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BeParmvo 611 gipat o cuyypagéag avtg g epyaciog kot 0t kKabe Pfonbelo v omoia ixo yio v
TPOETOLLOGTIO, TNG EIVOL TANPMG OVOYVOPLGUEVT] KOL avaPEPETOL 6TV Epyacia. Emiong, £xm kataypdyet
TIG OTOIEG TNYEG OO TIG OTOIEG £KOVOL YPNOM OEGOUEVMV, 10EDV, EIKOVOV Kol KEWEVOL, €ITE OVTEG
avaeépovtar akpPag eite mapappacpéves. Emmiéov, Pefaidve 4Tt auti 1 €pyacio TPOETOUAGTNKE
amo eUEVO TPOCMTIKA, EOIKA MG SMA®UOTIKY gpyacia, oto TuRpa Mnyavikdv [TAnpoeopikng kot
Hlektpovikdv Zvotudtov tov ALITALE.

H mopodoa epyocio amoterel mvevpotikn dtoktnoios Tov @ournt) Xpnotov Kaputidv mov v
eKTOVNGE. LT0 TAOIGIO TNG TOALTIKNG OVOIKTHG TPOGPRACTG, O GLYYPOUPENS/ ONUIOVPYOS EKYMPEL GTO
Aebvég Tlovemomuo ¢ EAAGSOG Gdelo ypNomg Tov SIKOIMUOTOS OVOToPay®YNS, OUVEIGUOD,
TOPOVGIOTG GTO KOO KOl YNPLOKNE Oldyvong g epyaciog dlebvmg, oe NAEKTPOVIKT LOPPT KOl G
OTO10ONTOTE UEGO, Yot OOOKTIKOVG KOl EPEVVNTIKOVG GKOMOVG, AveL avtaAidypatos. H avoiktn
TPOcPaon OTO TANPES KEIPEVO TNG gpyaciag, dev onpaivel kaf’ olovonmote TpdmO TOPAYDPNON
SIKULOUATOV S10VONTIKNG WO10KTNGI0G TOL GLYYPOUQEN/ONLOVPYOD, OVTE EMITPEMEL TV OVATOPAYDY,
avadNLOGIEVGT], OVTLYPOAPT|, TOANGCT), EUTOPIKN YPNOT, Olvoun, £kdocT, petapdptoon (downloading),
avaptnon (uploading), petdepoot, TPOTOTOINGN LE OTOIOVONTOTE TPOTO, TUNUOTIKA 1) TEPIANTTIKA
NG EPYOCING, YOPIG TN PNTH TPONYOVLEVT £YYPUPT CLVAIVEST TOL GLYYPAPEN/ ONULOVPYOD.

H éyxpion g dmlopotiknig epyaciog amd to Tuqua Mnyavikov ITAnpogopikig kor Hiextpovikav
Yvotudatev Tov AteBvoig Iavemotnuiov g EAAGSOG dev vTOONADVEL AAPAITHTMG Kol ATOd0Y T TV
OATOYEWMV TOV GLYYPAPEX, EK LEPOVS TOV TunuaTOg
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IIporoyoc

H mapodoa mroyokr epyacio mpoypoatevetar T Onpovpyion €vOg EKTOOELTIKOD  Toyvido0
Eravénuévng Mpaypatucomrag (AR) yia to padnua g Iotopiog g E” Anpotikod. H evaoydinon pe
TO GUYKEKPEVO OVTIKEIUEVO OTOTEAECE GUECT EMAOYN MOV, KOB®G cuvdvale TO TPOCHOTIKO OV
evolaépov yia v avantoén Prvteomaryvididv (Game Development) pe v emBopia pov va peretnom
KO VO EQAPUOG® oTNV TPAEN TNV teYvoroyia Tov AR.

2T0Y0G TG €QPOAPUOYNG €IVl VO AELITOVPYNOEL GUUTANPOUATIKE GTO TOPASOGIOKO GYOAKO PipAio.
Eumhovtifovtég to pe 3D ypapwd Kot pnyovicpols motyviolov (gamification), n dwdikacion g
péOnong yiveton mo S10dpacTiKn Kol EAKVOTIKT Yio pofntég mov eivar e£oikelmpévol Pe Ta yneLokd
neppdAalovra.

H ovvolkn dwdikacio avdntuéng tov mayyvidiov otn unyovn ypoewadv Unity amotélece i
OTTOLTNTIKY 0AAG EEQPETIKG ONLOVPYIKT] TPOYPAUUATICTIKY TPOKANGT. XTIC GEAIDEG TOV akoAoLOOVV,
KATOYPAPETOL OVOAVTIKA 1] TEYVIKT] VAOTOINGT] TS EPAPUOYNS, 0 oxedLaapog ¢ dtemapns (UI/UX) kot
M APYLITEKTOVIKT TOV KMOOIKAL.
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Iepiinyn

H mopodoa mrvyloxn epyacio mopovcsidlel tov oxedoopd Kol TV avamTtuEn oG EKTOOEVTIKNG
epappoyng Emavénuévng Ipaypatikotnrog (Augmented Reality - AR) pe ™ popen dwedpaoctikon
Ty vidlon. Arevbivetor og podntéc g E” Anpotikov, e yvmoTiko avTIKEIULEVO TV 16Topia Kol TOV
moMtiopd tov Popaiov kot tov EAAMveov. X1dyoc g epappoyng eivor va gumlovticel v
mapodoctakn owackaAio pe po Pfuopoatiky didotacn (active learning) péom g maryvidomoinong
(gamification), Aeltovpy®VTOG CUUTANPOUOTIKG 6TO GYoAkd PifAio. H epapuoyn avoamntoyxbnke ot
unyovn ypaeukav Unity 3D pe tn yprion g YAoooag C#, evad yia Tig Asttovpyieg AR a&lomomOnke 1o
Vuforia Engine SDK. Q¢ mAateoppo otdyevong emiréynke to Agttovpyikd cvotnue Android. H
dtemapn| xpnot meptiapPavel Beopnricd padnpata pe dadpactikovg cuvdéspovg (clickable words)
Kol 0E0AOYNOELS TOAAATA®OVY EMTEO®Y, Ol OTOIEG EVOMUUTMVOLY UNYXOVICUOVS Xpovov kat {omv. Ot
EPMTNCELS TOKIAAOVLY 0td dVO EMAOYDV (KEIEVO) KOl EMAOYNG COOTNG EIKOVAS, UEXPL TPONYUEVES
doxacieg AR 6mov o pabntrg okavdapet 1o oxolikod Pipiio, mepiotpépet tpiodidotata (3D) poviéra
Kol OAANAETIOPA e aVTA.
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Design and Development of an Educational Augmented Reality (AR) Game for
the History of Romans and Greeks S5th Grade Primary School

Christos Karipian

Abstract

This thesis presents the design and development of an educational Augmented Reality (AR) application
in the form of an interactive game. It is aimed at Sth-grade students, focusing on the history and culture
of the Romans and Greeks. The main objective of the application is to enrich traditional teaching with
an experiential dimension (active learning) through gamification, complementing — rather than
replacing — the school textbook. The application was developed in the Unity 3D game engine using
the C# programming language, while the Vuforia Engine SDK was utilized for the AR functionalities.
The Android operating system was chosen as the target platform. The user interface includes theoretical
lessons with interactive links (clickable words) and multi-level assessments, which incorporate a timer
and a lives system. The quizzes range from two-choice text questions and image selection to advanced
AR tasks where the student scans the school textbook, rotates three-dimensional (3D) models, and
interacts with them.



Evyoprotieg

H oloxAfpwon g mapovcag truylokng epyaciog dev Ba NTav @ikt yopig v vroopign Kot v
Kkafodynomn tov avlpoOrmv Tov 6TabNKay Simha Lov kaf’ OAN TN didpKeLD TG EKTOVIONG TNC.

Apywcd, 8o Bsha va ekppdom T Beppéc pov evyapilotieg otov emPAénovia kabnynt) pov, K.
Kepapomovrio Evkieion, yia v moldtiun kabodrynon, tov xpovo Tov Lov aplEp®cE Kot TIG Koipleg
vodeiéelg Tov og kGBe oTAdI0 NG AVATTLENG TNG EQUPLOYNAG KoL TNG GLYYPUPNG Tov Keévov. H
oupPoAn tov MTav KaBoPloTIKN Yoo TNV E€MIAVON TPOKANCE®V Kol TN SWUOPO®GT TOL TEALKOV
amOTELEGLOTOG,

Emiong, Ba MBeha vo euxoplotiom TNV OIKOYEVEWD OV KOl TOLG OIAOLS HOL Yo TNV OUéPIoTN
GUUTOPACTOGCT), TIV VITOUOVH KOL TNV YOXOAOYIKT LTOGTAPIEN TOV HoL TTapeiyov kod' OAN T S1dpreln

TOV GTOLODV [LOV.

Té\og, gvyopiotd Oepud TOVg PIAOLE KOl GUUPOLTNTEG [LOL TOL SOKILOGAY TO TPMTO, TPMTOTLIC, TNG
EQUPLOYNG, TAPEXOVTAC OV ETOIKOSOUNTIKA oXOAL Yo TN Perticooon tov Ul kot tov UX.
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Kepdiow 1o: Ewayoym
1.1 Ieprypaen kot Avtikeipevo g Epyoaciog

H epyoaoia avtn €yl og avtikeipevo Tov oxedocd Kot TV VAOTOINGCT oG EKTOLOEVTIKNG EPAPLOYNG
Eravénuévng Ipaypotomrag (Augmented Reality - AR) oe popon dwedpactikod mwayvidov. To
mayviol amevBoveton o padntég e E” Anpotikod kot Baciletoan oty evotnta «Ot EAAnveg xat ot
Popaion» tov oyolkod Pipiiov, m omoio koAdmrel T popdiky Kotdktnon g EAAGdac, tov
eMMvopopaiko moMTiopd Kot T dopr| g Popaixng Avtokpatopiog.

H mopoadocioxn dwdockorio tng totopiog, ovyvd, Paciletor omv omootndion yeyovotov Kot
NUEPOUNVIDV, KATL TOV UTOPEL VO LEIDGEL TO EVOLLPEPOV TV pabntdv. H evoopdtoon cuyypovev
teyxvoloyldv, 6mwg 1 Emavénuévn Hpoypatikdtnto, mpoceépel o eVOAALAKTIKY TPocdyylon. Méocw
NG EQUPUOYNG, TO OTOTIKG GTOLXEID TOV GYoAKoD PBifAiov (OmWG €IKOVES KOl XAPTEG) UTOPOLV VO
{ovtavéyouy, TPOGPEPOVTIS GTOVG HOONTEC YNELOKES TANPOPOPIEC Kol OladpuoTikd kovil (6mwmg
EPMTNOELS 600 EMAOYDV KOl EMAOYT] COGTIG EIKOVAG) GE TPAYUOTIKO YpOVO.

1.2 XKomlg Kal Xtoyol

O K0p1og 6TdHY0g VTG TNG TTLYIKNG Eivar 1 dnpovpyic VOGS AEITOVPYIKOD, SLOOPAGTIKOD TALYVIOLOD
mov Bo KAvel 1o pnabnuo g 16Topilag Mo eVOLOPEPOV, EVYEPIOTO Kol EAKVOTIKO Y10, TOVG HoBNTEg
Empa 1.1).

O1 emuépovg oToYOL TG EPYaciag mepAapupdvouy:

*  Tov oyedaoud evog erakol Kot guypnotov meptPdiiovrog ypnotn (Ul), xatdAiniov yuo
LoONTEG OMLOTIKOV.

*  Tnv viomoinon SEOPETIKOV TOTOV SLUOPACTIKAOV EPOTAGEMV Yo TNV oEAdYNoT TOV
yvoceov. [N'a mapddetypa, o padntig KaAeitol vo onavTioel GE EPMOTNOEL; VO EMAOYDV
(Zwotd/AdBo¢ | 30O EVOAMAKTIKEG UTAVTHGELS KEWWEVOD), KAOMS Kot Vo EMAEEEL TN GOOTN
omavTnon HEca omd o GEPA EIKOVAV.

*  Tnv evooudtwon teyvoroyiag AR yia v avayvopion ewdvov (Image Targets) kot v
eppdvion tprodictoTev (3D) pHoviEAmy Kol TANPOEOPLOY TAV® GE AVTEC.

*  Tn dnpiovpyio evOg EVEMKTOL GLGTAKOTOG dlayEiPLONG OEGOUEVMV, OOV TO TEPLEYXOUEVO TOV
pofnuatov Kot tov ofloAoynoemv PopTdveTOl duvapukd amd emtepikd opyeio JSON,
SIEVKOAVVOVTAG TNV OVOPAOUGT) TOV DALKOD.
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Zyiue 1.1: H epapuoyn orxevboverar oe pnodntég Anuotixov, mov eloikeiadvovial pe v eKmoI0svTIK) 0AN
UETW O100POCTIKDV TEYVOAOYIODV

1.3 Xvvortikn Avagopa otig Teyvoroyieg

I'o v vAdomoinon tng epaproyNG emMAEXONKAY GOYYPOVE, OPLE KOl EDPEMS TEKUNPLOUEVO EPYOLELD
AVATTLENG AOYIGLUKOV:

Unity: Amotélece 1o Pacikd mepifdrrov avamtvéng (Game Engine) g epapuoyns. H Unity
TPOCPEPEL 1IoYLPA epyareia o T dnuiovpyia 2D kot 3D ypagikdv, tn dayeipton tov User Interface
(UI) kot Tov mpoypapuationd e AOYIKNAG TOV TOLYVIOoD HEc® TG YAmooag C#.

Vuforia Engine: Xpnowonomnke og 1o facucd SDK (Software Development Kit) yio tnv vioroinon
g Emovénuévng Mpaypatikétnroc. To Vuforia avariappdver v avayvopion tov eikovov (Image
Tracking) péom Tng KAUEPAS TNG CLGKEVTG, EXTPETOVTUS TNV TPOPOAT TOV YNPLUKOD TEPIEXOUEVOU.

Android: H gpappoyn avartoydnke kot e€nyon (build) yio Asitovpykd cvomnpo Android, kabmg To
smartphones Kot ta tablets amoteAoVV eVPEWG SUOESOUEVEG GVOKEVEG TOV UTOPOVV Vo, a&tomoimovv
0€ EKTOOEVTIKG TEPPAALOVTAL.

1.4  Aopn ™ IITopuoxng Epyaciog
H mapovca mruyloxn epyoacio opyavavetolr o mEVIE KOPL KEQOAMia, akoiovBoldpevo amd 1
BifAoypapio kot TopapTnpa.

* Y10 Kepdhawo 1 mapovoialetar o avtikeipevo tng epyaciog, kabopiletor 0 okomdg Kot ot
oTOYOL, TEPLYPAPOVTOL GLVOTTIKG, Ol TEYVOAOYieC oL a&lOTMOOVVTOL KOl OVOADETOL T
pebodoroyio avaTTLENG.
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* 210 Kepdiato 2 avarderor to Bempntikd vrdPfabpo kot ot teyvoroyieg avantuéng, e Epeaon
omv Emavénuévn Ilpoypatikomta, v [Hoyvidomoinon, kabmg ko ota gpyaieion Unity,
Vuforia, Android kot C#.

* ZXto Kepdhowo 3 oaivetan m epapuoyn omwg v PAéner o ypnotng (User Manual).
[eprypbdoeton g gpovifeTar To KEVIPKO PevoD, TOG OPYOVAVETUL TO EKTOLOEVLTIKO VAIKO Kot
0101 TOTTOL EPMTNCEMV EUPAVILOVTAL KATE TN SIGPKELD TOV TOLYVISI00, HETOED T®V OTOIMV Kot
ot dokipocieg AR.

*  Xt0 Kepdhaio 4 meprypdeetal 1 0pyITEKTOVIKT] TOV GUGTAKOTOS KOL 1) TPOYPUUUATIGTIKN
vAomoinon, pécm tov Pacikdv C# scripts mov dwyepifovrar ta Ul panels, to dedopéva oe
popen JSON, 1 Aoy TV kovil ko Tig Aettovpyieg Emavénpévng Ipaypatikdntog.

*  X10 Kepdhawo 5 suvoyilovral ta coumepdcopota g epyaciog, cuinTohvtal Ol TPOKANGELS TOV
TPOEKLYOV KOATG TNV ovAmTLEN KOl TPOTEIVOVTOL PEALOVTIKEG EMEKTAGELS TNG EPAPUOYNG.
Télog, mapatiBetan 1 BipAoypagio.

1.5 MeBodoroyia AvamToéng

I tv vAomoinom g TapoVoag EKTUOEVTIKNG EPAPUOYNG VIOBETHONKOV Ol 0pYEC TNG TPOGEYYIOTS
Design-Based Research (DBR) [2], o cuvdvacuod pe tig apyés e Evéliktng Avamtuéng (Agile). H
DBR akoiovfel emavorapfavopevoug koklovg Omov €vo ekmoidevTikd gpyoieio oyedidleTan,
doxpaletor kon PEATIOVETOL GTASIOKA. XTIV TAPOVGH EpYacio. akoAovdnOnKe avtn 1 AoyiKi Katd T
@acn avamTuéng, OnAadT HETA 0o KAOE vEr £KO00T TNG EPAPUOYNC YIVOVTOY EGMTEPIKES OOKIES KoL
Baocel avtdv ahddlovtav ototyeia Tpv Tpoympnoet 1 vioroinor. H a&loldynon dumg o mpayuatikn
oyoAkn Taén pe pabntég dev evrdyOnke 610 MANIGIO TNG EPYOCING KOL OVOPEPETAL OTIG LEAAOVTIKES
EMEKTAGELC.

Onwg @aivetor otov yevikd kokho Agile (Zynua 1.2), n avartuén Aoyiopikod okolovOel
EMOVOLOUPOVOUEVEG PACELS GYEOIAGLOD, VAOTOINGNG Kot a&loAdynong. ZInv mopovod gpyacio, 1
Suodkacio avTy TPOGAPUOCTNKE GE TEGTEPA (4) S10KPLTA Kol EXOVOANTTUCH GTASL:

1. Avaivon Ararticemv: Xto mp®to Prine kobopictnkay 1060 TO TEPIEYOUEVO OGO Kal TO
gameplay tov moryvidio0. AviAnOnke 10 ekmoudevTIKO VAIKO amd tnv VAN lotopiog g E'
Anpotikod (amd v gvotnra «Ot 'EAAnveg ko ot Popaion) kot ano@oaciotnke e mooug
TpOToVG B aAANAEmOPa 0 pobntg (epoTnoelg Kovil, KAMK og €1KOVEG Kol dPACTNPLOTITEG
Enavénuévne [paypatikdtmrog).

