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Amtodoon Npadikwv: Pon
Epyaolwwyv

(Graphics Rendering: Pipeline) Real-Time Graphics Pipeline

, , , , , ( Geometry \ / Rasterization
* 2tadio Epappoyng (CPU): Edw ekteAeital n Aoyikr) popicaion [N 8 _ = =
TOU TtaxvIdLov (Tt.x., Al) el wi
Scan Conversion
e 2tadlo lewpetpiag (GPU): MNpaéeig otnv 3d 3D Modelsand toture VerexShading & Pixel Shading
VEWHETPIA. 'hddld llumination
* >1adlo Paotepormoinong (GPU): Metatporttr tng N
3d yewpetpiacg oe 2d pixels (R 6pavopata-—

fra gm e ntS) Clipping (visibility
, , , culling)

e 2kilaon kat2uvBeon (GPU): Otshaders divouv =
Xpwpa ota Bpavopata epappolovtag
OlAPOPEC TEXVIKEC KAL ETIELTA CUVOBETOLV TNV
TEAIKN €KOVA.

| EEENNNNN————

Screen Mapping

¢




H Kapepa

* Q¢ Noyikn (CPU): YynAou etiiitedou AOYLKH TNG
KAapepag (akoAouBa tov Ttaiktn, aAAaée o AAAN
KAPEPA TIOU TtEPLloTPpEDETAL YUPW ATIO TOV
Ttaiktn, NV HETAKLVYNBEIC TIEPA aATTO AUTO TOV
TO(X0, KOK.)

* Q¢ lMpaéeigc Mabnuatikwy (GPU): Edappoyn
PpAéewV OTN YEWHETPLA YA va «BAETTOUE» TOV
ELKOVIKO KOOHO OTtWC paivetal yeoa armo tnv
KApepa

Rendered
Image




Model Matrix (M) View Matrix (V) Projection
Matrix (P) Viyepowt Transform

MODEL SPACE WORLD SPACE CAMERA SPACE CLIP SPACE SCREEN SPACE
(VIEW SPACE) (VIEWPORT SPACE

* XwWpPOG HOVIEAOU

¢ MNTPWO POVTEAOU: HETATPETEL TIG TOTUKEG CUVIETAYHEVEG OE CUVTIETAYHEVEG OTOV
ELKOVIKO KOGHO

Xwpo¢ Ewkovikou Koopou
* MnTtpwo O£aonG: HETATPETIEL TIC CUVIETAYHUEVEG TOU EIKOVIKOU KOOHOU OE

’ ouvretaypsvsc O€ OXEOoN JE TNV KAUEPA
L . ! * Mntpwo mpoBoAnG: yetatpemel tn 3d yewpetpia o Evav 4d XwWPO TIOU EUTIEPLEXEL TNV
MOV-ES)\OU. prOl Tt)\nngoqmplaﬁpo 07\L|£|c us%poonplm I¥0.l Sgtlth:T[SlSUKO?\I’] a)T(IOKponn HITEpIExet i
e Xwpocg ATtOKOTING

* Metd tnv anokotn yivetal N TpoBoAr HE TIPOOTITIKN
* Metatportr) oTo XwPo 00ovng

Xwpog OBovne
* Pixels



Kapepa

2d & 3d




H Kapepa tou MoyvioLtou

e TLKAvVeL Eva matyviol 3d;
e OAa epdavitovral og 060vn 2d (kupiwg)

* Eva 3d mouyvidt €xet pa "kapepa mBavwe eAeyxopUeVn amo
TOV Xprotn
* H kapepa pmopet va &L Tt KAAALTEXVLIKA OTOLXELQ ATTO
OAEC TLC TTAEUPEC
* Ta TPLoSLAoTOTA OTOLXELD EXOUV QPKETEC MTANpodopieg
ylo vaL uTtooTtnpLxOel kKATL TETOLO

e Je éva 2d rauyvidi:
* H kapepa tou maxvidlov €xelL ouvnbwc otabepn ywvia

e OAa ta otolyeia amodidovratl amod plo opatr MAsUpA



H Kapepa o€ 2d

Apym tov Z.2. Kocpov



KaBopilovtac tnv Kapepa

* H Kapepa Elval Evac XwpPoC CUVIETAYUEVWV
e Ovopadletal Ko eye space
* H B€0on Twv patwwy glvat otnv apyn tou 2.2.

