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Befoiwvw ot giuor o ovyypopéac avtns e epyaciog kou otl kabe fonbeio v omolo eiyo yio, thv
TPOETOIUATIO. THG EIVOL TANPOS AVOYVWPIOUEVI] KOL GVAPEPETAL aTny gpyacia. Emions, éxw katoypdyel
TG OMOLEG THYES OO TIC OTOIES EKOVO. YPHON OEOOUEVV, LOEDV, EIKOVWV KOI KEWEVOD, EITE OUTEG
avapépovror oxpifag eite mopoappacueves. Emmiéov, fefaiwve ott avti n epyacio TpoeToIUaoTHKE
OO EUEVA TPOCWTIKG, EI0IKG ¢ OmAwuotiky epyaocio, oto Tunuoa Mnyovikov [IAnpopopiknc koi
Hiextpovikav Zvotnudzawv tov ALTIA.E.

H rmopodoa epyacia amotedel mvevupotiky 101oktnoio. tov @oitnty Biadiunpov Xmopidn mov Hv
EKTOVHOE/OY. 270 TAOIOL0 THG TOMTIKHG OVOIKTHG TPOCHOCHS, O GOYYPOPEAS/ONUIOVPYOS EKYWPEL OTO
Miebvéc Hoavemotiuio g EALGdOS doeio ypRiong 1ov OIKOIOUATOS OVATOPKYOYHS, OAVELGUOD,
TOPOVCIOCHS OTO KOIVO KOl WHPLOKNG OLayvons THS Epyaciog Jiedvag, oe NAEKTpovIK) Lopel Kol o€
OTOL0ONTOTE UEGO, VIO, OLOGKTIKODS KOI EPEVVHTIKODS OKOTOVS, GVED avioilayuotos. H avoikth
Tpoofoon oto TANpES Keluevo TG Epyaciog, Oev onuaivel kalf’ 010VORmoTE TPOTO TOPOYWOPHON
OIKALWUATOV OLOVONTIKNG IOIOKTHOIAS TOV OUYYPAPEQ/ONUIOVPYOD, OVTE ETITPEMEL TV GVOATOPAYWYY,
OVaONUOGIEDTN, AVTIYPOPY, TWANOH, EUTOPIKY YPHOY, dlovoud, Ekdoan, uetapoptwan (downloading),
avaptyon (uploading), petappoon, Tpomomoincy Ue 0TOI0VORTOTE TPOTO, TUNUOTIKG, 1§ TEPIANTTIKG. THG

EPYOTLOG, XWPIS TN PHTH TPONYOVUEVI] EYYPAPH TOVOIVEGH TOV OVYYPAPEQ/ONULOVPYOD.

H éyxpion g dumhopatikng epyaciog amd 1o Tunuo Mnyavikov ITAnpoeopikng kot HAektpovikadv
Svomudtev Tov Atebvoic Tavemotnuiov g EAAASOC, dev DTOSNAMVEL OTOPAITHTMG KoL AT0d0XN
TOV OTOYE®V TOV GLYYPAPED, EK LEPOVS Tov Tunuatog.
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IIpoioyog

AmoteAel yeyovog, OtL M teyvoloyia yivetor OAo kol oe  peyoAvtepo Pabud koupdrtt Tng
KaBnuepwvotTTag, emnpedloviag moAAOVG TOUEIC KAl KOTE KOPLO AOYO TNV emiotnun, Pondovtog
ONUOVTIKA otV avanTuén Kot otnyv Pedtioon tov tpémov {mng. Eival modd onpavikd 1o yeyovog ott,
pe v Pondewa g tervoroyiog, M ekmaidevon pmopel vo cuvovacTtel pe TV SlCKESNGT KOl TO
wayviol. Me v mopodoo ILE. yivetor m éveoon ovtdv tov V0, NG EKTAIdEvong Kol NG
Sl0oKESAOTG, LLE TN XPNION VEOV TEXVOAOYLMV TTOL apyilovV Vo EVGOUATOVOVTAL 6TV Kaonpepvi {on
oV avBpdmov, dMNAadN TV eradENON TG TPAYUATIKOTN TS G€ €vo. coPapd mayvidl eKpadnong.
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Iepiinyn

H mroyokn epyoacio €xel @¢ otdx0, €vav KOADTEPO KOl O €LYAPLOTO TPOTO EKUABNONG TOL
LOOMUOTOC TG QUOIKNG, OTOLG MHoONTéC g A’ yopvaciov, pe Tn YpNom NG EKTETOUEVNS
TpoypatikotnTog. To moryvior eivar dwwbéoo yio Kvntd ko tablets kol mepiéyel S100pacTIKA
nepdpata OAov Tov Keeolaiov Tov Biriov g puoikng. Ot Madntéc Tpémel vo GKavApoLY UE TNV
Képepa Tov Kivntov 1 tov tablet, éva 11 600 QR codes, avaioya To mEipALLO KoL VO OLOKANPMOGOVY TO
oy vidl, €xovtag Tig 0dnyiec and 1o oyohkd Pifiio. H dnpovpyia tov mpoypdppatog éyve pe 1o
Unity Game Engine e cuvdvacoud pe to maxéto Vuforia Engine, kot 6Aa To Tp1odidotate LOVTELQ
KOTAGKELAGTNKAV UE TO TPOYPOLLLO dNovpyiag Tpicdidotatav aviikelwévoy, Blender.
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Augmented reality educational game in the school subject of physics

for the first grade of secondary education

Vladimiros Spyridis

Abstract

The purpose of the thesis is to teach the subject of physics for the first grade of secondary education,
in a better and more pleasant way, with the use of augmented reality. The game is made for
smartphones and tablets and has interactive experiments from every chapter of the book. The students
have to scan with the camera of their smartphones or tablets, one or two QR codes, depending on the
experiment, and they have to complete the game as directed from the school book. The creation of the
application was accomplished with Unity Game Engine with the package Vuforia Engine and every
model was formed with the 3D software Blender.
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Ewayoym

Kepahiawo 1o: Ewayoyn

H mropok  epyacio, pe  titho “TIAIXNIAI  EKTETAMENHXE TIPATMATIKOTHTAZ
EKITAIAEYTIKOY ITEPIEXOMENOY TTA TO MA®HMA THX OYXEIKHE A’ TYMNAZIOY”
TAPOLGIALEL £va oy Vil EKTETAUEVNG TPAYLOTIKOTNTAG LE Lo GLOKO TEPLEYOUEVO YO TO LAOT LA TNG
@VoIKNG g A’ yopvaciov. H epappoyn onovpynonke oto mepipdirov Unity 6 cuvdvacud Ue 1o
nmokéto Vuforia, TOv NG EMITPEMEL YPNOLUOTOLDOVTOS TV KAUEPA UG POPNTNIG GVOKEVNG OTWG Eval
smartphone 1] éva tablet, va aviyvedel eikdveg 610 PLGIKO TEPPAALOV Kal VO EESUTAMVEL TOL TEPALOTO
tov PBipAiov, umpootd oToVg UAONTEG TOL YVUVOGIoV, OTIC 000OVES TG POPNTNAS TOVG GLOKELNG OF
TPOYLLOTIKO XPOVO.

Xmv mapovoo ILE. ovoeépovtor Aemtopépeleg  ywo TNV - TEYVOAOYiOL TNG  EKTETAUEVNG
mpaypatikotnTag(XR), Yo Tic vrokatnyopieg g, TV gkovikn paypotikdtta(VR), v emavénpévn
TpayuatikotTNTo(AR) ko v et Tpaypoatikotnto(MR) kabdg kot yio v xprion autdv oTa serious
games.

v ovvéyela Tapovstdletal o TpOmog dnovpyiog TG ePaproyng e v xpnon tov Unity kai tov
Blender, 600 oyvp®v mpoypoppdT@v SNUOVPYINS YNELIKOV ToLVISu®Y, Kol 0 OVOAVTIKOG TPOTOG
oxedlaoNG TOV YPAPIKMOV KOl TOV OKIOV TOL U@avifoviol oTic 000VEG TOV POPNT®OV GUGKEVADV TOV
poonTov.

H dopn g ILE. mapovcialetat mopakdto:

Xt0 mpdTO KEPAAoo KoAvmrovion to Pacikd otoreia g ILE. xabdg ko pla mepiinym tov
KEQPAAQI®V OV akOAOLOOVV.

Y10 devtepo kepdiao ¢ ILE. avapépoviar avalvtikd ot TexvoAOYieg TOV YPEBCTNKAY YO TNV
vhomoinon ¢ eQapuoyng KoOdE Kot BempnTikd KopUdT auTtdv TV TeYVoAoywwv. Il
ouykekpluéva, mapovoldletal M ektetopévn mpaypoatikotnto(XR) pe tig vmokatnyopieg g, TV
ewovikn  mwpaypotikdotnta(VR), v emavénuévn  mpaypotikoOtnta(AR)  kor v Kt
apoyuatikotTo(MR). TtV cuvéyelo Tov KeQPOANIOL VTAPYOVY AVAPOPES Y10 TO, SErious games Kot Tol
TAEOVEKTNLOTO TOVG QVTI TNG TOPAS0CIOKNG Stadtkaciog exmaidevong.

210 TPITO KEPAAOLO OVAMPEPOVTIOL TO TPOYPAUUOTO TOL €ival amapaitnTto Yoo TNV LAOTOINONG NG
EPOPUOYNG, TANPOPOPIES Y10 OVTE KOt Ol TPOTOL EYKATAGTACT|G TOVG. LTNV GUVEYELD TOL KEQOANIOV
VILAPYOLV Ol KOTAAANAEG 00MYieg Yo T dnpovpyia Tov project oto Unity kot Tig puOpicelg mov eivat
OTOPOLTNTEG YLOL TNV GLYKEKPIUEVT €poppoyn. TELOC, vEapyel 1 SldIKOGIO EYKOTAGTAGNG TMV
TOKETOV TOV project Kol 7o cLuYKEKPIUEVA TANPOPOpPieC Yo To Takéto Vuforia.

210 TETOPTO KEPAAOIO VTOPYEL 1 OOUN] TOL OPYKOV HEVOD TOL Toyvidoy kabdg kot Tpdmol
vAomoinong tov Ul Aertopepmg.

370 TEUTTO KEPAANLO VTTAPYEL OAO TO KOUUATL TOL GYeTICETOL UE TNV EUPAVIOT TOV TTaLYVIO0D, dSNAadN
ol Tpomol wov dnpovpynnkav ta 3D avtikeipeva pe to mpdypappa Blender, ta shaders pe to URP
ko To visual effects.

370 £€KTO KEPAAOLO OVOPEPOVTOL OAO TOL KOWVE SCTipts Kol AEITOVPYIEG TOL VITAPYOLY GE OAEG TIC CKNVEG
tov project. [Tio avaivtikd, ol Bacikéc pvOuicelg tov Vuforia kot 0 TpoOTOG TOL AtTOLPYOVV TOL target



Kepdiao 1

images Ko0m¢ Kol 0 TPOTOC TOV AELTOVPYEL O KEVIPIKOG YUPUKTPOG TOV TOLYVIOIOD TOV OAANAETIOPA
LLE TO, OVTIKEILEVO TOV TEPAUATOV.

210 KEQPAAOO EPTA VIAPYEL O TPOTOG ONUOVPYIONS TOV TPDOTM®V TEPAUATOV, ONAAOT TA TEPALOTO TOV
BipAriov mov oyetilovior pe TNV HETPMON AMOGTAGE®V, XPOVOL Kol fapovs. Avtd eival To TpdTo Tpia
Ke@dAaio Tov GyoAkov BifAiov g puowng e A’ vuvaciov.

210 6ydoo keparao g ILE. avagépetar o tpdmog dnuovpylag twv vrdlowmwv mepapdtoy. To
KepdAaia 4 péypt 9 tov oyohkov Pifiiov e puowng g A’ I'vpvaciov oyetiCovtan pe v péTpnon
g Oeppokpaciog kot v ypnorn tov Bepuoduetpov. To tpio Tehevtaio KePdAoo a@oOpodY TOV
NAEKTPIGUO KOl TOV NAEKTPOUAYVITIGUO.

210 TEAEVTOiO KEPAAULO TOPOVCIALOVTIOL TA TEAMKE CUUTEPAGLOTA TOV ANEONKOV LE TO TEPUS TNG
€pYaciog Kol TPOTOLS LLE TOVS 0TO10VG 1 EQUPLOYT| LTopel va PeATimBEL.



Extetapévn mpaypotkdtnta Kot serious games

Kepdalaro 20: Extetopévn mpaypotikOTNTO KOl serious games

Yynpa 2.1: Tledio Tng EKTETAUEVIG TPOLYLATIKOTITOG

2.1 Ewoayoym

2TV €0YN OV JVOOVUE, 0 PLOUOG avATTLENG TG TEXVOAOYING KOl TNG TEXVOYVOGiag eivat paydaiog.
Ta terevtaio ypoévia mapatnpeitor eEdmimon ¢ extetapévn mpaypotikotnrag (XR), evog 6pov
OUTPELOG TTOV TEPIEYEL TPELG TEXVOLOYiES OT®G GTO oYNUa 2.1, 0TV KaONnUePVOTNTA LG GE SIAPOPOVG
Topelg, amd Vv Swokédaon  HEYPL TNV EKMOIOELOT. XTNV  EKTETOUEVY]  TPOUYUATIKOTNTO
nepropfavovral  erovénuévn mpayuotikoémta (AR)[1], n ewovikny mpaypatikoémta (VR)[2] kot n
pikt mpaypotikotta (MR), texvoroyieg mov €xovv e€elyBel pe v Tapodo tov ypdvov, Ge onueio
VO TPOGPEPOVV GTOV YPNOTN €Va AKP®G PEAMOTIKO aicOnua Katd Tn ¥pnon TovV EPAPUOY®Y TOL
YPNOUYOTOI0VV TIG Topamdve TeYvoroyieg. Kabmg to amoteléopata mov TPOGPEPEL 1 EKTETAUEV
TPOYUATIKOTNTO €ivar 1000 {®vtava oto udti tov ypnotn, €ivar €dkodo va ypnoipomomndel oe
SLPOPOVS TOUEIC e EKTOOEVTIKO TEPLEYOUEVO, Y10 [0 TO EVYAPIOTN KOt EUVONTI eUmepio. XN
GUVEYELD TOV KEPOAOIOL OVOPEPOVTOL OVOALTIKG Ol TECOEPLG KATNYOpies, KoBmG Kat 1 Yp1ion aVTdV
oV ekmaidevon kol e Ao medio Tng KabnuepvoTnTOg HE TNV YPNHON TOV GORUP®OV TALYVISIDV
(serious games).
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ymua 2.2: TTayvidr AR: Pokemon GO

2.2 EnmavEnpévn mpoypoatikotnTa

H emavénuévn mpaypotikdémta(AR) eivar m evioyouon tng oVOS TOL TPUYUATIKOD KOGHOV HE TN
YPNON KATO0G GLUGKEVTG, EVOMUATOVOVTAG NYOVG KOl YNPLUKE OVTIKEILEV, TPIOOUCTUTNG LOPPONG
Kot ypoaewd dterapng xpnot(Ul) og mpaypatikd xpovo onwg oo moyvidt Pokemon GO g ewdvog
2.2. O ypfiotg umopel va. aAANAETOPACEL e TO AVTIKEILEVO TOV SNULOVPYOVVTUL GTOV ETOVENUEVO
¥®po, pe v Ponbdea g teyvoroyiag AR. H cvokevn mov ypetdletar yio va ekTeAeoTel o TéTown
gpappoyn umopel va givor éva smartphone, éva tablet 1 évag VTOAOYIGTAG UE KAUEPOD. ATOPAITNTEG
TPOVTOOEGELC VIO LU0, GUOKELT] EMOVENUEVNC TPUYHOTIKOTNTOG EIVOL £VOC ETEEEPYUOTNG, L0 KALEPO
Kot pion 006vr. [apavta mpémel va Ouytel To KOPUATL TNG OCPAAELNG KATO TN YPNON MO TETOLOG
epopuoyns. Adym tov 0Tt givon amapaitntn 1 ¥PNHoN ™S KAUEPOS Yo TNV KATOYPOPT TOV (PLGIKOD
ydpov, uropei va vapéel Topaficcn e WIOTIKOTNTOC.

Symua 2.3: Tlayvidr VR: Beat Saber

2.3  Ewkoviki TpoypoTikoTNTO

O 6pog ewovik mpaypatikdtnTo VR) €xel eppaviotel oe TOAAEG TOVIEC EMGTNLOVIKNAG POVIAGING,
opwc M oAnBsia givor O6tL Ppioketor TOAM KOVTA ©TO ONUEPA, KAODG OCLOKELEC EKOVIKNG
TPOYUATIKOTNTOS TOAODVTOL Y10 TPOCOTIKY XPNOT| KAONUEPIVA, EYOVTAG OKOUO LEYAAO KOGTOG AyOpag
to €é10G 2021. H €1koviK] TpayloTikOTNTO OVIKEL GTNV OKOYEVELL TNG EKTETAUEVNG TPOYLATIKOTITOG
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Kot givor 1 dmuovpyio gvOg elkovikoy TEPIPAALOVTOC LE TNV ¥PNOT] EWIKAOV HOCK®DY, OTOKOTTOVIOG
GYEOOV OAOKANPMOTIKG TOV ¥PNOTNH Amd TOV TPOYUOTIKO KOGHO. ZKOTOG eivar 1 dmuovpyio piog
TPOCOUOIMOTNG GTOV EKOVIKO YDPO Yot TNV aAAnienidpacn pe avtdv kKot ta 3D avrtikeipeva mov
Bpiokovtal ekel, OT®g 010 oYNUO 2.3 TOV AMEKOVILEL val O VIOl EIKOVIKNG TPOYUATIKOTNTOG. To
VAKO hardware mov givol omapaitnto yio vo dovAéyel o VR gpappoyr, amoteleitol 0md GUoKELEC
OV SLBETOVY YVPOOKATIN Kol oleONTAPES KIVONG, Y10 TOV EVTIOTMIGHO TOL KEPOAALOD, TV YEPLOV KOl
0€ MO GTAVIEG MEPUMTMOCELG, Y10l TOV EVIOTIGUO TOV COUOTOG. TN HLACKO VTAPYOLV 2 (OKOl, VYNANG
guKpivelag, Evag Yo To 0e&l Kol £vag Yo To aploTepd UATL, TOV £XOVV WG POAO LIKPAOV 0BovaV Yo v
onuovpynBel n wevdaicbnon tov 3D ydpov. Ta yvpookdmo ota yépro givar TaVTOXPOVO KOl
YEPLOTIPL, VIO VO LITOPEL O ¥PNOTNG VO CAANAETIOPA e TOL avTIKEIpEVO Kol vo Kiveitar otov 3D,
TOTAOVTOG TO. KOOUTLY oL Ppiokovtal ota SGyTLAA TOV.

