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AHAQZH ZYITPADEA NTYXIAKHZ/AINAQMATIKHZ EPTAZIAZ

O k1w voyeypappévog Papani Ipoxoniov tov Avactaciov pe aptBpd pntpdov 13068 eottntmg
tov [Tavemompiov Avtikig Attikng g ZxoAs Epappoouévov texvav kot IloAtiopod tov
Tuquarog I'pagiotikng kot OnTikng emkovmviag SnAdve vaevbova 0Tt

«Eipon cuyypagéag autng g TTUYLOKN G/ OUTAMUOTIKNG epyaciag Kol 6Tt kabe BonBeia tnv omoia
glya vy v mpoegTolacion TG elvol TANPOG OVAYVOPIOUEVT] KOl OVOQEPETAL GTNV EPYOCid.
Eniong, o1 6moteg mny£g and Tig omoieg Ekava yprorn dedoUEVMV, 10emV N AéEewv, glte axpiPdg gite
TOPOPPAGHEVES, OVOPEPOVTOL GTO CUVOAO TOVLG, HE TANPN OvOPOPE GTOLG GLYYPUPELS, TOV
€KOOTIKO OfKO 1 TO TEPLOOIKO, GULUTEPIAOUPOVOUEVOV KOl TOV TNYAOV OV EVOEXOUEVMOG
ypnoomomdnKkay and to dtadiktvo. Eniong, PePoardvm 6TL avth 1 gpyacia £el cuyypapel and
LEVO ATOKAEICTIKA Kol amOTEAEL TPOTOV TVELUATIKNG 1010KTNGIoG TOCO KNG KoV, OGO Kol TOL
I6pdpatoc.

[MopdPaon TG ovoTEP® aKadNILAIKNG LoV €0BVVNG amoTeAEl OVOIMON AOYO Y10 TNV OVAKANGT TOV
TTUYIOL LOVY.

*Embouw v omoyopevon  TPoofacns  oto  TANPES KEWWUEVO THG EPYATIOS MOV UEXPL
. Ko1 Emerto. omo aitnon pov oty Bifliobnxn kou ykpion tov emiflémovro

KoOnynty

O Andov

_ Gatl

* Ovopaten®vopo /Iowdtnto

Ynowxi Yroypagn Emprénovra

* Y& eCalpeTIKEG TEPIMTOGEIS KOl UETH ATO AITIOAOYNON KOl EYKPIGH TOV EmfiAémovta,
APOPIEmETAL YPOVIKOS TIEPLOPIGUOS TTpOGfacns (embargo) 6-12 unves. XTnv mepintwon avtn
Oa Tpémel va vmoypayel yneilakd o/n emPlénwv/oveo KaOnynTis/Ipia, yia vo yvoGTOTOIEL 0TI
eival evquepouévog/n Kai covaivel. 01 100l ypovikov amoKAEIGUOV TPOGHacns mEPLypaPovTal
avolvTikd 6Tis moltikés Ttov LA. (6el. 6):

https://www.uniwa.gr/wp-
content/uploads/2021/01/%CE%A0%CE%BF%CE%BB%CE%B9%CF%84%CE%B9%CE%BA
%CE%B5%CC%81%CF%82 %CE%99%CE%B4%CF%81%CF%85%CE%BC%CE%B1%CF
%84%CE%B9%CE%BA%CE%BF%CF%85%CC%81_%CE%91%CF%80%CE%BF%CE%BS
%CE%B5%CF%84%CE%B7%CF%81%CE%B9%CC%81%CE%BF%CF%S85 _final.pdf).






EI2AIQIH

Ev €tn 2022, n navdnuia eavaykaoe Tov AvBpwmno va npofei oe aAAayeg, oUTWG WOoTE
va npoocappootei ota vea dedopgva. Aglomolwvtag In paydaia eEEALEN NG TEXVOAoyiag,
0 AvBpwTmog emxelpei TN dnuloupyia evog Ynelakou - ELKOVIKOU KOOUOU.

