIONO TIAVW OE €va CUOTNUHO XWPIG va €XOUUE AUEOT
ema@n pali tov. H amekovion twv dedopevwy oe 3D meptfariov amd
™MV GAAN amaltel v XpPNon MG VEXG OXETIK& TeYVOoAoylag Tov
kaAeltat WebGL. H WebGL xpnowpomolel JavaScript oevapla ta omolia
avaptyvoovtal pe €tikéteg (tags) g HTMLS kat oe cuvdvaopod pe
TIG VT pPEcieg Tou Aladiktvov (internet) emiTUyXAVETAL 1] ATIELKOVION
TOV avTikelpEvov oe 3D Web epifaiiov.

Avtd mouv epels Ba emixelpnioovpe sivatl 1 dnupovpyla pag
Sadpactikng e@apuoyns pe xpnon 3D ypa@ikwv. Mo avaAvuTtika pe
TOV 0pO SLASPACTIKA EVVOOUE OTL TO TANPOQPOPLUKO UAG CVOTNHO
TIEPLEXEL TIPOYPAUUATA TIOU TOV EMITPEMOVV VX EPUNVEVOEL KATIOLEG
TIAN|POPOPIES ATIEIKOVICOVTAS TIG AUESA OTNV 000V TOU VTTOAOYLOTY|
Slvovtag mapaAAnAa tn SuvatoOTNTA 6TO XPIOTH VO EVEPYNOEL TTAV®W
OTO AVTIKE(pEVA. Mg TOV OpO Ypa@IKA TTEPLYPAPOUVUE TN dnulovpyia,
TNV amoONKEVOT KL TO XELPLOUO LOVTEAWVY KAL ELKOVWV. ZVUQWVA [UE
tov William A. Fetter (1966) ypa@d elval «pia ouveldnt
Slaxelplon KAl TEKUNPLWHEVN Sladlkaoila [LlE OKOTIO TNV KOLVWVIKN
EVILEPWOT TIEPLYPAPIKA KL LE akpifeLlom.

H epyacia sival xwplopévn oe tpla pépn mov 6to cVVOAS TOUG
Slvouv il ca@n €KOVA Yo TO TG UK YEWUETPLKN ElKOvVa Ba
uetafet amod to otddlo Tov apyLkoL opLoUOoV TNG OTO TEAIKO 0TASLO
oV elvat n ep@avion e oe 3D Web mepfaiiov .

21O MPWTO KEPAAALO TEPLypd@eTal 1 teYvoloyia WebGL kot
WG AUTH RS ETLTPETEL TNV Snpovpyla Stadpactikwyv 3D ypa@ikwv
uéoa oe eva mpoypaupa mepuynong web (Firefox) mpoo@épovtag
Hag ™ SuvaTOTNTA TNG PENALOTIKNG ATEKOVIONG TwV Sedouévwv
otnv 0006vn Touv vmoAoyloty. Emiong Ba melpapatiotovps otnv
dnuovpyia 3D amelkovioewy Le TN xpnon Json.

Y10 Se0TEPO KEPAAALO, OTIOV KOl ATIOTEAEL TO TIPAKTIKO HEPOG
QUTNG TNG TTUXLOKTG gpyaciag, Ttapovolalovtal OAa Ta Brjpata Tov
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ATMALTOVVTAL Yl TNV  Snulovpyla €@APUOYNG HE OKOTO TNV
QTELKOVIOT YEWUETPIKWV deSopévwv oe 3D Web mepiBdAiov pe ™
xpnon ™¢s WebGL kot tng¢ HTML5 kabwg emiong kat pe Ty xpnomn evog
mpoypappatog dnuovpylag 3D amewkovicewv (Blender) péow tng
BBAoONKNG Three.js oe Tomiko TEPLBAAAov Apache. Ot SuvatotnTeg
™G EPAPUOYNS AVTNG ElVAL ) LETAKIVNOT) TOU AVTIKELUEVOL YUPW ATIO
TNV TPOXLA TNG KAUEPAS PE KALK KOl CUPCLUO TOU TOVTIKIOU KABwG
KOL 1) GAAQYT] TNG ECTLAKIG ATOOTAOTG TOU AVTIKELUEVOU LE TT) XPTOT
TPoYoL TOVTLKLOV.

Tédlog to tpito pépog amoteAel to [TAPAPTHMA oto omolo
TAPAOETOVTUL YEVIKEG TIANPO@OPLES YIa TO SikTLO, TO SLadiKTLO, TO
Aladiktuo, TAyKOOULO LOTO, TO TMPOYPAUUN TIEPUTYNONG LOTOU, TOV
efutmpetn™), Tov efummpetnty Apache, Tqyv HTML yAwooca, v
HTMLS5, v JavaScript yAwooa kat to CSS oTtuA pop@omoinong. Ot
TIAN|POPOPIEG AVTEG ElvAL XPTOLUES YLO TNV KAAVTEPT) KATAVONOT) TNG
TITUXLOKTG EPY AT LA,

Y& OAEG TIG EIKOVEG TNG epyaciag TapabETovTal oYOALX Y TO TL
TEPLYPAPOLV.
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KE®AAAIO 1°

Ewcaywyn

H WebGL (Web Graphics Library) elvat pla véa texvoioyla n
oTola pag emTpEMEL TNV Snuovpyia Stadpactikwv 3D ypag@ikwy
Heoa oe éva mpoypappa mepmynons web (Firefox) kat pag
TPOCEPEPEL TN SUVATOTNTA TNG PENALOTIKNG ATEKOVIONG TWV
dedopévwy otV 000V TOU UTIOAOYLOTH UG AUTO ETITUYXAVETAL
xpnowomolwvtag €va JavaScript API to omolo aAAnAemiSpa pe v
GPU (Graphics Processing Unit). H WebGL yxpnowpomotel JavaScript
OEVAPLA T OTTOLAL UTTOPOVV VA AVAUELXBOUV EUKOAN LLE ETIKETEG (tags)
™¢ HTMLS. [Tavw oe avtd Ba Baoclotovue kat Ba avaAlcovue v
WebGL kot twv pefddwv mouv xpnoipomolel yia v kataokeun 3D
anekovicewv (3D scene).

1.1 IHw¢ dovAsveLn WebGL ;

Onwg avagepape mo madvw 11 WebGL eivar éva JavaScript API
ueta&v tg CPU (Central Processing Unit) kat tg GPU (Graphic
Processing Unit) evog vtoAoyiotn. To API context (API-mAaiolo) mov
TIPETEL VO ATIOKTNOOVUE evowpatwveTal otnv HTML5 diapécov g
ETIKETAG <canvas>. AUTO onpaivel OtL 8ev amatteitat plug-in
(mpooBeto MPOypaupa) oTo TPOYPAUUA TEPUYNONG. Amapaitntn
elvat 1 dnuovpyia tov shader-mpoypappaTtos To OO0 XPTCLUOTIOLEL
GL Shading Language (GLSL, mapopowx pe 11 C++) yAwooa
TPOYPAUUATIONOU KAl OKOTIO €XEL VA KAVEL compile kot TO XpOVo
ekTéAeon (runtime). Xto shader mpoypappa petafaivouv 6Aa ta
attributes tov avtikelpévou.

H WebGL oxedlaotnke kal cuvtnpeital amd 1 Un kepSOOKOTILK)
etalpla Khronos kat Baciotnke oto povtédo OpenGL ES 2.0. H
OpenGL ES sivat pla Siemar) mpoypappatiopov s@appoywv (API)
YW@ TNV EMKOWVWVIX HE TNV KAPTA YPUAPIKWV. XTO ONUED aUTO
ETLONUALVOVPE TIWG EYOVHE TN SuvaTtoTnTa va Snputovpyovpue WebGL
"3D amekovioelg" (scenes) xwpic TPOYPAUUATIOUO XPNOLLOTIOLWVTAG
TPOYPAUHATA SNULOVPYIG TETOLWV aTElKOVIoEWY OTIwG To Blender,
Autodesk ka.

OpLoUEVEG aTTO TIG XPTOELS TNG EIVAL 1] OTTIKOTOINGT| EMGTILOVIKDV
JedOUEVOV, M AVOTAPAGTOCT KOl O YEPIGUOS HOVIEA®V Kol GYeEdimV,
EIKOVIKEG TEPINYNGELS, EPAPLOYES YLYOYDYIOG KA.
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1.2 Ymootnpilei o web browser tnv WebGL ;

H vmootpi&n tou MPoypAUHATOg TEPMYNONG YIVETAL UE TNV
avafaduion oe pla vedtepn €kdoorn tou web browser. ZvpBatég
exdooelg eival n Firefox 4+, Chrome 9+, Safari 5.1 . [lapdAAnAa 6«
TPEMEL va SlabBetovpe éva KATAAANAO Aeltovpylkd cvotnua (0S
Win7) kabwg kat pax woyvpn kapta ypaeikwv (INVDIA).
YmevOupifoupe 0TL O TTPETEL VA EVIILEPWVOVUE cLuxva (update) toug
drivers (mpoypaupata 0d81ynomng) ypa@lkwy oTnv TEAELTAlX TOUG
¢kdoor. Emiong pmopovpe va evioyVoovpe toug drivers ypa@Kwy
xpnowomolwvtag To Microsoft Direct X.

1.3 JavaScript cevapila avautyvoovtal us tags tng
HTML5

[Ipwv e&nynoovpe mwg ta JavaScript oevaplia g WebGL
avaptyvoovtal pe ototyelia g HTML5 Ba ava@époupe KATOLEG
Baokeg Evvoleg. AUTEG elvat:

HTML Hypertext Markup Language: yAwooa onjpavong yLo tnv
KOTAOKELTN LotooeAiSwy. Xpnowlomolel tags: Sopikd otolyela Tov
EKTEAOVV €PYACIEG OTIWG 1) LOPYPOTIOINON KELUEVOD, ) EVOWUATWON
TIOAVUEC WV, SLAdPACTIKEG  EQAPUOYEG KA. (<title>Hello
HTML</title>). T'ia v ypagn ™¢ xpnopomooVpue HTML editors:
Notepad++, Geany ka. yta Windows, Linux ka.

HTML5: e&eAtypevn ekdoyn s HTML mapéxel SuvatdTnTeG oL
ompilovtat oe HTML, CSS, DOM kot JavaScript. MelwveL TIG avAyKeS
Y eEwtepikd plug-in my. to Flash, mapéyel evkoro xelplopo Aabwv
ka. Xtowela tng HTML5: <canvas>, <video>, <audio>, <article>,
<footer>, <header>, <nav>, <section> «kaBw¢ Kol VEx oTOLYELX
@OPHOG OTIWG TO NUEPOADYLO, 1) NUEPOUNVIX, | WP, TO e-mail kot url.

['a avaAvtikotepeg mAnpo@opieg yix tmv HTML kot HTML5 oto
I[TAPAPTHMA.

1.3.1 JavaScript

H JavaScript clvat pa yAwooo TPOYPAUUATIOUOU TWV
NAEKTPOVIKWV UTIoAoYLloTwV Yo Ttov Iaykoopio oté (World Wide
Web). [Ipokeltal yu pioe YAWooo TPOYPAUUATIOUOY CEVAPIWY, TTOV
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XPNOLUOTIOLEL GUVAPTNOELS KATA TOAV emmpeacuévn amd tnv C,
EVOWUATWVOVTAG XAPAKTNPLOTIKA OUWS KAl ATO VEOTEPES YAWGCOES
OTIwG N Java.

ApYKQ XpNOLUOTOMONKE Yot TIPOYPAUUATIONO ATIO TNV TAELPA
Tov TeEAA T (client), Tov NTavV TO TMPOYPAUUA TLEPUTYNOTG TOU XPTOTN
KoL yapaxktnpiotnke wg client-side yAwooa mpoypapuatiopov. Avto
onuaivel 0tL N emeepyacia Tov kWK JavaScript kat n mapaywyn
TOu TeAlkoU Tmeplexopeévov ™G HTML Sev mpaypatomoleital otov
efutmpetnty (server), oAAQ OTO TPOYPAUUX TEPUIYNONG TWV
emokentwv (Firefox://localhost).

XPNOLUOTIOLEITAL YIX TNV KATACKEUT LOTOCEAISWV, YA KATAOKELN
eyypd@wv PDF k.a. Ta tedevtaia xpovia Bpiokel medlo e@appoyns
OTNV aVATTUEN €QAPUOYWV [oTOU aTtd TNV MAELPA TOV EEUTINPETNTN
(server). H JavaScript amotelel pia amd tig SNHOQAECTEPES YAWOOES
TPOYPAUUATIONOV MAEKTPOVIKWY VToAoylotwy. (o meplocdTepn

EVNIUEPWON ETIOKEPTE(TE ™mv dtevBuvon
http://javascript.crockford.com/javascript.html

Na avagépovpe €8w OTL mpémel va eAéyfovue e€av  elval
evepyomoupevn 1 JavaScript oto mpoypappa mepujynong Firefox.
AxoAovBel o indexhtml kwdkag ywx ™V evowUATwON
JavaScript ocevapiov.

<!IDOCTYPE html>
<html>

<body>

<h1>My First JavaScript</h1>

<p>Click Date to display current day, date, and time.</p>
<button type="button" onclick="myFunction()">Date</button>
<p id="demo"></p>

<script>

function myFunction() {
document.getElementByld("demo").innerHTML = Date();

}

</script>

</body>
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http://javascript.crockford.com/javascript.html

</html>

Mecnvierrac [Google M

My First JavaScript

Clck Date to display current day, date, and time

Ol < 9 ¢ NJ[o o @lefe & «wliz]

Ewova 1: ameikovion g evowpdtwong JavaScript oevapiov 6To cwpa evog
html eyypdov (screenshot)

1.3.2 To otoiyeio <canvas>

H avauén twv JavaScript ocevapiowv g WebGL pe v HTML5
ylvetal peow NG €TIKETAG canvas. Mg Tov 0po <canvas> €VVOOUUE TO
otolwxelo ekelvo ¢ HTML5 mov pag Sivel v Suvatdtnta pe T
xpnon JavaScript ocevapiowv ™v gu@dvion 3D ypa@Kwv og po
lotooeAida. OvoloTIKA TTpOKELTAL Y €va "Soxelo” ypa@ikwv 6Tov
Oa @LA0EeVIIOEL TO QVTIKEIPEVO pHaG 1 SLoOpETIKA pla opBoywvia
TepLoy”) o€ Pl oeAida HTML pe 6pla kot meplexopevo.

1.3.3 Anuovpyia canvas o€ HTML5 éyypago

AvoAuTikd 0 KwdKag TTov amelkovidel tn dnulovpyla canvas o€
éva HTML gyypaco.

<ldoctype html>
<html>
<head>
<title>A blank canvas</title>
<style>body{ background-color: grey; }
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canvas{ background-color: white; }
</style>
</head>
<body>

<canvas id="my-canvas" width="400" height="300">
Your browser does not support the HTML5 element.</canvas>

</body>

</html>

I AR ESEERI il )

Ewoéva 1: amewdvion Tov otolyeiov canvas o€ .html €yypago (screenshot)

'Omwg BAETOVE KL 0TNV ELKOVA TO TIEPLEXOUEVO TOU body elvat
€va Hovo otolyelo canvas. Av TpofaAlovpe TO Eyypa@o HE Evav
TaALOTEPO browser mou dgv vmootnpillel To oTolKElo canvas Ba
eu@aviotel To pvupa «Your browser does not support the HTML5
element».

1.4 AmokTwvTag To context

‘Otav mpokeltal va oxedlaocovpe (draw) oe eva kapBda €xovpe
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TIOAAEG ETAOYEG YIX TO TIWG B TAPAYOLHE TNV EIKOVA LS. AUTEG OL
EMAOYEG  avTlotolyovv o€ Swxgopetika APl (Application
Programming Interface). AnAadn o€ e@appoyeg, oL omoieg kaBopilovv
TPWTOKOAAX TIOV Tpoopilovtal va XpNOoLUoTomBoUV w¢ SLETOPES
yla v emkowwvia petald Twv software pe  Sla@opeTIKN
AettovpylkoTnTa Kat Stadikaoieg ektédeons. H Stadikaoia autn elval
yvwot wg context of the canvas. [Ipog to mapov €xovpe dVo eldwv
canvas context mov ovopdlovtal "2D" kat "webgl" xat mpémel va
OMAwOel pntd Eva amod ta dVo €idn.

Ye emimedo KWOIKA YIO VX ATIOKTIOOVUE €va context Ba TpEmEL va
kaA€oovpe TN peBodo (method) getContext 1 omola S€xeTAL WG OVOUX
context To "2D" 11 to "webgl". To WebGL context 6vopa mov O«
xpnowomowmoovpe eivat to " webgl", aAAd& mpog TO TAPOV TO
"experimental-webgl" eival to dvopa mov §€xovtal oL TEPLOGOTEPOL
browsers. H 6Awon API call ylix v amoéktnon touv context elval g
HOP@ENG gl = canvas.getContext("experimental-webgl") «kau
tomoBeteital otnv function setupWebGL().

Ye kaOe context EUTEPLEXETAL TPOULPETIKA Kol Ml AloTa
xapakmplotikwv  (attributes) tou  context mouv  Afyetal
WebGLContextAttributes. Ot 1OLOTNTEG TWV XAPAKTNPLOTIKWV AUTWV
UmopoLV va petafBactolv 0TO AVTIKEIUEVO HaG. MePIKEG amod TIg
810 TEG VTEG Elvat:
dictionary WebGLContextAttributes {
boolean alpha = true;
boolean depth = true;
boolean stencil = false;
boolean antialias = true;
boolean premultipliedAlpha = true;
boolean preserveDrawingBuffer = false;

5

1.4.1 Index.html kwWdi1Kkag yiax THV ATOKTNON TOU
WebGL context

AvoAvtikd o index.html kwdikag mov eumepiéxet to WebGL
context o€ éva HTML £yypaego.

<!doctype html>
<html>
<head>
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<title>WebGL Context</title>
<style>body{ background-color: red; }
canvas{ background-color: white; }
</style>

<script>

window.onload = setupWebGL;// kaAeitat 1 setupWebGL() kat ot
Slepyaoileg Ol OTOlEG TIEPLEXEL HUE OTIOTEAECHUN TNV EUPAVIOT] TOU
object otnVv 006V TOL VTTOAOYLOTH UAG.

var gl = null;// n gl petafAnt mepLExeL To context.
function setupWebGL()
{

var canvas = document.getElementByld("my-canvas");
try{

gl = canvas.getContext("experimental-webgl");
}catch(e){

}

if(gl)

{//set the clear color to red
gl.clearColor(1.0, 0.0, 0.0, 1.0);
gl.clear(gl. COLOR_BUFFER_BIT);

telse{

alert( "Error: Your browser does not appear to support
WebGL.");

}

}// vdomoww ™ ouvvdptnon setupWebGL() ywa va amoktnow To
context kat opilw To XpwuA TOV canvas.
</script>

</head>
<body>

<canvas id="my-canvas" width="400" height="300">Your
browser does not support the HTML5 canvas element.</canvas>
</body>

</html>

AuvTtO TOU OUCLACTIKA KAVAUE €8 E€lval N EVOWUATWON
TPWTOKOAAWV eMKOWVWVIiaG UeTalV software pe tnv emiAoyn €vog
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APL. Na ava@épouvpe OTL 8ev LTAPYXOULV OAAAYEG OTNV OTITIKN
QTTELKOVLOT TNG OEALSG.