* MMWC LETOKLVELTOL N KAUEPQ,
Mg unTpwa LETAOYNUATIOUOU

* KUALon (Scrolling)
e KUALON: LETOKIVAOTE TO QLVTLKELEVO TIPOC TO HATL
e KApepO: LETAKLVNOTE TO LATL TTPOC TO OVTILKELUEVO
* Ta SUO pNTPWA givat avtiotpoda




Karmolec Baowkec Kapepec

-
-
-

+OpBoypagwn Kapepa Kapepa Ipoomtikig
* Xpnotomoteitat kupiwc yia 2d mayvidia © Xpnotgoroteital yia ta 3d rmatyvidia
*  To avtikeipeva €xouv 2d B€oelg * To avtkeipeva exouv 3d Beoelg
*  Ixebidlovral amd miow POG T EUMPOG * 2xeblalet v mpoBolr o€ eva eninedo
(vioti;)
* KaBoplote tn nmapdadupo Gaong * KaBoplouog tou cuotrpatog
(viewport) OUVTETAYUEVWY TWV HOTLWV
* To peyeboc tou napabupou *  Apxn Tou 2.Z. TWV HOTLWV s
*  Tnv apxn tou mapabupou *  KatevBuvon Beaong
* Metakivnon g apxng tou mopabupou yla * KatevBuvon «mpog ta mavw»

KUALON

r b



[TpooAn oe Emnumedo

I ' : » T Basis ¢ e —Lines ight Through A Picture Plane  [19]

i

- /r‘ .

MpoBAnua: Ta otolxeia

dev ival apetaBAnta
KaOw¢ PETAKLVOUVTOL.

% The concept of the picture plane may bc better understood by lcokmg through a wmdow or othcr transparent plam'
 from a fixed viewpoint. Your lines of sight, the multitude of straight lines leading from, your eye to the subjeet, will =

all intersect this plane. Therefore, if you were to reach out with a grease pencil and draw the image of the subject
on this plane you would be “iracing out” the infinite number of points of intersection of s:ght rays and plane. The

result would be thal you would have “transferred” a real (hree-d;mclu:ona! object to a two-dime ‘nsionak plane. R



To 2nuelo E¢adavionc tou Opilovta

) h N VoA Ta mayvidia 2D

\ I
~ Baoillovtal o€
N

TOPOALOPPWTLKEG
TUPOOTITLKEC

Ynueio

\ ’
papun Opilovta N\ . E¢adaviong
Entinedo patiov ~ I
_ S
£ / —
1Y) ~ N
- _—
T N ~ Agv Ba empeme va
™~ glval idlov peyéboucg
N







Graphical projections

e

/ / Parallel Perspective
[lepl mpoBoAwv (central)
L Orthographic Oblique  ~, _. .
0 AOYOg | Orvoose  OM®e ipon
Multiview  Axonometric
(primary) (auxiliary)
—
First-angle Isometrlc Cabinet T— -point ...
] Cavalier NN
Dimetric R i

Third-angle

. Trimetric

Plan Elevation

Military Cur\{_i;lii_neaf







[TapAAANAeC [TpoOAEC

* Ta Sprites xpnotpomnolovvtal Pe TtapAAANAEC TpoBoAEC
* Ot mapAaAAnNAEC YpOUUEC €lval TtavTa TtapdAANAeC otnv 006vn
OL ELKOVEC UITOPOUV va PeTaklvnBoUv evtoc Tne npoBoAnc

* Kamouot Baoikol oot mapaAAnAwv rtpoBoAwv:
* OpBoypadikn
e [loAAamAnG mpoPoAnc
e AfOVOUETPLKN

Aev xpnotlpomolouv 6AoL auTh
TNV opoAoyia pe tov (bLo tporo.




