Ei0Ika OcpaTta NMNoAupEowy

A1ddokwv: Mdapkog ZautroyAou, ETNOTNUOVIKOC 2ZuvepyATng

15pupa / TuApa: T.E.I. KpAtng / TuRua Mnxavikwy MNANpo@opIkAc



X3D

o Extensible 3D Graphics: Standard for 3D on the Web
o XML-based

o Metegehien Tng VRML (Virtual Reality Modeling
Language) (1994) kai Tng VRML97 (1997)

o TpéExouoa ékdoon 3.2, tutrotroinon ISO 2007.

o Eceidikeupévol browsers (1 browser add-ons) yia
apxeia TUTTOU .X3d

o X3DOM: evowpdTtwon 3D ypagpikwyv oto HTMLS
uéow WebGL script, —xwpic browser add-ons!



Aiya Aoyia yia 1o 3D

Source Wikipedia



Aiya Aoyia yia To 3D

e Model: n TpiIcdlacTATN AVATIAPACTACH £VOC
QVTIKEINEVOU N ETTIPAVEIAC

e Scene: VEWMETPIa, OTITIKA ywvia, uepn,
PWTIOMOC, OKiaon, Kivnan, 01adpAaCEIC.

e Rendering: ouvBeon piac di1dIACTATNG

€IKOVAC, WC OTIYMIOTUTTO £VOC OUVOUOQCOU
TIMWV YIa OAEC TIC TTAPAUETPOUC TNC OKNVNC.
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Modeling

Polygonal modeling

Implicit surfaces

NURBS modeling
Constructive solid geometry
Subdivision surfaces

Source Wikipedia



Polygonal modeling

* T AVTIKEIMEVA MOVTEAOTTOIOUVTAI TTPOCEYYICOVTAG TIC

ETTIPAVEIEG TOUG HECW TTOAUYWVWV. 1
& |

= [Nomal \

e Plane

Source Wikipedia




Surface normals

vy,
Tﬁ//y/yff//
TT 1y 117 //
1 S



Implicit surfaces
AANYEBPIKO POVTENO:

Emigaveia tTou opiletal atrd ouvapTtnon
f(x,y, z) =0 (TTGvw OTNV ETMEAVEIQ)

f(x,y,z) <0 (evidg)
f(x,y, z) >0 (ek1OC)

[1.X. EANEIYOEIDNG: il + y_
a2 | B2

[

=1

»2
T2

Source Wikipedia



Implicit surfaces

Blobs-Metaballs:

Organic-looking n-dimensional objects.
To «EVTOG» I «EKTOG» KaBOopIleTal ATTO TO ABPOICUA TWV ETTINEPOUG
OUVAPTACEWV.

» " metaball;(x,y, 2) < threshold

i=0

Start Step 1 Step 2 Step 3 Step 4
Step 5 Step 6 Step 7 Step 8

Source Wikipedia



Implicit surfaces

AM\ec pooeyyioelc: Skeletons, Procedural, Samples...

* [Aeovektipata:
. EUKOAN ektipnon tng B€on¢ onUeilov w Pog TNV entpavela
. [PAYOPOGC UTTOAOYLOUOG TWV CNUELWV TOUNG UE EVBEia
. [PriyopoC UTIOAOYLOUOG Evwaonc/Toung/adaipeong
. ArtAomoinon Twv TOTIOAOYIKWY UETOOXNHUATIOUWY UE LETABOAN TWV TIOPAUETPWY
. Kavévag mepLlopLlopog oTo eSO AEMTOUEPELOG
MelovekTpota:
*  'EpHECOC TPOOSLOPLOPOG TNG ETILPAVELOG
. AUoKOAN amapiBunon onueiwyv TG emtpAveLaC
. AUGOKOAO VO OpLOOUUE OKUEC KOl OEELEC YWVIEC

. Apyo rendering



NURBS (non-uniform, rational B-
spline)

e 2UVOPTAOEIC OUO PETABANTWY TTOU OPIfOUV HIa ETTIPAVEIQ
OTOV TPIOOIACTATO XWPEO.

