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Befoichvaw ont giuar o ovyypapéas avtis g epyooios kor otl kabe fonbsio v omolo eiya yio THY
TPOETOIUATIO. THS EIVAL TAPWS AVAYVWPLOUEVY KoL QVOPEPETOL otV epyaoia. Emiong, éxw kotaypdyer
TIC OTOIES THYES QO TIC OMOLES EKOVO. YPHON OE0OUEVMYV, 10DV, EIKOVMOV KOl KEIUEVOD, EITE QVTEG
avapépoviar okpifas eite mopoppocuives. Emmléov, fefoicove ot avth n gpyacio mpoeToyudoTnKE
OO EUEVO, TTPOCWTIKG, EL0IKG (WG OmAwuatiky epyaocia, oto Tunuo Mnyovikov [IAnpopopikis xai
Hlextpovikav Zvotquadtwv tov ALTIA.E.

H mopodoa epyacia omotelel mvevuomikn idioktoio tov  goitntyy  AAéCavdpov Kitpo mov v
EKTOVHOE/OY. 2T0 TAGLIGI0 THG TOMTIKIG QVOIKTHS TPOTHAOHS, O TUYYPOPENS/ONULOVPYOS EKYWPEL TTO
Mebvée Hovemornuio s EALGOOS ddeior ypHong tov OKOLMOUOTOS OVATOPOYWYNS, OOVEICUOD,
TOPOVOIAcHS OTO KOIVO KOl WHPIOKNGS OLOYDONS THS EPYOTIOS 01E0VAS, 08 NAEKTPOVIKY LOpQN Kol OE
OTOLOONTOTE UEGO, YI0. OLOOKTIKODS KOL EPEVVHTIKOVS OKOTWOUS, aGvey aviodiayuoros. H avoikth
Tpoofoon oto TANpES Keiusvo TG pyaciog, dev onuaivel kal’ 0l0vONmoTE TPOTO TOPOYDPNON
OIKOIWUATOV OLOVONTIKIG 10IOKTNOIOG TOD OVYYPOPEC/ONUIOVPYOD, OUTE EMITPETEL THV OVATOPAYWYN,
OVAONUOTIEDON, QVTIYPOPY, TWANCY, EUTOPIKY YpHoy, o1ovouy, éxdooy, uetapoptwan (downloading),
avaptyon (uploading), uetdppoon, tpOTOTOINGY UE OTOIOVONTOTE TPOTO, TUNUOTIKG 1| TEPIANTTIKG, THG
EPYOOLAG, XWPIC TH PHTIT TPONYOVUEVH EYYPOPT] GOVAIVETT] TOD GUYYPOPEC/ONULODPYOD.

H éyxpion g duthopatikig epyociog and to Tuqpe Mnyovikov ITAnpogopiknig kor Hiektpovikdv
Svotuatov tov Atebvoig ITavemotnuiov g EALGS0C, dev vmodNAGDVEL amapoltiTOg Kol amwodoyn
TOV oOTOYE®V TOV GLYYPAPED, €K LEPOLS Tov Tunpatog.



«Apiepdva T d10Tp1fn oTHY 01KOYEVELD. OV 1] OTTOL0. e OTHPICE OTIC SVOKOAIES TOV CVVAVTNGO. TTHV
TEPL0O0 VAIOTOINTNS THSH






IIpoioyog

O 7poypopUaTIoUOS TV TOPGAANAC LE TO YPUEIKO TEPIPAALOV TOL TPOCPEPOLY Ol UNYOVES
oy voloy O6mwg to Unity elvar apketd evolopépov koD €vog TPOYPOUUATICTAS MTOpPEl va
dnpovpynoet éva moryviol o Kamolo ypovikd ddotnua avdioyo pe TV gUmEpio Kot To oYEOL0 TOV
ATOCYOADVTOG YPNOTES O omoiol TpoomaBodv va Eemepdoovv kabe mpdkAnon kot eumndolo. [lapodio
7OV 1] GUYKEKPIUEVT] OUMAMUOTIKY O OVATTUEN EKTOIOEVTIKOD TOLYVIOIOD OEV aVTILETOTILEL TETO0V
gldovg ypnoteg, elvar e&icov evdlopépovca Kabmg 0 KOGUOG TNG EMOLENUEVNG TPAYUATIKOTNTOS O
cuvdovooud pe To Bépa TG Tapovoas STAMUOTIKYG eEAevBepmdvel Kdbe €idovg TEPLOPIGUO MG TPOG TV
dnpovpydTTe, OAALG KOl TOPEXEL OPKETEC YVMOOES KOl EUTEIPIES, TPDOTOV GTOVG YPNOTES TNG
EQUPLOYNG Ol omoiol Eyovv TNV gvkalpia va TaEWEYOVY 0ToV EMOLENUEVO KOGUO MaBAivOVTOG VEEC
YVOGELC, Kol dEVTEPOV GE EUEVA MG OMUIOVPYO TNG EQPAPUOYNG, €EEAICOOVTAG TOV TPOTTO OKEYNG MG
TPOG TNV JYEIPIoT KoL TNV SNUIOLPYIKOTNTO KATE TNV SLAPKEL dNUOVPYING HaG OAOKANPOUEVNS
EQUPUOYNG ETOVENUEVIG TPALYLOTIKOTNTOG.



Iepiinyn

H epappoyn emavénpévng mpoypoTIKOTNTOG TOL ONovpynonke yuwoo to Uanuo g UeAETNG
nepPdAirovtog g I AnUoTiKoV omoTEAEITOL OO OGKNGEIS TOV TAPEXOVV EMTAEOV VAIKO TEPO. OO
T1G TANpoPopieg Tov PiAiov Kot éxel W 6TdHYO va S10GEEL TOV XPNOTN KATOIEG CULOVTIKES YVAGELS Y10l
t0 TepIAAiov Tov cuvdvdlovtag T panctok dtadtkacio Le pio S10CKEOUGTIKY KOl EVOLOPEPOLTO
TPOGEYYIOT EKTOIOEVTIKOD TOLYVISL0V.

H epappoyn dnpovpyndnke péom g punyavhg moryvidod Unity kot cuykekpyéva pe v Pondeia
oV cuvorov epyadeimv tov Vuforia Engine pe 1o omoio 0 TpoypOoUUOTIOTHS HETOTPETEL L0 OTAN
EQOPUOYY] GE €QPAPUOYN EMOVENUEVIG TPAYUATIKOTNTOC, EMAVEAVOVTAS TO QLGIKO TEPPAArov e
EIKOVIKA OVTIKEIUEVO LIE TO OTTOT0 VTTAPYEL CAANAETIOPAIOT] GE TPAYUOTIKO YPOVO.

Avolyovtag v €QOpHoYn, O ¥PNOTNG OAANAETIOPA HE TNV OEMOPN YXPNOTN M Omoilo TEPLEXEL
TANPOPOPIES GYETIKA e TOV TPOTO YPNONG TG EPAUPHOYNS, KABDS KOl KOLUTLA e Ta OTole 0 ¥PNOTNG
LETAPEPETOL OTO OAVTIOTOLXO TEPIPAAAOV A OO TIS MEVIE OOKNGES TOL VAomombnkav. Otav
emieyel (ol Goknom, o YPNOTNG TPEMEL VO CAPMOGEL TNV OVTIGTOWN QOTOYpoaeion Tov PifAiov
TPOKEWEVOD VO, ELLPAVIGTEL TO EIKOVIKO TEPIPAAAOV TNG ACKNONG OTNV KAUEPO TNG TAATQOPLOC.

H mpdm amd 11 mévie aokNoelg SIOACKEL GTOV ¥PNOTN TNV ONUAVTIKOTNTE TOV KAvOvev Kabdg
aAANAETIOPA pe TO TEPPEALOV Ko amavtd o€ epmtnoels. H debtepn d1ddckel 6TOV ¥pNoTNH KATOL0VG
Bacikovg Ye@YPAQOIKOVG OpPOVG ONMIOVPYDVTOS £€ve. KOGHO omd 7oV OamoTeEAEiTOl amd OLTOVG
AAANAETIOPOVTAG LE TO €KOVIKO TTEPPdAlov. Ztny Tpitn doknon o ypnotng Pondaet Eva avtokivnto
Vo TAGEL GTOV TPOOPIGUO TOV OMAVIMOVING GE EPMOTNGCELS, KOODG 0vTtd GLVOVTE KAmowd Pacikd
onpata 0dkng kKukhopopiac. H tétaptn doknon agopd v expddnon Pacikdv TANpoeopidv GYETIKA
pe v PAGoTNON TOL TOTOV, EVM M TEUTTN AoKNon apopd To {da Tov ToToL Hog pobaivovtog kdmola
Booikd yopakKTNPIETIKA Y10 QVTA

AéEerg krewdra: EmovEnpévn mpaypatikotnta, pnyovn moyvidov  Unity, Vuforia Engine,
EMOVOLYPNCLULOTOINGT).
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«Creation of an augmented reality application for the 3rd grade course

Environmental-Studies with an educational game approachy

«Alexandros Kytrasy

Abstract

The augmented reality application created for the 3rd grade environmental studies course consists of
exercises that provide additional material beyond the information in the book and aims to teach the
user some important knowledge about their environment by combining the learning process with a fun
and interesting educational game approach.

The application was created through the Unity game engine and specifically with the help of the
Vuforia Engine toolset with which the developer turns a simple application into an augmented reality
application, augmenting the physical environment with virtual objects with which there is real-time
interaction.

By opening the application, the user interacts with the user interface which contains information about
how to use the application, as well as buttons that take the user to the corresponding environment of
one of the five exercises implemented. When an exercise is selected, the user must scan the
corresponding photo in the book in order to display the virtual environment of the exercise on the
platform's camera.

The first of five exercises teaches the user the importance of rules as they interact with the
environment and answer guestions. The second one teaches the user some basic geographical terms by
creating a world made up of them by interacting with the virtual environment. In the third exercise the
user helps a car reach its destination by answering questions as it encounters some basic road signs.
The fourth exercise is about learning basic information about the vegetation of the place, while the
fifth exercise is about the animals of our place, learning some basic characteristics about them.
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Evyoprotieg

®a MBero vo exppldow TIg Oepuéc pov evyaplotiec apyikd otov emPAémovia kabnynTn NG
dumlopotikig pov gpyaciog Evickeidn Kepapdmovio yio tnv dpiot cuvepyasio Kot EvKopio Tov Hov
£€0woe va aoyoAnBd pe éva TOGO evOlPEPOV OAAG Kot onuavtikd 0épa o omoio pov mpodGPepe
TOALEG YPNOULES YVADOELS, KOl EMELTO GTNV OKOYEVELD LoV 1 ozoia pe othpiEe kaBOAn v didpkela
EKTOVNONG TNG SUTA®UATIKNG EPYOCIOG.
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Ewayoyn

Kepdaiawo 1o: Ewsayoy

H moapovoa dumhopatiky epyacio €gel ®g otoOY0 TNV GVUPOAN otV eKpabnon tov padntov pe Evay
EVOLIPEPOV TPOTO LECH TNG EPOPUOYNG EMAVENUEVNG TTPAYUOTIKOTNTOG 1) OTTole GUVOLALEL TN YVAOOT)
pe to mayvidt. H epoppoyr elvar eumvevopévn oand to Pifiio “Merétn mepidiiovtos” g I
ONUOTIKOL Ko TEPLE(EL EMMAEOV DAMKO OYETIKO WE TIC EVOTNTEG TOL, GLUGCMPEVUEVO GE TMEVTE
00K GELC.

Me tov 6po emavEnuévn TPOYUATIKOTNTO EVVOEITAL 1) TPOPOAT TPICIIACTOTMV EIKOVIKMOV LOVTEAMV
oV dNULOVPYOHVTOL OO VITOAOYIGTH GTOV TPAYLOATIKO KOGUO HECH TNG KAUEPOS UG TAATPOPLOG GE
apaypatikd xpovo. H epapuoyn €xet dnpiovpyndel péom Unity Kot GUYKEKPLUEVO HEC® TOL GLVOAOL
gpyodeiov (Software Development Kit) Vuforia Engine.

270 6gVTEPO KEPAAOLO OVOPEPETOUL O OPIGUOC TNG EMAVENUEVIC TPOUYHOATIKOTNTOG 1) OTolo OmOTEAEL
HEPOG TNG GLVEYEWNG TPOYLOTIKOTNTAG-EIKOVIKOTNTOS OV Tapovotdlel mdco aAnbwvd 1 ewovikd
pmopet va givor Kamoto meptPdAiov Exovtoc amd Ty e Leptd To mpaypaTikd TepBAAAov Kat amd TV
GAAN o TANPEC EKOVIKO TEPIPAAAOV TTOV OEV UTOTEAEITOL OTO KOVEVO, TPAYLLOTIKO OVTIKEIUEVO KAOMDC
oo, etvon eucovikd. H emanénpévn TporypatikdtnTo ET0VEAVEL TNV TPAYLUTIKOTNTO YU 0TO KOl AVIKEL
TPOG TNV UEPLAL TNG OTNV GLVEYELD TTPALY LOTIKOTNTOG-ELKOVIKOTNTOC. AVTIGTOL(A Y10 TO TANPES EIKOVIKO
ePPEALOV TO 0010 AVOPEPETAL GTO KEPAAOLO (G EKOVIKY] TPAYLOTIKOTNTO OVIKEL GTNV GAAN pepLd
NG OLVEYEWG TPOAYLOTIKOTNTOG-EIKOVIKOTNTOG, KOOMG emiong ovagépetol kot 1 mALENUEVN
EIKOVIKOTNTO 1] OOl EXOVEAVEL TNV EIKOVIKOTNTO UE TPOAYHOTIKG avTiKeipeva. Oempeitan mwog gival
amopoitnTn Ui 10TOPIKY avadpoun pe okomd va kotovondel mAnpwg n évvola NG emALENUEVNG
TPAYULATIKOTNTAG, £TCL OVOPEPETAL 1] TPAOTN GUOKELT] EXAVENUEVIG TPAYUATIKOTNTAS, Ol TOUEIS GTOVG
0moioVg GPYLeE VO, YPNCIUOTOLEITOL 1] ETOVENUEVT] TPAYUOTIKOTNTO, TO TPAOTO ToLyVidL, Kot TEA0G o1
veotepeg ovokevee Headset mov amotelobvtan amd SIGQOPES TEYVOLOYIEC EVOMUOTOUEVEC GE OVTEG,
TOAAEG amd TIG omoieg dNUIOVPYOVV TNV TPOPOA TV TPIGIHACTUTMOV EIKOVIKDY OVIIKEWWEVOV OTIG
006veg Tovg oL amoteLEl TO PACIKO YAPOUKTNPIGTIKO TOVG,.

To 1pito KEPAAUO QPOPA TO TPOYPOULO UNYXOVIAC TToyVidoy HE TO omoio £yl dmuovpyndei 1
gpappoyn ko ovopaletal Unity. To Unity mépa amd v mapoy@yn Touyvidudy (pNCIUOTOLEITOL GTHV
OPYITEKTOVIKT, OTNV Plropnyavia Kot 6Tov Kivnpotoypdeo. H motdtnta g oxnvig e&aptdrat katd va
peyaio pépog omd to Render Pipeline mov Oa emiAééel o mpoypapatioTg oty epopuroy tov. ‘Eva
Render Pipeline kafopilel tmg 0o eppaviCovrol Ta meplexoUevo HOG GKNVNG LECH TPUDY AELTOVPYIDV
nmov ovopdlovton Culling, Rendering kou Post-Processing. H Unity éyer dnpiovpynoet 1pia Render
Pipelines mov givar dobéoipa kot pmopovv vo ypnoiporotnfodv 1 va vroPfAnbodv oe enelepyacio
péom Scripts (koppdtio kmdwka). [pwv avapepBodv ot Aertovpyieg tov Unity, avoidoviol KAmoleg
Baowég évvoleg 6mmg To GameObject Tov eival KATO10 AVTIKEIIEVO GTO YMPO, Ta Scenes mov gival ot
oKNVEC TOVL TTepIPaiiovtog kot o Canvas mov amotelel v demapn tov ypnotn (UD). Tty cuvéyela
avaeépovtal To. Kuplotepa mapabvpo tov Unity To omoia ypnopuomolodvtol o¢ epyoalieio kot fondovv
TOV TPOYPOUUATIOTH Vo dnuiovpynoetl v epappoyn. To Scene View eivar éva amd to Pacikotepa
TapdBupo AOY® TOV OTL ¥PNGIUOTOLEITOL V1ot VO TPoPdAel TO TEPIPUAAOV LEGH TOV TPOYPOUUATIOTH,
Kot 0 id10¢ pmopel pHEo® oLTOV TOL TOPUOVPOL VO UETOKIVIOEL, VO TEPICTPEYEL 1 GKOUN Kol vV
KAMUOKDGEL KOO0 OVTIKEIEVO TOV YMPOL TPOG KATOoV omd Tovg Tpelg dEoves. AAlo mopdaduvpa
YPTCULOTOLOVVTOL Y10l VO TPOPAAAOVY TNV AGTO UE TO OVTIKEILEVA TOV GKIVIKOV, EITE TAL 0pYEiQ. TOV
TPOYPAUUATOG 1] 0KOUT Kal Tig puOpicelg Twv Components TOV AVTIKEUEVOV.



Kepdrawo 1

Components &ival To YOPOKTNPIOTIKA EVOG AVTIKEWEVOL T, 0TToi0 SIvOuV 1O10TNTEC GTO. AVTIKEILEVA
onwg to Transform mov amotedel v tomobecio, meEPIOTPOPT] Ko KAILOKE EVOG OVTIKELLEVOD, EVMD
gtvo To pé6vo Component wov dev umopel va dtaypoet omd kdmolo avrikeipevo. I'a v epeavion tov
avtikeévov ypnotponowvvior to Components Mesh Filter kot Mesh Renderer yio va opiotodv ta
Op1oL TOL aVTIKEWEVOL ¢ TAEYUa (Mesh) kot To VAKO pe to omoio Oa TpoPAALeETOL TO OVTIKEINEVO.

Téhog yivetan pio avagopd oto SDK Vuforia Engine mov ypnoiponoteitor oto Unity pe oxomd tnv
dnpovpyio ™G €Qappoyng emavENpéVNc mpaypatikdtas. Edwotepa avapépetor 1 €yKaTdoTOO
tov Vuforia oto Unity, 1 Pdon dedopévov mov ypnoiponoleitor mpokeyévov vo Ppebel kol va
capmbel N ekOVO ETCL MOTE VO ELPOAVIOTEL TO EIKOVIKO TEPIPAAAOV.

H eravaypnoonoinon gival ToAd onuavtikni 1660 6ToV KOGUO OGO KOl GTOV TPOYPOUUATIGUO, d10TL
dnpovpymvtag Aettovpyieg Tov ypnolponoteital Tavtod eEoucovopel xpovo Kat evépyela, o€ avtifeon
pe v dnuovpyio. TOAADV TOPOUOU®YV AEITOVPYUDV TOL OMOLTEITOL TOAAATAEG Tpoomdbeles Y
OYETIKA TapOpoleg Asttovpyiec. To tétapto Kepdlowo Eekvdel pe pion avagopd Kol avaAVoT GTIC
Baocikég Aettovpyieg TOL EMAVAYPNCLOTONONKAY KOTO TNV VAOTOINGT TNG EPAPUOYNC, Lo Ol TIC
omoieg eivor mn Aertovpyion LevelCompleted mov amotedeiton omd avtikeipeva kot diemagn ypnotn,
KaODS Kol YPAUUES KDOSIKA TTOL EVEPYOTOLOVY TNV JAOIKOGIO LLE TNV OTTOi0 TEAELOVEL KATOL) AGKNOT).

H epoppoyn amoteAeital and to KeEVIPIKO LEVOD TO 0mOi0 divEL GTOV YPNOTN TNV TPOSPOOT| OTIC TEVTE
aoknoels. To Kevipkd pevol mépa amd To KOLUTE LE T Omoie 0 YPNOTNG UTOIVEL GTIC OOKTGELS,
TEPIEYXEL KOl 0ONyieg OYETIKE e TOV TPOTO TOV UTOPEL VO YPNCUYLOTOMGEL O ¥PNOTNG TNV ACKNGoM
KaBdS Kot TIG EIKOVES 01 0Toieg mpEmeL Vo capwBodv yia va EEKIVAGEL 1] 0VTIGTOLYN AGKNoN.

H x@0e doknon avoiveton €ig Pabog Eexvavtag amd v mpdtn mov ovoudletar “Xperalouacte
KavOVES” Kot S10GGKEL GTOV YPNOTN TNV CNUAVTIKOTNTA TOV KOVOVOV LECH VTONCKNGEMY GTIC OTOIEG
0 YPNOTNG OTOVTAEL EPOTNOELG KOl OAANAETIOPA LE TO EIKOVIKO TEPBAALov. Ztnv de0TEPN AOKNGON O
xPNOoTNG Habaivel KATO10Vg YEOYPUPIKOVG OPOLS, Kol AAANAETIOPE e TO EIKOVIKO TEPIPAAAOV Yo VO
dnuovpynoel évav koOGpo tomobetdviog tovg Opovg mov pobaivel oe avtdv. H tpitn doxnon
ovopdleton “Mabaivovpe T onpoTe” Kol O0GCKEL GTOV ¥PNOTI UEPIKA OTOPUITNTO GUOTO OOIKNG
KuKlopopiag Bonbdvtag kdmolo apdél va etdoel otov TeEMKO Tov Tpooptopd. Télog avapépovtal ot
acknoelg téooepa (“Ta eutd tov tOmoL poag”) kot mévte (“Ta {da Tov TOMOV HaS”) HE TIC Omoieg O
yphotng pobaivel pepikés Pactkég EVVoleg KOl YOPOKTNPIOTIKG Yio TNV YA®PIdQ Kol TNV Tovido Tov
TOTOV UOG ATOVIOVTING GE EPOTNHOEIS TOTOV KOLIJ KOl TOVTOXPOVO CAANAETIOPOVTOC LE TO EIKOVIKO
nepPaAlov.

270 TEPTTO KEQAAOLO TOPOLGLALOVTOL TO KUPLOTEPO GTUELD TOV TOPATAVED KEPUAAIOV EEKIVOVTAG UE
plo gloaymyn 6TV €PApUOYN ETOLENUEVNS TPAYUOTIKOTNTAG TTOL dNUIOVPYRONKE KOTA TNV dtdpKeLd
vAomoinong ¢ SMAMUOTIKNAG €PYOciag EmONUAivovTag To epyoAeion Kol TIG AELTovpyieg mov
ypnoomomonkoy. Akoun, avaeEpoviol ot LEAAOVTIKEG PEATIDGELS TOV UITOPOVV VO, YIVOUV OOTE 1)
EQOPUOYN VO YIVEL KOAVTEPT KOl OTOTEAECUATIKOTEPN. TEAOG OVOPEPOVTOL TO GUUTEPAGUOTO TOV
dnpovpyndnkav oty Tepiodo VAOTOINONG TG SIMAGUATIKNG EPYACIOG.
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Kepdiorw 20: Ilpoypotikotnto Kot Etkovikotnto,

2.1 Ewayoym

O «OGUHOG aVOTTTOGGETOL YApT otV paydaio €£EMEN LVAPYOVOOY TEXVOLOYIOV KAOMDC Kol TNV
onuovpyio vé@V OTMC OVTEC OV TPOCOUOIOVOLY TNV Tpaypotikotnte. H mpocopoioon g
TPAYULATIKOTNTAG XPTCLUOTOIEITOL O GLYVE GE EQUPUOYES Yuxay®Yiag OTmg o Pfrvteomatyvidia Kot
avaAvetol e101KOTEPA o8 4 KOplEg KaTYOpiES.

