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Yuyxaywyiko AoyioUIKO

E@appoyEC AoyIoUIKOU TTOU OTOXEUOUV OTNV WPuXaywyia Twv
XPNOTWYV TOUG.

2T0X0G: XapaKTNPIOTIKA:

* pabnon , e uywnAou Baduou
® QVOTITUSN BECIOTATWY 5100paCTIKATNTA
° 'ITGIXVI6I’ , ® cUKOAIa xpriong
e QI0ONTIKA aTTOAQUON



Yuxaywyiko Aoyiopiko & Eikovikoi Koouor*

*Alias Eikovika lMNepiBaAAovTa



Eikovikoi Koouol:
Epappoyég Yuxaywyiag - xpnoeig

QIXVidla EVOC N TTOAAWYV XpNOTWYV
epINynon o€ aclobeara

OAITIOTIKEC EQPAPUOYEC
EKTTAIOEUTIKA €IKOVIKA TTEPIBAAAOVTA




MEBoSOI atroTUTTWONG EIKOVIKOU
Koéouou

Path.
You are standing on a path which leads off a road to the north, to a cottage
south of you. To the west and east are separate gardens.

¥
Flower garden.
You are in a well-kept garden. There is an unexpectedly sweet smell here, and
you notice lots of flowers. To the east across a path there is more garden.
ey
iR Cliff.
LR You are standing on the edge of a cliff surrounded by forest to the north and
o the long, hot, sun-sbarp a river to the south. A chill wind blows up the unclimbable and unscaled

jns, shrill and excited, making the B e A 7
<s. To the Selds he ralse was heights. At the hase of the cliff you can just make out the shapes of jagged
e o the wrapping Of leaves and pocks.
Wl
fs you approach the edge of the cliff the rock starts to crumble. Hurriedly,

e cea sl 1 you vetreat as you feel the ground begin to give way under your feet!

y, lilke 2 blush spreading up the *]lea
You are splattered over a very large area. or at least most of you
iz. The rest of your remains are, evn now, heing eaten hy the seagulls
(especially your eyes?. If you’d have looked properly hefore you leaped vou
might have decieded not to jump!
Persona updated.
Would you like to play again?

e T




EpapuoveEg EiKoviKwv KOoHWV:
ATrapxn

Multi-user Dungeon 1978 Roy Trubshaw

Path.

¥You are standing on a path which leads off a road to the north., to a cottage
zouth of you. To the west and east are separate gardens.

Eadl)

Flower garden.

You are in a well-kept garden. There iz an unexpectedly sweet smell here,. and
vou notice lots of flowers. To the east across a path there is more garden.
L)

Cliff.

¥You are standing on the edge of a cliff surrounded by forest to the north and
a river to the south. A chill wind blows up the uwnclimbahbhle and unscaled
height=z. At the base of the cliff vyou can just make out the shapes of jagged

Az you approach the edge of the cliff the rock starts to crumble. Hurriedly.
you retreat as you feel the ground begin to give way under vour feett

*]eap

¥You are splattered over a very large area, or at least most of vou

is. The rest of your remains are. evn now, heing eaten hy the seagulls
Cespecially vour eves?. If you'd have looked properly hefore you leaped vou
might have decieded not to jump?

Persona updated.

lould vou like to play again?



http://en.wikipedia.org/wiki/Roy_Trubshaw
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Wnoiakoi Eikovikoi Koo ol

AvaTTapaoTACEIC TUNUATWY TOU KOOMOU, TTPAYMATIKOU N
(PAVTAOTIKOU, TTOU UAOTTOIOUVTAI JE YNPIOKA UTTOAOYIOTIKA
uEoa.

XapaKTnpPIOTIKA: Aopika oToixeia:
e TTPOCOMOIWON PAIVOUEVWV e ¢cufubion
e TTAPOUCIA XpNOTWV e OAANAETIOPACTIKOTNTA
e Kivnon XpnoTwv e (pavTaoia
e OAANAETTIOpOAON ME AVTIKEIMEVA KOl _
K APOKTAPES 2TOXOI:

e EKTTAIdEUON

e uxaywyia

® ETTAYYEAUATIKA - ETTIXEIPNMATIKA
LMOVTEAQ



WYnoilakoi Eikovikoi Koouol

YTToAoyIOoTIKA ONUIouUpYid, avatTapaoTaon Kal
TTPOCOMOIWON EVOC TTEPIBAAAOVTOC TTOU
ETTITPETTEI OTOUC XPNOTEC va KIvnOouv o€ auTo
KOl VO AAANAETTIOPACOUV JE QVTIKEIMEVA KAl

XOPAKTNPEC.



