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Befoicovar on eluan n ovyypapéas avtig e epyacios kol ot kabe fonbesia v omoia giyo. yio. tnv
TPOETOIUATTIO, THS EIVOL TANPWS GVAYVOPIoUEVH KoL OVOQEPETOL oty epyacio. Emiong, &yw
KOTOYPOWEL TIC OTOIES TNYEC OO TIG OTOIES EKOVA. XPHOT OEOOUEVY, 10EWY, EIKOVMV KOL KELUEVOD,
eite OTES avapépoviar oxpifas eite mopagpacuéves. Emmiéov, Pefordvew ot avtn n gpyooio
TPOETOIUATTNKE OTO EUEVO, TIPOOWTIKG, ELOIKG WS OmAmuaTiky epyacio, oto Tunuoa Muyoavikov
IDnpogopixnc kaw Hlextpovikwv Zvotnuctwy tov ALIIA.E.

H mapoidoa epyacio arwotelei mvevuatikn idioxtnoio e portnpioas Mapiog Zopeipomodlov wov v
EKTTOVHOE. 2T0 TAQIOI0 THG TOMTIKNG GVOIKTHG TPOCHATHS, O OUYYPAPEAS/ONUIOVPYOS EKYWPEL OTO
Aigbvég Tovemotiuio g EAAGOog ddsia yprons tov OIKOIMUATOS OVOTOPOYWYNS, O0VEIGUOD,
TOPOVTIATTIS TTO KOIVO KOl WHPLOKNS OLOYDONC THG EPYOTLOC O1e0vaS, o8 NAEKTPOVIKY Loppn Kol o€
OTOI00NTOTE [ECO, VIO OLOOKTIKOUS KOl EPEVVNTIKOVS OKOTOVS, GVeD avialldyuotos. H avouxry
TPOGPocH OT0 TANPES KEIUEVO THG £PYasioS, Oev onuoivel ko’ 010voNmote TpOmO TopPaypHon
OIKALWUATWV OLAVONTIKNG LOIOKTHOLOG TOD OUYYPAPEQ/ONUIODPYOD, OVTE ETXITPETEL TV OVATOPOYWYT,
OVAONUOOCIEDGY,  QVTIYPOPY, TOANCH,  EUTOPIKY  YPHOY, OlOVOUY, EKOOOY,  UETOPOPTOCH
(downloading), avdptnon (uploading), uetdppooy, pomomoinon e 0TOIOVONTOTE TPOTO, TUNUOTIKG.
N mEPIANTTIKG NG Epyociag,  ywpiS TH  PHTH  TPONYOOUEVH  EYYPOPH  GOVOIVEGH — TOD
oVYYPOPER/ONULOVPYOD.

H éyxpion g dumlopoatikng epyocicg oand to Tpnua Mnyovikov IIAnpopopikig Kot
Hlektpovikov Zvompdtov tov Awebvodc Ilavemotmuiov g EAAGS0g, dev vmodnidvet
OTTOPOLTTMOG KO OTOS0YN] TOV ATOWYEMY TOV GUYYPAPE, €K HEPOLS Tov TunpaTog.



IIpoioyog

O e&ehilelg oty teyvoroyia to Tehevtaio ypovie VIPEAY KABOPIGTIKEG Kol GNUOTOdOTNGOV
ONUOVTIKEG OAAOYEG GE TOAAOVG TOUEIG TG ovOpdmivng dnuovpyiag, amd TV WIpKn, TV
TEYVOLOYiD, TPOPIU®V €MG Tr YEVETIKY, TN OWCTNUIKY TEXVOAOYiO, Kol TNV TEXVOAOYID T®V
aVOVEDGIU®Y TNYOV evépYeng. Onme Nty avamdQeLKTO, Kol 0 TOUENS TG EKTOIOELONG dEXTNKE
TEPAOTIEC EMOPAGELS OO TNV EIGYOPNOT TOV GOYYPOVOV ETITELYUAT®V TNg TeXVoroyiag. Mo
teyvoloyio. M omola €yel yvopicst daitepn avantvén tnv tekevtaio mevtaetio, Kot kepdilet
oLVEXDC £00(p0g GTO TOUEN TNG eKmaidgvone, €lvarl avt) NG eKTETOUEVNG TTpaypatikotntoc. H
EKTETOUEVT] TIPOYULATIKOTNTO, £ival £vag 0pog 0 OTolog KUAVTTEL OAEC TIC VEEC KO OVOOVOUEVESG
TEYVOLOYIEG TOL YPNOUOTOLOVVTOL YO VO ONUIOLPYHGOLY KOONAWMTIKEG YNELOKEC EUTEIPIEC.
Ewwdtepa, mepthapufdvel Tic €vvoleg ¢ EIKOVIKNG, EMOLENUEVIG KOL WIKTNG TTPOYUOTIKOTTOC.
‘Eva, chotnua emanénuévng TpoyuatikotnTog cUVOVALEL Kot EVIoYDEL LE YNOLOKE, OVTIKEILEVO, TOV
TPOYUATIKOD KOGUOV, GE OANOWO YpoOVo, EYOVTOG MG OMOTEAECUN TNV yevdaicOnon g
GUVOTOPENG YNPLOKOL Kol TPOYLOTIKOL KOGHoV. H epappoyn g EKTETOUEVIC TPOYLATIKOTNTOG
Bpioketol okOUo o€ TP 6TAdW. XTOYX0G TG EVTAENG TNG 6TOV TOUEN TNG EKTTAidEVoNG Elval M
EICAYOYN YNOLIKDOV TANPOPOPLDY GE QUOIKA OVTIKEIEVE, 1] OTTIKOMOINGCT EVVOLDV, 1 TPOKTIKY|
e€AOKN O Ko KOT EMEKTACON 1] EVIGYVOT TOV TPOTOL J13UCKOAMOC Kot 1 PeATioon Tov endocemv
TOV poNTOV. XtV Topadoctokn O00cKOAN, KOl 7O GUYKEKPLEVO GTO YDPO TOV QUGIKOV
EMOTNUAV, Ol SVOKOMEG KATOVONONG TOV EVVOLDV KOl 1] 0OLVOUIO KOTOOKEVNC TWV VONTIKMV
OVOTOPOCTAGE®Y, ONUIOVPYEL EMITAKTIKY TNV  OVAYKY YPNONG EPUPUOYDV  EKTETAUEVNG
apaypatikomtag. Ta oeéAn g xpnone Mo TETONG TEYVOAOYING OTOV TOMEN TNG EKTAIdELONG
elvar mowida. H mopovoo SUTA®MUOTIKY €PYOCiol EMIKEVIPMOVETOL OTN YPNOYN EKTETOUEVNG
TPOAYLATIKOTNTOG GTO TOUEN TG EKTOOEVLONG KOl AOTEAEL TOAVTILO KOUUATL TOV TPOTTUYIOKDY
OTOVOMYV KOOMDE TPOSPEPEL EVPV PAGLLO EPEVVNTIKMV EUTELPUDV.



Iepiinyn

H mapokdto SImAOUATIKY pyacio EMIKEVIPOVETOL GTN OTLLOLPYIN EVOG TOLY VIS0 EKTALOEVTIKOV
TEPLEYOUEVOL V1oL TO pabnuo g dvoung e E' onuotikov, 10 omoio axoAovbel Tic véecg
TEYVOLOYIKEG e&EMEELS KO E1GAYEL 6TOVG UAONTEG TNV Evvola, TG EKTETAUEVNG TpaypaTikotTTag. O
GTOY0GC TOL TALYVIOOV €ival EMUOPPOTIKOG Kot Pociletar ot SodpacTIKh eKTOidELON KOl TN
Beltioon g dwackoiiog tov padnuatog. INo kdbe éva kepdioto tov PifAiov, evtde g
ddakténg VANG Tov 6YoAKoD £tovg 2019-2020, o pabntig/maiktng pe xpnon Kvntod TMAEQP®OVO
N tablet, oxovdpovrag éva grcode, ovoiyel piot SLOQOPETIKY TOPTO HE ¥PNON EXAVENUEVNC
TpoyUaTIKOTTOC. Mmaivovtog péca, akolovbei eufvbion oe ewovikd mepiPdirov. Xe avtd
VIAPYOLV KPLUUEVO, EIKOVIKG OvTIKElpEVe, To omoio. mpémel va. GVAAEYO0bV TpoKEWEVOL Vo
vAomombel 6T CLVEXEL TO EKTOIOELTIKO TEIPOO, UE TN YPNON EKTETAUEVIC TPAYUOTIKOTNTAG,
GTOV TPOYUOTIKO YDPO.

AéEerg kAewdwd: QDuoiky), EKOVIKY TPAYLOTIKOTNTO, EMOVENUEVT] TPOYUOTIKOTNTO, LIKTH
TPOYUATIKOTNTO, ekTeTapévn mpoyuatikémra, Unity, VR ProBuilder, AR Foundation, AR
Subsystems, Vuforia Engine AR, XR Interaction Subsystems.



Educational extended reality game for the physics course in primary

school

Maria Zafeiropoulou

Abstract

The following essay, focuses on the creation of an educational game for the physics course of the
5th grade in primary school, which follows the new technological developments and introduces the
concept of extended reality to the students. The purpose of the game is educational and is based on
interactive education and improvement of teaching skills. For each chapter of the book, within the
curriculum of the 2019-2020 school year, the student/player uses a mobile phone or tablet to scan a
grcode, which opens a different door using augmented reality. Entering each door, the user is
immersed into virtual environment. There are hidden virtual objects that must be collected in order
to implement the educational experiment, using extended reality, in the real space.

Keywords: Physics course, virtual reality, augmented reality, mixed reality, extended reality,
Unity, VR ProBuilder, AR Foundation, AR Subsystems, Vuforia Engine AR, XR Interaction
Subsystems.



Evyaprotieg

Ba MBela vo ekppdom Tig Bepuéc pov evyapiotieg oe OAOLG ekeivovg mov pe Pondnoav va
OLEKTEPALMG® T SUTAMUATIKT LOV EPYUGiaL.

Apykd, 0o n0eka va gvyopiotom tov eniPAiénov kabnynt K. Evikeidn Kepapdmovio, yiati pov
€0moe TNV evkapio va aoyoAnfd pe éva diaitepa evolapépov Bépa, Kabmg emiong kat yio v
eumoToovvn mov pov &deiée. Tov evyoapiot®d Oepud vy TiIc €EAIPETIKA MPEAYUES KPLITIKEG
TOPOTNPNGELG TOV KO Vi TNV 0VolaoTIK) Porfeto Kot kafodnynon mov Lo Topeiye.

Eniong, evyopiotd mv K. Xpdoo yio Ty auépiotn Kol OVGLOGTIKY EXTIGTNUOVIKT Borfeia Tov pov
Tapelye ¢ ekTadeTIKOC TpmTOoPaduiag exmaidgvonc.

Axéun, évo PeEYaAO Kol €YKAPOL0 ELYUPIOTO GTNV OIKOYEVELD LOL KOl OTIC GIAEG HOV, Yo TN
ompién Tovg, KabdC Kat yio. TNV TETOIONGN TOVE OTL TLGTEVOVY GE EUEVOL.

Téhog, Ba N0eka vo amevBive TIC svyaploTieg Lov ot UEAT TG eEETOCTIKNG EMLTPORTNG, Ol OTTOI0L
EVYEVIKG 0&xONKaY Vo aELOAOYNGOVY TNV TTUYLOKT LOL EPYOCIOL.

Vi
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Kepaiao 1o: Ewsayom)

H mapovoa dmiopotiky epyacio €xel tov titho  «Ilotyvidt extetapuévng mpoyuatikdTTog
EKTOOEVTIKOD TTEPLEYOUEVOD Y1a TO Udbnua e Pucikng e E' dnpotikovy. Ltdyog g SIMAOUATIKNG
gpyaciog eivol 1 xpnom TG EKTETAUEVIG TPAYUATIKOTNTOC Yoo T PeAtioon ¢ d1dacKoAiog Tov
pobfuatog ™mg Puowng e E° Anupotikov. H 10éa g ovykekpuuévng SmA®UOTIKAG Epyaciog
Bacileton oV 0&10m0incn TG EKTETAUEVNC TPAYLOTIKOTNTAG G TPAYUOTIKEG OYOMKEG GUVONKES Y10l
N J100CKOAMO TOADTAOK®V EVVOIDV KOl QOIVOUEVOV GYETIKA WE TO pabnuo ¢ ouoikng g E’
onuotikoy. Q¢ ek TOVTOL, JSVVATHL VO GULVEIGPEPEL GTNV KOADTEPN KOTAVONOTN TNG EMIOPUGTC
aVTIoTOWY MV TEYVOAOYIOV GTNV KATAKTINGT TG YVOONE, KLPIOG OVTHG TTOL GRTETOL GTO YDHPO TOV
QUOIKMV ETIOTNUOV, VA TOPAAINAOL OVAOEIKVIEL TA OPEAT 7OV &YOLV Ol PoONTEC Katd TNV
oAAnAemidpaon pe Eva TePIPAALOV, OOV GUVVTIAPYOLV EIKOVIKE KOl TPOLYLLOTIKG GTOLYEIN.

To televtaio xpovia EXOVV ELPAVICTEL VEEG TEYVOLOYiEC, 01 OToleg Yo AdYoug gvkoMMag, £xovV yivel
YVOOTEG UE TO apylkd Tovg ypauuata, omog eivor np VR (Virtual reality), n AR (Augumented Reality),
n MR (Mixed reality) kow n XR (Extended Reality). Evd oleg dapépovv petal&d tovg, Pacilovrot
oTI¢ 016G Teyvoroyiec. H Virtual Reality 1 aAlmdg eikovikn mpaypotikodtta, ivar pio Tpocopoioon
7oL OMpovpyeitar £0A0KANPOL amd €va vIoAoyloTikd cvotnua. H Augmented reality 1 odAidg
emovénuévn mpaypoatikotta, eivar pioe Covtavh, dueon 1M éuueon mPoPoAr; evoc QUOIKOD
OVTIKEEVOL TTOL BPICKETOL GTOV YMPO, GTO OMOI0 YIVOVTOL TPOTOMO|CELS O TPAYLATIKO YPOVO LLE
TNV XPNOT KOTOOL LIToAOYIoTIKo cvuothuatoc. H Mixed Reality 1 aAMd¢ pukt mpoayuotikdna,
gtval 0 oLVOLAGLOC TOL OANBIYVOD Kl TOV YNELUKOD KOGHOL amd TOVEG Omoiovg OMuovpyeital KATL
evoupeco. H Extended reality 1 aAld¢ givar Kot o vedtepog dpog, kot meptiapBavel Kot cuvovalet
OAEG TIG TTOPATAV® TEYVOAOYIEC, KABMG OVUPEPETE GTO MG AAANAETLOPOVV TO, PUOIKE AVTIKEILEVA, TOV
YDOPOL LLE TOV YPNOTI KOl TIG KIVIGELS TOV.

Ot mopandve teyvoroyies, &xovv wpipdoet oto Babud mov mAéov epappolovtatl 6e éva evpl QACUA
nedlov, On®MG OTOV EKTAOELTIKO Topéd. XTI ONuepwny €moyr, YIivetol ONUOVTIIKY Tpoomddeln
evooudtoong véov TeXVoloyldv otn pabnomn, yw v Tpos@opd TAoVog eumelpiag, v evepyo
ocvppeToyn TV pantadv kot ™ Padvtepn katovomon evvoldv, ol omoieg dev umopohv e0KOAN va
ontikonomBobv 6to mpaypatikd mepiPdalov. Idwitepo poro ce avth v mpoomdbeln mailovv ot
évvoleg g PLopoTikng Kot Kvntig pdbnong, mpokelnévon va evioyvbel 1 cuvaicOnpotiky UmAok
TOV LoONTOV 0T S00KTIKY S1adIKOGiN KOl 1 YVOOTIKY] TOVG IKAVOTNTOL.

H epappoyn «XRphysics», cuvovaler tig peBoddovg g xvnmig kKo Piopoatikng pdbnong ot
YPNOWOnolel cVYYPOVES TEXVOLOYIEG OMMG AT TNG EKOVIKNG KOl ETAVENUEVIG TPOYUATIKOTITOC.
Méow m™¢ epappoyng «XRphysics», divetal oTovg eKTOUdEVTIKOVG 1| dLVATOTNTA EVTAENG OTN
dwaokaAio tov padfuatog «@vowd E’ dnpotucod» piog kavotdpov pefddov S1dackoriog, Kovng
Vo aLENCEL TO EVOPEPOV TV UAONTOV KOl va Toug LRoPondnocel va KoTovoncouy TOAVTAOKO
(QOVOLEVO KO EVVOLEG TNG PLGIKNG E” dnpoTikov.

H Awmlopotikr Epyocio yopiletor oe évteka kepdiowo. Kdbe xepdiaio yopileton o empépovg
EVOTNTEC.

210 Tp®OTO KEPAAO0 «E1caymyn», mapovctdletal 0 oTdOY0g Kot 1 CNUAVTIKOTNTA TG OSUTAMUOTIKNG
gpyaciog, Kol KOT EMEKTACYT TNG €POPUOYNG TOL Toyvidwod. [lapdAinio, yivetor o cvvtoun
TEPLYPAPT TOV KAOe Keparaiov.
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10 de0TEPO KEPOAOIO0 «O1 GUYYPOVEG TEYVOAOYIEG OTNV EKMAIOEVOT», TUPOLGIALETOL 1 EVVOLOL TNG
EKTETOUEVNG TTPOYUATIKOTNTOG 1 OTToio TEPIAQUPAVEL Kot TIC EVVOLEG TNG EIKOVIKNG, ETOLENUEVNG KO
piktg mpoypotikomtog. Emiong, yivetar extevig avagopd NG €QAPHOYNIG TOV  TOPOTAVE
TEYVOLOYLDV GTO YMPO TNG EKTAidEVONC Kot E101KOTEPO, PES® TG e@apuoyng XRphysics.

>0 1pito kepdlaio «Eykatdotacn Unity kot Bacikég puOuicelg mhat@opuacy, avaldovtol ol opyIikes
TOPOUETPOTOMNGEL, TV  KOUPIK®V otoyeiov g mAateopuog unity. [Tio  ovykekpuéva,
Tapovoldlovtal OAEG Ol TEYVOAOYIEG KOl T EPYUAEIN TOV ¥PNCLOTOONKOV Yiot TNV VAOTOINGT TNG
EPUPLOYNC TOL TTALYVISL0D.

210 T€10pTO KEQALO0 «Baoikdg kopuog matyvidiov-Panelsy, meptypdeovial AETTOUEPDG O1 OPYIKES
OKNVEG TOL project ol omoieg amotelovV T, Oepédor TG PapUoyNG. AVTéC AmOTELODVTOL OO TNV
apyIK ceAda, TIC oEAIdES TV KePaAainy kal TV Swwbéciuny mepapdtov kabmg emiong Kot g
oeAidag KAewsipatog g epapproyne. [ivetan por pikpn avapopd oto, kepaioia tov BifAiov kabmg kot
o SoKTEN VAN Yo TO oY0AKO €tog 2019-2020. EmumAéov, 6€ auTd TO KEPAAOLO TEPTYPAPETOL KOl M
dladkaoio TG EI00YMYNG Kot EVOALNYNG TNG LOVGIKNG AVALESO, OTIG SIUPOPETIKEG CKNVEC.

O1 tithotl TV kepalainy TEVTE ¢ OEK ATOTEAOVVTOL OTTO TOLG AVTIGTOLYOVG TITAOVE TV KEPAAAI®Y
tov BiPriov. ITo cvykekpiéva, to TEUTTO KePdAaio «E@appoyn Teipduatog yio, to keparoto YAKE
oOUOTOY, TO EKTO KEPGAAI0 «Epapuoyn meipdpotog yio to kepaioo Evépysian, to £Bdopo kepdrolo
«Epapuoyn mepduotog yio to ke@diaio Ilemtikd ocvotquo», to 0y600 kepdrouto «Egappoyn
TEPALOTOC Y10 TO KEQPAANL0 OepuodTnTOo», T0 £VvoTo KEPdAato «EQaproyn melpduatoc yio To Kepdioto
HAextpiopogy kot téhog 10 dékato kepdioro «Eeappoyn mepduotog yio to kepdlowo Pme». H doun
OVTOV TOV KEQOAQIOV gival oyedov 1010, apod KaBe £va amd aVTA AVTIGTOLOLY KOl GE VO TEIPOLLAL.
2e auTa To KEQAAota ovarvetal 6An 1 peBodoroyia tng dnuovpyiag Tov kabe Tepdpatog EexmpioTd.

Téhog, N OmA®UOTIK €pyOcio. OAOKANPAOVETOL LE TO €VOEKOTO KEPAAOLO «ZVLUTEPACLOTO KOl
potdoelg PeAtioons» o6to omoio Tapovcldlovtal KATow TPOSHOTIKE GUUTEPAGLATO KOl TPOTAGELS
Yo LEAAOVTIKY EMEKTOOT KO BeEXTiON TNG EPAPULOYNG.
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Ke@adraro 20:  Or oOyypoveS TEYVOLOYIES OTNV EKTAIOEVON

2.1 Ewoayoy

Ta televtaion ypovia, o amd TG TO OVOOVOUEVEC TEXVOAOYieC maykoouimg ival avthy g
extetapévng mpaypatikomrog (Extended Reality). O 6pog XR umopei vo yopaktpiotel og £vag 6pog
«opumpéday Kobmg meptlapuPdavet kot Tig TeXvoLoyieg TG ekovikng mpayuatikotrag (Virtual Reality),
m¢ emavénuévng tpaypotikomrag (Augumented Reality) kot g pikmg mpayuatikoémrag (Mixed
Reality). KaBe pio amd avtég T1g véeg texvoloyieg, Tpoépyetat amd SopopeTIKO HEPOG KOl EMLOUDKEL
VO KAVEL SL0pOPETIKA TPAYUATH. 26TOC0, OAEG YPTCULOTOLOVY TOPOUOLIEC TEYVOLOYIEC. £TO KEQAAULO
0VTO, CVOPEPOVTOL OL TOPATAV® TEYVOAOYIEG KO YIVETOL EKTEVHG avapopd oty gpapuroyn ™me XR kot
TOV GUYYPOVMV TEYVOLOYIDV OTNV EKTAIOEVOT, KOl 7O CUYKEKPWEVE GTO YDOPO TOV QUOIKDOV
EMOTNUDV, OVUIEIKVOOVTOG TN onuacio g Plopatiking mpocéyyong otn pabnon. To kepdiato
OAOKANPAOVETOL L€ TNV TOPOVCINCT] TOV GUYYPOVMV TEXVOAOYLDY TOL YPNOWOTOEL 1| EQOPUOYT
«XRphysics» yio va evioyhoet Tig véeg eKTodeLTIKEG Ledddovg.

2.2  Ewoviki TpoypotikétnTa

H emomuovikn mepoyn g VR, vadpyel kot egghicoetor 0 Kot TOAA ¥pdvia, ¢ KAAS0G TG
EMOTUNG ™S TANpopopikne. H VR glval n emotmun mov &gl 0¢ 6tdY0 v avantuén KatdAAnAov
GLOKEVADV KOl CUGTNHATOV T OOl £XOVV MG AMMTEPO GTOYO TNV TANPN OLOKOTY| EVOG YPNOTN OO
TO TTPOYUOTIKO TEPPAAAOV Katl TV euPubion Tov og éva eikovikd mepiBdAalov[1]. o va to emtvyeL
oo, £V GVGTN O TPETEL VO OTOKOWEL KABE TANPOPOPIo TOV TPOEPYETAL OO TOV TPAYLLATIKO KOGLLO,
omd To e TP TOL YPNOT, KO VO TV AVTIKATOGTIOEL LLE EIKOVIKT. To TpMdTO Kot onpuavTikotepo
KaviA aAANAETiOpaong eivar 1 Opacn Kot 0kKoAOLBOLV 1 aKoN Kol 1 aQn, VA TPOGOATL £XOVV
avantuyfel Kol cLGTALATA YO TNV Tapay®YN cVVBETIKOVY epedicpdtov O6cppnong kat yevongc. [a va
emrevyOel vag wavomomtikog Pabuog eppubiong ypnoonotodviar eEEOIKEVUEVEG GUOKEVES OTMG
etvar ot 086vec mpocsappoyng oto kepdir (Head Mounted Displays), n movkatevBovtikny dtontpikn
o86vn (Boom), 10 cvompo avtéuatov gikovikoL mepPdAioviog omniaiov (Cave) xor Ta
tprodrdototo yvoid (LCD shutter glasses).

2.3  EmovEnpévn npaypotikotnto

O 6pog AR avapépetor oe pio véa teyvoroyioc M omola Paciletol oTNV EVOOUATOON EIKOVIKOV
oo El®V, TOV TAPAYOVTaL Amd VAV VTOAOYIGTH, GE £V TPAYLATIKO TEPIPUALOV KOl GE TPAYLLOTIKO
YPOVO, EMITPETOVTOG TN CLUVOTTAPEN YNOLIKOV KOl TPOYUOTIKOV OVIIKEWEVOVY. Alopoponoleital amd
TNV EKOVIKT TPOYUATIKOTNTA, OOV 0 ¥pNoTNG elvan TANp®S euPubiopévog oe vav ynoeakd Koouo,
Ol0TL GUUTANPAOVEL TO TPAYUATIKO TTEPLPAAAOV, dev TO avtikabiotd, Kot yivetor avtiAnmtd and tov
xpNno Oyt pévo pécm g dpacmng, aArd kol pécw Tmv vrolowmmy ocbncewy. Ot TAnpoopieg ot
omoieg emav&avovtal 610 mPAyUaTikd mEPPdAlov givor SadpacTiké Ko Tplodidotateg kabdg
oLVOLALOLV TPAYUOTIKG Kol EIKOVIKG OVTIKEIPEVA. X ovTiBeon e TNV EIKOVIKT TPAYUATIKOTNTO, TO
TpoyuaTiko mepPdAlov dev vmokpOTTETAL, OAAG £xEl Kuplapyxo poro. Me 1 ypnon cvyypOV®V
TeYVoLOYI®DV YwpobBétnomg, omwg 1o GPS (Global Positioning System), oicOntipwv kivnong,
adpavelag Kot d1evhuvong, KOUEP®Y EVOOUATOUEVOV GE GLOKEVES kol arsOntipov Pabovg, sivar
duvato vo emtevydel évag ikavoromtikds Pabpog eppodiong oe mepiPaiiov AR[2].
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2.4 Mt TpoypoTikéTNTO

H MR givar n emomuovik] meploy] mov cvpmepapfdvel oiec Tic dwPobuicelg mordmieéng
(multiplex) ymoewoxig minpogopiog 610 cuveyny vonty €vbeio Tov GLVIEEL TOV TPAYUATIKO PE TOV
EIKOVIKO KOGWHO. Amotehel TOV GUVOLOCUO TOV ePELVITIK®V Tteploydv TG AR ka1 g VR, kabaog
oV AR 10 oToLyEln TOV EIKOVIKOD KOGLOL GUVOLALOVTOL SIOPUCTIKG LIE TO TPUYUATIKO TEPIPAALOV,
evd omv VR o ypnomc euPubifeton ninpmg otov eikovikd kocpo. ‘Eva odomuo kg
TPOYUOTIKOTNTOG TTopdysl po. ovvlern dmoyn vy 1o ypnot [3]. Eivar évag cuvdvacpog mg
TPAYUOTIKNG OKNVAG OV PAETEL 0 YPNOTNG KOL LIOG EKOVIKNG GKNVIAG OV TOPAYETOL OO TOV
VIOAOYLGTY], 0 0moiog eumAovtilel TV Gmoy™n Tov PN ot UE TIG TPdobeteg TAnpoopiec. Ot évvoleg
TOV TPIOV TOPOTAV® TEYVOAOYLDV KOl Ol AETTEG OLOQOPEG TOLG YIVOVTOL TOPUTAV® KOTOVONTEG
BAémovtag to oynua 2.1 [4].

VIRTUAL REALITY (VR) AUGMENTED REALITY [AR] MERGED REALITY [MR]

Completety digital erwronment Real world with digita Real and the virtual ace imtertwined
nformatian ovesiay

Q
e [ R
=] A.“r.~ "l“\ --‘—1
P s
l ) | 2

Fully endosed, synthetic experence Lo The experer
with no sense of the real woeld

ynpa 2.1: VR vs AR vs MR

2.5 Extetapévn apaypotikétnta

To XR eivan évag 6pog opmpéia yuo Oheg TG Puopatikég teyvoroyies, ommg n VR, AR, MR, kofng kot
eketvec mov avapévetor vo dnpovpynBodv. H XR amoteleitar and Oheg Tig véeg teyvoloyieg mov eite
oLVOLALOVV EIKOVIKOLG KOl TPAYUATIKOVS KOGHOVS, €iTe OMOvpyovv [0 EVIVTIMOGLOKY] EUmEpio
TPV dotdoemv kot €61 Pabudv ekevbepiag (6DoF). Ztig teyvoloyiec mov mponyodvrar g XR, o
XPNOTNG Umopovoe va Kottaéel pnovo otoug doveg X/Y/Z, anodidovtag tpeig Pabpovg erevbepiog
(3DoF). Mg v gpopdvion ™me XR, akorobOnoe to Eexleidwpa g Kiviong otovg a&oveg X/Y/Z. O
XPNOTNG TAEOV, EKTOG o TO va Kottalel atovg a&oveg XIY/Z, éxel cuvolkd £EL Babuode erevbepiag
(6Dof) kot pa woAd mo cuvapracTiky sumepio epuPfvbione. Eto oxnua 2.2 aivoval ot dlopopég
peta&v Tovg.

+ Can becase part of the shery

¢ Can now (ntovact and charge fie siory

Tyfine 2.2: 3DOF vs 6DoF
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Ta televtaio mévie ypovia mepimov, 11 XR cuvdavince peydio evolapépov GTIC EMIGTAKES KOl TN
Bropnyovia, kabmg ot Tpoceateg TeXVOLOYIKEG eeMiEelg 0dnNyNooY 6E QONVOTEPEG Kot ELAPPOTEPES
oVLOKEVEG (.. smartphones), kot onuavtikd To 16yvpd AoyoHKd amd TIC TPONYOVUEVES YeVIEG [5].
[Iponyovuévag, N xpnon e XR mapéueve «oto epyactmpion | povo oe e&edikevuévoug topeic. H
TPOGPATI GTPOPT) OONYNOCE OE UKL EVPVTEPT] GUUUETOYN OTNV KOW®Vio, OTWOG OTNV TOATIKY GULVA,
TNV 0gPOTOPin, TNV ETOWUOTNTA EKTOKTNG OVAYKNG KOl TOV GYEOGUO EKKEVMONG, KOl OYEOOV GE
OAOVG TOVC EKTALOEVTIKOVG KAGOOLG KOOMG KOl GTOV 101MTIKO TOWEX.

v Emomun Teoypagikov ITAnpopopidv (GlScience) kot oe cuvageig Topeis, ot XR teyvoroyieg
Topovoldlovy HOVOSIKEG EVKOPIEG OMUIOLPYING YOPIKOV EUTEIPLOV, UE TPOTO KATO TOV OMOi0 Ol
GvOpomol aAANAETIOPOOY UE TO TEPIPAALOV TOVG KOL QTOKTOVV YOPIKY YVAOCT. Me TIC TpOcpaTeg
e€eMEeIC 6TO AOYIGUIKO, O YOPIKOG VIOAOYIGUOG £xel ovadelyDel mg Eva 1oyVPO TOPASELYUA TOV
EMTPEMEL 6TOVG TOAITEG Vo dbétovy smartphone yio va xoptoypagicovy to mepidilov Tovg o€
TPOYUATIKO XPpOVO, GE TPELS OOOTAGEIS KOl GE VYNAT TGTOTNTOA.

H XR, wotdoo, dev agopd pnovo 3D avamapacTdcels, ALY Kol GUVUPTAOTIKEG EUTELPIES, POCIOUEVEC
OTNV OMTIKOTOINGN 7OV UETAUOPPOVEL TNV aicOnon tov ydpov. Méco amd KoAG GYESLCUEVA
nepifarirovia XR, pumopet vo enektabdei cuAloyikd 1 (ovtavn umelpio evog ypNno UE YEDYPAPIKODS
YOPOLVS (¢ €K TOVTOL, O OPOC eKTETAUEVT] TTPAYUATIKOTNTO). Méow teyvoroyuwv VR, o ypnomg
umopel va frdoet pia aicOnorn Tov TOTov GLYKPIGIUN 1 AKOUN KOl TOVOUOLOTUT LLE TOV TPAYUOTIKO
KOGLO. Mia tétota e£EMEN €xel EMNPEGCEL TNV EMGTNLOVIKY £PELVO LE TPOTOPAVELS TPOTOVC.

Exto¢ am6 10 VR, sio@yovtog mAnpoeopieg oto mepiBdiiov pe teyvoroyieg AR kot MR, pmopel va
enovooyedlooTel 0 ELOIKO KOGUOG e TOALOLG Kol cuvapmaoTikovg tpdémove. Térowot (keipevo,
OKOLOTIKOL, OTTIKOL 1] AKOT| Kol 0GPPNTIKOL) TPOTOL, £XOVV CNUOVTIKEG OVVATOTNTESG VO EMNPEACOVY
™V avOpdTIVY YOPIKN oKEYN Kot pabnon kabaog kot v kabnuepwn {on tov avipdrov.

Amd 1t Betik mhevpd, ot avBpwmor pmopodv va Aapfdvovv €dkoho KOl YPYOPO GYETIKES
mnpopopieg, Ponbewa, cvvipopud kot éumvevon péoa amd gumepiec XR. o mapddetypa, évog
YPNOTNG WITOPEL VO YEVIKEVGEL (e TNV EVVOLL TNG XOPTOYPAPIKNS YEVIKELGONG) TIG TANPOPOPIEG GTOV
TPOYUATIKO KOGUO emionuaivovtag, tovifovtag 1 amokpvPoviag CLYKEKPEVA OvTIKElpueva M
OTOLOONTTOTE UEPOG TOV OMTIKOL eSOV, £T6L MGTE VA eMTELYOOHV J1POPOL GTAYOL AVOAGYWS TOV
oKomd mov mpocpepel  KabBe XR eumeipio. Amod v avnouynTiKn) TAELPE, VITAPYOLY GNLULOVIIKES
NnOwcég exkTyunoelg 6nwg m.y.: Edv kémotog dAlog dwaxelpiletal T Ye®YPAPIKY| TPAYUATIKOTNTO EVOG
YPNOTN, VILAPYEL OMET Y1t TNV AvOPOTIVY ouTOVOpIA, TOATIKOG EAEYYOG, PUTOVGT] OO TAT|POPOPIES
OV TTPOEPYOVTOL amd dlapnuicels kot fadvtepo {NTNHOTO TOV PTOPEL VO EXNPEAGOLY TO TPOSHOTIKO
YVOOTIKO OGN TOL ¥pNoTn o€ Bepehiddeg eninedo. [ mapddetypa, pmopel vo ydoel oxpnoTng
OepeMdON YVOOTIKY KATAVONGN TNG LOVILOTNTOG TOV OVTIKEWWEVMV, €AV 08V KATOQEPVEL TAEOV VA
Eeympioel To. ewovikd avtikeipeva omd to mpaypatikd. Ev odiyolg, n apBovia tov tpiodidotatov
YOPIKDOV SEGOUEVDV, 0 EKONUOKPATIGUOC TOV TEXVOAOYIDV Kol 1| TPOOSOG, GE YPAPIKA VIOAOYICTMV
OV EMTPEMOVY PENAMOTIKEG TPOCOLOUDCES PUOIKMOV Qaivopévav pe t ypnon XR, amaitovv
emavegétaon g teyvoroyiog XR Kot amotelody epeLVNTIKES TPOKANGELG.

Yvvoyilovtag, 1 XR opapatiletor pia mo mepimloxn oyéon, oty onoid 1 aAnfv TpayratiKoTnTo
Tpoyuatonotel Tpaypatikd €pé oto Pabud mov mn avtidnyn pog Yo €IKOVIKA ovTikeipeva yiveton
TAMP®G TPayHoTIKY. TEL0G, KOAVTTEL Eva €VPD PAGHO EVKOIPIOV, EUTEIPIDV, EPEVVAS, TPOKANCEMV
Kot KUVOOHV@V.
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2.6  XOyypoveg TE(VOLOYIEG GTNV EKTAIOEVGT)

Ta televtaio ¥povio Ol TOPATAVED TEYVOLOYIES, EXOVV OPYLACEL 6TO Pabud mov TAEov epapuolovtal
o€ €vo TOAD gVPVTEPO PACHO TESIWV, OTMG OTOV EKTALOEVTIKO TOUEN, OOV 1) EPOPLOYT TOVG Eivan
a£10A0YN KOl OTOTEAECUATIKT GTNV TPOMON O TOV TAUSUYDYIKDY GKOTMOV.

2.6.1 Xoyypoves ekmoroevTIKEG Ospieg

nuoavtikn  mpoomdbeln.  avabedpnong TOV  TOPOdOCLOK®OV  UEDOJOAOYIKOV  TPOCEYYicEMV
mopoTNPEiTOL TIg TEAEVTAIEG OEKNETIEG, OGOV QPOPA GTNV VTOGTAPIEN TNG EKTALOEVTIKNG O10dIKAGING,
kaOdC Kol oTpoen TPog TIC Véeg Oswpieg paAbnong moOv TPOGEEPOLY KUVOVUPIEC OLVUTOTNTEC
TPOcEyyIong TG eKmadentikng dwadikacioc[6]. Ot oldyypovec ekmadevtikég Bempiec, Epyovtor va,
0AAGEOVY TO PEXPL TOPO KAOGIKO EKTOUOEVTIKO HOVTEAD, TOPOTPHVOVTIOG TNV EVEPYO GLUUETOYN TOV
pobnt) om Swdikacio pabnong kot SUKTIKNG TPAENG, EVavTL TOV TOPAdOCIHK®DY GUGTNUATMOV
ekmaidevong 6mov 0 poAog Tov Mrav TanTikog. Emiong vrootpilovy véovg tpdmovg pnabnong kot
QTOKTNONG TNE YVAOONC, OTHPNONG KOl YEVIKEVONG TNG, WEGO amd Uio EvePYNTIKY dtadtkocio. Ot
ovyypoveg texvoroyies Tov VR, AR, MR kot XR, mpocpépovv moAAEG Kavohpleg duvatodTTES Yid
™V vrmooTPIEN ™G ekmoudevTIKNG dwdikacioc. Mo cvykekpiéva, 1 oAAnAenidpacn 6€ TPAOTO
TPOCMOTO LE TO YVOOTIKO AVIIKEILEVO, 1) EUTEIPIKN Habnon péoa amd tnv mpaén, 1 oLGLICTIKOTEPN
TPOGEYYIOT APNPNUEVOV EVVOLOV UE TPOTO TOALAGONMPIOKO Kol 1 dnuovpyic KNTp@V,
OTOTEAOVV TO SOUIKE, GTOLXEID TMV GVYYPOVOV EKTOOEVTIKMY OEmPLOV TOV EVIGYVOVY TO LOVTEAOD TNG
EKTIOOEVTIKNG O1001KAGI0G.

Ta nepipdirovia VR, AR, MR kot XR, sivon mepiddiovta diemapng ota omoia o ¥priotng Prover
dtadkosio TG AAANAETIOpUON G TEPIOCOTEPO EUTEIPIKA Tapd vonTikd. H yprion tétolwv teyvoroyiodv
TaPEYEL TN dLVOTOTNTO EUTEIPIKNG PLABNoNG Kol YU’ avtd pumopel va, ypnoipomondel pe emituyio oty
exmaidoevon. To tpdidotato, molvaicOnmplakd meptBdALOV Kot 1 GVTIOTOIYION EVEPYEIDV KOl
GUUTEPLPOPAS TOL XPNOTN UE TO AMEKOVILOUEVO amoTéEAEGLO dnovpyodv v aiclnon mapovciog
péosa oto mepiPdirov avtd. H aicBnom g mapovsiog Bewpeitar 6Tt vrofonda v enwkovovia g
pabnowokng epmepiog. To padnowokd ewovikd mepidilovia vrootpilovv ™V acOnpLaKd
TAOVGC10. OAANAETIOpac HOONTH-VTOAOYIOTY, EMITPEMOVING TOV YEWPIOHO Kol TNV e&étacm Tmv
GUVOETIKOV OVTIKEWEVAOV, GOV VO ITOV OVTE OVTIKEILEVE TOV TPAYUATIKOD KOGLLOV.

Térown mepiPariovta mapéyovy nions T duvaTdHTNTA GTOLS XPNOTEG VO dntovpyodv, va yepilovat
Kot vo, eneEepydlovtatl kaOe ToTo Yynewakng mAnpopopias. Ta modid propodv Kat’ avtdv Tov Tpomo
Vo 00OV gvEPYE TIG SIKES TOVG GKEWELS Yo TOV KOGLO, Kol GUVERMG gival mBavo va evBapphvovtan
®oTe vo. dopohV TN O1K1 TOLG YVMGY, YEYOVOG TO OTOi0 amoTEAEl OMOSEDEIYLEVO OMOTELECUATIKO
pomo ekpdOnong. To yeyovog mmg M alAnAiemidpacr pe évo povtédo pmopel va givor va molv
KoAOTEPO KivTPO amd ekeivo oV TPpokaAel 1 OAANAETIOpAON e EVO PVGIKO VAIKO OVTIKEIIEVO, EYEL
®G OTOTEAEC LA T OTLOLPYIN KIVATP®V Y10 TOVG LatdnTég.

H ypfion autdv tov teyvoroyidv otnv ekmaidevor evoeikvutol dwitepa oty TEPITT®OON TNg
TPOGOUOIMONG UI0G OpacTNPOTNTOS, ONMG T.Y. TO TEPAPATO 0TO HAONUO TG QLOIKNG, KaBMdg M
eumelpia. g Ompovpyiog €voc TPOCOUOIOUEVOL TePPAAAOVTOC 1| poviédov BOempeitor TOAD
OTUOVTIKT] Y10, TN YVAOGT] TOV OVTIKEWWEVOD TNG OPOCTNPLOTNTOG TOV EKTEAEITAL 6TO TEPPAALOV QVTO.
O pafntmg evBappdvetor va pdbel péoa amd v evepyn ocvppeToyn tov. Emiong, péca amd v
oAnAenidpaon pe TO €KOVIKO TEPIPAArov, TapéyeTorl KoAOTEPN duvvoTtoTnTo €SETOONG €VOG
OVTIKEWEVOL KATO TPOTO ToAvaisOntnplaxd, o omoiog cvpmeptlapfavel 6e§10TNTES YEPICHOD Kot
QUVOIKNG Kivnong. Me avtd Tov Tpodmo divetar 1 duvaTOHTNTA GTO HOONT VO GUUUETEXEL O Ui
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EKTOOEVTIKT O1001KAGI0L 7O EVOLOPEPOVCH KOl SlOCKESAOTIKY, OOV KATOL0 YOPOKTNPLOTIKG Kol
TTUYES OVTNHG UTOPOLV VO TOPOVGLOGTOVV HE TOAD TTLO AVTIANTTIKG OAOKATP®UEVO TPOTO GE GYEON UE
GAAO pEGO KOl OTTOV EMITPEMETOL GTOV HOONTELOUEVO VO TPOY P SOUECOV EVOG TEPAATOS LLE TOV
d1kd ToL PLOUO, LE AVOLYTA YPOVIKA TEPIODPLN Kot OYL LECH GE EVOV TPOKAOOPIGUEVO YPOVO.

2.6.2 Kuwnti péOnon (Mobile Learning)

Ot gpapuroyég yio. Kivntd TnAépmvo. kot tablets amoktodv oAoéva Kot o Kupiapyn 0éon otov Topuéa
MG eKTodEVTIKNG TEYVOoLOYiag Kot pabnong [7]. H kwvnti pndbnon omotelel pio mpocéyyion e
NAEKTPOVIKNG HABNoNG, M omoio, avoEEPETAL GTOV TPOMO E TOV OMOI0 Ol (QOPNTEC GULGKEVEC
a&l0molovvToL otV eKaidgvon TPoceEpovTaG véeg pabnolokéc eumelpies. Mo cuykekpyiéva, m
Kyt padnon umopel vo, oplotel ¢ M XPNON KWWNTAOV GLGKEVAOV WE okomd ™V Tpocfacn o€
pabnotokd VAIKO Kot TV avamtuén Guvepyaciog Kal ETIKOVOVING, EVD GE 0VTH GUUTEPIAAUPBAvOVTaL
oL oyéoelc OAANAEmidpaonc HETOED TV UoONTOV, TOV EKTOBEVTIKOV KOl TOV UodnNolokdv
OVTIKEIWEVOV.

To tekevtaio ypdvia, ot eEEAIEEIC OTIC TUOUYWOYIKEC TPOCEYYIGELS Kab1oTOOV amapaitntn v Vrapén
VE®V HECOV KOl EPYOAEI®V TOL GULUPAAAOLY GTNV KOADTEPT YVAOGT EVVOILDV KOl QUVOUEVOV
SPOP®Y YVOOTIKOV OVTIKEWWEVOV KOl EWOIKOTEPH GTO YMPO TOV PLCIKOV emGTNU®OVY. 'Eva, této10
EPYAAEID OITOTEAOVY Ol QOPNTEG CLCGKEVEG, Ol OTOiEg £XOLV eVOAPPULVTIKG OTOTEAEGUOTO GTNV
ekmaidevon, Kalmg dNUIoVPYoUV €ve EAKVOTIKO TEPIPAALOV HAONoNC Kol [0 ETOIKOSOUNTIKT Kot
omotehespatikny dwdkacio pabnong. H xawovplo vt popen pabnong, £pyetotl vo AEITOLPYNOEL
CUUTANPOUATIKE TAOICIOVOVTOG Tr OacKaAin pe emmAéov dpactnpldmreg, Kot Oyl Yy vo
OVTIKOTOGTI|OEL TOV TOPAO0GLOKO TPOTO S1OAGKAALNG.

To mo onuovtiKd YopakTPIoTIKO TG KvnTig pdnong stvor 1 ida Tov 11 opntdéTTO 1| OOl
EMTPENEL TNV EMKOWVOVID 6€ £vol TAOIG10 d1aPOPETIKO amd TO GLUPATIKO TEPPAAAOV Kot dnpovpyel
evolapépovoeg gukalpieg yio véeg popeés pabnong, kabog aAAddler ™ @von g oYEong Tov
EKTOOEVTIKOD, TOL pafnT Kol ToL ovTikeévov pdbnong. Emumiéov, pe ) ypnion @opntig
TEYVOLOYIOG EVIGYVETAL 1| OHOOOCLVEPYOTIKY ddackaAio Kot emTpémetal 1 aAAnienidpaor petald
Tov pantdv. Ot cuvepyaTikés avTég dpacTnPlOTNTEG UTOPOUV Vo AdBovV ydpa 6e tio ooAIKN TAEN.
Ot pafntég eaivetar pe ovtdv Tov TPOTO VO GUUUPETEXOLV GE HeYaADTEPO PBabud ot pabnolokn
dwdwacio. [TapdAinia, peyiotonotovviol o KivnTpd Tovs yuo pédbnor, avortieGETOL 1| KPLTIKN TOVG
OKEYT KO 1] SNUIOVPYIKOTNTA, EVA CNUELDVOVY KOADTEPES EMOOGELG.

H Poocwn dwpopd tng Kwwnmng teyxvoAoyiog HE TIC LEOAOUTEG WYNnOokég TEXVOAOYiES, &ivor m
duvaTOTTO YNOKNG OVOTAPACTOoTS TOV QPUCIKAV OVTIKEWWEVOVY Tov Ppiokovior oty o
tonoBecia pe Tov ekmodevopevo otov 1o ypoévo. H kwvnm texvoroyia €xet tm dvvarodtnta vo
emovénoel ta avtikeigeva mov Ppiockoviarl yOpw omd To YOPO TOL XPNOTN UE OMTIKEG 1] AKOVOTIKES
TANPOPOpPiEg Ol OTOieg EVEPYOTOLOVVTAL ALTOUATO, 1] KATOTLY OUTILOTOG OO TOV XPTOTI).