* Mia petaBAnTn opilel pia KAPTTUAN:

Method

j_\\_f [] Matched knat Position
[] Clased
Degree dssociative A
o

Source Wikipedia
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NURBS (non-uniform, rational B-spline)

/ —F\

/7

g

—

ain

&M
Nig




NURBS (non-uniform, rational
B-spline)

Source Wikimedia Commons
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NURBS (non-uniform, rational B-
spline)

« To oxnua TNG €m@avelac kabopileTal aTTd onuEia EAEyXou
(control points)

* O1 ouvTETAYMEVEC KABE oNUEIOU TNC ETTIPAVEIOC TTPOKUTITOUV
WG ouvAPTNON £VOG APIBUOU KOVTIVWV ONUEIWV EAEYXOU

* MTTOPOUV V' ATTEIKOVIOOUV KAl TUTTOTTOINUEVA OXNUATO
(euBciec, oPaipeg) Kal EAeUBepa oxedIOOUEVA AVTIKEIMEVA,
UE TO id10 paBnuaTiKO TTACiCIO.

 Eival pia -ouykpITIKA- TTOAU OIKOVOIKI (OUVOTITIKN))
QTTEIKOVION,.

» Kaveévag TTeEPIOPIOUOC OTO ETTITTIEO0 AETTTOUEPEIQG.



Constructive solid geometry

Source Wikipedia
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Constructive solid geometry

e ATTAQ KUPTA QVTIKEIUEVA
e KUPoI, KUAIVOPOI, TTUPAUIDECG...

e TaXUTATOC UTTOAOYIONOC YEWUETPIKWY
OXEOEWV

o «Eupunc» yewpeTpia —oe avtiBeon ue Ta
«TUQAQ» TTAEYHATA TTOAUYWVWV

e EKTETOUEVN XPNON O€ TTAIXVIOIA

e Half-Life2, Doom 3, Unreal Tournament
2004, multiple XBOX titles



Polygonal modeling

* T AVTIKEIMEVA MOVTEAOTTOIOUVTAI TTPOCEYYICOVTAG TIC

ETTIPAVEIEG TOUG HECW TTOAUYWVWV. 1
& |

= [Nomal \

e Plane

Source Wikipedia




Polygonal modeling

e [a TTOAUYWVA OEV Eival ATTAPAITATA TPIYWVA:
UTTOPEI va gival Kal TETPATTAsUpa (quads)

e Ta dlavuopaTa KaBera (normal) oTo €TTITTEDO TTOU
opilel TO TTOAUYWVO gival KABoPIOTIKAC onuaaciag
OTO rendering



Polygonal modeling

e MeiovekTuara
Aduvartov V' avatrapacTabouv eTTAKPIBWCS Ol KAPTTUAEG —
XPNOIMOTTOIOUME TTOAAA HIKPA TTOAUYWVA WG TTPOCEYYION

[0 AOyoug UTTOAOYIOTIKOU KOOTOUG, OUXVA avayKalOuaoTE
VA XPNOIUOTTOIOUHE DIA@POPETIKA HOVTEAQ YIA HIKPEG KAl
LMEYAAEC ATTOOTACEIC.

e [lAeovekTpara

MTtropoupe va epapuodoouue scanline rendering — upnAn
TaxuTNTO



Subdivision surfaces

AvaTTapaocTaon OMOAWY ETTIPAVEIWV HEOW
EVOC TTAEYHATOC TTOAUYWVWV.
EtravaAnTTikr diadikaaoia

To TTAEYHQ TEIVEI OTNV ETTIOUUNTI OPAAN
ETTIPAVEIQ

e ...KABWC oI ETTAVOARYEIC TEIVOUV OTO ATTEIPO

Source Wikipedia
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AvatTapAocTOON TTOAUYWVIKOU
mAEypatog (Polygon Mesh)



Mesh modeling elements

vertices edge faces surfaces

« Kopu@n (vertex): éva onueio oto oxAua. MNMepIAauBAVEl TIC CUVTETAYPEVEC
(xyz), TO Xpwua, opOoywvio dIAVUC A KOl CUVTETAYUEVEC UPNC.

« AkpA (edge): n ouvdeon dUO KOPUPWV.

