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Hepiinym

Ov eferilelg omv teyvoloyio mhviote vmnp&av évag KoBOPIoTIKOC TOPAyovVTag 7oL
ONUOTOO0TOVCE ONUAVTIKEG OAAOYEG otnv mopela ™S avOpomdTNTOS HE TOAAOTALG
emdpdoelg oe pio oepd Topémv g (N TV avlpdrov OTmg 1 vyeia 1 yuxaymyio K.4.
[owitepo KO ONUOVTIIKO KOUUATL OOTNG TNG TEYVOAOYIKNG OVATTLENG €lvol 1 €KOVIKN
TpaypatikdTNTa. AQOV, 1M E€IKOVIKN TpoypoTikétto ivon pio amd Tic mo okpdlovoeg
TEYVOLOYiES Kot Wlaitepa oTOV TOUEN TNG YouXAYOYING, £TCL Kol EUEIC EUMVEVCTNKAUE TN
onuovpylo €vOg TOLVISOD  YPOPIK®OV TPIOV OCTACEDY EIKOVIKNG  TPOYLUTIKOTNTOG
Baciopévo otic Tpotomoplakés texvoroyieg Oculus Rift kot Leap Motion, kabmg miotevovpe
OTL omotelel emTOyN TOV KOUP®OV HOG M EVOCYOANOM Kol avAmtuén T€Toov  €100VG

EQUPLOYDV.

H gpappoyn avikel otnyv Kotnyopio dpdong tpdtov mpocmmov (First Person Shooter)
Kot dnuovpynnke kdvovtag ypnon g unyavhg ypaoeikov Unity3D méveo oty omoia
Baciotre OAn M UNYAVIKN TOL TOLVIOOD, OO Tr GUVOEST] TMV TEXVOAOYUDV, TOVG VOLOVG
MG QUOIKNG, TN oOVOEoN TOV YPOEIK®OV KOl NYOV UEXPL TNV KATOGKELT] HOVIEAMV-
YOPOKTNPOV Kol TNG CLUTEPLPOPAS TOVG GTOV YNElokd Koco. H YAdGsa mpoypoaticpon
nov ypnoomombnke eivan n C#, n omoia anotelel yAdooa cevapiov (scripting language)
Kot gfvor KatdAAnAn v epappoyéc mov oyetifovran pe ypaeikd, apov ektehel ta didpopa
KOpUATtio KOdtka cOpemva pe tov puud tov frames.

Méoca e autiv Vv €pappoyn, o ypnotng Ppicketar ce 6pBa BEom @opdvtag To
Oculus Rift oto Ke@dM kot avtilapPdvetatl To €KOVIKO TEPPAALOV HECH TOV dVO PUK®DV
nov PBpickovtar otn cvokevn. Eumepiéyet cuompa aviyvevong tonobesiog kabopilovtag v
akpn Béon tov ypNoTn 6T0 EIKOVIKO TEPPAAAOV KOl HEG® TOL YLPOOKOTIOL (GUCTNUA
EVOOUATOUEVO GTN] GUOKELY]), AVIXVEDETOL 1) OTOLAONTOTE TEPICTPOPIKN KiVNOT NG KEQAANG
OMOTLUTOVOVTAG TNV OTOV Ynoewokd kocpo. Emumhiéov, ypnowyomoteiton m cvokevn Leap
Motion, Aoyw ovaykoudtTag Tng akpiPfic  aviyvevong yePLdV Kol  SOKTOA®V OV
EMTLYYAVETOL LECO oUGONTHP®V Kol KAUEPAS TNG GLOKELNG. AVTO £XEL GOV ATOTEAEGU, 1|
TPAYUOTIKY Kiviion Tov xeplod kot tv dakTOA®MV va oviikatontpiletal pe okpifew oto
ewovikd mepifarlov. A&iler va avapepBel €dd OtL dg yivetow ypnom TOV KAUCGIKOV
GLGKELMV 16000V Kol €£000V, OTWS TOVTIKL, TANKTPOAIY10, NXElQ Kot 00OV,

H dpdon dwdpapatiletoar oe €va moAOTAOKO, 0pBOY®VIO, YEMUETPIKO TEPEV LE
TAOVGLA YEOUOPPOAOYi £06POVS, TOIKIAOLOPPO. TOTTIOL Kot S1APOPES VPES, TOTODETNUEVES e
KOAMTEYVIKO TPOTO TAV® GE avTO, Yo TN dnpovpyic evoc peaoTikoD, €uYAPIGTOL Kol
EAKLOTIKOD TTPOG TO YPNOTN ToLXVIOOL EIKOVIKNG Tpaypatikotntas. [Tio cvykekpipéva, o
ypotg eupubifetor 610 ewcovikd mePPAAAOV, KOAOVDUEVOG VO OEKTEPULDCEL Uil GEPA
TEGOAP®V OMOCTOADV HEcO OTIS omoieg mopepParlovion €xBpol mov mopepmodilovv v
oAoxkANpwon toug. Ot gxBpol eivar yopaKTPEG-LOVTELD TPOYPOUUATIGUEVOL [LE OLOPOPETIKY
ovumePLPopd avaroyo to €idog Tovc. Eivarl epmlovtiouévol pe kivovpeva oyédio, (animation)
®ote M kiviion Tovg vo glval PEOMOTIKY] Kol AEITOLPYOVV ®G OVTOVOUOL TPAKTOPEG,



Bacwopévol otig apyég g teXvNTNG vonpoovvns. Emiong, oyxedidotnke éva edypnoto User
Interface, divovtag t dvuvotdTNTO 6TO XPNOTH VO, ETAEYEL LOVOG TOV TO pEVoD mov BELEL va
EVEPYOTIOMGEL KGOE POPA pE TN XPHON TV SOKTOA®Y TOV Hécw Tov Leap Motion.

Téhog, Waitepn Epeacn 600NKeE GTNV KOAMTEXVIKY] TAELPE TNG EPUPLOYNG EMALEYOVTOG LE
evatoOncio o dpopa povtéda, veéc, Nyovs kKA. H epappoyn aforoyndnke péow tov
gpotuatoroyiov Simulator Sickness Questionaire, omd ypnoteg kot TV 600 EOA®V,
dpopeTikng Nlkiag, kabmg Oéhape va edéyEovpe ov 1 oxediaon TG €QOPUOYNS e
yvouova v amo@uyn tov simulation sickness ntov emitoynge.

Olo 100 mapoambve €xovv otdyo TV e€epediviion TG OEVPLUEVNG  EIKOVIKNG
TPOYUATIKOTNTOG KOt Tn dnuovpyio epapupoyng omov 0o eEacealiletar n emruymuévn
SOPOCTIKOTNTO LETAED YPNOTN KOl YNOLaKOD KOGLLOV.
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Kepdloo 1° Eicaywyn
1.1 Ewcayoyn

H ewovikn mpoyuatikotnto (virtual reality), n mpocopoioon omiadn &vog
nepPaArovioc amd €vav vmoAoyloth, e€Eedioceton o pon omd TG Pacikég TAGES NG
TOYKOGLLOG OYyOpds TOV YNOK®OV TEYVOAOYIOV KaOMG TPoidvta Kol €QUPUOYEG £XOVV
apyioel va avéavovior Kot vo o1atifevtol Tpog KatavaAmorn oty ayopd Kot HAAIoTO LE
eviummaotlakovg puBpovg. Kabog n VR éxel ypnoelg oe mold peyddo €0pog g avlpomvng
dpacTNPOTNTAG (Yuyoymyia, TEXVN, EKTAIOELOT|, WITPIKT), GTPATO, OLACTNLO) OVOUEVETOL OTL
Ba eépel TV emavaotaon kot Oa aAAdEel pilikd Pactkovg Topelg g (ong pog. Avtd ftav
eEdAlov vtdoyeon TG TEYVOLOYiaG amd TG apyEg TG dekaeTiog Tov mevivta, Oa apyicel o
vo yivetal mePIGGOTEPO AVTIANTTO OTOV 1 EIKOVIKN Tpaypatikdtnta B yivel mpooity| og
OAOVG. Avatpemtikdg Topdyovtag uExpt TP Yo THY amdOKInon evog «dvvatovy Virtual
Reality Head Set kot evog avtictoyov 16xvpod vIoAoYIoTH 0td T0 VPV AYOPAUCTIKO KOO,
etvat Ta owovopkd peyé0n mov amortodvron Yo v ayopd tovc. 'Hon dpwmg kot to eumoddo
avtd €yel apyioel va eOivel KoBmG peydieg eTaupieg TOL YHPOL NG TANPOPOPIKNG ETEVIVOVY
VIEPOYKO XPNUATIKE TOGH OTNV TEYVOAOYiQ TNG €WOVIKNG mpaypatikomras. ‘Evag oand
OVTOVG TOVG EMEVOLTEG €lval KOU O 1OPVLTNG-WOOKTNTNG TG  TOGLYVOOTNG 1GTOGEAMONG
KowoVvikng diktowong FaceBook Mark Zuckerberg o onoiog pdAicta tov Maptiov tov 2014
ayopace v etopio Oculus évovit Tov vVaéPoykov OGOV TV VO SIGEKOTOUUVPIDY
dorapiwv.

Agv mpokalel emopévmg EKTANEN 10 Yeyovog OTL ko 1 Bropnyavia Pvteomatyvioidv
etvat évog amd Toug HeyaADTEPOLG VITOGTNPLYTESG TOL YMPOL avtoL . 'Etot, e tayeic pubuotg
emavanpocdlopilet kot dnuovpyel texvikég mov Ba Exovv epapuoyn oe Video games to omoio
tpé€xovv oe ovokevés VR aflomoudvtog v ekpnKTIKY] EMEKTACT TMOV OLVUTOTHTOV NG
YNOUKNG TEYVOLOYING KOl TMV NAEKTPOVIKMV VTOAOYIGTMV.

1.2 Avticeipevo g Itoyrokng Epyaciog

2T HEPEG HOG OAO KO TEPIGCOTEPO YPNOULOTOLEITAL 1] TEXVOAOYID TNG EKOVIKNG
TPOYUATIKOTNTOG KOl € TOAAES TTTLYEG TG Mg poc. Me tn ypnon g, €xet yivel epiktd va
TANGLAGOVUE LEPT] TOV OEV UTOPOVGAUE OLOPOPETIKA, VO TPOGPEPOLVLE YVAOOT GE avOpDTOVG
pe KNtk poPAnpato, vo KAVOLUE o SloKESAGTIKN TNV EKTAIOELON Yol TOL TodLdL Ko
oyt uévo, aArd kot vo dtackeddcovpe. OGo TePIGGOTEPO YPNOGLOTTOLEITAL 1) TEYVOLOYIL TNG
EWKOVIKNG TPAYHOTIKOTNTOS o€ Topelg g (Mg pog, tOco Bo avakaAdTTovTol Kot VEES
TEYVIKES, O PBEATIOUEVEG OO TIG TPONYOVUEVES UE OKOTO TNV KOADTEPN OMEKOVICT Kol
aAAnAemidopaon.

H mopodca mruylokn oacyoieitar pe tnv €Egpedvion NG OELPLUEVNG EIKOVIKTNG
TPOYLOTIKOTNTAG GTO gaming onpovpyovtag €vo emavacTatikd Prvreomatyvidt dpaong
TPAOTOV TPOCMITOL, KOTAE TO OO0 0 Y¥PNOTNG XPNOYLOTOLEL KOVOTOUES TEXVOAOYIEG EIKOVIKNG
npaypotikodTTag, ortmg to Oculus Rift kot to Leap Motion.

To mayvidl oyeddotnke pe ypapikd 3 swooctdoewv (3D) yo va yivel mo peaMoTtikd
Kot evTumootlokd oto ypnotn. Ta 3D elvar ypapkd mov otnpiloviar cuyvé 610 KOPTEGLOVO
ocvomnua (X,Y,Z), omofnkevpévo Gt UVAUN TOV VTOAOYIOTN] WE OKOMO TNV €KTEAECM
VTOAOYICUAV KOl TNV 0mddoon ewkovav 2 dactdcewv. H onpiovpyio tovg ywpileton og 3
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eaoels: v tprodidotatn povreronoinon (3D Modeling), ta kivovpeva oyédia (Animation),
Kot TNV anddoon diedidotong ewkovag (3D Rendering).

Avtd o ypagikd 3 daotdoemv cuvtédnkav Kot amododnkav pécm g Unity 3D. H
Unity 3D omotelel pio amd T1c KOTOAANAOTEPES EMAOYEG TOV TPOYPUUUOTIOTOV AOY®
ovpuPatdTAC TG He UEYOAN YKAUO TAATQOPUOV Kol TpocapuoctikdTntag ota. hardware
TOV VIOAOYIOTAOV ATOOIO0OVTOS YPAPIKA LYNANG Tol0TNTAG. ABETEL 1OYVPEC UNYOVES
QLOKNG Kot omotehel Edevbepo Aoyiopko. Tlpokeévou dpmg, va emektadodv ot Aeitovpyieg
VTG NG TAOTEOPUOC YiveTar KT KOpOV ypnon twv Aeyouevev Scripts. To scripts sivan
TNyoiog KOJKAG, 0 0molog HeTAPPAlETOL AT KATOLO TPOYPOLLLO KOl TPEYEL OE TPOYHOTIKO
YPOVO. XTN  OGUYKEKPIUEVN  EQOPUOYN, T  SCripts amoddbnkav oe C#, yidooa
TPOYPOULOTIGUOD GTNV 07010 01 KMOIKEG eKTELOVVTOL € KAOE Kovovpyto frame.

[Tépav dpmc TV TeRVIKOV oTolKEl®V, 0 ¥PNOTNE TPoKEWEVOL va gupubiotel otov
EIKOVIKO KOGHO KOl vo emttevyfel mol0TIK) S1a0pacTIKOTNTA, XPNOUOTOLEL TIG GVOKEVES
Oculus Rift kou Leap Motion.

To Oculus Rift gival cvokev) EKOVIKNG TPOYUATIKOTNTOG TOL TOTobETEITAL GTO
KEPAAL Kot LEGM TV QOKOV Kot 0fovmdv mov vrdpyovv, o xpnots eupubifetoar oto gikovikd
nepidrdov. Méoa o avtd to mepPAriov, vdpyel pio Kauepa Tov cvvdéetal pe to Oculus
Rift. H mAnpogopia. Tov omtikod mediov NG KAUEPAS LETAPEPETOL TNV KAOE 000vN TOL
Oculus Rift vd drapopetiky yovia divovtag oto ypriot ™V aictnon mopovciog Tov 6Tov
YNoeloko Kocpo. ‘Eva amd ta onuavtikdtepa yopaktpioTikd tng ocvokevng givor to Head
Tracking, cOoTUo TOL AMOTEAEITOL OO EMITOYVVGIOUETPO, UOYVITOUETPO KOl YUPOOKOTLO.
Méow tov YupooKOoTiov, AVIYVEDETUL OTOLOONTOTE TEPIGTPOPIKT KIvNnon TG KEPUANG GTOV
TPOYUATIKO KOCUO Kot auTthy M mAnpogopio. petafiBaletor oty KAUEPO TOL EKOVIKOD
KOGLOV LE OTOTEAEGLOL VOL TEPLOTPEPETAL KOL OVTN.

IMa v ektédeon g ePapUOYNS, TEPO OO TV AVIXVELGN OTOLACONTOTE KIVNoNg TNG
KEPAANG, €lval amoapaitnTn Kot 1 aviyvevon tng Kiviong Tov Xepidv Kot TV daXTOAMY TOV
xPNo. Avtd emitvyydvetar pécw g cvokevng Leap Motion. H cuykekpipévn amoteleitan
a6 dvo Kapepes kKot tpia LED, mov mapdyovv vaépuBpo pwg kot cuvBétovv Eva onsOntpa
OV KOTAYPAPEL TIC KIVAGEIS T®V YePLOV TOL Ypnotn o€ apkerd frames/second. H
aKOTEPYAOT €OV TOV cLVTiBETOL O TOV aucOnTpa, avTAgitanl amd TOV VTOAOYIOTN Kot
170 Aoylopkd tov Leap Motion kot pe mponyuévovg pabnpotikodg odyopibuovg v
emeepydletat. 'Etot, ot ewodveg avaivovtal yo va dnpovpyncovv pia 3D avorapdotoon
TOV Tt BAETEL | GLOKELT KO GTI GLVEYELD VO atod00el 6TOV YNnerokd KOGHO.

Olo Tt mapomdve Aowmdv GLVETEAECHV GTN ONUIOVPYIR TOL TOLYVISD OV
ovopaletar Eternal Conflict. O ypriotng Bpioketatl otn BEon tov pdyov Aidunghast kot apod
TPMOTO TEPAGEL TIG OOKLLAGIEG TMV TEGGAPWOV OMOGTOADV, EYEL OC TEAIKO GTOXO TNV £EOVTOON
Tov daipovo Baphomet, o omoiog mpoomabei vo eEovoidoel OAN v avOporndmra. o v
emitevén TV oTOY®V, 0 ¥PNoTNG Ba TPEMEL va. eKTELEL GLYKEKPLUEVES KIVI|GELG TOV OPIGTEPOV
YEPLOV KO TEPLOTPOPIKES TNG KEPOANG.

Ot 4 amoctoAég TG omoieg KOAEITOL VO SIEKTEPULDGEL O XPNOTNG, OLPEPOVY LETOED
TOVG MG TTPOS TOV TPOTO OAOKANpwonS tovs. Kabe amootodn dtabétel kot Evav dS1opopeTikd
ex0po. Ta 4 €idn grbpdv eivor: o) n apkovda, f) 0 AVKOG, ¥) 0 GKEAETOC KOl O) O TEAIKOG
apynyoc daipovag. Orot ot gxfpol amoteAohv aVTOVOUOVE TPAKTOPES, ONAOON 1) CLUTEPIPOPE
TOUG €Yl OpopPmBel cOUPWVA e TIG PACIKES apyES TG TEXVNTNS vonuoovving. [ v
dnuovpyia TG TEXYNTAC VONUOGHVIG, EKUETAALELTIKAUE TIG dvvatoTnTeg Tng Unity 3D ko
TO GLYKEKPUEVA TN Agrtovpyio €DPECNG TOL KAAVTEPOL LOVOTOTION. ANAadY], 1 CLTOUATY
EMAOYN TNG O GHVTOUTG O10OPOUNG TOL £val avTiKeipevo Bo akoAovOn el Yo va hel e Eva
ovykekpipévo otoyo. Kdbe exBpdc ektodg amd 1dwaitepn copmeprpopd €xel kot OKA TOL
KwvoOpeva oxédln, MOTE Vo avTIAauPAaveTal o ¥poTng TNV GLOIKY| kiviion tov kdbe exHpov,
Omwg TpEEYL0, TEPTATNLLO, EMIOECT) KAT.
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H epappoyn €xet mpoypoppotioTel OGTE O YNEOKOS YOPOKTNPAS TOL EKOVIKOU
TePPAAAOVTOC VO EKTEAEL KATOEG EVEPYEIEG AVAAOYO LE TIC YEPOVOUIEC TOL YPNOTN, TOV
&yovv  kmdwomombel péow  scripts. Tig  yewpovopieg mov  dnpovpynoape Kot
TPOYPAPUATICOUE Yoo TNV €EEMEN TOL Toy VoL TeptEyovion o€ 8 gvBVYPAUES KIVIOELS,
KaOdG Kot GALES 01 omoieg avaPEPOVTOL GTO AVTIGTOLO KEPAANLO Kot o€ 3 emBECELS, e TNV
TPAGIVY] UTAAQ, TNV UTGAQ TG QOTIAS Ko TOV TThyov. ['a mapdoetypa, yio va eKTeAecTel pia
enifeon Oo mpémetl 1 TOAGUN VO ATOKTAGEL TNV KATOAANAN oTiypaio TaydTnTa, £T61 OCTE Vo
000¢i evtoAn va ompiovpyndel n avtiotoyn poywkn purdio. H minpoeopio tng taydrTag ™C
ToAGuUNG avtieitol péow eviolmv tov Leap Motion.

OLo 10 Toyvidl ektvMooceTol o £va KOO TEpEV, 0pHoydVIOL GYNUATOC (e TAOVGLN
Ye®UOpPOoAOYia. Méca o€ aVTO TO TEPEV VTLAPYOVY TAVTOYPOVA TEVTE VONTEG TEPLOYEG. AVTEG
etvat: 1) 1o yop1o, 2) 10 6660¢ apKovd®V, 3) T0 0460¢ MKWV, 4) TO KOWUNTNPLo Kot 5) M
neployn Tov Popov. o mm pealiopud Tov TEPEV Ko KAOE TEPLOYNG TOV, YPTCLOTOMCOUE
HEYAAN TOIKIAM VP®V, 01 OTTolEC EMAEYOM KAV LE PEYAAN evalcOnacia.

Axopo, onuUavIKO KOUPATL TNG €POPUOYNG €lvol To MYNTIKA €QE, TO. OmOoio e TN
oelPpd TOVG AMOTELOVV OVOTOGTACTO KOUUATL TNG eUPUOoNG TOL ¥PNOTN OTO EKOVIKO
nepiBdAdov. Avtd mpayuatomotovvtor amd tn Unity mapdyoviog Nyovg amd nyntikés mnyég
(audio sources), tomoBetnuévec mve ot avtikeipeva kot gvromifoviot omd évay  MNYNTIKO
axpoatn (audio listener). Ymdpyovv 600 d®v mymrikég mnyés, n pio kabopilel v évraon
TOV NYOL pe PAoT TNV AmTOCTAGT TNG AO TOV NYNTIKO 0KPoaTn Kot 1) GAAN givar aveEdptntn
ne otabepn €vtaon Kot yiveTol avTiANTT) ond ToV NYNTIKO 0KPOOTH GE OTOL0ONTOTE GNUELD
NG OKNVNG Kt av Bpioketal avToc.

Téhog, mpokeévou o ypnotng va tepmyndet pe eveléio 6TV epaproyn cyedtdcape
éva edypnoto User Interface. Méow avtov, o ypnotg uropei va EeKvioel To oy viol, vo
TPOYWPNOEL GE OTMOLONTOTE ATOGTOAN €MV UEL, VO KAVEL ETAVEKKIVIOT TG OMTOGTOANG TTOV
Bploketal, vo emotpéyel onv apyiky] 006vn aAld kot va KAegioel v gpappoyn. o va
ektedeotel pio amo T mopamdve evEPYELES, Ba mpémel 0 xpNoTNG Ke To dOeikTn ToL 6eE10D TOV
YEPLOV VO, TEGEL TO AVTIGTOTYO KOVUML GTO EKAGTOTE LEVOD.

Méca amd avty TV €QapUOYT] AOUTOV, KOTUPEPUUE VO GLVOVAGOLUE OPLOVIKAL,
QULGIKG TOTIO LE HOYIKOL EQE KO TPONYUEVN TEXVOAOYia Yia ToV BEATIoTO TpOTO UPOBioNg
Kot OAANAETIOPOIOTG TOL YPNOT LE TO EIKOVIKO TEPPAALOV.

1.3 Aoun ¢ Epyociog

KAetvovtog pe 10 mpdT0 KEPAAMIO TO OO0 NTOV E1GAYMOYIKO, YIVETOL O GUVOTTIKN
avaPOpPE TV VITOALOIT®V €51 TOV AKOAOVOOVV.

210 KEPAAOLO 2, TANV TNG IGTOPIKNG OVOOPOUNG TTOV AVOPEPETOL EKTEVAGS, OVOPEPOVTOL
Kol ol Katnyopieg Prvteomaryvidudv, YIVETOL OVOALTIKY] TEPLYPOUPN TNG  EKOVIKNG
TPAYUATIKOTNTOC MG Kot TV VITOKAGd®V avthg. Eniong, avaivetat n évvola tov Head Mount

Display, thg unyovig motyvididv Kot Tng TEXVNTNG VONLOGOVIG.

210 KeEPAAOLO 3 O1EIGOVOVUE GTIG EVVOIES TMV YPAPIKDOV VITOAOYICTAOV KOl EWOIKOTEPO, GTA
TPIGOACTOTA YPOPIKE. AVOAVETOL 1 TPGOAGTOTN HOVTEAOTOINON Kot To. PriHoTo 7Tov
amoutoHVTOL Yo, TNV amdO00T €VOG EIKOVIKOV HovTEAoL otnv 000vn. Emiong, meptypdopoviat
0l TEGGEPLS TEPIGGOTEPO OLOOEDOUEVES UNYAVES TALYVIOLDV Kot 0 AOY0G Tov emA&yOnke 1
mAateopuo Unity3D yio th dnuiovpyio TG GUYKEKPLUEVIG EPAPUOYNS.
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Y10 kepaAato 4 avapépovtar ot Bactkég Evvoleg e Unity3D. Axodpo, meptypapovTol Kot
avaADOVTOL 01 TPOTOL KOt 01 TEYVIKEG pMTIGHOV. [Teptypdoeton N dwadikacio pe tnv omoia N
EMPAVELD. EVOC HOVTEAOV OmOKTO oynua, ypoua kot eotewvotnra (Textures, Shaders,
Materials). I'ivetol ava@opd oTig unyavig PLOIKNG Kol GTOV TPOTO UE TOV 0010 omodidovtal
01 VOLLOL TNG PLGIKNG OTNV EPAPLOYT OGS Kot avAALGT YivEToL GTO KIvoOUEVa GYED10, GTNV
TEYVIKY EDPECTG TOV KAADTEPOL LOVOTATION, GTNV TEYVNTH VONUooLvy, o6to Scripting, otnv
NYNTIKY €XEVOLON Kot 6TV €vvola TG Kapepag Héca amd TV omoio 0 ¥pNnotng PAETEL Tov
ynoakod koopo. Eniong, yiveton avaAivtikn meprypaer; tov Leap Motion kat tov Oculus Rift
Kot Otveton 1dwitepn EUEOOT OTIS OPVNTIKEG EMMTOCELS TNG EKOVIKNAG TPAYLOTIKOTNTOG
(simulation sickness). Télog, Teptypd@ovtal ot SIETAPES XPHOTH KOL TO EIKOVIKO TEPIPAALOV

EQAPUOYNG.

2V apyn ToL KEPaANiov 5 yivetal GOVIOUN TEPLYPOPN TOV TOLYVISOD, TOV GEVOPION Kot
™G TAOKNG avTov. X1 cLvE)ELN TopovotaleTol To terrain wvem oto omoio ektvAicoetal OAN
N dpdion Kab®OG kol OAa exeiva Ta oToLElor TOV TO GVVOETOLY. AVOADETOL O YEPIGHOG TOV
TOLVIOOL KOl Ol KIVIGELS TOL YPNOTH TOL OAANAETOPOVV LE TO €KOVIKO TEPPAALOV.
Axopa, meprypdoovior ot gxfpol kot n cvoumeppopd tovg M omoin PacileTon AV GTNV
teyvnTy vonuoovvn. Téhog, mapovcsialovtar o pevod Kol Ot MOl TOL GTOYO E£YOLV TN
ovvheon evog EIKOVIKOD PEAAMGTIKOD TEPPAAAOVTOG.

To xkepdraro 6 ival | TPOYPAUUATICTIKY] KOl TEXVOAOYIKT amdO0GN Tov KePaiaiov 5. e
oVTO AVATTOGGOVTOL Ol KIVIGELS TOV YPNOTN GE TPOYPUUUATIOTIKY BAoT Kabdg Kot o1 TpOTOL
ONUovVpYlag OTOLELMIOVS TEYVNTNG VONUOGUVNG COUPOVO UE TIG TPOYPUUUOTIOTIKES
TEXVIKEC. AKOUO, AVAAVETOL 1] SLOEIPIOT OPIGUEVMV EVEPYEIDV OTapOiTnTN Yo TN cLVOeEoN
TOV ToVIOOL PES® SCript kot 0 TPOMOG INUIOVPYING TOV HEVOD, VTOUEVOD KOl SIETAPDV
xpnot.

To ke@dAN10 7 aVOPEPETOL GTNV OVAALGT TOV ATOTEAEGUATMV TOV EPOTNHOTOAOYIOV TOV
000nke og dekamévie €0eAOVTEG Kot 6TV duvaTh HEALOVTIKY] EMEKTOCT TNG OUTAMUOTIKNG
epyaoiag. [vetar pio odvioun avagopd GTo YOPAKTNPIOTIKG TOL ToryvidoD, ota OeTikd
EMTEVYUATO KO TIG OPVNTIKEG EMIATAOCELS, 0TS duvatdtnteg PBedtioong, avaPdduiong ko

EMEKTOONG TNG EPAPLOYNC.

To kepdiaro 8 givar o emihoyog TOL KEWEVOL NG TTVYLOKNG EPYOGIOG.
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Kepdhato 2° Oempnrtikn Baon

10 KEQPAANO aVTO YiveTol 16TOPIKY avadpoun Tov Pvreomayvidiwdv (Video games)
KOl OVOTTTUGGOVTOL 1 Katnyopia dpdong méve oty o6motla Poaciletal Kot 1 GLYKEKPIUEV
epapuoyn. Emiong, mapovosidlovior ot TAaT@OpuEeS Kol Ta €101 TOLG ONANOT, TO NAEKTPOVIKA
CLGTNLOTO EKTELECTG TV TALYVIOIDV QVTAOV.

2.1 Iotopikn| avadpoun

Mo mv 1ot0pk) avadpoun tov Pivteomayviolwv Oa mpémel va avatpééovpe ot
dekaetio tov ‘50 tO6TE TOL AKAONUATKOT ETGTHUOVES VTOAOYIOTOV TPOcEYYILovy TIC PaoiKEg
apyég Kol To Prpato ekeiva mov ot cvvéxeln o TOVg 00NYOVCAY GTO GYESIICUO KOl TNV
vAomoinon TV TpdTmV Video games alid Kol ToV TPOT®V TPOCOUOIDCEDV.

Me tov 6po Pivteomaryvidl evvoeitol 0mol0dNTOTE Ty Vidl TOL TPOYUATOTOEITOL e
N XPNON KOATOWG MAEKTPOVIKNG OLOKELNG. AVTH| UTOpel va givar €vag MAEKTPOVIKOG
VIOAOYIOTNG, L0 KOVGOAX PrvTeomaryvidumy, £va KivnTd TNAEQMVO Kot GAAA.

To video games dpyioov va yivoviol yvootd Tig dekoetiec tov <70 kat tov ‘80 pe v
KUKAOQOpio Kupimg tov arcade, moiyvidl mov 610600nKe TayIoTo Kot EYve ayomntd 6To gupv
Kowo. 'Hom pe 1o 1éhoc g Oekaetiag tov ‘80 ta games eiyov yivel oTlg MEPLGGOTEPO
Bropunyovikd ovamtueooueveS YOPEG Vg ONUOEIANG TPOTOG SAGKEIAOTG KOl KOUUATL TNG
ovyypovns Lomg kot Kovitovpoc. Katd ) odpkewn g dekaetioag tov ‘70 gppaviotnke
EMIONG KL 1 TPAOTN YEVIA amd KOVOOAEG OTITIOV [E Kupiapyo to Pong kot Toug d1dpopovg
KAMVOLG TOV.

H ypvon emoyn tov arcade Bswpeiton n mepiodog amd to 1978 g 10 1982 161 MOV
UNYOVEG YPOPIKAOV LE KEPUOTOOEKTEG TOTMOOETOVVTIOL OTA UEYOAN EUTOPIKE KEVIPW, EVO
OIKl0KEG KOVeOreg Ommg to Atari kot to Intellivision péom g npocmmikig thiedpacng
yopilovv v gumepio kot ™ yopd Tov Torvidod oto ypnotn. EmmAéov katd ™ dudpkela
™m¢ dekaetiog Tov ‘80 mapovcidotnkay To. gaming computer kot o, TPOLUN SLOSIKTLOKA
oy VIOl G Kol 01 TPATEG KOVGOAEG XEPOS Y10 VO PLOCEL OO GTN CLVEXELX O KAAOOG TNV
veeon Loym tov video games crash.

Ao 10 €10¢ 1976 £w¢ ko 10 1982 gppaviletar 1 0evTEPN YEVIA KOVOOAEG OTMLTIOV,
ot ovvéyewr oo to 1983 éwg to 1995 n tpitn pe 8 bit unit eved n téraptn pe 16 bit unit and
10 1987 éwg 10 1999. H dekaetia Tov ‘90 givon n emoyn g dvOnong oAAd Kot TG TOPOKUNG
tov Arcade. Xt ocvvéyela amd 10 1993 émg 10 2005 Bo KUKAOPOPNGEL 1] 51 YEVIE KOVGOAAG
ue 32 o 64 Bit unit yio va ) dadeytei n 6" yevid mov dpknoe and o 1998 éw¢ to 2013.
Kotd ™ dudpkeia g ypovikng avtig meptddov eppavifovtal o, games ota Kvitd ThAEPva.
eV TanTOHYPOVAE TO SAOIKTLOKS TTayvidl o€ avtd yvopilel peydin edmnimon. Ano to 2005
€mg 10 2012 Ba KUKAOPOPNGEL N 7N YEVIAL LE OVTITPOCOTEVTIKOTEPT Kovaora to Wi, otnv
omoia. 0 ypNoTNg yeWiletol To game pe TPayHaTIKEG KIVIGELS, evad 1 81 yevid 1o 2013 pe
onupoeréstepa to Wii U kot to 3DS g Nintendo, to X-box g Microsoft kot to Play
Station 4 g Sony. IMapdAinia oTig uépeg Hog Kat 01K T xpovid Tov 2017 KukAo@opoHV
omv ayopd minbdpo Head Mount Display mpoceépovtag v epmeipion G E€KOVIKNG
TPAYLOTIKOTNTOG GTOV KAOE xpnoTn.
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H cOyypovn eikovikr| Tpoyuatikdtnta elvan GppnKTo. GUVOEOEUEVT LUE TN TEXVOLOYICL.
Ta Bepédia yo T ypnom g T€0nKaV OHmG EKOTOVTAdES 1| Ko YIALAOEG ¥pdVia TPV, OTOV O
dvBpomoc dnuovpynce HEcw TS TéEXVNGS TN O1kN Tov TpaypatikdtnTa. Ta vedtepa xpovia Kot
ovykekpuévo 1o 1838 n épevva tov Charles Wheatstone kotédeiée O6tt 0 eyképarog Kabmg
eneepydleTat 000 SLPOPETIKES SIGOAGTATESG EIKOVEG OV TPOSAAUPAVEL Ao KAOE 0POUALO
umopel va mapaetl éva eviaio avtikeipevo tpidv dwootdocmv. 'Etol, apyikd n emitevén g
aicOnong tov Babovg £yve TPAYUATIKOTNTA A0 TV TOPATPNOT dV0 GUVEXOUEVOV EKOVMV
péca omd 10 otEPE0oKOMI0. O1 GYEINOTIKEG AVTEG OPYEG EYOVV EQPAPLOYN HEXPL KOl CTIUEPQL
Kot €101KOTEPQ 6TN dNpovpyia Tov dnuoeiiovg Google Carboard. To Google Cardboard ivat
éva yoptoOvL To omoio avadmAmveron Kot oynpatilel éva vrotvnmdeg VR Headset, 6to omoio
UTOPEL VO TPOGAPUOGTEL GTO KIVITO TOL YPNOT.