Xwpog Kal 1010TNTEG

AvatrapaocTtacn €vOg THNUATOC:
® TOU TTPAYHATIKOU N
® TOU E£IKOVIKOU KOOUOU

OTTOU Ol PUOIKEC I01I0TNTEG:
e JlaTNPOUVTAl NEPIKWCG N
® (OTO OUVOAO TOUC Kal

® ETITTAEOV, UN TTPAYMATIKEC, UTTOPOUV Va
IoxUouv



MEBodoI avTiAnwncg Eikovikou Kéopuou

O1 yéEBodoi avtiAnwng Twv EiIKovikwv Koouwyv
gival Quega OXETICOMEVEC ME TIC OUVATOTNTEC
alocONTAPIOC avTiAnWNC TOU UTTOKEIJEVOU-XPNOTN,
T.X.:

e EIKOVQ

e HyoC

o AQN



OtrTikotroinon Wneilokou EIKovikou
Koéouou

e 3A/2A ypagika
o QPwropeaAiouoc / atmmrAotroinon / oTtuNilapioua
® 2 UOKEUEG ATTEIKOVIONG



AoOMIKA OTOIXEIO
(ouvBeon TrepIBAAAOVTOG)

e XwpPOC
e AVTIKEINEVA
O EVEPYA N
o TTadnTIKA
e XPNoTeC
e [010TNTEC TWV TTAPATTAVW



Xwpoc¢ Eikovikou Koopuou

e ATTOTEAEI TOV XWPO (APXIKA KEVOC) TTAVW OTOV
OTTOi0 TOTTOBETOUVTAI TO OTOIXEIO TOU EK.

e 'EkTaon: Bewpntika arreipn - ad infinitum

e [D10TNTEC: ApPXIKA KaMIa



AvTikeipeva Eikovikou Kéopuou

[MaOnTIKA:

® 0tV EKTEAOUV EVEPYEIEC
® £XOUV I0I0TNTEC

Evepya:

® EKTEAOUV EVEPYEIEC OXETIKEC UE TOV OKOTTO TOU
EK

® £XOUV I0I0TNTEC



[MAgovekTnuata EK

AladpaoTIKOTATA

EupBubion

AlcioOnTIkKOTNTO

Avatrapaywyn KOouou

[Tpocouoiwon yeyovoTwy

AuvaTtoTnTa ATTOPUYNC TTEPIOPICHWY Tou K



EpapuoveEg EiKoviKwv KOoHWV:
E€EAIEN

AUCNON ETTECEPYAOTIKNG I0XUOC

BeAtiwon ypa@ikwy HY

27 ypagika — 3A ypaIka

ECEAICN CUOKEUWYV Kal TEXVIKWYV O1Adpa0NG



[MpaypaTIKOTNTA - EIKOVIKOTNTO
Reality—virtuality continuum

[TpayuaTIKO TTEPIBAAAOV
ETraucnuévn TTpayuaTIKOTATA
ETraucnuéevn €ikovikoTNTA
Eikovika TTeEpIBAAAOVTO

B~ =


http://en.wikipedia.org/wiki/Virtuality_Continuum

Eikovikoi Koouol:
Kpitnpia

1.
2.

3.

KaBe xpriotng £vac €IKOVIKOC XOPAKTAPOC
OI1 XapOKTAPEG ETTIPEPOUV AAAAYEC OTOV
KOOMO

AMNNAETTIOpAON XPNOTWYV OE TTPAYUATIKO
XPOVO

. KolvOo¢ KOOHOC, 01 XOpPOAKTNPEC TOV

JoipadovTal

O KOopo¢ TTapoucialel HovINOTNTA - N
£€000C TOU XpNoTn dev JIAKOTITEI TN PON TWV
YEYOVOTWYV O€ QUTOV



Eikovikoi Koouol:
Aopuikda oToixeia (avriAnwn repIBAAAOVTOG)

e Epufubion - immersion
e AAAnAeTTidOpaon - interaction
e QPavraoia - imagination



EupuUBion

H aiobnon OT1 0 XpNoTNG atToTeAEl HEPOC TOU
€IKOVIKOU Koouou. O1 acBnoeic Tou eoTialouv
TTEQPICOOTEPO OTOV EIKOVIKO KOOMO TTapa OTOV

TTPAYUATIKO.

[TapAyoVvTEC - TTAPOXN EVTOVWYV EPEBIOUATWV:

e 3A ypa@ika

o PwTopeaNioudg

e Hyog

® XPnon €IKOVIKOU XapakThpa (avatar)



EuBubion xpnotn

e H aiocBnon Tou va gival TTapwy oToV XWPO TOoU
Eikovikou Kéouou.

e O a1I0ONOEIC TOU ETTIKEVTPWVOUV TTEPICOOTEPO
oTtov EK 1TTapa otov trpayuaTiko.

e Nontn euuBion: n aiocbnon (eavTaoTIKA TTWG
BpiokeTal otov EK)

e Quoik euBUBION: N dnuIoUPYIa ICXUPOTEPWV
QTTO TOU TTPAYUATIKOU KOOUOU £PEBICUATWY



EIKOVIKOC KOOUOC

+

EIKOVIKN TTpayuaTIKOTNTA

H €IKoVIK) TIPayMaTIKOTNTAO XPNOIUOTTIOIEI
EIOIKEC OUOKEUEC KOl TEXVIKEC 0O1adpaong
KABWC Kal ETTITTAEOV AIOBNOEIC OTTWC N APN.



