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HEPIAHYH

H mavonuio Kopovoiod tov 2019 £pepe to mlved KATO ©€ TOAAODG TOUEIS KOl GE
TAUTOANOVE  ETAYYEAUATIKOVG XDOPovs. 'Evag amd toug ydpovg mov 7TANYNKeE MTav Kol O
HOVOIKOG. Al0@avnKe €161 1 avaykn €EEVPECNC EVOAAOKTIKOV TPOT®V TAPOVCINGNG TNG
gpyaciog Tmv Lovotkav. Ot EIKOVIKEG GUVAVAIEG €lval 1] OVGLACTIKN AVOT 6TO TPOPAN . Mia
TPOWN  gpyacic ot Adomn Ttov mpoPAnuatog emyelpnOnke ot  AwTpif  av.
XpNowonoidviag To  TPOYPOUUN  TPLOOACTATNG  MOVIEAOTOINGMG “Blender”
KOTOUGKEVAGTIKOV TANKTPO VOV TTOL LITOPOVCHY VO, KIVOOVTOL XTNV GUVEXELD, UEC® TOL
“Unreal Engine”, éywve 6dvdeomn Tov MoV e T0 TaIEO TOV TANKTP®Y KAVOVTOG XP1oN TOV
MIDI. AxoloOOnoe n dnuiovpyio. LOVGIKNG GKNVAG, TPOTOTOLDVIOG VITAPYWOV TPIGOUCTUTO
povtédo. A&lomowwvtag to Metahuman Creator dnuovpynbnke o ekovikdg povoikog. H
KOTOYpAQN TOV EKQPACEDY TOV TPAYLOTIKOD HOVGIKOD Kol 1) LETAGOCT TOV GTOV EIKOVIKO,
owvodeve TV epyacia, katt mov emitedydnke péow tov Live Link Face. H «ivnon og
TPAYLOATIKO ¥pOVO TOV GMUOTOG TOV EIKOVIKOD LOVGIKOD (OA0L TOL ¥ePo HE TO dUKTUAM)
viomowmOnke o wavoromtikd Paduo pe IK. ‘Etol, og gubetdtepo ypovo, 1 teretomoinon g
EIKOVIKT GLVALALNG pe TpocHnkn Beatdv Kot AvTIKATAGTOON TOL MAVOL HE GAAN LOLGIKA

OpYOvOL OEV ATOTEAEL OVEPIKTN TPOGOOKICL.

®eddmpog Kupidkov — [Mavemotipio Kompov, 2022



EYXAPIXTIEX

Ddépvovrog eig mépog T AwTpin pov, Oa bera vo suyapleTHo® Eva TPOG £V TOL ATOUE, TTOL

ocuvéParay, fonnoay kot HTov SimAa [LOL GTO ATALTNTIKO KOl SUGKOAO QLT SIAGTN AL

Apykd, 0o ko va, exkppdcm Tig Oepués pov gvuyapiotieg otov Ap. I'dpyo XpvcdvOov mov pe
EUMIOTEVTNKE KOL TOV OV £3MGE TN dSuvatdTNTO Vo aooAN0d pE €va TOGO EVOLUPEPOV Kol

oNUAVTIKO OEpa.

®a MBera emiong va eKEPEc® TNV guyvoposivn pov otov Ap. Toavayidtn XopaAdprovg yio
™V kaBodnynon Kot Tig GVUPOVAEG OV oL Ttapeiye kKaB’ OAN TN didpkela TN EKTOHVNONG TS

Awtppng pov.

Téhoc, Ba NBela va gvyoploTNom péca amd TNV KPSl OV TV OWKOYEVELD OV, TOVS GIAOVG

pov, kafdg kot OAa Ta dALO KOVTIVE LoV TPOGMTO, Yot Tav SimAa Lov 6A0 avTd TO SLACTN LA

KO L0V CUUTTOPAGTEKOVTOY, LoV £dvay dUvaun Kot KiviTpo v Guveyicm TNV Tpoctddeia.
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Kegpaiaro 1

Ewsayoyn

Y& ovtd 10 KEPGAMIO Oo avoeepld apyKd 0TO TPOCHOTIKO KIVTPO OV EiY0 OOTE Vo
aoyolnbd pe to cvykekpuévo Bépo. Xty cuvéyewn Oo dodUE TNV GYETIKY €Pyacio OV

apobmnpye kai téAog Oa mapovcidow tnv Aoun g Epyaciog - Awatpipng Mdotep.

1.1 Kivntpo

Hekivavtag T1g omovdég pov oto Tunua ITAnpopopikic tov Iavemiomuiov Kompov eiyo wg
OKOTO, VO KOAOVONG® GTY) GLVEYELN Kol OEVTEPES OTOVOEG 6TOV KAADOO TN Movoikng. 'Hbeha
VO IKOVOTOMGo® TNV €QECT) OV iy amd modi 6Tov Topuéd avTod, oG Kol elyo odaytel og

Tpoywpnuévo eminedo: KiBdpa, mavo, toumava Kot Oewpio g Movcikms.

OloxAnpdvovtog T oTovdEg Lov otov Topéa tng [IAnpopopikig kot aviiiapfavopevog mo
g N [IAnpoeopikr| avoiyel amepropiotovg opilovieg oe Omolov OEAel mpoayuoTiKE Vo
evaoyoinfel pe avtrv, anopdcioa va kdvo pdotep oty [IAnpopopikn oto 1610 [avemotiuo,

v va 1eupvive 660 fTav duvatd Tig YVMOGELS Lov o€ Bépatd tnge.

H epopdvion g movdnuiog tov kopovoiov to 2019 emnpéace ko ennpedlel akopo tig {wég
oAV pog. Ot ouvémeleg oty KanueptvoTNTA Hog etval TPOROKTIKES: eKaToppvpta Bdvatot,
TOPOOIKA /Kot ¥pOVIO. TPOPANUATA COUATIKNG KOl WUYIKNG LYElOG, OAAG Kol OIKOVOUIKE
wpoPAnuata. Edwd 660V apopd ta okovopikd {ntipota, e0KoAo S0TICTMVEL KOVELS TMG

VILAPYOVV KATNYOPIES EMAYYEALOTIOV TOV EXTANYNGOV TOAD TEPIGGOTEPO AN AANEG. XE ETOVTEG



A

VKoLV Ol €PYALOUEVOL GE YDPOLVS OLOCKEDUOTG, EOTIOGNG N KOl TOATIGTIKNG TPOGPOPAS
(Beatpkovg YO®POLE Kot LoVG1kEG okMvES). HBomoo01, Lovstkol, Tpayoudiotés Epevay yio ToAD
UeYOAO YPOVIKG SlooTAUOTO YOPIC OOVAEIEG, YOPIG LEPOKAUNTO, YOPIG Vo HmopodVv va
e€aoPaAicovV «To TPOg TO {NVy. ZUVALLO, 0 KOGLOG ELEIVE YOPIG TNV «TVELUOTIKY TPOPT» TOL
TOV TPocEPepay. Ao pumopovoe PERata KATOL0G Vo avTimopaPdAetl To Emyeipnuo TG 6601 TO
emBopovoay glyov TOKIAOVG GALOVE TPOTOVE Va. £X0VV TPOGPUCT] GE LOVGIKA OKOVDGUOTO 1)
0¢aon o Oeatpikég TOPUGTAGEIS, YPNOIUOTOLDVTAG TNV TEYVOAOYiD. AVOVTIAEKTO OU®S, M
SdPaCTIKOTNTA HETOED KOAMTEXVN Kol akpoaTh/Oeath eival amodoe 6TOVG TPOTOVG CVTOVG.
H dwdpactikotnto dumc sivar ekeivn mov kavel T d1opopd Kot Tov divel GAAN 616TOGT TNV

TPOGPOPA TOL KOAALTEYVT).

Mo ovykekpipéva, mopotnphdnke woC, &v Kop®d TavOnuiog, ot KaAAltéyveg Ogv giyov
EVAALOKTIKOVG SOKILOVG TPOTOVS TAPOLGINGTC TNG OOVAELAC TOVE OV ol OVTIKOOIGTOVG AV TIG
{ovTavég ToVG TOPOVCIAGELS, OTIMG EYOV EMT TOPAOELYLOTL O1 EKTOLOEVTIKOT 01 070101 GLVEYICAY
nepimov anpdokonta T0 £pyo TOoug pe TnAgpyacio. Kot de pildpe pLovo yio KatdoTaon mov
apopovoe pdvo o oTeVO Opwe Tov TOmov pag. Avtifeta, m O Avmnpv| kotdotoom
wapaTn P ONKE GE OAEG TIC YDPES, O KOt AAd deV TEBN KAV TTOTE TOL TEXVOLOYIKE £YEYYLA TOV
Ba emétpemay ewovikég AOyov xdpn CLUVOLALES 1 TOPACTAGELS. £2G €K TOVTOV, JOMICTMONKE 1
avaykn GLEGOV EKGLYYXPOVIGLOV 6To BEUa, EKGUYYPOVIGLOD OV amottel Enimovn SOVAELY Kot

ouveyelg ueAéteg Kot TPOoTADELES.

‘Etor Aowmodv, péoa omd avtn v Epyacia - Awrpifn ffeha va kdvo v opyn ™S
TPOCOHOIOoTNG VOGS £1KOVIKOD Movcotkol Tdve otny oknvi| mov va Ttoilel Tdvo, £161 MOTE Vo
UTOPEC® VO avTIANPO® Ti TpoPAaTa Kol SVCKOAMEG XM VO OVTILETOTICM KOl VO, GUVEXICM

TNV £peuVA LoV o€ ABOKTOPIKEG OTTOVOEC.



1.2 Zyetwn) Epyocia

Yrdpyovv morrol epeuvntég edm Ko dekaeTieg TOV HEAETOVV TO TOIEO GTO TLAVO.

