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Befoidhva ot gluar o ovyypapéas avtis e epyociog kou otl kabe fonbeio v omoio giyo yio THV
TPOETOIUATIO. THS EIVAL TAPWS AVAYVWPLOUEVY KOL QVOPEPETOL oTHV epyaoia. Emions, éxw kxoataypayet
TG OTOIES THYES ATO TIG OMOLEG EKOVO. YPNON OE0OUEVMYV, 10EMV, EIKOVMV KOl KELUEVOD, EITE OVTEG
avapépovral okpifac eite mopappaouéves. Emmiéov, Pefaioovm ot avty n epyacio mpoeToLUcoTHKE OT0
EUEVOL TPOOWTIKG, EIOIKG (S OlmAwuotiky gpyacio, oro Tunuo Mnyovikwv [Iinpopopikns Kot
Hlextpovikav Zvotquadtwv tov ALTIA.E.

H mopodoa epyacia amotedel mvevuotixn idioxtyoio tov @ortnth Aviddviov Balooun mov v eKmovioe.
210 mlaiolo THG TOMTIKHG OVOIKTHG TPOGHAsHS, O GUYYPAPENS/ONUIOvpYOS exywpel oto Aiedvég
Hovemoriuio g EAGOOS Gogto xprions tov OIKoIUaToS avamopaywyns, 00VEIGUOD, TOPOVOIATHS OTO
KOIVO K01 WHPLOKNG 010 0ONS THG EPYOOLOS O1EOVWG, a8 NAEKTPOVIKT HOPPH KOL O OTOL0ONTOTE UEGO, YIO.
O100KTIKODS K01 EPEVVHTIKODS OKOTOVGS, GVveD aviaildyuatos. H avolikty mpoofoaon ato mAnpes keiuevo
¢ epyaoiag, 0ev onuaivel ko’ 010VONTOTE TPOTO TOPOYWDPNGH OIKOLWUGTOV OLOVONTIKHS 1010KTHOIOG
TOV OGUYYPAPER/ONUIOVPYOD, OVTE ETITPEMEL TV OVOTOPAYDYY, OVOONUOTIEDTH, OVILYPOQPH, TWOANT,
umopikn ypron, owavoun, éxoooy, uetapoptwon (downloading), oviptnon (uploading), ustappaoy,
TPOTOTOINGN LE OTOLOVONTOTE TPOTTO, TUNUOTIKG. 1] TEPIANTTIKG THS EPYOTIOG, YWPIS TH PHTH TPONYOVUEVN
EYYPOPN TVVAIVEGH TOV GVYYPOPEQ/ONUIODPYOD.

H éyxpion g duthopatikig epyociog amd to Tuqpo Mnyovikov ITAnpogopiknig kot Hiektpovikdv
Svotnuiatov Tov Atebvoig [avemiotnuiov g EAAGS0G, dev vTOOMADVEL ATAPUITHTMG Kol AT0S0YN TOV
ATOYEWMV TOV GLYYpaPEa, €K PEpovg Tov Tunpatog.
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IIpoioyog

H teyvoroyla éxel pépel ENAVACTOOT OTNV EKTALOEVTIKY| S1AOIKOGIO, TPOGPEPOVTAG VEX EpYAAEin TTOV
UTopovV Vo EVIGYUGOLV TN HABNGM Kot v TV Kivouy mo d1adpooTiky). Mia and Tig KatvoTopes
teyvoloyiec mov aflomolovvion To. TEAevTaic ¥povie otnv ekmaidevon eivar 1 Emavénuévn
[paypatcotnto (Augmented Reality - AR), n omoia emttpénel otovg pabntég va aAANAETIdpovV e
YNOWKE avTIKEIPEVE GTOV TPayHoTIKO KOopo. [dtaitepa o1 S1d0cKOAID TOV PLOIKAOV EMOTNUOV, M
AR pmopet va mpooceépet pio Piopatiky tpocéyyion, kabiotdvtag TV eKuddnon mo Katavont Kot
EAKLOTIKT.



Iepiinyn

2V TopoLcH SMAMUOTIKY] gpyocic otdyog Mtav 1 oxedlaon Kot avamTuén UG eKTUOEVLTIKNG
epoppoyng emavénuévng tpaypoatikottog (Augmented Reality - AR) yia ™) ddackaiio g Xnpeioag
ot B’ I'vuvaciov. H epappoyn mpocopoimvet éva meipopa avapiEng StoAvpHaToV, ETITPETOVING GTOVS
pnontég va aAAnAemidpoby pe o TEPPAALOV TOV TEWPAUATOG HECH avayvdplong yepovoumy (hand
tracking). To meipapa mov ypnotponoteiton Pacifetor otn ddaktén VAN ToV GYoAkov PifAiov Xnpueiog
g B’ T'vpvaciov.

Mo v avartoén g epapproyng xpnoiporomdnke n tiatedpua Unity, oe cuvovacud pe 1o ARCore
ka1 to AR Foundation yio trv erovénuévn tpaypaticotnto. H avayvopion yeipovopidv viomodnke
pe m yxpnon tov MediaPipe Hands, evd ta tpiodidotata povtéda viomomOnkay e T0 EUTOPKO
gpyareio Liquid Volume Pro.

H epyaocia avtr otoygdel otV EVOOUATOON KOIVOTOU®MV TEXVOAOYIOV 6T ddackoiio Tng Xnueiag,
TPOCPEPOVTOS VAV IO SLUSPUCTIKO Kol BLopatikd TpoOTo KUaNong Yo Toug nobntés.
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Demonstrating middle school Chemistry lab experiments using
Augmented Reality and Hand Tracking technologies

Antonios Valsamis

Abstract

The objective of this thesis was the design and development of an educational augmented reality (AR)
application for teaching Chemistry to middle school students. The application simulates a liquid mixing
experiment, allowing students to interact with the experiment environment using hand tracking
technology. The experiment used in the application is based on the curriculum of the Chemistry textbook
for the second grade of Greek middle school.

The development of the application was carried out using the Unity platform, in combination with
ARCore and AR Foundation for augmented reality implementation. Hand tracking was implemented
using a MediaPipe Hands Unity Plugin, while 3D models were implemented with LiquidVolume Pro
Unity Plugin.

This work aims to integrate innovative technologies into Chemistry education, providing a more
interactive and immersive learning experience for students.
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Ewayoyn

Kepaiaro 1o: Ewsayoy

1.1 Teviké vaoPfadpo ko KivnTpa

H teyvohoyia éxel petaoynuotioet v eKmToideLTIKY S10dKacio, TPOCPEPOVTOS VEES dUVATATNTES Yol
7o S100PUCTIKY KOl ATOTEAEGHATIKT UaOnomn. Mia amd Tic kavoTtdeg TeyvoAoYieg Tov a&lomolovvTal
Ta TeEAgvTaia xpovia oty eknaidevon eivan | Emovénuévn Mpaypatikomta (Augmented Reality - AR),
1 omoio EMTPENEL TV EVOOUATMOGT] EKOVIKMV OVTIKEIUEVOV GTOV TPAYLATIKO KOGLO, EVIGYLOVTOS TNV
Katavonon oOvheTmv evvolmv. Idlaitepa oTig PUGIKES EMGTNES, OTTOL Ta TEPAUOTA TAI{oVY KEVIPLKO
polo ot pnabnon, n AR pmopel va mpocpépet pia Propatikn Tpocéyyion, kabiotdvtag T didacKaiio
7O EAKLOTIKT KO KOTOVONTY.

210 pafnpote TV QUOIKAV ETGTUMVY, OTOL GLYVH Ol £VVOLEG Elval OPNPNUEVES 1] Ol TEIPAUOTIKES
Swdkacieg amaitovv epyactnplokd eEomhopd mov dev gival mavia mpooPacilog, n xpnon g AR
umopei va yepupmaoel 1o ydopa petald Bempiag kol pdéng. To cvykekpuyévo Epyo Paciletar og Eva
nelpapo omd 10 oyoikd Piprio Xnueiag tg B' Tvpvoociov, to omoio e&etdlel ™ cvumepipopd
StAvpdTOV e S1oPOoPeTIKN TUKVOTNTA (VEPO, AGdL, HEAAVL) KOl TOV TPOTO TOL AAANAETIOPOVV UETAED
toug. H emioyn avtod tov melpdpatog yve eneldn eivor EDKOAN KATOVONTO, OTTIKE EVIVTOGCLHKO KO
amoTELEL L0l 1OAVIKT TTEPITTM®ON Y10 EXOVENUEVT] TPOGOUOIMOT).

To emmAéov otoryeio mov dlapopomolel avty TNV epyacio eivar n eveopdtoon yepovouldv (hand
tracking) ©¢ péco aAANAEmOpoong HE TNV €QOPUOYY, EMUIPEMOVTIOG OTOVG pHabntég va
"TPOyLaTOTOOVV" TO TTEIPAO LE PLGIKEG KIVIGELS, YOpIg TNV avaykn ayyiypatog g 08ovng. Avti n
Hopon aAANAETIOpaoT g KAOIGTA TNV eUmEpia TO PVOIKNY Kol KAONAMTIKY.

To TpocoOTKO EVOAPEPOV Yo TN GUVOLACTIKN YPNoN AR, QUGIKAOV ETCTNUOV KOl EKTOLOEVTIKNG
teyxvoloylag, oe cuvovacud pe v embopio va dnpovpyndel éva epyoieio mov Bo pmopovoe va
aflomomBel oy 14N, amotélece TV KvnTiplo dVvaun ywo. TNV EKTOVNCT GLTAG TNG TTUYLOKNG
gpyaciog.

1.2  Aopn ¢ Epyaciag

H epyacia avt opyavdverol og d1dpopa KEGAAULO TOV KOAVTTOUV TIC PUCIKEC TTUYEG TN AVATTUENC
NG EKTOOEVTIKNG EPAPHOYNG emavénuévng paypatcotntog (AR). Kdbe kepdiaio éxel cuykekpipévo
OTOY0 Kot TEPLEYOUEVO OV GLUPAALEL OTNV KaTavonoT Kot VAOTOINGT ToL £pyov.

To wpdTO KEPAAUO TapoLGLAlel TO Yevikd LVIOPabpo Tov £pyov, STVLIIMVEL TO TPOPANUC TOV
EMADETOL KO TTEPLYPAPETAL | oNpocica Tng Texvoroyiag AR oty ekmaidevon.

210 OgUTEPO KEQAAOIO ovolveTar 1 TEYVOAOYio TG emavénuévmg mpayupatikotntoc (AR), ot
SlopopeTikol THNOL TNG, Kol TAG QTN XPNOOTolEiTOL otV gkmaidevon. Emiong, mapovsialoviat ot
TEYVOLOYIES XEPOVOLLAOV KO TO TTAOG 1 OVOYVAPLON KIVACEMY EMNPEALEL TNV AAANAETIOPAIOT] TOL XPNOTN
ue v epapuoyn. Télog, yivetatl ohykpion dtapopav PiAodnkdv Kot epyareimy Tov ¥pNoLUoTolovvToL
o™V avamtuén spopuoydv AR, pe avagopd oTig te)voloyieg mov emiAéyOniay yio avtd 10 £pyo.

270 TPITO KEPAAUL0, TEPTYPAPETOL 1 APYLTEKTOVIKT TOL GUGTILOTOS KOl O TPOTOG AAANAETISPOIOTG TOV
xpnotn pe v epoppoyn. EEetdlovtal ol amoitnoelg T0V GLOTHLOTOC, Ol AELITOVPYIEG TOL TPEMEL Va,
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vrootnpilel kot n ddkocio oyedacpod Tov TEpIPdAlovioc epyocioc. Emiong, avaAidovior to
gpyoieia mov ypnoiponomdnKay.

To TéTaPTO KEPAAULO ETKEVIPAOVETHL OTT O10dIKACTN OVATTVENC TNG EQaproYnG. Ed® meptypdpetar o
TPOTOG oL YpnoiponoOniay ot teyvoroyiec Unity, ARCore, AR Foundation, MediaPipe Hands,
«ot Liquid Volume Pro.

210 TEAEVTAIO KEPAAOLO, CVOADOVTOL TOL GUUTEPACLOTA TNG EPYACIOS Kot TOPOVGLALOVIOL TPOTAGELS
Y10, LEALOVTIKEG BEATINOELS, TOGO GE TEYVIKO OGO KOl GE EKTAOEVTIKO EMimedo, e okomd TN Peiticoon
NG EUmEPIAG TOV ¥PNOTN KOl TNG EKTAOEVTIKNG a&iog TNG EPOPLOYNS.
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Kepdhiow 20: Ozopntiko Ynofabpo

2.1 Ewoayoym

To mapodv Kepdrato mapovctdaletl o BempnTikd Kot TeXvoroyKo vofabpo mov otnpilel v avdamnTvén
™G  eKmOdeLTIKNG  gpapuoyns. Iiveton oavagopd otg Poaowés évvoleg g  Emavénuévng
Ipaypotucotntog, otig teyvoloyiec avayvapiong yewpovouldv (hand tracking), otic TAATEOPLEG
avamtuéng, kobmg kot otn dnuiovpyio Tpicdidotatwv povtédwv. [lapdiinia, egetalovion kot
GUYKPIVOVTOL GYETIKES TEYVOLOYIEC KOl €PYOAEin, He oTOYO TN SKAOAOYNGN TOV EMAOYOV TOL
voBetOnKoy Kotd TV avamrTuén g EPaproynG.

2.2  Extetapévn npaypotikétnto

2.2.1 Exrteropévn npaypotikétnto (Extended Reality - XR)

H Extetapévn [paypatikotnto (XR) amotelel yevikd 6po Tov KaAOTTEL OAEC TIG TEXVOLOYIEC O1 OTOlEG
oLVOLALOLY TOV PULOIKO UE TOV YNELoKO Koouo. Ot Teyvoroyieg avtéc mepthapupdavovv v Ewoviky
Ipaypoatwomta (Virtual Reality - VR), t Mty Ipaypatikomnta (Mixed Reality - MR) kot v
Enavénuévn Ilpaypotucotra (Augmented Reality - AR). Oleg o1 mopomdve KoTAGTAGELS
tomofetovvtol Kotd pnkog tov “Reality-Virtuality Continuum”, to omoio ekteivetarl and t0 TANP®G
QLOIKO £mG TO TANP®G YNOLoKd TePPaiiov [1].

XR

2.1 Extetapévn Tporyatikd o

2.2.2 Ewovikn mpaypoatikotnte (Virtual Reality - VR)

H Ewovikn [Tpaypoatikdtnto avagépetal o £vo TANP®S VITOAOYIOTIKG Topayouevo mepifdilov, dmov
0 YPNOTNG EivVOL TANPMG ATOKOUUEVOS OO TOV TPUYUATIKO KOGHO KOl OAMANAETIOPE OTOKAEIGTIKA LIE TO
gwoviko mepieyopevo. Ta mepiPaAiovta ovTd TapEYouV T SLVATOTNTO ATEIKOVIOTG KOTAGTAGEMY TOV
TPOCOUOIOVOLY 1) VItEpPaivovy T puotkn mpaypatikdmrta. H VR tomobeteiton oto dipo tov cuveyovg,
OmoVv dev VEioTATAL KOpio TPOSANYN PLGikoy epebicpoatoc [1].
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2.2 Ewoviki TpoyaTikdTn T

2.2.3 Mwt mpaypatikotnto (Mixed Reality - MR)

H Mt Tpoyuatikdmro amoteAel gvdtdpeon katnyopio PeETa&d TOL QLGIKOD KOl TOV EIKOVIKOD
KOGLLOV, GTNV OTOi0. GLVLTIAPYOLY KOl OAANAETIOPOVV QVTIKEILEVO OO auEOTEPO Ta TEPPAALOVTQL.
YBpwwd cvotiuota MR dapopomotovvranr petald tovg pe PAoTm YopoKINPIoTIKA OTMG TO OV 1
OTEIKOVIOT) TOV PLGIKOD KOGUOV YIVETOL AUESH 1| EUUEST, O TOTOG TNG TPOPoANg (monitor § HMD), kot
TO O VTLAPYEL 0POOCKOTIKOC GUGYETIGUOC UeYEDOLE PETAED TPAYUOATIKMY Kol EIKOVIK®Y oTotyeimv [1].
H ta&wvopnon tov cuotnpdatov yiveton pe Bdon tpetg foctkéc SlooTacELS:

o Extent of World Knowledge (EWK): Bafpog mAnpopdpnong yio Tov TpoyUatiko KOGHO,

¢ Reproduction Fidelity (RF): tolwdtto avamapoywyng Tov teppirloviod,

e Extent of Presence Metaphor (EPM): erninedo aicOnong mopovciog oto ameikovilOUEVO

nepBdAlov [2].

H 6éon evog ovotyuatog oto ¢dopua MR eEaptdton amd tov Tpdémo amekoviong, tov Pabuo
oAANAETTIOpacNC, KOOMG KOl TO TOGOGTO EIKOVIKMY KOl TPUYUATIKOV GTOYEI®V TOL TeplouPavel [2].
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2.3 MKt TporypLotikodTnTo

224 EnovEnpévn npaypotikétntoe (Augmented Reality - AR)

H Emavénpévn Ipaypoatikomta (AR) evoopatmvel gicovikd otoyeio 610 @uowd mepidiiov, o€
TPOYROTIKO XpOVO KO e YEMHETPIKT cuvérewa. Xe avtifeon pe v Ewovikn [paypatikdto, n omoia
UTOKAELEL TOV TTpayHoTIKO kOGO, 1 AR Bociletoar 6T cuyy®VELGN TOL PLGIKOV KOl TOL YNELOKO
TePIEYOUEVOL €GO G€ €va, Koo medio mpofoing. 'Eva cvomue AR opiletor ¢ tét010 6TOV TANpPOL
tpia Boctkd KpLTplo: GUVOLAGHO TPOYUOTIKOV Kol EIKOVIKOV, O10dPACTIKOTNTO GE TPOYUATIKO YPOVO
K01 OTTIKOTO1N G o€ TPElg duotdoels [3].

H teyvoloyia AR pmopel va epappootei p€cm dlapopmv TOHT®V GLGKEV®V, OTm head-mounted displays
(HMDs), popntég cvuokevég (smartphones, tablets) kot cuotipata TpoPfoAng pe ypnon kauepoc. H
KOTOYPOPN TNG TPAYLOTIKOTNTOG KO 1] EVOMUATOOT) EIKOVIKMV OVTIKEIHEVMV TPOYLOTOTOIOVVTOL LEGH
awctntipov, Kapepdv kot alyopifumv evtomiopov Béong kat TpocavatoMaov [3].

H AR Bpiockel epappoyn o TAn00¢ topémv 6mmg 1 frounyavia, 1 apyLITEKTOVIKT, 1] WOTPIKY OTEIKOVIGT,
0 oTpatdC Kol 1 eKmaidevon). £1o medio g exmaidevong, n evooudtoon AR €yel amodetyOel 1diaitepa
OTOTEAECUATIKY] GE YVOOTIKO OVTIKEIPUEVO TOV OTOITOLV YWOPIKN KoTtavonon 1N oAANAEmiOpacn e
AP PNUEVESG EVVOLES, OTIMG Ol PLCIKES EMIGTNIES, T patfnpatikd Kot 1 yhoocoudfeio [4].
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Jakob-von-GundlifgsSteae

2.4 Eravénpévn Tpaypotikdmmra

H ypion e AR oty exknadevtiky| dadikoocio oxetileton pe Pertimon g KoTavonong, evicyvon g
oLYKEVTPMONG Kal avénomn Tov kvitpov padnong. Ta AR mepipdAlovtao emitpémovy 6Toug HodNTéC va
g€epevvovy TANpoopieg pe evepyd TPOTO, EVICYHOVTOG TN PIOUOTIKY KOl GUVEPYUTIKY UAOnon, evd M
OTTIKOTOINGN aPNPNUEVEOV gvvoldV Otevkolvvel v agpopoiwon [4]. EmmAéov, n xpnon AR éxet
ouvdelel pe v gvioyvon tng pokporpdOeoUNG LVAUNG KL TNG YVOOTIKNG EUTAOKNG, TPOCPEPOVTOS
EAKVOTIKG GEVAPLO AAANAETIOPAON G KAl AUESTG AVOTPOPOSOTNOTG.

2.5 AR oty ekmodevTikn dtodtkocio

2.3 Tegyvoloyieg avayvaprong yepovom@v (Hand Gesture Recognition - HGR)

H avayvopion yewpovoudv (Hand Gesture Recognition — HGR) elvan éva vmomedio g
arinAenidpaong avBponov—vnoroyioty (Human-Computer Interaction — HCI) 1o omoio emitpémet
GTOVG YPNOTEC VO EAEYYOVV KO VO ETIKOIVAOVODV UE YNPLOKG GUGTALOTA HECH KIVIIGEDV TOV YEPLDYV,

6
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YOPIg TN YPNON PLGIKOV GLGKEL®V £16000V. Ot yelpovopieg ywpilovial og 600 Pacikég KATNYOpiES:
otatikéG, ol onoieg facilovtal og cuyKekpéves BEcelg Tov yeptod, Kot SuvapKég, mov mepapPivouv
SladoyIKéG KIVIGELG oToV Ypodvo [5].

Avdaloya pe tn PEB0dO KOTaypaeng TV XELPOVOLLDY, TO, GLGTI LTI AVOYVAPLONG OLKPIVOVTOL G TPELG
Bacuovg Tomovg:

1. Zvotiuota Pdoet yovtiov (Glove-based), to omoio. ypnoylomoodv ocucHntipeg yoo TNV
KATOYPOQN TOV KIVAGEMV KOl TNG KAUWNE TOV SOKTOAMV.

1

2.6 Glove-based HGR

2. Xvotiuora faoetl xpopotog 1 popkapicpatog (Color-marker-based), ta onoia Pacilovtal otnyv
TOMOOETNON YPOUATIKAOV SEIKTAOV GTO XEPLA Yl TNV oviyvevor Béong Kot Kivnomng.

2.7 Color-marker based HGR

3. Omntkd ovotnuata (Vision-based), ta omoio. xpnGIHOTOI00V KAUEPES YO TV GVAADGN TNG
€IKOVOG TOV XEPLOV, LE N Y®pic Tpdobeta fondnpota [5].
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2.8 Vision-based HGR

H enelepyasio tov dedopévaov oe cvotiuata HGR yiveton pe ™ Porfeio okyopibumv teyymrng
VONHOGUVNG KOl UNYOVIKNG LEBnone. Xvyvé xpnoLULOTOlovvVToL TEYVIKES OTMG TO TEXVITO VEVPMVIKA
diktva (Artificial Neural Networks - ANN), ta kpoupéve poviéha Mapkde (Hidden Markov Models -
HMM), ta Finite-State Machines (FSM), kabmg kot ototiotikéc pébodot ta&vounong. Ot texvikég
OUTEG EMTPEMOVY TNV €EQY®YN YAPOKTNPIOTIKOV Kot TV Tavounon Tov xepovopudv pe fdon v
axpifewa ko T xpovikn andkpion [5].