Mo mv gpappoyn g kg pdbnong, ivar Wwitepa onpovtikd vo AapPavetol IOy To LOVTELD
ta&wvounong mov mpoteve o Bloom. Ewdwotepa, to povtého tov Bloom amotedeiton and névte
eminedo padnong, katd To omoio 0 EKTOdEVOUEVOS EEKIVAEL Ol TN PACT apyIKE KATAKTOVTOG Lol
EMPAVELOKT LAOMNON Kot oTOdKA TPOoY®PAel o€ avmtepa enimeda nabnong, oto onoia Eekivael olyd
o1yG 1 KATovONon NG YVMOONG TOV OTEKTIOE. XTI GUVEYELN, KOAEITUL VO, KAVEL EPOPLOYT TNG YVAOOTS
Kot VoL avaAdoeL kot va cuvBEael empépovg Bépata ov oyetiCovion pe v anoktnbeica yvaoon. Etot,
0 EKTTOOEVOUEVOC TALPOKIVEITOL EVEPY(, TPOCEAKVETAL TO EVOLAPEPOV TOL KOl EUTAEKETOL GUUUETOYIKA
KoL ONUOVPYIKE G Hio EXokodounTikn dtadikacio Tov Ba tov odnynoet og Pabdid yvmon tov
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OVTIKEWEVOL Héca amd o, Suvopikn pdbnon. H tehevtaio fabuida tng a&loldynong, avaeépetan
KUPIG GTOV S100POUCTIKO KOl EVEPYO POAO TOL LOONT OTNV EKTAOELTIKY S1AOIKOGIO, e OKOTO TNV
ondKTNGN YVAOCTS.

Egappoyr

Karavonon

/// MdaBnon \\\

\

Zynuo 2.3: Movtého tagvounong didaktikmv otoyev (Bloom, 1956)

YHAuepa, M wO Swdedouévn Kot cuvnOicuévn popen texvoroyiog omv kabnuepwvny (on Tov
avOpdTmV, Kl €101KOTEPH 0T (mN TOV TodLDV, Elval 01 POPNTEC GVOKEVEC, £ite TPOKELTUL Y10 KIVITE,
™mAépwva, gite Yo tablets, iPod 1 @opntéc mAatedpuec mayvidiov. Ot QopNTéG GLOKEVEC,
VIEPTEPOVY TNV VIOSTHPIEN NG TeYvoroyiac twv VR, AR, MR, XR, kafmhg 6nwg mpoavapépdnke
glval TeXvoLoYieG Ol Oomoieg EMTPEMOLY TN WETOKIVNGT TOL ¥PNOTI GTOV TPOYUOTIKO KOGHO KOl TN
O1adpoon Tov e eKoVIKA ovtikeipeva. H @opnt emavénuévn TpoyloTikoTnTo 11 0oio avapEPETOL
GTN YPNOT POPNTAOV GLOKEVDOV MG LEGMV Y10, TV TOPOLGINGT] EIKOVIKAOV AVTIKEWWEVOV GE TPAYLATIKO
YOPOYPOVO TOPOVCIALEL OPIGUEVO YOPOKTNPIGTIKE To omoiol B UTopovGaV Vo, GUVIEAEGOVYV GTNV
EMOWKOOOUNTIKY] ¥PNON TOVG OmMd TOLG YPNOTEG KOl VO, EVICYVCEL TNV OMOTEAECUOTIKOTNTA TNG
dwaokariog. Ewdikdtepa, o ypnotng umopel va peTaPAAEL S1AQPOPA YOPAKTNPIGTIKA TOV EKOVIKMOV
AVTIKEWEVOVY OV TTpoPdAdovTal otnv 000vn TG OPNTNG TOV GUGKELNG, OTMG TO GYNLLOL, TO YPMUA
Kot T 0éon pe oKomd va KOTOVONoEL o peyaAdtepo Pabuo évvoles kol govopeva to ool givan
OVEPLKTO VO TOPOTNPNCEL GTNV TPAYULATIKY TOV L®1|. XN cVYYPOV EXOYN, Ol POPNTES GUGKEVEG Elval
evpéng Owbéolueg Kot pmopodv va vrootnpifovv peydio oplBpd epapuoydV  emavENREVNS
TPOYUATIKOTNTOG, divovTag Tn duvaTOTNTO AVATTLENG GLUVEPYATIKMV cuoTtnudtoy. Eriong, Adym tov
piKpoL peyéBoug Kot 1o BAPovg Tov £XOVV, EMITPEMETOL 1] YPIYOPT| KOl OTTOTEAEGLOTIKY] XPNON TOVG
oo TOV YPNOTN.

2.6.3 Buopotiki padnon

H Buopotik) pabnon, sivan pia Bempia n omoia avapépetor oto porAo mov dadpopatiletl n eunepio
ot owdikacio pabnong, kabdg Kot 6Tovg deopovg HeTtalld TG oXOAMKNG Ta&ng, TG Kabnuepwng
LomMg Tov pontdv Kot TG KOW®VIKNG TpayUatikéTTag. To ekmotdentikd GOOTNUA TNG ONUEPIVIG
EMOYNG, YopoKTNPileTal amd PEIWUEVT] TALPOYN EVKOLPLDV GTOVG LAONTEG Y10 KOAMEPYELD TG KPITIKNG
OKEYTNG, OMNUOVPYIKOTNTAG KOl ENEEEPYACIOG EUTEIPLOV EVD GLUVIEOVTAL LLE TO, YVMOOTIKY OVTIKEILEVA
KoTé KOplo AOYo HEC® TNG OMOUVNUOVELONG KOl TNG EMOVAANYNG. AvTO TO YEYOVOS, Ompiovpyel
EMTOKTIKN TNV avaykn vo Tpondnbovv fropatikés padnolakég dadikaoieg ol omoieg Ba givar wavég
VO EVIGYVUCOLV TNV €VEPYO ouUUETOYN TV padntodv ot podnolaxy dwudikacia, Kabmg eniong v
avtovopio Kot v ave&oaptnoia Toug. 'Evac akdpa otdyog g tpoddnong g Propatiking padnong
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®G HEGO ddacKkoiiag etval 1 avamTuén TG KPITIKNG GKEYNG Kot TG dNUIOVPYIKOTNTAG TV nadnTtdv,
KWV TOTOLMVTOG TOVG OLOVONTIKE KOl GUVOIGONLATIKA.

H Buopotiky pabnon omotelel v padnon péoa amd v mpdén Kol T yvAoTn Tov GUVIEAEL 6N
ovvdeon Oewpiog kol aAndwng eumepiag. Ewdwodtepo, o610 ydpo ™C ekmaidevone 1 Plopatiky
uéonon avaeépetal oty opyavmaon g pobnotaxng owdikaciog pe Pdon to «learning by doing» to
omoio Y€l MG OMOTEAECUO TNV EVEPYNTIKN GLUUETOYN KOl EUTAOKY] TOV Uadntdv otn podnotokn
dwdkacio Kot o dpaoTnPlOTNTEG OTMOC EPEVVEG, TEPAUNTO, TPOCOUOIDCELS KUl TUPUTNPNOEIS. XTO
mAaiclo avtig ¢ Bedpnong, N Propotiky pddnon copmepthouPavel ToOAAG cTolyein SEPEVVITIKNG
uébnoneg. To ocvykekpyévo poviélo pabnong Eexwvdel amd pio eumepia, axoAovdeital omd pio
avtidpaon, énetta akolovdei culntnon kat TEAOG 1 aviivon.

Q¢ Pacwés ekmodevtikég pébodol, Oewpodvtal ekeiveg KaTé TIC OMOIEC Ol CUUUETENOVTEC
GUUUETEXOLV EVEPYE, 0TI ponolokn dtadtkacio Kot 0dnyouvial 6TtV TPdén EpOGOV KOTOVONGOLY Kol
oLVENTOTOMGOoLY dca Empaov. ¢ ek TOHTOV, TOGO 1| EVEPYNTIKY EUTAOKT] T®V LobNTOV 0G0 Kot O
OTOYOGUOG TNG EUTEPIOG TOV Pimoay amoTeAobV 0vVOTOOTOOTO GTOLXEID TG PLOUATIKNG EKTaidEvoNC.
Ol ekmodeVTIKEG TEXVIKEG Kol péEBodoL o1 omoieg mpowbovv T Propotiky pabnon sival tpeic: ot
EKTOOEVTIKEC TEYVIKES IOV dedyovTor pésa otnv TAEN, avtég mov dedyovral E£m amd v Taén Kot
ol EKTTadeVTIKEG aoknoelc. H dumhmpotikn epyoacio aoyoAeital povo Le tnv TpadTn Kotnyopio 6wov ot
EKTOUOEVTIKEC TEYVIKEC OV dle&dyovtat uéca oty Taén.

Ol eKTAIOEVTIKEG TEXVIKEC TG TPMTNG KATNYOPIlg EYOVV GTO EMIKEVTPO TOL EVOLAPEPOVTOC TOVS TOV
padnt o omoiog aflomolel TIC TPOVMAPYOVOES YVMDOELS KOl EUNEIPIEG TOV, TMPOKEWWEVOL VO, TIG
LOWPACTEL LE TV OHAdM KOl VO, CUVEPYUOTEL LE GTOYO VO EMAVGEL TPOPANUOTIKEG KATOOTAGELS. Mg
ovTO TOV TPOTO, EVIGYVETAL 1| EVEPYTTIKY] GUUUETOYN TOV HoNnTdv oty padnoaxkn dwdikacio Kabdg
apayeTol dpeca mAN00¢ epmelpldv. TET0100 €100V EKTAOEVTIKEG TEYVIKEG Kot LEB0dOL amoTeAovV Ta.
O VIO ETOVENUEVIC TPAYUATIKOTNTAC, O KOTOLYIGILOG 10DV TOV TPOCPEPEL TO TTALYVIOL, 1| OLAdIKN
ocu{NTNoN TOV GLUTEPOCUATOV KOl Ol UEAETEG TEPIMTMOONG. XMUAVTIKOS TOpAyoviog yio Tnv
TETUYNEVT] YPTON OWTOV TOV TEYVIKAOV €lvar 0 10106 0 ekmodevuTIKOS oL TIG ¥pNoLonotel, Kabdg
npénel vo yvopilel é61m oe Beopntikd eninedo T S10.01KOGIN EPUPUOYNS TOV TEYVIKOV OVTAOV, OAAL
Kot v, T TPocapuolel 0TS 101outepdTNTES Kol TIS OVAYKEG TV UaONT@V TOL SLOHOPPOVOVTOS TO
KatdAAnAo Kiipo oty TaEn.

2.7  XOyypoveg TEYVOLOYIEG GTOV JDPO TMOV QPUGLKAV ETLCTNUAV

H mpdodog tov eKTaidenTikod GUGTAUATOS GUVOEETAL GTEVA e TNV €VTOEN TNG TEXVOAOYING G° oTO.
To tedevtaio ypovia mapatnpeitor pio oTodK) EVOOUATOOT TOV GUYYPOVOV TEXVOAOYIDV GOTN
dwackario tov Puoikdv Emotmnudv oe dheg Tig exmardevtikég Pabuidec. H vmootpién e pabnong
LECH TOV YNOLIKOV TEXVOAOYIDV KOl LAMOTO TPONYUEVOV TEYVOLOYIDV OTMG OLTEG TNG EIKOVIKNG
Kot EXOVENUEVIG TPAYLLOTIKOTNTAG AVAOEIKVOEL TO PLOUATIKO TPOTO LAONONG MO AMOTEAEGLATIKOTEPO
CUYKPLTIKG LLE aQMPNUEVES EVVOLEG KO TOPAOOCLOKES TPOGEYYIGEIS. AVTOG 0 VEOS PLdHATIKOG TPOTOG
TPOGEYYIoNG NG Labnong mpokdntel o€ peydro Pabud amod 1 S108pacTIKOTNTA TOL TPOSPEPOLY Ot
epappoyéc VR, AR, MR kot XR.

2.7.1 H gpappoyn “XRphysics” ywa tqv avepadpion g d1dackariog Tov podipotog
™ @uoikig E’ dnpotikov

Eivar yeyovog 61t m Emavénuévn Tpaypoatikomra €xer kabiepwbel akdpo kol g y®POvE Tov
TOPOOOGIOKA OEV YPNOUYLOTOLOVV OWHITEPO TEXVOLOYIKA UEGO, OTMG O YDPOG TV €KdOGE®V. Mg TV

10
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nwpocOnkn grcodes oe oeAideg Tov oyoiwkov PiPriov g uowng E’ dnuotikon, to Topadociarkd
oyolkd Ppiio arddlovv pope1| Kot GuvoLalovy To Toyvidl, HE TO ddPaco Kol TNV TEXVOAOYia.
[Ipdkerton Yo éva Bifiio mov {@vtavedel To TEPIEYOUEVO TOV TPIGIIACTOTO, LLE X0 KOl Kivron péca
amd Tic 006veg TV popntdv cvokevdv. H epapuoyn «XRphysics», cuvévdaletl g peboddovg g
KNG Kot PIopatikng pabnong Kat ypnoonolel cOyypoveg TEXVOAOYIEG OTMC QLT TNG EIKOVIKNG
KoL EMOVENUEVIC TTPAYLOTIKOTNTOG, TOPOKIVOVTOG TOLG uadntég g E’ dnuotikod va viobeticouvv
EVEPYO KOl GLUUETOYIKO POAO KT TN pabnoilokn dwdkacio. H epappoyn arotelel éva epyaleio yia
EKTOOEVTIKEC TEYVIKEC OV Ote&dyovtal péoa oty Taén. O exmadentikdg £xel T dvvatdHTTA VoL
evtaén ot dackoia Tov padfuatog «®@voucd E” dnuotikod» pia kovotopo pnébodo didackoiiog n
onoio Oo TOVMGEL TO EVOPEPOV TV LadNTOV Kol B0 Tovg VTOPoNONGEL VO KATOVONGOUY TOADTAOKO,
QVOLEVO, KOl EVVOLEG TG PLGIKNAG E” dnuotikod, Tov amoTteAobV [ YVMGOTIKY TEPLOYY] LE TOAAES
Wuotepomtec. H ypnon g epapuoyng péco oty tan yiveral Ucm QOpNTOV GLCKEVMOV 7OV
UTTOPOVV VO YPTGILOTON 000V ATOUIKA 0td TOVG LoBNTEC AAAG KOl G UIKPEG OUADEG EVIGYVOVTOS £TGL
™ ovvepyacio HETald TV UadnTdV Kot TV avtoAloyn andyeny Kol TapEyovtoag £Tol KivnTpa yio
uabnon. H ypnon @opntdv cvokevdv (Smartphone 1 tablet) oe cuvdvacpd pe v epappoyn
emavénuévng mpayuatikomrag XRphysics, otoyevel oe kaAdtepo pobnolokd omotedéouata oe
oLYKpLon pe TN ovuPotikn ddackorio. AVTO TPOKVMTEL OO TO YEYOVOS OTL 1) TOPUCTUTIKOTNTO, TG
EPUPLLOYNC, M OTTIKOTOINGN TG YVAOONG Kot 1 d1ddpacn, xel Oetikd pobnclokd amoteAécpoto, oeod
dnuovpyel €va EAKLOTIKO TEPPAALOV pabnong Aoy®m Tov cuvdvacuol swkdvag Kot fyov. 'Etot ot
HaBNTEC OMOKTOUV  UEYOADTEPN OLTOVOUIO Kol €AEyyovv KaAvtepa Tn pabnowokn oadikoacio
aKoAOLOMVTAG TOLG PLOLLOVG TOVG,.

2.8 Emnihoyog

Toa pobnookd amoTeAécUATO TOV TPOUVIPEPDHEITMOY TEYVOLOYIDV OTNV EKMAIOELGT|, UTOPOVV V.
gvioyvBouv egpocov ol paBnTtéc kotd T Owdpkel TG OvaokaAiog Ppiokovion oe pion BeTKN
YUYOLOYIKY] KOTAGTOGY] GUUUETEYOVTOG GE Mio LYEPIOTN KOl EVOPEPOVCHE JPASTNPOTNTO GTNV
omoio. ep@aviCovtal amodAvta amoppopnuévol. Amapaitntn mpodmodeon Yo TNV OTOTEAEGUOTIKY
YPNON EKTAOEVTIKAOV EPUAPUOYADV TOV YPNCULOTOLOVY GUYYPOVES TEXVOLOYIES, €lval 1 KATAAANAN
OWOKTIKN TOLG a&tomoinom.

11
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Kepdrawo 30: Eykatdotaon Unity kov Pacikéc puvOpicerg
TAOTPOPROG

3.1 Ewayoy

Ye avtd T0 KEPAAOO TEPLYpheovIal OAa Ta Prjnata wov mwponynonkav Tng onuovpyicg Tov
Toyvidod, ontmg M gykotaotacn tov Unity kot Unity Hub, xafdg kot ot facikég pubuicelg kot m
OPYIKT TOPALUETPOTOINGT TOV KOPLOV TAPAYOVI®V TOV TPOYPAUIUOTOC.

3.2 Unity xon Unity Hub

H unity eivor  mo dnuo@iing mhatedppo dnuovpyiog moyviduov otov kdéouo. H emhoynq g
TAOTQOPLOC Y10 TN OMUIOLPYIO TOL TOVISLOD £ytve UETO omd apketh avalfTnon avaueca omo
TOAMEG AAAEG KOl POCIOTNKE OTIC OICVVAYMVIGTES OVVOTOTITEG TTOL TOPEYEL OTN dMPEAV £KO0CT TG,
KoOIGTOVTOG TNV OPKETO EVEMKTN Y0 KOTOOKELT OXEOOV OTOLOVONTOTE MOLYVIOOD WTOPEL va,
eavtaotel kdmowoc. 'Evag akopa Adyog mov cuvéfaie otV emAOYN NG EivOl TOC GLVOOEVETAL UTTO
Woyvph epyareio Kivoduevov oyedimv mov kadiotobv oyeTikd amAn ) onovpyic 3D oknvadv kot tnv
kataokevn 3D animations amd to undév. Zyeddv otidnmote pmopei vo givor kivoduevo otn Unity. e
TPOYPOUUATIOTIKO einedo, 1 Unity vwootnpiler C# scripting ko 1 TAat@dpuo oL ¥pNoIUoToonKe
v TNV obvaén tov Scripts eivar n Visual studio code. Apywcd éywve gykatdotoon tov Unity Hub
(éxdoom 2.3.0) oe vToLoYIoTH, TO OOi0 TAPEYEL TN SVVOTOTNTA EYKATAGTUONS O1APOpmV EKOOGEDV
™G UNity kat Koté cLVETELD TOV TEWPAPUTIoUO e TIg duvatdtnteg ¢ kaOe pog. H éxdoon tng unity
nov emAéybnke eivar 2019.3.1f1, kabdg eivar n pwéovn copPoty pe Oreg Tig TEXVOAOYiEC TOL NTAV
embountéc va ypnoonombody and to package manager tng unity. Téloc, agod éytve dnuiovpyia
npoowmikov Unity ID, oakolovOnoe épevva kol avayvmon eyxepidiov ypiong ¢ unity

[81.[9].[10].[11].

3.3 PvOpicaig SDK — JIDK

H xowoémro g unity mpoteivet ™ ypnon tov unity hub xvpiwg ywo v omhodotepn
TOPOUETPOTOINGT OVTAV TOV APYIKOV Kot KopPikadv pvBuicewv. I'io vo pmopécel o ypnotg va
dnuovpynoet ko vo. tpé&et évar unity project yio Android, mpénel apyikd va eykatactiost To Unity
Android Build Support. Tlpéner eniong va gykatactiost to Android Software Development Kit
(SDK) xor 1o Native Development Kit (NDK) mpokewévov vo pmopei va dnpovpynocel Kot va
ekteMéoel omolovonmote KMdika oe Android cuokevn. Amd mpoemhoyn, 1 Unity éxel eykataotiost
éva, Java Development Kit mov Pacifetar oto OpenIDK. e avtd 10 onpeio vanp&av onuavtikd
TPOPANUOTO PE TIC GUUPOTOTNTEG TV €PYOCTACIOKG gyKoteoTUévav ekdodcewv JDK, SDK kot
NDK. Qotdoo, petd amd avalnmon, £ywve oAlaynq Tov €Py0cTUCIOK®V PLOUicE®V VTGOV TOV
TOPOUETP®V, OVTIKOOIGTOVTOG TG He 0vTéG mov @aivovtar oto oyfua 1.1. Eivor onpoavtikd va
onuewdel g emhéxdnke va dnpovpynel n epoppoyn yo cvokevég android, kot oyt i0S, d10TL M
oLokeLT| pov vrootnpilel Asrtovpyikd cvotua android kot péow avtg Eyvav OAES O SOKIUEG TOV
unity project. Or pvBuicelg avtég éywvav and unity = Edit->Preferences—> External tools—> Android.
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| & Preferences Lil=2
gomn' External Tools
¥ Anatysis Extermal Script Ectior daveow exe -
Profler
Deneiale A caprof Mes
Cache Server (glotal) £4 oy
Golors Add ity pref'e S N
Extemnal Tocls Eddlor Attacring -
GiCachn
Profuiicer image sppicaton Open by file extonson -
Ul Scaing )
Hevision Control DIt Merge -
No suppontnd YICS (I 1ocks were found, Plesse natall one of the feliowing tooks
~ SowceGes Ditergs
« ThDM
< PAMatge
« Araxis Marge
« TonoiseMerge
» WaMorpe
« PlasticSCM Verge
« Beyone Compare 4
Androkd
- J0K with Uniry
K 3 Copy Path
| JOK matatut witn Undty i Sased se Open X 120,133
O LA PO on e 0 e et Palner (AR OO PRy e T oom Open Ox0)
« Ananidd SOX Tools Jod with Unity
[l Py i ! ' Do ke et oy ¥ Copy Path
< Angetid NDK Wi Unity § -3
MO Fr . WLE Copy Path
< Gitate with Urnoey
Dingde  C Moo ¥ ' Cogpry Poth
< Stop Gradie daemrons en et
Madmam JYM Iwap si2e, Moyles A0
Keystoles Dodcated Lecation | CiUsorsiusar Vrowse

Yynpa 3.1:Pvbuiceig JDK,SDK ko1 NDK

3.4 Package manager

To Unity Package Manager, Bpioketor oto unity->Window->Package Manager, xoti diver 1
dvvoTdTNToL GTO YPNOTN vo O€l Town moKETH elvar Swbéoylo Yoo eykotdotacn 1 €youvv Mo
gykataotobel oto project tov. EmmAéov, o ypotng Umopel va ypnoiuonoosl avtd 1o mapddvpo yia
va d€l Toleg eK000ELS lvat S100EGILES Y10 £YKATAGTACT], KATAPYNON, OTEVEPYOTOINGT) KOL EVIILEPMON
TV MO LIAPXOVTIOV TaKET®MV Yo kGOs project. H emloyf tov makétmv givor kaboplotikn yio to
gldog Tov Touyvidod mov Ba dnpovpynbel o cLVEXEW, 0POD amoTELOVV TIG TEYVOAOYiEG OV Ba
yxpnoworomBovv. TIEpa omd T EPYOCTAGIOKA EYKOTEGTNUEVO TTAKETO, TOV Project, £ywve eykatdotaon
ko Twv: AR Foundation 2.1.4, AR Subsystems 2.1.1, Vuforia Engine AR 8.5.9, XR Interaction
Subsystems 1.0.1, ProBuilder 4.2.3 xou TextMesh Pro 2.0.1.

3.4.1 AR Foundation

To maxéto AR Foundation (oynuoa 1.2), sivar €81ké oYeSOGUEVO YO OVATTUEN EPAPUOYDV
EMOVENUEVIG TPOYUATIKOTNTOG KOL EMTPEMEL apyIKE TN OMuovpyic. TAOVCIOV EUTEPIOV KOl GTN
OUVEXEWL, TNV OovAmTLEN TOvg o0  OPOopO KWVNTO Kol (QOPNTEG OCULOKEVEG  EMOVENUEVNG
npaypatikotntac. To AR Foundation mepilappaver Baoikég duvaromteg omd ARKIt, ARCore, Magic
Leap kou HoloLens, kofdg mapéyer povadikég dvvatdotnteg otn Unity yu dnpovpyia oyvpdv
EPUPHOYDV EMOLENUEVNG TpayHaTKOTNTaS. EmmAéov, avtd 10 makéto emurpémetl ) ypron Ohov
QVTAOV TOV SUVATOTHTOV GE L0 EVOTOUUEV POT| EPYUCIOG.

3.4.2 AR Subsystems

To moxéto avtd pmopei vo Bewpnbel avandonacto kopudtt tov AR Foundation, kabmg kavéva amd
T Ovo HOVO TOV, O&v &€ival OPKETO YL TNV OAOKANPMOY LG EQOPUOYNIG EMOLENUEVNS
npaypotikottag. [lo cuykekpyéva, to AR Subsystems (oynuo 1.3), sivar pua mhateopua yioo v
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EUPAVIOT SLOPOPETIKAOV TOTTOV AEITOVPYIKOTNTOG Kot dedopévmv. Ta vrosvotiuata mov oyetilovtal
pe v emanénuévn mpaypotikdtnto opilovial o€ oVTO TO TOKETO Kol YPTGYLOTOI00V TO Namespace
UnityEngine.XR.ARSubsystems. Avtdé 10 makéto mopéyst udvo 1t Olemaeny 7y daeopa
vroocvoTirota. Ot VAOTOMGEIC Yo VT TO. VTOGVGTHHOTO ovopdloviatl "mdpoyol” Kol UTopovv
cuviBwc va Ppebodv ce dAlo maxéto. Emimiéov, mapéyel demapEg yio 1o akOA0V0a VTOCLGTILOTO:
session, raycasting, camera, plane detection, depth, image tracking, face tracking ko1 environment
probes.

Iyfpo 3.3: AR Subsystems
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3.4.3 Vuforia Engine AR

To moxéro Vuforia Engine AR (oynua 1.4) eivor n mo dwadedopévn TAaT@Opro Y10, avamTuén
EPUPLOYDY ETOVLENUEVIG TPAYUATIKOTNTOC. MEC® GVTOD, Ol TPOYPAUUOTIOTEG UTOPOVY EDKOAN V.
TPOcHEGOVY TPONYUEVT AELTOLPYIKOTNTO VITOAOYIGTH o€ gpappoyég Android, iI0S kar UWP, yia va
dnuovpynoovy gumelpiec AR mov aAANAETIOPOVY PEAMOTIKA UE AVTIKEIIEVH Kol TO TEPBaAiov. Ot
duvaTO™MTEG QVTOD TOV TOKETOL €ivOL EKTANKTIKEG KOL TO TEPICCOTEPA AVTIKEIUEVO TOV TALYVIOIOD
dnuovpyndnkov and ovto. [lo cuykekpipéva, dV0 omd TIG TO YPNOES dVVATOTNTEG TOV TAPEXEL
givar m Onuovpylo AVTIKEWEVOD MG KAUEPO EMAVENUEVIG TPAYUOTIKOTNTOS Kol 1 dnutovpyia
avtikelévov g model target yio v avoayvoplon tov qreodes kot epEAvion mEPLEYOUEVOL
EMOVENUEVIG TTPOYUOATIKOTNTOC. AVTO To. VO  OVTIKEIHEVE OTOTEAODV OCNUOVTIKO KOPUO NG
epapuoyng kat ympic to vuforia engine AR, Ba tav addvato v dnpovpyndei pio olokAnpouivn
eumepia euPodiong emavénuévng mpaypatikémroag. Emmiéov, onuaviikd yopaktnpiotikd outod Tov
TOKETOV vl TG SOVAEVEL GE GLUVOLOCUO LE TNV 10TOGEADO TOv, 1 omoio divel T dvvatdra
dnuovpyiag Paong amd markers-grcodes, kabnhg emiong kor ™ dvvoardTTa dNuUovpyiog KAEWB100
adeiog.

Packoges Manager . I ax
+ = Al pachages ~ Advanced » win

Vuforia Engine AR

Version 8.59

Nama

com.ple, yulor.angine
Links

Viw documentation

Viww changsleg

Vau iicaroey

Author

PIC Inc

Pubishet Date
October 29, 2018

Vifora Engine is the most widely used pistform for AR
development, with s port for leading phones, tabits,
ana eyowear. Devaiopars can easlly add agvanced
compater vision functionality to Android, 105, and UWS
HpPo, 10 create AR experiencos that realistically intersct
with abjocts and tha anvicanenant

Lot updtate Mar 28 1133 > ¥ Remrave £

Zynue 3.4: Vuforia Engine AR

3.4.4 XR Interaction subsystems

O oKomdg avTov TOL TAKETOV glval Vo TAPEYEL OPIGLOVS OAMV TMV VTOCLGTNUATOV TOV EMTPETOVY
™ AETOLPYIKOTNTO AAANAETIOpaoTG eKTETAUEVNG TTparypatikotnTac. [lapéyel kupimg vrocvoTipaTa
OTO. 07010 O XPNOTNG VIOJEIKVVEL OTL BEAEL VoL OAANAETMOPACEL [LE KATOLO OVTIKEIUEVO GTOV KOGLLO.
Avtd pmopel va mpokAndel motdvTag oTov aépa, TOTOBET®VTAG TO OdyTLVAO TOL YPNoTN EMAVMD M
ayyilovtag por 006vn aeng. Baowkd péinua tov makétov eivar va kabopicetl mola yeipovopio Tnyng
Oo mpémel va mpokodel avtd (Ba mpémel va glvar M KATAAANAN Yo o OEOOUEVT] TAOTEOPUO KoL
GULVETNG UE TOV TPOTO e TOV Omoio &vag xpnotng aArniemdpd dwpopetikd pe Ul ko maykooupia
avtikeipeva). Xovnbmg avtd Bo evepyomomoetl 0,TL AVTIKEILEVO Elval KEVIPAPIGUEVO GTNV TPOPOAN
oV xpnot@v. H teyvoloyia mov mapéyet o maxéto XR Interaction subsystems (oynqua 1.5) pmopei va

15



Kepdiawo 3

YOPOKTNPIOTEL OC EMIKAIPT LOTL KVKAOQOPNGE ota TEAN Tov 2019 ko PpiokeTon og TPOIO GTAdI0
EPOpPHOYNC. AKkOUO. KOl 1) €0PeCT] LAIKOV Yoo Ponfewo ftav apketd SVOKOAN Kabdg o apBpog
TANPOPOPLDY GTO S1AOTKTVLO NTAV APKETE TEPLOPICUEVOC,

| Packagn Menog - %
4 = AN patkages * Advanced = o
* AR Foundation 214 < | ¥R Interaction Subsystems
* AR Subgystems 01 =
> ARCore XA Plign o) Version 1.0.1
e ARComXRPOgD. | Name
{ k 102 !
- x: :::':rlc Ing =5 L oM, ity Yo intarmc il sy s
- gin
. T Links
Google W o el | View cocurmermatian
Google Vi 105 201 | View changsiog
. | =
Magic Leap XA Plgn 103 e
g e
» Ocubus Androut e | 3::”" Sy
‘echrologes Inc.
Ooulus Desktop 2384 Y
d Dato
* Oculus XR Plugs 115
iAol = | Octobar 02, 2016
OpenVi Desktap 208 |
» Wirdows Mixed Rauafty 2 Contans definitions 1or Intaraction Subsystems, This
= Widows %A W" 303 | package s a dependancy of provider packages.
» XR nteracton Subsystems 101
» XR Lagacy Input Helpans 138 &
* XR Managemant 108
)
Lasz upasnr Mar 28 1133 C ' Remove 7

Zyue 3.5 XR Interaction Subsystems

3.45 ProBuilder

To makéto tov ProBuilder (oynua 1.6), sivar éva povadikd vBpdikd epyareio TprodidoTaTng
LLOVTEAOTOINGNG Kot GYEOAGLOD EMMES®V, PEATIGTOTOMUEVO VIO TNV KOTOCKELY| AANG YEOUETPIaG,
oAAG ko wavo yoo Aemtopepn emeCepyacia. H ypron 1ov dievkoAidvel kuplog v KaTo.oKELN
TPOTOTOTOV KABIGTAOVTOS TN YPIYopT Kot €0KOAN o€ avtifeon pe Tov amld TpOTO KATAGKELNG TG
unity. M akOpo onpovtik SvvoTOTNTO OV TWOPEXEL OVTO TO TOKETO gival To ovvOeTa
YOPOKTNPLOTIKG €60(POVG Kat 1] TPocaprocuévn yeopetpio. To ProBuilder ekpetailevetal eniong tig
anpookonteg duvarotnteg g Unity pe epyadeio dnpovpyiog ymoeakod mepieyopévov (0mmwg 1
Maya), ®ote 0 ypriotng va pmopel va Padel mepiocdTepeg AEMTOUEPELES KOl VO YVOAGEL LOVTEAD. LIE TOL
gpyodeia Tov mapéxel. Méow tov ProBuilder dwtifeton emniong xou to ProGrids, to omoio mpocpépet
€vo, OTTIKO Kot AEITOLPYIKO TAEYUa, TO omoio ac@oAilelr kou otovg Tpelg GEoves. To ProGrids
EMTPEMEL TNV TAXVTNTO KAl TNV TOLOTNTO, KOOIGTOVTAG TNV EMIMEDN KOTOOKEVT QmMIGTELTA YPIYOoPT,
gbkoln kat axpiPn. Eivar diaitepa oo yio apBpwtd mepiaiiovto 1 mepipdiiovta TAaKidimv,
OAAG emiong emTOOVEL GNUAVTIKA T o1 €pYaciog Kot avEAver Ty ToldtTa Yio GAOVG TOLG TOTOVG
epyociog.

3.46 TextMesh Pro

To moxéro TextMesh Pro (oynquo 1.7), eivon n amdivty Adon kewévov yio ) Unity. Eivar n télewa
avtikatdotacn ywoo to Uni's Ul Text kou to maiowd Text Mesh. Ioyvpd kar gdkoro oty ypnomn, to
TextMesh Pro ypnowonoei mponyuéveg teyvikég omddoong keyévov poli pe évo obvoro
npocappoopuévev shaders. Tlapéyel onuavtikég PEATIOOES GTNY OXTIKN TTOLOTNTO, EVA TOPAAANAQ
dtvel otovg ypnoteg amiotevtn gveh&io 6GOV aPOPA TO GTVA Kot TV VET| Keyévov. Emmiéov, Tapéyet
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Bedtiopévo deyyo TG HOPPOTOINONG Kot TG S1ATAENG KEWEVOL UE XOpaKTNPIoTIKG Omtwe character,
word, line-paragraph spacing, kerning, justified text, links, rich text tags, vrootpi&n yioo multi font
& sprites, custom styles kat GAla. Avtd To TOKETO Eivor 0 HOVOG TPOTOC OV YPNGILOTOONKE Y10 TN
ouvtoén keyévav ot A.E.. Eival onuovtikd vo onpeindel mog n yeopetpio wov dnuiovpyndnke amd
1o TextMesh Pro ypnowonotei dvo tpiymve avd yopoktipa 0nmg ta ototyeio kewévon g Unity.
Avt 1 Bertiopévn otk moldtnrTa Kot veléio dev emPapvvetal PE ETTAEOV KOGTOG OTOI0ONC.

Yynuo 3.6: ProBuilder

I

Iyfua 3.7: TextMesh Pro
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3.5 Project Build settings

Avtég o1 pubuicelg amotehovvtal and 600 Pacwkd pépn. To mpdto pépog sivar ot pvbuicelg tov
naiktn  (player  Settings) kot PBpiokovion  oto  unity->File>Build  settings—>Player
settings—>Player>Other settings, xai to dedtepo pépoc eivar ot oknvégc tov project oto
unity->File->Build settings.

Apyd, ot pvBuicelg Tov maiktn aivovtal oto oynua 1.8. To Multithreaded Reandering ypeldotnke
va anevepyoromBei d16t1 mapovoialdtay TpoOPANUa Katd To TEpacua Tov apyeiov .apk ot cvokevn
mAgpmvov. Xto medio indentification>Package Name, 1o ovoua émpeme va gival g HOPONG
“com.CompanyName.ProductName”,  pvOuicelg o6mov  mponynbnkav. Téhog, oto  medio
indentification>Minimum API Level, emdéyOnke to “Android 5.0 ‘Lollipop’ (API Level 21)”, ot
givatl To YauUNAOTEPO EMTPENTO EMIMESO AEITOVPYIKOD GUGTHLOTOS TO OMOi0 UmTopEl v vrootnpitet To
Vuforia Engine AR.

(Aeroio 50 Lollipop AT ievel 21)_ e —f  ~]
B S

Iyfuo 3.8: Player settings

To de0tepo UEPOG OV TTpoaVAPEPONKE amoTeleitol amd TIg oKNVEG Tov Project omwg ovTtég eaivovat
oto oynuo 1.9.

S

Eynpa 3.9: Ot oknvég Tov project
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‘O)eg 01 oKNVEG €ival GTO GUVOAO GAPAVTO Kol 0KOAOVOODV e GLYKEKPIUEVT Lop@oroyia. TTEpa amd
TIG OKNVEG TOL POGTKOV KOPOL TOL TALXVIO0V, To kKAOe meipapa amoteleital and Tic €61 e€Ng oknvéc:

o To 6vopo tov keparaiov akolovBovuevo amd ™ Aé€n “About” y fwsAbout yio to kepdAaio
«DOQTy.

o To “fe” axolovBoduevo amd o vIokePdAaio Tov Piiiov GTo omoio aviKel To TTEIpOU Kot TO
ovoua tov keparaiov my fe2-fws yio 1o kepdroo «DQy.

o To“VR” axoiovBovpevo amd Evay toyaio apBuo and 1o éva wg to £EL, 660 Kot To
TEWPANOTA. X€ AT TN oKNVN yiveTon 1 epPpvbion o mepPdAlov EIKOVIKNG TPAYLATIKOTITOS.

o To “testscene” axoiovBovpevo amd Tov Tapamdve Tuyaio apBpo.

o To “animation” akoAovboduevo amd Tov mapandve Tuyaio aplBpd, To 0moio amoTELEL Ko T
GKTV] TOVL TTEPALLOTOS.

o To “Symperasmata” arxolovBolpevo omd To dvopa Tov kepaiaiov Ty SymperasmtaFws yio
70 KEPGAL0 «DQTy.

Oleg owtéc oL capdvTo GKNVEG NTOV OVOYKAIO VO LLITOUV GE [ lEpOpYio. TPOKEWEVOD VO LTOPEL va
yiver n evaddayn peta&d tove. o oynue 1.10 mapovcidletal ovt 1 iepopyio.

Build Settings l

v
v
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nv
v
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&
2
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=
n.
v
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v
e
,
8
v
2
2
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u.
2
-8
78
- §¢
2

Iynpa 3.10: Iepapyio OAwv TV GKNVGOV TOL project
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3.6 Mobile settings (Android)

Meté Tov oAoKANpmoN TV Tapoumdve pubuicemv, cepd €govv ol pvbuicelg Tov KnTov g
OLOKELNG OAAG TTopAAANAa Kot TG UNity. Apyikd £yve M TPOETOUAGIO, TG CLGKEVLNC TOV KIVNTOD
TPOKEWEVOL Vo umopel va eykatactafel pio epappoyn emavénuévng mpayuatikottoc. Ta Pruoto
oV akO0AoVONGaV givar Ta gENG:

1. PvBuiceig kvntod =2 TTAnpogopieg yio to mAépmvo > TTAnpoeopieg yio 10 Aoyiopikd > tab
TOMEC QOPEC DOTOV VO EUPAVISTEL 0 apBuog Katookeung =2 mAnktpoddynon PIN kwvntov > H
AEITOVPYIO TPOYPOLUATICTH Y10, KIVITA EXEL EVEPYOTONOEL.

2. PuBuiceig ktvntod = emA0YEC TPOYPOUUATIOT = eVIONIoUOg opoiudtov USB > ON.

3. Eykatdotacn epappoyng amd to Google play: ARCore Instant Preview.

4. Eykatdotacn epappoyng amd to Google play: Unity remoteb.

5. AxolovOnoav ot pvbuicelg otn unity: Unity - Edit - project settings - editor > unity

remote > device = any android device, 6nwg goaiveton oto oyfue 1.11.
& Project Settings - iax
Audio Editor ¢ 0
b Eaoe | o
Graphics Unity Remote )
Input Mans o Device Any Ancrold Device v i3
Physics Compression Neoe 4 ‘
:v::‘m Resolution [V Aay Andrid Desice >
Preset Munaces Joystick Source - \
e S o Veesion Control i
Taos and Layers Mode Visibie Mota Fées -
I::mm e Asset Serlalization
VEX Mode Force Text - ."
AR Plugin Mansoerment Delault B Moda |

ZyAuoe 3.11: Mobile settings Unity

6. YHvdeoN TNG GLGKEVTG TOV KvnTov pe Tov vmoloylot] pécw USB. To va emPefoimbei n
emoyng obvdeon otig pvBuicelg file > build settings = Android - Run device, mpémet va
eupaviCeror 1 cuokevy dnwg eaivetal oto oynua 1.12.

@ Android

Texture Compression Don't override -
ETC2 faliback 32-bit .
Export Project

ayimdink Sources
Build App Bundle (Google Play)

Create symbals zip
Run Davice | Default device « | Refresh

Development Build W Default device

AUTOConnect Profiler

All compatible devices
Doep Protiling Samsung SM GI3SF (¢c£101712510018e50¢)

Script Debugging

Scrigts Ondy Bulld Pat Patchy And Run
Compression Method LZ4 .
Leam about Unity Cloud Bulld

Bulid Bulld And Run

Iyqpo 3.12: Xovdeon cvokevng kivntov pe Unity
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7. Televtaio Ppa o 1o TEPAGU TOL TALXVISIOD GTN GLOKELT TNAEP®OVOVL (Tov apyeiov .apk)
givar: file = build settings = build system - Grandle + Build and run.

3.7 AR settings

Mo mv mapayuotoroinon twv pubuicemv avutdv givar amoapaitto opyikd va dnpovpyndei éva
avtikeipevo AR/XR képepog katl ot ovvéyeto Eva avtikeipevo image target. T ) dnuiovpyio piog
KOUEPOAG EMAVENUEVIC TPOYUATIKOTNTAC GTO oy Vidl akolovOnOniay to e€ng Prnata:

1. unity - GameObject > XR - AR Session.

2. unity - GameObject > XR - AR Session Origin (to omoio cvumepthopfdver v AR
Camera).

3. Amevepyonoinon g Main Camera ond 1o tag “main camera”.

4. Evepyomoinomn ¢ AR Camera wg Main camera (main camera tag = ON).

5. [pocOnkn yevikov components otmv AR camera (oynuoe 1.13), xor mopoperpomoinon

Kkamolwv ctotyeiov (oynua 1.14) Tpokeévon va doviever 1 AR camera cmoTtd.

Yynpa 3.14: Tlopopetpomoinon otoryeiov AR camera
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6. [TpocOnkn Pacucod component otmv AR Camera: “Vuforia behavior script”.
7. Emioyn tov DEVICE w¢ World center mode ywo To Vuforia behavior script tg AR «épepag.
8. Avorypa Tov “open vuforia engine configuration” (oyfua 1.15) yo. tv glcoymyn KAEWG100.
Omspector L
@ v AR Camera Statl
- Tag MainCamera v Layer Default
¥ /. Transform o
Position X0 Yo Z0
Rotation X0 Yo zo
Scale X1 Y1 Z1
» Wt v Camera 0
» ** v Tracked Pose Driver @
» = v AR Camera Manager (Script) o
e 3

» ©2 v AR Camera Background (Script)

Download new Vuforia Engine version: 9.0.12

World Center Mode DEVICE
Open Vuforia Engine configuration ¢

Add Component

Yynuoe 3.15: Vuforia Behaviour Script

3.7.1 Vuforia Engine license Key

Y10 medio unity > ArCamera —> Inspector - vuforia Behaviour script = open vuforia enfine
configuration - vuforiaConfiguration - global - App License Key = Add License, ypeialetol
eloay®yn évog kKAedlov mpokeévon va evepyomombetl ot unity to Vuforia Engine. H dnuovpyia
aVTOH TOV KA1V YiveTal HEG® TOV 16TOTOTOV ™G [12] dnpovpydviag Evav Tpocmmikd Aoyaplocud
kot otn ovvéyxela Develop = License Manager > Get Development Key (oyfjua 1.16).

vuforia engine ici i
dmlopgpoml Home Pricing Downloads Library Develop Support

License Manager  Target Manager

License Manager =>

Create a license key for your application.

Iyfua 3.16: Vuforia Engine/Get Development Key

21 ovvéyela, £ytve M OMovpYiot ovOUATOG Yo TO KAEWL, Kol [e TNV amodoyn ToV Opmv Kot TNV
emPePaioon confirm (oynua 1.17), dnuovpyndnke avtopata éve kiedi and to vuforia Engine pe
dvopo “ptyxiaki_finalkey” (oynuo 1.18).
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License Manager Target Manager

Back To License Manager

Add a free Development License Key

License Name *
ptyxiaki_finalkey

You can change this later

License Key

Develop

Price: No Charge

Reco Usage: 1,000 per month
Cloud Targets: 1,000

VuMark Templates: 1 Active
VuMarks: 100

¥ By checking this box, | acknowledge that this license key is subject to
the terms and conditions of the Vuforia Developer Agreement.

Yynuo 3.17: Vuforia Engine/add development license key

foria’ engine ici i
dwelopgpoml Home Pricing Downloads Library Develop Support

License Manager Target Manager

License Manager

Create a license key for your application.

Search

Name Primary UUID G Type Status v Date Modified

ptyxiaki_finalkey N/A Develop Active Mar 28, 2020

Iyfua 3.18: Vuforia Engine/ptyxiaki_finalkey

Me v ohokApmon g dNULoVPYiag TOL KAEW0D Kol TOTMOVTAG TAVE 6TO GVOU TOV KAEW100, N
vuforia engine deiyvel Tov kwdikd mov yperdleton va mepootel otn UNity, kabog emiong kot Kamoto
Baockd yopoktploTikd avtod Tov KAewov omwc to Plan type, status, date, license uuid won
permissions (advanced camera, external camera, model targets kot watermark), 6mwg aivetot kot 670
oynuo 1.19.
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Ucense Manager

Lizense Massger > ptywaki finaikey

ptyxiaki_finalkey o sowe e,

License Koy Usage

Please copy the license key below Into your app

AUWRIN/ [/ /AR IO TN VI ) iz taBo 1000l SAUAT O MV TR QI MIIWJWV!W

LYZ40XYREZ0 S0 pUv iul ceqPua S £20a 8%/ U1/ 15 L INXYXEF YA e Jens yHD 2 THIZ A VY 2CUNTASLFAeRs
mmmuozqxc.m/:ammm~mm-mmznmnm.mmmaoeaumnmm
k3 3B100Y A TAR PNV NENR IS KR

Plan Type: Develop

Status: Active

Created: Mar 28, 2020 12:43

License UUID: c0e264ad 1bc64c46814f21d37b4a127b

Permissions:

* Advanced Camera
* External Camera
* Mode Targets

* Watermark

History:
License Created - Today 12:43

Zynue 3.19: Vuforia Engine/license key

Téhog, éywve avtypa®n ovTod TOL KAEWI0D Kol e€MkOAANon oto medio unity - ArCamera -
Inspector - vuforia Behaviour script = open vuforia enfine configuration - vuforiaConfiguration
- global > App License Key + Add License (oynua 1.20).

Iyfua 3.20: VuforiaConfiguration/add License
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3.7.2 Anmovpyio QRcodes ané Generator

Ta kowd og 6hovg “grecodes”, ot yAdooo ¢ Unity yapaktnpiCovror wg “image targets”. Ta image
targets avtitpoocwnedovy ewdveg mov n Vuforia Engine pmopel va evtoricel ko va mopoakoiovdnoet.
H upnyovn aviyvedver kot mopoakoiovdel v €wkdva  ovykpivoviog to  eEayoueva  QUGIKA
YOPOKTNPIGTIKE awd TNV €IKOVO TNG KAUEPAG UE M0 YVOOTYH Pdor 0ed0UEVEOV TIOV OTTOTEAEITUL OO
image targets. MoAig evtomiotei o image target, n Vuforia Engine moapokolovfel v gwova kot
ovEAVEL TO TEPLEYOUEVO, YOPIS TPOPANUOTO, YPNOWLOTOIOVING TNV  KAADTEPT TEYVOAOYi
TOPOKOAOVONGNG EIKOVOV GTNV ayopd.

Ta image targets pmopodv va dnuiovpynbodv ypnoipomowwvtag swkoveg JPG 1 PNG oe RGB 1
KAipaxo Tov ykpl. To péyebog tov eikdvev sioaymyng mpénet va, sivat 2,25 MB 1 Aydtepo kot va, Exet
erdyioto mAGtog 320 pixel. To image targets, umopodv va, ypNGLOTOMCOVY OTOONTOTE EMIMEIN
ewdva, mov mapéyel emopkeis Aentopépeieg yo vo evromiotel and ™ Vuforia Engine. H dnpovpyia
image targets anoteleiton omd dvo Pruata. To mpdto Pua sivar o oyediacudc Towv image targets kot
dg0TePO 1 dlacPAAIoT OTL dTNPOLY TIG 0dNYieg oTovg akdAovbovg odnyovg Yo to uéyebog, Tov
oplopd kai 1 Peltioronoinon tov ekdévov. Ot duvordtnteg mov €EAYOVTOL OO OVTEC TIG EKOVES
amobnkebovtal og pa. fdon dedopévav cloud.