To étog 1929 o Edwin Albert Link dnpovpynoe to Link Trainer mboavotata tov
TPOTO NAEKTPOUNYOVOAOYIKO eEopolmTh TTHong evd apyotepa to 1950 o Morton Heilig to
Sensorama pia Osatpikn Koumivo pe ototyeio arcade mov Oa diéyeipe OAeG TIG 0oBNGEIC TOV
xpNoTN Kot Oyt pdvo ovtég TG axong kot s Opaons. ‘Etot, o ypnomg ot PoOAtTa tov pe ™
unyavn oto Mavydtav évouwbe tov 0€pa va Tov YTumd T0 TPOGOTO OAAL Kol pople to
apopato ¢ moAng. H endpevn matévio tov idov to 1960 ftav 1o Telesphere-Mask n
TpO™ amdnepa dnuovpyiog 006vne kepoing to Mount Display pe mapakolovOnon un
SOPACTIKOV PLAL, Y®PIG SLVATOTNTO EVIOTICUOL Kivnomg, Yeyovog mov emitevydnke to
1961 pe to Head sight mov d8160gte 006vn yoo kéOe 0@OAANO Kot pHayvnTIKO GOGTNUOL
EVTOMIGLOV KIivnong ouvoedepéva Pe KAEIGTO KOKAMLO KAUEPOC.

To 1968 o Sutherland pe ™ Pondeia tov padnty Tov Bob Sproull kotaokevalovv o
npoto Virtual Reality / Augmented Reality head mount display , to Sword of Damocles
(“Aapokielo Xmabi”’) ovvoedepévo HE LTOAOYIOTH Kol Ol HE KOUEPQ, HE UNYOVIKN
aviyvevong g Kivnong tov kepaAov. H ocvokevn Ntav oyk®ong kot dOGypnotn Kot
Kpepotay amd to tafdvi eved o maiyng Nrav otabepd mpoodepévog o avtv. EEdALoL Ta
YPOQIKA oL d1€0eTe yopoktpilovior wg mpmtdyova. To étog 1987 o Jaron Lanier emvonoe
Y10, TN GUYKEKPLUEVT] TTEPLOYT EPEVLVOC TOV OPO “€IKOVIKY TpaypatikdtTa 1y Virtual reality”
avanTOGGOVTOS TAVTOYPOVA L0 GEPA GLOKELAOV EIKOVIKNG TPayHoTKOTNTOS Owg To Data
Glove ka1 to Eye Phone (xopia oyéon pe to iPhone) mpoidvia mov KuKAOQOpoHY 6TV ayopd
v 1010 Ypovidl EVOVTL OU®G LEYIA®Y YPTLOTIKMV TOGHOV.

Amd 10 1991 éwg ko to 1995 onueidvovtal mpoonabeieg 6160eong 010 EUTOPLO
TPOIOVIMV EIKOVIKNG TPAYUATIKOTNTOS 0md d1dpopec etapieg énmwg n Nintendo kot n Sega
xopic Opwg va mopatnpeitor wWwitepn ayopactikny avtamokpion. [lap’ dho mov 1 ewoviky
TPAYLOTIKOTNTO OEV OMUEIDVEL UEYOAN emtvyio o emimedo TOANGE®V ovveyilel va
eEeMooetal TexvoAOYIKA Kot Vo QovTalel ¢ pio TOAAG VTOGYOUEVN TEXVOAOYIKY| €MITEVEN
07O TOAD KOVTIVO HEALOV, KATL TOV eMPEPAIOVEL KO 1] KIVIILATOYPOPIKY] EMLTLYIO TNG TOVIOG
“Matrix” towvia mov enéfole mg ETKPATOVGA TACT] TNV EIKOVIKY Tpoypotikotnta. TTAéov Tov
210 awdva, AOYy® ™G paydaiog €EEMENG TOV YPOPIKOV GE CLVOVAGCUO UE TIG €OYPNOTES
OLGKEVEG KOl TOL YOUNAOD KOGTOLG OveTal TO £VOLGHO TNG OMNUOVPYING EQAPUOYDV Kol
owbeong oty ayopd mpoidviowv mov Bo  avromokpivovior otov  Opo  “EIKOVIKN
TpaypoatikdTnTa” U
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2.2 Katnyopieg Bivteomayyvidiov

Ta Pivteomouyviowe dtakpivovior 6e OMOEKO KATNYOPieg ToyvVidudV OVOAIY®G TO
nepleyOuevo tovg. Ot katnyopieg avtég eivon mawyvidio opdong, Arcade Games, mdAng,
ayOVOV 001NyNonG, moryvioln pormv, CGTPOTNYIKNG, TPOCOUOIMONG, YEVIKNG Ol100KEINONC,
LOVCIKNG Kot puBpov, aenynons, wavotitov kot toyng kot afintiopov. IHopakdto Oa
avaAvOel o AETTOUEPMG M KATNYOPiO TOL TOLYVIO0D TOV KATUOKEVAGOUE, 1) omoia elval Eva
Ty vidl Spaong.

2.2.1 Apdong

Ta moyvidwa opdong (Ewova 1) givor £va €idog Prvteomaryvidiod mov divovv Eugaon
OTIG PUOIKEG TPOKANCELS CUUTEPIAAUPOVOUEVOD TOV GUVTOVIGHOV YEWPOG UATION KOl XPOVOL
avtidpaong. v ev Ady® katnyopia evtdocovtal kot To Prvteomatyviow BoA®V TpdTOL
npoodnov (first-person shooter | FPS). Eivol cepd Pvteomaryvidiov mov Paciletor o€
OTTIKT TPMTOL TPOGMTOV. L€ OVTA 0 TaiyTg PAETEL TOV KOGHO TOV TTayvidlo0 PECH Omd TaL
pdtio Tov Npwa. I'a va cvpfet avtd ypnoponoodvTorl UNyYaveS TPLoIAcCTUTNG OTEIKOVIONG,
MOTE VO TOPEYETOL 1) YELOAIGHNGN TOV TPAYUOTIKOD YDPOV OTMG OTIS EPAPUOYES EIKOVIKNG
TPOYUATIKOTNTOG. ZTNV Katnyopia avtdv Tov Brvteonayvididv Paciomnke kot 11 VAomoinon
NG TOPOVGOG TTVYLOKNG EPYOCTOC.

e

Blsodborne
\;‘

Ewcova 1: [owyviowe Apdone Apiotepa.: Bloodborne, Agéid: Doom (2016)

2.3 Ewovikn, Eravénuévn, Mt [paypatikéta kow Erovénuévn Ewovikdtnta
2.3.1 Ewovu Ipaypoatikdtna

[ToAAég kan motkideg epunveieg éxovv d00¢el TIg TeEAeVTAlES OEKOETIEG TPOKEUEVOL VOl
amodobel 660 10 duvaTOHV TOTOTEPA O OPOG EWKOVIKY TPAYUATIKOTNTO. O OpPOg «EKOVIKN
TPOYLOTIKOTNTOY YPNOHOTOmONKe Yoo TpdT Qopd amd tov Jaron Lanier to 1989, tov
TATEPOL TNG EKOVIKTG TPAYLLATIKOTNTAG TTOL £dmae Tov €ENG oplopd « Eva aAiniemdpaoctikd,
TPIoO100TATO TTEPIPAAALOY  QTIAYHEVO OO VTOAOYIGTH] GTO Omoio Umopel KAmMOlO¢ va
eupubiotet ». H ewcovikn mpoypotikdtnta ypnotponotel NAEKTPOVIKOVS VTOAOYIGTES Y10 VL
ONUOVPYNGEL KOl VO TPOGOUOIMGEL VITOPKTA Kol Un meptBdAlovta amd To omoio 0 xpNoTng
&xet  wevdaioOnon Ot mepifdiietor kot oto omoion pmopel va kivnbel elevBepa,
OAANAETIOPOVTOG nafdk?mka HE T avTIKEIpEVA oL TtepAappdvouy 0nwg Ba Ekave Kot GTov
TPAYLOTIKO KOGUO [l
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Mo va eivor emtoyng m euPovbion tov ypnot oto mePPIALOV NG EKOVIKNG
TPAYLOTIKOTNTOG €ivol onuaviikd vo omopovmbel o 1010¢ Ko ot acOnoelg tov omd v
VIOPKTH  TPAYHOTIKOTNTA  emKoAOTTOVTOC To. epebiopota tov aAnbvod «OGHOL e
avTIoTOYO. EIKOVIKA, QTIAYUEVO OO TO GUGTNUO TNG EKOVIKNG mpaypotikottas. Eival
TPOTOPYIKNG onNUaciog £vo GOGTNUO EIKOVIKNG TPOYUOTIKOTNTOS VO TOPEXEL KOT  opynV
OTEPEOGKOTIKN EIKOVO, KOl 6TEPEOCKOMIKO 1¥0. Edv T0 €1KoviKd mepifailov cuumeptpépetan
O®G KOl TO TPAYUATIKO TOTE 1| OAN gumepia mov B OmMOKTNOEL O ¥PNOTNG Umopel va glvar
AKP®G PEOAICTIKN 31,

[MapdAinio moAAG PipAio kol Touvieg EMGTNUOVIKAG Qovtaciog onuovpynoov
YOPOKTNPES «TOYOEVUEVOLG OTNV EIKOVIKY Tpaypoatikotntoy. H mpodt towio poalikng
amodoyns Tov XoAtyovvt tav to «Tpovy tov £Tovg 1982 Kot o1 o YVOoTéG e avopopd TV
ELIKOVIKT] TPOYUATIKOTNTO, OL Tovieg TV adepedv Wachowskis, Matrix. Téhog, dev mpénet vo.
ayvVOiGovUE OTL 1 GLVEYNG avamTuén ¢ TeYvoroyiog divel Tn duvatotnTa Yoo avapfaduion
™m¢ euPovbiong péocm g PeATiOONS TOV GLOKEVAOV GAAG Kol TNG OLVOTOTNTAG ATOKTNONG
TOVG AOY® YopunAod k6ctove. Hom €xovv KUKAOQOPNGEL GTNV 0yOpd TO EUTOPIKA LOVTEAQ LUE
mo dadedopéva kot dnpoeiin to Oculus Rift, to Card Board tg Google kot to Gear VR g
Samsung.

Eixova 2: Virtual Reality

2.3.2 ErovéEnuévn Tpayuotikdtnto

[Tpoxertan yio pa texvoAoyiot SPOPETIKN OO TNV EIKOVIKY| TPOYUATIKOTNTO OV KOl
£XEL OPIGUEVO KOWVE XAPOKTNPIGTIKA pe avutryv. Elval éva Tay€mg avanTtueGOUEVO EPELVNTIKO
nedio 6TO YMPO NG EKOVIKNG Tpaypatikotntas. Emavinuévn mpaypoatikdtmro eival n g
TPAYLOTIKO ¥pOvo dueon N Eupeon Béaom evog uoikol, TPayUaTIKoD TEPIBAALOVTOC, TOV
omoiov To GTOlYEIN EMOVEAVOVTOL OTO GTOLYEID OVOTTAPAYDUEVA OO GLGKEVEG VITOAOYIGTMV,
Omwg Myoc, Pivteo, ypapikd 1 dedopéva tonobesioc. O 6pog eonydn to 1992 and tov Top
Kaovvted. Tlapaderypa emavénpévng mpaypatikdtntag nrav n epappoyn tov HUDS ota
LoyMTIKO 0EPOCKAPT. AAAEG £QUPUOYES TNG EMAVENUEVIG TPAYLOTIKOTNTAS oYedalovTan
gite yu vroloylotég e kamolov gidovg Head Mount Display eite yio cuokevég yeipdc dmmg

ta Kivntd mAépmvo (Ewkova 3), taumiet | tpocomikode ynetakove fonbovg (PDAS) 405,
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Eiova 3: Exovénuévn npayuotixotyta (Pokemon 2016)

2.3.3 Mkt I[paypoaticotnto

Avaépetal Kot oG VEPLOKN TPAYHOTIKOTNTO EIVAL 1] GUYXDVELGT TPOYUATIKOV Kot
EWKOVIKOV KOGU®MV Y. TNV Topay®yr] VEOV TEPPOAAOVTIOV KOl OMTIKOTOUCEMV, OTOV
(QULOIKA KOl YNOLIKE OVTIKEILEVO, GUVLTTAPYOLV Kol OAANAETIOPOVV UETOED TOLG OF
npoypatikd ypdvo. H pukt mpaypatikdtnra cuvovdlet Kot cuyymvevel TOGO TNV emovuénuévn
TPOYUATIKOTNTO, 660 Kot TNV emavénpévn eikovikotnta, (Ewova 4) [e]

Eixova 4: Mkt mpoyuotikotnto

2.3.4 Eravénuévn Ewkovikotnrta

EnovEnuévn ewovikdOmnto €lvar 1 CLUYYOVELCT] OVTIKEWWEVOV TOVL TPOYLOTIKOV
KOGLOV Gg KOVIKG 1| ymolokd mepiBailovta. Avaeépetal ONAadn, G€ EIKOVIKOVG YMDPOLS
OmOV ATOMO. KOl (QUOIKG OVTIKEIUEVO EVOOUATMOVOVIOL OLVOUIKE EMLTLYYAVOVTAG TNV
OAANAETIOPOOT HE TOV EIKOVIKO KOCUO GE TPAYUATIKO ¥pOvo. Mmopovpe va movpe Ot 1
emovénuévn  EIKOVIKOTNTO  OmoTeAEl TNV aviiotpoen dwdwkacic ™G  emavEnpévng
TPAYUATIKOTNTAG - .

19



AugffiehtediReality

.
»

e

Eixova 5: Zoyrpion tne emonlnuévng mpayuotikotnTag koi e ETavCHUEVHS EIKOVIKOTHTOG

Mixed Reality (MR) |

- -

Real Augmented Augmented Virtual
Environment Reality (AR) Virtuality (AV) Environment

Eixova 6: The Reality-Virtuality Continuum

2.4 Eppvowon (Immersion)

Ot GLOKEVEG EIKOVIKNG TPOYUATIKOTNTOG KAVOLV YPTON TOAAATADY TEYVOAOYLDV. X
CLUVOLOCUO LE TIS TEYVIKEG TOPAYMOYNG (POTOPEVACTIKOV YPAPIKOV 7OV PEATIOVOVTAL
oLVEYMG, TO OMOTEAESHO €lval kATl Tapamdve ond meotikd. Ta VR Headsets otoygvovv
OTOV OMOKAEOUO TOL ¥pNotn amd to e€mTepkd ToL TEPPAArov. H avtikoatdotaon tov
EPEDICUATOV TOV TPAYUATIKOD KOGHOV HE OLTA TOV €1KOVIKOD TTePPAALovToc gival {mTIKNG
onpaciog. Qg yvootdv ot onUavTIKOTEPES a1cONoELS Yo TNV avTidnym glval 1 Opacn, 1 aKon
kot M agn. H akon kot n aer] ival e0KoAo va ovTiKaTaoTafovyv HEGH TOV AKOVOTIKMV Kol
TOV EWOIKOV TEPIPEPEOKOV cuokev®v. H Pacikn mpoéxAnon kor n peyordtepn Svokoiio
gykettor oty opacn. O eyképorog mapéyel v aichnon g Wodektikdmrag. Méow ™G
aicOnong avtg pmopovpe vo avtiAneBode mov Ppiokoviol To AKPO LA GTO YMOPO KOl VoL
TPOCAVATOMGTOVLE OTOV TO KEPAAL KIveiTon TPog kdmota kotevhuvon. Otav ypnoiomolovpe
TOL EIKOVIKA GKpa, 0 EYKEPOAOG TEIVEL VO GUYYEEL TO EIKOVIKO TTEPIPAALOV |LE TO TPOYUATIKO.
[Mpdyunott, oe dokuég VR ot ypnoteg tpaffodcay aviavokAaoTIKG To. XEPLOL TOVG OO Lo
ewovikny ootid. ‘Evag akpiBrg cuvdvacudc ypoudtov, okicong kol ep€ eoTIopoD givol
amToPoiTNTOG Yo Vo dnuovpyndel évag peaiiotikog koéopoc. Emiong, o Nyog mpémetl va €xet
katevBvvon kot Bdbog, kot va mepucheiet tov xpnot (to Agyopevo surround) MGTE Vo KAVEL
Vv akovoTikn eunepia e&ioov melotikn. Kabmg ex towv mpaypdtov to headset £xovv amid
OTEPEOPMVIKA OKOVOTIKA, Oa mpémel 0 Nyog va. aAAAlel e TV Kivnon Tov KEPOAOL TOV

xpPHo.
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Ewcova 1: Immersion (ufobion)

INa va elvor amotehecpatikn n euPovbion, o ypnotg Boa mpémer va umopel va
dlepeLVNGEL TO €IKOVIKO TEPIPAAlov Kot va givor oe BEon va aAldEel TV OTIKY TOV Yovia
xopic dvokoAia. o va emtevyBel Katl T€T010 TPEMEL TAL YPOAPIKE VO £XOVV APKETEL VYNAN
avéivon. Emiong, o pvOudc avavémong g ewodvag va eivar tovAdyotov 30 xapé ava
devteporento (Frames Per Second). To 6pro twv 30 FPS éyet Eemepaoctel og mpdtumo mAéov,
LLE TIC GLGKEVEC TOL KUKAOPOPOVV QTN TN OTIYUN va S1aB€TouV TOAD o vYNAOVG pLOUOVG
avavémons. H ypovikn kabvotépnon eivor 1o peyoahdtepo gUmddlo yio v KoTookew evog
PEOAMOTIKOD €KOVIKOD TePBdAAovTog. Av ol gwoveg mov @aivovion péoo amd to HMD
(Head Mount Display) dev anodofobv (dev yivel rendering) apketd ypriyopa, 1 yevdaicOnon
™G mpaypatikdtnTag Yavetal. H ypovikn kabvotépnon petadd tov mpdéemv tov yprnotn Kot
™G aAlayng oto ewovikd mepPdarov ovopdletar Latency (Ewdva 8). O 6pog avtdc pmopet
emiong va ypnoomon et yuo xpovikn Kabvotépnon o dAleg aicOntpieg e£600vC.

Meléteg e TPOGOUOIMTEG TTNONG dElyvouV OTL 01 dvBpwmotl pmopoHv va aviyvehcovv
pa kafvotépnon dvo Tov 50 yAostdv Tov dgvtepoAénTtov. OTav Evag ¥pNnotng aviyvevEL To
latency, avayvopilet v dmoapén Tov teEXVNTOD TEPPAALOVTOG KOl KATAGTPEPETAL 1] alicOnon
™m¢ epuPobiong. Edv 6érhovpe o eyképorog va unv eivar oe Béon va aviyvedoel onoladnmote
Bpadvtnra oTic e1kdveC Tov mpofdilovtat, 1 kabvotépnon mpémel va elayiotomoindel kit
amo to 50 y1lootd Tov devteporéntov. ' mapddetypa, To Oculus Rift mopaxdpntel avtd to
Ol pe po0 TEYVIK TOL Ol TWPOYPOUUOTIOTEG amokaAovv "éEvmvn mapakoiovOnon"
(predictive tracking). Avti 1 texvoroyia "povievel" mov pmopel va KOTAEEL O YPNOTNG Kot
naipvel éva mpofddicpa kavovtag rendering to mepifairov. ‘Etol ehayiotomoleiton o ypdvog
amokpiong, o€ Ayotepo and 30 yhootd tov devteporémtov. Emiong, yuo va metdyovpe
peyoAvtepn euPobion Ba propovoape vo avEncovpe to pEyebog e 00ovng. BéBara, pe v
avENoM Tov onTIKoV mEdiov vt amapaitnto va BeAtimbel kot 1 avdivon g 006vng dote
va olatnpnfel xkabapn n ewovo. ‘Etol, avldvetal 1 amoitovUEVT) VTOAOYICTIKY 10)VG.
Evdéyetan BéPara, va onpiovpynBodv mpofArpate oty amdKpion ToV GUGTHLOTOS KOl GTOV
pLOud avavémong g ewkdvag. Téhog, mpoxkeyévov va emtevyBel 0o o1dY0g ™G aANnOvIG
euPvOonc, ot TPoypaUATIOTEG TPETEL GTO LEAAOV VO KaTtaAnEovv o neBddovs 16660V oV
elvar mo o@uoikég yuw toug ypnotes. Oco o ypnog avayvopilel TV  CLOKELT
aAAnAenidpaong, oev acBaveTal LEPOG TOL YNPLOKOL KOGLOV.
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Ewcova 8: H ypoviki kaOvotépnon uetald tmv mpdlemv tov ypnoty kai te aALayng aro eikoviko Tepifallov ovoudetol
Latency

2.5 PvOuog petddoong ewovav (Frame Rate)

To Frame Rate (FPS 7 frame per second) eivar 1 ovyvoémmto pe v omoia
eppaviCovror dtadoykég eikoves, ot ovopalopeveg frame oe pa kivodpuevn 086vn. To Frame
Rate éyer povado pétpnong to Hertz. Xpovikn svoucOnoio (temporal sensitivity) eivor n
EAGLOTN YPOVIKT dLapKeELD TOV YpelaleTal 0 AvOpwTOg Yo var Yivel avtiinTto Eva epédiopa.
H ypovikn evoicOncio kot n avdivon g avBpomivng 0pacns motkidel avdioya (e TOV TOTO
KOL TO, YOPOKTNPIOTIKA TOV OTTIKOV gpediopudtmv Kot glvar dapopetikn oe kdbe dvOpwmo.
To avBpodmvo ontikd cHotnua pumopel va eneEepyootel 10 émg 12 eikdves ava devTEPOAENTO
Kol va TS avTiAneBel og HEPOVOUEVES EVA TTEPIGGOTEPES MO ALTEG YIVOVTOL OAVTIANTITEG (G
kivnon. H déoun owtdg mov mopdyetor amd i NAEKTPOVIKY) GLOKELN] OT®G M 006vn,
Oewpeitar otabepn 6Tov 0 pLOUOS TV Frames kouaivetar petadd Tov 50 éog 90 Hertz. Xta
YPOPIKG TOV NAEKTPOVIKMV VITOAOYIGTMV OKOL KOl OTNV EIKOVIKT Tpoypatikotnto to frame
rate eivon e&éyovoag onuoaociog kabhc kabopiler eqv to Swwdoywkd frames Oa yivovv
avTnmTd omd TovV syKé?ako OC HeHOVOUEVEG ekOveG M e€dv Ba TPOGPEPOLY TNV
yevdaicOnon g kivnong 81,

O1 GVGKEVEC TNG EIKOVIKNG TPUYUATIKOTNTOS amantovy ouvibmeg modd vynid frame
rate ®ote va dNUIOVPYNGOLV TNV gVYXAPIETN YevdaicOnon g opaAng kivnong. H emitevén
vyniov Pobuovd frame rate eivon dvokolo eyyeipnua kobh¢ omorteiton hardware pe
ONUOVTIKN ENEEEPYOCTIKT 1YV KOl TPOGEYUEVO TPOYPUUUOTIGUO EQAPLOYDV .

O pvOuodc avavémong (refresh rate), eivor o apOpdg twv frame per second wov pmopet
vo gpgavicet por 006vn, oMAadn mOGES POPEG TO OeLTEPOAENTO ot 00OV avavedvel TNV
gKOVOL TNG.

2.6 Teyvnm Nonuoovvn

Texvntm Nonpocvvn givai 1 vonpoovvn mov eReaviCeTan amd TG Uy oveS Kot 1
KOVOTN T TOVG VO EVEPYOLV avaAoYa Le Ta epedicpata Tov meptPdAiovtoc o avtiBeon pe
QLOKN vonpoovvn Tov gpeaviletal oe avBpamovg kKot Ao {da. Efvarl n pelé tov tpoémov
TOPAYOYNG UNYOVAOV Ol OTTOTEG KOTEYOVV LEPIKES OO TIG WOIOTNTES TOV EYEL O AVOPATIVOG
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VOV, OTTMOC 1 IKAVOTNTO KATAVONONG TNG YADCGAS, 1| AVOyvmdPLoT EIKOVOV, 1) ETiAvon
TPOPANUATOV KoL 1 SKpdGncn[36][37]. 2NV EMOTHUN TOV DIOAOYICTAOV 1) EPELVA TNG TEYVNTNG
vonuoovvng (Al) opileton mg 1 LEAETN «VONUOVOV TPAKTOPMOV» 1| «AVTOVOL®OV TPUKTOPOVY:
Kké0e cvokev] Tov avTIlapPdveTot To TEPPAALOV TS Ko AapBavel dpdoelg mTov
HEYIGTOTTOLOVV TV THOVOTNTA EMTLYING GE KATO10 GT6X0[38]. 210 CLYKEKPIUEVO TTOYVioL, N
CLUTEPIPOPE TV SAPOPWOV YAPUKTP®V Kol EXOpdv, £xel Onpiovpyndel Bacet v apydv
™G TEYVNTNG VONUOGUVIG.

2.8 Ta kopra pépn tov Virtual Reality Headset

Elvar ovokevn ameikoviong yvoldv 11 minpeg kpavog (Ewkova 9) mov tomobeteitan
010 KePAAL Tov yprotr. H cvokevn avt) pnopet va drabétel po kown 086vn Kot yia ta d0o
patio 7 oo Egxwplotég pia yoo kKabe o@BoAuo, npocta)épovwg ot dgvTEPN TEPIMTMON
amoteAecpaTIKOTEPO TNV aicOnon TV POV Saotdceovl’.

Eixéva 9: Head Mount Display

H 066vn eivar 10 mo onpavtikd pépog g cvokevns. Ta mepiocdtepa headset £xovv
000 006ves. Opmg N ewovikn mpaypaTikoOTnTa £lvol dvvarr) Ko pe pio eviaio 000vn, pe toug
KatdAinAovg @oakovs. H xdbe 006vn M1 o xdBe @okdg tpogodotel 10 avrtiotoryd AT
EexwploTd e €KOVEG AmO OLPOPETIKN OMTIKY YwVia, OGS AElTovpyel kol 1 Opacn HOC.
Eivor  Boaocwn| apyn oty omoia otnpiydnkav Kot To GTEPEOCKOMLA, Yo T OMpovpyio
TPLGOACTATOV EKOVOV.

Mmnopovue va katardfoovpe v wWéa micm omd oVt TNV LAOTOINGCT TOPUTNPOVTOG
OTMOLOONTOTE OVTIKEIUEVO GTO QUGIKO KOGHO HE TO €va PATL KAEWSTO Ko evoAAdE. Ta dvo
peyoAvtepa {ntmuota yio tnv 006vn, givol 0 GLVTEAECTNG TANPOONG, 1| OAMODS TOPEyOVTOG
vepioparog (Fill Factor) kou n petaymyn tov. To yéuopa g 006vng gival £vag cuvovacog
TOALDV  Topayoviov. Ymapyovv o006vec mov €yovv TOAD Alyo ydpo HETAED TOV
ewovootoyeiov (pixels) kot GAAeg TOL €YOLV O GNUOVTIKY TOGOTNTO LOPOoL Ydpov. Ot
npoPoreic DLP givan £va mapdaderypo Tomov 000ving mov £xet YeVikd ToAD VYNAO GUVIEAEGTN
TANpwoNg pe apeAnTéo ddotnua petald v ekovootoyeiov. Ot 08oveg LCD, amd v
GAAN TAELPA, GLYVA TAGYOLY OO TO YOUUNAO cvvTeEAesT TANpwoNS. 'Eva peydho tuqua g
006vn¢ katorapupdvetar and tov podpo y®po YOpw amd ta pixels. e moAD peydreg 006veg
avto givor TPOPANUE KaBDG TIC KAVEL VoL QAiVOVTOL GOV VO ETIKOAVTTETOL 1] EIKOVA OO £Vl
Aentd pohpo mAEypa. Zvyvd avtd to eavopevo avagépetor g "screen door effect". ‘Evog
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TOAD VYNAOTEPOS GLVTEAEGTG TANPMOOTG ONUOIVEL OTL LEUDVETOL CTLLOVTIKA 1] ETIOPOCT TOV
screen door effect, pe amotéleopo TV KAADTEPT ELPAVIOT) TNG EIKOVOG.

To odedtepo onuaviikd Bépa eivar o ypovog petaymyns. H dwdpketo dnAaon tov
¥pOVOL Tov omatteital mote €va pixel va petafel amd 1o Eva ypodpa oto dAro. H evaiioayn
YPOUATOV YIVETAL TOAD YpNYOpa, YEYOVOG BeTIKO, 0oV peidveton N kaBuotépnon LeTaEy TG
kivnong kot g kovog. Qotdc0, 10 TPOPANUa evtomiletor 0Tt yperaletar Eva TOAD peydro
YPOVIKO 0ot Yo va, evepyomom oy Ta TApN xp®dUaTo. AVTd LEPIKEG POPES 00NYEL OE
Oaunopa g Kivnong o0mtmg aAlalovv to frames, €0l KOTA TN SWIPKED TOV YPYOP®V
KWWNOEMV TOV KEPOAOV. Avtd mov eivon emiong onuovtikd ywoo v 006vn apopd otV
mokvotto TtV pixels, dnAadn oto ocvvovoaoud omtikoh mediov kot avdivong. [N
TOPAOELYLO, TO OMTIKO Mo medio elval mo mepropiopuévo Otav PAEmovpe pio. 006vn amd
amootoon, om' OtL Otov givol pmpootd pog. ‘Etot aviiotoyyovv mepiocdtepa pixels oe
Myotepec poipeg Kot  kaBoapdtnTo TG EIKOVOG Etvor peydaan.

Ymv mepintoon tov VR Headset o Adyoc pixels avd poipa elvar pikpotepog. H
avédivon g 086vng OlavépeTol o PEYOADTEPO OMTIKO medio, mPdyuo mov pmopel va
wapatnpnoel o ypnotg ond kovtd. To avOpodmvo patt pmopel va avoyvopicer Kot va
Kkataldfet v dtoeopd péypt ta 60 pixels ava poipa. Ta VR Headsets anéyovv axopa moid
amd avtov tov aplipd. Ot KOTACKELUGTES EXOVV EMAEEEL TIG KATAAANAES O0GTAGELS OGTE M
mokvotto TV pixels kot o puOuog avavémong G €KOVOG Vo dTNPOLVTOL GE KOAO
eninedo. H 0006vn amd povn g dev eivon wav va Eeyehdoel tekeimg 10 patt, yi' avtd
ypnoorotovvion emmpdcsbeta kot eakoi. Ot akoi dnuovpyovv v aicinon tov Pabovg,
OV ONUOIVEL TG Ol €IKOVES KOADTTOUV TeAEI®MG TO OMTIKO Medi0 TOV YPNOTN. L& KAMOEG
TEPWTAOGCELS, Ol PAKOL UTOPOVV VO TPOCAPLOGTOVV Y10 va. Taptdlovv e TV omdeTOoT TOV
LLOTIDV, TOL SopEPEL 0md ATOUO GE ATOHO

To medio mpoPoing (FOV) elvan  mapatnpicyun meployn mov pumopei va 0gL KATO10G
péca amd to Patio Tov | LEG® KATO10G GLOKELNG Kot HeTplétotl. Tumikd LETPETOL GV Yovia
aveEaptnta av avti N yovio givar opilovtia, kdbetn n doydvia. Ocov apopd ta Vvideo
games, avo@epOUOCTE GTNV TOPOTNPICIUN TTEPLOYN TOV UTOPEL Vo Ol KATOLOG HEGO GTOV
YneoKo K(’)Guo[49]. To ontwkd medio Tov avBpodmov kvpaiveror mepinov otig 130-135 poipeg
kéBeta ko 200 poipeg oprlovria. Ondte Katorafaivovpe 6ti n xprion 006vng Tov TPOcPEPEL
LEYOADTEPO OMTIKO Tedio ekTOG amd dokomn Oa Mrav Kot peYdAn omatdAn mopwv. Ta
neprocotepo VR Headsets mov kukAopopovv mpocpépovy medio opdcemg yopw otic 100 pe
110 poipec. H yprion to@v paxodv eE1c0pponel 10 OMTIKO OMOTEAEGLLAL.
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Eicéva 10: Field of View

Téhog, Yo va evtomilovpe pe axpifela v kivnon péoa oTov YOPO YPMNOLLOTOI0VVTOL
EVOOUATOUEVOL aeOnTipeg TapakorovOnong kivnong.

O1 Baokot aioOnpeg tvan Tpets:
e Tvpookomo, mov e€acearilel v kivnomn otovg Pacikovg dEoveg KatevBuvong kot
TEPLGTPOPTG.
e  MoyvnTtOUETPO, TOV UETPAEL TNV SVVOUN TOL HOYVITIKOD TESIOVL TNG YNG.
e Emtayvvoldpuetpo, mov petpdel OGO YP1yopa KIVEITOL 1) GLUGKELT GTOV YMPO.

