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Befoichvaw ont giuar o ovyypapéas avtig e epyooiog kar 0Tl kabe fonbeia v omoio giya yio THV
TPOETOIUATIO. THS EIVAL TANPWS AVAYVWPLOUEVY KOl aVOPEPETOL otV epyaoia. Emions, éxw kotoypdyet
TIC OTOIES THYES QO TIC OMOLEG EKOVO. YPHON OE0OUEVMYV, 10DV, EIKOVMV KOl KEIUEVOD, EITE QVTEG
avapépoviar okpifags eite apappaocuéves. Emmiéov, Pefaiodvm ot avth n Epyacio mpoETOUCTTIKE OO
EUEVOL TPOOWTIKG, EIOIKA (WG OMAMUOTIKY Epyaoia, oto Tunuo Mnyovikov TAnpopopixns koi
Hlextpovikav Zvomuadtwv tov ALIIA.E.

H mopoboa epyocio omotelei mvevpatixn 1doxtyoio s goitnipias  Poayxaron Tewpyios mov v
EKTOVHOE. 2T0 TAGLO10 THG TOATIKNG OVOIKTHS TPOTHOOHS, O GVYYPOPEAS/ONUIODPYOS EYWPEL 010 A1eBVEg
Tavemotiuio e EAGIOS ddeLa ypHong Tov JIKOIWUATOS OVATOPAYWDYHGS, OOVEIGUOD, TOPOVTIOCHS OTO
KOIVO KOl YWHPLOKNS 010y 0aNS THS EPYOTLag OV, ae NAEKTPOVIKN LOPPY KOl G OTTOL00NTOTE UEGO, Y10,
O100KTIKODG K01 EPEVVHTIKODS OKOTOVGS, avey aviaildyuatos. H avoikti mpoofiaon oto mAnpes keiuevo
NG EPYaociag, 0ev onuaivel ko’ 010VORTOTE TPOTO TOPOYWDPNCY OIKOLWUGTDV OLOVONTIKNG 1010KTHOTIOG
0V GUYYPAPER/ONUIOVPYOD, OVTE ETITPETEL TV OVOTOPOYDYY, OVOONUOGIEDTH, OVILYPOQPH, TWOANTH,
gumopikn ypron, olovoun, éxdooy, uetapoptwon (downloading), oviptyon (uploading), uetappooy,
TPOTOTOINON e OTOLOVONTOTE TPOTLO, TUNUOTIKG, 1] TEPIATTIKG THG EPYOTIOE, YWPIS TH PHTH TPONYOVUEVN
EYypPaYn GUVAIVESH TOD GVYYPOPYEQ/ONULODPYOD.

H éyxpion ¢ dumhopotikng epyaciog and 1o Tunua Mnyavikav [Tinpoeopikng kot Hiektpovikmv
Yvotudtev Tov Atebvoig Havemotnuiov g EALGSOG, dev vTOONADVEL ATAPOITHTMG KoL ATOSOYN TOV
OATOYEMV TOV GLYYPAPEX, EK LEPOVS Tov Tunpatog.



IIpoioyog

H mapovoa epyasio ekmovifnke 6to TAIGIO TG GVYYXPOVNG TEXVOLOYIKNG eEEMENG GTOV TOUEN TMV
SdpaCTIKMY GLOTNUATOV Kot €6TIALEL 6T dlEPEVVNON TNG AMTIKNG avadpaong Kat tng aictnong g
apng o€ ewovikd mepipariovia. H viomoinon Paciletar atn yprion obyypovev epyareiov avamtoéng
KOl ORTIKNG TeYVoAoYing, ouvovAlovTag He UNyovh YPOQEIKOV UE IO OTIK] GUGKELT UNYOVIKOD
Bpaylova, pe otdx0 T dMUovpyic. EVOC AETOVPYIKOD, KOTOVONTOD KOl EMEKTAGLUOV TEPALATIKOD
cvotipatos. Méoca amd v avdmntuén Kot v aloddynon JdpacTIKOV £QAPUOYAY, 1| EpYOcio
emyelpel va avadei&el Tov poOAo NG ATTIKNG AVASPOOoTG MG MEGO EVIGYVLONG TOL PEOAGHOD KoL TNG
guPubiong Tov ypnot oe YynelaKa TepPIrrlova.
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Iepiinyn

H mapovoa epyacio mpaypoatevetar v avamtuén evog Stodpactikod €Kovikoh TePPAAAOVTOC [E
amTIKY avadpaot, LE 6TOY0 TN dlepevlivnon TS aicOnong e aeng o€ EIKOVIKA TepIPAAAOvVTO PHEGH
GUYYPOVOV TEXVOLOYIOV Tpocopoimone. H viomoinon mpaypatonombnke pe tm xpnon e unyavng
ypapik®v Unreal Engine ce cuvovooud pe tov punyovikd Ppayiove 3D Systems Touch, o omoiog
eMUIPENEL oTOV YPNoTN v AapPdver amtikd gpebicpota Katd v oAANAERIOpOOT HE EKOVIKA
aVTIKEIIEVAL.

210 TAAIC10 TNG EPYNCINg GYEOIAGTNKE Kot avOmTTUYXONKE VOl GOVOAO TEWPUUATIKDY EMTES®V, KOOEVA
a6 To 0ol EOTIALEL OE SIUPOPETIKES TTUYEG TG AMTIKNG aAANAETidpaong. [TapdAinia, vAomomOnkay
Unyovicpol TAonynons, OAANAETIOPAONG KOl ONTIKNG avadpaons, kKabmg Kot cOoTNUE LEVOD Yd TN
Sloyeipion g pong TG eQapuOYIS.

Téhog, M epopupoyn o&loAoyndnke HE TN CUUUETOYN TPOYUATIKOV YPNOTMOV, EMITPETOVIOG TNV
AmOTIUNGT TNG YPNOTIKOTNTAG, TNG AETOVPYIKOTNTOC KOl TNG GUVOMKNG EUREPING OMTIKNG
aAANAETIOPACTG.



«Anuovpyia 3D ypa@iKdV Kot EUTAOVTIGUO TOVG UE OTTIKA

dedOUEVAY

(Synthesize a 3D environment with embedded systems for tactile

interaction)

«Payxdron 'eopyion

(Ragkatsi Georgia)

Abstract

This thesis focuses on the development of an interactive virtual environment with haptic feedback,
aiming to explore the sense of touch within virtual environments through modern simulation
technologies. The implementation was carried out using the Unreal Engine graphics engine in
combination with the 3D Systems Touch haptic device, which enables users to receive tactile feedback
while interacting with virtual objects.

Within the scope of the thesis, a set of experimental levels was designed and developed, each targeting
different aspects of haptic interaction. In parallel, navigation, interaction, and haptic feedback
mechanisms were implemented, along with a menu system that supports the overall flow and usability
of the application. Particular emphasis was placed on the correct handling of collisions and the consistent
integration of haptic responses within the virtual environment.

Finally, the application was evaluated through user testing with real participants, to assess the usability,
the functionality, and the overall quality of the haptic interaction experience. The results demonstrate
that the proposed system successfully supports meaningful haptic interaction and highlights the potential
of combining game engines with haptic technologies for interactive and educational applications.

vi



Evyoprotieg
®a NBela va evyapiomom Bepud Tov Kabnynt Lov Tov pov £dmace TV gvkapio va avardfo Kot va

TOPOVGIACH OVTO TO EPYO0 EVAOTIOV TOV TUNHOTOS. Ommg emiong Kot TNV 01KoYEVELD Kol TOVG GILoVvS LoV
7oV pe evldppuvay v cuveXicm To £pyo, 0G0 LEYAAN Kot v Ty 1) TPOKANOT).
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Anticn Teyvohoyio kot AvOpdOTIvn — YToloyloTiky AAMANAERidpaon

Kepdhiow 1o:  Antu Teyvoroyia kot AvOp@mivy — YTOAOYLOTIKY)
AMAemiopaon

1.1 Ewoayoym

H poydaio €EéMEn tov ynookodv TeXVOAOYIOV £xel 0ONYNOEL ot Onpovpyie oAoéva Kot 7o
PEOMOTIKAOV EKOVIKOV TePIPoridviov, To omola aflomotodviar 6 TANBMpa ePaploy®dV, OTMG M
EKTTAOEVOT|, M TPOCOHOIOT), 1 WTPIKT Kot 1) yoyaywoyia. [lapd tnv evivamciokn Tpdodo GTov TOUEN
TOV YPOQIKOV KOl TOV NYOV, 1 amovsio tng aicnong g agng meplopilel onuoviikd tov Paduod
euPobiong Kot T QLGIKOTNTA TG KAANAETIOPOOTG TOV XPNOTN LE TO YNolokod mepiPaiiov 1], [2].

H amtuc) teyvoroyia £pyetorl va KaAdyel ovtd 10 KEVO, ETTPEMOVTAS GTOV ¥PNGTN v AapPavel puoikd
gpebiopoTo KaTh TNV ETOEN LE EKOVIKY avTIKEIpEVA. MEo® TNG ATk g avadpaong, kabiototal Suvaty
1 TPOCOUOIMOT] WI0THTOV OTIMG 1) AVTIGTOOT), 1 ETLPAVELL KO 1] PLGTKT GUUTEPIPOPA TOV UVTIKEIUEVAY,
EVIGYVOVTAG OVGLOCTIKG TNV gumelpia aAAnAenidpaong [1], [2].

1.2  Azntun Avadpoon kor Ewkovikd Ilepifairovra

H oantwkn avddpoorn (haptic feedback) omotedel évav amd tovg Poacikdtepovg pPNYoVIGLODG
aAAnAeniopoong petald avOpOTOL KOl YNOOKOV GLUGTNUATOV, KOOMG emTpémel T UETAO0ON
a1sOnTPLOKOY TANPOPOPIOY oL oyeTilovtol pe v aicOnon g aeng [1], [2]. Ze avtibeon pe T1c
KAOGIKES OlEmMaPEg €16000V—eEO000V, 01 omoieg meplopilovtal KLPIG OTNV OMTIKY KOl OKOLGTIKY
TANPOQOPIQ, TO OTTIKE GUGTILOTA TPOCPEPOLY T1) SVVATOTNTO PLGIKNG CAANAETIOPAONG e EIKOVIKE
AVTIKEIUEVD, EVIGYVOVTOG TOV PEOAMGHO Kol TV aicOnomn eppvbiong [2].

270 TAQIGIO TOV EIKOVIKOV TEPPAALOVIOV, 1] OTTIKT OVASPOCT] YPTCLLOTOLEITAL Y10, TNV TPOGOUOI®GT)
WO10TNTOV OTWG 1) OVTIGTAGT), 1] ETAPT], 1 EMPAVELD KOL T OAANAETIOpaOT UE avTiKEipeva 6ToV ympo [1],
[2]. H tegyvoloyia avt) Ppiokel epappoyn o€ Toels OT®MG 1 EKTOIOELOT), M WTPIKT TPOGOUOIWST), M
QTOKOTAGTOCN, 1] Prounyaviky oyediaoT Kol 1) EXIGTNUOVIKT EPEVVA, OOV 1) KATAVONGT TG PUGIKNG
GLUTEPIPOPAS TV avVTIKEWEVDV givon Kpiown [3], [4].

H ovértoén ontikdv epoppoymv omottel Tov cLVOLOGHO AOYIGUIKOL VYNANG akpifelog kot
€Ee1d1kev LEVOL VAKOD, KAVOL Vo LETAPPALEL TIC YNOLokEG OAANAETIOpAcELS og antikd epebicpata [1],
[6]. H mporhinon €ykertatl otnv aKpip avTIGTOIYIoN TV VTOAOYICTIKOV HOVIEA®V UE TIC avOpOTIVEG
160N TNPLOKES OVTIAYELS, DOTE 1) EUTELPIO VO EIvaL KATAVONTN, PEAICTIKT Kot Agttovpyikn [2], [7].

1.3 Tegyvohoyieg Ilpooopoimong ko AvOpaomivy AAAnieriopaon

O oOyypoveg Teyvoloyieg mpocopoimong owdpapatilovy kabBoploTikdé poA0 o1 SLUHOPPMOT)
TPONYUEVOV  GUGTNUATOV  0vVOPOTIVIC—VOTOAOYIOTIKNG OAANAETidpaconc. Ot UnNyoveég yYpapiKov
TPOUYUATIKOV ¥POVOD ETLTPETOVY TN OTLOVPYI0 SUVOUIKADV KOl TOADTAOK®OV EIKOVIKOV TEPIPOALOVIDV,
OTO 01010 0 YPNOTNG WITOPEL VO OAANAETIOPA LUE OVTIKEIUEVE KOl GUGTAUATA LE PLGIKO TpOTO [1], [2].

H evooudtoon antikng avadpoaong o€ TETo1eg TAUTPOPUES EVIGYDEL CTLOVTIKG T PLopatikn eumelpio
TOV ¥PNOTN, KAODG 1) aAANAETIOpaioT dev TepLopileTal TAEOV GTNV TOPOTPNON, OALGL EXEKTEIVETAL GTNV
aicOnon g aeng [1], [2]. H mpocéyyion avty petatpénetl to eikovikd mepifdiiovia oe epyoleio
udbnong kol mepapaTicpod, emtpémoviag TV eEgpehivion €vvoldv Tov OVOKOAD WITOopolV va
a000000V LOVO UEC® OTTIKMY HECMV [5].
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Qc1000, N OVATTVEN TETOIOV EQUPLOYMY CLUVOOEVETAL OO TEYVIKEG KOl GYEOLNOTIKEG TPOKANCELS.
Amauteitor TPooekTKOG oYedoUOg TG OAANAETIOPAOTS, CWOOTN Olayelplon GLYKPOLGE®V KoL
GLYYPOVIGUOG UETAED OTTIKNG KOl OTIKNG TANpoopiag [6], [7]. H emtuyia evog amtikod GLGTHUATOG
e€aptatar o€ peydro Pabud amd ™ cuvoyn TOV ETUEPOVG GTOLXEI®V TOL Kal amd TOV TPOTO LE TOV
omoio avtd avrihappdvovtot ot tedkol yprotes [2], [7].

1.4 Xtoyo¢, Kivntpo ko Enpaocio tng Epyaciog

210%0C NG TOPOLGOS gpyaciag eivar M pekétn xor M viomoinom &vog Sl0dPACTIKOD EKOVIKOD
nep1PaAlovtog mov aSl0TOIEL OTIKY avAdPaoT], e OKOTTO T dlepevvnomn g aicnong g agpng oe
ynowka tepipdirovta[l], [2]. Mécm tng avAmTLENG TEPOUATIKOV S0TAEEDV KAl TNG EVOOUATMOONC
OTTIKNG GUGKELNG UNYavikoD Bpaylova, ETOMKETAL 1 KATAVONGT TOV TPOTOV LE TOV OO0 O XPTOTNG
avtihappdavetal, epunvevel kot dwupoponotel antikd epebiopata Katd v oAnAemidopacn Tov pe
gwovikd avtikeipeva [2], [7].

To kivnTpo Yo TNV EKTOVNOT TNG EPYOCIOG TPOKVTTEL OO TNV OLEAVOUEVT] OVAYKT EVOOUATMOGNC
TOALOCONTNPLOKAV HLOPE®V dAANAETIOpaoTG 0 GOYYpova eikovikd mepiBdAilovta [2], [7]. Tlapdtt ot
TEYVOLOYIEC OMTIKNG AVASPOOTG KOl Ol UNYOVEG YPOPIKMY £YOVV GNUEWDOEL oNUavTiKn eEEMEN, N
OTTOTEAEGUATIKT KOl OVGLOCTIKY 0.EI0TOINGT TOVG OMALTEL GUGTNUATIKO GYESIOCUO, TEPUUATIONO KOt
gumepkn aloroynon [5]. H amtikn aicOnon, o€ avtibeon pe v ONTIKN Kol TNV OKOLGTIKN,
TAPOoLGIALEl AVENUEVT] TOALTAOKOTNTA, YEYOVOS TOL KaBloTd avaykaio T UEAETN TNG OE PEAAOTIKA
Kol eheyydpeva mepBaAiovTa.

H onuocia g mapovoag epyaciog Eykettal 6tn obvoeom g 0empnTikng yvodong yOpm amd TNV oTTIKN
TEYVOLOYIOL LE TNV TPOKTIKY LVAOTOINGT €vOg Aettovpyikod cvothuatog [1], [2], [6]. Méca amd v
avanTLEN VOGS OAOKANPOUEVOD EIKOVIKOD YMPOL Kol TN OOKIUNA TOV OO TPOYUOTIKOVG XPNOTEG, N
gpyoocio GUUPEALEL GTNV KOTOVONON TV SUVOTOTHTOV Kol TMV TEPLOPIGUMV TNG OTTIKNG AVAdPAOT|S,
kaOdg Kot ot depevvnon ¢ ovuPoing g ot PeAtioon ¢ eumelpiog oAANAETIOpaoNC oE
EKTOOEVTIKEG KOl TTELPOUATIKES EQapuoyEg [2], [3], [7].

1.5 Eriloyog

210 TOPOV KEPAAULO TOPOVGLAGTNKE TO Be@pNTIKO KAl TEYVOAOYIKO vOPAOPO TNG ANTIKNG AvAdpacng
o€ €KoVIKA mepPdAlovta, KaBdS Kot To TAAIGI0 HECH GTO OmOi0 EVIOCOETAL 1) TAPOVCO EPYOTIaL.
Avadeiynke n onuocic ¢ aicOnong g aeng om Pertioon ¢ avOPOTIVIC—VTOAOYIGTIKNAG
aAANAemiopoong Kot SlaTLTOONKAY Ol GTOYXOL, TO KIVNTPO KoL 1) CNUAGIN TNG EPELVOC. XTO EMOUEVO
KePdAoo akolovBel  mapovoioon TV epyoreiny Kol TEYVOAOYLUDV OV ¥pNCILoTomOnKay yio tnv
vAoToiNnoN ToL EIKOVIKOD amTikoy TepPdArovtog [1], [2].
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Kepdiowo 20: 3D Systems kot Unreal Engine 4

2.1 3D Systems ko o pnyovikog Bpayiovac Touch

2.1.1 Ewoayoym

H 3D Systems givar pio omd TIC 1GTOPKOTEPEG KOl TAEOV KOWOTOUEG ETALPEIES GTOV YDPO TNG
podldotatng  texvoroylag. Idpvbnke 10 1986 oamd tov Chuck Hull, tov epevpétn g
otepeorBoypapiog (SLA), g mpdtng pebddov tpiodidotatng extinmong otov kocouo. ‘Extote, M
gtoipeion €yl avomtuybei oe maykOGUO MYETN OTOV TOMEN TNG TPooBeTikng Kotaokevng, 3D
povtehonoinong, Propunyovikod oxedlacpol, WIPKOV AVCE®V Kot Tponypévov  epyoieimv
mpocopoinong Kot eneEepyasiog TOATAOK®OV dedopévav. Méca 6g auTiv TNV TAOVGLO TEYVOLOYIKT
OIKOYEVELDL OVIKOUV KOl Ol GUOKEVEC OTTTIKNG OVAdPACNC, UE YOPUKTNPLOTIKOTEPO EKTPOS®TO TO 3D
Systems Touch [8], [9].

2.1.2 O Mnyoavikog ppayiovag

To 3D Systems Touch, yvootd kot g Geomagic Touch, anotehel éva Tponypévo GUGTNUO OTIKNG
dtemagng (haptic interface) to omoio emTpénel GTOV YPNOTN VO CAANAETIOPA LE EIKOVIKA TPIGOICTOTA
OVTIKEIIEVA HEC® EVOC UnyavikoD Ppayiova vynAng axpifeog Kot evog edikd oyedlaouévou stylus,
onwg anekoviletor otnv Ewodva 2.1. H cvokeun evempatover texvoloyieg avadpaong duvaung (force
feedback) mov kataypdeovv pe AemTOUEPEIN TIC KIVAGELS TOV YEPLOD KOl amodidovv eAeyYOLEVES
SuvapEels TPog TOV XPNOTI, TPOGOUOLDVOVTAG £TGL e PEOAIGUO TV aicOnom emapng, avtiotaong Kot
VONG TOV YNOLOIKOV OVTIKEWWEVOY. MEC® OVTAG TNG UNYOVIKNG Kol ATIKNG cuvépyelag, to Touch
Ka010TA SVVATH TNV UTTH AVOTAPACTOOT] EIKOVIKAOV EMQAVEIDY KOL VAIKOV, EXTPETOVTAG TV EUTEIPIKN
eepevdvnon Kot eneEepyacio TOVG GOV v ETPOKELTO Y10, TPAYUATIKE pLoKa avTikeipeva [8], [10].

Ewova 2.1: O Mnyovikdg Bpayiovag 3D Systems Touch [9]
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2.1.3 Asgurovpyia

O punyoviopog Aettovpyiog g antikng cvokevng Touch™ Bacileton o€ po apBpwo doun €& Babudv
glevBepiag, n omola emttpémel v akpipr| aviyvevon g BEomg Kot TOL TPOGAVATOAMGLLOV TG YPAPISOS
G€ TPUAYUOTIKO ¥pOVO HEG® LYNMANG EVkpivelag aetntpay, pe avaivorn mov vrepPaivet Ta 450 dpi.
Hopdrinia, n cvokevn dwabétel tpelg Pabuovg ehevbepiag oty avadpacr dVvVaung, a&loToIOVTOG
€101KOVG UNYAVIGUOUS TTOV 0oKOUV GTO ¥EPL TOL YpNotn eieyydueveg duvdpuels émg mepinov 3.3 N,
dnpovpymdvtag Vv aichnon LoIKOV OVIIGTAGE®V, GKANPOTNTAS, VOOV Kol Opldv GTO EKOVIKO
nepiPdAirov. To epyovouikd oTLAED, €EOMMOUEVO HE TPOYPOUUOATICOUEVO KOVUTLY, EVIGYVEL TOV
YEWPIOUO KOl TNV OAANAETIOPOCT, EVAO O GUUTAYNG Kol QIMKOG TPOG TO YPOUQPEio oxed0GUOG, GE
cuvovooud pe T obvdeon péow USB, Kabiotovv tn Guokevy] KOTOAANAN Y10 EXOYYEALOTIKES KoL
EKTALOEVTIKEG EQPAPLLOYES GTOVS TOUELS TNG TPLOOIACTATNG LOVTEAOTOINOTG, TOV GYESIGLOV KOl TNG
[Ipocopoiwong [8], [11].

[Mivaxag 2.1: [podiaypagés cuokevng Touch [9]

[podraypapéc Zvokevng Twég Inueioon
Xmpog praciag > 431 W x 348 H x 165 D Méyioto ’TplGSldG‘Ca”EO nedio ’
Avazpopoddtnong (Force mm Aertovpyiag oto omolo pmopei va
Feedback Workspace) Kveital n ypoeida

Avdivon ®éong (Nominal

Position Resolution) > 450 dpi (~ 0.055 mm) | AlKpLTIKT IKOVOTNTO OVIXVELGNC

Méyiom dOvaun (Maximum Méyiotn dOvaun amxtikn

33N

Exertable Force) avadpacn otr Béon avapopdg
Yvveyng dvvaun (Continuous > 0.88 N Avvaun mov pmopei va dratnpn et
Exertable Force) o€ LOKPA Ypnon
X axis > 1.26 N/ mm
Yrinpotnta (Stiffness) Y axis >2.31 N/mm YrAnpotnta katd dEova

Z axis > 1.02 N/mm

E&wtepicn unyavikn avtictaon

Tp1pn ki Backdri
pipn kivnong (Backdrive <0.26 N otav dev epapuoletal evepyd

Friction) .
duvaun

DOovopevn palo 6to drpo g
Adpavela (Inertia) ~45¢g GLOKEVNG, ennpealel v aicOnon
ghappdTTaC/EVKIVNGIOG

H ¢vowm neproyn mov
Amotonopa (Footprint) ~168 W x 203 D mm katoAapfavel n féon g
GUOKEVNG OE LU0l ETLPAVELD

Bapog (Weight) ~1.42 kg To kaBapd Papog Tg cLGKEVTG
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ITivakag 2.2: Artontoeig Zvompoatog [9]

Amoutioglg LuoTUOTOC

Ag1rovpyid cuoTnua 64-bit Windows 10 and 11

Intel i5 / 17, 5th Generation or greater
CPU, Minimum 2.5 GHz frequency

RAM 4GB

Minimum 256 MB VRAM (Install
the latest drivers)

Eneéepyaotng

Kapta ypagikdv

Xmpog ato dicko 512 MB

Avdlvon 006vng 1280 x 800 (Minimum)

®vpa USB 2.0/ 3.0 1 dwovopéag
USB mov vrrootpiler USB 2.0/ 3.0.
Atemapn (Interface) *XPNOYLOTOGTE PHOVO TO KAADOL0
USB A o¢ B mov mapéyeton omd v
3D Systems.

2.1.4 Eo@appoyn Tns 6vGKELNG

v wpaén, to 3D Systems Touch £yet a&lomoinbel ektevdg 6TOV TOUEN TNG YNPLOKNG LOVTEAOTTOINGTG
Kol TNG KOAATEYVIKNG YAVTITIKNG. X€ CLVOVAGUO e EEIOIKEVUEVO AOYIGUIKO, 1| GUGKELT EMTPETEL TV
TPOCOUOICT] VMKAV HE  OPOPETIK] TAUCTIKOTNTO, EMPOVEINKT] OKANPOTNTO Kol  LON,
S1EVKOAUVOVTAG £TGL TNV ENEEEPYUGIO OPYOVIKAOV KoL [T OPYOVIKAOV HOPQ®V e VYNAR Aerntopuépeta. O
YEWPIGUOG ToL Tpoopépel 0 Touch eivor onuovTikd wo @LGIKOS and eKElvov TV GLUPATIKMV
GLOKEVMV €10000V, OTMG TO TOVTIKL 1| TA YPAPIOTIKA tablets, emitpénoviag v avantuén cvvieTmv
TPLOOLACTATOV OVTIKEIUEVOV PE avuénuévn aiocOnon eléyyov [12], [13].

2.1.5 Xvvoeon pe pnyovi ypooukov kou [Mopadsiypota poppoyns s avamntoéng
GUOTIOTOS

H a&ia tov Touch avadeikvietarl axoun teplocoTEPO OTAV GLVOVACTEL LE UNYOVEG YPAPIKOV DVYNANG
motottog, 6mwg 1 Unreal Engine. H o0{evén avtdv tv 30O TEXVOLOYIOV ETITPEREL TN dNUIOVPYI
EKOVIKOV TEPIPOAAOVIOV OOV 1| OMTIKY TANPOQEOPic. GUVOOEVETAL GO OMTIKN AVATPOPOSOTNON,
avoiyovtag Tov 0pouo Y10, epapuoyé Tov Pacilovral oty aAAnAenidpacT avOpdOTOV—UNYavig oE Eva
eMimedo TOAD Mo KOVTA 6TN LOIKN TpaypotikotnTo [14], [15].

H obvéeon avtn Ppickel epapuoyn og moAlode topeic. o mopddetyua, otny WIPIKN EKTOidELON TO
Unreal Engine pmopel va, Tpocopoldoet 16to0e, dpyave 1 06td, eved to Touch enttpénel 6Tovg @ortntég
va a160avBody TNV TPAYUOTIKY 0vTioTaon Tov B0 CLVOVIOVGOV GE W0 XEWPOVPYIKT TTPAEn. Zn
POUTOTIKN KO TN UNYXOVIKH, O GUVOVAGUOG TV ODO0 TEYVOAOYIDV EMITPEMEL TNV TPUYUOTOTOINON
TPOGOLOIDCEMY GLVAPLOAOYNONG, OOV 0 ¥PNOTNG UIToPEl va doKIdceL T B€on Kot TV eQapUOYn
eEQPTNUATOV UE OTTIKT AVATPOPOSOTNON. ZTOV YMPO TNG YNPLUKNG YALTTIKNG, TOo Touch emitpénet pia
OLOIKN JOIKAGIN LOVIEAOTOINONG, OTOL 1 TEGT TOL EPUPUOLEL O ¥PNOTNG ETNPElel TNV
TAPOUOPO®CT TOL YNPLKOD VAIKOV pésa oto mepBdAiiov tng Unreal Engine [12], [13], [16].
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2.1.6 Xvpmnépoopa

[Iépa amd Tig emayyeApaticés epapuoyés, 1 texvoloyio avtn €xet wWwitepn a&io Kot 6TV €peuva NG
dtermapng avBpdmov—unyovis. To Unreal Engine mapéyel £éva mANpmg eAeyyOUEVO KOl OTTIKA APTLO
nepPdAirov doxymv, eved 10 3D Systems Touch 7poc@épel PeTpNOIUE KOl ETOVOANYILO OTTIKA
gpebiocpoto. AVt EMITPENEL GTOVE EPELVNTEG VO LEAETHGOVY TNV avOpdTIVY avtiAnymn g aene, ™
SLVAIKT TOV KIVIGE®VY KOl T1 GUUTEPLPOPE GE EKOVIKA TTepIPdiiovta pe peydin axpifewa [10], [13].

2.2 H pnyovi ypo@wov Unreal Engine 4.27

2.2.1 Ewoayoym

H Epic Games, 1 etaipeia wicw and v avamtuén tov Unreal Engine, 10p00nke to 1991 and tov Tim
Sweeney kot e€ediynke o€ vav amd TOVG CTUAVTIKOTEPOVS POPELG TEYVOLOYIKNG KavoTopiog 6TV
maykocpa Bropnyovio ynelokov tepteyopévov. [apdtt £yve evpémc yvmoTn HECH SNUOPIADY TITA®V
Bwreomayvidumv, 1 Kup1dTEPN GLUPOAT TNG APOPE TNV avarTLEN TG UNYovig Ypapkmv Unreal Engine,
N omoia &yel emnpedoet Pabid To mEdio TNG SLOOPACTIKNG OTEIKOVIONG, TNG EIKOVIKAG TPOYUATIKOTNTOS
K0l TOV OTTIKOOKOLGTIK®Y TeYvVoroylmV [15], [17].

