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Befoidover on giuor o ovyypopéos oavtig g epyacioc koir ot kabe Ponbeia v omoia eiyo yio v
TPOETOLUOTIO, THS EIVAL TANPWS OVOYVWPLOUEVY KOl OVOPEPETOL oTHYV Epyaaia. Emiong, &y xataypdyet Tig
OTOLES TINYES QIO TIC OTOIES EKAVO, XPHON OEOOUEVWIV, LOEWDV, EIKOVMOV KOl KEWWEVOD, EITE QDTEC AVAPEPOVINL
oKkp1fas eite mopappoouéves. Emimléov, fefaiwvew ot avth n epyocio TPOETOIUATTHKE OO EUEVO. TPOTWTIKG,
e101kd. w¢ dimlwuotiky epyacia, oto Tunuo Mnyovikwv [Anpopopikns ko Hlextpovikwv Zvotqudtwv tov
ALTIAE.

H mapovoo epyocio omotelel mvevuotixy 10i0ktnoio. ¢ poitniplog 2tavpoviakn Il Ztvliovig mov v
EKTTOVHOE. 2T0 TAQIOLO THG TOMTIKHG OVOIKTHS TPOTHacnS, 0 ovyypapéas/onuiovpyos skywpel oto Aicdvés
Hovemaortiuio g EALGO0S ddeio ypRong tov tkalmMUaTOS aVoTopaymyns, 0aVELTUOD, TOPODCIATHS OTO KOIVO
KOl WHEIOKHG OI0YOONG THS €EPYacias O1edvag, o€ NAEKTPOVIKN LOPQN Kol O OWOLOONTOTE UECO, Yio,
O100KTIKODG KO EPEVVNTIKODS GKOTOVS, GVveD avioAldyuotos. H avoikty mpoofoocn ato minpes keiuevo e
epyooiag, Oev onuaivel ko’ 010VONmOTE TPOTO TOPOYWDPNCH OLKOIWUGTWV OLOVONTIKNG LOIOKTHOIOS TOV
OVYYPOPEA/ONULOVPYOD, OVTE ETITPEMEL THYV OVATOPAYWYY, OVOOHUOCIEVOY, OVILYPOPY, TOANON, EUTOPIKH
xpron, owvous, xdoon, ustopoptwon (downloading), ovaptyon (uploading), uetappaocy, tpomomoinon e
OTOIOVONTOTE TPOTO, TUNUOTIKG. 1] TEPIANTTIKG THS EPYATIAS, YWPIC TH PHTH TPONYOOUEV EYYPOPT TOVOIVETT
TOV GVYYPAPEQ/ONUIOVPYOD.

H éykpion g owmdopatikng epyacioag amd 1o Tunpa Mnyavikeov ITIAnpogopiknig kot HAektpovikdv
Svomudtov tov Atebvoig Iavemotuiov g EALASOC, dev DTOINADVEL AmOPOITATOG KOl ATOd0YN TMV
ATOYEMV TOL GLYYPAPE, €K PEPOLG Tov Tpnpatog.

«Apiépwony»
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IIpoiroyog

Xta televtaio e&dunva TG @oitnong Hov dpyloe vo Le EVOLOPEPEL OPKETE 1 AVATTUEN MAEKTPOVIKDV
Toyvidldv. Me agopun kémoto padnuota e oo Eexivnoa va peketd tnv mhoteoppa Unity Kot va
dNUoVpY® Gg oLtV KaTolo, pikpd motyviola. E&icov evdiapépOnka kat yia Tig véeg teyvoroyieg VR kat AR
KOl Yoo TNV XPNOT TOLG GTOLG Touelg tng yuyaywyiog. Eyxovrag maier moryvido amddpacng aAld Kot
oy vidlo EIKOVIKNAG TPOYLATIKOTNTAG, EPOcOV £xel 1ON VAOTOMBEL 0 GLVOLAGHOS TV 0V, ATOPAGIGO VO
TPOCTOONG® VO GLUVOVAGH TNV ETAVENUEV TTPAYLLOTIKOTNTO LE TA O Vidla omddpacnc. Méca amd vt
Swdkacio, PEATIOCN TIG YVMOGELS LOV GTOV TPOYPUUUOTIGUO KOl OTIG VEEG TE(VOAOYIES, YVOPLOO VEES
TEYVOAOYIEC, OVOKAALWO TIG TECELS Kol TV avaykn yio welfapyio mov amoitel 1 onpiovpyio Kdmolov
OTOLOVINTOTE EUTOPLKOV AOYIGHIKOD, kot eEacKnOnKka ot cuvepyacio e E0TePKODS emayyeApatiec.
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Hepiinyn

Anpovpyio. e@opUOYNG ETAVENUEVIG TPAYLOTIKOTNTAS Yo xpron o€ mayviot Aopotiov Anddpoaonc. H
gpappoyn epeavilel otov ypnot/raikt 3D aviikeipueva/ovTELD 6TO YOPO, LEG® TNG KAUEPAS Kal 006VNG
g ovokevng tov (Android Aoyiopkd) O6ivovide Tov GTOVKElD YO VO TPOYMPNCEL GTNV EMIALGN TOL
moyvidoy Kot v €006 tov amd 10 dwudrtio. Xpnowomombnke n mAatedpue tov Unity, kot m
gpyarerofnkn Vuforia yio v viAomoinomn g epaproyne. Apyikd Tpaypatomomdnke o £pgvva GOYKPLoNG
v gpyareodnkdv ARCore kot Vuforia dote va digvkpiviotel  KOADTEPN Yo TNV TAPOVGA EQOPUOYT. 2T
GUVEYELN KATOYPAPNKE [0 GYNUOTIKY 10€0 TV Ypipov mov Bo amotedovoav to mayvidl. ‘Eneita Eexivnoe 1
onuovpyia tov 2D kot 3D poviélmv oto Unity kot 1 Guyypaen Tov aropaittov apyeiov eviohov oe C#
Yy TN Agrtovpyio ToVG 6TO TOLYVIoL XN cvvEXEln dNUOLPYHONKAY Kol TPOSTEOKAV KOTAAANAO YpaQUKdl
KOl EKTVTOONKAY KATAAANAEG EIKOVEG Y10, TNV CMGTH EUPAVION TOV LOVIELDV KUl OVAYVAOPLCT] EIKOVOV GTO
mepBailov. Téhog, Eywvav mpaktikol Eheyyot Aettovpyiog kot d10pBdbnkay KOAOUATE GTOV KOJKO Kot To
YPAPUKE, LOVTEAQL.
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Thesis Title

«Escape Room game using AR technologies»

Student name

«Styliani P. Stavroulaki»

Abstract

Creation of Augmented Reality application for Escape Room game. The application shows 3D or 2D
objects/models to the user/player through the camera and screen of their Android device, giving them clues
to proceed to solve the game and escape from the room. The tools that were used to realize the project was
Unity engine and Vuforia kit. At first, there was a research comparing two AR kits, ARCore and Vuforia, to
determine which would be best for this particular application. Then there was a schematic representation of
the puzzles that would constitute the game. Afterwards began the creation of the 2D and 3D models in Unity,
along with writing the necessary scripts in C# for the models' function in the game. Later, the appropriate
graphics were added and adjusted in the project, as well as images were printed for the correct projection of
the models and image recognition in the real world. Lastly, several test-runs took place , before correcting
any bugs in the code and in the graphic models.



Evyoprotieg

Bep®d VTOYPEWOT LOL VO, EVYOPIETACM TOV eMPAETOVTO Kalbnynt) pov Evkdeion Kepapomovio yio my
moAvTIun KaBodynon kat evBdppuvveny tov. EmimAéov Ba 10eia va evyapiotiom tn decmovig Avdpidvva
Kovpevtdkov yia t yevvaid0mprn GLVEPYUGI TNG GTN SNUIOLPYIL TV YPAPIKOV VAIKOV TOV
YPNOOTOMONKAY STV VAOTOINGN VTS TG ePaproyns. Télog, Ba NBela va evyapIGTIoM® TG VoL TEG
KowotnTes Tov Unity kKo Stack Overflow yia v atéppovn apmyn Toug o€ GAOVG TOVS VEOUG
TPOYPOUUATIOTES Kol OOV PYOVE.
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I'evu eoayoyn

Kepdrarwo 10  TI'evikn sicaymyn

1.1 Ewayoym

H mapovca epyacia sivar évo eyyeipnuo eveapk®ong evOg TPOYUOTIKOD SMUATIOV OTOdpUcNG UE
XPNOM TEXVOAOYLDV EMAVENUEVIC TpayHoTIKOTNTAG 08 cvokevég Android. Ot maikteg Ba g16€pyovtan
o€ éva TPAyUATIKO dWUATIO 6TO 0Toio B VILAPYOLVV EKTLTTOUEVEG EIKOVEG GE GLUYKEKPIUEVEG BEaelc.
XpNOOTOIOVTOG TNV EPAPLOYN, B0 KOLTOUV TIC €IKOVEG HECH TNG KAUEPAS TNG CLUCKEVTG TOLG KOt
avaAioya v giova, 1 poppoyn] Ba eravsavel v ewdva pe eikovikd 3D ypagikd. Méow tg 006vng
0QNG TNG GLOKEVNG TOVE, Ol TAUKTEG B PTOPOoHV Vo AAANAETIOPOVY LE TO, YPAPIKA, DGTE VO ADCOVV
TOV EKAGTOTE YPiPO, 1] VO CLAAEEOVV KATO10 GTOoLYELD Y10 TOV EMOUEVO YPLPO.

H wWéa yuoo ™mv epyacio ovti yevwnOnke amd v e&EMén tov TEXVOAOYIOV EmOLENUEVNC
MPAYLOTIKOTNTOG KOl omd TO 7OD YWOPOVUV OTOV TOMED TNG Wuyoy®ylog Kot Tng ovAamTuENng
NAEKTPOVIKOV Tatyvidimv. Eivar pia amdmelpa uvouacron TpayloTiK®y Kol EIKOVIKOV GTOLEI®mV Yo
TNV OAOKANPMOOT] HLOG OTOMIKNG 1) KoL OLAOTKTG WOYOYOYIKNG SpAoTnpLOTTOG.

To KAipo Kot To VEOG TOL TOLYVIOOD &€ivol EUTVELGHEVO OO S1APOPO TOAOLOTEPO MAEKTPOVIKG
moyvidwe, mov Kowd Tovg otorkelo glvar M emidvorm yplpwv, M GLAAOYH oToElY HECH
TOPOTNPNTIKOTNTOC, KOL 1) TOYKOGULO LOPPT EXIKOVAOVIOG Kol aAANAETIOpacng — 1 wova. Avtd Ta
Ty vidl, OTOE Kol TO TOPOV, UTOPOVY VO TOULYTOLY OO OTOLOVONTOTE GTOV KOGUO, Xw0pig va mailet
poho M yA®ooa TV omoio WIAG, 010TL dev VTAPYEL KEievo N OAla péco oe avtd, mapd povo
apOunTikd copfoAra.

1.2  Aopdanoe anddpacng

Ta dopdtio amddpacng (escape rooms) eivar {ovtavd mayvidia ypipwv, o omoia mailovior amd
dvadeg 1 opddeg TOIKTOV, 6OV cLVNOMG Ol TAUKTEG BPioKOVTOL TPAYUATIKA KAEWOMUEVOL GE £VOL 1] KO
TEPLooOTEPA dOUATIO. XTOYOG €ival 1 opdado vo omodpdost HECH GE GUVIOUO YPOVIKO OlA0TNUa,
Aovovtag pio oelpd amd ypigovg 1 amoctoréc. To ypovikd StioTnUa TOKIAAEL Kot Kopaivetal amd 60
Aemtd péypr ko 3 opeg. Ta Oépoto ot dwudtio anddpacng cvvibog eival oe QOVTOGTIKEG
TomoBecieg, OMWG KEMA PUAOKNG, SIUCTNULOTAOL0, GTOLEIMUEVO OTITIO 1] KOO Kot poyepéva ddon.

[1]

Eni tov mapovtog, vmapyovv mapailoyés dwpatiov omddpacng pe texvoloyies VR (Eucoviky
[paypotikdtra), 6TOV Ol TOUKTEG EIGEPYOVIOL GE £VO, EIKOVIKO OMUATIO KOl PEG® TOL €101KOD



Kepdioro 1o

gEomMaopov yio VR kvovvtat péca o€ autd kot AOvouv Tovg ypieoug Yo va fyovv amd 1o dopdtio Kot
VO TEPLLATIGOVV TO Tty VidtL.

1.3 Ieprpairov avamtToEng ™S epappoyng

[No v avdntuén onolcdNTOTE EPAPLOYNS TOL EUTEPLEYEL YPAPLKE YPEIALETOL KATOl0 TAATPOPLLOL
avantuéng Aoylopkold kol ypoeikng oyediaong [2]. T avtiv v epappoyn emréybnke To
npoypappe Unity Real-Time Development Platform [3] Adyw epmepiog pe 10 cvykekpiévo gpyaieio
KOl GUUPATOTNTOC UE TIG AMOLTNOELS TNG EPAPUOYNC.

To Unity vmoomnpiler t dnuovpyio €pyov yo to mepiocdtepa Aoyiopukd: Windows, Mac, Linux,
Android, i0S, tvOS, Lumin, PS4, Xbox One aild kot 16100 pécw tov WebGL API [4]. Emmiéov,
vrootnpilel t xpnon AR gpyarelodnkmv 6mmg to Vuforia kot to ARCore.

1.4 AR ko gpyoierodnkeg

Eravénuévn mpaypatikomroa (ayyAkd: augmented reality) eivor m og Tpoyuatikd xpovo Guecn q
éupeon Béaom evog LOLKOD, TPOYUATIKOD TEPPAALOVTOG, TOV 0010V T GToLYEln ETOLEAVOVTAL 0T
OTOKEID aVOTTOPAYOUEVO OO GLOKEVEG VTOAOYIOTOV, OTMG MY0G, Pivieo, ypagikd M dedouéva
tonobfesiog [5] . O dpog gionydn 10 1992 and tov Tou Kdovvtel.

210 Eexivnuo aLTAG TNG EPYACTAG TPOYLOTOTOMONKE Lid EPELVA TTPOG TNV EVPECT TNG O KATAAANANG
gpyarelodnkns yo avtv. Yrnpye o po eunepio pe to Vuforia kit ondte €ywve obykpion pe 1o
ARCore. To ARCore &ivar pia epyareofnkn g Google yio Android cuokevég. Avtiotorya, yio i0OS
ovokevég, vmapyel o ARKit. To ARCore oe oyxéon pe to Vuforia €gel cupPatodtnto pe Ayotepeg
oLoKeVEG, Kot To Vuforia €yel kodvtepo Image Tracking (Avixvevon Ewkovaev) mov agopd dpecso tnv

EQOPUOYN OVTH.

Ao dnuovpyndnke éva project pe ARCore koaw AR Foundation oto Unity kot dovAedTNKE 0 TPAOTOC
vYpipoc Tov oy Vid1o0, BYNKE TO GLUUTEPACH OTL QLT 1| EPYOAEL0ONKT dev glval KATAAANAN Yo AVTO
to project. 'Evog onpovTiKOG OVOGTOATIKOG Tapdyoviog NTav 1) advvapio TPOGOUOUDCEDY TMV
dokipumv otnv cvokevn Android mov ypnoiporomOnie. Ot dokipuég TpoPfAendtav va eivor TOAAES Kot 1)
dnuovpyia g epappoyng Ba kabvotepovoe VTEPPOAIKA OV dEV YIVOVTOV TPOGOUOIDGELS, GAAGL Yiol
KkG0e dokiun va ETpene va YIvOTaV EYKATAGTOOT TG UEYPL TOTE EPAPLOYNG OTN GLOKEVT] Y10 SOKIUT.



I'evu eoayoyn

1.4.1 Image Targets

H epapuoyn Pociletar oto Image Tracking (Aviyvevon Ewdveov). H xduepa “yayvel” kdamoteg
GUYKEKPUUEVEG EIKOVEG OTO YMPO, Kot Otay aviyvedoel Kdmolo and avutéc, v enavtdvel, onlodn
eppavifel Tove oe avtv Kamow ynelakd avtikeipeva. Ot eikoveg avtéc (Image Targets (Ewdveg -
o10)01)) eivan anobnkevpéveg oe pio Paorn dedopévov péca 61o apyeio g epapuoyne. Xpeldotnke
va ovéBouv auTéC ol ekdveg otnv 1otoceAida tov Vuforia, va “katéfouvv”’ oe popon Pdong
dedopévav, va gtoaydel oto project Unity avti 1 Paon, kot va ektuomwBolv ot eikoves. H 1otocekida
avaAveL TNV Kabe gikdva Kot gueavifel To Katd moco givar katdAAnAn yio Image Tracking, pe éva
ovotnuo wévte aotepldv. Mia ekdvo Oswpeitar kotdAAnAn yio Image Tracking av €yel apkeTég
SwPaduicelc ota ¥pMOUTO KOl T QOTEWOTNTE TNG.

1.5 I'pagikd

Mo v avarntoén autg g PAPLOYNG YPELACTNKOV KATOlEG GLYKeKPIEveS eikdvec. H avémtuén
Eexivnoe e Kamoteg elkdveg mov dev oyetilovtav pe to BEpa, Y10 TEPARATIGUO Kol EAEYYOVS, LEXPL VO
0)E010.6TOVV OL YpiPot KoL va, dnpovpyndodv ot KATIAANAES EIKOVEC. XyEd10 YPECTNKAV TOGO Y10 Ta.
YNOLIKA OVTIKEILEVO TNG EPAPLOYNG, OAAG KO Y10l TIC EKTUTMUEVEG EIKOVEG IOV YPNCLULOTOONKOV (G
Image Targets. Tig ewodvec oyediace pio €EOTEPIK GLVEPYATNG TOL EOIKEVETAL GTNV CYEdiOON
YPOPIK®V, EWO0AAA®MG Ba YpMNOYLOTOI0VTAY dMPEAV EIKOVES ATO TO d1adiKkTLO TToL O Ba Taiplalav Opmg
oto moyvio,. H onmuovpyia ynolokov oxediov eivar évag Eexoplotdg KAGSOC TNg avamtuéng
NAEKTPOVIKOV ToyVIdidV Kot cLvRBm¢g ovalapfdvetol omd emayyeluatieq ypapioteg e amOALTN
ouvepyasio pe Tovg dnpovpyove.

H epoppoyn amoteleital kvpimg and 3D (tprodidotota) povtéda, OOV TAV® TOVG TPOCTEOMKAV
sprites (otolyeio eikdvmv), ta omoia dnpovpyNdNKav Kotd KOplo AGYo HECOH GTNV TAATGOPLO TOV
Unity. E&aipeon amotéhecav m didtpntn oeaipa (4og ypipog) kot To daytuAidia (30g ypipog) mov
dnuovpyndnkav oe éva mpdypaupa oyediaong 3D ypapwmv (Blender [6]) yw Tig avdykeg g
EQAPUOYNG.

1.6 Emiloyog

Xmv  ovartoén  moyvidiwv  ypetdlovior  eEEIOIKEVOEL; GE  JLAPOPOVG TOMEC mEPOV  TOL
TPOYPOUUATIOUOD. AVTA 1M €pyacion €0M0E OPOPUN Yo TN YVOPYUHo pe emmAéov TouEls otV
dnpovpyky| dadkacio, oAhd kot pe véa gpyoieia, Onmg 1o oxedlaopd ypapik®dv (Photoshop) kot
tov oyedacpd 3D povréhwv (Blender). EmmAéov, éywve oavaykaio 1 cvuvepyaoio pe kdmotov dAL0
dnovpyo, Kot avtd, propel HOvo v PEATLOCEL TO OULASIKO TVEDUA, TNV IKAVOTNTO EMKOVOVING KOt
ouvePYasiog, aALd Kol Vo EUTAOVTIGEL TO Opapo TG dNUoVPYiag.
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Kegpdhiorw 20 AmapaitnTo 6VGTOTIKG,

2.1 Ewoayoym

Yrhpyovv KAToLo, 0TapaitnTo, GLGTATIKG Y10, VO, AEITOVPYNGEL 0TO10dNToTE project oto Unity, Kot
mePLocOTEPA Y10, pHio epappoyn exovénuévng tpoyuatikotntoag. To Unity vrootpilel to Vuforia
kit o omoio ypnolwomomOnke ywo TNV €PAPUOYN, Kol Ol o TPoOcpateg £kddoelg tov Unity
épyovrotl pali pe to Vuforia plug-in ondte dev yperdotnke vo gykatootodsl Katl mépav omd to
Unity. Ot avaykeg TG €QapUOYNS eV amaitnoay Ty EVNUEPMGCT) TOV AOYIGUIKOD GTNV aKOa TLO
TPOCPOTN EKJOON.

