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Iepiinyn

2KOTOS NG EPYOOIOS E€IVaL 1 OIEPELVHON TOL POLOD THG QPMTOYPOUUETPIOS OTH
owowkaoio. onuiovpyiog — aSSetS yio  mOUYVIWONS EKTOLOEVTIKES OPOCTHPLOTHTES
(gamification). Xty onuepiviy emoyn omov o1 ualntéc Gewpodviar ws or yneioxoi
avtoyBoves KpIVETaL AmOpOITNTH 1) COUTOPEVCH THS OIOOCKOALOS UE TIG VEES TEYVOAOYIES.
Méoo. omo abyypoves EPEVVES aVAOEIKVOETOL 1 Ol TV TOIYVIWOWMV EKTOLOEVTIKWOV
TEPIPOAOVTOV KOOWS Kol avTOV TOL YPHOWOTOLODV EXOVENUEVH] TPOYUATIKOTHTA.
ToviCeton éviova 1 avaykn OnuIOVPYIOS TPIOOLATOTOD TEPIEYOUEVOD, UE 10LOITEPN
TPOKANON TNV EUTAOKH TV O0OKAADY Kol UabnT@v o€ avti T 01001KACIO.

Katw omo avto to mpioua té0nkay epeovnTiKe EpWTHUOTO. GYETIKG LE TO TOLOG EIVOL O
poiog ¢ pwtoypouuetpios oty 3D oyedioon onuepa, wws uropel va alioroinbei atnv
0CN YO0 TRV TOPOYOYH  TPLOOIGOTOTMOV EKTOIOEVTIKMYV TEPIPOLILOVIOV KOl TOLA
TOLOAYWYIKG OQEAN TPOKOTTOVY, ZNUOVTIKG EVPHUOTO. THS EPYACLOS EIVAL N UEYOAN
OVVOLUIKY] THS (POTOYPOUUETPIOS YI0. THV ONUIODPYIQ. TPIOOLACTOTOV EKTALOEVTIKOV
TEPLPOILOVTOV  TOUYVIOOOVS UGONoNS pe  TH  OVVATOTHTO. TOL  VEGPYEL  TOD
EMOVATPOTOLOPLOUOD THG TOTOAOYIAS TWV UOVTEAWV , 1] SOVATOTHTA OLI0TOINGHS THS
OO UOONTES KI EKTALOEVTIKOVS ETIAEYOVTAS TO KATAALNAO AOYIGUIKO KOl TEAOG N UEYOAN
radaywyixn g alio koo v allomoinan ato Gyoleio.

Aé&eic Ko
dortoypappetpio, 3D oyedioon, gamification, game assets, Aaikn Téyvn, TToAtiotikn
KAnpovopué.

Abstract

The purpose of this work is to investigate the role of photogrammetry in the process of
creating assets for playful educational activities (gamification). In today's age when
students are considered to be digital natives, it is necessary to integrate teaching with
these new tools. Modern research shows the value of playful educational
environments as well as those that use augmented reality. There is a strong emphasis
on the need to create three-dimensional content, with the particular challenge of
engaging teachers and students in this process.

Under these considerations, research questions have been asked about, the role of
photogrammetry in 3D design today, how it can be utilized in the classroom for the
production of 3D learning environments, and what educational benefits arise.
Important findings of the work are the great potential of photogrammetry for the
creation of three-dimensional pedagogical learning environments with the potential
to redefine model topology, the ability to be used by students and teachers by
selecting the appropriate software. And finally with the potential to be of great
pedagological value if it is developed and used in class.
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1. Ewcoyoyn

H exmodevtikn a&io tov maryvidiov cofapod okomol givol adtapeiopnnn Ko
KEvOLV TOAD 1o €OKOAN TPOGPACT| BTN YVAOGN, TOVG HoONTEC Vo YivovTal GUUUETOYOL
omv zmpaén (Lu Zhang and Junjie Shang, 2016) «i éyouvv T dSvvatdrTa va
aflomombovv og Slopopetikd axadnuoika eminedo (Aguilera M. and Mindiz A.,
2003). Xnuepa LEAPYXEL M AVAYKY ONUOLPYIOG TPLEGOIOTOTOV  OlOdPACTIKMOV
nepParroviov eravénpévng mpaypatikotntog (T{aptloyiov @. kot Zogog A., 2017)
Kol peydAn mpdkAnomn mpog avtn v kotevbuven givar n dnpovpyio Tepexopnévon
amd ekmodevTikong Kot podntég (Kovtpopdvog I'. kot Zogog A. kot ABpapioov A.,
2016). To mopomdved 0dMyNoOV OTNV avAayKN OlEpedvnong C ONUACIOG NG
TPIGOAGTATNG GYEdlOONG Kol TOV POAOL NG POTOYPOUUETpiag oty mopaymynq 3D
TEPLEXOUEVOD Y10 TOLYVIDONG EKTALOEVTIKEG OPAGTNPLOTNTEG,.

