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O1 1V TEPOTNTES KAl 0L TPOOTTIKES EEEMENS TG OLUOIKAGIOG TNG
OTITIKOOKOVGTIKIG TOPAYM®YNS KOL TN|S Onuiovpyiag animation og mepifpairov
oevpopévng paypotikotntes (AII/XR) otnv emoyn TS TEXVNTIS VONUOGUVIG
(TN/AI)

Aapzpiv Tprpéria
Emotnpoviki Zvovepydtng, laAA
Itrivella@uniwa.gr

Abstract: This paper explores the intersection of Extended Reality (XR) technologies
and Artificial Intelligence (AI) within the context of contemporary audiovisual
production and animation creation. As XR environments—encompassing Virtual,
Augmented, and Mixed Reality—redefine the boundaries of immersive media, the
integration of Al reshapes creative workflows, narrative structures, and production
methodologies. This study identifies key transformations in XR-based animation, such
as Al-assisted character generation, procedural content creation, and personalized
interactivity. By analyzing case studies, technological frameworks, and current industry
trends, the paper highlights both the technical challenges and the artistic opportunities
that emerge in this rapidly evolving field of installations and video games. The
conclusion reflects on the future role of interdisciplinary collaboration, intelligent tools,
and human—machine co-creation in XR storytelling.

Key-words: Extended Reality (XR), Artificial Intelligence (AI), Audiovisual
Animation Production, Immersive Media, Interactive Narrative, Procedural
Generation, Creative Workflows, video games, installations.

Mepiinyn

Xe qUTNV TNV €pyacio S1lEPELVOVVTOL Ol SVVOAIKES TTOL TPOKVATOVY OO TN GUYKALOT|
™m¢ Atevpopévng Ipaypatuwcomrag (AII/XR) pe v Texvnt Nonpoosovn (TN/AI)
OTOV TOMED TNG GVYXPOVNG OMTIKOOKOVGTIKNG TOPOY®YNS Kol TNG Onpiovpyiog
animation. Kafd¢ n XR eumnepia petaoynuatiel Tic popeéc apnynong kot epfvoiong,
n Al emtaydvel Kot LTOUATOTOLEL JOIKAGIEG OTMG 1 ONUIOVPYIN YOPAKTP®V, T
TAPOYWYT TEPLEXOUEVOL KOL 1] TPOGOAPLOYN EUTEPLOV GTOV XpNoTn. To apBpo avariet
TIG TEXVOAOYIKEG, OPNYNUOTIKEG KOl oucONTIKEG EMMTOGES AVTOV TV eEeAiEemv,
TAPOLGLALOVTOG TOPASEYLLOTA EPYOV Kl EQAPLOYADV atd TN O1EBV| oKNVN 6TO TEST0
TOV E€YKATOOTACE®V Kol Tov Pivieo mayyviowdv. [dwitepn éueoon odivetor otig
ONUIOVPYIKEG POEG £PYOGIOG TOV SLOUOPPDOVOVTOL OO EPYUAEin TEXVNTNHG VONUOGHVNG,
KaB®OG KO OTIC TPOKANGELS TTOL OLVOKVTTTOLV Y10 TOVG OMpiovpyovs. H pedétn kotainyet
ot dwmiotwon Ott N peAloviikny avdmtuén e XR mapaywyng Oo Pacileton oe
SLEMOTNOVIKT] GLVEPYOGIa Kol 6TV 0El0moinon ¢ cuv-dnuovpyiog avOpmTov Kot

Hnyavig.

Aggarc-krewna: Awcvpopévn Ipaypatwomra (AIl), Texvnmm Nonpoovvn (TN),
Ontikoakovotikr [Mopaymyq Animation, Immersive media, Awdpactiky] apnynon,
procedural generation, creative workflows, eykatactdoeic, fivteo mayviota.



Ewaymym

H paydaio Tpoodog g tevoroyiag oTic apyés Tov 21ov atdva £yl 00NYNGEL TNV
avadvon oG VEAG ETOYNG Y10 TO LEGO EMKOVOVIOG KoL TH ONULoVPpYio TEPLEYOUEVOU.
H Awvpopévn Ipaypatikémra (AI/XR), mov evoopatdvel TIg TEQVOAOYIES NG
Ewoving [paypatikdémrag (VR), g Eravénuévng Ipaypatikdétmrag (AR) ko g
Mewetig [paypatikétnrog (MR), enavanpocsdiopilel Tov TpOTO e TOV 0010 TO KOO
OAMNAETIOPE e TNV a@NYNom, TV TANPoeopia Kot TV yoyoywyio (Milgram &
Kishino, 1994; Craig & Georgieva, 2021). Iapdriinio, n paydaio €£EMEN NG
Teyvnmg Nompoovvng (TN/AI) emupémer  véeg HOPPEG  OLTOUOTOTOINGNG,
eCatouikevong Kot ONUIOVPYIKNG LIOCTNPIENS, Ol omoieg emnpedlovv Aueca TN
JdKaciot TG OMTIKOOKOVOTIKNG TOPAY®YNG KOl EOIKOTEPA TNG EUYOYOONG
(animation) o€ dradpacTiKd Kot pPvbioTiKd TeptPdilovra.

H evoopdtoon g Al oty napaywyn nepiexopévou dev meplopiletor pdvo oe TeXVIKES
TTUYES, OGS 1 TayEln LOVTEAOTOINOT XOPAKTP®V, 1] GLVOETIKN dnpovPYic POV Kot
n ovtoépotn onddoon kivnong péow motion capture. Ileptlopfdver emiong v
alomoinon tov Al gpyoieiov otn OMuovpytkn Ayn amoedacewv, ot cvvleon
oevaplov kol ot ddpactiky| oxediaon sunepudv oe XR mepidriovta (Manovich,
2020; McDowell & Lee, 2023).