1.5 WebGL components

It0 onupelo autd Ba KAVOUUE Ml TEPLYPAPT] TWV SOUIK®V
otolxelwv ™¢ WebGL 11 aAAiwg WebGL components. Ta otouxeio
auta elvat:

e oldrawing buffers

e oL primitive types

e oLvertex storage mechanisms

1.5.1 Drawing buffers

Me tov 6po buffer evvoolpe To pumAok €kelvo TNG UVNUNG TO
omolo pmopel va ypaptel, va Safactel kal va amobnkevoel
mpoowpwva ta dedopéva. H WebGL Siabétel tpeig Tomoug buffer ot
omolot elvat o color buffer, o depth buffer kat o stencil buffer.

[Tlo avaAvTika o color buffer amobnkevel MAnpo@opies yia to
xpwpatiopo oe RGB color model xat mpoatpetika yia v alpha-value
MA. vy TOo To000Td Slaavelag/adla@avelag (transparency
/opacity). O depth buffer amoBnkevel mAnpo@opies ylix tov aplOud
TwVv bits mov xpnoomolovvTal Y va SNAWCOUVV TO XPWUX EVOG
pixel o€ pa elkova, éva Bivteo N ka. KaBwS Kol TANPO@OPLES Yia T Z-
value xpnown ywx tv avamapaoctaon 3D ypagpwwv (Babog
xpwpatog). O stencil buffer amobnkeder mAnpogopies yia va
TeplypaPel TmeEPLOXEG OTIG omoleg Oa kdavouvpe 1 OxL render
(Snuovpyia okwwv). MOALG pa TTepLoyT TG EKOVAG onpavOel woTe
va un yivel render n meploxn autn KaAeitar masking area. Ztov
stencil buffer elvat amobnkevpévn oAdkAnpn 1 elkOVa KaBwG Kal Ta
masking tunpata. Mmopel emiong va xpnolpomomBetl oe cuvduvaoud
ue to depth buffer.

1.5.2  Primitive katnyoplisg

Primitives ot WebGL kaAovvtal Ta ypo@ika Sopka otolyeia
(buildings blocks) pe ta omola kataockevdlovtal Ta TPLOSIACTATH
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Hovtéda. Ymapyxovv 1tpla Baocwkd building blocks kot emtd tpdmoL
xewplopov tovg. Ta building blocks eivat ta Points (onpueia)
TPOKELTAL Yl Kopu@éeg (vertices), ot Lines (ypappeg) Tmov
oxnuatifovral katd (evyn (x,y) kopvewv kat ta Triangles (tpiywva)
oV oxNUaTi{ovTal Katd Tpio (X,y,Z) KOPpLE®V Kal 7 TPOTIOL XELPLOUOV
oLomolol elvat:

e points: vertices-kopu@eg

e lines: 600 YpauUEG LTTOPEL VAL EXOVV KOLVT] KOPLPN

e line_strip: elvat gl cuAAOYN] KOPLEWV CTNV OTOold, EKTOG TNG
TPWTNG YPUUUNG, TO apxXlkO onuelo k&Be ypapung eivatr to
TEALKO ONUELO T™NG PO YOUUEVNG (OEV EVWOVOVTUL TIOTE)

e line_loop: elval pia GuAAOYT) KOPLE®WV GTNV OTIOlA TO APYLKO
onuelo kaBe ypoapuung eivat To TeEAKO onuelo TNG TTPOTYOUUEVTG
(evwvovtal)

e triangles: tpiywva

e triangles_strip: xpnowpomolel TIg V0 TEAEVTAIEG KOPUPEG TOV
TIPONYOULEVOL TPLYWVOU YLX VO OXNUATIOEL Eva VEO TPLYwVO O€
oUVSLAOUO HE TNV EMOUEVN KaTtd oepd kopuen. Ily. ABC,
(BC)D, (CD)E, (DE)F ktA.

e triangles_fun: xpnowomolel plx apxlkn Kopu@n N omola

amoTeAel HEPOG KABE oYMUATI(OUEVOV TPLYWDVOU

A
IS

Ewova 2: 7 TpOTOL XEPLOPOU TWV YPAP KWV SoUKwV oTolyelwv (buildings
blocks) thg WebGL

1.5.3 Vertex Data - vertex storage mechanisms

AvoTtuxws oe kamoleg ekdooelg g OpenGL 1 Tou context 2D
dev pmopovVue va Becovpe to color 11 TNV position plag KopuvENG
(vertex) amevBelag oe pia WebGL scene. Auto yiati 1 WebGL Sev
SlaBétel au T TNV AELTOVPYIKOTNTA. ME TNV Xp1jon Opws Twv shaders
TOo TPORANUa avTO AVvetal ‘OAa Tta dedopeva ov cuoxetilovtal Ue
Ll KOpu@N TIPETEL va peTadobovv péocw evog JavaScript API otnv
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GPU (Graphics Processing Unit).

['a va yivel e@IKTO KATL TETOLO Ba TIPETEL VA SNULOVPYTICOVE
évav vertex buffer object (VBO’s) otov omoio Oa Bplokovtal
amoOnkevpéva ta attributes xat uniforms ™™g kKopvENG OTWG M
position, To color, Ta normals kat ot texture coordinates. H vAomoinon
Tov Yivetat pe tn function WebGLBuffer createBuffer().

Ta mepleyopeva twv VBO'’s ev ouveyeia otéAvovtat oto shader
KOl £TOL UTTOPOVE VA XPT|CLUOTION|OOVE KoL VA SLAUOPQOWCOVE TA
dedopéva VT OTIWG EUELS EMIOVUOVLE.

1.5.3.1 VBO'’s - Vertex Buffer Objects

Buffers otoug omoilovg amoBnkevove TANPOPOPLES Y KATIOLO
OUYKEKPLUEVO attribute Twv Kopv@wV pag. Autd To attribute pmopet
va elval To position, To color, texture coordinates 1 otidnmote dAA0
OTwG Tpoavaepape. I'a va dnuovpynow évav VBO oe emimedo
KOSIKa TpEMEL va dSnulovpynow tnv ovvaptnon WebGLBuffer() n
omolae Ba amobnkevel ta Oedopeva kat Ba  emoTpPéPel Eva
amoTéAeoua. ZTo cwua NG ovvaptnong dnAwvovtat API calls.

var myBuffer = gl.createBuffer(); / Snuwovpyia buffer

gl.bindBuffer(gl. ARRAY_BUFFER, myBuffer); / §¢opevon buffer

H mapdpetpog gl. ARRAY_BUFFER opieL Tov tUTo Tou buffer o omoiog
umopel va elvar eite ARRAY_BUFFER mouv ypnowomoleltat yo
attribute  kopvpwv OmMw¢ TOo color kot 1N  position N
ELEMENT_ARRAY_BUFFER mouv xpnolpomoleltal O0Tav oL KOpuEES
TEPLEXOVV SEIKTEG.

var data =[ 1.0, 0.0, 0.0,

0.0, 1.0, 0.0,

0.0, 1.0, 1.0];/ dnAwon petafSANTIG OV TIEPLEXEL

TIUEG TIOV APOPOVV TO position 1) To color Tou avtikepévou.
gl.bufferData(gl. ARRAY_BUFFER, data, STATIC_.DRAW);/ tomoBetw
dedopeva otov buffer. H mapdpetpog STATIC_DRAW Ba Bfoel T
dedopeva Pl popd Kot Ta omola dedopeva dev aAA&lovv kaB’ 0An T
XPNOTM NS EQEAPUOYNS AT’ AUTO. YTIAPXOULV ETIONG KoL Ol TTAPAUETPOL
DYNAMIC_DRAW kot STREAN_DRAW.

OAokAnpwpéva 1 Stadikacia Snulovpylag kat 1 S€cpevong Tov
buffer kabwg kot amobkevon §edopEvwy Exel WG EENG:
var data = 1.0, 0.0, 0.0,

T.E.I HIEIPOY
TMHMA MHXANIKQN [IAHPO®OPIKHZ



0.0, 1.0, 0.0,

0.0, 1.0, 1.0];

var myBulffer = gl.createBuffer();

gl.bindBuffer(gl. ARRAY_BUFFER, myBuffer);
gl.bufferData(gl. ARRAY_BUFFER, data, STATIC_DRAW);

1.5.3.2 Attributes and Uniforms

Extog amdé ta attributes (xapaktnplotikd), €YXOLHE TNV
Suvatomta va petafifdoovpe kat uniforms (@oppeg) ywx kaBe
Kopu1n otoug shaders. A@oV to shader mpoypappa eivalr éva
UETAYAWTTIONEVO EEWTEPLKO TIPOYPAUUN TIPETIEL VA EIUAOTE o€ OEom
va  ava@epovpe v Béom OAwv Twv UETABANTWV pHECA OTO
Tpoypappa. MOALS amoktriioovpe T B€on piag peTaBANTIG, LTTOPOoVUE
va otellovpe ta dedopeva otov shader amod v web epappoyn.

lNa va amoktrioovpe 1N 0éomn evog attribute 1 plag uniform
ueow g WebGL Ba mpémel va xpnotpomomoovpe kamoleg API calls
oL omoieg eivat ot Glint ywa ta attributes ka1 WebGLUniformLocation
yw Tig uniforms. Kat ot 600 emotpé@ouv TIUEG oL OTOlES
ava@épovtal otn B€om tov attribute 1 g uniform peéoa oto shader.
Kot ot 800 xAnoelg mepteyovv TIg V0 (8lE¢ MAPAUETPOUG, 1] TIPWTN
elvat To WebGL mpdypappua kat 11 de0tepn To Ovopa Tou attribute
omws SNAwbnke otov vertex 1N fragment shader. Ot API calls
koAoVvtal péoa otnv ovvaptnon drawScene(). To amotédeoua
avatifetal oe pa petafAnt.

vertexPositionAttribute=gl.getAttribLocation(glProgram,"aVertexPosi
tion");/ API call mov emotpépel to attribute position
gl.enableVertexAttribArray(vertexPositionAttribute);

Av otélvoupe évav mivaka dedouévwy (array) o€ eva attribute toTE
TPETEL VA EVEPYOTIOMOOVUE TOoV Tivaka Sedouévwv. Edw yivetal
xpnon Seixktn (index) 6 omolog mepiExel T O€om Tov attribute tov
Tponyovpevov Bripatog. ESw Sev emoTpE@ETAL KATIOL TLUN.

Q¢ 8w yvwpilovue ) Oéon tov attribute kai Eyovue meL oto shader 6Tt Oa ypnowomotjoovue éva mivaka
TIUWV.

gl.bindBuffer(gl. ARRAY_BUFFER, myBuffer);/ §¢opevon buffer

gl.vertexAttribPointer(vertexPositionAttribute, 3, gl.FLOAT, false, 0,
0); TeAiko otadlo sivat 1 epunvela Twv dedopevwy amo to shader. H
TapaueTpos 3(size) poag Seiyvel tov aplOud twv components. T
color RGB-3 kxat RGBA-4 (alpha value), ywx position (x,y,z)-3 kot
(x,y,z,W)-4, ywx texture (s,t)-2 kat n mapapetpog gl.FLOAT tov tUmO
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dedopévwv.

H Stadikacia yio v ekxwpnon Twv TIHwv o€ évav shader evog
attribute €yeL wg €€
vertexPositionAttribute=gl.getAttribLocation(glProgram,"aVertexPosi
tion");
gl.enableVertexAttribArray(vertexPositionAttribute);
gl.bindBuffer(gl. ARRAY_BUFFER, myBuffer);
gl.vertexAttribPointer(vertexPositionAttribute, 3, gl.FLOAT, false, 0,
0);

1.6 GL Shading Language/GLSL - Shaders

H OpenGL Shading Language elval  plx  yAwooa
TPOYPAUUATIONOV LVPNAOD emIMESOV [BACLOUEV] CUVTAKTIKA OTN
YAwooo mpoypappatiopot C.  Anpovpyndnke yia va Swoel 6Toug
TIPOYPUAUUATIOTEG Apeco €Aeyxo NG Swadikaoiag graphic pipeline
XwpLlg TV xpnomn ¢ assembly 1) kamolag AAAnG hardware yAwooag.

Me tov 6po graphic pipeline evvoouvpe ta rjpata mov xpetdlovral
ETOL WOTE PLX EIKOVA VO LETAPBEL ATIO TO GTASLO TOV APXLIKOV 0PLOOV
™G O0To TEAKO oTtadlo mov elvat 1 egu@dvion otnv o006vn. H
Stadikaoia pipeline elval ouykekpluevn Kol omoTeAeltal omod
Stapopa Buata mpokaboplopevns oelpdas. Mia pipeline diadikaoia
umopel va  SwaBétet  fixed functionality (mpokaBoplopévn
AgLToVpYLKOTNTA) 1) programmable (Tpoypappati{opevn).

‘Otav pddpe yw fixed functionality pidape ya fixed eqpappoyn pe
OUYKEKPLUEVEG AELTOVPYLEG OL OTIO(EG ElVaL e KABOPLOUEVN OELPA KAl
OV O€ KOULX TEPITTWOT SV UTOPOVUE VA TIS TPOTIOTIO)COVLE,
QTAWG PLOVO VI TIG EVEPYOTION|COVE 1] VA TIG ATIEVEPYOTIO)COVLE TIY.
EWTLIOUOG, VPT). Mag ETITPETEL TNV EVKOAN TIAPAYWYT EIKOVWY SLOTL
UTIAPXOLV NO1 0TO CUOTNUA Ol POPUES PWTIONOV Kol To shading
TPOYpaAUpHN. MELOVEKTNUX amOTEAElL O TEPLOPLOUOS QUTWV TIOV
UTTOPOVUE VA STLOVPYTCOVE APOV € Kala TeEPITTWOoT SV EXOUVUE
NV SLUVATOTNTA VX TPOTIOTIOL}COVUE TIG TIPOKABOPLOUEVEG pLOUITELS.

Amé ™v A&AAn o programmable pipeline pag Sivet v
SuvaTtoéTTA XPNONG HLXG EVPUTEPNG YKAUAS €@E. AVUTO YlaTi gUelg
kaBopifoupe koppatia g Stadikaoiag pipeline, cuv Tov OTL €yovpe
™MV SuVATOTNTA EMAVEYYPAPNG TWV SESOUEVWV TTOV aOPOVV TN
0€om, To XpWUA, TNV VEN, LOVTEAX PWTIOUOV KA. AUTO yiveTtal péow
Twv shader mpoypappdtwv. Shader mpoypappata 1 aAAwwg shaders
elval TPOYPAUUATH VTOAOYLOTI] TIOU XPTCLUOTIOLOUVTOL YL TN
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Snuovpyla oKWV SNA. TV TAPAYWYN TWV KATAAANA®Y EMITESWV
XPWUATOG OE ULX ELKOVA 1] TILO PEAALCTIKA T SMULoVpYLa ELSIKWV EPE.
Ta kUpwx programmable pipeline components elvat to vertex
npoypappa (vertex shader) kot to fragment mpoypappa (fragment
shader). Ta mpoypduuata avtd “tpeyouvv” (run) otnv Kapta
ypa@wkwv (GPU).

[Ipoypappatiotika o vertex shader elvat px ovvaptnon
EMeCePYnolag yYpA@IKWV TOU XPNOLUOTIOLEITAL Yt Vo TIPooBEoEL
eWOKa e@é oe €va object oe éva 3D mepBaAAov eKTEAWVTAG
HoONUATIKES TIPAEELS oTa SESOUEVA TWV KOPLUPWV TOV object (vertex
data object). KdBe xopu@n opiletat amd moAAEG peTafAnTEG Kol autd
ywti n amewkovion o 3D mepfdArov amattel TV xpnomn X, y Kol z
ouvieTaylévwy. Kdbe kopu@n pmopel emiong va oplotel amo Tig
OUVTETAYUEVEG XPWUATOG, VPNG kKol @wTlopoV. Ou vertex shader
aAAGlouv TIG TIHEG Twv Sedopévwy €Tol woTe KABe Kopugn va
ELEAVICETAL LE SLAPOPETIKO XPWUA, VPT 1] KAl SLa@OPETIKN BEom oTO
XWPO.

O fragment shader (FS) eivat éva tpdypappa o 0tav ekteAsital
emegepydletal Ta Sedopéva amod to otddlo rasterized kal To otadlo
™G ypaupikne mapeufoAng (lineral interpolation) pag divet wg £€€060
™V T ywx to Babog xpwpatog (z-value).

O ouvduvaouog Kol Twv SV0 TPOYPUAUUATWY EVIUEPWVEL TO
drawing, dnA. to update tou frame. H WebGL xpnowomotel tnv
YAwooa JavaScript yia va cuvdeoel toug shaders pe to GLSL APL. H
xpnomn Twv shader yevikotepa pag divel ™ duvatotnta dSnulovpylag
EQE PE APKETA AUENUEVO Babuod peaAilopov.

1.6.1 WebGL Graphics pipeline

H Swdikacia Eexivaer pe v TtomoBétnon Tou Tmivaka
dedopevwv twv kopu@wv otoug VBO's (buffers). Zuveyilet pe tnv pon
TwVv dedopévwy amod tous VBO’s oto vertex shader mpoypauua (VS).
O VS otélvel SelKTEG-TIANIPO@POPLOV XPNOLUOTIOLWVTAG TNV KANOM
drawArrays 1 drawElements. To mpoypaupa tov vertex shader
exteAeital kol kaBopilet v Bfon kabe kopuvEnNg otnv 0006vn.
[Tpoatpetikd pmopel va TpocHBEGEL UTTOAOYLOOUG TIOU HETAPEPOVTL
otov fragment shader. H ¢%odog touv VS (varying variables)
HETAPEPETAL OTO ETOUEVO 0TASI0 NG pipeline dtadikaciag katd To
omolo M GPU mapayel primitive tOTOUG XpnoluoTolwvTag TA
SeSoUEVA TWV KOPUPWV KAL TOUG SEIKTEC.
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AxoAovBel 1 rasterized tng primitive eikovag (n ekova TOL
amelkovi(eTal [Le primitive TUToUG - points, lines, triangle -). 'a kaO¢
primitive tomo dnpovpyeitat éva “Opavopa”/fragment. Me tov 6po
rasterized OnAadn evvoovpue TN SSIKACIX WPETATPOTNG ULOG
SLAVUOUATIKNG €KOVAG (YEWUETPLKO OYNUA) OE ML ELKOVA TIOU
amoteAeital amd pixel 1 Opavopata (fragment) ylx tnv teAkn €§086
™G otnv 0006v. ATO T0 0TAdl0 VTO amopplimTeTal K&Be primitive
TUTOG ToU [plokeTal ektd¢ TOL viewport. Emetar 1 ypoppikn
mapepfoAn (lineral interpolation) ywa k&d6e Opavopa (fragment). Me
TOV OpO0 OUTO EVVOOUUE TNV HETATPOTN TWV ONUEIWYV TwV
OpavopdTwy o€ TIHEG PG XWPLKNG StdoTtaong (TOAVWVUHO, X-Y-Z
values).

