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ITPOAOI'OZ

I[TPOAOTOX

Me Tnv ouvexwg augavouevn dnuo@iAia kar d1ddoon Twv SIKTUAKWY EIKOVIKWY TTEPIBOANOVTWY, EXEl
ouvTeAeOTEl pIa €€ioou onuavTiK UETABOAR OTIC ATTAITACEIS TWV XPNOTWV TTOU XPNOIYOTTolouV Ta
OIKTUOKA  €IKOVIKA  TTePIBAAAOVTa Kol avadntouv o€ auTtd TToloTIKA AgiToupyia Kol OIEUPUPEVEG
ouvardtnTeg. KaBwg 1o 3D Internet cuveyicel va e€ammAwveTal, Ba TTapouciddeTal pia oAoéva auéavouevn
avdykn yia TNV TTOIOTIKA avatrapdoTaon avBpwITIVWVY avaTTapacTAcewy g€ auTtd. H emmiteuén autol Tou
OTOXOU, QTTQITEl TNV KOTOOKEUR WeyGAwv BIBAIOBNKWY atrd mTpdTuTra avBpwTroeldr (avatars) dlaBéciua
TTPOG XPNon, Kabwg Kar KaTaAANAwY epyaAgiwy TTou Ba EMTPETTOUV TNV KOTOOKEUR VEWV avOpWITOEIdBWV
ammé pndevikn Bdon kar Tnv povreAoTroinon Tng Kivnorg Toug pe Troikidoug Tpdtroug. Ta Trapatrdvw
ouveTédeoav atnv Kabiépwon Tou H-Anim, evog TTPOTUTIOU TTEPIYPAPAG AVOPWITTOEIBWY YIa TNV YAWCooa
mepiypa@ng 3d ypagikwyv X3D, KaBopiouévwy KOTA TETOIO TPOTTO WWOTE VA TTAPEXOUV CUMPBATOTNTA,
eueNigia kal aTTAGTNTO.

210 TAQiola TTponyoUuevnNG Katd BepaTiKA Kal EPEUVNTIKA O€1pd SITTAWMATIKAG £pYACiag, TTAPOUCIACTNKE
€vag €UENIKTOG PNXavioPog TTapoxng Bacikwyv Asitoupyiwv yia 1o TTPOTUTTOo H-Anim. Zuykekpipéva,
TTAPOUCIACTNKAV AEITOUpYieg eMKUpwong oupBatoTnTtag pe 1o H-Anim, avixveuong emimmédou ApBpwaong
(Level of Articulation) kai eicaywyng véwv Animations atd kdmolo Ao apxeio oupBatd pe 1o H-Anim.
216X0G TNG TTapoUcag SITTAWMATIKAG €ival n €TTEKTACN TNG 10€aG TNG TTPONYoUPEVNG SITTAWMATIKAG, WOTE
va TmapéxeTal £€vag TARpNG editor yia To H-Anim, n xprion Tou oTroiou va gival €UKOAN, QIAIKF) TTPOG aQUTOV
Kol aTrodOTIKA. ZUYKEKPIPEVA, BiveTal Eupaan TTAEOV 0TV TTPOCBAKN AEITOUPYIWVY TTOU ETTITPETTOUV GTOV
xpnoTn va emepBaivel duvapikd otnv igpapxia Tou povtéAou TTou emegepyddeTtal, Kabwg kal ae Béuata
YEWMETPIOG Kal EUPAVIONG. ZTOXO0G KATA Tnv dnuioupyia Tou editor gival o1 TrTapatrdvw AgIroupyieg va
TTapéYXovTal PE GO0 TO dUVATOV TTIO €UXPNOTO KAl QIAIKO TTPOG TOV XPAOTN TPOTTO, KOTA CUVETTEIX
KaBIoTWwvTag 10 H-Anim TAAPWG €TTEEEPYATIPNO XWPIG O XPNOTNG va XPelaoTei va emeepyaoTei
atreuBeiag To script Tou avatar Tng €MAOYIG Tou.

O KUpIog GYKOG TNG Epyaaiag TTou aKoAouBEi EGTIACEI GTNV TTAPOUCIOCT TWV AEITOUPYIWYV TTOU TTOPEXEI TO
TPOTUTTO H-ANim, KaBWg Kai aTo TTWG 0 editor TTou avaTrTixOnke PTTopEi va XEIPIOTEl TNV KaBeyia atrd Tig
AeiToupyieg TTou Trapéxovral ammd 1o H-Anim pe eUxpnoTo Kal QIAIKG TTPOG Tov XProTn TpoTro. Idiaitepn
éupacn 00Bnke oT1o va Tnpnbouv kar ammd Tov editor o Bacgikoi OXeSIOOTIKOI OTOXOl TIouU
TpoodiopioTnkav Katd Tov opioud Tou TTpoTuTTou H-Anim: cupfardtnta, eueAiia, amAdotnTa. Kavoupe
TIG €AdyioTEG OuvaTEG UTTOBECEIS KOl TTAPOAdOXEG OXETIKA ME Tov TUTTO €QOpUOywv Tou Ba
xpnoiyotroinBoulv Ta avatars Tou Ba emegepyaaTei/dnuioupyroel o editor, KOBWG Kal OXeTIKA pe Ta X3D
primitives TTou xpnoigotroiodvial wg evOlidueca yia Tnv oUvBeon 1R TpoTroTroinon €vog avatar.
Emmpdobeta, d6Onke 101aiTEPN onpacia aTto va diatnpenBei N TTapoxn AeIToupyiwyv 660 To dUVaATOV TTIO
aTTA, armopokpUvovTag Tov XpAoTn amd Tnv ameubeiog emegepyacia Tou script Tou avatar 60o 1O
duvardv TTEPICTOTEPO.

H doun Tng gpyaaciag éxel wg EAG: Ta TTPWTA KEQAAaia ava@épovTal YevIKG oTnv yAwooa VRML kai Tov
amméyovo TG X3D, TTapEXOVTAG OTOV AvayvwoTn €va OTOIXEIWDEG UTTORABPO WOTE va UTTOPEi OTnv
OUVEXEIO va KaTavoroel TTwg xelpi¢etal To H-Anim tnv dopnR evog VRML/X3D apyeiou yia va kabopioel
yia 1epapxia amd apbpwoelg. Ev oguvexeia, TTapouaidfoupe ammd BewpnTikr poTId Ta avatars Kai
EexwploTd 1O TPOTUTTIO H-Anim, dopwvTag To UAIKG Katd TETOIo TPOTTO WoTe TTOPAAANAa va yivetal
EMQAVEG TTWG TO TTPOTUTTO QVTOTTOKPIVETAlI OTNV Bewpia Twv avatars yia diktuakd TepiBdAlovta. O
OTOXO0G WG €dW gival, eKTOG aTTd TNV TTAPOXH £TTAPKOUG UTTORABPOU OTOV avayvwWwaoTn YIA VO KATAVONOEl
TTEPAITEPW TOV XEIPIOWO TOu editor, TO va TTapEXoulE Kal Evav TTARPN 0dnyd avagopdg yia KATTOIOV TToU
0a nBeAe va eutrAouTioel TTEpAITEPW TOV AN UTTAPXOVTA KWOIKA HE TTPOCOETA XAPAKTNPIOTIKA 1 va
OnuIoupyroel KATTOIOV €K VEOU. TO TEAEUTAIO PEPOG aVAQEPETAI OTNV KATAOKEUN Tou editor, otnv doun
KOl OTO IOICITEPA XAPAKTNPICTIKA XEIPIOPOU Tou H-Anim, oTov pnxaviopo Tiow atmd TIG AEITOUPYIEG, TIG
OUVOTOTNTEG ETTEKTOONG KAl TIG EYYEVEIG BUOKOAIEG TTOU CUVAVTABNKAV KATd TNV ouyypa®r Tou KWAIKA,
KOBWG Kal To TTWG OUTEG TTPOOTTEPACTNKAV.

210 onueio autd Ba BeAa va euxaplioTAOwW OO0UG CUVERAAQV PE YVWOEIG, 16€€C Kal OTAPIEN TNV
eKTTOVNON TNG TTapolcag SITTAWMATIKAG Epyaaiag Kal KatéoTnoav Tnv Pe TTOAAR douAeid uhoTroinon Tng
apxIKAg 16€ag duvarr.

Oa ABeAa TPpWTO aTrd GAOUG Va €UXAPIOTACW Tov eMIBAETTOVTA TNG OITTAWMATIKAG epyaaiag, KabnyntA
Tou TMHYTI k. Xprijoto MmroUpa, 0 0TT0iog TTapEixe ouolacTIk KaBodAynaon, oTrPIEN, YVWOEIG KaBWG Kal
néik utmooTApiEn. H Bondeid tou amodeixBnke Adn ammd Ta TPWTA PAUATA TTOAUTIMN YIa OAEG TIG
OUOKOAEG @AoEIG eKTTOVNONG TNG OITTAWMPOTIKAG Pou epyaciag. Tou eUyopal TTAvTa €TTITUXiEG O€
EPEUVNTIKO Kal TTPOCWTTIKG ETTITTEDO.
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Emiong ota TAaiola NG ouvepyaoiag pou pe TO0 Epyaotipio Katavepnuévwv ZuoTnudtwv &
TnAepaTikig Tou TMHYT1 kai Tnv EpeuvnTtikii Movdda 6 Tou EAITY Ba ABeAa va euxapioThow 181aITEPWG
Tov emIBAETTOVTO PETATITUXIOKO @OITNTA Baailelo Tpiyhiavd, o otroiog mpoBupwg pe OTrAPIEE Kal pE
kKaBodnynoe ka® 6An Tnv didpkeia eKTTOVNONG Tng OIMMAWUATIKAG €pyaciag, Tapéxovrag Bonrbeia,
YVWOEIG, CUPBOUAEG, KOTEUBUVTAPIEG YPAUPEG Kal TIPWTOTUTTEG 10€€G. H OUPBOAR Tou GTnV €KTTOVNON TNG
TTapoUoag SITTAWMATIKAG ATAV KOBOPIOTIKN.

O1 TeAeuTaieg uXaPIOTIEG OVAKOUV avap@IORATNTO OTNV OIKOYEVEID POU, TTOU PE OTAPISE TTPWTIOTWG
WuxoAoyikd o€ KdBe BUOKOAIO TTOU TTAPOUCIACTNKE KOTA TNV BIAPKEIA EKTTOVNONG TNG SITTAWMATIKAG HOoU
£PYyaOiag, oIKOVOUIKA KaB' 6An Tnv SIApKEIQ TwV TTPOTITUXIOKWY Jou otroudwyv o1o TuAua Mnyx. H/Y &
MAnpo@opIKAG OAAG Kol pou Trapeixav OAa Ta aTmmapaitnTa TIVEUMATIKA €@OdIA, TNV ETIYOVH, TNV
UTTOMOVI, TNV €PYATIKOTATA Kal TNV auToTreiBapyia Xwpig Ta otroia dev Ba ptropouca va aviatmeEéAbw
OTIG OTTaITAoelg TG epyaciag. O1 Trapamdvw €uxoploTieg atmoTeAolv  pia  eAAyIoTn  ammédoon
EUYVWHOOUVNG YIa OAQ 60Q TOUG XPWOTW.

AvegdpTnTa OmOé TO TOCOOTO OTO OT0I0 CUVEBaAAvV Ol TTOPOTTAVW OTnV OITTAWMATIKA €pyaaia,
avayvwpilw 6T yia Tuxov AdBn kai TpofAfuaTa doung f ouaiag Tou UAIKOU TTOU TTAPOUCIAZETal OTA
TAQioIa TNG epyaaiag kal mOavéov va €xel wg avBpwTmvo TTOVNUA, HovadiKog utTeUBuvog Kal £yyunTig
TTAPAPEVW O GUVTAKTNG TNG EPYATIag.

Marpa, AbyouoTog 2009

KaptoakdAng KwvoTtavtivog
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KE®AAAIO 1: EIZAIQIrH

EIZATQro

Me dedopévn v ohoéva kot avéavopevn eEmimon Kot ONpoPiMo Tov AKTVOK®OV
Ewovikov Ilepifoarroviov maveo ond tov Ilaykdéopo Iotd, ov ypnoteg €xovv
aveRACEL TOV YL MG TPOG TIG AMOULTIGELS TOL £XOVV Y10 peoMopd Ko epffvdion ota
ePPAALOVTO TTOL OPEGKOVTOL VO XPNCLOTOIOVV. XUEPQ Tapd TOTE, YiveTal oAoEva
KOl 7110 KOO UEPVO TO QUIVOLEVO 0 UEGOG XPNOTNG EVOG TPOCMOTIKOD VITOAOYIGT VO
ocuvdéetatl oTov 16Td amd TNV AvesT TOL GTITIOD TOL KOl VO EMKOWVMOVEL LE TPOCOTOL
G OPECKEIONG TOVL, KOAVOVTOC YPNON EQUPUOYDV TTOL UTOPOVV VA TOPEYOLV WE
EAKLOTIKO TPOTO TANPES KOL AEITOLPYIKES OLVATOTNTEG EMKOWVOVIOG HE TOLG
VTOAOUTOVG (PN OTEG.

Avtikeipevo g mapovoag epyociag eivor M avamtvén evog editor y v
eneEepyacia Tmv avatars mov ypnoonolel o Kadnpeptvog ypNnotg OTav GLUVOEETOL GE
Kkémoto Awktvokd Ewovikd TlepiBdAiov. Zvykekpipéva, 6toOX0g TG €pyasiog NTav mn
avamtuén evog editor @ilikol Tpog Tov amhd ¥PHOT, 0 0TOI0G VO, Eival EDKOAOG GTNV
pdonon kot otnv ¥pNHom, kKot 0 omoiog va TapEXEL SOLVOTOTNTEG IKAVOTOMTIKMV
aeONTIKAOV Kot Aertovpylkadv enepfdcemv mdveo oto Tpiodidotato avatars yo v
yAwoso VRML/X3D, ympic va eumiéEel kabBoAov tov xpnotn o€ Oéuato cuyypaeng
script yio v kmdwkomoinon tov avatars. @écape wg ELAYIGTO TV OTALTHGE®Y TO VO,
umopel 0 ¥pNoTNG, 0 0moiog dev givar EVUEP®OUEVOC Y1 TEXVIKE BEUATO TOV APOPOLV
mv yAdooa VRML/X3D,va propel va eneéepyaotel mAnpmg to avatarmg opeokeiog
TOV GLVOVALOVTOC OTTAG POCIKE YEOUETPIKA AVTIKEILEVOQ.

O editor “H-AnIME” mov avortoéape oyedtdotnKe He KOPLO YVOUOVE TNV TAATPOPLL
EVE Il tov gpyaostpiov Katavepnuévov Zvomudtov & Tnispoatiknig tov Tunuatog
Mnyovikov H'Y & ITAnpogopikng. Xvykekpyiéva, n Pacikn wWéa ftav 1 ETEKTOON
€VOG TOAOOTEPOV TANUGIOV  €PYOCIOG TOV TPOGEPEPE  EVEMKTEG  AELTOVPYiESG
vrooping twv avatars mpw oavtd ewoaybodv ce Kamowo Awktvokd Eikovikd
[Tep1Barrov, pe meplocOTEPEG SLVATOTNTES Yo evpeiac-KAMpaKkag aAlayég Tdve oty
epeavion tov emheypévov avatar. H epappoyn mov avarntdydnke vrootnpilel mAnpwg
ovppatd pe ISO VRML/X3D rmpdtumo yia tnv vrootpién twv avatars, H-Anim.

H epyacia dopeiton o kepdiono og e&ng:

e Y10 Kepdhao 2, avoeepopoote ota Pacikd Oopkd otoreion g YAOOGCOC
VRML/X3D, avaivovtog toug Adyoug avamntuéng g og VRML apyikd kot tmv
petémetta e£EMEN g oe X3D. Afvovpe 6tov avayvodotn Olo to omopaitnTo
gpyaAeion yo va katavonoet tnv doun evog apysiov VRML/X3D, evod og
OPIOUEVEG TEPMTOGELS eUPfadivovie oe optopéva onpeia Yo vo SOGOVUE GTOV
YPNOTN TO AMOPOiTNTO VITOPABPO MOTE VO KATOVOTOEL GE PETEMEITO KEPAALO TO
npotvmo H-Anim ywo v apotvmonoinomn tov avatars. Ioapovoidlovtar miong
KO OPIOUEVOL EVOLOPEPOVTO, OTOLXEID, OYETIKA LE TO TG Ol unyavég rendering
Kot ot uALopeTpNTéG TpoPdArovy To 3d VAKO TNV 006Vn TOL YPROTN.

o >10 KepdAaio 3, emMOIOKOVUE MO EXOMTIKN, UN-TEYVIKY TPOCEYYION TAV®D GTO
avatars mov ypnotpomoovvrar oto Tprodidotata Ewovikd Ilepipairovra.
Avoivovpe Bépata epapuroy®dv tov avatars, 6épota epedvions, acONTIKIG Kot
peOMSLoD, KaODG kol Kamola Pacikd ototyeia amd v yuyoloyio Tov avatars
Kot NOwcd CnTpoTa IOV TPOKHATOLY AId TV KAKOBOLAN PN OT| TOVG.
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Y10 Kepdrawo 4, mapovoidlovpe Aertopepdc o npoétvmo H-Anim. To Kepdiato
umaivel oe TOAAEG TEYVIKEG AEMTOUEPEIEG GYETIKA HE TO TPOTLMO KOl TNV
npoondfeio mwov kataPAnOnke ®ote va mAnpovvior omd avtd ot Pacikoi
oE01GTIKOL TOV 0TOYOoL. Avaidovpe Bépata dpBpmong oKeAeTO, YemUeTPiog
Kol Tpocopoimong kivnong, kabdg kot Bépata kwokonoinong yio VRML ko
X3D.

210 Kepdlowo 5, avordovpe vmdpyovces epyoaciec mov £yovv NON yiver Kot
dwatiBevtar otov maykoouo Iotd, o1 omoieg va mEPIOTPEPOVTAL YOP® OO TO
npotvmo H-Anim. E&etalovpe nog 1 kabepud oviomokpivetot 6Tig ovAyKeg TOL
UECOV YPNOTN KOl TIC OLOKOAEG OV Bo UTOPOVCE VO GLVOVINCEL KOTO TOV
oyxeolacpd M v enelepyacio evog avatar avaroya pe v epmelpio tov. Télog,
datvmdvovue ™V Pootkny mpdkAnon vy tov oyedacpd tov editor tng
gpyaciog, tov H-AnimE.

Y10 Kepdiawo 6, mopovoidlovpe tov editor H-AnimE: tig Asitovpyieg mov
Tap€xeL, TIG duvaTOTNTES Yo emeEepyacia kot cvuvleon gvog avatar, Kafmg kot
10 TG Yepiletar o k®dkag Tov H-AnIME didpopeg SUGKOAIEG TOV TPOKHLTOLY
KOTA TNV avayvoorn, TV TpoPoAn Kolr v amobnkevon Tov avatar
xpNoonotm®vtag to Tokéto Xj3D.

210 Kepddaio 7, S0TumdvouE KATOLo YP1CLUL0 GUUTEPAGLLOTA TTOV £EAYOVTOL LLE
Baon v epyacio tave oto H-Anim.

Y10 Kepdiaio 8, avaidovpe kamoteg mBavEég gvkapies yio LEAAOVTIKY epyacia, N
Kamoleg PEATIOCELS YAUPOKTNPOTIKOV oL Ba ywotay eQktéc o€ (mbovn)
eEEMEN TV duvaToTHTOV ToL TakEToL Xj3D 6710 pEAAOV.

To THopapmmua I, mepropPdver avaopéc o€ epeLVNTIKEG €PYACIES, MOV
GULVETEAEGAV GTNV VAOTOINGT KOl GLYYPOPT] TNG TAPOVGOS OUTAMLOTIKTG.

YINOYH®IEX AHMOZXIEYZEIX XE XYNEAPIA
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X3D

2.1 EIZArQIra

H VRML - Virtual Reality Modeling Language, yvooti kot wg Virtual Reality
Markup Language &ivatl pio mpoTumomoinon yio TOTOVE apPyEi®mV OV avamaploToHY
3D aAMNAETIOPOCTIKA OOVUGUOTIKG YPOPIKA, OYeSOoUEVE EOIKOTEPO YO VL
VIOoTNPIEOVY SadIKTLAKES EQappoYEC. (1)

To X3D egivar 10 Bacel 1ISO (2), Pacilopevo oty XML, npdtumo tomwv apyeiov yio
TV OVOmopdoTooT TPIGOECTOTOV YPOPIKOV, T0 omoio £xel dadeydel Tmv VRML ¢
T0 KOTEEOYNV TPATLTO Yo avoapdoTact 3D YpaEK®VY Yio S1adIKTLOKEG EQOPUOYES.
[Tapovcialer onuaviikég Peitivoelg oe oyéon pe mv VRML, my. Ilpocopoiwon
Kivnong Avlpomosidwv, GeoVRML, NURBS, kin, kabdg kot v kavotnto vo
Kmdkonotel v 6w 3d oknvn ypnoyonotdvtag cvvraén XML.

Eopeéng, otic mepiocdtepeg mepmtmaoelg O avapepouacte Kot 6To dvo TPoOTLTTOL pall
o¢ VRML/X3D, xabnhg n petdpaocn omd to VRML mpdtvmo oto X3D éywve pe
TauTdYpovn Slatnpnon Olwv Tov Asttovpywwv ™ VRML, pe évav mpog ta dve
cvpupotod Tpdmo.

Kpibnke oxémpo, enedn €yl mapéAbel TAéov meplocOTEPO Omd o dEKOETIO o TV
dnovpyia g apykng ékdoons e VRML (3), va eotidoovpe 6T1g Suvatdtnteg TG
TpEYOVoaG EKO0YNG TG, TO X3D.

2.2 T'TATI VRMVL; I'TATI X3D;

H HTML d&ievkodiverl éva peydio aptfud d1ad1tkacidv mov cupufaivouy 6to diKTvo.
Evtovtoig, dev vrootnpiletor N aAANAETIOpOGT) TOV YPNOTN UE TPIOIAGTATO YPAPIKL
nepiarlovta, éva kevd 1o omoio Mpbe vo cvuminpmocer 1 standard VRML. Ot
epapuoyés ™ VRML elvar moAdég, katd kvplo AOYo: emyelpnoels, e-commerce,
yuyoymyio, ekmaidevon, emkovovia, apyltektovikn, kAT, Idwaitepn onpacio &yxet n
ovppory ¢ VRML oty vrootipién tprodidotatmv collaborative workspaces
(cvvepyatikd  mepifdrlovta  epyaciog) wor  virtual  on-line  communities
(molvypnotikdv on-line kowwvidv). (4)

Yvykpivovrag HTML ko VRML, pmopovpe va mapatnpricovpe to e€1g:

e Evod n HTML vroompilet nv yprion raster ewovav kot pévo, 1 VRML
mapéxel  duvaTtoOTNTEG  YPNONG  OLOOICTOTOV KOl  TPLOOAGTATOL
nepleyopévov (610 omoio pmopet vo cupmepAneOoHV Ko raster euoveg),
OALG Kot OAANAETIOPAOT] GE SIGOLAGTATO 1) TPIOOIAGTOTO TANIGLO UE TO
mepteyopevo  owto. Ot duvatdTNTEG  avATOPAoTOONG — OMTIKOV
nepeyopévov g VRML vrepraivntovy avtéc g HTML.

e O 1tOmoc apyeiov ¢ VRML kot tov X3D £€yetl oyedactel £161 wote va
UTOPEL VoL TEPLYPAPEL TNV HOPPT TOV TPIGOLAGTATOV TEPLEXOUEVOL (Hia
celpd  amd TPIOOWCTOTO  YEOUETPIKA HOVTEAD), OAAG KOl TNV
CUUTEPLPOPE.  TOV  HOVIEA®V OVTOV TOV TPOKVATEL Oomd TNV
AAANAETIOPOGT TOL YPNOTI LE TO EIKOVIKO TEPPAAAOV.
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Me v ypnon &véc VRML/X3D «ocpov, mpooeépovial otov xpnotn ot &ENg
SVVOTOTNTEC:
e [Thonynong tov Wiov (petafariiovtag Ty BEoM NG OTTIKNG TOV) HEGH GTO
TPLeoLacTaTO TEPIPAALOV.
e Metafornc g Béonc avikewévov oe €va TPLOOLACTATO  EIKOVIKO
ePPAAAoV, INACON TNG OAANAETIOPAONG LE OVTA, KPATOVTOG oTafepn TNV
OTTIKY] TOL TTPOG TO TEPIPAAAOV.
O ypnog umopet va moapatnpel Kot vo avTIAAUPAVETOL OVTIKEILEVO KOl QOLVOUEVOL [LE
évayv TEPLGGOTEPO (PLGLOAOYIKO KOl «EVOTIKTMON» TPOTO, EKUETOAAEVOUEVOS TIG
OVTIANTITIKEG KOl VONTIKEG TOV IKOVOTNTEG TOV Y10L TAOTNYNOT), XEPIGUO OVTIKEUEV®V
KOl KTavonon eovopévmy mov cuppaivovy og £va Tplodldotato ympikd TAaicto.
Q¢ odooxoc ™mg VRML, 10 X3D Pedtivover v VRML pe moAdég véeg
Aertovpywotreg, avapaduopéva APIS, emmpdobeteg kmOKOTOMGELS OEOOUEVWDV,
o «oQyThy mAaicto cvuPatdTnTog, Kot pio TUNUOTOTOUUEVT] OPYLTEKTOVIKY 1)
omoio ypnotponotei profiles. H X3D £&yet viomomOei pe Evav mpog 1o dveo couPotd
TPOTO o€ GYéom e TiS ekdooels g VRML.
Ta emmpocOeta yopaktpiotikd tov X3D wepthapfdvovuv:

o  AoYIopIKS avoryToU KMOKO, KOTA GUVETELN OEV LILAPYOLV BEUATO AOELDV.

¢ 'Eyel evoopatwbei mAnpwg peca oto tpotvro MPEG-4 yuo moAvpéca.

e To X3D vroompilel v kwdikomoinon g yAdwoscsog XML. Eivat evkoddtepo
katd ovvémewn pe ypnon tov X3D va evoouatwbovv 3D dedouéva og
vrnpeoieg Web kot kotovepnpéves epapproyec.

e Eivar oopPoatd pe mv emdpevn yevid apyeiov ypagikov, ty Scalable Vector
Graphics.

e Ta 3D avrkeipeva pmopovdv va vmootobv enesepyocion pe xpnon YAwsomv
o6mwg 1 C, n C++ ko Java (6nmg oty Topodoo SITAMUOTIKN).

2.3 XXEXH X3D KAI AIKTYAKOQN 'AQXION

Ao moAlég amdyelg, To X3D pmopel va mapaiiniotet pe v HTML mepiocdtepo
and omowadnmote GAAN yAdcoa. (5) Onwg ko n HTML, n X3D ypnoipomotel v
tuononoinon tov ASCII yuo ta apyeion . Kot émwg kot 1 HTML, 1 X3D eivar pua
yAdooa meprypagng tnv onoia eneepydletar Evag euilopetpntig (browser). AAAG,
evodo N HTML mopdyel o otatikn oemaen 1 omoio Bo wpémel va ypnGUYLOTOMGEL
GALEC EQAPUOYES Y10 VO TPOCOMGOLV OTIS 0eAldeG duvakd ototyeia, 1 X3D eivon
dvvapukn and v dw v evorn ™. H X3D dev meptypdeet v tumonoinon o
ceMdoc, oAAd MV yopobBétnomn evoc TPLodldoTaTov MEPPAAAOVIOS KOl TV
OVTIKELLEVOV TOV.

"Evag tpdmog yio va ototyeliwbem el n dwapopd peta&h HTML ko X3D eivar 10 va
GKEPTOVUE TNV dLopopd LETAED eVOG o010V KTIPiov 6TO YoPTi KOl EVOG LOVTEAOL TOV
idov kTpiov. Aev PTOPOLUE VO XEPICTOVUE TA TEPLEYOUEVO Mo KaBoptopévng
oedtbdoTatng oviotTTog, Omwg oG GEAdOC. MmTopovue Vo XEPIGTOVUE WGTOGO £vol
TPLGOLAGTATO HOVTELD MGTE VO EYOVILE TNV ATOYN TOL OO OLOPOPETIKES TPOOTTIKEG.
H X3D mpocbétel éva emmpdobeto eminedo S100pacTIKOTNTOS EMTPEMOVIONS GTOV
YPNOTN VO TaPEXEL GUVOEGLOVG TPOG TOPOLS TOL dadkTvov. Davrtacteite &va
VIo0eTIKO GEVAPLO GTO O0TOl0 0 YPNOTNG TEPUYEITOU GTOVS YDPOLG EVOG 3-0106TATOV
povoegiov, PAETEL éva avTIKEIEVO OV TOV EVOLAPEPEL, Kol pmopel va €xel mpdcPaon
oe mANpoopiec mhvew o€ avtd N va Tov guovifovtor GAAN OYETIKE pHE OVTO
avTIKEIIEVA Al SElYVOVTAG TTPOG TO AVTIKEILEVO LE TOV OEIKTN TOL TOVTIKLOD.
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230 Beowser = Opencl Jok3|
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Ewova 1: TTapaderypa ypnong tov X3D oty
avaropdotact evog Etkovikov Movogiov

H X3D mapéyer té€rotov €ldovg duvatdTTeg, EMITPEMOVING TNV EUEAVION €VOG
35146TATOV OVTIKEWEVOL KO TNV VIEPCHVOEST TOV PO £va O1a-O1KTLOKO OpYEio
(web document) 1 kémoto dGAro X3D avtikeipevo 1| mepipdArov. Exel mov o ypnotng
Ba yupvovoe Tig cehideg evog PiAiov Yoo va Ppet mAnpoopieg, pe TV ¥pHom G
X3D pumopel vo mepmotnoEl HEGO GE UKL TPLG-OUCTOTY OVOTOPAGTOOT TNG
TANPOPOPING.

2.4 X3D KAI EIKONIKH ITPATMATIKOTHTA

H yAdooa X3D sivar otevd dtacuvoedepuévn pe v Ewovikn [paypotuwcoma. [pwv
TPOYMPNGOVUE TEPALTEP® GTNV OVAALGT] TNG GYEONS TOV OVO, KPIveTal GKOTHO Vo
avapepBovv opiopéva Baoikd ototyeia Yo v Ewcovikh Ipaypotikotnta. (6)

2.4.1 Eixovikng IHpayuatikotnta

Yav mpoOTo opopd kpivetonw oxkomipo vao avoeepBel o mapeyoduevog omd TV
gykvkhomaideo Brittanica: «H Ewovikn Tpaypoatikdtnta omotedel v xpnon g
HOVTIEAOTOINONG  KOL  TNG TPOCOUOIMONG HEG®  VTOAOYIGTIKOV — GLGTNUAT®OV
TPOKEWEVOD VO dMGEL GTOV YPNOTN TNV duvatdTNTo Vo, OAANAETIOpdceL pe éva
TeEYYNTO  Tplodldotato  omtikd  mepPdrirov. Ot epappoyéc g  Ewovikig
[Mpaypatucotmrag gppobiCovv tov ¥pnot o€ €va VITOAOYIGTIKO TEPPAALOV TO Omoio
TPOGOUOIMVEL TNV TPAYUOTIKOTNTA HEGH TNG XPNONG EWOIKADOV GLOKEV®V, Ol OTOlEG
otélvouv kat Aappdavouvv TAnpoeopio.» (7)

Kamoteg dAheg a&loloyeg datummdoel; OV 0modidovy GmoTd Tov Opo &lvar ot
akolovbec: «IIpocopoldoelg oe NAEKTPOVIKOVS VTOAOYIGTES Ol OTOIEG YPT|CLULOTOLOVV
TPLOOIACTOTO YPOPIKA KOl TEPLPEPEINKEG CLOKEVEG OGS TO YAVTL dedopévav (data
glove) ot omoieg eMTPEMOVY GTOVS XPNOTES VAL AAANAETIOPOVY LE TNV TPOGOUOIOOT).»
kol «H Ewovic Ipaypoticomro sivor pio mpocopoimwon €vog mpoyuotikod m
QOVTACTIKOL TePPAlovTog To omoio pmopel vo avamopoctadel €KoViKG Gg TPELS

ENEKTAZH H-ANIM FRAMEWORK I'IA YIIOXTHPIEH CUSTOM TEXTURES 19



KE®AAAIO 2:X3D

OloTAoELS, TAATOVG, Vyoug kot PdBovg mov umopel emiong vo mopEyel pio
OAANAETIOPOCTIKT interactive gumelpia Le Kivnon Tpaylotikoy ypovov, EVemUAT®OO
Nyov kot aAinAenidpacns. H amhovotepn popen Ewovikng Ipaypatikdtrag sivor
po tplodtdotatn €kova 1 omoia umopel vo e£etaotel AANAETIOPACTIKA GE Evav
TPOCMOTIKO VTOAOYIGTY, CLVNOME e TN YPNCWOTOINCT TOL TANKTIPOAOYiOL 1 TOL
TOVTIKIOD, £T01 MOTE M €KOVO Vo UETOKIVEITOL TPoG TNV Katevbuvon mov Tig
VTOJEIKVOOVV T TANKTPA 1) TO TOVTiKL avTicTotye. OG0 ot e1KOVEG AVTEG LEYOADVOVY
Kol ot €Aeyyol Yo TNV aAANAETiOpact avédvovtal, 1060 aVEAVETOL Kot 1) ovTIAnym
NG «TPOYLATIKOTNTOCH.

‘Eva kowvd onueio petald tov mopamdve optopdv givor 0Tt divetal EUeacn 6e dvo
KOplo. onueio: 10 TPMOTO €ival TO GTOWYEIO TNG TPOCOUOIMONG EVOG TPOYLOTIKOD 1)
QOVTOOTIKOV TEPPAAAOVTOC, TO omoio, HEGH TNG avamopdotacns, mpoomabel va
€EOLOIDGEL TNV AVATOPIGTOUEVT OVTOTNTO e PEAMOTIKO Tpdmo. To devtepo givar 6Tt
otV Sdkacio EUTAEKOVTOL TO VTOAOYIGTIKO GUGTILLOTOL.

2.4.2 Egapuoyéc THG Eixovikijg
Hpayuarikétyrag

‘Exovtag Slotundoel PHePIKOVG GTOLYEIDMOES OPIGLOVG CYETIKA LE TO TL APOpd 1M
Ewovicm IIpaypotucdmta, otnv mopovca VroevoTTe TOpOLGLALOVLE 0L YEVIKT
avaQopl oyxeTikd e ypNoelg Ko epappoyéc e Ewovuamc Tpaypatikétntog, ko
KAt EMEKTOOTV Y10 TO OV O UTOpovGE va cuvelceEpeL N xpnon s VRML ya v
aVOTOPACTOCT TNG EKOVIKNG TANPOPOPIaG.

[Top’ OAOVSC TOVG TMEPLOPIGHOVS KOL TO GYETIKA TPOGOATO TNG OVATTLENG TG, 1M
texyvoroyio Mg Ewovikng Ilpaypatwkomntag ypnowwonoteitor o €va mAn0og
SLPOPETIKMV TEPLOYDV. EVOEIKTIKG avOQEPOVIE: GTNV TPLOIUTUTY OVOTOPACTOON
KNPV Yoo TNV TOAMTIKY] UNYOVIKT, TPOTOV avTd LAOTOMOOUV, MGTE VO ToPEYETOL
GTOV TEANTN L0 TTO KOTATOMIGTIKY EIKOVA Yot TO Tt aKPPAOG o mpémetl va mepiuével
oo TOV UNYOVIKO Vo VAOTOMGEL, 6TV pdnon and andotacm, otnv onoia 1 Ewkovikn
[TpoypotikdTNTOL XPNOCYOTOLEITAL Ylo. TNV TOPOYN EWKOVIKGOV TAEewv ol omoieg
VILAPYOLY HOVO GTA TAOUGLO TOV EIKOVIKOV KOGLOV, KOOMS Kol 6TV Tapovsiost Tov
GYETIKOV EKTOUOEVTIKOD VAIKOVD, GTNV SuvePyasia amd amdeTAoT| Ty Yo 1Tpkovs
GKOTOVG, GTNV TPOETOLACIO. KATOL0G TEPIMAOKNG €yYElpIONG Yo TV omoia ylotpoi
Kot ooBevig oev Ppiokovtal oTov 1010 YEOYPAPIKO YMPO KOl 1 EKOVIKY
TPOAYLOTIKOTNTO YPNOUOTOIEITOL Yoo VO TTopEXEL avTiAnym g ewkovag (BAéme: v
npoceatn eugdvion tov latpiwkod VRML). Emiong d&o avagopdg eivar to
EVOLPEPOV YPNOMNG TNG EKOVIKN TPAYUATIKOTNTA Yo 0loONTIKOVG/ KOAAMTEXVIKOVG
Adyovug.

2.4.3 IHwg ooviever n Eixkovikny Ilpoayuotikotynra

2mv mopovoa edon avamtuéng g X3D, ot puAlopetpntég sivon Katd Pdony amid
gPYOAEiD YO TNV EUEAVIOT TPIGOACTATOV OVTIKEWEVOV Kol TNV OAANAETiOpaoT Le
avtd otnv 086vn tov vmoroywot). H mpocOnkn emumpdchetmv  Aettovpyudv
TPOYPOUUUOTIOTIKOTNTOG, GULUTEPIPOPAS Kol OIKTOMONG OVOUEVETAL ®OGTOGO Vo
TPOocd®GEL 6Tovg PuAlopetpNTég Yo X3D auebntd peyoAntepn omodotikodTNTO,
HETATPEMOVTOG  TOLVG G€  WANPN  ovoThpate  ovamopdotoong  Euwovikng
[Mpaypatwkomrag. Kpivovpe oxompo va avagepBodlue GLVORTIKE GE OpPIGUEVOL
ototyeia Asrtovpyiog evog cvothuatog Ewkovikng Ipaypotikodtntoc.
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H ypnon evdg cvomuatog Ewovikng [poaypotuomrog eivor apketn yia va mopEyet
OTOV YPNOTN €LKOAIDL Kot omAdTNTO, KPLPOVTAG TO TEPIMAOKH OTOLXElDL OV
QIOLTOVVTOL Y10 TNV EKTEALECT] TOV QOIVOUEVIKG OmADV Agttovpyldv. Kdbe cvotnua
Ewovumc Ipaypoatikotnrog ektedet Tig NG Paocikég Aettovpyiec:

o Awtnpel o avagopd Katdotaong yio Kdfe avTIKEILEVO GTOV EIKOVIKO
KOGLLO.

e Amofnkevel Kot EVIEPDVEL TANPOPOPIN GYETIKA e TNV Tomobesio Kot
TNV ELPAVIOT] TOV KAOE OVTIKEILEVO.

o Eopoumvel TV COUTEPLPOPE TOV AVTIKEIUEVWOV.

e Tlapovoidler (rendering) tov kOGO GE TPEIS SLOCTAGELC.

o T[lopdyet Nyovg yio To EIKOVIKE aVTIKEIEVD (TPOULPETIKOD).

e Emupénel otov ypnotn va mepmysitar/mAlonysitor HéGo GTO EKOVIKO
nepPairov.

o Tlapéyet Tov ypnon pe to péca OAANAETIOpaoNg Le To TEPPAAAOV.

o va exkteAestobv TO. TOPATAVE HE OTOOOTIKO TPOTMO, GE OPKETA GLGTNLATO
Ewovikng Ilpaypotikdmtog ypnoylomoteitor emmA£ov VAIKO. ZVyKeEKPEvVa, 1
mAofynon kot n oAAnAenidpacn pe 1o mepPaiiov emPdiiet Yoo Adyovg pealopon
™MV XpHoN EWIKOV GLOKEL®OV (€16000V) OT®G YavTia Kot €01KG yvohd (my head-
mounted displays). Qotdc0, otV TPOYUATIKOTNTO, OEV Oamatteiton Kapioo omd Tig
TAPOTAV® GULOKEVEG 1 KAMOW GAAO LAMKO €01KOV-CKOTOV, Kot £va. GUGTNUO
Ewovumc Tlpaypotikdtmrog pmopet va givor oe 0éomn va mapéyel o eumepio
eupobong (immersion) ywpig emmAéov LVAMKO wépa amd ovTO MOV TAPEXEL O
VTOAOYLOTNC.

2.5 IZTOPIA KAI EEEAIZH THE VRML, H X3D

To 1994, ov Mark Pesce kot Tony Parisi avértvéov pe Bdon to makéto AOyiouKon
RealityLab o tpdtunn enéktacn oo WWW pe titho «Labyrinthy, ) onola enétpene
ot0 WWW va cuvdéetor og apyeio 3-0100TaTOV Ypoeik®v, Tpochétovtas £T161 GTOV
NoN vapyovto TPOTO AAANAETIOPOACNC TOV YPNOTN HE TOV TOYKOGHO 1670 i Tpitn
ddotaom, peta&y ypnotn kot kabe avikeévov oty oknviy. To Labyrinth exétpene
népav and v Kabepouévn kivion 0e€id-aplotepd Kol TAVO-KAT® HESH CE o
YPAPIKN €KOVA, TNV KV oM OTOVONTOTE YOP® OO TNV EKOVA, amd OAESG TIG TAEVPES.

(8)

O Labyrinth dev tov o TpdTog evAlopetpntig Yo VRML, dedopévov 6Tt n VRML
dev elye avamtuyBel axopo, ®oTOcO Tapelye TV gpevvnTiky KatevBvvon 1 omoia
katéinée omv VRML. O Labyrinth &iye v dJvvatotta va mopovcidcet
TpLodtdoTate avTikeipeva mive ornd tov lotd, ypnoipuomoidvtag o id1o TPOTOKOALN
7oV ypnoonotovoay ot kabepouéves oedideg tov Iaykoopiov Iotov. O Labyrinth
nopovotdotke oto 1° Aebvéc Iaykdouo Zovédpio tave otov WWW tov Mo tov
1994 oty T'evedn g EAPetiag, 1o omoio axolobOnce m dnuovpyic e mTpdTG
niextpovikng mailing list ocv(nmoewv wéveo oty “Virtual Reality Markup
Language”, tnv VRML, n onoia kot ovopdotke kat’ oviiotoyiov pe v HTML —
“HyperText Markup Language”. Tnv AéEn Markup apydtepa aviikatéotoe 1 AEEN
“Modeling” — povtelomoinom, kabdg Oempnnke mo KATAAANAN Yoo TV TEPLYPOPN
™m¢ VRML. Zoviopa dnpovpyndnke m mpotn mpotvmonoinon vy v VRML, n
omoin oyedidotnke and Tovg Gavin Bell, Mark Pesce kat Tony Parisi.
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To yevikd mpooyédio yia tnv mpoturoinon g VRML mapovsidotnke oto 2° Aebvéc
Yuvédplo tov WWW 1tov Oxtofpio tov 1994 oto Chicago. Mepikode upnveg
apyotepa, £yve SLOBEGIOG Yo TO VPV KOWO €vog AEKTIKOG eMeEepyaoTNS Yo TNV
yAwooo VRML, o omnoiog amokorovviav QVLib, o omoiog kot Oempnnke onueio
exkkivnong ylo v peTémelto 1otopia ovyypoaens epyoieiov VRML. ‘Extote €yovv
yivel apketéc alhayég oto apykd mpdtumo, pe a&lo avapopds v ékdoon 1.1 tov
TPOTOTOL 1 omoio emiNTOVGE Vo EMAVGEL TOAAG mpoPAnpato vAOToinong o€
dlapopa cuoTiuata, Kot va Eexabapioel apketd acaen {nTuate Téve 6To TPOTLTO.
H VRMLL1.1 npwrocionyaye audio ywo v vrootipién tov 3d ypapikdv, kabhg Kot
L0, OTOLYELDOT VTOGTHPIEN Y10 TV TPOCOUOImoT Kivnong.

Ov mpoteg katevBbvoelg vy v oavarntuén g VRML2.0 7tav ov €€ng:
ovvbeowdtra  (composability), «hipoko  (scalability) «ow  enextaciuotnTo
(extensibility). (9) H cvvBecipuotnto Oa enétpene otov ¥pnotn va dnuovpynoet Eva
onity, va to avéopelmoet o néyehog Kot va o tonobetnoel mivo og éva tpamélt. To
tpaméll avtd pali pe 1o povrédo ev ovveyeia Ba tomobetovviay oty Kopuen £vog
dALov poVTEAOL Kol TO OAO GUGTNUO TAVE GE KOTOwo aAlO KAT To omoio Ba onpatve
011 6€ avt v ocvvheon 10 KaOe avtikeipevo Ba tvar aveEdptnto amd o vdAouTa.

H ©omra g khipokoag emrpémet v onmpovpyios kOGUOV pe HeTOPOAAOUEVO
péyebog. Me v VRML Oa mpénet va glvarl evkoho va mpoceyyicovpe Evav yoratia,
VO ECTIAGOVLE GE £VOL AOTPIKO GVGTNUA, KAT' OTY GE £vaV TAAVITY, GE L TTOAT, Eva
nhpKo, Evav AvOpwTo oL KAOETAL GE £vav TAYKO, KOl GE OKOUN HEYAAVTEPQ EMITEDDL
Aemtopépelag mave otov dvBpomo. To mapandve eivor dvckoro kabdg meplopileton
ONUAVTIKA oo T0 J1aBEGIHO VAKO TOL VTOAOYIOTY, WOTOGO UE TO TPOTLTO dOONKE
£ULOOOT) OTO VO U1V UTTOiVOLV TTEPLOPIGHOTL Kol Opta 6T HeyEdn TV KOGU®V Kol 6TV
emTpemoOUeEVN Aemtopépeto. H eMEKTOGILOTNITO EMPENEL GTOV GLYYPOPEN VO ETEKTEIVEL
TIG SLVOTOTNTEG NG YAMGGOG Yol Vo €EVMNPETCOVY KAMOO €OKO GKOMO. AVTO
EMTPEMEL, YO TOPASEIYHO, KOGUOVG TOALUTADY YPNOTOV 1 VEL YEOUETPIKA
avtikeipeva va tpooteBovv oty VRML.