« Own (face): éva KAEIOTO GUVOAO OKUWYV. 2TNV TTEPITITWOTN TOU TPIYWVOU
EXOUME TPEIC AKMEC, EVW TOU TETPATTAEUpPOU (quad) TEoOoEPIC.

* [MoAuywvo ( ): €va aUVOAO YEITOVIKWY OYEWV.

« Em@aveia (surface): ouadeg TTOAUYWVWV TTOU KAAUTITOUV OMOAEG TTEPIOXEG.

22



Polygon Mesh

‘Eva un-dounuévo TTAEYHa TTou opilel Eva ) TTEPIOCOTEPA TTOAUEDPA AVTIKEIMEVA

Ta faces cival (cuvBwg) atrAd KupTd TTOAUYWvVa —Oev ATToKAgiovTal OUWC Kal TTIO
TTEPITTAOKQ, OKOMA Kal KOIAQ oxuara.

Mia emipaveia oketTaletal atmod T€Tola faces, o€ akavovioTn diaracn.

ATTauteiTal AoItrév pia Aiota Twv JETACU TOUGC OXEoEwV (vertex, edge & face data)
23



Meshes representations

Face-Vertex Meshes

[M€pa atrd TN AIOTA TWV TTOAUYWVWYVY, KAl TWV KOPUPWV TTOU TA
atroteAoUV, KaTaypAPoupue, yia KABe kopupr}, OAa Ta TTOAUYywva OTA
OTTOI0 METEXEI

fo
f1
f2
f3
f4
f5
f6
f7
f8
fo
f10
f11
f12
f13
f14
f15

Face List

vO vd vS

VO vs vl

vi vS v

vi v6 v2

V2 v6 v7

v2vZ v3

V3 v7 v4

vivd W

v8 v5 v4

v8 v6 vS

v8 v7 v6

v v4 V7

Vo vsS vd

V9 v6 VS

vo v7 v6

Vo v4 V7

vl
v2
v3
vé
v5

v7
v8
vo

Vertex List

00,0

011 12 15 17

100

2131312 f1

AR

fa 5 f14 f13 3

01,0

f6 7 115 114 15

0,01

f6f7 10 8

10,1

fofifa O f8

g

f2 13 f4 110 19

01,1

f4 15 f6 f11 f10

5,50

& 19 f10111

5,51

{1213 1415

f3

vO
\ = ="

Source Wikipedia



Winged-Edge Meshes

[a KABE akury, KaTaypAa@ouue dUO KOPUPECS, DUO TTOAUYWVA, KAl TEOOEPEIC
(TIC DUO £EWTEPIKEC KABE TTAEUPAC) TWV ECEPXOMEVWIV OKUWV.

g — )\ F
v4 _?——— R
11
V8 f10
f8 i
o v6
5 f6
] f4
15
| f2 f7 f5 13
10 1n 12
' f3 < | v3
vl I |l S
=
| | & VO f14
0 ; , R M2 o hs 2\
Winged-Edge Meshes | Vl—l———~~-T~ v2 AR
Face List EdGRd iStee Vertex List
fo 48 9 e0 |vovl [fifi2 | 9 10 vo (0,00 |8 9 0 23 3
f1 0109 el [viv2([f3A3|n 12 21 vi 1001011120 0
f2 s10m e2 |v2v3 [fsfi4 |13 14 v2[1,50 12132 21 1
f3 [ 1121 e3 |v3vo [f7f15]15 8 v3 01,0 |14153 22 2
f4 | 61213 ed |vavs [fofs |19 v4 l0o01 |8 157 19 4
fs | 27413 es |[vsve [f2f0 [1610 17 1 vs 101 109 4 16 5
f6 141 e6 |v6v7 [fafio |17 18 13 ve 1111211517 ¢
f7 | 3815 e7 |v7va [f6fi1 |18 19 15 vz {011 1413618
fg | 41619 e8 |vova [f7 10 3 9 4 v8 [5,50]| 161718 19
fo | 51716 Ol VOS5 a0 £ e L 4ad0 v9 |5,51] 20 21 2223
flo| 61817 jeofvivs[fif2 |0omn 9
f11 71918 _e”_ \LV(’ f2£ ,]_I r-
fi2 02320 w12 | v2 v6 | 3 f4 n 1 back CCW edge front CCW edge
fi3[ 1202 el3 |v2vz? |fafs [122 6 face 1
fl14| 221 22 eld |v3v7 |f516 13 o
fis[3222 els [v3va [fef7 [ 143 71 V1 Vi
el6 [v5v8 18 19 4 191
el7 [V6v8 [fOfi0 | 56 1618
e18 [v7v8 |[flon1| 67 1719
el9 |v4v8 [fI1f8 -]1 6 face 2
e20 | Vi vO [112113 ) 23 back CW edge front CW edge
e21 [V2 VO [Ti3n4 T X
e22 | V3 vo [f1afs 3 21 2 Winged Edge Structure
e23 | vo vo [f15f12 0 2