[ToAAaTTANC TTpoBOANC

* MouwyvidL kaBeto oe atova

* Ano navw mnpoc¢ ta katw (top-down): kaBeta otov
aéova 7

* [IAevupikn kUuAwon (side scrolling): kdBeta otov déova y

* oAU €UKOAO TO KAAALTEXVLKO TOU MEPOC

Ta avtikeipeva eival emtimeda mMAakakLo

ZTPWVOUHE Ta TAOKISLaL

EmtiBarAeL 2d gameplay

*  Aev unapyel 3" dtdotaon — £xel YaBel
* NMapapopdwon: OAeCc ol aKTIVEC TIPOC TO MATL gival

Tt PAAANAEC

]




[TAcupIK KUAION

Ex05 Sx05 3 f 00010500

Ghost ‘n Goblins

TIME 2:44 SCORE 002300

o R A - 70P 005000

& e A



Gauntlet

4x £f
94537 8679

21985
ATARI GAMES

Hotline Miami

1942




MelovekTnparta

* H amo navw mpo¢ Ta KATw MPofoAn eivol e€ALpETIKA TTEPLOPLOTLKN
* Mrmopeite va delte povo tnv Kopudn Tou XopaKkTAPaC oo (A KATL TETOLO)
* AUokoAo va dnpLoupynoelg evOLadEPOVTEC XOUPAKTAPEC

* Xpnolpomoleital apketd oe platformers

* To gameplay givat pnxo
* 2TNV KOAUTEPN TtEpLMTWON va xpnotpornolnBouv dtadopetikd otpwuata gameplay
* H 3" duaotaon sival e€atpetika dtakprtn (2.5d)

* Xpnon napaAAakTikic KUAonG (parallax scrolling)



[TapaAAaKTIKN KUAION ! ' . . —

2Tpwpa ouvwedwyv:  Itpwpa BAaoTnonc: JTpwpa £dadouc:
niow HEon UIpooTta

* Alvel BaBoc otnv opBoypadikn tpoBoAn
* To aVTLKELPHEVO OTO TTOPAOKAVLO EXOUV OITOCTOON

* O pubuocg kUALoNng e€aptatal oo TNV AmooTaon

* YAomoinon pe moAAamAd octpwpota ¢poviou

* KdaBe otpwpa KUAQ e SLadpopeTKO pubuo

e Juyxva amoutel kamolo Baduo dtadavelog

* 2UvOeon TWV UMPOOTIVWYV OTPWUATWY LE TA TToW



To MNpoPAnua pe to Sprites

* Ta Sprites mapayovtol amno KAAALTEXVEC
* Mapapopdwon AOYyw LLETATPOTIWV
e MeyaAec aA\ayec amattouv vea oxedlaon

* [padka YwpLg sprites;

* [ewWMETPLEC l
e JuoTnMaTA owWHATIO LWV O

e AUVOULKA oxAMOTA



2. Xeoiaon NpooTrTIKNG

* Ta 3d poviéra to KGvovv €0KOAN
* IleproTpoen Tov povtéhov ot BEon mov BE oL UE

* Emmneoonoinon o€ png, tiff, Kt

* H 3d povterlomoinon givon COpikn
*  AVGKOAO KO TEYVIKA EpYOAELQ

* Agv Coypa@pilovTol LE TO YEPL

* Iloc va Coypa@lcovue TNV TPOOTTIKN;
* O xoAArtéyvng Aaupaver veoyn v Kduepa



AcovopeTpikn NpooAn

* EkTOC déova BEaon Tou OVTLKELUEVOU

* MpoPoAn Katd HAKOG Kal TwV 3 afovwy

* Mopapevel N opapopdpwaon I eual
* Aev eival aAnBuwn mpofoAn
* Kavéva onpeio e€adaviong