Op1opéveg GLOKELEC LAMOTO, PEATIOVOLV OKOUO TEPIGGOTEPO TNV AKPIPELd TOVG UE T
YPNON LIWOAOYIGTIKNG Opaong. Aniadr to VR Headset mapaxolovBeiton and emtepikég
Kapepec. [a va avayvopilel 0 VTOAOYIGTAG TV GLGKELT], YPNOUOTOIEITOL VITEPLOPO PMC M
AVOKAOGTNPEG, TOV AgLTovpyoLV m¢ deiktes. 'Etotl, vroloyiletar n amdAvtn B€0m TOL ¥pNoTN
OTNV EKOVIKN TPAyHatikOTnTo. TEAOG, Ol GLOKEVES €1G0J0VL Elvarl emiong £va ONUAVTIKO
e€ApTNUO Y100 T GUGTAUOTO EKOVIKNG TTpoypatikotntoc. Enl tov mapdvtog, ot cuokevég
OVTEG KLLLOUVOVTOL OO XEPLOTIPLOL LEYPT NAEKTPOVIKA YOAVTLOL LLEYPT KOL OVOLYVAOPLOT] QOVTG.

Méypt otryune, dev vapyel KAmTOo oTavTap VTN EAEYYOVL. Ol EMGTHUOVEG Kot Ol
pNyovikoi cuveydg depeuvolv VEOLG TPOTOVG Yo Vo KAvouv TV €160d0 Tov xprotn 660 To
dVVATOV PLGIKOTEPT], Kol EMOUEVAS Vo awENOel | aioBnon g mAemapovsiog.

2.9 Head Tracking, Positional Tracking, Eye Tracking, Hand Tracking

[ToAMG oVyypova HMD kvkhopopolv pe yopoktnplotikd oénwmg positional tracking,
head tracking, hand tracking axopa kot eye tracking. Ioapakdte 0o Teprypdyovpe avorvTiKd
OVTEG TIG TEXVOAOYIEC.

2.9.1 Head Tracking
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Amd ta onuaviikdtepa yopaktnplotikd evog Head Mount Display esivar to Head
Tracking. Emutpénel oto ypnotn va kortalel eAedBepo mpog kabe kotevbuvon péoa otov
EIKOVIKO KOGHO KIVOVTOG OAG TO KEPAAL TOV O®G o £Kave KOl GTOV TPAYUOTIKO KOGLO
Y®Pig T ypnomn emmAov eEaptnudToV, Kepdilovtag £Tot T yevdaichnon g mapovciag Tov
o010 €wovikd mepifaiiov. To ocvotqua avtd amoteleiton omd eEaptiuoata OnOS TO
EMTAYVVGIOUETPO, TO YUPOOKOMIO KOL TO HOYVNTOUETPO, TO OO0 YPNOLUOTOLOVVTAL EMIONC
Kol 6T0, onuepva Kivntd mAépmvo (Smartphones). EmimAéov pmopei va ypnoponomBel kot
évag otafepdc e€mtepikdg acOnTpoc. v mopodoa £pYacic, EKUETOAAELTNKOUE OVTN TN
Aertovpyio tov HMD dote o ypnomg va €xet ™ ovuvatdtTo Vo EKTEAEL TEPIGTPOPIKES
KIWVIOELG LEGO OTOV EIKOVIKO KOOUO HUOVO UE TIG KIVIGELS TS KEQUANG TOV.

Ewcove 11: Head Tracking

2.9.2 Positional Tracking

Etvor pua teyvoloyio mov emTpENel 6€ 0L GUOKELVT VO EKTIUNGEL TN B€0m TG 0€ oY€om UE TO
nepidAlov yopw amd ovtiy. Xpnowomotel évov cvvovooud vAiwkov (hardware) ot
Aoyloutkov (software) mote va emitoyst Ty aviyvevon g 0éong tov. To Positional Tracking
amotelel pia facikn teyvoroyia yio v ekovikn tpaypoatikotta (VR), kabiotovrag dvvorn
mv mopokolovOnon g kivnong pe €& Pabupodg elevbepiog (Degree-Of-Freedom-
6DOFMI,

H teyvoroyio avt) emrpénel oto Head Mount Display 1) tov vroloyiot va yvopilet
™ B€om TOV YPNOTN GTO TPAYUATIKO YDPO Kot XPOVO, YEYOVOS OV £ivol TOAD YPNGLUO Yo
OPICUEVESG EPAPLOYES Ko Ty vidia, kabmg o xpnotg Ba £xet tn dvvatdtrta va Kivnbel otov
EIKOVIKO KOGUO HE TNV Kiviiom M TO TEPTMATNUO 7TOL TPOYUOTOTOEL OTO TPAYLATIKO
nepiPaiiov. To Positional Tracking emtuyydvetotl pe t cuveyn HETPNON NG OTOGTAGTG KO
TOV YOVIOV, HETold Tov eykatesTnuévoy atodntipov evtdc tov Head Mount Display oe
oxéon Ue éva M kol TePLocOTEPOLS oTabovg Pdong (eEmtepucés kapepes) mov Ppickovral
OTO YMOPO. XN cLVEXEW HoONUOTIKOT VTOAOYIGHOT HETOPPALOVY TIG WETPNOELS OVTEG OF
axpiPeic Bécelg Tov xpNo pésa GTO EKOVIKO mepBdAiov. Me autiv TV €MEKTOOT TOV
HMD emroyydvovpe v opbn kivnon tov ypnot npog kdbe katevhuvon péco 6To EKOVIKO
nepPaArov.
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Eixéva 12: Positional Tracking

2.9.3 Eye Tracking

To Eye Tracking sivotl 1 dwadikacio pétpnong eite tov onueiov tov PAEppatog site
¢ kivnomg tov patiov oe oyxéon pe 1o ke@dit. Etvar pia suokevun pétpnong g 0éong g
kKivnong tov  patiov. Ymdpyovv otdgopot uéBodor pétpnong, ot mo  OMUOQIAELg
ypnowomoovy Vvideo swoveg amd Tig omoieg avayvopiletar n 0éom kor 1 kivnon tov
0QOoAL®DV [12]

Eixéva 13: Eye Tracking. Kévipo Ipidac (koxkivo), Avaxlaon Kepotoeidois (mpdoivo) kar Aiavoouo. EE6dov (umle)

2.9.4 Hand Tracking

Eivar dwdwacio cuveyovg xataypaeng e 6éong kot kivong tov yepudv Kot
JOKTOA®V €VOG YPNOTI GTOV TPAYUATIKO YDPO. ZOUQOVA LE avTh TN TEYVoAoyia dlvetar 1
duvaTdTTO 6TO YPNOTN VO PAETEL EVaL TPLGOACTOTO AVTIYPAPO TV YEPLDV TOV GTOV EIKOVIKO
KOGHO avaroya pe TN B€om Kot TNV TEPLOTPOPT] TOVS GTOV TPAYLOATIKO. Ba Umopovse va
mhoel ONANON 1 VO UETOKIVIIOEL EIKOVIKG OVTIKEINEVO, 1 vo KAvel o yeypovopio
EVEPYOTOLOVTOG £VAL YEYOVOS GTO €KOVIKO TTEPPAALOV. Ot dVO KUPLES TEYVIKES LE TIC OTOlES
emrvuyydvetar to Hand Tracking givol ot akéAovBeg. Ztnv mpdTn TEYVIKN 0 ¥pNoTNG &ival
avaykaio vo kpatd oto x€plo Tov VO EWOIKE YEPIOTNHPLO TOV AELTOVPYOLV G GLOKEVES
evromiopov Béong yuo to kbe xépt Eexwplotd, evd TapdAANAa yiveTon LETPNON UETOED TOV
YePoTpiov Kot TV otafudv Pacng Tov y®pov, mapdpole SladiKacio. HE OLTH TOV
Positional Tracking. Xtn cuvéyeta, n 0éom kdOe yeplov pmopel vo vTOAOYIGTEL 0 GYEON UE TO
KEPAAL TOL YPNOTN KOl TO OWUATIO, OCTE Vo TPOPAALETOL GTOV €KOVIKO KOouo. H devtepn
TEYVIKN apopd o1 ANYn ewovov kot v eneepyosio avtov. Evag 1 mepiocdtepot
acOnmpeg kapepog eivor torobenuévol 6e KatdAANAo onueio Exoviag emapn Le To XEPLo

27



TOL TOHYTN KOTOYPAQPOVTOG TIC KIVNOE Tovg oe apketd frames ovd devtepdrento. T
ouvéyewn, mponyuévor padnuotikoi adyopifuor kot aAyoplOpor emefepyociog €KOVOg
avaivovy kabe eikova-frame wapdyoviog o TpedldoToTn AvaTapicTacT TOV YEPLUDY GTO
EIKOVIKO TepIPaiAov Ommg ta PAénet kot o avtidappdvetor 1 ovokevn. To hand tracking
amotedel OepeMdON TLAG®VO NG GLYKEKPIUEVNG EQPOPUOYNG, MG KOl O YEWPIGUOC NG
Baciletow ©6TOV EVIOMIGUO YEPOG, OMOKAEIOVTOG £TOl TIG KAOGIKEC GUOKEVEC €GOS0V
(TANKTPOAOYLO, TOVTIKN) MOTE 1 EUTEPIO. TNG EIKOVIKNG TPAYUATIKOTNTOG Vo €lvar 0G0
yivetal o aAnOwn

Eixova 14: Hand Tracking
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Kepdloo 3° T'pagikd Yroroyiotdv kot Mmyovéc Hayviduov
3.1 I'pagpikd Yroroyiotomv ko Mnyoavég [oaryvidiodv

Me tov 6po I'papikd Ymoroyiot®dv €vvoollE TNV EIKOVIKN-OMTIKY OVOTAPAGTOON
dedopévmv ta onoia epgaviCovtat og po 006vn omd Evav vtoAoyloth. Mmopet va eivatl amAég
EIKOVEC M TOovieg mov Onpovpyovvion pe ™ Pondela E0IKOV TPOYPUUUAT®OV LTOAOYIOTY|
(software) kat vAkov punyovnudatov vroloyiot (hardware) ta omoia givol Kot@AAnAa yo T
onuovpyio kKo omddoon ypapikdv. Emiong, ypnowomowovvior yioo v enegepyacio
ewovikov oedopévav (Data image) ta omoia Aoufdavovtar amd tov mpayuatikd kocpo. H
aVATTUEN TOV YPUPIKOV VTOAOYIGTAOV EIYE CNUAVTIKO OVTIIKTUTO GTO UECOH EVIUEPMONG KoL
EYOUV (QEPEL EMAVACTACT GE KIVOOUEVA YPAPIKE, Touvies, dtuenuicels, Pvteomaryviow kot
OYEOLOOLLO YPUPIKAOV YEVIKA (7

3.2 Tpwedidotata ['pagikd Yroroyiotmv (3D computer graphics)

H ovykekppévn epyacia Paciletar eEolokAinpov oe 3D ypagikd. Mg tov 6po Three-
dimension computer graphics evvoodue ta ypopikd mov ¥PNGILOTOIOVY (10, TPIEOIACTOTN
VATOPACTACT TOV YEMUETPIKAOV dedopévav (Kapteotavd) mov elvar amodnkevpévo oe Eva
VTOAOYIOTH] HE OKOMO OVTOC VO, EKTEAEL VTOAOYIGHOVG KOU VO amodidel €kdves Vo
dwotacewv. H dnovpyia tov 3D ypagikdv yopiletal o€ TPEIS S1UPOPETIKES PAGELS:

1. 3D modeling, diodikacio katd TV omoio £vo LOVTEALO VITOAOYIGTH TAIPVEL TO GYNLLOL
0V

2. Animation, dniadn kwovpeva oxéd kKot Oldtaln, dadikacio Kotd TNV omoio
opiCetar  B€omn ko n Kivnomn evOg AVTIKEEVOD HEGO, GE pio oKN Vi (SCENe)

3. 3D rendering, ot VTOAOYIGLOL TOV VTOAOYIGTH OV TPAYLOTOTOOVVTAL UE BACT TNV
Béon ToV PMOTOC, TOVG TOHMOVG TOV EMPAVELOV KOl OAAOV 1WOOTATOV (OOTE VO
dNuovpynBovv o1 163106 TATESG EIKOVES

[Tave o avtég T TpElg paocelg elvarl Paciopévn oAdKANPN N W0E€a TG OSIMAMUOTIKNG
gpyoaciog oALA Kot YEVIKOTEPO OMOLCONTOTE GAANG €QOPUOYNG TOv oyetiletol pe v
amOd00T) Yp(l[(%,]K(bV og Kdmota 006vn. Ot Tapamdve dadtkacies Bo avaivBodv otn cuvéyeta
EKTEVESTEPQL .

3.2.1 Tpiodidototn Moviehomoinon (3D modeling)

Ytov koopo tov 3D ypaepikov, 3D modeling eivar n dwdikacio ™ dnpovpyiog pog
HOONUOTIKNG  avamOpAoTOONG  TNG  EMPAVELNG  €VOC  OVTIKEIWEVOL  HECH  EWOIKMV
npoypappdtov. To mpoiov avtig g dwadikaciog ovopdletoar 3D model (3D povtéro).
Mmnopet vo. amodobel cav po dtodidototn KoV pécm g dadikaciog mov ovopdletar 3D
rendering 1 va. xpnooroindei 6€ TPOCOUOIDGELS VTTOAOYIGTMV PLGIKAOV Patvouévey. Ta 3D
povtéla umopotdv va dmuovpynBovv avtopato M pe 1o xépl. H yepokivnmn dwwdwkoacio
onpovpyiag 3D poviédmv givor mapdpota t€xvn He TV YALTTIKT. Zxeddv OAa ta 3D povtéia
yopilovtor o€ dVO KATNYOpPiES:
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e Solid, avtd ta poviéda opilovv TV TLKVOTNTO TOV OVIIKEIUEVOV TOL OVOTOPLETOVV.
Ta cvpmayn (solid) povtéda ypNooTOOHVTOL KUPIMG Y10 UNXOVIKEG KOL LOUTPIKES
TPOGOUOLDGELG.

e Shell/boundary, avtd to poviéda avamaplotoby TV em@aveld, dSNAadn ta Opla EVOC
OVTIKEWEVOL KOl Ol TNV TOKVOTNTO. XYed0V OAO TO OMTIKA HOVIEAQ 7OV
ypnoonotovvtol ota Prvreomayvidwa sivor shell models.

Ynrdpyovv didpopeg texvikég onpovpyiog 3D poviédwv. Ot tpelg mo dnpoeiAeig givar ot
edng:

e Polygonal modeling: didpopa onpeio otov Tp1od1AcTOTO YDPO TO. 0TOi0, OvoudlovTan
KOPLEEG evavovtal pe gubeieg ypappés kot oynuatiCouv éva mAéypo moAvyovev. H
CUVIPWITIKN TAEOYNPIO TOV HOVIEA®V Elval TOADY®VIKA HOVTEAD EMEWY| &ivon
€VEMKTO KOl 01 VTOAOYIOTEG UTOPOVV Vo To. amod®covy pe tayvtnta. [Hop’ dha avtd
01 KOUTOAEG UTTOPOVV VO 0000000V LLOVO YPNCULOTOLOVTOS TOAANL TOADY®VOL.

e Curve modeling: ot emdveiec opiCovtar amd Kapmdreg ot omoieg ennpedlovral omod
onueta pe €0kd Papog. H koumdAn akorovbel avtd to onueio. H adénon tov
€101KoV Pépovg oe Kamoto onpeio Oa EAEEL TNV KOUTOAN TO KOVTE TOV.

e Digital sculpting: npaypatonoteitat pe tn ypnon €01KoD AOYIGUIKOD TOV TPOGPEPEL
gpyoreia yoo va wnoet, va tpafnéetl, va eEopaAidvel, va Thoel | va YEPIoTEL Eva
YNOLIKO OVTIKEIPEVO GOV VOL 1) TOV KOTOGKEVOGUEVO OO o 0VGia TPoyUATIKG Cmng,
Om®G 0 TNAGG.

3.2.2 Animation-3D Animation

Animation eivar évag tHmog Kvoduevng ekovag mov &yl dnpovpyndei and Evav
VIOAOYLIOTH HE GKOTO TNV 0T0000T, KIVOOUEV®V OKNVAOV. Xg cOyKpion pe o 2D animation to
3D amodidel moAd mepiocdTepo PaOog kol eaiveTon mo PeaAoTIKO. Mo KIVOOUEVT] GKNVN|
apyiCer pe po ewdvo evog frame. To emdupevo frame eivor po ewdvo eha@pdC To
TPOYOPNUEVT UEPIKA YIMOGTE TOL deVTEPOAETTOV GTO YPOVO. 'ETO1, €Katovtdoeg 1 yilddeg
a6 ovtd ta frames divouv v yevdaicbnon pog KivobIevng EKOVag [19],

3.2.3 Rendering-3D Rendering

‘Eva apyeio oknvng mepilapfavel avtikeipeva o€ o avotnpd kabopiopévn yAOooo
N oouég ocdopevmv. AnAadr, mepiExel yewpetpia, textures, mAnpoeopiec okioong kot
QOTIGHOD K.0.. O TEPLYPAPN NG €kovikNG oknvig. Ta dedopéva mov eumepiéyovtal GTo
apyeio oknvic owPifaloviar oe éva mpdypoupoa omoddoong (rendering) dote va T
emeepyactel Kot 6T cLUVEKELD To €EAYEL Gav o eikova N €va apyeio ewoOvov. Av kot ot
TEYVIKEG AETTOUEPELEG TOV HEDBOI®V amOS00NC YPAPIK®VY TOIKIAOLY, VITAPYOVY KATOL PocTkd
rpota ta omoio TpEmel vo TpoyatoTotnfodv dote va omodobel pia TpIodioTOTN OKNVY| G
wo dedidotatn 08ovn. Avty n axoiovbia Pnudtov ovoudleton Graphic Pipeline won
oyetiletol QUECH e GLOKEVEG ATOS0ONG YPUPIKOV OTmg N kdpta ypapikdv GPU. H GPU
elvar po. ouokevn oyedtoouévn 1ot wote vo fondnoet tov eneepyactni CPU va sktehécel
oLVOETOVS VTOAOYIGHOVG amdO0oNG YPUPIKMV. Ml ewOva Umopel var yivel mo Katavonty
amd €va GOVOAD opat®v yapoktnplotikdv. H cuveyng épevva kat avantuén 6to medio g

30



amOd00NG YPOUPIKMV EVICYVETAL OO TNV  OoveELPEST, VEMV HEBOO®MV  PEOMOTIKOTEPTG
OVOTOPACTACTG TOV YOPUKTNPLOTIKAOV TNG €KOVOS. TEtoteg pébodor givon o1 e€ne:

e Shading: uébodog pe v omoio To YPOUA KoL 1] POTEWVOTNTO UIAG EMPAVELNS TOIKIAEL
avAAOYO LLE TOV QOTICUO

e Texture mapping: uébodog pe tnv omoia arodidovTal AETTOUEPEIEG OTIV EMPAVELQ
e Bump mapping: eivar pia 10080 TPOGOUOIMONEC TPOGKPOLGTG OTNV ETLPAVELQ,

e Forging/participating medium: pébodog mov TPOGOUOLDVEL TN UETAROAY TOL EMTOG
otav diépyetat amd BoA aTdcEUPE 1 TOV aépa

e Shallows: tpocopoinon g mapepnddiong Tov EMTOG

e Soft shallows: dnuovpyia gvdg 1diaitepov oKOTOVE OV TAPAYETOL OO “OKOTEWVES”
TNYEG GOTOG

e Reflection: pébodoc avomopdotacng avtoviklaong «oav KoOpEET» M TOAD
ACTPAPTEPNG OVTAVAKAACTG

e Transparency n Opacity: diamepaotiky TPOoTEANCT QOTOC HECH OnO OTEPEQ
avTikeipeva

e Translucency: puébodog e&atpetikd S1dyvTNG LETAGOONS TOV POTOC HECH OO GTEPEQ
avTiKeipeval

e Refraction: péfodog képyng tov mTdS TOL GYETICETOL LE TN dOPAVELD

e Diffraction: pébodog kapyng, e&dmlwong Kot ToPEUPOANG TOV PMOTOG TOV JEPYETOL
and £vol AVTIKEILEVO

e Indirect illumination: pébodog kotd tnv omoia ol emMPAveEIEG POTICOVTAL OO TO PMG
OV OVTOVOKAQTOL a0 GAAEG E€MPAVELEG Kol Ol omevBeiag amd o YN eOTOg
(yvootd kot og Global illumination)

e Caustics: pébodoc avtovakiaong Tov QOTOC VOGS YLOMOTEPOD OVTIIKEWWEVOL 1|
€0TIOIOM TOV POTOG PEGA OO £VOL SLOPOVES OVTIKEILEVO YL T ONUIOVPYID POTEVDV
onpeloVv TAvo G€ EVa AVTIKEIPEVO.

3.3 Anddoon Empaveiong Movtéhov Textures, Shader, ka1 Materials

Shader (Zkwnotéc)

"Evag shader Oswpeitar Eva mpdypappo. mov extedeiton Kotd ) dadikacio rendering
Kol £(€L GKOTO TNV OAS00T YPOHUOTOS HOG ETLPAVELLS GTNV TPICOICTATY GKNV Ue Bdomn T
yovio Kot TNV amdoTacY] NG omd TS SAPOPES TNYES POTOS MdoTE va. onpovpyndel €va
eotopeaoTikd anotédecpa. H oxioon emiong, egoptdror amd tov id10 Tov QTS TOL
vapyel otn oknvn. ‘Etot, ot shaders mo ocvyvd ypnoipomotovvtarl yioo ) dtayeipion tov
SaPoOpOV €PE POTIoUOV Kot okiaonc. [Tépa and avtd, ol oklactég (Shaders) £yovv kot o
TOAVTAOKEG YPNOES OTMOC 1 OAAAYT TNG POTEWVOTNTAS, TNG ATOYPWOONS 1N TNG avtiBeong Hog
ewovog mpokaidvtog 00lwon (blur), mapapopemon (distortion), pwtevy avonon (light
bloom) kot édAla. Ot oklaotéc dMAadN eivor pikpd SCript mov meptéyovv pabnuotikong
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VITOAOYIGLOVG KOl 0AYOPLOOVG Y10 TOV VITOAOYICUO TOL ¥P®dLOTOG KAOE pixel pog empavetlog
BooioUEVOL 6TO POC TOV VIAPYEL GTN OKNVA Kal 6T dopudpewon tov viAkov (Material) [30]

Texture

Texture (ven) ota 3D ypapikd givor pio dioo1doToTn KOV TOL EQAPUOLETAL GTNV
emeaveto evog 3D povtélov. Eivor onaadn bitmap ewovec mov kabopilovv to ypdpa Kot
QOTEWVOTNTO TOV AVTIKEIEVOV, OTWG EMIONG KO TO TOGO SLOPAVES KO OVTOVOKAOGTIKO €lval
éva avtikeipevo. Mol dnpovpynOel éva texture pmopel va tolytel yop® and omolodfmote
3D gameobject 7,

Material

To Material dev givar meprocdtepo amd évo doyeio péoa ywo tovg shaders kot ta
texture to onoio pmopel va epapproctel 6 £vo LOVTEAO.

"Eva. material opilet évav cvykekpipévo shader mov o ypnoyonomcel kot avtodg pe
™ ogpd tov Kabopilel moleg emhoyéc Tov material eivon dbéopec. "Evag shader pmopei va
npoodopilel o M mepiocodtepeg texture petafintés. H Unity ot ovvéyewn divel
duvatdTTo 0TO XPNOoTN Vo avabécel otic texture petaAnTég Ta dukd Tov Tpocwmukd texture.

O1 voéc kat ot oklootég epappolovrar ota materials kot To materials epgavifovrot
oto povtéda. Me autd tov TpOmOo M EUQAVIon €vOG HOVTEAOL pmopel va TpomomonOet
YPNYOPO. Kol oA [0]

Model
Texture

Model

/

Model
Material

\

Model
Shader

Ewkova 15:Material, Texture, Shader

3.4 Mnyovég Ioyviduov

Yg aut TV gvotNTO TOV KEPOAaiov 2 Ba avaAvcovpe T Pactkn SOUN TV UNYOVOV
Ty VISLdV. Ymokatnyopie tov punyovov motyvidov sivar 1 Rendering Engine, pmyovn

(QLOIKNG, UNYAVT] YOV, CUGTNLA YPUPIKNG SIETAPNG ¥PNOTY, TELVITN VONLOCVVN Kol YADCOH
oevapiov.

Mo Game Engine sivax évo software framework (mhateoppo avantoéng AoyiopkoD)
oYEOWOUEV] Yoo TN OMuovpyio kot ovamtuEn  Prvteomaryviduwv kot ypagikov. Ot
TPOYPOUUATIOTEG TIG YPNOUYLOTOOVV Y10l Vo, ONovpyohV TTotyvidlo Yo KOVGOAES, QOPNTES
OLOKEVEG KOl TPOSMTIKOVG VToAoylotés. H Pacikn Asttovpyikdtnta mov mapéyetor omd
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pnyovy oy vidumy oeeileTol otn unyovn arddoong ypapikav 2D 1 3D (render) ot punyovni
(QULGIKNG, OTO UNYAVIGUO aviyveuong GUYKPOLONG, GTO UNYXOVIGUO NYOVL, OTO KIVOLUEVO
oxédwo (animation), otnv teyvnTy vonuoovvn, Scripting, networking, otn dayeipton uvAung,
threating, localization support, scene graph. Xuvyvé dSievkoldvetar oe peydlo Pabud n
onuovpyia Prvreomoryvidudy amd TNV ETOVOYPNOUYLOTOINCT KOl TPOCUPLOYY| ’ET]Q idtog
Unyovng eva divetal 1 SuvatoOTNTA TS GLUPATIKOTNTAG UE SLOPOPETIKEG TAUTPOPLLES B3l

Game Engine

Physics
0 Engine |
‘—‘_/ ——
Game
r Engine 9
—_— . —_——

]
3

Ewcova 16: O Zxonog e Game Engine

Rendering givol n dadikacio pe v omoia dnuovpyeital po wove amd évo 2D 1
3D povtélo péowm EIKOV TpoypapudTev niektpovik®v vroloyiotov. H Rendering Engine,
dnuovpyet 3D KvoOpEVA YPOPIKA YPNOLLOTOLDVTOC EMAEYIEVES nebodovg (rasterization,
ray- tracking). O mpoypappotiopds Kot n petayAdtrion avti va ekteleital amd ™ CPU 7
GPU Baocileton oe éva M mepiocdtepa API (application programming interface) 6nmg m
Direct3D xot OpenGL.

M punyavi] @UoIKNG elval éva AOYIGHUIKO DTOAOYIGTY] TOL TTAPEYEL KATO TPOCEYYIoN
(QUGIKI KOl TELGTIKY] GLUTEPLPOPE, TPOGOUOIDVOVING GE TPAYUATIKEG KATOGTAGELS Kol
CLUTEPLPOPEG OTTMG €lvol 1 SUVOUIKY] TOL AKOUTTOL GAOUOTOS (CLUTEPIAAUPOVOUEVNC TNG
aviyvevong cOYKPoLoNS) Kot 1 SUVOLIKT TOV HOANKOD CAOUOTOS KOt T SUVOLLKT] TOV VYPOD
otoyeiov. Xpnoomoleiton 6€ OAPOPOLS TOUEIC OMMC TO YPOPIKE VTOAOYIGT®V, GF
Brvteomoyvidlo Kot tovieg pe oTOXO TN TPOCOUOIMGT T®V VOU®V TNG PLGIKNG LEGH GE Lo
EIKOVIKT] EQAPLOYN (4],

H pmyoavi fxov elvat 1o cdotnpa mov amoteleiton amd ailyopifuovg mov £xovv oyxéon
pe tov Nyo. Emupénet va eioayboldv otepeopmvikd aArd kot povoemvikd apyeio fyov. H
YPNOT TOV OpYEi®V N0V PECH® TNG UNYOVIG CLVTEAEL 0TI dNUOVPYIN P0G PEAAMGTIKOTEPNG

EPAPUOYNG.

210 CUOTNUO YPAPIKNG OETOPNG ¥PNoTN Onuovpyeital &va ypoewo meplPdAiov
dlemapng ypnotn 1o omoio Ppioketar gpPubicpévo péoa oto yodpo. IepriapPaver 1660 ta
pevoy g évapéng Tov oy violon, 660 Kot OA0 TO d1adPacTIKO TEPBAALOV KaTd TO YPpOHVO
EKTEAEONC TOVL.

Yto Pvteomanyviol 1 TEYVNTN VOMUOGUVI] YPNOLOTOLEITOL Yo VO OMHOVPYNOEL
EEVTVEC CLUTEPLPOPES KVPIG OE YAUPUKTNPES TOL OEV TOVG YEWPILOVTOL TPOYUATIKOT YPT|OTEC,
CLUTEPUPOPEG OV TOAAES QOPES TelvoLV va Tpooeyyicovv TV avBpdmvn vonuocvvy. To
OUOTNUO TEYVNTNG VONUOGUVNG OmOTEAElL €vol amd TO ONUOVTIKOTEPO OVTIKEIUEVA TNG
TTUYLOKNG EPYOCIOG KAODS TPOGIIOEL S1OPAGTIKOTNTO GTO TTOYVIidL 131,
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Mua Scripting language sivat pio YAOoo Tpoypoppaticod Tov EXLTPETEL TOV EAEYYO
woc M meplocotépmv epappoymy. To script sivol po AMota evioAdv mov ekteAsitan omd
OVLYKEKPIUEVO TTPOYPapo 1} po umyavny scripting. Scripting languages Oempovvtor n C# kot
n JavaScript. To Scripting oamotelel Pacikd YOPOKTNPIOTIKO TOV TOVISIOV KaO®Og KkaOe
oy vior Oa ypelaotel SCript yio va avtamokpifel oty €icodo tOov ¥PNoTN CAAG Kol va
epovTicel ®ote T d1dpopa yeyovota tov game play va npayuatonomBodv v kotdAinin
otyun. Emiong, pmopet va ypnotpomomOet yio ) dnpiovpyio onTIK®OV £QE, Yo TOV EAEYYXO TNG
(UGIKNG CUUTEPIPOPES TOV OVTIKEILEVOV 1] KOl Y10 TV VAOTOINGM svc')g] TPOGAPLOGUEVOL
oLOTHATOG TEXVNTNG Vonoovvng (Al) yio Tovg ¥pnoTeES TOL O VIOL00 [16]

3.5 Anpogiieic Mnyavég Ioyvididv

Ot dnuoireic punyavég moaryvidumy, ot omoieg amotelovv eAlebBepo Aoylopkd, givarl ot
edng:

e Cry Engine

e Amazon Lumberyard

e Unreal Engine (UE)

e Unity 3D

3.5.1 Cry Engine

H Cry Engine eivor o pnyavny zmogvidiov 1 omoia <®
dnuovpyndnke and v etaipio avamtvéne moyvidiwv CryleK kot -
xpnoonoteitor e OGAovg Tovg Tithovg Tc. Kvplo yopaktmpiotikd CRY=NGIN=
™G &ivar o VYNAOD EMUTESOV YPOPIKA GE GLVOLOGUO WE TOVG
nponyovpevovg shaders (okwotéc) kot cOGTNUE QOTICHOD OV

dwbéter. Adyo avtwv, n Cry Engine eivar xotdAAnin uévo yio Ewéva 17: CryEngine
WoYVPOVG VTOAOYIOTEG KOL YL KOVOOAEG VLYNANG TEYVOAOYIOC.