H dnovpyia tov €E1 image targets tov moryvidiod £yve péo® TOL €PYAAEIOD TOL TOPLYEL M)
otocelida “shawnlehner”[13]. H emloyn evdog generator yio tn dnuiovpyion AR image targets éywve
Y T SWCPAAIOT TG UEYIOTNG TOLOTNTOG EKOVOC KOl KOTO GUVEREWDL TN SCQAAIOT TG UEYIGTNG
amddoong tov dvvatothtev tovg. H dwadikacio akolovdnoe ta €fg Prnota: Emhoyn “vuforia” ->
download - re-generate 5 popéc, onmg paiverol oto oyfua 1.21.

ARMaker

This tool generales a high visibility augmented reality marker designed to have many available tracking points. You can
select whether you would like a marker oplimized for Vufona or ARToolkit based libraries.

Zympo 3.21: Anuovpyio image targets
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Inuovtikd eivol vo onueimbei mog to image targets emnpedlovial amd ™ OGTIAMTVOTNTO, KOl TIC
AVTOVOKAGGELS Ao TNYES eoTiopov. T va dtumpnel n kolvtepn sumepia, to image target mpénet
vo. TPOPAAAETOL [LE PETPIO. POTEVO KO OUOLOLOPPO QOTICUO UE O1axVTo PoTIcHd. H Tl popen
TV image targets eaivetat oto oynqua. 1.22.

Yynuoe 3.22: Ta 6 image target tov project

3.7.3 Anmovpyia pacng amé targets ko etcaywyn g oty Unity

Metd ) dnpovpyio tov €6 image targets ywve 1 dnovpyia piag Bdong n omoia amwotelgitor omd
OVTA, TPOKEEVOL VO TEPAUCTEL GTN unity ko va, ypnoipornombei. H dnpovpyia tng fdong twv image
targets £ywve péow g 10T00eAid0G Tov vuforia engine, emALyovTac:

1. vuforia engine > Develop - Target Manager - add database (oyfua 1.23).

vuforia engine” ici ;
dmbpgmm Home Pricing Downloads Library Develop Support

License Manager  Target Manager

Target Manager

Use the Target Manager to create and manage databases and targets.

Tynue 3.23: Vuforia engine/add database

2. ITAnktporoymvtog database name: highclass kot emidéyovtag type = Device.

3. Kévovtog klk ndve oto 6vopo g Pdong highclass > add target - file > browse (10
apyeio ewcovag Tov image target) - type = single image - Width=1 - add.

4. Emaviinym tov BApotog 3 avtictoya yio o vrdlowra 5 image targets.

5. Aoy 1 Bdon eivon £roun kot yivouv amodektd Oho to image targets kot 1 woldtnTd Tovg
a&loroynBei pe ) péyotn Pabporoyia (oynua 1.24), khk oto > download database all > select a
development platform = Unity editor - download.
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Prcing - Downloaas  Library  Dewvelop  Support

Uiceraa Manager  Target Manager

e 3 rignsa
high_class ..
Type: Davice
Tarpots (6
Aad Terges $ Oownbaad Datatene (AL
Target am farng it Dirte Medified
marts Gingle Image Active Apr 26, 20001378
) n - Singje Image Aarve Age 26 20201314
0 E mark Sngle image Active Apr 20. 2000 1%14
. U marks Single image Active Aoy 26, 2000 1378
‘ marks Gngle Image Acthve Age 26, 2000 1306
1 Single Image v Apr 26,2020 1374

Yynuoe 3.24: Vuforia Engine/high_class database

6. To apyeio ™ Pdong tov image markers “highclass.unitypackage” givat oo yio eloayoyn ot
unity.

7. T mv ewoayoyn ™mg Bdong otn unity: unity - assets - import package = custom package -
browse (to apyeio highclass.unitypackage) - import.

8.  Anuwovpyio avrikeyévov image target: unity - GameObject - Vuforia Engine - image target

9. Emoyn image target omd ™ Pdon: unity > imagetarget = Inspector—> image target behavior
script = Type= predefined - Database = highclass = Image marker = emiAoyn evog amd Tovg 6.

10. To image target eivat £topo yio ypron Kot To. COMPONENtS Tov TPEMEL VoL VoL TG LOPPTS TOV
oynuatog 1.25.

O inspector A,

< ImageTarget1 Static =
" Tag Untagged * Layer Defaul K
» A Transform @
¥ [} v Image Target Behaviour (Script) 0 = i
Downlocad new Vuforla Engine version: 8.2.8
Type e =
Database high_class =
Image Target marken9 -
Aﬁd"fargct
» Advanced

» = v Default Trackable Event Handler (Script) ]
» |GI v Turn Ot Behaviour (Script) o
» 5] v MeshRenderer 0
L
o

» B&  Image Target Mesh 19410 (Mesh Filter)
» =+ v AR Session Origin (Script)

§ 4 1, marker18Material 0+0
> Shader Unlit/Texture -

thivh e |

Yynuo 3.25: Components tov Image target
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3.8 Testing

Mo mv emPePainon e opfotntog 6Amv TV Tapardve pubuicemv £ytve cOVIESN TNG GUGKELNC
Kwntov otn unity kot otn cvvéyeto build and run tov project oto xivntd. H opbotta emiPefaindnke
UE TV EUEAvioT Tov Aoyotumov g “vuforia” otnv 006vn tov kivntod (oyfue 1.26), ue o dvoryua
™G EQAPLOYNG OV £YIVE EYKATACTOON.

vuforia

Iynpo 3.26: Zrrypuotvmo 006vng v v emPePaioon g opfotntag tov AR pubuicewv

3.9 Emikoyog

Me v oloxkApmon Tov Bacik®dv pubuicemv, To Tpdypoppa. sival £TOLo Yo T S1ovpyic TV
CKNV®V TOL oY VIO100.
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Kepdararo 40: Baoikiog koppog maryviotov-Panels

4.1 Ewayoyn

e auTO TO KEQPAAOLO TEPIYPAPETUL 1] SNUIOVPYID KOL 1] AELTOLPYIO TOV OVTIKEWWEVOV TNG APYIKNG
GKNVNAE TOL TTayvId1o0, KoOMG Kol TOV PASIKOV CKNVMY TOL 0VOQEPOVTOL GTIG EVOTNTEC TOL PifAiov.

4.2 ®vowkd E’ onpotikov — Emhoyn teipopdrov

To ekmoidevtikd LVAKO mwov ypnopomomdnke eivar amd ta Pvowd Anupotikod «Epguoved kot
Avaxoivrton, 1o Tetpadio Epyaciov E taéng, 'Exdoon 2015, ITYE "AIODPANTOX". Metd and
oyetikn ewonynon tov Ivetitovtov Exmodevtikng IMoltkng (Mpaén 26/27-06-2019 tov A.X.), ot
odnyieg yio ™ dwoyeipion g VANG g oxoMKng xpovidg 2019-2020 yio To pabuate TV QUOIK®V
enmomuev «dvokd dnuotikod» ERyaAay ektdg Sdaktéag VANG ta Kepaiowo «Miypoatoy Kot
«Mnyavikn». Zvykekpiuéva, 1 evotnta tov Pipriov «Miypoton £xel ddaytel otn A’ a€n ot pehém
nepPaiiovtog, Kot 1 evotnTa «Mnyovikny, petaeépnke ot XT° téén. Amd To VITOAEUTOUEVA.
Ke@AAalo €vTOG S100KTIKNAG VANG, emAEYONKe €va meipapo omd T0 Kabéva Yo vAoToinoT HEcm TOV
Toyvd100, ektoc Tov Kepaiaiov «Hyoon. H amdppiym viomoinong melpauotog omnd 10 KEQPAANLO
«Hyoc» Baciletal 610 yeyovog OTL Ympig T GUOIKN TOPoLGio, ATOLOV, TO TEIpAL Ba NTUV ETPPETES
0€ OCAPELES KATOAANAOTITOS. ZVVETMG, TO TOLY VIOl TOPEYEL 6 TEPALATA ETUOPPOTIKOD YOPUKTNPO,
Yo To KEQAAOL: YAKG COUOTA, EVEPYELD, TEXTIKO GVGTNUA, BEpUOTNTA, NAEKTPIOIAOC KOl MG,

4.3  Apyui)] oknwi)

H popoen mg apykng oknvig eoivetor ato oynua 2.1 kol n epapyic T@V aviikeévev me (oynpa
2.2) amoteleiton amo:

1. Mia main camera (unity - GameObject - Camera).

2. ‘Eva directional light (unity - GameObject - Light > Directional Light) yw to cwoto
QOTIoUd TG GEMdOC.

3. ‘Eva event system (unity - GameObject - Ul = Event system) yw ™ Aettovpyio tov

KOVUTIMV KOl TOV EVOALAYDV TOV GKNVAV.

4. ‘Eva. empty (unity - GameObject > Create empty) petovopacuévo oe Audio, yua tov 1yo
KoL Tig puopicelg Tov.

5. "Eva canva o omoiog Le TN 6€1pd Tov amoteieitan onod:

o Evwid xovpmd mov avtictorodv ota kepdiae tov Bifiiov. Me v emthoyn Tovg
eppaviCovtal ol facKES GKNVES LE TIG EVOTNTEG TOV OVTIOTOLY MV KEQAAAIWOV.
To kovuni «kAeicLo», T0 0molo [e TNV EMA0YT TOV TEpUATICETOL 1) EPAPLOYT.

o Keipeva ta omolo ovTumrpocsomebovy TOV TITAO Kol TO TEPLEYOUEVO TNG EQAPLOYNG KOOMG Kot
ta credits Kot To TVELUATIKG STKOLMUOTO TOL ONULOVPYOD TNG.
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duoikd E' Anupotikol
EPEYNQ KAI ANAKAAYNTQ

Terpadio epyaoiwy
tiege kepdAato:

ENEPIrELA

®

HAEKTPIIMOX

Yynpo 4.1 Apyuci oxnvi moyvidion

Synpa 4.2: Tepapyio avTIKEWEVOVY 0pyIKAG GKNVAG
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4.3.1 Keipeva Kon Ypoppotocepd.

IMa ™ dnuovpyio TV KEWEVOY TG APYIKNG OKNVIAG KAODE Kol OADV TOV KEWEVOV TOL TOLVISI00
ypnoorombnke to makéto TextMesh Pro (unity - GameObject > Ul - Text- TextMesh Pro). Ot
VIAPYOVGES  YPOUUOTOGEPES TG unity dev  vmootHplloy eAMnvikd  ypaupota, Yo ovtd
ypnoonombnke n ypaupotooslpd «Open Sans condensed» and tov otdtomo: “Google fonts”[14]

(oyua 2.3).

Zynuo 4.3: Google Fonts-Greek

Me v emhoyn download, amobnkednke otov vmoroyiot) éva apyeio .ttf to omoio amotelel apyeio
ypoppotooepds. o my sloayoyn g otn unity, £ywve drag and drop tov .ttf apyeiov ota assets tov
project, péco oto eaxero "Fonts”. T T HETOTPOTT| TNG G€ AMOIEKTN YPAUUATOGEPE UNity £ytvov ot
pvlpicelg Tov oynpatog 2.4.

Weirn o Iugerw
Open
Oelere
Revrre
Copy Pur Are e C
o S a1
i Fackage M
tgen New A
tmpen Fackage
Gt Package..
Fund Falmenim nlime
St Degendvoiie
Atrens Culet
Anroce
L
Litract Sraee Pretet
pemtes RN e
Al Uaterah A Lan Dpan CF Prgeet
LAY Mctiels > Sead R
AL Fret Aa pd Badps
_
u Onlena,
» o e
L
:m
- oo
I Scigm
 Packsges

Zyquo 4.4: PuBpicelg dnpovpyiog ypoppatooelpds unity
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Me v 0AOKANP®ON TNG LETUTPOTNG TNG YPOUUUTOCEPAC GE £YKVPT LOPPT YPOLULOTOOEPAG UNity, 1
xpnon ™ péow TextMesh Pro yivetar emléyovtdc tv omd tov inspector tov keyévov oto medio

TextMeshPro-Text(Ul) = Main settings > Font Asset = OpenSansCondensed.

4.3.2 Ewkdveg

H popen tov xovummv yio v emAoyn kepoloiov omoteleitor omd €vvid €KOVEC Ol OmOieg
OVTIOTOLOLV OTIC €KOVEG TOL PiPAiov TOV OVIITPOCHOTELOLY TO KAOE KEQPAANLO. ApPYIKA €ywve 1
dnuovpyio evog akéhov “images” oTo assets Tov project, kot ot cvvéyelo drag and drop exel ta
apyeto .png popeng. H apyikn avt popen tovg dev eivar amodektr amd T unity yio yprior Tovg 6€
TextMeshPro button. AkoAovBnbnkav ot puBuiceig Tov paivovtol oto oynua 2.5, Eexwpiotd yio Tic 9
pwToypapieg

Yynpa 4.5: PuOuiceig ewovov

Me t1g mopandve puBpicels ot pOToypaeies £yvav amodekTés Yo xpnor. H dtapopd mpv Ko petd tig
pvBuicelg paivetonl oto oo 2.6.

N ——
Assots » images &

c

Yynpa 4.6: Metatpomn eikOvmv .png Gg sprite
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4.3.3 Kovuma kou scripts

H apywm celida amoteAdeital omd To EVVIA KOUUTIE TOV OVTIGTOLYOVV GTO KEQAAML0 Tov PiffAiov kot
10 kovuni “rkAeioo” mov tepuatifel v gpapuoyn. H dnovpyio 0A0V TV KOOUTIOV £YIVE ©OG:
unity - GameObject > Ul - button-TextMeshPro. ITwo £181kd, yio To €VVIA KOOUTIE TOV KEPUAQI®Y
N loayoyn TV eIKévev Eyve 6to Ttedio inspector = Image - Source Image, pe drag and drop tov
ewovoy. o T AertovpyikoTTo OA®V TOV KOVUTI®V ivol vevBuvo To script “menu” Tov GYNUATOG
2.7.

quitGaze()
&pplication.Quit();

startIlektrismos()

SceneManager. LoadScene(SceneManager.GetActiveScene() .buildIndex +1);
startMigmata()

SceneManager. LoadScene(SceneManager.GetActiveScene() .buildIndax
startMixaniki()

ScencManager. LoadScene(ScaneManager. GetActiveScena().
startodigies{)

r.GetActiveScene

startThe

ScensManager.Load C GetActiveScene().buildIndex +1
startPept

SceneManager. LoadScene anager.GetActiveScene() . bul
startylikaSweata()

ScensManager. LoadScene(SceneManager.GetactiveScene() .
startfws()

SceneManager. LoadScene(SceneManager.GetActiveScene() . buildIndex

startEnergeia()

SceneManager. LoadScene(SceneManager.GetaActiveScena().
Startixos()

ScencManager. LoadScene(SceneManacer.GetActiveScena() . buildindex

Zynuoe 4.7: Script "menu

To script “menu” amoteleiton and déka peboddovg kot ypnoiponotei tig Pipiodnkeg UnityEngine kot
UnityEngine.SceneManagement. To kovuni “kieicipno” ypnoonotel T pébodo quitGame() n onoia
teppatiCel v epappoyn. Ta evvid Kovumid Tov Kepaiainy pnoomolody Tig avTiotoryeg peBodovg
start() mpokepévon vo alhalel n oknvi oty avtiotoyn about (BAéne apibunon oxnvav oynuo 1.10).
To script “menu” éywe drag and drop oto inspector tov ‘“panel(start)” g tepapyiog TV
AVTIKEWWEVOVY. XT1 GLVEXELWN, 6TO INSpector tov kdbe kovumov, oto medio button > On  Click() >
Select object = drag and drop to panel(start) To omoio @éper to script = select function = mv
avtiotoym péhodo kabe kovpumoh and to Script. Metd amd Tig pLOUIcES TOV KOLUTIDV, ETAEYOVTHG
T0, 0AAGLOVY KATAAAN AL Ol GKNVEG TTpOY®P®VTAG 0Tl about kKabe kepaiaiov 1 yvpilovtag micw oty
apytkn N KAeivovTtog TV Qoproy.
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4.4 Xxnvég “About”

Me 10 Tatpo VO OO TO EVVIA KOLUTLA TOV KEPAAaiV, avoiyel n avtiotoyn oknvn about n omoia
dtvel mAnpogopieg yia Tig evOTNTES TOV KEPUANioV Kot Yo Ta dabéciua mepdpata. Kabe oxnvn about
amoteleital omd €va M OVO KOVUTLY aVOAOY®G av Vdpyel dbéouo meipapa 1 O6xl. Ta o600 avtd
KOLUTTIG, QTOTEAOVVY T1 «GULVEXEL GTNV EMOUEVT] GKNVI UE TIG 001YIEC TOV TEPAUATOS KOL TO «TIGMmH»
oV apykn ceAida. To scripting avTOV TOV KOLUTIOV EIvol TaPOHOL0 LE 0TO TOV Script “menu” Tmv
uebddmv mov ypnoomotovv ™ PipAodnkn UnityEngine.SceneManagement, yio tnv evoiioyn tov
oKNV®V UE Baomn tov apBud toug oty tepapyia. 1o oynua 2.8 paivovtal 0Aeg o1 oknvég about.

YAa owpara ot
vEpyela
Miypata oY
OE2: MAZA Kavéva StaBéotpo meipapa
| pa otAiSa 24 sonigue
©E3: H ENEPTEIA AMAZEI IYNEXQI MOPOH
N evénra oot £xn Subayrel ot A° 1dfn ot Meldty Ncipows oe) Tovtyoa
NepPaddovrog,
Risw
Nicw
Miow
Nemtuké ovotnpa QcppbTnIa HAektpLopdg
OF2: CEPMOKPALIA-OIPMOTHTACAYO ENNOET MAGOPETIXEL
oc\iSa 74 twwiyta
©F3: TO TAZI1AI THE TPOOHI IYNEXIZETAI
" AiSa owvtyna
©E6: ATRIOI KAl MONOTEX
clpapa oS 112 | owrizem
Now Rlow Taw
‘Hxo
dug X0¢
Mnxaviki
QE2: AIAQANH, HMIAIA®ANH KA AAIA@ANH IOMATA
Nelpapa aehifa 131 |  twtyos Kavéva StaBéoipo meipapa
M evéuqua ave dxo prrapepded ot IT iy
Miow
rsose Niow

Zynpo 4.8: Oheg ot oknvég about
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4.5 Movowkn Kot script

Ta apyeio Tov Nxov givor cuvolikd entd. Ta €&l avtiotoryovv ota €6l TEpauaTa, EVO TO £va GTNV
OpYIKN OKNVN KOl OTIC EMOUEVEG okNVEG TPy amd TIg VR-scenes tov AR moddv. Eivar g popeng
.mp3, n owoia eivar Ko oddekTn od T unity. Ola to apyeia yov Ppickovtal ota assets Tov project
070 PAKEAO “music”. Apykd £ywve 1 dnuovpyio vog empty pe ovopo “audio” yuo tn dtaygipion tov
MoV Kot TV pubuicedv tov. ['a v elay@y”n Tov oL TG OPYLIKNG OKNVNG, Tpootédnke oto audio
To component “Audio source” pe tig e€ng pvbuiceig:

. >10 medio “AudioClip”, drag and drop to apyeio .mp3 Tov YoV TNG APYIKNG GKIVIG.
. Play On Awake = ON, yia TV €Kkivnomn ¢ LOVGTKNG UE TO TTOL OVOLYEL 1] EPUPLOYN.
. Loop = ON, 61611 10 apyeio Myov £yl dudpkeln TePImOv 2 AETTO, KOl 0V 0 YPNOTNG TOPAUEIVEL

OGNV apYIKN OKNVA TOV® 0o 300 AETTA 0 YOG VO, cuveyioel va mailel.

‘Eva. axoépo component tov wpoctédnke oto audio eivan to script “BG Sound Script”. To inspector
Tov audio OAOKANPOUEVO Elval TG LOPPNC TOV PaiveTan 6To oyfuo. 2.9.

O inspector | air

@ v Audio Static ~

Tag Untagged *  Layer Default .

» N Transform @

¥ |~ Audio Source QO > :
AudgioClip Background Music For Videos - Funny Music Fol ©

Output None (Audic Mixer Group)
Mute

Bypass Effects

Bypass Listener Effects

Bypass Reverd Zones

Play On Awake v

Loop v

Prioeity ° = 128

Volume ®

Pitch - 1

Sterec Pan - . - 0

Spatial Biend & 0
Reverb Zone Mix — *— 1

» 3D Sound Settings

¥ # v BG Sound Script (Script) 0 3 i

Zynuoe 4.9: Audio Components

To script “BG Sound Script” (oyfua 2.10), ypnowomowei g Pipiodnkeg System.Collections,
System.Collections.Generic, UnityEngine kot UnityEngine.SceneManagement. Aroteleitat amo:

. ™ void awake(),  omoio kpatdet To apyeio Myov evepyd PETOED TV EVOANAYDV TMV GKNVAOV
7oL TPETMEL VoL TOEL AOTARATNTO O 1)XOG.

. ™ Vvoid update(), n omoia poMg yiver evarlayn oknvig oe VR-Scene, mov mpénet vo oAldEet
T0 apyelo YOV, ATAG KATASTPEPEL TO OPYELD 1OV TNG APYIKNG OKIVIG.
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BGSoundSariptes X

! Start()

instance;

Mcake()
f (instance |
Destroy(th:
L H
}
{
instance =

}
DontDestroyOnLoad(

! Update()

f (ScensManager.
Destroy(*
f (SceneManager.
Destroy(®
if (SceneManager.
Destroy(t
¥ (Scenetanager,
Destroy(
f (SceneManager,
Destroy(
SceneManager.

Destroy(*

ript instance =

t Instance

}

88 instance = @

ganeObject);

t .ganeObject);

GetActiveScene().

.gaselbject);

GetActiveScene().

.gase0bject);

GetActiveScene().r

.gameCbject);

GotActiveScena().

+gameObject);

GetActiveScene().

gameObject);

GetActiveScene().

gase0bject);

Zynuoe 4.10: BG Sound Script

4.6 Emiloyog

Metd v 0AOKANp®OT] TG OpYIKNIG 000VNG Kol TV PACIKOV CKNV®V TOV Toyvidlo, akoAovbel n
ONpovpyic TV EVIKOV CKNVOV TV KEPOAAimV Tov BiAiov, 0TI 0moieg VAOTOOHVTOL TO TEPALOTA.
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Kepdraw 50: E@appoyn mewpapatoc ywo 10 Ke@aioo YMka
CONOTO

5.1 Ewayoy

Ye auTd TO KEQAAOLO TEPIYPAPOVTINL Ol HaONGloKOl GTOYOL TOV TEPAUATOS TNG oeAidag 24 Tov
kepaAaiov «YAkd copotoy tov oyohkod BifAiiov. EmmAéov, avelvovior oio to PAuata TG

dNuovpyiag TOV CKNVAOV TOL VAOTOLODV TO TEIPALA, YPTCLLOTOIOVTOS TEXVOAOYIEG EKTETOUEVNS
TPAYLLOTIKOTNTOG.

5.2  Xe)hida frpriov 24

Y10 ke@aAoo «YAkd copoto» oviker n evomta «OE2: MAZA». H evomra Eekwvael pe éva
eleay@yKd epéfiopo Kot 0KoAOLOEL 10 TEWPUUOTIKY AVTILETOTICT 6TV 0ol ot pafntég KaAovuvral
va oafdoovy ™ pdle kabe TPoidvTog, 1 Omoio OVayPAPETAL GTNV ETIKETO TOV, JOMICTOVOVTOS LE
avtdv TOV TPOTO TN S10POPETIK UACH TV TPOIOVTOV. ZVVET®DC, 0l LodNTég eE0IKELMVOVTOL UE TIG
ovvnbelc povadeg puétpnong g pnalag. X cvvéyeln, okolovbei to meipopa g oedidag 24 (oynua
3.1). I'a to meipopo avto o padntég ypedletal va eépovy atny Téén ta Tpotdvta TG oeridag 23 Kot
0 Quyd, Yo va ocvykpivoov T udlo tovg. Metd, (nteitonr amd tovg puadntéc vo Ppovv toug
oLVOLOCUOVG, BOTE 0 {VYOC VO, IGOPPOTEL KAl VO TOVG CLUTANPMGOLY oTIG Tapatnpnoels. H egaywyn
TOV GUUTEPACUATOS YiVETALl LE KOTAAANAES EpOTNOEIS KAl Gu{TNnoT otV TAEN, LEGA Ao TNV Omoia
o1 LoBNTEG YEVIKEDOLV TIG TOPATNPNOELS TOVG GTO TEWPAUATO TOL TPONYNONKAV Kol SIUTUTOVOLV TO
GUUTEPAGLLOL.

hono .
.-‘4——*-‘ Opyova - YAxd
LyoG OUYKMOT
- 5 ¢ | Ex0p0pa LNKG
4

Tomolnoe HOPOPa GMNS TG MHOKVTA TIOU Eival arpinioptva OToY ivara TS WT\’GWR%
oor-:‘v LU0 CUYKPIONS, £T01 WITE GUTOS VO 10opponel. NEITEE TPEIS HOFOPCTIKONS TPONOUS, NéT oy
pantl © Luyos: NOTE yEves pog ila pepd,

9\ nopartpnen

o BHSLC mou e Biwe tas SUres A Sarens L7 TN
oS SO BN TN 2Oz, 10 W o Saltiy
O S ancepeni SAEEa — HlCa LOhe - S ST T TR (X SV
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Iupnépoopo ] i i -
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o\ o s Slpiansut ta NaSo reuei SANE

Wu\.&&mm‘m\nx\mmw"
Aotk t1o S QU IS O 6 Seaks el — ——
nToc I MER: spdla sibdia <QYOS

Zyquo 5.1: ZeAida fiiiov 24
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Emuwm\éov, yio ™V TpoylatoOmoinen Tov MEPAUATOS EKTETOUEVNC TPOYUATIKOTNTOS, £XEl TpooTeel
o1 oglida. 24 exktomouévo to image targetl8 amd ) Baon high_class.

5.3 Ot oknvég Tov TEPdpatog — YAKE ORIt

To meipapo exteTOUEVNG TPAYHOTIKOTNTAG amoTereitol amd €61 oKNVEG OTMG AVTEG QaivovTal GTO
oynua 3.2. Apyikd o podnmc-maikmge, agod emAéEel T0 KEPAANIO T®V VAIK®OV GOUATOV (GKNVNA:
startScene), epeaviCovrat to S100€G1U0. TEPALOTO TOV EVOTHTOV TOL KeQaiaiov (oxnvn: Ylikabout).
Aol emiéEel moro meipapo BELeL va vAomomBel, epeavifovtol ot 001yieg Tov TEPANOTOG KAODS Kal
T VAMKG To, omoio pémel vo, cuAAEEEL (okmv: fe2-maza). X1 cuvEyEld, EVEPYOTOLEITOL 1| KAUEPT TNG
GLOKELNG TOV, KOl apod okovapel To grcode g celidag 24, eppaviletol po. TOPTo EXAVENUEVNC
TPOYUATIKOTNTOC KOL 0L LGP0l [LE T EVOTOUEIVAVTA VAIKA T omoia Ppiokovtal wicw amd avth, o€
éva gicoviko mepiparrov (okmvi: VR4). Mol ovirééel Oha tor vAMKG TG umapag, sueavilovrot
odnyieg (oxnvn: testScened) yia to meipapa mov Ba akorovdncel. Tkavapovtoag Eova to grcode g
oeioag 24, speaviletar Eva tpoméll ETaVENUEVIE TPAYIOTIKOTNTAG GTO OTTOI0 VTAPYOLY TAV® OAN TO
VAKG TOV TEPOUATOS KOOMDEG Kol OKTH KOLUTLY TO OTOI0 OVTIGTOLYOUV GE OKTM GULVOLUCUOVG
npoidvimv (oknvn: 4.animation). 10 KAT® UEPOG VIAPYEL TO KOVUTL “CUUTEPAGLA” TO 0TOi0 0dNYel
TOV TTOKTI OTNV EXOUEVT GKNVI N 01010 ooTeEAEITOL 0Td TN CLUTANPOUEVT TTapoTripNon Tov PifAiov
KaOdC Kot Tov cuuTEPAcUOTOS (oK symperasmataY likaSwmata).

YAk owpata

YAd owpata
9 OE2: MAZA

YAixd

1. Zuyés odyxplong
2 POt

3. byapn

4. Naodpnt

5. Toxoldta

6. Naravdxa

7. Bapféx

©E2: MAZA
Nelpapa crAlia 24 L]

YAKa owpara
E2: MAZA

Napartpnon 1y
: ' YAwa

Bélouyz otov (va Siewe 100 (vywd t {4xopn um etov
R 5. ik et i mPolowTA | | MAZA
w21 10 PopPdns O {vyés isoppomzi 1. Zuyds olyxprong
{ Ty« 0.5kg + 0.2%g ¢ 0.0hg « 0.1hg + 2.105 ) 2. POl 05kg V'
BS{oupt otov Lva bises 10w {vyod 18 1soEpU a1 aTOv 32yepn L, e
A\ov t corald1m aai 13 matrdua. O {oydg woppenrl 4. Noodpty 0.2kg v
(0.2hg~ R1kg 0 00g) 5. Toxohdta Likg VvV
\/ a4t ve Bl P o o0t 6. Natardng 0lkg V
oupe oTov tva Blows 198 {wyod ta pol1 xai otow
> S0 7. BopBén 01kg vV

£\ov to oodpty, 1) eosalsta, 13 TRISTANS S 10
PapPéas, O Loyés woppomel.

{590z » 290kg + 100kg + 100hg + 1080y ) Neipapa
forodémor Ty siptpe mdvw and to barcode g oeAibag 24
1y ovviyna rppavilcrm éve rpanill mive ato onole
endpyouv Sha ta whixd mou Exeig ouAALltL Tro méve ptpog
g ofévng, umdpyouv 8 ouvbuaopol -xovpmd. I ndfc
suwbonopd, 1a whied thvay romoBerypdva mivw oto {uyd pe
Suagoprud tpéno, Napatfpnot néte o {uyd( wopponsi xm
suyxpdvis cupeAfjpuat 1 mopatphotic Tas orAlbog 24,

mipagya
W péla civet s yopaxtpiotiny Wsbuyta xou (xoov
6\a 12 cdpata. Na va prepdosupt t pdle
Xpaoponswdpt 10 (vyd odyapieng sm 8o eGpata
pe yvaatts palec. Dtav o1 pale mou Palovpe ate
{uyd tivan loeg, véux o {uyds wopponi,

Apxed loviyua

Zyquo 5.2: Zknvég mepdpatog oeridag 24

38



Epappoyn mepdpatog yio 1o kepdAuio YAKA copota

Meté TV OAOKANP®GCT TOL TOPATAVED TEPANATOS EKTETAUEVNG TPAYUOTIKOTNTAG, Ol pabnciokol
oTOYO1 IOV €ivan Bepitd va emttevyBovv gival ol e€ng:

* Na avoeépouvv ot podntég 6Tt palo etvoar pio opaKTNPIGTIKY 1010TNTA EVOC VAIKOD GMLLOTOC.
* Noa petpnoovy ot pobntéc ™ udlo evog GTEPEOY GMWATOC YPNCOTOIDOVTOG Eva {uYO GVYKPIoNG.

* Noa avoapépouvv ot podntéc povadeg pétpnong palog.

5.4 Xxknvq: Ylikabout

H oxnvni avt gaivetar oto oynua 3.3. H epapyio tov aviikeévoy g amotereitat omd:

1. Mia main camera (unity - GameObject - Camera).

2. ‘Eva directional light (unity > GameObject - Light - Directional Light) yi 10 cwotd
QOTIoUO TG GEAIDOC.

3. ‘Eva event system (unity - GameObject - Ul > Event system) yio ) Asttovpyio tov

KOVUTAOV KO TV EVOAAAYDV TOV CKNVAOV.

4, ‘Eva canva otov onoio vrapyovv molAd textMeshPro yio v eloaymyn tov Kelpévov kabng
kot 6vo buttons. Me avtd yivetar i evailayn tov oknvodv, pécm evog SCript mapdpotov pe tov script
“menu”, to omoio amoteieitor amd Tig ueBddovg “next()” ko “back()” mov ypnoipomolody ™
BipAodnkn UnityEngine.SceneManagement. To script avtd eivar toroBetnuévo oto inspector tov
canva. T'a ) Aetrtovpyia Tov Kovumov g cvveyslag, oto medio OnClick() = Select project = canvas
- Select function = next(). T T Aettovpyio Tov Kovpumiod “micw” OnClick() = Select project =
canvas > Select function = back().

YAWK@ owpata

®E2: MAZA

Nelpapa oeAlda 24 ouvixela

Niow

Zynpa 5.3: Zknvn "YlikaAbout"

39



Kegpdrawo 5

5.5 Xknvi: Fe2-maza

H oxnvi avt) gaivetan oto oynue 3.4. H epapyia tov avtikelpévov mg eivar 0o pe ovt g
oknvig “ylikaAbout”, ue ™ povn dwpopd 611 TEp1Exel mepiocdtepa. textMesh Pro kat to mepieyopevo
TOVG &tvort d1aPOPETIKO.

YA owpata
®E2: MAZA

1. ZuyOg ouyxpLong
2. PO

3. Layapn
Naodpm
foxoAdta

Natocaxia

“ Oh U =

Bapfdm

nlow Luviyom

Yynpo 5.4: Tknvn fe2-maza

5.6 Xxknvii: VR4

Xg LT TN OKNVY], 0 TAIKTNG UETA OO TPOTPOT] TMV OOMYLDV TNG TPONYOVUEVNG GKNVIG, OKAVAPEL
10 grcode mov PBpioketan otn oelida 24 tov oyolkod Pipriov. Mo  Vuforia Camera to gvtomioet,
eneaviletor poe moOpTaL EMOVENUEVNG TPAyHOTIKOTTOG Thve arnd to grcode (oyfue 3.5). ITo
GULYKEKPIEVA, QVTH 1 TOPTO Elvar opatn amd £E® oA To ecmTEPKO NG O aiveral. [a va pavel To
EIKOVIKO TTEPIPAALOY OV VILAPYEL TIG® OO TNV TOPTA, O TOAKTNG TPEMEL VO, EIGEADEL LLE TN CLOKELN
oV péoa otnv mopta. MOALG yivel avtd, akolovBel olikn euPvBion Tov Taiktn o€ évo d®UATIO
EIKOVIKNG TPOYUOTIKOTNTAG, GTO ONOi0 KOAgitol vo Bpel Ta ENXTA VAIKA TOV TEPAUATOS. XTO KATM
pépoc tng 0oBovng vmapyel Umdpa oTNV Omoio. (POivOvTOl T VTOAEMOUEVO VAWKA. Télog, poMg
ovMexbovv Oho oL VAIKG, pe ) xpron dvo SCripts mov o meptypapodv 6e TAPUKAT® KEPAANLO,
yivetol 1 KaTdAANAN €VOALOY OKNVIG OTNV EMOUEVT]. X€ YEVIKEG YPOUUES, Yo kdOe ypovikd Prpa
OVTAG TNG OKNVNG, 1 YPNOT EMAVENUEVIC TPAYLLOTIKOTITOG TPETEL:

1. Na kaBopilet v tpéyovca KaTdeTaAcT TOL PVGIKOV KOGHOV KOOMS KOl TOV EKOVIKOD KOGLLOV.

2. No gpeavifel v €KovIK TANPOoQeOopic. Le YOPIKN Kol XPOVIKY] GUGYETION LE TOV TPOYUATIKO
KOoHO KaTh TPpOmMO oV Bol EMTPEYEL GTO ¥PNOTN VO AVTIANEOEL TO EIKOVIKA GTOLYElD MG LEPOG TOV
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(QVOIKOD KOGLOV KOl GTI] GUVEYELN VO EMIGTPEYEL 6TO Prpal, yio vo TPpoY®pP1OEL GTO ETOUEVO YPOVIKO
Prina.

e et

........

Zyquo 5.5: Tlépta emowénuévng mpaypatikdtntog VR4 oxkmvig

5.6.1 Iepapyio avrikeypévov VR4

H epapyio tov aviikewévov e oknvig VR4 oaivetar avaivtikd oto oynuo 3.6. Ilepiinmrkd,

omoteleitol amnd:

. ITévta. directional lights yio cwotd potiond mepuetpikd e moptog kot dekamévie point
lights ecmtepikd.

. "Eva event system.

. ‘Eva empty petovopacpévo wg audio yio tig pubpicelg tov fyov.

. Mia ARCamera.

. ‘Eva image target to omoio gpumepiéyet OAQ T0. OVTIKEILEVO, TOV EIKOVIKOD TEPIPAALOVTOG OTMG:

Ta ecwtepwca point lights.

T doun tov dwpotiov (walls, door, roof, floor).

‘Evav canva pe 6lo. ta kovpmd ko to textmesh Pro g pumndpag.

Ta gicovikd avrtikeipeva Tov Tpénel va cuiieyBovv.

Ta gicovikd avTIKEILEV TOL VITAPYOLV KoL ATOTELOVV TO VYOG TOL dMUATIOV.

o O O O O
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v < VR4
¥ [ ImageTarget!
¥ [ portal parent
¥ [ portal
) walls
1) Dooe
) roof
) foar
» {7 Point Lights
» {7) Canvas
» (B STCIT-36EH
[ PostProcess
» {7 CANDYSHOP
) Cube
{71 Cube (1)
8 Rewlire_Custom Orb_Chandeliee
» i doritos Varant »
» @9 rice-a-roni Vanant »
» @ sugar Variant »
[7) Cube {2}
» @ Nestie Crunch Bar Varant |
» (@ Libra NO&1110
» @ yoaurt »
» @ cotton Variant )
» @ window )
¥ (73 Directional Lights
1) Directional Light {2)
(7 Directional Light {1)
(7} Directional Light panw
(i Directional Light {3}
£ ARCamera
{7 EventSystem
£ Audio

Yynpa 5.6: lepapyio avikeipévov VR4

5.6.2 AR mopra— VR4

ITpw ™ dnpovpyio g mopTag, Eytve dnuiovpyio avtikeyévov “image target” kou n emhoyn tov
marker18 amd tn Pdon highclass. To maidi tov image target eivar éva empty “portal parent”
TPOKELUEVOD TOL TEPLEXOUEVO CVTOD VOL ELPOVIGTOVY EQOGOV 1) arcamera evrtomniocetl to imagemarker18.
To dopikd otoyelo tov dwpatiov egivar ot toiyol, M mWOPTO, TO TATOUN KOl 1) OPoPH. AvTd
dnuovpyndnkav pe ™ ypnomn tov Probuilder. H mopta éxer wg material=black evéd 1o vrorouta
dopkd otoryeia £xovv wg material tov eEwtepicov Tovg pépovg to Material9, to omoio givar éva
custom mask pe render queue = geometry -1, to omoio divel v yevdaichnon tov adpatov. XTig
pubuioelg Tov image target = inspector - image Target Behaviour - advanced - device tracker
settings > Device tracker - Device tracker Pose = ON.

5.6.3 Ewkoviké nepipairov VR4

To eowtepikd tov dwpatiov poaler pe Cayapomiaoteio. AmoteAeital and dekadeg assets, .fox wan
.0bj Tov amofnkevTNKOY 0o UNity asset store kot amd 16T00eMOEG OTWG:

. free3d [15],

. sketchfab [16],

. turbosquid [17],

. poly [18], ko dAheg,
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aALG GLYYPOVOG Kol 0O OvTIKEiEVE oV dnuovpyndnkav oto blender. Xto oynua 3.7 eaivetar to
EGMTEPTKO TOL dMUATIOV |LE AETTOUEPELEG.

Zyquo 5.7: Aopdtio VR4

5.6.4 Ewovika avrikeipevo VR4

To entd VAKE oV 0 TAKTNG TPEMEL VO GLAAEEEL TTPOKEILEVOL VAL TPOXWOPTCEL GTO TEPALLD PaivovTal
oto oyfua 3.8. Tépa and 1o Luyd, OAa Ta vTOAowTa givol ohd gameobjects pe materials = Legacy
shaders > diffuse pe emleypéveg @OTOYPAPiES TPAYUATIKOV TPOIOVI®V. LT GLOKELOGIO TOV
TPOIOVI®V avarypaeeTal 1 Lala Toug COLEMVA LLE TOV TIVOKA TOL GYOALKOVL BiffAiov.

Zyquo 5.8: Yhwd mepdpotog (YAG ocopoto)
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5.6.5 Movowi VR4

Y10, components tov empty “Audio” tpootédnke éva “Audio source” pe Tig €€1g pubuicelc:

. >10 medio “AudioClip”, drag and drop 1o apyeio .mp3 tov Myov ¢ oknvilg VR4 (éva kan
LOVOOTKO GE OAO TO TTOYViOL).

. Play On Awake = ON, yia Tnv €Kkivnomn ¢ LOVGTKNG LLE TO TOL OVOLYEL 1| GKIV.

. Loop = ON, 06161t 10 apyeio Nyov &xel O1dpKewn TEPITOV VO AEMTA KOl OV O YPNOTNG

TopOpEIVEL OTN GKNVI TAVE amd 600 AemTd 0 MY0g va. cuveyicel va mailet

‘Eva. axopo component wov wpoctédnke oto audio givar 1o script “audioVRFOUR”. OloxAnpopévo
70 inspector tov audio @aivetol oto oyua 3.9.

© Inspector Sl
ﬁj_ A Suvec *
Tog Umagged v Layer Deofeult -

. A Tranaform o ¢ i
- < Audio Sowoe L

AudaClip SVR4a

Outout None CAUoIo Mires Oroup)

Mite

Bypass Effecis

Bypoes Listener Effects
Bypass Revart Zoney
Play On Awake

Loop

Pricaity —-
Volurme o
Plten -

1
1
1
Stateo Pan - 0
Spatial Beng L A 0
'

Revert Zone Mix o
* 3D Sound Settings
¥ r v Audio VRFOUR (Script) (- |

Synpa 5.9: PuOuiceig yov VR4
To script “audioVRFOUR” (oyfjua 3.10) givat Topopoto pe to SCript yov g apyikng oknvic, pe m

Slpopa OTL KATAGTPEPEL TO AVTIKEILEVO TOL YoV o1 oknvn testscened, dnAadr| v emoduevn g
VRA4.

Zynpo 5.10: Script fyov "audioVRFOUR"
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5.6.6 Evaliayn oxknviic VR4
Y10, ENTA AVTIKEIEVO TOV TPETEL VoL GLAAEEEL O TTalKTNG £yovV TpooTeDel Ta components:

o Box collider: ywo va optofemBovv ta avTikeipeva Kot vo SOVAEDEL 1] GUVAPTNON
OnMouseDown.

o Audio source: 6mov audioclip=apyeio Nxov “win” (T0 VIV TOV AKOVYETAL LOAIG ETIAEYETAL),
play on awake = off ywati 0 yo¢ mpémel va akovyeton uovo atn cuvaptnon OnMouseDown
kot loop=0ff.

o To script “Dotvrdour” (oynuae 3.11) kot ota wedia “Canva”= tov canva kot “Img”=to apyeio
EIKOVOG TIK TTOL 0VTIoTOLKEL 6Ta textmesh Pro kdbe avtuceipévov oty prdpa.

O dotwwgows.cs X

OnMou seDown (

Yynpo 5.11: script “Dotvrdour”

H pmépa oto xdtom pépog tov moryvidod pe To vrolewmopeva moyvidia glval o canvas amd v
lepapyio AVTIKEWEVOVY Kol omoteleitatl and entd textmesh Pro pe ta ovopoato tov aviikewévoy Kot
avtioToyya entd €woves (Tik) mov epgoavifovral polig o maiktg emiélel éva avtikeipevo and avtd.
X ypapun 8 Tov kddka dnpovpyeitat Evo avTikeipevo tomov canva pe dvopa “canvascriptvrfour”.
IMapopoimg, ot ypapun 7 Tov KOdKo dnuovpysitol éva avtikeipevo image pe dvoua “img”. Mg
avtd Tov Tpomo avoiyel ta media “canvascriptvrfour” kot “img” ota components Dotvrdour kéfe
AVTIKEWEVOL Omwg @aivetol oto oynuo 3.12. Tto medio canvascriptvrfour yiveton drag and drop o
canvas (o onoiog mepEyeL GALo SCript mov avaivetal oty mopeian) kot 6o medio img yiveton drag and
drop 1 avtictoymn sidva TIK KAOE OVTIKEWEVOL.

Tog Untagged * | Layer Default -
Varam Open Select Overrides v
» A Transform [

v ©  Box Colider o

» 4 v Audio Source T

¥ % v Dotvrdour (Script) e 3
Sedpt
Canvas + Canvas (canvascriptvrfour) @
Img KImage (patatakia) (Image)

Adg Component

Zyquo 5.12: Components avrtikeipévov VR4
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> ypopun 11 tov kddka Eexvder n uébodog start() n omoio exterel To TEPIEXOUEVA TNG LLE TO TTOL
avoiéel M oxknvr. Xt ypopun 12 Tov KOOIKO OTEVEPYOTOLEITOL TPOCOPVE 1) EIKOVO «TIK» TOV
OVTIKELEVOV TNG UTAPOG LEYPL OTAV YIVEL 1] ETIAOYN TOL OVTIKEUEVOD ot puéBodo onMouseDown kot
evepyomomOel ot ypouun 20. Xt ypapun 21 tov k@diko evepyomoleitar To apyeio yov mov gival
oT0. components tov ovtikelwévov mov Eywve onMouseDown. Xt ypouun 22 tov K®OKO
KOTOUGTPEPETOL OMKA TO OVTIKEIUEVO Y100 VO UMV gUQOVILETOL LETA TV EXAOYN TOV GTO YMOPO. TN
ypopupq 18 tov KOdKo vIdpyeL 0 UETPNTAG SUM O OTOl0g TEPVAEL TUPUAUETPIKG TNV TYL TOV GTO
script “canvascriptvrfour” (oynua 3.13). To “canvascriptvrfour” script pe m oepd tov, détov avTodg o
UETPNTNG @TACEL TOV apOud 7 (dnAadn otov Ola ta avtikeipeva Ppedolv), Kodel TV exduevn oKNVN
uéom g Piprodnkng UnityEngine.SceneManagement.

camvmcrpbviow.c X

Yynpa 5.13: To “canvascriptvrfour” script

5.7 Xxknvnq: TestScened

H oxnvi avt) gaiveton oto oyniua 3.14. H epapyio tov aviikelévoy g eivol TapOLola [LE QUTh TG
oxknvnig “ylikaAbout” kot “fe2-maza”, pe t povn dapopd 61t mepiéyel meprocoTepa textMesh Pro pe
TO TEPLEYOUEVO TOVS Va gival dPopeTikd. Xe vt T oknvi divovtar odnyleg yio to meipapa mov
0KOAOVOEL.

YAKé cpata
DE2: MAZA

NPOIONTA

TomoBétnoe v kapepa mavw and to barcode tng oeAidag 24
Itn ouvéxew eppavilerat Eva tpanilt nivw oto onolo
undpyouv éAa ta vAixd nov £xerg cuAAE el Et0 mavw pépog
¢ 086vne, undpyouv 8 cuvSvaopoi-koupma. Iz xaBe
ouvSuaopd, Ta vikd eiva: romoBetnpéva néves oto {uyd pe
Suapopeukd tpono. Naparipnos ndte o {uyds wopponel xa
OUYXPOVIE CUPTIAN pWoE TIg napatnposts e oeAidag 24,

Tuvixswa

Zynpo 5.14: Tknvn testscene4
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5.8 Xxknvi: 4.animation

Ye avT TN OKNVA TpOyuatomoleitol To mElpopo Tng oeAMOag HE TN (PNON  EKTETOUEVNC
TPAYUOTIKOTNTOG. XTNV apyikny 006vn vadpyet éva tpoméll Tave 6To omoio gival TomobeTnuéva Ta
EMTAL VAIKGL TOL TEWPOUOTOS. XTO TOVO UEPOG TNG 00OVNC LAAPYOLV OKT® KOLUTLO TO Omoio
OVTIGTOLYOVV GE OKTM GLVOVAGUOVE TPoidvTmY. Avaroya pe v abpolotiky Lale Tov TpoidvToy Tov
Bpickovtat oto apiotepd kat de&i uépog tov Luyod, awtdg gival tomrobetnuévog kaTtdAAnAa. O TaikTng
TPETEL VO BPEL TOL0L TPELG GVVIVAGOL TPOIOVTIWV 160PPOTOVY TO {LYO KOl VO TOVG GUUTANPDGCEL GTO
Biprio. Mohg mpaypatorombei avtd, 0 TAIKTNG UTOPEL TOTOVTAG TO KOV «ZVUTEPAGLO» VO
TPOYWOPNGEL GTNV EXOUEVN GKNVT|. LT0 Gynua 3.15 eaiverar  apyikr 006vn ¢ oxnvig kabdc Kot 1
006vn petd omd v emiloyn OA®V TV GUVOLUCUOV.

