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1.1 Eicaywyn

O 1TOAU ypryopog puBpog avatTuéng Ta TEAEUTaIA €T €XEI ETTNPEAOCEI OPAMATIKA
TOV TPOTTO YE TOV OTTOI0 DIAPOPOI ETTIOTAMOVEG TTPOOEYYICOUV TNV PEAETN apXAiwV
pMvnueiwv. O1 TexvoAoyieg 0TTwg n Tp1odIdoTaTn povreAotroinon kai n SCAN to BIM
EXouv aANGgel Ta OedopEvVa E ATTOTEAEOHUA VO ATTOTEAOUV ONUEPA BACIKA EpyaAEia
KATAYPOQPNG KAl YnNPIOKAG avaTrapdoTaong TG TTOMITIOTIKAG KAnpovouldg. Xapn o€
QUTEG TIG TEXVOAOYIEG KaI OTOV TPOTTO JE TOV OTTOIO QEIOTTOIOUVTAIl TO EUPU KOIVO €XEI
TTPOoBacn o€ TPICOIACTATA ETTIOTNUOVIKA TEKUAPIA AAAG KOl AETTTOUEPAG I0TOPIKA
TTAnpoopia.

270 TTAQiC10 QUTO N TTapoUCa JITTAWMATIKA EPYOCia ava@EéPETal OTNV TPICOIACTATN
avakataokeur Tou Evetikou ®poupiou Pipkd, TTou atroTeAOUCE TO TTIO GNPAVTIKO
Kal KOMBIKG oxUpwpa TV EveTikr Tepiodo ota Xavid. Me Tnv xprion AOYICHIKWY
TPIOOIACTATNG MOVTEAOTTOINONG KAl EPYAAEIWV QWTOPEAAIOTIKAG ATTEIKOVIONG
onuioupyeital éva 3D PovTEAO TTOU ATTOQIOEI AETTTOUEPWG TNV APXITEKTOVIKNA TOU
pvnueiou. H diadikaoia atroTeAcital ammd AETITOPEPNG ETTECEPYATIA OXNUATWY YIA
TNV ATTOTUTTWON TNG YEWMETPIAG KAl EQAPPOYI UAIKWYV, XPWHATWY KAl QWTICHOU
yla Tnv dnuioupyia piag pEAAIOTIKNG ATTEIKOVIONG. ZUvOuAdovTag TNV TEXVOAoyia
SCAN to BIM pe v 1picdidoTarn povreAotroinon dnuioupynbnke éva JovTéAO TO
OTTOIO YTTOPEI ATTOTEAEDEI ONUEIO AVAPOPAG OTOV ETTIOTNMOVIKO KAl EPEUVNTIKO
Top€A. ZUVOAIKA N epyacia auTh TTapouciddel avaAuTikd Tnv pebodoAoyia Kail Ta
oT1adIa Tou TPICOIACTATOU HOVTEAOU , KABWGC Kal Ta ATTOTEAETUATA TA OTTOIA
TOViCOUV TNV ONUAcia TToU £XOUV OI VEEC TEXVOAOYIEC OTNV TTPORBOAN I0TOPIKWV
MVNUEIiWV.
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Abstract

The very rapid pace of development in recent years has dramatically affected the
way in which various scientists approach the study of ancient monuments.
Technologies such as 3D modeling and SCAN to BIM have changed the data and
have become essential tools for recording and digital representation of cultural
heritage. Thanks to these technologies and the way in which they are utilized, the
public has access to 3D scientific evidence as well as detailed historical
information.

In this context, this thesis refers to the 3D reconstruction of the Venetian Fortress
of Firkas, which was the most important and pivotal fortification during the
Venetian period in Chania. Using 3D modeling software and photorealistic
visualization tools, a 3D model is created that renders the architecture of the
monument in detail. The process consists of detailed processing of shapes to
capture the geometry and application of materials, colors and lighting to create a
realistic visualization. Combining SCAN to BIM technology with 3D modeling, a
model was created that can be a reference point in the scientific and research
field. Overall, this work presents in detail the methodology and stages of the 3D
model, as well as the results that highlight the importance of new technologies in
the visualization of historical monuments.
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1.2 3D Modeling

To 3D Modeling €ival n diadikaoia e TNV oTToia ONPIOUPYEITAI JIa TPIOBIACTATN
WNQIOKA ATTEIKOVION £VOG QVTIKEIMEVOU N ETTIQAVEIAG UE TNV BOoRBEIa AoyIOUIKOU.
Ta 3D povTéAa £xouv BABOG, UWOGS Kal TTAATOG TO 0TToio BonBdcl 0TV KOAUTEPN
TTPOROAN TOUG KABWG PTTOPOUV VA TTEPICTPAPOUV KAl VA ATTOKTOOUV Kivnon N
OKOMA KAl va EKTUTTWOOUV PEow 3D EKTUTTWTWV.

MpokeiTal yia €va TTOAU onUAvTIKO £PYOAEIO KOBWGS XPNOIKOTIOIEITAI O€ TOUEIG
OTTWG N APXITEKTOVIKN, Ta BIVTEOTTAIXVIOIA, N
TTapaywyr animation, oxediaon TTPOoIGVIWY Kal
AAAa.

To TTOAU peYAAO TTAEOVEKTNUA Eival TTWG
OTTOIOONTTOTE 10 UTTOPEI VA TTAPEI oPPry Kal
UTTOOTACT TTPIV YiVEI TTPAYHATIKOTNTA KAl AQUTO
BonBdael 1diaitepa oTnV atroQuyr AaBwv Kai
ETTITAXUVEI TOV XPOVO UAOTTOINONG.

Mwg Asitoupyei To 3D Modeling

Orav katrolog dnuioupyei Eva 3D povTéAo
OlapOPPWVEI onuEia yEoa o€ Evav Pnelako
XWPO, T OTToia cuVOEOVTal JETAEU TOUG dNPIOUPYWVTAS £va TTAEYHa (mesh) TTou
atroteAeiTal atrd KOPUPEG (vertices) akuég (edges) kail emigdveleg (faces).

YTdpxouv 1ToAAoi TpdTTOI Va EEKIVIOEI KATTOI0G TNV OXediaon Tou n atmd 10 undév
N akOua Kal hE éva BaoikO HOVTEAO TO OTTOIO Ba eTTECEPYQOTEI yIa VO QTACEI OTO
atrotéAeopa TTou €mmOuei. Otav 0 oxedIaouog Tou PovTEAOU OAOKANPwOEi, Ba
TTPOOTEBOUV UQPEC QWTICHOG KAl OKIEC VIO €vVa TTIO PEAAIOTIKO attoTéAeoua. Ta
TTEPICOCOTEPA TTPOYPANUATA CHUEPT TTIPOCPEPOUV ATTEIKOVIOT OE TTPAYUATIKO
XPOVO Kal £T01 0 dNUIOUPYOC PTTOPET va BAETTEI O€ TTPAYUATIKO XPOVO TIG AAAQYEC
TToU KAvEL. AAAN Pia AEITOUpyia TTOU TTPOCPEPOUV KATTOIA TTPOYPANUOTA Eival TNG
Kivnong kai animation , TTou € AUTAV TO HOVTEAO UTTOPET va “CvTavEWEr” aTnv
004vn pac. 1
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https://www.theknowledgeacademy.com/blog/what-is-3d-modelling/?-,3D%20Modelling%20is%20the%20process%20of%20creating%20a%20three-dimensional,ideas%20before%20they%20become%20real.#:~:text=is%203D%20Modelling
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H diadikacia Tng Tp10d1doTATNG MOVTEAOTTOINONG

< ZUAANWYnN TnG 15€ag (Conceptualisation)
> [piv TNV évapén KABe oxediaong O PNXAVIKOG CUYKEVTPWVEI

TTANPOQOPIES KAl TO OTTTIKO UAIKO yIa va KaBopIOTEi 0 OKOTTOG TOU
MovTéAou. Mg auTd Tov TPOTTO £COIKOVOEI XPOVO Kal dIac@aAilel TTwG
TO TEAIKO HOVTEAO Ba KAAUTITEI TIG ATTAUTACEIG TOU APXIKOU OTOXOU.

< Movrelotroinon (Modelling)
> AvaAoya pe Tov TEAIKO OTOXO O MNXAVIKOG XPNOIUOTIOIWVTAG TO

KATAAANAO AOYIOUIKO eKPETAAANEUETAI TEXVIKEG OTTWG box modelling,
digital sculpting kai spline modelling. Ave¢apTiTwg TO €idOG TOU
MOVTEAOU N akpifeia Kal N CUPMETPIa €Xouv KaBopIoTIKO pOAO yia
QUTO O UNXAVIKOG ETTECEPYACETAI CUVEXWGS TO OXNHA VIO VO KATOANEEI
o€ £€va owOoTO ATTOTEAEC Q.

< E@apuoyn upwv (Texturing)
> Metd Tnv oAOKAApWON Tou OXANATOS KOAOUBEI N TTPOCONKN UPWY

KAl XPWHATWVY. XpNOILOTIOIWVTAS QuToypaPies, UPEG n procedural
materials kaBopileTal n 6wn TNG ETTIPAVEIAG diVOVTAG OTO JOVTEANO
PEANIOHO KOl AETTTOPEPEIQ.

< Amodoon kal Ere§epyacia (Rendering & Processing)
> 270 TEAOG O PNXAVIKOG PE TOV uNXavioud rendering dNPIOUPYEi YIa

S
On,q\—ul\\>

PEAAIOTIKA €1KGVA N KIVOUUEVN OKNVr] , N OTToia UTTOPEI va £§axOei wg
gIkOva , Bivreo n dia dpacTikS Treplexouevo. 1

EA.ME.TIA. TuApa HAekTpovIKWY Mnxavikwv
Oppavidng Npnyopiog KwvoTtavtivog


https://www.theknowledgeacademy.com/blog/what-is-3d-modelling/?-,3D%20Modelling%20is%20the%20process%20of%20creating%20a%20three-dimensional,ideas%20before%20they%20become%20real.#:~:text=is%203D%20Modelling
https://www.theknowledgeacademy.com/blog/what-is-3d-modelling/?-,3D%20Modelling%20is%20the%20process%20of%20creating%20a%20three-dimensional,ideas%20before%20they%20become%20real.#:~:text=is%203D%20Modelling

SCAN to BIM-3D avakaTaoKkeur apXaiwv yvnueiwy

H 1repiTrTwon Tou Evetikou ®poupiou Pipkd 010 Aiydvi Xaviwv

2 € TI XPNOIJOTTOIEiTAI N TPIOBIACTATN MOVTEAOTTOINGCN;

To 3D modeling Bpiokel epapuoyn o€ Eva HeyGAO @Aoua Biopnxaviwy dIoTI
MTTOPEI VO dNUIOUPYEI AETTTOUEPEIG ATTEIKOVIOEIG AVTIKEIMEVWV KAl
XWPWV.MapakAaTw ava@EpovTal JEPIKES ATTO TIG EQAPUOYEG TOU:

Biopnxavia Yuxaywyiag:

KaBopioTikd pdho éxel To 3D modeling o€ Taivieg kai Bivreotraividia TTou
dnuioupyouvTal JEow autou TTEPIBAAAOVTA, EQE Kal XOPAKTAPES divovTag
CwvTtavia kal BAB0og BEATIWVOVTAG TNV EPTTEIPIA TOU KOIVOU.

ApXITEKTOVIKN Kal AKivnTta:

IMOAAEG eTQIPEIEG APXITEKTOVIKAG
xpnoipotrolouv 10 3D modeling yia tnv
dnMIouUpYia EIKOVIKWY TTEPINYACEWY TO
oT1T0i0 BonBdel T6oo oToVv oXedIaoPO 600
Kal OTNV TTapouciacn KTIpiwv o€ TTEAATEG.

