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Mabnua 8:

Baoikec Apxec 3D Mpagikwv
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2t S0 Slaotaoelg (2D) umopou e va
oxeblaloupe ypapHEG HeTall SU0 onueiwv A Kal
B, He TNV KATAAANAN cuvAPTNON KOL TLG
OUVTETOYMEVEC TwV SU0 onueiwv.

AN\AovTtag TG CUVTETAYUEVEG X Kal Y Twv duo
ONUElWV UTTOPOUHE VAL «XELPLOTOUE TN YPOAUUA»



1. 3D Projection
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IT1¢ TpELg Staotaoelg (3D) mpootiBetal kot Tpitn
OUVTETOYUEVN, TO Babocg (2).

ITnv €lkOva to onueio B (Z=29) eival mio pakpLa
amo tov napoatnpntn (Z=4)

KaBwg opwg 6 StabBétoupe (akoua)
tplodlaotateg 000veg, mpémnel ta 3D avtikeipeva
va «1tpoPBAnBouv» otnv 2D emipavela TG
0806vn¢. OL ouvtetaypéveg 3D (X,Y,Z) mpémel va
avtiotolxnBouv oe 2D cuvteTayuéveg (X,Y)

H dwadikaoia avtn Aéyetan «3D Projection» ka
yivetal pe katdAAnAoug alyoplOuoug.

Otav 6Aa ta 3D onpeia petatpamnouv os 2D
UITOPOU E TTAEOV VAL XPNCLLOTIOL)COU ULE TOUG
ouvnBlopéveg 2D cuvapTNOELS VLA VO EVWOOUE
Ta onpeia petafL Toug.



1. 3D Projection

Otav (néow tou 3D projection) O6Aa ta 3D onueia
LETOTPATIOUV 0 2D UmopoU e TTAEOV VA XPNOLLOTIOL)COULE
TOUG ouvnOlopEveg 2D OUVAPTNOELC Yla VO EVWOOUE Ta
onueia petaéL touc.

Auti n dtadkaoia Aéyetan «wireframe rendering”




1. 3D Projection
ORTHOGRAEHIGRERITECGTAON

H mpoBoAny tou 3D avtikepévou otic Svo Staoctaoelg (3D
Projection) pmopel va yivel pe TEPLOOOTEPOUC ATO €vav
TPOTOUG.

Itnv OpOoypadiki MNpoPoAn (Orthographic Projection) ,
TOPAAANAEG YPOUUEC TOU 3D QVTIKELMEVOU TIOPOAEVOUV
mapAAANAeg kot otnv 2D npoBoAn Ttou

2tov TPAyHaTKO 3D KOOHO OUWG oL TIAPAAANAEG YPOUMEG
daivetal va ouykAivouv oe kdAmola amnodéotacn ono Tov
napatnpentn (mpoormtikn).

AutoU tou €idoug n 3D mpofoAn (Projection) Ovopadetal

«Perspective Projection» (MpoBoAn NpoomTikAg).

Avdloya e TO OKOmoO, emAEystal o€ KAOe edappoyn o
KatdAAnAog TUmog Projection.



1. 3D Projection

That night be a little bverkill
for & poor defensalpss
,.\:’q,-inal, doncha  thi
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2. Polygons
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Evw n oxedlaon amAwv avTIKELLEVWY OWE 0 KUBOG Hmopetl
va ylvel pE OmAEC YPOMUEG, yla To ToAUTMAoka 3D
QVTIKELPeVa amattouvTal ToAuywva (Polygons).

Mwx cuAloyrp amd TOoAUywva ToU OvamopLotolv €va
OVTLKELpEVO , ovopaletal «mesh» (MAgyua)




2. Polygons

0oo0 1o mukvo elvatl to MAEypa (mesh), Tooo kaAutepn
Kl  AEMTOUEPEOTEPN  €lval 1N OMEKOVION  TOU
QVTIKELHEVOU. AUEAVETAL OUWE CNUOVTIKA O apLlOOC
TWV TMOAUYWVWV TIoU XpnoLuomnolouvtal (polygon count)
KOl ETIOMEVWG KOL TWV UTIOAOYLOMWV TIOU TIPETEL VOl
ylvovtal yla To XELPLOPO TOUG KOl TNV OTELKOVLON TOUC.