H o0levén avtdv tov texvoroyidv emeépet OepeMdOels aALAYEG OTIG TOPAOOGIOKES
POEG £PYOGLOG, VTOOEIKVVOVTOG TNV OVAYKY Yl EMAVATPOGOOPIGUO TOL POAOVL TOV
dMUovPYoL, TG OUAdNS TOPAYOYNS, GALL Kol TOV 1d0tov Tov Bgaty), 0 0mOi0g GLYVA
TAEOV avalapuPavel evepyd pOLO GTO AP yNLLOL.

Qg ek T0UTOL, TO POV APOBpPO eMyEPEl VO dlEPEVVNOEL TIS 1O1ATEPEG GLVONKEG TOV
TpokLITOVV amd TN cVYKAon TG XR kot g Al oty mapaywyn animation Kot GAA®V
HOPPAOV OTTTIKOAKOLGTIKOV Tepteyopévov. Eotidlel otic adhayég mov cuvieAovvTal 61O
OMUOVPYIKO Kot TEYVIKO TTEDT0, OTIG VEEC LOPPES QPN YN OTG TOL epavifovtatl, KabMG
KOl GTIG TPOOTTIKES TTOV OVOTYOVTOL Y10l TNV KOAMTEYVIKY] EKQPOCT| KO TNV TEYVOAOYIKN
kavotopio oto pEAAov. H avdivon Paciletar oe BipAoypapikn exiokdnnon, HEAETN
TEPUITAOCE®V KOL TOPATAPNON TOV CLYYPOVOV TACEWV ot Plopnyovia Ttov
OMNUOVPYIKOV TEXVOAOYIDV.

1. Ozopnriko [Miaicro

H pekétm g oldyypovng OMTIKOOKOLGTIKNG TOPAYMYNG OMOUTEL TPATA TN GOEN
Katavonon Tov Pacikdv evvoldv Tov cuvBEtovy 10 Vo depedivinon medio. Ot dpot
Awevpvuévy  Ipoyuonixotyra  (XR), Teyvnyry  Nowuoodvy  (Al),  animation,
OTTIKOGKOVOTIKY Topaywyl, KaBMG Kol 01 LOopPEG OTMG T immersive installations ko
ta video games, KaBopilovv Oyt LOVO TO TEXVOAOYIKO TANIGIO GAAG Kot TNV oeONTIKY
KOl EMKOIVOVINKT] SQUVAUIKY] TOV £PYOV.

O 6pog XR (Extended Reality) avoapépetot 6To pAGLHO TEYVOALOYLOV TOL EVEGMOUATHOVOLV
oTOl(El0 EIKOVIKOD KO TPAYUATIKOV TEPIPAALOVTOC HEGM YNPLOKNG ATEKOVIONG KOt
dwdpdoewv. [epthapfavet tnv Euwcovicn [paypatikdmra (VR), oty omoia o ypnog
Bubiletar mpwc oe Evav ynoetokd koouo: v Eravénuévn paypatikdétra (AR),
oTNV omoia YNkl oTotyelo ETIKOAVTTOVTIOL 6TO PUOIKO TEPPAALov: kot T Mew
[Mpaypoatucotnta (MR), oty omoio 0 UGIKOG KoL 0 YNELoKOS KOGHOG cuvovALovTot
LE TPOTOVG OV EMTPETOVY TNV apPidpoun aAinienidpaon (Milgram & Kishino, 1994;
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Craig & Georgieva, 2021). Ot XR epappoyég otvouv dtaitepn Eppaocn oty sufvbion,
oniaodn otn onuovpyio pag epmelpiog Katd v omoio 0 xpNotng ochdvetol Tapdv
Kol 0pa. EvEPYE 6TO TEPIPAALOV OPYNONG.

H Texvntm) Nonuoovvn meptypdeel 10 GLGTHUOTO TOV TPOGOUOUDVOVY YVAOGTIKES
Aertovpyieg OmwG M padnomn, M AMyn onoPAcE®V, N AVUYVOPICT) TPOTVTMY Kol M
yvhAooowkr] katavonon (Russell & Norvig, 2020). Xtov topéa NG OMHOVPYIKNG
napoaywyns, N Al a&lomoeital oe TAN00g ePapLOYDV: amd TNV oLTOHATY dNpovpyio
animation yopoKTNP®V LE ¥PNON UNYOVIKNG ndOnong (machine learning) kot deepfake
TEYVIKAV, PEXPL TNV TOpay®YN TEPPAAAOVTOG e YEVETIKA HovTEAN Ommg Tot GANS 1
ta diffusion models (Goodfellow et al.,, 2014; Manovich, 2020). EmutAéov, n Al
EMTPEMEL TNV TPOGAPUOCUEVT] OPNYNOT GE TPAYUATIKO YPOVO, GOUPOVO UE TIC
EMA0YEG TOL YPNOTY, KATL TOoL Kobiotartal kpicio og XR epopproyés Kot d1adpacTikés
gumelpiec.