[Ipog 10 téhog tOVL 1995, apkerol gpevVNTEC PE GLVEIGPOPA GTNV KOWOTNTO TNG
VRML, kafodnyovpevor and tov Mark Pesce, oynudaticov v VRML Architecture
Group m omoia &ixe ®C GTOYO VO CLYKEVIPAOOEL TIC VIAPYOVOEG TPOTACELS KoL VO
npotvronomcel v VRML2.0 Bdcel Tov anarticemv mov giyov mg tote moyiwdel. H
TEMKY] TpoTtvmonoinomn teAeiwse tov Avyovosto tov 1996. A& avapopds stvar m
nuepounvia tov Maptiov tov 1998, oty onoia TpmtoTapovGIdcTnKE TO TPOTLTO H-
Anim (ékdoon 1.0) yio v mpocopoimon Kivnong ndve ce tprodidtate avlpmmoedn
(humanoids), kot to omoio TpwToavamtvyOnke yio tnv VRML Kot apyodtepa yio tnv
teyvoroyia X3D. Mg 1o mpdtvmo H-Anim Ba aoyoinBodue oe Eexmplotd KeEPAAALO
kaOmg Tave og avt £xel otnprydel n avartuén tov editor H-AnimE.

>1¢ 9 Avyovotov 2001, to Web3D Consortium, n miéov dnUOPIANG SadIKTLOK
kowotnta oyxetikr] pe v VRML, avakowdver 10 Avowktd Ipdétvmo X3D yu
dIKTLOKEG Tplodidotateg teyvoroyies. H avakoivoon amd to Web3D Consortium
neptypapel v amapyn Tov X3D IIpotimov cav Tov «véag yevidg dtddoyo e VRML,
0 omoiog Oa @épel mhovoia 3D ypapikd otov [6T6 Yo o TANOmpo amd ePuprOYES
Kot cvokevégy. To 2004 eyxpinkav ot mwpodwaypapés g X3D and tov opyavicpd
ISO, evd ot kwdwomomoelg XML kot VRML g yYA®ocog avtig eykpibnkav to
2005. Xnuepa, to X3D £€yel mhéov kabiepwbel cav o voupog dadoyxos s VRML,
KOl TO GUVOAO TOV €QApPLOYOV vrootnpilovv mpwtictmg 10 mpdTtvmo X3D kot Tig
ponyovpeves ekddoels g VRML yuo Adyovg cupfatdmrag.
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Ewova 2: Tpiodidotatn Avarapdotaon evog I'mmédov pe ypnon tov X3D

To X3D onpepa cuvodebovv apketés PiPAtodnKes avolktod AOYIGUIKOD KOl EUTOPIKE
plug-ins, eve moAroi epmopikoi editors mov vrootnpilovv eneéepyosia 3D ypapikdv
non €yovv mpochHécel emhoyésg yu v e€aymyn mepieyopévov oe X3D. Emiomg
onuovtikn givar ko n vrootpiEn and freeware editors. (10)

Ta mo kowd otoryeia didkpiong pnetald X3D kar VRML 2.0 givon ta e€0g:

o TloAamAéc kwducomomoelg dedopévav (XML, «khacowkn» VRML, dvadwkn)

e Nea ypagpwo yapakmpiotikd (NURBs, Animation, mollamlo-texturing,
Tprymvika primitives, 2D oynuoto eootepiko o€ 3D).

e Nea yapaxmmpiotiko diktvwong (LoadSensor, Beitiopevo Inline)

e Bekuopéva APIs, tepiocotepa bindings povielwv (my DOM).

e Tunuotkdémra (to mTpotvmo ol dnoracuévo og profiles kot components
WOTE VO, UTOPEL VO VTOGTNPLyOel o€ TOALATAG emineda).

e To MPEG-4 éyet streaming oAniemdpaoticd 3D pe yprion VRML.

"Evag GAdog onpovtikdg otdyog ftav 1 dnpovpyic tpoturonoinong mov Oa enétpene
NV UEYLOTN OLVaTH Ol-AETOVPYIKOTNTA, OTL Ol KOoUol Oniadn Ba eppaviCoviav
YPOPIKA KO Ot GOUTEPLPEPOVTAV LLE TAVTOGLO TPOTO GE SLUPOPETIKES VAOTOMGELS.
H VRML 2.0 gptdver kovid oto {ntoduevo ymwpic va 1o Kotapépvel, evo yio to X3D
TIOTEVETEL OTL AVTATOKPIvVETOL TANP®S, avdAoya BEPata e TO €100¢ EPAPLOYNS TTOV
YPNOLOTOIEITAL.

2.6 BAXIKA XTOIXEIA XPHXHX X3D

2.6.1 O kvkrlios g evog apyeiov e X3D

Kabe X3D apyeio Eexvael cov o 10€a 6T0 HLOAG TOL SNUIOVPYOL, GV EVA YEVIKO
TAAvo ToL TL B€AeL 0 dnuovpyds va oxedidoet pe Ta epyareia enelepyaciog X3D mov
Tov mapéyoviat. Agov n dnuovpyia AaPet vrdéotacn cav X3D apyeio péocw tov
gpyoreiov mov kpivetonr katdAAnAo, to apyeio ovvnBwg oOlatiBetonr oe Kdmolov
eEummpem otov lotd, pe axpiPdg Tov 1010 Tpdémo mov o e&umnpeTnTNG VIOGTNPIlEL
éva keipevo oe HTML. H xabopiopévn eméxtaon «.wrly» onupotodotel éva apyeio
«kocpov» og X3D.
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Mo va eivar cwotd TpooPacito, 1 1otocerido Oa mpémel va €yel TOV AmOPOITNTO
eEomMond mote va avayvopilet X3D apyeia. Xvvnbwg avtd yivetor pe v ypnon
kamotov X3D browser (avageépovpe evoektikd tovg: Cortona, FreeWrl, Cosmoplayer
KAr). To mpdTo Tpdypro mov kéver o X3D browser koatd v exkivnon tov gival vo
dwpdoel 1o apyeio. To «dafacuo» Tov apyeiov Tumikd onuoivel v €icodo TV
JEBOUEVOV TOV apyeiov 6TOV BrOWSEr, TV 6ot avamapdoTacy] TOVG GTIV UVAUN
Kol 0KoA0VOmG TV TPoPOAT TOL €1KOVIKOD KOGLOV TOL TEPLYPAPOVYV GTOV ¥PNOTN,
YPNOHOTOLmVTOG o, unyoevi rendering. (11)

H pnyavn rendering avaAiappdavel vo oxed1GGEL TO. OVTIKEILEVO TTOV TEPIEXOVTOL GTOV
EIKOVIKO KOoUO otnv 006vr tov yprotn. Kabmg o yprotg mhonyeitar otov ydpo, o
QUAAOUETPNTNG GLVEXILEL VO XPNOLUOTOLEL TV UNYOVY Y10 VO OVOVEDVEL TNV EIKOVOL
oV TpofdrdeTon otov ypnotn pe kabe mbavr adloyn. Zvyxva, o X3D browser icmg
YPEWGTEL VoL opTdGEL GALOVG TOpovg (Try, texture maps 1 aiia VRML/X3D apyeia)
a6 tov 1610, woTd00 0VTO YiveTar Ypryopo Kot Le d1opavy| TPOTO.

2.6.2 Mnyavés Rendering

O 06pog «rendering» a@opd otV JOKAGI0L TOL GYESACHOD HOG EKOVOG amd TV
avomopdoTactn TG othy iU o tpoPoir] otnv 086vn tov vroroyioty (12).01
unyavég rendering ypnowomotovvtal cav Paon ywa tovg browsers. H kdfe pnyavn
€XEL TAL TPOTEPNUATA TNG KAOMDG KoL TO ELUTOUUATA TNG, YL TAPASEIY LA EIVOL EDKOAN
n omuovpyio pog pnyovig rendering ypnowomowwvtog OpenGL, wotéco Tto
ATOTEAEG A, OEV EIVOIL IKAVOTOUTIKO G TTPOC TNV ToLTITA TOL Drowser.

Ot unyavég rendering £yovv T1g S1kég ToVGg dopEG dedopévamv, Kat YU’ avtd To AdYo éva
oo TO MO TOAVTAOKO KOl CTUOVTIKA TPOPANUHaTe oL KOAEiTOl vo EMADGEL VoG
euAlopeTpn TG gtvor o va petatpéyel v X3D oe avtég Tig dopég dedopévaov. Tlap’
OAO TTOL OVO SlOPOPETIKEG unyaveg rendering eivar omifavo va ypNGYLOTO0HY TIg
10teg akpPds dopEG dEdOUEVMVY, MGTOGO 1) AELITOVPYIO TEPLYPAPETAL OO KATO0 KOVEL
otoyeio Ta omoia B Nrav okdmpo va egtdoovpe KODS LapTLPOVV TOAAL Kot Yo
v doun g X3D.

2.6.2.1 Aopéc Agdopévav

M doun dedopévov givar poe GAAOYN omd TANPOPOPIES, OPYUVOUEVN KATA TETOL0
TPOTO MOOTE Vo Umopel v amodnkevtel amodoTiKA otV UviUn Tov vroAoylotr. Ot
ePLooOTEPEG Unyovég rendering Bewpodv OTL 0 EIKOVIKOG KOGHOC OOTEAEITAL 0O
évav apBud and avtikeipeva, to Kabéva amd ta onoio amoteleitor amd Evav apluod
Kopvemv (vertices) kat gvog cuvorov oamd molvywvo (1 aAlbg oyelg). H X3D
avtioToryo. oKoAoLOel TV TOPATAVE® TOPAdOY, OOUMVTOG TO OVTIKEILEVA NG LE
Bdon tov opioud Kopvpmv Kot ToAvyovev. H yoptoypdonon tov kopuvedv yivetat
0pifovTog KATO0 GUGTN L0 GUVIETAYLUEVAV.

2.6.2.2 ZvoTNPROTO ZVUVTETAYUEVOY

Opilovue Tpelg AEoveg Yo TNV TEPLYPOPY] TOL EIKOVIKOV Y®dPov: ot X kal Y AE0VEG
ov opilovV TIG GUVTETAYUEVEG GTO EMIMEDO ivar KABETOL PETOED TOVG AL KO UE
tov Z &&ova, o omoiog opilet 10 Vyog oto omoio Ppioketar 10 KEVIPO €VOC
avtikeévon. (13) Opilovtag tovg mapamdve Tpelg AGEoveg, UTOPOVUE VO,
tomofeTcovEe o Kopuen cav éva onueio oTov YMPOo, avabEToviag TNV TIUN
(X,Y,Z) = (0,0,0) oto xévipo 1OV €eKovikov ywdpov. Kot’ avtdév tov Tpdmo
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onuovpyeital T0 GUOTNUO GULVIETAYUEVOV HE PACTN TO OmOI0 UTOPOVUE VO
avaféoovpe Tpradeg Twmv X,Y,Z yio po yovia Tov xopo.

Y
A

Ewova 3: TTapadetypo Zuotipatog Zuvtetoyévey yio 3 0106TAGES GTOV YMPO

Avabétovtag Oeticéc 1 apvnTKEG TIHEG Y10 TOL GNUELR TOL EWKOVIKOD YDPOL, avAA0YOL
pe TV TN tov Tpoonuov mov avotiBetor, opileron éva de&looTpopo 1 Eva
aplotepdoTpoPo  cvotnuo  ovvietayuévov. H VRML/X3D ypnowonotei éva
0eE10GTPOPO GUOTNLO GUVIETAYUEVOV.

2.6.2.3 Kopvoég

Mia kopvon| givarl amidg £va pobnuotikd onpeio. Opiletanr Ommg mpoovaPEpOnKe e
Bdon 10 cHotnua cvvietaypévav, avadétoviag X,Y,Z téc. Acyeto amd TO MOV
opiletar to k€vipo tov gkovikov kocpov (0,0,0), pmopel va opiotel o avabeon
TIUOV YL KAOE KOPLPN GTOV EIKOVIKO KOGLO, MOTE Ol UETOED TOLG OTOCTAGELS VO
wapopévouy apetdpintes. ‘Eva eikovikd ovtikeipevo amoteleitoan ond Evav apBpo
a0 TETOLEG KOPLPES, 01 OTOIEC GVVOEOVTOL HETAED TOVG OO KOPLPES 1] OYELG.

2.6.2.4 Axpég

Avo KopLEEG UTOPOVV Vo eveBoUV PeTall TOVg Yo Vo O1LLOVPYHCOVY LI YPOLLLLY).
Edv éxovpe évav aptBud amd Kopugéc evopéveg HETOED TOVG HE YPOUUES, UTOPOVUE
vo opicovpe éva “wireframe”, éva mepiypappo SnAadn To omoio vo mePEYEL OAES TIg
KOpLEEG Ko Tig ypoppéc. T mapdderyua, to wireframe (14) evog koPfov mepiéyet 8
KOPLOES, Ol 0ToiEG EvvovTal amd 12 ypappes.
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Ewéva 4: TTohdmAoko mepiypoappa “wireframe” yio to oyqua kapékiog, pe
YOPUKTNPLOTIKEG KOPLPES KOL OKLEC.

2.6.2.5 Oyerg

Mo 6yn (1 moAdywvo) eivorl o eminedn em@avelo Tov evavel Evav aptBud amd
onpeia. ‘Evag kOBog amoteheitanr and €51 Oyelc, ke o amd Tig omoieg mepdrAieTon
amd TEGGEPLS YPOUUES, KOl EVOVEL TECOEPIS KOPLPES. AG OYEOAGOVILE TIC KOPLYES
€vog KOPov, opilovtag TeG 6TO EMIMEOO GUVIETAYUEVOV:

Oewpovpe wor apibunon tov Kopvedv amd 10 0 ed¢ T0 7, KOl TO GUGTNUO
ocuvvietaypévov X,Y,Z Tov avagEpape 6€ mTPonyovuevn vroevotnto. Mo avdéfeon
TILADV Y10 TIG KOPLOES TAVEO GTO GUGTNUA GLVTETOYUEVOVY Ba Tav 1 e€Ng:

IMivaxag 1: Avanapdotaocn Kopvedv og Zvotnpa XYZ

0 -1 -1 1
1 -1 1 1
2 1 1 1
3 1 -1 1
4 1 -1 -1
5 1 1 -1
6 -1 1 -1
7 -1 -1 -1

Ta mapomdve omoteAovV o omAr] Soun O0edoUéVeOV Yo TNV OVATOPACTACY] TOV
Kopve®V ToL KOPovL. To emduevo Prpa oV avarapdotacn Tov KOBov Ba NTav o
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0pPOUOG oG doung dedopévav mov Ba kabdpile moteg akpég ypnoiponoovvtal. H
KkéOe axun Bo pmopovoe vo mePLypapel pe mOAD omAd TPOTO pe amapifunon twv
KOUP@V TOL YN GIUOTOLEL.

MMivaxkag 2: Opiopég AKp@v pe amapidpnon Kopve®v

#Akpe 00X Y { Z
A 0 1 2 3
B 1 6 5 2
C 3 2 5 4
D 4 5 6 7
E 7 6 1 0
F 0 3 4 7

2.6.2.6 Avtikeipeva kot Transforms

["a va popeomomcovpe €va OVTIKEIPEVO, TEPAV TOV VO OALAEOVLLE TIC KOPVOELS 1 TIG
OYELG, UTOPOVUE VO ETMEVEPYNCOVUE TAVEO GTNV HOPPN YPNOUOTOIDVTOS OTAES
Aetrtovpyiec yepiopov mov amokohovvral «transformations» i amhd «transformsy -
CUETAUOPPDOGEISY, YIATL LETOUOPPDVOVY TO OVTIKEIHLEVO e KATO10 TPOTO. Y TP oV
Tpelg Paocikoi Tomol petapoppdoemv: scaling (kipdkmon), rotation (repiotpoen) Kot
translation (uetaepacn). (15)

Khpaxkoon: H Kipdkoon ovagépetar oty peyébovon 1 v opikpovon evog
OVTIKEWWEVOD, Kol pmopel va avamopactodel amd tpelg aplfuovs: tov mapdyovia
peyébovong oe kobévav and tovg dEoveg X,Y,Z. o mapdderypa, av Oéhovpe va
outhacidoovpe 10 pEyehog evog kuPov mpog dheg T Katevhvvoels, Ba emdpovcape
nave tov pe évo transform pe tipég 2.0 2.0 2.0 oe kabe GEova. Mmopodue va
enekteivoupe éva YEOUETPIKO GYNUO LOVO TPOg €vav 1 TTPOS dvo Omd TOVG TPELS
d&oveg TapdyovTag TO AVOUEVOLEVO OTOTEAEGLAL.

Ieprotpopn: N mepotpoer| pmopel va meprypapel pe pon minbopo tpomtov. Ta
Tapadelypo, Umopovpe vo. avabécovpe yovieg ot omoieg eivor m Pdomn yw v
TEPLOTPOPT TOL aVTIKEILEVOL YOp® omtd KdBe acova. H cepd e Tig omoieg yivetan n
TEPLOTPOPN o€ KABe d&ova eival onuavtiky, kabmg to TeEMKd amotélecua Bo gival
OLLPOPETIKO avaAoya pe TNV akoAovBio. Mia mo amAn Aettovpyio TePIoTPOPNS Eivat
TO VO TPOGIOPIGOVLE TTEPIGTPOPT| YOP® AO KATOOV AEOVA, TOV OTOiov TV Ywvia
opilovpe apykad (dnAadn opilove TNV TEPIGTPOPN G Eva GTASIO Kol O)L GE TPLAL): TO
AVTIKEILEVO TEPLOTPEPETAL YOP® aTtd TOV dEova ov opilovpe pe kdmolo dSévucpo Ty
[0 1 0] kot my 45°. (16)

Meragpaocn: mn petdepacn a@opd otV peTaKivnon  €vOg  OVTIKELEVOV.
[Tpocodopiletar amd Eva TPLGOAOTATO SLAVVUCLE TO 0TTO10 divel TV KatehOvvor Tavm
omv omoio. To oaviikeipevo Ba petokwvnBel. Zmmv mpdén, €xet 1o 1010 OMTIKO
amotéAecpa pe to va aAAdlape kotevbeiav tig ovvietaypéveg X,Y,Z TV KOPLOGOV
oV avTikelpévov. H oepd pe v omoia kévovpe KAPUAK®ON, TEPIGTPOPN Kot KT’
OV UETAQPOOT €lvol ONUOVTIKY: TO VO KMUOKMOOOVUE KOl €V oLveyeio va
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neploTpéyovpe dgv eivol to 1010 HE TO VO TEPIGTPEYOLUE TPAOTO KO WHETE Vol
KMUOK®OGOVLE.

2.6.2.7 Enintedo ZvoTNpdtoOv ZOVTETAYREVOV

Ot petapopeaoelg Bo pmopodoav vo mai&ovy Tov pOA0 HETOPOPES 6€ KATO0 GALO
GUOTNO GUVIETAYUEVOV. XTNV GUVOEGT UI0C GKNVNG a0 TOALA OVTIKEILEVO TOL OTTOLN
TPOPaVAS Kot Ba £yovv kdmota oyéon peta&h toug (T T0 GTVAG OKOVUTAEL TAV® GTO
YPOPEID), LTOPOVIE EVKOAN VO OPIGOVUE AALO CUGTNO. CUVTIETAYUEVOV Yo TO KOO
OVTIKEIPLEVO OTOV OVTO HOG JEVKOADVEL, WE KEVIPO TO ONUEID TTOV HOG EVOLAPEPEL
OTNV EKACTOTE TEPIMTMOT). ZTO TOPAOEIYLO TOV OVAPEPULE, 0L KOPVOYT| GTO CYNUOL
OV OVOTTOPIOTA TO GTUAD €YEL KATO0 LETATOTION GLVIETAYUEVOV OO TY TNV TPOTN
KOopLEN TOV Ypaeiov, aArd £xel e&icov Kot KAmolo LETOTOMION md KATOL KOpLen
OTO GYNUO OV AVATOPIGTO TOV TOlY0 TOL dMUATIOV OV TEPLEYEL TOV YDPO. AV
vrofécovpe 0Tl petoKwvovpe 10 ypageio (mpoeavdg pali pe 10 GTLAO)
ypnowonowdvtag Kamowo transform, n petatdémion OV KOPLOOV and TOV TOiYXO
aALalel, 0AAG Oyl Kou 1 PETATOMION TOV KOPLOADV TOL GTVAOV GE GYECT WE TIG
KopLEES Tov Ypaeiov. Kot’ avutdv tov TpOTO HUTOPOVUE VO, OPIGOVIE GLGTHUOTO
cuvtetaypévev pe Baon To oTulo, To Ypapeio, Tov toixo KAT. H Pactkn wéa eitvar o1t
1N enidpaon evog transform dev éxel poévo dvvatdnTeg KMUAK®ONG, TEPIGTPOPNC KO
LETAPOPAS avTIKEWEVAOV, oAAd KaBopilovy Kot pia oxéon peta&d dvo cvotnudtov
GUVTETAYUEVOV.

2.6.2.8 Iepapyiseg

Ta ocvotua Ewovikng [paypatikdtntog opyavavouy ta ovTikKeilevo 6e 1epapyies.
M epapyio potalel apketd pe éva dEVIpo, N HE EVOV OPYAVAOTIKO YXAPTN, N €va
Swypappo yioo o ovomnue opyeiov tov UNIX. Av avaroyistovpe to avBpodnivo
ocopo og avamopdotacn X3D , mapoatmpovue 6Tt amotereitoan and Evov aplOud and
SLPOPETIKA OVTIKEIEVA TO, 0Tl AVOTOPLETOVV T HEAT TOV cdpatog (17), to kébe
éva, omd T Omoilo CLVOEETOL e KATO10/-0 OO TO LIWOAOITA Y10 VO GYNUATIOTEL pio
epapyto.

To kéBe avrikeipevo €xel Evav «yovioy, Kot EXiong UTopel va £l KO «TToudldy» my M
Aekdvn €xel 10 6tNBOG Kol TA OLO AV TOJA GOV AL, TO 6THOOG LLE TNV GEPE TOV
€xel TO0 KePAAL Ko To dVO AV YEpLa ooV Tondld KA. Xe o iepopyia, 1 kivnon evog
amd To avtikeipeva mov glvarl «ymAdtepay oty tepapyio emnpedletl To avTikeipeva
KatOTEPOL mmédov. Edv Avyicovpe yio mapdostypa v péon, 1o otnhog Kiveiton pe
NV GEPE TOL Kot 1 Kivon ot CLUTAPOACVPEL TO KEPAAL kat Ta xépa. H xivnon
OVTIKEIWEVOV  YOUNAOTEPOV-EMITEIOL Oev £yl Kapia €mMOpacn G LYNAOTEPOL
eMmEOOV OVTIKEIEVA: av YUPIGOLUE TO KEQAM HoG , TO oTHOOg Kol 1 Aekdvn
TOPOUEVOLY 6TV B€om Tovg.

[Mo va OnpovpyncovpE Hio TPOGOUOIMON AvOPOTIVOL GOUATOG GE KATOL0 GUGTNLLOL
Ewovume Tlpaypoatikdtrog, 0o pmopovue va onuovpyncovpe €va Eexmpiotod
avTikeipevo yuo Ka0e pérog, pe aAla Aoyia, éva Eexwpiotd X3D apyeio yio to ke,
vy 10 0e€t xépt KA. Ev cvveyeia, o GuVOPUOAOYOVCHLE TO GO0 YPTCLULOTOIDVTOG
o ogpd omd transformations yi va KMPOK®GOVUE TO LEAT TOV GAOWUOTOC, VO TO
TEPIOTPEYOVUE MOTE VO TAPLAEOVY, KOl VO TO. LETOPEPOVIE GTNV CMOTY GYETIKN
0éom peta&d tove. Ta mapordve transforms uropodv va cuvdvacstodv dote To Kabe
avTikeipevo va £xet éva abpototikd transform mov to cvoyetilel pe Tov yovio tov.
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2uyKekplévn AHon ylo 10 Topomave TpoPAnua kKAnOnke va dmoel to tpotumo H-
Anim, opiCovtag mpo-kabopiopuévn (aALG duvoulkd opiopévn) tepopyio yio to. LéEAN
Tov avBpomvov copatog. H enegepyasio evog avatar mov akoilovbel to mpodTLIO H-
Anim ®ote va datnpodviol ot GUUPACELS TOV avamrTOXONKAY OTIC TPOTYOVUEVEG
mopaypleovg eivor To avtikeipevo peAétng kot enefepyaciog tov editor mov
avamtuyOnKe Yo TV eKndvnon g SUTAMUATIKNG EPYACTOC.

2.6.2.9 Avocorivoon Tov 'pagikov

KdaBe popd mov n punyavn tov rendering avaAapupdavel vo enavacyedldosl TV GKNvN
YPNOWOTOIEL  €vag  pUNYOVICHO  «SCOANVOONS TV Ypoeikovy. (18) v
TpaypaTikéTnTa, 1 0Yediacn X3D kOcU®V TOv Vo TPEYOVV GE ATOSOTIKN TAXVTNTA LE
0ed0UEVO DMKO TOL VTTOAOYIOTH OEV €ivarl amAn dladikacio, OVTE ATOOEGUEVETOL ATO
TOV unyaviopud pe tov omoio m unyovn rendering oyedialel ta ypaeikd otnv o0ovn
TOV VTOAOYIGTN.

To ovomuo apykd Oa mpémel va datpéEel OAo 10 «Oévtpor» pe Pdon to omoio €xel
dounfel o kdéopog Kot va vmworoyicer Tic 0fcelg, TNV KAMPOK®OON Kol TOV
POSOVUTOMONO kdOe aviikepévov. Otav petakiviioovpe 1o otnbog evog avatar
OYETIKA Pe TNV AeKavn, ta véa dedopéva Ba mpénel va onubvouy aAdayEg oo Olo o
eCaptopeva pEAN ¢ epapyioc. Avtd vmoroyiletar coav  poe  oEPA  amod
ovvadpoloueva transforms, kataAnyoviog oe kabe kopven KAOE AVTIKEWEVOL
HETOPPALOUEVEG GE GUVTETAYUEVEG KOGLLOV.

To emduevo Prjua eivor o VTOLOYIGHOG PMOTICROV Yio KABe KopLOT. AVTH ®GTOGO
elvar po moAvmlokn dradikacio n oroia ypedleTon Aemtopépela yuo va teptypaest. H
KkéOe kopven Ba Exel o KAmol OTEWOTNTO GYETWLOUEVT HE KATO0 POTEWVY TINYN
oty 000V, Kol TO TEAIKO OMOTEAEGUO PMOTEWVOTNTOS YO TV KOpLeN O Tpokdyet
cvvunohoyifovtag to moco emnpedlet 1 k4B TNYT.

Ewoéva 5: dotiopog o o 3A oxnviy

A@oD 01 GUVTIETAYUEVEG TV KOPLPDV £XOVV LETOPPOUCTEL GE GUVTETAYUEVES YDPOL
KOGLOV KOt 01 TIHEG PMOTEWVOTNTAG TOVG £XOVV VTOAOYIGTEL, VITOKEIWVTOL GE OKOUN Lo
Oldkacio HETAPPUONG CLVIETAYUEVOV: OUTH TNV QOPA KEVIPO avapopds givar 1
ewkova ov Ba mpémet va detl 0 ypnotg (M N xkauepa). To «avBpaomivo pdtyy umopel va
Ogl LOVO TO OVTIKEIIEVOL TTOV TEPLEYOVTOL HECOH GE LKL CLYKEKPLUEVN YwVia, TOGO
opllovtia 660 ko kabeta. Ta avtikeipeva €€ amd avtd T0 ONTIKO TEdiO deV €lvan
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opoTd, Kot oev yperaletal kav n unyovny va ovveyilel va ta emeEepydleton. To va
OlEVKPIVIOTEL TOL0L AVTIKEIUEVA UTOPOVLLE VO yVONIGOVUE EIVAL YVMOGTO GOV «EMAOYN
avTikeyévo vy (ayylkoc opog: object culling).

2V ovvEyeld n unxavn ovOAoUPAvEL TNV SoOIKOGIO TOL «YWOASIoRATOS»: K(OE
oyn Eeywplotd eEAEyxeTan Yia To av ivor oAOKANPM HEGA 6TO ONTIKG TEGI0, OAOKANPT
€Em M oto evdlauecso. Ot € 0AOKANPOV €KTOC OyvOOLVTOL TANPM®G, Ol OYELS OV
Bpiokovtor €&’ oAlokAnpov péca Oev  yaAwilovior kKaBOAOV, €V OVTEC TOV
Bpiokoviat oto gvoldpeco yaidilovior dGTE HOVO To. TURUATO TOV BpioKovTol PLOVo
péca 6To onTikd eSO Vo LVITOGTOVV EMeSEpyaaia.

To emdpevo otddoo eivarl n a@aipeon micw oYng: vroHEToviag T0 TAPASELYHO EVOG
KOPov, Ba wpénet va givar EexdBapo 6T and kdbe onTIKY Ywvio UTOPOVLE VO SOVUE
puovo (katd péyloto) Tpelg amod Tig €51 dyelc Tov KOPov. Avtd eivan aAnbéc yia Ao ta
avtikeipeva mov Bo pmopovoape vo oYEOIAGOVIE GTOV EIKOVIKO KOGHO: o)eddV o1
HoEG OYELS pésa 6TV oknvn| Ba lval amopakpuGUEVES AtO TNV OTTIKN LOG YOVio OE
kéOe mepintoon. H agaipeon wicm oyng ypnoiponoteitol yio vo apopECEL QVTEG TIG
OYELS, MOTE VO UMV GTOTAAATOL XPOVOG KOl ENEEEPYOCTIKT 10YVS Y10 TOV GYESOGUO
TOVG.

['a va tpocddcovpe BABOC GTOV EIKOVIKO LG KOGUO, YPTGLLOTOOVUE TNV TEYVIKN
™MV POONTIKNG (daveEISUOC amd TOV YDPO TOV KOA®V TEYVOV). ATO TEYVIKNG
AMOYEMG, 1 TPOOTTIKY| LIOAOYILeTON doupdvTag TS TIES Tov X, Y pe v Tiun Z o
k@B Kopven. Ot mpokvTTOLGEG cGLuVTETAYHEVES X Ko Y Yo KEOe Kopurn ev cuveyeia
KMpoKkovovtol Kot oAlcBaivouv dote va gpeavifoviol oty cmOoTH UEPLE OTNV
npofoin g 006vng.

‘Eva onuoavtikd Prupo oty dacoinveoon elvar 1 g€a@dvion TV Kpoppévev
EMQAVELDV: E0c@aAilel 0Tt ta avtikeipeva Oa gppaviCoviar otnv cwot) oepa
BaBovg. Etvar amapaitnto va yiver Kamowov €idovg ta&tvounct, dCoTE Ol EMPAVELES
OV QITOKPVATOVTOL TOW OO KOVTIVOTEP OVTIKEIPEVO Vo UV oxedtdlovtal Tave
amd ovtd. Avtd yivetoar pe dvo TPOTOLG: gite GYedAlovIal Ot OYELS OTNV CWOOTN

oelpd, mpdypa dVoKoAo, 1| oyedialovtor oe avbaipetn GePd Kot ypNOILOTOIEITOL EVOG
Z-buffer.

To 1eAMKO o©TAO0 OTNV  SWCOANVOCY TOV YPOEIK®V €givol TO OTAS0 TOV
rasterization: ce ovtd 10 6TAdI0 OYESGLOVTOL Ol OYELS TOV OVIIKEWEVOV OTNV
0006vn. Eivar poaxpdv 1o mo apyd otddio o éva cvotnuo mov Pacileton 6e AoyIoHIKO,
YU 0vTo Kot ovyva ypnoomoteitan kamolog 3D accelerator. e avtd to 6tddio yivetar
Kol 1) oKioo).

Yrdpyovv tpelg TpoémoOL Yo v peavicovpe Oyels oty 006vn: o TpdTog givorl To
wireframe, oto omoio spaviCovpe povo ta meptypaupato tov oyemv. O de0TEPOG
TPOTOG glvan N enimedn okioom, oty onoia ot Oyelg oyxedialovtal, oAAd kdBe dym Exet
£€vo, LoVO YpAOUO TOL O0ToloL 1 EMOTEWVOTNTO ival avdAoyn otV £viacT Tov E®TOG
7ov mEPTEL TAV® Tov. O Tpitog THmog okiaong eivar o Gouraud, ovopacpévog Koo
TOV Onovpyod, o omoiog mepthauBavel Ty mapepfoin (interpolation) tng évtaong
QOTOG Katd PUNKog Kae emeAvelng, OOTE Vo EOUAAVVOOLY Ol OyUEC. Xe OPIGUEVES
TEPUTTMOOELC amoKoAeiTon kot «Smooth shading», «opain okioony.

To Dithering sivotl pio emmAéov TE(VIKN OV YPNOLUOTOLEITAL Y10, TNV OAAAYT TNG
ToKvOTNTOC TV PiXels @ote vo mapdyst éva mo opodd omotélecpa. EmmAéov
xpNnoonmotovvTol TeYVIKEG Texture Mapping otig omoieg pia vEN — Yo TOPASELYLLOL
Ho IOV TOL AvaToPloTd £vov Tolyo amoTeAovEVO amd TOVPAN — avatifeTor Katd
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UNKOG KATOL0G EMPAVELNG DOTE VO TPOGOMGEL LEYUADTEPO PEAAICUO TNV KOV, To
OTTIKO OMOTEAEGHA TNG OMOTEAEGUATIKNG XpNong texture mapping eivol cuyvd Told
KOVTA 67O 10€aTO.

2.6.3 X3D dviiouctpyréc

Me tov id10 tpomo n HTML amottel v ypnom evog uAlopetpnt yio v Tpofoin
Mg TAnpoopiag otov ypnotn, ta mepPdriovia X3D amattovv évoav @UAAOULETPNTH
v X3D (19) yo vo LETOTPEYOVV TOL GLGTHLOTO. GUVTIETAYUEVOV KoL TO TEPIEXOUEVOL
avtikeilevd Toug o€ éva TplodtioToTo TePPEALOV 6TO 0moio 0 XPNoTNG va UTopet va

mepuynOet.

2.6.3.1 IHog dovAievel évag gurilopeTpnTtic yia X3D

H xopua Aertovpyia evog @ouilopetpnt v X3D eivor va dwPdost 10 apyeio
YOPAKTPO-TTPOG-YOPOKTNPO KOL VO, ETLYEIPNCEL VO TOV UETAPPACEL GE L0 YPOPIKN
ewova. Kdabe @opd mov o @uALOpETPNTNG OCLVOVTAEL KATOOV WUN OVOUEVOUEVO
YOPOKTNPO N KOTOw EK@pacn Tov Oev mpoPrémetal and v ovvtaén g X3D,
onuovpyet éva pvopa AdBovg Kot oTapoTdsl TV Agttovpyia tov. AvdAoya Tig
SVVATOTNTEG TOL QUALOUETPNTY, GVOUEVETOL VO €ivan o B€orm Vo, KOTOVONGEL Kot
avamapactdoels facilopeves 6 TAAOTEPES EKOOGELS TG YADGGOG.

|| life.wrl (model/vrml Object)

~A Cortona

Ewéva 6: O dviropetpntig Cortona3D epapuoldpevoc wg plug-in otov
evAropetpnth Iotov Mozilla Firefox

Ymv mepintoon mov to X3D vikd givar dnpocievpévo otov Iotd, to mbavoTEPO
giva mog kamotog kabiepmpévog puilopetpnig Iotov (my Internet Explorer, Mozilla
Firefox) Oa givon og Oom vo TpoPaArel TV ovaTOPACTAGT XPNOILOTOIOVTIOG KATOIOV
evAlopetpnty Yo X3D oe popen plug-in, &ite tpéyoviac amevbeiog ToOv
QLAAOUETPNTN E1TE EVOOUATMOVOVTAG TOV, LE TOV 1010 TPOTO TOVv Yo va. TpoPdAel To
nepeyouevo evog .pdf apyeiov Ba evompdrwve tov Acrobat Reader.
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Xe mpOT @Aaon, oaeov o euvAiopetpntig X3D dwPdoet tovg kOUPovg mOL
kaBopiloviar oto apyeio Ko Ta media, Oa emAéEel po apykr B€on yo TV ONTIKY
yovia (kbpepa). Emiong Oo eiéyEer yio 10 av to opyeio €xet ocvuvdEGHOLE OV
ypnowonowovv tong WWWANchor kot WWWinline koéufovc. Edav Bpet tov
WWWiInline xéppo, Ba avatpééet yuo emmiéov kOpPovg oe eEmtepikd apyeio amd Tov
avaloyo Web Server. Apod £xovv yiver 6Aot ot amopoitnTol vroloyiopoi, o X3D
browser mpofdier pe ypnon ™¢ unxavng rendering tv mAnpogopio mov Exel
gviomicel omv 006vn TOL VWOAOYIGTH. TNV ovyvy mepintwon mov 1o X3D
neplPdAlov etvar xotaveunuévo, omAadn m mAnpoeopic mov TO cLVOETEL €ivor
dwpopacuévn otov Iotd, n mopamdve Oladikacio yivetor o€ oTddl. XTO TPOTO
0TA010, O PLAAOUETPNTNG POPTAOVEL TNV POciKr meptypaen ¢ oknvng. Kat’ omv
QOPTMOVEL OMOECONTOTE OKNVEC Umopel va mepi€yovtor péca oty oknv (1
ELPOAEVUEVEG OKMVEG), TPAyHo To omoio umopel va mpokoiécel kabvotépnon
avdAoyo 6TV Kivomn 6To d1adikTLo, TNV TO0TNTA GOVOECNG, TNV ENEEEPYAGTIKY 10YD
TOV VITOAOYIGTY] KO TNV TOVTNTO GOVOEGTC.

KabBog o ypnomg mhonyeitoan péoca oto mepipdirov, o @uAlopetpntig Ba eléyyet
SLopK®G vor Ogtl av ¥PpeLdLeETOL VO QOPTAOCEL EMTAEOV VEO VAIKO KaBMG 1 OTTIKN YoVvia
arAGlel. Emtiong Oa eléyyet yio tuxdv gvepyomoinom kopupov WWWANchor, dote og
VT TV TEpinTmon va avatpééel oto mpokvmtov URL amd to WWW Anchor kot va
eoptioel 1o X3D apyeio mov o tov emiotpéyel o Web server.

2.6.3.2 Xeipopog prog oxknvipg X3D

OMot ot X3D browsers ypnotpomolody 1o KeVIPIKO GNUEID TOV UOVTEAOL GOV TO
KEVTIPO avOQOPAg Yo TV TPOPOAT] TOV AVTIKEEVOL. AVTO onpaivel 0Tt edv BEAovue
va eetdoovpe va avTIKEILEVO M| KATTOLOL GKPY EVOG LOVTELOVL, OEV TMEPIGTPEPOLVLLE
oTNV TPAyUATIKOTNTA TO 1010 TO OvTiKeEipevo, oaAAd cuvoAikd to mepPdiiov. ‘Evag
GAAOG TPOTOC OMTIKOTOMONG TETOOV €100VG YEPIGUOV Elval TO VO PAVTOGTOVUE
oAOKANpo to X3D povtéro va mepiéyetat péca og pa opaipa. Otov petokvovue éva
OVTIKEILEVO, OAOKANPO TO HOVTEAO METOKIVEITOL YPNOUOTOIDOVTAG TO KEVIPO TNG
ocpaipag oav onueio avagopds. To mog yepwldpoacte to  avtikeipevo
YPNOLOTOIDVTOS Eva LAAopETPNTN e€apTdTon amd v BEom ToVg 6TO TEPPAAAOV.

2.7 To ITPOTYNO X3D KAI E®GAPMOTI'EX

2.7.1 Baoikny Xovraény X3D

‘Eva VRML apyeio eivor éva andhd apyeio popeng keyévov to omoio ypnoiponotel
ASCII, evo éva X3D apyeio emiong ypnowomotet ASCII kepevo pe v dopopd 6t
umopel va ypnoponotel v ovvraén g XML (20). Kotd cvvéneio, pumopodpe va,
onuovpynoovpe  VRML/X3D  mepieyduevo  ypnOWOTOIOVIOG  €vav  OTAO
KEWEVOYpapo ommg to notepad tov Windows. Qotoco, enedn givar SVGKOAN M
onuovpyia aentikd evydpiotov amoteAéopatoc oe X3D pe amin ovviaén g
Kodkonoinong, ypnoonotovvtot editors mov avolappdvovy vo amopakpOVOLV ToV
YPNOTN amd TNV OomeVOeing cLYYPOET] KMOKA KOl VO TOV UETAPEPOVYV GTO EMIMEDO
OTTIKNG eneEepyacio.

[Mopabétovpe tov kddwka evog apyeiov VRML ywoo v €ékdoon 2.0, 6mwg Oa
epeovioTav av avoiyope To apyeio e KATOWOV amAd KEWEVOYPAPO:
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#VRML V2.0 utf8
# A Cylinder
Shape {
appearance Appearance {
material Material { }

}

geometry Cylinder {
height 2.0
radius 1.5

}

W
«~ Cortona

Ewova 7: TIpoPdairovtag Eva amdd oynpo KoAIvOpov o LUALOUETPNTA

v ewovo eaiveton 0 KOAVIPOG OV KOIKOTOIEL O TOPATAVE KMOKAS, 0TS Ha
wpoParrotav pe yprion tov uAropetpnt Yoo VRML/X3D Cortona3D.

Zyohalovtag Tov KMo, apyiKd avapépovpe Tmg 0Tl akolovbel Tov yapoaktipa #
otV 01 ypapun givor oxdA0, 1o omoio cuveyilel uéyxpt 10 TEAOG TG 1010C YPOLLLUNG.
Me e€aipeon v ypnon Tov xopaktnpo #, To0 TPOTLTO ivar mTANpPovs ehevBépac-
HOPPNG: OMOLONTOTE WEGH OTO Opyelo UmopohV va VIAPEOLV TOAAOTANL KeVA,
yopoktipeg tabs 1 kan kevég ypoupéc. H mpdtn ypapunq n omoio mapovoidletor g
oYOMO TapabETEL TANPOPOPIEG GTOV OVAYVAOGCTY OYETIKA pe TV ékdoon s VRML
omv omoia avtiotowyel o KddKag. Otav €vag euAlopetpnmg oPdcel o apyeio
®oT000, O’ OAO0 MOV M TWPAOTN YPOUU eppoaviletor ®G «oyOAon, Bo Vv
YPNOOTOMCEL OC TANpoYopia. oxetikd pe v ékdoon ¢ VRML omv onoia
avtiotolyel o kmokag. To 1010 ®woTdc0o dev Ba yivel Ko yio v 0edTEPN YPOUUN, M
omoia givar amAmg Eva oYOA0 Y®PIc TPAKTIKY a&ia.
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2.7.1.1 KopPor ko media

Onowooonmote €xel gumepioc. amd MTPOYPAUUATIONO pUmopel va  avoyvopicel Tao
dykiotpa ‘{° wor ‘}’ To omoio YPMOUOTOOVVTOL Y10, VO, TPOCOOPIcOVYV UTAOK
mnpogopiag | cvoyetilopeveg minpogopies. Ta apyeiocc VRML/X3D amotelovdvron
amd «KopPovgy, ot omoiotl axkorovBodv v e€Ng cvvVTOEN:

Tonog_ KouPov { <mepieyouevo kopupov> }

Ot tomor kouPov mov emrpémovian amd v ovvrtaén g VRML/X3D eivon
KaBopiopévol and 10 mpdtLTo (Kol 68 HKpoTEPO Pabpo amo Tov aplfud £kSoong).
Y10 mopddElynd pog ypnoilpomolovpe tovg koOuPovg: Shape, appearance, material,
geometry, evd 1o mepleyopevo péoa ota { } kabopilel ta media TOL EKAOTOTE
kopupov. Kabe medio £xer Ovoua ko Tiun. e ot TV mepintmon, to nedio height tng
YEOUETPIOG TOV KLAIVIpOL Exel TV TN 2.0, to omoio kabopilet yio tov KOAVSpo 6Tl
Ba &xet Dyog 2.0. Ot tipéc tov mediov pmopel va eivon amAol apBpol, opnddes apOpmv
(my 1 0 0), strings, AéEeig KAeWd1d, ewkdveg, Boolean tég, kin. Apketd media £xovv
TOALOTALG TIpéG, omdTe Kot Otaympilovron pe kopupo Ko mepPdAiovior amd Tovg
yopokmpeg ‘[ kot ‘], T mapddetypo Bo pmopodoape va ypayouue tov KOUPo
Material { diffuseColor[101,0.50.750,010,0.30.30.2] }.

Kdabe medio €xer po mpokabopiopévn T, Xtnv zmepintoon oty omoio dgv
kabopicovpe eueic kamowo T yuwo Kémwolo medio evog kOUPov, mapoieinoviag To
1€d10, 0VTO CLUTANPAOVETOL o TOpTA PE TNV TTpokaboptopuévn Tun. o Tapdderypa,
N tpokafopiopévn Tiun aktivag yo e ceaipo etvatr to 1 pétpo.

2.7.1.2 Ovopacia Koppov

Xe omotovonmote kOpPo umopel va avatebel éva Ovopa, dote va Yivel avapopd o
avtdv apyotepa. Avtd yivetar pe yprion tov npobépatog DEF, my:

DEF Pants Color Material { }

10 mapambve Topadetypa opicape évav koufo tomov Material o omoiog €xel v
ovouacio Pants_Color. Av vrofécovpe O6tL dnpovpyovGoUE THY avarapdotacn evOg
avOpomocdong e VRML/X3D, kat dnpiovpyodoape 5-6 drapopetikode kopupoug (my
KLALVOPOLG) Y100 TV AVATOPAGTACT] T®V TOODV TOV avOp®ToEdovs, Ba Hropovcape
vo avabiéocovpe Kot otoug 5 kouBoug to idto Material ypnoponoidvroc:

material USE Pants Color

KGOe @opd mov Oo kododuactav va opicovue 1o medio material twv peddv. To
nopandve Oa giye ocav anotéheoua o ahdayn oto media tov Pants_Color vo aAldget
™V ELPAVIoT OA®V TV KOUP®V oV TOoV Ypnotuonotovv og material.