2.4 MKt TpaypoTIKOTNTY

H pwet mpaypotikdtral3] etvar 1 cuvovaoTikn EKTELECT] TOV TEYVOLOYLDV TG EXAVENLUEVNG KOL TNG
EIKOVIKNG TPOYUATIKOTNTOC, KoODC OmAEKEL TO TPOUYUOATIKO HE TO YNOWKO mEPPAALoV,
OVOULYVOOVTOG TO. QUGIKE LE TO TPOYUATIKG OVTIKEILEVA TO OTOl0l GLVLTTAPYOLY Kol AAANAETIOPOHV
petagd tovg o mpaypatkd xpovo. I'a avtodg Tovg Adyous, 1 epmepio mov tpospépel 1o MR eivan
PEAMOTIKY], O100pacTIKY] KOl O100KeSAOTIKN Yo Tovg Yxpnotes. Ilapdho mov m teyvoroyia €xet
emvonbei ¢ 10éa Tpv omd TEpimov 5 dekoetieg, £xel opyioel va vVAoTOLEITOL TO TEAEVTAIN XPOVIO GTNV
KaBnuepvotTTa Ko Oyl omapoitnta oty akadnuaiky peiétn. H teyvoloyla sivor kotdAAnin yio
EKTAOEVTIKA KOl EPYACLOKE TEPIPAAAOVTA KOl XPTCLUOTOEITAL Kata KOPLo AGYO Yo TV eKTaidgvuon
TOV TPOCHOTIKOV Kot TV Uabntdv og didpopovg topeic. 'Eva Pactkd petovéktpo ivar n dnpiovpyio
TOV TPOIOVTOG KOl TOL GUOTHUATOG, KAOMG Kot 1 evypnotios Tov OTav LIEAPYEL EVKOAOTEPOG TPOTOG
EKILAOMNOMG TNG GVYKEKPLUEVNC EKTOOEVTIKNG O1adIKOGTOC.

2.5 Xpnosig tov XR

Ol €QOpPUOYEG TOL YPNOLUOTOOVV TIG TOPATAVE® TEXVOAOYiES, OnuiovpyovvTal Yo Opades Kot
0PYOVICLOVG TOYKOCUIMG 6 opiopéva media, yio [ To S1odpacTIKY] Kot avdevTikn epmetpio.

2.5.1 Exnaidgvon oto oyoreio

H exmaidevon pe v ypnon tov teyvoroyidv XR kot katd kopio Adyo v teyvoroyia AR(oyfua
2.4), divel o Pertiopévn SodpaoTikn eumelpios 6TOVG UOONTEG KOl TOVC TPOCEEPEL KIivITPo Vo
TOPUKOAOVONGOLVV [LIE TEPIOTOTEPT TPOCHAMGT]. ATO TNV TAEVPA TOV EKTALOEVLTIKMOV, 1 S10dIKOGI0 TNG
expodnong yiverar evkolotepn, Kabmg pmopovv va @épouv péca otnv aifovco to e&mTEPIKO
TEPIPAALOV, OT®G Yo TAPASEIYLO TTEWPAUATO PUGIKNG ME aoPaAEsTEPES cuvOnKkeg vAomoinong. To
YEYOVOG OTL TO. TEPAUOTO KoL 1] EKUAONGN YivovToLl e auTOV TOV TPOTO, PEATIOVEL TNV OLOSIKOTNTA
KOl TNV KAADTEPN KATAvOnon 1oV Hontdv, A0Y® Tov 0Tl €V OTOCTATAL EDKOAN 1) TPOGOYT TOLG OO
avTd.
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Zymua 2.4: Xpnon tov AR oty eknaidevon

2.5.2 Tlatpukn

H XR teyxvoloyia pumopei bkora va PEATIOGEL TOV TPOTO TOL YIVOVTOL Ol YEIPOVPYIKEG EMEUPAGELC Ko
0l KAWVIKEG SodIKAGieS, UELDOVOVTOS TO KOOTOC Kol avEAVOVTAG TNV aoPAAElD TNG EKTOidELONG TOV
npocomkov. [Iépa amd avtd pmopel vo SOKIUAGTOOV OlAPOPES VEES TEXVIKES Y10 EMIKIVOLVEG
UEALOVTIKEG YEWPOVPYIKES emepfaoelg. Me v teyvoroyia VR pmopoldv va mapatnpodv Kot va
peAetovv mopadeiypoata and 3D oAoypappotoa(oynue 2.5) pe moAd uikpd kd66Ttog, fonddviog Toug
Y1OTPOVG VO, KOTOVOOUV KAADTEPO TNV OVOPOTIVY avaToLLid.

Zymua 2.5: Xpnon tov XR oty wtpikn
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2.5.3 Zrpatig

Y& JVOKOAEC EKTALOEVTIKEC OTOGTOAEG TOV GTPATOD LGPYEL N TOAVOTNTA KATOLG COPBOPNC UTMAELNG
av 1 ektéheon oev yivel OTmg etvar oyedacuévn €& apyng N av vdpéel kdmowo coPapn PAGPN ota
opyava 1 To oynpate Tov ypnopomrolovvtal. Me tnv XR teyvoloyia 1 ekmaidevon TV GTPATIOTIKOV
umopel va yivel o€ €va aoQoAEC TEPIPAALOV e HiKpOTEPO KOGTOC. 'Eva mapddetypa eival ta gikovikd
aepomAAVO, Kot EAKOTTEPA KOOMG Kot VR Kpdvn Tov EMTPETOVY GTOVG XPNOTEG VO “UETAPEPOVTAL’ GE
éva, eiovikd edio payng pe 360-poipeg dpaon.

2.5.4 Awognpon kot marketing

o va depnpicovv ot etatpeieg Ta TpoidvTa Tovg, EMBLIOVY va Ta Kdvouv 660 To alopvnudvevta
yivetat, yuo va pnv £exaotouy and Toug KatavaA®TEG Tovg. Mo teyvikn marketing mov ypnoipomolody
glvar n dnuovpyio (oG SdPacTIKAG dlOPN oIS e TV Teyvoroyia AR, yio va evBovoidcovy kot va
Kévovv aléyaotn v eunepio v Katavalotodv tove. Epeavilovtag 3D avtikeipeva oe smartphones
pe to mPoidv tng etarpeiag 1 o€ peyoAvtepeg 00OveG yio TV emidelén Tovg, OT®G Yot TAPAdELy Lol
podya Kol OVTOKIVNTO, TPOCPEPOLV TO OVTIKEIUEVO TTOL €mMBLHODV VO TOLANGOVY GE TPAYHOTIKO

uéyebog 6mmg oto oynua. 2.6.

Zymuo 2.6: Marketing g Ferrari pe mv Bonfeia tov AR
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2.6 Xpnon ¢ TEYVOAOYiNS 6TV EKTAIdEVOT

Me mv e€EMén g texvoloyiag, n cVYYPOVN Kowvmvio avalnTd mo €0KOAOVS KOl OTOTEAEGLLOTIKOVG
TpOTOVG ekpddnong ywoo v peTadoon ¢ yvoons. Ilaykoopiog n ayopd evdg vmoAoyloti M
smartphone pe fviepver ivol €@kt omd TO0 PEYAADTEPO HEPOG TOV TANOLGLOV, KOl 0VTO KAVEL TNV
exmaidevon pe niektpovikd péca mold vkoAn. ‘Exovtog kdvel nv teyvoroyia koppdtt e {omg Hog,
0 TpOTOG d1dacKaAinG UTOPEL VA YIVEL OTOUOKPLGUEVO KO LUE PLGTKT TOPOVGIa, UE YoUNAd KOGTOG Yio
TOVC EKTTOOEVTIKOVG KOl TOVS HLOONTEG OA®V TOV NAKIDV.

2.7 Serious Games

To, coPapd maryvidra[4] otig PéPeG HOG UITOPOVY VO AVTIKATOGTCOVY TOVG TOPUS0GLOKOVG TPOTOVS
exmaidevong, Kavovtag TV dadkacio NG EKPLABNoNg evolopEépPoV YWpPIg Vo 0ToGTOVY TNV TPOGOYT|
ToV ¥pNnot amnd To ovTikeipevo. Ta serious games PUTOPOVYV Vo, ¥PNGILOTOIMN OOV Yo TNV EKTaidELON
GTOVG TOWELG OTMC O GTPATOG, 1 GYOAKN EKTOIOELON, N EKTTAIOELON EVOC VITOAANAOL L0 ETOPELOG
kTh. H évvola tov serious games avo@EpeTol Kato KOPLo AGYo G€ mayvidlo Yynelokng Lopens mTov
€YOUV G TPOTAPYIKO GKOTO TNV ekmaidevotn. To amotélecud Tovg givar TIg TEPIOCHTEPES POPES O
moTELECUATIKO 0md Tapadoctakéc uefddovg. Ot Adyor eivar 6Tt Ta GoPapd mayvidio:

Bpiokovtal oe eleyydpevo mepariov.

glvan emovoiapPovopeva.

£€YOUV LKPOTEPO KOGTOC.

OTOLTOLY AYOTEPO YPOVO Y10 TNV EKTOUdELON.
£€Youv ¢ oKomo TNV EMAVOT TPOPANUATOV.

TPOCOLOIDOVOVY TO KATAAANLO TEPPAALOV avaloya TV TepicTaoN.

2.8 Emiloyog

O1 tgyvoAroyieg TOV OPOPOVY TNV EKTETALEVT TPOYUATIKOTNTO OTOTEAOVV KABOPLOTIKO TOUPAYOVTO GE
TOAAOVG TopElg TG Cong: dNHovpyodv KOvovplovg TPOTOVS EKUABNGNG, 01VOUV GTOVG XPT|OTEG TOAAES
VEEG JUVOTOTNTEG, KPOTMVTAG TOPAAANAG YoUnAOd To k6oToc. [ Tovug AdYOLS aWTOVE, GE TOAAEC
TEPMTMOCELS TPOTUMVTOL OO TIS TaPAd0GLoKES nebddovg, Tpdypa mov e€etalet kot n topovca ILE,
0ELOTOLDOVTAG TIG TEYVOAOYIEG EKTETAUEVNC TPAYLLOTIKOTNTAG GTO YDPO TNG EKTAUIOELONC.
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Kepdhiow 30: Eykoatactaoon  mpoypoppatov, 7wOKETO KO
PvOpioceig

3.1 Ewayomm

210 TAPOV KEPHUAOIO VIAPYOLV OVAALTIKG TO PLOTO Yo TO KOTEPUGUO KOl TNV €YKATAGTOCY] TOV
TPOYPOUUAT®OV, TOL eival oamapaitnTo Yoo TNV ONUovpYic TOL ToVidloD. ZVYKEKPIUEVE T
Tpoypaupata mov ypetalovtor yio v vioroinon eivar to Unity[5],[6] kou o Blender[7],[8]. T va
npaypatoromnmbel omoodnmote project oto Unity ypeidletor opiopéva PBondntikd moxéra, ywo va
KAVOUV OpPIoLLEVEG Agttovpyies, Omwg Yo mapdadetypo to Vuforia mov yopic avtd dgv pmopei va
viomombei 0 AR woppdrtt tov mouyvidod. e avTtd TO KEQPAAOLO VTAPYEL OVOALTIKG O TPOTOC
€l00YOYNS Kot pLOUIoNG KEOE TOKETOV TOV VILAPYEL GTO TPOYPULLLLOL.

3.2 Unity

H mloateopua dnovpyiog maryvidiwy Unity elvar to Boactkd mepiBdAiov yio T Onpuovpyio tov
npoypappatos. Elvor pla amd tig peyaldtepeg mlotpdppes otov topéa Tng, kabdg mapéyel To
TEPIEYOUEVO TNG OMPEAV OTOVG TPOYPOUUOTIOTEG, WUE OGLveXElg evnuepmoelg kol Peitimwoelg. Ot
duvartdtnreg tov Unity givor n dnuiovpyio 2D kot 3D moyvididv, énwog kot VR 7 AR. Xto mhaicto g
TOPOVCAS EPYOciag ypnoipomomdnke n onpovpyia 3D mouyvidiov pe dvvardtreg AR. Katd kdplo
AOY0 0 kdduag mov ypnotponotel to Unity glvan og yhwooa C#, evd moALég Aettovpyieg yivovtal 6To
Ul 1ov Unity, 6nmg n onpovpyio animation, oknvev kot Ul AlAeg dwpedv TAATQOPUEG €lvar
Unreal Engine[9] kot to Godot[10].

3.2.1 Eykotaotacn Unity Hub kot Unity

Apykd mpénel va gykataotadel To Unity Hub amd to site Tov Unity [6], dnuovpydvtag mpdta Evav
TPOCHOTIKO Aoyoplaopd Kot Ensita mpénetl vo emieyfeil n emhoyn Personal, dwafalovtog tovg 6povg
Kot Tig mpovmodécelc. Apov eykatactadel to Unity Hub version 2.4.3 11 peyaAvtepn £€kdoor, Oa
avoi&el éva mopdabvpo o T dnpovpyia Project. £t cuvvéyelo mpémel va yivel eykatdoTooT Tng
ékdoonc tov Unity 6mwg oto oynua 3.1. To mapdv maryviol eivar oty ékdoon 2020.2.111, aAld umopet
VO TPOYPOUUOTIOTEL KOl GE EMOUEVEG EKOOCELS WUE HUKPES OLOPOPES, AVAAOYO WE TIG UEAAOVTIKEG
EVILEPMGELS TV TPOYPOUUATIOT®V. ATtapaitnto frpa eivar n emtdoyn tov Android Build Support kot
TOV TEPLEYOUEVOV TOV OTIMG 6TO oYNuUa 3.2, yopic avtd to Priua n epoappoyn dev vrootnpiletal yio
ovokevég android.
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@ Unity Hub 2.4.3 = =

< unity €5 Hub 2.4.5 Available t o ST

® Projects Installs LOCATE “

*  Leamn

e QT @ Q

2020.2.2f1 2020.2.111 2019.1.012
Installs

]

<

2018.3.1311

Yynpa 3.1: Unity Hub, Install Version

v B Android Build Support 373.1 MB 1.9GB
B8 Android SDK & NDK Tools 1.3GB 4468
B8 openok 70.5MB 153.0 MB
[] ios Build support 364.5MB 1.6 GB
[J tvos suild support 361.2 MB 1.6GB
[] vinux Build Support (1L2CPP) 103.4 MB 4353 MB
CANCEL BACK NEXT

Zympa 3.2: Install Android Builder Support

3.2.2 Aqpovpyio project

AoV €yel eykatactabel n KatdAAnAn version tov Unity, to endpevo Prpa givor 1 dnuovpyio tov
project YpNOOTO®VTAG TIC TOPATAVD EMAOYEG, emAéyovtag tnv version 2020.2.1f1 oto PeAdit
dimha oto xovurmi NEW. To tedevtaio frpa givar n Katackewn Tov project Tatdvtog to Kovuni NEW
kat énetto 10 CREATE 6mwg oto oynpa 3.3

3.3 Blender

To Blender eivar éva dwpedv mpoypappa dnuovpyios 3D aviikeévov, mov €xel avolytd Kmdka
(open source). Xtnv ILE. ypnopomomOnke n éxdoon 2.80, yi v onovpyic 6Awv tov 3D
OVTIKEWEVOV KOl Yo TO animation o€ évo ovTikeipevo, Ady®m moivmlokotntog. Olo dca Oa
avapepBohv TopaKAT® UTOPovY Vo vAOTOMBoOV Kot o€ vedTepe ekOOGELC. [1o TNV £yKaTAGTOCT TOV
Blender, ypewdleton n enickeyn 1o emionuo site Tov Tpoypdupotog [8].

10
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kS Create a new project with Unity 2020.2.2f1 = =

—» AR Fusiki A Gumnasiu

aD o
C:\Users\Vladimiros\Desktop\Unity

Yynua 3.3: Create Project

3.4 Package Manager

Me v gykatdortaor Tov Unity kot Tnv évapén Tov project, dnovpyodvIoL OPIGUEVE TPOETIAEYUEVA
TaKETA, Bocikd Yo Tov Koppod Asrtovpyiag Tov mpoypdppatoc. Extog and ta mpoemieypéva, mpémet va
gykatootofoby Kamolo YpoLe TOKETO UE Yepokivnto Tpomo. o vo pmovv oto project avtd To
makéto mpénel va avoiéel to mapabvpo Package Manager amo to pevod Window—Package Manager.
To maxéta Tov eivat eykoatestnuéva @aivovtal oto oyfua 3.4.

3.4.1 IMokéto Device Simulator

To maxéto Device Simulator givar mpoarpetucd yia v viomoinon tov project kabdg dev ennpedlel
v Aettovpyio Tov Tpoypdppotoc. O KOPLog AOYOg ¥PNoTMG TOV TAKETOL EivVal 0 EVKOAITEPOC TPOTTOG
eMIAONG GOUAUATOV, YIOTL GTIV TPOETIAEYUEVT] TPOGOUOI®GT dev VIdpyel | duvatdtnta Touch. Evag
GAAOG TPOTOG EMIALONG GPOALATOV €IVOL 1) CUVOEST] WIOG QUGIKNG GUOKEVNG LE TOV VITOAOYIGTY.
AOYO® TOL OTL TO GLYKEKPLUEVO TTAKETO EIVOL G TPMIUO GTASI0 TPEMEL Vo vepyomomBel pia pvdpion
v va eppaviotel 6t AMota pe ta maxéta. H pobuion Ppicketar oto Edit—Project Settings—Package
Manager kot mpénel vo, evepyonombei to xkovtdkt Enable Preview Packages. £to mapdOupo Package
Manager oto avadvopevo pevov, Packages, mpémel va emieyBel n emdoyn Unity Registry kot ot
umapa avalntmong tave de€ld va TANKTPoAOYNoEL To Ovopo Tov Takétov “Device Simulator”. Apod
emieyOel 10 TOKETO TPEMEL va yivel eykatdotaon pe to kovuni Install oto kdte de&id puépog tov
Tapadvpov.

3.4.2 Universal Render Pipeline

To Universal Render Pipeline(URP) eivar évac tpoémog rendering(omeikovion ypopikmv), QTIyIEVO
and v Unity, yio tnv mo opodn kot PEATIOTN ¥pNoN TOV YPOEIKOV, KaBdg 0 ¥pnotng Uropel va
dnuovpyel amoKAEIGTIKA YpopKd yio kdbe aviykn mov €xel to project tov. Xto mouyvidor g [LE.
ypnowomotdnke to URP yio v KoTaoKenT| EI0IKOV YPAPIKMY, LE GKOTO W0 TTLO EVYAPIOTI Kol

11
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Custom

Yuforia Engine AR

Unity Technologies

Device Simulator

Universal RP
Visual Effect Graph
Visual St

Visual St

yqua 3.4: Package Manager

gvavayvmortn ewdva. H gykatdotaon tov mokétov yiveror oto mopabvpo Package Manager, oto
avadvopevo pevov Packages kot oty emdoyn Unity Registry. Xtn undpo avalitnong, tave d6eéid,
npémel va. mAnkTporoyndel to Ovopa tov maxétov “Universal RP” ot apod emhexBel mpénetr va
gykatoaotofel pe 1o wovumi Install. Xto kepdrowo 5 vrdpyovv MEPLGGOTEPEG AETTOUEPEIEG YOl TO
TOKETO.