Zyquo 5.15: Ot 086veg g oknvig “4.animation”
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5.8.1 Igpapyio avrikepévov —4.animation

H 1epapyio tov aviikepévov g oknvig 4.animation aroteleitol amod:

i "Eva event system.

. Mio ARCamera.

. ITévte directional lights yio cwotd potiond mepluetpikd e moptog kot dexamévte point lights
E0MTEPIKA.

. "‘Epa image target to omoio sumepiéyet :

Ground: éva £dapoc mov KaAvTel To image target.
Table: ta tpanéll mov matdel Tdve oto ground Kot Téve Tov TPAYHTOTOolEiTaL TO TElpaL
o Oxtd empties (amevepyomomuéva): Ta. 0oio, aroTeEAOVVIOL OTd ToL VAKE TOV GLVOIVAGUOV
YOPIGTA.
o 'Eva empty (evepyomoinuévo): o omoio amotedel TNV apytkny 006vn Tg GKNVNE Kat TEPIEYEL
OO TOL VAIKAL.

. "Eva canva o omolog eumepiéyet :

o Okt textmesh Pro buttons (evepyomomuéva) to omoio ovIioToo0V 6TA OKTH KOLUTLY TV
GUVOLOCU®MV.

o Oxto textmesh Pro buttons (amevepyomomuéva) to 0moio avTioTol 00V GTU OKTM KOVUTLY
TOV GLVOVACUAOV Kol EVEPYOTOLoUVTaL 6T cuvdptnon “onClick” ywo va divovv v aicOnon
ot etvar moTnuéva.

o Oktm images ot onoiec aneltkovilovv AETTOUEPDS TOV GLVOVAGLOVS T®V TPOIOVTOV KAOMC
KoL TIC LAleg Toug. AVTEG EVEPYOTTOLOVVTOL LE TO TATN O TOL KOVUTLOD TOL OVTIGTOL(OV
GLUVOVAGLLOV.

o 'Eva button mov avtiototyel 6T0 «GUUTEPAGLON KoL TPOXMPAEL GTNV EMOUEVT] GKNVT.

. Okt empties petovopacuéve mg “basic script” axolovbodueva amd tov apBud 1-8,
avéAoya pe Tov cLuVOLOCUO GTOV OOI0 YPTGLLOTOLOVVTOL. XTI GLVEXEW OVOADETOL 1) YPNCLOTNTA
TOLC.

5.8.2 Script “basicvrFOUR”

To script “basicvrFOUR” kafopiler 6An ™ Aettovpyio. Tov mepdpotos. O KOIKAG QAivETOL GTO
oynua 3.16. Avaivtikd,

> X1 té00epIg TPATES YPOUUES ypnoporotel Tic Pipitodnkeg System.Collections,
System.Collections.Generic, UnityEngine kot UnityEngine.UIL.

» X ypopun 9 tov kddka, dnuovpyeitot éva nedio “enableEmpty” tomov GameObject, to omoio
kaBopileTon va mhpeL TO AVTIKEILEVO TTOL OVTIOTOKEL 6TO EMPLY oL Tpémet va evepyomom el pe
TO TTATN O TOL KOLUTIOD TOV GLVOLAGHOD (Ypapun 42 Tov KMOK) Kot VoL ERLPAVIGEL Ta
KATAAAN A0 VALK IOV 6T0 QuYo.

> X ypoppn 10 tov kddka, dnpovpyeiton éva medio « disableEmpty Arxiki” tomov GameObject,
T0 onoio Oa whpel To empty1, dSNAadn AVTO TOV AVTIGTOEL GTNV aPYIKT 000VT|, TPOKEWEVOL Vi
amevepyomom el e 1o TATNUA VOGS KOVUTLOD GLVOLAGUOL OTI| YPOUUT 43 TOL KOSIKA.
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>

Y1g ypopupég 12-18 dnuiovpyodvran entd media « disableEmpty1-7” tomov GameObject, ta
omoia TPEMEL VoL Tapovy T VITOAOUT ETE eMpties ta omoio TPEmel va amevepyomomnfovy
(ypappég 45-51 10U KOIKA) JLE TO TATNILO TOL KOVUTLOD EVOC GUVOLOGLOV.

> ypoauun 20 Tov kodka, onpovpyeitor Eva tedio “ enableCanvaBut ” thmov GameObject, T0
onoio Bpioketal otn BE6M TOL KOLUTIOL TOV gival TOTNUEVO KO evepyormoteitat (Yypopuun 53 tov
KkddwKa) divovtag tnv aicnon 6t givar Tatnpévo.

21g ypapupég 22-28  dnuiovpyovvral entd media « disCanvaBut 1-7” thmov GameObject, ta. omoio
OVTIGTOLYOVV GTO VITOAOUTA EXTE KOLUTLA GUVOVUGU®DV TTOV OEV TPETEL VO, POIVOVTOL TOTUEVA
KOLL Y10, 0DTO OTEVEPYOTOLOVVTOL OVTIGTOLY0. OTIC YPOUUESG TOL KOdK 55-61.

>m ypoapuun 30 Tov kddKa, dnpovpyeitol Eva wedio “enablelmg” thmov GameObject, To omoio
TPETEL VO TAPEL TNV EIKOVO TOL GLVIVAGUOV 0 0moiog EMAEXONKE Yio Vo evepyomombel ot
Ypaupn 63.

Zrg ypapupég 32-38 dnuiovpyovvran entd wedia © disablelmg 1-7” thmov GameObject, Ta. omoio
OVTIGTOLYOVV OTIG VITOAOITEC ENTA EIKOVEG GUVOVUCIMOVY O OTTOIEG TTPETEL VO, TOPAUETVOUY
amevepyomomuévee (Ypopupég 65-71 tov KddKa).

Yta okt®d empties g epapyiag £ywve drag and drop ota components to script. Ou gvtoAéc mov
Bpiokovtar é€m amd v settings(), dnuiovpyovv media ta omoia vEdpyovv GTo. COMPONENtS TV
emptiesl-8 kol oTn GLVEKELN TAPOUETPOTOLOVVTAL avAAOYo pe Tov cuvovacpd. Ot eVIOAEC mov

Bpiokovtar péoo oty settings(), evepyomoiobv 1 OmEVEPYOMOIODV OVTA TO OVTIKEIUEVO 7OV

Bpiokovtal ota medio wov dnpovpynonKay.

Zynpa 5.16: To script “basicviFOUR”
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AoV 10 Topomave SCript £xel umel ota. components tmv oktd empties “basicscriptl-8”, akolovdei n
CUUTANPOOT] TOV TESIOV U To KATdAAnAo avTikeipeva. 10 oyqua 3.17 eaivoviol ta medion Tov
basicscriptl copnAnpouéve. Me avtiotoryo Tpomo cuUTANPOONKaY Kat Ta Tedio, TV VIOLOOV ENTA
empties-basicscripts.

wi? Basicvr FOUR (Script) L

deripn noascve FOUR

Enatia Empty DEMpty-51
Disable Empay Araiki D EMaty - ARXIKI )
Olzabie Empty 1 P Empty-52 @
Disabie Empty 2 0 Empty-53 @
Olsable Empty 3 i Emoty-S4
Disabis Empty 4 DEMOLY-55 @
Dlsabie Empty § o Empty - 56 o]
Olsable Empty 8 PEmpty-S7 Q
Olsabie Empty 7 ) Empty-£8 S,
Enatis Canvs Sut ) Buttent (1) @
Dls Carva fia 1 @ autton 2 (1) @
DisCarva 8 2 @auton 3 (1) @
Ois Caniva 8143 W 8utton 4 (1) @
Dis Canva Bt ) Button S {1) @
Ols Carva B 5 {1 Button 6 (1) @
Dis Carva Bia s @ Button 7 (1) @
DisCarvaBua? 71 8utton 8 (1) @
Enatie kg i1 image-S1 @
Disabie img 1 D image-52 @
Disabe Img 2 ) hrage-53 @
Disabie Img 3 G mige-54

Disatio Img 4 fimage S5 &
Disatie Img & D image-56 Q@
Disable Img & 1§ image-S7 @
Disabie img 7 D image-S8

Yynpo 5.17: Zvprinpopéve medio component basicvrFOUR tov basicscript1

MoMg to basicscripts eivar €toya axolovBei m TPOGOHNKN TOVG GTOL AVTIGTOYE KOLUMIA TMOV
ocvvdvacudV. e kabe éva and to okt buttons twv cuvdvacudv Eywve drag and drop to avrtictoyo
basicscript (oto buttonl tov cvvdévacpod 1 = drag and drop to basicscriptl), oto medio “Select
object” tov button = OnClick(). Xto nedio select function emidéynke yioo Oha ta Kovumio M
ovvapton basicvrFOUR.settings(). H 006vn petd v emloyn TOL KOLUTIOD «GLUVIVOOoHOG]»
eatveral oto oynua 3.18. Iapopoteg eivar ot 006veg TOV VTOLOTOV ENTA KOLUTIDOV-GLUVOVACLAOV.

Ewgnipospa

Zyquo 5.18: O86vn pe TNV emA0YN TOL KOLUTION «GLVILAGUOG ]
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310 Kovuni «Zopmépacoy oto, components éyet mpootebei to SCript “symper” to omoio @aivetrol 6to
oynuo. 3.19. o onclick() event: Select object = to button «Zvumépacua» —> select function =
GoToSymperasma). To script “symper” YPNOUOTOLEL ™ Biprrobnkn
UnityEngine.SceneManagement yio va et oty enduevn oknvi (Ypouurn 8 tov Kmoika).

< symper.cs X

> Users > user » Desktop » ptyxiaki > projects > final project > karantina > Assets > Scripts > 4.animation ) C symper.cs
UnityEngine;
ing UnityEngine.SceneManagement;

public class symper : MonoBehaviour

d GotoSymperasma()

SceneManager. LoadScene(SceneManager .GetActiveScene() .buildIndex +1);

Yynpa 5.19: To script “symper”

59 ZXknvi: symperasmataY likaSwmata

H oxmvn avt) gaivetar oto oyfiua 3.20. H iepoapyio Tov ovTIKEIWEVOV TG VoL TOPOUOLN [LE QLT TNG
oxknvig “ylikaAbout”, “fe2-maza” wai “testscened”, pe tn povn deopd OTL TEPIEXEL TEPLGGOTEPO.
textMesh Pro pie 10 mepieydpevo toug va givat d1apopeTikd. Xe avTh T KNV divovol 1| TapoTnpnon
KOl TOL COUTEPAGLLOTA TTOV TTPEMEL VO GUUTANPMOCEL 0 Lo TiC oto Pifiio.

YAWKd ocpota
®E2: MAZA

V Bafoupe orov éva Sloxo tou {uyod tn {ayapn xai otov
@AAov 1o pOL, To yiaodptt, T coKOAdTH, YO maTATAKL
o to BapPaxt, O Luyde 1oopponel
( 1kg = 0.5kg « 0.2kg + 0.1kg + 0.1kg * 0.1kg )

V Bdloupe otov £va dioxo tou Luyol 1o yiaodpTL Kat oTOV
@AAov ) coxoAdra Kot Ta wevardxie 0 {uydc woppomnzl.
(0.2kg = 0.7kg + 0.1kg )

\/ Bafoupe otov éva Sioxo rou Tuyod 1o pOTL Xat orov
GAAOV 0 yLa0UpTE, T COKOAGTA, TO MUTATAKIC KL TO
BapPdny, O Tuyde (oopporel,

( 500kg = 200kg + 100kg + 100kg + 100kg )

H péda elvat g yapaktplotix widtna wou £xouv
oAa ta owpara, Ma va peepiicoupe o) pala
xpnowonotodpe o {uyd olyrpiong xal dAAa chpara
pe yvworés pdades. 'Vrav ou paies wov Balovpe oto
{uyd elvon foeg, Tote o {uydg woppome.

Ay

Iyfpa 5.20: Zknvn-symperasmataY likaSwmata
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Y10 Kovumi «Apyki» ot components €xer mpootebet To script “ArxikiYlikaSwmatwn” to omoio
eaiveton oto oynua 3.21. Xto onclick() event: Select object = 1o button «Apywn» > select function =
arxiki(). To script “ArxikiYlikaSwmatwn” YPMNOOTOLEL ™m BiprobnKn
UnityEngine.SceneManagement yio vo mdel oty apyikny oknvh (ypoppn 8 tov kddika) 1 omoia
Bpioketon gikoot mévte oknvég micw (PAéne oynua 1.10).

¢ arxikiYlikaSwm.cs X

+ » Users > user > Desktop > ptyxiaki > projects > final project > karantina > Assets > Scripts > Panels > ylikaSwmata > € arxikiYlikaSwm.cs
UnityEngine;
UnityEngine.SceneManagement;

public class arxikiYlikaSwm : MonoBehaviour

{

public void arxiki()

{

SceneManager. LoadScene(SceneManager .GetActiveScene() .buildIndex -25);

3

Zynue 5.21: To script “ArxikiYlikaSwmatwn”

5.10 Emiloyog

To meipapo ¢ oeAidac 24 Tov oyoAkov Pifiiov, vAomoieitar pe T YPNON EKTETAUEVNG
TPOAYLOTIKOTNTOG HEC® TV Topumdve €61 oknvdv. Ot Tapamdve €61 oknvég elval amapaitnTes yio
TNV OUOATY POT| TOV TMEWPALATOS. META TO TEPAG TG TEAELTOLNG GKNVIE TOV TEWPALATOC, ivorl Oepitd
va &yovv emtevydel o1 pobnoiokol otodyot mov avapépdnkoy oto kepdiaio 3.3.

52



E@appoyn mepdpartoc yio to kepdiato Evépyela

Kepdarawo 60: E@appoyn meipdpatog yro 1o ke@aiorwo Evépyera

6.1 Ewayoy

Ye auTd TO KEQAANLO TEPIYPAPOVTINL Ol HaONGLOKOL GTOYOL TOV TEPAUATOC TG GEXidag 46 Tov
kepaaiov «Evépyelon tov oxolikov Pifiiov. EmmAéov, avaivoviol OAa To fpata TG onpovpyiog
TOV CKNVOV TOL VAOTOL00V TO TEIPOLLA, YPTCULOTOIDVTOS TEYVOAOYIEG EKTETAUEVTG TTPAYLOTIKOTNTOS,

6.2 Xe)lioa frpriov 46

Y10 kepdiato «Evépyeian avikel | evomnta «®E3: H ENEPTEIA AAAAZEI XYNEXQY MOP®H».
H evomto Eekvael pe éva elcoy@ytkd epéficpa Kot akoAOVOE Lol TEWPAUATIKY AVTILETOTIOT GTNV
omoio. o1 paONTEG SOMOTOVOLY TN UETATPOTN TN OmoONKELUEVIG OUVOUIKNG EVEPYELNG TOV
GUUTIEGUEVOD ELOTNPIOL GE KIVNTIKN EVEPYELX. XTN GULVEXELW, 0koAoLOEL To melpapa ¢ oelidog 46
(oyqua 4.1). Tto meipopo ovtd oL pabnTég KoTaokevdalovy éva omAd MAEKTPIKO KOKAMUO UE pia
umotopio Kot €vo AoUTaKL o€ AvyvioAdfn. Xtn cuvEYELn, TOPATNPOVY OTL TO AauTaKt QTI(El, 660
UETATPETETOL 1 aoOnKeLUEVT) YNIIKY EvEPYELo TG urotopiog o€ nAektpikr. Otov amocuvoebel 1
umotopio omd 10 KOKA®UO, TO ACUTOKL ToDEL Vo QMTICEL KOl GTOUOTA ) LETATPOTN TNG EVEPYELNG OO
™ o popen oty GAAn. H e€aywyn tov coumepdouatog yivetor He KOTAAANAEG EpMTNCES KOl
ocv{pmon omv Taén, uéca omd TV omoic Ol HOONTEC YEVIKEDOLV TIC TOPOTNPNOES TOVC OTO
TEPALOTO TOV TPONYHONKAY Ko SaTVTOVOLY T0 cvunépacpo. Emimiéov, yio v mpaypatomoinon
TOV MEWPAUATOG EKTETAUEVIS TPOYLATIKOTNTOC, £xEl Tpootebel ot cedida 24 extvmwuévo To image
target20 amo tn Pdon high class.

MTanELoet. 10 s loas TS il AnoovaeC TV yIaTaps and 10 sixdans. Ti moperpe

ooy

QL
_Qagotagonka G T Miunare S Bl oton Beerabiedis i
S RPN N R VRO SN -

TIOPETAETIE CEC MOPOITI DAIVES IS LIRS 00U XPIRHETOLE RaSTLES Tnppucn T i
Y 0T e TS Eneod

Zyquo 6.1: ZeAida Biiiov 46
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6.3 Ouoknvég Tov mepapatog — Evépyera

To meipapo exTETOUEVNC TPAYUATIKOTNTOG amoTeAeital omd €L OKNVEG OMMG OVTEG PaivovTol GTO
oynua 4.2. Apyikd o pafntig-toiktg, apod emAEEEL TO KEQAALO TNG evEPYELag (oKknVvN: startScene),
eppaviCovtat to d1abéotpa TEWPAPATO TOV EVOTHTOV ToV KePaAaiov (oknvi: EnergeiaAbout). Apod
emré€el molo meipapa B€AeL vo vAomombei, epnpaviovtal ot 0dnyieg Tov TEPALOTOC KOODS Kot Ta.
VAKA To omola wpémel va cuAAEEEL (oknvi): fe3-energeia). Xt cuvEyela, evepyomoleital  KAUeEPa g
GLOKELNG TOV, KOl apod okavapel To grcode g oelidag 46, eupoaviletor po TOpTo EXAVENUEVNC
TPOYUATIKOTNTOG KO L0 LWTAPOL [LE T EVOTOUEIVAVTA VAIKA T omoia Ppiokovtal wicw amd avth, o€
éva gikoviko meptpdrrov (okmvi: VRG). Molig cuAréEel Oha tor vAIKG TG umapag, sueoaviovton
odnyieg (oxnvn: testSceneb) yio to melpapa wov Oa axorovdncel. Tkavapovtag Eava to grecode g
ceAidag 46, eupavifetol 10 KOKA®UA TNG EIKOVOS TOL GYOAKOD PifAiiov kabdg kot dVo KovumLd To
omoio. aVTIGTOLOLV GE OVO KOTOOTACELS “Zuvdeon” kot “Amocivdeon” (okmvi: 6.animation). Xto
KAT® HEPOG VTTAPYEL TO KOVUTL “CUUTEPAGIA” TO OTTOI0 0ONYEL TOV TAUKTN GTNV ETOUEVI] GKNVA M
onoio, omoteleital omd T CVUTANPOUEVN TTapaTPNon Tov BiAiov KabdG Kol TOL CLUTEPAGUATOC
(oxnvn: symperasmataEnergeia).

Evépyela Evépyela
OE3: H ENEPTEIA ANMAZE] SYNEXQT MOPOH

1. Mumapis
2, Aspmdn ot Mirywedady
OEI; K ENEPTEIA AMAZE! TYNEXQI MOPONH 1. Anluides
Nedpous othilo & Lovtrus

T S NE TMEYSARATIE | SATHE 1K s e ( du

THoabi=yat 19y 000150 RENw KR 03 Bary

f1m buptss tow fpisesim tisu 21t 1w atges sndgge

i et tow sEpdpetac TAMLLLE 18 dha «

T L

Bow whiw ppog Mg whden( oodgyn pmape ot ve shind
KaAy sy
Narw Disw Tevigen

Evépysia

ME3: H ENEPTEIA ARAAZE] IYNEXDE MOPOH

Evépyewa
©E3; H ENEPTEIA AAAAZE] TYNEXQE MOPOH

PR
Rapmapodpe 411 e lapmbe) sapare ve guiin 1. Mamspla v
2. Ampude o duyvelapy V'
Lkekiba V

oty unsquvbloups m pnurapio amé o wivlupa

aut
Luprpatveupt ot sy selnuipovdoytd pag, drav ’
IPOCPeT0I0dYE T MnPapt ovaxtafc n cefpytin TomvStnee 1y sappu nive and 1o derceds vy sehlbag 45
prospdnio: ond o jea poped ety &y 1t suwiynn sppwellorm to shedvpa now flinog oo
asiva 100 PAiow vy sediba M, Ansotviear (g prmtapin
and 1 xOupa sdveveay Qs ot eosynl “aneotvioon”
Mapatipyes 1t oupflair 1o Anpndea dvav eeviing am

anosovhing ty paaiazin ved 1w wislsgn

gt

Isviyua

Zyquo 6.2: Zknvég melpdpatog oeridag 46
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Meté TV OAOKANP®GCT TOL TOPATAVED TEPAUATOC EKTETAUEVNG TPAYUATIKOTNTOG, Ol pobnoilokol
oTOY01 IOV €ivan Bepitd va emttevyBovv givor ot e&nc:

* Na g&€nynoovv ol padnTég Tmg 1 EVEPYELD LETATPETETOL OO LU0 LOPPT) OE LI GAAT).

* Na koToypdyovy ot LobnTég TopadEYLLOTO EVEPYELUKMDY LETOTPOTOV

6.4  Xxknwi): EnergeiaAbout

H oxnvni avt gaivetar oto oynua 4.3. H wepapyio tov avtikeluévoy g amoteleital omd:

1. Mia main camera (unity - GameObject - Camera).

2. ‘Eva directional light (unity - GameObject - Light - Directional Light) ywa to cwotd
QOTIoUO TNE GEMdOC.

3. ‘Eva event system (unity > GameObject - Ul - Event system) yio ) Agttovpyio tov

KOVUTTIDV KO TOV EVOALAYDV TOV GKNVAOV.

4, ‘Eva. canva 6tov omoio vrdpyovv moAld textMeshPro yio v glcaymyn tov Kewévov kadog
Kot 6vo buttons. Me avtd yivetatl n evailayn tov oknvodv, pEcm evog script Tapouolov pe tov script
“menu”, T0 omoio amoteAsitoan amd TIg ueboddovg “next()” kar “back()” mov ypnoomolovV T
Bprodnkn UnityEngine.SceneManagement. To script avtd sivor tomobetnpévo oto inspector tov
canva. "o T Agttovpyia Tov Kovumov g cvvEyelag, oto nedio OnClick() = Select project = canvas
- Select function = next(). ' T Agttovpyior Tov Kovpumiod “micw” OnClick() = Select project =
canvas > Select function = back().

Evépyela

®E3: H ENEPTEIA AMAZEI ZYNEXQE MOP®H

Nelpapa oeALOn 46 fuvéyawn

Niow

Zynpa 6.3: Zxknvn “EnergeiaAbout”
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6.5 Xknvi: Fe3-energeia

H oxnvi avt) gaivetanr oto oynue 4.4. H epapyia tov aviikelpévov g eivar 0o pe avt g
oknvrg “EnergeiaAbout”, pe ) udvn dapopd o6t mepiéyel mepiocdtepo. textMesh Pro kot to
TEPLEYOUEVO TOVG EIVOL SLAUPOPETIKO.

Evépyewa
®E3: H ENEPTEIA ANMAZEI SYNEXQS MOPOH

1. Mnotapio
2, Aopmaxt o Auyvohafi
3. KoAwbio

I wuvEy el evepyonoteito 1) eGpEpa o) suokeul|§ oou.

TomoBétnoe v kapepa navo and vo barcode g oeAibag 46.

£vo Swpdno wou Pploxetal wicw and TV moépTa UNAPYOUV KPUEEVE T
tplo pAd Tou nepaparos. TOANESE 1o OAT KEVOUTUG KALK TRdVE TOUC.
£ro Kive pfpog 1 ofdvne undpyer predpa pe o vAKE.

Kakd coyn!

Miow fuvéyaa

Zynuo 6.4: Txnvr fe3-energeia

6.6 Xknvi: VR6

g LT TN OKNVY], 0 TAIKTNG UETA OO TPOTPOT] TMV OO YLDV TNG TPONYOVUEVNG GKNVIG, OKAVAPEL
10 grcode mov PBpioketar otn celida 46 tov oyoikov Pipriov. MoAg n Vuforia Camera to gvtomioet,
eneavietor o Topta emavénuévng mpaypatikémag tave and to grecode (oynua 4.5). H mopta
emovénuévng mpaypoTikoétTag mov eueaviletar, €xel v 101 Agttovpylkdmro pe v wOPTO
gWoVIKNG paypatikoémmrag s oknvig “VR4”. Tha va pavel 1o gucovikd mepifAAAov mov vrapyet
oW TG, 0 ToUKTNG TPEMEL v €1GEADEL [l TN GLOKELY] TOL péca otV TTOpTa. MOALG Yivel owto,
akoAovBel oA eufvbion Tov maiKTN of €va SOUATIO EKOVIKNG TPOYUATIKOTNTOG, OTO OMOio
KoAgitonr vo Bpet ta Tpiot VAIKA TOv TEPApaToc. XTo KAT® UEPOG TG 000VNG LVITAPYEL UTdpO TNV
onoio. paivovton To. voAemopeva vAIKA. H epapyia tov aviikepévav mmg oknviig VR6 oaivetot
avaAvtikd oto oynua 4.6. Iepnnrikd, amoteleitor and ta 010 Packd avtikeipeva g oKnNvig
“VR4” pe m povn 6100opd to SLopOPETIKA EIKOVIKA OVTIKEILEVO OV VTAPYOLY KOl ATOTEAOVV TO
Vpog Tov dwpatiov. Ilpw ) dnovpyio ™g TOPTOC, £ytve dMovpyic OvVTIKEEVOD “image target”
Kot 1 emloyn tov marker20 amo6 t Pdon highclass. To moudi Tov image target eivon éva empty “portal
parent” TPOKEWEVOL TA TEPLEYOUEVO OLTOD VO EUPAVICTOLV €POGOV 1| arcamera EVTOMIGEL TO
imagemarker20. Ta dopkd ototyeio Tov dmpatiov givat ot Toiyxot, N TOPTH, TO TUTMLO KoL 1] OPOPT.
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E@appoyn mepdpartoc yio to kepdiato Evépyela

Avtd dnuovpyndnkav pe tn ypnomn tov Probuilder. Ot 1dkotepeg pubpicelc sivar idieg pe avtég g

oxnvig “VR4”,
! ’ } !
i Siacepla 'E AapmaK: o g Kawbia |
! i AvyvoAadn E i
-
= =
— ) g
Yynpo 6.5: Tlopta emawénuévng mpaypatikotrag VRO oxnvig
v <¢ VR6 : >
G2 Main Camera % g Ceml;::ha(:kz
¥ 1) ImageTarget1 0 pe
w [ portal parent &0 Door
» ) kalwdia_2 ¥ ) Canvas
» &8 Whetstone > £l Image plaisio
&9 PintMug > » 1) Text (ladi)
&9 Bowl > p G71 Text (nero)
» §@ RopeSlackLength > £l Text (grami) (2)
> 8 Forge > 7] Image (mpataria)
» &3 ampaki 7 Image (kalwdia)

» §@ Handcart

» &8 AlchemyBench P G Text (kalamak]?
&% PoorChair 5 Image (lampaki)
&@ Horseshoe 51 Text (grami) (3)

571 Text (grami) (4)
£ Text (grami) (5)

&@ BarrellRack
&@ BarrellRack (1)

» &3 AnvilStand2 &) Cube

» &@ DeerSkull ) Cube (1)

» &g CubeCrate b G# cables_untextured fbx (1)
» &@ CubeCrate (1) » @ battery

> & CubeCrate (2) (71 EventSystem

» &g CubeCrate (3) c ¥

» &g UtilityRope B Anconer

v (7 Directional Light
{71 Directional Light (2)
1) Directional Light (5)
1) Directional Light (1)
1) Directional Light panw
1) Directional Light (3)
1) Directional Light (1)
1) Directional Light (2)
1) Directional Light (3)

&@ TanningRack
» &g Barrell
» &@ Barrell (1)
» &@ Barrell (2)
» &@ Roundstool
» &g SmithingHammer
» &@ WoodenPail
» §@ HempBecker
&p@ LongCrate
» §@ MeadBottle

VVVVVVVVVVVVYVYVVYVYVYVVYVYVYYVYYVYYY

» &@ MeadBottle (1) £ Point Light
» @ uploads._files_109372_kk1 7 Point Light (1)
G@ untitled £ Audio

Zyuo 6.6: Iepapyio aviikeyévov VRO
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Kepdroto 6

6.6.1 Ewkoviké weprpariov kon etkovikd avrikeipeva VR6

To gomtepto Tov dopotiov potdlel pe cuvepyeio. Amoteleital amd dekddeg assets, .fx ko .obj mov
amobnkevmKay amd To Unity asset store koi omd 16T0GEMSEG Ommg aVTEG avaeipOnkov GTo
avtioToyyo kepalato g oknvig “VR4”. Xto oyfua 4.7 @aivetal 10 €00TEPIKO TOV dOUATIOV e
AETTOUEPELEG.

Yynpa 6.7: Aopdtio VR6

Ta tpia VAMKE TOL 0 TOUKTNG TPENEL VO GUAAEEEL TPOKEUEVOD VO TTPOYWPTGEL GTO TEIPALLL PoivovTal
oto oynpa 4.8. Ta viud mov o maiktng Tpémet var LalEWeL TPOKEEVOD VO TPOYMPTGEL GTO TEIPULLAL,
etvan TomoBetnpéva péca 610 eikovikd mepidAdov pe Tpomo EEvmvo, T€T010 AGTE VoL unv eivat ovepd
EK TPOTNG OYEMG OALG GLYYPOVAG VA Eival S1KPLTd.

ynpa 6.8: Yawa nepdpatog (Evépyeia)
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T'o tov Mo ™mc¢ oknvig “VR6” ypnoworombnke évo gameobject empty pe dvopo “Audio”. Xt
components Tov empty “Audio” mpootébnke éva “Audio source” pe Tig ideg pubuicelc g okNvig
“VR4” aAldlovtog to apyeio fyxov ywo va givar povadikd. ‘Eva akdua component tov mpootédnke
o1o audio givor to script “audiovrsix”. To script avtd givor Tapduoto pe to script “audioVRFOUR”
mg oknvig “VR4”, pe ) d10popd 0Tl KOTOGTPEPEL TO OVTIKEILEVO TOV YOV GTN oKNVN testsceneb,
dAadn v emduevn g VR6. 10 oynue 4.9 eaiveral o inspector tov audio.

@ Inspector | a i

@ v |Audio Static ~
)4 Tag Untagged ¥  Layer Default v

*

> ). Transform

® ©

#

v i v Audio Source
AudioClip ) 8VR6 ®

Output None (Audio Mixer Group) ®
Mute [
Bypass Effects

Bypass Listener Effects

Bypass Reverb Zones

Play On Awake v
Loop v

Priority @ 128
High Low

Volume ®

Pitch ® 1

Stereo Pan ®
Laft Right: —

Spatial Blend [ 0
i 2D ap

Reverb Zone Mix 2 1

» 3D Sound Settings

¥ #| v| Audiovrsix (Script) @ i+

Script audiovrsix

Add Component

Yynpa 6.9: PuOuiceig yov VR6

6.6.2 Evarioyn oxknviic VRO

Y10 Tplo avTIKEILEVO TOL TPEMEL VoL GLAAEEEL O TaiKTNG Eyovv Tpoctedel Tal id10 components OT®G Ko
ot oknvn “VR4”:

o Box collider
o Audio source:
o To script “Dotvrdour” (oyfpa 3.11)

H pnépo oto xdtom pépog tov moryvidod HE T VIOAEmOpeva Toyvida glvar o canvas omd TNV
epopyio avtikelévoy kol amoteieitor ond Tpia textmesh Pro pe to ovopoTo TV aVTIKEWWEVOV Kot
avTioTol o TPELS EIKOVES (TIK) TTov ep@avifovtal HOAG 0 Taiktng emlégel éva avtikeipevo omd avtd.
Yto. components tov canva mpootédnke to Script “csSIXX” (oyfua 4.10) to omoio éxel v idwo
Aertovpywotnta pe to  Script “canvascriptvrfour” (oyfqua 3.13). Me to script “csSIXx”, dtav o
LETPNTNG SUM @Tdoel TV apBud tpio ot ypapur Tov kodiko 18 (dniadn 6tav 6Aa ta avTikeipeva
Bpebovv), koiel v emduevn oknvn péow g PPprodnikng UnityEngine.SceneManagement ot
YPOUU TOL KOdKa 19.
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Kepdiawo 6

£ osSXxes X

er » Desktop ) ptyxiaki > projects > final project > karantina > Assets > Scripts > VR6 > € csSDix.cs
stem.Collections;
stem.Collections.Generic;
UnityEngine;
UnityEngine.SceneManagement;

class csSIXx : MonoBehaviour

if(sum == 3){
SceneManager . LoadScene(SceneManager .GetActiveScene().buildIndex +1);

Yynpo 6.10: To script “csSIXx”

6.7 Xxnvi: TestScene6

H oxnvi avt eaiveton oto oynua 4.11. H iepapyio tov aviikeyévov g eival mopopole e 0uTh g
oknvig “energeiaAbout” kot “fe3-energeia”, pe m pdvn dwpopd ot mepiéyel mepiocdepa. textMesh
Pro pe 1o mepieyopevo toug va etvat Sopopetikd. Xe auth T oknv divovtal 0dnYieg yio To TeipapLo
OV aKOAOLOEL

Evépyeia
®E3: H ENEPFEIA ANAZEI SYNEXQE MOP®H

YALKO

1. Mnarapia v
2. Aapmdnt o€ Augvohafi V/
3. Kedwdia  V

Elpapa

TomoB&moe v Kaypepa wave and to barcode tng oeAidag 46.
It suvexela eppavileton 1o KOKAwpa wou PAEREL oTNV
ewkdva tou BifAlov ot oeAidu 46. Amoolivieoe T patupio
ared To KOkAwp kdvovreg KA oTo Kovpnl "amootvbean”.
Mapartipnoe T ovpPalver oto Aapmdxe 6tav GuvSEELS Kat
anoouVSERLS Ty pracaplo amd to KOKAWp.

TuvExEw

Zynpo 6.11: Tknvn testscene6
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6.8 Xkmvn: 6.animation

Ye aut) TN OKNVA TpayuoTomoleitol To mElpopa NG oeAidoag 46 pe T ypNOM EKTETAUEVNC
TPAYUOTIKOTNTOG. TNV OpYIK 006V VIOPYEL KOTUOKEVAGUEVO TO KOKAMUO TNG EKOVOC TOV
oyolkov PBipriov (oynuo 4.12) to moio omoteleiton amd To TPion VAKA: umotopio, AGUTAKL GE
Avyviohopr Kot Ta Koddota.

Yynpo 6.12: To kdkhmpa g oelidag 46 Tov oyoikov Bifiiov otn oknvn “6.animation”

Y10 mave pépog g oBdvng vmdpyovv 0Vo kovumid “Lovdeon” kot “Amocvvdecn” Ta. omoia
ava@épovtal ovtiotoye oty ovvoeon/omochvoesn ¢ uratapiog and 10 KOKA®UO, OTO¢ ovTo
{nrettar oto ook PiPAio Yo TNV OAOKANP®OT TOL TEPAUOTOC Kot TNV eEQymyNn TG TOPATHPNONG
KOl TOV GUUTEPACUOTOC. METE 0rd TPOTPOTH TOL TOIKTN 0TO TAvVD UEPOG TG 00ovNg «Ilapatipnoe
TL ovpPoaivel OTaV GUVILELS KAl OTTOGVVIEELS TNV UTATAPIO OO TO KUKAMUO», O TAIKTNG TOTOVTOS TO.
000 xovumid PAETEL TIC 0AAOYEG GTO AOLITAKL TNG ALY VIOAAPNC. AVTEC Ol 600 KATAGTACELS LETH TNV
EMAOYN TV 00O KOLUTLOV Qaivoviol 6to oynua 4.13.

|
fs*

Amgovbion

=

| lu;mipnc,m
/t£ ‘___ﬁ, g:: |

Zynpa 6.13: Koatoaotdoelg ouvdeon/amocuvdeon
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Kepdroaio 6

6.8.1 Iepapyio avrikepévov — 6.animation

H epapyio tov avtikeévov e oknvig 6.animation (oyfua 4.14) amoteAeital omo:

* "Eva event system.

. Mio ARCamera.

. Tpia directional lights yio 60616 QOTIGUO TEPYETPIKA THG TOPTOC Ko dekamévte point lights
E0MTEPIKAL.

. To image target20 to omoio epnepiéyet :

Ground: éva £30.pog Tov KaAVTTEL TO image target.
To kdKhmpo Tov cyoikobd Piiov.
o Avo point lights yia 11¢ KoTa6TAGES GVVIEST KO OTOGVVOEST).

. "Eva canva o omoiog eumepiéyet

"Eva TextMeshPro oto méve pépog g 006vng yio 0dnyieg Tov mepapatos.
Avo buttons mov avtioToovV 6T GVVOECT/AmocHVIEDT).
o 'Eva button mov ovTioToLyEl 6T0 «GUUTEPAGLLOY KOl TTPOYOPAEL OTV EXOUEVT] GKNVI).

. ‘Eva empty petovopacpéve g “gameobject” oto components tov omoiov mpootédnke to
script  “sixanim”, mov &ivor vevBuvo Yoo OAN TN AgrTovPYio. TOL TEWPAUOTOS KoL OVOAVETOL GTN
GUVEYELDL.

Synpa 6.14: Tepapyio avtikelévaoy “6.animation”
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6.8.2 Script “sixanim”

To script “sixanim” @aiveton avaAvtikd oto oynua 4.15. Mo cuykexpipéva:

211G YPOaUpEG TOV Kddko 7 Kot 8, dnuovpyodvtor dHo aviikeipeva tomov “gameobject” ue tic
ovopooisc “fws1” kat “fws2”, to omoia TpoopiCovtal yio, ta 6vo point lights tov Bo vAomolovV Tig
KOTOOTACES 6VVOEST)/ amochvdeon TG pratapiog omd to kKhkAoua, dniadr kotaotdoelg on/off
TOL PWTOG.

2T1¢ YPaUUEG TOL KK 9 kat 10, dnpuovpyodvtal 600 avTikeipeve TOToL “gameobject” Ue Tig
ovopooisc “pcorthio” ko “pekathisto”, ta omoia mpoopilovtat yio 860 cuvdetnpeg

(pc=paperclip), ot omoiot avdloyo pe v Katdotoon cuvdeon/anochvoeon ival 0pBio 1
ka0iotol avtictorya. OVGIUGTIKG ATOTEAOVY TOVG SIOKOTTES TOV KUKAMLOTOC.

>t cvvaptmon Start() amevepyonotovvtan To d0o point lights (ypappég tov kddika 15 kat 16)
YTl 6NV 0Py TO PMOG TOL KVKADUATOS TPETEL VO, VOl GPNGTO. TN Ypouu ToL KOdika 17
OTEVEPYOTOLEITOL O GLVOETNPAG 0 KaB1GTOC 610TL TO KOKAMUA gival ofnotd. Avtd onpaivel Tog To
uoévo gameobject wov givor evepyomomuévo oty apyikn 086vn givat o cuvdeTpag o 6pOlog yio
va 8ivel TNV ekdva, EVOG OITOGVVIEUEVOD KUKADUATOS atd TNV Uratapio.

1t cvvaptmon Syndesi() mpokeipévou va 608ei 1 aioBnon evog cuvdedeévon KUKAGUATOG pE
™mv umotapio sivar evepyomomuéva to dvo point lights (ypappéc tov kddka 22 kat 23) kot o
ovvdetpag o kadiotdc (Ypouun tov kddika 25). O cuvdethpag o OpOlog amevepyonoleital
(ypoppn tov kmotka 24).

1t cvvaptnon Aposyndesi() ot kataotdoelg false/true givon dheg avtibeteg pe T1¢ avtiotoryeg g
ovvaptnong Syndesi() mpokeévoo vo dobel 1 aicOnon evog un cuvoEdEUEVOD KOKADUATOC LE
™V pratopio.

C sixanim.cs X

C: > Usern user » Desktop > ptyxiaki » projects > final project > karantina » Assets » Saipts > 6.animation » € sixanim.cs
1 i System.Collections;
.Collections.Generic;
yEngine;

public class sixanim : MonoBehaviour

ic GameObject fwsl;
GameObject fws2;
GameObject pcorthio;

ic GameObject pckatisto;

Start()
fwsl.SetActive(f '

fws2.SetActive(+ H
pckatisto.SetActive(

pcorthio.SetActive
pckatisto.SetActive(tru

3

public void Aposyndesi()

{
fwsl.SetActive(false);
fws2.SetActive(false);
pcorthio.SetActive(t
pckatisto.SetActive(

Zynpo 6.15: To seript “sixanim”
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9

1o inspector tov empty “gameobject” g epapyiog Tov aviikeévov g oknvig “6.animation
mpootédnke o Script “sixanim”. Onwg goaivetor oto oynua 4.16, ota nedio.:

o “fwsl” éywe drag and drop to pointlightl (oynua 4.17) amd v 1epapyio avTIKEWEVOV.

o “fws2” éywe drag and drop to pointlight2 (oynua 4.18) amd v 1epapyio avTIKEWWEVOV.
Xpnopomotodvror d0o point lights yio v katdotacn «GHVOEST», Yo, L0 TLO PEAAIGTIKT
KOTAGTOCT TOV QMTOG.

o “Pcorthio” éywve drag and drop to paperclipl (oynua 4.19), dniadn to épbio, amd v
tepapyio aVTIKEWEVOV.

o “Pckathisto” éywe drag and drop to paperclip2 (oynua 4.20), dniadn 10 Kab1610, 0o TV
tepapyio avTIKEWEVOV.

© Inspector

7] | GameObject ||| static>
" Tag Untagged ~ | Layer Default =

b J.  Transform 9

v #|v! Sixanim (Script) o
Seript * sixanim ®
Fws1 /& Point Light o/
Fws 2 @ Point Light2 ® |
Pcorthio | @ PaperClip_ORTHIO 0}
Pckatisto | @ PaperClip_2 o}l

| Add Component ’

~ |Point Light1] | Gt

Tag Untaggeds *  Liyer Oefout v

» A Transtorm oI

v ¥ - Ligm LI

Type Paint -
Renge 08

Color A

Moo Resiume -
Intensity 0

A Rnatrse NAWEt DINTE WASTATYG 8 NS RpSored (o Kot 03 Pomt kgt

Shadaw Type No Sradows

Ceckle [None (T asture) c)

Flame Norw (Flaro} @
i EET . N P LN | Cumgha Evarything 3

Yynpa 6.17: pointlightl (dkAopo celida oyolucov Pifiiov 46)
[Mo ™ AertovpykdTTO TOV KOLUTIDHV GUVOEST)/ OTOCHVIEST:
o Xto canva, oto inspector tov button “syndesi”: onClick() event = select object = gameobject
- select function = sixanim.Syndesi.

o X10 canva, 6To inspector Tov button “aposyndesi”: onClick() event = select object =
gameobject - select function = sixanim.Aposyndesi.
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@ + Point Light2 Static >
* Tag Untaggea *  Layer Defautt -
T Tramierm e
¥ ¥/ tig e
Tyee Point .
Rarge 5
Color ”
Moce Reattme .
Imensity 1
Indirect Muplior 1

‘ Fastone NECect DOUNCO ShaTOWNG B HOE MO0 83 10r SPOT ard Pail Ignie

Shadow Type No Snadows. .
Cookle None (Texturo) ®
Draw Halo

Flare MNone {Flare) (O]
Récter Moxse As -
Culing Mask Everything v

Yynpo 6.18: pointlight2 (dkAopa celida oyoiucov Pifiiov 46)

Zynuo 6.19: paperclipl-Awokontng kheotog (KOKAmpo GeXida oyohkov PiAiov 46)

Synuo 6.20: paperclip2-Atokontng avorytdg (koxhopo cedido oxoiikol Biliov 46)
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T'o ) AettovpyikdTTa Tov Kovumiod «Xvumépacpo» ywve drag and drop to script « tscsix” (oyfua
4.21) oo components tov button “symperasma”. To script  tscsix” ypnowonoidvrag ™ Piiiodnkn
UnityEngine.SceneManagement, mpoympder T0 7oyvidt omv emnduevn oknvy OmAadn oTto
ocvumépaopa. Xto inspector tov button “symperasma’: onClick() event - select object = button-
symperasma —> select function = tscsix.synexeia.

f tsosiees X
» > Users > user > Desktop > ptyxiaki > projects > final project > karantina > Assets » Scripts > Panels > energeia > € tscsix.cs
g UnityEngine;

using UnityEngine.SceneManagement;

s tscsix : MonoBehaviour

public void synexeia()

SceneManager. LoadScene (SceneManager.GetActiveScene() .buildIndex +1);

Yynpa 6.21: To script “ tscsix”

6.9 Xknvi: symperasmataEnergeia

H oxmvn avt) eaiveton 610 oynue 4.22. H iepopyio 1@V OVTIKEWEVOV TNG VAL TOPOLOLN LUE VTN TNG
oknvig “EnergeiaAbout”, “fe3-energeia” xai ‘“testscene6”, pe 1 povn Sapopd OTL TEPLEXEL
neplocdtepa textMesh Pro pe to mepieyopevo toug va gival S10popeTiko. Xe auth T oKy divovtot i
TOPATPNON KOL TO CUUTEPAGLOTO TOV TPEMEL VO, COUTANPADOGEL 0 Loldntig 610 Piiio.

Evépyela
®E3: H ENEPTEIA ANMAZE| SYNEXQS MOPQH

Napornpodpe 61t To Aapmdxe otapardst va puriist
otav anoouvSEoupE T pratapin ané to kKiKAwpa.

Iypmepaivoupe otL ot KaBnpepvotnTa pag, drav
xpnowponoLodpE TIg SLAPoPES OUOKEVES, 1 EVEPYELL
HETOTPETMETOL OO TN e pope@i} oty aAA.

Apywiy

Iyfuo 6.22: Zknvn-symperasmataEnergeia
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Y10 kovumi «Apykn» oto components £xel mpootebel To script “entostar” to omoio @aiveral oTo
oynuo. 4.23. 1o onclick() event: Select object = to button «Apywn» = select function = arxiki(). To
script “entostar” ypnowomnowet ™ Pipiodnkn UnityEngine.SceneManagement yio va mdelt oty
apyikn oknvn (ypopuun 8 tov kddika) n omoia Ppioketor Tpiavta evvid oknvéc micw (PAéne oynua
1.10).

C entostar.cs @

C: > Users > user » Deskiop > ptyxiaki > projects > final project > karantina > Assets > Scripts > Panels » energeia » € entostar.cs
UnityEngine;
UnityEngine.SceneManagement;

public class entostar : MonoBehaviour

{

publiic void arxiki()

{

SceneManager. LoadScene (SceneManager.GetActiveScene() .buildIndex -39);

3

Yynpa 6.23: To script “entostar”

6.10 Emiloyog

To meipapo ™ oeAiidag 46 Tov oyoAwkod PiPfAiov, vAomoleitar pHe TN YPNON EKTETAUEVIG
TPAYLOTIKOTNTOG HECH TOV TOPUTAVE 6 oknvdv. Ot mapandve €51 okNVES eivorl amapaitnTeg Yo TV
OLLOAY] POT TOL TEWPAUATOC. META TO TEPUC TNG TEAEVTOLOG GKNVIG TOV TTEPANATOS, eival Bepitd va
&yovv emtevybel o1 pobnolakol 6todYOL TOL AvaPEPONKAY 6T0 KEPdAmLo 4.3.

67



Kepdiawo 7

Keparawo 70: E@appoyn meipdpotog yro 1o ke@drowo Iemrtiko
cVoTHO

7.1 Ewayoym

Ye auTd TO KEQAANLO TEPTYPAPOVTIOL Ol HoONGLOKOl GTOYXOL TOV TEPAUNTOS TG GeMdag 66 TOv
kepaiaiov «llemtikd cvomua» ToLv oxolkod PBiPiiov. Emumiéov, avaidovral oha ta Pripoto g
dNuovpyiag TOV CKNVAOV TOL VAOTOLODV TO TEIPALA, YPTCLLOTOIOVTOS TEXVOAOYIEG EKTETOUEVNS
TPAYLLOTIKOTNTOG.