It epappoyég 3D ypadkwy — 1dlwg oTLC MpayLaTIKOU
XPOVOU OMwG Ta TTOoXVidlal Kol OL TMPOCOMOLWOEL —
TMPENMEL va eMIteUXOel pa Looppomia avapeoa otnv
akpifela amewoviong (polygon count) kot TOUG
OIAULTOU LEVOG UTLOAOYLOTLKOUG TTOPOUG,.

Av n taxutnta oxedlaopol twv frames MEoEL KATW Ao
KAamowo aplBuod/sec n kivnon 6ev ekAapPavetol wg
opaAn



2. Polygons

JTOUC UTIOAOYLOTEG TIPOTIHOUUE VO XPNOLUOTIOLOULE
Tplywva avti yia moAvywva.

O Adyog sivar n peyaAutepn anAotnta Kobwg Kat to
YEYOVOG OtL tpiat onupeia oto xwpo OPIZOYN
MONOZHMANTA éva eninedo mou OSLEpXETAL OO
autd. Katt mou 8 cupPaivel pe 4 Kol mepLoocOTEPQ
onueia.

Emopévwg pe t™ Xpnon Tplywvwv HmopoUlUE va
oxnuaticovpe 3D avtikeipeva oamoteAoUpeva  amo
HLOVOOUAVTECS ULKPEG TPLYWVIKES ETILDAVELEG.



3. Scanline Rendering

‘Eva dAAo B€pa otnv amnewkovion 3D avTikeLUEVWY O€
HLa 2D 006vn , elval To «YEULOUA» TOU ECWTEPLKOU
TWV TPLYWVWV TTOU amaptilouv To aVTIKEIPEVO.
Mpémnel Aownov va oupe mola pixels Ba xpelaotel va
XPWHATLOTOUV.

Evag artAog Kot TaALo¢ aAyopLlOpog yia auTr T
Stadwaoia gival to “scanline rendering”
(Maverotpo Utah, 1967!).

1 O AAyopLBuog mpwta €eTALEL TIG TPELC KOPUDEG
TOU Tplywvou (Uetd to 3D projection) Kat Bpiokel Tn
XOUNAOGTEPN KaL TNV UPNAOTEPN Ao auTEG. Oa AdPel
OTN CUVEXELOL UTIOYIN LOVO TLG YPOUUES Pixels
QVAUECO OE QUTEC

2. Metd €eKva val COPWVEL LA TTPOG Uial TLG YPOUUUEG
Qo MAVW TPOG T KATW. X€ KABE ypapun eetalel o
moLa onueia n euBeia mou SLEpXeTAL Ao TO KEVTPO
TWV pixels TNG YPAUUNE TEUVEL TO TPiywVvo.



3. Scanline Rendering

3. Itn ouvéxela xpwuatilovtat 6Aa ta Pixels
avapeoa ota Vo onueia TOUNC.

4. O aldyoplOuo¢ ouvexilel Pe ToV (610 TPOTIO YPaUUN
TIPOC VPO MEXPL VA OAOKANPpWOEL N cdpwon Kot o
XPWHATIOUOC OAWV TWV YPOAUUWYV TIoU TtepLAaPAvVEL
TO TPplywvo.

O puBuAG pe Tov omoio yepilovtal ta Tpiywva
/moAUywva ovopaleton «fill rate»




4. Anti-Aliasing

To pavopEVO OXNHATIOUOU « CKAAOTIOTLWVY» KATA TO YEHLOA TWV TTOAUYWVWV TIou o eIAETAL OTO XWPLOWNO TNG
0006vn¢ oe pixels ovopdletoun Aliasing
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4. Anti-Aliasing

To Aliasing yivetat Alyotepo opato otav aufavetal o aplOuoc twy Pixels, yio Sedopévo peyebog 006vng, kabwg
ULKpaVEL TO PEYEDOC TOUC KAVOVTAC ALYyOTEPO OPOTA TA K CKOAOTIATLOY OTLG OKLLEC.




4. Anti-Aliasing

| .

Original Rendered

Jagged profiles

To pawodpevo tou Aliasing AEN adopd povo ta 3D
ypadLkd oTOUG UTIOAOYLOTEG aAAd Kol tn oxedlaon
2D, OMWG 0€ YEWUETPLKA OXNHUOTA, XOAPOKTNPEG OTNV
0806vn, elkovidla KA.