H avayvopion yepovopidv Ppickel gupeio Qoproyn o€ ToUelS OTME 1 EIKOVIKT Kol EXOVENUEV
TpoypaTikdTTe, 1 vrofonbovuevn emikowvovia (T, VOMUOTIKY YADOGCW), To ToLvVidl Kot To
Sdpactikd mepPdAiovio. XNV eKTOidELOT, TPOCSPEPEL TN dVVATOTNTA (PULGIKNG Kol ofiaotng
OAANAETIOPOONG LE TO TEPLEXOLEVO, EVIGYVOVTAG TNV EVEPYNTIKN EUTAOKN TOV HOONTOV Kot TNV
EUTEPIKN pabno.

H emidoyn g katdAining texvoroyiag e€aptator omd Tig amartioslg ke epapuoync. H akpifeia, o
pLOUOG derypatoAnyiog, N kKaBuoTEPN O ATOKPIONG Kot 1] EVKOAN EVOOUATMOONG L GAAN CLGTILLOTA
amotedobV Pacikods mapdyoviec katd Tov oyedoud TETowv Avcemv. Ta omTikd cvotnuata
TOPOVGIALOVV OTUOVTIKG TAEOVEKTAIOTA GTNV OVATTUEN POPNTOV KoL YOUNA0D KOGTOVS EPUPUOYDY
AR, MOym ¢ SuvatdHTNTAC TOVG VO AEITOVPYOLV UE amAég KAUEPES Xwpig emTeplicoe atonmpeg [5].

2.4 IMlateoppeg avantoéng AR ko Hand Tracking

2.4.1 Ewoayoy otic tAot@Oppes avamtuing

H avantoén eopoappoydv emavénuévng mpaypatikdémrog (AR) mov evoopoatdvovv avayvopiomn
YEPOVOLLMV ATOLTEL TN YP1IoN KOTAAANA®V epyaieimv Kot Bifrodnkov. To Unity arnoteAet pio amod tig
710 SLOESOUEVES UNYOVEC avamTLENG eQopproydv 2D kot 3D, Tpocpépovtag evpeio vTootpign yio AR
péow tov makétov AR Foundation. To AR Foundation gmitpénet mv avantuén epaproydv pe Kowo
API 1660 yuo. to ARCore (Android) 660 kot v o ARKit (i0S), emrpémovtag tn dnpiovpyio popntdv
Ko enektaciumv AR gpappoymv [6], [7].

2.4.2 BiphoOnkeg avayvapirong ELPOVORLOV

O1 Backég EMAOYES Y10 OVOLYVADPLOT] YELPOVOLLDV TEPIAOUPAVOUV:
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e MediaPipe Hands: Movtého ML mov evtomilet 21 landmarks avd yépt oe RGB ewkéva, oc real
time, pe on-device inference woi vynir axpifea. 1o Unity a&lomoteiton péom tov homuler
plugin, to omoio yepupdvel Ta native ypapruota tov MediaPipe pe GameObjects/Transforms.
[3aviko yio mobile AR [8] [9].

e HandPose (TensorFlow.js): BipioOnkn Paciopévn oto TensorFlow.js, oxediaopévn yua xprion
pécm browser, pe VTOGTNPIEN aviyvevong mOAAGV xeptdv Kot Bacikdv onpeiov og 2D/3D [10].

e OpenCV: Biflodnkn vroloyloTikng 6pacng mov Umopel vo yproiorondel yio avoyvopion
YEPOVOLLDV, OV KOl OTTOLTEL EKTEVEGTEPT TPOYPAUUATICTIKY VAOTOINGT Ko Topopetporoinon [11].

e Leap Motion Controller: EZeidikevpévn cvokevn pe vmépubpec wdpepes, mov TPOGPEPEL
eEapetikn axpifela aviyvevong xepidv kot SDK yia avantoén oe desktop 1 XR epappoyés. Agv
gvdeikvotal ylo mobile TAateopuec [12].

e OpenXR: Ilpodiaypapn avorytodv mpotdmov amd to Khronos Group, oyedacuévn yw
SwdertovpyikotnTo peta&d dnpopetikddv XR ovokevdv kot mAatpopudv. Ymootnpiletol amd
TANB0G KOTAGKEVAGTAOV Kol evompatodveTotl oto Unity pécm katdAnimv nokétwv. 2ot0660, dgv
TPOCPEPEL AVTOVOLLO, LOVTELD T} LEBOSOVE Y10 AVYVAPLOT] YELPOVOULDV" AEITOVPYEL MG EVOLAUETOG
abstraction layer yio XR gpapuoyéc, kot mpénet va cuvovdaleton pe daleg Bipiiodnkeg v plugins yuo
yewpovopieg [13].

e ManoMotion SDK: Eumopukn BipAodnkn pe e0KoAn eVGOUATOOT Kol ETOES YEYPOVOUIES, AALA
LE KAELOTO KOOIKA KOl LKpOTEPN TTapapeTpomoinon [14].

2.4.3 Emaoyn Tevyohroyioc Hand Tracking

[apott 1o ManoMotion SDK mpocpépet pia «étoun» AOom pe TPOSLHOPO®UEVES XEWPOVOUIES KoL
am eveopdtoon oto Unity, mtapapével kKAeoTo kot gpmopikd SDK, pe puikpotepn drapdvelo og mpog
ToV 0AyopOpo Ko peyolutepn e€aptnon omd tov Tpoundeutr. Avtd meplopilel TV TOPAUETPOTOINGT
OTOV amOLTOOVTOL TPOGUPUOGUEVOL KOVOVEG/KUTOPMO, Y10, EKTOIOEVLTIKO CEVAPLOL 1| OKOOTUOTKY
TeKunpioon.

Avtifeto, to MediaPipe Hands g cuvovaopo pe to homuler Unity plugin mapéyet avotytod kddika
vmodoun pe mANpn mpoécPacn oto 21 landmarks ava xopé. ‘Etor umdpecov va viomomBovv
TPOCAPUOGHEVOL aAYOplOuol pe eleyyoueva thresholds, smoothing kol debounce, Siuceaiilovtag
yoUnAn Kabvotépnon kot on-device Aettovpyia oe Android. H apywn pvBuion mov arnouteiton amd o
MediaPipe (native bindings/graphs) omAiomoteiton ovolaotikd amd to homuler plugin (étopa
prefabs/mapadeiypata), pe omotéhesyo o otodepn Kot ENEKTAGIUN oAokANpmon oto Unity.

Yopmépaopa emioyns. Me yvouova v avaykn ywo. eveMéia, mopoueTporoinon o€ eminedo
landmarks, akadnuoikn Staedveln Kot Undevikd kOctog adelmv, emiéyxnke to MediaPipe Hands
(homuler) évavti tov ManoMotion.

2.5 Anuovpyia Tprodrwaotatewv Movtérlov Yo v E@appoyn

2.5.1 Xnpoocio Tov 3D povtélov 6Tig €QUPROYES ETAVENUEVIIS TPAYRATIKOTNTOS

211¢ epapuoyég emovénuévne apayuatikdétnras (AR), ta tpiedidotata (3D) poviéda amotelodv Tov
TUPNVOL TNG EUTEIPLOG TOL YPNOTH, EMITPETOVTAS TNV TPOPOAN Kol aAANAEmidpacn pe YnELoKd
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avTIKEipeva otov mpaypatikd koécpo. H modtnta, n amddoon Kol 1 PEUACTIKOTNTA OVTOV TOV
LoVTEA®V emNpedlovV GUEGO TNV OMOTEAECLATIKOTNTA Kot TV epPvbion g epapuoyns. Emopévag, n
dnuovpyia Bértiotwv 3D povtédav eivan kpiotun yio tnv emrvyio pog AR gpappoyng.

2.5.2 Emioyéc epyadeiov Yo 3D nepreyopevo kot vypd (Blender & Liquid Volume Pro)
Blender

To Blender &ivot éva dmpedv kat avorytod Kmdiko Aoyiopukd dnpovpyiog 3D nepieyopévov, to onoio
TPOCPEPEL £V TANPES GVUVOAD epyalreimVv Yo povielomoinon, ver, animation kKot rendering. H gvehéia
tov Blender, oe cuvdvacud pe TV €vepyr] KOWWOTNTA TOV KOl TNV EKTEV TEKUNPi®ON, T0 KabioToOV
WoviKn emAoyn yio v avartuén 3D poviélmv mov mpoopilovtal yio epoppoyés AR. EmmAéov,
vrootnpilel v e€aymyn povtéhwv og dapopes Lopeés apyeiov, dnog FBX kot glTF, mov etvan
ovpuPartég pe T Teplocotepes TAATOOpues AR [15].

Liquid Volume Pro (LVP)

To LVP egivan éva eumopikd shader-based Unity Plugin mov npocopoidvel peoloTtikd vypa Héca o
doyeia ko Aettovpyel o€ 3D oxnvég oA kon og 2D/UI (m.y. delktec/petpntés). Ynootpilet moAlomAd
enineda  Aemtouépelag, OSwpopeTikég Tomoloyieg (Sphere/Cylinder/Cube/Irregular) kot dwBétet
“Multiple” detail yio TOAAATAEC GTPDOGEIS VYPOV UE 1010TNTEG OMG amount, density, viscosity,
murkiness kot mixing (vypd tng idtag mukvoTNTOC avapyvoovtal). Ymapyet emiong C# API yw
TPOYPOUUUATIOTIKO EAEYYO0,EVD TAPEXOVTOL BEATIOTEG TPAKTIKEG Yio mobile.

Téhog, to LVP mepihopPdaver demo oxknvés, érowpa prefabs Omwg motiplo epyoctnpiov kot
oTayovoueTpa To omoia ivan dtab€otpla Yo AUEST El0ay®YN oTh oknvi, kabadg ko Ul prefabs. [16]
2.5.3 Poég Mopayoyns: Movtéra pe Blender vs LVP
A. Hopayoyn 3D avrikepévov pe Blender (props/ckeon/aepifdriov).
Biporo:

@) [MoAvywvikn povtelomoinon pe éleyyo polycount,

(i1) UV mapping

(i)  YAkd/veéc o€ avaivorn KatdAAnAa yio Kivntd

@iv) Custom animation/e¢ yio tn pon vypov

W) (iv) E€aymyn oe oot kAiparo/povades, doTe To LOVIEAN VO EVeOUAT®OobV opaAd 6To
Unity. [15]

B. Po1 onttikomoinong/ocopneproopds vypov pe LVP.

Biporo:
(1) Ewoaymyn érolpumv prefab ot oxnvn (rotnpia, otayovoueTpa, KTA.)
(ii) IIpocOnikn component LiquidVolume cg doyeio (cpaipo/kOAvdpo/kvfo 1 Irregular)
(ii1) Emiloyn Topology/Detail

(iv) PoOwon Liquid/Layer settings: ypouato, eminedo mAnpwong, multi-layer pe
density/miscible yia avapign (vepo-Aadi-peidve)

W) Xpnon API yio duvapukég arlayég emmédov/ypodpotoc/pueiéng amd Unity script. [16]
10
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2.5.4 Emaoyn Teyvoroyiag 3D Movtehomoinong ko Ilpocopoimong Yypov

H emthoyn tov Liquid Volume Pro (LVP) kpifnke kataAlniotepn 10Tt EMTAYLVE OLGLOCTIKA OAN T
pon avantuéng, mpoceépovtag éTopa mpog yprion prefabs (beakers, flasks, pipettes, otayovec/spills)
K0l EVEOUOTOUEVT] TPOGOUOIMGT VYPAY LIE CTPOUATA, UIEN KOl TOPAUETPOVG TUKVOTNTAG, KAO®DC KOt
C# API v Gueco éleyyo (T.y. otdbun, oTPMOGCELS, ONUEID EKPONG) HEGH OO TOL SCripts.

Xe avtifeon, to Blender—mopd to oHOvVTIKG TAEOVEKTILOTO O AVOIKTOD KOIKA EPYAAELD Y1l akpiPn)
povtehonoinomn kot TANPN KaAlteyvikd éheyyo—HbOa amortovce mesh-based viomoinon tov vypov
(animation/e@€), mep1ooOTEPOVE KOKAOVG Peltiotomoinong v Android ot avénpévo ypdvo
GUVTHPNONG, X®PIC «Covtavi» apeidpourn covdeon e To gameplay.

To LVP, pohovott gumopikd mpoiov (K6ctog adetag kot eEdptnon and tpito mapoyo), mAeovektel o
TAYVTNTO EVOOUATOGNGS, CUVETELN OTTTIKNG CUUTEPLPOPAS GE POPNTES GUOKEVEG, HELMUEVO TELVIKO
pioko Kot evkoAiia cuvTipnong (m.y. oALayEC o€ enimedo/Lelln YIVOVTOL TPOYPOUUUATIOTIKA). ZUVOAKC,
0 Ypovog mov géotkovopunOnke pali pe ) coEnveln TG SIOAKTIKNG EUREPING OV omatTel Gueom,
PEOMOTIKY amewovion g pong/ueiénc—uabiotd 1o LVP v EekdBapn emroyn yo v Tapovca
epoppoyn, eved 1o Blender diatnpel ) ypnopdtrd tov Kuping MG GUUTANPOUATIKO £PYUAEIO Yl
vevikd 3D assets.

2.6 Emiloyog

210 TOpdV KEPAANIO TOPOVOIAGTNKE TO BEPNTIKO KOl TEYVOAOYIKO VITOPabpo mov vroatnpiletl v
avAmTLEN NG EKTOLOEVTIKNG EQUPUOYNG EMOVENUEVIG TPAYLOTIKOTNTOG. ApYIKA ovoAvOnkav ot
Baowkég Evvoleg TG EKTETAPEVNC, EIKOVIKNG, UIKTNG KoL EMOVENUEVIC TPAYLLATIKOTNTOG, LE GTOYO TNV
KATOVONGT TOV TAUIGIOV GTO OTTOI0 EVIACGETAL 1) EQPUPLOYT]. LTI CUVEXELN, EEETAGTNKOV Ol TEXVOAOYIES
AVOYVOPIONG YEPOVOUIDY Kat ot BifAlodnkeg Tov Tic vToopPilovy, Ue EUEACT) GTN AELTOVPYIKOTNTA,
Vv akpifelo Kot TNV KOTOAANAOTNTA TOVGS Y10 POPNTEG GLCKEVEG.

[Tapovordonkav ot kbpieg mhateopuesg avantvéng AR, onwg to Unity, to AR Foundation xat to
ARCore, ka0d¢ Kot T0 epyareio avayvdpiong yeipovouidv, 6nmg to MediaPipe, to ManoMotion SDK,
10 Leap Motion, T0 OpenXR ko1 to TensorFlow HandPose.

[apovoidomnke emiong to LiquidVolumePro, mg efeidikevpévo epyaieio omrtikomoinomg Kot
Tpocopoinong vypadVv pe étoyo prefabs doyeiwv.

Emum\éov, éywve avagopd oto Aoyiopukd Blender kot ot onuocio tmg dnuiovpyiog Tplodidctotmy
HOVTEADV Y10 TNV OTTIKOTOINGT KOl OAANAETIOPAGT EVTOG TOV EKTOUOELTIKOD TEPIPAAAOVTOC,

H ovykpitikiy avdivon mov mpaypotomodnke ovédelle v KATOAANAOTNTA TOV TEYVOAOYLKOD
GLVOLOGCHOV TTOL EMEAEYN YO TNV Tapovoa Epyacia, copmeptlapfavopévng g xpnong tov MediaPipe
Hands (homuler) ko1 tov LVP, Bdoetl Aertovpyucotnrag, amddoong Kot evkolMag evompdtoons. Ta
gpyodeia wov emA&yOniay vroopilovy ™ dnovpyia piag TPocPAciung Kot S1odPACTIKNG EUTEPLOC
udonong, a&lomolmvTag TIC SVVATOTNTEG TOV GUYYPOVOV KIVITTOV GLCKEVOV.

210 emOpevo Ke@AAmo, 1 €otioon petatomileTon amd To OempnTikd emimedo oTn oyedicon Kou
OPYLTEKTOVIKT] TOL GUGTHIOTOS, OTTOL O TOPOVGIOGTEL AVOAVTIKE 1) AEITOLPYIKT Kol TEYVIKT aVOAVOT|

™G EQaPUOYNG.
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Yyediaon Kot APYITEKTOVIKT ZVUGTILOTOC

Ke@pdhiow 30: Xyeoiaon kot APYLTEKTOVIKN ZVGTHHOTOS

3.1 Ewayoy

IIpwv v évap&n g viomoinong g epappoyns, eival amopaitntn 1 oxedlaon TG GLUVOMKYS
OPYITEKTOVIKNG KOl TNG AETOLPYIKNG doung Tov cuotiuatoc. H oyediaon emtpénel v amocapivion
TOV PACIKOV GUVICTOCMV TNG EPUPLOYNSG, TOV TPOGOIOPICUO TOV OMOLTHCEMV KOL TN WEAETN TNG
aAAnAenidopaong HeTald xpNoTOV, AOYIGUIKOD Kol VAKOV. Mécm avtic ¢ dladikaciog daceaiileTot
N opyévwon tng avantuéng, 1 amoPLYN GEUAUATOV KOl 1) EVKOAOTEPT] GLVINPNGN TOL £PYOV GTO
pHEALOV.

210 TopdV KEPAANLO TAPOVCIALETAL TO YEVIKO TANICIO TNG OPYLTEKTOVIKNG TNG EPUPUOYNGS, TO LOVTELOD
aAANAETIOPOOTG YPNOTN—CVOTAUOTOG, KAOMG KOl Ol TEXVIKEG Ko AEITOVPYIKEG amattnoelg. Emmiéov,
KATOYPAPOVTOL Ol TEPLOPIGUOL KOl Ol GYESIOOTIKEG AMOPACELS TOV ANPONKAV KATA TNV TPOETOLLOGiN
g avanTuéng, Aapfdavovtag vdyn 160 TIG SVLVATOTNTEG TV TEXVOAOYLOV TOL EMAEYONKAY, OGO Kot
TIG EKTOOEVTIKEG OVOYKEG TTOL KOAELTOL VO KOADYEL ] EPOPUOYT.

3.2 Ileprypo@r] 6VVOLIKOD GUGTNATOS

H epoppoyn oyedidomke g €va eKmOdELTIKO gpyareio emavénuévne mpayupotikoétrog (AR) yuo
oopNtég cuokevég Android, e GTOYO TV AVATOPAGTAGT) EVOG YNUKOD TEWPAUATOG LEGH SLOOPACTIKMV
ototyeiov. To cvompa a&lomotel TV KAUEPQ TNG GUGKELNG Y10 TNV AVOYVAPLET] TOL TEPPAALOVTOG Kol
TNV TPOPOoAN TPIGOUCTOTMV AVTIKEUEV®V, EVA EMLTPETEL GTOV XPNOTI VO AAANAETIOPA [LE TO EIKOVIKO
TEPIEYOUEVO UEGD YELPOVOULDY, Y®PIG TN ¥p1on tpdcbetov eomhioo.

To ovotnpa amoteleitor and ta €£1g fOCIKA VTOGVGT LT
o Evomnto Emavénpévng paypatikétntos (AR Engine): Xpnowomnotei 1o AR Foundation

ot To ARCore yio tnv avayvapior ETQAVEIDV, TOV EVIOTIGUO TG KAUEPUS GTO YDPO KoL TNV
TOMOHETNON TOV YNOLOKDY OVTIKEWEVDV.

o  Evotnto Avayvopiong Xepovopr@v (Hand Tracking): Baoiletor oto MediaPipe Hands yia
TNV aviyvevon Kol TapoKoAoHONGCT KIVICEMY TOV XEPLOV GE TPOAYHOTIKO ¥POVO.

e Evotnto Exmaidgutikov Ilepiegopévov: [epiiapfaver o tprodidotota poviéra (.. Totpt,
vepd, AGOL, HEAAVL) TTOL OVTITPOGMTEDOLY TO VAIKG TOL TEPAUNTOS, KAOMDS Kol To GEVAPLYL
duadpacng mov kabopilovy Tn GUUTEPLPOPA TOVG KATA TNV AAANAETIOpOOT).

o Evétnta Xpniotn (User Interaction Layer): Xvvtovilet ) oyéom HeTa&d TV XEPOVOULDY Kot
NG aVTIOPUGTC TNG EPOUPLOYNG, EMTPETOVTOC AELTOVPYIEG OTMC KPTYVD VYPO», KOVAULYVI®», 1)
CETOVOPOPE.
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App Launch
(Android Device)

J/ Class Inspector Attachments

Unity Initialization & « Splash/Menu Panels (Menu -> Ul_Canvas - Panels)
Permissions

« CameraPermissionRequester.cs
(Menu - Empty GameObject)

CameraPermissionRequester
CameraFitHorizontal

« CameraFitHorizontal.cs (Main Camera)

+ GestureDetection.cs
i (MediaPipe prefab > Canvas -> landmark list annotation object)

+ HandDepthTracker.cs (Main Camera)
Scenes
(Menu & ScienceProject) + Interactable.cs (Chem Equipment Objects)

» VirtualHand.cs (Fist-Pinch Gesture Transform Objects)
SplashPanel
MenuPanel « ChemistryEquipmentManager.cs (own GameObject)
l + BeakerPourer.cs (Chem Equipment Objects)

« CheckinglfPouringLiquidinBeaker.cs
(ChemEquipment - PouringPoint Xform object)

AR Camera Feed + ARCore +

MediaPipe HandTracking
(Homuler's plugin)

+ EmptyBeaker.cs (EmptyBeaker gameObject)

|
21 Hand Landmarks
N

GestureDetection
HandDepthTracker

( Interaction & Object Control )

VirtualHand

User Feedback Loop Interactable

ChemistryEqui tManager
(sEquipments, EliquidType)

+ DropHandler.cs (Spill drop Prefabs)

« WaterColliderFollow.cs (EmptyBeakerCollider)

Empty Beaker Dynamics &

Pouring Simulation
9 Mixing

BeakerPourer
CheckinglfPouringLiquidinBeaker
DropHandler

%J—)

Liquid Rendering

EmptyBeaker
WaterColliderFollow

(Liquid Volume Pro plugin)

___________________ LiquidVolume

3.1 Avdypappo Porig E@appoyng
3.3  Xyedwopoc Aliniemiopaocng Xp1otn — ZueTiHoTog

H demapn gpriotn kot n eumepio aAANAETIOpOoTG OTOTEAODY KPIGILO GTOLYELD Y10 TNV EMTUYIO HLOG
EKTOLOEVTIKNG EPAPUOYNC EXOVENUEVIC TTPAYLOTIKOTNTOG. LTIV TAPOVCO, EPAPUOYT, O GYEOUGUOG TNG
duadpaonc axkoAovlel évo QLOIKO Kol EVOTIKTMON WHOVTELO, GTO 0moio O Ypnotng yewiletal 1o
TEPIEYOUEVO UEGD YELPOVOULDYV, YOPIG YPNON PUCIK®OV TANKTP®V 1] BondnTiKOV GUCKEL®V.