Biopunxavikog Xxed10ou6G Kal
Mapaywyn: MNMoAU kpioipgo Bpiokouv ol
oXedlaoTéG TTpolovTwy 10 3D modeling
KaBw¢ PTTopouv va oXedlidoouV Kal Vo
QOKIJACOUV TTPOIGVTA TTPIV TNV KATAOKEUN
ToUG. 'ETO1 £€0IKOVOPOUV XPOVO Kal
KOOTOG , EVW OTTOPEUYOUV TA TTOAAG
o@AAPATa TTPIV TO TEAIKO ATTOTEAEO Q.

larpikég Topéag:

21NV 1aTPIKA N dNUIoUPYia TTPOCWTTOTTOINUEVWY EUPUTEUPATWY YiveTal ye 3D
modeling KaBwg XpNOIKOTIOIEITAI KAI VIO AVATOMIKEG HEAETEG, OAA aUTA
TIPOCOPHUOCHEVA YIa TIC aVAYKES TOU KABE aoBevoug. 2
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1.3 3D Mapping & Modeling pe Drone

Ta TeAeuTaia xpdvia 6Ao Kal TTEPICOOTEPOI NXAVIKOI XpnoluoTrolouv drones yia
TNV TPI0dIACTATN XapToypd@non. H TpiodidoTarn xaptoypdenon €ivai n
dladIKagia oTnV oTroia Kataypd@ovTal EIKOVEG Kal dedopéva atrd WnAd
ONUIOUPYWVTAG JI AVATTOPACTACT TOU XWPEOU.

Ta drones cuAAéyouv TTANPOPOPIEG E HEYAAN TaXUTNTA KOl OKPIBEIO ECW TNG
QWTOYPAUUETPIOG N OTToia UVOUACLEI TTOAAEG PLITOYPAPIES VIO TOV UTTOAOYIOHO
QATTOOTACEWV , €iTe y€ow Lidar pia TexvoAoyia laser Tou uttoAoyilel aTTOOTACEIG
Kal TTapdyel TpIodIdoTaTa VEPN TWV CNUEIWY TOU

TTEPIBAAAOVTOG. ‘ETTEITa YiveTal N TTECEPYQTia AUTWY
TWV OEOOUEVWV KAl HECW AOYIOUIKOU dnuIoupyeital
éva OAOKANPWUEVO Kal akpIBES TPICOIAOTATO POVTENO
ME QKPIPNG UETPNOEIG, TO OTTOI0 UTTOPEI va avaAuBOEi
aTtr® OTTOIAdNTIOTE YWVid TTPOCPEPOVTAG HIA
AETITOUEPNS WYNPIOKH AvATTAPAOCTACH TNG TTEPIOXNG.

H xpAion Twv drones otnv QWTOYPANUETPIA EXEI
TTOAAG TTAEOVEKTHUATA TA OTTOIO T KABIOTOUV
10avIKA. ApXIKA NTTOpOUV va £xouv TTpooBacn o€ dUORATES TTEPIOXES OTTWG
avwuoAa €dA@n N onueia Ye KAToAIoBNOEIC PHEIWVOVTAG £TOI
TOV Kivouvo yia Tov AvBpwtro. EITTAéov AOYO TwV KAPEPWYV UWNANG avaAuong
kal Ta cuoTApaTa RTK/PPK (Real-Time Kinematic kai Post-Processed
Kinematic),yiveral TToAU akpIfi¢ avaAuon Pe atToTEAECUA O WETPHOEIS Va gival
agIOTOTEG. TEAOG EE0IKOVOUOUV TTOAU XPOVO BIOTI N GUTOYPANUETPIa e drones
gival €wg Kal TTEVTE QOPEG TTIO Ypryopn aTTd AAAEC pEBOBOUC Kal £XEl AilyoTePa
onueia eAéyxou (GCPs, Ground Control Points),£T01 peiwveTal onuavTika 10
KOOTOG OUYKPITIKGA PE AAAEC HEBODOUGC KaBwWG Ta drones atraitolv AlyoTepa
Kauolua Kal avepwTrivo duVauIko. 3
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E@appoyég Drone 3D Mapping

To 3D mapping Bpiokel epapuoyr] o€ TTOAAOUG TOWEIG dIEUKOAUVOVTAG TNV AYn
ATTOQACEWY. 2TNV TTOAEOdOMIa HEOW Twv drones evToTTifovTal VEa n aubaipeTa
KTiIOPATA KAl YiVETOI CUYKPION XOPTWV OIAQOPETIKWYV TTEPIOXWYV, EVW OTNV
APXITEKTOVIKA BonBd oTnv dnuioupyia HOVTEAWY XWPWV YIa PEAETN KOl TTPOTACEIG
oxediou.

2TNV yewpyia géEow Twv drone TTapakoAouBouvTal ol KAANIEPYEIES, Ol EKTATEIG KAl
evrotTiCovTal TTpoBARuaTa 6TTwg N dIGBPWON Kal Ol PUTIKEG AOBEVEIEG.

2TIG KATOOKEUEG YivETAl TTapakoAouBnon TnNg TTpoddou épywv péow Twv drones,
€TTIONG DIEUKOAUVEI OTOV OXEDIOONO EpYOTALiWV Kal TOV EAEYXO TOU EEOTTAICUOU
TTAaPAAANAQ OTOV TOPEQ TWV AKIVATWY dnuioupyouvTal 3D XApTeC yia KAAUTEPN
dlaxeipion aKIVATWV.

2TOV TOMEQ TNG EVEPYEIOG Kal Tou TTEPIBAAAOVTOG Ta drones BonBouv oTnv
EMOEWPNON YEQUPWYV ,TTUAWVWV KAl AVEUOYEVVNTPIWY KABWG Kal Twv daowWwy,
TIANUPUPWY KAl QUOIKWY KATAOTPOPWY dIATNPWVTAS TOV AvBpWITO O€ [id
ao@aAn arrooTaorn. TEAOG Ta drones ouvelio@EPOUV OTNV ONUOCIA ACPAAEIQ
KaBw¢ BonBouv oTov oXedIATHO BIAdPONWY EKKEVWONG KAl EVTOTTIOUO
EYKANUaTiwyv. 3
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1.4 3D AoyIOHIKA TTOU XPNOIMOTTOIRBNKAV

2TnVv TTapouoa epyacia TTapouciddeTal n diadikaoia dnuioupyiag
evOg TpIodidoTaTou HovTEAOU e TRV Xpron Tou Blender 4.2.0. To
Blender gival éva a1td Ta 110 OAOKANPpWPEVA TTPOYPANKATA
onuioupyiag 3D ypa@ikwyv TTayKooUiwg. 1d6pubnke 10 1994 Kkai n
KUKAo@opia Tou €yive dnuooia 1o 1998 kabwg £yive Kal avoixTou
KwoIka 10 2002 peTd atrd pia KapTravia xpnuoatoddtnong.

blender

2

H ékdoaon TTou XpnolYoTToINBnKe o€ AUtV TV Epyaacia gival
dwpedv Kal
d1a8€o1un yia windows, mac kai Linux.To blender xpnoiyoTroigitTal cuvexwg yia
onuioupyia @€, animation kKal OvVTEAOTTOINON O€ TAIVIEG KAl BIvTeOTTaIXVIdIA.

KA&TToIEC TaIVIESG KAl TTAIXVIDIA TTOU
xpnoipotroinenke 1o 3D Modeling eival To
Spider-Man: No Way Home kai 10
Cyberpunk 2077.

Etriong 10 BpaBeupévo pe Ookap animation
Flow dnuioupyndnke oAOKANPWTIKA OTO
Blender avadeikvuovTag Tnv agia Tou
TIPOYPAUMATOC KABWG UTTOPEI va oTadEi

N 104G¢EI0 aTTéEVAVTI 0€ Kopu@aia TTPoyPdupaTa
~ " TnG ayopdg.

To blender avamtuxbnke Adyo TNG TTAYKOO WIS KOIVOTNTAG TTPOYPAUMATIOTWYV N
otToia ouVEXICe dIaPKWGS va BEATIWVEI Kal va EUTTAOUTICEI TO

AOYIOUIKO PE ATTOTEAECUA OUEPA VA ATTOTEAEI £va TTOAU I0XUPO KAl EUEAIKTO
epyaAeio yia kaBe dnuioupyod 3D povTéAwy. 4

10
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XpWHATIONOG TOU HOVTEAOU

O XpwHATIONOG TOU POVTEAOU £YIVE PE TO TTPOYPANUA
Twinmotion 61ToU gival Baciouévo oTo unreal engine
Kal TTpoo@épel 3D artreikdvion o€ TTpayuaTIKO XpOvo.
To Twinmotion atreuBuveTal 0 PnNXavikoug Kal
QPXITEKTOVEG, XPNOIMOTIOIEITAI yIa TV dnuioupyia
BivTeo Kal peaAIOTIKWYV €IKOVWY aTTd povtéda Cad n
Bim.

Mepiéxel pa peyaAn BiBAI0BriKN UAIKWY, XPWHUATWY Kal
QVTIKEIMEVWV KOBWGS Kal PIa EEXWPIOTH cUPBATOTNTA UE AOYICHIKA OTTWG
ArchiCAD, Revit, SketchUp, Rhino kar SOLIDWORKS. ETriong péow Twv
epyaAeiwv aAAayng wpag Kal Kaipou ETTITPETTETAI N TTOPOUCIOCN TOU HOVTEAOU O€
OIOPOPETIKEG

OUVOAKEG KATI TTOU BEATILOVEI TOV PEAAICHO TOU POVTEAOU.

To Twinmotion diaTiBeTan dwpedv Kal yEow Tou Twinmotion cloud pTTOPEi KAVEIG
va JOIPaOTEN TO £pYO TOU. 5

SOTEIAKO >
o\,{v 44% 11
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https://chiprender.com/what-is-twinmotion/#:~:text=Twinmotion%2C%20as%20a%20real-time,idea%20on%20a%20human%20scale.
https://chiprender.com/what-is-twinmotion/#:~:text=Twinmotion%2C%20as%20a%20real-time,idea%20on%20a%20human%20scale.

SCAN to BIM-3D avakaTtaoKeur apxaiwv yvnueiwv

H mrepitrTwon Tou EvetikoUu @poupiou Pipkd ato Aiudvi Xaviwv

To Blender kai To Twinmotion givail diaB€oipa yia 6Aa Ta AEITOUPYIKA CUCTHUATA.
H tpiodidoTarn etre¢epyacia kai n diadikaoia rendering TTOPAPEVOUV ATTAITNTIKEG
Kal TTPOUTTOBETOUV TN XPHON I0XUPOU UTTOAOYIOTIKOU £COTTAIOCUOU VIO OJOAN
Aeitoupyia kar atrédoon. Av KATToloG £TTIBUE va eykaTtaoThoel To Blender ) 1o
Twinmotion, ytropei eUKoAa va Bpel 01O O1adIKTUO OAEG TIG DIOBECIPEG EKDOOEIG
TWV TTPOYPAPHATWY 6 7

2TOUG TTOPAKATW TTIVOKEG TTAPATIOEVTAI AVOAUTIKA OI TIPOTEIVOUEVEG EAAXIOTEG
TEXVIKEG TTPOBIAYPAPES (requirements) yia TNV OPOAL EKTEAECT TWV

TTPOYPAUMATWY : 8 9

Blender Windows macO0S Linux
oS Windows 8.1 (64-bit) macOS 11.2 (Big Sur) Awavopn pe Glibc 2.28
1 veotepn £kdoon (64-
bit)
CPU 4 TIUPRAVEC e Apple Silicon A Intel 4 TIUPRAVEC JE
utrooTrpin SSE4.2 utrooTnpign SSE4.2
RAM 8 GB 8 GB 8 GB
GPU 2 GB VRAM GPU pue Metal 2.2 2 GB VRAM
Twinmotion Windows macO0S
0s Windows 10 64-bit version macOS Ventura 13.5
CpPU ‘Evag eTegepyacTAG HE Apple Silicon M Series 1 Intel
BaBuohoyia benchmark 2.000 | pe BaBuoAoyia benchmark
N uwnAdéTePn. 2.000 i uwnAdTepn.
RAM 16 GB 32GB
GPU 6 GB VRAM 6 GB VRAM
\'\é’ovElAKo ,744/ 12
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https://www.blender.org/download
https://www.blender.org/download
https://www.twinmotion.com/en-US/download
https://www.twinmotion.com/en-US/download
https://www.blender.org/download/requirements
https://www.blender.org/download/requirements
https://dev.epicgames.com/documentation/en-us/twinmotion/hardware-and-software-specifications-for-twinmotion
https://dev.epicgames.com/documentation/en-us/twinmotion/hardware-and-software-specifications-for-twinmotion

SCAN to BIM-3D avakaTaoKkeur apXaiwv yvnueiwy

H 1repiTrTwon Tou Evetikou ®poupiou Pipkd 010 Aiydvi Xaviwv

1.5 loTopIKA avadpoun

Kata tnv didpkela TnG BevetokpaTiag 1o 1211 pe 1669 , n KpAtn Kol cuyKekpipéva
Ta Xavid atroteAouoav Jia EEXwPIOTH TTEPIOXN Adyw TNG TOTTOBECiag Tou vnolou
Kal TOU AIJaviou Twv Xaviwyv, TO OTToio ATav KOPPBIKO yIa TO EUTTOPIO KAl TIG
oTPATIWTIKEG OpaoTNPIOTATES. OI BEVETOI avayvwpilovTag TV agia Tou Aiyaviou
,OXUpwaoav TNV TTOAN yIa va TTPOCTATEUTOUV ATTO TTEIPATIKEG KAl 0BWUAVIKES
OTTEINEG.