H avBpwrmoétnta €xel tnv avaykn va Acttoupyei €€ anootdoewg, yia autd 1o Adyo
uloBeTnOnke n TnAgpyacia kat n tnAekmnaideuon. H dnuloupyia Tou €LKOVIKOU KOCGUOU
(metaverse) cUVTEAECE OTNV IKAVOTIOINON TNG AVAYKNG TOU AvBp®IoU yia EMIKOIVwVIaA,
dlaokedaon Kal epyacia xwpic va eival anapaitntn n PuoLKn rnapouacia.



[TPOAOI OX

Me yvwpova ta 1o ndvw, otoXog aUutnig Ing MIUXLAKNG epyaociag eival n dnuoupyia
£VOC ELKOVIKOU TIOAEHULIKOU pousEiou, cupBatol Pe TNV EIKOVIKY ipayuatikotnta (virtual
reality), oto omoio o Beatrng Ba €xet I duvatdINTa, va nepinyndei HECW NG EIKOVIKAG
Eevaynong (virtual tour). Zto pouoceio autd untdpyouv dlAPopa eKBERATA, yia Ta omnoia o
Beatng, Mmopel va AdBel dldpopeg TMAnpoopiec MEOW TING enaAu&nuUeEvNng
npaypatikétntag (augmented reality). MapdAAnAa, Ba gxel ™ duvatéotnta va
napakoAoubrjoel animation pikpou pnkoug, o6mou Oa dtadpapatidetal pla paviaoTiKkn
OKNVI HAxNG UE To EKAoTOoTE €KBeNA.
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Aladikaoia 2xedlaocuou




olkaoia
IACLOU

Tplodidotatn povielonoinon (3D Modeling) ovopdletat 1
dladlkaocia mapaywyne evog Labnuatikou LOVIEAOU ATEIKOVIONG
evoG TPLOBIACTATOU AVTIIKEIMEVOoU i oxrjpatog (auyou n
EUYPUXOU), UE TN XPTIOT) KATAAANAOU AOYIOUIKOU. YIIAPXOUV TPELC
TPOTOL AvanapAotaong evog TETOLOU HOVIEAOU:

* MoAuywVvikdg oxedlaoudg (Polygonal) pe tn xprion onueiov
(vertices) ta onoia ouvdéovtal ypapuikd peta&u toug (edges)
oxnuatidovtal moAUywva (faces). ZuvriBwe emdlwKeTal Ta
noAUywva va €xouv técoepa verts (quads) yia kaAUtepn
YEWMETPIa.

¢ KapmuAwtdg oxediacude (Curve) ot
erupaveleg (nurbs) opidovtal and KaumUAES ol
onoieg ennpedadovtal and ctadbuiopeva
onueia eAéyyou (weighted control points)
dlaitepa KATAAANAO Yyl OPYAVIKEG
MOVTEAOTIOLNOELG.

e Wnoplakn yAuntikn (Digital Sculpting) pe

1 xprion dlapdépwv epyareiwv (brushes), éva
apxko tplodiactato oxipa (ogpaipa, kUpog
K.a.) puropei va dtapoppwdei avaioya yia va
eruteuxOei 1o emBupnTd anoteAeoua.

‘Exovtag unoyn ta nio navw, yia tn dnuioupyia

TOU MOAEWMIKOU pouceiou KaBwg

Kal TwV eKOEPATWY, XpNOLLoToOnKe o
TMOAUYWVLKOG GXEDLAOHOG, AOYW TNG eueAl§iag
TIOU TIPOCPEPEL KAL TOU TIOAU ULKPOU XpOVvou
Tou Xpeladetal 0 NAEKTPOVIKOG UTIOAOYLOTNC
yla va eneepyacTtei ypa@IKA Ta HOVIEAQ.
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olkaocia
LACLOU