[T ovykekpéva okomdg 1ng epyaciog mn  Ogpedvnon 0LV POAOL NG
QOTOYPOUUETPiOG oTNn  dadikacio  dnuovpyiog assets yi  eKmTOUSELTIKEG
dpaotnplotnTEG Kot moryvidla cofapod ckomov pe otoyyeior gamification. Empépoug
otOY0l 0 oYéon HE TN QOTOYPOUpETpion €fvor M 1o0TOpiat KO YOPTOYPAPNOCT TOL
nediov, N dvvaTOTNTA YPNONG AmO emayyeALATiEG OAAG Kol OO EKTOOEVTIKOVG Ko
pontég ko m dvvotdtra  aflomoinong g Yoo dnuovpyio  TOyVImOmV
EKTALOEVTIKMV dPACTNPLOTITMV.

Atepgvvaton 1 amdvinon ota e&ng epotuata: [Totdg o porog g potoypappeTpiog
onuepa yoo v mopoyoy 3D mepiParidviov kot animation yio moyvidie cofapov
okonov; Ilog pmopel va adromomBel ommv téén; Ilowd modaywykd o@én
TPOKOTTOLV;

H pebodoroyia mov axorovdnOnke teprrapfavel ta oakdAovba Prpoata:

1. Bifroypagikr] épevva Yy T QOTOYPUUUETPIO. KOl YOPTOYPAONOT TOV
nediov.

2. Melét mepintoong yw ™ onpovpyio 3D assets pe Ootoypappetpio, ard
mv epeuvnTplo. oAAd Ko pontéc ™mc (A’ Anpotikov), vyl Toryvidon
EKTOUOEVTIKY dpOoTNPLOTNTO e aTotyein emavénuévng mpayuatikotntog (AR)
pe 0épa ™ Aaikn Téyvn.

Yg oyéon Ue ta AOYIOUIKA QoToypappetpiog 600nke iaitepn onuocio, pe
OEPA TPOTEPUOTNTAG TTOV EUPOVIfovTal, oTa aKOAOLOA YOPOKTNPIOTIKA:

1. v mo0TIKY OmEKOVIOT

2. ™V taHTNTO TOV AOYIGUIKOD
3. TNV €MOPKY TEKUNPIOOT)
4

. TNV amAOTNTA. OTN XPNON TOLG OKOMO Kot omd Un €01Kovg OmmG ot
EKTALOEVTIKOT H10POPOV EWOTKOTNTOV AAAL Kot Ol LoNTES.

5. 1 dwpedv d140ec1| TOvg



1.1. Ynowxi ®otoypappetpio

H opotoypapuetpioa eivor n emomun g amoKmnons aSlomotomv TANPOQopL®dY
OYETIKA HE TIG WOOTNTEG EMPOAVEIDV KOl OVIIKEWUEVOV YOPIS QUOIKY ETOQN HLE TO
avTikeipeva, Kabmg kol TG HETPNONG Kol EPUNVEING OLTOV TV TANPOPOPLDV
(Schenk, 2005). e oyéon pe ™V TOMTIOTIKY KANpovoud givar po mAnpng pébodog
OTOTOTTOONG UVNUEI®V TAL OTTOl0L EXYOVV 0PATEC EMIPAVELES. AlVEL TOO0TIKEC, TOGOTIKES
KOl UHETPNTIKEG  TANPoQopiec tov avtikeywévov. H maykdoua avoyvopion g
oomynoe 10 1968 omv idpvon g C.I.LP.A. Awebvig Emitpomn Apyrtektovikng
QOTOYPOUUUETPIOG (XTOUTOVAOYAOD).