O TpadTEC EPYOTIES EYVAY XPTCULOTOIDVTOS POUTOT LE SIAPOPES TEYXVIKEG Y10 VOL TO TTETVYOLV,
OOV KATO1EG POPES TO, POUTOT ElYOV UEIOUEVO apBU amd ddxTvla, [1] yio evkoddTepo EleYyO
Kot amAomoinen Tov TpofANUaTog | Kot akoun v mpoctnkn nepiocdtepmyv daktoiwny [2] -
Tovo amd ke évo amd ta mANKTpa. Oplopéva OU®S, Ekavay XPNoT TG KOVOVIKNG LOPONG
avOpdOTIVOL XEP10V. Q6T0G0, TO YEPL £ivor mabNnTIKd YWpPic EAeyyo dVvaung ota ddytvia [3]. Ze
pw oAy mpodoeatn perétn, o H. Xu kai ot vrdrowmol, TpodTEWVOY TNV TPOTN TPOCEYYIoN
Bociopévn o€ evioyuTik pabnon vy ekpuabnon mavov ue xéplo poundt e£OmAMGUEVO. e

amTIKOVG aoBNTPES (Kot avtoi Exavay ypron 4 daxtodwmv ota yépia) [4].

0 X. Wang npdtewve 10 PPVR, éva cvotnua cuvepyaciog VR mov éxel oyedlactel yio va
vrootnpilel v €€ 0mMOoTACE®MG EKMAIOELOT TAVOL OO OLUPOPETIKEG YWVIES. XE OUTO TO
oVOTNUO, TOGO 0 LadNTNG 0G0 Kot 0 KABNYNTAS POPOLV YAVTLO TOV AVIYVEDOVY TNV TECT] TV
daKkTOA®V, ypnolpomoovy leap motion yw aviyvevon doktorlov kot popmdvtag VR yvaid
PAémer o poBntig TL deiyvel o kabBnyntng kai to oavrifetro. Ltnv vAomoinom ovtr] dgv
YPNOWOTOLEITOL TPOYLOTIKO Tdvo oAl péow tov leap motion to cvotnua EEpet moleg voTeg

07O EKOVIKO T1dvo Oo marytovv [5].

O D. Salz kot F. Azam ypnoionoincav poévo to Leap Motion (yopig yévtio pe auoOntmpeg
Tieong) Yo TNV TOPAKOAOVON O TV dAKTOAMY, Yo VO LWITOPOVV VO TATOVV T TANKTPO TOL

£1KoviKoD mdvov [6].

O E. Yilmaz xot ot vdorowrot, ékavav mpocopoiwon 3D cuvavlriag maipvovtag gicodo éva
apyeio MP3. Xpnoyomolovcav ta petadedopéva tov MP3 6mov tapéyovv apieti TAnpopopio

v avaivon nyov. Opiopéva Tedio 6TV KEPAAIdM, OTMS TO 100G, 0 PLOUOC, KAt 0 KOAMTEXVNG



TEPLEYOVV TOAVTILEG TAN|POPOpPieg OTa eivan dtaBécipeg Kabmg emiong kot AEEEIG-KAELDE OTT®G

"n-n

"Bopopévog”, "Avmnuévog”. OAeg avTég TIC TANPOPOPIES TIC XPTCOTOINGAV Y10 VO EAEYXOVV

70 animation tov Kowov kot g pravtag [7].

Kdmowa moAd pdoata mapodeiypota amd VR povsikéc cuvavlieg, ta onoia mapovcidlel 6to

GpBpo tov o J. Sampson, sivar ta. akdlovba [8]:

1.

Fortnite: To mayvidl Fortnite and v EpicGames giho&évnoe i oepd (oviavoy
LOVGIK®V EKONADGEDV, GOUTEPIAOUPAVOUEVOV KOAALTEYV®Y 0w 0 Marshmellow kot
o Travis Scott, T0 2019 kot to 2020 avtiotoya, TAVOVTOC 0€ 0PLOUOVG PEKOP TOAAGDY
gkatoppvpiny Oeatdv o kKabévag. O cOVIEGOC Omd VT TV EIKOVIKT GUVOVAIL ival

o akoAovboc: https://www.youtube.com/watch?v=NBsCzN-jfvA

®deotifpar Lost Horizon: ' mpdtn popd ota 50 ypdvia vapéng Tov, ot 510pyovmTég
™G eKONAmOoNG avaykdaotnkay vo akvpodcovy to 2020 Glastonbury Music Festival
Adym COVID-19, ¢ ex tobtov dnuovpyndnke éva QeoTIPAA LOVGIKNG KOl TEYVOV
oToV KOGUO oTnVv €Kovikn mpaypoatikotnta. To Horizon Festival ftav o evieAdg
OwdpacTikny ekdNAwon pe moAlamid otddw. H mpdoPaon pmopel vo yiver péom
vrohoywoth (Facebook, Twitch and Youtube), cet VR 1 péom epoppoyng yioo Kivntd
(i0S kot Android). O 60Ovdéecpog amd To EKOVIKO PESTIRAA etvan 0 axdAovBOG:

https://www.youtube.com/watch?v=r5GpBK -hlY

WaveXR: To WaveXR eivai po miotedppa mov mapéyet povadikég suvavieg VR, ot
omoiec ovopdlovror “waves”. Ot cuvaviieg avtég eivor {ovtavég, kabniloTtikéc,
OdPACTIKEG KOl KOWmVIKEG kot petadiooviar {oviavd pécw Youtube, Twitter,
TikTok, Facebook xor Roblox. ITapadeiypato omd avtég tig ovvavlieg eivor 1

nopdotacn tov John Legend (https://www.youtube.com/watch?v=eGy6419Yuuw) kot

g Lindsey Stirling (https://www.youtube.com/watch?v=TGNJbrZnlJg). Ot

KOAMTEYVEG POpohV GTOAN} Motion capture, Kot ot KIVIGELS TOVG METOPEPOVTAL GTO,

avatar tovg. Ot Bgatéc ™ ovvavAiag popodv éva 6eT VR yvoliov, &govv eniong Ttov


https://www.youtube.com/watch?v=NBsCzN-jfvA
https://www.youtube.com/watch?v=r5GpBK_-hIY
https://www.youtube.com/watch?v=eGy64l9Yuuw
https://www.youtube.com/watch?v=TGNJbrZnIJg

d1d Tovg avatar Kot LropovV vo, GAANA0ETIOPAGOLY HETAED TOVS, O ¥pNoTng £XEL TOV

éleyyo Tov TEPPAALOVTOG TOL UE YNeopopia 1 dMPEES.

1.3 Aopn) Awtpipnig

10 KepdAaio 2, 0o Sovpe OAN TNV OTOLTOVUEVT] YVAOON Kol TEYVOAOYia TToL ypetdleTal va ExEl
Kdmolo¢ Yo va aoyoAn el pe 1o ouykekpipuévo Bépa. Zoykekpyéva, Oa avapepbodie oto yati
KATO10¢ TPETEL VO, EXEL YVDGELG LOVGTKNG Y10 VO, UTOPEGEL VoL avTomeEEADEL 6TO GLYKEKPIUEVO
0éua, Oo pinoovue yoo unyovég oy vidlov Kot Tote cvykekpipuévo enthééape. EmmAéov Oa
aoyoAnfovue pe TV TPIGOACTATN LOVTEAOTOINGT], TOVG EKOVIKODS YOPOKTNPES Kol TEAOG

yevikd yio animation yevikdtepa kot Tovg d1dpopovg Tpdmovg character animation.

210 Kepdhaio 3, Ba dodue v pebodoroyio mov akorovBnoape, £T01 MOTE VO TAPOVIE TO
EMOLUNTO OMOTEAEGLA. ZVYKEKPILEVD, B QOVLE TNV OPYLTEKTOVIKY] TOV CLUGTHHATOC LOG KO
Ba eEnynoovue to kdBe vrocvoTN EexmPLoTd. AnAadh, Ba eEetdoove TMOG Tyaivovpe omd

TO TPOYULATIKO TLVO TTOV PPIGKETOL GTO GTITL PLOG, GTNV EIKOVIKY GLVALALAL.

210 Kepdhaw 4, 6o Tapovucidcovpe TO AmTOTELEGHO TG VAOTOINGNG LOG LLE TIG OTOPOITNTEG

ewoves kot ENyNoels.

Téhoc, oto Kepdiao 5 Ba e&aydyovue Ta copnepdopatd pog kot o tpodiaypdyovpie Kot tnv

LEAAOVTIKN LG EPYOCIaL.



Kegpaiaro 2

Anartoopevn I'voon ko Teyvoroyia

Y& avTo TO KEQAAULO Dol WA GOVLE GYETIKE LE OAEG TIG OMAPAITITES YVADGCELS TOV TTPETEL VAL
€YEL KATOL0G Y10, VO, UTOPECEL VL aay0AN0el e avtd to Béua. Zvykekpyéva Oa WANGOLUE Yo
TNV avoyKaldTnTo TOL Vo £XEL KATO10C LOVGIKEG YVAOOCELS Y10 VO UTOPEGEL VO, OAOKANPMOOEL
EMTUYDC avTO TO 0Oéua, Oo WANGOLUE Yo UNYOVEC TOLVIOIDV, Yo TPLGOACTOT

LLOVTEAOTOINGT, Y10l EIKOVIKOVG YOUPAKTIPES Kat yio S1apopes Texvikég character animation.

2.1 Iéavoe/Ozmpio g Movokig

IMa va pépel Kamolog €1 TEPag AlaTpiPn TG CLYKEKPIUEVIG LOPOTG, Ba Tpémel va el oiyovpa
yvooelg otn Movoiki. Kat avto yiati povo étot Ba Eépape av avtd mov avantdccovue givat,
delyvel Kat axovyetol 6oto. Aniadn, o onpovpyds mpénel va givat BEPatog 6L n tomobBétnon
TOV XEPLOV Kot TOV SaKTOA®V gival 6Tig cmoTés Bécelg Otav mailovtat ot votes, kabmg eniong
OTL aKoVYETAL 0 6MOTOG NYOG TIG KABe vOTag. AKOuUN, Yo TNV dNHovpyic ToV TPIGIUCTOTOV
EIKOVIKOD TAVOV, 0 dNUOLPYOS ypetdieTon va EEPEL TG Elvol GTNV TPAYLOTIKOTNTA KATO10

TAVO 00TOG MGTE VAL KATOPEPEL VOL TO KAVEL VAL SELYVEL PEAACTIKO.