Emiong, vmootmpiler v ewovikn mpaypotikdtnto kot owbéter mAnbopo mponyuévev
OTTIKOV YOPOKTNPIOTIKAOV Kol EPYOAEI®V, GLOTHUOTO NYOL KOl QUVOIKNG KOl GUGTHLLOTO
yopaktipev kat animation. H Cry Engine amoteei eretbepo Aoyiopud 220,

3.5.2 Amazon Lumberyard

H Amazon Lumberyard eivar pnyavny eiedbepov .::@f

AoylopIKOO ov dnpovpyndnke and v Amazon Pacicpévn oty

apyrtektovikn g Cry Engine. ‘Exet mapdpoteg dvvatdtnteg pe tnyv Mefuaa;x&
Cry Engine kot givol Kot@AAnAn yioo TV ovamtuén oy violoy pe

YPOPIKE VYNANG TOOTNTOG GTOYELOVTUG TAATPOPHEG VYNAG  Euva 18:Amazon Lumberyard
teyvoroyiag. A&loonueimto amotelel To YEYOVOS OTL OAOKANPOG O
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myoiog KOOKag eivor  opatdg Kot unoi)ai vo  dgybel TpomOmMOMCES OMO  TOLG
TPOYPUUUATIOTEG OVOAIYMG TOV OTOLTICEDV [21]

3.5.3 Unreal Engine

H Unreal Engine kvkhopopnoe 1o 1998. Eivar o oAokAnpmuévn
TATEOpUe pe TANODpa epyarei®v avATTLENG TOLVIOIOV OO TIS MO
TPONYUEVEG UEXPL CNUEPA TKOVT] VO, ONULOVPYNOEL KOPLPOIOL OTTIKE £QE.
AOY® TOV SLVOTOTHTOV TNG, TNV ATOTEAECUATIKOTNTO OTO GYEOLOGHO Kot
™V e0ypnotn Astovpyion TG €lval AmOOEYTN G UNXOVH OGN0 TOVG

: : 5 5 { ) UNREAL
EPACITENVEG TPOYPOUUOTIOTES OAAG Kot amd To KOpLPOio GTOVVTIO Rttt

avantuéng mayvididv. Ot TPOYPOUHATICTEG HTOPOVV EMIONG VO KAVOVY  Eiéva 19: Unreal Engine
T0 project tovg cupPatd TOGO Yo KVNTEG GUOKEVEG TTOL YPTCLULOTOLOVV

i0S 660 Kol Yoo KWWNTéC GLOKEVEG MoV ypnoworolovy android. H pnyovh avt Omeg
AVOPEPETOL KOL TOPATAV® ATOTEAEL EAEVOEPO AoYIGUIKO [22]

3.5.4 Unity3D

H Unity 3D mov apyikd kokhoeopnoe to 2005, eivor puo
mAaTedpre. avantuéng vyning moottog 2D kot 3D moyvidudv.
Atvovtog peydin épeacn ot cvpPatdmra, n Unity 3D umopei va n.l.
vrootnpiEel mive amd elkoct TAUTPOPUES CLUTEPIAAUBAVOUEVEOV uni y
tov PC, kovooleg, kwvntég ovokevég (android xor i0S) kot
wotocelidec. Emiong, pmopovv va yivouv dudgpopeg pubuicelg
avéioyo MV TAATEOPUA LE OKOTO TNV cvuPatdtnTo Kot TNV Ewéva 20: Unity3D
Beltiotonoinon ™G epappoyns. Aniadn, mn Unity 3D éyer v
duvatoOHTNTO Vo EVIOTIGEL TNV KATOAANAOTEPT TOPOAAAYY| TV pLOUicEDY dC®V aPOPd Ta
YpaiKd, availoya to hardware 1 thv TAATEOPLLO. TOV TPEYEL 1] EQEOPLOYT], PEATIGTOTOIOVTOGC
€161 OALQ KOl LEUDVOVTOG TNV amOd0GT TOV YPUPIK®V £dv etvan amapaitnto. Extdg and ta
VYNAOL emmédov ypoeikd, n Unity 3D éxel evoopatopévn Kopueaio pnyovy QUOIKAG M
omnoia ovopdletar nVidia PhysX. Onwg n Unreal Engine, étol kou n Unity 3D mpoc@épet
OTOVG TPOYPOUUOTIOTEG €vol OdIKTVOKO Katdotnua, to Asset store wote va ayopdlovv
EMAVOLYPNCILOTOMUEVO VAKO Kol dtbpopa Al assets (meplovciakd ctotyeio) yio va To
YPNOOTOU|COVV GTNV £PAPUOYN TOLG. Ev katakAeidt, yapn otnv wavotnto e Unyoeving
avTig va givar coppatn pe peydio oplBpd mAaTEOpUOV GE GLUVOLOCUO HE TO QOLAMKO
nep1dAlov mov mpooeipel oto ypnot, N Unity 3D Bewpeiton 1 katdAAnAn emdoyn yio
TOAALOVC TPOYPUULOTIOTES (23],

3.6 Emoyn g KatdAining Mrnyoavnig

Onwg éxovpe avagépel TOPATAVE Kot 01 4 UNYovES ToLVIOIDOV EAEVBEPOL AOYIGLUKOV
etvar e€loov 1oYVPES KOl KOTAAANAEG Yo TNV avATTVEN VYNAOD emmédov epapuoy®dv. Opmgn
Unreal Engine ka1 n Unity 3D £yovv to mpoPadicpo o oyéon pe tig GAAeg 600, (oG Kot
TapEYOVV TEPACTIA TOIKIALL YPNO®V epyareiV, eivarl cUUPATEG e TOAAEG TAOTOOPLES Kot
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OLOKEVEG YWPIc va meptopilovtal ot SuVUTOTNTES TOVG Kot 1] ardd0cn TV Ypapik®mv. Emiong,
TPOGPEPOLY EVAL TTO PLMKO TTEPIBAAAOV GTOV ¥PNOTH GE GLVOLAGHO UE TNV VTTOPEN TEPAOTLOG
SLOIKTVOKNG KOWOTNTOAG Kot Ol LOVO OTOL KATO0G XPNOTNG WTopel va Bpel omavTioelg
OYETIKO EVKOAN TOV® o€ SAPopo. {NTNUOTO TOV TPOKVTTOLV KATO TNV OvATTLEN UG
epapuoyns. 'Etor, n Cry Engine xoi n Lumberyard mapd to yeyovog Ot kot ot dvo givor
OYVPEG UNYAVEG AVATTTUENG TTALYVIOLDV, 1) TOAVTAOKATNTO TNG SOUNE TOLS KOt TO O)l Kol TOGO
QUMKO VTOAOYIOTIKO TEPIPAAAOV OV TPOGPEPOLY GE GLVOVAGCUO HE TNV TEPLOPICUEVT
VmapEN  VTOCTNPIKTIKNG  OOIKTVOKNG  KOwoTntag, Ti§ 0€TouV  €KTOC  GLVOY®VIGHOVD.
Yvvoyilovtog, yio TNV VAOTOINGT NS CLYKEKPIUEVNC EPYACIOG TEAIKA TPOTIUNONKE 1 ¥pHOM
Unity 3D évavtt tg Unreal Engine Adyw 6t n Unity 3D biver v dvuvorotnto ovvtaéng
koo oe C#, Javascript kot Boo evéd ) Unreal Engine ce C/C++.

Av ka1 ot 300 PnNyavEg EXOuV TEPAOTIEG SLUSIKTLOKES KOWVOTNTEG VTOGTHPIENS, OVTH
¢ Unity3D eivorl ehappmg peyordtepn kol minpéotepn. Emiong, to Asset store tg Unity
napéxel agbovia LOVTEL®V Kol TEPLOVCLOKMV CTOLXEIMV GTOVG XPNOTES o€ avtifeon pe 1o
Market place ¢ Unreal. Adoym Lowdv, npocwmikig eEokeimong pe v C#, emhéytnke va
ypnoonomBei n Unity3D oto cuykekpuuévo project.

Téhog, mopott n Unreal Engine Oswpeiton katariniotepn yo v ovdamtoén 3D
epapuoydv mpotundnke 1 Unity3D yiati 6noc mpoavapEépae TopEYEL VO TO QIAKO Kot
€0KOAO GTO YPNoTN TEPPAAAOV £101KA Yo GG0VG dev €yovv eEotkeimaon ko peydAn eumepio
OTIG UNYOVEG TTALYVIOLDV.
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Kepdahoto 4° Teyvoloyikf Bdon
4.1 Excayoyn

270 KEPAAOO OVTO OpPYIKA YIVETOL Lo EKTEVIG ava@opd oTn pnyovn oxedloong
moyviolwv Unity3D n omoia emAéyOnke va ypnoyoromBel, avaivovtag OAa to Pacikd g
pépn mov eivar amapoitnTa Yo TNV SOUNOT UG OAOKANPOUEVIG EPOPUOYNG N TOLYVIOLOV.
Emiong, avalvetor o O6pog scripting languages, ot omoieg amoteAovV TV «KapdLd» TNg
CLYKEKPIUEVNC epYaciog KaBMG OTO0ONTOTE TPOYPUUUOTIOTIKO EYYEIPNUA TG EPAPUOYNS
Baciletar avompd oe avtéc T apyés. Télog, mapovoidlovtar OAeS o1 PaciKES Agttovpyieg
¢ ovokevng Leap Motion ko yivetan meprypagn tov Oculus Rift Consumer Version 1 mov
TPOCOEPEL TNV UNEPiO. TOV  EKOVIKOV TePPAAAOVTOG, avoAvovtag OAo TO TEXVIKA
YOPUKTNPLOTIKA TOV.

4.2 Baowkég 'Evvoteg g Unity

O1 Baowotepeg évvoteg g Unity mov Oa pog amaoyoAncouy 6TV GUYKEKPILEVT
gpyacio gival to ovotnua cvvtetayuévov, o GameObject, Component, kot to Parenting.
Kd&Be epapuoyn pmopel va gumepiéyet pia 1 mepiocdtepeg oknvég. Kabe oxnvn pmopet va
nepléyel éva 1 meptocdtepa Game Objects. 'Eva Game Object umopel va amoteleitar and Eva
N meprecdTEPO COMponents

XOoTNNO ZOVTETOYREVOV

To ocvomua cvvretaypévov g Unity3D eivor 6poto pe 1o koptesiavd cHotnua,
onAadn elvar amapaitnTto MGTE VO TPOGOOPIOTEL ENAPKAOG OTOLOONTOTE OMUEID GTO YDPO M
o710 eninedo. Emeldn opwme n cuykekpiévn epopproyn €xel okomo v ppodion tov ypnot o€
Vo EIKOVIKO TPLOdAoTOTO  TEPPAAAOV, OVATOPEVLKTO YPNCUYLOTOOVUE TO GUGTILO
CUVTETAYUEVOV TPLOV dlaotdoswv X,Y,Z. To yevikd cvotnuo cvvietaypévov g Unity3D
givan left handed kot y-up. Avtd onpaiver 6tL 0 Betikdg dEovag Tov X €xel POopa TPOG Ta.
oe€ld, o Betikdg Gfovag tov Y €xel opd mPOg TA TAVD KOl O OeTIKOG AEovag Tov Z
KatevBiveror mpog to PaBog g 000vng, éxovtag onueio avapopdg to (0,0,0) onladn to
undév. OTo0dMTOTE AVTIKEIUEVO TNG EQUPUOYNG Elval TOTOOETNUEVO GTO YDPO COUPOVA LIE
aVTO GUGTNUA GLVTIETAYUEVAOV AAAMG O€ YiveTon vo vpiocToTaL.

Exova 21: Zvotiua Xovietayuévaov
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GameObject

To GameObject givor 1 o onpavtikn évvoto tov Unity editor. KéOe avtikeipevo mov
VILAPYEL GTNV EPOPHOYN KOODC KO OTIONTOTE EMOVEL KATO10G YPNOTNG VO EICAYEL GE OVTNV,
amotelel éva GameObject. Opwg, éva GameObject de drabétel apyikd kapio 101OTNTO OO
puovo tov. Ta dtdpopa YopaKTNPIoTIKE Kot 1010TNTeg Kabopilovion amd tov dnuUovpyd Tov.
2V ovoia, éva GameObject eivat cav adeto doyeio. AnAadn, 0 TPOYPUUUATICTHS LWITOPEL VoL
TPocOEcel S14.Popa KOUUATIO GE VT, DOTE VO TO UETATPEYEL GE VAV YOPOUKTNPO, GE PWG,
o€ 0&VTPOo, 6€ NYO N 6€ OTL AAAO emiBupel 0 1310¢. AVALOYQ e TO €100 TOL OVTIKEWEVOD TTOV
0éhovpe Vo OMNUIOLPYNOOVLE, WITOPOVUE VO TPOGHECOVUE OLUPOPETIKOVS GLUVOIVAGHOVG
EOIKOV KOUUATIOV-Yapaktnplotikdv 6to GameObject. Kabe koppdtt mov mpootifetar oto
GameObject, ovopaleton component (cuotatikd) [24]

Component (Xvoetatiko)

Me tov 6po Component evvoolpe KATOW0 “cuoTOTIKO” TO OTOI0 TOPEYETOL OE £Vl
omotadnmote GameObject pe okond tov KaBopiopud TG EUPAVIONG, TNG CLUTEPIPOPAS KoL
dapdpov Aertovpyudv tov. H Unity3D éyovtag yvopova T devkolvven tov ypniot,
TopEXEL Lo LeYaAn mowkidia étotumv Component 6nmg RigidBody, edta, kauepeg k.o. o
™ dNUoLPYia TEPAUTEP® SASPACTIKMV GTOLXEIMV TOL TALYVISLOV, YPAPOLLLE SCIIptS, To. omoia
avayvopilovtar og Components pe okomd TV €TEKTOOT 1 TPOTOTOINGCT TNG VITAPYOVGOS
dabéoung Aertovpykotntag tng Unity3D. T'a mapdadetypo, kibe GameObject meptlapPavet
éva. “Transform Component”. Otav onuovpyeitan  kamoro GameObject avtoOpoTO
npootibetar o avtod £va Transform Component, to onoio de pmopet va apatpedei.

To Transform Component kabopiler ™ 0éom tov GameObject 610 YDpO, ™V
gsiawrpmpﬁ Kot To péyefoc tov Paciopévo 6to ohotnua cuvtetaypévov X,Y,z tg Unity3D
5

Parenting (Opadomoinen)

To Parenting eivor o 1010tTo TOL YPNOUOTOWNONKE TAUTOAAEG QOPEC TN
ocvykekpipévn epyocio. Otav dnpiovpyesitoan por cuykekpiévn opdda GameObject, vdpyet
éva avtikeipevo to omoio Bpioketal wepapykd move omd To vwOAlowma Kol ovopdleton parent
object. Ta vrorowma GameObject mov givar opadomomMuéve KOT® omd avtd ovopdalovral
“child object” 1y “children”. Mo Tétol00 OopOdOTOINGN YPEWICTNKE GTHV ONUIOVPYio TOV
exOpov dAra kot dAlov GameObject Tov Toy VIS0 TPOKEUEVOL VAL EYOVILE TNV OLVOTOTNTA
VO TO.  TTPOGTEANDVOLLE TPOYPOUUOTIOTIKO OTOLOONTOTE GTIYUN KOl VO TPOYLOTOTOIOVUE
oAlayég o peydAo aplpud ovTikelpévey pe evkoiia. Mmopovv emiong va dnpovpynbovv
enpoievuéva parent-child objects to omoia ovopdlovtor “amdyovor” (descendants) tov
Kopvaiov parent object (261, Avty m dvvorotnta mov mpoceépetor and v Unity3D,
YPNOUOTOMONKE KATA KOPOV GTNV CGLYKEKPUEVN EQPAPLOYN 0POV Ol OUOOOTOUCELS TOL
TPOYUATOTOMCALLE Lag Bondnoay otnv e0KoAn eneEepyacio peydiov dyko dedopévav.
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Parent Object

Parent/Child Object  Child Object  Child Object

Fire Burst Smoke Trail

[\

Child Object Child Object

Fragments Sparkles

Eixéva 22: Parenting

XKknv1|

H oxnvn mepiéyer 6Aa ta mepifdriovia kot to pevov g epoappoyns. O
TPOYPOULOTIOTG 08 KAOe oknviy umopel vo tomobetost 6co kot Omowa Game Object
embopel. Ovolootikd yivetar oyedlaopdc Kot VAOTOINGN Tov Touy Voo o€ eml UEPOLG
Koppdrio.

4.3 dotiopog (Lighting)

[Tpokeévov vo vmoAdoylotel n okid evog 3D aviikewévov, - Unity mpémer va,
yvopilel v évtaot, TNV KatedBouvon Kot To YPOUL TOV GOTOS TOV TEPTEL 6€ AVTO. AVTEG 01
1010tnteg mapéyovron and to Light Objects ot oxnvn (scene). Yrdpyovv didpopot Tomot
QMTOG e TOV KaBEVA v TaPEYEL OLOPOPETIKES WOLOTNTES DGTE VO KOAVTTOVV TIG OVAYKES TOL
TPOYPAUUATIOT avdAoya tnv gpappoyn. Ot mo yvootol tOHmol Qwtodg mapaditovrol
TOPOKATO KOl OVOADOVTAL.

0

:(_:I: Light source

g

Bright shading

Dark shading

Ewcéva 23: Basic Lighting Diagram
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Directional Lights

Ta Directional Lights sivatl kotdAAnia yioo t dnuovpyio €@é OTmMG TO NAKO QOG
ot oknvh. Xt mapovoa Swmdwpotik to Directional Light ypnowomombnke ya vo
npocopolwbel 0 MA0¢ Kol OL aKTIVEG TOL Yo TN ONUIOVPYio TG MEPAG OTO TOLYVIOL LaG.
Emeon, £govv v kavOTNTA VO GUUTEPIPEPOVTOL OTTMG O NAOG, UTOPOVV VO dMCOLV TNV
aicOnon g amopokpvouévng Tnyng emtos. Iap’ dha avtd to Directional Lights dev éxovv
KATOl0. CLYKEKPEVN BEoM Kot Gpa. Propovv vo, TomofetnBovv 0movdNmoTE 0T GKNVI. X1
OULVEYELD, OAOL TOL OVTIKEIHEVO, TTOV LIAPYOLV GTN OKNV QMOTILOVTIOL GOV VO £PYETOL PG
whvto amd v 1o katevBvvon. H andotaon tov ¢otdg amd 0motodNToTe avIIKEIUEVO dEV
opiletat kat apa 1 £VTOCT) TOL OEV PHEUDVETOL.

Eixovo 24 Directional Light

Point Lights

Ta Point Lights Bpickovtatl torobetuéva 6To y®POo Kol EKTEUTOVY OUOLOUOPPO YOG
mpog KaBe katevBuvorn. H kotevbuvon 1ov @mTOG mOL YTLWAEL TNV EMPAVELD EVOG
AVTIKEHEVODL givar 1 gvbeia ypopun amd v ev AOY® €oTiot TPOg T0 onueio Tpdokpovonc. H
£VIOON TOL QMOTOC UEWOVETOL GOUEMOVO HE TNV AmOCTOCT ON0 TO QOTEWVO OVIIKEILEVO
QTAVOVTOG 6TO UNOEV €av vtepPel To koTtdTEPO Oplo oL £xel oplotel. [To cvykekpyuéva, M
£VTOoT TOL PMOTOG EIval OVTIGTPOP®MG OVAAOYT| TTPOG TO TETPAYWOVO TNG ATOGTACTG OO TNV
Y. Avtd TO YOPOKINPIGTIKO 7OV €ivol YVOOTO ®¢ “OvTIGTPOPOS TETPAYWOVIKOS VOLOS”,
TPOCOLOUDVEL TN GLUTEPLPOPH TOV PMOTOG oTOV Tpayuatikd koopo. Tao Point Lights
YPNOUOTOIOVVTOL KUPIMS Y10 VO OVOTTOPOGTIICOVV AGUITEC Kol AAAEG TOTIKEG TNYES PMOTOG
oTN oKNVN OT®G akpPmg Eyve Kot TNV Topodca pyacia ],

Eixéva 25: Point Light
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4.4 Teyvikég Potiopod

Ye yevikég ypoupés, o eotionds ot Unity pmopei vo Oswpnbei wg “realtime”
(mpaypatikod ypovov) 1 “precomputed” (mpoimoloyiopévog). Ilapéyetar 1 dvvordtnTo
oLVOLOCUOD TOV VO TAPOUTAVE® TEXVIKMOV WHE OKOMO Th ONUIovpyio OKNvAg HE OGO TO
dVVATOV TO PEAMGTIKO POTIGUO.

“Global Illumination” oto medio TV YPaEIK®OV, £ival 0 OPOC TOV OVAPEPETAL OE £Vl
€0pog amd TEYVIKEG KOl POONUOTIKG LOVTEAD TO. OTolo EMLYEPOVV VO, TPOGOUOUDGOVY THV
TEPIMAOKT] GUUTEPLPOPA TOV QMOTOC KOOMS ovomnod Kot aAANAEmdpd pe tov Koopo. H
aVOTOPAGTACT] TOV na}n((')outou QeOTIopoD pe axpifele amotehel mpoOxAnom kot ivol
VTOAOYLIOTIKG SOV PN 28]

Eixéva 26: H idio. oxnvi: ywpic lighting (apiotepd), povo ue ‘direct light’ (kévipo) & pe éueoo 'global illumination' (decio).
[opaznpiiote Twg peTopépovior to. ypouota. kelmg 1o pws ‘avorndd' Tove oTig ETLPAVEIES, OIVOVTAS TOAD TEPIGTOTEPO
pEOMIGUO

Teyvun Mpaypotikog ypovos pmticpod (RealTime Lighting)

Ta edto ot Unity 6nwg ta directional, point spot sivar puBuiopéva wc real time.
Avtd onuaivel 6Tt cupPaAlovy dueca Gt GKNVHA KOl TNV evnuepmvouy o€ Kabe frame.
Kabdc ta emta ka1 ta. Gameobject kivodvtat, 0 emTIoNOC EVUEP®VETOL APECOS. ANAadT,
napatnpeitar n enidpacn tov EOTOS oe mPoyuatikd ypovo. EmmpocHeta, ot okiég elvan
eVIeEA®G povpeg kabmg dev vrapyel “avommonon” (bounciness) tov e®TOC oTIG SLAPOPES
empavelec Tov avtikewévov. H teyvikn realtime lighting amotelei tov mo Pacikd tpdmo
QOTIGHOV Kot €ivol KATAAANAN Yo YOpaKTNPES 1] KIVOOUEVO YEOUETPIKE avTikeipeva. Opmg
onmg avaeépape mapandve 1 texvikn realtime lighting votepel oe peatiopd 66ov apopd
CLUTEPIPOPE TOV POTOG, O1OTL OEV OVOTAPIGTO TNV OVOTNONGN TOV OTIC EMUPAVEIEG TOV
Jwpopov  oviikelévoy. T va  emrevyBel  peoMoTIKOTEPOS QOTICUOG TPEMEL V.
evepyomombei 1o “Global Illumination” (moykocwog ootiopds) 6Ovotaloviag €10l
VTOAOYIGTIKOVG TOPOVG.
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Ewcéva 27: Real Time Lighting

Teyvikn Baked Lightmaps Global Illumination

H Unity éxet ™ dvvatdtnra vo vtoloyicel cOVOETA EQE PMOTIGUOV YPNOUOTOIDVTOC
10 vmoloylotikd povtého Global Illumination kot to amobnkedel oe “texture” mov
ovopalovton “lightmaps”. Avti 1 dwdikacio avoaeépetor o¢ «baking» (ynowo). Ta
lightmaps tomobetohvial 6TIG EMPAVEIEG TOV AVIIKEWEVOV KOl £XOVV TN OLVATOTNTO VO
TeEPAAUPavouy TV TANpoPopio TOGO Y10 TOV AUEGO PMOTICUO TOV XTUTAEL L0 ETPAVELD OGO
KoL TOV €UUEGO POTIGUO TOV AVATNOUEL OTIS SLUPOPES EMPAVEIEG TOV OVTIKELEVOV. Mg TOV
«baking» eotiopd, ta lightmaps dev pmopodv vo aALAEOVY KOTA TN SLAPKELR TG XPNONG TNG
EPAPLOYNG Kot YU avTd OvapEPOVTOL MG «oTATIKOY. Opmg Umopovv va ypnoiponombovv
npooektikd Realtime Lights oe o oxnvi pe lightmapped ovtikeipeva. Me avty v
npocéyyon Bvotdlovpe TV SLVATOTNTO TNG OLVOUIKNG EVNUEPMONG TOL QPMOTIGUOV GTN
OKNVNA KATA TN SIOPKELD TNG EQAPUOYNG e pia Thav] adENOCT) TG VTOAOYIGTIKNG AmOd0G6NG,
KatL 10 omoio eivol KATAAANAO Yl GLOKELEG TOL Oev Yapaktnpilovial amd TOG0 GYVPO
hardware 6mwg eivar ot KivnTég TAATQOPLES.

Teyvikn Precomputed Realtime Global IHlumination

Eivor n dwodikacio Tpo-vmoAoyiopon ovammonons Tov omtog yup® omd T GTOTIKY|
yempeTpia TG OKNVNG Kot amrodnkedel Ta dedopEVA Yo XprioN GE TPOYUATIKO ¥pOvo. Avti 1M
drodtkacio HedVEL TOV aplBid VITOAOYICUAOV Y10 TNV ATAS00T] TOL PMOTOC OV KAVOVIKE Oa
EMPENE VO EKTEAECTOVV GE TPAYUATIKO YPOVO EMITPEMOVTIOS £TGL TN OBYLON TOV PMOTOC
datnpdvTag TapdAAnAo T S1adpacTikOTNTO e TO puud petddoong tov frame.

Me 11 cuykekpiévn TPoGEYYIoT UTOPOVUE VO dNUIOVPYNGOLLE TEPPAALOVTIO TTOL
eortiCovtar Bdoet Tov Global lllumination (maykoécog e®TIGUOC) GLV OTL avTaTOKPivOVTOL
oT1g 014popeg aALayEG TOV EOTIGHOD o€ TpayuaTikd ypdvo. Ipokeévouv va emitevyBovv
avtd o anoteréouata o€ kabe frame Oa mpémel va petagpépovue Kamoleg amd TG cOVOETEG
J1d1KaG1EC VTOAOYIGHOD TOV PMTOG OO TOV TPUYUATIKO YPOVO GE XPOVIKA TAAicIO TO OTToia
dev glvan kpiowa ylo tnv opaAn ékfacn g epoapuoyns. Aniadn Kamolot VTOAOYICHOL ToL
EKTELOVVTOV GE TPAYUATIKO ypdvo Tdpa Oa eivor precomputed (mpodmoroyiopévor). Avti n
Sradikacio ovopdletar «offline» (extog covdeonc) 2.
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4.4.1 Emoyn ™g KatdAining Mebdodov

H emdoyn teyvikng ooticpod eaptdror omd tn QUON NS €QPUPUOYNG Kol TIG
JUVOTOTNTEG ATOS0GNG TOL VITOAOYIoTIKOD VAKOVL (hardware) mov €yovpe otn d1dbgon poc.
[Ma mapdderypa, oe Kivntd 6mov 1 uviun kot 1 oyvg eneepyosiog eivol meplopiopévn, M
teyvikn baked lightmaps Oempeitarl n katdAinin. Avtifeta, 6€ TPOCOTIKODS VIOAOYIGTEG UE
eEEOIKEVUEVO DMKO YPOPIKOV 1 O KOVOOAEG Toyvidoumv, cLbvnlwg ypnolLomoteital 1
teyvikn precomputed realtime Gl 7 akdpo Kot GLVILOOUOS OLTOV TV OVO. XM
OCUYKEKPIUEVT]  €QapUOYn ypnolpomoteitan m  teyvikn Precomputed Realtime Global
[llumination. "Etot, av kot ypetalOpacTte GYETIKA LEYAAN VITOAOYIOTIKY 1YV, KATL TO OTOi0
elval EQIKTO apOV EYOVUE GTNV KATOYN HOG TO KOTAAANAO LMKO LYNAGV TPOSIyPOO®V,
EMTLYYAVOVLE VO ONUIOVPYGOVUE U0 EQAPUOYT PEOAOTIKOTEPT] TOV GE GLVOVAGUO LE TO
HMD xot v eikovikn Tpoypotikotra, o xpnotng Oa pmopéoetl va epPubiotel andAvta 610
EIKOVIKO-YMOLokd TePPEALOV.

4.5 Ray Casting

Muw axtiva givorl pio ypappiky coviotdco 1 oroio apyilel amd éva onueio kot cvveyilet
TPOG KATOl0 GUYKEKPEVT kKaTeLBLUVEN €xovTag TN SVVATOTNTA VO EMEKTEIVETAL GTO ATELPO
epocov dev kabopilotel kdmoo Opro. ‘Eva Ray Cast mepilopfdaver ) Sactadpwon pog
axtivag pe ta avtikeipeva 67 Eva mepPaiiov Kot pumopel vo Lo dMGeL TANPOPOpPleg GYETIKA
HE auTA TO. OVTIKEIPEVO OTWG 1 OOCTOGT EVIOMIGHOV, TO OVOUO, TO GNUEID TPOGKPOVONG
OKTIVAG AVTIKEWEVOD KOt GAAQL.

4.6 dvown Avikewévov, Xteped Topota, Xvykpovotés (Physics, Rigidbody,
Colliders)

DvoiKn avTIKEIPEVOV

'L voL £€(0VLE TELGTIKN QLGIKT GLUTEPLPOPA , Eva gameobject Tpénel va emttaydveToL
omoTA Kot vo emnpealetar and cvuykpovoels, 1 Papdtnro kot dAAleg dvvdpels. H pnyovn
ovowng g Unity Nvidia PhysX mopéyel xatdiinio components (cvotatikd) dote vo
TPOGOUOIDVOLVY TIG PUOIKES OVVAUEIS TOV OPOPMOV OVTIKEILEVOV. AVTifeTa, OTIG UNYoVES
TOLYVIOLOV OEV VIAPYEL Kapio dvuvaTdtnTa, and pove Tovg To avTikeipeva va ennpedlovrol
and 115 dpopeg dvvauels. o va yiver avtd Ba mpémer o ypnog va tomobeTroel Ta
KotdAAnio components ota gameobject, oe avtd dnAadn mov OEAel va ovtamokpivovTol
OTOVG VOUOLG TNG (QUOIKNG KOl TOPOAANAQ VO TPOYUOTOTOMOEL KOl TIG KOTOAANAEG
pulpices.

Yreped Lopata (Rigidbody components)

To Rigidbody component smitpénel oto gameobject va coumepipépetar Kol vo, dpa
oOLE®VO LE TOVG VOLOLS TNG PLOIKNG. AnAadn, To gameobject pe v tpocsbnikn tov Rigid
body component, propei va. dexbei duvapelc Kot pomég MOTE VoL KIVEITOL LE PEAAIGTIKO TPOTO,
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Vo TPOGOUOLMVEL TN PBapvTnTo, Vo UTopel va Opo KAT® and GUUTANPOUATIKESG SVVAUELS Ot
onoieg mpootifevtar péow Script kot va oAAnAemidpd ue GAha oviikeipeva . Te didpopa
OVTIKEILEVO, TOL Omoiol  YPNOUYOTOMCAUE TOTMOOETCAUE OTEPED CAOUATO OOTE Vo
OVTOTOKPIVOVTOL GOV EUTOSI0. OTNV EQPAPLOYT OT®G dEVTPA, KTipla K.o.

Yvykpovotég (colliders)

O colliders givon éva GAlo €idog cuotatikod (component) tov mpénel vo mpootedel pali
ue to Rigidbody component oto gameobject npokeipévon va pmopovv va mpoypatonotnfovv
ot ovykpoveels. Eav 6vo gameobject aAinioytvanbovv, n unyxavi euoeikng o€ Bo vroloyicet
Koo o0yKpovon ektdg av kot ta 6vo avtikeipevo dabétovv colliders. Edv éotm ki éva
avtikeipevo g drabétet, e Oa voloyiotel Kapio cuYKpovoT kot B TEPATEL TO £va. LEGO ATTd
0 dAho B2 Yrapyovv to e £idn collider:

oynuo kopov (box collider),

oynua ceaipag (sphere collider),

oynua kayoviog (capsule collider).

Mesh collider, dnuovpyei eviaio collider amd to diytv mesh tov avrikeipevov Kot d¢
umopei vo. suykpovotel pe dAia mesh collide.

Wheel collider, &dwd ywoo ™ onpovpyio oLTOKIVATOV Kol GAA®V KIVOOUEVOV
oynUaTmv.

o Terrain collider, vagvbvvo yia TG GVYKPOVGELS EGAPOVG.

o O O O

(@]

H doun tov mepiocdtepmv avtikelpévov €xel puuctel €16t d0TE va LTAKOVV GTOVG
VOLOVG TNG PLGIKNG, OGOV aPopd TNV Vrapén palag Kot TV TPOYUOTOTOINoT GUYKPOVGEWDY
otav ot cvvOnkeg 1o amatrtovy. Ommg Yo Tapdostypa, N pndia TS Tidg £xet dOnpovpyndel
pe Pdomn TG mopamave apxES PUOIKNG, TPOKEEVOD VO TPOYUOTOTTOLEITOL GVYKPOLOT] 0TV
oTY EPYETOL GE EMAPT| e GAAQ OVTIKEILEVE TTOV KOt OVTA LE TN GEPA TOVS £XOLV pLOoTEL
VO VTOKOLV GTOVLG VOUOLG NG QLOIKNG. AmoteAel Pactkd KOUPATL TNG GLYKEKPIUEVIG
TTUYOKY, 0eoV ypnowyormomOnkav ddeopa Mon colliders mpokeyévon or embécelg tov
xpNotn, ot omoiec eumepiéyovv sphere collider, va ytvmovv tovg S1dPopPovE 6TdYOVS TTOL
ocvvimg eumepiéyovy capsule collider. To terrain sumepiéyer terrain collider.

4.7 Scripting 1 Script Language (I'idooa Zevapiov)

Scripting 1 Script Language eivat pio yYA®GG0 Tpoypappaticpod mov vrootnpilel ta
scripts. Ta scripts eivon mpoypaupoto ypoppévo, yio Eva €101k6 run-time mwepiBaiiov mov
OLTOUATOTTOLOVY TNV EKTEAEGT €PYOCLDV Ol 0moieg O £mpene SUPOPETIKA VO EKTEAEGTOVV
pia mpog pio amd évav avlpamivo (popéa[33]. "‘Exovv v wavotra va cuvovalovror peta&o
TOVG MOTE Vo, Onpovpynoovy mo cvvheta tpoypdupata. Ta mepipdriiovia mov uropodv vo
avtopatonomfodv pécm SCripting eivor Qopproyéc AoYIGHIKOD, 1IGTOGEMOES, EVOOUATOUEVO
ovotuata (embedded systems), “shell” Aeirtovpyikdv cvotudtov Kabmg Kot ToALAPIOLL
moyviowe. Ov  ylodooeg oevapiov, ovyva depunvevovton (interpreted) avti va
uetaylottiCovron (compiled). H dwapopd peta&d depunvéa (interpreter) kot petoylottiom
(compiler) eivow ot €€ng: 0 TPMTOG, HETAPPALEL Eva TPOYPAULL TN QOPa Kot cuveyilel uéypt
VO GUVOVTIHGEL TO TPAOTO A0S, €4V VITAPYEL, OOV Kol CTAUOTA. € QLT TNV TEPITTMOOT TO
debugging (amoceoipdtmon) givar evkolo o€ avtibeon pe Tov compiler o omoiog Gapmdvel
O6A0 1O TPOYpappa, HETAPPAELEL TO GUVOAD TOL G KAOJKA UNYOVAG Kot R@avifel pqvoua
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AaBovg, €dv vdpyovy cEAluATa, APov capdoel OA0 To TPdYpouua, orndte To debugging oe
avtiv Vv mepintwon Oeswpeitan dvokoro. Etov diepunvéo (interpreter), m oavéivon tov
TYyoiov KMOKe omontel AMyotepo ¥povo, OUMG O GUVOAKOG YPOVOG EKTEAEOTG &lval
ueyaAbtePOC evd otov petayAmttiot (compiler), n avdivon oanaitei TePLoGOTEPO YPOVO,
OAMG 0 GLVOMKOG YpOVOG ekTéAEo™G eivan pikpotepog. Téhog, pio onupoavtikn olopopd
AVAUESO TOVG Eival OTL dnpovpyeitan evolaueco “object code” amd tov compiler, apa amortel
TEPLOGOTEPT] UVIUN, EVGO oV mepintwon tov Interpreter dev mapdyetorl TETOOV €IG0VC
KOOIKOG, ETOUEVOC EIVOL TTO OTOTEAEGLOTIKOC Y10L T LIV,

Preprocessing Processing

Source

Code Machine

Object Code

Figure: Compiler

Source Preprocessing yntermediate Processing

Code Code Interpreter

Figure: Interpreter

Eixova 28: Aiapopa Compiler-Interpreter

Yto mayvidl, m ypfon Twv Scripting languages sivar mo cuykekpuévn:  givan
EVOMUOTMOUEVEG OTO TOLYVIOL TPOKEUEVOL va TpEEoVY e€mTepikd SCripts. Avto eivor yprioo
YL 014Popovg AGYOVS, TPAOTOV UELOVETOL O YPOVOS UETAYAMTTIONS TOL TNYoiov KMOOKO,
devtepov Ponbdel 610 JSy®POGHO ™S UNYoviRS Tayvidwoy omd 1o 0o To Ty vid,
evBappOvovtog £€1ol TN Owdkacio vmodlaipeong €vOg TMPOYPAUUATOS GE  EEXMPLOTA
VTOTPOYPAUUOTO KOL TNV YPNOT ETAVOYPNCULOTOMGIUOV KOOWKA. TEAOC, EMITPENEL GTOVG
TOiYTEG VO ONUIOVPYOVV T dIKG TOLC SCripts pe amotélecpo va cvvBETovy TOAD 7o
TEPIMAOKEG Kol EVOLAPEPOVTEG AELTOVPYIES.