EiKovIKOiI XOpOKTAPEG - Avatars

O1 €IKOVIKOI KOOUOI XpeIAleTal va avaTrapioTouV TOUG
XOPAKTAPEC TTOU OPOUV EVTOC TOUC. ['la Tov Adyo auTto
UTTAPXOUV Ta avatars.

Ta avatars:

e YXPNnOoIPoTToIoUVTal VIO TNV “EVOAPKWON” TWV XPNoTwV,
e £XOUuV ouvnOwg avlpwTToEIdr HopPPN



KaTnyopieg EIKOVIKWY KOGHWYV

[l TTarxvidla poAwv
o MMORPG:

m World of Warcraft
KoIVWVIKNC OIKTUWONG
o Second Life
Epyaciac
o Wonderland — Multi-User Virtual Environments
ExTtraideuoncg
o Wonderland
o Second Life _
[TpayuaATIKAC ATTEIKOVIONC
o EIkovikog Kéopog loviwv NRowv




Tpi1didoTaTto lNepiexouevo
Eikovikwv KOoouwyv Kal
AOMUIKA 2TOIXEIO



1016TNTEC EK

PuoikEC 1016TNTEC OTTWC:
e BapurTikn €A¢n

e NeuTtwvelol Nouol Kivnong (Philosophiae Naturalis Principia
Mathematica 1687):

o ADPAVEIQ (10g véuog)
o Auvaun - pada -emTaAXuUVaon (2og véuog)
o Apaon-AvTidopaon (3og véuog)

e OTITIKEC 1I010TNTEC (PWC)



3A avTIKEIpNEVA

e BaOIKA YEWUETPIKA QVTIKEIMEVA (OTEPEQ CWHATA)

o KUPBOC - opBoywvio TTapaAANAETTITTEDO

O  KWVOG

o  KUAIVOPOG

o o@aipa
® 2UVOETA YEWMETPIKA QVTIKEIMEVA (OUVBUAOHOI BATIKWYV)
e Mn YEWMETPIKA AVTIKEIMEVA (QuUOIKA avTikeipeva Tou MK)

2XnNHaTiCouv oTIYMIOTUTTA AVTIKEINEVWY TOU MK | @avTaoTiKa



‘Edapoc¢ - terrain

Emidveia otrpigng Twyv avTikelyEvwy Tou EK. MTTopei va
TTapouaiadlel oTolxEia:

® (PUOIKOU £0APOUC

e avOpwWTTOYEVOUG eTTIPAVEIAG (OATTEDQ)
e OUVOUOOMOI PUOIKOU KOl avBpwITToyevoucg



EiKoviKoi XapaKTApEG (avatars)

XpnoliJoTtrolouvTal YIa VO EVOAPKWOOUV UTTOKEIMEVA TTOU
BpiokovTal kal evepyouv oTov EK.

Ta uTToKEiyeEVa auTa PTTOPOUV Vva gival:

® TIPAYMATIKOI XPNOTEC

® UTTOAOYIOTIKA ONMIOUPYNMEVOI TIPOCONOIWTEG XPNOTWV
(agents - bots) 61TOU PTTOPOUV VA AVTIOTOIXOUV OE:
O TIPOCWTIA UTTAPKTA, TT.X. IOTOPIKEC TIPOCWTTIKOTNTEG N
O (PAVTAOTIKOUC XAPOKTNPEC - persona ficta

O1I €IKOVIKOI XapaKTAPEC Eival ouvrnOwS avBpwTTOUOPYOIL.



DuoIKEG 1010TNTEG

MeTagpepovtal otov EK ) 6xi (ad libitum) avaloya pe Tov
OKOTTO:

® PEQAIOTIKN TTPOCOMOIWON;

® QTTOPUYI TTEPIOPIOUWV;

e TIPAYMATOTTOINON PAVTACIAC;



Dwg - OTTTIKEG 1010TNTEG™

Kat’ avTtiotoixia pe tov [NK otov EK ptropouv va uttapxouv
PWTEIVEC TTNYEC.

To ewc gival atrapaitnTo yia TNV OTITIKA AvTIAnYn.

O1 aAyop1BuoI QWTOGC-OKIaoNG €ival ETTIPOPTIOPEVOI JE TRV
TTPOCONOIWAN TWV IDIOTATWY TOU PWTOGC KAl TWV OTITIKWYV
IOIOTATWY TWV AVTIKEIMEVWV.