2.2 Game Engines

O 0pog «unyavn Toyvidtdvy TPoékuye ota Lésa g dekaetiog Tov 1990, avapepduevos o
ayvidln oxomoPoing mpaotov mpocwmmov (First-Person Shooter - FPS), 6nwg 10 moAD

onuoeég maryviol “Doom” tng id Software. To Doom, cyedidotnke e Evav apkeTd KOAL



kafopiopévo daympiopd petad Tmv Pacikdv otolyeiov AoYioHKoD Tov (0TMG T0 GOGTNUA
amO300MG TPIGOIAGTATOV YPOPIKMY, TO GVOTNIN CViXVELOTC GVYKPOVGNG 1 TO GLGTIUA T)XOV),
TOVG KOGLOVE TOL ALY VIOI00 Kol TOVG KovOveg matyviolon. H a&ia avtod tov dtoympiopod Eyve
Qavepn, kKabdC Ol TPOYPOUUATICTES GPYIoay V. INUovPYodV VEN TEYXVN, JITAEELS KOGV,
OTAO, YOPAKTPES, OYNMOATO KOl KOVOVEG TOLYVIOIOD UE EAGYIOTES LOVO OAALYEC GTO AOYIGLUKO
«UNYOVAE». AVTO oMUOTOdOTNGE T YEVVN GO TNG «KowvotnTag mody», 6mov katackebvalav véa,
oy VISl TPOTOTOLDVTOG VIGPYOVTA TTALYVIdLN, XPTCULOTOIOVTOS dMPEdY Epyarel0dnKkec mov

TAPEYOVTAV 0TI TOLE OPYIKOVE Tpoypoupatiotés [9].

Y& avtifeon pe éva moyvidl, pio unyovn uropel va enektadel kot vo erxovoypnotponomOei yio

TN SMMUOLPYI0 TOAAATADY TOLVIOUDV.

H pnyovi moyvididv mov xpnoionoinoa yio v avortoém Ty €IKOVIKT] GUVOVAIN &ivol To
Unreal Engine (UE), xat cvykekpipuéva to Unreal Engine 5 (UE5). To Unreal Engine
avartoyOnke amd v Epic Games, n omoia TapovcldoTnKe Yoo TPOTN POPO GTO MO Vil
“Unreal” 1o 1998. Topa, éxet eEamimbei o€ maumoldeg Bropnyavieg 0mwe: Kivnuotoypdeo kat
Tniedpaon, Apyrrektoviky, Avtokivnita & Metagopés, Exnounéc & {wvtavég exdnidoelc,
ITpocopowvoelc. O Adyog wov emhé€ope To Unreal Engine évavtt GA@V unyavev moyvidioy,
etvar 411 gtvon 1o o mponypévo epyareio dnNUOVPYING TPIGOICTATMOV PENAMGTIKMOV YPOUPIKAOV
o€ TPOYHOTIKO XpOvo. Akdun, edikd pe v ékdoon UES, avakoivwoav to Nanite to onoio pag
dtvel v dvvatodTnTo Vo dnpiovpyncovpe TOAD amodoTikd matyvidlo Kot KOGUOVS LE TEPAOTIES
TOGOTNTES YEOUETPIKMOV AETTOUEPEIDV KOl TOAVYDVOV, YOPIS va ydoovpe KaBdiov and tnv
emidoon pog og mpaypotikd xpovo. Télog, Evag axdun Adyog mov pog ékave va Tapovpe TNy
ATOPOGCT) VO YPNCUYLOTOTCOVLE QLT TNV UXov Ty vididv, ivar 6t pe to UES avakoivocov
to Lumen. To Lumen, givar pio mipog dvvauikn Avon vywo global illumination kot
OVTOVOKAGGE®V TIOL EMTPENEL GTOV EUUEGO QMOTIOUO VO, TPOCUPUOLETOL €V KIVIOEL OTI
0AAOYEG OTOV GUEGO PMTIGUO 1 0T YEOUETPlo—Y10 Tapddetypa, aAldloviag n yovia Tov

NAov pe v dpo g uépac. Télog, TAéov dev yperaletor va mepuévovpe vo. yiver bake ta



lightmaps, 11 va tomoBeticovpe reflection probes (kdrtt to omoio eivar ToAd ypovofopo oe

peyales oknvéc) [10].

2.3 3D Modeling

210, ypagikd vroloyiotdv, o 6poc “3D modeling” avagpipetatl otn dradikacio dnpovpyiag piog
TPLGOLAGTOTIG AVATOPACTOOTG EVOC OVTIKEWEVOL YPTCULOTOIOVTOC EEEIOIKEVIEVO AOYICUIKO.
AV 1 ovOTOPAGTAGT, TOL OVOUALETOL TPIOOIAGTATO OVTEAD, UTTOPEL VO TTAPEL OTTOIOONTOTE
uéyebog, oyfuo kor ven tov opicovpe [11]. Ta tpodidotato avtd poviého pmopodv va
ypnoworonovy oe mhpo TOMES eQPapPUOYES, OTMS PrvTeomatyvidla, TAVIES, apPYITEKTOVIKY,
UNYOVIKY Kot epmopikt| dtaenuion. H dwodikacio tpiedidototng poviehonoinong mapdyet £va
YNELOKO AVTIKEIEVO TKOVO VO KIVEITOL TANPOG, KAOIGTOVTOG TO L0, OTTOPOLTI|TH S100TKOGTo, Yio!

character animation kot special effects [12].

Yrhpyovv ToAAL epyaAeion GNILEPO TTOV WITOPEL VA XPNOLOTOMCEL KATO0G Yo TPIGO1AGTOTN
povteronoinon. Kdmow eivar dwpedv, dAlo ypetdletor va to ayopdoels 1 vo TANPOCELS
GLVOPOUT YOl VO OTOKTNOELS dkaimpa va To ypnoomotels. T v exmdvnon g Awrpinig

pov, eméie&a to Blender.

To Blender ivat dwpedv kot avorytod KOS 6ovita SNUovpyiog TPIoOIcTUT®V YPOPIKOV, 1
onoioe avomtdoydnke and to Blender Foundation, évav pn kepdookomikd opyoavicpud mov
10pvOnke 1o 2002. Yrootnpilet 6Ao to ovvoro tov 3D pipeline: poviehomoinon, rigging,
Kwvoopeva oyédia, Tpocopoinon, rendering, tapakorohOnon kivnong, uéxpt ko encepyaocio
Bivteo kot dnpiovpyio moyvidiwv. Emmpdcheta, propodpe va ypnoyoroicovpe to API tov
Blender pe v yAdooa tpoypappaticpod Python kat va avartoéovpe egidikevpéva epyoteia,

6mov TOAD Guyvd, avtd TEpapuBavovTatl oTig peEAlovTIKEG ekdoaelg Tov Blender [13].



2.4 Virtual Humans

Ot ewovikol avOpmmotl vdpyovy 6€ TAPA TOAAEC EQPUPUOYEG OTTMG Ty vidld, Tovieg, Héoa
KOW®VIKNG OIKTO®ONG, KAT.. H yprion tovg ofuepa éxel emiong emektabel amd TIC TOTIKEG
EPUPLOYEC OMEIKOVIONG OTNV 000vn o€ GAla mepiPdAilovta, Ommg mepiPdilovto Ewkovikng
paypotikotnrog, Emavénuévng Ipoayupatkdémmrog  wor  Miktig  [paypotikdtnrog
(VR/AR/MR). Tavtdypova, Tapatnpodue exiong onUavTikés PEATIOGES TOGO 6TNV AIO300T

0€ TPAYLOTIKO ¥pOvo, KoBDE Kot 60 eEqPETIKO eninedo pealopod mov £xovpe etdoet [14].

Mo va umopécovue vo, dNUIOVPYACOVUE KOl VO GELOTOIGOVE EIKOVIKOVG YOPOKTNPEC,

ypedletar va kdvoovpue teyvikég mov Aéyovton “rigging” kot “skinning”.

Rigging eivo 1 drodikacio dnpovpyiog evog oKeAETOD Yo évo, TPLeOIAoTATO LOVTELD (0L KoT’
avaykn ovBponov) ®ote va umopel vo kwnBel. To “rig” éyet moAlhodg Pabuoig
ghevBepioag/nepiotpoeng (DOFs - Degrees of Freedom) nov pumopodv va ypnouonombovv yio
kivnomn Baong dwpdpov W10thTeV Tov okeretod. ‘Eva okedetikd cdotnua (rig) amoteieiton
amod KWWNUOTIKEG aALGideg OOV eival éva 1Epapyikd GUVOAO OGVVIESEUEV@Y 06TV, Mo
aAvoido givar oty ovoia évag I'paepog oknvig o omoiog Eekwvd amd tn pia (root), €xet
nolamhd kokaro (bones), cuvvdéetar pe apbBpdoelg (Joints) kot TeAeldvEL pe €va TEMKO

teleotn (end-effector). TTapdderypo avtg g epapyiog eaivetar oty Ewova 2.1. [15]

il parent

i

i .
i joint
Q‘) /

current
joint

joints

effector

Eixova 2.1: Hopadetypo ano ocxeletino cbotnua (rig) [15]
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Skinning givon n dadikacia mpocdptnong mAéypatog - mesh (“skin) oto oxeheTikd cHoTnUA
TOL Yopoxtipa. To skin avtumpoconedetal mg TALYLO TOAVYDOVOV, T.Y. £VO GUVOAO KOPLPGOV,
N o TopopeTpikn exipaveln. Kabe kopuen cuvdéetal pe évo 06TO 6TO OKEAETO, Kol KIVEITOL
o€ oyéon pe 1o 0otd. Kdabe kopoen molharmiacialetal pe apketovg "otabuiopévous” mivakeg
UETAGYNUOTIGUOD TTOV TAPEXOVY TOV TAPAYOVTO EMPPONG TOL £XEL KGHE 0GTO OTNV EKAGTOTE

KopLET, Kot Ta amoteréopata tpootifevrat pali. [Tapaderypo oavtig e dadikaciog aiveTot

otV Ewodva 2.2. [15]

Eiwxova 2.2: Hopdderyua tig dradixkacios Skinning. Ta ypoduarae deiyvovv tov mapdyovro.
emippong Kabe 0610 o€ Kabe Kopoei [15]

2.5 Animation ken Character Animation

"Exovtog pubpioet kot deoHe0GEL TO 6KEAETIKO cvotnua (rig) kot To SKin omwg eEnynoape 6to

VROKEPAALO 2.4, 0 YOPOKTIPOG TOPA UTopel va KivnOel.