To animation opiletar ®g 1 dwadwkacio dnpovpyiog g yevdaicOnong e kivnong
HEG® TNG SLAO0YIKNG TPOPOANG OTATIKAOV EIKOVOV. XTO GUYYPOVO YNeLokd TepBAriov,
T0 animation emekteivetol amd TIC TOPUSOoIaKES Hopeég (2D, stop-motion) oe
TponyHEVEG TeXVIKES 3D yYpapikav, kivnon og Tpaypuatikd xpovo (real-time animation)
Kol aAAnAemopaotikd cvotfuate (Furniss, 2016). H évvola g onTikooKovoTikng
Tapoy®yNG TepAopBavel T onpovpyio Kot SloyEIpIon TEPLEYOUEVOL TOV GLVOLALEL
EIKOVOL KOl M0, EVOOUATOVOVTAG KIVINUATOYPAUPIKA, TNAEOTTIKA, SLOOIKTLOKEG Kot
dwdpaotikd péco. H mopoayoyn ovt) opyovoveror oe otddo (Tpomapoymyn,
TOPUYMOYT, LETATOPOY®YN) Ta oTtoio TAEOV avacynuatilovrol prlikd Adym g 16600V
g Al ko tv real-time teyvoroyumv XR (Lister et al., 2009).

Ta immersive installations &ivor HOpQEC KOAMTEYVIKNG £KOPOONG 1N WNOLOKNG
TAPoLGiooNG ToL TomofeTovV ToV Beatn péca og Eva dadPACTIKO, OTTIKOOKOVGTIKO
neptBdAlov, e otoxo T dnpovpyio Evrovng epPvdiong kot PopaTiKng EUTAOKNG
(Grau, 2003). Zuyva eveopatovouy texvoroyieg XR kot aeOntipeg kKivnong, emtog 1
nyov. Xe ovvovacpd pe Al teyvikés, avtég Ol €YKOTAOTAGES HTOPOLV Vo
TPOGaPUOLOVTOL OTIG EVEPYEIEC TOL XPNOTN N VO «OVTIOPOVV» GUVAICONUOTIKA OE
epebioparo.

Ta video games givot 5100pacTIKG YNOLOKE GLGTALLATE TOV GLVOLALOVY YPAPLKA, X0,
UNYOVIGHOUS TToLyVIMOOVS CUUTEPLPOPAS Kol apnynons. e mepifaiiovra XR, ta
oy vidla petacynuatiCoviot oe TOALOICONTNPLUKESG EUTELPIES e EVEDOUATT O1AdpaoT),
spatial audio kot aAAnAenidpaon Paciopévn oe PAEupa 1 vy (Murray, 2017). H Al
EMUTPENEL TN ONUIOVPYIOL TPOCUPUOGUEV®OV GEVOPI®V, TNV KiVon UN TOUKTIKOV
yopoktpov (NPCs) pe avtovopia, kot tn Suvopikny Sapdpemcn Tov Toyvidlov
avdioyoa pe tic emioyég tov moiktn (Eladhari & Mateas, 2009). H cvykiivovca
duvapukn avapecsa oe XR, Al kou game design koBiotd T video games 16yvpo HEGO

EKQPOOTNG, 0LPNYNONG KOl KOAAITEYVIKNG TEIPOUATIKNG TOPAYMOYNS.

Epbdcov amocapnviotnkav ot facikol 0pol, 6T0 16TOPIKO TANIGI0 1) dladtKacio TG
TOPOYOYNG OMTIKOOKOVGTIKOD TEPLEYOUEVOL aKOAOVONGE Lo YPOUUK dou HE
coQelg OKPITEG (QACELS: TPOTAPUYMYY|, TOPAYWOYT, HETOTAPOy®YY. 20T000, TO
animation Kot £101kd to 3D animation ennpedoTnKOV oo TEYVOLOYIEG OTMS O1 UNYOVES



YPOPIK®V TPOYLOTIKOD ¥pOVOL Kot 1 Texvnt) vonuoovvn (Al), pe armotéleouo tnv
emttdyvvon kot v eveMéio Tov Tapaywykov dtadikacwmv (Lister et al., 2009).

Ot 1eyvoroyieg XR amartodv ETOVOTPOGIOPIGUO TG 0P YNONG, KAODS 1 TOpad0s1oKN
mofntikn wapakolovdnon aviikodbictotor amd evepyn CLUUETOYN TOL Ypnotn. H
dtadpacn yivetor TupNVoS TNG EUTELPIOG, LE TOV ¥PNOTN Vo YiveTal Tavtdypova Beatng
Kol cuvonpuovpyos (Murray, 2017).

H ypnon unyoavov mpaypoticod ypovov énwg to Unreal Engine kot to Unity €yet
KaTooTeEl KEVIPIKN otV opaymyn XR wepieyopuévon. Avtég ot TAATPOPLES
EMTPEMOLY TAVTOYPOVY ONpovpyio animation, oknvobecsiag Kot aAAnAenidpaong,
LELDOVOVTOG TO KOGTOG Kot avEdvovtog tn onpovpyikn ehevbepia (Craig & Georgieva,
2021).

H ypnion Al motion capture kot volumetric video cupufdAiovyv otn peoAoTiKy
AVATOPAGTACT YOPUKTN POV Kot TEPPaALOVTOV. Ot TEXVOAOYiEG OVTEG EMTPETOVV
NV ToYOTEPN TAPOY®YN animation Kot TNV EVOOUATMOGT] PLUGIKAOV KIVICEDV KoL
ekQpaoenVv og Tpaypatikd ypdvo (Manovich, 2020).