3.4.3 Visual Effect Graph

H ypfion ypapikdv dev gival o povog tpdmog yia va Pertiodel n sidva evog maryvidlov 1 vog project.
To edwd epé (VFX) elvar éva tpdémog va amoyeimbel n motdtTo €vOG €1KOVIKoD TEPIBAAAOVTOC,
{ovtavevoviag OpaoTIKG T OVTIIKEIUEVO GE OUTOV TOV YMOPO, HE MIKPES AEMTOUEPEIES OV
dnuovpyodvton kon e€apavifovtal, 0TmMG 0 Karnvog, N TG kot dAla. To Aeydueva particles, gival
LiKpég ewdveg 1 oynpata mov epgavifovror kot eapavifoviot yio vo, TPOSEEPOLY L0 PUCIKOTNTO
010 mepIfaiiov mov epapuolovrarl. Ztnv ILE. n ypnon twv particles, vdpyet Yo vo aTeKoOVIGTOOV
KOADTEPO OTOV ¥PNOTN TTOL Bl KAVEL TO TEWPANATO, PLEPIKEG KATOOTAGELS OTMG O PPacpog Kot 1 THén
oV vepov. [To avaAivtikd ta edwkd epé vdpyovv oto Kepdiawo 5. H eykotdotacn tov mTokéTov
yivetar oto mapdbvpo Package Manager, oto avadvopevo pevod Packages kot oty emioyn Unity
Registry. Xtn pundpo avalimong tave de&id npénet va mAnktporoynbei to dvopa tov makétov “Visual
Effect Graph” kot agov emideyfei mpémetl va eykataotadel pe o xovpmni Install.

3.5 Vuforia

To maxéto Vuforia eivar o Kp1oudTEPO EPYAAELD YO VOL AEITOVPYNGEL TO project, Kabdg mTepLEyeL TV
teyvoioyia yio Tnv ypnon tov AR. To Vuforia givail n peyoardtepn TAATQOPLO TPOYPAULATIOHOD KOt
avamTuéng epoppoydv, pe LrooNPEn ot Kivntég ouokevés, tablets kot vmoloyiotdv, KaOdg
vrootnpileror and android, i0S kot UWP. ‘Eyetl apketd peydin axpifelo 6Tov EVIOTIGUO TV EIKOVOV
oTOYOV (target) Kol Umopel vo TOVG 0KOAOVONGCEL pe peYdAn evkoAia, akdpe Kot av o oplOudc Tov
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oTtoY0V givar peydroc. H dmpedv éxdoon vrootmpilel g umopel vo akorovdnoet puéypt 100 sikdveg
oTOYOVE, VO Ol EKOOGELC €Ml TANP®UY dev Exovv Oplo otov oplBud tev targets. I1épa amd v anin
aviyvevon eovog VITAPYOVY Kot GAAEG SLUVOTOTNTES, OGS 1] AVIXVELGT] AVTIKELEVOVY KoL 1] AViXVELOT
Kamolag eninedng empavelag, £va tpamédl N tatopa. Ot dvo televtaisg Asttovpyieg dev vAOTOLOVVTOL
omv ILE. Tnv otiyun g ovyypaen to Vuforia Ppioketoar oty €kdoon 10.0 aArd n epapuoyn
ypNoonotet v ékdoon 9.8.5.

3.5.1 Tpoémnog eykotdotaong Vuforia: SDK

O mo amidg Tpoémog gykotdotaong tov Vuforia sivon xatefalovtag to SDK amd 1o site Tov
maxé€tov[11]. Aeob katéfet To apyeio SDK yo v mhateoppo tov Unity, avoiyovtag To eKTEAEGIUO
apyeio Ba dnuovpyndei avtopata n o tpdseatn Ekdoon tov Vuforia. Av vrdpéel KAmolo ETTAOKN
LLE TNV €YKATAGTAGT] TOV TOKETOL VITAPYOVY AALOL VO TPOTOL TOPAKATM.

3.5.2 Tpémnog eykotdotaong Vuforia: Asset Store

'Evag dAdog tpomog eykotdotacng tov Vuforia eivar péow tov Asset Store tov Unity [12]. To site
ypewaletar Tpoowmkd Aoyaproucud oto Unity yi va emrponel n mpocPaor oto maxéro. Otav 1o
akéto ovvdebel otov mpoowmikd Aoyoploocud tov Unity, o TpOTOG Y100 Vo YIVEL EYKOTAGTAGT] TOV
Tak€ToL givatl péow tov mapabvpov Package Manager, 1o avadvopevo puevov Packages—My Assets,
exel vmdpyel to maxéro Vuforia Engine. To tedevtaio Prpa yio v eykatdotoomn eivatr to kovumi
Download 610 k@t de&1d pépog oL mapaBupov, Kol apold oroxkAnpmbel to katéfoacua oto 1810
onueio tov Tapabdpov Ba vrdpyel To kovuri Import. Otav watnbel To kovumi Import Bo avoitel Eva
Kavovplo moapdBvpo pe OAa To apyeia wov eivon amapaitnta, av eivor emheypéva oha, Ba mpénel va
ot Oet to kovpuni Import mov PpickeTan 610 Kavovplo Tapddvpo.

3.5.3 Tpomog eykatdotaong Vuforia: Xeipokivntog TpOTOS £YKATAGTAGNG

Av o1 mapomdve TPOToL Ogv EivOl GPKETOL Y10 TNV €YKOTAGTOCT TOL TAKETOV, LRAPYEL £VOG TTLO
nepimAokog Tpomog, 0 omoiog ypnoonombnke oty wapovoa I[LE. Ta apyeio Tov makétov vadpyovv
oto site [13]. [a 1o katéPacpa Twv apyeio ta Puata eivor vo emleyBodv ot 3 KoLKISEG OTO TAV®
oe1d pépog g ceiidog ko petd to Download as Zip 6mwg oto oynua 3.5. Xtn cvvéyel oto
napdBvpo Package Manager mpénet vo avoifel 10 avadvuopevo Hevol pe TNV kova gvoc otavpol(+)
Kot va emideyfel n emhoyn “Add package from disk...” 6mwg 610 oynua 3.6. Oa avoilel énerta Eva
mapdBupo ovalnTnong GUKEAMY TOV VLTOAOYIGTN Kol HECH GTOV (PAKEAO OV KOTEPNKE TOPOTAV®
npénel va emieyBel To aypeio “package.json”.

com.ptcvuforiaengine

Zynue 3.5: Vuforia Manual Download
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+ » Packages: In Project

. Add package from disk...

Add package from tarball...
Add package from git URL...

" Vuforia Behaviour (Script)
/ Vuforia Engine version: 9.8
SPECIFIC_TARGET
Marne [Trs le Behaviour)

Open Vuforia Engine configuration

Yynua 3.7: Vuforia Behaviour

Create a license key for your application.

Search
MName Primary UUID Type Status « Date Modified
AR test N/A Develop Active Mar 14, 2021

Zymua 3.8: Anpovpyio kKAetd100

AR test Edit Name Delete License Key

License Key Usage

Please copy the license key below into your app

Zymuo 3.9: Ardxtnon KAed100

14
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3.5.4 Vuforia camera

To AR ypewdletoanr koto kOplo AdY0 TNV YpNoTN KOUEPUG YO VO AEITOLPYNOEL XTnVv lepapyio
(Hierarchy) mpénel va ofnotel n kdpepa mov Exel dnuovpyndel avtdpoto Ko vo etiorytel o AR
Kapepa, kdvovtag o0&l KAk otov ydpo g epapyiac— Vuforia Engine—AR Camera. Xt cuvéyela,
otav eivor emieypévn n kauepa, oto medio Vuforia Behaviour npéner oto World Center Mode va
emheyOel o SPECIFIC TARGET, 6nwg oto oynua 3.7, kot va, wotmbei 1o kovuni Open Vuforia
Engine configuration. 1o nedio Add License Key mpémet va yiver avtiypagn and 1o site tov Vuforia,
10 KAWL Yo ta dwkondpata. O TPOTOg amdKTINOoNG TOL KAEWIOD Yivetar omd 1o site, QTioyvoviag
apykd €va mpoid pe to kovumi Get Development Key(oyfuo 3.8) kol otnv cuvéyelo 1o KAWL
VILAPYEL LEGO GTO TPOPIA OV OMovPYHONKeE OTT®G 6To oYNua 3.9. Lto oynua 3.10 mapovoidlovtan

Add License

MODE_OPTIMIZE_SPEED

Zynpa 3.10: Vuforia Configurations

ta Configurations mov @pénel va yivouv HE OKOMO VO OMOKTNOEL TO KATOAANACQ OKOUMUOTO 1)
gpappoyn kot wpénetl va Bécovpe To Camera Device Mode oty emthoyn MODE OPTIMIZE SPEED
Yo TO YPNYopPn 0mOKPIoN NG KApePaS, Kabmg kot Tov apliud tov PéyloTmv eIKOveaVY og 2, yloti Ta
mePLocOTEPA MEWpAaT Ypedlovtal 2 eikOveG-oTdYoVS (image targets).

3.5.5 Aquovpyia QR codes

O evkolOTEPOG TPOMOG VoL avoyvepicel Kot vo. dnpiovpynoet katt to Vuforia, elvon pe tnv xpnon
ewovov-otdyov (Image Targets). Mio kokn €wova-otoxog givar ta QR codes, kabmdg €xel mOAAEG
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EVOALOYEG YPOUATOV KOl €lval 7o €0KOAO Vo eVTOmMIOTOOV HE UEYOADTEPN oKpifelo omd To
TPOYpoppa, AGY® Tov OTL £xEl OPKETEC AEMTOUEPELES. YTTApYOLV apKeTd sites yia Tnv onovpyio QR
code oto dwdiktvo, éva and avtd eivar to shawnlehner[14]. [Matdvrog v emhoyn Vuforia xon
Download, 300 @opég, Yo 600 SL0QOPETIKEG EIKOVES, X0V dnovpyndei ol 6TOYOL Kot T0 PHOVO OV
UEVEL ElVOL VO KATOOKEVAGTEL 1] PAGT] LLE TIC EIKOVEC.

3.5.6 Anpuovpyia Image Targets

Yto site tov Vuforia, apov &xer dnuovpynbei 1o License key, mpémer va opiotodv ot dVo
€IKOVEC-GTOYOL TOL avoeEpOnkay mapandvm. Xto oynua 3.11 @aivetoar o Tpdmog dnpovpyiog Hog
Baong ewdveov. o avolvtikd Tpénel va LPAVIGTOVV aVTEG 01 EMA0YEG ToTOVTaG To Target Manager
VO 0PIoTEPE. 211

License Manager = Target Manager

Target Manager

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

Database / Type Targets Date Modified
AR_TestDatabase 2 Mar 19, 2021

Device

Zynpa 3.11: Target Manager

Add Target
Type:
I
(A9 00U ¢
S
Single Image Cuboid Cylinder 3D Object
File:

Browse...

.JpE or .png {max file 2mb)
Width:/
L~

Enter the width of your target in scene units. The size of the target should be on the
same scale as your augmented virtual content. Vuforia uses meters as the default
unit scale. The target's height will be calculated when you upload your image.

Name:
ar_marker

Mame must be unique to 3 database, When a target is detected in your application,
this will be reported in the APL

Cancel Add

ZyMuo 3.12: Add Target

16
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ocuvéyeln 1 dnuiovpyia g Pdong yivetar pe to kovuni Add Database kot apov dnuovpynOei, Tpénet
va motnBel n Pdon mov dnuovpyndnke, pe to dvoua mwov ¢ d0Onke. Exel mpémel va mpoostefolv ot
dvo ewoveg pe to kovuni Add Target. Ztnv ILE. 10 éva QR code npénel va givan dSuthdoto o péyebog
amd To GAL0 AOY® TG Soung TS epapproyns. O Tpdmog Yo va yivel ovTod €lval, KOTA TNV EI50YOYN TOV
otoYoV (targets), To éva oamd to Svo QR code va €xel oto mhaicto Width tov apiBud 2, pe dvopa
QR big, kot 10 debtepo QR code va éxel oto mhaicto Width tov apBuod 1, pe é6vopa QRcode small.
To Type ko Twv dvo targets Bo mpénet va eivon amapaitnta Single Image(oynua 3.12).

Download Database

2 of 2 active targets will be downloaded
Name:

AR_TestDatabase

Select a development platform:

O Android Studio, Xcode or Visual Studio
® Unity Editor

™~

Cancel Download

Yynua 3.13: Download Database

3.5.7 Baon ewkévov 6to project

To tekevtaio Prua yio va pmopécel 1o project oto Unity va ypnowomomoet to Vuforia, sivot va
nepaotel n Phon oty gpapuoyn. Me to kovuni Download Database (All) xotefaiver oAdxAnpn n
Baon otov vmoloyioth. Inuavtikd eivor va emdeybei to Unity Editor oto Select a development
platform(oynua 3.13), ywo vo propécetl to Unity vo ypnGILOTONGEL GOOTA TNV BAcn kal vo katéPet
ocov mokéto Tov Unity. Apov katéPel 10 mokéto mov Onpuovpynonke, to LévVo Tov omopEVEL sivorl va
yiver Import, avoiyovtdég To v ®pa Tov eivat avoryTd Kot To project.

3.6 PvOpicsic epappoyng

Mo va dnpiovpynBel cwotd to project mpémet va aAddEovv pepucég puuioeig and Tig faciég emAOYEG
(Settings) tov project.
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Identification

1.0.0
1
Android 4.4 API level 19)

Automatic {

Mono

Apl Compatibility Level* .NET Standare

Yynuo 3.14: Project Settings, Android Version

3.6.1 Project Settings

O1 puBuiceic mov mpémel va aAldovv Ppickovrarl oto Edit—Project Settings—Player. X oyéon ue 11g
ododtepeg ekdooel; Tov Unity mAéov dev ypetdleTor n aAloyr Tov company name Kot Tov package
name, QTN 1 €TAOYN YivETOL awTopata amd v ékdoon tov Unity 2020.1 kot petd. H povn emhoyn
OV TTPETEL VO, OAAOYTEL V1o TOPO, €lval 1 eEAdylotn €kdoomn android wov givai(oynua 3.14) n Android
4.4 ‘KitKat’ (API level 19), n eAdyrotn €xdoon mov vrootnpilel to Vuforia

3.6.2 Build Settings

H mo Baowr pobion mov npémet va arlhoytel Ppioketon oto File—Build Settings. Av 1 eykatdotoon
g ékdoong tov Unity éywve owotd, 10T€ 1 emhoyn] Android Oa gppaviletar Kovovikd, ympic tnv
emoyn Install. e avt) ™ Tepintoon o wpénel va yivel eykatdotaon e tAatedpuag Android amo
to Unity Hub. Av éyel eykatoaoctafel cmotd, To pLovo Tov mpénel va yivel ivatl va matnel to kovumi
Switch Platform 6nwg oto oyfpa 3.15

3.7 Emnihoyog

Me 10 mapomdve Pripato To project givar £Too vo AEITovpynoel. YTapyouv Hepikég pubpicelc mov
dgv umopovv va oAokAnpmBodv ce avtd 10 oTAd0 ToL Ppicketar M ePApPUOYN, OAAG O TPOTOC
VAOTTOINGNG VILAPYEL OTO EMOUEVO KEPAAULOL.
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Platform

I;I Mac & Linu : Android

i .
|'| Android

Default dey

Player Settings...

Zymua 3.15: Switch Platform to Android
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Apyiko pevov

Kepdhiow 40:  Apyikoé pevov

4.1 Ewayoym

KéOe gpapuoyn M moyvidl yperdletal Eva apyikd pevov, pe okomd va Kobodnyel Tovg ypnoTeg oTIC
EMAOYEC OV TOUPVOLV, Y10, VO YEPLOTOVV TV €papuoyr. Eva amkd kot gvkola katovontd HeEVOD,
umopel va fondnoet Tovg ¥pnotes vo Labovv ypryopa TNV EPAPLOYR KAl TOV TPOTO TAOYNONG TNG. Z€
avTd TO KEPAAOLO, VTAPYOLV OVOALTIKA OAc To Pripato Snpovpyiog Tov apylkod HEVOD TOL
T VIO100, KoOMG Ko Ta scripts Tov papprolovy TNV AoyIKh 6Ta Kovumid kot 6to UL

4.2 Opyavoon goxérov Scripts

I Adyovg eukoAing Kot KOADTEPNG OpYdvonc, Exovv dnovpyndel pakelotl LEGa o€ VOV Kotvovuplo
VROPAakeAo, oto Assets, pe Oovoua Scripts. O 1poémog Onpovpyiog tov @akélov yivetor pe Oe&i
Khik—Create—Folder. Onog ¢aiveror oto oynua 4.1, péoa otov @dkero Scripts, vEdpyoLY Evvid
VTOEAKEAOL Kot Téocepa scripts. To téocepa scripts ovaAboviol 610 ke@dAalo 6, yioti eival KOwEG
Agltovpyileg OV VILAPYOVY GTIC VIWOAOITEC OKNVEC, VD 6TOVG vroPpakéAovg P1 uéypt P12 vrdpyouvv
scripts yia ta 12 kepdAaio Tov PiPpriov g puoikng. Xtov vropdkero Ul scripts extdg amd to script
MainMenuController mov ava@épetar mopakdtw, dAlo éva script €yel onpovpyndei pe oxond tov
éleyyo tov Ul otic oknvéc mov vrapyovv To TEPAaTo. To TeEAevTaio avapépetal 6To ETOUEVO
Kepaiaro, “Kowéc Aettovpyieg oknvov™.

4.3 Script: MainMenuController

To apykd pevod ypetdletar povo €va script, Tov eAEYYEL LEPIKES PACIKES TOPAUETPOVS KOL TO, KOVLUTLYL
OV VIAPYoVY 670 panel. APov KOTAGKELAGTEL TO SCript, TO TPMTO TPAYLO TOVL TPENEL VoL Yivel eitvar
whvo omd v KAdon va tpootedel | ypapuun “using UnityEngine.SceneManagement;”. O Ad0yog eivau
vy va pmopel va yiver €éheyyog kol aAdayn g oknvhg. O pébodol mov vrdpyovv Gto script givol

(oyMuo 4.2):

e void Start(): Kdaver v didtaén g epopuroyng katakdpuen kot to currentPanel 1o apyikd
panel.

e void Update(): Otav matnbei o kovpni “mcm” 6t cvokevn, Ba kaAéoel to ChangePanel ko
0o mael oto apykod panel.
void CloseApplication(): Kieiver v epappoyn.

e void ChangePanel(GameObject nextPanel): K\eivel o panel mwov givar avoytd kot avoiyet To
nextPanel, kdvovtdg 16 to currentPanel.

e void ChangeScene(int SceneNum): AAAGCEL TNV GKNVY.
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Assets > Scripts

Pa-8 Ul seripts DestroyAfter.

Interactable PlayerAnimat... PlayerControl...
Zynua 4.1: daxedog Scripts
MainMenuController : MonoBehaviour
[SerializeField] GameObject mainMenuPanel;
GameObject currentPanel;

Start()

Screen.orientation = ScreenOrientation.Portrait;

currentPanel = mainMenuPanel;
Update()
(Input.GetKeyDown(KeyCode.Escape) && !currentPanel.Equals(mainMenuPanel))

ChangePanel {mainMenuPanel);

CloseApplication()

Application.Quit();

ChangePanel {GameObject nextPaneln

currentPanel . SetActive( );
nextPanel .SetActive( );
currentPanel = nextPanel;

ChangeScene( sceneNum)

SceneManager.lLoadScene(sceneNum, lLoadSceneMode.Single);

Mo 4.2: Script MainMenuController




Apyd pevod

A Main Menu Panel

Zymuoa 4.3: Tepapyio Koppd

4.4 Canvas ka1 Menu Controller

INo va vapyet Ul oto moyviol, npénet va etioytel £vag Kapupag mov Ba mepi€yetl OAa Ta oTot Eln, OTMG
panels, xovumid Ko GAda. 1o Tapdbupo epapyia mpénel va yivel de&l Khk—UI—Canvas—Panel.
Modli pe to panel Ba dnovpyndei kot o kapPag cov avtikeipevo yovidg. Tlpémel va @Tio OOV TO
panels 6mwg oto oynua 4.3. To Main Menu Panel eivar 0 apyxd panel mov Ba @aiveton 6tav avoilet
TO TOVidl, Eva Ta volouta dgv Oa eivan enabled, yio va yivel avtd, T0 KOLTAKL TAVEO OPIOTEPH GTO
Inspector dev mpémel va givar emideypévo. Aeod dnuovpynbnke to script, mpémel vo QTiayTel Eva
GameObject otn oknvi, Tov £yel ©¢ ocvotatikd To MainMenuController. Znv epopyia, pe de&l KAk
kot Create Empty dnpovpyeiton éva kevo avtikeipevo, oto onoio mpémel va cupbel 1o script oto
Inspector 1] pe to kovpni Add Component, 6mwg oto oyfua 4.4. Télog, 610 medio Main
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v Layer Default

+ Main Menu Controller (Script)

Main Menu Panel T Main Menu Panel

Add Component
a.main
Search
Main Menu Controller

Mew ¢

Zynua 4.4: Add Component

Menu Panel, npéner va umel 10 aviikeipevo Main Menu Panel mov dnpovpyndnke mapomdvo,
G6£pVoVTAG TO N TATAOVTOG TNV Povia de&id Tov Thatciov.

