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Tunua MANpogopIKng
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Mabnua 8:

Baoikec Apxec 3D Mpapikwv

—



2ti¢ SVo dlaotaoelg (2D) pmopou e va
oxedlaloupe YPOAUUECG HETAEL SUO onUelwv A Kal
B, 1e TNV KATAAANAN cuvApPTNON KAl TLG
OUVTETOYMEVEC TWV SUO onUEilwv.

AM\AovTag TIG CUVTETAYUEVEG X Kal Y Twv dUo
ONUELWV UIMOPOUE VA «XELPLOTOUUE TN YPAUUA»



1. 3D Projection

Center of
Projection

T

i
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Itig tpeLg Saotaoelg (3D) mpootiBetal kat Tpitn
OUVTETAYMEVN, To BaBog (2).

ZTNnV €lkOvVa To onpelo B (Z=29) eivat mio pakpla
amno tov napatnpntn (Z=4)

KaBwc¢ opwc 6 Stabétoupe (akoua)
tplodlaotateg 08ovec, mpemnel ta 3D avtikelpeva
va «rtpoBAnBouv» otnv 2D eridavela tng
0006vngc. Ot ouvtetaypeveg 3D (X,Y,Z) mpenet va
avtlotolynbouv o€ 2D cuvtetayueveg (X,Y)

H dwadwkacia avti Aéyetal «3D Projection» ko
yivetauw pe katdAAnAoug aAyoplOpoug.

Otav 6Aa ta 3D onpeia petatpamnouv os 2D
UITOPOU E TTAEOV VA XPNOLLOTIOL|COULE TOUG
ouvnBLlopéveg 2D cuvapTrOELS YLO VOL EVWOOUUE
Ta onpela petaéL tou.



1. 3D Projection

Otav (néow tou 3D projection) oAa ta 3D onueila
HETATPATIOUV OE 2D UmopoUpE TTAEOV VO XPNOLLOTIOL|OOU LIE
TouG ouvnBLopéveg 2D OUVAPTAOELG YL VA EVWOOUUE TA
onuela petalL touc.

Autn n Stadikaoia Aéyetal «wireframe rendering”




1. 3D Projection
ORTHOGRAEHTGEEROJEGTION

H mpoBoAn tou 3D avtikelpévou otig dvo Slaotaoelg (3D
Projection) umopel va yivel pe TMEPLOCOTEPOUG QMO Evav
TPOTOUC.

Jtnv OpBoypadikn MNpoPoAn (Orthographic Projection) ,
MAPAAANAEC YPOUUEG TOU 3D QVTLIKELUEVOU TIOPOHEVOUV
napaAAnAec kot otnv 2D npoBoAr tou

2ToV TPAYHOTIKO 3D KOOHO OHWG Ol TIOPAAANAEG YPOUES
dalvetal va ouykAivouv o€ KAmoOlo OMOCTACN aAnd Tov
napoatnentn (PoorTikn).

AutoU tou €iboug n 3D mpoPoAn (Projection) Ovopddetat

«Perspective Projection» (MpoBoAr) Mpoomtikig).

Avaloyo HE TO OKOTO, €TUAEyeTOL O KABe edappoyn o
KatdAAnAog tumog Projection.



1. 3D Projection

That night be a little
for a poor defens
L\:ﬂpinal, doncha




2. Polygons
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Evw n oxeblaon amAwv avtiKELUEVWY OMwWE 0 KUPBOG pmopel
va Ylvel pe amAéG ypaMUEG, yla To ToAUmAoka 3D
QVTIKELPEVa amattouvtal oAvywva (Polygons).

Muwx cuAloynp amd TOAUywva TIOU OWVOAPLOTOUV E€val
OVTIKELMEVO , ovopaletal «mesh» (MAEypa)




2. Polygons

0Ooo o mukvo eival to TAEypa (mesh), t0oo kaAutepn
KOl  AEMTOMEPEOTEPN €lval 1N  AmEKOVIOn  TOU
OVTIKELPEVOU. AUuEAVETOL OUWG CNUAVIIKA O apLBuoG
TWV TTOAUYWVWV TIoU Xpnotpornolovvtat (polygon count)
KOl EMOMEVWC KOl TWV UTIOAOYLOMWV TIOU TIPEMEL va
ylvovtal yla To XELpLoOPO TOUG KOL TNV OTELKOVLON TOUC.