2.5.1 Phi Phenomenon & Beta Movement

Apykd, To animation givat n dnuovpyia pag oepds eikdvov mov, otav epeavifovrat, divovv
™mv evivmoon g Kivnong [16].  Avtd oeeireton oto @awvopevo “Phi” ko otnv kivnon
“Beta”.To @owopevo Phi givor pa omtikny wevdaiobnon mov opiotnke omd tov Max
Wertheimer otnv yuyoloyia Gestalt to 1912, 6mov Bacileton oty apyn 6Tt 10 avOpdmTIVo paTt

avtihappdvetar kivinon amd Eaevikés aAlayég tov emTog petald dadoyikmv ewovov. H
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kivnon Beta eivor 1 wevdaicnon xivnong mov dmuiovpyeitor otov eyképaio OTav T
avtikeipeva aAlalovv Béon o o ypiyopn axoiovdia eikdvev. Avti vo avTIAauBoavolaoTe g

wo oelpd amd ewdveg, ovtlapfovouacte Ty kivnon [17].

2.5.2 Traditional Animation

IMapadoociaxd, oTig Tovieg Kivovuévav oyedimv dnuiovpyodoay eikdveg yia kabe kapé (frame)
¢ towvioag, 6mov o Senior animator dnuovpyovce To o onuovtike kapé (frames) kot ot
vroAowrotl animators coumAnpovay ta evdidueca. Onmg katolafaivovue, NTovV Uio TEYVIKN M

omoia Tav mapa ToAD ypovofopa kot dbokoin [16].

2.5.3 Keyframing

Yto Keyframing (maipvovtog to 6vopa amd 10 Khaocwkd animation), o animator opilel tnv
kivnon onAdvovtag 0écelc KA1 Yo TOV KIVOUREVO YOPaKTAPO (1] OmolodmoTe GAAO
avtikeipevo). H dwapopd tov keyframing pe to mopadociokd animation, sivar 611 tdpo o
VIOAOYIOTNG KAVEL TapeUPOAN Yo vo avayvmpicet Tig Béoelg Tmv gvdiduecwv frames kot dev
yperaletat vo To kavouy xewpokivinta ot vtoAotrol animators. Avti 1 dwdikacio ovopudletot

"in-betweening" [16].

2.5.4 Motion Capture

To Motion Capture (mocap) givot 1 deryporoAnyio kot 1 Kotoypaen tng Kivnong og dedopévo.
TV ovOpOTOV, {OOV Kol 0TOI00NTOTE AWMV OVTIKEILEVAOV GTO TPIGOICTOTO YMPO. AVTH TO
dgdopévo umopovv va ypnotpomombovv yio tn peAéTn g kivnong N yw va d®GOVV oTa
TPIoddoTaTO HOVTELD VIToAoylotdv o aicbnon (ofc. To Motion Capture emtpémer
(POTOPEAMOTIKY] OUVOUIKT] GE €V, EIKOVIKO TEPIPAAAOV, YOPTOYPUPOVTAG TNV TPAYLOTIKN

kivnom o¢ frames mov dnpiovpyovvtat amd veoroyiotr [18].
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To Motion Capture £yt ypnoonombei og d16popovg Topeic, dnmg:
e AfAnTu Ogpameia
e  Kwnuotoypdoo
o Tloyvidw

e X1patd

Yndpyovv didgopor pébodor ywoo Motion Capture ardd ot kOpieg Kotnyopieg mov

YPNOYLOTOLOVVTOL GNUEPO EIVOL O AKOAOVOEC.

Ontikd Zvotuozo (Optical Systems)

‘Eva. tomikd omtikd cvotnuo omoteleitor and 4 émg 32 wduepec, kobepio omd TIg omoisg
eléyyetor omd évav vmoroyioth. H misioynogio tov onTikdv cvotnpdtov amottel oamd To
Katayeypapuuévo dropo N oviikeipevo vo @opdel deiktec (markers), ot omoiot gival gite

avakiaotikoi (mabntikoi) site eknéumovy ewg (evepyoi) [18].

O1 mafnrikoi deikteg (passive markers) givor kaTaokevLacUEVOL amd avakAAGTIKG VAIKA Kot T
oYNUATé TOVG EVOL GPALPIKE, MUGPALPIKA 1] KukAwkd. Ta oynpota Kot to peyédn tov SekTdv
kaBopifoviar amd to 1L avdAivon €xovv ol kduepes, kabdg emiong kol to TL BEAovue va
Katoypoyovpe (Y. HIKPOTEPOL OEIKTEG YPNOLLOTOOVVIOL YOl KOTAYPUPT TPOGMTOV Kot
xepuwv). O mabnrikol deikteg, eite mpooaptdviol anevbeiog oto déppa evog atdpov, eite
tomofeTovvToLl G€ £va KOGTOOL mOocap, TO0 ONoio Eival pio OAOG®LT GTOAY] KOTOGKEVAGUEVT
oo EAUOTIKA VAIKA 0Ttmg To spandex. Ot diodot ekmopmng ewtog (LED) ypnoiponoodviot o
Képepeg o éva moONTIKO ocLOTNUO OEIKTMOV KOl TO QG Tov ekméumetor amd to LED
avtovokAdtolr ond deikteg. Ilapdderypo amd éva omtikd cvoTnuo pe madnticods deikteg

eaiverar otnv Ewova 2.3. [18]
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Eixova 2.3: lapddciyua ontikov cvotipuaros mocap ue passive markers [19], [20]

Amo Vv AN pepid, ol evepyoi deikteg (active markers), avti vo avakAobv T0 oG 10V
TapayeTon eEMTEPIKE, 01 10101 01 SEIKTES TPOPOSOTOVVTOL Y10, VO EKTTEUTOVY TO O1KO TOVG
ew¢ (LED). Ot dgikteg ekméumovy évo MAEKTPOUAYVNTIKO TESIO OV OVIXVEDETOL GE
mpaypatikd ypdvo. Kabe LED exympeiton oe éva avayvopioTikd, T0 0moio eMTpENEL
0TO AOYIGHIKO MY Kivong va Unv ouyyE€etl Toug deikTec Heta&d Tovg, Kabmg Kot va
TOVG aVyVOPILEL 0ol PTAOKOPIGTOVV KOl ELPOVIGTOVV EavE 6TO TEdT0 TPOPOANG TV

Kkapepmv. I[Mapddetypo onTIKOV GLOTHUATOG LE EVEPYOVS OgikTES Qaivetal oV Ewdva

2.4 [18]

Eixova 2.4: Hopaderyua ue active markers [21]
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Adpaveiokd Xvothuato (Inertial Systems)

270 adpOVEIOKA GLGTHLLOTO YPTCILOTOLOVY AOPUVELOKOVG aeONTPES, cVUTEPIAQUPAVOUEVOY
WKPOGKOTIKGV yvupookomiov (gyroscopes) kot emttayvvotoustpov (accelerometers), mov
Bpickovtol pé€ca oty 6ToAn T0L GvoTHUATOG. Ta dedopéva amd Tovg eONTAPEG pETAPEPOVTOL
GTOV VTOAOYIGTH, 61OV ene&epydlovton kal kataypdpovtal. To chomua kabopilel Oyl poévo ™

Béomn Tov ausOnTNPa adhd Kot T yovia khiong Tov. [Tapddetypa 6toANg o€ éva adpaveloKod

cvotnua eaivetol oty Ewova 2.5.

Eixova 2.5: Hopaderyua otols amd inertial system [22]

Video / Markerless

To Facebook Al Research and Reality Labs napovciocav évo 0AdKANpO cOGTne GOAAYNG
3D «ivnong oodparog, mov ovoudletor FrankMocap, yw v tavtdypovn ektipmon g
TPLEOLACTATYG KIVIONG TOL GMUOTOG KOL TV XEPLOV Ao Pivteo. To GUGTNUA TOVG LG EMTPETEL
va ektedéoovpe pio Covtovn emideiln Koataypaeng kivnong OoAOKANPOL TOL CAOUATOG
y¥pnoonoliovtag o povo kauepa web RGB, 6mwg gaivetar ota aprotepd g Ewovag 2.6.

Y10, 6e€1d g Ewdvag 2.6., mapovctalovol ToAAd TapadelyLoto omoTelecpitov o€ Pivieo in-
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the-wild, 6mov deiyvouv Tig s1oepyOuEVES £1KOVES (aploTepd), Tig EE660VC AYNG TPLedAeTATNG

Kkivnong pe to xépt (néom) ko tig e£6800g AyYng kiviiong oAdkAnpov Tov cdpatog (de€id) [23].

Eixova 2.6: FrankMocap Demonstration [23]

Skeletal Animation

Avti n xonyopio animation yopiletor og 600 vokatnyopieg, ol onoieg givor to Forward

Kinematics (FK) kou Inverse Kinematics (1K).

To Forward Kinematics (FK) — Evfeio Kivnpotikny propel va opiotel og 10 mpoBinua tov
EVTOTIGULOV TOV BEGEDV TOV TEMKADV TEAEGTAOV LETA TNV EPAPLOYT YVOOTOV LETACYT|LATIGULOV
otV aAvoido [15]. Aéyeton gvbeio kivnuatiky, Enedn EEKIVOVUE TOVG LETAGYNUATIGHOVS OO
10 Mo YNAS enimedo otnV 1epapyio Kot Tpoy®pdpe Tpog to To Yaunio. o mapdderypo ov
Bélovpe vo LETOKIVIIGOVUE €va XEPL GE GLYKEKPIUEVN OTAOT), LETAKIVOOUE TPATA TO TAV®D
LEPOG TOV ¥epLov otV Tomofesia kot TPOCAVATOMGUO OV BEAOVLLE, OTNV GUVEXEWD KAVOLLLE

70 1010 Y100 TO KAT® PEPOG TOL XEPLOV, KOl TEAOG Y10 TOV KapTO.

H Avtiotpoen Kivnuoatikn — Inverse Kinematics (1K) ivat to tpofAnpo tov ©pocdiopiopon
pog KatdAning ddrang apbpwong yio tnv omoio ot TEMKOL TEAESTEG LETAKIVOOVTOL OTIG
embountég Oéoeig (0éoeig otdOOV), 660 MO OouaAd, ypryopa kot axpiBéotepa [15], [24].
Aéyetal avTioTPOPN KIVNUOTIKY, EXEWON EEKIVALE A0 TO YOUNAOTEPO EMIMEDO OTNV 1Epapyio
TOV OKEAETOV Kot avePaivovpe mpog to ynAadtepo. [ mapdderypa, pLeTakvovue TOV KAPTO

otV emBount Béomn Kol oToV TPOCAVOTOMOHO 7oL OEAovpE, Kol YiVOVTOl OVTOUOTH Ol
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VTOAOYIGHOL Y10 TO VTTOAOUTO YEPL. YTTAPYOLV dV0 TOAD Yvwotég teyvikés IK ot omoieg givar to
CCD «xot to FABRIK. T'a v kivnon tev daktoiwnv ypnoiponomoape to FABRIK apob éyet

YAUNAO DTOAOYIGTIKO KOGTOG KOl TAPGYEL OTTIKG. PEOMOTIKEG 0TAGELS [24].