4.5 T'poppatocsipa

H ypappoatooepd mov ypnoomombnke oty ILE. givor n “Anonymous-Pro”, 8161t to Unity dev
OL0OETEL YPOUUATOGEPEG e EAANVIKOVG YOPAKTAPES, o€ avtifeon pe v mpoovagepbeioa, n onoia
umopet va kotéfel omd to site “Google Fonts” [15]. Av dev vdpyet o pdkerog TextMesh Pro, mpémet
mpmto. vo dnuovpynbel éva game object, Text - TextMeshPro, kdvovtog de&l ik oto
Hierarchy—UIl—Text - TextMeshPro. Exel Oa eppaviotel éva mapdbupo yio va yivel Import 1o makéto
TextMesh Pro, poli pe avtd Oa dnuiovpyndel o pdakerog. Metapépovtag to apyeio ttf mov katéfnke
Kol aenvovtag 1o otov @dkelo TextMesh Pro, umopei 1o Unity vo dnpuovpynoet €va asset yio va
ypnowonomfel n ypappatocepd. Me de&i Kk oto apyeio—Create— TextMeshPro—Font Asset,
eppavifeton évo asset to omoio pmopeil va ypnoomombei and omowodnmote TextMesh pro game
object, 0Tmg oTo oYNUa 4.5.
TEl’lMEshPru - Text (UI)

Text Input Enable RTL Editor

Normal

yfua 4.5: Font Asset
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4.6 Scroll View

To Scroll View givai éva Game Object mov enitpénel TV ELEAVION TOAATADY UVTIKEIUEVOV TOV OEV
Yopave oty 006V Tov KivnToL 1] ToL tablet. Xe dropopetikn mepintmon, Ta avrikeipeva Ba Eexsialov
kot Ba ERyovav amd v 006vn, oAdd pe to Scroll View pmopodv va epueavictovv 0ca avtikeijeva
ypewaletan To Ul kdvovtag scroll up 1 scroll down yio va epgavictel to vwoAowmo epieyopevo. Ia
dnuovpyia Tov, péca ota panels mov avaEépOnkov mapomave oty epapyio, tpémel va yiver deéi
KAMk—UI—Scroll View. To project dev yperdletar v opildvTio umdpo mov dnpovpyndnke wg modi
tov scroll view, omote pe de&i Khik oto “Scrollbar Horizontal” kot Delete, mpémet va yivel dwaypapn
tov Game Object. X1 cuvéyela, Tpénel va emieyBel To devtepo maudi, péca oto Viewport, To Content,
omw¢ 610 oynua 4.6. kot pe o kovuni Add Component va mpootebei o “Vertical Layout Group”, to
omoio emtpénel ta otoryeion Ttov Content vo gtoyynBovv 1o £va KAT® amd T0 dALO. £TO GLGTOTIKO TOL
dnpovpyndnke mpéner 1o Top Padding va yiver 20, to Child Alignment vo emileyBel mg Upper Center
Kot 6Aa ta check boxes pe ovopo Width kot Height va eivon emiieypéva.

Button
Button

10
Upper Center

Add Component

Zynua 4.6: PvBpuiceg Content

4.7 Main Menu Buttons

H mhonynon tov ypfotn ota kepdiowo tov Pifiiov yivetal amd To apylkd UEVOL, WE TN ¥PNOM
KoOuumdy 1ov vrdpyovv oto Content mov avoeépbnke mapamdve. o ™ dnovpyia Kdmwolov
Kovpumov, mpéner va yiver 8e&i khk oto Content—UI—Button-TextMeshPro. Avtiypdpovtag to
Kouuni mov dnpovpyndnke, otoyilovrar avtdpata kdtw amd To Tponyovuevo, Adyo Tov Vertical
Layout Group mov avoeépbnke mapomdve. Aeod dnuiovpyndnke to kovumi, dev ektedel Kopio
€VTOAN|, ywoti dev extelel timota otnv OnClick() uébodo tov. EmAéyovtag to kovuni, oto Inspector,
010 ovotatikd Button, mpénel va matnBel 1o ovuPoro “+’ oto kTt pépog tov On Click (). Exel
umopel va emeyBodv pio 1 meprocdtepeg néBodol, mov Ba ektelectodv dtav matndel To Kovumi. e
QT TN TEPINTOOT), TPENEL VO UMEL OTO KAT® aploTePd medio 1o game object: Menu Controller, 6to
whveo de&la n uébodog ChangePanel omd 1o script MainMenuController kot t€log Gépvovtog, 6To
Kétm de€1d mAaiclo, to avtictoyo panel dmwg oto oynfua 4.7. H avtiotoiyion yivetor pe tov €ENG
TpOTO:
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Kepdrato 1—Panel Kefalaio 1
Kepdhaio 2—Panel Kefalaio 2

Kepdrawo 12—Panel Kefalaio 12

er

Is Per Unit Multiplier

Automatic

Runtime Only

B Menu troller (M

Yynua 4.7: Koopmid tov Main Menu Panel

4.8 ®6vto, TPOTOGS ELGAYMYNS EIKOVOV Kot Kovpri €£600v

Onwg eaivetor atny gwkova 4.8, Tow amd To KOLUTIE VTAPYEL TO POHVTO UE TO EEDPVALO TOL GYOAMKOD
Bipriov g euvokng A’ youvaciov [1]. O TpoOTog €160Y®YNG TG EIKOVAG TOV EOVTOV, OTMC Kot KAOE
GAANG €KOVOC, YiveTal OpyIKd GEPVOVTAC TNV HEGO GE KOTOL0 (PAKELO TOL project, 6T GLVEYXELN UE
emAeypévn v ewova, oto Inspector mpémner n emhoyn Texture Type va yiver “Sprite (2D and UI)” kon
énerto o xovpuni Apply 6mwg oto oyfua 4.9. Xty [LE. ypnowomombnkav pepikég eikoveg yuo Ul amd
to site “Flat Icons”[16] kot €1kOVEG Y10 VO TOPOVGLUGTOVY TO TOPUSEIYUATA TOV TEPAUATOV (GYNLLQ
4.10 ka1 4.11). Tl va ypnoyonombei onoladnmote €1kdvo 6To project mpémel vo dnpovpyndet Eva
game object otov KopPa pe de&i kKhk—Ul—Image kot oto Source Image va emieyBel n kKotdAAnin
gwova. Téhog to kovumi g €£660v dnpovpyeitol OO TO VIOAOUTO KOVUMIG TOPATAV®, UE TNV
dlapopd 0Tl 6t0 v 6e&1d TAaicto tov On Click (), mpémetl va yiver emdoyn tov CloceApplication
tov script MainMenuController.
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Images

Peiramata

s Per Unit Multiplier

" Button

or Tint

= Peirama BL

Visualize

MainMenuController.ChangePanel

A Menu ( tro T Panel Peirams |

Zynua 4.12: Panel Kepaiaimv
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Ul » Panel Prefabs
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Zynua 4.13: Scroll Views 0 AoV TV Telpapdtov.

4.9 Panel Kegparaiov

AoV Tatnfel 10 Kovpumi KATO10V KEPAANIOL, TOV apPYKOD HEVOD, Ba KAgioel To apykd pevod kot Ba
avoi&el to avtictoyo panel Tov kepaiaiov mov Rnoe o yprote. H doun tov panel tov kepaiaiov
glvar mapouolo Pe TV GOUn TOL aPYIKOL UEVOL, ONAadT Exovv éva scroll view kot Kovumd péso o
avtd, og madd tov Content. To kabe kovumi petaeépel Tov YpNHoTn 010 TElpapa Tov emérete pe v
S TevIKn oL ypnoomodnke Tponyovpuéveg, pe v néBodo ChangePanel oto On Click (). Onmg
eaivetal oto oynua 4.12 to TpmTO Kovumi Tov KePoAaiov 2 avtioTotyel 6to Panel Peirama 2-1, evd to
devtepo Kovumi avtiototyel 6to Panel Peirama 2-2. Mg v id1a Aoyik1] cuoyetilovtol Kot To, vToAoma
KOLUTLE TV GAL®V KeQoAaimV [e To panels Tov nepapdtov. Emmiéov, 6Aa ta panels ektdc amd to
apyd pevov, ggovv 1o kovuni “TIIZQ” 1o omoio £xet v puéBodo ChangePanel oto On Click () pe to
omoTd game object ylo. pHeETOPANT, dNAadN To panels TV KePAAOI®V £OVV TO OPYIKO LEVOD Kal To
panels tov TelpoudTov £(0vv Ta panels ToV KePAANimY TOVG.

4.10 Panel Ilewpaporog

Ta Panels tov nepapdtov dabétovv 3 Pacikd ototyeia (oynua 4.14), éva and avtd givol To kovumi
miow Tov avaeépinke Tponyovpéves. Ta vrdioma S0 TapovclalovTol TaPaKATE.

4.10.1 Scroll View Ileypopdtov

To kd0e panel tov Tepapdtov £xet €va scroll view, Tov mepiEyel TANPOPOPIEG Y10 TO CLYKEKPIUEVO
melpapa kot pio 1 dVo €KOVES, TOL GYoAKoD BipAiov g euotkng[17], mov deiyvovy g potdlel To
nelpapo o€ Tpaypatikod mepiPailov. Ot ewdvec kai to keipevo Ppickovtal péca oto Content tov scroll
view, 010 omoio ot petafintég Ttov padding givonr 20 oto left, right ko top, evéd to spacing eivan 40.
Otav orokAnpwbei to scroll view, cépvovtdg T0 6€ KATOOV PAKEAO TOV project, amobnkeveTal T0
avtiypagpo(prefab) tov avtikeyévov. To avtiypoago eivol £va EmOvVaypnGILOTOIOVUEVO OVTIKEILEVO,
OV amOBNKEVETAL GOV aPYEI0 GTO project, KAVOVTOC TNV OVTLYPOPN TOV 0md GKNVY GE€ GKNVN TOAD
gbkoln. v ILE. amofOniedtnrav prefabs and 6ia scroll view tov mepopdtov 6nmg gaivetal 6To
oynua 4.13. H yprion tov prefabs mapovcidleTol 6to ETOUEVO KEQAAALO.
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Apyd pevod

4.10.2 "Evopén mteipapdtov Kol KOTUOKELY] GKNVAOV

To «éBe meipopa Sadpopatiletor 6€ SOPOPETIKN GKNVI TOV project yio. TV KaAHTEPT 0pydvman
ovtob. Méoa oe €vav Kawvovuplo @akelo pe dvopo Scenes dnpuovpyodvtal KevA scenes yio Kabe
melpapa, pe To  avtiotolyo ovopato Om¢  @aivovior oto oynua  4.15, kdvovtog de&i
Khik—Create—Scene. Otav dnpiovpynBodv dAec o1 oknvég Yo Ta TEpdpata, Tpémet va oplfunbovy
oto. Build Settings (BAéme 3.2.2 Build Settings). Exiléyovtoag OAec TIG OKNVEG, OT®G QOIVETOL GTO
oyxnpa 4.16, kol aépvovtdc 1e¢ oto “Scenes In Build”, apiBpovvror amd 0 péypt to 27. Mepikég amd
TIG OKNVEG OEV YPTMCLLOTOLOVVTOL 6TV epapuoyn. H oxnvi pe apBpd 0 givor to apytkd pevov Kot ot
oknvég omd 1o 1 péypt to 27 eivan ta mepdpata. Onwg @aivetor oto oynuo 4.16 to kb panel
mEPApOTog £xel €vo Koopmi “Start Button”, mov oto Ul €yet to dvoua “Ag apyicovpe 1o meipapa’”. Xto
On Click () mpémer va gpappootei n pébodog ChangeScene tov script MainMenuController and to
game object Menu Controller, kot 610 text box va umel 0 apBpog oV AVIIGTOLKEL GTNV GKNVY| TOV

TEPAPATOC, Yo TapAdeLypa To meipopa 1-1 £yl tov apBpd: 1, to meipapa 2-2 £yl tov apBud 3, KTA.

Default device

eeIAQAQAQQR

Start Button ™

9909494

Yyua 4.16: Etoaywyn kot Apifunon Zxknvov oto Scenes In Build

4.11 Emiloyog

Me v 0OAOKANP®GT] TOV 0PYLKOD LEVOD O ¥PNOTNG EXEL EVOV OAOKANPOUEVO TOTO TAONYNONG LE TOV
omoio Ba pmopel va 0dnynOel ota mephpaTa TOV TALYVIOI0V.
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Kepdiow So: 3D povréro, okioon Kot 101K £QE

5.1 Ewoayoym

Ao TO ONUOVTIKOTEP YUPUKTNPICTIKG LG EQPUPUOYNG Elval TO YpaQIKd, KOOMG TPOGPEPOLY TNV
PéATIoT €1KOVA PE 0VTO OV BELEL VO TPOCPEPEL O TPOYPOLLATIOTNG KOL OVAAOYO TO KOO TTOL £)EL
®G OTOYO 1 EQPUPUOYN, TPEMEL Vo €QPAPUOLETOL OTIG OIKEG TOVG OVAYKES. X€ aLTO TO KEPAANLO
avaPEPOVTAL O TEYVIKES KOl Ol TEXVOAOYIEC TTOL YPNGILOTOMONKAV Y10 TNV DAOTOINCN TOV YPUPIKOV
¢ IL.E. ITio ocvykekpuéva 1 dnuiovpyia 3D povtédwv pe tn xprion tov Aoyiouikov Blender, pe kot
Yopic textures, o mPOYPAUUATIGHOS TV oKldoemvy (shaders) pe 1o mokéto Universal RP kot t€log 1
kataokevn edkav epé (VFX) pe v ypron tov makétov Visual Effect Graph.

5.2 Koataokeon 3D povrérov pe 1o mpoypappa Blender

To Blender, 6nwg avapépbnke ko1 oto kepdiaio 3, gival éva 1oyvpd TPoOypappa katackevng 3D
YPAPIK®V, KAOMDG EXEL KO GALEG SLVOTOTNTES OTTMG 1] dNovPYic animations.

5.2.1 Aqpovpyio 3D povrérov

Avotyovtag yio wpadtn @opd 10 mpdypappo Blender epeavileton otov 3D yopo, évag kvPog, pio
Képepa kol éva onueio eoTog, and To omoia LOVo 0 KVPog gival anapaitntog, véd ta voloure 600
TPETEL VOl S1ypapovV. XT0 TAVD UEPOG TNG 000V g mpénet va, emdeyBei ) emhoyn Modeling 6nmg oto
oynua 5.1. kot pe ta epyoieio ota oplotepd YiveTol 1 SlopOpe®GN TOL KOPOV 6To EMBLUNTO GYNLLA.

Zynpa 5.1: Apywn O06vn tov Blender
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5.2.2 UV Unwrap kKot (popatnon povréiov

Mepikd povtéra, a@od dnuovpynbovv, ival £totua yia yprion and 1o Unity ympic Kamolo emmAéov
LETOUTPOTN YPOUAT®V. L& OPICUEVEG TEPUTTMOCELS, TOV TO LOVIEAN £XOVV TEPITAOKOVS GLVIVAGHOVG
ypoudtov, mpénel vo onpovpyndel éva apyeio ewkovag PNG mov ovopdleton Texture Image ko
avTmpoconevel Kabe pixel tov poviélov ce évav “yaptn” mave oto apyeio ewodvag [18]. Ta va
Eexympioel to Blender moid pixels Tov HOVTELOL aVTITPOG®TEDOVY TO. pixels g ewdvoc, TPETEL Vo
ypnotomoinBel o UV Editing oto mdve pevod tov mapabopov. ‘Enetta, emAéyovtag to edge select
omwg mopovolaletal oto oy 5.2., mpénel va emAeyfovv ot mAevpéc mov Ba “komovV” Kol oTn
ouvéyeln matmvtag 1o UV—Mark Seam, dwympilovtal ot mhevpég pe pia Koxkivn ypappn. o va
oloxAnpwbel o daywpiopdg mpénel va matnbei 1o UV—Unwrap, 660 givor emleyuéva Oio, to
TOADY®VA TOV LOVTEAOV, ETAEYOVTOC OTIONTOTE 6T0 3D HOVTELD KOl TATAOVTAG VO POPES TO TANKTPO
“A”. Apo?d &yel yiver 1 avtiotoiyion oto UV Editor mpémel va dnpovpyndel n ewdva pe to xpodpota,
emiéyovtag to Texture Paint oto mave pépog Tov mapabvpov. H dnpovpyio g ewdvog Ppioketon
oto Image—New, Kot TOpa T0 LOVO OV ATOUEVEL EIVOL O YPOUOTIGIOG TG OTMG POIVETAL GTO GYNILO
5.3.