It epappoyég 3D ypadkwy — 1iwg oTLg mpaypatikoU
XPOVOU OMw¢ Ta ToXVidla KoL oL MPOCOMOLWOELS —
TMPENEL va emuteuxBei pa Looppomia avapeoa otnv
okpifela amnewdviong (polygon count) kot TOUG
OUITOLLTOULEVOG UTTOAOYLOTLKOUG TOPOUG.

Av n taxutnta oxedlaopol twv frames MéEoel KATW Ao
KAamolo aplOud/sec n kivnon &ev ekAopBavetal wg
OMaAN



2. Polygons

JTOUG UTIOAOYLOTEC TIPOTIUOUUE VA XPNOLUOTIOLOU UE
tplywva avti yia toAlywva.

O Adyog sivar n peyaAltepn amAdtnta Kabwg Ko To
YEYOVOG OtL tpiaa onueia oto xwpo OPIZOYN
MONOZHMANTA éva eninedo mou OSLEpXeETAL OMO
avta. Katt mou &g oupPaivel pe 4 kal meploootepa
onueia.

Emopévwg pe t™n xpnon TPpWVWV HUMOPOUUE va
oxnuaticoupe 3D oavtikelpeva amoteAoUPEVA  ATIO
LOVOOT|LOVTEGC ULKPEC TPLYWVLIKEC ETILPAVELEG.



3. Scanline Rendering

‘Eva @A\o B€pa otnv amnewkovion 3D avIKEIPEVWY OF

Hwa 2D 006vn , elval To «YEULOUO» TOU ECWTEPLKOU
TWV TPLYWVWV TIOU amapTi{ouV TO AVTIKE(HEVO.
MpémneL Aownov va doupe mota pixels Ba xpelaotel va
XPWHATLOTOUV.

‘Evag artAo¢ Kot TaALtog aAdyopLlOpog yia auvth T

Stadikaoia eivan to “scanline rendering”
(Mavemotiuo Utah, 1967!).

1 O A\yop1Buog mpwta eEETALEL TIG TPELG KOPUDEG
TOU Tplywvou (peta to 3D projection) Kal Bplokel tn
XoUNAGTEPN Kol TNV LPNAOTEPN Ao AUTEC. Oa AdPeL
OTN OUVEXELA UTTOY N HOVO TLC YPAUMEC Pixels
OVAECO OE QUTEC

2. Meta gKva val CapWVEL YLOL TTPOG pial TIG YPOUMES
oo MAVW TIPOC T KATW. 2€ KABe ypapuun e€etalel o
noLa onuela n euBeia ou SLEpYETAL ATIO TO KEVIPO
TwvV pixels TG ypapUn g TEUVEL TO TPlywvo.



3. Scanline Rendering

3. Z1n ouvéxela xpwuatilovral 6Aa ta Pixels
avapeoa ota SUo onueia TOUNG.

4. O aAyopLlBuog cuveyilel pe tov i6lo TPOTO Ypa A
TIPOG YPOUUA HEXPL VO OAOKANPpwWOEL N odpwon KaL o
XPWHATIOUOG OAWVY TWV YPAUUWYV Ttou TtEpAaBAVEL
TO TPplywvo.

O puBuOG He ToV omoio yepilovtal ta Tpiywva
/moAUywva ovopaleton «fill rate»




4. Anti-Aliasing

To pavopeVo oXNHATIOHOU «OKOAOTIATLWV» KOTA TO YEULOHO TWV TTIOAUYWVWV TTou oPeIAETOL OTO XWPLOUO TNG
000vn¢ o€ pixels ovopaletal Aliasing

- Z00M LEVEL = -\ /Jraess

AMNGLE
—




4. Anti-Aliasing

To Aliasing yivetal Alyotepo opato otav aufavetal o aplOpog twv Pixels, yia Sedopévo péyebog 066vng, kabwg
HLKPpaVEL TO HEYEDOG TOUC KAVOVTAG ALlYOTEPO OPATA TA « OKAAOTIATLAL» OTLG OLKUEG.




4. Anti-Aliasing

| .

Original Rendered

Jagged profiles

Aliased Anti-Aliased
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To dawopevo tou Aliasing AEN adopa povo ta 3D
YPAdIKA OTOUG UTIOAOYLOTEC aAAA Kal Tn oxediaon
2D, OTWG O€ YEWUETPLKA OXNUATA, XAPAKTNPEC OTNV
000vn, elkovidla KA.