2.2.2 Unreal Engine

To Unreal Engine, and v npdtn 100 gppdvion to 1998, e&eliybnke oe pia amd T1¢ To 0AOKANPOUEVES
KOl TEYVOAOYIKA TPONYUEVES UNYOVEG OVATTLENG SLOOPOCTIKMY EPOPUOYDYV, TPOGOUOUDCEDMYV KO
ynowkov teptParidvtov. Me kdbe véa £kdoon, 1 UNyovn EUTAOVTIGTNKE UE ETUTAEOV TEXVOAOYIKES
duvatotteg, wotdco 1 ogpd Unreal Engine 4 anotéhece onueio koumne, kabdg swonyayes po véa
OPYITEKTOVIKT OV VIOSTNPILEL VYNAO EMIMESO YPAPIKNG TIOTOTNTAG, TPOTYUEVH GUGTHLOTA PUGIKNG
Kol TOAOTAOKEG aAANAEMOPAOES 58 TPpayuaTikd ¥povo. Xapn ota cVuVOETH GUGTANATA POTIGUOV,
VAMK@V, animation kot Tpocopoimong, To Unreal Engine emxitpénet T onpovpyia EKOVIKOV KOGUWOV |UE
Babuod peaiicuov mov Tpoceyyilel TV TPAYUATIKOTNTO, TOGO GE EXIMESO OMTIKNG OIOd0GN G 0G0 KUl OE
eMInEDO AETOVPYIKTG SLUTEPLPOPES. O 0TdY0G TOV glval va TpocPEpet Eva TePPEALov avamTLENG IKavO
vo. VTooTNpigel TAOVGIES, SUOPACTIKES KOl VYNANG TOLOTNTOG EUNEIPIEG, EVOTOLOVTIOG TPOTYUEVEG
TEYVOLOYIEC GE £VO, GUVEKTIKO Kol EVEMKTO GUGTNUA TOPOUYDYNG YNOLoKoD Ttepleyopuévon [14].

2.2.3 Unreal Engine 4.27

H éxdoon 4.27 amotelel mpoidv pog pokpds eEeAktikng dtodikaciog mov Paciletol oe apyITEKTOVIKT
VYNNG anddoong kat eveMéiag. O mupnvag e Unyavis Exet oxedlootel doTE va a&lomotel TponyUEVES
TEYVIKEG POTICUOV, OKIOONG KOl OVOTOPAoTAONG DMK®MV, EMITPEMOVIOS TNV TOPOYDYN EIKOVOV UE
VYNAG Babpod peaiiopov. H vtostipién puoikng Tpocopoimong, KV HATIKOV GUGTIULATOV, SUVOUIKOV
QoOTIoU®V Kot volumetric rendering kabiotd ™ unyovy KATOAANAN TOGO YO YPOQIKE LYNANG
TOTOTNTOG 00O KOL YO GUOTNUOTO, 7OV  OmeltodV  axpiPn avamepdotacn mwePPaAlovIKOV
GUUTEPLPOPAV.

H tpéyovoa £kdoon, yapaktnpiletor exiong omd tn otadepdtnra Kot Ty @ptudtnTd T, o1 0Toieg sival
Kpioweg yo épyo HeyaAng KATpokaG kot yio akadnuaiky épevva. H mAnpng texunpioon, n evepyn
KowoTNTOo avanTuéng Kot 1 Sapkng vrootpién Kabiotovv 1o Unreal Engine éva aidmicto epyaieio
Yl TEPOUOTIKEG EPAPUOYES, 10IMG GE TOUEIG OTWG 1 POUTOTIKY, 1| TEXVNTN VONLOCUHVT], TO, EIKOVIKE
£PYOOTNPLOL KO TO GLGTAUATE, QLTOVOUNG TTAOTYNoNG. H duvatdmra avarnapaywnyng cbvletmv euoikmy



3DSystems kot Unreal Engine 4

QOLVOLLEVOV KoL 1] VUPATOTNTA e EEMTEPIKA GLOTHHATO OGO TAPOY TO KaB1GTOHV 1d10iTEPO YPNOLO
TNV £peLVNTIKN dpactnpdtnta [15], [17].

2.24 Tpoémor avamToéng KOOK,

210 Unreal Engine 4.27, n avantuén epoppoyanv faciletol o€ £vo vPpiotkd poviélo mov cuvovalel Tnv
TOPUSOCLOKT YADGGO TPOYPAUUOTIoHoD CH++ pe 1o omTikd cvotnua dnuovpyiog Aoyikng Blueprints
Visual Scripting. O cuvdévacpdc avtdg amoterel pia amd T1g kabopiotikotepes Kavotopieg tov Unreal
Engine, xafd¢ emtpénet v tavtdxpovn a&lomoinon g vynAng anddoong Kot TG EKPPUCTIKOTTOG
g C++ pe v gukoAia, TNV OTTIKOTNTO KO TNV apecdT T TV Blueprints.

H C++ Alettovpyel ©¢ 10 yopmAov emumédov Oepéhio g Unyovns, EMTPEMOVIOS TNV VAOTOINGM
moAbTAOK®V aAyopiBuwv, v dueon mpdofacm otn pviun Kot TN Onpovpyio dopdV VYNANG
amodotikotntac. H ypnom g mpoceépet ueydro Babud eAEYY0V EXAV® GTN GLUTEPIPOPA TNE UNYOVIS
Kol givol amopaitnTn Yoo EQUPUOYEC TOV AOLTOOY QVGTNPEG PEATIGTOTOMGELS, TPONYUEVES TEYVIKES
TEYVNTAG VONUOGUVNG, TPOCHPUOGUEVE QUOIKE pHoviéla 1 efedikevpévn dayeipion moépov. H
SuvatoTNTO LETAYADTTIONG TOL KMOWKO, EMTPENEL EMIONG TN HEYIOTN SUVATH TOYVTNTO EKTELECTG, KATL
7ov givol kpicyo og TEPIPAAAOVTA TPAYHATIKOD ¥POVOL OOV akOuUn kol WKPEG kabvuoTepnoelg
UTOPOvV VO, EXNPEAGOVY TNV OLOAOTNTA TNG EUTEPLNGC.

Avrtifeta, to Blueprints cuvictobv pior avdTEPOL EMTESOV SEMAPT ONTIKNG TPOYPOLUUATIGTIKNG
AOYIKNG, GTNV Omoiot 1 POT TOV EVIOADV OTOTVTAOVETOL WECEH OLOYPOUUATOV KOl GUVOEGEMV OVTL
YPOUU®Y KDOKO. H Tpocéyyion avth LELdVEL OPpOCTIKG TO YVMOGTIKO EUTOS10 Y10 TOVE O1IUOVPYOVG TOV
dgv d100étouy eKTETAPEVT] EUTEIPIO TPOYPOUNOTIOHOD, KAOMG emTpénel T yYpyopn OlOUOPPMOT)
GUUTEPLPOPDV, TNV TEPOUOTIKT S10dkacio Kot TV GUECT] TPOTOTOINGT TG AOYIKNG EVOG EPYOV YMPIG
v ovaykn petayAottione. Ta Blueprints givat idlaitepa yprioyio 6Tov Tp@TOTLTIKG GYESAGUO (rapid
prototyping), KaOmg eXITPENOVY T SOKIUN 1O0EDV GE TPAYHLOTIKO ¥POVO Kot T YpNyopn a&loAdynon g
AELTOVPYIKOTNTOG Y®PIG VO maLTEITOL GOVOETOG KMOKOC.

H ovvinOng pon d6unong evog £pyov yivetatl e LAOTOINGT TOL TVPNVA TG AlTovpYIKOTNTOG 68 CH+
Kol Ot CULVEXEWD 1 avamrTuén omd TIG AETTOUEPEIC GUUMEPLPOPES, TIG OAANAETIOPAGELS KoL TNV
TapapeTponoinon tov £pyov puécw Blueprints. To Unreal Engine emtpénet emiong, T onpovpyio C++
classes pe educd opicpata mov ekBETOVY CLYKEKPUIEVES LETAPANTEG, CLVOPTICELS Kot WOIOTNTES OTO
Blueprints, dnpovpymvtoag éva dadpactikd mepifdiiov 6mov m Aoy oe C++ tpogodotel Ta
Blueprints ywpic andieieg otny anddoon.

To vPpOKd avtd povrého £€xel yiver kaboplotikd otnv evpeia d1ddoon g unyovhg, kabmg
EVOOUATOVEL TOGO TNV 10Y0 T®V TOPASOCIOKADV TEYVIKAOV TPOYPUUUATICHOD DYNANG arnddoong 660 Kot
TN YPNOTIKOTNTU EVOC TPOGLTOD, OTTIKOL TePIariovtoc avamtuéng. H gveléio avt emttpénel otnv
éxdoon 4.27 vo elomnpetel évo eEulpeTikG PEYAAO €0POC EQUPLOYDV, ONO  ETOYYEMULOTIKG
PBwreomoyvidlo KOl KIVNUOTOYPOQIKY TOPOYDYH £0C EMGTNUOVIKEG TPOCOUOIDGCEL, EIKOVIKA
EPYOOTNPLO KOl EKTONOEVTIKA epyoleia[15].
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2.3 Enexktdoypo ko [pocOera (Plugins)

2.3.1 Ewoayoym

Ta antikd cvotpata, Tapdtt dev vrootnpilovial eyyevag amd tov Pacikd muprva s Unreal Engine,
puropobv va evempat®mBodv OTOTEAECUATIKA HECH TNG OPYLTEKTOVIKNG mpooBétwv (plugins), g
VTOSOUNG EI0OO0V GE TPAYLATIKO YPOVO KOl TNG EMEKTAGILOTNTOG TOL TPocPépeL 1] C++. Me tov T1pdmo
avtd Kabiotatal dvvotny 1 VAOTOINON OMTIKNG OAANAETIOPACNC, EMITPEMOVTOG OTOVG YPNOTEG vV
«ayyiCouv» kol vo yewpilovtal ynolakd aviikeipevo pEcH 01O €KOVIKO TEPPAAAOV, £VIGYDOVTOGC
oVGoTIKE ToV peaiond kot Tov Babud epfobong g eumepiog. H dnpiovpyio eedikevpévmv
pocBétmv Aettovpyel g dueon yépupo peta&d g Unreal Engine kol T@V OmTIKOV GUGKELDV,
EMTPEMOVTIOS GTOVG TPOYPUULOTIOTEG VO, EMEKTEIVOVY T OPLoL TNG oueONTNPLaKNG avadpaong Kal va
EVOOUATOGOLY TPONYUEVES LOPOES OMTIKNG TANPOQOpiog o€ d1adpacTikd ynotokd cvotriuota [18].

2.3.2 Efotopmkevpéves AnTikég Xvokevég Kot SDK Tpitov KoTaokevasTdV

H dwdicocio ovt cuvnibmg mepthapupdvel v aAAnAeniopaon pe 0okmta SDK wov dayepilovtan
TNV EMKOWVOVIN G€ YOUNAO EMITESO UE TO VAKO, TEPIAUUPAVOVTAG TNV OPYLIKOTOINGN TS GVGKEVNG, TN
HETAO0GT SLOVUGLATMOV SUVOUNG KOL TNV TEPLOJIKN avdyvaoon aictntipmv. To cuotnua tpochitmv g
Unreal emtpénel v evoopdtoon avtdv tov SDK og apbpdpata C++ mov evidocovtal 6to runtime
™mg unxovns. Moitg evempatwbodv, propovv va dnuiovpyndodv koépupor Blueprint 1 mpocappocuéva
components oV ekOETOVV TN AelTovpyKOTNTA 6TO TEPPAALOV 0MTIKOD TTpOYpappoTicpod g Unreal.
H aviyvevon cvykpovoemv, ot UoIKEG 1O10TNTEG Kol TO AMOTEAEGLOTO TPOGOUOIMGNG UTOPOLV VL
yxpMnoomonfovv duvapikd yio v kKafdodnynon g euneipiog antikng avadpaong [11], [19].

2.3.3 Znmpoto Amodoong ko [loivrhokétntog Enelepyaciog

H ermitevén pog oddAewme eUmEpiog OmTIKNG avASPOOTG OTOLTEL TPOGEKTIKN dtayeipion g
amodoonc. Ot duvatdmreg todlvvnuotikig eneéepyociog tng Unreal Engine enttpémovv tov dtoympiopd
oV BpOYoL avAdPAcNS SUVOUNG KOl TMV AEITOVPYLDY OVAYVOGCTS GUCKELNG GO TO VIILOTO 0Tdd00Mg
Kol AOYKNG oy vidtod. Avto Bonba oty amoeuyn draxonmv (jitter) kot kabvoteprcewv (latency), mov
givar Wwitepa emlnueg yo v otk ovtiAnym. To chomue aviyvevong cuykpoHGEDY TNS UNYXOVIS
umopei va enektofel dote vo mepLaUPAveEL TOPAUETPOVE VAIKDY QPUGIKNC—OTMOG CKANPOTNTO 1|
TPOYLTNTO—ITOL TANPOPOPOVV TN UNYOVY amOS0CNG AMTIKNG AvVAdPAoTG Yo TOV TPOTO TPOGOUOIMONG
g andkpong empavelns. Ta mopamdve péTpa dSac@ouAilovy OmTIKN PEAAIGTIKOTNTO EVA S10TPOVV
™V anoKplon o€ mpaypatikd ypdvo [13].

2.3.4 Avaopaon péom Amodoong kot Idtotirov Yakov

[Tépa amd ™ Quoikn Ko TV €i0000, oL omTikéG 1W10TNTEG 0mddoong otnv Unreal pmopodv va
YPNOILOTON OOV Y10 VO EVILEPDGOVY T1] GUUTEPLPOPA TNG OMTIKNG OvAdpaong. YAKE TOv OmTikd
eupaviovtor HOAOKE 1 EAOCTIKG PTOPOVV VO GUVOLOGTOLV UE YOUNAY OVTIOTOON 1 OLUKPITIKES
SOVNGELC, EVD YVOMGTEPES 1| AKOUTTEG ETPAVELEC UTOPEL VO TAPAYOVV OTTOKPLoT) EVTOVNC Kot 6Tafepng
dvvaunc. Avti 1 TOAVTPOTIKT) GUVOEST HETOED OTTIKNG MOTOTNTAS Kol QUGIKNG aicOnong evioyvet
TEPOLTEP® TO aicOnpa mapovoiog kot epPfvbiong tov yprotn [13].
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2.3.5 Xvpmepaocporta

Av ko1 Unreal Engine 4.27 dev mpoc@épet gyyevi] vmoosthpién Yo TponyUévn ATk ovadpact mépay
TOV YOPOKTNPIOTIKAOV oV Teptiapfdavovtal oto tpoétuma XR, dwobétel pia dpun ko e&opeticd
EMEKTAGIUN OPYLTEKTOVIKTY TOV UTOPEL VO TPOGAPUOGTEL GTNV EVOOUATMOCT| OTTIKNG TEXVOLOYING.

Eite mpoketton ylo mpocopoidoelg kat oyedinon EIKOVIKOV TP®MTOTOHTWOV, EITE Y10 Snuiovpyio epyaieiov
eknaidevong oe Quoikn oAAnAemidpacn, n Unreal Engine 4.27 omoteiel o woyvpn Kot a&ldomotn
punyovi v v avantoén cuotnudtov antikng avadpaong [15], [13].

2.4 Evoopdtoon tov 3DSystems Touch pe to Unreal Engine 4.27

2.4.1 Ewoayoym

H o¥vdeon g Unreal Engine pe to 3D Systems Touch amotelel éva yapaktmplotikd mopdadetypua
0AOKANPMOTG LETAED EVOG GUYYPOVOL YPOPIKOV engine Kot UoG GUGKEVTG OTTIKNG OVAOPUGTS VYNANG
axpifeag. O cLVIVAGHOG AVTOG ONOVPYEL EVOL OAOKANPOUEVO GUGTNLO EIKOVIKNG OAANAETIOpAOTC,
670 0Toio 0 YpNoTNG Oyl HOvo PAEmEL KOl Kiveital PEGO GE Evay YnouaKo y®po, aAAd TautdYpova
aro@avetar Ty dapén kat TG 1010TNTEG TV avTikeévov. H emkovovia uetald tov 600 texvoroyLdV
emTUYYAVETAL HEG® €101KOD AOYIGUIKOV, BBA0ONKOV Kol KATAAANA®Y SIETAPOV TOV EMLTPETOVY TOV
GUYYPOVIGUO TOV KIVI|CEMVY KoL TOV AMTIKOV SUVAUEDY GE Tpayratiko xpovo [8], [11], [14].

2.4.2 Tpoémog cvvdoeong

2.4.2.1 IIp6cOeta (Plugins)

H teyvucn dwaovvdeon Eexva and to OpenHaptics Toolkit, to onmoio amoterel to facikd API yuo v
avamntuén antikng Aettovpykdtrag oto 3D Systems Touch. To OpenHaptics mapéyel TpocPacn ota
dedopéva acnmpov, 6mwg n 0€om, 0 TPOGUVATOAIGUOC Kot 1 ToOTNTA TNG YPoPidag, Kadmg Kot
gpyoAreia ylo TNV QapUOYR SLVALEDV OVASPACTG.

To Unreal Engine 4.27, wg C+t+-Baciouévn unyovn pe apbpot opyLteKToviKY, TPOCOEPEL TANPN
vrootpign Yo avamtuén tpocsbitov kot dacvvoeon pe eEntepicd SDK 6mtmg to OpenHaptics.

H evoopdtoon tov antikdv GUGKELOV TPOYLOTOTOLEITAL HEGM TPOGOUPHOGHEV®V TPochétwv og C+,
oV nepintwon pag to HapticsDirect, Ta omoia cuvdéovy to SDK ¢ 6uGKeELNC e T unyavn, ekOETovv
TN AETovpyIKOTTA TG Héow Blueprints kot a&lomolodvv moivvnpatikn exeéepyacio yio v KGALY™
TOV DYNAD®V GLYVOTHT®V EVNUEPMOOTNG TOL ATOLTOLVTOL 00 antikd cvotiuata (500-1000 Hz). H
TPOCEYYIOT QVTH EMTPENEL TN dNpoVPYia exavoypnoipomomaoiumyv Actor Components Kot ETTUYYAVEL
VYNAEG ETIOOCELG.

To mpocheto evompatdveral TAnpmg otov Unreal Editor uéom tov mapabddpov Fab, digvkorbvovrog
L0 OULOAT] pOT} EPYOGTOC OKOUT KoL Y10, XpNoTeS Ympic eumetpio oe C++ [11], [18], (PA. [Tapaptnua A).

24.2.2  AgrrovpyikotnTa

Kotd v aAdnienidopoaon, to Unreal Engine Aettovpyel o¢ 1o mepifdilov mov dayepileton
YEOUETPIN, TO VAIKE, TOV POTICUO KoL TI] PUGIKT CUUTEPIPOPH TV OvTIKEHEVQOY. Otav 1 Ypapida Tov
Touch épyeton oe emoaen pe €va ovTIKEIEVO, I Unyovi VtoAoyilel To onpeio cOyKpovong, to Pdbog
dteiodvonc kot TV ovTidpaom ToV LAIKOD. XT1 GUVEXELN, LECH TOV AELTOVPYIOV TOL TpdcbeTtov (plugin),
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OTEAVEL OVTEC TIG TANPOPOPIEC TIGM GTI GVOKELT, 1| OTOLNL LE TN CEPA TN aoKe aviioToyn dvvapun
G710 Y£PL TOL XpNoTn. Me tov Tpdmo avtd dnpovpyeitol o anapaitntog Ppdyos avadpaong (feedback
loop), 0 01010G EMTPENEL TNV ATTIKY EVIUEPWOOT| GE TTPAYHOTIKO ¥podvo [10], [11].

2.4.2.3 Ilepropiopoi

[MopoTi T0 GVGTNUA TPOSPEPEL GNUAVTIKT EvEMELD, TAPOVGIALEL OPIGUEVOVG TTEPLOPIGUOVC, KVPIMS TNV
€€apnomn oL amd cLUPATO ATTIKO LAIKO Yo SOKLUES KOt 0vATTLUET, KAOMG Kal TO YEYOVOg OTL T ENioNUN
VROCTNPIEN 0POPA OTOKAEISTIKA TNV €kdoon 4.27, kdti mov umopel vo OmoTHoEl Yelpokiviteg
TPOCAPLOYES Yo veOdTEPES 1 TaAddTEPES £KOOGELS Tov Unreal Engine. Onwg eniong, yia t dokiun g
ATTIKNG OTOKPIGNG OTOLTEITOL 1] KOTAAANAT OITIKT) GUGKELT], 1 oTtoia Ba Tpémel va eival cuvdedepévn
Kol 6®OOTE PLOHGUEVT, VD eVOEXETAL VO AmOTOOVTOL EMMAEOV odnyol M| AOYIoKO €VOlApEDTg
dtaovvdeonc avdioya Le Tov KoTaokevaotn [8].

2.4.3 Anmtiogig Aoyiopikov kot PvOpiceig

2.4.3.1 Awodwkooia gykatdotacng SDK

I'a va pmopet va yiver ypnon tov unyavikov Bpayiova Ba mpénet va £yl mponynbei n eykaTdoToon TOV
anopaitntov Aoyicpkov (Drivers) dnwg opiletor amd v etarpia dtavopéa 3D Systems kot va Egovv
TpaypaTomoinoel ot amapaitnTol EAeYyOl LECH TNG OIETAPTG TOV SLOVOLEN DOTE O UNYOVIKOC Ppayiovag
va Kobiotatal TANP®G AETOVPYIKOG. META TNV 0AOKANP®GT] TNE APYIKOTOINGTG TOV 6TO GUGTNUA O
TPENEL VAL Yivel 1] GUVIEDN TG cuokeLvng pe to Unreal Engine. H Sadwcacio avt anottel va vrdpyet
gykoteomnuévn mn €kdoomn Unreal Engine 4.27 mov eivon ovpPary pe 1o mpdcheto (Plugin) g 3D
Systems.

Apykd B mpénet vo mpayporomomBel Anyn tov OpenHaptics SDK and v mlotedppa dravoung
nepleyopévov Fab oto tomucd cvomue. To SDK Ba mpémet pe v oelpd tov va gykatactadel otnv
unyoavn Unreal, po avtopotn dtadikacio wov ektereitol pécw tov cvotnudtov g Epic Games kot
dev yperdletan kamota €101k TapéuPact tov ypnotr, Omeg eaivetal oty Ewova 2.2.

Unreal Engine 4.27.2 Unreal Engine Plugins

HapticsDirect for Unreal Installed

2 HapticsDirect for Unreal
Install to Engine 4.27.0| Running
o

Close

Ewova 2.2: Eykotaotaon [Ipécbetov otn punyavr Unreal

Ta apyeia Tov Tpdcbetov ToToOeTOOVTAL 6TOV PaKeAo “UE 4.27\Engine\Plugins\Marketplace”, puéoa
ota apyeio g unyoaving. Me tov TpOmTo avTd 1 0PYIKOTOiNoT Kol GUVOEST TV dVO GUGTNUATOV £)YEL
oloxkAnpwOel. [Tapdia avtd, dev givor amdilvta Giyovpo O0TL T0 TPOcheTo Ba glvan avayvmpioio and
mv unyovny kabog n cvpPotomta eoptdtal ovotnpd omd TV akpipn Ekdoomn TG UNYevhig. XtV
npokeévn mepintmon 1o OpenHaptics SDK €yet dapopewbei e1dwkd yio tnv ékdoon 4.27.0 kot dgv
glvar cupPatod pe petayevéoTePEG VITOEKDOOGELG TG GEPAG 4.27, dnmg 1 Tpéyovca evepyn £kdoomn 4.27.2

(8], [11].
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2.4.3.2 IIpodmoBéoelg Avadlapdppmong

IMa v enilvon Tov TpoPfAnuatoc acvpupatotntog omarteiton 1 emavadiapopewon (reconfiguration)
tov OpenHaptics SDK dote va vroomnpiletor and v tpéyovca ékdoon tg unyovns. o v
avadnpovpyia evog tpocbetov (plugin) oe tpocappospévn (custom) £kdoon Tng LNy ovigG, To TpocheTo
opeilel vo Ol00éTeL TOV O1KO TOV TNYaio KMo - Tpovimdbeon mov wAnpoi to Tpdcheto 1o omoio
emdloKovpe vo avadnuovpynocovue (Re-Build). Onwg emiong, Oa wpémel va vdpyel eYKATEGTNUEVT
Kol 1 ékdoon Visual Studio pe v omoia éywve apykd n dapdpewon tov. I'ia to OpenHaptics givon
amopaitnto vo vrdpyel Tpogykatestnuévo to Visual Studio 2017 yw va propécet va tpaypatonowm el
N avadnuovpyia.

2.4.3.3 M£0060g Avadrapdpemong

H pébodoc mov akorovdndnie Eywve pe v ypnon tov Automation Tool kot givot TpakTikn Kupiwg yio
TPOGHETO TOL AVOTTOGGOVTOL KO SLUVELLOVTOL ATO TPITOVE KATUOKELAGTES, OYL EmioN o TPpOGOeT TNG
Epic Games, 1 ywo TpoécOeta mov dev davépovtal oe cvokevaouévn (packaged) popon poli pe ™
pnyovi [19]. Metd v oAokAnpmon tng S1odikaciog dnpovpyeital pio véa, TANP®SG ovVadooUUEVN
£xdoon tov Tpocbetov. To Tapayouevo tpocheto mepiiapfavel OAa To amapaitnta binaries kot apyeio
7oV €Yovv avomtuydel €101KA Yo TNV £K600T TG UNYavig TToL ypnoiporodnke. To televtaio oTdd0
Yo TNV oAoKANpwor Tng dwdikaciog ovadnuovpylag eivor vo avtikataotafovv to apyeio Tov
TPOGHETOL amd TA VEQ AVOSOUNUEVE APYELD GTOV ECOTEPIKO PAKELD TPOGHET®V TNG Unyovne. Mol
0AoKANPmOEL N avTIKOTAGTOGN, TO TPOGHETO Elvar ETOYO TPOG XPNOT Kot avayvepileTal Kavovike amd
tov Unreal Editor.

2.43.4 Evepyomoinon ot Ponc Epyaciog

Metd v gyKoTaoTtact, To Tpodcheto mpénel vo evepyomombei pécsm tov pevov Plugins oty kaptéda
Edit yia to tpéyov épyo, Onmg paivetan oty Ewova 2.3 Kot 6T GLVEYELD OTALTEITOL 1 EXAVEKKIVIION
TOV Y10 Vo OAOKANpmOEl 1 evowpdtmon. Mol evepyonomBei, Ta ototyeior Tov TPOooHETOL—OTMG Ot
amtikoi actors kot ot koppot Blueprint—0a, eppavietovy otov Content Browser péco oto mepieydueva
NG UNYXavNG.

u

% Pl me

] < -

(] T
Haptics Direct for Unreal A BETA Version 1.0
4 @ Installed @ simple interface ta connect to Haptic Stylet devices

“i= Input

"= Mixed Reality @~)
4 @® Built-In (386) o’/ g enabled

=20

"= Advertising
HEA

“IZ Analytics
"2 Android

= Animation New Plugin|

Ewova 2.3: Evepyonoinom [Ipdcbetov

244 Xvpmepaocporta

H evooudrwon tov 3D Systems Touch pe v Unreal Engine 4.27 dnuiovpyel o Eumot TAoteopua
Yo OTTTIKY OAANAETIOpOIOT GE EIKOVIKA TTEPIPAAAOVTA. AV KOL 1] EYKATAGTOOT| OTULTEL TPOCUPLOGUEVT
avamtuén Kot PeATioTomoinon Amdd0oNC, To OPEAT OTIG EPUPUOYES TPOCOUOIMOTG, EKTAIOELONG Kot
oyediaong pe eppovbion dikatoroyodv v TeXvVIKN emévovon [19].
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2.5 Ileprpdarrov Avamtoing

2.5.1 Apywkomoinon ‘Epyov

H avantoén épyov Eekvd pe v emhoyn| véov €pyou otny apyikr] 086vn tov Unreal Engine emAéyovtog
éva and 1o owbéoa New Project Categories, 0nwg @aivetal otnv Ewkova 2.4. T to dvorypa gvog
VILAPYOVTOG £PYOV, avoiyovpe Vv apytkn 006vn tov Unreal Engine kot to emAéyovpe and tnv Aicta
Recent Projects. ta mhaicia tng Tpéyovcag epyaciog emiéyOnke 1 kotnyopio Games yio v avimtuén
€vOg 0AOKANPOLEVOL dladpacTIKoD ePBdAlovtog kat to mpdtumo First person, dmwg mapovoidlerol
otV Ewova 2.5 [20].

u Unreal Project Browser

Select or Create New Project

Recent Projects

TestBlue TestBlue PlugginPr ThesesContent Bottles_tes ContentExamples BlueprintOffice

= |
ol

New Project Categories

Film, Television, and Live Events
Choose from templates and examples for nDisplay, VR Scouting, and virtual production workflows.

Architecture, Engineering, and Construction
Select a starting point for multi-user design reviews, photorealistic architectural design visualizations, sunlight studies, or stylized renderings.

_ Automotive, Product Design, and Manufacturing
e /9“ Find templates for multi-user design reviews, photobooth studio environments, and product configurators.
0

Ewova 2.4: Apyuc; 086vn Unreal Engine

12
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M
Select Template

Unreal Project Browser

L d ¥
™ *,”., )
Rolling Third

Person
D \@ ‘

Vehicle

Top Down

First Person

Class Typ

Character, Ga

Ewova 2.5: Eroyn mpdTumov

eletal Mesh, Animation Blueprint,

Cancel

21 ocvvéyeld, opilovtar ot puBuicelg tov épyov. ‘Eywve adiayn Tov tomov tov épyov amd Blueprint og

C++ v va yivel ) HETAYADTTION TOV TPOTLTOV GE EKTEAEGIUO Kot val dnptovpynBel avtdpata Eva apyeio
Visual Studio yw enelepyacio Tov kddka Tov £pyov, OTwg @aivetor otnv Eucova 2.6 [20].

u

Unreal Project Browser

Project Settings

ether to create a Blueprint or C++ project. ‘:l

sktop / Console

~ Content Browser.
With Starter Content

can change
Settings.

ed in the new

Raytracing Disabled

D:\Unreal Projects MyProject
Folder

Name

Create Project

Ewova 2.6: Apycég puBuioeic Epyov

13
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2.5.2 Tegpipariov Mnyoavis (Unreal Engine)

Metd v @optmon tov épyov (project) otn pnyovr], avoiyer to mepiBdilov aviamtuéng to omoio
amotereiton amd mévte Pacikég EVOTNTES, YOPIGUEVES OVAAOYO LE TNV AELTOLPYIKOTNTO TOVS, OTMG
napovctaletar otnv Ewova 2.7.