Mark Seam

Seam

Zynua 5.2: UV Editor

34



3D povtéha, okioon Kot E101KA EQE

Zynua 5.3: Texture Paint

5.2.3 Xapoxtipog Tov Taryviorov

To mayvior g ILE. ypnowyomotel évov kevipikd YOpoKTNpO UE TN HOPOY| UG OTAYOVOG LE
YOPOKTNPIGTIKE ovOpdmov, Tov Ponddel tovg uabntég va oAokAnpmdcovy Tta Tepduatd tovg. H
dnuovpyia tov €yve €& ohokAnpov oto blender, dnAad N povielomoinomn, N ypoudtnon (texturing),
1 TOmoBETNON EIKOVIKOV KOKKAA®V GToV Yopaxtipa (rigging) kot to animation. H povtehonoinon kot
TO texturing £ywvay L€ TIG TEYVIKES TOV OvaPEPONKOY TOPATAV®, EVD GTNV GLUVEXELN TAPOVGLALOVTaL Ot
TPOTOL OV £YIVE TO rigging ko1 To animation. AQol KaTOGKELOOTEL TO PaciKd HOVTELD, TPETEL VA
dnuovpynBovv ta kdékkoro totdvrog Add— Armature— Single Bone(oynua 5.4), oynuatiovrog Evav
Pacwd avBpdmivo okeheTd PE Eva KEQAAL, Evay KOpUO, dVO ¥EPLoL KOl OVO TOJL0. TN CLVEYELN KAOE
KOKKOAO TTPETEL Vo eVmBEL e TO avTioTO(0 LEPOS TOV GMUOTOC, KOOMG eivol S1POPETIKA avTIKEILEVD
Kot 0ev evvovTol HeETaEd Tove. EmAéyovioc mpdTo To HOVTEAO Kol EMAEYOVTAG LETO TO OVTIGTOLYO
KokKoAo pe to kovumni shift, oto Pose Mode, mpénel 6t cuvéyela va, matnOel 0 GLVIVAGIOG KOLUTIOY
Ctrl+P wor va emieyBel m emdoyn Bone, mpocéyovioc vo sivorl emdeypévo to kovtakt Keep
Transform. Apov oloxAnpmOnie to Rigging, to povtéro etvar étolpo va “Covtavéyer” kot vo apyicet
va Kweitar. H emioyn Animation oto mdve pépog tov mapabdpov mpémel vo emreybel ya va
umopéoel va apyicel n diepyacio Tov animation. ANUIOVPYOVTOG TO KOTOAANAL GTIYUOTLTO, KAELOLA
(Key Frames) 6mmg @aivetal 6to oynua 5.5. KATaAnyovuv va vrapyovv 4 dapopeTikd animations, 4
diadn| tpomor amekodviong Lovtavig kivnong, ot omoiot Ba Stoywpiotodv apydtepa oto Unity. Xto
oTypotumo 0 glvar o yapoakTHpog Kavovtog v apykn Tola 1 oroia dev Ba vTapyEL 6TO TOYVioL, 0T
t0 kopé 1 péypt o 30 givor To animation Tov YopOKTAPO OTOV Eival oKivTOC Ko dgV Kpatdel Timota,
oamd 1o kopé 31 péypt to 60 eivor To animation TOL YUPUKTNPA OTOV TEPTATAEL KL OEV KPOTAEL TITOTO,
amd to Kopé 61 péxpt to 90 elvan 1o animation Tov YopakTNpa OTOV TEPTOTAEL Kot KOVPOAAEL KATO10
avtikeipevo kot téAog and to kapé 91 uéypt to 120 eivor to animation tov yopokTApo OTAV €ivar
aKivnTo Kol KOUPAAGEL KATO0 OVTIKEIUEVO.
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File® Edit Render Window Help Layout

T New

slect Add Object

ata Pre

¢, Import
Export Collada (Default) (.dae)

) Alembic (.abc)
Extemnal Data

Defaults

gITF 2.0 (.glb/.gltf)

Zynua 5.6: Export apyeio .fbx

5.2.4 Ané to Blender 6to Unity

‘Eva amAd povtého mov dmpovpyndnke yopic kdémolo droitepo YopakTnplotikd Omm¢ texture m
animation, pmopei va mpootebel oépvovtag to apyeio blender mov dnuovpyndnke pe v amobnkevon
TOV HOVTEAOD Kot apNVOVTAg To Kotevbeiov og évav pdkelo oto project. Xe kabe dAn mepintmon, o
KaAOTEPOG TPOTOG lo0yYNG €vOg povtédov oto Unity, glvar va yiver petotponn tov apyeiov otnv
popon .fbx, matdvrog oto pevov File—Export—FBX(.fbx), 6nwg oto oynfua 5.6., petapépovtag ot
ocuvéyeln to apyeio .fbx oto project tov Unity. Av 1o povtého dabétet texture image npémnel va cupbel
t0 apyeio blender 1 .fbx, ToawTOYPOVH LE TNV EIKOVO YPDLOTOC GTOV 1010 PAKEAO.

5.3 Universal RP 6to Unity

Me 1 ypnon tov URP givar gpikty n dnuovpyia edikdv vAik®v (materials) oto Unity, €yovtag
YOPOKTNPIOTIKE TOV 0pilel O TPOYPAUUATIOTNG, TA OToin Eivat duvatdv va peTafdirovtal péow script
TNV Opo OV TPEXEL M EQOPUOYT, YOPIG vo oAAdlel 1 yeopeTpic TOL HOVIEAOL. AQOV EXel
gykataotobdel to mokéto Universal RP, givarl mpoaipetikd vo dnuovpynbei évag edkelog oto Project,
Yo TV KOAVTEPT opydvewon, e ovopa Shaders. Mécso otov @dkelo mov Onuovpyndnke, Kdvovtag
de&l kKhk—Create—Rendering— Universal Render Pipeline—Pipeline Asset(Forward Renderer), kot
QPNVOVTOG TO TPOETIAEYUEVO GVOUO OTO OPYEID TOL KOTAOKEVAGTNKE, ONUovpyeitol GALo Eva apyeio
otov 1010 @dxero. To emduevo Prpa gival va mpootebel t0 apyeio mov dnuovpyndnke oto medio
“Scriptable Render Pipeline Settings” oto pevod Graphics twv Project Setting, dmwg @aivetar 610
oyfpa 5.7. Me avtov tov tpodmo to Unity ypnoiponotet g pubpiceis mov Ba dnpovpynBodv Kot oyt tig
TPOETMIAEYUEVEG.
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Performance GraphiCS

Tier Settings Open Editor...

Low (Tier1)

Timeline

1 Management

1 I Project M Projec] Medium (Tier 2)

ssets » Shaders

& &

UniversalRen...

High (Tier 3)

Syua 5.7: Etoaymyn Renderer otic PuOpicelg tov Project

5.3.1 Toon Shader

Aopfavovrog vdyn 0Tt To mayvidtl eivar eTIoypévo yio mondid nikiog 12 pe 13 ypovav, mapbnke n
amOQOOT) TO YPOUPIKA V. £X0VV TNV O KoL VET “KopTovV”, SNANST VO UMV VTAPYOVLY OUOAES OAALYEC
0TI OKIEC, OAAG TO OVTIKEIPEVD VO EYOVY 6V0 OUASEG XPOUAT®Y, U0 OUASC Y10 TO POTEIVO KOUUATL
KoL Lot OpAda Yo T0 6KOTEWO, OTmg aivetal oto oynua 5.8. n apiotepn pndio. H de&id pndha g
EIKOVOG £XEL TIG TPOETIAEYUEVES pLOLICELS.

Yynua 5.8: Aptotepa: Avtikeipevo pe Toon Shader. Ae&ud: Avtikeipevo e mpoemiheypévo Material

o ™ dnuovpyio g okicong (Shader) mpénel vo yivel, otov @dkelo Shaders yio v kKaAvTEPN
opybvwon, de&l kKhk—Create—Shader—Universal Render Pipeline—Lit Shader Graph. Kdévovtag
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SmAO KAIK 6T0 apyeio mov dnovpynonke avoiyel éva véo mapdbupo pe to dvopa mTov d60NKE 6TO
apyeio, 10 omoio eivar o ydpog Omuovpyiog tv shaders, pe T ypnon OSEoOpwV nodes Ko
petafintov. Xpnoonowdvtag to nodes kot Tig HETOPANTEG TOV VILAPYOLY GTO GYNUA 5.9. propel va
Yivel 1 Kotaokevn tng ovykekpuyévng okiaong (shader). O pudvog kopPog (node) mov yperdleton
TEPLocOTEPEG AETTOUEPELEG Yo TNV KaTavonomn Tov gival To Custom Function, to omoio amattei to
apyeio Mainlight.hlsl (ITapdptnua A) yia vo pmopet va deytel TAnpopopieg yio 10 KEVIPIKO QMG TG
oxnvie. Hotodvrag otov koépPo: Custom Function mpéner va emreybei oto Type n emhoyn File, oto
nedio Name va mAnktpoioynfel to dvopa g pnebodov “GetLightingInformation” kot oto Source va
emieyOel to apyeio Mainlight(oynua 5.10). Ta nodes mov ypnoiponomdnkoeyv gival to Normal Vector,
to Dot Product, to Smoothstep, to Replace Color, to Sample Texture 2D kot poabnpatikég npdéets.

Custom Function Node

Inputs
List is Empty

Vector 3

Float

File

GetLightinglnfarmation

Zymua 5.10: Emloyég Custom Function yio ) Xpnon tov Mainlight.hlsl
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Zynua 5.11: Interactable Shader Graph Nodes

5.3.2 Interactable Shader

Otav o ypnotng Bélel vo PETAKIVIGEL TOV YOPAKTNPO GE KATOLO OPYOVO Y10 VO TO YPTCLUOTOINGEL,
TPEMEL VO, AKOVUTNGEL Evav KOAIVOPO Tov ovopdaletal onpeio aAlnienidpaong(Interactable). I'a ™
dnuovpyia Tov shader givar m idwo dwodikacio pe Tapamdve, pe ™ dagopd ot avti ywo. Lit Shader
Graph, npénet va matn0el to Unlit Shader Graph, ywoti dev yperdletar va aAANAETOPA [LE TO POG TNG
oknvic. To ovykekpyéva ypdonuoa okioong (shader graph) eivor mo amdid amd t0 mPONyOLUEVO,
kaOdc to povo mov ypewdletan eivor évag wkopPog Fresnel Effect evoupévo oe évav wkoppo
TOAAOTTAQGLOOUO UE TO Ypdua Tov O do0el 6To VAWK (material) (oyqua 5.11).

5.3.3 Transparent Shader

Anuovpyadvrtag éva Lit Shader Graph, pmopei va yivelr 1 kotackevn tov Transparent Shader, yio va
ypNoLomondel apydtepO GE AVTIKEIPEVO OTMG YOAAVA UTOLKAAN. XT0 oynua 5.12 mapovsialovton
o1 kOpPot Kot o1 PeTAPANTES TOV gival amapaiTTO Y1 TV VAOTOINGT TG OKIiooTG.

5.3.4 Ice Shader

H ovykekpuévn okiaon (shader) sppaviletar oe opiopuéva TEPAUOTO TOV TEPIAAUPAVOLY TOYAKLA,
Kkévovtag mo (owvtavi v oknvi. Eivol amoapaitnt n dnovpyia evdg Unlit Shader Graph pe dvopa
Ice Shader kot 6N cuvEKELD TPETEL VL KOTOGKELAGTOVV 01 KOUPOL Kot 01 HETAPANTEG OGS OTO TN
5.13. Ot képPot mov ypnoyomolovvtal givar to Voronoi, to Fresnel Effect, to Simple Noise kot
poonpoticég Tpdéerc.
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varent Shader

Multiply

Yymua 5.12: Transparent Shader Graph Nodes

Zynua 5.13: Ice Shader Graph Node

5.3.5 Fire Shader

To Fire Shader ypnowpomoteiton povo og éva avtikeipevo oto moryvidl, coav eoTtid og éva kepl. Eivan
Unlit Shader Graph xot ot petafAntég 6mmg kol ov kouPfor mapovsialovior 6to oyfue 6.14. IMo
GLYKEKPIUEVE, Ol KOUPol Tov gival amapaitnta gival To time, to Tiling and Offset, to Gradient Noise,
to UV, 1o Lerp, to Simple Texture 2D kot poabnuatikég npdéers.
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Yynua 5.14: Fire Shader Graph Nodes

5.3.6 Thermometer Shader

210 TEPLOCOTEP TEWPAUOTA €ivol amoapaitnty 1 xpnon Oepuopétpov, yio avtdv tov AOYO
dnpovpyndnke pio €101kn okiaon (shader) yia to vypd tov. Eivan éva Unlit Shader Graph to omoio
€xel @G TopapETPOVG dv0 ypodpata Kot Eva float yia To vVyog g Beppokpaciog (N petapfintn Vector2
dev ypewaletar). [ ) dnuiovpyia tov ypapruotog okiaong(shader graph) dnpovpyovvtar ot képPot
Tiling and Offset, To Split, to Smoothstep, to Lerp kot pabnpatikég npdéeig(oynua 5.15). AAlalovtog
tov apfud g petofintig Height, v dpa mov n epapuoyn eivar evepyn, epoaviletor duvapkd m
aAlayn oto vAo (material) 0nmg oto oyua 5.16.

Yymupa 5.15: Thermometer Shader Graph Nodes
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Lerp Fragmer ,

Hight
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: x @ AlA) e _Hight

lor2(4) ® —~— @ p

® T(4) Slider
ion Inherit
C] perty

Out(1)

Lerp

lori(4) @ Hight
. x @ A(4) Out(4) =] Reference _Hight
e 0.9

24) ® — @ B(4) Wir o

1

® T(4) C Slider
Inherit
® > Property

Out(1)

Zymupa 5.16: Adhayn g petapintg Height

5.3.7 Aqpuovpyio vAkov pe TN ypP1io1 okioong

Aov éyouvv kataokevaotel To. Shader Graphs, pmwopovv vo dnpovpyndovy VAIKE ToL ¥PNCIULOTOOVY
g Paon ta mpadTa. Yrdapyovv 600 tpdmot va @tioytel Eva vAkd. O TpdTog TpdTOG Elval, KAVOVTag
oekl Khik og éva shader graph—Create—Material, ptidyvovrag xatevdeiov Eva LAKO pe T1G 110t TES
Tov cvykekpiévov shader graph(oynua 5.17). O dedtepOg TPOTOC Elvat, dNUOVPYDVTOS £V VAIKO G
omolodNTote Pdxelo tov Project kot aAddlovtag v okiaor oto Inspector énwg paivetal 6to oyfua
5.18. Téhoc oto Inspector eugovifovior OAec ot UETOPANTEC MOV £YVOV KATO TN KOTOGKELT TOV
YPAPLOATOG OKINONG, OTMG TO YPMOU, TO texture image kol GAAL.
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Create

Show in Explorer
Open

Delete

Rename

Copy Path

Open Scene Additive
View in Package Manager
Import Mew Asset...
Import Package

Export Package...

Find References In Scene
Select Dependencies
Refresh

Reimport

Reimport All

Extract From Prefab

Run APl Updater...

Alt+Ctri+C

Folder

C# Script

Shader

Testing

Playables

Assembly Definition

Assembly Definition Reference

TextMeshPro

Scene

Scene Template

Scene Template From Scene

Velume Profile
Prefab

Prefab Variant
Audic Mixer

Rendering

Material

Lens Flare

Render Texture
Lightmap Parameters
Lighting Settings
Visual Effects

Custom Render Texture

Animator Controller

Update UXML Schema amaton
Animator Override Controller
Open C# Project Avatar Mask

Properties... Timeline

Signal

Physic Material
Fire Shader GUI Skin
Custorn Fent

Ul Toolkit

Legacy

Search

Toon Shader (Shader Graphs/Toon Shader)

Zynuo 5.18: AAkayn Shader evog Material

5.4 Visual Effects oto Unity

To VFX M aAMog ocopotiow (particles), eivar ewkdvec mov epgavifovion kol egagovifovior kot
ocuvnbmg vrtapyovv og peydreg mocodtntes. o tov mupnva evog VEX mpénet, apyikd va dnuovpynOei
évag paxerog pe ovopo VFX yia v Kakdtepn opydvmaon, Kot LEGO GTOV PAKEAO Vo, Yivel de&i Kiik—
Create— Visual Effects— Visual Effect Graph. Kévovtag 6uthd kKhik 610 apyeio Tov KOTaoKEVAGTNKE
avoliyel éva Tapdbupo pe KOUPovg, TapoOUolo e TO YPAPN IO OKIOONC, TOV TPEMEL MG OTOTEAEGLOL VO
dnpovpynBel to ypaenua kKOUPwv ToL oyNratog 5.19. Ta Inputs Ppickovtal 6To TAVH opLoTePd HEPOG
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3D povtéha, okioon Kot E101KA EQE

tov apadvpov, e Tig petoPintég Speed, Radian, Bubble Color, Texture, Size, Rate, mo avaivtikd o
pOLOC TV LETAPANTOV lva:

Speed: m6G0 YpRyopa Ba Kivovvtol To cOUOTIOW

Radian: mdéc0 peydiog Ba givar o kOKA0G Tov Ba gpeavifovtal To copaTiow
Bubble Color: 1o ypdpa v couatidiov oe GuvOLOcoUO LE TNV EIKOVA TOVG
Texture: n ewdva wov Ba £xovv To. GOUOTIOW

Size: to péyebog @V cOUOTIOIOV

Rate: m6c0 ovyva Oo eppaviloviol To couatiow

O 1pémog Yo Vo KaTaokevaoTel péco otnv epopyio yiveror pe de&l khk— Visual Effects— Visual
Effect. Xto xevd VFX mpénet eicaybei to asset mov onpuovpynonke mapondve, cEpvovtag To asset 6To

mhaiolo “Asset Template”. 'Enerta eivon amapaitnto va aAAdEovv ol peTafANTEG TV properties yio va,
drapopomonfovy katdAinia ta game objects(oynua 5.20).

g Untagged *  Layer Default

Transform

Visual Effect

General

emplate # Bubbles VFX

Properties

Add Component

Yynuo 5.20: Bubble Particles
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5.5 Emikoyog

H mopovca I1L.E. ypnoyonoiel tpiodidotata LOVTELN VO, TIV OTTIKOTOINGT TV TEIPAUATMV, T 0TO1N
nuovpyndnkav pe to mpdypapua Blender. To kuptdtepo oTOLEI0 TOV YPAPIKMV E€1vOL Ol OKIAGELS
Toon Shaders, mov divovv évav guyaploTO TOVO GTO TTALKVIOL, KAVOVTOS TO TEPALATO O TPOGLTA Yol
Tod1d puepng nAkiog. Ot vVIOAOITEG OKIAGELG £YvaY Yid VO, KAvouv o d1adpactikd kot {mvtavo to
TEPIPAAALOV TOV TEWPUUATOV, EVO 1) TPOGHNKN EOIKDY EPE, U0 UIKPT] AETTOUEPELN, TPOCPEPEL EVOLV
PEOMOTIKO TOVO.
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Kepdhiow 60: Kowég Aettovpyieg oknvav

6.1 Ewayoym

Olo T Tepapoto givar dtapopeticd Uetalld Tovg, £xovtag EEXYMPIOTO SCripts Kol OVTIKEILEVO OTIG
oknvég 1oV, O Koppog Ol®V TV TEPIRATOV givor kowodc, kabmg potpalovial oplopéva
YOPOKTNPIOTIKE otV 1epapyic TV OvTIKEWEVOV. Ta TOPOKAT® YOPOKTNPIGTIKE OVOQEEPOVTOL
OVOALTIKG GTY] GUVEYELD TOV KEPAANIOV:

e Vuforia: target kot images Kapepa.

Scripts: opiopéva scripts mov xapilovv Ta YepaKTNPICTIKE TOV 68 GAA SCripts o€ S10pOoPETUKE
TEPALLOTOL.

Tags ot Layers: etikétec ko enineda

Navigation system: 0 TpOTOC TOV KIVEITAL O YOPAKTNPOG TOV ALY VIS0V,

UI: kovpmid.

Interactable Items: pvOuiomn TPOTOL AAANAETIOPAOT|G TOV YOPOKTNPO LUE TO OVTIKEIUEVAL.