OL  texvikée aupAuvong tou  dowopEvou
ovopadovrou anti-aliasing Ko OUOCLOOTLKA
Baoilovtal o010 YEULOMA VELTOVIKWV pixels pe
QMOXPWOEL TOU  XPWHATOC TNC aKkung  (myx
QTOXPWOEL TOU YKpL) wote va Snuoupyeitoal n
OTTTIKN ailoBnon tn¢ e€opdAUVON G TNC.



4. Anti-Aliasing

Kata to yéuwopa tou moAuywvou ta Pixles mou
TIEPLEXOVTAL  OAOKANPO  OTO  ECWTEPLKO  TOU
XpwHaTI{ovTOL PE TO BAOLKO XpWHAL.

Ta pixels mou mepléxovtal v HEPEL OTO TOAUYWVO
XpwHOTI{OVTOL E TILO QVOLKTEG OTOXPWOEL; TOU
BaaokoL XPWHATOG, SNULOUPYWVTAC OTO HATL EVA TILO
OUOAOG «OBACLUO» TNG YPAUUNAG.

To teAikd amotéleopa pe epappoyn tou anti-aliasing
glval TOAU TILO LKOVOTIOLNTIKO .




4. Anti-Aliasing

To anti-aliasing xpnoluomnoleital eup£wg kot og epapuoyeg 2D yia tnv e€opdAuvon
XOPAKTAPWVY, ELKOVISLWV KATT 0 ypadLka meplBailovta epyaciog



5. Occlusion

e pa 3D oknvn mou oxedlaletal ano kamola ywvia B€aong,
oVTIKEipeva Ba  eMIKAAUTITOUV  HEPIKWE N EVTEAWC QA
avtikeipeva. To (6Lo LoxUEL Kal yla Ta moAUywva/Tplywva.

0 6po¢ ou xpnoiponoleiton ivat to “Occlusion”.

O mo amAog Tpoémog/alyoplBuog yla va AuBel to mpoBAnua
elvat va taflvounBouv 6Aa ta mMoAUywva amo TO MO HOKPUVO
TIPOG TO TILO KOVTIVO KoL va oxedLooTouv YE auTh TN oslpd. Etol
oTo TéAog Ba {wypadloTouV TA TILO KOVTIVA OTOV Tapatnpnti
nmoAUywva , KpuPBovtag AAAo Tou €ival o peyaAUTEpO
Baboc/andotacn otn oknv).

O alyoplOupog Aéystal «painter’s algorithm» kaOwg to ido
Kkavouv Kat ot {wypadot ekvwvrag and to background kou
NPOCOETOVTOG AVTIKELLEVA OTOV KaUBA.



5. Occlusion - painter’s algorithm

Ac Bewprioou e TPLa EMIKAAUTITOUEVA TTIOAUYWVA OTN
POLYGON A oknvn , S1adopPETIKA XPWHATIOMEVA avAAoya UE TO
il BdBoc/amdotach Touc .

POLYGON A 1. To mpwto mou Ba Kavel o «painter’s algorithm»

DISTANCE = 20
/ elvat va taélvopnoel ta moAUywva pe 1o Babog Toug
QUTTO TO TILO HAKPLVO TIPOC TO TILO KOVTLVO.

1 ' : 2tn ouvéxela o «scanline algorithm» Ba «yepioew» 1o
I DISTANE = 20 TILO HLOLKPLVO TTOAUYWVO OTIWC £XOUHE SeL.




5. Occlusion - painter’s algorithm

POLYGON A
DISTANCE = 20

To scanline rendering emavaAapBavetal otn
OUVEXELDL yla KABe moAUywvo akoAouBwvtog tnv
TaélvounpEVN wG Tpog To BaBog oelpa.

Me autd TOV TPOMO KOATOANYOUUE OE £va OWOTO
OTTIKA  QMOTEAEOUA  OmMou  kdBe  moAUywvo
ETUKOAUTITEL QUTA Tou PBplokovtal Miow Tou — CE TLo
HOKPLVH amootaon



5. Occlusion — Z-Buffering

POLYGON A
DISTANCE = 20

POLYGON A
DISTANCE = 20

Mua evaAAOKTLKN TEXVLKH UAomoinong tov occlusion
culling eivaw n Z-Buffering.

Elval pa mo ypriyopn texvikn kabBwg dev amattet thv
taflvounon Twv MOAUYWVWY WG TIPOC TNV amooTach)
TOUG.

To Z-buffer elval pwo meploxn TG HVAUNG TOU
armoBnkevel €vav mivaka (matrix) mou avtiotolyel
ota Pixels tng 0Bovnc.