[TAéov yperdleton kaveig va €xetl eykataotioel To Unity Hub, pe to omoio pmopet va dwoyeipiortel
T1g drapopeg ekddaelg Unity poli pe ta plugins Toug, kot 6Aa ta projects Tov. Anpovpynonke éva
véo 3D project pe v €kdoon 2019.2.13f1. Otav avoiyet éva véo project dnuovpysitar ouTOLOT
pia véo, oknvn (scene) kot péca TN pioe main camera (kvpiog kduepa) ko va directional light
(xoatevBouvopevo emg). Avtd aivovtal oty Kaptéla hierarchy (tepapyia) péca otnv TAATEOPUO.

File Edit Assets GameObject Compenent Window Help

6 + BENEGEA

|/ Main Camera
| Directional Light

Ewova 2.1: Kaptédeg Scene kot Hierarchy otov Editor

2.2 Vuforia Components

Kd&be project oto Unity ypeidletar pio xdpepa. Xe éva project Vuforia ouwg yperdletor va
avtikataotadel 1 Main camera mov vapyel and tn dnuovpyio kaOe véov Unity project, amd pia
AR Camera. Mg de&i khk otnv Main Camera oto hierarchy emAéyovtag “Awaypoen” agaipeitot
amd TN oKknvny avtd 1o component (cvotatikd). Metd amd to pevov Game Object — Vuforia
Engine — AR Camera mpootifetot pioa AR Camera mov givat katdAAnAn yio ovtod Tov gidovg v
epappoyr. EmAéyovtag to cuotatikd avtd, deid speaviteton 1 kaptéra Inspector (emBempntig)
oV ePPavifel OAa TO, OTOLEID TOL GVOTATIKOV, KOl LEGM avToL givan eneepydoua (Ewova 2.2).
To medio Projection mpénel va mopapeivel oto Perspective yi va @aivetal 1 TpoonTiky ota
avtikeipeva. To Directional light mapapével péco otn oknvi O10TL YPNGIUEVEL GTO POTIGHO TOV
EMOVENUEVOV OVTIKEILEV®V.
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i 7 Collab » [ €5 [ Account - || Layers - | Layout  ~ |
m w = B Inspector =
- C:z;es:’:m' —=1 L | ¥ |ARCamera [_] Static = 5
| Directional Light Tag | MainCamera t| Layer | Default s
YA Transtorm e
Position N Z|0
Raotation X0 Y0
Scale N
¥ ¥ Camera @ =
Clear Flags | Skybox 3|
Background ——
Culling Mask | Everything %
Projection | Perspactive : ]
FOW Axis | Wertical 3|
Field of Wiew &0
Physical Camera -
Clipping Planes MNear 0.05
Far 2000
Viewport Rect ¥ |0 0
w1 H 1
=
| & |% [# |#510]||| Depth 1
ats » Scenes Rendering Path | Use Graphics Settings 3|
Target Texture Mone (Render Texture) @
Occlusion Culling [
HDR [off al
MSAaA | Use Graphics Settings 4|
mpleSce.. test Allow Dynamic Resolutiod |
)¢ Audio Listener i e 8
v & ¥ vuforia Behaviour (Script) [ ' &
Download new Wuferia Engine version: 9.1.7
World Center Mode | DEVICE 3]
|_ Open Vuforia Engine configuration J L
—— — v

Auto Generate Lighting ©ff

Ewova 2.2: Kaptéda Inspector Tov cuotatikod Ar Camera

E&icov amapaitnto eivar vo, puBuictodv kot kdmolo GAlo otolyeion Tov project yio. vo givorl
ebpvlun kol cwot N Asrtovpyia Twv AR cvotatikdv oty epappoyr. Amod 1o pevod Edit —
Project settings otnv xoptéla Player oto vopevod XR Settings mpémet vo 1oekapiotel To medio
Vuforia Augmented Reality supported (Ewcova 2.3).

Téhog, and 10 pevov Window — Vuforia Configuration npénet va npootebel 1 adeta (license key)
vw to Vuforia, Tov pmopei va fydiret kovelg amd tnv emxionun oelida tov Vuforia, ®ote vo pmopei
va mpocBécel T Pdon dedopévev pe T eikdveg mov Ba ypnoponomBodv oto project. H doewa
avt eivol amopaitntn yio v eumopomoinon tov Vuforia project, dote €dv Pyel onpovtikd
KEPOOG amd TV EPapuoyn, 1 yprion tov Vuforia kit dev Oo mopapeivel dopedv yio Tov dNovpyo..
2y enionun wotocelida Tov Vuforia dnpiovpyeitan £vag TpocOTIKOG AOYaPLacHOs, Aapfaveraol
éva license key, dnpovpyeitor pia fdon oedopévmv, katl ekel pmopodv vo avéBouv EIKOVEC MGTE
va avaivBovv kot va gykpifovv g Image targets, kot va katéPet Kot va gioayfei oot 1 Bdon oto
project (Ewova 2.4).
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) Project Settings

Audio Player @ = %
Editor
Graphics Company Mame DefaultCompany
Input Product Name Vuforia_Thesis_grey_one
Physics Version 0.1
Physics 2D
Default Icon
Preset Manager
Quality
Script Execution Order
Tags and Layers Default Cursor
TextMesh Pro
Time
VFH
Cursor Hotspot X0 ¥ 0
"3 = | & |
Settings for Android
| Icon |
| Resolution and Presentation |
| Splash Image |
| Other Settings |
| Publishing Settings |
XR Settings
Virtual Reality Supported |-
ARCore Supported ™=
Vuforia Augmented Reality Supported* o
* Shared setting between multiple platfarms.

Ewova 2.3: Project settings otnv koptéla Player

engine” Home

developer portal

License Manager = Target Manager

Pricing Downloads

Library Develop Support

| Log Out

Target Manager 3 theflashl

th Ef|35h1 Edit Name

Type: Device

Targets (13)

Add Target

O Target Name

(m] m Roman_stone_two_c_b

[m] (‘ cube_shadow

[m] m Roman_stone_three_c_b

(m] ﬁu Roman_stone_one_c_b

Download Database {All)

Type Rating Status v
single Image Active
single Image Active
single Image Active
single Image Active

Date Modified

Dec 21, 2020 01:25

Dec 21, 2020 00:43

Dec 21, 2020 00:31

Dec 21, 2020 00:30 -

Ewova 2.4: Vuforia site — Image target database
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[Motovrag 1o kovumi Download Database xai emiAéyovrog 1o katéBocua yioo Unity editor
katefaivel éva, apyeio TOmov .unitypackage, To omoio umopei va seoyfel pe éva amhod drag and
drop péoca oto Unity project.

2.3  Xeprotig

To project Ba amotereitor and pio oknvi mov Ba mepi€yel dGAovg Tovg Ypipovg g Image targets.
Kd&be ¢@opd mov m xdpepa Oo evtomiler pio omd T ewdveg G Pdaong dedopévav OBa
gvepyomoteitan kot to ovtiotoryo Image target kot O emowédvovtol To OVTIKEIPEVO TOV EKAGTOTE
Yplpov endve oty gwkova. ['a va emkotvovovv petald toug ta Image targets kot vo popaovron
dedopéva TPOoTEOM KOV KATOoo E£MTEPIKA GLGTATIKA.

2.3.1 Event System

Apycd mpootédnke évo Event System (Game Object — Ul — Event System). To Event System
[7] etvar vrevBvvo Yo drapopeg Asttovpyieg Tov Exovv va Kavouv pe 1o Ul (demapn tov ypnotn)
¢ epapproync. Ot kbpieg Asttovpyiec tov eivat:

* H dwayeipion tov moro Game Object Bewpeiton emaeypévo

* H dwyeipion Tov oo Input Module (evomta €16650v) ypnoiponoteital tnyv kdde otryun

*  H dwyeipron tov Raycasting (rapaywyn axtiveov) énov gtvor anapaitmto

* H evnuépmon 6 ov tov Input Modules 6tav amatteitot

2.3.2 UI Manager

To Ul Manager givol éva avtikeiplevo mov dnpovpyndnke vy va dpa oG €vog YEPLoTNSg TG
oKNVNG. Z€ auTO TO OvTIKEINEVO elval mpocsaptnuéve dvo scripts kol éve Audio Source (mnyn
Nyov). To Audio Source dayeipiletar éva apyeio Myov mov gvepyomoleitol yio. Tov 20 ypipo

(KoBog).

To mpwro script givar to Target Lister mov diayepiletan ko gueavilel to aviyvevuévo Image
Target. Avto ocvpPaivel ovtg 1| dAl®g ecwtepikd Tov Vuforia, oAAG ypeldoTnKe va ypapTel TO
script yio va gEAéyyovv dAha scripts To moto Image Target givat evepyd kdbe otryun.

To devtepo script etvor to Ul Manager mov mepiéyel tpelg Aettovpyieg mov mpémet va givar global
Y vo €xouv TpdcPacn Olo To aVTIKEIEVO Kot OO T SCTipts OvVe TAGO GTIYUN GE AVTEC. ApyiKd
kpotdel To Canvas, mov Oa avaAivbel mopokdto, omd to va e£apovioTel omd T oKV 6,TL Kol Vo
yivet. Ilepiéyet T péBodo rotate() mov MEPIGTPEPEL KATOLO OVTIKEILEVO, TATMOVTAG TO KOLUTL TOV
Canvas. Kot t1€log, eAéyyel Yo TO OV TTEPIOTPAPNKE KATOO0 GUYKEKPLUEVO EI00G OVTIKELUEVOD
(Slice) v tov 20 ypipo (KvBog), mote va avarapaybel o yog tov Audio Source.
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2.3.3 Canvas

To Canvas eivar 1 meployn) oty omoia mpémel vo mepiéyovianr O6Aa to otolyeion UL Epodcov
npootebel kamolo Ul ototyeio oto project, mpootiBetar avtdpata éva Canvas Kot pHEGH TOV, MG
“nandl” pmaivet to véo Ul otoryeio [8]. Daivetar o¢ €va TETpAy®mVO, LE TNV TPOGOWT| TOL TPOS TNV
Kauepa, dote va givar edkolo va tonobetBovv ta Ul otoryeio. To Canvas ypnowonotet to Event
System ywo va. mepvael unvOpaTo ecOTEPIKA TG EPapLoynGs. Xto nedio Render mode emidéyston
to Screen space — Overlay kot 610 medio Ul Scale Mode emAéyeton 1o Scale with Screen Size,
®ote 10 Canvas va tpocappoletal oty 006vn TG EKACTOTE GUOKELNG TOV TPEYEL TO TTALYVIOL.

Mo avt v epapuoyn ypewdomkav dvo Ul otoyeioa. To mpodto ftav 10 kovumi Rotate.
TomoBetOnKe kdtw de&1d oto Panel and to pevod GameObject — Ul — Button. A@aipédnke 1o
ovotatikd Text mov dnpovpyndnke avtdpoTo PEGH GTO KOVUTL Kot GAAAEE TO €1KOVIOO0 TOL
KOUUTOU G€ évo KOKKIVO Peldkt mov delyvel v kivnon g mepiotpopns. To kbplo cuotatikd
TOV KOLUTLOL gival To Button mov dnuovpyeiton omd tov Editor ko mepiéyetl ™ pébodo OnClick()
mov ekteleiton O6tav matnfel to kovumi. e ekeivo to medio mpootébnke to aviikeipevo Ul
Manager ko1 o6 ekeivo, To script Ul Manager, kot and avtd kaieiton ) pébodog rotate(). (Ewkova
2.6). Xto Unity, og té€t0100 €idovg media, dev umopovv vo avatebovv amevBeiag scripts, aAld
GULGTOTIKG KOl OVTIKEILEVO, TTOV TEPLEXOLV Ta SCripts avtd. Ao pmopovce vo tpootebei o script
omevBelaG 6TO CLGTATIKO TOL KOVUTLOL KOl VO KOAEL TOV €0VTO TOL Y10 VO TPOGTEAAGEL TO SCript,
Om®G cupPaivel og KATOL CLOTATIKG AVTOV TOL project.

H pébodog void rotate():
//to pplane3 eivar o evepyd avtikeipevo mov ayyilet o maiktng kon tibetan oto script MovePlane
if (pplane3 = null){

pplane3.transform.Rotate(0f, 901, Of, Space.Self);

/lyopvéet o aviikeipevo katd 90 poipeg otov dEova Y o oyEoN e TOo 1010

if (pplane3.CompareTag( N4 /lav to avtikeipevo gival Tomov Slice
rusty.Play();  }} /lavomapdyet Tov yo rusty mov ténke cTov inspector

To dgbtepo Mrav to Inventory (Alota oamobnkevpévov ovikelpnévav), 1o onoio Oivel
duvatdtTTe oTOV TTOUKTN Vo omoBnkevel avtikeipeve Tov Taipvel and évo Image Target kot vo ta
petapépel o€ kKamowo dAro. Epdoov puyel n kapepo and kanowo Image Target, eEapavifovror dha
TO OVTIKEIEVO, TTOV LVIAPYOY TAVED TOov, 0moOTE YpelaldTay KATL mov pével otalepd kab'oAn ™
SIPKELD TOV TALYVISIOD DGTE VoL UTOPOLV Vo, peTapepbovy avtikeipeve and o évo Image target
670 GALO.

Méoca oto Canvas pmaiver éva GameObject — Ul — Panel yio tv opadonoinon twv Ul
otoyeimv mov Ba mepiéyovtar. 'Eva Canvas pmopei vo mepiéyel kot mepiocotepa Panels. [a to
Inventory mpootébnke éva axdpa avtikeipevo oty epapyia, Eva kevdo GameObject pe 1o ovopa
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List. To Inventory Ba amoteleitan amd mEVTe KeVa TETPAYOVA T 0moin, B VILAPYOLY GTO UPLETEPO
uépog g 006vNC Yo 660 “Tpéxel” M gpapproyn. Otav emiéyel 0 ToikTnG £V OVTIKEILEVO TO 0010
umopel va petaeépet ayyiloviag to oty 006vn Ko oépvovtag to dAKTVAO Tov, Ba umopel va 1o
oVpeL 6€ €va Omo aVTA To TETPAY®VO Kol To ovTikeipevo Ba eEapaviletor and ™ oknvi kot Oa
UETAPEPETOL PLEGT GTO TETPAY®@VO TOV Inventory.

Kabe tetpdywvo ovopdotke pe tov oplfpd g 0€ong Tov Yo EKOAMO TOV KMOTKO, Kol LEGH GTO
aplOunuévo avtikeipevo umnke éva avtikeipevo gwovag (Eucova 2.5). Ta tetpdymva ummkav cto
avtikeipevo List yia v opadonoinon tovg.

dierarchy @ Inspector
o A | |Image ||| Static = I_

€y SampleScene W I— Tag M Layer LHJ—iJ -
o =

-

@

@

e

E
&% | * | # 10| =

Pointer Down (BaseEventData)

+ Prefabs » Menu

Runtime On ]
-~ Image (UITr ©|

@
o

Mini_framez2

— — Image

Eucova 2.5: Hierarchy kot Inspector tov Inventory

10
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Ewodva 2.6: To kovuri Rotate otov Inspector

11
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To Rect Transform, Canvas Renderer kot to Image (Script) gival ta facikd ototyeior antod TOL
GLOTATIKOD 7oL dnuovpyodvTar ovtopate omd tov editor. To Event Trigger wot Ul Triggers
npooténkav 6to cuotatikd. To Ul Triggers eivat to apyeio kdduca mov ypdetnke yuo v ektelel
Kdmoleg and tic Aettovpyieg tov UL To Unity epeavilel otov Inspector to apyeio kdoko, Kot ooy
petaPintd media tig public petapintég mov opilovton pésa og avtd. Me éva amAd drag and drop
umopel kaveig vo amoddoet TIHEG amd TNV Eepapyia 1 omd Ta apyeio Tov project ota medio ovTd.
Mo mopdaderypa to medio Frame mov @aiverar oty €wova €ivar 10 €KOVIOGI0 Tov £Yovv Ta
teTpdymva tov Inventory.

To Event Trigger mepiéyel dvo kAaookd triggers, to Pointer Enter kot Pointer Down, ota omoia
éyovv amodobel dvo cuvaptioelg tov script Ul Triggers (Ewova 2.7 & 2.8).

24 void Start()

25 {

26 thescript = GameObject.Find("UIMana
27 /maipver to script Targetlister T
28 GetComponent<Image>();

g E1 TV E1KOVA ToU

new Vector3(a

JSTIUETOLT To Trar

myarrayhere = new GameObject[5];

dnuiouvgysl £vav mivaca us

2

yia Kamola guy PLUEVE QVTIKELUEV

}

public void OnPointerEnter(){
imgt = thescript.img; /.
MovePlane plsc = GameObject.F

LKOVE ToU al

ind(imgt).GetComponen

ame T

naipveEr to script Move

48 pplan.e2 = plsc.pplane; /,
41 if (pplane2!=null){
= newimage = pplane2.GetComponent<Image>().sprite;

MATOVET nv sowrTepiir] ixdva mov woubaddsr to avriket

- if (p.plane2!= nu__).{
45 img.sprite = newimage;

/lavrikatiord v sixdva Tow

cell = transform.parent;
43 namee = cell.name; ;
% = Convert.ToInt32(namee); //
S/ Debug. Log(x);
myarrayhere[x] = pplane2;
tr = GameObject.Find(imgt); ~
form = tr.transform;
pplane. SetActive(false);

)

5]

[V T BN W

Wk

n
n
-

Ewoéva 2.7: To mpwro pépog tov script Ul Triggers

12
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public void OnPointerDown(){ //svspyomoisital drav marthiost o maikTne mEvw OF kdmoto TETpdywvo
namee = transform.parent.gameObject.name; //maipver To dvoun ToU TETpayuivou
% = Convert.ToInt32(namee); f/frdver To dvopa Tou TETpaywvow Timou integer
if (myarrayhere[x]!=null) ffedeyyoc yia watadaloc kevh xaraywpnon otov mivaka

pplane2 = myarrayhere[x];

S/BEter To emAsyugvo avrikeiusvo aute mou fpioxetar otnv cuykexpirugvrn &Eon Tou mivaxa myarrayhere

imgt = thescript.img; Afmaipver Tnv aviyveuudven stedva

tr = GameObject.Find(imgt); S/matpvear Tnv aviyveuusvn sikdva wg Game Object

form = tr.transform; A/maipver to transform tou Image Target

pplane2.transform.SetParent(form); //xdver to emAsyusvo avrikeipsve maidi tov aviyvevpsvou Image Target

if (tr.name == "ImageTarget3”){ Sfav to aviyvevusve Image Target ivar to ImageTarget3
pplane2.GetComponent<Spinslice>().enabled = false; //forauatdst to script mepiloTpogrig Tou aQvilksipEvou
pplane2.transform.SetParent(cont); //%ter we yovéa Tou avrikswuévou To container mou Téfnke orov inspector
pplane2.transform. localEulerAngles = new Vector3(of,af,0f);
f/BETer Tov mpocavartodroud Tou aviTiksEiusveu ote @ o= ayfon us To container
pplane2.transform.localScale = sc; //#tsr vo péysfoc tov avrixksiusvor omwg £ysi opiotei oro Start()

}

dist = Vector3.Distance(Camera.main.transform.position, tr.transform.position)- 2.3F;

//n andotacn tng kduspag amé to Image Target usiov 8.3 Baluovg

Touch touch = Input.GetTouch(@); ffto ayyiyua tng ofdvnc

touchedPos = Camera.main.ScreenTokorldPoint(new Vector3(touch.position.x, touch.position.y, dist));

S/ Bon tov daxtudov otnv ofdvn psrappacusvrn oto mepibdAdov Tno oxmvhic, oAdd ps tnv tpitng drdoraon

S/oprougvy wg To dist

pplane2.transform.position = touchedPos; //B&ter tn #on tov avrikeiudvou pe Gdon tn #on tov daxtuvdov otnv ofdvn

pplane2.SetActive(true); //evepyonorel kar supavi{sl TO avTiKElusvo
pplane2.GetComponent<Renderer:().enabled = true; //evepyonorel tov Renderer Tou avrTikerpuévou
pplane2.GetComponent<Collider>().enabled = trus; ffevepyomorel tov Collider Tou avriksrudveu

Ffor do mapomdve svrodfc sivor amopaithTss 010T1 KoOVovikd QUTd T4 OUOTATLIKG SVEQYOMOLOUVTOL
Sfaurdéuara drav aviyvevrel £va Image Target, dmov 6w Ga sivar fdn aviyvevudvo
img.sprite = frame; SAfemavapépeTar n ikdva Tov TETpaywvour Tou inventory

Ewova 2.8: To dedtepo pépog tov script Ul Triggers

2.4 Emiloyog

e avto to onueio givar £Toa ta oTotyeio Tov yperdlovTal Yo Vo AELToVpYEL TO TEPIPAAAOV TNG
EQUPUOYNGS, Ta oToryeio dnAadn Tov Ba Tapapévouy oTadepd OTOLN EIKOVA KO VO OVIXVEVETAL, KOl
To. SCripts Tov avTaAAAGGoVY TANPOoPOpic HETOED TV GVOTATIKGV TNG epapproyns (Ewova 2.9).