IMo ovykekpéva, otn Unity3D, ta scripts eivar cvotatikd (Components) toa omoio
EMEKTEIVOLV 1] TPOTOTOLOVV TIG LILAPYOVCES dafécipeg Asttovpyieg TnG. Anpiovpyovvral Kot
tomofetovvior cov vmopovadeg oto gameobject mov emiBvpodue, TPOGdidovTag TOVG
AertovpykdmTo diymg Vo VITAPYEL TEPLOPIOUOG GTOV aplOpd Twv SCripts mov pmopolv va
ypnooromBovv. Mmopovv va eAEYEOLV TN QUOIKY] GLUTEPLPOPH TMOV OVTIKEIUEVOV, VO
oLVOEGOLY OTTTIKE €QE, OKOLLO KOl VO DAOTOWCOVV £Va TPOGUPUOGUEVO GUGTNHO TEXVNTNG
vonuoovvng Al yw toug yapokmpes. Emiong, diver ) dvvatdtnta vo Tpoypappatictodv
eite o JavaScript eite oe C# eite oe B00. Tt ocvykekpiuévn epyacio Ommg €xovpe Mom
AVOPEPEL KO O TTPOTYOUUEVO KEPAALO0 ypnoiporotovpe C#. o tnv Katavonorn g Aoyikng
TOV TOLYVIO0D, TOV OAANAETOPAGE®YV, TOV KIVOLUEVOV GYEdimV, TV BEcEmV TG KAUEPOC,
K.0L., TPOCEEPOVTIOL O14popol TpOTOL Tov umopel avtd va mpaypatomombel. To odvnbeg
LOVTEAO €ivoil Vo EKTEAEGOVE TIC TTEPLOGOTEPES JEPYATIEG GTO ECMTEPIKO TV GLVAPTIGEDV
Start() kot Update(), ®wot6c60 vEApYOLV KOl GAAEC AEITOLPYIEC 7OV  UTOPOVV Vo
ypnowomomboovy B4,

45



= Start(): H ocvvaptnon Start() eivar to pépog 6mov mpoyUatomolovviotl ot StipOpPES
OPYIKOTOMGELS KOl KOAEITOL TPV amd omoladnmote GAAN cuvaptnon. Kaieitor povo
KT TNV TPAOTN EKTEAEGT TOV KMOOLKOL

= Update(): H ocvvaptnon Update() kaieiton pa @opd avé frame (xopé). Eivon
KOTAAANAN Yoo TNV Kivnom ovTIKEWWEVOVY Ta 0moio OgV LITAKOVV GTOVG VOLOLG TNG
(QUGIKNG, YO TNV EVNUEPWON TOV OOPOP®V YPOVOUETPNTAOV TOV EVOEYOUEVMS VO
YPNOOTOMoapE Kot v oviyvevon mlavov eoodwv. Elvar m mo  Kowadg
dtadedopévn cuvdaptnon.

» FixedUpdate(): H FixedUpdate() cuvnbwg xodeitor mo ocvyva arn’ 6tt n Update().
Mmopel vo kinbei moArég popég oe éva frame (kopé) €bv o pvOudc Twv frame sivar
YounAoc M pmopel va pun kAnbei kaBoAov av o pvbudg tov frame eivor vynAdc.
Boaokd yopakmmpiotikd g eitvon 0Tt KaAgitan ava cvuykekpipéva dtaotripata. Olot ot
VTOAOYIGLOL PUGIKTG KOt 01 O1APOPES EVIUEPDTELS CLUPAIVOVY OUECHG UETA TO TEAOG
™m¢. Elval xatdAAnin yuo Sapdpemon CUOUTEPLPOPES OVTIKEUEVOV OV LITAKOVV
GTOVG VOLLOLG TNG PUGTKTG.

= LateUpdate(): H LateUpdate() kaAeiton pie @opd oe kdbe frame, agotov n
ocvvaptnon update éxst teheidost. Olol Ol VTOAOYIGHOL 7OV EKTEAOVVTOL GTHV
updated, Oa wpémel va Exovv oAokAnpwbei dtav apyiler n LateUpdate().

1N GUYKEKPUEVT] SIMAMUOTIKY Epyacia xpeldotnke vo dnuiovpynbodv minbopa script ce
yAoooa C# mpokeévov va emttevyfel M katdAANAN AE1TovpyIKOTNTO TOV TALXVIOOD GE
dupopa emimeda. ‘Hrtav amapaimra yio ™ c®oty dlayeiplon TV cLYKPOLGE®V, TOV MOV,
™E TEYVNTNG vonuooHvng kabd¢ emiong katl Yo v evooudtwon tov Oculus Rift kot tov
Leap Motion dote va Aertovpyei anoteiecpartikd to head tracking wou to hand tracking
avtioToya.

4.8 Kwvovpeva Zyédia (Animation)

Alayn Tov oynuatog, g Béong, g amdoTAoNG 1 TOL  YPOVIGHOD TMV
AVTIKEWWEVDV o€ dtadoykd frames.

To chotua kivovpevov oxedimv g Unity3D divel T dvuvatdmro otov ¥protn vo.
ONUOVPYNGEL KOl VO OLOHOPPAOCEL TO. OIKEL TOL KIVOOHEVH GYEJL Y100 TNV KATOGKELN
dapopwv cvpreprpopmdv. H Unity enttpénetl 6tov xpiot va SIHopedveL KIVOOUEVO, OXESLLL
ywo. KOs gameobject. AnAadn Oyt uoévo yia avOp®ITOLOPPOVS YAUPAKTNPES 1| AVTIKEIIEVE, TTOV
&xovv ) popen Lowv, GAAL Vo SLUHOPPAOVEL KIVOOLEVE GYEOLOL Y10 OTTOLOONTTOTE OVTIKEILEVA,
Ommg o oeaipa, aAralovtog to péyeog, To YpOU, Kl GALL YOPAKTNPIOTIKA UECH GE £V
kabopiopévo ypovikd meplBdplo. Kdabe oaviikeipevo upmopel va €xet éva €wg TOAAG
SlpopeTikd Kvovueva oyédle. H ocwot dwoyeipion tovg yivetar pHEG® TOL UNYOVICUOV
animator mov mapéyet n Unity. Exet popen “state machine” kot ot Stopopetikég KaTaoTaE
OVTIOTOTYOVV GTO OLOPOPETIKA Kivovpeva oyédta. 'Etot, yia va petofel to avtikeipevo amd
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o katdotacn oty GAAN, ypeidletal va mAnpovvtal to. KatdAinia kprtiplo. H Unity pe
oVTOV TOV TPOTO EMTVYYAVEL EDKOAN OlaXElplon Kot dnpovpyios KIvoOUEVOV GYediov QAL
KOl PEOMOUO OTIC JLAPOPES KIVNAGELS, POy 1 UETAPAON OO TN MU0 GLUTEPLPOPA GTNV
EMOUEVT] TPOYUOTOTOLEITOL TAEOV LE TTEPIGGOTEPT] OUOAOTNTOL XTN GUYKEKPLUEVT] EQAPLOYT,
Kivoopeva oxédta ypnopomoinkay oe 660 avTikeipeva ¥petdotnke vo omodobel n évvola
™G Kivnomng, amd TEPTATNLO KoL riaéimo TOV YOPOUKTNPOV UEYPL TNV EULEAVIOT Kol Aoy

HeYE00LE N YPOUATOG T®V LEVOD [351,

4.10 ITAorynon kau Evpeon Kaivtepov Movoratiov (Navigation and Path Finding)

To ohoTHa TAONYNONG EMTPENEL GTOV TPOYPOULOTIOTH VO ONUOVPYNGEL YOPOKTIPES
KoL OVTIKEIPEVA TTOV pmopohv va Kivnbovdv Eumva 6Tov KOGUO TOV TTotyVidlon, YVOOTOl Mg
npaxtopeg (agents). To cvoTUo TAONYNONG XPNOIOTOLEL TAEYLOTO, TAONYNONG T OmOia
SMUOLPYOVVTOL OWTOUOTO GO TN YEMUETPIOL TG oknVNAg péow ¢ ddwkaciog baking
(ynoipatog). Avvoptkd eumddle TPOTOTOOVY ENIONG TV TAONYNOT TOV TPAKTOPMOV KATH TO
xpOvo extéleong g epopuoyns. Ilapdiinia pmopovv va puOuictovv 81d<€0p01 aArot
napapetpol Tov kabopilovv Tov TpOTO dNUIOVPYINS TOV TAEYLOTOS TAOTYNONG (91,

Bdoer ovtig g dvvatdémrog mov pog mpoopépst n Unity3D, pmopodue vo
ONUOVPYNGOLUE VTOTLTTMAN TEXVNTH VONUOCLVT TNV omoid KaTEYovv €ite avtikeipeva gite
YOPOKTNPES. ANAaodT], otV Tapovco dSumAmpatikn, ot €xfpol éxovv pvBuotel €161 dote va
KIVOUVTOL GTO YMPO OLTOVOUM, KOVOL Vo, TAVOVY GTOV TPOOPIoUO TOL TOLG £xel O0bEl,
JVOOVTOG TO TTLO YPTYOPO LOVOTATL.

4.11 Aemopn Xpnom (User interface)

H Unity mapéyet éva véo ovotuo demapng ypiotn (Ul) mov tov emtpénet va
Onpovpynoel doucOnTiKA Kot ypryopo €umapovciactes ypapikés oemagés. To cvuotnua
dtemapng xpnotn omoteleitan and Evav kouPd (canvas), péca otov omoio tomofeTovvTon OA
t0. vrorowma otoryeie. Ta otoryeio avtd pmopel va eivon keipeva, gwoveg, K.o. kabdg Kot
KAmolwo, o dadpaoTikd, Omwe kovumd kou sliders. Ymeptepel évovit tov moAaidtepov
ovotiuotog ypaeikdv GUI g Unity3D kabmg o xpnotg propel vo oyedidoet ypnyopdtepa.
Kol amodotikdtepa - . 'ETol kon gpelc pe tn oepd pog, cuvhEGOE EVTOPOVGINGTO LEVOD
QUMKA TIPOG TO YPNOTN MCTE O 1010¢ va pmopel va mepmynbel pe evkoAlo péco otnv
EPAPUOYT].

4.12 'Hyoc (audio) kou Kauepa. (camera)

‘Eva moyvior Ba jtav nuteléc xopic v dmapén KAmolwv oV, OTmS NYNTIKOV QE
Kot povoikng vrokpovong (background). To cvotnua fxov g Unity3D eivar gvélikto kot
woyvpd. ‘Exel m dvvatdomra vo e10ayEl TIG TEPIGGOTEPES A0 TIG LOPPES aPYEI®V MOV Kot
dwaféter eEehypéveg SuvatOHTNTES AVOTOPUY®YNG OTOV TPLoddcTato ympo. Emxiong, n Unity
gxel ™ dvvorTdTTo VO €YYPAPEL Kol Vo €16AYEL KATOWOV NYO 0md 0molodNmote O100€c1po
LIKPOPOVO GTO UNYAVNHO TOL ¥PNOTN OCTE v ypnowpomombel kotd  Odpkelo Tng

EQAPUOYNG.
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v npoypotikn {on ot Yol EKTEUTOVTOL amd SLAPOPO OVTIKEILEVA Kot akoVyovTal
and tovg akpoatés. O tpdmog mov yivetow avTIANTTOg 0 Nyog €€aptdtol amd JLAPOPOLS
napdyovtes. 'Evag akpoatng uropei va kotaAdfel mepimov amd mola Kotevhuvorn mpoépyetan
évag MYoc Omm¢ emiong va €xel Kamowo aicOnon tng amodctaong e myng Pacet g
TOLOTNTOG Kol TNG £viaong tov. Mo tuyaing kivoduevn mnyn Oa aAddéel Kabhg Kiveitol mg
amotédecpo Tov eowvopévov Doppler. Exiong, to mepiBdiiov o ennpedoet Tov 1pdmO pe tov
01010 avTOoVaKAATOL O 1))X0G.

Listener “

Source
Source

Eixova 29: Audio Source-Listener Diagram

H enitevén g mpocopoimone tov nyntikodv epé mpayuatonoteitor amd t Unity
nopayovtag Nxovs arnd Audio Sources (nyntikég Tyéc) ot omoieg ival TPOGUPTNUEVEG TAV®D
oto. avtikeipeva. Ot Nyot mov exméumovtol eviomilovtan amd évav audio listener (ymtkd
akpootn) tomoBetnuévo cuvibmg og éva AAAO avtikeipevo Ommg 1 kOpa kapepa. H Unity
umopel va ennpeactel amd TV amdctact Kot T 0€on ™ INyNS omd TO AVTIKEIEVO- OKPOOTY|
KOl vo. avomapdystl peoliotikovg fyovg. H Unity de pmopel dpwg va vmoloyicel v nyod
kaBapd pe Paon T yeUETPIKY popporoyia tng oknvig. Ilap’ ko avtd pmopel va v
TPOCOLOLDGEL TPosBETOVTOG TO KaTdAANA eiltpa Nyov (audio filters) ota aviikeipeva.

Eniong, o€ kataotdoelg Omov o avTIKEILEVO KIvouvTot vTOg Kot €KTOG OGS TEPLOYNG
Ko TPETEL VO eVOALAoeTal aicOntd o fyxog kébe @opa, T0te cuviotdton 1 xpnon g Reverb
ZONE o1 GKNVI OCTE Vo TPOGOoUOImBEl auTn 1 evaAhoyn TOV NY®V.

Ot o Pacikéc vwopovAadEeg YOV Ol 0Toieg avaPEpOnKay Kot Tapardve givol ot €ENG:
Audio source, Audio clip, Audio listener.

Audio source: amotelel TNV ANYN TOL NYOL KOl CVOTOPAYEL EVO. MYNTIKO KMT TO
omoio pmopei va givar drodidotato M tpiedidototo (Spatial 1 blend). To component ovtd
TEPLEYEL PLOLUGEIS GYETIKA LLE TNV EVTACT TOV MOV, TNV EMAVOANYILOTNTO TOV, TOV TOVO TOV,
TNV TPOTEPOULOTNTO TOV GE GYEON HE AAAeG TNYEC KaBMG Ko TANODpa dAA®V puOuicewv Kot
EQE.

Audio clip: eumepiéyetl Oha To nyMTIKG ded0UEVE TTOV YPNCLUOTOIOVVTOL aTd TNV TNYN
Nyov (audio source). H Unity vrootnpilel Hovopvikd, GTEPEOPMVIKA KOl TOAVKOVOAMKA
otoyeia Nyov. H popeég yov mov pmopet va. erodyst n Unity givon aif, wav, mp3,xat gg.

Audio listener: Aettovpyel cav cLGKELT HIKPOPDOVOL AdpPdvoviog £i6060 amd TIC
TNYEG MOV TNG GKNVIG Kol avamopdysl o amd to nyeia g cvokevns. Ilpénet va vdpyet
navta évog listener evepyomomuévog o dedopévn ypovikn otrypn kob’oAn ) didpkela g
epapproyns. Onmg avagépape Kot mapondveo cuviBog tomobeteital 6T KOPLO KAREP KABMG
amd EKEL O YPNOTNG AKOVEL Ko PAETEL 1]

H Camera givat 10 pécov pe to omoio o ypnotc PAETEL TO YNPLokod Kocuo. Mmopovv
va puOpeTovy, vo emeKTEIVOVV TIG AEITOvpYieg Tovg péc® SCript kot vo opadomoinfovv
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EPOPYIKA TPOKEWEVOD Vo emtevydel omolodnTote ontikd amotédecpa. Tomobeteiton oe
OTO10ONTOTE GNUEIO TOL YDPOL Ko Umopel va cuVOEDEl Pe YOPAKTNPES 1 OVTIKEILEVO TNG
epappoyns. Eivar duvatov va vrapyovy pio 1 Kot TeEpIocOTEPES KAUEPEG GE KATOL0, KNV,
uio dpmg €€ avtdv Bempeitar wg koupla ko Oa TpoPfei otn dadikacio tov rendering 421 >m
O poG mepimtoon M Kapepa eivor pio kot Ppioketor mOve ©TO OVTIKEILEVO TO OTOIO0
Kveltar 010 Ydpo. Me awtdv tov Tpdmo divetan M aicOnon oTov ¥pnoTn TPOG TA TOL Vo
kwnOei. Eniong, oty xapepa £yl mpootebel évag audio listener pécm tov omoiov o ypNnoTg
UTOPEL VO aKOVEL TOL S1APOPA YNTIKA EPE TOV VILAPYOVY GTOV EIKOVIKO KOGLO.

Ewcova 30: Camera

4.13 ITAéypa [Horvymvev

‘Evo mAéypa molvydvev arotedeiton amd kopueég (vertices), axués (edges) kat Oyelg
(faces) opilovtog 10 oyfuo evog 3D avikewévov. Ot kopv@ég eival onueia otov
TPIGOLAGTOTO YMDPO TOPEXOVTOS TANPOPOPIEG GYETIKA pe TN BEGN, TO YPDOUA KOl TNV VOT] TOVG
(texture). H axun eivor por ovvoeon petold 600 KOpuemv Kot po, oyn gival Eva KAEIoTO
oLvoro akp®v. Ot Oyelg umopovv va oynuatiCovior and tpiyova (3 akpés), tetpdymva (4
oKHEG) N Kuptd moAbywva (mévte 1 kol TEPLGSOTEPES OKUES). Mo Kopvgn pmopel va
YPNOWoTolEiTol amd TOAAEG YETOVIKEG OWYElG eved o akun amd dvo povo. Ot oyelg
popaovtal Tic KopueES oynUATiCovTag £T61 TNV TPLGOIACTATY ETPAVELN EVOG OVTIKEYLEVOU.
‘Eva. mAéypo molvydveov eivor apketd €0koho va amodobel, ®OTOCO TO TEPIGCOTEPO
VIOAOYIOTIKG VAMKG amodoong (rendering, hardware) vmoomnpilovv pévo Tpiyova 1
TETPAyOVo. Oo mpénel va onpuelmbel 0Tl Ta TEPIGGHTEPA AOYICUIKA YPAPIKOV OTALTOOV TO
avTikeipeva, vo  amoteAobvtol €5 OAOKANpPov omd Tplyova 1 TETPAY®VO OCTE VO
€€01KOVOUEITAL VTTOAOYIGTIKT 1GYVG.

4.14 Particle System, Prefab ka1 Assets

Particle System

Elvar pmyaviopog mapayoyng copatidiov (shuriken). To copotidio (particle) sivot
HIKPEG eKOVEG N TAEYLLOTO, TTOV KIVOUVTOL 1] amelkovifovTol Katd peydAeg TOGOTNTES, OTMG
avtd Kabopilovror amd to cvotua copotwiov. Kabe copatido €yer mpokabopiopévn
dupkela {oNG TumiKd Alyov devTEPOALTTOV KOTA TNV Omoilo UTMOpEl Vo VITOOTEL dLAPOPES
oAayés. To copatidle autd Propovdv va puOpicTovy €161 MoTE va emtevydel 10 KoTdAANAO
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ONTIKO €€ eMEUPOIVOVTOG GTNV TOYLTNTO, GTO YPDOHO KOl TO GYNLO TOV TOPVEL TO GHVOAO
TV coUoTiov. To choTUe COUATIOIMY TPOGOUOIDVEL TIC PEVOTEC OVTOTNTEG OTMOC LYPA
ovvvepa, QAOYeG Kot GAAa. H palikn mopoayoyn tov copatidiov avtdv dnpovpyel

yevdaioctnon un otepe®dv (PELGTOV) OVIOTHTOV N OVTIKEIUEV®V 431,

Ewcovo 31: Particle System

Prefab

To prefabs oamotelovv mpokobopiopévec Kot omoOnkevpéveg €kOO0ES  €VOG
OVTIKEYUEVOL 1 GOVOAO OVTIKEIWEVOV UE SUVOATOTNTO €VKOANG EMOVOYPNCUOTOINoNG OE
ddpopa uEPN ™G eQapuoyns. Me ) yprion tov prefabs moddmioko avtikeipeva pe diapopa
ototyeia kot pubuicelg pmopoHv va ypnoorotnfodv avd mdoo cTiyur|, EMTPENOVTAG o€ KAOE
éva Egxmpilotd va tportortomBei dmote Kot dTav ovTd amonteiton (441

Assets

Eivauw to dopikd otoryeia kabe project tng Unity kot avapépovior o 0o to, apyeio
nov Ba ypnoipomomBovy yio T dNpovpyic HoG EQAPHOYNS OTWS TO. LOVTEA X0V KOt GALQL.

4.15 Leap Motion

To cvotpa Leap Motion avayvopilet kot mopakoiovdel Ta xEpia kot To ddYTVAN TOL
ypnot. H ovokevn Aettovpyel oe Kovtivi amdotaon pe vynAn axpifeta kot vymAid pvOuo
TOPOKOAOLONONG KoL avaQEPEL daKPLTEG BEGEL Ko Kivnon.

Amd mhevpdg vikov (hardware), n ovokevn Leap Motion eivar oyetikd oamhy.
Amoteleiton amd dvo kapepeg kot Tpia vagpvdpa LED. To vrépubpo pmg mov mapdyovv €xet
unKoc kopatog 850 vavouétpwv kol Ppioketol eKTOG PAGLOTOG 0pUTOD PMOTOC.
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2 feet above the controller, by 2 feet wide on each side
(150° angle), by 2 feet deep on each side (120° angle)

Ewcova 32: ITeoio Hand Tracking zov Leap Motion

Xapn otovg Pokovg gupeiog yoviag, 1 cuokeLN O100ETEL Eva PLEYOAO YDPO OAANAETIOpOONC
OKT® KLPBIKOV moddv (] 226.5348 Aitpa), tOo Omoio TAPVEIS GYAUO OVESTPOUUEVNS
nmopoapidog. To medio mpoPoing tov Leap Motion meplopildtav o amdotacn 60cm omd ™
ovokevr. Mg 1o Aoyiopkd Orion beta, kdtt T0 0moio ¥PNGIUOTONCALE, TO TESIO TPOBOANG
éxet emektobel ota 80cm. O meplopiopdg Tov €VPovg TPoPorng opeileTar 6t 6140061 TOL
VIEPLOPOL PWTOG 6TO YDPO, KABDS KabioTatar dVoKOAOTEPO Vo amodmaoel T 0éomn Tov
XEPLOV OE TPELG JCTAGELS TTEPA amd pia opopévn andotacn. H évraon tov owtdég LED
nepropileton TEMKA amd TN PEYIOTN TN PELUATOS TOL UTTOPEL VO TEPAGEL pEGO amd TN Bvpa
USB. X¢ avtd to onpeio, o gkeyktng USB (USB controller) tg ovokeung, dwapalet ta
dedopéVO TOL OoONTAPA. TNV O1KN TOL TOMIKY UVAUN KOl TPOYLOTOTOLEL TIG KOTAAANAES
pvOuicelc avdivonc. Avtd ta dedopéva petadidoovrar otn cvvéyela péow tov USB ot0
Aoyiopkd TopakorovOnong kivnong tov Leap Motion.

Eixovo 33:Aedouévo. aaaOntipo. oe (oppiy oTeEPEOTKOTIKNG EIKOVAS YKPL POOUATOS

Ta dedopéva Taipvovv Tn HOPEN GTEPEOCKOMIKNG EKOVAG YKPL PACUATOS YOPICUEVE OTI
Kauepeg aprotepd Kot 0e€1d. Tumikd, Tor povadikd avTiKeipeva mov pmopoVue vao dove glvat
avtd Tov eotifovtat dueco and T1g Avyvieg LED tov Leap Motion.

Ao dmoymn Aoyiopikov, HOMG To dEdoUEVA TG EIKOVAG LETAO0O0VV GTOV VTOAOYIOTY,
TPOYUATOTOOVVTOL KAmoleg moAVTAOKeS pobnuotikés mphéels. To Aoywopkd tov Leap
Motion gpapudlel Tponyuévovg akyoptOpove ota aKatépyaosta dedopuéva Tov atctntipa. To
«Leap Motion Servicey givai to AoyIGHUIKO GTOV VITOAOYIOTH OV eme&epyaleTon TIG EIKOVEG.
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Metd Vv avTIcTAOUIOT TOV OVTIKEIWEV®VY IOV BpioKovTal 6TO GOHVTO Kot TOV POTOC
oV OlayEETal OTO TEPIPAALOV, Ol EIKOVEC OVOAVOVTOL YL VO avadnUlovpyncovv uio
TPLOOIAOTATY AVOTOPAGTAGT TOL TL PBAETEL | GLOKELT. XN cuvéyela, o «tracking layer»
ovoyeTilel To dedouéva £TOL MOTE VA EEAYEL SLAPOPES TANPOPOPIES TOPAKOAOVONONC, OTTMC
o OGytvoia. Ot oAyoplOpol TapoKOAOLONONG OTOKMIKOTOWOUV TA OEOOUEVO TPLDOV
OlOTACEMV KOl CUUTEPAIVOLV TIC OECEIS TOV OVTIKEILEVOV. XPNOLUOTOOVVTOL TEYVIKEG
QUATpapiopatog Yo TV €£ao@AAIoT OUOANG XPOVIKNG cuvoyng TV dedopévov. To «Leap
Motion Service» peta@épel 10 OmOTEAEGUOTO, EKQPACUEVE OC o oglpd amd frames 1,
snapshots mov wepiéyovv OAa To. dedoUEVH TOPOKOAOHONGNG, GE EVOL TPOTOKOALO LETAPOPES.

Méom avtol Tov TpwToKOALoL, To «Leap Motion Service» emkowwmvei pe to Control
Panel (mivaxkag eAéyyov) tov Leap Motion, kabmbg kor pe tigc web client libraries
(BpAobnkec), péow tomikng ovvdeong socket. H client library opyavdvet ta dedopéva o€ pio
avtikepevootpaeng APl doun, n onoio dayepiletar o 1otopikd tv frame kot mapéyet
BonOntikég Aettovpyiec. Amd €d® kol wEPA, M AOYIK) 0VTH, £QoproleTal oty €i6000 TOL
Leap Motion emttvyydvovtog pio d1adpactiky epnepio kKivnong.

Ewcova 34: H amoyn tov Motion Leap yio. ta yépio. oog

H aviyvevon kot n mapakorovdnomn amodidovv kaivtepa 6tav to Leap Motion €yet
po kaBopr] ewkova ™ olhovétog evog avtikelpnévov. Mmopel va kotaypayer €mg 200
frames/second. To Aoyiopiko tov Leap Motion cuvdvalet ta 6gdopévo Tov aiebntipa pe éva
E0MTEPIKO HOVTELO TOL AVOPAOTIVOL XEPLOV Y10 VO OVTILETOTICEL TIG O1APOPES OLVGKOAES T™NG
napakorovOnone. To ontikd nedio tov Leap Motion &yet 150° mhdrog kar 120° Babog. Apa
Kot péco dpo €xel FoV 135°.

To ocVvommua Leap Motion ypnoiponotel €vo KOPTEGLOVO GUGTNUO GUVIETOYUEVOV
0e€lo0 yeprov. To xopteciavd cvoTnua elval KEVIPAPIGUEVO GTO €mbved HEPOG Tov Leap
Motion. Ot G&oveg x kot z PBpiockovror 6to op1lovTio emimedo, pe tov AEova X va givor
TaPAAANAOG TPOG TO emipnkeg dkpo G cvokevns. O d&ovag y elvar kKaBetog, e Tig OeTikég
TIEG va av&avovtal mpog Ta Tave (oe avtibBeon pe Tov mTpog T KAT® TPOGAVATOMGUS TV
TEPIOCOTEPMV GLUOTNUATOV GUVTETOYUEVOV YPAPIKADV). O dEovag z €xel BeTikéc TIéES mov
av&avovtal Tpog To ¥PNOoTN.
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Eixova 35: To owoto abotnua ovvietayuévov Leap Motion

To API Leap Motion peTpdiet TIG QUOIKES TOGOTNTES LE TIG akOAOVOEG HOVAdES:

Ambdotaon: Xwootd

Xpovoc: UIKPOOEVTEPOLETTOL (EKTOG OV OLVOPEPETOLL OLALPOPETIKEL)
Taydmra: YMOGTA/OEVTEPOLENTO

l'ovia: Axtivia

KoBmbg to Leap Motion mapaxkoiovbel ta yépla kot o dAYTLUAL TOL YPNOTN GTO
OTTIKO TOL TEdI0, TAPEYEL EVNUEPDGELG WS 6VVOAO 1 mhaicto dedopuévav. Kabe Frame Object
OV  OVTUTPOCMOTEVEL €va TAAIG10, TePLEXEL TLYXOVTA YEPLO. OV TapokoiovBodvial, e
AETTOUEPT TEPLYPAPT TOV 1O10TNTOV TOVG G€ pio povo ypovikn otyu). To Frame Object
(avtikeipevo ITAaioto) givar ovolactikd 1 pilo Tov poviélov dedopévav Leap Motion.

To povtélo yepdc mapéyel TANPOPopies OYETIKA Le TNV TOLTOTNTA, TN BE0M KOt AALDL
YOPOKTNPIOTIKA €VOG YEPLOV TOL aviyveveTal Omwg Tov Ppayiova otov omoio &ivor
OLUVOEDEUEVO TO YEPL Kol SLOPOPEG OAAEG TANPOPOPIEG OYETIKEG ME  TO OGKTLAG, TOV
OGLYKEKPLUEVOL YepLov. Ta yépra aviurpocwnevovtot amd v kotnyopio Hand.

Eixova 36: To “yépt” PalmNormal ka1 n korev@ovon tov davioouatog (Direction vectors) opilovv tov mpocavotoliono too
XEPLOD

To Loyiopukod Leap Motion ypnoiponotel évo ecmTeEPIKO LOVTELD avOPAOTIVOL YEPLOV
Yo TV «TPOPAETOUEVT] TOPAKOAOVON G aKOUN Kol 6tav dgv givol opatd OAa To TULLOTO
evog xeplov. To povtého yepdc mapéyel mavta BEGELS Yo TEVTE dYTVAN, OV Kot 1) aviyvevon
elvar BEATIOTN OTOV M LOPOT] EVOG XEPLOL KOl OAMV TV OAKTOA®V TOL givan EexkdBapa opatd.
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To Aoywopikd ypnoyiomolel to. opatd UEPT TOL YEPLOV, TO ECMTEPIKO TOV HOVTEAO Kot
aperfoHGEC TOPATNPNOELS Y10 TOV VTOAOYICUO TV THAVOTEP®OV BEGEMV TOV TUNUAT®V TOL
dev etvar opoatd. Ot KNoe TV O0KTOA®Y TOL GPiyyovv To ¥EPL OMAMDG Oev &ival
aviyvevolues. H PBabuoroyio Hand.Confidence qoavepdver mdéco kaAd evappovifovrol ta
TOPOTNPOVUEVO OEGOUEVO OTO EGMTEPIKO LOVTELO.

[leprocodtepa amd VO YEPLOL UTOPOLV VO EUPAVIGTOOV OTI AMOTO YEPUDV TOL
avtiotoyel og éva frame, edv vdpyovv Topandve and évag ypromc. Qotdco, cuvieTaTo
Vo VTapYovV 1o TOAD 600 YXépla 610 omTkd medio Tov Leap Motion yio Béltiotn motdTTO
TapakoAovOnong kivnonge.

‘Evag Bpayiovag eivor éva oviikeipevo mov potdlel pe 00TO Kol TOPEXEL TOV
TPOGOVOTOAICUO, TO UNKOG, TO TAATOC Kot T TEAMKA onueio evog Ppayiova. Otav o aykdvog
dev eivor opatdg, to Leap Motion vmoroyiler ™ 0éon tov Pdost mponyovpevemv
TOPATNPNOEMY KOOMDS KOt TNG TUTIKNG avOpOTIVIG avaAoYiog.