O ypnotng Kpatd T popnti| cvokevn (Kvntd 1 tablet) pe 1o éva x€pL, Eva pe 10 dALO Tpaypotonolel
KWWNGELS GTOV YD PO, UIpootd amd v kauepa. H epapuoyn ypnoiponolei to MediaPipe Hands yio v

14



Yyediaon Kot APYITEKTOVIKT ZVUGTILOTOC

AVOYVOPLOT) TNG YEPOVOLING KOL TNV OVTIGTOIYIOoN TNG G€ Mia EVIOAN 1 EVEPYELD EVTOG TOV ELKOVIKOD
nepPdAlovrog.
3.3.1 Tomu) oepd aAAAETIOpaONG
H ocvvolikn pon Aettovpyiog mepriapfaver tnv €ENg oepd:
1. O ypnotg KPATAEL T GLGKELT LE TO £VOL YEPL, EKKIVEL TNV EPOPUOYN Kot ELPavIfETOL TO LEVOD.
2. X ovvéyewn epeavifetar n AR oxnvn pe tov eEomhiopd Kot t1g 0dnyieg yia Tov xpnot.
3. Evepyomoteiton n xéipepa.
4. O ypNoTNg TPAYUOTOTOLEL YEIPOVOLIES e TO eEAeVBEPO YEPL TOV.
5. To MediaPipe Hands avayvopilet 1o xépt kot petafifalel mAnpopopieg 6To GUGTNHLA.
6. H epappoyn TpocopOIdVEL TO OVTIGTOLYO YNUIKO ATOTEAEGLO.
H apyrrektovikn oyeddotnke doTe vo glval EMEKTAGIUN, EXITPETOVIOG GTO UEAAOV TNV EVOOUATOON
TEPIOCOTEPOV TEPAUATOV 1| TPOTOV AAANAETIOpaoNC.
3.3.2 Epmepio xpiotn (User Perspective)

H 61adpacn Poaciletar oe éva cevdplo «mapatnpnong kail evépyslogy. O ypnotg mapakorovdel ta
avtikeipeva va gpeavifovtor 6to Tpaméll Tov pécm g 006vng, kat &yl TNy aicnon o1t ta «oyyilew
n 1o yewpiletor @uowd. To kabe Pruo oxeddomnke OCTE Vo TPOKOAEL OMTIKN KOl AOYKN
AVOATPOPOSOTNGN, EVIGYVOVTOC TNV KATAVONOT) KOl TI LWVAUT.

H ypfion yewpovoumv emiréyonie EVavTt KOOUTIOV 1] YPOPIKOV GTOYEIDV, KAODC eVIGYDEL TN PIOUOTIKN
pnéonon, emrpémovtag otov podn va avoldpet evepyd poro katd Ty ££gpeHVIION TOV PALVOLEVOD.

Kevo Soxeio

EMIDANEIA EPTAZIAZ

e

Kuwnto - Kapepa

Xéptxpriotn

3.2 Tyedudypoppo oKNViG 0AANAETIOpaoTG

15
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3.4  Asrtovpyikéc kKot Mn Ag1Tovpyikég ATt oG

O kaBopiopdc anartinoemv anoteAel facikd oTddo 6Tov GYedCUO VOGS GLGTNLATOS, KABMG BéTel Ta

oplo. Aettovpylog Kot TIG EMOUMKOUEVES WOIOTNTES TOV TEALKOV TPOIOVTOG. LTV TEPIMTMOT TG TOPOVGOS

EQUPLOYNG, Ol OTALTHGELS SKPIVOVTOL GE AELTOVPYIKEG, TOV APOPOVY TO «TL KAVEL> TO GUGTIHO, KoL
1N AELTOVPYIKES, TOV APOPOVV TO «TTMG TO KAVEL).

3.4.1 A&rmovpYIKéC OMULTIGELS

O1 Bactkég AELTOVPYIKES OTALTGELS TNG EQOPLOYNG TEPIAAUPEVOLV:

Exxivinon AR wepifdriovrog katd tnv gvepyomoinom g kapepag, pésm ARCore.

ATEIKOVION EIKOVIKOV TEWPANOTOS (vepd, AAGdL, peAAvV) oe mepiPdilov  emovénuévng
TPAYUOTIKOTNTOG.

AvVayvopien YEPOVOULOY YPNGTN HECH TNG KAUEPOS KOl HETATPOMN) TOVG GE EVTOAES
cvotipatog (T.y. piymn, avapusén).

Alaygipion ETAVOQOPag TEPANRATOGS, LIE YEPOVOLLIN 1] TANKTPO.

Hapoyn avatTpo@odoTNGNG GTOV YPNOTN Yo KABE gvépyela (OTTIKN 1} NYNTIKN).

Ka80d1ynon tov ypnotn HECH® YPATTMOV 001 YLDV.

3.4.2 Mn AerTovpyIKES ATONTI|GELG

Ot pun Aertovpykés OomalTtiOELS SOUOPOAOVOVIOL PAGEL TEYVIKOV, TOOAYMYIKOV KOl EUTEPIKOV
TOPOUETPOV:

YopParotyra pe Android cvokevég mov vrootnpilovv ARCore ko képepo RGB.

Opol am6doon o€ mpaypoTikéd ypove, pe eldyomn xabvotéprnon oty  aviyvevon
YEPOVOLLMV Kol 0TAS00T] GKNVNAG.

Ouvukotta wpog tov ypnoth (Usability): To mepifdriov mpénet va givar amdd, KATavonTo Kot
npocPaciuo and padntég youvaciov.

EvkoLria gykatrdotaocng wor ypiong: H epappoyn dev amortel eEwotepikd efomAiopd 1
pulpicelg and Tov TEMKS ¥pNoTN.

Hawayoyikn covagelo: To wepleyOuevo TPEMEL VA €ivOl GOUPOVO UE TN GYOAIKT VAN NG
Xnuetog B” T'vpvaciov.

Enektaowpoétnto: To ocvotnua vo pmopel va dextel PEALOVIIKA VEQ TEPAUATO 1) HOPPES
aAAnAenidopaong xopig plikn OVOKOTOGKEDT).

3.5 Teyvikéc mpooraypagés

H Aetrtovpyio g epapuoyng Paciletor oe évo GUVOAO TEYVOAOYIDV OV OTOITOVV GUYKEKPIUEVEC
TPOJAYPOPEC GLOKELMOV Kol TEPPAALOVTOG Yo TNV OTPOCKOTTY gumelpia Tov ypnotn. [lapdiinia,
avayvopilovtol TeplopiG ol ToL amoppEovy amod TIG TEXVOAOYIKEG EMAOYEG, TIC GUVONKES YPNONG KOL T
OTOYEVOLEVT NAKLOKT OUAOCL.
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Yyediaon Kot APYITEKTOVIKT ZVUGTILOTOC

3.5.1 Teyvikéc mpooraypagés
I'o ) oot EKTEAEGT] TNG EQAPLOYNG ATOLTELTAL 1] THPNOT TOV TOPAKAT® TEYVIKDOV TPOSLOLYPAPDOV:
e Aszrtovpyiké ocvetnpa: Android 10 (API level 29) 1 vedtepo.

e  Ymoomipi&n ARCore: H cvokevn npénel va givar coppatn pe v mhateopua ARCore g
Google.

o  Kapepa: Evoopoatopévn tico kduepa pe avirloon tovddyiotov 720p yuo a&omiotn aviyvevon)
YEPOVOLLDV.

o Enacelepyaostiic: Tovdayiotov 4 mopnveg (quad-core) kot apyttektoviky ARM64.
e  RAM: TovAdyotov 4 GB 1o amopuyn kabvotepnoemy Katd TV ENeEepyacio TV LOVIEA®V.

e AwBéoipog yapog amodikevong: TovAdyiotov 300 MB.

3.5.2 Aoywopkd kot rfrodnkeg
H avémtuén xon Aettovpyia g epappoyng Pacileton os:
e Unity 2022.3.5f1 pe eyxoteotnpévo ta moKeTa:
o AR Foundation
o ARCore XR Plugin

e Liquid Volume Pro (Unity Asset Store).

3.5.3 Ilepropopoi

[Mopoti N e@apuoyn oxeSAGTNKE Y100 POPNTOTNTO KOl EVYPNOTIA, VIAPYOVV TEPLOPIGLOL TOV TPETEL VAL

ANeBovv vdym:

o dotiopég: H avoyvopion yepovopidv  emnpedleTor ONUOVIIKE OT0 TOV QMOTICUO TOL
nepPdAlovtog. [davikd amarteitor OpHOIOLOPPOG PUOIKOG 1| TEYVNTOG PMTICUOGC.

o Eppélero kapepog: H kdpepa mpénet va BpiokeTol 6€ EX0PKN OTOGTAGT Y10, TV TANPT| ATEIKOVIOT|
NG EMPAVELNG TOL YEPLOV.

e Opatétnro yepovopr@v: Ot yepovopiec mpémel va KTEAODVTAL EVTOS TOV OTTIKOD TESIOV NG

Kéipepag Kot pe ocagnveln, ®ote va evronifoviot agdomota and to MediaPipe Hands.

o Ileprporrovtikny otabepotnto: Actdbelo oty TOomMOOETNON TOL KIWNTOD 1| UETOKIVAGEIS TOL
YAPNOTN EVOEYETOL VO, EXTPEAGOVV TNV AVAYVDPLOT] TOV YELPOVOLULDV.

o Xyolkd dixktva 1] mEPropopoi eykatdotacns: Edv ypnowonombel oe oyohkd mepipdilov,
EVOEYETOL VO, TTOLTELTOAL £YKPLOT] EYKOTAGTOGTG OO TOV SLOYELPICTH T®V GUGKEVMV.

3.6 Emiloyog

To moapdv Ke@AAMLO TAPOLGINGE TN OYEOINGT KL TNV OPYLTEKTOVIKN TG EQUPLOYNS, BETovTag Tig Bdoslg
Y. TNV VAOmOINoN NG AvoAvOnke M YEVIKN SOUN TOV GLUGTAUOTOS Kol O TPOTOC UE TOV OTOi0
aAAnAemdpoby petaEd TOLG TO EMUEPOVS VTOGLGTHWUATE, OTMG TO TEPPAALOV  emavENUEVNC
TPAYLOTIKOTNTOG, 1] AVAYVAOPLOT] XEWPOVOLLLDV KOl TO EKOVIKE avVTIKEILEVA.
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[dwitepn €peaon 660nNKe O0TOV GYESGUO TNG EUMELPIOG TOV YPNOTN, MEPLYPAPOVTIAS TN PON TNG
aAAnAenidopaong and tn okomd Tov padnti. Kataypdenkav exiong ot AE1toupytkés Kot i AEITOVPYIKES
ATOITNGELS TOV CUGTILOTOC, KAOMS KOl 01 TEYVIKES TPOSLOYPUPES KOl TEPLOPIGHOL TTOV oyeTilovTan pe
TNV TEYVOAOYIO KO TI GUVOTKEG YPNoNE.

H ohoxAnpopévn avdAvon Tov GUGTHUATOS GTO GTASIO TOV GYESICUOV EMTPENEL TV OPYAVMOOT] TNG
avanTuéng pe capéc mAdvo, dacpaiifovtag tn otafepdtnTa Kol TN AEITOLPYIKOTNTO TOV TEALKOD
TPOTOVTOC. XTO EMOUEVO KEPAALO, TOPOVGIALETOL AVOAVTIKG 1] S1OTKOGI0 VAOTOINGNG TNG EPUPIOYNG,
HE EUPUOT) OTO ETUEPOVS GTASLN AVATTVENG KO EVOMUATMOOTG TOV ETIAEYUEVMV TEYVOLOYLDV.
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Kepdiow 40:  Avamtoén kot Yromoinon

4.1 Ewoayoym

To mapdv Kepdhoto Teptypd@el avaivTikd TN SodKacio avATTLENG TNG EPOPUOYNS EMAVENUEVNC
TPAYUATIKOTNTAS, 1] 0TTOi0 VAOTOW BN KE 610 TAAIGL0 TN TOpoVGAS TTUYLOKNG Epyacias. Kataypdpovtot
To gpyaieia Kou ot TEXvoloyieg mov ypnoiponot|dnkav, ot pubicels Tov TpaypaToTomOnKay 6TO
epPaArov avamTuéng, KoBmG Kol To, EXUEPOVG GTASIN KATUCKELNG TNG EPOPUOYNS.

H avéntuén Paciotnke otn unyoavi Unity, pe otdyo ) dnpovpyio pog Asttovpyikng eunepiog AR og
oopnt Android cvokevn. ' v emitevén Tov otoOYOL aSlomomBnkav PiPAodnkes dmwg 10 AR
Foundation, yio tnv vroot)pi&n Aettovpyldv eravénuévng Tpaypotikdtrag, kot to MediaPipe, péom
tov Unity Plugin tov homuler [9], yio v avayvaopion yeipovopumv (hand tracking) ce mpayuatikod
ypoOvo.

H vlomoinon akorobOnoce pwa Prpa wpog Prpa tpocéyyion: EeKvavtag amd T dnuovpyio Tov Epyov
Kal T pvouion Tev anopoittov eEUPTCEDY, TPOYMPNOE OTN Slupopemcn ¢ oknvig AR, oy
EVOOUATMOGCN TOV GLUGTNUOTOG CVOYVDPIOTG XEPLDV, KOl TEAMK(H GTNV KOTOOKELN TOL Ol00PACTIKOV
cevapiov, To omoio Paciletor 6TV AvamAPACTACT) EVOG XNUKOV TEWPAUATOG UE VEPO, AAdL Kot LEAGVL.

Mo v ontkn avorapdoTacT TV VYPOV KoL TOV XNUKOD £0TAMGHOD, XPNCLLOTOWONKE TO EUTOPIKO
gpyodeio Liquid Volume Pro [16], To omoio Tpocpépel duVOTOTNTEC PENAIGTIKNG TPOGOUOIMONG
VYPOV, UE YPNOM dlpovovg amddoon (transparency), emmédwy (layers) Kol KIVOOUEV®V ETLPAVEIDY
(turbulence).

4.2 Mepipdrrov avanToéng Kot apyikomoinon épyov

H avéntoén g epappoyng mpaypotonomdnke otn pnyov moyvidwwy Unity 2022.3.5f1, n omoia
TPOCPEPEL EVPEiN, VTOGTAPLEN YL EPAPUOYES EXAVENUEVIG TPAYLATIKOTNTOC HECH TOL TTakéTov AR
Foundation.

H emioyn g ovykekpyévng mAateopuag Pociotnke oTnv €UKOAD EVOOUATOONG £EMTEPIKMV
Bprodnkov péow tov Package Manager, ot peydin vrootmpién vio Android cuckevég Kol oty
gveM&io oV TPOGPEPEL GTOV GYESUCUO SLUOPACTIKMV TEPIPUAAOVTOV.

4.2.1 Anpuwovpyia ’Epyov pe Unity Hub

H dwdkacio Egxivnoe pe ™ dnuovpyia véov épyov amd to Unity Hub, 6mov emtiéyOnke 1o mpodTLIO
AR Mobile, 10 onoio tpocpépel feATIOUEVT OTOOCT GE POPNTES CLOKEVEG Kot Elval TANPWS SLUPATO
pe 1o AR Foundation. To épyo ovopdotnke katdAinia, Kot amobOnkedTNKE GE TOTIKO PAKEAO TOL
VTTOAOYIOTH.
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Unity Hub 3.11.1

P rOj ects New project

Projects
Installs
MODIFIED EDITOR VERSION

Learn

Community

No projects, yet.

Downloads

4.1 Anpovpyia véov €pyov Unity pécm tov Unity Hub

?Hub

Projects 2D Mobile Mixed Reality (MR) AR kgile

The AR Mobile Project Template configures project
Installs settings for Unity applications that wish to use

A% Sample Augmented Reality on mobile devices.
Learn
& Read more

Resources

Settings VR Multiplayer Unity organization
tonyval190

Core -~ y Project name
l 4 @ ARChem

Location

AR Mobile Small Scale
Competitive C:\Users\tonyv\Desktop\ARChem
Multiplayer

Use Unity Version Control

Learning Learning

2D Platformer FPS Microgame -+ Create project
Microgame

4.2 Emoyn AR Mobile kot kaBopiopog torobesiag - ovopatog tov Epyou
Me v 0AOKANp®ON TNG OPYLIKOTOINGTG TOL £PYOV, TPAYUOTOTOWONKE 1 TPATN GUVOEST UE TOV
Package Manager t¢ Unity, ®ote vo emiPepaindei n eykatdotaon tov acikdv e£apthoemy Kol va
pootebohv To ToKETA TOV oanTovvToL Yo TNV avdmtuén AR gpoappoydv oe Android.

4.2.2 Ymnoomipi&n Android Xvokgvov

IMa v vrootpiEn Android GuoKELOVY, NTAV ATAPALITNTN N EYKOTAGTACT] TOV KATAAANA®V EpYOAEi®mV
ka1t SDKs péow tov Unity Hub. ITio ocvykekpyéva, katd tnv eykatdotacn tov Unity Editor,
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emAExOnkav emimAéov modules 6nmw¢ 10 Android Build Support, to OpenJDK, 10 Android SDK &
NDK Tools, ta onoia givat amapaitnta yio v e£oyyn Kol €yKaTdoTooT g epappoyns oe Android
GUOKEVEG.

Hub

Installs Search Locate | Install Editor

Projects
= Installs

Learn

Resources & Unity (2022.3.51f1) LTS @ Manage

Settings C:\Program Files\Unity\Hub\Editor\2022.3.51f1\Editor\Unity.exe

= = Add modules
Android = Windows

Show in Explorer

Release notes

Uninstall

4.3 Eykatdotoon emmAéov modules oto unity project

Add modules for Unity (2022.3.51f1) LTS

Add modules Required: O bytes Available: 136.61 GB
Dev tools Download size Size on disk

Microsoft Visual Studio Community 2022 Installed 1.59 GB

~ Platforms Download size Size on disk

Android Build Support Installed 2.09 GB

L OpendDK Installed 222.86 MB

L. Android SDK & NDK Tools Installed 165.94 MB

iOS Build Support 352.75 MB 16 GB

tvOS Build Support 351.24 MB 159 GB

4.4 EmBefaionon eyxatdotaong Android SDK & NDK kot JDK péow tov unity hub

4.2.3 Build Settings ka1 Player Settings

Apéomc petd v Evapén tov £pyov, to Build Target dAloée e Android péom tov pevov File > Build
Settings. Exei npootédnicav o1 oxnvég Menu kot ScienceProject kot emidéydnie n mhateoppo Android.
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€ ARChem - Menu - Android - Unity 2022.3.51f1 <DX11>
File Edit Assets GameObject Component Services Window Help
New Scene Ctrl+N

Open Scene Ctrl+O
Open Recent Scene >
Save Ctrl+5
Save As.. Ctrl+Shift+S

Save As Scene Template...

New Project.

Open Project...

Save Project

Build Settings... Ctrl+Shift+B
Build And Run Cul+B

Exit

4.5 File - build profiles unity settings

Build Settings

A on

Add Open Scenes
Platform i§* Android
;l Windows, Mac, Linux on Use Player Settings

32-bit
E Dedicated Server

. .
|'| Android

Disabled A
Default device ¥ Refresh

Asset Import Overrides
No Override

No Override ut Unity B itom

Player Settings... Build v Build And Run

4.6 A\ayn build target oe Android

‘Emetrta, péom tov Player Settings, mpayuotomotdniay ot e€ng pubuiceic:
e Opiopog povadikov Package Name

e EMdyiotn ékdoon Android 10

e Emloyn Scripting Backend: IL2CPP

e Evepyomnoinon g apyitektovikng ARM64, n onoia amarteital and 1o Google Play.
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@ ARChem - Menu - Android - Unity 2022.3.51f1 <DX11>
File Edit Assets GameObject Component Services Window Help

Undo Clear Selection
Redo

Undo History

Select All

Deselect All

Select Children
Select Prefab Root

Invert Selection
Cut

Copy

Paste

Paste As Child
Duplicate
Rename

Delete

Frame Selected in Scene

Frame Selected in Window under Cursor

Lock View to Selected
Find

Search

Play

Pause

Step

Sign in...

Sign out

Selection

Project Settings...
Preferences...
Shortcuts...