Ev ovvexela ta Opavopata (fragment) padl pe tig interpolation
TIHES Ttepvave oto fragment shader. O FS B€tel to xpwpa, v ven 1
AKOUN KAl AELToupYiles @wTIopoV. Ta Bpalopata €(ouv w¢ TEALKO
TPOOPLOUO TNV HeTakVANON Toug otov frame buffer, o omolog
amoBnkevel v 2D elkOVA KL TTPOALPETIKA Xpnotpomolel touv depth
kat stencil buffers. Méow ™G ocuvaptnong drawScene EMITUYXAVETAL
0 oxeSlaopoG o€ €va canvas UE OKOTIO TNV ameEKOVIoN SeSOUEVWV
otnv 006vn. (drawing)

1.6.2 Hapadsiyua WebGL ue tnv xprjon twv
shader poypauuatwv - AvadAvon

0 KwdKag OV TTAPOVOLAleTAL AVAAVUTIKG oTOo 1.6.3 gpgavilel
00 Tplywva Tou €X0UV [La KOLVY] KOPU@T), Elval XpWUATIOUEVA Kal
mpofdAdovtal 0To KEVTPO €VOG canvas XPWHUATOG TPACLVOU GTO
owpa &gvog .html eyypdeov. O kwdikag mepltlapufavel JavaScript
oevdapla yia ™ dSnuovpyla twv shaders kat JavaScript oevapla mov
TEPLAQUPBAVOUV TNV  VAOTIOMOT] OULUVAPTICEWY HE OKOTO TNV
QTeELKOVION TOu object pe ypwua otnv 006vn Tov UTOAOYLOTY).
ZUVOTITIKA auTA elvat:
<script id="shader-vs" type="x-shader/x-vertex">...</script>//
dnuovpyla vertex shader.
<script id="shader-fs" type="x-shader/x-fragment">...</script>//
Snuovpyla fragment shader.
<script>
function initWebGL()// apxikomoinon kat amoktnon context.
function setupWebGL()// kaBopilel To xpwua Tov canvas KoL Tnv
Tpof3oA1 Tov object.
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function initShaders()// apywkomoinon twv shader. Iepldapfavel
™mv mynq touv Kwdika (shader source), Tov PETAYAWTTIOT TWV
shaders (compile shaders), ™ Oonuovpyia mpoypdupatog (create
program), tn oUvdeomn twv shaders pe 1o mpoypaupa (attach and link
shaders to the program) kot TéAog TN Xp1jon TOV TPOYPAUUATOS (use
program).

function makeShader(src, type)// puetayAwttion tov vertex shader
(compile the vertex shader).

function setupBuffers()// dnuovpyla buffer xat oplopdg Tipwv mov
QVTIKATOTTPIlOUV €va object pe TN HOpPEY)  XOPOAKTINPLOTIKWV
(attributes kat uniforms variables).

function drawScene()// avtAnon twv dedouévwy ylax To oxedlacuod
IOV APOPOLVV TO object.

</script>

1.6.3 Index.html kwdika¢ WebGL mapadeiyuatog
Ue T™HV Xp1jon Twv shader mpoypauuatwv

AkoAovBel o index.html kwdikag mov ep@avifel dVo Tplywva
IOV €XOUV [LA KOLWVT] KOPLU@N, VAL XpwUATIOUEVA Kal TTpoBAAAovTaL
OTO KEVTPO E€VOG canvas YPWUATOG TIPACLVOU 0TO oWl €vog .html

EYYPAPOUL.

<ldoctype html>

<html>
<head>
<title>Color</title>
<style>

body{ background-color: grey; }
canvas{ background-color: white; }
</style>

<script id="shader-vs" type="x-shader/x-vertex">
attribute vec3 aVertexPosition;
attribute vec3 aVertexColor;

varying highp vec4 vColor;

void main(void) {
gl_Position = vec4(aVertexPosition, 1.0);
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vColor = vec4(aVertexColor, 1.0);

}

</script>

<script id="shader-fs" type="x-shader/x-fragment">
varying highp vec4 vColor;

void main(void) {
gl_FragColor = vColor;
}

</script>

<script>
var gl = null,
canvas = null,
glProgram = null,
fragmentShader = null,
vertexShader = null;

var vertexPositionAttribute = null,
trianglesVerticeBuffer = null,
vertexColorAttribute = null,
trianglesColorBuffer = null;

function initWebGL()
{
canvas = document.getElementByld("my-canvas");
try
{
gl = canvas.getContext("webgl") ||
canvas.getContext("experimental-webgl");
}catch(e){
}
if(gl)
{
setupWebGL();
initShaders();
setupBuffers();
drawScene();
telse{

alert( "Error: Your browser does not
appear to support WebGL.");
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}

function setupWebGL()
{
//set the clear color to a shade of green
gl.clearColor(0.1, 0.5, 0.1, 1.0);
gl.clear(gl. COLOR_BUFFER_BIT);

gl.viewport(0, 0, canvas.width, canvas.height);

}

function initShaders()
{
//get shader source
var fs_source = document.getElementByld('shader-fs').innerHTML,
vs_source = document.getElementByld('shader-vs').innerHTML;

//compile shaders
vertexShader = makeShader(vs_source, gl. VERTEX_SHADER);
fragmentShader = makeShader(fs_source, g. FRAGMENT_SHADER);

//create program
glProgram = gl.createProgram();

//attach and link shaders to the program
gl.attachShader(glProgram, vertexShader);
gl.attachShader(glProgram, fragmentShader);
gl.linkProgram(glProgram);

if (!gl.getProgramParameter(glProgram, gl.LINK_STATUS)) {
alert("Unable to initialize the shader program.”);

}

//use program
gl.useProgram(glProgram);

}

function makeShader(src, type)

{

//compile the vertex shader
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var shader = gl.createShader(type);
gl.shaderSource(shader, src);
gl.compileShader(shader);

if (!gl.getShaderParameter(shader, gl. COMPILE_STATUS))

{
alert("Error compiling shader: " + gl.getShaderInfoLog(shader));

}

return shader;

}

function setupBuffers()
{
var triangleVertices = |
//left triangle
-0.5, 0.5, 1.0,
0.0, 0.0, 0.0,
-0.5,-0.5, 0.0,

//right triangle
0.5,0.5, 0.0,
0.0, 0.0, 0.0,
0.5,-0.5, 0.0,

I;

trianglesVerticeBuffer = gl.createBuffer();
gl.bindBuffer(gl. ARRAY_BUFFER, trianglesVerticeBuffer);
gl.bufferData(gl. ARRAY_BUFFER, new Float32Array(triangleVertices),
gl. STATIC_DRAW);

var triangleVerticeColors = |
//left triangle
1.0, 0.0, 0.0,
1.0, 1.0, 1.0,
0.0, 0.0, 1.0,

//right triangle
0.0, 0.0, 1.0,
1.0, 1.0, 1.0,
0.0, 0.0, 1.0,

I;

trianglesColorBuffer = gl.createBuffer();
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gl.bindBuffer(gl. ARRAY_BUFFER, trianglesColorBuffer);
gl.bufferData(gl. ARRAY_BUFFER, new
Float32Array(triangleVerticeColors), gl. STATIC_DRAW);

}

function drawScene()

{
vertexPositionAttribute = gl.getAttribLocation(glProgram,
"aVertexPosition");
gl.enableVertexAttribArray(vertexPositionAttribute);
gl.bindBuffer(gl. ARRAY_BUFFER, trianglesVerticeBuffer);
gl.vertexAttribPointer(vertexPositionAttribute, 3, gl.FLOAT, false, 0,
0);

vertexColorAttribute = gl.getAttribLocation(glProgram,
"aVertexColor");

gl.enableVertexAttribArray(vertexColorAttribute);

gl.bindBuffer(gl. ARRAY_BUFFER, trianglesColorBuffer);
gl.vertexAttribPointer(vertexColorAttribute, 3, gl. FLOAT, false, 0, 0);

gl.drawArrays(gl. TRIANGLES, 0, 6);
}
</script>
</head>
<body onload="initWebGL()">
<canvas id="my-canvas" width="800" height="500">
Your browser does not support the HTML5 canvas
element.
</canvas>
</body>
</html>
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Ewova 3: ameikovion §Uo Tplywvmwy Tou 40UV UL KO Kopu@t, Elvat
XPWUATIOUEVA KAL TIPOBAAAOVTAL 6TO KEVTPO EVOG canvas XPWHATOS TTPAGLVOV
0To owua evog.html eyypdgov (screenshot)

1.7 Asttovpyia

Me Bdomn To TMOPAKATW SAYPAUUA UTTOPOVHE EV CUVTOUIX Vo
avTiAneBolpe mw¢ Ta Sedopéva mouv PBacilovtal oe JavaScript
oevdpla, péow NG ouvdaptnong drawScene() petatpemovtal o pixel
kat epavidovtal oe eva WebGL canvas 6to cwua TG oeAidag pag.

ZXMUOTIKY TIEPLYPAPT

T.E.I HIEIPOY
TMHMA MHXANIKQN [IAHPO®OPIKHZ



Buffers
L Uniform variables

[]
Attributes | L

Vertex shader

=

Varying variables
37

Primitive assemblyr
rasterization

Modified varying variables

I] II :l

Frame buffer

Ewova 4: oynua mouv amekovilel tnv Sladikacia peta@opds JavaScript
SeSopévwy Kal TV HETATPOT) TOVG o€ pixel péow ™ ovvaptnong drawScene()

KdBe @opd mouv kaAovpe tnv ovvdptnon drawScene() ot
diepyaoieg ¢ WebGL avtAovv ta Sedopéva mouv €yxovue Mo
KOTOXWPLOEL HE TN HOPPN XapaKTNPloTikwv otoug VBO’s buffers
(attributes xat uniforms variables) kol Ta peta@épovv otTov vertex
shader. O vertex shader tomoBetel Ta §edopéva mov €yovv avtAnOel
o€ S1a@opeg peTafAnTteg. Ymoxpewtikn eivat n petafAnti gl_Position
1] OTIOLX TIEPLEXEL TIG CUVTETAYUEVES TWV KOPUP®WV TOU AVTIKELUEVOU.
A@ov dnuovpynoovpe tov vertex shader 1 WebGL petatpemel tnv
3D ewkoéva o€ 2D pe v xpNom TV UETABANTWV AUTWV.

AxoAovBel 1 rasterized OSwadikacia kot 1 interpolation
Stadikaoia. Ev ovveyeia kaAsitat o fragment shader ywx k&0e onpeio
(pixel) ¢ elkdvag. Zkomdg Tov fragment shader eival va emiotpePel
TO XPWUA QUTWV TWV ONUElWV pEow NG petaBAnts gl_FragColor
OAa ta Sedopéva amobBnkevovtal oto frame buffer, dnAadn 1
OAOKANPWUEV HOG EIKOVA €lval amoONKEVUEVT) OE IO TIPOCWPLVN
LV U TAaLG(ov.

Ytov fragment shader €yovpe 11 SuvatdéTnTa va mpooBEéoovpe
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kat puBuioelg ywx to Phong Reflection model. Ilpokeitat yux
pLOUIOELS TOTIIKOU PWTIOHOV ONUEIWV TAV®W O ML ETLPAVELA
TEPLYPAPOVTAG £TOL TOV TPOTIO UE TOV OTIOI0 AVTAVAKAXTAL TO (PWG.
AlOYUTN AVTAVAKAQOT YIX TPOXLEG ETLPAVELEG KOl KOTOTITPLKN
QVTAVAKAQOT YL YUXALOTEPES ETMLPAVELEG. AapaveTat TAvTa VTTOYM
TO QWG TePPAAAOVTOG TO OTO(0 VUTAPXEL TAVTH OTO OTOLXELO
<canvas>. Qo To SoUUE O AVAAVTIKG 0TO €mopevo mapadetyua. Ot
Phong Reflection puvBuicelg mpoodidovv otolela PEAALOHOV OTO
QVTIKEPEVO.

Ambient Diffuse + Specular = Phong Reflection

Ewova 5: Phong Reflection model (pubuioeig tomikol @wTiopov onpeiwv)

KaBopi¢w Ttoug fragment shader kot vertex shader
xpnowomowwvtag tnv tag <script>. Ot uniform petafAnteg
XPNOLULOTIOLOVVTAL Yl Vo artoOnkeVouv ta onpuela Tov @wtog (Phong
Reflection model).

1.8 BifAoBnkeg Aoytouikov & JavaScript
BLBAL0ONKES

Me tov 6po BBAL0ONKN AOYLOUIKOU EVVOOUUE TNV COULITH EKELVN
TV OeSOUEVWV KAl TOV KWOKA TPOYPAUUATIOHOU, TO OTolx
UTTOPOVUME VA T  XPNOLUOTOMOOVUHE Yyl TNV  OVATITUEN
TPOYPAUUATWY AOYLOULIKOV KAl E@apuoywv. O oxeSlaopog Toug elvat
TETOLOG £TOL WOTE va Eval KATAVONTI KAl OO TNV TAEVPA TOU
TPOYPAUUATIOTH] KOl TNV TAELVPA Touv compiler. AmoteAsital amod
KOSIKa, TAagelg, OSwadikaoieg, oevdapla, dedopeva  SLapOPEWONG,
TIANPOPOPIES ASELAG VIO TO AOYIOUIKO K. LKOTIOG TwV BLBAL0ONKWY
Aoylopikol elvat 1 emiTELEN HEYXAVTEPNG AELTOUPYLKOTNTOG T
QUTOHATOTIOMOMG g Stadikaoiag.

Me tnv xpnion ™G WebGL oavidvovtal oL AamMALT|CELS TOU
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OVOTNHATOG. A IKAVOTIOW|COVE TIG ATIALTIOELS QUTEG TIPETEL VI
ouvv8éoovpe JavaScript BifAloOnkes wote va  pmopoVpE  va
XELPLOTOUE EEEOIKEVUEVEG AetTovpyieg. TIpOKEITAL OLOLAOTIKA YA
éva  amoBeTn)plo  Aoylopikoy Tou  PploKETOl OE A AC@OAN
“romoBecia” og Eva efummpe T web kat 1 amok o TG pag Sivel
™MV SuVaTOTNTA ST ULOVPYLHG EQAPUOYWV.

Zto mapdadetypa mov Ba akoAovOnoel ot BiPAloONkes mov Ba
xpnowotmoimBovv eival ot glMatrix-0.9.5.min.js kot webgl-utils.js. H
webgl-utils.js BiBA0ONKkN Sivel otov browser 1 Suvatdmmta va
Aettoupyel pe évav mo avefapmnto TPOTMO KABE @opd mouv O«
evnuepwvel (update) Tnv amelkovion tov avtikelnévov. H Bi3Atodnkn
autn etvat xpriown ywa v function tick(). H BfAoOnkn glMatrix-
0.9.5.min.js elvar xpnown yw tig function mov vmootnpilouvv TNV
Aettovpyla animate.

Ye emimedo kwdka n ovvdeon BLAloONkwV yivetal wg e&ng:
<script type="text/javascript” src="glMatrix-0.9.5.min.js"></script>
<script type="text/javascript" src="webgl-utils.js"></script>

1.8.1 Three.js BfALoOnkn

H Three.js eivat pa JavaScript/API BifAo0nkn pe v omola
UTTOPOVUE VA STULOVPYNOOVHE KoL VA ERPAVICOVHE Kivoupeva 3D
ypapwka oe évav Web browser (Firefox, Chrome etc.). Anuovpyn6nke
amo tov Ricardo Cabello kat Bploketal avaptnuévn oto amobetiplo
GitHub amé to 2010. H three.js BiAoONkn poag mapexel Stdpopoug
TPOTIOUG EUPAVIONG TOU OVTIKELLEVOU KOl TPOKELTAL YL UK KOAK
oxedlaopevn BiAodnkn, apketd StaoOnTikn otn xpnon e Exet
™mv duvatotta aAlayng Twv mpokaboplopévwy pubuicewv £totl
WOTE VA UTOPOUV VA &AvAypA@TOUV WG VEEG TAPAUETPOL OTO
avtikeipevo. H ypnon t¢ mpouimobEtel TNV cvumepiAnydm Kdmolwv
scripts otov index KWK pag.

[Mapaderypa
‘Otav to script Bploketal o SLAPOPETIKO PAKeAO amd To index
<script src="@dakeAog/ovoua apyelov.js” </script>

<script src="js/three.js” </script> index

‘Otav To script Bploketatl oTov 1810 PakeAo pe To index
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<script src="6voua apyelov.js” </script>

1.9 Json

Json (Java Script Object Notation) elvat pa pop@r pop@otmoinong
Yl TNV avtoaAdayn dedouévwy. TponAbe amd ™ yAwooa JavaScript
KOl amoTeAel VTTOOUVOAS TNG. XPNOOTOLEITHL KATA KVUPLO A0YO Yl
™mv petadoon twv Sedopeévwyv PeTalD €vOG server Kol Uloag web
eapuoyns kat ypnowpomotel 1 BipAodnkn JSONparser yiwa tmv
avdivon Twv oOedopevwyv  autwv. To Json elvat kavd va
avamoapaotnoel strings, numbers, booleans kat null kaBwg objects.

‘Eva object oe popen Json amoteAeitar amd Vo pEPM TOUL
AElTOUPYOUV OpWG WG (eVY0G KAl aQUTA €lval TO XOPAKTINPLOTIKO
(attribute) kot ov TweEg (values) kat  elvat TG popENg
{“xapakmmplotikd”: [Tun]}. ' mapadetypa

{
}

“vertexPositions”: [2.745, -2.39, 2.785, ... ],

[Ipokeltal y éva MPOTUTO KAVO VA AvAyVWOTEL amd Tov
avBpwto. H popen JSON kabBoplotnke apxikd amd tov Douglas
Crockford. Ipoépyetat and to ECMAScript Programming Language
Standard.