2. Anmovpyia Ipototimov (Prototyping): Zyedidotnke n pon mAonynong (user flow) tng
eQapHOYNG divovtag Eppacn oty erevfepn emhoyn. 'Etot, o padntig Eexvd omd to Kevrpikd
Mevov (Main Menu) ko prmopet va. petafel avtévoua og 6mota evotnto embupei: ot Oswpia,
oT1g otopkég Inyéc N amevbeiag oy emAoyn emumédov ywo ta Quiz kot to AR. ‘Emetrta,
ominkav ta tpodta ontikd mepiPdirovta (Ul Panels) péoa otn unyovn ypaeucov Unity.

3. Avantvén Aoywespkov: Ilpoypappotiomnke n epoppoyn oe yAdooo C#, evoOUATOVOVTOG
OAOVG TOLG UNYOVIGHOVC ToL Taryvidwd (Pabuoroyia, (wég, ypovouetpo). IMapdiinia,
pvOuiotmke 10 epyareio Vuforia mpooBétovtog TiG €1KOVEG-GTOYOVLS, Olvoviag £Tol
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duvatoTnTa. oTNY KApEPA Vo avayvopilel oeArideg Tov Piiiov kon va gpeoavilel miveo tovg
dwdpactikd 3D povtéra.

4. 'Eleyyoc wor Emavaocysowoopos (Debugging): EykataotdOnke m mpodtn €kdoom g
epappoyng (.apk) oe mpaypotikég cvokevég Android yio dokipég. Méca amd eKTETAUEVO
€0MTEPIKO testing NG EPAPLOYNG EVTIOTIGTNKOY TEXVIKE Kot oxedlacTikd {nTnoto mov Enpene
va BeAtiwBovv. [a mapddetypa, avéndnke o 6ykog ota hitboxes (Box Colliders) tov 3D
HOVTEL®OV GGTE 1 €MAOYN amd Tov ¥pnotn (tap) va avayvopiletol EVKOAITEPU GE WIKPEG
o06vec. Eniong, PeAtidbnke 1 evypnotio tov Ul, pe dopbdoelg dnwe 1 aArayn oto péyebog
TOV YPOLLOTOGEP®V Y10 KAADTEPT] AVOYVOGIHLOTNTA KOl 1) OTTTiKN avatpopodotnon (Detailed
Feedback) pe t yprion KotdAANA®V XpOUAT®V GTIG AITOVTINGELS.

Ao 1 dwdikacio SoKImY Kot dStopldoemv ftay KabopioTikn, Kabd Sloc@AMGE OTL 1] EQUPLOYN dEV
glvar amlmg AEITOVPYIKT G€ EMMEGO KDIKA, OALE GYEIIACTNKE [LE YVAOUOVA T PNOTIKOTNTA Y10l OO
10-11 etddv, pe ypagiKa Kot SdpacTIKd GTOLYEI TPOGAPUOCUEVA OTIG OVAYKEG TNG NAIKIOKNG QLTINS
onadog.

Software
Development

2ynuo 1.2: O yevikog kdxlog avartolng Aoyiouixod e uebodoloyiog Agile
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1.6 Ermiloyog Keparaiov

Y70 KEPAAOLO OTO TPOGOIOPIGTNKE TO UVTIKEIUEVO TNG EPYACIag Kot 0 AOYOG Yo TOV 01010 emAEYONKE

N Erovénuévn Ipaypoatwdmra og epyalreio yo ) dwdackorio e lotopiag otv E* Anpotikov.
IMopovcidotnkay o ckomdg kol ot empuépovg otoyol, poli pe to Poacikd epyoreio (Unity, Vuforia,
Android, C#) mov a&lomomOnkav Kotd v avamtoén.

Ileprypdonke emiong m peBodoroyia mov axorovdnfnke, mn omoia otnpiybnke otov emavaAnmTTKd
yopoktnpa tng mpooéyywong Design-Based Research kot yopiotnke oe 1éocepa otddwo, omd v
AVAALOT) TOV ATOITNCEDV HEYPL TOV EAEYYO KOL TOV ETAVUCYEOIAGLLO.
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BOeopnTtikd YroPabpo kot Teyvoroyieg Avantuéng

Kepdhiorwo 20: Ocopntikd Ynopabpo kor Teyvoroyieg Avamtoéng
2.1 Ewoayoyn Kepoaraiov

To xepdloo avtd koAdmTEL TO BepnTKd Kol TEXVOAOYIKO VTOPabpo Tng epyaciog. Apykd,
amocagnvifetor n évvoln ¢ Emavénuévng Ilpaypotikdémrog (AR) kot avadewvdovior ta
TOOAYOYIKO TG 0QEAN, o€ cuvovaoud pe T apyés ¢ Ilayvidomoinong (Gamification) otnv
ekmaidevon. Xtn ovvéyeld, mapovctdlovtal Ta oOYxpova EpYOAEid avaTTLENG AOYIGUIKOD 7OV
EMAEYOMKOV Ylo. TNV VAOTOINGT NG EQPUPUOYNG. AVOADETAL 1) CPYITEKTOVIKN TNG UNYXOVIG YPOPIKMDV
Unity 3D, n Aettovpyic TOL GLGTHUOTOS UNYXAVIKTS Opaong Vuforia Engine, kafd¢ kot o poA0OG g
YAOGGOG TpoypappaTicpoy C# kat tov Agttovpytkol cvotrpotog Android.

2.2 O Awyopropog tov Teyvoroyidv: AR, VR, MR kot XR

Mo v TAApn Katavonon e TEYVOAOYING 7OV YPNOCULOTOEITL oV TapoDGe EQOPUOYT, Eivol
anopaitntog 0 caeng dtaympopds e Eravinuévng Hpaypatuomrag (AR) amd 115 suyyevikés g
teyvoloyiec. Xvyvd otn Pifioypagpio ot dpot avtol cvyyéoviol, ®OTOGO €VTAGGOVTIOL OAOL GTO
gupOTEPO Be@pTIKO poviédo Tov Reality-Virtuality Continuum. Ot facikég Katnyopieg avaidovtal
TOPOKATO:

1. Ewovum paypatikotnto (Virtual Reality - VR)

H Ewovwkn [paypotikdtra npoceépel v mAnpn Pobion (immersion) tov ypnotn oe éva €§
0AOKANPOL yMoewakd mepBariov. O ypfoTNG OMOKOTTETOL TANPMG GO TOV PLOIKO, TPAYHOTIKO
Koopo, eopwvtag ewkd kpdvn (Head-Mounted Displays - HMDs) o6mwg 1o Meta Quest, 1o
PlayStation VR2 1] o Valve Index. KadBe 11 mov PAénet 1| axovel Topdyetor and ToV VITOAOYLOTY).

2. Emavénuévn Hpaypoatucotra (Augmented Reality - AR)

Amotehel v TeYvoAoyia oty omoia Pacilerar m mopovca epyacia. Aev aviikabiotd Tov
TPAYUATIKO KOGHO, 0ALY TPOGHETEL YNOLOKA GTOLYEID TAV®D GTO PLGIKO TEPPAALOV TOL PO O
TPAYUATIKO XpOvo (cuvnbmc pHécm g Kapepag evog smartphone 1 tablet).

3. Mewn lpaypatikomta (Mixed Reality - MR)

H Mewem [payuotikdmmra enekteivel Tig duvatotnteg tov AR. Xe avtrv, To yneuake avTikeipeva
oyt LOvo TPOPAAAOVTOL GTOV TPUYUOTIKO KOGUO, OAAG LITOPOVV Kol VO, GAANAETLOPOVV LE TU PLGIKA
avtikeipeva. o mapdderypa, €vo ynolokd praidxt oe évo mepifdiiov MR Ba pmopovoe va
YTUTNGEL TAVO GE £VOL TPUYUATIKO, PLOIKO TPATEL Kol Vo, ovOtnONGEL, 1 Vo, KpuQTel Tiow amd Evay
mpaypatikd kavomé. H  teyvoroyio avt) omortel  efoupetikd  mpomyuéVovg  acOnThpEg
YOPTOYPAPNONG YDPOL Kot eEg1dkevpévo eEomhopd, 6mws to Microsoft HoloLens.

4. Exteropévn Hpaypatikdémto (Extended Reality - XR)

Téhog, n Extetapévn Tpaypatikotnta (XR) dev eivar pua Eeyopioth teyvoroyia, adid o "O6pog
oumpéha" (umbrella term) mov ypnoyomoteitan otn cVYypovn Propnyavia g [IAnpoeopikng yia
Vo TEPLYPAWEL GUVOAIKA OAeG TIC Tapamdve texvoroyies (VR, AR, MR). Onowndnmote epapuoyn
UETAPAAAEL 1] GUVOLALEL TNV TTPOYUOATIKOTNTO IUE YNPOUKA YPOPIKA, aviKeL 6TO Gdoua tov XR.
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Onwg ancwoviletal oto pdopa Ewovikdomntag-Ilpaypotikdmmrag (Zynua 2.1), ot teyvoroyieg VR,
AR kot MR amotehodv SwPabuicelg tov idov cvveyovs. Xvvoyiloviac, M emthoyn TNg
Eravénuévng Ipayuatikotntog (AR) yio v mopodod EKTOIOEVTIKY €QOPUOYN Kpidnke ¢ M
KatoAAnAdTEpN. Agv ypetaletar axpiPog eEomMopdg o0mmg kpdvn VR, mapd povo éva kivntd M
tablet pe Android. EmmAéov, o pabntg cvveyilel va dovievet pe 10 oxoikd tov Pipiio, kabogn
AR ypnowonoiel 116 oelideg Tov ¢ onpeia ekkivong yia vo EPEAVIGEL TO YNOLOKO TEPIEXOLEVO.

The Virtuality Continuum

@ www.virtualiteach.com @steve_bambury
N

AUGMENTED REALITY: AUGMENTED VIRTUALITY:
Virtual content augments Real content augments

the real world. avirtual world.

AUGMENTED AUGMENTED VIRTUAL
REALITY VIRTUALITY REALITY

REALITY

MIXED REALITY

MIXED REALITY:
Ablanket term to describe

any experience between the
REALITY: extremes of the continuum. VIRTUAL REALITY:
The completely real, A completely synthetic,
physical world we live in. digitally-created world.

Reality-Virtuality Continuum Created by Paul Milgram (1994)

2ynua 2.1: To ovveyés paoua Erkovikotnrog-llpayuotikotnrog (Reality-Virtuality Continuum) xoza tov Paul Milgram [1]

2.3  Emovénpévn Hpoaypotikétnta (Augmented Reality - AR)

Eotialovtog omv texvoloyia mov emiéybnke vy TV mopovca e@apuoyn, M  Emovénuévn
[paypotikdtra Paciletar otov punyavicpod g vaépBeong (overlay). Zvykekpiuévo, ETLTPETEL TV
TPOPOAT YMNOLIKDOY TANPOPOPIY —Om®S Tpltodidotate (3D) povtéra, avadvopeva Keipeva, o Kot
Bivteo— 0PLOVIKA EVOOUOTOUEVOV LE TO UK TEPPEALOV TOV ¥pNoTn. Xe avtifeon pe ™ VR, 6mov
0 ypNnog Pubiletar TANpwC o€ Evav Ynelokd KOGHO Kot amokOTTETOL ammd T0 TePPaiiov Tov, 1 AR
dlotnpel TOV TPAYUATIKO KOGUO ®C Paomn kot mpochitel Tavm Tov To Yynelokd otoyegio. Avti n
Bepemong owpopd kabopilel oe peydro Pabud kot Tov TpodmO pe Tov omoio aflomoleitol 1 Kabe
teyvoloyio omnv  ekmaidevon. H  ovykpion 1oV Pacikd@v  YOpOKTNPIOTIKOV TV dVO
TEYVOLOYIOVOLVOYILETOL OYNUATIKA 6T0 Zynua 2.2.



Augmented Reality

Augmented Reality (AR) blends
virtual reality and real life

ARis @ ﬁ&i%

virtual
real

AR

the user into the action

on top of real-world
environments

BOeopnTtikd YroPabpo kot Teyvoroyieg Avantuéng

Virtual Reality

Virtual Reality (VR) creates avirtual &7
world for users to interact with J

VRis 45% @

real
virtual

VR

the user into the action

by stimulating both
sight and hearing

2ynpa 2.2: Z0yKpitikn oyquoTIKy OmEKOvIon TV facikdv xopoktnplotik@y e Exavénuévne (AR) kot tng Eikovikig
Tpayuanixotnrog (VR).
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2.3.1 Iotopwkn EEEMEN g Teyvoroyiag

H AR éyer paxpd epevvntikn wotopia mov Egkva amd ) dekaetion Tov 1960, pe Ta TpdTO CLGTHLOTA
nmpoPfoinc (Head-Mounted Displays) and epgvuvntéc ommwg o Ivan Sutherland [3]. Qotoc0, 0 6pog
"Augmented Reality" emvonnke emionua 1o 1990 am6 tov Thomas Caudell [4], epguvnty Tng Boeing,
o0 onoiog oyedioce £va oOoTNUA TOL TPOPOUALE YNELOKE SlorypAUIOTO KOADOIDGEDY GTO OTTIKO TEDTO
TOV EPYATAV GUVOPLOAOYNGNG OLEPOCKAPADV.

1o, TéAn g dekaetiag Tov 1990, n épevva emkevip@dnke oty avartuén PipAodnkdv Aoyiouikov,
pe yopaktnplotiko topddstypo to ARToolKit, mov avantiydnke to 1999 and tov Hirokazu Kato [5].
To ARToolKit enétpene eviomoud 8éong KApePAS G TPAYUATIKO XPOVO LEGH OCTPOUAVPMY SEKTMV
(markers) Tvnouévev og yopti, Kot VINPEE OO TA TPAOTU AOYICUIKE OVOLYTOV KMOKO 6ToV Topéa. H
TPOYUATIKY Opmg palkn eEamimon g texvoroyiag cuvéPn petd to 2010, ue v avamntoén tov
smartphones kot tablets — cvokev®v eéomMopévav pe Kdpepes vyning avaivong, oicinTipeg
YUPOGKOTIOV KOl 1IoYVPOVG EMEEEPYACTESG YPAPIKMV.

2.3.2 H Enavénpévn paypotikétnra otnv Exnaidsvon

H evooudtoon g AR omv ekmoidevtikn 01001Kacio €(€l GUYKEVIPOGEL TEPACTIO EPEVVITIKO
evolapépov TV terevtaio dekaetia. Xe avtiBeorn pe v mapodociokn dwdackaria, 1 omoio cuyvd
PBaciletan oe Swwdidotata péca (Onmg mivaxkeg kot PipAiic), to AR mpooeéper 1 duvartdtnrta
OTLTIKOTTOINGNG AP PNUEVOV 1| TOADTAOK®V EVVOLDV GE TPELG dtacTdoels. o mapddetypa, oto padnuo
NG 16Topiag, ot LodnTég dev Ypeldletol va @avtacTtodV Tag EUotale v apyaio pvnueio, aALL pmopovv
va o dovv va mpofdAiieTon Tpiodidotate (3D) mdve oto Bpavio Tovg kot va to e€gpguviicovy amd
SLOPOPETIKEG OMTIKES YMVIEC.

Soppova pe TAn0og akadnuoikov peietdv [6], [7], To kOpla mAgovekTAuoTa omd T yxpron AR
GUGTNUATOV GT1 GYOMKN TAEN TEPAapPavouv:

*  Avénuévn Aéopsvon (Engagement): Ou poOntég delyvouv ueyoldTEPO €VOLOPEPOV KO
TPocoyn, KaBdc 1 dadikocio LABNoNG LETATPENETAL GE EUTEIPIO OVAKAAVYTG.

*  Bekrioon Xopwig Avtiknyng: H dwdpactikdtnta [le TpIoddoTate YooK oavTikKeipevo
Bon0d oty KaADTEPN KATAVONGT| TOL YDPOL, TNG YEMUETPLOC KL TNG OPYLTEKTOVIKNC.

*  Evepyntuciy MaOnon (Active Learning): Avti vo mopoakoiovfei mabnticd, o pabntrg
avalnTd Kot ovaKoADTTEL TV TANPOPOPia LOVOG TOV, HEGE OO TOV EVIOTIGUO image targets
Kot Tov Xepiopd 3D povtédwv.

*  Kivwgtpo yia Mdbnon (Motivation): H yprion cOyypovov teyvoroyudyv ot omoieg eivar otkeieg

oToVG palnTég TG onuePIVNSg Yevids (Ommg ta tablets) evioyvel to kivnTpo kAl TNV gvepyod
GUUUETOYT TOV pontdv oto padnua [8].
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24 Iloyyvdomoinon (Gamification) otnv Exmaidcvon

'Evag Bacikdg mudldvag otov oxedocid g mopodoas papuoyng eivat n evooudtmon otoryeinv
mayvidonoinong (gamification). Qg mayvidonoinon opiletar n ¥pNon UNYOVIGUGV, eONTIKAG Kol
TPOTOL GKEYTG TOV TPOEPYOVTOL 0o Ta oy vidlo (game design elements) oe mepiPdAiovia mov dev
amoteloOv apty®g maryvidwa, onwg glvon 1 ekmaidevon [9]. H cuvévoon avt tov dVo KOGU®MV TNG
TOPOOOGLOKTG LAONGNG KOt TOL GYEOIAGLOD TOLYVIOUDY OTOTVTMVETAL GTO Xynpa 2.3.

Onwg gaivetar oto Zynua 2.3, 1 Hoyvidokevipikn Mabnon (Game-Based Learning) Bpicketor 610
KEVTPO, TNV TOopn TPV medimv: g Mabnong (Learning), g IIpocopoimong (Simulation) kot tov
Moy viduwv (Games). Ot empépous Topég dnpovpyolv eVOLAEGES Katnyopies, Omwg Tig Exmaidevtikég
[Ipocopowwoelg (Training Simulations), ta Pvyayoywd Ioayviowe (Entertainment Games) kot to
Ioyviow Ipocopoimwong (Simulation Games). H mapovoa epoppoynq tomobeteital akpifog Gto
KeEVIPIKO omnpeio ovtov Tov SlaypAppaToc, KaBmg cuvdvalel ekmaldenTikd mepleydpevo (Labnuo
Iotopioag), otoryeio mayvidiov (tovtot, (wég, YPOVOUETPO) Kol TPOGOUOIMON HEGH TNG TEXVOAOYiag AR
7OV OVOTTOPIOTA IGTOPIKA YEYOVOTA GE TPLGOLAGTUTO TEPPAALOV.

Learning

Training Entertainment
Simulations Games

Game
based
Learning

Simulation : . Games
Simulation

Games

2ynua 2.3: H o) the mopadociokng nadnong pe to. atoiyeio oyedlaouod moryvioiwv oo onuiovpyel v Hoyyvidomoinon
(Gamification)
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Xmv moapadoctaxn dwdackaria, N afloddynon tov padntdv cuyva Tpokaiel dyxos, Kabmg ta Adom
€xovv dpeco avtiktomo ot fadporoyia. Avtifeta, otov oxedUGUO TOLVISUDV, 1| AaVOAGHEVT] ETAOYT
dev Topel oAAG kaBodnyel: o maikTng TPoYwPa PEca amd dokiun Kot ceaipa (trial and error) og éva
acPoAéG mepPIParAov, yopig Tov @OPfo uoviung omotvyiag. H mpocéyyion avth esivor yvoom
o¢ [Tayvidokevipikny Mdabnon (Game-Based Learning) kow éxer ovoyetiotel pe Peltioon g
GLYKpATNoNG TAnpooptdv [10].