Mopaderypa ovykpiong FK kot IK gaivetal otnv Ewkova 2.7.

FK

Eixova 2.7: FK vs IK [25]

Reinforcement Learning Methods in Character Animation

O Ariel Kwiatkowski kot ot vmoloutor, ékavav épgvva oyetikd pe OAeg TG pebddovg
evioyvtikng uabnong (Reinforcement Learning) o character animation. "Eva mapadetypo oo
avtd mov Tapovolalovy eaivetal otnv Ewodva 2.8, émov emttpénetl v ohvOeon animation omd

motion capture dedopéva ypnowonownvtog Imitation-based Learning [26], [27].

Eiwxéva 2.8: Imitation-based Learning [26]



Kegpararo 3

MeOooolroyia

Ye autd TOo KEPOAao Ba avoivcovpe v puebodoloyion mwov okolovbfooue Yoo TV
VAOTOINGN TOL EIKOVIKOD LOLGIKOD / HOVGIKNG GKNVING. Oa deifovpe Pe OYEOIAYPOUILO TNV
OPYITEKTOVIKT TOV GUGTHLITOC LE TO EXUEPOVS VTOCLGTHLOTA Kot Oa ovaAvsovie 10 Kabéva

Eexwplotda.

3.1 Ap1TEKTOVIKI] XVGTIROTOG

Ymv Ewoéva 3.1, @aivetor m opylteKTOVIKI] TOL GLGTNUOTOS MG, 1 omoio dgiyvel Ta

VTOGVGTNLO KOl TIG LETAED TOVG EMKOVOVIES.

Onwg eaiverot kot oty Ewova 3.1, o “Performer” — IMoviotag divel oav £i6odo 600 dedopéva
070 6VoTNUA pag. To TpdTo givor To mai&d Tov oto appovio (“physical piano™) kot to devtepo

gival 1 Katoypaer| Tov Tpoo@OIov Tov and To THAEQ®VO Tov (“phone camera™).
A6 TV KApEPO TOL THAEPOVOL PEG® TG eappoyng “LiveLink” kataypdpet to mpoc®TO Ko
TIG EKQPACELS TOV HOVGIKOD, kat Ti 6téAvel oto Unreal Engine péow WIiFi. To “LiveLink”

oTnV GLVEYELN ETKOWV®VEL pe To “MetaHumanBP”, yio. va yivetat to animation tov Tpoc®nov.

To appovio tov keAltéyvn (“physical piano™), evaveton pe to Unreal Engine péow kolmdiov

USB. To MIDI topa Epel moleg voteg mailoviol Kol EMIKOW®MVEL PE TO EKOVIKO TAVO

17
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“VirtualPiano” yw va, yivetat To animation tov midvov kababg péow tov “BP_Interface” umopei
va oteihel OAeC TIG amapaitnteg TAnpoeopiec oto “MetaHumanBP”.

To “MetaHumanBP” otéivel OAeg TIc mAnpogopiec mov 7hpe amd to0 “MIDI” o710
“AnimationBP”, 6mov amo kel ta divel cov gicodo oto “Control Rig”, to omoio givor vevBuvo
yw. 6A0 To animation tov ocoduatog tov MetaHuman (yevikn otdon oL GOROTOG, GOUOL

0YKOVEC, KapToi, OAKTUAR).

Virtual Piano

BP_Interface

USB cable v

MetaHumanBP AnimationBP Control Rig

&
\ {g}»

Live Link Face

—
T

f G
<
; L1 -

Lhysical Piano k

Performer

Phone Camera

Eixova 3.1: Apyirexroviky Lootiuotos
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3.2 Tpomomoinon Iavov ko1 Kataokevn MAkTpov

To np®dT0 6Tdd10 TG AlTPIPNG AVTAC, NTAV PVCIKA VO, ETOUAGOVLE TO EIKOVIKO TAVO
0L povokov. H apywn poper tov mdvov mov ypnoipomonca goivetor otnv Ewdva
3.2. To ovykekpévo mavo 1o mipape amd to SketchFab 6mov 10 dnpodpynoe o

KoAMTEYVNG “Amatsukast”. AmoteAeitan amod 1.3 exotoppvplo tpiywve kot 669 yiiiddeg

KOPLPEC.

Eixova 3.2: Apyixo 3D povréio mavoo [28]
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Mo va 10 épovpe OU®G oToL PETPO OGS Kot VO TOPLALEL OE oL GOYYPOVT] LOVTIEPVO

povoikn oknvn / Béatpo, aALAEQLE TO VAIKO TOGO TOV TLAVOL OGO KOl TOL GKOUTO, KoL

1N TEMKN LOPPT AVTOV TOV TPIGOAGTATOL HOVIEAOL QaiveTan otV Ewodva 3.3.

Eiwxova 3.3: Tporormoquévo IMavo

Onwg, oe avtd 10 TP16O1ACTATO LOVTELD OO TOL TANKTPO. TOL MTAV EVOUEVO GE Eva
mAéypa (mesh) kot dgv pmopovoe €Tol vo. yivel To animation tov nAfktpwv. Ondtay,
axolovOncape d1apopa EKTOOEVTIKA PIVTEO GTO O1UOTKTVO GYETIKA LLE TO TPOYPOLLLLOL
Tplodldotatng povtedomoinong Blender kot katackgvdoape to SikG pog TANKTPOL.
"Eto1, t1dpa 10 KaBe mANKTpO Eeympiotd pmopel va Kveitat. Ta poviého Tov TANKTpOV

OV OMNUIO0VPYNCAUE POIVETOL TTLO KAT® 0TV Ewdva 3.4.
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Eixova 3.4: 3D Movtélo IljxTpwy

3.3 MIDI

To MIDI (Musical Instrument Digital Interface) sivar éva mpotdékorro dedopévov (data
protocol) oyedcpuévo yu v emkovovio. peta&d SOQOPETIKOV GLOKELMOV VAIKOD 1YoV,
ypnowonowvrag pnvopate MIDI. Avtd ypnolpomoteitar cuyvotepa yoo TV emkovovio
peta&d tov Unreal Engine kot eEmtepucol vikov, dnwg ta appdvie MIDI. ‘Eva pvopo MIDI
Eexwva pe éva byte mov mepiéyet tov TOmo Tov unvopatog (a "status" byte), akorovBoduevo amd

bytes dedopévmv. [29]

IMo mapadetypa, éva omd Ta mo kowd unvopata MIDI eivar éva pvopa “Note On”, to omoio
amoteleiton and éva byte kKotdotacng mov to dnAdvel mg uvopa “Note On”, éva byte yio To
kovéAt (channel) yio to omoio Tpoopiletan, axorlovBovpevo amd éva byte dedopévav Tov TOVOL

(pitch) kot petd éva byte dedopévmv g tayvtnrag (velocity). [29]
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T"o va puBpicovpe To MIDI input, n pon epyaciog mov akolovbNoaue TEPLYPAPETOL TAPUKATD
Kol eotveTon oty Ewova 3.5.
1. Anuovpyovpue éva otrypdtono evoc MIDI Device Controller, mote vo ypnoporomOei
v aAAnAentidpacn pe po cuvdedeuévn ovokevt] MIDI (apudvio).
2. PvOuifovpe ™ ovokevn eieddov MIDI kai v amobnkevovpe ce o HETOPANTA
“MIDIController”.
3. Kavovue bind étav matiétor kamoo TARKTPo 610 opudvio Kot dnpovpyodue event
“MidiButtonOn”.
4. Kavovue bind otav agrvetot k4molo TANKTPO 6TO appovio Kot dnuovpyodus event
“MidiButtonOff”.

5. ’Erot, 6tav motiéton  apnveron kdmolo vota KoAgiton To kaTtdAAnAo event.

& Event BeginPlay F Create MiDIDevice input Controller 3 "8 Bind Event to On MIDINote On "B Bind Event to On MIDINote Off
SET
g »
MIDIController Target Target

Event Event

8B Create Event

Eixéva 3.5: MIDI input set up

Kdévovrtog v dtadkacio mov eEnynoaple mo méve PmopoVe Vo Tépove TANPOPopieg
Om®G avTtéG oL Gaivovial oty Ewova 3.6. Me mpdovo ypopa eaivovtol moleg voteg
TATIOVVTOL KOOMG Kot 1 ToyLTNTA Tovg (TG0 dvvaTd 1 oryavd okovyovtar). Mg

KOKKIVO YpOUA GOVOVTOL TOLEG VOTES QLPTIVOVTOL KOt 1] TOYVTNTA TOVG.
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Eixova 3.6: MIDI Input Example

3.4 Virtual Piano

Aoyo tov 6t 10 MIDI givan éva mpmtoKoAro dedopévav, Ommg e€nynoape Kol 6To
vrokepdiao 3.3, EEpovpe OAeg TIC TANPOPOpieg oL YpelaloOpacTe AAAL TPEMEL VA
puOuicovpe Tapariinio Tov yo kabmg Kot To animation tov £ikovikob Tidvov. Aniaodr,
Otav TaTovvTaL o1 VOTES VoL 0KoVYovToLl 01 6moTég voTtes péca amd to Unreal Engine,

Kobmg emiong va yivetat Kot to animation tov mAktpmv mov taifovat.

3.4.1 Xovéeon Kabe ITiktpov pe Hyo

Mo va to metdyovpe avtd, Pprkape OAeg TIC VOTEG TOV TLAVOL MNYOYPOUPNUEVES
Eexywpotd oe mhpo mOAD Ko modtnrta amd tov koAtéyvn “beskhu”, ko Tig
pvOuicape €161 doTE OTAV 0 LOVGIKOC TTaHEEL 6TO appoVid Tov, To MIDI va €yt Oheg

TIC OTOPALTNTEC TANPOPOPIES Y10 VOL AKOVYETAL KOl 0 6(0OTOG NY0¢ péco and to Unreal

Engine. [30]



24

3.4.2 Animation II\ktpov

‘Exyovtag Olec TG omapaitnteg mAnpoopieg mov maipvovue amd to MIDI mov

e&nynoope oto vrokepaiawo 3.3, to animation yivetar moAd €0KOAN GE TPOYUATIKO

YPOVO KAVOVTOC TEPIGTPOPT| TAL GOCTH TANKTPO.