1.9.1 Index.html kwWdika¢ Tapadelyuatog
WebGL ue tn xpnon Json

To mapakdtw mapadetypa mepAapfAavel Tov KOSKA TOU
EU@aVICEL [ TEPLOTPEPOUEVT] ToAyLEpa HE TNV Suvatotnta
QALY G TwV PLBUICEWY TOV PWTLONOV KABWGS KoL TNV aAAayn VENG.
H gp@avion Tou avTikelLévou YIveTal UE TN XP1ion Json Tuwv.

AkoAovBel o index.html kwdikag.

<html>

<head>

<title>Learning WebGL< /title>

<meta http-equiv="content-type" content="text/html; charset=I1SO-
8859-1">
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<script type="text/javascript” src="glMatrix-0.9.5.min.js"></script>
<script type="text/javascript” src="webgl-utils.js"></script>

<script id="per-fragment-lighting-fs" type="x-shader/x-fragment”>
precision mediump float;

varying vec2 vTextureCoord;
varying vec3 vTransformedNormal;
varying vec4 vPosition;

uniform float uMaterialShininess;

uniform bool uShowSpecularHighlights;
uniform bool uUseLighting;

uniform bool uUseTextures;

uniform vec3 uAmbientColor;

uniform vec3 uPointLightingLocation;
uniform vec3 uPointLightingSpecularColor;
uniform vec3 uPointLightingDiffuseColor;

uniform sampler2D uSampler;

void main(void) {

vec3 lightWeighting;

if ('uUseLighting) {
lightWeighting = vec3(1.0, 1.0, 1.0);

}else {
vec3 lightDirection = normalize(uPointLightinglLocation -

vPosition.xyz);

vec3 normal = normalize(vTransformedNormal);

float specularLightWeighting = 0.0;
if (uShowSpecularHighlights) {
vec3 eyeDirection = normalize(-vPosition.xyz);
vec3 reflectionDirection = reflect(-lightDirection, normal);

specularLightWeighting = pow(max(dot(reflectionDirection,
eyeDirection), 0.0), uMaterialShininess);

}

T.E.I HIEIPOY
TMHMA MHXANIKQN [IAHPO®OPIKHZ



float diffuseLightWeighting = max(dot(normal, lightDirection),
0.0);
lightWeighting = uAmbientColor
+ uPointLightingSpecularColor * specularLightWeighting
+ uPointLightingDiffuseColor * diffuseLightWeighting;

}

vec4 fragmentColor;
if (uUseTextures) {
fragmentColor = textureZD(uSampler, vec2(vTextureCoord.s,
vTextureCoord.t));

}else {
fragmentColor = vec4(1.0, 1.0, 1.0, 1.0);
}
gl_FragColor = vec4(fragmentColorrgbh * lightWeighting,
fragmentColor.a);
}
</script>

<script id="per-fragment-lighting-vs" type="x-shader/x-vertex">
attribute vec3 aVertexPosition;
attribute vec3 aVertexNormal;
attribute vec2 aTextureCoord;

uniform mat4 uMVMatrix;

uniform mat4 uPMatrix;

uniform mat3 uNMatrix;

varying vec2 vTextureCoord;

varying vec3 vTransformedNormal;

varying vec4 vPosition;

void main(void) {
vPosition = uMVMatrix * vec4(aVertexPosition, 1.0);
gl_Position = uPMatrix * vPosition;
vTextureCoord = aTextureCoord;
vTransformedNormal = uNMatrix * aVertexNormal;

}

</script>
<script type="text/javascript">

var gl;
function initGL(canvas) {
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try {
gl = canvas.getContext("experimental-webgl");

gl.viewportWidth = canvas.width;
gl.viewportHeight = canvas.height;
} catch (e) {

}
if ('gl) {
alert("Could not initialise WebGL, sorry :-(");
}
}

function getShader(gl, id) {
var shaderScript = document.getElementByld(id);
if (!IshaderScript) {
return null;

}

var str="";
var k = shaderScript.firstChild;
while (k) {
if (k.nodeType == 3) {
str += k.textContent;
)
k = k.nextSibling;

}

var shader;

if (shaderScript.type == "x-shader/x-fragment") {
shader = gl.createShader(gl. FRAGMENT_SHADER);

} else if (shaderScript.type == "x-shader/x-vertex") {
shader = gl.createShader(gl. VERTEX_SHADER);

} else {
return null;

}

gl.shaderSource(shader; str);
gl.compileShader(shader);

if (!gl.getShaderParameter(shader, gl. COMPILE_STATUS)) {
alert(gl.getShaderIinfoLog(shader));
return null;

}
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return shader;
}
var shaderProgram;
function initShaders() {
var fragmentShader = getShader(gl, "per-fragment-lighting-fs");
var vertexShader = getShader(gl, "per-fragment-lighting-vs");

shaderProgram = gl.createProgram();

gl.attachShader(shaderProgram, vertexShader);

gl.attachShader(shaderProgram, fragmentShader);

gllinkProgram(shaderProgram);

if (!gl.getProgramParameter(shaderProgram, gl.LINK_STATUS)) {
alert("Could not initialise shaders");

}

gl.useProgram(shaderProgram);

shaderProgram.vertexPositionAttribute =
gl.getAttribLocation(shaderProgram, "aVertexPosition");

gl.enableVertexAttribArray(shaderProgram.vertexPositionAttribute);

shaderProgram.vertexNormalAttribute =
gl.getAttribLocation(shaderProgram, "aVertexNormal");
gl.enableVertexAttribArray(shaderProgram.vertexNormalAttribute);

shaderProgram.textureCoordAttribute =
gl.getAttribLocation(shaderProgram, "aTextureCoord");
gl.enableVertexAttribArray(shaderProgram.textureCoordAttribute);

shaderProgram.pMatrixUniform =
gl.getUniformLocation(shaderProgram, "uPMatrix");
shaderProgram.mvMatrixUniform =
gl.getUniformLocation(shaderProgram, "uMVMatrix");
shaderProgram.nMatrixUniform =
gl.getUniformLocation(shaderProgram, "uNMatrix");
shaderProgram.samplerUniform =
gl.getUniformLocation(shaderProgram, "uSampler");
shaderProgram.materialShininessUniform =
gl.getUniformLocation(shaderProgram, "uMaterialShininess");
shaderProgram.showSpecularHighlightsUniform =
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gl.getUniformLocation(shaderProgram, ' uShowSpecularnghllghts")
shaderProgram.useTexturesUniform =
gl.getUniformLocation(shaderProgram, "uUseTextures");
shaderProgram.useLightingUniform =
gl.getUniformLocation(shaderProgram, "uUseLighting");
shaderProgram.ambientColorUniform =
gl.getUniformLocation(shaderProgram, "uAmbientColor");
shaderProgram.pointLightingLocationUniform =
gl.getUniformLocation(shaderProgram, "uPointLightingLocation");
shaderProgram.pointLightingSpecularColorUniform =
gl.getUniformLocation(shaderProgram,
"uPointLightingSpecularColor");
shaderProgram.pointLightingDiffuseColorUniform =
gl.getUniformLocation(shaderProgram,
"uPointLightingDiffuseColor");
}
function handleLoadedTexture(texture) {
gl.pixelStorei(gl. UNPACK_FLIP_Y_WEBGL, true);
gl.bindTexture(gl. TEXTURE_2D, texture);
gl.texImage2D(gl. TEXTURE_2D, 0, gl.LRGBA, gl.RGBA,
gl. UNSIGNED_BYTE, texture.image);
gl.texParameteri(gl. TEXTURE_2D, gl. TEXTURE_MAG_FILTER,
gl. LINEAR);
gl.texParameteri(gl. TEXTURE_2D, gl. TEXTURE_MIN_FILTER,
gl. LINEAR_MIPMAP_NEAREST);
gl.generateMipmap(gl. TEXTURE_2D);
gl.bindTexture(gl. TEXTURE_2D, null);
}
var earthTexture;
var galvanizedTexture;
function initTextures() {
earthTexture = gl.createTexture();
earthTexture.image = new Image();
earthTexture.image.onload = function () {
handleLoadedTexture(earthTexture)

}

earthTexture.image.src = "earth.jpg";

galvanizedTexture = gl.createTexture();

galvanizedTexture.image = new Image();

galvanized Texture.image.onload = function () {
handleLoadedTexture(galvanizedTexture)
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}

galvanizedTexture.image.src
"arroway.de_metal+structure+06_d100_flat.jpg";

}

var mvMatrix = mat4.create();

var mvMatrixStack = [];

var pMatrix = mat4.create();

function mvPushMatrix() {
var copy = mat4.create();
mat4.set(mvMatrix, copy);
mvMatrixStack.push(copy);

}

function mvPopMatrix() {
if (mvMatrixStack.length == 0) {
throw "Invalid popMatrix!";

}

mvMatrix = mvMatrixStack.pop();

}

function setMatrixUniforms() {

gluniformMatrix4fv(shaderProgram.pMatrixUniform,
pMatrix);

gl.uniformMatrix4fv(shaderProgram.mvMatrixUniform,
mvMatrix);

var normalMatrix = mat3.create();

mat4.tolnverseMat3(mvMatrix, normalMatrix);

mat3.transpose(normalMatrix);

gl.uniformMatrix3fv(shaderProgram.nMatrixUniform,
normalMatrix);

}

function degToRad(degrees) {
return degrees * Math.PI / 180;

}

var teapotVertexPositionBuffer;
var teapotVertexNormalBuffer;
var teapotVertexTextureCoordBuffer;
var teapotVertexIndexBuffer;
function handleLoadedTeapot(teapotData) {
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teapotVertexNormalBuffer = gl.createBuffer();
gl.bindBuffer(gl. ARRAY_BUFFER, teapotVertexNormalBuffer);
gl.bufferData(gl. ARRAY_BUFFER, new
Float32Array(teapotData.vertexNormals), gl. STATIC_DRAW);
teapotVertexNormalBuffer.itemSize = 3;
teapotVertexNormalBuffer.numlItems =
teapotData.vertexNormals.length / 3;
teapotVertexTextureCoordBuffer = gl.createBuffer();
gl.bindBuffer(gl. ARRAY_BUFFER,
teapotVertexTextureCoordBuffer);
gl.bufferData(gl. ARRAY_BUFFER, new
Float32Array(teapotData.vertexTextureCoords), gl.STATIC_DRAW);
teapotVertexTextureCoordBuffer.itemSize = 2;
teapotVertexTextureCoordBuffer.numlItems =
teapotData.vertexTextureCoords.length / 2;

teapotVertexPositionBuffer = gl.createBuffer();

gl.bindBuffer(gl. ARRAY_BUFFER, teapotVertexPositionBuffer);

gl.bufferData(gl.ARRAY_BUFFER, new
Float32Array(teapotData.vertexPositions), gl. STATIC_DRAW);

teapotVertexPositionBuffer.itemSize = 3;

teapotVertexPositionBuffernumltems =
teapotData.vertexPositions.length / 3;

teapotVertexIndexBuffer = gl.createBuffer();

gl.bindBuffer(gl. ELEMENT_ARRAY_BUFFER,
teapotVertexIndexBuffer);

gl.bufferData(gl. ELEMENT_ARRAY_BUFFER, new
Uintl6Array(teapotData.indices), gl. STATIC_DRAW);

teapotVertexIndexBufferitemSize = 1;

teapotVertexIndexBuffernumltems = teapotData.indices.length;

document.getElementByld("loadingtext").textContent = "";

}

function loadTeapot() {
var request = new XMLHttpRequest();
request.open("GET", "Teapot.json");
request.onreadystatechange = function () {
if (request.readyState == 4) {

handleLoadedTeapot(JSON.parse(request.responseText));
}
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}

request.send();

}

var teapotAngle = 180;

function drawScene() {
gl.viewport(0, 0, gl.viewportWidth, gl.viewportHeight);
gl.clear(gl. COLOR_BUFFER_BIT | gl. DEPTH_BUFFER_BIT);

if (teapotVertexPositionBuffer == null ||
teapotVertexNormalBuffer == null || teapotVertexTextureCoordBuffer
== null || teapotVertexIndexBuffer == null) {
return;

}

mat4.perspective(45, gl.viewportWidth / gl.viewportHeight, 0.1,
100.0, pMatrix);

var specularHighlights =
document.getElementByld("specular").checked;

gluniformli(shaderProgram.showSpecularHighlightsUniform,
specularHighlights);

var lighting = document.getElementByld("lighting").checked;
gl.uniform1li(shaderProgram.useLightingUniform, lighting);
if (lighting) {
gl.uniform3f(
shaderProgram.ambientColorUniform,
parseFloat(document.getElementByld("ambientR").value),
parseFloat(document.getElementByld("ambientG").value),
parseFloat(document.getElementByld("ambientB").value)

)i

gl.uniform3f{(
shaderProgram.pointLightingLocationUniform,

parseFloat(document.getElementByld("lightPositionX").value),
parseFloat(document.getElementByld("lightPositionY").value),
parseFloat(document.getElementByld("lightPositionZ").value)

);
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gl.uniform3f(
shaderProgram.pointLightingSpecularColorUniform,
parseFloat(document.getElementByld("specularR").value),
parseFloat(document.getElementByld("specularG").value),
parseFloat(document.getElementByld("specularB").value)

);

gl.uniform3f{(
shaderProgram.pointLightingDiffuseColorUniform,
parseFloat(document.getElementByld("diffuseR").value),
parseFloat(document.getElementByld("diffuseG").value),
parseFloat(document.getElementByld("diffuseB").value)
);
}

var texture = document.getElementByld("texture").value;
gluniform1li(shaderProgram.useTexturesUniform, texture !=
nnoneu);

mat4.identity(mvMatrix);

mat4.translate(mvMatrix, [0, 0, -40]);
mat4.rotate(mvMatrix, degToRad(23.4), [1, 0, -1]);
mat4.rotate(mvMatrix, degToRad(teapotAngle), [0, 1, 0]);
gl.activeTexture(gl. TEXTUREO);
if (texture == "earth") {

gl.bindTexture(gl. TEXTURE_2D, earthTexture);
} else if (texture == "galvanized") {

gl.bindTexture(gl. TEXTURE_2D, galvanizedTexture);
}

gluniformli(shaderProgram.samplerUniform, 0);

gl.uniform1f(shaderProgram.materialShininessUniform,
parseFloat(document.getElementByld("shininess").value));

gl.bindBuffer(gl. ARRAY_BUFFER, teapotVertexPositionBuffer);
gl.vertexAttribPointer(shaderProgram.vertexPositionAttribute,

teapotVertexPositionBuffer.itemSize, gl. FLOAT, false, 0, 0);

gl.bindBuffer(gl. ARRAY_BUFFER,
teapotVertexTextureCoordBuffer);
gl.vertexAttribPointer(shaderProgram.textureCoordAttribute,
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teapotVertexTextureCoordBufferitemSize, gl. FLOAT, false, 0, 0);

gl.bindBuffer(gl. ARRAY_BUFFER, teapotVertexNormalBuffer);

gl.vertexAttribPointer(shaderProgram.vertexNormalAttribute,
teapotVertexNormalBuffer.itemSize, gl. FLOAT, false, 0, 0);

gl.bindBuffer(gl. ELEMENT_ARRAY_BUFFER,
teapotVertexIndexBuffer);

setMatrixUniforms();

gl.drawElements(gl. TRIANGLES,
teapotVertexIndexBuffernumlItems, g.UNSIGNED_SHORT, 0);

}

var lastTime = 0;
function animate() {
var timeNow = new Date().getTime();
if (lastTime !=0) {
var elapsed = timeNow - lastTime;
teapotAngle += 0.05 * elapsed;
}

lastTime = timeNow;

}

function tick() {
requestAnimFrame(tick);
drawScene();
animate();

}

function webGLStart() {

var canvas = document.getElementByld("lesson14-canvas");
initGL(canvas);
initShaders();
initTextures();
loadTeapot();

gl.clearColor(0.0, 0.0, 0.0, 1.0);
gl.enable(gl. DEPTH_TEST);

tick();
}

</script>
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<style type="text/css">
#loadingtext {
position:absolute;
top:250px;
left:150px;
font-size:2em;
color: white;

}
</style>

</head>

<body onload="webGLStart();">
<canvas id="lesson14-canvas" style="border: none;" width="500"
height="500"></canvas>

<div id="loadingtext">Loading world...</div>
<br/>

<input type="checkbox" id="specular" checked /> Show specular
highlight<br/>
<input type="checkbox" id="lighting" checked /> Use lighting<br/>

Texture:

<select id="texture">
<option value="none">None</option>
<option selected value="galvanized">Galvanized</option>
<option value="earth">Earth</option>

</select>

<br/>

<h2>Material:</h2>

<table style="border: 0; padding: 10px;">
<tr>
<td><b>Shininess:</b>
<td><input type="text" id="shininess" value="32.0" />
</tr>
</table>

<h2>Point light:</h2>

T.E.I HIEIPOY
TMHMA MHXANIKQN [IAHPO®OPIKHZ



<table style="border: 0; padding: 10px;">

<tr>
<td><b>Location:</b>
<td>X: <input type="text" id="lightPositionX" value="-10.0" />
<td>Y: <input type="text" id="lightPositionY" value="4.0" />
<td>Z: <input type="text" id="lightPositionZ" value="-20.0" />

</tr>

<tr>
<td><b>Specular colour:</b>
<td>R: <input type="text" id="specularR" value="0.8" />
<td>G: <input type="text" id="specularG" value="0.8" />
<td>B: <input type="text" id="specularB" value="0.8" />

</tr>

<tr>
<td><b>Diffuse colour:</b>
<td>R: <input type="text" id="diffuseR" value="0.8" />
<td>G: <input type="text" id="diffuseG" value="0.8" />
<td>B: <input type="text" id="diffuseB" value="0.8" />

</tr>

</table>

<h2>Ambient light:</h2>

<table style="border: 0; padding: 10px;">
<tr>
<td><b>Colour:</b>
<td>R: <input type="text" id="ambientR" value="0.2" />
<td>G: <input type="text" id="ambientG" value="0.2" />
<td>B: <input type="text" id="ambientB" value="0.2" />
</tr>
</table>
<br/>

</body>

</html>
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Ewkova 6: amelkovion TEPLOTPEPOUEVNG TOAYLEPAS UE TNV SLVATOTNTA AAAAYNS
TV pUOUIcCEWY TOV PWTIONOV KABWE KAl TNV dAAAyN] VENG 6TO CWHA VOGS .html
eyypagou (screenshot)

1.9.2 Index.html kwdika¢ mapadeiyuatoc WebGL
Ue ™ xp1jon Json - AvaAvon

Y10 onuelo auto Ba e€EnynoovpEe TIC AELTOUPYIEG KATIOLWV
BaoKWV CUVAPTI|CEWV TIOV EUTIEPLEXOVTAL OTOV KWOLKA UAG.