B Add/import~| X SaveAll € 5 % Content » Theses »

e ofesess - )

Ewova 2.7: [lepipairov unyavig Unreal Engine

v aplotepn mAELpd vEapyxel éva mAAvO uevod aviikeévov (Place Actors) pe ocvyvd
YPTOLLOTOOVEVE  avTIKEIpEVA. XT0 KEVIpo [pioketar to mapdbopo mpoPorig TpiodidcToTmV
(Viewport) to onoio eumepi€yel otV TAVO 0PloTEPT YOVia TEGGEPA Hevoy Ue pvBuicelg, Viewport
Options, Perspective, Lit kot Show ta omoia kabopilovv g o eivor opatd to, TEPIEXOUEVA TOV
TapadVPoL Kot TNV TIve de€ld Ymvio S1aQOPO KOVUTIA Yio TO YEPICUO TOV AVTIKEWWEVOY KOl TNG
editor KGpepag oto YMpo. v de&1d TAevpd vILapyovv Tpeic kaptédeg. H dopkn AMota avTikelévov
tov kocpov (World Outliner) mov mepiéyel OAa o avtikeipleva mov etvon goptopéve 6To YMOPOo, O
TEPUYNTNG WOIOTHT®V TOV TPEYOVTOC EMAEYUEVOL avtikelévou (Details) kat o1 puBuiceig Tov gvepyov
emmédov (World Settings). Télog oto kdtm uépog Ppicketar va mapdbuvpo dayeipione apyeimv
(Content Browser) mov £yet mévtote evepyd tov katdAoyo Content, Tov KeVIpd KOTOAOYO
mepLeyorEVOL Tov £pyov [20].

2.5.2.1 MoapdBupo IlpoPoing (Viewport)

To mapdBvpo mpoPoing mepthapfavel Tov TPIGOAGTATO YHPO UESOH GTOV OMOI0 OVOTTUGGETOL KOl
SLUOPPMVETAL TO TEPIPAAAOV TOL EpYoV, OTTMS PaiveTol otnv Ewkova 2.8. Kotd tv apykomoinen tov,
0 ypnom¢ kaAeital va emé€et Eva tpotumo. Ty Tpdn eopd wov o avoi&el To Topddvpo TpoBoinc
Ba €xel poptouévo 10 aviikeipevo yopov (Level) mov opicOnke katd v apyikonoinon Tov £pyov
CUUPOVO, LIE TO EMAEYHEVO TPOTLTTO. O aPYIKOG YDPOG TEPLEYEL KATO1ES PaoIKEG pLOUICELS POTICUOV
Kol UEPIKA TPLodldoTaTe OVTIKEipEVa, umopel Ouwg va emektabel kot vo ypnowwomombei yuo
omo100MoTE OVAYKM Tov £pyov [20].
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|
!
i
|
y
d

Ewova 2.8: IapdBupo [TpoPoing

2.5.2.2 Mevoo Hapadopov [poPoiig

e Mevod emroydv [apabdpov IIpoPoing (Viewport Options) mapéyetl facikéc puOpuicelg amddoong
v 0 Topabuvpo TpoPoing [21].

e Mevo0 [Ipoontikng (Perspective) pe ToOVE TPOTOVE OMEIKOVIONG (O TPOG TNV OTTIKN YOVid.

e Mevod Ooticpov (Lit) pe tovg TpoOmOVS anEKOVIONG TOV YDPOL MG TPOG TO PMOTIGUO Kol To
TPLGOLAGTATO OVTIKEIUEVAL.

e Mevod Emhoyomv Epedaviong (Show) pe dvvatotnto zmpofoinc/andkpoyng ctoygiov Héca 6to
viewport. [22]

2.5.2.3 AvTiKEipEVE GTO Y DPO

IMa va Tpootedel VAKO péca GTOV TPIGAACTOTO YMPO gite EMALYETAL Lo KAAGT) OO TO OPIGTEPO PEVOD
KAdoewv eite éva avtikeipevo omd to KAT® pevol, otov dwuyelptot apyeiov. To aviikeipeva
tonofetovvral o cuvtetayuéveg X,Y,Z 6Tov TPLedLicTUTO YMPOo Kupimg ue v puébodo drag ‘n drop.
Emum\éov, 1oy0el 1 Slaypapr|, avTlypopn Kol amokomnt VOG 1] TEPICCOTEPMOV OVTIKEIUEVOV £TGL OOTE VA
nepPdAlov mov otOnke og €va enimedo vo umopel va erxovainedei oe GAAO onpeio oto YMOpo N va
avTLYpaEl o€ £va KatvoOpylo eninedo. Xe auTi TNV TEPITTMOT TO UVTIKEILEVO TTOL AVTLYPAPTKE KPOTAEL
T1g mAnpopopies yio Location, Rotation kot Scale mov giye oto mponyodpevo eninedo [20].

IMa v tpomomoinon tovg HECH GTOV XDPO VIAPYEL £va Kavovikd chotnuo a&évev, to Gizmo. Ot
a&ovec tov Gizmo aAAdlovv g BEAN Yo LETOKIVIOT, KOUTOAES Y10 TEPIOTPOPT KOl TETPAYOVA, Yo
peyébuvon/cuikpuvorn TV ETAEYUEVOV avTIKEWEVOVY. Kpatdvtag matnpévo €vav 1 TeplocOTEPOLS
GaEovég To avTikeipevo Ba EKTEAEGEL TV AVTIGTOLYT] TPOTOTOINGT| TTPOG AT TOV AE0VA, TT.Y. av 01 GEOVES
glvan BéAN to avtikeipevo Ba petakivnBel Tpog v Katevbuvon Tov eTheyUévoy aEOvav.

To mdéc0 Ba petaxwveiton To avtikeipevo og Kabe petatomion opiletor and Object Snapping to Grid.
AMGLovTog To péyebog tov Grid n petokivion Ba TparyLOTOTOLEITOL KATE [ 1] TEPIGGOTEPES LOVADEG
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mv eopa. Avtictorya vmdpyelr 1o Rotation Grid yia v mepiotpoen kar Scale Grid yw v
peyébuvon/ouikpovon. Ot aAdlayég oyxdouvv yuo KaBe aviikeipevo Egxopiotd KabBdg amoteAovv
ave&apmnto yopio ota oroio uropei va avaeepbel pepovopéva (instances) o ypnotng. Emiong, vrdpyet
1 SLVVOTOTNTO VO AVTIKEIUEVO VO LETAKIVOEL Kot VO, TEPIOTPAPEL COUPOVA, LLE TO VST IO aEOVOV TOV
yopov (global), dapopetikd cOppmva pe v ekdotote mepiotpodn tov (local) 1 cOppwva pe TIg
epomtopeveg evbeleg mov SMEPVOLV TO KEVIPO TOL OVTIKEUEVOL Otav avtd Ppiloketal e dedopévn
nePLoTPoOT (normal).

IToAhamhd avtikeipeva propovv vo opadomroinBovv (Group) yia va gival mo gOKOAN 1) TPOTOTOINGT
TOVG GTO YMPO. AV Ta avTiKeipeva aviikovuv oTny id1a kKhdon 1 potpalovion 1d1dtnreg, dmwg idto péyedog
o€ &vav 1M TePLocOTEPOVG AEOVEG, VTEG UTOPOLV VO TpoToTo 0oV nalikd otav givol emAeypévn 1
opada. Ot opddeg dev givar amdAvteg. Mmopovv va Eekdeddoovy (Unlock) yio v emiioyn evog 1
TEPICCOTEPOV AVTIKELLEVMV TOL AVIKOVV G€ aVTEG Kot VoL KAEWdaovv (Lock) 6tav £xovv odloxAnpmBel
ot aAhayés. Onwg emiong va avadiopyovmbovv (Regroup) yia tnv mpochnkn vémv avTikeEvay 1 va
dwomactovv (Ungroup). EmuwAéov, avtikeipeva pmopodv va aeoipefodv amd pio opdda yopic va yivel
N ddoTOoT TNG.

25.24 Hopadopo mepuiynong ydpov (World Outliner)

To mapdBupo mepmynty yodpov deiyvel kabe popd oto eminedo (Level) mov givar poptouévog oto

viewport kot meprhappdavel po Aota pe 6Aa ta aviikeipeva mov €xovv tomofetn el oe avToHV, OTMG

oatveror otnv Ewéva 2.9 [20]. T kdBe avtikeipevo g MoTag @aiveTat 1 0patdTnTa TOL GTOV XDPO,

TO OVOUE TOL Kot 0 TOTog Tov. Otav emideyel éva avtikeipevo 610 Tapdbvpo TpoPfoing yivetor emthoyn

) TOV 1310V AVTIKEEVOD GTOV TEPUNYNTY] YDPOV.

E A Or  oAoyég mOL  TPAYHOTOTMOWOUVIOL — GTA

Label ' avtikeipeva g AMotag 6mmg dloypa@r], OToKonN,
Wbk i emkOAMNoN kot dnuovpyio  SmAdtumov  evOg

> RectLight

? 2;;53::2 i OVTIKEILEVOL  €QapUOOVTOL CUTOUATO KOl OTO

i RectLig avtikeipeva  Tov  mopabOpov  mpofoAng kot
> RectLights Rect
% RectLight6 RectLigh (X,VTiGTpO(P(l.
Emiong, to mapdbupo avtod Aettovpyel cuvovacTIKA
e TO TOPEOLPO AEMTOUEPEIDV OVTIKEIUEVOL, TO
omoio delyvel ywo kdbe avrtikeipevo mov €yovue
| Base Flatal : EMAEYUEVO, OAEG TIG OPOTEG OTN UNYOVY], WO1OTNTES
SM_Base_FlatWall2 Acto

[20].

fy SM.De

124 actors (1 selected) © View Options v

® worl
Ewova 2.9: World Outliner

2.5.2.5 TopdaBvpo Aertopeperdv avrikepnévou (Details)

Y& avT06 10 TaPEOLPO YIVETIL 1] TAPAUETPOTOINGT TOV KADE OVTIKELLEVOV GTOV TPIGIIAGTOTO YDPO, OTTMG
oatvetor oty Ewova 2.10. T ke avaeopd (instance) £vOg avVTIKEWWEVOL UmOpel Vo dAAAEEL TO
oTaTIKO povTéAo Tov (static mesh), To VAKO Tov (material), o1 TANPOPOpPiec CLUTEPIPOPAG TOL OF
duvapelc puoikng (physics), ol TAnpoopieg cvykpovong (collision), 1 SuvATOHTITO TOL AVTIKEUEVOD VO,
mapdyel ok, kobmg emiong av Oo gival kpueo N eavepd €viog tov ekteléotuov €pyov (In-Game
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visibility) [20]. EmmAéov, aAllayéc oOTIC GUVIETOYUEVEC, TNV TEPIOTPOPN Kol To uéyebog &vog
OVTIKEHEVOL PopolV va yivouy amevbeing amd to TapdBupo AenTopEPELDV.

) Details

" L8 & 19 Gouphctorl?

=+ Add Component - o Blueprint/Add Script 5“3::3;\::'3'7108
oupAc

Search Components z OupAct

GroupActor24
© GroupAct
4. Player Start
%5 RectLight
5 RectLight2

142 actors (1 selected)

%) Details

4 Precomputed Visibility

Precompute Visibility

4 Game Mode

ST « o + -

A « o +
R « o +
contt T « o +

s Physcs : T « o +
[T « o +

R « o +

4 Materials

4 Lightmass

b Lightm

4 World

‘ Fnahle World Comnositinn

Ewova 2.10: Details Ewova 2.11: World Settings

2.5.2.6 IMopdBupo pvOpiccwv emmédoov (World Settings)

To mopdbvpo ovtd meprapuPdver pvbuicelg mov apopovv 1o evepyd emimedo (Level) ko eivar
YOPIOUEVEC GE KATNYOPIEG AVAAOYO LIE TIG TTVYEC TOV EMTEIOV OV EMNPEALOVY, OTMG TAPOLGIALETL
v Ewova 2.11. Opiopéveg amd avtég etvor yevikes, Omwe avtég mov ennpedlovv to Game Mode ko
TNV TAonynon (navigation) Kot dAAEG, wo e&edikevpéveg opddeg puOUiceE®Y, TOV YPNCYLOTOLOVVTOL Yol
va puuctel 0 POTIGHOG, 0 NYog kot N euotkh. Ta Game Modes kabopilovv Tovg KOVOVEC TOV
EKTEAEGLLOV £PYOV Yia TO TpEYOV eminedo. H pvOuion GameModeOverride enttpénel v mA0YT VoG
GUYKEKPLUEVOL TOTOL ALY VIS1o0 OTav 0 ToUKTNG Ppioketal eVvTOg anToD TOV EMMEIOV. ZOUPOVO LE TO
emieypévo Game Mode mov €yel poptwbel pmopei va adralet o Player kot 1 cupmepipopd tov 610 Ydpo
[20].

210 TAOIGLO TG TPEXOVGOC TTVYLNKTS EpYyacio Eyve ypron Tov HapticsGameMode mov 860nke omd 1o
npocBeto HapticsDirect tng 3D Systems.

2.5.3 Avrtikeipevo tov Unreal Engine (Components)

H pnyovi cvykpoteital amd aviikeipeva To omoia amoteAodV Tapdymyo dSapopov KAAcE®VY, Kobepio

. Components Omd TIG OMOIEC EVOOUATAOVEL GOEMG OPGHEVEG 1 gvplTEpQ
+Add Component ~ TPOCIOPIoUEVEC Asttovpyieg, Onmg @aivetor otnv Ewdvo 2.12.
® BP_HapticTrigger(sel) [ToAAG omd TO OVTIKEIPEVO OVTO €VOL ETOVOYPTCLUOTOUWCI KO
4@ DefaultSceneRoot avtAobV To. PBOCIKG YOpOUKTNPIOTIKE KOl WO10TNTEG TOVG Omd pia
41 StaticMesh vepkeipevn KAGom, evd mapdiinAc dvvovior vo  emektadoldv
W Bepisal Aerovpyikd evioc TtV opiov mov 04TEL M GPYITEKTOVIKY TOL

ovotiuatog [23].

Ewdva 2.12: Components
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Ka06e avtikeipevo amoterei éva Component cORP@VO e TNV TEXVIKN oporoyia Tov Unreal Engine kot
KAnpovopei TapapéTpoug amd v khdon Actor. Amd Tig mo cuVNIGUEVEG IOLOTNTEG TMOV AVTIKEIUEVOV
glvar o1 puOpicElg TOV aPOPOHV TV KIVNTIKOTNTH TOLS, KOOMG Kol 1| CUUTEPIPOPE TOVG GE QUIVOLEVA
GUYKPOLONG Kol PLOIKNG dAANAETidpacnc. 'Enetta yopiloviot o peydieg katnyopieg cOUQ®VA Ue TNV
AELTOLPYIKOTNTO TOVG OTMG Ol EENG:

* Ztoatwed — axivnta (Static Mesh), 6ha o avTikeipeva TOV amoTeAOVV TO GLUTAYN XD PO.

* DOTO — TNYEG PMTOG, OAOL TO, AVTIKEILEVO TTOV PUTOPOLV VO, AAAAEOVY TOV POTICUO.

* Xapaxtpeg (Character), 6Aeg ot Eupleg ovtodTTEG EVIOC TOL £PYOV CLUTEPIACUPOVOUEVOD KOL TOV
npotoyoviot (Player).

2.5.3.1 Iowtnteg Aviikeipévov — Kivnrikétnta

Ta avrikeipeva dwakpivovtor og otatikd (static), pe mepropropévn kvntikdtnta (Stationary) Kot to
Kivovpeva (movable) avdioya pe Ty KvnTikdTNTO TOVG.

210, 0TOAVTMG OTOTIKG, avTikeipeva (static),  0€om Tovg mapapével auetdfAntn kod’ OAn T SidpKeln
EKTELEONC TNG £QAPLOYNS. H TomoB£NeT TOug 6TOV YMPO TPAYUATOTOIEITOL ATOKAEIGTIKG LEGH TOL
Editor, ympic dvvardotnto petafoing katd to runtime. Xe ot TNV Katnyopio avikouv cuvilwg
APYITEKTOVIKG, LOVTELD, GTOLYXEID TEPIPAAAOVTOC KO OVTIKEILEVO TTOV OVOTOPLGTOVY TOV LOKPIVO KOGUO
(LOD).

Avrtiototya, To avTiKeipeva e TEPLOPIGUEVT KivnTiKOTNTO (Stationary) amotehobv 6TaTIKA GToLyEln oTO
omoia gival duvatn M EPAPUOYN SLVAUE®DY PLGIKNG, ¥Gpn otn xpron pag kdyovAag (Physics Asset)
7ov ta TepIBdrdet. [Tapdtt d1abétovy duvaTOHTNTO PLGIKNG CAANAETIOPUCTC, TAPAUEVOLY GE GTafepn
0éon éwc Otov dgxbolv efmtepikn emidpacm, OmWG TPOSKpovon amd GAAO OVTIKEIHEVO 1] ATO
YOPOKTIPOL.

Téhog, To. TAAPp®S Kivodueva avtikeipeve (movable) £yovv T dvvatdtnta va, petafdiiovy 1660 T 0éom
000 KOl TIG O10TNTEG TOVG GE TPOYUATIKO YPOVO, YMPIG OVGLUGTIKOVS TEPLOPICUOVS. YTOKEWTAL GE
SUVAPEIS PLGIKNG KOL LTOPOVV VO, TPOTOTOLOVV OTOTEONTOTE TIG PVOLKES TOPUUETPOVS TOVS, OTMG TN
uélo M ™ yeouetpio T Kayoviag cuykpoveng (collision) tovg. [23]

2.5.3.2 I016TNTES AVTIKEIPEVOV — LVYKPOVGELS

Kdabe avtikeipevo cuvodevetan and yempetpia mpdéckpovong (Collider), n onoia opilel ta puoid tov
Oplo. EVTOC TOL &lKoVIKOD Ydpov. H emloyn tov TOMOL TPOGKPOLONG YIVETUL GOUUQMOVO UE TIC
AELTOVPYIKEG OOUTNOEIS TOL ovTikeEEVoD. H aviyvevon kar 1 enelepyacio yeyovdtmv mpdoKpovong
TpaypaTomoleitar 6tav 000 avtikeipeve S1006Tovy KATAAANAO OPIoUEVT YEMUETPIO. TPOGKPOVOTG
(Collision Mesh) xat, tavtdoypova, £xel evepyomomBel 1 pvOUIOT OV OMOTPEMEL TNV EMKOAVYT
(overlap) peta&d tovg. [24], [25].

2.5.3.3 Kotmnyopieg Avrikeipévov

2.5.3.3.1 Actor

Ta weprocdTEPO. AVTIKEIEVE, TOV B0l GUVAVTNCOVUE EVTOG EVOG TPLGOLAGTATOV YMPOL EIVaL OVTIKEIUEVA,
pe yovéa tnv kKAdon Actor. Ot Actors pumopovv, vo pio évvola, va BewpnBovv wg dopéc—ooyeio mov
TEPIAAUPAVOLY €101KOVG TOTOVS AVTIKEWEV®VY, YvoTobs g Components. Kafe Actor dia0étel v
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nmapdautpo RootComponent, 1 onoia kabopilel moio Component Asttovpyel wg 1 pila g epapyiog Tov
Actor. Ot Actors amofnkedovv dedopévo HETAGYNUATIGHOD Kat, Katd cvvémela, dtabBétovv Bon,
TEPIOTPOPN N KApaka. O yop1kdg HETOTYNUATICUOC ToL Actor og KaBolko eminedo yivetal pécm Tov
Root Component, evdd 0 TOTIKOG LETOGYNUATIGUOC TPOAYUOTOTOLEITAL HEG® TNG WETAKIVIIONG T®V
eontepik@v Components. Ta vrérouma cuvdedepéva Components QEPOVLV LETACYNUOTIGHO GYETIKO (G
npog 1o Component 6to onoio glvar Tpocaptnuéva, oynuotifovrag éTot pa epapytkn dopn. Mmopolv
VoL (PNGILOTOINO0VV LE SUPOPETIKOVG TPOTOVG, OUMS OA0 dIDETOVY OPICUEVE KOWVE YOPOKTNPIOTIKA,
Omg T 0£0M, TNV TEPLOTPOPT Kol TO LEYEDOG TOVC GTOV YMPO, TIC IO1OTNTEG CVYKPOVGTG KOl TOV TPOTO
kivnong tovg [25].

2,533.2 Dotiopdg

H pnyovn mapéyet éva ohokANpouUEVO GUVOLO £pYOAEI®V KoL AEITOVPYIDV Y10 TNV TPOGAPLOYT TOV
QOTIGUOD GTOV EIKOVIKO YMPO, VTOGTNPILoVTag TOGO TPOVTOAOYIGUEVO OGO KOl SUVOUIKO QOTIGUO,
onwg aivetar otnv Euwcova 2.13. O mpodmoroyiopuévoc potiopnog adlomotel lightmaps kat o cOotnpa
Lightmass Y10 10V VTOAOYIOUO GTOTIKGOV CKIAGEWDY KOl EUUEGOV PAOTIGHOD, EVD 0 SVLVOUIKOG POTIGUOC
EMUTPEMEL PETAPOAEG GE TTPAYLOTIKO YPOVO, SIvovTag TN SLVATOTNTO GTO PMTO. KU TIC OKIEC VO
OVTOTOKPIVOVTOL QUESH OTLG AAAAYES TNG OKNVIG.

Recently Placed -
y '{r‘-’ Directional Light

Basic e

Lights . Point Light
Cinematic

1% SpotLight
Visual Effects

Geometry ‘ Rect Light
Volumes

£ sky Light

All Classes

Ewoéva 2.13: Potiopog

To ovomua QOTIGHOL VITOGTNPIlEL TOIKIAOVG TOTOVG TNYDOV QMOTOC KOl TOPEYEL EKTEVI EAEYYO
TOPAUETPOV OGN eUPELELD, | EVTAGT KOt TO YPMOUA TOV QOTIGHOV. Ot poTEWVES TNYES ennpedlovv
TG EMPAVELES TTOL PpickovTal EVTOG TOV EXPOLG dPEOTG TOVG, TO OTOI0 OPILETOL GE EKATOOTA, LIE £VTOOT
QOTIGUOV OV Umopel va ekQPALETOL GE PUGIKEG LOVAJES HETPNOTG, OTT®G TO. lumens Kot ot KOVTELEG
(cd). Emumiéov, 10 9dta umopodv va a&lomolohv GLVOPTACES EMTICUOV HEcH VAkGV (Material
Functions), emttpémoviog v TEPATEP® TOPAPETPOTOINGN TNG POTEWNG cvumeplpopds. Térog, To
ovoTnpo TEPIAAUPBAvEL epyareia Yia TN onpovpyio TEPPOALOVIIKOD POTIGHOD LEGH GTOXEI®V OTWS O
oVPAVOC, 1 OUIYAN KOl 1 OTHOGPOLPO, GUUPBAAAOVTOC OTN PEQAIGTIKN] KOl GUVEKTIKT OTOS0GT TOL
gikoviko¥ mepariovroc [26].

2.5.3.3.3 TIIvpoodotntég (Triggers)

Ot mopodotmrég (Triggers) eivar Actors wov yPNGILOTOIOVVTOL Y10, TNV EVEPYOTOINGT YEYOVOT®V 0TV
OAANAETIOPOVV U KAmowo dAo avTikeipevo oto enimedo (level). Olot o1 mpoemiheyévol TVPOSOTNTEG
glval TaPOUOI0L MG TPOG TN AEITOVPYIKOTNTA TOLG KOl SLOUPOPOTOLOVVTAL KVUPIWE MG TPOG TO GYNHOL TNG
TEPLOYNG EMLPPONG TOVG,

Ta oynuoto avtd neprapfavovy to kovti (box), v kéyovia (capsule) kot t ceaipa (sphere).Ot
Triggers givor dideavol evtdg g unyovhg Kot dabétovy yempetpio ovykpovong (Collision Mesh),
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EMTIPEMOVIOG OE OTATIKO Kol SUVOUIKG OVTIKEILEVO TOV YMOPOL VO TOLG JOTEPVOVLV YOPIC Vo
mapeumodiletor n kivnon tovg, 6Tmg paivetal oty Ewdva 2.14. Zuvibmg viomotohvtor pe tn popen
Blueprint, dote M Agrtovpyio KOl 1 CLUUTEPIPOPA TOLG VO UTOPOVV VO, OTTIKOTOMOoOV Kal va
Tpomomonfovv Aueca.

=

Step Forward to Return
Yo Yne Man Menu |

10 1N6 VBN e
PLGD L OLMTLG 1O 216

Ewova 2.14: TTvpodotntég

Ta yeyovota mov pmopovv va gvepyomotnfodv péom evog Trigger eivat mowila Kot a&lomotovvtot yio
tov éleyxo NG pong tov €pyov. Evdewtikd mopadeiypato mepihappdvovv v evepyomoinon 1
OTEVEPYOTOINGT AVTIKELUEV®V, KOOMG Kol TNV dALOYT TNG KATAGTUONG TG OKNVAG, OTTMG TO GVOIyUd.
Bvpmv N N petaPaon oe enduevo eninedo. Ta TEPIGGOTEPA OO CVTE TO YEYOVOTO EVEPYOTOLODVTOL (G
amOKPIoN G€ GUYKPOLOT N EMKAAVYN pe GALO OVTIKEIUEVO, Y10 TOPAdELY O OTOV O TOIKTNG EICEPYETOL
N e&épyetan amd v mepoyn emppong tov Trigger [27].

2.5.4 To Xvotnpo Blueprint (Blueprint Editor)

To Blueprint Visual Scripting System tov Unreal Engine amotelel Eva OLOKANPOUEVO GVOTN A OTTTIKOD
TPOYPOUUATICUOD TOV EMITPEMEL T ONUIOLPYIR Kot TOV EAEYYO TNG AOYIKNG Tov gameplay yopig tnv
GUESM GLYYPOEN TOPUSOCI0KOD TNYaiov Kddtka. To cvotnua Paciletat og ypoaenuata kOuPpwv (node-
based graphs), ta omoia cuvdcovtal peTa&d Toug Mote va opilovy poég ektéleomnc, Aoyikég cuVOnKeg
K0l AELTOVPYIKES cuUTEPPOPES. Méow Twv Blueprints ivon duvatn 1 eméktacn vrapyovodv KAAGE®DV,
1 TPOTTOTOINGT| II0THTOV AVTIKEUEV®Y Kot 1 dtayeipion twv Components evtdg Tov mepPdAlovtog Tov
Unreal Editor [28], [29].

To Unreal Engine vrootpilel didpopovg tomovg Blueprints, xabfévag ek tov omoiwv efumnpetel
SOQOPETIKEG OVAYKES AVATTVENG. XT0 TAAIG1O TOV TPEXOVTOG £pYOL £Ytve Yxpnon dvo Tumwv Blueprints:

e Twv Blueprint Class ta omoia emtpémovv i dnpovpyio véov kKhdcemv mov Pacilovtal og
vrapyovoeg KAAoeS Tov cvotuotoc. Ta aviikeipeva ovtd pmopodv va tomobembodv otov
EIKOVIKO KOGLO KOl VO AEITOVPYOUV G Actors.

e Kat towv Level Blueprint mov agopoldv T dSwyeipion yeyovotwv mov oyetilovral pe éva
GUYKEKPLUEVO EMMEDO, EMTPEMOVTAG TOV EAEYXO KOBOAKNG GUUTEPIPOPES Kol OAANAETIOpAGTG.

H avantoén ko enefepyocio tov Blueprints mpaypatomoteiton péom tov Blueprint Editor, 6mwg

eoivetar oty Ewodva 2.15, o omoiog viobetel Evav oyediacpd mov e&apTtdTor omd TAMiclo ¥pNnomg

(context-sensitive). O oxedAGUOG AVTOG OEVKOADVEL TNV AUECT] TPOGPOCN OTIS KAUTAAANAES

Agrtovpyieg, avAAOYO, LE TO E€KACTOTE OVTIKEIPUEVO KOL TO GTASI0 TNG OVATTUENG, EVD TAVTOYPOVA
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TPOGPEPEL TNV OTOUTOVUEVT] gvEMEID Yol TV LAOTOINGN o0 GUVOET®V 1 PN TLTKOV oevapiov [28],
[29].

Ewova 2.15: Blueprint Editor

To mepipariov Tov Blueprint Editor amoteieital and Eva Guvoro emuépoug Topabipmv Kol epyaieimv
ywo TN onpovpyia kon emeéepyacia tov Blueprints. Ieplopfaver o Bacikn ypauun epyaieiov (Tool
Bar) pe ovyvd ypnoponoodpeveg Aettovpyieg, 6mwg ot evtorég Compile kot Save, kabdg kot Eva
nmapdBupo Components, pHéG® TOV O0TOioV Tpaypatomoleitol 1 gloaymyr] véov Components kot 1
dwyeipton t@v MoN vrapyoviov. Emmhéov, Stobétel pio kaptédo SloEIpIong TV YPoENUATOV,
GUVOPTNOEMY Kol LeTaPANT®V Tov TpéYovtog Blueprint [30], éva kevipikd mapdbuvpo eneepyasiog yio
Vv avamTuén g Aoyikng Kot tng d1dtaéng, Kabmg eniong kot éva mapdBvpo Aentopepeidv (Details)
610 omolo gppavifovtat ot 1W10TNTES TOL EMAgyHéEVoL Component [29], [31].