INa v emroyn epoappoyn g Hoyvidomoinong (Gamification) oe  exnodevtikd  epyaheia,
a&lomoovvian cuykekpluévol punyovicpol, mov omnpiloviar 6t Gewpia Tov Avtokabopiopov (Self-
Determination Theory) twv Deci kot Ryan [11]. ZOpeova pe ™) Beopia avtn, ot pabntég epmiékovron
EVEPYE OTOV TKOVOTO100VTOL O1 fAGIKEG TOVG AVAYKEG Y100 VTOVOLLID, IKAVOTNTA KOl KOWVMVIKT GUVOEST).
210, TAIG10, TG TOPOVGAS EQPOPLOYNG, AVTO EMLTVYYAVETOL LECH TOV TOPUKAT® UNYOVICUOV:

e  Yvomnuo [Mévrov (Scoring System): H emiPpdfevon Tov 6OOTOV ATOVINGEDV LE TOVTOUS
TPooPEPEL Gueon avorpopodotnon (immediate feedback) otov pabnm, evioydovtag to
aiocOnpa Tpoddov kot emttuyiog.

e Xpovikd6 Opwo Amndvinong (Timer):H ypnon ypovopétpov mpocBHiter  Evav
TOPAyovVTa £VTOONG KoL €YpNyopons, kdvovtag tn Swdikacio mo Svvapiky kol Atyotepo
povétovn.

o Xbomnuo Zoov (Lives/Hearts System): O pofnrtig 6ev amoxieietan dpeca pe por AaBog
amavInom, aAld dtabétel éva meplidpilo cpaipdtov (). 3 (méc), To omoio peimvel Tov eopo
NG amotuyiog Kot evOappOVEL TOV TEPAUATIGHO.

e Xegpi Xowotdv Amavtijoewv (Streak Multipliers): H emPpdapevon dwdoyikdv cwotmv
OTOVTHCE®Y OLATNPEL TNV TPOGOYT TOL HOBN TN GE VYNAA EMTEI DL, SNULOLPYDOVTOG [ aicOnom
"ponc" (flow state).

Me avtdv tov Tpdmo, To pabnuo ¢ toTopiog umopel vo petotponel omd madntikh amoothdion oe
dtadpaotikn eumelpia yro pobntég Anpotikov.

To Zynua 2.4 mapovcralet Tig facikés apyés g mayvidoroinong, 0nmg o Xtoyos (Goal), n [Ipdkinon
(Challenge), n Avtapopn (Reward), n Ae&iotnra (Skill), n Eprhoxn Xpriomn (User Engagement) o
10 Emitevypo (Achievement). Amod ovtég TIC YeVIKEC apyés, M mopovoa epapuoyn alomolet
OLYKEKPLUEVE, TIC EENC: M apy” TG AvTapolng viomoteitat pécw tov Xvotiuatog [oviwv, n [pdkinon
peocw tov Xpovikov Opiov Amévinong, n Eumhoxn Xpnot pécw tov Zuotuetog Zomv mov divel otov
pobntn tepfdprlo Aabovg ympic va tov anokAeiet, kot to Enitevypo pécm tov pnyavicpov Xepi Zootov
Amnavtioeov mov eniPpafedel T GUVETELD KOl TN CUYKEVTP®ON.

Mo avaivtikd, to Tvomnpa Iovrov Aertovpyel og aueorn avatpopodotnon (immediate feedback):
KkdOe Popd mov 0 puadNTAG AmEVTE COOTA GE o EpAOTNOT, kePdilel Tdvtoug Tov eupavifovtar oty
006vn, evioyvovtag to aicOnua Tpoddov. To Xpoviké Opro Ardvinong npocbitel Evav mapdyovia
gypnNyopons, 0 LobnTg dev UTOpEl Vo aPTOEL 0 EPMTNOT OVOLYTH €T’ AOPLOTOV, KATL TOV KAVEL TN
dradtkacio To SuvapKn Kot omoTpEmeL T povotovia. To Xvetnpa Zoov dwyepileton T oyxéon Tov
pobnty pe to Adbog, dMmAadn avti o AavBacuévn omavinon va teppotilel auéomg to moaryviol, o
poabntig dabétel Tpelg {mEC, YEYovOg oV HEIMVEL TO AyYog Kot evOappovel T SOKIUN KOl TO GQAALN
(trial and error) w¢ puéBodo uadnong. Téhog, o unyovioudc Lepi E@oT®OV ATovTiicemy emPpoPevel
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GUVEYEL, OTOV O LaBNTYG dlvel O1000YIKEG CMOTES AMAVINGELS, KEPOILEL TOVTOVG UE TOAAUTAAGLOCTEL,

dnpovpyodvtag te aichnon «pongy (flow state) Tov Tov KPATA GLYKEVIPOUEVO GTO LAON L.

© B

GOAL LEARNING SKILL ACHIEVEMENT

GAMIFICATION CONCEPT

CHALLENGE REWARD COMPETITION USER ENGAGEMENT

® 9

Zynuo 2.4 To facika dopuka ororyeio tneg Hoiyvidomoinong (game design elements) mov evomuotdOnkay otny eKTaIOEVTIKI
epapuoyn

2.5 Mnyovi I'pagikav Unity 3D

TN tov oyedlacpod kot Ty avamtuén g epapuoyng ypnotporomdnke n Unity 3D [12], pio amd Tig o
dnpoeireig unyavég avantuéng (game engines) maykoouiog. H Unity mapéyst évov olokAnpopévo
Editor yio T dnpovpyia 2D kot 3D gpappoydv, pe duvatdtra eaywyng (build) tov id1ov kddika oe
moAlamAég TAatedpuec (Android, 10S, Windows). H emtloyn e évavtt dAhov epyolreiov (w.y. Unreal
Engine) kpifnke xataAinidtepn AOym g €dkoAng evompdtwong pe to Vuforia Engine SDK, g
EKTETOUEVNG TEKUNPIOONG TNG KA TNG 10YVPNG VTOGTHPLENG TNG KOWVOTNTOG TPOYPAUUOTICTMV.

"Eva and 1o facikd mheovektnipata g Unity givatl 1 opyltektoviky g mov otnpiletol o€ avtikeipeva
(GameObjects) kot otoryeio (Components). Kédbe omtikd 1 Aettovpykd ototyeio g epaproyns, amod
€va Koupmi Tov pevov péypt éva Tplodtdotato povtédo pvnueiov, amoteiel éva GameObject 6to omoio
npocaptavial dipopa Components mov Kabopilovv ™ cvumepipopd tov. H Aoy Tov maiyvidion
viomoteital pécw scripts o€ yYAddooa C#, o omoia emiong mpocaptadviar g Components. H mpocéyyion
avt dtevkoivvel Tov modular oyedlacpd mov akolovdnOnKe otV Tapovoa EQapPHOYT], Kobmg Kdbe
Aertovpyio umopel va avomtuydel ko va eleyyBet ave&aptnta. To Aoydtumo TG unyavig YPOQIKOV
Unity mopovoialetot oto Zynua 2.5.

13
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S Unity

Zynua 2.5 To loyoromo e unyovig ypopikay Unity

2.6 Avayvopron Ewkovog (Image Tracking)

H xbOpa Aettovpyia tov Vuforia Engine [13] (Xynqpa 2.6) mov a&lomomnke oty mapovca epyacio eivor
N Avayvapion Ewoévog (Image Tracking). To cvomnua dev avayvopilel ekoveg og amAd cuvola pixels,
OALG XPTCILOTOLEL LiLa 7o aodoTIKN TEYVIKN Paciopévn ota "Enueio Evowagpépovtog” (Feature Points).

c vuforia

2ynua 2.6: To Loyotomo tov Aoyiouukod Exavénuévns Hpayuanixotyrag Vuforia Engine

Otov o ewdvo (my. uio oedida and 1o oyoikd Piprio Iotopiag) avePaiver oto Vuforia Target
Manager, o aAyoplOpog ™ petatpénel o€ aompouavpr (grayscale) kot evromilel meployég vYNANIG
avtifeong (high contrast), 6mmg évroveg yovieg ko akpéc. Me Bdon ovtd To YOPAKINPIGTIKA, TO
GUOTNO SNULOVPYEL EVa TPOPIA Y10 KAOE ELKOVO-GTOYO, TO OTTOI0 YPNGIUOTOLEITAL Y10 TNV TOXVTEPT KOl
7o a&OmoTN AvayvepLon TG omd TV Kapepo (Zymua 2.7).

Katd v extéleon g epapuoync, étav 1 Kauepa eviomicetl po didtaén onueiov mov tavtileton pe
avtd to amotonoua, n Vuforia avayvmpilel kot otabepomoiei tov otdyo (Image Target), enttpémovtag
v TpofoAn tov avtictoyov 3D povtédov.

O1 e1kdvec-atOYoL aELOA0YOVVTOL EMIGNE KO MG TPOC TNV TOLOTNTA TOVE Uéce omd to Star Rating tov
Vuforia Target Manager, ®cte vo emiléyovtal 0GEC TPOSPEPOLVY IO GTADEPT avayvdplon Katd Tnv
gktéheon G epappoyns. H dadikacio ovth eivat 1010itepa GNUAVTIKY GE EKTOUOEVTIKO TEPIPAAAOV,
€MEON 01 0EAIdEG EVOG GYoAkoy PiAiov dev Exovv mhvta, TNV 1010 OTTIKY TOAVTAOKOTITA OPICUEVES
EIKOVEG TTEPLEYOLY TTEPLGGOTEPA YOPOKTNPIOTIKA onueia, evd dALeg glvorl mo “QTyéc” Kol ETOUEVAS
Myotepo aflomoteg g Image Targets. o Tov AGyo ovtd, KOTA TOV GYEOIOGUO TNG EPOPUOYNG
eMAEYONKaV ewdveg pe VYNAN avtiBeorn Kol GoEN YEOUETPIKE oTolEin, MOTE 1 AVOYyVOPLOT] Vi
TOPOUEVEL YPIYOPT KOl oTafepr] aKOUN Kol o€ SLOPOPETIKEG GUVONKES POTICUOL 1| Y®VIiag AynG.
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BOeopnTtikd YroPabpo kot Teyvoroyieg Avantuéng

Me autdév Tov TpOTO, UEUDVOVTOL TO GOAALOTO OVOYVOPLOTS Kol BEATIOVETOL 1| GUVOMKT eumelpio
YPNOoNGS, KATL oV givon kpiciuo o pia dadpactikny epapproyn AR yo pobntéc Anpotikov.

Account Licenses Credentials Target Manager
Target Manager > My Device_Databas... > mars_target_image...

mars_target_images_astronaut

EditName Remove

Type: Image

Status: Active

Target ID: 3fcf98a98f804efa8c90b771d4831f%e
Augmentable:

Added: Apr 19, 2022 16:19

Modified: Apr 27, 2022 11:18

Update Target  Hide Features

Zynua 2.7 Oruikoroinon twv Feature Points (kitpivol otavpoi) ato mepifoilov tov Vuforia Target Manager

2.7 O Mnyoviepdg Extended Tracking kon Xta@gpotnrog

‘Evo. omtd o, onuavTikotEPO YopaKTNPLoTiKa mov kabiotobv ) Vuforia katdAANAN Y10 EKTOIOEVTIKEG
epopuoyég etvon to Extended Tracking (Extetapévn IyynAdtnon). e cvotiuata AR yopigvmootipién
Extended Tracking, av To Image Target (to oyoAwd Piprio) £Byorve €0t Kot Alyo €KTOG TOV OMTIKOD
nediov g kapepag, To 3D poviédo e€apaviloTay amOTOL.

H Vuforia Engine AOver avtd 1o mpdPinpa xoptoypapdvog (mapping) tov nepipdAiovio ydpo
GTLYN| TNG EMTLYOVS avayvmplons. Xpnoponotdvrog teyvikés SLAM (Simultaneous Localization and
Mapping), 10 cvomue. "Bopdtar" ol Ppiokdtay N ekova o€ yéomn ue Tov voAowmo ympo. ‘Etot, o
pnoOnTg uropel va, amouakpOVEL To KIvitd TOV 1 VoL KOLTAEEL TO TPIEOIAGTATO HOVTELD OO GAAT Yovida,
Kol To povtéro Ba mapapeivel "kappwpévo" ot Béon Tov (spatially anchored), Ttpoceépovtag (o mo
OUOAN epumelpiol YPMOTI Kol LEUDVOVTOG TIG OUMOTOUEG ameEVEPYOTOoelS Tov 3D povtédov dtav avto
Byaivel ektog KASPOUL.

2y mapovca epappoyn, N Aettovpyia Extended Tracking evepyomoumOnke yio 6Aa ta Image Targets,
MOTE M EUMELPi0 TOL HOONTN VO TOPAUEVEL AdLAKOT aKOpO Kot 6Tav To BiffAio Pyaivel ev puépet extodg
KGOpov. Avtd amodeiydnke diaitepa yPNGIUO KOTA TN S1APKELD T®V SOKIUDY, KaOMG 01 nabntég teivovy
Vo KvoOv To Kivntd toug erebbepa yOpm amd 1o Piprio yia va e€gpguvioovy to 3D povtého and
dwpopetikég ontikég yovieg. Xwpic 1o Extended Tracking, kdfe tétolo kivnon Oa mpoxoarodoe
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OTMOAELD TNG avayvdplong kol amdtoun eapdvion tov poviédov, vrofabuilovtag onpoviikd v
EKTOLOEVTIKY| EUTELPILQL.
2.8 ITheovektipata g Vuforia Engine

H Vuforia Engine dw0étel opiopéva yopoktnpiotikd mov v Kabiotovv waitepa KatdAAnAn yio
eKTadeVTIKEG epapuoyés AR (Zynpa 2.8):

1. A&motn avayvapion Totopévov eikovov: H Vuforia €xel pokpd 1otopio Kot moAd opiun
TEYVOLOYIOL GTOV TOWEN TNG OvayVOpLonG entinedmv ewovov (Image Tracking), katdAAnin vy
EKTTALOEVTIKO VAMKO OGS 01 6EAIdES oMKV PiAimv.

2. Evpeio ocvpPatétnre cvekev@v: Astrtovpyel o éva peydho gopog Android cuokevdv,
TOAOLOTEPOV KoL VEOTEP®V, YWPig vo. amartel e&eidikevpévo vakd (hardware).

3. Apeon eveopdtmon pe Unity: To SDK g Aettovpyel wg plugin péca oto Unity Editor,
enutpénovtog T pobuon Image Targets ko 3D poviéhwv amevbeiog amd t0 mEPPAALOV
avdnTuéne.

4. Avvatotnta gEayoyns og morhamiég mhatedppeg: O 1610¢ kdOwag pumopet vo e&aybel yia
Android kot 108, kTt xpNOO Yio LEALOVTIKT EXEKTOCT] TNG EPAPUOYNC.

JUVOMKGA, OTNV EQOPUOYT| EVOOUATOOMKOV OPKETEG EIKOVEG-GTOYOL OmO TO GYoAKO PifAio,
opyavaopéves og eviaia Bdon dedopévov (Zynua 2.9).

Vuforia Engine

Vuforia Driver

Camera Tracker

Platform

2ynua 2.8: To fooixd oradio emelepyaciog eixovag kol amodoons e unyovis Vuforia Engine
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engine Home News Downloads Library Support Pricin,
developer portal Library - Support g | LogOut

Account  Plan & Licenses  Credentials ~ Target Manager

lanager > Database

Database -
Type: Device

Targets (8)

gl Image Active May 01, 2025

bﬂ mg1 Image Active May 01, 2025

2ynua 2.9 H paon dedouévav (Target Database) tng epapuoyng oto mepifallov tov Vuforia Target Manager, omov
TOPOVTIGLETAL 1] AOTOL TV EIKOVOV-0TOYWV KOL 1] OCLOAOYNON THE KOTAAAAOTHTAS TOVG Yia. aviyvevan (Star Rating).

2.9 Asgrrovpyko Xvotnpa Android

Q¢ mAateopo otdyevong (target platform) yio v avantoén kot tig SOKIUES TNG EQPOPLOYNG EMAEYONKE
70 Aertovpykd ocvotnuo Android [14]. H emtloyn avth] GUVOEETOL GUECH LE TOV EKTALOEVTIKO
yopoktpo Tov £pyov. To Android givar 1o o d10.0e00UEVO AEITOVPYIKO GVGTNUA Y10 KIVITEG GVOKEVEG
TAYKOGImG, YeYyovog mov eacpaiilel evpeio mpocPacuodTnTo.

Emum\éov, ot Android tablets givat yevikd o otkovopkég amod Tig avtiototyeg cuokevég 10S, yeyovog
OV TI§ KOOWOTA (o 7o 7TPOooity €MAOYN Yo ekmandevtikd mepiPdirovia. H eykatdotoon g
gpopuoyns péom opyeiov (.apk) yivetar ypnyopa Kot yopic moAdmAokeg Owodikaciec, KdtL OV
peAdovtikd Ba dtevkoAivver n dokiun Kot aflodoynon (testing) o€ TPAYHOTIKO EKTOLOEVTIKO
nepPaAlov.

2.10 I'oooa Ilpoypappotiopod C#

H Xoyum ¢ epopuroyng viomomnke €& odoxAnpov oe C# [15], T YADGGA TPOYPAUUOTIGHOD TOV
vrootpiletar dpeca amd tn Unity. [Ipoxeital yio puo oOyypovr, aviikeyievootpapn (object-oriented)
YADGOO.

Y10, TAaioto, v Tov ToV Epyov, avamtiydnkoy eggdikevpéva, scripts oe C#, ta omoia avaiaufavovy tov
TPN EAEYYO NG €QOPUOYNS. Méoa amd avtd KaAdmTovTol Agttovpyieg Ommc 1 Ao ynon HeTaéy
ofovav, n pon TOV HoONUATOV, 1| POPTMCT] EPMTICEMV, 1 KUTAYPAPT OTAVTIICEMY KOl GKOpP, KAl O
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Yepopog tov AR avtikelpévov. H apyltektovikn kot 1 Aertovpyio TV oNUOVIIKOTEP®Y OO ALTA
avaAivovtal ektevadg oto Kepdiaro 4.