JavaScript BifAioOnkeg

<script type="text/javascript" src="glMatrix-
0.9.5.min.js"></script>// ouvv8eon BAONKNG xpnown Yl TO
update tov frame [function tick()].

<script  type="text/javascript"  src="webgl-utils.js"></script>//
ovvdeon PBiAoONKNG xpriowng yia Tis function mov vmootnpilouvv
v  Aewrtovpyla  animate. Ou  function autég elvat ol
mvPushMatrix(),mvPopMatrix() kat setMatrixUniforms().

JavaScript oevapia VS kat FS

<script id="per-fragment-lighting-fs" type="x-shader/x-fragment">
</script>// Onuovpyla fragment-shader mpoypdupatog. Ot
HETAPBANTES KAL Ol (POPLEG TIOU VAOTOLOUVTAL €86 OQOPOVV TNV
KATeELOLVVON KAL TO XPWHA TOV OWTOS (oTolxela Stdyvong @wTog:
shininess, specular, diffuse)
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<script id="per-fragment-lighting-vs" type="x-shader/x-
vertex"></script>// dnulovpyia vertex-shader mpoypaupatog. Elvat
umevOuvo Yyl TNV OPLOTIKOTIOMON TG TeEAKNG Oéong Tovu
avtikelpévov. lpoalpetikd yia ta normals, texture, lighting, kot color.

JavaScript oevapia pe TNV EVOWUATWON CUVAPTHOEWY
<script type="text/javascript">

function initGL(canvas)// ovvdaptnon pe TNV  oTolx
APXLKOTIOLOVE Kal amokTtoUpe To API context.

function getShader(gl, id)// vAomoinon VS kat FS shader oe
YAwooa GLSL.

function initShaders()// apxwomotlel kat ovvdéel Ta shader
TPOYPAUHXTA Kol €v ovvexela ta amodidet oe WebGL péow Tng
uetafAntig shaderProgram. Emiong maipvel avagopd ywx €va
attribute kot To amobnkevel o€ pla vea petaSAnT.

function handleLoadedTexture(texture)// petatpemel NV
elkova oe 2D péow ¢ texImage2D kat v mpowBel otV KApTA
YPOAPLKWV.

function initTextures()// ovvdptnon otnv omola Ppilokovtal
QTOBNKEVUEVES OL EIKOVEG TIOV TIPOKELTAL VX XPT|CLUOTIOCOVUE WG
ven.

function mvPushMatrix()// ouvdptnon mov vmootnpilel
Agttovpyla animate.

function mvPopMatrix()// ouvvdptnon mov vmootnpilel
Agttovpyla animate.

function setMatrixUniforms()// ouvéaptnon pe v omola
petakweitat to model-view kalL to projection tov animate otn
WebGL.

function degToRad(degrees)// ouvdptnon mov kabopilel Tig
LO(PEG TIEPLOTPOPNG TOV AVTIKELUEVOU.

function handleLoadedTeapot(teapotData)// maipvel TIG TIUESG
aTo TIG AlOTEG TOV .json apyelov Kal Tig Tomtofetel oe WebGL mivakeg,.
Ol TVOKEG LE TNV OELPA TOUG TIEPVAVE OTNV KAPTA YPAPLIKWV UECW
Twv bufferXtnv ocuvvdptnon avt) dnAwvovtal emiong téooepis (4)
uetafAntég, ov  var teapotVertexPositionBuffer;
teapotVertexNormalBuffer; teapotVertexTextureCoordBuffer;
teapotVertexIndexBuffer; otig omoieg Bplokovtal amodnkevuéva ta
attribute twv xopvewv (VBO’s). ESw Bplokovtal amoBnkevpéva ta
attribute position, color, normals kat texture coordinates kdaBe
KOPLPTG.

function loadTeapot()// dSnuovpyovpue éva XMLHttpRequest to
OTIOl0 XPTNOLUOTIOLOVUE YA VA @OPTWOoOoVUE To apxelo JSON. Xto

T.E.I HIEIPOY
TMHMA MHXANIKQN [IAHPO®OPIKHZ



ONUED AVUTO TOV KWSIKA ELGAYOVUE UL CUVAPTNOT] EMAVAKANONG T
omolar kKoAeltat pEXPLG OTOL N Sladlkacia ™G @OPTWONG TOU
avtikelpévou @Baocel oto emBuunto emimedo (readyState of 4)
TPAYLO TIOV OT|UAVEL OTL TO 0PXELO LA EXEL POPTWOEL TAT)PWG.
function drawScene()// ovvaptnon otnv omoix VAOTOLE(TAL T
AvTAnom Twv §e50UEVWY TTOV APOPOVV TO AVTIKEIUEVO.

function animate()// ouvvdaptnon n omoiax kaBopilel TO
TOCO0G0TO TN G MEPLOTPOPNG TOU AVTIKELUEVOU.

function tick()// ouvaptnom mov TPEMEL VA KAAEITAL TAKTIKA.
ZKOTIOG NG €lval va KAvel update otnv AMEIKOVIOT] TOU AVTIKELLEVOU
0€ TAKTA XPOVIKA SlaoTHOTA.

function webGLStart()// ouvvaptnon mn omola KoAel AAAeg
OUVOPTIOELS LE ATIOTEAEG LA TNV STULOVPYIX TOU AVTIKELUEVOU.
</script>

</head>

<body onload="webGLStart();">// ue ™ dAwon avty ep@avifetal
OTO CWO TNG CEALSOG TO AVTIKEIUEVO.

<canvas id="lesson14-canvas" style="border: none;" width="500"
height="500"></canvas>

</body>

</html>

1.10 Apxeia .obj - FTewueTpika apysia

Ta apxela .obj elval pa popen apyelov Tov XPNOLUOTIOLEITAL YIA
NV amoBnKevon YEWUETPIKWV avTikelnévwy o ASCII format kot ta
omola amotedoVvtal amd ypappes (lines), moAvywva (polygons),
KOUTUAEG (curves) kot emipdveleg (surfaces) kot avamtoyxdnke amod
Vv Wavefront Technologies.

Edikotepa oe éva .obj apyelo opiletal n vertex position (6€om
kaBe xopupng), mn texture coordinates vertex (B¢on UV kdbe
KOPLUPNG), Ta vertex normals kol ta faces kata@epvovtag £tol
OTIOLOST)TIOTE YEWUETPIKO AVTIKEIPEVO (TTOAVYWVO) v 0pLoTElL TV
o Alota amod vertices (kopu@eg) kol texture vertices (Kopu@eg

vENG).
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‘Eva apxelo .obj amoteAsital amd Tig v Aloteg (OLUVTETAYUEVES
KOpLENG) Kol f AloTeg (CLUVTETAYUEVEG LPNG) KAL EVAL TNG LOPPTG.

vilil
vil-1
vli-11
vl-1-1
v-111
f1342
f5786
f1562
f3784
f1573
f2684

1.11 Aoknon

Zto onpelo avtd otnpllOPEVOL OTO TOPATAVW TPASELYUA
EMXELPOVUE TNV OAAAYN] TWV TIUWV TOU QVTLTPOCWTEVOUV TO
avtikelpevo Teapot pe TIG TIUEG TTOV glElS peTaTpEPAUE OE .json eVOG
QVTIKELLEVOV .0bj Tou kavaue download amod to Aladiktvuo.

Ta Brjpata mov Ba akoAovBricovpe eival Ta €§N1G:

“Katefdlovpe” (download) éva avtikeipevo o€ .obj format amo
™v SevBuvon http://people.sc.fsu.edu/~jburkardt/data/obj/obj.html To apyelo
Tov €yovpe emAEEeL elval To airboat.obj kat airboat.png. Kavovtag
KALK Tdvw oTto apyeio airboat.obj autd mov Ba Sovpe eival pia Alota
TAPAUETPWV TI OTOIEG TIG AVTLYPAQPOUUE KAl TI§ ATOoONKEVOLUE
uéow tov Notepad++ oTov vmoAoyloty pag. Amobnkevovpe wg
airboat.obj.

Emiokentopaote ™ oeAida  https://github.com/mrdoob/three.js/ 1} T
http://threejs.org/ kot kdavoupe download kot amoBnkevon g
BBAoONKNG Three.js otov vmoAoylot pag. Autd Tov epeis Ba
avalnToovle elval o @akeAog editor Kal TIO CGUYKEKPLUEVA TO
index.html €yypago. Kavovtag 6e§l kAlk mdvw oto index.html
emAéyovpe Avorypa pe_Firefox kal ep@avifetalr otnv 006vn tovu
vmoAoylotn pag €vag three.js editor.
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Ewoéva 7: amewdvion three.js editor (screenshot)

Ev ovvexela kdavouvpe File_Import kat pag avoiyet to mAaiclo
SlaAdyov amo To omolo Ba emAéEovpue TO .0bj aVTIKE(UEVO TOU
amoBNkeVOAUE GTOV VTIOAOYLOTN LG OTO TIPONYOUHEVO Brua SnA. To
airboat.obj. Auto mov Ba Sove otV 006V TOL LVTIOAOYLOTN Hag Elval
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Ewova 8: amelkovion elcaywyns .obj apxeiov otov three.js editor (screenshot)

Emopevo pag frupa etvat  e€aywyn Twv TIL®WV IOV ATEKOVI(OUV TO
avtikeipevo. AuTo yivetat kavovtag File_Export Scene.
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Ewéva 9: anewdvion e€aywyng Tipwv anod tov three.js editor (screenshot)

Kd&voupe copy-paste Tig TIHéEG katl TIg amoOnkevovpe wg airboat.json
nueow tov Notepad++.
Ol TEAIKEG TLUEG PG ElvaL oL

"vertices": [2.712726,-2.398764,...,

"normals": [0.008174001991667604,0,...,

"faces": [16,5048,5018,5032,0,16,..

O mivakag "vertices": [2.712726,-2.398764,..., TEPLEXEL TEG TIOU
a@opoVV 11 B€01 TOU AVTIKELHEVOL OovolaoTIKd SnAadn to airboat
avtikeipevo. Ol mivakeg "normals”: [0.008174001991667604,0,..., kat
"faces": [16,5048,5018,5032,0,16,... TEPLEXOLV TIUEG TIOU AXPOPOVV TA
oTolela peaAlopoV Tov TPoodidovtal 0To AVTIKEIUEVO (PWTIONOG).
Baolopevol oto mapaderypa Teapot avtikaBloTOUUE TIG TIUEG TTOU
a@opoVV ™ B€om Tou avtikelEvou dnA. To "vertices" tov airboat pe
TIG TIHES "vertexPositions” tov Teapot. AuTo Tov emTUXAUE ElVaL
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Ewova 10: amelkovion meplotpe@odpevov airboat pe v Suvatdtta aAdayng

TV pUOUIcCEWY TOV PWTIONOU KABWE KAl TNV dAAayN VENG 6TO CWHA VOGS .html
EYYPAQOU L€ TN Xpnomn .json (screenshot)

Tuunépaopa: it works!
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KE®AAAIOQO 2°

Ewcaywyn

YKOTIOG TOV TIPAKTIKOU HEPOUG VTG €6 TNG EpyAciag elval
QTELKOVIOT YEWUETPIKWV deSopévwv oe 3D Web mepiBdAiov pe ™
xpnon ™¢ WebGL kot tng¢ HTML5 kabwg emiong kat pe Ty xpnon evog
mpoypappatog dnuovpylag 3D amewkovicewv (Blender) péow tng
BBAoONKNG Three.js oe Tomikd TEPLBAAAov Apache. Ot SuvatotnTeg
™G EQAPUOYNS VTG ElVAL ) LETAKIVNOT) TOU AVTIKELUEVOL YUPW ATIO
TNV TPOXLA TNG KAUEPAG PE KALK KL GCUPCLUO TOU TOVTIKIOU KABwG
KOL 1) QALY TNG ECTLAKIG ATIOOTAOTG TOU AVTIKELUEVOU LE TT) XPT)OT
TPOXOU TIOVTLKLOV.

Ma ™V emitevén TOLU TPAKTIKOV HEPOUG Ba TPEMEL TO
UTIOAOYLOTIKO PG oVoTUa v StaBEtel To kataAAnAo hardware kot
software. Xmmv Tmapaypago 2.1 xar 2.2 TEPLYpA@OVTAL T
XAPAKTNPLOTIKA TOU UTIOAOYLOTIKOU UNXOVILATOS KABWGS ETIONG Kol
oL amattnoelg s WebGL o€ VAIKO Kol 0€ AOYLOUKO EEOTIALOO.

2.1 XapakTnploTiK& VTTOAOYLOTI)

To vmoAoyloTIKO punyxAavnua Tov vVAomow Onke N epyacia Stabétel
Aettovpykd ocvotnua OS Win7 pe ExSoon Windows: Windows 7
Prenium, Service Pack 1 kat eme€epyaot: Pentium(R) Dual Core CPU
E55300 @ 2.60GHz. AwxBétel emiong pvnun RAM: 3.00GB, tUmo
OVOTNUATOG: AELITOVPYIKO cvoTnUa 32-bit kAl KAPTA YPAPIKWV:
NVIDIA GeForce 7300GS.

2.2 Amaitijoeis Hardware kat Software

IV  TMopAypo@o auTH OaVOXAVOUUE TI QTOALTOEL TOU
UTIOAOYLOTIKOU UG OUCTHUATOS Yl v Xpnon s WebGL kabwg
eMloMG KL TOV TPOTO amoKTINOTG TOVG. O avapepBove apxkd oTov
VALKO €EOTIALOUO KAl LETA OTA AOYLOUKA TIPOYP AT,
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2.2.1 Hardware

loxvpn kapta ypagwkwv (INVDIA). Hkapta ypa@kwv elvat
TUNUA  €VOG UTOAOYLOTH, TO oOmoio Aaufaver JSedopéva amod
v Kevtpkr) Movada Ene€epyaoiag (CPU) ya va ta petatpéPel oe
elkOva, 1 omola Oa tpofAnBel otnv 0006vr). Epelc €govpe emAEEeL TNV
NVIDIA GeForce 7300GS.

2.2.2 Software

EmiAoyn web browser kat avafaduion oe €kdoomn ocvpfatn ue
v WebGL. AwBéoipa mMPOypAUUATH TEPU)YNONG WUTOPEITE Vo
Bpeite o oeAlSa
http://www.browserchoice.eu/BrowserChoice/browserchoice_el.htm [a  va
gxovpe ™ Suvatomrta va Sovue ta WebGL mapadelypata Ba mpémel
va kaBopioovpe TNV oLUPBATOTNTA TOU TPOYPAUUATOG TEPUIYNONS
(web browser). Zuppateg ekdooelg amoteAoVv ol Firefox 4+, Chrome
9+, Safari 5.1.

Update toug drivers (mpoypdappata 081Nynons) Ypo@Kwy otV
TeAeLTAlO TOUG gkdoon. Im dtevbuvon
http://www.nvidia.com/Download/index.aspx?lang=en-us UTOPOVUE VA Ppovpe
SwaBgopovg drivers.

Evioyvon twv drivers ypa@ikwv ypnollomolwwvtas to Microsoft
DirectX.

[Ipokettal yla pia ovAdoyn diema@wv (API'S) yia v diekmepaiwon
KaONKOVTWY Tou oxetilovtal peE TA TOAVUESH Kol Slaitepa e
TPOYPAUHATIONO Tatyvidiwv kot PBivteo. To DirectX runtime elvoat

Stabéopo dwpeav amd v oeAiba ™G Microsoft ot Sievbuvon
https://www.microsoft.com/en-us/download/search.aspx?g=directx

'‘EAeyxog evepyomoinong ™G YAwooag JavaScript oto
mpoypoppa mepuynong Firefox. Ta frjpata yio v evepyomoinom tng
JavaScript sivat ta €6¢: Xt ypapun Stevbivoewv, TANKTPOAOYNOTE
about: config kot matnote enter. Kdvte kAlk 0to Kouut( "Oa mpémel
va eloTe MPooeKTIKOl, TO VTOoYopal” €&V EUPAVIOTEL Eva UVUHO
mpoeldomoinons.  Xto mAaiclo  avald)tnong  TANKTPOAOYTNOTE
javascript.enabled.Kavte &8e€l Ak oto "javascript.enabled" ot
emAegTe "AAAayn" Yo va aAAdEete v Tiun amo "false” o€ "true”.

Eyxatdotaon Notepad++ (kelpevoypa@og kwdika). IIpokettat
Y& OTIAN] EYKATACTAOT) TTPOYPAUOTOG.
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Amoktnon ™G BPAbNkng Three.js. MéAnua pog elvat va
“katefdoovpe” (download) v BiBAoOM KN amd to amobetiplo Tov
GitHub mov Bploketat ot StevBuvvon  https:/github.com/mrdoob/three.js/
N amd v wtooeAiba touv Three.org mov Bploketal ot SievOuLvoN
http://threejs.org/ Kal va TNV amoBnKeVOOVE 6TOV UTTOAOYLOTY) pog. H
XpNon G TPoUToBETEL TNV oLUTEPIANYM KATowwV scripts oTtov
index kwdKA pag.

Ta fpata ylo v amoktnon ¢ BLBALONKNG elval Ta €ENG:
Kdavovpe download tn BifAoOnkn three.js wg €€ng: http://threejs.org/ ,
aplotepo frame, download, extract. Bpiokovpe to @dxeAdo build kot
AVTLYPA@OLE TO script three.min.js 6To @dkeAo OV AVATTTUGOOVE
To project pag. Bpiokouvpe emiong to @dxeAo examples-js-controls kot
avilypd@ovpe Tto script OrbitControls.js oto @dakedo oL
AVATITUOCOVNE TO project pag. Tupmepllapfavove Ta scripts otov
index kWdka pag.

Amoktnon XAMPP (Apache). Tlpdkeitat ywx €va TOKETO
eAevBepou Kal avolyTtov Kwdika Aoylopikov. TepiExel eEummpetnTn
totooeAidwv (http Apache), Bdon dedopévwv (MySQL) xat évav
Stepumvéa KWK 0  0omolog  elval  YPOAUUEVOS O  YAWOOA
mpoypappatiopo PHP kot Perl. Ta rpata yia v amdéktnon tov
XAMPP  eivar Tt €&ng:  Emokepbelite ™ SievBuvon
http://sourceforge.net/projects/xampp/ Kal “kateBacte” TO KATAAANAO
apxelo yu Ta XAXPOKINPLOTIKA TOU UTOAOYLOTY. Avilypayte To
apxelo xampp-win32-1.8.3-3-VC11-installer otov tomiko dioko C kat
ev ovvexela Bpeite to Xampp control kavte run. Edv 0élouvpe
UTTOPOVUE VX SNULOVPYTCOVUE [t CUVTOPEVOT) TOU Xampp-control
Kavovtag &gl KAIK OTO €lKOVISIO Kol emAEyovtag To TESIo
Anuovpyla ovvtopsvong. AkoAovBel ) evepyotoinon tov Apache.