H oxUpwon €yive Baoifdpevn o€ TTPOTUTTA TNG ITAAIKNAG APXITEKTOVIKNAG OXOANG TNG
Avayévvnong.

Ta oxupd gixav 1oxupd Teixn ,
TTPOMAXWVEG Kal TAPPOUG OTTOU O
OUVOUQOPOG TOUG dnuIoupynoe
éva ApTIO AUUVTIKO oUCTNHA TO
OTTOIO UTTOPOUCE VO avTATTECEADE!
o€ emBéoelg. Ta oxupd TTépa aTrd
TNV OTPATIWTIKA TOUG Onuacia
gixav ka1 onuacia 10x00¢ Kal
oTaB8epdTNTAC TO OTIOIO
avTavakAoUOoE TO KUPOG TNG
EveTikig Anuokpartiag.

s AN 210 BopeloduTiKO HEPOG TOU
EVETIKOU Alpawou )(TIO'TI’]KE TO (POUPIO TOU PIPKA TO ONUAVTIKOTEPO OTPATIWTIKO
€pyo Twv Xaviwv, Tou o1Toiou 0 POAOG ATAV APUVTIKAG OpYAVWONG WOTE VO
atTwBouvTal o1 exBpoi atrd T0 va e1I0€ABoUV aTO AIAVI KAl va EAEyXovTal Ol
BaAdooIEG HETAKIVAOEIG TTPOG TO ECWTEPIKO TNG TTOANG. 2T0 PPOUPIO OTEYAOVTAV
N @Poupd Kal 0 OTTAIOPOG TNG TTOANG divovTag TOU EVTOVN OTPATIWTIKY TAUTOTNTA.
H ovopaoia “©ipkag” TTpoEpxeTal atrd TNV TOUPKIKN AEEN Firka TTou onuaivel
‘oTpatwvag” kai 560nke apyoTtepa, KaTd Tnv TTEPiodo TNG Toupkokpartiag, étav To
KTiopa atrotéAeoe oTpaTIWTIKN BAoN KAl QUAQKH.

EA.ME.NA. Tuua HAekTpovikKwv Mnxavikwy
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SCAN to BIM-3D avakaTaoKeur) apXaiwyv pgvnueiwv
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H oxUpwon Twv Xaviwv Bswpeital atrd TIg TMIRANTIKES TNG KPATNG, Ta TEIXN, OI
TTPOPAXWVEG Kal TO @PoUpIo Tou PipKd avadeIkvUouV TNV TEXVOYVWOia Twv
Bevetwv tTou petétpewav TNV TTOAN O€ éva atrd TA TTI0 OTIBAPA KAl AvOEKTIKA
@poupIa TNG JECOYEIOU.

Mapd T1Ig PeydAeg BOPEC TTOU UTTEDTN N OXUPWON TwV Xaviwv HEYAAO PEPOG TNG
dlacwdeTal HEXPI Kal onuEPa. Zuykekpigéva 1o Ppoupio Tou Pipkd atroTeAe Eva
MVNMEIO TNG EVETIKNG APXITEKTOVIKNG KAl I0TOPIKO OUUPBOAO TNG TTOANG KABWG TO
1913 upwONKe N EAANVIKN onuaia TTAvw oTa TEIXN TOU, N OTToia oNUATOdOTE TNV
évwon Tng KpAtng pe Tnv EAAGSa. 10 11

T ———

o als vy Pugudl 1 1 deveyifoio 1913
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https://www.academia.edu/37167153/%CE%9C%CE%B9%CF%87%CE%AC%CE%BB%CE%B7%CF%82_%CE%91%CE%BD%CE%B4%CF%81%CE%B9%CE%B1%CE%BD%CE%AC%CE%BA%CE%B7%CF%82_%CE%A4%CE%B1_%CE%92%CE%B5%CE%BD%CE%B5%CF%84%CF%83%CE%B9%CE%AC%CE%BD%CE%B9%CE%BA%CE%B1_%CE%BC%CE%BD%CE%B7%CE%BC%CE%B5%CE%AF%CE%B1_%CF%84%CE%B7%CF%82_%CE%9A%CF%81%CE%AE%CF%84%CE%B7%CF%82_%CE%88%CE%BD%CE%B1%CF%82_%CE%AC%CE%BB%CE%BB%CE%BF%CF%82_%CE%A0%CE%BF%CE%BB%CE%B9%CF%84%CE%B9%CF%83%CE%BC%CF%8C%CF%82_%CE%BA%CE%B1%CE%B9_%CE%B7_%CF%80%CF%81%CE%BF%CF%83%CF%84%CE%B1%CF%83%CE%AF%CE%B1_%CF%84%CE%BF%CF%85_%CE%88%CF%81%CE%B5%CE%B9%CF%83%CE%BC%CE%B1_%CF%80%CE%B5%CF%81%CE%AF%CE%BF%CE%B4%CE%BF%CF%82_%CE%92_%CF%84%CE%B5%CF%8D%CF%87%CE%BF%CF%82_43_4_%CE%A7%CE%B1%CE%BD%CE%B9%CE%AC_%CE%9A%CE%B1%CE%BB%CE%BF%CE%BA%CE%B1%CE%AF%CF%81%CE%B9_2018_%CF%83%CE%B5%CE%BB_28_58
https://www.academia.edu/37167153/%CE%9C%CE%B9%CF%87%CE%AC%CE%BB%CE%B7%CF%82_%CE%91%CE%BD%CE%B4%CF%81%CE%B9%CE%B1%CE%BD%CE%AC%CE%BA%CE%B7%CF%82_%CE%A4%CE%B1_%CE%92%CE%B5%CE%BD%CE%B5%CF%84%CF%83%CE%B9%CE%AC%CE%BD%CE%B9%CE%BA%CE%B1_%CE%BC%CE%BD%CE%B7%CE%BC%CE%B5%CE%AF%CE%B1_%CF%84%CE%B7%CF%82_%CE%9A%CF%81%CE%AE%CF%84%CE%B7%CF%82_%CE%88%CE%BD%CE%B1%CF%82_%CE%AC%CE%BB%CE%BB%CE%BF%CF%82_%CE%A0%CE%BF%CE%BB%CE%B9%CF%84%CE%B9%CF%83%CE%BC%CF%8C%CF%82_%CE%BA%CE%B1%CE%B9_%CE%B7_%CF%80%CF%81%CE%BF%CF%83%CF%84%CE%B1%CF%83%CE%AF%CE%B1_%CF%84%CE%BF%CF%85_%CE%88%CF%81%CE%B5%CE%B9%CF%83%CE%BC%CE%B1_%CF%80%CE%B5%CF%81%CE%AF%CE%BF%CE%B4%CE%BF%CF%82_%CE%92_%CF%84%CE%B5%CF%8D%CF%87%CE%BF%CF%82_43_4_%CE%A7%CE%B1%CE%BD%CE%B9%CE%AC_%CE%9A%CE%B1%CE%BB%CE%BF%CE%BA%CE%B1%CE%AF%CF%81%CE%B9_2018_%CF%83%CE%B5%CE%BB_28_58
https://www.academia.edu/38306650/%CE%9C%CE%B9%CF%87%CE%AC%CE%BB%CE%B7%CF%82_%CE%91%CE%BD%CE%B4%CF%81%CE%B9%CE%B1%CE%BD%CE%AC%CE%BA%CE%B7%CF%82_%CE%9F%CE%B9_%CE%BF%CF%87%CF%85%CF%81%CF%8E%CF%83%CE%B5%CE%B9%CF%82_%CF%84%CE%B7%CF%82_%CE%9A%CF%81%CE%AE%CF%84%CE%B7%CF%82_%CE%BA%CE%B1%CF%84%CE%AC_%CF%84%CE%B7_%CE%92%CE%B5%CE%BD%CE%B5%CF%84%CE%BF%CE%BA%CF%81%CE%B1%CF%84%CE%AF%CE%B1_1204_1669_%CE%88%CF%81%CE%B5%CE%B9%CF%83%CE%BC%CE%B1_%CE%A0%CE%B5%CF%81%CE%B9%CE%BF%CE%B4%CE%B9%CE%BA%CE%AE_%CE%88%CE%BA%CE%B4%CE%BF%CF%83%CE%B7_%CE%9B%CF%8C%CE%B3%CE%BF%CF%85_%CE%BA%CE%B1%CE%B9_%CE%A4%CE%AD%CF%87%CE%BD%CE%B7%CF%82_%CE%A0%CE%B5%CF%81%CE%AF%CE%BF%CE%B4%CE%BF%CF%82_%CE%92_%CF%84%CE%B5%CF%8D%CF%87%CE%BF%CF%82_44_5_%CE%A7%CE%B1%CE%BD%CE%B9%CE%AC_%CE%A7%CE%B5%CE%B9%CE%BC%CF%8E%CE%BD%CE%B1%CF%82_2018_%CF%83%CE%B5%CE%BB_28_53
https://www.academia.edu/38306650/%CE%9C%CE%B9%CF%87%CE%AC%CE%BB%CE%B7%CF%82_%CE%91%CE%BD%CE%B4%CF%81%CE%B9%CE%B1%CE%BD%CE%AC%CE%BA%CE%B7%CF%82_%CE%9F%CE%B9_%CE%BF%CF%87%CF%85%CF%81%CF%8E%CF%83%CE%B5%CE%B9%CF%82_%CF%84%CE%B7%CF%82_%CE%9A%CF%81%CE%AE%CF%84%CE%B7%CF%82_%CE%BA%CE%B1%CF%84%CE%AC_%CF%84%CE%B7_%CE%92%CE%B5%CE%BD%CE%B5%CF%84%CE%BF%CE%BA%CF%81%CE%B1%CF%84%CE%AF%CE%B1_1204_1669_%CE%88%CF%81%CE%B5%CE%B9%CF%83%CE%BC%CE%B1_%CE%A0%CE%B5%CF%81%CE%B9%CE%BF%CE%B4%CE%B9%CE%BA%CE%AE_%CE%88%CE%BA%CE%B4%CE%BF%CF%83%CE%B7_%CE%9B%CF%8C%CE%B3%CE%BF%CF%85_%CE%BA%CE%B1%CE%B9_%CE%A4%CE%AD%CF%87%CE%BD%CE%B7%CF%82_%CE%A0%CE%B5%CF%81%CE%AF%CE%BF%CE%B4%CE%BF%CF%82_%CE%92_%CF%84%CE%B5%CF%8D%CF%87%CE%BF%CF%82_44_5_%CE%A7%CE%B1%CE%BD%CE%B9%CE%AC_%CE%A7%CE%B5%CE%B9%CE%BC%CF%8E%CE%BD%CE%B1%CF%82_2018_%CF%83%CE%B5%CE%BB_28_53
https://www.academia.edu/38306650/%CE%9C%CE%B9%CF%87%CE%AC%CE%BB%CE%B7%CF%82_%CE%91%CE%BD%CE%B4%CF%81%CE%B9%CE%B1%CE%BD%CE%AC%CE%BA%CE%B7%CF%82_%CE%9F%CE%B9_%CE%BF%CF%87%CF%85%CF%81%CF%8E%CF%83%CE%B5%CE%B9%CF%82_%CF%84%CE%B7%CF%82_%CE%9A%CF%81%CE%AE%CF%84%CE%B7%CF%82_%CE%BA%CE%B1%CF%84%CE%AC_%CF%84%CE%B7_%CE%92%CE%B5%CE%BD%CE%B5%CF%84%CE%BF%CE%BA%CF%81%CE%B1%CF%84%CE%AF%CE%B1_1204_1669_%CE%88%CF%81%CE%B5%CE%B9%CF%83%CE%BC%CE%B1_%CE%A0%CE%B5%CF%81%CE%B9%CE%BF%CE%B4%CE%B9%CE%BA%CE%AE_%CE%88%CE%BA%CE%B4%CE%BF%CF%83%CE%B7_%CE%9B%CF%8C%CE%B3%CE%BF%CF%85_%CE%BA%CE%B1%CE%B9_%CE%A4%CE%AD%CF%87%CE%BD%CE%B7%CF%82_%CE%A0%CE%B5%CF%81%CE%AF%CE%BF%CE%B4%CE%BF%CF%82_%CE%92_%CF%84%CE%B5%CF%8D%CF%87%CE%BF%CF%82_44_5_%CE%A7%CE%B1%CE%BD%CE%B9%CE%AC_%CE%A7%CE%B5%CE%B9%CE%BC%CF%8E%CE%BD%CE%B1%CF%82_2018_%CF%83%CE%B5%CE%BB_28_53