2. Epgovntika gpotipoto

Ta epevvnTikd epoTHOTA TOL TPOKOTTOLV Eivarl APKETE, AALL AOY® EAAELYNG XDPOL
N epyacia avtn €0TdlEL GTA TLO OVGLMOON, TO OToin Elval Ta TAPAKAT®:

o Tlog petaoymuatifovrorl o1 poég epyaciog GTNV OMTIKOOKOVGTIKY| TOPOYMYT] KoL
TO animation He TNV EVemUAT®OON TeXVoroydV XR kot Al

e [loweg elvar ot OMUOLPYIKES KO OONYNUATIKEG SVVATOTNTES TOV TPOKVITTOLV
and v a&onoinon g Texvntig Nonpoosivng oe mepiPdAiovia H1EVPLUEVIC
TPOYUOTIKOTNTAG;

o [loweg eivon o1 mBavég perdovtikég eEediEelg otov Topén TG GLV-ONUoLPYiag
avOpomov—pnyovig (human—Al co-creation) oto wedio g XR epydymongc;

3. Epsgvvntuki) pebodoroyia

H pebodoroyikn mpooéyyion g mapovcas LEAETNG vl OLEPEVVITIKT KoL
EPUNVEVTIKN, [LE GTOYO TNV AVAALGT GUYYPOVOV TPAKTIKMV, EPYOAEI®V Kot
mopaderypudtomv mov oyetiCovtan pe tn xpnon XR kot Al omnv ontikookovoTikn
napoywyn. H pelém cvvovalet:

e  BiBMoypapikn emokonnon: AteEnydn cuoTUATIKY ETGKOTNON TNG d1EBVOVG
Broypapiag oe Bépata XR, Al animation, kot media art, pe épugaon og
EMOTNUOVIKA apBpa, TEXVIKES avapopég Kot Oempnrtikd Epya (Boell & Cecez-
Kecmanovic, 2015). H BifAoypapio cuvovdlel mpoceyyioelg amod Tig
TEXVOAOYIKES ETIGTNLES, TIC GTOVOEG LECWV, Kal TN Bewpio TEXVNS Kot
noAMTopoV. Emiong, emléyOnkav TPELS YOPUKTNPLOTIKES TEPUTTMOGELS (case
studies) epappoymv immersive XR mapoaywyng pe Al cuotuara:

e 'Epyo téyvnc (immersive installation) pe real-time Al narrative adaptation.

e Ilowyvidt XR pe adaptive Al-driven mepidiiov.



e Awdpaoctikd animation oe AR epoppoyn mov ypnoytonotel generative Al
tools.

Avtd ta £pya avaAvOnKay BAGEL TOV TAPAKATO TOPUUETPOV:

®  TEYVOLOYIKOV oyedtacpov (rendering, interaction, Al unyaviopot)
o Onuovpykng dadikaciog (Tapaywyn mepiexopévov, storytelling)
o cgumelpiag ypnot (eupvdion, copperoyn, avtidpacn)

4. H dwupdépemon TG OTTIKOUKOVOTIKNG Tapaymyns animation XR pe yprion Al

H evoopdtowon teyvoroyiwv Teyxvntig Nonmupoovvng (Al) ommv onTIKOOKOLGTIKY
TAPOY®YN Kol EOIKOTEPA GTOV TOUEN TOV animation og mepPdilovta Atevpopévng
[Mpaypoticotntog (XR) emeépet Oepelmdelg aArayég oTOvV TPOTO dNUovpYiag,
oXeO10G OV Kot dtavoung mepteyopévov. H yprion Al avaoymuatilet tn pon mapoywyng
(workflow), 51€0KOAVVEL TNV OVTOUATOTOINGT| EXAVIAAUPOVOUEV®V SLOOTKAGLOV KOl
onpovpyet véeg cuvOnKeg GuV-dNUIOVPYING LETAED aVOPOT®V Kot UNYavaV.

Y& mapadoctokd poviého animation, 1 dwadikacio meplapupdvel otad OT®G TO
storyboard, o layout, to keyframing, n kiviion yopaktHp®v, 0 ¢OTIGUOG KoL 1] TEAIKN
amodoon (rendering). Me v ewcaywynq mg Al opkerd and avtd ta otadw gite
avtopatonowovviol gite gumlovtiCovror pe €&vmva epyoareia. o moapdoetyua,
aryopOpor punyovikng pédnoncg (machine learning) emitpémovv v avayvoplon
TPOTOHT®V otV  avOpdOTIVY Kivnon kot T dnuovpyio PeoMOTIKIG animation
ooumepLpopds pe exdyiot avlpaomivn tapéupaon (Holden, Saito, & Komura, 2016).
Avrtictoya, cvomuata 6mmg to. GANs (Generative Adversarial Networks) 11 ta
diffusion models a&lomotovvrat yia tnv avtdpatn onpovpyio tepiparidviov, textures
Kol YOpoKTNpwV o€ Tpaypatikd ypdvo (Ramesh et al., 2022).

10 medio g XR, ot amoutnoglg 610popomolovvTol Kabmg T0 TEPIEXOUEVO TPEMEL VAL
elval dldpaoTIKO, YWPIKE CLVEKTIKO Kl Vo, Aertovpyel og mpaypatikd ypovo. H Al
cupPdArel oe avtd péoo amd texvikég real-time rendering optimization, adaptive
animation systems Kol ovVOADTIKO €PYOAEIQ TOL KATOYPBAPOLV TN GLUTEPLPOPA TOV
xpNotn kot mpoocappolovv dvvapukd v eumepia (Makantasis et al., 2021). T
wopadetypa, oe epappoyéc XR pe animated yapaxtipec, n Al propet va puOuilet v
EKQPOOT TPOCOMOV, TNV KATELOLVON TOL PAEUUATOG N TIG KIVIOELS GOUATOS O
andkpilomn ot emvi 1 ™ xepovopia tov ypnot (Cao et al., 2014).