O o mpopaveic Adyot v T onuacio e 3D povrelonoinong pvnueiov stvat: 1
aKpPNG TEKUNPI®ON TOVE Y10 TV OMOKOTAGTOCT GE TEPITTMOT TOV KUTAGTPAPOVV, 1
oNuovpyio EKTOOELTIKOV TOP®V TOAVTIU®V Yo QOUINTEG KOl EPEVVNTEC, M
ontikomoinomn and 6yn mov givor adbvarn 6TV TPOSTELACT] amd TOV KOCUO, AOY®
elte Tov peyébovg eite g TPosPacLOTNTAS, 1N CAANAETIOPOOT LE TO OVTIKEIPEVQ
xopic kivovvo PAGPNC Tovg Kot TéA0G 0 eikovikog Tovptopog (EI-Hakim et. al. 2004).

H ymoewxn ootoypappetpic Acttovpyel KOTOVOOVTIOG TN OYXECT OVOAUECO GTO
QOTOYPAPILOUEVO OVTIKEILEVO KO TI QMTOYPOPIKT U0V LEGH OO TIC EVOANOYEC
g 0éomg Tov PeTOYPAPOL Kol Tov PwTOS. H apyr mov ypnoyomoteitar and v
TEYVIKN aOTA €ivar 0 TPIYOVIGHOS. Me ™ ANY”n oOTOYPAPL®OV amd TOLAGYIOTOV 0VO
StapopeTikég Bécelc, umopoHv va avartuyBovv ot amoKaAoOUEVES "OTTIKES EmaPES”
amd Kabe kapepo (€1K. 7) ©G oNUeln TAVO GTO OVTIKEILEVO GOUP®VO e Tov Haming
(2010, om. avagp. oto Bemis et al, 2014). Avtég ot opatég YPOUUES - OKTIVEC
aAAnAocvvdéovtar padnuatikd Kot pe ovtd Tov TpOTO TaPAyouV TIG TPIOOIAGTOTES
CUVTETAYUEVEG TV onueiov (k. 1).

Bel T 1 HpO

—_—

Ewova 1

H xé0e 1 empdvela mov TpOKELTOL VO OVOKOTAGKELOOTEL KAAO Oa eivor va kaAvtTeTon
amd TOLVAAYLGTOV VO  EIKOVEG TOL AaUPAvovTon amd dlapopeTIKEG BEcelg e aAhayn
yoviag petagd 10 ° - 20° (ewc. 8) katd tn Sadikacio ANyng yio va emttevydel to
KaAvTepo duvatd amotédeoua (Bemis et al, 2014). H amotimmon €kovov pe KoAn
VEN Kol 6TO0 EOVTO, TOPOUOIEG CLUVONKEG PMOTIGHOD, LYNAN OTTIKN EMKAALYT Kot
SLLPOPETIKEG OTTIKEG Yovies emiong mailovv TOAD oNUAVTIKO POAO GTNV EMLTLYIO TNG
dwdkaciog (myn: https://colmap.github.io/tutorial.html).



1.2. DoToypoppsTpio Kt ETOVOTPOGIOPLIGROS TNG TOTOAoYiag (retopology)

Y& mepPAALOVTO TPAYLLOTIKOD ¥POVOL KOl 6TO §aming yevikotepa 1) YEOUETPIO, TOV
povtélov kot aplBpdc TV molvywvov eivor  kKaboplotikd TOGO Y TN
AertovpykdTTa. TOL 660 KOl Yoo TOo animation tov poviélwv. Ta moapayoupeva
HOVTELQ OO TO. AOYIGUIKA QOTOYPAUUETPIOG ElvOl HEYAANG TOAVTAOKOTNTAG Kot M
EMPAVELD. TOV TAEYHOTOG —omoteAeital amd yladeg tpiyova. Kot to dvo avtd
yeyovota kévouv tn dladikacio tov animation advvarn and T po peptd aAdd kot to
3d mepidrdov axatdAinio yo. epapuoyég mpaypotikov ypovov (Pranatio G. and
Kosala R., 2010) .