LIGHTING

O pwTtlopog eival To kupldtePO otolxeio Tng dladlkaaoiag, yiati
HE aAUTOV avadelkvUeTal TO €pyo. Oa TPEMEL va xpnotlpornotnbei
0 OWOTOC ApPBNOC PWTIEIVOV TNYW®V, To owoto eidoc ( sun,
point, spot, area) otTiC cwoTéc BE0ELC, PE TIC CWOTEG EVIACELC
avdaloya pe 1O TL Xpeldletal va avadelxBei otnv ekdotote
oknvn. Mnopouv etmiong va xpnotpomnoinBouv eikéveg HDRI,
mnou BonBouv otnVv KaAutepn andodoon PEAAIGHOU.




olkacia
LAOOU

A@ouU otnbouv ol KAuepeg ota avaloya onpeia kat yivouv ot
owoTEG pubuioelg yia to focal length kat focus, emiAéyovtal ta
samples (128 1} 256) yia 1o k&Be kapé (frame) kal Ta avdioya
bounces ané to light paths. >tn ouvexelwa oto performance
opietal QuUTIOMATOC UTIOAOYIOMOG peyeBoug twv tiles
(2048%x2048) mou xpeldletal yia va €Xw TO KAAUTEPO
anoteAeopa oe Alyotepo xpovo. TEAog oto color management
yivovtatr ot avdAoyeg pubBuicelg mou xpewaletat yia va
emuteuxBel 10 Oowotd contrast , exposure kalL PEAAIOTIKA
Xpwpata.

la tTa TteAkd renders TOUu pouceiou oL pubuicelg
Tpormornotlouvtal oUTWEG WOTE N TEALK) LOPP1] TOU PHousEiou va
eivalt 360 poipeg, cupfatn pe VR kat va pnopei va yivel eUkoAa
To virtual tour. To resolution np€nel va eivatl dunAdoto otov X
a&ova oe oxeon pe tov Y pe eAaxioto 2000%1000 px.

Ot puBuiocelg kapepag eniong dta@EPoOUV yla va UMopoupe va
gxoupe wrtoypaieg 360 polpwv. ZTic pubuioelg kapepag
(object Data Properties) o TtUmog ¢akoUu opiletal o€
navopapiké (panoramic) kat o tunog navopdupatog (Panorama
Type) opiletal oto Equirectangular.
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olkaocia
LACOU

H kdbe eikdéva - kap€ nou Ba yivetal render Ba «QIATpApETEN
META p€oa amd to compositor omou pe tn pop@r) nodes 6a
gloayovtal tTa avaloya @iAtpa yla Tn owotry Peilwon Tou
BopuBou (noise), yla TuxoV SlopOWOELC 0TO PWTIOUS 1) Kal yia
va mnpocBbeow kamoia e@e. Mmnopouv ermiong va yivouv Kal
dlopBwoelg oto contrast, hue and saturation, exposure, levels
Kal dAAAa mou prnopouv va yivouv kat oto Photoshop mpv to
TEALKO povTad.




A File Edit Render Window Help |yt

e View Select Add Node 8 UseNodes

> 43 Scere > 21 Compositing Nodetree

Medrling

Seulpting UV Editieg

.'év Scene

ViewLayer

)

Image @

Alphs @

‘Noisy Image @
Denoising Normal @
Denoising Albedo §
Derigising Depth @

%

@ Playback v Keying «  Wiew  Marker

K] Seiect EV Rox Seject

%), Banviaw

[ Rode Eaptend Mani

COMPOSITING

Trxtor=Pairt  Shadind Animatior | Rerderno | (Compesiting!  Geotrety fiatles  Seripting |

~ Denaise’ ~ Composite (>
Image @ W Use Alpha
Frefilier: _\. Image
B v o A o
B o =z 1000
& Image
& Normal
@ Albeda

o eid prel

n
=

=ttion | Blade0ol

Tool

Group | Options  View

Node Wrangler

Arrange

Blanderkit

a4 6238 [ Objeds

ﬁ, & viewlayer
B Wm0
B Scene Collection
= o] -
i & scene > |1§ iewLayer i
=
= # Usefor Rendering: .
' Render Single Layer
@ ender Single Layer
e + Passes
S - Data.
Include 8 Combined
= oz
u - Mist
- Position
£ ~ Normal
. | Vectdr
2 v
& # Denoising Data
@ Indexes " Dbject index
o . Materal Index
o Debug  SamplaCount:
,
MphaThveshold [T0E00
& = Light
o
Glossy
Transrission

" Color.

