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Befoichvaw ot giuar o ovyypapéas avtis g epyooiog kar 0Tl kabe fonbeia v omoio eiya yio THV
TPOETOIUATIO. THS EIVAL TANPWS AVAYVWPIOUEVY KL QVOPEPETOL oTHV epyaoia. Emions, éxw koataypdayet
TIC OTOIES THYES QO TIC OMOLEG EKOVO. YPHON OE0OUEVMYV, 10DV, EIKOVMV KOl KEIUEVOD, EITE QVTEG
avapépovral okpifac eite mopappacuéves. Emmiéov, Pefaioovm ot avty n epyacio mpoETOLUGoTHKE OTO
EUEVOL TPOOWTIKA, EIOIKA (WG OAMUOTIKY Epyaoia, oto Tunuo Mnyovikov TAnpopopixns koi
Hlextpovikav Zvotquatwv tov ALTIA.E.

H mopovoo. epyooio amotelei mvevuorikn 10toxtnoio tov  goitntyy Koumdvy Hoavoyioty wov thv
EKTOVHOE/OY. 2T0 TAGLOIO0 THS TOMTIKHG QVOLIKTHS TPOTPOOHS, O GUYYPOPENS/ONULOVPYOS EKYWPEL TTO
Migbvég Hovemoriuio s EALGOOS ddeio ypHong tov OKOIDUOTOS OVOTOPOYWOYHS, OOVEICUOD,
TaPOVOIAcHS OTO KOIVO KOl WHPIOKNG OLGYVONS THG EPYOOIOS O1eOVAS, 08 NAEKTPOVIK LOPYT Kol g€
OTOLOONTOTE UEGO, YPLO. OIOOKTIKODS KO EPEVVHTIKOVS OKOTOVS, GVeD aviallayuaros. H avoikty mpoofaon
OT0 TANPES KEIUEVO THG EPYOTIOS, OV onUOIVEL KoH O0l10VONTOTE TPOTO TOPOYWDPHOY OLKOIWUATWV
O10VONTIKHS LOIOKTHOLAS TOD GUYYPOPEN/ONUIODPYOD, OVTE ETITPETEL TRV OVOTOPOYWYY, OVAOHUOTIEDOT],
ovVILYPOQY, TWANOY, EUTOPIKY YpHoy, olavour, Exdoon, uetopoptwon (downloading), aviptnon
(uploading), puetdppoon, POTOTOINoY UE OTOIOVONTOTE TPOTO, TUNUATIKG. 1] TEPIANTTIKG. THS EPYACIAG,
XDPIS T PHTH TPONYOOUEVH EYYPOPY TOVOIVETH TOV TVYYPOPE/OHUIODPYOD.

H éyxpion g duthopatikig epyociog and to Tuqpe Mnyovikov ITAnpogopiknig koar Hiektpovikdv
Svotnuiatov Tov Atlebvoig [avemiotnuiov g EAAGS0G, dev vTOOMADVEL ATAPOUITHTMG Kol AT0S0YN TOV
OATOYEWMV TOV GLYYPAPEX, €K LEPOVS Tov Tunpatog.



« Apiepwve v d1atpify oo oty ovipoeo wov Ayiliovy Xpiotidov, mov e eVERVEDTE Kol Ue oTHpPICE
OTIG TLO SVOKOAES OTIYUES DAOTOINGNGS THS TOPODEOS TTVYLOKNS epyoaiag. H vmopovy ko n evlappoven
¢ e Ponbnooy va praow ato oHUEIO TOV PPICKOUOL CHUEPOY
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IIpoioyog

H emhoyn g cuykekpluévng truoytokng epyaciog pe 0épa v "Exmoidentikn epappoyn aenynong He
xpNoN emALENUEVNC TPy UATIKOTN TG Yol TO pabnpa g Iotopiag g A' Anpotikod" mpoékuye amod
TNV aVAYKN Y10 EVaV M0 S1dPOcTIKO Kol EAKVOTIKO Tpomo ddackariag. [Iavta wioteva 6t N Iotopia
€lval KATL TEPIGGOTEPO OO NUEPOUNVIES KO YEYOVOTO, Elval 1IGTOPlEG TOV TTPETEL VoL {OVTAVEDOLV, QALY
SVOTLYMG BTNV ETOYN LoV, OTAV dNANOT TTyova eyd Tetdptn ONUOTIKOD, deV LITNPYE TOGO EHKOAN VT
n ovvatotnta. [MAéov péom g emavénuévng mpaypotikodtrag (AR), pmopodue va avafubcovue
ONUOVTIKG IGTOPIKA YEYOVOTO KOl LLOYEG TOV TOPEADOVTOC, LETATPETOVTOC T dtadikacio Tng padnong
o€ o Plopotikn epmelpio.

Av106 10 Bép0 cLVIVAGE TNV OYAMN LOL Yo TNV EKTOOEVTIKY TEYVOAOYIQ LE TN ONUIOLPYIKOTNTO KoL
NV Kowvotopia, evd tontdypova omavtd og éva mpaypatikd {fmnpa. Tn dvokoliio mov cuyva £xovv ot
paontég va cuvdebovv pe v Ilotopia.

Katd ™ dudpkela tng vAomoinong e mapodoas TTUYLNKNG EPYACING, OTEKTNOO Mo LKPT EUTELPia
oV avanTuEn epoppoyYoOV pe teXvoroyieg AR, 6mwg emiong Kot 6T TPOGAPLOYY| TOVG OTIG AVAYKES
TOV padntdv.

Q61660, 0 PEYOADTEPOC GTOYOG OMOTEAEL TN OKEWYTN OTL 1 €PYOCiO. OV UTOPEL VO TPOGPEPEL UIaL
Ol0OKESUOTIKY TPOCEYYIST) OTN UAONGT, EVOEYOUEVMG EUTVEOVTOC TEPIOGOTEPOVG UaONTEG va
ayamicovv v lotopio oAl Kol TV EMOTAUN TNG TANPOPOPIKTS.



Iepiinyn

H mroyokn epyacio odnynoe ot dnpovpyic pog OAOKANPOUEVIG EKTOLOEVTIKNG EPAPLOYNG, TOV
TPOCPEPEL LaL S1AOPACTIKY gUmepia pdonong ywo to pddnua g lotopiog A’ Anpotkov. H epappoyn,
N omoio. vAomomOnke pécm g mAateoppag Unity, tng Vuforia Engine kot Tov mpoypaupetog
oyeodiaong 3D ypaepwkadv Blender a&lomoiei v teyvoroyio g AR vy v avaPioon otopikmdv
YEYOVOT®V KOL TNV QPTYNOT CLLOVTIKGV LoDV Yo TNV 1oTopid.

H epappoyn epmepiéyet tpeig Pacikcés piyeg amd 1o oxoikd PiPiio, ot omoieg emedéynoav pe faon m
ONUOGI0 TOVG AAAG KOl TNV KATOAANAOANTOG TOVG Yia Tapovsioor pécw AR. Méow g epopproyng, ot
pontég umopovv va aAANAoemdpdcoovy e Tovg 6toAovg N To Taypata EAXMvev ko [epodv, va
aKoHGOLV aENYNOT TG HAYMG OAAG KOl Vo, GUUUETEXOVY GE KOVIL YvdoeE®mV Kol AALES S1OPACELS TOV
EVIGYVOLV TNV KOTOVONGT TOV HabTHoToc.

Q¢ amotélecua amd TNV YPNON TNG EQUPLOYNS Elvar ot pabntég va Ppovv T dradikacio g padnong
O EVOLOPEPOVON KO SIUCKESAUGTIKT, KOl [LE CUTO TOV TPOTO VO KOTAVONGOUV KOADTEPQ TO, IGTOPIKK
yEYOVOTOQ.
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«Creation of an augmented reality educational app for the History

course of the 4™ year of elementary school»

«Panagiotis Kampanisy»

Abstract

The thesis led to the creation of a comprehensive educational application, which offers an interactive
learning experience for the History lesson of 4th grade. The game, which was implemented through the
Unity platform, the Vuforia Engine and the 3D graphics design program Blender, utilizes the technology
of the Greek Academy of Sciences to revive historical events and narrate important battles for history.
The application contains three key battles from the textbook, which were selected based on their
importance and their suitability for presentation through AR.

Through the application, students can interact with the fleets or battalions of Greeks and Persians, listen
to the narration of the battle and participate in knowledge quizzes and other interactions that enhance
understanding of the lesson.

As a result of using the application, the students should find the learning process more interesting and
fun, and in this way better understand historical events.
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Evyoprotieg

®a ndera va evyaproTom Tov emPAEnmv kadnynt Evkieion Kepapdmoviro, yio v kabodnynon tov,
TNV VIOUOVT KOl TNV LTOGTNPIEN OV Hov TTPOSPepe KB’ OAN T ddpKelo EKTOVNONG TG TAPOVGOG
TTUYLOKNG EPYOCIOG ALY Kot ETioNG Yo TNV €VKOIPia TOL HoL £0moe va cuvepyootovue. Evyopiotd
TNV OIKOYEVELQ OV Y10 TNV YA, TNV LTOGTNPIEN KOl TNV THOTN OTIS IKAVOTNTEG OV, KOO KO TIG
oTLYHEG oV dgv TioTeva o€ avTéc. Tovg evyaploT®d Tov TAvTa Pe oTNPaY Kot Hov £dvay Tn dhvoun
K0l TO YPOVO VO, GLVEYICM.
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Kepaiao 1o: Ewsayoy

1.1  Xtoyog

H epappoyn amookonel katd kvpto Adyo otnv O1€VKOALVGN TG KATAVONGNG TOL HOBNUATOS NG
otopiag A’ Anpotikod pe Evay Tpomo chyypovo, ToL Vo VAl YYAPLLOG GTOVG LobNTéS aAAG Thve o’
O\0, O10.0KESAGTIKOG.

Avto emituyydvetol HEC® TNG OVOTTUENG TNG EQOPUOYNG EMOVENUEVING TPOYUATIKOTNTOS IOV
TEPLYPAPETOL GTA TOPAKAT® kePdAole. H epappoyn oyxedidotnke pe otdxo va Agttovpyel og
cupmANPOUATKO Kot fondntikd epyaieio yuo v dwdackaiioo tov pabnuotog g Iotopiag g A’
Anpotikod. Emiong, oyedidotnke Kot He TO GTOYO VO EMTPEMEL GTOVG UAONTEG VO KOTOVONGOLV
KAADTEPQ, TIC TANPOPOPIEG, GUVIEOVTOC TO YEYOVOTO, LIE OTTIKES OVOTOPACTAGELS Kot S10dPACELC.

H epappoyn €xer oyxedootel pe térolo tpomo mote va kKobodnyel tov podnt Sadpactikd otnv
eEepelivnon 10TOPIKAV UaY®V, EVAD TOPAAANAL EVOOUOTMVEL EKTAOEVTIKA OTOLXEID GLVOEOVTAS TO
TEPIEYOUEVO TNG EPUPUOYNG UE GYETIKO VAIKO atd To PiAlo Tov pobnt Kot To TETPASIO EPYACIDY TNG
16TOpiOG TNG TETAPTNG TAENC TOL dNUOTIKOL oyoAeiov. Ta ypapikd oyedidoTnKay (e GKOTO Vo fonfovy
GTNV KOTAVOTGT] GTPOTNYIKAOV KIVIGEDV Y10 TPEIG CNUOVTIKEG LAYEG OTNV 10TOPLN TOV apYoimV YpOVOV.
Tn péyn tov Mapabova, ™ péyn Tov OgppomvAdv Kot T vavpoyio e ZaAapivogs.

Emnpdcbeta, 1o mayvidl otoyevel oty KaAAEPyELn piog OETIKNG 6TAONC TTPog TO uadnua g Iotopiag,
TAPOVGIALOVTOC TNV MG IO GUVOPTOCTIKY Kol EVOLPEPOVGA, AVTL Y10 Ui 0tAN oot 0iom Yeyovotmv

Q¢ 1eMKOg 6TOY0G TNG TAPOVGOS TTLY KNG Aoyileton n dnpiovpyia evog epyareiov mov Ba pmopel va
ypnowonombel oty taén M kol oto omitl, gumlovtilovrag T Owackoiion ue v uébodo g
TEYVOLOYIOGC.

1.2  Aopq

H dopn tov keyévou ¢ mapodoog TTVYLOKNG EPYACIag amoTeAeital and mévte KePAAaLd, To. ool
KOADTTOLV TNV avaTTLEN Kol TV TOPOoVGIiaoT NG EKTOOEVTIKNG EQAPUOYNS aprynong e xpnon AR.
Apyikd 6T0 TPOTO KEPAAUO YIVETOL OVOPOPE GTOV GTOYO KOl GTNV OOUN TNG TTUYLOKNG EPYUCINg L
Titho «EKTOdevTIKN EQOPUOYTN APIYNONC UE XPNON ETOVLENUEVNS TPAYLOTIKOTNTAS Yo TO UaOnpa g
Iotopiag g A" Anpotikouy.

210 dg0TEPO KEPAAULO OvaADETAL TO BE@PNTUIKO VTTOPAOPO TG EMAVENUEVIG TPOYUATIKOTNTAG LECH OO
0 ovveyéc g Ewovikomrog-Tlpoayuatikdmrag. To kepdhato avtd meptlaufdavel opiopovg Kot
EQUPUOYEC TNG EKTETAUEVTG TPOAYLATIKOTNTAS KO EPOPUOYES TNG, KAODE Kot T onpacio TG 6€ TOALOVS
Bacikovg Topeic tng Cong Hog.

2NV cLVEYELD OTO TPITO KEPAANLO, YIVETOL OVIAVGT] KOl TAPOLGINCT] TOV POCIKOV TEXVOLOYIOV TOV
YPMNOLOTOONKOY KATA TNV avVATTUEN TNG EKTASELTIKNG £Qaproyng. Ot teyvoloyieg avtég ot Pdon
tovg givar To Unity, to Blender kot 1y Vuforia Engine.

270 TETOPTO KEQPAAULO AVOADOVTOL OPYIKG Ol BOCIKEC AELTOLPYIEC TOV EmAVOYPTGILOTO 0KV KOTA
TNV VAOTOINoN TNG EPAPUOYNG, KOOMG TOPOVGIALETAL KOl 1] AELTOVPYIKOTNTA TNG EPAPLOYNG, LEC TNG
AVAALGNC TOV YOPOKTNPIOTIK®Y Kol TNg Sopng TV Pacikmv acknoewv. [leptlopfdvel Aemtouépeteg
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v T Mdym tov Mapabava, tn Mayn tov Ospuomuiov kat tn Navpoyio tne Zoiapivag, 6mwg emiong
KOLL Y10l TO KEVTIPIKO LEVOD.

Téhog, 010 MEUMTO KOl TEAEVTAIO KEQPAAOO, EEAYOVUE GUUTEPAGIOTO GYETIKO LE TO. EVPAUOATA TNG
TTUYL0KNG EPYOCIO TNG EPAUPUOYNS KOl TPOTEIVOVTOL PEATIDGELG Y100 TNV EMEKTAON Ko TN ferTioon Tng

EQAPUOYNG.

1.3 Emiloyog

210 TPAOTO AVTO KEPAAOLO YIVETOL GUVOTTIKY| Avapopd 6T dopn| Kat Tovg 6tdyovs ¢ ILE oyetikd pe
TNV EKTOLOEVTIKT] EPOPLOYT TNG QPTYNONG EMALENUEVIC TPOYUATIKOTNTOG Vit TO LAbnuo TG 1oTopiog
NG T€TOPTNG OMLLOTIKOV.
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Kepdiorw 20: To Xvveyéc Ewovikotnros-IIpaypoatikotnrog

2.1 Ewoayoym

Evd n mieovomta tov avBpdrov éxel eotidosl oto AR kot to VR yuo va meprypdwet Tig didpopeg
TeXVOLOYieC, anTol 01 Opot dev EmAPKOVY Y10 TV TANPN KATovOn ot Tov PABovs avtdVv TV TEXVOLOYLOV
Kot TNV a&omoinon Tmv dSuVOTOTHTOV TOVG.

H emavénuévn mpaypotikdmra givar pio TeYvoAoyio OV OVAKEL GTO QACHO TNG EKOVIKOTNTOG-
apaypaTikdTTag (Zyfua 2.1) , n omoia glvar po cuveyng KAILaKo Tov Kopaivetatl HETOED TG EVIEAMS
EWKOVIKNG KOl TNG EVIEAMG TMPOYUHOTIKNG TpayloTikodtntag kot fonbd oty omrtikomoinon Kot tnv
KATOVONGT TOV SLOPOP®V TEYVOLOYIDV TOV VTAPYOLV HEGH GE TO TO Aoy [1].

To cuveyEc TPAYLOTIKOTNTOG-EIKOVIKOTNTOG ETOUEVAOC TEPIAAUPAVEL OAEC TIG TOAVEG TaPAALUYEG KoL
GUVOLOCLOVG TPUYUATIKAOV KOl EIKOVIKOV avtikeévov. H 10éa tpotddnke yio mpdt @opd amd Tovg
Paul Milgram kot Fumio Kishino 1o 1994 [2-3]

O1 TeyvoA0YiEG TOL PAGUATOG Eival avapoptka 1 emavénuévn Tpayuatikotnta (Augmented Reality),
gwovikn mpaypatikotnta (Virtual Reality), kot amd kel kol m€pa 0 GLVOVAGUOG AVTOV UOG JiveL T
pikt wpoypatikotta (Mixed Reality) xon v ektetapévn mpaypatikotra (Extended Reality), mov
omotedeital omd OAEG TIC TEXVOAOYleC MOV emeKTEIVOLV TNV TPAYUATIKOTNTO OV Pudvovue, gite
GLUVOLALOVTOG TOV EIKOVIKO UE TOV TPUYUOTIKO KOGHO, €IT€ ONUIOLPYDVIOG MO TANPOE EKOVIKY
gumepio [1-3].

Reality-Virtuality Continuum

Realit Augmented Augmented Virtual
eality Reality (AR) Virtuality Reality (VR)
Direct view of reality. Virtual objects registered Real objects are scanned  Full immersion in a digital
and rendered from the and digitized into virtual environment. All objects
user's perspective over environments where the are virtual. Users can
the real-world scene. user can see, hear and see and hear objects.

touch them. Haptics are simulated.

Zyqua 2.1: To Xvveyég Ewkovikdmrag-IIpaypatucotntog
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2.2 Emovénpévn Hpaypoatikotnrta (AR)

H emovénpévn mpaypoatikodtnto avaeEpeTat e Lo Texvoloyia Tov Tpochitel ynolakis mAnpopopieg
o€ ovTikeipeva 1 tomofecieg Tov TPAYUATIKOD KOGUOV, UE GTOXO VO EUTAOVTIGEL TNV EUTEPIR TOL
ypnotn. Ewkovikég mAnpopopieg mov mapdyoviol amd VTOAOYIGTH, OTMG KEIUEVO, EIKOVES, povtéia 3D,
HOVOIKT Kol BiVTEO TPOGOUOLDVOVTOL KOt EPAPUOLOVTOL GTOV TPUYUATIKO KOGHO pécw TG AR. Me v
eMOLENUEVT TPOYHOTIKOTNTA, UropoVe va PAETOVUE o cUVOIEST PUOIKMV KOl YNOLOK®OV GTOLEIDV.
Q061660 dev pumopel va vapEel aAANAETIOpao LETAED TOV YNOLIKOV GTOLYEI®V KoL TOV GTOLYEI®V TOV
@vokov kocpov [4]. To oyfuo 2.2 amotekel €va mopdderypa emovénuévng mpaypatikotntoc. To
€KOVIKA povTéda Tov gpeavilovior otnv 006vn evdg smartphone emav&dvovtol pe mAnpopopieg o
TPAYULATIKO ¥pdVO TOL TOpEYoVTaL amd TV KAUEPA EVOS KivnToL tnAepdvov. H viomoinon avtng g
TTUYLOKNG EPYACILOG YPNOHOTOLEL TEYVOLOYiD EMAVENUEVIC TPAYUATIKOTNTAS HEG® TNG YPNONG TNG
mhoteopuag Unity kot TV oYeTIK®V EpYOLEIOV TNG.

Zyqua 2.2: Eravénpévn Hpaypatucotnta (AR)

2.2.1 Kortavonon g Eravinuévng Mpaypatikétnrog

Mo cvokevn AR ,0mm¢ mpoavagépape, AauPavel po, pon tepieyouévon Bivieo amd to onTikd medio
TOV YPNOTY, avIveEDOVTAG TO TEPPAALOV Kot TOopaKOAOLODVTOG PUGIKA OVTIKEIUEVA TPOGPEPOVTOG
GTOVG YPNOTES Lol EUTELPio TOL propel va givol evnuepoTikn 1 dtookedaoTikn pe Pdon v exdotote
€QupUOY. Avto, umopel va TeptAapuPavet Tn cuAloyn dedopéEvmV amd S1APOPa. TEYVOAOYIKA TPOTOVTA.
omwg smartphone, tablet, yvpookomia, GPS «.a. [5-6].

H AR ypeudletor ovykekpipuévo otoryeio kot okolovBel o Saducacio yio vo OMpovpynost o
TPAYUATIKOTNTA OGO TO SLVATOV TTO KOVIAQ GTOV PEUAMOHO. APYLK(, Ol GUGKEVEG IGO0V ATOTEAOVVTOL
Tl KAUEPES KOl oONTPES TOV KATOYPAPOLY TANPOPOPIES ad TOV TPUYUOTIKO KOGHO, LETASIOOVTOC
oTN GLVEXELN OVTA Ta dedopéva, Yo emelepyaaio, [6].

211 GLVEYELN, YPNOYOTOOVVTAL OAYOPIOLOL Y10 TNV OVAAVGOT TV SEDOUEVOV TTOL AOUPAVOVTOL amTd TIG
GUGKEVEG €10000V, EMTPEMOVTAG TNV TOpaKoAovOnon g HEomME, TOLv TPOGAVOTOAGHOD KOl TMV
AVTIKEWUEVOV TTOV EMOLEAVOVTAL 6TO TTpayoTiko mepidirov. Ot mAnpogopieg AR mapovoidloviol o
U0 TPLOOIAOTATY «EUTELPIO» TAVMD GTO OVTIKEIUEVO KOl Ol GOV L0 1GTOGEAISO GTO O100IKTVLO TTOV
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napovotdlel 2D ta dedopéva oe pio 086vn. Avtd mov PAEmEL 0 ¥pHoTNG, AOTOV, gival v UEPEL
TPAYUATIKO Kot €V UEPEL YN PLaKo [6,7].

Ot ovokevég €600V, ovumepiiapfavopévov obovav, Kol d1apopov UES®OY TPOPOANG YEVIKOTEPO,
GLUVOLALOLY TO YNELOKO Kol TO QUGIKO TESI0 Yo VO TOPEYOLY LU0 OUOAY EUTELPiR EMAVENUEVIC
TPAYULATIKOTNTOS,

O1 6VOKEVEC TOL GLVOEOVTAL GLYVOTEPX. LE TNV EXOVENUEVT TPOYLLATIKOTNTA EIVOL TA KV TA THAEP®VOL.
EéomMopéva pe 6ha ta amopaitnta otoryeia yo T dnpovpyia eumeptdv AR, ta kivntd tAépova
Umopel Vo Unv TPOCGOEPOLY TN UEYIGTN OLVATH VTOAOYIGTIKY OUVOUY, (OCTOCO TUPUUEVOLV
OmOTEAECUATIKA Kal, Kupiwg, eEaipetikd mpooitd [7]. To Zyfua 2.3 mapovotdletl pio amlomotnuév
OVATOPAGTACT TNG S10dKAGING TOV TpoavaPEpOnKe

) &

The device captures the Data is collected and Users can view AR
user's environment using processed to determine object in real-time
cameras, sensors and where to place AR through their device.
other technology. objects.

Zyua 2.3: Tlog Aeitovpyein E.I1.

2.3 Ewovikn [Ipaypatikétnta (VR)

Méoa and v Eikovikn TpaypatucotnTa yivetot xpnon g texvoroyiog Twv vToAoyiotdv, smartphone
K.0 Y10 va Onpovpyn et £vag Tpocopolmpévo, TpIedldoTatog KOGHOG TOL O YPNOTNG LTOPEl VO YEIPLOTEL
Kol va, eEEpEVVNGEL VIMBOVTOC GV VoL TOV GTOV TPAYLOTIKO KOGUO. XTIC HEPES UaG EXOVV oyeO0GTEL
TOAAEG GUGKEVEG KOl EQAPUOYEC Y10 TNV EMITEVEN ALTOV TOV GTOYOV £iTE Yia Labnon, Epevva, ite akduo
Kol yo yoyayoyio-dtuokédoon (Zynua 2.4).

Zympa 2.4: Ewovikn Hpaypoatikdtro( VR)
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Ot andyelg dticTavtal yio To TL aKppdg cLuVIeTA o Tpay otk epmelpio VR, aAld yevikd to Bacikd
otoyela mov Ba mpémer vo mephapPdver eivor 00o. Apyud, Ol TPGIACTOTES EKOVES, TTOV
TAPOLGIALOVTOL GTOV ¥PNoTN Katd TV ddpketo pog eumepiog VR, Ba mpénet vo paivovtal va €govv
QUoIKO Uéyebog amd TNV omTk Tov Yyovia Ttov ypnot. Katd devtepov, va eival dvvoatny 1
TOPOKOAOVONGN TOV KIVIIGEMV EVOG ¥PNOTN, WOLTEP TOV KIVIGEDY TOV KEPAALOD KO TV LATIHV TOV,
KOl ovVTIoTOYO Vo DITAPYEL TPOGAUPLOYN TOV EKOVOV otrnv 006vn mov PAEREL 0 YpNOTNG, MOTE VA
avTikatonTpilovy TV oAdlayn TG TPOOTTIKNG [8].