Ewodva 2.9: Ta cvotatikd meptpdiriovtog g epappoyng (essentials) oto Hierarchy

13
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Kepdhiow 30  1og ypigog - AafivpivBog

3.1

Ewayoym

Audpopo waryvidlo tov gidovg puzzle (Ypipog) mepiEyovy KATOOV YPiPO GTOV 0TOi0 0 TOIKTNG
KoAgital va fpel T0 6GTO HOTIPO KATOI®V KOUUOTIOV, ®OTE OTOV To PAAEL OTIC CMOTEG BéoEls va
oynpatietol po cvykekpévn ikova. o va givor 660 10 duvaTov To UIVILAAGTIKO TO ToLyviot,
Y 0VTOV TOV YPipo oxedtdotnke Evoc AaBOptviog, 0 omolog eival YOPIGHEVOG OE EVVED TETPAYOVOL
KOUUATIOL TOV TPEMEL VO, UITOLV GTH GEPE Yo Vo oxNUaTiotel oAOKANpT N €wcova. Ta KoppdTia
epoavifovtal oe okopmieg Béoelg, TAvO Omd TNV €KOVO TOL TAOLGIOL GTO ONOi0 TPEMEL Vo
tapra&ovy. O maiktng dev kaAeitol povo vo 1o Barel ot coot) BEom, aAAd Kol 6T0 6®OTO
TPOCAVATOMGHO. Ot YpOUUEG TPETEL VO, EVAOVOVTOL, TOGO HETUED TOV KOUUOTI®V, 0AAG KOl LE TO
eEmtepkd mhaiolo. "Otov 0 moiktng PAAEL TO KOUUATIO OTIG OWOOTEC OECGEIG KOl e TO OMOTO
TPOCAVATOMGO, Ba eppavicTel olokAnpouévn 1 €lKova Tov Aafupiviov.

Ewdva 3.1: O AaPopivBog — Ta koppdtio tov AaPopivBov evopéva
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Ewova 3.2: To mhaicio tov AafvpivBov 6to onoio mpénet va tarpiaéet

3.2 Avtikeipeva Tov Aafopiviov

Mo kéBe ypipo yperdleton pia 1 Kol TOPATAVE 1KOVEG TOL Oa aviyvebovtotl kKot Oa emavédvovtot
OVTIKEIEVA EMAvm Tovc. Avtég elodyovion w¢ Image Targets amd to pevod GameObject —
Vuforia Engine — Image. Onéte mpootédnke éva Image Target yio tov mpdto ypipo, Kot GToV
Inspector ota media Tov script Image Target Behavior xatoywpnifnke n fdon pe tig eioéves mov
elonyOn and 1o site Tov Vuforia, kot emAéyOnke n ewcova frame (Ewova 3.2). Ondte 1 Pdon tov
ka0e ypipov Ba eivar éva Image Target, SnAadn| pia eninedn ewodva mov Bo Tpémel va exTummbel
YO Vo oviyveveTal amd TNV EPOPHOYN, Kol 7oL Thve TG Bo emavidvoviol To €KAGTOTE
avtikeipeva. Omola avtikeipeva tpootedodv yia tov ypipo, Oa eloaybovv péoa oto Image Target.

AoKipdotnKav apketol TpOTOL e TOVG 0moiovg Ba eheyyotov av o maiktng éAvoe tov ypipo. H
TEYVIKN OV EMKPATNCE Kal mov £Jve o o opBd amoteréouata nTav 1 &g [lpootédnke Eva
TAEYHo amd aopoTo TETpAymva mave omd to Image Target, evwid tetpdyova mov oio pali
oynuatifovv éva teTpdywvo, dnwg tpénel va tpoypotomombel kot pe Tov AafopvBo. Xe avtd ta
adpaTe TETPAY®VO OVATEDNKE VO EKTEUTOVY ATO Hio adOPATH OKTIVO TPOG TO TAVE®. Xe Kabe frame
TOV TTaVidloD, 0G0 aviyvevetal avtd to Image Target puoucd, o eléyyeton av 1 Kabe oxtiva
“yTOMAEL” TO GMOOTO KOUWUATL TOL Aafupiviov, yia vo dwPefardvetar 6Tt To KAOE KOppATL givorl
ot oot Béom, 6mwg emiong Oo eEAEyyeTOL AV TO KOUUATL £YEL TOV 6MOTO TPOoSavoToAMoud. Ta
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Koppdtio epeovifoviar dckopmicuéve, Altyo mo ynid and 1o Image Target kot T0 0OpOTO
TAEYUO KOt GE O1APOPOVG TPOGUVATOAIGHOVG.

INo to mAéypo, mpootébnke éva véo GameObject — Ul — Canvas mov ovopdotnke Grid 1. Méoa
tov mpootédnkav evvéo GameObject — Ul — Panel mov ovopdotnkov Panell — 9. Xdpw
OQVTOUATICHOV, TPMOTO dMpovpynonke €va Panel, To omoio tpomomonke yoo vo KAADTTEL TIC
avayKeg ToL Ypipov, ki émetta amobdnkevtnke g Prefab oto pdxelo Prefabs — Maze tov project ,
KOL HETA TPOOTEDNKE Kol LETOVOUAGTNKE AAAEG OKT® Qopég Héoa oto Grid 1. Prefab eivan éva
avtikeipevo oto Unity to omoio €xetl dnuovpyndei uéoa o€ pio oknvi kot &yl amodnKevTEL 6TOVG
PUKEAOVG TOV project date vo. pmopel va emavaypnoiporondel e tic ideg eneéepyacieg mov Tov
€yovv voPAndel, mote va pnv ypelaotel va ta Eovadnpovpynoest o xpnotng and v apyn [9].
Amegvepyomomnke 10 cvotatikd Image mov éyovv avtopata ta Panels piog ko Oswpndnke 611
dev Ba NTav kaiaicOnto va paivovior oto maryviol. Xto prefab Plane kot 6to Grid 1 mpootédnke
amo €va script Tov 6o avaAvBodv 610 ENOIEVO VTOKEPAALO.

Me tov 1010 Tpoémo dnuovpyndnkav Kot to Koppdtio tov Aafupiviov, g GameObject — 3D
Object — Plane. Anuovpyndnke mpmta éva Plane (eminedo) pe ovotatikd Mesh Filter [10],
Mesh Renderer, 10 omoio gival vevBuvo yio v guedvion tov avtikelyévov [11], Image, kot éva
Box Collider, mov givat vrehBovo yio tn pnalo Tov aVTIKEILEVOD KOl TIG GLYKPOVGELS [e avTo [12].
Avtd To ovoTaTiKd dnpovpyovvral ovtopato pe kabe 3D avtikeipevo. To Plane amobnkevtnke
ota Prefabs kot tpootédnke dAdeg oktd Qopég otn oknvi o€ didpopa onueia (PlanelO - 18).

Ewova 3.3: H oxnvr| tov Image Target Lafdpivog
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Ewova 3.4: Hierarchy tov Image Target AafoptvBog kot Inspector tov avtikeipévoov Planel0

Y10 avtikeipevo Plane avatébnke to Tag GameController ywo va Egyopiler amd tor GAAa
OVTIKEIPEVO KO VO, LITOPEL VoL YIVEL avapOopd G€ VTO TO E00G AVTIKELLEVOD LEGO GTOV KOOIKOL.

3.3  Apyeio k@dwka Yo Tov Aapopivlo

H pébodog Update kadeitor avtopata amd to Unity og kéOe frame tov moyvidtov [13], av givan
gvepyomompévo to MonoBehavior. To MonoBehavior givar M Baocwr kkdon omd O6mov
KAnpovopel kéOe script oto Unity. Av éva script eivat ypoupévo e yYAdooo tpoypappaticpon CH,
OT®G OAM TOL SCTipts OLTOV TOL project, TPEMEL OMWGONTOTE VO SNAdveTaL OTL KAnpovopel and tnv
KAdon MonoBehavior [14].

3.3.1 Check Panels

To televtaio Kot mo amdd apyeio KOdKO TOL YpAPTNKE Yo avtdv Tov ypipo Ntav o Check
Panels (Ewova 3.5). Avto 10 apyeio Kook tpoctédnke ¢ cvototikd oto avtikeipevo Grid 1
(Ewova 3.6) xan eléyyel oty péBodo Update av €xovv pmet 6Aa T0 TETPAY®OVA OTIG CMOTEG BEGELG
KOl [E TO OMOCTO TPOCAVOTOAMGUO. AV 1GYVEL OVTO, OTEVEPYOTOLEL TAL EVVIG KOUWMATIO, GpQ
e€apavifovtal amd T oKV, Kol ONUOVPYEL EVOL VEO OVTIKEIEVO, TNV OAOKAP®UEVT] EIKOVO TOV
Aopopiviov (Eucova 3.1).

18
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using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class CheckPanels : MonoBehaviour
1
public bool bl, b2, b3, b4, b5, bs, b7, b, b9;
Afor boolean pstabAntés mov tidsvrar and to script Panel
public GameObject pl, p2, p3, p4, p5, pé, p?, p8, p9, whole, wi;
Afta Panels mov tifsvrar and tnv iepapyia orov Inspector
Ffto wi givar o cAdkAnpog Aabipivioc mov tédnke orov Inspector

void Update()
1
if (bl &% b2 &% b3 &% b4 28 b5 &R b6 A& b7 &% b3 &% bo9){
Afav givar dda Ta wopdrtia OTi¢ owoTEg (ECE1C KOl OTPOPES
pl.SetActive(false); /Samsvepyonorovvrol
p2.5etActive(false}; //ta ponels otnv oxnvi
p3.5etActive(false); /Awor sfopavilovror
pd.SetActive(false);
p5.5SetActive(false);
p6.SetActive(false);
p?.5etActive(false);
p8.5SetActive(false);
p9.5etActive(false);

whole = Instantiate (wi, this.transform);
Sfdnuiovpysitar Eva véo aviiksipsve (o cddednpog Aafipivioq)
Ffue parent (yovéa) to idro to Grid 1

Ewova 3.5: To script Check Panels

19



Kepdhoo 30

Ewoéva 3.6: To script Check Panels otov Inspector tov Grid 1

3.3.2 Panel

To debvtepo script mov ypdotnke yio Tov Aofopivbo ftav o Panel mov panke cov cuctatikd oto
prefab Panel, dpa kot ota evvid panels mov vdpyovv ot oknvi. Ze avtd, ot pébodo Update(),
apo og kGOe frame, exméuneton pio axtiva amd To plane kot avaioya pe to mowo plane sival,
eléyyetat To av M aktiva Tov ytumdel To cmotd plane. Av gival To c®oTo, EAEyxeTan av Ppicketal
GTO GMGTO TPOCAVOTOAGLO. AV 1GYVOVV AVTEG Ol dVO GLVONKEG, 1) avticToyn Boolean petafint
tov script Check Panels yivetar oAnOng (true). Av méAi, to cootd plane @Oyet amd ™ cwot BEon,
ovt M petaPAnTn emavépyetar o€ yevdn| (false) katdotaon.

Kouuar kwodmca tov script Panel:
void Start() {

chscr = transform.parent. GetComponent<CheckPanels>(); }
//ue 1o wov Poptmhel To script, o ot TN peTaPAnt praivet o script Check Panels

void Update() {
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(Physics.Raycast (pan.transform.position, fwd, out objectHit, 50)) {
//owv YTOTNGEL KATL M) aKTIVOL
hit = objectHit.collider.gameObject; //t0 avtuceipevo mov yToumnonice

(pan.name){ //ovéhoya To panel 6to omoio £yl mpootebel To script
: //av to Tapov panel eivar to Panell
(hit.name == ) //av To plane mov o Onke elvar to Planel0
(hit.transform.localEulerAngles.y == )
/lav N TEPIGTPOPN TOV GTOV AEoVa ¥ Gg GYEoT e ToV Apeco yovéa tov etvar 180 poipeg
chscr.bl = 3}
//m avtiotoyn Boolean petafinti tov script Check Panels yivetou true
{chscr.bl = S I /laAMmg yiveron false
{chscr.bl = 3} oA yiveton false

211 oLVEYELD ETOVOANUPAVOVTOL OKTM cases yio. T0 VTOAouTa panels kot GAAN pio pébodog switch
v va omevepyomotei Tic Boolean petafintéc av guyel 1o cmotd panel amd tn 0éon Tov.

3.3.3 Move Plane

To tpito Kot O GNUAVTIKO SCript TOV YPAPTNKE Y10 AUTOV TOV YPIPO GALA XpNCIULOTOI0NKE Kot
otov 0evTEPO Ypipo, givor To Move Plane (Ewdva 3.7). Avtd mpooténke oto 1610 10 Image
Target dote va pmopei o maiktng va Kivel avtikeipeva péca oto yMPOo 0G0 gival evepyd avTd TO
Image Target. To script avtd ypnoonotel t Piprodnkn UnityEngine [15], énwg copPaiver pe
o\a ta scripts Unity oe C#. Méow avtrg g Piprodnkng propet kaveic va kadéoel pebddovg Kot
douég ommg Tig douég Touch, Ray, RaycastHit, Tov tomo TouchPhase, 1 v kAdon Physics.

Avtd 10 script dwyepileron o ayyiypata g 086vng 6Gov aeopd Tn petaxivnon Kdamoiwv
OVTIKELLEVOV a0 TOV TTAKTN HEGO GTN GKNVI. XTO moyvidl, avtd yperdletal kot eivol EQiKtd o€
dvo ypipovg, otov Aafipwvbo kot otov kVPo. Ta avrtikeipevo mov €yovv ™ dvvatdtnta va
petaxtvnBovv etvar avtd tov tonov GameController (ta koppdrtio Tov AafvpivBov) ko Slice (ta
KOppdTio Tov KOPov). EwdAlwg o maiktng o pmopovoe va aAidEer T 0éom OAwv TV
OVTIKEWEVOV OTO TOvidl, Ommg avtd tov mepiPdilovtog. 'Etolr to Move Plane eAéyyer av
ayyiletal évo TETO0 OVTIKEIIEVO, KO TO UETOKIVEL e TNV KaTelBuvon mov KIvETOL Kol TO Ayylypa
otV 006vn. Eniong 0éte1 10 evepyd ovTIKEIEVO Y100 GAAQ SCTIptS TOV LITOPEL VOL TO YPT|CLLOTOLOVV,
onm¢ n pébodog rotate() tov script Ul Manager. O kddwkag eivar ypappévoc yioo 006veg agnc.
Yrapyovv dapopeticéc HEB0d0L Kot SOUES Yo TIG 101EG AErTOVPYieC e KEPGOPA TOVTIKION, OL®G
avtd 10 moyvidl dev eivar dvvatdv va maytel diywg 006vn aeng, omdte dev Exovv Ypoetel
TapaALyEG TOL KMOKA Yo GAAES GLUVOTKES.
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using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

using UnityEngine.EventSystems;
using Vuforia;

public class MovePlane : MonoBehaviour
1

public GameObject pplane;

private GameObject img;

public Vector3 touchedPos;

fleoat depth, dist;

private Targetlister thescript;

private UIManager uimanj;

public string tracked;

vold Start()

{
thescript = GameObject.Find("UIManager™).GetComponent<Targetlisters> ();
S/maipver to script Target Lister touv avrixsiuevov UI Manager
uiman = GameObject.Find("UIManzger").GetComponent<UIManagers ();
S/maipver to script UI Manager tou avrikeipgvou UI Manager

b

/4 Update is called once per frame
vold Update()

{
if (Input.touchCount » @) //av vmdpysl dyyiyua otnv oddvy
{
Touch touch = Input.GetTouch(a); Sfmaipver o dyyryua oav petabdintr
if (touch.phase == TouchPhase.Began){ //fav udiirc Esxivnos To dyyryua
Ray raycast = Camera.main.ScreenPointToRay(Input.GetTouch(@).position);
//usTappalst To dyyryua o axTiva
RaycastHit raycastHit;
if (Physics.Raycast(raycast, out raycastHit))
1
if ((raycastHit.collider.CompareTag( GameController™)) || (raycastHit.collider.CompareTag(”Slice”))){
Sfav autd mov dyyife n axtiva pe o dyyiypa tng ofdvne sival tomou GameController fp Slice
pplane = GameObject.Find(raycastHit.coellider.name);
S/riferar To evepyd avrikelueve wg autod mou smtAgydnie
Sfav Sev glvar Térorov Timou dev ivar fepnTd va propel o mOIKTRC VO TO KOUVHOSL
uiman.pplane3 = pplane; A/riferar to id1we kar ove script UI Manager yia ) pedodo rotate
tracked = thescript.img; S/maipver to svepyd Image Target
img = GameObject.Find(tracked); //to svepyd Image Target wg GameObject
}
}
h
if (touch.phase == TouchPhase.Moved) Slav To dyyryua ouveEylOTHKE UE Kivion
if(pplane!=null){ Sfav undpys1l EvEpYS QvTilkKELUEVO
dist = Vector3.Distance(Camera.main.transform.position, img.transferm.position)- @.3%;
S/ andotacn tng sikdvag Image Target omd tnv kduspa psiov 8.3 povadeg
touchedPos = Camera.main.ScreenToWorldPoint(new Vector3(touch.position.x, touch.position.y, dist));
J/to onusio mou ayyiytnke n ofovn psrappacugvo oto meprbarlov tng oxnurg
SSenendn n afdvny éysr Sl Sraordosic kol n oknvi TpErg, wg Ujog, Tiferar n amdortaon dist
pplane.transform.position = Vector3.Lerp(pplane.transform.position, touchedPos, Time.deltaTime * 187);
SSusTagopd Tou avrtiksiugvou padl pe v wkivnon Tou ayyiypatoc addd ouadd ps ouykekprugvn TayuTnTa
}
if (touch.phase == TouchPhase.Ended) flav tedsiwos o dyyiyua
1
pplane = null; Sladsraler To svepyd aviiksiusvo
h
}
h

Ewova 3.7: To Script Move Planes
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3.4 Ewdveg kon vaka ywo to Aapopivlo