Je KkabBe Béon Ttou Tmivaka (tou Z-buffer)
amobnkeveTal n amnoctacn Tou avtiotolyou pixel
amno tn 6éon oxediaong/mapatrpnong tng oknvnc.

1. ApxLlka O\ Tal pixels apXLKOTIOLOUVTOL UE pLa TTOAU
HEYAAN amdoTacon TOU AVTLOTOLXEL OTO ATELPO.



5. Occlusion — Z-Buffering

POLYGON A
DISTANCE = 20

20 0 20 20 2 20 20 2 POLYGON A

20 20 20 0 20 20 20 20 20 20 20
2000 A B[ DISTANCE = 20
20 20

POLYGON A

Ci2IANCE = 20

2. 2Tn ouveéxela eEetaleTal TO MPWTO TOAUYWVO OTN
(un Ta€wvounpévn) Alota — 1o A.

AkolouBeital pla mapoépola texVkA Pe To svanline
rendering aAAd ovti vo «yeplloupe» TtO TTOAUYWVO,
ouykpivoupe TO0 BaBoc kaBe onupelou ToOU
TLIOAUYWVOU HE TNV TLUA TIOU €ival amoBbnKeupévn yla
To avtiotoxo pixel oto z-buffer kai kpatdpe tnv

ULKPOTEPN.

Etol peta tnv ef€taon Ttou TOAuywvou A ol
avtiotoweg Béoelg oto Z-buffer Ba €xouv TR 20
avti yla AmeLpo mou Atav mpLy.

3. Ztn ouvéxela e€eTaleTol TO EMOUEVO TTIOAUYWVO, TO
B.

Itig B€oelg Tou Z-buffer mou avtiotolyolv ota pixels
EVTOC Tou ToAuywvou B, Ba pmel n tun 12, adou
auTA Elval HIKPOTEPN KOl ATO TO AMELPO AAAA Kol
and 1o 20 mou €xouv pixels mou avrikouv oTO
TMOAUYwVo A Kal €EETAOTNKAV OTO TIPONYOUMEVO

Bripa



5. Occlusion — Z-Buffering

POLYGON A
DISTANCE = 20

4. Téloc Ba efetaotel kal to moAvywvo C. Ito Z-
buffer Ba pmet n wun 14 yw ta pixels mou
ETUKOAUTITOUV TO QTMELPO Tou ¢Poviou 1 to 20 tou
TIoAuywvou A.

Ae Ba emikaAUPouv OpwC ta pixels ou oto z-buffer
€XouVv TIun 12 amno to moAuywvo B kabwc to 12 eivat
HULKPOTEPO COV TLUA amo to 14.

Zto téAog oto Z-buffer unapyel yia kaBe pixel pa
T Baboug mou 000 MO MKPR €lval TOGO MO
Kovta givat otn B€on mapatipnong .

To rendering OAokAnpwvetal pe pa mapaAAlayn
tou scanline rendering omou yua 10 yéulopa KAOe
ToAuywvou 8ev efetaletal povo av ta pixels sivau
avapeoa ota U0 onpela TOUAG WOTE VA YERIoOUV,
aAAd e€etaletal (ne xprion tov z-buffer) kaw av to
pixel Tou cuykekpiyuévou nmoAvywvou Ba daiveral
teAkka | Oa emkaAudOei and Mo kovtwvo Pixel
AaAAou noAuywvou



5. Occlusion — Z-fighting

POLYGON A
DISTANCE = 20

‘Eva mpoBAnUa TTOU avaKUTITEL €lval TL YIvETal oTnV

nepintwon nou dVo moAvywva €xouv To dLo Babog;
Moto Oa oxedlactel TeAk;

To amotéAeopa ival ouxva anpoBAemnto kot odnyel
0  £VOl  KTPEUOTIOLYHO»  OTIC  T(POPBANUATIKEG
emudpaveleg mou epdaviletal oto oxedlAOUO TNG
OKNVAG w¢  TEXVOUPYNUA (gltch) KaOwg
QVTIKPOUOMEVD WG Tipo¢ To Pdabog moAluywva
evaAAdooovtal OTnV TPOTEPALOTNTA OXESLOOUOU
(pawvopevo Z-fighting).

https://www.youtube.com/watch?v=i3kH91NzwEk

AAMO éva Bpa sivan to Aeyopevo “backface culling”. ‘OAa ta moAUywva €xouv §U0 TAEUPEC. ZUVAOWCE OUWG
opatn elval povo n pia — n e€wtepkn.