2.4 MKt TPOYROTIKOTNTO

O1 €101K0l €YOVV AVTILETOMICEL dLOKOAIN oTOV aKpP mpocdioptopnd g Mikthg [paypatikdtnrag.
"Exovv meprypayet dtdpopa xopakInplotikd, 0nmg ot to yeyovag 6t 1 Mkt Ipaypatikotnta eivar
plo pién mpayloTikig Kol EIKOVIKNG TPOYUATIKOTNTOS, N Mol EVIGYLUEVT €kdoyn TG Emavénpévng
[paypatikdTnTdg, N axopa Kot Evag cuvovaouog Etkovikng kot Emavénuévng mpaypotikdtntog oe po
EQUPLOYT 1] CLGKELY.

Kdanow mapadetypota g Miktg [paypatucotntog, mov yapoktnpiloviar and kdmowa 1| kot and Ao
T YOPAKTNPIOTIKE TNG oV ovaépbnkav mopandve, givar o Microsoft HoloLens (Zyfua 2.5) kot
epuppoyég 6mwg to PokemonGO (Zynua 2.6). Qot060, €ivol GNUAVTIKO Vo, CNUEIOCOVUE OTL GTNV
katnyopia g M.IL, avrixovv gpapuoyéc | mepiPdirovio mov AapuPdvovy VTOYLY TOVE TO PUGIKO
mepPaAlov kot dgv Evar Lo OAT ETKGAVYN TANpOPOPLdY [9].

o/ =e
yfua 2.5, 2.6: Microsoft Hololens (apiotepd) ko PokemonGO(de&i1d)

2.5 Exrterapévn Hpaypoatikotnre (XR)

H Extetapévn [paypatikdmra givarl Evog yevikog 0pog mov mephapPavel OAEG TIG TEYVOLOYIEG TOV
npoavaeépOnkav. Ilepihapufdver teyvoroyieg OT®MG 1M EMOVENUEVN TPAYUOTIKOTNTO, T EWKOVIK
TPOYUOTIKOTNTO KOL 1] WKTH TPOYUHOTIKOTNTO, KOODE Kol ekeivec mov evdéyetal va dnutovpynbodv oto
uéALov. Olec avTEG O1 TEYVOAOYIEG EMEKTEIVOVY TNV TPAYUOTIKOTNTO, TOV Pudvel o kKabe dvBpwmog, site
GLVOLALOVTOG TOV EIKOVIKO LLE TOV TTPALYLLOTIKO KOGLO O UI0VPYDVTAG Uit TANPOS KadnAoTikn epmeipio.
ZOppove [e TPOGOATEG EPEVVEG, TAV® 0td T0 60% Tov gpwtnBéiviov motevovy 6Tl 11 XR Oa yivel
gVPEMG Oladedouévn uéca oo emdueva, xpovia [10].

2.6 Eogoappoyéic e Exterapévng Hpoaypoatikotnrog

Ta tehevtoion ypOVie, Ol VEEC TEYVOAOYIKEC EQOPUOYEG EMEKTEIVOVIOL TPOC TNV EKTETAUEVT
TPAYUATIKOTNTA, ETITUYYOVOVTOG EKTANKTIKA OTOTEAEGLOTO Kol SNUIOVPYDVTOG TPOGOOKIES Yo TNV
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Kadnuepvn {on Kot TIG ETYEPNOELS. L€ VTN TNV LIO-evOTNTA O avaPEPBOVLY OPIGLEVOL TOUELS TN
KaOnpepvdTrag Omov £xovv eREAVIGTEL TETO0V €I00VG EQAPLOYES.

2.6.1 Avyopa

H extetapévn mpoypatikdtta @EPVEL TNV ETOVAGTOOT] GTOV TOUEN TOL ALOVEUTOPIOV, TOPEYOVTOS
KAVOTOUEG AVGELS TTOV BEATIOVOLV TNV EUTELPIN TOV TEAUTMOV KOl EVIGYDOVV TNV OAANAETIOPAOT TOVG
pe Ta Tpoidvia. Mia amd Tig kupileg xpnoets g XR eival n ewovikn dokiun tpoidvimv (virtual try-on),
OOV M EMAVENUEVT] TPAYLOTIKOTITO EMLTPETEL GTOVG KATAVAAWMTES VoL EETALOVY, VO eEaToUIKEHOLV KOl
VO EVIUEPDOVOVTAL Y10 TO TPOIOVTO OO TNV 0yopd Tovc. AvTd 0dNyel Gg TO Glyovpeg EMAOYEG Kot
avénUévn 1KavomToinoT ToL KaTavaA®T. XopoKTNPLoTIKO Topaderypo eivor n kiveCikn etaupeio povymv
Lily, mov eykatéomnoe €kovikd dokiaotiplo oe otafpd peTpd omn Zaykdr, EMTPENTOVIONG GTOVG
eMATEG VoL SOKILALoVY povya PHECH J1adpaCTIKGY oBovav (Zynpa 2.7).

o%s

Yynupa 2.7: Virtual Fitting Room ¢ etanpiog Lily

Emmléov, 1 extetapévn TpoyuatikoTTo BEATIOVEL TNV EUTEPID TOV TEAATOV AVTIKOAOIGTOVTOG TO
TAPOd0GLaKE EVTuTa EYYEPIOIN 0ONYIDV YPNCEWMS LE £YXEPIOIE ETOVENUEVIG TPAYLOTIKOTNTOSC. AVTA
TapEYouy PonONTIKEG OMTIKEG EUMEIPIEC PECH KIVIITOV GLUCKEVAV Y10 TNV EI0AYMOYN, £YKOTACTACT Kol
emiAvomn TpofAnudTov Tov umopel vo ueovicovy ta mtpoidvra tovg. o mapddetypa, n Hyundai éxet
aE0TOMGEL TNV ETOVENUEVN TPAYLLOTIKOTNTO Y10 VO, TAPEXEL CAPELG 0dNYiEg OYETIKA e T TPOIOVTA
TG, Koo TOVTOG TN dradtkacio o GIAKN Yo Toug ¥pnotes (Zynua 2.8).
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Zyua 2.8: Epappoyn AR g Hyundai

TéNoOG, N EKTETAUEVT] TPOYLOTIKOTITO EVIGYVEL TIG EUTEIPIEC GTO PVOIKO KATAGTI O LETOTPETOVTAG TO
KvnTd TALQPOVA 68 YyneLakovg fonBode ayopdv. Me T xp1or TS KAUEPAS TOL THAEQ®VOL, Ol TEAATES
puropovv vo, Aapfavouy S1adpacTikég TANPOQOPIES Yia Ta TPOIdVTa TOL TOoVg evitapépovy [11].

AVTEC Ol EQUPUOYEG OElYVOLV TTMOG 1) EKTETAUEVT] TPAYLOTIKOTNTO OAAGCEL plikd To Alavepmdplo,
EVIGYVOVTAG TNV CAANAETIOPACT] LE TOVC TEAATES KO TPOGPEPOVTAG LOVAIIKEG EUTEIPIEC TTOV EVIGYDOLY
TN oVvoeon pe o brand.

2.6.2 Yvyeio

H extetapévn mpoaypotikdOnta @EPVeL Ty €MOVACTOON GTOV TOUEN NG Lyeslog, TPOGEEPOVTOC
KavoTOUEG ADGELG OV PBEATIOVOLV TN PPOVTIdn TV 0cOEVAY, TNV EKTOIOELON TOV ETAYYEALOTIOV
vyeloag Kol TNV omoTeEAecUOTIKOTN T Depameidv.

Mio and 11 Pacikég EQPOPUOYES TNG EKTETAPEVIG TPAYHOTIKOTNTAG EIVOL 1] ATOUOKPUGUEVT] GPOVTION
(Remote Care), 6mov ot TeXVOAOYiEC EMOVENUEVIG TPAYHOTIKOTNTOS GE GUVOLAGCHO HE OVTEG TNG
EIKOVIKNG TPOYUATIKOTNTAG EVIGYVOVV TNV TPOGPACIUOTNTA KOl TNV OTOTEAEGUOTIKOTNTO TNG
TNAEIOTPIKNAG KoL TNG OIOUOKPUCUEVNC Topakoiovdnong acbevav. Méco amd TANPOC EKOVIKG,
nepBdAilovta, ot acbeveic kot ot yaTpoi pmopodv vo aAAnioemdpody cav va Bpickovtar otov 1610
Y®po, eEalelpoviag To EUmOSID OV OVIIUETOMILOVY KOWOTNTEG O OMOUUKPLOUEVEG T VTO-
g&umnpetovpeveg meployéc [12].

H extetopévn mpaypoatikdtnto £yl emiong €QOPUOYEG GTNV LOTPIKN OTEKOVIoT, Bonddviag Toug
EMOYYEALOTIEG VYEIOG VO OTTIKOTOLOVV dedopéva e axpifela Kot va oyedtdlovy Mo AmOTELECUATIKEG
Oepaneiec. Teyvoroyieg emaLENUEVIC TPOYUATIKOTNTOG KOl EIKOVIKNG TPAYUOTIKOTNTAG EXLTPETOVY TNV
TPOPOAN TPIOOACTOTMV AVOTOUIKADY ded0UEVOV amevbeiog Tavem oTovg acbeveig dlevkolvVOVTaG T
Sayveon Kot Tig ETEUPATIKES S1OIKOGIES. XUPUKTNPLOTIKO TUPAUSELYLLOL ATTOTEAEL 1) TPDTT YELPOVPYIKY|
eMEUPUCT] OMOVOLAIKNG OTAANG UE EKTETOWEVY] TPAYUOTIKOTNTO 7OV TPUyUOTOTOONnKE GTO
nmavemiotnpio John Hopkins, 6tov ot yeipovpyoi EPAenav Tp1odidoTtateg EIKOVEG EVD TPAUYUOTOTOINCOY
yepovpyikn enéupaon oe {ovravo acbevn [13]. Katd ) didpkela g dadikaciog tonobétnoay €51
Bideg ot omOVOLAIKN GTHAN TOL 0l60EVOVG 01 omoieg Oa. fonbovoay otV avakodEIeN 0d ToV YPOVIO
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novo mov iye. H teyvoloyio mov ypnopomombnke omotehodvtay and £va headset pe see through oty
006vn ov TPOPare EIKOVES TNG ECOTEPIKNG AVATOUIONS TOV 00OEVOVG, OTMG 06T aoPdpa ayyeia K.a.
(Zypa 2.9).

ZyMua 2.9: Enéppaon orovdviikng otiAng pe AR oto mavemotipio John Hopkins

H extetapévn mpaypotikdmto, enions, emavampoodiopilel v ekmaidevon emayyeAHoTIdv vyelog
TapEYOVTAG TN SuvaTdTNTE EKTOIOELONEC OO OTOOVONTOTE KOl OMOONTOTE oTIyUn. Mécsa amd
nwpocopoldoelg XR, o1 ekmaidevopevol uTopobv va, eELcKOVVTOL UE AGPAAELN KO OTTOTELECUATIKOTITO
aKopa ympic v avaykn akpPov e£omMopol 1 piokov Tov oyetileTal Le TPOyUATIKES SL0OIKAGIES.

EmmAéov, n ektetopévn mpaypoatikotnta copPdiier ot dayeipion tov mdvov Kot Tov dyyovc. H
Oepameio péow €KOVIKNG TpaypatikoOTnTOC fonbd Toug acbeveic va amocmacTtody and Tov TOVO 1 TIC
avnovyieg Tovg UEG® TPOPOANG EKOVIKMV OepamenTik®V KOGU®Y. MeAéteg delyvouy OTL 1) EIKOVIKY|
TPAYLATIKOTNTO UTOPEL VO LELDGEL OTULOVTIKE TOV TOVO eved Ttave amd 100 vocoxopeia otig Hvopéveg
IMoluteieg Tnv epappodlovy oM yia T doyeipion Tov TOVOL Kot Tov dyyovg [14].

TENOG M EKTETAUEVT TPOYUATIKOTNTO YPT|CLUOTOLEITOL TN QUPLOKEVTIKT Propnyavio yio, tn onpovpyio
TOPOVCIACEMY 7OV €ENYOVLV TTAOC AEITOLPYOVV TA QAPHOKE 6TO coua. o mwapdderypo, n Bayer
Pharmaceuticals a&lomolel €wovik) TPAYUATIKOTNTO KOl EXALENUEVY] TPAYHOTIKOTNTO Yo VO
dnpovpyel S100pacTIKEG TAPOVCIAGEIS TOV SIEVKOADVOLY TNV KATOVONGT TOV EQUpUOY®V Bepomeiog
omd yrrpovg [15] (Eymua 2.10).
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Zymue 2.10: Ordypappa AR ota appokoe tng Bayer Pharmaceuticals

AVTEC 01 YPNOELS KATUIEIKVOOVVY TIC SUVOTOTNTES TNG EKTETANEVIC TPOYUATIKOTNTOG GTNV VYEIOVOUIK
mepiBoiym.

2.6.3 Exmaidevon

2TV eKTOIOEVOT|, 1 EKTETAUEVT] TPOYUATIKOTITO PEPVEL EMAVAGTACT] GTOV TPOTO OV Ol LOBNTES KoL
emayyEALOTIEG EKTOOEVOVTAL, TPOGPEPOVTAG EUTELPIES EKTETAUEVIIC TPOLYUATIKOTITOS TOV KAVOLV T
uéOnon mo S1edPaCTIKY KOl ATOTEAEGUOTIKT).

270 TAOIGLO TNG EVIGYVONG TNG EKTOLOEVTIKNG SLodIKaGiog otV ekmaidgvon padntav, Eva mapddery o
glvon m xpnomn e ETOVENLEVIG TPAYLATIKOTTAS Y10 VO PEPOVY EMCTNUOVIKEG EVVOLEC KO ELKOVES VOl
Covtavedovv péca otnv Tasn. Mia tétowa epappoyn, eivor to SkyView, 6mov emitpénetl 6Tovg pobntég
va €€EPELVOLY TO GUUTOV KOl Vo LoOaivouV Yio OVPAVIo, OVTIKEIEVO, GTOV VUXTEPIVO OLPAVO, EVAD
epupuoyéc 6mwg to Froggipedia divouv t duvatotnTo Voo €£ETACOVY TO ECMTEPIKA OPYOVO, EVOC
Batpdyov ympic va amaiteitol n evoikn avatopio [16].

H extetopévn mpaypatikdTnTo TPOcPEPEL EMIONG EIKOVIKEG GYOMKES EKOPOUES, OMMOG EMOKEYELS GTO
Base Camp tov 'Efepeot 1 610 povoeio tov Aobfpov pécm e epapuoyne Google Expeditions (Zynua
2.11).

Base Camp

=

Zymua 2.11: Google Expeditions oto 'Efepeot
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v wTpikn eknaidgvon, To Microsoft Hololens mpocépel eumeipiec LEKTNG TPAYLOTIKOTNTOG, OTOV
01 QOLTNTEG HIopovY va mepyNnBovv 6to avlpdmivo cdpa akdpo vo eEEPELVIGOVY TO KUKAOPOPLOKO
GUOTNLO KO VO KATOVOTIGOVY TTMG VO, avTILETOTIL0VV wTpikég Kataotdoels [17].

Extég and v exmaidevor pobntdv Kol orTnTav 1) EKTETOUEVT TPUYLOTIKOTNTO EQAPUOLETOL KOl OTO
medlo G mowikng dwooovvng. o mopddetypa, ypnolponoteital yioo v ekmoidevon Kot Tnyv
KOTOPTION OCTUVOUIKAV, OIKOCTMOV KOl GAA®V ETAYYEALATIOV TOV YMPOV, EMTPEMOVIAS TOVG VO
€E0OKOVVTOL GE TPOCOUOIMUEVO GEVAPLL YOPIG TOLG KIVOUVOLG TOVL TTPayratikod kocuov. Emimhéov,
GUUPBUALEL OTNV AVOTOPACTAOT] EYKANUATIKOV GKNV®V, divovtag T duvatdTnTe 6ToVG EPEVVNTEG VO
dNUoVPYoHV EWKOVIKEG OVOTAPACTACELS TOTMV EYKANLATOS, YEYOVOS TOV S1EVKOAVVEL TNV OVAAVLOT| Kot
v Katavonon tov yeyovotov. Emnpdcbeta, n extetopévn mpaypatikotto fpickel epappoyn otnv
ATOKOTAGTAOT KPOTOVUEVOY, PBonbddviag Tovg vo avamtOEOoVY KOWVIKEG O0e&loTnTec Kol va
TPOETOLLUGTOVV Y10, TNV EXAVEVTOER TOVG oTNV Kowvavia [18].

2.64 Yyoyoyoyio

H yoyayoyia vrmpée o tpdTog Topéag LEG® TOV 0010V TO EVPL Koo NPBE GE ETAPN LLE TNV EKTETAUEVT
apaypatikdtra. To tedevtaio ypdvia, pe v toyeio avamtvén g texvoloylag, M EKTETOUEV
TPUYUOTIKOTNTA EYEL YIVEL OKOUN TO TPOGCLTH, TPoohETovtag véeg duvaTOTNTES KOl EUTMEIPIEC TOV
aAAGLOVV TOV TPOTO TOV AVTIACUPOVOLOGTE TNV YuYaY®YiaL.

Mo mapdadetypa, ag mapovpe to moryvior PokemonGo , 6mov moArol dvBpwmot eivar e&okeimpévot.
Kvukhopdpnoe 10 2015 , ypnowomotel texvoroyia emavénuévng mpoyuatikdtntag smartphone mwov
Baciletar omv tomobecio Yo vo OMUOVPYNGEL 0. TPOGOUOIMUEVT] EUTELPIO TAPOKOAOVONGNGC
yopaktnpov Pokémon ctov mpaypotikd koGpHo. Me mepiocotepa amd 500 exatoppdpla YpioES Tov
TPOTO YPHVO NG KukAopopiog g, eEakoAovbel va givol 0 KOPLPAIOG VITOCTNPIKTIG TOV TALYVIOIDOV
EMOVENUEVG TPOYLOTIKOTNTAG Yo KIvnTd Tarykoouimg [19].

IHuepa 1 EKTETOUEVN TPAYLOTIKOTNTO Oev Teplopiletor pudvo oe maryvidlwa. Egappoyéc ommg to
SnapChat ka1 To Instagram ypnciuomolohv TV EKTETOUEVN TPAYLLOTIKOTNTO Y10, T1 dNUtovpyio giltpov
ov gumiovtifouv TV EKEpacN, TNV gHEAvion Kot TN dwokédaor. Ilapdiinia ot mhateoppeg
streaming EVOMUATMOVOLV TEYVOAOYIEG EKTETAUEVNG TPAYLATIKOTNTOG 08 (®VTavEG HeTadooeLs, amd
GUVOVAIEG 1] AOANTIKA YEYOVOTA Y10, VO SNULOVPYNCOVY PEAAIGTIKA EIKOVIKA TTEPIPAALOVTO.

2.7 Emiloyog

H extetapévn mpaypotikdtnra kol or TeyvoAoyieg mov tnv amaptilovv, avIImpocmTEHOLY Ui
ONUOVTIKN TPOOSO GTIV CLYYMVELGT TOV KOGU®V TOV TPAYLATIKOD Kol TOL gikovikov. H extetapévn
mpaypatikoTnTa e&eliynke o €va epyaieio pe TOAAATALS EPaPUOYES, ETNPEALOVTOG OAOVG TOVG TOUELG
g ovBpdmivng {ong. H duvapikn tng EKTETOUEVNC TPAYLOTIKOTITOG OV TEPLOPILETAL LOVO GTO TTOPOV.
O teyvoloyieg ovveyilovv va eelicoovial, TPOGPEPOVTAG HEYOADTEPT oKpifelo Kot PeATimpévn
SdpacTIKOTNTA. AVTO TO KEQALOLO OVESEIEE TOV OPIGHO KOl ONUAGI0 TETO0L €I00VE TEXVOLOYIDV,
KaOdS Kot TIG SUVATOHTNTEG TOV TOPEYOVY PUEGO OO TOPUOETYLLOTOL.
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Kepdiorw 30: IThateoppes & gpyareia viomoinong

3.1 Ewayoy

210 mapoév Kepdhowo Bo TOPOLGLONGTOUV Ol TANTEOPUES, TO TOKETO KOl TO EPYOAElML TOL
ypnowonomnkay yw v dnuovpyio g AR epoppoyns. Otv Poowés mAat@oOpueg mTOL
ypPMNoLoTomOnKay, HTov apyIKd, To TPoypouua oyxedioong 3D ypapwav Blender, yio mv dnuovpyio
TOV YOPAKTPOV KOl TOV TA0I®V oV gpeavilovtal oTig aoknoelg. EmmAéov, yuo v avamtuén e AR
epoppoyng to Unity ftav 1 Pacikn mAat@dpue vVAOTOINoNG TG EQOPUOYNS, GE GUVOLOCUO PE TV
teyxvoroyia ¢ Vuforia Engine yio v evoopdtmon nepiocdtepwv yopaktnplotikdv AR. Térog, yu
TNV GuYYpaen Tov kKoddika og C#, £yive yprion tov Visual Studio Code.

3.2 TMhotedéppo & egpyoreio Unity

Mo v avéntuén g epappoyng ypnoiponomdnkav Pacikég Aettovpyieg kot epyaieio g unyovn
mayvidlov Unity (Animation, prefabs k.a.), 6nmg eniong kot tov Unity Package Manager. H mhatooppa
Unity eival o TAat@Ooppo avamtuéng AOYIGUIKOD OV XPNOLUOTOLEITOL Kupimg yio T dnuovpyia
SLOdPACTIKMY EUTEIPIDV, OTIMG Tayvidia, epapproyés AR kot VR. Eival yvoot yio tnv eveMéia kot tnv
gukoMa xpnomMg G, KaBIoTOVTAG TNV 100VIKT ETAOYN Y10 TPOYPOUHUOTIOTEG OOV TOV ETUESMV, ATO
aPYAPLOVG £MG ETAYYEAUATIES.

To Unity Ioapéyetl éva woyopd mepipdiiov avamtvéng, to Unity Editor, 6mov ot ypnoteg umopodv va
oyeoldlovv oknvég, va tpocbétovy GameObjects kot vo dnpovpyovy scripts pe ) ypnon C#. To Unity
SwabéTel emiong woyvpn Unyav YPoekav yia T dnpovpyio 2D kot 3D mepieyopévov, evd vrootnpilet
v Tpocopoimon euotkns ota GameObjects, POTIGHOV Kot animation.

Mua omd Ti¢ peydleg dvuvartotnteg tov Unity givol  evempudtmon Tov pe 1o Asset Store, pio TAATQOPUOL
OOV Ol TPOYPUUUATIGTEG UTOPOVV Vo Bpovy Ttpo-dnuiovpynuéve ototyeia, ortmg 3D povtéha, Myovg
xon scripts. EmmAéov, o Unity etvon davikd ywo v avdntuén spoppoydv AR, yio avtd 1o Adyo
EMAEYONKE Y100 TNV AVATTLEN TG TOPOVGOG TTVYLHKTG.

To Unity Package Manager gival éva evoopotopévo epyaieio oto Unity mov emttpénel ) dwoyeipion
Kol eykataotaon epyoieiov emefepyociag kot Piprodnkodv, omwg mpoypdupoto emnefepyociog
KEWEVOV, Agrtovpyieg animation K.o.. AKOAOLOOVV TOL TO CTULAVTIKY TOKETO TTOV XPTCLULOTOONKAY Yo
TNV avanTuén Tng Tapovcas TTUYLOKNS epyaciog péaa and to Unity Package Manager [20].

3.2.1 TextMeshPro

To cuyKeKpIUEVO TOKETO YPNCILOTOMONKE Y1, TNV EIG0Y®YN KEWEVOL péca otnv gpappoyn. Eival éva
€PYOAELD TO 0010 TPOGPEPEL LYNAY] OVAALGT KEWEVOD, G LIKPEG Kot LEYAAES KMULOKEG KAl G€ DYNAA
enineda Covp, €va YopaKTNPIOTIKO OV PAVNKE XPNOIUO Yoo TNV £viaén TANpopopiag v omd ta
OTPOTELHOTO TNG dLTEPNG UAYNG TOV TaXVIOoV Kabmg avtd Ba £mpene va glval E0OVAYVEOOTO GTOV
ypnot oveEdptnto and v KAipoka tovg (Zynua 3.1). Emiong, n sveMé&io omnv poppomoinor, 610
OTLA K01 OTIG EMAOYEC TNG YPOUUATOGEPAC, £0MGE TNV OLVOTOTNTA Vo, bToopiloviol wKpd Kot
KePaAaio YPAUHOTO, OTMG Kot EI0TKOT YOUPAKTNPES TNG EAANVIKNG YADGGOS GTNV EQAPLOYN.