OL  texvikég aupPAuvong Ttou  dawopévou
ovopalovtou anti-aliasing KoL OUOCLOOTLKA
Baoilovtal OTO YEULOMA YETOVIKWY pixels pe
QMOXPWOEL TOU  XPWHATOC TNC OKUNG  (mx
QTOXPWOEL TOU YKPL) wote va Onuloupyeital n
OTTTLKN ailoOnon ¢ e€opudAuvoncg tTne.



4. Anti-Aliasing

Katd 1o yéuwopa tou moAuywvou ta Pixles mou
TEPLEXOVTAL  OAOKANPOL OTO  ECWTEPIKO  TOU
XPWHATI{OVTAL PE TO BAOCLKO XpWHAL.

Ta pixels mou meplExovtal v UEPEL OTO TIOAUYWVO
XPWHOTI{OVTOL E TILO OVOLKTEG OTOXPWOELS TOU
Baokol XpwWHATOG, SNULOUPYWVTAC OTO HATL £VA TILO
OUOAO «OBNACLUO» TNG YPOUUNG.

To teAikd amnotédeopa pe epappoyn tou anti-aliasing
glval oAU TILO LKAVOTIOLNTLKO .




4. Anti-Aliasing

To anti-aliasing xpnoluomoleital eup£wg kal oe epappoyeg 2D yia tnv e€opdAuvon
XOPOAKTAPWVY, ELKOVISIWV KATT 0€ ypadkd epLBaAlovia epyaociog



5. Occlusion

Ye o 3D oknv mou oxedlaletal amd kamola ywvia B€aong,
OVTIKE{HEVA Ba  €MIKOAUTITOUV PEPIKWE 1 €VIEAWG AAAQ
avtikeipeva. To (8lo LoyUeL Kat yla Ta ToAUywva/Tplywva.

O 6pog ou xpnotonoteital eivat to “Occlusion”.

O mo amAog Tpomog/aiyoplbuog yia va AuBel to mpoBAnua
elvatl va taflvounBouv OAa ta MoAUywva amod TO TLO HOKPUVO
T(POG TO TILO KOVTIVO KoL va oXedLo.oTOUV JE aUTH TN o€lpa. Etol
oTo TéAog Ba {wypadloToUV TA TILO KOVTIVA OTOV Tapatnpnti
MoAUywva , KpUPBovtag AAAo Tou e€lval o  HeyaAUTepo
Baboc/ambdotacn otn oknv).

O alAyoplOpog Afyetar «painter’s algorithm» kaOwg to 60
Kavouv Kat ot {wypadot ekvwvtag and to background kou
MPOCOETOVTAG AVILKELUEVO OTOV KB A.



5. Occlusion — painter’s algorithm

Ac Bswprioou e TPLo EMKOAUTITOUEVA TTIOAUYWVA OTN

POLYGON A oknvn , SLaPOPETIKA XPWHATIOMEVA avAAOya LE TO
DISTANCE £ 20

Baboc/andotaon Toug.

ettt 1. To mpwto mou Ba kAavel o «painter’s algorithm»

DISTANCE = 20
/ elvat va taflvopnoel ta moAvywva pe to Babog toug
OUTtO TO TILO HAKPLVO TIPOG TO TILO KOVTLVO.

2tn ouvéxela o «scanline algorithm» Ba «yepiosew» 10
TIO HOKPLVO TIOAUYWVO OTWGE €XOUUE €L

-

-
—
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5. Occlusion — painter’s algorithm

POLYGON A
DISTANCE = 20

To scanline rendering emavalapfavetat otn
OUVEXELA yla KABe moAUywvo akoAouBwvtag tnv
TaflVOoUNUEVN WG Ttpog To BaBog oelpa.

Me autd TOV TPOTO KATOANYOUUE OE £€va OWOTO
OTTIKA  OMOTéEAECUA  Omou  kdBe  moAUywvo
ETUKAAUTITEL QUTA OV Bplokovtal Miow Tou — o€ TILo
HOKPLVI) OmOoToon



5. Occlusion — Z-Buffering

POLYGON A
DISTANCE = 20

POLYGON A
DISTANCE = 20

Mua evaAAakTLkr TEXVIKN UAomoinong tou occlusion
culling eivat n Z-Buffering.

Elval pia mo ypriyopn texvikn kabwg dev anattel tnv
TaélvOUNOoN TWV TMIOAUYWVWY WG TIPOG TNV amoOoTooN
TOUG.