H swévo tov mhatsiov tov Aafopiviov, 6rtmg Kot TV Koppatidv tov Aopupiviov oyedidotnoy
GTO YOPTL Kot TO TPOGyEA0 000NnKe G o emaryyeApaTioo yio TV TEMKN VAOTOINGT Tove. YTMpye
OPKNG EMKOVOVIOL PE TNV CLVEPYATN Yol TNV KOADTEPT] OTEKOVIOT TOV YPIP®V, £POGOV M
avamTuEn ™G EQOPULOYNS Elxe oxedOV TeEdELDOEL Kot Elelme va tpootedel To ooOnTIKd KOppdTL.
Apywd elyav mpootebel gikdveg and 10 d1adiKTLO, YO TO TPOTA GTAS TNG OVATTLENG, OUMGC
0élovtag 6Aa To GTOLKELD TNG EPUPHOYNG VO EIVOL TPOTOTVTA, OV Ba Tapépevay €Tt

O ewoveg yia tov ypipo eivar 1 Ewova 3.1 ka1 1 Ewkdva 3.2, kot n tpd™n KONTNKE 08 €vvidl
KOUUATIO Y10 VO O1oy®@p1oTolV Ta TeTpdyva. o va avatedodv ot eikdveg 610 Kabe ovTikeipevo,
énpene mpmto vo, dnuovpyndel évo Material (YAuco) yia to xéBe éva. Méoa amd tov Editor, pe
ogél KMk péoa otov @dakelo Prefabs — Maze smdéyeton 10 Create — Material. And avtd 10
vAikd Ba omotedeiton ovolooTikd To KABe KoppdTt Ko Bo €yl v avdAoyn epeAvion.
Enuiéyovtag o véo vAko, pe drag-and-drop avatébnie n ke eikdva 6to KaBe LAIKO LEG® TOV
Inspector. EmimAéov ekel éywvav kdmoleg pubpicelc @ote va @oivetol 660 TO OLVOTOV 7O
kohaioOnto 1o KGBe VMK, Omwg Yoo mapdderypo amevepyomomOnkav ta medion Specular
Highlights xo1 Reflections @ote vo unv yvaAilovv 1600 ot gikoveg (Ewova 3.8). Xto kdle
tetpdywvo Plane mov vrdpyel ot oxnvr, avatédnie otov Inspector tov 610 cuotatikd Mesh
Renderer oto nedio Element to ekdotote Material (Ewova 3.9).
" © Inspector | a-=

. 1 @ 3
Shader | Standard =

Rendering Mode | Opague m

Main Maps

BE o Albedo [ 12

oMetallic O i

Smoothness - (Elgf=

Source | Metallic Alpha 2

@Normal Map

@Height Map

@ Occlusion

@ Detail Mask
Emission L
Tiling x|l Y1
Offset ®o ¥ 0
Secondary Maps

@Detail Albedo x2

@Normal Map 1
Tiling x|l Y1
Offset ®o Y0
UV Set | uvo

Forward Rendering Options
Specular Highlights -
Reflections -
Advanced Options

Enable GPU Instancing -
Double Sided Global Illumination] |

Ewova 3.8: O Inspector tov Material
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Ewoéva 3.9: O Mesh Renderer tov Planel0

Yav emmpoocheto otoryeio, oto kdbe Plane avatédnie 1 idlo eicdva Kot 6T0 cvotatikd Image, cov
EIKOVA OVTN TN POPE KoL OYL Gav VAIKO. AvTd TO GVOTOTIKO Ogv gival opatod, OAAG XPTOIUEVEL Y10l
to script Ul Triggers (Ewova 2.7), yio v amodnkevon avtikelwévov oto Inventory. Av
amodnkedoel 0 TaikTNG KATOw0 TETPdymvo oto Inventory, To €ikovidlo g ekdotote 0Eong Tov
Inventory 6a ovitikatactabel pe ovtd Tov €KAOTOTE TETPAy®VOL. AVT 1 Agltovpyia dev €xel
Kémow ypnowdmmrTa oIV €QOPUOYN, ARG epdoov dnuovpyndnke vy tov ypigo KoPo,
TPOCTEONKE Kol 6 QLTOV V1oL LEALOVTIKT YP1ON.

3.5 Emi)hoyog

Ye avtd 10 onueio &xel olokAnpwbel o mpdTOG Ypipog Ko Eva apyeio kewévov mov Oa
ypnoworomn el kor otov emduevo. Xpeldletol vo emmbel nog tor apyeion KeWEvov oAAG Kot
UEYOAO KOUUATL TOV GYESIOOUOD TOV TOLYVIOOD dev GUVEPT YPAUUIKE, dNAadn 660 Tpootibevio
véo ototyeio Kot yivovtay SOKIIES, PAVIKOY OTTopaitnTeg TOAAES O10pOmGELS, TPocOnKeg AALY KoL
aAdayég xapty aeBnTikng Kot evkoiiog omd TV TALLPE TOV TOTKTY.

Y10 moryvidrt ot ypipor dev Ba mnyaivovv pe TN ogpd, onAadn o maiktng oev Bo Epyeton
AVTILETOTOG e TOV YPipo AafuptvBo mpdTo amapaitnta, aAld £Tol Tog Oa eivar TomoBetnuéveg ot
gKoveg Péoca 610 dwudtio, o moiktng Oa umopel va aviyvevoel omola 0éher mpotn. BéParna,
TOPOKATO, EIVOL CAPES TOG Yo KATOW0 Ypipo o ypelaotel va aviyveutouy Tapamdve and pia
EIKOVEG, OTOTE AVTEC Do ypelaotel va okeptel 0Tt Yo va ADGEL TV pio 1kova, Oo Tpénel TpdTo va.
Bpet pio GAAN.
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4.1 Ewoayoym

O 6e0teEpOg YPipog TEPLEEL KL 0VTOC TNV GYediaom gvog AoPupivBov, aAld n exilvon Tov Eykettal
G€ OLOPOPETIKO OKEMTIKO. € OLTOV TOV YPIPO 0 TAIKTNG KOAEITOL VO GUUTANPADGCEL TO. KOUUATLOL
gvog kvPov, va ta PdAel ot oelpd dote va oynuatileton Evag olokAnpwuévog Aafopviog, kot va
Bpel 10 0WOTO TPOGAVATOMGHO TOL KVPov mote va taptalel pe 1o eEntepikd miaicto. T va
oLAAEEEL Ta Koppdtio Tov KOPOL TTPEmeL va YAEEL OTO dMUATIO Y10 TEGGEPLS EIKOVES TOPOLLOLEG
petalld tovg, epoOcov apopov Tov 1810 ypipo. Amo Tig Tpelg Bo GVALEEEL amd éva KOUUATL TOV
Kkvpov, Balovtdg o oto Inventory, Kot otnV TEAEVTOIN KOAEITOL VO TOL TOTODETNGEL GE £VOL KOVLTL [E
TN GMOTY GEPA KUl TOV GOGTO TPOCUVATOMGHO.

Ewova 4.1: O 20¢ ypipog Aopévog
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4.2 Avtikegipeva Tov KOPov

Mo avtév Tov ypieo mpootédnkav téccepa Image Target otn oknvi. To Pacikd sival avtd cto
omoio o cvAleyxBovv, Ba tomobebovv Kot Ba wepioTpaPOVV T, KoppaTtia Tov KbPov. To dAla
Tpio eival avtd ota omoia O vdpyovy Ta. TPio KOUUATIO TOL KOPOL UEYPL va To. Bpel 0 ToUKTNG
Kot vo, o, oVAAEEEL. Méoa 6To Paocwd Image Target dnpovpynOnke éva kovti (Container) pe tpio
emimeda (1 aAADG pagla) oto omoio Ba TPémetl va UTOVV T KOUUATLA.

4.2.1 Container

Mo va vwépyel éva cvykekpyévo onpeio péoa oto Image Target mov Ba evobBoldv Ta KoppdTio
Tov kOPov, dnuovpyndnke éva kovti pe paeto. H 10éa ftav va paivetol éva kouti amd 10 omoio
AEIMOUV KOMUATIOL KOU TO, TEPIEXOUEVA TOL (OOIVOVTOL HOVO OO GUYKEKPLUEVT] GKOTMIA.
[Ipootébnkav otn oknvy wévie kOPfor (GameObject — 3d object — Cube) otovg OmMOiOVG
TpomomoOnKe, pikpovve, M pio. TOLG OACTACN MGTE VO UETOUOPE®OOVY o AEmTO Emimeda.
TomoBethOniav oto kévtpo Tov Image Target pe pio Kiion, étol dote va @aivetat 61t T0 Kovti —
KOPog alwpeitor. Or 600 kOPotl — paeio ToroeTHONKAY KATAKOPLPA OC TPOC TO TATOUN DCTE VO
gEumnpetodv ¢ Ta TorydpaTo Tov Koutiov. Ta dAla Tpio pdola tomobethOniay kdbeta oto dAla,
wonéyovtag Heta&ld Tovg, Mdote va mpocopotdlovy Onkes yia o koppdtia wov Agimovv (Ewodva
4.2).

Ewova 4.2: To kovuti pe ta paero. (Container)
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4.2.2 Koppdtio — Slices Tov koffov

Y10, Al tpion Image Targets mpootéfnie amnd évag koPfog (GameObject — 3d object — Cube),
oTpdonKoay katd v ido Kiion mov éxel ko to Container, Alyo ovoy®UEVE KL OOTO Y10, VO,
QOivOVTOL GOV VO Ol®POVVTAL, Kot UIKPLVE 1 pio TOvg d146Tacn MOTE Vo Y®PovV oTig OfKkeg Tov
Container kot 0la poli va etidyvouv évav kvfo (Ewova 4.3). ' va vrdpyet plo kivnmikdtnto
6T0 oLy VidL, oTo KOUUATIO TPOoTEDNKE Kot vl SCript OV To KAVEL VO TEPIGTPEPOVTOL YOP® OO
TOV €0VTO TOVG O€ apyn TavINTA, PEYXPL va TomobetnBovv oto Container, 6OV 1] TEPIGTPOPT| TOVG
0o otapatdel (Kepdioio 4.3).

Ewova 4.3: To npdto koppdrt (Slice) Tov kdfov
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4.2.3 Shell

Y10 kvplo Image Target mpootédnke ko éva adeto Game Object wov ovoudotnke Shell (KEAvpog)
v xpnopedoel apov Avbel o ypipog. Otav o maiktng Avcel tov ypigo, o kOPog Ba eppaviotel
OAOKANP®UEVOC Kot Ba apyicetl va yupvael YOpo amd Tov eavTd ToL otov dEova . Emeidn opwg to
Container givol KekAléVO, avtod Tov €idovg 1 Teptotpopn Ba €dve po mapdraipn euwova. [a
ovTOV TO AOYO TO OVTIKEILEVO TOV OAOKANPWUEVOL KOPov Ba eppaviletar péoa oto Shell ko Ba
MEPIOTPEPETAL ALTO VT TOL KVPOV, divovtag TV emBount ekdva. Zav GLGTUTIKO, TPOCTEONKE
oto Shell éva moAd amio script, To Spin, wov Ba avarvbel TapokdTo.

Téhog, onpovpyndnke évag kofog (GameObject — 3d object — Cube) kot amodnkedbtnke oo
prefab, yio va epgaviotet 6tov Avbel o ypigpog. av Material umixe méivo tov n Ewkdva 4.13 kot
TpooTEdNKe Gov cLGTATIKO EUvA TO Script Spin amevepyomoInpéVo TPOg TO TaPOV.

4.3 Apyeio kOowKa Yo Tov KOfo

O maiktng Oa cLAAEYEL TO KABe KOoppATL amd TV €wkova Tov Balovtdg 1o oto Inventory. Metd Oa
TPEMEL VO TAL CLYKEVTIPMGEL 6T0 Pactkd Image Target, va ta TomobenoeL He T GMOTH GEPA GTa
papio tov Container, Kol VoL T0. TEPIGTPEYEL KATAAAMNA®MG BGTE Vo, Bpel T cwot) ddtadn ko kot
eméxtaon tov cmotd Aafupvbo. Kdbe mhevpd tov kopov dnuovpyel Evav Aafoptvbo, dpmg poévo
évag Tarptalel pe v eidvo avapopag otov Ticm toiyo tov dwuatiov (Ewkova 4.4).

Ewova 4.4: Ewova avapopdg yio 1o TA0iGo Tov 6meTov Kuov
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Evvid apyeia keypévoo ypetdotnkay yio avtdv tov ypipo, Op®S 000 omd ouTd eival avamopaywyEg
evOc GAAOL, Kot Tpia, amd ovtd £xouv YpagTel HON Yo TOV TPONYOOUEVO YPIPO KOl TO HEVOD.
ATADG YPEOTNKE VO YIVOUV KATOEG OAAMYES Y10 VO GUUTEPIAAPOVY KAl TIS AVAYKES TOL KOPOV.
Apa og avtd To KEPAAao Ba mapovolaoTovV T€ooepa apyeio Kddka Kat Ba Yivouv avapopés ot
XPNOT TV TPoovapepBEVTmV, oM AVOAVUEVOV SCTipts.

Apywcd xou ota técoepa véo Image Targets mpootédnke oav cvotatikd to script Move Plane
(Ewova 3.7) yuo va umopel o maiktng va petaxivel ta slices, va ta amofnkedoetl oto Inventory kot
va o Tortofetnoet oto Container Tov Pacucod Image Target. @uowd kaieiton kKo to Ul Triggers
(Ewoveg 2.7 & 2.8) yia vo evepyomolovvtal ot Aettovpyieg Tov Inventory. To script Ul Manager
(Kepdhowo 2.3.3) evepyomoteitar 6tav o matdel o maiktng to Kovumi rotate kdrtw de&d otV
006vn, Yo va epiotpéyet Ta slices wote va Ppet To cmwotd AafopivBo. Otav ta meptotpéeel, Ha
gvepyonoteitan To apyelo Nyov katl Ba axovyeTol £V NYOS GOV Vo YUPVAEL KATL GKOVPLOCUEVO
(n€Bodog void rotate(), Kepdhowo 2.3.2. & 2.3.3).

4.3.1 Spin

Avto 10 apyeio k®mdKo ypnowomombnke cav cvototikd oto aviikeipevo Shell tov Pacikcod
Image Target oAAd wor ota Slices yio owoOnTiKovg Adyovg. Me pio pikpn mopoAloyn
ypNopomoinke Kol 6Tov emopevo ypieo. To script amoteleiton amd o EVTOAN Kot TO LOVO OV
Kdvel eivor va TePIoTPEPEL TO AVTIKEIIEVO YOP® 0md TOV £0LTO TOV GTOV Y AEOVO LE GUYKEKPLLEVN
TOYOTNTO.

H péBodog Update tov script Spin:
Update()
{ transform.Rotate(Vector3.down * Time.deltaTime * 20f); }

4.3.2 Shelf1,2,3

Y10, tpia opldvTia pagia tov Container mpoctédnke to script Shelf. Oa pmopovce kKGAAMGTO VO
elvar éva script kot va dtaywpilel TG dapopEs TV paeldv (Kupimg v tomobesio Tovg) e pio
pébodo switch case 6nwc to script Panel (Kepdioto 3.3.2). AAAG pe ovtdV TOV TPOTO NTAV TLO
ebkolo to troubleshooting. Xeg pio €poppoy mov ot TAXVINTEG TPOCTEAACNG TOV OpPYEiV
Kkewévav Ba NTav kpioyng onpaciag, Oa ypetaldtav va peketnbei 1 cuykpvopevn arddoon TV
dvo script.

To script Shelf eknéumel pia axtiva wov Eekivael amd T0 KEVTIPO TOV paglov Ttpog ta mwhve yio 0.05

povadeg yopov (Ewova 4.5). Av yrornoet katt (kamotov Collider, otidnmote GAAO dev evepyomorei
to raycast [16]), e éyyetl av avtd mov yTuTHONKE Eivol TO GOOTO OVTIKEILEVO EAEYYOVTOG TO OVOLLA

29



Kepdrawo 40

TOV, KoL OV VOl T0 6®GTO, EAEYYEL TNV GYETIKN TTEPIGTPOPN TOV. AV Kat 01 000 0VTEG GUVONKEC
glvar aAnbeic, to script petatpémer v avrtiotoyyn Boolean petafint) tov script Shelves ce
aAndn. Av 10 omotd KOPRATL QUYEL OmO TNV OKTiva, emavoeépel T HetafAnty ot yevdn
katdotaon (Ewkova 4.6).

Ta scripts Shelf2 & Shelf3 wepiéyovv axpifog tov 1610 KK, pe dtopopd To dvopa tov Slice
(Slice2 & Slice3 ovtiotoyo) Kol TIC GUVIETUYUEVEG GYETIKNG Tomobesiog ot peTakivon Tov
OVTIKELLEVOU.

Free Aspect Maxzimize ©n Play | Mute Audio | WSync |Stats | Gizm

Ewova 4.5: Ot aktiveg mov exnépmovv ta pdeia tov Container
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1 using System.Collections;
2 using System.Collections.Generic;
3 using UnityEngine;

4
5 public class Shelfl : MonoBehaviour
61
7 public GameObject pan, hit;
8 private Shelves shscr;
9 public float eu;
18
11 vold Start()
12 1
13 shscr = transform.parent.GetComponent<Shelvess();
14 Afmaipver to script Shelves and tov yovéa - Container
15 1
16
17 vold Update()
18 1
19 RaycastHit objectHit; //to avrixsipsve mov Ga yrummdsi
28 Vector3 fwd = pan.transform.TransformDirection(, ©8.85F, @);
21 Aldnurovpyia tng axtivag o= pfixog B8.85 povadsg
22 Debug.DrawRay(pan.transform.position, fwd, Color.green);
23 A ansikdvion Thg axktivag yia troubleshooting
24 if (Physics.Raycast(pan.transform.position, fwd, cut objectHit, 9.85%))
25 Alav yTumnost kdTi f akTiva
26 1
27 hit = objectHit.collider.gameObject;
28 AAto avriksipsvo mov ytumndnes we GameObject
29 hit.transform.localPosition = new Vector3(9.833f, 8.428F, -8.8247);
3@ SAUETAKivnon ToV aQVTIKELUEVOY WOTE VO S@EapuolsEl OT0 OUYKEKQLUEVO pO@l
31 if (hit.name == "Slicel™)q{ Afav to avriksipsvo sival To Slicel
32 eu = hit.transform.localEulerAngles.y;
33 A/ oysTikn mEploTpopr Tou avriksiusvou orov afova
34 if (eu == 188f) Sfav n neprotpogr =ivalr 180 poipec o= povadsg Euler
35 7
36 shscr.filll = true;
37 A/ avriotoryn Boolean pstabAnth tov script Shelves ypiverar true
38
39 else { shscr.filll = false;}
48 SloAdrwhs n avriorowyn Boolean ustabAnth touv script Shelves yiveroar false
41 ¥
42 else { shscr.filll = false;}
43 fwd = pan.transform.TransformDirection(@, @, @);
s A awtiva ansvepyonotsitatr wors av adddfovv or oworEg ouvirikes va unv
EE AAmapapsver true to shscr.filll
a6 1
47 else{
43 shscr.filll = false;
49 1
1] 1
51 }

Ewova 4.6: To script Shelfl
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4.3.3 Shelves

[opopown pe tov TpdTO YpiQo, YpaeTnke £va script yuo vo gAéyyel mote Tnpodvion OAEC Ol
mpodlaypaeéc yroo va €xel Avbel o kOPoc. Onwg @dvnke oto script Shelf, evepyomotodvtar 1
amevepyomolohvtal KOmoleg uetaPAntég tov script Shelves. Otav dhec amd avtég givar aindeig, o
ypipog Ba éxer Avbei, Ba amevepyomomBolv kot Ba e&opovioTodv amd TN oKNv| 10 LRLAPYOVTA
avtikeipeva, kot otn 0éon tovg (uéoa oto Shell) Ba egppaviotel olokinpopévog o kbPog va
neprotpépetan (Ewova 4.7). To avtikeipeva cu (cube) kot sh (shell) dniovovior wg public
peTaPANTéC €101 doTE va glvar opatd kol pHetafAnTd otov Inspector Tov aVTIKENEVOL GTO OO0
TPooKoAAATaL TO script. Amd ekel, avotifevtar péoa otov Editor, kot praivel 6to cu éva prefab pe
0AOKANPOUEVO TO HOVTELO TOV KOPov, kKo oto sh to aviikeipevo Shell mov vadpyel péoa ot
oknvn oto Image Target.