Velume | Direct
 Indirect
‘Other | Emizsion
* Environmert
. shadow
© AmbisrtOcclusion
. Shadow Cokcher

' Ghject
o Material
{15 | Marmory: S96 MiF | VEAM: 07RO GE | 300




olkaocia
LACHOU

Ané 1o output properties tou blender, ol otatikég sikoveg (renders) yivovtal
eEaywyn oe pop®r png. To idlo kal oL elkOveg Tou Ba xpnotpormoinbouv yia ta
animations. Yndpxouv kat aAAeq emiAoyeg onwg eivat kat to AVI JPEG mou
xpnotgoroleital cuvnbwe yia v efaywyr) animations aAAd pe tnv emioyn
e&aywyng oe png UTIAPXEL KAAUTEPOG EAEYXOG KATA tn dtadikacia tou povtad.

Ma mv e€aywyn twv 3D povieAwyv Ta omoia Urmopouv va xpnotluomnomndouyv Kat oe
enaugnuévn npaypatikéonta (AR) n efaywyn yivetal and tnv emAoyr export
(file export) oe popen gITF 2.0(.glb).



olkaocia
LACUOU

a to poviddl twv animations xpnotpomnoirénke to mpoypappa
Premier Pro tng Adobe 1o omoio €yilve n elcaywyr) TwV ELKOVEG
(renders) oe popepn PNG. H didpkela kdBe elkdvac opiletal
ota 2 kapé(frames) kat yivovtatl ol anapaitntes pubpuiocelc yia
va yivel 1o povtddl evovovtag OAEG TeC ELKOVEG.
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OVLKO
oclo

Na tn Oonuloupyia tou pouceiou pe oYn 360 polpwv
xpnotporotBnke n mnAat@oppa Virtual Tour Cy. Me T1g
avaloyeg pubpioelg ota render properties kat camera settings
Tou blender 6nwg €&ryynoa mo mavw, €ixa cav amnoteAecua
elkéveg pe Olaotdoelg x OumAaocteg amnod Y. Eywve Aownodv
elocaywyn Twv elkévwv (renders) autwv otnv NAATEOPUA KAl T
nmAQT@oOppa TIG «dimMAwoe» o€ €va o@alplkd OoxNpa  Kat
dnuioupynoe TOV KOOUO-TIEPLBAAAOV OTO oOmoio o Beatnqg
Klwveital peoa.

Ma Tt OJdnuoupyia NG emnauinuevng mPAYUATIKOTNTAG
xpnowgorotleitat €va plug-in tg google mou ovopaddetal
ARCore. Ta poviéAa mnou €ylvav egaywyr) oe popepn glTF 2.0
(.glb) ané to blender, slodyovtal oto plug-in autd kat yivetain
enauvénon. Zuppatod pe cuokeueg Android 7 Kal vedtepEG.



Auti eival n teAkn pop®1 twv renders mou yivetal n e§aywyn ano to blender.
21n ouvexela Ba yivel n etcaywyn otnv nAatpopua Virtual Tour Cy yia va yivel 1o “dinAwpa”
kal tote Ba €xoupe tnv etkéva 360 polpwv.