7.2  Xelida frpriov 66

Y10 kepaioto «Ilemtikd ocvomnuo»  oavikel n evomta «PE3: TO TAEIAI THEX TPOOHX
YYNEXIZETAI». H evomta Eekvael pe éva sloaymykd gpédioua kot akoAlovdel puio meipopuotikn
OVTILETOTION oTNV omoie o1 uadnTég KeAoOVTUL VO, LOGTICOVY TO YOI TEPITOV TEGGEPN LE TEVTE
Aemtd, yopic vo 1o katomiovy. Akolovdel culnTnon otV TAEN GYETIKA LLE TN AEITOLPYIN TOV ASEV@V.
> ovvéyewon yivetal e€nynomn otovg pobntéc Ot 10 youl mEPEyEl o ovcio, TO GULAO, Kol
avaQEPETAL OTL 1| OAACYN XPDOUOTOC TOL PAUUOTOS 10diov amoteAel £voelEn yio v dmapén apvAov.
Me to meipapa ovtd ot padnTtéc SmoTOVOLY OTL 6TO Yol Tov pacnoay to Pauuo 1wdiov dgv
oAralel ypduo, exedn 10 olAo SlooTd TO AULAO TOV TPOPOV. Metd, akolovbel to meipauo g
ocelidag 66 (oynua 5.1). I'a to weipoapo avtd ot padntég ypedletor va pépovv oty Taén ta mTpoidvia
™G oeAidag 66. Me to meipaplo, avTd SOMGTOVOLY OTL TO GOTOVVL TAT®V dlaAVEL TO AddL. O pabntég
StoPalovv TPOoEKTIKA TIG 00NYiES, EKTEAOVY TO TEIPALLN KOl GNUEIDVOLV TNV TOPATHPTOY] TOVG GTOV
npoPArenduevo yopo oto Piiio Tovg.
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H e€aymyn tov cvumepdopotog yivetal e KatdAANAEG EpOTACELS Kol cu{nTnon oty TaéN, Héco amd
NV omoio. Ol HOONTEC YEVIKEDOLV TIG TAPOTNPNOEIS TOVG OO TO TPONYOVUEVO TEPANTA Kot
dtuTtmvouvy To cvprépacpa. Kabmg to copmépacua and 1o TpdTo Teipapo eivar d0okoAo, divetal n
aropaitmt Pondeta yo ™ dtummon tov. Ewcdystor o 6pog «didomacn» kot akohovbel 1 e€fynon
TOv. ZT0 TEAOG 01 HoBNTEG TTPEMEL VO EUTESDGOVV OTL 1] EMIOPACT] TOV EXEL TO VYPO GUTOLVL Y10, TO
TATO, GTO AGOL EYEL KOL 1) XOAN 6TO AMan ToV Tpo@v. 'Enterto kaAovviol va GUVIVAGouY To EMTUEPOVS
GUUTEPACLLOTO TOV TUPUTAVD TEPUUATOV KOl VO SIOTUTMGOVY €va TEAIKO cuunépacua. Emimiéov,
Yo TNV TPOYUOTOTOINGT) TOV TEPAUUTOC EKTETUUEVNS TPAYUOTIKOTNTAS, €XEL TpooTedEl ot GEXida
24 extumopévo to image targetl7 amod ) Pdon high class.

7.3 Ouvoknvég Tov mepapartog — Mentikd cvoTnpo

To meipapa exteTopuévng mpayHoTkOTTAG amotereitol amd €€ oknvég OmMmG aVTEG QaivovTal GTO
oynua 5.2. Apyikd o pafntg-raiktg, aeod EMAEEEL TO KEQPAANLO TOV TEXTIKOV GLGTHLTOS (GKNVA:
startScene), eppaviCovtar 1o Swbécuo TEWPAUOTO TOV EVOTHTOV TOL KeQaAaiov (oknvn:
PeptikoAbout). Agod emAé€el moo meipopa 0éher va viomombei, gueoviCovtar ot 0dnyieg Tov
TEPAUATOC KoBMEC Kol To. VAKG Ta omoio mpémel va cuAAEEEL (oknv: fe3-peptiko). Xt cvvéyeta,
EVEPYOTOIELTAL 1) KAUEPO TNG OLOKELNG TOL, KOL APOL oKovipel To (grcode g ceAidag 66,
eupavifetot po TopTo EMOLENUEVIC TPAYUOTIKOTNTAG KOl LU0, LGP0 LLE TO, EVOTOUEIVOVTO DAIKG Ta.
onoia Ppickovtal Tiow amd avt, og éva elkovikd meptpariiov (oknvi: VR3I).
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ynpo 7.2: Tknvég mepdpatog oeAidog 66
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MOoAg GuAAEEEL OA TOL DAIKG TG UTdpoc, eppavifovtor odnyieg (oxkmvy: testScene3) yuo to meipapo
mov Ba axoAovdnoet. Xxavdapovtag Eava to grecode g oeAidag 66, eppoviletat Eva tpaméll Tdve 6To
onoio Ppiokovtor OAa To VAIKA Tov TEPduatog (oknvi: 3.animation). Kdvovtag KAk pe ™ cmot
oelpb TV oT0. VAIKG, e&elicoetan to Teipapa. MoAig ohokAnpwbei, eppaviletal 6To KAT® UEPOG TNG
006vng 10 kovumi “cuumépocuc’” To omoio 0odnyel TOV WAIKT OTNV EMOUEVI] OKNVI M Omoid
OmoTEAEITAL OO TN CUUTANP®UEVT TTapaTHPNoT ToL PiAiov kabdc Kot Tov GuuTEPAGIOTOC (GKNVN:
symperasmataPeptiko). Metd v OAOKANP®ON TOL WOPOTAV® TEPAUOTOS  EKTETOUEVNC
TPOYUATIKOTNTOGC, Ol podnotaxoi otdyot mov gival Oepttd va emttevybovv givar ot e€ng:

* No ava@épouy o1 pabntég to Opyava ToV TEXTIKOV GLOTHUNTOG Kal va, e&nynoovy T Agitovpyia
Kka0evog amd avtd.

* No evtomicovv ot pabntég oe toun tov avlpdmivov copatog ™ 0éon TOv opydveov ToV TETTIKOD
GUGTHLOTOG.

* Na 310m1oTdGovV ol uadNnTéG TEWPAUATIKG, TN YPNOLOTNTO TOL GAALOL Y10, TN J1AGTACT] TOV GUOAOL
TOV TPOPDV.

* No S10metdoovy ot LodnTég mTEPOUATIKE TN ¥PNOUOTNTA TNG XOANC 6TN AEITOLPYio TS TEYNC.

7.4  Xxnvi: PeptikoAbout

H oxnvi avt eaivetar oto oynua 5.3. H epapyia TV aviikeluévov g amoteAeitol omd: po, main
camera, £va directional light yia 10 cwotd eotioud g ogAidag, éva event system yia T Agitovpyia
TOV KOVUTIOV KOl TOV EVOALOYDV TOV OKNVOV Kol £vo canva GTOV Omolo LIAPYoLV TOALG
textMeshPro yio v sloaynyn tov keywévov kabog kot 2 buttons. Mg avtd yivetal n evoiiayn tov
OKNVAV, LEo® €VOG script mopdpotov pe Tov script “menu”, 1o omoio amoteieiton amd T pedddovg
“next()” ko “back()” mov ypnoiporotovy ) Piprrodnkn UnityEngine.SceneManagement.

Nemtiké cvotnpa

®E3: TO TAZIAI THZ TPO®HZ ZYNEXIZETAI

Nelpapa oeAida 66 ouvéxsw

Niow

Zympa 7.3: Zknvn “PeptikoAbout”
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7.5 Xknvi: Fe3-peptiko

H oxmvi avt) gaivetar oto oynuo 5.4. H epapyio tov avikelévav e givar ido pe auti g
oknvig “PeptikoAbout”, pue ™ povn doeopd otL mepiEyel meprocdTEPO textMesh Pro kot to
TEPLEYOUEVO TOVG EIVOL SLAUPOPETIKO.

Memtiko cvotnpa
®E3: TO TAZIAI THE TPOOHE EYNEXIZETAI

1. Nep6

2. Tudhwo rotipt

3. Kahapdxt

4. hadt

5. Yyp6 oamoOvt (yua ta mdra)

Ity ouvEysla evepyonoteltal i kpepa g oUoKELS ooU

TonoBitnoe v xdpepa wdvew and to barcode tng oeAidag 66

Ito Swpdtio wov Pplokerar mlow and v mbpra umdpyxouv kpuppéva ta
refviE VA tou neewpdparo, Z0AAEEE ta 6Aa kGvovrag KALK mdvw tous.
I10 kitw pEpog e 0BovNs umipyEL prapa pe Tat vAikd.

Kahsj xoxn!

Niow Iuvéysia

Synuoe 7.4: Txnvn fe3-peptiko

7.6 Xxknvi: VR3

Xg LT TN OKNVY], 0 TAIKTNG UETA amO TPOTPOTN TV OdMYUDV TNG TPONYOVUEVNS GKNVNG, OKOVEAPEL
10 grcode mov Ppioketarl ot ceAida 66 Tov oyoiikov PiPriov. Moig 1 Vuforia Camera to evtomicet,
eupaviferor po TOpTo EMALENUEVNG TPAYUATIKOTNTOS TAve amd to Jrcode (oynua 5.5). H mopta
emovénuévng mpaypoTikoéTTag mov eueaviletal, €xel v 1010 AgrtovpylkdtnTa pe TV mTOPTA
EIKOVIKNG TPOyHaTKOTNTaG TV Tponyoduevav oknvav VR. T va eavel to gwovikd mepididlov
OV VILAPYEL TC® TNG, O TWAIKTNG TPENEL VoL EIGEADEL LE T1 GLGKELT] TOL PECH GTNV TOPTO. MOAIG Yivel
avtd, akolovBel oAy guPvbion Tov maiktn o€ évo SOUATIO EIKOVIKNG TPUYUATIKOTNTOS, GTO OT0i0
KoAgiton va Bpel Ta S LMK TOL TEPANOTOG. XTO KAT® UEPOG TNG 000VNG VILAPYEL UTEPO GTNV OToia
eaivovtal ta voAgmopeva vAKd. H iepapyio tov aviikepévav e oknvig VR3 eaivetat avaivtid
oto oynua 5.6. [epuinnrikd, amoteleiton and o {10 PUCIKA OVTIKEILEVA TOV TPONYOVUEVOV CKNVMV
VR, pe tn povn 610popd o S1pOPETIKA EIKOVIKA OVTIKEILEVO TOV VILAPYOLY KOl OTOTEAODV TO VYOG
tov dwpatiov. [Ipv ) dnuovpyio g TOpTOG, Eytve dnuovPYio ovTiKEEVOL “image target” kot
emioyn tov markerl7 amd t Pdon highclass. To moudi tov image target gival éva empty “portal
parent” TPOKEWEVOL T TEPLEYOUEVA OVTOD VO EUPOVIGTOVV €POGOV 1 arcamera EVTOMICEL TO
imagemarkerl7. Ta dopukd ototyeio Tov dmpatiov givat ot Toixot, 1 TOPTH, TO TUTMLO KoL 1] OPOPT.
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Avtd dnpiovpyndnkav pe tn ypnomn tov Probuilder. Ot edwdtepeg pubuioeig sivar idieg pe avtéc TV
mponyoduevemv oknveav VR.

Ywd oanovw

(yia 10 mdra) l

Yynpo 7.5: Tlopta emowéEnpévng mpaypatikotrag VR3 oxnvig

ynpa 7.6: Iepapyio avikeipévov VR3
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7.6.1 Ewkoviké weprpariov kon etkovikd avrikeipeva VR3

To ecwtepikd Tov dwpatiov poldlel pe kovliva pe pmap. Amoteleiton amd dekdadeg assets, .fbx kot
.0bj mov amobnkevTKAY amd TO UNity asset store kat omd 16T0GEAIBEG OTWE AVTEG OvaPEPONKAY GTO
avtioToyyo kepalawo tng oknvig “VR4”. Xto oyfua 5.7 @aivetal 10 €00TEPIKO TOV dOUATIOV e
AETTOUEPELEG.

- QAT M N
",‘“rl_kﬂ

[ )

&

RID RSO0

-

Zynpo 7.7 Aopdrio VR3
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To tpio VAMKGE TOV 0 TOUKTNG TPENEL VO GUAAEEEL TPOKEYEVOD VO TTPOYMPTOEL GTO TEIPAUA PoivovTal
oto oynuo 5.8. Ta vAkd mov o Taiktng Tpémel vo, palEYEL TPOKEWEVOD VO TPOYMPNGEL GTO TEIPALLAL,
gtvan TomoBetnpéva péca 6o eKovikd TepPdAlov pe Tpomo £EVTTVO, TETO0 MGTE Vo UNV Eivat Qovepd
EK TPOTNG OYemG aALA cuyypdvec va etval dtakprtd. To kahapdkt gival €§ oAOKANPOL QTIOYUEVO GTO
blender kot ta vrélowma givar KoTEBacUEVA KO TPOTOTOMUEVO KATAAANAQ Y10 TIG OVAYKEG TOV
TEPALOTOC.

ynpa 7.8: Yaka nepdpotog (ITemtkd cvotmua)

IMo tov Mo g oxknvig “VR3” ypnopomomfnke éva gameobject empty pe 6vopa “Audio” pe tig
d1eg pvOpuiceig TV mponyovpevov oknvav “VR4” adlhdlovtag To apyeio fxov ywo va givor povadiko.
To script “ audioVR3” mov mpootédnke oto componens KOTUOTPEPEL TO UVTIKEIIEVO TOV MOV GTN|

oknvn| testscene3, onAadn v exdpevn ¢ VR3. Xto oyipa 5.9 eaivetar o inspector tov audio.
ELT
e < Audio Sutic*
¥ Tag ntaggea *  Layer Defaun -
B2 Yot LB, 2 5
T Audio Sowrce L
AudeCip a2V 2

Ousput Honw (Audio Mixer Group) N

i
B
.

i
¥
®

i

i

K9
il {

Samx ducska\ia

Zynpa 7.9: Pubuiceg Nyov VR3
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7.6.2 Evaliayn oknviig VR3

Y10, Tpio AVTIKEIPEVO TTOL TPEMEL VoL GLAAEEEL O TaikTNg Exovv Tpoctedel Tal id1 components OTMG Kot
oTIg Tponyovpeveg oknvég VR:

e Box collider
e Audio source:
e To script “Dotvrdour” (oyfuo 3.11)

H pmdpo o010 xdtm péPoc ToL ToYVISD UE TO VTOAEmOUEVO TToyvidlo glval o canvas omd ™V
lepopyio oVTIKEWWEVOV Kol amotedeiton and mévte textmesh Pro pe 1o ovOpoTo TV avVTIKEWEV®Y Kot
avtioToyo TEVTE IKOVEG (TIK) TTov gppavifovton LOAG o ToikTng emAéEel Eva avTiKeipevo amd avtd.
Yto. components Tov canva mpootédnke to Script “CanvasScriptVR3”, 1o omoio éyet v ida
AertovpykotnTo PE To script “canvascriptvrfour” (oynuoe 3.13) kot to script “csSIXx” (oynua 4.10).
Me 710 script “CanvasScriptVR3”, 6tov o petpntig sum @tacetl tov aploud mévte (dnhodn otav oia ta
avTiKeipeva Bpebovv), KoAet v EMOUEVN oKNvI Hécm ™m¢ Byprrobnkng
UnityEngine.SceneManagement.

7.7 Xxnvn: TestScene3

H oxnvi avt eaiveton oto oynua 5.10. H epapyio tov avtikeyévov g eitvat mapdpota e autn e
oknvig “PeptikoAbout” ko “fe3-peptiko”, ue ™ povn dwpopd 611 mepiEyel mepiocdtepo. textMesh
Pro pe 1o mepieyopevo toug va etvar Sopopetikd. Xe auti T oknv dtvovtal 0dnYieg yio To meipapLo,
OV aKOAOLOEL

Memtiké ocvoTnpa
®E3: TO TAZIAI THE TPOOHS SYNEXIZETAI

1. Nepo

2. TudMwo motipt

3. Kahapdxk

4. Aadt

5. Yypd oamovvt (yia ta mudra)

L SN

Nelpapa

ToroBémoe v kapepa nave and to barcode ¢ oeAidac 66.
It ouvexew eppavideral éva tpanéll ndvw oto onoio
urtdpyouv 6Aa ta uALKd ou €xels UANESEL. AudBaoe
MPOCEKTIKG Tr)¢ 08nyieg EXTEAEOT)S TOU MELPAPATOC LOU
umapyouv ato BifAio. Kave ki mivw ota VAKA PE T owoTh
oELPa Kat wapatipnoe g aAAayés oTo nepIEXGpEVO TOU
notnpol.

Iuvéxeia

Zynpa 7.10: Zknvr testscene3
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7.8 Xkmva: 3.animation

Ye aut) TN OKNVA TpayuoTomoleital To mElpopa NG oeAidog 66 pe T ypNoM EKTETAUEVNC
TPOYUOTIKOTNTAG. XtV apyikny oBovn (oyfuo 5.11) vmdpyer éva tpamélt oto omoio &ivan
TomofeTuéva Ta TEVTE DAIKA TOL TEWPAPATOC. XTO TUV®D UEPOG TG 000VNG LITdpyEL KEIEVO-TPOTPOTT|
v tov okt «Kdve Khik mivo ota VMKGE LE TN 6MOTH GEPE, Yio TNV EKTEAECT] TOL TEPAauaTog. H
00T GEPA GOUPOVA LE TNV EKPOVNON Tov oyolkod PBiffAiov givar: MmovkdAl vepd > Addt =
Kalapdxt 2 Yypd camovvt yia to mdta 2> Karapdxl. To neipopa amoteheitol and ta €€Rg frpoto

1. KMk 6710 pmovkdAt pe vepd = glcaymyn vepod oto motipt (fua 1).

KAk 6710 MAdL 2 gicayoyn Aadiod oto motpt (fua 2).

KMk 610 koAapdkt = avakdtepo, piypatog vepoo (frua 3).

KAk 6710 VYpd camovvt yia To TdTa = £160ymyn Tov vYpod 6to mothpt (Priua 4).
KMk 610 koAapdxt = avakdtepo, piypatog vepod (fua 5).

o gk wd

ZOUTEPOGLOL.

O moiktng apykd mpémel va Tapatnpiosl 0Tl To AAdL 0 SLAVETAL GTO VEPO OAAG EMMALEL XN
OULVEYELD. UE TNV TPOGONKN TOV VYPOL TATOV, TPEMEL VO TAPATNPNOEL OTL TO AAdL SLHADETOL Kot
avopLyvoeToL Ue To vePO. MoAc olokinpwbolbv to Prinata Tov TEWPAPATOC, GTO KAT® UEPOG TNG
006vn¢ epeaviletar 10 Kovuni «ZVUTEPAGLLO» TO 0T0i0 00N YEL 6TV eMdUeEVT oKNVH. 210 oynua 5.12
@aivovtal ot 000veg HETA Ao TN GMOTI ETAOYN TOV KADE VAIKOD TOV TEPAUOTOC.

Zynpo 7.11: Apywcr 086vn oxnvig “3.animation”
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Y o s, (e h Bve whet ribvw w13 UMD e 10 owen eipt

L TSI PR

Wit aln wdv k7 b g
Y0 By A e el

Yynpo 7.12: Ot 006veg petd and ™ 6ot ETA0YT TOV KEOE DAIKOD TOL TEPAPATOS

7.8.1 Igpapyio avrikepévov — 3.animation

H epapyio tov avtikeévoy me oknvig 3.animation (oynua 5.13) anoteigitan amd:

. ‘Eva event system.

. Mio ARCamera.

. "E&u directional lights yio cwotd potiopd mepuetpikd g noptag Kot dekomévte point lights
ECMTEPIKA.

. To image target17 to onoio sumepiéyet

o "Eva ground pe to tpamélt, T 0moio amoTeAOVV AVTIKEIUEVO «YOVEIG Yo OO TOL TOPOKATEM.
Ta mévte gameobjects-vAtkd Tov TEPAUATOG
Tpia gameobject = cylinder ta oroio amotedobv o TEPIEXOUEVO (INAAOT VEPD) TOV PTOVKAALOD
KOLL TOL TTOTNPLOV TPV KOL LETA OO TV VAL TOV DYPDV.

o 'Eva dgbtepo AadL ywpig T0 E50TEPIKO TOL (Y0 OTOV AOELICEL TO TEPLEYOUEVO TOV).

o 'Eva soapSystem am6 gameobjects = spheres 1o onoio amotelel 10 VYPO TOV TATOV PEGH GTO

TOTPL.
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o To dynamicObjects to omoio amoteleitan amd dexddeg buyyancy Spheres, o omoio Oa avaivBel
TOPOUKATO AETTOUEPAC.

o M emedveto pool 1 onola amotedel TV EXQAVELX TOV VEPOD 6TO TOTHPL KoL Ot avakvBel
TOPAKAT®.
Avo empties “GameObjects-disables” kot “Colliders” amoxAeiotid yio T Agttovpyio SCripts.

"Evteko KADOVOL TOL KOAQOKLOV.

. "Eva canva o omolog gumepiéyet :

o 'Eva TextMeshPro oto méve pépog g 006vng yio 0dnyieg Tov TEPAUATOC.
o 'Eva button mov avTioToel 6T0 «GVUTEPAGLLO» KOl TPOXMPAEL GTNV ETOUEVT] GKNVT.

7.8.2 H Lerrovpyio tov merpapotog péca anod ta scripts (Ilextiké cvotnpae)

Apykd éywve 1 eloaywyr Tov component “box Collider” o téocepa VAIKG TOVL TEWPAUATOS: KAAOUAKL,
ToTHPL, AGSL kol vypd camovvt ywo To midto. Xe k@be éva and ovtd ta vikd to boxCollider
Tomo0eTNONKE TPOKEYWEVOL 1] TTEPLOYN TOL YDPOL TOL TLAVEL VO, OPLODETEL TO AYYIYLLO TOV TOIKTN Yiol
™ ovvapton onMouseDown90. Xto mothpt dev éywve gicoymyn boxCollider 16t o maiktg d¢
ypewdleTor va To emAEEeL, eivar Lovo Yo TapaT)pnoT). T TOPATAVE TECOEPH VAKE TPOCSTEONKE GTA
components évo audioSource to omoio &ivol aviAloyo HE TO GKOLOUO TNG AETOLPYIOG TOVG.
AxoroOOnce 1 dnpovpyio evog gameObject = empty pe 6vopa “GameObject-disables” oto omoio
éywe m emocOvayn Tov SCript “setactine” (oynuo 5.14). To script “setactine” onpovpyel téooepa
nedio Tomov game object pe ovopaoieg: cilinderPotiri, pool, synamicObjects kou 0i12. ) cuvaptmon

= Hierarchy

v < 3.animation*
» [ Canvas
¥ () ImageTarget1 (1)

¥ £ ground
W9 table
7@ Glass Varlant
» @ originalstraw
» 79 glass_bottle Variant
» 73 oil
» [7) Soap System

[} GameObject-disables

£l Cylindermixed
E) Cylinder (1)
» £ Pool
» [ Dynamic Objects
Ll Debugitans
» §# originalstraw12
» §# originalstraw11
» @ originalstraw 10
» @ originalstraw9
» @ originalstraw8
» §# originalstraw?
» §# originalstraw6
» §# originalstraw5s
» §# originalstrawd
» @ originalstraw3
» §# originalstraw2
» 7% oil 2

» @ DisheSoapContainer_FBX

) Colliders
) Directional Light (2)
) EventSystem (1)
) Directional Light (4)
) Directional Light (5)
) ARCamera
) Directional Light (3)
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Start() ta amevepyomolel. Avtd ta técoepa oviikeipevo givar €€ apyng omevepyomomuéve ot
YPEWGLOVTOL GTI GLVEXELX.

setactive.cs X

cilinderPotiri;
t pool;
dynamicObjects;

0il2;

Yynuo 7.14: To script “setactine”

Ta téooepa medio TOL ONUIOVPYNONKOY TAPOUETPOTOMONKAY KUATAAANAO OTTMG QOIVETOL GTO GYNLO
5.15.

¥ # « Setactive (Script) @ it
Script setactive
Cilinder Potiri (7 Cylinder (1) ®
Pool 2 Pool ®
Dynamic Objects () Dynamic Objects ®
oil 2 Woil 2 ®

Iyuo 7.15: Hapapetponoinon tov medimv tov script “setactine”

Emumléov, &ywve n dnpovpyio evog axopa gameObject = empty pe 6vopa “Colliders” oo onoio éywve
N emovvaym tov script “all” (oynua 5.16). To script “all”:

21g ypoppég 12-14 tov kddwka dnpovpyodvton Tpic edio Tvmov game object pe ovopacieg: gmil,
gm2 xou gm3.

Y1ig ypoppég 8-10 tov kmddwko dnuovpyovvtot tpio avtikeipeva tomov collider.

Yug ypoppég 18-19 agov déxetar ov collider Tov gameobject gml, tov anevepyonotei. AvticTorya
OTIG EMOUEVEG YPOUUES Yo, TOVG dVOo emdpevoug colliders Twv gm2 ko gm3.

To script “all” yevikd amevepyomotei t dvvatdmro Tov AdBovg KAIK 6€ avTIKEIIEVO. AQTVEL dNAAOT|
€€ apyNg ®¢ TPOT eMA0YN KAMK HUOVO GTO GVTIKEIUEVO TOL UTOVKOALOD (Yo vo YEUIGEL VEPO GTO

TOTNPL).
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m_Colliderl;
lider2;
m_Collider3;

m_Colliderl=gml.C
m_Colliderl.enab.

m_Collider2=gm2.GetComponen
m_Collider2.enabled =

m_Collider3=gm3.C
m_Collider3.enab.

Yynpo 7.16: To script “all”

To tpio Tedio oL dNUoVPYRONKOV TapaUeTpoTOONKAV KATAAANAG OTTmG QaiveTol 6To oynua 5.17.

© Inspector = I
@ <! Colliders Static v
' Tag Untagged v Layer Default =
» ). Transform @
¥ # ! All(Script) o
cript all
Gm1 Moil (O]
Gm 2 @ DisheSoapContainer_FBX ©
Gm3 @ originalstraw (©]

Yynpo 7.17: Tlopopetpomoinon t@v medimv Tov script “all”

7.8.3 Ileipapo-Bipa 1

210 Prpa 1, petd amd KAK TOV TOIKTH TAVEO 6TO UTOLKAAL LE TO VEPO, YIVETAL 1) EIGOYWYN TOL VEPOL
OTO TOTAPL XTO UTOVKAAL (oTnV 1epapyion TV OVIIKEWEV®V) €yve emiohvoyn Tov  SCript
“disableCollider” (oynua 5.18).

Dsabselolcer .o ®

Zynpo 7.18: To script “disableCollider”
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> ypopp 10 tov kodwka dnpovpyeitor Eva medio tomov gameobject pe dvopa “gm”. Xto medio
avto éywe drag and drop to gameobject tov Aadiod. Xt ypouun 13 tov kddwko Eekivael M
ovvapton onMouseDown() g omoiag To mEPLEYOUEVO EKTEAEITAL OTAV YIVEL TO TPMTO GyYIyUO GTO
avtikeipevo mov £xsl emonpavOel to script, dnAadn 6to PmovkdAL Tvvenmg, uoMG yivel KAK 6To
umovkdAl, wavet vo, éxet collider yio va punv umopei vo. emieydel AavOaouévo (ypapués 18-19), ko
evepyomoteitar o collider Tov emduevov avtikelpévoy mov mpémel va emAégel o moike dnAadn o
Mt Emiong, oto umovkdh (ot 1epapyio ToV OVIIKEWEV®V) Eyve ETGOVOYT Kot GAAOL SCript, Tov
“onClickEvents” (oynpa 5.19).

onclickevents.cs ®

t neroMpoukali;

t neropotiri;
OnMouseDown{ )

neroMpoukali.SetActive(

Yynpo 7.19: To script “onClickEvents”

e avtd 1o SCript, otig ypapuués 7 kot 8, dnuiovpyodvral dvo medio Tomov gameobject pe ovopooieg
“neroMpoukali” kat “neroPotiri”. Xto nedio “neroMpoukali” £ywve drag and drop to gameobject >
cylinder tov pmovkoAion, dnradn 10 E0®TEPIKO TOV PTOVKAALOD (VEPD), evid oT0 Tedio “neroPotiri”
éywe drag and drop to gameobject = cylinder Tov motP100, MNAAON TO ECOTEPIKO TOL TOTNPLOV
(vepd). Xt ovvéyela, LOAMG Yivel KMK GTO UTOLKGAL, gvepyomoteital 1 cuvaptnon ot ypouun 10 n
omoio. Ue TN GEWPE NG EVEPYOTOLEL TO VEPO GTO MOTNPL KOl GLYYPOVMS OTEVEPYOTOLEL TO VEPO GTO
UTOVKAAL, divovtag tnv aicOnon 0Tl To UTOVKAAL YEULGE TO TTOTHPL LE TO VEPO TOV. LT YPOLUUN TOL
Koo 14, kaAeitor va woiel o audioSOUrce, to omoio aVTIGTOLEL GE NYO «YEUIGHOTOS VEPODY.

7.8.4 Ieipapa-Bipa 2

210 frpo 2, pHetd amd KAK Tov maikTn mhveo oto AAdt, yivetal 1 €l0aymyn Tov Aadov 6To VEPO TOL
TOTNPLOV. ZT0 Addt (oTnV 1epapyio Tov avTikelpnévav) éyve emcbvoymn tov script “disableCollider”
(oyfua 5.18). Xto medio “gm” éywe drag and drop to gameobject kolapdxi, TPOKEWEVOL va
evepyomomOei o collider tov, apod givar to emdpevo vAkd yoo kKhk. Emmiéov, 1o AGdtL (otmv
lepapyio Tov avtikeévav) Eyve emovvoyn kot tov script “oilclick” (oymua 5.20). Avtd to script
dnuovpyei tpio Tedio Thmov gameobject:

o Oil2 (ypapun 7): g owtd t0 nedio £ywve drag and drop to avtikeipevo 0il2 To omoio eivar 1
oLOKEVAGIO TOV A0S0 YWPIg TO TEPLEXOUEVO TNC. MOALS Yivel Kk oto AGdt (0ill), otn
ypoppn 15 Kotaotpépetal To avIIKEEVO TOL YEUATOL AadloD Kat T B€om Tov maipvel To
aoeto (ypoppun14).

o Pool (ypopun 8): og avto to aviikeipevo £yve drag and drop to avtikeipevo pool, to oroio
amotelel TV emedveln Tov vepov oto Tothpl. Eivar éva apketd nepimhoko avrikeipevo
KaOADC €xel TOAAEC PLGIKES 1O1OTNTEG TPOKELUEVOD VO, KAVEL TNV aiicOnor Tog emmAEEL TO AGOL
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navo oto vepd. O inspector tov pool eaivetat oto oynue. 5.21 kot amotekeitan katd Bdon
amo dvo script “Water FX” (TTapapmmua A) ko “Water Volume” (TTapdpmmua B).

o DynamicObijects (ypauun 9): Eivar éva chvoro avtikelpévov amod buoyancy spheres, ot
omoiog amoTeAoVV 1o LYPO ToL Aadiov. O inspector Tov dynamicObjects gaivetatl o6to oynuo
5.22 ko amoteAeiton amd o script “Floating Object” (ITapdptue C) to omoio divel ot
duvatotnta otig buoyancy spheres va emuAéovv oty exipdveia pool tov vepod yépn otov
oLVSVOCUO TV TOPOTAVE® TPLOY SCrptS.

oilclickaes X

ol;

dynamicObje

oid OnMouseDown( )

Yynpa 7.20: To script “oilclick”

© Inspector =
."' v| WaterPro_DayTime Static ~
Tag Water Volume v Layer Water v
Prefab Open Select Overrides v
» ). Transform @
» B Water Mesh Instance (Mesh Filter) e
» B v MeshRenderer e
» §# v Box Collider e
¥ # v Water FX (Script) @
Script WaterFX
Water Mode Refractive v
Disable Pixel Lights v
Texture Size 256
Clip Plane Offset 0.07
Reflect Layers Everything v
Refract Layers Everything v
Lk Water Waves (Script) o it
¥ # « Water Volume (Script) o i
Density 1
Rows 20
Columns 20
Quad Segment Size 1
WaterProDaytime L7 Bt o]
Shader FX/Water v

| 2

Iyfua 7.21: O inspector tov pool
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YyAue 7.22: O inspector tov dynamicObjects

7.8.5 Ileipapa-Bipote 3 ko 5

210 Prpa 3, petd amd KMK TOV TOiKT) TOVEO OTO KOAOUAKL, YIVETOL 1] EI00Y®YN TOV GTO UiYLO TOV
vepoD. To kaAapaKL KAveL Eva KpO KOKAO HEGO GTO VEPO OVAKATEDOVTOG TO UIYLLOL KOl GTI GUVEYELDL
tomobeteitan Eovd miom ot B€om Tov 6710 TPAmEll. £T0 KOAUUAKL (OTNV 1EPAPYI0. TOV UVTIKEWEVDV)
éywe emobvvayn tov script “Straw” (ITapdapmpa D). Xto script  dnuovpyovvtor dekaevvid medio
SLPOPETIKAOV THTMOV T OTTOIR POIVOVTOL CUUTANPOUEVE GTO GYN LA 5.23 Kol avaAHOVTOL TOPOKATM:

Yynuo 7.23: Ta medio tov script “Straw”
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o Iledio Gm: Anuovpyeiton ot ypoupr 10 tov kddko Tov Script “Straw” kot givor THmov
gameaobject. IMaipvel To avtikeipevo Tov vYPoL TV mdtev “DisheSoapContainer_FBX”. T
ypauun 55-56, ot cuvaptmon onMouseDown() tov kadapokion, gvepyomoteitat o collider
TOL KOOMDC Elval TO EMOUEVO AVTIKEIUEVO Y10 KAIK. 211 Ypouun 61 o petpntig SUM maipvel v
T 1 wov onuaivel Tog £yve KAK 610 KoAoudkt pio @opd. Otoav o SUM mapel v Tiun 2
ONUOIVEL TG OAOKANPOONKE TO Pripa TEVTE TOV TEPAUATOC. XN Ypoupun 62 Egkvdet o timer
™ pétpnon. Otav dowmdv o sSum=2 (ypauun 126) ko xovv yivel dho. ta friporo,
amevepyomoteitar o collider amd 1o kalapdkt Kabmg ival To TEAELTAIO OVTIKEILEVO KOt O
TOUKTNG OgV TTPEMEL VAL KAVEL KAMK GE KOVEVA, AVTIKEIEVO.

o Iledia Str1-12: Anpovpyovvral otig ypauués 12-23 kat givor tomov gameobject. To kabe str
maipvel to avtiotoyo og apliud avrikeipevo amd ta dmoeka koropdkia. To dddeko
KoAopdkio givar tomobeuéva Héca 6To TOTHPL UE TO VEPO GE dlaPopeTIKEG BEGELC, KOV v,
dMGoLV TV yevdaicOnon (evepyomoldvVTog TO EVal KOl OTTEVEPYOTOLMVTAG TO GAAO) TOL
AvoKaTEUATOC. Apyikd avtd o Kokopdkio eivol anevepyoromuéva otn cuvdptnon Start()
oTIC Ypoppé 39-49. Kat oTig 600 TEPITTOGELC TOV YIVETOL KAK 0T0 KoAapdkt (SUm=1 kot
sum=2), Eexwvdel pia pétpnon Kot ave 600 KAAGUATA TV SEVTEPOAETTOL EvepyomolEital £va
KOAQUAKL GE SLopOPETIKN OE0T KOl ATEVEPYOTOLEITAL TO TTPOTYOVEVO TOV GTIC YPOUUES T76-
175. Zn ypopun 127, apod €xet yivel KAK yio 0e0TEPN @OPA 6T0 KOAOUAKL LETE 0td dVO
devtepdrenta, ONANST apod OAOKANP®OEL TO 0EVTEPO AVAKATEWLN, KATAGTPEPETOL TO
OVTIKEILEVO TOVL KOl TEAEUDVEL TO TEIPOLLOL.

o Iledio soapSystem: Anpovpyeitar otn ypapun 25 Tov kddko Kot gival tomov gameobject.
Iaipvel o avtikeipevo “soapSystem” 1o omoio mepiéyel morhovg gameobject = sphere kot
omoTeAEl TO VYPO TOL GUTOVVIOD 6ToV BLBO TOL TOTNPLOD LETA TNV EGOYDYN TOL VYPOL
TATOV GTO TOTNPL. ZVVENMS, 0TN VPO 177 amevepyomoleital TPOKEYWEVOL VoL
gvepyomomBel 6To emOEVO Pripa.

o Iedia Cyll ko Cyl2: Anuovpyovvtot oTig ypappég 26-27 kot givot tomov gameobject. Molg
yiver to dg0TEPO KMK 6TO KOAAUAKL Kot TEAEIDOGEL 0 timer, ot ypouun 178 amevepyomoreitot
0 KOAMvOpogl dniadn 1o Yahallo ecmTEPIKO TOL VEPOD, KAOMG TAEOV LETA TNV ELGAYWYT TOV
VYPoL ATV TO A4St SoAvBNKe Kat To ypdLa Tov vepoL aAAdlel (evepyomoinom KOALVOpOL2
pe mo mpdowvo ypopa ypauur 179).

o Iledio DynamicObj: Anpovpyeitar otn ypapun 28 kot givan thmov gameobject. IMaipvet o
avtikeipevo “Dynamic Objects” to omoio givat to 6Uvolo aviikepévoy ard buoyancy
spheres, ot onoieg amoteAoVV 10 VYPO TOL Aad10D. MOALS Yivel TO Se0TEPO KK GTO KOAOLAKL
Ko tedeldoet o timer, ot ypapur 180 anevepyonoteitatl to dynamicObj agov to piypo
draddetan ko Todel to Addt (dynamicObj) va emimhéet.

o Iledio button symperasma: Anuovpyeitat oty ypappn 29 kot givatl Tomov gameobject.
[Taipver To avtikeipevo Tov KOLUTLOL TOV GLUTEPACLATOC. ApYIKd ivorl amevepyOTOMUEVO
ot ovvaptnon Start() ot ypopun 50, eved poAg oAokAnpmOovV to ThvTo 6TO TEIpOLA
gvepyomoteitat o kovpni ot ypouun 181. To buttonSymperasma ypnoiponoidvtog
BipAodnin UnityEngine.SceneManagement tpoympdet otnv emopevn oknvr dniaodrn 6to
GUUTEPAGLOL.

o Iledio TimerText: Yrdpyet povo yio va Ponddaet tov timer. Ag @aivetar movbevd 6to matyvio
ywti gfvol amevepyomomuévo.
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7.8.6 Meipapa-Bipa 4

Y10 Ppa 4, HeTd amd KAIK TOV TOAKTN TAVEO GTO VYPO GOTOLVL Yo T TLATO, YIVETOL 1] EIGAY®YN TOV
VYPOL GTO VEPO TOL TOTNPLOV. ZTO VYPO GATOLVL Y10l TO, TATA (GTNV 1EPAPYIC TV OVTIKEIUEV®V) £YIVE
emieOvayM TOV script “soap” (oynuo. 5.24).

OnMouseDown( )

m_Colliderl=gm.GetComponent
m Colliderl.enabled = true

m_Collider
m_Collider

soapSystem. SetActive(true);

Yynpa 7.24: To script “soap”

Y10 medio “gm” €ywve drag and drop To gameobject koAoudkl kol oto medio “soapSystem” to
avTIKEILEVO TOV S0apPSystem onmg gaivetar 6to oyfua 5.25.

"® Inspector a3 i
"‘v ' DisheSoapContainer_FBX Static ¥
Tag Untagged v  Layer Default -
Model Open | Select bverrides v
» ). Transform @
» % v Box Collider e
F V4 v Audio Source o
¥ |# Test Collider (Script) e

Script testCollider

¥ # v Soap (Script) e
SCrf soap
Gm @ originalstraw ®
Soap System {12 Soap System ®

Yynpo 7.25: Tedia script “soap”

Y10 script “soap” ot cuvaptnon onMouseDown() poriG yivel KAK 6T VYPO GOTOVVL TOV TATMV:

o Xtg ypappés 16-17 evepyomoreitan o collider oo to kahopdkt kabbg givar to endpevo
OVTIKEIHEVO Y10, KAIK.

o Zugypappés 18-19 amevepyonoteital o collider Tov vVYpov GaTOVVIOL TOV TATMV
TPOKEEVOL VoL U1| Yivel AavOacpHEVT ETIAOYT| TOV GTI] GUVEXELX.

o X ypoppn 22 evepyomoteital o SoapSystem divovrtag v aicOnon 6t to vyYpd caTovVL Yo
TOL TATO, PETO TNV EICOYOYT] TOL OTO UIYLA, £KOTGE GTO TVOUEVA TOL TOTNPLOV.
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7.9 Xknvi: symperasmataPeptiko

H oxnvn avt) eaivetot 6to oyniuo 5.26. H iepapyio 1oV ovTIKEWEVOV TG €IVl TOPOUOL0 LLE OVTH TNG
oknvig “PeptikoAbout”, “fe3-peptiko” wor “testscene3”, pe T poévn S@opd OTL TEPLEXEL
neplocoTepa textMesh Pro e to mepieyopuevo toug va, eivat S1opopeTiko. Xe ouTr Tn oKy divovton i
TOPOTNPNON KoL TO. CUUTEPAGLLOTO TOV TPETEL VO, GOUTANPDGEL 0 padntig oto Pifiio.

NMentiké cloTpA
®E2: TO TAZIAI THZ TPO®HE ZYNEXIZETAI

Apyixd, to Aadt 5e SlaAdeTal oo vepd aAhd
EMIMAEET MAVE) OF QUTO.

V Ortav pifw 1o vypd mdrwy, To Adst StehdeTal xu
avapityvOston Pe 1o vepo.

To uypd oamodvl (yia ta mubra) StadosL to Ads:,
onwg o oaAto guppdAAeL ot Sidomaor Tou
apGAou Tev TpOQEY Kat i} YoAR StaAOeL to Al
katd ) Sulprew e nEPnC.

Apyird

Tynue 7.26: Txnvi-symperasmataPeptiko

Y10 kovumi «Apywkn» oto. components £xel mpootebei SCript to omoio  ypnowomOIOVTAG T
Bprodrkn UnityEngine.SceneManagement méel otnv apylkn oknvi 1 onoia Ppioketol dekaevvid
oknvég Ticw (PAéme oyxnua 1.10).

7.10 Emiloyog

To meipapo g oeAidag 66 Tov oyoAwkov PiPfAiov, vAomoleitor pe TN YPNON EKTETAUEVIG
TPOYUATIKOTNTOG HECH TOV Topamive €61 oknvav. Metd 1o méPog TG TEAELTOIOG OKNVNAG TOL
nepdpatoc, etvor Oeptd va €xovv emrevybel o1 padncokol 6toHYOL TOV AvaEEPONKAY GTO KEPAANLO
5.3.
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Kepdarawo 80: E@appoyn mewpapotog 1y 710 KEQAAOO
Ogppotnra

8.1 Ewayoy

Y& auTd TO KEQAANLO TEPTYPAPOVTIOL Ol HoONGLoKOl GTOYXOL TOV TEWPAUNTOS TNG GeAMdag 74 TOv
KepaAaiov «Oepudtray Tov oyohkov Pifiiov. Emumiéov, avoivovior Oio T PrpoTto TG
dNuovpyiag TOV CKNVAOV TOL VAOTOLODV TO TEIPALA, YPTCLLOTOIOVTOS TEXVOAOYIEG EKTETOUEVNS
TPOYLATIKOTNTOC.

8.2 ZXe)hida frpriov 74

Y10 kepoloo «Bgpupotnray  avikel 1 evomta «OE2: GEPMOKPAXIA-OEPMOTHTA: AYO
ENNOIEX ATA®OPETIKEX». H evotnra Eekivdel pe éva slooymykd epédiopa kot akoiovbel n
TEPOLATIKY AVTILETOTION GTNV 0ol 01 LoNnTéC KOAOHVTOL VO TOPUTNPTIGOVY TO UTPIKL UE VEPO, TO
omoio givolr tomobemuévo o©T0 Ovouuévo Kapvéto. Znteitor omd v uabnty vo peTpd ™
Oeppokpacio KaOe AEMTO Kol VO AVOKOIWVMVEL TN UETPNON TOV 6TOLE GvupadnTég Tov. Ot vTOAouToL
LoONTEG GNUELDVOLY TIC UETPNOEIS OTOV TPOPAETOUEVO YDPO 6T0 PBIAio TOvC. ENUEIDVETAL GTOVG
pnabntég vo ypheovv dimha oe kabe T ¢ Oeppokpaciog kot T povaoa pétpnong (°C). Mg to
TelpapLo aVTO 0L LoNTEG TPETEL VO KOTOVONGOVV OTL £VO. LEPOG TNG EVEPYELNG, TOV ameAevlepdveTal
LE TNV KaoT TOL 0ePiov, amoppo@dtal amd 1o vepd Ue amoTéAESHa TNV avénon g Beppokpaciog
tov. Ot pofntég €yovv LEAETNOEL TIG EVEPYEINKES HETAPOAEC, YU OLTO YIVETOL OVOALTIKY OVOQOPE
OTNV EVEPYELD, YO VO KOTOVO)OOVV Ol LaBNTEG OTL 1] TPOGPOPA EVEPYELNG £XEL MG OMOTEAEGLLO TNV
avénon g Bepuokpaciog. Ag yivetal wotdso akdun avaeopd oty évvola «Beppdtntay. Ot pobntég
TPEMEL, YIOL VO UTOPEGOLY va. Jlokpivouv Tig évvoleg «Bepuokpacion kot «Beppdmron, vo
Katavonoovy otadtakd ot 1 «Beppomron eivar pio popen evépyeloc. ['vetor avagopd Aowmdv ot
YEVIKOTEPT €VVOL0L «EVEPYEL, LEXPL Ol LaBNTEG Vo UTEdDOOLY OTL 1| TPOGPOPA EVEPYELNSG GE Eval
oo cLVETAyETaL TNV oENon S Beppokpaciog Tov. Apod avtd Yivel GaEéc, 610 EndUEVO KEGAANLO
yiveton EexdBapo moTE M «evEPYEI» ovoudleTot «BeppdTnToy.

N 1
MOKPALIA - OEPMOTHTA!
‘“‘m“m AINGOPETIKET Qoo

““
-
o h
Trmnntomm 14 o Gonrte g 95 Grwed, o " -
sbeaniie | il R A

-~ .
e imrm e vy 19 S v o . - 5
vy — % A - v
o —— " -
i M e T V) £33 i S
1 A 1 i GG St S ¥ de1 - ooy =
. iy e S Aomii alk Py 440 i v ————
TV TR T AN S

Zyquo 8.1: ZeAidec Bifiiov 74-75
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Emm\éov, yio ™V TpoyuaTonoinon Tov TEPANATOS EKTETAUEVIC TPUYUATIKOTNTOC, £XEl TpooTebel
oTN oeAida 74 extumopévo to image target16 amod ) Pdon high class.

8.3  Ouoknvég Tov mepdpatog — Oeppéotnra

To meipapo exTETOUEVNC TPAYUATIKOTNTOG amoTeAEital omd €L OKNVEG OMMG AVTEG POivovTal GTO
oua 6.2. Apyikd o pobnmgc-maiktng, agov emAééel To KepAlawo ™G Oepupotnrag (oknvni:
startScene), epgaviovtar to Swbéciuo TEPAUOTO TOV EVOTHTOV TOL KeQaAaiov (oknvn:
ThermotitaAbout). Apod emthé€el mowo meipapo Bhel vo vAomomBei, eupavifovtor ot 0dnyieg Tov
TEPAUATOC KOOME Kol To VAIKE o ooia mpénet va cLALEEel (oxkmvn: fe2-thermotita). X cvvéyetoa,
EVEPYOTOIEITAL T KAUEPO TNG GLOKELNG TOV, KOl aPod okavipel to grcode g oeAidag 74,
eupavifetotl po mopTo EMOLENUEVIC TPOYUATIKOTNTOS KOl 10, LGP0l LLE TO, EVOTOUEIVOVTO VAIKG Ta.
onoia Bpickovtol Tio® amd avt, og éva ekovikd teptpdAilov (oknvni: VR2).