Source: Wikipédia



NMAEypata Kopupng-Kopupng

AvOTTapIOTOUME HOVO KOPUPES KAl TIG YEITOVIKEC KOPUPEC TOUG.
H avatrapactaon €ival eCalpETIKA ATTAN KAl ETTITPETTEI TTOAU YPIYOPOUG
UTTOAOYIOUOUG.

Vertex List

v0 10,00 | vivS v4 v3 v9
vl 11,00 | v2 v6v5 vO v9
v2 [1,1,0 | v3v7v6 vl vO
v3 10,10 | v2v6Vv7 v4 v9
v4 10,0,1 | vSvOv3 v7 v8
v5 11,01 | véviv0 v4 v8
ve |1,1,1 | v7v2vl v5 v8
v7 |0,1,1 | v4v3v2 v6 v8
v8 |.5,5,0| vSv6 v7 v8

vo |.5.5,1| vOviv2 v3




Render Dynamic Mesh

2.UvOUAOTIKN avaTtrapAoTaon:
*Omtw¢ 1a Face-Vertex:

« Kopu@Eg ava TTOAUYwWVO

* [MoAUywva ava KkopuPn
*O1rw¢ ta Winged-Edge:

e [MoAUywva ava akun

« Kopu@Eg ava akun



Corner-Table or triangle fan

[Meprypd@el Eva oUVOAO OUVOEDEUEVWIV TPIYWVWYV HE IO KOIVI) KOpU®N.
[a N 1piywva, xpeiadlovral N+2 kopu@Eg (avTi yia 3N)
Xpnoiuotroieital o€ low-level rendering APIs (DirectX and OpenGL)



Operation Vertex-vertex Face-vertex Winged-edge Render dynamic
V- | All vertices around vertex Explicit Wl 2 3, 2wl v2 w3 (V2 el e el . 2vlv2 w3 |V 2el el el . Svl v v3
E-F All edges of a face Fla,b,c} = {a,b}, {b,c}, {a.c} F = {a,b}, {b,c}, fa,c} Explicit Explicit
WV-F All vertices of a face Fla,b,c} = {a,b.c} Explicit F>el e2 ed=abc Explicit
F-Ww | All faces around a vertex Pair search Explicit V= el, e? e3 1, 2,13, Explicit
E-v | All edges around a vertex |V = fwvll vzl w3l oV = 1, 2,13, > vl w2, w3, L Explicit Explicit
F-E Both faces of an edge List compare List compare Explicit Explicit
W-E Both vertices of an edge E(z,b) = {a,b} E(z,b) = {a,b} Explicit Explicit
Flook| Find face with given vertices Fla.b,c) = {a.b,c} Set intersection of vi,v2,v3 Set intersection of vi,v2 v3 Set intersection of vi,v2 v3

Storage size

V¥ave(Vv V)

3F + W*avg(F.V)

3F + BE + V¥ave(EV)

6F + 4E + V*ave(E V)

Example with 10 vertices, 16 faces, 24 edges:

10*5=50

3*16 +10%¥5 =98

3*16 + 8%24 + 10%5 =290

6%16 +4%24 + 10%5 =242

Fipure 6: summary of mesh representation operations
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Y1rapyouv mTdpa TToAAG format yia Tnv atmoBrikeuon
OEOOMEVWYV TPIOOIACTATWY OKNVWY, AVaAOYWS TNG EQAPPOYNC