SCAN to BIM-3D avakaTaoKkeur apXaiwv yvnueiwy

H 1repiTrTwon Tou Evetikou ®poupiou Pipkd 010 Aiydvi Xaviwv

2.1 MovTeAoTtroinon

Eicaywyn Tou apXikoU povtéAou oTo Blender
H Bdon auTtrg TG epyaciag Atav 1o apxeio Blender_Lowpoly 1o otroio
avatrapioTd o€ TpIcOIACTATN HOPYPN TO PPOUPIO TOU PIPKA PE TTAAPN YEWMUETPIO
Kal AeTTTopéPEla. 210 Blender uttdpyel n duvatotnTa eI0aywyng apxeiwv
TpI0dIAOTATNG ATTEIKOVIONG. ETOl €yive n eicaywyr] Tou Blender_Lowpoly oto
Blender 1o otmoio dieukOAuve TNV £TTECEPYaTia Kal TV dnuioupyia Tou 3D
MOVTEAOU TTOU dnuIoUpynoa KaBwWG atroTéAece odnyo.

Mapakdtw TTapoucialetal 1o PovtéAo Tou Gpoupiou Tou Pipkd PETE TNV ElI0Aywyn
TOU :

Eikéva 2.01
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SCAN to BIM-3D avakaTtaoKeur apxaiwv yvnueiwv
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2.2 Outliner & Modes

21NV Oe€Ia PePIA TG 080vVNG BpiokeTal TO TTAPABupo outliner ,T0 OTTOIO EUPAVICEl
opyavwueEva o€ Jop®r OEVTPoU OAa Ta avTIKEIMEVA TOU JovTéEAou. ATTO To outliner
: MTTOPEI Va KAVEIG va €TTIAEYEI TA QVTIKEIPMEVA VO
TO KAVEI adpaATa n opatd ,va Ta diaypdgel n va
10 TTOAaTTA0O1ACEl KOBWG Kal va
ETTECEPYALETAI TNV OXEON TOUG TOTTOBETWVTOG
TO O€ UTTOKATNYOPIEG N OUADES AVTIKEIUEVWV.

, 12

caTunnet (B

Skales Spitiou

Eikova 2.02

Ta Modes oT1o Blender gival d1a@opETIKEG KATAOTACEIG ETTECEPYATIAG Ol OTTOIEG
KaBopilouv TO TI €idOUC TTECEPYATIQ UTTOPET O XPROTNG VA TTPAYUOTOTTOINCEI

R File Edit Render Window Help  Layout  Modeing OISR (CIRA oMot 1 (o No (Vi o luirololofOFA ol
#?v [ ObjectMode sy View Select Add  Object OIaQOPETIKA epyaAcia. lNa TTapaderyua
Orients MMHOBIECEMESEREN  Orag: | setect Box - 10 Object Mode xpnaoiuoTroigital yia TNV
Eflt.fﬂfc.’i_ METAKIVNON Kal opyAvwon avTIKEIMEVWV
g e otlent R on TRad e i Mbde evw 10 Edit Mode yia Tnv emTeepyaacia
Y Weaght P TWV AKPWY, ETTIQAVEIWV KOI TNUEIWV

#* Texture Paint

TWV QVTIKEIHEVWYV. H gmIAoy Twv
modes yivetal ammé 1o Mode Select
Menu,T0 0TT0i0 BpPiOKETAI OTO TTAVW
apioTepd péEPOG TNG 006vng n pe Ctrl +
PodéAa. 13

Eikéva 2.03
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https://docs.blender.org/manual/en/latest/editors/outliner/introduction.html
https://docs.blender.org/manual/en/latest/editors/outliner/introduction.html
https://docs.blender.org/manual/en/latest/editors/outliner/introduction.html
https://docs.blender.org/manual/en/latest/interface/controls/buttons/menus.html
https://docs.blender.org/manual/en/latest/interface/controls/buttons/menus.html

SCAN to BIM-3D avakaTtaoKeur apxaiwv yvnueiwv

H mrepitrTwon Tou EvetikoUu @poupiou Pipkd ato Aiudvi Xaviwv

2.3 Modifiers

O1 Modifiers otnv oxediaon Tou HOVTEAOU poU ETTaIEAV KABOPIOTIKO POAO , KaBwWG
gival autépaTeg AsiToupyieg TTou AAAAOUV TNV YEWMETPIO EVOG AVTIKEIMEVOU XWPIG
va aAAILVOUV N va eTTNPEACOUV TO APXIKO OXAUO HEXP! VA ETTIAEYEI N EVTOAR

0 apply.Bpiokovtal oto Properties Editor ->

| Modifier Stack é1Tou ekei uTTOpEI KAVEIG VO
TOUG TTPOCBEDEl, va diaypAyel Kal va TOUG
+ Add Modifier avadiatagel. O1 Modifiers epapudlovral pe
TNV o€lpd 1Tou Ba diataxBouv aTrd TTavw
TTPOG Ta KATW Kal XwpidovTal OTIG £EAG
KOTNYOPIEG :

[ hd

W PanwToixos » I Boolean.002

» 21 Boolean Window 11 ® @ v X

Intersect Union Difference

Operand Type Object R -
Object W, Bolean Window > Generate, dnuioupyouv | aAAG{ouv Tn
sotver [ICEL R . YEWUETPIa evog povtéAou (X Mirror).

» Solver Options

Deform, TTapapop@wvouv To OXAUO XWPIg
> ] Boolean =l x va aAAadouv Tnv didtagn Tou (1TX Lattice).

» 2 Boolean.002 1= @ v X
Simulate, TrpocopoiIwvouVv PUOIKA

@aivépeva (1r.X. Cloth, Smoke).

Edit, ere€epyddovtal dedouéva OTTWG
TTAPAdEIYUA :
vertex groups (1.x. Weight Edit).14

Eikova 2.04
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https://docs.blender.org/manual/en/latest/modeling/modifiers/introduction.html#interface

SCAN to BIM-3D avakaTaoKkeur apXaiwv yvnueiwy

H 1repiTrTwon Tou Evetikou ®poupiou Pipkd 010 Aiydvi Xaviwv

2.4 XpAoipa epyaAeia Kal EVTOAEG

Extrude Region (E)

H evtoAj extrude region gival pia atrd Tig Mo oNPAvTIKES OIOTI EEWOEI TIG
EMOUUNTEG KOPUPEG, AKUEG N ETTIPAVEIEG KATAOKEUAZOVTAG KaIvoUpyia Kal
ouvOedEUEVA HETAEU TOUG OXAMATA, ETTEKTEIVOVTAG TO ApXIKO. INa TTapddelyua av
ETMAECOUHE MIA ETTIQAVEIQ EVOG KUPBOU Kal TNV ETTEKTEIVOUE Ba dnuioupyndei Eva
TTAPAAANAETTITTEDO EVW OTNV TTEPITITWON TTOU ETTIAECOUNE POVO PIa akur Ba
onuioupynBei pia véa emeavela. H kareuBuvon Tnv otroia akoAouBei n e¢wonon
TNV 0OpiCEl 0 XPNOTNG JE TO TTOVTIKI N TTEPIOPICETal O€ £vav atro Toug agoveg X,Y,Z.
15

Eikéva 2.05
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https://docs.blender.org/manual/en/latest/modeling/meshes/tools/extrude_region.html#tool-mesh-extrude-region
https://docs.blender.org/manual/en/latest/modeling/meshes/tools/extrude_region.html#tool-mesh-extrude-region
https://docs.blender.org/manual/en/latest/modeling/meshes/tools/extrude_region.html#tool-mesh-extrude-region

SCAN to BIM-3D avakaTtaoKeur apxaiwv yvnueiwv

H mrepitrTwon Tou EvetikoUu @poupiou Pipkd ato Aiudvi Xaviwv

Loop Cut (Ctrl + R)

Me tnv evioAr) Loop Cut pTropei 0 XpAoTNG va XwpPioel ETTIPAVEIEG TTOU UTTAPYXOUV
AON O€ PIKPOTEPA TUNAMATA, TTPOCBETOVTAG DIAXWPIOTIKEG YPAUMES TTAVW OTO
QVTIKEIMEVO Ol OTTOIEG EKTEIVOVTAI YUPW YUPW aTTd auTd. AQoU TOTTO0ETNBEI N
YPAPUA oTO £MOUUNTO onueio e aploTePd KAIK To Cut dnuioupyeiTal Kal UTTopEi 0
XPNOTNG va €TTegepyaoTei TNV BEoN Tou PE TO TTOVTIKI. ETTiong atrd TI¢ pubpioeig
TOU gpyaAciou uttapxel n duvaTtdTnTa va augroel KATTo10G Tov apiOuo Twv cuts yia
TNV dnuioupyia TTapdAANAwv loops.Me autdv Tov TPOTTO UTTOPECA VA
ETTECEPYAOTW TTANPWGS TNV YEWMETPIA TWV ETTIPAVEIWV OTTWG TNV OKETTA TOU
TTAPAKATW KTIPiou.16
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https://docs.blender.org/manual/en/latest/modeling/meshes/tools/loop.html#tool-mesh-loop-cut

SCAN to BIM-3D avakaTaoKkeur apXaiwv yvnueiwy

H 1repiTrTwon Tou Evetikou ®poupiou Pipkd 010 Aiydvi Xaviwv

Bevel (Ctrl + B)

H evtoA] Bevel pag emiTpéTrel va dnuIoupyoUue OTPOYYUAEUEVEG YWVIES, BivOvTag
MIQ TTIO PEAAIOTIKN EIKOVA OTA QVTIKEIMEVA KABWGS TOUG TTPOCBETEI AETTTOUEPEIQ.
E@appoletal og akPEG TTOU €XOUV OUO YEITOVIKEG ETTIQPAVEIEG N OE KOPUPES HECW
NG €mAoyn¢ Bevel Vertices. Apou €tmiAexBouv ol akuég kal Tratwvtag Ctrl + B
METAKIVW TO TTOVTIKI YIO VO KaBopiow To TTAATOG TNG AOEAG ywviag OTTwg Kal Tov
apIBuo Twv segments pe TNV PodEAQ, Ta oTToia kaBopilouv Tov apIBud Twv
THNUATWY TTOU Ba €XEI N ywvia. Z& OO0 TTEPICOOTEPA i0A TUARHUATA XWPIZETal hIa
ywvia 1600 TTI0 oTPOYYUAO Ba gival To aTTOTEAECUA. 2TNV TTPAYMATIKOTATA TO
Bevel avTikaBioTd Ti¢ TTAMEG OKMEG PE VEEG, TTPOOBETOVTAG ETTIQPAVEIEG AVANETA
TOUG divovTag Toug Jia Ao popon. 1d1aiTepa onuavTikr ATav n emAoy Clamp
Overlap pe TNV o1roia YiveTal N ATTOQUYRA ETTIKAAUWEWVY PETAEU TWV ETTIQAVEIWV KAl
TWV OKJWvV. 17
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https://docs.blender.org/manual/en/latest/modeling/meshes/editing/edge/bevel.html#tool-mesh-bevel
https://docs.blender.org/manual/en/latest/modeling/meshes/editing/edge/bevel.html#tool-mesh-bevel