Qeppdtnra Oeppétnta
(DEZ: OEPMOKPALIA-QEPMOTHTA
AYO ENNOIEL AIAQOPETIKER
CE2: EFOKPALIA-BEPMOTHTAAYO ENNCED MADOPETINE
liviyun
LU /]
o
|
|
i'
Niows fiew Iwviyun !
etppé[[]tu Dateaygt © k3 vate oy sul e M

Oeppotnra
QE2: OEPMOKPALIA-OEPMOTHTA . m pp ']
®F2: BEPMOKPALIA-BEPMOTHTA
AYO ENNOIEE AIADOPETIKES P gt et

AYO ENNOIEZ AIADOPETIKEL

MITA ANO. OEPUOKPATIA

1 Aemd
4 Arned
3 At
4 Aenrd
$ Ao

QGRS

Apy it Towtyue

Zynpo 8.2: Zxnvég mepdpatoc oeAldog 74
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MOoAg GuAAEEEL OA T VAIKG TNG Umdpoc, epeavifovtar odnyieg (oknvn: testScene?) yio To meipapa
mov Bo akolovOnoel. Txavapovtag Eavd To greode g oeAidag 74, eppaviletor n niektpikn kovliva
v otV onoia Ppioketon TomobeTUEVO TO KOTGOPOAAKL [LE TO VEPO Kot TO BepUOUETPO (OKMVNA:
2.animation). Iatdvtog 1o Kovumi «Apyn» Eekvael va PLeETpdet o xpovog yio TEvTe AETTA Kot avapel 1
niektpikn kovliva. H Oeppokpacio oto Oepuopetpo aAriler avarldoymg. MOAG mepUcOVY TO TEVTE
Aemtd, epeaviletor 6To KAT® PEPOG TNG 006VNE TO KovuTi “ocuumépacia’ To omoio odnyel Tov okt
OTNV ETOLEVT] CKNVN 1 omoio, amoTteLeiTOl 0md T GUUTANPOUEVN TapaTHPNGT ToL BifAiov Kabmg Kot
T0V cvumepdopatog (oknvi: symperasmataThermotita). Metd v 0AOKANP®GN TOV TAPATAVD
TEWPALOTOC EKTETAUEVIG TPAYLOTIKOTNTAG, Ol pafnclokol otoyol mov eivol Oeutd va emttevybovv
etvan ot €Nc:

* Na ovagépovv ot pobntég d14popovg TPOTOVE LE TOLG OTMOIOLC WUTOPOVUE VO OLENGOVUE TN
Oeppoxpacio evOg cOUOTOS.

* No d10metdoovy ot pabnTég TEpaUaTIKA OTl, OTaV £Va MU 0Toppoea Oeppotta, 1 Oeppokpacio
TOV OVEAVETAL.

* No dometdoovy ot pabntég mepapatikd 6t n Ogppotnto, péet oo ta Oepud ota youypd cOUATO.

8.4 Xkmvni: ThermotitaAbout

H oxnvn avm eaivetar oto oynua 6.3. H epapyio Tov avTikelévay g amoteAeitot amd: uio main
camera, éva directional light yio To 60610 POTIGUO TG 0EAIdAG, £va event system Yo T Agttovpyia
TOV KOVUTIOV KOl TOV EVOAANYDV TOV OKNVOV Kol €va canva oTOV OmOoio VTAPYOLV TOAAN
textMeshPro yio v sloayoyn tov Keyévov kabmg kot d0o buttons. Me avtd yivetat ) evailayn Tov
OKNVAV, LEC® €VOG SCript TaPOUOLOL LE TOL script “menu”, 1o omoio amoteleitor amd Tig HeBOIOLVE
“next()” ko “back()” mov ypnoiporotovy ) Piprrodnkn UnityEngine.SceneManagement.

Oeppotnta

@E2: OEPMOKPAZIA-OEPMOTHTA:AYO ENNOEIZ AIA®OPETIKEZ

Neipapa oeAida 74 Euvéyew

Nigw

Zynpa 8.3: Zxnvn “ThermotitaAbout”
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8.5 Xknvi: Fe2-thermotita

H oxnvi avt) gaivetanr oto oynue 6.4. H epapyia tov avtikelpévov mg eivar 0o pe ovt g
oxnvig “PeptikoAbout”, pe 1 povn dweopd o611 mepEyel meprocotepa textMesh Pro kot to
TEPLEYOUEVO TOVG EIVOL SLAUPOPETIKO.

OeppotnTa
®E2: OEPMOKPAZIA-OEPMOTHTA
AYO ENNOIES AIAGOPETIKEE

. Nepo

. KatoapoAdxt

. Oeppdperpo

. HAexTpiKi] Kouliva

T N

I ouvkyeia evepyomoteltat n kpepa K OLOKEDIK BoU.

Tonp@énoe mv wlpepa méves and 1o barcode ¢ eeldSog 74.

o Swpdno mou Poloxero niow o Ty népra umdpyouv KpuppEva Ta
tEoepn oAl Tou nelpaparor. ZUAAELE to 6o rdvovtag KALK Tdvi Tou.
Ivo xitve pEpag <ng aBawg umdpye probpa pe o ulixk,

LG LR

niow ‘ HTSET

Synuoe 8.4: Txnvr fe2-themrotita

8.6 Xknvi: VR2

2g LT TN OKNVY], 0 TAIKTNG UETA A0 TPOTPOT] TMV OO YLDV TNG TPONYOVUEVNG GKNVIG, GKAVAPEL
10 grcode mov PBpioketan otn celida 74 tov oxoikov Pipriov. Mo n Vuforia Camera to gvtomioet,
eneaviletor po TopTa ETOLENUEVNC TPAYHATIKOTNTAS Tave and to grecode (oynua 6.5). H mopta
emovénuévng mpaypoTikdTTag mov gueaviletar, €xel v 10w AElTOLPYIKOTNTA WE TIG TOPTEG
EIKOVIKNG TPOYULOTIKOTNTAG TV TTponyovuevey oknvov “VR”. T'a va ¢avel to gikovikd mepifaiiov
TTOL VILAPYEL TC® TNG, O TAUUKTNG TPENEL VO, EIGEADEL LE TN GLOKELN TOL PEGO BTNV TOPTA. MOAIS Yivel
avtd, akolovBel oAy guPvOion Tov maikTn og évo SOUATIO EIKOVIKNG TPUYHOTIKOTNTAG, GTO OO0
KoAgitor vo Bpet ta Tpiot VAIKA TOV TEPANOTOC. XTO KAT® HEPOG TNG 00OVNG LIAPYEL UTAPO GTNV
onoio. paivovton To. voAemopeva vVAIKA. H epapyio tov avtikeévov g oknvng VR2 eaivetot
avaAvTikd oto oynuo 6.6. Ilepiinmrikd, amotedeiton amd T 01 PoCIKE OVIIKEIILEVA TOV CKNVOV
“VR” pe ™ povn dopopd to. SIPOPETIKA EIKOVIKE OVTIKEILEVO TTOV VITAPYOVY KO ATOTEAOVV TO VPOG
oV dwpatiov. [Ipw ) dnuovpyio g TOPTOG, Eytve dnpovpyio avtikeywévon “image target” kou m
emhoyn tov marker20 amnd ) Paon highclass. To moudi tov image target eivon éva empty “portal
parent” mpokEWEVOL TOL TEPLEYOUEVO QVTOD VO EUPAVICTOVV €POGOV 1 arcamera evtomicer 1o
imagemarker16. To dopikd ctotyeio ToL dUATIOV Elvat Ot TOiyoL, 1) TOPTA, TO AT KOl 1] OPOPT.
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=

KatocapoAax: }

IS R

2 ot
& vuforia

Yynpo 8.5: Topta emawéEnuévng mpaypnotikotntag VR2 oknvig

= Hierarchy | a £7) Paint (4)
+~ a: Al b @ 506 Sauce Pan
v & VR2* : b i@ thernometer
" & EventSystem 7§ Books_1_3 Variant
v (7 ImageTarget! Ui toaster
¥ &) portal parent b @ coloured-mugs (1)
¥ 7 portal G plate
&% ComFlakes > U@ dish-rack
» @ coloured-mugs ¥ Apple
@ walls > ﬁ Ladle (2)
@ roof ﬁ Plate2
(0 floor b i@ Saucel
(1 Door W§ Platel
(7 polyeleos W@ Fork
» (7] Canvas W@ Class
[ Paint (1) b @ glass_bottle
b @ chandelier W@ CoffeTable_4
» (71 Point Lights @ BookCase_1
¥ Rug! b i@ Couch.1
(71 Paint (3) » i@ ModularCounter_3
%@ CoffeTable_2 Variant > i@ CoffeTable_2
@ Chair_5 > W Vase_1
» i@ ModularCounter_3 > @ Books_ 1.2
» i@ Stove 1301 @ Books. 1.3
¥ Couch_1 Variant b » i@ Kitchen_Cabinet1
%@ BookCase_1 Variant b W Refrigerator_1
7@ Vase_1 Variant > b i@ House_Plant1
7§ Books_1_2 Variant > 7 Audio
P 7§ House_Plant_1 Variant b ) _FurnitureDisplayTextures
74 CoffeTable_4 Variant ’ 0 ARCamera
» 7§ Kitchen_Cabinet_1 Varant b £7) Directional Light

Zyquo 8.6: Iepapyio avtikeypévaov VR2
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Kepdroto 8

8.6.1 Ewkoviké wepipariov kon etkovikd avrikeipeva VR2

To gowtepkd tov dopatiov polalel pe carokovliva. Amoteleitarl amd dekadeg assets, .fbx kot .obj
oV aofnKkedTKAY amd TO unity asset store kol amd 1GTOGEASEC OMMG QLTEG avaPEPONKAV GTO
avtioToyo Kepalato ¢ oknvig “VR4”. 1o oynuo 6.7 @aivetol To €0MTEPIKO TOL dMUATIOL UE

AETTOUEPELEG.

% o
|
i
~

7
X
all

P

~ (5
"‘ .\~"
L F

Yyuo 8.7: Aopdtio VR2

To téooepa VAIKA TOL 0 TOUKTNG TPEMEL Vo GLAAEEEL TPOKEWEVOL VO TTPOYMPNOCEL GTO TEIPOUA
paivovtal oto oynua 6.8. Ta vAKA Tov 0 TaikTNG TPEmEL val LalEWEL TPOKEEVOL VO TPOYMPTGEL GTO
melpapa, ival Torofetnpévo péca oto ekovikd mepPdAlov pe tpomo EEVTVO, TETO0 MOTE Vo PNV
gtvat pavepd ek TPOTNG OYEMS OAAG GLYXPOVMG Vo gival S10KPITA.
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ynpa 8.8: Yhka mepdpartog (Ogpuotnta)

INo tov Mo ¢ oknvrg “VR2” ypnoiponombnke évo gameobject empty pe 6vopa “Audio”. Xt
components tov empty “Audio” mpootédnke éva “Audio source” pe TG idieg pvbuicelg TV
nponyobuevav oknvov “VRS5” alhaloviag to apyeio Myov yia va glvar povadiko. Evo axopa
component wov Tpootédnke oto audio eivar £va SCript Yoo Vo KATAGTPEPEL TO AVTIKEIIEVO TOL NYOVL
oTN oKNVN testscene2, OnAadr| v emdpevn g VR2.

8.6.2 Evaliayn oknviic VR2

Yta 1éooepa avTikeilevo mov mPEmEL va GLAAEEEL 0 TaikTNG €yovv mpootedel Tt 101 components
OTMG KO OTIG TPoTyoveves oknvég VR:

. Box collider
. Audio source:
. To script “Dotvrdour” (oyfua 3.11)

H pnépo oto xdtem pépog tov mouyvidod HE To VTOAEmOUEVO Toyvidlo glval o canvas omd TnV
epopyio avtikelévov Kol amoteieitol and téooepa textmesh Pro pe ta ovopoto TV avrikeluévoy
KoL avTioToLyo TE00EPLG EKOVES (TiK) TOL gpEavifovTot LOMG 0 TaiKTNG EMAEEEL Vol OVTIKEILEVO OO
avTd. Xto. components Tov canva tpootédnie o script “CanvasScriptVR2”, to omoio €xel v 1010
Aerrovpywcotnto pe To script “canvascriptvrfour” (oynua 3.13) kot to script “csSIXx” (oynua 4.10).
Me 7o script “CanvasScriptVR2”, 6tav o petpnmge sum @tdoet tov apBpd téooepa (dniadn otav
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Oha  ta  avtikeiyeva  Ppebodv), «kaAel v emduevr  oknvy  péom g PipAlobnkng
UnityEngine.SceneManagement.

8.7 Xxmvn: TestScene2

H oxnvn avt) eaivetatl oto oynua 6.9. H iepapyio tov avtikeévay g ivol Topopota Le auTn g
oknvig “ThermotitaAbout” kot “fe2-thermotita”, ue ™ povn dwpopd Ot TEPLEXEL TEPIOGOTEPO.
textMesh Pro pe to mepieydpevo toug va givar d1opopetikod. e avTh T oknvn divovtal odnyieg yio to
melpapLo Tov akolovbEt.

OeppdTnTa
®E2: OEPMOKPAZIA-OEPMOTHTA
AYO ENNOIEE AIA®OPETIKEX

1. Nepo v
2, KaroapoAdxt v
3. Ozpydpetpo v
4. HAgrrpwi] xouliva vV

Qe
TonoB<toe Ty KpEpa Wave ano to barcode Tng oskidag 74.
I owvéxela sppavilerar wive oTo Ean g NAEKTPIKAS
kouf[vag to xatoapoAax pe vepd. Mavwvrag o koupmi
"Apyn)" Eerrvder ) pérpron Tov 5 Asmedv. Métpa )
Bepporpaoia kdBE Aswed kit ouy)pdvwg cupmAfpeoE tov
nivaka g oeAdag 75.

Tuvéysa

Yynpo 8.9: Timvn testscene?

8.8 Xkmva: 2.animation

Yg auTN TN OKNVH TpayupoTomoleitol to melpopo TG oehidag 74 pe T ypNON EKTETAUEVNG
TPOYUATIKOTNTOG. XTNV opykr] 000vn vdpyet N niektpikn] kovliva, Tve 6To patt TG omoiag etvat
TOTOOETNUEVO TO KATCAPOAGKL. XTO KOTGOPOAAKL LIAPYEL VEPO, Kol LEGH GTO vEPO TO Beppoperpo
oL TTPOKELTOL VO peTpdel T Beppoxpacio kabmg mepvodv T AenTd. 10 TAVED HEPOG TNG 006VNG
VRLAPYEL TO KOVUTL «Apyn». MOMG 0 maiktng Kével KMK 6To Koupumi «Apyn», EEKvAeL vo LeTpAeL O
YPOVOG GTO KAT® aploTepd PEPOG, KaOMG avafel  oTid Tov HaTion TG NAEKTPIKNG Kovulivag mov
Bpioketal To KOToOPOLAKL e TO vePO Kot To Bepudpetpo. 1o Apiotepd néPog T 08OVNG VILAPYEL GE
peyéfuvon to BepuopeTpo 010t To OepUOUETPO PEGH GTO VEPD givarl apkeTd LKpO Kot yupifovtag To
Kkvntd omd A omtikn yovia, 1 Oepuokpocic @oivetor Sapopetikn amd Ot givor otnv
apoypatikotnto. Kabog o ypovog kvhdel, to Beppouetpo deiyvel kabe Aemtd tig Oepuokpacieg: 1
Aent6—>20°C, 2 Aentd—>22°C, 3 Aenmtd—>24°C, 4 Aentd—>25°C xou 5 Aenta—>27°C (oOppova pe 10
BiPprio dackdiov). Otav o xpovog Eemepdoel Ta mEVTE AENTd, TOTE EUPAVILETOL GTO KAT® HEPOG TNG
006vng to xovuni «Zvumépacpo» To omoio odnyel otV emduevn oknvr. Avtiy amoteieital amd 1O
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CUUTEPOOIO. TOV TEPAUATOG KUOMG Kol Tov Tivaka Tng oeAidog 75 Ttov oyolwkov PifAiiov
CLUUTANPOUEVO. XT0 oyfuo 6.10 eaivovtal ot 006veg Tov TEWPANATOC KATA TN SIUPKELD TOV TEVTE
AETTOV.

[
o

ra

e
=

-
E
E
E
E.
‘F:..
g_.
E.

ZyAuoe 8.10: O 006veg Tov TEpdpoToc-2.animation
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8.8.1 Igpapyio avrikepévov — 2.animation

H epapyio tov aviikeluévov g oknvrg 2.animation (oynua 6.11) anoteAeiton amd:

i "Eva event system.

. Mio ARCamera.

. Tpia. directional lights yio c0otd eoTIGHO TEPUETPIKE, TNG TOPTOG KO dekamévte pPoint lights
E0MTEPIKA.

. To image target16 to omoio eumepiéyet :

Tnv niextpkn kovliva.
To katcaporakt.
o To Beppoduetpo to omoio pe ™ oelpd Tov anotereitan amo €1 red lines ol onoieg givat
TomofeTNUéVeC KATAAANAO YioL v SElYVOLV GUYKEKPIUEVES TIUEG Oepokpociag.
‘Evav cylinder “water” o omoiog givat 10 vepod PHEGO 6TO KOTGOPOAAKL.
"Eva Particle system 1o omoio anotelel ™ ¢wtid oto pudtt g kovlivac,.
‘Eva canva ue to button «Apyn».

"Eva canva o omolog eumepiéyet :

‘Eva textMeshPro yio timer.
‘Eva button «Zvumnépacpo.
Mia image 1 oroio givat to Bgpuduetpo og peyébovon.

O O O O

Agkatésogpig red lines (images) ot omoigg eivar Tomobetnuéveg kKoTdAnia péca oto Bepuopetpa
va detyvouv Beppokpacies.
o 'Eva textMeshPro yio tnv mpotpomi) tov yprotn «Xkavope to greode g oehidog 74» 610 TAV®

HePog g 0boVNG.
o ’'Eva textMeshPro yia v epgdvion tov ypdvov.

+ ) @ All
v 0 2.animation*
Ll MO G
1) ARCamera
¥ (1) ImagaTargat]
¥ () Canvas (1)
» 7 Button-arx|
¥ @ Stova_ 1301
(1) EhamfarBox003
» §% 506 Sauce Pan
» % thernometer 5
(e water
i Particle Systam
b () Directional Light
(] EventSystem
¥ ) Canvas
£1) Taxt-timer
I ) Button-sy mpearasmata
() Image-thermometro
£ kinel
£ LIne2
G Lines
i Lined
£ Linas
Lo Lines
) Line?
£l Lines
£ Lines
£ Lina1o
G Linetl
Crl Line12
) Line13
) Linala
£ Text (TMP)
(1 Text (xronos)

1)

Zynpa 8.11: Iepapyio avtikeévayv “2.animation’
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8.8.2 H lewrrovpyia Tov mepapatog péco omod ta SCripts (Oeppoétnra)

Apywd oto Text-timer amd v epapyio TOV avTikeWwévov TG oknvig &ywve mpocbnkn ota
components dvo scripts, o “Timer” ka1 to “Txt Dis”. Xto oynua 6.12 @aivetot o inspector tov Text-
timer pe coumAnpopéva OAa To TEdio TOL dNULOVPYOVVTAL GTO TOPUTAVE dVO SCript.

¥ |#| v Timer (Script) 9 it
Script timer <
Symperasmata Koumpi 2 Button-symperasmata ®
Timer Text B Text-timer (Text) ®©
Img 2 ELine2 (Image) ®
Img 3 ELine3 (Image) O]
Img 4 ELined (Image) ®
Img 5 ELines (Image) (O]
Img 6 ELine6 (Image) ®
Img 7 ELine7 (Image) ©
Img 8 ElLine8 (Image) ®
Img 9 ELine9 (Image) (O]
Img 10 &= Line10 (Image) ®
Img 11 ELinel11 (Image) (O]
Img 12 = Line12 (Image) ®
Img 13 ELine13 (Image) ®©
Img 14 = Line14 (Image) ®
Line 1 foredLinel O]
Line 2 foredLine2 ®
Line 3 foredLine3 ®©
Line 4 foredLined ®
Line 5 foredLineS ®©
Scriptpsoff + Particle System (psoff) ®

¥ |#| v| Txt Dis (Script) @ it !
Script txtDis
Button o Text-timer ®

Zynuoe 8.12: O inspector tov Text-timer

210 script “Timer” (Ilopdptnua E) dnprovpyodvior dddeka medio Slapopetik®dv tHTOV T omoia
eatvovtat cuumAnpopéva 6to oyxnpa 6.12 Kot avaivovtol TopaKaTm:

o Apywd dnpovpyel to dddeka medio Tov oynuatog 6.12. X cvvaptmon void Startt()
(ypapun 38) Eexwvaer n pétpnon (ypouun 40). Avth n cuvaptnon dev givon 6o pe t1g void
Start() 61611 dev mpémet vo. Eekviioet | cuvapTon LOMG EEKIVAGEL 1] GKNVT], 0ALGL LOAG
notnOei To Kovpmi «Apyn». T'a va Eekvioet 1 Aettovpyia tov Script Tpémet va kAnbei
ocvvaptnon void Startt().

o Iledio Timer text: dnuovpyeiton to medio “timerText” tomov Text (ypappr 10) mpoxepévon
va epoavifetol og auTd TO KEUEVO 1) TYWH TOL XPOVOL. AVTO TPAYLLOTOTOIEITOL LEGD TNG
ovvaptnong void UpdateTime() (ypapun 113-116).

o Iledia img2-14: dnpovpyodvron to medio “img2-14” tomov Image (ypoppés 13-25). To nedia
OVTE GCUUTANPAOVOVTOL LE TIG EIKOVEG TOL OTOTELODV L0, KOKKIVI] YPOUUT GTO OEpUOUETPO TG
006vng kot elvar avédoyo Tomobetnpéveg va deiyvouy ) cwotn Beppokpacio. H kébe
YPOUUN EVEPYOTIOLEITAL OVAAOYQ TN (POVIKY oTIyUn oTig Ypoupég S0-104. Mapadeiypartog
x&pn, ot ypoppun 70, polc o ypdvog PTacel Ta ENVTO SEVLTEPOLETTO EVEPYOTOLEITAL M)
ewova7 (ypapun 72) n onola avtiotowyel og Beppoxpacio 20°C. Xpnoiporoodvron
TOPATAV® 0To TEVTE EIKOVEC (TEVTe AemTdA—2>TéEvTE OEpLOKPOGIES) Yo TEPIOGOTEP
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AemTopuéPELD, 6TO BEpUOUETPO (AETTOUEPELD DEVTEPOLETTOV) KO VIOl VO, AVEPOIVEL GTASTAKA 1)
Oeppoxpacia.

o Iledia Linel-5: dnuovpyovvrar to media “Linel-5” thmov GameObject (ypoaupéc 27-31). Ta
nedio, avtd cvpmAnpdvovtol pe tig redlines mov anotelovV TIg KOKKIVES YPOUUES GTO
Oeppopetpo mov Ppicketal péso oto vepod. H kdbe ypauun evepyomoteitan avéioya
YPOVIKN oTiyun otig ypouuég 70-105.

o Iledio symperasmataKoumpi: dnuovpyeitot otn ypouun 9 ko eivorl tomov GameObject.
AToTeLEL TO KOVUTL TOV CUUTEPAGLLATOV OV TPETEL Vo, evepyomombet (Ypauun 106) epodcov
nepdoovv ta mévte Aemtd (300 devteporenta) otn ypapuun 102,

o Iledio scriptpsoff: dnuovpyeiton otn ypouur 36 kat givor tomov psoff (script wov Bo avarvOei
TOPOKOTO). 211 Ypouun 48 anevepyomoleital, 6tav OnAaon €xel TEAEIDMGEL 0 Ypovog ota 301
devteporenta (Ypapuun 44). To scriptpsoff amotedeiton and to ParticleSystem dnAadn amd
QOTIAL.

>to script “Txt Dis” (oyAuo 6.13) dnuovpyeiton to medio “button” tomov GameObject ko maipvel
mv T Tov ovtikeévov TimerText. Xn ypouur 10 10 omevepyomolel mPoKeEWEVOL Vva
evepyomom0el n Aettovpyio Tov uovo otav ot el To Kovumi «Apyn».

> Desktop > ptyxiaki > projects > final project > karantina > Assets > Scripts > 2.animation > € ixtDis.cs
m.Collections;
m.Collections.Generic;

UnityEngine;

ic class txtDis : MonoBehaviour

ic GameObject button;
Start()

button.SetActive(false);

Yynpo 8.13: To script “Txt Dis”

To ParticleSystem omd v epapyio aviikelpévmy amoteleitol and to e£/g Components:

e ’'Eva Particle System tov onoiov ot pvBuicelg paivovtol oto oyfua 6.13.

e 'Eva Audio Source to omoio £xet wg audioClip éva apygio Myov «Bpacuod vepod» kot givol
anevepyomompévo to Play On Awake yia va evepyomomBei o fyog 6tav matnbel to kovpmi
«Apyf» Ko avayeL 1 T,

e To script “psoff” oyfua 6.14. Avtd anoteleiton 0o TPEIG CLVAPTHGELS.

o Tnv void Start() n omoia potg Eekvaer  oknvn anevepyornotel to particleSystem (ypappn
10).

o Tnv public void enabletheps() n omoia kodeitanr otnv onClickEvent tov kovpumioh «Apyf» Kot
evepyonotel To ParticleSystem (ypapur 14) kot to apygio fyov mov gival ETGNUACUEVO
(ypapun 15).

o Tmv void disabletheps() o omoia koieitar 6mwg eidope Tapandvm omd to Script “Timer” o
ypopun 48 yio va amevepyomomBei to particlSystem poig mepdcovv to mévte Aemtd, onAadn
va ofnoel n poTid.
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n Particle System

Duration [1.00 |
Looping ~

Prewarm i
Start Delay 0
Start Lifetime 5
Start Speed 1
3D Start Size 1l
Start Size 1 v
3D Start Rotation %

Start Rotation 0 v
Flip Rotation 0

Start Color E v
Gravity Modifier 0 v
Simulation Space Local v
Simulation Speed 1

Delta Time Scaled v
Scaling Mode Local v
Play On Awake* v

Emitter Velocity Rigidbody v
Max Particlas 1000

Auto Random Seed v

Stop Action None v
Culling Mode Automatic
Ring Buffer Mode Disabled v
 Emission

' Shape

~ Velocity over Lifetime

| Limit Velocity over Lifetime:

| Inherit Velocity

~Force over Lifetime

| Color over Lifetime

| Color by Speed

~ Size over Lifetime

| Size by Speed

~ Rotation over Lifetime

| Rotation by Speed

| External Forces

~  Noise

| Collision

| Triggers

~ Sub Emitters

~ Texture Sheet Animation

| Lights'

| Trails

~ Custom Data

/' Renderer

4

4

Yynpa 8.14: Ot pvBuiceig tov Particle System

ojects > final project > karantina > Asset ipts > 2.animation > © psoff.cs

using System.Collections.Generic;
using UnityEngine;

psoff : MonoBehaviour

Start()
gameObject.GetComponent<ParticleSystem>().enableEmission

void enabletheps()

gameObject.GetComponent<ParticleSystem>().enableEmission
gameObject.GetComponent<AudioSource>() .Play();

void disabletheps()

gameObject.GetComponent<ParticleSystem>()}.enableEmission

Zynpo 8.15: To script “psoff”
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O\a to TOpOTAVE® OeV €lval OPKETE YOPIC TNV TOPOUETPOTOINGT] TOV KOLUTOD «Apyf». O inspector
Tov button «Apyn» eaivetat oto oyfuo 6.16.

_onClick ()

Runtime:Oniy S psoff enaoiethens: =

1 Particle System (pso @

Runtime Only ~ | tumEverythingOn dothework z

+ Button-arxi (turnEver ® |

Runtime Only v | timer.Starttt v

¢ Text-timer (timer) @

+ -
v |# Turn Everything On (Script) @ it
Script turnEverythingOn
Button 0 Text-timer ®

yquo 8.16: O inspector tov button «Apyn»

1o components Tov kovumod «Apyf» £xel Tpootedel To script “Turn Everything On” (oyfua 6.17).
Avto amotedeiton omd ™ ovvaptnon void dothework(). H cuvaptnon avtr déyetar oto medio button
T0 ovTiKeinevo ¢ 1epapyiog “Text-timer” kair ot ypapun 11 to evepyomoiei. Xt ypouun 12
KOTOOTPEPEL LETA OO VO OEVTEPOAETTO TO KOLUTE « Apyn» S10TL PETd TNV EMAOYN TOV gV EYEL AOYO
omoapéne. H ocuvaptmon kakeitar oto onClickEvent tov button «Apyn». Eniong, oto onClickEvent Tov
button «Apyn» kaAgiton kKot 1 cvvaptnon Startt() tov script “timer” yio va Egkivioet T ué€tpnon tov
ypoOvov Kkabmdg kot 1 ovvaptnon enabletheps() tov sxript “psoff’ m omoio evepyomoiei o
ParticleSystem xat to apygio fyov.

* tumEverythingOn.cs X

» > Users > user » Desktop » ptyxiaki > projects > final project > karantina » Assets » Scripts > 2Z.animation > € tumEverythingOn.cs
ing System.Collections;
System.Collections.Generic;
g UnityEngine;

class turnEverythingOn : MonoBehaviour
public GameObject button;

public void dothework()
i

i
button.SetActive(true);

Destroy(gameObject, 2);

Yynpa 8.17: To script “Turn Everything On”

Télog, ota COMPONENts Tov KOVWUTOD GLUTEPOCHO, £xEl mpootebel éva  script to omoio
ypnoorowwvtag ™ Piprrobnkn UnityEngine.SceneManagement npoywpdel 6Ny €xOpevn oknvi, M
onoio Ppioketor pio 0éon petd (PAéne oynua 1.10), Kot amwotedel TO GUUTEPAGLO TOV TEIPALOTOS.
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8.9 Xknvn: symperasmataThermotita

H oxnvn avt) eaivetoat oto oynuo 6.17. H iepapyio 1oV ovIIKEWEVOV TG €IVl TOPOUOL0 LLE BTN TNG
oknvrg “ThermotitaAbout”, “fe2-thermotita” kot “testscene2”, pe ) POV S10QOPE. OTL TEPLEXEL
neplocoTepa textMesh Pro pe 1o mepieyouevo tovg va ival dtapopetikd. Xe avth T oknvn divovtal
To. oLUTEPAGHOTH KOOMC Kol 0 mivakog Tng oeAldag 75 tov oyoAkold Pifiiov, mov mpémel va
CUUTANPDOGEL 0 LaONTNG GE OVTO.

OeppotnTa
®E2: OEPMOKPAZIA-OEPMOTHTA:
AYO ENNOIEZ AIA®OPETIKEZ

lapatnpnon

META ANO.... OEPMOKPAZIA
1 Aemrd | 20°C
LY T N S
3 Aentd 28°C
& Aemrdi 25°C
5 Aentd 1o 27°C

LULUTIEpUIOUD

Eva pEpoC )¢ EVEPYELAC Mo aEAEDDEpWVETAL
dtav Kulystal vo agplo, amoppopdrt uwd to vepd.
‘Eral 1) Beppoxpucia tou vepol nufdvetaL

Apy

Tynue 6.17: Zknvi-symperasmataThermotita

210 wovumi «Apywn» ota components €yel mpootebel script To omoio  YPNCLOTOLOVTOS TN
Bprodrkn UnityEngine.SceneManagement mdet otnv opyikn oknvi m omoio Ppioketal évreka
oxknvég Tico (PAéme oynua 1.10).

8.10 Emikoyog

To meipapo g oeAiidag 74 tov oyolwkov PiPfAiov, vAomoleitar pe TN YPNON EKTETAUEVNG
TPOYUATIKOTNTOG HECH TOV Topamive €61 oknvav. Metd 1o méPOg TG TEAELTOIOG OKNVNAG TOL
nepdpatoc, etvor Oeputd va €yovv emrevybel o1 pabnoakol 6tdYoL TOL AVAPEPONKAY GTO KEPAANLO
6.3.
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Kepdiawo 9

Kepdarawo 90: E@appoyn mewpapotog 1y 710 KEQAAMO
Hlektpropnog

9.1 Ewayo

Ye auTO TO KEQAAUO TEPLYPAPOVTUL Ol Uafnolokol oTOYol TOL TEWPAUATOS TG oeAidag 112 Tov
kepaiaiov «HAektpiopog» tov oyoikod Pifiiov. Emumiéov, avaridovtar OAa to. Prjpoato g
dNuovpyiag TOV CKNVAOV TOL VAOTOLODV TO TEIPALA, YPTCLLOTOIOVTOS TEXVOAOYIEG EKTETOUEVNS
TPAYLLOTIKOTNTOG.

9.2 ZXe)hida frpriov 112

Y10 kepdiaio «HAektpiopooy avhkel n evomrta «PE6: ATQI'OI KAI MONQTEX». H evomta
Eexwvael e éva eloaymyikd epgdiocpo kot akolovbel M mepapatikny aviiuetomion. To gicaymykd
epébicua oV evotnTo AVt divetal uéca amd évo KOUIK ue Npmec To Aaumdxn kol to Bolepdypio.
Avéloyo koéuk mapovoidlovtal oty sloayoyn opketov PoAlwv  Epyoaciog ¢ Evomrag
«Hlektpiopdo» 1600 oy E” 660 ka1 ot Tt Anuotikod. Ztnv evotnto, 3 Tov kepolaiov, d00nke
oTov¢ LadNTé M TANPOoPopia ATl TO VAIKO amd TO 0mOoi0 EivVOl KATAOKELUGUEVO TO GUPUOTAKL GTOVG
AoumTpeg mopaktOoemg ovoudletar Poiepdauto. Xt cuvvéxsw {nreite omd tovg pabntéc va
oYOMAGOoLVV TN Lopen Tov BoAppdapiov 610 kKoUK Kot va StofAcovy Toug S1ahdyous TPOKEWEVOD VO,
neptypdyovy 10 mPOPANUa mov avtipeTonilovy o Aaumdkng kot 0 BoAgpduiog. 1o TEAOC TOL
gl0ayOYIKoL gpebicpartog, ot pabntég kalovvtol va Sufdoovy 10 EpAOTNUA TOL &ivol oNUEIOUEVO
KAT® amd 10 KOUK Kol 0 SAGKOAOG TPOKAAEL TN OATUTTMOT) LIOBECEMY GYETIKA e DAMKA T omoio
Umopovy va ypnoononfodv e éva KAEWGTO MAEKTPIKO KOKA®Uo. AKOAOVLOEL 1 TEPOALOATIKN
avVTILETOMION TG oeAidoc 112 (oyqua 71.), pue v omoio ot pHadNnTéC SamMOTMOVOLY OTL GAAN VAIKA
EMTPEMOVV TN PON TOL NAEKTPIKOV PEVLOTOG, EVD AL OYL.

T ! e

SEG: ArNrol KAl MONNTEX

T npersen
"
| MeeiEs e TUMWRE TR AMTAD
" B S l l Lo 7 T
]
i [ v
;'. wemhde, | v |
:‘- e e ! N
/| — f— v
; oy - |
:. STy - | v
|‘ b melm | - N
“‘ e | s

b Lecpin NPT

"? :-".'.‘.'.‘." [ Doasasd ——
td gyt ot
\ | et |
13 Lty
{ Lpetgona

o RO R AN, R, A e, Te St

,"?v.\‘ A AR N i AT A XL S
e =
W Tarkspus w Sed¥sat0 Sucemm K 102 o m st rew PR EmT A T
[ Tk then opvwd K s ometi
% AP ALILE (1A TO XY
1100 mimbi 5 TS GRvEK: 13 MLl i, oY el B avvicrts OV
3 s .l:‘ L™ ot "
= v L . Wroseh: ve HITI0SK Yl vk 13 keasie
— ST mmv T8 €A PDE AL aTTY dmien v
- — MO 1995 SABETYES 030 DVTREiIces 1w Eha * — e
3 i PR TTEV WS TR, HH Ty UMK, M e e —
A VE A i - ————

Zynpo 9.1: Zehideg Pifiiov 112-113
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Metd, ot pofntéc KoAobVTol Vo GUUTANPMOGOLY TOV TIVOKO GOUE®VO LE TNV TOPUTHPNCN TOVG.
Toa&wopovv ta vAkd og dV0 Katnyopiec, avdAoyo Ue TO av TO Aaumdkt ovapel 1 oxt. O dAcKaAOC,
nwpokoAei cu{nTnom oty Taén, péca amd TNV omoia o1 LobNTES SaTvTOVOLY TO GVUTEPAGL. Eiodyet
EMTAEOY TOVG OPOLG «OYMYOS» KOl «UOVOTACH Kol Tovg e€nyel otovg Hobntéc. Tt GLVEXELD TOLG
TPOTPEMEL VO TAEIVOUNGOUY TO DAIKG 7OV UEAETNGOV GTO TOPOTAV® TEPOUO GE ay®@yoLS Kot
povetéc. Ot avagopég yivovtal avotnpd ota, VAIKG Kot Oyl oto oviikeipeva. Emimiéov, yia v
TPUYUOTOTOINGT TOV TEPAUOTOC EKTETAUEVIG TPAYUATIKOTNTOC, £xEl Tpootebel ot celida 112
EKTUTT®OWEVO TO image targetlS amnd ™ Pdon high class.

9.3 Ouoknvég Tov mepdpatog — Hiektpiopodg

To meipapa exteTopuévng mPayHOTIKOTNTAG amotereitol amd €€ oKkNVEC OmMG aVTEG QOivovTal GTO
oua 7.2. Apyikd o podntc-maikne, ool emilééel To KEPAAMIO TOL TMAEKTPIOUOL (CKNVA:
startScene), eppaviCovtar to Swbécua TEWPAUOTO TOV EVOTHTOV TOL KeQaAaiov (oknvn:
llektrismosAbout). A@o¥ emidééetl oo meipapo 0éLer vo viomomOei, supavifoviol ot 0dnyieg tov
TEPAuaTog KaBdE kat Ta VAIKE ta omoio Tpénet vo. cvAAEEelL (oknvn: feB-ilektrismos). Xt cvvéyeta,
EVEPYOTOIELTAL 1] KOUEPO, TNG GLOKELNG TOL, Kol GPOV okavdpel o (rcode ¢ oceiidag 112,
eupavifeton o TopTe EMULENUEVIIC TPAYUOTIKOTNTOG KOl U0, UAdpoL [UE TO, EVOTOUEIVOVTO DAIKG Ta.
onoia Ppickovtal Tiow amd avt, og éva etkovikd meptpaiiov (oknvi: VR1).

HAzxTpropog HAzxTpLopog
a GEG: ATQro! KAl MONGTEL

L Abssgns wanitn mepecmcs  (hdogv |
1. Kacrshen lnmothi
fotdows nottpe (v,

L sy Inpyepeg)
3. Kakzgza MrAszres
6 Meatha puset (emsuaadn)

win

T Velsp

S04 ATNIO! XA MONQTEX 18 Ligpm snd wahboe

pagsn widile sty

b tow Dvigna

HAsxtplopog ot . e s BBA 1 v B0 o € 1 e

@E6: ATOFOI KAl MONOTEL HAextpropég

@EG: ArQrol XAl MONQTEE

e 10 pasEass Avam U AMIIALL 348 SRER

v
Y v
v J .
v Lagrabld, v
v talapan Aseratl V'
v Ve [oswseonen) V'
v s (g v
v 10 v
v Ve lid tpephey V'
v Thewa a9 sed e ok
v

WMEREE gy wdgtps T anh T8 hereade o on e
wu L 30y eWWEin peewiomm e sk s mee B2 mg gy

et 1me Pllles e sxhBa Y11 Aesspresavise miowd
Mpwpol : elowssme, eothi spyepéy, ypeytin peiny ’ s A 0

Mavmtiy ; sl St NS kg (esnbumry) (5 shord wen e suld ()
bl whared, setvimmn, tpaepn, bida

A0 I TP 08 Magites Leygpdeat STURM patt
» mlwems i ocAShes 111

Leeiyus
Edl

Zypo 9.2: Zknvég mepdipotog oeaidag 112
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MoAg GuAREEEL OAa T VAIKG TG Umdpoc, epeavifovtar odnyieg (oknvn: testScenel) yio to meipopa
mov Bo akoAiovdncel. Xxoavapoviag Eava to grcode tng oelidog 112, sppaviletor 1o KOKA®UO TG
EIKOVOG TOL GYOAKOL PifAiov. O maiktng emAEYOVTOC TO KOLUTIE TOV LAIKQOV, TO OVTIGTOU(O
OVTIKEIPEVO UTOiVOVY OVAIEGO GTOVG GUVOETHPEG. XTO KATM WEPOG TNG 006VNG LIAPYEL TO KOLUTL
“counépacua”’, To omoio odnNyel Tov Wikt oTNV €mOUEVN OKNMVN M omoio amoteEAEitOl Ao TO
ovumépoopa (oknvn: symperasmallektrismos). Metd v oAokANP®GT TOV TOPUTAVED TEPAUNTOG
EKTETOUEVTG TTPOAYLOTIKOTNTAG, Ol Lobnolokoi otoyotl Tov eival Oepttd va emttevybovv gival ot e€nc:

* No S10meTOo0oLY 01 LobNTEG TEPUUATIKA TNV DIAPEN VAIKDY TOV AyouvV TO NAEKTPIKO PEDLO Kot
VAIKOV OV d€V GYOLV TO NAEKTPIKO PEVUAL.

* Na avayvopicovv ot pabntég 1o uépog Tmv KaAMSIimV oL ivol KATUGKEVUCUEVO OO ay@yovs Kot
oVTO OV E1VaL KOTOAGKEVAGHUEVO OO LLOVOTES.
9.4 Xxknvq: llektrismosAbout

H oxnvi auth @aivetal oto oyfuae 7.3. H epapyia tov aviikelpnévoy g aroteAeitor amd: Mio main
camera, £va directional light yia 10 cwotd eotiond g oeidag, £va event system yia ) Aettovpyia
TOV KOVUTIOV KOl TOV EVOAAOYDV TOV CKNVOV Kol €va, Canva oTov Omoio LIAPYOoLV TOAAG
textMeshPro yia v sioaymyn tov kelpévov kabng kot 60o buttons. Me avtd yivetor n evolioyn tov
oKNVoV, pécm gvog SCript mopopotov pe tov Script “menu”, 1o omoio amoteigitol omd T1¢ peBddoVg
“next()” ko “back()” wov ypnoorolody ™ PipAodnkn UnityEngine.SceneManagement.

HAEKTPLOPOS

®EG: ArQrol KAl MONQTEZ

Nzlpapa oeAlda 112 ouviya

Niow

Zynpa 9.3: Zknvn “llektrismosAbout”
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9.5 Xknvi: Fe6-ilektrismos

H oxnvi avt) gaivetan oto oynue 7.4. H epapyia tov avtikelpévov mg eivar 0o pe avt g
oxnvig “llektrismosAbout”, pe ™ povn doeopd 6t TEPIE)EL TEpLocdTepa. textMesh Pro ki to
TEPIEYOUEVO TOVG EIVOL SLUPOPETIKO.

HAektplopog
®EG6: ATQrol KAl MONQTEZ

1. BAouplvio xoutdxr avauktikos  (adoupivio)
2. KoutuAdet (arodit)
3. T'uGAwo motipt {yuahi)

4. BuyTuAibt {npyupés)
5. Kokapd (mAaomixd)
6. NuniAn pupol (xmouTooUK)
7. Zxoumpdi (Gipaopn)
8. Z0An (£0A0)

9, Mohofic {ypapinc)
10, Z20ppa uno KaAwdio (xoAxag)
FH" oUVEXELR I‘IZ;‘!\'HII(HI'UUI 1] ROPE R THC OUUKELC ool

Tomofétnoe 1w wapepa waves and 1o barcode g oeASng 112

210 Supino nou fplokrtm niow ad Ly Kepto urdpxouy kpopiva T
Béxn vhind tou napdporoc. EGAASEE Ta Ao Kdvovtag KAUK mEVW TOUG.
1o Kiow jEpog )¢ oddvng undgpen prodpa pe T DAIKG,

Kok xoyn!

Niow Iuvéxen

Zynuoe 9.4: Txnvr fe6-ilektrismos

9.6 ZXZknmvi: VR1

g LT TN OKNVY], 0 TAIKTNG UETA A0 TPOTPOT] TMV OO YLDV TNG TPONYOVUEVNG GKNVIG, GKAVAPEL
10 grcode mov Ppioketar ot oeiido 112 tov oyolwov Pipriov. Moag n Vuforia Camera to
evtomnioel, epeovifetot po mopta EmavENUEVNG TPayHaTIKOTNTOG Thve amd to greode (oynua 7.5). H
TOPTAL EMAVENUEVIS TPOYLOTIKOTNTOG TTOL eUQavileTal, €xel TV 1010 AEITOLPYIKOTNTO LE TV TOPTA
EIKOVIKNG TPOYLOTIKOTNTOG TV Tponyobuevav oknvav VR. T va @avel to eiovikd mepidiiov
TTOL VILAPYEL TO® TNG, O TAUUKTNG TPENEL VO, EIGEADEL LLE TN GVOKELN TOL PEGO BTNV TOPTA. MOAIS Yivel
avtd, akolovBel oAk gupvbion Tov maiktn og évo SOUATIO EIKOVIKNAG TPOYUOTIKOTNTAG, GTO 0010
KoAgitonr va Bpet ta 9K VAIKE TOL TEPAUATOS. XTO KAT® UEPOG TNG 000vVNg VIdpyEl pUndpa oTnv
onoio. paivovton To. voAemopeva vVAIKA. H epapyio tov avtikewévov g oknvig VR1 eaiveton
avaAvtikd oto oynuo 7.6. Ilepiinmrikd, omoteleitor amd to 0 PAcKE OVTIKEIEVO TOV
nponyovuevav oknveav VR, pe ) povn S1opopd ta SLoQOopETIKA EIKOVIKA OVTIKEILEVO TOV VIGAPYOVY
KOl 0TOTELOVV TO VPOG TOL dmpatiov. [Ipwv tn dnovpyio g TopTag, £ytve Snovpyio OVTIKEUEVOD
“image target” kot  emhoyn Tov markerl5 anéd ™ Paon highclass. To maidi Tov image target sivon
évo, empty “portal parent” mpoxeylévov ta mEPIEYOUEVA AVTOD VO EQPOVIGTOVV EPOGOV 1] arcamera
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evtomioel to imagemarkerl5. To dopikd ototyeio Tov dwuatiov gival ot Toiyot, N TOPTA, TO TATOU
Kot 1 0po@n. Avtd dnpovpynnkav pe ™ xpnon tov Probuilder. Ot s1dicotepeg pubuicelg sivar d1eg
LE OVTEG TV TTpoTnyoupeVeV oknvav VR.

clideo.com

Yynpa 9.5: Topta emowéEnpévng mpaypatikotrag VR1 oxnvig

—EEW; » ii wall_mount
i = » i@ Mebel022
2 @ HatwithFur
v € VR-BasicScene* g Piano_Bench
[Eg X;(I? l;;;;»era » (7 Point Lights
amera i@ pencll
[y Directional Light » i@ window

¥ [7) ImageTargetl
¥ (71 portal parent

i@ Wooden_Chair_2_Low_poly
» i@ Misty_VelvetCurtain

¥ (7 portal » @ Kitchen_PlatesgBowl1
(7 walls » (@ glass
] roof {{@ Ligne_Roset_Cancan
£ floor » i@ spoon
7 Paint » i@ ring
£ Door » @ wood
f7] polyeleos » i@ model
» [7] Canvas i@ miror
£ Paint (1) » i@ tin (1)
» @ chandelier » i@ model
» 9 bed > » i@ pacifier (1)
» § TableClock Type3 > » i@ sima >
b i Bed Desk Type 2 > » @ plants
4 Rug! > » i@ plants (1)
@ boot-kaoutsoyk £7) _FurnitureDisplayTextures
b i DressingTable TypeS > £) EventSystem
b @ Wall_Art_Classical_01 ) Audio

Zypo 9.6: Iepapyio aviikeypévov VR1
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9.6.1 Ewkoviké weprpariov kon etkovikd avrikeipeva VR1

To gowtepkd Tov dwpotiov polalel pue vavodwudtio. Amoteleitar amd dekddeg assets, .fbx o .obj
7ov omofnkedTNKOY amd To UNity asset store kot omd 16106EAIdEG OTMG AVTEG avaEEPONKAY GTO
avtioToyo Kepalato g oknvig “VR4”. Xto oyfuo 7.7 @aivetal 10 €00TEPIKO TOV dOUATIOV e
AETTOUEPELEG.

ynpa 9.7: Aopdtio VR1

Ta 10 vAKd mov 0 TaiKTNG TPEMEL VO, GVALEEEL TPOKEWWEVOD VO, TPOYMPNOEL GTO TEIPALA PaivovToL
oto oynua 7.8.

ynpa 9.8: Yika mepdporoc (Hiextpiopoc)
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IMa tov Mo g oxnvng “VR1” ypnowomombnke éva gameobject empty pe ovoua “Audio”. Zta
components Tov empty “Audio” mpootébnke éva “Audio source” pe Tig id1eg puvbuicelc twv
mponyovpuevev oknvav “VR” adidaloviag 1o apyeio fMyov yo vo givar povadikd. Eva axoua
component ov pocTtédnke 610 audio eival Eva script yuo Vo KATAGTPEPEL TO AVTIKEILEVO TOV 1OV
oTn oknvn testscenel, dnAadn v emouevn g VR2.