2.11 Emiloyoc Kepaiaiov

Béoet tov napandve, dStapopeminie 1o texvoroyko TAaictlo méve oto omoio otnpiydnke n vAomoinom.
Avaiodnkav ot évvoteg g Eravénuévng Hpaypatikotntog ot g [Hoyvidomoinong, kabmg Kot ta
gpyodeia Tov ypnowomombnkay yio v viomoinon tg: Unity 3D, Vuforia Engine, C# kot Android.
To emduevo kepaiato Topovcialel 1o Eyyepidio Xpnong, pe avolvTikn Teptypoaen Tng EUTEPIOC TOV
xpnom.
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H Iapovciaon the Eeappoyig

Kepdiow 30: H Ilapovsiocon tms E@appoync
3.1 Ewayoyn Keporaiov

210 TapoV KEPAAMO TOPOLGLALETAL OVAAVTIKG 1 TEAKT] LOPON TNG EKTALOEVTIKNG EQPAPLOYNG, OTMG
aTH oYXESICTNKE Yo TOV TeEAKO xpnotn (padnt). H mopovcioon yivetar pe ) Pondeia screenshots
amo TV Ol TV eQapuoyn, OoTe vo amoturtmbel pe akpifela  epmelpio Tov ypnotn. Koivrtovion n
SIETOLPT], TO KEVIPIKO LEVOD, TO EKTOOELTIKO VAIKO Kot o1 dokipacieg AR. Zroyog eivar va yivel TApwg
Katovont 1 mopeia tov yprotn (user flow) péca oto moyviot.

3.2 Kevrpwko Mevov ko Baowkéc Emhoyég

Katd v ekkivnon g epapuoyne, o xpnotng petapépetar otnv 08ovn tov Kevipikod Mevov. H
oyediaon eivor QUMK Kot TTpoctth Yo podntéc Anpotikov, mapéyovtag téoceplg (4) Eexabapeg
emAoyég (Zymua 3.1):

1. "Evapén Hayviowev: Metapépet tov ypnotn oty enthoyn emmédwv (Levels), 6mov umopei va
naigel ta kovil g epapuroyns. H cuykekpuévn emihoyn amotelei 1o facikd onueio €16660v
070 0100PACTIKO HEPOG TOL ALY VIS0V Kol GUVOLETOL Auesa e TN dladikacio a&loldynong Tov

poonen.

2. To MaOnpa: Avoiyel v evotnra pe 1o Bempntikd vAKO. Méca omd avutiyv, o uabntig propel
VO LEAETNOEL OPYUVOLEVO TO EKTOLOEVTIKO TEPIEXOLEVO TPV TPOYWMPNOEL OTIC EPOTNCELS KO
OT1S OOKIOGIEG TNG EPUPHOYNG.

3. lTotopwkny Avadpopn: Iopovsialer onpoavtikd yeyovoto kot udyec peta&d EAMveov ko
Popaiov. H gvotnta avt) Aettovpyel vmootnpiktikd mpog to udonua, Tpoceépoviog otov
YPNOTN £V GUVOTTIKO 1GTOPIKO TANIGLO Y10 KOADTEPT] KATAVOTOT) TOV TEPIEXOUEVOV.

4. Mnyéc: IephapPdver eEmteptkd ToAvpeotkd VAKO (Pivieo Kot 10T00eAIdES). Me Tov TpdTO
avtd, N epapuoyn emekteivel ™ pabnolokn sunepio épa and to0 PAcIKO TEPIEXOUEVO TNG,
dtvovtog TpocPaor o€ TPOGHETO EKTAOEVTIKO VAIKO.

H d1dtaén ko ovoposio Tov ETAOYOV GYESACTNKAV [LE YVOLOVA T dtoucOntikn yprion omd pabntég
Anpotikov. O ypnotg propel va mhonynbel oe omoladnmote vOTNTO HE EVOL LOVO AYYLYHOD, EVO 1|
emotpopn oto Kevipikd Mevod eivor movro owbéoun omd «dbe o0ovn g epapuoyne,
g€ooporilovtag 0Tt 0 pabntig dev yavetal ot pon Tov oy vidod. EmmAéov, | oepd ue v omoia
eupavifovrar o1 emAoyEég dev givar Toyaioc — akoAovOel T PLGIKN pon xpPNoNG: o pabntig Eekvd omd
v ‘Evapén [oyvidiov, peietd m Beopio péow tov Mabfpotoc, anoktd 16topikd TANIco and Ty
Iotopikn Avadpoun kot téhog e€gpevvd, emmAéov VAIKO péow® tov Inydv. Avt 1 odraén kaboonyel
VITOPPNTO TOV YPNOTH TPOG LK OAOKANPOUEVT] EKTALOEVTIKT] EUTELPIQL, YOPIG VO OanTel pNTég 00T YieC.
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Kepdiaio 3

KaAwoopioate otov Odnyo
oa¢ yia tnv Apxala Popn

"SyakoAdte Ty PLilcikn AVTOKPETORID PE 0.JT0Y TOy
tiadpoatikd ndnyd. "

G w0 FPNGIL N0 UEE oy OBy,

Evapin Nupadiow
ZERVNOTE TIC TIPOKANTEG OF ETHMESS KOI KEPBITTE TIOVTOLC,

“Ava<eAu e 1) Poopdiir] AUTOREALepic e wuioy 1oy
dwdpactiko vdnyo.”

Mot peca Sekiviare ™ SinSpopf aag arry skudinan,

Aaaedes: Mo BuBiepn] uvaluor orfpey Ky Bepliy.

Mnyég: NpooRaan g ETUTALCY LAIKO <CI QVOPODES,

] 1T 2K :
a8 jpc Avadpnin s

\

Zynua 3.1 H 08ovy tov Kevipikod Mevod ue tig téooepi fooikég emiAoyes

3.3 To MaOnpa, Iotopiki) Avadpopn ko Inyég

Emiéyovroc "To MdaOnua" 1 "lotopikry Avadpounr", o uadntig €xel mpoécPacn ot Oewpia. H
TANPOQOpia OV TAPOVGLALETAL UE TN LOPPT] EKTEVAOV, CUUTAYDV KEWEVOV, OAAG Vol OpYaVmUEVT GE
LIKPEG EVOTNTEG LE GUVOOEVTIKEG eKOVEG Ko EgkdiBapeg ypovoroyieg (Zynua 3.2).

‘Evo. 101aitepo yopaxtnplotikd avtng g evotnrag sivor ot dtadpaotikég AéEeic. Oplopéveg AéEelg
KAEW014 péca oto keipevo eivan dadpaotikég (clickable). Otav o pabntig TIg TOTHGEL, 1| EPUPUOYN
avoiyetl tov mepuyntn (browser) g GUOKELNC Kol ToV petapépetl oto Bucike&iko (Wiktionary) yio va
dwfdoet Tov oplopod g AEENG.
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H Iapovciaon te Eeappoyig

Xmv evomra "IInyéc", o ypnotng pmopel va Ppel puo cvykevipopévn Alota pe e&mteptkolc
cuvdéopovs (Zynua 3.3). [Hotdviog ndve oe avtode, avakatevBiveral oe emieypéva Pivieo oto

YouTube 1 6€ eKTOOEVTIKEC IGTOGEAMDEC TOV TPOGPEPOVY OTTIKOOKOVGTIKO VAIKO Yo T {01 Kol TovV
moMTiopd Tov Pouaiov kot tov EAARvov.

O1 EAANVEG «KUTUKTOOV®
TouC Pwpaloug pe tov
TOAITIONO TOUG

O Poopaion BRed: kay payepivo G )y QpUp@IL wu
SNAVIRUS UAIUOUUD. @UEPKRUUY UL WPUIULE YUOUG, LK
CYOAPDTG KOl TNY TEXWN Ty EAAR vy Kal GoyIocy va
auuBuélouy auTd TC TTOINE D PE Ta BIKE TOUG. ETal yEavehBnks
N EALTNONITIRAS TAMTIGHAC, STON N EARNWIKE ey 2KTavIKE
Ko 1 meeasiol 1] Eivnes B kd oraggin o1 ot e Papme

146 X - 476 1

“ercfror amy

Fiangaiysey gy | It

FlEwau

Zynua 3.2 00ovy "To MaOnua" pe ypovoloyieg, exova ko 0100pactikés AéCeig-kAELdI0,
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Kepdiaio 3

NapuxoAOUBIE LE 10 B0 Pwpdict VS
Exarpecos: 5 ouykpucosig new axauioy upw
atopio (4" pEpoc)

NaposodouBieTe 1o Bytaa Popclon vs
EARion: H OMOKANAWORY <TG 0
EXMGSOC anw i) Paopn (B' pipogy

Azite Ta padqpoto oty Popieknq Tadn
(racrAnpee 1)

SEIE 19 patipae o Pk T4
{McBn s 2)

Azite Ta padqpate amy Popiokn 1350
(P Ay aee 33)

&zhe T padnpate gy ik THEn
(M8 px 1)

FEwau

2ynua 3.3 H evomnra "Inyéc” ue ) AMoro twv elwtepinov avvoéouwv (YouTube / Sites)

3.4 ’Evap&n Hoyviorwd ko Tootnpo Emmrédmv

IMotdvrog "Evapén oyvidon", suepoviCetor n 006vn emthoyng emuméoov (Zynuo 3.4). To moryviol
axoAovBel o ypappkn eEEMEN dvokodiog. Apywkd, uovo to Eminedo 1 sivor dwwbéowo. Ta va
EexheldmBbel To emopEeVO EMimEdO, 0 PAONTNG TPETEL VA OTTAVTIOEL O OAEG TIG EPMTIOELS TOV TPEYOVTOG
emmédov yopig va eEaviinoet Tig {még Tov.

KaéBe eminedo evoopatdvel V0 PUNYovIGHovs Tieons: YpOvVOUETPO Katl cOGTNHO (OOV. ZUYKEKPIUEVD,
Yo kKGOe epdTNON 0 PabNTAG £XEL ot drdbeo| Tov 15 devteporenta. Av 0 ypovog e&avtinbei mptv 600l
amdvinon, yaverot pio (on. To idto cvpPaivel kot pe kabe AovOaouévn amdvinon. O uadntg Eekva
KGOe enimedo pe 3 {wég ouvohkd. Av yabovv Kot ot TPELC, TO EMIMEdO EMAVEKKIVEL altd TV apyn. Av 0
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H Iapovciaon te Eeappoyig

LoONTNG OAOKANPMOGEL OAEG TIS EPMTNGELS OLOTNPAOVTIAS TOVAdyoTov pia {m1, To enduevo enimedo
EexhedmveTat.

MNovron:
287
ZuvExopEY
B¢ ZWOTEG:

Tty - Keaimyn: A1)

o ? Rodlugol T

€0l eangene S0

wTotn 4 thodmpn: T

2ynpe 3.4 H 00ovn emdoyng emmédwv (Level Selection)

3.5 Ao ko Kapaxkoon tov Emmédoov

Juvolkd, M epapuoyn mepapPavel mévte eminedo, kobéva amd to omoio amoteleitor amd &6
dpactnpottec. H oepd tov emmédov akolovbel pia Aoyikn KAUAKOONG OC TPOS TO €I00G NG

aAinienidopaong. O mopakdrte wivakag (IMivaxag 3.1) cvvoyilel o mepleyduevo Kot ™ doun Kabe
EMTESOV.
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Kepdiaio 3

Onwg gatveron otov Iivaka 3.1, ta Tpla mpdTa enineda sivar dopnpéva yOopm and £va GLYKEKPLUEVO
apyaio pvnueio, To omoio o podntg egepeuva pécm g dokipaciog AR Tptv anavtioel 6TIG GYETIKEG
EPMTNCEIS. XTO TETOPTO EMIMEDO, 1| EQOUPLOYN OTPEPETOL GE EPWTNOEIS KEWEVOD OV GPOPOVV TNV
0pYAVOOT TNG POUAIKNG KOWVOVIOG, EVD GTO TEUTTO EMIMESO EIGAYETOL O TOTOC EPMOTNONG UE EMAOYN
EIKOVOG, MOTE 0 LAON TG VO aVOyVOPIGEL OTTIKA GTOLYELR TOV EAANVOP®UATKOD ToATIGHOV. H 6Tadiok
avt| petdpoon, omd tn Plopatikny e€epedvnon péc® AR mpog TV eumédmOT KOl TNV ONTIKY|

Erninedo Mvnpeio / @épa | Aokipacieg | Epotioeg | Xvvoiro
AR Kovil
1 6
Qdeio Hpddov 3 (Xdpwon, 3 (Avo
oL ATTIKOD [Iepiotpopn, | Emhoynv)
Entloyn)
2 6
[TéavBeov g 3 (Zapawon, 3 (Avo
Poung [lepiotpogn, | Emioymv)
Entioyn)
3 6
Koloooaio 3 (Zdpwon, 3 (Avo
[lepiotpogn, | Emioymv)
Emoyn)
4 — 6
Popaoin 6 (Avo
Awoilknon & Entoyov)
Kowovia
5 — 6
EAAnvopopaikog 3 (Avo
[MoMtiopog Entoyov)
+3
(Emoyn
Ewdvac)

Iivoxag 3.1: H o twv wévte emmédwy

avayvopilon, dtotnpet 1o evoloeEépov Tov pabnti og 6An T SEPKELN TOL TOLYVISLOD.

Katd ) d1dpketa, Tov matyvidlon, 1 006vn eppavilel ta. facikd otoryeia tov interface (Xynqua 3.5): oto
EMOVO WEPOC Olakpivovior ot evomopeivacee (még Tov pobnt Kol To YPOVOUETPO OVTIGTPOPNC

HETPNONG, EVD GTO KAT® UEPOG ELPAVICETOL 1] EpMTNOT UE TIG dtobéoipeg EmAOYEG.
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H Iapovciaon te Eeappoyig

Kavte KAIK OTO TETPAYWVO TIOU
oelxvel 1o KoAoaauio.

2ynua 3.5 To wepifailov (Ul) katd ) dLapiera tov moLyvioiod, Omov o10kpivovior ol 0100501UES (WES KOL TO YPOVOUETPO

3.6 Tonmor Epomioeov ko Aokipacieg AR

Katd ™ dbpkela tov mouyvidod, o podntg koAeitor vo avtipetonicst tpia Sapopeticd &idn
gpotnoenv (Zynua 3.6):

1. Epamon Avo Emthoyov (Keipevo): O pabntig dafdlel v eKpadvnon g EpmTnong Kot TPENEL
vo eMAEEEL T CMOOTH OTAVINGOT AVAUESH GE dVO EVOALOKTIKEG EMAOYES KEWEVOL (XoTo/AdBog
N dVO JUPOPETIKEC OTAVTNOELS).

2. Emioyn Zoomc Ewodvag: Avti yia keipevo, mapovotdletor pa eviaio ikova 1 omoia meptilapfaver
téaoepa dtopopeTikd Tunfpota (collage). O pabntng Tpémet vo avayvmpioel omTikd, Kot va emAEEEL
TO GMOGCTO TUNLO TOV OVTIOTOLYEL GTNV EPMOTNOT).
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Kepdiaio 3

Moio fArav 10 anuAavtikdTEPo
HETPO YIA TN dioiknon NG
pPWUAIKNG auToKpaTopiag;

Kavte KAIK OTO TETPAYWVO TOU
oelxvel 1o Kohoaoaouio.

KATeaTken
BAZIEG) AN FRTETIIEN DN
AILIUO 2 BpOPLY

2ynua 3.6 Hapddetyua epanong e exiioyn owatng omavinons (Keiuevo) kou emiloyn oworng Eiovog
3. Aoxwaocia EravEnuévng Hpaypotikéttog (AR Game):
[Ipodkertar yio v wo dadpactiky Asttovpyia g epapuoyne. Otav eppavifeton po dokipocio AR,

avoiyel 1 KAUEPO TNG GLOKELNG Kol O LaBNTAG KAAELTAL VO, OLOKANPOOEL TPiot GLYKEKPIUEVE. PripaTa
Exua 3.7, Zynuo 3.8):

*  Xkavapropa: O pobntig otoyedel pe NV KOUEPA L0, CUYKEKPLUEVT €KOVO HECH Omd TO
oyohkd Tov Piiio (Image Target).

* IeproTpoen} (Rotate): MOALG TO cOGTNHO avayvopicel Ty ekdva, epeaviletor Tévo g Eva

tprodidototo (3D) avikeipevo. O pabntig TPEMEL Vo ¥PNCILOTOGEL TO. KOVUTIY 6TV 000v™
v va TeptoTpéyel o 3D poviédro.
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H Iapovsiaon g Eappoyng

Emoyn (Click): Apo0 emefepyaotei to povtéro, o pabntg mpénet va "natoet” (click/tap)
G6T0 6MOTO onNueio v oto 3D aviikeipevo Tov Tov (NTAEL 1| EPAOTNOT, TPOKEWEVOL VOl
KePOIGEL TOVG TOVTOLG,

2Zynuo 3.7 Awadikaoio. AR: Xkavipioua sixovag fiffAiov ko gupavion 3D poviéloo
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Kepdiaio 3

névror: 10 v v v

ZuvExousy
5¢ ZWOTEG:
0

Brjua 1/3: ZapwoTe TNV eIkKOva Tov Navesou

Liupeueie 1 UUL GTI|Y EIKOVE TOU
u TG Mospns.

2ynuo 3.8 Awadikaocio AR: O yprotng mepiotpépet 1o 3D poviélo ko kaver klik oto {nroduevo onueio

3.7 0006vn Amotereopd TV KO AvaTPOPOdOTNGNG

Me v 0AoKAN pmoT| OA®V TOV EPOTHCEMVY EVOC EMTESOV, ERPaviletaln 000vn Aotedespdtov (Game
Stats Panel), n omoia mpoopépel dueon avatpo@oddtnon otov pabnty ywoo v amddocn Tov.
Onwg eaiveton oto Zynqua 3.9, otnv Kopuen g 006vng epeaviletal T0 GUVOMKO ATOTEAEGLLO TOV
poabnm — dnAadn TOGEG EPMTAGELS AMAVINGE 0OOTH Amd TO GUVOLO (.. KATOVINOATE CMOOTA o€ 4
omo TIG 6 EPOTNHOEIR»). ZTN GLVEYELN, TAPOVCIALETOL VoAV TIKN AloTa e KiBE EpdTNOT, TNV aTAVTNOT
7oV £0oe 0 PaBNTNG Kot TV EVOEIEN «ZoTO» 1| «AGBOC», EMTPEMOVTAG TOL VO EVTOTICEL T, Ol
mov ypeldlovtal TEPUUTEP® PEAETN. Me avtdv Tov Tpomo, 11 006V amotelecpdtov dev Agltovpyel
amA®g ©g TeAMKT Pabpoloyia, oAl ©g epyoleio avTOOEIOAGYNONG KOl OVATPOPOSOTNONC.

28



H Iapovciaon te Eeappoyig

ATIQVTNHOOTE OWOTa o€ 3 Ao T¢ 5
epwtnoelg!