[Mopaderypo amwd T0 OMOTEAEGLO TOV EIKOVIKOD VOV QaiveTol otV Ewdva 3.7, 60V

0 Movokdg mailel T voteg 6T0 apUOVIO TOL KOt HETOPEPOVTAL GTO EIKOVIKO TTIAVO

(Myog ko kivnon).

Eiwcova 3.7: Hapdderyua Har&ipnaros Ewxovikod Iidgvov



25

3.5 Movowi Zknviy / Ofatpo

To emopevo Pua mov énpene va yivel tav n dnovpyio g Movotkng Xknvig / Gedtpov.
‘Etot, ayopdoope omd to Sketchfab éva tpiodidotoro poviého tov koardtéyvn “Marcin
Lubecki” 10 omoio amoteAeiton and 197.4 ymadec tpiyove ko 112.7 kopupés. Kavovrog
KAmOleC aAAOYEC OE PEPIKA VAIKA TIG OKNVIG KOl TPOTOTOIOVTOS TOV QOTIcHO Ba deifovpie Ta

amoteléouata oto Kepdrato 4.

3.6 MetaHuman

O ewovikdg yopaktmpag (Movcikdg) mov ONUIOVPYNGOUE, TPOEKLYE amd YPNON TOL

MetaHuman Creator.

To MetaHuman Creator givon po gpappoyr cloud-streamed, n omoio. cov emTpénel va
ONIMOVPYEIG KOL VO TPOTOMOLEIS GE TPUYUOTIKO YPOVO EIKOVIKOVC YOPOKTNPES, HE EMmed0
TOWOTNTOG, MIOTOTNTOS KOl PEAAIGUOV dvev mponyovpévov. Otav teleidoovpe amd Tig
TPOTOTOU|GELS TV YOPOKTNPOV LOG, LTOPOVLLE VO TOVG EEQYAYOULLE KOl VAL TOVG KATEBAGOLLLE.

'Etot, Oa givan £topot yio animation oto Unreal Engine. [31]

O MetaHuman mov dnpovpynoapue eoaivetal oty Ewova 3.8.
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Eiwxova 3.8: MetaHuman - Ewcovixés Movoikos

3.7 Blueprint Interface

I vo pmopéoet to Blueprint tov MetaHuman vo Aappdvet to dedopéva and to MIDI dmwg
eatvetor oty Ewova 3.1 1ng opytektovikng tov ovotnuotdg poc, Oa mpémel va

ypnowonomoovpe Blueprint Interface.

To Blueprint Interface etvou o GuAloyM amod pio 1| TEPIGGHTEPEG GUVOPTIGELS TOV UTOPOVV VL
nmpootefobv oe GAla Blueprint. Xeg kd0e Blueprint mov €yel mpootebel n Siemaen sivor

gyyonuévo ot Ba Exel avtég Tig Asttovpyieg. Ot Aettovpyieg TG S1EMAPNG UTOPOLY VO dSDGOVY
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Aertovpykotnta og kKobéva oo ta Blueprints mov v apocébecav. Avtod gival oLGLUGTIKG GO
Vv évvow NG OEMOPNG OTOV YEVIKO TPOYPOUUUATIOUO, T OOl EMITPENMEL GE TOAAOVG
SLPOPETIKOVE TUTTOVG AVTIKEWWEV®OV Vo T Lotpdlovtal OAL Kol Vo, £(oVV TPOGROCT) LECH LG
Kowng olemapnc. Me amid Adyla, ot diemapég Blueprint emitpénovy oe dapopetikd Blueprint
va popaovtaol Kot vo, 6TéEAVoLuy dedopéva puetald tovg [32]. tn dikn pog mepintwon, to MIDI
YPNOWOTOLEL TIC OLAPOPEC GLVOPTNCEIS 7OV VAOTOMGOUE OTNV OlEMAPT], £TCL OOTE Vo
uetapepfodv TAnpopopiec mov oyetiovrol pe to moieg voteg mailovrar oto Blueprint tov

Metahuman.

3.8 Animation Blueprint

To Animation Blueprint givat éva eEgidikevpévo Blueprint mov ehéyyet tnv kivnon evog Skeletal
Mesh. Mg 1o animation blueprint pmopobdue va kévovue animation blending, va giéyEovue
omevBeiag ta 0otd evdg okeretod N va pvBuicovpe ™ Aoyikr| mov Ba Kabopioel telkd v

TeMKN oTdom Kivnong yia éva Skeletal Mesh ov 0o ypnoonomOei per frame. [33]

O tpbémog pe tov omoio ypnoyonoinoape To animation blueprint paiverar otnv Ewova 3.9.
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Output Pose
AnimGraph

a
Control Rig ® f‘,\/n
O Alpha [1.0] ” etk ’ Result )
f) source /’

y
Left Hand Target ® Left Wrist
® Right Wrist
Right Hand Target @ Key 28 Is Playing
Key 29 Is Playing
Is Playing Target ey 3013 Playing
Key 31 Is Playing
Key 29 Is Playing Target
Key 331s Playing
Key 35 s Playing
ey 30 Is Playing Target
Key 36 Is Playing
Cey 31 Is Playing Target Key:38Is Blaving
Key 40 Is Playing
s Playing Target Key 41 s Playing

Key 431s Playing

Key 351s Playing Target Key 45 Is Playing

Key 47 Is Playing
Key 36 Is Playing Target
y aying Targe Key 48 s Playing

Key 50 Is Playing
Key 38 Is Playing Target
Key 521s Playing

Is Pl
Key 40s Playing Target Key 531 Elaying
Key 551Is Playing
Key 411s Playing Target Key 57 Is Playing
Key 59 Is Playing
Key 43s Playing Target Key 601s Playing
Key 621s Playing
Key 45 Is Playing Target I

Key 65 Is Playing
Key 47 Is Playing Target

Eixova 3.9: Animation Blueprint

[Taipvovtag cav gicodo OAec Tig TANpoopieg mov ypetalduacte and to MIDI, tig mepvoiue

oav gic0do péoa oto control rig, ekei mov Ha yivelr 6A0 o animation tov Koppov.

3.9 Control Rig

To Control Rig givat éva chotnpo apbpdcewv (rigging system) oyedioopévo pe tpdmo mov va
TopExel o€ animators gpyaAgio yo T dNpovpyion EVEMKT®V, SVVOUIKOV KOl S0SIKOCTIKOV
YOPOAKTHPOV UE SIEMAPEG PIMKEG TTPOG TOV KaAMTéyvn. e avtibeon pe to Blueprint, to Control
Rig ypnowomnotei to d1kd tov ghappdtepo VM mov ovopdletar RigVM kan mopéyet e€opeticd

amod0TIKOVG VITOAOYIGHoVG TTolac,. [34]

H ewcoaywyn evog Skeletal Mesh 0o dnuiovpynoer éva Rig Hierarchy. Ta ootd tov Rig

Hierarchy, poli pe mpocheta ootd, spaces koi controls mov dnuiovpyovviat oto Control Rig
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Editor, umopovv va givar gicodotl 1 é£0dol oe Rig Units (dnpuovpynuéva animation rigs pe
ovvdeon kouPwv), Topopoto pe pia Pose mov gival eicodog 1) €£060¢ Anim Nodes oe Animation

Blueprint. [34]

IMa vo vA0ToGoLE TNV KIVNGT TOL GAOLOTOS TOV EIKOVIKOD LOLOIKOV, ypnoyoromoape 1K
(Inverse Kinematics) uéoa oto Control Rig. H mopeio mov axolovbnoape yio vo tethyovue to

animation givot autr TOL TEPLYPAPETAL O KAT®.

Apyikd, énpeme vo yivel n vAomoinon 6vo Controls ywa tovg actpaydlovg £T6l MOTE Ue TV
ypnon IK va pmopéoovpe va oticovpe to modo oty embounty otdon. Xnv Ewovo 3.10
eaivetal | otdon tov modidv poli pe to controls, kabog exiong otnv Ewova 3.11 eaiverat o

TpOTOG e Tov omoio yivere to IK ya o mod10.

e . :’:’h

Eiwova 3.10:; Feet IK Controllers
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Rightileg|

m - Bone Initial

Initial

Inital
Multiply

Get Trans|

Eixova 3.11: Right Foot IK

IMapdpota, éxpene vo Kavovpe dvo CoNtrols yio Tovg Kopmohs TV YEPLOV, £T6L MOTE UE TNV
xpron 1K, apyucé va tomoBetcovpe Ta ¥€pial TOL EKOVIKOD LOVGIKOD GTNV EMBLUNTH GTAOT
KoL 6TV GUVEXELD VO EAEYEOVLE Kol VoL TTAPOVLLE TaL YéPL OTIG BEGEIS TOL TPETEL VAL TN yAivouV.
Av16 Oa emtevyBel cOupova pe Tig TAnpoeopieg mov Aapfaver omd to MIDI. Ta controls twv
Kapmav eatvovtal oty Ewova 3.12, eved o tpdrog pe tov onoio yivete To 1K yio Tovg Kopmovg

eaivetan otnv Eucova 3.13.
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Eixova 3.12: Hands IK Controllers

Higne rki

Multiply

Ewéva 3.13: Right Hand IK

21 ovvéyela Enpene vo. dnpovpyndovv spaces (ydpot) — Evo Space ywo OAN TNV TEPIOYN TNG
Kabe Toddung. Méoa o kGBe space énpene va dnpovpynBovv controls yia to kébe daktvio

(avtixepa, deiktn, peoaio SGKTLAO, TaPAESO, HiKpd dGKkTVLAO), dnAadn cuvolikd 10 controls
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Ko yio T 500 xépta. Xty Ewdva 3.14 gaivovral ta controls tmv daxtoiwnv, kabmg Kot 10 TMg

onuovpyndnke 1o IK otnv Eucova 3.15.