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

L Ra

W]

public class Shelwves : MonoBehaviour

1

o

]

pub__c bool f1111 filla, fi113;

srafAnTsg mo v ridevrar amd Ta scr

N i |
=
L
(5
L
r
-
g

[ I
|
p=]

1 Ta 2 container,o cdorxAnow g wubog

11 TO v veor kubor kol T L

12 T oT Inspect

14 vold Update() //toswdps1r o= wals frame

15 I

16 _f {Fllll && F1112 && F1113j{

18 sl.5etfctive(Tal 5Ej; oy

19 s2.5ethActive(false); /.

e s3.5ethctive(false); /

21 cont.SetActive(false); /

22 cube = Instantiate (cu, sh transfur m);

23 Alonuiovpysitar o cloxdAnpuusvog xufog wg moidt Touv shell
24 sh. GetCDmpDnent<Sp1n>(j Enahled = true;

25 Alevepyonorisitar to script Spin rov wufou yio va yupids
26 i

27 }

28

Ewéva 4.7: To script Shelves
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4.3.4 Cube Sides

To tehevtaio script Tov YPAPTNKE Yo CVTOV TOV YPIQO APOPE TNV EUPAVICT] TOV LOVTEA®V TOL.
Onwg meprypaenke oto Kepdrowo 3.4, yio v gpodvion tov 3D aviikepévoy dnpovpynonkoy
duapopa avtikeipeva Materials (YAkd) kot evoouatobnkay ot avtikeipeva og Elements otov
Mesh Renderer tovg. ' avtdv tov ypipo Opwmg dev Agttovpynoe kdtt 1€1010. Avt' avtov, otav
npootélnke éva Material ota slices 11 6Tov ohokAnpopévo kbPo, 1 ekdva mpoPAndnke oe ke
TAELPE TV KVPOEWDV. AVTO TO YEYOVOS OMOTELEGE TPOPANLL TNV AvATTLEN TOV YPiPOov, LG Kl
avtoc Paciletor ot dapopésg TV TAEVPp®Y TV KuPosdmv. 'Etol €ytve po épguva Yo Tovg
TPOTOVG TOL UTOPOVV VO, KATAVEUO0DV SL0POPETIKEG EIKOVEG OTIG TAEVPEG €vOg 3D avtikelévou
oto Unity. Mio okéyn fitav ot k0ot va amotehovvtay amd €1 Planes og oynuatiopnd kofov, kot
move oto kéBe Plane va vmdpyel kol n €wkdvo piog mAcvpds. Avtd Ouwg Bo MTav pio TOAD
TpOYEpn AboN Kot Oo Topyaye UTePOEUEVO TPOYPUUUATIoNO 6ToV KMdKa Kot otov Editor, ympic
™ SLVVATOTNTO CLTOHOTIGHOD Kot avorapayoyns. 'Etot Bpébnke o Adon mov ennpéace 1660 Tov
KOdKa 0060 Kot Tov oyedoopd tov ekdvov yur touvg kOPovs. H ewdva yuo kdbe kOPo
oYEOIAOTNKE £T01 MOTE VA TEPLEYEL Kal TIG €51 TAEVPEG TOV KUPOL AL GE CLYKEKPIUEVA GTUElD
g eovag, Kot ovtiotorya to script Cube Sides tig avafétet otig KotdAAnieg TAevpés. Ot elkdveg
0o Topatedovy 6To ETOUEVO KEPAAMLO.

Kouudzi tov script Cube Sides:
void Start()
{

Mesh mesh = GetComponent<MeshFilter>().mesh;
/Imaipvel TV EUEAvVIoN TOV KOBOL

Vector2[] UVs = new Vector2[mesh.vertices.Length];
//dmovpyet évav mivoko [LE To UK TOV KOPLOADV TOV TAELPAOV TOV KOBOV
/1 Front —n umpoativy whevpd,

UVs[0] = new Vector2(0.01, 0.0f); //t0 TOVW opLoTEPE, GNUELO
UVs[1]=new Vector2(0.3331, 0.0f); /7o mwavw oecia. anueio
UVs[2] =new Vector2(0.0f, 0.3331); /70 karw apiorepd. onueio
UVs[3] =new Vector2(0.3331, 0.3331); /70 xarw oecia onueio

/1 Top — n mavew mhevpd,

UVs[4] = new Vector2(0.3341, 0.3331);

UVs[5] =new Vector2(0.666f, 0.3331);

UVs[8] =new Vector2(0.334f, 0.01);

UVs[9] = new Vector2(0.666f, 0.0f);
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Kat 7o script ouveyilet pe Tig vwdAomeg TEGGEPLS TAEVPEG TOV KOPOL Kol TEAEIMVEL LIE TNV EVTIOAN
mesh.uv = UVs; 6mov avotifetor ) eidvo oto cuykekpiuéva onpeio tov koo [17].

To script mpoctébnke wg cvotatikd ota Tpia Slices kot 6Tov oAokAnpwpévo KHPo, MOTE 1) KAbE
mAgLpd Tovg va dgiyvel Eva koppdtt Tov AafoupivBov. To script Eekivd vo TpEeL e TO TOV
PopTt®hovV 6TO TOLYVIOL TO. AVTIKEIEVO AVTA KOl dEV TapaTNPNONKE VO LELDVEL TNV TaXDTNTA
Aertovpyiag Tov To Voo,

4.4 Ewkléveg kon vAKE Y10 TOV KOBo

"Hrav embBountd vo cuvoéovtal e KAmolo TPOTO Ol EIKOVEG 0LTOV TOL YPIPOoL HETOED TOLS Yo Vv
divouv v aicOnon 6Tt amotedovv évav eviaio Ypipo kot dev givar téoaepig Eeymplotég ewovec. I
avToV T0 Adyo emAéyOnke o talpreoty pe o HEOC Tov Tayvidlod gikova yio background kot
mhve ¢ Kamolo Eexwprotd oxédo Yo to kdBe Image Target. Ov tpewg swodveg twv Slices
ameikoviCouv toug apBpotc 1, 2 kot 3 pe AoTvikolg YopoaKTipeG Yo va 600l otov maiktn €va
OTOKEl0 ®C MPOG TO HE Tolo oelpd pmaivouv ta Slices oto Container. Xt Pacikr €Kova
OYEOIAOTIKE TO TTEPTYPOALLLO TOV KOPOV LE YEUIOUA TOV VO POIVETOL GOV TN OKLA TOL KOPOv.

O1 e6veg oL ypnoomomdnkay yuo to Image Target avtod Tov ypipov fTov ot e&Ng:

Ewova 4.8: H gwcova tov Pacikov Image Target
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Ewova 4.10: H eicova tov Image Target yia to dedtepo Slice
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Ewoéva 4.11: H eicova tov Image Target yia to tpito Slice

I'a 1o Container ypnotiponomdnke éva amdd texture amd to dtadiktvo Tov va divel v aicOnon
NG O10EPEVING EMPAVELNG, LE L0 TO GKOVPT OmOYpmon 6Ta planes ToV TOy®UATOV o GYEoT| e
T pAPLOL Y10 KOAVTEPO POTIGUO NG oknvig. Ta materials Tov slices kot Tov KOPov oyeddoTnKOV
TV 67O 1610 texture pe aonIEVIEG YPUUUES oV oynuatilovy Toug Aafupivioug.

Y10 kabe Slice, 10 cvotatikd Image, Tpootédnke pio gikdva Tov 1oV ToV slice amd screenshot
TOV TTOVISI00, MOTE Vo QoiveTal ooy kovidlo otav o maiktng Oa to mpocbéicel oto Inventory
(Ewova 4.12). Ot eikovec 4.13 ko 4.14 €xovv ercoyfel akpidg €101, TOPOLOPPMOUEVES, KL UE TO
script Cube Sides epapuolovv cootd mive otov kOPo kot ta Slices.

Ewcova 4.12: Ta euwcovidia tev Slices yia o Inventory
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Ewova 4.14: H ewcdva yo 1o Material Tov ohokAnpopévov koBov
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4.5 Emniloyog

e auto 10 onpeio €xel oAokANpmOel Ko 0 devTEPOG YPiPOg TOL TaALYVISLD. Xe aVTOV TOV YPIPO
YPEWIGTNKE VO, YIVOLV 01 TEPLOTOTEPES OOKLUES KATA TNV avOaTTLEN TOV. AOKIUES YPEBGTNKAY TOGO
Yl TO TPOYPOUUATICTIKO KOUUATL, 0G0 Kot Yo TO aoOnTikd. Amd 10 mwg Ba praivouv ta slices
oto Inventory péypt 1o mmg o aviyveveton To av pmkay ta slices Tdvo oto cmotd pdetl. Emiong,
apyKa o ypipog eixe oyediootel povo pe €va Image Target 610 omoio vANPYOV OAC TO. GLOTATIKA
TOV, KOl 0pYOTEPO EVOMUATOONKE 1) 100 0 TOUKTNG VO TPEMEL VoL GLAAEEEL TAL KOUUATIO KO VOL TOL
ocvykevipmoel 6to Container. To Inventory ftav 10 TpdTO TPAYHO TOV avomrTOYXONKE Yo TNV
EPAPUOYN, EMEWDN GOV YVOOT Kol gUmEpio. KpiOnke TOADTIUN Yol TNV avamrTLEN OTOL0VONTOTE
TOLYVIO0V, OTATE UTNKE OE YPNOT| GE ALTOV TOV YPIiQO.

O ypipog amoteleital and 1éooepa Image Targets 6mov péca ota tpio vdpyel amd Eva Slice Tov
KOPov, Kot 6to KOplo Image Target vdapyet to Shell 6to omoio Ba eppaviletal o ohokAnpwUEVOG
k0Pog, kai To Container [e T TEVTE PAPLO, TPIO EK TOV OTOIOV ElVOL AEITOVPYIKA MG ONKES Yo TaL
Slices (Ewova 4.15).

‘= Hierarchy m = m =
| C:até;an“}l\:::s:ene =  [Container [ Statie ™
| Directional Light Tag | Untagged #| Layer | Default i)
» | ImageTargetl Prefab | Qpen | Select | | owverrides - |
W | ImageTarget2 ¥ .~ Transform @ = %
O U T Position X 0.1767367 Y 0.2431273 Z -0.2707613
S X @2 Y53 224
(J Shelf2 Scale x[1 ¥ 1 z[1
| Shelf3
| Shelf4 ¥ w ¥ Shelves (Script) @ = %
|/ Shelfs Script Shelves Q
|| Shelfb Fill 1 O
| shell Fill 2 U
| ImageTarget4 Fill 3 |
b | ImageTarget5 s1 wSlicel 2
¥ . ImageTargete -
duslicel 3 52 Slice2 o)
¥ | ImageTarget? =il “5"‘3:? #|
I Slicez 3 Cont W Container (o]
¥ | ImageTargets Cube None (Game Object) o}
Wy Slice3 > Cu i\ Whole_Cube [5}
# iy Canvas > sh 'Shell @
Wy ARCamera >
| ST T e ’ Add Component ]
Wy UIManager >

Ewova 4.15: To Hierarchy tov xbfov kot o Inspector tov Container
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Kepalarwo 50  3o¢g ypigog — Alokog

5.1 Ewoayoym

O 1pitog ypipog apopd éva cyédio oe éva dioko, 0 omoiog ywpiletal oe Tpia dayTLAISIL e TNV
€IKOVA TAV® TOV pmepdepév. O maiktng koleitol vo eépetl ta doyTudidio ot cmoth 0éon mote
va odoxkAnpwbel 10 oxédo. Xmnv Ewova 5.1 eaiveton o diokog 6mmg Eexvder oto moyvidl. To
Tétapto eEmTEPIKO oY TLUALSL dEV EIVaL LEPOG TV YPAPIKAV OVTIKEUEV®V LEGH GTN OKNVI|, GAAL 1)
gwova Tov Image Target 6to omolo emavédvovion ta Tpict doyTVAISIE. XTnV €1KOVa S10QPEPOVY TA
SorTUAMOWL e TO TTEPTYPALLLLO GTO YPMUO H10TL dev mTilovton Otav dev TPEYEL TO TaLyVidt.

Ewova 5.1: O diokog — ypipog mpog emilvon
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5.2 Ewkodveg Yo Tov dicko

Mo avtdv Tov ypipo oyedidotnie évog KOKAOG e éva mepiteyvo yéuiopa (Ewodva 5.2), o omoiog
KOTNKE G€ TE00EPN KOUUATL, Tpiot daytuAidwa (Ewoveg 5.3, 5.4, 5.5) ko évav pukpdtepo KOKAO
(Ewova 5.6), 10 KEVTPO TOL HEYOADTEPOV KUKAOV, O OTTOI10G YAPptV EVKOMOG OVOQEPETAL ETIONG MG
daytoridt. To eEmtepikd daytuAidt (Ewcova 5.3) dev evompatddnke e KO aviikeipevo péca
otov Editor aAAd ypnoyomomnke g 1 eikodva yia to Image Target Tov ypipov. Avtd emdéyOnie
Y vo. SdoEL pia KaTeLBLVTNPLO YPOLU| GTOV TOIKTH, MG TPOG TO HE OO CKEMTIKO TPEMEL VO
ouvdéovtotl To doyTuAidto peta&d Tovg. To texture oyedibdotnke £€tol MGTE va divel v aicbnon

EVAIYIG LENC LLE OKAAOUEVO TYESLOL.

-t
(© j :
L /8
\ /
\ ) o
Ewova 5.3: EEmtepucd daytuAidt Ewcova 5.4: To tpito SoytuAion

by«

Y3

Ewcova 5.5: To dedtepo dayTuAidt Ewova 5.6: To mpdto dayTuAion
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Ewcova 5.2: OAdKANpog 0 kHKAOG

5.3 Avtikeipeva Tov dickov

Mo avtév to ypigo mpootédnke axoun éva Image Target kot tov avatédnke n wcova circle frame
(Ewova 5.3). Ze avtd mpootédniav tpia Planes. Otav tedeiwoe n avamrtuén tov ypigov Kot
doKiuaotnke M Aertovpyia tov, Npbe otV empdveln o yeyovog 0tL To. Planes dev Mtav T
KOTAAANAO OVTIKEIEVE Y10 TN AELTOVPYio aVTOD TOL Ypipov omdTe émpene va, avtikotactadovy. O
moiktng 0o wpémel vo pmopel vo ayyi&el évo amd To SayTLUAISIN KO, GEPVOVTOG TO dAYTLAO TOL
otV 006vr, va yupilel 1o doyTLAidt TPOg Ta WV 1| KAT® DOOTE Vo OAAAEEL TOV TPOGAVATOAMGLO
TOV, KOl VoL PEPEL TOV 6i6KO 0T 6mot Tov popn. Ta avtikeipeva Planes eivor tetpdyova 3D
avtikeipeva, tov omoimv o Collider &yel teTpdymvo oyfua kot yépioua, ondte Balovtag 1o éva
SayTuAidt péca oto GAlo, axopo Kol av o ypnotng ayywle to devTEPO SayTLAISL, pmopel va
gvepPyonoloHoE T0 TPITo dayTLAIdL, piag kot o Collider Tov dgv glye TpVma, ekel TOL €ixe TO GYESIO
Tov daytvAdiov (Ewova 5.7).
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Ewova 5.7: To plane dayturidl kar 0 Mesh Collider tov
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To Unity dev givarl pio mhateoppo oyedioong 3D ypagikdv ondte mepLéyel LOVO KAmolo Poctkd
3D povtéha mov umopel va Tpochécel kot va enelepyactel kaveic 6to project Tov. ' Tapaderyuo
ooaipa, kOPo, KOAvopo, khyovia Kot eninedo (Plane). [a avtoév to Adyo ypeldotnke 1 xpnon
evog Tpitov TPOoYPAUUATOG, Yo TN oyediaon Twv 3D dayTuAMdidy doTe va €YoV ToV 0®oTd, d1Kd
tovg collider. EmiéyOnke to mpdypoppa Blender [6] AOyw pog pikpig OKEOTNTOG KOl QUGIKE
eMELON elvar £va avolyToD KMOK PYUAEID Y10 EPACITEYVEG KO ETOYYEALOTIEG ONULOVPYOVG,.

AvTo TO KOPWPATL AVATTLENG TOV TOVIOIOV avorapupavetar cuovnfwog and erayyeipatieg 3D
ypopioteg. Xe avtdV Kol ToV EMOUEVO Ypipo NTov avaykaio 1 avdmtuén véov 3D povtélmv, kot
dev Oo NTav QKT YOPIg KATOo10 ecmeELoUEVO tutorial yio TIg AmAEG EVEPYELEG TTOL YPELAGTNKAY
[18]. AvTd TOL YPELAGTNKE OVGLAGTIKG NTOV VO TEPUGTOVV Ol MO OYESWICUEVEG EIKOVEG TMOV
SOYTLALOL®DY GTO TPHYPOLLLLOL, VO ATTOKOTOVV T KEVA oNEin TV EIKOVOV OoTE Vo Leivouy udvo ta
SayTudidia Tov va €yovv collider, Kot va TEPAGTOOV TOL VEQ LOVTELD GTT) GKNVI] TOV TOLYVIOI0V.

Avoiyovtog To Blender, ypeidotnke va evepyomoinbdei éva add-on ywo vo yivel duvarth 1 elcaymyn
gwoOveoV avtopata o¢ Planes. Avtd éywve omd to pevov Edit — Preferences kot otnv avouyt
kaptélo Add-ons evepyomomOnke 1 emthoyn Import-Export: Import images as Planes (Ewkova, 5.8)

Interface
Themes
Viewport
Lights Impart-E
Editing
Anirnation
Add-ons
Import-Export: Import [ma
Input

Impart-Export: STL formiat

File Paths Import-Exp lable tor Graphi 1.1 format

Import-Export: Stanford PLY format

Import-E W Layout

Import-Export: ¥ front OB| format

Irnport-Exp b3D L2 format

Import-Export: gITF 2.0 format

Ewova 5.8: H xoptéda Add-ons tov Preferences oto Blender
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AoV evepyomombnke avtn 1 Aertovpyia, and to pevov File — Import — Images as Planes
elonyOn N ewdva Tov Tpitov doytwidtod. To Blender dovievetl kupimg pe shortcuts (cuvtopevoelg
mANKTpoAoyiov) omdte To tutorial @dvnke eEapeticd yproo ce ovtd to koppdrtt. To Blender
umopet va yivel ToAd d0oyPNOTO Y10 KATOOV apydplo EMEON AmeVBVUVETAL GE EOIKOVG TOV TOUEN
ekelvov. Aol sonydn m ewdva, ypnopomomdnKay dVO CYNUATE YO, VO AELITOVPYHOOVV MG
onueia avaeopdg yio To ot PéP g ekdvos B Komovv. Apykd dnpovpyndnke évag kbxklog pe
collider ka1 fdoel avTod KOTNKE TO EEMTEPIKO KOUUATL TNG EIKOVOS, ONAOON TAPEUEIVE O KOKAOG
TOV daXTVAOOD OAAG pe Yépoua oto kévipo. To eémtepicd mepifinua dwaypdonke. ‘Eneita,
dnuovpyndnke évag KOAVIPOC OV UINKE 0TO KEVIPO NG EIKOVAG Kot UeTaPAnOnke to péyedoc
TOV MOTE VO KOAVTTEL TO YEMIGHO TOV dayTtvAMd1ov (Euwdva 5.9), ki €161 amokdanke ekeivo To
onueio amd v ewoOva Kot drypaenke. Xpnollonownke 1o oyfpe Tov KLAIvopoL o va etvat
Mo €0KOAOG O peTaoyNUatiopds tov. 'Etol éuetve uévo 1o onUOVTIKO GYNHO TG €KOVOG TOL
meplelye uoévo to doytuAidt. Ot amokoméc €ywav epapuolovtag évav Boolean modifier oty
EIKOVO, [LE OVTIKEILEVO TO GYNLO TTOV ENMPENE VO ATOKOTEL.