* OuLagovec eival «ouvtopevpevol» (foreshortening)

all axes equal

* Emutpemet «3d» mouyvidt
* Ol «yKkpepoi» eival opatot

* Avtikeipeva pmopei va eival kpuppeval




Tutrol NpofoAncg

@ IoopsTpikn

® Olot ot aCoveg eivon id1ot TRIMETRIC DIMETRIC ISOMETRIC
® Xpeidlovtor OAEC 01 O10OTACELS

® Xpnowonoteital oe Khaoowkd RPG

@ AwpeTpiki
® O z-4Eovog o€ o puKp” KApoKo!

® O x, y dEoveg etvan 1010¢ KATHOKOC

® [0 0ieONnTIKOVG AOYOLE KVPIMC



AleTpkn MpoPoAn: Napadetypata

"I\l'/:'; l "} “iN\

Enter the Gunggon



loopetplkn MNMpoBoAn: Mapadetypata

THEMINOTAUR

122/160

Baldur’s Gate 11



Ti ETTIAEYOUE;

OpOoypapikn AcovopeTpikn
° IM\eovekmpota ° IM\eovekmnota
* EvkoAn n onuovpyia ctoryeimv * XYETIKG EDKOAN M oNuovpyia
GTOLYELMV

* EvkoAn n ovvOeon pe mAakiow
* Ilegpropiouévn 3d kivnon
*  Mewvektporto i
°* Mewovektnuortao

* Kivnon og 2d
* ITo 0VGKOAN M GUVOEST Ue

* To mayyviol eivon pnyo... Thoxidio

* Koatd AdBog kpopuéva avtikeipevo

* TIoAD 0ovAELd Y10 TOV KOAAATEYVT



2.uvouadlovTac [MpooAEC

- PLRAYER
o —
ApeTpucéd L& w—
Ieprpariov OpOBoypagikoi

XopoKTnpes




Me Aiya Aoyia

* H KAMEPA AVILTPOOWTTEVEL TLC CUVTETOYUEVEC TOU XWPOU TWV K LLOTLWV»
* Ta 3d mawvidia €xouv avBaipetn Kivnon tng Kapepac (oe Aiyo meploootepa)

* Ta nawvidia 2d meplopilovtal otnv kKivnon KUALONG

* Ta 2d KOAALTEXVLKA OTOLXELQ ATTOLTOVV VoL ETUAEEETE pLa TtpoBoAn
* H opBoypadikn eival eUkoAn, aAAd tepLopilet To mayvidL

* H afovopetpikn £xeL kaAUTepo gameplay, aAAd eival o SUokoAn otn oxediaon

* O 0EOVOUETPLKOC TUTTOC £€QPTATOL ATTO TO OTUA TtatyvidLlou
* H woopeTplkn elvat kowvn ota kKAaowkd RPG

* H duetpkn pmopet va dwoel pia dStadopetikn aicOnon faboug






H ntpoBoAn mMpoOTTIKAC ELVOIL £VOLC OTTO TOUC TPOTOUC [LLE TOUC OTMOLOUC Ta
Tplodlaotota ypadikd gaivovtal tplodlactata otnv ofovn. Auti n

&= tp(’)no nou PAenouv ta avBpwrmiva patta. Eva avtikeipevo Ba

— nipoPBAAAETOL OE KPOTEPO HUEYEDOC OCO TTLO MOKPLA ELVOLL OTTO TO HLOLTL.
y . s



Aedopevo 2KkNVNC

H kapepa eival HEpog tnC okNvnc. AlaBETeL:

1. M B€on B€aonc

2. 'Eva mpooavatoAlopo (katevBuvon ko
nepLotpodn)

3. 'Eva omtiko niedio mou kaBoplletal amo pia
KOUUEVN TtUpapida

H yewpetpia €€w amod to omtiko nedio amokomntetal kot Sev amodidetal

viewing
frustum

H 0Bovn pmopel eniong va BewpnBel wg HEPOC TNG OKNVNC.
KaBe pixel avtiotolxel o€ KATTOLO TUAMO XWPOU OTOV TPLOSLACTATO KOGLLO.