Clear All PlayerPrefs

Graphics Tier

4.7 Edit - Project settings unity settings

ings

Adaptive Performan
Analysis

Version*
Bur

Minimum AP

tion

uration

ntrol

ripting
XR Plug-in Manag
t Validatio

>hes When Obscur

4.8 PvBuiceig Player yio Android

Ctrl+Z
Ctrl+Y
Ctrl+U
Cirl+A
Shift+D
Shift+C
Ctrl+Shift+R
Ctrl+1
Ctrl+X
Ctrl+C
Ctrl+V
Ctrl+Shift+V

Ctrl+D

F
Shift+F

Ctrl+F

Ctrl+P
Ctrl+Shift+P
Ctrl+Alt+P

0.1

1

Android 10.0 (API level 29)
Automatic (highest installed)

IL2CPP

NET Standard 2.1
Faster runtime
Release
v

Not allowed

All Devices

Prefer External
Auto
Internal
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4.2.4 Eykoaraotaon Hokétov péow Unity Package Manager

AxoAovOnoce 1 gykatdotoor TV anopaittov tokétov nécom tov Package Manager, péca and 1o
pevod Window > Package Manager. Ta Bacikd moxéto mov tpoctédniay frav:

e AR Foundation (com.unity.xr.arfoundation)

e Google ARCore XR Plugin (com.unity.xr.arcore)
o TextMeshPro (Tpoeykatestnpévo)

¢ XR Plugin Management

e UGUI (Unity Ul) (zpoeykatectnuévo)

e MediaPipe Hand Tracking (com.github.homuler.mediapipe) (yeipoxkivnta mpoctiféuevo ¢
embedded package péow packages-lock.json)

e LiquidVolume Pro (gicayopevo asset péow Assets/)

G2 ARChem - Menu - Android - Unity 2022.3.51f1 <DX11>

File Edit Assets GameObject Component Services Window Help

O A/ & °C Panels >
‘= Hierarchy Next Window Ctrl+Tab

+~ Previous Window Ctrl+Shift+Tab
R Menu
P Ul_Canvas
ENE Unity Version Control
amera
GameOQObject

Layouts >

Search

Asset Store
Package Manager

Main Camera Text
TextMeshPro

General
Directional Light Rendering

3 Animation

Audio
Canvas_Water Sequencing
Canvas_EmptyBeaker
Canvas_Oil
Canvas_Pipette

Analysis
Asset Management
Ul Toolkit

Table Visual Scripting
eaker_Water

4.9 Window - Package manager unity settings
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<+ ~ Sort: Name (asc) =

Features Install 2 items Install

ZivaRT Player

4.10 Eykatdotaon AR Foundation - Google ARCore makétmv

4.2.5 Evepyonoinon XR Plug-in Management

Téhog, péom tov pevov XR Plug-in Management, evepyomotr|Onie 1o cuatnua XR yio v mAateopua
Android kot emAéyOnke wc AR Provider 1o Google ARCore.
& Project Settings O X

£x Project Settings

Adaptive Performance XR P|ug_in Management

Information abo tracking and r can be found k

Time
Timeline
Ul Toolki

4.11 Evepyonoinon Google ARCore oto XR Plug-in

Me v 0AoKANPOOT TOV TapoTave puiuicemy, To TepPAALOV avamTuéng NTay TAE0V ETOLUO Yo TV
Katookevn TS AR epappoyng Kot T cOVOEST| LLE TO GLGTNIO OVIXVEVOTG YEPOVOLLDV.
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4.3 Yhomoinon Hand Tracking

H oAAnAenidpacn tov ypnotn HE TNV €PAPLOYN LAOTOEITOL PECH AVIIVEVLONG YELPOVOULDV GE
Tpaypatikd xpovo, asomolwvtos ) Pipriodnkn MediaPipe g Google. H evoopdtmon g oty
mhoteopua Unity Tpaypatonoteiton pe ) xprion tov MediaPipe Unity Plugin tov homuler, to omoio
napéyel TpocPaon ota 21 enueia avapopds (landmarks) tov yeplov, OTMG CLTE TOPAYOVTUL OO TO
povtédo HandTracking tng MediaPipe.

4.3.1 Tegyviki evoopdtoong

To maxéto com.github.homuler.mediapipe evoopatdOnke oto £pyo wg embedded package ko m
pOOIoT TOL TPparypaToToOnKe pécw prefab mov mapéyetl Etoywa Graphs yia aviyvevon xepiov. Me v
évapén g oknvig ScienceProject.unity, evepyomotgital to prefab evromicpov, to omoio ene&epydletal
G€ TPAYLOTIKO XpOVO TNV Kapepa s cvokevi)g Android, eviomilel To x€pt TOL ¥PNOTY, Kol TOPAYEL
116 Béoeig v 21 landmark onpeiov.

Avtd ta landmarks petatpénovioar o GameObjects/Transforms oto Unity, divovtag T dvvatotnto
YPNONG TOVG Y10 OViYVEVCT] KO OTOd0GT KIVAGE®Y, LECH TMV custom scripts (KAACELS) TOv project.

O Inspector

@ v Solution
5

Tag Untagged

Transform

B v Hand Landmarker Runner (Script)

Bootstrap Prefab W Bootstrap
Screen R mage (Screen)
Running Mode ync

Hand Landmarker Result Annotation Controller Annotation Layer (Hand Landmarker Result Annotation Controller)

Add Component

4.12 MediaPipe HandLandmarker Runner prefab 1

R ScienceProject

) Rawlmage
Annotation Layer
#§ Multi HandLandmarkList Annotation

4.13 Mediapipe HandLandmarker Runner prefab 2
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4.14 ®éoeic Tov 21 Landmarks tg Mediapipe

4.3.2 Evtomopiég Xepovopi®v

4.3.2.1 GestureDetection.cs

H «hdon GestureDetection omotedel TOvV MLPNVA TOV GLOTHUOTOS OVOYVAPIONG YELPOVOLLDV.
Xpnowonotet ta dedopéva mov mapéyel to MediaPipe Hand Tracking (péocw tov homuler plugin) yia
va aviyvevoel ta 21 landmarks tov yep1ob, va eEopaidvel Tig B€ce1g TOVG, Vo vTOAOYIoEL Y®VIES KAUWYNG
TOV S0KTOAMVY, VO DTOAOYIGEL OMOCTACELS HETAED KPIGIH®Y oNUEi®mY, Kot TEAMKE v TaEIVOUNGEL TV
Kivnon tov ypnotn o o amd TIc Tpokabopicuéveg yepovouies: Open, Fist, Pinch, Point | None. H
TANpoopia NG TPEXOLGOG xelpovouiag (currentGesture) givat Stobéoiun oe 0OAOKANPN TNV EPOPLOYY
HEC® HOG GTATIKNG avapopds (instance), @OTE 01 VTOALOUTEG KAAGELS VOL TN XPTCLLOTOLOVV GUECTL.

v apyn g KAaong dnAmvovtot ot factikég SOUES Kot Ot LETOPANTEG:

GestureDetection : MonoBehaviour

GestureDetection instance;

er efe

HandGesture { None, Open, Fist, Pinch, Point }

[Header ("Output")]

HandGesture currentGesture = HandGesture.None;

4.15 GestureDetection.cs 1
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H petafAnt instance ypnoyomoteitor yio vo epoppodcet to potifo singleton, kdvovtog v kKAdon
gvkoha mpooBdoyn amd Tig vmwoOlowmeg kKAdoews. To enumeration HandGesture opiler OAeg Tig
YEWPOVOLieG Tov vmootnpilel 1 epappoy”, evd N currentGesture KpoTdel TNV TPEYOVGO KATAGTAGN.
Emumiéov, n handDetails ypnoiponoteiton yia va epgavifel tAnpogopieg oto Ul katd t pdon debugging
pécm tov TextMeshPro.

4.16 GestureDetection - handDetails

AxoiovBel n evotnta mov yepiletan ta landmarks:
[SerializeField] Transform handLandmarkHolder;

List<Transform> landmarks = ()s

Vector3[] smoothed Vector3[21];

Vector3[] previous Vector3[21];

[Range(of, 1f)] smoothFactor = ©.4f;

4.17 GestureDetection.cs 2

H petapint) handLandmarkHolder eivot 1o yovikd avtikeipevo émov to MediaPipe amobnkevet ta
landmarks tov yeprov. H Aioto landmarks mepiéyet ta 21 onueio, eved ot mivakec smoothed wot
previous ypnoiponoodvIat yuo. TV eEopdivvon g kivnong, ®ote va pewwbdel 1o tpepdmatypa tov
yep1ov. To smoothFactor kaBopilel 60 Eviova epappoletar o smoothing.

21 ovvéyela, opilovtal Ta dpla TOL YPNGLULOTOIOVVTOL Y10 VO, VIXVEVTOVV Ol ELPOVOLUES:
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[Header("Thresholds")]

curlThresholdCurl = 6@f;
curlThresholdStraight = 166f;
pinchDistanceThreshold = 0.22f;

activationDelay = 0.1f;

4.18 GestureDetection.cs 3

H curlThresholdCurl kot 1 curlThresholdStraight xoBopilovv Ta 6pra yovidv yio va Bempnbel 6t
&va 0aytvro gival Kheloto N teviopévo. To pinchDistanceThreshold sivol ) artdctoon avapesa otov
avtiyepa kol Tov Ogiktn ywoo vo avayvopiotel To Pinch. H activationDelay ypnoyomoteiton yio
debouncing, ®ote va amo@evybel 1 evoAiayn XEPOVOLLOY AGY® IKPOV TUXOL®MV KIVGEDV.

H emopevn evotnta apopd ta Unity events mov vepyomolovvTal OTAV aviVELETOL KATOL0 XEPOovoLia:

[Header("Events")]
1ce | 1re 1re

UnityEvent OnFist, OnOpen, OnPinch, OnPoint;

4.19 GestureDetection.cs 4

Avtd pmopovv va cuvdebovv oto Unity Inspector, dote va evepyomolohv GAAeg Aettovpyieg dTov 0
YPNOTNG KAVEL L0 GUYKEKPLLEVT] YELPOVOLLIAL.

> pébodo Awake() apyuconoteitar To singleton, evdd 6to OnEnable() yiveton €édeyyog av vadpyovv
Swbéopa landmarks kat, av 6xL, Eekvd €va coroutine:

Awake()

if (instance == instance =

OnEnable()

if (landmarks.Count == @

StartCoroutine(CheckForLandmarks());

4.20 GestureDetection.cs 5

To CheckForLandmarks() mepipuéver péypt va poptmbovv to landmarks and 1o MediaPipe kot ot
GULVEYELD T AmoONKELEL:
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Tr ce
IEnumerator CheckForLandmarks()

r
1

while (handLandmarkHolder.childCount ==
yield return 3

Transform root = handlLandmarkHolder.GetChild(@).GetChild(®@);
for i =08; i < root.childCount; i++

landmarks.Add(root.GetChild(i));

handReady =

4.21 GestureDetection.cs 6

H xopua Aoywr| Bpioketon pésa otn pébodo Update(). Ilpdta, yiveton smoothing tov Bécemv, pe
pébodo Lerp:

Update()

if (lhandReady || landmarks.Count < 21) return;

i=9;1i< 21; i++

Vector3 current = landmarks[i].position;
smoothed[i] = Vector3.Lerp(previous[i], current, smoothFactor);
previous[i] = smoothed[i];

4.22 GestureDetection.cs 7

Tu givan To Lerp;
H Aé&n Lerp npoépyeton and 10 Linear Interpolation (ypappukn mopepfoin).
O podnpaticog tomog etvo:
Lerp(a,b,t) =a+ (b—a)*t
e a— apywn TN (T.y. ToAd B€omn)
o b — el Tiun (). Kavovpyla Béon)
e t— m0c0oo1o (0 £wg 1) mov kabopilel TG0 Kovtd 6to b Ba mape
e Av it = 0— pévovpectoa

e Avt

1 — myaivoopue kotevbeiov oto b
e Avt = 0.5 — naipvoope to gvdibpeco onpeio (50% a + 50% b)

> Unity, 6tav wAdpe vy Vector3.Lerp(a, b, t), avtd onuaiver 6t Bpiockovpe pia véa 0éon oto
dracTnuo peTad TOV 6V0 BécE®V a kot b.

Hog epappoletar 6 (GestureDetection.cs):
1. Current
[aipvoovpe v tpéyovoa 0éon tov landmark amoé to tracking (7.y. dkpn daxTOAOVL).

2. Lerp(previous|i], current,smoothFactor)
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Agv YpNGILOTOIOVUE TNV «OmOALT» VEA BT, 0AAG Lo petkTh 0éon avdpeoo:
e previous[i] =1 8éon Tov landmark 6to Tponyovuevo frame,
e current = 1 véa 08éom mov divel to tracking,
e smoothFactor = m660 va «akoiovBncovue» tn véa Béon.
Av smoothFactor = 0.4:
— 10 TeMK6 smoothed[i] Ba eivan 40% mio kovtd oto current, 60% o710 previous.
"Etot amogebyovpe To «Tpépovio» mov mpokalei To hand tracking.
3. previous[i] = smoothed][i]

Amobnkevovpe v eEopaivpévn Tiun yia o endpevo frame. ‘Etol cuveyiletor to smoothing a6 frame
oe frame.

21 cvvéyeln, vroloyifovral ot Yovieg kbpyng kébe daytolov pe ) Pondeia g GetFingerCurl():

index = GetFingerCurl(5, 6, 8);
middle = GetFingerCurl(9, 10, 12);

ring = GetFingerCurl(13, 14, 16);
pinky = GetFingerCurl(17, 18, 20);
thumb = GetFingerCurl(1l, 2, 4);

4.23 GestureDetection.cs 8

H GetFingerCurl() naipvet tpia landmarks yio ka6 ddytvro, vroroyilel To dStovdopota HETAED TOVG
KOl ETOTPEPEL T YOVio:

enc
GetFingerCurl( baseIndex, midIndex, tipIndex)

Vector3 basePos = smoothed[baseIndex];
Vector3 midPos smoothed|[midIndex];

Vector3 tipPos smoothed[tipIndex];

Vector3 dirl basePos - midPos).normalized;
Vector3 dir2 tipPos - midPos).normalized;

return Vector3.Angle(dirl, dir2);

4.24 GestureDetection.cs 9

Me Béon avtég Tic yovieg kot Tnv andotaot petasd avriyepa kot dsiktn, koieitor  DetectGesture()
Y0 VO OTOQOGLOTEL 1 TPEYOVGA XEWPOVOLiaL:
pinchDist = Vector3.Distance(smoothed[4], smoothed[8]);

handScale = Vector3.Distance(smoothed[@], smoothed[9]);
normalizedPinchDist = pinchDist / handScale;

HandGesture detected = DetectGesture(index, middle, ring, pinky, thumb, normalizedPinchDist);

4.25 GestureDetection.cs 10
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H DetectGesture() tagwvopel v kivnon ovykpivovtog Tig TWEG UE TPOKOOOPIoUEVE KATMOOALO
(thresholds):

HandGesture DetectGesture( index, middle, ring, thumb, pinchDistance)

I
L

index < 140 && middle < 140 && ring < 1406 && pinky < 140

return HandGesture.Fist;

pinchDistance < pinchDistanceThreshold && index < 160 && thumb > 160
return HandGesture.Pinch;

index > 160 && middle < 160 && ring < 160 && pinky < 16@
return HandGesture.Point;

index > 160 && middle > 165 && ring > 165 && pinky > 165 && thumb > 165
return HandGesture.Open;

return HandGesture.None;

4.26 GestureDetection 11

Yuykpivel TIc yovieg kdbe daytolov pe katd@ia (140°, 160°, 165°) Kot TV 0mOCTOCT AVTIXEPU—
deiktn (0.22). Av o1 cuvOikeg Taupidlovv, avayvopiletal n avticToryn yEPOvopia.

H tehwn pébodog TriggerGestureEvent() evepyonolel 1o kotdAAnio Unity event 6tav aviyvedeTot
oAhoyn XEPOVOLLOG:

nce

TriggerGestureEvent(HandGesture gesture)
switch (gesture

case HandGesture.Fist:
OnFist?.Invoke();
break;

case HandGesture.Open:
OnOpen?.Invoke();
break;

case HandGesture.Pinch:
OnPinch?.Invoke();
break;

case HandGesture.Point:
OnPoint?.Invoke();
break;

4.27 GestureDetection.cs 12

Yuvolikd, n GestureDetection amote)lel tn fdon 6AOV TOV GLGTHUATOS YELPOVOLLADV.
1. XZvAiéyerta 21 onpeio (landmarks) tov MediaPipe Hands.

2. E&opodivver 11g Tomobecieg Tovg.

3. Ymoloyilel Tig yovieg TV d0KTOA®Y KO TNV aTOGTACT SEIKTN-0VTIYEPA.

4. Opiler tic yepovopies: None/Open/Fist/Pinch/Point

5. Evepyonotei ta avtictoyo Unity Event 6tav alddlel n xeypovopia.
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O Inspector
v Multi HandLandmarkList Annotation
i Tag Untagged
Multi HandLandmarkList Annotation
Overrides A
b Transform

Position
Rotation
Scale

Avdantoén kot YAomoinon

2
Static

Layer Default

Select

Multi Hand Landmark List Annotation (Script)

Annotation Pref
Left Landmark Color
Right Landmark Color
Landmark R

ction Ct

nnection Width

[? v~ Gesture Detection (Script)

Hand Details

Qutput
Current Gesture

Input
Hand Landmark Holder

Landmarks

Smooth Factor

Thresholds
Curl Threshold Curl

Curl Threshold Straight
Pinch Distance Threshold

Activation Delay
Events
On Fist ()

List is empty

Events
On Open ()

List is empty

Events
On Pinch ()

List is empty

Events
On Point ()

List is empty

For Right
Index
Middle
Ring
Pinky
Thumb

Normalized Pinch Dist

W HandLandmarkList Annotation

Text (TMP) (Text Mesh Pro UGUI)

A Multi HandLandmarkList Annotation (Transform)

4.28 GestureDetection Inspector View

33



Kepdioo 4

4.29 GestureDetection - Gestures

4.3.2.2 HandDepthTracker.cs

H x\don HandDepthTracker.cs sivor vrebBvvn v Tov vTOAOYIGUO Kot TNV TOmOBETNON TPLOV
Bacwadv onueiov aAAnAenidpaong Tov xePLov GTOV ¥DPO:

e To fistObject y1a yeipovopio Fist
e To pichObject yia yeipovopio Pinch
e To pointObject yia yeipovopio Point

H 1tomobBémon avtdv tov onueimv dev yivetan toyaio, ahdd Paciletol oe mpaypotikd dedopéva Tmv
landmarks mov avyyvedovton amd ) GestureDetection. Xt0y0g g KAdoNg eivar va tomobetnogt avtd
TOL EIKOVIK(, OVTIKEIUEVA GTOV COGTO YDPO, MOTE Vo, cLYYPOVILovTol e TNV TPOPOAN TOV ¥EPLOV GTNV
006vn, ave&aptnra and To fadoc.

v apyn dniodvovtar ot facicés petafintéc:

HandDepthTracker : MonoBehaviour

ces

Camera mainCamera;

Transform fistObject;

Transform pichObject;

Transform pointObject;

nearZ = 1.5f;

4.30 HandDepthTracker.cs 1

H mainCamera ypnoonoteiton yio 11 peTatponés cvvietaypévev petad koospov kot 08o6vne. Ta
fistObject, pichObject kot pointObject civor ta eikovikd onpeio mov avTIGTOLOVV GTIG YELPOVOUIES.
H petapint nearZ xaBopilel v omdcTOOT OO TNV KAUEPO GE UOVASEG KOGLOL oTnV omoia Oa
torofetovvtal avtd to onpeia, dtacporilovtag 0Tt elvan Tavta "UTPocTd" amd TO XEPL OTNV KAUEPQ.

H Bondntucn pébodog GetPositionBetween() amhonotel tov vtoloyiopd evorbipecwmv onpeimv neta&d
dvo landmarks:

es

Vector3 GetPositionBetween(Vector3 a, Vector3 b,

return Vector3.Lerp(a, b, t);

4.31 HandDepthTracker.cs 2
H x0pia Aettovpyia g khaong Ppioketon otn pébodo Update():
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Update()

if (GestureDetection.instance.landmarks.Count != 21) return;

4.32 HandDepthTracker 3

To mpdto Tpdypa mov yiveron eivar va eheyyBel av ta 21 landmarks tov yeplov £yovv aviyvevbel cmotd
amo 1 GestureDetection. Av oy1, n néBodog Teppatilel apécmg doTe va amo@eLyBovy GeAApaTO.

21 ovvéyeld, vToAoyilovTol To EVOIAUESO GNUEID TOL XEPLOV TTOV YPNGILOTOLOVVTOL Y10 TOTOOETNON
TOV TPLOV onueiov aAlnienidpaong:

possition_1 = GetPositionBetween(GestureDetection.instance.landmarks[9].position,
GestureDetection.instance.landmarks[13].position, .5f);

possition_2 = GetPositionBetween(possition_1,
GestureDetection.instance.landmarks[@].position, .4f);

possition_3 = GetPositionBetween(GestureDetection.instance.landmarks[4].position,
GestureDetection.instance.landmarks[8].position, .5f);

possition_4 = GestureDetection.instance.landmarks|[8].position;

4.33 HandDepthTracker.cs 4

e H possition_1 civor to onueio avdpeoa otig apfpdcelc TV SoyTOA®V HEGO KOl TOPAUECO
(landmarks 9 xon 13).

e H possition_2 givor mo xovtd 610 kévipo G maAdung, kabmg maipvel to onpeio pEToEd NG
possition_1 ka1 Tov landmark 0, wov eivar 1 féomn g mardpng. Avtn n 6éon ypnopomoteitat yio
™V Kevipikn avapopd tov fistObject.

e H possition_3 eivoar 10 onueio avdueoa oto dkpo tov ovtiyepo (landmark 4) kot Tov deiktn
(landmark 8), katdAAnio ywo to pinchObject.

e H possition_4 moaipver v mpoaypatiky 0€6m 1o Akpov TOL SEIKTN, TOL YPTGILOTOLEITAL Y10 TO
pointObject.

AxoAovOel | petatpom TV 0écemv avT®V 68 cuvTETAYUEVES 006VNC:

Vector3 farScreenPos = mainCamera.WorldToScreenPoint(possition_2);
Vector3 farScreenPos_pich = mainCamera.WorldToScreenPoint(possition_3);
Vector3 farScreenPos_point = mainCamera.WorldToScreenPoint(possition_4);

Vector3 nearScreenPos = Vector3(farScreenPos.x, farScreenPos.y, nearZ);
Vector3 nearScreenPos_pinch = Vector3(farScreenPos_pich.x, farScreenPos_pich.y, nearZ);

Vector3 nearScreenPos_point = Vector3(farScreenPos_point.x, farScreenPos_point.y, nearZ);

Vector3 newNearWorldPos = mainCamera.ScreenToWorldPoint(nearScreenPos);
Vector3 newNearWorldPos_pinch = mainCamera.ScreenToWorldPoint(nearScreenPos_pinch);
Vector3 newNearWorldPos_pooint = mainCamera.ScreenToWorldPoint(nearScreenPos_point);

4.34 HandDepthTracker.cs 5
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Ed®, o1 Oéoeic tov landmarks petatpémovion o€ pixel coordinates tng 006vne, Aapupavovtog veoyn
6éon g xapepog. ‘Emerra, opilovior véeg cuvtetaypéveg e 1o 1010 X Kot y aAAd SlopopeTikd Z,
YPNOLOTOIDOVTOG TO nearZ.