H dwdwkacio tg prromoroyiag (retopology)
OgV aQOpd LOVO OTN QOTOYPUUUETPIO. OALA
elvar pa dodwkocion wov ypnopomoteitan
YeEVIKOTEPQ Kol oto TPOYPOLLLLLOTOL
Tpodldotatng  oyedioaong Kobmdg TOAAEG
Qopég mpémetl vo Eavayivel Sopdpemon Tov
mAéypatog oe éva 3d yilomto. Ymapyovv
dlpopol TPOTMOL LE TOVLG OMOioLG VT
emruyydveTal: yepokivnta 6oL GE VTN TNV
nepintwon kobopilovionr Pacikéc axpés Ko
T0 TPOYPOUUO GUUTANPAOVEL TO. TOADY®VO [
OTNV TPOSIOYPOLLEVT TTEPLOYN. Ewova 2

Huowtépata o avOpomdpopea povtédao, 6mov HETE TV E1G0Y®YT] TOL LOVTEAOL GTO
TPOYPOLLO. ETAEYOVTOL KOO onueion kol yivetar €v cvveyelo n mopoymynq TOL
TAEYLOTOG GTO GUVOLO TNG. Me avtd tov TpOTo Acttovpyel 10 TPOYpoppo Wrap3 pe
TOAD KOAT amdO0GT GE ToYVTNTO KO TOLOTNTAL.

Avtopota OTOV €1GAYETOL TO HOVIEAO ©€ avtiotoryo mpdypappo, kabopileton M
emtBoun T ToALTAOKOTNTA Kol TapdyeTot To TEMKO HovTéLo. Oa mtpémet va tpoceyOet
va unv emieyfet vrepPorikd yopuniodg aplBuog moAvymdvov yio vo unv vrdpéet
napopopemorn tov povtédov. Ilapdostypo térotov mpoypdupatog eivar to Instant
Meshes (Jacob W. and Tarini M. and PanozzolD. and Sorkine-Hornung O., 2015).
AoV éyel e€acpariotel 1o emBountd péyebog Tov HOVIELOL LE KATOWO OO TOVG
mopanave tpomovg Ba mpénetl vo EavaPaptel cwoTd e TIC VYEC TOV £XOVLV TPOKVYEL
amo T JldKacia TNG GOTOYPARUETPioc. AVTO EMTVYYXAVETOL e TV €I0000 TV OLO
HOVTEL®V GE TPOYPOUU TPLEOLAoTOTNG OYediaong o€ amOALT) cOUTT®OoN pHeTAdD
toug kot bake tov vedv oto véo poviého mov mAEov eival étowyo yio. gaming
epapuoyég (Zakag, 2019).

1.3. Amoteréopato amé TN GUYKPLGT AOYIGHUIK®OV

Mo va cvykpBovv to Aoylopkd emhéynke va yivel o amkf @otoypdonon Le
KIVTO THAEQ®VO, GE ECOTEPIKO YMPO UE PUOIKO POTICUO. TN GVYKEKPLUEVT EpYaCia
AOy® g wWwtepdTag OTL yivetor n aflomoinon e eOTOYpapeTpiog Kol amd
naBNTéG INUOTIKOD GTNV TAEN LILAPYOVY dVO YEVIKEC KOTNYOpiES Yo TV e€aymyn TV

GUUTEPACUATOV:
1. A&womoinon mpoypoupdtev amd emoyyeApatieg pe ovENUEVES AMOITACELS MG
TPOG TNV OAMEKOVIOT. X€ QLT TNV TEPINTOON SMIGTOONKE VIEPOYN TOL



reality capture ywti : elval taydtepo, yiveton ypinyopo m oadikacio. Tov
allignment xotr tov Vépovg onueimv, divel KoAVTEPN TOOTNTA TOV
TOPUYOUEVOL LOVTEAOV, AT0dI0EL KAADTEPO GE OLGKOAOTEPEG GUVONKEG.

2. A&omoinon mpoypoupdtov oamd podntég pe peyohdtepn vV avaykn g
erehBepng TPOGPOONG GTO AOYIGHUIKO KOL TNV EVYPNOTIC TOV. EEYMPLOE £TCL TO
3DFzephyr free edition ywti: a&omotel péypt 50 pwtoypapies, To mepfaiiov
TOV TPOYPAULOTOG EIvaL TOAD QIAIKO KOl 1) POT) EKTEAEGNC TOV EVEPYELDV Elvat
OTTAT).