Emniéov, n Al enttpémetl tnv T0TdYpOV ONOVPYIC TOAAATADY EKOOYDV EVOG £PYOV
(multi-variant generation), yeyovOog mov €vvoel TV OVATTLEN TPOCOTOTOMUEVDV
euneplov. Xe mepiPdriovro 6mwg 1o Unreal Engine v to Unity, n evoopdtmon
epyoreiov 0nmwg to MetaHuman Animator (Epic Games) kot Al-based performance
capture AOYIGHIKA £XEL EMTAYVVEL CNUOVTIKA TNV TOPOYOYIKT S0dIKAGIN, LEUDVOVTOG
10 KOGTOG Kot Tov ¥pdvo onpovpyiog (Epic Games, 2023).

Qo10G60, AVTN N TEYVOAOYIKT HeTdfaon dev elvarl pdvo epyalelokt) oALA Kot oueONTIKn
Kot Topaymyky. H duvvatomta tov Al cueTUdToOv vo «TpoTEVOUVY GTUA, YPOLOTOL
N EKEPUCTIKEG LOPPEG BETEL VEEC EPMTNGELS Yo TN ONUIOVPYIKN 1O10KTNGI0 KOl TOV
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pOA0 TOL ONUoLVPYOL. Avti Yo Evav "oknvoBEt" mov eAEyyel amdAvta TO £pyo, TO
TPOPIA TOL ONOVPYOL peTaoyNUaTileTal 68 EMPEANTH-CLVILOUOPPWTY| (curator—co-
creator) g eumepiag (Manovich, 2018).

Yvvoyilovtag, n Al dev avTikaB10Td amAdg Epyacieg 6To animation Kot GTNV TOPAy®Yn
XR: 11 avaocvvOétel, mpoteivoviog €vo vPpdtkd pHoviélo Topaymyng OTOL TO
OMUOLPYIKO Kol TO TEXVIKO oTotyelo eumAékovtal opyavikd. H mapaywyn animation oe
XR mepipdriovta StopopPaveTol TAEOV G pio S10dKacior SLVOUIKAG CLUVOTTAPENG
avOpOTIVNG ONUIOVPYIKOTNTOS KOl DVTOAOYIGTIKNG OVTOVOUING, ovolyovTog Tov OpOUo
Y10 VEEG LOPPES OTTIKOOKOVGTIKTG EKPPOONG.

5. Ovwwtepotreg TG onuovpyiog animation XR o€ oyéon pe v agiynon,
N dnuovpyio Kot TNV aAlnieniopaon

H dnpiovpyio animation og mepipdArovia Atevpopévng Ipaypatikétnrog (XR)
petacynuotilel plikd TG mopadOGIOKES APNYNUATIKES dOUES, TNV KOAAITEYVIKI
dwdwacio Kot T ox€on TOL KOWoL UE TO £pY0. X& avtifeon HE TIG YPOLUIKES
APNYNOELS TOV KIVNUATOYPAPOL 1 NG ThAedpaons, to animation XR emifPdAdet
TOAVKEVTPIKES, OLOOPUCTIKEG KOl GUYVA AVOIKTEG apnyYNoELS (open narratives), ot
omoieg O1OLOPPDVOVTOL GO TNV TAPOLGIN KOt TIG ETAOYEG TOV XPNGTN OTO YWPIKO
nepPairov (Murray, 2017).

H Baocwkn wiutepdtta o XR animation €ykettal otnv a@nynuatiky eppodion
(narrative immersion), 6ov o ¥pGTNG eV TOPAKOAOVOEL ATADS TNV 1GTOPiaL OAA
mv Puovel o¢ evepyd vrokeipevo. H Texvntm Nonpoovvn (Al) evieyvel avtr| ™
duvatdtto, EmMTPEMOVTOG TN ONovpyio apnynoewv mov mpocsapudlovtan
SLVOUIKE OTN GLUTEPLPOPA N TIC AVTIOPAGELS TOV Beatr) pécw punyoavicudv adaptive
storytelling (Swartout et al., 2006). Eva Al-driven XR animation propet va aAAG gL
TOV J10A0Y0, TNV TAOKT 1} TNV €KPaon avdAoya e TIG AAANAETIOPAGELS TOV PO
pe ta ototyeia Tov mepParirovtoc, kabiotdvtag ke epmelpio pLovadikn.

210 Ompovpyiko eminedo, n Al Aertovpyet oyt poVO g epyareio emTdyvvong g
TAPOYOYNG, OAADL KOL ®G OCLV-ONUIOVPYOS: GULUUETEYEL OTOV  GYEOLOGUO
YOPOKTNP®V, ©TN o0vOEo TOL OKNVIKOV, OKOUN Kol ot Oopdpemon
cuvasOnuotikedv Tovev 1N Bspotikev potifov. H yevetikn texynt) vonpocvvn
(Generative Al), péow epyoreiov Onwg to text-to-animation 1 to voice-driven
animation systems, EMTPENEL TNV AUEST 0MOO0GT GEVOPIMV GE OMTIKOOKOVOTIKES
aAAnlovyieg (Bai et al., 2023). 'Etotl, 1 onmovpywkn dtadikacio dev eivarl mia
OTOKAEIOTIKA ovOpdTIvY, 0AAG TPoidv ocuvvepyasiog HETAEL avOp®TOL Kot
alyopifuov.