Ewodva 5.9: O kdAvdpog péca 610 SayTuAidL TOV TPOKELTOL VO, OTOKOTEL
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To tehkd amotédecpo Qaivetar otnv ekova 5.10, omov £ysl peivel u6vo TO Sy TLAIOL
Amnopovadnke oe éva Eeywpiotd Collection, wdve 6e&1d oy ekdva, Kot amevepyomomOnKay to
vrorowna Collections, dote va yivel e£aywyr Tov HOVTEAOL LOVO TOV, LLOG KOl OVTOHOTO €0V
onovpynBei éva Directional light kot pia képepo 6mmg pe tn onpovpyio kébe véov project. H
eCayoyn éywe and 1o pevod File — Export — FBX(.fbx). To apyeio mov mapdydnie givor éva
€100¢ apyeiov ypaeikadv povtéhmv mov etvorl cupfatd pe v mhateopua tov Unity.

Top Orthographic
(1) Collection 5 | a3circle
10 Centimeters

S

a5
v

(M Pan View (™ context Menu

Ewova 5.10: To tehd povtédo yuo to tpito dayTuAiol oto mepidiiov Tov Blender

To apyeio .fbx npoctébnie ota prefabs tov project pe éva drag-and-drop, kot amd Tov inspector
oL ypeldotnke va yiver Extract Materials dote vo dtoympiotel to VAKO Tov amd 10 1010, Yo Vol
umopel va etvan eme&epydoipo. Hrav Oeptd va amevepyomomboivv ot emdoyég Specular highlights
kot Reflections amd to vAKO 6w cLVEPN e OAa Ta LAKE 6€ avtd TO project yio va emtilovTol
omwotd ot oknvi. [TAéov ta Saytvridia £xovv tov KatdAinio collider (Ewdva 5.11).

O\ M mopomdve dadikacio emavoinednke pe ta GAlo dVO doyTVAIdL, pE SlOEOPA OTL GTO
TPAOTO O TLAIOL, TTOV Elval KOKAOG, OEV YPEIGGTNKE 1) GITOKOT UE TOV KUAVIPO, UG Kot OgV EXEL
TPUTO. 670 YEUIoNA Tov. Ta avTikeipeva tpoostédnkav 6t oknvi oto kévrpo tov Image Target kot
pe Kowvd KEvpo HETOED TOLG MOOTE VO divouv TNV kdva evog eviaiov kOkAov. Emiong dAlage N
MEPLGTPOPT| TOVG 0TOV AEova L dOTE Vo Unv @aivetal cmwotd dpa Kol Avpévo to oynua. O maiktng
Ba ypelaotel va ta yupicel mote va pépel Tov § aEova 6N cwoti B€on Yo To Kabéva.

44



30¢ ypipog — Aickog

Ewodva 5.11: O tpitog kOKAog pe tov cwotd Collider

5.4 Apysio KOOKA Y0 TOV di6KO

Movo tpia apyeio KOO YPAPTNKOV Y10, ALTOV TO YPiPo, OOV To éva gival Tapailayr evog o
ypapuuévov script. Xpnowyomombnke to script Spin Circle mov, mapodpoa pe 1o Spin (Kepdiaio
4.3.1) meploTPEQPEL TO AVTIKEILEVO YOP® OO TOV EAVTO TOV GE L0 CLUYKEKPLUEVT] TAXVTNTO.

To script Spin Circle:
void Update()

{
}

transform.Rotate(Vector3.back * Time.deltaTime * 20f);

Me v gvtoln Vector3.back to avtikeipevo yopvaet mpog to 6e€1d otov dova {, Kot 1 taydTnTa
tov tifeton pe tov mohiamhaciooti Time.deltaTime eni gikoot povadeg ypdvov. To script avtd
gvoouat®@inke otov olokAnpopévo kukiko mov Ba eppavictel 6tav 0 TaiKTNG AVGEL TO YPiYO,
Ommg £ytve Ko pe tov dgvTepo Ypipo. H dapopd twv scripts €ykertoar 6Tov AEova TEPIGTPOPNS,
UG Kot 6Tov KOPo ypelalotav vo yupviel otov A&ovo W, Gpa ypMoLLoToinKke 1 €VIOAN
Vector3.down.
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5.4.1 Rotate Circle

Y1ic ewcoveg 5.12 & 5.13 gaiveran to script Rotate Circle kot avolveton Topakdtm.

1
2
3
4
5
B
7
8
9
L@
11
L2
L3
4
=
LB
L7
L8
19

u

using System.Collections;
ing System.Collections.Generic;
using UnityEngine;

public class RotateCircle : MonoBehaviour

{

private float spee;

public GameObject pplane, rl, r2, r3;
public fleat f1, f2, f3;

public bool bl, b2, b3;

private CheckCircles circl;

vold Start()

i
spee = 2@f;
A tayvThTa pys Tnv omoia fa mEproTpspovial Ta dayrtvAidia
circl = GetComponent<CheckCircles>();
£ te script mouv fa sAfyyer av AdSnwe o ypigog
}
vold Update()
i
if (Input.touchCount > @) /fav umdpyst dyyiryua
i
Touch touch = Input.GetTouch(@); Sfte ayyryua
if (touch.phase == TouchPhase.Began){ /Jotav fzxiviosl To dyyLyuc

Ray raycast = Camera.main.S5creenPointToRay(Input.GetTouch(@).position);

SSTo ayyryuo HETAPpAoUEVE OTR ORIV
RaycastHit raycastHit;
Afto avriksiysvo mov Ga ayyiy®si ps Gdon tov collider tou
if (Physics.Raycast(raycast, out raycastHit))
Slav aypiyfneke kanoto avrikeipsvo

1
if (raycastHit.collider.CompareTag( "Circle”)){
Sfav To avrikeEipsve sivar tomou Circle
pplane = GameObject.Find(raycastHit.collider.name);
Sfto avriksipsvo mov ayyiylneks wg GameObject
h
b

Ewcova 5.12: To mpadto pépog tou script Rotate Circle
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< if ((tnuch phase == TouchPhase. aned) & (pplane'=nulljj
5 [r TO dyyiyua Kol umdpyEl EmAsyugve avrTiksEiusvo
5 {

Vectorz touchDeltaPosition = Input.GetTouch(?).deltaPosition;
' andotacn mov LEVUCcE TO dyyLlyLd

pplane transfnrm RutatE(L af, -tDuChDEltaPDSltlDﬂ y  *Time.deltaTime * spee);

Wwoco

[sx]

i KAT "'{..Lu pr] KQTEUCDUWVON Tou

S
<

3

= if (touch.phase == TouchPhase.Ended) //ov teAsiwos To dyyryua
3 1

6 pplane = null; //to smiAsyusvo avrTiksEiusvo =ival KEVO

g }

8 /o1 TomikEg meEproTpopss orov afova b Twv daytvArdrav

f1l = rl. transfurm localEulerAngles.y;

F oy Sy Ty O o T Ny S o3 T oy SO N Y O Y Y Y [ Y, (Y, IR Yt S A - S
L0

2 2 = r2.transform.localEulerangles.y;

3 3 = r3.transform.localEulerdngles.y;

5

6 1 o aA - e

7 true;} else {bl = false;}
8 true;} else {b2 = false;}
] true;} else {b3 = false;}
79
71 ustadAntee sivar adnfeig
72
73
74 ~ipt Check Circles yiveral o
75
76 }
78 }
79 }

Ewova 5.13: To dedtepo pépog tov script Rotate Circle

To &yyrypa g 006vng cvpPaivel e dvo dEoveg, Kt £Tol peTaPpAleTan Kot GTnV TEPLOTPOPT] TOV
dayToMdudy. Av o TaikTng cUpEL T0 SAKTLAO TOL TPOG TAL KATM, TO S0 TLAISL Ba TeploTpapel Tpog
™V apvnTIKn TAELpad Tov { dEovd Tov. Av 10 GUpEL TPOg To XAV, B0 TEPIOTPAPEL TPOG TNV
BeTikn mhgvpd Tov ¢ dEova Tov. ‘Exet 1ebel to onpeio Tov 180 Hopdv o¢ 1 60oTH UTEKOVIOT| TV
doyToMdumy, aAld emeldn avtd Oa NTov ToAD dVcKOAO va. emttevyDel pe to partt, £xel agebei éva
TEPOMPLO TOV OEKA, LOPMY, MOTE OV 0 TaUkTNG PaAsl Ta Koppdrtio mepinov otig 180 poipeg, va
BewpnBei cwot 1 Tomobéton Tove. Avtd 1o script Tpootébnice oto ido to Image Target.
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5.4.2 Check Circles

Kaf' 6kn ™ Sdpkeia mov givan evepyd avtd to Image Target, tpéyet ko to script Check Circles
(Ewdva 5.14) mov, 0Ttmg Kot 6TOLE TPONYOVUEVOLS dVO YPIPOVE, EAEYYEL VIO TO OV TATPOVVTOL Ol
npovmobéaelg Yo T enthvon Tov Ypipov Kot epneaviel To KaTdAANA0 avTiKeipevo.

using System.Collections;

2 using System.Collecticons.Generic;

3 using UnityEngine;

5 public class CheckCircles : MonoBehaviour

61

7 public bool bl; /i perabAnthi mov tifstor amd to Rotate Circle
8 pub__c GameObject rl, r2, r3, wholecircle, wc;

9 Toia udf uAidra, ] - 7

1@ KOl TO inspecto
12 void Update()

13 {

14 if (bl){ Flav oda ta doayTudid GZar
15 GettumpnnEnt{RDtatEC1rcle>(j

16 REVEpyonolEital To script

17 rl.Setﬂctlveﬁfa_aej; Aot

15 r2.5etActive(false); " ia

19 r3.setActive(false); /o

28

21

22

23

24

25

26

Ewova 5.14: To script Check Circles

To avtikeipevo mov eppaviferor petd v emilvon Tov ypipov givar ovtd TG €KOVAG 5.2 Kot
youpvdet pe o apyn toyvtnta pe to script Spin Circle (Kegpdiato 5.4) mov gival mpockoiinpévo
610 1010 10 prefab Tov oAokAnpopévov dickov. H cuvOnkn oe avtd to script pe to mov 1ebel
aAndng omd to mpomyovuevo script, eivor Yo mavta oinbnig. Omdte emPAndnke 10 Vva
amevepyomomOel apov kavel Tig evépyelég g 1 nébodog Update(). To script avtd mpootébnke g
ovotoTikd oto Image Target Tov ypigov.
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5.5 Emniloyog

e outd T0 onpeio &gl ohokAnpwbei ko o tpitog ypipog Tov mayvidov. [HopdTt glvan €vag mo
€0KoAOC YPipoc otV avamtuén Tov oAAG Kol TNV EMIALGY TOV, TOPOVGCINCGE EVOIUPEPOVCEG
dvokoAieg 6Gov apopd ™ dnuovpyio Tov povtédwv. H mapaywyn toug £dwoe v gvukaipia yuo
v eokeimon pe éva véo epyaielo avantuéng Aoyiopkov, ¢ and v oktiva Tov KAGSoL Tov
TPOYPOUUATICUOD, O©E Hiol 7O OMMoLPYIKN KAlpako. Xty ewova 5.15 mapovcidleton
0AOKANPOUEVOG O TPITOC YPIPOG e avotyto tov Inspector Tov Image Target.

& Collab - E Account -

® Inspector

Layers -

# Scene

i= Hierarchy
Shaded : : - | crea

.| (% )
= 5 S‘ar;::?!s:ene = IvJ ¥ [ImageTargets | O static
. Directional Light Tag [ Untagged 4| Layer |Default i)
> U ImageTargetl ¥ .~ Transform 3%
> U M 2 TG 2 PEEImige Target Behaviour (St a2
2 » o [ Default Trackable Event Hai -
g circlel - » [ ¥ Turn Off Behaviour (Script) s
I circlez » || ¥ Mesh Renderer el
g circle3 » . Image Target Mesh 14566 ( S
b ImageTargets - -
»  ImageTargets ¥ = [ Rotate Circle (Script) ) ﬁ s
& w ImageTarget? Script RotateCircle @
> w T e Pplane Mone (Game Object) [0}
» i Canvas s R scirclel o
g ARCamera | R2 Wwcircle2 Q
W EventSystem > R3 wcircle3 [}
i UIManager > FL 0
F2 0
F3 0
Bl O
B2 L
B3 |
¥ = M Check Circles (Script) ﬁ al
Script CheckCircles | o
Bl O
R1 Wcirclel o
R2Z weirclez @
R3 Wweircle3 @
Wholecircle Mone (Game Object) [c]
Wc wwhale_circle @
| drdecolorMaterial @ ot
»  Shader [UnlitTexture |
[ Add Component ]

Ewova 5.15: O tpitog ypipog oloxinpopévog otov Editor
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Kepdhiorwo 60 4og ypigog — Xoeaipa

6.1 Ewoayoym

Avtog 0 ypipog NTOV amd TIC TPAOTEC 106EC YO ALTO TO TOLYVIOlL, GAAL O TEAEVLTOIOC 7OV
vAomoinonke AdyY® TOV SUGKOMMDY TOL TAPOVCIAGTIKAY GTNV OTLOVPYI0 TOV HOVTELOL TOV. XTOV
vypipo avtd eppaviletal pio oeaipa urpootd and pio ewova pe ddomaptovg apbuovc. H coaipa
elvar ddtpntn og ToAAG onpeia dote o maiktng umopel va det amd péca ¢ Tovg aplfove Ticw
amd 1o poviélo. Xkomdg Tov eivar, gvbuvypappifoviog kot avéopeidvoviag 1o péyebog g
opaipag, va katapépel va del Kobopd técoepts aplpodc. Apov Tovg Ppel, KoAgitar vo Tovg
ewoayel og éva Ao Image Target mov gpeoavilel téooepig B€celg yio apBpovg. Avto givot Kot Eva
otoyelo Tov €yel 0 mailkng Yo va EEpel mOGoVG apBovg yayvel LEG® TG opaipag. Agv aivetal
EexdBapa Kovévag AAAOG GUVIVLOGUOG TEGGAPOV aPOUDY LECM TNG GPAIPOC.

6.2 Ewoveg yuo ™ o@aipa

Avo Image Target dnuovpyndnkav yuo avtév 1o ypigo. To TpdTO €ivar KOV PE SACTAPTOVG
ap1Opovg Ko Evay KOKAO 010 KEVTPO Omov Ppiokovtal apiBuoi oe peyarvtepn mokvotra (Ewova
6.1). To devtepo eivan M ewova piag kiewapds (Ewkdéva 6.2). Avtiy 1 ewova Katéfnke amd 1o
owdikTLo Kol Ogv OYESIIOTNKE OMOKAEIOTIKA Yoo TOo moryvidl. [ to vAKO NG ceaipag
ypnoomomOnke £va amko texture mov divel v aicOnon tov EVAov og avoryt andypmon. ' To
vVAkd Tov 3D apiudv ypnotpomombnkayv dvo amid texture mov divovv v aicOnon tng matte
VONG, £VOL GKOVPOYPMUO KL EVOL OVOLYTOYPOLLO.

Ewova 6.2: H gixdva tov devtepov Image Target yio v eicaymyn Tov oplOpuov
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Ewova 6.1: H ewcdva tov mpdTov Image Target yio v ceaipa

6.3 Avtikeipeva 7o Tov 40 YpiQo

6.3.1 ZXoaipa

[Noa to povtédo g oeaipag Mtav oiyovpo 6t Ba yperaldtav Kamowo epyaAeio avamTvéng
Ypapik®v. Onmg Kol 6ToV TPOTYOLUEVO Ypipo, dnuovpyndnke éva véo project pe to epyaieio
Blender. Adyw éldewyng gunelpiog TOVe 6€ AVTO TO OVTIKEIUEVO, TAAL NTOV ENPETIKA YPTOLUO
éva tutorial video yia 10 Tmg @TidyveTal pio Agio ceaipa oto Blender [19].

Me ™ dnpovpyia véov project oto Blender dnpiovpyeitar avtopoata évag kOPog 610 KEVIPO NG
oKNVNG. X avtdv mpootédnke Evag modifier yio vo wépet To oynpa e opaipas: Add modifier —
Subdivision Surface kot pe tov akyopiBpo Catmull - Clark avéPnke to Level Viewport oto 6
(Ewova 6.3). 'Enerto, motovrag Tab yio v eicaymyn oto Edit mode, pe t ovvtouevon Alt +
Shift + S kot matdvtag to 1 10 oyfua mpe wio wo oeapkr popen (Ewova 6.4). Télog,
emAéyONKe amd to pevov Object to Shade Smooth yia va yivel axopun o Agia ) emedveta.
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Ewodva 6.3: To Subdivision Surface modifier
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Metd, dnpovpyndnke éva GALO avTiKeipevo (e To 0moio Yivoviav ot Tphneg ot oeaipa. ApyiKa
emAéyONKe 10 oYU EVOS HoKpD KUAIVOPOV, OU®G OTAV 1) EMLPAVELD TOV £ylve Agia, emeldn avtd
ovpPaivel pe SPOPETIKO TPOTO am' OTL 6T cEAipa, dev KATAPepe va yivel cmotd render 6tov
onovpyovoe T TpOmec. Av mhAl dev ywvotav Aglo M empdveld tov, ot tpumeg dgv Ba MOV
0A0OTPOYYVAEG OAAG Ba giyav HKPES Yovieg oty mePiUeTpd Tovg. Avtd dev Ntav Bgitd yia
alontikovg Adyove. Omote dnuovpyndnke dAAn pio ceaipo pe Tov Topamdve TpOTo, OUMS GTN
devtepn petafinbnke to oynue ™mg dote vo e&ummpetoel og kKOAvopog (Ewdva 6.5). Me my
010 TEYVIKN OT®G Kot e TO Oy TLAISI TOV TPITOV YPiPOL, £YIVE OTOKOTN GTI CQUIPO GTO ONUELN
7ov totofetnOnke o kKOAMvOpog (Add modifier — Boolean pe avtikeipevo tov kOAvopo). Téooepa
onueio petpndnkav pe okpipela yio va coumintovy pe to onpeio g kovog Pe toug aptdpoic,
®ote va paivovion EexdBapa téooepig appoi. ‘Eyvav moAlég axoun tpumeg Tave ot oeaipa,
og Tuyaia onueia, Opmg and kapio GAAN Oyn g oeaipag dev Exovv ovoiEel TEGoEPLS TPUTES TOV
va delyvouv and v GAAN TAEVPA, £T01 MOTE va VILAPYEL LOVO pio Thovi Adon yio Tov Ypieo.

Ewova 6.5: O kdAvdpog mov tpumdet T oeoipa
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Amopovobnke n opaipa cov avrtikeipevo tov project kot £ywve File — Export — FBX(.fbx) tov
avtikelwévov. To apyeio tpoctédnke oto project Tov Unity e drag-and-drop otov @dkelo Prefabs
— Sphere kot and exel mpooTédnke 61N oknvn péca oto Image Target Tov ypipov. Xwpiotnke 10
material tov Eavd amd tov Inspector , ko avotédnie to andd EvAvo material otov mesh renderer
Tov. Avoydbnke and to Image Target kot otoynOnke mote va gubuypappilovior ol Tphmeg pe
Téooeplg aptBpoie, Kol PeTd GALAEE 1) TEPLOTPOPT TOL Yo Vo unv givarl otn cwotq Béon dtav
Eexvaer to maryviol (Ewdva 6.6). Xto avrtikeipevo tpootédnke og cuotatikd éva Rigidbody [20].
To Rigidbody eivor amapaitnto yio To €100g T®V KIVGEDV OV EIVOL OTOPAITNTEG Y10 TNV ETIAVON
tov ypipov. H coaipa Oa yupilel yopo amd tov g00td T TTPog OAeG TIC Katevdvveelg kot Oa
avéopelmvetol 1o péyeddc ™me néow evog script wov Oa avaivbel 610 endUEVO KEPAALO.