H mpod eivan 1 6o n wpoypatikdtra pe v onoio ot GvOpomol aAANAETIOPOVY GTO TPAYLOATIKO
TEPIPAALOV [E TPUYUOTIKG OVTIKEIPEVE, €VO 1 oKpP®dg avtifetn mAgupd ovopdleTol €KOVIKN
npaypatikomto (Virtual Reality)[14]. Av vrobécovpe pia ypapun (oxnpoe 2.1) oty omoio. 660 7o
aplotepd gtval po TexvoAoyio 1060 o TOAD TANGLALEL TV TPAYUATIKOTNTO, Kot 0G0 7o 0g&ld, T060
o MOAD TANGUALEL TNV EIKOVIKY TPOyHOTIKOTNTA, METAED TOLG VLWAPYEL 1 EMAVENUEVN
apaypatikdtta (Augmented Reality) mov teivel mpog to apiotepd péPog Kabmg amoteleital Kupimg
and tov eLoko kKOopo[2] kot n emavEnuévn ewovikodtto (Augmented Virtuality) mov teivel Tpog o
de&i uépog Ko amoteAeitan Kupimg and Tov £1koviko koopo[7][15].

Kot o1 800 texvoloyieg mov Bpickovtal otny PEST KANPOVOLOLV 1B10TNTEG Kol atd TOLS 000 KOGUOVC
(Tpaypotikog Kot €kovikog), Gpo amoteAovv v kth mpaypotikotnto (Mixed Reality). Téhog
vdpyxet o Opog ektetapévn mpaypoatikotnta (Extended reality) mov omoteleiton omd OAeg TIC
TEYVOLOYIEC TOV EMEKTEIVOLV TNV TPAYLOATIKOTNTO OV PLOVOLLE €iTe GLVOVALOVTAG TOV EIKOVIKO KoL
TOV TTPUYUOTIKO KOGHO E1TE dNUIOVPYDVTOG M0 TANPOG EIKOVIKT EUTELPIQL.

REALITY-VIRTUALITY CONTINUUM

AR AV VR

REAL ENVIRONMENT AUGMENTED REALITY AUGMENTED VIRTUALITY VIRTUAL REALITY

O

2a 2

DIRECT VIEW OF REALITY VIRTUAL OBJECTS OVERLAID REAL OBJECTS PROJECTED AND IMMERSION IN A FULLY
IN A REAL WORLD ENVIRONMENT CONTROLLED IN A VIRTUAL WORLD DIGITAL ENVIRONMENT

MIXED REALITY

XR
Zyfua 2.1: Reality-Virtuality Continuum



Kepdraro 2

2.2  EmovEnpévn Hpoypotikétyra

To VA6 TOL dMpovPYEiTAL ATO VITOAOYIGT OTTMOG €KOVEG KOl LOVTEAX UTopEl vo TpoPAndel atov
TPAUYLOTIKO KOGUO HE TNV xpnon texvoroyidv. H emavénpévn mpaypatikotnta (Augmented reality -
AR) avagépetor og éva guph PAGHO TETOLOV TEXVOAOYIDY, OV GLVOVALOVV T TPAYUATIKE GTOKEld
HE Ta EKOVIKGY (OTC LOVTELD) GE TPAYUOTIKO XPOVO TO OTOla £XOVV GUVIETOYUEVES GTOV TPAYLOTIKO
y®po pe v Pondeia epyodeinv Kot arsOntipev Kol puoikd g kapepag g TAateoppog[5][6]. To
oynua 2.2 eivol éva mopAadelyro EMALENUEVIC TPAYLATIKOTNTOS eppavitoviog oto mepBdAiov Tov
YPNOTN KATO EIKOVIKE HOVTELD GE TPAYUATIKO ¥povo pécw NG kbpepas. H epappoyn g napovocag
SMA®UOTIKNG EPYAGIOG YPTOILOTOIEL TNV ETOVENUEVT] TPAYUATIKOTNTA HECH TNG EQappoyng Unity kot
TOV EPYOAEI®V TNG.

Zynfua 2.2: Augmented Reality

2.3 EmovEnpévn Ewovikétnra

Evdy omv emavénuévn TpayloTikOTNTo DIAPYOVY EIKOVIKA OVTIKEIHEVO, oTov aAndwvd kOG0, 1
EMOVENLEVT] EIKOVIKOTNTO EMKEVIPMOVETAL KUPIMG GTOV EIKOVIKO KOopo. H emavnuévn sikovikdtnta
(Augmented Virtuality - AV) ypnoiponotleiton pe ToAAOVG TPOTOVG, OTMG 1 OYESIOT HIAG EIKOVIKNIG
Kovlivag o€ £va yneuokod Yopo N o€ KAmowo wepBdAlov moyvidloh mTov To TPUYUOTIKE OVTIKEIUEVA
Kol Ol ToikTeg TPOPAAAOVIOL KOl GUUUETEYOVV GE KAMOWOV EIKOVIKO kOopHo Me Alyo Adyw 1M
EMOVENUEVT] EIKOVIKOTNTO EVIOYVEL TNV EIKOVIKY gUTELpio. TpochETovTag GTotyeio. Tov TPOYUATIKOD
nep1BdAlovtog[7]. 1o Tapdaderypa Tov oYNUATOg 2.3, TPOKEITUL Y10 KATOL0 EIKOVIKO KOGLO OV €)YEL
dnuovpynBel péow tov mepPaArovtog Tov ¥pNoTn, Kot 0 id10G UTopel Vo, AAANAETOPACEL GE QVTOV
UEC® aANOWVOV aVTIKEUEV®DY TOV TPOPAALOVTIOL GTOV EIKOVIKO KOGHO MG EIKOVIKG OVTIKEIUEVO HECH
Headset.
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Zynua 2.3: Augmented Virtuality

2.4  Ewovui Ipaypotikétnto

Ewovikn mpaypatikotnta (Virtual Reality - VR) elvar 1 aAAnAenidpacn tov ypnotn og Eva mAnpeg
EIKOVIKO TTEPIPAAAOV LE EIKOVIKG OVTIKEIUEVA YOPIG TNV CUUUETOYN TPAYLATIKGOV avTikewévov[8]. O
YPNOTNG UTOPEL VO OAANAETIOPAGEL LLE TO EIKOVIKO TEPPUAAOV KOl TO AVTIKEIUEVO TTOV VTLAPYOVV GE
avtd pe TG aicnoeg tov O0mmg Bo aAAnAemdpovoe kol oe éva mpaypatikd mepiPdAilov. Avtod
emtuyydvetar cuvdvalovtag diipopes cuokevés anskovions (VR Headset), axong (akovotikd pe 3D
Nyxo) ko apng (acvppoto Controllers Tov avTypd@ovVy TIC KIVAGELG TMV YEPLDV TOL YPNOTY).

Syfua 2.4: Virtual Reality

2.5 Muwm Hpaypotikétnro

O ovvdvaouog ELOKOD Kal YNeaKoh KOGHoL ovopdletatl pkt mpaypatikotra (Mixed Reality -

MR) kot eivar évag yeEVIKOTEPOG OPOC TOL TEPLEYEL TEXVOAOYIEC TPAYUATIKOTNTOG OM®G €ivol M

eKTETAUEVT TTpaypotikoTnTa (AR) Kou 1 extetapévn ewovikdtnta (AV). Xtnv Mkt npaypoatikdtnto
5
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UTOPOUV TO TPOYUATIKG KOl TO EIKOVIKG VTIKEIUEVA VO, GAANAETOPAGOVY HETAED TOVG Kot PETAED TOV
ypnotn. Axoun ypnoiponolel otoyeio oto omoio Pociletor Ommg TV YpoeiKy enefepyacia, TIG
teyxvoloyieg 006vng oA akdun kot to Cloud Computing.

2.6 Exterapévn Hpoaypotikotyro

H extetapévn mpaypotikoétra (Extended reality - XR) givan évog yevikdg 0poc Tov KaADTTEL SIAPOPEG
TEYVOLOYIEC TPOYUATIKOTNTOG OT®OG TNV EMOLENUEVN  TPAYMOATIKOTNTO KOl TNV EIKOVIKY
apaypatikdtrae. o anid, ot cvvropoypaeioo XR g ektetopévng mpaypotikodtntog vrobétovpe
¢ o ypaupo X givor pio petaPfAnti Kot otny 8€om g pmopovv va pmovv dAla ypappato dnwg AR
Yl EMOLENUEVT TTPAYLOTIKOTNTO KOt VR 10V €lvat 1) EIKOVIKT TPOyPaTIKOTNTO.

2.7 Totopun avadpopn ™G ETOVENREVIC TPAYRUTIKOTNTOS

2.7.1 The Sword of Damocles

H ¥éa ¢ emavénuévng tpaypatikdmtog Eekivnoe oAb toild ko iye oulntBei ywa xpovia. O Ivan
Sutherland Eexivnoe v oyediaon pog teyvoloyiag pe v omoio 0 YPHOTNG UWTOPOVCE HECH PUKDV
(oyquo 2.5) va PAéner oviikeipeva mov dgv vmnpyxav oty mpoayupotikomra[9]. To 1968
dnuovpyndnke v npa Tpiodidototm 006vn mov tomobeteiton oto kepdh (Head-Mounted Three
Dimensional Display) pe v ovopacia “The Sword of Damocles”. O otdyog g dnpovpyiag oy
péow g 08ovng va mepifdirel tov ypfotn pe Tpedidotateg mAnpogopiec. O ypnong lye v
duvatotnTo, vo, KivnOel eEAdyloTa TPOKEEVOD VO, JEL TO, AVTIKEIUEVA KOAVTEPO, UETPDVTOG TAPAAANAQ
v 0éom kot TV TEPIGTPOPT TTOL €ixe 1 000VN UEG® KATOLOV VITOAOYIGTN TOL YPNCUYLOTOIOVGE TIG
GUVTETAYUEVEG TOL HE PAoT TO dWUATIO TPOKEWEVOL v 0AAGEEL To onueio Béaong (Point of View)
KOl VoL pOIVOVTOL T OVTIKEIIEVE TPLOOLAGTATA Kot OYL GOV amAég eukoveg[10].

Sh g
S

Zyfua 2.5: The Sword of Damocles
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2.7.2 Videoplace

Atyo oapyotepa 10 1970, dnuovpyndnke amd tov Myron Krueger éva epyactiplo TeXVNTIG
apaypatikotrag (Artificial Reality), mov pe v Pondela aionmpov katoldpove T KIVAGEIS TOV
ypnotav. To epyootipo avtd ovopdotnke Videospace kot Ot YpfOTES TOL UTOPOLGAV VO
OAANAETIOPOVV Y10 TPAOTN POpd e elkovikd avtikeipeva (oynpa 2.6).

ZyMua 2.6: Videoplace

H ovouacia emavénuévn Mpayuotikdtra (Augmented Reality) dnuovpyndnke to 1990 and évav
gpevvnty agpomAdvev Tom Caddell. Ilepimov ekeivn v mepiodo apyioe ovty Omwc Ko GAleS
TEYVOLOYIEC VO (PN OLUOTOIOVVTOL OPYIKA GTOV GTPATO, EVD 0pyoTepa 1 emavénuévn [paypatikdTnta
apyloe va ypnoyonoleital 6to B€atpo uetd otov adAnTIoHd, apydtepa oty TAonynon kot to 2000
EVTAYONKE GTOV TOUEN TOV TOLYVIOIDV.

2.7.3 ARQuake

To npmdTo AR mayvidr dnuiovpyndnke o 2000 ko tpe v ovopooia “ARQuake”, mpogpydpevo amod
v AR éxdoon Tov dNpoeiAovg Yo Ty toTE gmoyn mayvidolov “Quake”’[11]. T vo maietl kdmoog,
énpene vo opéoet v 006vn (Headset), 1 omoia Asttovpyovoe e aoBnmmpec kot Aettovpyieg OmmS
GPS «ot yvpookomio.
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Yynua 2.7: ARQuake

2.7.4 ARTennis

To 2006 dnuiovpyndnke to npmdto Face to Face
AR moyviol12]. To mouyvidt ovoudletat
“ARTennis” kot dvo moikteg kdBovtar amévavtt o
évag omd tov dAA0 og éva Tpoméll To omoio €yel
éva. yopti yuo vo avayvopilel Tig 0écelg TV
TOKTAOV.

O ypfioteg PAémovv €va gwovikd mepPdilov
TEVIG KOL YPTCLULOTOLOVV Ta TNAEPOVE TOVG Y10 VL

TaiEouV TEVIC GE TTPAYLLOTIKO YPOVO.

Yynuoa 2.8: ARTennis

2.7.5 Google Glasses

Mia mod0 onpavtiky dnpovpyia frav ta Google Glasses (oynua 2.10) To onoia Bynkav yio Tpd™
eopd omnv ayopd to 2014 wou ovopdomnkov kot ®g “Wearable Computer” (vrToAoyloTig mov
poptetar). O ypNnong eiye TOAAEG duvaTOTNTEG YGPT OTNV EMPAVELDL 0PN TTOV VTINPYE 0TO Oe&i HéEPOG
TOV YOoM®OV, otV 1010 TAEVPA OV LANPYE Kot 1 006V pe amotéAespa Tov €0KOAo EAEYYXO NG
ovokeunc. O xpNoTNG LITOPOVGE Vo, OEL SIAPOPES AEITOVPYIEG OTNV SIEMAPT] TTOV VNPYE UTPOSTH TOL
Om®MG Tov Kapd 1 GAAa yeEyovoTo. AKOUN VINPYE Kol KAUEPO LE TNV omoio o YpNnoIng &ixe v
duvaToOTNTO VO KATAYPAPEL DYNANG avaAvoTg Bivieo kot poToypopied.

8
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ymua 2.9: Google Glasses

2.7.6 Pokemon Go

To Pokemon &gkivnoe ¢ matyviot tov Game Boy kat dnpovpyndnke to 1996 and tov Satoshi Tajiri.
H AéEn Pokemon givar cuvtopoypaeio yioa to “Pocket Monster” (dniadn tépag 16€mnc). To mayvidl
amotedeiton amd ewovikd tépota to. omoiot ovopdalovior Pokemon kot exmoidgvovior amd TOLG
gwovikovg avBpmmovg (Pokemon Trainers) ywo va moleprcovv o évag tov dAro, ot Pokemon Trainers
kpatovv to. Pokemon og Pokeballs, dnAadn pmdAieg mov ovoiyovv koi péca oe ovtd (odve ta
Pokemon. To Pokemon &ywve mold yvmotd kol mALov oviKel otV lamoVvikn gtoupeion Nintendo 1
omoia emékteve 10 Pokemon otnv tAedpaon @g Kivoupeve oS0 KOt 0TO KOG,

Metd amo 20 ypévia (2016) 10 Pokemon ékave puo peydAn emotpoen pe To moryvidl exovénuévng
TPUYUATIKOTNTAG TO 07010 YPMCILoTOlEiTaL LESM Kivntoy kal Paciletal oty Tomobecio Tov ypnot.
ANIovpy®VTAG TOV AOYOPLOCUO KOl ETAEYOVTOG TO GVOUN TOV TTaikT, 0 KGOe ypnotng mAéov yivetau
Pokemon Trainer, kot kafdg mpoywpdel otV TPAYHATIKOTNTO, TPOXOPAEEL Kot 6T0 TEPPAILOV TO
omoio pe Pdon tovg Spdpovg glvar €va gikovikd avtiypaeo g npaypotikomrag (oxnue 2.9). Oco
TPoYmpPaeL 0 xpNoTNg cuvavtasl teptocdtepa Pokemon, matdvtog ta umopei vo metdéet o, Pokeball
v oto Pokemon yio va 1o mdost. Emmiéov, oto Pokemon Go vrdpyovv Kot kémola UéPn mov
ovopdgovtor Pokestops kot ot ypfjoteg pmopohv vo Tave oe EKEIVO TO UEPOG Y10 VO TAPOLV dMPEQV
TPOIOVTAL TOL TOLYVIOD, EVA TOPUAANAC VEAPYOLY kol KAmololr kakol (opddo TOPALAOS) 7OV
VIapyovy TVYaio oto TEPIPAAAOV Kot woAeoOY Tovg Pokemon Trainers. AxOun vadpyovv Kamoiot
yopot mov ovopdlovior Gym (yopvootiplo), ot ypnoteg tomobetovv €va Pokemon vy va
KOTOKTAGOVV TO YUUVOGTIPLO Kol VO TAPOVV eMTAEOV TPoidvTa, KaODS mapdAiinia Tpootabodv va
KOTOKTAGOUV TO youvaotiple Kot dAlolr Pokemon Trainers, kdvovtog Tovg moikteg Vo TOAEUAVE
puetald tovg. Mo dAAN evépyelo. mov yperdleTtan mOAAAmAODG moikteg eivor Too Raids, to omoia
OVGLOOTIKA EvaL KATOLo LEYAAN TEPUTO KO OTOLTOVY OAOKATPES OUGOES VIOl VO, TOL TOAEUT|GOVV.

Ye ua €pgvvo mov Kortaypaenke[15], ov ypnoteg tov Pokemon Go mov dev ntav mwoAD evepyol
mapovciacay peydies avénoelg dpactnprotntoc. To Pokemon Go odfynoe og apketd dtopo peydin
avénon otV COUUTIKY dpacTnPlOTNTO GE GCUYKPION HE KOTOlEG GAAEG ovLOKELEC (OmMMC Yo
mapadetypa ta Wristbands mov @oplodvtal GToV Kapmd) Tov LETPOVV Ta, PALLOTA KOl YPTCLLOTOIOVVTOL
Y10 TEPTATNLLOL.
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was caught!

Yynua 2.10: Pokemon Go

2.7.7 Microsoft Hololens 2

H teAevtaia onovpyia £yve amd v Microsoft n omoia avakoivwce v kukAopopia tov Hololens 2
70 2019. To Hololens 2 givau éva ave&dptnto ohoypopikd Headset pe dapaveic garxods mov divel pia
eUTEPIO EMAVENUEVIC TPOYUATIKOTNTOG HECH TOV £papuoydv. Xtdyog tov Hololens 2 eivor va
avénoetl v okpifelo Kot TNV amwdd0GT TOL ¥PNOTN KAOMG YPNCIUOTOIEITOL OTIC EMYEPNOELS. Me 10
Hololens 2 o ypiom¢ umopel vo PLdcel TpIoddoToTEG OAOYPUPIKES EIKOVEG GOV VO Elval HEPOC TOV
ePPAALOVTOG, VO YPNOYOTOMOEL XDOPOoLg O TNV kovliva ®¢ EMPAVEIN EPYOOING, KOl Vo
peTaddoel Bivieo 6ToV TO1YO 1] VoL SNUOVPYNGEL Eva TOPYO amd EUKOVIKH TOVPAAKIO 6TO TPAmELL.

Yynua 2.11 Hololens 2

10
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2.8 Emiloyog

H ouvvéyelo mpaypotikoétrag-eikovikotntog kabopilel mOCO mMPayHoTIK)] 7 €KOVIKY givol o
Teyvoloyia avdAoyo pe Ty meployn mov Ppicketal wdve oty ypouun. [épa and 1o mpaypatikod
ePPAALOV VILAPYEL N EMAVENUEVT] TPAYLOTIKOTNTO OV EMOVEAVEL TO TPAYUATIKO TEPPAALOY, GTNV
GUVEKELD etval M EMAVENEVT] EIKOVIKOTNTA 1| omoia emavEdvel To ekovikd TepPailov kol TEAOG 1
EIKOVIKT] TPOAYHOTIKOTNTO omoteAeital povo amd ewcovikd otoyyeio. H emavénuévn mpaypotikdtnto
VIAPYE OC OKEYT OO T TAALH Ypovia, eved To 1968 dnuovpynbnke n TpdTn GLOKELT ETAVENUEVTG
apaypatikdtras. E&icov onuaviikég epevpéoelg nrav to Videospace o610 omoio ot yproTeS
aAAniemdpodoay pe eovikd aviikeipeva kot o ARTennis mov 600 ypriotec pmopovoay va tai&ovv
gwovikd Tennis. [TAéov 1 cvykekpyévn te)voLOyia EYXEL TPOYWPNOEL OPKETE, OVTO QUIVETOL GTA
veoTepa mPoiovTa ov dnuovpyRdnkay, to Google Glass kot to Hololens 2, wov givon Headset pe ta
omoia 0 xpNotNG PAETEL OAOYPALLOATO KO YPNCULOTOLEL EIKOVIKEG AELTOVPYIEG.

11
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Mnyovi Toyvidod Unity

Kepdiorwo 30: Mnyoavn) mraryviorov Unity

3.1 Ewayoy

H epapuoyn €xer viomonbel péow tng pnyovig moyyvidlov (Game Engine) Unity. Xto ke@dioio
avaQEPOVTOL KATTOEG PACIKEG EVVOLEG TOV EIVOL OTOPOITNTEG YO TNV KATAVONGT) TMV AEITOVPYLDYV TOV
mapéyovtor and to Unity. Avoiyovtog to Unity, eppaviCovrat kanowa mapdbopa-epyadeio pe ta onoia
o mpoypappotiots Bo dwyepiotel 10 mepPdrhiov Ko Tig Asrtovpyieg tov. Ta GameObjects
(avtikeipeva) omd POV TOVG 0EV TPOGPEPOLY TOAAG, OUMG UTOPOVUE Vo TOTODETHGOVE KAmOlN
Components (UepOVOUEVES AEITOVPYIES) UE TO OTTOL0L TO AVTIKEIUEVO B0l TOKTNOEL KATOLES 1010TNTEG.
Ta Render Pipelines mov mpooc@épet 1o Unity ekteAovv pa oelpd and evrorés yia va mpoPdiovy to
oknvikod. Térog, oto kepdrao avapépetal 1o SDK (éva cuvolo epyalreiowv) Vuforia Engine pe to
omoio dnuiovpyRdnke 1 epappoyn pécw tov Unity.

3.2  Baowég 'Evvoieg

3.2.1 GameObjects

Onowodnmote avtikeipevo vdpyel oty oknvh ovopdletar GameObject. Tao GameObjects and pova
TOVG Ogv TPOGPEPOVY TOAAG, OAAG UTOPOVUE VO OMGOLUE YOPOKTNPOTIKE (mov ovoudlovton
Components, dNAadn PEROVOUEVES AelTovpyieg mov divouy 1310tnTeC ota. GameObjects) og avtd, £Tol
MOTE VO, EYOVV TOPATAVMD SLVOTOTNTES OTIMG YT POTOG 1 PapvTnTa.

3.2.2 Prefabs

To cvompa tov Prefab emitpénet tovg npoypappatiotég va anodnkevcovv éva GameObject pe OAeg
TIG WO10TNTEC KO TIG PLOUIGELS TOV £YEL WG EMAVAYPTGILOTOGIULO 6TOLXEI0. OTOV 0 TPOYPUUUOTIGTAS
0élel va emavaypnoyoromost kdmolo GameObject mov €yl SIOUOPPDGEL UE GVYKEKPLUEVO TPOTO,
umopel va 1o petatpéyel oe Prefab. Eivor koddtepn m dnpiovpyio prefab amd v “avtiypagn
emkOAAN o’ enedn 1o Prefab kpatder 6ho to oviiypaga cvyypoviouéva, dnAadn pe Tig idieg
pvOuicelg, apkel kabmg oAlalovv ot pvluicelg evoc avtypdeov va mtotndel To KOVUTL TOV HETAPEPEL
TIG oAAayéC oto Prefab. Axoun vrapyet kot n duvatdtnta torobétong prefabs péoa o GAla prefab,
Yo EVKOAOTEPN emeCepyacio o TOAAATAG emimEdQ.

3.2.3 Assets kon Features

Asset ovopdletal 1 OvVATOPAGTOCT OTOLOVONTOTE GTOLEIOV OV pmopel va ypnoomombel otnv
gpapuoyn. ‘Eva Asset pmopel va mpoépyetal amd £va apyeio mov dnuovpynbnke ce Kamoo, GAAN
gpappoyn ektog Tov Unity, onwg éva 3D povtédo 1 éva apyeio qyov.