OVLKO
oelo

H aibouca tou pouoceiou €xel eTolpaoctei kat ta ekBepata €xouv otnbei. OAa eival €tolpa va urodexTouv
10 KOWO. H «e{icodoc» oTo pouoceio yivetal matwvtag oto ocuvdeopo (link) kat autdépata yivetal petagopd
0TO E0WTEPLKO TOU pouoeiou og pia aiBouoa. Av urtdpyxel npdcBaocn oe efomnAoud yia Virtual Reality (VR
Glasses) 0 BeaTr|C UMOPE( va TO XPNOIUOTOIACEL YIA AKOUA TILO PEAAICTIKY) EUTELPIQ.

Otav n eicodog oto pouceio yivetal pEow OTaBepoU UTIOAOYLOTH, N TEPINYNON YiveETAl UE TO TOVTIKL
(mouse) n/kat To MANKTIPoASylo. Matwviac (aplotepd KALK) oTa BEAAKIO UETAPEPETAL 1) KAPEPA OTO
€KAoTOTE onueio kal anod ekei o0 Beatng €xet pla 6€a 360 polpwyv. MNatwvtag onotodrmote MANKIPO TOU
mouse OTO XWPO KAl CEPVOVTAG TO MPOG KAMola KatelBuvaon yivetal kat n kivnon tou «BAEppatog» . Me 1o
ueoaio koupri (scroll) yivetal To zoom in kat zoom out. Avtiotoixa, pe Ta nARkIpa A,S,D,W yupilel To
«BAEppa» aplotepd, KATW, 6e&1d, MAvw Kal pe Ta MANKIpa Z kat X yivetal JETAPOPA OTO MPONYOUUEVO 1)
enépevo onueio (BeAdku).

Otav n €ic0d0¢ 0TO HOUCEIO YivETAl HECW CUOKEUNC e 086vVN a@ng TOTE N PETAPOPA YivETAL TIATWVIAG
navw ota BeAdkia kat o€pvovtac To OAKTUAO otnv 008ovn yupilel kat to «BAEppa». Me duo dAkTula
ylvetal to zoom in kat zoom out.



OVLKO
oclo

Otav o Beatnig Bpebei unpootd anod kABe €kBeua, MATWVTIAG OTO AVAAOYO ELKOVIDLO, €XEL TN duvATOTNTA:

e va pudabel Ta KUPLA XAPAKTINPLOTIKA TOU EKBEPATOC

e va guavioel UMPooTd tTou 10 €KBepa oe TpLodldcTatn HopPn yla va urnopei va 1o mapatnpnroect
KaAutepa pe duvatotnta zoom, TIEPLOTPOWPTG OTOUG TPELG A&oveg Kal peTakivnong

e va 8el TO €KBEPA OTO XWPO TOU HEOW NG enauinuévneg mpaypatikéttac (augmented reality) -
anapaitnn cuokeur) Android 7 kKal vedtepn PE KAPEPQ.

® va MAPAKOAOUBTNOEL YA CUVTOWUN OKNVT] UE TO EKAOTOTE €KOEUA Pe €Eva UIKPOU Prikoug Bivteo animation

Metakivnon oto onueio MAnpopopieqg 3D Movteho kat AR NMpoBoAr animation
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Metd 1o TEAOC TNG €pEUVACG TIOU XPELAOTNKE va yivel Kal Katd
™ dwadikacia oxedlaopou Ing epyaciac katdAafBa oOTL TO
ONMAVTIKOTEPO MPOPANUa mou Ba aviipetwmila 6a ntav o
XPovog. Ta moAUuwpa renders Mou XPELACTNKE va yivouv yla In
dnuloupyia Twv animations Kat oL MEPITMTAOKEG Kal HEYAAEC O€
MEYEDOG OKNVEG NTAV APKETA BapU POPTIO yLA TOV UTIOAOYLOTH.
Ma autod kat e€apxng LEAEINOA MPOCEXTIKA TN PON EPYACLWV
(workflow) mou Ba akoAouBrow yia va eE0IKOVOUNROW XPOVO
Kata tn diadikaocia oxedlaopou Ing epyaciag, aAAd kal Katd
v eneepyacia and tov umoAoylotr}, dnAadn render time.
EneAea va kpatriow 000 10 duvato Alyotepa MOAUywva yla
auté kat dev xpnolgonoinoa wn peBodo sculpting yia tO
MOVIEAO TOU OTPATIWTN 1] AAAO HOVIEAO.