2.7.2 Avtikeiueva, Iepapyicg Kol Koupoi
Ataywpiouodv
Onwc éxer MO mpoavapepbel, évag eikovikog kOouog pmopel vo Bempnbel wg pa

epapyio avtikeévaov. Ot minpoeopieg mov oyetilovtal pe £va avTIKEILEVO Hmopovv
vo anobnkevtovy pe v xpnon evog KouPov Alaywpiopod (Separator) (21). ‘Evog
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KOpPog dwywpiopov eivar cav éva kEALPOG Tov TEPLEYEL €va avTikeipevo. Agv
EPLEYOLV  OAOL Ol KOUPOL SO ®PIGUOD  OmOPOATNTO YEOUETPIKEG TANPOPOPIES
(KopLPEG KO OYELS), KAODS apKETOL YPNGILOTOLOVVTOL OTAMS Y10 VO TEPLEYOLV AL
avtikeipeva oav povada. O koupog daympiopov eival évag tOmog KOUPovg mov
ypnoonomOnke oty VRMLL.0 kot eykatareipOnke éneita amd v VRML2.0 kot
HETA KaBMG 01 AstTovpYieg TOV EVOOUATOOMKOV Kol ETEKTAONKAV GE AALOVG TOTOLG
KOUPv. Avagépovpe Tov KOUPO S1oy®PIGHOD Y10 1IGTOPIKOVS AYOVS, OAAG Kot Yol Vo
OMOOVLE GTOV OVOYVOOTN TNV PacIKN 10£0 TGM Amd TNV OMNUIOVPYiL 1EPAPYLOV.

‘Evag kopPog dtaympiopod €xet kOUPovg «mondidy o010 €0MTEPIKO TOV, Ol OTOiol
TEPLYPAPOVY TO, AVTIKEILEVO TTOV TEPLEYOVTAL GE AVTOV. AVTA TO TOUdLA [LE TNV CEPA
TOVG TEPLEYOLV AL Toudid, KAT, oynuatiCovtog £tot pa lepapyia. o mapdderypa,
av OEAaLLE VO AVATOPACTIICOVUE TO AVOPOTIVO GO YPT|CILOTOUDVTOG LU0l IEPOPYIKN
doun, Ba elyape To e&ne:

DEF Body Separator {
DEF Pelvis Separator {
DEF Chest Separator {

DEF LeftUpperArm Separator {
DEF LowerArm Separator {}

}

DEF RightUpperArm Separator {
DEF LowerArm Separator {}

}

DEF Head Separator ({
DEF Skull Separator {}
DEF LeftEye Separator {}
DEF RightEye Separator {}
DEF Nose Separator {}

}

}
DEF LeftThigh Separator {

DEF Calf Separator {}
}
DEF RightThigh Separator ({
DEF Calf Separator {}
}
}
}
Noa onueiwbet 611 10 mopamdve dev ¥PNCUOTOLEL TIG TPOJAYPOUPES TOL TPOTVTTOL H-
Anim, to omnoio kot ypnotponotei o editor e Amlopotikig Epyooiac. TMapéyet
®ot6c0 o Pacikn 10€o Yoo TO TOG UTOPOVUE VO OOUNGOLUE Mo tepapyio
YPNOLOTOIOVTOS KOUPBOoLS dtoywpiopov. Tnv mAnpoeopia mov Ba wepiéyoviav péca
o€ kaBe KOUPo ™V Exovpe TOPAAEIYEL GTO CLYKEKPIUEVO TOPAOELYLLOL
‘Evoc «opPoc daympiopod umopel emiong vo mepiéyel mAnpo@opio. oyeTikd HE TO
CYNUO TOV OVTIKEWWEVOL TOV TEPLYPAPEL, KAODG Kol TANPOPOPIEG CYETIKA UE TIG
1010t TEG TOV OVTIKEWEVOL (Ommg évac kouPoc Material). Emmpocbeta, évag kopfog
Slywplopov pmopel vo ddGeL v tomobecia, Tov TPocavatoMoud Kot o péyedog
TOV OVTIKEWWEVOV G€ oY€omn He Tovg KoOuPovg yovéa. Avtd pmopel va yivel
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ypnowonowmvtag transforms. Tmv npdén, évag kouPfog Ataympiopov Ba épotale g
egng:

Separator {
transforms
surface properties
shapes
children

}

Edv o1 surface properties (1010ttec emoaveiag) dev Tpocdloplotovy, «viobdetovvtany
amd to aviikeipevo yovéa. [Ma mapddstypa, av dev €yxovpe opicel Kamolov KOUPo
Material otov tpé€yova dtaympioty kopPo, ypnowomnoteitor o koufog Material tov
yovéa. Av obte 0 yovéag o0Te Kamolog GAAoc mpoyovog drabétel kouPfo Material, Tote
ypnoonotovvror ot default tipée.

Mmnopobpe va ypnoiuonomoovpe Tolhamdlovg koufovg tomov Shape (oynudtmv)
péca oe HOMGS Evav Atoywplot, €av gival anapaitnto. ['a mapdostypa, propovue vao
€yovpe o €ENG:

Separator {
Material {
diffuseColor 0 1 0
}
Transform ({
rotation 1 0 0 0 5
}
IndexedFaceSet {
coordIndex [ ... ]
}
IndexedLineSet {
coordIndex [ ... ]

}

370 TOPOTAVE TOPAdELypa £XOVUE dVO KOuPovg oynudtov, tovg IndexedLineSet kot
IndexedFaceSet ot omoiot popalovtor éva material ko éva transformation. Eav dgv
mpocdopiletar KOUPOS GYNUATOS, TOTE TO AVTIKEILEVO dEV EYEL ELPAVIOT). TNV TPAEN
VIApPYEL, OAAG elval €vog 00paTOG OTOV YPNOTNH KOUPOG 7oL OmAd TEPLEXEL
TAnpoeopieg, €ite Yy to MOl TOL, €iTE Yoo HEAAOVTIKN YPMON OV HE KATOO
Aertovpyia Tov mpootebel yeopeTpia.

H mopoandveo otpatykn mpocdptnonsg morllamiov kOuPov yeouetpiog oe €vav
KOuPo daywpiotn ypnowonombnke katd v avamntuén tov editor oe moAlamid
onueia (Ty otV TEPITTOON OV TPOGAPTOVUE Eva KATEAO 0TO KeEPAAL £vOog avatar,
®ote va dtotnpnbody ot dvo Ye®UETPieg OALA v AEITOVPYOHYV GOV UidL).

2.7.3 Koupor Transforms

Ot Aertovpyleg KMUOK®OONG, TEPIGTPOPNG KOl HETAPPOCNS TOL TEPLYPAYAUE CE
Tponyovpevn evotnta opifovrat pe mapopoto tpomo yuo v X3D. H petdopaon kot
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N KMpdKoon avomapiotavtol omd SlvOGHOT, KOl 1) TEPICTPOPT G HopPn GEova-
yoviag pe téocepic aplBuovg (tpelg v tov dEova mEPIOTPOPNS, Kol £vav yio N
yovia). H yovia mepiotpogng dev divetar og poipec, aAld oe rads/radians (m
petatpomny and poipeg oe rads yiveron pe mordamlooctoacpod pe to m/180.0 dmov 1 eivan
N yvoot)| otabepd tov Apyumdn kor oovton pe 3.14159...). Ot petappdoelg
LETPLOVVTAL GE UETPOL.

Yrdpyovv moAloi tpdémot yia va mpocdtopicovpe transforms oe X3D. O mo amhog
givaw pe v ypnon evog Transform koéuPov, o omoiog ocvvovalel KMpdkmon,
TEPLOTPOPT] KO LETAPPAOT), TTY:

#VRML V2.0 utf8

Transform {
scale 1.0 1.0 1.0
scaleOrientation 0.0 0.0 1.0 0.0
center 1.0 1.0 1.0
rotation 0.0 0.0 1.0 0.0
translation 1.0 1.0 1.0
children [
Shape { ... }
geometry Box {}}

To medio “center” meprypdeet éva onueio oTov TPIGOAGTATO YDOPO e PAon To omoio
TO OVTIKEIPEVO KAlak®VeTOL Kol teplotpépetal. Eivor onuavtikd vo Bopdpoacte 0t
Kol outd elvar €va onpelo 6TO0 CUGTNUO GLVTETAYUEVOV TOL OVTIKEWEVOL. [
TAPASELY LA, OV EYOVUE L GPAIpO e aKTiva 2 HovAd®V, Kol ovaBEcove ¢ KEVTPO
t0 -2, 0, 0 tote Bo mepioTpoPel YOpw amd amd £vo onuelo oTNV EMPAVELD TNG
cpaipag.

To nedio “scaleOrientation” meprypdeet tov tpoémo pe tov omoio Oa meploTpaPel T0
GUGTIUO CUVTETAYUEVOV TPV Yivel KMUAK®OOT). AVTO EMITPENEL GTO OVTIKEIHEVO VoL
KMpokmOel pe acvvnBiotovg tpdémovg. Ta media pmopovv va omaplOunbovv pe
OTOL0ONTOTE GEPA, OALL M CEPA e TNV omoio yivovior ot emeUPAcEl Tave GtV
veopetpio etvor whvta 1 010 KAUAK®OGT, VOTEPO TEPIGTPOPT], KOl GTNV GUVEXELN
petdopacn. Me dAha Adya, TO AVTIKEILEVO TPOTIGTOC LETAKIVEITOL DGTE 1) APYT TOV
va givol T0 oNpElo OV TEPLYPAPETOL MG KEVIPO TOVL, €V GLVEXEIN TEPIOTPEPETOL
avaloya pe to medio scaleOrientation, Khipakovetol, kot neplotpépeton miow. Kot
OV TEPLOTPEPETOL e PAOT TNV T TEPIGTPOPNG TOV, UETOKIVEITOL TIoO® MOTE 1M
apyn Tov vo givor to apykd onpeio KEVIPOL TOV, KOl HETOKIVEITOL TOAL THC®
GUUOMVO, LLE TNV UETAPPOOT).

2.7.4 Baocika Zynuata
H X3D emupéner po mAnbopa omd OlpopeTikd OYNUOTO: CQOIPES, KOVOULG,

KUAIVOpOLG, kot KOPBovg. Znv ovvéyxewn e&etdlovpe To OYNUOTO OLTE  OTWG
avamopictoviot oty X3D:
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2.7.4.1 Xoaipa

O «xo6pPog ¢ Zoeaipag eivar moAD omhog, KaOOG mepiEyxelt poOMg éva medio,
OTOKAAOVUEVO «OKTivay, TOo omoio mpocdidel v embounty axtivo oty ceaipa
HETPNUEVT GE PETPOL, TTY:
Sphere {
radius 1

}
H xat’ eEoynv Ty g axtivag givat to £va pétpo.

2.7.4.2 Kaovog

‘Evoc kdvog amotedeiton amd 2 tunuota: TG TAELPEG Ko TV KAt oyn. O
TPOGIOPIGHOG TOVG WOTOGO givarl Tpoarpetikdc. EE opiopol évag kmvog dtabétet kot
T VO, VO TO Tedio parts umopet va tpocdiopicet eite 10 éva N o GAAO avabétovtdg
tov Tég SIDES 1 BOTTOM avrti yio ALL mov givon 1) €€ opiopod. ‘Evag kdvog £xet
dvo axopo medio: height ko bottomRadius, ta onoia Tpoodiopilovv avtictor o to
VYOG TV TAELPMV TOV KOVOL Kol TV aktiva g Pdong. Ot €’ opiopod tuég eivan 1
Ko 2 avticTouya.

Cone {
bottomRadius radius
height height
parts parts

}
2.7.4.3 KVrivopog

"Evoc kOAMvdpog givor mapopolog pe évav Kavo, oAl €Yel TPLO OKEAN: TIC TAELPEG,
mv Kte oy kol v mave oyn. To medlo parts pmopel va €xel omorovonmote
oLVOLAGHO €K TV TPV (Topadetypo cvvtaéne: (SIDESIBOTTOM)). H cbdvtoén yio
évav KOAvopo etvar n e€nc:

Cylinder {
parts parts
bottomRadius radius
height height

O kopPot tomov Sphere, Cone kou Cylinder dev eivat mapd GVVTOPELGEIS ®GTOGO Yio.
yYe®UETPIKA oynpata. Otav o puiiopetpntig daPdlet o X3D apyeio, petatpémet Tig
TAPOUETPOVG TTOL £XOVV OPLOTEL Y10 LTOVS GE KOPLOES Kol OYELS Le Ui Oladkociol
nov ovoudleton «tessellation”™.

2.7.4.4 KVPBog
O k0Pog eivar éva amd ta mo anid oynuota. Exet vyog, pnkog kot fadog, my:

Cube {
width width
height height
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depth depth
}
Kot ta tpia media £xovv pia €&’ opiopot tun 2.0. Kabdg n apyn tov kvPov givar to
KEVTPO TOV, O1 TAEVPEG TOL KOPOV givar OAEG Eva LETPO amd TV apy1| TOV.

2.7.4.5 AsciiText f§ Text

EmnAéov, vrndpyet évog kopupog mov ovopdaletar AsciiText o omoiog emtpénel otov
YPNOTN VO ONUIOVPYNOEL EMimedo Keipevo (my vy v onpovpyio emypoapav). H
ovvtaén eivor eEPETIKA OmAN:

AsciiText {
string ".."
spacing spacing
justification justification
width width

}

To mepieydpevo tov String eivan 1o eninedo keipevo mwov Oa mpoPAnOetl, Kot mepiéyeton
péca oto "..." . Mmopovpe va £xovpe ToOAAOTAG Strings, doympiopéva omd Koot
kot peca o€ [...]. To medio justification pmopei va givar LEFT, RIGHT 17 CENTER.
Y1 televtaieg exdooelg g VRML kobwg kot oto X3D, o wkoéuPog AsciiText
epeavifeton ko og amid Text.

[Mopaderypo:

Text {
string ["To be or not to be",
"That is the question"]

fontStyle FontStyle {
family "SANS"
style "BOLD"
size 0.5
justify "MIDDLE"

}

10 apamdve mopadetypo Exovpe opicel emmAéov fontStyle ya to keipevo pag, to
omoio kaBopilel emmAéov OELOTA YPAUUOTOCEPAC.

2.7.4.6 IndexedFaceSet

Ot kouPot mov eetdoope emg Tdpa (Sphere, Cone, Cylinder, Cube kot Text) eivot
YPNOLLOL LOVO Y10 TOV GYESUCUO EEAPETIKA OMADV TEPIPUAAAOVTIOV OO YEMUETPIKNG
amoyems. Qotdéc0 moAhd X3D apyeio xpnoHoTOlo0V Evay GAAO TOTO GYNLLOTOC, TO
IndexedFaceSet. 'Eva IndexedFaceSet eivar €vag tpomog TEPLYpa®ng €vOG
OVTIKELLEVOD YPNOUOTOIDVTOS EVOL GOVOAO KOPLG®V Ol OTOoieg EVOVOVTOL UETAED

TOVG UE TNV XpNon Oyewmv.

geometry IndexedFaceSet
coord Coordinate {
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point [ -2 01, 101, -1 0 -1, 1 0 -1, 01 0O ]
}

coordIndex [ O, 1, 4, -1, 1, 3, 4, -1,

0
3, 2, 4, -1, 2, 0, 4, -1,
1

~
(@]
~
N
~
w
~
|
=

210 mopandve Tapdderypa opilovpe Tig 5 Kopveéc cav Twég Tov ediov point (my n
POt Kopuen eivor 1 -1 0 1), kot T1g OYelg mov cLVOLOLVY TIG 5 KOPLEYEG GTO TEDIO
CoordIndex pe oavagopég oto medio points twv Coordinates. O mapambved KOIKOG
TEPLYPAPEL LLL0L TUPUUISAL.

2.7.4.7 IndexedLineSet

Mepikég opéc ivol TpoTIU®TEPO av OV BELOVLE VOL YPNGULOTOGOVUE HOVTELD TTOV
va PaciCoviar oe mOAODY®VA, OAAG OmAEC YPOUUES, VO XPNOLLOTON|GOVUE TO
IndexedLineSet. T mopddetypo, ot  oktiveg &vOg OIKOKAOL — pmopel  va
avomapacTafody MO TEICTIKA PE TNV YPNON OMADV YPOPUDV, avii yio KOpPov
KUALVOPOL, TPAYILO TO OTTOL0 EKTOG OO O EVKOAO, EIVOL KO TTLO OTOSOTIKO MG TTPOG
to rendering. H obvtoén sivar idio 6mog ko yioo to IndexedFaceSet, motdéco to
omtikd amotélecua givor dtapopeTikd. Ilapabétovpe Tov MOPOKAT® KOOWKO ©C
TAPASELYLOL:

DEF Burst Shape {
geometry IndexedLineSet ({
coord Coordinate {

point [
0.00 0.00 0.00, 1.00 0.00 0.00,
0.92 0.38 0.00, 0.71 0.71 0.00,
0.38 0.92 0.00, 0.00 1.00 0.00,
-0.38 0.%92 0.00, -0.71 0.71 0.00,
-0.92 0.38 0.00, -1.00 0.00 0.00,
-0.%92 -0.38 0.00, -0.71 -0.71 0.00,
-0.38 -0.92 0.00, 0.00 -1.00 0.00,
0.38 -0.92 0.00, 0.71 -0.71 0.00,
0.92 -0.38 0.00,
]
}
coordIndex [
Or 1/ _11 Or 2/ _11
Or 3/ _11 Or 4/ _11
OI 5/ _ll OI 6/ _ll
Or 7/ _11 Or 8/ _11
o, 9, -1, o, 10, -1,
o, 11, -1, o, 12, -1,
o, 13, -1, 0, 14, -1,
0, 15, -1, 0, 16, -1
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O Topamdve KOJKAG, Le TV YPHoN EMTALOV TOV ENG YPOUUUDV MG TOPAUETPOV

péoa oto {} tov IndexedLineSet:

colorPerVertex TRUE
color Color {

color [
.0

~

burst ends
burst ends
burst ends
burst ends
burst ends
burst ends
burst ends
burst ends
burst ends
burst ends
burst ends
burst ends
burst ends
burst ends
burst ends
burst ends

R e e e = T e S e R e e e N T
R R e R e e N = R = ===y

cNoNoNeoNoNeoNoNoNoNoNoNoloNoNeNoN
PWOWOLWWWWWWWwWewwwo
cNeoNoNeoNoNeoNoNoNoNoloNoloNoNeNoNe!
PWOWOLWWWWWWWwWwewwwo
S oS S S S S S S S e S e SR SR S SR e

Anpovpyet 10 €N ONTIKO amoTéAes oL

burst center color

color
color
color
color
color
color
color
color
color
color
color
color
color
color
color
color

Ewdéva 8: To ontikd anotéheoua evoc IndexedLineSet

2.7.4.8 PointSet

Yrdpyovv @opéc mov dev ypelaldHacTe TOADY®OVA, 00TE KoV YPOUUES. AVTO oL
ypewlopaote eivan Eexwplotd onpeia, my dtav dnpovpyovue actépla T voyta, o
TPETMEL VO YPNOLLOTOGOVUE POINtS ovti yloo ToAAEG pikpég opaipes. To mapamdve

yivetar pe v ypnomn evog PointSet:
Shape {
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appearance Appearance {
material Material {
emissiveColor 1 1 1
}
}
geometry PointSet {
coord Coordinate {point [
1.0 1.0 1.0
-1.0 -1.0 -1.0
1.0 -1.0 1.0
]
}

color Color { color |

=
coo
=
coo
=
coo

}

O Topamdve KOIKAG Topdyetl To €ENG ONTIKO ATOTEAEGUOL:

Ewova 9: To ontikd amotéleopa evog PointSet

2.7.4.9 InfoSet

O xouPog Info mapéyer évav tpomo amobnkevong TAnpoPopiag KeWEVOL oe Evov
KOppo. Avtd pmopei va ypnoiponombei kdbe popd mov 10 yperdletar n epappoyn. O
@vAlopeTpnTc ocvvnBwg 10 ayvoel, KaBdg N TANpoeopio. mov TEPEYEL GLVNOM®G
EVOLOPEPEL LOVO TOV ¥PNOTN Kot Ogv EXEL KAmOo dpeco anotédecpa oto rendering. H
ovvtaén eivor ToAD omAn:

Info {

string "some text"
}
Apketoi puAhopetpnTég Kavouv xpnomn ovouacpévov Info kopfov y va ddcovv
£€Tpa mAnpopopia oG Tpog 10 mwg Ba mpémel va dafdcovy v oknvr]. QotdGo 1M
Tpoavapepheicn ToKTIKY Ogv elvat HEPOS TOL TPOTHTOV KOl OEV GLVICTOTOL.
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2.7.5 O1 Koupor Appearance kot Material

Ot kopuPor Appearance kot Material emttpémovv tov mpoodopiopd e akpiBovg
epueaviong Tov oynudtwv. H supavien evog oynuatog meptypdeetatl omd ovo chvoro
W010THTOV, TO TPATO EK TOV OTOIMV QLPOPA TOV YPOUOATIGHLO TOV DAIKOV TOL GYNLOTOG,
KoL TO OEVTEPO €K TV OTOimV apopd to texture wov avatiBetor 6TV EMPAVELR TOV
OYNLOTOG. Emunpocbeta O0TOVG KOupovg PositionInterpolator Ko
OrientationInterpolator, n X3D eniong mapéyer dvo emmpdohetovg KOUPOLE
Interpolator mov pumopovv va ypnoomomnbody yio vo Tapdyouy xpdo. Kot 1310TnTeg
omoc adwpaveln o évav koppo Material. Avtoi eivan o1 ColorlInterpolator kot
ScalarlInterpolator.

2.7.5.1 KopPog Appearance
O «opPoc Appearance meprypdoet WWOTMTEG €UEAVIONS Kol  pmopel  va

ypnoworombel cav 1 T tov mediov appearance ce KAmolov KOUPO CYNUATOC
(Shape).

Appearance {
material NULL
texture NULL
textureTransform NULL

}

Ot Tég tov mediov material Tpoodiopilovv Evav kOUPO OV TEPYPAPEL TIC 11OTNTES
TOL VAIKOD 7oV opiletar cav 1 gpeavion evog oxnpatos. O kopPfog Material givon n
ouvnOng tun mov avoriBeton oe avtd 10 medio. H avdbeon g €€ opiopod Tiung
NULL onpovpyet éva aotpagtepd dompo vAKO.

2.7.5.2 Koppog Material

[MoapaBétovpe evoekTikd v cOvtan evog T€To10v KOUPov:

Material {
diffuseColor
emmisiveColor
transparency
ambientIntensity
specularColor
shininess

O O O O o o
[@Ne]
O @
[@Ne]
O @

N O DNO O

}

Ta nedia tov kOpPov Aappdvovv evdeiktikés Tipég and 0.0 ewg 1.0, kabopilovrog
1660 £viovn umopei va. givor 1 kéOe 1610t Tal (T transparency) 1 tov ypoUATIGHO THG
wotntag oe RGB (my specularColor).

2.7.5.3 KopPpog ColoriInterpolator

O «o6upoc Colorinterpolator ypnowomotel o Aioto amd TUMUATIKOOS YPOVOLE —
KAEW1Q Kot ypopotiopods — kAedd ota nedio key wor keyValue. Otov 1 €€0d0g
fractional time evog TimeSensor kouPov dSpoporoyeitor (PAéme evotra mepi
dpopordynone ROUTES) oe  évav  «ouPo  Colorinterpolator, o «oupog
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ColorIntepolator ypnoponolel ypoppikn mopeBorn yio vo VTOAOYIGEL To EVOLAUESQ
ypopoata. Kdébe veobmoroyiopévo ypopo eEdystal ypNOYLOTOIOVING TO TESIO
value_changed eventOut tov kopupov. To eventOut pmopei va dpoporoyndei oto
nedio ypoporog evog Material koppov yia va mapdyovv epeé Kiviong 6To YpmLLo. eVOg
OYNLOTOG 1] 6€ KATO10 AALO Ypdua TOL oyfuaTog (T glow).

ColorInterpolator {

key [ ]
keyValue [ ]

set fraction
value changed

2.7.5.4 KopPog Scalarinterpolator

[Mapopoa pe évav koéuPo Colorinterpolator, o Scalarinterpolator xéufog
ypnowonotel po Aloto amd TUNUATIKOVS ¥POVOLG KAEWLE Kol TIHEG-KAELOE TUTOV
float cov Twég tov mediov key kar keyValue. Otov évag kouPog TimeSensor
dpoporoynfei pe ROUTE oe évav Scalarinterpolator «oépufo, o «oupog
ScalarInterpolator ypnowonotel ypoppkny mapeporn yio vo VTOAOYIGEL EVOIAUETES
TWEG KIVNTNG VTTOSOGTOANG. AVTéG ot Tiué e&dyovtan pe ypnon tov value_changed
eventOut 6mw¢ ka1 oty mepintwon tov Colorinterpolator kéuPfov. To eventOut
umopet ev ovveyela va dpoporoyndel péow ROUTES oto medio transparency evog
Material kouBov ®ote vo mopdyel kivion yio v adtapdvetlo (transparency) evog
oynuatog (to ontikod amotéAespa Oa eivar To oynua va eatveTor cav d18Pavo Yuoil).
O xopupog ScalarInterpolator eriong pmopet vo ypnotpomombei yio va amroctalody
TIWES opOUNTIKNG KIVNTHG LVTOONGTOANG GE OMOOVONTOTE KOUPO 7OV YpMoIHonotel
apOunTiKn Kvng vwodlaetoAng povig axpipelag cov n tiun evog exposed field.

ScalarInterpolator {

key [ ]
keyValue [ ]
set fraction

value changed

2.7.5.5 'Eva covOeto mapaderypa 6 VRML/X3D

Y autn Vv evotnta topoadétovpe éva mapadetypo oe VRML/X3D katackevoouévo
ue to Flux Studio 2.1. IMapaBétovpe apyikd T0 OTTIKO ATOTELEGLLO, KOl GTI GLVEYELN
SapopeTikég ekdooels Tov Kadwka og 1) .x3d pe popen XML 2) .x3dv onradn X3D
pe popery VRML apyeiov 3) VRML.
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Ewova 10: 'Eva oOvheto avtikeipevo o VRML ko X3D

1) .x3d pe popory XML

<?xml version="1.0" encoding="UTF-8"?>

<!DOCTYPE X3D PUBLIC "IS0//Web3D//DTD X3D 3.0//EN"
"http://www.web3d.org/specifications/x3d-3.0.dtd">

<X3D profile='Immersive' >

<head>

<meta name='Vizthumbnail' content='Thumb 1 x3d336391249143451.3pg'/>
<meta name='title' content='Figure03.1l0SpaceStation.x3d'/>

<meta name='creator' content='Figure 3.10, The VRML 2.0 Sourcebook, Copyright
[1997] By Andrea L. Ames, David R. Nadeau, and John L. Moreland'/>

<meta name='translator' content='Don Brutzman'/>
<meta name='created' content='6 August 2000'/>

<meta name='modified' content='1l5 September 2002'/>

<meta name='description' content='Space Station. Or spark plug? You decide... Also
see FigurelO.05MultiColoredSpaceStation.x3d, FigurelO.06PulsatingSpaceStation.x3d,
Figurel0.1l0SemiTransparentSpaceStation.x3d and

FigurelO.llAnimatingTransparencySpaceStation.x3d'/>

<meta name='identifier'
content="http://www.web3d.org/x3d/content/examples/Vrml2.0Sourcebook/Chapter03-
Shapes/Figure03.10SpaceStation.x3d'/>

<meta name='generator' content='X3D-Edit 3.2, https://savage.nps.edu/X3D-Edit'/>
<meta name='license' content='../../license.html'/>

<meta name='ExportTime' content='19:17:31"'/>

<meta name='ExportDate' content='8/1/2009"'/>

<meta name='FluxStudioVersion' content='659"'/>

</head>

<Scene>

<WorldInfo

title="'Untitled'

info=""This Web3D Content was created with Flux Studio, a Web3D authoring tool"
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"www.mediamachines.com"'/>
<Group DEF='Import Figure03 10SpaceStation x3dv'>
<NavigationInfo
containerField='children'
avatarSize="'

.25 1.6 .75

visibilityLimit="0"

speed="1"

headlight="true'

type=""EXAMINE"

"ANY"'/>

<Viewpoint
containerField="'children'
description='View from 80m away'
Jump="true'

fieldOfView='0.785"

position='0 0 80'

orientation='0 0 1 0'/>
<Viewpoint
containerField="'children'

description='Default viewpoint at (0 0 10) is way too close!!
to be, provide a replacement viewpoint instead.’'

Jump="true'
fieldOfview='0.785"
position='0 0 10°'
orientation='0 0 1 0'/>
<Group
containerField='children'>
<Shape
containerField="'children'>
<Appearance
containerField="appearance'>
<Material DEF='White'
containerField="material'
ambientIntensity='0.200"
shininess='0.200"
diffuseColor='1 1 1'/>
</Appearance>

<Box
containerField="'geometry'
size='10 10 10'/>

</Shape>

<Shape
containerField="'children'>
<Appearance
containerField="'appearance'>

<Material

That is a bad place
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containerField='material'
USE='White'/>
</Appearance>

<Sphere
containerField="'geometry'
radius='7.000"/>

</Shape>

<Shape
containerField='children'>
<Appearance
containerField="appearance'>
<Material
containerField="'material'
USE='White'/>
</Appearance>

<Cylinder
containerField='geometry'
height='0.500"
radius='12.500"/>

</Shape>

<Shape
containerField='children'>
<Appearance
containerField="'appearance'>
<Material
containerField="'material'
USE='White'/>
</Appearance>

<Cylinder
containerField="'geometry'
height='20.000"
radius='4.000"'/>

</Shape>

<Shape
containerField='children'>
<Appearance
containerField="'appearance'>
<Material
containerField="'material'
USE='White'/>
</Appearance>

<Cylinder
containerField="'geometry'
height='30.000"
radius='3.000"'/>

</Shape>
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<Shape
containerField='children'>
<Appearance
containerField="appearance'>
<Material
containerField="material'
USE='White'/>
</Appearance>

<Cylinder
containerField="'geometry'
height='60.000"
radius='1.000"/>

</Shape>

</Group>

</Group>

</Scene>

</X3D>

2) .x3dv

#X3D V3.0 utfs
PROFILE Immersive

META "title" "Figure03.1l0SpaceStation.x3d"

John L. Moreland"
META "translator" "Don Brutzman"
META "created" "6 August 2000"

META "modified" "15 September 2002"

Figurel0.05MultiColoredSpaceStation.x3d,

Shapes/Figure03.10SpaceStation.x3d"

META "license" "../../license.html"
META "ExportTime" "19:17:39"

META "ExportDate" "8/1/2009"

META "FluxStudioVersion" "659"
WorldInfo {

title "Untitled"

"www.mediamachines.com"]

}

## Vizthumbnail Thumb 2 x3dv417611249143459.73pg
DEF Import_ Figure03_l0SpaceStation_x3dv Group ({
children [

NavigationInfo {

avatarSize [

.25 1.6 .75

]

visibilityLimit 0O

speed 1

headlight TRUE

META "creator" "Figure 3.10, The VRML 2.0 Sourcebook, Copyright [1997] By Andrea L. Ames,

META "description" "Space Station. Or spark

META "generator" "X3D-Edit 3.2, https://savage.nps.edu/X3D-Edit"

info ["This Web3D Content was created with Flux Studio, a Web3D authoring tool"

David R. Nadeau, and

Also see

Figurel0O.06PulsatingSpaceStation.x3d,
FigurelO.l0SemiTransparentSpaceStation.x3d and FigurelO.llAnimatingTransparencySpaceStation.x3d"

META "identifier" "http://www.web3d.org/x3d/content/examples/Vrml2.0Sourcebook/Chapter03-
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type ["EXAMINE"
"ANY"]

}

Viewpoint {
description "View from 80m away"
jump TRUE
fieldOfview 0.785
position 0 0 80
orientation 0 0 1 0
}

Viewpoint {

description "Default viewpoint at
viewpoint instead."

(0 0 10) is way too close!!

jump TRUE
fieldOfview 0.785
position 0 0 10
orientation 0 0 1 0

}

Group {

children [

Shape {

appearance Appearance {
material DEF White Material {
ambientIntensity 0.200
shininess 0.200
diffuseColor 1 1 1

}

}

geometry Box {

size 10 10 10

}

}

Shape {

appearance Appearance {
material USE White

}

geometry Sphere {
radius 7.000

}

}

Shape {

appearance Appearance {
material USE White

}

geometry Cylinder ({
height 0.500

radius 12.500

}

}

Shape {

appearance Appearance {
material USE White

}

geometry Cylinder {

height 20.000

That is a bad place to be,

provide a replacement
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radius 4.000

}

}

Shape {

appearance Appearance {
material USE White

}

geometry Cylinder {
height 30.000

radius 3.000

}

}

Shape {

appearance Appearance {
material USE White

}

geometry Cylinder {
height 60.000

radius 1.000

}

3) .wrl pe popon kmwdika VRML2.0

#VRML V2.0 utf8

WorldInfo {

title "Untitled"

info ["This Web3D Content was created with Flux Studio, a Web3D authoring tool"
"www.mediamachines.com"]

}

## Vizthumbnail Thumb_3 wrl466281249143464.73pg
DEF Import Figure03_l0SpaceStation_x3dv Group {
children [

NavigationInfo {

avatarSize [

.25 1.6 .75

]

visibilityLimit O

speed 1

headlight TRUE

type ["EXAMINE"

"ANY"]

}

Viewpoint {

description "View from 80m away"

jump TRUE

fieldOfview 0.785

position 0 0 80

orientation 0 0 1 0

}

Viewpoint {
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description "Default viewpoint at
viewpoint instead."

jump TRUE

fieldOfview 0.785
position 0 0 10
orientation 0 0 1 0

}

Group {

children [

Shape {

appearance Appearance {
material DEF White Material {
ambientIntensity 0.200
shininess 0.200
diffuseColor 1 1 1

}

}

geometry Box {

size 10 10 10

}

}

Shape {

appearance Appearance {
material USE White

}

geometry Sphere {
radius 7.000

}

}

Shape {

appearance Appearance {
material USE White

}

geometry Cylinder ({
height 0.500

radius 12.500

}

}

Shape {

appearance Appearance {
material USE White

}

geometry Cylinder ({
height 20.000

radius 4.000

}

}

Shape {

appearance Appearance {
material USE White

}

geometry Cylinder ({
height 30.000

radius 3.000

}

(0 0 10)

is way too close!!

That is a bad place to be,

provide a replacement
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}

Shape {

appearance Appearance {
material USE White

}

geometry Cylinder ({
height 60.000

radius 1.000

}
}
]
}
]
}

2.7.6 Textures kar Texture Mapping

O1 Aertovpyieg Texture Mapping otnv X3D gktedobvtol pe S1001K0GIEG TOAMOTADY —
fnudtov. H dtadwacio tavia Eekiva pe to dtdfoacpo amd apyeio 1 pue v dnuovpyio
pog ekovog texture ypnoonoidvrag kamolov kopPo ImageTexture, PixelTexture, 7
MovieTexture. Ta PrAuoto oty dwdikacio Texture Mapping umopodv va
GLVOYIGTOVV MG EENG:

e Emioyn g texture ewdvog ypnoipomowwvrog ImageTexture,
PixelTexture ; MovieTexture koupo.

e Xpnowonoinon 2D cvvtetayuévaov (coordinates) ywo va meptypdyovv
™V mepipeTpo tov texture wov mpodkelton vo aviietotynoei.

e To déopo Tov texture og kdmota emdvela tdved oto VRML oynua.

e H k&0 yovia evog koppation texture gv cvveyeio mpocdévetar oe pia
3D ovvtetaypévn mdve oty emedvela. Av givor amapaitmrto, n KoV
Tov texture ekteiveTon ylo voL KOADYEL TAP®G TNV ETLPAVELQ.

2.7.6.1 Koppor Texture

H X3D mapéyer tpelg kOpPfoug yo tov mpocsdlopicud tov texture mov mpdxettal vo
touplaybel oe kdmolo oynua. Avtoi eivor ot ImageTexture, PixelTexture o
MovieTexture.

O xouPog ImageTexture kabopilel kdmoteg 1010t TEC TOL texture mapping ot omoieg
ypNoonovvtal cav T €vog mediov texture oe évav kopPo Appearance

(eppdvionc). my:

ImageTexture {

url [ ]
repeatsS TRUE
repeatT TRUE

}

Ta repeatS «on repeatT opilovv kabetn 1} optldvTia ETavOANTTIKY ¥pomn Tov texture
avticTolya.
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O kopuPog PixelTexture kaBopilel Tnv Tomobecio g ewdvog mov Bo ypnoponomBel
ywo. texturing tov oyfuatoc, KabmdG Kor To av 1 €wkova o ypnoyomomOei
EMOVOANTTIKE (OT®G Kot 6ToV Tponyovuevo tHmo kOUPov) Kabeta 1 opllovrio Katd
UNKOG TV OYEMV TOV GYNLOTOC.

PixelTexture {
image 0 0 O
repeatS TRUE
repeatT TRUE

}

A6 1o Tpla edia mov eueavifovtar og owtd Tov Vo KouPov, ta dvo terevtaio
givol Omog kot otov mponyovuevo. To medio image kabopiler v ewdva TOL
ypnowonotel pixels: ot mpmdTEG TPELS TIEG TOL MEdiov iMage kabopilovv to TAGTOG
™G €wkovog (o pixels), to vyog g ewdvag (o€ pixels) kot tov apiBud towv bytes ya
ka0Oe pixel. O mbavég Tiuég yio tov apbpod tov bytes sivar:

Grayscale

Grayscale ue yprion alpha channel yuwo transparency
RGB

RGB pe ypnon alpha channel yiwo transparency

Ol to medio etvor TPOAPETIKE, VD OV KATOWO 0V GLUTANP®OEL ypnoiponotovvTon
ot mpokabopopéves Tpéc. O mpocdoplouds evog pixel ewovag pixel-mpoc-pixel
pumopel vo. givar teQViKd OVCKOAOC, MOTOGO OE OPIGUEVEG TEPIMTAOGCELS UE AlyM
npoomdfeio pmopoHv va emteLYBohv EVOL0QPEPOVTA ATOTEAEG LT, TTY:

PixelTexture {

image 2 1 1 0 255

To mapomdve mapdyet o sikova peyébovg 2 pixels, pe vyog 1 pixel, ek tov onoiwv
10 10 pixel givar pavpo kot 1o dedtEPO €ivor Agvkd. Av avtr 1 ewkdva avatebel cav
texture oe (o emedveia, kabmg o ektabel yio va «x@pEcey oTNV EMEAVELN, LITOPET
va TPOKVYEL OTTIKO OTOTEALECLLOL cav T0 TOPOKATO:
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+A Cortona3D

Ewéva 11: 'Evag kbpog mov ypnowonotei Pixel Texture

O «oupoc MovieTexture kaBopilel pe mopopolo tpomo texture mapping yio va.
ypnowonomBel cav Tyun tov mediov texture oe évav kopPo Appearance. AoBévtog
evOg apyeiov tawviog to omoio mepiEyel To audio Tov BELOVE VO PN OUOTOIGOVLLE, O
kouPog MovieTexture kabopilel Tov Nxo o omoiog pmopel vo avomopoydei kabmg o
kouPoc avarifetar g T Tov Tediov source otov kOpUPo Sound.

MovieTexture {

url [ ]
loop FALSE
speed 1.0
startTime 0.0
stopTime 0.0
repeats TRUE
repeatT TRUE
isActive

duration changed

}

O xoppog TextureCoordinate kabopilet po AMiota and cvvietoypéveg yio to texture
ol omoieg ypnolpomolovvIal oav ot TiEG tov mediov texCoord oe kdmolov kKOuPo
IndexedFaceSet 1| ElevationGrid.

TextureCoordinate {
point [ ]

O xouPog TextureTransform dopei éva véo cdoTnua cuvETAYUEVOV Y10 TO texture,
oe oyxéon uHe TO apylkd ovotnuo ocvvtetoyuéveov tov texture. ‘Evag xopupog
TextureTransform tomikd kotéyet v T evog nediov textureTransform yia kémolov
koppo Appearance.

TextureTransform ({
translation
rotation

O O
O O
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scale
center

o
o o
o
o o

}

Ortav éva texture avtictoyiletan og va primitive oynua, 1 ido. eikdva tomobeteitan
v og OLEG TIG OWELS TOV oYNUaToc. [1a vo avTioTolyicov e o S1POPETIKY EIKOVOL
o kGPe PEPOC TOV GYNUOTOC, UTOPOVUE VO PTIAEOVUE OLPOPETIKG GYNUATO, TO
Kabéva pe v Okid Tov ekdva Yoo texture, yioo TopAadEryLo, UTOPOVUE VO, EYOVUE
évav KOvo pe o eikdva texture yuo tnv mAeupd Tov KOVOL Kot GAAN EIKOVA Yo TV

Béon.

2.7.6.2 Evoopatavovrag Ewkoveg Texture og éva X3D
apyeio

O ewdveg texture mov ypnoyomolovviol cuvilwg amobdnkevoviar oe Egxwplotd
apyeiov ewovov (*.bmp, *.jpg, *.gif) ka1 cvumepthapupavovtal Tpog yapToypaenomn
og évav X3D koopo pe ypnon tov kopPov ImageTexture (22). Mepikég popég givar
CLLPEPITEPO VO EVOMUATOGOVLE To, dedopéva Tmv PiXels g ewovag otov idto tov
kopupo ImageTexture, kot katd cvvéneia oto 1010 T0 VRML apyeio.

To mopomdve yiveton ypnowomowwvrag &vav  koufo  PixelTexture, onwmg
TAPOVGLICTNKE GTNV TPONYOVpEVN evotnTa, otnv Béon evog kopPov ImageTexture.
H ocvumepiinym pog ewovag texture oe éva X3D apyeio wotdco givar copgépovca
pévo oty mepintwon mov 1o X3D apyeio etvar moAd pikpod, kot pOVO G€ Oplopéveg
neputtooelc. o mapdderyua, o ewdvo, texture mov mepiéyel pdvo erdyioto pixels
Kot WAGTOG Kot VyWog umopel va ypnolpomombel yioo v onpovpyio {ovov
YPOUATOV GE o Oyn evog oynuatog. Ta dedopéva eikovag o Evav T€Tolov KOUPo
PixelTexture 6o propovcav vo dnuovpyncovy wa RGB texture ewdva midtovg 1
pixel, vyovg 2 pixels, cuvolikd 3 bytes, n omoia, €dv aviioTorOVVTIOV GE KATOLOL
empavelo oynuatog Bo mapnyoye Eva OnTIKO OMOTEAEGHO SLoY®PIoUOD (OVAV KaTd
UNKOUG OA®V TOV EMPAVELDV TOV GYNUATOC.

2.7.6.3 Xvovretaypéveg Texture

Ola to yeopetpwd oyfuata oe X3D, ocvumepirapfavopéveov tov koupov Box,
Cone, Cylinder, Sphere, Text, IndexedFaceSet ot Extrusion, ovtopdrtmg
onNuovpyovly €va dkd TOLG GUGTNUO GULVIETAYUEVOV Yol TNV ovTioToiylon &vog
texture Tave oTig EMEAVEIES TOVG. AVTO emttpénel avtouato texturing oe Tpmtdyova
YEOUETPIKA GYNUATO, XOPIG Vo xpelacTel Voo Tpocdtopicovpe gueic kbmolo choTH
CUVTETAYUEVOV. QGTOCO, YO MO TOAVTAOKOVLG YEMUETPIKOVS KOUPOLg, Om®G O
IndexedFaceSet kou 0 ElevationGrid mov ypnoiponotodviot yio Tov Ipocdlopicro
un-kabopiopévng veopetpiog, n X3D mapéyet v dvvatoOTNTO EMKAALYNG TOV
GUVTETOYUEVOV TTOV OMUOVPYOUVTOL GLTOUOTO LE TOV TPOGOIOPIoUO €VOG VEOV GET
ovvtetayuévov texture, pe v yprion evog TextureCoordinate koéppov. Evag tétotog
kopuPoc ypnowonoteitar og to texCoord medio avtictoryo €vog KOUPoL THTOL
IndexedFaceSet 1 ElevationGrid.

To oynua g mepuétpov pog 2D ewkdvog texture mpog avtiotoiyion oe Kamowo oy
TEPLYPAPETAL PE TNV ¥pNnon MG Alotag and 2D cvvietayuéveg texture. Kabe 2D
ocvvtetaypévn kabopiler po tomobecion 610 CVLOTNUO GLVIETAYUEVEOV OTOL Ol
amootdoelg petplovvrat oe S (oplovria) kot T (kabetn) katevbuven oy empdaveia
g ewovag texture. Mo ewdva texture mavto exteivetanr and 0.0 edvg 1.0 oy S
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KatevBvvon, kot and 0.0 edg 1.0 oy T KatevBvvon 610 GUGTNUA CLUVTETAYUEVOV
tov texture. Avtd 1o évpog amd S kot T Tpég eivor aveEdPTNTO Od TO TPAYUATIKO
VYOG Kot TAGTOC TNG €1KOVaG o PiXels, dedopévov Ott ot cuvtetaypéveg (0.5,0.5) ivar
TOVTO. TO KEVIPO TNG EIKOVOC.

H Alota cvvietaypévav mov divetal 6Tov TapakdTo Tivako TEPYPAPEL TNV TEPIUETPO
oG ewkovog texture mpog avtiotoiylon oe Kamowo empavela, To onoio Bo £yel cav
QMOTELECUO TNV OTOKOTY] €VOC TUNMHOTOS TOv texture mov mepiéyel oAOKANPM TNV
€KOVOL.

Texture Coordinate Index Coordinate (S, T )
0 0.0 0.0
1 1.0 0.0
2 1.0 1.0
3 0.0 1.0

H napondve AMota cvvietaypévov kabopilel pa tetpdywvn 2D suwdva texture Baoet
4 ovvtetaypévov. Etvar mbavo va dtoiégovpe pa mepiteTpo omolovdnmote peyédovg
Kol oynuotog omd TO TmEPlEYOUEVO oG ewovag  texture, ypnotipomolwvtog
omolovonmote apBpud omd cvvietayuéveg texture. T'o mapddetypa, T0 TOPAKATM
GUGTN L0 GUVIETAYUEVOV:

Texture Coordinate Index Coordinate ( S, T )
0 0.1 0.1
1 0.6 0.2
2 0.9 0.7
3 0.5 0.9
4 0.2 0.7

‘Exel o¢ amotéAespa TV amoKom TV ToPaKAT® TUAHATOS OTd TV EIKOVOL:

Ewova 12: Amoxomn Tunqpotoc omd Texture

Ot ovvtetayuéveg texture pmopodv va ypnoipomonBodv emiong v vo emAEEOLLE
TePLoYES £Em amd TNV ewcoOva Tov texture, onAadn extdg TV opimv ¢ ewovag. Otav
01 TTEPLOYES EKTOG EIKOVOG EMAEYOVTOL Ol GUVIETAYUEVEG TOV texture avadimiwvoviol
(MOTE Ol GLUVTETAYUEVEG TAV® Ad TNV KOPLEN TNG EIKOVIS VO ovadtmA®BovV 6To KAT®
UEPOC NG EIKOVOG, EVAD Ol GLVTETOYUEVEG KAT® OO TNV KAT® OUyUn TG €KOVOG
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avadimhdvovtal oty Kopuen. To 1310 onTiKd amoTéAEsHO WoYVEL Yo TS deE1EG Kot
aplotepés dxpes. Katd ovvénela, evo pia ovvtetaypévn (1.0, 0.0) meprypdoet po
tonofecio mave oy de€1d dxkpn g ewdvag texture, o cvvtetaypévn (1.2, 0.0)
TEPLYPAPEL £VOL ONUELD GTO aP1oTEPO AKPO TNG OTAAVIG (1010G e ETAVAANYN) EIKOVOG
oto 0egla. H €& opiopov emhoyn yuoo 6lovg tovg kopPovg texturing eivar m
avadimTAMoT 6TO GUGTNA GUVTETAYUEVOV Vo etvar evepyn. H avadimimon pmopet va
viver avevepyn yia tig S kou Ta katevBdvoelg Oétovrag ta tedio repeatS kou repeatT
otovg kouPovg ImageTexture, Pixel Texture kot MovieTexture otnv tiu FALSE.