H aAAnAenidopaon (interactivity) amotelel emiong kpioun napauetpo. To animation
o010 XR dev mepropiletar omnv modnTIKn TOpATPNON CALL OTOLTEL T GUUUETOYN

TOV YPNOTN HECH KIWNOE®V, YEPOVOUIDYV, QOVING N aKOUO Kot BlOHETPIK®V
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onuatov. H Al a&lomoteitar yio v avayvdpion ovTOV TOV ONUATOV Kol TN
LETAPPOOT TOVG GE AVTIOTOXES AVTIOPACELS TOV CLGTHUATOG — EITE MG OAAAYES
otV aenynon, &ite wg emeuPdoelg oto 1010 To animated mwepiPairov (Cipresso,
Giglioli, Raya, & Riva, 2018).

"Eva yopaktpiotikd mapdostypa eivor n avamtoén Al-avatar systems, to omoio oyt
UOVO OAANAETOPOVY PEOMOTIKG UE TOV YPNOTY, OAAL Kol TPosapuolovv Tn
CLUTEPLPOPE KOt TNV EKPPOGT TOVS LE BACT TO cuVIGONUOTIKO TPOPIA TOL BeaT).
Me avtév tov tpdémo, To animation XR yivetor cvvarcOnuotikd €Evmvo
(emotionally intelligent), onpovpy®vtag o o TAOVCLN Kot PIOHOTIKY EUTEpi

apnynong.

Emumiéov, 1 aAloyn and 10 «mhaicto 006vng» oto mepiPaiiov wg oknvy (spatial
storytelling) @épvel Tov ONUOVPYO OVIIUETONO LE VEEG TPOKANGELS: 1| OO YNON
TPEMEL VO KATOOKELALETOL Ol LOVO GTOV XpOVo, aAAd Kot otov ydpo. O Beatng
propet va eotidlel Omov emAEEEL EMOUEVWGS, 1| TANPOPOPia TPETEL VO SLOVEUETOL
TOALOTTALL, TTOAVTPOTTIKA KO VO Tapapével vonpatikd cvuvektikn (Dooley, 2020).

Yvvolkd, mn Omuovpyla animation oe XR pe Al emexteivel ta Opla g
TAPOdOCLOKNG AP YNONG Kot NG oxéons Beati-onuovpyod. Anovpyel éva véo
aeNYNUOTIKO KaOEGTMS, OTTOV 1 16TOoPio TPOKLATEL MG GLVEXNG dLAdpacT HETAED
VIOKEEVOD, TEYVOAOYinG Kot TEPPAAAOVTOC, OvadIAPOPP®VOVTOS OYt LOVO TO
TEPLEYOUEVO OALA KO TNV EVVOLOL TNG KEUTELPLOCY.

6. Ov mpoonTikEg 6T TOPAYWY KOl ot onuovpyio animation XR otnv emoyn
¢ TN /Al

H &icodog g Teyvntig Nonuoovvng (TN/AI) otV OnTIKOAKOLGTIKY OMpiovpyic
avadlopopeavel pilikd to pEAAOV NG mopay®yng animation ce mepiPdAiovia
Atevpopévng Tlpaypatikdmrog (XR). Ouv egehilelg avtéc dev mepropilovion oty
OLTOLLOTOTTOINGT LVILAPYOVCDOV EPYUCLDY, OAAN ETEKTEIVOVTIOL GTN LETOUOPPMOOT) TOV
010V TV EVVOLOV TNG ONUIOLPYIKOTNTOGC, TNG ALGONTIKTG KO THG TPOSANYNG TOV £pYOV
téyvne. Ov mpoomtikég  daypdeovtal eVTLTOOloKES, kabmg ocvvovalovior n
TEYVOAOYIKT TPOOOOG UE TNV ALEAVOLEVT] WPILOTNTO TV ONUIOVPYIKAOV aAyopiOumy.

Mia Baocikr tdon elvar n adénon g aVTOVORIS TOV GLGTNUATOV TOPAYWOYNG, TOV
EMTPEMEL TNV VAOTOINGN cLVOETOV EpymV pe WIKPOTEPES OUAOES TAPUYMOYNG N KO
pepovopévoug dnpovpyovs. Epyaieia Al 0nwg to RunwayML, Pika Labs, Y\ Kaiber
EMTPEMOVY GE EVOV KOAALTEXVN VO ONUIOLPYNOEL animation GKNVEG, YOPOKTPES KOt
aKOUN KOU OAOKANPO aQNYNUOTIKA cevhplo e Pdaon @uoiky yAdooo (text-to-
animation) (Yang et al., 2023). Xe ocvvovoaouo pe XR engines 6nwg Unity 1| Unreal
Engine, ot onpovpyol pmopodv vo mopdyovv dadpacTikd £pyc pe LYynAod Pabuod
TPOGUPUOCTIKOTNTAG KOl oGO TIKNG TO1OTNTOG.

Mua 8€0tEPN KOBOPIGTIKY TPOOTTIKY| ApOpd TNV Tposmmomoinot (personalization) tov
nepleyopévov. Me tn Ponbeie machine learning kot user analytics, ot eumeipieg
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animation og XR upmopodv va mpocapudlovior o€ TPAYHATIKO YPOVO  OTIC
CLVOCOMUOTIKEG 1| CLUTEPIPOPIKEG OVTIOPACEIS TOV YPNOTH. AVTH 1 SLVATOTNTO
avoiyel VEOLG OPOLOVE OTNV EKTOLOELON, TNV YLYOAOYID, TNV TEXVN KO TI SLOPTLIOT),
INUoVPYOVTOS TTEPEXOUEVO TTOV OV givol POVO S1a0PaCTIKO OAAL KOl GYECLOKO
(relational) (Lipschitz et al., 2022).