Epdtnon 1: Noia Atav n enidpaon tov eAAnvikod
noAitiopol oroug Pwuaioug;

H andvinof oag: @aupaopdc kai pignon - Zwotd
Epwtnon 2: MNoio fitav 10 np@ro pérpo Twv Pwpaiwy
yia ) SiakvBépvnon twv EAAfvev;

H andvinoi cag: Meiwon @épwv - AdBog
Epwtnon 3: Nag kpatoboav o1 Pwpaior Toug moAiteg
ikavomoinuévoug;

H andvinof oag: Awpedv yedpara kai 8edpara -
Iword
Ep@tnon 4: Noio and ta napakdrw {GOa anoteAel
obuBoAo ¢ Pwpaikig Avtokpartopiag;

H andvinor oag: AGBog TeTpaywvo eTAEXBNKE -
AaBog
Epdrnon 5: Noio flrav to onpavuxétrepo pérpo yia
Siolknon ¢ pwpalkig avrokparopiag;

H andvinof oag: Karaokeur exterapévou Siktoov
Spopwv - Zwotd

Mgvou

2ynua 3.9 H 006vn tedikadv arotelesudrwv (Feedback), omov diarpivetar n ovolvtikn Lioto twv ewotdv/iavlacuévov
OTOVTNOEWY KOL 1] TEAIKI] KOTOUETPNON TWV TOVIWY TOL HaOnTh

3.8 Eniroyog Kegaraiov

H epapuoyn mpoceépel pio OAOKANPOUEVT] EKTOUOEVTIKN EUTEPiOt OV GUVOLALEL TN HEAE
BeopnTiKod VAIKOD pe TV a&lodldynon pHéow mayvidlov. To GUGTNLA ETTEI®V LLE YPOVOUETPO Kot (MEG
dlotnpel Tov HobnT GLYKEVIPOUEVO, EVD 1 000V ATOTEAEGUATMV TOV EMITPEMEL VO, EVTOMICEL KOl VAL
Katavonoetl ta. Addn tov. Idwaitepa o1 dokuaciec AR, o1 0moieg amattovy ToV GUVIVAGUO PLGIKOV
(Brio) xair ymelaxod (3D povtéla) mepiBAAlovTog, UTOPOLY VO UETOTPEYOLV TNV TAPUSOGLOKY|
puéonon oe po o SadpacTiKy Kot Plopatikn epmelpia.
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Avémroén kar [Ipoypappotiotiki YAomoinon

Kepdhoro 40:  Avamtoén kot Hpoypoppotiotikny Yaomoinon
4.1 Ewoayoyn Keparaiov

270 TOPOV KEPAAOLO OVOADETOL 1] OPYITEKTOVIKY TNG EQPOPUOYNG KOl 1] TPOYPAUUATIGTIKY VAOTOINGN
g Aoyikng Tov ayvidrod. O kddwag opyavmbnke oe aveEdpmra, modular Scripts ypappéva oe C#.
KéBe Script &xer évav dwkpitd poro, eCoceporilovtog tnv OopoAn Aettovpyict TOL GULGTHUATOG.
Mopokdto Topovctdloviol To GUAVTIKOTEPO TUNUATO TOV KOJIKO HECH EIKOVMV amd TO TEPPAALOV
avantuéng (screenshots), kot exeényeitar 0 poLog TV Pacikdv pueddd®V TOL EAEYYOLV TO PEVOD, TN
dwyeipton dedopévamv, T pon TV Kovil kar Tig Aettovpyieg Emavnénuévng lpaypatikotnrog (AR).

4.2  Awyeipion Zknvav ko Atera@is (ManagerPanelController)

H mionynon peta&d tov dtoedpmv oBovav g epappoyns (Kevipikdé Mevol, Iotopwkn Avadpopn,
MaOnpa, Tnyéc, kovil) dev mpaypatomoleital e T @OPTOGT VEDV GKNVAV, OAAE LEG® TNG EVOAAAYNS
mapadvpov (Panels) evtog tov idov kapPd (UL Canvas). Avtiy mn Aoyikn e€otkovopel mOpovg
GLOTNOTOG KOl KAVEL TNV EQOPLOYN TTLO YPIYOPT.

O éAeyyog awtng tng evarrayng yivetar amd éva kevipiko script (ManagerPanelController), o omoio
Aertovpyel g Swxeplotg g demopns. Ot Paocwég péBodol tov script avorappdvovv vo
gvepyomolovv (activate) o mapdabvpo mov emélele 0 ¥pNoTNG Kot va amevepyomolovy (deactivate) OAa
T vorowmo (Zynua 4.1).

i ShowLessonPanelFromManager()

managerPanel.SetActive(true);
managerDetailPanel.SetActive(true);
lessonPanel.SetActive(true);
lessonDetailPanel.SetActive(false);
foreach (var button in lessonButtons)
{

button.SetActive(irue);
}
ManagerTitle.text = "EmlAs gva paénua";
ManagerContent.text = "MapakaAw esmiA£ETe £va pabnua and T WAPAKATW Yla VA EEKLVIOETE.";
HideMainMenu();
backToMenuButton.gameObject.SetActive(true);
quizPanel.SetActive(false);
sourcePanel.SetActive(fal
lecturePanel.SetActive(false);

2ynua 4.1 Aréonacua kdoka and to script oroyeipiong mopabvpwv (ManagerPanelController), wov deiyver tic uedodovg
evepyomoinong/omevepyoroinons twv Ul Panels

4.3 Iepapyio Avtikeipévov oto Unity Editor (Scene Hierarchy)

Xe eminedo apyrrektovikng tov Unity Editor, akoAovOn0nke n Aoy g eviaiog oknvig (Single-Scene
Architecture). Avti va dnuovpyndodv molhamiéc Eexympiotéc oknvég (Lunity files) yia to Mevod,
®ewpio kot o [Moyviol (rpoktiky mov Ba amaitovoe cvveyeic poptooelg (loading screens) kot
OTATAAN TTOp®V PVIAUNG), eEmAEXONKE N yprion evog eviaiov Canvas tomov Screen Space - Overlay.
Onwg eaivetor 6to Zyfua 4.2, 6Ao ta ypagika teptpdirovto eivat opyovouéva wg Child GameObjects
KAt amod va, kevpikd avtikeipevo MenuCanvas. To MenuCanvas mepthappavel tpelg kbpieg oudoes:
o MainMenuPanel pe ta kovumd mhonynong, to GameContentPanel wov mepiéyel to, vToTAVEL TOV
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Kepdimo 4

mayvidlov (QuizContentPanel, ARPanel, LevelSelectionPanel, GameStatsPanel), kot to OtherPanels
mov  @uofevel to  maveh  mepeyopévov  (SourceContentPanel,  LectureContentPanel,
LessonContentPanel).
= Hierarchy
+v o
R SampleScene
£y Directional Light

£ SourcesButton

£ OtherPanels

) EventSystem

2ynua 4.2 H iepopyio. (Hierarchy) ¢ kopiog oxnviig atov Unity Editor, omwov draxpiveror i1 opycavawan twv Ul Panels xdtw
omo to kevipiko Canvas

4.4 Apyrektovikn Agdopévov: JSON

Mo ond T Pocikéc amo@Acelc KoTd TV avamtuén TG €QUPUOYNG NTAV O SoY®PICUOC TOL
nepleyopévou (Oewpia, epmtnoelg) and tov Pacikd kmdika. o Tov okond avtd, emAEONKe 1 LOPPN
JSON (JavaScript Object Notation), pio €Aa@pil Kot €OKOAQ OVOYVAOGIUN HOPON OVTOAAAYNS
dedopévov.

H ypnon JSON npoc@épel TOAOTAG TAEOVEKTNUATA: ENXLTPETEL TIV AVOVEDGCT] TOV TEPLEYOUEVOD YWOPIG
va amotteitor véo build oAdKANPNC TC epapuoyne, peldvel To péyebog tav apyeimv C# kot Kavel to
ovotnpa modular kot eOKOAN EMEKTAGILO.

TN k@Oe kOpLa Aettovpyio g epapuoyng dnuovpyntnke Eexmpioto apyeio JSON, 6nmg to lesson.json
vy T Bewpio ToV pobnudteov ko to LessonQuestions.json yo Tic epmtioes. H doun tov apysiov
gpotnoemv vrootnpilel moAAamiovg TOmovg aflodldynong, kabmg kdbe epadtnon amoteAel Eva
avtdvouo avtikeipevo (object) uéoa oe Evav mivaka (array) questions (Zynua 4.3, Zynua 4.4).
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"questions": |

{
"id": 1,
"levelID": 1,
"questionType": "ARPrompt",
"promptStep”: 1,
"questionText": "Brjpa 1/3: Zapwote tnv sikdéva tou Qdsiou”,
"factText": "Itoyxevote tnv kauepa cag otnv £ikova tou (6siov Hpwdou tou Atrtikou.",
"successText": "Evromiotnke to Q6cio! To Qbeio ytriotnke to 161 p.X.",
"modelName": "Odeon",
"interactionType": "find",
"targetAngle": 0,
"targetObjectName": ""

b

2ynpa 4.3 Arocracuo tov apyeiov LessonQuestions.json mov avomopioto. pia ookyaoio Exavénuévng lpayuotikotyrog
(questionType.: "ARPrompt"), ue ta wedia modelName kou interactionType

"id™: 15,

"levellID": 3,

"questionType": "TwoChoice",

"questionText": "Moia Atav n emidpacn tou £AAnvikoU moAitiopov otoug Pwpaioug;”,
"choices": ["Adiadopia”, "Oavpacpodc kai pipnon™],

"correctAnswerIndex": 1

2ynua 4.4 Aroonacua tov opyeiov LessonQuestions.json, Omov o1axpivetar n 0oun wiog epatnons ovo emxiloyav (TwoChoice)
Kol uiog ookiuacios AR

{
=dd5:25;
"levelID": 5,
"questionType"”: "ImageChoice",
"questionText": "Kdavte kAik oto tetrpaywvo mou Ssixvel to KoAoooaio.™,

"isImageBased": true,
"imagePath": "Col",
"correctAnswerIndex”: 3

Ts
{
Tad™ 526,
"levelID": 5,
"questionType"”: "ImageChoice",
"questionText": "Kavte kAlk oto tetrpdywvo mou Ssiyvel TEXVN peE £AAnvikh emippor.”,
"isImageBased": true,
"imagePath": "art_collage”,
"correctAnswerIndex”: @
T

i

2ynua 4.5 Aréonacua kawoka JSON mov ovamapiotd [io. patnon eXILOYING TETPAYDVOD TOV® o€ E1KOVa-collage
(ImageChoice)
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Onwg dwkpiveror ota Zynpata 4.3 g 4.5, n doun ypnolonotel cuykekpluéva "kiedd" (keys) yuo
va kaBodnynoet tov kadka ¢ Unity. H petafint questionType evnuepdvel to QuizManager yia to
moto Ypapikd mepiPdirov (Ul) mpénet va epeavicet. Av i tiun eivon "TwoChoice", 1o cuotnpa dafdalet
Tov mivaxo choices Yo va YEUIGEL TO KOVUTIO ATOVINGE®DY KOl EAEYYEL TN GMGTI OTAVTNOT LEGD TOV
correctAnswerlndex. Av n Ty ivon "ARPrompt", to cuotnpa ayvoel To Topadociokd KOOUTIH Kot
gvePYOmOlel TNV KAUEPO EMAVENUEVIG TPAYUATIKOTNTOS, ovalnNTdVTOG TO TPIGOIGTATO HOVTEAD TTOV
opiletanr otn petapinti modelName. Téhoc, oty mepintwon mov 1 tun eivon "ImageChoice", 10
GUGTNHO POPTMVEL dLVOUIKG po eviaio €ikova (collage) pe Pdorn ™ petoPintr imagePath, ot
tonobfetel and mhveo g Téooepa adpata Kovumld (squares) To Omoid avTIoTOLYOUV OTIG TOAVEG
arovinoels. O pafntig emAéyel 10 0OGTO TETPAYOVO KOl 1 €MAOYY] TOL EAEYYETOL UECH TOL
correctAnswerlndex. H dwdwacio peratponrg (deserialization) 6A@v ovtdv Tov dedopévav ot
LUVAUN TOL KIVNTOV OVOADETOL OTLG ETOUEVES EVOTNTEG.

4.5 Adépnon Ozopiog ko Yrepotvvoeospor 6to JSSON

[Iépa amd T1g epwTNOELS, €GOV ONUAVTIKN NTAV 1) SUVOLKT] GOPTMSN TOV BE@PNTUKOD TEPLEYOUEVO.
I'o Tov oromd avtod, dnuovpyndnke 1o apyeio lesson.json, To omoio TEPLEYEL TO KEILEVA, TOVG TITAOVG,
TIG XpovoroYieg kot Tig dadpopéc ewdvmy (image paths) mov mpofdiiovial KoTd T OAPKELN TOV
poanpatog.

Muw and 11c Pacikég TPOKANGEIS NMTAV 1) EVOOUATOON AEEEMV-KAEWOIDV PEGH OTO KEIUEVO ®G
Swdpaoctikol vrEPoUVOEGHOL. Agdopévov OTL Yoo TNV amdd0oTn KEWEVOV ypnolpomombnke 1o
TextMeshPro tng Unity (1o omoio vmootnpilel 0100pacTikoDg GUVOEGUOVE KOl EUTAOVTIGUEVT|
popeomoinon), amottobviay cLYKEKPIUEVN ovvtaén etiketdv (tags) amevbeiog péoa oto JSON.
Avti va onpovpynfoiv Eexmpiotd Kovumd 1 mopdAAnAa Keipeva, omoeacictnke 1 omegvbeiog
evoopdtoon etiketov <link> oto nedio content kKabe cedidag (Zynua 4.6).

"lessons": [

{

"Title": "Ou Pwpaiol kuBepvovv toug EAAnveg”,

"Content”: "To 146 X o1 Pwuagio gBaAg Kol dAAafav o KA TN 3 avBourn Q_Va _Koarngo 0
enédefav tn pEbodo :6iaipsl kal BaciAevs\"><color=#80BOFF><u>[1]</u></color></link>:

"Image": "llesson",

"Year": "146 m.X."
},

2ynua 4.6 Aréonacuo tov opyeiov lesson.json, omov poivetar n ypion e etikétag <link> yio ) onuiovpyio dadpootirdv
AéCewv

Onwg paivetol oty Topamdve kova, 0ty po AEEN TPEmeL va lval dladpOoTIKY, TEPIKAEIETAL QO
v etkéta <link="define:OvouaAéEng">. Avti n dopn emtpénet gtov adlyopidpo g epapproyng (ko
ovykekpipéva oto script LessonLinkHandler) va evtomicet 6t1 0 4pfotng £KOvE KAIK GTI] GUYKEKPIUEVT|
AéEN. To mpdbepa define: Aerrovpyei wg avayvopiotiko (ID) yo to cvotua. Otav 1o TextMeshPro
dwaPalet To keipevo amd o JSON, ypopoatilel kot vroypoupilel ovtopota T AEEN, KOOIGTOVTOC CUPES
oTov pobnt 6t Tpokerral yio 6po Tov Aethoyiov. Mol moatn e, To choTUe apapel To TPdOeua
"define:" ko ypnoiponolel v kaBapn AEEN vy va ovoilel v avtioToyn ceAida TOv EAANVIKOD
Bucke&ikod (https://el.wiktionary.org/wiki/{6poc}) otov mepiyntm ¢ ovokevns. Etol, v va
npootebel évag véog vmepovvoeouog, apkel va emeepyaotel kaveic 10 JSON — o kddkag dgv
yperaletar vo aAlaEel kabohov.
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4.6 Xvotnpa Ilpoddov ko Arodnkevong (LevelSelectionController)

"Eva Bacikd yopaktnpiotid e taryvidomoinongs (gamification) givar 1 ypoppikn tpdodog Tov maike).
Av1o emtuyyaveTol pHEcw €vOg cuatnuatog 6mov ta emimedo (levels) etvar apycd KAgdwuEva Kot
Eexheldmvouy oTadloKd, LOVO 0ToV 0 HaBNTNC OAOKANPOGEL EMLTVYOG TO TTpoNyobuevo pabnuo. H
Sdwyeipron avtng g Aoyikng yivetar and 1o script LevelSelectionController.

I v vAomoinon ¢ amobfkevong g Tpoddov ypnoiponotdnke to cvotnua PlayerPrefs tng Unity,
TO OTO10 EMTPEMEL TNV TOTIKT omobnkevon dedopévmy 6T cLGKELT| ToL YpNotr. [T cuykekpiéva, 1
pnéBodog IsLevelUnlocked Bempel 10 mpdto emimedo mhvto EexAieldmpévo, evd yuo kdbe endpevo
eninedo eléyyel av 1o mponyovpevo (levellD - 1) éyer ohokinpwdel, cvykpivovtdg to pe v TN
LastCompletedLevel mov eivor amobnievuévn ot puvAun ¢ ovokevne. Av 10 emimedo givan
KAEW®UEVO, TO KOVUTE TOV amevepyomoleitol Kot eppaviletal ykpt (Zynua 4.7).

IslLevelUnlocked(int levellD)

if (levellID == 1) return true;

int lastCompletedLevel = PlayerPrefs.GetInt("LastCompletedLevel”, 0);
int previousLevel = levellD - 1;
return lastCompletedLevel >= previousLevel;

2ynpa 4.7 Arooracua kwoika omo tov LevelSelectionController mov deiyver ) uéfoodo eléyyov Eexleidmwuarog emimédwv
(IsLevelUnlocked)

4.7 Anmuovpyia I'pagkod Ileprpairovrog pe yprion Prefabs

e v «xotaokevn Tov pevod emioyrg emmédwv (Level Selection), xafbg wor  GAAwv
enovolopPavopevov otoyeiov g epapupoyns, viobetifnke m apyltektoviky] twv "Prefabs"
(ITpoxotackevacuéva Avtikeipeva) tov Unity. Avti va oyedwootel yepokivnta to kdbe kovumi
emmédov (Level 1, Level 2 k.0.x.), onpovpynonke éva gviaio, TpOTLTO AVTIKEIUEVO LLE TNV OVOLOGIOL
LevelButtonPrototype, to omoio amofdnkevtnke g Prefab.