13
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Zynua 3.1: TextMeshPro ota EAAnvikd otpatedpata

3.2.2 Terrain Sample Asset Pack

To Terrain Sample Asset Pack givat éva mokéto copfoto pe to svotnpa dnpovpyiog Terrain tov Unity,
Kkaf1oT®VTOG £0KOAN TN dNpovPYia Kot TV Tpocapuoyn eddeovc. [Tapéyet OAa Ta amapaitnta epyaieia
Kol TOPOVG Yo TNV Onovpyia TepPorldvimv mov BEAovue va €xovv pealoTikd £54pN. AVTO TO
Taxéto otdinke Woitepa YpNoo, yiotl pLog divet Tn dSuvaToOTNTa VO EYOVUE TEPIGGOTEPES EMAOYEG GTO
sculpting Tov €ddgovg pe drapopetikés VEEG kot Povptoec. Ta £dden mov dnpovpyovvtal amd TO
GUYKEKPIUEVO EPYOAEID UTOPOVV Vo EYOLV amd TNV 0Py CLYKEKPLUEVO, settings yio To scale kot To
position tovg. TéAog, N HueydAn cLAAOYN OO VPEG VYNANG AVAALONG IOV TTAPELYE TO EpYOrEio Ekavay
70 £00/POG VOl EIVOL TTLO KOVTA GTNV TPAYUATIKOTNTAL. Y10 VO QTLOYTEL TO 6TEVO TV OgpUOTLAGDY (Mo
3.2).

Tyfua 3.2: X1evo TV Ogpromuimy
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3.2.3 Dreamteck Splines

"Eva axopo mokéto mov ypnotponomdnke katd v avamtuén e epaproyng eivat to mtakéto Dreamteck
Splines, to onoio ivan éva 1GyLPO cvoTNUO droyeiptong kapmvAdV (splines). Ta splines pog Ponbovv
o™V dnuovpyio SOPOUDY TOL PTOpPOVV va akolovOnbovv péca and amo to. Game Objects trng
epappoyns. To cuykekpiévo epyoleio amodeiyBnie eEapeTicd yp1GILO Y10 TN dNUOVPYiL LOVOTOTIOV
v oTov d1adpacTIkd ¥épTn Tov TOKvVidy TS Navpoylog e XoAapivas. Avtd To LovoTdTio
ypMnoomomoniay yio vo opilouv Tig S1odpopég mov 0koAovBovv Ta A0, OTIC SIUPOPETIKES PAGELG
NG aPNYNoNS Kol Katd GLVETELD TG Uoyns. Me t ypfon tov epyaieiov g texvoroyiag 6nmc ot
Kkapmoieg Bezier, ntav duvatd vo oxedidcovpe oparés dtadpopég o 0moieg TPOGOUOIDVOLY TN Kivnon
TV Thoiov 6t BdAacca. H duvatotnta mpocHnkng eréyyov tayxdTnTog Kot ahiayns Kotevduvens Kotd
UAKOG TOL LOVOTOTION EMETPEYE TNV JAOPOGCT] TOV ¥PNOTN UE TNV EPAPUOYN, KOODG avaloya LE TIC
UTOVTIHOELS TOL, TO TAOLO LEVOLY GTACLUA, 1) cuveyilovv TV mopeia Tovg [21].

3.2.4 Animation & Timeline Director

To epyoieio animation tov Unity eivor éva 1oyvpd epyodeio yu tn dnupiovpyic KIVAGE®OV Kot
oAAnAovyidv Kwovpévev oyediov. Méoa amd to Timeline Animation Window (Zyfua 3.3),
dnuovpyndnkav keyframes, oniadn foacikd onueio kivnong péoa atov Ypdvo, yio va. onpovpyndovv
01 PEAMOTIKEC KIVIGELG TMV GTPOUTEVLATOV KOl TOV GTOA®V.

Emiong po Aettovpyeia mov ypnopomoifnke katd v avantuén g epappoyng ivar to Timeline oe
cuvdvooud pe to Timeline Director, yia T dnpovpyia kot ) dwoyeipion oknvdv mov TeptAapfivovy
T1g Kivnoelg Tov Game Objects katd ™ didpketo TG apnynong [22].

Ta epyaieio Tov animation kot tov timeline, foriOncov oy dnuovpyio dtdpacTtikig aprynons. o
TapddetypLa, HTav EPIKTN 1 KIviion TV GTPATELHATOV GTO £00.POG TNG LLAYNG TOV OEPLOTLAMY.

jew Ha 4 > Pl MM

Zynue 3.3: Animation kot Timeline Director
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3.2.5 Colliders & Triggers

H yprion tov dVo avtdv epyareimv enétpeye ta avtikeigeva g epapuroyns va ennpedlovol amd v
QLOIKN, Vo OAANAETIOPOLV peTa&h TOLg aAAG Kot pe T TePPEALOV TOVG.

O Colliders opilovv T Op1loL EVOG AVTIKELLEVOD Y10 TOV EVTOTIGHO GuyKpovcemv (collisions) pe dAla
avtikeipeva. Apykd, &ywve yprion tov Colliders yio va Stoc@aiicovpe 0Tl To KIVOOUEVO OVTIKEIUEVA
(m.y oTpatedpoTa) Tov Nrav tomobetnuéva TAVD ota 54T TG EQOPLOYTS Ba aAANAemTIdpovV cmGTA
pe 1o mepPadrdov, dev Ba damepdcovy 1o £d0pog Kot Ba pévouv otabepd mdve oe avto. Emiong, ot
colliders eQapUOGTNKAY GTO GTPOTELLLOTO TOV TOLYVIOLOD Y10 VO TEPLOPILOVTaL 01 TEPITTEG KIVIOEL KOl
Ol U1 PEOMOTIKEG GUUTEPLPOPES, OTMG YO TOPASEIYUO EVOG OTPATIATNG VO, dlomepdoel To fovvd GTo
61evo TV OgpLoTLAMY.

Ot Triggers elvonr onv ovcia pa gdkn katnyopia and colliders mov, avti va mpokadlohv QUGIKES

GUYKPOVGELG, EVEPYOTOLOVV YEYOVOTA LEGM SCripts OTav Eva avTikeipevo e16éN0eL e évav dAlo collider
[23].

3.2.6 AudioSource

To epyareio AudioSource pog fondd vo GuVILAGOLLE KoL VO YELPIGTOVUE NYNTIKE EPE TNV EQAPLLOYN.
Me to AudioSource, umOPOVUE VO AVOTAPAYOVUE EPE YOV KOl ETITEDO, LLOVGIKTG.

To ouykekpipévo epyaieio ypnotponomdnke yio va propei to Unity vo, avayvepiletl Ti¢ nyoypaenoei
OV TPAYLOTOTOWONKAV Yo TV 0QNYNoN TOV Hoxdv, ot omoieg dnuovpyndnkav pe okomd va
BonBioovv axdpo TEPIGGOTEPO TOLG YPNOTEG MHECH TNG akpoaonc. H dwyeipion tov nyov
Tpaypatomolninke evepya, pe To AudioSource apov Ekave duvath TNV EEATOUIKEVGT TOV NYNTIKOV EQE
o€ kabe oxnvy, pvOuilovtag KatdAAnAa TV £VIocn Kot TiG ToldTNTEG NXOL OVAAOYa e TO av givol
background povoikn i av givat 6To NTIKO £PE TOV GMGTOV 1| TOV AGOOVG.

3.2.7 Render Pipelines & Shader Graph

Ta Render Pipelines givor cvetiuota oto Unity mov dwayepilovtar tn dadkacio anddoong tmv
ypapkmv. [Ipocdiopilovv g n unyovn tov Unity Oo yeipiotel @oTiopods, oKIEG, VAIKG Kot GAAa
OTTIKA EQE Y10 VO amodMoel TG TeEMKES oknvEG otny 006vn. To Unity dwabéter 3 Pipelines. To Built-in
Render Pipeline, givotl kot 10 Pacikd cvotnpa mov mapéyxel o ootk cupPoTdTnTo 0AAY GYETIKA
pelmpévn tpocappootikodtta. To Universal Render Pipeline (URP) , to omoio eivor glappd kot
gvéMKTo Ko map€yet fertiotomomuéva ypaeikd kot téhog to High Definition Render Pipeline (HDRP),
TO 0moi0 &ival oXedlGUEVO YIoL €PYOL TTOL GMTOLTOUY YPAPIKA TOAD LYMANG motdtntog [24]. v
epappoyn emréybnie to URP, 10 omolo enétpeye tnv epappoyn vo Asrtovpyei opard e smartphone,
yopic va vrofadpilel v motdT T dALA emiong, pécw Tov URP a&lomomOnke kot évag custom Shader
Graph, mov Mtav VEEVOBLVOC TG OVOTOPACTACNG UG PEOMOTIKNG GMEKOVIONS TS OdAaocods pe
SVVOIKT OVTOVAKAGGT] KoL KOUOTIGHOVE 6TO £00.00¢ 6TO TToyvidl e “Mdyng tov Mapabdova”.

16



Mateoppeg & epyodeio vAomoinong

3.2.8 Avofaduon tov Materials se URP

H petafaon tov viwov g epappoyns oe URP amaitobce ) Tpocapoyn Toug oVTes doTe va givol
ovppard pe to véo pipeline. O oxomdg g avafaduiong Nrav va dtucpoliotel n opdn eppdvion Tov
OVTIKEWLEVOV OTOV KOGO TNG EPapuoyns pog (Zynua 3.4).

Syquo 3.4: Ipwv v avoPaduen Material oe URP

[No v mpaypatomoinon g opbng petdfacng Twv VAK®GV, ETpene Vo €(EL YIVEL 1| EYKOTAGTOOT| TOV
URP ko1 va €xer aAhdEer to Rendering and ta Project Settings. Onwg enione péoa and to Render
Pipeline Converter (Window-> Rendering-> Render Pipeline Converter) va motn0ei n) emthoyn Upgrade
project to UniversalRP Materials mov eAéyyel 6Aa to. materials epappoyng ta avopaduiler oe URP
materials (Zynua 3.5).

Built-in to URP

Rendering Settings 0/0 selected
Pending Initiz on 0- ofs 00 0

erer

s from the Built
hat are su

Animation Clip Converter 0/0 selected

Pending Initialization 0- 0fy o) 0O

Zymua 3.5: Avafaduion tov Material ce URP
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3.3 Vuforia Engine

INa v avantoén g epapproyng o and 11 mo onpavtikés PifAodnkeg vionoinong amotélece M
Vuforia Engine, n omoila kot evoouatd®bnke pe to Unity. H Vuforia Engine givor puo miateoppo
AVATTLENG EMAVENUEVIC TTPOYILOTIKOTNTOG EQOUPLOYDV, Tov cvvepydletol pue to Unity. Emtpénet v
OVOYVOPIoT OVTIKELLEVOV, EKOVOV KOl OVIIKEILEVOV (OOTE Vo TPoPOAloviar ol emavuénuéveg
TANPOPOPiec COGTA 6T GLGKELT| 5600V TOL Yp1|oTY [25].

3.3.1 Ewayoyn tc Vuforia Engine oto Unity

H ewcayoyn wg Vuforia Engine oto Unity, sivor amd Tig onuoviikdtepeg O10d1KaGieS 7OV
TpoypaTomoOnKay Katd v ovamtuén ¢ epapuoyns. Apyikd péco omd to Unity Asset Store
ratefalovpe 1o maxéro g Vuforia Engine, to Vuforia Engine AR yia va propéoet otnv cuvéyela va
evoopatmdei n £ékdoon 10.28.4 oto Unity (Zynua 3.6).

Sort: Name

Remove

Depend

Installed From

Yynpa 3.6: Vuforia Engine AR Package

Xmv ovvéyewn mpemel va yivet Aqym adewng ypnong amd to site tng Vuforia Engine. A@o0
dnovpynoovpe Aoyaplacud oto site, oto tab Plan & Licences matdpe to xovuni Generate Basic
License, kot 6ivovpe T0 KATAAANAO GVOLLO.

2V GUVEYELN, TPAUYUATOTOOVUE AfyM TG ékdoong 10.28.4 yio v mhatedpua Unity amd 1o tab
Downloads->Download for Unity. Apo0 1o katefdoovpe, mpocBétovpe to add-vuforia-package-10-
28-4.unitypackage oto Unity, péoa and to pevod Assets -> Import Package -> Custom Package...

Me v gloaymyn Tov TokéTo, To Unity «Tpéyet» ovtdUaTo £V SCript Y10 TNV GVTOUOTY EKTEAECT] TOV
OTTOLTOVUEVMV TPOTOTOINGEMY 6T0 project Unity pe okomd v eykatdotacn i tnv avafaduion 6o mo
npoceoto Vuforia Engine SDK.

AoV oloxAnpacovpe TV eloaymyn Tov Vuforia Engine, éywve mpoofdcipo amod to pevod GameObject
o710 Unity.

18
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‘Eva. GameObject ARCamera gival amapoitnto ylo kaOe oknvi mov 0EAeL va Kdvel yprion Kal va, Topayet
enovénuévo meplexdpevo. Avtd to ototyeio eivarl cuuPotd pE EQAPUOYEG GYEOIUGUEVES Y10, POPNTES
GUOKEVEG.

Méoa ond v Hierarchy kédvovtog 0g&l ik, emdéyoope Vuforia Engine-> ARCamera. Avtd
npocBétel v ARCamera kot péoa amd tov Inspector tng ARCamera oto script Vuforia Behavior
(script) motdpe to kovpni Open Vuforia Engine Configuration.

210 medio Application License Key, kdvoupe emtkoAinon 1o KAedi Gdlag xpnong mov dnuovpyndnke
TpoNyoLEV®DS (Zynua 3.7).

CONTINUOUS AUTOFOCUS

using amera Pl, but are not

MODE_DEFAULT

Yynpa 3.7: Vuforia Configuration

3.3.2 Vuforia Image Target Database

H Aerrovpyia emavénong poviélwv 610 ydpo pécm tov Vuforia emituyydveron avoyvopilovtog Kamolo
OVTIKEILEVO GTO Y®OPOo ov PAEnet ) kdpepa. o va copPel avtd o mpémel vo vdpyel kKamowo Paom
dedopévav mov B TEPEYEL TIC TANPOPOPIES TOV GTOXMV, MGTE VO, LTOPOLY VA, GLYKPLOOLY Kol va
Tavtomomnfovy [26].

Apyicd, Eexwvdpe t Swdikacio dnpovpyodvrog e Paon dedopévaov cvokevng oto tab Target
Manager. ‘Eneita péca omd v moAn mpoypappotiotev Vuforia Engine, emtiéyovpe tov katdAinio
TO1o cvokevnc og Device kot emMAEYoVTaG £va EVOIAKPLITO OVOUO ULITOPOVUE VO SNUIOVPYNCOVUE T Bdon
ue v emhoyn Generate Database. (Zyfua 3.8)
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Generate Database

Database Name *
image

Type:

@ Device
O Cloud

O VuMark

Cancel Generate

Zynpa 3.8: Anpiovpyia Bdong pe Image Targets

IMa v eilcaymyn ewoévov mov Ba Aettovpyodv Mg 6TOYOL, KAVOVUE KAK 611 Bdon Tov dnpiovpynoape
Kol oty cuvéyela emAéyovpe to Add Target. Amd exel avolyet éva avadvopevo mapdbupo e eMAOYEG
Yo TPOGONKN EIKOVAG, KVAIVOPOL N TOALUTAGDY 6TdY®V 6T1| Pacn dedopévav. TToAd onuavtikn emioyn
glvat o1 0106 TAGEIS TOL TAPEXOVE GE Evay 6TOY0 Tov PacileTorl oe e1KOVA, VA, EIVOL TPOYUOTIKES,

‘Ererta, Awodéyovpe tnv eicdvo mov BEAovpe va glcdyovpie oav atdyo Kot falovtos To kKaTtdAAnAio ovopa
Kol TV aAnfwn dldoeTtacn g POTOYPaeiag TNV TPochETOvE Gav 6TOYO otV Pdcn dedopévev pag.
Avt 1 dwdkacio eravalapfavetol kibe @opd mov BEAovpe va glodyovpe évav véo GTOYO OTNV
EPAPUOYT HOG.

3.3.3 Image Target oto Unity

AoV dnpovpynoope tn Pdon dedopévav Kot T YEUGOUE [E TIG EIKOVES GTOYOVG, EMOUEVO Prpa etvar
n mpoodnkn Image target oto Unity yio tnv avayvapion g aong.

Anpovpyodue éva véo GameObject kdvovtoag dg&l KAk oto Hierarchy -> Vuforia Engine ->
ImageTarget ko péca omd to inspector aArdlovpe Tig pubuicelg tov Image Target Behavior (script).
To Type npénetl va eivan from database, mov avagépetar otnyv Bdon mov kdvoyle import ond to Vuforia.
‘Emerta, emAéyovpe v ewova mov Oéhovpe vo opicovpe ©¢ otoOYo avaAoyo HE TO Toryvidl Tov
vAomotovue (Zynua 3.9).

[B v Image Target Behaviour (Script)

From Database
Images
mahi_tou_marathona_colour

Add Target

Add Occlusion Object Add Target Representation

ZyMua 3.9: PuBuicelg Image Target Behaviour (script)
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3.4 Blender & FBX

Kotd ™ dupkela g avamtuéng g epappoyns, to Blender tav éva Pacwkd epyareio yio v
KOTOOKELT] TOV TPIGOACTAT®V YPAPIKAOV KOl GUYKEKPLUEVO, OTNV avATTLEN TOV HOVIEA®V TV
OTPOTIOTAOV Kol TOV TAOI®V OV ¥pNGLomolovvtal oto motyvidt. To Blender emeidn givon pio mhateoppo
TPLEOLAGTATIG LOVIEAOTOINONG OVOLYTOV KMOIKA, LG OTVEL TNV duvaTOTNTA KoLl TOV TTANPT EAEYXO 0TIV
oyeodiaon 3d ypoapikdv.

Méow tov Blender, oyedidotnrov poviéda low-poly (Zynuoe 3.10), dniadn poviélo pe GYETIKA
AydTEpO. TOADYW®VO, £TCL MOTE VO PNV TOPEUTOSILETOL TOAD 1 amdO00T TG EPUPUOYAS KO GAAG
TOVTOYPOVA VO JOTNPEL OAEG TIC 1OTOPIKEG AETTOUEPELIEC GTOV YOPaKTNpa. Me avtd tov TpOTO, TO
YPAPIKA ToL Toyvidlov Ba Paciloviat og éykupa 1oTopikd cTotyeia Kot TavTdypova dev Ba emPapuvOet
T0 TPOYpappa aveEaptnta pe 1o moca 3D povtéda Kl av E1GAYOLLE.

on
on
on
on
on
om

a
on
on

Yyquoe 3.10: 3d povtéro IIépon otpatidt oto Blender

211 GLVEXELN, Ol GTPOTUDTEG EPOSAGTNKAY UE 0pHpDCEIS LEGM TOV GLOTHHATOG armature Tov Blender.
To cVotnua armature ETETPEYE TN ONLULOVPYIN YAPUKTHPOV TOV UTOPOVY VO KPUTOOV OVTIKEIUEVAL.

Ta telkd povtéha e€nybnoav and to Blender otnv popen mov vrootnpilet to Unity, tnv te)voroyia
FBX, emiéyovtog Tig KatdAAnieg puvOuicelg, dote va gival £Tolua yio ypnon Yopig mepoTépm
TPOTOTOGELS. AVTH 1) LETAPOPE EVOOUATMVEL EMIONG TNV oAAayn HeYEB0LS Yo v, emPAAAeL KaAn
amodoon Kol vo Olac@oAilel OTL 1| €QOPUOYT EKTEAEITOL OUOAG O OYEOOV OTMOLOONTOTE GLGKELT
Android.

3.5 Eniloyog

ZOUTEPAGHOTIKG, GE AVTO TO KEPAANLO avamTuYONKaV 01 TEYVOAOYiEG Kot 01 TAATPOPUEG VAOTOINGNG,
OV YPNOOTOMONKAY KaOMG Kol KATOEG apyLKéG O10dIKAGIES TTOL EPAPUOGTNKAY KOTA TNV VAOTOINGT
g epapuoync oto Unity, to Vuforia Engine kot to Blender.
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YAomoinon g epapproyng

Kepaharo 40:  Yhomoinon g e@appoyng

4.1 Ewoayoym

210 ovykekplévo kePdAaio Ba yiver meplypagn T@V POCIKOV AEITOLPYLOV TNG EQAPUOYNG TOV
gnOvOpNoLOTOMONKaY KAt TNV VAOTOINGN OAMV TOV OCKNGEMV-HOY®V, OT®¢ emiong kot Oa
TOPOVGIOOTEL 1 EPOPLOYN GTO GOVOAO TNG.

4.2 Bipiio MaOnt & Tetpdoro epyaciav

To mAaic10 Tov eKTAdELTIKOD VAIKOD avamtoydnke pe ) ypnon tov Bifiiov g wotopiag g A' tdéng
TOV OMUOTIKOD KOl TOVL TETPASIOV £pyacIdV, TO omoia Kot Bpédnkav oe NAEKTPOVIKY LOPOT amd TV
16T00eAida ToL YTovpyeiov Opnokevpdtov kot AOAnTiopov [27-28]. EmmAéov, ypnotpomombnke 0
1670000 PTOdEVTPO, 1 omoia givarl N KOpla dtadikTvakn Ny Tov Ymovpyeiov [loudegiog yio tnv
€0peon Kol TNV TOPAS0GT YNELOKOD EKTOLOEVTIKOD TEPIEYOUEVOD GTA GYOAEID Kol €ival TpooPaciuo
o€ 0hovg [29]. Ot pdyeg mov viomomOnkav otnv mapovoa [LE emiéybnkav oe mpdtn @don pe Bdon
oNUOGio TOVG Kot TNV €UKoAid otnv Katavonon amd tnv mievpd tov pobnti. Katd dedtepov,
emAEYONKav pe Pdon to d1abéao VALKO oL VINPYE 6T0 PIAI0 6€ GLVOVAGUO LE TO LAIKO TTOVL Ppébnke
6710V 16161010 PMTOSEVTPO OALG KoL YEVIKA 6TO dtadikTvo. Kabe doknon-payn ival Kot o 6Knvi 6To
Unity. YhomomOnkav cuvolikd téccepilg oknvég , 1 Mdayn tov Mopabova, 1 Méayn tov Ogpromoidv
KoL M voopoyio tng ZaAapivog kot pio oknvy okOpo Vol To KEVIPIKO HEVOD.

O1 Bactkdtepeg mANpo@opiec amd To PiPAio Kot TOV TETPUSIOV EPYUCIOV GUVOYIGTNKAY OTIC EPMTNOELS
7OV yivovtol otov ypnot uéca amd v ameikovion Ul mov eugaviovior katd v S1dpKelo, NG
apnynong (g péyns. Emmiéov, n emthoyn Kot 1 avamtuén Tov TpiodidoToTmv HOVIEA®Y TOL £6GPOVG
KOl TOV YOpT®V €0V oYedlaoTel pe Pdorn meptypapdv mov yivovtal oto PBiiio tov pabntn kot tov
OTTIKOD VAKOV atd 10 PwtodevTpo [30-33]. AT N TPOGEYYIOT GTOXEVEL GTO VO TAPEYEL GTOV UaldnTy
IOV QOYOAEITAL LLE TNV EQOPLOYT IO OAOKATPOUEVT] EUTELPTIC LAONGNC, EMLTPETOVTOC TV OTTIKOTOINGT
TOV YEYOVOTOV KOOMS 0VTA EKTVAICCOVTOL KOt 0pTYOUVTOL.

4.3 Ewoviow Egappoync

Xe mpdIn Qdon £€ytve m dnuovpyia tov ewovidiov. Me 1t Porbewa g ypnong Al PBpébnke éva
emBLUNTO €1KOVIOL0 TO 0Toio TpoToTOONKE LE TN ¥PNon ¢ Loypaeikng g Microsoft, yio T yprion
TOV GLYKEKPIUEVOD €1KOVIdiov otnV epappoyn. [a va pog to epeavilel n epapuoyn mpénel Péco, amo
T0 pevov tov Build, va petapovpe oto File -> BuildSettings-> PlayerSettings -> Player -> DefaultIcon
Kol EMAEYOLLE TV KOV oL dnpovpynoape. To eikovidio paivetat oto Zynua 4.1

Zymua 4.1: Ewovidio E@apuoyng
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4.4 Kowég Awiemagéc ypiot

Ta Ul ™g epappoyng mapovstalovy Kovd xopaktnploTikd 660 10 SuvaTov TEPLGGOTEPO Y10, VO, VITAPYEL
éva aioOnpa cuvémelag Kol PIAMKOTNTOG TPOS TO YPNOTN KATA TNV SLIpKELR TNG YPONGS TS EPAPLOYNG.
Ta mepiocotepo Ul meprhoppdvovv éva keipevo pe v ypnon TextMeshPro, to omoio sivol
tomofetnuévo oe éva background mudwopovég. o v Onovpyia tov background avtov
ypnoonomdnke éva avrikeipevo rawlmage (Ul -> rawlmage) kot tpororomOnie n w16t ta Color tov
avtikelpévou ypnoponotdviog RGBA tipéc pe Alpha value 60-200.