2. Meghiétn epintoong

21 ovykekpluévn HEAETN TepinTmong avtikeipeva e Aaikng poag Téxvng mov éxovv
TPIGOAOTOTY VLOCTOON ONWG: UETOAAKE Kot THAMva okevr, EuAddylvntoa Emmia,
UTooOA0, POPECLES K.0. pmopohv vo aglomoimbovv. Akpifmg enedn 1o Oéua eivon
OYETIKO L€ TOAITIOTIKY] KANPOVOLLE TPETEL VoL TPOGEYOOVV KAmolo oNUEin TOV £YoVV
oyxéon pe o t€totla Tpoomadeio pmtoypdeione. ‘Etot vanipéav ot akdAovbec pacels
Yol TNV TPOYLLOTOTOINGN TG O1001KOGT0G:

e [lpoetoyacia

o  Dwtoypapion

o [lopaymyn TV HOVTEA®V LE TO OVTIGTOL(O AOYIGUKO

2.1. ®otoypoppetpio o Aaoypagikd Movosia

v zmpoetolacio TG Owdkaciog CUUTEPIAAUPAVOVIOL YPOQPEOKPOTIKE Kot
TPOKTIKA CnTuata. 1o 0€pa e ypapelokpatiag eivol onuovtiko vo £0cpailetodV
ot amopaitnteg Adsleg pwtoypdenong and to avtictotyo povoeia. Ewdwd ontmpota
&yvav yu' avtd 10 okond 610 Aaoypapikd Movoegio Ztepvitoog kot 6to Aaoypagikod
Movoceio Ihiov. Ze avti ™ @don vanpée (o LIKPN avopov) omd To HoVsEio g
Ytepvitoag. Apa tpémel vo VTOAoYILETOL KL ALTOG O XPOVOG Kot va AapPavetol voyn
and v apyn. o mv owtoypdenon mpoPrépdnke vo unv Asiyouvv ypnoipa
avtikeipeva Om®G: TTLGGOUEVO TPATELL, KOPEKAdKL Yy vo ovePaivel avtdg mov
Tpofdel TG pmTOYpOPies, TOAOUTPLa, OTA, O1APOpA TAVIA Yo Vo ToToBetnBovV o€
onueia e avTavaKAACELS, TEPIOTPEPOUEVOS O10KOG K1 Eva popnTd KaPAALTO.

Téhog T0 MO oNUAVTIKO atd OAO 1) POTOYPAPIKY] POV TOV EXPENE VO, EYEL LVIUN
Kot va gtvor goptiopévn. Katd ) dwdikosio g (p(oroypa(pwng YPNOLOoTOMONKE
o oA ynolokn eotoypoeikn unyovi Nikon
Coolpix. Amodeiytmke 0Tl OTIS MEPIGOOTEPES
TEPUITAOGEIS NTAV KOADTEPOS O QMOTICUOS TOV
povogiov. ‘Etor av kot eiye mpoPrepbel va
vrdpyel £€Tpa POTICROG dev a&lomomdnke yuotl
ONUIOVPYOVGE EVIOVEG OVTAVOKAAGEL GTO YOP®
nepBairov kKol ota 10w ta aviikeipeva. ‘Eva
TpoOPANUa emiong NTaV Ol YLoAddeg TOL OAOL ,
Y®POL amod TIG Prrpiveg Kot To ThTmua (K. 3). Ewoéva 3

Ot 1pémot pwtoypdonong nrav dVo. O TPOTOG APoPoVsE PEYOAN AVTIKEILEVO OTIMG OL
(QOPECIEG OTOTE KOL O PMTOYPAPOS Kivovvtay Yup® amd ovtd (eik. 4). Koatd tov
devtepo Tpdmo otOnke va otoHvTio amd Eva Tpaméll, Eva KaParéto Tdve oTo omoio



piyOnke éva oevtovi ki €va TEPIOTPEPOUEVO OIOKO Y100 VO TEPLOTPEPETUL TO
avtikeipevo (k. 5).