6.2 Vuforia: target images ko1 kdpepa

Onwg &xel mpoavapepet, 1o mayvidl ypnoytonotel To tokéto Vuforia yio v eKTEAEGEL TNV TEXVOLOYiN
“AR”. Apob &yovv yivel ta Prinota Tov kepaiaiov 4 yio TV EYKATACTOOT] Kot TIG apyIKES puOpicelg
tov mokérov. To enduevo Pripa etvor va onpovpynBovv Ta factkd avtikeipleva o€ OAEG TIG OKNVEG TNG
EQOPUOYNG, Kavovtog omnv tepapyio O0e&i kAuc— Vuforia Engine—Image Target oo @opéc.
Ovopalovtog to évo avtikeipevo “ImageTargetSmall” ko “ImageTargetBig”, mpénel oto Inspector 1
petapint Type va yiver “From Database”, n emhoyn Database va yiver “AR _TestDatabase” (] 1o
ovoua g Pdong) ko téhog to Image Target va yiver QRcode small 610 TpdTo OvTIKEiEVO KO
QR big oto dgvtepo avtikeipevo (oyiuo 6.1). Zto avrtikeipevo ImageTargetBig mpémer va
dnuovpynBel éva aviikeipevo emtog, Kavovtag dgél oto mpdto—Light—Directional Light, yio va
vrdpyel Ty eoToOg ot oknvi. Oha to avtikeipeva mov dnpovpyovvrol Ba €govv ®g parent To
TargetlmageBig, extdg av avapépetor kdtt dAro. Ta dvo avtikeipevo pumopovdv va yivouv prefabs yia
TNV gukoAia dnpovpyiag tng oknvig, oépvovtag ta(drag and drop) oe kdmolov eaxelo Tov project.
INo Adyovg opydvoong onuovpyndnke ¢dkehoc pe Ovoua prefabs oto project. Agod £yxet
dnovpyndel ko pvBiotei 1 ARCamera, vdpyet £va medio mov dev €xel opiotel, to World Center, 10
omoio mpémel va €xel oG Opiopa To aviikeipevo ImageTargetBig. O Adyog elvat va yivel To kévtpo Tov
Koopov o peydro QR code, yio peyaddteprn otabepotnTa KaTo, T AELTOVPYiO, TOV TOLYVISIOV.

From Database

Database AR_TestDatabase

Image Target QR _big

Add Target

Zynpa 6.1: Target Images
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System.Collections;
System.Collections.Generic;
UnityEngine;

DestroyAfterTime : MonoBehaviour
seconds;
StartTimer()

StartCoroutine(WaitAndDestroy());
}

IEnumerator WaitAndDestroy()
{

WaitForSeconds(seconds);
Destroy( .gameObject);

ymua 6.2: DestroyAfterTime Script

System.Collections;
System.Collections.Generic;
UnityEngine;
Interactable : MonoBehaviour
PlayerController pController;

OnTriggerEnter(Collider other)

(other.CompareTag("Player™))

pController = other.GetComponent<PlayerController>();
Interact();

Interact()

Zynua 6.3: Interactable Script
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6.3 Scripts

Yrdpyovv d00 scripts To 0OmOiol ¥PNGUOTOOVVTOL GTIS TEPIGGOTEPEG OKNVEG, TO, OToio, gival To
“DestroyAfterTime”(oynuo 6.2) kot to “Interactable”(oynua 6.3). O ckomdG TOL TPMOTOL Eivor va
eEopaviletar To EMAEYUEVO AVTIKEINEVO HETO OO TPOEMAEYUEVO OEVTEPOAENTA, OO TN GTLYUN OV
onuovpynBel ot oknvn. To devtepo givan pia kKAdom mov umopei vo kknpovounbei kot to pévo mov
Kavel givarl va eEAEYYEL OV OKOVUTTNGEL, TO game object wov €yel TO script, Pe KATOL0 OVTIKEILEVO TTOV
oépel to tag “Player”. Ztn cuvéyeio KaAel tnv pnébodo protected virtual void Interact(){}, n omoia eivon
Kevn, kol pmopel va kAnpovounBel ypapovtag protected override void Interact() {(kdoikog)} otnv
KAdom wov givon moudi Tov Interactable.

6.4 Tags ko Layers

Ot etkéteg (tags) kou to emineda (layers) eivar Bondntikol adeapOuntikoi yopoaktipeg (strings) yio
Vv opyavmon kot tov EAeyyo TV game objects pécw tav scripts. o va @Tioytel £va Kavovplo tag 1
layer, mpénetl va eivan emideypévo éva omolodnmote game object kot oto Inspector va avoietl to drop
down pevov tov tag kot tov layer, emAéyovtag v emthoy] Add Tag xar Add Layer avtictoyo. H
povadikn kotmyopio. mwov wpootédnke ota layers eivor to Interactable, to omoio emitpémel oto
ovTIKEILEVO TTOV TO €XEL, va 0€yeTon €l0ayYN He agn (touch input). Ot katnyopieg Kot o1 oKomTOl TV
tags eivau

e Ground: O YopaKTINPOG TNYOVEL GTO GNLEID TOL £Yve QAANAETIOpaoN pE 0pN.
Pick Up: O yopaktipac Tnyoivel 6To oNUEI0 OV £yve GAANAETIOPAGT LE QUPT| KOl EKTEAEL TNV
pebodo PickUpltem(), mov avagpépeton otn vogvotnta 6.5.

e Interactable: O yopoKTAPOG TNYOIVEL GTOV YOVEQ TOL OGVTIKEWEVOL UE TOV OToio €ywve
OAANAETIOpaON LE QLOT.

6.5 Navigation system kot 0 TpOmTOG Kiv|o1G TOV YOPUKTI PO

‘Exovtog kdver “import” 1o HOVIEAO TOV YOPOKTNPO TOL Toyvidloh Kot apov Tov &xel 6ol o
KatdAANAog ypopaticpog(texture) kot okiaorn(shader), mpémet va dnpiovpynbovv dvo scripts:

e PlayerController: éAeyyog Tng Kivnong tov yopaKTipo
e PlayerAnimationController: éAeyyog T@v animations Tov yopoKTipa.

INo tov éheyyo TOL YOopokTNPO TPEMEL Vo onovpyndel pio enimedn emdveln, kdvoviag oTny
Iepopyia de&i KAik—3D Object—Plane pe tag: Ground kot Layer: Interactable, pe oxomd tnv
mhonynon tov otov ydpo. To Unity €xer €éva £T01n0 TOKETO Yo TNV TAONYNGON EVOG OVTIKEWWEVOL,
Kdvovtog KAk oe évo onueio, to omoio ovopdleton Navigation Kot o tpémog TpodcPacng Tov
napadvpov yivetor and o pevod Window—Al—Navigation. ‘Exovtog entheyuévo to eninedo (plane),
oto mopdBvpo tov Navigation—Object mpémer va evepyomombel 1o Navigation Static kot 10
Navigation Area vo yivelr “Walkable”. Av ypeiootel €va avtikeipevo va eumodilel Tov YOpaKTnpo vo
“repmoTdel”’ oTOV Y®OPO TOv, M emdoyn Navigation Area mpémer va givar emieyuévn og “Not
Walkable”. Xt ouvvéyewn, oto mopdbvpo Navigation—Bake, to Angle Radius mpénel va £xel v
UIKPOTEPT SLVOTH TIUN.
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6.5.1 Components Tov YOpaKTIPQ

Kévovtog elc0ymyn Tov HOVIEAOL TOV YOPOKTAPO. TNV lEpapyia, TPETEL vo dnuovpyndel Eva kevo
game object w¢g yovéag pe Ovoua “Player” kor péco o€ avtd To aVIIKEIEVO GALO €va Kevd game

object pe 6voua “Hold Position”. Xto avtikeipevo Player, mpénet

o1o Inspector, vo TpooteBolV TEGGEPU CLGTATIKG LE TIC PLOUIGELG TTOL AVAPEPOVTAL BTN GLUVEXELD KO
otV oynuo 6.4:

Box Collider: to Is Trigger mpénet va givon emdeypévo.
Rigidbody: to Use Gravity mpénet va unv givar emideypévo kat to Is Kinematic vo eivon

EMAEYLEVO.
Player Controller: to script mov dnpovpynOnke Topomdve.
Nav Mesh Agent:
1. Base Offset: 0
2. Speed: 1
3. Angular Speed: 100000
4. Acceleration: 1
5. Stopping Distance: 0.3
6. Radius: 0.1
7. Height: 0.25
8. Quality: Medium Quality
9. Auto Repath: unchecked

6.5.2 Script: PlayerController

To PlayerController(ITapdptnpa B) script ivon to facikd cuotatikd yio v Kivion Tov YopoKTipo

070 TpLodtdototo mepiairiov. [ T Aettovpyio Tov, eivon amapaitntn 1 lcay®YN 000 TUKETOV LE

tov k®dwa using UnityEngine.Al; xot using UnityEngine.EventSystems;. Amotelgiton amd TIg

TOPOKAT® PETAPANTEG Kot Lebddoug:

NavMeshAgent myAgent: T0 GUGTATIKO TOVL TPOGTEOMKE TAPATAVE®.

[SerializeField] LayerMask whatlsInteractable: to layer mov pmopei vo motn0ei.
[SerializeField] Transform holdingPosition: 1 6éom Tov game object Hold Position.
public Vector3 vel = new Vector3(): 1 To0TnNTO TOV YOPAKTHPA.

public bool isHolding = false: éAeyyog av o yapaxtipag KOLPAAGEL KATOLO OVTIKEIUEVO.

¥to Inspector n petapinty “What Is Interactable” mpémer va opiotel wg Interactable ot ot

petapint Holding Position to game object “Holding Position™.

50

void Start(): apyuonotei To myAgent.

void Update(): karetl v néBodo ChecklfTouch kot dnidvetl tnv toydTnTO.

void ChecklfTouch(): eAéyyet av yivete touch kot og moto pépog g 006vne.

void TtyInteract(RaycastHit hit): e éyyet o tag Tov aviikeévov mov éytve touch.

void TryMove(Vector3 hit): petaxivel Tov yapaktipo oto onpeio mov £ywve touch.

public void PickUpltem(Transform item): onkdvel 1o avtikeipevo item Kot 1o kével Toudi Tov
holdingPosition.

public void PutDownButton(): tomobetei 10 avtikeipevo mov Kpatdel KATo.

public GameObject PutDownltem(Transform newParent, Vector3 newPosition): emiotpépetl 10
OVTIKEIIEVO TTOL KPOTAEL Kol To TomoBeTel 6To newPosition.

public GameObject GetltemHolding(): emotpépetl T0 OVTIKEILEVO TOV KPATAEL.



Kowég Aettovpyiec oxnvaov

private void OnTriggerEnter(Collider other): eAéyyet av 10 avTIKEIPLEVO TOVL AKOLUTAEL TO
collider tov, &xet tag “Pick Up” ko xaAel to PickUpltem.

‘= Hierarchy = B Inspector 4 N:

¢ Mav Mesh Agent

i i 9-3* 1
PEIFEI:I"IE. 3 Humanoid

A era

fedium Quality

Everything

v Player Controller (Script)

Inter
A Ho

Zynua 6.4: Player Components
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6.5.3 Animation Tov yopoaxtipa kot Script: PlayerAnimationController

370 HOVTELO TOV YapaKTHPO 6To Inspector—Animation, Tpémel va, S10(OPIGTOVY Ol UTEIKOVIGELS TTOV
dnuovpyRdnkav oto Blender, 6nw¢ oto oynua 6.5. Kor oto mopdbvpo Animator(avoiyel amd To
Window— Animation—Animator), va dnuovpynfei n Soun mov @aivetar oto oyfua 6.6, pe TIC
Trigger petofintég “Moving” xon “Holding”. To child tov Player, dnAadn to povtédo Tov yopoxthipa,
ypewletor  to.  ovotoTikd  Animator kot Player  Animation  Controller. To  script
PlayerAnimatorController(oynpa 6.7) £xet Tig TapaKAT® PETOPANTES:

private void Start(): apyuconotel g petapintég tov pController kot Tov anim.

private void Update(): kahei to ChooseAnimation.

void ChooseAnimation(): gvepyomotei ta booleans “Moving” kot “Holding” avéloya pe to
€6V 0 YOPOKTNPOG KIVEITAL KO 0V KPATAEL OVTIKEILEVO.

Model Rig Animation Materials

Zynua 6.5: Alyopiopdg Tov Animations tov XopoKTipo
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Any State

Run Holding

f

Idle Holding

Zynua 6.6: Animator Xapaxtipo

nimat troller

~ pController;

pController = GetComponentInParent<F
anim = GetComponent<Animator>();

Update()

ChooseAnimation();

[—F[—F—7

ChooseAnimation()

(pController.vel!

anim.SetBool ("Mov

anim.SetBool ("M

(pController.isHolding)

anim.SetBool("Ho

anim.SetBool("Ho

]

Zynpa 6.7: PlayerAnimationController Script
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6.6 Ul oxnvov tov tepopdtov

Oleg o1 oknvég dabétovy Ul pe koopmid yio opicpéveg pebodovg amd to script GameUIController

(oymua 6.8.), 10 omoio Ppicketon oe éva kevd avtikeipevo pe évopo “Game Manager”. To script

ypewletoan 1o makétro using UnityEngine.SceneManagement; kot ot péBodoi tov mapovoidlovrat

TOPUKAT®:

void Start(): kGvel TOV TPOGAVATOAIGIO GVTOUATO.

void Update(): mepiuével va matn0el to Kovpni wicw yio vo Tl 6TO KEVIPIKO LEVOD.

public void BackToMainMenu(): anyoivelt 6Ty Unodevikn oknvi|, SnAadn To KeEVTIPIKO UevoD.
public void ManageHelpPanel(GameObject helpPanel): avoiyel 1} kheivel to helpPanel.
public void RestartScene(): kével eravekkivnon Ty GKNvI| TOV TEWPAUATOC.

21 ovvéyela mpémel va dnpuovpyn el évog kapPdg pe ta e&ng aviikeipeva (oynua 6.9):
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Game Manager: T0 aVTIKEILEVO TOV aVOPEPOTKE TOPOTAV®.

Exit Button: xovuni pe v pébodo BackToMainMenu tov script GameUIController, mov
Bpioketor oto avtikeipevo Game Manager.

Help Panel: panel pe to scrollview tov avtictoyyov kepolaiov mov dnuovpyndnke oto
Kepiato 4

Help Button: xovuni pe tv pébodo ManageHelpPanel tov script GameUIController, mov
Bpioketon oto avtikeipevo Game Manager, pe 6piopa to Help Panel.

Put Down Button: kovuni pe v pébodo PutDownButton tov script PlayerController, mov
Bpioketon oto avtikeipevo Player.

FI1 Fut Down Button

ymua 6.8: Ul Canvas
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.orientation
Update()

(Input.GetKey

BackToM

ingle);

helpPanel)

1f;

Orientation.Portrait;

orientation = ScreenOrientation.AutoRotation;

Zynua 6.9: GameUIController Script

6.7 Emnihoyog

‘Exoviog Kowég, emovaypnolLOoTOloVUEVEG AEITOVPYieG o OAEG TIG OKNVEG TOL TOLYVIOLOL,
EMITUYYAVETOL L0 OUOLOYEVELD GTNV OOUT TOV 7oy VIS0 Kot 6Tov TpdTo onpovpyiag tov. Me dpota
YOPOKTNPICTIKA o€ KABE oKV TNG EPAPLOYNG LELDVETOL CNUAVTIKA 0 ¥pdvoc kKataokevng ¢ ILE.
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[Teipapa pétpnong amoostdoemy, xpovov Kot Bépovg

Kepdhiow 70: Ileipopo pérpnone omootdoc®v, ypOvov Kot
Papovg

7.1 Ewoayoy teipopdtov ardctacng

To povadikd meipopa mTov STPAYUATEVETAL TV UETPNOT TG arndotacng sival to meipapa 1-1. O
OKOTOG TOL TEPAATOG Elval va 0104EEL 6TOVE LOBNTEG TOV TPOTO LETPNONG AVTIKEWUEVDV [LE TN ¥PNoN
ToV Yépako kot g perpotawviag. H cvykekpuuévn oknvi ypelaletor opiopéves aAloyég 61O KOUUATL
Mg MeTaxivinong tov yopoktnipa, kabdg dev ypnoipomolel To moxéto Navigation, ovi’ ovtod
avtikadictatal pe o to pikpd QR code éyovtag Tov pOAO TOL SEIKTN TOV TPOOPIGHOV.

7.2  E1KOVIKG OVTIKEIPEVA TNG GKNVIG

To povtéda mov givol amopoitnTa yio TV VAOTOINGoN TG OKNVAG €ival, 0 YOPAKTAPUS, VOGS YAPAKOS
Kot pio perpotowvia (oynua 7.1), to omola eivor ovtikeipeva-maidid tov Image Target Big, kot €va
eninedo oto péyebog tov Image Target Small, mg wadi Tov devtepov. To eminedo mpénet va €yl yia
layer tnv emdoyn “Interactable”.

B

T
T

1_1 (Transform)
TMP) (Text Me

Add Component

Zymupa 7.2: Avtikeipevo Measure Tape kot Components Tov
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7.3 Measure Tape

H petpotawvia amoteleitol omd to povrédo “Measure Tape”(oynque 7.2) kot to script “MeasureTape”
(oyqua 7.3 ko 7.4) mov dnpuovpyeitol Kot mpootifeTol ¢ cLGTATIKO TOL HOVTEAOL. XTO LOVIEAO
epappolovtar ot katdAinieg okidoelg (shaders) kot ypopoatiopol (textures), 6TmG eniong Kot Lepikd
Keva game objects OV YPNOLELOVY G AEOVEG, YO TIG UETPNOELG KOl TIG GAAAYEG TOV VAOTOLEL TO
script. Avtd eivan to “Text Pivot”, o “Tape Pivot’ kou to “Tape Start”, kabdg kot 1 TpocOnKn gvog
Text-TMP pe 6vopa “Distance Text (TMP)” oto “Basic Game Ul Canvas”. To script ypsialetat to
naxéro using TMPro; kot o1 péBodoi tov givar ot:

e public void Update(): eréyyxer av n pelobpa sivar gvepyn otn oknvn kol kaAel Tig pebodovg
GetDistance() kot TextLookAtCamera().

e void GetDistance(): Bpiokel v amdctacn amd v apyn g nelovpag LEYPL To TEAOG TNG Kol
TNV UETATPETEL OE EKATOCTA.
void TextLookAtCamera(): eppaviet oto Ul v andctaon.
void ScaleMeasure(float newDistance): peyefovel v towvia aviloya pe TV omdcToo

distanceText;
tPivot;

cale0ffset;

Update()

(edgePoint.gameObject. actiy

¥
L

(tapeEdge.transform. i - -Z);

startTapePart.transform.position.x, star - sform.position.z);
distance (edge on - startPosition).magnitude;

distanc

ymua 7.3: Script MeasureTape mpdTto Koppdrt
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TextLookAtCamera()

}.enabled)

dToScreenPoint(

= (n

1T, 1f, newSca

Yynua 7.4: Script MeasureTape 6g0tepo KOpLATL

7.4 oaporroyn yopoxtipo 1-1

1o meipopa 1-1 o yapoktipog dev yperdletor to makéto Navigation, aAld ypeldletal Evay mo aniod
tpomo petaxivnong. llpénetl va yivelr n avtikatdotaon tov Component PlayerController pe to script
Playerl 1 kot to PlayerAnimationController pe to PlayerAnimationl 1, kafmdg kou 1 apaipgorn tov
Nav Mesh Agent (oynua 7.5).To script Playerl 1 (oyfquo 7.6) emttoyydvel Ty Kivion Tov xopaKtipo
pe to Transform tov game object, T upéBodo Vector3.MoveTowards() wor 1t upéBodo
Quaternion.LookRotation().

v Player 1_1 (Seript)

What Is Interactable Interactable
Speed

None
Disc

Add Component

yua 7.5: Components Tov avtikelpnévov Playerl 1
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whatIsInteractable;
speed = @.2f;

Update()

CheckIfTouch();

FixedUpdate()

(izMoving)
TryMove();

CheckIfTouch( )

(Input.touchCount > &% Input.touches[8].phase == TouchPhase.Began)
R .main.5creenPointToRay t.touches[@].position);
hit;

s .Raycast(ray, hit, whatIsInteractable})

g.Log(hit.collider.gameObject);
ToHit{hit);

MowveToHi

isMoving =
hitPos = hit.point;

TryMove()

targetPos = hitPos.x, transform.position.y, hitPos
or3 relativePos = targetPos - transform.position;

transform.rotation LookRotation(relativePos, \ Jup);
transform.position = v MoveTowards({transform.position, targetPos, speed * e.deltaTime);

(transform.position == targetPos)
i
isMoving =

X

Yynua 7.6: Script Playerl 1

7.5 Ektéleon TS oKV

AKOVUTOVTOG e TO dGXTVAO TNV 000VT], GTNV TTEPLOYN TOV KAPE TETPAYOVOD, O YUPUKTNPOS KIVELTOL
610 ovyKekpévo onueio. H oxnvi tov mepdpatog epeavifeton oto oynpa 7.7.
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Yynua 7.7: Extéleon tov Iepdpartog 1-1

7.6 Ewcayoyn teipapdtov xpoévov

To debtepo keparoto Tov PiAiov €yl 600 mEpduoTa ToL oyeTilovTan pue T HETPNOT TOV YPAGVOL Kot
T1G S10POPEG TTOV £XEL TO YNOLOKO LE TO avadAoykd porot. Ta 600 mepdpata dabétovv Eva avaloykd
Kot €va yneukd poddt, to omoio eppavilovior oto pikpd QR code, evd oto peydio QR code
eUPavifeTor 0 YOPAKTAPOG TOL TOLVIOWOD HE TO OVTIKEIUEVO, TOL TEPAUATOS TOV TPEMEL VO
ypovouetpnOovHv.