H otepéwon Zvvietayuévov Texture ypnowpomoleiton yoo vor eEac@oiicel 0Tl o
ewova texture gppoaviCetar poévo po opd o€ Eva oynua, OMAadn yio vo EacParicet
otTL M ekdva oev Ba avaoiriwbel. Etvor mBovo 1 ewcovo vo otepembel 6 omoladnmote
amo T 2 kotevdoveels S kat T, 1) tawtdypova kot otig 2. Otav 1 otepémon yivetotl ¢
mpog v S KotevBuvorn, ot S cuvvtetaypéves pe Twég pkpdtepeg tov 0.0 M
peyolvtepeg tov 1.0 otepedvovtal oTIC aploTepEg Kot deEEG TAELPEG TG EKOVOGC
avtiotorya. H otepéwon ocvvietaypévov texture eiéyyxetor pe yprion tov mediov
repeatS ot repeatT to omoio eivar dwbéoo otovg koépPovg ImageTexture,
PixelTexture ka1 MovieTexture. Otav ta mapamdve medio tifevior oty Ty
FALSE, cvpufaivel otepémon T@v GUVIETAYUEVOV.

2.7.6.4 Opwopég Transform yia Xvvretaypéveg Texture

O «oépuPoc TextureTransform emtpémer v omuiovpyio. €vOc VEOL GLGTNHLOTOG
ovvtetaypévov texture. AAayéc otig Tywég Tov nediov translation, rotation kot
scale evoc kouPov TextureTransform emitpénovy enovatomodétnomn, TePIoTPOPN Kot
KMpdkoon e mepyétpov péco oty eikova texture m omoia €xer opiotel mpog
avtiotoiylon (1 Tov TUHATOS TNG).

Ov uertappaoeis ovvietoyuévov texture opifoviar cov  amootdoelg ot omoieg
HETPOVVTOL KOTA UNKOS Ttv S ko T katevBdvoewv pog ewovag texture o
opilovtar ypnoyomoidvtag To medio translation evog TextureTransform koupov.

H mepiorpopn ovvietayuévorv texture €yer 1o 00 amotéhecpo pe Vv oAAoyM
TPOGUVATOAGHOV TNG TEPUETPOV Uéoa oty ekdva texture mpwv avt amoxomel
Baoer ocvvtetaypévov. Ot GUVIETOYUEVEG UTOPOVV VO, TEPIGTPAPOVV MG TTPOG
omotodnTote onueio péca otnv eikdéva tov texture. To medio center uéoa otov kOUPO
TextureTransform  ypnowomoteiton  ywo  oavtd Tov  okomd6. H  aAddlayn
TPOGOVATOAMGHOV LETPLETOL G rad ypnoiomoldvTag To medio rotation.

H xAwaoxwon tov ocvvietayuévov texture avédver 1 pewwver to uéyebog g
TEPETPOL Hé€CH oTNV €KOVA TOLv texture mpwv avtd amoxomel kol ovtioToyynOet.
Onmc Ko pe TV mEPIOTPOPT] GLVTETOYUEVDV, EVa onpeio KEVTIPoL umopel va emAeyel
Y10 KMUAK®OT).

2.7.6.5 Avtiectoiyion Texture ywo ElevationGrids

Ye MEPMTMOES OTIS OMoieg ol ocvvietaypéveg texture mov €yxovv vmoAoyiotel
avtopdtmg yio évov kopupo ElevationGrid dgv kp1Bovv kavomomtikés, emmpocOetoc
éleyyoc umopel va  amoktnBel mhveo oV avtictoiyilon mapéyovtag  pnTa
ocuvtetaypéveg texture, n kabe pa yoo kdbe onueio mA&yparoc. Ilapabétovpe éva
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TAPASEYIO GTO OTOI0 M POTOYPAPIKN €KOVO €vOG NeatoTeiov avtioTtotyileton g
évav kopupo ElevationGrid dote gpoavictakd vo Bopilet tomio fovvov:

Ewévo 13: TTapaderypo Texturing evog kpotipa pe yprion ElevationGrid

Shape {
appearance Appearance {
material Material { }
texture ImageTexture {
url "images/volcnew.jpg"
}
}
geometry ElevationGrid {
xDimension 9
zDimension 9
xSpacing 1.0
zSpacing 1.0
solid FALSE
height [
0.
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2.7.7 I'eyovota kat dpouoidoynon
2.7.7.1 T'eyovota

H xuping dapopd petald tov exdodcemv g VRML 1.0 kar 2.0 ftav to va umopet
KOs kOuPoc va oteilet kat va AaPet yeyovota (events). Ztnv VRML2.0 uropodue va
opicovpe yeyovota mov va, avtiotoryilovv petaforéc ota avikeipeva (y kKivnon) og
avTiOpaoN OTIS EMAOYEC TOV YPNOTN, HE TIG TOPAYOUEVES TIUEG TOV YEYOVOT®V
e€apTOVTOL O TOV TOHTTO TOV JEGOUEVMV TOVG.

>mv VRML 2.0, o6tav opiopéva medio vog koéppov oArdlovv T agod o KOGUOG

é&xet  ooptmbel, éva  ovuPav  mapdyetor. T TOLg  TOpATAVE  GKOTOUG
xpNoomotovvToL To £101kd media tomov exposed field, dniadn media mov pmwopovv va
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€000V Otav o ypnotng PAénet tov kouPo. ‘Eva exposed field pmopei vo anocvvtedei
OTIG 0KOAOVOES TPELS YPOLLLLES:

eventIn set fieldName
field fieldName

eventOut fieldName changed

omov to fieldName pmopei va givar orotodnmote exposed field.

H dnlmwon evog exposed field vrovoei 611 0 kOUPog sivar og Bon va deybel yeyovota
eventin (ewoepyopeva yeyovota), Kot va mapdyst yeyovoto eventOut (e€epyouevo
yeyovota). To eventln oe éva exposed field ypnowomoteitan yia vo Oécel T Tiun tov
nediov. Otav n Ty Tov wediov aAldéel, o kOUPBog otov omoio To medio kabopileTat
Ba mapdyet 1o avtictoryo eventOut. Extog amd exposed fields, ot koppot pmopovv va
&yovv dAha medio eventin 1 eventOut, wotdco ta media avtd dev eivat TapdvVTo GTOV
opold tov KopPov og éva X3D apyeio.

Otav cvopPaiver éva yeyovog, o kOpPog o omoiog mapryaye to yeYovog TaPAYEL LLdL
T M €va ohvoro amd Tiég evog 000évtog TOToL dedopévav avdAoya LLE TOV TOTO
tov yeyovotoc. Otav kdmolog otédvel €va yeyovog oe évav  kouPo, otnv
TpaypaTIKOTNTO OTéAVEL oTOV KOUPo Twég 1M éva obvoro Twdv. O woupog
pocdopilet Tt Oa TPEMEL VO KAVEL TO YEYOVOG LE TIC TWEG 1 LE TO GUVOAO TILMV TTOV
TOV TTAPEYOVTAL.

Ynrdpyovv dvo TpoOMOL Yoo v oTeiAovE €val YeYovOc o€ évav KOuPo, dTm¢ Kot To vo
AaPovpe éva yeyovog mov €xel mapayBel amd kdmolov kopPo. O mpdTOC €ivon To
ROUTES (8poporoynoeig) kat o d£0tepog ta SCripts.

Q¢ mpog 10 THTE MOPAYOVTOL YEYOVOTO, €SOUPOVUEVNG TNG TEPIMTOONG GTNV Omoio
€YoV G OMOTEAEGHO TNV OAAOYN NG TWNG €vOG mediov, vmapyovv ot €ENg
mOOvVOTNTES:

e Timers (Xpoviotég), ot omoiot mapdyovv yeyovoto o€ Kabopiopéva
YPOVIKA OLOGTILOTOL.

e Touch Sensors (cicOnmpeg a@nc) ot omoiot mapdyovy yeyovota Otav o
KEPGOPAG TOL TOVTIKLOV Elval TAVE® OO OVTIKEILEVO TTOV OVIIKOLV GTNV
0w opdda pe Tov ancOntnpa.

e Visibility Sensors (AwoOntipec Opatdémtog), ot omoiot mwapdyovv
yeyovota 6tav oyfuota péoa otny id1o opdda pe Tov ausntnpa.

e Dragging Sensors (AwoOntpeg ovpoipatoc) ot omoiot mapdyovv
yeyovota 0tav o ypnotng Kavel KAK pe Tov OglkTn Tov TOVTIKIOD Kot
ovpel oty 000vn avtikeipeva péca otny 1010 opdoa e Tov aucntipa.

e Proximity Sensors (AicOntipeg Amootdoemc) ot omoiot mwapdyouv
yeyovota, Otav o ypfomng eivor péoa o €va mpokaBopiopévo
OVTIKELLEVO.

2.7.7.2 Apoporoynon pe ROUTES

‘Evoc xopPoc, 0mmg mpoavapépbnke, pumopel vo oteihel kol va AdPet yeyovota. Ta
ROUTES &ivar évag amAhog TpOTOG TEPLYPOONS €VOG HOVOTATION HETAED €VvOG
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YEYOVOTOG TTOL £xel dnpovpyndet amd Evav kKoOpPo Kot evog képPov mov Aopfdvel To
veyovog (23). H ovvtaén neprypdoeton g €ENG:

ROUTE Node.eventOut changed TO Node.eventIn changed

E€attiag tov 611 6Aa ta exposed fields kabopilovv eppuéomg dvo media, Eva eventln
Kot éva eventOut, dev eivar amapaitnto va kabopicovpe pntd ta mpobépata ‘set ’ 1
‘ changed’. H axdéAiovdn cdviaén eivan éykvpn oe VRML, apkei ta eventln kot
eventOut ta omoio gupoaviCovtar oty mpotoon ROUTE vo avrikovv ce exposed
fields.

ROUTE Node.eventOut TO Node.eventlIn

Kabe popd mov éva exposed field adhalet, mapdyetat Evo aviiotolyo yeyovog, mpaypo
OV onuaivel OTL givar dvvaTOV Vo €YOLUE TNV ONUIOVPYID EMKAAVTTOUEVOV
veYovoTmv. Mo évoeidn ypdvou avorifetar og kdbe yeyovdg mov dnuovpyeitan yio vo
EMADGEL TO TAPOTAV®D TPOPANLLOL.

H véa Tyun yw to medio mov oyetiCeton pe to eventln givor 1 tipn tov mediov n onoia
TPOKAAESE TNV dnuovpyia Tov eventOut.

2.8 VRML, X3D KAI JAVA
2.8.1 Vrml, X3D, Java kat EAI

'Hom and v mpot eppdvion s VRML €yel mporxinBei apketd evolapépov yio v
ypnowonoinon mm¢ VRML otov mpoypappaticpud Java epoapuoydv, ot omoieg va
yxpNoonoovV éva aAAnAemidpactikd 3D mepiBdidov demapng mov va a&lomotel Tig
duvatdotteg g VRML (24). M tétoto diemar] Wmopel va pnoIonolel yio thv
0pYveoT TOAVTAOK®V OEOOUEVOV UE TNV €mMIPOCHETN SuvatdTNTO OLVOUIKNG
enéppoonc mhvo ota 0edopéva o mpayuatiko ypovo. Kpioyog ota mapamdve sivor
0 porog tov maxétov External Authoring Interface (EAI) omv yepvpowon kot v
ovvoeon tov Java Epappoyov o o 3D VRML oknvr.
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Ewova 14: AAMnenidopaon peta&d Java Applet, EAl kot VRML oxnvig

To mopomdveo oynua omewkoviler v oxéon petad evog Java Applet, tov tov
nakétov EAI ko piag VRML oxknvnic. To EAI Tapéyet v diemagr| mov enttpénel 1o
Java Applet va aiiniemidpaet pe v VRML oxknvi.

H evpeia amodoyn g VRML cav tov Tp®dTo mTOALYPNOOTOI0VUEVO TOTO apyEiov
Yoo TV dnpovpyio TPAYUOTIKOV-XPOVOD, TAOVGIOV GE GUUTEPLPOPIKES OLVATOTNTESG
3D vAkolh £€yel gpQavel] EMMTOCEIC GTO MG UTOPOVUE VO POVIOGTOVUE TNV
minpoeopia. Evad 1 Java oe mpotn @don dAhae dpapaticd Tov TpOTo e TOV 0moio
onuovpyovvrol kot Stapotpalovral epappoyés, 1 VRML mpoympdet éva eminedo
napomépa, oAAGlovtag v 10l TV @OOM  TOV  €QAPUOYADV, TOPAAANAQ
gumiovtilovrag Kat eufabdbvovtag 1o vONUa TV 0E00UEVOV TOV ENEEEPYALETAL.

Yov éva Topadelypo UTOpOvpE Vo avagépovpe tmv  Transanction Information
Systems, o etoipia pe £5pa v Néa Yopkmn, n onoia ypnotpuonotei Java, VRML, kot
10 Takéto EAIL yuo va avamtiéel Aoyioikd OnTIKOTOINGNG Y10, OIKOVOULIKOUG GKOTTOVG.
M amd TIg YOPOKTNPLOTIKEG EPAPUOYES TTOV £XOVV OVOTTOEEL EMEKTEIVEL TOV TPOTO
TOL OIKOVOLIKA OEDOUEVE (LETOYMV - StOCKS) avamaplotdvtol 6ToV VITOAOYIOTH, OLTH
™m oeopd ypnowonowwvra VRML yu va oAddEovv v @von oG Unyovig
eloumpiov ™ Wall Street. Agdopévo avatpopoddtmong amd v 6o v ayopd
OmOGTEALOVTAL GTNV EPOPUOYT], N omoia ta emelepyaletal kol avabétel oe Eva Java
Application and v Thgvpd tov eEumnpeTnTy Vo amooTeilel Ta dedopéva og Eva Java
applet otv mevpd tov merdtn. ‘Eva VRML apyeio, 10 omoio amoteAsiton amod
TPLGOLATATEG YPOUUUEG TAEYLOTOG, LE TIG KOWELEG VO OVOTAPIGTOVV UETOYES, YTileTon
dvvopkd kKot evnuepmvetol pécm tov EAI Baocilopevo otig aAlayéc mov AapPavet
and to Java applet.

Kd&Be @opd mov ot tipéc tov petoydv aridlovv, to applet mupodotei Eva animation
evog VRML «oBov, mpokardviac tov kOBo va mepiotpagel katd 90° péca otov 3D
VRML «o6cpo, evdd toutdypova TPoPAAel TV ovOveE®UEVN TOL TIUN. AAAEG
ontwkomomoelg péoca otov VRML «éopo, 6mwg 10 ypdpo kot to péyebog piag
petoyng oxetilopevo pe kamowow VRML vyewperpio, ypnopomorodvror yw va
ONUATOO0THGOVY TNV Gvodo M TNV TTMOCN KATOWG HETOYNG, KOOMDS KOl TNV GYETIKN
ayopaoTikn woyb . Emmnpocheta, o kdbe xoPfog unopel vo mpoPdier mAnpopopieg
OYETIKA pe TV HeTOYN OTAV 0 YPOTNG KAVEL KAK [LE TOV OEIKTI TOV TOVTIKIOL TTAV®
Tov. Mg T0 TOPOTAV® GOGTNUE, 1| GUVOAIKY] OLVOMIKY TMOV HETOYDV TNG ayopds
umopet va mapatnpnel cav evviaio gikova.
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Ewova 15: napaderypa 3D avamapdotaons g Kiviong LEToxdV 610 XpNUATIGTI PO

Mia kaBapn avtiinym tov g to EAI ytiler dvvopikd to VRML apyeio Bacilopevo
ota dedopéva mov AapPdavel pécw tov Java Applet ko mwe, pe v GEPa ToVg, TO
dedopéva NG EPUPLOYNG UTopodV Vo avavemBodv duvapikd péca amd TNV SIETaEN
mg VRML givan xpioun o tov mpoypoppatiot) mov 0éAel va mapdyel 1€T0100
€ldovg mpotdvta Kot OAANAETIOPACELS. AVTO CLUUTEPIAAUPAVEL TPOYPOAUUOTIOTEG TOV
d0VAEDOVY Ge TOKIAAOLG Y®povs Omwg M Olayeipion Pdloswv  dedopévev, 1
yoyoyoyio, To TOAVUESH, Ol WTPIKEG KOl EMIGTNUOVIKEG OMTIKOTOWMGELS, KOU 1
exmaidoevon, 6ot and Tovg omoiovg Ppickovv Tov cuvovacsuo Java, VRML kot EAI
TOPLOOTO OTIG EEYMPLOTES GTPATNYIKEG AVATTLENG TOVG.

2.8.2 Evoowudrwon ctyv Java

2.8.2.1 X9ykpron VRML/X3D ka1t JAVA

H Java kot 1 VRML/X3D upmopobv va Aertovpynoovv oyeddv oav TELELO
copumipope otov moykoouo Iotd. Kar ot dvo oyedidotnkov and v apyn cov
texvoAoyieg dwdktvov. AAAG M kobBegpd  emélve  Eva SLOPOPETIKO, KO
SLUTANPOUOTIKO, TPOPANUA 6TOV GYedoHO oTtoceridmy. H Java emitpénetl o €vav
TPOYPAUUOTIOTH Vo emKaAESTEL HeBOOOVE Kot va ypawel adyopiBuovg yuo va. eAEYEet
mv pony wa mapovcioong otov lotd6. H VRML/X3D emutpénet 6e oyedlaotég
YPOPIKOV Vo 6Yedldoovy avTikeipeva mov (ovv o€ évav 3D koo, Kot va ypayovy
KOOSO omANG ouumePpopds Yoo avtd To oavtikeipeva. o mo mwolvmhokeg
Aertovpyleg CLUTEPIPOPAS, TLMIKG CULUTEPLPOPA TOL eEapTATOl O EEMTEPIKA
dedopéva, ypnoomoteiton n Java.

2.8.2.2 Xvvévalovtag Java kar VRML/X3D

H Java umopei va ypnotponomdei pe VRML/X3D pe dvo tpomovc. H VRML/X3D
dwabéter évav kouPo Script, pe Pdon tov omoio pmopei va ypnoponombei n Java cav
yAdooo Scripting yw tov kouPfo ovtdév. To java script aAiniemdpd pe tov
VRML/X3D «oéopo péoa amd to Java Script Authoring Interface (JSAI), to omoio
emupénel otV Java va oteilel yeyovoto o GAhovg kopPovg otov VRML/X3D
KOGHO, VO ONUIOVPYNOEL VEN TUNUOTO OTNV OKNVA KOl VO, ETEPMTIOEL Yl
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TAnpoopieg oyxetikd pe v oknvh. To Java script Aaupaver emiong yeyovoto omd
dAhovg kouPovg, to omoio. Kot o BETovV o€ EKTEAEDT], OOV UTOPEL Vo EKTEAECEL
aAyopifpovg M vo ypnoiomomoet GAlo makéto g Java (6nwg 10 Takéto AKTO®V).
To script pmopei énerta va. GTEILEL TOL ATOTEAEGLOTO. AVTAG TNG EKTEAEONC O GANOVC
KOpPovg cav yeyovota. ‘Eva kodd mopddetypo Tov Topamive GE [, OKNVR 6TV
omoio. M Java ektelel MOAVTAOKOLG (PLGIKOVG VTOAOYIGHOVG €ivol 0 €AEYYOG TOL
KOUOATIOHOO Mg onuaiag M 1o ytommuo pog prdiac. H VRML/X3D éyet évav
TPOTOTLTTO UNYOVIoUO O OT010¢ EMTPETEL G€ KOUPBOLE TG OKNVIG Kot oTo Java script
OV TOVG EAEYYEL VOL GLVOPLOAOYNB0UV evviaia Kot va cuvteBoOv o AAAEG OKNVEG.

H Java emiong pmopel vo eiéyéer évav VRML/X3D «oopo emtepikd,
ypnowonowwvtag to External Authoring Interface (EAI). To EAI emutpénet og évav 1)
neplocotepove X3D koopove va tpootebovv oe éva Java applet 1 og o epappoy.
A1 emutpénel oty X3D va eivor pépog piag HeyaAdtepng mopovcioons ToAVUEGHOV
otov lo16. To EAI eniong enutpénel oe peydio Babud v id1a Asttovpykdmra pe to
JSAIL, dnAadn o ypnotng pumopel va amooteilel yeyovota oe X3D kopPoug, va gtiaéet
vEéoug kOUPovg, kat va enepoel Tov X3D KOoOo GYeTIKA e TNV KATAGTOGCT TOL Kot
TO YOPOKTNPIOTIKA TOV. AAAG, avti 1 extéleon va mtupodotnBel amd kdmolo yeyovog
gloepyopevo og Evav script koppo, to EAI emitpénel og éva Java applet mov tpéyet
exeivn ) otiyun va eléyéet tov X3D koopo, 6mwg o Aeyye omolodnmote GAAO HéGO.
[Na mopdodstypa, matovrog éva kovpuni and to makéto AWT tng Java Bo pmopodoe o
YPNOTNG VO TPOKAAEGEL TNV OOGTOAN €VOG YeyovaTtoc otov X3D kdopo to omoio Ha
dALale TO YpOUA HIOG GOAIPAS, 1] TO VYOS HOG LUITAPOS YPOUPTLATOS, 1) TNV TN H0G
HeToxngs.

H Java éyet yiver évag moAd Ompo@IAng Kot 1oyvupos TPOTOS Yo vo. eAEyEovpe v
napovcioon pog Iotooeridag. H X3D mapéyel otoug oxed1aotég Eva amAd Kot dSuvatd
TpoTo Yo vo tpocBécovy 3D mepieydpevo oe avt v Iotocerida.

2.8.3 To maxéto Xj3D

To maxéto Xj3D eivar por dnpovpyio tov Web3D Consortium Source Working
Group, n omoio. GTOYEVEL GTNV TAPOYN EVOG ELYPNOTOV TOKETOV EPYOAEI®V Yo TNV
ene€epyacio VRML kot X3D vAikov, ypaupévov angvbeiag og Java (25). E&uanpetei
TOV OITAO GTOYO TOL VO OMOTEAEL Pl TEPANATIKY PAon KdOKa yio TV e€epevvnon
VE®V TEPLOYDV EPELVNTIKOD EVILAPEPOVTOC Yo To X3D, adAAhd kan cav BifAtoOkn mTov
0 TPOYPOUUUATIOTNS EQPUPUOYADV UTOPEL VO YPNGILOTOMGEL Y10, VO YPAWEL TNV KA
TOV EQAPLOYN TOL Vo vtootnpilet v texvoroyion X3D. Ilpoxeitan yuo éva mokéto pe
VYNAO Pabud TUNHOTOTOINONG TOV EMTPENEL GTOV TPOYPOUULOTIGTY] VO YPNCUYLOTOLEL
KkdOe Popd LOVO TaL TUNLLOTO TOV TOKETOV TOL YPELALETAL Y10l VO AVOTTTUEEL AOYIGUIKO.

Mmopet va ypnowomomdel gite yio v amevbeiag sicaywmyn X3D vikod g kamolo
EPAPUOYN, €lTE Yo TNV avantuén evog TApovg-Aettovpykdmrag browser yuo X3D.
H mopovca enionun ékdoor tov makétov givar n 1.0, evd avermionua €xel 1N Kavel
™V gpeavion g M 2.0 pe ToAAd and to TpoPANATA THG TPOTYOLUEVNS dtopBUEVaL.

To naxéto Xj3D (ocvykekpuéva 1 ékdoon 2.0) ypnowomombnke yio v avamtuén
tov editor HANIME tng mapodong SITA®UATIKAG epYAciog.
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2.9 YYMIIEPAXMATA

210 Kepdiaio avtd mapovoidotnke avorvutikd 1 YAdoso VRML kot n e£€MéN g
X3D. Emiong mapovcidomkav Paocikég £€vvoleg oyetikés pe v Ewovikn
[TpoypotikdTTO, TV SIICOAVOOT TOV YPOOIKAOV KOl TIG UNYOVEG TPOPOANG Tov,
toug uAlopeTpntég Y VRML/X3D kat v vrootpién g eneéepyacioc VRML
TEPLEXOUEVOD aTO TEXVOAOYIEG OYETIKES LE TNV YADGGO Java.
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AVATARS

Xe autd 10 KeEPAAato mapovoidlovpe to amapaitnto Bewpntikd vrdéfadpo yia v
ypnomn tov avatars ce cuotuata Euwcovikng [paypoatikdotrog yopic vo praivoope oe
TEXVIKEG AETTOUEPELEG Y10 TO TG VAOTOLOVVTAL. XTO ETOUEVO KEPAAULO OVOPEPOVTOL
TOL TEYVIKA YOPOKTNPLOTIKG TOL mpotumov H-Anim yio v vrootipién tov
avaropootdoemy avatars oe mepipairovia Ewovikng Ipaypatikétntog.

3.1 I'evika wepi Avatars — Epapuoyég

H Aé&n avatar kotdyetal omd v avtiotoyyn cavokprtikn (26), g omoiog To vonuo
NTaV 6TO TEPIMOL «o HopPn Tov €0vtovy. O AOYOG Yl Tov omoio vioBetOnke N
ovykekplévn AéEn  elvar 0Tt omodidel WOAL €VGTOYOL OVTO YL TO OMOio
ypnowonoteiton 6 ocvotnuoto Ewovug Ilpaypoatikdtmrog: mpdkeitor yuoo tnyv
aVOmOpAcTOOT €VOC ypNnotn péca o€ €va mePPaAlov, €ite otV HopeN €VOC
TPLGOLAGTATOV HOVTEAOV, €1TE GaV UK O1GIACTATY EIKOVO OTMG YPTCLLOTOLEITUL GE
Internet forums 7 dAleg wowdtnrec. Ilpdkertor Yo €vo  «OVTIKEIUEVO» 7OV
avamoplotd TV mapovcio. evog cuvvoedepévou ypnotn. Oa emkevipobodue ota
avatars mov avomapicTavTol GOV TPIGOLAGTATA LOVTEAQ.

A

Ewova 16: Tpiodidotato Avatars

3.1.1 Xpnon twv Avatars etnv kalOnuepivotnra

Me Bdon t0 OGO YOAAPOVEL KATOOG TO TAGICIO OPIGHOV TNG  WYNPLOKNG
aVamapAcTaoNS, Umopel va datvmwbel to emyeipnua 6TL Too avatars sivot Kt ToAy
ocuovnOwopévo ko KaOnuepwd omv  kowwvia. T mopdderypo, o 1x0g
LETALOPPDVETOL GE YNOLOKT TANPoPopia KoOMOG petapépetotl Lo omd To KAADOL
OTMTIKMOV VAV Kol To Kwntd olktvo emkowvovidv. Katd cvvémewn, m mymTky
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AVOTOPAGTOCT TOV AVTIAAUPAVOLOOTE TAVE Ao TIG TNAEQOVIKES YPAUUES Etval 6TV
mpaypotikétnTo va avatar tov opAnty. Avtd 10 mopdoetypo umopel vo Qovet
TETPYUUEVO OPYLKE, OAAG YIvETOL AYOTEPO TETPIUUEVO OTOV TAV® GTIV PO TOL YOV
epapuolovtar mpokabopiouévor adydplfpol Tov GALOIOVOLY TNV AVATOPACTICT, Y10
TOPASELY LA Y10 VO «KOOapiGOUV» KOl VL EVIGYDGOLY TO G AVTO pmopel va yivel
ATOTEAECUATIKG KOODS 1| @wVv1| petappdleton 6 ynelokn TAnpogopia.

H ovwnbéotepn mepintmon wotdGO0 avoQEPETOL GTNV TEPITTMON TOV ONTIKOV
avamopaotdoemy Tov avatars. Exatoppvplo avlponwv ypnoiorotodyv avatars ce on-
line moyvida polwv kobdg kor oe chat-rooms to omoiot ypnoyLoOTOOVVTAL Yid
Bvteodidokeyn. Xe avtd to TepBAALOVTa, Ol XPNOTEG GAANAETIOPOVY O £VAC LLE TOV
GALO YPNOUOTOIOVTOG TANKTPOAOYLO 1} joystick, mAnktporoydvtag unvouata o Evog
TPOG TOV GALO, OVOUEVOVTOG OTAVINGT KOl TOPATNPOVTOC T avatars dAAwV xpnotov
Ko mepmyodviar otov ynolakd koopo. Tumikd, kot ovtd eivor avatars pe v
gvpeia Evvola Tov 0pov, KaBMDS G OVTEG TIC TEPITTAGELS O PMTOYPAPIKOS PEAAIGIOC
givar ouvnbmg yauniog. Ty mepintoon tov on-line Toyvididv porlmv, ot ypHoTeg
cLVMBC TEPMYOVVTUL GTOV EIKOVIKO KOGLO YPNOULOTOIDVTAG «ETOLLo avatars mov
dwtifevtat and o TEPIPAALOV, LLE TEPLOPIGUEVES GUUTEPLPOPIKES SLVOTOTNTEC.

3.1.1.1 Avatars ocg¢ Computer Games

XpNGUOTOOVLEVE, GOV OVATOPAGTACT] TOL YPNOTN GTOV LTOAOYIGTY, O OPOS LOG
nyaivel Tiow oto 1985 dtav mpotoypnoyoromdnke oty Prounyavia twv Computer
Games. Ziyd otyd o 0poc kabepdOnke Kol KTOTE YPMOLUOTOLEITOL ATOKAEIGTIKA Y10l
™V avamopdoTacn Tov xpnotn, n omoia Oa propovce gite va givor mpokabopiopévn
elte va pmopel tpomomomBel wg TPOg TOL EUPAVICIOKA TNG YOPOKTNPIOTIKE OVAAOYOL LLE
TIG TPOSIAYPAPES TOV TTALYVIOL0D.

[ToAMG cOyypova video games, eKPETUAAEVOUEVO TIG OWENUEVEG SVVOTOTNTEG TNG
TEXVOAOYLOG Y100 VITOGTNPIEN TV 3A YPAPIKOV, EXOVV OVERAGEL TOV TNYN MG TPOS TOV
Babud peoiiopod mov emdIOKOVY Yoo To avatars tov ypnoTn. XTI TEPIGGOTEPES
TEPUTTMOGELC, TO Video game emtpémel v ypnon kémolov PBootkod TpoTdToL Kot TNV
eneEepyacia Tov OTMG 0 moiktng Kpivel okdmipo. o mapaderypa, moyvidlo Omwg to
Sims mov mpocopoidvovy TV avBpadTvy (mN, ETTPENOVY GTOV YPNOTH Vo SloAEEEL
@OAO, PUOIKA KO NAIKLOKE XOPOKTNPIGTIKA, POVYICUO, TATTOV, AEEGOVAP KAT Yo TO
avatar tov, evd and Tig ETAOYEG TOV YPNOTN HEGH GTO 1010 TO Tayvidl emnpealeTon
peaMoTIKG Kol TO 1010 To avatar, my. kabdg Ta xpovia TopvovV HEGH GTO TOLYVioL TO
avatar mopovctalel onuadia @pipavong/ypovons KA.

Extég amd v euoikt| epedvion tov dfatap, evolapépov Tapovuctdlel Kot 0 S1dAoyog
IOV TO GLVOOEVEL GE OAPOPES PAGEIS TOVL TALYVIOOV, TPOGHIOOVTOG UEYUAVTEPO
Babud peaAcpov Kot 0moKOAVTTOVTAG TEPIGGOTEPQ Y10 TOV YOPOKTHPO TOV EMLYEIPEL
0 OMNUIOVPYOS TOL TOLYVIOOV 1) O TOUKTNG VO TPOCGOMCEL GTO avatar.

3.1.1.2 Avatars (13 nepifpaiiovta oV ogv
YPNOCLUOTOLODVTAL YL gaming

Ta avatars oe mepifdAlovta OV  OeV  YPNCILOTOOVVTOL Yo  Yuyoywyio
YPNOUOTOOVVTOL EMIONG GOV OlGOAoTATEG 1] TPIOOIoTATEG avOpOTIVES 1| Ko
QOVTOOTIKES avamapaoTdoelg tov ypnotn. Tétoleg avamapaoctdoelg pmopodv va
€EEPEVVIIOOVY TO EIKOVIKO GUUTOV UE TO OOI0 OAANAETIOPOVV, TPocHEToLY GE oV TO
Kol GUVOUIAOVV e dALOVG ¥pNoTES. ZVVIB®G, 0 GTOY0G TETOLMY TTEPIPUAALOVTOV Elvar
Vo TapEYovV UEYOAVTEPT] aicOnom peoiiopod Ko PeATiDoEl oTIG KoOepopéveg
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duvatodTNTEG GLUVOUIMOG OTO SladiKTVO, KOl VO EMTPETOLV GTOV YPNOTN Vo
aAMNAemOpd  pe 10 mEPPAAAOV  yopic amoapoitnTo Vo LEAPYEL  KOTO10G
TPOoKaBoPIGUEVOG GTOYOG.

Ta kprtipla Tov TpémeL vo TAopovv Ta avatars oe tétoto mepidriiovia moTe va givort
YPNOL UTopel va TOWKIAAOVY avAAOYOL e TNV EQAPUOYT, TTY. I NAKio Tov ThavdV
ypnotov. H €pegvva mpoteivel OTL 01 vEOTEPOL YPNOTEC TV EIKOVIKOV KOIWVOTNTOV
dtvouv peydAn ueacn otnv SluoKeESAOTIKY KOl YUXAY®YIKN TAELPA TV avatars,
KoOMG KOl OTNV TPAKTIKOTNTO TOV AElTovpyldv Tovg () yubipiopa). Ot vedtepol
YPNOTEG TEPAUTEP® EVOLAPEPOVTOL OTNV €VKOAN YpNon Twv avatars, kot otnv
KOVOTNTO VO O10TNPCOVV TV OVOVURLIN TOL ¥PNoTY. MeyoAdTEpOl NAKLIKA YPIOTES
dtvouv €UPaoT 6TV TEIGTIKY AVOTOPACTOCT) TNG OKLAG TOVS EULPAVIONS, TOVTOTNTOS
Kol TpocomKOTToS. Emmpdcbeta, m mAsloyneio tov UEYOAVTEP®OV MAIKIOKA
xpnotdv Béker va eivar oe Béom va XPNOIUOTOMGEL TIS AEITOVPYIKOTNTES €VOG
ek@pooTikov avatar (mwy, tnv wavotnta va deiyvel cuvauodnpota), evod givor og Béon
va pafovv véeg pefdoovg mAonynong MGTE Vo LITOPOLY VO XEPLGTOVV OAO KoL TLO
moAvTAoKO avatars.

Evdiagpépov eivar to mapdaderypa tov Second Life (27), evog eikovikod KOGHOL 1OV
elvar mpooPdoipog pécm tov dadiktvov. H mpdcPacn otov gikovikd kdcpo yiveton
pue ypnon &vog erevBepov mpoypaupatos-teddtn (client) o omoiog amoxoAeitan
Second Life Viewer, kot entpEnel 6TOVG YPNOTES, TOVG OTOKAAOVUEVOLS «KATOIKOVC»
va aAAAemdpodv peta&d Tovg pe v ypnon avatars. Ot kdtowkor pmwopodv va
e€epevvoliv, Vo GLVOVIOUV GAAOLG KOTOIKOLG, VO GUUUETEXOVV GE OTOUIKES 1)
OHOOIKEG SPpaCTNPIOTNTEG KOl VO EUTOPELOVIOL TNV EIKOVIKY TOLG Teplovsia. To
Second Life, to onoio amevbivetor 610 eviAKO KOO, £XEL MG GTOYO VO TOPEYEL LIaL
ewoviKn «dgbtepn Con» otovg ypnotes, mopdiAnio pe v (N TOLE OTOV
Tpaypatikd koopo. M moporioyn tov Second Life, to Teen Second Life,
anevBovetal oe dropa pikpoTEPNG NAMKiNG.

Onwg eivar avopevopevo, peta&d ypnotn kot avatar dmuovpysiton po wwitepn
oyéon N omoia O LTOPOVGE VO YOPAKTNPIOTEL G «PLYOAOYIKO OEGILON, EO0IKA OTAV
0 YPNOTNG XPNOLOTOEl GuYVE To 1010 avatar Kot Yo TOAAATAESG EQOPLOYES.

3.1.2 Ynoioxka Movtéia

I'a tov oKomd NG avamapdotacng Exovv Tpotadel ynelokd poviéda (28), ta omoio
YPNOUOTOLOVV TIC TEAEVTOIES TEXVOAOYIEG Y10 TAPAYOUEVI-OTO-VITOAOYIOTH] EKOVAL,
aAld ocvvnBog Tétol ynolakd povtéda dev yapoktnpilovror g avatars, xkabwmg
YPNOLOTOIOVVTOL GOV VO, ELYOV TNV O1KT] TOLG TPOCOTIKOTNTA.

[ToALG YNkl LOVTELD TTOV YPNGLULOTOLOVV TEYVOAOYIES Y10 TOPAY®YT EKOVOG OO
TOV VTOAOYIOTH YPNOULOTOOVVIOL OTO NAEKTPOVIKO EUTOPLO Y10 EPOUPUOYES TTOL
oyetiCovtar pe v poda, pe Paon 1o oynuoa, péyedog, Kot VYOG TOL CAOUNTOS TOV
TEAATN YloL Vo TTOPEXOLVY i 10 Tov TG Ba paiveton To TEAIKO Tpoidv, N Yid va
OMCOVV o YEVIKN 10€0L TV OMOTEAECUAT®V TNG QULOIKNG Aoknong Kot Kémolov
npoyphupotog  Oloutoc. Ilpdkertor  yioo  oxeTK@A  oTOTIKA  OAAL  TANPOG
AAANAETIOPOCTIKA avatars Twv ypnotdv Toug.
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3.1.3 Mellovriky EEELEN kol mapayovTeg

To avatars pmopovv va ypnoomombovv ce o TOWKIMo  EQOPUOYDV  OTOV
eUTAEKETOL 1] EMKOVOViD LETAED ¥pNOTAOV, OTWS N TPIGOLAGTACT OVATUPAGTOOT) LLOG
Beatpikng avamapdotaonc, po eikovikny téén yio epappoyéc e-learning 1 n ikoviky
Kol PeAMOTIKN avaroapdotaot didokeyns. Kabmg ot duvatdtnteg TV vIoAoyloTdv
Y. PEOMOTIKY ovamapdotoon 3A mepleyouévov oe mpayuatikd ypoévo (real time
rendering) Oa oav&davovv mpoceyyilovtag 10 WOAVIKO, 6TO WEAAOV AVOUEVETOL Ol
EQUPUOYEG OVTEC Vo yvopioovv 1dwitepn avOnorn. Idwaitepa onuovtikd poro
avapévetor va maifel kol 1 kafiEpwon Tov evpul{OVIKOV TEXVOAOYIMV Ol OTOIES
EMTPEMOLY TNV UETOPOPA UEYAAOL OYKOL 0edopEVOV (Tov cLVHBWG amotteitol Yo
TNV PEAMOTIKY] ovamapdotaot 3A elKOVIKOV KOGU®MV) GTO KPS YPOVIKO ot
7oL €lvorl S1oTeBEEVOC 0 ¥PNOTNG VO TEPIUEVEL KADMG Kl TOV PUOIKAOV UECHV TOL
YPNOLOTOLOVV QVTEG OL TEXVOAOYIES (OTTIKES TVEQ).

3.2 Tpieowgorara Avatars kai Eikovikos Koouog

Ta tplodidota avatars emtpémovv oTov ¥pNotn vo. TPOoPAAel UECH GTOV EKOVIKO
KOGHO €va HEYOAO TOGOGTO TNG OKIAG TOV TPOCOTIKOTNTAG YPNCLUOTOIDVTOS TNV
EUPAVIOT TOL avatar mov emEAEEE VO TOV OVTUTPOCMTEVEL, EVAD TAPOUEVEL O 110G
avaovopoc. H mietoyneia tov 3D avatars mov ypnotpomolovvtal eivar avOpmmoeon
GTNV HOPON KOl TOAAG EMLTPETOVV YEPOVOUIES KO EKPPAGELS TPOGADTOV.

H avovopio mov dtatnpovv ot ypfoteg e v xpnom evog avatar fonddet oto dvorypo
KavOAM®OV emkovaviag, evlappOvel Tovg ypnoteg 6To va ekppalovtal mo erevbepal,
evad apupel Kovovikd kolpatoa. Kat’ avtd tov tpdmo, ta avatars fonbovv ctov
KOADTEPO OOUOPAGHO NG TANpoopiac. Me v ehevbepia emhoyng 1000 oTnV
AVOTOPAGTOCT 0G0 KOl GTNV OVOVUUI, Ol ¥PNOTES OTOKTOVV U O GVETY £KO0YN
TOL €0VTOD TOVLG, M omoio pmopel va tovg Pondhcer oto va avénoovv v
avtomenoifnon mov emdEKVOIOVY 0TV EMKOWVOVOVV [E GAAOLG. ZOUPOVE LE TOVG
Brown «xou Bell (2004), n avovopio evBappivel v emtkovavia pe EEvovg, Tpayua
OV OV GLVOVIOUHE ©TOV QUGIKO KoOopo. To avatars emiong pmopovv va
YPNOOTOMBoVY amd EMYEPNOELS KOl UEYAAEC eToupiec va OeEAyovV YPNOUES
GLVOVTNGELS.

3.2.1 Ilpoortikés Illpaotov kat Tpitov llpoocaomov

Extog tov 611 glval mo €AKLOTIKA amd ooOnTikng andyemg otov ypnot, to 3D
avatars eupvbiCovv omoteAecpaTIKOTEPA TOV YPNOTN OTO TEPPAAALOV KAODS 0
YPNOTNG EXEL ETIAOYT OTNV OTTIKN YOVia TOV PAETEL TOV KOGUO: U0 TP TOV- N TPITOD-
poommov onTIKN avanapdotacns (29) Tov eucovikoy KOGLOV.
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Ewova 17: TTpoontikn [Ipdtov kot Tpitov [Ipocmdmov

Avtd to avatars oyt pHovo avomopleTOOV TNV TOPOLGIO. TOV YPNOTH GTOV EKOVIKO
kOGO, OAAG emiong mpoPdAovy Kol TOV TPOCAVATOAIGHO Kot TNV Tomobesio Tov
yxpNotn. Ot xpNoTEC LTOPOVV VO OAANAETOPOVV e avTIKEIEVA 1| A avatars péco
OTOV EIKOVIKO KOGHO pEe TOPOUOl0 TPOTO HE aVTO OV CLUPAIVEL GTOV TPOYLOTIKO
koopo. Mepucoi 3D gwovikoi koopot givat evieyvpévol pe 3D fyo (ue andcPeon oty
amOGTOCT] KOl GTEPEOPMVIKY TOTOOETNON) Yo v TAPEYOVY AVASPOCT O TPOG TV
OYETIKY] TOmOBETNON TOV GAA®V GULUUETEXOVIOV KOl TOV GTolelwv HEcH OTOV
€woviKo kocpo. Kat’ avtdv tov tpomo, ta avatars dev £xovv Hdvo TV TPOOTTIKY VoL
EVIGYDOLV TIG EIKOVIKEG KOWVOTNTES, OAAL umopohv emiong va vBappuvouy GAOVG TOVG
YPNOTEG VO TOPAUEVOVY GTOV EIKOVIKO KOGLO Y10 LEYAAQ XPOVIKA SLOCTHHLOTA.

3.2.2 Aetrtovpyies towv Avatars

Ot Baowkéc amontioslc yio éva avatar og éva tpiedidotato Ewkovikd Tlepifadiiov mov
vrootpilel ToAlamlovg xpnoteg cuvoyilovtar we eéng (30):

o Avtiinyn: Oa mpémel 1 006V KAOE YPHOTN VO EVILEPDVETOL CLTOLOTA KOL GE
TPAYUATIKO XPOVO Yo TVXOV OAAAYEG TOV TPOKAAOVVTOL OO AAALOVLS YPNOTES.
INUovTiko givat 1 Aettovpyio auTn vo TopEYETOL YWPIG SKOTEG 1 EAAEIYELG
KB’ OAN N SLapKEL TAPALOVIG TV YpNoT®V 610 Etkovikd TlepiBdirov.

o Eviomouog: o mpémel kdbe ypnotng va eivar oe Béon vo evromilel Tig
TPOYUOTIKEG B€0Elg TV GAA®V GLUUETEXOVTIOV KOl TOV TPOGOVOUTOAIGLOV
TOVG GTO YMDPO.

o Avayvopion: Qo mpénet o ke coppetéyovtog otov Ewcovikd Koopo va givat
oe 0Béon vo avayvopilet TOvg VIWOAOIMOVE GULUUETEYOVTIEC. XNV 10€0TN
nepintwon, o kdbe ypnotng o mpémer va €yel T OKN] TOL LOVOOIKN
aVATOPACTOON).

o Avtilnyn g Ipoooyns twv allwv Xpnotov: o kdbe cupIETEYOVTAG Bo TPETEL
va givar g Béom va KataAdfet Tov eoTIdleL 1) TOL gival GTPAUUEVT 1) TPOGOYN
OTOLOLONTOTE AAAOVL YPN|OTN.

o [lopaxolovOnon Evepyercrv: Kabe ypriotng mpénet va pmopei va mopakorovbei
LE GOENVELL TIG KIVIGELS KO TIG EVEPYELS TOV GAAWDYV YPNOTAOV.

o  Fupavion: H gpedvion tov avatar tov ypnot o wpémel va aAddlel avdroya
LE TIG EVEPYELEG TOV YPNOTN GTOV EIKOVIKO KOG, TTY. oV TO avatar tov ypnotm
TPOCAPTNGEL TAVM TOL KATOl0 aEecovdp, Ba mpémel avtd va gpeavileTor wg
uépog tov avatar.