*BA. EvoTnTa 4n - 3A ypagIka



AvatrapdoTaon 3A AVTIKEINEVWYV

® 2UVOAO YEWUETPIKWY ONUEIWV (KOPUPEQ)
e MeTacu TOUG EVWOEIC (OKUEQ)
e 2ynuatiCouv ETTITTEDEC ETTIPAVEIEC (TTOAUYWVQ)

[ToIKiAAOUV QTTO YEWUETPIKA ATTAQ, TT.X. KUPBOG, £WC
YEWMETPIKA TTOAUTTAOKA, TT.X., AOUAOUODI.

O1 €TTIPAVEIEG:

® QVOKAOUV QW¢
® £XOUV OUYKEKPIMEVO XPWHA - UPN KAl OTITIKEC IOIOTNTEC



3A INpa@ika



T1 gival Ta 30 ypa@IKAQ

AtTOod00nN 3 d100TACEWY O€ DIdIACTATO XWPO (000vN) uE

XpPron €10IKwV aAyopiBuwy TTou ouvBwg eKTEAOUVTAI ATTO
e10IKA axedlaauévo UAIKO (GPUSs).

e [lpoutroAoyiouéva (KIvAuaTOYPAPOC)
e [IpayuaTikou xpovou -> AladpaaTiKa (BivreoTraixvidia)

[Tolo a1Td Ta QU0 TTAPATTIAVW TTPOCEYYICEl KAAUTEPA TNV
TTPAYMATIKOTNTA KAl YIATI;



Rendering - Computer Image Synthesis

H dnuioupyia d101a0TATNG OTITIKNG AVATTAPACTAONG £VOG 30
MaBNUATIKA OPICHEVOU AVTIKEIJEVOU ) OKNVNAG.

E101KO AoyIoMIKO -> Renderer

Render as:

Wireframe drawing Hidden line drawing Shaded image




["evikoi aAyopiBopol rendering

1n onuavTikn AsiToupyia n arrokoTtrr) (clipping): TuRuara TNG
OKNVNAG TTou gV BpiokovTal OTO 0paTo TNS MEPOC (viewing
pyramid) atToKOTITOVTAl.

2.TN CUVEXEIO EVAC €K TWV TTAPAKATW:

e Wireframe - TAEyua
e Hidden line elimination - e€AAEIYN KPUUHEVWY YPANUWY
e Hidden surface elimination - e¢dAcIpn €TTIPAVEIWYV

Elimination - eCGAcipn: pn UTTOAOYIONOC QVTIKEINEVWY TTOU
BpiokovTal EVTOC TOU OPATOU PUEPOUC AAAQ ATTOKPUTITOVTAI
aTTO AAAO QVTIKEIUEVO.



AAYOPIOUOG £CAAEIYNG KPUPNGS ETTIPAVEIOG

Frame buffer: opBoywvia didra¢n amodrnkeuong yia Kade
pixel TG €IKOvac.

['la KGO pixel 0 aAyopIBuOC £€eTAlEl T TTOAUYWVA YIA TAV
eUPEDN TOU, WC TTPOG TOV TTAPATNPENTN, TTANCIECTEPOU.
[ToOAUYywWVa TTOU ATTOKPUTITOVTAI OTTO £VA TTANCIECTEPO
gcaAgipovral.

Depth buffer f} z-buffer: xpnoiyoTtroicital kata Tnv
EKTEAEON TOU QAYOPIOPOU VIO TNV ATTOBNKEUON TWV
TTANCIEOTEPWY TTOAUYWVWV. 'EXEl idIEC DIAOTATEIC UE TO
frame buffer.

MeTa TNV €CAAEIYPN YiIVETAI N ATTOOOO0N TNG EVTAONC KAl TOU
XPWHATOC TOU avakAWPEVOU pwTOC (shading) Tng oknvAg.



Aladikaoiec 3A ypa@IKWV

PwTiop6C - lllumination

2Kiaon - Shading

Atrokotm - Clipping

Alagpavela - Transparency
Alauopewan uepnc - Texture mapping



OWTIONOG

O TTPAYMATIKOG KOOMOG YIVETAI OTTTIKA AVTIANTITOC XApn OTIC
1I010TNTEC TOU PWTOC KAl TWV AVTIKEINEVWV.
Mia o€lpa atro 1010TNTEC OTTWG:

e N avakAaan,

e n OI1GBAaonN,

e N TTOAWON Kal

® I OUNPBOAN TOU PWTOC

OlIAOPPWVOUV TNV EIKOVA TTOU €XOUME VIO AUTOV.

AUTEC TIC 1ID10TNTEC TTPOOCTTAB0UE VA avaouvBeoouue oTa

3A ypaQIka.