2.54.1 Aopn kol Agrrovpyio gvog Blueprint

2.54.1.1 Event Graph

To Event Graph amote)lel tov facicd unyovicpd opiopod TG SUVOUIKNG GUUTEPLPOPAS evog Blueprint
Kol YPMoLoTolEiTal Yo Tov kabopltopud T AOYIKNG OV EKTEAEITOL KOTA TN dLdpKeln TOV gameplay. e
avtd meptiapfdavovtar yeyovota (events), 6mmg 1 Evapén Tov o vidlov, 1 €i6odog 1 €£0d0g amod
TEPLOYES GVYKPOVOT|G KOL 1] CAANAETIOpAON LE TOV TAKTN, KAODS KOl GUVOPTIGELS TOL EVEPYOTOLOVVTOL
MG amOKPIoT OTO, YEYOVOTA aUTA. AELTOVPYEl OC O KEVIPIKOG XDPOC GUVIESNS KOUP®Y KOl PODdV
EKTEAECNC, EMITPEMOVTOG TOV EAEYXO TNG GULUMEPLPOPAS TOV OVIIKEWEVAOV GE TPAYUATIKO YPOVO.
[MopdAinia, m ypnion Functions kor Variables Oigvkolvvel tnv opydvmon NG AOYIKNG GE
EMOVOLYPTCLUOTOGIUES KO TOPUUETPOTOMCIUEG LOVADES, EVIGYVOVTAG T dOUNUEVT] aVATTUEN Kot TN
ouVTNPNOWOTNTA TOV £pyov. MéGm VTG TG TPOGEYYIoNS, To cvotnuo Blueprints vroompilel v
avamtuén cOVOET®V UNYOVIGUOV OAANAETIOpacTC LE GoEN Kot enektdolun doun [29], [32].

2.54.1.2 Construction Script

To Construction Script amoterei éva facikd tunque tov Blueprint Editor kot ypnoytonoteiton yo v
apyuomoinom Kot T poduon evog Blueprint kotd tn otiypn g onpovpyiag 1 tng TPOTOTOING1G TOL
péoca otov Editor. Exteleitan ka0e popd mov éva instance tov Blueprint tomofeteiton 1 evnuepmveton
o™ KNV, KaBdC Kot 6tav peTofdAlovtal ol 1OTTEC TOV, TPV ard TV Evapén Tov gameplay. Méow
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tov Construction Script, etvar dvvat 1 duvapukn TapapeTponoinon twv Components tov Blueprint,
ommg 1 aAloyn 6éong, Kiipokag 1 VAMKdV, kabdg kot 1 autopatn dnpovpyio 1§ TPOGUPUOYY| GTOLXEI®MV
pe PBaon mpoxabopiopévee ovvOnkec. Me tov Tpdémo avtd, to Construction Script cupfdiiel ot
dnuovpyio EVEMKTOV KOl ETOVOYPTCLOTOUCIUMV AVTIKEWWEVOVY, EMTPEMOVTAG TNV GUECT] OTTIKN
avaTPOPOdOTNoN TOV aAAaY®V péca oto teptaiiov tov Editor [29], [32].

2.5.4.1.3 Functions

Ot Functions 610 cbotnua Blueprints ypnoipomotodvat yo tnv opydvmon g Aoyikng evog Blueprint
o€ OlOKPLTEG KOl EMAVOYPNOILOTOMGTIeg povades. Kabe ocvvaptnom extelel po ocvykekpuévn
Aertovpyio ko pmopei va kodeiton amd 1o Event Graph, and dAleg cuvaptioelc | akOun Kol omd
eEmtepcd Blueprints, epdcov avtod empéneton amod Tic pubpicelg npoécsPaong [29], [32].

2.5.5 Mevov

Ta pevov oto Unreal Engine prmopovv va Katackevaotohv e 600 TPOTOLGS, e £VOL AVTOUATO EPYOAEID
mov ovopdletar UMG UI Designer, mov ypnoiponomfnke oo mAaicio Tov TpEYovTog EPYou Kol e pid
demapn Tpoypappatiot, to Slate Ul Framework.

To Unreal Motion Graphics Ul Designer (UMG) gival éva omtikd epyaieio dnuiovpyiog SEmapmv
ypnot (Ul), to omoio pmopel va ypnoyomomnBei yuo mn oyediaon ototyeimv demapng, émwg HUDs
(Heads-Up Display) evtdg épyov, pevod kot GAla ypoeud otoryeion mov mpoopilovtal yio tnv
aAAnAenidopoon pe tov ypriotn [33].

2tov mopnva tov UMG Bpickovton ta Widgets, ta onoic amoteAovV TPOKATAGKEVAGUEVO AEITOVPYIKE
oTolKEl0 TOL PITOPOVV VA XPNOIUOTOmBOVY Yol TNV KATAGKELT TG OEMAPNG, OTWS KOV, TAMIGL
EMAOYNG, WIhpeg TPOOdOV Kot mapopote otowyeio. H eneéepyacio tov Widgets mpaypatonoleitol péca,
amo éva egedikevpévo Widget Blueprint, to omoio mepthappdvel 000 Pacikéc Kaptéleg: N KapTELQ
Designer emitpénet ) Slopdpe®ON TG ONTIKNG ddtasng g SETOPNS KoL TNV EPAPUOYT] POCIKOV
Aertovpyudv, evad 1 koptélo Graph mopéyer ) Aoy kot TN AgrtovpykdtnTa mov kabopilovv
GUUTEPIPOPA TMV ypMoomolovpeveay Widgets [33], [34].

2.,5.5.1 Koptého Designer

Amd mpoemidoyn, o Widget Blueprint Editor avoiyel otnv xaptéla Designer 6étav avoiyel éva Widget
Blueprint. H kaptéla Designer amotelel v ontikn avomapdotacn g odtaéng g Slemapng Kot
TOPEXEL L0 OAPT EIKOVA TOL TpOTOV pe Tov omoio Ba gppavileton m 006vn KoTd TN S1dpKED TOV
EKTEAEGLOV, OTmG Tapovoildletal oty Ewova 2.16.
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Ne Animation Selected

Ewova 2.16: UMG UI Designer
To mepipariov tov Designer mepi€yet €61 mapdbupo, yOPIoUEVO AVAAOYO LLE TN AEITOVPYIN TOVG,.

1. To Paocwod Tool Bar and cuyvd ypnoiponotodpeves Aertovpyieg tov Blueprint Editor, émwg ot
evtorég Compile, Save ko Play.

2. To pevov Palette mov mepiéyel ™ Aota tov dwwbéciumv Widgets mov umopodv vo petapepbodv pe
drag-and-drop otov Visual Designer kot eppavifel 0Aeg Tig KAAGELS TOV KANPOVOUOVV OO TNV
Khaon UWidget.

3. To mapdBupo epapyiog (Hierarchy) oto omoio eppavilel  doun epapyiog (Yovéo—moidion) Tov
Widget Tov ypnom kot mapéyel  dvvatotnta petapopds Widgets evtdg tov mopabvpov yia tnv
0pYAvVMO| TOVC,.

4. To kevtpwod mapdBvpo dnpovpyiag (Visual Designer) mov anotehel TNV OnTIKN AvomapdoTaoT TG
dwtaéng g oemapng. Ta Widgets mov tomobBetodvian otov Visual Designer umopodv va
TPOTOTON00VV KOl VO LETACKNLOTIOTOVV anevbeiog péca oto Tapddupo.

5. To mapdBvpo Aemtopepeidv (Details) omov eppaviCovrar ot Wotnteg tov Widget mov eivan
EMAEYUEVO TN OEOOUEVT] GTLYUN.

6. To mopaBupo Animation to omoio amoteAel To cVOTNHA YpOvOoypappnG (animation track) tovo UMG
Kot emTpENEL T dnovpyia Kivovpevav oyediov yio to Widgets péow keyframes

Emumléov, oty de1d mhevpd tov mapabupikov mepidiiovioc vrdpyel ko to Editor Mode mov

emutpénel tnv evoiiayn tov UMG Widget Blueprint Editor peta&d tov Asttovpyidv Designer kot Graph

[34].

2.5.5.2 Koptéha Graph

H xoptéra Graph Aertovpyel pe tov id10 Tpdmo 0nmg o mpoemireypévog Blueprint Editor. Xe avti v
KaptéLa Snuovpyovvtal Ta diktuo KOUPBov Kol cuvdécewv (nodes kot wires) mov kabopilovv
GEVOPLOKT CLUTEPLPOPE. TOV GLETNHATOS. Ot KOPPOL UTOPOHV VO, ETAEYOVY EDKOAN LLE EVOL KALK KO VO,
petaxwvnOovv uécw drag-and-drop [35].

2.5.6 PvoOpiceig (Project Settings)

H mpoécPacn oto mepifdriov Project Settings mpaypotomoteitor péocwm tov pevod Edit g kdpilog
ypopung epyoireiov tov Unreal Editor, 6nwg eaivetal otnv Ewkova 2.17.
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Project “Project - Description

i gs are saved in Defat ini, which is currently writable.

4 About

Project Thumbnail

Synthesize a 3D environment with embedded systems for tactile interaction

Thesis Project 144324

Ewova 2.17: Project Settings
To mepipdArrov Project Settings amotehei Eva kevipikd cvototikd g unyovng Unreal Engine 4.27, 1o
omoio kaB1GTd duvath TN AETTOUEPT JAUOPPMOOT) TOV TUPUUETP®Y AgtTovpyiog evog épyov. Qg éva
cvotnpo puiuicemy, TapPEYEL Lo OMTIKY OLEMAPT YO TNV TPOTOTOINCN KPICIH®V UETAPANTOV TTOL
kaBopilovv 1660 T cLUTEPLPOPA TOV 1010V TOV £pYOL OGO KOl TO TAAIGLO AEITOVPYING TOV POCIKMV
VTOGLGTNUATOV TN UNYOVIS, OTWE TO GUGTNUO YPOPIKAOV, 1] PVGIKY] TPOGOHOI®GT KOl 01 HUNYOVIGHOL
£10600v [36].

2.5.6.1 Aopn xou Opyaveon

To mepiddriov pvbuicemv tov Unreal Engine opyavdvetar oe &vav epapylkd Sounuévo mivoaka
KOTNYOPLDV KO ETUEPOVG TUNUATOV, OTTOV KAOE KaTyopio GUYKEVIPAOVEL OEHATIKA CLUVAQEIS EMAOYES
Stopopemongc. H dopn auti) 61e0KOAVVEL T GLGTNHOTIKY TPOGEYYIOT) TOV PLOUIGEMV Kot EXLTPETEL TNV
OTTOTEAECUATIKN TOPOUETPOTOINGT) TOL £PYOV. ZVVOTTIKG, 01 KOPLES KATNYOopiec Tov Tapabipov Project
Settings givat o1 €€Ng:

e Project: IlepthapPdver pvBuicelg mov agopodv 10 1010 TO £pYyo, OMMOC YEVIKEC MANPOPOPIES,
npoemheyuévol yaptec (default maps), kobmg Kot d1adIKOGIES TOKETAPICUATOS KOl SIUVOUNG TNG
EPAPUOYNG.

e Engine: Apopd teyvikég pubuicelg mov ennpedlovv ta facikd vrocvotnpata g punyovig Unreal
Engine, copneptlopfavopévav g UGIKNG TPOGOUOIMGTS, TOV GLUGTILOTOC X0V, TG SIKTOMONG
Kol TG amddoong Ypapik®v (rendering).

e Editor: Ilepiggel t1c mpotunoelg mov kobopilovv TN CLUTEPIPOPA KOl TNV EUEAVICT] TOL
nep1PaAlovtog avamnTuéng, 0TS o1 LOVAdES LETPTIONG, Ol puBicelg dtemapng xpnotn (UI) kon dAdeg
EPYOVOLIKES EMAOYEG.

e Platforms: [Tapéyel emAoyéc TPOSUPUOYNG TOV £PYOL GE GUYKEKPIUEVES TAOTPOPLES GTOHYOV, OTMG
Android, i0OS kot Windows, eEacparilovtog tn ovpPoatdémra kol T Pektictomoinom g
£QUPLOYNS Yo KaOE TtepPdAlov ektéleonc.

e Plugins: IleptrouPaver pvbuicelc mov mpoépyovior amd eykateotnuéva mtpdcbeto (plugins), ta
omoio emeKTeivoLY 1 TPOTOTOOVV TIG PACIKEG AEITOVPYIKOTNTEG TNG UNYOVIG, EMITPEMOVTAS TNV
EVOOUATOOTN EMTAEOV EpYaLEi®V Kot SuVATOTATOV GTO £pY0. [36]

¥10 mAaico TV pubuicewmv Project Settings, mpaypoTomomOnKov opylkd TPOTOTOGELS GTNV

katnyopioa Engine - Input, émov mpootédniav véa Action Mappings pe ckond tnv vrootpin v
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AELTOVPYIOV TOL AVATTOYONKAY V1o TIG ovAYKeS TOV £pyov. Ot cuykekpluéveg pubuicelg dtacpaiilovv
TN GMOCTI OVIIGTOIYION TOV EVEPYEIDV TOV YPNOTN LE TIS OVIIGTOLYEG AEITOVPYIES TNG EQPOPLOYNS KoL
GUUPBUALOVY TNV OUOAT Kot at0d0TIKY OAANAETidpacn e to cvotnuo. TlapdAinia, Eywvav aAlayég
oe emleyuéveg pubuicelg g kotmyopiog Project, ov omoieg Ba avaivBovv kar Oa emeEnynbovv
EKTEVECTEPA OE EMOUEVO KEPAAOLO TNG TAPOVGOG EPYAGINC.

2.6 Emiloyog

To Unreal Engine amoteAel pio mAat@dppa KatdAAnAn yio v avantuérn SlodpacTiK®y TPIeOioToT®OV
TePPOALOVTIOV OV amolTovV avénuévo Pabud aAAniemidpacng kol peolopov, kabdg Tapéyet
EKTETAWEVEG OLVUTOTNTES TUPUUETPOTOINONG Kol EAEYYOV TNG GLUTEPLPOPES TOL TEPPAAAOVTOC.

H opyovopévn demapn tov Unreal Editor, 6 cuvdvacud pe t xprnon tov cvoetiuotog Blueprints,
dtevkoAvvel T dweiplon G AOYIKNG Ko TNG aAAnAenidpaong axoun kot o cvvleta cevapa. Ta
YOPOKTNPIOTIKA aVTE Kab1oToOV TN unyovn tkavhy va ouvdebel pe eEmtepikd cuotiuato, 6mmg to 3D
Systems Touch, enttpénovtoc tnv VAOTOINGT EKOVIKOV TEPPUALOVI®OV EUTAOVTIGUEVOV LE OTTIKA
gpebiopaTo Kol EVIGYVOVTOS TN GUVOALKT EUTEPIN TOL ¥PNOTN.
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Kepdhowo 30:  Avamtoén epappoyns pe Unreal Engine 4

3.1 Ewoayoy

H mopovca epyasio avamtdyOnke pe yvodpova T SnUovpyio EVOG TEWPAPATIKOD YDPOL TOV GTOYEVEL
oV aflonoinomn TV SuvaToTHTOV ATTIKNG avadpacng tov unyavikod Ppayiova 3D Systems Touch.
Kevpikdg 616)0¢ TOU £pyov NTOV 0 GXESAGHOG KOl 1| VAOTOINGT Mo TAaTe PG 1 omoia Tapéyet
GTOVG YPNOTEG L0 OAOKANPOUEVT] Kol PEOAOTIKY gumelpio ¢ aiobnong g aeng, péoa amd Tnv
aAAnAemidopaon pe Eva TpiodidoTtato eikoviko mepiPdAaiov [10], [12], [13].

H dwdwcocio oyediacpod kot vAomoinong tov mapdvtog épyov umopei va Bempndel wg pio cuvOeTikn
mopeia udbnong, 1 omoio. 0dNyNGE G GUYKEKPIUEVH AetToVpyIKd amoteléopata. H Pacikn mpoxinon
gvIomiotTnke o©TOV 0pBO GUVOLOCUO YVAGCEDV 7OV APOPOVY TOGO TNV OAVOATTVEN  EIKOVIKOV
nepPariroviav oto Unreal Engine 660 kot v €VeOUATOON OMTIKOV GLGTNUATOV, LE GTOXO TN
dnuovpyio €vOg evioiov Kol GUVEKTIKOU GLOTHHOTOG OAANAemidopacne. H peBodoroyia mov
axolovOnbnke Paciotnke o€ Yevikég apyéc avATTLENC OlOOPUCTIKOV EQPUPUOYDV KOl EIKOVIKMOV
TEPPAALOVTOV.

H dwbeocpomra tov epyodeinv Kot Tov faciK®v VTOdoU®Y Tov otkosvuotipatog g Epic Games, oe
cuvdvooud pe v evempdtmor tov 3D Systems Touch, katéotnoe gpikti v vAOTOINGCT TOL £pYyoV
GTO TAOIGLO OKAOTLOIKNG EPYOGIOG KOl LE TEPLOPLOUEVOLE TOPOVG.

3.2 Ilgpurtdoeig Xpnong kou Erineda Antikig AAAnienidopaocng

2NV TOPOVGO TTUYLOKT EPYOGIO, AVOTTOYXONKOV TEPIMTMGEIC YPNONG LE TPIO SLOPOPETIKG ETIKEVTPA,
evdlapépovtog. O mepapatikds ydpog dopndnke oe enineda (Levels), kabéva and ta onoia avriotoryel
o€ O10POPETIKN OTIKY EUTELPIQ Y10 TOV YPNOTN.

210 TPOTO EMIMESO O TEWPOUATICUOS ETIKEVIPMVETOL OTIC POUCIKES 1O10TNTEG TOV VAIKOV, OT®E 1)
oxkAnpotnta (Hardness), n oAicOnpotnta (Friction) kot 1 dtoemepatotnto (Density).

To devtepo eninedo eot1alel oty VO TV emeavelwv (Texture) Kot 610 TMOG, HECH YNAAENONG, O
YPNOTNG UTOPEL VO avayvmpPioEL CVAUKDGELS, KOUTOAEG KO EE0YKMUOTAL.

Télog, T0 Tpito eMinEDO EVOL APLEPOUEVO GTNV OVAYVDPIOT) OVTIKEIUEVOV (Shapes) amokAEIoTIKA LECH
antikng TAnpogopiag (Tactile interaction) [10], [12], [13].

3.3  Anmovpyia Tprodwdstatov Xopov

AoV ohoxinpmbel n dtodikacio apylKoToinong Tov £pyov, To emduevo Pripo givar 1 dnpiovpyic Tov
apywov emmédov (Level). Kabe ewcovikd mepifdriov, aveEdptnta amd TOV YOpOKTAPO TOV 1 Ta
EPYOLEID TOV YPNOUYLOTOLOVVTOL Y10, TNV KATAGKELT TOV, OMOTEAEITOL OO VY TPLGOLAGTUTO YMDPO, O
omolog mopoTNPEiTOl PECH WG YNELOIKNAG KOUEPOG Kol TPoPdAietor otnv 00dvn vad popon
€IKOVOoTOY EIWV.

IMa ) dnuovpyia tov govikoy y®pov amarteiton 1 vmapén evog apyeiov emmédov (Level file).
Soupmva pe v oporoyia tov Unreal Engine, To eninedo amoteAei évo apyeio mov mepiiapfaverl pio
GLALOYT QVTIKEWEVOY 000 1 TPUDV OlOCTACENDY, TOTOOETUEVEOV GTOV YMDPO WUE CUYKEKPIUEVES
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ovvtetaypéveg [20]. H dnpovpyia evog véov emmédov mpaypatonoteiton péow tov Content Browser,
eite pe dell Kk gite péow Tov kovumov Add/Import, emthéyovtag v avrictoyn emioyr Level.

I rewem] o o) COEPE B B Dok

Ewodva 3.1: DefaultSpace Level

O npmdTOg YGPTNG TOL dMovpynHONKe Tav o DefaultSpace Level, 6nmg paivetan oty Ewova 3.1, otov
omoio avortiyOnke To eEmTEPIKO MEPIPAALOV TV TEPAUATIKDOVY YDpwVv. To apyikd eninedo dev mepieiye
OVTIKEIPEVA, Kot Yio Tov Adyo ovtd 1 dwdikacio Eekivnoe pe v mpochnkn oToeiov QOTIGUOV.
Suykekpéva, LEcw tng Asrtovpyiog drag-and-drop amd 1o TAELPIKO PEVOD OVTIKEWWEV®V, TPOGTED KOV
Tpio S0POPETIKA AVTIKEIEVD POTIGUOD, T 0Toio oYeTIloVTaL UE TNV OTHLOCPULPO Kl TOV EEMTEPIKO
OOTICUO, DOTE VoL £ival EVOAKPLTA TA AVTIKEILEVA TTOV EMPOKELTO Vo ToToBeTnOOVV GTOV YDPO.

To Atmospheric Fog vrmoioyilel ) okédaon tov emtog (Rayleigh ko Mie) péca omv atpdseatpa.
Emnpealet to ypodpa Tov ovpavod, o pmg 6tov opilovta, kabmg Kot Tov TPOTOo UE TOV 0010 To LaKPLVE
avtikeipeva @aivovior mo Eeboplacpéva. Me avtév TOV TPOTO MIUEITOL TN GUUTEPLPOPA TNG
TPAYUATIKNG atpoceopas g I'nc. [37]

To Sky Atmosphere (1] SkyLight) ntpocopoidvel T 6Kk€daoN TOV POTOG GTNV ATUOGPAUPA. ZVVOEETOAL
ue éva, 1 6vo Directional Lights (WAto/peyydpt) kat, avdioya pe tn 0éon Kot ™) yovia toug, vroAoyilet
TO YPALO TOL OLPAVOD, TNV EVIAGT TOV POTOG KOL TNV OPATOTNTA TOV UOUKPIVOV OVTIKEWEVOV UECH
gvogplog Tpoontikng [38].

To Directional Light mpocopoidvel pwg mov ekméumetonr and po wnyn mov Ppioketor og Amelpn
amooTOoT. AVTO onuaivel OTL OAEG O OKIEC TOV OMovpyel ivan TapdAnieg, Yeyovog mov 1o Kodietd
1O0VIKT ETIAOYN YO TNV TPOGOUOIMGT) TOV NALaKOD eoTdg [26], [39].

O cLVHVUCUOS TOV TPUDV TOPUTAVE® GTOWXEIDV QOTIGLOV OMpovpyetl v alcnon evog eEwtepikov
YDPOVL POTIGUEVOL OO PUOIKO TMAKO QMG XTO EMOUEVO OTAS0 TPOoTEOMKAV ONUATOdOTES
avtovokidoswv (Sphere Reflection Capture) kabmg kou éva Lightmass Importance Volume, dote 0
VTOAOYIGUOC TOL POTIGLOV VO TPOYUOTOTOLELTOL [e HeyaADTEPT) aKPIPELR EVTOS TOL EGMTEPTIKOD YDPOV.
Ta avtikeipeva avtd dev ypnopomomOnkav og OAa To eNineda, OALE TPOGTEONKAV GTOV OOKILAGTIKO
YOPTN LE GKOTO T GUPESTEPT] AMEIKOVIGT] TOV YDPOL KOl TOV OLOOLOPPO PAOTIGUO TOV.

2N GUVEXELN TPOYUATOTOMONKE 1 KATAOKELN TOL EVOEIKTIKOD dmpatiov mov Ba eiiofevoioe ta
TEPOUATIKA oevapla. To TplodidoeTtata, LOVTEAN TOV YPNCILOTOONKAY Y10 TV KATUGKELT TOV YDPOV
aponABov amd 600 exkmadevtikd £pyo tng Epic Games ywo tnv ekpdbnon g unyovhg Unreal,
ovykekpéva to Blueprints ko Content Examples, to. omoio dwatiBevron pécw e mhatpoppog Fab (BA.
MMopapmua A). Kotd ™ dwdikacioo KaTooKELNG TOL Ydpov 060nke 1dioitepn EUPacn GTN GMOTH
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GUVOAPLOYN TOV HOVTEA®V SATEOOV, DOTE VO OOPEHYOVTOL KEVE oL Ba EMETPETAV GTOV YPNOTY VA
eEéMBet extdC TV opilov Tov ydpov. [TapdAinia, puOBpictnke 0 E6OTEPIKOG POTIGUOC LLE TPOTO TOL VO
dwmpeitar 1 aAnboedvela, yopic vo emPapdvetor VITEPPOAIKA 1) VTOAOYIGTIKT] OTOSOCN TOV
GLOTNLOTOG,.

AoV 1 0PYLITEKTOVIKT] TOV YDOPOL £PTACE GE £VO IKAVOTONTIKO ENimed0, akoAoVONGE 1 dnpovpyia TV
Bacwkadv emmédmv Tov amottovvIol Yo TV avanTuEn TV Asttovpytdv Kabe yéptr, COLPOVA LE TIG
TEPUTTAGELG YPTONG TOL TOAPOVGLAGTNKOAY TPONYOVHEVDG.

3.4 Eninedo 1°: [Mepdpoto faon 1010TNTOS VAMKOV

3.4.1 Ewoayoym

270 TPOTO EMIMEDO TOL TEWPANATIKOD TEPPAALOVTOG, 1 ELpacT diveTal 6T dlEpElVNOT TOV POUCIKMV
QLOIKOV WI0TATOV TV VAIK®V, OTMG AVTEG YIVOVTOL AVTIANTTEG HEGM TNG AMTIKNG AvAdpaoTg. ZTOY0G
TOV EMIEOOL AVTOV €ival Vo EMITPEYEL GTOV YPNOTI VO KOTOVONGEL Kol VO cLYKPivel BepeAidon
YOPOKTNPIOTIKA TOV EMPAVEIDV UEGOH OO AQUECT] OTTIKN OAANAEmiOpaoct. Xt0 TAMiIG0 0vTd, O
TEPOUATIOUOC ETIKEVTPDVETUL OE 1010TNTEC Om¢ ) oxkAnpotnta (Hardness), n oAcOnpotnta (Friction)
ka1 1 dwmepatdtnta 1§ Tukvotnta (Density), ot omoieg ennpedlovv kabopiotikd v aicBnorn g aeng
KOLL 1 GUUTEPLPOPE TOV AVTIKEILEVOV KATE TNV ETAON.

I'o v vAomoinom Tov TOPUTAV® TEPOUATICUOV amalTHONKE 1) SNUIOVPYI UIKG KOTAAANANG TEXVIKNG
VTOSOUNG, 1| OTTOI0 EMTPENEL TN UETAPPUGCT] TOV PUGIKDV 1O10THTOV TOV VAIKOV G anTikd epedicparto.
H vrodopn avtn eac@arilet 6Tl 01 EMAEYHEVES IOOTNTES TOV AVTIKELLEVOV UTOPOVV Vo, 0odoBovv pe
GUVETELD, PECH TOV ONTIKOL GULGTHUOTOC KOU VO YIiVOUV OVTIANTTEG OO TOV YPNOTN KOTO TNV
OAANAETTIOpOGT UE TO EIKOVIKO TTEPPAALOV.

Mo va givor duvot M aAAnienidpaor tov stylus Tov unyoavikod Bpayiova [E TO OVTIKEIUEVH TOV
TPIOAACTATOL XMDPOL, T AVTIKEIHEVH ot TpEnel va dbétovv wg Component to HapticMaterial.
IIpokewévou 1 ocvykekplévn AettovpykdTTa vo  €ivol  EmOVOYPNGILOTOMGIUY Kol €0KOAQ
Swyepioun, avartoydnke to BP_HapticTrigger.

3.4.2 BP_HapticTrigger: Components

w o+ @

Ewova 3.2: BP_HapticTrigger Viewport
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To ovykekpuévo Blueprint, 6nmg gaiveton oty Ewdva 3.2, nepriapfaver oto DefaultSceneRoot éva
Static Mesh Component, o onoio kaBopilel T yempetpia Tov aviikeyévov. To Static Mesh epmepiéyet
to HapticMaterial Component, enttpénovtag TNV EMNKOVOVIOL KAl TNV ORTIKY CAANAETIOpOoT UE TO
stylus tov punyoavikod Bpayiova.

I'a va glvar duvarr| 1 antik) aAAnAienidpaocn, to Static Mesh Ba mpémet va €xet opiotel wg Movable,
wote va vrootnpileton 1 mpocopoinomn euoikng (Simulate Physics). [TapdAinia, ta Collision Presets
npénel va, €xovv optotel oty emhoyr BlockAllDynamic, mpoxeipévov va eacpaiiletor 1 cmoT)
aviyvevorn ovykpoOoemv Ue duvopkd avtikeipeva onwg to stylus. EmmAéov, 10 aviikeipevo mov
ypnowonoteitan wg Static Mesh Ba npénel va dwbéter Simple Collision, kabdg n punyovn Unreal dev
vrootpilel v gpappoyn euoikrg ot avtikeipeva pe Complex Collision. H cuykexpiévn phOuon
glvar amapaitnmn yoo Ty opBn Agrtovpyia Tng TPocouoimong Kol T oTabepn amddoon TNG OMTIKNG
avdaopoaong [40].

3.4.3 BP_HapticTrigger: Construction Script

AoV oAOKANp®ONKE M OTTIKY OVATOPAGTACT TOV GTOlXEI®V Tov Blueprint, akolobOnce N avdmtuén
MG AEITOLPYIKOTNTAG TOV, OM®G mapovsidletar oty Ewdva 3.3a kor otv Ewdva 3.38. Apykd
viomowfnke to Construction Script, 610 omoio dNpOLVPYHONKE Lo POT} TOL EMTPENEL GTOV XPNOTN,
Kké0e popd mov g1yl éva instance Tov Blueprint 6to eminedo, va opilel duvautkd to emibountod Static
Mesh ko Material 1 Material Instance.

S Physical to Haptic

W Construction Script PyernideVest

Static Mesh Override

Ewova 3.30: BP_HapticTrigger Construction Script
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& Physical to Haptic Material

AR = =tk e 0 0
» i

Ta

J GetPhysical Material

Target

© Physical to Haptic Material

J GetPhysical Material

Target

Ewova 3.38: BP_HapticTrigger Construction Script

To Construction Script cvvdéeton pe évav kOppo Branch, o omolog ghéyyet av €xer d00el Tiun ot
petapint Static Mesh Override [41]. Ztv nepintmon mov 1 cuvOiKn etvor aAndnc, kaieitonn péBodog
Set Static Mesh tov Static Mesh Component, 6ty onoio, amodideton ¢ OPICUN TO OVTIKEIEVO TOV EXEL
optotel ot petaPint Static Mesh Override.

H pon ovveyileton pe avtiotoryo tpodmo yio Tov opiopd tov Material 1) tov Material Instance. 'Eva Static
Mesh pnopei va 6100éter Material 1) Material Instance o€ o 6éon Material Element. Xtnv nepintoon
7ov doBovv Kot To. dVO MG opiouata, TO TEAMKO omoTéAecua epeavilel mivtote to Material. Xto
ovykekpiuévo Blueprint, to Static Mesh Component mepthaupdver povo évo Material Element.
Yuvenmg, dgv €xel onuocio av To avtikeipevo mov Ba 600l mg dpiopa dabétel TepiosodTEPA amd Eval
Material Elements, ka8mg 0 opiopdg Tov vAkov kabopiletatl amokAeiotikd omd ) pon tov Construction
Script. Av dev €xel opiotel Kavéva, amd ta dVo, To avtikeipevo dtatnpel to mpokabopiouévo (default)
Material wov tov &gt avorebei.