EINEKTAZH H-ANIM FRAMEWORK T'IA YIIOXTHPIZH CUSTOM TEXTURES 71



KE®AAAIO 3: AVATARS

3.2.3 Katnyyopies Avatars — Agents

M Katnyoplonoinon tov avatars pmopei va yivel pe Bdon tov €heyyo mov £yl Tavm
o€ avtd o ypog (31). ‘Etot pmopovpe va dokpivovpe Tig €EMg KaTnYopieg:

Amevbeiog eleyyoueva Avatars: To avatar petoxiveiton Kot oAANAETOPE Le TOV
koopo pe amevbelog eviodég tov ypnotm pe t Ponbela awohnmpov mov
Tono0EeTEL GTO COLO TOL O YPNOTNG .

Avatars xarevbvvoueva omo to ypnotn: O ypnoms KatevBovel o avatar péca
OTOV EIKOVIKO KOGUO LE TN YPNON CLOKELVOV 16000V Kot avTdg divel Tig
EVTOAEG YOl TIG EVEPYELEG TTOV Bl EKTEAEGEL 1 YNPLOKT] TOV AVOTAPAGTOCT GTO
ewovikd mepPdAlov O CLYKEKPUEVOG TOMOG GLVAVTIATOL EVPVTOTO GE
emrponélo (desktop) cvotiuata Atktvakng Ekovikng Ipaypatikdmrog.

Avtovouo, Avatars: To avatar dev Aettovpyet pe Paon Tov €Aeyy0 KATOLOL
xphotn, oAAd 1o 100 10 Ewovikd TlepifdArov avalopfdaver vo Tto
Aertovpynoet pe Péon 1o TAS AettovpyodV 01 XPNOTES Kol TNV ATUOGPALPO. TOV
0élel va mpocsdmoel 6to TEPPAALOV. TNV TPOYUATIKOTNTO TO TOPATAVED
dvokolo Bewpeiton avatar, kabadg o O0pog vrmovoel v VmapEn KATOWOL
(QVOIKOV TPOGHOTOV TO 0700 avamapictatol 6Ty 006vn and KAmolo HoviELO.
Tétowov €idovg avatars ovopdlovrot avtdvopor agents.

i

Ewova 18: 'Evag Agent Eevayel Tov yp1oTn 6TOVS Y®POovs Tov Etkovikoh
[Teppdrrovtog

3.3 Aiiniemiopaocy Avatars ee Eikovikovg Koouovg

"Evag ypnotng mov ypnotpomnotei évo 3D avatar ota mhaicia evog TeEIGTIKOD £1KOVIKOD
Koopov Ba mpémel va givar oe BEomn va aAANAETIOPAGEL TOCO UE OVTIKEIUEVO TOL
EKOVIKOV TTEPIPAALOVTOG OGO KO LE TIG OVOTOPACTACELS TOV GAA®V XPNOTOV. AVTO
umopel va emtevyfel pe kdmola amd Tig Topokdatem uedddovg (32):

¢ Emkowovia yopoktnpietik®v tov tposdmov (facial communication)
e Xeipovopia (gestures)
e Almiemiopaon Tov avatar pg avrTiKEIpEVa ToL YOPOL

¢ Kivnon tov avatar eto y®po (animation)
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3.3.1 Ermikoivovia XOPOKTHPLOTIKDV TOV
zposwmov (facial communication)

To avatars &yovv yiver eEapetikd OMUOPIAT, ®CTOGO 1 EMKOW®VIO HECH TMV
YOPOKTNPICTIKOV TOV TPOoOTOL gival cuvnlwg meplopiopévn. Avtd ovuPaivel gv
UEPEL YAPT OTO YEYOVOG OTL TOAAEG EPMOTNOELS, EIOIKE CYETIKA [E TNV OLVOUIKT TOV
EKQPPACENDV TOL TPOCMOMOV, €ivarl akdpo ovowktés. EmmpocOeta, ta Aiyo epmopikd
gpyoreio popeomoinong Kivnomng yo 1o TpdGmMTO £X0VV TEPLOPICUEVES EQPUPUOYEGS,
Kot O€V 0TOYEVOVV OTIG «EAAPPLES) EQPUPLOYEG ILOSIKTVOV.

Ta oavOpomva TpOCOTO UETAPEPOVY TOAALUTAEC TANPOQOPiEG otV KoONUeEpPVI
emkowvovia, aveédpmta and Tov TPoeopikd Adyo. TToArég mhinpogopies, (my M
GLVALCOMUATIKT KOTAGTOGN) UTopohV Vo dafacTovV, oXEOOV ATOKAEIGTIKA, OO TO
TPOCMOTO, KAl G TOAAEG TEPUTTAOCELS TO TPOCOTO TOPEYEL PondnTiKEC TANpOPOpieg
Y10L VO KOTOVOT|GOVULE TNV EMKOWVOViD LEGO oo dALo Kavaila (), 1 TopakoAovOnon
TOV oTopATOG Bonbdel oty Katavonorn tov Adyov). To tpdcmmo emiong yopaktnpilet
Kol TPOGOIOEL TAVTOTNTA YO TIV OVOYVAOPLIoT) TOV avOpOT™V.

Ta avatars &govv yiver m A0oM Yoo TNV TOPOYH OTOV YPNOTN UG ovOp®TOEB0Vg
AVOTOPAGTOCTG TOV ENVTOV TOV, TV GAA®V 1)/Kot KATolwv Bonddv Tov GLGTHLATOC.
[Top’6ho mov €éva avatar dev ypelaletor vo @aivetal, amopaitnto, PeaAloTikd, o
TPENEL VoL lvan o€ BE0T VO OVATTOPAGTIOEL TPOTOVG EMIKOIVMOVING TOL VoL Elval EVKOAN
avayvopicieot amd Ttovg GAlovc. Ot ekppdoglg tOov  TpocdnOL (1] TOV
cuvaenuatov, TOV YVOCIOKOV KOTOCTACE®YV, TOL Adyov) &ivolr  peyaing
omoVOALOTNTAG, TOGO Yol VO BEATIOGOVV TNV ATOSOTIKOTNTA TNG AAAEANTIOpAONG Kot
va Kavouv tov ypnotn va vimbel aveto 6tav ypnopomotetl éva cvotnua. Qotdc0,
kabdg ot dvBpomor eivar moAD ekmodgvpévol kot vtova kpitikoi otav dfalovv
TPAYUOTIKE TPOCMOTA, £lvol HEYAAN TPOKANGCN M Onpovpyio avatars pe «omotécy
EKPPAGELS TPOCDTOV.

Alqpopeg HEB0dOL TOV YPTCIUOTOLOVVTOL:

1. Video Texturing of the face: H teyvikni avty Poociletar otnv ypfion pog
ynoakng kauepag (33), n omoiag Kataypdeel TV Kiviion TOV TPOCHTOL TOL
YPNOTN GTOV TPOyUOTIKO YXpOvo. Ev cuveyeio, ypnoipomolodvial KATolot
alyoplOpol avdivong ewovag, ot omoiot ovtiotoryilovv v kivnon tov
TPOGMOTOV TOL YPNOTN GTOV TPAYUATIKO YPOVO GTNV Kiviemn Tov mTpocOTov
TOVL avatar 6tov £lKovikd KOGLO.

Ewova 19: Video Texturing tov [Ipoodmrov tov Xprot
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2. Model-based coding of facial expressions: e avtifeon pe tnv mponyoduevn
uéBodo OmOL  HETAPEPOVTOL OAOKANPES EIKOVEC HE TIC EKQPACELS TOV
TPOCHTOV, GE AT TNV TEXVIKI Ol EIKOVEG aVOADOVTOL KOl Omd TNV avdAvon
e€hyetor €va. GUVOAO TOPOUETP®V TOV TEPLYPAPOVY TNV EKOPOGCT] TOL
mpoocdnov. Onwg kot otnv Tponyovuevn néBodo, o xpnotng Ba mpémetl va givar
UTPOGTA OO TNV YNOLOKT KAUEPO 1 OTTOl0L Kot avVaAQUPBAVEL VO YN OLOTOCEL
TG Pvreosikdveg. H efaxpifoon g avdivong Ttowv EKEPAGEDV TOV
TPOGMOTOV amd TIG aAANAovyiec ewoOvov tov Pivieo yperdletar Aemtouepn
TEPLYPOPT] TOV GTOWYEIMV TOV EKPPACEDV TOV TPOCAOTOV, TPAYUO TOV GLYVA
glvor  vmoAoylotikd axplBo. Kdamolec evdelktikéc mapaueTpol eivar: M
TEPLOTPOPT TOL KEPAAOV KdOeTO, 1 0PLOVTIO TEPIGTPOPY| TOV KEPOAALOV, TO
TAQYLOGUO TOV KEQOALOD TPOC Mot TAELPE, 1 Kiviion tov oeOoipmv, 1
optlovtia Béon g ipdag Tov 0POUALOD, 1| ATOGTOCT HETAED TOV PPLIUDV, TO
VOO KOO TOV PLIDV KOTA TO GUVOPPVMLLO, TO OEVOLYLLO TOV GTOUATOC, T
TEPLGTPOPT] TOL GAYMOVIOD KAT.

Ewova 20: Model-based coding ekppdcewv tov tpocmdnov

3. Lip Movement Synthesis from Speech: Mmopel ko vo pnv eivon mwévra
TPOUKTIKO Y10 TOV ¥PNoTN Vo PploKeTon UmpocTd amd TV KAUEPO. XE QVTH TNV
TEPIMTOON, M EMKOWVAOVIN HEGH TOV EKPPAGEDYV TOL TPOGAOTOV JEV YPELALETUL
va gykatorewpOel. Eivar ovvatd va e&dyovpe OMTIKEG TOPAUETPOVS NG
Kkivnong tov yetl®dv avoAvovtog To o Nyov g opdiag. Mo eEapetikd
amh] €kdoyn €vOG GLUOTNUATOG TOL OVOACUPBAVEL TNV TOPATAVED OOVAELY
amA®g Ba dvorye ko Bo €kdetve To otoOpa Otav LIAPYEL OMALN, OPTVOVTOG
€161 T0VG GAAOLG YPNOTEG VO KOTOAdPBouv OTL KAmowog pAdel. ‘Eva mio
moAVTAOKO cvotnua Ba Ntav oe Béon va ocvvbBéoel po peaAloTikny kivinon
YeMmV, n onoio B NTav pie TOAD onuavtiky fondeta yio v Katavonon g
opMog.

4. Predefined Expressions or Animation: Xe oot tnv €kd0yn €MAEYETOL OTAG
£€va, oUVOAO O TPOKABOPIGUEVES EKPPACELS TPOSMTOL 1| Kivnoels. H emioyn
Umopel v yivel omd to TANKTPOoAGY0 amd TOoV XpNoTn He TV ypron smileys,
ToPOUOL UE OVTA TTOL OTEAVEL KAmolog pe e-mail.
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Ewova 21: [TpokaBopiopéves Exppdoeig [Ipoodnov — ExnAnén, viota, Bapepdpa

3.3.2 Gesturing — Xeipovouieg

Ot

yewpovouies  moilovv  onuavtikd poOAo oV avOpOmV  EmKOW®VIa.

XpNOIHOTODVTAG TO GMUO, TOAAATAG UNVOHOTO UTOopoLV Vo petadobfovv. Ot
KIVIGELS GOUATOG UTOPOLV VO SLo(®PLOTOVV YEVIKA GE TPELG OULAOES:

ZTypodeg YEPOVOIES: TIG TEPICCOTEPES POPEG, OKOUN Kol oocvvaicOnta,
oLVOJEVLOVIE TAL AOYLOL HOG MUE KIVNOELS. Atvouv éupacn otov AOYo Kol o€
ovykekpipuéves Aéfeic. Emiong ovyvd €xovv ot idteg vomua yoplg va
ypewdloviar mapomdve AéEEG. OAOKANPM 1M OTAGN TOL CAOUONTOG ETIONG
LETAPEPEL TANPOGOPIOL GYETIKGL HE TNV KATACTOGT TOV TPOCAOTOL KOl
mBavotato kdmowe cvvarsHnuata. o mapddelypo amd TV oTdon TOL
GOUATOS UTOPOVLLE VO TOVUE OV £VOL TPOCHOTO £IVOL KOVPAGUEVO, EXEL EVTOOT
1N elvat yaropo.

Xepovopiec-Eviodéc: avtég ot yepovoplieg kdvovv Tov ¥pnotn vo vrodei&et
kémoww wpaén. T[a moapdderypo, M yxepovopio «eAo €d®d» pmopel va
avomopacTofel amd ovAToon TOv YEPOG. AVTEC Ol KIWNOELS umopel vo
aALdCovv amd TPOCGHOTO GE TPOGMTO Kol ord TNV U0, KOUATOVpA 6TV GAAN,
KATO GUVETELD OEV VILAPYEL KATO0 KAAG KOOOPIGUEVO GHVOAO OTd KOVOVES Yo,
TO VON U TOVG.

INwooa mov Bacileton oe KOVOVES: aVTEG fval YEPOVOUIES, Y10, TAPAOELY O
OV YPNGLOTOLOVVTOL OO KOPOVG Kot 0koA0VBoHV Kdmolo kadd Paciopévo
GUVOAO OO KOVOVEG Yoo TNV avarapdotaocn Aééewmv Kot Nywv. To onuddwo
TUTTIKA AELTOVPYOVV GOV LETAPOPES YL TOV TPOGIOPIGHO GAADV OVTIKEILEVOV
N g YA®wccag. Ot yelpovopieg umopodv va ypnoporombovv erxiong amd 1o
Aoylopkd Yo vo mpocdlopicovv e0kéG OOVAEEG (my, va deiEovv TV
eunpocHia kivnomn yio o EeKiva TOV TEPTOTHUOTOG).
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Ewova 22: Xepovopieg kot 6Tdoel cOUATOG o€ avatars mov yopehouvv

Olot ot mapamdveo TOMOL Kvoe®v umopovv va g€opolwbodv pe ypnomn ovo
puefddwv: amevbeiog eviomiopd Kot TPoKaBopIoUEVES GTACELS CAOUATOS 1| KIVIOELG.
Av106 0 TOMOG EAEYYOL Umopel var gival KOTAAANAOG Yo £vay GUYKEKPIUEVO TOTO
KIVGE®MV, OOTOC0, £VOG GLVOVAGUOC amd aVTOVG Umopel va ypnoomoindet yio
Spopa TPOPANLOTAL.

3.3.3 Aliniemiopaocny Ttov Avatar ue avtikeipueva
TOV YWPOU

H oMnienidopaon evoc Avatar pe ovikeipeva tov ydpov eivor Oepeldoeg
yopokplotikd evoc Ewcovikov TepifdAlovioc kKot amovidtol oe TOAAG cevapla (y
o o €IKOVIKY TAEN). Oo mpémer to avatar vo sivor oe 0éon va eEopoidoel g
peaMoTikd Babud v aAAnAienidopacn, eved to moparave Ba Tpémel va petadidetal wg
EIKOVA GTNV 000V TV VTOAOIT®V YPNOTOV TOV EKOVIKOD TEPPAAAOVTOG,.

3.3.4 Kivyon tov Avatar etov Xwpo

[Topopowa pe v omaitnon to avatar va oAAniemdpd pe tov Ewovikd Xapo, Ba
npémel To avatar vo givol og Béon va extedécel o oepd and Kivnoelg (animations)
péca otov yopo. Ot mapandve Kivhoels Ba mpénet va eivoar ainboeaveic wg tpog v
Kkivnon tov peEA®V TOL GAONOTOG TOV avatar, Kot ¢ TPog To mov umopel va Kvndel to
avatar (my o1élevon péoa amd toiyovc). H kivion Oa mpémer va mpofdiletar pe
OHOLOLOPPO TPOTO GE OAOVLG TOVG VITOAOUTOVG YPNOTES OGS Kol GTOV 1010, MOGTE Vo
TAPEXETAL AUECT] VASPAOT).

3.4 Pcaliouog

Ta avatars pmopotv va opotdlovv 6to avOpdmTvo KaAoOTL TOVG GE Lo GEPA Ao
Ol0oTAoELS, aALE 01 OLO JCTAGELS TOL £X0VV AAPEL TNV TEPICCOTEPT TPOGOYN GTNV
Biproypagia gival o copmepipoptkodg peaicpog (34) (o omoiog avtavakiitol 6 pio
oelpd amd avOpPOTIVEG GLUTEPLPOPEC TTOV EMOEIKVOEL TO avatar) Kot 0 EMTOYPAPIKOS
peolopdg (o omoiog avtovakAdtor oto moco amd To S0BEVIO GTATIKA OMTIKA
YOPOKTNPLOTIKA TOV avOpmdmov ene&epydletan To avatar).
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3.4.1 2ovunepipopikog Pealicuog

O ovumeplpoptkdg pEOMGHOC EYKELTAL GTNV OLVATOTNTO TOV GLGTHLLATOG VAOTOINGTG
VO EVTOTICEL Kol Vo, ELPOVIGEL 6TV 006V GLUTEPIPOPA GE TPAYHATIKO ¥pOvo. g
TOPO, 1 TEYVOLOYIDL GULUTEPLPOPIKOV EVIOTMICUOD TPAYUATIKOD YPOVOL, EVH
BedtidveTon oTAOIOKA, OEV OVTOTOKPIVETOL GTIG TPOCOOKIEC TOL EYEL OMOKTNGEL O
KOopog amd Vv avtictoyyn Aoyoteyvia, Ty ot On-line avorapactdcelg Tov YopoaKTipa
Neo otnv tawvio The Matrix (1999), tov Hiro a6 tqv Snow Crash (1992) 1} tov Case
and v vouPéra Neuromancer (1984). Xe avtég tTig dnuiovpyieg avtaciog, Tig
KIVAGELS KOl TIG YEWPOVOUieG Tmv avatars kot TV OVATOPISTOUEVOV ovOpOTOV
Bewpeitar O6t1 o1 aebnoelg dev pmopovv va Tig Eeywpioovv. Qotdc0, 61NV TPAEN, 0
TANPNG CLUTEPLPOPIKOS EVIOTIGUAC TPAYUATIKOV YpdvoL eivar eEanpetikd SVOKOAOG.
[Tap’ 6A0 MOV 0 evTOMIGUOG YEPOVOULDV HEGH AmO OLAPOP UNYOVIKA, OTTIKE Kol
dAlo péoa €xel Beltimbel, o ybopa peTad TOV TPAYUOTIKOV KIVIICEOV KOl TOV
KWvNoewv TtV avatars mopapevel oyeQUPMTO, UEWOVOVIASG TOV  GUUTEPUPOPIKO
PEOMGUO TOVAYIOTOV GE MEPUTTMGELS OOV O EVIOMIGUOC KOl 1) TOPOLGINGT) EIKOVOC
omv o006vn eivor mpaypatkov-ypovov, ONMC Ty OCE  EQUPUOYEG KOWMVIKNG
AAANAETIOPOONG, GE GUVEPYOTIKEG OLLAOES EIKOVIKNG EPYACIOG KAT.

3.4.2 Dwrtoypopikos Pealicuog

210V QOTOYPAPIKO peoMSpd To TpoPAnpata eival Aryotepa. Ot Tp1odtdToTol copmTég
Kol TO QOTOYPOUUIKO AOYIGUIKO EMITPETOLV YO TNV QOTOYPUOKO PEAAIGTIKN
avadnUovpyio. GTATIKAOV, YNOLIKOV avOpOTIVOV KEPUMOV Kol TPOCHTOV TOL OV
pmopovv evkora vor EexmploTody and pwtoypaics kot Videos mov vo reptiappdvoovv
TOL. OVATOPIOTOUEVO TPOS®TO. Q6TOGO, 1 KLPIOE TPOKANGN Yo TOVG OXEOINOTEG
avatars eivar 1 onpovpyio TPOGOT®V Kol COUATOV GE OPKETN AETTOUEPELD DGTE VO
EMTPEMETAL 1] PEOAIGTIKY TOPOVGIOOT) GTNV 000VI TNG CUUTEPLPOPES, TPAYLO TOV
pag odnyel ToA ToW GTOV CLUTEPIPOPIKO PEAAIGUO.

Ewoéva 23: Anuiovpyia evoc tprodidotatov mesh oe oynuo KEPAALOH Kot ETKAAVYT
TOV UE VO POTOYPOEKO texture Tov amodidetl TV REAEvion Tov avOpdTov

KAetvovtog, ta otatikd avatars pmopet tnv Tp€Yovca ¥povikny CTIyun va pHotalovv
KAT®G Pe TOVG 0VOPAOTOVE TOV AVOTAPIGTOVV, OAANL UTOPOVY VO EKTEAEGOVV LOVO €Val
VTOGHVOAO TOV SVVOUIKOV 0vOpOTIVOV TPAEE®Y GTOV TPOYUATIKO XPOVO.
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3.5 Hpoywpnuéva Ofuata
3.5.1 AAyopiOuor TS| - HOika Zntiuata

H emxowovio péom avatars emrtpémer v omatni aAAnAeniopacn HETOED TV
ypnotodv. To 2003 m epegvvntikn opddo tov Bailenson eionyaye v évvown t@v
CUETOUOPPOUEVOVY KOWVOVIKOV aAlniemdpdoswv (transformed social interactions —
TSIs). To va ypnowonowmoel Kamowog évo avatar yw oaAAniemiopacn pe GAlo
TPOGOTO Sl0PEPEL amd TOAAEG GAAEG LOPQES eMKOWVOVIOG OM®G 1| TPOCMTO-LE-
npocwno, 1N TNAepwvikn M M Pvreodidokeyn. ‘Eva avatar to omoio diopKmdg
OVOVEDVETOL OTNV 000V ©€ TPOYUOTIKO ¥POVO EMTPEMEL GTOV YPNOTH TOL Vi
QIATPAPEL GLUOTNUOTIKA TNV EUPAVIOT 1 KoL TIC GUUTEPLPOPEG TOV (1] va avabéoet
GTOVC JLYELPIOTEG TOL GLGTNUOTOC VO, TO KOVOLV) HEGO GE EIKOVIKA TepipdAiovTa,
EVICYVOVTOG 1 LEWWVOVTAG TO GNLOTO. ETKOVAOVING.

Ot aiyoplBpor TSI pmopovv vo  emdpdoovv mhve ot duvatdNTeS TOV
OAANAETOPOVTOV YlOL VO EMNPEAGOVY TOLG TO TPOCMTO TOV EMKOVOVOLV. [
TAPASELY IO, Ol OLYEPLOTEG GLGTNUATOG UTOPOVV Vo TOPLEEOLV TIC UN-AEKTIKEG
ovumePIPOPEG €vOg On-line dackdAov o€ TEPLGGOTEPOLE OO £vav  YPNoTh
TAVTOYPOVO GE [0l EIKOVIKT TAEN TANpovg euPubdiong pe tpdmovg mov oyetiCovron e
tov kéOe pabnt Eeymprotd kot tovtdxpova. O pobnmg A pmopel vo amodidet
KaAOTEPO G Evav KaONYNTN TOV YApOYEAD EVED S1OAOKEL, evd 0 pobntg B pmopet va
amodidel KOADTEPO GE KATOOV e 0VOETEPEG EKPPAGELS. MéGm gvog avatar to omoio
avavedvetol Sexymplotd yuo kdbe pobnti, o dAoKAAOG Umopel va avamopicToTol
TauTOYpove. omd JPOPETIKG avatars ce OPopeTIKoVS HaBNTEC, KOTA CLVERELD
eMKOWVOVOVTAG e Tov KAOe pobntq pe tpdémo PéAtioto yuoo owtoév. O Wuyordyog
Andrew Beall kot o1 cuvepydreg Tov ypnoiomoincoy avatars yio vo YVAOTOWGOouV [t
TOPOLO0. GTPATNYIKY GYETIKA LE TNV €MOQEY, UE TO HATIO, OmTOdEKVOOVTAG OTL Ol
aryopBpol tov TSI mov ypnoipomombnkay mTpokdAecay €viovoTEPO TV TPOGOYN|
TOV ponTtov mpog Tov Kadnyn.

Qo1660, VEapYoLY NOKE CnTNHATE CXETIKA Le TéToovg ahyopiBuovg. O kabévag Ba
Uopovoe Vo eovTaoTeL To uéALOV g on-line emkowvwviag vo e€glicogtal TopooLo
pe évav mopyo tg Pafér, pe ta avatars mov avamoplotodv tov 1010 AvBpmmo va
OlPEPovy 1060 TOAD amd TePinTOOoN 6€ MEPiMTOON oL va. BoAdvovv v Pdon pe
v omola kpiveton M elkpivela Kot 1 €vBHTNTO TOL YPNOTN KOL TNG KOWMOVIKNG
aAniemiopaonc. H £€pevva €de1i&e 6Tt 0 eviomoudc odyopibpuwv TSI mov va
eumAékovv avatars etvor modd dvokoroc. Ilpdkerton Aowdv y por TpdkAnon tov
gPELYNTOV TO va. Bpovv Evav BEATIOTO TPOTO Vol dlayePloTovV avTd T0 B Kabde N
ypfon avatars yiveroar 6A0 kot o Sadedopévn.

3.5.2 H ustouopowon tns counepipopdas

Ynhpyovv oty tpéyovca ypovikn mepiodo TOAAL mopadeiypoto avOpommy mov
AAAAETIOPOVY O €vag Le ToV dALO Le TV xpnomn avatars. Qg eni 1o mieioTov, avtd ta
avatars eivol omAotkd Kot amd CLUTEPIPOPIKNG KOl POTOPENMOTIKNG OTOYENMS LAKPLYL
amd 10 TéAE0 N T0 pearoTikd. E&aipeon ®oTOGO amoteAodVv Ol TEPIMTOGELS TOV
EPELVITIKOV EPYOCTNPIOV, GTO. OTOI0L Ol ETICTLOVES OVOTTUGOVV KOl OOKIUALoVV
avatars mov givar mwopopoln GE EUPAVION KO GUUTEPLPOPE LE TOV AVOp®TO-Yp1oTN
toug. Kabmg ta avatars yivovtar 6ho kot mo kabnuepwvig ypnoeng (35), iomg eivor
mBhovo 6tL Bao dovE TPMOTOPOVELG TO0TIKEG OALOYEG GTNV KOW®VIKY OAANAETIOpOON
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Y0P OTNV OmAS00T KOl PETAUOPP®ON TNG CLUTEPLPOPAS amd dvOpmmo ce avatar.
Evo mapovsialovror nbucol kivduvol oty HETAUOPP®OT TWV GLUTEPLPOPDY KOODG
TOPVOVV OO PUOIKEG TPAEEIS OTIS YNOLOKESG TOVG AVATOPACTAGELS, EMIGNG VITAPYOLY
Betikég svkaipieg OG0 Yo TOVG XPHOTEG ON-liNe GLGTNUATOY KOl Y10 EPEVVNTEG OTHV
aAAnAemidpaon avOpOTOV-VTOAOYIGTY.

3.5.3 Epevva mavew ota Avatars

Ot emotpoves TV YTOAOYIoTAV, KaB®MG Kot ETGTAIOVES amd GAAOVG TOpELS, ExouV
aPlEPOCEL TOAMD KOO KOl TPOSTADEID YloL TNV OVATTLEN CLOTNUATOV TKOVAOV Vo,
TAPAyovV  AEITOVPYIKE Kot omoteAecpotikd  avatars. ‘Eyxovv  emduwnéer  va
SNUIOVPYACOLY SUVOTOTNTEG YPOPIKNG, AOYIKNG Kot evtomicpol (tracking) ywa vo
AVOTOPOCTGOVY GTNV 006V TTPOYUATIKEG KIVAGELS omd ovOpOTOVS GE YNOLoKA
avatars pe exkmAnktikn oxkpifeln, kot vo  PEATIOCOLY  ALTEG TIC  KIVIOELS
YPNOCILOTOIOVTAG OAYOPIOUOVS EAEYYOV TOV GULUTANPMVOLV TO EAAEUT JESOUEVOL
ELEYYOL M TIG TANPOPOPIEG TYETIKA LLE GTATIKA OTTIKA YOPOUKTIPLOTIKA.

EminpooBeta, o1 emotiuoves mov aoyoAloLVIOL HE TOV GULUTEPLPOPIGUO £YOLV
aAPLEPMGEL £val LEYOAO UEPOG TNG EPEVVAG TOVG GTNV OAANAETIOpacT TV avOpoOT®V
pe v ypnon avatars. Avtoi ot gpguvntég mpoomafovv Vo KATOVONGOLV TNV
KOWMVIKY] apovsio, 1 oAM®G TNV ocvumapovoio (Copresence), évoav O6po mov
avaeépetol 6to Babud 6Tov 0moio Ta ATOU AVTIOPOVY KOWMVIKA TPOG AAAOVS KOTA
v odpkeln emkovaoviog puetalo avatars, oe couykpilon pe tov fobud pe tov omoio
aVTIOPOVV GTOVG TPOLYHOTIKOVS avOp®TOLC.

O ovuneppopikds emotuovag Jim Blascovich kot ot cvvepydteg tov €xovv
dnuovpynoet éva BepNTIKO LOVTEAO Y10, TV KOWMOVIKN EMPPOT HECO GTO. EIKOVIKE
neppdArovta gppoubiong To omoio mapéyet axpiPeic TPoPAEYES GYETIKA LLE TO TS M
OAANAETIOPOCT] TOL POTOYPUPIKOV KOl GLUTEPLUPOPIKOD peaAICHOL TV avatars Ho
eMNpedoel TV avlpdmivn aichnon tov TOGo GYETIKN €ival 1 GLVAVINGY TOVG UE TV
ypnon avatars pe mmv mpaypatikodmta. I[Ipoteivouv 6t1 1 cvumepiinym opiouévav
OTTIK®OV YUPOKTNPIOTIKOV givarl amoapaitnn av to avatar ypeidletor vo ekTeAécel
KAmolo,  GNUOVTIKY, KOWOVIKG ovoyetiown 7pdén ovumeprpopac (36). To
mapadetypa, éva avatar ypeldletal va £yl avayvopiotua epodla dote va eEopotmbet
TEOTIKA KATO10, GLUTEPIPOPE OTTOV TO avatar GuVoPPLAOVETAL.

AAha dgdopéva dlvouy Epeacn 6TV CNUAGIo TOV CLUTEPLPOPKOD peoicpov. To
2001 o Jeremy Bailenson kat ot cuvepydteg tov £6e1&av OTL TO VO KAVEL KOTOL0G LLaL,
YNOLOKY OVATOPACTACT] TO POTOYPUPIKA PEAAICTIKN eV aLEAVEL TNV KOW®VIKY
TOPOVGia TNG G€ GYECN e KATOLOV TPAKTOpo 0 0moiog Hotdlel pe Kaptovv, apkel Kot
0l VO YOPAKTAPEG TPAKTOPOV VO EMOEIKVIOVV PEOAICTIKEG GUUTEPLPOPEG OG TPOG
™V Topatipnon. e evpiuate mwov dnuoctevtnkay to 2003, n Maia Garau kot ot
oLVEPYATEG TNG AMETLYOV VAL EMOEIEOVV KATO0 YEVIKA OTOOEKTO TAEOVEKTILLOL Y10, TOL
O POTOYPOPIKA pealoTtikd avatars. EmmpdcOeta, avtotl o1 gpguvntéc enédeiov Ot
aLEAVOVTAG TOV  QOTOYPAPIKO pealopnd €vog avatar pmopel kot vo €xel ©¢
OTOTEAEGHLO. VO, LEMVETAL 1] KOWMOVIKT] TOPOLGIo av avT 1 ovénor dev GuVodeLTEl
Kot omd Kamoto PEATIOOT GTOV GUUTEPLPOPIKO PEOALGLLO.

KAgtvovtag, map’ 6Ao mov 1 €pevva Tdve ota avatars otnv tpéyovca @domn eivor gv
TOALOIG 0TO TPOTA TNG PHLLOTA, O1 EPEVVNTEG EMEKTEIVOLV TNV KOTOVONOY| LLOG CYETIKL
pe v avhpomvn emkotvovia dtapécov vroroyiotav. Kabmg ta avatars yivovror 640
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KOL 710 KOG 6TV KoOnuepvotTtTa, 1 £PELVO TOV TPOSAVATOAILETOL GTNV TEPALTEP®
KOTOVON O TETOLMV EQOPHOYDV Ba emekTEivETAL.

3.6 Zoumepaocuara

H teyvoloyia twv avatars ypnoyomoleiton Kotd K0po yio voL VTOoTNPIEEL TIG EIKOVIKEG
KOWOTNTES KO OOKTA UeYAAN amnynon Kabng kabiepoveral. Tlpocpépetl meloTikég
eumepieg otovg ypnoteg Ewovikav IepiParloviov kot evBappivel mepiocdTepovg
YPNOTEG Va. €16EPHOVY GTOVE EIKOVIKOVS KOGLOVS KOl VO TAPOUEIVOUV GE 0L TOVS Yol
peyaAvtepa ypovikd olaoctiuata. Onmg kdbe oavoadvopevn texvoroyia, to avatars
EVEPYETOVY TNV AVOPOTOTNTA, OGTOCO PEPVOLY Lol TOLG KATola apvNTIKA GTotyEla,
OTt®G 0 EDIOUOG GTNV EIKOVIKT TPAYLATIKOTITO KO 1) KOTAYPNON TG AVOVLUING,.
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To ITPOTYIIO H-ANIM

4.1 EIZATQI'H

Y10 Ke@Aloo ovtd mopovostalovpe to TpdéTvmo H-Anim, yio v enefepyacio Tov
omoiov avantoyOnke o editor HAnIME, tov omoio kot Bo Topovcidcovpe 6To ETOUEVO
kepdaloto. Eotidlovpe oty mapovsicon tov H-Anim 2.0, g televtaiog dniodn
éxdoong tov H-Anim.

4.2 TI EINAITO H-ANIM

To mpdétomo Humanoid Animation (H-Anim) eivor éva eykekpipuévo amd 1SO
TPOTLTO Y10l TV HOVIEAOTOINGN Kol TNV TPOGOUOimoT Kivnong avOpmmosddy, 1o
omoio opilel pa Tpotvmonoinom (éva cvvoro kouPwv oe VRML) yo tov kabopiopd
avOpOTIVOV TPIGOACTATOV LOPPOV Ol OTOIEG VO LTopovV va ypnotorombodv og
po mowido amd 3D epappoyéc, maryvido kol mepiPdriovia mpocopoinons. To
TPOTLTO ovomTLYONKE 6T TEAN NG deKaetiog Tov 90 Kol eMMPedoTNKE CNUOVTIKG
and to Jack human modeling system kot ta gpguvntikd nepdpata oty I'pagiky, Ty
Epyovopia, v Ilpocopoimon kot v Blropnyavia [Hoayviduov.

4.2.1 YrnopfabOpo tov Ilpotdmov

Me to oloéva kot av&avopevo evolapépov oty 3D I'pagikn katd v dtgpkeld g
mponyovuevng Oekaetiog, eficov peydAn avdmtuén  yvopiloe 1O AOYIGUIKO
LOVTEAOTOINGNG YOPOKTHPWV, Yo TNV ONovpyio. Kot TV TPOocopoimwon Kivnong
avOpomveov 3D eryovpov. Katd v didpkeia g 010G meptddov, Evag aplfuog amod
GLGTNUATO AVATTOYONKAY Y10 TNV YOPTOYPAPNON TOV KIVIIGEMV VO avBpOTOL GTOV
«mpaypatikoy koécpo. To kuplopyo eundolo mov cuvavtnOnke pe v YpNon T€ToIV
TOKETOV  AOYICUIKOD KOl GLOTNUATOV eVTOTMIleTOl ©TO medio NG OVTOAAAYTS
mAnpogopiag. H €lAetyn €vOg mPpoTOIOL GUOTHUOTOS TTOL VO TTPOGOUOUDVEL TOV
avOpdmvo okeletd ovyva e€avaykalet ta Studio mov aoyolodvtal e TNV E1KOV Kot
Vv Kivnon vo avamticouy TiG O1KEG TOVG TPOTOTLTES AVGES Yo vo. Bondfcovy otnyv
eEopdivvon petafdoeov petald cvotnudtov Kol AOYSHKoD Tov BEAovv va
YPNOLOTO|GOLV.

To Awebvég TIpdtumo tov H-Anim mapovctdlel o YeVIK ovamapdotoon yuo Ty
povtedomoinon tpiodidotatov oavipomvov eryovpwv. Emiong mepiypdoet évav
kabiepopévo Tpdmo avoamapdoTacnS avlpmmoeddv 0 0moiog, pocov akoAovdeital,
o emupémel oe avOpdOTVEG Qryovpeg mov Eyovv onmpovpyndel pe epyareio
povteAomoinong omd  €vav  KATOOKELOOTH, VO LIOGTOOV emeCepyacio kot
TPOGOUOI®oN Kiviong omd KATOoV GAAO KOTAGKEVAOTN UE TO SIKO TOL AOYIGLUKO.

4.2.2 Xyeoraoctikoi Xtoyot

Tpeig OBegpeldoctg otdyol TénKay KOTd TOV GYEdoUd Kol TNV EMEKTOCT TOV
npotvomov H-Anim. Avtoi ot otdyot eivon (37):

o XvpPatétnra: To yapoaxmpiotikd pog H-Anim avOpodmivng eryodpog va
elvar epappdcLo 6e 0TO1oVONTOTE GLUPATO PLAAOUETPNTY.
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o Evehéio: Asv yivovioar kaBOA0L VTOOECEL GYETIKA LE TOVG TOUTOVS TMOV
ePapuoy®dv ov o ypnoiporotcovy o H-Anim avBpomvn eryovpa.

o AmiétnTa: XopoKTnploTikd mov o umopodoav vo mTPOoKOAEGOVV GUOYyLoN
&xovv maparerpbel. To TpdTLIO WGTOGO £Vl AVOLYTO GE EMEKTAGELG.

XpNOHOTOIDVTAG OVTOVG TOVS TPELS amAloDg oTdYovs, £va €vBy mPOTLTO ExEl
dnuovpynei to omoio emrpénetl dueon npdoPacn oty epapyio apbpmdoewv (joints)
mg avBpomvng eryobpag kabmdg Kol OTIG KOPLOES NG YEMUETPlOG Ol Omoieg
oLVOTOTEAODV TO KGOe uélog (segment) tov codpatog EExmPLoTd, KATd TETOLO TPOTO
®OoTE Vo eMTPENETOL 1) dNovpyio animations pe tétoto tpdmo mov v, unv e€aptaral
a0 TO LOVTEAO.

4.3 IIEPITPA®IKA XAPAKTHPIZTIKA

[Ipwv mpoywpnoovpe, Bo Mrav koAd va avoeepBodv pepikoi opiopoi ot omoiot
YPNOUOTOLOVVTOL GTHV GUVEYELN Y10 TNV TEPLYpapT| TNG doung tov H-Anim (38).

e Avatar — évog eIKovikOg YOpOKTIPOS O 0TOT0G YPNOULEVEL GOV OVATOPAGTAOT)
€VOG TPOLYLLOTIKOD Y OPOKTTPCL.

e Displacer — neptypaon tov neproptopudv kivnong yio. ot H-Anim eryovpo.

e End effector — onpeio ya yprion and cueTAUATO AVTIGTPOPNG KIVIUATIKNC.

e H-Anim figure — 3D avanapdotacn pe apbpdoeg Yo TV TEPLYPAPT] EVOG
KWV LOTOTTOINULEVO YOPOKTNPO.

e Humanoid — o 6pog avapépetor oe H-Anim figure mov avamapiotd poévo Evov

YOPOKTPOL.

e Joint — onueio og o H-Anim figure oty omoio. pmopei vo. cvpPaivet
GpBpwon.

e Level of articulation — ap1Oud¢ Joints og o H-Anim figure

e Representation System - obOomuo pe dvvatodtnTeg MPOPOANG Kot

eneEepyooiog H-Anim figures.

e Segment — uéhog pag H-Anim figure, to omoio avomapiotd v yewuetpio
KO TNV EUOAVIOT

e Site — onueio pe onpovtikd evoloeépov péoa og o, H-Anim figure.

4.4 H-ANIM FIGURES
4.4.1 I'evika

To debvég mpoéTtvmo tov H-Anim meprypdpel tqv doun ko tov yeptoud H-Anim
figures. Ta H-Anim figures eivar 3D avamapoacticelc mtov vrootpilovv apbpmaon
KOl OvOmaplotody yapoktipes pe kivnon. Evo katd kopo Aoyo to H-Anim
OYEOAGTNKE LE TOV OVOPAOTIVO GKEAETO KOTA VOL, 1 doun TV apBpdcewv gival ToAD
YeEVIKN Ko 0gv meplopiletor otov 1010 aplBpd modimv, YePIOV 1 GAA®V HEADV TOL
COMOTOS OV OVTIGTOYOLV e &vav avBpmmo. Mo avamopdotacT oG Kot Hovng
avOpdmivng popeng kaieitanw humanoid.

4.4.2 2vvapuolioynon

Ta H-Anim figures meptypdgovtatl xpnoipuonoidviog tovg akdAovbovg tomovg H-
Anim avtikelpévov:
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e Humanoid
e Joint

e Segment

e Site kot

e Displacer

To Humanoid eivor n pila g H-Anim figure kot mapéyel to «mAaiclo epyaciocy
v 6to 0moio yTilovton OAa Ta LTOAOITA LEAN TOV AVOP®TOELDOVG,.

‘Eva Joint (apBpmon) civar mpockolinuévo gite moveo oto avtikeipevo Humanoid
gite movo oe GAlo avtikeipevo Joints, ypnoipomowdviog évo transform (6mwmg
nepLyphonke otig evotnteg oxetikd pe v VRML) 10 onoio meptypdget tnv tpéyovco
Katdotaon dpfpmong, Kabdg Kot TV YE®UETPIio TOL GYETICETOL [LE TO TPOGKOANUEVO
HEAOG GO LLATOG.

‘Eva. Segment weptypdeet Ta opaKTNPIGTIKA TOV QUCIKMOV GUVOEGUMV UETOED TMOV
joints g avOpomoedovg eryovpas. Tvmikd Oa avtictoyodoe o Eva avOpmmivo
pHéAOG, GTOGO AOY® TOL OTL TO eminedo GpBpwong pmopel vo glvar mo Aentopuepéc,
éva segment Oo umopovoe vo mepiExel v 3d avoamapdotacn Yo AETTOUEPESTEPO.
Tufnata vog péAovg (mty Eva segment yio Tov avtiyelpa).

To Site meprypdost onueio Tveo 610 avOpmTOEBES GTaL omoio yvwotd semantics
UTOpPEL VAL GLGYETIGTOVV.

To Displacer mopéyet mAnpo@opieg GYETIKA e TO €DPOC TNG KIVIONG OV EMITPETETAL
GTO OVTIKEILEVO GTO 0Tol0 gival EVOMUATMUIEVO.

4.4.3 Iepapyio tov XkeleTtov

H okeketikn meprypaer pog H-Anim figure omoteleiton omd v «3EVTPO»
avTIKeéEVmY JOINts mov meptypaeovy Tig petappdoelg and to Joint HumanoidRoot
(apyn) néxpt v TErevTaio dpbpwon mpog Kabe Katevhuvon v 610 avOpOTOEIdEC.
H povn amaitnon tov H-Anim yuo 1o Tpocdiopiopd e OKEAETIKNG lepapyiog eivol
ot Ba Tpémet vo vTapyel ToLVAG IoTOV T0 HumanoidRoot og kd0e H-Anim figure,
evd Ogv omorteiton kabopiopévog oplOpdc amd to vrwoOrowma JOINtS mote éva
avOpomoe1dég va givor oupPatd pe to H-Anim. Avopévetar wotdco, Yo vo €xEL o
H-Anim figure vomua, mwg 6o vmdpyovv wor GAla Joints mépo omd TO
HumanoidRoot.

O 6poc Level of Articulation (LOA — Eninedo ApOBpwong) avaeépetar 6tov aptduod
Tov apbpoceswv (Joints) mov ypnowomolovvtal Yo, évo  avOpomoedés. Mo
avBpwmoedng eryovpa pe 14 apbpioeig Aéyetal T €xel €va «ouMAd emimedo
pBpwoncy, evd por eryovpa pe 72 apbBpmdoelg umopel v yopoktnplotel 0Tl €xet
«ymAd eminedo apBpwong». Mia okeleTikn 1epopyic. mOv TEPLEXEL UOVO TO
HumanoidRoot Joint Oswpeiton g £xel o Youniotepo duvatod eminedo dpOpwong
nov enttpémetan yo. po. H-Anim figure. T to H-Anim 2.0 éyovv opiotei 4 enineda
GpBpwong, ota omoia Ba avapepHovie 6g eMOUEVN TOPEYPAPO.

Ta emimeda apbpwone pmopovdv vo  ypnowomombodv  yuo TNV YEVIKOTEPM
KOTNYOPlOOiNon Kol TEPLYpapry TV  duvaToTHTOV Kivnong  pag  H-Anim
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avOpwmoeg1dovg eryovpac. Qotoco, Eva H-Anim figure dev mepropiletan dote va givat
ovuPatd pe omowdnmote oamd To 4 emimedo ApBpwong, Kol umopel vo Exel
omotodnmote LOA embopetl o dnuiovpydg tov. Emiong, pumopei va ypnoyuomnoteiton
EVOAAOKTIKY] 1EpOPYio. CKEAETOV TAUPLOCTY OTOV 6TOYO TNS. Me Vv mpovmdOeon Ot
dwatnpeitor 1 doun «mpoydvov-amoyovovy peta&d tov Joints, emmpdcbeto Joints
umopovv va gtooyfolv avaueco g dvo 16N vadpyovta Joints oty epapyia.