To Leap Motion mapéyet mAnpogopieg yia kabe ddytoro evog yeprov. Edv oAdKAnpo 1
HéPOG Tov SaKTOAOL dev gival opatd, TO YOPAKTNPIOTIKE TV SakTOA®Y vIoAoyiloviol pe
Baon TG TPOGPATES TOPATNPNOELS KOl TO OVOTOMKO HOVIEAO TOL Yepov. Ta ddytvia
avayvopilovtal amd To Gvopo TOvg, ONANON aVTiXEPNS, OElKTNG, UEGOC, TOPAUESOS Kot
pupd daktoro. Ta ddytvda avtitpocorevovtat omd v kKAdomn Finger.

Ewxova 37: To aoufora "TipPosition" kar "Direction” tov ddxtoiov wapéyovv ) Oéon evog drpov oarxtdlov kai T yevIKI
kotevbovan atny omoia deiyvel Eva dGyTvio.

‘Eva avtikeipevo Finger mapéyet éva avtikeipevo Bone mov meptypdoet 1 0€on ko
TOV TPOGOAVATOAGUO KAOe avatoptkov daktorov. Kabe ddytoro oynuoatiletor and técoepa
00T oL Eekvhve amd TN Pdom, amd 10 TEAOG TOL Ppoyiove £mG TO AKPOV, EKTOG TOV
avtiyelpa o onoiog mepthapPavel tpia ootd. Ta ootd avayvopilovior wg:

® UETOKAPTIO - 0GTO TNG TOAAUNG TTOL GLVOEEL TO OGKTLAO e TOV KOPTO (eKTOG
oo TOV aVTiYEpaL)

o  4vo edAayya - 0616 611 fAGT TOV SAKTUAOL TOL GLVOEETOL LLE TNV TAAGUN

®  &VoldpEST PAAQYYO- TO LEGO 0GTO TOV dOKTUAOV HETAEL AKpNG Kot PAonG

®  OVLYOPOPU PAANYYO - TO TEPUATIKO 0GTO GTO TEAOG TOV OAKTOAOV
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Distal phalanges

Intermediate phalanges

Proximal phalanges

Metacarpals

0-length thumb metacarpal

Ewcova 38: Avarouio yepiod

Avto 10 pOVTEAO Yoo TOV avtiyelpo dgv Toupldlel apKeTd Pe TO TLUMIKO CVOTOUIKO
ocvotnua ovopocioc. ‘Evag mpaypatkog aviixepog £xet éva Mydtepo o0otd amd to GAAQ
ddytula. QQoTOGO, Yo EVKOAIN GTOV TPOYPOUUATIGHO, TO Hovtédo oviixelpa Leap Motion
nePLOUPAVEL HETOKOPTIKO 0GTO UNOEVIKOD UNKOVG £TGL MOTE O AVTIXEPOS Vo £XEL TOV 1510
aplOpd oot®V pHe To GAAC OdyTLUAM. UG OMOTEAEGLO, TO OVOTOMKO UETOKAPTIO 0GTO TOL
OVTIXEPO EMONUOIVETOL G EYYDS GAANYYO KO 1) OVOTOUIKT] €YYOS GOAGYYO ETCTUOIVETOL MG
N evoldueon @dAayyo o610 HOVIEAO TV doKTLA®V. Mall pe to vmoloyopéva dedopéva
napam)[ﬁ’)ﬁncng UTOPOVLLE VO TTAPOVUE TIG TPATESG EIKOVES aucOnTpa amd 11§ khpepec Leap
Motion "™

Emiong, diveror n dvvatomra oto Leap Motion vo tomofembel mdveo oto Head
Mount Display ®ote vo akolovbdel omolodNmote Kivnon G KEQOANG WHE OmOPOiTNTh
npobmdheon TV €100y TOV KATIAANA®V BiAodnkodv and v enionun otoceiida. Me
VTNV TNV TEYVOLOYia emTLYYAvETAL 1| 6YEdOV Undevikn kabvotépnon (latency) kot younin
VIOAOYIOTIKY| 10Y0¢ amd mhevpdg Leap Motion, peyolvtepn eppéreia 180x180 Babudv tov
nediov evromopov mépa ond Tov Ppoyiova, cvpPatdétro pe OA0 o VEQ LOVTEAN KIVITOV
MAem®VOV oL TeptEyovy Android Aoyiopko.

4.16 Oculus Rift

4.16.1 Ewcayoyn

¥t ovykekpyévn gpyacia o HMD mov ypnowwonomdnke eivar to Oculus Rift
consumer version 1. ITapéxer oto ypnotn 1t dvvatdmto euPvbiong (immersion) o’ éva
EIKOVIKO TTEPIPAAALOV TPOGPEPOVTAG TOVTOYPOVO U0 TTOAD EVTOVY] EUTTEIPIO PEOMOTIKOTEPT
arm’ oot pag 006vng. Ot Adyor mov emdéybnke to Oculus Rift Consumer Version 1 givat 61t
Bewpeitonr t0 AoV mponyuévo povtédo péxpt onuepa g etoupiog Oculus petd kor Tig
avapaduiceig mov €yovv mponyndei. Ioapéyel amin kar ypryopn evoopdtmon (integration)
™m¢ Unity3D mpoc@épovtag cuvapo eVIVTOGIOKA OmoTEAEGHOTO. AVVOTOTNTO XPHONG HEoQ
OTto TO EPYACTIPLOL TNG GYOANG.
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Ewucéva 39: Oculus Rift Consumer Version 1

4.16.2 Binocular Vision

To Binocular Vision meptypdoet tov tpomo pe tov omoio PAEmovpe dVO OYELG TOV
koopov tavtdypova. H Béa amd kabe patt eivar eEAa@pdg S1POPETIKT OUMG O EYKEPUAOS TIG
oLuvovalel oe [ EVioio TPIGOACTATY GTEPEOCKOTIKY €KOVO, W0 EUTEPIO YVOOTY ©C
otepéoyn (Stereopsis). H dwapopd avapeso oe avtd mov PAETOVUE 0md TO aploTEPO UATL HOg
Kot avtd oV PAETOVNE amd To de€i Tapdyel T S10PBaAiun dacmopd (binocular disparity).

To Oculus Rift mtapéyel 600 ekdveg, pa yo kKabe patt, ol omoieg Tapdyovrat and dVo
EWOVIKEG KapepeS Kat ot omoieg yopilovior and o pkpn andotacn. H andotaon peta&y
TV 600 0pBaldv pog kaieiton inter-pupilarity distance (IPD), kot | andotaon petald tmv
dvo Kapep®V TOL GLAAAUBAVOVY TO glkKOVIKO TTepBAllov inter-camera distance (ICD). Iapd
10 Yeyovog 6t n IPD pmopet va kopaiveton mepimov and 52 €mg 78 yihootd, katd péco 6po
gtvar mepimov 63,5, 10 1610 OTwC M omdcTAoT HETAED TOV KEVIPOV TOV poK®V Tov RIft.

Alayn g omdotacn HeTaEd TOV KAPEPADV, UTOPEL VO EMNPEAGEL TOVS YPNOTES
ONUOVTIKA. AV 1 andotacn Hetald TovV Kapepdv givar avénuévn, dnuovpyet o spmelpio
yvootn og hyperstereo otnv omoia to Bdbog avéavetar. Av n amdotoon peiwdel tote, o
uewwbei ko to Pabog, pa katdotaon yvoot o¢ hypostereo. H olhayn oty andotaon
petalld kapepov emeépel dvo emmAéov cuvéneleg oto ypnot: [pdtov, aAhalelt o Pabuog
OTOV OmoioV T UATIOL TTPEMEL VO, GUYKAIVOLV Y10l Vo dOLV €vo. GUYKEKPIUEVO OVTIKEILEVO
KaODG 660 aLEAVETAL | ATOCTOCT LETOED TOV KOUEPDV, Ol YPNOTES TPEMEL VO GUYKAIVOLV
TEPLGGOTEPO TOVG OPHAALOVS TOVG YO VO OOVV TO 1010 AVTIKEILEVO YEYOVOS TTOL UTOPEl val
o0MYNGoEL G€ KaATAMOVNON TOV poTudv. Agdtepov, pmopel va oAAdEer v aicBnon tov
peyéBovg tov ypMon péoa 6To EIKOVIKO TEPPAAAOV [46]

4.16.3 Field of View & Scale

To omtikd nedio Field of View umopel va avoapépetor o€ d10QPOPETIKESG TEPUTTMOELG
7oL 0o TPETEL TPAOTO VO ATOGOPNVIGTOVV. YTTApyovv dvo edmv ontikd medio, to display
Field of View (dFOV) kot o camera Field of View (cFOV).

To dFOV avagépetal 6To uotkd omtikd medio Tov ypfHot o omoio KataAapuPdveto
oo TEPLEYOUEVO EIKOVIKNG TpaypoTikoTnToc. Efvarl éva ouoikd yapaktnpioTikd Tov vAkov
(hardware) kot twv ontikdv. v nepintwon tov Oculus Rift CV1 éyovue 110° FOV (80°
optLovtia, 90° kabeta, 120° Sraydvia).
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To cFOV avaeépetal 610 €0pOc TOV EKOVIKOD KOGLOV, OV QOIVETOL Omd TNV
OO0 TOV KOUEPDV GE OTOLOONTOTE OEGOUEVT] OTIYUN. ANAadY| eivan TO €0POG TOV OTTIKOV
nedlov TOV KOUEPDOV HECOH GTOV EIKOVIKO KOGHO Kot pmopel vo puOuotel péoa and v
epapuoyn avaroya Tig avdykec tov ypnotn. ‘Ola ta ontikd wedion FOVS opilovtotl amd pia
YOVIOKT HETPNOT TOV KAOeT®V, optlovTiov Kot/ 1 S10yOVIOV SI0CTAGEWMV.

2TV EIKOVIKT TPAYLOTIKOTNTO, O0EV VIAPYEL EMaP] TOV e&mTEPKOV TEPPAALOVTOC
KOl 0 EIKOVIKOG KOOUOG YEMLEL £vol LeYAAO HEPOG TNG TTEPLPEPELOKNG OPUONG. LVVERMDC, Elval
oA0 onuavtikd to CFOV kot to dFOV va tapidlovv akpipoc. H avoroyio peta&d avtmdv
TV 600 TIUOV avapEPETal O KAipoKo (scale), kot 6TV EIKOVIKH TPoyUaTIKOTNTO 1) KApoKo
avt Oo mpémer mhvta va givar ion pe éva. Xto Oculus Rift CV1, 10 péyioto dFOV
kaBopileton amd v 0006V, TOVG PAKOVE, KOl TO TOGO KOVTIO O YPNotnG Tomobetel Tovg
(QOKOVG OTO LLATLO TOV (G€ YEVIKES YPOUUES, OGO TO KOVTA £lval T AT GTOVG POKOVS, TOGO
gvpvtePo givar To AFOV). To Bondntikd mpdypappo dSlapodpemone petpd to péytoto dFOV
OV Ol YPNOTEG UmopolhV va dovv, amobnkedel avtég TG TAnpoeopiec kot 1o SDK Ba
ocvotioel o kotaAAnio CFOV. 'Etor 1o SDK gmitpémer tov yepiopd tov cFOV kot tov
dFOV yopic aAlayf tng KMpoKaG Kol emtuyyavetal 0 ovtd e TNV TPocOnkn podpov
TAciov YOp® amd TNV 0paTh KOV 47,

4.16.4 Rendering Techniques

[Mapaxdto avarvovior Pacikéc texvikés anddoong (Rendering Techniques) kobmg
KOl TOL YOPOKTNPIOTIKG TOVG, TG omoieg ypnotponotei to Oculus Rift yua va amoddoet pe 660
70 dVVOTOV KOAVTEPO KO PEAAIGTIKOTEPO TPOTO TO EIKOVIKO TEPPAALov 610 Ypnotm. A&ilet
vo. onpewwbel 6t oto Oculus Rift consumer version 1 £yovv enélbel onpovtikég BEATIOOELS
oe oyéon pe to Oculus Rift DK2 o6nwg Aemtouepéotepn avirvon, amd 1920x1080 oe
2160x1200 (1080x1200 avé patt), Kobmg Kot TaydTeEPOs puOUOG avavE®ONG EIKOVOG, O
75hz og 90hz, o omoioc £xel cav amotélespo ) peiowon tov Boumdpotog (motion blur) kot
tov flickering (tpepdoPnua) katd ™ petoxivnon mg keeoric. To mpdto poviédo Oculus
Rift DK1 &iye avaivon 1280x720 kot puOuod avavémong 60hz.

Rendering resolution: Onoc avaeépbnke kot topordve, to Oculus Rift consumer
version 1 &yst avaivon 006vng 2160x1200 (1080x1200 avd patt), 0Ald 1 TOPOUOPEOGT] TV
QOK®OV onuaivel 0Tt 1 gkdéva oty 000V TPEMEL VO LETOCYNUOTIOTEL DOTE VO EUPOVIOTEL
Kavoviky] oto Beatn. [Ipokeévon va mapoacyedel emapkig mLKVOTNTO EIKOVOGTOLEIDV Y10
TOV PETOCYNMOTIONO, KA pdtt amortel ewovo 1 omoio vo givor peyoddtepn omd v
avédivon tov poov g 086vng. Avtd pmopet va amotelécel mPOPANUA amOO0OoNS Yo
OPIOUEVEG KAPTES YPAPIKMOV Kol 1 LEI®OT TOL pLOUOD TV KOPE TAPAYEL L0 KOKY) EUTEIPIOL
EWKOVIKNG TpayLoTikOTNTOS. Piyvovtag v avédivon g 006vng, umopel va €xet emidpaon kot
Vo dNpovpynoel popeopata. Piyvovtag opmg v avéivon tov puductodv oto partt, propel
va BeATimBo0V o1 EMOAGELS, SUTNPDOVTOS TV OTTIKY| n01(')rnt(x[48].
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4.16.5 IToparxorovbnon (Tracking)

To Oculus Rift mepiéyert éva yopookdmo, €vo  EMTOYVVOIOUETPO Kol  Eval
LOyVITOUETPO Kot GUVOVALEL AVTEG TIG TANPOPOpPiEG TOV AdpPaverl amd Tovg acOnTpeg LEC®
wog dradikaciog Tov ovopdleton «sensor fusion» yia va kabopicel Tov TpocavatoMoud Tov
KEPAALOD TOV XPNOTN GTOV TPAYLOATIKO KOGHO KOl VO GUYXPOVICEL TNV EIKOVIKN TAELPA UE
TOV  TPOYHOTIKO  mepPdAlov. Avtol ot ouoOntipeg mapéyovv  dedopévo  yloo  va
nopakorovdeitan pe akpifelo N yoviakr mapékkiion tov kepoiov (pitch, yaw, roll). "Etot
Aouov, €xel dnuovpyndel Eva amAd HOVTELO KEQUANG KO AQLOD TOV ¥PNOTN TO 0moio &ival
YPAOO Yoo TNV okpPn] OTOKOIIKOTOINGN TOV TANPOPOPIDOV TOV OIcONTAP®V Yoo TNV
LETOTPOT TOV KIVICEWV TNG KEPOUANG G KIVIIGELS KAUEPS.

Kdato amd 1o nuidtapavég eEmtepikd nepifAnuo tov Oculus Rift consumer version 1,
VIapyEl pa cvototyio vEpuBpwv micro-LEDS, mov mapakoiovBovvtal amd pio kauepa
vrépuBpwv mov Bpicketan 6to Ydpo. Exer 360° dvuvatdnta eviomiouod ypnot. To gvpog
1OV mediov evtomiopol dev €xel yvootoromBel axopa and v etapio. H mopaxorovbnon
0éong (Positional tracking) 0o mpénel va avtiotoyel amdAvTa pE TIC KIVIOELS TOV YPNOTN
e w¢ umopet va mpokAinbel dvoeopia. ‘Evag Pacikdg mapdyovtag tov tracking mov Oa
npémel vo dapPavetar cofopd vadyv givar 1 AavOdavovoa katdotaon (latency), n omoia
opiletar ®g 0 GUVOMKOG YPOVOS HeTaEh NG KIVIONG TOL KEPOAOL TOL ¥PNOTN KOl TNG
AVOVEOUEVNC EIKOVOG TTOV ep@avileTan otnv 006vn kot meptiapBdvel Toug ypodVoLS yio TV
amokplon tov awsntpa, ™ odvinén, v amddoor, TN UETAS00N NG €KOVOS Kol TNV
andkpion wpoPoinc. H ehayioronoinon Aowmdv, g AavBdvovsag kotdotaong eival ?omm']g
onpaciog yi Tov xpnoTn, yio po KoAn epmepio epfvbiong oe eucovikod nspthM»ov[So .

Anhodn, to Oculus Rift consumer version 1 ewodyst €&t Pabupods elevbepiog
evtomopov 0éonc. O dpog 6DOF avapépetar otny erehbepn kivinon evog AKOUTTOV GOUATOG
oTov Tpredtdotarto ywpo. 1o cvykekpéva, 1o copa etvar eredBepo va aalaler Béom mévo
OTOVG TPELS KAOETOVG GEOVEG TPOG TOL EUTPOC/TPOG TOL TG M, TPOS TAL APLOTEPA/TPOG TaL HeLA,
TPOG TO TMAVO/TPOS TA KAT® G GLVOLAGUO LE OAAAYEG OTOV TPOGUVOTOMGUO HECH
TEPLOTPOPNG YOP® 0td antode Tovg kdbetovg dEoveg (aircraft principal axes).

Yaw: meptotpopn yOpw amd Tave/kato dEova,
Pitch: mepiotpoen yopw and apiotepd/deéid aEova,

Roll: tepiotpoen| yopm amd epnpdc/micwm GEova

Down

Ewkova 40: 6DoF
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Oculus RIft

Tracking area
Built-in audio Yes
Built-in mic Yes

Controller Oculus Touch, Xbox One controller

Eixéva 41: Oculus Rift CV1 Features

4.17 AcBéveln Ewkovikng Ipaypatikdtrog (Virtual Reality Sickness)

H aoBévela ewcovikng mpaypatikdmmrag epeoviCetor otav n €kBeon o€ €va €1KoviKod
nepIPaAlov TpokaAel cuumTOUATe TOPOUOol HE ovtd TG aobévelng tng kivnong (travel
sickness). H vavtia tng mpocopoiwong ((An) cvuPaivetl 6tav n ontikny TAnpoeopic ard Eva
TePPAAALOV TPOGOUOIMON S dNUIOVPYEL GVYYLON, UTEPOEHOVTOS TOV XPNOTN MG TPOg TN BEon,
NV 16oppomnio Kot Tov Tpdmo kivinong tov. Extdc g {dAng ta mo cuvniicuévo copumtdpato
glvar M yevikny dvoeopia, 0 TOVOKEPUAOG, M €Qidpmorn, M KOT®oN, M LAVNAia, O
OTOTPOGOVUTOMGUAOC, 1| GTOLOYIKY] SLTOPOYN, O EUETOHS Kot 1 KOT®MON TV potidv. Ot Adyot
OV TPOKAAOVV TO, AVAOTEP® TEPTYPAPOVTOL TOPOUKATM.

H toydmta kivnong xau emrtdyvvong (speed of movement and acceleration) eivon
€vag amd Toug AOYOLG OV O YPNOTNG OVTILETOMILEL KOO0 OTO TOL TOPATAVED GUUTTOUOTOL.
H taydmra g kivnong etvan dupeca avaroyn g Kivnong epedviong g acbévelag. Av kot
Ol TO apYES TaXOTNTES YEVIKA KAVOLV TOV YpNoTn va. olcOdvetol aveta, TO O GNUOVTIKO
Oépa etvon 1 emrdyvvon, gpébicpa oto omoio avtamokpivovtal ta. otbovoaio Opyovo GTO
eo@TePKO TOL avToY. H gwovikn| emtdyyvvon, 1 omoia yiveTon avtiAnmt ontikd aAAd Oyt
kot omd To oovcaion Opyava, UmOpPEl Vo OOMYNCEL GE GLYKPOLOT TV ccHncEMV
TPOKAADVTOG £TO1 dratapayss Omwg N dvoeopic. Mo GAAN outio ekdniwong ¢ acbévelag
NG EKOVIKNG TPOyUaTikOTNTOG ivan o Pabudc edéyyov (Degree of control). H agaipeon tov
EAEYYOV NG EIKOVIKNG KAUEPAG 1 TPOKANGT KIVIGEMY Ol OTTOIEG OEV TPOLYLOTOTOOVVTOL Od
10 ypNotn pmopel va. odnynoouvv oty ekdNAmorn TG acbévelng. Axopa, 1M SldpKELL
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(Duration) aAANAeTidpAONC TOV ¥PNOTN UE TO EKOVIKO TEPPAALOV EXNPEALEL TOV OPYAVIGHO
T0v. OG0 TEPIGGOTEPO TAPAUEVEL O YPNOTNG OTO EIKOVIKO TTEPIPAAAOV TOGO TBUVOTEPO Elval
va TpokAnOel n acBévelo mpocopoinong. Eropuévag ot ypnoteg mpémel mavia va £(0uv v
elevbepia va «mTaydvVoOLV» TO TOyVidl TOVG KOl GTY] GUVEXELN VO, ETIOTPEPOVY GTO OKPIPES
onpeio 6mov Ppiokoviav.

To dyog tov yprotn, dNradn to Hyog g ontikng Ywviag avtov (POV) umopet va
elval évag EUUIECOG TAPAYOVTOG TOV UTTOPEL VoL TPOKAAESEL TNV 0c0évela Tposopoimons. Oco
YopunAoTEPO ivar n OTTIKY Ywvio Tov ¥pNotn TG0 mo Ypryopa yivovtal ot aAAoyEG GTO
EMIMEDO TOV EJAPOVE, TPOKAADVTOS EVIOVOTEPO TNV OTTIKY PON|, YEYOVOC OV Umopel emiong
va mpokaréoel TV acBéveld. Mo dAAN artia gpedviong g acBévelag etvar 1 S16POaAUN
dwomopd. Av kot 1 01090aAun dtacmopd eivon Pactkdg mapdyovtag Yo TV PEAAICTIKOTEPT
ameKOVIon Tov Pabovg, dev Tpémel Top’ OAX OVTA VO OYVONNCOVLE TIC OPVNTIKEG EMMTMOCELS
OV TPOKLTITOLV A’ aVTV. Ol 6TEPEOCKOTIKEG E1KOVEG Umopel va 0B GovV Tovg 0QOaALOVG
vo 6uYKAvouy 6° éva onueio o€ Kamowo PABoc evd ot pakoi va £6TIAGOVY 6€ KAmolo GALO
onueio. 'Etor opiopévol dvBpomor mapatnpdviag GTEPEOCKOTIKEG €koOves aicBdvovtan
ducpopia, yeyovdg TOv 0ONYNOE TOVG EPELVNTEG VO, TPOTEIVOLV WEIMON TNG OmTOCTUGNG
petalld Tmv 000 EIKOVIKOV KOUEPDOV 1| Kot EEAAEWYT QVTNG (LOVOCKOTIKY OEKOVION).

‘Evag @Ahog Adyog mov mpokadeitar 1 acOévela givar to medio mpoPoing (field of
view). To nedio mpoPfoing avaepépetat o dVO €idn onTIK®OV Tediwv. To TpdTOo glvor | TEPLOYN
0V 0@OoAIKOD TEdiov oV KaAvTteTan and v 086vn (FOV 17 dFOV) kot 1 meptoyn tov
gwovikoy mepPdAioviog mov amewkovilel n pnyav ypoeikav otny o86vn (camera FOV 1
cFOV). 'Eva evpb dFOV eivar mbavotepo va coufdriel oty acbévela mpocopoimong yio
Vo Adyovg mov oyetiCovtan pe v avtiinyn g kivnong. Ilpdtov, n avtiAnyn g Kivnong
elvat o gvaicOntn otV TEPIPEPELD TG OPUCTC Kol OEVTEPOV OTOV Uio. LEYOADTEPT 000VT
FOV ypnoyonoteital 610 6hvoro NG Kot LTOJEKVOEL GTO ¥PNOTN OTL Kiveital, pmopel vo
npo&evnoel ovyyvon HeTalld Tov oohnoewv Tov, odnywvtag Tov €16l 6g dvopopia. O
doromog yepopndg tov CFOV pmopel va 0dnynoel 6e a@OGIKT LETOKIVIION TOL EKOVIKOV
TePPAAALOVTOC GE OYEOT LLE TIG KIVIGELS TOL KEPOALOV Kot TV oBaipdv. Ot opBaipol kot
10 atBovcaio cuoTa cuvepyAlovTtal Yo va KaBopicovy TG0 TPEMEL VoL KIVOUVTOL TO [LATLOL
KaTA TNV Kivnom tov kepailolh, dote va dwtnpeiton otabepn n ontikn eotioon o Eva
AVTIKEIILEVO. AV TO g1KOVIKO TEPPAAAOV 00Ny oeL og amotuyio TOTe Oa mpokAnBel acOéveta.

[Toporko mOL Ol TPOYPOUUOTIOTEG OEV €YOVV TOV EAEYYO G€ TOAAEG MTLYXEG TNG
AovBavovoag katdotaong (Latency and lag), eivor onuavtikd vo dac@ariletar 6tL
EQPUPLOYN GTO EIKOVIKO TepPdArov dev Bo koAAdet (lag) i dev Ba pewwver to frames 6’ éva
ovoTNUO oL TANPOl TIG eAdyloteg TEYVIKEG TTPOoolaypapss. [ToAAd moryvidw pmopel va
emPpadvviodv efoutiog moAA®Y 1 Mo ovvletdv otoryeiov mov emeEepydlovior Ko
amodidovtor oty 006vi. Av kol ovTd Eivorl o UIKPN EVOYANCT OTO TOPOSOCIOKE
Bwteomayvidla, umopel vo amoteAécel ol SVGAPESTN EUmEPiO. YL TOVG YPNOTES TNG
elovikng mpayuatikomrtac. Ov eakoi tov Oculus Rift otpefrdvovy v ewdvo movL
enpaviCetoar oty 086vn. H 816pBwon emrvyydvetor pe ) dvvatdmro eneéepyoasiog mov
napéyetar amd to SDK. H eopoipévn mapopdpemon umopei va “@aivetol” apketd 6mOTH
AL e&okolovbel va elval amompocavaTOMSTIKY Kot ABOAN Yio TO ¥p1iotn omoTe YpetaleTan
wiaitepn mpocoyn otig Aemtouépetes. Oleg ot Tég dopBmong mposopoiwong TpEmel vo
TopltdlovV LE TN GLYKEKPIUEV] CLOKELN KOl Kopio amd ovtéc Tig TWES OV MPEMEL va
pvOuiletar and to ypnotn. OAOL 01 TPOYPUUUATIOTEG TPETEL VO, YPTCUYLOTOLOVV TIG EMICTUEG
pvOuicelg mapapopemong tov Oculus VR mpokeyévou vo eppavioTtel 10 6mGTO OmTOTELEGHLA.
Zuvi0mg ¥pNotomolovvIat ot oKlaoTég mapaudpewong tov Oculus VR.
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To tpepdoPnua pmopel vo yiver evrovotepo efoartiog TV VYNADV EMTESWV
ootewvomrag. [vetar 6 meptocoOTEPO AvTIANTTO 6TV TEPLPEPELR Tov 0Baipov. [Topd to

YEYOVOS 0T T0 TpepdoPnua pmopel va yivel Myodtepa GuVELINTO
EVOEYETAL VO OONYNOEL GE TOVOKEPAAOVG KOl KOTMGOT) TOV LOTUOV

Eixéva 42: Virtual Reality Sickness

[lélﬁ NV TAPOd0 TOL YPOHVOL
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Kepdhoto 5° Zyedroonog avvidion
5.1 Ewcayoyn

2V evoTNTO OUTH YIVETOL TTEPLYPAPT] TOL TOUYVIOIOD MG TPOG TN oYEdiOoT KOl TO
YEWPIOUO TOV OTMG KOl GAL®V POCIKOV YOPOUKTNPIOTIKOV TPOKEUEVOD VO TPOETOLOCTEL
KOTOAANAQ O YpNOTNG BOTE vo. avtameSéAfel OTIC amoITnoElS ™G eeappoyns. Emiong,
TEPLYPAPETAL 1 GULUTEPLPOPE TOV JPOPOV EYOPOV KOl YUPOKTHP®V 1M omoio elval
Baciopévor oty texvnTh vonpoovvn. Télog, mapovoidlovtal ot d1dpopeg SETAPES XPNoTN
KO TOL YNTIKG EQE TOV EUTAOVTIGAVE TNV EPAPLLOYN.

5.2 Zevapro ko Xovroun [eprypaon tov Iaryvidion

O tithog ¢ epappoyng eivar Eternal Conflict. I[Tpdkertar yio Gaming (mwoyvidt)
epappoyng First Person Shooter (mp@tov mpos®dmov) 610 0noio d€ YP1GLULOTOLOVVTOL OTTAL
aAAG payeiec ko evepyelokd kopata mov o extoSedovion amd ta xEpo TV TaiyTn XOPIig ™
xpNoN xeprotpiov, TANKTpoAoyiov Kot movtikiov. Oheg o1 evépyeleg Ba TparyLaTOTO0VVTOL
ue ) Pondeia tov teyvoroyikdv pécwv Oculus Rift kol Leap Motion.

[T ovykekpyéva, o xpRoS £xet T dvvatdtTa Vo yupilel Tpog Kabe Katevbvvon
pésa 6T0 EKOVIKO TEPPAALOV EKUETOAAEVOUEVOG TIG TEPLOTPOPIKEG KIVIGELG TNG KEPOANG
TOL GTOV TPOYUATIKO KOG, KATL TO 0m0io emttvyydvetan uéom tov Oculus Rift kat tov
YupooKomiov to omoio gival evompatopévo oe avto. EmmAéov, pe cuykekpiéveg Kivioetg
TOL OPLOTEPOV YEPLOV OV Opicoue eueic pécm tov Leap Motion, ot omoieg meptypdpovtal
OVOALTIKA TOPOKATO, OTveTOL 1| SLVATOTNTA GTO ¥PNOTN Vo KTEAEL EVOVYPAUIES KIVIGELS UE
otabepn| tayvTa ( Epumpocbeyv, apiotepn| 661, Omichev kat dtaydvieg). 'Etot, cuvovaloviog
T0. S0 TAPOTAVE 10N KIVGE®V, EMTLYYAVETOL EVYEPNS ELLOEPi KIVIIOEDV PEGA GTO
EIKOVIKO TEPIPAALOV.

Eminpooheta, o ypriotng £xel ™ duvatdtnto va ektelel cuykekpluéveg emBEcELS o€
popon payeiog. Ot embéoelg drakpivovtal 6€ TPELG KATNYOPIES LLE SLUPOPETIKEG 1O1OTNTEG M
ké0e pia (umdho poTidg, pmdio tdyov, Tpdotvn urdia). ['o v emtuyn ekTEAEST] KATOLOG
€K TOV emBECEMV, EKUETAALEVTIKOLE TNV TaXOTNTO KIVIONG TNG TOAGUNG TPOG EVOVYPALLLN
éunpooBev katevhuvon, yeyovog mov frav duvatdv va emttevydel povo péow tov Leap
Motion. TéAog, mpémel va. onpelwbel 6Tt pmopei va yivelt cuvdLaoHOG OA®V TV TOPATAV®
KIVIGEWV.

H mhoxm tov oevapiov ektvAicoeTor wg akoAovBms: o maiytng tavtileton pe To pdyo
(wizzard) Aidunghast. O pdyog avtog Bpioketon otn yn wove and 1000 £n Tpokepévov va
TNV TPOCTAUTEVEL OO EMOPOUES APETIKAOV LELOVOTHTOV TTOV £XOVV GKOTO TV EXAVOPOPE TOV
daipova Baphomet. H tedevtaio oOykpovon peta&y Baphomet ko payov €ywve mpv mepimov
TEVTAKOOLA YPOVIO GTNV OTol LETA Omd TITdvio Ldyn oKOTMONKE 0 LEVTOPOS Kot OAGKAAOG
tov Aidunghast, o apypudyog Azeras. O pdyog Tov o Vidlo0 HoG 08V UTOPEGE VA VIKNGEL
OAOKANPOTIKE TO daipova KoM vanpye LeTa&d TOVg TEPACTIO XAGHA SVVANE®V, KATAPEPE
OUMG VO TOV QLAOKICEL GE L GAAT S1ACTACT] MOTE VO UV TPOKAAEL SuoTLYio Kot
Kataotpopr| ot I'm kot og 0AdKANpo T0 cvumay. Opmg enedn, yvopilet (o payog) o1t
Kamowo pépa o avtimarog tov Ba whpel Eova ohpra Kot 06Td, eEackeiton Kol PpiockeTol o
EYPNYOPOT| MGTE VO LTOPEGEL VO, TOV OVTIUETOTIGEL, AMOTEAECUATIKOTEPA VTN TN POPA.
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Avt 1 puépa Aomdv €xel ETACEL.

To mayvidl mepiéyel éva Paciiod terrain wvo oto omoio ektviicoeTal OAN 1 dpdon,
TEGOEPIC ATOCTOAEG Kot Eval, apykd pevov. Kdbe amootol mapovotdlet, Tn 01kn g
WutepdTnTa, SVGKOALN, £XOPOVG EVAO TNV TETOPTN OTOGTOAN gppaviletor o Baphomet cav
terevtaiog apynyog (Last Boss). Kdabe €id0g xBpo¥ £xet Eeympiot copmepipopd 1 omoio
Baciletar oTIg apyéS TG TEXVNTNG VONLOCLVNG. AKOUA, 0 ¥PNOTNG EXEL TN SLVATOTNTO VO,
TOYMGEL TO T VIOl 1 Kot va EEKIVAGEL amd TV apyn LESH evOg devTepoL pevov(Pause
menu) mov pmopei va KaAécel katd tn diapkela e dpdong (Game Play). Hynrtukd kot omtikd
€€ eUTAOVTICOVY TNV EQUPLOYT| LE PEAAICUO KO EVTOOT EVOD M aicOnon ¢ poyeiog Kot Tov
pvotnpiov etvat dudyvtn ko’ OAn TN S1dpKELD TOL TOLYVIOOD, GLVIEADVTOS £TGL GTNV
OTOTEAECUATIKOTEPT] EUPVOIGN TOV ¥PNOTN 61O EIKOVIKO TEPIPAAAOV. ZTO ETOUEVA KEPAAOLQL
0o avaALOOVV TEPAUTEP® TO SLAPOPO YOPAKTNPIOTIKE TNG EQAPLOYNGS.