Téhog, amd to Material 1) to Material Instance avtigitor 1 W10tTo Physics Material, n onoio wepiéyet
TANPOPOPIES TYETIKA LLE TIC PLOIKEG 1010TNTEG TOV VAIKOV. H 1810tnTa avth| pnoiponoteitol og i6000¢
ot ovvaptnon Physical to Haptic Material, tng omoiog 1 Aettovpyio avoADETAL GTNV ETOUEVT] EVOTNTO.

3.4.4 BP_HapticTrigger: Physical to Haptic Material Function

Mo ™ dwobvdeon T@V QLUGIKAOV WOTNTOV TOV LMK®OV LE TO OATIKG GCUGTAUOTO TOV UNYOVIKOD
Bpayiova, avamrtoyOnie pio péBodog n omoia Aappavel wg 6piopa éva Physics Material, e&dyet and avtod
TIG OmOPOTNTEG TOPAUETPOVG KOl TIG 0m0didel ot avTioToryo YopuKTnplotikd tov Haptic Material
Component, 6nm¢ @aivetal otnv Ewova 3.4.
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S5 e

27 Is Valid
| 3= alid [

Input

= Return Node
»

Ewova 3.4: Physical to Haptic Material Function

Me v KAnon g uebddov, avtiovvrol amd to Physics Material ot Tipég tov nediov mukvotnrac—palog
(Density), ovvoukng tpipng (Friction), otatikng tpiPnc (Static Friction) kot €AooTIKOTNTOC
(Restitution) [42], [43].

o [lvkvotta (Density): Xpnowonoeital 6e GuVOLAGUO LE TO GYNUO TOV OVIIKEWEVOL YloL TOV
VTOAOYIGUO TV WTHTOV palag tov. Oco peyaldtepn givol n Tiun g, 1000 Papvtepo Bewpeitan
TO OVTIKEIHEVO.

o Tpip (Friction): Amotekel v Tun g TPIPNg ¢ emdvelng Kot Kabopilel o mdco ghkola
Uropovv Ta avTIKEipEV Vo oMcBaivouy eTdvm e ouTh.

o XYtatkn Tpipn (Static Friction): Avagépetal otnv avtictaon mov ackeitar oty Evapén g kivneng
peta&d dvo empovelDY oL PpickovTol apyikd o kotaotoon npepioc. Kabopilel to moon dvvaun
amorteitol MoTe éva avTIKEIPEVO Vo apyicet va olcBaivel amd v apyikn tov Béon.

e Flootkdtmra (Restitution): KaBopilel 10 mOG0 «ghaotikn» givol o emedvela 1 Tdon evépyela
ST pel Katd T GVYKPOLGN TNG UE Lol GAAT ETQAVELQ.

Ot mopandve Tpég avtiotoryifovrotl Ko amodidovral otig Wotnteg Mass, Dynamic Friction, Static

Friction kou Stiffness tov Haptic Material Component. Ot puOpicels avtég HeETaQEPOVTOL GTO ATTIKO
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GUGTNHO KOl EMGTPEPOVTOL GTOV UNYavIKO Bpayiova Kabe popd mov To stylus épyetan o€ emagn| pe tnv
EMUPAVELD, TOV OVTIKELLEVOL, ETTVYYAVOVTOG TNV TOPAYDYN ATTIKNG AVAdpaoTS.

To tel6 Blueprint tomoBeteitan 610 Ydpo Ko pmopel va tapet opicpata yo Static Mesh kot Material
N Material Instance, 6mwg @aivetar onv Ewova 3.5.

S

Build Compile Play Launch

126 actors (1 selected)

&) Details
.
4 Add Component > 7 Edit Blueprin|

Search Components

[ Cube_Gold(self)

-0
D't

EX TS T000E o7 00 D - |

4 Default

Material Override

SM_DemoCube

Y Mi_Metal_Gold_Dirty
Material Inst O

| 4 Rendering

4 Replication

Nat | aad an Clian

Ewova 3.5: BP_HapticTrigger Instance péoa oto eninedo

[Ticow and to antkd avrikeipeva tov Kabe mepdpatog tomobetnOnie éva avtikeipevo 10 omoio dgv
déyetan antikd gpediocpuata Kot Aettovpyel amotpentikd o kdbe popen cbykpovons. Ta aviikeipeva
QUTE YPNOLLOTOLOVVTOL Y10, TV 0PLoDETNON TNG EAGYLOTNG ATOGTACT|G GTNV 0010 UITOPEL VO TPOGEYYioEL
0 TTOUKTNG TO OMTIKO OVTIKEIUEVO, [le OKOTO TN dlacPAaion TG BEATIOTNG epumelpiog aAANAemidpaog Kot
TG OMOTEAEGLOTIKNG ATTIKNG AVAOPAOT|S.

3.4.5 Physical Material

Ta Physical Materials (PM) oto Unreal Engine amotedodv g0k dedopéva mov ypncionotovvot yio
TOV KaOOPIGUO TNG QUGIKNG GUUTEPLPOPAS TOV AVTIKEWWEVOV KATE TNV CAANAETIOPAOT] TOVG LE TO
nepPdirov. Méow avtdv opilovtal Pacikéc puoikég 1010tTEg, OTMG M TPIPN, N oToTK) TP, M
EAOOTIKOTNTO, KO 1) TUKVOTNTA, Ol 0Toieg ETNPEALOLY TOV TPOTO LLE TOV OTOI0 TO AVTIKEIPEVO KIVOOVTOL,
GLYKPOLOVTAL KO avTIdpovV og duvdpelg [42], [43].

H ypnon twv Physical Materials emitpémel ™ pPeoMOTIKT] TPOCOUOIMOT] OPOPETIKDY TOTMV
EMPAVEIDV KOl GLUPAAAEL 6T PEATiOON TNG GUVOMKNG QUOIKNG GULUTEPLPOPAS TOV EIKOVIKOD
nepBdAilovtog [42], [43]. Zto mThaiclo epapUoydV HE anTiKn avadpact, to Physical Materials pmopotv
EMTAEOV VO, AELITOVPYNOOVY G YEQLPA HETOED TOV QUGIKAOV 1OI0THTOV TV OVTIIKEIUEVOV KOl TV
UTTIK®OV TOPAUETPOV TOL UETOPEPOVTOL O EEMTEPIKO GLOTHUATA, OTTMG O UNYaVIKOS Ppayiovag 3D
Systems Touch, evioyvovtag Tov peoMoud Tng umelpiog ypnot.
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3.4.6 Anuovpyia

H onpovpyia evoc véov Physical Material npoypatornoteiton péow tov Content Browser, eite pe de&l
KAk gite péom tov kovpmov Add/Import, emdéyoviag v katnyopio Physics kot otn cuvéyeia v
emioyn Physical Material. H evépyeia avtr odnyel oto dvorypa evog mapafvupov dtoldyov, 6To 0moio
opiletar n KAGOM TOV OVTIKEWEVOD, 1] OTTO10L GTNV TPOKEWEVT TEPINT®ON avTioToKEl eniong o€ Physical
Material [44]. Xv Ewéva 3.6 mapovcidleton To mepiBdirov eneéepyaciog twv Physical Material.

210 mAaiclo NG mapovoag epyociog dnuovpyndnkav

Fie it A Vot GGl cuvolkd  Oeckaokt® Physical Materials, 1o omoia
! @ KatnyoplomomOnkav Pdost TG KLploPyNg  (QUCIKNG
i wwmtag mwov Moy embountd  va  avoderydet.
Yvuykekpéva, dnpovpynnkay €1 Physical Materials pe
€upaorn oty ehaoTikoTnTe, £EL pE Eppacn omv TPIP1,

u

TEGOEPU UE EUQOOT] OTNV TUKVOTNTO, KOOMG Kot Eva
Physical Material yevikig yxpnong. To 1ekevtaio

u

YPMNOLOTOMONKE GE AVTIKEIPEVE Y10 TO, OTTOl0l oaTeiTon

u

amTIKY avadpacn, yopic va SiveTol EUEOcT o€ KATOl
GUYKEKPLUEVT] QUGIKT] 1O10TNTO TOL VALKOD.

3.4.7 Avad0eon Physical Material

o v avéBeon evog Physical Material oe Material 1
Material Instance, apkei va avotytel To avtictoryo Material
N Material Instance otov Editor kot va opiotei o emBountd
Physical Material omv 1d16tte. Physical Material tov
mapofvopov Details, 6mwg @aivetoan omv Ewova 3.7 ko
otnv Ewova 3.8 avtioctoya [45], [46].

[Ei— Save Sibling 21 Save Child

4 Material

Ewova 3.7: Material Ewdvo. 3.8: Material Instance
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Ta Materials mov ypnoipoTomONKoY yio TOV EUTAOVTIGHO TV EIKOVIKAOV YDOpmV TPonAbay omd tpia
Swpopetikd épya, oxedlacpéva yia xpnon ot pnxavi Unreal Engine. Xvykekpipéva, aSomomOnkav
to waxéto, 300+ Ultimate PBR Materials Pack, 99 PBR Materials Vol.01 xou Automotive Materials, to.
omoia dwotifevron pécw g mAateopuog Fab (BA. [Tapdptua A).

3.4.8 Avdivon TOV VAMKOV TOVL (prclponon)dnkay

Ot paypatikés TG TOV W0THTMV TV VAKAOV dgv omodidovv mhvto v embounti avadpaocn péca
670 ewoviko mepBdAlov. ['a 10 Adyo avtd, émetta amd SOKIUES Kat a&toAdYNoT, TPAyUATOTO|0NKaY
0l amOPOiTNTEG TPOGAPUOYEG, DOTE 1 CAANAETIOPAOT] TOV YPNOTN UE TO TEPAUATE VO TAPAYEL TNV
emBount) avdadpoorn kot vo Kabotd copeic T dlopopég UeTald TV SPOPOV VAIKOV oe KAOE
melpaplo. XToug TopaKaT® TIVOKES VITAPYOLY Ol KAVOVIKOTOUILEVES TLLEG TMV 1OL0TITOV TOV VAIK®Y GTO
Sdtdotnpa 0-1 kot o1 TeMKEG TIHEG TOV ToVg amododnkav pésa oto Unreal.

IMivaxog 3.1: TIpaypatikég Twég TV VMKOV Tov Telpdpotog ZkAnpotntag [62], [63]

5 p
Yiwo/Isvtta Zxnpoémta Avvapn Tppn ;zf[;‘;n Méla
Xpvoog 1.00 0.29 0.41 1.00
Zpovyydpt 0.00 0.70 0.66 0.00
Yteyvog [Inhog 0.68 0.49 0.50 0.08
Derrdg 0.39 0.60 0.58 0.01
Yoacpa 0.63 0.49 0.50 0.03
AdoTtiyo 0.46 1.00 1.00 0.06
[Mivakag 3.2: Avtictotyeg Tiég mov d60nkav pésa oto Unreal
5 ;
Yo/ 1510t to: Skhnpomte. | Avvapuh Todh ;ng;” Mo
Xpvodc (Gold) 1.00 0.50 0.60 1.00
Zpovyyapt (Sponge) 0.15 0.50 0.60 0.50
Yteyvog [Inkog (GClay) 0.40 0.50 0.60 0.40
Derlog (Cork) 0.25 0.50 0.60 0.25
"Ypaopa (Denim) 0.40 0.50 0.60 0.50
Adotiyo (Rubber) 0.30 0.50 0.60 0.60

Ewova 3.9: Iepdpato ZkAnpoTnTog
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MTivaxog 3.3: TIpaypatikés Tég Tv VMKOV Tov metpdpatog Olednpottag [62], [63]

5 p
Yko/Io0tra ZKANpoOTTO Avvapun Tpipn ;(;:[;En MdCa
Acpaitog 0.80 0.8 0.75 0.12
ool 0.99 0.29 0.33 0.13
Towévto 0.93 0.70 0.66 0.12
ITayog 0.84 0.02 0.03 0.05
[Tétpa 0.98 0.60 0.58 0.14
Méppapo 0.98 0.39 0.41 0.14
IMivaxog 3.4: Avtiototyeg Tipég mov d60nkav péca oto Unreal
5 ;
Yko/Io10tra ZKAnpoTTO Avvapukn Tppn ;(;f[;‘;n Mdla
Acpoltog (Asphalt) 1.00 1.00 1.00 0.50
oAl (Glass) 0.12 0.50 0.45 1.00
Towévto (Concrete) 0.3 0.65 0.75 0.5
Méryog (Ice) 0.095 0.00 0.00 1.00
ITétpa (Rock) 0.70 0.70 0.80 0.50
Mdépuapo (Marble) 0.20 0.80 0.80 1.00
L

Ewova 3.10: Iepdpoata OMobnpdtnrog

Mivaxag 3.5: Hpaypaticég THég TV VAKOV Tov melpdpotog Atamepatotntag [62], [63]

Yo/ 1510t to: Skhnpomte. | Avvapuh Todh Z;zfg;” Mo
Aépac 0.00 0.00 0.00 0.00
Appoc 0.46 0.49 0.50 0.08
Adom 0.17 0.29 0.33 0.09

Yypoc TTnhoc 0.51 0.39 0.41 0.10
Bpdyoc 0.97 0.60 0.58 0.13
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MMivakag 3.6: Avrtictotyeg Téc mov d00nkav péca oto Unreal

Yko/Io0tra ZKANpoOTTO Avvapun Tpipn 2;(;:[;“ MdCa
Aépag (Air) 0.00 0.10 0.10 0.00
Appog (Sand) 0.02 0.50 0.60 0.50
Adomn (Mud) 0.10 0.50 0.60 0.50
Yypoc IInrog (RClay) 0.18 0.50 0.60 0.50
Bpdyog 0.85 0.70 0.70 0.60

IMa Tov Bpdyo ypnoponomnke to Texture Physical Material yevikng ypriong.

with

Ewova 3.11: Iepdpota Alamepatdtnrog
3.5 Eninedo 2°: [lepdapara Baon vong emoaverov (Texture)

3.5.1 Ewoayoym

210 3e0TEPO EMiMedO TOL TEPAATIKOD TEPPAALOVTOC, 1 TTpocoyn HetatomileTtar omd TIg Pacikég
(QULOIKEG 1O10TNTEG TV VAKAV OTI AETTOUEPY] GTIKY OVTIANYN TNG EMPAVELNG TOV OVTIKEEV@V. To
eMinedo ovTd €Yl MG GTOXO VO SlEPELVNGEL TOV TPOTO Ue Tov omoio 1 ven (Texture) ennpedlel v
OTTIKN EUTEPIO Kol TDOG, HUEC® TNG YNAAGNOoMG, 0 YPNOTNG UTOPEL VO avayvmpicel LOPPOAOYIKA
YOPOKTNPIOTIKA OTMG OLAOKADGCEL;, KOUTOAES Kol EE0YKOUATA, OMOKAEGTIKA pe Pdon Tnv omTiky
mnpoeopia [47], [48].

3.5.2 Anuovpyic Evik@v Em@aveiov

Anpovpyndnkov 11K TpLod1doTOTO LOVTEAD, TOV OTOIMV 1) EMPAVELN EVOMUOTMOVEL TO TOPATAVED
YOPOKTNPIOTIKG VONG. [0 TOV 6KOTd aVTO eMAEYONKAV GuyKeKpluéva Materials, ta omoia Kpifnke 0T
UTOPOUV VO TPOGPEPOLY LL0L SLPOPOTOUEVT] KO EVOLOPEPOVTO ATTIKY gumelpio. Amo ta Materials
avtd e€Myon n TAnpogopia vyovg (Hight Map), 6nwg paivetal otnv Ewova 3.12 kot oty Ewova 3.13,
Baost ¢ omoiog dnpuovpyndnke M TEAIKN YEOUETPIO TOV HOVIEA®V HE TN XPNON TNG UNYAVIGS
Tprodidotatng povielomoinong Blender 2.79.
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Concrete_Tiles_01_Ambient_Occlusion v

N
D
Gonrete Tiles_01_Base_Colorw |
€0
————

i Concrete_Tiles 01 Height »

¥4 Hight
b €09

Concrete_Tiles 01_Metallic w

€00

8 Metallic

. Gonrete_Tiles_01_Normal v
] Normal S

¢ 0

Concrete_Tiles_01_Roughiness w

¢ 0

Ewova 3.12: TTAnpogopieg vong tov Material Ewova 3.13: Hight Map
3.5.3 Awdwkaocio mov akorovOOnke oto Blender 2.79

3.5.3.1 Movtehomoinon

210 mepPdArov tov Blender ypnoipomomOnkav dvo Pacucég Aettovpycég Kataotdoels (Modes): to
Object Mode, omwg paivetor otnv Ewova 3.14, 10 onoio mepilapfdverl evépyeieg mov emnpedlovv to
avTikeipevo o¢ eviaio obvoro, kar to Edit Mode, 6mwg @aivetar omv Ewova 3.15, oto omoio
Tpaypatonoleitar | enelepyosio Kot 1 TOPAUOPPMOOT) TNG YEMUETPING TOL avTikelwévou [49].

Xe Object Mode mpootébnke éva eminedo avtikeipevo (Plane) otn oknvn Tov TP1odIEcTOTOL YHPOL. X1
ouvéyela, og Edit Mode, mpaypatomon|nke vrodiaipeon (Subdivide) Tng empavelag Tov avTiKePEVOD,
ue v mapdpetpo Number of Cuts va. opiletor oty tiuf 100, mpokeévov va emitevydel emopkng
YEOUETPIKT TUKVOTNTA.

37



Kepdiaio 3

A9 Blender

Select

Top Orthographic

(1) Collection | Plane

o HeApren

Ewcova 3.14: Object Mode Ewova 3.15: Edit Mode — Subdivide

AxorovBag, emotpépoviag oe Object Mode, and v mAevpikn kaptéda epyareimv Tpootédnke Evag
Displace Modifier, 6nwg @aivetor otnv Ewova 3.16, o omoiog déxetanr wg eicodo éva Texture ko
TOPUUOPPDVEL T1 YEDUETPIO TOV AVTIKEEVOL PAGEL TNG TANPOPOpPiag mov avtd mepiéyet [47], [48].

v kaptéra Texture dnuovpyndnke éva véo Texture TOTOL €1KOVOC, GTO 0010 OPIGTNKE TO OVTIGTOLYO
Height Map, 6mwg @aivetor oty Ewova 3.17. Me v gpapuoyn tov Displace Modifier, To Plane
TOPOUOPOOONKE KATOAANAQ, DOTE VO UETAPEPEL TNV TANPOPOPIa, DYOLG TNG SCIACTOTNG EWKOVAG
Height Map cg tpiodidotatn ye®ueTpia, EMTPETOVINS TNV OKPIPN AVOTOPACTOOT TG EMLPAVEINKNC
VPG, dmwg eaiveror oty Ewova 3.18.

Midlevel: 0.500 Strength: 1.000

Ewova 3.16: Displace Modifier Ewova 3.17: Texture

38



Avantvuén epapuoyng pe Unreal Engine 4

Ewova 3.18: Eeappoyn tov Displace Modifier

X ovvéyeln, pvBuiomnke m mapdpetpog Strength tov Displace Modifier wote va emtevyfeil 10

emBLUNTO OmOTEAECUN, KOl O TpomomomThg epapuootnke (Apply) [47], [48]. Axorovbwg, oe Edit

Mode, mpaypatomomOnkay eTPEPOLS SOPOMCEIC OTN YEMUETPIO TOV OVTIKEWEVOL, OTTOL Kpibnke

Ewova 3.19: Export FBX

OTOPOITNTO, TPOKELUEVOL va amopevyBovv meployés pe vmepPorkn mopapdpemon. Ilpwv amd

dwdkacia eEaymyng (export) Tov AVIIKEWWEVOV, EPOPLOCTNKOY OAEG
ot uetaoynuotioelc (Apply All  Transforms), @ote va
optotikomombodbv o1 oAlayég mOL  TpaypoTomoOmONKOY ot
yempeTpia.

3.5.3.2 E€aymyn (export) FBX omé to Blender

o va gtvon duvaty n ewoaywyn (import) Tov apyeiov oto Unreal
Engine, ta apysio mpémel va €xovv katdinén FBX. 1o Blender, n
dwdkacio eoywyng mpayuotomoleitar uécm tov pevov File,
emiéyovtag Export ko ot ocvvéyein FBX. Xty éxdoon Blender
2.79, n evépyela avt avoliyel £va avadvopevo topdbvpo, 6To omoio
opifovtar  Tomobecia amodnkevong, 1o dvoua Tov apyeiov, Kabmg
Kot ot oyeTikég pubuicelc eEaymyng, ommwg paivetar oty Ewova 3.19
[50], [51]. T v e€aymyn TV ertBopuntadv avIIKEWEVOVY, AQoD QVTA
EMAEYODV €VTIOG TNG OKNVNG, evepyomoleitar 1 emhoyn Selected
Objects, ®ote va eEaybBovv povo to emleyuévo otolyeio. Xt
cuvéyelo opileTol 0 TUTOC TV AVTIKEWEVOV TPOG eEaymyn|, 0 0Toiog
oV Topovco mepimtmon  eivar Mesh. Xt ouvvéyewn, ot
petacynuotiopoi (Transforms) puOuilovtor kaTtdAAnia dote va gival
ocvpparol pe tig amortnioelg tov Unreal Engine. Zvykekpipéva, n Tyun
tov Scale opiletor oto 1.00, evdd ot d&oveg Forward won Up
pvOuilovtar oe -Y Forward kar Z Up, ovtictorya. Emumiéov,
gvepyomotovvTa ot emthoyég Apply Unit kan Use Space Transform,
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moTe o1 povadec uétpnong tov Blender va avtiototyiloviol cmwotd o€ ekatootd oto Unreal Engine kot
va dtac@arileTol 0 0phOG TPOGAVATOAMGHOG TV AEOHVMV KOTA TNV EIGAYMYT TOV OVTIKEWEVOV. [ ™)
YEOUETPIOL TOV OvTIKEWEVOVY emAéyetar 1 pvOuion Face Smoothing, cdote va amogegdyovrol
avemBounteg TopapopPacelg Katd ) dwdikacio eaymyne. [lapdAindao, evepyomoleital 1 emAoyn
Apply Modifiers, mpoxepévov tuyxdv tpomomomtég (Modifiers) mov dev €xovv epappootel va
gvoopat®bovv otn yeopetpia tpv v e€aywyn tov apyeiov. Téhog, o1 pvbuicelg mov agopovv To
Armature kot to Bake Animation amevepyomolovvtal, kabdg To avVTIKEILEVO TOV TPOKELTOL VO, €€y HovV
dev mepthapPdvouy okeAETIKN doun 1 Kivovpeva dedopéva [50], [51].

H mopamdve dadikacio eravainednke yuo tn dnuovpyio OOV TOV S10QPOPETIKOV ETUPAVEIDY VONG
oV Ypnotponomnkav oto cuykekppévo eninedo (level).

u FBX Import Options il 3.54 Ewaymyn (Import) FBX oto Unreal
Import Static Mesh Engine

Current Asset: /Game/T! stomCollisionsThesis

e H sioaymyn evoc apyeiov FBX mpaypatonoteitor pecm
Skeletal Mesh tov Content Browser, eite pe 0e&i whMk kot €mAoyN
Genecste Mizs g Collslon Import To, eite péow tov wovumod Add/Import. H

T evépyelo avTn avoiyel £va avodvuopevo Tapdvpo, OTWe

 Import Transation [x 00 ofvoo ofzoo O] eaivetalr ommv Ewova 3.20, oto omoio yivetow m

> Import Rotation [x 00> voo oz oo O avalntnon kot emAoy TV opxeiov Tov TPOKELTUL Vo
Import Uniform Scale _

gloayBovv 610 £pyo. Me v OAOKANP®GT NG EMAOYTS,
4 Miscellaneous eppavifeton éva emmiéov mopdbvpo SwAdyov, GTO
Convert Scene

omoio opilovtar ol amapaitnteg pvOUicelg El0aY®YNC
[52], [53].

Force Front XAxis

Convert Scene Unit

4 aterial AoV olokinpwBodv ot oyetikég pubuicelc, Ta apyeio
Search Location Local ~ QopTdVOVTaL 6T0 £pY0 Kot Kabiotavtol dtabéciio pEcm
Material Import Method tov Content Browser, ®cte vo pTOPOLV  Va

YPNOYLOTOINOOVV EVIOC TOL E1KOVIKOD TTEPPUALOVTOC.

4 Fbx File Information
File Version 740
File Creator Blender (stable FBX 10) - 2.93.4 - 422.0
File Creator Application Blender Foundation Blender (stable FBX 10)
File Units centimeter

File Axis Direction Y-UP (RH)

importAl

Ewova 3.20 : Import FBX

3.5.5 MMopaperpomoinon EWOIKAOV ETQAVIOV

Olo T0 Tapamdve Tpocappocuéva (custom) avtikeipeva avayvopilovtar and to Unreal Engine g
avTikeipeva tomov Static Mesh kot amaitodv KOTAAANAT TpOUETPOTOINGT], DGTE VO EIVAL OVIYVEDCLUOL
amd 1o stylus tov amtikod ocvotHuatoc. Xe avtifeon pe To AmAG YEOUETPIKA GYNUATO 7OV
YPTOLOTOONKOV GTO TPOTYOVUEVO EMIMEDO, TO. GLYKEKPIUEVA VTIKEIPEVA TpoopilovTal yio ypron
¢ mpocappocpéva collision meshes kot yopaktnpilovtor omd 1d1aitePO TOADTAOKY YEDUETPICL.

O tpdroc amddoong yewuetpiog cvykpovong (collision) e éva avTiKeipevo dlakpiveTal o dVO POCTKEC
katnyopieg: ta Simple Collision, ta omoio ¥PNGLUOTOIOVV ATAOTOINUEVE, YEDOUETPIKG GYAUOTA TOV
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TEPIKAEIOVV TO OVTIKEIIEVO GE LIKPT OMOOTOOT OO TNV TPUYLOTIKY TOV YemopeTpia, kot To. Complex
Collision, Ta omoia avamapdyovv pe axpifela ™ yemperpio tov avtkeévov. To Rnua TpokvmTe
OTOV OTTOLTELTOL 1) EQOPLOYT QUOIKNG TPOGOUOIMONG 0T0 ovTikeipevo, kofmg oto Unreal Engine n
nwpocopoinomn euotkng (Simulate Physics) vrootnpiletot amokAelotikd omd avtikeipeva mov dlabétovy
Simple Collision.

Ia tov Adyo awtd, mpaypotoromdnkoy ot anapaitntes puluicelg otTig 110TNTES TOV EICAYOUEVOV
AVTIKEWHEVAV, OTT®G Qaivetal otV Ewdva 3.21 pe otoy0 v vroompién g QLGIKNAG TPOSOUOImONG
KOl TNG OMTIKNAG CAANAETIOpaoTG.

Ewova 3.21: Custom Collision Mesh

2115 Wt teg Collision ke avtikepévon mpaypotoromdnikay tporonomoelg oto medior Collision
Preset ka1 Collision Complexity. H pvOuion tov Collision Preset otnv emidoyn BlockAllDynamic
Slo@OMEEL OTL TO OVTIKEIUEVO OVIYVEDEL KOl OTOKPIVETOL GE GUYKPOVGELS UE OAOL TO SUVOLUKE
avTikeipeva tov  mepiPdAiovtog, ocvpmepthappovopuévovr Tov stylus tov pnyavikod Ppayiova,
eEacparifovtac v agidmotn evepyomoinorn g antikng avédpaong. [opdiinia, n mopapeTpog
Collision Complexity opictnke oy emhoyn Use Complex Collision As Simple, emttpénovtag t ypnon
NG TPAYLOTIKNG YEOUETPIOG TOV OVTIKELUEVOL Y10, TOV VTOAOYIGUO TMV GLYKPOLGE®V. 6T0C0, 1
ouYKEKPIUEVT pLOIIoN dev VIOoTNPIEL TNV EPAPLOYN PUGIKNIG TPOGOUOIMGNG, YEYOVOS TOV TNV
Kaf1oTd KATOAANAN Y10 OTATIKA 1] KIVIUOTIKE OVTIKEILEVO TTOV YPTGILOTOIOVVTIOL OTOKAEICTIKA Yl
omtikn aviyvevon [40].

3.5.6 TomoBétnomn evtog TV EIKOVIKOU TEPLpariovTog.

O gumhovTiopdc ToL YMPOL TpayatonoOnKe pe T xpnon tov BP_HapticTrigger Blueprint, 6to omoio
amodonkav wc opicpata Static Mesh ta véa avtd avtikeipeva, 6mwg aiveton otnv Ewova 3.22.
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4 Add Component ~
Search Components

(S castomCollisionsThesis2(sell)

rited)
h (Inherited)

ial (Inherited)

Search Details

4 Default

FoamWavesCollisionsThesis w
N ¢ O o

= |
™ Wi Fabric_carpet 01

Material Inst

€0

4 Rendering

Edito

Replication

Ewova 3.22: BP_HapticTrigger - Custom Collision Mesh

[licw ond xéBe amtikd aviikeipevo tomobetrOnke €va ovtikeipevo 10 omoio dev déyxeton omTikd
epebiopoto ko Asttovpyel oamotpentikd o kébe popen ovykpovons. To avtikelpeva oavtd
YPTOLLOTOLOVVTOL Y10, TNV 0plofEéteon Tng Ay IOt amdGTACN S OTNV OToio UTOPEL VoL TPOGEYYIGEL O
TOIKTNG TO ORTIKO OVTIKEIUEVO, e OKOTTO TN S0lc@AAon NG PEATIOTNG eumelpiog oAANAETIOpaoNC Kol
NG OMOTEAEGLOTIKNG ATTIKNG AVAdPACT|S.