To Unity mapéyel to Unity Asset Store onAad1| Tnv O1kn TOL 16TOGEASN 0td TNV 0Toie TOAOVVTOL Ko
ayopalovtar Assets. Ta Assets mov ayopdalovtan amd ekeivi TNV GEAdO PETAPEPOVTAL GTNV EQOPLOYT
Kol Kotefalovtol g ToKETa, Kol UTopohy va ypnoiomotnfovy 6mwe emtBupel 0 TPOYPUULOTIOTHS.
Features Oswpovvrtal o Assets wov dev Eyovv Kamowa popen kat dev eivor GameObjects, 0mmg Yo
mapdadetypo PipAtodnkeg KMOKa.
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3.2.4 Scenes

Scene eivar éva mepifddiov oo ydpo mov €xel ta dikd tov GameObjects, givol to PEPOG TOL
gpyalovior ot Tpoypapuatiotéc oto Unity, Kot Tepléyovv €va HUEPOC 1 £va GUVOAO UGG EPAPUOYNG.
Mo gpappoyn pmopei va £xet moAha Scenes, To Kobéva pe dSopopeTikd mepPOAlova, S1OKOGUNGELS
Kol yopaktipes. O maiktng pmopel va avaxkatevBouvlel oe drapopetikd Scene péom Script (KOIKA).

3.2.5 Canvas

O)o ta ototElo demapng xpnot onwg kovumid kot 2D Texts mpémel g mpog v epapyio va eivor
mad1d tov Canvas yuo vo epeovifoviat Kot vo, Aettovpynoovy cmotd. O Canvas givar éva GameObject
pe yapakmplotikd (Component) Canvas. Av dgv vrdpyet kdmolog Canvas otnv oknvn, 1o Unity
dnpovpyet évav avtopata. Méoa oto Scene, o Canvas gpgaviletor og opfoymvio kot supfolrilet v
006vn tov YpNoTN KOl ¥GPN OE aVTO 1 TOTODETNON GTOLEIMV JlEMAPNG YPNOTN YIVETOL TOAD O
g0KoAN Kabmg etvar opat.

3.2.6 Terrain

To Terrain eivan éva GameObject pe yapoktnpiotiko (Component) Terrain kot givonr 1 Adon oty
dnpovpyia Tomiov Om®S Povvd kot med1ddes. XApN 0TO EVOOUATOUEVO GUVOAO Agttovpyldv Terrain
7ov mapéxel to Unity, divetat 1 SuvaTOTNTO TPOSUPUOYNES DWYOVS KOl OAANYT YPDUOTOC LE TNV XPNOT
Bovptoag (Brush). Axdéun vmapyel OLVOTOTNTO EVOMUATOOTNG YPACLOOD, JEvipov 1M GAA®V
avTIKePEVOV oL Ba avikovv oto Terrain kot dev glvan mpaypatikd GameObjects pe tov 010 TpOTO
omwg kol pe T GAAeg pvbuicelg tov Terrain, dniadn pe Povptoa. TEAOC VTAPYOLV O1 YEVIKEG
pvOpuicelg Tov aArGlovv mo Tepimlokeg puOuicelg 6mwg to péyebog tov Terrain 1 10 GUVOAIKA G UELN
7OV LILAPYOVV KOl LITOPOVY VUL TOPAUOPPDOOV.

3.3 User Interface

H pnyoav Unity mapéyet pio dSiemaen ypnotn (User Interface) mov anoteleiton amd kdmora yprioia
apdBupo To 0ol EMTPEMOVY GTOVG XPNOTEG VA TEPYNBoVV ot epyareio Kot TG SuVATHTNTES TNG
pe okomd v onpovpyia pag epapuoyngl1]. Moapaxdtom emonuaivoviol AETTOUEPDG UEPIKA OO TO
o onuovtikd mapdbvpo emeepyoaciog kol ot ypNnoelg Tovg pe Paon tig apdunoceg (A-F) tov
oymuoatog 3.3.1 kot Ao onpavtikd tapddupa Tov propovv va avoiEovy and v pvduion Window.

Yynuo 3.3.1: User Interface
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3.3.1 Toolbar

H ypapun epyodeiov (Toolbar) vdpyel 610 TAV® PEPOG TOL TPOYPAUUATOG OTIMG PAIVETAL GTO GYN O
3.3.1 pe apiBunon “A” ko givar to poévo mopabupo mov dev pmopel va, avodtoToydel.

Ta epyalieio mov mepiéyetl ota aplotepd g 006vNG apopolv v emeepyacio aVTIKELEV®OV Kol TNV
petaxivinon oto ympo. Ewdikdtepa yuoo Ta onuovtikotEPA 0O OTE, TO TPOTO Kovumi ovopdleTon
“Hand Tool” kot emiAéyovtdc to (1] TaT®VTOG TO TANKTPO GLuVTOUELGNS “Q”) umopovue va KivnBovue
670 Y®PO TPo¢ 4 KatevBuveel (Thve, KaTo, de1d Kot aploTePA) Le PACT) TO TOL EXOVLE YUPIOGUEVT|
mv Kauepa g mpoPfoins oxnvig (Scene view). To emdpevo kovuni ovopdletar “Move Tool” won
emAEyovtag to (| mat@vtag 10 TANKTpo cvvtopevong “W”) epepaviCovror 3 Perdiio (éva yuo kébe
dldoTaon) otV HEoT €VOG EMIAEYUEVOL OVTIKEWWEVOD ©T0 Scene View to omoiot oeipovidg To
UETAKIVEITOL TO OVTIKEIUEVO avAAOYO UE TNV KATELOLVGT TOL TOVTIKIOV Kol TO BEAOC TOV eMAEEQLE.
Avrtiotoyya €yovpe to kovumi “Rotate Tool” pe mAnktpo cvvidpevong “E” mov pog emrpémel va
TEPICTPEYOLLE TO AVTIKEIHEVO 0TO YDpo Kot To “Scale Tool” (mov €xel mAnkTpo cuvtdpevong “R”) pe
7O 01010 UTOPEl EVOL AVTIKEIUEVO VO LEYOAMGEL 1] VO LIKPOVEL TTPOG 0Tolovonmote dEova.

210 KéVTPOo LIapyovv 3 kovumid (play, pause kot step) to omoia apopovv TV Evapén, TNV TAVOoT Kot
mv ovvéyewr avd mhaico (frame) oto mopdBuvpo “mpofoAn moryvidov” (Game View) ko
YPNOCLLOTOLOVVTOL KUPIMG Yol EVIOMICUO GOOANATOV Kol doKun Tov maryvidwoy. Ta cvykekpiuéva
KOVUTLA OEV YPTCLLOTOIOVVTOL GE TTALXVIOIN EXAVENUEVIG TPUYUATIKOTNTOG KOODS 1) dtadtkacio oty
yivetal LEG® TOL Kvntov.

Téhog ota 0e&1d VAPYOLY KOLUTIE TO. OToio APOPOVV YeVIKOTEPES S1adIKOCiEG OTMOC GUVOEST OF
distributed version control cvotiuoto (6nwg to Git) yio mapdAAnAn epyacia, enefepyoacio tov
AOYOPLOGUOD KO GALD GYETIKG [LE TNV EQEAVIOT] KATOlwV oTpoudtev (Layers) otov KOGHO.

3.3.2 Hierarchy

To mapdbvpo tepapyio (Hierarchy) vmapyer g
S Shaded v 20 @ w & v o i

wpoemAoyn ota aplotepd tov Ul dmwg gaiveton e -

oto oynua 3.3.1 pe apibunon “B”. Exel vnapyovv

O\0. TO AVTIKEIUEVD OTTMOG LOVTEAL, KApEPES 1 AN

AVTIKEIEVE T om0l PpicKovTal TNV POPT®UEVT

oKNVN Kol 0Tav SloypaeeTol 1 TPOooTifeTan KATO0

OVTIKEIUEVO ©TO YMOPpo, TOTE doypapeTor 1

npootifetan avtiotorya and v epapyia.

Duplicate
Delete

310 oLyKeKpWEVO  Topdbvpo  umopovv  va
dnuovpynBodv amid 3D avtikeipevo (puepikd amd
T omoio eivar kOPog, KOAVOPOG, KAWOLAQ, Cret ke
oQaipa), POTIGHOG, GVGTNHN cOUATdimV (particle

System) 71 GAlo avtikeipevo Omo¢ €va KeVO

Lean

3D Object
Effects

Light

Audio

Video

ul

Vuforia Engine

Cube

Sphere

Capsule

Cylinder

Plane

Quad

Text - TextMeshPro
Ragdoll...

avtikeipevo  (empty - mov  dev  €yEl

yopaktnplotikd(Components)) totdvrog de&i ki
0€ KOMOW KeVO YMOPO TOL TAPadupov OTWS

Volume
Camera Terrain
Tree

Wind Zone

eaivetal oto oynuo 3.3.2. Anpovpydvtag To -1 Samplescene B

ovTIKEiLEVO otV 1epapyia, epeavifeTor kol oty

wpoPfoin oxnvng (Scene View) oe KAmOl0 UEPOG 2o 3.3.2: Anpovpyia Avrikepévou
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oV KOGHOL cuvnBwg oty cuvtetaypévn (0,0,0) Tov kKOGHOL €KTOC Kot av Onuovpyndel wg mondi
(child) kdmolov dArov avtikepévov (GameObject) KAnpovopmvtag TNV Totofecio ToL GTOV YMPO.

Emiong vrapyet n dvvaromta tasvounong Kot opadomroinong tov GameObjects. Xtnv mepintmon mov
€YoV PopTMGEL dVO GKNVEG 6ToV 1010 Ypdvo, N KaBe pio eppavifetor oty epapyio pe o dukd ™G
GameObjects g modid (childs) g kaBe oxnvng. H opadonoinon tov GameObjects pmopel va, yivel
HEG® TNG EVVOLOG YOVEN-TIAOI00 TTOV YPNGUOTOLEITAL GTNV lepapyia, onAadn uropei éva GameObject
va yivet child evog dAlov GameObject o omoio Ba ovopdleton yovéag (parent) Tov mpmtov. ‘Etot 10
child GameObject kKAnpovopel v kivnon kot v meptoTpoPn Tov yovikod GameObject.

3.3.3 Scene View

H mpoPoin oxnvig (] adhmdg Scene View) vadpyel oto oynua 3.3.1 pe apibunon “C” ko eivar éva
amd To MO ONUOVTIKG Tapdbupa Kabdg pe avutd mpoPdAiletor o kOGHOG OV dnpovpysiTat. XtV
TPoPOoAN GKNVNG LITAPYEL M SLVATOTNTO GTOV YPNGTN VO ONUIOVPYNOEL 1 Vo eMAEEEL KAmolo 1o
VIAPYOV UVTIKEILEVO TOL YDPOV KOl VO TO TPOTOTOINGEL pe TV Pondeta tov Toolbar 1} Tov mapaddpov
Inspector. H enelepyocio TV avTIKEWEVOV Kot 1] LETAKIVIION KAUEPAG TNG TTPOPOAN oKNVNIG gival amd
TIG TPMTEG EVEPYEIEG TTOV TPEMEL VAL LABEL KATO10G YPNOTNG Y10 VO UTOPEGEL VO, YPTGLLOTOUGEL KOl VL
gpyootel oto Unity. £10 Tave péEPOS Tov Topabipov vdpyovy kdmole Kovumd mov puduilovv v
QOTEWVOTNTA, TOV YO, TNV TOYLTNTA TNG KAUEPAG TNG TPOPOANG GKNVAG Kol YEVIKOTEPO, TL akplPd¢ Oa
QOIVETOL GTN GKNVT] 07T TO AVTIKEIUEVO TTOV 0LPOPOVY TO GLYKEKPIUEVO TTapEOvpoO.

3.3.4 Game View

H zmpoforn moryvidiod (Game View) cuvnbwmg Ppioketor de€1d tov Scene View onwg PAEmovE GTO
oynua 3.3.1 pe apibunon “D”. 1o oknvikd Tpénel va VIAPYEL o 1 Topamdve Kapepeg £T01 MOTE O
ToikTNG vo pmopel va PAéner pécw avtmv otov ypnotponotel v epoppoyn. To Game View
TPOPAALEL TO CKNVIKO pPECO amd TNV KAUEPA OV TPOGHEGAUE G AVTO KOl (PO AVIUTPOCOTEVEL TO
TEAIKO ONUOGIELUEVO T Vidl, apKel vo matnoovpe to kovumi “Play” oto xévrpo tov Toolbar. To
Game View dev ¥pNGIUOTOLEITOL OPKETA GE TALYVIO EXAVENUEVNC TPAYLOTIKOTNTOG, 1] SlodiKacia
TPoPoAng yivetar pES® TOV Kvntow AGY® TOL OTL 1) EIKOVIKT] KAUEPO UETAKIVEITAL HEGH TOV KIVITOV
Tov YpNoTN Kot Ogv yperdletar va petaxvnel v ekovikn kapepa péca oto oknviko. [apodia avtd
glval YpNoo 6To OTL pe owtd pmopovue va dovue g Bo eppavifetor oto kivntd to 2D Ul 1o omoio
nepiéyel dripopa atoyeia demapng yxpnom (Ul elements) 6mmg kovpmid kot Texts.

210 TAVO HEPOC VTTAPYOLY KATO10 KOVUTLA Ta. 0moio apopoy ol kauepa Oo upaviletoar 6to Game
View, v avaioyio amewoviong (Aspect Ratio) dniadn tnv avdivon mov Ba £xel To moyviol avaroya
L€ TOV TUTO TOLYVIOLOV KOl TIC GUGKEVES TTOV TO YPTCULOTOLOVV KOl GAAN GYETIKA E TO CLYKEKPIUEVO
mapadvpo.
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3.3.5 Inspector

To mapdBupo Inspector Ppicketor ®¢ mpoemloyn oto
de&d g 00ovng (0mwg eaivetor oto oynua 3.3.1 pe
apiBunon “E”) kor ypnowomoteitar yio mpoPoAn Kot
eneEepyacio pvOuicemv yuo oxeddv o TAVIO OMWOG TIG
pvOuicelg tov  yapoktplotikov(Components) TV
GameObjects ka1 Tov apyeiov tov Unity mov PonBodv
oV Agrtovpyia Tov moyvidwv. o va emeepyactovue
éva apyeto 1 GameObject otov Inspector apkel va T0
emié&ovpe gite amod to mapdbupo Epyov (Project Window)
ov elvon opyelo elte amd v 1epopyia av  sivan
GameObject.

Kabe tomoc apyeiov €yer tig dwcég tov pubuicelg, yn
mapadelypo emAaéyovrog évo, GameObject gppavilovton
oAo. To, Components wov éygl 6nwg to Transform wov ivan
amopaitnTo component Kot oG divel deS0UEVO CYETIKA e
v tomofecion Tov GameObject otov kOGpHo. Amd TNV
GAAN pepud, emléyovtag kamolo Pacikd apyeio pvduiong
oV Tovidd Onmg to apyeio “Universal RP-Medium
Quality” 100 oyfuotog 3.3.3 WOV  AVIUTPOCHOTEVEL
TPoeMAEYUEVES pLOUICEIS OYETIKG Ue TNV TOWOTNTA TOV
QVTIKEWWEVAOV, TOL QOTIGHOD, TOV OKIOV Kol GAA®OV
YOPAKTNPIOTIKOV.

Ao, VIapYEL N SUVOTOTNTO EMAOYNG Kot eneepyaciog
molMav  apyelov 1 GameObjects  tawtoOypova.
EmAéyovtac ta, otov Inspector gppavifovior to kowvd
tovg Components, Kol LEGO GE QLT Ol KOWVEG TOVG TULES.
Otav ot tipéc oto 1010 media elvor drPopeTikés, TOTE

[T3R2]

eppaviCetar éva ovuPfoiro KOl UTOPOVUE VO TOL
arrhaEovpe Balovrog pio Tiun mov Oa woyvel Yo OAd Ta
emieyuéva GameObjects 1| Tatdvtog 0e&i KAMK apiotepd
amo To TEdIO TIMV, Hog SIVETOL 1) SLVOTOTNTA VO BAAOVLLE
TNV T Tov ediov evog amod o emheyuéva GameObjects

K0l 6T VTOAOUTO, TTOL EXOVLE EMAEEEL.

3.3.6 Project Window

Mnyovi Toyvidod Unity

iRenderer (Fol @

Terrain H

Quality
HDR
Anti Aliasing Disabled

Render St

Lighting
Main Light Per Pixel

lul 2048

| Lights Per Pixel

Limit

Shadows

Post-processing
Advanced
SR

Disabled
t Loc¢ Disabled
Auto
Vic Every Frame
Asset Labels

Zymua 3.3.3: PvOuiceic apyeiov Tov Unity

To Project Window 1 aAldg mapdBopo €pyov eupaviletor o¢ TPOETIAOY OT0 KAT® WEPOC TNG

eQupUoYNg 0mmg PAEmovpe oto oynua 3.3.1 pe apibunon “F” kol avimpoocwomnedel tov e&epeuvnti

apyeiov (File explorer) tov Unity Eexivaviag omd kdmolo @akero mov ovoudletor “Assets”, omov

UEGO G QVTO TOV PAKELD M 0€ KOO0 VTOPAKELD TOV eppavifovtarl Ola T apyeio wov oyetilovron pe

TO T ViOL.
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210 oplotepd PEPOG eppaviletal 1 doun QoKEA®V o€ 1epapykn Alota. Me Tnv emAoyn evOg QUKEAOD
gupaviCovrol ta mepieydpeva Tov oto de&l uépog Tov Tapabvupov 6oL Kol EpPaviCovTol Ta apyeio pe
gKoVidl availoya pe Tov TOTO Tovg OmmG yio mapddetypuo C# Scripts, vropdkelot Ko prefabs. Xto
v pEPOG ToL TapaBupov VILApYoLY Kovumid kot éva text field mov agopovv v avalntnorn otovg
QOKEAOVG.

3.3.7 Console

To mapdBvpo Console (oynua 3.3.4) gival To Wavikd TAaictlo yio aroceaipdtoon (debugging) kabwg
e ovto eupavifovrol OAo To GOEAALOTA KOl Ol TPOEWOTOGES TOV ONUOVPYEL TO TPOYPOLUD LE
GKOTO VO, LG TPOEDOTOGEL OTL KATL UTOPEL VoL TPOKOAECEL TPOPANUA TNV EPAPLLOYN LLOG.

Yrdpyovv tpia €idn unvopdtov, £va amd ovtd lval To PRvVopo ceAALaTog (error message) to onoio
oupPoAiletar e £va KOKKIVO OKTAY®VO Kol cuvifmg 0tav vtapyel 6To console, dev umopei va tpé€et
n epappoy mpw Sopbwbel (Omwg yio mopdderypo o€ GLVTOKTIKA AGBN o kdémolo script) 1
epupaviCeton otav vrapEetl kamolo AdBog katd TV JdpKeld oV TPEXEL (OTMG YO TAPASELY O OTNV
TPOoTAOELd €VOG Script Vo S1opECEL [LE TO UNOEV) Kol OEV KATUPPEEL YAPT GTNV VTOUATT dloyEiplon
ABdv tov Unity. To Aebtepo €idog eivar 1o pnvoua mpoewdonoinong (Warning Message),
oupPoriletan pe €va kitpivo Tpiywvo kot cuviBwg givat amAd TPOEBOTOMTIKA UNVOLLOTA TO OTTOi OEV
TPOKAAOVV Koo TpoPAnUa pe TNV ektédeon g epapuoyne. To Tpito €idog pnvopdtmv oto console
glvar amAd unvouata, copPorilovrol pe pio dompn emne&nynon Kol To. GUVOVTAUE HECH SCripts yia
Adyovg debugging.

INa va yiver aképa mo gvxoro 1o debugging, n Unity €yel dnuovpynoet o kidon “Debug” pe
apketec ypnoweg pebddovg (methods) mov pmopodpe va koréoovpe péocw twv Scripts. [a
mapadelypua O6tay €va script mov ektedeital etdoel oty ypouun “Debug.Log(“Hello World”);” Oa
gupaviotel 6to console n epdon “hello world”, | uwopovue va gupovicovue KatL T YPNOUO OTWOC
Vv tonofesio evOG AVTIKELEVOL GTO YDPO KOAMVTOG TNV KATAAANAN pébodo.

Téhog, oto v pépoc vdpyet Eva Search bar mov pog emttpémet va ya&ovpe AEEELS 1) PPAoELS Yo va
Bpovue KATOL0 GLUYKEKPIUEVO VOO, KOl KATOL0L KOVUTTLY TOV 0popohyv Tov Kabupiopd tov console,

TNV OUA00TOINGT 1010V UNVOUATOV, TNV TODoT] TOL Tovidloh oty £0pecn AaBove, Kol TV EUEAVIOT
M U tov ke THTOV UNVOUATOV.

Zynupa 3.3.4: Console Window

18



Mnyovi Toyvidod Unity

3.3.8 Animation

To Animation Window (oyfua 3.3.5) éyer oyediaotel yio v dnpiovpyic. Kot TpOmTOTOiNcT KAIT
Kwvoouevev eikoévov (Animation Clip) kot Oe@peiton po omAn kot eVOAAAKTIK ADON TOV eEMTEPIKOV
apoypappdtov yio 3D animation. Méoa ota. Animation Clips mépa amd Kivnon aviikelévov vmdpyet
Kol 1 dvvaToOTNTO CAAAYNG TIH®V oTa media Tov Inspector Ommg yio wapddetypa ota Materials (VAo
avtikelpévav). To mapdbupo yopiletan o 600 pépn (apiotepd kot de&id).

270, aploTEPH VTAPYOVV Ol OVOUAGIES TMOV OVIIKEWWEVOV Tov Yivovior Animated, emiong mavem
VILAPYOVY KATO KOLUTLY TO, OToio XPNOLUomoovvVTaL Yot Vo apyicel 1| KAeloel N Kataypagy Tov
animation Kot ®¢ TPOEMGKOTNGM 1| TPOPOAT TV KOVEOY Tov Animation.

210 Og&l pépog vapyel Evog Ympog o omoiog opilovtia petpiéton o Frames (ewcoveg), kon exel
gupaviCovror ta facwcd kapé (Keyframes) to omoia wpoodiopilovv pia Ty oe Kamolo medio Tmv
Animated GameObjects kat cvppolriCovtar ®g dompor poéufor. Edv dev vrdpyovv dila keyframes
petald 6vo Keyframes, tote dnuiovpyodvtor avtopata Keyframes pe aviroyeg Tiuég o Frames mov
dev €yovv, £T0L MOTE 1 KIvion Vo QOIVETOL OUOAT. £TO TAVED HEPOG QPAIVETOL VO VITAPYOVY KATOoLd
Keyframes, oAAd otnv mpoyuatikdTTe aviimpoo®nevovy OAa ta vmorowma Keyframes oto id10
Frame, dnAadn amd kdto Toug.

Axéun, péco tov animation event umopove vo KaAEGOLHE HeBOSOVE OO KATOO SCript TOL OVIKEL
OTO OVTIKEIEVO TOL animation kot vo opicovpe to frame 610 omoio embBopodue vo tpé€et. Emiong
umopole va €govue mpodcPacn oto animation koddvtag pebddovg tov Unity pécw script yio va
GTOHOTNGOVUE 1) Va 0pyIcOoLLE TO animation.