Ewova 11: ameikovion evepyomoinong Apache (screenshot)
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AxolovBel to avorypa plag BVpas. TN va avoiéte pla BVpa oto
router Ba TpEMEL Vo yvwplilete TNV ip TOL router Tou VTIOAOYLOTH).
Emioke@beite ™ StevBuvon
http://portforward.com/english/routers/port_forwarding/routerindex.htm , emAEETE
QTO TOV KATAAOYO TIOU eR@avileTal To OVopa Tov S1koU oag router,
ovvexlote OTIWG kKatevBUVEDoTE AMO TN oAb aKPLBWS £TOL WOTE VA
EMAEEETE TNV SIKN] 0aG €k600T TOU router. INUAVTIKY €PWTNON
amoteAel To TL BUpa B€éAovpe va avoilovpe TY. Yl LOTOOEAISES,
mayvidia, apyela ka. EmAéyovpe HTTP.

AvTto Tov POALS Kavape Ba eELTMPETIOEL TA apxElx Ao TOV

Tpéxovta KatdAoyo o€ localhost péow ™™g BVpag 80. Na tovicovue
edw OTL 0 @akelog pe TO project pag Oa mpeEmeL va elval
TOToOETNHEVOS CUH@WVA UE To povotatt C: - xampp - htdocs.
Iv mopeila Kot otav mAéov 1 Swdikacia ywx v ep@avion 3D
QVTIKELLEVOL Oa €xel 0OAokANpwOel Ba emAEEoVE aTtO TNV AlOTO TTOV
Oa pag ep@aviotel to @akeAo Project alfa 147_2014. Kdvovtag KAk
TAV®W TOoV Ba gp@aviotel otnv 000vn Tou LVTIOAOYLOTI) Hag To index
apxelo mouv Snuovpynoaue. I'pd@ouvue Aolmov oto TPOYpAUUX
mepumynong Firefox http://localhost/, matdpe enter kal emAEyovpe
TOV KATAAANAO (PAKEAO.

T ETTe—— =

Ewova 12: ameikovion kataAdyov localhost (screenshot)

Eykatdotaon Blender. 'Evag €0kodog tpoTog Snuiovpylog
ovvBetwv WebGL povtédwv elval va  XpnOLUOTIOU|COVHE  €va
efelblkevpévo moakeETo (Aoylwopikd) ywx 3D ypa@lka Kol va Ta
avefacovpe oe WebGL mepifariov. To Blender eival éva Swpeav
aQVoLXTOU TUTOV Aoylopkd vy 3D ypag@wkd mouv pmopel va
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http://portforward.com/english/routers/port_forwarding/routerindex.htm
http://localhost/

xpnowomomOel yloo va SnULOVPYNOEL HOVTEAQ, KLVOUUEVA HOVTEAX
KaBwg emiong va swoayel 1 va e§dyel HOVTEAX UE SLUQOPETIKES
Hop@oTtomoels OTws .js, .obj ka. To Blender pmopovue va To
“katefdoovpe” amd v StevBuvo http://www.blender.org/ TIpokeiltal yia
QTIAT] EYKATACTAOT] TIPOYPAULATOG.

Eykatdotaon add-ons threejs oto Blender. EmmAéov Ba
TIPETEL VA EYKATAOTIIOOVUE KAl Vo gvepyoTiojoovpe tnv three.js
BBAoONKN. Ta PrHaTa yi@ TV amoKTINoTm TNG EVEPYOTOMOT TNG
BBAoONKNG three.js oto Blender sivat ta €§ng:
lNa v eykataotaon mpocOBetwv oto Blender kat €6ikoTEPA TNG
three.js BLBALOONKNG Ba TPETEL VL EMIOKEPTOVE TO ATOOETIPLO TOV

GitHub o dtevbuvon
https://github.com/mrdoob/three.js/tree/master/utils/exporters/blender/2.65/scripts/add

ons EmAgeyouvue to pakeAo 2.65_scripts_addons_io_mesh_threejs. To
io_mesh_threejs eival to apyxelo mov Ba avtiypdPouvue oto PAkeAo
addons g1{0}V) Bploketat 0TO LLOVOTIATL
C:\Xpnoteg\irinize1\AppData\Roamming\Blender
Foundation\Blender\2.67\scripts\addons. Av 8&v UTIGPXEL O PAKEAOG
io_mesh_threejs tov énuovpyovpe.

lNa v evepyomoinon tng three.js BLALoOMkNG avolyovpe to Blender
kat Tmyatvoupe oto Users Preferences

Ewova 13: (screenshot)

KAVOVTOG KALK gp@avileTal otnv 000vn pag 1 elkova
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http://www.blender.org/
https://github.com/mrdoob/three.js/tree/master/utils/exporters/blender/2.65/scripts/addons
https://github.com/mrdoob/three.js/tree/master/utils/exporters/blender/2.65/scripts/addons

Ewova 14: (screenshot)

[IAnktpoAoyovpue otnv avalnitnon threejs kot matwvtag enter
odnyovpaote KatevBelav oto ewkovidlo -0efld touv frame- mov
evepyomolel v Three.js BiBAloONkn. AmoOnkevw kavovtag Save
Users Settings.

2.3 IMpaktiko uépog (paon mpwtn)

Oa EEKLVI|OOVE TO TIPAKTIKO HEPOG AVAPEPOVTAG EV CUVTOMIA T
Bripata mov Oa TPETEL VA KAVOULE £TOL WOTE VA STULOVPYTICOVUE HLo
3D amewkovion. Ta Bpata avtd eival n amoéKTnomn Tou .obj apyeiov
e ™ xpnom internet, n amoBNKEVON TOV OGTOV UTOAOYLOTH HAG, M
eloaywyn Touv oto Blender ka1 €€0606 Touv wg apyelo three.js.

Amoktnon .obj apyelov. “Katefdlovue” (download) éva
avtikeipevo o€ .obj format amdé TNV Stevbuvon
http://people.sc.fsu.edu/~jburkardt/data/obj/obj.ntml ~ To apyelo mov €xouvpe
emAegeL elval to alfa 147.0bj. Kavovtag KAk mdvw oto apyelo, autd
oV B SoV e elval Pl AloTo TAPAUETPWV.

Ta frpata yia v amoktnon g AloTag TTAPAUETPWVY TOV .0b)j
apxelov elvat ta €€1¢:

Avtiypaen twv Tiuwv. Emiloyn_ 8e&l kAwk_ Avtiypagn
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http://people.sc.fsu.edu/~jburkardt/data/obj/obj.html

P iazon vezaion o0 nax ioce, 200}
for 1135 . /Alfal47 bymaterial.me.
Chyeor e iarons

Seasch Gosgle for = MaxZOb Vers.”

View Selection Source.

Ewova 15: amewdvion mapapétpwy .obj apxeiov (screenshot)

TIG 0TroleG TIG emkoAAoU e oto Notepad++. File_New_Select_Paste

[ new 1 Motwpades lo|@
Aoyeio Encleopos Esoton Noopod Kwbwomoinon Mhasooa Pubyicesc Maseoorow Exidean Nobodna Napadupo 7 x
FET =1 E Y S T I R =T R e PO P

res 151

oxom)
Emueatnan
Emoy O
Begin/End Select
Styletoken

Femove style

Plugin commands

TpaBipoa wpooding axchicy
Pos axoniou
[ ———]

AmOKBUYN VoI

lengn:0_lines: 1 Do Windows

Ewova 16: amelkovion Sladikaoiog avTypa@ng TwV TAPAUETPWY TOL .0bj
apyelov 1 (screenshot)

KOl TIG 0Toleg ev ouvexela Ba TI§ amobnkeoove WG .obj.
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Ewova 17: amelkovion Sladikaoiog avTypa@ng TwV TAPAUETPWY TOU .0bj
apxelov 2 (screenshot)

Ewoaywyn - etaywyn 3D povrédwv. Ta Biupata ywa ™y
ELCAYwYN Kol TNV EMAOYN) TOU .0bj apyelov kabBwg Kat ywx Tnv
eCaywyn Tou wg three.js apyelo eivat ta €€ng:

Eloaywyn .obj povtédouv: File_ Import_ Wavefront (.obj). EmiAéyovpue
TO apyelo mov amoBnkevoape oto Tponyovuevo Pripna dnA. to alfa
147.0bj.

Ewova 18: ameikovion Sladikaciag eLoaywyns Twv TapauéTpwy Tov .obj
apxelov (screenshot)
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Emidoyn avtikepevou: Select_ Select All by Type_ Mesh

Ewova 19: anewovion Stadikaciag emidoyng Tov.obj apyeiov (screenshot)

ESaywyn tov avtikelpévov ot .js format: File_Export_Three.js (.js)

Ewova 20: amewovion Stadikaciag eEaywyng tov .obj apyeiov ot three.js
nop@otoinomn (screenshot)

[Ipv v tedwkn eEaywyn Tou avrtikelevou oe .js format
EVEPYOTIOLOVE -0TO aplotepd frame kot oto medlo Export three,js-
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TIg mapapétpouvs Vertices, Faces, Normals, Bones, Skinning, UV’s,
Colors, Materials, Flip YZ, Embed mesh kot All meshes. H
amoBnkevon yivetal otov (810 @dkeAo pe To index apyelo pag.

Ewova 21: anewovion Stadikaciag pubuicewv yia tnv e§aywyn Tov .obj apyeiov
oe three.js popomoinon (screenshot)

2.4 HMpaktiko uépog - Index.html kwdikag (paon
devtepn)

AxoAovOel o index.html kwdwkag mTov pag emTPEMEL TNV
QTELKOVIOT YEWUETPIKWV deSopeévwy oe 3D Web mepiBdAiov pe ™
xpnomn ¢ WebGL kat tng HTML5 kaBwg emiong kat pe TN xp1on evog
mpoypappatog dnuovpylag 3D amewkovicewv (Blender) péow tng
BBAoONKNG Three.js oe Tomikd TEPLBAAAov Apache. Ot SuvatdnTeg
NG EQAPUOYNG AUTNG ELVAL T LETAKIVIOT) TOU AVTIKELUEVOU YUPW ATIO
TNV TPOXL& TNG KAUEPAG PE KALK KOl CUPOLUO TOU TOVTIKIOU KABwG
KOL T QAA0yn TG EOTLHKNG ATOSTAONS ((OU) TOV AVTIKELUEVOU [E TN
xp1om TPoxoV TOVTIKLOV.

AvoAvtika o index.html kwdikag
<!doctype html>

<html lang="en">
<head>
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<title>3D OBJECTS FOR WEB</title>
<meta charset="utf-8">

<script src="three.min.js"></script>
<script src="OrbitControls.js"></script>
<link rel="stylesheet" href="main.css"
</head>

<body style="margin: 0;">

<header id="top_header">

<h1>EPT'AZIA: IIpocopoiwon QUOIK®WV GUOTNHATWY Kol
amelkoviong dedopevwv oe 3D Web mepifaAiov pe tn xpnon g
teyvoAoyiag WEBGL kot HTML5</br>
ONOMATEIIQNYMO: Eiprjvn Towakaiov, A.M.: 9388</h1>

</header>

<script>

// Set up the scene, camera, and renderer as global variables.
var scene, camera, renderer;

init();
animate();

// Sets up the scene.
function init() {

// Create the scene and set the scene size.
scene = new THREE.Scene();
var WIDTH ="800",

HEIGHT ="800";

// Create a renderer and add it to the DOM.

renderer = new THREE.WebGLRenderer ({antialias:true});
renderer.setSize(WIDTH, HEIGHT);
document.body.appendChild (renderer.domElement);

// Create a camera, zoom it out from the model a bit, and add it to
the scene.

camera = new THREE.PerspectiveCamera(45, WIDTH / HEIGHT,
0.1,20000);
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camera.position.set(0,10,0);
scene.add(camera);

// Create an event listener that resizes the renderer with the
browser window.
window.addEventListener('resize’, function() {
var WIDTH = window.innerWidth,
HEIGHT = window.innerHeight;
renderer.setSize(WIDTH, HEIGHT);
camera.aspect = WIDTH / HEIGHT;
camera.updateProjectionMatrix();

1

// Set the background color of the scene.
renderer.setClearColorHex(0x778899, 1)

// Create a light, set its position, and add it to the scene.
var light = new THREE.PointLight(0x(fftfff);
light.position.set(-100,200,100);

scene.add(light);

// Load in the mesh and add it to the scene.
var loader = new THREE.JSONLoader();
loaderload( "alfa 147.js", function(geometry){
var material = new THREE.MeshLambertMaterial({color:
0x87cefa});
mesh = new THREE.Mesh(geometry, material);
scene.add(mesh);

3);
// Add OrbitControls so that we can pan around with the mouse.
controls = new THREE.OrbitControls(camera,
renderer.domElement);
}

// Renders the scene and updates the render as needed.
function animate() {
requestAnimationFrame(animate);

// Render the scene.
renderer.render(scene, camera);
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controls.update();

}

</script>
<section id="main_section">
<article>
<header>
<hgroup>
<h1>Xapaktnplotikd vmoAoywoty - Features
computer</h1>
</hgroup>
</header>
<p id="tuna"><h2>1. 'Exdoon Windows</h2></br> Windows 7
Home Premium, Service Pack 1</br>
<h2>2. Aertovpykd XVotpa</h2></br>
Ene€epyaomg: Pentium(R) Dual-Core CPU E5300 @ 2.60GHz</br>
Mvnun RAM: 3.00GB</br>
TOmog cvotpatog: Aetrtovpyiko cvotnua 32-bit</br>
Kapta ypagikwv: NVIDIA GeForce 7300GS
</article>

<article>
<header>
<hgroup>
<h1>Bnuata - Steps</h1>
</hgroup>
</header>
<p id="tuna">1. ZvpBatdémta Tpoypdupatog mepuynong - (<a
href="https://www.microsoft.com/en-
us/download/search.aspx?q=directx" target="_blank">DirectX</a>,
<a href="http://www.nvidia.com/Download/index.aspx?lang=en-us"
target="_blank">drivers GPU</a>
&
<a  href="https://support.mozilla.org/en-US/kb/upgrade-graphics-
drivers-use-hardware-acceleration?redirectlocale=en-
US&redirectslug=how-do-i-upgrade-my-graphics-drivers)"
target="_blank">Firefox</a>)</br>

2. AToxTwvTag ™mv three.js BBAoONKN - (<a
href="http://threejs.org/" target="_blank">Three.js
library</a>)</br>
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3. KaBopilovtag TO TOTILKO TePLBAAAOV - (<a
href="http://sourceforge.net/projects/xampp/"
target="_blank">XAMPP</a>)</br>

4. Ewaywyn .obj aviikewpévouv & elaywyn s - (<a
href="http://people.sc.fsu.edu/~jburkardt/data/obj/obj.html"
target="_blank">0Obj</a> & <a href="http://www.blender.org/"
target="_blank">Blender</a>)</br>

5. Ep@davion avtikewpwevov oe  Web  mepifdArov - (<a
href="http://html5doctor.com/" target="_blank">Html5</a> & <a
href="http://learningwebgl.com/blog/"
target="_blank">WebGL</a>)

</article>
<article>
<header>
<hgroup>
<h1>Aeltovpyles - Functions</h1>
</hgroup>
</header>
<p id="tuna">1. KAk kal oVUpoluo movtikioU: Metakivnon Tov
QVTIKELPEVOL YUpwW aTtO TNV TPoXld TG kauepas. </br>(Up, Down,
Right, Left)</p></br>
<p id="tuna">2. Xpnon TpoxoUv TOVTIKIOV: AAAAYN] EOTLAKNG
andoTaonG avTikelpEvov. </br>(zoom)</p>
</article>

</section>
<footer id="the_footer">

<p><h5>Posted by: Eiprivn Toldxaiov_copyright_2014</h5></p>
</footer>

</body>

</html>
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2.4.1 Eupavion uéow localhost

pagovpe oto TPOYPAUHX TEPU)YNONG Firefox
http://localhost/ kat matdaue enter. EmAgyovpue amd v Alota Tov
Ba eppaviotel To @akeAo Project alfa 147_2014 kat kavovtag KA
Ba eppaviotel oto 3D avtikelpevo pag.