Av10 avaykdlel Ta ovTikeipeva vo, "tpofdAiloviol” TAVTO 6E CUYKEKPIUEVT] ATOGTACT] OO TNV KAUEPO,
MoTe Vo givan o otabepd Kot TpoPAEyia. 2T GLVEXEW YiveTal 1 avTioTPOPN ULETATPOTY| TCW OE
world coordinates.

Téhog, epapudletar xivinon pe Lerp oto oviiKeipeva OGTE VO KIVOOUVTAL OHOAD, XOPIG OTOTOWES
oAhayég Béong:

fistObject.position = Vector3.Lerp(fistObject.position, newNearWorldPos, Time.deltaTime * 10);

pichObject.position = Vector3.Lerp(pichObject.position, newNearWorldPos_pinch, Time.deltaTime * 10);
pointObject.position = Vector3.Lerp(pointObject.position, newNearWorldPos_pooint, Time.deltaTime * 10);

4.35 HandDepthTracker.cs 6

Yvvolkd, 1 HandDepthTracker Aeitovpyel g oOVOeoHOG HETOED TV  OedOUEVOV  TNG
GestureDetection kot tg Tom00£TMONC avTIKEWEVOY GTOV Y®PO. Ymoroyilel otabepd, allomiota
onueio Tov axkoAovBodv 10 ¥EPL, aALA To Tomobetel o€ oTabepn amdGTUOT ATO TNV KAUEPO DOTE vV
glval o gVKOAOG 0 EAEYYOG Kot 1| OAANAETIOpAOT LE OVTIKEILEVA. TNV TPAEN, EMTPENEL GTOV XPNOT
va kavel Pinch, Point 1} Fist pe guoikr| kivnon mov omodidetol opord 6to mepBaALoV TOV oy vid1ov.

ITo amha:
1. Taipvel to landmark Tov Mediapipe amo ) GestureDetection.

2. Ymoloyilel 3 onpeio aAAnAenidpaong Tov axoAovBohv To ¥EPL, Kl TO LETOTPETEL OE GUVTETUYUEVEC
006vnc.

3. Mertatpénetl ovtd To ONUELN OE GUVTETAYIEVEG KOGLOV UEe oTafept] amdOGTACT OO TNV KOUEPUL.

4. Metokwvei opord to onpeia (Transforms) oTig véec GuVTETAYUEVEG KOGHLOV.

4.36 HandDepthTracker Inspector 1
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O Inspector
@ v Main Camera

v
Tag MainCamera v Layer Default

P Transform
Y 0
Y 0
0.0009943254 Y 0.0009943254 Z 0.0009943

Skybox

Everything

Perspective
Vertical

Near 0.3

Far 1000

X 0

w1

=

Use Graphics Settings
Non xture)
v

Use Graphics Settings
Use Graphics Settings

Display 1
v Audio Listener

Hand Depth Tracker (Script)

Main C: = Main C a (Camera)
Fist Object A Fist (T rm)

A Pinch (Tra 'm)

Finger (Transform)

A Table (Transform)
0

4.37 HandDepthTracker Inspector 2

4.4 Ewkoviko Xépr ko AAAnAieniopaon

4.4.1 Interactable.cs

H «\don Interactable.cs eivar vevBovn Yo T CUUTEPIPOPE TOV OVTIKEWWEVOV OV UTOPOLV VoL
AAANAETOPACOVY e TO EKOVIKO YXEPL TOL YpNoTn. Otav o ypNotng «mbvey £va avTikeilevo HEcH
YEPOVOLLDV, QLT 1 KAGOM TO KAVEL va okodlovOei opakd to ¥épt. Otav To apNVEL, TO OVTIKEIUEVO EiTE
pével ot 0éom mov 10 dencE Eite EMOTPEPEL GTNV OPYIKN TOV BEoM pe eeyyouevn Kivnon.

v apyn dnidvovtar ot HeTaPANTEG ToL KaBopilovv AT T CLUTEPIPOPAL:
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: MonoBehaviour

Transform Target;

nearZ = 1.5F;
Rigidbody myRigidbody;
BoxCollider m
B t;
isMovingBack;
speedToGoBack

Transform o

isNotOnPossition;

4.38 Interactable.cs 1

H petapinm Target opilet 1o onpeio mov mpénet va axorlovBel 1o avTikeilevo 0Ta 0 YP1NoTNG TO TLAVEL.
Av10 dev opiletor yeipokivnta otov Inspector, aAld evnuepoverol and v VirtualHand (Oa avaivbei
OTN GLVEYELX) KOTA TNV EKTELECT] TOV ALY VIS0, AVALOYOL LLE TT) XEPOVOIN TTOV EVToTioTnke. AvtideTo,
n orignalPossition eivar éva Transform mov opileton otov Inspector. I'a kdBe avrtikeipevo mov
YPMNOLonolEl 1 KAGom, Tomobetovpe otn oknvn éva empty GameObject ot 0éom OmoL Tpémel va
EMOTPEPEL TO OVTIKEIUEVO KOl TO GLVOLOVUE GTO GLYKeEKPIEVO medio. Ot nearZ kot heighOffset
YPTCULOTOLOVVTOL Y10, TN GMCTH TOTOOETNGON TOL AVTIKEWEVOL GTOV XDpo kot puBuilovior and tov
Inspector, evd 1 speedToGoBack kaBopilel OG0 ypriyopa Ba eTIGTPEWYEL TO OVTIKEIUEVO GTIV OPYIKT
Tov Béom Otav apnveTal.

ﬁj OilBeakerPossition
) WaterBeakerPossition
) InkPipettePos

¥ Interactable (Script)

Target A None (Transform)

Near Z 4,39

Heigh Offset 0

Is Moving Back

Speed To Go Back 10

Orignal Possition M WaterBeakerPossition (Transform)
Is Not On Possition

Dist [¢]

4.39 Interactable.cs Inspector View

H pébodoc Start() mpoetotudlel v khdon, maipvovtog avagopéc oto Rigidbody kot oto BoxCollider
TOV OVTIKEWUEVOD:

Start()

myRigidbody = GetComponent<Rigidbody
myCollider = GetComponent<BoxCollider

4.40 Interactable.cs 2

H x0pra Aettovpyia Ppicketar otn pébodo Update():
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Update()

Target I=

myCollider.enabled = s
Vector3 farScreenPos = Camera.main.WorldToScreenPoint(Target.position);

Vector3 nearScreenPos = Vector3(farScreenPos.x, farScreenPos.y, nearZ);
Vector3 newNearWorldPos = Camera.main.ScreenToWorldPoint(nearScreenPos);
transform.position = Vector3.Lerp(transform.position,

newNearWorldPos + Vector3(®, heighOffset, ©), Time.deltaTime * 18);

else

if(isMovingBack)
StartCoroutine(MoveBack());

4.41 Interactable.cs 3

Av vrdpyel Target, Snrodn To avTikeipevo Eyel “maoTel” amd TO EIKOVIKO XEPL, TO SCript omevepyomolel
7o BoxCollider yio vo amo@idyel cuykpovoelg kot vroAoyilel T cwot 0€om ToV avTIKEWEVOL GTNY
006vn ypnowomowdvrog TG pedddovg WorldToScreenPoint kot ScreenToWorldPoint. 'Etot 1o
avtikeipevo axoiovBel to Target oto cwotd Pabog nearZ. H teliky| TomoBétnon yivetal opord pécwm
g Vector3.Lerp, dote 1 kivnon va givar euoikn kot oyt andtopn. Otav 1o avtikeipevo oev €xel TAéov
Target, eAéyyetar av To isMovingBack sival evepyo, omote Eekiva 1) d10.01K0GT0 ETAVOPOPAC.

H emavagopd otnv apywn 8Eon vionoteitot and to coroutine MoveBack():

IEnumerator MoveBack()
myCollider.enabled = F
dist = Vector3.Distance(transform.position, orignalPossition.position);
while (dist > ©.02f

dist = Vector3.Distance(transform.position, orignalPossition.position);
transform.position = Vector3.Lerp(

transform.position, orignalPossition.position, Time.deltaTime * speedToGoBack);

yield return

isMovingBack = 8
ChemistryEquipmentManager.instance.holdingALiquid =
yield return ;

4.42 Interactable.cs 4

Apycd enavevepyornotgitar o BoxCollider dote va. amokatootadel 1 6mOGTH GUUTEPLPOPE. PUGIKNG.
Yrohoyiletor 1 amdotacn omd TV TpE€Yovca BEon TOv OVIIKEHEVOL ®G TNV Kabopiopévn
orignalPossition ka1, 660 avt) eivar peyorvtepn amd 0.02, to avtikeipevo Kveitor opoAd mTpog To
onueio avtd. MoOlg @tdoel omv apyikn tov 0éom, m onuoia isMovingBack pundevifetor kot
evnuepavetal 1 ChemistryEquipmentManager (8o avoivfel ot cuvéyein) ot dgv kpatdue TAéov

vYpo.

H Interactable emitpénetl oTov ¥pnoTn va TAVEL, VO LETAKIVEL KO VO APTVEL OVTIKEILEVO, LE PLOIKO
TpoOTO.
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4.43 Interactable.cs Object Interaction

4.4.2 VirtualHand.cs

H xAdon VirtualHand.cs eivor 10 kevipikd onpeio ovvdeong avapesa otn GestureDetection, mov
aviyvevel yelpovopies péow MediaPipe, kar tnv Interactable, mov yepiletor v kivnon tov
avTikelpévav. O porog tng eivar va eléyyel moTe TO0 €IKOVIKO ¥épt pmopel vo. OAANAETIOPAGEL UE
OVTIKEILEVA, VO TO, KKOALAED GTO KATOAANAO GMUEIO TOL YEPLOV, KO VO, TO OLPNVEL OTAV 1] XEPOVOUIN
oAAGCEL.

v apyn £XovUe TIG NADCELS LETAPANTOV:

VirtualHand : MonoBehaviour

GameObject interactableObject;
Renderer myRenderer;
ce|2r

Color interactable, UnInteractable;

Transform pinchPosition;

Transform holdPosition;

4.44 VirtualHand.cs 1

H petapint interactableObject avagpépetol oto avtikeipevo mov pmopet va macTel omd 1o XEPL, Kot
apyucd givor null. To myRenderer cuvdéetar amd tov Inspector kot ivor o Renderer tov gikovikov
yep1ov. Ot interactable kot UnInteractable sivat dvo ypdpato wov opilovtan exiong amd tov Inspector
K01 YPTCLLOTOL0VVTOL Yo Vo, aAAGLEL TO YPpDL TOV YXEPLOV, divovtag ontikd feedback oto yprotn dTOV
Bploketar v amd éva mboo-owbéoyo avtikeipevo. Ot pinchPosition kot holdPosition eivon
Transform 0écelg Tavm 670 ¥€PL— 1 TPOTN AVTIGTOLEL 6TO GNUEID ETAPNG TOV SEIKTN UE TOV AVTiXEPA
(pinch), evéd n dedtepn eivan 10 kévrpo g moaraung. To forPich sival pwo boolean mapduetpog, mov
pvOuiletar otov Inspector, yio va kabopicet av to cvykekpuévo VirtualHand ypnoiponoieitot yio pinch
gestures 1 Oyt (T.x. 6TAV VIAPYOLY dVO YEPLXL GTI CKNVN).
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Fist

u Tag Untagged Layer Default

A Transform

Sphere (Mesh Filter)

Ho v Mesh Renderer

Materials

Lighting

Per Object Motion

Laye

B ~ virtual Hand (Script)

ontinuous Dynamic

Shader Legacy Shaders/Transparent/Diffuse

4.45 Interactable Objects - Inspector

H pébodoc Start() vAomoteiton mg coroutine yloti pémel va mepuével vo poptmBovv to landmarks amod
) GestureDetection mptv pvOuictody ot Bécerg:

IEnumerator Start()
while (GestureDetection.instance.landmarks.Count != 21

yield return

pinchPosition = GestureDetection.instance.landmarks[8];
holdPosition = transform;

4.46 VirtualHand.cs 2
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H cuvOnkn landmarks. Count ! = 21 nepipével uéypt to MediaPipe va éygtl eviomiostl Kot popTdoEl
ta 21 onueia Tov xeplov. Otav givar dwwbéoua, n pinchPosition opiletoat oto landmark 8 (dxpo tov
deiktn) kau n holdPosition yivetal n 8€on tov i610v Tov VirtualHand avtikepévov.

H pébodoc Update() mepiéyet v Kopra Aoyikn aAAnienidpaong:

Update()
if (interactableObject !=

if (GestureDetection.instance.currentGesture == GestureDetection.HandGesture.Fist
|| GestureDetection.instance.currentGesture == GestureDetection.HandGesture.Pinch)
{
if (GestureDetection.instance.currentGesture == GestureDetection.HandGesture.Fist && ! forPich)
{
if (!ChemistryEquipmentManager.instance.holdingALiquid

ChemistryEquipmentManager.instance.holdingAlLiquid= H
interactableObject.GetComponent<Interactable>().Target = holdPosition;

1
J

else if (GestureDetection.instance.currentGesture == GestureDetection.HandGesture.Pinch
&& forPich)

{
if (!ChemistryEquipmentManager.instance.holdingALiquid

ChemistryEquipmentManager.instance.holdingAlLiquid = H
interactableObject.GetComponent<Interactable>().Target = pinchPosition;

interactableObject !=

interactableObject.GetComponent<Interactable>().isMovingBack =
interactableObject.GetComponent<Interactable>().Target = 8
interactableObject = H

if (interactableObject !

interactableObject.GetComponent<Interactable .isMovingBack =
interactableObject.GetComponent<Interactable .Target = H
interactableObject = 8

4.47 VirtualHand.cs 3

Av 710 interactableObject dev givor null, onpaivel 6TL T0 ¥Ept PpiokeTon HEGH G€ KATOLO QVTIKEIPEVO
7oV umopel va aAniemdpaocel. EAEyyovpe tote mola yeipovopuia el evTomioTel.

Av 1 yepovopio eivar Fist kot 1o cuykekpipuévo VirtualHand éyer puOuictel dote va unv gival yuo
pinch (forPich == false), t6te 10 avtikeipevo mdveton kou tomobeteitan otn 0éon g holdPosition,
dNAadN 670 KEVIPO TNG TAAAUNG.
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Avrictoa, av n xepovopio ival Pinch kot to VirtualHand £yel puOuiotei g pinch-hand (forPich ==
true), To avtikeipevo koAlder otn pinchPosition, Snladn ot Béon emapng deiktn Ko avtiyelpa.

X k@0 mepintwon, npv opiotei to Target, EAéyyovpe av to

ChemistryEquipmentManager.instance.holdingALiquid givon false, dote va dacparicovpe 6Tt dgv Ba
Kpatape Toutdypove SVO AVTIKEIIEVE TOV TEPLEYOVY VYPA.

Av 1 xepovopia ahrdEet o AGBOG TOTO 1) v TO YEPL AMAA OEV KAVEL KATO0 AVALYyVOPICULEVT XEPOVOLLa,
to interactableObject aprvetat ehevbepo: to Target tov unodeviletal, to flag isMovingBack yivetot
true MOTE VO EMOTPEYEL TNV apyIkn BEaN, Kol 1 avapopd SioypapeTal.

H pébodog OnTriggerStay() eivar vmevBovn yuoo 1oV EVIOMICUO OVTIKEWWEVOV TOL UTOPOVV VL
OAANAETOPACOVY UUE TO YEPL:

OnTriggerStay(Collider other)

if (other.transform.CompareTag("Interactable") && interactableObject==

myRenderer.material.color = interactable;

if (GestureDetection.instance.currentGesture == GestureDetection.HandGesture.Fist
|| GestureDetection.instance.currentGesture == GestureDetection.HandGesture.Pinch)
{

interactableObject = other.gameObject;
}

else

{
if (interactableObject !=

{
interactableObject.GetComponent<Interactable .isMovingBack =
interactableObject.GetComponent<Interactable .Target = 8

interactableObject = H

else

myRenderer.material.color = UnInteractable;

4.48 VirtualHand.cs 4

Otov 10 Collider tov ¥ep1ov Ppioketon péca o KAmolo ovtikeipevo pe tag Interactable wou oev
KPOTAUE 0N KATOL0 AALO OvTIKEIEVO, aALALOVUE TO YPOUO. TOV XEPLOL G6TO interactable pécm tov
Inspector. Av 1 GestureDetection deicet 0Tt 10 Y¥Ept Kaver Fist 1 Pinch, anoBnkedovpe 10 avtikeipevo
o¢ interactableObject kot to aprvovpe d100€o1po Yo macio. Av dyL, T0 avtiKelpevo eAevdepdveTal.

Téhog, N OnTriggerExit() ppovtilel vo emavagépet 1o ypdpa Tov xeplov otov to Collider Byetl amd 10
OVTIKEILEVO:

OnTriggerExit(Collider other)

if (other.transform.CompareTag("Interactable")

myRenderer.material.color = UnInteractable;

4.49 VirtualHand.cs 5
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"Etot, 0 ypriotng PAEreL EekaBapa TOTE TO YEPL ElVOL TAV® GE OVTIKEILEVO KAl TOTE OYL.

4.50 Interactable Color

4.5 POOmon Kapepog kon Awayeipion Adgiov

o ™ ocwom Aettovpyio ™G €Pappoyns, eivor amopaitmro vo Soc@aAictel 0TL 1 Kdpepa
TPOCUPUOLETUL OCMOTA GE JPOPETIKEG avaADoelg o0ovng kal OTL 1 GuoKeLN €)Xl OMOEL AdEL
wpocPacng oty kdpepa. Avtd viomoweitaw pe 000 KAdoewg: CameraFitHorizontal.cs,
CameraPemissionRequester.cs.

4.5.1 CameraFitHorizontal.cs

Avti 1 KAGon eEacpalilet 011 T0 omTIKG TEdio TG kKapepag (Field of View — FOV) napapével cwotd
ka1 otadepd, aveEaptnTa amd TNV avaAivor Kot To aspect ratio Tng 006vng. Avto givar Wdiaitepo KpiciLo
0T0 TAQICIO 1TNG EPUPUOYNG MO, €mEWN TO molyviol mpoPdidel oviikeipeva emavENUEVNC
apaypatikdtrag (AR), Kot o pabntég mpémet va PAETOVY TIG CKNVEG OO GMGTH OTTIKN YWVid.

aFitHorizontal : MonoBehaviour

referenceAspect = 16f / 9f;
referenceVerticalFOV
SerializeField]

Camera cam;

SerializeField]

Awake

Screen.sleepTimeout = SleepTimeout.Ne
cam = GetComponent<Camera £
w = Screen.width; h = Screen.height;
Apply

R (Checksize), @.25f, @.25f

CheckSize()

if (w != Screen.width || h != Screen.height) { w = Screen.width; h = Screen.height; Apply();

Apply ()
aspect = Screen.width / Mathf.Max(1, Screen.height);
refV = referenceVerticalFOV * Mathf.Deg2Rad;

newV f * Mathf.Atan(Mathf.Tan(refV * @.5f) * (re spect / aspect));
cam.fieldOfView = Mathf.Clamp(newV * Mathf.Rad2Deg, 16f, 18¢

4.51 CameraFitHorizontal.cs
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H petapAntr referenceAspect kabopilel To aspect ratio avagopdg (16:9) ko n referenceVerticalFOV
opietl 10 Packd katakopvPo medio dpacne. X pébodo Awake(), n cvokevn| opiletar dote va unv
«opdtay M oB6vn (Screen.sleepTimeout), AauPdaveror n Kauepa, amobnikedovial oL TPEYOVGES
dwotdoelg o0ovng, epapudlovtar ot apywég pvbuicelg péow g Apply(), kol evepyomoteitan 1
InvokeRepeating() ®ote va yivetar cuveyng Ereyyog.

H pébodog CheckSize() eréyyel av dAloée 1o péyebog | n mepioTpoen g 086vnG. Av vai, KaAeiton
Cava n Apply().

H Apply() sivor n Baown pébodog: vmoroyilel to véo kdbeto FOV @wote va dwotnpeiton otabdepd
opiiovtio FOV, axopa xat dtav akidlel To aspect ratio tng 006vne. To anotéheopa epapuodletal oto
cam.fieldOfView ko1 meplopileron petaln 10° ko 100° yio Adyovg otabepotnTog.

4.5.2 CameraPermissionRequester.cs

H 6gutepn kAdomn, CameraPermissionRequester.cs, yeipiletor v aitnon adswag npocPacng oty
Kapepa, K4t Tov givon arapaitnto yio 1o MediaPipe Hand Tracking.

Cam er : MonoBehaviour

IEnumerator Start()
{

UNITY_ANDROID &% !UNITY_EDITOR
if (!Application.HasUserAuthorization(UserAuthorization.WebCam)

yield return Application.RequestUserAuthorization(UserAuthorization.WebCam);

yield return

4.52 CameraPermissionRequester.cs

H «hédon exteleitan oty exkivinon Start(). Apyucd eAEyyetl av 1 epappoyn £xet nON AdeL YpNoNg g
KOUEPUG LEG® TOV

Application.HasUser Authorization. Av oy, {ntdet ddsia pe v RequestUser Authorization().

Me avtég Tic dvo kKAdoelg, dtuopoiiletar OTL:

1. H kéapepa npocappoletor cwotd otic dtopopetikég Android GuokevEc.

2. H éddewa ya yprion g kdpepag {nreitan pe tov cmwotd tpéno mote 10 MediaPipe va éxet mpdcPacn
ot1o live Bivreo.

4.6 Xnuwkog E€omhopoc kar Yypa

4.6.1 To Tpanély Epyaoctnpiov (Laboratory Table)

To tpanélt eivan to Pocikd oTOTIKO AVTIKEIIEVO TAV® 6TO 0TT0i0 ToTOOETOVVTOL OAN TO, EPYACTNPLOKA
OKELT|. 211 OKNVN amotereital and dV0 EeYmPIoTa TUNUATO.:

e Table Top — H endveo empdvela, 6nov tonobetodvtor Ta motnpilo (E6emc Kot T0 LIOAOITA
avtikeipeva. ‘Eyxet Aevko Unlit/Color vAkd, dote va vapyetl ontikn avtibeon pe to vrdAouma
otouyeia.
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e Table Bottom — H Bdon tov tpamellod, n onoio mwapéyel T oTHPIEN TNV ETAV® EMLPAVELQL.
"Eyxet pavpo Unlit/Color vikd dote va Eeywpilel and 10 vrdAomo nepfailov.