PWTIONOGS

MoVTEAO PWTIOHOU: avaTTaPACTOON TWV VOUWYV TTOU
OIETTOUV TO (PUOIKO PWG.

NAapBavel uttown:
® YAPOAKTNPIOTIKA QPWTOC (EvTaaon, Xxpwua, B€on,
d1euBuvon)

® YOAPOAKTNPIOTIKA AVTIKEIMEVOU (XPWHA, AVAKAQOTIKOTNTA,
dlagpaveia)

1. EuTtraipika povréAa (Empirical illumination model):
TTEPIYPAPOUV TTPOCEYYIOTIKA TO Qaivouevo (11.X. Phong,
OpenGL, Raytracing).

2. Quoikd povrtéAa (Physicall based): BaoiovTal OTIC
TTPAYMATIKEC 1I010TNTEC PWTOC KAI AVTIKEIMEVWV (TT.X.
Radiosity, Photonmapping).



TUTTOI PWTWV

® Zr"JﬂaKé QWG Point light Spot light
® 2TTOT ®
e FEUubtiac

e Oupavou (Skylight)
o [¢evIKO N TTEPIBAAAOVTOC (Ambient)
e AvakAdocelg - Epueco (Reflected - indirect)



Pwcg epIBAAAOVTOC

Opata avTIKEINEVA XWPIC ANETO WTIONO. O

PWTIOCPOC AUTOC:

e Ocev £xel B€on n dieuBuvon

e ¢cival oTaBEPOC YIa OAEC TIC ETTIPAVEIEC TNG
oKNVNG

® cVOEXETAI VA EXEI XpWUA

® TO AVOKAWMEVO PWC ECapTATal ATTO TIG
1I010TNTEC TNG ETTIPAVEIAC



2Kiaon

To yeyovOcg TOU OTTOKAEIOOU
TNG TTPOCTITWONG MIOG
OEOUNG PWTOC O€ HIa
ETTIPAVEIQ.

Evioxuel TNV avTiAnyn Tou XWPOoU Kal TS YEWUETPIOC TWV
QVTIKEIMEVWV.




QwTIONOC - ZKiaon

PwTIoONAC ival N aAAnAeTTidpaon UAIKOU Kal
PWTOC (PUOIKN).

2 Kiaon €ival n dladikaaia UTTOAOYIOUOU TOU
XPWMATOC KABE pixel (Yypagika) Kar ouvnOwc
eTnpeadeTal atro ToV PWTIOUO.



MovTtéAa PwTIoHOU - 2ZKiaong

To Tomkoé povtéAo (Local illumination 1r.X. Phong,
OpenGL) AauBavel utroyn:

® TO QPWC,

® TO XAPOKTNPIOTIKA TOU ATTEIKOVICOMEVOU QVTIKEINEVOU KAl
e Tn B€on TOU TTAPATNPNTA

EupU povTtéAo (Global illumination): Aauavel uttown Tnv
aAANAeTTIOpaon (TTPOCTITWON) TOU PWTOC OANG TNG OKNVNAG
(11.X. Ray-tracing, Radiosity).



MapAPETPOI HOVTEAWYV PWTICHOU

[Inyn ewTOC:
e 'Evraon
e 0Ofon

e AieUBuvon
e OPdoua

e TuUTrOC (OXNMa TT1.X. onuelako/point light)

Eikovi{Oueva avTIKEiPEVA:

@éon

AvakAaoTIKOTNTA

Xpwua

Alag@avela

EyyutnTta pe GAAa avTikeiyeva

[Mapatnentn (0@BAAUOC-KAUEPQ):

e 0Oéon
e [di0TNTEC CICONTAPQ



TEXVIKEG AVAKAOONG

Ambient - yeviKO: TO avTIKEiPEVO TTapouaiadeTal
QUTOPWTO

Diffuse - diaxuong: avakAaon akTivwy idlag
EVTAONG TTPOC OAEC TIC KATEUBUVOEIC aTTO KABE
ETTIPAVEIA - ETTNPEACETAI ATTO TN YWVid
TTPOCTITWONG

Specular - KatoTTpIKO: AauBavel uTTOWnN TN
Ol1EUBuvoN TOU PWTOC Kal TN B€on Tou
maparnenTn. Npoodidel aAnBopaveia o€
OTIATIVEC ETTIPAVEIEC.