1. ExBoom Windows
‘Windows 7 Homme Premium, Service Pack 1
2. Aerroupyiké Z0oTnpa
Exslepyaonic: Pentim(R) Dual-Core CPU ES300 @ 2.60GHz
M RAM: 3.00GB

Ténos ovotiatog: Aatovpyxé avotmua 32-bit
Kipra ypaguy: NVIDIA GeForce 7300GS

Bripara - Steps

1. Zopparémre zpoypéppatos xepuymon - (DirectX, drivers GPU & Firefox)

2. Aroxtinos Ty three js fiuobipn - (Three js Bbrary)
3 % 10 TomKO.

4. Ewoayeri .obj oviwapévow & elayor js - (Obj & Blender)
5. Epgavion avikeaypévov oe Web aepBadiov - (HumlS & WebGL)

Ewova 22: amelkovion YewUeTpkwy Sedopévwy oe 3D Web meptBaAiov pe

xpnon ™ WebGL kat ¢ HTML5 o€ tomiko meptaAiov Apache. Avvatotnteg

EQEUPHUOYNG: 1 LETAKIVIOT TOV AVTIKELUEVOV YUPW ATIO TNV TPOXLA TG KAUEPAS
KaL 1 0AAQy™| TG E0TLAKNG amootaons ((oup)

2.4.2 Index.html kW S1ka¢ TPAKTIKOU UEPOUC -
Avdaivon

<!doctype html>
<html lang="en">
<head>

<title>...</title>

<meta charset="utf-8">
<script src="three.min.js"></script>
<script src="OrbitControls.js"></script>

<link rel="stylesheet" href="main.css"
</head>
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http://localhost/

<body style="margin: 0;">
<script>

var scene, camera, renderer;// Snulovpyla HeETAfANTWV yix TNV
scene, TNV unxovi) AMUPNG (@WTOYpa@IKN) pnxavny - camera) Kot T
okloon (render) w¢ kaBoAikég petaBAnTE.

init();

animate();// HE ™MV KANON TWV CUVAPTICEWV EMLTUYXAVETAL 1)
QTTELKOVLOT) TOU AVTIKELLEVOV.

function init()// vAomoinon cuvaptnong n omola pvBuileL TN scene
(Sets up). Mo avaAvtikd Snulovpyel T scene kalt kKaBopilel ToO
ueyebog tng, Snulovpyel t oklaon TNV omoia petagépel oto DOM,
dnuovpyet tv camera, kaBopifel tn B€om ™G KAL TNV TIPOCHETEL 0T
scene. Emavampoodiopilel 1o péyebog ™G okxiaong pe Pdon to
Tapabupo TOL TPOYPAUUATOG TEPUYNOTG, OPLlEL TO XPWHA TOU
background t¢ scene xat Snuovpyel @ws oto omoio opilel tn O€om
TOU kal to Ttomobetel otn scene. Ev ovuvexela tomoBetel v
YEWUETPIKN €kOva (mesh-mAgypa) péow ™G BPAONKNG three.js
otn scene Ttélog mpooBetel to OrbitControls.js oevaplo ywa tnv
HeTak(vN o™ TOL TOVTIKLOU (mouse).

function animate()// evnuepwvel kat amodidel tnv scene (refresh a
web page)

</script>
<section id="main_section">
<article>
<header>
<hgroup>...</hgroup>
</header>

<p id="tuna">...</p>

</article>
</section>

<footer id="the_footer">...</footer>
</body>

</html>
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Na avagépovpe oto onueio avtd 6tt DOM (Document Object
Model) eival to €yypa@o ekelvo pe To omolo 1 JavaScript pmopel va
€xel mpoOofBaomn KAl va TPOTOTOWMOEL TA oOTolela €vog .html
eyypagov. Otav uplx otooeAida mpokeltalt va “@optwbel” To
TPOYypapa Tepuynong dnuovpyet eva DOM €yypago pe TN Hopen
dévtpou (tree) ¢ LotooeAidag avtig. Me to Object Model auto, 1
JavaScript €xet ™ SuvvatoéotnTa va  Snuovpynoel  SUVOULKES
LOTOCEALSEG pe TN SuvaTtoTNTA dAAAYN G TWV oTolXelwVv (element) Tng
LOTOOEALSOG KL TWV XOPAKTNPLOTIKWY, TNV TpoTomoinon tov CSS
OTUA pop@oTomomng, TNV TMPoOcheon 1 TNV a@Aipeon oTolElwY K.
[Ipokettar dMAadn vy pa Seman (interface) avtaAiayng
TIANPOPOPLWV HETAEY SLAPOPETIKWY UTOAOYLOTIKWY UNXOVIUATWY
KOL AOYLOULK®V TIPOYPAUUATWV.

Document

Root element:

<htmlz=
|
I |
Element: Element:
<head:= <hodys=
[ l ]

Elermenmnt: Sttribute: Elerment: Elermenmnt:

<title= *href” <Az <hl=

Text: Text: Text:
* My title” My link” My header”

Ewova 22: oynuatikn ameikovion DOM gyypa@ov e ) pop@n §Evipou
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ITIAPAPTHMA

AikTvo, dtadiktTvo kat AtaSikTvo

AlKTUO VTOAOYLOTWV Elval éva CUOTNUX ETIKOWVWVIAG TIOV
ouvdéel V0 1) KAl TEPLOGOTEPOUSG QUTOVOHOUG KAL OVEEAPTITOUG
UTIOAOYLOTEG KADWE Kal TEPLPEPELNKEG CUOKEVEG. AVO VUTIOAOYLOTES
Bewpovvtal Slaouvvdedepévol dtav UTOPOVV VA AVTIAAAAGOOULV
HETAED TOUG TTANPOPOPLES. ZKOTIOG TOV SIKTVUOU elval 1 eEummnpETnon
TWV AVAYKWV ToU TIPoékuPav amd Ty €EAMAWON NG XPNONG TWV
UTIOAOYLOTWV.

Ma va emxowwviicovy 60V0 VTOAOYLOTIKA ocvoTHHaTa O
TPETMEL VA VTIAPEEL PETAED TOUG (PUOLKN Kal Aoylkn oUvdeorn. H
Slaocvvdeon 0€ @UOIKO ETIMESO ETMITUYXAVETAL XPTOLUOTIOLWVTAG
KATOL0 (PUOIKO PECO UETASOONG TIX. OUOAEOVIKO KOAWSLO, OTTIKES
lveg ka. Avaykaiog eivat o kaBoplopds Tou TPOTOU HE TOV OTOLOo
Stacvvdéovtal PeTaED TOUG Ol OUOKEVEG TOU OSIKTUOU, SnA. 1
TomoAoyla tov Siktvou (my. TomoAoyia SakTuAlov, acTépa, SLavAOL
KTA.). H OSwaxoVvdeon o€ Aoywkd emimedo a@opd TNV Xpnom
TPWTOKOAAWV ETKOVWVIAS.

['la v vAomoinon evog Siktvov Paocikd otolxeia amoteAoVV Q)
ebutmpetnms  apyxelwv  (file server) OnA.  évag  oxvpog
HLIKPOUTIOAOYLOTNG IOV TPEXEL TO AELTOUPYIKO GVOTNHA TOU SIKTUOU
Kol Owayewplletat 1 pon Twv Oedouévwv. AlabBétel  peyaAn
amoBnkevTikn kavotnta 3) ol otabpol epyaciag, dSnA. TpoowTikol
UTIOAOYLOTEG ME SIKO TOUG AELTOUPYLKO OVUCTNUA OL OTo(oL €lval
oUVEESEUEVOL HETW KAAWSIWV KAL KAPTWV ETKOLVWVIAS V) Ol KAPTES
Staovvdeong Siktvouv (NIC - Network Interface Card) ot omoleg
TepLlExovTal kat otous file server kal 0TI VTIOAOYIOTIKEG UNYOAVEG.
Méow NG KAPTAG VTG YIVETAL EPIKTN 1) GVVOEDT] UE TIG UTTOAOLTIESG
OUOKEVEG TOU SIKTUOV §) TEPUPEPELAKEG CUOKEVEG KL €) TO KAAWSL0
ovvdeonG.

To Siktvo otnpileTal 6To HOVTEAO APXLTEKTOVIKIG AOYLOULKOU
meAatn-eEutmpetn ) (client-server) cOpu@wva PeE TO OTOLO O Sserver
opyavwvel kKol Slaxelpiletal to apyxelo Sedopévwy, SExeTal
EpWTNHaTA Kal amavtd otov client. O client pe ™ oepd Tov BEtel
EPWTNUATA OTO Server Kol £XeL 1 SuvatoTnTa VA ATTOKWSIKOTIOOEL
TIG ATIAVTNOELG TOV Server.

Me tov 6po Server (eEuTmpeTNTI)G) €VVOOUUE TNV VTIOAOYLOTIKY)
UMNXOV EKELVT) 1) OTIOLA ATIVTAEL OTIG ALTNOELG TIOV YIVOVTaL ATIO TOV
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client. Ot SuvatdTEG TNG UNXAVIG VTG ElvVaL VX amoBnKeVEL, va
QVOKTA KOL VX TIPOOTATEVEL TANPOQPOPLES, VA ETOEWPEL TIG ALTNOELS
TwV client kot va Staxelpiletal mAnpo@oplieg.

Me Tov 0po client-teAdTNng EvvooUUE ETIIOTG ULt VTTOAOYLOTIKN
unxovn (Y. TPOCWTIKOS VTIOAOYLOTNG) 1 omola pmopel va attn el
UTINPECLEG a0 TOV Server Kol EEKIVA TAVTH TNV E€MKowvwvia. Mia
client unxavn Ba mpemel va SLABETEL AOYIOUIKO YPAPIK®WV SIETAP WV
xpnotwv (GUIs), va dnpovpyel T ALTOELS Yot TTAPO@POPLES KAL Vo
TIG OTEAVEL OTOV Server Kol va ommoBnKeVEL TIG TANPOQPOPIES TTOV
ETILOTPEPOVTOL .

AIKTYO: TNASMIKOLWWYLOKS oUOTNH and dlacuvdeBeEvoUC
UTIOAOVIOTEG, (HOVTEAD UPYLTEKTOVLKNAC AOYIOWKOD MEAXTA-EEUTINPETNTH)

l ———. ==

client -meA&TnC

l —i-

client - meh&Tne

l _i-

client - TEAGTNC

server - EEUTNPETNTAC

TEPLUPEPELTKT] TUOKEUR

Ewkova 24: §ikTuo VTIOAOYLOTWV

Ta JSikTva avadoya HE TNV YEWYPAQ@LKN TOUG KAALYM
KatnyoplomoloVvtal ws €&ng: tomika (LAN), untpomoAittikd (MAN),
kat evpelag kaAvymg (WAN). X' avutd mov euelg Ba eotidoovpue
TEPLOGOTEPO elval Ta SikTva gvpelag kaAvymng WAN. Ipoxeitat yio
SlKTLA IOV ) KAAVTITOUV UEYAAEG YEWYPAPIKES TIEPLOYES OE ETITESO
SLAPOPETIKWY TOAEWV UEXPL g mmeipov kat ) ouvvdéouvv
TEPLOGOTEPA ATIO VA TOTILKA SIKTLA 1) OHASES TOTIKWV SikTUWV. Tar
WAN  xpnolomolovv  TNAE@PwVIK& Slktua 1 TNAEQWVIKOUG
S0pLEPOPOUGS VLA TN LETAPOPA TWV SeSoUEVWV.

Katnyopila tov WAN amoteAel To Stadiktvo. To Stadiktuo ivat
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SIKTVO eupelag TEPLOXNG HE YEWYPAPIKN KAALYT MG 1] Kal
TEPLOCOTEPWV MNTEPWV  SlaocvvSéovTag emMUEPOVS SikTva. XTa
StadikTua eivat Suvatn 11 CLVUTIAPEN SLAPOPETIKWV TEXVOAOYLWV KAl
AELITOVPYIKWV cvuoTNUATWV. To AtadikTuvo lval To peyaAvtepo SikTuo

TUTOU SLaSIKTVOV.
(0 6pog SLadikTvo YPAPETAL UE UIKPO TO TPWTO YPAUUX EVW 0 0po¢ AladikTvo
AVAPEPETAL UOVO OTO GUYKEKPLUEVO UEYAAUTEPO TETOLO £(60¢ SIKTVOV.)

.
WAN 6'. KTUA: sikwa eupeiag neploync (wide area network) KahDMTouY PEYGAES YEWYPOPLKES
TIEQLOYEC, TLY, amd oDvEEon PETHED GLOPOPETIKLY TOAEWY WEYPL oG oAGKANPNC NElpow KoL pnopolv va guvsEoouy
QKON KoL TEPLOCOTEPT amo éva Tomkd Siktua kaBug Kol oudseg Tomkwy Siwktbwy, Ta Neploodtepa GiKTua
EUPELCC TMEPLOYAC XPNOLULOTIOLO0Y TRAEPWVLKE GikTua ] TNAEMKOWWYLIaKoUC Bopupdpoug

MAN [metropolitan ares network):

Ewova 25: Siktuo evupeiag eploxng WAN

Awadixtvo - Xovdeon oto Atadiktvo uéow Internet

Omws avagpepape AladikTuo elval éva TOYKOGULO oUOTNUA
Staocuvdedepevwy SIKTVWV VToAoYyloTwWY. [ va elval e@kty M
EMIKOWWWVIX HETAED VTOAOYIOTWV O TPEMEL va €XYOUV KOLVA
TPWTOKOAAX eTMKOWVWVIRG, SNA. Koo TPOTO KwSIKOTOMOoNG Twv
TANPOPOPLWV £TCL WOTE Ol TANPOPOPILEG AUTEG va  yivovTtal
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KATOVONTEG A0 OAOVG TOUG LTIOAOYLOTEG. To TPWTOKOAAO TO OTIOlO
xpnowotolel To Aladixtvo eivat to TCP/IP kot amoteAeltatl amd d0o
uepn a) TCP (Transmission Control Program) to omolo elval
UTEVLOLVVO YLO TNV PETHPOPA TWV TAKETWVY ATIO TO €va onuElo oTo
aAro kot B) to IP (Internet Protocol) to omoio Sivel ota TaKETA
ovyKekplueveg Stevbuvoelg. Miua dievBuvon IP eivat g popeng
192.168.0.8. Ot 6&Vvo mpwteg TPLAdEG aplBuwv (192.168)
QVTITIPOOWTEVOVY TO SikTLO €vw oL dVo emopeves (0.8) tov host.
Kd&Be unxdvnpa (VToAoylog, Kvnto, EKTUTIWTIG) IOV CUVSEETAL OE
éva Siktvo 1 oto Aladixtuo Stabétel pa TéTola StevBuvon 1 omola
elval povadik).

To Awxdiktvo otnplleTal emonNG 0TO PHOVTEAO APXLTEKTOVIKIG
Aoylopikol medatn-eéutmpetntn (client-server). H Aé€&n client Ba
avtikataotabel pe t A€€n host koL n A&En server pe ™ A£&n web
server.

H mo &8wdedopevn vmmpeoia tov Awdiktoov eivat o
[Maykoopuog otdég (World Wide Web). AAdeg vmmpeoieg sivat ot
akoAovBec:

e E-mail (nAektpovikd Tayvdpopelo), ywa@ TNV avTaAAayn
NAEKTPOVIKWV UNVUUATWV.

e ETP. (File Transfer Protocol), yia tv aviyvevor, Tov EVTOTILOUO
KOL TNV HETAPOPA apXelwv OTOV UTOAOYLOTN] UOG T OTolor
Bplokovtal amobnkevpéva oe €ELTMPETNTEG (Servers) ToOv
ovopdalovtal ftp servers.

e Telnet, yia tnv Tpoécaom 0€ ATTOUAKPUOUEVO VTIOAOYLOTH.

e [RC (Internet Relay Chat - Avapetddoom oculntnong), yia tmv
TPAYUATOTON oM cLINTNOTNG OE TPAYUATIKO XPOVO UE AAAOLG
xpNnoteg Tou Stadiktvov. ‘OAot eival cuvdedepévol pe eva chat
server.

e News Groups (Opadeg ednoewv), ywla TNV EMKOWWVIA
XPNOTWV HECW TILVAKWV AVUKOLVWOEWV.

['a va pmopet kamolog va ouvdebel oto Aladiktvo Ba TTpEMEL v
amevBuvBel apyxikd oe évav mapoxea Internet. Ot mapoyeig Internet
TPoo@EPOVY  TIPOGPAON OE HEUOVWUEVOUG UTIOAOYLOTEG OTO
Awadiktvo péow TAEQWVIKNG ypauuns. T v emitevdn g
ovuv8eong mpémel va Stabetovpe modem 1) router Kol To KATAAANA0
AOYLOULKO.

T.E.I HIEIPOY
TMHMA MHXANIKQN [IAHPO®OPIKHZ



World Wide Web (www) - [laykdouiog Iotog

To World Wide Web (www) - TIlayk6ouiog 10TOG,

dnuovpynOnke to 1989 oto CERN (EUROPEAN PARTCLE PHYSICS
LABORATORY) kat oxedidotnke amod tov Tim Berners-Lee. [Ipokettat
YW éva SladikTuo To omolo amaptiletal amd SiKTva oLVOESEUEVWY
vmoAoylotwv (Y. SIKTLA UTIOAOYLOTWV ETLXE(PNONG) OE TOTIKO
emimedo pe kamola tomoAoyia Kot diktva (Ty. €0VIKA 1 VTTEPEBVIKQ
SixTua) o€ TaykOo Lo eTiTeSO.
Xto onpelo autd Ba MpEMEL va Tovicovpe OTL TO AladikTuo Kol TO
World Wide Web (1 o Stadedopevn vmmpecia tov Atadiktov) sivat
EEXWPLOTEG AAAA KAl OUCXETLLOUEVEG EVVOLEG. ME TNV Xp1)o1 TOL OPOV
Web gvvoouvpe tov TpOTo Tov €X0oVpe TPOCLaotn oTnV MANpo@opia
HEow TOv AlaSikTVOU.

To mAnpooplakd autd oVOTHUA OQUTO KAVEL Xpriom
TPWTOKOAAOL emiKowwviag to omoio Aéyetar HTTP (HYPERTEXT
TRANSFER PROTOCOL - IIpwtokoAAo petagopds Ymepkelpévov). To
HTTP mpwTOKOAAO TIEPLEXEL KAVOVES YLK TNV AVTOAAQYY] HNVUUATWV
HETAEY VTIOAOYLOTWY, YLt TO TIWG AUTA B TIPETEL VA LOP@OTIO 00UV
kat va Stafifactovv KabBwe emiong Kol TL evEPYelEG Ba TPETEL va
yivouv amo v mAsvupd tov Web server (e§ummpem g LoTooeAbwV)
KoL Tov web browser (mpoypauua epunjynons Web my. Firefox) wote
VO EXOVUE [LOL ETILTUXTUEVT] ETILKOLVWVIAL.

Koplo ovotatikd, mapaAinia pe to HTTP mpwtdkoAdo, To
omolo eAgyxel To wg to World Wide Web Aettoupyet sivar 1 HTML
YAWOGO OT)LAVOTIG 1] OTIOLX KAAUTITEL TO (PAGHX TWV EVEPYELWV YL TO
WG HOPEPOTIOOVVTAL Kol TwG gR@avidovtal oL LoTOOEAISEG TNV
066vn TOoL VTTOAOYLO TN UAG.

Kawotopla otnv texvoAoyia Tov [laykdoUuLlov 10ToU ATOTEAEL N
Snuwovpyia “Ymepkewevwy” (hypertext) onA. n Snuovpyla plag
Slaocvvdeong MOAAWVY pn epapxnuevwy otolxeiwv (links) kabwg
emiong kKoL 1 Snuovpyla AAAWV HOP@WV ATELKOVIONG SeSouévmwv
TEPAV TOV KELUEVOL OTIWG EIKOVA KAl 1)X0G TTov Agyovtal “Ymeppéoa”
(hypermedia).