SCAN to BIM-3D avakaTaoKkeur apXaiwv yvnueiwy

H 1repiTrTwon Tou Evetikou ®poupiou Pipkd 010 Aiydvi Xaviwv

Delete & Dissolve

O1 evioAég Delete kai Dissolve pag fonBouv otnv diaypadr| kal oo “kaddpiopa’
EVOG HOVTEAOU AQQIPWVTAG KOPUPEG, AKUEG 1) ETTIPAvVEIES. H KUpIa diagopd
avaueoa Toug gival Twg N Delete diaypdgel evieAws TO €TTIAEYPEVO OTOIXEIO
onuIoupywvTag Keva evw n Dissolve ofAvel xwpig va dnuioupyei Keva
dIOTNPWVTAG TIG ETTIPAVEIES EVIQIEG. 2UYKEKPIPEVA N eVTOAN Dissolve Edges
XPNOIMOTIOINBNKE APKETA OTNV dNUIOUPYIQ TOU HOVTEAOU KABWGS apaIpEi aKUES
EVWVOVTAG TIG YEITOVIKEG ETTIQAVEIEG PE ATTOTEAEOUA VA ONUIOUPYEITAI MIa Eviaia
MEYaAUTEPN. Na va XpNOIKOTIOINOEl KAVEIG AUTO TO EPYAAELIO ETTIAEYEI TIG AKUEG
TToU Ba BeAe va agaipéoel kal Pe To TTAAKTPo X — Dissolve Edges 1o Blender
OUYXWVEUEI TIG YEITOVIKEG €TTIQAVEIES. 'ETOI KATAPEPQ va dlIATNPAOW TO JOVTEAO
KaBapOo Xwpig TTEPITTEG YewPETPiES. 18
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https://docs.blender.org/manual/en/latest/modeling/meshes/editing/mesh/delete.html
https://docs.blender.org/manual/en/latest/modeling/meshes/editing/mesh/delete.html
https://docs.blender.org/manual/en/latest/modeling/meshes/editing/mesh/delete.html

SCAN to BIM-3D avakaTtaoKeur apxaiwv yvnueiwv

H trepimrwon Tou Evetikou ®poupiou Pipkd oto Aipdavi Xaviwv

Boolean Modifier

O Boolean Modifier eival éva a1rd T epyaAcia

TTOU XPNOIYOTIOINCA APKETA KABWG Pou @ @ @
ETTETPEWPE TOV OUVOUAOCHO BUO AVTIKEINEVWV A B A B A B
Méow Aoyikwv TTpagewv. O1 TTpageig Difference  Intersection Union
Xwpidovtal o€ TPEIG KATNYOPIES Ol OTTOIEG €ival

Union,Intersect ka1 Difference kai €xouv dueon oxéon pe Tnv dAyeBpa Boolean
Kal TIG TTPAEEIG

AND, OR kai NOT. Ztnv TTpaydaTiKOTNTA AUTEG O1 AOYIKEG TTPAEEIG HETa@PAlovTal
O€ XWPIKES TTAVW OTA AVTIKEIMEVA TOU JovTéEAou, N Union evwvel U0 avTIKEiUEVA
dlaypaPovTag Ta ECWTEPIKA Toug faces, n Intersect evwvel dUO avTiKEipeva aAAd
dlaTnpEi HGVO TOUG BGYKOUG TTOU BpioKovTal TAUTOXPOVA OTO idI0 TTAEYUA KAl N
Difference n otroia agaipei Tov OyKo TOU TTPWTOU AVTIKEIMEVOU aTrd To deuTepo. Ol
TTPALEIC EQAPPOLOVTAl AVAUECT O€ AVTIKEIUEVA N OAOKANPES OUANOYEG Kal pag
diveTal n duvatdtnTa va €MAEEOUNE TOV KATAAANAO aAyopiBuo Solver pe Tov
o1T0i0 Ba EKTEAEOTOUV OI EVTOAEG. H emTIAOY yiveTal avaueoa otov Fast o otroiog
gival 0 ypriyopog aAAd kai Treplopiopévog, Tov Exact trou ival akpIig Kal JTropei
Va EQAPPOOTEI o€ OUVBETEG TOTTOAOYIEG Kal Tov Manifold e Tnv p€yiotn TaxuTnTa
o€ KAEIOTA TTAEypaTa. ZTnV TTPAEN YETAKIVWVTAG TO £€VA AVTIKEIMEVO O OXEON UE
TO GAANO dnuioupyoUue TNV €mMOUPNTA Evwon BAETTOVTAG O€ TTPAYMATIKO XPOVO TIG
aAAQyEG Kal apou aTroQaacicoupe Ye TNV eTTIAoyn apply TIG opioTikotToloupe. 19 20
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https://www.oreilly.com/library/view/blender-3d-basics/9781783984909/ch08s16.html
https://www.oreilly.com/library/view/blender-3d-basics/9781783984909/ch08s16.html
https://docs.blender.org/manual/en/latest/modeling/modifiers/generate/booleans.html
https://docs.blender.org/manual/en/latest/modeling/modifiers/generate/booleans.html

SCAN to BIM-3D avakaTaoKkeur apXaiwv yvnueiwy

H 1repiTrTwon Tou Evetikou ®poupiou Pipkd 010 Aiydvi Xaviwv

Shrinkwrap Modifier

O Shrinkwrap Modifier yag emTpETTEI VA TTPOCANUWOOUNE EVa AVTIKEIMEVO TTAVW
OTNV EMQPAVEIA EVOG AANOU KOBWG PETAKIVEI KABE KOPUPI TOU TTPOG TO TTIO KOVTIVO
onueio Tou avTikelipévou otoxou. Epapudletal oe meshes, lattices, curves,
surfaces kal text To oTT0i0 TO KAVEI 1BIQITEPA XPrOINO AOYO TnG eueAIgiag Tou. MNa
VQ TOV XPNOIMOTIOINCW OPiw, aPou ETTIAEEW TTPWTA TO AVTIKEIMEVO OTOXO, TO
Wrap Method 10 otr0i0 €x€1 €mAOYEG OTTWG Nearest Surface Point TTou evwvel 1o
QVTIKEIMEVO OTNV ETTIPAVEIQ, Project yia TTpooAr TTdvw o€ eTIAEYPEVOUG AEOVEG,
Nearest Vertex yia évwon pe 10 10 KovTIVO vertex kal Target Normal Project yia
MO TTI0 OJaAR Kal apyr) TTpocapuoyn. 1diaiTepa onuavTiko gival kal To Snap Mode
MEOW TOU OTTOIOU PTTOPW VA PUBIowW TOV TPAOTTO UE TOV OTTOI0 HJETAKIVEITAI TO
QVTIKEIMEVO TTAVW TNV €TIQAvEIa dNAAdN TTAVW TNG , TTPOG Ta £€W N TTPOG TA PEOQ.
Etriong pe 1o Offset kata@épvw va diatnpw uIa cuykekpIpévn atréoTaon aTrd 10
QVTIKEIPMEVO TTOU £XW BEoel we 0T1dX0. 'ETol 0 Shrinkwrap Modifier givan Xprioiuog
oTav o XxprnoTng BéAel va TTpooapudoel Eva mesh otnv em@aveia evog GAAou
MovTéAOU OTTWG yIa TTapddEIypa pouxa TTavw o€ Evav Xapaktipa. 21
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https://docs.blender.org/manual/en/latest/modeling/modifiers/deform/shrinkwrap.html
https://docs.blender.org/manual/en/latest/modeling/modifiers/deform/shrinkwrap.html

SCAN to BIM-3D avakaTtaoKeur apxaiwv yvnueiwv

H mrepitrTwon Tou EvetikoUu @poupiou Pipkd ato Aiudvi Xaviwv

2.5 H povTeAotroinon Twv TeIXWv

H povteAotroinon gekivnoe Pe Tov oXEDIOOUO TWV TEIXWV. APXIKA dnuIoupyRBnke
éva TeTpaywviko mesh (Shift+A,Mesh Cube), kal oTnv ouvéxela PE TO EpYaAEio
extrude dIaAEyovTag TIG KATAAANAEG TTAEUPEG TOU ETTEKTEIVA TO OXNUA WOTE VA
TTAPEI TNV JOPPA TWV TEIXWV.

Me 10 epyaleio Extrude (E) ytropoupe va dnuioupynooupe véa oxnuata e Baon
éva oxnuUa TTou €XoUUE AON TTPOEKTEIVOVTAG TIG KOPUYPEG Kal TIG TTAEUPEG Tou. Ol
ETMAEYMEVEG TTAEUPEG TTPOEKTEIVOVTAI XWPIG va atToouvoEéovTal aTTd TO apXIKO
oxAMa €101 oxnuaTifovTal VEEC aKUEG. H e€WBNoN auTwy PTToPEi va yivel Kal KaTd
MIKOG JOVO Tou Agova TTou EXOUME ETTIAECEI BonBwVTag pag oTnv oxediaon. 21
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https://docs.blender.org/manual/en/2.80/modeling/meshes/editing/duplicating/extrude.html
https://docs.blender.org/manual/en/2.80/modeling/meshes/editing/duplicating/extrude.html

SCAN to BIM-3D avakaTaoKkeur apXaiwv yvnueiwy

H 1repiTrTwon Tou Evetikou ®poupiou Pipkd 010 Aiydvi Xaviwv

MNa va ptmopéow va dnPIoUpyYAowW OUAAEG YWVIEG OTA TOIXOI TOU QPOUpPIoU
xpnoipotroiw Tnv evioAn Bevel ( Ctr + B) ,n otmoia yeTATPETTEN MIA YyWVia O€ JIa
KEKAIMEVN €TIQAVEIN. AQOU ETTIAECOUNE TIG YWVIEG TTOU BEAOUE, EVEPYOTTOIOUE
TNV EVTOAR Kal TTPOCAPHOLOUNE TO TTAATOG Kal TOV apIBUS TwV iCwV THNUATWY
(segments) yia va TTeTUXOUNE €va TTI0 KABAPS atroTéAeopa. ETITTAEOV pe Tov
TTARKTPO C yia Clamp Overlap atro@eUyoupe TNV €TTIKAAUYWN PETALU TTAEUPWV YIQ
va d1aTNPENBEI hia KaAr poper). 22
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https://docs.blender.org/manual/en/2.80/modeling/meshes/editing/subdividing/bevel.html
https://docs.blender.org/manual/en/2.80/modeling/meshes/editing/subdividing/bevel.html

SCAN to BIM-3D avakaTaoKkeur apXaiwv yvnueiwy

H 1repiTrTwon Tou Evetikou ®poupiou Pipkd 010 Aiydvi Xaviwv

210 TOiX0! TOU PIpKA UTTAPXOUV KATTOIEG TTUAEG KAI OTTEG TTOU ETTPETTE VA
onuioupynBouyv. MNa tnv dnuioupyia Toug Eekivnoa QTIAXVOVTAG KIa KAPApQ,
TTPOOBECA £va KUPBO TOV OTTOI0 YETETPEWA O€ £va opBoywvio , eTTEAECa dUO
KOPUPEG TOU KOl JE TNV EVTOAN bevel dnuiolpynoa uia OO €TTIQAVEIQ,
puBuidovtag 1o TTAATOG Kal Ta segments BEATIWOQ TNV AETTTOPEPEIA TNG OTTNAG
etriong xpnoigotroinoa kal 1o Clamp Overlamp yia va atro@uUyw €TTIKAAUYEIG.
Ortav gixa 10 TEAIKO Jou OXAMa JE TNV EVTOAN extrude €TTEKTEIVA TNV TTAEUPA TOU
MEXPI TNV atrooTacn TTou Ba BeAa va €xel To BABOG TNG OTING. TNV CUVEXEIA
xpnoluotroinoa 1o Boolean Modifier gTov ToiX0 yia va dnpioupynBei n TTUAN,
ETTENECA TA TOIXOI WG “OTOXO” Kal OIAAEEQ TNV KAPAPA WG AVTIKEIWEVO KOTTAG. 'ETOl
pe TNV Asitoupyia Difference ag@aipgital TO TUAPA TOU TOIXOU KAl OXNUOTICETAI N
TTUAN. 23
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https://docs.blender.org/manual/en/2.80/modeling/modifiers/generate/booleans.html?highlight=boolean
https://docs.blender.org/manual/en/2.80/modeling/modifiers/generate/booleans.html?highlight=boolean