Ta Ul mov mepiéyovv epmtoelg Tepiéyovy keipevo pali pe dvo 1 tpeic emAoyég TOAATANG ETAOYNG
péom xovumimv. To keipevo Tov gpeoviletot TAvm omd To KOLUTIE KAVEL Uio GOVIOUT TEPLYPOPT OTO
YPNOTN KOl TOL TaPABETEL TNV EPATNGT YA VO EMAEEEL, Kal Emerta va yYivel EAeyyog TG opBOTNTAG TNG
ATAVINONG TOL Yp1 ot Hécw script (Zynua 4.2).

ag Untagged

Rect Transform

| Tuevtohn edwoav ota
|| oTpatelypaTa Toug oL apynyoi
i| Twv Nepowy, Yohig idny Tov
{| eN\nviko oTého va eivar

|| Mapataypévog oty Zakapiva;

L e ——
IT6MOU Toug

EBWoav (vio va kukAwBel g
EAANVIKG 160G

Aiéragav apeg
N EMiBEon aTov £h
il Anviks

TextBg_2~

Zyqua 4.2: Moapaderypa Ul epappoyng

4.4.1 Boaowd kovpma

v endvo deld mhevpd o€ 0Aa ta Ul mov mapovsidlovial 6to ypnoth, vadpyovv d0o kovumid. To
KOVUTE OV TPOLYHOTOTOLEL EMAVAAYN TNG ACKNONG GE TEPIMTMGT OV 0 ¥PNoTNG emBupel va Eekivioet
plo doxnon ond v apyn. Aplotepd, VIAPYEL TO KOVUTL TOV O YPNOTING UITOPEl VO EMOTPEYEL GTNV
PYIKT GKNVI TOL oy VIOL00, EVOEYOUEVMGS, Y10, VO ETIAEEEL AAAT Layn (Zynua 4.3).
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L dtav toug mnotdl
ywplg dhoya kau
KavoupE TAPa;
Kavoupt niow ong akpeg Kal
TTEQINEVOULIE.

KGVOULJE TNOW OTO KEVTPO KQI
THEZOULIE OTIC AKDEC.

Zuvexifoupe TNV ETmBEon A0
Jadi! !

Zymua 4.3: Baowd kovpmid tov UL

Aéilerva onuelndel 6Tt €050 amd TNV EQAPLOYT O YPNOTNG UTOPEL VO TPOYUATOTOMGEL GITO TNV APYLIKY
oknvn péco omd to oVpPoro «X» mov vmhpyel oty maveo O6eEd yovia g StartScene mov Oa
VOADGOVLE KOt TOPUKAT.

4.4.2 WrongAnswerlmage

Eivar onpovtico o ypnotg ve Aapupavel Eva pivo o omd Ty EQapuoyn, STV TEPITTMGT TOV ATUVINGCEL
o€ kamoln epdtnon Adbog. [a avtd to AdYo dnovpynronke 1o cuykekpuévo Ul mov uéow omd éva
animation 1 006vn avafoofrvel KoKkivn Kot Taileton Tavtdypova Eva NyNTIKO epé. ApyiKad Tpénet va
dnpovpynBel éva avtikeipevo Ul->Image péoa and to Canvas oto omoio kot falovpe KOKKIVO ypdpa
oV €KdVe. XTNV GUVEXELN, ONUIOLPYOLUE TO animation wov pvOuilovv v W1dTTa. Alpha Tng
KOKKIVNG €kovag péco and 5 Keyframes. Amd avtd to keyframes, 10 mp®dTo kot 10 TEAELTAIO
pvOuiomkav og Alpha pe tipn 0 kot ta evordpeca Keyframe aArlalovv evadldé to Alpha and 255 o 0

(Zypo 4.4).

Zynpo 4.4: WrongAnswerlmageUI
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Emunpdobeto, otov animation controller tov WrongAnswerlmage (XZynua 4.5), tpootifeton pua véa
Kevn state, n omoia opileton w¢ default . Avtod eacpailel 6T To animation dgv EVEPYOTOIEITOL AL TOUOTO
Katd TV ekkivnon (on awake). Xt cuvéyeta, Onpovpyeiton pa dadpoun (transition) amd to Any State
0610 Paocwd animation, evd mPOCTIOETAL (L TOPAUETPOG TUTOL trigger TOv GULVOELETAL PE QLT TN
Swdpopn. Eivar onpavtikd va onpewwbdet 6t av opiotel T -1 oto speed tov transition, 1dte TO
animation 0o moi&el ovtioTpopa.

= Animator g i
Auto Live Link
isPlayed

Any State e——

NoAnimationOnAwake

Animatio alamina.controller

Yyqua 4.5: Animator controller WrongAnswerlmage

I tov édeyyo tov animation ypelaletal va dnuovpyndel pia pébodoc oto QuestionHandler script g
€KAGTOTE AOKNOMG, TO script dnAadt| g Pacikng Asrtovpyiag piag doxnong (8o avaivbel TapakdTo).
Emiong ypeidonke okopa €va script mov etvon tomobetnuévo péca oto avtikeipevo UL H pébodog
(Zynpa 4.6) meprhapPdvel T Aoyikn ylo TV gvepyomoinon Kat v amevepyonoinomn tov Ul petd amnd 2
devtepOrenta. Emmiéov, péom g Invoke("HideWrongAnswerUI", 2f). To script (Zynquo 4.7) sival
vevBLVO Y1a TO reset Tov trigger Tov animator , 1) omoia kéBe Popd oV KaAgitan va TaiEeL To animation,
Kével true Tov trigger wou peto amd 2 devteporemta Tov Eavokdaver false péom tng pebodov
Invoke("ResetTrigger", 2f)

ShowkirongAnswerUTL( )

Syfua 4.6: MéBooog ypriong tov Ul WrongAnswerlmage
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& Assembly-CSharp

mAnimatoer = GetComponent<A

ResetTrigger()

mAnimator.ResetTrigger(

PlayWrongAnimation()

Yynpa 4.7: Script WrongAnswerlmage

4.4.3 InBattle

‘Eva. axopa Ul mov emavaypnoiponoleitor eivar kot to InBattle. e mopduolo Aoyikny pe To
WrongAnswerlmage , dnpiovpyndnke éva animation, to omoio mepiiapfovet pio eioéva ord 2 oradid.
H ewodva avt gpoavifetar oty 006vn tov ypnotn Kot avoaPocfrivel 6tav To GTPATEOUOTO HIOG
AoKNONG TPOYUATOTOLOVY GUYKPOLGN. Apyikd dnovpynonke éva avtikeipevo rawlmage. ‘Eneito oto
property Texture &ywve glcaywyn ¢ €IKOVAG TV 6mabidv, Tov Ppiédnke dwpedv omd TO VIEPVET Kot
tonoBetnOnke ot KotoAdnlieg dwotdoels péca oto GameObject Ul InBattle. Xtnv ovvéyeia,
dnpovpyndnke to animation wov pvOuiler v WidtTa Alpha g ewovag pe ta onabud Pdost Tov
Keyframes (Zynua 4.8).

Symua 4.8: InBattleUI animation
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Emnpdobeto, otov animator controller tov InBattle, mpootifeton o véa Kev state mpoemieypévn, M
omoia opiletonr wg default . Avtd e&aoporilel 0TI To animation dev EVEPYOTOIEITAL AVTOUOTA KOTA TNV
ekkivnon (on awake). £t cvvéyela, dnuovpyndnke pia dtadpoun (transition) omd to Any State oto
Bacwd animation, evéd TpootiBeTon pa TapdueTpog THTOL trigger Tov GLUVOLETAL UE VTN TN SLOPOUT).

I'a tov ékeyyxo Tov animation avth T Eopd avaeepduacte 6t pébodo pe ovopa ShowlnBattleUI(),
7ov gival vtevBvvn Yo TNV gvepyomoinom kot v anevepyonoinomn tov Ul petd amd 2 dgvtepdienta
7ov PBpiokerar oto Question Handler tng ekdotote doknong. To script InBattle mov etvot torofetnuévo
péca oto InBattleUI GameObject (Zynpa 4.9), kévet reset tov Trigger IsPlayed, yio va propet va mai&et
to animation Tov Ul ké0e popd mov 1o KahoLLE.

O Inspector Terrain Toolbox

Ea v InBattle

-

Tag Untagged

]

Rect Transform

Canvas Renderer

t 4

» Animator
~ InBattle (Script)

2]
2 it
2]
2]

#

M Animator

Add Component

Yynpa 4.9: InBattleUI inspector

444 Win

Eivan, emiong, onpavtikd o ypnotng va Aapfavetl Evo pivopad omd Ty Epaproyn, otV TEPITT®On Tov
oAOKANpOVEL e emtuyio kéOe doxnon-pdayn. [ avtd o Adyo dmuovpyndnke 1o cuykekpévo UL
(Win) mailetl évo mymtikd g Kot divet Tn dSuvatodTnTo 6TO YPNHOTY Vo UETAPREL OV apyIkn GeAda 1| va
gmovolafel v doknon (Zynua 4.10).

Mmpdpo oou!

Me T yvwen Kal Ty
e€unvada oo Ta
Katdpepeg!

MeTaBacn oTnv Apyuki
Tehiba
—

Emavdahnyn manvibion

yfquo 4.10: WinUI
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Ot Aertovpyiec TOV KOLUTIDV Yo, HETAPROOT OTNV apylKy GEAIdO Kol EMAVAANYT TOL TOLYVIOOV,
a&lomoroHv Tig uehodovg Tov script SceneTransitions, to omoio Kot Ba avaivBel mopoakdto.

4.5 Kouwa scripts

Koazd ) dudpketla g vAiomoinong e epapuoyng dnuovpyndnkay Kot kdmota script Tov ot Bacn Tovg
£€YOVV TOPOUOLEG AetTovpyieg avapesa oTig 0oknoelg. Na onpeiwbei 611, ta script péoa oto Unity dev
UTopovV Vo AELTOVPYNGOVY amoterecpatikd amd pova tove. [pémet va tomoBetnBovv péca oe Empty
GameObjects (Ewova 4.11), onhadn adpata avikeipevo mov, 6tav tomofetodvial 6e po GKNvi,
TOPOUUEVOLV U1 OVIXVEVLGILO GTOV XPNOTN. 20TOG0, ATOTEAOVV AVOTOGTAGTO KOUUATL TG DAOTTOINGTG
tov script. To script mTov Aettovpyel péow evog Empty GameObject, evepyomoteitatl 6tV 0 ypnoTng
EI0EPYETAL GTNV OKNVY Kot eKTELEL KATO1EG Pacikéc Asttovpyieg mov BEAovLE GTNV GKNVY).

Terrain T ol
v SceneTransitions
Tag Untagged

Transform

Scene Transitions (Script)

Add Component

Zymua 4.11: ToroBetnpévo script péoa oe Empty GameObject

4.5.1 QuestionController scripts

Ta Script QuestionController cav 1360 ¥pNGUYLOTOIOVVTOL OO OAEG TIG AGKNOELS, OTANL UE OLOUPOPETIKO
OVOLLOL KOl [LE KATOLEG UIKPEG OLOPOPEG ava GoKNOT).

Onwc vrodetkvietal amd 10 OVOUA TOVG, AELITOVPYOUV MG dayeptoTéG mov Ponbodv katd Baon, otnv
eppdvion kar eEapavion tov Ul tov Canvas, T por g HOyNG Kot TV EUTAOKY] TOV ¥PNOTN LE TO
nep1PaArov.

Yav Baon, apykomotobvtot ot petaPintéc mephapupdvouy tomov GameObject mov mepthappdvouy o
Ul 1tov Canvas mov 0&lovpe vo YEPLOTOLUE OVAAOYO HE TNV GoKNomn. AvTEG ot HETAfANTEG
nepthapfavouv to Ul mov apopodv epmTnoels, autd mov topadétovy TAnpopopio HEGA Ao TO KEIUEVO
kot ™ Agrrovpyia tov Ul mov enavaypnoipomolobval, Tov avagépnkay Topamive.

Emiong, apywomolovvtal petofintéc tomov AudioClips yio nyntikd Q€ mOV EvEPYOTOLOVVTOL Y10
oMOTEG 1 AABOG ATOVINGELS, Yo NYNTIKA €PE oL Talilovv kaf’ OAn TN SdPKELD TOV ACKNCEMY KOl Ol
oovnTiKéc apnynoels. Oieg ot péBodot eivar Void, Tov onpaivel 6Tt eV EMOTPEPOLYV KApio TN KOTE
TNV EKTEAEGT] KO Ol TTEPIGCOTEPEG EIVOIL ONUOCIEG Y10 VO EMITPETOVY TNV TPOSPOGT €KTOG TOV Script.
> uébodo ‘Evapén, apytkomolovvratl ot TuEG Tov KolohvTal KoTd TV eKKivion piog doknong. Oleg
01 HETAPANTEG ExOLV OPIOTEL OC dNUOGIES APOD ALPOPOVV AVTIKEILEVD EVTOG TNG OKNVIG.
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Oocov a@opd 11 peBoOdovLE, o1 meplocdtepeg apopolv evepyomomjoelg (setActive(true)) wai
amevepyomolnoelg (setActive(false)) twv Ul tov Canvas mov apyikomowmdnkav.

Téhog, yia tn draxeipion tov Timeline vapyovv ot péBodor ResumeTimeline(), SlowMotionTimeline(),
playTimeline() kou PauseTimeline(). Extog amd 11 pebddovg, otig payeg v OepUomvuAdy Kot ToV
Mopabova ypnopomoteiton 1 Piiodnkn UnityEngine.Playables, n omoia emitpénet mn dayeipion tov
PlayableDirectors 1 ototyyeiov mov oyetilovral pe to Timeline.. Xvykekpuéva, 1 petaffAntn tov THmov
PlayableDirector ypnoipevet yio v dwyeipion tov Timeline, and Tig 0GKNGELG TOL TO YPTCLLOTOIOVV.
XopoKTNPIOTIKA KOl AEITOVPYIEC TOV EIVOL GUYKEKPIUEVES Y1 [io AGKNOT], AVOQPEPOVTOL TAPAUKATM.

4.5.2 SceneTransitions script

I'a va gvepyomomBei n Aettovpykdtnra TV KOLUTIDV Kol Vo d1evKoAvvBov ot petaffacels oknvig,
Ntav omapaitnto va ovamtvyBel éva script pe 1o dvopa SceneTransitions. Avtd 1o script, €xet
tonmofetn el 010 @akeAo Scripts Twv Assets Tov Unity yio HeAAOVTIKY GUUTEPIANYN Kol UETETELTO
xphon. To mpoPremduevo script evoouatovetol o¢ otowyeio oe éva Empty GameObject mov
dnuovpynoape pe to 1010 dvoua Kol TO «TePvApe» ¢ PETOPANTH oTIg mpobmdpyovses pebddovg
OnClick() t@v Kovpumdv TG oknvig pag mov Bélovpe va dtoelptotody oknvég (Zynua 4.12).

On Click ()

Runtime Only SceneTransitions.LoadSalamina

Yyquo 4.12: Eveopdtwoon script SceneTransitions 6to onClick() kovpmion

To script SceneTransitions (Zynua 4.13) dwyxepileton Tig petapdoeig petald oxnvav. Kébe pio doxnon
glvar kot pio 6Ky, ETOUEVMG Kol TO Script pog meplEyel Tig uebodovg poptmong tmv paymv. Ot uébodot
LoadStartScene(), = LoadBattleOfMarathon(), = LoadBattleOfThermopylae(), = LoadSalamina(),
YPNOLOTOLOVVTOL OTA KATAAANAQ Kovpumid Tov apywkov pog pevod MainMenuUl ywo va emAéyeton 1
KATAAANAT oKV avaioya pe tv €mioyr| tov xprot. Ot pébodor RestartGame() ko QuitGame()
YPTCULOTOLOVVTOL Y10 VO VTTAPYEL 1) dSuvaTdTNTO ETAVEKKivVoTg Kot €£600V omd TV doknon-poyn. Me
aUTOV TOV TPOTO ONUIOVPYNCOAUE EVOV KOOIKO IOV TOPEYEL £vay SOUNUEVO TPOTO TAONYNONE Kol
Tapovsioong oyt LOVo Yo TNV TpovGO GKNVI oAAY Kot Y10 TIC VITOAOUTES.
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LoadBattleOf Thermopylae()

r.LoadScene("Thermopylae battle™);

LoadSalamina()

r.Loadscene("salamina™);

LoadStartScene()

oadScene("StartScene™);

RestartGame()

r.LoadScene(S nager.GetActiveScene().buildIndex);

QuitGame()

tion.Quit();

Zymua 4.13: Script oAdayng oknvaov SceneTransitions

4.6 Audio Source

Oleg o1 acknoelg £xovv éva povctkd vdPabpo eite cav background eite cav éva amid MyMTkd €QE
(m.y. cwot-Aaboc amdvnon, k.a.). H évtaén g povoikng oe ke oxknvn yivetal pe ) Pondeia tng
teyvoroyiag Audio Source kot wA Tave og Eva empty GameObject. Méoa amd avtiv tomobetovue 10
MYMTIKO €PE 1] TN LOVGIKT LTOKPOLGT TNG EPAPLLOYTG.

4.7 Anuovpyia 3D povréhov péoo Blender

To Blender ypnotponomdnke, yio t dnpovpyic TV TPIGOHACTOTOV LOVIEA®Y TOV OVATUPNGTOLV TO
TAOl0L KOl TOVC GTPATIDNTEC TOV ACKNCEMY, OTMC EMONG KL YO TNV OVOTAPAGTAGT TOL XAPTN TNG
vavuoyiog e Zaiapivag.

4.7.1 3D XtpoatioTES

H dnpovpyia v otpotiotdv dnpiovpyndnke pe T gp1on KOVaS avapopds, Tov onpovpynonke pe
Al Ag mdpoope yio mapdderypo tov ' EAANva modgpuot). Me tn ypnion evog single vertex, mov mponie
amo éva plane avtikeipevo, Eexivioe 1 SLOUOPE®GN TOV YOPUKTIPL HE BAGT TV EIKOVA AVOPOPAS.
E1ducn mpocoyn 666nke oty evbuypdppucn tov onueiov (align) pe 1o okeAetd tov yapoktnpo. Eneita,
0€ GLVOLOAGHO TV epYaleinV extrude, ONUIOVPYNCALE TO GKEAETO TOV GTPOTLDTY KOl GTI] CUVEXELD UE
Tov KotdAAnAo solidify modifier kot pe t ypnom tov gpyareiov Fill Tov Blender, ddocape coua oto
otpoTidTn pog (Zynua 4.14). Me tov 1610 Tpdmo dnuovpyndnke kot o [épong oTpatidg.
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z
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o

rEE3
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yquo 4.14: Anpovpyia EAAnva otpatiddvm oto Blender

4.7.2 3D Hioia

H dwdwcacio dnpovpyiag Tov mroiov oto Blender Eekivd pe tn onpovpyio pog fapkog péca amd
ypNon Tov Pacikov kOPov tov Blender. O kdBog tpomonomOnke pécwm TV epyoireinv scale kot extrude
Y0l VOL TAPEL T LOPPT TNG PAPKOC. TNV CLVEYELD TPOCTEON KAV AETTOUEPELEG GTO TAOTO UE TO EpYarEio
loop cut (Ctrl+R), Y10, va Slepopp®GOLVV TG KOUTOAEG TG PApKaC.

H Sodwoaoia yia ) dnpovpyio tov Kataptidv Eekivnoe pe v avitypaen evog vertex (Shift+D) kot
v TomoBétnon tov ot Pdomn g Pdpkag, evd ypnooromdnke 1o extrude otov d&ova z yuw va
OYNUATIOTOOV TO. GKpo TOV Pacikod afova tov kotoptiov. To kdbeta pépm TOv KATAPTION
dnuovpyndnkav pe emavainym g oladikaciog duplication kot extrude. Apov oAokAnpmOnke to
OYNUO, TO AVTIKEIPEVO HETATPATNKE G€ KaUTOAN (curve) pécm tov object mode kou 1 emhoyn fill caps
eEaocpdiice v TANPN KGAvyn Tov oynpatog (Zynua 4.15).

Zymua 4.15: Katdpti g Paprog
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TNa ™ dnuovpyio tov Tavidv, Tpootédnke éva eninedo (plane) o€ object mode kou TomoBeTONKe
urpootd and 1o Katdptt. ‘Emetta, ypnoiponombnke 1o proportional editing oto edit mode ywo va
dnuovpynOel kopumoAn, Tpocapuodlovtag To KevIpiKa vertices (Zynua 4.16).

H» O B A v

Syquoa 4.16: Iavi g Paprag

‘Emerta, yuo va petatpéyovpe ) Pdpka pog og mhoio tpocBécape mAdpn kot Tpdpvn. H mhdpn ko n
TPOUVT TOL TAOIOL dNovpYNONKaY e petaKivioelg TV faces kat tn ypromn epyareiov énwg to loop
cut, proportional editing, extrude, ka1 scale. Eniong mpooténke axoua éva katdptl e TOVi, OOTE Vo,
OVTOTOKPIVOVTOL OTO IGTOPIK( YOPAKTNPIOTIKA TV ATV ekeivng tng emoyng (Zynua 4.17).

Zyfqua 4.17: ITAopn kor  TpOUvN Tov TAoiov
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Té\o¢ 10 mAoio oAokAnpmbnike e T Onuovpyio TV Kovmidv. Ta Kovmid onpovpynOnkoy eicdyovtag
évav kVPo, tov omoio dwpoppmcape pe scale, extrude kot move. Metd, €ywve molAamiacloopdg
(duplicate) kot opadomoinomn (join) yio T oot didtaén oe de&1d kan apiotepn TAevpd (Zxqua 4.18).

Yynpa 4.18: Telwn dymn tov Thoiov

4.7.3 Yoég & E€ayoyn 3D povréhov

H dwdikacio dnpovpylog tov oTpaTioTdy Kol TV TAOIOV OAOKANPOVETOL LE TNV TPocsOfkn TV
KATOAANA©OV DAKGV pe TN ypfon Ttov material properties tov Blender. Epopuocape amkd ypodupozo,
yopic mepimhokeg VPG Kot mpayuatoromdnke n eaywyn tov poviédwv oe popery FBX yo v
EL0AY®YT| TOVG KAt TN ypNoT Tovg 6to Unity cav prefabs.

4.8 Apyko Mevoo (StartScene)

H epappoyn dwobétel éva kevipikod pevod omd 10 0moio ol ¥pNoTeg KaAwoopilovTol Kot UTopody va
eMAEEOLY TN AOKNGN-UAYN OV EMOLUOVYV HECH TOV EMAOYDOV-KOLUTIOV TOV gUPavilovv 1060 TO
ovop TG LaynG 600 Kat TNV avTioTolyr EIKOVA TOV ammotteital yuo TV Evopén g péymg.

4.8.1 WelcomeUI

MoAic o ypnotng avoietl v epapproyn Bo mapovoiactel oto ypfotn o Welcome Ul, to omoio diabétet
&va. «umivep» o€ GTLUA Tamvpov 1oV emelnyel o OEpa oL £YEL 1| GUYKEKPLUEVT] EQUPUOYN KOl
KaAwoopilel Tov ypnotn. Zav eovTo £xel emdeyDel pio E1KOVO TOL YPTGLULOTOIEITAL KOL GTNV Vav poyio
g Zoiapivag , cuvodevopevo and to Ul ko 2 kovumid, Metdfaon oto Mevov, “EEodog kar Odnyieg
EMua 4.19).
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“ KaAwe np8are otnv ||

KIaldeuTIKA
papuoyn
. IPOCOHOILWONG HAXWV f
¥ yua To pasnupa tng

kI INE (B
sz o v 8

Zymua 4.19: WelcomeUI

INo va Eextvnoovpe v dnuovpyio, HETOVOUALOLUE TNV TPOETAEYEVT oKy oe StartScene. Xt
GUVEYELQ, TPETEL VA, OTLLOVPYHGOVLE Eva Buyatpukcd avtikeipevo Canvas yio va pmopécet to Unity va
epupavitel otov ypnom tig deropéc Ul mov Ba dnpovpynoovpe. Exkéyovpe Aowmdv oto mapdbupo
Hierarchy, pe 6e&i ki Ul -> Canvas. 'Enetta, cov child tov Canvas, yia v mpocOinkn amAod govtov
nwpocBétovpe éva rawlmage , kavovtog o0&l KMk mhvo oto Canvas kot UI-> Rawlmage. Xtov inspector,
tov Rawlmage ocav StartUplmage emidéyovpe v €KOvVO, OV ONUIOVPYNCAUE GOV (OVIO TOV
WelcomeUL.

Xvumepacpatikd, n deraen xpnotn (Ul) Bertiwbnke pe Ty evoopdtmon Tpudv kovpmidv, kadéva and
T omoio e&umnpetel Eeywpiotég Asttovpyies: €£000 amd TNV EQPAPUOYN, ELPAVION TANPOPOPIDY KoL
petdfoon 6to Mevov emioyng poymv. To keipevo o€ owTd To KOLUTLA ATOdOOTKE YPNGIUOTOLDVTUG TO
TextMeshpro otnv eAAnviky YADGGO, ¥pnoLomotdvTag T Ypoppatoselpd RobotoBold. Avtn i idw
YPOUUOTOGELPO EQUPUOCTNKE LE CLVETELWN OTO Keipevo og OAa to kovumd. H gioaymyr Kovumiov
yiveton oM péoa amd to Canvas ->UI-> Button.