£ Timeline

Zynuo 3.3.5: Animation Window

3.3.9 Timeline

Xmv mepintwon mov BEAovpe Vo OMUOLPYHGOVLUE KIVNUOTOYPOUQPIKO TEPLEXOUEVO, GVTO TTOV
ypeldpaote gival to mopabvpo ypovodtaypdupatog (Timeline Window) (oynua 3.3.6). Me avtd 1o
mapdbupo umopode vo, cuvovdcovpe ToAAG animations pe dtapopetikd GameObjects, va fdiovue
NYovg og cvykekpyéva frames kot vo Guvdvacovpe dvo animations tov idov GameObject Palovtag
€va LEPOC amd QLT VoL EKTEAOVVTOL GTOV 1010 YpdVOo £TGL MOTE va avapelyfovv Kot va yivel To opain
N evaiiayn Tov animation.
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Axoun, moT®VTOg TAVO 6€ KGmolo animation pésa oto Timeline, eppavifovtal otov Inspector kdmoleg
PLOUICELG GYETIKA pe TNV TOLTNTO TOL animation Kol Pe TNV OMOAN evodiayn and évo animation o€
GAMo.

0 i Timeline
4 > Ppl v [P RaceTimeline (RaceTimeline)

| | I° | I
A > Light (Animator)
A > Human (Animator)

A = Wolf ( tor) ® . Dr... bre... I breathes

|" ¢ None (Audio So

yfiua 3.3.6: Timeline Window

3.3.10 Package Manager

IMoxéto (Package) ovoudletar évag ydpog mov amodnkevel Oidpopa assets 7 features (Omwg
BiprodNKkec kddka) tov Unity 1 dAAwv dokmtadv. To mapdbvpo Package Manager (oynua 3.3.7)
glvan 0 «ovvdeTikog kpikoc» tov Unity pe ta mokéto, to onolo HTopodUe VO EVOOUATOCOVUE CTV

EQPAPHOYN HOG.

Otav oto Unity avoiyel tnv epapuoyn pag, Qoptavel éva apyeio mov ovopdletar “Project Manifest
File” 1o omoio amofnkedel mAnpogopieg GYeTIkd pe TO TOWH TOKETO €ivol €yKOTESTNUEVA, KOL
kaBopilel mold and avtd Tpémel va avakTnOovv Kot va popTmBovy 6TV EQOPLOYT. TNV GUVEXELN TO
apyelo otélvel éva aitmua otov Package Registry Server (o omoiog amofnkevet petadedopévo ko
TEPIEYOUEVA TOV TOKETMOV) Yo KAOe mokéTo mov eupavifetor mg e€dptnon (Dependency) oto Project
Manifest File. 'Eneita o Package Registry otéhvel ta (ntovuevo dedopéva micom otov Package
Manager o onoiog eykaf16Td aVTA TO TOKETA GTNYV EPAPLOYT.

To Unity mapéyet tv 01K TOL 10TOGEAIdD Yo ayopd Kot TOANon twv Assets 1 Features kot
ovoudleton Unity Asset Store. Eav emBopobdpue vo ayopdoovue éva Asset | Feature, puetd v ayopd
gupaviCeton éva kovuni “Open in Unity”. I[Totdvtog to, 1 16T06EAMO pog avakatevdivel 1o TakéTo
ov ayopdoape péso oto Package Manager, kot amd ekel pmopolpe va 10 KotefAGOvUE Kot Vo TO
EVOOUATOCOVUE OTNV EPUPUOYN UOG EYOVTOG TNV EMAOYN Vo dlaAéovpe mowd axpifmg apyeio Oa
gvoouat®bovv oty Ttepintmon mov dgv entBvpovue va fdAovue OA0 TO TOKETO GTNV EQAPULOYN.
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ate T v Filters v Clear Filters

0® ° Wolf Animated
1.4 B
1.0 B3 Version1.0 - May 09, 2016
211 '
REE) - Shader 123 B3

f the Wolf has a texture albedo,normal in the

Jungle Music
: Images & Videos
FloatingPlant

Toxic Frogs

. ) ” . \
FRE : orest Anime 0 ?ﬂllm
ENE ) 5t [ L Vi

Wolf Animated

Port - Environment Package Size Supported Unity Versions

Can PBR 0 Size: 5.24 MB (Number of files: 18) 5.0.1 or higher

Purchased Date

December 0

Import Re-Download

Zymua 3.3.7: Package Manager Window

3.3.11 Build Settings

To napdBupo Build Settings (oynua 3.3.8) ivar vrevlBuvo yio TNV dnpovpyio TG EPAPLOYNS and ToV
Unity Editor omv ocvokevr], aAld Kot mold Scenes vmapYouv GTNV €PUPLOYYT] Kol HTOPOvV v
ypnoorombovv. Me v emhoyn mhateopuag otny weproyn “Platform”, xabopilovue tov tHmo g
TAOTEOPUAG YioL TNV omoio OEAovE va. TPEEEL 1) EPOPUOYT HOG. XTNV GUYKEKPIUEV TEPITTOGCT) EXOVIE
emiééel “Android” emeldn n epaprOYn EXAVENUEVIG TPAYLATIKOTNTOS 0popd To. KivnTd Android.

"o va goptdvouv ta Scenes mov Bélovpe oTNV EQOPHOYN LG TPETEL TPMTA VO TO. TOMoHeToOVE
ot0 Scenes In Build tov mapaBdpov Build Settings, mpopavadg dev eivar amopaitnto va
TonofeTooLLE EKEL OAQ, TO, Scenes Tov dNULOVPYOVUE OTMG AVTA TOV OEV YPNGIUOTOLOVVTOL KoL £YOVV
dnovpynBel yuo Testing 1| v kdmwowov dAho oxond. Ag&ld amd ta Scenes mov £xovpe TonodeTnoet
mapoTNPovpE Kamowovg optBpovg. Kdabe apBude eivar évag Index (deixtng) tov kdbe Scene ot
ypNolLonoteital e Script KobmG UmTopovuE vo poptdcovue kdmolo Scene ue tov Index Tov, Yo
mapadetypa n ypouun “SceneManager.LoadScene(2);” 0o @optdcel 1o Scene pe Index 2. Emiorng
VIAPYEL Kot 1) SuvaTOTNTO VO dALAEOVLE TNV GEPE TV Scenes 6€ TEPITT®ON oL EMBVUOVE VO TO
tonofetncovpEe g GAAN oepdL.

IMa va katefdoovpe TV €QAPUOY GTO KIVITO WOGC, TPETEL APYIKA VO KUTEPAGOVUE TNV EQPAPUOYN
“Unity Remote” an’to Google Store kot UETH Vo GUVIEGOVUE TO KIVITO WE TOV DTOAOYIOTH EXOVTOGC
EMTPEYEL TNV LETAPOPA opyeiv Kabng kat tnv puduion tov kvntod “USB debugging” mov cuviwg
Bpioketon otig pubuiceig mpoypappatiot (Developer Options). ‘Eneita eAéyyovpe av éxovpe Paiet
o\, to. Scenes mov ypelaldpaote péco oto Scenes In Build, ko av éyovpe emdé€el v emhoyn
Android otv meproyn Platform. Agov yivouv ta mopomdvm, HTopodUE VO TOTHCOVUE TO KOLUTL
“Build And Run” mov Ppioketon kdtow oe&id. H epoppoyn Oa avoiéel 610 xtvntd polg v
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KATERAGOVE KOL POPTMOOEL, dONAdN pia dladikacio evog 1 000 AETTOV avdioyo pe To TOG0 Papid (o

YOPNTIKOTNTO) EIVOL 1) EQAPLOYT LLOG.

Platform

[__'___] PC, Mac & Linux Standalone
=

|'| Android

iOS ios
Build App Bunc

WebGL
Run Device

pment Bulld

Player Settings...

6 v
Add Open Scenes

Don't override
32-bit

Default device = Refresh

Yynuo 3.3.8: Build Settings Window

3.4 Components

['o va ddcovpe Asttovpykdtnta og kdmolo GameObject, tposOétovpe kémolo Components g avTO.

Q¢ Components opilovtal T0 YOPAKTNPIOTIKA EVOG OVTIKELLEVOD, ONANOT UEHOVOUEVEC AEITOLPYIES
7OV O1VOVV KATO1EG IO10TNTEG GTA OVTIKEILEVE OTMG Yo Tapddetypo 1 palo 1 1 totobecio 6Tov YO po.

Mmnopotue va npocBécovpe Components emhéyovtag apykd to GameObject 610 omoio BEhovpe va

yiver aut) 1 evépyea kol pécm tov mapoabvpov Inspector 6to omoio Ppiocketan €va kovumi “Add

Component”. [Matdvtag to gueoaviletar éva pkpd mopabvpo
(oyfua 3.4.1) 1o omoio &yxel pio Ta&vounuévn AMota pe O 0 To
Components mov etvar dwbéoa yo ypnorn kot mpocHkn
oto GameObject. 1o ndve pépog Ppioketon éva Search Bar
UE TO 0moio pmopovue vo avalntioovpe Kot va fpode to
Component wov ypelaldpoote. o va dtaypdyovue Kamolo
Component motape 6e&i KMk mlveo o610 component Kot
matdpe v emioyn “Remove component”. Kafe Component
umopei vo vrootel eneéepyacio aALAloVTOG TIG TIEC TOV OTO
nwedia. Mepikd oand 1o Poocwkotepo  Components mov
ypnoonotovvtol givan ta: Transform, Mesh Renderer, Box
Collider, Rigidbody, Audio Source, Scripts kot Materials.
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3.4.1 Transform

To Transform (oynua 3.4.2) eivar 1o povo Component Tov VIAPYEL OO TPOETIAOYN GE OAQ TQ
GameObjects kot dev pmopei vo dwaypoeei, eneldn opilel tnv tomobecio (Position), tnv mepioTpon|
(Rotation) kot v xKhpdkmon (Scale), Kot xopils prmmETTET

Position

X -0.742
Rotation X0

avtd dev pmopel va vdpEet otov ympo. Ot Tipég
TOV TOPOTAVED YOPOUKTNPICTIKOV UTOpodV Vo
oAraEovv aAralovtag Tic Twég Ttov Fields ya
KkéOe aEova (X, Y, Z) Eeywpiord.

Scale X1

Zymua 3.4.2: Transform Component

3.4.2 Mesh Filter kax Mesh Renderer

INo vo speaviCovtol to OvTIKEEVO GTO
YDPO, TPEMEL VO €OV Kamow popen. Tnv

Sphere (Mesh Filter)

Mesh

& |v| Mesh Renderer

dovAeld avtn mv a\’a}“a“ﬁm’a 0 Materials

ouvovooudg tov Components Mesh Filter

Element 0 ® Plastic_Yellow_Mat

ka1 Mesh Renderer (BAéne oynqua 3.4.3).

To o6edopévo mov maipver 1o Mesh Filter
avapépetor og éva Mesh (mAéypo mov

Lighting
Cast Shadows On

anoteleitar omd Tpiywva kol oynuotilel Contribute Global lllu

Kdmolo oynua) étol dote to GameObject va
. . , , . Prot

Tapel KATOWL HopeN GTOV YDPo. Agv apikel i
Blend Probes
Blend Probes

None (Transform)

, B B , , Light Probes
OUmG HOVO OVTO EMEWN TO OVTIKEILEVO :
; , . , Reflection Probes
yperaletan kémolo Material mdveo oto Mesh . .
Anchor Override

tov. I'ovtd tov Adyo ypetdletar to Mesh Additional Settings

Renderer, divovtag tov kdmolo Material ¢ Dynamic Occlusion v

dedopévo  UTopodUE Vo OOVHE TNV TEAIKN

Rendering Layer Ma: Layerl

popon tov avtikeyévov. EmumAéov, 1o Mesh ] .

, , , , Syfuo 3.4.3: Mesh Filter & Renderer
Renderer €ye1 kdmoleg puvbuicelg ov omoieg
pvOuilovv to mwg O paiveTal To AVTIKEINEVO GE KATOLEC E1OIKEG TEPUTTMGELC, Y10, ToPAderypa, oty

YTLTAEL PMG OTO OVTIKEIEVO, TO 1010 va Pydletl oxid 1 Oyt

2y mepintwon mov BELOVUE VO YPNOUYLOTONCGOVUE KATOL0 TUPUUOPPDOCILO TAEYLLO, TPETEL AVTL Y10l
Mesh Filter kou Mesh Renderer va ypnoiponom0ei to Component “Skinned Mesh Renderer” to onoio
omwg ko to, Tponyovueve Components amartel kamoo Mesh kot Material. T'oo va wdpel kdmoto
avtikeipevo to Component “Skinned Mesh Renderer”, sivor vmoypetikd vo vrapyel Kdmola
KOTOOKELN OtO KOKKOAM GTO avTIKEINEVO (YU’ owTd ypnoipomoieital o avOpomopopea 1 {do LovTELN)
1N kamowo Blendshape (wov Bonddet otny dnpovpyic yopoKTNPIGTIKGOY TPOGHTOL).
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3.4.3 Box Collider

H bdwyeipion ovykpovoewv (Collisions) emtvuyyavetor pécm tov Components Colliders, ta omoia
kaBopilovv Ta Oplo TOV PLOIKMY GLYKPOVGE®V Kol gival aopato oto mepPdirov. To oynua tov
Collider dev etvar amapaitnto va €xetl to 610 oyfuo pe
to Mesh, mapolo avtd vmbpyovv TOAAE  €idn
Components ywo. collider avdAioyo pe 1o GYAUO 7OV
emBovpovue vo eveopotocovpe oto GameObject. To mo
ouyvd Component givor to Box Collider 10 omnoio
epopuoler  éva  Collider pe oyquo  «dPov  oto
GameObject (Zynquo 3.4.4), aAld vrdpyovv kol GAAa
Colliders 6mwg 10 Capsule Collider mov maipver v
popon kéyoviag, Sphere Collider mov maipver v

popon oeaipag, kot Mesh Collider mov maipver v
popoen tov Mesh.

e 3.4.4: Box Collider

To Component tov kd0e Collider (oynua 3.4.5) mepiéyer kdmoteg pvbuicelc mov pmopolvue va
oArdEovpe Ommg TV petakiviorn kot o péyebog tov Collider oe cOykpion pe to Mesh, po vrodoyn
ovotkod vAkov (Physic material) mov divel 610 QavTIKEIPNEVO EMITAEOV O€0OUEVO GYETIKA UE TIG
ovykpovoelg Tov Ba déxetar, kKot Eva Boolean IsTrigger.

Otov n ) tov IsTrigger eivon true, dwrypapet 11 1010t Teg Tov Collider (dnAadn dev vEApyE
ovykpovon pe aAia GameObjects yati Oa tepvave péca amd avtd) Kot ypnoiponoteital cav Trigger
pe v Pondeta pog void pebodov “OnTriggerEnter” pe mapduetpo “other” tomov Collider, n omoia
(uéBodog) evepyomoteitan 6tav kdmolo dAro Collider evog GameObject axovunnoel | unei péso 6to
Trigger. EGv exeivn v dpa mov gvepyomoindei 1o Trigger Oéhovpe va pdbovue nog ovopdletol to
GameObject mov pmnke péoa oto Trigger apkel va avapepBodie oty mapduetpo “other” ypagovrtag
“other.transform.name”. Xvv0w¢ to Trigger ypnouonoleiton oe oviikeipeve mov dev €yovv Mesh
(dote va unv Qoivovtal) Kol €KTEAODV KMOIKO Om®G &vePYomoinon eumodiov mov dev £youvv
gvepyomomBei atnv apyn Tov TayvidloL 1 avtopatn anobnkevor (Autosave).

&9 v Box Collider

Edit Collider

Is Trigger
Material None (Physic Material)
Center X 0 Y O

Size X 1 a1

Yynuo 3.4.5: Box Collider Component
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3.4.4 Rigidbody

‘Eva.  avtikeipevo ywpig Rigidbody ogv
déyetonr xopio kivnon omd 1o mepPiiiov

Rigidbody

TOV, OKOUN KOl OV GUYKPOVOTEL [E KATO0
arro avtikeipevo (égovrag kanowo Collider), e brag

Ba Aettovpynoel wg toiyog ywpig kivnon. To :JJO”J;;:;’;

Component Rigidbody (Zynuo 3.4.6) [t None
emupénel oto GameObject va Oéyeton [ESCUSERIEEEIGEE Discrete
QUOIKEG  KIVNOE OMMC  GUYKPOUGELS 1 co:Sjr‘a_iTt;”it i
Bapdtnra. Ztic pubuicelg Tov umopode va. F:;: H:H::,
Baiovpe kdmowo palo wov BElovpe va Exel  RELIS

10 ovTikeipevo, kdmolo T emPpddvvong
€ (PLOIKEG KIVNGELS, Vo d&yeTol Popvtnra,
Vo UV TEPIOTPEPETOL 1] KIVEITOL TPOC
Kkamolovg G&oveg. Ta Scripts (tov Feature
LeanTouch) mov pog emtpénovv va

GUPOLUE 1] VO TOTNGOVUE HE TO OAYTLAO

pag o€ kdmoto 3D GameObject (0x1 Opmg o€ S 3.4.6: Rigidbody C )

4.6: Rigi mponen
2D avtikeipeva mov amoteAovv 10 User TR Lot A
Interface) og mouyvidio emavENUEVNC TPOYUATIKOTNTOG OivOuV e QLGIKT Kiviom 6To avTikeipevo, dpa

Yl v UTOPEGEL Va deXTEL PLGIKES KIvGElS glvan amapaitnto va £xet RigidBody.

3.45 Audio-Source

To Component Audio Source (oynua 3.4.7) eivor T0 o
«AEWD Yo avomopoy®yn MYOV, Kol Oomolteitol vo
vrapyet éva Component “Audio Listener” yio tnv oxom
mov ocvvnbwg tomobeteiton oty kapepa. Ilepiéyer éva
7edio vmodoyng apyeiov TOHmOL 1MoL (Yoo TapAdELyU
.mp3 N .wav) kot apKeTég puOUicElS OYETIKA LE TOV (O
K01 TOV TPOTO OV ovamopdyeTol. Yapyetl kou . pvOuuon
“Spatial Blend” n omoia kaBopiler méco 2D 1 3D va givon
0 Nxo¢. Otav o Nyog givar 2D 1d1e axovyetal amd O o Ta.
Nyeia to 1510 Kat dev VIaPYEL Kopio S1opopE 6TO TOL Eival o -

@

Logarithmic Rolloff

o maiktng, Evd otav eivan 3D, akodyeton o duvatd 1 mo
olyd avdioyo pe v tomobecio OnAad 660 To pOKPLd
glpoote amd6 10 Audio Source, 1600 AyoTEpO Oat
OKOVYETOL TPOCOUOUDVOVTAG TNV TPOUYUATIKOTNTO. XTO
Kéto pépog tov Component VITAPYEL Lid GLVAPTNOTN TV
omoio. umopovpe va emeEepyactovpe Kot kobopilel 1o
TOGOGTO OKONG TOV MOV OVAAOYQ UE TNV OmOCTACT UG
amo to Audio Source. O 3D Myog dgv moapéyet udvo
arhayéc ue Pdon v tomobecio Tov TaUKTN, OAAC KoL UE

Volume

Baon v mepioTpoen, dMiadn ov o maikng eivor

yuptopévog €1ol dote 10 Audio Source va Ppioketor oto Tyfue 3.4.7: Audio-Source Component
de&ld tov, 1oTe TO Skl Myelo Ba axovyeTaL TOPATAV® GO
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70 ap1oTEPD, OTMG YIVETOL KOl GTNV TPOYLUATIKOTNTO LLE TO AVTLH LLOG.

To Audio Source eivan mposBdacio pécw Script yio Tpocapuoyn Nyov, ovarapaywnyr (Play), [adon
(Pause) kot dwokomn (Stop) ko drAeg pvbuiceic. Eniong pmopovv va avamapoyBodv moriamriol fyot
oe éva Audio Source ypnoomowdvrag v péBodo “PlayOneShot”. Xe mepintwon mov dev €yovpe
kémolo Audio Source kor 0éhovue va mapdEovpe N0, UTOPOVUE VO KOAEGovue TNV UEBOdO
“PlayClipAtPoint” kot tov divovpe 2 mapapétpovg, to Audio Clip mov 0éhovpe va maitel, kot eva
Vector3 (dniadn pw tomoBecion otov ympo X.Y,Z) étor dote va maifer 1o Audio Clip ot
GUYKEKPLUEVT] GUVTIETAYUEVT] TOL YDPOVL.

3.4.6 C# Scripts

Ta Scripts ovKOLUV KOl 0DTE GTNV KATNYOPio T®V
Components ka®dg Oivouv YOPOKTNPIGTIKA GTO
GameObjects. Eivor amapaitmta yuoo vo tpé€et pa
EQOUPUOYY, e€meWN Ybpn o€ oavutd cvpPaivovv
yeyovoto (events) péco oTO ToLVidl OTOV TPETEL.

someGameObject;
someCollider;

Ta Scripts umopobv emiong va ypnoyoroindovv yio

sampleCollider;

mv Onuovpyia YpoeIKdV €PE, TOV EAEYYXO NG i
(QULOIKNG CLUUTEPIPOPAS TOV OVTIKEILEVOV 1 OKOUT
KOU TNV €QOPUOYN]  GLOTAHOTOS  TEXVNTNAG
vonuoouvng o€ yopaktipeg Bots tov mouyvidioo.

state = =
sampleCollider = someGameObject.GetComponent<BoxCollider:

O
A’I]].LlODp’Y(DVT(Xg eva SCI‘lpt, STHXSYODI,LS 0 ovopa if (someCollider == sampleCollider) { state =
value = "range is: "+range;

TOv Ko €melta To ovoiyovpe pe o Visual Studio 1)

K010 GALO TPOYPOLLLO.

O kddkag Tov Script (oynuo 3.4.8) mepiéyel v Zyua. 3.4.8: Sript

péBodo “Start” mov extedeiton pe To mov TpEgovpe v Sample Script (Script)

v epapuoyn, kot v pébodo “Update” n omoia 0
ekteleital oe k0Oe Frame, mopoio ovtd kopio [EEEREE
r / s ) A Stat v
amd TIg 000 pebodovg Ogv elval VITOYXPEWMTIKY. g
; , i Value range is 3
Mnopovug va 81’])\4(,0001)“8 “’la HSIU“B}\'T]TT] (Dg Some Game Ob]ect r;wSphere
Public M vo ypnowonowcovpe TOV  Op0  [ESERMEKCEIIEES @ Sphere (Box Collider)

“[SerializeField]” mpwv v dMlwon g Syfipe 3.4.9: Script Component
petafintig €10l MOCTE VO EUQOVIOTEL  GTO

Component tov Script pog (oyquoe 3.4.9) kot vo pmopodue va v pvbuicovue amd ekei | va
EVOOUATOCOVE KATOI0 AVTIKEIPEVO OT®G Y10 Tapdderypo otnv wepintwon Tov GameObject mwov €xet
evoopatmbeil éva GameObject mov ovoudleton Sphere. AkOun UTOpoOUE VO OPYIKOTOWGOVE ALY
Components 6mwg to Box Collider, kot 6tav kdvouvpe drag-drop kdmoto GameObject, maipvel to Box

Collider Tov av vapyet.