TEXVIKEG AVAKAOONG




TEXVIKEG avAKAAONG

Ambient light reflection |_=L_~*k_

|, &vraon avakAWPEVOU QWTOG
L €vraon Tou TTIPOCTTITITOVTOG OTNV ETTIQAVEIA QWTOG
k, TTapayovrag avakAaong

Diffuse light reflection |, = Lp "k, " cosi

mnyn ewTog TaPATNPENTAG




TEXVIKEG OKIAONG

e Flat polygon shading*™——— Per polygon shading
e Gouraud smooth shading™ Per vertex
e Phong smooth shading™— Per pixel

Flat Gouraud Phong

* @QEua yia TTPOAIPETIKN Epyaaia



Texture mapping

Yowy -

Alauoépowon




Alapopoewon Yewyv - Texture mapping

S
v fifa
/ :-III T
| T
5 ii L ]
n : T g

[MpokaBopiouévo pEyeBog Kal To pé€yeBog kal o TTpocavaToAMIouOs TNG
TTPOCAVATONIOUOG UPAG UQr¢ €CapTwvTal ATTO TO TTOAUYWVO

o AOXETWG YeEyEBOUC Kal
TTPOCAVATOAIOUOU TTOAUYWVOU



AvayAuopn uen - Bump map

Yon AvayAugo uopng

I




NMpokAnoeig yia 3A ypa@IKA TTPAYMATIKOU
XpPOvVou

e KivnuaTtoypagikn ToioTNTaA:
o Aliasing - TTapauépewan pixel
o Motion blur & depth of field - B6Awaon kivnong & Baboc¢ trediou
o Transparency - dlagpavela
o (Geometry - yewueTpia
o PWTIONOGS
o Global illumination - eupU HOVTEAO PWTIOPOU
o Shadows - ammrédoaon okiaong
o Reflections - avakAdoeig



Katroieg Auoeig

Aliasing: Anti-aliasing
dwTiIopoC: Lightmapping

BeATiwon ekTEAEONC:

e Optimization (peiwon TTOAUYWVWV)
e Level Of Detail (TroAUywva - atréoTOON)
e Per Layer Cull Distances (avTikegipeva - atréooTaon)



Eikovikoi Koouol: ZuyBoAn Twy Y/2*

XApaKTNPIOTIKA TWV Y/2:

e QUVANIKOTNTA (pon TTANPOPOPIAC)
® QaUCNON UTTOAOYIOTIKNG IO0XUOC

® £CEAICN TTEPIPEPEIOKWY OUOKEUWY
e QVATITUCN KATAAANAOU AoyIOIKOU

* YTTOAOYIOTIKG 2ZuoTApaTa



AuvapIKOTNTA TWV Y/2*

O KOOPOC, TTPAYMATIKOC N EIKOVIKOC €ival
OUVAMIKOC. 2NMAVTIKO XapakTnpIoTIKO EK n
O100PACTIKOTNTA.

Evépyeieg ZUOKEUEG ) /
@ [aloéaou J nAﬂPO(POplo>
i ZUOKEUEG ’
%FRGIOHGTG [ ££650u J MAnpogopia
XpfioTng L




ATraiToupeva otoixeia Y/

e Movada eTrecepyaaiag

e 2U0TNHA £€000U - AvATIAPACTAONG -
dNUIoUpYiac EPEBICUATWYV

e 2UOTNMA €I0000U EVEPYEIWV XPNOTN



Au¢non YTroAovyIoTIKNG loxuog

“The complexity for minimum component costs has increased at a rate of
roughly a factor of two per year (see graph on next page). Certainly over the
short term this rate can be expected to continue, if not to increase. Over the
longer term, the rate of increase is a bit more uncertain, although there is no
reason to believe it will not remain nearly constant for at least 10 years.”

Moore, Gordon E. "Cramming more components onto integrated circuits”, Electronics, Volume 38,
Number 8, April 19, 1965.

http://www.cs.utexas.edu/~fussell/courses/cs352h/papers/moore.pdf

“Complexity of integrated circuits has approximately doubled every year
since their introduction.”,

Moore, Gordon E. "Progress in digital integrated electronics." IEDM Tech. Digest 11 (1975). http://www.
eng.auburn.edu/~agrawvd/COURSE/E7770_SprO07/READ/Gordon_Moore 1975 Speech.pdf



[MepIPEPEIOKEC OUOKEUEG EICOO0U

[TANKTPOAOYIO

2 UOKEUEC KaTadelicnG (mouse)
Xelpiotnpla

Kauepeg

AI0ONTNPEC Kivhong



[MepIPEPEIOKEC OUOKEUEC ECOOOU

2 UOKEUEC TTPOROANG (000veC / TTPOBOAEIC)
HXNTIKN TTNYN

ATITIKEC OUOKEUEC avadpaong
KivaioOnTIKEC CUOKEUEC avadpaong



OAOKANPWHPEVA CUCTAMATO
AVOTTAPAOCTAONC EIKOVIKWYV KOOHWYV

e Awparia TTPo0ANC
e QOAol
e Head Mounted Displays

[Tpoo@Epouv uwnAn euuBion (highly immersive)

U

Eikovikn lNpayuatikdtnTa



Eikovikn MNpayuaTikKoTNTO



H TTpayuaTikOTNTA UTTAPXEI AOXETWCE TNG
atToyng Yag yia auTn.