Ewova 4 Ewova 5

2.1.1. Aqmovpyia povréhov oto Reality Capture
H dwdwacio teprappdvet ta akdiovba otdoo:

o FEicaywnyn ToVv eIKOVOV GTO TPOYPULLO

e Taiplaopo Tov eKOVOV (E1K. 6)

e AvowKodounomn Tov HoVTELOL

e Amlomoinon

o  XpOUOTIGHOG 1] EQapUOYN VE®V (€1K.7 - €1K.8)

e E&aywyn tov poviélov Ewova 6

Ewova 7 Ewova 8

A0 10 amoTELEG LA PATVETOL OTL TO GUYKEKPIUEVO TPOYPOALLLO SOVAEYE Ko EKOVE TNV
AVOTOPOYMYN TOL HOVTEAOD HE HEYOAN akpiPelo Kot amoTEAECUATIKOTNTA KAT® Omd
d0oKOAEG cLVONKES, KAOMDS 01 YLOAADES ONLLOVPYOVV TPOPANLOTO GTOVS OAYOPiOOVS



ootoypoppetpiag. Emiong o ypdvog ntav apketd ypnyopog pe Paon 1o tAinbog tov
GTOLEI®MV OV ATEIKOVIGTNKAV.

2.2. DoToypoppeTpio 610 6)Y0AEI0 0O POONTES

Kotd v mpoetopacio  evnuepmbnkav ot
padntég v ) Adik pog Téxvn Kot TG HopeEg
™me. Touvg Inmbnke va @épovv aviikeipeva
Aoikng Téxyvng and 1o omitt tovg. Kot 6e avtn
™V  Tepintwon  ypnopomomonke o omwAn
compact ynoaxn eotoypagikn pnyavny Nikon
Coolpix (ewk. 9) ko1 0 PLOKOG EOTICUOS TOV
o(oAglov, OOV drpopes aiBovsec Tov Gyoieiov
doKdoTnKaY Yo va emAgyel | mo KaTaAANAN
and ovvinkeg ewtos. Téhoc M pwtoyphenon
&ywve pe kivnon tov padnm yopw omd to Béua 1
LLE TEPIOTPEPOUEVO TPOATECAKL. Ewova 9

2.2.1. Aqmovpyio povréhov oto 3DFZefyr

H dwdwacio teprirappdvet ta akdiovba otdoo:

* Ewoyoyn tov eikdvov
*  Anuovpyio Tov apotov VEQOLS oNpEiDY

*  Anuovpyia Tov TO TLKVOD VEPOVS GTUEi®V
(ew. 10)

*  Anwovpyio Tov TAEYHOTOC.

* TIpocbnkn tov veov (eik. 11 - gk, 12) YRR TR

E&aymyn tov poviéhov Ewcova, 10

TN Sae—" e At ST
& R ;YTT ‘W‘.‘TT RSSO 2 i olaly ST

Ewodva 11 Ewova 12

2.2.2. Pwromoloyia - Retopology Ta@v povtédov

Mo va emrevyBel ovtd edKOAM Kol ypnyopa ypnoipomomdnke 1o mpdypapuo
instanmeshes (ew. 13). 1o mpdypoppa avtd emthéyovpe apycd quads (tetpdymvo
avti ywo tplyova amo to omoio. amoteieital to poviéro). KabBopilovpe to moHG0
amAomomuévo Bélovpe va etvor ( dev KAVEL VO TO TOPOKAVOLUE YioTi YOAVETOL



yeouetpio). tn cvveyeio matdue to solve uia popd 6mov kabopiloviar o1 poég Twv
OKUMV KO (ol OEVTEPN Y10 TV TOPAYOYT TOV TETPAYOVOV TNG EMPAveLNS. 'Emeita
elpaote £TOHOL VAL EEAYOVLLE TO LOVTEAO.

To mpoPfinua givor 6tL pe ™ dadikacioo ovty £xovv yobel ot apykés VEEG KL £T01
npémel vo, ypnotlporon el ki éva tpito Tpdypappa énwg to blender yuo va ynbei n
avBevtikn ven oto véo povtéro. ‘Etot elodyovtotl ko ta dvo povtéra oto blender pe
AmOALTI COUTTOOTN, OEV HETOKIVOOUE KavEVa. Anpiovpyodpe Eva. UV Map yuo to vEo
HOVTEAO Kot TO Kavoupe unwrap (swc. 14). Téhog otn cuvéyelo eMAEYOLUE TO aPYLKO
LOVTELO, OTI] GLVEXELN TO OEDTEPO Kot UTopovE va kdvovpe bake tig vpég (textures).
Me avtd TOV TPOTO £YOVUE TNV OPYIKN VON GTO VEO OTAOTOINUEVO LOVIEAO DOTE VO
elval amAo0GTEPO KOt TTO EAAPPD.