3.6 Eninedo 3°: Avayvapion avrikeipévov (Shapes)

3.6.1 FEwoayoyn

To 1pito enimedo 1oL TEPAUATIKOD TEPIPAALOVTOG E0TIALEL OTN) GUVOAIKY OTTIKY| OVTIANYT KOl GTNV
avayvopion oviikelpnévoy (Shapes) amokAEIoTIKG UEC® ATTIKNG TANPOQOPIOC. XTOYXOC TOV EMTESOV
avtov gival vo dtepevvnBel N tkavoTnTa TOV YPNHOTN VO avayvopilel TO GYNUO KoL T YEOUETPIO TV
OVTIKEWWLEVOV PECH ad TNV anTikn aAAnAenidpaon (tactile interaction), ywpig Tnv VTOCTNPIEN OTTIKAOV
epebopdrov. H mpocéyyion avtn emrpémel v a&loAdynon g amoTEAEGUATIKOTITOS TOV OTIKOV
GUGTHIOTOG GTI LETAOON YOPIKDV KOl LOPPOAOYIKMY YUPUKTNPLOTIKMY, EVIGYVOVTIS TNV KATOVON GO
TNG OTIKNG OVOYVOPLOTG G E1KOVIKG TeptPdAiovta [11], [12].

o v viomoinon Ttov TOPOTAVEO TEPAPATIGHOL amalTOnKe 1 Onovpyio pog KOTGAANAo
Slpope®UEVNG OKNVIG, OTmg paivetan oty Ewdva 3.23, Aappdvoviag vrdyn m cwotn Béon tov
YPNOTN KOl TOVG AEITOLPYIKOVS TEPLOPIGHOVG TOV anTikoV cuotipatog 3D Systems Touch. O maiktng
tonobfeteitan og apykn 0éon téroln dote TO avTiKEipEVo va PpiokeTol 68 KATAAANAO VYOG Kot Vo
VILAPYEL ETAPKING XDPOG, EMTPENOVTOS GTO stylus va Kiveitan gElevBepa kot va mepinyeital yopw amd 1o
OVTIKEIIEVO TTPOG OAEG TIG KotenBOVOELG.

e ka0 aibovoo tomobeteitan Eva avTiKElUEVO, TO OO0 OVATOPIoTATOL OO €V ATAO YEDMUETPIKO
oynua. Kabog o ypriomg mpoywpd 6115 d1060)1KEG 0iBovoes, Ta oynHata YivovTol oTodiakd Ayotepo
ocvvnBiopéva, av&avovtag tov PBabpd duokoliag g avayvapiong tovs. [  digvkdivven g
EMOANOEVONG TOL OVTIKEWEVOD, TAPEXETAL GTOV XPNOTN 1 dVVATOTNTA, KOTE TNV TOPOUOVH TOV GTNV
aiBovoa, Vo eVEPYOTOLEL 1] VO OMEVEPYOTOLEL TOV PMOTIGHO TOV OVTIKELUEVOL HEG® KOVUTLOD.
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Ewova 3.23: AiBovoeg Kpopuévaov Avtikeluévoy
IIpokeévou 1 cLYKEKPWEVT] AEITOVPYIKOTNTA VO €lvol  EMAVOYPNCILOTOMGIUT KOl  EVKOAM
Swyelpiown, avantoydnke to BP_MaterialButtonChange.

3.6.2 BP_MaterialButtonChange: Components

210 Event Graph, 6mwg eaiveror oty Eucova 3.24, viomomOnke n Aoyikn mov apopd t diaygipion tng
OAANAETTIOPOGTC TOV YPNOTN LE TO KOVUTIE POTIGUOV KOl GVGKOTIONG TOV AVTIKEWEVOD. ZUYKEKPIUEVA,
opiomkav yeyovota emikdioyng (Overlap Events) ta omoio evepyomolovv Tig avtioTolyeg aAAmyES
KATAOTOOTG.

f Disable Input

& On Component End Overlap (Button colisioninT) v+ CastTo Thesis apticDevicahctor
b B b
[

Ewoéva 3.24: BP_MaterialButtonChange - Event Graph - Evépyegwa mAnxtpov “T”

3.6.2.1 Avéivon ToV dopKaV otolyeimv Tov Event Graph

To yeyovog On Component Begin Overlap, to omoio cvvoéetan pe 1o Box Collision Component,
gvepyomoteitor otav o evepyoc yapakmpag (Player), kot cvykekpiyéva o ThesisHapticDeviceActor,
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gloépyetar oty mepoyn emkdAvyng tov Box Collision, onuotodotdviag v Evapén g
aAAnAenidopaons. Avtiotorya, to yeyovoc On Component End Overlap evepyomoleitar 6tav o
YOPOKTNPOG OTOUOKPLVOEL OO TNV TEPLOYT AVTIH, VTOJEIKVOOVTOG TOV TEPUATICUO NG EMAPNS [54],
[55].

H yprion tov Cast To ThesisHapticDeviceActor dtac@olilel 0Tl 1| GLUYKEKPIUEVT AELITOVLPYIKOTNTO
EVEPYOTOLEITOL OMOKAEIOTIKA OO OVTO TOV TOUKTN Kol Oyl amd OmOl0dNTOTE AALO AVTIKEIPEVO TOL
neppaiiovrog [54].

O Player Controller givai vrevBuvog yia tn dloyeipion T@v 1600wV TOL ¥pNoTn (TANKTPOAOY10, TOVTIKL)
Kol Agttovpyel @g evdlbpesog petald tov maiktn Kot Tov evepyov yapoktipo (Player). Méow tov
koupov Get Player Controller, to Blueprint amoxtd npocBacn ctov avticTolyo AEYKTH TOL TOAKT,
enttpénovtog TV aélomoinon Aertovpyldv mov oyetilovtal pe Tov EAeyyo, OTwc 1 Ayn 16080V 0Td TO
TANKTPOAOYIO [56].

Me 1 xpnon tov k6pupov Enable Input, kobictator dvvarti n evepyomoinom tng 16000V Kol G AALOVG
Actors tov emmédov, OMWG OdpPacTIKA avTikeipeva, kovumd 1 pnyoviopoil. H gvepyomoinon tng
€10000V TPAYLLOTOTOIEITOL KATA TNV 15000 TOV TTaUKTN 6NV TEPLOYN aAAnAemidopaong (Begin Overlap),
eved avtiotorya m €lcodog amevepyomoteitoar pécm Tov kKOuPov Disable Input 6tav o moiktng
amopakpuvlel and v meployn (End Overlap) [57].

To Input Action avagépetal og Evav PUNYAVIGUO aVTIGTOIYIONG EVEPYELOY TOV ¥pNotn (dnwg mdtnpa
TANKTPOL 1} KOLUTIOD YEPIGTNPION) UE GUYKEKPIUEVEG AEITOVPYIEC TOL GLGTHIATOC,

Ta Input Actions opictnkav apyikd otig pvbuicelg tov £pyov (Project Settings — Engine — Input),
OmoV 1 evépyela ELafe GVOLLO KOl GUGYETIOTNKE LE i £i6000, Guykpléva tao TAKTpa “T” Kot “R” tov
minktporoyiov. H evépyein avt upmopei miéov va ypnowpomombei ota Blueprints péoo tov
avtioToryv yeyovotwv Input Action Events to omoia evepyomotoOvTol e EKTEAEGT EVEPYELNG OE dVO
Bacwd onuata:

e Pressed, 10 onoio gvepyomoteital T GTIYUT OV TO TANKTPO TOTIETOL KOt
¢ Released, to omoio gvepyomoieitan OTOV TO TANKTPO O.PIVETAL.

270 TAIG10 S10OPACTIKAOV KOl ATTIKOV EQApPUOY®V, 01 Input Actions ypnGILOTOIOVVTOL Y10 TOV EAEYYO
EVEPYELDV TOV YPNOTI), OTMG 1) EVEPYOTOINGT 1] ALEVEPYOTOINGN POTICUOV, 1] Evapén Kot TEPUATIGUOG
aAAnAenidopaong pe avrikeipeva [58].

O xopPog Gate ypnoipomoteiton yio Tov EAeYYX0 TG pong ektéreons o€ Eva Blueprint, emtpémovtog 1
ATOTPETOVTAG TN OLEAEVOT] EVOG GNUOTOC AVAAOYO LUE TNV TPEYOLGO KOTAGTAGT TOV. AglTovpyel ®g pia
AOYIKT «TTOANY Kot S1o0€Tel TEGOEPLS PUCTKEC E1GOS0VC:

o Enter: déyeton 10 oNpo EKTEAEONG TOV EMLYEPEL VO, TEPACEL HEGM TNG TOANG.

e Open: avolyetl TNV TOAY, EMTPENTOVTIOG T OLEAELOT TOV EXOUEVOV CNUATOV EKTEAECTG.
e Close: KAgivel v mOAT, epmodilovrog T pon EKTEAEONC.

e Toggle: evalAGooel TNV KOTAGTAGN TNG TOANG HLETOED AVOLYTAG Kol KAEIOTNC.

O «opPog Gate ypnoyomoleiton GVYVE GE GEVAPLO OTOL OmTOLTEITAL EAEYYOG TNG YPOVIKNG 1
ocuvinpotikng ektéleong piag Aettovpyiag. Evdeuctikd mopadetypa amotelel | evepyomoinomn 1600mvV
udvo dtav o maiktg Ppioketal VIO UIOG GLYKEKPIUEVNG TEPIOYNG, OOV T0 Yeyovoc Begin Overlap
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gvepyomotel to avorypo tng moAng (Open), evd to End Overlap odnyei oto kheiod g (Close) [28],
[29], [32], [59].

3.6.2.2 Po1 tov Event Graph

Orav o evepyog yapoktipog 1céABel oty meproyr| mov opiletar amd 1o Box Collision, gvepyomoteitan
T0 yeyovog On Component Begin Overlap. To yeyovog avtd eLEyyeL av 0 YapOKTAPOG TOV TPOKAAESE
v emagn eivar o ThesisHapticDeviceActor kai, epdécov avtd emPefowwbei, empéner v
gvepyomoinom (Open) g moAng (Gate) dote va yivovtar amodektég gicodotl (Input Actions) amd to
minktpoAdylo. H €Eodoc g mhAng odnyel omv arlayn g veng (Material) tov Static Mesh tov
avtiotoyov Blueprint.

2y zmepintoon wov dobei to Input Action ChangeMaterial Trigger (mAntpo “T”), oto Static Mesh
epopuoletan éva Material pe W0 TO exmoun|s PTOC, pécm tng mopapétpov Emissive Color.
Avrifeta, 6tav dobet To Input Action RevertMaterial Trigger (mAnjktpo “R”), to Static Mesh eravapépet
TNV OPYIKT TOL VPN, 1| oToia ivar idlol e AVTN TOV AVTIKEWWEVOV OV TO TEPIPAAAOVY GTI OKNVY. ZTNV
Ewova 3.25 gaivetar 10 101kd avrtikeipevo péoa oty aibovco katl ta 6pla tov Box Collision mwov

gvepyomotel TIg £16630VG O TO TANKTPOAIY1O.

pEmen - R o o) @ )@=

" \ \

Ewoéva 3.25: Ta avtikeipeva pésa 6to yopo

3.6.3 Teppoatiopog s E@appoyng Méoa amd 1o eninedo

O tepuatiopdc ™G QopUoYNg uropei va mpaypoatonombei pe 600 tpdmovg: gite LEG® TOV TEAELTAIOV
EMMEOOV TNG EPAPUOYNC €iTe HEG® TOV KeEVTPKoD pevod. H dladikocio Tepuatiopod HEC® TOV
KEVIPIKOD PEVOV TOPOVGLALETAL GE EMOUEVT] EVOTNTA, EVA 1| TAPOVGO EVOTNTA EGTIALEL GTOV TEPLOTIGLO
OV TIPOYLOTOTOIELTAL EVTOG TOV EMUMESOVL.

IIpoxeyévovr M GLYKEKPEVT] AEITOLPYIKOTNTO VO €lvol  ETOVOYPNOULOTOWCIUN Kol  €0KOA

dwyepioun, avartoydnke to BP_Quit.

3.6.3.1 BP_Quit: Components

To ocvykekpyévo Blueprint tepiiappdavel oto DefaultSceneRoot, técoepa Static Mesh Components, ta
omoio KaBopifovv TV ONTIKN Kot ocONTIK avomapAoTaoT) TOL OVTIKEWEVOL, OM®S QOIVETOL GTNV
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Ewova 3.26. Emumhéov, mephapPdver éva Button Collision Component, T0 0moio ypnoyLomoteitat yia
™V aviyveuon aAANAETidpaong e TOV XPNOT KO TNV EVEPYOTOINGT TNG AELTOVPYIOG TEPUATIGLOD TNG
EQAPHOYNG.

Ewodva 3.26: BP_Quit — Viewport

3.6.3.2 BP_Quit: Event Graph

H Aoywn vlomoinong mov axoiovdndnke eivor avtiotoyn pe exelvy tov  Blueprint
BP_MaterialButtonChange. Otav o gvepydg yapaxtpog e6ébel otnv meployn mov opileton omd 10
Box Collision, evepyomoteital to yeyovog On Component Begin Overlap. To yeyovdg avtd eléyyet av o
YOPOKTNPOG 7OV Tpokdieoe tnv emapn eivar o ThesisHapticDeviceActor kai, epdcov ovtod
emPefarwdei, emttpénel v evepyomoinon (Open) tng woAng (Gate) dote va yivetal amodekti 1 €i6000¢
(Input Action Exit Game, mAnktpo “G”) and 10 mAnktporoylo. H é£0d0g g muAng odnyel otnv pnébodo
Quit Game tov cuotipatog 1 onoia teppotilet T cuvedpio Kot KAEVEL TV EQAPUOYT.

3.6.4 Eootepikioc Potiopog

e 0l T eminedo ToL £pyov ypnooroOnkay dvo Pactkd €idn poTicrod, To Rect Light kot ta Spot
Light, ue otéyo v enitevén 160ppomNUEVOD KOl AEITOVPYIKOD POTIGUOD GTO EIKOVIKO TEPIPAALOV,
onwg eaivetar otnv Ewdva 3.27 ko otnv Ewdva 3.28. Ta Rect Light epoppooctnioy yio tov yevikod
OOTIGUO TOV YOPOV, KAONDS TPOSPEPOVY EKTETOUEVT] KO OLOIOLOPOT] KOTAVOL] OMTOG, LEDOVOVTOG TIC
évtoveg okiég kat e€acparilovtog emopkn opatdtnra. [Mapdiinia, to Spot Light tomobembnkav oe
KatdAAnieg Bécelc MdoTe va TaPEYOLY KATELOVVOLEVO PMOTIGUO GTO TTEPduaTa, GUUPBAALOVTOC GTNY
OLLOLOLLOPPT] POTAYMDYNOT| TOVG KO 5T GaPN ONTIKN £0Ti0om TOL ¥pNoT. O cuvivacUdS TV dVO TOTWOV
OOTICHOD emAEYONKE OOTE VO EMTLYYAVETOL TOGO 1) GUVOAIKT] POTAYDYNGN TOL YDPOL OGO Kol O
OTOYEVUEVOC QOTIOUOC TOV TEWPOUATOV, YoOpig vo emnpedletor apvntikd 1 oamddoon N 1
AertovpykoTNTa TG EQUPLOYNG [59].
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Search Components ‘5‘
RectLight3(Instance)
Search Details ONER
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Ewova 3.27: Rect Light

Search Components
ek SpotLight2(instance)

o Ligl nent (LightComponent0) (Inherited)

Search Details o) E o

Mobility (] : «» Movable
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\
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-/’

4 Rendering
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Ewova 3.28: Spot Light

3.6.5 IIvpodotntéic Emmnédov (Trigger Box)

Y kéBe eminedo tomobetnOnkav dvo mupodotntég (Trigger Box), Evag omnv apyr Kot £vag oto T€A0G
TOV EMTESOV, Ol OTOI01 EVEPYOTOLOVVTOL OTAV O EVEPYOG YOPOKTNPOG EIGEPYETAL EVTOS TV 0PIV TOVC,
onwg eaivetar oty Ewova 3.29. O wpoypoappatiopnds g Aettovpyiog toug vAonombnke oto Event
Graph tov Level Blueprint kdfe emmédov, 6mov kabopiletor M avtictoyyn cvumepipopd mov Oa
EKTEAELTOL KATO, TNV EVEPYOTOINGT TOVC.
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>

>

Step Forward to Return
‘o %ne Main Menu

1O NG VB3 WG

Ewova 3.29: Trigger Box

Me Vv €l6000 TOL €VEPYOL YOPOKTNPO OTNV OVIIGTOYN WEPLOYN EVePYomolEitar T0 YEYOvOg
ActorBeginOverlap, 1o onoio kaAetl t ovvdptnon Open Level (By Name) [27]. H cuvaptnon avty
déyetan mg 16000 TO VOO EVOC EMTESOV KOl TPAYLATOTTOLEL TN peTdfaoT arnd To TpEYOoV eninedo G6To
KkaBopioévo, emMTPETOVTAS TNV EVOAANYT KOl TN POpTmoN VEOL TTEPPAAAOVTOG EVTOGC TG EQAPULOYNG,
onwg aivetar otnv Eucova 3.30 [55], [60].

+add e~ EETIRIS) -

4Graphs +
4

[ Open Level (by Name)

Event Dispatchers

& OnActorBeginOverlap (MenuBox) | J Open Level (by Name)
» ——mmmuvvvp

Ewcova 3.30: Level Blueprint - Event Graph

O mvpodotnNg mov PpiokeTar oTNV opyn KAOe EMMESOL YPTCULOTOLEITAL Y10 TN LETAPOPA TOV YPNOTY|
7o 670 apyKod UevoD NG EPapUoyNS. AvtioTtotya, o TuPodoTNnTHG TOL ToobeTHONKe 6TO TEAOG KGOE
eMmEdOV 00Myel TOV YpNoTn oto emouevo eminedo. Eaipeon omotelel to tedevtoio eminmedo g
EQUPLOYNG, OOV O AVTICTOLYOG TVPOSOTNTNG KATEVOVVEL EMIONG TOV YPNOTN TIC® GTO APYIKO LEVOD,
0AOKANPOVOVTAG TOV KOKAO TAOYNONG TNG EQOPLOYNG.

3.7 MoapaBvpa 0NV ko Emkeparioeg

Ta Topdabvpa 0dNyIHV TOL ToTOOETHONKOV GTOV YDPO TPOEPYOVTAL OTd TO POCIKO TOKETO EKUAONGNC
Blueprint Office tng Epic Games ko1 ypnotporomnkay yio v Topoy] TANPOPopidY Kot odnyliov
TPOG TOV YPNOTN Katd TN didpkela TG aArnienidpaons. Ta cvykekpiéva otoryeio cupPdilovv ot
Bektioon tng KOTOVONGONG TV AETOLPYIOV TNG EPUPUOYNG Kol OELKOADVOLV T1 Oladikacio
g€okelmong tov ypMoTn e To TEPIPAIAOV.
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Ot emke@aAIdeS AmOTEAOVVY pia amAoTompévn ekdoyn Tov Blueprint tov mapabopwv odnyudv, and v
omoia &yovv agarpedel Ta meprypappaTo Kabdg Kot 1 Aettovpyio aUTOUATNG OAAOYTS TPOGOVATOAIGLLOV
Pog TV KatevBuvon tov waikt. EmmAéov, ot Aettovpykdtntd tovg mpootédnke 1 dvvatotnTo
UETAPOANG TOV UEYEBOLE TNG YPOULOTOGELPAC, MOTE VO EMTVYYAVETOL KOADTEPY OPATOTNTO KOl
TPOCAPLLOYN TOL KEWEVOL OVAAOY LLE TIG OVAYKES TOV EKAGTOTE YDPOVL.

3.8 Kevrpwko Mevov Egappoync

3.8.1 Ewoayoym

Metd TV KataokeLn ToL TEPPAAAOVTOC, TO EMOUEVO PrLa NTAV VO LITAPYEL VOl KEVIPLIKO HeVvoD HECH
Tov omoiov va uropel va Eekivioetl 1o £pyo. To Kevipiko pevol amoteAel 10 facikd onueio E16OS0V TOV
YPNOTN TNV €QapUoYN kol Tailel kaboploTikd poOAo 0T GLVOAIKY gumelpia yprong. Mécw avtov, o
YAPNOTNG OMOKTE TPOGPACT| OTIG KUPLEG AEITOVPYIES TNG EQAPLOYNG, OTOG 1 EvOpEn TG aAANAETIOpaoT|S,
1N TAONYNON HETAED TOV EMTEd®V KOl 0 TEPUATIOUOS TNG gpapuoyne. O oxediaopdg Kat 1 vAomoinon
TOV KEVTPIKOV UEVOD GTOYEVOLY GTNV TOPOYN UIOG CAPOVS, KATAVONTNE KOl AEITOVPYIKNG OETAPNG, 1)
ool S1EVKOADVEL TNV TAOYNGON Kol UELDVEL TN YVOOTIKY EMPAPVVCOT TOL XPNOTH. LTV TOPOVGA
evotNTa TOPoLGLALovTaL 1| SOUN TOV KEVIPLKOD HEVOV, TO EMUEPOVS GTOLYEID TOV, KOOMG Kt O TPOTOGC
LLE TOV 0010 VAOTOLOVVTOL Ol BAGIKES TOV AEITOVPYIES.

3.8.2 Anuovpyia Kevrpukot Mevod

H avdmtuén g epapproyng cuveyiotnke pe T nuovpyio EVOg KEVIPIKOD PHEVOD, TO OO0 TOPEYEL GTOV
PNt TN duvatdTTa EKKIVNoNG Kot TAoNyNong 6to cvotnuo. Xto Unreal Engine, To puevol pmopel va
viomoinBel wg évog Eeywplotog yaptng (map), o onoiog mepthappdvel éva 6166146TaTO POVTO KOl pio
Képepa TPOCAVATOMGUEVY] TTPog avtd. Evoliaktikd, 10 @6vto pmopel va aviwkotootabsl amod
TPLEOLAGTATO TEPIPAAAOV, KIVOOUEVT EIKOVE, BivTeo 1] GUVOLOCUO EIKOVAG KOL TPIOOIACTUTMY OTTIKMY
€QE.

['o g avdykes Tov mapdvtog £pyov, ta Levold viomomdnkav pe tn xpnon tov cvotipoatos UMG
(Unreal Motion Graphics). To pevov amoteAeiton and otoyeia demapng ypnom (Widgets), ta omoia
dnuovpyodvtar pécw tov Content Browser, eite pe de&l KAk gite péow g emhoyng Add/Import,
gmiéyovtag évav tomo Widget Blueprint. Ta Widgets givar Blueprints ta, omoia £xouv m¢ yovikn kAGom
to User Widget avti tov Actor, kAnpovopmvtag e0tkeés HeTOPANTES kot LeBOSOVS TOL APOPOVV TN

demapn ypno [33], [34].

3.8.2.1 Aop1 xon Asrtovpyio Kevrpikov Mevod

210 mapdBvpo Viewport tov UMG Editor tonoBetnke éva avtikeipevo Canvas Panel, 1o omoio
KOADTTEL OLOKAN PY| TNV EMPAVELL TOV PEVOV, 0TS Qaivetan oty Ewova 3.31. Evtoc tov Canvas Panel,
ue tepapyikn dtataén, Tpoctédnke £va, avTikeipevo keywévov tov eueavilel Tov Titho Tov £pyov, Ko
kot évo Horizontal Box, 10 omoio ypnoiponoleital yio v opydvaeoTn ToV KOLUTIDOV TOV KEVIPIKOD
pevov. Xto ecmteptkd tov Horizontal Box tomofetnkav tpia avtikeipeva Button, kabéva amd ta
omoio mEPLEYEL VO OVTIKEIPNEVO KEWEVOL HE TNV ovTioToyyn ovopacio g emioync. H Aoywm
dwyeiptong tov oAAnAemidpdoswv vAoTmoleitar oto  ypaonuo tov Widget Blueprint, omog
nmapovotdletar otny Ewova 3.32.
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Ewova 3.32: Kevtpikd Mevov - Graph

3.8.2.2 Emloyéc Kevrpikod Mevoo

e Start Experiment
H emioyn Start Experiment ekkivel To 6100pacTikd HEPOG TNG EQAPLOYNS amtd TNV apyn. H Aettovpyia
ot viomoteitan pe v evtodn Open Level, pe 16000 Tov TpdTO XEPTN TG EPUPUOYNG.

e Load Experiment Level

H emoyn Load Experiment Level @optdvel 10 TpdTo vIOUEVOD, TO 0010 TTAPEYEL GTOV YPNOTN TN
duvatoOTNTO ETAOYNG TOL JLAdPOCTIKOD TTEPIPBAAAOVTOC 6To omoio Ba 16éA0eL, kabmg Ko TV emthoyn
EMOTPOPNG 0TO KeVTPIKO pevov. H petdfaon emrvyydveral péoco g evrtoing Open Level, pe eicodo
TOV YOPTY] TOV AVTIGTOLYEL OTO EMAEYUEVO TTEPAUATIKO TTEPIPAAAOV [60].
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e Credits

H emloyn Credits goptdvel to de0TEPO VTTOUEVOD TNG EPOPULOYNS, OTO 0moio Tapovctdloviol ot
GUVTEAEGTEG KOl OL AvVOPOPES TOV oyeTilovTtal pe TV avamtuén Tov €pyov. To vmopevoy mepthapPavet
eniomg Kovpumni EMGTPOPNG GTO KEVTIPIKO LEVOD.

e Quit Game
H emloyn Quit Game tepuarilel T cvvedpia Kot kAgivel v epappoyn. H Aettovpyia avtr vioroleital
péom tng evtoAng Blueprint Quit Game, 1 ool SLOKOTTEL TNV EKTEAEGT] TG EPAPUOYNG.

3.9 Xoapoaxtypog (Playable Character)

3.9.1 Ewoayoym

O yopoktipog tov maiktn amotelel 10 Pacikd pEGO OAANAETIOPAGNC TOV ¥PNOTN LE TO EKOVIKO
nepPdAlov g epappoyns. Méow avtol, o xpnoTng UTopel va TAONYELTAL GTOV YDPO, VO IAANAETIOPE.
LLE TOL OVTIKEIEVA KOl VOL EVEPYOTIOLEL TIG AELTOVPYiEC TTOL £Y0VV VAOTOINOEL GTO TANIGIO TOV £PYOU.

To npodcbeto Haptics Direct tng etoipeiog 3D Systems mwapéyel mpocfocn ce Evav mpoKkabopiouévo
YOPOKTNPA, O OmMoiog €lvol KOTOAANAM TPOYPOUUOTIGUEVOS MOOTE VO OAANAETOPE pe To amTikd
OVTIKEILEVO TOV EIKOVIKOD YMPOV Kot Vo LETAPEPEL e aKpiPeta TIg TANpopopieg TG CAANAETIOpaGNC
oToVv unyoviko Ppayiova 3D Systems Touch.

3.9.2 IIpopimpa ko Avon

To Pacikd TpOPANL TTOV TPOKVATEL LLE TN YPTON TOL CLYKEKPIUEVOD YOPOUKTPO EP@avileTar Katd TV
avayKn LETAKIVIONG TOL EVIOC TOV EIKOVIKOD YMOPOV. ZUYKEKPIUEVE, OO TOV APYLKO TOL GYeSOoUO O
YOPOKTNPOG 0VTOG £xel oploTel g TOTOG AActor, Yeyovog mov €xel oG amotédecpa 1 pnyavy Unreal
Engine va tov avtipetonilel og avtikeipevo tov tepaAloviog kol Oyl O¢ YOPUKTNPN TOV UTOPEL va
gleyyOei dueca amod tov ypnot (playable character).

INoa v ernflvon 10V CLYKEKPIUEVOL TPOPANUATOS YPEWICTNKE VO TPAYHOTOTONO00V OPIGUEVES
TPOTOTOGELS GTOV TNYAL0 KOSIKA TOL TPOGHETOV.

H emdoyn g kAdong Character avti tng kAdong Actor kpifnie amoapaitntn, kabog n Character mapéyet
EVOOUATOUEVOVG UNYAVIGIOVG TOV VTOGTNPIlovuy TNV Kiviomn Kot ToV GUEGO EAEYYO amd TOV YPNOTH.
Yuykekpuéva, n kAdon Character evompotmdvel 1o Character Movement Component, to omoio
TPOCPEPEL AEITOVPYIES OTMG UETAKIVIOT), EAEYYO TPOSUVOTOAMGHOD Kot dloyelplorn oOYKpovoTg, XmpPic
Vo omotteitan 1 vAomoinon tovg and v apyn. EmmAéov, n ypnon g khdong Character enttpénel tnv
g0KoAN avtioToiylon &6odwv ypnotn (Input Actions) pe evépyeleg Kivmong, kKoabiotdviog tov
yopoktipa apeca eréyEo péca oto nepiPdirov tng Unreal Engine. H petdfaon avtn dievkolvvet tnv
vAomoinomn Tng TAONYNOTNG TOL YOPUKTPO OTOV EIKOVIKO YMDPO, VO TopdAAnio Swotnpel )
GUUPBATOTNTO UE TO OTTTIKG YOPAKTNPIOTIKA TOV TpdcheTov[54].

3.9.3 Tpomomoujoels

Ot tapepPdosic avtég apopodoaV ATOKAEIGTIKG, TOV TPOTO UE TOV 0TToio 0 yapakthpag opiletal, doTe
va givor dvvartn 1 opbn dayeipion tov amd T unyoevr Unreal Engine, pe otd)0 TN petatponn Tov o€
ovtotnTo oV Umopel va eheyyBel amd TOv YpMOTN KOl VO LETAKIVEITAL EVTOG TOL EKOVIKOD YDPOL.
Emum\éov, mpoyuatomombnkay OpiGUEVEG TPOTOTOMGELS OTO EMUEPOVS AVTIKEIUEVH 0O T OTTOiN
amoTeELEITOL O YoPaKTHPOG, KOODS KAl GTNV 1EpapYio Kot 6T dldtKacio, apyIkoroineng Tovg.
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Ot TpomoOTOMGCEIC OV TpaypaToromOnkay dlaxpivovior oe 600 Paocikég kotnyopies. H mpmdn
Kkatnyopia meptiapPavel arlayég oto apyeio HapticDeviceActor.h, oto omoio opifovrtat 1 kAdomn ko ta
dnuocto péAN . H dedtepn katnyopia apopd ariayéc oto apyeio HapticDeviceActor.cpp, To onoio
TEPIEYEL TNV VDAOTOINGT] TV AEITOVPYIDV TNG KAAOTNG, COLPOVA UE TN GLVNON TPOAKTIKY avATTLENS
Aoywopikob og C++. Ta apyeia avtd Bpickoviar otov pdkelo Source Tov TpdcheTov.