O Iaykooulog 1oToG otNnplleTal eMONG OTO UOVTEAO TEAQTN)-
efummpetn (client-server). To poAo tou server avaAapfdavouv
AOYIOUIKA TIPOYPAUUATA EEVTINPETNTI YVWOTA ws Web servers (Ty.
Apache) mouv okomd €xouv TV opyAvwomn kKat tn Slayelplon Twv
TANPOPOPLOV HEOW LOTOCEAISWV. [oTooeAiba elval plx e@appoyn
“Ymepuéoov”.
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Mpoypauua mepynong totov - Web browser

Web browser eival éva AoyLOULKO TIOU ETILTPETEL GTO XPNOTN VA
TPOBAAAEL KAl VO XAANAETILOPA pE, KElPEVA, ELKOVES, BiVTED HOUOIKY,
Tayvidla Ta omola Bplokovtal avapTnUéva o€ Hla LoTOGEAISa VoG
lototomov otov [laykooio 1oTo 1 o€ éva Tomiko Siktvo. Ta otolyeia
QUTA WUTOPEL VA TIEPLEXOVV VTIEPOUVSEEGIOUS TIPOG AAAEG LOTOOEAIOEG
TOV {610V 1] SLAPOPETIKOV LOTOTOTIOV. ZKOTOG web browser tov elval
va dtafadlel yypa@a HTML kot va ta ouvBETEL 0€ 1OTOGEAISES £TOL
WOTE KATOLOG XPNOTNG va UTopEel va TIG StafBdoel, va akoVoEL KATIOL0
EVOWUATWUEVO N0 1M va TapoakoAovdnoel kamolo filvteo. Aev
ep@avifel TG eTkéteg (tags), amAwg TG XPNOLUOTIOLEL Yl va
gpunvevoel TOo Teplexopevo G oeAibag. ITlapexer pebodovg
Snuovpyilag  Sopnuévwv  eyypaewv, OMA.  gyypa@wv  TOU
QTOTEAOUVTAL ATO TO TEPLEYOUEVO TIOU HETAPEPOUV KAl ATO TOV
KOSIKO pop@oToinong touv meplexopévov, kabopilovtag Souka
OTOLYEIX YlA TO KEIPUEVO OTIWG KEPAAISEG, TAPAYPAPOVS, AlOTES,
OUVEEOHOVG K.0. MmopoUv E€TiONG VA EVOWUATWVOUV CEVAPLA
EVTOAWV 0€ YAwooe§ OTwG N JavaScript, Ta omola emnpedlovv TV
OUVUTIEPLPOPA TwV oTooeAIdwYV HTML. Mo kdtw Ba e&nynoovpue tig
€vvoleg JavaScript kat CSS.

EévmnpetnTiic - Web Server

OL Web Servers elval UTTOAOYLOTIKEG UNYAVEG TIOU ETILTPETTOVV
0€ AAAEG UTIOAOYLOTIKEG UNXOVES VA £XOVV TIPOCaon oTa apyeia TTov
o web browser Staxelpiletal pe ™ BonBeia tov HTTP mpwtoko6AAovL.
O Jdwaxelplotig tou web server €xel TOV QMOAUTO €AEYXO NG
UTIOAOYLOTIKNG OUTIG UNXOVNG EVW O ATAOG XPNOTNG, TeplopileTal
Hovo, oto va “intmoel” (request) amd tov web server va gpu@avicel
L0 CUYKEKPLUEVT LOTOCEALS . YTIApxouv V0 KATyopLwV web server,
ol dedicated servers ol omololL GYOAOUVTOL QTOKAEICTIKA LLE TOV
Eleyxo Twv otooeAibwv (Google, Yahoo) kat ot integrated servers ot
OTIOLOL OYOAOVUVTOL EKTOG ATIO TOV EAEYXO TWV LOTOCEAISWV KAl UE
AAAOVG OKOTIOVG.

TpoTog Asttovpylag

‘Evag Web server Ba tpémel va elval Ikavog va avtamokpiveTal
0€ €KATOVTAOEG altnuata kabe oTiyun av Kol autd eEaptatal amd
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TOAAOVG TAPAYOVTEG OTWS TO VAlkKO-hardware tou server, v
emokePuotta (traffic) Twv oceAldwv ka.
[TapdAAnAa pe to VAKO (hardware), 6nA. To cUVOAO TWV PUOIKWV
eCAPTNUATWY €VOG UTOAOYLOTI) ONUAVTIKO pPOAO0 TaIllel KoL TO
Aoylopkd  (software) OnA. Tto oUVOAO TWV TPOYPAUUATWYV
UTIOAOYLOTWY, SLadIlKAoLwy Kal odnylwv Xp1ong Tov €KTEAOVV
OPLOUEVEG epyacnies o€ éva VTIOAOYLOTIKO cvoTtnua. O ocuvdvaouog
QUTWV TWV SV0 pHag Sivel wg amoTéAeopa TN Snulovpyla VoS Loxvpov
web server.

O unYaviopuog Tov XPNOLUOTIOLE(TAL TIPOKELUEVOL va “avefel”
(upload) plx otooeAidar otV 006V TOUL ULTOAOYLOTI] HOG ElvaL O
akoAovBog

e OTOV UTIOAOYLOTH] UOG TPEXEL €vag web browser (Mozilla
Firefox)

e 0 web browser cuvdéetal pe Tov server Kal atteitatl mpoofoaon
o€ Ul LoTooeAiba (Www.teiep.gr)

e 0 server Asttoupyel wg web server

e 0 web server oTEAVEL GTOV UTTOAOYLOTN TNV XLTOVUEVT) CEALS

1. ITOV UTIOAOYLOTH "TREXEL" EVaC

4, O server oTEAVEL OTOV UNMOAOYLOTH web browser

TNw oTouuevn osiBo

—

www.teiep.qr

S

—

3, 0 server AelToupyel

W web server 2. 0 web browser cuvOEE ToL PE

TOW SENer Kol slTETa npdofaon
OF JLa LoTooEAG Ty, www .teiep.gr

Ewova 26: pnyaviopog mov xpnotpomoleital Tpokelpévou va “avéBel” (upload)
WL LoTooeASa otV 000V TOL VTIOAOYLOTY)

T.E.I HIEIPOY
TMHMA MHXANIKQN [IAHPO®OPIKHZ



Web Server (Apache)

O Apache sivat évag €EuTmPeITIG TOU TMAYKOGUIOU LOTOV.

K&be @opd mov €vag xprjoTnG EMIOKEMTETAL VAV LOTOTOTO, TO
npoypappa mepmynong (Firefox) emikowwvel pe évav egumnpetnt)
(web server) péow tov HTTP mpwtokOAAOU, 0 0TO(0G TTAPAYEL TIG
LOTOOEALSEG KAL TIG ATIOOTEAAEL 6TOV Web browser.
0O web server Apache esival évag avolytol KwSKa €EUTMPETNTNG
HTTP ovpBatog pe 6Aa ta Asttovpylka cvotipata (Win kot Unix).
XTOX0G TOU Eelval va TAPEXEL EVA AOQOAEG, ATOTEAECUATIKO Kol
eMekTdolpo web server mov mapéxel vmmpeoieg HTTP. O Apache
oxedldotke amo v Apache Software Foundation (1996). [Ipdkettat
ywx évav amd toug Snpo@iéctepoug web servers.

Ma va yivel g@xt) 1n dnuovpyla evog web server otov
TPOCWTIKO PG VTTOAOYLOTH Ba TTpEmel va avoi§ouvpe pia BVpa (port)
0TO router Tov VTIOAOYLOTH HOG Yl TN Snulovpyia emkowvwviag. Me
TOV 0po router (8pouoAoynTi)G) EVVOOUUE [LO NAEKTPOVIKT] GCUOKELT
IOV OKOTIOG TNG €lval N amooToAn kat n ANYm makétwv deSopévwv
HETAED €VOC 1M TEPLOCOTEPWVY efuTMPeTWV  (Server), QAAwV
dpopoAoyntwyv Kot meAatwy (clients).

Autdé TOU TEAIKA TPOKUTTEL €lval OTL 1 XPNON KATOLOU
TPOYPAUHATOS TIEPIYNONGS O pag Swoel ™ SuVATOTNTA VA UTTOVUE
0oTO router Kol va avoifouvpe pa Bvpa emkowwviag. Meow Ttovu
internet kot péow TOL VLTOAOYLOTI] UAG OAOL OL XPNOTEG TOU O«
UTalvouv otV ceAlda pag (clients) Ba pmopolv va pmaivouv amo
OTIOLONTIOTE VUTOAOYLOTIKY] unxavr) my. Laptop, PDA, Mac OS,
KOVOVIKO( UTTOAOYLOTEG.

Mac OS Client: Mac 0S, PDA, Laptop & PC
Connection! Internet
Web server: Apache Software

Datab : Oracl
atabase: Oracle Database

DA

Q—» - — /FT
s (i)

Internet Web server

Ewova 27: Apache elvat évag eEumnpetn g TOL TTAYKOGULOU LOTOV
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HTML yAwooa onjuavong - Markup Language

H HTML elvat akpwvoulo twv O0pwv Hypertext Markup
Language xat elvat 11 k0pLa YAWGOQ OTHOVONG YL TNV KATOHOKEUT
LoTOOEALSWV. Ipa@eTal VIO LoPEPN OTOLXELWV T OTIOla ATTOTEAOVVTAL
amod ETIKETEG-oNUAvVoeLS (tags). TIpokeltal yia SopKd oTolyela TTov
EKTEAOVV EPYAOCLEG OTIWGS 1) LOPPOTIOINOT KEWWEVOL, 1] EVOWUATWON
TOAVUEO WYV, SLASPAOTIKEG E@APUOYEG Ko Ol eTIkETEG TEPIKAElOVTOL
HEOQ O€ AYKUAEG (<eTIKETA>). OpLOUEVESG ETIKETEG epyalovTal KATA
Cevyn, xpetafovtal dSNAadT) apxLKn ONUAVOT - <ETIKETA> - KOl TEALKN
onuoavon - </etkéta> - [lapaderyua: <title>Hello HTML< /title>.

0 web browser eivat vtevBuvog yia ) Swafifaon eyypd@wv
html kot ovvBeor| Toug oe LotooeAideg. H ypar tov HTML kwdika
yivetal péow AOyOUIKWV Tipoypauudatwy emnegepyaciac HTML
(HTML editors) ek twv omolwv ta mo Swadedopeva elval To
Notepad++, Geany ka. ywx Windows, Linux ka. Ot Teplocotepo
xpnowpomotovpevot Web browser elvat o Mozilla Firefox, Google
Chrome, Apple Safari ka.

Napadeiyuata etiketwy (tags)
AnAwoelg

<IDOCTYPE html>: 6MAwon html eyypdpov.

<html></html>: avtimpoowmevel to root (pila) evog html eyypagov.
<head></head>: avtimpoowmevel pia cuAAoyn amd metadata ylo To
html €yypao.

Ol aKOAOVOEG ETIKETEG PTTOPOVV VA CUUTEPIANPOOVV avAUESA OTO
<head>.

<title>name the browser bar</title>: kaBopilel Tov titAo Tov html
EYYPAPoL.

<style type=""text/css" >body {background-color:yellow} p
{color:blue}</style>: kaBopilel mAnpo@opieg ylia T0o 6TUA Tov html
EYYpPA@ou.

<link rel="stylesheet" type=text/css" href=mystyle.css">: kabopilel
™v ovvdeon touv html pe dAdeg mmyés. ESw ovvdéetar pe TIg
LOP@POTIOOEL TOU KELLEVOU LLE T XP1NOT) CSS.

<script></script>: €MITPEMEL OTOVG CUYYPAPEIS va cuuTEPIAGBouV
0TOV KWSIKAE TOUG SUVAIKA OEVAPLA EVTOAWV Kol SeSopEva.
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Topa totooeAidag (body)

Ol akOAOVOEG ETIKETEG UTTOPOVV ETIIONG VX GUUTEPLANPOOUVV
avdpeoa oto <body>.

<!-- comment -->: oYOALQ.

<h1>heading 1</h1>: kaBopilel emke@aAlSa (LEYEAO).
<h2>heading 2</h2>

<h3>heading 3</h3>

<h4>heading 4</h4>

<h5>heading 5</h5>: kaBopilel emikeaAida (pikpo).
<hr>a line</hr>: epavifel pa opl{ovtia ypapun otnv HTML ceAida
HOG.

<br>line brakes</br>: aAAayr ypapuns.

<p>a paragraph</p>: kaBopilel gl TAPAYpAPO.
<b>bold</b>: évtovn ypan).

<i>italic</i>: mAdywx ypan).

<a href="*http://www.w3schools.com'>a link</a>: &nulovpyia
OUVVSETOV.

<a href="*http://www.w3schools.com" target="_blank'>a link in a
new blank</a>: dnuovpyia cuvdééopov oe véo apabupo.

<img scr="photo.jpg" width="250" height="400">: ewcaywyn
ELKOVAG ATTO apYEL0 KL SLAOTACEL.

<img scr="url" alt="name photo">: ewoaywyn ewoévag amd ToO
Stadixtvo.

Elwcaywyn @opuwv

1. <map name="planetmap">

<area shape="rect" coords="0,0,82,126" href="sun.htm" alt="Sun">
<area shape="circle" coords="90,58,3" href="mercur.htm"
alt="Mercury">

<area shape="circle" coords="124,58,8" href="venus.htm"

alt="Venus">
</map>: dnuovpyla xdptn.

2. <table border="1">
<tr>

<td>row 1, cell 1</td>
<td>row 1, cell 2</td>

T.E.I HIEIPOY
TMHMA MHXANIKQN [IAHPO®OPIKHZ


http://www.w3schools.com/
http://www.w3schools.com/

</tr>

<tr>

<td>row 2, cell 1</td>
<td>row 2, cell 2</td>

</tr>

</table>: Snuovpyla mivaka.

3. <li>list</li>: kaBopilel pia Alota.

<ul>

<li>Coffee</li>

<li>Milk</li>

</ul>: dnuovpyta pun ta€vounuévng Alotag.

<ol>

<li>Coffee</li>

<li>Milk</li>

</ol>: dnuovpyla tatvounuévng Alotag.

<dl>
<dt>Coffee</dt>
<dd>- black hot drink</dd>

<dt>Milk</dt>
<dd>- white cold drink</dd>
</dl>: evaAAAGOEL TNV E00XT) TWV AVTIKELLEVWV TNG AlOTOG.

Napaderypa HTML

To mapaxkdatw mapadetypa eivat éva kAaoko apadetyua Hello
World! mov xpnowomotet evvéa (9) ypaUHeES KO KA.

<IDOCTYPE html>
<html>
<head>
<title>Hello World!</title>
</head>
<body>
<p>Hello World!</p>
</body>
</html>
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Ewova 27: amewkovion .html eyypagov (screenshot)

HTML5

H HTML 5 elvat n méumm katd oepd oavabewpnorn Tov
mpotuTov HTML. AnuiovpynOnke amd tnv ocvvepyaoia petaty World
Wide Web Consortium (W3C) kat g Web Hypertext Application
Technology Working Group (WHATWG). H e&§eAtypévn avt) ekdoxn
™¢ HTML mapéxet Suvatotnteg mov otnpilovtat oe HTML, CSS, DOM
kal JavaScript. Mewwvel Tig avaykes yia e§wtepikd plug-in (my. Flash),
TaApEXEL EVKOAO XELPLOUO AaBwWV KA.

Mepika amo ta véa yapaktnplotika ™ HTMLS elval To
otolyelo <canvas>, Ta otolxela <video>, <audio> ywa TNV
AVATIOPAYWYT) TOAUVMECWY, VEO TEPLEXOUEVO ETIKETWV OTWG
<article>, <footer>, <header>, <nav>, <section> kaBw¢ Kal véa
oToEla POPUAG OTIWG TO NUEPOADYLO, 1| MUEPOUN VIR, 1| WPA, TO e-
mail xau url.

CcsS

Onws mpoavaépape ot Web Browsers pumopovv va
aVaPEPOVTAL 0€ OTUVA pop@otmoimong CSS yw va opiocovv Tnv
EUPAVIOT KoL TNV SLATAdn TOL KELPEVOU.

T.E.I HIEIPOY
TMHMA MHXANIKQN [IAHPO®OPIKHZ



Eldikotepa, To CSS elval plx VUTOAOYIOTIKY] YAWOOQ TIOU
XPNOOTIOLEITAL YL TOV EAEYXO TNG EUPAVIONG EVOG EYYPAPOL TIOV
Exel ypatel oe pr yAwooa onuavons html. AvamtixOnke
TIPOKELUEVOV VA AVATITUCOEL OTIALOTIKA Ul LoTooeAiSa, dnAadn va
SLALOPPWVEL XAPAKTNPLOTIKA OTIWS TO XPWUA, TN OTOLYLoN K.QL.

Emoke@teite Vv SievBuvon http://www.w3.org/Style/CSS/ ylo
TEPLOCOTEPEG TIATPOYOPLEG.

Index.html kwéikag mapadeiyuatoc HTML5 syypd@ov

[Mapakatw mapovoialetat o index.html kat 0 main.css kwdikag
vy ™ dnpovpyia totooeAldag pe tnv xpnon ts HTMLS.

Index kwdikag

<!doctype html>
<html lang="en">

<head>
<meta charset="utf-8" />
<title>Website</title>
<link rel="stylesheet" href="main.css"
</head>
<body>

<div id="big_wrapper">
<header id="top_header">
<h1>Name</h1>
</header>

<nav id="top_menu">
<ul>
<li>Home</li>
<li>My work</li>
<li>Contact</li>
</ul>
</nav>
<section id="main_section">
<article>
<header>
<hgroup>
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<h1>title</h1>
<h2>subtitle</h2>
</hgroup>
</header>
<p id="tuna">write a text </p>
<footer>
<p>written by irinizel</p>
</footer>
</article>
<article>
<header>
<hgroup>
<h1>title</h1>
<h2>subtitle</h2>
</hgroup>
</header>
<p id="tuna">write a text </p>
<footer>
<p>written by irinizel</p>
</footer>
</article>
</section>

<aside id="side_news">insert text</aside>
<aside id="side_news">insert image</aside>
<aside id="side_news">insert video</aside>
<footer id="the_footer">
<p><h5>Posted by: Irene Tsiakalos</h5></p>
</footer>
</div>
</body>

</html>

CSS kwdikag

#tuna{color:red;}
Y
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margin: Opx;
padding: Opx;

}
h1{
font: bold 20px Tahoma;
}
h2 {
font: bold 14px Tahoma;
}
header, section, footer, aside, nav, article, hgroup{
display:block;
}
body{
text-align:center;
}

#big_wrapper{
border: 1px solid black;
width:1000px;
margin: 20px auto;
text-align:left;

}

#top_header{
background:yellow;
border: 1px solid blue;
padding: 20px;

}

#top_menu {
background-color:blue;
color:white;

}

#top_menu li{
display:inline-block;
list-style:none;
padding: 5px;
font: bold 14px Tahoma;

}
#main_section{

float: left;

width:660px;

margin:30px; /*720px, 280 left*/
}

#side_news{
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float: left;

width: 220px;

margin: 20px 0px;
padding: 30px;
background: #66CCCC;

}

#the_footer{
clear: both;
text-align:center;
padding:20px;
border-top: 2px solid green;

}

article {
background: #FFFBCC;
border: 1px solid red;
padding: 20px;
margin-bottom: 15px;

}

article footer{
text-align:right;

> Ll @ Ga w0 = ime

Ewova 28: ameikovion totooeAidag pe tn xprion s HTMLS (screenshot)
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