MNa Adyouc BeAtotonoinong, oxedialetot MONO n opatr) TAEUPA TOU TTIOAUYWVOU Kal OXL N Tiiow TAsupa (e€oV

kal To backface) .

Ye kamola Ty moyvidia Aoyw bug pmopel va Bpebolpe o€ onpelo pn AVOpEVOUEVO — TIY KATW Ao to €dadog —
onote epdaviletal to mpoPANUa Kabwg n katw mAevpd de oxedlaletal adou dev avapévovtay va gival opath.


https://www.youtube.com/watch?v=i3kH91NzwEk
https://www.youtube.com/watch?v=i3kH91NzwEk
https://www.youtube.com/watch?v=i3kH91NzwEk
https://www.youtube.com/watch?v=i3kH91NzwEk
https://www.youtube.com/watch?v=i3kH91NzwEk
https://www.youtube.com/watch?v=i3kH91NzwEk
https://www.youtube.com/watch?v=i3kH91NzwEk
https://www.youtube.com/watch?v=i3kH91NzwEk
https://www.youtube.com/watch?v=i3kH91NzwEk
https://www.youtube.com/watch?v=i3kH91NzwEk
https://www.youtube.com/watch?v=i3kH91NzwEk

backface culling




6. Lighting/Shading

To amnotéleopa tou scanlight rendering eival onwg
daivetat dimAa. Ta moAUywva yeEuloov aAAd TO
avtikeipevo &g Palvetal peaAloTtikd kabBwg dev €xeL
«OYKO».

Xpelalopaote pwTOUO Ko okiaon yla va amodobet
owoTAd n oaiobnon Tou TPLOSLACTATOU OMWG OTOV
TIPOYLATLKO KOO0,



6. Lighting/Shading

Ta moAUywva bev eival mapdaAAnAa pe tnv oBovn
oAAa ival otpappeva os dtadopeg kateubUVOELC.

MMnopoUpE va avanopooTHOOUME TV KatevBuvon
NPOG TNV omoila «BAEMeE €va MOAUYWVO ME €val
Sitavuopa tovu ovopaleton «surface normal».

Ta surface normals eivoaw KAOETA otnv emidpaveia
kAOe noAvywvou .



6. Lighting/Shading

Av npocBéooupe pla mnyn pwtlopov
oTn oKknvn Tote KABe moAlywvo Ba
dwrtiotel StadopeTikd avaloya e TO
noU eilval otpappévo (apa avaioya
ue to surface normal Tou).

Auta mou to surface normal Seiyvel
nmpo¢ tTn Tnnyn odwtiopov  Ba
dwWTIOTOUV TEPLOOOTEPO EVW OOQ
Seixvouv otnv avtiBetn katevBuvon
(omote n avrtictolxn emipAavelo Tou
TIOAUYWVOU €XEL «TTIAQTN» OT0 W)
Ba AdPfouv Aiyo n kat kKaBoAou
dWTLOUO.



6. Lighting/Shading

To teAkd amotéAeopa eival TMOAU TILO PEAALOTIKO QnO TPV KOL TO
OVTLKELUEVO QTEKTNOE «OYKO» Kol Selyvel oviwg tplodldotato. Qotdéoo
UntapyeL pa cofapn atéAela KabBwe kAOe MoAUywvo XpwiatileTal e pa
HOvVo anoxpwon Kadlotwvtog opatd ta moAvywva nov anapti{ouv to 3D
OLVTLKELHEVO OTOV UTLOAOYLOTH).

Auti n npooéyylon Aéyetar «FLAT SHADING» ko givaw n mo Baotkn —
oA} péBodog pwtiopol/okiaong (omdte Kot N AlyOTEPO AMALTNTIKY OF
UTIOAOYLOTLKOUG TOPOUG).



6. Lighting/Shading

|

O atéAeleg Tou Flat Shading odrynoe otnv avamntuén mio e€eAlypévwy alyoplOpwyv dwtlopol/okiacong onwg
to GOURAUD Shading (Henri Gouraud) kot to PHONG Shading (Phong Bui Tuong).

Autol avti va epappdlouv pia eviaia anoxpwon o€ 6An TV entdpAVELA TOU TOAUYWVOU, TO XPWHATI{OUV HE
HeTABANTEG anoxpwoels (rty Aapfdavovtag unoyn Ko To YELTOVIKA MoAUywva Kat ta surface normal toug,
WOoTE N petapaocn petagL toug va ivat opaln pe dtafaduion).