Kot ta 6o pépn ypnoonoiotv Cube Meshes ka1 Box Colliders ®ote va vrootnpilovtal ot puotkég

GLYKPOVGELS LE TO OVTIKEILEVAL

@ Inspector 2

@ v Table_Top Static ~

Tag Untagged ¥ Layer Default A

A Transform
Position X 0 Y 0.3851984
Rotation X 0 Y O

Scale & X 13.673 Y 0.1536212
H Cube (Mesh Filter)

Mesh

HY v Mesh Renderer

Materials
Lighting
Cast Shadows
Receive Shadows
Contribute Global lllumination

Probes

Light Probes
Reflection Probes
Anchor Override
Additional Settings
Motion Vectors
Dynamic Occlusion

¥ v Box Collider

Edit Collider

Is Trigger
Provides Contacts
WEICHE]

Center

Size

Layer Overrides

. TableTop (Material)

Shader Unlit/Color

Main Color

Render Queue

Double Sided Global lllumination

Blend Probes
Blend Probes

None (Transform)

Per Object Motion
v

None (Physic Material)
X 0
X1

Add Component

From Shader = 2000

(P Table
D Table_Top

) Table_Bottom

4.53 Tpaméli Epyaotnpiov - Unity Inspector
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4.54 Table Unity Scene View

4.6.2 Liquid Volume Pro Prefabs

I"a v Tpocouoimon TV LYPMOV TOL YPNGULOTOOVVTAL 6TO TEipapa, emAéydnke To epyaieio Liquid
Volume Pro. H emtioyn tov Paciotnke omv vynAn anddoomn, to peoMoTIKG ONTIKE £pE Kol TN
SVVATOTNTO TPOGUPLOYNG WOOTNTOV OTMOC TO YPMONE, 1| 6TAOUN TOV VYPOV, 1| SOLHPAVELD, 1] AVAIEVOT
KoM pién.

2 oknvi, olokinpn m ynuikn Odtaln éxet viomowmBel pe ™ ypnon tev £tolpnmv prefabs
Beaker 1000ml xou Pippete an6 1o Liquid Volume Pro.

4.55 Beaker 1000ml.prefab - Liquid Volume Pro

4.56 Pipette.prefab - Liquid Volume Pro
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Ta KOpLo AVTIKEILEVA TTOL YPTCLLOTOIOVVTAL ETVAL:
e Beaker_ Water
e Beaker_Oil
e Beaker_Empty
e Pipette Ink
Kda6e prefab mepiéyel cuykexpiuévo components:
e 'Eva Beaker Mesh yio tnv ontikn avonapdotaon.
e 'Eva component LiquidVolume tov Liquid Volume Pro, mov diaygipiletar to vypo.
e ’'Eva Label Mesh yia tig etikétec.
e ’'Eva PouringPoint torofsmpévo oto otouio, yuo va kabopilel To onueio and démov “péel” 10
VYpPoO.

e Kldoeig, 6mwg n BeakerPourer xor CheckinglfPouringLiquidinBeaker, o1 omoieg gléyyovv
TNV TPocopoimon tng pong tov vypoL (Ba avarivBoldv ot cuvéyel).

Beaker_Water
Beaker
LiquidVolume
Label

1) PouringPoint

Beaker_Oil
Be

PouringPoint
Liguidvolume
Beaker_Empty

PouringPoint
Label
LiquidVolume
Collider

LiquidVolume
PouringPoint

4.57 Xnuodg EEomhiondc - Unity Hierarchy View

4.6.3 Liquid Volume Inspector Settings

To Liquid Volume Pro ypnoylomoteitar yio va 0mododel pealotikn euedvion oo vypd, Le @E 6T
avatdpaén, Borlotnta, euoadidec kot avtavakidoels. [apoakdtm e&nyovvial Ta To oNUovVTIKG Tedia
7ov pvOpicTnrav:
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v Liquid Volume e i

Redraw Help
Irregular

Default

0.351
0.181

0.72
0.3
0.805

3.18

Visible From Bottom

4.58 Liquid Volume Inspector Settings

I'evikéc PvOpiceig

Topology: Opiletan o Irregular, ®ote 1 eXPAvVELR TOV VYPOV VA, EIVOL PLGTKT Kol OYL TEAELN
emimedn.

Detail: Default, yio i.coppomio petald modtrag Kot emddceEmy.

Global Alpha: PvOuilet ™ dapdveio Tov vypov.

PvOpiceig Yypov (Liquid Settings)

Level: Opilet T otdOun Tov vypov péca oto ToTNPL.

Colorl & Color2: Ta ypopato Tov VYPOV. XtV mepintwon pag, pvOpioTnkay ®OoTE Vo
AVATOPLGTOVY TO VEPO, TO AL 1] TO UEAGVL.

Murkiness: PvOuilet ) Oohdmra. Xpnoomotgitor .y, Yoo T0 HEAAVL, DOTE VO, PAIVETAL TTLO
adLPOVES.

Emission Color & Brightness: [IpocOétel paotetvotnta 1 Aapyn oto vypd av ypelaletal.

Turbulencel & Turbulence2: Opilovv 660 "tapdletol” 1 ETPAVELD TOL VYPOL OTOV KIvEiTOL
TO TOTNPL.

Sparkling Intensity & Amount: [IpocOétetl ovTavokAdGeLS Y10 O PEUAOTIKO OTOTEAEGLO.

PvOpioceig Appov (Foam Settings)

Color: To ypdua tov appo.
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e Scale, Thickness, Density: EA¢yyovv to péyebog, T peveTOHTNTA KOL TNV TUKVOTNTO TOL QLPPOV.
e Turbulence: Ennpealet tnv kotavoun Tov appov aviioya pe v Kivnon.
O1 ouykekpuévee THEG £xovy oploTel Eex@ploTd Yo To vePO, T0 AGOL Kol TO peAdVL, MOOTE TO OTTIKO
amotéleca va, ivat 660 To SLVUTOV L0 KOVTH T TPOYUATIKE VYPE TOV TEPAUATOGS.
4.6.4 ChemistryEquipmentManager.cs

H «\éorn ChemistryEquipmentManager givat 1 Kevrpuki] kKhdon mov ehéyyel OAo T0. GTOLYELN TOV
eEomhopov Kot cuvepydletar pe to Liquid Volume Pro yia va diayeipiotel ta enineda tov vypav, Tig
pigelg, To GoslooUa KOl TIG APYIKES DEGELG TOV OVTIKEWUEVOV. -

Opwopog e Krhdong kon Singleton

ChemistryEquipmentManager : MonoBehaviour

ChemistryEquipmentManager instance;

4.59 ChemistryEquipmentManager.cs 1

H «Adon axoiovBei to Singleton pattern, ®ote va vapyetl pdvo €va evepyd instance ce OAN TN GKNV.
Av10 emitpénel o AAAEG KAAGELG VO £X0VV EDKOAT TPOGPOOT OTIG AEITOVPYIEC TOL manager.

AfMroon Agdopévav EEoniiopot
sEquipments[] equipments;

holdingALiquid;

LiquidVolume emptyBeakerlLiquidVolume;

EmptyBeaker emptyBeaker;

4.60 ChemistryEquipmentManager.cs 2

e equipments: 'Eva array pe 6Aa to dwaBéoipa okevmn. Kabe otoryeio eivar tomov sEquipments
(doun opiopévn TOPUKAT®).

¢ holdingALiquid: Flag mov ypnotponoteitot yio va eAéyEeL oV 0 YpnoTng «Kpati» vypo.
o emptyBeakerLiquidVolume: Reference oto LiquidVolume tov ddgiov motnpioo.

o emptyBeaker: XOvdeon pe v kAdon EmptyBeaker (0o avoivBel mopokdrom), yio va
Sroyepileton TG EELS KO TOL YPDULOTOL.

Aopn sEquipments
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sEquipments

eLiquidType type;

es

Transform equipment;

Transform orignalPosOfEquipment;

LiquidVolume liquidVolume;

4.61 ChemistryEquipmentManager.cs 3
Kabe avtikeipevo tov epyactnpiov Exst:
e type: TOnog vypod (WATER, OIL, INK, EMPTY).
e equipment: Avagopd oto id1o to prefab.

o orignalPosOfEquipment: Xpnociponoteitor and 1o Interactable.cs v vo emotpépel 10
TOTNPL OTNV aP)IKT TOL B€om.

e liquidVolume: To component tov Liquid Volume Pro, ®cte va pmopei vo evnuepmBei
Suvopuka.

Apykomoinon Singleton
Awake ()

if (instance == instance =
else Destroy(gameObject);

4.62 ChemistryEquipmentManager 4
Z1yovpebet 0Tt vapyet pévo éva ChemistryEquipmentManager 6t oknvn.
I'epiopato kKo Adsidopato.

FillWater()

equipments[@].1liquidVolume.level

4.63 ChemistryEquipmentManager.cs 5

Iapouoro péBodog vrdpyet yia to FillOil() kot to Filllnk(). H Tyun .5 onpaivetl 61t to mothpt yepilet
670 50% ™G YOPNTIKOTNTAS TOL.

I'a 10 Gosoopa:
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EmptyBeaker()
i =08; i < equipments[2].liquidVolume.liquidLayers.Length; i++

equipments[2].liquidVolume.liquidLayers[i].amount = 8;

equipments[2].liquidVolume.UpdateLayers();

emptyBeaker.ResetWaterColor();

4.64 ChemistryEquipmentManager.cs 6
e Olo ta layers Tov vypov pndeviCovrot.
e To UpdateLayers() tnc Liquid Volume Pro gpapuoletr nv adloyn.
e H péBodog ResetWaterColor() and tnv EmptyBeaker emavagépet to ypdpo tov vepov.

O)a ta references opilovton péoa amd to Unity Inspector. 'Etol, 0 manager €yel mpdcsPacn o€ 6Aa Ta
AVTIKEIPEVA TNG OKNVAG X®PIC Vo To avalnTd LECH KOOTKO.

Yvvortikd, 1 ChemistryEquipmentManager :

1. TTapéyer singleton mpocPaocn (instance) oe GAiec KAAoeS Yo T dwoxeipnon TV avtiKeipevoy
aAAnAemiopaong.

2. Opilet éva mivaxo sEquipments pe avaeopéc Transform / LiquidVolume yio k60e avtikeipevo tov
ANUIKOV eEomMaLoD.

3. IIpocoépet peBddoug yo va yepioet o eE0TAIGUOG e TaL VYPA.

4. «Adelalew 1o «adeto» doyeio undeviCovrag 6iha ta atpouate vypav (liquidLayers[i].amount) Kot
kaimvtag tnv UpdateLayers() kot trnv emptyBeaker.ResetWaterColor().

5. Opilet 1o global flag holdingALiquid mov ypnoipomoteitor amd GAAEG KAACES YO TNV QIOTPOTN
duthol KpaTHUATOG.
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Avdantoén kot YAomoinon

a i
Static

Layer Default

r (Transform)
ition (Transform)

d Volume)

Equipment
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Orignal Pos Of Equipment

Liquid Volume

quid Volume

A OilBeakerPos:

LiquidVolu

INK
2 Pipette_Ink (Tra
A InkPipettePos

B Liquidvolume

Add Component

4.65 ChemistryEquipmentManager Inspector View

4.6.5 BeakerPourer.cs

H idon BeakerPourer &ivar vrevBuvrn yio tov éheyyo g dadikaciog yuoilatog vypdv and €va

motpt {€oewg (beaker) og éva dAlro.

Awyepiletat:

4.6.5.1

Tnv Khion Tov ToTNPLOY MGTE Vo EEKIVAGEL 1 POT).

Tnv mpocopoiwon g porg péow Liquid Volume Pro.

Tn dnuovpyia otoydvemv peloviov 1 vepyeiiiong.

Tnv evnuépoon tov Empty Beaker péow tov ChemistryEquipmentManager.

Metafintéc

[Header("Tar

et Beaker Detection”

Transform targetBeaker;

9.

horizontalRange =

verticalOffset =

3f;

0.2f;

4.66 BeakerPourer.cs 1
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targetBeaker: To motpt-6tdy0¢ 6mOL KOTOANYEL TO VYPO (0pileTan oto Inspector).
horizontalRange: Méyiot opildvTio ATOGTOCT] MGTE VO, ETTPOATEL TO OGO,

verticalOffset: To motrpt mpémet va givol TOLAGYIGTOV aVTO TO VYOS TAV® and TOV GTOYO.

[Header ("Dynamic Rotation Settings")]

maxPourAngle = 70f;
minPourAngle = 20f;
angleMultiplier = 150f;
rotationSpeed = 30f;

autoReturn =

4.67 BeakerPourer.cs 2

minPourAngle: EAdyiot yovia KAiong yuo pon.

maxPourAngle: Méyiot yovia kiiong ya pon.

angleMultiplier: Emnpealel moco avéaveral n yovia tng kKiiong avaloya Ue To DYOGC.
rotationSpeed: Toyvtnta mepoTPOPNS.

autoReturn: Ortav givar evepyd, To TOTNPL EMGTPEPEL QLTOUATO GTN OE0T TOL OV GTAPATAGEL M
pon.

[Header("Liquid Drain Settings")]

LiquidVolume liquidVolume;

layerIndex = ©;

drainStartAngle = 30f;

drainSpeed = 0.1f;

4.68 BeakerPourer.cs 3

liquidVolume: To Liquid Volume Pro component tov motnptov.
layerIndex: H «otpdon» Tov vypov mov Ba ennpeaoctet.
drainStartAngle: And ndcec poipeg kKhiong Kot Tévo Eexvaet n pon.

drainSpeed: [16c0 yprjyopa adetdlel 1o vypo.
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[SerializeField] horizontalDistance, heightDifference;

isPouring =

4.69 BeakerPourer.cs 4

¢ horizontalDistance: Opi(6vtia andcTacn amd T0 TOTNPL-OEKTT).
¢ heightDifference: Atapopd Vyoug.
e isPouring: Xnuoio wov deiyvel av auTHV TN GTYUR YIVETOL POT).

[Header("Drip Visuals")]

GameObject spillDropPrefab;
maxActiveSpills = 10;
ences
Transform spillPoint;

spillSensitivity = ©.002f;

elLiquidType type;

4.70 BeakerPourer.cs 5

e spillDropPrefab: To prefab tng otaydvag, opiopévo and o Inspector (Liquid Volume Pro érowo
prefab).

o maxActiveSpills: Méyiotog ap1Ouodg otaydvav avd kdkro.

e spillPoint: To Transform mov Jdeiyvel 610 GTOUIO TOL TOTNPLOV, GO OOV OMLULOLPYOVVTOL Ol
oTayOVeC.

e spillSensitivity: EAéyyer moco xovtd mpémel va givor 1 oTdOUn TOL VYPOV GTO YEIAOC DOTE VOl
Eexvnoet to Ooo.

eLiquidType type;

nces
isInkDropDrain;

4.71 BeakerPourer.cs 6
e type: Opilel Tov TOTO TOL VYPOL (WATER, OIL, 1) INK).

e isInkDropDrain: Xprnoyiomoieitor ®oTe 01 6TAYOVEG PHELOVIOD VO TapdyovTal LOVO pio popd ava
KAion.
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pouringAmount = ©.002f;

4.72 BeakerPourer.cs 7
e pouringAmount: EAdyiotn mocdtnta mov agarpeital ava por).

e Drops: ApiBuodg otaydvev mov dnuiovpyohviot avd KHKAO amosTpayyiong.
4.6.5.2 Mé00doi RotateTowardsPour() & RotateBackToOriginal()

RotateTowardsPour( targetAngle)

currentZ = NormalizeAngle(transform.localEulerAngles.z);
targetZ = Mathf.MoveTowards(currentZ, targetAngle, rotationSpeed * Time.deltaTime);
transform.localEulerAngles = Vector3
transform.localEulerAngles.x,
transform.localEulerAngles.y,
targetZ

4.73 BeakerPourer.cs 8

chce

RotateBackToOriginal()

currentZ = NormalizeAngle(transform.localEulerAngles.z);
targetZ = Mathf.MoveTowards(currentZ, 0f, rotationSpeed * Time.deltaTime);
transform.localEulerAngles = Vector3
transform.localEulerAngles.x,
transform.localEulerAngles.y,
targetZ

)

if (Mathf.Approximately(targetz, of)
isPouring = 8

4.74 BeakerPourer.cs 9

H pébodog RotateTowardsPour() yépvel opadd 1o TOTHPL LEYPL VO PTACEL T YOVIO TOV ATTOLTEITOL YL
m pon. Ymoloyiler v Tpéyovco ywvio otov Tomkd dEovo Z Kot TN HETOPAALEL oTOdIOKA
ypnowonroiwvtag Mathf.MoveTowards.

H RotateBackToOriginal() Acttovpyel avtioTpo@a, ETOVAPEPOVTAG TO TOTHPL GTNV OPYIKN TOL OEom.
Orav n yovio enavérfer TAnpwg, to flag isPouring undeviletor.
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4.6.5.3 M<£0ooog Reset()

Reset ()

RotateBackToOriginal();
isInkDropDrain = g

4.75 BeakerPourer.cs 10
e Emavagépel To mothptl oty opbia Béon.

e Emavagépel m onpaio isinkDropDrain, dote va pmopodv va dnpovpynfovv Eava otoydveg
UEAOVIOD GTNV EMOLEVT] TTPOCTADELQ.

4.6.5.4 M£6000og DrainLiquid()

DrainLiquid
if (liquidVolume ==

Vector3 spillPos;
f] spillAmount;
liquidVolume.spillEdge = spillPoint;

if (liquidVolume.GetSpillPoint( spillPos, spillAmount, liquidVolume.level, spillSensitivity)

8; k < drops; k++)

template = Random.Range(@, maxActiveSpills);

GameObject oneSpill = Instantiate(spillDropPrefab) GameObject;

oneSpill.SetActive £

Rigidbody rb = oneSpill.GetComponent<Rigidbody>();

rb.position = spillPos + Random.insideUnitSphere * 8.01f;

rb.AddForce Vector3(Random.value - @.5f, Random.value * @.1f - @.2f, Random.value - 8.5f));
}
liquidVolume.level -= spillAmount / 1@f + pouringAmount;
if (ChemistryEquipmentManager.instance.emptyBeakerLiquidVolume !=
{

if(type==eLiquidType.WATER

ChemistryEquipmentManager.instance.emptyBeakerLiquidVolume.liquidlLayers[®].amount += spillAmount / 1@f + pouringAmount;

€ type == elLiquidType.OIL)
ChemistryEquipmentManager.instance.emptyBeakerLiquidVolume.liquidLayers[1].amount += spillAmount / 18f + pouringAmount;

ChemistryEquipmentManager.instance.emptyBeakerLiquidVolume.Updatelayers();

4.76 BeakerPourer.cs 11

H DrainLiquid() yepiletat m dnpiovpyia 6taydovav, Ty Tpocapuoyn T oTddung Tov vypo Kot Ty
EVNUEPMOT] TOV 00YEIOV-GTOYOV.

Apycd, opiletar to onueio vrepyeihiong (spillEdge) mov avrtictoyel oto yeihog Tov doyeiov. X1
ovvéyewa, n néBodog GetSpillPoint() tov Liquid Volume Pro vmoAoyilel av to vypd €xel ptdoet 6to
yethog Ko EMOTPEPEL:

e 10 akpipéc onueio pong (spillPos),
e KOl TNV TOGOTNTA VYPOV TTOL pnopet va yvoei (spill Amount).

Epocov evtomiotel vepyeilion, dnpiovpyodvtot otaydveg pe to Instantiate() kot epapuoletor Toyaio
ovvaun péow g Rigidbody.AddForce() yio va @oivetor uotkr| n Kiviion Tovg. ZTr CLUVEXEL, 1M
oTaun tov VYoV oto TPEYoV doyeio (liquidVolume.level) peidvetal, Evid TOVTOYPOVA EVILEPDVETOL
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Kol T0 00Yeio-010x0¢. H xatdAinin mocdtnta mpootifetal o610 cwotd layer péco otov mivako
liquidLayers[] Tov doygiov-otdyov, kot to UpdateLayers() eEacparilel 6t véa 61a0un eppavileton
omoTd TNV 006V,

Agwrovpyieg Liquid Volume Pro
e level: Ilapakolovbei to enimedo vypdv Tov doyeiov (0 Emg 1).
o spillEdge: Opilet 1o onpeio an’ 6mov vroroyileTon n vepyeilon.

e GetSpillPoint(): Emotpépet To akpiféc onueio Kot Ty TocoTNTU TOL VYPOD TOL TPOKELTOL VO,
yLOet.

o liquidLayers[]: Awyepileton ta Stoupopetikd oTpdpaTa VYPoL 6To doyelo (VEPO, AAdL, HEAAVL).

o UpdateLayers(): Evnuepdvel tnv aneikovion OcTe va QOivETOL GOGTA 1) dALOYT| TNS GTAOUNG.

4.6.5.5 Mé00d60g DrainlnkDrop()

DrainInkDrop
if (liquidVolume
Vector3 spillPos = spillPoint.position;
if (liquidVolume.level > ©
for ( k = 0; k < 1; k++)
template = Random.Range(®, maxActiveSpills);

GameObject oneSpill = Instantiate(spillDropPrefab) GameObject;

oneSpill.SetActive( ¥s

Rigidbody rb = oneSpill.GetComponent<Rigidbody>();

rb.position = spillPos + Random.insideUnitSphere * 0.01f;
rb.AddForce Vector3(Random.value - ©.5f, Random.value * 0.1f - 0.2f, Random.value - 0.5f));

}
liquidVolume.level -= 1 / 10f + pouringAmount;
if (ChemistryEquipmentManager.instance.emptyBeakerLiquidVolume != )

{

if (ChemistryEquipmentManager.instance.emptyBeakerLiquidVolume.liquidLayers[1].amount == @

ChemistryEquipmentManager.instance.emptyBeakerLiquidVolume.liquidlLayers[2].amount += .1f / 10f + pouringAmount;
ChemistryEquipmentManager.instance.emptyBeakerLiquidVolume.UpdatelLayers();

4.77 BeakerPourer.cs 12

Xe avtifeomn pe To vIdroma VYPA, N HEBodOG avtr, Tapduota pe v DrainLiquid(), dnuovpyel pia
povo otoyove kads @opd kol pedvel T oTabun TOAD Mo apyd. Avtd UMEiTOL TNV TPOYUOTIKY
GUUTEPIPOPA TOV UEAAVIO, TO 01010 GTALEL O GTASIOKA.