Eixova 3.14: Left Fingers Controllers IK

Left Fingers - Index

Get Transform - Bone Initial
attem -
weight [T0]
Pro

Collection

Get Transform - Control Initial
4item

Type

Transform ¢ @

Multiply
A
8

Get Transform - Control
4ltem

Type

Eixova 3.15: Index Finger IK
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‘Exovtog pvBuicet To controls, spaces kot 1K, pumopovpe tdpo va ehéyEovpe Ge TPAyUOTIKO
YPOVO TNV Kivnomn Tov €KOVIKOD HOLGIKoV. AVTo TO TeTvyaivovpe pe Tov eNg Tpomo. Apod
&yovpe T1g TANpoopieg amd To MIDI oyetikd pe to moleg voteg mailovtal, Tig omoieg TG divel
oav €icodo To Animation Blueprint cuveymg oto Control Rig, dnpiovpyodie cuvaptioelg mov
KAVOUV LTOAOYIGUOVG Yo TO 7O OdKkTLVAO Ba emheyBel yuo kdbe vota mov mailetan, Kot
vroAoyifovtog v amdotacn mov £yl To Kabe ddKTLVA0 0md To TANKTPO wov mailetat. ‘Etot,
EMAEYETAL TO OMOTO OAKTLAO Kot aPov EEpovpe TV B€om Tov TAKTpOoL oL TaiileTan, pe IK T0

naipvovpe otny emtbountn 0éon.

3.10 Kataypaon Kivnong Iposdmov — Live Link Face

To Live Link Face petadidst vynAng motdtntag animation mpoc®mrov g TpoyHoTiko
YPOVO, HEG® TOL THAEPOVOL cag anevbeiag o yapaktipeg oto Unreal Engine. ['a va
yivetar to tracking oto Tpdommo evog Kaltéyvn, 1 epapuoyn aélomotei to ARKIit g
Apple ka1 v purpootviy kauepa TrueDepth Tov TAep®dvov, petadidoviag avtd Ta
dedopuéva anevbeiog oto Unreal Engine péow WIiFi. H epapuoyn avtn, sivol
OYESGUEVT TOGO GTO EMOLYYEAUATIKA OTAOIN ANYNG e TOAALODG 1OOTO100G LE GTOAEG
TANPoLS ANYNg Kivnong, 660 kol 6to Ypageio €vOg KOAMTEXVY, OMOL TPOCOEPEL
EKQPOOTIKEG KOl CUYKWNTIKEG £PUNVEIEC TPOGOMOL GE OMONONTOTE KOTAGTHOT

nopoyoyne. [35]

Me 1o Live Link Face pmopel va mepthapfdvetl dedopéva mepioTpopig KEPOALOD Kot
Ao oG PEPOG TG PONG TOPAKOAOVONGNS TPOSOTOV, MGTE VO TAPEXEL TEPIGCOTEPT

erevBepia KIVAGEOV Y10 TOL YNPLOKA TOLG avatar. [35]
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YtV Ewodva 3.16, eaivetar évag kaAltéyvng mov ypnowonotei to Live Link Face oe
emayyeluatikod eninedo. Iapaderypa pe to Live Link Face oty Sk pag viAomoinon

0o deiEovpe 6TO EMOUEVO KEPAANLO.

Ewxova 3.16: Live Link Face in professional performance capture pipelines [35]



Kepaiaro 4

Yhlomoinon

e avtd 10 Kepdahato o dovpe Trv AOTOINGT TG EIKOVIKNEG GLUVOVAING LEGH OO SLAPOPES

QOOTOYpaPiEC.

4.1 Moepovcioacn AmoterleopdT®V

Eixova 4.1: Meoaiag Anocracng Idvo

2116 emdpeves S ewoveg (Ewova 4.2 - Ewdva 4.6 ), paivoviot d1dpopa Lakpiva TAGva omd

TOWKIAEG YOVIEG TNG LOVGIKNG OKNVIAG LOG.

35



36

Eixova 4.2: Maxpivo ITiavo 1

Eixova 4.3: Maxpivo ITiavo 2
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Eixova 4.4: Maxpwvo ITiavo 3

Eixova 4.5: Maxpivo ITiavo 4
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e

g

Eixova 4.6: Maxpwo ITavo 5

Xy ewdva 4.7 kol oty eikoéva 4.8, poaivovtal To, omoTEAEGLOTO, LaG OO KOVTIVEG AMWELC.
v ewova, 4.8 cvykekpuéva, oto KAT® del HEPOG PaiveTal TO TPOUYUUTIKO OPUOVIO TOL

TailOVUE HOVOIKY KAl GE TPAYLOTIKO ¥pdvo yivetan 6o to animation.

Eiwxova 4.7 Kovtivo ITAavo
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Eixova 4.8: Arwotéieoua louéinarog

Znv ewkdva o kate (Ewodva 4.9), eaivoviar to anotedéouato mov maipvovue and to Live
Link Face,c 6mov katoypdget amd Ty Camera Tov THAEPMVOD TG EKPPACELS TOV TPOGMTOV LLOG

KOl 6€ TPAYLOTIKO ¥povo To petafidlel otov €KoviKd LOVGIKO.

Ewcova 4.9: Live Link Face
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Eixova 4.10: Ihdvo micw amo kallitéyvy

Yy o kot gwova (Ewova 4.11), 610 KATo oo Kabe TETPAYDVOL QAIVETOL TO TPOYUATIKO
¥€PL oL ToEL TO APHOVIO, EVD OTO TAVM UICO KAOE TETPOYMVOV QOIVETHL O SOUKTLAIGLOC TOV

EIKOVIKOD LOVG1KOV.

_Nung  TWing
. a8

e

Eixova 4.11: Aaxtvlicuos



Kepararo 5

A&roroynon

Y& avT0 T0 KEQPAALO Bol SODLLE TIG AmaVTNGELS TTOL 000KV amd 12 emaryyelpotie mavioTeg

o€ EPOTNUATOAGYI0 OV £yve péow Google Forms.

5.1 Amoteréopata A&ordynong

Ymv Ewodva 5.1, paiveror 6TL OA01 6601 amdvinooy givorl enayyeALatieg LOLGIKOL.

Professional Musician
12 responses

® Yes
® No

Eixova 5.1: Anotéleoua Epaornons 1

41
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Ymv Ewoéva 5.2, gaivetar 6Tt amd TOLG HOVGIKODG TOV OTAVINGAV TO EPMTNUATOAIYIO TO
58.3% £&yovv 11 — 15 ypdvia eumerpia, 10 25% Exer amd 21 ypoévia epmepio Kot TAVD Kot TO

16.7% £&yovv 16 — 20 ypdvia gpmepia.

Years of Experience
12 responses

@ Less than 5 years
® 5to 10 years

@ 11to 15 years

® 16 to 20 years

@ 21 years or more

Eixova 5.2: Awotéleoua Epartnens 2

Y gp@doN av o TOVg NTOV YPNOIUESG TETOLOL EIB0VG EQUPLOYEG Y10l EIKOVIKEG GUVAVAIES,
onwg eatvetar oty Eucova 5.3, 10 91.6% amdvinoe Oeticd (Zvpooved + Zoppoveo Amdivta)

Kabdg 10 8.3% amdvinoe apvnTikd.

It would be useful for you such an application for virtual concerts

12 responses
10.0
ns
5.0
25
T oqe i
1 2 3

Eixova 5.3: Awotéleoua Epotnons 3



43

Ymv gpaton av o Kopovoiog éxel emnpedoel v SOVAEWY TOVG KOTd TNV TEPiodo NG
movonuiag, 6mwe eaivetal oty Euwova 5.4, 10 91.7% andvinoe Betikd (Zoppoved Amorvta)

ka0ah¢ o 8.3% amdvinoe ovdétepa.

Coronavirus has significantly affected your work (During the pandemic)
12 responses

15

10

0 (0%) 0 (0%) 1 (83%) 0 (0%)
0 1 1 — |
1 2 3 4

Eixova 5.4: Anotéleoua Epartnong 4

Yy gpoton av vrdp&et Eava olkd lockdown, kotd 060 ot gkovikég cuvavAieg Oa fTav
évag eVOAOKTIKOG TPOTOG Y10 VoL KAVOLY TOPAGTAGELS KOl VO TANPAVOVTAL, OTMG QaiveTol
otV Ewoéva 5.5, 10 91.7% andvince Oetikd (Zopooved + Zopeove Atorvta), eve to 8.3%
OTTAVINGE OVOETEPOL.

If there is a complete lockdown again (as in the case of Covid-19), virtual concerts would be an

alternative way to perform and get paid for it
12 responses

8

0 ((?%) 0 (?%)

1 2 3

Eixova 5.5: Awotéleoua Epotnons 5
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2NV epOTNON AV TO YPOPIKE Elval apKeETO peOMOTIKG, OTmG aivetal oty Ewdva 5.6, to

91.7% amdvinoe Betikd (Zopeove + Zopeove ATorvta), evo to 8.3% amdvinoce ovdétepa.

The graphics are pretty realistic
12 responses

6

0 (Ell%) 0 (0%)

Eixova 5.6: Awotéleoua Epairtnons 6

2V €pOTNON AV TO TOIEIHO TOV EIKOVIKOD LOVGIKOV Eival G KOVOTOUTIKO EMINESO, ONMG
eaiverar otnv Ewova 5.7, 10 91.7% andvinoe Betikd (Zvppove + Zopeove AToAvTa), eve

10 8.3% omdvinoe ovdétepa.

The pianist's playing is at a satisfactory level
12 responses

6

Eiwxova 5.7: Awotéleoua Epatnons 7
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2NV EPMTNOT 0V Ol EKPPACELS KOTAYPAPOVTOL KOl PETOSIOOVTOL UE EMITVUYI0L GTOV EIKOVIKO
Lovokd, Ommg @aivetanr otnv Ewova 5.8, kot to 100% omdvinoe Betikd (Zvppoved +

Zoupoved AmodAvta).

The pianist's facial expressions are successfully recorded
12 responses

8

0 (?%) 0 ((?%) 0 (c‘)%)

1 2 3

Eixova 5.8: Awotéleoua Epartnons 8

2TV €pATNON AV TO EIKOVIKO TAVO AKOVYETAL KOAQ, Omms paiveTan otnv Ewova 5.9, 10 83.4%

andvinoe BeTikd (Zopeove + Zopeove Amdivta), eve 1o 16.6% amdvinoe ovdétepa.

Virtual piano sounds good
12 responses

8

0 ((?%) 0 (ﬁ%)

1 2 3

Eixova 5.9: Awotéleoua Eportnons 9
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Yy medio mov giyav yio vo, TpoTteivouy KATL Yo va feATimbel 1 epapuoyn nag, OTme paiveTat
omv Ewodva 5.10, édwoov 5 omavtioelg ol omoieg oty ovoia eivar va mpocHécovue
nePlocdTEPA OPYAVA, VO TPOGHEGOLE TO TETAAL TOV TAVOL YIOL VO TO TOTO O EKOVIKOG
LOVGIKOG WE TO TTOSL TOV Kol TEAOC Vo, TpocBEGoupie Tov duvoulopd otig voteg (mo dvvatd M

oryova).