To Z-buffer eival pwa meploxn TNg MVAUNG TOU
amoBnkevel €vav mivaka (matrix) mou avtloTtolel
ota Pixels tng 06ovnc.

Je kaBe Oéon Tou Tivaka (tou Z-buffer)
amoBnkevetal n amnootacn Tou avtiotolou pixel
amno tn 6€on oxedilacnc/mapatrpnong tng oknvnc.

1. ApxLka OAa T pixels apXLKOTIOLOUVTAL UE HLa TTOAU
HEYAAN amdoTAcT TTOU AVTLOTOLXEL OTO ATELPO.



5. Occlusion — Z-Buffering

POLYGON A
DISTANCE = 20
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POLYGON A

2. 2Tn ouveéxela eEeTAlETAL TO TPWTO TTOAUYWVO OTN
(un ta€vounuévn) Alota — 1o A.

AkolouBeital pla mapopola TeXVIKA UE TO svanline
rendering aAAd avti va «yepiloupe» To TOAUYWVO,
ouykplvoupe TO PBaBog¢ «kABe onueiou TOU
TLIOAUYWVOU HE TNV TLUA TTOU €lval amoBnkeupévn yla
To avtiotowyo pixel oto z-buffer kal kpatdupe tnv

HULKPOTEPN.

Etol petda tnv €€€tacn TOu TOAuywvou A ol
avtiotolxeg B¢oelg oto Z-buffer Ba €xouv tun 20
avTi yla AIeLpo o ATAV TPLV.

3. 21N ouvéxela EeTAETAL TO EMOUEVO TIOAUYWVO, TO
B.

Yti¢ B€oelg Tou Z-buffer mou avtiotolyouv ota pixels
EVTOC TOU TtoAUywvou B , Ba pmel n tun 12, adou
QUTA €lvol PLKPOTEPN KAl amd TO AMELPO AAAA Kol
and to 20 mou €xouv pixels mou avrkouv oTO
TOAUYWVO A Kol €EETAOTNKAV OTO TIPONYOUMEVO

Bripa



5. Occlusion — Z-Buffering

20 20 20 20

POLYGON A
DISTANCE = 20

4. Télog Oa efetaotel kat to moAvywvo C. Ito Z-
buffer Ba pmet n T©unR 14 ywa to pixels mou
ETUKAAUTITOUV TO AMELPO Tou Ppoviou f 1o 20 TOU
TtOAUYwWVoU A.

Ag Ba emikaAUPouv opwe Ta pixels mou oto z-buffer
g€xouv TN 12 amnd to moAuywvo B kaBwg to 12 eival
HULKPOTEPO oAV TLUN amo to 14.

Zto téAog oto Z-buffer undpxel yia kaBs pixel pia
Ty Baboug mou 600 MO MKPR Eival TOCO MO
Kovta givaw otn O€on napatipnong.

To rendering OAokAnpwvetaL Me pio TopoAAayn
tou scanline rendering 6mou ywa T0 YELOHOL KAOE
moAuywvou 8ev g€etaletal povo av ta pixels givat
aVAapEca ota SU0 onELO TOMNG WOTE VA YERIOOUV,
aAAa e€etaletan (pe xprion tov z-buffer) kaw av to
pixel Tou ocuykekpipévou moAuywvou Ba daiveton
teAkka | Oa emkaAvdOel and Mo kovtwo Pixel
AaAAou moAuywvou



5. Occlusion — Z-fighting

POLYGON A
DISTANCE = 20

‘Eva TpOPAnUa Tou avakUTTEL lval Tt yivetal otnv

nepintwon mou dVo moAuywva £xouv to dLo Babog;
Moto Oa oxedlaotel TEAKQ;

To amotéAeopa ival ouxva ampoPAsmnto koL odnyet
0E £VOl  CTPEUOTOLYHA»  OTIC  TIPOBANMOATIKEC
empaveleg mou eudaviletal oto oXeSLAOUO TNG
OoKNVAG w¢  TEXVOUpYNUa (gltch) KaBwg
OVTIKpOUOHEVA WG Tipo¢ To Paboc moAlvywva
evaAAdooovTal OTNV TPOTEPALOTNTA OXESLACHOU
(pawopevo Z-fighting).

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

AALO éva Bpa sivon to Asyopevo “backface culling”. ‘OAa ta moAUywva €xouv 800 MAEUPEG. ZUVNOWG OUWG
opath ival poévo n pia — n e€wtepikn.