SCAN to BIM-3D avakaTaoKkeur apXaiwv yvnueiwy

H 1repiTrTwon Tou Evetikou ®poupiou Pipkd 010 Aiydvi Xaviwv

2.6 H povTteAotroinon Twv eAA{Ewyv

H kaTtaokeur Twv €TTAALEWV OTA TOIXOI
EYIVE XPNOIKOTTOIVTAG TTOAAG cubes
TO OTTOIO TOTTOOETNOCA OTIG BE0EIG TTOU
NBeAa. 1o Edit Mode (Vertex Select)
eTECEPYAOTNKA Ta cubes puBuidovTag
TIG YWVIEG KAl TO ONUEIQ TOUG WOTE va
QTTOKTAOOUV TO OXAMA TWV ETTAALEWV.
‘Etreita pe 1o Boolean Modifier
OIAAELA TOV TOIXO WG AVTIKEIMEVO
OTOXO Kal Ta cubes wg avTIKEieva
KOTTAG, £TO1 WOTE PE TNV ETTIAOYN
difference va agpaipebouv Ta
avTioToIXa TUAMOTA aTTO TA TOiXO!I Kal
va dnuioupynBouv o1 eTTAAEEIS. 24
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https://docs.blender.org/manual/en/2.80/modeling/meshes/selecting.html
https://docs.blender.org/manual/en/2.80/modeling/meshes/selecting.html

SCAN to BIM-3D avakaTaoKkeur apXaiwv yvnueiwy

H 1repiTrTwon Tou Evetikou ®poupiou Pipkd 010 Aiydvi Xaviwv
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SCAN to BIM-3D avakaTtaoKeur apxaiwv yvnueiwv

H trepimrwon Tou Evetikou ®poupiou Pipkd oto Aipdavi Xaviwv

2.7 H povTteAoTtroinon Twv KTIpiwv

MNa 1N dnuioupyia Twv KTIpiwV XpnoIhoTToinoa cubes Ta OTToIa KAl ETTECEPYAOTNKA
divovTag Tou TNV KATAAANAN HOP@r). ZUYKEKPIPEVA OTO TTPWTO KTipIo BACIKO pOAO
gixe n evioAn Bridge Edge

Loops 1Tou ouvdEel DUO AKUEG DNUIOUPYWVTAG OPAAEG KOUTTUAEG KAl ETTIPAVEIEG
avAPECA TOUG.

‘ETreIta ye TNV evioAn extrude
ETTEKTEIVA TO OXNMA TOU KTIpiou
KaBwgG TTOAU Xprioihn nTav n evioAn
Loop (Ctrl + R) pe Tnv otroia

| XWPIOO TIG ETTIPAVEIEC TOU
MOVTEAOU O€ TTEPIOOOTEPA THAMATA
yIQ va YiVvel TTI0 €UKOAN Kal
AETTTOPEPNG N ETTECEPYQTIO TOUG.

Eikéva 2.18

270 OEUTEPO KTipIO XpnolpoTtroinenke TaAl To Boolean Modifier, 6TTwg kai yia TIg
KaUAPES TOU TTPWTOU, TO OTT0IO BorBnaoe aTnv dnuioupyia avolyudTwy OTTwWG
TTapdBupa kal TTOPTES. AUTA dnuIoupyABNKav TOTToBETWVTAG cubes oTa onueia
TTOU BeAa yia va a@aipeBolV Ta avTioTOIXa TUAMATA Kal Vo aTttodo0Ei N
PEAAIOTIKA Jop@r) TouG. 25 26 27
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https://docs.blender.org/manual/en/2.80/modeling/meshes/editing/edges.html?highlight=bridge
https://docs.blender.org/manual/en/2.80/modeling/meshes/editing/edges.html?highlight=bridge
https://docs.blender.org/manual/en/2.80/modeling/modifiers/generate/booleans.html?highlight=boolean
https://docs.blender.org/manual/en/2.80/modeling/modifiers/generate/booleans.html?highlight=boolean
https://docs.blender.org/manual/en/2.80/modeling/meshes/editing/edges.html?highlight=loop%20cut
https://docs.blender.org/manual/en/2.80/modeling/meshes/editing/edges.html?highlight=loop%20cut

SCAN to BIM-3D avakaTaoKkeur apXaiwv yvnueiwy

H 1repiTrTwon Tou Evetikou ®poupiou Pipkd 010 Aiydvi Xaviwv
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SCAN to BIM-3D avakaTtaoKeur apxaiwv yvnueiwv

H mrepitrTwon Tou EvetikoUu @poupiou Pipkd ato Aiudvi Xaviwv

2.8 H povreAotroinon Tou TouveA

O oxedIaoPOG TOU TOUVEA TTOU dIATTEPVA TO KTipIO KATOOKEUAOTNKE
OnNUIoUPYWVTAG £va nplccpouplo oTIG SIA0TACEIG TOU AVOiyUATOG TToU 1fBeAa va

' onuioupyrow. Mg 1o Boolean Modifier 1o
NUICQPQiPIO EKOWE TO TUAMUQ TOU KTIpiou
Kal dnuioupynbnke n mOUPNTA TOUN.
2TNV ECWTEPIKH TTAEUPA TOU KTIPiou
TTpoékuyav Katrola edges Ta OTTOIA KAl
e€wlnoa pe Extrude 1pog Ta K&TW YIa va
OnUIoUPYNOW TO TTEPIYPAMMA TOU TOUVEA.

Eikéva 2.21

2UVEXIOQ DIOAEYOVTAG TIG ETTIPAVEIEG TOU TTEPIYPANMATOS Kal e VEO extrude
KOTaoKeUQOod TNV Jop@n Kal ToV OYKO Tou ToUveA. H eEwTepikr TTAeUpd TOU
TOUVEA AOYO TWV ECWTEPIKWV
KAMTTUAWYV OEV TAV OMOIOUOPEPN META
TNV €€WONON , €101 dNUIOUPYWVTAG EVa
opBoywvio ETTITTESO TO OTTOIO
XPNOIMOTIOINBNKE WG EPYAAEIO KOTTAG
oTnNV AKpn Tou ToUVEA e 1o Boolean
Modifier katdgepa va dwow éva iolo
KOl OUOPPO TEAEIWPA OTNV EEWTEPIKNA
Oyn TOU TOUVEA.

Eikéva 2.22
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SCAN to BIM-3D avakaTaoKkeur apXaiwv yvnueiwy

H 1repiTrTwon Tou Evetikou ®poupiou Pipkd 010 Aiydvi Xaviwv

Eikéva 2.23
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SCAN to BIM-3D avakaTaoKeur) apXaiwyv pgvnueiwv

H mrepitrTwon Tou EvetikoUu @poupiou Pipkd ato Aiudvi Xaviwv

2.9 H povreAotroinon eddag@oug Kai Bupidwv

O1 Bupideg oxedidoTnKav ApKETA EUKOAQ KABWG ETTECEPYAOTNKA TIG AKUEG KAl TA
onueia Twv cubes yia va Ta dIaPoPPWOowW Kal va TTETUXW To owoTo oxApa. Me
TTaPOPOIo TPOTIO

KATOOKEUAOA TO £DA@OG KAl TIG PANTIEG, XPNOIUOTIOIWVTAG ETTITTAEOV KAl TV
€vTOAN Bridge Edge Loops n oTToia Jou ETTETPEWE VA EVWOOW ETTIPAVEIEG TTOU
BplokOvTOUCAV O€ DIAPOPETIKA UWn dNUIOUPYWVTAG YIG OPOAR JETGRaON Uyoug.

Eikova 2.25 Eikova 2.26

Eikova 2.27
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SCAN to BIM-3D avakaTaoKeur) apXaiwyv pgvnueiwv

H 1repiTrTwon Tou Evetikou ®poupiou Pipkd 010 Aiydvi Xaviwv

2.10 Ta kavovia

2TIG ETTAAEEIG TOU PpouUpiou
TOTTOBETHONKAV KavOvia Ta OTToid
Bprka oTo d1adikTuo YIa va aTTod00Ei
N TTI0 PEAAICTIKI HOPPI] TWV TEIXWV.
Mapakdtw TTPORAAAETAI TO HOVTEAO
TWV KAVOVIWV Kal N TOTTo8£TNoN Toug
: 28

Eikova 2.28
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https://sketchfab.com/3d-models/old-fortressnaval-cannon-7d2dd78988904abda4b69eaa6cfc2054
https://sketchfab.com/3d-models/old-fortressnaval-cannon-7d2dd78988904abda4b69eaa6cfc2054

SCAN to BIM-3D avakaTaoKkeur apXaiwv yvnueiwy

H 1repiTrTwon Tou Evetikou ®poupiou Pipkd 010 Aiydvi Xaviwv

2.11 TeAikdé MovTéAo

O1 povTeAOTTOINOEIG TEAEIWOAV KOl OTIG TTAPOKATW EIKOVES paivovTal OAa Ta
MOVTEAQ TTOU £XOUV OXEDIQOTEI HEXPI TWPA :

Eikéva 2.30
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SCAN to BIM-3D avakaTaokeur apXaiwv yvnueiwy

H 1repiTrTwon Tou Evetikou ®poupiou Pipkd 010 Aidvi Xaviwv

Eikéva 2.31

Eikova 2.32
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SCAN to BIM-3D avakaTtaoKeur apXaiwv yvnueiwv

H mrepitrtwon Tou EvetikoUu ®poupiou Pipkd a1o Aiudvi Xaviwv

3.1 Texturing
Eicaywyn MovTtéAou oto Twinmotion

MNa va emTeuxBei 0 peaMoPdG Kal n TEAIKF) HOPQr) TOU HOVTEAOU XPEIGOTNKE va
akoAouBrioel n diadikaoia texturing Kal XpwuaTtiopou , n oTToia €yIve
XPNOIMOTTOIWVTAG TO TTPOYpaupa Twinmotion. Z1o Twinmotion ytropei kaveig va
gloayel JovtéAa 3D Kal va Ta XPWHATICEl PE TO EPYAAEIQ TTOU TOU TTPOCPEPEI TO
TTPOYpaUMA. ApXIKA £YIVE N e€aywyn Tou povTéAou atro 1o Blender o€ popon FBX,
N OTToia ATTOdEIXTNKE OTI ATTOBIOEI TOUG XPWHATIOHOUG KOAUTEPQ.

Zb File Edit Render Window Help L ¢ Modeling

t Add Object

Open Recent

ppend...

)ata Previews EIK()VG 300

. Import
Export

External Data
Clean Up
Defaults Wavefront

(1) Quit Stanford PLY (.ply)

STL (.stl)
FBX (fbx)

Write a FBX file.
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SCAN to BIM-3D avakaTtaoKeur apXaiwv yvnueiwv

H mrepitrtwon Tou EvetikoUu ®poupiou Pipkd a1o Aiudvi Xaviwv

‘ETreita €yive n el0aywyn Tou JovtEAou oTo TTEPIBAAAoV Tou Twinmotion e Ctrl +
[, emA&yovTag Tnv katnyopia Geometry kail Kavovtag KAIK 010 Open €TMAEyw TO
apxeio Tou €kava egaywyn atrd 1o Blender kal agou €AEEW TIG TTIOUUNTEG
puBuioelg Tratdw Import.