'||2D||'||I'J|¢|'|Q’)u| |'£|.l'|Gizrnos '|(q-,q||—\

Ewodva 6.6: H cpaipa péca otn oknvi tov project oto Unity
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6.3.2 Novpepa

Mo ta voduepa mpootédnke axoun éva Image Target oto project, kot Tov avatédnke n ewcova 6.2.
Méoa tov mpootédnke Eva Canvas, kot péca oto Canvas téscoepa Panels. ['o v akpifeia mporta
onuovpyndnke éva Panel pe dAa to cvotaTiKd TOL KOl PETA omofnkevtnke og prefab won
avamapdyOnke dAleg Tpec popéc. Méosa oto Panel mpootébnke éva GameObject — Ul — Input
Field [21]. To Input Field onpovpyeitan pali pe to ovotatikd Image wot Input Field (script).
Awypdonke 10 cvotatikd Image, givor Ogptd va goaivetal povo 1 ewova Tov panel, dnioadn éva
nudeovég tetpdywvo (pad) 6mov mive tov Ba eravédveral to voopepo. Méoa oto Input Field
vrapyovv avtopata ta otoryeio Placeholder ko Text. And to placeholder dwaypdonke To Keipevo
“Enter text...” mov vapyeL Yo vo. dglyvel OTL o€ aVTO TO ONUEID UTOPEL VoL YpAWEL 0 pNoTNG KATL.
>10 Text dAAace TO ¥POUA TOL KEWEVOL TOL Ba €16EpYETAL Kol UIKPUVE 1) YPOUUUOTOGEPE TOL,
wote va un eoivetor o apldpog mov Ba ypayel o Taiktng, piag Kot Bo peavileTon 1 Tp1odidoToTn
popen tov opBpov tdve oto pad. Xto Input Field mpootébnke g cvotatikd éva Event Trigger
pe tn pébodo Pointer Click evog script mov Ba avaivbel mopakdto (Ewkova 6.7). [Hotdvrog movo
oto Input Field 6o evepyomoteitar n pnébodog. Ta pads mov avomapdydniav ctoyndnkav to éva
dimha oto dAho Yo va ypdpovtar ot apfpoi pe t oepd kol 6ho to Canvas avoyobnke ond 1o
Image Target ywo va paivetol cav va cwmpeiton mveo and v eikéva (Euova 6.8).

= Hierarchy ® = @ Inspector a =
Create v | (arAll =~ AR tField || Static *
TQSampleScene = i k‘ e |
' Directional Light 77 Tag | Untagged #| Layer | UI 3
¥ | ImageTargetl Rect Transform Q@5
¥ . Canvas v(@ canvas Renderer @ = %
. ¥ ‘»'Sdl 2 Cull Transparent Mesh -
A
I Placeholder > "5 [ | Image (Script) @ = #
I Text » i [ Input Field (Script) @ =
¥ \g Padz . y vEE  Event Trigger (Script) @ = #
¥ | InputField
. Placeholder Pointer Click (BaseEventData) -
d Text [ Runtime Cnly #] [ Keyboard. OnPeinterClick #]
v ' Fad3 b l—_l
- . Padl (Keyboar @
¥ | InputField (Key
/Placeholder + -
| g Text
¥ g Padd 5 l Add New Event Type
¥ | InputField
 Placehelder [ Add Component
| ¢ Text

Ewova 6.7: Hierarchy kot Inspector tov Image Target tov apiBuov

¥ ovvéyela €ytve ua ovalnmon v dwpedv 3D poviéda aplfudv oto S10dikTvo Tov va
Toupldovv otV oeONTIKn ToL TayVdL. ATd pio 16TocEAIdD ndvo e TN dnpovpyio dwpedv
Aoyoplacpov [22] katéPnie To apyeio e Toug apfpovc. o akdun po eopd ypeldotnke 1 xpnon
tov mpoypappatog Blender yio va dwywpiotovv or apbupol cov poviéda peta&d Tovg.
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[Ipootébnkav k1 avtoi w¢ prefabs kot petafindnke to péyeboc kot to material Tovg péow ToOV
Editor. Avatébnke og avtovg éva okobpo amhd texture (Eucova 6.9).

Ewova 6.8: To Image Target yio v €1c0y@yn Tov aplOpumy

Ewova 6.9: Kdmolot amd tovg aptBpods péoa otn oknvi tov Unity
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6.4 Apyeio KOOKA Yo TN oPOAipa

Mo avtdv Tov ypigo ypdotnkav Tpia scripts. AHo yio Tovg aplBRovg Kol £V Yio T oeaipa.

6.4.1 Spin with Touch

To script Spin with Touch mpootédnke w¢ cvoTATIKO GTO HOVTEAO TNG CEOIPOC KOl TOL
avatédniav otov inspector to Rigidbody tng opaipag ot petapint rb, n 6w n opaipa ot
petafAnt) m_objecttorotate, o apOudg 10 oto m_minScale kot o apBpog 100 oto m_maxScale.
H oopaipa &xer péyebog 40, 40, 40 ot oxnvn kot Oa etaver and 10, 10, 10 péypr 100, 100, 100. To
script aviyvevel av ayylytnke To OoVTIKEIUEVO HE éva 1 600 ddyTvAo. AV ayyiytnke HE €vo,
TEPIOTPEPEL OTN GPaipa otV Katevbuven mov cvpbnke 10 ddyTvdo. Av ayyiymke pe dvo, ov
cvpbnke povo To €va KAvel TNV dwo dtedikacio, Ko av cupbnkav kot to dvo (“toipmnua”),
oAAGCel To péyeboc g opaipag pe faon v andotact tov cvpoipatoc (Eikoveg 6.10 & 6.11).

using UnityEngine;
using System.Collections;

public class SpinWithTouch : MonoBehaviour
1
public Rigidbody rb;
public GameObject m_objecttorotate;
public int m_minScale;
public int m_maxScale;
private float initialFingersDistance;
private Vector3 initialScale;

void Update()

1
if (Input.touchCount == 1 &R Input.GetTouch(@).phase == TouchPhase.Moved)
{
Vector2 touchDeltaPosition = Input.GetTouch(@).deltaPosition;
rb.Adﬂanque(Camera.main.transform.up.* —fnuchDeltaPnsition.xj;
rb.AddTorque(Camera.main.traﬁéfﬁfm.right * tuuéhDeltaPusition.yj;
}
if (Input.touches.Length == 2} /fav to dyyiyua sivar ps oo SdyTudo
1
_Scaling(); //xad _Scaling(
return; Ak
¥
¥

Ewova 6.10: To mpmdto koppdtt Tov script Spin with Touch

58



4og vpipog — Zoaipa

vold _Scaling()

1
if (Input.touches.Length == 2)

1
Touch t1 = Input.touches[2]; S to mpuwro dyyryua
Touch t2 = Input.touches[1]; ffto devTEpo dyyiyua
if (tl.phase == TouchPhase.Began || t2.phase == TouchPhase.Began)
Sfav Eextvnos Sva and ta dUo ayylyuar
{
initialFingersDistance = Vector2.Distance(tl.position, t2.position);
Sfmaipver TRV apylir) amooTaon Twv GyPLyLETWY
initialScale = m_objecttorotate.transform.localScale;
Sfmaipver to apyind pgyedoq tng opaipag (TEfnks and tov inspector n opaipa)
}
else if (tl.phase == TouchPhase.Staticnary && t2.phase == TouchPhase.Moved)
Sfav pove gva and ta ayyiyuata xivndstl smovadaubdveTar n
Sforadikaoia TG MEpLOTROPG THg oPaipog
1
Vector2 touchDeltaPosition = Input.GetTouch(2).deltaPosition;
rb.AddTorque({Camera.main.transform.up * -touchDeltaPosition.x);
rb.AddTorque(Camera.main.transform.right * touchDeltaPosition.y);
}
else if (tl.phase == TouchPhase.Moved && t2.phase == TouchPhase.Moved)
Sfav wovvnlolv kar Ta dvo ayyiyuata
{
fleat currentFingersDistance = Vector2.Distance(tl.position, t2.position);
Sfmaipver v deltEpn andoTaor TWY OPLyUdTWV
var scaleFactor = currentFingersDistance / initialFingersDistance;
SBploker TRV amooTOon MOV ExQVaV To ayylyuata
Vector3 m_scale= initialScale * scaleFactor;
SfmoAdandaoiader to peyedog T opaipag pE TNV QUOCOTACT]
Sfvar gAgyyer Tov walfs afova va punv feEmepvast Ta opia
Sfugyrotor kot sAddyrotov mov tédnkav orov Inspector
m_scale.x = Mathf.Clamp({m_scale.x, m_minScale,m maxScale);
m_scale.y = Mathf.Clamp({m_scale.y, m_minScale, m_maxScale);
m_scale.z = Mathf.Clamp({m_scale.z, m_minScale, m_maxScale);
m_objecttorotate.transform.localScale = m_scale;
SfaAdaler o psysloc tng opaipag
}
¥

Ewova 6.11: H pébodog Scaling() tov script Spin with Touch
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6.4.2 Keyboard

Mo tovg apBpove, oe kdbe number pad amd T TEGGEPO TNG OKNVAG, TPooTéONKE TO Sscript
Keyboard. H puébodog OnPointerClick() onto0, Kaheitar 0TOTE 0 ¥pNOTNG TATNOEL € Kdmolo Pad,
yU ot kot avatédnke oto Event Trigger ka0 Input Field. To script mpootédnke oto Pad xan oyt
oto Input Field, dote 6tov dnpovpyodvior poviéda aplfudv, vo proivouv og moidld mo vkoia
oto Pad.

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class Keyboard : MoncBehawviour

{
private TouchScreenKeyboard keyboard;
public string text = ""; Afto keipsve mov Go sroayfei amd Tov maixtr
public GamEDbject zerao, Dne, twu, three, four, fiwve, six, seven, eight, nine, number;

-",-"id u\.-'\.c Tl dn. 'u.ulu- mou -\.C\. '<"'-' orTo prerdo ano TovV LAaspector

public InputFlEld inp;

public void OnPointerClick(){
keyboard = TDuchScrEEﬂKeyhuard Open

P — —

//eTav ﬂ}}.h;. o maixkTng To input

» TDuchScreenKeyhuardType NumherPadj,

L4 TRG OUOKEUNG \.u FTCLF  FILN ._h.'n....l..ﬂ }-;d
1np DnEndEdlt AddLlstener(delegafe

Tov

TtEdswwosL ST oy 7 kat machnd 0 KOLLITL KOTaYL

To KEiusvo mou sronydn

-"_,-'*('_"',.,".r_h.'_",.; FJ I.'I\'_'\.'-\.--\.'-L-'\._ 3u_.“.'

public woid Submit(string tj{
text = t; f/Tto keipsvo
int n = int.Parse(text);
if ((n»=08) & (n<=0)){ "/
Destroy(number);

switch (text){

case "@";: ; R
number = Instantiate (zero, this.transform);

ffénuiovpysital o povredo Tov apifuold @ peE yovea To Pad
break;
case "1":
number = Instantiate (one, this.transform);
break;

Ewova 6.12: To script Keyboard
To script cuveyilel pe TIG VTOAOITEG OKTM TEPWTTOGES OPOU®Y Kot avaAdy®s eppavifel to

avtioToryo povtédo oto emieypévo Pad. Xpnoyoromonie n kAdon TouchScreenKeyboard [23]
v va avoi&et ko va gleyyBel To TANKTPOAGYI0 TG GLGKELTG.
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6.4.3 Check Numbers

To tpito script mov ypaeTNKe Y1 aVTOV TOV Ypipo Tpootédnke oto Image Target Tov aplBudv Kot
eréyyel av etonydnkav ot cwotoi apBpoi (Ewkdva 6.13). o vty v €kdoot Tov Ty vidlon,
Héc® ™G oeaipag eaivovtal ot apBuol 2794 e celpd Vyovg. Ondte TO script EAEYYEL av £xEl UTEL
0 apBuog 2 oto 1o pad, o ap1Buodg 7 oto 20 pad, o apBpds 9 oto 30 pad kot o apOuds 4 oto 4o
pad. Av 1oybel avt) n ovvOnNkm, aAldalel 1o material tov povtédov Tov aplBudv ce €va mo
avoryto ypopa. Av adidovv Eava ot aplBpol Tovg EmOVAPEPEL OTO TPONYOVUEVO YPDOUO. ZTOV
inspector tov script £govv avatebei To dvo material wg brown kot beige.

public Material beige, brown;
private Keyboard keyl, key2, key3, keyd;

voeid Start()
1
Sfmaipver ta 4 scripts Ta pads
keyl = GameObject. ") .GetComponent<Keyboard> ();
key2 = GameObject. ad2").GetComponent<Keyboard> ();
key3 = GameObject. 3" .GetComponent<Keyboard: ();
keyd = GameObject. ") .GetComponent<Keyboard> ();
h
voeild Update()
1
if((keyl.text=="2") & (key2.text=="7") & (key3.text=="9") & (key4.text=="4"))
flav Eyouv kol T@ 4 TOUG OWOTOUG fuov¢ pstatpEmsl ta moterials
if (keyl.text != null)
1
keyl.number.GetComponent<Renderer:().material = beige;
)
if (key2.text != null)
{
key2.number.GetComponent<Renderers>().material = beige;
I
if (key3.text != null)
1
key3.number.GetComponent<Renderer:>().material = beige;
}
if (key4.text != null)
1
key4.number.GetComponent<Renderer:().material = beige;
h
}
else
Yav desv slva swoTotl apiduol EmavapEpsl To mponyouusve materia
1
if (keyl.number != null)
1
keyl.number.GetComponent<Renderer:>().material = brown;
}

Ewova 6.13: To script Check Numbers
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6.5 Emiloyog

Ye autd t0 onuelo €xel oAokANpwhel kot o TéTopTog Ypipog Tov mayvidtov. H dvokolia mov
mopovciace 1 avadntuén tov PplokdTay 6T ONUIOVPYID TOL HOVTEAOL TNG GPUipaS, UG KOt
aQOPOVCE £Va, GYETIKA AYVMGOTO AVTIKEIUEVO. Tav KMOOIKAG Glyovupa. ETOEXETOL PEATIOCE®V, HIOG
KoL 1 0pyIKn W€, Tov NTov va Yyupilel pe yewpovopia d0o doKTOA®Y 1 GPaipa, OV KATAPEPE VA
viomonBel. Ocov apopd To vovuepa, ypeldotnke vao peietnBobv véeg pébodot, Omwg M
YEPAYDYNON TOL TANKTPOAOYIOL UI0G EEMTEPIKNG GVGKELNG KOl 1] OTOKOULIGT) T®V TANPOPOPIDV
Tov. Mg auToV T0 Ypipo OAOKANPDVETUL TO GET YPIP@V TTOL €lxe oYed10GTEL Y1 TO project.

Aoxipndlovtog oe teMkd emimedo TV €@apupoyn otn ovokev Android moapatnpnOnke OTL 1
aVAALGOT TG EIKOVAG amd TNV KAPEP TNG CLOKELNG deV TV 1 KOADTEPN dvvoth. Metd and pia
ocvvtoun épevva, dmotodnke mwg to Vuforia dev kdvel avtopatn eotiaon (auto-focus) pécm
m¢ kapepoc. Omote Ypaotnke éva moAD amhd script mov evepyomnotei to auto-focus 6tav Egxvnoet

N €QapuoYn.
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Kepalarwo 70  Telko eminmedo

7.1 Ewoayoym

Metd T0 PG TN OMNOVPYING TMV TEGCAPOV YPIP®V, TO Tayvidl dev €dtve TV aicOnom mmg
TEAEIDVEL UE KAamowov tpomo. [laporo mov wpootédnkav HOVIEAD TOV OAOKANPOUEVOV YPIPOV,
KOO KO UE KIvNoT, 6€ OAOVE TOVG Ypipovg pe T Avon tovg, Kpidnke amapaitntm 1 mpoctnkn
evOg emmAéov emmédov. XTo TeEMKO emimedo o moiktng 0o koAeitol vo, cLYKEVTPMOGEL OAO, TU
oloKkANpopéve povtéda og €va Kouti, 6to omoio @aivetan 0Tl Agimovv téocepa oynuata, pio
ooaipa, évag KuPog, évag kbkiog Kot éva tetpdywvo (Ewkova 7.1). Avtd to emimedo dev el
KAmola 1010{TEPT SLOKOALN Y10 TOV TTAUKTY, TPOCPEPEL OUMG £VOL KAEIGHO GTO O VIOl

Ewodva 7.1: To kovti/doyeio 610 onoio mpénet va tomroBetnBovv ta olokAnpopéva LoVTELD

7.2  Avtikeipeva yio To 00yeio

To povo avtikeipevo mov ypeldotnke vo dnpovpyndet yio avtd 1o eminedo Mtav £va doyelo Kot
Téooepa VIO-0oyeia Yo vor TomoBetnBobV o oAokAnpouéva povtéra. o dAAn pio eopd €ytve
xpnon tov mpoypaupatog Blender. Anpovpyndnke éva véo project kot pésa Tov €vag KOBog.
Awpopemdnke to oynua Tov ot 10 PABog Tov Vo, gival PIKPOTEPO o TIC AAAEG TAEVPEG, YO VO
Qaivetol oov TpomatodnKk. Xe avTd EXPETE VO KOTOVV TEGGEPH GYNUATA TOV VO QOIVETOL GOV VO,
Aeimovv and 1o oynuo téocepa avTikeipeva dlapopetikod oyfuatoc. 'Etol mpootébnkav 600 kbpot
Kat évag KoAvdpog ot oknvi]. O évag kOPoc ophedtnke pe ) pébodo mov mePypAPETOL GTO
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KePAAaio 6.3.1 MoTE va TAPEL TO GYNUO UG COAIPAS, KOl 0 KOAVOIPOG CUIAEDTNKE DOTE VO, Elval

)\
-

Aeiog (Ewova 7.2).

Ewdva 7.2: Ta avtikeipevo mov ypetdotnkay yio i Komég

Y10 k@Oe TETOPTNUOPLO TOVL OPYIKOD GYNfOTOC TomobethOnke éva oyfua ®ote va yivel Boolean
Toun oto mpwto. [lpmdta peTafAndnkov to oYNUATE OCTE VO YOPOLV OUOIOLOPPO GTO OPYLKO
oynuo. IIdve aprotepd toroBemOnie 1 oeaipo uéxpt ™ péon g Pabdid 6to oynua Kot KOTNKE
oand ekel dote va goaiveton 61t Aginel pio opaipa. [Idve 6e&ld Ttomobetinke o KOPog eAdyioTa
Babud oto oynuo ®ote vo @aivetar 0Tt Agimel éva tetpdymvo. Kdatm 6e&id tomobethnke o
KOAMvOpog, Eova ehdyiota Pabid oto oynuo Yo va @aivetor 0t Aeimel évag kOkAog. Téhog, o
KOPog wnpe KAion 101 e TNV KAlon 1oL £XEL TO LOVTELD TOV OAOKANP@UEVOL KOOV to Unity Kot
tomofeT ke KAT® deELd TOV OPYIKOV GYNHUOTOG, UEXPL TN UECT] DGTE VO POIVETOL OTL AgimEL £vag
otpafog koPog. ‘Eywe petd and kabe Pua pioo toun Boolean 6to apyikd oynuo 6to ke
tetoptnuopo (Ewdva 7.3).