5.3 Terrain

¥t ovykekpuévn epyacio d60nke 1dwoitepn Eugacn otn dnuovpyio tov terrain
(Ewova 43), xabdc to moryvidl e€elicogtal udévo oe pio miota. [poxettar, yio Eva terrain
opBoydviov oynuatog, pe dwotdoelg 1500x1000m ko péyioto vywog 600m. Awbétet
TOWIAOHOPPO TOTioL KOl TANO®OPO VOOV TOTOOETNUEVES PE KOAMTEYVIKO TPOTO TAV® GE
awtd, KaODS Kol TAOVGLO YEMUOPPOAOYiD £6APOVG eV POTILETOL GLVOAMKE amd pio gviaio
myn ootog directional light, mnyn mov mpocopowdvel TG axtiveg Tov MAov. H
YE®HOPEOAOYia TOV terrain dTmg avTh ATOTVIMOVETOL GTNV THOTO TOV TOLYVId0D TapPoLGIalet
o oKOAOLOA YOPAKTNPIOTIKA. XTO KEVIPO TNG MIOTOS OVOTTOGGETOL £VOG OPEVOS OYKOG
xopilovtdg v og 60 enl puépovg medio mov e TN GEPE TOVG VITOJALPOVVTAL KOl AVTE GE
HKpOTEPNG €KTAONG emimeda pe TN yopobétnon yaunrotepov fouvav kot Aoewv. Méca og
avTd TO TEPEV LIAPYOLV TAVTOYPOVO TEVTE VONTES TEPLOYES. ALTEG elvat: To Ywpld (gKOvVa
43), 10 600G apkovdmv (gwova 44), to dacog Akwv (ewkdva 45), To KounTplo (EIKOVES
46,47,48) w1 ) mepoyn Tov Popod (swovo 49). Etdyoc G YEOUOPEOAOYIaS avTig Eival 1
KATA TO OLVOTOV OMPOGKOTTN TAONYNON TOL TOiyTn UECH OO TEPACUOTO KOl LOVOTATLOL
oAAG kot M aioBnon g e€epedvnong Kot TG MEPUTETELNG O AYVOOTEC-OMATNTES TEPLOYES.
Yuvaua, 0ev mPEmEL vo. ayvoeitan 0Tl 1 TOIKIAOTNTA. TOV avAyAvpov yopilel otov maiytn
EMAPN HE TN QUGN OGS QLT TOLAGYIGTOV OVOTTUGGETAL OTY TTioTa Tov Toyvioov. TéAog,
YL TN PEAMOTIKOTEPT OMEIKOVIOT TNG TOTOS EUTAOVTIOTNKE TO TaYviolL amd €va GUVOAO
EIKOOTIKAOV AETTOUEPEIDV OTMG YPUGIOL, OEVIPO, GLGTHULOTO GOUATOIMV, KTipla, Odpopa
OTOTIKO LOVTEALL, POTIGUO K.0. Ol OTOIEG OOl TEPTYPUPOVV TOPUKAT® OVOAVTIKGL.
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Ewcove 43: Terrain Mepioxn 1: Xwpio(onueio ekkivnang), Mepioxn 2: Adoog ApkoubSwy, Iepioyi 3: Aacog Adkwv

Leproyn 4: Kownipio, Heproyn 5: Baouog

Ewcova 44: Village
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Eixova 45: Adoog opkoddwv

Eixovo. 46: Adooc Abkwv
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Ewcovo 47: Cemetery 1

Eicovo 48: Cemetery 2

Eixova 49: Cemetery 3

66



;h

Eixova 50: Bouog

5.3.1 Texture (voég)

211 GLYKEKPUEVN EQAPUOYT YpNoLpomomOnKkay oxT® dtapopeTikd texture avaioya
pe g avaykeg kébe meployne. H dwdikacio mov axorovdnbnke mpokeipévov va Kaivedel
oM n miota pe texture eivon mopopown pe vty g Loypapukng. Apyikd, emAéEape to
texture mov Ppioketar otn Béon [1,1] g ewkdvag 50 dote va KahveOel 6An 1 meproyn €&’
OAOKAN POV pE aVTO. XT1 GUVEXELD, Yo KAOE YEOAOYIKY| 1010L0PPia YPNCULOTOGAUE GAAO 1|
Ao €l0m texture mive amd to MO vVEapyov, xpopatitoviag Eové KTl KOO TPOTO TO
£001P0G. EEKIVIGOUE TO PAYILO GTNV 0Py TOV YEOAOYIKMV OIOUOPPLOV UE OTOAEG KIVIGELS
KOL GTI GLVEXELDL TO VTOAOITO GMOUO TOVG LE O EVTOVEG KOl SUVAIKEG, EMOIDKOVTOS £TOL
™V Katd 10 duvatdv amdivtn yevdaichnon tov wpaiov kot aAndivov tomiov oAAG Kot TNV
EVYAPLOTY, OMOTELEGUATIKY] KO PEAAICTIKY] EUMELPIO TOV TOAYTH. ZTNV TEPLOYN TOV YWPLOV
ypnowonomoape to texture tov Béocwv [2,4] ko [3,1] g ewovag 50 pe omewkdvion
TAOKOGTPMOTO Y10 VAL EMKAADYEL KoL VO, OPLOBETNGEL TN LUKPY| TAATEID EVAD GTNV TTEPLOYT TOV
Bopod to texture g 0éong [2,1] g 010G €kdVAG, OTOL ATOTVTAOVOVTOL GKOVPOYPWOLES
TETPEC Yo Vo omodobel omtikd ko aicOntikd 1 aAloiwon mov €xel vwootel to0 mePPdALOV
oV PBopod and v emélaon ¢ AdPag. Emiong, otig meproyéc 6mov cuyvdlovv Adkotl kot
apKOVOEG 0 OOCIKEG Kupimg exTdoels, dovAéyape pe to texture tng Béomg [1,3] 6mov ta
@OAAO, M YAON Ko GAAO OTOLEID TOV VPOV OVTOV OTOOIO0VV PEAMOTIKA TN YA®PIda TV
neploy®v avtdv. Ocov apopd 10 YynAod Bouvd 6t péon Tov tepéy, To texture g Béong [2,2]
amelkovilel To YOVl Tov €xel EMKAAVYEL TNV Kopuen Tov. Ta vrdrowro tpio texture [1,4],
[2,2] wou [2,3] pog Ponbnoov va omoddoovpe em@Aveles Kol onpein G mOTOG
EMTLYYAVOVTOG £TGL TOKIAOULOPPio. 0w KOl Vo TapAEovpe ooOnTikd HopPOALOYIKE Kot
OYKOTAQGTIKA amoteAéoato Moy KavoromTikd Aapupdvovtag veoyn to GKANPA YE®AOYIKE
YOPOKTNPLOTIKA KOl TO £VTOVO OVAYALQO TNG TEPLOYNSG Tov Toyvidwov. TéAog, 1 ewodva 46
elvat éva Oetypo 6to omoio @aivetat 1 TeXVIKN TG emkaAvyns tov veav [1,1], [1,2] ko [1,3]
TAve 6To TEPEV MOTE VAL amod0bel 6G0 TO SLVATOV TO PEAAGTIKO OTOTELEGLLL.
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2 3 4

Eixovo 51: Ypéc Epopuoyng

Ewcovo 52: Emikaloyn Tepév pe Ypéc

5.3.2 BAdoton, Avepoc, Aévtpa

[Tépa amd ta texture wov ypnoyomomdnkay yo va amodobel n yewpoporoyio Tov
€0dpovg, Ba mpémel mOPAAANAL VO EUTAOVLTIOTEL TO LIOAOUWTO TEPPAAAOV Kot pe GAAQL
otoyyeio Tpokeévou va emtevydel  yevdaicOnon tov mpaypatikov yopov. Tétowa eivan Ta
dévtpa, ot Bdpvot, To ypaoidl, o dvepoc.

AEVTPO: 0T GLYKEKPLUEVT Epyacio ¥pNoLLOTOmONKAY EPTE SLOPOPETIKA LOVTELD OEVIPWV
Kow dvo €idn Oduvov. Kdabe dévipo tng miotog mepiéyer collider dote va pmopei va
TPOGOLOIMVEL SIAPOPES GVYKPOVGELS OTTOTE OVTEC TPOKVTTOVV, AEITOVPYDVTAG ONANOT| cOv
£Va PLGIKO EUTOOI0 TTPOG TOV YPNoTY. AvtiBeTa, 01 BAVOL TPOYPAUUATICTNKAY £TCL MOTE VA
un xpPNooTolovy T unyaviky tov colliders, arid n mapovsio tovg oty miota e&vmnpetel
HOVo EKAGTIKOVG AOYOUuG. Mg v 1c0oppomnpévn x®pobEétnon Tov mopamdve HOVTEA®V
ONUOVPYNCOUE OACIKEG EKTACELS e TOIKIAMO PAAGTNONG TOV KOADTTOLV HAAIOTO UEYAAEG
emeaveleg ¢ miotac. Xpnowomombnkayv OAo Ta €l0mn Sévipov kot Bduveov mov
enpaviCovror otnv gikéva 53. TTo cvykekpipéva, To EVato HOVTEAO EVTIPOVL TG EKOVOG 53,
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YPNOLOTOONKE KLPIWOG OTIC TEPLOYES TOV KOUNTNPiov Kot Tov Popod cupforilovtag m un
YOVILOTNTO, EKEIVOV TOV £00.Q®V, KAOMG TPOKELTUL Yio LOVTELO VEKPOV d€vTpov. [Tapdiinia
npémel vo. avoeepbel OTL katd TV gloaymyn Kabe tomov dévtpov, 1 Unity3D diver
dVVATOTNTO SOUOPPMOONE KATOLMV YOPUKTNPIOTIKMV TOV, OTMG TOV VYOVG, TOL HeyEBovg Kat
TOV YPDOUOTOC TOV, AELTOVPYIO TNV OO0 YPNCULOTOUCULLE.

Trees

Treed Treeb Treel Tree2_hi  TreeS5_hi

Treed_hi  Treed_low  Treed

Eixova 53: Aévipa

I'pacion. 610 mpaypotiKd £50(pAC UTOPEL VO ATOTVTIMVOVIOL GLGTAOES YPOSIOOD Kot GAA®V
LIKPAOV QUCIK®OV oYNUatiop®v. o va amodofodv ynelakd ot HEUOVOUEVEG GLGTAOES
YPaG10100, ypnoiporotovviot eikoves 2D (dvo dactdoewv). Eniong, kotd v elcoywyn tov
YpOo1d100, cOpE®ve pe TN dvvorotnta mov mapéxel 1 Unity3D, kabopilovior kot ta
YOPOKTNPIGTIKA TOV O™ TO uEyeboc Tov, T0 VYOG TOV, TO YPOUO TOV KOl 1) SCTOPE TOV
NYOL TOV PLALOUATOV TOL.

Eixova 54: I'paoion

Skybox: eivar éva meprtoAypa yopw omd oAdkAnpn T oknvi. Etot n oknv) divel
EVTUTIOON €vOG ovvBeTOV oKNVIKoD oTov opilovta. To mAéypo mov ypnolomoteitat yio TV
emitevén tov otoOYov avToV eivon egite éva “kouvti” pe €€ mAevpég elte pia ocoaipa pe
Yoot enpaveln. To SKybox mov ypnoomomOnke yuo t dnuovpyio tov opilovta g
TaPOVCOS EpYaciag elval avtd Onmg epeaviletal oy akdAovO aneikdvion.
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Ewcéva 55: Skybox

Zovn AvEpov: divel TV EVIVTOOT TNG TVONG TOL GVELOL GTO PLAAMUOTE TOV OEVTIP®V Kol
0TO YPOCIOl EVM EMTLYYAVETOL LE TNV TPOCONKN €VOG 1N TEPICCOTEPMOV OVTIKEWUEVMOV TOV
nepLEYoVy 0 cvotoTikd (component) Wind Zone (Zaovn avépov). Ta dévipa, 1 yAoM Kot to
Ypaciol pésa og o Lovn avépov Avyilovv Kot Kivouvtol e pEAMGUO Kot LGIKOTNTA KOOMG
0 AVENOG TVEEL TPOG OWTA Kol LY ®Pel LA amd To PLAAGUOTO TOVG €ite KOTd pimovg gite
nmoTePa Le EMOVOLAULPBAVOUEVES TVOES.

5.3.3 Zratikd Movtéha, Zuotnuo Xopotidiov

[oa ™ ovowdtepn omddoon TOov TOMOL €KTOC TOV TMAPUTAV®, TAPOLSLALOVTOL
OTOTIKG HOVTELD Kot Gmpatioln Ta omoia Kot 0o avaivbodv katmTtépm, S1apopeTikd yio kabe
vo-meproyn. Ta meprocdtepa o’ avtd £xovv sloaydei omd to Asset Store tng Unity.

>t meproyn yopov (Village) éxovpe dnpovpynoet pia yevdaicOnon evoc veapkton
yopiov pe krioparto. ‘Exovue emAélel mévte TOTOLG KTIGUAT®V Ol OTO{0l S10UPOPOTOLOVVTAL
HETOED TOVG OGOV apopd To PEYEDOG, TOV OYKO Kol TNV TAAGTIKOTNTO TOVS. £TO GUYKEKPIUEVO
YOPO Eyovpe dnuovpynoel €va Tyadt, €vav TAYKo ayopdg Omov £YOVUE TOTMOOETNGEL
TEMAPO PE KOKKIVOL KOl mpdotvo Ao Yoo va @oaivetor mo pealotikd. Tlpoympodvrog
BAémovpe pia mvokida ktnpiov kot éva kdpo pe 600 Tepdylo Govo. LTo TYAaot dimAa Exovue
tomofetnoet éva kovPd kot Alyo mo mépa vdpyovv Papéila kot kamoln kawsoEvia. TéAog,
10 YOP1O eoTileTol pe pavapa poticpuov (Lantern-post) mov gival 6ToTIKA PLOVTELD KOl GTO.
onoio &yel mpootedel pmTiondc tomov Point Light. e kdmoteg meployéc Tov dGc0Vg TANY TG
BAaotnong mov £xet avoeepbel avatépm, ypnoomomdnke kot to copotidlo sparkle (omibo)
OV {mTOTOL OE GLYKEKPYEVO ONUElD TNG OOCIKNG TEPLOYNG TPOKELUEVOL VO TPOGONDCEL
OTLOCQOIPIKOTITO GTO Ty VioL.

YV mEPLoyn ToL Koumtnpiov vrdapyel pa ekkinoio (Church), dvo Evlwva eépetpa
KAewotad (Coffin-01-cemetery) kot éva kateotpappuévo @épetpo (Coffin-01) péoa oto omoio
Ketteton €vog avBpamivog okeretdg. Emiong, oto ydpo tov koyumtnpiov etvon tomobetnuéva
entd Tapikd uvnueio. Méoa oty gvpdtepn meployn Tov Kounnpiov Ppickovrtal ot Kioveg
(1,2,3), o pikpodg vade, n eEoykn koAvPa, 600 tepoi Ppdyol Kot 0 avOpOTIVOG GKEAETOS.
A&ilel va onuewmBel 0T 6TOL TOPATAVEO OTOTIKE HOVIEAD O UNYOVIGUOG GUYKPOLONG £XEL
npootedel yepokivna.

‘Exyovpe mpocoBécel kar 014popa CLGTHUOTO COUATIOIOV (OCTE VO ETITUYOVUE
eEMTPAYUATIKA EQPE. AVTA TOL GLGTHUATO TEPTYPAPOVTOL TAPOKAT®. To cvuvvepo poTidg (Fire
Cloud) mov epeaviCetor 6tav o maiytng ekto&evel Ty pundAia g OTIAS. XTov 1Epd Ppdyo
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VILAPYEL GOTIAL 1 oToia Yo va dnpovpynoet ypnooromOnkay Tpic SlPOPETIKA cOUATIOW
kot elvarl Ta e€ng: okrtiveg (Ray), omifeg (sparkles) kot daxtorior potidg (Ring). Tov toiyo
eotidg (Fire Wall), 6mov yio tn 60uvOeon Tov GUYKEKPIUEVOD COUATISION ¥pNoIHoToOnKoy
dvo emmAéov couatioln, tov komvod (Smoke) katl tng omibag (sparkle). Tn ewtid dévrpov
(tree fire). Tn potid dévipov amédwoay téccepa epé avapieéng (ignite effect) ool peta&d
TOVG, KAOE €va amd avTd TEPIEXEL: GUOTNO COUATIOIOV TOUPAUOPPOONG TNG ATULOCPOLPOG
AOYm Sropopdg Bepuokpaciag (Particle Distortion), copatidw kamvoy (Smoke particles) kot
eoticpd (point light) énog eniong kot dVo cvotiuate couatdiov Tapapopenons. Eeé
yrovoBverrag (Snow storm), mov eppavifeton Otov ekto&evbel M umdAio myov Kot Yo T
onuovpyia g ypealopaote Tpio O1POPETIKA €101 copaTdi®mV Kol givor To eENg: cvoTnUO
ocopoTioV yloviod (SNOW Storm), cvuotnue GOPATIOoL OpiYAng , cOGTNUO COUOTIOIOV
Y1oV100 el £6Gpoue (SNOW).

2V mepoyn Tov Popov, TANY TS 11HTEPNS YEMUOPPOAOYING TOV TAPOVGIALEL, EXEL
EUTAOVTIOTEL [Le GLOTNHOTO GOUATIIOV TAOVGIOV onTik®V £@é. Téooepa epé coUATIOIMV
onpovpyovv v yevdaicOnon g AdPas. To mpodto cvotpa copotdiov givoal to @
ékpnéng payuatog (magma burst), ta omoio yia vo. emtevydel ypetdotnkov &L SLOPOPETIKA
ovotroTo copatdiov: ékpnéng paypotog (magma burst), avaeieén emtiag (fire burst),
Opavopata (fragments), omifeg (sparkles), povomdrtio ewtidg (trail), komvog (smoke). To
devtepo € elvar avtd ¢ AdPog (lava) mov amoteleiton amd 6v0 €idn cvoTnudTOV
copoTwiny, To cvomue copatdiov Aapag kot kamvod. To tpito gpé, stvar to epé Exkpnéng
vapkng (Land mine) 6mov dnuovpyeitatl and v EVOom TEGEAP®Y GLOTNUATOV COUATISIOV,
éva, ovoTnuo copatdiov Ekpnéng vapkng, dvo eotids, eAeyduevng eovokoag (buff) kot
técoepig omvOnpeg (sparkles). Térog, to epé awmviag pAdyag (Eternal Flame), mov givar to
TETAPTO KO TO TEAELTOio €€, amoteleitar amd SVO GLGTAUATA COUTOIOV, TNV DOV
QAOYO KOl TOVG GTTVONpEG.

O xpNoTNG Wtopel Vo, TPAYLOTOTOUCEL TPES OLUPOPETIKES eMBEGELS TapdyovTag £Tol Tpia
SLPOPETIKA EVEPYELOKA KOLLOTOL.

Evepyeloko kopa 1:Mnaara potiag (Fireball)

H pmérha eotibdg eivon o ceaipa tg omoiog €xel evepyomombel o pnyovicpog
aviyvevong cvykpoOoewV, YOPIG OU®G Vo amodideTol ontikd 1 emedvelr g [ivetan
AVTIANTTY amtd TNV Tapovsio YOp® NG EVOG GLVOLOL GLGTNUATOV COUATIIIMY YEYOVOS TOV
WwOYVEL Kol ywoo to. vmolowmo 000 evepyslokd kopoata. H pmdlo ootidg cov cvotnuo
couatdiov wepiéyel: Flash, Smoke, Sparkle, Particle Distortion, mapdyovtog mapdAinio
Katd v mopeiog TG o eAeyopevn eotewvy ovpd. Otov 1 pmdio @oTIAG oviyvedoet
ovyKpovon 1 O6tav OlvOGEL v GLYKEKPIUEVO aplOud PETP®V Y®PIC Vo GLYKPOLGTEL, TOTE
OUTH]  KOTOGTPEPETAL TPOKOADVTOS £KpnEN oto  ovykekpuévo onueio. H  €kpnén
SPOPPOVETAL Kol avTH amd €vo, 6OVOAO GLGTHUATOV copatdiov énwg to Line up, to
smoke, to flash, to particle distortion kot to point light. H ékpnén g Fire ball ovopdaleton
“Explosion 9”.
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Eikova 56: Mrdlo @wtiag

Evepyeroko kopo 2:Maaha wtayov (Ice ball)

Ioybovv 1o 010 Omwg kor oV pmdio QoTdg pe efaipeom T YPOUOTIKY
JPOPOTOINCNG OPICUEVOV COUATIOIOV MGTE v amodidetal 1 ewdva tov Tayov. H umdia
ndyov pumopel va mpokoAécel 600 drupopetikésg exkpnéels, pio Katd 1 cLYKpPOLON TG GTO
£00.p0g 1 6€ oTAfEPO KOl AKAUITO AVTIKEILEVO ONUOVPYDVTOS £TCL GTAANYMITEG TAYOL TTOV
eCapaviCovror petd amd pkpd ypovikd ddotnua Kot 1 0gvTepn, Otav 1 UmdAo XTUTNGEL
ex0po M davhoEL Lo GLYKEKPIUEVT] amdoTacT YWPIG cHYKPOoLoT, OOV EKPNYVLTAL LE OUOL0
TPOTO  OMWG aVTO TNG UTAANG QOTIAS, TOPAYOVTIOS TOLTOXPOVO OOUTEPES YPOUOTIKEG
OTOYPAOGELS.

Ewxéva 57: Mrala [layoo

Evepyeloko kopa 3: Mpacwvn pradre (Green ball)

H mpdown pundia Swapopomoteiton amd Tig dAAEC dVO ©C TPOG TO YPOUO TOV
ocopoTdinV Tov TV TePPdAlovy aAAd Kol 6ToV TPOTO EKpnéNnc.
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Eixova 58: Ipaoivn Mrdla
Maywn praia (Magic ball)

Eivar pukpotepn og 0yKko kot mapovstalel wg Tpog T Lopen TS TNV 1d1a @rioco@io
Omwg Kot ot mponyovpeves. H pmbdo avtr dev amoteiel péoov emifeong, amotedel OPmC
uépog g terevtaiog amootons. (Ot amootoréc Oa meprypapobv oe enduevo kepdiaio) H
Hoykn Pl mepiéyet dvo cvotiuata copatidiov (spark ereki smoke) ko éva point light.

Eixova 59: Moy Mrala

5.4 Xepropog Hoyvidrod

Onwg &yovpe NOM avaeépel, TPOKELTOL Yo Eva, oy vidl TPMOTOL TPOCMTOV, OTOL O
xPNoTNG Ywpig va yvopiletl yepiletan £va avtikeilevo 6€ HOPPN KAWYOLANS TAVE® GTO OTOi0
givon tomoBetnuévn m kauepo ko o HandControler tov Leap Motion. TIpokeyévov o
xpNotg vao meputhavnBel oto ewkovikd mepiPdAlov, eivar omapaitnto vo Kweitor, vo
oLVOLALEL KIVIOELG Kol Vo, EKTEAEL SLAPOPOVS EATYHOVS. AVTO EMTLYYAVETOL PE TO GVGTNUA
tracking tov Oculus Rift. Anladr|, o TaiyTNG TPAUYLOTOTOLEL Tl TEPIGTPOPIKES KIVIGELG OTTMG
akpPog Ba T1g eKkTEAOVCE Kot 0TOV TPayHaTikd kocpo. Etotl, n kivnon avt 610 gikovikd
nePPAALOV gtvar AppnKTa GLVOEdEUEVT KOt EEAPTAOUEVT OO TIG KIVIOELS TNG KEPOANG GTO
TPAYLOTIKO TEPPAALOV.

5.4.1 Eion Kwnoeov

Emne1on ot ovykekpuévn epyacio 6gv pnNGUYLOTOIOVVTOL XEPICTPLO KOl KOVUTLE Yol
TNV TPAYHOTOTOINGN EVOVYPAUU®Y KIVAGE®Y, TO pOAO aVTO £yl avordfel To Leap Motion
evromiCovtag (hand tracking) tig KIvioelC TOV YEPLOV MOTE GTN GLVEXELN VO, EKTEAOVVTOL Ol
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emBuUNTEG evEPYELEG 0TO €KOVIKO TTepIaiiov. Baocwn mpobindOeon elvar n opon kivnon tov
xpotn mov 0Oo mPEMEL VO AVTIOTOWKEL OTIG YEWPOVOUIEG TOL  ONUIOVLPYNCAUE Kol
npoypoppaticope yoo v eEEMEN Tov oy vidlov. To maryvidl Tepiéyel okTd evBVYpOpLEG
KIWNOELS, TIS omoieg Ba mapovsidcove mapakdtw. Ot KIVAGES TpayLatomolovvtal BAceL g
KaTeHOBLVONG TOL OTTIKOV TEGIOV TNG KAUEPIS.

IIp6cOa xivnon

H xivnon avt| mpaypatomoteitanr 610 eikovikd mepifariov pe v mpodmoddeon OtL 0
xpNoTNG Ba £xel TV TOAGUN TOVL aPIGTEPOV YEPLOL KAEGTH (Ypobid) Kot ympic va mpoe&éyet
KOVEVO OGKTUAO EVA 1) KAT® TAELPA NG YpoOLdg Ba mpémet va Kortalel Tpog ta KAT® .

Eixovo 60: Ilpoobia kivion mpog tnv kotedbovon tov ontikod mediov Tov ypioty

‘Omo0ev kivnon

Mo v mpaypatoroinon g Ba mpémel ta tpio SAKTLAN NG OPLOTEPNS TAAGUNG,
HIKPOG, TOPAUESOG KOl O HECOG VO TPOEEEYOVY VA O aVTIXEPOS KOl O JEIKTNG Vo eivan
KAELOTOL VO 1| E6MTEPIKT TAEVPA TNG TAAAUNG Oa Tpémel va kKorTtdlel TPOG TOL KATW.

Eixova 61: Omabev Kivion

A€l kivnon

IMa v kivnon avt N TEAGUN ToV aPLeTEPOD YEPLOV TOL TaiyTn O mpémel va elval
OVOLYTY| LLE TNV ECMTEPIKT EMPAVELN TNG CTPAUUEVT TTPOG TOL OEELAL.
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Eixova 62: Ae&ia Kivinon

Aprotepn Kiviion

H molaun tov apiotepod xepov tov maiytn o mpémel vo eivor avolytn pHe v
ECMTEPIKT EMPAVELN TNG CTPAUUEVT] TPOS TO. OPLOTEPA.

Eixovo 63: Apiotepi Kivion

Awyovia Kivion pe @opa EpmpocsBev ko 6e&rd

Avti 1 kivnomn TPayUOTOTOEITOL GE GUVOVLAGHO OPICTEPNG KAEIGTNG TOAGUNG Kot
KateHhvVoT TG E0OTEPIKNG TAELPAS TPOG TOL OEELAL.

Ewova 64: Aiayovia Kivion ue popa Eurpootev ko Aeid,

Awryovia kivijen pe @opa EpmpocOev Kot apLoTepd

Kot avt n kivnon tpoypatonoteital 6€ GUVOLAGHO APIETEPNG KAEIGTNG TOAGUNG Kot
KaTeLOVVOT TG ECMTEPIKNG TAEVPAG TPOGS TA OPLOTEP.
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Eixova 65: dioyoovia Kivion e popd, Eumpoolev kar Apiotepa

‘Omo0ev de1d kivion

[Ipaypatonoteitoan 0tov 1 TOAGUN TOV APIGTEPOV XEPLOV LE TPOTETAUEVO TO LEGOIO,
TO TOPAUESO KOl TO HKPO SAKTVAO £ivorl oTpappéVE TPog To €1 (EGMTEPIKT TAEVPA).

Eixova 66: Omabev Aeio Kivijon

‘Omolev aprotepn] kKivion

Onwg kot TponyovuéEvmg GAAL e GTPOQT| TNG OPLOTEPNG TAAAUNG TPOG TO OPLOTEPCL.

Eixovo 67: Omabev Aprotepn Kivion

O xvnoeig 1 (mpocba kivnon), 3 (0e€1d kivnon), 4 (apiotepn KiVTEGT]) OAAG Kot O
GLVOLOCUOG AVTAV, EMAEYTNKAV KOl SNULOVPYNONKAY cOLEmVa e TO paper %2 10 omoio €xel
OOV OVTIKEIUEVO UEAETNG TIG OMOOOTIKES YEPOVOUIES YOl KIVIOEL TPMTOL TPOGMTOV GE
TEYVOLOYIEG EIKOVIKNG TTPOYLLOTIKOTNTOG.
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5.4.2 Embéoelg

O ypnomg umopel Vo TPOYUOTOTOMGEL TPELS EMOECEC YL VO UTOPECEL VO
eEolhoBpevoetl kKot mpootatevbel and Tovg £xHpovg oV ToL emTifevTal Katd TN S1APKELD TOV
mayviowv. Ot embéoelg mov umopel vo TPOYUATOTOWGEL O ¥PNOTNG Eivar M UmdAo g
QOTIIG, 1) LTAGAQ TOL TTAYOL Kot 1] TPACIVY UG,

Mnaio poTIAS

IMa v mpaypotomoinom avtig ™ enibeong Oa mpémel n avoryt TaAdun Tov de&lov
¥ePLOV Vo 0ToYEVEL VBEl KO EUmpocBev pe TavTdYpovN YPNYopN Kiviomn ektivaéng tng Tpog
ot TV Katevbvvon. H urndia mov mpoxvmtel omd v kivnon autr| etvor pio pmdAo ooTiig
OV Kiveitanr o€ evBVYpaUUN TOpPElo TPOG TNV OMTIKY YOVIK TOV YPNOTI OV AVTOG £iye ™
OTLYUN] TNG EKTOEELONG TS MWITOANG. XapaKTNPIoTIKO NG emifeong avtng eival 6Tt TpoKaAel
peyain eBopd otov avtimaro. I'a v eniBeon avt) ararteiton kotavaioon 20 mana and ta
100 eved avd devTepOLETTO TO MANA AVOTANPOVETOL KOTd S mana.

Exova 68: Enifeon Mrdlog Dwtidg

Mnaho mwayov

Agrrovpyel pe dpota riocopio OTMG aVTNG TG UTAANS POTLAS Le dlopopd TN ¥p1IoN
TOV aPLoTEPOV XEPLOV Kol Oyt Tov de&10v. EmmAéov, 1 PAGPN mov mpokaiel 6Ttov avtinaio dev
elval 1060 KATOOGTPOPIKY, OMADG emMPPadivel TIG KIWWNGELS Tov €)Bpov Yoo diotnuo 3
devteporémtav. Onwg Kol o1 UmaAa oTIAg N enifeon avt) “kootilel” otov maiyn 20
mana.
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Eixéva 69: Enibeon Mrdiag Idyov

[paown praio

H vlomoinon g eniBeong avtg yivetor og d00 @daong. Xtnv mpmTn, Bo mpémel N
o0e€ld moAdun tov maiytn vo elvor avoyty kot va “kowtdlel” mpog to. mMAvVe Yoo S
devteporenta. [TapdAinia, epeovifovtorl OTTIKG Kot NYNTIKA EQE MOTE 0 YPNOTNG KATOAAPEL
ot extedel coTd T dadtkacio. Me ™ ANEn Tov xpovov avtov, TEPVALE GTY OEVTEPT] PAOT
6mov 1 enifeon pe v Tpdotvn purdio uropet vo tpaypoatomombet avé mdoo oTiyun pe OpHoto
TPOTO OM®G Kot M UTAAN QOTIAS 0AAL Yoo pOVO o eopd. Aniadr|, [e 1O TEPAG TOV S
OELTEPOAETTOV 1) AUECHG EMOUEVT emiBeom mov Ba pmopel va vAomoceL 0 malyTng [e To okl
Y€PL EVOL QT NG TPACIVING UTAANG KOl Oyl TNG UTAAAG QOTIAS, EVEO OV EVIOG TOV 5
devteporémtv aAAGEEL 1] Kiviom Tov 0eE10D XEPLOV TOL ¥PNOTN TOTE OKLPDOVETOL AVTOUATMG
N Sdkocio ™ TpOTG edong M omoia ot cuvéxel B mpémel va emovoAneOel amd v
apyn. Eniong, edv &xovv e&avtinbel ta 5 devtepolenta Ko dev €xel mpaypotomonbetl n
emiBeon pe 1o 6e&i ¥€pL Ko Yoo 0To10dNToTE AdY0 aVTO ££0POVIOTEL 0O TO OTTIKO TTEdI0 TOV
Leap Motion, tote 1 dladtkacio ylo TV TPOYUOTOTOINGT TNG TPACIVNG UITOANS OKVPOVETOL
kot Oa Tpémet va emavaAnedeil OAn amd v apyn. H enibeon avth dev kotavaldvel mana kot
etvat 1oyvpoTEPN Ao TIC 6VO TPONYOVUEVEG.

Eixovo 70: EniOcon Ilpdoivne Mréliag paon 1
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Eixovo 71: EriBeon Ilpdoivne Mrdlog gdon 2

Télog, Oa mpénel va. avapepBel 0TL 1 evépyeta Tov maiytn eivar 100 Hit Point xa
a@opd T {on mov £xel 0 TOAYTNG 1) OTOI0 KOTAVOADVETOL A0 TIG EMOECELS TOV dEYETAL KOTA
™ didpKelo Tov mayvidov. Omwg éyovue NMoN  avoaeépst éxet 100 mana point mov
AVTIGTOLYOVV GTNV EVEPYELX TOV SLOBETEL KO £IvVOL amapaiTnTn Yo TV TPOYUOTOTOINGN TOV
eMBEGEDV TOL EvavTioOV TOV XOp®V TOL.