GEOMETRY

Eikova 3.01

GEOMETRY

Eikéva 3.02
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SCAN to BIM-3D avakaTtaoKeur apXaiwv yvnueiwv

H mrepitrtwon Tou EvetikoUu ®poupiou Pipkd a1o Aiudvi Xaviwv

3.2 Materials

21NV aplotepn MEPIG TNG 006vng Ba Bpel kaveig Ta Materials, Ta otroia gival
KATTOIO TTARPWG TTOPAPETPOTIOINCIUA UAIKA TTOU UTTOPOUV VA TTPOCOUOILOOUV
ETTIPAVEIEG QUOIKWYV A TEXVNTWV UNIKWYV KaBopidovtag £T01 TRV EUPAvVION, TV UPn
Kal TNV avakAaon Tou povtéAou oT1o wg. Ta Materials €ival faciopéva o€
QUOIKEG 1010TNTEG UNIKWV KAl QTOG YIa va aTTeIKoviCovTal apTia o€ OAOUG TOUG
Tpdé1TOoUG aTTédo0oNnG (Real-Time,Lumen,Path Tracer).Ytrdpxouv étoiya Materials
otnVv BIBAI0BrkN Tou Twinmotion aAAd PTTOPEI 0 KABE XPrOTNG va dNUIOUPYNOEI
Ta OIKA TOoUu péow Tou Materials Dock.Ta 1m0 cuvnBiopéva o€ xpon €ivai Ta
Standard Materials Ta otroia Adyw TnNG €ueAIgiag TOUG UTTOPOUV va
TTPOCAPHOOTOUV Kal va aAAGEoUV o1 1816TNTEG TOuG. 29

Eikéva 3.03 Eikéva 3.04 Eik6va 3.05
((}OVEIAKO 7
TR
§ % EA.ME.TIA. TuApa HAeKTpoVIKWY Mnxavikwy
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https://dev.epicgames.com/documentation/en-us/twinmotion/standard-materials-in-twinmotion
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SCAN to BIM-3D avakaTtaoKeur apXaiwv yvnueiwv

H mrepitrtwon Tou EvetikoUu ®poupiou Pipkd a1o Aiudvi Xaviwv

Ta Materials ummopoUv va UTTOOTOUV £TTECEPYQCia NECA ATTO PUBMIOEIG TTOU HagG
ETTITPETTOUV TOV EAEYXO TNG ENPAVIONG TOUG.

H mpwTtn puBuion civar 1o Color péoa amd TO OTT0I0 PTTOPW VA OAAAEW Tnv
ATTOXPWOT, TN QWTEIVOTNTA KAl TIG grunge UQEG,

emiong amd Tnv €mAoyn details ptmopw vo EORSEEEEEAR

ETTECEPYOAOTW TOV Kopeoud,gamma,lift ki gain.
2TNV OUVEXEID MTTOPW VA ETTECEPYOOTW TNV
TPaXUTNTA TNG ETTIPAVEIOG KAl TN METAAAIKOTNTO
XpnoigotTolwvTag TIG pubuiosic Roughness kai
Metallic.

Me To Ambient Occlusion pTTopw va evioxuow TIG
OKIEG yIa TTIO0 PEAMNIOTIKO OTTOTEAECPA EVW TO
Emissive Materials emTpéTTouv OTIG €TMIQAVEIEG
TNV EKTTOUTTH QWTOG Kal divouv TNV duvaTtoTnTa
emTAéov  pubpicewv Ouwg TNG  évriaong,
BepuoKpaciag Kal XpovIouoU.

EmtmAéov n  puBuion Opacity eAéyxel Tnv
dlapavela evw 10 UV Mapping 1Tpooapuodel Tnv
KateuBuvon, Tnv KAigaka kai Tov TPOTIO TTOU
TTPoBAANOVTAlI O UQEC TTAVW OTIC ETTIPAVEIEG.
TéNOG pE TIC TTPOOBETEG pubuioelg X-ray , Two
sided, Weather kai Sound o1 ugég aAAdlouv Tov
TPOTTO TTOU AVTIOPOUV OTIG KAIPIKEG OUVONKEG, TO
TEPIBAAAOV Kal TO wG. 30

@0@ Color

v Details

Eikéva 3.06
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https://dev.epicgames.com/documentation/en-us/twinmotion/settings-for-standard-materials-in-twinmotion
https://dev.epicgames.com/documentation/en-us/twinmotion/settings-for-standard-materials-in-twinmotion

SCAN to BIM-3D avakaTaokeur apXaiwv yvnueiwy

H 1repiTrTwon Tou Evetikou ®poupiou Pipkd 010 Aidvi Xaviwv

21NV KATw pePIG TNG 086vNng utTopw va trepinyndw oto Materials Dock , 1o oTroio
TTPOPBAAAElI 6Aa Ta Materials TTou XpnOIPOTTOIOUVTAI KAl JOU ETTITPETTEI TNV
Tagivoéunon, avtiypaer, diaypa@r Kal JETOVOPaoia Twv UAIKWwY. ETTITTAéov péoa
atrdé auTtd PTTOPW va TTPocBéow apxeia Substance (SBSAR) yia tnv dnuioupyia 1o
OUVOETWV UPWV.

209099 © 0090 O
® "o 950 050 )® ' 0

Eikova 3.07
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SCAN to BIM-3D avakaTaoKeur) apXaiwyv pgvnueiwv

H 1repiTrTwon Tou Evetikou ®poupiou Pipkd 010 Aidvi Xaviwv

3.3 Ta Materials Twv TeIXWV Kol TOU £dAPOUG

MNa Tov XpwHPATIOPO TwV TEIXWV Xpnoipotroinoa 1o Material Cinder Block 02
KaBwg¢ atreédIdE T0 UAIKO TTOU €ival KOTAOKEUAOUEVA T TOIXO!l EVW YIA TO £€0AQOG TO
Gravel. Na va TpooBéow €va Material o€ €va avTikeievo TTOAU atTAd kavw drag
and drop T10 £mOuPNTéd material TTAvw OTO AVTIKEIMEVO TTOU BEAW VO XPWHATIOW.
Av 10 i010 UAIKG XpnoidoTToleiTal o€ TTOANG avTikeipeva ye To Duplicate ymmopw va
TO AVTIYPAWW KAl VO TO TPOTTOTTOINCW XWPIG VA ETTNPEACW TA UTTOAOITTA.
2uykekpIpéva e To Material Picker trou Bpioketal oto Toolbar kGvw KAIK 0TO
QVTIKEIPMEVO TTOU €XEI XpwHaTIOTE e To Material TTou mmBupw va
¢avayxpnoiuotroiow, avtiypdew 1o Material pe Duplicate kal a@ou aAAGgw TNV
ovopacia Tou ue Rename TpoT1ToTTolw TIG 1I81ATNTEG TOU. 2TNV CUVEXEIQ UE EVEPYN
TNV €mmAoyn Apply To Object cUpw TO UAIKO TTAVW OTO AVTIKEIUEVO Kal Ba aAAGEEI
auTtéparta. MNoAu xproipo ival To User Library kaBwg ekei utropei kaveig va
atmoBnkevuoel Ta Materials TTou €x€l ETTECEPYAOTEI KAl VA XPNOIKOTIOINOEI O
emméueva Projects. 31

Eikova 3.08
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https://dev.epicgames.com/documentation/en-us/twinmotion/changing-a-material-used-on-more-than-one-surface
https://dev.epicgames.com/documentation/en-us/twinmotion/changing-a-material-used-on-more-than-one-surface

SCAN to BIM-3D avakaTtaoKeur apXaiwv yvnueiwv

H mrepitrtwon Tou EvetikoUu ®poupiou Pipkd a1o Aiudvi Xaviwv

3.4 Ta utréAoitra Materials Tou povTéAou

Na Tov XpwuaTiopd Tou KTnpiou
xpnoluotroinoa 1o Material Pink
Limestone kai yia Tnv opo@n Tou 10
Polished Concrete 01 10 oT110i0

aT1rodidgl TO UAIKO TTOU

XpnoigoTtrololoav TNV TOTE £TTOXNA YIA
TNV KATAOKEUN opowv. ETTiong ota
TTapdBupa xpnoIUOoTIoiNCa TO
Material Slightly Worm Brass yia va
a1rodoBei To BABOG evww OTIGC OKAAEG

10 Yellow Limestone.

Eikéva 3.09

2TIG ETTXWHATWOEIG KAl OTAV TTUAN OTO
TTAvw PEPOG TOU PPOoUpiou
xpnoiuotroinoa 1o Material Stone Wall 3
TO OTTOI0 KATAPEPE VA ATTOOWOEI TNV
KATOOKEUN TNG TOTE ETTOXNG
TTPOBAANOVTAC UaG Ta UAIKA TTOU
xpnolyotroloucav. To idlo Material
XPNOIKOTTOINBNKE Kal Y1 TOV
XPWHATIONS Twv Bupidwv.
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SCAN to BIM-3D avakaTaokeur apXaiwv yvnueiwy

H 1repiTrTwon Tou Evetikou ®poupiou Pipkd 010 Aidvi Xaviwv

O xpwuaTiopég TWV
KAVOVIWV £YIVE UE TO
Material TTou 60nke atod
TNV 1I0TO0€EAIdA TTPOEAEUONG
TOUG €VW YIa TNV dnuioupyia
Balaocoag eTéAECQ TO
Material Sea 02 10 oTT0i0
BeATiwoe dpauaTikG TOV
PEAANICUO TOU POVTEAOU
Kabwg £€dwaoe Kivnon 01O
EPIBGAAOV YUpwW aTTd QUTO.

Eikéva 3.12
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SCAN to BIM-3D avakaTaokeur apXaiwv yvnueiwy

H trepimrwon Tou Evetikou ®poupiou Pipkd ato Aipdavi Xaviwv

3.5 Vegetation

MNa va dnuioupynow Hia TTo PEAAIOTIKI EIKOVA
o010 JovTéENO Xpnoluotroinoa Vegetations ta
oTToia €ival avTiKeigeva TTou divovTal atro Tn
BiIBAI0BrKN Tou Twinmotion yia TV
avaTTapdoTacn TG eUONG OTTWG TT.X.
évTpa,Bpaxia kal 6duvoug.

Library

fa
oo

Grass and flowers

Eikéva 3.13 Eikéva 3.14

2uykekpipéva TpdoBeoa To Landscape Rocky Grasslands kal oTnv ocuvéxeia
Bpdaxia yupw atrod Ta Toixol Tou PIpKd yia va dnpioupyrow 1o BaAdoolio
TTEPIBAANNOV TNG TOTE ETTOXNG.

Eikova 3.15
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SCAN to BIM-3D avakaTaokeur apXaiwv yvnueiwy

H 1repiTrTwon Tou Evetikou ®poupiou Pipkd 010 Aidvi Xaviwv

3.6 ViewPort

To Viewport gival To KEVTPIKO onueio OTToU 0 XpNoTng aAANAETIOPA UE TO
TPIOBIACTATO JOVTEAO KAl AEITOUPYET WG PNXaVIOUOG OTITIKOTToiNONG. H TTpoBOAN
TNG KABe okNVNG utTopEi va yivel ye 1a rendering modes : Real Time Rendering
TTOU PG ETTITPETTEI VO EPYACTOUNE TTAVW OTO JovTENO ) ue To Path Tracer 1o
OTT0i0 aTTOdIdEl PUTOPEAAIOTIKA KAl PE PEYAAN TTOIOTNTA TO JOVTEAO. [dpa TTOAU
onPavTIKO €ival TO YEYOVOG TTwG 0 XProTng UTTopEi va etre¢epydletal o€ Real
Time xwpig 1o TTPdYpaAPpa va deTPEUEl TOV TPOTTO £¢aywyng Twv media.EmimAéov
UTTApPXEI N duvaTdTnTa PUBKICNG TTAOYNONG OTTOU TTPOCOMOIWVOVTAl
TepIBAAAovTa 6TTwG Unreal Editor, Fusion 360 kai Blender pe atmmotéAeopa tnv
OIEUKOAUVON TNG €TTECEPYATIAG.