.3ds, .max, (3D Studio Max)

.mb and .ma, (Maya)

Jwo, (Lightwave)

Ixo, (MODO)

X3d, .x3db, .x3dv, (X3D)

.0bj (Wavefront's "The Adanced Visualizer")

.c4d, (Cinema 4D)

dxf, .dwg, .dwf, (AutoCAD)

.md3, .md2, (Quake)

fbx (Alias)

Ir'wx (Renderware)

wrl (VRML 2.0)

.blend, (Blender)

Jt (UGS)

.Stl TTou ¥pnoipgoTtroloUuE cuvrnBwc yia rapid prototyping
ply yE TO o1T0i0 aTTOBNKEUOUUE BdedouEva atrd 3D scanners
.dae (COLLADA)



Texture

%%

Images from:
http://www.webalice. |t/tuqnoIo/tred|/3dmodeI2 htm



http://www.webalice.it/tugnolo/tredi/3dmodel2.htm

Texture Images

Image from:
http://www.polycount.com/forum/showthread.php?t=41232&page=333



http://www.polycount.com/forum/showthread.php?t=41232&page=333
http://www.polycount.com/forum/showthread.php?t=41232&page=333

Texture Mapping

e [1po0ONKN XpWHATOC, ETTIPAVEIOKAGC UPNGC N
AETTITOMEPEIOC
o «[lepITUAIYHO» TWV AVTIKEINEVWV

Source Wikipedia
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UV Mapping

e ATO TIC 2 OTIG 3 DIACTACEIC
UV Map

AAAM LA AMSAAANAAA AN

Texture

34



Clamping & Wrapping

Wrapping: H eikéva upAc etravalappBaveral
€WG OTOU VA KOAUWEI TO TTOAUYWVO

Clamping: To TteAeutaio pixel ™nG eikovag
UQNG EKTEIVETAI OTO ATTelpo (Ewg OTOoUu va
KAAUWEI TO TTOAUYWVO...)

[MeplopileTal N avaykn yid HEYAAEG EIKOVEC
UQPNG, 1 TTOAAG MIKPAG TTOAUYWVA.

Source Wikipedia
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Texture splatting

Mia ué6odo¢ cuvduacouoU dIAPOPETIKWY UPUIV.
Alagpaveia (MEow alphamap) epapudleTal oTa UPNAOTEPA ETTITTEDA, WOTE VA
QTTOKAAUTTTOVTAI T ETTITTEDQ TTOU BpiokovTal atrd KATW.

Source Wikipedia
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Bump mapping

«YWOUETPIKOG XAPTNS» TWV ETTIPAVEIOKWY QVWHAAIWY (MIa €IKOVA JE Eva KavaAl!)

[Mp1v TOV UTTOAOYIONO TOU PWTICHOU:

1. AvTioTOiXION TOU ONMEiOU TNG ETTIPAVEIAG PE Eva ONEIO TOU XAPTN

2. YTToAoyIlouog Tou KGBeTou (normal) d1avUOUATOC TTOU AVTIOTOIXEI OTO XAPTN
3. lNpbdoBeon Tou normal Tou X&pTnN oTo Nnormal TNS YEWMPETPIKAG ETTIPAVEIAG
4. YTIOAOYIONOC TOU QWTIOHOU PE BAon Ta véa normal

Source Wikipedia 37



Normal mapping

e To bump mapping KwOIKOTTOIEI TO UYOG, ATTO TO OTTOIO TTPOKUTITEI TO

KABeTo didvuopua (normal).
e To normal mapping karaypda@el Capxns Ta normals.