Ot Tpononmomoelg avtég dev enNPealovy e KavEVAY TPOTO TN AELTOVPYIKOTNTO TOV TPOGHETOV, OVTE
aAAOIOVOVY TOV BaCIKO TPOTO AEITOVPYING TOL.

3.9.3.1 Tponomoujoeis oto Header file

Apywcd, ota apyeio include mov ypnoomolovVIOL Yoo TNV OPYIKOTOINGN TOV ATOPOiTNTOV
BpAodnkodV kat tov eaptioewv (dependencies), apouipédnke T0 apyeio KEPOUAISOC TOV CPOPOVGE TOV
Actor, koBmg dev ypnotponoleitor mAov. X1 B€om 1oV TPoosTEANKE TO KOTAAANAO apyeio KePaAIdOC
yw tov Character, 6nwg @aivetar otnv Ewkova 3.33. H tpomomoinon avt| emrpénet v kAnpovounon
TOV AEITOVPYLDV OV TopEyovTaL otd v kKAdon Character.

#include "CoreMinimal.h"
#include "GameFramework/Character.h"

#include "Components/BoxComponent.h"
#include "Physics/PhysScene.h"

Ewova 3.33: Apyeio keparidog tov Character

H endpevn tpomonoinom agopd ™ dMiwon ¢ khdong AHapticDeviceActor, 1 omoia mhéov opiletat
¢ vrokAdorn tng ACharacter. vykekpipéva, n kAdorn dnidvetar g public ACharacter, ®ote va
KAnpovopet Tig Aertovpyieg kot Ta yapaKTnplotikd Tov Tapéyet n kAaor Character, Onwe gatveror oty
Ewova 3.34.

UCLASS()
HAPTICDEVICEINTERFACE_API AHapticDeviceActor : ACharacter

{
GENERATED_BODY ()

Ewova 3.34: Aiwon g khdong AHapticDeviceActor

Télog, TpocTéONKE Eva 6TOLYELD KAEPOG OTOV XOPAKTPA, LECH TNG ONAmong evdg Camera Component
o™V KAdom, 6nog eaivetar otnv Ewova 3.35. H cvykexpiuévn dNimon kabiotd 10 6TotyElo Kauepag
opatd oto mepiPairov tov Unreal Editor kot mpooPdacyo and to Blueprints povo yuo avayvoon,
EMTPETOVTIOG TNV OTTIKY AVOTOPECTOGCT TG GKNVIG 0O TNV ONTIKY] YOVIO TOL YOPAKTNPO.

UPROPERTY(VisibleAnywhere, BlueprintReadOnly, Category = Camera)

UCameraComponent® CameraComp;

Ewodva 3.35: TIpocOnin otoyeiov Kauepog
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3.9.3.2 Tpomomoujoelg oto Source file

Apyicd, apoip€dnkay ot eVToAEG TOL apopovcay T dnulovpyio kot Tov opiopud tov Root Component
Kol ot 0éom tovg dnpovpyndnke éva UCapsuleComponent, 6mwg @aivetar otnv Ewova 3.36. v
KAdon Character, To UCapsuleComponent ypnociponoteiton ®g KOplo otoryeio cOyKpovong Kot
Aertovpyel wg Root Component, endvm oto omoio faciletor 1 kKivnon kol 1 QUGIKT GUUTEPIPOPH TOV
yopoaktipa. H yeouetpia tov €xel tn popen KAWOLANS, YEYOVOS TTOL EMITPEMEL OUOAN Kot oTtofepn
oAAnAenidopaon pe to mepPdilov. Enerta, mpoaypatomombnke €heyyog dote va SloPaAloTEL OTL TO
GUYKEKPLUEVO oTotKElo €xel dnuiovpynBel cwotd Kot dev delyver oe kevn Béon puvnung (null pointer),

EVO TOPAAANAL apyIKOTOONKAY Ol SIUGTAGELS TOV GUUP®VO. LE TIS OTTOLTHGELS TNG EQPOPLOYNG.

UCapsuleComponent* CapsulComp = GetCapsuleComponent();
check(CapsulComp != )H
CapsulComp->InitCapsuleSize(23.9f, 98.ef);

Ewova 3.36: Anovpyia UCapsuleComponent

21 ovvéyeln Tpoypoatomomnke 1 dnpiovpyio Kot n apylKoroinon evog GTolyelon KAUEPAS TPDTOL
TPOCHTOV Y10, TOV YOPOKTAPO, Onwg ¢aiverar oty Ewova 3.37. Apywd, onpiovpyndnke éva
UCameraComponent pécm g evioAng CreateDefaultSubobject, to omoio ypnoyomoteiton yo v
OTCTIKY] OVATIOPAGTOCT TNG OKNVAG 0td TNV OTTIKN Yovia Tov Taiktn. [apdiinia, Tpayuatomombnke
€leyyoc dote va doPaloTel OTL TO oToyeio Kapepag £xel dnuovpyndel emruymdg Kot dev deiyVveL Ge
Kevr] Béom pvnung, omotpémovtag evoeyOpeva oPAApaTo KaTtd TV ektéleor. Emmiéov, oplotnke 0
apykn Béom G KAUEPOS O GYETIKEG GUVTETOYUEVEG MG TPOG TO POCIKO GOO TOV YOPAKTAPA KOt
gvepyomomOnke m SvvatoTNTO EAEYYOL TNG TEPICTPOPNG NG MEC® TOV €000V TOL TOIKTN,
eMUTPEMOVTOC TNV €AeV0ePN peTafoln TG omTikng Yoviag. Téhog, To atoyeio kauepag Tpocaptinke
oto UCapsuleComponent tov yapaxtpa, dtaceorilovtag 6tt n Kapepa akorovdel T Béon kot v
Kivnon ToL YOpaKTHPA EVTOS TOV EIKOVIKOL TEPPAAAOVTOC.

CameraComp = CreateDefaultSubobject<UCameraComponent>(TEXT("FirstPersonCamera™));
check(CameraComp != );

CameraComp->SetRelativelocation(FVector(-70.ef, ©.ef, 4.0f));

CameraComp- >bUsePawnControlRotation = 3

CameraComp->SetupAttachment (CastChecked<USceneComponent, UCapsuleComponent>(CapsulComp));

Ewéva 3.37: Anpiovpyia UCameraComponent
Téhog, &ywav ot amapaitrteg oAiayéc dote 6ha to. Components va mpocaptnBolv (attach) oto
UCapsuleComponent yio vo, KtvoOVToL 6oV [Lol viaio ovIoTnTa.
3.94 Teyvikéc PvOpiceic.

Metd v ohoKANp®GN Kot TNV 0modnkevon Tov adlaymv, To Tpdcheto amotteitol vo, TEpAcEeL K VEO
a7o T dadikacio ovadtapopewong (Re-Build), kabnhg amotelel Ui TOL TVPAVE TNS UNYOVIC.

53



Kepdiaio 3

H ovykekpyévn dwdikacio dev eivar amapaitntn ywo tpodcheto mov evidocoviol omevdeiog oto
€0MTEPIKO TOL £pyov Kat dev emnpedlovy tov Pacikd pnyoviopo Aettovpyiag e Unreal Engine.

3.9.5 Anuovpyia kot [lapaperpomoinoen tov ThesisHapticDeviceActor Blueprint

Me v oAokANpmon g dadikaciog avadiapopenons, o véog HapticDeviceActor kabiotatal opatdg
otov Unreal Editor og khdon C++. Qotoc0, eneldn] 1o HapticDeviceActor.h amotelel khdon ypappévn
oe C++, yio vo katootel Suvat 1 TEPOULTEP® EMEEEPYACIO KOl TOPAUETPOTOINGT TOL YOPOKTNPO,
arowteitor 1 €kBeon Tov oe Blueprint. H Swdwoacio ovtr] mpaypotomoteiton emdéyoviog tov
HapticDeviceActor mov Bpicketol 6tn oknvi kot pEcsm tov Tapaddpov Details va emdeyel to Blueprint
/ Add Script, to omoio dnuovpyei éva avtiotoryo Blueprint facicpévo oty C++ kAhdon. To Blueprint
ovopdotnke ThesisHapticDeviceActor kot og kAdon yovéag tov emdéyxOnke n HapticDeviceActor,
omwg aivetar oty Ewcova 3.38.

Ewcova 3.38: ThesisHapticDeviceActor Blueprint

Ta Components Tov Blueprint pmopovv va dakptBodv ce 600 vontég opades, pe faon v kAdon amd
v omoia kKAnpovopovvtat. H mpmdtn opdda meptrapfavel ta otoryeio mov KAnpovopobvtal omd tnv
KAdomn Character, cvykekpuéva to. Capsule, Arrow, Mesh kouw Camera, to, omoio oyetiCovrol pe
Bacikn dour, TNV Kiviomn Kot TNV OTTTIKT OVATOPAGTACT TOL Yopaktpa. H devtepn opdda amoteheiton
oamd To otoyelo mov KAMpovopovvior omd v kAdon HapticDeviceActor, kou mepilapfdavel ta
Workspace, Collision Proxy kot Visualization Proxy, ta omoila gtvon vrebBuva yio ) Swoxeipion g
OTTIKNG OAANAETTIOpaGTC.

3.9.5.1 Avdivon tov Component

o To Capsule amotelel 10 Pacikd oToLEI0 GVYKPOVOTG TOL YUPAKTNPA Kol 0pilel TO PLGIKO TOV
TEPIYPOUUE 0TO €KOVIKO TepIBdiiov. Méow avtod, 1 punyavny Unreal Engine dwoyepileton tnv
aviYVeLOT] GVYKPOVGE®V, TNV OTOKPICT] O EUTOIIC KOl TN PLGIKT] OAANAETIOPACT] TOL YOPOKTNPA
LE TOL AVTIKEIEVO TOV YDPOUL.

e To Arrow ypnoomoteiton ®g BondnTikd 6ToYEl0 TPOSAVOUTOAMGHOD Kol VTOOEIKVVEL TI POPE KO
TNV katelBvvor Tov YopaKTNPa 6TOV YDPOo. To GUYKEKPIUEVO GTOLYEID OEV GUUUETEYEL OT PUGIKN
TPOCOHOION 1 6TNV CAANAETIOPOOT], GALAL SIEVKOADVEL TNV OTTIKY KOTOVONGT).

e To Mesh amotelel TNV ONTIKY OVATOPAGTAGT TOV YOPOUKTIPO. GTO EKOVIKO TEPPAALOV. AV Ko TNV
TapoHGO, VAOTOINGT OeV YPTOLUOTOIEITOL EKTEVMOG YLOL TNV OTEIKOVICT TOL TOIKTY, TOPOUEVEL
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ONUOVTIKO GTOLXELO Y10 TN 6MGTH TOTOOETNON Kot LOVYPAUIOT) TOV EMUEPOVE components TOL
YOPOKTPOL.

e To Camera givat vrevBuvo yio TV OmEKOVIOT) TG GKNVIG OO TNV OTTIKY YOVIio TOL ¥poTY. TNV
TapoHoo EPYNGio YPNCILOTOLEITOL KAUEPO TPADOTOV TPOGMOTOV, 1| OToia vl TPOGAPTNUEVT GTOV
yopoaktnpa kot akolovbei t Béon kot v kivnon tov, emTpémovtag TNV GUECT KAl QUOIKY
OAANAETTIOPOGT LE TO EIKOVIKO TEPIPAALOV.

e Ta Workspace opilovv v gldyion Kot ) péylotn andotacn evtog g omoiag Umopel va Kiveiton
to Stylus otov Tprodidotaro ympo. Ta dpla avtd £xovv vroroyiotel amd v etanpeio 3D Systems,
MOTE VO OVTIOTOLYOVV UE OKPIBELR OTIG TPUYUATIKES AMOGTAGELS TOV UTOPEL VO KAADWEL O PNYOVIKOG
Bpaylovag g omTikng GLGKELTC.

e To Collision Proxy amoteAei T0 6T0O1(EI0 TOV £PYETOL GE AUEOT ETOPN UE TO VTOAOITO AVTIKEILEVQL
TOV €IKOVIKOV TePPaAlovTog kal givol vevBuvo yio T ANyn kol Tn SloyEIPIoN TOV OTTIKMV
epediopdTov Katd v oAAnAenidopac.

e To Visualization Proxy eivor éva Static Mesh mov ypnoiponoleital yio T onTIKY ovVamTopacToon
Tov Stylus 6ToV TPIGOIAGTATO YDPO, EMTPENOVTOS GTOV XPNOTN VO TapakoAovbel T 0on Kot TV
Kivno1 1oV 6€ TPAYULATIKO YPOVO.

TMa v amoguyn eocmTEPIK®OV GLYKPOVGEDY TpaypaTomomOnkay €01kéc pvBuicelg oto Collision tov

Capsule, dote va ayvoel Ta empépovg Components mov ypnotponotodv Simulate Physics. Me tov tpomo

avTO ATOPEHYOVTUL AVETIOOUNTEG AAANAETIOPACELS LETOED TOV ECMTEPIKAOV GTOLYEIDV TOVL YAPUKTPA.

3.9.5.2 ThesisHapticDeviceActor: Event Graph

10 Event Graph, 6nwg @aivetar oty Ewdva 3.39, viomombnkay ot Pacikég Aettovpyieg kivinong Kot
eA&yyov g Khpepag, aglomotmvTag T Aok mov wapéyetar amd 1o First Person Character Blueprint
g Unreal Engine. Zuykekpiéva, VAOTOMONKE 0 XEPIGUOC TNG TEPLOTPOPNG TNG KAUEPUS LEGM TOVL
TOVTIKI0D, KOOGS Kot 1 LETAKIVIION TOV YOpaKTPO. GTOV YMPO Ue TN ¥pNon Tov minktpov WASD,
EMTPETOVTOC TNV TAOTYNGT TOV ¥PNOTH GTO EIKOVIKO TEPPAAAOV e TPOTO AVTIOTOLYO EVOG YOPUKTIPO
TPADTOV TPOGMTOL.

T AddMoveme

7 Rdd ControterPrch npur
O Inputksis Looklp

»= [

T AddWovementingut

15 Head Mounte d Display Enabled

Eucova 3.39: ThesisHapticDeviceActor - Event Graph
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3.9.6 Apywkomoinon Ofonc Haiktny

e KaBe eminedo tomoBetrOnke éva avrikeipevo Player Start, dnwg paivetal oty Ewova 3.40, to omoio
ypNoonoteitan yio tov Kabopiopd g apyikng Béong tov maiktn. To Player Start Aapfdver tig
amapaitnteg TAnpogopieg amd to Default Pawn Class wov £xet opiotel 610 Game Mode tov emumédov,
omwg avtd €xel kabopiotel péow tv World Settings, e£acpariloviog T 6®GTY apylKomoinon kot
TomofETNoN TOL YOPOUKTHPA KOTA TNV EvapEn TG EPAPLOYNGS.

142 actors (1 selected)
% Details

Search Details

4 Precomputed Visibility

Precompute Visibility

4 Game Mode

HapticsGameMode v K NONE Ji=}

T « o +
TR « o +
TSI « © +
T « o +
EOTETTI « © +
T « o +

Ewova 3.40: Xopoktipag péca otn oKnvy

Q¢ Game Mode ywo 6Aa o emineda twv mepapdtov opictnke to HapticGameMode, o omoio €xet
avantuydel anod v etapeioa 3D Systems. E&aipeon amoteiel To eminedo Tov KEVIPIKOL HEVOD, GTO
omoio ypnowomnoteitan to wpoemireypévo (Default) Game Mode tov Unreal Engine. [Mapdiinia, og
Default Pawn Class emiAéyOnke n véa khdon ThesisHapticDeviceActor mov dnuovpynnke 6to mAaiclo
g TaPOLCUS EPYUCING, MOTE VO YPNCULOTOLEITAL G 0 PACIKOG XOPAKTPAG TOV TOIKTN KATA TNV
ekTéleon TV emmédwv. Tty Ewova 3.41 gaivetar o Yopaktpag amd TV OTTIKN TOL YPNOTH KATH T
SLAPKELD EKTEAEGTIC TNG EQOPLOYTG.

®
General Controliers

To Walk arcund vee
" and 5" for Forw
A" and D" for Lot and Right !

To rotate the Camera use the Mouse
For the Pen 10 mteract with the expervments
# must not be attached at the bese

Ewoéva 3.41: Xapoaktipog HEoa otV eQapLoyn
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3.10 Ouoloxkinpmpéveg aifBovoeg TOV TEPARATOV

CrEEE B & DEDE

Hardness

Ewova 3.43: Tlepapota Baon veng emoaveimv (Texture)
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Ewoéva 3.44: Tlepdparta avayvopiong avrikelpévoy (Shapes)

3.11 Eniloyog

Me v 0AOKAN PO TG VATTUENG TOV ETTESWDV, TOV TELPAUATIKOV UTAEEMY KOl TOV UNYAVIGLOV
OAANAETTIOPOGTC TOV TOPOVGLUGTNKOY GTIG TPOT|YOVUEVEG EVOTNTES, OOUOPPOONKE TO TEAKO ELKOVIKO
nepPaArov e epapuoyns. O cuVILAGUOG TOV EMUEPOVS CTOXEI®V KOl AELTOVPYLDY 0ONYNOCE GTN
dnpovpyio evOg OAOKANPOUEVOL Ko AEITOVPYLKOD YDPOV, 0 0TOl0¢ GYEOIACTNKE MOTE Va. VTTOSTNPILEL
Le cLVETELD Kol coprvela T deaywyn Tmv mewpopdtoy ontikig arinienidpaong [13], [14].
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Kepdiorwo 40: IlokeTapiopa

4.1 Ewoayoym

Metd TV 0AOKANp®GT OADV TV OTapAiTNTOV OAALY®V KOl 0OV SOGQAAIGTNKE OTL 08V OTOUTOVVTOL
TeEPALTEP® dopBDGELS, TO £pyo Bewpeitan Etoyo yia T dodikacio makeTopicpoTog Kot davopune. To
TOKETAPIGLO ATOTEAEL TO TEMKO GTAOI0 TNG AVATTVENG, KATA TO OTOI0 1 EPOPUOYN UETATPETETOAL GE
EKTEAEGIUN HOPOT, KATAAANAN Yo ¥p1ioN €KTOG TOL TTepIPariovTtoc avamtuéng tne Unreal Engine [60].
2V Tapodoa eVOTNTA TEPLYPAPOVTAL Ta Pactkd frpata Kot ot puduicels Tov ypnoiporomdnkoy yio
TNV €MTLYT OAOKANP®ON NG dtadtKaciog.

4.2 Project Settings

Mo v opbn extéheon ™G SLOSIKAGIOG TOKETOPIGLOTOC, ATOITEITOL 1) KOTAAANAT TOPAUETPOTOINCT)
ToV £€pyov pécm tov mapadvupov Project Settings. 'Etot 1o épyo dev Ba dravepndei pe 1o ohvoro Tmv
apyeiwv tov, cvumepthapfavopévev Kot tov test levels, aAld B mepiéyetl povo ta amapaitnta apyeio
YlOL V0L EKTEAECTEL.

4.2.1 Project— Description

v kaptéAa Project — Description, 6nwg gaivetal oty Ewova 4.1, dnidvoviot Pacikég mAnpopopieg
OV APOPOVV TNV TAVTOTNTO TNG €Papuoyns [60]. Zvykekpiuévo, Teptiapfdvoviol N TePLypoen g
€Qopuoy”ns, To thumbnail mov cuvodedel To exktelécipo apyeio, oTotyeio oYETIKA e TOV dlavopéa, Ta
TVELUATIKA dtkoumpota (copyrights), kabdg kot to dvopa gppdviong (display name) mov Ba pépet to

EKTEAEGO OpYEi0.

Search Details

'S in DefaultGame. ini, which is currently writable

4 About

Project Thumbnail

Georgia

Synthesize a 3D environment with embedded systems for tactile interaction
{B81E7124-4681-ABT2-C66F-4396ACO58843} | = |
Thesis Project 144324

1000

Ragkatsi Georgia

Thesis Project 144324

Thesis Project [

Ewova 4.1: Project — Description
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4.2.2 Project — Maps & Modes

Xy kaptéda Project — Maps & Modes, énw¢ @aivetar oty Ewova 4.5, elvar amapaitmto va oprotel
to Game Default Map, to onoio kaBopiletl moiog yaptng (Level) Ba poptdvetar katd v ekkivinon tng
EQUPLOYNG. ATO TPOETIAOYY, 1| CLYKEKPIUEVT) pOOUIoT Aapfdvel Ty idwo Tiun pe to Editor Startup Map.
Q61660, 6€ EPUPLOYES TOV TEPTAAUPEAVOLY TEPIGGATEPQ ATTO £VOL ETITED, GUVIGTATOL O PTTOG OPIGUOC
tov Game Default Map, ®ote va Stac@arileTal 1 cagng Kot EeYYOUEVT POT] EKTEAECTG TG EPAPLOYNS
G710 apPYIKO oTddo PopTwong [36].

u

S Ceoeete
Al Settings

Project
Cry

4 Default Maps

‘ First_level_theses
Editor Startup Map

* DO

Wain_Wenu|

Engine Game Default Map

4 Local Multiplayer

Ewova 4.2: Project — Maps & Modes

[No v mapovoa epyacic, g apyukds xaptng (Game Default Map) opiotnke to eninedo Main Menu,
70 omoio TEPIAAUPAVEL TO KEVTIPIKO WLEVOD NG €QPAPUOYNG Kol amoTeEAel TO onueio ekkivinong g
OAANAETTIOPOGNC TOL YPNHOTN UE TO GUGTN A

4.2.3 Project — Packaging

Yy kaptéia Project — Packaging, 6mwg eaiveton oty Ewcova 4.3, Tpoyatomolovvtol ol 0mopoitnTeg
puiuicelg mToOv CPOPOLV TOV TPOTO TOKETOPICUATOS TOV OPYEIMV TOV £€pyov. ZVYKEKPIUEVA,
kaBopilovror  uébodoc cuumicong TV dedoUEVOV, 1| LOPPN Ue TV omoia Ba opyavmBovv o apyeia,
KaOdC kol ol mopduetpol mov oyetiCovronr pe TN Swdikacio dnuovpyiog (build) tov TEAKOV
eKTELEGOV apyeiov TG epappoyng [60].

Koatd v avamtuén evog Epyov dnpiovpyodviat Guyva emimedo Tov YP1CUYLOTOIOVVTOL UTOKAEIGTIKA Y10
TEWPOUATIONO KOL OTOCPUAUATOCT TOV AEITOLPYLDV TNG EQPAPUOYNG, TEPUV TOV ETTEODYV TOL
npoopilovtat yio Ty TeAKN eumelpia Tov ypnotn. Ta eninedo avtd e&umnpetovv TV vIooTPEN TG
avamtuéng oe amlovotevpéva mepPaAlovta kol dev Tpoopifovtal va cupmepAnedody 6to TEMKO
ToKETO NG €poppoyns. o tov Adyo avtod, oty kaptéha Project — Packaging sivol onuovtikd va
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dMAwBovdv pnta T enineda wov Oa cvumePIANPOoHY 6T0 TEAKO build, péow ¢ AMotag List of maps to
include in a packaged build.

u

o Pijess e

/HapticDevicelnterface [

Engine

P+ + + + + +

4 Project
If project has code, or running a locally built editorv

onfiguration

Build Target
Staging Directory D:/Thesis Packaged |88
Full Rebuild

ribu

NN!I

4 Bluepri
Hierare Bluepri

nput

Ewova 4.3: Project — Packaging
IMa tig avaykeg g mopodoog epyaciag, ol yapTeg mov teptiapPfdvovtorl 1o teAkd build givar o1 €€ng:

e Main_Menu, 10 ontoio mepAapPAavel To KEVIPIKO HEVOD TNG EPOPLOYNG,
e First level thesis, 10 onoio @ilo&evel melpdpata Paciopéva oTIG IGIOTNTEG TOV VAIK®V,

e Textures level thesis, t0 omoio mepiapuPdvel mepdpata mov oYetilovTal e TNV ORTIKN
OVOYVOPIoT] VOOV ETPAVEIDV (textures),

e Shapes level thesis, T0 omoio mepthapuPdvel mePGUATE OVAYVOPIONG OVTIKEWEV®Y (shapes)
HES® YMAGPNONG.

H eatloyn avth dtoc@oarilel 0Tl TO TEAIKO TOKETO TNG EQAPUOYNC TEPIAAUPAVEL LOVO TO amapoiTnTa
emineda mov oyetilovtal Auesa pe TN AELTOLPYia Kot TOVG GTOYOVG TNG EPAPUOYNC.

Emmdéov, 1o mpocsbeta (Plugins) mov £yovv evoopotmbel otn pnyovn Kot dev Ppickovtal viog Tov
oakéiov Content tov €pyov, oAAG gival amapoitnTo Yoo T AETOLPYIN TNG EQPAPUOYNG, TPEMEL VA
dMAwBovv otn Aiota Additional Asset Directories to Cook, dote va courepinedovv cwotd KTl T
ddkacio ToL moKETOPIcHOTOC. TNV Topovca gpyacia, to mpdcbeto HapticDevicelnterface tng
etoipeiog 3D Systems, to onoio evowpat@veTal otov mopnva g pnxavng Unreal Engine, dnAmOnke
OTN CLYKEKPUEVT AOTO Y10 VO JlGPAAIGTEL 1] 0pOn AgiTovpYiol TNG AMTIKAG GVOKELNG GTO TEAMKO
EKTEAEGO.
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4.2.4 Project — Packaging: Build Configuration

Y10 mhaico g dwdikaciog moaketapiopatog, wwitepn onuacioa €xet n emdoyn tov Build
Configuration, 1 onoia kaBopilel Tov TpomO e Tov omoio Ba dnpovpyndel 1o tedikd ekteléoipo apyeio
g epappoyns. H Unreal Engine mopéyel owapopetikéc emiloyéc Sapopemong, omwg Debug,
Development kot Shipping, kafepio amd T1¢ onoieg e&unnpetel S10.popPeTIKO GTAGI0 TNG OVATTLENC.

I'a v mapovoa epyocio emAéynke n dapdpewon Shipping, kabng mpoopiletar ya v TeEMKN)
£€Kdoomn g epapproyng mov Ba draveunBel kou Bo exteleotel ektdg TOoL MEPIPAALOVTOG avamTuéne. H
GUYKEKPIUEVT] ETAOYN ATEVEPYOTOLEL TIC AELTOVPYIEG ATOGPAAUATOONG, APALPEL TEPITTEG TATPOPOPIES
Kol Pertiotonotel v amddoon g epapuoyns, eéoceaiilovrag pikpotepo pEyebog eKTEAEGIUOV
apyelov kot mo otabepr| Asttovpyia.

4.2.5 Project— Supported Platforms & Target Hardware

Téhog, mpaypotonoteital éheyyog otig Kaptéleg Project — Supported Platforms kot Project — Target
Hardware, mpokeyévov va SlacQaAoTel 0TL 1| TAUTEOPUA Y10 TV 0TToi0 TPOoOoPILETUL TO TAKETAPIGLA
mg gpaproyng vrootmpiletar and ™ unyovr Unreal Engine kot 611 m epapuoyn eivar katdAinio
nmapoperporonpévn (optimized) yia 1o vAko (hardware) 6to omoio mpdketton vo, SovepnOet.

4.2.6 Extéleon TG O1001KAGIOC TOKETUPIOPATOS

IIpwv amd v ektéleon g Sadkaciog ToKETAPIGHATOS, Elval onpavtikd va Anedel vedyn 0Tt TO
TEAIKO TOKETUPIGUEVO EKTEAEGIIO apyeio dev mepthoufavel ototyeia Tov mupnva ¢ unyoavig Unreal
Engine. Katd cuvvénelo, mpdcbeto o omoio €ivol EVOOUOTOUEVO GTOV TUPNVO TNG UNYAVIS KOl OEV
Bpiokovtal evidg Tov KATaAGYOL TOV £pYOV dEV GUUTEPIAAULPEVOVTOL AVTOUATO GTO TEMKO OMOTELECLLOL
¢ dwdkaciog packaging. v moapovsa epyacia, To tpdcsbeto HapticDevicelnterface g etanpeiog
3D Systems omotelel TETOWN TEPIMTMON, YEYOVOS TOL EYEL MG OMOTEAEGUN, KOTA TNV EKTEAECT] TNG
EQUPUOYNG €KTOC TOL TepIPaiiovtog tov Editor, va punv eivar dvvati 1 @OPT®OGN TOL ORTIKOD
YOPOKTN PO AOY® AmoLGiag TV amapaitnTev opyeiov [61].

INao v amo@vyn 1oL TapaTdved TPOPANUATOS, TPV OO TNV EKTEAECT] TNG OLOOIKOCTNG TOKETAPIGLOTOC
dnuovpyndnke evtdg tov €pyov o kot@hoyog Plugins, o omoiog amatteital va @épel emakpipdc ™
GUYKEKPIUEVT] OvopaGio dote va avayvopiletol cwotd amo ) unyovy Unreal Engine. tov katdAoyo
avto TomobetOnke avtiypago tov mpodcshetov g 3D Systems, duceparilovrag 0Tt Ta amapaitnTa
apyeio Bo copmepnEHoVY 61O TEAMKO TOKETAPIGUEVO omoTéAecua kot Oa eivorl dabéoipa Katd v
EKTEAEGT] TNG EQUPUOYNG EKTOG TOV TEPPdALovTog avarnTuéng [61].

H mopandve dadikacio dgv amatteiton yio To ToKETO TEPLEYOUEVOL TIOL TPOCTEIMKAY GTO £pY0, KAODC
avtd £ovv evoopotmbel omevbeiag otov katdloyo Content Kot cUUTEPIAUUPAVOVTOL OVTOUATH GTO
TEAIKO TOKETOPIGUEVO OTTOTELEC AL

IMa v extéheon g dwdikaciog toketapiopatog, omd to pevov File emiéyetor n emloyn Package
Project kot ot cvvéyeia kabopiletor n TAaTEOpU Yo TNV ool Oa mTpayLoToron0el To TAKETAPIGLLOL,
onwg aivetar oty Ewova 4.4. T mopovca epyacia, 1 emAeypuévn mhoatedpua eivar to Windows.
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[Moketapiopa

ctor

haracter

# Android

Linux
@ Lumin

Ewova 4.4: Package Project

Katd ) dudpkela g d10d1kaciog TakeTopiopotoc epeaviletal £va mapabupo S10hdyov, OTmS PaiveTol
omv Ewoédva 4.5, oto omoio kataypdeoviol ovoAvtikd Olo To 6TAdlo Kol Ol Agrtovpyieg mov
ektehovvtal. [ 10 cuykekpiuévo péyebog épyov, 1 GLVOALKN S1dpKela TG dladkaciog NTav TePimov
dexamévte AEnTA.