Ewova 13 Ewova 14

2.2.3. Avaptnon povréAmv 610 0100iKTVO

Mo va propécovv va avaptBovv to poviélo 610 Aladiktvo vrdpyel pio TAn0dpa
gpappoymv omwg to sketchfab, Altizure k.a. ‘Etotl og mpmdtn @don dnpoocievtnkay to
novtélo tov pobntov oto sketcfab, to omoio diver moAAéC duvatodOTNTEG Yo VO
eepevvnBel to kébe avtikeipevo. Iapammpndnke dpmg éva onuavtikd TpoPAnua to
omo{0 OPOPE GTO TPOTEVOUEVO LOVTELD TTOV TOPEYEL TO TPOYPOUULO CLTO KoL UITOPET
VoL unVv givar KotdAAnAa yio i ikpég nAkieg tov pofntdv tov Anpotikod (gik.15).

Movtélo Aiyo TpokANTIKO

Ewova 15

Enéybnke €to1 n Adom va ypnowonombei to addon tov Blender, Blend4web, to
omoio divel T dvvorotnto e€aywmyng tov poviédov ot html. ‘Etor pmopel va
dnuovpyndei avtiotoyo link and v oyolikn otocerida mov odnyel oto 3D



povtérlo. Me avtd tov Tpomo dnmpovpyndnke Aooypoeikn €kBeon pe To LOVTEAD TV
pontov, pe T Toyvioon dpactnpudtnte vo. avakoAvyer o Beatng to 3D
OVTIKEILEVOL. H ékbeon etvan dlaBéotun otV 10TOGEAIDN:
https://digiartschool.webnode.gr/laografia/.

3. Zopunepdopato

Méoca amd 1 PProypaeikny €pguva Kot T YopToypdenon Tov mediov NG
QOTOYpApUETpiaG emonuavinkKe 1 TANODPA AOYIGHIK®OV TOL LIAPYOLY CNLEPO Y10l
va KohOyouv kabe avaykn. H eEEMEN toug €xel Pondnoel dote M GLYKEKPLUEV
TeEYVIKN va umopel va glval a&tomomoiun kot omd un €wwovs. H emdoynq tov
KATAAANAOV AoYiopkol Toilel KaBopioTikd pOAO GTO TEMKO OTOTEAEGLOL.

H gpotoypappetpio diver ) dvvatdTNTo ONMovpyiag moAD ypiyopo LOVTEA®Y TOV
umopel va Emapvay apketd ypovo He TNV KAAGIKY Tpiodidotatn oyediaon. Amodidet
TO HOVTELO UE HEYOAN OKPIBEl OTN AEMTOUEPELN, OTAV EXOVV YiVEL GOGTA 01 ANYELG
TOV EIKOVOV KOOGS Kol TNV ouidevon Tov oAl Kot TiG VEEG Tov. Opmg ta povtéia
oL TOPAyovTal VOl OPKETE OYKMON Kol e TPIY®OVO, KATL TOV gV OEVKOAVVEL GE
nepBairovia Tpaypatikov xpovov. [ avtd to Adyo n dwdikacio g prtomoroyiag
elval ToAd onUavTIKY Kot KaBopioTikn yio va puOcTel 1 ToOToA0Yio MCTE TO LOVTEAO
va gival mo dwoyelpicyo 66ov apopd 6To BEHa OYKov Kol Tn AEITOLPYIKOTNTO TOV
animation oe mepiBdAlovta mpayuatikod ypovov kar gaming. Ilpoypdupota
prtonoloyiag 6nwg to Instantmeshes uropodv va 1o exttdyovy avtd £OKOA, YPIyopQ
Kot amodotikd. Emiong diveron m dvvatdmta va emavavoatonofetnfodv ot apyikég
VEEG 010 €KkdoToTE HOVIEAO ¢gite o mpoypaupato 3D oyedloong eite ota

TPOYPALLLOTO POTOYPOUUETPLOC.