Xwpoc Kapepag

H nipoormtikn) poPolr) o€ 3d ypadikd yivetol 0To cUOTNUO CUVIETAYHEVWY TOU XWPOU
NG KAUEPOC. H YewWETPLO TOU ELKOVIKOU XWPOU LETATPETETOL OTO XWPO KAUEPOL.

* Hkapepa BpilokeTal otnv apxn TOU CUCTAMOATOC CUVTETAYUEVWVY

* Hkapepa kottalel otov aéova z (cuvnOwe —2)

H 0Bo6vn opiletal va gival:
* d povAadeC HaKpLA ATtO TNV KAEPQ
* OpBoywvia w¢ mpog tov acova z

Emopévwg yla tnv 00ovn:

Znear

* Oy aéovac kaBopilel Tn StevBuvon «TTAVW-KATW»
, , , , , Camera-space positions: 3D
* O x atovac kaBopilel tn OlevBuvon «aplotepa-oe€Lan»



[Tpoorttikn MNpoBoAn

SCreen
Y — Vview
N
yclip
TN
"'s\_—-"‘ ‘; _Z
T — \ )
' Zyiew
d
E€etaloupe Eva TUNHO TOU TpLodLaotatou xwpou ornou x = 0 : : ' . Yclip _ Yview _ _Yview
H KK P Xwe ATtd opoLOTNTA TPLYWVWV: = = Yoy = —
d —Zypiew —Zpiew/d

* 7 glval aplotepd—0edLa kot y elval maVw—KATW
* H kopudr TOU LOVTEAOU EXEL Y GUVIETAYHEVN Vyiow
*  2€ TLAVTLOTOWXEL N Vyiew OTNV 000VN; Nwg umtoAoyilw To

Yclip»



[Tpoorttikr) MNpoBoAn

SCreen

-

d
! 14 7 X l Xari
AT opoLdTNTA TPLYWVWY: — & = —2ew
d —Xview
—d

Zclip =

=X

clip —

Xyiew

—Zyiew/d

v

iew




TUTOL

Tumno¢ NPOOMTIKAG OpLopnag Eunepia XpRotn Napadsiypata

Mpwtou MNpoowrou

Tpitou Mpoowrmou

2taBepn MNpoormtikn

Top-Down / loopeTpIkn

MAayla KoAlon / 2.5d

Yevaplakn /
Kwvnuatoypodikn

H kdpepa eival Ta patLa Tou
maikTn

H kapepa mepLtplyvpilel tov
maikTn

H kapepa eival otaBepr) otov
KOOUO

H kapepa eival mavw oo tn
Sdpaon Kal cuxva uTo ywvia
H kapepa BAEMEL ToV maiktn
armo nAayla pe Ppevdo-3d edpe
H kapepa gival po-
TIPOYPOLLUOTIOUEVN

Evoapkwon, EupuOwon,

‘Evtoon

Eniyvwon katdotaong,

Exdpoaon xapaktrpa, XwpLkn

TomoBEtTnon

Kwnuotoypadiko, ZKOTLUO
Kadpdplopa, Aywvia
TOKTLKA ETILOKOTINON,
YuVOoALKN TAnpodopia

Eotiaon oe Platforming

Adnynon, ApapaTIKog
avtiktumnog, KaBobdnyoupevn
gotioon

Cyberpunk 2077,
Kingdom Come:
Deliverance

Witcher 3, Mass Effect

Resident Evil, Silent Hill

Diablo, Age of Empires

Super Mario Bros,

Cuphead

The Last of Us, God of
War



[Tpooeyyloelc EmiAvonc MNMpoBAnuatwy

e Artopuyn TOU VO UTTEL Mot KAUEPO € LECO» OE EVO. OVTLKELULEVO
* Spring Arm: 2UVOEEL TOV TTALLKTN ME TNV KAUEPO Kol AAAAEL TNV atooTaoN
avaAoya e To av evtornilel cuykpouon.