Tnv idla wpa alonoinoa kat kamnotia add-on, ou pe Boridnoav
va g§olkovounow xpovo t.x. to Blenderkit oto omoio Bprika
KAmola POoVIEAQ Kal Og XPeLAOTNKE va Ta dnuloupynow ef
oAokAnpou (chinook,mirage), To A.N.T landscape pe to omnoio
dnuloupynoa ypriyopa ta tomia nou rj6eAa kKat t1o mixamo, pe
TO omoio ¢€ylwve autopata To rigging oOTovV Xapaktnpa
nou(otpatiw) . Mapakoloudnoa pepikd tutorials m.x. yia n
dnuioupyia e €kpnéne (manta flow) kat eixa kaAn
ouvepyacia pe aviaAAayeg Bewv HE TOUG KABNYNTIEG Kal
ouvadeA@ouc. Autd odrjynoav otnv UAOTIOINON NG TMTUXLAKNG
€VTIOG XPOVIKWV 0piwV Kal Ue TNV eMOUUNT molotnTa.



H gpyaocia autr pnopei va a&lomnoinBei 0xL HOVO yla oKOTIoUG dlaoKeEdAoNG AAAA Kal yia eKNMALOEUTIKOUG
okorouc. Mrnopel kamnotla opdda avlpwnwy (m.x. padntéc) yia eknatdeutikoUs oKomouc va Bpedolv oto
Houoeio, To omoio umopei va petatparnei oe omnolodnnote £idog pouceiou xpetdaletatl ( apxaloAoyiko,
lotoptkd, TEXVOAOYIKO K.4.), XwpPig va ival anapaitntn n peTakivnon ané to omitl 1§ To oX0AE(o.

Oa pnopouce pe €va nmepacpa and To unreal engine n TMePUIynon OTO HOUCEIO va Yyivel PE TN AOYIKN
naxvidiou (first person), £to1 Ba eixe pia Mo PUCIKN Kivnon oTo xwpo. Emiong ta ekBépata Ba pnopovcav
va eKTUTIwOoUV pe tn xprjon 3D ekTtutiwtr) Kal va iwAouvtal S1adlKTUAKA OTOUG ETILOKETTEG TOU pouoeiou
WG OUAAEKTIKA KOPUATLA.
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BiBAloypapia

Link pouoceiou

https://www.boeing.com/defense/ah-64-apache/
https:/www.army.cz/en/armed-forces/equipment/air-force/helicopters/mil-mi-24---nato-code:-hind-38157/
https:/www.army-technology.com/projects/leopard/
https:/drprem.com/travel/war-tourism-guide/#History
https://www.digitalcombatsimulator.com/en/downloads/texture_templates/
https:/www.pkm.gov.gr/default.aspx?lang=el-GR&page=514

https:/en.wikipedia.org/

https:/www.google.com/

https://app.virtualtourcy.com/viewer/war-museum



Euxapiotieg

Euxaplotw tnv Virtual tour Cy yia tnv nAat@oppa otnyv ornoia yivetatl to virtual tour
Tou pouoceiou kal tov AAeEavdpo Kedapitn mou rjtav o uneuBuvog yia Toug 1xouq
KAl Ta NXNTIKA €€ ota animations. Eniong 6a 16eAa va euxaplotriow tov utteubuvo
KaBnyntn K. Z1dka Zmupo yla 1o evdla@epov 1ou £€del&e kal tn BorjBeld tou.

Eniong 6a n6eAa va euxaplotiow tov Eudyyelo Kokkivn yia tn dnuioupyia ng
pwtoypapiac eEwpuAiou (photo manipulation)
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