Téhog, Yo va mapovpe kémolo Component and kamolwo GameObject dnwg yio mapdderypo to Box
Collider am6 to GameObject “someGameObject”, ypnoiponotovpe v uébodo “GetComponent” wg
g€ng:  “someGameObject. GetComponent<boxCollider>()” kol  ZTPOUPETIKO  UmOPOVUE VO
amoOnkevcovue To ouykekpipuévo box Collider og pia petafinty tomov boxCollider.
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3.4.7 Particle System

Sopoatidw (Particle) eivol omowadnmote pepOVOUEVO
VAKO 1 ovtotnTa mov dnuovpyeitan amd to cvotnuo  [EEREELEEEEREL
copotdiov (Particle System). To Particle System
dnpovpyel éva peydo aplBpd copatdiov pe pkpn
duapkela (oM OTMG Y10 TOPASELY LA KOTVO, GUVVEQQ,
QAOYES Ko GAlo gpé. To Particle System éxet éva
tepbotio apBpd amd pvbuiceg (oyquo 3.4.10) mov
€xel kaBe eldovg pHBon Ommg Yo Tapddetypo oo
duapkela vo kpatnoet Eva Particle mpiv diaypagel, ol
Oa givol 1 TaydTNTO TOV KOl TO YPOUC TOL Kol TOGO
Particles 0o vmapyovv TOLTOYPOVA GTOV  YDPO.
Mopaxdte PAémovpe wdémoleg pvbuicelg Onwg 1O
Emission, matdvtag to eppavifovrar  pvOuicelg
oyxetikd pe to Emission, dniadn moca Particles va
enéumovial 1o dgvtepdiento. v pvOuon Shape
vdpyovv puOUicEl GYETIKG LE TO OO KATO TNV
ekmoun” towv Particles. Av emilé€ovpue to oynuo va
givar Cone (k@vog) pog divel véeg pubuicelg oyetikd
e TOovV K®VOo Omm¢ ot poipeg mov Bélovpe vo Exel.
Alleg onuavtikég puBuioelg eivor to Renderer mov
kaBopiler to mdg Ba eaivovror to Particles xot Tt
Material 0o £yovv, kot to Trails Tov arfvel iyvn wicw
amd to Particles kot otnv g@appoyn ypnotponoteiton
GTO TVPOTEYVILLATO GTO TEAOG KAOE TioTAG. AKOUN Mo
yphown pHOwon eivar to Noise (06pvPog) mov pag
EMUTPEMEL VO EQPUPUOCOVUE OVATUPAEEI OTNV Kivnom
TV copatdiov, opifoviog TV CLUTEPLPOPE TOV
BopoPov  Eeyopiotd  yio  kdBe  dEova,  wou

YPTCULOTOIDVTOG TIG EXTAEOV pLOUIGEIC UTOPOLLLE VO
pvOuicovpe TV opaddTa TOL BopPvPOVL. Zyfua 3.4.10: Particle System Component

3.5 Render Pipeline

‘Eva. Render Pipeline ypnowonoteitan yio va epoavilel ta mepieyoueva g oKnvng otnv 00ovn pécm
eKTELEONC UlOG oEpdg omd (Tpelg) Aertovpyieg mov ovopdlovtor Culling, Rendering wot Post-
Processing[4].

H mpd Aettovpyio ovopdaletar Culling kon agatpel Tpocbeto avtikeipeva ta omoio dev eivat opatd
OTNV KAUEPO OTAV VTAPYOLY AAAN OVTIKEIPEVE UTPooTd amd avtd. H dedtepn Aeitovpyio ovopdleton
Rendering, n omoia oyedialer pio oknvl otv 0006vn Tov LRTOAOYIOTY, OVTO TEPAAUPAvEL Eva
GUVOLOCUO VTTOAOYIGUAOV YEMUETPIOG, VNG enelepynciag EMPAVEING, POTIGUOD Kol TPOPOAN TNg
gwovikng kauepoac. To Post-Processing eivar m tpitn Aettovpyia, Kot ypNOWOTOLEITAL Yo TNV
EQupLOYN IATpeV Kol €€ oTo buffer eicdvag mpv eppoviotel atnv 006v.
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3.5.1 Render Pipelines Tov Unity

210 Unity vrdpyovv tpue Render Pipelines, kaféva and to omoio ¥pnoilonotodvIol TG KOTAAANAEG
EQUPLOYES OVAAOYO LE TIG SOLVOTOTNTEC KOL TO, YOPOKTNPLOTIKG TOV EMOBLUEL 0 TPOYPAPLATIOTHG. Me
v dnpovpyia ¢ epapuoyns emiéyetar Kot €va amd to tpa dbéoia Render Pipelines mov Oa
ypnooron el yio va EQOpUOGEL TIG TAPUTAV® AELTOVPYIES.

To mpdto €ivor to Built-in Render Pipeline (BiRP) xot eivar to mpdto Render Pipeline mov
dnuovpyndnke oto Unity, ypnoiponoteiton wg mpokadopiopévo (Default) Pipeline. To Agvtepo
ovoudaletoan Universal Render Pipeline (URP) kou emitpémer @uikéc poég epyaciog mpog Tov
KoaAMTEXVN dnpovpydvToag Pertiotomomuéva Ypoekd oe dheg tig mhateoppes. Télog eivan To High
Definition Render Pipeline (HDRP) 10 omoio oyedidotnke yio €papuoyéc LWnANg molotnTag Kol
OTOYEVEL OTIG OUYYPOVEG TAUTPOPUEG KOOMG YPNOLOTOIEl O1APOPES TEYVIKEG OTMG Ol TEYVIKES
eoticpod mov Pacilovior oto @uowd mepiPariov. Scriptable Render Pipeline (SRP) eivar i
duvatdotnta mov mapéyel to Unity, mov emurpémer tov €leyyo tov Rendering pécw Scripts ko
vrootnpierar oto Universal Render Pipeline (URP) ko High Definition Render Pipeline (HDRP).

H mapodco epappoyn ypnoiponolei URP kabBdg pe avtd mapéyetor n dvvatotnto vo, dnuiovpynel
€0KOAO L0 EPUPLOYN EXOVENUEVIG TPAYLOTIKOTNTOG [E KAmow Paoikd epyaieia mov dgv mapéyel To
BiRP.

3.5.2 Upgrade Materials to UniversalRP

>10 Unity vadpyovv Shaders, dniadn pkpd Scripts wov vroloyilovv to ypouo kdbe Pixel mov
amodideton pe Pdon v gicodo pTicHOD Kol T pubuicelc Twv Materials. Alagopetikd Render
Pipelines ypnoiponotovv dtapopetikd Shaders, opmg napéyovtor ta Pacikd shaders pali pe to Render
Pipeline mov emiAéyeton yio TV €QOPUOYT.

IToALG Assets mov Exovv dnuovpynOei yio moAlomdd Render Pipelines, pmopel va unv ypnoiomolovy
T0 katdAinio Shader. Q¢ amotélecua, ta Assets &xovv éva pol ypope (oynuae 3.4.11) to omoio

OVTUTPOCHOTEVEL TNV OTOTVYI0 VITOAOYICHOV Ypmdpatog ota Pixels, gite Adym tov AavBacpévov Shader
mhvo oto Material 1 Aoym tng éAdetyng Material oto avtikeipevo.

Yynpa 3.4.11: URP Shaders
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IMa va prer kdmoo Asset otnv URP epappoyn, tpémet 10 cuykekpipuévo Asset va vrootnpileton amod
1o URP. Av 10 Asset gival ayopacpévo amd to Asset Store, o moAnthg avaeépel pe mold Render
Pipelines eivar copfatd. Av 1o Asset givan pol evd vrmootpiletor and to URP, pmopodpue va to
avTeTonicove pe dvo tpémovs. O Tpdtog Tpdmog elvan va aAddEovpe to Shader Tov Material amod
Tig pvOuicelg Tov Material (oynua 3.4.12) oto Shader tov URP (URP/Lit), 1 o€ kdmolo GALo €101k
Shader mov dnuiovpyndnke yo. T0 cvykekpuévo Material av vdpyel. O devTEPOC Kol MO OMAOC
Tpomog givan va tape oty emhoyn “Edit” tov Unity, “Render Pipeline”, “Universal Render Pipeline”,
Kol oo eKel UTOpOovUE VO Tatnoovpe TV Tpdtn emdoyn “Upgrade Project Materials to UniversalRP
Materials” mov ehéyyel 6ha ta Materials tng epoppoyng kou o avapaduiler ce URP Materials mov
onuaivel 0tTL tomobetel ta KotdAAnio Shaders ota pol Materials, | tnv dgvtepn emhoyn “Upgrade
Selected Materials to UniversalRP Materials” otnv mepintwon mov 8éAovpe va avapabpicovpe povo
Ta emAeypéva Materials.

(7

Shader Universal Render Pipelinev Edit...

ZyMue 3.4.12: Change Shader

File Edit Assets GameObject Component Documentation Window Help

W Undo Selection Change Ctrl+Z D Global Eias
= : A 3 H# Scene ! o»0Ga
+ - Select All Ctrl+A Shaded 2D , v 0 fy v ¥ ®m~ Gizmos - Displa
Deselect All Shift+D
Select Children Shift+C
Select Prefab Root Ctrl+Shift+R
Invert Selection Ctrl+l
Cut Ctri+X
Copy Ctri+C
Paste Ctrl+V
Paste As Child Ctrl+Shift+V
Duplicate Ctrl+D
Rename
Delete
Frame Selected F
Lock View to Selected Shift+F
Find Ctrl+F
Play Ctrl+P
Pause Ctrl+Shift+P
Step Ctrl+Alt+P
P
+~ Sign out
Selection N 5. TaZwaToyTopoyMas
Project Settings...
B bbb
Shortcuts...
Clear All PIayerPrefs arRaceT BearSeper Eag T Fro eT FrogSeper WolfRaceT WolfSeper 5
Render Pipeline > Generate Shader Includes
Graphics Tier > Universal Render Pipeline > Upgrade Project Materials to UniversalRP Materials

Gridl and:Shap Settings.. Upgrade Selected Materials to UniversalRP Materials
FielaDs

2D Renderer >

Yynpa 3.4.13: Upgrade Materials
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3.6 Vuforia Engine

Software development kit (SDK) ovopdaletor To ohvoro gpyadeinv mov umopel va cuvoebel oe GAAO
TPOYPOULE KOU EMTPETOVY  TOVG TPOYPOULUOTIOTEG VoL ONHLOVPYNOOUV  EPAPUOYES Yol TNV
ovykekpipévn mratedpua. To Vuforia Engine eivon éva amd ta mod dnpoeihés SDK yia avdmtuén
epoppoyov emavnuévng mpaypatikdémrag[3]. To Vuforia mapéyer wa Paon dedopévav (Vuforia
Database) mov ypnoylomoteital yio v omodnKevon eKOVEOV Kol TNy ¥pNon Tovg oty dtudikacio
obpmong ewovov (Image Tracking). Ot eikdveg tomobetovvronl o€ kdmola pvOuon (Image Target)
gvog Component [2].

3.6.1 Eykoatrdotaon tov Vuforia oto Unity

Ipokeywévov va evoouatmbei to Vuforia oto Unity, wpénet apyikd va eivat ovoryth 1 EQOpUOYR 6TV
omoia. Bélovpe vo Aettovpyel. Ttnv oeAida tov Vuforia vmdpyel pio kaptého wov ovopdletat
“Downloads”, exel vmapyer éva Dropdown pevod 10 omoio mepiéyel Tic €kd6cel; tov Vuforia.
EmAéyovtog pio €kdoon eppaviCovror kdmowa Links. ITatdvtog to Link “Add Vuforia Engine to a
Unity Project or upgrade to the latest version” énetta omd Login otnv 16t00eAida katePaivel To apygio
“add-vuforia-package-10-12-3.unitypackage” mov eivon éva Package to omoio pe 1o dvorypud tov
evoopatdveror oto Unity. [Hatovrog 1o kovpni “Import” oto mapdbvpo mov gppavietor otnv
epoppoy” evoopatdverol to Vuforia pall pe tig pubpicelg Kot o apyeio mov mepléyet.

3.6.2 Vuforia Database

H epoppoyn Aettovpyel capdvoviog €ikoveg €10l dGTE Vo EUavicotel 0 mepipdiiov. Ot ekdveg
apyKd mpénel vo, torofetnfovv oty Paon dedopévav mov mapéyel to Vuforia Tatdviag To Kovumi
“Add Target” otnv cerida tng Pdong dedouévev. ‘Enetta ntatdvtag to kovpni “Download Database”
katefaivel n Pdon dedouévov oe popen unitypackage. Avoiyovtag To mokéto mov KotERdCONE
gupaviCetor éva mapdbupo oV epapuoyn, motovieg “Import” EVOOUOTOVOLUE TIC EIKOVEG GTO
TPOYPOLLLLLOL.

3.6.3 Image Target

H odwdikocio g odpmong yivetor pécm tov Image Target, to omoio givar éva GameObject e
Components tov Vuforia. H emidloyn ewovag yio cdpmon yivetol péow tov Component “Image Target
Behaviour” to omoio givon éva Script. Xtic pvBuiceig oo Component emiléyovpe oto Type “From
Database” ywo vo ya&etr T1g ewoveg and v Pdomn dedopévav, and kdto oty pvduion Database
eMAEYOLUE TO OVopa Tng Paocng dedopévayv, kol téhog oty pvOwon Image Target emidéyovue to
ovopo TG elkovag wov BEAovpe va capmbel yio va upavicetl To cuykekpluévo Scene.

"Eyxovtag emAééel Tig mapamdve puduicelc, oto Scene gugovileton 1 swcdvo and v Paon dedouévmv
ov Ponbder omv ovykpion tov GameObjects tov Scene, ylo va yvopilel 0 TPOYPUUUOTIOTHS TO
péyebog twv GameObjects pe Baon v eikdvo KoOmG GapdVETaL.
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3.7 Emiloyog

H epoppoyn €xet viomombel péowm tng punyovig moyvidwod Unity. Ta GameObjects amoktovv
duapopec 1010tNTeg YAapn oto. Components ta omoiot 0 ypnotng wmopei vo pvbuicel pécwm tov
nmapofopov Inspector. Ilépa amd t0 mapdbuvpo inspector vmdpyovv kot GAAa mov Odivouv v
duvatoTTO GTOV TPOYPAUUATIGT Vo TepynOel oto mepiPdAlov kat va pvBuicel Tov TpdmO pe TOV
omoio Aertovpyel. Ta Render Pipelines ypnoipomotovvtol yoo va gppavicovv to meptBdAiov ctov
ypnotn. Télog, to Vuforia Engine eivor éva ovvoko epyodeiov pe 1o omoio dnpovpyndnke m
€QOpUOYY eTaENUEVTS TpaypaTikdTTaG Lésa oto Unity.
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Ke@aharo 40:  Yhomoinomn tng €@appoyng

4.1 Ewayoy

"Eyovtag tortoBetnoel to Vuforia Engine oto Unity, dev pével tinota dAdo omd v dnuiovpyio Tomv
acknoeov. H epoppoyn omotedeitonr amd éva KEVIPIKO UEVOL 0O TO OMOl0 O YPNOTNG UTOpEl va
emAéEelL TV doknon v onoia emBupel HEGM KOLUTLOVY TOL OVAYPAPOLV TNV OVOLOGIL THG AOKNOTG.
Xe mepintwon mov o yprotng emiélel Aabog doknom vrapyet éva Kovpumi (Tdve apliotepd) Pe T0 0noio
UTOPEL VO EMOTPEYEL GTO KEVIPIKO UEVOV, EMIONG VIAPYEL Ko €vVO AKOUO KOLUTE (Tave 0e&ld) Tov
EavapopTMVEL TNV AoKNoN amd TV apyn. To cUYKEKPIUEVO KOVUTLA VAGPYOVY GE OAEC TIG OOKTGELG
€161 OOTE VoL VTLAPYEL aveEaPTNGio Kot va pny xpetdletat va ohokAnpmBel pio Aok on Tpokeévon va
emheyBel 1 emdpevn.

[Iépo amd To TOPATAVEO KOLUTLE, Ol GOKNOELS £XOVV OLOPOPETIKEG AEITOVPYIEC KOl TEPLEYOUEVO,
TOPOAD, ALTA VTAPYOLY KATOLEG KOIWVEG AEITOVPYIEC TOV YPNGIUOTOLOVVTOL UETAED TOV OCKNGEWDYV,
Iopokdto oto kepdrowo Bo ovaAldGovpe TOV TPOTO LE TOV Oomoio Aeltovpyel 1 KGbe AoKnom
Aappdavovtag voyn kaBe Agrtovpyia pe oxomd va kaAvedel kKabe €idovg amopio oyeTkd pe v

EPAPUOYT.

4.2 Baowég Aertovpyieg

Elvar mpaypatikd yprion n Aoyikn g emovaypnoiponoinons, kabdg dnpovpymvtag Aeltovpyieg
OV UTOPOVLE VAL XPNCIULOTOCOVHE EvE Ko EAVE OMOTPETOVIE TNV CTOTAAN YPOVOL TOV OALTEITOL
Yo va dnpovpynfovy mapdpoleg AsLtovpyieg omd TV apyn, OAAG Kol oLy TOAVTAOKOTNTOS Ao
dmoyn OTL pio. ePaPUOYN TPETEL VO Elval OTAN KOl UE OGO TO dUVATOV AyOTEPEG OANA Ko YPTICULES
Agrtovpyieg TPMTOV EMELDN| KAVEL TTLO EDKOAN TNV GUVEPYOGIH TMV TPOYPUUUOTIOTOV HETOED TOVS, Kot
devtepov emeldn| pog Ponbdel oty amoceaiudtoon (debugging) éxoviag Aydtepeg Aettovpyieg yia
EAeyy0 Kol T OmAEC DOTE VO UTopovV Vo, dofactody amd omolovonmote. Ilpv v avdmtuén tov
AELTOVPYIDV TOV ACKNGEDV, O 0VOADGOLLE KATOEG PAGIKEG AELITOVPYIEC TOV ETAVOLYPTCULOTOLOVVTOL

o€ OAN TNV EQPAPLOYT.

4.2.1 ChangeScene

Mio oo T1g Pacikdtepeg Aertovpyieg Tov moryvidlod gival 1 duvatdtnTa aAlayng Tov Scenes and Tov
yphotn. To ChangeScene ivar éva Script mov ce OAo ta Scenes tomoleteitol Tavm oe évo Empty
GameObject (yopic Components népa amd to Transform) mov ovopdaleton SceneChanger.

IIpwv ypnoyomocovpe to Script, Tpémel va &xovpe voyn Ot OAeg ol mioteg mov Béhovue va
ypnoorombovv vrapyovv oto “Scenes In Build” tov mopabipov Build Settings (oynuo 3.8.8)
eme1dn v vo, alddEovpe Scene ypnotponowmvtag Ty kKhaon tov Unity, SceneManager, npoomododpe
Vo OTOKTHGOoVE TTPOGPacT 0T0 avtioTolyo Scene avayvmpilovtdg 1o amd T AMota pe To Scenes Tov
Build Settings.

[Mopatnpovtag tov kmowo tov ChangeScene (oyquo 4.2.1), PAémovpe apyikd Tig 3 Pocikég

BipAodnKkec mov ypnoiwonoovvior oe OAa ta Scripts (Using...) kot pio emmAéov Pipitodnkm

(UnityEngine.SceneManagement) ov amatteitot yio va, Exovue tpdsfacn oty kKAdon SceneManager
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amd TNV omoio. Umopovue va aAAdlovpe TOoTES, Ko TNV KOplo KAGOT TOV oL £YEL TNV OVOUOGIia
ChangeScene. H aAlayn g miotog yivetol HEG® KOVUTL®V, OTOTE 1) TPAOTN CKEYN Y14 TNV aAloy™
tov Scenes givorl 1 dnuovpyia kdmolwv (Eeywpiotdv Yo kabe Scene) Public pebddmv ot omoieg Oa
KOAOVVTOL LE TO TATN O TOV KOVUTIDV.

[pokeywévov va odha&ovpe Scene, yprnolponotovpe v Static pébodo LoadScene amd tnv BipAtodnim
“UnityEngine.SceneManagement” 1 omoia maipvel g mopduetpo pio petafinti tomov String, o1
6¢on avtg mpénetl va PdAovpe To Ovopa Tov Scene akpdg Onwg givar (Tpoteivetar copytpaste yia
mv anopvyn Adbovg). Kakovpe Lowdv v LoadScene yuo kdBe pébodo pe ta ovopara tomv Scenes
oV  eMBOVUOVE KOl £TOL KOAOVUE HECH KOLUTIOV TS OKEG Mg HeBAdOLES Yoo VO POPTMOGOVLE
Kavovpto Scene. Ot péBodot givar public Emedn HOVO HE OVTO TOV TPOTO EXOVIE TPOGPOCT) GE AVTES
¢Em amo to Script.

UnityEngine;
UnityEngine.SceneManagement;

LoadMainMenu()

r.LoadScene( "MainMenu"”

LoadXreiazomasteKanones()

r.LoadScene("1

LoadXtiseEnakosmo()

anager.LoadScene("2

LoadRoadSigns()

r.LoadScene("3. Ro

LoadTaFytaToyTopoyMas()

Manager.LoadScene("4. TaFytaTl

LoadTaZwaToyTopoyMas()

Manager.LoadScene("5. TaZwa

LoadTestScene()

eManager.LoadScene("T

Zynua 4.2.1: ChangeScene

4.2.2 QuestionController

To Script QuestionController (cyfquata 4.2.2 ko 4.2.3) eivar 10 mp®d@TO Script mov dnuovpyndnke
KATA TNV SLIPKELD VAOTOINGNG TNG EPAPUOYNGC, KOl OTTMG AEEL TO OVOUN TOV, EIVOL AVTO TTOL EAEYYEL TIG
EPOTNOELC TOL ePLPOVIovTal TPOG TOVG YPNOTES.
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[Tépa and T Paocwcéc Pipriodnieg, mpootédnike ko n “UnityEngine.Playables” amd v omoia
Swyepiopacte PlayableDirectors, oniadny Components mov agopovv t0 Timeline. OAeg ot
petafintég eivor public emeldn OAeg agopolv aviikeipeva péca oto Scene, OT®G Kot 1 peTaPfAnt
director mov givar Tomov PlayableDirector kot ypnoipomoteitar og kbplo Timeline pog doknong émwg
TNV Tpitn doknon pe avtokivinta. AAheg petafAntéc ivar o1 epwtocic (1 péypt 12), éva GameObject
ov ovopaletar wrongAnswerlmageAnimation kot mepiéyel éva Animation oyetikd pe ) AdBog
amdvinon, kot 0vo oakopa GameObjects, mov a@OPoOVY TNV OAOKANPMOOT TOL TaLVIOOL. AKOUN
&yovpe 3 AudioClips yia Tovg YovS, COGTH amdvinom, AaBog andvinon Kot T€log Totyvidtov.

Oleg o1 pébodot givar Void, yopic va emoTpEPOVY KATL LETE TNV EKTEAEGT], KOL Ol TEPIOCOTEPES EVaL
public yia va vapyer tpoécPacn oe owtég E£® amd to Script. Xtnv péBodo Start apylkKomolovvTal
Kémoteg TYéG Kot kadovvtor dvo akdpe péBodot, n PauseTimeline mov moydver (dnhadn otapatdet
tov povo) 1o Timeline B¢tovtag v TayvTTO TOL 0TO PUNdLY, Kot 1 péBodog hideAllQuestions mov
amevepyomolel OAEC TIG EPOTNOELS €AV EXOUVV apytkomom el kot dev exovv Tiun null.

H pébodoc Arxi kolei v pébodo ResumeTimeline mov cuveyilet to Timeline B€tovtog tnv TaydTTA
TOV o€ éva, Kol amevePYomolel TV HeTaPANT arxi. Xe pepikég acknoelg dgv vanpée koplo Timeline
omote vmapyet kot 1M hideArxi n omoia amAd amevepyomolel v petafint arxi. H
ShowQuestion1Time xaAiel v ShowQuestionl (evepyomotel to questionl) péocw tov Invoke, mov
emutpénel vo kAnOel pa péBodog petd amd KATO0 ¥POVIKO SLACTNUE, TO OT0I0 GTNV GLYKEKPIUEVN
pébodo eivar m Float mapdpetpog. o kdbe petofAnti question vmdpyel Kot O 0avVTIGTOLYOG
GLVOLOCUOG YLOL TV EVEPYOTOINGT] TOVG.