Flat Gouraud Phong



7. Texture Mapping

¥ i

TEXTURE AND

‘EvaG TPOMOG VO QUENOCOUUE ONHOVTIKA TNV PEQALOTIKOTNTA TwWV 3D QVIKEIMEVWY XWPLC va oUENCOUUE
mapdAAnAa. tov aplBud moAuywvwv, eival ebappoyn otnv eMPAVELD TOUC ELKOVWV TIOU MMOPEL va
Tipogpyxovtal amd ¢wrtoypadleC TMPAYUATIKWY OVTIKEIHEVWY N va €xouv oxedlootel Pndlakd otov
UTTOAOYLOTH).

AUTEG OL lKOVEG ovopalovtatl TEXTURES .

Ta textures eival Aowtov Pndlokég ekoveg . Mo va ehapUOOTOUV OE £va OVTIKELHLEVO TIPEMEL KATA TO
oXeOLOOUO TOU QVTIKELPEVOU 0To KATAAANAO Aoyloptko (rty 3DS Max, Blender) va yivel to Aeyopevo TEXTURE
MAPPING. Me ta katdAAnAa epyaleia mou Sivel to Aoyloplkd , avilotolyilovtol ot €mpAVELEC TOU
OVTIKELMEVOU OF€ KOMUATLO TOU texture. Za vo «TUAlYyOUHE» KATA KATOLO TPOTO To texture yUpw armod To
OVTLIKELUEVO, VO TO «VTUVOUUE HE auTO». ETOL OL OUVIETAYUEVEG TOU TOAUYWVOU avilotolyilovtol He
ouvietayueveg Tou Texture (UV Mapping).



7. Texture Mapping

Edappoyn Texture oe 3D yapaktripa oto Aoylopikd 3D Design “Maya”. To AOYLOULKO «EESUTAWVEL» T
moAUywva o€ eMLdAVELA KaL TOUG avtlotolyi{oupe tnv elkOvVa — texture.



7. Texture Mapping
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Katd to yéulopa tou moAuywvol, o adyoplBuak texturing Ba Bpel molo onueio TN elkovag/texture avtiotolyel
OTO OUYKEKPLUEVO Pixel Tou moAujwvou, Kot fa To XpWHATIOEL HE TN HEON TLUNA TWV XPWHATWY Tou texture o€
EKElvVo TO onueio.




H Sdwadwaoia emavalapfadvetal yia OAa ta pixels tou moAuywvou , ta omoia xpwpatilovtal pe Baon Tig
avtioToLXEC TIEPLOXEG TOU texture.




Juvbualovtag OAa ta mponyoLuueva dnuloupyouvtal ta cuyyxpova 3D ypadika. Anattovvral moAAol padnuatikoi urtoAoylopol
oL omoiot Opw¢g emavaAoapBavovral fava kat fovd. Auto €xel odnyrnoeL OTto OXESLOOUO NAEKTPOVIKWY KUKAWUATWY TIOU
ETUTAYUVOUV QUTOUC TOUC UTIOAOYLOHOUG , antaAAdccovtac tn CPU amo to ¢popto epyaciag.

‘EtoL yevwvnOnkav ot GPU (Graphics Processing Units) mou onfuepa gival EVOWHATWUEVEG O OAEC TIG OUYXPOVEG KAPTEG
vpadKwv.

MA€ov oL kapteg ypadilkwv Stabstouv Sikid toug pvApn RAM yua anokAswotiki xpon (n onoia sivat paAicta no ypryopn
andé tn RAM ttou umolAoylotr Kot OxXL omavia TAEov HEYOAUTeEPn ot MEYEDOC), EVW EVOWHOATWVOUV KO KUKAWHOTO
ErTayvvong AAAWG ocUXVWV AEITOUPYLWV OntwG Ta Physics Twv 3D edpappoywv.

XOPOAKTNPLOTIKO TNC LOXUOG TIOU £XOUV ATOKTNOeL TAEov ol GPUs elval OTL xpnowlomolouvrtal yla £papUoyEC TEXVNTAG
vonuoouvng, coin mining kKAt avti yta CPUs , ektoelovtag ylol KATIOLO XPOVIKO SLACTNUA TLG TIUEG TOU €EOTTALOOU TIPOC UEYAAN
QTIOYONTEUON TIY TWV gamers.
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