4.4.4 Xepiouog

H npocopoimon kivnong ywo. H-Anim figures viomoteitar epappoloviog HeToppacelg
(transformations) ota joints, ta omoio. ®wot6c0 TEplopiloviar amd TNV GYETIKN
mnpogopia tov avtictorywv displacers. H wavotnta pag H-Anim figure vo
EMOVaOIOTAEEL TOL LEAT KOl GLUVOAIKG TO odua NG eEapTtdtor omd Tov apdud joints
Kol Segments mov yPNGUYLOTOOVVTOL Yo VO Teptypdyouy kKabe HEAOG TOL GMOUATOC.
[epiocdtepo joints kot Segments £yovv G OMOTEAEGHO, U0 7O AETTOMEPT] KO
ELEMKTN PLyoVpa, VD AydTepa JOINES onuaivouy pia AMyoTtePo ELEMKTN PLYOLPaL.

4.5 TO ANTIKEIMENO HUMANOID

H yeopetpio mov meptypdest to copo pag H-Anim avlpmmoeidodc gryovpag pmopsi
VoL TEPLYPAPEL [LE dVO TPOTOVG: XKeAETIKN, ko SKinned. TTeptypdpovpe 6TIC ETOUEVESG
TOPOYPAPOVG TOVG OLO TVTTOVS YEMUETPIOG.

[Mapabétovpe v yevikn (apnpnpévn) dour evog Humanoid:

interface Humanoid {
float[3] bboxCenter 0 0 O
float[3] bboxSize -1 -1 -1
float[3] center 0 0 O
sequence<string> info []
sequence<Object> joints []
string name ""
float[4] rotation 0 0 1 O
float[3] scale 1 1 1
float[4] scaleOrientation 0 0 1 O
sequence<Object> segments []
sequence<Object> sites []
sequence<Object> skeleton []
sequence<Object> skin []
sequence<float[3]> skinCoord []
sequence<float[3]> skinNormal []
float[3] translation 0 0 O
string version ""
sequence<Object> viewpoints []
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4.5.1 2reletikng I'eowpuetpia

H péfBodoc avtn meptypdpel v yEOUETPioL TOV TEPLEXETAL LEGU GTOV YPAPO CKNVIG
™G OKEAETIKNG lepapyiog, mov kabopiletar oto medio skeleton tov avrikeévov
Humanoid. H yeopetpia mov kabopileton péoa oto aviikeipeva Segments avtic g
Epopyiog mEPLYPAPEL TO COU GOV EEXMPLOTA YEMUETPIKA KOppATIoL Avt 1 Hé€B0doG,
EVO €Vl VTTOAOYIGTIKG ETOPKNG, UTOPEL VO TPOKAAEGEL OPIGUEVES OTTTIKEC OVOUOAES
(6nwg eyKOmEG 1] «TCAKIGEG») Ol OMOlEg Kol OQAPOVV amd TNV EUEAVICT] TOV
avOpwmoe1d0vC.

4.5.2 Skinned body I'swuerpia

H pébodog avtny meptypdest 10 oo ooV €Vo GUVEXOLEVO KOUUATL YEOUETPIOG,
ypnowonowdvtag to SKin medio tov aviikewévov Humanoid. o avty ™ pébodo,
OlVUGUOOTIKA Kol ONUEWKA GuvoAa ogdopévav kabopilovior apywd oto medio
skinCoord «ot skinNormal tov avtikeiuévov Humanoid. Ta dedopéva kabopilovton
KAt oUTO TOV TPOTO MOTE VO SOYMPIGTOVY OO TOVG EGMTEPIKOVS UNYUVIGLOVS TOV
avtikelpévov Humanoid mov ypnoonotodv avty v minpoeopia. To avrtikeipevo
Humanoid ypnoipomoteital o 10vuopaTiKG GHVOAN OEGOUEVOV Y10 GUVTETOYUEVEG
KoL KOVOVIKOL 0e00UEVA Y10l VL TEPLYPAYEL TNV YEMUETPIO TOV ATOTEAEL TNV EMPAVELLL
g avOpomogdovs eryovpas. Avti N eryovpa umopet va vioromBel cav va povo
IndexedFaceSet, 1 cov moAloamAd IndexedFaceSets 1 pe ypfion kdamolag GAANG
AVOTOPAGTOCTG OV TOPEYEL TNV 1010, AEITOLPYIKOTNTA.

Me Bdon to mog to IndexedFaceSet yiveron render diapécov Tov SOCOANVOTY
YPAPIKAOV Kol TV SIUOPO®OOT TG 0vOpOTOEd0vg Pryovpoc, eivat mBavoe moAlamTAd
IndexedFaceSets va mapéyovv KoADTEPN amOS0CT OMOUOVOVTAG TIC GUVEYELS
YEMUETPIKES AAAOYEC GE TOTIKEG EMLPAVELEG. ['1aL ToV mapamdve Adyo, To H-Anim dev
neplopiler v viomoinon g emedvewng oe poe povy péBodo. To avrtikeipevo
Humanoid emiong yepilovtar ta cvvoro dedopévov mov kabopiloviar oo media
skinCoord kot skinNormal yio va avtovakiodv Tig oAhayég mov cvuPaivovv péoa,
oToV YpAaQo oknvng tov nediov skeleton. Tto mhaiclo TopapOPPM®ONG TG EXLPAVELNG,
10 k&Pe ovrikipevo Joint tng okeAetikng lepopyiog e&umnpetel Tov 6KOmO TOV
KkaBopiopol Tov TAGIOL GLVIETAYUEVOV HECH GTO OTOI0 Ol KOPLPEG TOL GLVEXOVG
TOAVYDVOL TOPOLOPPOVOVTAL.

4.6 TO ANTIKEIMENO JOINT

To avtikeipevo Joint ypnoyomoteiton oav évo UTAOK Ve 6To omoio ytilovue yia vo
TEPLYPAYOLLE TIG apBpdGelS TG avBpwmoegdovs eryovpas. H kdbe dpBpwon piog
eryovpog ovamopiototoar omd  évo  avtikeipevo Joint. Avtd to  avtikeipevo
OPYOVAOVOVTOL GE WO 1EPOPYIO TTOV TEPLYPAPEL TNV EYYEVN] GYXECT TPOYOVOL-ATOYOVOL
TOV aVTIKEWWEVOY JOINtS 1oL OKeEAETOD, Kol TaPEYEL €vo. GOVOAO TANPOPOPLOV
oLvyKeKPEVA Yo kGBe Joint Tov okeleTOV.

‘Eva Joint meptypdpel éva oOGTHHO GUVTETAYUEVOV Yl0L TOV €0VTO TOL KOl TO
avtikeipevo mov  mepi€yovior oto medio children tov. Avtd to clvoTHu
GUVTETAYUEVOV EIVOL GYETIKO GTOL GLGTNUOTO GLUVIETAYUEV®OV TOV TPOYOVOL TOV, TO
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07010, OTIC TEPLCCOTEPEG TEPITTMGELS vl Eva akOUN ovTikeipevo Joint, eved pmopsi
va givan ko to ovtikeipevo Humanoid. Katd cvvéneia, o avtikeipevo Joint givat £va
€EEIOIKEVIEVO OVTIKEILEVO V10U OLOOOTTOMGELS (grouping) to omoio pmopel vo givort
andyovog €voc dihov Joint, | oty mepintwon tov HumanoidRoot, 10 mp®OTO
OVTIKEIPEVO TNG OKEAETIKNG lepapyiog mov meptypapetan oto medio Skeleton tov
avtikelpévov Humanoid.

"o oV e1ptopud HEROVOUEV®Y KOPLO®Y OV Teptypdpovtar oto medio skinCoord tov
avtikelévov Humanoid, éva Joint drafétel dvo nedia. Ta eicepydueva yeyovota 6To
nedio rotation tov avtikeypévov Joint exnpedlovv TIC KOPLEES TOL CHUAIVOVTAL OO
1o medio skinCoordIndex kotd évav mopdyovta mwov kabopiletor amd Tig avticToLyEg
Tipwéc tov vertexWeight mediov tov avtikewévov Joint.  To medio vertexWeight
mePEXELl (ol AMota amd TWEG oplOunTIKAG KWNTAG VTOSGTOANG Ol Omoieg
TEPLYPAPOVY VOV TOPEYOVTO «BAPOVG» TOL YPNCUYLOTOIEITOL Y10 VO EXNPEAGTOVV Ol
KatdAANAeg Kopveég (Ommg onuaivetar amd to medio skinCoordindex) tov mediov
skinCoord tov avtikeévov Humanoid. Ta nedio vertexWeight ot skinCoordindex
ypnowonoovvior povo oOtav kabopiletar éva H-Anim povtého pe ypnom &vog
GLVEYOVS GYNLOTOG.

To avtikeipevo Joint exiong ypnoonoteiton yio va anobnkedost GAAEG TANPOPOPIES
oxeTIKEG e v apbpmon. Xvykekpiéva, kabopiletarl éva dvoua Yo to joint, ®ote ot
EQOPUOYEG VO UTOPOVV Vo TTpocdlopicovy v tovtdtntd tov. Emiong umopel va
TEPLEYEL 1O10TNTES Y10 GUGTALATO AVTIGTPOPNG KIVUATIKNG 1oV EAEYXovv to H-Anim
figure. Avtég ot 1010tnTEg TEpAapPdvovy Ta dved kot KAT® Oploe Tov joint, Tov
TPOGAVATOAMGUO TV opiov, Kabdg kKo o tun ovtiotaons. H epappoyn sivar
vevBuvn Yo TV EMPOAT QLTOV TOV OplOV, Kol VIAPYOLV KOl TEPIMTMOGELS OOV Lol
€QOPLOYN umopel va eMAEEEL v, alyVONGEL OVTA TOL OPLaL.

interface Joint {
float[3] bboxCenter 0 0 O
float[3] bboxSize -1 -1 -1
float[3] center 0 0 O
sequence<Object> children []
sequence<Object> displacers []
sequence<float[3]> 1llimit []
float[4] limitOrientation 0 0 1 O
string name ""
float[4] rotation 0 0 1 O
float[3] scale 1 1 1
float[4] scaleOrientation 0 0 1 O
sequence<integer> skinCoordIndex []
sequence<float> skinCoordWeight []
sequence<float[3]> stiffness [0 0 0]
float[3] translation 0 0 O
sequence<float[3]> ulimit []
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4.7 TO ANTIKEIMENO SEGMENT

To wéBe péhog oodpatog (my, aviPpdylo, unpds KAT) TOL AVOPOTOEBOVG
avamopiotatol ard Eva avtikeipevo Segment. Avtd ta avTikeipeva gival opyavouéva
OTNV OKEAETIKN 1epapyio TV JOINtS tov avOpwmogldovg katl Tapéyovy amodnkevon
TAnpoeopiag cvykekpipéva yuo ke Segment tov copatog. To avtikeipevo Segment
givan éva e€edikevuévo avtikeipevo opadomoinong (grouping) to omoio mopEyetl o
opodomoinon yia ta avrtikeipeve oto medio children tov. ‘Eva avtikeipevo Segment
umopel va kabopiotel cav andyovog evoc pdvo Joint ko tapréletor pe to avtiotoryo
avtikeipevo Joint pe Baon évav mivokoa avtiotoiyiong (o mivakag mopotifeton oty
evotnto Iepapyio Joints-Segments mio kdtm).

Interface Segment {
float[3] bboxCenter 0 0 O
float[3] bboxSize -1 -1 -1
float[3] centerOfMass 0 0 O
sequence<Object> children []
sequence<float[3]> coord []
sequence<Object> displacers []
float mass 0
float[9] momentsOfInertia 0 0 0 O 0 O O O O
string name ""
sequence<Object> addChildren []
sequence<Object> removeChildren []

4.8 TO ANTIKEIMENO SITE

To avtikeipevo Site pmopei va ypnoonombel ya tpelg otdyovs. O TpdTOg Eival va
kabopicel po tonobesio mhveo 6to avOp®TOEdEG Tov Pmopel va ypnoyoromel and
Kémolo cvuoTnua avtioTpoePns Kivnuatikng. O devtepog eivar va kabopioetl éva onpeio
TPOCKOANONG Yo avTikeipeva Omm¢ peviayov 1 povywopd. O 1pitog sivor vo
kofopicel éva onueio yw gl €IKOVIKN KOUEPO OTO TAOIGLO OvVOQOPAS €VOG
avtikelpévoy Segment (6mmg 1 Oyn «SUEGOD TOV UATIOVY» TOL avOp®TOEIB0E Yo
xpNon o€ KOoUOLE TOAMATAGY xpnot®dv). Ta aviikeipevo Site mov £xovv ¢ 6TdHYXO va
ypnoorombovy cav onueic TPOSGKOAANGONG KOl o To OTOi0. TPOKVATEL KATOLN
ovykekplpévn ontikn (6mwg to 6e&i M 10 aploTePd HatL), Bo TPEMEL VoL TEPIGTPEPOVTAL
mote va avtikpblovv oty d1evBuvvon mov PAEREL | KApEPQ.

Ta avtikeipeva Site eivar oviikeipeva opadonoinong To omoio. HUmopovy Kot va,
oplotovv povo pe to medior children evog Segment avtikepévov. Ta media rotation
kot translation tov avtikewévov Site kabopilovv Vv Tomobecio kol TOV
TPOCAVATOAMCUO TOL TEMKOV OMOTEAEGUOTOC LEGO GTO TAMIGIO GLVIETAYUEVMV TOV
Segment. To medio children tov avtikelévov Site ypnowwonoleitar ywoo va
amodnkevoel emmAéov oyfuata (Ty agecovdp) mov umopet vo eivorl TposKoAAUEVA
oto avtikeipevo Segment. To avtikeipevo Site mepypdoer éva  ovotuo
CLVTETAYUEVOV Yo avTikeipevo oto medio children tov, to omoio givatl oyeTikd e T0
GUOTNO GUVIETAYUEVOV TOV AVTIKEWLEVOD TPOYOVOL TOVL.
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H doun evog Site 6 VRML:

Interface Site {
float[3] bboxCenter 0 0 O
float[3] bboxSize -1 -1 -1
float[3] center 0 0 O
sequence<Object> children []
string name ""
float[4] rotation 0 0 1 O
float[3] scale 1 1 1
float[4] scaleOrientation 0 0 1 O
float[3] translation 0 0 O
sequence<Object> addChildren []
sequence<Object> removeChildren []

4.9 TOo ANTIKEIMENO DISPLACER

To oynua evog 3d avrtikelpévov pmopei vo ypelootel va aAlalel avaloyo pHE TIg
QOLTNGELS TOV EPAPULOYDV. ZTO M0 Pacikd enimedo, avtd pmnopet va yivel aAddlovtog
o dedopéva oto medio coord tv aviikelwévov mov opilovv To oyAua. Tnv
nepintoon avatars pe dpBpwon, o avTIKelLeEVa aVTE TEPEYOVIOL GE OVTIKEILEVO
Segments, evdd 6TV TEPINTOOT TOPAUOPPDOGIUMOV AVTIKEILEVODVY KaBopilovtor and to
nedio skin tov avriceyévov Humanoid.

Xe UEPIKEC TEPMTMOELS, 10MC lval amapaitnTo Vo avayvopiCOVUE CLYKEKPIUEVEG
OUAdES KOPLO®V HECO OE v oyYNUa. X& GAAeC O, lowg ypeldleTol va ToPEYOVLLE
TANPOPOpia GYETIKA e TNV katevBuvon oty omoia Oa mpémel vo Kiveitor n kabe
Kopv1. Tétoov gidovg TAnpogopia mapéyetar and Eva oavtikeipevo Displacer. T
apBpouéve avatars,ta avtikeipeva Displacer yw évo ocvykekpluévo avtikeipevo
Segment givot anoBnkevuéva oto medio displacers tov Segment. T mapapopPdGipLo
mesh avatars, ta avtikeipevo Displacer amobnkevovion ota medion displacers tov
avtikelpévov Joints oto avatar. Avti n mAnpogopia, kolovpevn displacements,
opileTol 6TOV TOTIKO YMPO TOL GLYKEKPIUEVOD KGOe popd avTikeéEvov Joint, kot gv
cuveyela LeTapPAleTal GTOV YMOPO TOL aVOP®TOEO0VS TPV EPAPLOCTEL GTO GYNLLOL.

‘Eva avtikeipevo Displacer pmopei va ypnoiporomndei pe tpeig facikong tpdmovs: 1o
7o Pooikd eninedo pmopel va ypnopomomOet yio va e£akpiPdoel TIG KOPLEEG TOV
OVTIOTOLYOVV GE £VO GUYKEKPIUEVO TUNUO TOV GYNLULOTOG. XTO EMOUEVO EMITEDO, UTOPEl
Vo XPNOHOTOIMOEL Y10 VO OVOTTOPAGTNOEL 0. GUYKEKPEVT PVIKY Kiviion 1 omoia
UETOPEPEL TIC KOPLPEG PO O1bpopeg katevBiveelc. O tpitog TpdTOG pe ToV 0moio
éva Displacer avtikeipevo pmopet va ypnoyomomOei ivot ylo vo avomapacTHGEL (Lo,
TANPN SOUOPP®CT TWV KOPLPDV GE EVOL GYT O

To «éOe avtikeipevo Displacer mepiypdoet o tomobesia, n onoio Kaheiton ozdyog
Hoppomoinang, N onoio pwopel vo ypnotporombet ylo vo TpOTOTOCEL TIG 1010TNTESG
displacement g o@ryovpac. To Khpokmtd péyebog tov displacement ovtdv tmv
avtikelpévav Displacer pmopei vo aAldlel duvoutkd amd Kamoto eEmyevi) mnyn, Om®G
évav interpolator. Katd ovvémewn, 10 oyfuo pmopel vo HOPQOTOLEITOL OUOAG
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YPNOLOTOLDVTOS TO POCIKO G0 Kot Evay Ypoppikd cuvdvaoud tov displacements
nov kabopilovrar amd ta avikeipeva Displacer.

[Map’ 6A0 mov ta avtikeipeva Displacer ypnotponotovvrot yio vo EAéyEovv to oyfuo
TOV TPOCMOTOV, UTOPOVV EMIONC VA YPNCLUOTOINO0VV Yo AALO LEAT TOV CAOUATOG.

H VRML doun evog displacer givor 1 e€nc:

Interface Displacer {
sequence<integer> coordIndex []
sequence<float> displacements []
string name ""
float weight O

4.10 MONTEAOIIOIHZH
4.10.1 Ievika

To H-Anim mepopiler v povielomoinon tov avOpomTOEWdV PLryovpdv GOOTE Vo
e&oopariletar to O6TL N Tpoosopoimon Kivnong mov éxel oyediootel yuo o H-Anim
ovppatn avBpdTv ryodpa vo, givarl EQapuociun kol o€ orotadnmote dAn H-Anim
avOpomvn eryovpa. Avtoi ot tepropiopol kabopilovv v KATAGTACT £VOG LOVTEAOL
TPV EQaprooTovy animations, étol dote va eac@ariletal cvvéneia peta&y H-Anim
LOVTEAWDV avVOPOTOEODV.

4.10.2 Movrelomoinon Avlpwmoeidwv - Xoufdceig

To avBpwmocdég poviehomoteiton oe OpOa BEom, korrdlovtag otnv +Z xatevHOvvon
pe 1o +Y mévo kot 1o +X ota aprotepd tov avBpomrogidovc. H arapyn tov agdvov (0
,0,0) evtomiCeton 010 eminedo TOV £06.POVS, AVAUESH GTA O TOV AVOPOTOELOO0VC.

Ta méd Ppiokovion eminedo 610 TATOUA, OOYOPIGUEVE HETOED TOLG TEPITOV TNV
{010 amdotacm 660 10 TAATOC TV Wyiwv. O mhtog TV modwv Ppioketal oto Y = 0,
eva ta xépla etvor gvbeio ko TopIAANAQ GTIG TAEVPES TOV CAOUATOG LE TIG TUAGUES
TOV XEPUDV VO KOITOVV ECOTEPIKA TPOG TOVS UNPovG. Ta yépta eivor emineda, e TOVG
a&oveg Tmv Joints «1» emg «3» TV daTOA®V va. givorl TapdAiniot otov Y a&ova kot
oV GEoVO TOV avTiyelpa va £YEl VITOOTEL TEPLOTPOPT Kot 7/2 rads mpog tnv
katevbovon +Z. Koatd cuvénewn, to odotnuo cvvietaypévav yo kabe Joint otov
avtiyelpa givol aKOUO TPOGAVATOMGUEVO KOTA TETOL0 TPOTO MOTE VO, TALPLALEL e TO
oLuvolko avBpomoedéc. H kivinon tov «0» joints tov daytolwv tumikd meplopileton
aoOntd, ka1t to WOGo evkoumteS €ivor ot apBpdoelc dapépel amd OdYTVAO OF
ddyTVAro.

To mpécwmo povieAomolEiTOL e TO PPVOLD. GE OVATOVGT], TO GTOUN KAEIGTO Kol TO
pétio ovoryTd oe TANPY EKTOOT).

To avOpwmoedéc yriletal pe 116 avOpdmiveg dloTACELS Kot vov, dNAadr OAeC ot
dlotdoelg petprovvion og pétpa. ‘Eva tumikd avBpmmoeldég eivan mepinov 1.75 pétpa
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670 VYOG, TNV €1KOVa Tov akolovbel mapabétovpe dvo avatars mov va TANpoHV Tig
ovuPdoelg Tov LOAMG TEPLYpAYaLLE:

Ewoéva 24: EE’ opiopov otdon evog AvOpwmogidong yia to H-Anim

Y& avtn 1t Béom, Olec oL Yovieg Tov joints eivor pundevikég, oniadn Olo ta medio
rotation oe 6Aa ta avrikeipeva Joint Oo éxovv v mpokabopiouévn T (0 0 1 0).
Emnpocbeta, o nedio translation 6o £xovv v mpokabopiopévn tiun tov (0 0 0) ko
o mapdayovtag scale Ba £xel emiong mv Ty (1 1 1). To pdévo medio mov dev £xel v
npokafopiopévn tiun yoo kGBe Joint givar to centre, to omoio €ivat to onueio yopw®
and To0 omoio TEPIOTPEQPETAL TO jOINt (Kot Ol TPOGKOAANUEVOL GE OLTO OTOYOVOL
kopupot, 6mwg kot to Segment, av vrapyovv). Epapudlovtag tig mpokabopiopéveg
TWEG Y100 TNV HETAPPACT), TV TEPLGTPOPT KoL TNV KAAK®mon o€ OAo To Joints oto
COUN EMOTPEPOVIE TO COUO OTNV 0VOETEPN O€om mov mepryplyoape HeE TIG
mponyovpeves ocvpPacels. o va yivel avtd, T0 GVOTNUA GLVIETAYUEVOV Y10, KOOE
Joint avtikeipevo mpooavatohiletar ywoo vo Topldlel pE GVTO TOV GLVOALKOD
avOpmTOEB0VGE.

To medio centre kabe Joint avtikeluévov Oa mpénetl va tomobetndei dote To Joints vo
TEPIOTPEPOVTOL LLE TOV {010 TPOTO TTOV O TEPIGTPEPOVTUL GE £VOL TPAYLLUTIKO CAOLLAL.

H mopaxdto gikdva deiyvel Tov mpocavatolMopd tov yeptov. Ot KOKKIVOL «GTOVPOoD»
neptyphoovy mbava onueio yoo Tig TIWEG Tov mediov centre ywo ta JoIints Ttwv
dayTOA®V, KaOOG Kot TV SIteS Yo TIg AKPEG TV SO TOAMV.
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Ewova 25: [Ipocavatolopog Xeptod

[Tpoteivetan, ympic va amatteital, to avtikeipevo Segment va eival KataokKevacuéva
ue oedopéveg tig €€’oplopov Tég tomv mediov translation, rotation kai scaling.
AnAodn, vo unv amorteiton KOmoov 100V HETAGYNUOTIGUOS GTO GYNLLa Tov Segment
MOTE OMTIKA VO TOPLALEL Pe Ta VITOAOUTO LEAT TOV CAONOTOG.

OAeg 01 GUVTETAYUEVEG TOV GOUOTOS HolpalovTal Ko apyn, N omoia gival avTi Tov
idtov tov humanoid. Eav avtd amoderybel dvokoro yia éva epyoleio emelepyaciog
TPOS LAOTOINGoT, Elvol AmOdEKTO VO YPNOLUOMOLEITOL OMOOGONTOTE UNYOVIGUOG
YEOUETPIKMOV UETACYNUOATICUOV dtatifetor oty YA®ooo kKmdkomoinong yuwo vo
LETOKIVIOEL TNV YEOUETPla péca oe kBe avtikeipevo Segment oty cwot| peptd.
XpNGIULOTOUDVTOG TETOOVG HETOCYNIOATICUOVS avTl Yio TNV amevbeiog KaTacKeLN TOV

emBuunToL GYNUATOG UTopEl va £l ETPAPLVOT GTNV ATOIOCT| TOV GUGTHLOTOC.

4.11 H AOMH ENOX ANGPQIIOEIAOYX

, .
4.11.1 Igpapyia Joints-Segments

I_hip I_knee I_ankle |_subtalar | I_midtarsal | I_metatarsal
r_hip r_knee r_ankle r_subtalar | r_midtarsal | r_metatarsal
vI5 vi4 vi3 vi2 vil

vtl2 vtll vt10 vt9 vt8 vt7
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vt6 vt5 vt4 vt3 vi2 vtl
vc7 vcé vcs vc4d vc3 vc2
|_sternoclavicular | |_acromioclavicular | |_shoulder | |_elbow |_wrist
vcl
r_sternoclavicular | r_acromioclavicular | r_shoulder | r_elbow
vcl

r_wrist

HumanoidRoot sacroiliac (pelvis) skullbase

IMivaxog 3: Bacw Iepapyio Joints

‘Eva H-Anim ocvppatdé copa yriletor ocav pio ogpd omd epupoievpéva Joint
avtikeipeva, to kabé éva and ta omoia umopei va £xel Eva oyxetilopevo Segment. H
lepapyio. 610 TopakdTe oynuo deiyvel To (evyog Joint:Segment to omoio kabopiletan
and to mpotvmo. EGv opicovue éva Joint, kot to Joint avtd ypnoipomrolel Kdmolo
6vopo mov mpoPrémetan amd 1o H-Anim 10te 10 avtictoyo Segment mov Oa
ypnoonomdei Oa mpémetl va eivor ovopacuévo katd coppacn pe faon to TpodTLTO,
Ty, oV ypnoporomoovpe éva Segment pe dvopo |_upperarm, Oa npénet va kabopiotel
oav andyovog tov Joint |_shoulder, kot avtictoya, av kabopicovue Eva Joint r_knee,
Kot opicovpe Segment v avtd, to avtictoryo Segment Bo mpémer va ovopdleton
r_calf.

Ta v15 kot sacroiliac Joints eivor amdyovor tov Humanoidroot. To
HumanoidRoot pe ™ ogpd 1tov amobdnkevetor 6to medio humanoidBody Tov
avTikelévov Humanoid, oAhd Olo ta vrdlowra avtikeipeva Joints amoppéovv and
gite 10 v15 gite 10 sacroiliac. Edv avtd to aviikeipeva Joints dev opiotovv, ta
Joints younAov emmédov pmopei va eivar amdyovol tov HumanoidRoot.

H 1epapyio Joints — Segments yio v ovamopdotoon TV YePLOV &ival o
Aemtopepng:

Mivaxog 4: Iepapyia Joints ywa to yxépt

|_pinky0 I_pinky1 I_pinky2 I_pinky3 I_ring0 I_ringl I_ring2 |_ring3
I_middle0 f |_middlel | I_middle2 | |_middle3 | I_index0 | I_index1 | I_index2 || I_index3
I_thumbl | I_thumb2 | I_thumb3
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r_pinkyO r_pinky1l r_pinky2 r_pinky3 r_ring0 r_ringl r_ring2 r_ring3
r_middleO | r_middlel | r_middle2 | r_middle3 | r_index0 | r_index1 | r_index2 | r_index3
r_thumbl | r_thumb2 | r_thumb3

Ocov apopd 10 TPOGOTO, TOAAEG VAOTOWCELS OVOPOTOEW®V KAVOLV YPNOT
apOpouévev doudV TPOCSHOTOV Yl Vo €EOUOIMGOVY EKPPACELS TOL TPOGMOTOV.
Axolovbei éva PBactkd cuvoro JOINtS Tpoc®dITov Kot TV avtictoy®v Segments tovg
7ov vrootnpilovv animation exkepacemv TPOSOTOVL:

IMivakag 5: Iepapyio Joints yio To TpécOTO

|_eyeball_joint r_eyeball_joint

|_eyebrow_joint r_eyebrow_joint

|_eyelid_joint r_eyelid_joint

temporomandibular

To mpodbepo “ joint” ypnowomoteitar €60 yloti TETOW YOPOKTNPIOTIKG EAEYYOVTOL
amd OUAdES LMV ovTi Yo Tpoypotikd joints, ue to joint temporomandibular va.
eEarpeiton Tov mapandve. To Tpdbepa mapéyetl Evav dtaywpiopd peta&h Tov OVOUATOG
tov Joint kat Tov avtiotoiyov Segment.

Ol 1o ovrikeipeva Joints mpoodmov givar amdyovol Tov avtikeyévov Joint
skullbase. To kévtpo mEPIGTPOPNG TOV HOTION Kot TNG KOPNG EIVOL TO YEMUETPIKO
KEVTPO NG ceaipog Tov patiov. H mepiotpoen g kOpng avtiotoryel €€’ opiopov e
0 rad, kou o Betikn mepotpoen Twv m rads Oa ExAewve v KOPN UEYPL Vo UnV
eaivetar kaforov. Ta epvdia Bpickovior ce 0 rad mepiotpoe €&’ opiopov, evd
UTOopovV v TEPIGTPUPOVYV G TPOG TNV HEGN TOL PPLOOYV. To oTdua givol KAEIGTO
otav to Joint temporomandibular Bpicketor ota 0 rad.

Ta Joints mpoo®mov amd ToV TAPATAV® TIVAKE TOPEYOVY LOVO ULt TPMTOYOVN LOPPN
kivnong yw o tpoécwmo. Mia mo otifapn Hopen Kiviiong TPOSMITOL TOPEXETOL OO
Tig¢ MPEG-4 Tapapétpovg Kivnong Ipocaomov.

[Mopabétovpe v TApN tepapyio yio to H-Anim, oty popen <Ovopo, Joint> :
<Ovopo_Segment>, 6mov pe €coyf oTNV OUECMOG ETOUEVI YPOUUY ONADVETAL O
AUECMG EMOUEVOS OMOYOVOS, VA HE | evdvovior dvo mapdAinia oto Pdbog g
tepapyiag Joints.
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HumanoidRoot sacrum
sacroiliac pelvis
\ 1 hip 1 thigh
| 1 _knee 1 calf
\ 1 ankle 1 hindfoot
\ 1 subtalar 1 midproximal
| 1 midtarsal 1 middistal
| 1 metatarsal 1 forefoot
\ r hip r thigh
| r_knee r _calf
\ r_ankle r_hindfoot
\ r subtalar r midproximal
\ r midtarsal r middistal
\

r metatarsal

v1l : 11
vtlz2 : tl2
vtll : tl1l
vtl0 : tl10
vt9 @ t9
vt8 : t8
vt7 : t7
vte @ t6
vt5 : t5
vtd : t4
vt3
vt2

r_ forefoot

t3
t2

ve7

vch

|

|

I

I

|

I

I

I

I

I

I

I

I

I

1 sternoclavicular

| 1_acromioclavicular
| 1 shoulder
I
I
I
I
I
I
I
|
|
|
|
|
|
|
|
|
|
|
|
|
|

r sternoclavicular
r acromioclavicular
r_shoulder
r_elbow

1 elbow
1 wrist

c5
: c4
ve3 ¢ c3
vc2 1 c2
vecl @ cl
skullbase skull
1 eyelid joint 1 eyelid
r eyelid joint r eyelid
1 eyeball joint 1 eyeball
r eyeball joint r eyeball

1 eyebrow_ joint
r eyebrow_joint
temporomandibular
1 clavicle
1 _scapula
1 upperarm
1 forearm
1 hand
1 _thumbl 1 _thumb metacarpal
1 thumb2 1 thumb proximal
1 thumb3 1 thumb distal
1 indexO 1 index metacarpal
1 indexl 1 index proximal
1 index2 1 index middle
1 index3 1 index_distal
1 middleO 1 middle metacarpal
1 middlel 1 middle proximal
1 middle2 : 1 middle middle
1 middle3 1 middle distal
1 ring0 1 ring metacarpal
1 ringl 1 ring proximal
1 ring2 1 ring middle
1 ring3 1 ring distal
1 pinkyO 1 pinky metacarpal
1 pinkyl 1 pinky proximal
1 pinky2 1 pinky middle
1 pinky3 1 pinky distal
r_clavicle
r scapula
r_upperarm
r forearm

1 _eyebrow
r eyebrow
Jjaw
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r wrist : r_hand
r thumbl : r thumb metacarpal
r thumb2 : r thumb proximal
r thumb3 : r thumb distal
r index0 : r_ index metacarpal
r indexl : r_ index proximal
r _index2 : r_index middle
r _index3 : r_index distal
r middle0 : r middle metacarpal
r middlel : r middle proximal
r middle2 : r middle middle
r middle3 : r middle distal
r ring0 : r ring metacarpal
r ringl : r ring proximal
r ring2 : r ring middle
r ring3 : r_ring distal
r pinky0 : r pinky metacarpal
r pinkyl : r pinky proximal
r pinky2 : r pinky middle
r pinky3 : r pinky distal

4.11.2 IlpocOérwvrac Joints

2V Topomave epapyio pmopovpe vo tpoohécovpe Joints ko Segments smmiéov,
apkel vo tnpovvtal ot €€1g TpovTodicels:

1. Ouxoppor Joints mov amopBpovvtar otny 1Epapyia, ebv givor mappoves,
TPETEL VO, YPTCUOTOLOVV TO, EVOEIKVVOUEVO OVOLLOTA.

2. Agv gmurpénovtar véol KOUPol va TopeUPAALOVTOL GTNV TPOTLTTOMUEVT
tepapyio Joints. Ot véor kOuPor emtpénetar va givar amndyovol eite
OPIGUEVOV Ot TO TPOTLTO KOUPWV, €iTE UN-TPOTLTTOTOMUEVAOY KOUPV
Joints my évag emmpdebetog aykmdvag dev pmopet vo mpootedei 6to ¥EP!,
®otdc0 véa mpdcheta (HoAAd, Viyla), UTOPOoLV Vo, TPOGTEHOLV GTO
avOPOTOEIDES YPNOLOTOLOVTAG VEOLS KOUBOLE Joints.

3. Ot véor xopPor Ba mpooteBohv kotd T€TO0 TPOMO OGTE VAL UNV
EUMAEKOVTOL LLE TNV KIVNON TOV LITapXOVI®V KouPmv Joints, akdua kot
edv dev mpoPAémetan kivnomn yio o TovG.

H mpoocopoinon kivnong yia kouPovg Joints and tovg Pacikovg dev Oa mpémel vo
Baciletar mave o emmpocbeTovg kouPovg Joint (1 amoydvovg Tovg), yro. Adyovg
ocvpufPatotntag pe GAAo avatars mov avikovv o©to mpdétuvmo. To  cvoTHATo
QVTIGTPOPNG KIVILOTIKNG HTopovV vo, Bewprioovy emmpdchetovg koufovg Joints dtav
KOVOLV VTOAOYIGLOVG, Y®PIC ®oTOG0 avTd va givor arapaitnro.

2

Ot emmpochetor kopPor emiong o mpémert va égovv 1o mPoOBepo “hanim_”, my
“hanim_x_newhair” mote va dioywpilovror and 1o Pacikd cuvoro JoInts pe 1o omoto
pumopel va £govv mopdoto OVOLLOTA.

4.12 LEVEL OF ARTICULATION — EIIIIIEAA APOPQXHX

Mepucol tOHmor xivnong yw avOpmmoedn eivor aveEdpTnTol amd TIG TPOYHOTIKES
OloTACES TOV cOUATOG. [0 mopddetypa, To AVYIGHO TOV KEQOAMOV GE o
ovyKekplévn yovia Oa £xel 1o 1010 anotélecpa o€ kbBe avOpmTOEdEC TOV £xel Evav
kopPo Joint skullbase. Qot060, apretég Kivnoelg eivar EapTNUEVES ATTO TO PHKOG TOV
Eexwprotdv Segments 1 amd Tig avoroyieg Tov unkov Tov segments. Mo mapaderypa,
TO QYYLYLO TOV OKPOV EVOG dO(TOAOL LE TNV Kopuen ¢ potg Ba amottel yvodon tov
OO0 TACEMV TOV COUOTOG.
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Ot mvokeg mov akoAovBOVV TaPEYOLV TIC TPOTEWVOUEVEG BECELS Yoo TOL KEVTIPO TMV
joints, yia ké0e avtikeipevo Joint, kot yio v torobéton tov Site avtikelpévay o
umopel va ypnoyonotovviat. Omolodnmote ovOpwmoeldég dopeitar o€ TETOLEG
dwotdoelc Ba eivon oe Oéon va popdleton animations pe omolodnmote GANO
avOpomoeldég pe Tig ideg dnotdoelc. Ta avOpmmoedn pe dopopetikd péyedog, Kot
TO. 07010 YPNOYLOTOLOVV TIG 1d1EC avaAoyieg unkav segments icmg va givor og Béon va
LOpaGTOVY GLYKEKPIEVE animations apkel n epappoyn va oAAGEel o peyeon tov
TIL®V TV animations avaioya.

A&gdopévou 0Tt TOAAEG eQapUOYES pmopel va unv xpetdloviol 1o TAPEG GUVOAO TOV
joints, ot mapakdtw mivakeg éxovv opyovmbel ®ote va avtioTolyobv oe TE0oEPQ
«Emineda ApBpwong» - Level of Articulation (LOA). To va yticovpe éva
ovykekpuévo LOA g€acpariletl 011 10 avOpwnocidég Ba sival cvufotod pe animations
amd Ao avBpomoedn mov elvar ytwopéva Yoo to 1010 1 vymidtepo LOA. O1
TPOTEWVOUEVES SOCTAGELS CAONOTOS Kot Ta emimeda dpOpmong mapéyovtar yior Adyovg
TANPOPOPN NG, KO OEV ElvaL SEGUEVLTIKG amd TNV TpoTLITOTOinon Tov H-Anim.

4.12.1 Erminedo ApOpwong 0

[MpoPréneton povo éva Joint, to HumanoidRoot. TTpokettan yio to eldiyioto eninedo
apBpwong mov givon cvpPatd pe to H-Anim.

IMivaxkag 6: Eminedo ApOpmong 0

Joint object Default centre

HumanoidRoot 0.0000 0.8240 0.0277

4.12.2 Eninedo ApOpwong 1

To eminedo ApBpwong-1 mapéyet por Tomikn youniov-emmédov 3D epapyio. Xtnv
Tpakn xpnooTolEital cuyvd, Kot map’ O6Ao Tov wKpd apdud Joints (=<18), eivor
OPKETE EVEAMKT).

MMivaxag 7: Erinedo ApOpmong 1

Joint object Default center
HumanoidRoot 0.0000 0.8240 0.0277
sacroiliac 0.0000 0.9149 0.0016
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I_hip 0.0961 0.9124 -0.0001
I_knee 0.1040 0.4867 0.0308
I_ankle 0.1101 0.0656 -0.0736
|_midtarsal 0.1086 0.0001 0.0368
r_hip -0.0950 0.9171 0.0029
r_knee -0.0867 0.4913 0.0318
r_ankle -0.0801 0.0712 -0.0766
r_midtarsal -0.0801 0.0000 0.0368
vi5 0.0028 1.0568 -0.0776
skullbase 0.0044 1.6209 0.0236
I_shoulder 0.2029 1.4376 -0.0387
I_elbow 0.2014 1.1357 -0.0682
I_wrist 0.1984 0.8663 -0.0583
r_shoulder -0.1907 1.4407 -0.0325
r_elbow -0.1949 1.1388 -0.0620
r_wrist -0.1959 0.8694 -0.0521
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4.12.3 Eninedoo ApOpwong 2

To Eminedo ApBpwonc-2 opiler éva Pacikd HOVTEAD oOKeEAETOL UE oapBpopéva
ddytora. O apBudc tov Joints mov tpoPrémetan eivan =< 71.

IMivaxkag 8: Ewinedo ApOpmong 2

Joint object Default center
HumanoidRoot 0.0000 0.8240 0.0277
Sacroiliac 0.0000 0.9149 0.0016
I_hip 0.0961 0.9124 -0.0001
I_knee 0.1040 0.4867 0.0308
I_ankle 0.1101 0.0656 -0.0736
|_subtalar 0.1086 0.0001 -0.0368
|_midtarsal 0.1086 0.0001 0.0368
|_metatarsal 0.1086 0.0000 0.0762
r_hip -0.0950 0.9171 0.0029
r_knee -0.0867 0.4913 0.0318
r_ankle -0.0801 0.0712 -0.0766
r_subtalar -0.0801 0.0000 -0.0368
r_midtarsal -0.0801 0.0000 0.0368
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r_metatarsal

-0.0801 0.0039 0.0732

vi5 0.0028 1.0568 -0.0776
vi3 0.0041 1.1276 -0.0796
vil 0.0048 1.1912 -0.0805
vt10 0.0056 1.2848 -0.0822
vt6 0.0059 1.3866 -0.0800
vtl 0.0065 1.4951 -0.0387
vcd 0.0066 1.5662 -0.0084
ve2 0.0066 1.5928 -0.0103
Skullbase 0.0044 1.6209 0.0236

I_sternoclavicular

0.0820 1.4488 -0.0353

I_acromioclavicular

0.0962 1.4269 -0.0424

I_shoulder 0.2029 1.4376 -0.0387
|_elbow 0.2014 1.1357 -0.0682
I_wrist 0.1984 0.8663 -0.0583
|_thumbl 0.1924 0.8472 -0.0534
I_thumb2 0.1951 0.8226 0.0246
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I_thumb3 0.1955 0.8159 0.0464
I_index0 0.1983 0.8024 -0.0280
I_index1 0.1983 0.7815 -0.0280
I_index2 0.2017 0.7363 -0.0248
I_index3 0.2028 0.7139 -0.0236
I_middle0 0.1987 0.8029 -0.0530
I_middlel 0.1987 0.7818 -0.0530
I_middle2 0.2013 0.7273 -0.0503
I_middle3 0.2026 0.7011 -0.0494
I_ring0 0.1956 0.8019 -0.0794
I_ringl 0.1956 0.7815 -0.0794
|_ring2 0.1973 0.7287 -0.0777
I_ring3 0.1983 0.7045 -0.0767
|_pinky0 0.1925 0.8066 -0.1036
|_pinky1l 0.1925 0.7866 -0.1036
I_pinky2 0.1938 0.7452 -0.1024
I_pinky3 0.1948 0.7277 -0.1017
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r_sternoclavicular -0.0694 1.4600 -0.0330
r_acromioclavicular -0.0836 1.4281 -0.0401
r_shoulder -0.1907 1.4407 -0.0325
r_elbow -0.1949 1.1388 -0.0620
r_wrist -0.1959 0.8694 -0.0521
r_thumbl -0.1899 0.8502 -0.0473
r_thumb2 -0.1874 0.8256 0.0306
r_thumb3 -0.1864 0.8190 0.0506
r_index0 -0.1961 0.8055 -0.0218
r_index1l -0.1961 0.7846 -0.0218
r_index2 -0.1954 0.7393 -0.0185
r_index3 -0.1945 0.7169 -0.0173
r_middle0 -0.1972 0.8060 -0.0468
r_middlel -0.1972 0.7849 -0.0468
r_middle2 -0.1950 0.7304 -0.0441
r_middle3 -0.1939 0.7042 -0.0432
r_ring0 -0.1951 0.8049 -0.0732
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r_ringl -0.1951 0.7845 -0.0732
r_ring2 -0.1920 0.7318 -0.0716
r_ring3 -0.1908 0.7077 -0.0706
r_pinky0 -0.1926 0.8096 -0.0975
r_pinkyl -0.1926 0.7896 -0.0975
r_pinky2 -0.1902 0.7483 -0.0963
r_pinky3 -0.1908 0.7540 -0.0960

4.12.4 Erminedo ApOpwong 3

To Eninedo ApOpwong-3 eivar mAnpeg, pe apbud Joints =< 89.