H €IKOVIKN TTPAYMATIKOTNTA PAC OIVEl TNV
aiocOnon kai Tn duvaTtoTnTa dNUIoUPYiIag
ATTOYNC YIa KATI TO EIKOVIKO, OTTOU E£IKOVIKO KATI
unN TTPAyUATIKO.



O1 aTrapxEQ

2. TTNAQIOYPAPIEC: O TTAAAIOTEPOC YVWOTOC
QTTOTUTTWHMEVOC TPOTTOC METAPOPAC TTANPOYPOPIaC

21AAaIo AATapipa



A. B. PRATT.
FIREARM, }
APPLIGATION FILED MAY 15, 1916,
Patented Dec. 2, 1919,

4 SHEETS—SHEET 1.

1,328,609,

.

Avadpoun

1916: Albert Pratt yia xeipiopo
OTTAWV

Travereder:
SAdbes& T Praiid.



Avadpopun

1929: Edward Link, |
the “Link Trainer” |



Avadpoun

1956: Sensorama

Introducing . . .

sensorama

The Revolutionary Motion Picture System
that takes you into another world :

with

3-D

WIDE VISION
MOTION

COLOR
STEREQ-SOUND
AROMAS

WIND
VIBRATIONS

QO PATENTED

SENSORAMA, INC., 855 GALLOWAY ST., PACIFIC PALISADES, CALIF. 90272

TEL. (213) 459—2162



Avadpoun

1960: Stereoscopic
- Television
Apparatus for
Individual Use

Oct. 4, 1960 M. L. HEILIG 2,955,156
STEREOSCOPIC-TELEVISION APPARATUS FOR INDIVIDUAL USE

Filed May 24, 1957 3 Sheets-Sheet 1

INVENTOR

B‘%}@M ?‘_q“(

—A ATTORNEY S



Avadpoun

1963: Sketchpad
by lvan Sutherland

1968:"A Head-mounted Three-
Dimensional Display”,
lvan Sutherland.

AilaBaocTe 10 paper: http://dx.doi.org/10.1145/1476589.1476686




Avadpoun

1977. Sayre Glove, Tom DeFanti, Rich Sayre,
Daniel Sandin

Eu@avidovtal ol TTIPOCWTTIKOI UTTOAOVIOTEC:
Commodore, Apple



2NMEPQ




4 Trapayovrec Tng E.M.*

EiKoviKO¢ KOauog
EupBubion

AloOnTIK avadpaon
AladpaaoTiKOTNTA

B =

* Eikovik MNMpayuaTtikétnta - Virtual Reality, VR



Eikovikog Koouog - Virtual World

‘Evac €IKOVIKOC KOOUOG UTTOPEI VA UTTAPXEL
EKTOC guoTnuarocg E.IM.

ath.
ou are standing on a path which leads off a road to the north, to a cottage
:outh of you. To the west and east are separate gardens.

ou are in a well-kept garden. There iz an unexpectedly sweet smell here, and
o notice lots of flowers. To the east across a path there iz more garden.

‘ﬂu are standing on the edge of a cliff surrounded by forest to the north and

river to the south. A chill wind hlows up the unclimbable and unscaled
heightz. At the hase of the cliff you can just make out the shapes of jagged
ocks.

iz you approach the edge of the cliff the rock starts to crumhle. Hurriedly,
Tu retreat as you feel the ground hegin to give way under your feet?
eap
ol ﬁrc splattered over a very large area, op at least most of you
is. The rest of your remains are, evn now, being eaten hy the seagulls
{especially vour eves). If you'd have looked properly hefore you leaped vou
ight have decieded not to jump!
Persona updated.

ould you like to play again?




EppUBion - Immersion

[MveuvuaTiki kal Puoiky (Mental & Physical
Immersion)

H @uoikn eyBUBIoN XpNOIYOTTOIEI KATTOIO JECO
(1010 ecotTrAiopo), m.x. CAVE, Head-Mounted-
Displays, €I0IKa yavTid



AloOnTIKN avadpaon - Sensory Feedback

XPNOIUOTTOIET TOV E10IKO ECOTTAIONO YIa VA
QVTATTOKPIOEI OTIC EVEPYEIEC TOU XPNOTN KABWC
KAl yIa TV JETAOOON TTIOW O AUTOV TOU
QATTOTEAECMATOC TWV EVEPYEIWV TOU.



A10dpaCTIKOTNTA - Interactivity

H eutreipia Tou E.K. etTa@ieTal OTIC EVEPYEIEC
TOU XPNOTN.

AVTITTAPADEIYUA: KIVAUATOYPAPIKEC TAIVIEC
otTou o E.K. £xel auaTnpa TTpoKaBopIouEVN

oInynon.