CorrectAnswerNoTimeline()

CorrectSound();
HideAllQuestions();

CorrectAnswer( time)
> LevelCompleteSound;
CorrectSound();
HideAllQuestions()
Invoke("

2 ARCamera;

Sound() {
2.PlayClipAtPoint(correctSound, ARCamera.transform.position, 0.8f);

wWrongAnswer()

a.PlayClipAtPoint(wrongSound, ARCamera . transform. position);
wrongAnswerImageAnimation.active = true;

questionl®;
questionll;
questionl2; ResumeTimeline()
wrongAnswerImageAnimation; if (director !=

)
Tovaltomptetodmarant; director. playableGraph.GetRootPlayable(@) .SetSpeed(1);

LevelCompleteduT;

PauseTimeline()

O

if(director!= 3
director. playableGraph.GetRootPlayable(®) .SetSpeed(6);

arxi.active =
PauseTimeline();
HideAllQuestions();
levelCompletedParent.active =
levelCompletedUI.active = LevelCompleted()

levelCompletedParent.active = true;
" layClipAtPoint(LevelCompleteSound, ARCamera.transform.position, 6.65f);
Invoke(" I, 2.5F);

ArxiQ)

ResumeTimeline();
arxi.active = false;

EnablelevelCompleteUI(){ levelCompletedUI.active =

hideArxi() { arxi.active = false; } HideAllQuestions()

ShowQuestion1() { guestionl.active = true; ¢ 3 = : Pt
ShomQuestion1Time( time) { Invoke("st if (questionl = Afguastiond astiva

yfua 4.2.2: QuestionController-1 yfua 4.2.3: QuestionController-2
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H CorrectAnswer kaAetl tnv CorrectSound 1 omoio Tailgl K@mo10 N0 Y10 COOTEG AMAVINGCELS, KAAEL
tnv hideallQuestions kot péow tng Invoke kaAel v resumeTimeline. H WrongAnwer mailel kdmoto
nmMTkd ywoo g AdBog amavtioelg kot gvepyomolel to wrongAnswerlmageAnimation. Téhog 1
LevelCompleted evepyomotei 1o levelcompletedParent, mailet eva nymtikd yo v 0AOKANp®GY| TNG
doxnong, kot koiei péow tng Invoke tnv EnableLevelCompletedUl 1 omoion evepyomolel Tto
levelCompletedUl.

4.2.3 ExerciseController

H ExerciseController onuovpynbnke yuw Tov
€LeYX0 TOV VTOOCKNCEMV HECH OTIS OOKNOELS.
Onwg 11 petafintég  epoToE®V oIV
QuestionController, £étct ko ©€  oLTAV
apywonoovvtor  GameObjects  (Ask)  mov
aeopovV TIG ACKNGELG.

Xmv Start koieitor n HideAllAsk n  omoia HideAllAsk();
amevepyomotel kabe petofAnty Ask mov €xet

) r I " HideAllAsk()
apykomomOei kar dev eivon null. KéOe petofinm e

(Ask8 != Ask8.active
(Ask9 != null) Ask9.active

, , ’ (Askl ! 1 Askl.active =

Ask éyer  dwn g pébodo ShowAsk pe float (Ask2 1= null) ASi.active =
z I z (Ask3 != Ask3.active =
mapdpetpo N omoio pe v Ponbewa g Invoke i i S
r r 4 if (Ask5 != Ask5.active =
koiel uwee ShowAsk yopic mopduetpo mwov Poat s
amevepyomotel 1o avtiotoryo GameObject Ask. LE(Reluid e St ok

ShowAsk1() { if(Askl != null) Askl.active =
ShowAsk1 (4 t time)

Invoke("ShowAsk1l", time);

Yympa 4.2.4: ExerciseController

4.2.4 PlayRandomMusic

Y& KOmolEG aoKNoES ypnotponoteital to Script PlayRandomMusic to omoio tomobeteiton oe éva
GameObject “MusicController” mov £yer 10 Component AudioSource. Xto Script (oynua 4.2.5)
vrapyet éva audioSource Tomov AudioSource to omoio dev £xel apykomon e, Evag serialized mivakoag
audioClip tomov AudioClip yia va tomrofeticovpe Tig Lovoikég kat Téhog £va randomNumber tHmoL
int.

Ymv Start apywomolovpe 1o audioSource divovtag tov v Tl AudioSource tov 010V TOV
avTikelpévou mov givon to Script (dpa oto MusicController). Ztnv Update éyovpe o cuvinkn mov
eléyyer av 1o audioSource mailel kdmowov Nyo. Av dev mailel, tote diveton pio tToyaio T otV
petafint randomNumber kot to audioSource moiler éva tpayoddt pe Index randomNumber kot
dvvoun fyov 0,3.
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To oyfua 4.2.6 deiyvel tmg epeaviletor To Script oto. Components petd v iloaymyn 6 AudioClips
otov mivaka audioclip.

% Play Random Music (Script)

audioSource;
ield] Auc lip[] audioclip;

Audioclip
randomNumber;
Element 0
O

audioSource = gameObject.GetComponent<AudioS
O

if (!audioSource.isPlaying)

{

randonNumber = Random.Range(®, audioclip.length-1);
audioSource.PlayOneShot(audioclip[randomNumber],8.3f);

1l v Audio Source

Yynuo 4.2.5: PlayRandomMusic Yynuo 4.2.6: PlayRandomMusic Component

4.2.5 WrongAnswer

IIpokewévov va yivel katavontd 0tL 0 ypnotg enéreée AGbog amdvinon, givol amopaitnto KAmToo
animation 7ov kdvel v 006vn va. avoPocoPrioel pe KOKKIVO YPOUO KOl TOVTOYPOVO EVOL MYNTIKO.
Apywcd mpémetl va dnpiovpyndel to Animation péca oto GameObject Tov Ul pe v kOKKIvn KOV
mov Ba avafocPrvet.

¥10 Animation vrdpyovv 3 Keyframes wov pvOuiCovv to Alpha g swdvog, emiong vmdpysl éva
Animation Event petd to tpito Keyframe. To mpdTto kat 1o televtaio Keyframe £yovv to Alpha tng
gwovag oto 0, evd 1o pecaio £xel to Alpha oto 29 (BAéne oyfua 4.2.7). Me avtd tov 1pdémo to Alpha
0o mael and 0 otiypnaio oto 29 ko petd micw oto 0.

Canvas Renderer

5l v Image

b o

Add Property

Zymuo 4.2.7: WrongAnswerlmage

210 AnimationEvent ekteleiton  pébodog “DisableWrongAnswerlmageAnimation” mov mpoépyetol
a6 to Script DisableWrongAnswerlmage 1o onoio Ppicketar mdve oto GameObject tng ewkdvog. H
uébodoc amevepyomotel v ekéva, N omoia (E1KOVE) GE SLQOPETIKN Tepintmon o eunddile tov
¥PNOTN Vo, oAANAETIOpAcEL e TO TEPIPAAAOV KaBMG OTav €lval evePyN, KOADTTEL OAQ TO LITOAOLTO
avtikeipeva tov Ul
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To Animation €yet tnv emhoyn “Play on Awake” mov tov emitpénel va mtailel pe to mov gvepyomoindei
1o GameObject. Evepyomowwvtag Aowmdv 1o GameObject péom evog kovumod mov Bewpeiton AdBog
amavtnon kot koiel v péBodo “WrongAnswer” tov Script QuestionController, gvepyomotgitan to
Animation kot 610 T€hog Eavarieivel 1o GameObject. TapdAinio axovyetot T0 KATAAANAO NyMTIKO.

4.2.6 LevelCompleted

MoAic teleiwoet pia doknon, koleitor n pébodog Level Completed amd to Script QuestionController.
>10 LevelCompleted evepyomoteitar to GameObject LevelCompletedParent mov mepiéyer 3 Particle
Systems pe mopoteyviuoto (oyfua 4.2.8) xor éva Timeline mov Ta gvepyomolel pOMG To
LevelCompletedParent gvepyomom®Bei. ITapdAinia akodyetor o KATAAANAOG YOG Kol KOAEITOL LEC®
g Invoke (petd amnd 2.5 devteporenta) n EnableLevel CompleteUI mov gvepyomoiei o GameObject
levelCompletedUI. To levelCompletedUI eivan éva Empty GameObject mov avikel otov Canvas (o
omoiog ypnoiponoteitar yio 6Aa ta 2D avrikeipeva 6mmg kovpmia kot Texts) kot mepiéyel og Childs
éva Text mov ypaoeetr “Mrpdfo, To katdpepeg!” Kot 600 KOLUTIE, “EMOTPOPN” TOV EMOCTPEPEL TOV
YPNOTN 6TO PYIKO PEVOD, KO “EmAVAATIYN” TTOL EAVAPOPTMVEL THV 1010 ToTO.

&) Canvas
£ Back-Button
£ Restart-Button
&0 Arxi

) WrongAnswer-Image

Particle Effect
Restart Stop
1.00
¥ Playback Time 0.32
Particles 17
Speed Range T =2

Simulate Layers Nothing

; v Resimulate
&) Terrain Show Bounds
€ uestionController Show Only Selected

Zymua 4.2.8: LevelCompleted

4.2.7 Raycast

Raycast ovopdleton por vontn axtiva mov mepvdel péca 610 Scene 6To onuelo mov TaTdel KATO10g
¥pPHotnG ne to ddytwAd tov. To Raycast ypnoiuomotgiton oto, Scripts Kol VITAPYEL YO VO UTOPEL O
APNOTNG VO OAANAETTIOPA UE TO TEPIPAALOV.

Yrdpyer évo Feature amd 10 Asset Store mov ovopdletar LeanTouch koi ypnoipomoleitor otnv
EQOPLOYN OV amotedeiton amd £totueg PipAodnkeg kot Scripts To omoia ypnoiponotovy o Raycast.
To LeanTouch diver v odvvatdémta otovg Developers va  ypnowomomocovv T Scripts
GUYY®VEVOVTAG To Thve o€ GameObjects yio va pumopel 0 xpnote va aAANAETIOPACEL UE OVTA LE TO
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ddytvro yopig emmiéov Scripts. To LeanTouch ypnoylomonie oty €pappoyn yio OTOL0dNTOTE
GameObject pmopet va cupbet.

[Mopdra avtd dnuovpynnke éva d1wTkd Script (oynua 4.2.9) yia va arodnkevetoar 1o GameObject
OV TOTIETOL Pe TO OGyTLAO og o petafAntn ywo vo umopel va ypnopomombei pe omolovonmote
TPOTO 1 Vo YIVEL KATO10G EAEYYOG GYETIKA LE aVTO. ApyiKa 0 K®dKog Tonobeteiton Tavm oty puébodo
Update étol wote va tpéyel kaBoAn tnv ddpkela mov ypnotponoteitor. To Input.touches eivar pia
péBodog tov Unity ko omd ekel £govpe TpOGROOT| GTO TATHUATA TOV SAXTOAOL O GTNV EQOPLOYT
pécm g 086vng, Kot xapr oe avtd ekteleiton pio foreach n omola amopovavel ta ayylypota og o
petafinty touch tomov Touch. ‘Eneita apyikonoieitor | petafAnty ray tomov Ray mov dnuovpyei to
Raycast (dniadn v vont oxtiva) yio kabe touch kon yivetal éleyyog yio to av dpylee 1o touch
(emedn) dev B&hovpe va déyeton ta cvveyoueva Touches oAAd poévo avtd mov apyilovv (dnAadr|
TATIOVVTOL (e pOpA). TNV cuvéyeln apykomoteitat 1 petaffAntn hit tomov RaycastHit, kot apyodtepa
yivetor évag axoun éileyog mov eivor 1o Raycast koAdviog po pébodo tov Unity pe Tpelg
TOPUUETPOVG, TO Tay, TO hit kot Eva apBud tomov float mov avtimpocwnedel Ty amdctoon o€ Units
(povada amdoTaong tov mepiaiiovtog). O édeyyog etvan o €€ng: “av givor aAndng n cuvONKn pe v
omoio o aktiva (ray) axovummoset éva avtikeipevo (hit) oe andotacn 1000 Units tote...”. Otav
OMAOON OKOVUTAGOVUE LE TO dAYTLUAO pag £va, GameObject, n cuvONkm yivetol true kol umaivel péca
oto if. H AéEn “out” dimha otnv mopduetpo hit onupaivel Tog ov 0 ¥PNOTNG CKOVUTNGEL KATOL0
avtikeipevo, avtd Ba anobnkevtel otnv petafinty hit, yio mopdadetypa, yio va gpeavicovpe To dvopa
TOV OVTIKELLEVOL TTOL OKOLUTNGALE, Ypdopovpe “hit.transform.name”.

te()

foreach (Touch touch in Input.touches)

{

Ray ray = Camera.main.ScreenPointToRay(touch.position);

if (touch.phase == TouchPhase.Began)
{

RaycastHit hit = new RaycastHit();

if (Physics.Raycast(ray, out hit, 1000))
{

ymua 4.2.9: Raycast
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4.3 Kevrpiko Megvoo

Me 10 AQvorypo TG €QoproYng eueoviletor To
Aoyotumo tov Unity, kot £TELTO, QOPTAOVEL TO TPDTO

Scene (pue Index 0) amd 10 mapdbvpo Build Obnyiec:

Settings. ¢ np®@to Scene emA&yOnke 10 KeEVIPKO 1) EniAege pla doknon

Hevoy, emed] UEC® OLTOV UTOPEL O YPNoTNG va 2) Z4p :2;:;“' “ pla
’ Twou avay; 1 and To

nepuyn el oe OAEG TIC OOKNGELG LEG® KOVUTIDV. BiBAio.

To Scene Tov KevTpKoL pevol amoTeAelTOl OO TNV —_—
AR xdapepa mov omatteiton Yo vo Umopet o xproTng

va PAémer v epapuoyn, kot tov Canvas 7Tov 1. Xpewalopaote Kavoveg
mepi€yel otonmote PAEmovpe oty 086vn pag oto m Eixéva 1.2.3
GUYKEKPIUEVO Scene.

To Background amoteieiton amd 600 Images mov

2 ®Tiae eva KOoPO

Eixéva 2.7.3

KaAvTTovy OAn v 006vn. H mpotn eivor pio
povpn  ekdévo €10l MGTE VO UV QOIVETOL TO
nmepldAlov tov ypNoTn HECH TNG KAUEPOS TOL 4
Kvntov, Kot 1 0e0tepn givar 1 ewova tov Piiiov
pe moAd wikpod Alpha (mov givan ico pe 7) €tol mote Y

Vo UV umdpyel moAD ypdUO Kol Vo Qoivovtol Eixéva 3.3.1
KOADTEPO O1 VTOAOUTES EIKOVEG KO TO. KOLUTLA.

210 v MEPOC VIAPYEL O QOTOYPOQPiN €VOG
mivoka 0 0molog YPNOYLOTOIEITOL KOl OTIS OGKTOELG @ Eixéva 4.4.1
v va dlver mAnpogopieg kot Pondela. Xto .

ovykekpiévo Scene ypmotpomoteiton pali pe éva

Text 0dnyldV, £T01 ACTE 0 YPNOTNG VO YVOPileL Tt 5. Ta Zwa TOU TOTOU HaC

TPEMEL Vo KAVEL YL VO, YPNOUYLOTOUCEL TNV - 2
, m Ewxova 4.7.1
EQapUOYT.

[Mopaxdto vrdpyovv kémoi Empty GameObjects
OV AVTITPOSMOTELOVV TNV KaOe doknon. Méca og Tyfua 4.3.1: Main Menu
KGO éva omd avtodg tovg Parents vmdapyer pio

EIKOVO, TTOV AVTITPOCOREVEL TNV EIKOVO TOV TPETEL VO GOPDGEL O YPNOTNG Yo, KGOe doknon Kot amd
dimha éva Text mov divel Tov aptOuod g ewovag pe Pdon tnv evotnTa, T0 KEGAAUO KOl TNV GEPA TNG
ootoypaoiog. Idveo amd v ewdva kol to Text Bpickovtonl KATOWO KOVUMIY UE TO OVOLOTO TOV
aoknoewv kot v apibunon tovg. Kdébe kovuni avtiotoryel oty katdAinin pébodo tov Script
ChangeScene yio kG0e doknon kot kahei v uébodo LoadScene g kAdong SceneManager divovtog

®G TOPALETPO TO OVOLLA TNG AGKNONG £TGL MOTE VA, TNV POPTAGEL.

4.4 Aoxnoeig

INao v xolotepn opydvmon tov apyeiov oto Project Window, mépa amd Tovg (POKEAOVG TOV
dnuovpynoe to Unity kar to Vuforia yio tic pvOuicelg, vmapyel kot o @akelog Scenes 7Tov
OMoLPYRONKE Yo TNV KATAXDPNOT TOV OPYEIDV TOV £X0VV GYECT LE TIG OOKNOELS. XT0 oynua 4.4.1
VILAPYOLV EMTAEOV OPYAVOUEVOL PAKELOL LECH GTOV (AKELDO Scenes.
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H xdé0e doknom €xel tov dkd g @dkelo €tol dote va yiveton EexdBopo Tu Asset 1 Feature
ypnoonoeital og mold doknon. Otdnmote givar Koo petad tov acknoemv omwg Scripts, Sound
Effects (SFX), ewdvec, Animation, Materials wor Prefabs vmépyovv otov @dkeho Scenes
Katnyoplomompéva  pe v Ponbein  emmAiéov vmopoakéiwv. Ta  Assets 1 Features mov
YPTCULOTOLOVVTOL GE OYL TOPOTAV® o io GOKNOT VITAPYOLY GTOVG AVTICTOLYOLG PUKEAOVG (Scripts,
Animations kol GAAG) UEGO OTOLG (QOKEAOVG TMV OVTIGTOW®V aokNoemv. O TPATOC (QAKEAOG
ovopdleton “-1 Sample Scene” ko ypnoponoteitonl amokieiotikd yio debugging Kot dgv vdpyet péca
oTNV €papUoYn 00Te gumeptéyetal Kamowo Scene tov oto Build Settings. Iapoxdto avaidovior ce
Baboc o1 aoKNGEL Kot 0 TPOTOG e TOV 0moio dnpovpynnkay.

Assets > Scenes

Sample... 0, MainMe.. . Xreiazo.. . FtiakseE.. 3. RoadSign 4, TaFyta

Animations Images Materials-A... Prefabs Scripts Sounds

Yynua 4.4.1: Scenes Folder

441 Xpewlopoaote Kavoveg

H zmpdtn doknon eivarl gumveucuévn amd v tpatn evotrta Tov BiPAiov Kol GUYKEKPIUEVO ATO TO
devtepo kepahawo “Ta va Lovpe pali, yperalopaote Kovoves”. Ltdyog g Goknong eivar va Sddéet
GTOV YPNOTI TNV CNUACIO TOV KOVOVOVY L EVav amld Kol EVOLUPEPOV TPOTO ONUIOVPYDVTOG KUVOVEG
o€ mEPLOYES (4 VITONOKNGELS) TTOL dgv TNPOLVTOL e TNV Pondeta evog KiTptvov YopaKTnpa.

MOAIG umel 0 ¥pHoTNG 6T0 Scene TG AoKNOoNG MECH TOV KEVIPIKOD UEVOD, TPEMEL VO, GOPMGEL TNV
omToYpopio Tov oyfurotoc 4.4.2 Tov PPicKeTAL GTO OEVTEPO KEPALOLO TNG TPAOTNG EVOTNTAG.

=

Zympa 4.4.2: Ewcova 1.2.3
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Mol copmbel 1 potoypagio epeavitetoan éva Ul pe mv potoypagio tov yopaktpa kot £va Text
OV OVAPEPEL TG 0 YopakTnpag BEAeL TNV Pondela Tov ¥pNotn Yo vo PaAel kavoveg kel TOv dev
Tovg tnpovv. atdvrag To kovuni “Apyn” mov eppavilerol Tapakdto, oanevepyomoteitar o Parent tov
apywov UL epooavifetonr n wpdn doknon (oynpa 4.4.3) kot o xpnomg anavrdel 600 pOTNCELS, 1
TPOTN epOTNOT oYeTileTan pe to av ol TeAdTeg (KOKKIVOL) TNPOVV TOVG KOVOVES TPOTEPULOTNTAG GTO
Tapeio, HOAIG O XPNOTNG TOTHGEL TV GMOCTH €MA0YN “OxU” gueoavileton n dgvtepn epdTNON “TTOLO
kavova Ba éRalec yo va Agttovpyel KoAdTEPA 0 YMPOS;”. MOMG 0 ¥protng matnoel to kovumi “Na
pumovv oe oelpd”, evepyomoteitan To Timeline kot épyetorl o Kitpvog YopaxTipag mov Tovg Kavel (e
L0 GQUPTYTPOL MG MYNTIKO) Vo Umovy o€ oglpd ue Animation péca oto Timeline. £to téhog g
TPMOTNG vIoacknong epeavitetan To Ul tov oynfuatog 4.4.4.

TéAewa, TOpa dev Ba vtapéet
TIPOBANUA HE TO TTOIOG EXEL
nmpotepaidTNTaA.

Mape oto emtéuevo Pépog;

Emtopevo

Zympa 4.4.3: Aoknon 1.1 Zynua 4.4.4: Téhog aocknong 1.1

[Motdvrog emduevo eppaviletal n devtepn vrodoknon (oyfue 4.4.5) n omoia deiyvel évo avtokivinTo
T0 omoio &xel otafuedoel 6e YMPO HE PAUTO OOV Kot OmayopevETAL. Alvovial GToV YpNoTH KAmoleg
TANPOPOPIEC TYETIKA LE TNV ACKNON Kol HETA gpoaviletar éva Kovpmi cupPPOVANG OV YPAPEL OTL
TPETEL VO, GUPEL TO OWTOKIVIITO otV KOKKIVN Tteployn mov avapocPrivel. To kokkivo GameObject
(TipSquare) mov avafooPrvel otov xdpo otdbuevong onovpynhonke and didpoavo Material kot Eva
Animation mov avePoxatefalet to Alpha tov Material pio @opd kol peTd amevepyomolel TO
GameObject. [Tavo oto GameObject vrapyet éva Script pe pia pébodo tov Unity “OnDisable” mov
gkTeAEiTal OTaV TO OvTiKEipevo amevepyomoleital. Méoa otnv uébodo evepyomoleitor Eavd To
GameObject pe amotélecpa va avofocsPrvel uExpic 6Tov ameEVEPYOTOINGOVIE TO Animation pwy ovTd
amevepyomooel to GameObject | MO amld Vo OTEVEPYOTOMGOLIE TO Script TOL TO KAVEL Va
gvepyomoteital. Otav Aomdv o ypnotng cvpetl 1o avtokivinto (pe v Pondela tov Script EnableDrag
ka1 LeanDrag tov Feature LeanTouch mov emttpénet této10v gidovg kivioelg) oto Trigger mavem omd 10
TipSquare omevepyomoleital TO GVTOKIVIITO Kol €vePYOTOlEital évo. OgVTEPO 1010 OV OAVNKEL GTNV
ocwoth 0éon mavem oty Béomn otdbuevonc. Avtd Onovpyel TV yevdaicOnon o6t givar 10 1010
CLTOKIVNTO TTOL KOUVOLGE O TOIKTNG EVD OTNV TPAYUATIKOTNTA Elvan dVo dtapopetikd GameObjects.
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Eniong gpoaviletar éva avtiototyo pqvupe OTmg avtd TG TPOTIG VTOACKNONG UE VO KEILEVO Kol

éva Koopmi “Lovéyera”.