Ma Aoyoug BeAtiotomnoinong , oxedialetat MONO n opatr MAEUPA TOU TIOAUYWVOU Kal OXL N Tiiow Agupad (g€oL

kol To backface) .

Ye kamola my matyvidia Adyw bug pmopei va Bpebol e o€ onuelo Un avapeVOUEVO — TtY KATW oo to €6adog —
onote epdaviletal to mpoPAnpa Kabwe n katw MAsupad de oxedialetal adou dev avapévovtayv va eivat opat.


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 amotéAecpa tou scanlight rendering eival onwg
daivetal SumAa. Ta moAlywva yépwoov aAAd To
avtikeipevo &g daivetal peaAlotikd kabwg dev €xel
«OYKO».

Xpelalopaote dWTIOUO Kol okiaon yla va anodoBel
owoTta n aioBnon tou tplodldotatou OMwE oToV
T(PAYLLOTLKO KOOHUO.



6. Lighting/Shading

Ta moAUywva bev eival mapdAAnAa pe tnv 00dvn
aAAQ elval otpappéva os dladopeg KateuBUVOELC.

MMopPOUNE VO aVAITOLPOOTICOUHE TNV KateuBuvon
npo¢ tnv omoia «BAEmew £va MOAUYwWVO HE Eval
Stavuopa nou ovopadletal «surface normal».

Ta surface normals eivalt KAGETA otnv emidpaveia
kKaOe nmoAuvywvou .



6. Lighting/Shading

Av npocoBéooupe pla mnyn $wIlopov
otn oknvn Ttote KABe moAlywvo Oa
dwrtiotel StadopeTikd avaloya pE TO
mou eival otpappévo (apa avaioya
He to surface normal tou).

Autda mou to surface normal &eiyxvel
mpo¢ I Tmnyn o¢wtopol  Ba
dwTIOTOUV TEPLOOOTEPO EVW OOQ
delyvouv otnv avtibetn katevBuvon
(omote n avrtiotolyn emipAvelo TOU
TIOAUYWVOU éxeL «TAATN» o0T0 $HWC)
Ba AdPfouv Alyo n kot kaBoAou
dwTLoUO.



6. Lighting/Shading

To TeAlkO amotéAeopa eival MOAU TLO PEAALOTIKO Qmo TPV KoL TO
OVTIKELUEVO QTEKTNOE «OYKO» Kol Selyvel oviwg tplodlactato. Qotooo
UntapyeL pa oofapn atédsla Kabwe kb moAUvywvo XpwpatileTon pe pa

HOVO anoxpwon Kodlotwvtog opatd ta oAuywva novu anapti{ouv to 3D
OLVTLKELLEVO OTOV UTTOAOYLOTH.

Auti n npoogyylon Aéyetar «FLAT SHADING» ko €ival n mo Baotkn —
onAr pEBodog Ppwtiopol/okioong (omdTte Kot n AlyoTEPO AMALTNTIKY OF
UTtOAOYLOTLKOUG TOPOUG).



6. Lighting/Shading

|

Ol atéAeleg tou Flat Shading 06riynoe otnv avamntuén mio e€eAlypévwy alyoplOpwyv dwtiopol/okiacng onwg
to GOURAUD Shading (Henri Gouraud) kot to PHONG Shading (Phong Bui Tuong).

Autol avti va epappolouv pla eviaia anoxpworn o€ 6An tnv entdpAVELA TOU TOAUYWVOU, TO XPWHATI{OUV HE
HETABANTEG anoxpwoels (ry Aapfdavovtag untoyn Kot T YELTOVIKA TToAUywva Kal ta surface normal toug,
WoTte N petdfoaon petal toug va ival opaAn pe dtapfaduion).

Flat Gouraud Phong



7. Texture Mapping
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Evag tpomog¢ va au€NOOUUE CNUOVTIKA TNV PEQALOTIKOTNTA TwV 3D aVIKEWWEVWY XWPLE va auvénooupe
MapAAANAa tov aplBpd moAuywvwv, eivol edappoyny otnv emidpAVELd TOUG ELKOVWV TIOU UMOPEL va
ipoépxovtal amd Pwrtoypadileq MPAYUATIKWY OVIIKEMEVWY N va €xouv oxedlootel Pndlakd otov
uTtoAoyLoTH.