W
AY)
A
S

e
S
R
&
aw

7

™
S
VAWV
AN
A\Jz A 4
Wb,
o

s
AL\

v,
e
S

\4
2

AVA
Ay,

N

7S
=1

A

N
’E

NS

A

’Aﬁ‘

original mesh simplified mesh anzirr?g::ggfr: ae:;in 9
4M triangles 500 triangles 500 triangles

Source Wikipedia 38



Normal mapping

Source Wikimedia Commons
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Parallax mapping

e Parallax mapping (also offset mapping or virtual displacement
mapping):

e Motion parallax: d10@QOPETIKEG TAXUTNTES YIA TIG TIPOBOAEG AVTIKEIMEVWV TTOU
BpiokovTtal o€ SINPOPETIKEG ATTOCTACEIG

e Occlusion
e Self-shadowing

40



Parallax mapping

* Ou(X,y) ouvTETOYUEVEC TNC LPNC LETaTOTIL(OVTOLL
OUVEXWC, CUVOPTAOEL TNC OTTTLKAC YWVLOC

e L0 TILO ATIOTOMEC YWVLEC, N LETATOTILON ELVOL TTLO
evtovn, divovtac tnv Yeuvdaiobnon Babouc

* Relief mapping, parallax occlusion: karmnoto Tunpa TG
eritdaveLoc prtopet (Aoyw «UPouc») va artokAELoEL
NV opatotnta os karnoto aAlo (Self-occlusion)



e Left: bump-mapping. Right: actual isosurface

Source Wikipedia
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Displacement mapping

Omwg kal oto Bump mapping, xprion €vog UYWOUETPIKOU XapTn.
2.€ avTiBeon pe To Bump mapping, TTpaypaTikr) METATOTTION TWV CUVTETAYMEVWV
TWV ONMUEIWV.

ORIGINAL MESH

ABC

DISPLACEMENT MAP

MESH WITH DISPLACEMENT

Source Wikipedia
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Displacement mapping

Ortav 10 input Tou renderer gival upnAou emiITTEdOU douES (TTX. NURBS
Subdivision surfaces), katd 1o rendering n YEWUETPIA AUTA KATATEUVETAI
OTa avaykaia -Aetrropepn- faces.

Ortav 1o povTéAo gival ecapxns KaTaTeTunuévo o€ faces, 1o displacement
map ouxXvA aVvTIOTOIXEI O€ JETATOTTIOEIG JOVO OTIC KOPUPEC —Kal JAAIOTO
EViOTE JOVO KATA PNKOG TNG KOBETOU.

21N OeUTEPN TTEPITITWAON, TO MEYIOTO ETTITIEO0 AETITOUEPEIAC Eival EK TWV
TTPOTEPWV TTEPIOPIOUEVO.



Light and shading

Light source

» Viewpoint

\

Screen




Light and shading

Ambient lighting
Directional lighting
Point lighting

Spotlight lighting

omnidirectional




Light and shading




Flat vs Smooth Shading

FLAT SHADING PHONG SHADING



Radiosity

Direct Illumination Radlosyl -

ApIoTEPQ, TPEIC TTNYES PWTOG: Spot, ambient, omnidirectional
Ae€ia: Mia trnyn + Radiosity

16th Pass
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Rendering

e Real-time

GPU-based
Scanline Rendering (cdpwaon YPOUUR-YPONUNA)

e Offline

H GPU 0d¢v gival atrapaitntn
Render farms

Ray casting

Ray-tracing



Ray Tracing

* [wa kaBe pixel Tnc elkovac anooteAAETOL Ll
aktiva pwTtog

e JTNV MOPELO TNC, TA AVTILKELULEVA KOl OL TINYEC
dwTOC IOV ouvavtael kaBopill{ouv To XpwWHO TOU

TeALKOU pixel. Image

, Camera/
 AvokAaoelc @ 8
¢ ABANAOELC View Ray

\\\

 Aldyuon )&

o




Ray Tracing
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Autodesk 3ds Max =

Modeling supported —/

« Surface tool/Editable patch object. The surface tool is for creating
common 3ds max's splines, and then applying a modifier called

"surface." This modifier makes a surface from every 3 or 4 vertices
In a grid.