To teMkd oynua avtypaetnke dilieg t1€ooeplg Popéc o€ €va véo Collection péoa otn oknvi.
AnpovpynOnke éva id1o oyfua aAAd yopig TIG TOUEG, Kol KOTNKE TO £VO TETAPTNUOPLO TOL LE
évav k0Po (Ewdva 7.4). To dedtepo oynua ypnoLOTOONKE Yoo Vo KOTOUV T TEGGEPO
TETAPTNHOPL OO TO TEMKO GYNUC, MOTE Vo LIdpyovv téocepa Egxmplotd meshes mov Oa
npootefobv oto Unity project yuo kadvtepn Swayeipton. Ta teAikd poviédo mov £ywvov export
Ntav t0 oAoKANpOUEVO doyelo, Kol Ta TéGoEPn Vo-doyein, ¢ .fbx apyeia kal elonAbav 6to
Unity project pe évo drag-and-drop o€ évav véo @dkeho ota prefabs. Anuovpyndnke éva véo
Image Target otn oknvn kot ToroBetnkav ta véa poviéda. Eeapuootnke oto screen (doyeio)
éva okovpo EvAvo material pe potifo (Ewkdva 7.1).
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Ewodva 7.3: To ohoxkAnpopévo oynpa tov doyeiov

Ewova 7.4: O tpdmog mov koOmNKaV T0 TEGGEPN VITO-00)ElD
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7.3 IIpocOnkeg 6TOV KOOIKE KOl GTT] GKIVI|

Movo éva script ypaetnke yio. ovtd to Image Target aAld Tpootédnie KOIKOG Kot 6€ GAA Tpia
10M vdpyovta scripts: Move Plane, Ul Manager, Ul Triggers. Eniong npootébnke éva véo €idog
avtikelévou (tauméia - tag) oto project, to “Win”.

7.3.1 IlIpooOnkeg o¢ scripts

[Ipootétnke pia ypoppun KOIKO Kol 6To TEGGEPA SCripts Tov EAEYYOLV av AVBnKe o k4B ypipoc:
Shelves, Check Numbers, Check Panels, Check Circles. Av €yet AvBei o ypipog, evepyomoteitat
pio Boolean petafinti tov script Ul Manager mov eAéyyel 6A0 to matyvidl. Avarioya to ypipo
gvepyomoteital n petafAnty sp, ci, ma, 1| cu:

GameObject.Find("UlIManager"). GetComponent<UIManager>().sp = true;

210 script Ul Manager ot péfodo Update mov tpéyetl o€ kdBe frame mpootédnke o KOIKAG TOL
paivetal oty ewova 7.5. Av €yovv AvBel 6lot ot Ypipot, To OAOKANPOUEVE OVTIKEILEVO TOV
vrapyovv mAéov ot oknvn (o AaPodpivBog, o kOPog, o diokog Kol M cPaipo oL TPOLINPYE)
naipvovv TN véa Tauméra “Win”. Me avtov tov tpomo Oa pmopel o maiktng va To KIviGEL, oG Kot
oto script Move Plane 6tov eA&yyetot 1 TOUTELD TOV AVTIKEWEVOV TPOG LETOKIVNOT, TPOCTEONKE
kot 1o €idog “Win”. To script Move Plane npootéfnie nAiéov og Ola ta Image Targets, mote va
umopoy va petakivndovv movtod aviikeipeva pe 10 katdAAnAo tag. IMopaxkdtm, GTOHOTAEL 1
TEPIOTPOPT] OC®V AVTIKEWEVOV TTEPIGTPEPOVTIOV HETA TN ADOT TOV YPIPOV, Kol TO OVTIKEILEVO
sphere2 tov ypipov ™G oceaipag dev umopel mAéov va meplotpagel amd Tov maiktn. TéAlog,
amevepyomolovvtol ot Boolean petafAntéc ylo va unv tpéyet ocvvéyeia n péBodog.

vold Update()
1

imgt = thescript.img; naipveEl To dvoua Tou aviyveuusvou Image Target
if (cu &% ci B& ma &1 sp){ ; A

GameObject.Find( ).tag = H
GameObject.Find( ).tag = B
GameObject.Find( ).tag = H
GameObject.Find( ).tag =

sh.GetComponent<Spin:(}.enabled = false;

GameObject.Find( ).GetComponent<Spin_Circlex().enabled = false;

GameObject.Find( J.transform.localEulerAngles = new Vector3( . , H
GameObject.Find( ).GetComponent<SpinWithTouch:().enabled = false;
cu =ci=ma = sp = false;

Eucova 7.5: H véa nébodog Update tov script Ul Manager
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Y10 script Ul Triggers mpoctédnkay t666€p1c EAeYYOL Y10, TNV TOTOHETNON TOV AVTIKEWEVOVY EVTOC
kot gktdg Tov Inventory. Otav Ba Byaivovy amd to Inventory ta véa avtikeipeva, 0o Taipvovy véo
péyebog kot mePloTPORY], MoTE Vo Ympovv oto doyeio (Ewdva 7.6). Ot éheyyor mpootédnkay o
uébodo OnPointerDown() tov script. EmumAéov, mpootébnke to cvototikd Image ota téooepa
prefabs tov avtkeipévov, pe éva gikoviolo To omoio Oa eppavifeton oto Inventory 6tov avtd Oa
pumoaivouv ekel.

if (pplane2.name == "
pplane2.transform.localscale = new Vector3( s , | H

pplane2.transform.localEulerAngles = new Vector3(8f,87,87);
1

}
if (pplane2.name == "
pplane2.transform.localScale = new Vector3( N , H

pplane2.transform.localEulerAngles = new Vector3(8€,87,07);

1
I

if (pplane2.name == H
pplane2.transform.localScale = new Vector3( N N I
pplane2.transform.localEulerdngles = new Vector3( ) - » B

}

if (pplane2.name == H
pplanez.transform.localscale = new Vector3( R » )i
pplane2.transform.localEulerAngles = new Vector3( s » |H

Ewova 7.6: Ot édeyyol Tov mpootédniay otn pébodo OnPointerDown() tov script Ul Triggers

7.3.2 To script Screen

Méoa oto véo Image Target mpootédnie éva kevd avtikeipevo, 1o Shell2, ko péoca oe a1, TO
doyelo (screen) pe to, T€ooEPO LIO-O0yElD. LTO AVTIKEILEVO screen TPooTEONKeE To script Screen, To
omoio eA&yyel To av €yovv umel Oha ta avTtikeipeva otn cwoth Béor (Ewova 7.7). Avtd copPaivet
Ommg cLVEPN pe Tov ypipo Tov AaPupivBov Kot Tov KOOV, INANST| TOPAYOVTOL KATOLES AKTIVEG
OV TEPUEVOLV VO, YTUTNGOVY Tov cmotd collider. Xe dho ta avtikeipeva tpomomodnke 10
ovotatikd Tov collider Tovg dote va yiver Convex kou Is Trigger. Avtd €ytve yuo va aviyvevovtol
omoTO amd TG oKTiveg. Aoy ytumnbel T0 CWOOTO OVIIKEIUEVO EVEPYOMOLEITOL M OVTIGTOLYN
Boolean petafint, kot dev pmopel mo. 0 maiktng vo to petokiviost. Télog, eAéyyetal ov
EVEPYOTOMON KOV KOl OL TEGGEPLG LETOPANTES, KOL TOTE TO OVTIKEILEVA TAIPVOLVY TNV 10100 ELLPAVION
pe 1o doyeio, tomoBetovvtanl pésa oto Shell2 ya va opadomomBoiv, kot Eekivodv va yopvay Ola
T ototyeio pali og pio apyn toydta pe to script Spin mwov €xel mpootedel oto Shell2 (Ewdva
7.8).
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public class Screen : MonoBehaviour
1
public GameObject hsp, hcu, hma, hci, hitsp, hitcu, hitma, hitci;
public Vector3 rsp, rcu, rma, rci;
public bocl bsp, becu, bma, beci;
private UIManager uiman;
private Transform tran;

vold Start()

1
uiman = GameQbject.Find("UIManzger").GetComponent<UIManagers> (),
Sfmaipver to script UI Manager
tran = GameObject.Find("Shell2").transform;
Afmaipver to transform vov Shell orto Image Target
¥

vold Update()

i
RaycastHit objectHit;
S/mapdystar pia axtiva and to xdale vnd-doysio ps pikpd pRxog
Vector3 rsp = hsp.transform.TransformDirection(af, af, 8.127)
Vector3 rcu = hcu.transform.TransformDirection(&f, af, 4.127)
Vector3 rma = hma.transform.TransformDirection(af, @f, 8.857);
Vector3 rci = heci.transform.TransformDirection(ef, af, @ )
S/Eppdvion Twy akTivwv yia debugging
Debug.DrawRay(hsp.transform.position, rsp, Coler.green);
Debug.DrawRay(hcu.transform.position, rcu, Coler.green);
Debug.DrawRay(hma.transform.position, rma, Color.green);
Debug.DrawRay (hci.transform.position, rci, Color.green);

Afav yTumiost kdTi n akTiva T opaipag
if (Physics.Raycast(hsp.transform.position, rsp, cut objectHit, 2.127))

1
hitsp = objectHit.collider.gameObject; //maipvetr to avriksiusvo
if (hitsp.name == "sphere2"){ Sfav slvar n opaipa
hitsp.transform.localPosition = new Vector3(-@.126¥, @8.7572f, @.897);
Sty tomoletel o San mov yepiler To KeEvd Tov poviEAou
bsp = true; Srevepyonorel tn boolean pstafAnTh vikng
hitsp.tag = "Untagged”;
ff0ETEr To avrikEipsve va sivar tumov “Untagged”
Sfyia va unv pmopst va To fava UETAKLVIOEl O MALKTIG
}
rsp = hsp.transform.TransformDirection(@, @, @);
Slansvepyonoisitar n aktiva yra va svepyonoindsi Lava
b

Ewova 7.7: To mpmdto pépog tov script Screen

AxoArovBovv tpelg 10101 Edeyyot Kot yuo Ta GAAa Tpio vo-doyeia, pe T petafAntég hitcu, hitma,
hitci, rcu, rma, rci, bcu, bma, bei.
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if (bsp 8& bcu && bma 2& bci){

Afto material Twv "’lhu(r_u.ar_l v
hltsp GetComponent<Renderer:=().

hitcu.GetComponent<Renderers().material
hitma.GetComponent<Renderer:().material
hiteci. Get[umpunent<Renderer>(j material

.GetCUmpDnent<Renderer>(j material;
.GetComponent<Renderer:>().material;
.GetComponent<Renderer:().material;
JGetComponent<Renderer:().material;

ouadomo

umuuaul Liul

R R = -

}~]

-"_,"TJ!' _',."la.lrfcnucl iz T T VoU v uc\._,. orTo =SMeLlt
hitsp.transform.SetParent(tran);
hitcu.transform.SetParent(tran);
hitma.transform.SetParent({tran)
hitci.transform. SetParent(tranj;

¥

fAto shell Eswkiva va meproTpepstarl ps To script Spin
GamEDh]ect Find("Shell2").@etComponent<Spin:().enabled = true;
c-ch}x.ﬁ.xu-‘zi ot boolegn psrabBAntsg yio va pnv TpEysr ouvEysia n pEfodog

bsp bcu = bma = bci = false;

Eucova 7.8: To devtepo pépog tov script Screen

Eméybnke o ewova yio to Image Target. Katéfnie amd to dadiktvo, ektuonminke, avéPnke
o™ 6eMida, KoTEPnKe cav Pdon dedopévav, elonydn oto project pe drag-and-drop ko ovatéOnke
oto Image Target (Ewova, 7.9).

Ewova 7.9: H eixdva tov Image Target yio To TeAko eninedo
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7.4 Emiloyog

e avto TO onueio &gl oAokANpwOEl Kol TO TEAIKO EMIMESO TOL TAYYVIOIOV. L€ AVTO TO KEPAANLO
dev glonyOnoav véeg Evvoleg N uéBodol, ahdd mpootédniay emmAéov Agttovpyieg 610 Ty vidt yia
v €opubun kot kodaicOntn olokAnpwon tov. Xtig gwoveg 7.10 ko 7.11 @aivetal to TeEMKO
OTOTELEGLLO TOV TEAMKOD EMITEDOV.

Ewova 7.10: Tlog topralovv ta avTIKEiEVa LEGH GTO screen

Ewova 7.11: To teAikd oynua ToV OLOKANPOUEVOL LOVTEAOD
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Kepdhiow 80 Xvpmepdopnato kot HEALOVTIKOL GTOYOL

8.1 Xvpmepdopata

To wp®dTO cLUTEPAGUO TOL ByHKE amd TNV AVATTLEN OWTHG TG EPAPUOYNG Elvar OTL ypetaleTon
EVOEAEXNG UEAETN Yo TNV €MAOYT TNG TeYVOAOYing wov Ba ypnoipomombel oe pio poproyn pe
AR teyvoroyiec. Ewdwkd oty mepoyn tov dwpedv AR Kkits vmdpyovv apketéc emAoyéc, kot
aVAAOYWS T®V SVVATOTHTOV TTOV EMBLHOVVTAL OO TOV OMLLLOVPYO Y10, TNV EQPOPUOYY], OLOPOPETIKAL
TAKETO KOADTTOVV TIG EKACTOTE OVAYKES.

H aviartuén mayvidiov pe AR Sopépel amd vty tov ovpfatikdv mayyvidiov. Tapovoidlel
dpopeTikéc duokorieg aAld kot avaykes. O mapdyovtag tov eEmtepkon mep1Pdilovtoc Tpémet
va \nebel coPapd v’ dOyv, pog Kol amoteAel To piod moryviol, o avtibeon pe T GUUPUTIKA
TOLVIO TOL ATOTEAOVVTOL TANPMG OO YPOPIKE oTotKElo. AVTO TO o vidl lvar QTIOYUEVO Yo
Vo TaLyTel 6€ VO OOUATIO LE GUYKEKPIUEVO YOPAKTNPLOTIKA, ONAOdN TOV GOOTO POTICUO KoL TIG
EKTUTOUEVEG EIKOVEC GTO GMGTH GMUElL.

Avtd TO project TPOGEPEPE O OVETTUYUEVH EUMEPiR OTNV OVATTUEN ToyvVidudv pe v
mAoteopua Unity. Xvvn8ileton og t€t0100 €100V projects 1 cuvepyasio pag OAOKANPNG oA,
omov k4B péLOG G elvar vITEVOLVO YOl £V CLYKEKPIUEVO KOUUATL TNG AVATTTVUENG, 1] OKOMOL Kot
v évav amd tovg ypipovg. To yeyovdg OTL QTIAYTNKE OTOMIK(, TAPOLGINGE OPKETOVG
TEPLOPIOUOVG, OTO YPOVO AVATTUENG, OTIG TPOYPOUUOTIOTIKEG OLVATOTNTEG, GAAL KOl GTNV
e€e1dikevon o KOUUATIO EKTOC TOL TPOYPAUUATIGHOV. EmmAéov, amotnOnke o€ Hikpd ypovikod
ST A 1] YEVVYNOT ONLUOVPYIKNG EUTVEVGTG, OGOV apopd TIG 10£eg TV Ypipmv. e avtd fondnoce
eV pépeL M evacyOAnomn pe mapopowo moryvidwn puzzle oto mapeAfov, aAld Kot po chvoun
emaveniokeyn og kamowa and avtd (The Room [24], Myst Riven [25], Myst Exile [25], etc)

O oxondc Nrav vo dnuovpyndet éva véo mayvidt mov va Bvpiler pev mohordtepa, peydAa
oy vidla Tov gidovg puzzle, aAAd va gival aVTOdNUIOVPYNTO Kot TPOTOTLTO. [t awTdv T0 AdYO
Empemne av Oyl OAOKANPO, TO HEYOADTEPO KOUUATL TOV VO, EIVOL KOVOUPLO KOl VO UMV YPTCLLOTOLEL
E&va avtikeipeva kot otoyeio. ‘Etol dev Ba pumopovoe mapd vo ypelaotel 1 onpovpyia vémv
ypapwav. H yprion kdmolov mpoypdupatog oyedioong 3D ypaeikdv ftav amapoitnn, Kot avtd
TPOcEPEPE Lo KAToa gpmelpia kot o€ avtov Tov Topéa. Ovrtag éva EEvo avtikeipevo, To Tpoidvta
0TS TNG TPOSTADELNS AVAYKAGTIKG TOPpoLGLalovy éva TpdHo 6tddio avthg g yvaong. ap'
oA aVTA, KpiONKay emapK| Y AVTO TO GTASI0 TOL project, av Oyt kai yio TNV €kbecn Tov og
dropa yio play-testing. Play-testing etvor 1o otéd10 6mov éval Taryvidl SavELETOL GE €val LKPO
delypa atopv yio polikd EAeyx0 TOL TALXVIOOD KOl Yo Vo, dNUovpynfodv eVTLTAOOCELS TPOS
Beltioon tov (feedback).
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Téhog, 10 mayvidl £pepe o€ emapn dVO dNULOLPYOVE YO TOV GYEOAGHO TOV EIKOVAOV KOl VAIKAOV
Kot €0000E TNV EUTEIPIOL TNG GUVEPYACING G KOTOWO0 project avamTtuéng QUPUOYNG LE YPOPIKA.
Xwpig tov ocvvepydtn ypapiota avtd to maryvidl Bo ¥pNCYLOTOI0VGE KATO TPOGEYYIOT] KATOEG
EIKOVEG aTd TO O10.01KTLO KOl AVTOCYEN N VAIKE, TAAL e vEa e€otkelwon otov Topéa Tov oyediov,
[e OmOTELEG O VO UMV NTaV TG0 KohaioOnto aAAdd kot iomg TV [ OAOKANP®GT TOv oty vidto0
o€ 0TO T0 0TAA10, {0MG e AYOTEPOVG YPIPOLG.

Kabolikd, ftav pio 1oAd £viovr, dNUIOVPYIKN, TIECTIKN OAAG Kot TOAD EVYAPLOT EUTEPIQL.

8.2 Mzelhovtikoi 6TéYOL

O peAdoviikol otdYOL Yo ovTd TO ToYVidl givol olyovpa 1 ovanTLEN Kol TPosONKn emmAiov
yplpwv, n TeAelonoinon TV ypaeikdv 3D poviélwv, icmg and kamolov enayyeipotio, 1 €ékbeon
0V o¢ play-testing, ko1l apyodTEpA 1 TOPASOCT TOV G€ KAmow €Tapio. [LE escape rooms yio i
dubeon| Tov 610 KOWO. Agv givon péca ota oyéda va avéPel n epappoyn oto Play store g
Google v Android, 6101t amottel ) ypron eEOTEPIKDOV AVTIKEIWEVOV KOl €V UTOPEL Vo TTouyTel
QVTOVOUO GE KOO GUGKEDT).

H epapuoyn mpénetl va mepdoetl amd TOAAG akoun otadio Yoo va Beopnbel o emoyyeApaticg
d0VAELG, OTTMG VO SOKILAGTOVY T GTATIGTIKA TNG o€ Bépata ToyvTnTog (optimization) Tov KOOKA.
Eivatl oiyovpo g n mpocsHnkn véwv ypipwv Ba givar pua mo ypovoBdpa dradwkasio yio vo dobel
EKTEVEGTEPT] TPOGOYN, WO Kot TO Pactkd mayvidtl Exel ohokAnpwbei. Metd to play-testing sivo
oxedov oiyovpo mwg Bo épBovv ommv empdveir véa onpeion Pektioong Tov  mALYVISIOV.
[Ipocdoxdtor avtd T0 TALYViIdL VO EIVOL TO TPMOTO TOAADYV GAL®VY OV 16MG YIVOUV 6TO PEALOV.
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ITAPAPTHMA A : BINTEO

210V mOpOKAT® cOHVOESHO glvar avaptnpéva Kamow Pivieo mov mapovoidovv Tov Kabe ypipo Tov
O VIS0V KOl TO TG AVVETOAL.

https://www.dropbox.com/sh/oSmkn2rOvakzhjg/ AADOMWEWDVKAG7M7B1BnotF_a?dI=0
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