Something you suggest for improvement
This would be a great idea for other instruments as well!
Maybe include the pedals as well?
Maybe if it could produce dynamics (playing louder or softer)
Add different instruments

Very interesting idea!

Eiwxova 5.10: Anotéleocua Eparnons 10

5.2 Xyohoopog AmotelecpaTov

Amd ta anotedéoporo mov Pydiape Pdon tov epotnuatoroyiov mov 660nke, N epupdvion g
wavonpioag emnpéace mopo mOAD Tr OOVLAEW TV KoAMteyvov. Emiong,  dgiyvouv va
EVOLOLPEPOVTOL Y10l TNV TEPUITEP® LEAETY] TETOLOV EODV EQAPUOYDV, KAODS TO AMOTEAEGLOTO

(POVEPMVOLV OTL TOVG OPEGEL VTN 1] VAOTTOINGCT HLOG.

To epotnuatordylo mov 666nke Ppioketon oto [apdpmua A.



Kegpararo 6

Yopnepdopato kor Merhovtikn Epyacia

Ye avtd o KePAAoo Oo avapepHovpE OTO GUUTEPGACUATO TOV TPOKLITOVV OO TNV
VAOTOINGN TNG EKOVIKNG HOG cLuvavAiag, Kabmg emiong kol oTnv HEAAOVTIKY €pyacic, mov
umopel vo yivel, £€tol @ote vo, BeAtimbel n vadpyovoa vAomoinon kail v ovamtuyfel pe

TEPUTEP® AELTOVPYIEC.

6.1 Tvaetdyope péca amoé v Awotpipn pog

O okomdc g Alrpifrig avtig NTav n Onuovpyion €vOg peailoTikod Movoikod cg éva
peoloTkd B€atpo, dmov o kaAAtéyvng va pmopet va mailel mévo and to omitt Tov Kol GE
TPAYUATIKO ¥pOVO Vo YivovTol To animations Tov 6OIOTOG, TOV TPOGMTOV KOl TOV EIKOVIKOD
TEVoL, 0AAE CLVALLL KOt VOL OKOVYETOL 1] LOVGIKN Héoa amd TV epappoyn pag. Oia avtd yopig

va, ypelaleTon kamolog e£eldikevpévog eEomMopdg, Ommg owtdg Thg 6ToAng Motion Capture.

[Mo va KaTaeEPOVLLE VoL TO DAOTOGOVLE 0VTO, OPYIKE avapepOnKoLE 6TO YioTi TPEMEL KATOL0G
TPEMEL VAL £YEL YVOGELG TAVD 6TV Movctkn| yia va aoyoAindei e avto to Bépa. Znv cuvéyeln
peletioape Tig unyavég marvidimv kot emiéEape o Unreal Engine, a@ol ov emididKOVUE TOV
pealiopd, givar avtn 1 emhoyn. ‘Enerro avaeepOnkape yioo 3D Modeling 6mov pag ypetdotnke
Y10 Vo SMUIOVPYNOOVE TO. TANKTPA TOV EIKOVIKOD Tdvov pe tnv xprion tov Blender. Metd,
acyoAnOfkape pe Virtual Humans émov dnpovpynoape tov 61k Hog EIKOVIKO LOVGIKO LE TO

MetaHuman Creator 6mov pog €mTpENEL VO SNUIOVPYNCOVUE TOAD EVKOAQ, KOl OTICTEVLTO

47



48

PEAMOTIKOVG EIKOVIKODG avOpdIToOVE. Xtnv cuvéyetlo uehetnoape dideopo €idn yio character
animation kot emAé€ape vo, ypnowonomoovpe 1K, apod pe avtdv tov tpdmo dev yperdletar 0
LOVGIKOG Vo, ayopdoetl kdmoto akpiBo eEgidikevuévo eEomhond, O6mme ivatl 1 6toAn motion

capture yw vo yiveton to animation.

Yy cvvéyela dei&ape TNV APYITEKTOVIKY TOV GUGTNUATOG, ONANOT GO O VTOGVGTHLLOTO,
amoteleitol Kot petd avaAivoape to kobéva Eeympiotd. I[pdTo TPOTOTOGAUE TO EIKOVIKO
Tavo Tov Ppnkape oto d1adiktvo Kabde Kot TV dnuovpyio TV TANKTpV. Metd eénynoape
Tov Tpdmo mov Aettovpyei To MIDI, kabm¢ kat to 611 £mpene va yivetal to animation tov kabe
TAAKTPOL KOL VO OKOVYETOL | 6ot povctkn uéoo oamd to Unreal Engine. AxolovBac,
e&nynooaue Tog to Blueprint tov Metahuman AapBdver 6deg Ti¢ amapaitnteg TANPOQOPiES 0md
to Blueprint Interface, 6mov tig petoafiBaler oto animation blueprint kot tig divel cav gicodo
oto Control Rig 6mov eivar vredbBvvo i To animation tov cdUATOC TOV HOVGIKOD, KAOMG
eniong ywo to Live Link Face mov egivatl vrehbovo yia v Kataypoen TovV eKQPAGEDV TOV

TPOGMTTOV.

6.2 Xvpunepaopata

Amd 1o amoteréopata mov PAémovpe oto Kepdhowo 4, cvumepaivovpe OtL givarl epiktodg o
6T0Y0G TOV Vo, TpoypatomonOel pa ekoviky cuvavAia, agol BAETOVLE OTL TETVYOIVOVLE GE
apketd peydio Pabud peaopd. duoikd, yperdlovior mepaltép® PEATIOCES KOOMG Kot
TePLocOTEPEG AEITOVPYieS, TG omoieg Bo mpoomaboovE VO TETOYOVUE GE LETAYEVEGTEPN

gpyocio.
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6.3 Megihovrtikn Epyoacia

To mpmto mpdyua mov Oa mpénet va pedetndel kot va viomobel e pelhoviikn epyocia, sivat
Vo QEPOLUE EIKOVIKO KOOUO oTIC O€celc Tov €lkovikoD Oedtpov. Zyetikny €pesuva UE
npocopoinon TAn0ovg kdvape pe v oudoa pag “V-EUPNEA” mov dovigvovpe pali oto
Epguvnriko Kévipo “CYENS”, 1 omoia €yet yivelr amodexti oto SIGGRAPH 2022 ko €xet
titho: “CCP: Configurable Crowd Profiles”. Xtiypéc and tnv viomoinon pog @aivovtal oTig
Ewoveg 6.1 — 6.4, 6mov aALGLOVUE SVVOUIKA TIG GUUTEPIPOPES TOV YUPOUKTNPMOV UEGH GE £V

povoeio. To koupdrt Tov animation to wetdyoue pe v yprion tov Motion Matching. [36]

CCP: Configurable Crowd Profiles

S\GGRAPH 2022

Goal Seeking

Grouping

Interaction

Eixoéva 6.1: CCP: Configurable Crowd Profiles
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Goal Seeking
Grouping

Interaction

Eixova 6.2: CCP: Configurable Crowd Profiles

Goal Seeking

Grouping

Interaction

Eixova 6.3: CCP: Configurable Crowd Profiles
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/TR

Goal Seeking
Grouping

Interaction

I .
Eixova 6.4:CCP: Configurable Crowd Profiles

Emiong, pmopovpe va pépovpie gKovikong Beatég mov va oAANAOETISPOV PETOED TOVG UE TNV

xpnon VR yvomv. H aAAnAenidpaon eivor kdtt mov givor moAd onpaviikd aeov gival pio

eumepio. Tov Prdvovpe OOl OTIG TPAYUATIKEG GLVOVAlES kol €tol B mpémer va v

e£00QOAICOVLLE KO OTIG EIKOVIKEG GUVOLALES.

To debtepo mpdrypo mov Ba mpémet va yivel, eivor va peketnBovv akopo TeplocdTepa dpyova
£TG1 MOTE VO TETOYOVLE 10 OAOKANPOLLEVT] GLUVOVALL OOV 0 KEOE LOLGIKOC oV Bl evdveTAL

va €xel Ty emioyn| va dtoré€et To dpyavo mov Ba Bhel va cuvdéaet kot va mailelL.

Extdc amo T1g erkovikég GuvavAies pe Koopo, fa pmopovcav ot Movowkol va gvavovtol oe Eval
gwovikd studio ywr mapdderypa, 6mov Bo pmopodv va KGvouv Tig TPOPES TOVG Kol Vo

oAAnroemidpovve Petah TOVG,

Télog, mpémel va SOKIUAGTOVY Kot GALoL TpOTOL Yo, To animation tov Hovsik®v, Onmg Yo
TOPASELYILOL VO EKTALOEVCOVIE [LE UNYXOVIKT LaOnon éva LovTELD TO omoio va avayvepilel Tig

vOt1Eg oL TailEl 0 HOVOIKOG Kot va Tapdyel To cmotod animation oe mpaypatikd ypovo. ‘Etot,
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Ba £xovpe va droré€ovpe pe oo Tpdmo To animation va yivetat, EmAEyovtog ovTd TOL PaiveTal

7o PeOMOTIKO KaBMS Kot avtd oV Ba gival o 0mTodoTIKO.
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Hoapdaptnua A

Virtual Concert - Thesis Evaluation

Please watch the demo below and answer the questions. It is a first sample where in future works we will add
more musical instruments as well as an interacting audience.

Demo

Professional Musician *

Yes

No

Years of Experience *

Less than 5 years
5to 10 years

11 to 15 years

16 to 20 years

21 years or more



It would be useful for you such an application for virtual

Strongly Disagree Strongly Agree

Coronavirus has significantly affected your work (During the

Strongly Disagree Strongly Agree

If there is a complete lockdown again (as in the case of Covid-19), virtual concerts would be an
alternative way to perform and get paid for it

1 2 3 4 5
Strongly Disagree Strongly Agree
The graphics are pretty *
1 2 3 4 5
Strongly Disagree Strongly Agree

The pianist's playing is at a satisfactory *

Strongly Disagree Strongly Agree

The pianist's facial expressions are successfully

Strongly Disagree Strongly Agree

*
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Virtual piano sounds

Strongly Disagree

Something you suggest for

Short answer text

Strongly Agree
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