« NURBS

« Polygon modeling




Autodesk MAYA

Autodesk:
| Maya
Modeling supported

« NURBS
» Polygons

r m—
l Avncdess Mays 2011 wbd PAMOductions CENCube En Cadenasiscenes\adals door me® ——

e Subdivision surfaces

[+
N
L

e |

=
"

]

=




Blender 3d

Modeling supported

 NURBS surfaces, bezier and B-spline curves,

Vector fonts (TrueType, PostScript, OpenType)

® POIygon meSheS {3~ (09 »dd Traite Guve Remsar Wilp | =|che-mode X[ [scEBeene i : Ve TINT | FATI01 OhT-0 | Lad | Merd? 041 04 41N | BreZiz00] Exth
 Metaballs
e Subdivision surfaces

SRV T e 553 DR e EOOCTEN oo O

| 1 Oy [0
<o




Modeling supported
» Polygons
* NURBS (as an added component)

I\

D X3D-Edit 3.2 Editor Suite 201207171143

File Edit View X3D Team Tools Window Help
2%

newSceneGraph_3.x3d - Navigator 2
(4%) version="1.0" encoding="UTF-8"
@ PUBLIC "IS0//Web3D//DTD X30 3.,

—-§ ¥ Transform
-4 Shape
4 Cone

=4 & Appearance

i &Y Material
=&  Transform
-4 % Shape

@& Cylinder

-4 & Appearance
=€ Transform
-4 Shape

Filters:

¥ newSceneGraph_3.3d &

IBE-E-atFEN P e

17| </BppearanceX>

Ml o </Shape>

19| </Transform>
- <Transform>

=)
(==

<Shape>
<Cylinder DI

| <Appearance>

<Material diffuse

r </BppearanceX>

F </Shape>

«/TIransform>

= <Transform

<Shape>

<Sphere DE

translati

<Appearance>

Wow WK R R R R R R R R

= R R
T

' output =

EDIEE] 30 viewer =

| B|w |

m

m

Palette 2
=l X3D Scene Structure and Metadata

- XML comment > 4 DOCTYPE Ao x30
=1 head <0 component 3 unit
< meta gﬁ Scene @ MetadataBoolean

@ MetadataDouble @ MetadataFloat

&) MetadataSting  |&] MetadataSet

& sMAL Object & sMAL Terrain

= Geometry: Primitives

¥ Grouping

* Viewing and Navigation

= Appearance, Material and Textures
+ Geometry: Points, Lines and Polygons
+ Event Animation and Interpolation

+ User Interactivity and Sensors

+ Event Utilities and Scripting

= Geometry: 2D

= Lighting and Environmental Effects

@ Metadatalnteger
& worldinfo
& smaL vehide

m




X3D Code example

<X3D>
<Scene>
<Background skyColor="1 1 1'/>
<Viewpoint description="My Viewpoint' position="'0 0 6'/>
<Shape DEF='0OriginSphere'>
<Sphere radius='0.2'/>
<Appearance>
<Material diffuseColor="'1 0.2 0.2'/>
</Appearance>
</Shape>
<Transform translation="1 0 0" rotation="0 0 1 0.6">

<Shape DEF='MyBox">
<Appearance>
<Material/>
</Appearance>

<Box size='0.9 0.6 0.3'/>
</Shape> .
</Transform>

</Scene>
</X3D>




...Y1O TO OTTITI

KateBaloupe tov Octaga player (free)

http://octagavs.com/softwarem/octaga-player

AnplovpyoU e eva eyypado amAol KELUEVOU OTOV
uTtoAoylotn pac, kot ppovtilovpe n kataAnén to va eivor .x3d

Kavoupe copy-paste Tov KwoLKa TNE mMponyoUUEVNC
Sdlapavelac HECA OTO APYXELO AUTO

Avolyoupue to apyeio pe tov Octaga player

Aokipalovpe vor aAAaéou e tTh Soun N TLC MTOPOAETPOUC TOU
kwoka, kal matape refresh otov Octaga


http://octagavs.com/softwarem/octaga-player
http://octagavs.com/softwarem/octaga-player
http://octagavs.com/softwarem/octaga-player

Recommended X3D resources

X3DEdit
https://savage.nps.edu/X3D-Edit/

...or Notepad (++)

Octaga Player
http://octagavs.com/softwarem/octaga-player

Examples:
http://x3dgraphics.com/examples/X3dForWebAuthors/

X3D API:
http://www.web3d.org/files/specifications/19775-1/V3.3/index.html

X3D Tooltips:
http://www.web3d.org/x3d/content/X3dTooltips.html
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