9.6.2 Evaliayn oknviis VR1

Y10, k0, aVTIKEIIEVO TOV TPEMEL Vo GVAAEEEL 0 TalikTNg €yovv Tpootebel T, 1010 components OT®G
KOl 6TIC TPONyoOpeveG oknvég VR

. Box collider
. Audio source:
. To script “Dotvrdour” (oynua 3.11)

H unépo o010 xdtm pépoc tov Touyvidlod HE T VTOAEWTOUEVO TToyvidw €lval o canvas omd v
epopyio avtikelévey Kot aroteleital amd déko textmesh Pro pe to ovopato Tov avTiKEEVOY Kot
avtioToryo déKko eIKOVEG (TK) oL gppavifovtatl LOAMG 0 maikTng eMAEEEL Eval AVTIKEILEVO OO GVTA.
Y10, components tov canva mpootédnke to script “CanvasScriptVR1”, 1o omoio éxet v idw
AerrovpykotnTo pe To script “canvascriptvrfour” (oynuoe 3.13) kot to script “csSIXx” (oyfua 4.10).
Me 1o script “CanvasScriptVR1”, 6tav o petpntig sum @tdoel tov apdud déka (dnAadn 6tav OAa
T oavtikeipeva  PpeBodv), KoAet v emdpevn  oknvy  péow G PPAobnkng
UnityEngine.SceneManagement.

9.7 Xxknvn: TestScenel

H oxnvni avt) eaivetatl oto oynua 7.9. H wepapyio tov avtikelpévav g eivol Tapdpoto [e auti g
oknvng “llektrismosAbout” ot “fe6-ilektrismos”, pe ™ povn dapopd Ot TEPIEXEL TEPIOGGATEPQL
textMesh Pro pe to mepieydpevd tovg va gival d10popetikd. Xe avth 1 oKnvi divovtat 0dnyies yuo 1o
neipapa Tov akolovbel.

HAskTplopog
BE6G: ATQrol KAl MONQTEZ

1, Ahoupivio xoutdrt avaduxuxod  (aAoupivio) v
2. KoutaAdi (arodiy) Vi
3. fud@Awo motipe (youAi) v
4. BuyTuAist (upyvpdg) v
5. KaAapaxt (mAaoTiKG) v
6, Mwi\a pwpot (kaourgoUK) v
7. ZROUPaK: (Upacpa) v
8, Z0Aa {E0AD) v
9, MoAdft (ypasping) v
10, Z0ppa and kaA@sio {xaAxdg) v

TonoBEtnos tny Kapepa ndvw and o barcode ¢ oeAlbag
112. Iy ovvéxeta eppavilerar to KOXAwpPO ov BAERE aTnv
eudve tou BifAlow ou) oeAida 112. AKODUTIOVINS TTOUS
oOVBET peS (Sruxdrrees) ta UALKG oo £xeig ouAAELeL
naparipnoe av avafet 1o AapmakL Zuyypoves cUpTA puoE
tov mivaxa ¢ oeAiSag 113,

Euviyaw

Zynpa 9.9: Zknvn testscenel
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9.8 Xknvn: l.animation

Ye ouT TN OKNVY TPOYUOTOTOlEiTol TO Telpapo TG oedidag 112 pe tn ypnion eKTeTouévng
TPAYUOTIKOTNTOG. XtV apytkn 006vn (oynua 7.10) vdpyel KATAGKELOOTUEVO VA KAEIGTO NAEKTPIKO
KOKA@Uo. £10 TAVe péEPOg TG 006vng vapyovy 10 KOLUTIE To 07TOi0 AVTIGTOLYOVV GTO OEK0, VAIKE
Tov melpdpatog. O moaiktng pe v mpotponn «Kdve KAk Tavo o€ Kabe ovTiKeilevo Yo va Og1g av
avafel to Aoumaky, umopel vo emhéEel Omolo VAKO Bélel Yoo va tomobenbel avaueca oTovg
ocuovoetipes. To Aaumdkt avoloymog Oo eivar | ofnotd N avorytd. MOl o maiktng Pydier ta
GUUTEPACUOTE TOV KOl CUUAANPMOCEL TOV TIVOKo TOL GYOoAKOD Pifiiov ot oeAida 113, pmopel
TOTOVIOG TO KOV «XZLUTEPAGLOY VO TPOYWPNOEL GTNV EMOUEVY] OKNVN 1 omoio &ivol 1O
GUUTEPOCLO KOl O TIVOKOG CUUTANP®UEVOS. XTo oynua 7.11, eaivovtal ot 00dveg Tov TEPAUATOS
UETA TNV EMAOYT OA®V TV DAKOV (ko Tov 10 KOLUTIoY).

o

Kt AN ndves 24 wifc mumlmca yia e 56 av evaPas 1o hapmaxi
5

Zynpa 9.11: Ot 006veg ToV TEPAPATOG HETE TNV EMAOYT OA®V TOV VAIKOV
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9.8.1 Iepapyio avrikepévov — l.animation

H epapyio tov aviikeévov g oknvig l.animation (oynuo 7.12) anoteleiton amnd:

* "Eva event system.

. Mia ARCamera.

. "E&1 directional lights y1o. 60otd @oTIGUO TEPWETPIKA TG TOPTAG Ko dekamévte point lights
E0MTEPIKAL.

. To image target15 1o omoio gumepiéyet :

"Eva cube-ground to omoio amotelel ™ Péon yuo to KOKA®LOL.
Ta 6€K0 VAMKG TOV TEWPALLOTOS OTEVEPYOTONUEVAL.
o TonekTpkd KOKA®LLOL.

. "Eva canva o omoiog eumepiéyet

Ta déka buttons mov avticToyovV 6T0 VAIKE TOV TEPAUATOS.
"Eva button «Zvpnépocpon.

O

"Eva TextMeshPro ywo v mtpotponn 610 méve pépog g 006vng.

v < l.animation*

Zynpa 9.12: H epapyio tov aviikeyévoy g oknvig 1.animation

110



E@appoyn mepdpatog yio o kepdiaio Hiektpiopog

9.8.2 H lerrovpyia Tov mEpapatog péco o6 ta scripts (Hiektpiopoc)

Apyicd oto “Cube-ground” amd v tepapyio oV aviikeévov, £xovv mpootebel oto, components
dvo script, To “Rotate” ka1 to “Disable” énwg aivetol oto oynua 7.13.

¥ |#| v! Rotate (Script) e
Script rotate

¥ #| v Disable (Script) e it
Script Disable
Fws o Point Light ®
Fws 2 fr Point Light2 ®
Tin @tin (1) ®
Wood @ wood ®
Skoufi @ HatwithFur ®
Ring @ring @
Straw @ originalstraw ®
Glass @ glass ®
Sirma ¥ sirma ®
Pencil @ pencil ®
Spoon @ spoon ®
Pipila @ pacifier (2) ®

Zynue 9.13: O inspector tov “Cube-ground”

To script “Rotate” (oynua 7.14), givar vredbbvvo yia v mepiotpopr tov Cube-ground yopw and tmv
€owTd TOL. Mg avTo TO SCript, o maiktng £xet tn dvvardmra, pe éva dyyryua (scroll right- scroll left)
va, teplotpéyel o Cube-ground (oynua 7.15).

C rotatecs X

C: > Users > user » Desktop > ptyxiaki > projects > final project > karantina > Assets > Scripts > 1animationScene > © rotate.cs
g System.Collections;
ng System.Collections.Generic;

5

ng UnityEngine;
s rotate : MonoBehaviour

Touch touch;
Vector2 touchPosition;
aternion rotationY;
st rotateSpeedModifier = 8.1f;

void Update()
{
if(Input.touchCount > @)
{
touch=Input.GetTouch(@);
if(touch.phase == TouchPhase.Moved)

1

rotationY=Quaternion.Euler(of h.deltaPosition.x*rotateSpeedModifier, @f);
1.del tion.x --> t dilwnei tin } tou daxtulou ston

Zympa 9.14: To script “Rotate”
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Zynue 9.15: Scroll right- scroll left (1.animation)

To script “Disable” (oynpo 7.16), dnuovpyei déka nedio Tomov gameObject otig ypauuég 7-18, ta
ool avTIeTOLY 0OV GTol dEKOL VAIKG ToL Ttepdpatos (BAéme oxnuoe 7.13). Xt cvvdptnon void Start(),
LOAG Eekvdiel 1 OKN VT, ATEVEPYOTTOLOVVTOL Kot ToL dEKA VAIKA (Ypoppég 21-32), apov otnv apyn oev
éxel yivel M emloyn Kavevog Koupmiov. XTn ouvéxeln, oto oéko buttons tng epapyiog twv
aVTIKEWEVOV, §xel Tpootebdel Egywprotd ya ke éva, ta script “ObjectTesting” 1 “NoObjectTesting”
avoAOY®G OV TO AQUTOKL TPEMEL Vo avdPel pe to matnue Tov kovumov (“ObjectTesting”) 1 Oyt
(“NoObjectTesting”). Xvvenmc, ta buttons: alovpivio, atcdl, apyvpoc, ypaeitng kot Yahkdg Exovv
to script “ObjectTesting”, evd ta buttons: yvari, mhaotikd, kaovtoovk, veaoua kot EOHAO £(OVV TO
script “NoObjectTesting”. Ta mopomdved dV0 SCrptS £xovv oxedov v idlo AerTovpyKoOTTO. XTIG
ypoppég 9-10 dnpovpyodvrar dvo medio Tomov gameObject yia to dvo pointlights (ywa to Aapmdxt
TOL KUKAGWOTOG). XN ypopun 11 dnpovpyeitan Eva medio “go” thrnov gameObject to onoio amotelei
TO OVTIKEILEVO TTOV TTPEMEL VO PUTEL OVALLEGO GTOVG GLVOETNPES (evepyomoleital ot ypapuun 25). X1ig
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ypouuég 13-21 dnuiovpyodvrot evvid medio Tomov gameObject ta omoio, amotelovV Ta VITOAOITO EVVIA
avTIKeipeva ov mpénel vo peivouv amevepyomomuéva (ypaupés 30-38) 660 to “go” Ppioketor
avaueso amd tovg cuvdetipes. H dapopd tov 2 scripts Bpioketor otig ypappég 26-27, 6mov 610
“ObjectTesting” mwov apopd T0, VAIKA Tov to Aaumdakt avafet, ta pointlights evepyomotovvtal evéd 610
“NoObjectTesting” 7mov o@opd T0. VAKG 7OV TO AOuUmAklL oev  ovaPel, ta  pointlights
amevepyomotovvtal. Ta mapamndvm dVo Scripts gaivovtat oto oynua. 7.17.

' Disablecs

final project > karanting > As Scripts > TanimationScene > € Disablecs
ManoDehaviour

wood;

skoufi;

ring;

5poon;
pipile;

g, SetActive(ral
setActive(ralse);
SetActive(r

SetActive(fal
pencil.SetActive(ra

Yynpa 9.16: To script “Disable”

NetyectiTmlingos X obyocnTestingcy @

enatleOo(

enableCti()

Zynpa 9.17: Ta scripts “ObjectTesting” kot “NoObjectTesting”
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Io mapdderypa, oto buttonl to omoio avtictoyyel 6to alovpivio, o iNspector tov £ygl ™ HopEN TOL
oynuartog 7.18. 1o medio “Go” mpootédnke To avtikeipevo g tepapyiog “tin” kot oto wedia A-1 ta
vrorowo ovtikeipeve. EmmAéov, oto onClick() event tov button: select object > buttonl o select
function - objectsTesting.enableObj. Xta vAkd 6mov 0 Aaumdakt avapel, &gl mpootedei emiong Eva
audio source 1o moio givar £va apyeio Nyxov mov potdlel pe «avappo Aaumogy (ot ypauun 39 tov
“ObjectTesting” evepyomoieital To apyeio Nyov).

On Click {)

Runtime Only v  objectsTesting.enableOb] v
+ Button (1) (objectsT. @

+ -

v # Objects Testing (Script) e It
Script objectsTesting O
Pointlight 2 Point Light ®
Pointlight 2 2 Point Light2 ®
Go @tin (1) ®
A @aglass ®
B @ HatwithFur ®
Cc @ pacifier (2) ®
D @ pencll ®
E @@ring ®
F @ sirma ®
G i@ spoon ®
H @ originalstraw ®
| i@ wood ®

» ¢ v Audio Source e it

YyAue 9.18: O inspector tov buttonl (1.animation)

Télog, ot COMPONENtS Tov KOVWUTOD GLUTEPOCHO, £xEl mpootebel éva  Script to omoio
ypnoworowwvtag ) PiPAodnkn UnityEngine.SceneManagement mpoywpdel oty €xdpevn oknvy, M
onoia Ppioketon pio 0éon petd (PAéne oynua 1.10), Kot amotehel T0 GUUTEPAGLLO TOV TEPALOTOS.

9.9 Xkmvi: symperasmatallektrismos

H oxnvn avt eaiveton oto oynua 7.19. H epapyio tov aviikewévov g eivar mopdpoa pe avtr e
oknvng “llektrismosAbout”, “fe6-ilektrismos” ot “testscenel”, ue ™ povn dwpopd OTL TEPEXEL
neprocotepa textMesh Pro pe to mepieyopevo toug va givat S1apopeTikd. e ovTh T oknvh divovtal
To ovpmepdopata Kalhg kot o mivakoag g oedidag 113 tov oyolkov PipAiov, mov mpémel va
ocoumAnpdoel o pofnme. Xto kovumi «Apyki» ota components éyst mpootebei SCript to omoio
ypnoworowwvag ™ Pifiodnkn UnityEngine.SceneManagement mdet otnv apyikn oknvi 1 omoio
Bpioketon 9 oxnvéc micw (PAEme oynua 1.10).
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HAEKTpLOpOG
®E6: ATQrol KAl MONQTEZ

Neipapa otAisa 112-113

MNapatnpnon

YAIKO | TO AAMNAK( ANABE| | TO AAMNAKI GEN ANABEI

aAoupivio v

e T g — o
yuaAl v
apyvpds v

IO i v

. KaouTgoox s N S BN
Ugaopa v

it . 2 LB A
ypugpie v ,
XaAxoC v !

LUpTEpUoHa

Aywyol : ahoupivio, axaddy, apyupdc, ypapleng xaikdg
MovutéS : yuahi, thaotkd, kaoutoolk, Gpaoya, {0Ao

Apyuwi}

Zynue 9.19: Txnvi-symperasmatallektrismos

9.10 Emiloyog

To melpapo g oedidag 112 tov oyxolkod PifAiov, viomoleitonw pe Tn ¥PNON EKTETAUEVNC
TPOYHOTIKOTNTAG HECH TV mopambve €51 oknvav. Metd 1o mépac G TteAevTaiog OKNVIG TOL
nepapatoc, etvar Beptd va Exovv emrevyfel o1 pabnoakol 6TOYOL TOL AVUEEPENKAV GTO KEPAAULO
7.3.
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Kepdrarwo 100: E@appoyn merpdpatog yio 1o Ke@aioro ®wmg

10.1 Ewayoyn

Ye auTO TO KEQAAOO TEPLYPAPOVTUL Ol pafnolokoi otéyol Tov TEPAUOTog g ceAidac 131 tov
kepaAaiov «DPmg» Tov oyoAkod Pipriov. Emimhéov, avaidovtor 6Aa To frjpata T onpiovpyiag tov
GKNV®V OV LAOTOLO0V TO TEIPULLO, XPTCULOTOIDVTOC TEYVOAOYIEG EKTETAUEVNG TPAYLUTIKOTITOG.

10.2 Xeghioa frpriov 131

Y10 kepalao «Dwg» avikel 1 evomto «®E2: AIAOANH, HMIAIAGANH KAI AATA®ANH
YOMATA». H evomra Eexwvdel pe éva sloaymyikd epébicpa kot akolovbel o meipouatikn
OVTILETOTION. XT0 el00yDYIKO epébioua (nteital amd Toug LabNTéG Vo, TaPATPHoOVY TIC EIKOVEG Kol
V0. GYOMAGOLY TO SLOQOPETIKO €100 TLOUIDY GTO UTPOCSTIVO KOl GTO To® UEPOG TOV asbevopopov.
Y10 meipopo wov akoiovbel (oynua 8.1), ot pabntég e€etalovy 660 PMC TEPVA UEGH amd ddpopa
VAKG. Ot podntéc otepedvouy tov Qokd TOV® oe ueptka PiPplio, Ommg QaiveTol otnv €IKOVE, TOV
oyolkoy Pifiiov, kol KOrTobHV TPOC AVTOV UEGH amd TO YOPTOVL UE Ta, SLApopa VAIKA. To yaptovi
TPEMEL vaL £xEL OPKETA peydro péyeboc, mote ot pabntég vo un PAETovy tov @axd mapd puovo péoa
oo o «mopodvpaky. Ot HobNTEC CUUTANPOVOLY TNV TUPATHPTCN TOVE, GNUEIDOVOVTIS Yo KGO
VAKO évo TIK oV ovtiotoyn OTHAN Tov wivoka ™ oedidoac 132. T mv &oyoyn Tov
ovumepdopatog, Tpokaieital culntnon oty TéEn, néca amd TV omoio ot LABNTES YEVIKEDOLY TIG
TOPATPNCELS TOLG GTO TEIPALN TOV TPONYHONKE Kot doTLTdVOLY TO cvuTépacpa. Eiodyovion ot
EVVOLEC «OLOPAVESY, «MUIBLOPAVES) KOl «adPUVEC CORO» amd To ddokarlo o omoiog Ponbdetl Toug
HaBNTéC vor GUVOEGOVY BTOVE TOVE YOPOKTNPIGLOVE TV DAMK®V LE TIC TOPATIPNCES TOL EKAVAY
oto mepdpata. EmmAéov, yio TV Tpaylotonoinon Tov TEPAUUNTOC EKTETUUEVNG TPAYLATIKOTNTOC,
éxel mpootebel ot oehida 131 extummpévo to image target19 amnd ) Paon high class.

|

| GED AIAGANH, HMIAIADANH KA AAIADANM INMA
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Zympo 10.1: Zehideg BPpiiov 131-132
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10.3 Ou oknvég Tov mEpdpotos — Pmg

To meipapo exTeTOUEVNG TPAYHOTIKOTNTAG amoTeErEiTol amd €61 OKNVEG OMMG AVTEG (OivovTal GTO
oynua 8.2. Apykd o pobntig-maiktng, aeov EMALEEL TO KEQPAANLIO TOL POTOG (GKNVN: startScene),
eppaviCovtar to dwbéola mepdpoto TOV EVOTRTOV Tov Keeoiaiov (oxnvr: fwsAbout). A@od
emré€el molo melpapa B€Ael va viomomOei, eppaviCovral ot odnyieg Tov TEWPAUNTOG KAODE KoL TO
VAKG to omoia mpémel va. cLAAEEEL (oxnvn: fe2-fws). Tt ovvéyeln, evepyomoleital  KAUEPO ™G
GLOKELNG TOL, Kol a@ov okavdipel to qrcode tng oeAidag 131, sppaviletor pio TOPTA ETAVENUEVNC
TPOYUOTIKOTNTOG KO L0 UTAPOL JLE T, EVATOUEIVOVTO VAIKE To omtoia BpickovTol mico amd avtn, o€
éva gioviko meptpaArrov (okmvi: VR5). Moig cuAré€el Oho To. LAIKG TG umapag, speavifovtot
odnyieg (oxnvn: testSceneb) yia to meipapa wov Ba akorovdncel. Tkavapovtoag Eova to grcode g
oeioag 131, sppaviletar éva tpaméll mdvem 6to omoio Ppickovial 0 PaKog oTEPE®UEVOS 6Ta PifAio
Kol TO YopTOvVL pe To mopabupdkl. XT0 TAV® HEPOS TNG 000VNG LAGAPYOVY OKT® KOLUTIH TTOL
OVTIGTOLYOLV GTO VAIKG OV TTPEMEL VoL 6TEPEDBODY 6T0 Tapabupdit Tov ¥OPTOVIOD. XTO KOTM UEPOG
™G 0006vNg VITaPYEL TO KOLUTL “CLUTEPACUE” TO OTOI0 0ONYEL TOV TWOIKTN GTNV ETOUEVN] GKNVI 1M
omoio, amoteAeital omd 10 GVUTANPOUEVO TIvoKo TNG TTapatHpnong tov Pipriov kobmg kot Tov
ocvumepdopatog (oknvi: symperasmataFws).

dug

Dug
OEZ: AIAQANH, HMIAIADANH KA
AAIAGANH IOMATA

YhMan
DE2: AIAGANK, HMILIADANN KA ALIAGANN 10

Neipapun athiby 121 Lweyem e
L Sahhgting vevie
CRppupn Dhavien
L Arved papst
& Mbpaps
1. Xoniparaw) (Olesien
L Alscpimageiia
& Maips Jerbe
0. Az pagiim
. Yegrewoaton
L Suasg
T Sl

1 Yoprim

danylag

e T L
Temattinnt v fpapd tewas mad tn hanade 141 sUbide; 111
Ton Sagpina maw
Bennrpia 40 10h o
2un sdvu plpa e
Sl i

Dug
DE2: MASANH, HMIALADANH KAI
AAIAGANH IOMATA

DE2; MADANK, HMIMADANK KA
ADIAGANN INMATA

} YAund

logarfipnoy

e e - v
st lh‘:n ST FEAMA MLIA RIS SA0 TARD S A
[ noay__|__AwD | ewosor | 3 il
= ’ J DoAY | AW ! Losdamnt vovels ¥
Powsideive | ' | ! L Sypupn Glarten ¥
{ ]
Bl paps } | -4 4 L At gapel V'
Ui =N TRy

[ T SV 4

Lhseguangedle 1. Mpuyiien] (lsstve

L Maepivtgniie ¥
A Madps popran V'
W Atond pagrom V.
" tygnnets VY
0oy ¥
gk Vv

KLL

Peimd gagein
LagresrTars v

pu

T 3dind wiogruen 1o prounupieoge Wy Furpew
pdaport e chapng cwley pe gy neatiyes
10 gw16¢ wou TpEmewy ve Sarnrpinn,

Obnyleg

PomoRlvnss vEv sAptpe wivee ok Yo Narrode pog ochebeg 111
SO en el onsl dea Tpasil) Ndvw 180 onnle yRAyEI 00
prprden e e “eapalopdec s axteanl e 0 penic 118 wA
PEPRG T OByt umbgrsew 04 § shind 00 rEng coAMn
Kivovtar sAI% WEww Do TRPATAGYEE RAKD @MC HPVAIL o
sty o\l Pappptons muyminpwss 1w wieass g oudibey |

MNaw lewigun

Iyquo 10.2: Zxnvég mepdpatog oehidog 131
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Meté TV OAOKANP®GCT TOL TOPATAVED TEWPANATOS EKTETAUEVNG TPAYUOTIKOTNTAS, Ol Mobncilokol
oTOYO1 IOV €ivan Bepitd va emttevyBovv gival ol e€ng:

* No ava@épouv ot pabntég Otl éva ompa yopoktnpiletar So@aveg, MUSIEAVEG 1| AOPAVES
avAAOYQ LLE TO TOGO PGS TEPVE UEGH A0 OVTO.

* No to&tvopunoovy ot pabntég S1dpopa GOUNTO GE SL0PAVT, TLSOQOVT] KOl AO10QAVT.

10.4 Xxkmvn: FwsAbout

H oxnvn avt eaivetar oto oyiua 8.3. H epapyio TV avTikeévemy TG amotereital amd: pio main
camera, éva directional light yio To 60016 PoTIcUd TG GEAIdAG, £va event system yio TN Aettovpyia
TOV KOLUTIMY KOl TOV EVOAAQYOV TOV CGKNVOV Kol €vo canva GTOV OToi0 VTAPYOLV TOAAL
textMeshPro yia v glcoynyn tov Kelpwévov kabdg kot 600 buttons. Me autd yivetor 1 evodloyn Tov
OKNV®V, HECM €VOG SCript TaPOUOLOL WE TOL script “menu”, To omoio amoteleital and Tig uebddovg
“next()” ko “back()” mwov ypnoiporotovy ) Piprtodnkn UnityEngine.SceneManagement.

dug

®E2: AIAGANH, HMIAIA®ANH KAl AAIA®ANH ZOMATA

Meipapa oeAisa 131 | suvéewa

Niow

Synpa 10.3: Zknvn “FwsAbout”

10.5 Xknvn: Fe2-fws

H oxmvi avt) @aivetar oto oynua 6.4. H epapyio tov aviikelpévav g glvar ido pe auti g
oknvrg “PeptikoAbout”, pe ™ povn dopopd o0tL mepiéyel mepiocotepo textMesh Pro kot 1o
TEPLEYOUEVO TOVG EVOL SLAPOPETIKO.
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Duwg
®E2: AIAGANH, HMIAIAGANH KAI
AAIAGANH SQOMATA

ALDT
YAkd
1. Xaprovt
2. WaAist
3. KoAAnoukd tawin
4. Bypwpn {=shariva
5. Azuxo yapti
6. Puldyapto
7. Xpwpatot {eAativa
8. Ahoupivépoiio
9. Mulipo xaprovi
10. Azoxd Xaptévt
1. Xupronerofta
12. Qardg
13. Bifjin
O8nyisg
It ouvExewm svEpYoROLEiTaL [ RAPEPA THS CUTKEUIS TOU.
TomoBETnoe v kApepa mave omd 10 barcode g oeAidug 131.
Ito Swpdno wou Bplokeval miow awd wv ndpur urdpyouv Kpuppéva T
Serarpla vhiké vou nepdpovos. ZOAREEE tu 6Aa xdvovrag XA NAVE TOUC.
Zto kit pépog tg o8ovng undpyel pmdpa pe ta vAIKi.
KaAs toxn!

Niow ‘ EuvEgaa

SyAuo 10.4: Xxnvy fe2-fws

10.6 Xxnvni: VRS

€ 0UTN TN OKNVN, 0 TOUKTNG HETA Amd TPOTPOT TWV 0ONYIDV TNG TPONYOOUEVIG OKNVIG, GKOVAPEL
10 grcode mov Ppioketar ot oeiida 131 tov oyoikod Pifiiov. Moig n Vuforia Camera 1o
evtomioel, epeaviletor po TopTa TovEnuévng TpoyuatikdtnTog Tave amd to greode (oyfuo 8.5).

NAAMY

R o

_—

e

Zyquo 10.5: TIopta emavénpévng mpaypatikotrag VRS ornvig
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H mépta emavénpévng mpaypotikdmog mov epngavifetal, £xel TV 010 AEITOLPYIKOTNTO UE TNV TOPTA
EIKOVIKNG TTPOYUOTIKOTNTOAG TV TTponyobuevav oknvav VR. T va eavel to siovikd mepipdilov
OV VILAPYEL TOW NG, O TAIKTNG TPETEL VUL EIGEADEL LLE TN GLGKEVT TOL HECA STV TOPTO. MOALG Yivel
avtd, okolovbel oAk euPfvbion Tov TaiKTN GE Vo dMUATIO EIKOVIKNG TPOYUATIKOTNTOG, GTO OO0
KaAeiton va Bpet To dekatpior VAIKE TOL TEPAUATOS. LTO KATO UEPOG TNG 00OVNG VITAPYEL UTAPA GTIV
onoio. @aivovton To voAewmopeva VAIKA. H tepapyio tov avtikeévov g oknvig VRS oeaiveton
avaAvtikd oto oynuo 8.6. Ilepunmtikd, omoteleitor amd to idw Poacikd avrtikeipeva TV
wponyovuevev oknvav VR, e ™ povn 810popd to SLopopeTIKE EIKOVIKE AVTIKEIUEVO TTOV VTAPYOLY
KOl 0TOTEAODY TO VPOG TOL dmpotiov. IIpwy tn dnpovpyia g TopTag, £ytve dnLovpyic AVTIKEUEVOL
“image target” kot n emAoyn tov markerl9 and ) Pdon highclass. To moudi tov image target givan
éva empty “portal parent” mpokeévov T mEPIEYOUEVA AVTOD VO ELPOVIGTODY OGOV 1] arcamera
evtomiogtl to imagemarkerl9. To douikd otoryeio Tov dwuatiov gival ot Toiyot,  TOPTA, TO TATOUO
Kot 1 0po@n. Avtd dnuovpynnkay pe ™ xpron tov Probuilder. Ot siducotepec pubuicelg sivar id1eg
LLE QVTEC TV TPONYOVEVAY GKNVAV VR.

= Hierarchy | 3 |
+ - ar All
v € VR5*
1 ARCamera
v 71 ImageTarget]
v 7 portal parent
v G portal
W@ Glass >
> i@ Plate >
» @ trash_can
» 71 Sphere (1)
i@ prefab >
> B window
> i@ BookCase_1
7@ Cabinet_04_snaps001 Variant
» 7@ PW_display_cube Variant
> 7§ OfficeChair_01_snaps001 Variant
» 7@ mesh_firealarm (1) Variant 2
» 7@ mesh_clock 1 (1) Variant
Z@ mesh_printer_01 (1) Variant
» 7@ mesh_window (1) Variant
Z@ mesh_phone_01 Variant
> §@ Scissors red (1)
» 7@ PaperTray_01_snaps001 Variant
o walls
) Door
£ roof
7 floor
» [ Polnt Lights
» 7] Canvas
» 71 Cube
> ¥9 prop
» &@ CeilingLights_02_snaps001 (S5)
» 79 roof-office Variant
» &@ Floor
[ Xartoni-Mauro
» i@ flashlight 1
£ Xarti-Leuko
) Xartoni-leuko
71 Zelatina-xrwmatissti
£ zelatina-axrwmi
> il rizoxarto
1 bansky
» @ House_Plant 1.1 (1)
» @ mesh_plant.a_01 (2)
@ mesh_fan
@ mesh_photo
> @ Books._1
@ mesh_figurine
1 Xartoni
b () Directional Lights
) EventSystem
71 Audio

v

NN N NN NN NN N

VVvVvVvVvy

Zyquo 10.6: Iepapyio avtikeipévov VRS
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10.6.1 Ewkoviko mepipdriov ko eikovikd avrikeipeva VRS

To gowtepkd Tov dwpatiov potdlel e Tapikd ypapeio. AmoteAeitan amd dexddeg assets, .fbx Kot
.0bj mov amofnkevTKaY 0md TO Unity asset store Kot 0o 16TOGEADES OTWS QVTES avapEPONKaY 6TO
avtioToyyo Kepaloto ¢ oknvig “VR4”. Zto oynuo 8.7 @aivetol To €0mTEPIKO TOL dMUATIOL UE
AETTOUEPELEG.

\‘/ H

NP —
L )
\WAAAA

Yyuo 10.7: Aopdtio VRS

To dexotpio LVAMKE OV 0 TOUKTNG TPEMEL VO GUAAEEEL TPOKEWEVOL VO TPOYWPNOEL GTO TEIPOLLA
¢eaivovtal oto oynua 8.8.
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Yynpa 10.8: Yawa meypdporog (Pwg)

Mo tov Mo ¢ oknvrg “VRS” ypnoporombnke évo gameobject empty pe dvopo “Audio”. Xta
components tov empty “Audio” mpootédnke éva “Audio source” pe Tig idieg pvbuicelg TV
nponyovpevov oknvav “VR” aildlovtag 1o apyeio Myov yo va givor povadikd. Eva axopo
component mov tpootédnke oto audio givar va script yuo Vo KOTOGTPEPEL TO OVTIKEILEVO TOV 1OV
oTN oKNVN testscenes, dOnAadr| v emduevn g VRS.

10.6.2 Evairayn oknviig VRS

Y1o dekatpia avtikeipeva mov mpémel va cVALEEEL 0 Taiktng £yovv mpootedel o 101 components
OMMG Kol GTLS TPOoNyovpeveG oknvEég VR

. Box collider
. Audio source:
. To script “Dotvrdour” (oyfua 3.11)

H pmdpo oto kdto pépog tov mouyvidlod pe o LRTOAEmOueva moryvidwe efvarl o canvas omd Tnv
epopyio avtikelpévev Kot aroteleital and dekatpio textmesh Pro pe to ovopoto TV oVTIKEIWEVOV
Kot avtiotoyo dekatpeic ewoves (TiK) Tov epeavifovror polig o maiktng emAélel éva avtikeipevo
amod avTd. Xto. components Tov canva pootédnke 1o script “CanvasScriptVR5”, 1o omoio éxet v
O AsrtovpywcotnTa pe to  script “canvascriptvrfour” (oynuo 3.13) kot to script “csSIXx” (oynpo
4.10). Mg 7o script “CanvasScriptVR5”, 6tav o perpntig sum @tdcel Tov oplBpd dekatpio (dnAcdn
otav OAo To  avtikeipevo PpeBovv), woiel tnv  emdpevn oknvy péom G PrPprrodrrng
UnityEngine.SceneManagement.
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10.7 Xknmvn: TestScene5

H oxnvi avt) eaivetot oto oynua 8.9. H wepopyia tov aviikeywévov g etvor mopdpota e avth g
oknvig “fwsAbout” kat “fe2-fws”, pe t povn dwpopd 611 mepiéyet mepiocotepa textMesh Pro pe to
TEPIEYOUEVO TOVG Vo gival dlapopeTikd. Xg avty TN oknvn divovtal odnyieg Yo to melpapo mTov
aKOAOVOEL.

Puwg
®E2: AIAGANH, HMIAIAGANH KAI
AAIADANH EQMATA

YALKQ

Xoprow 'V

Yaiss v
KoMrud tawla v
Axpupn {eharva v
Azuxd yoptl
Py apro v
Xpupauot] EAativa Vv
Alovpwipuide VvV
Maopo yapwov V'
10. Azuxd Yapréwn

11, Xapronetotta V'
12. ®ardg V'

13. Bifria v

00 =l & WU W N -

w

08nyizsg

TomoBétnoE Ty Kapepa ndvw ad o barcode e oeAidag 131. Xt
ouvExsw eppavileral fva tpanéll navw oro onoio UndpyEL To
Xaprovt pe to "napuBupdm” Kat amEvavii tou o Qakds. £1o navw
pépog g 0B6vne, urtdpyouy ta 8 DALKA ToU £xels CURAEEEL.
Kévovrag kALK v Toug napatipnes woeo Quwe nepvist péoa and
x@8e vAkd. Zuyypovug cupmAijpwoe Tov wivaxa tng oeAbag 132.

Niow Luvéyea ‘

Zynpa 10.9: knvn testscenes

10.8 Xkmvi: 5.animation

Yg out TN oKNV) TpaypoTomoleital To melpapa g oedidog 131 pe ™ yxpnon eKTETAPEVNG
TPOYUATIKOTNTOGC. TNV apylkn 006vn vrdpyet €va tpaméll mive oto onoio ivol tomoBetnuéva o
BiPrio, o paxods, To XopTOVL He TO TapaBupaKt Kot EVO LoVPO XOPTOVL TOM TOL Y10l VO QOIVETOL TAV®
oL TOCO PG TEPVAEL Omd TO TAPaBuPdKL. XT0 TAV® HEPOG TG 006VNG LIEPYOVY OTK® KOLUTIH TO
omoio. AVTIGTOLOVV GTA OKTM LAMKE oV TTpémel va TomofetnBovv oo mapabupdkt. [ldve amd to oktd
KOLUTIE, VIapyeL TpoTtpomy| Yo tov maiktn «Kdve xhk mdveo oe kdbe vAkd yuoo va otepembel
umpootd amd to "tapabuvpdit”. [lapatipnoe td6co pmg tepvael g kKabe TepinmTtwony. LTo KAT® UEPOG
™G 000vNG VITAPYEL TO KOVUTL «ZVOUTEPACLLOY LLE TNV ETIAOYT TOL OTOIOV TPOYWPAEL TO TEIPULLO GTNV
eMOEVT OKMVT dNAOdN 6T0 cuumépacua. 1o oynua 8.10 gaivoviar ot 006veg Tov TEPAUATOG HETA
TV €MAOYN KOl T®V OKT® kovummv. H wdipoxe tov @otég mov mepvdel and t0 mopodupdkt
yopiletor oe kaBOAov-Alyo-ToAD kol oto oynua 8.10 de @aivovior EexdBopa o1 Sl0pOpES OTIg
KApoKeEG oo OTL 6TV EQAPLOYN.
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lgnipaeys | Isgripanpa L
e R |

Yynpa 10.10: Ot 086veg tov mepdpatog (oxknvi: S.animation)

10.8.1 Igpopyio avrikelpévov — 5.animation

H epapyio tov aviikepévov g oknvig S.animation (oynpo 8.11) armoteleiton amno:

. "Eva event system.

. Mia ARCamera.

. "E& directional lights yia cwotd oticpo.
. To image target19 to omoio gunepiéyet :

o M Bdon, to tpoméll, ta Pifiio, Tov @oko, To oKt VAKA, Tpio Spott lights yio to kKhpakwmto
(MG TOL POKOV, TO LAVPO YOPTOVL UE To Tapadupdit Kot Eva podpo yaptdvi Tom TOoL.
o Ta okt®d VAKA, TOL TOTOBETOHVTOL GTO TOPAOVPAKL, ATEVEPYOTOUEVOL.

. "Eva canva o omolog gumepiéyet :
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o Ta okt®d buttons mov AVTIGTOLOHY GTO VAIKA TOV TEPALATOS.

A\\o, OKTG buttons TOL OVTIGTOLYOVV GTO VAIKG TOV TEPAUATOS, Yol Vo, divouv Tnv aictnon
OT1 TO KOVUTL TOL EMAEYONKE glvar TATNUEVO.
o 'Eva button «Zvumépacpo.

o 'Eva TextMeshPro ywo v mpotponn 6to Tavm pépog g 08ovne.

SyAuoe 10.11: H iepapyio tov avikeyévoy g oknvig 5.animation

10.8.2 Ta spot lights Tov @akov

2V 1Epapyio ToV aVIIKEUEVOV, 0 POKOG amoteleitol amd tpia mta-spot lights. Tho cuykekpuéva,
to spot light “Spot Light-50 LIGO” (oynua 8.12) avtiotoyel 610 g 100 Gakod X0V To VAIKAE Tov
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TePVagL AMyo pog péca. amd to mapadupdrt. Xto oynue 8.12 &xel emieyfel intensity=50 ywa tn yopmin
évtaon tov eotoc. Emiong, koupikd uépog tov mepauatog eivol n emtioyn tov Shadow type = Hard
shadows, TpokeléVoD o TToikTNg vo. PAETEL 6TO TTGM YOPTOVL T GKLA KOl VO KATOAXPOIVEL 0V TEPVAEL
oAV, Aiyo 1} kaBoAoL Qog amd to Tapabvpdkt. Xto color éxsl emieyBel éva Pacikd ypduo OTOS,
o060V AevKd TPOC TACTEN KiTpvo.

v & v Light o +
Type Spot B
Range 6
Spot Angle @ 21.5012!
Color Vb
Mode Realtime v
Intensity 50
Indirect Multiplier 1

a
J\f"':!s‘ff,\ Realtime indirect bounce shadowing is not supported for Spot and Point lights.

Shadow Type Hard Shadows v
Realtime Shadows
Strength 2 1
Resolution Very High Resolution v
Bias -9 0.05
Normal Bias ® 04
Near Plane @ 0.2
Cookie None (Texture) ®
Draw Halo =
Flare None (Flare) ®
Render Mode Auto Y
Culling Mask Everything v

Yynpo 10.12: To spot light “Spot Light-50 LIGO”
Emriong, to spot light “Spot Light-150 POLU” givon mapopoto tov “Spot Light-50 LIGO” pe t povn
dapopd oto intensity=150, yio T VAKG ot omoia TEPVAEL TOAD @mg and To mapabvpdxi. EmmAéov,
Yo 70 VAKO «ypopatiot) Celativoy énpene vo dnuovpyndei Eva spot light g1dikd yio awtd 161t T0
xphuo g givor povadiko. Xvvenme, to “Spot Light-150 red” givar mapdpolo tov “Spot Light-150
POLU” pe t povn dagopd oto color oto omoio emdéxdnke éva d10paveég KOKKIVO XPMOLO. apoD 1|
ypopatiot (glativa givar Stapavig KOKKIVN.

10.8.3 H Lertovpyio Tov mEWpdpatos péca amod to. Scripts (Pwg)

Apyd 6ToL OKT® KOLUTIE TV VAKGOV, £xel Tpootedei o script “basicvrFIVE”. Xto onclick() event
KaBe kovpmov Eyet emheyei select function > basicvrFIVE.settings. H telu popen twv inspector
TOV KOUUTIOV €YEl T Hopen Tov oynuatog 8.13, pe m dweopd 611 ta medion tov basicvrFIVE
CUUTANPOVOVTOL KOTAAANAQ Yo Tr Agrtovpyio tov kdébe kovumiov. Xto oynue 8.13 ¢aiveton o
inspector Tov buttonl, dnAadr| o kovpni g «aypoung Celativagy.
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WISUGILT =

on Cliek ()

Runtime Only *  basicvrFIVE.settings -
# Button1 (basicvrFIVI &

+ -
¥ (3 Basievr FIVE (Script) e ot
Seript basieviFIVE 0
Enable Canva But i Button (1) ®
Dis Canva But 1 o Butten 2 (1) @
Dis Canva But 2 fo Buttan 3 (1) (O]
Dis Canva But 3 i Button 4 {1) @
Dis Canva But 4 f Butten 5 (1) @
Dis Canva But 5 o Buttan & (1) @
Dis Canva But 6 i Button 7 (1) @
Dis Canva But 7 f Butten 8 (1) @
Enable Empty f laxrwmizelatina (]
Disable Empty 1 0 2leukoxarti 2]
Disable Empty 2 f0) 3rizoxarto @
Disable Empty 3 o 4xrwmatistizelatina (]
Disable Empty 4 o Salouminofyllo 2]
Disable Empty 5 ) Brauroxartoni ]
Disable Empty 6 o 7 leukoxartoni (]
Disable Empty 7 o 8xartopetseta ®
Enablefws ) Spot Light-150 POLU ]
Disablefws 1 o Spot Light-50 LIGO (]
Disablefws 2 o Spot Light-150 red @

YyAue 10.13: O inspector Tov buttonl

To script “basicvrFIVE” (oynua 8.14) dnuovpyel dekaevvid medio. AvoAvTiKA:

ITedio enableCanvaBut: dnuovpyei éva tedio Thmov gameObject ot ypauur 8, yio to kovumi to
onoio mpénet va evepyomon et (ypapur 35) yia va divel mv aicOnon tov matnuévov. Avtod to
KoLpTi apyka etvar amevepyomompévo Kot el Tomobetnel akpiBdg Tavm 6To KOLUTTI.

IMedia disCanvaButl-7: dnuiovpyovvton entd medio tomov gameObject otic ypappég 10-16, yo ta
KOLUTIA T OTol0 TPEMEL VoL PaivovTol GANOTA Kot OmEVEPYOTOLOVVTAL OTL YPappeG 37-43.

[Tedio enableEmpty: dnpiovpyet éva medio Tomov gameObject ot ypappun 18, yia to VAIKO oL
tomoBeteiTon 610 mMaPaBupdKl. AvTd EVEPYOTOLEITAL UE TO TATNLO TOV KOLUTIOV OTY| YPOoUun 45.
IMedia disableEmptyl1-7: dnpovpyodvron entd nedia tomov gameObject otig ypoupég 20-26, yio
TOL VTOAOUTOL ENTA VAIKG OV deV TPEMEL va fpickovtal 610 mapabupdkt otav PpiokeTal To
“enableEmpty”, yia avt6 Kot amevepyomolovvtal oTig Ypoupég 47-53.

[1edio enablefws: dnpovpyet éva medio Tomov gameObject otn ypapun 28, yio 10 G TOL TPENEL
VO EVEPYOTOLELTOL LLE TO TATNLOL TOV KOVUTIOV GTN YPOopun 55.

Iedio disablefwsl-2: dnpiovpyodvrar 6o media tomov gameObject otig ypappés 30 kot 31, ya
T VTOAOUTA VO PATO TO OTToloL TPETEL VoL LEVOLV amevepyomompéva (Ypappég 56 kat 57).
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C basioaFIVEes X

n > © basicwFIVECs
m.Collections;
Collections.Generic;
ityEngine;
UnityEngine.UI;

5 basicvrFIVE : MonoBehaviour

public GameObject enableCanvaBut; //

GameObject disCanvaButl;
GameObject disCanvaBut2;
GameObject disCanvaBut3;
GameObject disCanvaButd;

disCanvaBut5;
GameObject disCanvaButé;
Gam disCanvaBut?7;

enableEmpty; //t

GameObject disableEmptyl;
GameObject disableEmpty2;
GameObject disableEmpty3;
GameObject disableEmptyd;
GameObject disableEmptyS;
GameObject disableEmpty6;
GameObject disableEmpty7;

GameObject enablefws; //

meObject disablefwsl;
GameObject disablefws2;

id settings()
enableCanvaBut.SetActive(t

disCanvaButl.SetActive(fa
disCanvaBut2.SetActive(
disCanvaBut3.SetActive(
disCanvaButd.SetActive(
disCanvaBut5.SetActive(
disCanvaBut6.SetActive(
disCanvaBut?.SetActive(fa

enableEmpty.SetActive(t

disableEmptyl.SetActive(f
disableEmpty2.SetActive(
disableEmpty3.SetActive(s
disableEmptyd.SetActive(f
disableEmpty5.SetActive(s
disableEmpty6.SetActive(s
disableEmpty7.SetActive

enablefws.SetActive(tru
disablefwsl.SetActive
disablefws2.SetActive(f

Yynpa 10.14: To script “basicvrFIVE”

Téhog, ota components tov KoOVUTOL ocvpmrépacpa, €xel mpootebel éva  script to omoio
ypnoorowwvtag ™ Piprrobnkn UnityEngine.SceneManagement npoywpdel 6Ny €nopevn oknvi, M
onoio Ppioketon pio 0éon petd (PAéne oynpa 1.10), Kot amwoterel TO GUUTEPAGLO TOL TEIPALOTOS.
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10.9 Xxkmvn: symperasmatafws

H oxnvi avt) eaivetot oto oynuoe 8.15. H iepapyio @V ovTIKEWEVOV TNG €IVl TOPOUOL0 LLE BTN TNG
oknvrg “fwsAbout”, “fe2-fws” woi “testscene5”, pe tn uovn Sopopd OTL mEPLEYEL TEPIGGOTEPO.
textMesh Pro pe to mepieyouevd toug vo givar dta@opetikd. e avti ™ oknvh divoviol Tto
ocvoumepdopato Kabdg Koar o mivakag ™ oelidag 132 tov oyolkov Pipfiiov, mov mpémer va
CLUUTANPGOoEL 0 uanc. 1o Kovumi «ApyIKn» GTO. COmponents éyel mpootebel Script to omoio
ypnoomowwvtag ™ PipAodnkn UnityEngine.SceneManagement mdet otnv apyikny oknvi 1 omoia

Bpioketat 33 oxnvég miow (PAéne oynfua 1.10).

10.10 Eriloyog

To meipapo g oeAidag 131 tov oyoikod PiAiov, vAomoleitor HE Tr YPNON EKTETOUEVNG
TPOYUATIKOTNTOG HECH TOV Topamdve €61 oknvav. Metd 1o méPag TG TEAELTOIOG OKNVNAG TOL
nepdpatoc, etvor Oeptd va €yovv emtevydel o1 pabdnoiaroi oTdYol TOL AVAPEPONKAV GTO KEPAAOLO

8.3.

Mapatipn

Pug
®E2: AIAGANH, HMIAIA®ANH KA

AMADA

IEipoyn o

ofj

NH ZOMATA

e e i e ey
YAIKO {N0Z0 ®OE NEPNA MEZA ATIO KABE YAIKO
i MOAY " TTUAIFO T KABOAOY
’ﬁxpwpq'(z)\mlvu T v
tRevwd yaptl T R .7 5 B s A
| Pidyapro I T NE T
Xpuponor fehavival N/ G i S =
[AoupwoguMho ;i 2N
:Mabpo xapuévr Ay
[neowd yapréwe _ © BT I NAT
glc_xpmm;métu L v -
2UUTEpUONT

Ta vAkd owpata ta yapaxknpilovps we diapavi,
npdiapavi] kot adaEavi] avaAoyo HE THY TIOOOTHTN
10U PWIOC THOU ETMTPEMOUY vt BlamepdoEeL.