Orbit cam

Navigation presets similar to:

¥ Twinmotion editor
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SCAN to BIM-3D avakaTaokeur apXaiwv yvnueiwy

H 1repiTrTwon Tou Evetikou ®poupiou Pipkd 010 Aidvi Xaviwv

To Twinmotion trepiéxel Ta Viewport Modes Ta
OTTOIx ETTITPETTOUV OTOV XPNOTN VA avaAUEl Kal
va TTPORAAEI TO HOVTENO TOU PE DIAPOPETIKOUG
TPOTTOUG KAl O€ OIAPOPETIKA ETTITTEDA. 2TO
Default Mode o xpAioTng diakpivel TNV TTARPN
okKnvA, Je OAa Ta UAIKA, ToV TTAPN QWTICUO,
TIG OKIEG KOl T EQPE KABWG KAl TNV QUOIKA
Kivnon Twv oToixeiwv. AvtiBETwg oTto Unlit
Mode atrevepyoTToiouvTal Ol QWTIOHOI Kal
gival d1aKkPITA HéVO Ta BACIKA XPWHATA KAl OI UPEG ETTITPETTOVTAG OTOV XPrOTn Va
OlaKpivel AETITOMEPEIEG PE aKpifela Kal va AEyEel eukoAGTEPa TO UV mapping. Me
10 Wireframe Mode atmokaAUTITETAI N ECWTEPIKI OOMN TWV AVTIKEIMEVWY KAVOVTOG
MO EUKOAO TOV EVTOTTIONO OQOAPATWY KAl YEWHETPIKWY ETTIKAAUWEWY aAAGlovVTaG
dpapatikd TNV TTO10TNTA TWV d1AdIKACIWY BEATIOTOTTOINONG.
- e —
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SCAN to BIM-3D avakaTaokeur apXaiwv yvnueiwy

H 1repiTrTwon Tou Evetikou ®poupiou Pipkd 010 Aidvi Xaviwv

To Lumen Surface Mode atroteAei epyaleio TTou oXeTICETAI KUPIWG PE TO oUCTNUA
Lumen Global lllumination TrpodaAAovTag Tnv emmkdAuwn Tng Lumen Surface
Cache emTpETTOVTAG OTOV XPNOTN VA EAEYEEI TNV OTABEPOTNTA TOU QWTICHOU.
TéNog 10 Nanite Triangles Mode xpnoidoTToIEiTal JOVO 0€ OKNVEG TTOU £papuolouv
TNV TEXVOAoyia Nanite , n otroia gival éva cUoTNUA YEWPETPIAG TTOU TTPOEPXETA
at1ro 10 Unreal Engine 5 1Tou atmodidel TToAU uywnAr AETITOUEPEIQ OE TTPAYUATIKO
Xpovo. Mg 1o Nanite Tringles Mode o xprioTng UTTOPEi va dIAKPIVE! TIG ETTIPAVEIEG
Me Nanite kal va TIG eTTECEPYAOTEN YIa PHEYIOTN AETTTOUEPEIN XWPIG va Buoldoel Tnv
atrodoor. Zuvoyidovtag Ta Viewport Modes atroteAouv Baoikd epyaAgia yia Tov
TEXVIKO EAEYXO TOU POVTEAOU Kal TNG OKNVAG KaBwg cupBAaAlouy 0TV owWoTn
QVATITUEN Kal BEATIOTOTTOINGN TNG TTOIOTNTAG TOU TEAIKOU povTéAou. 32 33
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https://dev.epicgames.com/documentation/en-us/twinmotion/the-viewport-in-twinmotion
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https://cghero.com/glossary/what-is-nanite
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SCAN to BIM-3D avakaTtaoKeur apXaiwv yvnueiwv

H mrepitrtwon Tou EvetikoUu ®poupiou Pipkd a1o Aiudvi Xaviwv

4. Rendering

MNa va dnuioupyrnow €IKOVEG Kal Bivieo ATTO TO JOVTEAO PJOU XPNOIKOTIOIW TV
dladikacia Tou Rendering oto Twinmotion n otroia pou eTPETTEN TNV £6aywyn
media. H diadikacia autrh TpaypatoTrolgital péow Tou Media Dock 1o oTroio
aTTOTEAEI TO KEVTPIKO €pyaAgio dlaxeipions Twv Renderings pou. ApxIKA €TTIAEYW TO
€idog Tou media TTou Ba ABeAa va dnuioupyrow. MNa TRV dnuIoupyia EIKOVWY Kal
TTavVOPAUATOS KAVW KAIK 0TO KouuTTi Add Image (+) kal To TTpOypapua aTroOnKeUEl
oav €IkOva auto TTou TTPORAAAETaI 0TO viewpoint pou. Etreita eTe¢epyalopal Tig
Ambience puBpuioeig ammé To Ambience Panel ol otroieg TTepiExouv pubuioelg OTTwG
Camera, Environment, Render, FX, Image. ETol katdgepa va Exw TTApN EAeyX0
OTO TTEPIBAAAOV ONPIOUPYWVTOS £VA PEAAIOTIKO ATTOTEAEOUA OTNV €IKOVA £CAYWYNG.

Eikova 4.00
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SCAN to BIM-3D avakaTtaoKeur apXaiwv yvnueiwv

H mrepitrtwon Tou EvetikoUu ®poupiou Pipkd a1o Aiudvi Xaviwv

Me Trapdpolo TpATTo TTPAYUATOTIOIEITAl KOl N dNuIoupyia BiviEo, XPNOIKMOTTIOIVTAG
Ta navigation controls TTou gaivovTal oTo TTavw PEPOG TNG 006vNG, JETAKIVAONKO
MEOQ OTO PHOVTEAO ATTOBNKEUOVTAG OTIYUIOTUTIO O€ KABE €MOUUNTO onueio. Autd Ta
OTIYMIOTUTTA AEITOUPYOUV oAV onuEia ava@opdg yia 1o Bivieo TTou TTPOKEITAl VO
onuioupynBei kabwg 1o TTPdypapua Ba TTPoRalel KABE Kivnon avaueoa oTa
OTIYMIOTUTTA JE ATTOTEAEC A TNV dnuIoupyia Tou BivTeo.

® videol

Eikova 4.01
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SCAN to BIM-3D avakaTtaoKeur apXaiwv yvnueiwv

H mrepitrtwon Tou EvetikoUu ®poupiou Pipkd a1o Aiudvi Xaviwv

A@ou oAokApwoa Tnv dnuioupyia Twv media, YE TO KOUUTTI export ep@avideTal
aploTePd 1o export panel To OTT0I0 PHoU TTAPEXEl KATTOIEG TEAIKEG PUBNIOEIG OXETIKA
pe 1o format,To framerate kai pe Tov TpoTTO TTOU Ba £€axBoUV Ta media oTOV
QATTOONKEUTIKO XWPEO TOU UTTOAOYIOTH Jou N 1o cloud. ‘ETTeita kdvovtag KAIK 01O
KoupuTTri Start Export ¢ekivael n egaywyn Twv media Kal atroOnKeUETAl OTA ApXEia
TOU UTTOAOYIOTH] HOU.

Export

[—‘ Start export

Eikova 4.02

e&i’ovElAKo 245

2
§9 %% EA.ME.MA. Tufpa HAEKTPOVIKWV MnXaviKwv
2 s Op@avidng Npnyoplog KwvoTtavTivog
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SCAN to BIM-3D avakaTaokeur apXaiwv yvnueiwy

H 1repiTrTwon Tou Evetikou ®poupiou Pipkd 010 Aidvi Xaviwv

TeAikd Render

MapakdTw TTAPOoUCIACETAI TO HOVTENO ATTO DIOPOPETIKEG YWVIEG AWNG OTNV TEAIKN
TOU hop@n META aTTO £TTECEPYaTia Twv textures kal Tou TTEPIBAAAOVTOG.

Eikéva 4.04
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SCAN to BIM-3D avakaTaokeur apXaiwv yvnueiwy

H 1repiTrTwon Tou Evetikou ®poupiou Pipkd 010 Aidvi Xaviwv

Eikova 4.06
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SCAN to BIM-3D avakaTaokeur apXaiwv yvnueiwy

H 1repiTrTwon Tou Evetikou ®poupiou Pipkd 010 Aidvi Xaviwv

Eikéva 4.08
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SCAN to BIM-3D avakaTaokeur apXaiwv yvnueiwy

H 1repiTrTwon Tou Evetikou ®poupiou Pipkd oTo Aidvi Xaviwv

Eikoéva 4.10
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SCAN to BIM-3D avakaTaokeur apXaiwv yvnueiwy

H 1repiTrTwon Tou Evetikou ®poupiou Pipkd oTo Aidvi Xaviwv

Eikéva 4.12
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SCAN to BIM-3D avakaTtaoKeur apxaiwv yvnueiwv

H mrepitrTwon Tou EveTikoUu ®poupiou Pipkd ato Aiudvi Xaviwv

KatakAgida

H TTapouca dITAWMATIKY epyaacia uttoypdupios TIg duvaTtdTnTEG AAAG KAl TA TTAEOVEKTANATO
TWV AOYIOUIKWY TPIOBIAOTATNG HOVTEAOTTOINONG HECQ ATTO TNV £€QAPPOYR TOUG TTAVW OTO
pvnueio Tou EvetikoU ®poupiou Tou Pipkd ato TTaAId Aiydvi Twv Xaviwv. OASKANPN n
oladikacia povreAoTtoinong atmédeIEe TTwg N MEAETN KAl N ATTEIKOVION UVNMEIWY UTTOPET va yivel
oe uynAd etritredo availuong ue Tnv Pondeia Tng eBddou SCAN to BIM kai Tng TpiodiaoTaTtng
MovTeAoTToinong. Me tnv xprion Tou Blender kai Tou Twinmotion emiTeuxBNKe n oAoKANpwuEvn
Kal a&I6TTIoTn avaTrapdoTacn Tou yvnueiou cupBailovTag otn duvaTtdtnta agloTroinong Tou yia
TTONITIOTIKOUG, EKTTAIOEUTIKOUG N KAl AKOPA YIA HOUCEIOAOYIKOUG OKOTTOUG. ETTOMéVWG N
TPIOSIAOTATN JOVTEAOTTOINCN apPXaiwV PvNuEiwy aTToTEAEI OTNV ONnUEPIVN £TTOXA £va
QvaTTOOTTACTO £PYAAEIO, TO OTTOI0 TTPOCPEPEI ALIOTTIOTEG AUCEIG OE TOUEIG OTTOU PEXPI Kal
TTPOC@ATA ATTAITOUCAV TTOAU TTEPIOPIOTIKEG KAl XpovoBopeg diadikaaicg. O ouvduaouog NG
KOTaypa@ng TNG YEWMETPIAG evOg PVNEiOU, TNG OTITIKOTTOINONG TOU O€ TTPAyUaTIKO XPOvVo ,TNG
QVaTTAPaYWYNRS Tou aAAd Kai TNG dNIoUPYIag PEAANIOTIKWVY £QE KAl QVTIKEIMEVWV Pag Sivel TNV
duvaToTNTa VA YEQUPWOOUUE TO TTAPEABOV e TO TTAPOV Kal VA ETTITPEWOUNE OE EPEUVNTEG,
MNXavikoug, apXaloAdyoug Kail TTOAITEG va BpeBoUv TTI0 KOVTG O€ pvnueia OTTwg 10 ¢PoUpIo Tou
DIpKA pe TPOTTO OKPIRH TTPOCITO KAl ETTICTNHOVIKA TEKUNPIWHPEVO. TEAOG yéoa atod Tnv
TIPOOWTTIKA MOU EUTTEIPIA TNG KATAOKEUAG TOU JOVTEAOU £YIVE OAQEG TTWG N EQAPHOYA
TEXVOAOYIWV TPICOIACTATNG HOVTEAOTTOINGNG AVOiyEl TOV SPOUO YIA HIG VEQ MO PP WNPIAKNAG
QvaOoTAAWONG ATTOTEAWVTOG IO MIKPA AAAd OUCIAoTIKR ATTOBEIEN TWV OUVATOTATWY TOUG.

EuxapioTieg

Oa nBeAa va euxapioTAow Bepud Tov emBAETTOVTA KABNYNTA Pou K. EppavounA MapaBeAdkn
KaBnyntn Tou TuAMATOS HAeKkTpOVIKWVY Mnxavikwy 1o EAANvIKG Meaoyelako MavetTiaTtrpio yia
TNV KaBodrynon kai TN aThPIEN ae 6An Tnv dIdpKela TNG Epyaaciag.
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SCAN to BIM-3D avakaTaokeur apXaiwv yvnueiwy
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