4.6.5.6 Mé00ooc Update()

H Baocikn Aettovpyikdtnto, T KAdong vAomoteiton otn uébodo Update(). e kdOe frame eléyyovion n
amOGTOOT Kol 1 d1opopd DWYOVE avapeso oto TpEXoV d0yElo Katl To d0yEi0-aTOY0. AV TANPOVVTOL O1
npovmobéaelg, 1 péBodog Eexva T dadtkacio pong.
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Update()

if (targetBeaker == || liquidvolume == return;

Vector3 positionOffset = targetBeaker.position - transform.position;
horizontalDistance = Vector2(positionOffset.x, positionOffset.z).magnitude;
heightDifference = transform.position.y - targetBeaker.position.y;

if (horizontalDistance < horizontalRange && heightDifference > verticalOffset
isPouring =

if (type != elLiquidType.INK)
{
dynamicPourAngle = Mathf.Clamp(
heightDifference * angleMultiplier, minPourAngle, maxPourAngle);
RotateTowardsPour(dynamicPourAngle);

DrainLiquid();
}

else

{

if (lisInkDropDrain)
{
DrainInkDrop();
isInkDropDrain =

else if (autoReturn && isPouring

Reset();

4.78 BeakerPourer.cs 13
Apycd, vroloyiletal 1 oplovTio amdéoTacn HETOED TV dVO doYEI®V KOl 1] dte@opd Vyovs. Av 10
Tpéyov doyelo eivor apkeTd Kovid kot Bpioketor o ynid amd to dAlo, gvepyomoleitat 1 por|. XTnv
TEPIMTO®GN TTOL TO VYPO gival vepd N AAdL, TO TOTNPL TEPIGTPEPETAL OVVOUIKO TPOG T COGTH YOVIOL Ue
™ uébodo RotateTowardsPour() xoi xolieiton m DrainLiquid() ywo va Eexwvnoer m pon. Ztnv
mepinT®Oon Tov pUeAavio, ypnotlponoleitol 1 DrainlnkDrop(). Av otopotoetl va 1oydeL 11 cuvOnKn
POTNG, TO TOTNPL EMAVEPYETOL GTASLOKA GTNV apyIkY| Tov BEom péow g Reset().
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v Beaker Pourer (Script)

Target Beaker Detection
Target Beaker_Empty (Transform)
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Vertical Offset

Dynamic Rotation Settings
Max Pour Angle
Min Pour Angle
Angle Multiplier
Rotation Speed
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Liquid Drain Settings
Liquid Volume B LiquidVolume (Liquid Volume)
0
30
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]
Height Difference 0
Is Pouring

Drip Visuals
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. PouringPoint (Transform)

Pouring Amount

Drops

4.79 BeakerPourer Inspector View

H BeakerPourer g\éyyet t pon vypadv peta&d tov doyeiov oto meipapo. Aviyvedel mOTE TO TOTNPL
YEPVEL 0PKETA, LITOAOYILEL TO onueio Kal TV TocOTNTO VIEPYEIMONG Kot cuvepyaletar pe to Liquid
Volume Pro yio va TpoGopotdcel peaAoTikd TV kiviion Tov vypov. Ilepiotpépet duvapkd to motnpt,
dnpovpyel otaydveg péow prefabs ko epappolel pvowég duvauels (Rigidbody.AddForce) yio vo
oaivovtatl puotkéc. [TapdAinia, evnuepdvel T oTdOUN TOL VYPOL 6TO TPEXOV d0YELD KOt TPOGOETEL TNV
avTioTolyn ToGOTNTA 6TO J0YEI0-6TOY0. ['10 TO HEAAVL, 1 POT YIVETOL IO GTUSIOKA DGTE VA, WUEITOL TO
apyo6 otd&po.

4.6.6 ChekinglfPouringLiquidInBeaker.cs

H «Ahédon CheckinglfPouringLiquidinBeaker Acitovpyel g oOvdeopog oavdépecoa o610
BeakerPourer.cs kot 10 doygio mov mpokettal vo, dgytel to vypo. O podrhog Tov gival vo, EAEYYEL av TO
VYPO KOTELOOVETOL TPAYLOTL GE £V KOTOAANAO dOYEI0 Kal, OV Val, Vo GUVIEEL AVTO TO OOYELD UE TO
ChemistryEquipmentManager &ote vo eviLEPOVETAL GOGTA 1) GTAOLN TOL VYPOD.

4.6.6.1 MeTapintéc

BeakerPourer myBeaker;

LayerMask layerToCheck;

4.80 CheckinglfPouringLiquidInBeaker.cs 1

H petapinti myBeaker cuvoéeton pe tnv BeakerPourer kot v evnuepovel av 1o Totnpt fpioketon
o¢ katdotoon pong. H layerToCheck kaBopilel mowa enineda Oa Aapfdavovtol vToyy and 1o raycast,
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moTe va yiveTon EAeyyog LOVo Yo avTikeipeva mov oyetiCovtan pe ) pon (ta doyeia) Kot va ayvoovvial
doyeta avTikeipeva.

4.6.6.2 M£00o0g Update()

Update(

!myBeaker.isPouring

Physics.Raycast(transform.position,transform.forward, RaycastHit hit, layerToCheck)

if (hit.transform.CompareTag("Empty

{
Debug.DrawLine(transform.position, hit.point, Color.red);
ChemistryEquipmentManager.instance.emptyBeakerLiquidVolume = hit.transform.GetComponentInParent<EmptyBeaker>().myLiquidVolume;

ChemistryEquipmentManager.instance.emptyBeakerLiquidVolume

ChemistryEquipmentManager.instance.emptyBeakerLiquidVolume =

4.81 CheckinglfPouringLiquidInBeaker.cs 2

H pébodoc extereitan o ke frame ko mepiapfavet tpio facikd Pripata:
1. "EXleyyog katdotoong pong:

Av 1 BeakerPourer dev éxel evepyomomoetl m pon (isPouring == false), tepuatileton
GUECA 1) EKTEAECT], DOTE VO PNV KAVEL TEPITTOVG EAEYYOVG.

2. Xpnon Raycast yia aviyvevon otdyov:

ExteAeitan éva raycast and ) 0£om TOV TPEYOVTOC OVTIKEUEVOD TTPOC TO EUTPOC. AV TO ray
EVTOTIGEL GUYKPOLOT UE OVTIKEIUEVO, YiveTal mePUTép® EAEyY0g Yo va Jomotdel av
TPOKELTOL Yot £YKVPO doYElO.

3. 'EAeyyog av o otdyog eivar EmptyBeaker:
4. Av 10 avtikeipevo éxet 1o tag “EmptyBeaker” evnuepovetal to
ChemistryEquipmentManager pe 1o LiquidVolume tov cuykekpyiévov doygiov.

5. Av o o10)0¢ dev givor KaT@AANAO doyelo, N av Ogv VILAPYEL YTOTMHO amd TO raycast, 1 TN
opiletar o€ null. Mg avtdv ToV TpOTO TO ALK VidL Yvmpilel OTL dev LVILAPYEL £YKLPOG GTOHYOG Y10

pon vypov.
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O Inspector

@ v PouringPoint

-

Tag Untagged ¥ Layer Default

g Transform

Positio X -0.0673 Y 0.1499

Rotation ) ¢ -90
R X il 1

Beaker_Oil (Beaker Pourer)

ayer To Check Beaker

Add Component

4.82 CheckinglfPouringLiquidInBeaker Inspector View

Th givar To Raycasting

To raycasting ot Unity €ivat pio teyvikn mov «eKToEEVE Lol adpaTn OKTiVe ad éva onpeio mTpog
pio katevBuvon kot EAEYYEL av ot cuvavtd kdmoto avtikeipevo pe Collider. H pébodog

Physics.Raycast() emiotpépet po Tip] Tvmov bool:
e true: Otav M OKTIVO YTUTNGEL KATO10 AVTIKEIIEVO.
o false: otav dev Ppebel kapio odykpovon.

Emum\éov, otav ypnoyomolovpe v mapauetpo out RaycastHit hit, 1 Unity amoOnkevel o€ avthyv )
doun| TAnpoeopieg yia To avTikeipevo Tov yrumnnke, povo av 1 néBodog emotpéyel true. Mécsa oto
hit propotpe va Bpovpe:

e hit.point: 10 akpiPéc onueio TpdGKpoLGNC,
e hit.transform: 1o avtikeipevo mov yromnOnKe,
e hit.distance: v amdcTOocn TOL ONLEiOL EMOPT|S ad TO onpeio exkivnong. [17]

210 TA0{G10 TOL TOYVIOLOV, TO raycasting ypMCLOTOLEITAL Yio VO EAEYYEL AV TO VYPO KOTELHHVETAL GE
EmptyBeaker. 'Etol to mouyvidt yvopilel mov wpénel va KataAREouy oL EVUEPMGEIS TS GTAOUNG
VYpoY.

Inueioon:
H pébodoc Physics.Raycast opiletor ¢ e&ng:
Physics.Raycast(Vector3 origin, Vector3 direction, out RaycastHit hitInfo, float maxDistance).

Av16 onpaivet, 06TL ot TpEYovca mepintwon 1o layerToCheck (LayerMask) mepva wg 4° dpiopa kot
avtpetoniletor og maxDistance (my 1, 2, 4, 8...). AnLadn, dev yiveror piktpapicua Tov layers, aAld
opiletar éva pNKog oKTivag 160 UE TOV aKEPALO TNG HOOKOG.

Apa, pe v TpEYOLGO KANGT, TO ray Ba ytunnoel omolodnmote layer, o€ 0mOoTOOT £MC «TUN LACKOCH.
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4.6.7 EmptyBeaker.cs

H «idon EmptyBeaker givoi vrehBovn yia m copmepipopd tov doyeiov mov déxetat vypa 6To TEIpapLaL.
Yvvepyaleton pe to Liquid Volume Pro dote vo dwyepiletar v mocdtnto, t0 YpOUHO Kot To
OTPOUUTO TOV VYPAOV, KAODC Kot TN dtadtkacio avapeléng peraviod Kot vepov. [apdiinia, eEAEyyel av
T0 doyelo £xel yepioel, Snuovpyel epé VIEPYEIMONG Kol KOTOOTPEPEL GTAYOVEG OV dgV Ypeldlovtal
TAEOV.

4.6.7.1 Merafintéc

LiquidVolume myLiquidVolume;
GameObject spillDropPrefab;

Transform spillSpawnPoint;

Transform beakerBase;

beakerHeight = 0.2f;

lor forInkWater;

Color normalWaterColor;
isbeakerFull;

hasInkDrop;

4.83 EmptyBeaker.cs 1

myLiquidVolume: 1o component tov Liquid Volume Pro 7ov yepiletot m 6140 kot 1o xpdue tov
VYPOD.

spillDropPrefab & spillSpawnPoint: ypnocionoovvtor yio T dnpovpyio €9 otaydovev Otav 1o
doyeio Eeyenilet.

beakerBase & beakerHeight: «afopiovv 10 Dyog tov doyeiov Kol YPNGUYOTOLOVVTOL YO TOV
VTOAOYIGUO TG B€oMg TV OTAYOV®V.

forInkWater & normalWaterColor: ta ypdpata mTov epapproloviol 6To vypo OTAV OVOLELYVOETOL UE
UEAGVL ] OTOV ETOVAPEPETOL GTO APYLKO YPDUCL.

isbeakerFull: dciyvel av to doyeio &xel yepioel.

hasInkDrop: vnodeikviet av vdpyovy evepyég oTayOvVeG LEAOVIOD GTN] OKNVY).
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© Inspector =)

@ v Beaker_Empty Static

Tag Untagged Layer Default

Transform

v Empty Beaker (Script)

My Liquid Volume B LiquidVolume (Liquid Volume)
Spill Drop Prefab W Spill_Water

Spill Spawn Point A PouringPoint (Transform)
Beaker Ba A None (Transform)

Beaker Heig 0.2

For Ink Water

Normal Water Color

Has Ink Drop

4.84 EmptyBeaker Inspector View

4.6.7.2 M£000o0c ResetWaterColor()

ResetWaterColor()

myLiquidvVolume.liquidLayers[@].color = normalWaterColor;
myLiquidVolume.Updatelayers();

GameObject allInkDrops = GameObject.FindGameObjectsWithTag("InkDrop™);
for i =0; i < allInkDrops.Length; i++

Destroy(allInkDrops[i]);

4.85 EmptyBeaker.cs 2

Emavagépel To ypdua Tov vepod otV apyIk ToV kKatdotoot Kot kabapilel OAeC TIC oTaydVEG LEAVIOD.
KoAeitor dtav 10 Teipapo «ETovapipeTon).

4.6.7.3 Mé00oog SpawnSpillParticle()

SpawnSpillParticle(Color color)

GameObject drop = Instantiate(spillDropPrefab);
drop.GetComponent<Renderer .material.color = color;
drop.transform.position = spillSpawnPoint.position;
drop.SetActive H

Rigidbody rb = drop.GetComponent<Rigidbody g
rb.AddForce(Vector3.down * ©.5f + Random.insideUnitSphere * 8.2f);

Destroy(drop, 2f);

4.86 EmptyBeaker.cs 3

Anpiovpyel otayovec oto onueio vmepyeiMong kot mpoohHEtel Tuxoio QLOIKY Kivion HEC® TG
Rigidbody.AddForce(). Ot 6taydveg 0nTOKOTAGTPEPOVTAL LETA OO 2 SEVTEPOLETTAL.
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4.6.7.4 M£00o0g IsBeakerFull()
IsBeakerFull(LiquidVolume 1lv)

totalAmount = Of;
foreach layer in lv.liquidLayers

totalAmount += layer.amount;

return totalAmount >= 1.0f;

Avdantoén kot YAomoinon

4.87 EmptyBeaker.cs 4

EXéyxer av 10 cuvoAKd Vyog OA®V TV GTPOUATOV VYPoL &xel tdoel 10 péyioto (1.0), dote va

gvepyomowmBei n vepyeiiion).

4.6.7.5 M£0ooor GetLowestDensityLayerIndex() & GetSecondLowestDensityLayerIndex()

GetLowestDensitylayerIndex(LiquidVolume 1lv)

minIndex = 8;
minDensity = lv.liquidlLayers|[0].density;

i=1; i < lv.liquidlLayers.Length; i++
if (lv.liquidLayers[i].density < minDensity)
{

minDensity = lv.liquidlLayers[i].density;
minIndex = i;

return minIndex;
ence
GetSecondLowestDensitylLayerIndex(LiquidVolume 1v,

minDensity .MaxValue;
secondIndex

i =0; i< lv.liquidlLayers.Length; i++

if (i == excludeIndex) continue;

if (lv.liquidLayers[i].density < minDensity)
{

minDensity = lv.liquidLayers[i].density;
secondIndex = i;

return secondIndex;

4.88 EmptyBeaker.cs 5
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GetLowestDensityLayerIndex()

Xpnowonodvrag to LiquidVolume Component, emiotpéeet o index Tov GTpOUATOS Le TN UIKPOTEPT
TLUKVOTNTO, MOTE VO, ATOPAGIOTEL TO10 VYPO Oa EgxelMoel TpdTO.

GetSecondLowestDensityLayerIndex()

Xpnoponoteitaol yio vo VITOAOYIGEL TO OEVTEPO EAAPPVTEPO GTPALLE, AV TO TPATO £YEL O AOELACEL.

4.6.7.6 Mé£0060c GetCurrentLayerIndex()

GetCurrentLayerIndex(Vector3 dropPosition)

localDropY = transform.InverseTransformPoint(dropPosition).y;

cumulativeHeight = 6f;
for i =8; i < myLiquidVolume.liquidlLayers.Length; i++

layerHeight = mylLiquidVolume.liquidlLayers[i].amount * beakerHeight;
layerTop = cumulativeHeight + layerHeight;

if (localDropY <= layerTop)
return i;

cumulativeHeight += layerHeight;

return -1;

4.89 EmptyBeaker.cs 6

Yrohoyilel oe molo otpodua VYPOV Do TEGEL pa oTayOvVa, cuyKpivovtag To HYog Tng Ue To dfpotoua
TOV VYOoUG OAWDV TV GTPOUATOV.

o Av Bpebei éyxvpo oTpdpLo, ETIGTPEPETAL O SEIKTNG TOV.
e Avnotayova Bpiocketot Tvm and OAC To GTPOUATO, ETGTPEPETL -1.

4.6.7.7 M£0oooc MixInkWithWater()
MixInkWithWater()

GameObject allInkDrops = GameObject.FindGameObjectsWithTag("InkDrop");
myLiquidVolume.liquidLayers|[@]|.color = forInkWater;
myLiquidVolume.Updatelayers();

for i =8; i < allInkDrops.Length; i++

Destroy(allInkDrops[i]);

4.90 EmptyBeaker.cs 7
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Avt 1 péBodog avaptyvdsl To peAdvVL pe to vepd OTOV 0 YPNOTNG KOVEL CLYKEKPLUEVT Kivnon
yepovouiog (gesture). AAAACEL TO YPOLA TOV VEPOV, EVILEPMDVEL TNV OTTIKT amekdvion Kot Kabapilet
OLEG TIC OTAYOVES LLEAOVIOD.

4.6.7.8 M£00d60g DetectDropLayerContact()
DetectDroplLayerContact()

inkTouchWater = H
GameObject allInkDrops = GameObject.FindGameObjectsWithTag("InkDrop");

foreach drop in allInkDrops
layerIndex = GetCurrentLayerIndex(drop.transform.position);

if (layerIndex != -1)
{

if (layerIndex == 9)

1
inkTouchWater =
break;

inkTouchWater

myLiquidVolume.liquidLayers[@].color = forInkWater;
myLiquidVolume.UpdateLayers();
for ( i =0; i < allInkDrops.Length; i++)
{
Destroy(allInkDrops[i]);

4.91 EmptyBeaker.cs 8
H pébodoc eléyyet av kdmola oTorydVa PHEAAVIOV TEPTEL GTO TPMTO GTPOLO. (VEPO).
e Avundpyst enagn, aAralet To ypopa tov vepov o forInkWater.
e  Evnuepavel v aneikdévion pe UpdateLayers().

o Kataotpépel OAeg TIC oTOYOVEC LEAOVION, KAOMDC Be®povvTal amoppoPnUEVEC.
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4.6.7.9 M£00o0c HandleMixing()

HandleMixing()

layers = myLiquidVolume.liquidlLayers;

if (layers.Length >= 3 && layers[@].amount > @ & & layers[2].amount > @ && layers[1l].amount ==

inkAmount = layers[2].amount;
layers[@].amount += inkAmount;
layers[2].amount = ©f;

layers[@].color = forInkWater;
myLiquidVolume.UpdatelLayers();

4.92 EmptyBeaker.cs 9

Extehel v avdpeiEn otav:
e vmbpyel vepo (layer 0),
e vmdpyel peravi (layer 2),
e Jevumapyetl Aad (layer 1).

H mocotta ToVv Hehavioh EVEOUATMOVETOL GTO VEPO KOl EVILEPDVETOL TO YPMOLLOL TOV.

4.6.7.10 M£00doc HandleSpilling()

HandleSpilling()

totalAmount = of;
foreach layer in myLiquidVolume.liquidLayers
totalAmount += layer.amount;

if (totalAmount > 1f

topLayerIndex = GetLowestDensitylLayerIndex(myLiquidVolume);
spillStep = 0.01f;

if (myLiquidVolume.liquidlLayers|[toplLayerIndex].amount > @f)

{
myLiquidVolume.liquidLayers|[topLayerIndex].amount -= spillStep;
SpawnSpillParticle(mylLiquidVolume.liquidlLayers|toplLayerIndex].color);
myLiquidVolume.UpdatelLayers();

}

else

{

secondTopLayerIndex = GetSecondLowestDensitylLayerIndex(myLiquidVolume, toplLayerIndex);
if (secondToplLayerIndex != -1 && mylLiquidVolume.liquidlLayers|[secondTopLayerIndex].amount > @f)
{
myLiquidVolume.liquidlLayers|secondToplLayerIndex].amount -= spillStep;
SpawnSpillParticle(myLiquidVolume.liquidLayers[secondTopLayerIndex].color);

myLiquidVolume.Updatelayers();

4.93 EmptyBeaker.cs 10
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H pébodoc erléyyet av to doyelo €xel yepioet:
e Avvay Bpiokel To otpdpa pe T piKpOTEPN TLKVOTNTO (GUVIOWOE AAdL).
o Aooipei oTadiokd piKpég TocoTNTES VYPOV (spillStep).
e Anuovpyet ontikd e@é vepyeitiong koimvtag To SpawnSpillParticle().

e Av 1o Tp®TO GTPON EIvar ddEL0, ELEYYEL TO EMOUEVO EAAPPVTEPO.

4.6.7.11 M£00doc Update()

Update()
hasInkDrop = GameObject.FindGameObjectsWithTag("InkDrop").Length > ©;

isbeakerFull = IsBeakerFull(mylLiquidVolume);

HandleSpilling();
HandleMixing();

DetectDropLayerContact();

4.94 EmptyBeaker.cs 11

H pébodoc Update() tpéyet o ke frame ko extedel téooepig Pacikég Aettovpyieg:
e E)\éyyel av vdpyovv otoyovec peraviov ot oknvn (hasinkDrop).
e Ymoloyilel av To doyeio Exel yepioel kaimvtag tn IsBeakerFull().
o EMéyyer av mpénel va Eexvioet vepyeilon péow g HandleSpilling().
o Awyepileror v avapeldn vypav Kot TNV ETAPT OTAYOVAOV UE VEPO.
Yvvontikd, 1 EmptyBeaker:
1. Tapakorovbei to LiquidVolume tov dosiov doygiov.

2. Av Bpebei perdvi mov ayyilet 1o layer tov vepo?, Bapet To vepd kot kabapilet Tig otaydveg amod
peAGVL.

3. Avouryvier vepo Kot LELAVL oV dEV DTTAPYEL AGOL, LETAPEPOVTAS TNV TOGOTNTO TOV LEAOVIOD KO
oAAGLoVTAG TO YPOLO, TOV VEPOL.

4. Av vrapyel vepyeihon, (. level > 1.0), «ybvetaw 10 vypd pe T PKPOTEPN TLKVOTNTO, LIE
omtikd spill drops.

5. Emiong edd Bpiokeror n uébodog ResetWaterColor() 1) onoio emava@épel T0 PO TOV VEPO
otav adetlel To doygio.

4.6.8 DropHandler.cs

H «héon DropHandler.cs sivor vmevBovn yio 1 owdpkewa {mng Kot T copmeproopd Kabe
HEHOVOUEVNS oTOYOVOS VYPOD OV dNUIOVPYEITOL OTO TotyVidl, €ite mPOKELTAL Y10 VEPO, UEAAVL N
oTayoveg vepyeiMonc. Av eivar pukpn, aAniemdpd dueco pe tnv WaterColliderFollow (avoivetol
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o711 GLVEYELN), 1| OToiol pITopel vor dALAEEL TN CLUUTEPLPOPE TG OTAYOVOC DOTE VO TNV KKPOTNGELY GTNV
EMPAVELD TOV VYPOY OVTL VO TNV KATAGTPEYEL.