K Addimporty’ & SaveAll € 5 | % Content » Theses

™ Engine = Packaging project for Windows (64-bit)..
veutLog

Ewova 4.5: Packaging Process

4.3 Emniloyog

H oloxchpwon ¢ dodikaciog avtig onuatodotel T UeTdfacn amd 10 6Tdolo TG avantuéng 6to
o0TA010 NG TEMKNG 01a0gong TG €PaPUOYNS, KAOIGTOVTOG TO €PY0 ETOLO YO, EKTEAECT] EKTOC TOL
nepiPdAirovtog avantuéng g Unreal Engine
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Kepdiato 5

Kepdlaro 50: Po1 ¢ spappoyng

Me v oloxApwon g dwadikaciog Packaging, n epappoyn eivon £toun mpog ektéieot. Katd v
€KKIVNON, 0 ¥PNOTNG EIGEPYETOL GTO KEVIPIKO LEVOD, Omm¢ paiveTatl otnv Ewova 5.1, and 6mov pumopel

gite va Eexvnoet v e&gpehivnon ToL TEPALOTIKOD YDPOL omtd TNV opyn €ite va petofei o€ vIopueVoH
7ov mephapPdvel 6ha ta dtobéoipa TEPAUOTO Kot Vo, ETAEEEL KATOL0 GLYKEKPIUEVO, OTIMG PAivETOL
otmv Ewova 5.2.

Ewéva 5.1: Kevipikd Mevod Epappoyng

Hardness Friction Density

Textured Surfaces

Ewéva 5.2: Doptwon melpdpotog
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Pon g epappoyng

Kd&Be popd, o xpfotg €16EpYETAL GTNV OPYN TOV OVTIGTOLYOL TEPOLUATIKOD YMDPOL. X& OTOIUONTOTE
GTLYUN O XPNOTNG WTOPEL VO EMGTPEYEL GTO KEVIPIKO PEVOD TEPVMVTOAG LEGO OO TIV OPYIKT] TOPTO TOV
emmédov, OTOG Paivetan otnv Ewova 5.3.

i for tactile interaction
Step Forward to Return
to the Main Menu

Ragkatsi Georgia

Eucova 5.3: 'EE0d0¢ 670 KeVTpUKO [evoD

5.1 Ilewpdporta faon 1610TNTOS TOV VAKOV

10 Tp®TO EMMEDO, M apykn aibovca meplauPavel Pacikég odnyieg mAofynong kabdg Kol GOVTOUES
TANPOQOPIEC Y1 TOV Unyavikd Ppayiova, 0nmg eaivetar oty Ewova 5.4. Zuveyilovtog v mAonynon,
0 YpNoTNG odnyeitan oIV TPOTN aibovsa TEPAUATOVY, 1| omoin E0TIALEL OTIS PLGIKES 1O1OTNTEG TOV
vikav. Ta mepdpoto eivor opyavopéve €tol dOTE vo OIveETal  EUOOOCT) GTN CKANPOTNTA, TNV
oMo POTNTA Kot TN SLOTEPATOTITA TOV DAKDV.

General Controfiers

To Walk around use

N T T ] —
A" and “D" for Left and Right

To rotate the Camera use the Mouse

For the Pen 10 mteract with the experiments
it must not be attached at the base

Ewova 5.4: Tepopatikdc yodpog - Id1d0treg YAKmv
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Kepdiato 5

5.1.1 Ieipapo Xxinpotnrog

ITAncwalovtag oto meipapa GKANPOTNTAS, O YPNOTNG LTOPEL Vo XTUTNGEL EAAQPE pe TV TéEva (stylus)
TIG EMPAVEIEG TOV AVTIKEWEVOV, ACTE VO, AvTIANQOEL TN dtapopd LeTa&h GKANPOV Kol LOAUKOV DVAKAOV,
onwg eaivetor oty Ewova 5.5. Evdewtikd, o avTikeipevo and xpucd kol 6Qovyydpt Topovcstalovy
évtovn avtifeon g mpog TN okAnpotnta. H antikn avadpacn mov TopéyeTol HEGM TOL UNYOVIKOD
Bpaylova avtikatontpilel avth ™ dlapopd. Xvvorikd, TomofetnOnkav &1 avTikeipeva pe SLAPOPETIKA
eMimeda GKANPOTNTOG T OO0 EMTPETOVY GTOV YPTOTH VO EEEPEVVIGEL TN SLAPOPE LETAED TOVG.

f\

Tapthe Stylus on the sy
- M‘n‘\ - rface

™ s Hardness

g

'8

4.
£
e

“(‘1\5-?!

Ewcova 5.5: Zxkdnpotra - Avtikeipeva and xpucso Kot Goovyyapt

5.1.2 Meipapa OloOnpotyTog

[poympdvtag mepvaue oto meipapa oAenpdmTag, 0TOL 0 ¥PNOTNE TPIPoVTAG TNV TTEVH TAV® GTIG
EMPAVEIEG TOV AVTIKEWEVOVY TTpocTadel vo KoTaAdPel oo, omd avtég eival TEPIGGOTEPO TPOYLL 7
oMoOnpn, omwg @aivetar otnv Ewodva 5.6. Evdewctikd, to aviikeipeva amd GAcQOATO Kol TAYO
OTOTEAOVV TIG OKPOIEG TEPUTTMGELS, LE TNV ACPAATO VO TAPOVGIALEL TN LEYAADTEPT) TPOUYLTNTO KOl TOV
Thyo TN HWKPOTEPN OvTioTaoN. Xe avtd To Telipapo €L VN avTIKEIUEVA, LE SLUPOPETIKOVS Paduovg
oAioOnomng, LEG® NG AMTIKNG avAdPACoNC STVOVV TNV SLVOTOTNTA GTO XPNGTH VO KATUAGPEL S10pOPETIKE.
enineda oMoOnpoTNTOC.
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Pon g epappoyng

Differences in surface finish
can affect the amount of
Friction a material has

tylus on th :
to check 1\" s Frictione -

Ewova 5.6: OlMoOnpotra — Avikeipevo and dopaito kot yoord

5.1.3 Ileipapo AwomepatodTnTog

To tpito meipapa g aibovcas apopd ™ dwumepatotnta. O xpnotng npoonabel va mepdost v néva
péco amd dSlaTetaypévo, TAAKIOW [E SLOPOPETIKY TUKVOTNTA, OTTOG Qaivetar otnv Ewova 5.7. H
avtiotaon avéavetol 6TadloKd, 0md ToV 0épa, TOL OeV TaPOLGIALEL Kapio ovTioTaon, £0g Tov fpayo,
oV mapovotalel T UEYIOTN. AV Kot otV mpoypatikdmTa o Bpdyog Ba NTov adlomépaoTtos, 6To
€loVIKO TepBaALov 1) S1EAEVO ETVOL EPIKTT, TPOKELLEVOD VUL OTTOPEVYHEL 1] KATATOVGT TOL LNy OVIKoD
Bpayiova. Me v 0AOKARp®GN TOV TEPAUATOV QLTS TNG aibovcag, o ¥pNoTe UTopEl va TpoympnoEt
GTOV ENOUEVO TEPALATIKO YDPO.

aterials with

read out,

e of the object

Ewova 5.7: Avtikeipeva pe Sla@opETIKT TUKVOTNTA
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Kepdiato 5

5.2 Mewpdpoara aon veng emeaver®v (Texture)

O dgvtepog TEPANOTIKOS XDPOG £0TldleL otig VPES. Tlepthapfdvel cuvolikd dekaentd exBépata pe
SLQOPETIKEG EMPAVELOKES LLOPPOTOGELS TO KAOE £val amd o 0moio, TPOGPEPEL [ SLOKPLTH) EUTELPTOL
apne. O xpnotg umopel va, KLAIGEL OO TNV TEVO TAVO GTLG EXPAVELES, OT®G Qaivetal oty Ewkova
5.8, evd o unyovikog Ppayiovag akolovbel tnv popeomoinon tng kdbe emEAvELNS EXTPETOVTOG OTIV
méva va. EI0YOPElL 68 KOIOTNTEG KOl QALK OOV aVTA vIdpyovy Kol va anwbeitor otav Ppicket

eEoykopata kot mpoeoyés.

Eucova 5.8: Ielpapa avtidinymg g veng

2T0V YDOPO ATO, TO, VAIKE TOV PN GIUOTOMONKay dev TPoGdidouy CUYKEKPIUEVES PUOIKEG 1O10TNTES OTA
OVTIKEILEVA TOV YDPOV. Xg avTiDEoT UE TO AVTIKEIUEVO TOV TPOTOV TEPOUOTIKOD YDPOL OOV TO VAIKO
TOV OVTIKEWEVOV etval ovTd OV TOVG divel TNV KdAOe W10TNTA, 0 VT TNV aifovca 1 dapopomoinom
TPOKVOTTEL amO TN YEOUETPIO TOV OVIIKEWEVAOVY, OMwG ¢aivetal otnv Ewova 5.9. Ta vikd amld

gVIGYDOLV TNV aicOnon TG OTTIKNAG aPTG.

Ewdva 5.9: Atapopd otn yeopeTplo TOV OVTIKEWEVOV
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Pon g epappoyng

5.3 Mewpdpoata avayvaoprong avrikeipévoy (Shapes)

O tpitog Kot TEAEVTOIOG TEWPAUATIKOG XDPOG ETKEVIPAOVETAL GTIV OVOYVOPLOT] GYNUATOV. ApyKd, O
YPNOTNG €XEL TN OLVOTOTNTOA VO OAANAETIOPAGEL e EVOEIKTIKA oynuata, ®ote va ggokelwbel pe o
TEPIEYOUEVO TOV TEPUUATOV, OT¢ paivetal oty Ewova 5.10. X cuvéyela, pmopel vo elcéAbel o€
pio oo TiG EXTA GKOTEWEG 0lifoVoEG Kal VO TPOCTOONGEL VO VoY VEPIGEL TO OVTIKEILEVO TTOL PpioKeTon
oe kabepia, 6mwg paivetar otnv Ewova 5.11.

Ewova 5.10: Evéeiktikd oyfuota

Ewéva 5.11: AiBovca melpdpotog

[N v eraAnBgvon tng omavTnong Tov N 6€ TEPITTOOT) SVGKOAING, O ¥PNOTNG UTOPEL VO EVEPYOTOIGEL
TOV QOTICHO TOV OVTIKEWEVOL HECH TANKTPOAOYIOL, KOOMDC KAl VO TOV ONMEVEPYOTOLNCEL, EPOGOV
embvpel vo emavardfel to meipapa, 6nwg eaivetal oty Ewkova 5.12.
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Kepdiato 5

Ewova 5.12: dotevd avrikeipevo

To meipopo teAeudvel OTAV 0 YPNOTNG PTAGEL GTO TEAOG TOV TPITOL TEPOAUOTIKOD YDPOL OTOL £XEL TNV
EMIAOYN VO TEPUATICEL TNV EQUPLOYTN T} VO ETGTPEYEL GTO KEVIPIKO UEVOD, OTT™G Paivetat oty Ewkdova
5.13.

» | This is the End of the Experiment = ,~ ;

5

‘“ Thank You for the participation

d

Step Forward to
Exit to the Main Menu

or
Press “G" to Quit

Ewova 5.13: Ohoxdnpmon Tov melpapdtov

70



A&ordynon Eeappoyig

Kepaharo 60:  A&woroynon E@appoyg

6.1 A&wroynon Eeappoync pe lpaypatikovg ypoteg

H a&oloynon g epappoyng npayuatomombnke pe ) coppetoyn 20 atdpwv, e 6TOXO TOV EAEYYO TNG
AETOVPYIKOTNTOG, TNG YPNOTIKOTNTAS KO TNG GUVOAKNG EUmEPiOG OmTIKNG OAANAETIOPAGNG TOV
Tpoopépel To cvotnua. H dwndikacio aloldoynong eiye meptypapikd yopoktipo kol facictnke otnv
TOPOTNPNON TNG CAANAETIOPAGTG TAOV YPNOTAOV LE TNV EPUPLOYT KOL GTNV OTOTOHTWOOT) TMV EVIVADNCEDY
toug. H ovykexppévn dwdikacio kpivetal wdaitepo onuovtikn, Koddg 1 amoteAeGUATIKOTNTO P0G
amTIKNG eQaproyng dev pmopel va amotiunfel amokdelotikd oe BepnTkd 1 TE(VIKO eminedo, oALd
amotel dpeomn SOk oo TEAKOVS YPTOTES.

Koazd ) dudpreia g aloldynong, ot yproteg NpOav og emapn LE To SIUPOPETIKA TELPUUATIKA ETITEDN
™G €QOPUOYNG KOU OAANAETIOpAGAV LE TO ORMTIKG OVTIKEIUEVE, EKTEADVTOG TIC TPOPAEmMOUEVES
Aertovpyies. Méowm g d1adkaciog avTng KOTEGTN SVVATI 1) TAPATHPTOT TOL TPOTOL LE TOV OTOI0 Ot
YPNOTEG OVTIAQUPBAVOVTOL TNV OFTIKN avAadpact, TAOTYoOVTOL OTO EIKOVIKO TEPIPAAAOV Kol
avtomokpivovtal 6Ta EpEBicUATO TOV TAPEYEL TO GUGTILLA.

6.1.1 Anpoypoa@ikd ctovyeio deiypatog

210 detypo ovppeteiyav dropo niwkiog 25 éog 60 etdv, e PHEYOADTEPT] GLYKEVIPMOOT| OTIG VEOTEPES
niwieg, kabdg 15 ocopperéyovieg avikav oto NAkiakd gopog 25-30 etdv, gvd ol vmolowmol 5
Bpiokovtav peta&d 50-60 etcdv. Agv €QUPUOGTNKOV TEPIOPIOTIKA KPITNPLOL GUUUETOYNG, EVO 1|
TAELOVOTITO TOV GUUUETEYOVTOV OEV EiYE TPONYOVUEVT] EUTELPIO UE OMTIKEG CVOKEVEG TAPOLOLES LE TOV
punyoavikd Bpayiova mov xpnooTomdnke oTny EQapUoy.

6.2 IThonynon oto Ewkoviko Ieprpairov

H mAonynon otov ekovikd ympo Oev omotéAece 1Wdwitepn TPOKANGCT YO TOVG GUUUETEYOVTES.
[opoampnOnke yevikd vyniog Pabudg okeldmrag Ue 0 GOGTNUN, YEYOVOC OV OT0dIdETAL GTNV
TPOTYOVUEVT] EUTELPIO TOV YPNOTOV LE EPAPUOYEC VTTOAOYIOTH Kol Prvteomaryviowa. H kivinon kat o
€\eyyoc TG Kdipepag kpidniay dypNOTO KOl KOTAVONTE 0O TO GOVOAO TMV GUUUETEYOVTOV.

6.3 Avdivon Alworhdynong ava Meipopa

6.3.1 AiocOnon Zxinpotnrog (Hardness)

To meipapo oKANPOTNTAG YOPAKTINPIOTNKE MG TANPOG EMTVYNUEVO, OTWS QaiveTol oto Xynua 6.1,
KaOdC OAOl Ol GUUUETEXOVTEC KATAPEPOV Vo, Ol0KPivouy UE akpifelo o SlopopeTikd emimeda
SKANPOTNTOG Kot Vo, TOSIVOUNGOLY CMOGTE TO OVTIKEIIEVO amd TO o oKANPSO KOl AKAUTTO GTO 7O
HLOAOKO KOl EAACTIKO.
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15

12

Atopa HAwkiag 25-30 Atopo HAwkiog 50-60

B Emituyng Avayvwplon B Artotuxnc Avayvwplon

Yyfquo 6.1: ATOTEAEGUOTO TEPAUATOG LKA POTNTOG

6.3.2 AiocOnon OleOnpotnrog (Friction)

210 meipapo oMcsOnpotnTag TapatnpONKay S1pOPOTOGELS OTIC EMOOCELS TMV GULUETEXOVIMV, OGS
eoaivetoar oto Zynpa 6.2. Tvykekpuéva, 12 and tovg 15 vedtepovg cvppetéyovieg kat 2 amd Tous S
UEYOADTEPOVS KATAPEPUY VO OVAYVOPIGOVY COGTA OAM T OVTIKEILEVE KOl VO T TAEIVOUNGOLY atd TO
7o TPOYd 670 o Agio. Ot LTOAOITOL GUUUETEXOVTES OVCKOAEDTIKAY KVPI®G ot d1dkpion HetaDd TV
300 MO TPUYIDV ETMPAVEIDV, EVAD GE OPICUEVES TEPMTAOCES Tapatnpndnke dvokoMo Kot GTOV
Swywpiopd evdibipecwv emmédmv oAlcOnong.

e e ol
O R N W B~ WU

O R, N W H U1 OO N 0 ©

Atopa HAwiag 25-30 Atopa HAwkiag 50-60

B Erutuxng Avayvwplon B ARotuxng Avayvwplon

yqua 6.2: Anotedéopata newpapatog OlicOnong
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A&ordynon Eeappoyig

6.3.3 AicOnon Awmnepatotnrog (Density)

To meipapo d1mepATOTNTOG AMOTEAECE EMIONG TTANPT| EMLTLYiO, OTT®G Paivetarl oto Xynua 6.3, Kabng
OMOL Ol GUUUETEYOVTEG KATAPEPAV VO avayvVOPicovV pe akpifela to SlopopeTikd eMineda TUKVOTNTOG
TOV avTIKEWEVOVY. Ol YPNOTEG UTOPECHV VO KOTOVONGOLY TOCO €0KOAO 1 dVGKOAQ M TEVO, TOV
punyoavikov Bpoyiove domépace To KAOe avVTIKEILEVO Kol Vo, To. TOEWVOUNCOLY GMGTA 0O TO AyOTEPO
GTO TEPLGGOTEPO TLKVO.

15
12
9
6
3
0

Atopa HAwiog 25-30 Atopa HAwiog 50-60

B Erutuyng Avayvwplon Anotuxng AvayvwpLon

Zyqua 6.3: ATOTEAEGOTO TEPANATOG AOTEPATOTNTAS

6.3.4 AiocOnon Yig Emeavai@v (Texture)

210 0e0TEPO TEWPOUATIKO TEPIPAAAOY, Ol ¥pNoTeES KANONKOY VO dAANAETIOPACOVY WE EMPAVELES
SLQOPETIKNG VONG Kol Vo 0E0A0YNooVY Katd TOco 1 amtik) oicOnon kdAong tov Ppoyiova
OVTIOTOLYO0V0E GTO OMTIKO €pEOioa OV TTapeiye To avtikeipevo. H oaAAnAenidpaon avtn mpokdAiece
€VIovo evOl0PEPOV KOl EVOOVLOLIGUO GTOVG CULUUETEXOVTIEC, Ol Omoiol avépepav VYNAO Pabuo
avtietotyiog uetald OTTIKNAG Kol OTTIKNG TANPOQOPING.

6.3.5 Avayvapion Xynpatov péco s Yniaenong (Shapes)

2T0V TEAEVTOIO TEPAUATIKO YDPO Ol XPNOTEG KANONKOY Vo, ovaryvopicovy évo KPUUUEVO YEDMUETPIKO
oynuo og Kobepio amd Tig okTd 1dkd dropoppwpéveg aibovoes. Ta oynpata Hrav tonobetnuéva pe
Babud av&avopevng duokoAiag, avaioya pe To TOCO Olkeid 1 acvvndiota NTav yo Tov ypnom. Ta
avTikeipeva oTig Tpdteg €€ aibovoec avayvopiomkay omd OAOVG TOVG GUUUETEXOVTIEC UE GYETIKN
€VKOMa, LE TOV YPOVO OVaYVDPIOTG VO KUUOIVETAL at0 UEPTKA OEVTEPOLETTA MG TTEPITOVL TPl AETTA
ova xprot.

Ta avtikeipeva otig dVo teAevtaieg aibovoeg avTioToryovoay 0g AoLVIOICTO YEMUETPIKG GYNILOTAL,
avénuévng dvokorag. To avtikeipevo oty mpoteievtaio aibovca avayvopicmke emttuy®dg amd 17
6710vG 20 CLUUUETEXOVTEC, UE TOV YPOVO OAANAETIOPUONG VO KOUOIVETOL a0 V0L £®C TEVTE AETTA avd
ypnotn. Avtifeto, To avtikeipevo tng teElevtaiog aibovcag, to omoio moapovsiale TNV LVYNAOTEPN
dvoKoAia, avayvopiotnke apyikd povo amd 4 dtopa o SoTnpa YPOVOL TEVTE AETTOV. ZUVOMKAE, TO
GUYKEKPIUEVO OVTIKEIUEVO OovayvOpIioTnke omd 9 GUUUETEYOVTEG UE TOV XPOVO GAANAETIOpOOTG VO
@thvel £m¢ Ko o, dekamévte Aemtd ava xpnotn. H peiopévn emruyio otnv avayvopion Tov TeAKoD
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KepdAiao 6

avtikelwévoy Bempeitonr  avapevopevn, kabdg 1 VONTIKY ORTIKOTOINGY TOov amoitel dwitepa
OVETTUYLEVT] TKOVOTNTO OVTIANYNG Kol avomopdotaonsg Tpoddotatng yeopeTpiog HECH OmTIKNG
mnpoeopioc. Ta amoteléopata Tov TEWPAUATOS 0va 0ifovsa TOPOLGIALOVTOL AVOAVTIKG GTO XN

6.4.
20
1
1 ‘

KUAw&pog Koévog Jodaipa KUBog Mupauiba  Awapdvit  Ntovat

(€]

o

v

B Erutuxng Avayvwplon H Atotuxng AvayvwpLon

Zyfuo 6.4: AToteAEGLOTA TEPAUOTOS Avayvdpiong Zynudtov

Aéiletl vo onuewbei 6TL katd T JdPKELD TOL TEWPANOTOC OEV TEONKE YPOVIKOG TEPLOPIGLOG Y10 TNV
AVAYVOPIOT TOV AVTIKEWEVOVY KOt 01 (pOVOL TTOV OVAPEPOVTOL ATTOTEAOVY TOPATIPTCEL TOL TPOEKVY LV
O7o TN PLGIKT CAANAETIOPOOT] TV YPNOTAOV UE TO GOGTNLLA.

6.4 XZopnépoopa Alordynong

Kozd ) didpkeia tng a&loAdynong, ol GUUUETEXOVTEG EEEPPUCAY EVTOVO EVOOVCIOGHO KOl TEPIEPYELQ
Y0l TOL TELPAUOTA, OvAPEPOVTAG AVENUEVT aicONoT pEOMOIOD KOTA TNV CAANAETIOPAOT UE TO ELKOVIKGL
avtikeipeva. To amoTeAEoUATO KOTASEIKVOOUY OTL 1 EPAPUOYN EMITVYYXAVEL TOV POCIKO TG GTOYO,
TPOCPEPOVTAS L0 GUVEKTIKT], KOTAVONTH Kot epPubiotikn epmelpio antikng aAANAETidpaong.

[MopdAinia, N TOPATHPNOT TNG CLUTEPLPOPAS TV YPNOTAOV KO T0 GYOALN TOL GLAAEXONKAV TOpEiyaY
TOADTIUEG TTATPOPOPiES Yia onpeio Tepattépm Pertionons. H evoopudtmon mpaylatik@y ypnotdv ot
Swadkacio agloldynonsg cuvEBaLe OVGLOGTIKG GTI GUVOAIKT OTTOTIUNGCT TOV £pYov, emiPePfordvovTag
TN AEITOVPYIKOTITA TG EPOPUOYNG OE TPAYLATIKEG GUVONKEG YPONG KOl AVASEIKVOOVTOG TN ONHOCTL
NG EUMELPIKNG SOKIUNG O CLUGTNUOATO OTTIKNG TEYVOAOYIOG.
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[Ipotdoeig Bektimong kot Zopnepdopata Epyoaciog

Kepdhorwo 70: Ilpotacelg Beltioong ko Xoumepdopoto
Epyoaociag

7.1 Ipotaceig Epmriovtiopov kot Bedtioong

I[Hopdtt M epapuoyn KOAOTIEL EMTLYDG TOLG OPYIKOVG GTOXOLS TNG TOPOLGOS EPYOCIOG Kol
aflohoynnke Betikd amd TOVG YPNOTEG, TPOKVTTOVY OPKETES OLVATOTNTEG TEPAUTEPD €EEMENG Ko
gumhovtiopov. Ot TPOTAGEIC TOL AKOAOVHOVY GTOXEVOVY TOGO GTI| SIEDPLVOT] TOV EKTOLIEVTIKMV KOl
TEPOUATIKOY SUVOTOTNTOV TN EPUPUOYNG OGO Kol 0T PEATIOON TNG GUVOMKNG EUTEPING OTTIKNG
aAANAETIOPACTG.

e  Ymootipin ocvokev®dv gkovikng mpoypatikdomrag (VR), pe otdyo v emitevén vymiotepov
emuédov euPvbiong Tov ypNotn oto gkovikd mePPdAlov. O GLVIVAGHOG OTTIKNAG AVAdPACTS Kot
EIKOVIKNG TTPUYUATIKOTNTAS B0 UTOpPOVGE VO EVIGYDGEL GTUOVTIKG TNV aicbnon moapovciog Kot
PEOMGLOV, 1010iTEP GE EKTTOOEVTIKA 1] EPEVLVITIKA GEVAPLAL.

o llpoocHnkn véwv mepapdtov mov a&lomotodv T Aeltovpyio EMAOYNG AVTIKELLEVOV, LE GKOTO TN
UEAETT 1O10TATOV OTt¢ 1 nala Kot To PAPOC, EMITPENOVTAG GTOVG YPNOTES Va. avTidaupdvovTot
Sl0POPOTONGELS HECH TNG AMTIKNG AVAdPOoTG.

e Avdmtuén melpapdTov mov oyetiloviol e HoyvnTikn EAEN Kot andinom, aglomoldvTog SOUVOULKES
duvéipelc Kot HETOPOAAOUIEVES OTTIKES ATOKPIGELS.

¢ FEicayoyn telpapdtov pe mo cOVOET YEMUETPIKA GYALLOTE 1] LIKPE OVTIKEILEVO TOV TPOYUATIKOD
KOGHOV, avEavovtag Tov Babpo duoKodiog Kol EVIGKDOVTAS TNV EKTAIOELON TNG OTTIKNG AVTIANYTG.

e Bektiowon ¢ anTikng avAdpUoNG LE O AETTOUEPTS TOPOUETPOTOINCT] TOV OVVALEMY OTIKNG
avAdPOoTG OTO, ETLUEPOVG TEPAUATO, LLE GTOYO TNV aKPPESTEPT amdS0CT PLGIKMY O10THTOV.

e AvvotdtnTa TPOGAPLOYNG TG EVIAONG TNG OMTIKNG avAdpOong avAAOYd UE TO EMIMEDO EUTELPIOG
TOV ¥PNOTN, MOTE 1 EPAPUOYN VO, EIVOL TPOGPAGIUN TOGO GE aPYAPLOVG OGO KOl GE TLO EUTELPOVC
YPNOTEC.

7.2 Xopmepacporta Pyociog

2vvolkd, n ovvdeon tng Unreal Engine pe 1o 3D Systems Touch dnpovpyei pio eviaio miotodppa
aAnienidopaong mov Paciletor TavTOYPOVE GTNV ONTIKY OTEWOVION KOl GTNV ATk avadpaot. O
GLUVOLOCUOC aWTOG EEMEPVEL TOL OPLEL TOV TOPASOGIOKMDY EIKOVIKAOV TEPPAALOVIOV KOl EMTPETEL TV
aVATTLEN EQUPLOYOV TOV TPOGEYYILOVV TN QUGIKY TPUYUATIKOTNTA TOGO GE AEITOVPYIKO OGO KOl GE
alcOnmprokd eminedo. Ipdkertar yio pio TeXvOAOYiOol TOL EMEKTEIVEL OMUAVTIKA TIG SUVATOTNTEG TOV
TPOCOUOIDCEMVY KOl AmoTeAEL Pao1KO EpYOAEID Y10 TNV EMOUEVT] YEVIA EKTTOOEVTIKMV, EPEVVITIKAOV KO
Blounyavik@v cueTNUATOV.
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ITAPAPTHMA A : EmutAéov Xovoeouol

IopotiBetor o dnuoéclog  ovvdecpog oto  Google Drive  upue v poapuoyn:
https://drive.google.com/file/d/ISGWQpY SvwItk WD E8xvfrx7k--2a25udJ/view?usp=drive link

IMopatiBetor o dnuodciog ocvvdecpoc oto Google Drive pe tig aAlayég mov €ywvav oto mpdcheTo:
https://drive.google.com/drive/folders/1 AmwOPPi120Zem6SOghrK-7wk8INWjewO?usp=drive link

Ané v mhateopua  Fab, 10 mpocBero HapticsDirect for Unreal tng 3D  Systems:
https://www.fab.com/listings/45d8740b-dbag8-4d6e-9b58-0329¢7092a8

Amd v mhateoppa Fab, to mokéto ypagikomv Blueprints: https://www.fab.com/listings/720af3f1-cd24-
40a3-a881-e€695a7c9779

Amd mv TAOTOOPLUOL Fab, TO TOKETO YPOPIKOV Content Examples:
https://www.fab.com/listings/4d251261-d98c-48e2-baece-8f4e47c¢67091

And v mhoteoppo  Fab, 10 mokéto ypagwdv 300+ Ultimate PBR Materials Pack:
https://www.fab.com/listings/6d05888f-bbe7-4f38-8db0-7147ed517fd2

Andé v moteopua  Fab, 10 maxéto  ypoapwkodv 99 PBR  Materials  Vol.0l:
https://www.fab.com/listings/4513424e-6057-4cbe-9d0a-tb245123a2ab

Amd mv TAOTPOPLLOL Fab, 10 ToKETO YPOPIK®DV Automotive Materials:
https://www.fab.com/listings/5dd132fe-ee32-4e8c-9cd3-7496547d{b29
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