IMivaxkag 9: Ewinedo ApOpmong 3

Joint object

Default center

HumanoidRoot

0.0000 0.8240 0.0277

sacroiliac

0.0000 0.9149 0.0016

I_hip 0.0961 0.9124 -0.0001
I_knee 0.1040 0.4867 0.0308
I_ankle 0.1101 0.0656 -0.0736
|_subtalar 0.1086 0.0001 -0.0368
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I_midtarsal 0.1086 0.0001 0.0368

|_metatarsal 0.1086 0.0000 0.0762

r_hip -0.0950 0.9171 0.0029
r_knee -0.0867 0.4913 0.0318
r_ankle -0.0801 0.0712 -0.0766
r_subtalar -0.0801 0.0000 -0.0368
r_midtarsal -0.0801 0.0000 0.0368
r_metatarsal -0.0801 0.0039 0.0732
vi5 0.0028 1.0568 -0.0776
vi4 0.0035 1.0925 -0.0787
vi3 0.0041 1.1276 -0.0796
vi2 0.0045 1.1546 -0.0800
vil 0.0048 1.1912 -0.0805
vt12 0.0051 1.2278 -0.0808
vtll 0.0053 1.2679 -0.0810
vt10 0.0056 1.2848 -0.0822
vt9 0.0057 1.3126 -0.0838
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vi8

0.0057 1.3382 -0.0845

vt7

0.0058 1.3625 -0.0833

vt6

0.0059 1.3866 -0.0800

vt

0.0060 1.4102 -0.0745

vtd

0.0061 1.4320 -0.0675

vt3

0.0062 1.4583 -0.0570

vt2

0.0063 1.4761 -0.0484

vtl

0.0065 1.4951 -0.0387

vc7

0.0066 1.5132 -0.0301

vcb

0.0066 1.5357 -0.0143

veS

0.0066 1.5520 -0.0082

vcd

0.0066 1.5662 -0.0084

vc3

0.0066 1.5800 -0.0103

vc2

0.0066 1.5928 -0.0103

vcl

0.0066 1.6144 -0.0034

skullbase

0.0044 1.6209 0.0236

I_eyeball_joint

0.0336 1.6332 0.0502
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r_eyeball_joint -0.0236 1.6331 0.0510
I_sternoclavicular 0.0820 1.4488 -0.0353
|_acromioclavicular 0.0962 1.4269 -0.0424
|_shoulder 0.2029 1.4376 -0.0387
I_elbow 0.2014 1.1357 -0.0682
I_wrist 0.1984 0.8663 -0.0583
I_thumb1 0.1924 0.8472 -0.0534
I_thumb2 0.1951 0.8226 0.0246
I_thumb3 0.1955 0.8159 0.0464
|_index0 0.1983 0.8024 -0.0280
I_index1 0.1983 0.7815 -0.0280
|_index2 0.2017 0.7363 -0.0248
I_index3 0.2028 0.7139 -0.0236
I_middle0 0.1987 0.8029 -0.0530
I_middle1 0.1987 0.7818 -0.0530
I_middle2 0.2013 0.7273 -0.0503
I_middle3 0.2026 0.7011 -0.0494
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I_ring0 0.1956 0.8019 -0.0794
|_ringl 0.1956 0.7815 -0.0794
|_ring2 0.1973 0.7287 -0.0777
I_ring3 0.1983 0.7045 -0.0767
I_pinkyO 0.1925 0.8066 -0.1036
I_pinkyl 0.1925 0.7866 -0.1036
|_pinky2 0.1938 0.7452 -0.1024
I_pinky3 0.1948 0.7277 -0.1017

r_sternoclavicular

-0.0694 1.4600 -0.0330

r_acromioclavicular

-0.0836 1.4281 -0.0401

r_shoulder -0.1907 1.4407 -0.0325
r_elbow -0.1949 1.1388 -0.0620
r_wrist -0.1959 0.8694 -0.0521
r_thumbl -0.1899 0.8502 -0.0473
r_thumb2 -0.1874 0.8256 0.0306
r_thumb3 -0.1864 0.8190 0.0506
r_index0 -0.1961 0.8055 -0.0218
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r_index1 -0.1961 0.7846 -0.0218
r_index2 -0.1954 0.7393 -0.0185
r_index3 -0.1945 0.7169 -0.0173
r_middle0 -0.1972 0.8060 -0.0468
r_middlel -0.1972 0.7849 -0.0468
r_middle2 -0.1950 0.7304 -0.0441
r_middle3 -0.1939 0.7042 -0.0432
r_ringo -0.1951 0.8049 -0.0732
r_ringl -0.1951 0.7845 -0.0732
r_ring2 -0.1920 0.7318 -0.0716
r_ring3 -0.1908 0.7077 -0.0706
r_pinky0 -0.1926 0.8096 -0.0975
r_pinkyl -0.1926 0.7896 -0.0975
r_pinky2 -0.1902 0.7483 -0.0963
r_pinky3 -0.1908 0.7540 -0.0960

4.13 ENIIAEON XTOIXEIA

Ta H-Anim figures cuyva eppmievovioar o VRML ka1 X3D xoopove. Emnpdcdeta
UTopovV va xpnopomoinfovv kot kamowo emmAéov ototyeia otovg VRML kdopovg
nmov mepiEyovv H-Anim avatars yw va e€opaAidvovv v ypnon Tovg péGo oTol
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nepifariovta. e ovtd ta mepidriovta, ta H-Anim avrtikeipeva avorapictovol
otV popery VRML 1) X3D «opfov.

4.13.1 Viewpoints

ZVYKeEKPIUEVES OTTIKEG TOL humanoid pumopel vo S1evKpIVIGTOOV e dVO TEXVIKES. TV
TPOTN TEYVIKY, O GLYYPAPENS TOL avOpmmoedovg dnpovpyet kouPovg Site oe
KatdAAnieg pepiéc. ‘Evac xouPoc Viewpoint pmopei va dnuovpynfel kot vo
TpockoAAn0el og omolovonTote amd Tovg kOpuPovg Site. O kouPog tote Oa givan oe
0éon va KoTaypApel 6TO ONTIKO TOL TEdI0 TNV Kivnon TOV HEADV CAOUOTOS TOV
avOpmTOES0VGE.

Xt 6g0tTepn TEYVIKT, o1 KOpPBotr Viewpoints vAomotohviol xpnoioroidvIos To nedio
viewpoints tov ko6ppov humanoid yio vo SMUOVPYNOOVY IO OTTIKY TOV
avOpOTOEO0VE MOV KATAYPAPEL TNV KiVoY TOL WHEGO GTOV YMOPO YOPiG va
emnpealetal amd TV Kivnon orotovdnmote and Tovg képPovg Segment Tov copATOC.
Ou kopPor Viewpoint mov tomobetovvion oto medio emiong eivor Swwbéoipon
OTOTEINTOTE TO AVOPOTOELDES POPTAOVETOL GE EVOV GLAALOUETPNTY], KOl KATE GUVETELNL
glvorl YpNGLUOL Yo TNV TPOETIGKOMNGT TOV YOPOKTN PO

Yrdpyovv apketd Viewpoints mov pumopodv va mepikAvbovv og éva tétoto apyeio. H
éumpocBev omtikn Oa mpémer vo kottdel oty —Z katevBovvon, n TAdyo ontiky Oo
TPEMEL VO KOLTAEL TNV —X KOTEVOVVON, VD M amd AV omTikY| o TPEMEL Vo KO1TAEL
otV —Y katevBuvorn. Mia mAdyla ontiky Ba kottovoe oty kKatevbvvon (-1 0 -1), evod
pa BéATIoT omttikn Ba pmopovoe va TapEyel o Oy amd omoladNToTE Katevbuvon
tovilel KaAOTEPO TO EEXMPIOTA YAPAKTNPIOTIKA £vOG avOpwmogidovg. Olot avtol ot
Site koppot Oa mpémel va tomobeTovvTOL HaKPLd ATt TO KEVTPO TOV avOp®TOEIB0VG OE
L0 IKOVOTIONTIKY] aOGTACT] OGTE VO GOIVETOL OAOKANPO TO avOpOTOEEG amd TNV
€KAOGTOTE OMTIKN.

4.13.2 Illonynon

‘Evac kouPog NavigationInfo umopei vo copmepiinebei oty kopven kabe apysiov

v va torofetnoet tov VRML/X3D guikopetpnti oe EXAMINE mode, my:
NavigationInfo { type ["EXAMINE", "ANY"] }

H napondve poBuion emtpénet va eEetdoovpe 10 avOpOTOEIdES Amd OAES TIC OMTIKES

YoVies.

4.13.3 IHoilamia avOpwmoeion ava Apyeio

Ymhpyovv TepmTMOOELS GTIG OTOiES Efval YOO VO £XOVUE TOAAOTAL aVOP®ITOELON
010 1010 apyeio, iowg pall pe kamow dAla 3D avikeipeva. e tétoln mepintwon,
Kpiveton amapaitnto ota avOpomoedn va divovion ovopata pe ypron e DEF, ko
pe Béomn avtd To OVOLATO VO YIVETOL 0vVaPOPA GE OVTA oo TTodtd evog kopBov Group
ue 6voua «HumanoidGroupy:

DEF Fred Humanoid { ... }
DEF Jane Humanoid { ... }
DEF Sally Humanoid { ... }
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DEF HumanoidGroup Group { children [ USE Fred, USE
Jane, Use Sally ] }

M eEmTEpIKT EQaPUOYN WTOPEL VO amoKTNoEL i ovapopd 6to HumanoidGroup yuo
™mv oknvn, kat, avolntovtog ota children tov Group vo amoktioel avagopég oto
Eeymprotd Humanoids.

4.14 XYMIIEPAXMATA

210 mappoOv KeEPOAoO ovomtOyOnke 1O amopaitnto Oewpntikd vwoPabpo mwov
ypewdletol kaveic yio va katavonoetl v dour evog H-Anim apyeiov. To H-Anim
glvol guypnoTo, amAd Kol EVEAIKTO GOV TPOTLTO, VA €Yl dobel Waitepn onuacio
KOTA TNV TPOTLTOINGN AOGTE VO EMAVOVTAL VKOAO TVXOV {nTArate cupPoTOTNTOS
mov Ba PITopovGAV VL TPOKVLYOLV.

Eved to H-Anim, akolovbmdvtag tmv mpotvmonoinon ¢ VRML, ypnowonotel tov
k®dwka ASCII yio v k®dtkomoinen tov mepleyouévon, | cuyypaen evog H-Anim
cvpfotov avatar pe tnv ¥p1on KATOoL KEWEVOYPAPOV KPIveTat eEQPETIKA dVGKOAN
Kol TPOQOV®OG TO a1cONTIKO amoTEAESLO aKOp Kol pe TOAD komo Ba gival dvoKola
amodektd. Kpivetar amapaitmm 1 avdntuén evog cuvorov epyodeiowv 1 evog ToAv-
epyoreiov mov Ba pmopel va yewprotel pe TPOTO EIAIKO KOU OTOOOTIKO TPOG TOV
YPNOTN TIC AELTOVPYIKOTNTEG TOV TPOTOTTOL H-ANim.

210 €MOUEVO KEPAAULO OVOADOVLLE EMAKPPAOG TO KEVO TOL VILAPYEL GTO AOYIGUIKO TTOV
dwtifetar oto Stadiktvo Yoo TV dnpovpyion X3D mepiexdevon mov vo ypnoLUOTOoLET
10 H-Anim, kafd¢ kot 10 Tmg emdubkel 0 ouvodgvTikd editor ¢ STAMUOTIKNG
gpyaciog va KOAOYEL 0VTO TO KEVO.
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KEODAAAIO 5:; ATAGEXIIMOI
EDITORS
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AIAGEXIMOI EDITORS

210 TOPPOV KEQAANIO EMOIOKOVE VO TOPOVGLAGOVUE GUVOTTIKG TOVS SloBEGIOVG
editors oto dtadiktvo mov KeAVTTOLVY TNV Kotaokevy X3D mepieyopévon (cupPaton
ue to H-Anim), tig ellelyelc and mAevpds SuVATOTHTOVY OV VILAPYOVY 6T dlabiotua
gpyoreio KabmdG Kol T0 TG 0 GLVOdELTIKOG editor ¢ SMA®MUOTIKY epyaciag
EMOIDKEL VAL TIC KOAVYEL.

5.1 AIAGEXIMOI EDITORS

O dwbéopor editors eivar e€oupetikd meplopiopévol, 6edopévon 0T, AOY® TOV
dwdkTvakoh mpocavatoAcuod tov X3D, ot emayyeipoatieg onpovpyoi 3D
TEPLEYOUEVOD  aPECKOVTIOL OV ¥pNon 7o oTtfap®dv  TPOTOT®V TO,  Oloio
vroomnpifovior  amd mavioyvpo  eumopikd  mpoypdupota  emeCepyaciog 3D
nepeyopévon, 6mmg eivar to 3D Studio Max, to Lightwave kot Maya.

H mo dwadedopévn mpocéyyion yia tnv Kotackevn tototikov X3D mepieyopévon givat
{omg M KoTAoKeLN TOV G€ KAmow amd To TPOTLTO OV VIOGTNPILOVV TO TAPATAVE®
npoypdppoto (my .3ds) ko n petatponn tovg og X3D e ypnon kamolag evolbpeong
EPOPLOYNG OV VO TAPEXEL TV TopamTdve Asttovpyio. Mo tétot epappoyn sivor m
AccuTrans 3D tnv omoia Kot ¥pNGLOTOMGOE Y10 TNV ONUIOVPYIO TG GVVOIEVTIKNG
BipAobNKNg peddv/avtikeypévey tov editor H-AnimE.

v moapovco @don 1 mAnbopo tov Swbicuwv editors mov pmopsi va
XPNOLOTOMGEL KATO0G TopExovial otnv popen Java Applet oe 1otoceAideg
dldomopteg 010 OladikTvo. Ot Tapamdve epapopyég mepropilovionr oty dnuovpyia
i X3D mepigyopévov ywpic va Aappdvoov va’oywv tovg to H-Anim zwpdtumo,
®oTOC0 gfvar eEAPETIKA ONUOPIAELS Y10 EKTOOEVLTIKOVS GKOTOVG, Yo TNV €KpdOnon
tov X3D, kafnhg cvyva moapéyovv pio demapn pe to X3D script kot towtoyxpovn
avadpoon pe tov euAlopetpnt| X3D doTe Vo EXITPEMOVY TOV TEPAUATIOUO LE TO
script.

5.2 YXEAIAXTIKOI XTOXOI I'TA TON H-ANIME

H Baocikn 16éa micm amd v dnpovpyia evog editor yia to H-Anim ftav 1 enéktaon
tov maAatotepov framework mov avoartdydnke oto TAaicla SITA®UOTIKY gpyoociog,
oto Epyaotpio Kataveunuévov Xvomudtov & Tniepotikig tov TMHYII. Onwg
&xer nom avoeepbei, To framework exeivo eiye oav otoK0 TV VIOGTAPIEN TEOV avatars
mpv avtd ewoaybodv oe kdmoro Aktvakd Ewkoviko Ilepifailov, ocvykekpyuéva
oyxeoldotnke pe v mhoteopuo EVE-II tov gpyactnpiov koatd vov. Ot Aettovpyieg
tov framework exeivov ®wot1660 dev mapeiyov kdmolo vrootNPEN Yo eméuPoocn oe
Béparta yeopetpiog tov avatar.

Me tov editor H-AnimE mov avoantdybnke yia v mapodoa SmA®UATKY epyacio, o
010Y0g mov TéONKe NTOV M ovATTLEN EVOG €DYPNOTOL EPYAAEIOD TTOL VO EMTPEMEL
duvaukéc enepPhoelc oty yeouetpio katl otig apbpmoelg evog H-Anim avatar, mpwv
avtd eoaybel o kdmowo Awtvokd Ewovikd TlepiBdAlov. Me dedopévo tov
neplopiopévo apbpo dwbéoipumy avatars yio to H-Anim oto d1adiktvo, Kabmg Kot To
WYOYOAOYIKO «OEGILO» TOV YPNOTN LE TO avatar Tov, Bempnnke GKOTILO TO KOVOLPLO
framework va pmopet va. ypnopuonomBel EMKOVPIKA Y100 TEPLOPIOUEVEG EMEUPACELS
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OTNV YEWUETPIQ, Y. TNV TPOGONKY GYOAIKNG TGAVTAG GTOV MU0 £vOg avatar mpv avtd
eloayBel oe kbmowo AEIT yia pabnoclokodc okomohg 1 €pYATIKNG KACKOS Ylo. KATO10
AEII tov E0potdVEL TNV KOTOOKELT KTIPI®V KAT.

Ofocope ®C TO EAIYIOTO TOV OMOITHCGEMY TO VO TOPEYOVTIOL TANPEIS OLVATOTNTES Y10
etk amodektéc emepPfaoelg Tave g NN vVITapyovTa avatar, ympic vo pmiéEovpe
oV ¥pnotn KaboAov ce BEpato Tov aPOPOVV TNV YEMUETPIKN AVATOPACTACT] TOL
avatar. O ypnomg eUmAEKETAL OTO EAAYIOTO HE OaplOUNTIKOVS VTOAOYIGHOVS, TOVG
omoiovg avorapPaver avtopato o H-AnimE, evd ta epyoaleia mov Tov Tapéyovat yio
TNV TOT00ETNON TOV YEOUETPIKAOV OVTIKELEVOV 1] TNV CALXYT TOV YOPOKTPLOTIKOV
TV KOUPwV givor ENPETIKA amAd otV XpNon Kot OV ToV avaperyvhovy KaboAov e
TOV KOOKo Tov Oa ypapel TeEMKd 610 SCript katd v amodnkevon tov avatar. TéAoc,
TO TOPATAV® VAOTOMONKE Ywpic KaBOAoL TPHGOETOLG TEPLOPIGUOVE OO TAELPAG
avamapdactacns X3D meplexopévov, GUYKEKPIEVE, KATOL0G XPNoTNG He OpeEn Kot
pepaxt Bo. uTopovoE va Kataokevdoet pio TApn BirpAodnkn pe 3d pén/avtikeipevo
pe Vv omoia va Katapépvel EneUPAcES VYNAOD EMTESOL GTNV YEOUETPIO KATOLOV
avatar, axoun kot tv ovvBeon evog moAvmAokov avatar Eekwvavtag pe mpoOTLTO
Koo ON vdpyov avatar pe v eAdyLoT SLVOTY YEOUETPI.

O H-AnimE oazrgvbiveton otov ypriiot tov Aiktvokodv Ewovikadv Tepipaiidviov kot
Oy otov dnuovpyd X3D mepieydevov, av Kot o terevtaiog o umopovce va Ppet Tig
Aertovpyiec Tov editor eEapeTikd eVOLUPEPOVGEG KA YPTCLEG.

5.3 IPOHTOYMENH EPEYNHTIKH APAXTHPIOTHTA

[Tponyobueveg epyaoieg ot omoieg apopovv to H-Anim kotd kopto Adyo e6Tialovv 6€
Bépata Tpocouoimong Kivong, cLyKeEKPIEVO 6TV dnovpyio animations yio 1on
vrapyovta avatars (39). I vyniodv TPodlaypapmdY £pyaciec YPNOIUOTOLOVY OTTTIKA
péoca M awodnmpeg pe ta omoion cvAAauPdvovv v kivnon ond KAmo PLGIKO
TPOCOTO Kol dNUovpyovy To amapaitnto X3D vikd mov amoteAel Tpocopoimon g
kivnong tov @uowoh mpocsdmov otov 3D ewovikd koécpo. H mpormyovuevn
OWMAOUOTIKY]  KOTA epevuvnTiky] oglpd  Tov  gpyaotnpiov Kotavepunuévov &
Tniepatikng tov TMHYII agopovoe oty evoopdtoon animations ce kdmoo H-
Anim avatar am6 Glho avatars mov eivor ocvpfotd pe avTd ®G TPOG TO EMIMESO
apBpwonc. To evolapépov yia Bépato avorapdotaong Kivnong eivat dtkatoloynuévo
and Vv mpotvmomoinon tov H-Anim. Alec epyaciec apopodV GTNV AVOTOPACTUC
EKPPAGEMV TOV TPOGAOTOV.

Ou gpyaciec mov agopovv Vv yemperpio twv avatars moapovcsidlovv eEapeTikd
EVOLIPEPOV SEGOUEVOL OTL EMTPENOVLY GTOV YEPIOTN TAPEUPAGEIS TOL Vo aAAalovV
™V HOPPN TOV PEADV evOg avatar, my v ol0yK®on KAToov UEAOLS TOV GAOUATOC.
Mo e€apetikd evolapépovca gpyacio amd to Ilavemotiuo tov Twente tng
OMavdiog eotialer omv  enefepyacio ¢  yeopetpiag tov  meshes  yio
IndexedFaceSet nodes (40), evd emtpénetl Tov GLVILOCUO TOVG TAV® GE £V, LOVTELO
¢ H-Anim Iepapyiag pe tpdémo mapopoto pe tov H-AnimE. To ontikd amotéleopo
OV TTPOKVITEL OO TNV TAPOmave enelepyacio pmopel va eivar e&opeticd Beapatiko,
GUYKEKPIUEVO O PIAOO0EOG KAAMTEYVIG UTOPEL PE O O «EVPEIDL avTIANYM» NG
epopylog apbpmdcoewv Tov avOpOTIVOU CONOTOC va dnovpynoet apBpopéveg 3D
AVOTOPOCTAGELS Y10 BALOVG OPYOVIGHOVC, TTY OPAYVEC.

ENEKTAZH H-ANIM FRAMEWORK I'IA YIIOXTHPIEH CUSTOM TEXTURES 114



KEDAAAIO 5: Awbéowor Editors

R
Ewéva 26: Opiopog lepapyiog Joints ek véov

Télog, vmapyovta mpoypaupoto e&etalovv to Bépa g onuovpyiag H-Anim
ocvuPatmv avatars omd po aKOun mo YopUnAoy EMTEOOV GKOTLH, ONANON EEKIVAOVTAG
™mv dnuovpyio g yeouetpiog omd to undév. ‘Eva této1o mpdypappa ivar to Vizx3D
(41), to omoio emTPEMEL APYIKA TNV ONUIOVPYIO TNG YEMUETPING GOV «OKATEPYUGTO
TPLGOLAGTATO TEPLEXOUEVO KOl TOV €V GLVEXEID OPIGUO TOV TL TOLO OVTIKEIUEVO GTNV
oknvn B amoteléoet To Joint wwy yio. To yept, TO KEQAAL TOL avatar KA.

Ot mopandve epyacieg oamevBouvovior katd KOpo Adyo otovg oyedactég X3D
TEPLEYOUEVOD 1| GE EMOYYEAUATIEC TTOL EVOLAPEPOVTOL YO TNV TPOCOUOIMGT Kiviiong
mépo oToV Kabnuepvd ypnotn mov aniog Bo Nhele va kAveL Opiopéves LOVo ahAayEg
o1o avatar mov ypnoyonotel 6to AadiKtvo.
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KE®OPAAAIO 6: O EDITOR H-
ANIME
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O EDITOR H-ANIME

6.1 'ENIKA

Y10 keaiao avtd avarvovpe tov editor H-AnimE «kaf’ avtov. O editor H-AnimE
avomtoybnke og Java pe ypnon e mhatedppog Ecliplse 3.4.1 (www.eclipse.org/) kot
tov mokétov Xj3D 2.0 (http://www.xj3d.org/). H avamntoén tov kddke TOov
TPOYPAUUOTOC £YIVE KATA KUPLO AdYo 010 gpyactiplo Kataveunuévov Zvommudtwv
& Tnlepatikng tov TMHYII, o6t0 omoio avomtoydnke kot to TPponyoOUEVO ©E
ypovoroyikn celpd framework yio thv vrootipién avatars o NVE’S.

H Boown éa mico ond v avimtoén tov H-AnimE ftav n enéktaon tov
duvatotitov Ttov mpomyovuevov framework, YO TNV  OTOTEAEGHOTIKOTEPN
vrootpi&n enefepyaciog avatars ypoupévov oe VRML xor copPoatov pe to H-
Anim, pwv awtd gloaybodv o kamolo Awktvoko Ewkovikd TepipdAiiov (cuykekpipéva
mv mhotedppua EVE-Il tov epyaoctmpiov). To mponyovuevo framework mapeiye
duvatdTTEG EMOKOTNONG €vOG avatar, vmoloyiopov tov emmédov dpbpmwong (Level
of Articulation) kot elcaywyfg tov animations arno kémoio dilo H-Anim coufotd
avatar, epdcov ta emnineda apBpwong twv dvo avatars to emrpémovv. Ev cuveyeia 1o
avatar elodyeton 6to £iovikd TepPaAlov, ETOYLO TPOS YPNOT.

Q¢ eméktaon tov mopomdve framework, avomtdéape éva (aveEdptnto omd TO
nponyovuevo) framework to omoio emitpénel vyMAOTEPOL emmEdOV eneEepyacio Tov
avatar. Xvykekpéva, o Pacikog otdxog elvoar 1o vo dlvoviar oTovV YpNoTh
duvatodtTe EMEPPaong mive otV Ye®UETpio TOV avatar, otnv eueavion tov avatar
(xpopotiopdg, texturing), oAld kot duvatodtnteg enéufoons mive oty apbpwon Tov
avatar pe yvopova mavta to va dtatnpeitol n coppatdmra pe to H-Anim.

6.2 ITAPEXOMENEX AEITOYPI'IEX

Mo TpdT™ YEVIKY 0vapopd oTig Asttovpyieg mov mapéyet o H-AnimE £yel on yivet
omv evomro 6.1. Xg avt TV EVOTNTO EMEKTEWVOUACTE OMOPOUDVTOS KoL
avaAbovtag Tig Asrtovpyieg mov moapéyxet o H-AnimE.

6.2.1 Doptwon, Tpo-popTwen Kol TPofoin Evog
Avatar

e éva TpdTO Kot Mo Pacikd emimedo, eivol amapaitnTo 0 YPNOTNG VAL £XEL OMTIKNY
emapn ue to avatar mov embopei vo enelepyootei. H mpdtn 006vn tov editor mapéyst
éva Paowcd layout mov mpocopowdlel oe Aeitovpyion pe Evav QUAAOUETPNTH Yo
VRML, eve mapéyet Bacikd pevod yio tnv eoptmon evog véov avatar otnyv o06vn:


http://www.eclipse.org/
http://www.xj3d.org/
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(&) H-Anim Avatar Editor (= B e

File Properties About

| Loadmodel || Importtoscene |

Edit Materials

Stand WaldRun Jump

Ewéva 27: H kevipikn 006vn tov H-AnimE

2TV TOPATAvVE EIKOVE TOPOLGLAlovHE TV apykn 006vn mov Guvavtd o YPNoTNG
uoAg ekkvel tov H-AnimE. Zvykekpyéva, oto apiotepd pépog e 006vng PAEmovpe
oV eLALopETPNTH (VAOTOMUEVOG pE xpron tov takéTov Xj3D), otov omoio €xovpe
eoptioet éva H-Anim coppatd avatar (tnv nancy), kot oto de&i puépog g 00oving
BAémovpe éva Paocwkd panel pe tpeig duvorotnteg: Load Model (poptwon), Import
to Scene (swoaymync avtikelpwévov oto avatar), xoi Edit Materials (ene&epyaciog
eLeaviong Tov avatar). Eniong mopéyovratl péom tmv pevov ot €N dSuvatdTNTES:

-

[£] H-Anim Avatar Editor

[£] H-Anim Avatar Editor

E | £] H-Anim Avatar Editor

New H-Anim Avatar cCti-L

Load Scene Cirl-L

Ewoéva 28: Ta kevrpikd pevod tov H-AnimE

Y10 mpwrto pevod (pevod File) mopéyeton pa Pooikn Aloto dnuiovpyiog véov,
PopTOOoNS Kol amodnkevong Tov emAeypévov (poptmpévov) avatar. Emiong
napéxeton 1 Asttovpyia Parse VRML file, n onoia mapéyet duvatdtnteg entkbpmong
evog VRML apyeiov, oy omoia Ba avagpepBovpe otnv cuvéyeta.

H @optowon evog avatar (Load Scene a6 to pevod File 1 Load Model and to deéi
panel) epeaviCer pia tomiky deman MAOYNG apyeiov amd ta dabéoua directories
tov vroAoyloth. H emruyng emdoyn kdmowov emrpendpevor VRML 11 X3D apyeiov
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éxel og amotélespo v mpoPoin tov otov Xj3D browser oto apiotepd pépog g
00ovng.

Y10 0evTEPO pevoD (uevod Properties) mapéyetol o GTOWEIDOING SIETAPN Y0 TOV
0pIoUO TPOPOPT®ONS. Me TOV OpO TTPOPOPTMOT EVVOOVUE TNV OVTOUOT GOPTOGT
evog mpo-emdeypévov H-Anim avatar katd v ekkivinon tov H-AnimE, opilovrag
Vv tomofecia Tov avatar, kabmg Kat To av 1 papuroyn o To POPTMVEL QVTOUOTAL:

|£| H-Anim Avatar Editor

File Properties About

|£| Properties L= [ E ]

Load Scene at Startup:

|C:xUsers‘.NTwoqDJxDesKlombackup.wrl | |:|

load scene automatically?

| Cancel ‘ ‘ Accept ‘

Ewoéva 29: [Ipopoptmon avatar

H Aerrovpyia mpopodptwone exterel akpiPag v oo dadikoacio pe To vo eméleye
KAmo10¢ xpnote v Asttovpyia poptwong Load Scene and to pevod File i and to
kovuni Load Model oto de&i panel g apyikng 006vng, pe v povadikn dapopd ot
exteAeital avtopato Kot Oyt yepokivnta. Ot TAnpoeopieg Yo to av Bo poptwdel
Kdmolo apyeio avtdpaTo Kot GLYKEKPLUEVE oL PBpioketal To apyelo GTOV GKANPO
dioko tov ypnot (1 o€ kdmolo AAlo HEGo) amobnkevovtal oe éva amAd apyeio pe
Titho startup.txt oto directory tov editor.

To pevov about gppavilel pa oAy eVNUEPOTIKY POPUO GYETIKA UE TNV EKOOGT TOV
editor.

6.2.2 Edit Materials — Exeéepyacia Eupavieng

Emléyovtac Edit Materials ano to 6g&i panel tg 006vng, o ypnotng petaPaivet
avtopata og po 006vn eneEepyaciog Tov avatar. Zvykekpéva, 1 006vn yopiletor og
TEGoEPA LEPT: A1) TO AV OPLoTEPO TOPOLGLALETOL VA TPOTLTO LOVTEAO GKEAETOV UE
Baon 1o H-Anim, oto omoio epovioviar HOpKAPIGUEVES Ol YPNOLLOTOIOVUEVEG
apBpmoerc (Joints) PB) 1o dveo 0de&i, oto omoio sueoviCeton évog VRML
(QUAAOLETPNTNG TTOL TTPOPAALEL TO avatar Kot avave®vel TV €kOva Tov TPOoPAALeL
KkbBe @opd mov o YPNoTNG GAAALEL KATOLO YOPAKTNPIOTIKO YPNCLUOTOIOVTOS TO
volowa. panel y) 1o xdte opiotepd, oto omoio mapéyeton Eva TtpuwAd panel
ene€epynoiog TmV YOPUKTNPIOTIKOV Tov avatar ue Bdorn to emieyuévo Joint amd 1o
HOVTEAO TOV OKEAETOU Kot O) TO0 KAT® 0efl, 6TO0 OMOi0 TMOPEYOVTOL SVVATOTNTES
TPOPOANC TNG EIKOVOG TOL PLAAOUETPNTY], KAOMG Kot £vo KOVUT ar0d0YNG ALY DV.
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H demagn| ene&epyasiog g epedviong tov avatar aivetol oTny TopaKiTo KOV

[£] H-Anim Avatar Editor (| B |
80 08 X Position: |6 Y Position: |6 Z Position: |6
@
© o
o
e}
@
o
o
Q
o0 QO OO0
® o] ®
® o] ®
® o ®
[e]e)ele] o] [ele]e]e]
QQoOO0 o] oQOQ O
QQOQ O o] O Q0QQ0
[e]eleXe] 8 [oNeleNe]
o
[}
e}
®
o
Q
o
e}
®
@
L 1]
® ®
® ®
000 Qoo
|r_||ip
rPosition |/Colwr |/Texture |
Diffuse Colour:
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Ewova 30: Xpopotikn Eneepyacia evog Avatar

H dwdikacio aAiayng g epedviong evog koépupov tov avatar cuvoyiletor ota ENG:
emAoyn evoc papkapiopévov Joint (kOpPoc pe yeudto KOKKVO ypmdpa) omd Tov
npoétvmo H-Anim okeletd tov dve apiotepol panel, poptwon tov ovouatog (r_hip
oV ewodva) kot tov otoyeiov tov (Diffuse Colour, Ambient Intensity kAn) oto
Katom aplotepd panel n omoia kot yivetar akoploio omd TO TPOYPAULO, Kol GTNV
ocuvéyeln  xewokivinn  amd Ttov  ypnotn  emefepyacic  TOV  XPOUATIKOV
YOPOUKTNPICTIKAOV TOV KOUPOL. Xg 650 YopakTploTikd gival amapaitnto, mapsyovrol
KMpokes R,G,B pe tyéc amd 0 edg 255 yia v 6OvOeon ypdUOTOC.

6.2.2.1 Texturing

To texturing vlomoteitonr pe TOPOUOO TPOTO, YPNOWLOTOUDVTOS TO Tpito tab
“Texture”. H deraen mov mapovotdletal eival 1010iTePO OmAY], CLUYKEKPILEVA Eval
textbox oto omoio o ypnotng pmopei va moapéyxet yewokivnta to URL ywo to mov
Bpioketon to texture tov otov okAnpd tov dicko (1 610 d1dikTLO) Ko Eva Kovumi
7oL TPoPaieL po. 006vn Topopola pe v e€epedvnon tov windows, kot v omoia
UTOPEL VO YPNGILOTOGEL O YPNOTNG YO VO ATTOPVYEL TO YEPOKIVIITO YPAYILO TNG
tonofeciog Tov texture. H avavémon tov texture oty 006vn yivetar avtdpoto poAg
EMAEYEL
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6.2.3 Ercufaoaceic otnv I'eouetpia

‘Evag and toug mpmTopyiKos KATOoKEVOGTIKOVS GTOYOVS Elval TO Vo TOPEYETOL GTOV
xpo M dvvatodtnta, pe v ypnon tov editor, vo emeuPoivel duvouikd oty
yeopetpio Tov avatar tov mpwv 10 €16AYEL 6€ KAMOO0 &wovikd mepifdAiov. H
YAPNOCILOTNTA TOL TOPATAVE® EIVOL TPOPOVNG: OVAAOYO LE TIC AMOLTNOELS I TV XPNON
Tov epPdAAovTog To avatar Bo wpémel va umopel va TpocapUoOlETaL, TPOCSPEPOVTOG
peyolvtepo Pobud erevbepiag kot pgaiiopov. o mopadetypa, av n nancy (to 3D
HOVTELO OV TapovcldleTan oTiG €1KOVEG) loaybel oe éva Ewovikd Tlepiaiiov to
omoio efopowdvel €va YAMEdO YKOAP, oTolyeia mov Oa mpocébetav Pabpovg
AELTOVPYIKOTNTOC KOt PEAAMGHOV B Tav 1 TPOGONKN EVOG UITOGTOVVIOD TOL YKOAD
070 0ell YePL TG, €Va KATELO YKOAP GTO KEPAAL, Kol {0MG £VOC GAKOG UTAGTOVVIDV
otV mAdt ™c. To kpiowo otoyeio ota mopandave givol ta Tpdcbeta oToryeio va
aKoAovBovV TNV GLVOALKY Kivnon TOV COpTOG TOL avatar.

6.2.3.1 Ewcayovrag amd tnv Prfriodnqkn

Mo va egumnpemBel KaAdtepa o ypnote, onpovpyndnke pwo Pprodnkn amod
apotvnoe VRML avtikeipevo/péln, and ta omoio va pmopel vor emAEEEL avtd TTOV
Bélel va. mpocaptioel oto avatar tov. Méow tov kovumov Import to Scene g

apyIKNS POpLOGC, 0 xprotns petafaivel oty Pipiodnin:

|£| H-Anim Avatar Editor | = | [B] |-
black_hat
newhat
temp
helmet
mug
nicenewcap
umbrella
bluehatids
bluehatids
remove View selected

Import from file

O | €A | 8|8 ¢ frrot |~| > | 57|44 8IS

Cancel Import to Scene

Ewéva 31: H Bipriodnkn tov H-AnimE

Zmv 006vn avT| TopEYETOL GTOV ¥PNOTN N OETOPY] UEGM TNG OTOLNG LITOPEL VO
emeCel avtikeipeva ond v PiProdnkn, va mpochicel e avtnv, va daypayet M
amh®g vo, tepmyn el oo TEPLEYOUEVA TNG:
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e Emiéyovtag éva avrtikeipevo g Aiotog ota dg&id, my to kaska, o editor
AVTOUATMG TPOPAAAEL TO apYEl0 GTOV PLAAOUETPNTH oTa oploTepd. Tnv o1
Aertovpyio ektelel kat to kovpni View Selected, to onoio mpootédnke yio tnv
(ovyvn) mepintmon oy omoia o Xj3D browser amotvyydvel pe v TpdT™ Vo
TPOPAAAEL TO OVTIKEILEVO.

o Emléyovtag éva ovtikeigevo Kol moT®VTOG FEMOVe, TO  OVTIKEIHEVO
dwypagetar amd v Aota. Tnv enduevn eopd mov o xpnotg Ba avoi&el Tov
H-AnimE, 1o avtikeipevo dev Bo vdpyetl otnv Alota.

e T[latovrtag Import from file, mopéyetoan otov ypnom o demapn TAONYNONG
oto directories Tov okAnpov Tov dickov pe TV omoto. KoAgitol va emAéEetL Eval
VRML/X3D apyeio mov va mepiéyel 10 avtikeipevo mpog mpoctnkn. Tumikn
QTOLTNON, MCTOCO OYL SECUEVTIKY, €ival TO apyeio vo unv TEPLEYXEL TEPLTTN
TANpoopia, dNAMON va mePLEYEL LOVO TOVG KOUPOLG Tpog mpoohnkmn. Av n
TOPOTAvVe Oladtkacio elval €mTVYNG, O ¥PNOTNG KoAsitar vo TapEysl €va
aVayVOPLGTIKO OVOULQL:

[ Input [th

E The path of the file will be added to current library.
Please supply a name for the file to be added to the library:

|new_item

| OK H Cancel|

[ 4

Ewova 32: Opiopdg ovOLOTOS VEOD OVTIKEIUEVOL

AoV olokAnpwbel n mapandve dwdikacio, To aviikeipevo Ppicketol otnv
MoTa, £TOO TPOG TPOPOAN).

e Meze 1o xovuni Import to Scene 1o avrtikeipevo mov €yel emieyOel petafaiver
oV apécmg emopevn o86vn pali e To avatar, dote o YPNoTNG VL TAPLIEEL
TIG 010G TAGELS TV OVO AVTIKEILEVOV.

e Mg 10 xovuni Cancel axvpdvetar 1 cLVOAKN SLdIKAGTIO KOl EXIGTPEPOVE
GTNV OpYIKN 006vN.

H 6\ swdwoascio yiveton pe dtayeipion evog tXt apyeiov to omoto kpoatder {evyn g
popong (tomobecia apyeiov, avayvoplotikd apyeiov). H dwayepion tov txt apyeiov
eEaopollel ot v emouevn @opa mov Oo avoi&el o editor, n PiProdnkn O Exet
GLYKPOTNGEL TA OEGOUEVA TNG OO TNV TEAELTOLO POPA TTOV YPTNOLULOTOMONKE.

6.2.3.2 Towprdlovtag 1o avTiKeipevo oo avatar

H apéomg emdpevn o06vn etvan idwa pe v 006vn emeepyasiog epeavions, pe v
dlpopd 6Tl avth ™ Qopd, oto KAt opiotepd panel eivar evepyomomuévo To
subpanel position. To subpanel avtd mapéysr mAnpn epyareio yioo v axpipy
TOMOOETNON TOV AVTIKELEVOD, TV TEPIGTPOPT] KO TNV KAUAK®OOT] TOV OVTIKEWEVO.
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] H-Anim Avatar Editor [ESRT=E™>
X Position: [0 ¥ Position: o Zposition: [0

o o
[sleyyele]
o

[e]e]

¢}
g@@OOOO@OOOOOOOOOOOOOOOOOOOO
o

®
®
000 Q00

e

Position Texture

Scaleby: [1.0000000000 % < | > |
xaxs: [_< | > |xposfoooor
vaxs: (<[> Jrsosiiooor —
zaxis: [ < | > |zposfomoot

*®

Y:
z

3> | ¢ [incined view

Attach to node Replace node

Ewova 33: Ewcaywyn avtikeévov otnyv ofovn tov avatar

H mopomdve gikdvo mtapovctdlel 1o OnTikd OTOTEAEGHO AUECMG LETE TNV ETAOYT| TOV
kovumov Import to Scene av emAéovpe 10 epyatikd kamédho. Bacwn vndbeon tov
editor, 0nmg kot Tov Tpotdmov H-AnIim, givar 611 o1 dlaeTACELS TOL avatar givol otnv
KMpoka tov pétpov. Qotdco dev elvar eEaceaiopévo Ot v 01 svuPaon
akoAovBovv kol To ovtikeipeva g PPAobnkng, Katd cvvémeld, TO TPOYPOLLLLO
emAéyel avtopdtmg va kKhpokmoel (pneyébouvon M opikpuvon) Tig S0GTAGES TOVL
avTikeévov pe Pdon to 1 pétpo.

Onwg mpoavapépbnke, to subpanel Position mopéyst mAnpn epyoieion yioo v
TOMOOETNON TOL AVTIKEWEVOD GTO GMOTO CNUELD, TPV 0VTO EvemuaTmbel oo avatar.
To subpanel eivor adpato omv mepimtmon mov o ypnotg emré€el omAmdg vo
eneEepyaotel TV guedavion tov avatar, ®ot6co, otV TEPITTOON 7OV EMAEEEL Vol
mpochécel KAmowo ovTikeilevo oe kdmolto avatar, ot dvvarotnteg emeEepyaciog
eneaviong (subpanels Colour kot Texture) cuveyilovv va Topéyovta.

[ Position | Colour | Texture |

Scale by: [1.0000000000 %| < | >
Xaxis: | < | > |Xposj0.0001
vaxis: | < | > |Y-pos:0.0001
zaxis: | < | > |zposo.0001

Rotate:X| < | = |v| < | > |
z
‘ Attach to node | Replace node ‘

Ewova 34: Enciepyacio Oéong Avtikeévon

>to subpanel Position mapéyovtat ta e€Ng epyoteios:
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o Khlpdkoong: mapéyetar otov ypnotn évog mopdyoviag KAUAK®oNS, o
omowog apywkd eivor ommv tun 1.000...0%, kot TOV OMOO MmOPEL VO
avéopetwvel meECovTOS To dVO KOvumie Oe&ld, KALLOKOVOVTOG OVAAOYO TO
avTIKEIIEVO GTNV 000VT).

Scale by: |1.UUUUUUUUUU W < >

To ontikd amotélecpa aivetatl Guesa oty 00ov.

o Methdopoong: mopEYOVIOL GTOV YPNOTNH Epyoieio Yy TV aAdoyn TOL
KEVTPOL TOV avTIKEEVOL oTovg dEoves X,Y,Z:

H-axis: < | > x.pos:|0.0001
Y-axis: = | = Y-pos:|0.0001
Z-axis: < | > |zposio.0001

[Télovtog To KOupumd mov avTioToryovv o€ kbe dfova tO avtikeipevo
peTaQEPETOL OvOAOYO oTNV 006V

o IleproTpoenc: mopEYOVIOL GTOV YPMNOTN EPYOAEID TEPIOTPOPNG OE TPELG
a&ovec:

Rotate:){| < I > |Y:| < | = |

Ta mapandveo epyaieio avtioToyobv 6NV Kotoypaen Tinmv evog Transform kopfov,
amdyovog Tov omoiov opiletor To avrtikeipevo mov OBa gicdyovpe. O kéuPog pe v
og1pa Tov opileTal amdyovog Tov embvuntov Joint.

Qo1660, TPV 0 YPNOTNG EMAEEEL omoladNmoTE EMEUPOCT TAV®D GTO AVTIKEIUEVO, Oat
npénel va, emé€et To Joint oto omoio Oa emAéEel vo TPOCAPTNOEL TO AVTIKEINEVO, LE
xpnon tov H-Anim poviéAlov okeleTov 610 Gved aplotepd HEPOS TG 006vNG. A@ov
emAé€el kamoto Joint, to avTikeipuevo avtopdtme aAAACEL GUVTETAYUEVES KEVTPOV
hote vo. £pBel 060 o KovTd YiveTol 6To KEVTPO Tov entfuuntov Joint.

To ontkd amotélecpa HOG OOIKAGIOG TOPLAGUATOS Yo TO Tapadetyud pog o
nrav:
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Ewova 35: Zuvtaiproopa Avatar - Aviikeipuévoo

Téhog o ypnoc kaAeitor va emAélel av BEAel va TPoohEcel TOo aVTIKEINEVO oTNV
yempeTpio Tov JOint 7] va. ovTIKOTOGTAGEL TNV TOALE TOVL YE®UETPIOL.

Attach to node | Replace node |

Enéyovtag Attach to node 1o avtikeipevo Oa mpootebel oty yempetpion oL
KOppov OtV 0 YPNOTNG EMYEPNOEL Vo omobnkedoel To avatar, evod av emiéset
Replace Node avtikadiotd minpmg v yeouetpia Tov KOpPov.

6.2.3.3 Exéxtaocn H-Anim Igpapyiag

Oo NTov €EAPETIKA YPOLO YIO. TOV YPNOTN VO UTOPEl v €MEKTEIVEL TNV MO
vrapyovoo epapyio Joints mpocOétovtag kamowo véa apbpworn oto avatar tov.
[lepropiopoi mov vmbpyovy omv zmpocHnkn emmAéov Joints kot ot  omoiot
emParlovtar amd to mpoTvmo Tov H-Anim givor 6t toydv véa Joints Ba mpémet va
€YOVV KATO10V H)O1 VTAPYOVTO TATEPO LE YEMUETPio oTo avatar, kabmg Kot To 0Tt Ha
TPENEL VO, AKOAOVOOVV TNV OVOLATOS0G{0 TOV TPOTVLTTOV.

H Aertovpyia eméktaong g H-Anim Iegpapyiag evog avatar pe véeg apbBpmoeig
cuvoyiletar ot €€ng: O ypnomg €wodyel éva yempetpkd avtikeipevo (my. v
avamopaotaon evog SaktOAov) pe TV 101o S1adiKacio. ToOV TAPOVGIUCTNKE GTNV
vrogvomrta «Ewcdyovtag amd v PiProdnkny, emidéysl Eva pun-xpnoLOTO0VUEVO
Joint tov onoiov o JoiNt-TaTEéPOC ¥PMNOLOTOLEITOL KA, POV TUPLAEEL TV YEOUETPIO
pe ta epyaleiat TOL TAPOLGLALOVTAL GTNV VIOEVOTNTA «TOPLALOVTOG TO OVTIKEIIEVO
070 avatar» emA&yel va TPOGUPTHGEL TO AVTIKEIHEVO MG VED Joint xpnoIUOTOIHOVTOG TO
kovuni “Expand Joint”.

Expand Joint

Onwc ko Tponyovpévms, ol véeg Tpoohnkeg otnv yeoueTpion @aivovtol amevbeiog
otov @uAidouetpnth tov Xj3D, evd ya va amobnkevtodv Oa mpénel o yproTng vo
ToTNoEL To Kovumi “Accept” kot va yupicel 6Ty mporyovevn 006vn.

To poévo onueio oto omoio M dadtkacio dev ektereitanl elvar av o ypNoTng emAEEet
Kamoto Joint tov omoiov to Joint-matépac dev ypnolponoteital, Onmg akpiPng opilet
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0 H-Anim. 'Eva mopddstypo g mopandve mepintmong Oa ftav my 1 oALOKOTH
TEPIMTOON GTNV OMO10. O YPNOTNG EICAYEL TNV YEMUETPIO Y10 KATO10 OAKTLAO Y®OPIg v
&xet ewodyel dpbpwon yio tov Kapmo.

Ao tEXVIKNG andyemg, 0 Adyog yia Tov omoio To H-Anim dev vmootnpilel Joints
xopig ypnowomotovpevo Joint-ITatépa eivor o €&ng: otav o ypnotng emrééel vo
amobnkevoel 1o avatar tov o VRML/X3D apyeio, o H-AnimE oavolopfdver va
eméuPet oto medio “children” tov emdeypévou Joint — matépa kot va amobniedoet exel
OAEC TIG TANPOQOpPiEG TOL YpetdlovTar yio TV avamapdoTact Tov véou Joint.