2uoTtApaTta Eikovikng MNpayuatikotnTog

e Anuioupyia €IKoVIKOU TTEPIBAAAOVTOC
o CAVEs
o Head Mounted Displays
o |Immersive desks

e 2UuOoTnuara l100d00u - User monitoring
o Aviyxveuon 6¢onc - Position tracking
o Avixveuon ocwpaTog - Body tracking
O 2UOKEUEC €10000U
o  Avayvwpion Qwvng



Computer Aided Virtual Environments

http://www.youtube.com/watch?v=Gng-8iaOcXk
http://vimeo.com/64886882



http://www.youtube.com/watch?v=Gnq-8iaOcXk
http://www.youtube.com/watch?v=Gnq-8iaOcXk
http://vimeo.com/64886882
http://vimeo.com/64886882

Aviyveuon ©eong - Position tracking

Electromagnetic

Mechanical

Optical i oube comuscrrepsusoweuvaisip ssosseopscasre
Videometric

Ultrasonic

I n e rtl aI http://www.youtube.com/watch?v=solJzP7pbzA

Neural



http://www.youtube.com/watch?v=BduSDvUU6MY&list=PL56943EDB5C44673B
http://www.youtube.com/watch?v=solJzP7pbzA

Avixveuon cwuaTtog - Body tracking

AVIXVEUON KEPAANC - hipimmnyoutibe comuaicnrushoieiz snau
XEPIWV - OOKTUAWV o youtube comuatchv=pavezusics
OPOAANUWYV i voutube comwaierrmxmanseyr 2oy

Kopuou

KATWw AKpwyV - TTEAPATO

‘Eppeon avixveuon



http://www.youtube.com/watch?v=h9kPI7_vhAU
http://www.youtube.com/watch?v=pQYcZUBtErs
http://www.youtube.com/watch?v=XR3NXy7Lz4Y

2TO MEAAOV; ZKEWN - TTOPEMPBOAN;

http://www.youtube.com/watch?v=WIwvgm3AHvc
http://www.youtube.com/watch?v=QRt8QCx3BCo
http://en.wikipedia.org/wiki/Electroencephalography

http://www.nature.com/srep/2013/130228/srep01319/full/srep01319.html - http://io9.a.ec.viddler.

com/io9_48zt634ub6egciuk4vipixld3q1a587.mp4?
fd9f2a1c14aadf1069f046c06af41e2b08c19cc36d86769d8a251dcdb957255ae14aa240e2f31339538b4e3917e98dd4bc

53268f3bde2c0b1535e70ff105253ae54f5acd9b



http://www.youtube.com/watch?v=Wlwvgm3AHvc
http://www.youtube.com/watch?v=Wlwvgm3AHvc
http://www.youtube.com/watch?v=QRt8QCx3BCo
http://www.youtube.com/watch?v=QRt8QCx3BCo
http://en.wikipedia.org/wiki/Electroencephalography
http://en.wikipedia.org/wiki/Electroencephalography
http://www.nature.com/srep/2013/130228/srep01319/full/srep01319.html
http://io9.a.ec.viddler.com/io9_48zt634u6egc1uk4vipixld3q1a587.mp4?fd9f2a1c14aadf1069f046c06af41e2b08c19cc36d86769d8a251dcdb957255ae14aa240e2f31339538b4e3917e98dd4bc53268f3bde2c0b1535e70ff105253ae54f5acd9b
http://io9.a.ec.viddler.com/io9_48zt634u6egc1uk4vipixld3q1a587.mp4?fd9f2a1c14aadf1069f046c06af41e2b08c19cc36d86769d8a251dcdb957255ae14aa240e2f31339538b4e3917e98dd4bc53268f3bde2c0b1535e70ff105253ae54f5acd9b
http://io9.a.ec.viddler.com/io9_48zt634u6egc1uk4vipixld3q1a587.mp4?fd9f2a1c14aadf1069f046c06af41e2b08c19cc36d86769d8a251dcdb957255ae14aa240e2f31339538b4e3917e98dd4bc53268f3bde2c0b1535e70ff105253ae54f5acd9b
http://io9.a.ec.viddler.com/io9_48zt634u6egc1uk4vipixld3q1a587.mp4?fd9f2a1c14aadf1069f046c06af41e2b08c19cc36d86769d8a251dcdb957255ae14aa240e2f31339538b4e3917e98dd4bc53268f3bde2c0b1535e70ff105253ae54f5acd9b
http://io9.a.ec.viddler.com/io9_48zt634u6egc1uk4vipixld3q1a587.mp4?fd9f2a1c14aadf1069f046c06af41e2b08c19cc36d86769d8a251dcdb957255ae14aa240e2f31339538b4e3917e98dd4bc53268f3bde2c0b1535e70ff105253ae54f5acd9b