Onwg paivetor oto Zynua 4.8, N TPOCEYYIoN OLTH TPOSPEPEL TEPACTIO. ELEMEIN Kot opotopoppia:
OTO10ONTOTE OAAOYT] OTO YPAPIKA (T.). XPDOUC, OTUA, YPOUUOTOCEPH) £QUPUOLETOL KEVIPIKA GTO
Prefab ka1 kKAnpovopeitat avtopata oe dha ta Kovumid g oknvie. Kotd tnyv extéleon g epapproyng,
0 kmowkog daPdalel ta dedouéva omd to apyeio levels.json (7.y. Tithog emmédov, av givar EekAeldmpévo)
Kol dnpovpyet duvapkd otrypidtuza (instantiate) avtiypaea avtod tov Prefab, mpocappoloviag povo
TO KELEVO KO TNV KOTAGTACT] TOVG.
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2ynua 4.8: Ernelepyacia tov mpokarookevoouévov aviikeiuévoo (Prefab) "LevelButtonPrototype” uéoo. aro tov Unity Editor

4.8 Avvapun Péproon Oempiog kon Xeidonoinon (LessonManager)

‘Eva. o6 ta facikd TpofAuoto 6Tov oXeSlocUO EKTOOEVTIKMY EQUPLOYDV Y10, KIvTa TNAEPOVA Elvat
1M TOPOLGIOGT) LEYAAOD OYKOV KEWWEVOD GE KkpEG 000ves. H epodvion 6Aov tov Kelévon o€ pia eviaio
oeMido pe ypnomn kabetmg kdAong (scrolling) ovyvd wovpdlel tov pabnt) kol UEWOVEL TNV
avayvooludmra. o v aviipetdmon avtod Ttov TpoPfAnuatog, avamtoydnke oto  script
LessonManager évog unyovioudc Suvaukng oeidomoinong (pagination), o omoiog ywpilel T0
OepnTIKO KElUEVO GE PIKPOTEPQ, SLOYELPICILN TUUATO.

H pébodog LoadContentParts 6éyetal ¢ TopAUeTpo TO GUVOAMKO KEIUEVO TOV HOONUOTOC KOl TO
Swoywpilel og pkpdTeEpa TUNOTE. ApyiKd, apyucomotel pio kevi Mota (contentParts) kot opilet péyioto
opro 500 yapoktHp®V ava TUpo. X1 cLvEXELld, HEcw TG KAaong Regex, to keipevo tepayileton og
AéEelg, ol omoieg emovacvvtifevtal g KOURATIH @povTilovTog Kovéva TURUo va unv Eemepva 1o
kaBopiopévo dpro. Télog, To evamopeivay Tunpa tpootifetorl otn Alota epdcov dev givar Kevo.

H mhofynon petaéd tov tumudtov viomoteital péow dvo pebddwv. H GoToNextPart() ehéyyel av o
péyov oeiktng (currentPartIndex) gival pkpotePOg 0o T0 TEAEVTOIO TUNUO: AV 1oYVEL, OWEAVEL TOV
deikt Kol EVILLEPDOVEL TO nepIPariov SLETOPNC (un UEC®
tv DisplayCurrentPart(), UpdateNextButton() ka1 UpdatePreviousButton(). Edv o ypfiotng Ppioketon
Nnon oto televtaio Tuqpo, koheitor 1 GoToNextLesson() yio petdfoocn oto emduevo padnua.
Avrtiototya, n GoToPreviousPart() peiwvel tov deiktn epdcov avtdg givar peyoldTepog Tov UNdEVOC,
evnuepovovtag to Ul pe tov id10 tpodmo.

36



Avémroén kar [Ipoypappotiotiki YAomoinon

AVt 1 TIPOGEY YO LELOVEL TO YVMOOTIKO optio (cognitive load) tov padnti, tapovcialovtag ) yvaon
o€ WKpa, dlayepioo Tunpata (Xynua 4.9).

LoadContentParts(stri content)

contentParts =
maxLength = 56€0;

[] words = R .Split(content, @"(\s+)");
currentPart e

foreach (string word in words)

{
if (currentPart.Length + word.Length <= maxLength)
{

currentPart += word;

else

{
contentParts.Add(currentPart.Trim());
currentPart = word;

if (!string.IsNullOrEmpty(currentPart))
{

contentParts.Add(currentPart.Trim());

Zynua 4.9 H uébooog LoadContentParts amo to LessonManager, 6wov vlomoieiton 1 AOYIKH TELOYLOUOD TOV KEWUEVOD UE OPIO
AOPOKTHPOV

¥10 Zynua 4.10 Ttopovcialetal To TANpeC andomacuo Kmduke, omd to LessonManager.cs, 6mov eaivetal
1 VAOTTOINGT) TOV TEUAYICUOD KEWEVOD KO T AOYIKT] GEALOOTOINGNC TTOL TTEPLYPAPNKE TOPATAV®.

GoToNextPart()

if (currentPartIndex < contentParts.Count — 1)
£
currentPartIndex++;
DisplayCurrentPart();
UpdateNextButton();
UpdatePreviousButton();
3
else
{
GoToNextLesson();

GoToPreviousPart()

if (C(currentPartIndex = 8)

£

currentPartiIindex——;
DisplayCurrentPart();
UpdateNextButton(C);
UpdatePreviousButton(C);

2ynua 4.10 Anéoroouo kwoike arxo to LessonManager.cs mov ovolopffaver Tov TEUOYLOLUO TOV KEWEVOD Kal TH GEAIOOTOINTN
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4.9 Xvotnpo Iotopunc Avadpoung (LectureManager)

H ©w opytextoviky oeidonoinong (LoadContentParts) kot mhonynong (GoToNextPart /
GoToPreviousPart) epapudletar ko oto script LectureManager, mov Owyepiletor v gvotnta
«Jotopi) Avadpouny. H pévn ovclactiky diapopd eivar 6Tt to LectureManager owafdlet ta dedopéva
Tov amd 10 apyeilo lectures.json Ko evompatdvel emmAéov €va slider ypovoroyidv (yearSlider), mov
eMTPENEL GTOV POoBNTN Vo LeETAPEl ALEGO GE GUYKEKPLUEVT] YPOVIKT] TEPIOOO TNG IGTOPIKNG OLVAOPOUNG.

4.10 Xvotnpo Awedpastik@v Xovoéopmyv (LessonLinkHandler)

T'a va pmopet o paBntig va eEgpevvnoet Tig évvoleg tov pabnpotoc, 1 Beopio evoopatdvel AEEgic-
KAeWW o1 omoleg Agttovpyodv ®g vepovvdesuol. H viomoinorn avtod T0v GLUGTAUNTOS AmaTOVGE
€101KO YEPIGHO, KaBMG To Kelpevo mpoPdAiletor péocw tov epyoreiov TextMeshPro (TMP) tng Unity.

To script LessonLinkHandler viomoietl ) oemapn [PointerClickHandler,  omoia tov emitpéner va
aviyvevel To KAIK TOL YpNoTn mAve o©T0 Keipevo. MECm NG EVOMUATOUEVIG CLVAPTNONG
TMP_TextUtilities.FindIntersectingLink, To cOotnpo vroloyilel mola axpiPdg AéEn-cuvdespo dyyiEe
0 XPNOTNG. XN GLVEKELD, OVTAEL TO avayvoploTikd (ID) tov cuvdéopov, aviikadiotd To Kevd pe KAt
movha () kon koducomotel tovg e101kovs (un ASCII) yapaktipeg og URL-safe popon péom g pedddov
EscapeURL. Téhog, xaAel tv Application.OpenURL ywn va avoifer v avtictoyyn ceiida oto
dradkTvakd Ao (Bukile&kd) péom tov mepnynt ¢ ovokeung (Zynua 4.11).

| OnPointerClick(PointertEve

a cam = (lessonText.canvas.renderMode == RenderMode.ScreenSpaceOverlay) ? null : Camera.main;

t linkIndex = TMP_TextUtilities.FindIntersectinglLink(lessonText, eventData.position, cam);

if (linkIndex != -1)
{
TMP_LinkInfo linkInfo = lessonText.textInfo.linkInfo[linkIndex];
] 1inkID = linkInfo.GetLinkID();

if (linkID.StartsWith("define:"))
{

ing term = linkID.Substring("define:".Length);
formattedTerm = term.Replace(" ", "_");
g encodedTerm = UnityEngine.Networking.Uni est.EscapeURL(formattedTerm);
X url = "https ikti ry. oI iki/" + encodedTerm;
Application.OpenURL(url);

2ynua 4.11 Anoorooua arnd to LessonLinkHandler wov deiyver t uéGodo OnPointerClick kai T diayeipion tovo
VTEPTVVIETULOD

4.11 Awygipion Torov Alnrenidopaong otig Aokipaosies AR (ARPromptController)

O1 doxpacieg Eravénuévng Mpayuatikdtntog akoAovbodv pio cuykekpiévn aAiniovyia fnudrov: o
okt mpénel TpmtTa. vo evtomioel to Image Target, 6t GuvEYELD Vo €L TO LOVTEAD, KO ETTELTA VO
aAiniemdpdaoet palitov. o va opyavobei ovth 1 Aoyikn, to script ARPromptController ypnotuomnotel
éva. ovotnua dlayeipiong tonwv oAinienidopoaons. X uébodo Update(), to cOotnuo eryyel o
nedio interactionType g tpéyovcag dokipaciog, to omoio opiletal w¢ ovuPfolocelpd (string) oto

apyeio JSON. Avéroya pe v tun tov ("find", "rotation", "click"), kaAeiton 1 avtictoyn pébodog
yepropov: HandleFindInteraction(), HandleRotationInteraction() 1 HandleClickInteraction(). Avtf 1
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doun| eEooparilet 6T1 kGBe TOTOG dokipaciog ekTeAel LOVO TN O1KT TNG AOYIKY, EVD TOPEAANAL Kab1oTA
TOV KOJKO EDKOAN, ETEKTAGILO Yot TUYOV VEeG dokipacie AR oto péhdov (Zynua 4.12).

ce()

if (arPrompts == null || arPrompts.Count == 0) return;
if (currentPromptIndex >= arPrompts.Count || currentPromptCompleted) return;

r prompt = arPrompts[currentPromptIndex];

if (prompt.interactionType == “find")

: HandleFindInteraction(prompt);

zlse if (prompt.interactionType == "rotation"”)
. HandleRotationInteraction(prompt);

Z}se if (prompt.interactionType == "click"”)

L HandleClickInteraction(prompt);

3

Zynua 4.12: O éleyyog tov tomwv alinleniopoong (interactionType) oty uéGooo Update() tov ARPromptController.cs

4.12 Avvopiki) ®optoon Agdopévov arnd JSON

INo vo punv givat o1 epOTGELS, T KEILEVA KOl 01 YPOVOAOYIEG GTATIKG UTOONKEVUEVO, LEGH GTOV KDOTKO,
(hardcoded), ypnoomombnke &va cuGTNUA SVVAUIKAG POPTOGCNG dEdOUEVOV PEcm apyeimv JSON.
Avto  emutpémel v €0KOAN OvVOVE®MOY TOL EKTOOELTIKOD VAIKOL Yopic vo  amorteiton
EMOVOTPOYPOUUATIOUOC.

Avti yuo éva eviaio onueio eoptwong, n gvbivn edptmong JSON £xel avatebei oe kabe manager
Eexoprotd  (QuizManager,  LessonManager,  LectureManager,  LevelSelectionController,
ARPromptController), dtacporiovtag 01t kGbe vrocHoTNUo POPTAOVEL LOVO T dESOUEVO TTOV TO
apopovv. To wxowd potifo mov akoAovBolV elval: €VIOMIGHOG TOL apyeiov pHECH NG
Resources.Load<TextAsset>, avayvmomn Tov TEPLEYOUEVOD OC OTAO KEIUEVO KOl WETOTPOTH TOL
(deserialization) cg avtikeipeva C# péow tov evompotmpévov epyaieiov JsonUtility.FromJson. Avti
1 TPOGEYYIoN KPATE TN AOYIKT POPTM®ONG KOVTIA OTN AOYIKN XPNOoNG TV Se00UEVMV Kol SIEDVKOAVVEL T
cuvtipnon (Zynua 4.13).

LoadLesson()
t jsonTextFile = Resources. extAsset>("lesson");

if (jsonTextFile !=
{

lessonData = JsonUtility.FromJson<LessonData>(jsonTextFile.text);

2ynua 4.13: Amoéomaouo. Kwoiko. Omov PoIveTol 1 TVTIKY OLAOIKATIO POPTWONG Kol omoTelplonoinons (deserialization) evog
oapyeiov JSON uéow tov JsonUtility
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4.13 Aoywn Moryviowov kot Kovil (QuizManager)

To kevtpkd chHoTNIO TOV EAEYYEL TN POT TOV ALY VIOOL Kot TV 0EI0A0YNce®mV glvat To QuizManager.
To ovykekpipévo script £yl icmg Tov Mo cuvheTo poAo, Kabmg dtayepiletal Tn Ypoppky eEEMEN TV
EMTESWV, TOV YPOVO KOl TO GKOP TOV TOHKTT).

O1 Baowkdtepec péBodor Tov QuizManager meptrapfdvouv:

*  Mé0odog 'Evapéng Kovil (StartQuiz): Avorloppdver vo QOpTMOCEL TIS EPMTNOCEL, TOV
emAeypuévou emmédov and to apyeio JSON, va emavapépel Tig drabéotpeg "(még" Tov maikt
OTNV OPYIKN TN KOt va EEKIVIGEL TNV OvTIGTPOPT) HETPTGT TOL YPOVOUETPOL.

*  MéBodoor Eréyyov Amavrnong (OnAnswerSelected / ValidateSquare): Aoappdvoov v
amavinon mov enéiee o moaiktng (gite emhoyn keypévoy uéom tng OnAnswerSelected, site
EMAOYN TETPAYOVOL €KOVOG puécm tng ValidateSquare) kot tn cvykpivovv pe tn ocwom
andvinon mov &yl poptwdel amd to JSON. Av 1 andvinon gival cooti), avEGvETaL T0 GKop:
dtapopeTikd apopeitan pio on (Zxnua 4.13).

Mé00d01 Teppatiopov (EndQuiz / RestartLevel): EAéyyouv i cuvOnkeg teppoTiopov. Av
teAeldoovy o1 Lwég, kokeiton n RestartLevel mov emavekkivel to eminedo amd v apyr. Av
amovimbovv Okec ov gpotioelg, koieitor M EndQuiz, 1 omoia evnuepdvel 10 cLOTHUHA
amofnkevong (PlayerPrefs) wote va Eexheldmoel to endpevo eminedo. To cvotnua tov (odv
KoL ToL YpOvoL amoterel Pacikd ctoryeio g maryvidomoinong. O maiktng Eekivd kibe enimedo
pe évav cvykekpipevo apbud Lomv, o omoiog opiletan w¢ otabepd (MAX LIVES) oy apyn
TOV script, ®ote vo uropel e0kola va Tpomomombei. AvtioTorya, Yo Kabe epdnon opiletan
éva ypovikd oplo amdvinong (QUESTION TIME LIMIT). Otav o ypovog e€avtinbei yopic
amAVINGoTN, 1 EpMTNOT Bewpeitat AavBacpévn kot o Taiktng yaver pia {on. Me tov tpomo avtd,
TO YPOVOUETPO TPOGHETEL L ELOPPLE TTiEon OV KPaTd TOV HabNTi| GUYKEVIPOUEVO, YOPIG
OLMG VO TOV ayy®@VEL vTEPPOALKE, KaOMG 0 d100€a110G ¥POVOG Elval ETOPKNG Yo TNV avayvmon
KoL TV Katavonon kabe epmtnong.

Inuovtikd poAo oty vAomoinon mailel kot o mivakog userAnswers, GTov 0010 Kataypapovtal
ol amavtnoelg Tov pabnty ko' O6An tn dodpkelo. tov emmédov. Ta dedouévo avtd dev
YPNOYLOTOLOVVTHL HOVO YL TOV VIOAOYIGUO TOL TEMKOD GKop, 0AAG aflomotovvTal Kol oIV
006V avoAVTIKNG ovaTpOPodOTNOTG OV gRavileTal 6To TEAOC, 6OV 0 paBNTNC PAETEL TO1EG
EPMTNOELS ATAVINGE CMOTA Kot moteg Adbog. Me awtdv Tov Tpomo, To QuizManager Agttovpyet
oYL LOVO ¢ uNyavicprog Paduoidynong, cArd Kot og epyareio avoTpo@oddtnong mov Bondd
TOV ualdnti va evtomioet ta onueio oo omoia ypeldletal mepattépm PeAET.
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| OnAnswerSelected(3 index))|
timerActive = f e;

timeBonus Mathf.Max(®, questionTimer / QUESTION_TIME_LIMIT);
t bonusPoints Mathf.RoundToInt(timeBonus * 10);

userAnswers[currentQuestionIndex] = index;

if (feedbackText != null)
feedbackText.gameObject.SetActive(true);

if (index == correctSquareIndex || index == correctAnswerIndex)
{

streak++;

points = 1 + bonusPoints;
if (streak >= STREAK_THRESHOLD)
points *= 2;

score += points;
UpdatePointsUI();

if (feedbackText != )
{
feedbackText.text = (streak >= STREAK_THRESHOLD)
? "Zwoto! x2 Movroi!"
: "Iwoto!";
feedbackText.color = Color.green;
3}

UpdateStreakuI();

if (feedbackText != null)

{
feedbackText.text = "AdBog.";
feedbackText.color = Color.red;

3

lives—;

streak = ©;
UpdatelLivesUI();
UpdateStreakuI();

if (lives <= 8)

{
RestartlLevel();
return;

v

2ynua 4.14.: Aréoraouo. kwoiko. omo to QuizManager, ye éupaocn otic uedodovg eléyyov amaviioewv (OnAnswerSelected) kou
owoyeipiong {wav/orop

4.14 XpovokaOvotépnon ko Acvyypovn Extéreon (Invoke Method)

Otov 0 pafntig emiéyetl po amavIno, T0 cOGTNHO ELPAVICEL OTTIKN avaTpoPoddTNon (TT.). Tpacivo
N KOKKIVO YpdH) Kol TEPYUEVEL 1 SEVLTEPOLENTO TPV TPOYWPNGEL GTNV EMOUEVT epdTNOT. [0 Vo pnv
"Tay®oel”" 1) EQAPUOYT KOTA T SIGPKELD VTG TG AVOIOVIS, xpnotporombnke n pébodog Invoke() g
Unity.

Onwg ¢aivetor oto Zynuo 4.15, petd amd kabe omdvrnon avavetor o KNG EPWTHCE®V
(currentQuestionIndex). Av vapyovv dAleg epotioels, kaheitar ) Invoke(nameof(LoadQuestion), 1f),
N omoio. POpPTMOVEL TNV E€mOUEVN epdTNON £merta amd 1 SevTepOAENTO: SPOPETIKA KOAE(TOL
n Invoke(nameof(EndQuiz), 1f) yio tov tepuatiopnd tov emmédov. 'Etor n gpappoyn ocvveyiler vo
AerTovpyel KOVOVIKG KaTd T1 O1GPKELD TNG AVOLOVIS.
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currentQuestionIndex++;

if (currentQuestionIndex < selectedQuestions.Count)
Invoke(nameof(LoadQuestion), 1f);

else
Invoke(nameof(EndQuiz), 1f);

2ynpa 4.15: Xpnon e uedodov Invoke() aro QuizManager.cs yio. v g160ywyn ypovokaoetépnans uetold twv epwtnoewmy

4.15 Xvomqpo EmBpapevonc ko Xepi Amavtioceov (Streak & Time Bonus)

I v evioyvon g mapokivnong, To moyviol dev meplopiletol 6TV OTAN KOTAYPAPT COOTMOV Kol

AovOaGUEVOV OamOVToE®DY, OAAG avTaueifel emmAéov TV ToybTNnTa Kal Tn cvvéreln Tov maiktn. Ot

unyoviopot avtoi viAomombnkav oto script QuizManager. H toydtnra alohoyeiton péom g

petafintig questionTimer: 6tav 0 TAIKTNG OTAVTIGEL GOGTH, O VITOAEWTOUEVOG YPOVOC UETATPETETAL

o€ emmAéov movtovg (bonusPoints).