DEF hanim v15 Joint ({

name "v15"
center 0.0028 1.0568 -0.0776
children [
DEF hanim skullbase Joint {
name "skullbase"
center 0.0044 1.6209 0.0236
children [
DEF hanim skull Segment {
name "skull"
children [

To mopoandve givar Eva Tapdderypa 6to onoio matépas-koppog ivar o h_animvls, kot
og awtov Tpootibetar o hanim_skullbase poli pe to Segment tov, hanim_skull. O H-
AnIME avolopfdvel vo copuminp®oel autopata to KEVIpo yio. ke Joint, to omoio
Bewpntikd Ba emétpene KATOOC YPNGTNG VO dNovpyNoel éva avatar amd to punodv,
€yovtag otV d1ibeon Tov TIg eMBLUNTES YemueTpies. v Tpdén kdtt tétoto PEPata
Bo Mtav epwtd oAAd eEarpeTikd ypovoPopo, KaBMOG Ba amortovce AAAETAAANAES
amoONKeHOEIG-EMOVOPOPTAOCELS Tov avatar kdbe @opd yw va avavemBovv ot véeg
npocOnkes. Na onpewmdel 01t 10 mapandve dev givar mpdPAnuo pnyoavicpod tov H-
AnimME, aAAd eyyevic advvapio tov mokétov Xj3D, 1o omoio dev givar oe Béomn va
yewprotel  mohhamAéc/palikés mapepPdocic oty yeopetpioa Kot ypeldleTon
EMOVOPOPTOOT TNG EMOLUNTIG GKNVIG Y10l VO TIG OVOLVEDGEL.

6.2.4 VRML Parser

ATo ™V apykn 086vn o ypnotng pmopel va emdé€el omo to pevod File v emhoyn
Parse VRML file, pe tv omoia tov moapéyovtatl xpnoles TAnpogopieg oxetikd e
™V gyKupdTTa TOV apyeiov Tov Ba emAéet, Kot TV cupPatdTTd TOV LE TO TPOTLTO
H-Anim. Tlapd to 6voud tov, dovieder ko yw X3D apyeio, opkel va pnv
ypnooroovv XML covtaln.

Apycd mopéyetor po. Slemopn pe TNV omolo emAEyel To embountd apyeio. Ev
ovveyeia, o editor avolouBavetl va drafdoel To apyeio pe yprion evog FileReader tng
Biprobnkng java.io.*, o onotog draPalel Evav-Evav Tovg yapaktipes tov apyeiov. O
editor Tapéyetl ypnopeg TANPoPopiec OTWC 0 APOUOS YPOUUDV KOl YOUPUKTHPOV TOV
xpnoomotovvot (0 \n” yio oAAOyR YPOUU®V SEV TPOGUETPATAL):
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Message ﬁ

T
(1) File contains 636 lines, 21662 characters total.

Ewova 36: 1" 006vn/uqvopa too VRMLParser

O ap1Budc tov Joints, Segments, to eninedo ApHpmong mov ypnoonoteitoL:

Message ﬁ

Number of Joints: 79

Number of Segments: 79
Estimated Level of Articulation: 3
Number of Humanoids: 1

Ewovo 37: 2" 006vn/uiqvopa too VRMLParser

©

Kabng kat ypnopeg minpogopieg oxetikd pe ta PROTO declarations:

i Message ﬁ

I@ PRDTD declarations: 4.1
Joint Proto declaration: true
Segment Proto declaration: true
Site Proto declaration: true
Displacer Proto declaration: false
Humanoid Proto declaration: true

Ewova 38: 3" 006vn/uqvopa too VRMLParser

2vvolikd, amd tov VRML parser mapéyovrat ot €€1g Aettovpyie:

AmopiOunon YPOpR®V Kol YopaKTIPOV.

Amopibunon koppov Joints, Segments, Humanoids, Displacers kot Sites, ot
omoiot ypnoomolovvtat amd kdmwolo H-Anim apyeio.

Ynroloyiopog tov Emmédon ApOpwong — Level of Articulation tov avatar.
Yy mepintwon mov to opyeio dev mepiEyel ovte évav kopPo Joint, to
emotpepouevo Level of Articulation givar to -1.

Avayvapion g ékdoong VRML nov ypnoonoteiton (my 2.0).
Yroloywopog ocvvorkov ROUTES (yw ta animations), kot mapoym
pnvopatog Aaovg oty mepintwon mov kdmoo ROUTE dev éxel cwot
ouvTaén.

Empefaioon vy 10 mowew PROTOs é£yovv oMiwon Kot 7o
YPNOWOTOOHVTOL Kot dgv  €xovv  ONAmOoT. XTnv TEPImT®ON, Y OV
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ypnowonowovvton  Displacers kot amovowdler to avtictoyo PROTO
declaration, o VRML Parser napéyet avtiotoryo £160momTikd uivoua.

o 'Eleyyog Y10, AOYIKEG OIGVVETELEG, T OV GE EVOL APYELD VITAPYOLY TOPUTOVED
Segments ax’ 6t Joints tote kKamoto Segment dev Oa wpeme va gxel dnhmOel 1
dev ypnoonoteitol, véd av To apyeio £yl mapamdve Joints an’ dti Segments
10T KOO0 JOInt glvat KeVO YE®UETPIKOD TEPLEYOUEVOL.

o 'Eleyyog Y10 6UVTOKTIKA AGON, TY GTNV TEPITTMOT TOL VILAPYOLY TUPATAV®D
{am’ 6,T1 } M [ yopig avtictoryo ], TOTE MPOKVTTEL GLVTAKTIKO AGOOG, Yo TO
01010 0 YPNOTNG EVNUEPDOVETAL e UvLUO AdBoVE, TO 0moio Tov TaPEYEL Kot
oV apOud ypapung mov mbavotota avtd eviomiletal.

Fan)
'd) Encountered more *{" than '}’ characters while parsing file. This could probably mean a syntax error starting with the first "{" at line:123.

Ewova 39: 4" 006vn/uqvopa too VRMLParser

[Mopabétovpe evdeiktikd Tov Kodka tov VRML parser:

_fileChooser.setCurrentDirectory (new java.io.File("."));
_fileChooser.setDialogTitle ("Choose!");
_fileChooser.setFileSelectionMode (JFileChooser.FILES ONLY) ;
_fileChooser.setAcceptAllFileFilterUsed (false);

_fileChooser.setFileFilter (null);

if ( fileChooser.showOpenDialog (this) == JFileChooser.APPROVE OPTION) {
File file = fileChooser.getSelectedFile();
JOptionPane.showMessageDialog (null, "Attempting to parse: " +

file.getAbsolutePath() + "... ");
String URLfrom = file.getAbsolutePath();
FileReader file2; int uCount=0; int LineCount=0; int CharCount=0;
boolean iread = true; char c; int uj=0; char backstrip; int
JointCount=0; int SegmentCount=0;
int HumanoidCount=0; int ROUTEcount=0; int PROTOcount=0; int
SiteCount=0; int DisplacerCount=0;
boolean HumanoidPROTOdeclaration = false; boolean
SitePROTOdeclaration = false;
boolean DisplacerPROTOdeclaration = false; boolean
JointPROTOdeclaration = false; boolean SegmentPROTOdeclaration = false;
String CurrWord = ""; String BacklWord = ""; String Back2Word = "";
String Back3Word = ""; String Back4Word = "";
try {
file2 = new FileReader (URLfrom) ;
BufferedReader reader = new BufferedReader (file2);

while (iread == true)
{
if (! reader.ready()) break;
c = (char) reader.read():;
//controls
if (¢ == '\n'){LineCount++; }else{CharCount++;}
//construct words
if (c == "#")

{
boolean jread = true;
//ignore everything until \n, since this is comments.

while (jread == true)
{
if (! reader.ready()) break;
c = (char) reader.read();
if (¢ == '\n'){jread = false;}
}
}
if ((c > 47 && c < 58 [l ¢ > 63 && c < 91 || c > 93 && ¢ < 123 || ¢
> 41 && ¢ < 47)&& c = "#")

{
CurrWord = CurrWord + c;

}
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else
{
backstrip = c;
Back4Word = Back3Word; Back3Word = Back2Word; Back2Word = BacklWord;
BacklWord = CurrWord; CurrWord = "";
//checks for data
//checks for VRML edition
if (BacklWord.equalsIgnoreCase ("V2.0") &&
Back2Word.equalsIgnoreCase ("VRML")) {JOptionPane.showMessageDialog (null, "file VRML
version is: VRML 2.0");}
if (BacklWord.equalsIgnoreCase ("V1.0") &&
Back2Word.equalsIgnoreCase ("VRML")) {JOptionPane.showMessageDialog (null, "file VRML
version is: VRML 1.0");}
if (BacklWord.equalsIgnoreCase("V1.1") &&
Back2Word.equalsIgnoreCase ("VRML")) {JOptionPane.showMessageDialog (null,"file VRML
version is: VRML 1.1");}
//checks for Joints
if (Back3Word.equals ("DEF") &&
BacklWord.equals ("Joint")) {JointCount++;}
if (Back3Word.equals ("DEF") &&
BacklWord.equals ("Segment") ) {SegmentCount++; }
if (Back3Word.equals ("DEF") &&
BacklWord.equals ("Humanoid") ) {HumanoidCount++; }
if (Back3Word.equals ("DEF") && BacklWord.equals("Site")) {SiteCount++;}
if (Back3Word.equals ("DEF") &&
BacklWord.equals ("Displacer")) {DisplacerCount++;}
//checks for ROUTEs
if (Back4Word.equals ("ROUTE") && Back2Word.equals ("TO")) {ROUTEcount++; }
if (Back4Word.equals ("ROUTE") &&
!Back2Word.equals ("TO") ) {JOptionPane.showMessageDialog (null, "Encountered ROUTE without
corresponding TO in line " + LineCount);}
if (Back3Word.equals ("PROTO")) {PROTOcount++;}
if (Back3Word.equals ("PROTO") &&
Back2Word.equals ("Joint")) {JointPROTOdeclaration = true;}
if (Back3Word.equals ("PROTO") &&
Back2Word.equals ("Segment")) { SegmentPROTOdeclaration = true;}
if (Back3Word.equals ("PROTO") &&
Back2Word.equals ("Site")) {SitePROTOdeclaration = true;}
if (Back3Word.equals ("PROTO") &&
Back2Word.equals ("Displacer")) {DisplacerPROTOdeclaration = true;}
if (Back3Word.equals ("PROTO") &&
Back2Word.equals ("Humanoid") ) {HumanoidPROTOdeclaration = true;}
}
}
reader.close();
} catch (IOException e) {}

JOptionPane.showMessageDialog (null,"File contains " + LineCount + " lines,
" + CharCount + " characters total.");

//calculate Level of Articulation

int LevelOA = -1;

if (JointCount == 1) {LevelOA = 0;} if (JointCount > 1 && JointCount < 19

) {LevelOA = 1;}

if (JointCount > 18 && JointCount < 72 ) {LevelOA = 2;}if (JointCount > 71
) {LevelOA = 3;}

if (JointCount >
SegmentCount) {JOptionPane.showMessageDialog (null, "Encountered " + (JointCount -
SegmentCount) + " more Joints than Segments while parsing the file. It is possible
that one or more Joints has no corresponding Segment.");}

if (SegmentCount >
JointCount) {JOptionPane.showMessageDialog (null, "Encountered " + (SegmentCount -
JointCount) + " more Segment declarations than their corresponding Joints. It is

possible that there are stray Segment declarations.");}
if (HumanoidCount < 2)
{JOptionPane.showMessageDialog (null, "Number of Joints: " + JointCount +
"\nNumber of Segments: " + SegmentCount + "\nEstimated Level of Articulation: " +
LevelOA + "\nNumber of Humanoids: "+ HumanoidCount) ;}
if (LevelOA == -1)
{JOptionPane.showMessageDialog (null,"File does not seem to be H-Anim
Compliant.");}
else
{
JOptionPane.showMessageDialog (null, "PROTO declarations: " + PROTOcount +
"\n Joint Proto declaration: " + JointPROTOdeclaration
+ "\n Segment Proto declaration: " + SegmentPROTOdeclaration
+ "\n Site Proto declaration: " + SitePROTOdeclaration
+ "\n Displacer Proto declaration: " + DisplacerPROTOdeclaration
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+ "\n Humanoid Proto declaration: " + HumanoidPROTOdeclaration);

if (JointPROTOdeclaration ==
false) {JOptionPane.showMessageDialog (null, "Encountered Joint (s) without the
declaration of the Joint PROTO. This could be the cause of an error for many
browsers.") ;}

if (SegmentPROTOdeclaration == false && SegmentCount >
0) {JOptionPane.showMessageDialog (null, "Encountered Segment (s) without the declaration
of the Segment PROTO. This could be the cause of an error for many browsers.");}

if (HumanoidPROTOdeclaration == false && HumanoidCount >
0) {JOptionPane.showMessageDialog (null, "Encountered Humanoid(s) without the declaration
of the Humanoid PROTO. This could be the cause of an error for many browsers.");}

if (SitePROTOdeclaration == false && SiteCount >
0) {JOptionPane.showMessageDialog (null, "Encountered Site(s) without the declaration of
the Site PROTO. This could be the cause of an error for many browsers.");}

if (DisplacerPROTOdeclaration == false && DisplacerCount >

0) {JOptionPane.showMessageDialog (null, "Encountered Displacer (s) without the
declaration of the Displacer PROTO. This could be the cause of an error for many
browsers.");}

}

if (JointCount > 0 && HumanoidCount ==
0) {JOptionPane.showMessageDialog (null, "Encountered: " + JointCount + " Joints but no
Humanoid declaration!");}

//parse the file again! this time check for syntax errors.
LineCount=0; int depthopened = 0; boolean depthclosed = true; int
errorlinestart=0;
int s depthopened=0; boolean s depthclosed = true; int s errorlinestart=0;
try {
file2 = new FileReader (URLfrom) ;
BufferedReader reader = new BufferedReader (file2);

while (iread == true)
{
if (! reader.ready()) break;
c = (char) reader.read();
//controls
if (¢ == '\n'){LineCount++; }else{CharCount++;}
//construct words
if (c == "#")

{

boolean jread = true;
//ignore everything until \n, since this is comments.

while (jread == true)
{
if (! reader.ready()) break;
c = (char) reader.read();
if (c == '\n'){jread = false;}
}
}
if ((c¢c > 47 && c < 58 || ¢ > 63 & c < 91 || c > 93 && c < 123 || ¢
> 41 && c < 47)&& c !'= "#")
{CurrWord = CurrWord + c;}
else

{
backstrip = c;
Back4Word = Back3Word; Back3Word = Back2Word; Back2Word = BacklWord;
BacklWord = CurrWord; CurrWord = "";
if (backstrip == '{")
{
depthopened = depthopened + 1;
if (depthopened == 1 && depthclosed == true) {depthclosed = false;
errorlinestart = LineCount; Stack push (BacklWord);}

}

if (backstrip == "}"){
depthopened = depthopened - 1;
if (depthopened ==0) {depthclosed = true;}

}

if (depthopened < 0) {JOptionPane.showMessageDialog (null, "Encountered
stray '}' character in line: #" + LineCount +". This could possibly mean a syntax
error.");iread=false;break; }

if (backstrip == '[")
{
s_depthopened = s depthopened + 1;
if (s_depthopened == 1 && s depthclosed == true) {s depthclosed = false;
s_errorlinestart = LineCount; Stack push (BacklWord);}

}
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if (backstrip == ']'){
s_depthopened = s_depthopened - 1;
if (s_depthopened ==0){s_depthclosed = true;}
}
if (s _depthopened < 0) {JOptionPane.showMessageDialog (null, "Encountered
stray ']' character in line: #" + LineCount +". This could possibly mean a syntax
error.");iread=false;break;}
}

}

reader.close () ;

} catch (IOException e) {}

if (depthclosed == false)

{

JOptionPane.showMessageDialog (null, "Encountered more '{' than '}'
characters while parsing file. This could probably mean a syntax error starting with
the first '{' at line:" + errorlinestart + ".");

}

if (s_depthclosed == false)
{

JOptionPane.showMessageDialog (null, "Encountered more '[' than ']'
characters while parsing file. This could probably mean a syntax error starting with
the first '[' at line:" + s_errorlinestart + ".");

}

}
else {

JOptionPane.showMessageDialog (null, "Action Cancelled.");

H Loy tov mopandveo Kodika cuvoyiletal otny avdyvmor tov entBountod apyeiov
YOPOUKTNPO-TPOC-YOAPUKTN PO, KOl GTNV ypnoiponoinon 4 petafintov-«Aé&emvy mov
OVTIGTOLYOVV GTNV TPEXOVCO, TNV TPONYOVUEV, TNV TPO-TPONYOVUEVN KOl TNV 2-
Béoeig miow and v Tpéyovoa AEEN mov StaPalel 0 KOG,

Ka&0e popd mov orokAnpdvetar 1 avayvmon pog AEENG, 0 KMOOIKOG «OTPMYVEL WE
v popen otoifag v kawvovplo AEEN ¢ TPEYOVo, TNV TOALL TPEXOVOH MG
nponyovpevn kAm. Kdébe @opd mov avayvopileton kdmown onuoviikny AEEN g
péyovoa, my M AEEN «Segmenty, egetdleton M mponyoOUEVH) TOLS KOL 1 TPO-
TponyovHevn Yy vo dtepevvnBel o Adyog avapopds g AéEnc. Me ™ Aoywkn Tov
ocvykpicemv, 0 KOOWKAG eEdyel KAmOLL CLUTEPACUATO GYETIKA HE TNV OOUN TOV
apxeiov, my tov apiud Tov Segments, Joints kor Displacers mov €yovv
ypMoonomOei.

Télog, d&log avapopd ivar o unyoaviopds eEakpifoong Yo to av vdpyel TPOPANUOL
ocuvtagng mov va apopd aykvieg {°.’}’,’[%,’]’. Kabe @opd mov o ypnotg cuvavtd
£vay YOPOKTPO LLE TO 0010 0VOiyEL KATO10 KOUUATL KOOUKO TOV GTULOTOS0TEITOL QIO
toug yapoxktpes ‘{1 ‘[, o VRMLparser ypnowonotel o petpnn deikmn 1 onoia
aLEOUEIDVETAL TOOEG POPEG OGEC Ol YUPUKTNPEG TOV cLvavTd. Av 0 delkTng awTdg
TAPEL KATOLOL POPA APVNTIKY) TUUN, TOTE VILEAPYEL KATOLOG TOPOATOVIGLOG YOUPAKTIPOG )
KATO10G YopaKTpag Tov Bo Tpeme va VITAPYEL Ko £xEl TapPaAELPOEL.
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6.3 O MHXANIZMOZX TOY H-ANIME

e vt TNV evOTNTa PiYVOLUE [0 AETTOUEPT LATIOL GTOV UNXOVIGUO TTOL TOPEYEL TO
H-AnimE otov ypnot ywo v enefepyocio tov avatars. O pnyavicpdg pmopei va
ocvvoytiotet o€ 7 Pacikd onpeio, 6T eaivetal Ko amd TO TOPUKAT® S1GypapLLo. pong
(flow chart):

Load VRMLX3D file containing
o H-Anim Avatar, either manually
or automatically

Launch edit

mport item to
Avatar ar Modify
Materials?

Import ltem to Avatar

¥
o Item library
opens

Modify | screen to
Materials modify

materials

User modifies
material
properties for
selected Joint(s)

Add new

library?

Userimports
item to avatar

User relocates
items in the

Saveto
o Save to file file

Ewéva 40: o unyaviopog tov H-AnimE

Eneényovpe avolvtikd to kdbe P

items to object >Ye

ser adds new
itermns to item
libra

preferred position

Import to
NVE

1) ®optwon evogc VRML/X3D oapyeiov 10 omoio mepiéyet kamoro H-Anim
ocvpuPotd Avatar, eite yeipokivnta and Tov ¥pNoT, EITE XPNOLLOTOLOVTIOS TV
Aettovpyia TPOPOPTO®GNG TOL EPYAAEiOV.

2) Zto 2° PAua, o ypRotng emhéyel eite va €10GyEl KATOO YEMUETPIKO
avTiKeigevo oto avatar, &ite amA®dC Vo TPOTOTOU|CEL TO YOPUKTNPIOTIKG
EUPAVIONG TOV avatar. Ztnv npmtn €TA0YT, 0 ¥PNoTNS pLetafaivel oto Prua 3,
EVD oTNV 0e0TEPT Aoy TpoPaiietar anevbeiag 1 006vn enelepyaciog Tov

avatar kot o ypnotg petoPaivel angvbeiog oto Prpa S.
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3) X0 3° PRpa, o ypriotng PAénel oty 006vn Tov TV BiAoONKN YempETpIKDY
OVTIKEWEVOV At TV omoio Umopel lte va emAEEEL KATO0 OVTIKEILEVO Y0l
gloaymyn oto avatar, eite vo tpomomoincel v PifAodnkn (Sraypaen,
EL0OYWYN OVTIKEWEVOL KAT). AV eMALEEL KATOO0 OVTIKEILEVO Y10 E10AYWYN
oto avatar, petapaivel oto frjpa 4.

4) Z10 4° Pua, o ypiotnc e16dyel To avtikeipevo oto avatar. Kot ta dvo povtéla
npoPdarrovrol otnv 006vn. To enduevo Prpa givar gite to Prpa 5 Kot Kot’ oy
T0 6, gite amevbeiag 10 6.

5) Zto 5° Prua, o ypnotng pmopei va emAEEEL VoL TPOTOTTOINGEL TOL YPAOUOTO T T
textures kdmolov pélovg Tov copeTog Tov avatar. To Prpa avtd dev apopd
TNV E160YMYT KOVOUPLOG YEOUETPiog oTo avatar.

6) Zto 6° fYua, o ypHoTNg «Toptdlew To avtikeipevo Tavm oto avatar. Emiéyet
oe moto Joint Oa mpooapmOei, kot kKat® Omv emAéyel kdmolo and o ENG: o)
VO, OVTIKOTOGTHOEL OAOKANPMOTIKG TV YeoueTpio Tov Joint pe to kavovplo
avTikeipevo ) vo TPOGOPTHOEL TO KOIWVOVPLO OVTIIKEIHUEVO OTNV  TOALY
YEOUETPIEL, STNPAOVTOAG TNV V) VO TPOGUPTNCEL TO OVTIKEIEVO (OC KALVOVPLO
Joint, vroBétovtac o1t £xel emAé€et kamoto Joint Tov dev ypnouonoleital 1o
Ko 0Tt 0 ToTEPaG-Joint ypnoipomoteita.

7) Zto 7° Pruo, o ypiotne umopsi va emiéEel gite vo amobnkedoetl to avatar oe
Kkdmolo apyelo, eite va petafel amevbeiog oe kamowo NVE to omoio Oa
avolaupave va «dapdoey amd v oknvi mov £xel poptdoel o Xj3D browser
g EPAPULOYNS OAQ TO amapaitnTa oTOtKE Q.

6.4 AATOPIOMIKA @EMATA
6.4.1 H Xpron tov Ilakérov Xj3D

H avantoén tov editor éywve katd kdpro Adyo pe ypnon tov erebbepov makétov Xj3D
2.0. To Xj3D mopéyer Pprobnkeg yioo v Java pe khdocelg Kot epyolreio yoo v
dnuovpyia otrypotdnev mov va. avorapiotody VRML/X3D kéuPovg, kabdg kot
dvvatodtteg omtikng mpoPoing tov VRML mepieyopévov oty 006vn.

H ypnon tov Xj3D umopei va cuvoyiotei oto eENG:

a) Ylomoinon aviikeévov duiropetpnt (Xj3D browser) oe kébe 006vn Omov
ypedletan yio va mapéyetl eneEepyacio VRML mepieyopévou.

B) ®optwon evog apyeiov VRML/X3D otnv 006vn, kot e€oyoyn omd avty evog
avtikeypévov X3DScene.

v) 'Eva avtikeipevo X3DScene mepiéyet 6Aovg Toug KOUPOLS, TANP®G 1EPapYNULEVOVG
pali  pe  Oho T XOPOKTNPOTIKA  TOvG. Amd v ggoyoyn  ToOV
OTOYEI®V/YOPOKTNPIOTIKOV VO KOUPOL TPOKOTTOVV PHETOPANTES TOV YPNGLLOTOIOVV
KablepopUéVovg  TOMOVG  dedopéveV, TY M YEOUETPIKY]  OVOTOPACTOCT  €VOG
IndexedFaceSet mov ypnowomotel apOPoDC KWVNTHG VTOSGTOANG YO, TOV
TPOGOIOPIGHO TOV KOPLPDOV EMGTPEPEL £VaL SIOVLGHO-UNTPdO omd Tiuég Float.

d) To avtikeipevo X3DScene dev yperaletar evnuépmon yo oAAayEc. AvTtég yivovtal
avtopato petd and kabe emelepyacio kOpPov, Kot Tpofdiiovtal oyedoV aKaplaio
oTov puALoueTpNTH OV TPofdiel Tnv X3DScene.
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[Mopéyovtor kot Kamoleg emmAéov Aettovpyieg yio kdbe tOmo Oedopévav Tov
neplapPdaver to Xj3D my. yio 1 TpocusTpnon omoyovev-Koufmv, 1 amopdKpuven
AmoYOVOV-KOUP®V KAT.

[Tapdoetypa eEaymyng TapapéTpmy amd Koupo:

SFNode Appear = (SFNode) ShapeToGet.getField("appearance");
X3DNode AppearSub = (X3DNode) Appear.getValue();

boolean e6nullbool=false;

SFNode textureGot = (SFNode) AppearSub.getField(“texture™);
X3DNode textureContent = (X3DNode) textureGot.getValue();

6.4.2 DPoptwon — AroOnkevon oe Apyeio

To Xj3D mopéyer Aertovpyiec @optwong wog VRML/X3D  oknvig otov
evAdopeTpnt) avtopota. H @optoon, kotd cvvémela, dgv YpeldioTnKE KATOLOV
emmAéov K®Owka, o omoiog vo. daPdaler script tov apyeiov mov Oélovue va
poptdcovpe. Kdtt 1€1010 ootd60 £xet vAomombet yia to epyaieio tov VRMLparser.

H oamobrkevon elvar pio pokpdv mo moAdTAoKT dtadtkacio, dedopévov OTL dev TNV
napéxel o Xj3D, kat viomoteitan o Pdoelg. Akpipdg enedn vadpyovv TpoPfAnuoTo
avayvmoNs ToV TOPAUETPOV TV KOUPoV (evotnta 6.4.3) AOY® €YYEVOV ASLVOUIDV
tov Xj3D, n amoBnkevon mpovmobétel v mpo-vmapén Tov apyeiov Tov avatar,
onAadn dev eivar duvarh 1 dnuovpyia evog apyeiov amd undevikn Pdor. 1o mpo-
vrapyov apyeio, o H-AnimE eneuPaiverl pe ypnon Pipiodnkov BufferedReader kot
BufferedWriter, diapalovtog évav-évav yopoktipa Kol £Yypaeovtag Toug 6€ KAmTolo
TPocmPvo apyeio. Lta embountd onueio, o KOO enepPaivel kot TpocBETEL TOVG
emmAiéov ASCII yapaktipeg mov avomoplotodv Tig oA ayég oe popen script. Xe
OPIGUEVEG TEPIMTMGELS YpeLalovTol KAmolol yapaktpes (my, o yopaxtnpes ‘|° mov
KAelvel To mepleyopevo tov yapaktnpa ‘[°) va mapaieipbovv. H mopandve epyacio
enavorapfdvovrol 66eg PopEG EMTAGGOVY 01 AALAYES TOV YPT|OTN.

6.4.3 Biffiio0nkeg

I'a tov H-AnimE ypnopomomOnkay ot €€ng Piprobnkeg:

import java.awt.*;

import java.util.HashMap;

import javax.swing.*;

import java.io.*;

import java.awt.*;

import java.awt.event.*;

import java.awt.image.BufferedImage;
import java.io.|OException;

import vrml field.*;

import javax.swing.event.ChangeEvent;
import javax.swing.event.ChangeListener;
import java.awt.event.ltemEvent;
import java.awt.event.ltemListener;
import java.lang.Math.*;

import vrml.node.*;
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import vrml.*;

import org.web3d.vrml.lang.NodeException;

import org.web3d.vrml.scripting.external.sai.SAINode;
import org.web3d.x3d.sai.*;

import javax.swing.lmagelcon;

import javax.swing.event.ChangeListener;

import javax.swing.filechooser.*;

O kddwkag tov H-AnimE avépyeton otig 3641 ypoppéc.

6.4.4 Hpofijuata,0vokoiicc kat EALEIWELIS TOD
Xj3D

Ta mepiocdtepa TpofAiuato mov mopatnpNOnKay oty Tpaén opeilovial Kupiwg
omv oaotdfee tov mokétov Xj3D 2.0 ko oe Sudpopeg EAMAEIYEG TOL OV
napatnpnOnKay otV Topeio. LyKekpéva, v ol Kotaokevaotég tov Xj3D épi&av
10 Bapog oV avdntuén evog otabepod puilopetpnty| Yoo VRML mov va pmopel va
evoouatmdel oe epappoyég Java, dev édmoav KaBdAov onuocio 6To vo Umopel o
QUAAOUETPNTNG VO amodNKeLEL TVYXOV OAAAYEC GTNV GKNVI THG® 61O apyeio and to
omoio diaPaoce apyikd. Evd mapéyovtar moAréc Aettovpyieg pe TIG 0moieg 0 KMOKOGC
Java 0a 6uaPale kot Oa emeEepyalotav VRML/X3D viiko, mboavotata dnpovpyovtog
T0 omd Pndevikn Paon, o TOPATAVE® POIVOVTOL KATMG TEPITTO GO TNV GTIYU TOV
dgv vrapyel TpoOmog va amodnkevtovv. Daivetor oyeddv cav Kabnkov Tov gkdotote
TPOYPOUUUOTIOT VO avarTuEEL SIKO TOL KOSIKO oV va omobnkevel o Script cov
«oakatépyaston ASCII apyeio kepévov.

EmumAéov, mapatnpnOnkav mpofAnuoata oyetikd pe Tig eneUPAcELS GTNV lEpApPYio TOV
KOUPwV. Zuykekpipéva, Katd v enEKtaon KOUPovV pe undevikd apBpd eyypoeov
oto medio “children” (dnAadn ywpig amoydvovg), 1 odhayn Oa eoawvotay oty 006vn
TOV PLAAOUETPNT ©WGTOGO Ba NTav Gav vo Unv €lye cLVTEAESTEL TOTE AV KATO0G
emyepovoe va dafacel mTiow amd T VEEG TYWES oV €yl eyypawel. To mopamdvem
elvar Witepa amayopevTikd Yo eneEepyacio LeyAANg KAILAKOC, omd TNV GTUYUT TOV
dev mapéyeTon kamowo Agttovpyion amobnKevong, Onwe mpoavaeépOnke, n omoia Ho
avoAdppove vo KAvel avtOHoTo TNV OUGKOAN JOVLAEWY, Kot gival dVGKOAO Yo TOV
TPOYPAUUOTIOTH Vo, BAAEL TOV KOOIKA TOL VO amoONKELGEL TANPOPOPIES TIC OTOIES
oe06V dev umopet va 10 facel.

Yty mepintwoon tov H-ANIME, ta mopoamdved TpoPfARUOTO  OVTIHETOTIOTNKOV
APNOLOTOLDVTAG BonONTiKOVg TivakeG 6TOVS 0TMOioVG AmoBNKeVOVTAL O1 AAAAYEG TTOV
Kbvel o ypnotng kabwg enelepydletanr to avatar tov, kabdg kol pe TV avamtuén
aveEdpmrov amod to Xj3D kddika yio Tnv amobfikevon tov avatar o popon script.

EmmAéov mapatnprinkov xdmow mpoPANpHate OAOKANPOTIKNAG OVOVEDCNG LG
OKNVNG G€ KATO10 QUALOUETPTTH, GTOV OMOi0 £xel Popthel Kamowo oknviy NoN. T
T0 TOpPOTOvVEO TPOPANUa, ov kot nmbnke teyvikn vrootpiEn and to Web3D
Consortium, n povn Avon mov Ppédnke eivar 1 amodnkevon tov apyeiov Kot M
@OPTMOON TOV amd TOV QLAAOUETPNTY] OVTL Yoo TNV OVAVEOCT TNG OKNVNG TOL
(QUAAOLETPNTN.

Kémowo emmdéov mpofiquata mov icmg Oa mpémetl va. avaeepbovv givar run-time
nmuato g Java, mpofinquate otabepotntog tov Xj3D, kabdg kol KAmOlEg
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advvapiec tov Xj3D va @optdcer VRML/X3D oknvéc ot omoieg eivar kab’ola
€ykvpes. Ta televtoion ®oTOG0 dev ONOvPYNGOV TPOPANUATH GTOV KOJKO Tov H-
AnimE.

6.5 XYMIIEPAXMATA

Xty evotnto avty kaAdvednke o editor H-AnimE, ot oyedlaotikoi Tov 6tdY0l Kot TO
OGS KaAvTTOVTUL 0md TIG AEtTovpyieg mov Tpooepépel. Emiong kaAdednkav {ntiuata
OYETIKG pe Tov unyovicpd tov H-AnimE, kabmg kot BEpata mov apopovv Tov KOdiko,
TOL TPOYpappaTog Kot to wakéto Xj3D 2.0.
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KEODAAAIO 7: XYMIIEPAIMATA
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KE®AAAIO 7 - XYMIIEPAXMATA

7.1 XYMIIEPAXMATA

2T0Y0GC NG MOPOLGOS OUTAMUATIKNG £PYOCIOG NTAV 1) ETEKTOCT TOL TOAOLOTEPOV
framework vrootpiEng ¢ mhotedpuac Ewovikdv Awadiktvakmv Tepioiloviwv,
EVE-II, pe axéun mepiocdtepeg Aettoupykdtnteg mov Oa evioydoovV ToV pOAO TNG
1060 ooV EKTOOEVTIKO TEPIPAAAOV OGO KOlL GOV UL TTOAV-YPNOTIKY] TAUTPOPLLQL
YEVIKOD GKOTOV.

H apyikn 18éa g eméktaong tov morodtepov framework odnynoe oty dnuovpyio
pog Eeymplotg Kol aveEApTnTNG €QAPUOYNG Java, 1 omoio TopEyel €VYPNOTOVG,
QIAIKOVG TPOG TOV YPNOTN KOl ELEMKTOVG pUnyaviopovs Yoo v emeepyacio Tov
avatars. E&etalovtag cuvolikd v gpoppoyny H-AnimE xot v mhateopua EVE-II,
SmoTOVOLUE OTL TAEOV TAPEYETOL GTOV LEGO YPNOTH EVAL EAKVGTIKO Kot aveEAPTNTO
and dALeg epapproyég makéto yia epapproyés Ewovikng [paypatikdéttog nave ctov
[oykdoo Io1o.

Ot Aertovpyieg mov mapéyovral omd tov H-AnIME oyedidomkay, onmg non Exet
mpoavagepbel, pe yvopova tig e€Mg amalTnoeLs:

e O editor va givat amhdg TNV ¥p1HoN Kot GIMKOC TPOG TOV ¥PNOT.

e Ot Aertovpyieg to0v va omevBhvoviar otov pEco yPNOTN Kol Ol GTOV
oyedtaoti/KaAltéyvn 3D viwko.

e Ot Aertovpyieg mov mapéyovtal vo unv ypetdlovtor GAAEG EQUPLOYES Yo VL
TAPEXOVY OLOKANPOUEVO ATOTEALEGLLAL.

e O editor va amopakpvvel Tov ypriot oo v cvyypaery VRML kddika.

e Ot dvvartdtreg tov editor yuo kovomomTikég acntikég emeuPacelg oty
Ye®UETPia VO EIVOL ETEKTAGIUESG A0 TOV YPNOTN).

O editor avtanokpivetol ota TOPUTAVO, O EENG:

e YTOV XPNOTN TOPEYOVTOL TANPELS OLEMAPES, LE OMTIKO EAEYYO KOL OVAOPOGOT).
Y peydro Paduod, o xepiopdg tov editor mepropiletar oty ypfHon oplopévmy
povo otoyeimv eA&yyov (KOLUMOV KAT) NG OlEMAPNS, TOV ONOimv 1
Aertovpyia givar avtovomtn Kot €xet dpeon ontikn avadpacn. O apBudg twv
otoyeimv eA&yyov etvan puKpog.

e O editor to pévo mov Tpoamartel ivor Koo Booikd YEOUETPIKE OVTIKEILEVQL
(my kamélo) to omoia o ypnowng dev ypeldletar va yvopilelr dg va To
oyedualel, aAAG tov Olatifevtor elevBepa 6TO SLOOIKTLO KOl GE KOWOTNTEG
oxetikég pe to X3D. O ocvvolkdg oyediooudg tov editor Ba dvokdreve
udAdov tov oyediaoty 3D viwkov, o omoiog &ivar cvvnbiocuévoc oto va
onuovpyet avatars kabopifovtag v yeopetpio Tovg.

e Ot Aertovpyieg TOV TOPEXOVTOL AVTOTOKPIVOVTOL TANPWG OTIS ATULTIOEL TOV
Bo pumopovoe va €xel 0 HEGOC ¥PNOTNG TPV E1GAYEL TO avatar Tov 6e KOmolo
Awtookd Ewovikd Tlepipdirov. [apéyovtar pnyoavicpol pe tovg omoiovg o
YPNOTNG Wmopel var aALAEEL TANP®G TNV EUPAVICT TOV avatar, va emekteivel
™mv tepapyio pe mepiocdtepa Joints kAm. ‘Eva Pripa mopanépa o ftav
Tpocouoimon kivnong, Ty onoio. ®oTtdco apopd to mponyovuevo framework
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vroompitng g EVE-Il, kot yuo 10 omoio vmépyovv apketoi dabécion
editors.

e O editor emtpémel popTmon/amodnkevon/eneéepyacio yopig va eumhééetl tov
PN OTN GTNV GLYYPUPT] KOOIKAL.

e H BipMobnin aviikeévov ivor Suvapikn, Katd GUVETELD 0 ¥PNOTNG UTopEl
Vo TPOGHETEL KOl VO POPEL YEMUETPIKA OVTIKEIPEVO Kol Vo EUTAOVTICEL TNV
cvAloyn tov. Metd v mapédevon kdamowov dlaothipatog e€otkeimong, o
YPNOTNG AOYIKA Bl £yl EMEKTEIVEL TNV GLAAOYT TOV KOOMOC Kot TNV KpioT Tov
mhveo o Béuato oaoOnTikng ®ote vo mETLYOivEl KOADTEPES ocONTIKA
eneppdoeic mavo oto avatar tov. To mapamdve givor cuvndicuévo yio Ol To
TPOYPAULOTO TTOV apOopovV TNV dnpovpyior 3D vAkov.

210 auéomg emopevo Kepdhloto mapovoialovpe kdmolec mbavég PeAtunoelg mov Ha
pmopovoay vo, yivouv Tave oty epapuoyn H-AnimE, kabdg ko kdmoto medio mwov
TPOGPEPOVTOL Y10, TEPALTEP® OOVAELR Kot T omoia o editor dev KaAdTTTEL TANPWC.

ZOUTEPACUATIKA, EVD VLITAPYEL OKOHO TEPIOMPLO Yo TNV TOPOYN TEPICCOTEPOV KO
akoun mo e&ewdkevpévov Aettovpyliov, o H-AnImE avayvopilel tig oloéva Kot
aLEAVOLEVEG ATOLTNOEL TV YPNoTOV armd ta Awktvakd Ewovikd [lepipadirovta, kon
OVTOTOKPIVETOL GE AVTEC TOV LEGODL YPNOTN.
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MEAAONTIKH EPTAXIA

[MBavég emektdoelc mveo otov editor H-AnimE Oa pmopovcav va amotehécovv
avTikeipevo ueAlovtikng epyaciog. Xvykekpipuévo, o H-AnimE 6a umopovoe va
eumhovTioTel MEPUTEP®D HE gpyoieion MOV va emtpémovy v dnuovpyio X3D
nepleyopuévor omd pnodevikn Pdon, kabmg kol e ePYOAEll TOL VO EMITPETOVV
eMeUPAGEIC VITAPYOVONS YEMUETPIOG O€ enimedo mesh.

8.1 AHMIOYPTIA X3D IIEPIEXOMENOY AIIO
MHAENIKH BAXH

[Tpokettan yo. pa Agrtovpyio n omoio, oprakd vrootnpiletar amd tov H-AnimE oty
TPEYOVGA £KOOGT TOV. B0 UTOPOVGE KATO0G VO aEL0TTOGEL KATO10 £TOLOo SCript pe
undeviko eninedo apBpwong (LOA-0) kar pe yprion tov epyoareiov Expand Joint mov
dwatifeton amd tov H-AnimE va dnpovpynoet éva avatar and étowua meshes. To
TPV ©oTdco Ba Ntav efaipeTikd xpovoPopo, kot dvokoAa Oa moapryoye Evo
a1oONTIKE EAKVGTIKO ATOTEALECLLAL.

Oa Mtav evolPEPOVGA [0, ETEKTOOT TOV duvatomtov tov H-AnimE ®ote va
vrootpilel OMOTEAEGUATIKA TNV TOPATive Oladtkacio. Qotdco 10 mapondve Bo
amotovoe KMol Hopen «ovpPacng» pe Kamolwo GAA0 mpdypappo To omoio Oa
ypnowonoteitor v v mopaymyr tov X3D poviélov (mov dev Ba vrootnpilet
akopo to H-Anim mpdtumo), dote 0 XpNoTNG VO OTOUAKPVVETOL OO TOV OPIGHO TMV
Joints éva-mpog-éva. To mpoypappa Oo avordppave vo vroloyiler avtopata ta véo
Kévtpa v Joints (6mwc dovievel Tdpa 1 Aettovpyion Expand Joint), eved o mpémet va
VIApEEl KOl KAMOl0L TOPAUETPOTOINGCT OTNV «COUPACTY DGTE TO TPOYPUULO VO
KatoAafBoivel avtopato Tow aviikeipeva Ba amoTeAEGOVY TV Ye®UETPia TOV KAOE
KOppov.

8.2 ENNEKTAXH THX BIBAIOAHKHX ANTIKEIMENQN

Muo evdiapépovoa kat dpeca ekt Bektimon otov editor Oo frav n TpocOnkn piog
UEYOAVTEPNG YKAUOS OVTIKEWWEVOV Ofécilo oTov ¥pNotn, Ty HoAALL, povyo,
TAmoVTOL0, OKPVAIKE VOylo, @okol exaeng, Yvaid niiov kKAr. Kabmbg n fiAiodnin
€xel OomePLOPIOTEC OLVOTOTNTEC YlOL TPOCHNKN TEPIGCOTEPMOV OVTIKEIUEVOV, TO
TopATave Oev ypelaletal Kamolog mov vo yvopilel tov kmowko tov H-AnimE yw vo
T0 KaToPépeEl. QoTdG0, aVTO oL B NTaY EVOLAPEPOV ad TAEVPAS KOdKa, Oa Tov
VO EMTPETOVTOL KATOIES TOPAUETPOTO|GELS TAV® GTO, OVTIKEIPEVQ, T KUPTOGN GTO
KOT®O PEPOS TNG TEPOVKAG, TTVYDGELS GTO POVYOL KA.

8.3 ENNIEMBAXEIX XTH 'EQMETPIA XE EIMIMEAO MESH

H evooudtwon evog tétotov epyadeiov Oa extoéeve Tig duvatdotnteg tov H-AnimE
Y oxedlopO avatars, wotdco Kpivetar SUGKOAN. Oa NTaV EVIOPEPOV VO TAPEYETOL
GTOV XPNOTN KATOW0 £pYOAElo Pe TO Oomoio va Pmopel vo oyedldceL To. TOADY®VO TOV
B amoteléoovy v yemuetpio yio To JOINts ko Segments tov avatar, kai gv cuveygia,
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VO XPNOWOTOMGEL TIG NON vrdpyovoeg dvvatodmreg tov H-AnIME yio aAlayn
ypoudtov kot texturing. Emiong, vo umopei va oAlAdEer v yeopetpioa Mom
VIOPYOVIOV KOUP®V Ge avatar To omoio popTdVEL.

Emnpocheta Oa Mtov evoloapépov va mapéyetor otov ¥pNotn £vo. GUVOAO Omod
gpyodeia mov Ba emépParvay oV «ooOnTkn» Tov avatar, ywo Topadelypa, KOTOL0
gpyareio pe 1o omoio o ypnotng Bo pumopovoe va KAvel To avatar va gaivetol mo
adbvato N mo moxovdd KA. To moapamdve icmg kot va Bpioketor €@ amd TIg
duvatdtnteg gpmopikdv editors mov £yovv KabiepmOel Kot vor HTOV [0 TPOYUOTIKY
TPOKANON Y10 OTTOLOV TO EMLYEPOVOE.

8.4 ENEKTAXH TON AYNATOTHTON TOY EPTAAEIOY
VRMLPARSER

O VRMLParser otnv mapovca ¢daon tov givol eEopetikd omodoTikog Kot EVEMKTOC
®G TPOG TIG OLVATOTNTEG OV TOPEYEL, MOTOGO TEPLOPILETOUL GE CLVTAKTIKA {nTijHata
Kol 6TOV EVTOTICUO oPBaApopavmdv Aaddv Ta omoia mbavotota o 1010¢ 0 ¥PNoTNG HE
Kkdmolo koémo Oa EPpioke. Oa NTav evolPEPOV va emekTafovv ot duvaTOTNTES TOV
TePOLTEP® o€ Bépata Tov v agopolv TNV £0MTEPIKN doun Tov avatar, my otov
EVIOTMIGUO AOYIKAOV OvVOKOAOLOIDV, GTNV TOPOLGia AvETBOUNTOV/TEPITTOV KOUP®V
péoa oto apyeio | oe Bépata yeoperpiog mov Bo pmopovoay va amlovotevtovy. Ta
TAPOTAV® TPOCPEPOVTOL LOVO GE TEPLOPIGHEVO Babud oTnv mapovsa GAcT), ®GTOGO
o Mrav efopetikd evdpépov va avamtuyfodv kot va enektafovv, MCTE TO
oLVOMKO epyaieio Tov Ba TpokvYEL va etvan eEAPETIKE 1GYVPO KO YPNGLLO.
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