1) triggerFakeCar
) TipSquare

&) movingCar

ynuo 4.4.5: Aoknon 1.2

MoMg o ypriong matnoet to kovuni “Xvvéyera” eupavileton 1 Tpitn vrodoknon (oynua 4.4.6) oty
omoia vapyovv 6vo kvpla Timelines, To0 TpdTO €ivan 10 “PeopleCrossingRoadWrongTimeline” mov
Kavel KOmolo, avOpmTAKLN Vo TEPVOLV TOV dPOUO a0 0T0100NTTOTE oNueio ekTog TG dtPacng meldv
Kol yoplg  va  Kouwobv  av  €pyetol  outokivnto, Kot To  Oghtepo  &ivar  TO
“PeopleCrossingRoadCorrectTimeline” mov kévetr kdmolo avlpomdxio va tepvodv and v didfoon
Kol TPV TEPAGOLV Kottovv aptotepd kot deid. Kot otig dvo nepumtdoelg 6tav teleidoel to Timeline
kaAeitol po péBodog mov amevepyomnotel ta GameObjects tov Timeline, kot To id1o Eyovv €va, Script
pe v pébodo onDisable oty omoia evepyomotovvtol Eava pe amotéiespa ta Timelines va tpéyovv
Yo TAVTOL.

(1) Ask3-Terrain
£ TerrainAsk1

[]
Parent
PeopleCrossingRoadWrongTimeline

6 ParticlesParent
0 EnableTimelinePeopleCrossingRoad

ExerciseController
Zynpa 4.4.6: Aoknon 1.3
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H vrodoknon Eexwvael pe 1o mpato Timeline wov gival o AdBog tpoTog va mepioel KAmolog Tov dpoo
ka1 000 epOTNOELS TTPOg Tov YpNotr. H Tpdtn epdtnon potdel av gival 6moTdg 0 TPOTOG TOV TEPVOLV
Tov 0popo Ta avlpomdkia Kot 1 0gvTEPT pOTAEL TL TPEMEL VL KAVOLY TPV TepAcovy Tov opopo. H
OMOTY amdvINo™n Yo TV devTEpT epdTNoN gival “mpdTa vo KortdEovv av Epyetal ovTokivnTo Kot
UETE Vo Tepdcovy amd v dtdPacn”. MoAg matnel 1 coot) andvinon, Eekivael éva Animation pe
TOV KiTpvo yopoktNpo vo epeaviletal péoa amd TV KoeE mOPTe GTO0 TATOUO AEYOVTIOS OTO
avOpomaKio TG Vo TEPVAVE TOV dpopo ceupiloviag (OT®G Kol oTnv TPOTN vrodoknon). ‘Ensita
amevepyomoteitat T0 “PeopleCrossingRoadWrongTimeline” Kot gvepyomoteitol T0
“PeopleCrossingRoadCorrectTimeline” mov deiyvel 1o avBpomdkio va mepvodly cmoTd TovV SpOLo.
Metd eppavifetor To t€Aog NG vmodoknong pe éva Text kot éva kovpuni “Emduevo” 0nmg Kol oTig
TPOTYOVUEVEG VITOOCKNGELS.

MoMg o ypfiotng matoet To kovumni “Endpevo” gpeaviCetrot n téraptn vrodoknon (oynpa 4.4.7) otv
omoia KOmo10g 6gv THPNGE TOV Kovova Kot TETace To okovmiole EEm amd Tov kddo. O xpnoTng TpEnel
VO TATNOEL OV GTO GKOLTIOW Yio va T farel otov kado. [TapdAinio vdpyet Eva kovumi PonOeiag
7oL TOL divel TANpopopieg oe TePinTOOT TOL dev EEPeL TL TPEMEL vaL KAVEL Kot 6TO KAT® LEPOG VIAPYEL
éva Text mov Aertovpyel w¢ petpntg Yo va yvopilel o xpfotng ndca okovmidwn mpenet va paléyel
axoua (yo mopadetypa 3/7).

) Ask4-Te
£ TerrainA

Yympa 4.4.7: Aoxknon 1.4

H Sodwoaoia pe tnv onoia Aettovpyel To TaTHe Yo THV €E0QPAVION TOV GKOLTIOU®V KOl TOV HETPNTH
yivetaw péom tov Script RaycastController Tov GameObject RaycastController mov €xelr kdmoleg
Serialized petafintég ko eAéyyer mowd eivar to dvopa Tov GameObject mov matncoe o0 ¥PHOTNG.
Yrapyer évog €Aeyyog av avTtd MOV TATNCE O YXPNOTNG Y€l TO 1010 OVOUO HE KATO0 OO To.
GameObjects okovmidwa (ta omoia givon kKotoyopnuéva o évo GameObject mivaka “Objects”, totTe
OTEVEPYOTOLEL TO GLYKEKPIUEVO GKOLTIOL Kot petpdet +1 og kdmolov deiktn (int Count). [Mapaxdtm
oTOV KOOWKa Yivetan Eheyyog av o deiktng count givar icog pe to Length tov mivaxko Objects (if count
== objects.Length), av vai, T0te gvepyomotei to Text yio To TEAOG TG GOKNONG, TO. TVPOTEXVILATO TCL
omoia givan Particle System, kot o nynTikd TV TOLPOTEYVNUATOV T 0Ol TPOEPYOVTOL o Serialized
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petafintés. Téhog eppavifovtor 600 Kovumd “emavaAnyr” o€ TEPITTOOT TOL KATOLOG YPNOTNG
emBupel va Eavamailel v 1010 Aoknom, Kol “EmMeTPOPn” Yol Vo YUPICEL TGM GTO KEVIPIKO PEVOD.

'11/

vyxapn
\ Jelval npt Tt onpavrikoli!

\

/

\

Emotpopn EnavaAnyn

Zymua 4.4.8: Téhog doxnong 1

442 dndée éva koGp0

H Agbtepn doknon eivar eumvevouévn omd v Aegdtepn evdtnra tov Pifriov kot kvupimg amd to
kepahowa €61 “Evag yaptg pag mAnpopopet (a)” kon eptd “Evag xaptng pog minpoeopet (B)”. Xtdyog
g doknong eivatl o YpNoTng vo LAbel KATO1EC OVOUUGIES YEWYPAPIKMOV OP®V HEGH EPOTNCEDY KOOMG
dnuovpyel évo KOGHO ToL amoTeLeiTOL amd TOVG Opovg oL pabaivet.
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Tionpaivel
n AéEn duwwpuya;

yua 4.4.9: Ewcova 2.7.3

MOMC pmel 0 ypnoTnG 6T0 Scene NG AGKNONG MEG® TOV KEVIPIKOV UEVOD, TPEMEL VO, GOPMGEL TNV
ootoypario Tov oynuotog 4.4.9 mov Ppioketor oto £RSopo Kepdialo g devTepng evotnToc. MOAg
capmbel n potoypapio epeaviCetar éva Ul pe éva Text mov KoAmcopilel Tov ypfoTn Kol avapEpEL
TOV oTOY0 NG Aoknong kot éva kovurmi “Apyn”. MoMg matnOel to xovumi gueoviletor N TpPMOT
EPMTNOT EVD TOPAAANA0, dEV VITAPYEL TimoTa GALO otV Kauepa, Tov ypnotn. H mpdtn epdtnon givar
“Ti ovopalovpe medada;”, Kol POAG 0 ¥pNoTNG mATHoEL T0 6wotd Kovuni “H emimedn €ktaorn I'mg”
epupaviCeton éva kKokkivo miaicto (oynua 4.4.10) o omoio avafooPrvel péom Animation pvOuifovrog
to0 Alpha tov Transparent Material g opd amo 0 oto 105 kot wic®w oto 0, Kol 6TO0 TEAOC TOV
Animation oznevepyomoteitan 1o GameObject.

CreateBase

ZyMua 4.4.10: CreateBase
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Yrapysr éva  Script EnableCheck  tov
GameObject ReEnableSquares mov evepyomnotel
olo  To mloioclew TG GOKNONG OV
amevepyomolovvtal apol avaposfricovv. Mall
HE TO KOKKIVO TAaiclo gueoviletor ot €va
uqvope Pondelag mov yphper OTL TPEMEL O
YPNOTNG VO TATNOEL TO KOKKIVO TAMIGLO Yol Vol
dnuovpynBel wo medwdo (oynua 4.4.11) 1

P o

omoio givol évog mOPOUOPO®UEVOG KOPOG e
Material amd to Asset Store. ['lo To TaTHO TV
KOKKvov — mhouciov  vmbpyer  évo  Script Tynuo 4.4.11: Tedrada
RaycastControllerBuild péco oto GameObject

RaycastController mov maipvel to kokkva mAaicto ¢ Serialized petafAintég, kol péocw tov Raycast
KOO Y10 KAOE GUYKEKPIUEVO TAOIGIO KOAOUVTOL Ol KOTAAANAEG EVIOAEG Y10, TNV EUQAVIOT] TMV
EMOUEVOV EPMTICEMV.

‘Enerta {nteiton va dnpiovpynBel pa 0dhacco 6to voTio puépog e mediddag pe Tov idto TpoOmo OTMS
Kol Pe TV meddda, dnAadn e Eva mhaicto mov avaPooPnvel. H Odhacoa sivar dvo Shader (apiotepd
ka1 0e&1dr) amd To Asset Store Kot To onpeio TAVE TG KIVOHVTOL GOV KOLLOTO Y1 VO, SDGEL TNV aictnon
ot gival Bdlacoa kot Oyt évo amAd avtikeipevo, emmAéov €xel dobel i kAnon (Rotation) ota
GameObjects €161 doTe Vo punv @aivoviol TeTpdymva Onw¢ givor oty mpaypoatkotnto. Metd
gpeaviletor o gpotnom oxetikd pe Tt eival opooelpd. Otav o ¥pNoTNG TOTHGEL T0 CMOGTO KOVUTL
“IToALa Pouva o celpd” epgaviletol pe Tov 1010 TPOTO £va TANIGLO Y10 VO TTUTHOEL O YPNOTNG Kol Vol
dnuovpynoel v opoocelpd. H opooepd eivon Terrain kou givor otioypévn péocw tov Pocikmv
epyareiov tov Terrain, moveo amd to meaioteo (8e&d) vmbpyer €va Particle System mov
UVTITPOCHOTEVEL TOV KUTVO 7OV TTPOEPYETOL UEGA 0o 10 Neaiotelo. Ommg kot pe v BdAacca €161
gupaviCeton éva keipevo mov (NTdel amd Tov ¥PNoTN VO SNULOVPYNOEL £V HAGOG TOL ATOTEAEITAL OUTTd
dévtpa amd 10 Asset Store. Xe avtd TO oNElo 0 KOGHOG OV £XEL SNUOVPYNOEL O YPNOTNG POIVETOL
oto oynuo 4.4.12.

Zympa 4.4.12: Adoog
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H erduevn epatnon €xet éva Text mTov poTdel oG 0md TIC TAPUKATO POTOYPAPieg eivol Alpvr kot
TPEIC POTOYPaPieg (Kovumid) pe o Aipvn, o 8dlocoo kot Eva motaut. MoMg matnOel n cmot
ootoypaoio epeaviletar éva KOKkvo TAaiclo oto onueio mov Ba dnuovpyndel n Adpvn. Mol o
YPNOTNG TATHGEL GTO TAOIGLO KOl dNUIOVPYNGEL TV Alpvn 1 omoia glvan to 1010 shader pe avtd g
0dhaoccog Kol YOpm amd avTd VIAPYOLY KATOIEG TOPAUOPPMOUEVES KAWOLAESG Y10 VO UMV POivOVTOL TO
oplo TG Bdraooag.

Metd Inteiton and tov ypron vo dNLOVPYNGEL GTHTIA Y10 TOVG avOp®TOVS Ta. ool OMovpynOnKay
amd mévte KOPovg to kaBéva, Kot éva vnol émetta and epMTNOY GYETIKA L To TL gival éva vnot. To
owotd kovpumi etvon “Koppdtt I'mg mov mepifdrieton amd vepd” ko otav motndei eppaviletor to
mAoiclo Tov TPEmEL va, TathoEl 0 maiktng (oynfua 4.4.13) ywo va dnpovpyncel to vnei to omoio givar
Lo TOpOopO®UEVT cpaipa pe 3 dévipa mhvm g (oynpa 4.4.14).

Yo 4.4.13: Createlsland o 4.4.14: Island

Agpov dnuiovpynbel to wvnoi, eugoviletoar 1 ETOUEVY] EPMTNCT UE CPOPUN TNV TPONYOVUEVN
dnuovpyia (to vnoi) mov pwtdel Tt ypetdlovrol ot dvBpmmol Tov 6g aTO o1 AVOP®TOL POPTOVOLV
ooptio. kKo emPdreg v ta vnold. MOAG o xpnotng matnoel To o®motd kovumi “Aydvi’ TotTe
gupavifeTol 10 KOKKIVO TANIG10 Yo Vo, dnovpyndet to Apudvt.

Téhog eppaviletar n tedevToio EpMOTNOT GYETIKA LE KATOOV YEOYPAPIKO Opo “Td¢ ovopdleTarl o
TuAuo g ENpag mov swoywpel ot Odhacca;”,  ardvinon sivar “Axpotplo” kot étav emieyOel
eupavifeTol To TEAELTAIO TAOIGIO TTOV UE TO TATNUA SNUovpYEl TO0 akp®TAPLo T0 onoio givan Terrain,
Kol oad TAVE Tov VITAPYEL Evag TOPYOS QTIOYHEVOG ard Assets Tov Asset Store. To Telkd amotéleca
glvar owtd oV oynuatog 4.4.15. 1o téhog gppavifovtar ta mupoteyviuara (Particle System) kot
TEAELMVEL 1) TOTO UE dVO KOLUTLA “Emovainymn’” Kot “emtoTpon|”.

48



YAomoinon tg epopuoync

Syquoe 4.4.15: O Koéopog

443 MaBaivoope To crpaTo.

H Tpim doxnon eivon gunvevcpévn amd 1o 1pito kKepdroo “Kvkiopopovpue pe acpdieln” tng tpitng
evotrag tov Piriov mov avagépel Ta GNUATO TOL KOO 001KNG KUKAOPOPiag. ZTOY0G TG AGKNONG
glvar o ypnotng vo Pondnocel va avtokivnTo vo @Taosl 6T0 OTiTL ToL KOOMG CLUVOVTAEL KAmoln
ONUOTO 6TO OPOUO KOl OTOVTAEL OE EPMTNOELS GYETIKA UE TO TG TPEMEL VAL AVTIOPAGEL 0 001 YOC OF
KkéOe €va and To CUOTA TOV GUVAVTAEL

MoMg pmel o yproTng 610 Scene TG GoKNoNG HECH TOV KEVIPLKOV LLEVOD, TPEMEL VUL GUPMDCEL TNV
omToYypapio Tov oynuatoc 4.4.16 mov Bpiocketal 6To TPiTO KEPAANLO TNG TPITNG EVOTNTOC.

& Kivauvog Adyw ouxwng 7. ANGYOPEUETOL
SIEAELONC NALBIWY n oTaByEUoN

10. AnayopeUETal 11. 030C GNOKAEIOTIKNG
n 3£ OTPOPN SIEAEUONC NO3NAQTWY

(GmQyoDEsOwT0: QNG ax figuet)

Zymuo 4.4.16: Ewova 3.3.1

49



Kepdimo 4

Mol ocapwbei m eotoypagic eppavifetor to mepdriov tov oynuatog 4.4.17 to omoio
dnuovpyndnke Kupimg amd KOPOLE, EVO XPNCILOTOONKOY LEPIKA ETOLa Assets OTmG To L TOKIVNTO
Kol pepukés mvokideg and o Asset Store.

nger

nCarsTimeline

[ Timeline

v [ AnimationCarsTimeline (Ani ionCarsTimeline)

[ L [

yfua 4.4.17: Aoknon 3

Yrdpyer évo Timeline mov avhkel oto GameObject AnimationCarsTimeline kot ypnoiponoleitol
KaBOAN TV ddpkeln TG Aoknons. Méow avtod tov Timeline kiveiton to pumie apdétl, To vwOAOUT
apdélo Kot n TopTa TOL YKapal Yo va prel HEGO TO GUTOKIVITO 6TO TEAOG TG TioTag. Mol to apdél
@TaoEl KOVIA € KGmolo onpa, Koheitaw péom tov Timeline po péBodog mov oTopatdetl (pause) Tov
ypévo tov Timeline kot mopdAANAo guoviletar 1 KOTAAANAY gpdTNnoT, o€ KUPE GOGTH AmAvInom
exteAeitan puo GAAN péBodog mov cvveyilel to Timeline Bétovtag Tov gpdvo oto 1.

H mpotn epodton (oynuo 4.4.18) avaeépel mwg o 0dnyds PAErel v mvaxido mov B€tel To Oplo
TayvTag ota 50, Kot poTdel TL TPEMEL VO KAVEL 0 001yY0g av mtnyaivel ue 30. H coot) amdvinon gival
“Na unv vraepBei to 6pro tayvTntag (50)” ko potg motnei cuveyilel to Timeline.
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' Na pnv unspi 10 || Na Qayvoroel
 Opio Taxotnrag (50) B mv mvakida

~ Na mtael o ypriyopa
107 10U

Yymua 4.4.18: Acknon 3 mpdtn gpdTNOoN

Mohg ptdoel oty mvakido stop gpeavifetar 1 OeDTEPN EPAOTNON OV CVUPEPEL TMOG LILAPYEL Lot
mvaxido Stop Kot TANc1aler £va Kitptvo Ae@opeio, Kot pOTAEL TG TPEMEL Vo ovTIdpaoeL 0 0dnyoc. H
o®oTh omavtnon eivor “No StoKOWYEL VITOYPEDTIKE TV TOpEio. TOV UEYPL VO TEPAGEL TO AEWPOPEID”.
210 Timeline o yprioT¢ PAETEL TO CVTOKIVITO VO GTAUOTO KOL VO, TEPLUEVEL VO TTEPAGEL TO AE®POPETLD.
Mol mepdoet, To pmie avtokivinto cuvveyiler v mopeia tov otpifovrag de€1d kol cuvovtd o
mvaxido “amayopedetor 1 6eE1d oTPOPY|” TPV TO EMOUEVO OTEVO KoL 1 TPITN €pMTNOT gRpavileTan
POTOVTAG Tl ONUAIVEL TO GLYKEKPIUEVO Go. MOAIC amoviiosl cmotd cvveyilel To Timeline uéypig
OTOV 0 001YOG GLUVOVTNGEL TO GO “OmoryopeVETaL 1 €16050G”.

H téroptn gpdmon eppoaviletor poT®VTOG TOV XPNOTH v UTOpel 0 00MyOG TOV OLTOKIVITOV v
npoywpnoet evbeia (mpog o onua). H amdvinon etvan “Oyt eneldn| amayopebeTar 1) €i6000¢”, 0TOTE TO
Timeline Zuveyilet kot to avtokivnto otpifel 6e&1d. O odnydc otapatdel o évo tpiyovo ofpa pe 2
avOpordkio ko gppavifeton n wéumtn gpanon “Ti onuoiver to SMmhovd OO TOL CLUVOVTE O
oonyog;”. Otav o ypnotg matioel 10 6wotd kovunmi “Kivéuvog Adym cuyvng diélevong moadiov”
ovveyiletl To Timeline pe o aVTOKIVITO VO KATELBVVETOL GTO TELELTAIO OO TTOL EIVOAL O LOVOSPOLOG,.
Epgaviletor m tedevtaio epdnom 1M omoio apopd TO CNHO TOV HOVOSPOUOL, Kol OTov amovtnOel
omotd 10 avtokivnTo petakiveitar mpog 1o ykapdl, tov omoiov M mOPTA avoiyEL Yo VO UTEL TO
avtokivnto (oyfua 4.4.19). H mopta tov yKapdl sivor etioypuévn amd éva k0fo, yuo va yivel Opumg
Kivnon ommg vt Tov Ykopal, vrdpyetl £vag Parent tng mopTag 0 omoiog givol 610 TAV® PEPOG TNG
nopTag, £T01 mEPIoTPEPovTaG (rotate) Tov Parent, 1 mOpTo Tpog TOV AEOVA Z, 1) TOPTO TEPICTPEPETOL LUE
Baon 1o Pivot, oniadn to onueio mov Ppioketar o Parent. Télog gupaviloviar ta TVPOTEXVILATO
(Particle System) ko TeEleidvel N TioTa PEOVILOVTOG SV0 KOVUTIE “eTavainyn’” Kol “emoTpoen”.
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Syquoe 4.4.19: Téhog aoknong 3

444 Ta @uta TOL TOTOL pog

H tétaptn doknon eivan eumvevopévn amd ta kepdrota Eva péxpt mévte (1-5) g téraptng evornrog
tov PiAiov ta omoia avapépovial ota PLTE. XTOYO0G TNg doknong eivar va SBAEEL oTov XpNoT
Kamoleg Pacikcég mAnpopopieg kol EVVOleG GYETIKG Pe Tnv PAdotnon tov zmepifdiiovioc pécm 5
VTOOGKNGEWDV.

Mmraivovtog 6to Scene TG AoKNoNG HEGH TOV KEVIPIKOV WEVOD, O YPNOTNG TPEMEL VO GOPADGEL TNV
ootoypario Tov oynuatog 4.4.20 mov PpickeTot 6TO TETAPTO KEPAAOLO TNG TETAPTNG EVOTNTAC. MOAIG
capmbel N potoypario supaviletar éva pevod (oynua 4.4.21) and 10 omoio o ypNoC UTopEl va
emAEEEL Lol Ao TIG 5 VTOAGKNGELS (KOLUTLR) TG AoKNGNC.

4 a8y &Awp.mé 4
—y
‘0 Knmos oy Opqoéa % !

1. Bedavidid 7. yapipao
2. neuko 8. kapoto
3. pavtagivia 9. natdra

4, K1000¢ 10. piyavn

5. xékteg 11. xopopril \
6. ddgvn

12. pneda

Ta py£pn Tow PuUTOL

dwroocLvBeon

ZOYKpLON DWPoug

Agvtpo, Bapvog Kat moa

Yymua 4.4.20: Ewova 4.4.1 Zynua 4.4.21: Acknon 4 - MainMenu
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Q¢ mpog tov Tpoémo mov eivar Ta&vounuéva to. GameObjects oty 1epapyio, EEKVOVTAG LE TOV
Canvas, vrdpyel o Parent “Arxi” mov 6nwc oe OAEg TIG ackNoelg meplEyel €vo Text mov kolwcopilet
Tov maiktn kot éva Koopmi “Apyn”. Zmv cvvéyela glvar 1o “Menu-Main” mov mepi€yet o 5 Kovumd
TOV VTONCKNCEMV Kol KaOe xovuni anevepyomotel to Menu-Main kot evepyonotel éva and ta 5 menu
7OV a.POopd o vTodoknomn To kabéva (oynua 4.4.22).

Ao v GAAn pepid, to GameObjects avrkovv og évo Parent “Terrain” (oynua 4.4.23). Méoa 610
Terrain vapyet éva mardi “Pot” mov 10 id10 €xet éva mandl “Trees”. Méoa oto Trees vmapyovv ot 5
Parents tov vmOOGKNCE®MV KOL GTNV Oapyf] TNG AOKNONG &lvar OAOL OTEVEPYOTOUNUEVO, EVD
EVEPYOTOLEITOL TO KOTOAANAO avdAoya pe To kovumi mov Oa motioovpe oto Menu-Main.