Mopddinia Aertovpyel 10 cvomuo Zepi (Streak): kdbe S1000yIKH COOTH OTAVTNON CLEAVEL TN
petafintn streak, kou epoécov avty ¢tacel to O6po STREAK THRESHOLD (opicpévo oto 3),
EVEPYOTOLEITOL TOALOTAAGCIOGTAG okop x2. v 000vn gueoviletor T0Te TO URVLUO «Z00TO! X2

[T6vtoul» pe Tpactvo ypda, Ve o€ AavOacuévn amdvinon 1o oepi undeviletan Kot 0 TaikTng YAveL pio
oM (Zynua 4.16).

OnAnswerSelected(int index)
timerActive = s5e;

timeBonus
bonusPoints

Mathf.Max(®, questionTimer / QUESTION_TIME_LIMIT);
Mathf.RoundToInt(timeBonus * 10);

userAnswers[currentQuestionIndex] = index;

if (feedbackText != )
feedbackText.gameObject.SetActive(true);

if (index == correctSquareIndex || index == correctAnswerIndex)
{

streak++;

points = 1 + bonusPoints;
if (streak >= STREAK_THRESHOLD)
points *= 2;

score += points;
UpdatePointsUI();

if (feedbackText != )
{

feedbackText.text = (streak >= STREAK_THRESHOLD)
2 oto! x2 Movroir!"™

"Zwoto!";
feedbackText.color = Color.green;

3

UpdateStreakuI();

Zynua 4.16: Andcracuo kddka and To QuizManager mov deiyvetl tov vroroyiopd Tov Time Bonus

ka1 T Swayeipton tov Streak System
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4.16 Avaivtikn Avatpo@oootnon (Detailed Feedback)

210 1éhog KdBe emumédov, eivar onNUavTiKo o0 pabntrg va PAémel &yl LOVO TO GUVOAKS TOV GKOpP, GAAA
Kol wowa AdBn ékave. [a tov okomd avtd avartdydnke n péBodog ShowDetailedFeedback().

H pébodoc cuiiéyel Tic amavInGelg oL amodnKeHTKay GTOV TivaKo userAnswers Kol TG GUYKPIVEL LE
N MOTO TV COOTAV amavINoe®mV. Xt cuvE eln enelepydleTol TIC EPOTNCELS TOV EMTEIOV Uidl TPOG
pio, Kataypdeovtag TNy EKP@vVNoT, TNV EMAOYT TOV YPNOTH Kol orTikn évoeEn opfdtnrag.

Télog, TO «keipevo ovtd 0modideTol ©0TO  MESIO  OVOTPOPOSOTNONG, EVD  KOAEitol M
evtoln LayoutRebuilder.ForceRebuildLayoutlmmediate tng Unity, dote 10 mapdBupo xoiiong (Scroll
View) va avorpocappocel autopata 1o néyeddg tov Paocet tov mepieyopévon (Zynpa 4.17).

ShowDetailedFeedback|()

if (detailedFeedbackContainer == || allFeedbackText ==
return;

detailedFeedbackContainer.SetActive(true);

System.Text.StringBu er ew System.Text.Str
t shownNumber = 1;

for (int i = @; i < selectedQuestions.Count; i++)
{
r q = selectedQuestions[i];
if (q.questionType == "ARPrompt") continue;

t ua = (userAnswers != Ll && i < userAnswers.lLength) ? userAnswers[i] : -1;
ing yourAnswerText;

if (q.isImageBased && q.questionType == "ImageChoice")
{
if (ua == q.correctAnswerIndex)
yourAnswerText = "Iwotro TETpayuvo";
else if (ua == -1)
yourAnswerText = "Kapia amavtnon®;
else
yourAnswerText = "AdBog TeETpayuwvo™;
}
else
{
if (ua >= @ && q.choices != && ua < q.choices.Length)
yourAnswerText = q.choices[ua];
else
yourAnswerText = "Kapia amavtnon®;

isCorrect = (ua == q.correctAnswerIndex);

sb.AppendLine($" {shownNumber}. {q.questionText}");
sb.AppendLine($"{yourAnswerText} - {(isCorrect ? "Iwotd" : "Aa6og")}");
sb.AppendLine();

shownNumber++;

2ynpa 4.17: H uébodoc ShowDetailedFeedback, omwov draxpiveror n yprion tov StringBuilder yio tny onuiovpyio the aveivtikig
oVoPoPas

4.17 Epotmiosig Baowopéves o Ewkoveg (Image-Based Questions)

TNo vo unv tepropileton n a&loldynon omoKAEIGTIKG G EPOTNCELS KEWWEVOD, avamTuyOnKe Eva GuGTHUA
OTTIKOV EPOTNCENDV OTOL 0 UaONTAG KOAEITOL VO TapaTPNOEL Kot v oAAnAemidpdoet pe ewoves. H
Aertovpyion ot eAéyyetar péom g peBddov SetuplmageQuestion eviog  tov QuizManager.
Katd ™ ¢@dptwon g véag epdtnong amd to apyeio JSON, 1o ocvotnuo ehéyyel T omnuaio
(flag) islmageBased. Av m Twn eivaitrue, M €QUPUOYT | OTOKPOMTEL TO KOVUMIY KEWEVOL
(answerButtons[i].gameObject.SetActive(false)) kot mpoetoudlel to ypoewkd mepiPdilov yio v
PoPoAn ewdvmy. X1 cuvéyEln, pécm e evioing Resources.Load<Sprite>, avaktdtor duvapkd n
€KOVA TNG £pMOTNOTG Pacel Tng dadpoung imagePath mov opiletarl oto JSON, kot Tomobeteiton ot0
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Kevpkd mhaicto wpoPoing (questionlmage). O deikTng TG COOTAG OTAVINONG AmodnKevETAL GTN
petafintn correctSquarelndex, ®ote katd vV emhoyn  tov  ypnotm  (Héom NG
peBddov ValidateSquare) to cuoTO VO GLYKPIVEL TNV EMAOYY| Kot Vo TPpoY®pnoet 611 Padpoidynon

(Zynpa 4.18).

SetupImageQuestion(Question question)

if (questionImage != 9]
questionImage.SetActive(true);

foreach (var button in answerButtons)
button.gameObject.SetActive(false);

tring imagePath = !string.IsNullOrEmpty(question.imagePath)
? question.imagePath
: (question.imageOptions != | && question.imageOptions.Length > @
? question.imageOptions[0]

e>(imagePath);
if (imageSprite != nul
{
questionImage.GetComponent<Image>().sprite = imageSprite;
}

correctSquareIndex = question.correctAnswerIndex;
correctAnswerIndex = -1;

for (int i = @; 1 < squares.Length; i++)

{

squares[i] .gameObject.SetActive(true);

}

2ynua 4.18: Aréoraouo. kwoike. omo to QuizManager, eotiglovrag oty uéodo SetupImageQuestion, n omoio. droyelpiletor
POPTWON KoL TPOPOLN TV EPWTHOEWY EIKOVAS

4.18 Avvapkn ®optoon Iopwv (Resources.Load)

Onwc avoeépbnke mponyovpéves, Paotkr] apyITEKTOVIKY] €MAOYN NTtav O Soywptopds Tov
TEPIEYOUEVOL OO TOV KAOJKA. AVTH 1 apyn EPAPUOCTNKE Kol GTN SLXEIPIOT] TOV EKOVAOV: avVTi Vo
ouvdebovy ot mopotl anevbeiag ot oknvi puéow tov Inspector (hard-reference), to ovouoto TV
apyeiov amodnikedmray g amiég cupPorocelpég (strings) oto apyeio JSON.

Katd v ektéheon g epappoyns, 1o cvomnuo dwPalet to dvopa opyeiov and 1o JSON xon
ypnoonotel v evioAn Resources.Load<Sprite>() yio vo, ovaKTAGEL TNV 0vTIGTOYYN EIKOVO OO TOV
€101K0 @akelo Resources ¢ Unity. Mg avtov tov 1pdm0, 0mo1admote aAlayr 6to meplexouevo (m.y.
aVTIKOTAGTOOT 1 TPOGOHNKN €KOVOG) TPAYLOTOTOEITAL OMOKAEIOTIKG pécw tov JSON, ympic va
amorteiton Tpomomoinon Tov Kmduka 1 véo build tng epappoyne (Zynua 4.19).
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SetupImageQuestion(Q on question)

if (questionImage != 1)
questionImage.SetActive(true);

foreach (var button in answerButtons)
button.gameObject.SetActive(f );

imagePath = !string.IsNullOrEmpty(question.imagePath)

? question.imagePath

: (question.imageOptions != null & question.imageOptions.Length > @
? question.imageOptions[6]

)

imageSprite = Load >(imagePath);
if (imageSprite != )
{
questionImage.GetComponent<Image>().sprite = imageSprite;

}

correctSquareIndex = question.correctAnswerIndex;
correctAnswerIndex = -1;

for (int i = @; i < squares.Length; i++)

{

squares[i].gameObject.SetActive(true);

}

2ynua 4.19: Avvogurn poprwon gikovaov uéow e Resources.Load<Sprite>() orov kadika TS EQOPUOYHS

45



Kepdimo 4

4.19 Evoopdroon Vuforia Engine, AR Camera kot Aladikacio Avayvapiong

H epmepia Emovénpévng Hpaypatikotntog (AR) g epappoyng Paciletor oto Vuforia Engine. ['ia v
vAomoinon avayvopiong ewkovov (Image Tracking) kot v eueaviorn TPIGOAGTATOV UOVTEA®YV,
aKoAovONOnKe cvykekpévn aAiniovyio TexVIKOV Pnudtov peTtald Tng O0dIKTVAKNG TAATQOPLOGC
Vuforia kot tov Unity Editor.

Anmovpyia Baong dcdopévov oto Vuforia Target Manager: Ot gikoveg amd t0 oyoMko Pipiio
avaptOnkav oto Vuforia Developer Portal, 6mov o aiyopiBupog avélvoe kdbe eikdva evtomilovrog
nmepoyés éviovng avtiBeong (Feature Points). H mhoatpoppa agoldynce v katoAinAdnta kébe
gwovag péco Pabuoroyiog (star rating), empPePardvovtag 6t ot 6eXideg Tov PiPfriov eivor katdAANAeS
Y aviyvevon (EZymua 4.20). Ot ewdveg avtég opyavobnkav ce eviaio Pdaon dedopévov (Target
Database).

Zynua 4.20: To wepiforlov tov Vuforia Target Manager, omov dioxpivovtar to. "Feature Points" (kitpivor arovpoi) mvew o
10, EIKOVO, TOV GY0L1K0D fiffAion

Ewsayoyil oto Unity ko dwpépeowon License Key: H Bdaon dedopévev e&nydn wg makéto
(.unitypackage) ko1 eonyOn oto project tov Unity. [lapdAinio, péom tov pvOuicewv Vuforia
Configuration, kataympnOnike to App License Key, to onoio cuvdéel v popuroyr| e TOV A0YOpLacHo
avantuéng kot gvepyonoiei Tig AR Aertovpyieg ot cuokevn (Zynua 4.21).
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Open
Checkin Undo

Download Vuforia Engine 11.1.3
Learn More

Open Library Article

app license key |

CONTINUOUS AUTOFOCUS

neraC Setf JsMode(

MODE_DEFAULT

Add Database

Video Background

Asset Labels

2ynua 4.21: To mopaOopo Vuforia Configuration uéoa otov Unity Editor, omov sioayetan 1o App License Key

Hapaperpomoinon oknvijg pe v AR Camera: Eva and ta kpiowo prpoto ntov M
AVTIKOTAOTAON NG TPosmAeypevng kapepag tov Unity (Main Camera) pe 1o g€edikevpévo
component tng Vuforia, tnv AR Camera. X¢ avtifeon pe pio omAr] KAUepo amdd06NE YPUPIKOV
(rendering), n AR Camera gAéyyel amevbeiag v Kapepa. TG GuokKeLNC, pubuiotnke 6 GoTE VAL
eotidlel avtoparta (Continuous Auto-Focus) kot va Tpo@odotel g Tpaypatikd ypdvo To omTikd
ONUO GTOLG aAyopifpovg avayvapiong tng Vuforia.

Yvvdeon Image Targets pe 1o TPLOOLAGTATO TEPLEXONEVO: LT GUVEYELN EIGTXONGOV GTN GKNVN
avtikeipeva tomov Image Target, to omoio AvTIGTOYYIGTNKOV LE TIG EIKOVES TNG PACTC dedOUEVDV.
To tpodidotata poviédlo tomobetnOniav epapyicd g child objects kdto omd Ta aviicTor
targets (Zynuo 4.22).
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mpleScene
A O tional Light

nuCanvas

ViainMenuPanel

herPanels

tSystem

Zynua 4.22: H iepapyio evog Image Target (w.y. ImageTarget Colosseum) otov Unity Editor, émov 1o 3D povtédo Jeitovpyel
wg ecoptauevo avikeiuevo (Child GameObject)

Agrrovpyio katd v ektéheon: Katd v exktéheon g epapuoyng, 1 AR Camera capavel cuvexmg
10 mepPdrrov avalntaovrag to Feature Points tng Paong dedopévav. Otav avtd evtomotodv 6Tov
apoayuatiko yopo (status: TRACKED), to cbotnua cuvietayuévov g kapepag gvbuypappileton pe
TNV TPOAYLLOTIKT EIKOVO, EVEPYOTOIMVTAG OLTOUOTO, TOL TPLGOLAGTOTO LOVTELD TTOV EIVOL GUVOESEUEVE GTO
avtiotoyo Image Target. Amd ekel, ta scripts (0nwg to ARPromptController) oavaiappdvovv
SlodpaoTIKOTNTA.

4.20 AR Aoxwpaocieg (ARPromptController)

H mo moAidmAokn kot e&gMypévn Aettovpyio TG €QOPUOYNAS €lval 1 EVEOUATOON TOV SOKILAGIDV
Eravénuévng Mpaypoatikommrag. O éheyyog avTod TOV GLOTAUOTOS YiveTow HECH Amd TO Script
ARPromptController, To omoio cuvepydletar pe To Vuforia Engine SDK. H doxipacio AR ywpileton
TPOYPOUUATIOTIKG o€ Tpio (3) dlaKpitd oTAdo CAANAETIOpACNG, TO 0TTOin EAEYXOVTOL GUVEXDG HECH
¢ nuebddov Update().

2t4d10 1: Avayvopion Ewovag (Scanning & Tracking)

v apyn NG OOKLUAGIOG, TO GUGTNUO EVEPYOTOLEL TNV KAUEPO KOL TEPIUEVEL VO EVIOTICTEL M
KatdAANAN ewova-otoxog (Image Target) amd to oyxolkd Pipiio. To script Swbéter €va Ae&ucd
(Dictionary) mov oamofnkevel 6iha ta Jwbéciwo TprodidoTata poviéda. Méocw g pebddov
SwitchToModel, n epappoyn eréyyel moto ivar to (nrovuevo poviédo (Baocel Twv dedopévav JSON)
Kol To Kabiotd evepyd (SetActive(true)). IMopdAinia, To cdoTUa TapakolovBel TV KatdoToon
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avayvopiong (Tracking Status) péom tov ObserverBehaviour. Av 1o Vuforia kAelddoel tov 6t0)0
(status TRACKED), n dwadikacio tpoywpd 610 eLOUEVO GTASL0.

214010 2: Ileprotpoeny Tov Movtéhov (Manual Rotation)

Mo to Tp1od1doTato HoviELo EROvIoTel TAvm oty ewdva Tov Biiiov, o pabntrg Kaieiton va to
nepoTpéyel ot (nrodpevn yavia. O xeplopds g meptoTpoPn|g yivetal HEcm Kovummy katevBvvong
(mavo, kdto, aplotepd, de&id) mov epeavifovrol otny 006vn. Xe dokipacieg 6mov interactionType ==
"rotation", 10 cVGTNUA amattel and TOV TOIKTN Vo TEPIGTPEYEL TO HOVTELO € cLYKEKPLUEVN Yovia. H
pnéBodog HandleRotationInteraction vmoroyiler cvveymg tn dweopd (Delta Angle) peta&d g
TPEYOVGOG YOVIOG TOL HOVIEAOL Kol TG Yoviac-otdyov (targetAngle). Av n dapopd givar pukpodTepn
amo to emttpentd Opto opaipatog (angleTolerance), ) dokipacio Oewpeitat extTvyng.

2taowo 3: Emdoyn Enpeiov péow Akrivag (Raycast & Click)

To TeMKd Ko o J1adpacTIKO 6TAS10 amattel amd Tov pabnty va totoel (tap) o€ £va GUYKEKPIUEVO
onueio v oto 3D povtédo (0mov interactionType == "click"). e v vAiomoinon avtig g
Aertovpyiog, ypaetnke n nébodog HandleClickInteraction. Otav To GUGTNUO KATOYPOWEL £V, AyyLy O
otV 006vn (TouchPhase.Began), dnuovpyei pia vont axtiva (Ray) mov Eekivad omd v kpepa kot
KatevBovetar Tpog Tov Tpiedidotarto ydpo (ScreenPointToRay).

Xpnowonowdvtag tn ovvaptnon Physics.RaycastAll, o kddwag eréyyel av n aktiva "ytomnce"
(intersected) kdmowo adpato Opro (Collider) Tov poviéAov. Av T0 OVOUO TOL OVTIKEWLEVOD TOL
yromOnke  (hit.collider.gameObject.name)  tovtiletor  pe 1o {nTovpevo  avTiKEipevo
(targetObjectName), tote 1 epappoyn emPefardvet tn cwoth enthoyn. H xépepa anevepyonoeitar, ot
novrot (bonus points) TpoctievTol GTO GKOP TOL TAIKTN Kot 1) SOKILAGT0 OAOKANPOVETOL.