e Avixveuon tTng amokpuPncg tou nedlov TNE KALEPAC ATIO EUTTIOSLO
e Raycasting i sphere-casting

* EntiAuon mpoPAnpatog epnodiwv
e —eBwploopa TwvV EUModiwy

e OpoAoTNTO Kivnong KAUEPOLC
* Lerp/Slerp, ...



THE CAMERAS OF




PoAocg evoc Tumikou Zuotnpatog Alaxeipiong
Kapepac

1. TpOCEYYIOTIKO HOVIEAO KAUEPAC TTPAYHATIKOU KOGHOU
2. Ogon eAeyxou, mpooavatoAlopog, (ouy, Babocg mediou, AAAEC
TAPALETPOL...
. YmootnplEn Olapopwy TUTTWYV KAPEPWY (CUHUTIEPLPOPEC)
4. Awaxeiplon OlaoTaupouUpeEVWY ouvOuacpwy (cross-blend) petaéu
KAHEPWY
5. Evtomopog Kat emAUGH CUYKPOUOCEWY

W

UNCHARYED 3 NAUGHT Y2 [+ [ c




7“
.

.3 lll lll:ﬂﬂ 1.0, 0.0, -nn:nu)u.;
. 8.5 : 0.0, 1.0, 0.0, -0.1 ; 75.0) 0.
ill: 10 1l0. 00, -0.0 : 80.0) 0.

. Follow, Edge, Aim, Cover, Melee kol AAAEC KAEPEC

CanJunp 0 avayJusp 0 upBackJump O v.mm',’
tt 3979“ .

x
e t nl?ol t tt = 0.285714
pro Point tt = 0.142857

. Fixed, Pivot, Spline, animated kat AAAEG Kduspsrq

»  Free-flying, simple “no-clip”, stick (simple follow) ké&pepeg e S
%
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é
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Follow Kapepa

2€ MEPLOCOTEPO Ao To 50% TOU XpOVOU TOU TAIKTN
Aettoupyel n follow kapepa. O Mo GUCKOAOC TUTTOC
KAUEPAC YIa VA YIVEL GWOTOC:
« To onpeio otoxoG EAEYXETAL AMO TO TTalxviot
(akoAouBsi Tov Taiktn)
« O MPOcavATOAIOHOC EAEYXETAL ATTO TOV TALKTN
(0€€10¢ HOXAOC)
« AAAG N KAPEPA PTTOPEL ETTIONC VA TTEPIOTPEPETAL
aQuUTOHATA Yld Va akoAouBei Tov malktn (o€ Follow Camera: Collision
OPLIOUEVEC TTEPLUTTWOELC)
« Od MPETEL VA EXEL EEAIPETIKO PNXAVIOHO
oUyKpouong (TTou givat ToAU dUckoAo!)

UNCHARTED ©8 NAUGHT YT = [«
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Wednesday, November 30, 2011

Persistent Camera Requests For Screen #0
Nane Type Priority
Num contributing states: 0 (index 255)
Active Camera Stack For Screen #0
kCameraManualBase { 1141 51.00. 0.00, fade
ktosoraFollou 3585] (1,00, 1.00, fade
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Mseﬁ"é" to move the emhlems. Cycle

en blems gy prew S up

or down.
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Cha ~ . - -
R LS "3 "“.

S,Jlm Camera

CanJump 0 avayJump 0 upBackJump 0 ottcthl‘.
tt = 0.197306

current index = 2

u = 0.614657

controlPoint tt = 0.205714

prov controlPoint tt = 0.142857

'""bpl’Ln-ocn—uoo—tonp-uoot-l

Wednesday November 30, 2011
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