7.7 Polroywo

To Bacikdtepo oToLKElD TOV KEPAAAIOV Elvar 1] LETPMOT TOL ¥PAVOL Kot 1 dLapopd LeTAED avaAOYIKOD
KOl YNOLIKOD POAOYIOV. ZTNV €PApPLOYN dnuovpyndnkav dvo poviéda (oynua 7.8) yid avtdv tov
oKomo, Kobmg kot scripts Yoo Tov €ieyxo tovg, to “DigitalClock” kot to “AnalogClock” mou
KAnpovopel otoyeion amd 1o mpmto. Ot Acttovpyieg TOVG glval 1 ErOVEKKIVIOT, 1| XPOVOUETPNGTY, M
Tovon, N eravEVapEN Kot 1 ELPAvion Tov xpdvov. ITo avaAvTikd:

void Update(): puetpdet tov ypovo ke kopé.

public void ResetTime(): kdvel emavexkivinon Tov ypovo.

public void StopTime(): cTapatdel Tov ¥povo.

public void StartTime(): av o ypdvoc eival CTOUOTUEVOS TOV KAVEL ETOVEKKIVION.

protected virtual void CountTime(): ypnowonoteitar dtopopeTikd and ta 600 scripts, 61O
digital eppavifer oe éva text(TMP) tov ypoévo kot oto analog wadel v pébodo
RotatePointers().

e void RotatePointers(): mepiotpépet Tovg deikTeg TOV POAOYLOD.

protected void CalculateMinSec(): dwoywpilet ta Aemtd amd o devTEPOAETTO.
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ymua 7.8: Movtéha Poloyuodv

7.8 Ileipapo 2-1: pétpnon (POvov-eKKpeNES

¥t oknvn tov mEpapotog 2-1 (oxnuoe 7.9) vrdpyer oto ueydro QR code évo ekkpeuég to omoio
TAAQVTOVETOL OTOV O YOPUKTNPOG TO AKOVUTNGEL, EEKVOVTAS TavTdYpova o poAdyta. Xto Ul vrdpyet
10 Kovpni STOP, pe tn duvaTdOTNTO VOl GTOUATAEL TO EKKPEUEG KOL TOV YPOVO TOV POAOYLDV.

7.9 Ieipapo 2-2: pétpnon YPOVoOV-KEKMUEVO EMITEDO

1 oknvn tov mEepapatog 2-2 (oynua 7.10) vtapyet oto peydio QR code o opaipa, Evo KeEKAUEVO
eminedo kal £vag ydpog aAnieniopoaong. O ckomdg gival vo, LETOQEPEL O YPNOTNG TV GPAIPA [LE TNV
BonBela tov yapaktpa otov Interactable ydpo, Eexvadvtag €161 o poAdyla kabde 1 ceaipa Kuldet
OTO KEKAMUEVO ETimedo.

Yynupa 7.9: Extéleon tov Iepdpartog 2-1
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Mo 7.10: Extéheon tov [epdpatog 2-2

7.10 Ewayoyq neipopdtov fadpovg

To tpito Kepdlowo acyoAeitar pe v uétpnon tov Pdpovg, ypnowomoidvrag {uyd, elaTiplo Kot
otafud. Xty ILE. viomomOnkav tpia melpdpato e TpeLg OKNVES YPTCLLOTOLOVTOS LOVO TO UEYAAO
QR code, 610 omoio vrapyEL O YOPUKTNPOC, OPIGUEVE OvTIKEIpEVA Yo {OYIon Kot To Opyava. Yo Tov
okomo ovto. Kabe avtuceipevo ya {hyiom, dwabétel 1o script Weight to omoio €xetl pio petafantn yuo
TOV EAEYYO KO TN GVYKPLGT TOL BAPOVG TOV UE TNV OKNVY.

7.11 Ileipapo 3-1: pétpnon Papovg pe Lvyo

X oknvni Tov mepduatog 3-1 vrdpyel o Luydg pe Vo onueio aAANAETiOpaonC, TEGGEPLS KaTNYOopleg
otabumv, Bapovg 16, 24, 32 kot 40 ypappapiov kot pio ceaipa dyvootov Bapovs Yo Tovg Yp1OTES.
YKomdg TOL TEWPAUATOG €ivar ol pabntég vo Aertovpynoovv tov {uyd Kol Vo KoTaPEPOLY Vo
petpnoovue to Papog g opaipag, n omoia Luyiler 120 ypaupdpia. Kabe mdato tov {uyod ywpdet
UEXPL TECCEPU OVTIKEILEVO, TO OMOIN LETAPEPOVIOL L€ TOV YOPOKTINPO OO KOl TPOG TOV YDPO
olnAenidopoaong. H xeporn tov {uyol teivel mpog to mATO e TO OVTIKEIUEVA PE TO UEYUADTEPO
Bapoc, pe v xprion tov script Scale. [Mapdaderypa tng oknvig veapyel 6to oynue 7.11.

7.12 Ieipapo 3-2 ko 3-3: pétpnon Papovg pe ehatiipro

3TN oknvy TOL TEPAUOTOS 3-2 VITAPYEL TO EAUTIPLO UE EVOV XAPOUKO KOl EVOV YDPO CAANAETIOpacNS
Kol wévie otabud Papovg 5, 10, 15, 20 kou 25 ypoappapiov. Lkomdg TOL TEPAUATOC gival, va
ouvdvacovy 10 Bapog TV otabumv pe To péyebog ™V TapapdpE®oNS ToL gAaTNpPiov, EAEYXOVTAS TO
pe tov yapaka. Ot pabntég, pe tn Pondela Tov yopoKTApa, TPETEL Vo PETAPEPOVY TO oTaOUd GTOV
YDHPO OAANAETIOPOACTC KOl VO, TOPATNPTICOVY GE TTOO oNUEio €yl OTAGEL 1| Akpn Tov ghatmpiov. Ta
OTOTEAECILATO TOV LETPNOEMV elvarl yprioia oto meipapa 3-3, kabmg n oknvn givatl Tapdpoln e Tov
nepdpatog 3-2, pe  dapopd OtT1, o1 padnTég dev Yvapilovv 10 PAPOG TOV AVIIKEWUEVOV TOL TPETEL
va Quyicovv (42 o k0Pog ko 55 M opaipa). [Tapadeiypoata tov mepopdtov vadpyovy ota oynua 7.12
won 7.13.

63



Kepdioo 7

ymua 7.13: Extédheon tov [epdpotog 3-3
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7.13 Emihoyog

Hopoamdve avaAbOnkav cuvorTikd to Tpio TpdTO KEPdAaia Tov Pipriov ¢ puowkng A’ T'vpvaciov,
omd To cuVoAKd dddeka. To KePAAALL AVTA OPOPOVY TN UETPN O TNG ATOGTACNGS, TOV YPOVOL KOl TOV
Bapovg kot cvvodevoviow amd avtictoyo mepdupota. [lo cvykekpyéva, To TPAOTO KEPAAOLO
neptlopfavel Eva meipopa, To de0TEPO 6O KOl TO TPITO KEPAAMO Tpio TEWPApaTA. ZTO TAAICIO TNG
ILE. ta mepdpota avtd vAomolovvtal e tny xpnon tov Unity.

65



Kepdioo 7

66



[Tepdpata pétpnong Bepprokpaciog Kot NAEKTPOUAYVITIGHOD

Kepdiorw 8o0: Ilsipapota péTtpnong  Ogpupoxkpacioc Kot
NAEKTPORAYVITIGROV

8.1 Ewayoy Osppotnrog

To peyatvtepo koupdtt tng ILE. givar n viomoinon tov kepoiaiov mov oyetiloviol pe v pérpnon
¢ Beppokpaciog, Kabdg €61 amd Ta dmdeka Kepdiata (kepdiota 4 péypt 9) Tov oyoikov Bipiiov tng
(QUOIKNG, APOPoVY avTo TO BENa.

8.2 Ogppoperpo

1o pikpd QR code Twv oknvov vrdpyel og avtikeipevo Toudi va Beppopetpo (oynua 8.1), To onoio
éxel éva, Box Collider otnv Bdon tov kot to script “Thermometer” (oyfua 8.2 kot 8.3). To vypd T0VL
Bepudpetpov €xel wg material o “Thermometro Ygro Material”, emttpénovtog vo aAAACEL Suvapukd M
otabun tov, delyvovtag v ocwoty Oepuokpocic. Ov petafintéc kot ot pébBodor Tov script
“Thermometer” mapovc1dlovtol TaPaKAT®:

public Renderer therMaterialRenderer: 1o vikd Tov Ogppopetpov.

[SerializeField] float currentTemperture = 50: Tpéyovoa Oeppokpacic.

[SerializeField] float material TempertureHight: petafint yio to Yyog tov vypov 6To VAIKO.
public float maxTemperture = 130: péyiotn Beppokpocia.

public float minTemperture = -40: pukpdtepn Beppoxpacia.

float tempertureRange: n dtapopd maxTemperture - minTemperture.

[SerializeField] bool useUiText = true: boolean yia o £leyyo ypnong tov UL

[SerializeField] TextMeshProUGUI tempertureText: avtikeipevo Keevoy yio Ty eL@dvion
g Oepuokpaciog oto UL
e [SerializeField] Transform textPivot: 8éom tov tempertureText.

allWithThermor

Yyqua 8.1: Movtého Oeppopétpov 6to Mikpd QR code
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UﬁityEngine;
TMPro;

Thermometer : MonoBehaviour

[Header("Thermometer Variables™)]
r therMaterialRenderer;
d] currentTemperture = 5@;
d] materialTempertureHight;
maxTemperture = 138;
minTemperture = -48;
tempertureRange;

useliText = 8
MeshProUGUI tempertureText;
sform textPivot;

start()
tempertureRange = maxTemperture - minTemperture;
TempertureToMaterialTemp();
(luseliText)

{
}

tempertureText.text = "";

Update()

(useliText)

{
}

MoveUIText();

MoveUIText()

Vector3 textPos = Camera.main.WorldToScreenPoint(textPivot.position);
tempertureText.transform.position = textPos;

tempertureText.text = currentTemperture.ToString(“F1") + " C";

SetCurrentTemperture( newTemp )

currentTemperture = newTemp;
TempertureToMaterialTemp();

Zynpa 8.2: Script: Thermometer. 'Eva amd ta Avo

TempertureToMaterialTemp()
materialTempertureHight = Mathf.InverseLerp(minTemperture, maxTemperture, currentTemperture);

ChangeMaterialThermometerTemperture();

ChangeMaterialThermometerTemperture ()

therMaterialRenderer.material.SetFloat("_Hight", materialTempertureHight);
onTriggerStay(Collider other)
TempertureController otherTemp;

(otherTemp = other.gameObject.GetComponent<TempertureController>())

SetCurrentTemperture(otherTemp.temp);

Zynua 8.3: Script: Thermometer. Avo and o Avo
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private void Start(): apyuomoinon pHeTapANTOV.
void Update(): xarel tnv péBodo MoveUIText().
void MoveUIText(): petaxivel to Ul text avdioya pe tnv B€om tov Bepuodpetpov.

public void SetCurrentTemperture(float newTemp): wéver to currentTemperture ico pe to
newTemp kot kaAei o TempertureToMaterial Temp().

void TempertureToMaterial Temp(): pvBpiletl to vVAIKO.

void ChangeMaterial ThermometerTemperture(): aALALEL TO VYOG TOV VYPODH TOL VAIKOD.
private void OnTriggerStay(Collider other): Av n Bdon tov BepuodpeTpov axovumder KATOL0
OVTIKEIIEVO ue T0 script TempertureController Kodel mv pébodo
SetCurrentTemperture(otherTemp.temp).

To, avtikeipeva mov wpénel va Bepuopetpnbovy éxovv 1o script TempertureController, to omoio £xet
pio petafintn float yuo v Beprokpacio tov.

8.3 Ieipapa 4-1: Métpnon Oeppokpaciog vepov pe kevo Oeppuopetpo

To meipapo avikel oto 40 kePGAN10, TO omoio oyetiletan pe v pétpnon g Beppoxpacioc. TKomog
TOV TEWPAOTOC Eivat, 1 TomoBETnon Tov BeppropnéTpov amd Tovg LabNTEG HECH GTO TOTNHPL UE TO VEPO
Kovvavtag o pkpd QR code pe ta yépia tovg. Ta 000 onueioc aAAnAenidpaong emitpénovy Tov
YOPOKTAPO Vo ovoryokAeivel v eotio Beppdtnrag Kot to Ao va youypaivel 1o vepd mpochiTovtog
ndyo oe avtd. Xto ovykekpyévo meipapa, 1 petofinty “Use Ul Text” oto oavrikeipevo tov
Oepuopétpov, mpénel va givan false, yloti 0 okomdg Tov mEphpatog gival vo Kotahdfovy ot pabntég o
7oto onueio tov BeppopétTpov PTaveL To VYPS dtav 1 Bepuokpacio Tov gival 100 kot og TOWO onueio
otoav eivar 0. [Tapdderypo Tov TEPAUOTOC VILAPYEL OTNV oYL 8.4.

8.4 [Ileipapa 5-1: E€icopponnon Oeppokpaciog

To melpapa 5-1 €xel og okomd v KoTOVONGN NG €&looppodmnong g Bepuokpaciog 600 vVYPOV,
onAadn v aAlayn g Bepuokpociog evog Beppold vypov OTav £pYETOL GE EMAPN HE €va GAAO,
yopnAdtepng Bepuoxpacioc. Ot pabntég mpémel apykd vo Oeppdvouvv to vepd mov Ppicketar otnv
€0TIOL OEpUAVONG, HETAKIVOVTOC TOV YOPOKTINPO GTOV OVTIGTOL(O YDPO OAANAETIOPAOTG, LETPDOVTOG
v Beppokpacio Tov pe To BEPUOUETPO KOL GTN GUVEYELD VO UETAPEPOVY TO SOYEID OO TNV €0TIN
TPOG TO PEYAAo doyeio, mov mepi€yel vepd oe Bepuokpacio dwpatiov kol éva akivnto Oepuopetpo. Ot
LoONTéG TPEMEL VoL CLUTEPAVOLY OTL KATE, TNV ETAPT TOVS T dVO VYPE TPocTadohv Vo IGOPPOTGOLY
Tic Oeppokpacieg tovg, avePdlovrac Oeppokpacioo T0 Yuypdtepo amd To OLVO KOl YAVOVTOG
Oepuokpacia o mo Oepud. [apddetypo Tov TEPALOTOG VITAPYEL OTNV GYHUa 8.5.

Zynpa 8.4: Ioapaderypa [epdapotog 4-1 Apiotepd: To Nepod Bpalet. A& To Nepo Poyeton
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Zyua 8.5: Tlapaderypa [epdpotog 5-1. E&icoppomnon Oepprokpaciog

8.5 Ileipapo 6-1: Métpnon Oeppokpaciog vepod pe Oeppopetpo

[Hovopoidtono pe 1o meipapo 4-1 eivon kor to meipopa 6-1. H dopn tov elvar m idw pe to
TPOTYOVLEVO, UE TN dlapopd OTL To Bepuopetpo tov mepauatog 6-1, &xel v petapint “Use Ul
Text” = true, pe okomod vo epeaviletal n axpiPng Oeppokpacio tov Oeppopétpov oto UL

8.6 Ilsipapa 7-1: IIEN vypav o€ KamdKio,

2KOTOC TOL MEWPANNTOS €ivarl KataAdBovy ot pabntég v dwadkacio g TMENG TOV VYPOV KOl Vo
dovV TNV avTidpaoT TOL VEPOD GE AVTO TO PAIVOUEVO, G 0vTifeon e GAAa vYpd OT®S TO Addt. ZTnV
oknvn dev vrdpyel To pikpod QR code, Adyw tov 6T1 dev ivan amapaitntn 1 YpNon tov Beppopétpov
o€ atd 10 meipapa. Xto peydro QR code vdpyovv To KATOAANAO OVTIKEILEVO Y10 TV EKTELEGT] TOV
TEPANOTOC, dNAadT 000 Kamakio e vepd Kal Addt, 600 motipla pe vepd Kot AAdL, O YUPOKTNPG KOt
évag katayOktng. Ot podntég mpémet pe ) Ponbela Tov YoPAKTPA VO LETAKIVIIGOVV TO KOTAKIO LEGOL
OTOV KOTOWYOKTI KOl TOTAOVTOG EOVO GTOV Y®PO OAANAETIOpaoNS, eUQOVIovVTal Tay®OUEVE TAEOV TO
d00 KOTAKLOL. TN GLVEXELD, UETAPEPOVTOG TO, TAYAKLO GTO OVTIGTOL(O TOTNHPLN LLE TO GOGTO VYPO, Ha
TOPATNPNOOLY OTL TO TAYAKL TOL VEPOD EMTALEL CTNV EMPAVELD TOV TOTNPLOV LE TO VEPO, EVA TO
aryakt Aodod Pubiletar, Aoy g dapopds oty mokvotnta. [Hopddetypo Tov TeEpanaTog VILApYEL
610 oynua 8.6.

8.7 Ieipapa 7-2: IIMEN vypoV 6¢ provkdia

Avrtictoyo pe to mponyoduevo meipapa givol o meipapa 7-2, Exovtag og facikd ototyeio v TéN
TOV VEPOV. XNV oknvi 0ev vadpyel To pkpd QR code pe to Bepuopetpo, evd 6to peydro QR code
VILAPYEL O YOPOKTNPOS, VOGS KATOWYVKTNG Kot dV0 YudAtva pmovkdAila, To éva e vepd Kot To GAAO pe
AGoL. Otav ov pobntég petagépovv ta dVO UTOVKAAINL GTOV KOTOWOKTY, pe v Ponbewa tov
yapoktnpa, 0o Tpénel pe va tpito mATnUa TOL interactable va guovicTOOV Ta V0 UTOVKAAMO EE®
omd TOV KOTOWOKTY UE TOYOUEVO TO TEPLEYOUEVO TOVG. Xe avtiBeon pe v wpaypotikny (on, avti N
Swdkacio Ba Emapve apketés dpeg PEPL va Yivel 0poTd TO OTOTELEGA TNG THENG TV VYPGV. To
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Yynua 8.6: Tapaderypa [epdpatog 7-1. Apiotepd: Ta Komdkio Eivat [ayopéva. Aegid: Ta Maydkio Eivot
Méoa ota Aoyeio pe ta Yypa

amotélecua mov Oa ToPATNPCOVY Ol HoBNTEC ival OTL TO YVAAVO UTOLKAAL TTOV TTEPLEYE TO vEPOD,
glval mMAéov OTaGLEVO.