4.8.2 MainMenuUI

Avt 1 demoen ypnot (Ul) elvar 1o pevod emihoyng udymg mov dnuovpynonke yio. vo Umopel o
€KACTOTE YPNOTNG Vo TAoNYNOel oTIg HiYeG-0oKNOEG oL emBupel. XTnv KopueY| Tov UEVOD, gival
ypapuévog o tithog «MENOY EIMIAOT'HE MAXHZ», tomofetnuévog o€ @OVIO GOV TATLPO,
EVIOYLOVTAG £TGL TNV 1GTOPIKNY POGT TS gpapuoyns. Kdtm and tov titho, vdpyel to xovuni pe 1o
"Odnyiec" to omoio evepyomotei to InstructionsUI kot Bo, o ovoAvGoLLE TOPAKATO.

To Ul amoteleitol omd TG TPEIS KOPLEG emMAOYES udyng: ™ wayn tov Mapobova, tn pdyn tov
Oeppomuidv kot tn Novpoyio e Zaiapivag. Kabe emdoyn cvvodevetar omd pio €kdvo, Tov
avTirpoonevel To ImageTarget mov TPEMEL VO CAPDGEL O PNOTNG, UE OLOOECTUO VITOGTNPIKTIKO DALKO
avaQopdc yio va EEpel mov pmopet va 1o Ppet axpifmg ota Piria Tov. Mo mapdderypo, 1 Mdyn tov
Mopabova Bpicketal oto Tetpddio Epyaciov (Kepdiaio 16, oel. 23), 1 Mayn tov OgpUomuAdY 610
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BiBAio tov padnm(Kepdiaio 17, oer. 53) kar n Navpayio g Zarapivag eniong Bpioketon oto Pifiio
tov pabnt (Kepdiato 18, oeh. 56).

Téhog, 610 emdved pépog T 006vnce, eppavifovtal 6o gucovidla. Avtd mov Ppicketal 6To APIOTEPA
UETAPEPEL TOV YPNOTN OTNV APYIKN GEAIDN VD KAVOVTOC KAK 6T0 de&l (onpeimpévo pe to cppforo X)
mpayparonoteitar ££0d0¢g g epappoyns. Ta dvo awtd Kovpmid KaAovv Kot Tig KaTdAANAES peBodovg
omd 1o SceneTransitions script Tov avagEpOnKoy TapoTave.

4.8.3 InstructionsUI

To cvykexpipévo Ul (Zynua 4.20) avaeépetor KaBodnynon tov ypnotn Hécw tomv odnytdv. Ot ppdoelg
EMAEYOMKAY Y10 VO, TAPEYOLY OGO TO SLVOTOV TEPICTOTEPO CAPELG 0dNYIES Y10l TN XPNOT TNG EPOUPUOYNS
P yivel n emhoyn kdmolov mayvidov. Eneényet oto ypriom Ot Ko to Tpio Kovpmid emAoyng Layns
£€xovv to Kabéva mAnpoopiec Tov cyetiloviat Le pia KOV Tov TPENEL Vo, fpiokeTal iT€ GTO GYOALKO
BiBAio eite oto Pifiio epyaciog yia va Eekivioel 1 aprynon. Erouévmg, o ypnotng xotevfivetol va
TOTACEL TO KATAAANAO KOVUTE LLAYNG KOl GTN GUVEYELD VO, 0KOAOVONGEL TIG 0dNYieg mov gupavilovrot
KATO TNV €KKivon Tng eKAoToTe UdyNG. XTO KAT® UEPOG LRAPYEL PO GNUAVTIKY onueimor, mov
EVNUEPDOVEL TO YPNOTI TMOG TO KIVOOUEVA GYESL0L KOL 1) 0P YNoN TPENEL Vo 0OAOKANP®BOOY mpv
ovveylotei N aenynon. To kovuni "KAeioyo" 6to kKdTm uéPog T 000VNG EMTPEREL TEAIKA GTOV XPHOTN
VoL EMGTPEYEL GTO TPOTYOVLEVO LEVOD OV Ppiokotav kdvovtag disable to InstructionsUIL.

Kdtw ané kaBe koupni payng, Ba

| Bpeig mAnpopopies yia Ty etkova

| Tou ipEmet va Ppetg oto Biprio i
e 070 TeTpGdI0 EpyaTiidV oov.

MaAig T BpeLg, maTnae To Ko
G paxne i va Eskwioety
1oTopia!

IHMANTIKO !

Nsplpevs péxpt va TeAeruast To
Blvreo kat n apiynon mpiy
npoywaoziq oto endpeve piua,

e ‘Khelapo" drav eioa Etolpog
VO ETITTPEYEL] 610 ievou!

| Kagiogo

Yynupa 4.20: InstructionsUI

4.9 Mayn Tov Mopabova

H doxnon «Mdyn Tov Mapabadvor» avtiel Eumvevon amod 1o kepdiaio 16 tov oyoiikov Piiiov pe titho
«O mepokdc kivduvogy o€ ocLVOLAGUO UE TO OVTIOTOYYO KEPAANLO OTO TETPASIO EPYOACLDV.
ZUYKEKPIUEVA 1) GLUYKEKPLUEVT iy emavéavel Ty acknon 2 (Zxnqua 4.21), n onoia {ntdel amd tovg
poOntég va TomoheTNooVY GOGTA TO GTPOTEVLOTA Kol Vo, SOcovV o e€nynon yio 1o Tmg eEeliyOnke 1)
poym.
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2.0 MATddng epdpuooe €va
€EUTIVO  OXEDl0  emiBeong Twv
EMvov Katd Ttwv [Mepowy,
YVWoTé wq «Aapida». ©a pro-
pouoeg, pe T Boribela tou da-
OKAAOU Oou, OTG TAPAKATW
€IKOVEG VA TOTIOBETOELG TOUQ
dUo oTtpatouq Kal va eEnynoelg
NG eEEAXONKe N paxN;

ZyMua 4.21: Aoknon payng tov Mapabava (cer.23 Tetpddio epyacidv pabnn)

H doxnon epapuolel 1o AR pe 11010 TpOTO OGTE VO EXTPENEL GTOVE UAONTEG VO QAANAETIOPOVY
amevOelag [LE TO GTPATEVUOTO LLECH TPLTOLUCTATOV YPAPIKMV KOl VO PAETOVV EIKOVEG TNG GTPATNYIKYG
péyng o€ Tpaypatikd xpovo Kot oyt amAid va v «Coypagicovvy péca and Tnv AoKnon.

4.9.1 Aopn ¢ Goknong

Apyikd, xotd ™ odpwon g eotoypagiag, péow g default pebodov On Target Found() tov
ImageTarget koAeitor n pébodog DisplayArxikiQuestion() n omoia kdévet enable To Ul ArxiAskl. H
pébodog OnTargetFound() koieitotl avtopata and tov Vuforia Engine 0tov éva Image Target yivetan
opato oty Kapepa [34]. Etor howdv kakeitor kot to apyko pog UL To ArxiAskUI, eicdyet tov ypriom
otV Goknon pe évo amlo Keievo og deHTEPO TPOGOTO Yo Vo dNUIOVPYNOEL dpeon oAANAETIOpacN,
KOl VO EVIVTOGIACEL TOV Xpnot (Zyfua 4.22).

| 0 MATiadng, o apxnyog twv

| ABnvaiwv, oe Stale€e yia va

\ noAepnoetg paii Tov ot paxn |
Touv MapaBwva! Oa propéoeic va X

VIKNoeLg Toug Mépoeg; Mpénet
VO KAVELS TIG CWOTES KIvjoetc!

Syfuo 4.22: ArxiAskl

210 KATO UEPOG TG 006VNC Ppioketal To kovpnmi pe v €voeitn "Exkivnon", to onoio ypnoipevel 6to
va amevepyomotel o mapov apykd Ul ArxiAskl tov Canvas, 6mwg gaivetar oto Hierarchy oto Zynpa

4.23 xon va k@vel enable v mpdtn epadnomn Questionl péow g pebddov onButtonClickArxi() Tov
script QuestionHandler (Zynua 4.24).
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OnButtonClickArxil)

HideArxikiQuestion();
ShowQuestionl();

Tyfua 4.24: Mébodog onButtonClick Arxi()

21 ouvéyela TS peaviong tng Questionl, to keipevo {ntd amd Tov ypNoTn o8 TPAOTN Pdon va emAélet
NV KaTdAANAN Tomobétnon TV otpatevudtov tov EAMveav og oyéon pe autd tov Iepodv. Kdatwm
amd TO Kelpevo vrdpyovy S0 JlaOEGIIEG TOTODETAGEIC TOV GTPUTEVUATOV, GTNV HOPPT] KOVUTLDV,
Kkafepio amd T1g omoieg cVVOSEVETAL OO L0, EIKOVO IOV OTEIKOVILEL TNV GUYKEKPIUEVT] EMAOYT YOl VO
glvar katavonto otov ypriot (Zynua 4.25).

Avvard oTiq AKpeg, pe Avvato KEVTPO, E TILO
anoduvdywon 0To KEVTPO ablvauec dkpe

Tyfua 4.25: Kovumd Questionl GameObject
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E@ocov o ypnotng emiégel TV 6ot TOT0HETN G «AVVATA GTIG AKPES, LE ATOSVVALMGCT) GTO KEVTIPOY,
TOTE YIVETOL KOl 1] EULPAVIOT TOV CTPATELVUATOV KOl TOV TAOI®V GE TPIGOAGTATN LOPYY|, LECH TG
uebodov CorrectBattleground (Zynua 4.26) 1 omoia kGvel active 10 £d0pog TG UAyNG, TO omoio €xel
tomofetnpuéva TAVO To GTpaTELUATE Kol gvepyomolel To emdpevo Ul to omoio pe to mdtnuo tov
kovumoy «EmniBeon!» Eexwvaetl v apnynon péom tov Timeline.

CorrectBattlegound()

battleground.SetActi

wQuestion2();

questionl.SetActive(

Zymua 4.26: péboosoc CorrectBattlegound

Ortav o ypriomg natioet to kovuni tote, To Timeline evepyomotgital, GUVOSEVOHEVO QO M0l LLOVGIKT)
vrdkpovon wov mailel cov background katd ™ didpketo OAng g poyms. [a va methyovue avtd Ta
00 amOTEAEGUOTO, , APYIKA dnutovpynoaue ta tédypata. Tao tayuata sivor €€, tpia Yo Tovg EAAnveg
rat 3 T tovg [époec. o kGBe €va amod ta téypota, TomobethOnkav ta prefabs twv 3D poviehmv mov
dnovpynoape oto blender, ko avtd pe tn oepd tovg TomofemOnkov cav child maveo ce éva
GameObject Tomov Cube, 10 omoio kot eTIaEape o€ opBoydvio Yia va Buuilovv TV GTPATNYIKH TOL O
pabntig kaAeitol vo (oypo@noel 6TV AoKNGoN TOL TETPOSiov Epyacidv. L€ avtd o cubes Tepacape
éva aoparo material yuo va pnv givo opatd oty ypnomn g epapproyns (Zynpa 4.27)

Synua 4.27 TomoBétnon taypdtov Mdaymg tov Mapabova & adpato Cubes

O kOBot dnuovpyndnkav mote éva taypo vo umopel va kwvnbel cav opdda, kabdg pe Pdon
oTPOTNYIKN ToL MIATIAOM, To TdyuaTe O ¥PElaoTEl Vo KAVOLY SLOPOPETIKEG KIVAGEIS 0TO YPOVO TTOV
Tp€YEL TO animation.
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"Ocov apopd TO GLVOSEVOLEVO MYNTIKO EPE — LLOVOIKT VTOKPOVGT, EXOVUE TPOGHEceL To gpyaleio
AudioSource 6to empty GameObject pe évopo AudioSrc, T0 0m0i0 TO APYIKOTOIOVLE KOl OVTO GOV
UETAPANTY 0TO script Hog Kot To KaAoVUE Héc® TG uebodov BattlePreparations. o vo pmopovue va
dwyelprotovpe to Timeline ypeidotnkoy va tpocdedel n P1AodNKkn using UnityEngine.Playables cto
script tov QuestionHandler

INa 1 ovvégeln g e&otopnong g pdyns €xovv omuovpynBet tpioc Ul (Phasel 2Question,
Phasel 3Question kot Phase2) xdfe évo agopd Kot pio OlPOPETIK PACT TNG HOYNG. ZOV (Ao
Bewpove TIg EpOTNGELG TTOL YivovTol TPog T0 ¥pNotn péoa omd to Ul katd tnv didpkeio Tn payne.

O yepiopog tov Timeline yiveran pe ) xpnon tov gpyodeiov Signal Receiver 1o omoio pog emitpémet
pécm tov Signal Emitter o cuykekpipéveg ypovikég ottypés tov Timeline va kKoAoOUE TIG KOTAAANAES
uebodovg signal amd to script. Avtég evepyomolovv to katdAinio Ul avdioya pe v ep@tnon mov
0élovpe va gppavicovpe. (ZxMua 4.28)

Phasel_2

Runtime Only » QuestionHandler.SignalPhase1_2
B Uk

Runtime Only ¥  QuestionHandler.ShowInBattleU!
BUI >

Runtime Only ¥  QuestionHandler.InBattleSFX
]

Runtime Only ~ InBattle.PlayinBattleAnimation
B InBattle (In ®

(Director)

PrephaseGUD asel_2G! r Phase1_3GUD Rotation GUD,

PrephasePUT Phase1_2PUT Phase1_3PUT Phase2PUT

PrephasePUC Phasel1_2PUC Phase3F

PrephasePUD 1 Phasel_2PUD r Phase1_3PUD

Asset Labels

Symua 4.28: Epyadeio Signal Receiver ue toug katdAiniovg Signal Emmiters

Me to mov motnoer 1o kovunmi «EmiBeon!» o ypnotng Oa mapatnpnoel To 2 GTPATELHOTO VO
oLYKpovoVTal. MOALS cLYKPOVGTOUY PEGH TOL TPpMTOL Signal emmiter pe dvopa Phasel 2 o emmiter
0o koAéost T péBodo SignalPhasel 2(), m omoio kéver pause to timeline ko eppavilel v TpodT
gpwon otov ypnot (Zynqua 4.29). Exniong kodovvrol kot ot katdAAnAot péBodot yia va yivetr ypfion
tov InBattle Ul pe to kotdAAnio nymtiko @€ 0TI TPayLOTOTOONKeE 1| GOYKPOVOT| TOV GTPOTEVUATOV
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Ta oTpatebpaTd pac ToAspoly
yewvaia! O Mépoeg Sapvidotnkay =
ovay Toug TANGIGoaNE TpEYovTae,

Ywpig dhoya ken TogoTeg, T

KAVOUHE TWPL; ,
Kavoupe miow oTig Gkpeg Kal

Kavoupe oW OTO KEVIPO Kal ]

TECOUUE OTIC dxgcg. J

ZuveXiCOupE TNV £MMiBean OAOI
adi!

\

Zynua 4.29: Epdtnon Phasel 2

H emthoyn Tov xpnot €dd pmopei va £xel dvo amoteAéopota, 1 va enthééel cwoto 1| Adbog. Av emiréet
Kkdmolo and T AdBog aravioelg (“Kdvoope micw otig dkpeg Ko mepuévoope”, «Xvveyifovpe v
eniBeon 60t pali») ot Aettovpyieg mov yivovton etvar tpeig (Zynua 4.30). Apyikd, péow tov On Click
g AdBog emhoyng (mtnua Aabog kovumiod) yivetor kdAeouo tov pebBddwv WrongAnserSFX mov
mailel To MymrTiko eé Tov Aabovg kot ShowWrongAnswerUI mov kdvet active To Ul tov AdBovg, mov
glvan pépog tov QuestionHandler script (Zynuo 4.31) .Kotd devtepov, evepyonoteital 1o Animation tov
WrongAnswer péca ano tn pébodo PlayWrongAnimation tov Wronglmage script.

Runtime Only QuestionHandler.S howWrongAnswerUl

B Ulha

Runtime Only QuestionHandler.WrongAnswerSFX

B Ulha r

Runtime Only WrongAnimationSalamina.PlayWrongAnimation
av

Symua 4.30: Emoyn kovpmiov AdBog amdvinong
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ShowkWrongAnswerUI()

wrongImageAnimation.SetActive( );
Invoke("Hide

HideWrongAnswerUI()

wrongImageAnimation.SetActive(

WrongAnswerSFX()

src.clip = sfw_wrong;
src.Play();

Zyqua 4.31: MéBodot mov karobvtar o mepintwon AdBovg amd QuestionHandler

Av mapoatnpriicovpe tov kddwka, 1 ShowWrongAnswerUI mpaypotonotel kot po okopa Agitovpyio.
MoAiG kaheotel 1 néBodog, TOTE AT e T oepd g uéom g Invoke (“HideWrongAnswerUI”, 2f),
rkaAel T pébodo HideWrongAnswerUI 1 omoio petd amd 2 devtepdrenta anevepyomolei to UL Avtd
TO KGvovue yio va pumopet va motnBel 1 AdBog emhoyn mapondve amd pio popég amd tov ypnotn. Me
évav tpomo yiveton reset to Ul tng AdBog amdvinong kdbe popd mov o ypnotg matdel Aaboc.

Epdoov 0 ypnong mathioel T oot andvinon «Kdavoope micw 6to kévipo kot mELOVUE OTIC AKPEDY,
t61e TilEL TO KATAAANAO MYNTIKO EQE TNG GMGTNG pDTNONG LEc® NG LeBddov CorrectChoiceSFX kat
amokpurtovtol Oia ta Ul péowm tng pneBodov HideAllQuestions (Zynua 4.32) . Eniong pe tn cwot
amdvinon tov ypnot koAeitor n pébodog ResumeTimeline n omoia cuveyilel To animation t®v
GameObject T@V GTPAUTELUATOV , KO KOTO GUVETELN O XPNOTNG TOPATNPEL TO KEVIPIKO GTPATEVUN TOV
EXjvev va omicBoympetl, evd tavtdypova mélovtor ta akplova otpatevpata tov [epodv.

CorrectChoiseSFX()

src.clip = sfx_correct;
src.Play();

ResumeTimeline()

if (timeline != )
timeline.playableGraph.GetRootPlayable(@).SetSpeed(8.7);

HideAllQuestions()

f (guestionl != ) E

f (question2 != ) questi tActive( );

F (phasel_2question != ) el _2question.SetActive( i
f (phasel_3question ) 1_3question.SetActive( )
F (phase2question != ) e2question.SetActive( ¥

f (phase3guestion != ] uestion.SetActive( s

f (wrongImageAnimation != ) wrongImageAnimation.SetActive(
f (inBattle != ) inBattle.SetActive( )

F (win_ui != ) win_ui.SetActive( G

Syquo 4.32: Mébodot mov kalobvTal OTaV 0 XPNOTNG OTOVINGEL COGTA
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O endpeveg 2 paoelg Phasel 3 ko Phase2 axoAovBodv mapdpote Aoyikn e TNV TPonyoOUeEV QAo .
AnAadn otapatovy o animation pécm tng pebodov PauseTimeline kot evepyomotohv Tic avtioToryeg
gpotnoelg o€ popen Ul v Phasel 3Question (Zynua 4.33) kot Phase2Question.

Ta §00 dkpa Tn¢ napatang pa
ViKoUY ypriyopa toug MEpoeg

! ota mhayta! To KEVTPO pag
avTéxel yepd. TL KAvoupE Twpa;

| Zuveyiloupe n payn ora mAayial ‘

Agprivoupe Toug Mépoeg ora MAGyia vc.
@Uyouv TTpog Tn BdAacoa.

Kavoupe miow oTig GKpEg Kal KPATAUE
1 ypapur yag.

|

e 4.33: Phasel 3Question

O1 Aertovpyieg TV KOLUTOV ival IG1EG LE AVTES TOL AvAPEPONKAY TOPATAV® GE TEPINTWOT COGTOV
ka1 AdBovg. ' va cuveylotel m pdyn M owotr emioyn otn Phasel 3Question givor 1 gmioyn
«Agpnvovupue toug [1époeg ota Thdya va goyouy Tpog ) Bdlacoa», Tote 0 Yprotng Ba mapatnpnoet Ta
EMMVIKA aKpLovE GTPOTELLOTA VO TELOVTOL OKOLO, TOPATAVE KO VO, TAVOUV GTO, TAOTN TOLG OTTOV Kot
gvepyomoteitol to Phase2Question (Zynua 4.34)
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andpoi 0 népoeé oY
£X0OAV TN PéYN TPEXOLY MPOS

M 1 Bakaooa. Tt TOTEUELS OTL
TPETEL VA KAVOLHE TWPC;
e omedea

[ Na kuvnyrjooupe Toug MNépoeg mou -
Tpéxouv oTn BdAacoa

Na emiTeBolpE OTO KEVIPO TOUG UE
OAOUC TOUS OTPATIWTEC LOC.

[\
Zyfua 4.34: Phase2Question

/|

H dwpoponoinon mov vrdapyet petatd g Phase2 & g Phase3 givat to yeyovog 01t PAénet o ypriotng
TO GTPUTELHATA TOV TEPCOV VoL UTOivOLV oTa TAoTa Kot va pedyovv. Avtd tpaypotomoteital HEGO and
tovg signal Emitters First kot second row board ship ot oroior Emitters, otnv ovcio gvepyomolovv 1o
animation TV OVIIKEWEVOV TOV TAOIoV mov &xouv apyikomombel oto script Question Handler.
ATavT@OVTag GTNV EPMTNOT 0MOOTA, 0 ¥PNoTNG Topatnpel Tov EAANvec va emitiBevton kot va vikohv Toug
méPoeg mov glyav amopeivel otn payn kot téhog epeovitetar to Win Ul mov Tov evnuepdvel yia to T€Aog

™mg Goknong-pdyng (Xxnua 4.35).

Mnpapo cou!

Me ™ yvwon Kat Tnv
I egunvasa couta
Katapepeg!

MetaBaon atnv Apyiki
Tehibda

EnavaAnyn naryvidiod

[\ /|

yua 4.35: Téhog mpdTng doknong
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4.9.2 Emriloyog ¢ doknong «Mayn tov Mapadova»

YOUmEPAGHATIKG, T Aoknon ¢ Mdyng tov Mopobdva cuvovdalel TPLodicTOTO YPAPKE Kot
teyxvoroyieg Tov Unity kot ymtikd @€ yio va dOGEL GTOVG LOBNTES Lt TO OAOKANP®UEVT EUTEPLN Y10
TN GTPATNYIKN Tov akoAovdnoav ot ‘EAnveg ot pdyn tov Mopabova. XTI @doelg g Hayns, o
YPNOTNG TPETEL VO, KAVEL EMAOYEG TTOL Bal EXNPEAGOLY TOL AMOTEAEGHOTO TG UayNS Tov Mapabmva. H
doun| g doknong tepriapuPével TOAATAES PACELS, EPOTNCELS Kot SLVALIKEG OKNVEG LoyMS, LECH TNG
¥pNoNg g teyxvoroyiog animation Timeline og cuvdvacpd pe to Signal Emitters. Tavtoypova,
TPOCPEPEL TN PAOT) Y10 TIC EXOUEVESC HVO OCKNGELG TTOL AKOAOVOOVV.

4.10 Mayn Tov Ogppomvi®v

H doxnon «Mdayn tov Ogppomvuidvy ovtiel Epmvevon amd 1o kepdioto 17 tov oyoikod Pifiiov pe
OUOVLHO TiTAO. ZuykeKkpipéva eravsavel Ty eiova tov Bifiiov « 1. H ekotpateia tov ZEpEn » (Zynuoa
4.36).

Syfua 4.36: Image Target doknong g Mdayng tov Ogppomvimv

4.10.1 Aopn g doknong «Mayn Tov Oepportvriovy»

Apywcd, katd ™ odpwon g eotoypapiag, pécw tng default peBodov On Target Found() tov
ImageTarget koieiton n péBodog ShowPrephaseUI n omoia kdvetl enable to apyucd Ul 1o omoio kdvel
L0 E100Y®OYN GTO XPNOTI Yo TN Hiyn TV Ogupplomudimv. 1o kdto pépog g 086vng Ppioketon to
kovpmi pe v €voegn "Ilape yio piym", To omoio ypnoipedel 6To va amevepyomotel to mapov apykd Ul
(PrePhaseUl), kot va kdver enable v mpat gpadtnon SelectionOfTroopsUI péow tng pebosov
OnButtonClickArxi() tov script QuestionHandler.
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To SelectionOfTroopsUI epgavilel otov xpniotn 1o £60pog TG AGKNOoMNG, TO 0010 dNpiovpynonke pe
) PonBeta tov gpyaireiov Terrain Sample Asset Pack, kot eniong epepavifer 600 meproyég oto £00.pog
7ov avafocPrvouv. Avtd mov (ntdetl omd To YPNoTN Eival va TOTOOETNGEL TN COGTN UEPLE TOL GTEVOD
tov EAAnva kot tov [Tépon otpatidm (Zynua 4.37).