Emmiéov, ot Al teyvoloyieg dnovpyovv Tig BAGELS Y10 GUVEPYATIKG GLGTIUOTO GUV-
onuovpyiag  (co-creative  systems), Omov 0 AGvOpOTWOG KoL M UnNyYovn
aAAnrotpoodotovvial. O onpiovpydg AElTovpyel ©C EMPEANTAG KOl O1ELOLVTIC
vonuatog, v n Al mpoceépet emA0YEC, EVOALAKTIKEG QPN YNUATIKES KOTEVOVVOELG 1)
omtikég Avoelg (McCormack et al., 2019). Avtd 10 HOVTEAD «OMUOVPYIKNG
ouvepyaciog KaboTd TV Topoywyn animation o €LEMKTY Kol EVOEXOUEVOS TLO
ONUOKPATIKY, avoiyovTog TOV OPOLO GE dNUIOVPYOVG XWPIG TEYVIKES OEEIOTNTEC.

Yg TPOKTIKO €Minedo, o1 TPOoonTIKEG TEPIAaUPAvouy TV evowpdtoon tov Al-driven
XR eumepidyv 6€ gupOTEPES MOMTIGIKEG KO EUTOPIKEG TPAKTIKEG: EYKOTAGTAGELS
(installations), ekmoudevTIKES eQaprOYES, Youyaywyia, virtual art galleries, ynouokég
Beatpicéc mapactdoelc, kot video games véag yevids. H yprion g TN emtoydver v
TOPOYOYT CVTOV TOV LOPPOV KoL EXITPETEL TNV AVATTLEN VPPIIIKOV EpywV, Ta OToia
oLVOLALOVY TOAAATAEG LOPQPES APNYNONG Kol TEYVOAOYIKNG mpdsinyms (Slater &
Sanchez-Vives, 2016).

Qo1060, 01 ££eMEEIS AVTEG GLVOSEVOVTAL KO OO TPOKANGELS: 1 Nk xpron g Al
T CNTALOTOL TVELLOLTIKNG 110K TNGTOG KOt 1] OLLGPAALST) KAAMTEYVIKNG 0VOEVTIKOTNTOG
amoteAobV Kpiotuovg moapdyovteg. Ot TpoonTikeg eivat, AOUTOV, GLUVOPTACTIKEG OAANL
OTTOLTOVV OOPKY] OVOGTOYOOUO KOl SIOMOMTICUIKY TPOGEYYION GTNV AvATTLEN VE®V
HOVTEA®V TTOpOy®YNS.

H moapoywyn XR amoitel cuvepyacio peta&d dapopmv €0KOTHTOV: GKNVODET®OV,
OYEOOTAV EUTEPIOG, TPOYPUUUATIOTOV, animators kot pnyovikeov mnyov. H
dlemotnpovikdtnTa yiveton avaykaio cuvOnkn, evad véol podot Omwg o XR designer,
interaction director ko immersive producer gpaviCovrotl (Pimentel & Teixeira, 1995).

Ot ekmodeVTIKEG OOUES OQEIAOVY VO TPOGOPUOGTOVV, EVOMUATMOVOVTOS TPUKTIKY|
e€doknon oe XR mepifdidlovia kot kaAAepydvTag 0e£10TTeg OTWG 0 GYEOAGIOS Yo
TOAVOLGONTNPLOKT) EUTEPIO KOL 1] GUYYPAPT] UN-YPOLUIKNG OLPTYNOTG.

Yvvoyilovtag, n emoyn g TN petaoynuotiCer v mapaywyn animation XR og o
e€eMKTIKN O1001KOGT0 SUVOKTG OMovpyiag, 6oV 1 TexvoLoYia dev avTiKaO1GTH TOV
avOpomo oAAG Tov emekteivel, avolyovtag véovg opilovieg Yoo TO MG
avthoppavopoacte, Onuovpyodle Kol PuOVOVUE TO KIVOUUEVO ONTIKOOKOVGTIKO
TEPLEYOLEVO.

7. Kputikn avaivon ToOV Topiopdtoy TG £PEVVOS

H avéivon tov 181o1tepotTOV Kol TOV TPOOTTIK®Y TNg onpovpyiag animation XR
omv emoyn ™G Teyvmtig Nonpootvng (TN/AI) amokaAvmtel évav y®PO TOL
avanmTOGGETOL SUVOIKE Kol Plikd avadlopopP@VEL To. Oplol TNG OTTIKOOKOVGTIKNG
Topayoyns. Qotdco, mopd TIG EVILIMOOINKEG OLVOATOTNTEG TOL TPOCPEPOLV TO



ovyypovo epyoareioa TN, 1 onpovpyk| dadtkacion OV TAPAUEVEL YOPIG TPOKANCELS
KoL OpLpLonpiec.

[Ipdtov, evd n TN Aettovpyet ¢ EMTAYVVING TNG TAPAYDYNG KOL TNG TOAVTAOKOTITOG
TOV TTEPLEYOUEVOD, ONUOVPYOVVTOL EPOTHIATO YL TNV KAAATEYVIKT owOeVTIO KOt TOV
poOLo Tov dnpovpyov. H petdfaom and tov avOpdmivo EAeyyo otnv ahyoplOpiky cov-
onuovpyia eyeipel Bewpntikd CNTAHLATO GYETIKE LLE TN VOULLOTOINGT TS ONovpyiag,
TNV TPOTOTLTIO Kot TO Tvevpatikd dwkaiopo (McCormack et al., 2019). Ot dvvatdtnTeg
palIkNG Topoym®yng Tov TPOCEEPOLV T, epyaAeio text-to-animation 1 Al avatars
001 yovv o€ &vav véo «Blopnyavicpd» tov animation, 0 0woiog UTopel Vo AmEMNGEL TV
TOALTICUIKT] TOAVQ®VIO, KOt TY) LOVOOIKOTNTO TNG KOAATEXVIKNG POV,