Ye ovomapoaotdoel; 0G0 TO OLVATO TO  MOTEG OVIIKEWWEVAOV  TOMTICTIKNG
KAnpovoudg, m oakpifeldr Tov pOVIELOL TOL TAPAYEL TO AOYIGHKO Tailgl TOAVD
onuavtikd poro. O ypdvoc mov pmopet va eEotkovoundei eivan évag mold Kpioyog
napdyovtas. TéLog ot ydpor 6tovg omoiovg yivetor 1 QTOYpdenom, ONMOS T
povoeia, etvor yepdtor yvarddeg ond Prrpiveg kot dAia otoryeio. [a tovg Adyovg
KOANG amddoong oe Ola ta mapomdveo (ntiuata to Reality Capture kpibnke mo
KOTAAANAO GTN GLYKEKPUEVT EPYOCIO OGOV OQOPE OTNV  EXAYYEALOTIKY YPNON TNG
ootoypoppetpiog. And 6An m dSadikoasio a&lomoinong TG POTOYPUUUETPIOG Yio
Topaymyn HoviEhwv amd ovtikeipevo Aaikhg Téyvng oe povoeio, mov kdmowo amwod
avTd etvar 11UTEPMG TOAVTAOKO OGS Ol POPECIEG, TO GLYKEKPUUEVO TPOYPOLLLLLOL
amodElyTNKE €va. ONUOVTIKO KOl TOYVTOTO £PYUAEi0 OV pmopel v emitayOvel ™
ocvvolkn Swdwaocic. H ootoypoppetpioc ¢ motdg avamopoymyds g
npaypoatikétntag kot M 3D oxedloon g epyoreio Ompovpyiag, Hmopovv  vo
OLVTEAEGOVY TNV ONUoLPYiet dPOCTNPOTHTMOV TOV EVIGYVOLV T OEGUEVCT] TOL
oK, TNV omOKTNON VENS YVAOGONS KOl Vo, SMGOVY KiviTpo Yo TV avalntnon vEog.

Ymv mepintoon ypnong g nebddov G OTOYPOUUETPIOG OTO GYOAEI0 TOAD
onuavTikn givar n evypnotio Kabmg Ko n ErevBepr 61640eom Tov mpoypappetos. IIpog
ALt TV Katevbuvon Eexmpioe 1 dPeGV £KO0GT TOV EMOYYEALOTIKOD TPOYPAUIOTOS
3DFzephyr. H pon ektéleonc Tmv evepysldv gival omAr Kot divel T duvatdTnta g
KATavOnong Tov TPOTOL AEITOLPYinG TV PUdtov TG QOTOYPUUUETPIOS Kol TNG
OTITIKNG OMEIKOVIONC TOV OMOTEAECUOTOC TNG KAOE pdong KabMG EVEXEL TOOOYMYIKT
a&lo. Télog divetar duvatdtTa AmToONKEVOTNG TOV AMOTEAECUATOG OE KAOE @dom pe



OKOTO T GLVEXLOT TNG OUOKAGING G GAAN YPOVIKTY GTIYUN KATL TOL SLEVKOAVVEL TN
pon g dbackariog pe faon T ddpkeln TNG SIOUKTIKNG DPOC.

SOUQOVO e TNV TTOO0Y®YIKN OlACTACT TNG QOTOYPOUUETPIOG TO OPEAN Oomd T
YPAON NG otV TAEN MTAV  TOAVTAELPO YO TOVG HoONTEG. ATO TV o pePLd
KOTOVON OOV T1 OO TMV TPLGOACTUTOV HOVTEA®MY KOl YVAOPIoHV TNV TEXVIKY NG
QOTOYPOUUETPiOG, omd TNV GAAN pepld A1ToVpyNcoOV OHOSIKE OC EPEVVNTEG TNG
Adaixng Téyxvng kot Tapadoons, avidALaEoV TANPOPOPIES KoL YVDGELS KOl TOPT YOOV
oLVEPYOTIKA éva KOO €pyo. Me tov Tpomo avtd gvaicOntomomdnkov ki €ytvav
apwyol otnv dwutnpnon g [Holrtiotikng KAnpovopudg. Exiong moAd onuavtikod sivon
ot vmp&e  evplitepn ouvvepyasio NG OYOMKNG KOWOTNTOS KOOMG Yloylddeg,
TOMTOVOEG Ko YOVELG evepyomomOnKay yioo TNV vrootNPEN Tov £PYOL TOV HobNTOV
KOl TOVG EUTMIGTELTNKAY TOAVTILO OTKOYEVELOKE KEUNALOL.
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