0 Z£péne katapBave! O eAAnvikag
6TpaTOq e Tov Badthid Tne Zndptng
Aswviba Ba avTipE TWRICOLY TOV
£x0po.

TomoBETNOE Ta CTPATLWTAKIA OTIC
B£0E1C PAYNG OWOTA yia va
ouvexioetg

it

[\

Yynpa 4.37: SelectionOfTroopsUI

O otpatidteg epeaviCovror oto ypnotn pe ) Pondeta evog Ilavek tov SelectionPanel , mov cav Inner
Images €yet toug dvo orpatdtes. Méoa o kKaOe Innerlmage £xet tomoBetnOei to script DragUIElement.
(Emua 4.38)

El ~ Drag U lelement (Script)

Zynua 4.38: DragUIElement script

To cvykekpyévo script viomolel to unyavioud drag-and-drop amd to Ul oto €6apog, avdioyo pe
6¢on mov tedeldvel to drag yun Tovg otpatidtec-prefabs mov gppavifovianr oto UL Apyikd, yiveton
PYIKOTOINGT KATOI®V Pacik®v petafAntomv, 0nmg to prefab mov Ba dnpiovpyndet ko n apykn Béon
tov Ul ototyeiov, tov otpatidtn. H Asttovpyia Eexvd ue ™ nébodo OnBeginDrag, n onoio katoypdeet
v apyikn 0éom Tov GTpaTIOTN TOL GVUPETAL, KAOMS Kot T BEom Tov pointer oty 006V, SNAAST OV
Bpioketon 10 6d4yTLVAO TOL YpNoTN oTNV 0006VN. Katd tn Sudpkeid tov drag, n pébodog OnDrag
vrohoyilel T véa Béom tov pointer kot petaxvel to Ul ototyeio avaroya. Xpnoyomoteitor 1) dtapopd
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™G TpéYovcag Béong Tov pointer amd TV apPyIK TOL BECM Yoo TNV avOTpPocapLoyn TG Béong Tov
ototyeiov (Zynpa 4.39).

data)

ition = UIDragkElement.localPosition;
creenPointToLocalPointInRectangle(

data.position,
data.pressEventCamera,

mOriginallocalPointerPosition);

1tData data)
I H

creenPointToLocalPointInRectangle(

data.pressEventCamera,
localPointerPosition))

mOriginalLocalPointerPosition;

UIDragElement.localPosition =
mOriginalPanellLocalPosition +
offsetTooriginal;

Zyfua 4.39: Mébodotl onBeginDrag() kow OnDrag()

Orav teleidvet 1o drag, n pébodog OnEndDrag enavapépet otadiaxd to Ul otoryeio, To rawlmage mov
delyvel Tov oTpatidTN, TNV apytkn Tov Béomn. [lapdAinla, ekteleitan éva raycast yio vo EVTOTIGTEL oV
VTAPYEL KATO0 OVTIKEIUEVO GTOV KOGHO KAT® omd T 0éom Tov pointer, dnAadn av vrdpyel éva
avtikéevo pe collider yio vo tomofetn0el o otpaTidTNG TOVEO. AV EVIOTIOTEL OMUEI0 TPOGKPOVOTG,
dnpovpyeiton pe tn ypron tng nebodov Instantiate Eva véo avtikeipevo (to prefab otpatidng) og avt)
1 0¢om Tov pointer (Zynua 4.40).

OneEndDrag(Pc ata data)

StartCoroutine(
Coroutine_MoveUIElement(
UIDragElement,

put.mousePosition);

Zymua 4.40: MéBodor onEndDrag() kot instantiate Tov prefab
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To script evoopotovel emiong e Pondntikn pébodo yio v emavoeopd Béong Tov oToryegiov
(Coroutine_ MoveUIElement), 1 omoio petokivel otadiakd to otorygio miocw oty apyikn tov 0éom 610
UL

To script wov POALG TEPYPAVYALE TPOYUOTOTOEL Al T Aettovpyia drag and drop Tov GTpaTI®OTN XOPIg
va eréyyel av éyel tomofetnBel 610 KatdAAnAio onuelo TAvVe o610 £30(Q0C, OMNANSY] GTO oNUEID TOL
avafocoPnvel oto €dagog. [a vo to metdyovpe aVTO YpelaoTiKape TAved and Ta onpeio avTd va
Baiovpe amd évav collider. O collider avtdg 1660 Yo Tovg [1époeg 660 Kot yio Tovg EAAnveg mepiéyovv
amod éva script pe ovopa SelectionOfPersians kot SelectionOfGreeks avtictoya.

Ag mapovpe oag mapdderypa to script SelectionOfGreeks.cs 1o omoio €xel wg okomod ™ daxeipion g
EMAOYNG KOl TNG EULPAVIONS TOV TAYUATOS TV EAAMVOV 610 6Tevd Tmv OgproTLA®Y, GTNV TEPITTMOON
OV 0 YPNOTNG TOTMOOETNGEL TOV KOTUAANAO GTPOTIOTN GTOV KOTOAANAO collider. Zto Xynuo 4.41
TOPOTNPOVUE UE TPAcIVO TTAiG10 ToV collider Kot amd kdto givar to Tayua tv Iepodv.

Apykd n nébodog Start apyikomotei ta avtikeipeva. To greekSoldiers avtikeipgvo, Tov aviirpocmmevet
TOVG GTPATINTEG TV EAA VeV mov givor 1om Tomobetnpévor pe T cmot mapdtaln oto £d0pog, Eekva
¢ avevepyo, evad to greekCollider evepyomoteital, entpémovtag TNV oviyveDOT TOV GUYKPOVGE®V.
Aot 1 Stopopemon eEacParilel OTL 01 GTPOTIDTEG OeV Elvar 0paTol Emg OToL aviyvevdel Eva trigger.

Zyfua 4.41: Iepowdg collider kat téypo Iepodv

H pébodoc OnTriggerEnter evepyomoteiton 6tav kdmolo avtikeipevo e16€A0el otov ympo tov collider
mov oyetiletan pe to script. Kabe avticeipevo mov yivetal instantiate £xet Kot amd Vo GLYKEKPIUEVO tag
ovopla. Av 0 ¥pNoTNG TomobETNoE GMOTA TO EAANVIKO GTPATEL LA TTAVD a6 TO moTo collider extedeiton
L0 GELPA EVEPYELDV.

e mpadn pdon ekteAeital o foreach mov avapépet 0Tt yio KGO avtiképevo pe to tag "GreekWarrior"
7ov PBpioketol TAvm 6To E60POC TPETEL e KATO10 TpOTO va amevepyomombei. Evvooipe ta prefabs amd
10 drag and drop mov &iye Kavel 0 ypNOTNG TAV® GTO £30.POC Kol dev givan TomobeTnpéva mve 6To
omoto collider dpo kot TapapUEVOLY 6TO £30(POG Hag Y®PIG va Exovv Aoyo trapéng. Avtn ) Asttovpyia
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v metvyoivooue pe ™ uébodo GameObject. FindGameObjectsWithTag o6mov evtomiler olo T
avtikeipeva pe to tag "GreekWarrior" Kot to anmevepyonolel.

‘Emterta extehovvtal o1 TopoKAT® AEITOVPYIES:

o To greekArmy, mov avtimpocomedel TV €wkdéve tov selection amd T0 TAVEL TOL
SelectionOfTroopsUI amevepyomoteitat.

e To greekSoldiers gvepyomoigitan, KAVOVTOC OpPATOVG TOVG OTPOTIDTEG TOMODETUEVOVG OF
TapAToEn.

e To greekCollider angvepyomoieital, AmOTPEMOVTAG TEPOLTEPM AVIYVEVGELS trigger.
To AudioSource poptdvet to nyntkd clip sfx_correct ko mailer To MyNTkd £0€ TG COCTNG
EMAOYNG.

H boolean petafint j tibeton ce true, yio vo GNUOTOSOTHGEL TV OAOKANP®GT TNG dtadtkacsiog aAld
Kol yuoo va mepaotel yio éleyyo oto script QuestionHandlerThermopylae. MoAig Aowtdv o yprotng
tomofetnoet kat Ta dvo prefabs ota cwotd colliders tote umopei va cuveyiotel n doknon. O éreyyog
avTOC Tpaypatonoleitol péoa ot pébodo update tov script QuestionHandlerThermopylae. Avtf 1
puéBodoc eréyyel cuvEyeln av Exouv yivel true ot 6o boolean petafAntég tav script SelectionOfPersians
wa1 SelectionOfGreeks. EQocov éyovv yivel, tdte avtd onuaivet 6t ta otpatedpata £xovv tonobetn el
ocwotd (Xynpa 4.42).

r

=
L it (boolean ==

if (5Elg-j == && SElp.j —
{

HideSelectionUI();
ShowPhaselUI();
boolean = H

Yynpa 4.42: MéBodog eréyyov Tmv booleans tov SelectionUI

Mo Aoutdv 0 XpNoTNG TOMODETNGEL TAL GTPATEDUATO GTO GOOTO, el TOTE eppaviletal to Phase 1 UI
210 KAt PEPOG NG 006vNGg Ppioketal To kKovumi pe v évoelgn "Enibeon!", 1o omoio ypnoyedel oto
va ozmevepyomolel to mapdv apykd Ul ArxiAskl tov Canvas,kol va EeKivioel 1 apnynon HEC® Tov
timeline.

H Swagpopomnoinomn g cuykekpipévng Aoknong He TNV TponyoduevT ivar OTL 1] GUYKEKPLUEVT AOKNOM
€xel Kol eeVNTIKN apnynon ektog omd ta Ul mov mapéyovv minpopopieg ko Epmtioels. H apnynon,
Aowmdv ,Eekvd, delyvovtag ta otpatedpota Tov ZEpEN va minctalovv to otpatedpota tov EAAvoy
UEGO OO TO GTEVO TEPUCUA TOV BEPUOTLAGDY. TN GUVEYELQ, YivETaL Kol 1] TPp@TN Taom tov timeline,
pe v idto Aoy mov ywdtav kot 6To Tp®dTo Toryvidl. H mpdtn epdtnon mpog to ypnotn gival to
Question1UI 6mov, 0 ypnotng epmTdTar TL £Kovay To oTpatedpate Tov EAMvev 6t cuvéyela, pe 600
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mbavég amavtioels: "Ilpoomoinon vroympnong kot Eaevikn avieniBeon" 1 "Tlopadddnkoav cTovg
[Iépoec yopic va dbcovv pdyn." O o16)0g etvar va avayveplotel 1 6ot oTpatnykn Tov EAMveov
7OV TOVG 00N YNGE G€ emMTLYN Gpvva (Zynua 4.43).

Ti £kavav Ta 6TpaTEUPATA TWV EXARVWY
TN GUVEXELD;
EnéAe€e TNV owoth andvinon.

MpooToinon uroxwpnong Kar {apvikr
avreniBeon
N MNapaddbnkay aToug Mépoeg xwpic va
Odwoouv paxn
< =

Share  Edit

N /
Zymua 4.43: Questionl UL Mdyn tov Ogppomvuiov

)
v

Me ™ 6®OTH €XA0YN TOV ¥PNOTN, OTMOSEIKVVETAL HECH OO TO animation GAAG Kol TOL oENYNTA M
GTPOTNYIKN TNE TPOGTOiNoN G vIoy®PNong amd tovug EAANveg kot ¢ Eagvikng avienifeonc.

Epocov o ypnotng éxet det kol akovoeL T oTpotnyikn Tov EAAveov 1 epappoyn tov {ntdet péca amod
L0 GEPA EPMTACEMV VaL EMAVOAAPEL TNV £KPAOT TNG OTPATNYIKNG LE TN 6®OTH oepd. Ot emAoyEs efvan
tpeic, «Metomikn cbykpovony, «IIpocroinon vroympnong EAARvavy kot «EAANviK) avterifeony kot
TPENEL VO, TOTNOEL TO. KOVUMIO, IE VT TN GEPA Yo Vo, cuveyilel kdbe popd v aenynon Kot Kotd
ouVETELD TNV EKPaon TG LAYNG.

H Aetrovpyia mov mpaypatomoteiton amd 1o QuestionHandlerThermopylae 6 cwot) andvinon tov
ypnot elvan tpeig. Apykd, anevepyomoteitat o mopov Ul Ko epeoavileTol 1o VEO LE TIC EVIUEPOUEVECS
eMA0YEG Kat ot cuvéyela yiveror Resume to Timeline ko EgKivagt 1o KATAGAANAO NYNTIKO EQE TOL GTNV
TEPIMTOON HOG aPOPa TIG Myoypoenuéveg apnynoels (Zynuo 4.44). Ov pébodor Hide ko Show
avaQPEPOVTOAL GE AOKPLYT Kol ERPAVIOT) TV KatdAAnAwv Ul mov éxovv mepactel oav petofantég oto
script QuestionHandlerThermopylae.
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On Click ()
Runtime Only QuestionHandlerT hermopylae.HideQuestion2_1Ul
B Ulhandler (Q

Runtime Only QuestionHandlerT hermopylae.ShowQuestion2_2

B Ulhandler (C

Runtime Only QuestionHandlerThermopylae.NarationQuestion2_2
B Ulhandler (Q

Runtime Only QuestionHandlerThermopylae.ResumeTimeline
B Ulhan

Zyfua 4.44: MéBodot mov KoAODVTAL LE TNV ETAOYT GOOTNG GTPATNYIKNG OTN UayN TV OgpUOTVADY

H el oknvn, petd and OAeG TIC 0OOTEG EMAOYES TOV £KAVE O XPNOTNG, TAPOVGLALEL TV EMTLYN
EQUPLOYTN TNG OTPUTNYIKNG TV EAAMN VeV katd tov [lepcdv 6to 61evo TV Ogpuomvimy.

H aprynon omv cuvéyela g AoKNnong entKevip@veTal 6Tl otpatiég tov 300 Tov Aswvida kot otnv
erit povdda tov Ilepodv, toug ABavdtoug pe tov otpatnyd Yoapvn. o tov dtoywpiopd tov 2 autdv
opadwv éyovv tonobetnBel to TextMeshPro omd méve tovg ko mepLypdeovy motol givar Kotd
duapkela g apnynonc. Exiong 6co o Aswvidag 1660 ka0 Yddapvng eivar peyolvtepot o€ péyebog amod
TOVG VITOAOITOVE OTPATIDTES KoL 1) EAIT opada TV [Tepodv eivat S10popeTIKO YPMUN aTd TOVE PUGTKOVG
[Iépoec otpatidteg (XyMua 4.45).

Zynua 4.45: 300 & Ydapvng

H oxmvi vroypappiler mv kKAlpdkmon g £vioong pe o At copa tov [epodv va KatatpordveTat
amd Toug EAAnveg. Oleg Tig popéc, Tov 0 ¥pNoTnG mapoTnpel £vo TAYUN VO KOTATPOTMVETUL OO TOVG
"EAANVEC, auTd onUaivel OTL 0 GUYKEKPUEVO TAYHO EYEL apyukomoindel 6To scipt HoG ooV avVTIKEIUEVO
KoL KOTG GUVETELN TNV KOTAAANAT otiyun mov 0éhovpe gueig to kavovue disable péca amd v kKinon
™G KOTAAANANG pneBddov (Zynua 4.46).
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YdarnisDestruction()

battalionPS3.SetActive( ) F

ZymMua 4.46: MéBodog Katastpogng Taypatog Y odpvn

To televtaio okéLOG TNG HAYNG OV PAETEL O YPNOTNG 0POPA TNV TTPodocia tv EAMvev amd tov
Epuidtm. H tedevtaio epdnon, onewoviler to Ul epdnon EfialtisQuestion kot potdel To xpnot
«ITowo tav 1o dvopa tov TPodoT; pe dVo mBavEiG amavinoels: «Epiaitno» 1 «Aptaeépvngy. Eedcov
0 YPNOTNG TATHOEL TI GOOTH ETIA0YN TOV KOVUTIOU «EQdATne TOTE Topatnpel T0 TEAELTAI0 GKEAOG
NG APYNONG UE TOVG TEPGES VO, VikoOV Toug EAAnveg ko va epeaviletor to WinULL

4.10.2 Emiloyog tng doknong «Mayn tov Ogppomvimv»

YoumepacpatiKd,  doknon e Méyng tov Osppomviodv cuvévalovtog Tig texvoroyieg Tov Unity, tng
OKOVGTIKNG AP yNomng 060 kat unyavicpovs drag-and-drop pésm custom script, ot ypnoTeg EYovv TNV
guka1pio. Vo KATOVONOOVY TIC OTPOTNYIKEG Kivioelg tov EAMveav ot Mdyn tov Oepuomvuidv.
Emnpdcbeta, n Aoknon mpocpépel GuVOLACUO NYNTIKOV €QE Kot animation, KofleTdvTog TV Labnon
guyopotn. To cvompa eLéyyov cwotdv emAoymv, ot puduicelg tov timeline, kot ot péBodotl mov
EVEPYOTOLOVV 1] AEVEPYOTOLOVV AVTIKEIPEVA , EEAGPAAILOVV TN GLVOYT] TNG APTYNOTG.

4.11 Novpoyio Tng Xoiapivag

H doxmon «Novpoyio e Zaiapivacy avtiel Eumvevon omd 1o ke@dAiaio 18 tov oyoiikov Pifriov pe
opudVLHO TiTAO. XvyKekpuéva emov&dver v €wkova tov Pifiiov « 1. ABnvaikn tppng oe
avamapdotoaon ([epoaidg, Navtikdé Movceio) » (Zynua 4.47).

Yymua 4.47: Image Target doknong ¢ Noavpayiog e Zalapivog

H mapodoo doxnon cav Bdorn ypnoiponolel Tapopoleg te(VoAoyieg Ue TIG 600 mponyovueveg, Ba
eMKeVTP®BOVLE KLPIMG OTO YOPAKTNPIGTIKA TOV TN S10POPOTOLOVV GO TIG VIOAOUTEG,.
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4.11.1 Aopn g Goknong

Apyicd To Tp@TO 0KELOG TG Aoknong mov PAEREL 0 xpnotng apopd e oelpd and Ul og poper| KOpIK..
To mpdto Ul xdk Arxi meprypdopet ) cvvéyion g ekoTpateiog tov EEpEN petd tn payn tov
Beppomur@v. To oknvikd mteptapPdver pia eikdvo omo ta mAoio Tov Adnvainv, dnpuovpydviog £Tol
po aicOnon kwvntikdétrag. H euwcova pe ta mhoia evoopotdvetor oto Canvas pécm gvog rawlmage
component oto GameObject Tov Canvas e Ovopo ArXi Yo va TapEYEL TO ONTIKO VITOPaBPO TS GKNVIG.

To xeipevo mov meptypdpel v Kotdotaon (exkévoon g ABMvac, mpoegtolpacio yioo vovpoyion)
vAomoteital pe To yvwotd Text component pe to kKatdAAnio background yia va givat opatd o keipevo.
To kovuni "Zvvéyeln” divel 6Tov ¥pHoTn TN SLVATOTNTO VO TPOXWPNGEL GTNV EXOUEVT oKNVA (Zynuo
4.48).

0% Yo el !
| MeTd v payn twv Osppomviwy
0 Zepéng, £XovVTag XAOEL noMobc.
GTPATIWTES, CUVEYLOE TOV OpOHO
Tipog TRV ABiva. H moAn dpwg = &
i fTav adsia. Ot KATOLKOL TG TNV
! sixav sykataheipst.

Vil g f &

Ta yuvawonatba kat ot ,
| nAikuwpévol siyav petapepdei ‘
" yia peyahiTepn aopdAela ota
| YOpw vnotd, eV ot AvTpeg
| eixav unei gtakapdapia
Y £ToLpI0L YLa VEA GUYKPOUOT).

PN N\ N/ AN/ ZRIN

[\ /|

Yynpa 4.48: ArxiUl o€ oTuk KoOpK

Ortav o xpNotng TatioeL TNV ETAOYT| CLVEYELX TOTE, 1] APNYNON TPOXWPA Ko detyvet, To endpevo Ul pe
toug Ilehomovviioloug va  vymvouv teiyog Y va gumodicovv tovg Ilépoeg va eioébovv otnv
[Tehomovvneo (Zxnua 4.49). O yprotng kaAeital vo, couminpooel ™ coot) AéEn (IeBudg) ya va
olokAnNpmoeL To kevd oty apnynor. H emioyn yiveton pe ™ popen kovumiov. Olo to kovumd o€
avtd 10 TP®TO OKEAOG eivar vrevbuva va  amevepyomowobv to mapoév Ul pe yprotn g
pebodovSetActive(false) kot va evepyomolovv 1o endpevo Ul pe ) ypnomn g pebodov SetActive(true).
Emiong epdoov o ypom¢ amavidel cmotd o epdtnomn o€ avto to Ul kopk section akovyetol Kot 10
KATAAANAO yMTikd Q€ TG GOOTNG emAoyNg (Zyqua 4.50).
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1o peTa€b ot MekomovvijoLol Uipwaay
TEiX0G oTOV , yla va epmodicavy. i
Toug Mepoeg va pmovy otnv Mehomovnoo. j
Ekei diapwynoay ot apxnyol Tov gTOAOU. lk\

"
% ToumARpWoe TO KEVO Pe TV oWwaTh '
i emhoyn

(PR RS S

Runtime Only ~ QuestionHandlerSalamina.ShowArguingUl
* QuestionHandlerSalamina.HideArxi2U|

Runtime Only ~ QuestionHandlerSalamina.SFXCorrectChoise
B Ulhan

Zyfua 4.50: Zoot) andvinon omd to ypfotn ot Novpoyio g Zolopivag

Ta endpeva 2 Ul (Arquing ko Agreed) agiep@bnkav otn dapdyn mov elyov ot dvo mMyétes, o
O¢iotoking kaw o Evpufidong. O Ogpictoking mpoteivel va aviuetoniocovy toug [Iépoeg ot
Saiapiva, eved o EvpoPiadne Oewpei 011 Tpénel vo gumodiotel n mpdcsPacn oty [ehomdvvnco. O
¥PNOTNG KoAgiTon va eMAEEEL TO10G 0Td TOLG 60O TIGTEVEL OTL £)EL diK1O0.

210 Ul mov avtikpiletl o ypnotng (Arquing) pHeTd TV 6moth emAoyr] Tov loBpov mapovoidletal n ewova
TOv 000 Myetdv (OguotokAng (Abnvaiog) kot Evpufiadng (Zmaptidmg)). Ov "opriec" tovg
vAomotovvton pe  xpnomn Speech Bubbles yuo va Bvpilel meprocdtepo kouk. Ot Speech Bubbles eivat
€1KOVEG TTOL Ppébnkay dwpedv and to dadiktvo, kol elodydnkav cav rawlmage component, ®oTE va
TPOCPEPOLV OTTIKY OVOTAPACTACT] TOV YopakTpoVv (Zynua 4.51)

54



YAomoinon g epapproyng

EYPYSIAAHX -
NA MHN
o TEPAXOYN THN
N [TEAOITONNHEO,

Zymua 4.51: Aruing UI Speech Bubbles

H emioyn avdpeoa otoug 600 Yopaktpeg YIvVETAL UE TN XPHOT KOVUTIOV, ENMLTPEMOVTIOS GTOV XPNOTI
va emAéEeL Totov Bewpel cmatod pe Bdon ) Bempia Tov PiAiov (cmoth emhoyn: OepicTokANg) (Zynua
4.52)

7
p'
.
W

SRR i

Mowdég amrto Toug dvo
apxnyoug

TILOTEVELG OTL £ELXE
dSikwo ;

O ABnvaiog OepIdTOKANG
O Inaptidtng Evpupi&dng

Yymua 4.52: Arguing Ul emthoyn| apynyod

Metd v emthoyn, 1 apynomn tovilel T oTpaTyIkn VIEPOYN TG Zolauivag Kat ametkovilel Tovg 600
APYNYOVG VO, CUUPMOVOVY «OIVOVTOC Ta XEPLO. Xov TEAEVTOiO amaitnorn amd Tov pobnt kot yio va
npootebel po emmAéov d1ddpact, o0 PNoTNG KOAEITOL VO ELGAYEL HEGH TANKTPOAOYiOV TNV ovouacic
TV EAMNVIK®OV TAolov. H cwot ovopacio tov eAAnvikav mioiov "Tpipelg" copminpovetal ond tov
yphot péow evog Input Field. o ™ Asttovpyio kot tov édeyyo tov Input Field dnpovpyndnke to
script ReadInput.