H ovvolkn ponl g doxpaciog AR, pe tovg eléyyovg mov mpaypotorolovvtal oe Kabe G61dad10,
amekovifetor cuvontikd oto Zynua 4.23. H dadikocio EeKiva e T 6Apmon TG EIKOVOG-GTOYOV KO,
€pOGOV auT avayvoplotel, eppavifetor To Tp1odidotato povtého. O padntgc nepva dadoykd ond ta
tpia otéow (find, rotation, click) kot oe kdfe oTdd0 1M €POPUOYN EAEYYEL OV TANPOVVTOL Ol
TpobmobEcELg emTLYING TPV TPOYMPNOEL GTO EMOUEVO. MOVO OTaY OAOKANP®OOLV Kot Tal Tpia 6TAdLA,
n doxuacio Oewpeitar emtTvynG.
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Eavanpoorddn
oe

OxL

Zynuo 4.23 Midypopa pong e dokiuaciog Exavénuévne Ipoyuatinotnrog, we ta tpio otddia alinlemiopoons (Zapworn,
Ieprorpogy), Emiloyn)
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210 Xynua 4.24 napovoidleror n pébodog HandleClickInteraction tov ARPromptController, 1 onoia
ypnowonotel T teyvikn Raycast tng Unity yio va evtomicet av o pabntrg ayyi&e 10 cwotd onpeio tov
3D povtélov.

HandleClickInteraction(ARPrompt prompt)|

.GetTouch(@) .phase == TouchPhase.Began))

inputPosition = Input.GetMouseButtonDown(8)
? t.mousePosition
: (Vector3) t.GetTouch(®) .position;

Ray ray = arCamera.ScreenPointToRay(inputPosition);
RaycastHit[] hits = P ycastAll(ray, 3006f, ~@, QueryTriggerInteraction.Collide);
if (hits.Length == @)

r[] allColliders = FindObjectsOfType<B
col in allColliders)

if (col.gameObject.activeInHierarchy)
{
continue;

}
}

else
{
for (int i = @; i < hits.Length; i++)
{
r hit = hits[i];

if (hit.collider.gameObject.name == prompt.targetObjectName ||
(hit.collider.transform.parent != && O G : ) e
hit.collider. transforn. parent.name == prompt.ta © (1d) LR

OnInteractionCompleted()

return;

2ynua 4.24.: Aréoraouo kwdoiko omo to ARPromptController, wov deiyver wy uélodo HandleClickInteraction ko1 ) ypnon
Raycast yro, tyv ovayvapion tov ayyiyuatog oto 3D poviédo

4.21 Mnyoviopog Opoig Meprotpogig Tproorastatwv Movtélov (Smooth Rotation)

Katd ™ didpketo tov dokuacidv AR, o pabnmge koieital va meptotpéyel To TPIod1AeTATO LOVTEAN
mov gueovifovrar Tavem oto oxolkd Pipiio. H apyikny viomoinon g meptotpo@ng Tpokorohoe
OTOTOUEG KOl OTUCUMOIKEG KIVACELS, YEYOVOG 7OV peidve TNV TOWOTNTO NG  EUTEPIaG.

INo v exidvon avtov tov TpoPAnuatoc, avartoydnke Eexmplotod script eEopdivvong (damping). Avti
TO HOVTEAO VO, 0KOAOVOEL aKaplaio TV €10EPYOUEVT] EVTOAT, VTOAOYILETOL £vag EVOIAUEGOG OTOYOG
meploTpong (target angle). tn ocuvéyela, n ocvvaptnorn Mathf.SmoothDampAngle tng Unity, mov
ekteheitar evtog g Update(), petoPdArel mpoodeutikd T yovio Tov HOVIEAOVL TPOG TOV GTOYO,
a0did0VTaG OLOAN Kol UGIKT Kiviion (Zynua 4.25).
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Update()

currentYaw = Mathf.SmoothDampAngle(currentYaw, targetYaw, ref yawVelocity, smoothTime);
currentPitch hf.SmoothDampAngle(currentPitch, targetPitch, ref pitchVelocity, smoothTime);
currentPosY \f.SmoothDamp(currentPosY, targetPosY, ref posYVelocity, smoothTime);

Vector3 eulerAngles = transform.localEulerAngles;

eulerAngles.y = currentYaw;
eulerAngles.x = currentPitch;
transform. localEulerAngles = eulerAngles;

Vector3 position = transform.localPosition;
position.y = currentPosY;
transform. localPosition = position;

Zynua 4.25: Amoéomaouo. kwoiko. Tov olayelpiletar v opol mepiotpopn twv 3D uoviédawv uéowm e
Mathf.SmoothDampAngle

4.22 Opydavmon 3D Movtérov otov Unity Editor

[N va Aettovpynoovy 6mGTE o1 UNYOVIGHOL EREAVICNS, TEPICTPOPNS KOl EVIOTIGUOD GTOV YDPO TNG

AR, amoitnOnke ocvykekpuévn opydvemon tov tpicdidotatov poviélev (wy. Ilavbeov, Qdeio,

Koloooaio) péoa otov Unity Editor. Kabe pvnueio petatpdmnke oe Prefab xor tomoBetnOnke

epapykd og child object kdtw amd to avtictotyo Image Target g Vuforia, eéacparilovrag 6t 10

HOVTEAO eppaviletal akplBdg mAve omd TV €KOVA TOL oxoAlkoL PBifiiov Katd T odpwon.

Onwg dtokpivetol TNy ToPUKAT® EIKOVA, VL0 VO, OTOKTHGEL TO LOVTELOD O10OPOCTIKOTNTO, TPOOTEIN KOV

TAV® TOL CLYKEKPLUEVA components:

1.

Smooth Spin (Script): To script eAéyyov g meplotpopns. Mécm Tov  Inspector
mapopetpotomdnkoy ot petaPAntég stepDegrees (Yyovia — meplotpoenc avd  kivnon)
wa1 smoothTime (ypovog eopdAvvong), emtpénovtag tn pHOUOT TG CVUTEPLPOPAS TEPIGTPOPTS
v KGO povtéro.

Box Collider: I'o. vo avtilapufaveTor To GOGTNUO TO ayYIyUOTO TOV XPAOTN KATO TIC SOKIUOGIES
EVTOMIGHOV, dnovpynnke éva adpato euotkd Oplo YOp® amd to avtikeipevo. Ot SooTaoES Kot
10 kévipo tov Box Collider mpocappdotnkay dote va mepikieiovy akpifog tov dyKo Tov
pvnueiov. Me avtn ) dtapdpemaon, 1 cuvaptnon Physics.RaycastAll() eAéyyetl av 1 vont aktiva
amo TV Kdpepa téuvel to collider, kot povo o ot TV TEPITTOOT EXPEPAUDVETAL O EVIOTIGUOG.

Y10 Xynuo 4.26 mapovoialetol to mopabvpo Inspector tov Unity Editor yio éva tumikd Prefab

(Pantheon), 6mov drakpivoviat Ta Pacikd components: 1 lepopyio Katm arnd to ImageTarget, To script

eEopdivvong mepiotpopng kot o Box Collider mov emtpénet tnv aviyvevon ayyiypatog pécm Raycast.
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Pantheon

ARCamera - Layer ARContent

=fab & Pantheon
Overrides

' Transform

Position
Rotation
Scale

E" ~ Smooth Spin (Script)

Rotation Settings
Step Deg s
Smooth Time

Movement Settings
Move Step Y

&2 v Box Collider

Nothing
Nothing

E® « cCollider Visualizer (Script)
Visualization Settings
Wireframe Color [

Show In Game View ~

Add Component

2ynua 4.26. Ipofoin twv ovatatikwv (Inspector) tov Prefab "Pantheon". Aiaxpivovior i iepapyio. 1ov K6t om0 10
ImageTarget, to script eCoudrovong mepiotpopng kot to Box Collider yio. v oviyvevon tov Raycast

4.23 Epyaieio Ontikonmoinong Colliders (ColliderVisualizer)

Katd t @don ovimruéng kot eléyyov tov dokiuacidv AR, mpoékvye mn avdaykn yo akpipn
ontikomoinon twv adpatwv opimv cuykpovons (Box Colliders) tov tpiodidotatwv poviédmv. H
TpoemAeyéVN anewkovion tov Unity Editor dev ftav emapkng yio v axpipn pbbpior tovg, 1dimg og
povtéha pe moAvTAoka mAEypata (meshes).

I'o tov okomd awtd avamtdyOnke 1o Pondntwcd script ColliderVisualizer, to omoio a&lomoiel ™
ovvaptnon OnDrawGizmos() tng Unity — o péfodo mov ekxteleiton amoxielotikd evtdg tov Editor
ka1 Tpoopiletor yio otk fonduota kord v avarntoén. To script dwuPalet Tig d106TAGEIC Kot TO
Kkévipo 10V ekdotote Box Collider kot oyedialer éva opatd miaicto (WireCube) yopo omd t0
avtikeipevo (Zynpa 4.27).
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s Coll
sualization Settings")]
Color wireframeColor lor.green;
showInGameView = true;
llider boxCollider;

tQ

boxCollider = GetComponent<BoxC er>();
if (boxCollider == )

bug.LogWarning("No BoxCollider found on " + gameObject.name);

sQ)

DrawColliderBox();

DrawColliderBox();

DrawColliderBox()

bc = GetComponent<BoxCollider>();
11) return;

s.color = wireframeColor;

x4 oldMatrix = Gizmos.matrix;
matrix = transform.localToWorldMatrix;

s.DrawWireCube(bc.center, bc.size);

DrawColliderBox()

BoxCollider bc = GetComponent<Box(
if (bc == ) return;

Gizmos.color = wireframeColor;

Matrixdxy oldMatrix = Gizmos.matrix;
Gizmos.matrix = transform.localToWorldMatrix;

0s.DrawWireCube(bc.center, bc.size);

s.matrix = oldMatrix;

t()

if (!showInGameView) return;|

2ynua 4.27: O kookog tov fonlntikod epyalteiov ColliderVisualizer.cs, o omoio oyedidlel o 0.0pota 6pio, GOYKPOLONS GTO
wep1forlov avamroéng
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4.24 Emiloyoc Kegaiaiov

210 KePAAoo ovTd Vol KE 1) TPOYPOUUATIGTIKY] VAOTOIN O™ TNG EQAPLOYNG. APYIKE TAPOVGLAGTIKE
N €m0y va amonkenToby To SedOPEVE TOL TaLVIdID (EpOTNAOELS, LobNnuaTa, ¥POVOAOYIES) OE apyeia
JSON avti va eveouatwbodv otov kmotko C#. Ltn cuvExelo avamtoydnke n Aoyikn Tov kovil e Toug
UNYOVIGLLOVG ¥pOvoL Kot Lodv, 1| evompdtmon g képepag Vuforia yuo tic dokipacieg AR, kabBdg kot
ta Pondnrikd epyokeio avantuéng ommg o ColliderVisualizer yio v omtwkomoinon twv opimv
ovykpovongc. Kowog déovag og OAeg TIG amopacelg vanpée 1 apyn Tov S1o@PIGHOD TV APUOOIOTHTOV,
dNAadn kdbe VTOGVGTNO CYENACTNKE MGTE VO, AELTOVPYEl ave&dpTnTa, S1EVKOAOVOVTUG LEAAOVTIKEG
TPOcONKeS, OMWG £val VEO EMIMEDO 1) £vOL VEO TPLGOLAGTATO LOVTEAOD Lvnpeiov.

H vi06éton modular apyrtektovikig pe dtakprrd scripts yio ka0e Aertovpyia dev e&umnpetet poévo v
opbn Aertovpyla ™G EPOPUOYNS KOTA TV TAPOVGO GACT|, OAAG S1EVKOADVEL GTLAVTIKE T1) LEAAOVTIKN
GUVTHPNOT KOl ETEKTACT TNG. To GLUTEPAGLATO TOV TPOKOTTOVV amd TNV AvATTLEN aVTH, KOOMG Kot
01 TPOTAGELG Y10 LEALOVTIKEG ETEKTACELS, TAPOVOIALOVTOL GTO EMOUEVO KEPAAMLO.
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Youmepdoparo kor Meadoviucéc Enextdoeig

Kepdhoro So: Xvpmepdopoato kor Merhovtikéc Enektaoseig
5.1 Ewoayoyn Keparaiov

270 TOPOV, TEAEVTOIO KEPAANLO TNG TTTUYLOKNG EPYACIOC, EMYEPEITAL 1] GUVOAIKT OTOTIUNGT) TOV £PYOV
mov avantdydnke. E&etdleton katd moco ot apykoi otdyotl Tov €pyov emrevydnkov péoa and v
evoopdtoon AR kot gamification. EmimAéov, avaidovtat ot onpavTikOTEPES TEYVIKES KO GYESIOCTIKES
TPOKANGELC TOV TPOEKVYAV KATA T S1ApKELD TG VAOTOINOTG 670 TEPPdAlov tng unyovng Unity 3D,
KkaBdg ka1 or Avcelg mov epapuootnikay. Télog, mpoteivoviol peaMoTikég kaTeLBOVOELS Yo TN
peAlovTikn enéktaor kot PeATimorn Tov AOYIGHKOV, HE GTOYXO TNV TepUTéPm aElOTOiNoY| TOV OF
TPAYULATIKES GLVONKES GYOMKNG TAENS.

5.2 Xvvoyn tov Epyov

H mopovca wtuylakn epyacio entkevip®@bnke otov oxedlacpud kol TNV avamtuén UG EKTOOEVTIKNG
epappoyng Emavénuévne Ipaypotikdmmrag (AR), pe 6tdyo 10V ekcLyYpOovIcHO TS SBACKUATNG TNG
Iotopiog yio pabntég e E” Anpotikod. Méca and v eveoudtmon UnyovioUdV motyvidomoinong
(gamification) ka1 ) ypfon tov oxoAkod PiPriov wg exkkwvnt) g AR eumeipiag, 1 texvoroyia
AELTOVPYEL MG GUUTANPOUA, TNG TOPASOCIOKNG SIOUCKAAAS, ¥OPIg VAL TNV AvTIKOOIGTA.

H vlomoinon katéinée og €va TANP®S Ae1Tovpykd TpmTOTLTO Y10 cLuokevég Android. To TpwTdTLTO
kaAvmtel Oewpio, aloAdynomn pe ¥pOvOUETPO Kot Gkop, Kot aAAnAenidpacn pe 3D poviéda 6Tov Ympo
tov padnti. To cVGTHA AVAALTIKNG AVOTPOPOSOTNONG, TOL EVIUEPMOVEL TOV LadnTh Yio To. AdBn Tov
0T0 TEAOG KAOe emmESOL, EVIOYVEL TNV €VEPYO GLUUETOYN OTn podnolokn dwdikoacio. e eminedo
TEYVIKNG DAOTOINGNG, 1| EPAPUOYT ETITVYYAVEL TOVG OPYLKOVE TNEG GTOYOVG" 1] CLGTNUATIKY 0EI0AGYN oM
Ao TPAYUOTIKOVG LobNTéG amotehel EMOUEVO PrLL0 KO AVOPEPETOAL OTIG LEAAOVTIKEG EMEKTAGELC.

5.3 IIpoxioeis katd v Avantodn

H avantoén g gpappoyng oto nepipdiiov Unity oe cuvovacud pe to Vuforia Engine mapovcioce
OPKETEG TEYVIKEC TPOKANGEIS, Ol ONOIEC OVIWETOTIOTNKOV HECH ETMOVOUANTTIKOD GYEOIOGHOD.
Id1aitepn mpocoyn amorthdnke otov oxedacod g demapng xpfot. O otdyxog NTav va dnuovpyndel
éva ePIPAAAOV OTTIKE EAKVGTIKG KOl EDKOAO 0T Xpnor Yo pabntéc nlkiog 10-11 etmv, dttnpodvTog
TOPUAANAC TNV EKTOOELTIKY TOV o&ia ywpig vo katodn&el o vepPorkd ATAOTONUEVO 1| YVOGTIKA
emPapuvtiko amotérecpa. H iooppomio petaé&d moryvidoovg aoOnNTIKNG Kot Toduy®ytkng COQVELNG
amotélece pia and TG PaciKé oxedNOTIKEG TPOKATOELS TOV £PYOU.
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5.4 Merhovrikég Enektaoseg

H epappoyn propel va enextabel oe dibdpopeg katevBuvoelg. Ot kupidtepeg mpotdoels dtaphpdvovtan
oG E8NG:

1. Avaivon Asdopévov MaOnong: Q¢ dueco emdpevo Pnpa, e€etdleton m efoyoyn TV
amotelecudtov kabe pobnt oe popen PDF, napéyoviog otov ekmoidevtikd copn €Kovo Tng
enidoong g td&nc. MakpompdBeopa, 1 EVOOUATOON OTOUAKPUGUEVNG Paomg dedopévov (m.y.
Firebase) Oa emétpene v mapakoiovdnor g mpoddov ce mPayHoTikd ypdvo, LE EKTEVEGTEPA
OTATIGTIKA OTMG TOGOCTA EMTLYING AV EpADTNOT Kol LEGOS YPOVOS AmdOKPIOTG.

2.  Epmhovtiopog Hoyvidomoinong: [IpocHkn GuoTHUATOG EMTEVYUATOV KoL TIVAK®Y KOTATAENC
o€ eMMed0 GYOMKNG TAENG, MOTE Vo evioyvBel 1 evyevig dpuAia petald tov padntov.

3. Ymoomipun Ilorhamiov IMiateoppov: Enéktaon g epappoyng oe i0OS péoo tov ARKit,
devphivovtog Tov aptdpd TV CUUPATOY GUGKEVOV.

4. A&wroynon ano [paypatikedg Xpnotes: Q¢ kpiciuo emdpuevo Pripo, a&oAdynor e EQopUoyns
G€ TPOYHOTIKN oYoAKn TaEn pe podntéc g E” Anpotikoy, dote va petpnbodv 1o pobnciokd
amoteléopata Kot vo, GUAAEYOEL TO10TIKY avVATPOPOSOTNOT OO EKTALOEVTIKOVG Kol LoBNTEC.

5.5 Enikoyog Kegaraiov

Me antd OAOKANPMVETOL M TAPOVGINCT] TNG EQUPMOYNG KOl TOV KATELBUVGE®V TOL UTOpEl va
axoAovOnoel 6o PEALOV. Ol TPOTEWVOUEVES ETEKTAGELS dElYVOLV OTL ] EPAPLOYN EXEL TN SLVATOTNTA VO
eEehyBel Tepartépw, mPocapLolOHEVT] OTIG TTPAYLOTIKEG OVAYKES TNG OYOAKNG TAENG.
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ITAPAPTHMA A: EIKONEZ-ZTOXOI (IMAGE TARGETS)

ITAPAPTHMA A: EIKONEXZ-XTOXOI (IMAGE TARGETYS)

210 Tapov TapdpTn e Topovstdlovtal ot EIKOVEC-GTOYOL amd 1o oyoAlko Biiio Iotopiag E” Anpotikov

mov ypnowomomdnkav ¢ Image Targets g epappoyns. Kabe eikova evepyomotel v eppdvion tov
OVTIGTOYOV TPIGOLAGTATOV HOVTIELOV.

Ewcova 1: Image Target — Qdeio Hpwoov tov Attikod (Enimedo 1)



——— . - e -
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Ewkévo 3 : Image Target — Koloooaio (Eninedo 3)
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