10 Unity Inspector, givar mpocaptnuévn ota spillDrop prefabs ko evepyomotgitor avtopato Kabe
@opa mov 1| BeakerPourer dnuiovpyel véeg otaydveg

e :

= » Open

-
y

" Tag InkDrop = Layer Ignore R

A Transform

Standard

4.95 DropHandler Inspector View

DropHandler : MonoBehaviour

doNotDestroyDrop;

Start()

StartCoroutine(DestroySpill());

ref

IEnumerator DestroySpill()

yield return WaitForSeconds(4f);

if (ldoNotDestroyDrop

Destroy(gameObject);

4.96 DropHandler.cs

doNotDestroyDrop: &Aéyyelt av n otoyOvo TPENEL VO TOPAUEIVEL GTN OKNVA N} VO KOTOOTPOPEL
QVTOLLOTA.
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4.6.8.1 Mgé£0ooog Start()

H pébodog Start() kodeitor avtopata 0tov 1 otaydve dnpovpysitat. Apéowng ekkivel v Coroutine
DestroySpill(), n omoia ehéyyel av n otaydva TPENEL VO KOTAGTPAPEL 1| VO Tapapeivel evepyr| ot
oKNVI.

4.6.8.2 Coroutine DestroySpill()
o H pébodoc mepipével 4 evTEPOLENTA TPV EKTELEGEL OTOLAONTTOTE EVEPYELQL.

e Av 1 petapinty doNotDestroyDrop civon false, n otaydévo kKoTaoTpé@ETol GVTOPATE PECH
Destroy(gameObject).

o Av Oumg gival true, 1 oToyOVo TAPAPEVEL EVEPYT] KOl LTOPEL VO «EMTAEE N VA ypnoomombei yio
GAAec diepyaoieg, OTmG 1 ovapeln pehaviod Kot vepoo.
4.6.9 WaterColliderFollow.cs

H «Adon WaterColliderFollow ghéyyet tn 8éom evog collider mov tomoBeteiton axpifog mhve and v
EMPAVELD, TOV VYPOV, MGTE VO OVIXVELEL GMOCTO EMAMES OTOYOVOV, UEAOVIOD KOl YEPOVOULDV.
Yvvepyaleton pe to Liquid Volume Pro ywo va vroioyilel 1o mpaypotikd Yyog e EMQAVELNS TOV
vypov kot pe tnv EmptyBeaker yio va yepiletar tnv avapeién pekoviod 6tav ovtd amorteitol.

4.6.9.1 Merofintéc

LiquidVolume liquidVolume;

Transform colliderTransform;

nce
Vector3 offset;
rences

EmptyBeaker myBeaker;

4.97 WaterColliderFollow.cs 1
liquidVolume: avagopd oto Liquid Volume Pro yio va yvopilovpe ™ otadun tov vypoo.
colliderTransform: o collider mov «akoAovBei» TV emeavela Tov VYPOD.

Offset: emtpénet ppn Kotakopven 610pbwon, dote va tonobetovpe Tov collider akpimg mhve and
70 VYPO.

myBeaker: avagopd oty EmptyBeaker, ®ote vo kadlobvton uébodotl dnwe m

MixInkWithWater().
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© Inspector 2 i
@ v EmptyBeakerCollider Static ~
T Tag Untagged Ignore Raycast
A Transform

tion

X 0.6435909

B Cube (Mesh Filter)

Mesh # Cube

al lllumination

Blend Probes
Blend Probes

None (Transform)

Per Object Motion
Dynamic Occlusio v
¥# v Box Collider
B v Water Collider Follow (Script)

Liquid Volume B LiquidVolume (Liquid Volume)
Collider Transform P EmptyBeakerCollider (Transform)
X 0

B Beaker_Empty (Empty Beaker)

4.98 WaterColliderFollow Inspector View

4.6.9.2 Mé£0ooog Update()
Update()

if (liquidVolume == || colliderTransform == return;

filllevel = liquidVolume.level;

containerHeight = liquidVolume.transform.localScale.y;
localY = (filllLevel - 8.5f) * containerHeight;
Vector3 worldPos = liquidVolume.transform.position;
worldPos.y += localyY;

colliderTransform.position = worldPos+ offset;

4.99 WaterColliderFollow.cs 1

H pébodog Update() extedeiton og kabe frame kot cuyypovilet tn 0€om tov collider pe v mpaypotiky
61a0un TOL VYPOL:

e Ymohoyiwopdg otdOung: maipvel v tpéyovca avaroyio tAnpmong and 1o liquidVolume.level
(0 éwg 1).
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e Ymohoyiwopdg 0éong: ypnoytomolel To Vyog Tov doyeiov (containerHeight) kot 1t otdOun yio
va Bpet v akpipn tomobesio TG EMPAVELQS.

e Metakivnon collider: evnuepavel ) 0o tov collider mote va evBuypappileton pe T0 TAVO
HEPOC TOV VYPOV.
Av10 glvan kpioyo yio va e£ac@oMoTeL OTL 01 GTAYOVES aVIXVEDOVTOL T GMGTH GTIYUN OTAV TEPTOVV

G710 LYPO.

4.6.9.3 M£0060c OnTriggerEnter()

OnTriggerEnter(Collider other)
if (other.transform.CompareTag("Drops")
Destroy(other.gameObject);
else if(other.transform.CompareTag("InkDrop") && liquidVolume.liquidlLayers[1].amount>@

other.transform.GetComponent<Rigidbody>().isKinematic = 8
other.transform.GetComponent<DropHandler>().doNotDestroyDrop =

else if(other.transform.CompareTag("Finger")
&& GestureDetection.instance.currentGesture == GestureDetection.HandGesture.Point
&& myBeaker.hasInkDrop

myBeaker.MixInkWithWater();

4.100 WaterColliderFollow.cs 2

H pébodog OnTriggerEnter() yeipileton Tig emapéc petald tov collider g emedvelag kot GAA®V
OVTIKEWEVOV:

1. Ztayoveg vepoo ("Drops')

Av 10 avtikeipevo €yel tag "Drops", mn otayova KataoTpEeeTol Gueca, kabdg Oswpeitar OTL
amoppoPrOnKe.

2. Xrayéveg pehaviov ('InkDrop'")

Av 1 otaydvo peraviov TEcel Tavo amd 1o oTpdpe Aadiob (liquidLayers[1] > 0), to Rigidbody yivetot
kinematic, ctapatovrog v kivnon.

> ovvéyela, M wotnto doNotDestroyDrop ond v DropHandler evepyonoieital, dote 1 otaydva
vo «emmAéey ovti va fubiotel N va e§apovioTel.

3. Eragi pe oayrvro ("Finger")

Otav 10 1€p1 TOL YpMoTN aviyvevtel oty empavela o€ InkDrop, kol tpéyovsa yeipovopio eivor Point
uéom tov GestureDetection, 1 pébooog MixInkWithWater() ond v EmptyBeaker xoleiton,
AVOUELYVOOVTOG TO LEAAVL LE TO VEPO.

I167e kareitor n OnTriggerEnter()

H péBodog OnTriggerEnter(Collider other) sivan éva Unity event mov kakeitor avtopata 6tav Eva
Collider pe v 1016tnta “Is Trigger” evepyomomuévn, cuvavtioet éva dalo Collider péoa otn oknvi.
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T va Aettovpynoel GmoTd:
¢ O collider tov WaterColliderFollow ntpénet va £xet evepyomompévn v emdoyn Is Trigger.

e To avtikeipevo mov eioépyeton mpénet vo €xel Collider kat, cvvnbog, éva Rigidbody yio va
aviyvevuBel n QUCIKN ETAT.

210 01O pog moyvid:
e O collider mov akolovbei ™ otdBun Tov VYPOL Aettovpyel WG «arcONTHPOCY.

e Otov po otayovae vepov 1 PELAVIOD TEGEL TAV® TOV, 1] OTAV TO dAYTVAO TOV YP1)OTY TO AyYiEeL
(néow hand tracking), ) Unity kaiei avtopata tnv OnTriggerEnter().

o Amo exel, to script amo@acilel Tt va KAVEL, T.Y. VO KOTAGTPEYEL T GTAYOVA, VO TNV KAVEL Vo
emMTAEEL 1] va EEKIVIOEL TNV AVAUELEN.

Yvvortikd, OnTriggerEnter() evepyomoteitatl tn otiyun mov 600 colliders «téuvovtawy, oArd, ETEdN
to Is Trigger civatl evepyd, n Unity dev eumodilet v xivnon Tov avtikeluévov — omid avayvopilel
TNV €T0PY] Kot pog dtvet Tn duvatodtnTo vo ovIdpacovue LEG® Khdika. [18]

Finger

-
Tag Finger Layer Default

Transform

2] Sphere (Mesh Filter)
Mesh B8 Sphere
ES v MeshRenderer

Materials
Lighting

al lllumination

Blend Probes
Blend Probes
None (Transform)

Per Object Motion
v

Rigidbody
1d(C (- erial)

r Legacy Shaders/Transparent/Diffuse

4.101 IsTrigger Gesture Collider Setting

4.7 Yhomoinon Ileprparrovrog Xpnotn (UD)

H demaen ypnotn (User Interface — UI) g epappoyng £xet oyedaotel dote va vmootnpilel T pon
TOV TEPAUATOG e AmAd KOl KOTOVONTO TPOTO, TAPEXOVTAG 6TOVG UanTég omTiky) Kafodnynon Kot
UAMAETIOPOOTIKG EPYUAELa.
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Ot podntég kabodnyovvtar Pripa mpog Prine péca amd TO MEPALD, YPNOLOTOIOVTOG OLOSPACTIKE
koopmid (Buttons), enelnynpatucés etikéreg (Labels) kot evnuepoticd rapadvpa (Info Panels). To
Ul avortoydnke ypnowomowwvtog to Unity UL System oe cvvdvacpd pe to TextMeshPro. Ot
TEPIOCOTEPEG AEITOVPYIEC TOV KOLUTIDOV cuvdEovTal dueoa pe tnv ChemistryEquipmentManager, 1
omoio EAEYYEL TN CLUTEPLPOPE TOV TELPALATOG.

I'a 6ha ta keipeva g demapng ypnoonoteitar to TextMeshPro (TMP), kabbhg tpocpépet vymin
€VKPIVELL, GOOTN VTOCTNPIEN EAAVIKGV YOPUKTPOV Kol SUVATOTNTEG CVTOLATNG TPOSAPUOYNG (Auto
Size).

4.7.1 006vn Splash kon Megvoo

H epappoyn Eexwva pe pio Splash Screen, n omoia epgavilel to Aoydtumo Kot Tov TITAO TOL £pyov.
Avti 1 006vn vAomoteital pécm g KAdons SplashPanel, | onola eAéyyel T didpkela TpoPfoing g
ka1, 0Tav oAoKANpwOel, petafaivel avtopato otny 006vn PEVOL.

ARChem

4.102 Splash Screen

: MonoBehaviour

UnityEvent eventToCall;

Delay;

DelayCallEvent

eventToCall?.Invoke();

4.103 SplashPanel.cs
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shPanel

le
Text (TMP)

2 Image

4.104 Menu Scene Hierarchy

21 cvvéyew, o ypMotng odnyeitar 6to kipLo pevov (MenuPanel.cs), To omoio TpooEépet TV emA0YY
gKkivnong tov TEPAPATOC:

ARChem

ERIKINIR A

4.105 Start Menu

: MonoBehaviour

GoToScienceProject

SceneManager.LoadScene(1);

4.106 MenuPanel.cs

e Otov 0 ypriotg mathoet To kovuni, kaAeitar 1 GoToScienceProject().

e H pébodog ypnoyonotei n SceneManager.LoadScene(1), popt@vovtag t oknvi pe index 1,
dnAadn ™ oknvn ScienceProject 6mov dieEdyeTan To mayviot.
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AYTO TO AOXEIO NEPIEXEI

To vepo eivat €va vypo peoaiag
nukvotntag. Otav xovetat oe
£va doxeio, To Aad1 Ba emmAgeL
oTnV empaveta eneldn eivat
AlydTEpO TUKVO Kat dev
SlaAvetat oto vepo.

To pehavi, wotdoo, Stakvetat
oTo vepo enetdi eiva
vdatodlaAuTo, Snutovpywvtag
£Vva OOIOHOPYPO XPWHA OTO
oTpWHA VEPOL.

ENOMENG
< 2

[ remize nepo Il TEMEE I DEME

4.107 Main Scene View

4.7.2 Aopnq tov Ul

2tV kOpro oknvn ScienceProject, n diemar| amoteAeiton and empépovg Canvas mov aviieTolyovV o€
Sdrapopetikég evépyeteg Tov mepdpotog. Kdfe Canvas mepiéyet xovpmid Ko keipevo mov kabodnyovv
tov podnt. Ta Bacikd Canvases givat:

e Canvas_Water: Kovuni yio yépuopo tov doygiov vepov.
e Canvas_EmptyBeaker: Kovpni yio ddgioopa tov «kgvovy doyeiov.
e Canvas_Oil: Kovuni yio yépiopo tov doygiov Aadtov.
e Canvas_Pipette: Kovumi yio Yoo Tov 6ToyOVOUETPOL UE PLEAGVL.
Kabe Canvas neptlopfavet:
Avo xoopma (Buttons):

1. Info Button: IIpoywpdel oto endpevo Info Panel, pe e€aipeon to televtaio mov evepyonolel Ta
KkOpla. component g oknvng (Fist, Finger, Pinch, HandDepthTracker).
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4.109 Last Info Button Inspector View
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Avdantoén kot YAomoinon

2. Action Button: Extelel tnv kOpia Aettovpyia (w.y. YEUoUa doyelov, AdEOGLO, YELUGLO Aad10D).

Kdabe Action Button oto Ul eivar cuvoedepévo pe tov ChemistryEquipmentManager péco tov
nediov OnClick() oto Inspector. Avto emTpémel TNV AUEST EVEPYOTOINGN TNG AOYIKNG TOL TEPAUATOG:

e To kovuni oto Canvas_Water xaAei t pébodo FillWater(), n omoia yepilel to doyeio vepov.

e To xovuni octo Canvas_EmptyBeaker kolel ) pébodo EmptyBeaker(), mov adsidlet To kevo
doyeio.

e To kovuni oto Canvas_OQil kaiei T pébodo FillOil(), m omoia yepiletl to doyeio Aadiov.

e To xovuni oto Canvas_Pipette kaAel T pébodo Filllnk(), n omoia yepiletl to otayovouetpo
e To peAdvt.

~ ChemistryEquipmentManager.FillOil

4.110 Action Button Inspector View
AYo TextMeshPro Labels:

e Mio etkéta mhvo oto Action Button yuo v £voei&n g evépyelag (my. «'EMIZE AAAI»).

e  Mia etkéta péoa oto Info Panel wov mapéyel 0dnyiec 610 ¥pnom.

AYTO TO ZSTATONOMETPO
MEPIEXEl peAdvt

To pehavt eival éva
05aTOdIAAVTO XPWOTIKS LYPO.
AvaptyvOeTal opoLdpoppa Pe To
vePO yla va aAAaget To xpwya
ToUL.

To pehdvt dev dahvetal oto
Aadi—avtiBeta, Ba oxnpatioet
otayoveg kat eite Ba
emunmAenoel eite Ba Bublotel
avaloya pe Tnyv MUKvOTNTA ToL
o€ oLYKpLon pe To AGdL.

ENCMIENG

4.111 Ingame Labels
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4.112 Canvases Hierarchy

4.7.3 Pon Xpnot

H Aoy g dtemapng akorovBei pia oeiprax pon:

1. O pafnrrg Eexvaet and to mpmto Info Panel (vepo).

2. Awpalet tig odnyieg ko motaet o kovumi «kEITOMENO»

3. To tpéyov panel anevepyomoleital Kot EVEPYOTOLEITOL TO EXOUEVO.
4

Orav ptdoetl oo TEAeLTOiO panel, 1) SiemaeEn evepyomotel TG KOPLES YELPOVONIES KO TO GLOTUTLKA
aAAnAemiopaonc.

5. X1n ovvéyxela, o padntig umopei va ypnopuomomoet ta. Action Buttons yio va ektedécel evépyeleg,
Omm¢ yéuopo 1N adslacua doyeinv, kabmg Kol vo S0KILAGEL d10popeg WEELS YPTCULOTOIDOVTOS
YEWPOVOLLEG.

4.8 Emiloyog

270 TTOPOV KEQPALOLO TTEPLYPAPNKE OVOAVTIKG 1 SLAOIKOGIN AVATTUENG TG EPAPUOYNG. EEKIVMOVTOG
amd T dnuovpyia tov €pyov oto Unity 2022.3.5f1, &ywve | pOOuon tov mepipdArovtog yio. Android
(Build/Player Settings, XR Plug-in Management) kot 1 €yKOTAGTAGT T®V 0outoVUeVOV Tokétov (AR
Foundation/ARCore, Ul, LiquidVolume Pro). Awapopemdniav ot oknvéc Menu kot ScienceProject,
eva vAomomOnkay ot fondntikéc Aettovpyieg yio kapepa kol dukon@pata (Camera Fit/Permissions),
MOTE 1M EPAPUOYN VO EKKIVEL P 6TaDEPES EPYOVOLIKES TOPAUETPOVG.
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Avdantoén kot YAomoinon

AxolovOnoce 1 eveoparmon tov MediaPipe Hands (homuler) ywn on-device aviyvevon tov 21
landmarks kot n obOvdeor tovg pe ™ Aoywkn GestureDetection kot HandDepthTracker, mov
YOPTOYPAPOVV TIG YEPOVOuieg o€ evépyeleg. To poviého aAinienidpaong viomombnke pe Tig KAAoELS
VirtualHand kot Interactable, enttpénovtac guotkovg xepiopods avTikelwévav ot oknvr. o vy
OTEIKOVIOT] KOl GUUTEPLPOPA TV VYpOV a&tomoldnke to Liquid Volume Pro, pe érowpa prefabs
gpyootnpokoy eEomMopol Kot mopaperponoinon péow C# API (otdBun, layering/pitn), evo
EVOPYNOTPMGN TOL TEPAUOTOC EYIVE ATO TIG OYETIKEG KAAGEIS YNUIKOD EEOTAIGUOV.

Téhog, viomombnke 1 dewap] xpiotn (UD) pe 006veg Splash/Mevov, odnyieg kot por} ypnotn mov
vrootnpilel To cevdplo tov mepdpatog (vepo—Addt—perdvy). To amotérecpa etvar pio Aevtovpyiki,

EMEKTAGLIN KoL GVVEKTIKY epappoyr] AR. Xto enduevo kepdloto Tapovctdlovtal To GUUTEPAGLATO,
poli pe Tpotdoelg yio. LEAAOVTIKEG PEATIDGELS.
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Sounepdopata kot MeAlovtikég Behtidvoelg

Kepdiorw So: Xvpmepdopoato ko Mehrhovtikég BeAtiwoeis

5.1 Xvprmepaocporta

H epyoacia £d6eiée o6t o epoppoy] AR pmopel va petatpéyel éva oyorkd meipapo Xnpeiog oe
Propatikn gpmepio: o pabnig aAAnAemdpd pe xelpovopies ko PAémet dueca v emidpacn Tovg o
PEOMOTIKG VYPA (Yéopa, adstoopa, avauién). O texvoloyikog cuvovaoudg Unity / AR Foundation
/ ARCore, MediaPipe Hands (homuler) kot Liquid Volume Pro (LVP) nopsiye a&lomiotn Asttovpyia
oe Android, puoikn aicOnon yepropov yopic tpdcsbeto eEomhopd Ko Toyhtepn avamnTvén xépn ota
étolpa prefabs kot to amkdo C# API tov LVP. H apyrtektoviki mov viomowmOnke eivar kabopn won
EMEKTACIUN, OOTE va voatnpilel véa melpdpota pe Ty id1o Aoyue.

Hopdiinia avadeiyOnkav tpoktikoi meplopiopol (LETaPANTOC POTIGUOG, AmOGTACT)/Y®OVIN KANEPAS,
amOd0CT] G€ MO OdVVOUEG GLOKEVES). AvTol Ogv avolpoLV TO OmMOTEAEGHO, OAAG KotevBhvouv
GUYKEKPIUEVEG PEATIDOCELS Y10 AKOUN TTLO OHLOAT] EUTELPiaL.

5.2 Merhovtikég Bedtiooseig

INo vo Bedtiobel akdun meplocoTEPO N EUTELPIO, TPOTEIVOVTAL Ol TOPUKAT® GTOXEVUEVEG TOPEUPACELS
OV EVIGYLOLVV TNV ELYPNOTIA, TN GTAOEPOTNTA GE SLAPOPETIKEC GLGKEVEG KO TNV EVKOAN EMEKTOAON OE
VEQ TEPANATO, XOPIS VoL dALAEEL O PaCIKOG KOPUOG TNG EQUPLOYTS.

e PvOuon “pinch” (fine tuning gvaioOnoioc): Fine-tuning g gvaicOnciog pe Tpocapoyn oto
uéyebog/Pabog tov yeplod kot pikpn kabvotépnon enPefainong Yio oToQVY «TPEUOTOLYUATOCY.

o Tovia teproTpo@iig beaker (fine tuning): mo opodn Kot «EEumvny Kiion 6tav to yepudto doyeio
TANGalel To AdE0 GE kPN amdGTACGT VYOUS, UE SopOMCElC Kot KaAdTEPT ELOVYPAUUICT TOV
GTOLIOV TPOG TOV GTOYO.

e Néa mepdparo pe v idwa Aoyua: 1.y, ociktec 0EEwv—Pacewv, dibyvor, GTHAES TUKVOTNTOG, LE
oA oAloyn 1010THTOV DYPDV Kol KAVOVOV.

e Yvvropo onboarding: 2-3 000veg pe Paciég yepovouied/uata, doTte 0 ¥pPNoTS vo EeKva

YPYOPO Kot Le Atyotepo. Adon.

o TIlpocappoyi] am66006MNG: AVTOUATN UEI®ON E0MOTEPIKNG avAALONC/PupldV EQE OTOV TEPTOLV TA
Kapé, yuo otadepn) eUnElpio G€ MO 0OVVAUEG CLOKEVES.
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