To script ypnoyomotei to TMProlnputField yio v avdxinon tov keévov mov lodyetorl and Tov
ypnotn. H xopia pébodog CheckIfCorrect() eEléyyet edv 1 amdvinom mov €1GAYEL £vag xpNoTnG TopLalet
ue kémola amd TIG amodektég mapariayéc g AéEng "Tpimpels”" Aaupdvovtag vedyn opboypapio,
Kepoiaia, meld, akoun Kot pLio EVOAAAKTIKY ETIA0YT Y10, AATVIKOUG yopaktipec. Edv n arndvinon sivot
oo, KaAovvtal puéBodot amd to QuestionHandlerSalamina, yio vo evepyomomnBei Eva nyntikd epé
OMOTNG EMAOYNG Kot Vo, Yivouv ot katdAinieg addayéc ota Uls.
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Xe mepimtwon AavOacpévng amdvinong, avtd evepyomolel 10 yvwotd miedov Wronglmage Ul og
ouvovooUd e TO MNTIKO €PE TOV o@UApoToC. T va glvan ekt n ypron tov TMProlnputField
giwodyope ™ Piprodnkn TMPro kot yw vo umopécovpe va KoAéoovue pebddovg TovL Sscript
QuestionHandlerSalamina péca omd 10 Readlnput, opywomomoope por petafinty TOHTOL
QuestionHandlerSalamina q péoa 6to ReadInput (XZynpa 4.53)

Readlnputcs + X B andlersalamina.cs
& Assembly-CSharp

{ Un

TMProInputField;
'H

CheckIfCorrect()

if (TMProInputField.GetComponen
TMProInputField.GetComponen
TMProInputField.GetComponen
TMProInputField.GetComponen
TMProInputField.GetComponen
TMProInputField.GetComponen
TMProInputField.GetComponen
TMProInputField.GetComponent<

q.5
q.Sho!
q.HideAgreedUI();

oise();
ghAnswerUI();

Zyfua 4.53: ReadInput script

O ypNoTg AOOV €16GYEL LECH TOV TANKTPOAOYIOV TOL KIVNTOV TOL TNV KUTAAANAN amdvinotn Kot
émerta motdel 1o Kovpni "Eleyyoc", To omoio kou kaket T péBodo CheckIfCorrect tov ReadInput script.
MoMg o ypfotng ewoayayet T oot AEEn “Tpumpec” eppavifeton to Ul Prewar, to omoio mpotpémet
TO XPNOTN UE EVa EIGUYOYIKO text Vo, capmael T pmtoypagia Tov BifAiov mov Asttovpyei cov Image
Target. Tote howmdv Oa spoviotei, otov ypnot to Ul pe 1o kovumi « Exkivnon» kot o xaptne g néymg
(Zynpa 4.54).
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O1 oToAOL apatayénkav
otnv akti! Matnoe To
KO EKKivnon yla va
§EKWVAOEL N payn

|3

yfua 4.54: Ul mov mpoetopndlet To ypnotn yio T vavpoyio g ZaAapivog

O yapmng mov gppavifetar oto ypnotn dnuovpyndnke and 2D gotoypapio g Tomobeciog g
Zaiapivag mov Bpédnke otov 1otdTomo PTOdEVTPO. 100 TN TpomOTOiINGN TOL YAPTN o8 3D, €npene oe
TPMOTN Ao vo tov eneéepyactope uécm Blender. Apyikd, el0dyovpe TV €KOVe TOL XGpTN LoV plane,
nwpocBétovpe évav Subdivision Modifier kot emiléyovpe 1o Simple Mode (Zynua 4.55). T'a va
AQOIPEGOVE TIG KOPLOES TTOL Eyovv dnuovpyn el and tov modifier opilovue v Tiun Levels og 10 kot
Kkévovpe apply otov modifier.

LEE R R

D 8 O 2@ 5

Zymua 4.55: Anpovpyia yaptn g Noavpayiog tng Zaiapivog

Télog, yia va Y€l 0 YAPTNG HOG TO, Y PO UATO, TNG ElkOVag reference, tpocBétovue évo Displace Modifier
Kol 0TIV GUVEXELX, TPETEL ONovpyovpe Eva véo texture (New). Xtig pvOuioeig tov Displace Modifier,
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emAéyovpe UV Coordinates. Eniong, otnv kaptéia Texture, opilovpie Tov TOTO TOVL texture oe Image or
Movie kot emAEYOLHE TNV EIKOVA TOV XEPTN HOVL OO TO onpeio mov TNV €xovpe amobnkevoel GTov
VTOAOYIOTN Hag, HEcw TG emhoyng Browse to be linked image. KataAnktikd, pvbuiovue to Strength
tov Displace Modifier yio va dtapopedc® Tov yaptn pov 6to entfountd avaylveo amotérecua. Me
avTdV TOV TPOTO AOITOV SNUIOLPYNGALE Eva £30(P0G, amd Hia KOV ToV XAPpTN TG ZoAapivos.

I'a va cuveyotel 1 apnynon, Aowmodv, mpénel o ypNnons va matioel to kovuni «Exkivnon» oto Ul
StartBattle.

Otav o ypriotg matnoetl to kovumi «Exkivinony» 10te, 1 apinynon Eekvd kail o xpnotg PAETEL ToLg
o1oAovg TV [lepodv va kivodvtot Kot va kKotarappdvoov v Yottdiewn. Ta 3D poviéla tov Thoiov
glvar tomoBetnuéva 6e GTOAOLG, LE TOPOUOL0 TPOMO OV OMMOLPYHONKOY KOl TO TAYLOTO OTIG
TPOTYOVUEVEG OVO OIGKNGELC, Y10 VO EIVOIL EPLKTT 1] KivioT TOVG LEG® TOL animation Gov opdda.

O1 KV OELG TV TAOIWOV OV TUPUTNPEL 0 ¥PNOTNG, OE QLT TNV doknon dnuovpyRdnkay pe ™ fondeia
tov gpyoreiov Dreamteck splines. "o va dnpuovpynoovpe kivinon yo évo avTikeilevo, TpEmet opytka
va dnuovpynBobv splines. Ta splines agopodv tao povomdtia. mov Bo akorovdrcovv ot 6TOAOL GTO
x6ptn. ['o va dnpovpyncovpie ta povomdria, kavovue de&i khik oto Hirarchy kot péco, amd v emioyn
3D Object -> spline computer €l6dy® t0 oviikeipevo spline oto Hirarchy. Mg avtd tov tpodmo
«Coypooilovpe» To povomdrtt Tov BEAOVLE VO aKOAOVONGEL 0 EKAGTOTE GTOAOG HECH TAV® GTOV XAPTN

pog (ZyMua 4.56).

Close Reverse 2D Mode
Catmull Rom

Local

Default
Update

Zyua 4.56: Anpovpyia povoratiov pécw Dreamtech Spline

IMa va umopéoet o kabe 6TOAOC va akoAovdnoet évo povordtt Oo mpénel va eldyovue T0 component
Spline Follower oto avtikeipevo tov kdbe oTOAOL TOL BELOLIE VO KIVATOL TTOV® GE £VO. CUYKEKPIUEVO
povorartt. (Zynqua 4.57).
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@ + spline Follower

8 _SPLINELeftP
guration
K SetDistance Clip
Update
v

v
Uniform

0.01

Default

v

Set Distance

yfua 4.57: PuBuiceig Spline Follower

INa 1o yepoud g xivnong tov tov 6tolmv uécm tov spline follower ypeldotnke 1 dnuiovpyio TOL
script SplineAnimationController.

To script eivor vrevBovo yo TV évapén Kot 10 GTApATUA TNG Kivong TOV GTOA®V Kol Yiol TNV
EVEPYOTOINGT KOl OTOVEPYOTOINGT OPICUEVOV GTOA®V. Xav TPOTN ¢dorn Oeswpeital, n kivon Tov
OTOA®V TOV TEPCDV, UEXPL KOl VO TapaTacyfovv yio pudyn o1o 6tevo ¢ Zolapivog.

2t pébodo Start, avapEpetor 0Tt OAES 01 KIVIOELS TV 6TOAWV Ba etvon otapatnpéveg on-awake, LECH
¢ pebodov StopALLAnimation. Ot vmorowmes péBodor Tov script apopoldv v evepyomoinon M
OTEVEPYOTOINGT TV GTOA®V aviioya pe o av givar ‘EAAnveg M Tlépoec. Tvykekpiuéva, n uébodog
StartAnimation gvepyomolovy TV Kivnon tev dvo avtikeluévov SplineFollower mov avtirpocwredovy
TOV TEPGIKO GTOAO TTOL PAETEL O YPNOTNG TNV TPDTY PACT TNS LAYMGS.

Yrdpyovv kor péfodol yio to otapdrnuo ovtdv tov kwvhnoewmv. H StopAnimation otapatd tovg
TEPGIKOVG GTOAOVG TOV TNG TPMTNG PACTG TNG LayNG, v 1 StopROUND2AnimationPERSIANS ko1
StopGREEKSAnimation otapatov toug 6TOA0VG TG debTEPNE YOO TNG LayNG TV [lepomv Kot Tmv
EXMvov, avtictotya.

H evepyomoinon o amevepyomoinon otdhwv (GameObjects) yivetor péow tov pefddwv
EnableROUNDI1, EnableROUND2, DisableROUNDI1 ko1 DisableROUND2. EmmAéov, ot uébodot
DestructPersianBattalion1, DestructPersianBattalion2 ka1 DestructPersianBattalion3 amevepyomotovv
GUYKEKPIUEVO TEPCIKA GTPUTEVLLOTO TOV SEVTEPOL YOPOUL, Y10l VO TPOGOUOIDGOVV TNV KATAGTPOPT] TOVG
Katd T OdpKel TNG Payns. 1o Zynpa 4.58, mapabétete o TpOTOC e Tov omoio pia kivnomn Eexwvd
mhvo oto spline.
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Dreamteck.Splines;

StartAnimation()

roundlleftPersianBattallions.enabled =
roundlrightPersianBattallions.enabled =

yquo 4.58: Xepiopdc kiviioewv Dreamteck splines

AoV Aoudv avaAOGOE KOl TO TG KIVOOVTOL 01 GTOAOL KATA TN SIEPKEL TNG AP ynons, To udvo mov
pévet ivor va cuveyicovpe v aeniynon.

211 GUVEYELD TNG AP YNONG TNG UAYMGS, O XPNOTNG TapoKkoAlovbel Tovg atdAoVG TV [lepamv va pBdavovy
otV Putrddrela kot va otapotovy. To otapdtnue Tov animation TpoyPLOTOTOLEITOL GE TAPOLOLN AOYIKT
HE TG mpomyovueveg 000 AOKNOEL, ONAadn pe n ypron triggers. H dwapopd otn ocvykekpiuévn
nepintoon gival 0TL ot triggers Ppickovral Thve ota povordtia splines. Omwg PAETOLLE Kol 6TO Ty
4.59, m otiyun mov Ba ptdcovy ot otorol Tev [lepomv Tavm otov trigger pe 6vopo Questionl, Oa yivet
n kAon g pebddov StopAnimation tov SplineAnimationController script, 60nmg emiong kot M
EUPAVIOT TNG TPMOTNG epdTNong Questionl UL

Set Distance
Double ¥
v
plineUser)

Runtime Only ~ SplineAnimationController.StopAnimation

B SplineController (Spline An ©

Runtime Only ¥ QuestionHandlerSalamina.ShowQuestion1U|

B Ulhandler E

Runtime Only QuestionHandlerSalamina.HidePhase1Ul
BUIih :

Yynpa 4.59: Trigger mévo o€ spline Kot kdAeopo peboddmv

Ot otoéiol otapatovy Kot gpeaviletor 1 TPAT €PAOTNON OTO YPNOTH. LTV EPMTNON OVTH,
mapovctdleTor To ep@TNUa: "Tt evtodn é8woay ota oTPATEDUATA TOVG ot apynyol Tev Ilepodv, poAlg
gloav Tov EAMANVIKO 6TOAO va. givorl Tapatayuévog otn Zoiapiva,". O ypiomg koleitol va emAé€el pia
oo TIG TPELG EMA0YEC. Ol EMAOYEC Eival GE LLOPPT] KOLUTLMDY KOl O ¥PNOTNG TPETEL VA TOTNHOEL TN GOGTN
emioyn «Edwoav eviodn va kukAmBel o EAANViIKOG 6TOAOCY.

H ocwot amdvinomn evepyonotel tnv apnynon, oniadn kével enable tovg katdAiniovg spline followers
o1OloVg Kot evepyomolel To emduevo Ul Phase2 mov e€nyel otov ypfiotn péow tov Phase2 Ul 611 ot
[Tépoec e1onABav 610 6TEVO HE 6KO0TO Vo KUKAMGOoLY Toug EAAnveg (Zymua 4.60).
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Iwota! Me Tnv evioAl Twv
apynywy, o MEPOLKOS OTOAOG
PTI|KE OTO OTEVO KaL
naparaxénke ya enibeon pe
OKOTIO va KUKAWGOEL TOUG
‘EAAnveg.

Zymupa 4.60: Phase2 U, vavpoyio tng Zahapivag

MOAC AoV 0 HEVTEPOG GTOAOG TV TEPCAOV ATO TNV TPMTN (ACT] PTACEL 6TOo trigger Question?2, 1dte
Eexwvder ko M devtepn @don Round2 mov ovagépbnke mapombve. Oa amevepyomowmBovv ot
ovykekpipévor otorol g ROUNDI (péBodog DisableROUND1) twv mepomv kot Oa epnoavictodv ot
otolot Tig round2 péom ¢ peboddov EnableROUND2, amd to script SplineAnimationController. H
ROUND?2 deiyvel Toug 6TOAOVG TOV TEPCOV TOUPATAYUEVOVG AmEVAVTL amd 0vTovg TV EAA VeV Kot
TanTOYpova evepyomoteital kot 1 Question2 (Zynua 4.61), pe 1o kdAeopa TG KATOAANANG LeBOd0L 0o
to QuestionControllerSalamina script. H epodton «Tt €ywve ot ocuvégeloa tng vavpoyiog tng
Sarapivag» (Zymua 4.62).

P

Set Distance
Double ¥
v

Runtime Only SplineAnimationController.DisableROUND1
B Spl

Runtime Only SplineAnimationController.EnableROUND2
B Spl olle 3

Runtime Only QuestionHandlerSalamina.ShowQuestion2U|

B Ulhandler (Question Handle €

Runtime Only QuestionHandlerSalamina.HidePhase2U|
B Ulhandle g

ZyMua 4.61: Question2 spline trigger kot kdAeopo pefodwv
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Kepdimo 4

BESARMG
v aupn e R S Rhapives

[ Tuéywve oty
OUVEXELA NG
vavpayiac tng
ZaAapivagc;

Ta chnvaé mhola tmAcuoay pe Savaun
MPOS 14 MEpowd

Ta nepowd mAoka unoxwpnoay

Ta cAAnvd mTAola uTroxwpnoav

Zymua 4.62: Question2 UL, vavpoyio tng Zaiapivag

Me ™ oot enthoyn amd v pepld Tov ypnot «Ta eAinvikd mhoia Emhevcav pe dvvaun Tpog To
TEPGIKA», T A0 amelkovilovTol va Kivovvtol duvapukd tpog T d0e€ld mhevpd tov ¥éptn, T0 omoio
Ko emrevyOel pe ™ dnpovpyia tov katdAiniwov Dreamteck Splines ywo kd0s edAnvikd otdro.

Téhog, n 6pdiom mov PAEmel 0 yprotng cvveyiletat, ue v ABnvaikn poipa vo extedel TOV oTPATNYIKO
eMyud g kot va dtaemd tn 6e€1d trépuya tov [epomv kot tavtdypova PAénet v [epoikn poipa va
KaTadUOKETAL, LLEYPL Ko TV Vikn Twv EAMvev, n omoia dnidveton pe tn xprion tov Win Ul

4.11.2 Emihoyog g doknong «Navpayio tng Zarapivac»

Yvumepacpatikd, n doknon g Navpoylag g Zoiopivag cvvovalel texvoroyieg tov Unity ko
TPLEOLAGTUTO YPAPIKA TOV XAPTN Kol TV TAoiwV Tov avarntoydnkov oto Blender, yia va ddogtl 6tovg
YPNOTEG WO O OAOKANPMUEVY EUREPIO. YIOL TN OTPATNYIKY 7OV oKkoAovOnoav ot ‘EAinveg ot
Novpoylo ™me Zohapivag. O xpnotng apyikd mpémet vo amavtioel POcKEG EPMTIOCES TOV TOL
Tapovclalovtal o€ LopPN KoLk Ttpty petofel otnyv dadpactikn agrynon. Ot otorot kivinkav pe ™
yxphon g texvoroyiag Twv Dreamteck Splines kat 0 EAeyyog Tng pong TG AP ynoms, TV KIVIGEDY TOV
OTOAOL  KOL TOV  OTOVINCEDY TOV  YPNOTOV  Tpoypatomombnke upéow TV script
SplineAnimationController, ReadInput kot QuestionControllerSalamina. H gpappoyn cvyywvebdet v
teyxvoloyia pe v aenynon. g ek ToVTOV, TPOCPEPEL GTOV YPNOTH U0 EUTAOVTICUEVT] EKTOULOEVTIKN
gumepio, eTeldN KAVEL TN LAONoT O100PUCTIKY Kol EMIGNC SIVEL L0 OTTTIKT OVOTOPACTAGN.
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Sounepdopata & Melhoviikég fEATIOOELS

Kepdhiow So: Xvpnepdopoto & Melhovikég PeATIOGELS

SOUTEPAGUATIKG, T EQAPUOYT TOL dNUIOVPYRCAUE Yo vo. BonBioel To pabntn otn Katavonor tov
pabnpa g Iotopiag g A" Anpotuco?, ypnotponoince cdyypova epyalreio 6nmg to Unity, to Blender
ka1 to Vuforia Engine. Ot pofntéc £xovv tn dvvatotnto péso amd TV EQuppoyn vo nabovv kat va
KOTOVON|GOVV 10TOPIKEG WAYEG ME TPLOOIAOTATEG EIKOVEC, (OVNTIKY OQNYNCN NG 1oTopiag Kot
EPMTNOELS, KabloTdVTag TNV £Qapproyn £va fondntikd epyaieio yio perérn.

Evvogiton mwg vmbpyovv duvatdtnteg yio m Peitioon g epappoyns. Apyikd, av Béhovue va
avaeepBole g PeEYaADTEPES TAEEIS TOV dNUOTIKOD LE EPAPUOYN TOPOUOLNS AOYIKNG, Ol EpMTNHOELS Ha
YPEWGTOVLV gvioyvon otig eénynoelc tovg. Ot AavBOGUEVEG ATOVINGELS, WTOPOVV VO TOPEYOLY
TEPICCOTEPEG TANPOPOPIES YO VAL EENYNGOLV TIG GTPOUTINYIKES KOl TO 1GTOPIKA yeyovdta. Mo axoua
Bektioon eival M el00y®Y| TEPIGGOTEPMVY OMTIKMOV KOl NYNTIKOV EPE Y10 VO YIVEL 1| EQAPUOYN TLO
EAKVOTIKT Kol «0ANOVA», emOpEvmg ka1 udbnon va yivel mo S106KedaoTIKT.

Mia, onuovtikn BeAtioon, apopd Kot Ty £160y®mYN CLYKEKPIUEVOV animation wov 00, TPy UATOTO00V
01 GTPOTLDTEG 1 Kol To TAOT0 KaTd T S1dpKeLe pHiog LETMTIKNG GUYKPOLGTC Y10 TOPASELYLLOL.

"Eva dAlo Bo fjtav va copmeptAnebei £va choT o avaTtpo@odoTnong Le BAcn T xpnor TS EPapLOYNS,
70 omoio Ba mapeiye TANPOPOPiES GTOVE EKTALOEVTIKOVS Y10, VO 0EIOAOYRNGOVY TOGO KOAG T, TNyoivel
évag ponmg Kot evdgyouévag va fonbodce 6NV TPOCAPUOY T@V 0dNYIHV TOL TopaTifevTal GTOVG
paontés, 0nmg emiong Kot Aa vo dtevpvvBel 1 xpNomn g EPapLoYNG o€ BEROTA KOt EKTOG TNG 1GTOPLAG.

Téhog, Ommg &xel avaeepbel, 1 TEXYNTA VONUOCHVN YPNCLLOTOMONKE Yoo TNV TOPAY®YN TOAADV
OOTOYPOPIOV 0ALG Kot reference image tng mapovcog epapuoyne. H yprion tétoimv texvoroyimv 0mme
M TEYVNTH vonuocuvn, Bo umopovoe oto HEALOV va ypnoomoindel yio TNV SUVOULIKT TPOGUPIOYT TOV
TEPIEXOUEVOV TOL KEWEVOL OAAG Kot TNG ¥PNONGS TNG EPAPHOYNS HE Pdomn Tig avaykes KaOe pabnrr. [a
mapadetypa, vo kabopilel 0 ekTodEVTIKOC Lo GUYKEKPLUEVN Hayn Tov BéAel va e&iotopnbel otovg
pnantég , 1 vo, Tpomomolel TO TEPIEXOUEVO TNG EPAPUOYNG, LE TN PoNOELD TNE TEXVITIG VONUOGVVNG, V1o
va glvarl copPato kot yio pabntég mov mapovcldlovy pabnclokéc SuoKolied.

H epoappoyn pmopet va yivel kalotepn, pe mapo ToAAoVG TpOTOVG, Kot 6 TOAAY padnpata fpickovtog
1 0€om ™G wg ypMoo epyaieio yo T oOYXpovT EKTaidEVoT|, KaOdS 1 Labnon dev oTapHaTd TOTE!
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ITAPAPTHMA A : QuestionHandlerStart.cs C# Script

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

using UnityEngine;

public class QuestionHandlerStart : MonoBehaviour
{
public GameObject mainMenu;
public GameObject welcomelmage;
public GameObject instructions;
// Start is called before the first frame update
void Start()
{
welcomelmage.SetActive(true);
mainMenu.SetActive(false);

instructions.SetActive(false);

}
public void MainMenu()

{

mainMenu.SetActive(true);

}

public void ShowlInstructions()

{

instructions.SetActive(true);

public void HideWelcomelmage()
{

welcomelmage.SetActive(false);

}

public void Hidelnstructions()
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instructions.SetActive(false);

ITAPAPTHMA B : InBattle.cs C# Script

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

using UnityEngine;

public class InBattle : MonoBehaviour

{

public Animator mAnimator;

// Start is called before the first frame update

void Start()
{
mAnimator = GetComponent<Animator>();
}
public void ResetTrigger()
{
mAnimator.ResetTrigger("isPlayed");
}

public void PlayInBattleAnimation()
{

mAnimator.SetTrigger("isPlayed");

Invoke("ResetTrigger", 2f);
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ITAPAPTHMA C : SceneTransitions.cs C# Script

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.SceneManagement;

public class SceneTransitions : MonoBehaviour

{
public void LoadBattleOfMarathon()

{

SceneManager.LoadScene("Marathonas");

public void LoadBattleOfThermopylae()
{

SceneManager.LoadScene("Thermopylae");

}

public void LoadSalamina()

{

SceneManager.LoadScene("Salamina_battle");

h
public void LoadStartScene()

{

SceneManager.LoadScene("StartScene");

h
public void RestartGame()

{

SceneManager.LoadScene(SceneManager.GetActiveScene().buildIndex);

H
public void QuitGame()

{
Application.Quit();

iy
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ITAPAPTHMA D : QuestionHandler.cs C# Script

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

using UnityEngine.Playables;

public class QuestionHandler : MonoBehaviour
{
public GameObject firstRowBottom;

public GameObject secondRowBottom;

public GameObject firstRowTop;
public GameObject secondRowTop;

public GameObject PesrianUnitTop;
public GameObject PesrianUnitCentre;

public GameObject PesrianUnitBottom;

public GameObject battleground;
public GameObject restartButton;

public GameObject homeButton;

public GameObject arxikiQuestion;

public GameObject questionl;

public GameObject question2;

public GameObject phasel 2question;
public GameObject phasel 3question;
public GameObject phase2question;

public GameObject phase3question;

public GameObject win_ui;

public GameObject wronglmageAnimation;

public GameObject inBattle;
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public PlayableDirector timeline;

public AudioSource src;
public AudioSource src2;

public AudioClip sfx_correct, sfw_wrong, sfx_clash,sfx_win;

void Start()
{

//win_ui.SetActive(false);
battleground.SetActive(false);
//HideArxikiQuestion();
HideAllQuestions();

/ISTART------ manipulate wrong answer---------------

public void ShowWrongAnswerUI()
{

wronglmageAnimation.SetActive(true);

Invoke("HideWrongAnswerUI", 2f);

h
public void HideWrongAnswerUI()

{

wronglmageAnimation.SetActive(false);
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public void WrongAnswerSFX()
{

src.clip = sfw_wrong;

src.Play();

}

//END------ manipulate wrong answer------------

// START----manipulate inBattle Ul----------------
public void ShowInBattleUI()

{

inBattle.SetActive(true);

Invoke("HideInBattleUT", 2f);

}
public void HideInBattleUI()

{

inBattle.SetActive(false);

//END-------- manipulate inBattle Ul------------

//ISTART------- Signal Emmiters----------------
public void SignalPhasel 2()

{

PauseTimeline();

Showphasel 2question();
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public void SignalPhasel 3()
{
PauseTimeline();

Showphasel 3question();

public void SignalPhase2()
{
PauseTimeline();

Showphase2question();

public void SignalPhase3()

{
phase2question.SetActive(false);
SlowMotionTimeline();

Showphase3question();

public void FirstrowSignalBoardOnShip()
{
firstRowBottom.SetActive(false);
firstRowTop.SetActive(false);

H
public void SecondRowSignalBoardOnShip()

{

secondRowBottom.SetActive(false);

secondRowTop.SetActive(false);



public void SignalEndOfBattle()

{
PesrianUnitCentre.SetActive(false);
PesrianUnitTop.SetActive(false);

PesrianUnitBottom.SetActive(false);

Win();
}
//END=--------- Signal Emmiters
//Start--------- Timeline maninulation-----------------

public void playTimeline()

{
timeline.Play();

//generals_timeline.Play();

public void PauseTimeline()

{

if (timeline != null)

timeline.playableGraph.GetRootPlayable(0).SetSpeed(0);

}

public void ResumeTimeline()

{
if (timeline != null)
timeline.playableGraph.GetRootPlayable(0).SetSpeed(0.7);
H

public void SlowMotionTimeline()

75



if (timeline != null)

timeline.playableGraph.GetRootPlayable(0).SetSpeed(0.7);

H
//END---==--- Timeline maninulation-----------------
/ISTART SFX

public void BattlePreparations()

{
src2.Play();
b
public void InBattleSFX()
{
src.clip = sfx_clash;
src.Play();
b

public void CorrectChoiseSFX()
{

src.clip = sfx_correct;

src.Play();
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public void WinSFX()

{

}

src.clip = sfx_win;

src.Play();

//END SFX

public void Win()

{

win_ui.SetActive(true);
WinSFX();
restartButton.SetActive(false);

homeButton.SetActive(false);

public void Hide AllQuestions()