Agvtepov, 1 texvoroyikn vodoun yia gumelpiec XR mapapével dvion, 1060 ®¢ Tpog
mv mpocPfacn 000 Kot ®G mpog TN yvoon ypnons. Ilapott n Al vmoéoyeton
EKONUOKPATICUO TNG TAPOY®YNG, 1 ONpovpyio VYNANG motdtntog animation XR
eEaxorovbel va amaitel yvoon epyareiov, texvikés de&1otnteg kot mOpovs. Emopévac,
N dvvotdtnTa aS10moiNCNS AVTMOV TV TEXVOAOYIDV TAPAUEVEL GCLYKEVIPMUEVT] GE Alya
KEVTPO KO ETOUPELES.

Tpitov, mapatmpeitar EXhenym BempnTikng cLYKPOTNONG Kot alcOnTIKNg KatehBuvong
omv taydtatn owdoon twv Al gpyadeiov. [ToAhd épya XR animation, av Kot
EVIVTIMOGLOKE OTTIKA, GLYVA TOPAUEVOVY ETITEON OC TPOG TO VOO 1) OITOTLYYAVOLV
va a&loToooVY OVGLOGTIKG TN SLVOTOTNTA TG XWPIKNG KOl SLOOPACTIKNG 0PN YNoNg
(Dooley, 2020). Avtd delyver v avdaykn yw. evioyvon g Oeopntikng Kot
aeNYNUHOTIKNG Tondeiag Tov dnuovpymv XR.

Téhog, tiBetan t0 {RTUa TG deovtoAoyiog Kot TG evBdVNG: M ypron PlopeTpikmdv
OedOUEVOV Y10 TPOGMTOTOINUEVT] aPTYNoT, 1 ONuovpyio avatar YopokTip®V HE
PEOALOTIKT] GLUTEPLPOPA Kot Ot aAYOpIOLol cuvausONUaTIKNG avdAvong emPBdArovv
VEQ EPOTILLOTO CYETIKA LLE TNV TPOCTAGIN TNG WOIWTIKOTNTOGC, TN YEPAYDYNON Kol TNV
ynoekn now.

8. Xvumépaopa

H evomoinon tov XR pe v Al, 1o Internet of Things (IoT) kot v vroloyioTik|
Opaor 0dnyel og o cVuvOeTeS, EEVTveG Kol Tpocwmomotnueveg epmelpies. IapdAinia,
1 Gvod0g TOV metaverse Kol TV AmTOKEVTPOUEVOV TAUTPOPLAOV ONLOVPYEL VEES ayOPEG
Kot ovaykes yuoo XR mepeyopevo (Ball, 2022).

H ewovikn mapaywyn (virtual production) kot 1 dtapkng Lei®oT TOL KOGTOLG Kot TOV
YPOVOL dnpovPYiag GNUETOO0TOVV TN ONUOKPATIKOTOINOT TG ONovpyiag animation
oe XR, emupémoviag kot o€ KpES opadeg M aveEdptnTovg dMUIOVPYOLS Vv
KOLVOTOUT|GOVV.

[T ovykexpuéva, 1 LEAETN TV cVYYPOVOV eEEAEEDV GTNV TTOpay®YN KOt dnpovpyio
animation XR pe ™ ypnion TN odnyei o€ té€ooepa facikd cuumepacoTo:



e H AI avaPaBuilet T dNpovpyKOTNTO KOt TPOSPEPEL VEEC LOPPEG QPN YNONG:
Méoa and adaptive Kot S100pacTIKA APNYNUOTIKE LOVTELQ, avoiyovTol OpOLot
Yo pia o Propotiky Kot eEaTopkevévn umelpio Tov animation.

¢ H mopaywyn animation XR yivetor mo mpocBaciun aAld Kot 1o mepimlokn:
Evo petdvovtol o teqvikd epumodia yoo TV 16000 dNovpymdv, 1 oieOnTikn
KO 0N YNUOTIKY] TOWOTNTA OonTel vEa EPYAAELDL, YVMDGELS KOl GUVEPYUTIES.

e H oyéon avBpomov kot Al aArdaler tov péro tov KaAltéyvn: O dnuovpydg
LETOTPEMETOL GE EMUEANTN, EKTALOELTH OAYOPIOUW®V Kot GYESOOTH SLOAOYIKOV
euneplov. H dnuovpykn dadtkacio yivetol ToAVKEVIPIKT Kot SUVOLKY.

o  Xpeldletar éva TAAIG10 NOKNG, TOAMTIGUKNG Kol KOAATEYVIKNG KatehBvvong:
H toysio e£€MEn twv te)vOAOYI®OV TPETEL VO GLVOSEVETOL OO BewPNTIKO
OVOGTOYOGLO, OEOVTOAOYIKN €miyveorn Kot ompEn G  KOAAMTEYVIKNG
exmoidgvomnge.

210 GUVOAO TOVG, TO. ELPNUATO VTOYPOUUILOVY TNV AVAYKN Yol [0 SIETIGTNHOVIKY
npocéyylon otn peAétn tov animation XR pe Al évag cvvdvacudg teyvoroyiog,
TéYvNG, Bempiog Tov pécmv kat erhocopiog g onovpyiog. Movo étotl Ba pmopéoet
10 medio va avBicel o¢ y®pog kowvotopioag, eievBepiog kot Pabiag moATIGHIKNG
onpaciog.
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