AUTEG oL elkOveG ovopalovtatl TEXTURES .

Ta textures eivatl Aowumov Pndlokég swkoveg . Mo va ePpapUooToUV OE VAl QVTIKEILEVO TIPETEL KATA TO
oXeOLAOUO TOU AVTLKELPEVOU 0To KAatAAAnAo Aoylouko (rty 3DS Max, Blender) va yivel to Aeyouevo TEXTURE
MAPPING. Me ta katdAnAa epyaleia mou OSivel to Aoylopiko , avtiotolxilovtol ol emipAveELEG TOU
OVTIKELLEVOU OE KOMUATLO TOU texture. o vol «TUALYOUHE» KATA KATOLO TPOMO TO texture yupw amo To
QVTIKELUEVO, VO TO «VTUVOUUE HE QUTO». ETOL Ol OUVTETAYUEVEG TOU TIOAUYWVOU avtlotolyilovtol Me
ouVTETayUEVEG Tou Texture (UV Mapping).



7. Texture Mapping

Edapuoyn Texture o 3D xapaktipa oto Aoylopiko 3D Design “Maya”. To AOyLOULKO «EESUTAWVELY T
TIOAUYWVQ o€ ETMLPAVELN KOL TOUG OVTLOTOLXL{OULE TNV ELKOVO — texture.



7. Texture Mapping

Katd to yéulopa tou moAuywvol, o alyoplBuak texturing Ba Bpel molo onueio NG elkovag/texture avtiotolyel
OTO OUYKEKPLUEVO Pixel Tou moAujwvou, kot fa To XpWHOTIOEL PHE TN HEON TR TWV XPWHATWY Tou texture o€
eKelvo To onuelo.




H dwadkaoia emavalapfavetal ylia oAa ta pixels tou moAuywvou , ta omoila xpwpatilovtal pe Baon TG
QVTLOTOLYEG TIEPLOXEC TOU texture.

i

TEXTURE AND MAPPING




Yuvbualovtag OAa ta mponyoupeva dnuloupyolvtal ta cuyyxpova 3D ypadikd. Arattovvtal moAAol padnuoatikol urtoAoylopot
oL omoiol Opw¢ emavaAapPavovral fava kat fava. Autd €xel odnynoeL OTo OXESLAOUO NAEKTPOVIKWY KUKAWUATWY TIOU
ETUTAXUVOUV QUTOUG TOUG UTIOAOYLOUOUG , amaAAdcoovtag tn CPU amno to ¢popto epyacioc.

‘EtoL yevwnOnkav ot GPU (Graphics Processing Units) mou onfpepa €ivol EVOWHATWHEVEG O OAEG TG CUYXPOVEG KAPTEG
vPadKWV.

MAéov oL kapteg ypadkwv Stabétouv Sikia toug pvpn RAM yla amokAelotikn Xprion (n omola sivat pdAota no yprRyopn
ané tn RAM ttou umoloylotr Kat Oxt omavia TAéov peyaAUtepn o€ HEye00C), EVW EVOWHOATWVOUV KOl KUKAWUOTO
erutayuvong aAAw¢ cuxvwv Asttoupyltwv onwg ta Physics twv 3D epappoywv.

XopaKTNPLOTIKO TNG LoXUOC TIOU €XOUV amOKTHOEL MAEov oL GPUs elval OTL Xpnoldomolouvtal yla €hOpUOYEG TEXVNTAG
vonuoaouvng, coin mining KAt avtl yia CPUs , eKToEeUOVTOC YL KATIOLO XPOVLKO SLACTNUA TIG TIUEG TOU £EOTMALOMOU TIPOG UEYAAN
QTIOYONTEUCN TIY TWV gamers.




Video nou meplypadel ti¢ Baoikeg apxeg oxediaonc 3D ypadilkwv

https://www.youtube.com/watch?v=C8YtdC8mxTU&t=44s

Video Game
Graphlcs



https://www.youtube.com/watch?v=C8YtdC8mxTU&t=44s

Video mou meplypadel Tn Astoupyila TwV CUYXPOVWV KAPTWV YPODLKWV



https://www.youtube.com/watch?v=h9Z4oGN89MU&t=73s

Video mou mepypadel tnv texvikn pwtiopoL Ray Tracing



https://www.youtube.com/watch?v=iOlehM5kNSk&t=52s
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