{

if (question]1 != null) question1.SetActive(false);

if (question2 != null) question2.SetActive(false);

if (phasel 2question != null) phasel 2question.SetActive(false);

if (phasel 3question !=null) phasel 3question.SetActive(false);

if (phase2question !=null) phase2question.SetActive(false);

if (phase3question != null) phase3question.SetActive(false);

if (wronglmageAnimation != null) wronglmageAnimation.SetActive(false);
if (inBattle != null) inBattle.SetActive(false);

if (win_ui !=null) win_ui.SetActive(false);
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public void OnButtonClickArxi()

{
HideArxikiQuestion();

ShowQuestion1();

public void CorrectBattlegound()
{

battleground.SetActive(true);
ShowQuestion2();

question]l.SetActive(false);

/ISTART------------ UI manipulation
public void HideArxikiQuestion()

{

arxikiQuestion.SetActive(false);

}
public void HidePhase3Question()

{

phase3question.SetActive(false);

public void ShowQuestion1()
{

questionl.SetActive(true);

h
public void ShowQuestion2()

{




question2.SetActive(true);

public void Showphasel 2question()
{

phasel 2question.SetActive(true);

}
public void Showphasel 3question()

{

phasel 3question.SetActive(true);

}
public void Showphase2question()

{
phase2question.SetActive(true);

}
public void Showphase3question()

{

phase3question.SetActive(true);

h
public void DipslayArxikiQuestion()

{

arxikiQuestion.SetActive(true);

/IEND==--=-==---- UI manipulation
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ITAPAPTHMA E : QuestionHandlerThermopylae.cs C# Script

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.Playables;
public class QuestionHandlerThermopylae : MonoBehaviour
{
//ISTART--VARIABLES--Uls
public GameObject prephaseUl;
public GameObject Narration1UI;
public GameObject Narration2UI;
public GameObject Narration3UI;
public GameObject question1UI;
public GameObject question2UI;
public GameObject question2 1UI;
public GameObject question2 2UI;
public GameObject question2 3UI;
public GameObject efialtisQuestionUl;
public GameObject efialtisUI;
public GameObject ydarnisUI;
public GameObject endOfDay2UI;
public GameObject endOfDay1U];
public GameObject selectionOfTroopsUI;
public GameObject phaselUI;
public GameObject win_ui;
public GameObject wronglmageAnimation;
public GameObject inBattle;
//END--VARIABLES--Uls

//START--VARIABLES--OBJECTS
public GameObject battalionPS1;
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public GameObject battalionPS2;
public GameObject battalionPS3;
public GameObject battalionPS5;
public GameObject thespieis;
public GameObject front;

public GameObject back;

public GameObject rowl;

public GameObject row2;

public GameObject row3;

public GameObject row1b2;
public GameObject row2b2;
public GameObject row3b2;
//END--VARIABLES--OBJECTS

//START--VARIABLES--SFXs
public AudioSource src;

public AudioSource src2;
public AudioSource src3;
public AudioSource src4;

public AudioClip sfx correct, sfw_wrong, sfx pre war narration, sfx_steps,sfx_war drum,
sfx_narration2,sfx_after destruction,sfx march, sfx win, sfx_clash;

public AudioClip sfx question2UI, sfx question2 1UI, sfx question2 2UI, sfx question2 3UI,
sfx_YdarnisULsfx _endofday2UI, sfx_endofdaylUI, sfx_EfialtisUI;

//END--VARIABLES--SFXs

//START--VARIABLES--SELECTION OF TROOPS VARIABLES
bool boolean = false;
public SelectionOfGreeks selg;

public SelectionOfPersians selp;

//END--VARIABLES--SELECTION OF TROOPS
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public GameObject battleground,
public GameObject restartButton;
public GameObject homeButton;

public PlayableDirector timeline;

void Start()

{
battalionPS5.SetActive(false);
thespieis.SetActive(false);
battleground.SetActive(false);
PauseTimeline();

HideAllQuestions();

void Update()
{
//CHECK IF BOTH TROOPS ARE SELECTED
if (boolean ==false)
{
if (selg.j == true && selp.j == true)
{
HideSelectionUI();
ShowPhase1UI();

boolean = true;
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public void Row1Destruction(){

rowl.SetActive(false);

public void Row2Destruction(){

row2.SetActive(false);

public void Row3Destruction() {
row3.SetActive(false);

battalionPS1.SetActive(false);

public void Row1Destructionb2()

{
row1b2.SetActive(false);

public void Row2Destructionb2()

{
row2b2.SetActive(false);

public void Row3Destructionb2()

{
row3b2.SetActive(false);
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battalionPS2.SetActive(false);
H

public void YdarnisDestruction()

{
battalionPS3.SetActive(false);

//START-------- Narations

public void PreWarNaration() {
src.clip = sfx_pre_war_narration;
src.Play();

Narration1UILSetActive(true);

}

public void NarationQuestion2()
{

src.clip = sfx_question2U]I;

src.Play();

}

public void NarationQuestion2 1()

{

src.clip = sfx_question2 1UI;

src.Play();

h
public void NarationQuestion2 2()

{

src.clip = sfx_question2 2UI;

src.Play();
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public void NarationQuestion2 3()
{
src.clip = sfx_question2 3UI;

src.Play();

}

public void NarationY darnis()
{
src.clip = sfx_YdarnisUI;
src.Play();

ydarnisUI. SetActive(true);

public void NarationEndOfDay?2()
{
src.clip = sfx_endofday2UI;
src.Play();
endOfDay2 UL SetActive(true);
HideBACK();
ShowThespieis();

h
public void NarationEndOfDay1()

{
src.clip = sfx_endofday1UI;

src.Play();
endOfDay1UILSetActive(true);

}

public void AfterDestructionOf1stBattalionNaration()
{

src.clip = sfx_after destruction;
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src.Play();

Narration3UIL SetActive(true);

}
public void NarationEfialtis()

{
src.clip = sfx_EfialtisUI;

src.Play();

efialtisUL SetActive(true);

//END-------- Narations

public void DefeatOfGreeks()

{
thespieis.SetActive(false);

front.SetActive(false);

public void CorrectSelectionQuestion1()

{

src.clip = sfx_narration2;
src.Play();

Narration2UIL SetActive(true);

//START SFX




public void PlayMarchSFX()
{

src3.clip = sfx_march;

src3.Play();

}
public void StopMarchSFX()

{
src3.Stop();

public void BackgroundMusic()

{
src2.Play();

H
public void WinSFX()

{
src.clip = sfx_win;

src.Play();

h
public void InBattleSFX()

{

src4.clip = sfx_clash;

src4.Play();

//END SFX
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//START-------- CORRECT ANSWER------——-

public void CorrectChoise()
{

// Hide AllQuestions();
srcd.clip = sfx_correct;

src4.Play();

h
7423 — CORRECT ANSWER-----------

/I START----manipulate inBattle Ul----------------
public void ShowInBattleUI()

{

inBattle.SetActive(true);

Invoke("HidelnBattleUT", 2f);

h
public void HideInBattleUI()

{

inBattle.SetActive(false);

//END-------- manipulate inBattle Ul------------

//ISTART------ manipulate wrong answer---------------
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public void ShowWrongAnswerUI()
{

wronglmageAnimation.SetActive(true);

Invoke("HideWrongAnswerUI", 2f);

}
public void HideWrongAnswerUI()

{

wronglmageAnimation.SetActive(false);

public void WrongAnswerSFX()
{

src.clip = sfw_wrong;

src.Play();

//END------ manipulate wrong answer------------

/ISTART------- Questions & Uls manipulation-------------------

public void OnButtonClickArxi()
{
battleground.SetActive(true);
HidePrephaseUIQuestion();
ShowSelectionUI();

}
public void ShowPrephaseUI()

{
prephaseUIL. SetActive(true);
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public void ShowQuestion1()
{

question1 UL SetActive(true);

}
public void ShowQuestion2()

{

question2UI.SetActive(true);

}
public void ShowQuestion2 1()

{
question2 1ULSetActive(true);

}
public void ShowQuestion2 2()

{
question2 2UIL.SetActive(true);

}
public void ShowQuestion2 3()

{
question2 3UILSetActive(true);

public void showEfialtisQuestionUI()

{
efialtisQuestionUl. SetActive(true);

}
public void hideNarration1UI()

{
Narration1 UL SetActive(false);

public void hideNarration2UI()
{
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Narration2UIL SetActive(false);

public void hideNarration3UI()

{
Narration3UIL SetActive(false);

public void Win()

{
win_ui.SetActive(true);
//WinSFX();
restartButton.SetActive(false);

homeButton.SetActive(false);

public void HideAllQuestions()
{
if (efialtisUI != null) efialtisUI.SetActive(false);
if (efialtisQuestionUI != null) efialtisQuestionUI. SetActive(false);
if (question1UI != null) question1UI.SetActive(false);
if (question2UI != null) question2UI.SetActive(false);
if (question2 1UI !=null) question2 1UIL SetActive(false);
if (question2 2UI != null) question2 2UI SetActive(false);
if (question2_3UI !=null) question2 3 UL SetActive(false);
if (ydarnisUI != null) ydarnisUI. SetActive(false);
if (endOfDay1UI != null) endOfDay1UI SetActive(false);
if (endOfDay2UI != null) endOfDay2UI.SetActive(false);
if (selectionOfTroopsUI != null) selectionOfTroopsUIL SetActive(false);
if (wronglmageAnimation != null) wronglmageAnimation.SetActive(false);
if (phase1UI != null) phasel Ul.SetActive(false);
if (prephaseUlI != null) prephaseUI. SetActive(false);

if (win_ui !=null) win_ui.SetActive(false); }
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public void ShowPhase1UI()

{
phase1UI. SetActive(true);

public void HidePrephaseUIQuestion()

{
prephaseUI.SetActive(false);

public void DipslayPrephaseUI()

{
prephaseUI.SetActive(true);

h
public void ShowSelectionUI()

{

selectionOfTroopsUIL. SetActive(true);

}
public void HideSelectionUI()

{

selectionOfTroopsUI. SetActive(false);

h
public void HideQuestion2()

{
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question2UI.SetActive(false);

h
public void HideQuestion2 1UI()

{

question2_1ULSetActive(false);

}
public void HideQuestion2 2UI()

{

question2_2UI SetActive(false);

h
public void HideQuestion2 3UI()

{

question2_3UILSetActive(false);

h
public void HideYdarnisUI()

{

ydarnisUI. SetActive(false);

}
public void HideQEndOfDay1UI()

{

endOfDay 1 UlL.SetActive(false);

h
public void HideQEndOfDay2UI()
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endOfDay2UI.SetActive(false);

H
public void HideEfialtisUI()

{

efialtisUIL.SetActive(false);

}
public void HideEfialtisQuestionUI()

{

efialtisQuestionUI.SetActive(false);

H
public void ShowBatallionPS5()

{
battalionPS5.SetActive(true);

b
public void ShowThespieis()

{
thespieis.SetActive(true);

}
public void HideBACK()

{
back.SetActive(false);
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//ISTART------------ Timeline manipulation

public void playTimeline()
{
timeline.Play();

//generals_timeline.Play();

}

public void PauseTimeline()

{

if (timeline != null)

timeline.playableGraph.GetRootPlayable(0).SetSpeed(0);

public void ResumeTimeline()
{
if (timeline != null)
timeline.playableGraph.GetRootPlayable(0).SetSpeed(0.7);
h

public void SlowMotionTimeline()

{

if (timeline != null)

timeline.playableGraph.GetRootPlayable(0).SetSpeed(0.5);

/IEND==--=-==---- Timeline manipulation

ITAPAPTHMA F : SelectionOfPersians.cs C# Script

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

using UnityEngine;
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public class SelectionOfPersians : MonoBehaviour

{

public GameObject persianCollider;
public GameObject persianSoldiers;
public GameObject persianArmy;
public AudioSource src;

public AudioClip sfx_correct;

public bool j;

// Start is called before the first frame update

void Start()
{

persianSoldiers.SetActive(false);

persianCollider.SetActive(true);

private void OnTriggerEnter(Collider other)
{

if (other.gameObject.tag == "PersianWarrior")
{
GameObject[] persians = GameObject.FindGameObjectsWithTag("PersianWarrior");
foreach (GameObject obj2 in persians)
obj2.SetActive(false);
persianArmy.SetActive(false);
persianSoldiers.SetActive(true);

persianCollider.SetActive(false);
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src.clip = sfx_correct;
src.Play();

j = true;

ITAPAPTHMA G : SelectionOfGreeks.cs C# Script

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

using UnityEngine;

public class SelectionOfGreeks : MonoBehaviour
{

public GameObject greekCollider;

public GameObject greekSoldiers;

public GameObject greekArmy;

public AudioSource src;

public AudioClip sfx_correct;

public bool j;

// Start is called before the first frame update

void Start()

{

greekSoldiers.SetActive(false);

greekCollider.SetActive(true);

private void OnTriggerEnter(Collider other)
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if (other.gameObject.tag=="GreekWarrior")
{
GameObject[] greeks = GameObject.FindGameObjectsWithTag("GreekWarrior");
foreach (GameObject obj in greeks)
obj.SetActive(false);
Debug.Log("TO BLEPW greek");
greekArmy.SetActive(false);
greekSoldiers.SetActive(true);
greekCollider.SetActive(false);
src.clip = sfx_correct;
src.Play();

j =true;

ITAPAPTHMA H : DragUlIelement.cs C# Script

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

using UnityEngine.EventSystems;

public class DragUIelement : MonoBehaviour,
[BeginDragHandler,
IDragHandler,
IEndDragHandler

//this is the prefab 1 want to create on drag and drop from the Ul ELEMENT
[SerializeField]

GameObject prefabTolnstantiate;
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[SerializeField]

RectTransform UlDragElement;

//cache the reference to the canvas
[SerializeField]

RectTransform Canvas;

//private data to store pointer positions
private Vector2 mOriginalLocalPointerPosition;
private Vector3 mOriginalPanelLocalPosition;

private Vector3 mOriginalPosition;

void Start()
{
//we store the initial position of the draggable ui Item

mOriginalPosition = UlDragElement.localPosition;

public void OnBeginDrag(PointerEventData data)
{
mOriginalPanelLocalPosition = UIDragElement.localPosition;
RectTransformUtility.ScreenPointToLocalPointInRectangle(
Canvas,
data.position,
data.pressEventCamera,

out mOriginalLocalPointerPosition);

public void OnDrag(PointerEventData data)
{

Vector2 localPointerPosition;

if (RectTransformUtility.ScreenPointToLocalPointInRectangle(
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Canvas,
data.position,
data.pressEventCamera,

out localPointerPosition))

Vector3 offsetToOriginal =
localPointerPosition -

mOriginalLocalPointerPosition;

UlDragElement.localPosition =
mOriginalPanelLocalPosition +

offsetToOriginal;

H
public void OnEndDrag(PointerEventData data)

{
StartCoroutine(
Coroutine_MoveUIElement(
UlDragElement,
mOriginalPosition,
0.5));
RaycastHit hit;
Ray ray = Camera.main.ScreenPointToRay(Input.mousePosition);
if(Physics.Raycast(ray,out hit,1000.0f))
{
Vector3 worldpoint = hit.point;

CreateObject(worldpoint);
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void CreateObject(Vector3 pos)
{

//here we instantiate the object

if (prefabTolnstantiate==null)

{
Debug.Log("NO prefab to instantiate");

return;

h

GameObject obj = Instantiate(
prefabTolnstantiate,
pos,

Quaternion.identity);

[Enumerator Coroutine MoveUIElement(
RectTransform r,
Vector?2 targetPosition,

float duration = 0.1f)

float elsapedTime = 0;
Vector?2 startingPos = r.localPosition;
while (elsapedTime < duration)
{
r.localPosition=Vector2.Lerp(
startingPos,
targetPosition,
(elsapedTime/duration));
elsapedTime += Time.deltaTime;

yield return new WaitForEndOfFrame();
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r.localPosition = targetPosition;

ITAPAPTHMA I : WrongAnimationSalamina.cs C# Script

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

using UnityEngine;

public class WrongAnimationSalamina : MonoBehaviour

{

public Animator mAnimator;

// Start is called before the first frame update

void Start()
{
mAnimator = GetComponent<Animator>();
h
public void ResetTrigger()
{
mAnimator.ResetTrigger("isPlayed");
h

public void PlayWrongAnimation()
{

mAnimator.SetTrigger("isPlayed");
Invoke("ResetTrigger",2f);
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ITAPAPTHMA J : QuestionHandlerSalamina.cs C# Script

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

using UnityEngine;

public class QuestionHandlerSalamina : MonoBehaviour

{

public GameObject arxi;
public GameObject arxi2;
public GameObject arquing;
public GameObject agreed;
public GameObject prewar;
public GameObject startBattle;
public GameObject phasel;
public GameObject questionl;
public GameObject phase2;
public GameObject question?2;
public GameObject phase3;
public GameObject question3;
public GameObject phase4;
public GameObject phase5;
public GameObject inBattle;

public GameObject win;
public GameObject wrongAnswer;
public GameObject buttonSTART;
public AudioSource src;

public AudioSource src3;

public AudioClip sfx_correct, sfx_wrong,sfx win , sfx_clash;
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public GameObject restartButton;

public GameObject homeButton;

// Start is called before the first frame update

void Start()
{

ShowArxiUI();
HideButtonSTART();

[[~=mmmmmmmam energopoihsh Ul
public void ShowArxiUI()
{

arxi.SetActive(true);

}
public void ShowArxi2UI()

{

arxi2.SetActive(true);

}
public void ShowArquingUI()

{

arquing.SetActive(true);

}
public void ShowAgreedUI()

{

agreed.SetActive(true);

}
public void ShowPrewarUI()

{

prewar.SetActive(true);
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public void ShowStartBattleUI()
{

startBattle.SetActive(true);
h
public void ShowPhase1UI()

{

phasel.SetActive(true);
h
public void ShowQuestion1UI()

{

question]l.SetActive(true);
h
public void ShowPhase2UI()
{

phase2.SetActive(true);
b
public void ShowQuestion2UI()
{

question2.SetActive(true);
b
public void ShowPhase3UI()
{

phase3.SetActive(true);
b
public void ShowQuestion3()
{

question3.SetActive(true);
}
public void ShowPhase4UI()

{
phase4.SetActive(true);
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h
public void ShowPhase5UI()

{

phase5.SetActive(true);

public void ShowButtonSTART()

{
buttonSTART.SetActive(true);

public void ShowWrongAnswerUI()
{

wrongAnswer.SetActive(true);

Invoke("HideWrongAnswerUI", 2f);

h
public void Win()

{
win.SetActive(true);
WinSFX();
restartButton.SetActive(false);

homeButton.SetActive(false);

/I

// START----manipulate inBattle UI---------

public void ShowInBattleUI()
{

106



inBattle.SetActive(true);

Invoke("HideInBattleUT", 2f);

H
public void HideIlnBattleUI()

{

inBattle.SetActive(false);

H
public void InBattleSFX()

{

src.clip = sfx_clash;

src.Play();

//END-------- manipulate inBattle Ul------------

//START SFX

public void BackgroundWaves()

{
src3.Play();

public void WinSFX()
{

src.clip = sfx_win;

src.Play();
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//END SFX

e apenergopoihsh Ul
public void HideArxiUI()
{

arxi.SetActive(false);

h
public void HideArxi2UI()

{

arxi2.SetActive(false);
h
public void HideArquingUI()
{

arquing.SetActive(false);

}
public void HideAgreedUI()

{
agreed.SetActive(false);

}
public void HidePrewarUI()

{

prewar.SetActive(false);

public void HideStartBattleUI()
{

startBattle.SetActive(false);

h
public void HidePhase 1UI()

{
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phasel.SetActive(false);

H
public void HideQuestion1UI()

{

questionl.SetActive(false);

h
public void HidePhase2UI()

{
phase2.SetActive(false);
h
public void HideQuestion2UI()

{

question2.SetActive(false);

h
public void HidePhase3UI()

{
phase3.SetActive(false);

H
public void HideQuestion3()
{

question3.SetActive(false);

}
public void HidePhase4UI()

{
phase4.SetActive(false);

}
public void HidePhase5SUI()

{
phase5.SetActive(false);
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public void HideButtonSTART()

{
buttonSTART.SetActive(false);

public void HideWrongAnswerUI()
{

wrongAnswer.SetActive(false);

/

//sound effect if correct

public void SFXCorrectChoise()
{

src.clip = sfx_correct;
src.Play();

}

//sound effect if wrong

public void SFXWrongChoise()
{

src.clip = sfx_wrong;
src.Play();
HideWrongAnswerUI();

110



ITAPAPTHMA K : SplineAnimationController.cs C# Script

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

using Dreamteck.Splines;

public class SplineAnimationController : MonoBehaviour

{

[SerializeField] SplineFollower round1leftPersianBattallions;
[SerializeField] SplineFollower round1rightPersianBattallions;
[SerializeField] SplineFollower greekBattallionFrontLeft1;
[SerializeField] SplineFollower greekBattallionFrontLeft2;
[SerializeField] SplineFollower greekBattallionFrontLeft3;
[SerializeField] SplineFollower greekBattallionBackRight4;
[SerializeField] SplineFollower greekBattallionBackRight5;
[SerializeField] SplineFollower round2PersianBattallion1;
[SerializeField] SplineFollower round2PersianBattallion2;
[SerializeField] SplineFollower round2PersianBattallion3;
[SerializeField] SplineFollower round2PersianBattallion4;
[SerializeField] SplineFollower round2PersianBattallions5;
public GameObject round1PersianBattalions;

public GameObject round2PersianBattalions;

public GameObject round2PersianBattalionl;

public GameObject round2PersianBattalion2;

public GameObject round2PersianBattalion3;

// Start is called before the first frame update
void Start()
{
StopALLAnimation();
DisableROUND2();
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EnableROUND1();

public void StartAnimation()

{
roundlleftPersianBattallions.enabled = true;
round1rightPersianBattallions.enabled = true;

}
public void StartROUND2AnimationPERSTANS()

{

round2PersianBattallion1.enabled = true;
round2PersianBattallion2.enabled = true;
round2PersianBattallion3.enabled = true;
round2PersianBattallion4.enabled = true;
round2PersianBattallion5.enabled = true;

H
public void StartGREEKSAnimation()

{
greekBattallionFrontLeft1.enabled = true;
greekBattallionFrontLeft2.enabled = true;
greekBattallionFrontLeft3.enabled = true;
greekBattallionBackRight4.enabled = true;
greekBattallionBackRight5.enabled = true;

public void StopAnimation()
{

roundlleftPersianBattallions.enabled = false;

round1rightPersianBattallions.enabled = false;
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public void StopROUND2AnimationPERSIANS()

{

round2PersianBattallion1.enabled = false;
round2PersianBattallion2.enabled = false;
round2PersianBattallion3.enabled = false;
round2PersianBattallion4.enabled = false;

round2PersianBattallion5.enabled = false;

public void StopGREEKSAnimation()

{

greekBattallionFrontLeftl.enabled = false;
greekBattallionFrontLeft2.enabled = false;
greekBattallionFrontLeft3.enabled = false;
greekBattallionBackRight4.enabled = false;
greekBattallionBackRight5.enabled = false;

public void StopALLAnimation()

{

round]1leftPersianBattallions.enabled = false;

round IrightPersianBattallions.enabled = false;

greekBattallionFrontLeftl.enabled = false;
greekBattallionFrontLeft2.enabled = false;
greekBattallionFrontLeft3.enabled = false;
greekBattallionBackRight4.enabled = false;
greekBattallionBackRight5.enabled = false;
round2PersianBattallion1.enabled = false;
round2PersianBattallion2.enabled = false;

round2PersianBattallion3.enabled = false;
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round2PersianBattallion4.enabled = false;

round2PersianBattallion5.enabled = false;

}

public void Start12Animation()

{
greekBattallionFrontLeft1.enabled = true;
greekBattallionFrontLeft2.enabled = true;
round2PersianBattallion].enabled = true;
round2PersianBattallion2.enabled = true;

}

public void Stop12Animation()

{

greekBattallionFrontLeft1.enabled = false;
greekBattallionFrontLeft2.enabled = false;
round2PersianBattallion1.enabled = false;

round2PersianBattallion2.enabled = false;

public void Start345Animation()

{

greekBattallionFrontLeft3.enabled = true;
greekBattallionBackRight4.enabled = true;
greekBattallionBackRight5.enabled = true;
round2PersianBattallion3.enabled = true;
round2PersianBattallion4.enabled = true;
round2PersianBattallion5.enabled = true;

h
public void Stop345Animation()

{
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greekBattallionFrontLeft3.enabled = false;
greekBattallionBackRight4.enabled = false;
greekBattallionBackRight5.enabled = false;
round2PersianBattallion3.enabled = false;
round2PersianBattallion4.enabled = false;

round2PersianBattallion5.enabled = false;

public void EnableROUNDI()
{

round1PersianBattalions.SetActive(true);

h
public void EnableROUND2()

{

round2PersianBattalions.SetActive(true);

public void DisableROUND1()
{

round1PersianBattalions.SetActive(false);

h
public void DisableROUND2()

{

round2PersianBattalions.SetActive(false);

public void DestructPersianBattalion1()

{

round2PersianBattalion1.SetActive(false);

}

public void DestructPersianBattalion2()
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round2PersianBattalion2.SetActive(false);

}

public void DestructPersianBattalion3()

{

round2PersianBattalion3.SetActive(false);
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