8.8 Ileipapa 7-3: Métpnon Ocppokpaciog € dH10.PopeTIKA ETimEd

>to meipopa 7-3 ot pabntég mpémel va Beppopetpricovy to vepd pEsa oto doyeio pe To Beppopetpo
7ov dwbétovv oto wikpd QR code. Me v forbeta Tov yopakTipa o1 LodNTEC TPEMEL VA YEUIGOVV LE
TAYaKlo To 00Yelo Ue TO vePO Kol £mELTO, UE TO OEpUOUETPO, VO TAPUTNPNGOLY TIG SOPOPES TNG
Oepurokpaciog oty EMEAVELD TOV VEPOV, GTOV TATO TOL doyeiov kot evdldpecsa. Tlapdderypa Tov
TEPALOTOGC VILAPYEL 6TO GyTua 8.7.

Yymua 8.7: Tlapaderyua Mepdpotog 7-3. Tldve: H @gpuokpacio eivar 0. Méon: H Ogppokpacio ivar 2.
Kérw:H O¢gppokpacio eivor 4
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Zyfua 8.8: Tlapaderypa [epdpotog 8-2. dag ko1 Oeppokpacio

8.9 Ilsipapoa 8-1: Alrayn Oeppokpaciog Loy®m TG

H viomoinon tov mepdpatog 8-1 &ywve pe pie moAd amin dSwdikocic, Kabdg dev giye peydAeg
arortoelg. O oxomodg gival va kataddfovv ot pabntég 6t avapovtag pio AGUTO TUPAKTOGEMS KOVTA
o€ éva Bepuopetpo, n Beppokpacio Tov Oa avéndei. Xty oknvn dev yivetar 1 ypnon tov pikpod QR
code, KaBmOG T0 BepudpeTpo PpiokeTon 6TATIKS GTO £00(POC, TEPIUEVOVTAG TOV AT pa va avayel. To
QMG TOV AAUTTAPO OEV EVOL GTNV TPOYUATIKOTNTO KATO0 avTikeipevo pe to cvotatikd: Light, aAld
glvar P emimedn emedvelo pe dSiipovo VAIKO, Tov divel TV yevdaichnon Tov avappévov paTog.

8.10 Ilsipapo 8-2: Alrayn Oeppokpaciog LOY® CKOVPOYPOUNGS ETPAVELNS

[Mopdépolo pe 10 mpomyovuevo zeipapo eivolr to meipopo 8-2, €yoviog v 1010 Aoyikn HE TO
Bepudpuetpo ko tov Aapmtipa. Ta emmAéov avtikeipeva g oknvig etvar 600 yapToTovies, ol Agukn
Kot pio podpm, Ko Eva Beppopetpo, avédvovtog tov apfud tov BeplopéTpev KTl £va. XKOTOG TOVL
TEWPAPATOG VAL VO KOTAVOGOLV 01 HoONTEG TO YEYOVOG OTL TO HOOPO YPDUO ATOPPOPE O EVKOA TO
Qmg, HeTaTpémovtdg To oe Beppotnto. [lapdderypua Tov TEPAUATOG VITAPYEL GTO Gy, 8.8.

8.11 Ileipapa 9-1: ®arvopevo Tov Ogppoknmiov

To meipapa 9-1 givar o cuvdvacudg TPIBV TTEpapdTOY ToLv BifAiov, Tov 9-1, Tov 9-2 Kot tov 9-3, Adyw
oV OTL TO TEWPANATO TPEMEL Vo Yivouv dtadoywkd to éva petd to dAAo. Ot pobntéc, pe 10 mapov
melpapa, TPETEL VO KOTAVON GOV TNV avénorn g Oepuokpociog mov mpokaAiel to d10E€i610 TOL
avBpaka, dnpovpydvTag Eva pikpd mepPaiiov pe ovtoév Tov okomd. Me Bdon to oyohkd Piiio, to
epPariov mov mpémel va dnpiovpyndel, daBéTel o GEUIPIKT YOAAVN GLOAN LE LUKPT TOGOTNTO
yopotog kot éva Bepuopetpo. To mpdTo 6TAd10 TOL TMEWPEpATOG KaAel TOLS PadNTEG VA avayovy Tov
AQUTTAPO TOPOKTOCEMG, TOPATNPOVTAG OTL 1 Ogppokpocio avePaivel OT®MG oTA TPONYOOUEVA
nepdapata(neipapa 8-1 ko meipapo 8-2). To dedTEPO GTAOI0 TOL TEWPAUATOG Eival Vo TomoOeT GOV
péca oy eLIAn Alyn mocdtnto avOpakovyov vEPOU, £Va, KOTAKL LLOYEIPIKNG GOJUC, KOl TPOGEKTIKA
pe éva kolopdkt vo ptéovv pepikég otayoves Eudol 610 KamdKl, LE OKOTO va avéPel Kot GAAO M
Oepuokpacia. Dvoud, To TeAevTOio PO YIVETOL QVTONOTO LE TNV XPTON T®V animations. Xto Tpito
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Kot TEAELTAL0 OTAS10 O pabntég, pe v Ponbelo Tov yapakTpa, TPEREL Vo, TomobeThcovy uéca oTNV
YOOAVY opaipa £vo aVOUIEVO KEPAKL, Y10 va avePdost pepukone Pabpoig kedoiov to Bepuopetpo. Ta
oo Tov TEPARATOG VTAPYOVY MG TOPAdELY LA GTO TYNUa 8.9.

Yynua 8.9: Tlapadetypo [epdpatog 9-1. dawvdpevo Tov Oepproknmiov

8.12 Ewsaymyn nAeKTpOpayvVITIGHOD

Xe avtd To KeQAAUO Tapovctdloviat To TerevTaio TEPAUATE TOV GXOAKOD PiAiov TG PLGIKNG, TOV
oyetifovtal e ToV NAEKTPIGUO Kol ToV nAekTpopayvntiopd. H tpdtn katnyopla Tepapdtov £l o¢
OKOTO, VO Udbel otovg pobntéc tov Tpdémo Asttovpyiag evog kKukAduatog. H devtepn katnyopio
oyetileTal Pe TOV NAEKTPOUAYVITIGUO, TNV LETUTPOTT NAEKTPIGHOD GE HOyVNTIOUS KOl TO AVTIGTPOQO.
To mapokdto mepdpoato ypnoomoodv poévo 1o peydro QR code, kobmdg to pikpd dev eivan
OTOPOLTNTO Y10, TV VAOTOINGT TOVG.

8.13 Iewpapora Tov ke@araiov 10 Tov Prffriov

To, mévte mepapoto Tov Kepaiaiov 10 éxovv okomd vo d1dAEoVY oTovG HabNTEG TNV dl0popd EVOG
KAEIGTOD KOl €VOG OVOLYTOD KUKAMUOTOC, YPNOUYOTOIDOVIOS TOV YUPUKTHPC TOL TToLVIOoD Yo Vo,
GUVOEEL KOl VO OITOGLVOEEL TO KOAMON TV KUKA®PATov. Xto meipapa 10-1 to aviikeipeva mov
VRLAPYOLV GTNV OKNVA €lval pua pmatopios cuvoedeuévn o€ Eva Poitopuetpo. Zta mepdpata 10-2 kot
10-3 eppavifovtar oty oknvi o protapio. cUVOESEUEVN UE KOADOWL GE EVO AQUTAKL, ETITAEOV
VITAPYOVV GUVOETNPEG YO VO avOryokAEIvOUV T0 KOKA®UO o€ dtapopeTikd onueia, Eeywpilovog ta
dvo mepdpata. Ta mepdpota 10-4 kot 10-5 eivar mapdpota pe ta 500 TPoNyovUEVA TOVS, EYOVTOC TV
SLpopd OTL T KUKAMUOTO SIOKOTTOVTOL ad GUPUATEVIO KOLPdaplo, Ta omoia Oepuraivovtol Kot omdve
OTOV TO KUKAQUATO €ivol KAESTE, apnvovtdg ta og GAAn popon. [Hopadeiypota tov mepopdtov
vrépyovv oto oynua 8.10.
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Kepdao 8

8.14 Ileipapo 11-1: A6 TOV NAEKTPIGNO GTOV NAEKTPOUAYVITICHO

YKomOg TOL TEWPAUATOG €ival va Kotohdfovy ot pabntég g mpO™S yvuvaciov, Ttov TPOTO
LETUTPOTNG TOL MAEKTPIOUOD OE MAEKTPOUOYVNTIGUO Kol TEAMKE VO, TOPATNPHOOVY OTL UmOpEl vo
dnpovpynBel kivnon. v oknvi| LLAPYEL O YOAPOKTAPOS Ue OAo Ta VAKE Tov mepdpatoc. Otav o
ypnotg Ba axovumnoel 6do ta VAIKA, To Tnvio Ba apyicel va mepiotpépetol otov AEOVE Tov AGY® TOL
HOYVATN KOl TOL NAEKTPIKOD PEVUOTOC TOL TO Olamepvd. [Tapddetypo Tov TEPAIOTOC VITAPYEL OTNV

oyxnpa 8.10.

Zynpa 8.10: IMepdpota Kepoaraiov 10

e 8.11: Tepapata Keporaiov 11

74



[Tepdpata pétpnong Bepprokpaciog Kot NAEKTPOUAYVITIGHOD

8.15 Ileipapo 12-1: A6 TOV NAEKTPONAYVITIGUO GTOV NAEKTPIGUO

To televtaio meipapa Tov BiPAiov aopd TV HETOTPOTN TG KIVITIKNG EVEPYELNG GE NAEKTPIKN, LE TNV
Bonbeto TOL NAEKTPOLOYVITIGHOV. XTNV GKNVI OV VTAPYEL O YOPAKTHPOS TOL TTaLyVioloD. Avt’ avtoh
naipvel v B€oM TOL TO AVTIKEIILEVO TOV TEPAUATOS, ONAAOT Lid KATaokKeLN Le dVo payvites, éva led
Aopmdit, £va Tnvio wov TePPAALEL Eva YOPTOVL, Y10 VO GUYKPATEL TOVG LOYVITES Kot Eva Kap®i, OTmG
eaivetor oto oynue 8.11. Onwg Oo énpene va KAvouv GTNV TPAYLOTIKOTNTA Ol pobntég, eival
omopaiTnTn) M TEPLOTPOPT TOL KAPELOV OTOV AEova Tov, Yo va dnuovpyndel peopa Adyo Tov
NAeKTpOUAYVNTIGHOV, pe okomd va avdyel to led Aopmdki. Oco o ypfyopn €ivol 1 TEPIGTPOPT| TOV
KapeLov, TG0 mo ToAD Bo avayel To Aapmdkt Tov TEPAnaTog. H viomoinon avtig g dodikaciog
yiveton oto script SpinWithTouch, vroioyilovtag kdOe kapé v 0om TOV dokTVAOL GTOV 00OV Kot
ovykpivovtog v ondotacn mov Exel pe TV B€orm Tov dOKTOAOL TOV ElYe GTO TPONYOVUEVO KOpPE

(oyMuo 8.12).

(Input.touchCount > ® & Input.touches[8].phase == TouchPhase.Moved)

isTouching = ;
touchPosition = Input.touches[@].position;

rotateSpeed = (prevTouchPosition - touchPosition).magnitude;
TurnOnLamp();

prevTouchPosition = touchPosition;

objPos = Camera.main.WorldToScreenPoint(transform.position);
touchRotation = (touchPosition - objPos).normalized;

TurnOnLamp()

(rotateSpeed <= 9)

(rotateSpeed > 200)

lamp.material = lampOnFull;

lamp.material = lampOn2;

Yynpa 8.12: Mébodotr CheckTouching kot TurnOnLamp tov Script SpinWithTouch
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Kepdao 8

8.16 Emilkoyog

MHMopoamdve avaAdlOnKav To TEPAUOTO TOV TETAPTOV EME KOL TOV dMOEKATOV KEPUAMiov Tov Piiiov
™G euotkng A’ 'vpvaciov. Ao 10 KEQPAANIO TEGGEPO PEXPL TO EVVIA TOPOVGLAGTIKAY TO, TEPALLOTOL
mov oyetiCovron pe v pétpnomn g Oepuokpaciog, kabmg Kot 0 TPOTOG VAOTOINGNG TOV AVTIKEUEVOL
“Oepuodpetpo”. Ta tpia TELeVTAiN KEPAAOIA TOV PBAiov, apopovv Ttepduata Tov oyetilovtal Pe Tov
NAEKTPIGUO KOL TOV MAEKTPOUAYVNTICUO Kol Tnv dwdikacio. dnuovpyiog TV GKNVOV, HE TO
nepdirov Unity.
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Telkd cvunepdopata kot fertidvoelg g ILE.

Kepdhiow 90: Telka copmepaoporto Kot fertiooes g ILE.

To, telkd cvumepacpoto wov ANednkay pe to mépag g ILE. kot tng dnuovpyiag g e@aproyng

sival ot

O 1pomog OwaokaAing pmopel vo yivel mO €OKOAN KOU 7O OTOTEAEGUATIKG ONO TOLG
dddaoKkovteg, dlvovtag otovg uadntég to epyoleio mov yperdlovtal yio vo, EKTEAECOVY TO
nepapoto Tov PiAiov ympic va dtabétovv ta epyareio Kot Tov eEomMopd pe eLGIKd TPOTO.
Avt’ ovtov ot dddokovteg eivor amopaitmto vo dwbétovv poévo TV epappoyn o€ pia M
neploodTepeg cvokevég android, Tig omoieg 1 mAsloyneia TV pobntov dwbétovy, Kot 6Ho
TUTOUEVEC EIKOVEC G€ YapTi oL Oa Eyouv Tov pOLo TV target images.

H d1ackaiia yivetar mo evydpiomn yuo tovg pobntés. Eivar mo gvxoro va mpoonimbel éva
modl nikiog 12 pe 13 etov oe pia 006vn kvntov, Bopilovrag v kabnuepvotnTd TV, OO
TO v aKovel Be@pnTikd To TEWPAROTO YOPIC Vo, €(EL TNV KATOAANAN OTTIKOOKOVGTIKY|
avtamokplon. To epébicpa mov AapuPdvel o pabNTAG EKTEADVTOG KOl OAOKANPOVOVTUS TO
oy vidy, tov dlvouy o oicBnorn wavomoinong 0Tt KOTAPEPE VO KAVEL COGTA TO TEIPOLLOL
dtvovtdg Tov TaVTOYPOVA KOl Lio KOADTEPT dUVATOTNTA OTOUVILOVEVGTG TOV TTEIPGLOTOC.

H onpovpyia evoc moayvidtod pe to, katdAinio epyaieio 6mwe to Unity, pmopel va yivel ToAy
gbkola €xovtag éva omotd voPabpo. Mmopovv va dnpovpynBodv mayvidia, oL pdvo yuo
dlooKkEdaoT, 0AAG Kot yio. pdbnomn pe v ypnon tov AR kot GAA@V TEXVOAOYIOV TOV TOUEn
tov XR.

H epapuoyn Bpioketat oe pia £kdoom mov pmopel vo ypnotponomel and padntég Kot eKmodevTikond,
oAAG vmdpyovv TOAAEG PeATudoelg mov pmopolv va yivouv yuo va glval To €0YPNOTO KOl MO

amoTEAECLLATIKO 0TV eKpdOnon mepapdtov. Tpomot Beitioons Ba propovoav va givar:

[T @uKod mepPaAL@V Yo TOVG LabNTES.

AtopBmon kot PedTion Tov KOOKA.

Beltioon ypagikdv and enayyeipotiec 6tov topéan tov 3D.
IIeprocodtepa mepdpata.

KaAbtepeg 0dnyieg yuo ke meipapa(tutorials).

Anpovpyio TV TEPARATOV LE TV TEYVoloYia VR.
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ITAPAPTHMA A :Apyeio Mainlight.hlsl

void GetLightingInformation float(out float3 Direction, out float3 Color, out float Attenuation)
{
#ifdef SHADERGRAPH PREVIEW

Direction = float3(-0.5, 0.5, -0.5);

Color = float3(1, 1, 1);

Attenuation = 0.4;

#else
Light light = GetMainLight();
Direction = light.direction;
Attenuation = light.distance Attenuation;
Color = light.color;
#endif
h

IHAPAPTHMA B :Script PlayerController

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Al,

using UnityEngine.EventSystems;

public class PlayerController : MonoBehaviour
{
NavMeshAgent myAgent;
[SerializeField] LayerMask whatlsInteractable;

[SerializeField] Transform holdingPosition;

[Header("DEBUG")]
public Vector3 vel = new Vector3();

public bool isHolding = false;
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void Start()

{
myAgent = GetComponent<NavMeshAgent>();

void Update()

{
CheckIfTouch();

vel = myAgent.velocity;

void CheckIfTouch()

{
if(vel.sqrMagnitude>0)

{

return;

}
if (Input.touchCount > 0 && Input.touches[0].phase == TouchPhase.Began)

{
if(CheckIfTouchUI()) { return; }

Ray ray = Camera.main.ScreenPointToRay(Input.touches[0].position);
RaycastHit hit;
if (Physics.Raycast(ray, out hit, whatlsInteractable))

{
TrylInteract(hit);

bool CheckIfTouchUI()
{
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foreach (Touch touch in Input.touches)

{
int id = touch.fingerld;

if (EventSystem.current.IsPointerOverGameObject(id))

{

return true;

}

return false;

void Trylnteract(RaycastHit hit)
{

if (hit.transform.CompareTag("Interactable"))
{

TryMove(hit.transform.parent.position);

+else if(hit.transform.CompareTag("Ground"))

{
TryMove(hit.point);
}else if(hit.transform.CompareTag("Pick up"))

{
TryMove(hit.point);

void TryMove(Vector3 hit)

{
myAgent.SetDestination(hit);

public void PickUpltem(Transform item)

{
if (holdingPosition.childCount > 0)
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return;

}

item.SetParent(holdingPosition);

item.localPosition = Vector3.zero;

item.localRotation = Quaternion.Euler(0, 0, 0);//set rotation and position of item's parent to

holdingPosition

isHolding = true;

public void PutDownButton()

{

if (holdingPosition.childCount == 0)
return;
Vector3 newPosition = holdingPosition.transform.position;

PutDownltem(transform.parent, newPosition);

public GameObject PutDownltem(Transform newParent, Vector3 newPosition)

{

GameObject item=GetltemHolding();
if (item==null)
{

return null;
}
isHolding = false;
item.transform.SetParent(newParent);
item.transform.position = newPosition;

return item;

public GameObject GetltemHolding()

{

&3



if (holdingPosition.childCount == 0)
{

return null;

b
GameObject item = holdingPosition.transform.GetChild(0).gameObject;

return item;

private void OnTriggerEnter(Collider other)

{
if (other.gameObject.CompareTag("Pick up"))

{

PickUpltem(other.transform.parent);
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