) Menu-Main
lerhTouFytou-Button

ThamnosPoa-Button
es-Button
nthesi-Button

si-Button

1 Terrain

stions
1-SeparatedTree
LemonTree
2-Foinikas
Ask3-DentraPoes
Askd4-Fwtosynthesi

o 4.4.22: Aoknon 4 - Ul Hierarchy Tyfua 4.4.23: Acknon 4 - Terrain Hierarchy

H npmtn vrodoknon ovopdletot “Ta pépn Tov pLTOL” Kot 0 GTOYOG TNG Elval va dIOAEEL GTOV YPOTN
Ta Tplo pépN TOov ELTOD Kol WOWOG €ivol 0 POAOG TOLG. MOMC TATNGEL O YPNOTNG TO KOLUTI,
OmEVEPYOTOLEITOL TO KEVTPIKO Menu kot gvepyomoteiton to “Askl-SeparatedTree” and tov Canvas kot
TapdAANAQ evepyomotlgitol kot o Parent g mpdtng vmodoknong and to Terrain. H vrodokmon
Eexwvder pe éva GameObject amd to Asset Store mov poidler pe peydiAn yAdotpa, oAAG
ypnoonoeiton g £dagog Yo va otékovrar kKamov to. GameObjects kot va unv givor otov aépa.
Apycd gpeoaviCetar pia pifa 6évtpov mov dnpovpynnke amd TOAAODE KOUAIVOPOVS KL [0, EPATNON
oyeTkd e autn (oympa 4.4.24).

Autd slvar pua plTa svds Sévepon.
Es w ypnowpsdouv oi pllsg;

Zel KATWw an To YWpa, Kpatasel To
wpute grnv B0 Tow Kat Tou divey

vepS Kot Ghheg xpRolp e ovoleg

ZTNPLIEL TO HUTO Kal BonBasL To

AstToupyel WE EpYacThpLO TTOU
ETOLPALEL TNV TPOPN Tow puTol
ue TNV BonBera Tou ko

Zympo 4.4.24: Aoxnon 4 - Pila
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‘Enterta and v cwoty omdvinon eueoviletor €vag Kopurog
dévtpov 6e&1d omd Vv pila ka1 OEVTEPT EPAOTNGCT GYETIKA LIE
oV KopUO VA 01 AmavVINGCELS eivar ot 101G L VTEG TNG TPATNG
gpomong. Molg amavinbel cwotd n epdTOTN, O XPNOTNG
TpENEL Vo ToToBeTNOEL TOV KOopUd Thve otnv pila pe oxomd TV
dnuovpyio evog dévipov. Térog eppavilovtar to eOALN oTa
aplotepd ¢ pilag kot Tov Kopuov, pali pe v tpitn epdTnon
avtiotorya pe Tig dvo mponyovueves. Otov amavtinoel cOGTA O
YPNOTNG, TPETEL VO LETOKIVIGEL TOL PUAAD TAV®D OO TOV KOPUO
€161 ®ote Vo oAoKANpwOel to dévipo. To amotéleoua g Sy R S
evog Sévrpou Tov TpdNo mow

vrodoknong eppavifetral oto oynua 4.4.25. Téhog eppavileTon ": Aetroupyoiv!
TO apPYIKO LEVOD Kal omevepyomotovvTal ot Parents g mpdtng [

rodornens. I —uvexeta I

H devtepn vmodoknon ovopdletar “"Agvipo, BGpuvog Kol syiua 4.4.25: Acknon 4 wéhog vrodoknong 1
o’ Ko d1ddokel oTov YpNoTn TL givor 6évtpo, TL Bdpvog

Kol T oo avtioToyiloviog Ta. ULTA OTIS KOTAAANAEG katnyopies (oynua 4.4.26). H vrmodoknon
amoteleiton omd 4 QLT ToL 0ol £Y0oVV Scripts Yio VoL KIVOUVTOL atd TOV XPNOTH, Kot 3 TEPLOYES TEPQ
oo TO KEVTPO OV OVTITPOCMOTEVOVV TIG 3 Kotnyopieg utdv. Méca oe avtég vapyovv Triggers pe
T ool yivetan EAeyX0g av 0 xpNoTnG £PaAe TOo PLTO 61NV oG Katnyopia. Emiong vrdapyet Kot Eva
Kovuni ov divel TANpoopieg oe mepinton mov o YpNoTNg dev yvopilel Tt Tpémel va kdvel. MOl
TEAELMGEL O YPNOTNG TNV OVTIGTOLYIOT TEAEIMVEL 1] VITOAGKNOT) KOl EXOVEPYETOL TO OPYLKO LLEVOD.

Zynpa 4.4.26: Acxknon 4 vrodoknon 2

H 1pitm vmodoknon ovopdleton “Quiz dévipwv”, motdvtag To Kovumi, sueovifovior dAla Tpio

kovumid, “O ®oivikoc”, “H Agpovid” ko “Ilicw”. To kovuni [licw wnyaivel micw oto apykd pevov

UE TIC VITONCKNGEIC KAEIVOVTOG TO GUYKEKPLUEVO UEVOD Kot ovoiyovtog to menu-main. Ta dAAda 600

KOVUTLA EEKIVAVE [0l GEIPA OO EPMTNOEIS MG TPOG TO dEVTPO oL o emhééer o ypnotng. Emmiéoy,

T0 Asset Tng Aepovidg givar £va LKpo dEVTPO, KOl LETA TIG EPOTNOELG O YPNOTNG TPETEL VO TUTHOEL

VO ©T0 OEVTPO Yo Vo peyolmosl Kot va, PydAiet Aepdvio(oynua 4.4.28). v mpoypatikdtnto
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VIapyovv 4 dropopeTikd Assets Kot 0 TpOTog wov Agttovpyei eivan Tatdvtog o Box Collider Tov ke
dévTpov e 1o dayTvAo (Léow Script), amevepyomoleital T0 TaALd OEVTPO Kot EREOVILETOL TO ETOUEVO.
MoMc epgavictel Kot T0 TEAELTAI0 OEVIPO 1) VTOACKNOT TEAEUDVEL KO ERQavifeTal To apyikd HevoD

g doknong.

Katd péoo 6po néoca xpoévia
pmnopel va Tfoet évag poivikag;

‘ TéAera! H Aepovid pag peydAwoe
. Kxat éByale moAAd Aepdvial

20 xpovia

50 xpovia

80 xpovia

JuvEXELa

Zynuo 4.4.27: Aoknon 4 - ®oivikag Zynuo 4.4.28: Aoknon 4 - Agpovia

H tétaptm vrodoknon ovoudletor “@potoohvleon” Kot okomdg g eivat va dddEeL Tov ypnotn Tu
glvar ptocvvleon Kot g Aettovpyel. Apyikd epeoavifeTar Eva 0Evtpo Tave og £va £30.00G e TEVTE
3D Texts yopw tov (oynua 4.4.29) ta onoia

éyouv Box Collider yw vo umopodv va

gvepyomoumoovv 10 Trigger tov dévrpov.
EpgpaviCetoar éva Text 1o omoio avapépet
TOC T OEVTPO. UOVOL TOVG, OPKEL Vo EYOvV TaL
vAkd mov ypedlovral. O ypiomg mpémel
vo oOpet to Tpie VAMKG ov Xpeldleton To G Iy 2T
OLTO Y10 Vo TOPAEEL LOVO TOL TNV EVEPYELQL. -

MoOMc olpel kKol 10 6®OTA VAKE ©TO 4 -? 3{

BEvTpo, et (p(’WlCS’EOLl Ha ’spom]cm ersruca ymua 4.4.29: Acknon 4 vrodoknon 4
L€ TO TL TOPAYOLV T GUTO LE TO. VAIKA OV
tov dwoape. Otav o0 ¥pPNoTNG TATACEL T0 6MOTO Kovumi “o&uydovo kol yAvkoln” teleidver 1

VTOACKNOT Kot ERpaviletal To apytkd pevod g AoKNomG.

H televtaio vrodoknon sivol po TAnpo@opios GYETIKG LE TO VYOS TOL (QOIVIKO Kol TNG AELOVIAC.
IMotdvrog To kovuni gueoavioviar dGAla Tpio Kovumid, £vo, “micw” Kot Ao dVO Yio Ta dVO dEvTpa.
[Motovrog éva and ta dévipa PAEmove TNV cOYKPIoT €VOG 0o To. dEVIpa e dVO avOpoOTAaKLa, Eva
glvar 0 poBntg mov €xetl mepinov 1.2m vyog kot To AAAO givat 0 SAcKAAOG OV gival Aiyo peyaAdTEPOC
kot €xer 1.7m dyoc. Xto oynuo 4.4.30 epeaviletonr n ocvykpion OVyovg UETAED TG AEpoVid, TOV
daokoro Kot Tov pofntn Kot avtictoryyo oto oynua 4.4.31 yio tov goivika.
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Aspovia
6.

Zymua 4.4.30: Acknon 4 chykpion DYouvg

Zynpa 4.4.31: Aoknon 4 cvykpion dyoug 2
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445 To Zoo tov 1600 pog

H méumtn doknon eivor epumvevouévn amod ta kepdiaio 6L péxpt déxa (6-10) g tétaptng evOoTNnTOg
Tov Pifiiov T omoia avagépovtal oto (Mo. XToOY0g TNng Aoknong sivoal vo 01dagel otov ypnot
KATO1leS TANPOPOPIeg GYETIKA te TEVTE (DO TOV VTAPYOLV GTO Scene.

Mrnaivovtog 610 Scene tng GoKNoNG LECH TOV KEVIPIKOV UEVOV, O YPNOTNG TPEMEL VO GAPAOCEL TNV
ooToypapio Tov oynfuatoc 4.4.32 wov Bpicketal 6to £BGOUO KEPAANLO TNG TETAPTNG EVOTNTAG.

Zymua 4.4.32: Ewova 4.7.1

MoMg capwbel n potoypaeio eppavifovol téocepa {da, apkovda, Avkog, Patpoyoc Kol aeTdS TO
omoia poépyovtol omd to Asset store pali pe kémole Animations oV OVIUTPOCOTEVOVV TIG KIVIOELG
tov {oov (oynua 4.4.33).

Syua 4.4.33: Aoknon 5 Emioyn Zodov
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Ta {oa mepiéyovv kamowo Box Collider dote 0 ypnotng vo umopei vo matioel kdmolo and ta (oo
(néow Script) dote va 10 emAélel Yo va pdbel mAnpoeopieg Yo awtd. MO TaTAGEL 0 XPNOTNG
Kkémolo and to (do, amevepyomoteitar o Parent mov mepiéyetl ta téocepa (da, kot evepyomoleital o
Parent Tov {dov kot o Ul pe to pevod tov. To kabe (do éxel Eva pevod pe Técoepa KOO (oYM LLoL
4.4.34).

Kivnon kat nxog

KouiZ epwtnoswyv

TUYKpLON PE avBpwTo

Ertthoyn aAAov Zwou

ynua 4.4.34: Aocxknon 5 Wolf Menu

To npdto ovopdleTan “kivnom kot Nyog”, ToT®@VTag T0, eueaviletat Eva dAL0 uevoD e TEVTE KOVUTLY,
KaOéva amd avTd avIITPOSMTEVEL TIG KIVIoEIS TV {O®V o1 omoieg dnuovpynnkav ue Timeline wov
TePIEXEL Kal NYovg 6mov yperdletat. Ta kKovpmid (Animations) Tov Adkov eivar “Tpe&yo” mov deiyvel
ToV A0KO va TpEYEL, “ZKAyo” mov deiyvel Tov Avko va okdfet, “Tlepratnua’ mov delyvel Tov Avko va
nepmatdel, “ovpAlaytd” mov delyvel Tov AVKO vo ovpAldlel pe TV cuvodeia evog MyMTIKov, Kot
"Kébiopa” mov deiyvel tov Avko vo kédbetat. Yrdapyovv mapouote Animations Kot oto vroloo (oo

padi pe nyovg.
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 Kioiopa
(niow |

Zympa 4.4.35: Aoknon 5 Kivnon ko fxog

To de01EPO KOLVUTL APOPA TPELS EPMTNGELC OV GYeTilovTan ue 1o emAeyuévo (do dnwg to Papog, TV
ouado wov avikel (1. NAaotikd) kot kdbe Tpitn epM®TNOT EOIKEVETAL CLYKEKPIUEVE TOV® 6T0 (DO,
Yl TOPAOELY U GTOV PATPOYO 1) EPAOTNGCT €Vl “TTOGA ALY YEVVAEL TNV (OPA;”.

To 1pito xovuni agopd v cvykpion peTa&d avBpomov kKot (mov. Tlatdvtag 1o, gueoaviletor éva
Ao Ul pe dvo kovumid, “Toykpion taxdmmrag” Kot “Xoykpion Dyoug”. Xtnv cOYKPIoT ToyOTNTOC
yiveton évag ayavog toydtnrag petold avipmmov kot {dov (oynua 4.4.36) péow Timeline oto omoio
tomofetifniov to étoywo Animations Tov A0KOvL, €va MyNTIKO Kot Animation i TO QAVAPL
(petpnmg), Ko dnuiovpyndnke emmAéov Animation ywo Tnv Kivion tov avBpomov. H taydmta tov
{d®V GUYKPITIKA e TOV AvOpmmo dev ivar Tuyoieg Kot £Youv oxEoN UE TNV TPUYUATIKOTNTO. TV
oUYKPLeT VYOLS eppaviletal o mepiPdilov Tov oynuatog 4.4.37 yio vo gL 0 ¥pHoTNG TG Hotdlel To
(o dimho og Kamolov avOpwmo.
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Kepdimo 4

ZyMua 4.4.36: Acknon 5 Z0yKpior toy0TNToS Synua 4.4.37: Acknon 5 Zoykpion Dyovug

45 Eniloyog

H emavaypnoiponoinomn gival ToA0 onuovTikin AOYym Tov 0Tt dSNUIOVPYEITOL DAKO EDKOAM KOl YpHiyopd,
YUoutd Onuovpynbnkav KAOmoleg Aeltovpyieg M Omoieg YPNOUYOTOOVVTOL G TOAAEC OGKNGELS
KOAOTTOVTOG €va pépog ™G epapuoyns. H epappoyn amoteleitar amd 1o kevipikd Ul oto omoio
pmaivel o xpnotng pe o dvorypa g epapuoyns. To Ul amotedeiton and odnyleg xprong Kot Kovpumd
7OV 0d1YOVV GTIS 0OKNGELS. MTaivovtog Gty AoKNGT 0 YPNOTNG TPENEL VO CUPDGEL TNV KOUTAAANAN
QOMOTOYPOPIO YL VO ELPAVIOTEL TO TEPIPAALOV TNG AokNoNG HEG® NG KAuepag Tov ypriot. Ot mévte
OOKNGCELG £(0VV ®G OTHYO v dOAEOVY TOV YPNOTH TNV ONUACIH TOV KOVOVOV, TOVG YEDYPUPKOVS
OPOLG, TO CTLLATO OOKNG KLKAOPOPIG, TNV YAmPIda Kot TNV Tavido TOL TOTOL LG,
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Youmepdoporo

Kepdhow So: Xvpmepdopata

Ot eQapuoyEG EMAVENIEVIG TTPOAYLOTIKOTNTOG ONIIOVPYOVDV TNV aicBnorn Tog vadpyovy TpLedidcTata
EIKOVIKA OVTIKEIIEVO OTOV TPAYUOTIKO KOOUO. AVTO EMITUYYAVETAL UEC® KAUEPOS TNG TAATQOPLOG
GTNV Omoiol YPTCULOTOLEITAL Lio TETOW EQAPUOYN. TNV TapoVca STA®UOTIKY &xel VAomonOel Lo
EQOPLOYY| EMAVENUEVIC TPAYLOTIKOTNTAG Yo TO pabnpa Mehétn mepipdirovtog g I dnuotikov pe
TPOCEYYIOT EKTALOEVTIKOD TOLYVIOI0D Tng omoiag o otdyog gival va dddéel tovg pabntég g I
OMNUOTIKOL Pacikég £VVOLEG Kot W10TNTEG TOV TOTMOV HOG HECH EPOTAOE®V KOLIL Kot oAANAETIOpOaoNG
He to ewoviko meptBdAlov, pe évav mo dackedaotikd tpomo. H epappoyr €xel dnpovpyndel péow
™mg unyovng moayvidoov Unity pe tv omoio 0 Tpoypappatiotis pmopel €0KOAO Vo SNULOVPYNGEL TNV
O1K1 TOL EQUPUOYN TOL UIOPEL Vo, Eival KATO0 oy vidl 1| GAAN EQOPLOYT TTOL YPTCLLOTOIEITAL O
GAAOVG TOUEIG OTOC TNV APYITEKTOVIKT 1] GTOV KIVNUATOYPAQO, Le TV Pondela Tmv AEITovpyldv mov
TOPEYOVTOL YEVIKOTEPO YLOL TNV VLAOTOINGN TNG €QOPUOYNG T EOIKOTEPA Yoo TNV £€viaEn TV
Components, dnAadY] TOV HEULOVOUEVOV AEITOVPYLUOV OV dtvouy 1010tnteg oto. GameObjects. Xto
Unity umopovv va cuvdebolv emtepikad epyoreia (SDK), émwg to Vuforia Engine pe 1o omoio o

TPOYPOUUATIOTNS UTOPEL VO, SNULOVPYNOEL EPAPUOYEG EMAVENUEVIC TTPOY UATIKOTNTOG,

[Tévta vrdpyovv mepBmpila Pedtioong oe OAeg TiG epapuoyés. H ovykexpiévn epappoyn pmopei va
Bektiwbel apketd pe v Pedtioon v Scripts Tov ypnoomo|dnkay, aAAd Kot TNy dnpovpyia véwv
EMOVOYPTOUOTOMGIUOV AEITOVPYIDY Ol OTOIEG LTOPOVV VO, OVTIKOTUGTGOVV TIS MO VIAPYOVCES
UELOVOUEVEG AELTOVPYIEG, Y10 TNV ATOPUYTN TOAADY apYEi®V, Y10 EVKOAOTEPT] OTOCPUALATOGCT OAAA
KOl Yoo SIEVKOALVGT] TOL TPOYPAUUATIOTH 6 HEALOVTIKY ypon. Mia e£icov onuavTiKy] LEAAOVTIKY
Bektiooon etvon dnpovpyia kot 1 €viaén TePIOCOHTEPOV ACKNCEMV ETCL MOTE 1 EPOPLOYT| VO KOAVTTEL
TOPUTAV® VAIKO Kot Vo, S10G.6KEL GTOV YPNOTN TEPICCOTEPES YVMDGELG TTOV EIVaL YPTOILES Y10 TO LEAAOV
TOV.

SOUTEPACHOTIKG, T OldKaGio VAOTOINONG HW0G  OAOKANPOUEVNG  EQOPUOYNAG  ETAVENUEVNG
TPAYULATIKOTNTAG EIVaL TOAD XPTOLUT KOl EVOAPEPOVTO, EUTELPI, SIOTL TEPA ATO TNV OTOKTNOY| VEDV
YvooE®V, 600NKe 1 gvukapio Yo TV ONUOLPYIC UIKG ¥PNCIUNG EPUPUOYNG OO TNV OO Ol YPNOTES
g O pabovv emmAéov TANPOPOPIES Y10 TOV KOGUO LOC, KL EIOIKOTEPU OTAV 1 EPAPLOYT GTOYEVEL GE
pabntég g I dnpotikod, emrpénoviag Toug vo Labovv TapdAANAL LE TOV MO EVYAPIGTO TPOTO, TO
oLy viot.
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TIAPAPTHMA A : DentraPoesTrigger.cs

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

using UnityEngine;

public class DentraPoesTrigger : MonoBehaviour
{
[SerializeField] GameObject Sunflower;
[SerializeField] GameObiject bush;
[SerializeField] GameObiject garlic;
[SerializeField] GameObiject tree;

[SerializeField] GameObject mainMenu;

[SerializeField] QuestionController gController;

[SerializeField] GameObject Askisi3;
Vector3 startingPosition;

private void Start()

{
Sunflower.active = true;
bush.active = false;
garlic.active = false;
tree.active = false;

startingPosition = Sunflower.transform.position;

}

private void OnTriggerEnter(Collider other)

{
if (gameObiject.transform.name == "TriggerDentro™)
{

if (other.transform.name == Sunflower.transform.name) { qController.WrongAnswer(); }

if (other.transform.name == garlic.transform.name) { gController.WrongAnswer(); }
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if (other.transform.name == bush.transform.name) { gController. WrongAnswer(); }

if  (other.transform.name == tree.transform.name) { qController.CorrectAnswer();
gController.HideAllQuestions(); Askisi3.active = false; mainMenu.active = true; tree.active = false;
gController.ShowQuestion10Time(0); }

}

else if (gameObject.transform.name == "TriggerPoes")
{
if (other.transform.name == bush.transform.name) { gController. WrongAnswer(); }

if (other.transform.name == tree.transform.name) { gController. WrongAnswer(); }

if (other.transform.name == Sunflower.transform.name) { qController.CorrectAnswer();
bush.active = true; Sunflower.active = false; gController.ShowQuestion10Time(0); }

if (other.transform.name == garlic.transform.name) { gController.CorrectAnswer(); tree.active
= true; garlic.active = false; gController.ShowQuestion10Time(0); }

}

else if (gameObject.transform.name == "TriggerThamnos")

{
if (other.transform.name == Sunflower.transform.name) { qController. WrongAnswer(); }
if (other.transform.name == tree.transform.name) { qController. WrongAnswer(); }

if (other.transform.name == garlic.transform.name) { gController.WrongAnswer(); }

if  (other.transform.name == bush.transform.name) { gController.CorrectAnswer();
garlic.active = true; bush.active = false; gController.ShowQuestion10Time(0); }

¥

¥

public void ResetTreePositions()

{
Sunflower.transform.position = startingPosition;
bush.transform.position = startingPosition;
garlic.transform.position = startingPosition;

tree.transform.position = startingPosition;
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[IAPAPTHMA B - DisableButtonOnAnimation.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Playables;

public class DisableButtonsOnAnimation : MonoBehaviour
{
[SerializeField] AudioSource audioSourceWolf;
[SerializeField] AudioSource audioSourceBear;
[SerializeField] AudioSource audioSourceEagle;

[SerializeField] AudioSource audioSourceFrog;

[SerializeField] GameObject[] ButtonsWolf;
[SerializeField] GameObject[] ButtonsBear;
[SerializeField] GameObject[] ButtonsEagle;
[SerializeField] GameObject[] ButtonsFrog;

public void disableButtonsWolf() { foreach (GameObject button in ButtonsWolf) { button.active =
false; } }

public void enableButtonsWolfTime(float time) { Invoke("enableButtonsWolf", time); }
void enableButtonsWolf() { foreach (GameObject button in ButtonsWolf) { button.active = true; } }

public void disableButtonsBear() { foreach (GameObject button in ButtonsBear) { button.active =
false; } }

public void enableButtonsBearTime(float time) { Invoke("enableButtonsBear", time); }

void enableButtonsBear(){ foreach (GameObject button in ButtonsBear) { button.active = true; } }

public void disableButtonsEagle() { foreach (GameObiject button in ButtonsEagle) { button.active =
false; } }

public void enableButtonsEagleTime(float time) { Invoke("enableButtonsEagle", time); }
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void enableButtonsEagle() { foreach (GameObject button in ButtonsEagle) { button.active = true; }
}

public void disableButtonsFrog() { foreach (GameObject button in ButtonsFrog) { button.active =
false; } }

public void enableButtonsFrogTime(float time) { Invoke("enableButtonsFrog", time); }

void enableButtonsFrog() { foreach (GameObject button in ButtonsFrog) { button.active = true; } }
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[IAPAPTHMA C ChecklIfParked.cs

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

using UnityEngine;

public class ChecklfParked : MonoBehaviour
{
[SerializeField] GameObject movingCar;
[SerializeField] GameObject fakeCar;
[SerializeField] GameObject question6;
[SerializeField] GameObject RedTipSquare;
[SerializeField] AudioClip CorrectSound;

private void OnTriggerEnter(Collider other)

{
movingCar.SetActive(false);
fakeCar.SetActive(true);
gameObject.active = false;
Invoke("enableQuestion6™, 1);
AudioSource.PlayClipAtPoint(CorrectSound, fakeCar.transform.position);

}

void enableQuestion6()

{
question6.active = true;

}

private void Update()

{
if ('RedTipSquare.active) RedTipSquare.active = true;
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