A

Zynue 10.15: Tknvn-symperasmatafws
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Ke@araro 110: Xoumepaocpoato kot tpotdosis feitioong

Ymv zmapovca A.E. wpotdfnke m ypnom ¢ EKTETOUEVIG TPOUYUOATIKOTNTOG Y10, EKTOLOEVTIKOVG

okomovg. H oAokAnpmon ¢ £0waoe o TapUKATO CUUTEPAGLOTO:

1.

Boaokd copmépacua €ivat 0Tt Ol S1dPUGTIKEG TPOGOLOIDGELS KOl Ol OTTIKOTOINGELS UE TN
YPNON EKTETOUEVNG TTPAYUOTIKOTNTOAS GUUPBAAAOVY GTNY KOAVTEPT TAUGI®GT TG YVAOGNC,
W10iTEPO OTIC TEPIMTMOGELG OOV LILAPYEL EAAEWYT EEOTAGLLOD KOl EPYACTNPLUKDY TOPWV.

‘Eva. and T onpavtikodtepa migovekthpata 6to onoio Paciletor n A.E. givar 61t to oy viot

TPOGPEPEL TN LOVADIKT SUVATOTNTO GTOVE EKTALOEVTIKOVE VO EVEMUATOCOVY GTI S1006KAAI
TOVG €Vl LEGO OV GLVOVALEL TN LAONoT Ue TN J1aoKESNOT Kol GLYYPOVOG T uabnomn péoa
amo v gumetpio. H duvoukm udbnon amoppéet péca and Pudildueva, tprodidotara,
SdpaoTiKd Kot eikovika Tepiaiiovta. O eikovikoi kdopot, vrootpilovy T uddnon pe
TPOTOVC TOLG OTOIOVG 1) TUPUSOCIOKT J1OACKOALN dEV UTOPEL, KOl TOLTOYPOVE dTVOLV HEYAAN
elevbepio oTOV TPOTO LIE TOV 0010 01 EKTAOEVTIKOL B0l TOVC EVOOUATMOGOVY GTH J100CKOAL,
KAVOVTAC TNV TTEPIGGOTEPO OOCKEOUGTIKN KOl OTTOTELECLATIK.

Kda0e pabnrg sivor Eexmpiotdc kat 0 Tpdmoc e Tov 0moio pabaivel KOADTEPO KOl L0 EDKOAM
Spépel amd Tov Evay oTov aAlov. [ Tapdderyua, kamotol pobntéc pabaivouy karvtepa
aKoVyovVTag TO Lonotako vAKS. AAlol pobaivouy evkoAdTEP TAPAKOAOVODVTIC
OTTIKOTOUUEVO TO LOONGLOKO TEPLEYOLEVO KOl IAAOL KAVOVTOG TPOKTIKT EQUPLLOYT TOL
padnolokov mepteyopévov. To mayvidt, ypnoomomvTog TEPPAAAOY EKTETOUEVIG
TPAYLATIKOTNTOG, EXEL ONUOVPYNOEL £VOL LIKTO Lo GL0KO TEPLEYOLEVO KOl GUYYPOVAMS EVal
GLVVOLOAGHO SPACTNPIOTHTOV OV AVTUTOKPIVETAL OTIC AVAYKEG OAWV TV TOTOV pobntdv. To
TEPLEYOILEVO TOV T VIOL00 VITOSTNPILEL TO SOPOPETIKE PLaBNCIOKA LOVTELD KO TPOCPEPEL
GTOLG LOBNTES OLVATOTNTES Y10 VO, AVAKOADWYOLV, VO EEEPEVVIICOVY Kol VO EKPPAGOVY TN
O1K1|g TOVG Katavonon oto Bépa.

To unity anoteiei éva Tovioyvpo epyaieio yio 6motov embupel va dnpovpynost po
EPOPLOYN EKTETOUEVTG TPAYLOTIKOTNTAS. Me TV a&lomoinon T@v SuVaTOTHT®V TOV, HITOPOLV
va dnpovpynBovv eEapeTikég UmEPiEs EKTETAUEVIC TPAYLLATIKOTNTOG O OTtoieg Pacifovtal
OTNV EMEKTAGT TOV OVOPOTIVOV gUTEPLOV OV oYeTilovtal pe T cvvaicOnomn (Tov
EKTPOGMOTOVVTOL OO TNV EIKOVIKN TPOYLATIKOTITO) KOl TNV OOKTNGT TG YVAOGCTS (TTov
OVTITPOCMTEVETOL A0 TNV EXAVENLEVT] TPOYLOTIKOTNTAL).

Ot mpotdoelg yio pedhovtikés Pertinoelc cuvoyilovtol oTig €ENg:

1.

o Uk~ ow

~

Xg emOUEVT £KOOCT TNG EQPOPLOYNGS, T qrecode Ba avtikatastafobv and avayvopion
KaTdAAANG eucovag Tov Piiiov.

Evooudtmon nepiocdtepov TelpadTmy.

ITpooBnkn tepiocdTeEp®V EIKOVIKGOVY Ko nyntikodv effects kon animations.

Beltioon tov ypaeikdv Tov Toryvidion.

Beltioon tov kddwka.

Exxafdpion kot copmdkvaoon tov assets g epoapproyng TPOKEWEVOD Vo KATAAAUPAVEL
MyOTEPO YDPO O VNN TG EEVTVNG GUGKELTC.

[Mepopatikny ypnon e EPOPUOYNS o€ TAEN TG € SNUOTIKOV.

IpocOnikn ™ epappoyng oto playstore.

Anpovpyia ™G QOPUOYNG G 10S AoYIoUIKO Kot TpocBnkn g ato app store.
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ITAPAPTHMA A : Script “Water FX.cs”

1. using System;

2. using System.Collections.Generic;

3. using UnityEngine;

4.

5. namespace WaterBuoyancy

6. {

7. [ExecutelnEditMode] // Make water live-update even when not in play mode
8. public class WaterFX : MonoBehaviour
9. {

10. public enum WaterMode

11. {

12. Simple =0,

13. Reflective = 1,

14. Refractive = 2,

15. };

16.

17. [SerializeField]

18. private WaterMode waterMode = WaterMode.Refractive;

19.

20. [SerializeField]

21. private bool disablePixelLights = true;

22.

23. [SerializeField]

24. private int textureSize = 256;

25.

26. [SerializeField]

27. private float clipPlaneOffset = 0.07f;

28.

29. [SerializeField]

30. private LayerMask reflectLayers = -1;

31.

32. [SerializeField]

33. private LayerMask refractLayers = -1;

34.

35. private Dictionary<Camera, Camera> m_ReflectionCameras = new Dictionary<Camera,
Camera>(); // Camera -> Camera table

36. private Dictionary<Camera, Camera> m_RefractionCameras = new Dictionary<Camera,
Camera>(); // Camera -> Camera table

37. private RenderTexture m_ReflectionTexture;

38. private RenderTexture m_RefractionTexture;

39. private WaterMode m_HardwareWaterSupport = WaterMode.Refractive;
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40.
41.
42.
43.
44,
45.
46.
47.
48.
49.
50.
51.
52.
53.
54.
55.
56.
57.
58.
59.
60.
61.
62.
63.
64.
65.
66.
67.
68.
69.
70.
71.
72.
73.
74.
75.
76.
77.
78.
79.
80.
81.
82.
83.
84.
85.

private int m_OldReflectionTextureSize;
private int m_OldRefractionTextureSize;
private static bool s_InsideWater;

/[ This is called when it's known that the object will be rendered by some
[/l camera. We render reflections / refractions and do other updates here.
/I Because the script executes in edit mode, reflections for the scene view
/l camera will just work!

public void OnWillRenderObject()

{

if (enabled || !GetComponent<Renderer>() || |GetComponent<Renderer>().sharedMaterial ||

1GetComponent<Renderer>().enabled)

{

return;

}

Camera cam = Camera.current;
if (Icam)

return;

}

/I Safeguard from recursive water reflections.
if (s_InsideWater)
{

return;

}

s_InsideWater = true;

/I Actual water rendering mode depends on both the current setting AND
/I the hardware support. There's no point in rendering refraction textures
/I if they won't be visible in the end.

m_HardwareWaterSupport = FindHardwareWaterSupport();
WaterMode mode = GetWaterMode();

Camera reflectionCamera, refractionCamera;
CreateWaterObjects(cam, out reflectionCamera, out refractionCamera);

/I find out the reflection plane: position and normal in world space
Vector3 pos = transform.position;
Vector3 normal = transform.up;

/I Optionally disable pixel lights for reflection/refraction
int oldPixelLightCount = QualitySettings.pixelLightCount;
if (disablePixelLights)

{
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86.
87.
88.
89.
90.
91.
92.
93.
94.
95.
96.
97.
98.
99.

100.
101.
102.
103.

QualitySettings.pixelLightCount = 0;
}

UpdateCameraModes(cam, reflectionCamera);
UpdateCameraModes(cam, refractionCamera);

// Render reflection if needed

if (mode >= WaterMode.Reflective)

{

I/ Reflect camera around reflection plane

float d = -Vector3.Dot(normal, pos) - clipPlaneOffset;

Vector4 reflectionPlane = new Vector4(normal.x, normal.y, normal.z, d);

Matrix4x4 reflection = Matrix4x4.zero;
CalculateReflectionMatrix(ref reflection, reflectionPlane);
Vector3 oldpos = cam.transform.position;
Vector3 newpos = reflection.MultiplyPoint(oldpos);
reflectionCamera.worldToCameraMatrix = cam.worldToCameraMatrix * reflection;

104.

105.
106.
107.
108.

/I Setup oblique projection matrix so that near plane is our reflection

/I plane. This way we clip everything below/above it for free.

Vector4 clipPlane = CameraSpacePlane(reflectionCamera, pos, normal, 1.0f);
reflectionCamera.projectionMatrix = cam.CalculateObliqueMatrix(clipPlane);

1009.

110.
111.
112.
113.
114.
115.
116.
117.
118.
119.

120.

reflectionCamera.cullingMask = ~(1 << 4) & reflectLayers.value; // never render water layer

reflectionCamera.targetTexture = m_ReflectionTexture;

GL.invertCulling = true;

reflectionCamera.transform.position = newpos;

Vector3 euler = cam.transform.eulerAngles;

reflectionCamera.transform.eulerAngles = new Vector3(-euler.x, euler.y, euler.z);

reflectionCamera.Render();

reflectionCamera.transform.position = oldpos;

GL.invertCulling = false;

GetComponent<Renderer>().sharedMaterial.SetTexture("_ReflectionTex",
m_ReflectionTexture);

}

121.

122.
123.
124,
125.

/I Render refraction
if (mode >= WaterMode.Refractive)

{

refractionCamera.worldToCameraMatrix = cam.worldToCameraMatrix;

126.

127.
128.
129.
130.

/I Setup oblique projection matrix so that near plane is our reflection

/I plane. This way we clip everything below/above it for free.

Vector4 clipPlane = CameraSpacePlane(refractionCamera, pos, normal, -1.0f);
refractionCamera.projectionMatrix = cam.CalculateObliqueMatrix(clipPlane);
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131.  refractionCamera.cullingMask = ~(1 << 4) & refractLayers.value; // never render water layer

132.  refractionCamera.targetTexture = m_RefractionTexture;

133.  refractionCamera.transform.position = cam.transform.position;

134.  refractionCamera.transform.rotation = cam.transform.rotation;

135.  refractionCamera.Render();

136.  GetComponent<Renderer>().sharedMaterial.SetTexture("_RefractionTex",
m_RefractionTexture);

137. }

138.

139.  // Restore pixel light count

140.  if (disablePixelLights)

141.  {

142.  QualitySettings.pixelLightCount = oldPixelLightCount;
143. }

144.

145.  // Setup shader keywords based on water mode

146.  switch (mode)

147. {

148.  case WaterMode.Simple:

149.  Shader.EnableKeyword("WATER_SIMPLE");

150.  Shader.DisableKeyword("WATER_REFLECTIVE");
151.  Shader.DisableKeyword("WATER_REFRACTIVE");
152.  break;

153.  case WaterMode.Reflective:

154,  Shader.DisableKeyword("WATER_SIMPLE");

155.  Shader.EnableKeyword("WATER_REFLECTIVE");

156.  Shader.DisableKeyword("WATER_REFRACTIVE");
157.  break;

158.  case WaterMode.Refractive:

159.  Shader.DisableKeyword("WATER_SIMPLE");

160.  Shader.DisableKeyword("WATER_REFLECTIVE");
161.  Shader.EnableKeyword("WATER_REFRACTIVE");

162.  break;

163. }

164.

165. s _InsideWater = false;
166. }

167.

168.  // Cleanup all the objects we possibly have created
169.  void OnDisable()

170. {
171.  if (m_ReflectionTexture)
172, {

173.  Destroylmmediate(m_ReflectionTexture);
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174. m_ReflectionTexture = null;

175. }
176. if (m_RefractionTexture)
177, {

178.  Destroylmmediate(m_RefractionTexture);
179. m_RefractionTexture = null;

180. }

181.  foreach (var kvp in m_ReflectionCameras)
182. {

183.  Destroylmmediate((kvp.Value).gameObject);
184. }

185. m_ReflectionCameras.Clear();
186.  foreach (var kvp in m_RefractionCameras)

187. {

188.  Destroylmmediate((kvp.Value).gameObject);
189. }

190. m_RefractionCameras.Clear();

191. }

192.

193.  // This just sets up some matrices in the material; for really
194.  // old cards to make water texture scroll.
195.  void Update()

196. {

197.  if (IGetComponent<Renderer>())
198. {

199.  return;

200. }

201.  Material mat = GetComponent<Renderer>().sharedMaterial;
202.  if (Imat)

203. {

204.  return;

205. }

206.

207.  Vectord waveSpeed = mat.GetVector("WaveSpeed");

208.  float waveScale = mat.GetFloat("_WaveScale");

209.  Vectord waveScaled = new Vector4(waveScale, waveScale, waveScale * 0.4f, waveScale *
0.45f);

210.

211. /I Time since level load, and do intermediate calculations with doubles

212.  double t = Time.timeSinceLevellLoad / 20.0;

213.  Vector4 offsetClamped = new Vector4(

214.  (float)Math.IEEERemainder(waveSpeed.x * waveScaled.x * t, 1.0),

215.  (float)Math.IEEERemainder(waveSpeed.y * waveScaled.y *t, 1.0),

216.  (float)Math.IEEERemainder(waveSpeed.z * waveScaled.z * t, 1.0),

217.  (float)Math.IEEERemainder(waveSpeed.w * waveScale4.w * t, 1.0)

218. );
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219.
220.  mat.SetVector("_WaveOffset", offsetClamped);
221.  mat.SetVector("_WaveScale4", waveScale4);

222. '}

223.

224,  void UpdateCameraModes(Camera src, Camera dest)
225. {

226.  if (dest == null)

227. |

228.  return;

229. }

230. /[ set water camera to clear the same way as current camera
231.  dest.clearFlags = src.clearFlags;

232.  dest.backgroundColor = src.backgroundColor;

233.  if (src.clearFlags == CameraClearFlags.Skybox)

234, {

235.  Skybox sky = src.GetComponent<Skybox>();

236.  Skybox mysky = dest.GetComponent<Skybox>();

237. if (Isky || 'sky.material)

238. {

239.  mysky.enabled = false;
240. }

241.  else

242.  {

243.  mysky.enabled = true;

244,  mysky.material = sky.material;

245, }

246. }

247. [/ update other values to match current camera.

248. [l even if we are supplying custom camera&projection matrices,

249. [/ some of values are used elsewhere (e.g. skybox uses far plane)

250.  dest.farClipPlane = src.farClipPlane;

251.  dest.nearClipPlane = src.nearClipPlane;

252.  dest.orthographic = src.orthographic;

253.  dest.fieldOfView = src.fieldOfView;

254.  dest.aspect = src.aspect;

255.  dest.orthographicSize = src.orthographicSize;

256. }

257.

258. /[ On-demand create any objects we need for water

259.  void CreateWaterObjects(Camera currentCamera, out Camera reflectionCamera, out Camera
refractionCamera)

260. {
261.  WaterMode mode = GetWaterMode();
262.

263.  reflectionCamera = null;
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264.  refractionCamera = null;

265.
266. if (mode >= WaterMode.Reflective)
267. {

268. /I Reflection render texture

269. if (Im_ReflectionTexture || m_OldReflectionTextureSize != textureSize)
270. {

271.  if (m_ReflectionTexture)

272. {

273.  Destroylmmediate(m_ReflectionTexture);

274.  }

275.  m_ReflectionTexture = new RenderTexture(textureSize, textureSize, 16);
276. m_ReflectionTexture.name = "__WaterReflection" + GetInstancelD();

277.  m_ReflectionTexture.isPowerOfTwo = true;

278. m_ReflectionTexture.hideFlags = HideFlags.DontSave;

279.  m_OldReflectionTextureSize = textureSize;

280. }

281.

282. /[ Camera for reflection

283. m_ReflectionCameras.TryGetValue(currentCamera, out reflectionCamera);

284. if (IreflectionCamera) // catch both not-in-dictionary and in-dictionary-but-deleted-GO

285. {

286.  GameObject go = new GameObject("Water Refl Camera id" + GetlnstancelD() + " for " +
currentCamera.GetlnstancelD(), typeof(Camera), typeof(Skybox));

287.  reflectionCamera = go.GetComponent<Camera>();

288.  reflectionCamera.enabled = false;

289.  reflectionCamera.transform.position = transform.position;

290. reflectionCamera.transform.rotation = transform.rotation;

291.  reflectionCamera.gameObject. AddComponent<FlareLayer>();

292.  go.hideFlags = HideFlags.HideAndDontSave;

293. m_ReflectionCameras[currentCamera] = reflectionCamera;

294. }

295. }

296.

297.  if (mode >= WaterMode.Refractive)
298. {

299. /I Refraction render texture

300. if (!Im_RefractionTexture || m_OldRefractionTextureSize != textureSize)
301. {

302. if (m_RefractionTexture)

303. {

304.  Destroylmmediate(m_RefractionTexture);

305. }

306. m_RefractionTexture = new RenderTexture(textureSize, textureSize, 16);
307. m_RefractionTexture.name =" __WaterRefraction" + GetInstancelD();

308. m_RefractionTexture.isPowerOfTwo = true;
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309. m_RefractionTexture.hideFlags = HideFlags.DontSave;

310. m_OldRefractionTextureSize = textureSize;

311.  }

312.

313. /I Camera for refraction

314.  m_RefractionCameras. TryGetValue(currentCamera, out refractionCamera);

315. if (IrefractionCamera) // catch both not-in-dictionary and in-dictionary-but-deleted-GO

316. {

317.  GameObject go =

318.  new GameObject("Water Refr Camera id" + GetInstancelD() + " for " +
currentCamera.GetInstancelD(),

319.  typeof(Camera), typeof(Skybox));

320. refractionCamera = go.GetComponent<Camera>();

321.  refractionCamera.enabled = false;

322.  refractionCamera.transform.position = transform.position;

323.  refractionCamera.transform.rotation = transform.rotation;

324.  refractionCamera.gameObject. AddComponent<FlareLayer>();

325.  go.hideFlags = HideFlags.HideAndDontSave;

326. m_RefractionCameras[currentCamera] = refractionCamera;

327. }

328. }

329. }

330.

331.  WaterMode GetWaterMode()

332. {

333. if (m_HardwareWaterSupport < waterMode)
334, {

335.  return m_HardwareWaterSupport;

336. }

337.  return waterMode;

338. }

339.

340. WaterMode FindHardwareWaterSupport()
341, {

342. if (IGetComponent<Renderer>())

343. {

344.  return WaterMode.Simple;

345. }

346.

347.  Material mat = GetComponent<Renderer>().sharedMaterial;
348.  if (Imat)

349. {

350.  return WaterMode.Simple;

351. }

352.

353.  string mode = mat.GetTag("WATERMODE", false);
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354.  if (mode == "Refractive")

355. {

356.  return WaterMode.Refractive;
357. }

358. if (mode == "Reflective")
359. {

360.  return WaterMode.Reflective;
361. }

362.

363.  return WaterMode.Simple;
364. }

365.

366. // Given position/normal of the plane, calculates plane in camera space.
367.  Vector4 CameraSpacePlane(Camera cam, Vector3 pos, Vector3 normal, float sideSign)
368. {

369.  Vector3 offsetPos = pos + normal * clipPlaneOffset;

370.  Matrix4x4 m = cam.worldToCameraMatrix;

371.  Vector3 cpos = m.MultiplyPoint(offsetPos);

372.  Vector3 cnormal = m.MultiplyVector(normal).normalized * sideSign;
373.  return new Vector4(cnormal.x, cnormal.y, cnormal.z, -Vector3.Dot(cpos, cnormal));
374. }

375.

376. /[ Calculates reflection matrix around the given plane

377.  static void CalculateReflectionMatrix(ref Matrix4x4 reflectionMat, Vector4 plane)
3718. {

379.  reflectionMat.m00 = (1F - 2F * plane[0] * plane[0]);

380. reflectionMat.m01 = (-2F * plane[0] * plane[1]);

381.  reflectionMat.m02 = (-2F * plane[0] * plane[2]);

382.  reflectionMat.m03 = (-2F * plane[3] * plane[0]);

383.

384.  reflectionMat.m10 = (-2F * plane[1] * plane[0]);

385.  reflectionMat.m11 = (1F - 2F * plane[1] * plane[1]);

386.  reflectionMat.m12 = (-2F * plane[1] * plane[2]);

387.  reflectionMat.m13 = (-2F * plane[3] * plane[1]);

388.

389.  reflectionMat.m20 = (-2F * plane[2] * plane[0]);

390. reflectionMat.m21 = (-2F * plane[2] * plane[1]);

391.  reflectionMat.m22 = (1F - 2F * plane[2] * plane[2]);

392.  reflectionMat.m23 = (-2F * plane[3] * plane[2]);

393.

394. reflectionMat.m30 = OF;

395. reflectionMat.m31 = OF;

396. reflectionMat.m32 = OF;

397. reflectionMat.m33 = 1F;

398. }

399. }
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400. }

ITAPAPTHMA B : Script “Water Volume.cs”

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

namespace WaterBuoyancy
{
[RequireComponent(typeof(BoxCollider))]
[RequireComponent(typeof(MeshFilter))]
public class WaterVolume : MonoBehaviour
A
. public const string TAG = "Water Volume";

© oo N~ WDdE

N
w N Rk o

. [SerializeField]
. private float density = 1f;

e
o g A

. [SerializeField]
. private int rows = 10;

el
© © ~

. [SerializeField]
. private int columns = 10;

NN N
N P O

. [SerializeField]
. private float quadSegmentSize = 1f;

NN N
g s w

. l/[SerializeField]
. Ilprivate Transform debugTrans; // Only for debugging

N NN
©® ~N o

. private Mesh mesh;
. private Vector3[] meshLocalVertices;
. private Vector3[] meshWorldVertices;

W W W N
N~ O ©

. public float Density
A

. get

A

. return this.density;
-}

-}

B W W W wwww

. public int Rows

A

o
H
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42.
43.
44,
45.
46.
47.
48.
49.
50.
51.
52.
53.
54.
95.
56.
57.
58.
59.
60.
61.
62.
63.
64.
65.
66.
67.
68.
69.
70.
71.
72.
73.
74.
75.
76.
77.
78.
79.
80.
81.
82.
83.
84.
85.
86.
87.

get
{

return this.rows;

¥
¥

public int Columns

{
get

{

return this.columns;

¥
¥

public float QuadSegmentSize

{
get

{

return this.quadSegmentSize;

¥
¥

public Mesh Mesh

{
get

{

if (this.mesh == null)

{

this.mesh = this.GetComponent<MeshFilter>().mesh;

}

return this.mesh;

¥
¥

protected virtual void Awake()

{
this.CacheMeshVertices();

}

protected virtual void Update()

{
this.CacheMeshVertices();

¥

protected virtual void OnDrawGizmosSelected()
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88. {

89. Gizmos.color = Color.green;

90. Gizmos.matrix = this.transform.localToWorldMatrix;

91.

92. Gizmos.DrawWireCube(this.GetComponent<BoxCollider>().center,
this.GetComponent<BoxCollider>().size);

93. }

94.

95. protected virtual void OnDrawGizmos()

96. {

97. if ('Application.isPlaying)

98. {

99. Gizmos.color = Color.cyan - new Color(0f, 0f, Of, 0.75f);

100.  Gizmos.matrix = this.transform.localToWorldMatrix;

101.

102.  Gizmos.DrawCube(this.GetComponent<BoxCollider>().center - Vector3.up * 0.01f,
this.GetComponent<BoxCollider>().size);

103.

104.  Gizmos.color = Color.cyan - new Color(0f, Of, 0f, 0.5f);

105.  Gizmos.DrawWireCube(this.GetComponent<BoxCollider>().center,
this.GetComponent<BoxCollider>().size);

106.

107.  Gizmos.matrix = Matrix4x4.identity;
108. }

109. else

110. {

111.  Draw sufrace normal

112.  ar vertices = this.meshWorldVertices;

113.  ar triangles = this.Mesh.triangles;

114.  or (inti=0;i < triangles.Length; i += 3)

115.

116.  Gizmos.color = Color.white;

117.  Gizmos.DrawLine(vertices[triangles[i + 0]], vertices[triangles[i + 1]]);
118.  Gizmos.DrawLine(vertices[triangles[i + 1]], vertices[triangles[i + 2]]);
119.  Gizmos.DrawLine(vertices[triangles[i + 2]], vertices[triangles[i + 0]]);

120.  Vector3 center = MathfUtils.GetAveratePoint(vertices[triangles[i + 0]], vertices[triangles[i +

1]], vertices[triangles[i + 2]]);
121.  Vector3 normal = this.GetSurfaceNormal(center);
122.  Gizmos.color = Color.green;
123.  Gizmos.DrawLine(center, center + normal);
124,
125.  Draw mesh vertices
126.  f (this.meshWorldVertices != null)

127.
128.  for (inti=0; i < this.meshWorldVertices.Length; i++)
129. {
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130.
131.

132.
133.
134.
135.
136.
137.
138.
139.
140.
141.
142.
143.
144,
145.
146.
147.
148.
149.
150.
151.
152.
153.
154,
155.
156.
157.
158.
159.
160.
161.
162.
163.
164.
165.
166.
167.
168.
169.
170.
171.
172.
173.

DebugUtils.DrawPoint(this.meshWorldVertices[i], Color.red);
}

Test GetSurroundingTrianglePolygon(Vector3 worldPoint);
f (debugTrans != null)

Gizmos.color = Color.blue;
Gizmos.DrawSphere(debugTrans.position, 0.1f);
var point = debugTrans.position;

var triangle = this.GetSurroundingTrianglePolygon(point);
if (triangle = null)

{

Gizmos.color = Color.red;
Gizmos.DrawL.ine(triangle[0], triangle[1]);
Gizmos.DrawL.ine(triangle[1], triangle[2]);
Gizmos.DrawL.ine(triangle[2], triangle[0]);

}

public Vector3[] GetSurroundingTrianglePolygon(Vector3 worldPoint)
{

Vector3 localPoint = this.transform.InverseTransformPoint(worldPoint);
int x = Mathf.CeilTolnt(localPoint.x / this.QuadSegmentSize);

int z = Mathf.CeilTolnt(localPoint.z / this.QuadSegmentSize);

if (x<=0|z<=0]| x>= (this.Columns + 1) || z >= (this.Rows + 1))

{

return null;

}

Vector3[] trianglePolygon = new Vector3[3];
if ((worldPoint - this.meshWorldVertices[this.Getlndex(z, x)]).sgrMagnitude <
((worldPoint - this.meshWorldVertices[this.GetIndex(z - 1, X - 1)]).sgrMagnitude))

{
trianglePolygon[0] = this.meshWorldVertices[this.GetIndex(z, x)];

}

else

{
trianglePolygon[0] = this.meshWorldVertices[this.GetIndex(z - 1, x - 1)];

¥

trianglePolygon[1] = this.meshWorldVertices[this.GetIndex(z - 1, X)];
trianglePolygon[2] = this.meshWorldVertices[this.GetIndex(z, x - 1)];
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174.  return trianglePolygon;
175. }

176.  public Vector3[] GetClosestPointsOnWaterSurface(Vector3 worldPoint, int pointsCount)

177, {

178.  MinHeap<Vector3> allPoints = new MinHeap<Vector3>(new
Vector3HorizontalDistanceComparer(worldPoint));

179.  for (inti = 0; i < this.meshWorldVertices.Length; i++)

180. {

181.  allPoints.Add(this.meshWorldVertices[i]);
182. }

183.

184.  Vector3[] closestPoints = new Vector3[pointsCount];
185.  for (inti = 0; i < closestPoints.Length; i++)

186. {

187.  closestPoints[i] = allPoints.Remove();

188. }

189.

190.  return closestPoints;

191. }

192.

193.  public Vector3 GetSurfaceNormal(Vector3 worldPoint)
194. {

195.  Vector3[] meshPolygon = this.GetSurroundingTrianglePolygon(worldPoint);
196. if (meshPolygon != null)

197. {

198.  Vector3 planeV1 = meshPolygon[1] - meshPolygon[0];

199.  Vector3 planeV2 = meshPolygon[2] - meshPolygon[0];

200.  Vector3 planeNormal = Vector3.Cross(planeV1, planeV2).normalized,;

201.  if (planeNormal.y < Of)

202. {

203.  planeNormal *= -1f;
204. }

205.

206.  return planeNormal,
207. }

208.

209.  return this.transform.up;
210. }

211.

212.  public float GetWaterLevel(Vector3 worldPoint)
213. {

214.  Vector3[] meshPolygon = this.GetSurroundingTrianglePolygon(worldPoint);
215.  if (meshPolygon !=null)
216. {
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217.  Vector3 planeVV1 = meshPolygon[1] - meshPolygon[0];

218.  Vector3 planeVV2 = meshPolygon[2] - meshPolygon][0];

219.  Vector3 planeNormal = Vector3.Cross(planeV1, planeVV2).normalized,;
220.  if (planeNormal.y < 0f)

221. {

222.  planeNormal *= -1f;
223. }

224.

225. /[ Plane equation

226.  float yOnWaterSurface = (-(worldPoint.x * planeNormal.x) - (worldPoint.z * planeNormal.z)
+ Vector3.Dot(meshPolygon[0], planeNormal)) / planeNormal.y;

227.  [/Vector3 pointOnWaterSurface = new Vector3(point.x, yOnWaterSurface, point.z);

228.  [/DebugUtils.DrawPoint(pointOnWaterSurface, Color.magenta);

229.

230.  return yOnWaterSurface;

231. }

232.

233.  return this.transform.position.y;

234, }

235.

236.  public bool IsPointUnderWater(Vector3 worldPoint)
237. {

238.  return this.GetWaterLevel(worldPoint) - worldPoint.y > Of;
239. }

240.

241.  private int GetIndex(int row, int column)

242. {

243.  return row * (this.Columns + 1) + column;

244, }

245.

246.  private void CacheMeshVertices()

247. {

248.  this.meshLocalVertices = this.Mesh.vertices;
249.  this.meshWorldVertices = this.ConvertPointsToWorldSpace(meshLocalVertices);

250. }

251.

252.  private Vector3[] ConvertPointsToWorldSpace(Vector3[] localPoints)
253. {

254.  Vector3[] worldPoints = new Vector3[localPoints.Length];
255.  for (inti=0; i< localPoints.Length; i++)

256. {

257.  worldPoints[i] = this.transform.TransformPoint(localPoints[i]);
258. }

259.

260.  return worldPoints;

261. }
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262.  private class Vector3HorizontalDistanceComparer : IComparer<Vector3>
263. {
264.  private Vector3 distanceToVector;

265.

266.  public Vector3HorizontalDistanceComparer(Vector3 distanceTo)
267. {

268.  this.distanceToVector = distanceTo;

269. }

270.

271.  public int Compare(Vector3 v1, Vector3 v2)

272. |

273. vl1y=0;

274. v2.y=0;

275.  float vlDistance = (v1 - distanceToVector).sgrMagnitude;
276.  float v2Distance = (v2 - distanceToVector).sqgrMagnitude;
277.

278. if (vlDistance < v2Distance)

279. {

280.  return-1;
281. }

282.  elseif (vlDistance > v2Distance)
283. {

284.  return 1;
285. }

286. else

287. {

288. returnO;
289. }

290. }

291. }

292. }

293. }
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ITAPAPTHMA C : Script “FloatingObject.cs”

using System.Collections.Generic;
using UnityEngine;

1
2
3
4. namespace WaterBuoyancy

5 {

6. [RequireComponent(typeof(Collider))]
7. [RequireComponent(typeof(Rigidbody))]
8. [RequireComponent(typeof(MeshFilter))]
9. public class FloatingObject : MonoBehaviour
10. {
11. [SerializeField]

12. private bool calculateDensity = false;

13.

14. [SerializeField]

15. private float density = 0.75f;

16.

17. [SerializeField]

18. [Range(0f, 1f)]

19. private float normalizedVoxelSize = 0.5f;

20.

21. [SerializeField]

22. private float draginWater = 1f;

23.

24. [SerializeField]

25. private float angularDraginWater = 1f;

26.

27. private WaterVolume water;

28. private new Collider collider;

29. private new Rigidbody rigidbody;

30. private float initialDrag;

31. private float initialAngularDrag;

32. private Vector3 voxelSize;

33. private Vector3[] voxels;

34.

35. protected virtual void Awake()

36. {

37. this.collider = this.GetComponent<Collider>();
38. this.rigidbody = this.GetComponent<Rigidbody>();
39.

40. this.initialDrag = this.rigidbody.drag;

41. this.initial AngularDrag = this.rigidbody.angularDrag;
42,

43. if (this.calculateDensity)
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44,
45.

46.
47.
48.
49.
50.
51.
52.
53.
54.
55.
56.
57.
58.
59.
60.
61.
62.
63.
64.
65.

66.
67.
68.
69.

70.
71.
72.
73.
74.
75.
76.
77.
78.

79.
80.
81.

82.
83.
84.

{

float objectVolume =
MathfUtils.CalculateVolume_Mesh(this.GetComponent<MeshFilter>().mesh, this.transform);
this.density = this.rigidbody.mass / objectVolume;

¥
¥

protected virtual void FixedUpdate()

{
if (this.water != null && this.voxels.Length > 0)

{

Vector3 forceAtSingleVVoxel = this.CalculateMaxBuoyancyForce() / this.voxels.Length;
Bounds bounds = this.collider.bounds;

float voxelHeight = bounds.size.y * this.normalizedVoxelSize;

float submergedVolume = Of;
for (int i = O; i < this.voxels.Length; i++)

{

Vector3 worldPoint = this.transform. TransformPoint(this.voxels[i]);

float waterLevel = this.water.GetWaterLevel(worldPoint);

float deepLevel = waterLevel - worldPoint.y + (voxelHeight / 2f); // How deep is the voxel
float submergedFactor = Mathf.Clamp(deepLevel / voxelHeight, Of, 1f); // 0 - voxel is fully out of
the water, 1 - voxel is fully submerged
submergedVolume += submergedFactor;

Vector3 surfaceNormal = this.water.GetSurfaceNormal(worldPoint);

Quaternion surfaceRotation = Quaternion.FromToRotation(this.water.transform.up,
surfaceNormal);

surfaceRotation = Quaternion.Slerp(surfaceRotation, Quaternion.identity, submergedFactor);

Vector3 finalVoxelForce = surfaceRotation * (forceAtSingleVoxel * submergedFactor);
this.rigidbody.AddForceAtPosition(finalVVoxelForce, worldPoint);

Debug.DrawLine(worldPoint, worldPoint + finalVVoxelForce.normalized, Color.blue);

}

submergedVolume /= this.voxels.Length; // 0 - object is fully out of the water, 1 - object is fully
submerged

this.rigidbody.drag = Mathf.Lerp(this.initialDrag, this.draginWater, submergedVolume);
this.rigidbody.angularDrag = Mathf.Lerp(this.initialAngularDrag, this.angularDraglnWater,
submergedVolume);

¥

}
protected virtual void OnTriggerEnter(Collider other)

149



85. {

86. if (other.CompareTag(WaterVolume.TAG))

87. {

88. this.water = other.GetComponent<WaterVolume>();
89. if (this.voxels == null)

90. {

91. this.voxels = this.CutIntoVoxels();

92. }

93. }

94. }

95.

96. protected virtual void OnTriggerExit(Collider other)
97. {

98. if (other.CompareTag(WaterVolume. TAG))
99. {

100.  this.water = null;

101. }

102. }

103.

104.  protected virtual void OnDrawGizmos()
105. {

106. if (this.voxels = null)

107. {

108.  for (inti=0; i < this.voxels.Length; i++)
109. {

110.  Gizmos.color = Color.magenta - new Color(0f, Of, 0f, 0.75f);
111.  Gizmos.DrawCube(this.transform.TransformPoint(this.voxels[i]), this.voxelSize * 0.8f);

112, }

113.  }

114.  }

115.

116.  private Vector3 CalculateMaxBuoyancyForce()
117. {

118.  float objectVolume = this.rigidbody.mass / this.density;

119.  Vector3 maxBuoyancyForce = this.water.Density * objectVolume * -Physics.gravity;
120.

121.  return maxBuoyancyForce;

122.  }

123.

124.  private Vector3[] CutlntoVVoxels()
125. {

126.  Quaternion initialRotation = this.transform.rotation;

127.  this.transform.rotation = Quaternion.identity;

128.

129. Bounds bounds = this.collider.bounds;

130.  this.voxelSize.x = bounds.size.x * this.normalizedVVoxelSize;
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131.  this.voxelSize.y = bounds.size.y * this.normalizedVoxelSize;

132.  this.voxelSize.z = bounds.size.z * this.normalizedVVoxelSize;

133.  int voxelsCountForEachAxis = Mathf.RoundTolnt(1f / this.normalizedVoxelSize);

134.  List<Vector3> voxels = new List<Vector3>(voxelsCountForEachAxis *
voxelsCountForEachAxis * voxelsCountForEachAxis);

135.

136.  for (int i = 0; i <voxelsCountForEachAxis; i++)
137. {

138.  for (int j = 0; j < voxelsCountForEachAxis; j++)
139. {

140.  for (int k = 0; k < voxelsCountForEachAxis; k++)
141. {

142.  float pX = bounds.min.x + this.voxelSize.x * (0.5f + i);

143.  float pY = bounds.min.y + this.voxelSize.y * (0.5f + j);

144.  float pZ = bounds.min.z + this.voxelSize.z * (0.5f + K);

145.

146.  Vector3 point = new Vector3(pX, pY, pZ);

147.  if (ColliderUtils.IsPointInsideCollider(point, this.collider, ref bounds))
148. {

149.  voxels.Add(this.transform.InverseTransformPoint(point));

150. }

151. }

152. }

153. }

154,

155. this.transform.rotation = initialRotation;
156.

157.  return voxels.ToArray();
158. }

159. }

160. }
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ITAPAPTHMA D : Script “Straw.cs”

© oo NGO~ WDdDPRE

A D DD WWWWWWWWWWDNDNDNDNDNDDNDNMNDMNNMDNNNNMNNRPERPRERPERERPRERERERPRERER

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul,;

public class straw : MonoBehaviour

{
Collider m_Collider1; //o collider pou tha disable

Collider m_Collider2;

. public GameObject gm;

. public GameObject stri;
. public GameObject str2;
. public GameObject str3;
. public GameObject str4;
. public GameObject str5;
. public GameObject str6;
. public GameObject str7;
. public GameObject str8;
. public GameObject str9;
. public GameObject str10;
. public GameObject stril;
. public GameObject str12;

. public GameObject soapSystem;

. public GameObject cyl1;

. public GameObject cyl2;

. public GameObject dynamicObyj;

. public GameObject buttonSymperasma;

. public Text timerText; //gia ton timer
. private float startTime; //gia ton timer
. bool keepTiming; //gia ton timer

. float Timer; //gia ton timer

. int sum;

. void Start()

A

. str2.SetActive(false);
. str3.SetActive(false);
. strd.SetActive(false);
. strb.SetActive(false);
. str6.SetActive(false);
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44,
45.
46.
47.
48.
49.
50.
51.
52.
53.
54.
95.
56.
57.
58.
59.
60.
61.
62.
63.
64.
65.
66.
67.
68.
69.
70.
71.
72.
73.
74.
75.
76.
77.
78.
79.
80.
81.
82.
83.
84.
85.
86.
87.
88.
89.

str7.SetActive(false);
str8.SetActive(false);
str9.SetActive(false);
str10.SetActive(false);
str1l.SetActive(false);
str12.SetActive(false);
buttonSymperasma.SetActive(false);
sum=0;

}

void OnMouseDown()

{
m_Colliderl=gm.GetComponent<Collider>();
m_Colliderl.enabled = true;

m_Collider2=GetComponent<Collider>();
m_Collider2.enabled = false;

sum=sum-+1;
StartTimer(); //ksekinaei i metrisi

}

void Update () {

[*if(Time.time - startTime > 10) //stop timer se 7 deuterolepta
{

Debug.Log("Timer stopped at " + TimeToString(StopTimer()));
b

[*if(Time.time - startTime >1)

{

strl.SetActive(false);

str2.SetActive(true);

b

if (sum==21){ //(sum>0 && sum<3)

if(Time.time - startTime > 0.2)

{

str2.SetActive(false);

str3.SetActive(true);

}

if(Time.time - startTime >0.4)
{

str3.SetActive(false);
str4.SetActive(true);

}

if(Time.time - startTime >0.6)

{
strd.SetActive(false);

strb.SetActive(true);
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90.
91.
92.
93.
94.
95.
96.
97.
98.
99.

100.
101.
102.
103.
104.
105.
106.
107.
108.
109.
110.
111.
112.
113.
114.
115.
116.
117.
118.
119.
120.
121.
122.
123.
124,
125.
126.
127.
128.
129.
130.
131.
132.
133.
134.
135.

¥

if(Time.time - startTime >0.8)
{

str5.SetActive(false);
str6.SetActive(true);

}

if(Time.time - startTime >1)
{

str6.SetActive(false);
str7.SetActive(true);

}

if(Time.time - startTime >1.2)
{

str7.SetActive(false);
str8.SetActive(true);

}

if(Time.time - startTime >1.4)
{

str8.SetActive(false);
str9.SetActive(true);

}

if(Time.time - startTime >1.6)
{

str9.SetActive(false);
str10.SetActive(true);

}

if(Time.time - startTime >1.8)
{

str10.SetActive(false);
strll.SetActive(true);

}

if(Time.time - startTime >1.9)

{

strll.SetActive(false);

}

}

if (sum==2){
Destroy(gameObject, 2);
if(Time.time - startTime > 0.2)
{

str2.SetActive(false);
str3.SetActive(true);

}

if(Time.time - startTime >0.4)

{
str3.SetActive(false);



136.
137.
138.
139.
140.
141.
142.
143.
144,
145.
146.
147.
148.
149.
150.
151.
152.
153.
154.
155.
156.
157.
158.
159.
160.
161.
162.
163.
164.
165.
166.
167.
168.
169.
170.
171.
172.
173.
174.
175.
176.
177.
178.
179.
180.
181.

str4.SetActive(true);
}

if(Time.time - startTime >0.6)
{

str4.SetActive(false);
str5.SetActive(true);

}

if(Time.time - startTime >0.8)
{

str5.SetActive(false);
str6.SetActive(true);

}

if(Time.time - startTime >1)
{

str6.SetActive(false);
str7.SetActive(true);

}

if(Time.time - startTime >1.2)
{

str7.SetActive(false);
str8.SetActive(true);

}

if(Time.time - startTime >1.4)
{

str8.SetActive(false);
str9.SetActive(true);

}

if(Time.time - startTime >1.6)
{

str9.SetActive(false);
str10.SetActive(true);

}

if(Time.time - startTime >1.8)
{

str10.SetActive(false);
strll.SetActive(true);

}

if(Time.time - startTime >1.9)

{
strll.SetActive(false);

soapSystem.SetActive(false);
cyll.SetActive(false);
cyl2.SetActive(true);
dynamicObj.SetActive(false);
buttonSymperasma.SetActive(true);
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182.
183.  m_Colliderl=gm.GetComponent<Collider>();
184. m_Colliderl.enabled = false;

185. }
186. }
187.

188.  if(keepTiming){
189.  UpdateTime();

190. }
191. }
192.

193.  void UpdateTime(){

194.  Timer = Time.time - startTime;

195.  timerText.text = TimeToString(Timer);
196. }

197.

198.  float StopTimer(){

199.  keepTiming = false;

200.  return Timer;

201. }

202.

203.  void ResumeTimer(){

204.  KkeepTiming = true;

205.  startTime = Time.time-Timer;

206. }

207.

208.  void StartTimer(){

209.  KkeepTiming = true;

210. startTime = Time.time; //Time.time;
211,  }

212.

213.  string TimeToString(float t){

214.  string minutes = ((int) t / 60).ToString();
215.  string seconds = (t % 60 ).ToString("00");
216.  return minutes + ;" + seconds;

217.  }

218. }
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ITAPAPTHMA E : Script “Timer.cs”

1. using System.Collections;

2. using System.Collections.Generic;
3. using UnityEngine;

4. using UnityEngine.Ul,

5. using UnityEngine.Ul;
6

7

8

9

public class timer : MonoBehaviour
{

: public GameObject symperasmataKoumpi;
10.  public Text timerText;
11.  private float startTime;
12.

13.  public Image img2;

14.  public Image img3;

15.  public Image img4;

16.  public Image img5;

17.  public Image img6;

18.  public Image img7;

19.  public Image img8;

20.  public Image img9;

21.  public Image img10;

22.  public Image img11;

23.  public Image img12;

24.  public Image imgl3;

25.  public Image imgl14;

26.

27.  public GameObject linel;
28.  public GameObject line2;
29. public GameObiject line3;
30. public GameObiject line4;
31. public GameObject line5;
32.

33.  bool keepTiming;

34. float Timer;

35.

36.  public psoff scriptpsoff;
37.

38. public void Starttt () {
39.

40. StartTimer();

41. }

42,

43.  void Update () {
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44, if(Time.time - startTime > 301) //stop timer se deuterolepta (5 lepta --> 300 deuterolepta )

45, {

46. Debug.Log("Timer stopped at "' + TimeToString(StopTimer()));
47. /lsymperasmataKoumpi.SetActive(true);
48. scriptpsoff.disabletheps(); //gia disable tou particle system
49, }

50. if(Time.time - startTime > 10)
51. {

52. img2.enabled=true;

53. }

54. if(Time.time - startTime > 20)
55. {

56. img3.enabled=true;

57. }

58. if(Time.time - startTime > 30)
59. {

60. img4.enabled=true;

61. }

62. if(Time.time - startTime > 40)
63. {

64. img5.enabled=true;

65. }

66. if(Time.time - startTime > 50)
67. {

68. img6.enabled=true;

69. }

70. if(Time.time - startTime > 60)
71. {

72. img7.enabled=true;

73. linel.SetActive(true);

74. }

75. if(Time.time - startTime > 90)
76. {

77. img8.enabled=true;

78. }

79. if(Time.time - startTime > 120)
80. {

81. img9.enabled=true;

82. line2.SetActive(true);

83. }

84. if(Time.time - startTime > 150)
85. {

86. img10.enabled=true;

87. }

88. if(Time.time - startTime > 180)
89. {
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90. imgl1.enabled=true;

91. line3.SetActive(true);

92. }

93. if(Time.time - startTime > 240)

94. {

95. imgl12.enabled=true;

96. line4.SetActive(true);

97. }

98. if(Time.time - startTime > 270)

99. {

100. img13.enabled=true;

101. }

102. if(Time.time - startTime > 300)
103. {

104. imgl4.enabled=true;

105. line5.SetActive(true);

106. symperasmataKoumpi.SetActive(true);
107. }

108. if(keepTiming){

109. UpdateTime();

110. }

111. }

112.

113. void UpdateTime(){

114. Timer = Time.time - startTime;
115. timerText.text = TimeToString(Timer);
116. }

117.

118. float StopTimer(){

119. keepTiming = false;

120. return Timer;

121. }

122.

123. void ResumeTimer(){

124, keepTiming = true;

125. startTime = Time.time-Timer;

126. }

127.

128. void StartTimer(){

129. keepTiming = true;

130. startTime = Time.time; //Time.time;
131. }

132.

133. string TimeT oString(float t){

134, string minutes = ((int) t / 60).ToString();
135. string seconds = (t % 60 ).ToString("00");
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136. return minutes + ":" + seconds;
137. }

138.

139. }
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