5.5 Kivnon Xapokmpwv 6to Xmpo

[Mopakdto, avaAdovTol AETTOPEPEGTATO Ol OVIOTNTES TOV GUUUETEXOVY GTO TTOLY VIOl
®oTE Vo Yivel Katavontdg o Tpdmog AEITOVPYInG TOVG LEGH GE QVTO.

5.5.1 Apkovda

H aprodda £xel dnpiovpynbet £161 dote vo propel va mpaypatonmotet tig facikotepes
KWNoELG Tov Ba €kove Ko po Tpoypotikn. Avtég etvan ot €ENG: val TAPAUEVEL AOPUVIG GTNV
o Oéom (kivnon idle), va Tepumhaveitor 610 YOPO TEPTATOVTAS GTA TEGGEPQ TOdA (Kivhion
Walk), va tpéyet yuo v kovnynoet tov €x0po6 g (kivinon Run), va avaonkovetatr oto 600
oo Ko va, Bpuyator (kivnon Roar) étav evtomicel tov gxfpd g Kot va emttibetol dtav
mincuacel tov €x0pd . H emiBeon g apkovdag pumopel va yivel pe Tpeg dlapopETIKES
kvicelg. 2t 1" enibeon N apkovdo meTvyaivel yTomnua pe to Skl uTpooTvo TOdL, VD 6TV
2" enibeon pe 1o aploTEPd PUTPooTvo mHdL evd o 3° g yTdmnue eivan ddykwpa. TEAog, av o
YPNOTNG KATAPEPEL VO GKOTADGEL TNV 0PKOLOW, 0LTH Tpayotonotel kivnon Bavdrtov.

Eixova 72: Apxodoa
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v opyn, N oapkovdo meppépetar petaEh Svo onueiov oto ydpo (patrol)
XPNOUOTTOIDVTAC TTapdAinio to animation (kwvobduevo oyédo) walk. Av o ypiotng v
mAnoldoel o pkpoTEPN amdctTocn Tov 30 uétpov kot peyolvtepn 1 ion tov 15, 1018 avt
B katevBuvOel mepratdvTag Tpog avtov (kivnon walking). Av o ypiotng v TANcldcEL 6
amootoon pkpotepn TV 30 pétpov oAl peyodvtepn Tov 15 Kot 6T GLUVEKELD O XPNOTNG
amopoakpuviel Tévo amd 30 pétpa, TOTE N opKoVON O GTANATHGEL Vo TOV aKoAovBel Kot Ha
emavaraper v patrol kivnon. Edv ya tpdtn @opd v TANCIAGEL GE AmOGTACT UIKPOTEPN
TV 15 pétpov, 10te 1 apkoHoa puydtal akivntn oto onueio mov Ppioketarl KAvovTag ¥pron
Tov animation roar. Mg to mépag tov BpuynOuovd Kiveitar ypnyopdtepa Kat TPEXEL EVAVTIOV
TOL TTOLYTN YPNOUOTOLD®VTAG TO animation run. Amo ekeivo to onueio kat peTd, N opKovda 08
OTOMOTA VO 0KOAOVOEL TOTE TO Yp1oTN dNANON TOV KAEWOMVEL, EVD EKEIVOC OEV UTOPEL VoL TNG
EepOyel (katdotaon danger). Eniong, Gv o moiytng xTumnosl Ty apkovda omd HEYOADTEPN
amootoon Tov 15 pétpov ko Tpv oty Bpoyndel, avidpd pe Ppuyndud evod eivarl axodua v
oTdon Kot auEows LETA apyilel TPEYOVTOC VA TOV KOV YA TavTOL ave&apTnTo amd TNV HETOED
T0VG andotacn. Ao ekeivo 1o onueio kol PETA, 0 Taiytng dev pmopel va g Eeevyetl. Edv n
0pKOVA0. TOV TANGLAGEL GTO TECCEPQ LETPA 1) AYOTEPO, TOTE VTN CTAULOTA Kot TOV £E0MOAVEL
enifeon apalpdvtag tov £tot 20 HP (Hit Point) am6 ta 100 wov d1abétel GuvoAikd o moaiyTng.

Onwg avaeéphnke Kot Topamdve 1 opkovdd UTOPEL Vo YPNOLUOTOMGEL Tpia
dtapopetikd animation xotd v enibeomn. H emthoyn tov animation givar 0éua toyme kabmg
Kot To Tpia EQovv TiS 101eg mMBavOTNTES VA ekTeEAEGTOVV. MeTd amd ke enibeon, 1 apkovda
TOPOAUEVEL 0TI GLYKEKPLUEVN BEom yio HIKpO YpoviKoO SAGTNUHe. EKTEAGVTOC TO animation
idle, divovtog étol ™ dvvatdTa otov Taiytn vo avtdpdost. H “Con” g apkoddog ivor
120 HP. Kd0Be enifeomn tov ypnom £xel SlapopeTikn emidpacn mave tg. H mpdowvn pndio
g agatpeil 100 HP, n pméra potiag 30 HP, eved 1 prdia tov mtdyov av Kot apopel pdévo 10
HP emPpadvvel tig kivinoelg g yuo tpion dgvteporenta. Edv n apkovdo amorécel ioa 1
neprocdtepo amd 120 HP tote mebaiver mpocopoidvoviog to Odvato g pe to animation
death. Eav o 6avatog ¢ npokinbel and umdro mayov (dniadn, v to TEAELTAIO YTOTNUO
npoépyeton and iceball), tote akwnromoleitan TANPpwg 6T0 onueio mov Ppicketar Kol 6T
otdon mov £xel, evad dnuovpyeitar Yopw g €vag kpHotariog mdyov. Metd to Bavato g
KOl HE TNV TOPEAELOT] TEVIE OEVTEPOAEMTMV, M GMPOG NG apkovdas e&oapavifetar. To
HOVTELO Thyov 1oL ¥pnoipomomdnke eival ovTd TOL EAIVETOL GTNV TOPOKATO EKOVA, KoL
emtevyOnke péom tov Tpoypappotog 3DStudioMax to omoio evdsikvutat yia T dnpovpyio
3D ypa@ik®V HOVTELDV.

Eixova 73: Iléyog
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5.5.2 Avkog

O1 xwvioelg mov umopel va mpayuatonomoet ivar to ldle, to Walk, to Howl, to Run,
1o Attack kot to Death. Me 1o Idle o Avkog dev kiveiton mapd eKTELEL OPIOUEVEG KIVIOELG EV
otdon. To mepmdtnua Tov AVKOL 6TNV TOTO TPOGOUOIDOVEL TO KivoOuevo oyédto Walk evd to
Tp€ELo To Kivovpevo oxédto Run. To ovpioytd TOL TPOGOUOLDVETAL LLE TO KIVOUUEVO GYEOL0
Howl xou 1 enifeon npaypatonoteitan pe to kivovuevo oyédio Attack. Télog, o Oavatog tov
TPOGOUOIMVETAL LLE TO KIvoLpevo oyédio Death.

Ewcovo, 14: Adrkoc

O AOkog apykd meprpépetan petat&d 0o onpeinv oto xmpo (patrol) ypnoporoldvrog
napdAinia to animation walk. Otav o maiytg tov TANcIacEL Yo TpdTN eOopd Kot 1 LETOED
TOUG omdoTaon elvarl pukpdtepn TV 25 péTpmv, TOTE 0 ADKOC aVTIOPA LLE OVPALOYTO Kot
Tapapével otabepdc otn Béon tov ypnowonowdvtag to animation howl. To ovpAlaytd ToL
etvar kdAeopo Ponbetog mpog 6Aovg Tovg Avkovg mov Ppiokoviar oe aktiva 40 pétpov.
‘Enerta amd 10 OUPAIOYTO, O GUYKEKPIUEVOS AVKOC OAAG Kot 6cot Ppédnkov €viog tng
npokabopiopévng  oktivog (40 pétpov)  kwvodviow  ToyOTEPA  TPOG  TOV  TOAYTN
YPNOUOTOIMVTOC TO animation run. Xvven®c, 0 maiytng 6€ aVTH TV TEPITTOON eV Umopet
mAéov va Eepiyel amd T cvvey Katadimén Tovg, ONANST TOV KAEWOMGAVE.

Edv 0 AMkog tpéyovtag TANGLAGEL TO XPNoTN G AmOGTOoT KpOTEPT TV 3.5 PéTpv,
T0TE GTOUOTA Kot Tov e€amoAvel enibeon ypnoonowdvtag To animation attack, agaipdvrog
tov 15 HP. Metd myv eniBeom, o Adkoc mapapéver ot 0Eon T0L Y GUVIOUO YPOVIKO
dtdotnpo ektehmvtag to animation idle, divovtag tavtdypova T SVVUTOTNTA GTOV TTALYTN VO
avtpdost. O Akog dwbéter 70 HP. H mpdovn undha tov agapei 100 HP, n urdia potidg
30 HP kot n umdha wéyov 10 HP emBpoadvvovtag 0o mopdAAnia Tig KIVAGELS TOL Yo 3
devteporenta. Edv o Avkog yaoet 70 HP kot dvo mebaiver mpocopoidvovtag 1o Bdvato tov
ue to animation death. Eav o Odvatoc mpokAnbei amd pméro mayov, 10TE O AVKOG
OKIVNTOTOLEITOL EVIEANDS 0TO onpeio mov PpiokeTol Kot 6T 6TAON TOL £YEL EVO YOP® TOV
onuovpyeitanr KpOOTOALOG TAYoL OTTG aKPP®S Ko otV apkovda. Metd to BAavato Tov Kot
pe mapérevon S devtePorEnT@V, 1| GOPOS TOL e&apaviletat.
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5.5.3 Zkehetog

O okeletdc dev meppépeTan oe avtiBeon pe TG 000 TPONYOVUEVES TEPUTTOGELS OAAA
napapével 0pOlog oe kdmolo onpeio g miotac. Mmopel vo TPAYHOTOTOGEL TO TOPAKATMD
animation: Idle, Run, Attack, Death. Me to xwvoduevo oyédio ldle o okeletdc dev Kiveitan
0TO YDPO EKTEADVTAG LOVO OPICUEVEG OTOTIKEG KIVoElS. Me ta kivovpeva oyédta Run ko
Attack tpéyst xon emtifetan Omw¢ ocvuPaivel avtioToyo KOl GTOLE TPONYOVUEVOLC
xopokmpes (apkovda Avkoc). Télog, o BAvaTog TPoGoUOIOVETAL OO TO KIVOOUEVO GYEO10
Death.

Eikova 75: Zkeletog

O okeletdg TPy evtomicel Tov maiyt Ppioketon oe Kamolo onueio xwpig va mepLpépeTal
otV micta ypnowonoidvrag to animation idle. Eav o ypnotg minoidoel tov 6Keletd o€
andotacn Alyotepn Tov 15 pétpov tote avtdg apyilel va Kveitar Tpog To HEPOG TOL TOLYTN
da Tov animation run kot e Oa cTOpATHOEL TOTE VL TOV 0KOAOVOED dNAaON KAEWBDVEL TOV
ot16y0. Edv 0 ypnot¢ ¥Tumoetl e omolodnToTe UIAAN Kol a0 OTOONTOTE AmOGTUGT TO
okeAeTo, TOTE aTOHC MEbaivel Tpocopoldvovtag tov Bdvato tov pe to animation death. 2.5
devtepdienta petd to Odvato tov onkdveTon Ko eEakoAovfel va Kiveital Tpog tov maiyn
tpéxovtag. Ocwpeitor abdvotog kot mebaiver povo pe T0 TEPAG OGS GULYKEKPIUEVNG
amoGTOANG oL B eprypayouvpe mapaxkatw. Edv o oxeletdg Ppebel oe andotaom pikpotepn
TOV TEGOAPOV UETPOV 0o TO XpNHotn, eEamolvel enifeon ypnolpomoudvtog To animation
attack mpoxaAidvtog @Bopd 10 HP. Me 10 téhog g emifeong, o okeletdc Ppioketar og
Kotdotaon idle yo pkpd ypovikd didotnpo divovtag £Tol TN SLVATOTNTO GTO YPNOTH VA
aVTIOPAGCEL.

5.5.4 Apynyog Aaipovog

O daipovag givor o tedevtaiog exfpOc TOL TPEMEL VO AVTIUETOTIGEL O TTOLYTNG DOTE VO
TEPUATIOTEL TO oY VIOl TNV TPMOTN Ao, 0 apyNYOs mepPdAieTor amd po acmida (EKova
76) Tov TOV TPOOTOTEVEL AMO TIG EMOEGELS TOV YPNoTN, INAAST TpocwPva gival dtpwtog. O
Ty TNG TPEMEL VO, EKTEAEGEL L0 GLYKEKPIUEVT] dladtKacia, 1) onoia Bo Teptypapel TaPUKATO,
TPOKEWEVOL va TV e€apavicel. APotov amevepyomondel n aomida, o daipovag pmopel vo
ntmbei povo eav yromnbel dvo eopég amod emifeon mpdowng pmdiag. Ta animation mov
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umopel va mpaypatonomoet o daipovog sivar: Roar, Walk, Attack, Death, Idle. To animation
Roar mpocopoidvel tnv kiviion katd t oty tov Bpuynduod eved to animation Walk to
nepmaTnua Tov. Me to animation Attack tpocopoudveton n enifeon ko pe to Death Odvatdc
tov. Téhoc, pe to animation ldle o daipovag dev kveitar oto Ydpo exkTEA®VTAS UOVO
OPIGUEVES OTOTIKES KIVI|GELC.

Ewcova 16: Telixog Apynyos Aoiuovag we Aomioa.

Eiova T7: Telikog Apynyog Aaiuovag ywpic Aomioa

MoAg o daipovag epeaviotel oty miota Ppuydton Ve HEVEL OKIVITOG XPNCILOTOIDOVTOG
10 avtictoyo animation. Xt cuvvéyewo akoAovbel cuveydc to YpNnoTn o€ OAN TV moTa,
dNAad” Tov €xel KAEWMOEL, Kavovtag xpnon tov animation walk. Edv o daipovag Bpebei og
LIKpOTEPT OMOGTACT] TOV £VOG HETPOL OO TO YPNOTI, TOTE EEATOAVEL EvavTiov Tov emifeom
ypnouonowmvtag to animation attack tpoxoimvtag tov “Cnuia” 30 HP kb popd. Metd v
emifeon, o Odaipovog TAPOUEVEL OTN CLYKEKPIUEVN BEom Y HIKPO YPOVIKO OdoTna
ekTeEMMVTOS mapdAinio to animation idle divovtac £totr T dvvatdTTO GTOV TOiYTN VO
avtidpaocetl. O Bdvartog Tov Tpocopoldvetal pe to animation death agov mponyovuévmg €xet
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xTUIN Ol 600 Popég amd emiBeon mpdoIvNg UTAAG OTWS avaEEPaLE TopaTave. Ot dAieg 000
emBéoeic (iceball, fireball) dev tov mpokarobv kopia PAAPN Ko oe Kopio eaon.

5.5.5 EAdipt

To eldpr eivan Paockd otoyeio ¢ devtepng omootoAng. Ta animation mov
ypnowonoovvior yioo to ehdetr givar to ldlel, Idle2, Walk. Mg to animation Idlel
TPOGOUOIDVOVTOL OPICUEVEG GTOTIKEC KIVIGES TOV OTOV TO €AAPL Oev KIVeiTtal GTO YMPO.
Eniong, pe to animation idle2 to eAdot extelel mOA OTOTIKEG KIVIGELS, SLOPOPETIKEG OUMG
avtiy ™ eopd and to ldlel. Téhog, To animation Walk mpocopoidvel 10 mepmdtnpo tov
era@ov. To eldpt BplokeTor apyikd 6e [o GLYKEKPIUEVT Béon péoa 6TO 0AG0G EKTEAMVTOG
dradoyka ko og emavaAinyn 1o ldlel xau Idle2.

Eixova 78: Elagr

Edv o ypnomg 10 mAncidosl oe pIKPOTEPT AMOGTACT] TOV TEVTIE UETP®V, TOTE TO
EMIPL “KAEWODVEL” TOV TAiYT GOV GTOYO Kol KIVEITOL TPOG OVTOV KAVOVTOS YPNoN TOL
animation walk. Evd givot kAeidmpévog o 6tdyog Kot n andotacn peta&d moiytn kot eEAoelod
etvar peyaddtepn tov 4,5 pétpov kot pikpodtepn tov 20 p€tpov 10T AVTO KIveiton TPog T0
ypNo. Epodcov 0 61oy0g ivar kKAewmpévog kot 1 petalh toug amdotaot yivel peyolvtepn
ard 20 pétpo, tOTE 0 OTOXOG CEKAEOMVETOL KOl TO EAGPL OKIVITOTOLEITOL EKTEADVTOG
dradoyka kot emavoropBavopeva to ldlel kot Idle 2. T vo kKAewdwbel Eava o otdyog Oa
TPEMEL O YPNOTNG VO TANGLAGEL EAVA TO EAAPL OTAL 5 HETPOL.

O1 dpdoelc TOV TOPATAVE YOPAKTP®V GLVOIEVOVTAL OO NYNTIKA EQE TO. EVEPYOTOLOVVTOL
oe KAOe O1POPETIKO KIVOOUEVO OYES10 OV ekTeAeiton amd ovtovg. Ta ovopoto TV
NYNTIKOV €PE TOPAOETOVTAL GE EMOUEVO VITOKEPAAALO.
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5.6 Amoctolég

Mo vo oklokdnpwBel to mayviot Bo mpémer va mpoypatomonBodv TECCEPLS
OVYKEKPIUEVES OTTOCTOAEG OLO0YIKA M pio HETd TNV GAAN. Ol amooTOAEG 0EV EKTEAOVVTOL
TopdAANAC Kot pe omoladnmote oelpd aAAd €yovv kabopiopévn pon. Kdabe @opd mov
OAOKANPOVETOL ot EEKAEWOMVEL 1] ETOUEVT] Kol YIVETOL OVTOUOTY aroOnKeLON TS TPOASOL
VO TOLTOYpOVA ovavedvetal 1 (on tov maiytn. ‘Etotl, o ypnotg éxet m dvvatdtnto va
EMOVEKKIVIGEL  TO oY VIOl apécmC UETA TNV TEAELTAIO OAOKANP®UEVT amooToAN. Edv o
YPNOTNG YAoEL, umopel va apyicel kot TAAL omd TNV OMOGTOAN otV Omown PpiokoTov N
EEKIVAOVTOG TO TToyViol amd TV apyn.

Amoctom 1

H np®dt amootodn givatl amAn doTe 0 ¥pOTNG VO GUVELITTOTOGEL OTL £XEL E16EPDEL
oe éva ewoviko mepPaAlov, vo eEokelmbel Le VTO Kot YEVIKOTEPQ LE TOV XEPICUO TOV
oy VIOV, XTOY0C TNG TPAOTNG OMOGTOANG €ival 1 €hpeon Kot 1 €EOVTIMOT TV TEGGAPMOV
OPKOVI®V TOV LILAPYOLV.

AmocTtor 2

O ypNoTNG O VTN TNV OTOGTOAN TPEMEL VA EEEPEVVNCEL TNV TEPLOYN TOL dACOVG
®ote va Ppel 10 MA@l Tov PBpioketor KOvtd otnv mEPLoyn TOV ADK®OV Kol VO TO 00NyNoEL
HEXPL TO TTNYEL TOV XWOPLOV.

Amootoi] 3

¥’ Ot TNV OTOGTOAN] O TOiYING MPEMEL VO TAEL OTNV €VPVTEPT TEPLOYY| TOV
Kowunnpiov yo va Bpet Kol va EVEPYOTOMGEL TOVS VO 1EPOVG Bpdiyovc. O €vag 1epdc Ppdryog
EVEPYOTOLEITAL PE TNV UTAAO QOTIIG EVAD O de0TEPOG [e TNV UmdAa tov mhyov. Ot gxBpol
OLTNG TNG OMOCTOANG €lvol OKEAETOL OV ££0VIAMVOVTIOL KOl KOTOGTPEPOVTOL HOVO UE TNV
EVEPYOTOINGT TOV 1lEPDOV Pplymv.

AmooTtoi 4

X T|EPOYN TOL UIKPOL VaoL mov Ppioketor otnv €i60d00 TOL KOWUNTNPioV,
enpaviCetor N poywk undia mov Oa mpéner var petapepbel ot mepoyn tov Popod. H
petapopd g yivetal wg €€Ng: 0 xpNnotng Oa mpEmel va TV TANGIACEL GE LUKPT] ATOCTACT] KOl
extetvovtog Towtodxpova to delktn Tov 08100 YEPLOV, YWPig va TpoecEyovv Ta LIOAOUTA
daktoda. H pumdlo 1018 TPpOookoAAdTOl GTO OAKTLAO Yl 0G0 Ypovikd Odotnuo To YEPt
Tapapével o ot T o1don. Edv dpmg ahddEel otdon to yépt evd gival TposKoAANUEVN N
umdAa 67 avtd, TOTE VT TapPouEveL otdotun otn Béon Omov dAAate m oTdon TOL XEPLOV
OVOUEVOVTOG TNV EXAVAANYN NG 0pONG Kivnong. MOAG yivel | TpAdTN EXOPY] LOYIKNG LWITOAOS
Kol Ogiktn, epeaviletar o TEMKOG opynyOg otV MEPLOYN] TOV HIKPOL VOOU, UE
evepyomomuévn v aomida YOpw tov. 'Etot, o maiytng dev umopei mpog 10 mapdv vo XTumnoeL
TOV apynyd o omoiog kol tov akoAovBel o ypnotn ovveyds. [a vo amevepyomomBel n
aonida Tov apynyol Bo mpémel 1 paykn pmndAa va petapepdet oto fopd o omoiog €Tt madEL
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va givor dtpotoc. Omwg avaeépape Kol TopATavm, o opynyos ywo. va ntmbet mpénet va
ytomn el omd 000 mpaciveg UmAAEG OMATE KOL OLOKANPAOVETOL M TETOPTN OTOGTOAN Kol
teppatiletot To moyviot.

5.7 I'papwkn| Aterapr] Xpno

Onwg MoM avaeéptnke Kot 6 TPoNYOHUEVEG EVOTNTEG, OTO GLYKEKPIUEVO TTOLYVidL dev
yivetal yprion mAnktpoioyiov 1 moviikiov. 'Etot, ta didpopa pevod mov gppaviovtal Kotd
N OIPKELD TOL TOLYVIOOD UTOPOLV va gvepyomonbovv povo €dv o deiktng tov de&1o0
YEPLOV TOL OKOVUTNGEL Y10 GOVTOUO YPOVIKO Stdotnua. Metd to ypdvo avtd Tpoyuatoroteitol
N avtioToyn Spacn COUPOVA IE TNV ETA0YT]. YTTAPYOLV TP LEVOL GTO ToyVidl Ue To ool
unopel vo, aAAniemidpdoet o ypuotg. To 1° €€ avtdv givor To apyikd, To onoio epeavileton
avTopaTo pe TNV Evopén NG €QOPUOYNG GE OLOPOPETIKN OPYIKN OKNVH amd ekelvn mov
Aappaver yopa n kat® eEoyfv dpdon. To 2° givon to pevod modong to omoio umopei vo
euPaviotel HOVo Katd N ddpkelo TG KOPLOG GKNVIG TOV TayvioloD kot Hdvo OtV ovtd
KAnBei and tov moiytn pe cvykekpuévn kivion tov yepidv. To 3° givar To pevov Bavdartov.
Avto gpoavifetor avtopata POALG 0 Taiytng amoAésel OAN Tov Vv evépyeta, “Con”. Tlépa
and TO HEVOL TOVL TEPLYPAYOLE OVOTEP®, YPNOUYLOTOOVUE KOl YPOPIKEG OLETAPES
TPOKELEVOD VO TAPEYOVTOL GTO YPNOTI XPNOES TANPOPOPIES TOV TOV SIEVKOAVVOLV YioL TNV
opoAn €€EMEN Tov mayvidod. Ot ypoeikés demapés tétolov €idovg ovoudlovtar head-up
display (HUD).

Extog and too HUD xot to pevod mov avoaeépape vrdpyovv kot GAAES YPOOIKES
OEMOPEG TOL  GTOYXELOVV KOl OVTEG OTN OlELKOALVOT] TOL YPNOTN OAAG KOl OTN
PEOAMOTIKOTEPN OOOOGT] TOV TOALXVIOOV. XTN GLVEXELD Ba TEPTYPAYOLLE OVOAVTIKOTEPO TU
TEPLEYOVV TA LLEVOD TTOV OVOPEPOLE TOPOTAV®.

5.8 Mevov E@appoyng

5.8.1 Apywd Mevod

To apywd pevod tov moryvidod omoteAeiton and téocepa Kovumd to onoio Pmopet
vo emAégel o ypnotng avéroyo pe v evépyelo mov BEAel vo ektedécel kaBe @opd. Ot
evtorég autéc etvar 1o xovpumi “START” pe v emAoyn ToL OMOIOL TTPUYUATOTOEITAL 1)
évapén tov mayvidloy kot M €160d0¢ pag oto meptdAlov g miotag. To “QUIT” pe v
nieon tov omoiov amevepyomoleitar M epappoyn, dNAadN eEEPYOUACTE OO TO EKOVIKO
nepiBarrov. To “INFORMATION” button, pe v emthoyn tov avoiyel £va GALO VTOUEVOD
10 0moi0 TapEYEL YEVIKES TANPOPOPIES Yo T mopeia ToV TaryvidoD (YEPIGUOG, ATOGTOALG,
K.0.), EVO OVTOMOTA OmeEVEPYOTOIEITAL TO NON LEhpyov pevoy. EmmpocsBétmg, avtd 1o
VTOWEVOD TEPIEXEL €VOL LLOVO Kovpni to omoio givar to “BACK” button. To “BACK” button
elval 1o Kovuni €mMGTPOPNG 0TO OPYIKO LEVOD UE TAPAAANAN OTTEVEPYOTOINGT) TOV VITOUEVOD.
H tétaptn emroyn tov apyikov pevov givoar to “CHOSE QUEST”, pe to mdtmua tov oroiov
avotyel éva aAlo vropevod to “QUEST MENU” evd cuvteleiton tavtdypovn ££000¢ amd 10
nponyovpevo. To “QUEST MENU” nepiéyet 4 xovpmid: “QUEST 27, “QUEST 37, “QUEST
4”, “BACK BUTTON".
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Eixova 79: Apyixo Mevoo

O emoyég mov mapéyel 1o “QUEST MENU” €yovv oyéon pe v embopio tov
POt va pLeTapepBel oe EMOUEVEG N KO TPOTYOVUEVES OMOGTOAES. ANAadn), EMAEYOVTOS TO
“QUEST 2” puetopepduacte otn oknvh tov Kuping marvidion Eekvdviag oand tny 2"
anocToA yopic anopaimta vo épovue ohokAnpmost v 1" IMatdvrag o “QUEST 3” q
emhoyn avth pog petopépel oty 3" anoctoln kot Topopoing To “QUEST 4” pog petagépst
oto Eekivnua g 4™ kot tedevtoiog amosToANS.

5.8.2 Mevov Ilavong

210 HeVOD maHoNG O TOLYTNG WITOPEL VO TAYMGEL TO Ty Vidl TOV OTOLONTOTE GTIYUN
Yopig Opwc va yabel n Tpdodog kot N Tpoomabeia Tov péypt tote. I'la va evepyomon el avtod
10 Hevol Ba mpémel 0 delkTng Kol 0 AVTiYEPOS TOV dVO XEPLDV TOV YPNOTH Vo Bpickovtal oe
éktaon evad ta vwoéAowma OdytvAa kdBe moAdung va eivor kAewotd. Avtiy m yewpovouio
TPOCWPIVIG TAHGNS TNG dPACNS TOL TOLYVIOOL GYEOIAGTNKE £TGL MGTE O XPNOTNG VO Lopel
OTO1OONTTOTE GTIYUN LUE EVKOALD VO TAYDGEL TO TToyVidl Kupimg Adym mhovng adtabesiog Tov
e€otiag TOV OPYNTIKOV EMATAOGEDV TOV UTOPEL VO TPOKAAEGEL 1] EIKOVIKT TPOYLLOTIKOTNTO
(simulation sickness).

Onwg dtokpivovpe Kot 6T QOTOYPAPIKT ATEIKOVIOT], TO HEVOD TOOTG TEPIEYEL TEVTE
dwpopetikég emroyés. Tmv emdoyn “RESUME” 6mov matdvtog to Kovpmi ovtod
OEVEPYOTOLEITOL TO HEVOL TTOGNG Kol GuveE)ILeTal KAVOVIKA 1 pOT) TOL oy Voo omd TO
onueio mov eiye otapamoet. H emroyn “QUITE GAME” mov diver T dvvotdtnta ££000V
a6 1o eikovikd wepiBaiiov. H emroynq “QUSET INFORMATION” ov amevepyomotei 10
VILAPYOV HEVOD KOl OVOAOYO, LE TNV OMIOGTOAY TOL €KTEAEl ekelvn TN oTiypun o moalytng,
evepyomoteitan éva GAAO LITOUEVOD, TO OOI0 TTEPLEYEL KEILEVO UE TANPOPOPIES GYETIKEG LE
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v TpéYovca amoctol kabng kot éva “BACK BUTTON”. EmiAéyovtag to “RESTART
QUEST” o ypnotng &ekva amd v apyn TV OOGTOAN TNV 0moia NoN eKTELOVOE, YEUATOG
evépyeln kot mana. Térog, pe v emioyn tov “MAIN MENU” o maiymg emiotpépetl oto
apyKd LEVOD £YKATOAEITOVTOG TO O VIOL.

Eixova 80 Mevod Iavong

5.8.3 Mgvov Oavdtov

To pevov Bavdtov Ba gppavictel oty 006vn O0tov o maiytmg nrndel amd Tovg
AVTITAAOVE TOPEYOVTOS TOV TN dVVATOTNTO ETIAOYNG OPICUEVOV EVEPYELDV TPOKELUEVOL VL
ocvveyioel N vo gykataieiyel v epoappoyn. Ot emroyég tov pevov Bavdatov eivar to
“RESTART QUEST”, to “MAIN MENU” kot 10 “QUIT GAME” 10 omoia £xovv meptypagel
AVOTEPM KO EKTEAOVV TIG 1016 EVEPYELEG OIS KOl GTA TTPOTYOVLLEVO LEVOD.
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Eiwcova 81: Mevov Oavazrov

5.8.4 HUD o I'pagikég Atemapég

e OAa To Toyvidlo SpAonG VIAPYOLY UTEPEG TTOV EVILEPDVOLV TOVG YPNOTES Y1 TNV
«oM» TOug Kot TNV EVEPYELXL TTOL £XOVV KOTOVOADCEL EKTEADVTOS TIG O18QOpeS EMBECELS.
"ET61 Kot 6T0 GUYKEKPIUEVO TTaLY VIOl VITAPYOVY Ol UTAPEG AVTES TPOKEWEVOD Vo Yvaopilovpe
70 TOGOGTO «CMNG» TOL HOG EYEL AMOUEIVEL AAAN KOt OV £YOVE EVEPYELDL Y10l VO EKTEAEGOVLE
Kamola emiBeomn. Xtnv epappoyn ypnowyomrotovpe dvo HUD ta omoia epgavitovioar otnv
Kuplg oKV otV TAve aplotepn yovia g 080vng. H pumdpa evépysiog eppaviCer moon
EVEPYELDL ATTOUEVEL GTO XPNOTN Kot 1 UTdpa. mana deiyvel T6co Mana omopUEVEL GTOV TTOLYTN
Y10 TV TPOYROTOTTOINGN TV EMOEGEMV TOL.

Eixova 82: HUD, H mpdoiviy umapo. ametkoviCer Ty eVEPYELQ TOV TadyTH KoL 1] UTAE TO Mand.

AMec ypaikég Oemapég givor to aipa, m 000vn Bavdrov kot o otdyoc. Otav o
YPNOTNG Yboel evépyela TOTE gUEAVIfETOL oV 000VN Yoo WIKPO YXPOVIKO SLUCTNUOL Lot
NUOAPOVIG EIKOVA OULOTOG ONADVOVTAG OTL O XPNOTNG OEYTNKE KATO0 oplatnpd yTOHmT L.

H 006vn Bavatov epeaviCetor Alyo mpv epeaviotel to pevod Bavdrtov, Otov o
YPNOTNG YACEL OAN TOV TNV EVEPYELD Kol KOADTTETOL TOTE OAN 1 000VN LE £vo NSIAPOVESG

89



KOkKvo ypopo. ‘Etol, dnpovpyeitor 1 yevdaichnon oto Pt Tov ¥pnotn mwg OA0g O
YMOEKOC KOGLOG OOOIOETOL OTTIKA [1E KOKKIVEG OTOYPDGELS.

O1av 0 xpNnotg OAOKANPOGEL Ha Ao TIG TPELS TPMOTES AMOGTOALS, eppavileTal KAT®
aplotepd otnv 006vn Kot Yo ovvTopo ypovikd Swdotnua ot AéEelg “‘check point”,
VTOOMAMVOVTOG £TGL GTO YPNOTN TO oMpelo amd To omoio umopel va emavakivnOel To moyviot.

Téhog, 0 oTOY0¢ PpiokeTon 6TO KEVIPO TOL ONTIKOV TTEGIOV TOL ¥PNOTN Kot Tov Ponbd
Y10 VOL GTOYEVEL e EMTUYI 0TV eKTEAEL TIC EMOEGELC TOV.

5.9 'Hyot (Audio)

‘Eva amd ta Pacikdtepa otoyeio pog gaming epoppoyng eivar 1 emévovon g pe
SLAPopo. MMTIKE €PE, GLVIEADVTOC CTNV OMOTEAECUOTIKOTEPT €UPOOIon Tov YpnoTn GTO
ewovikd meptaAlov. Ot Mot kot ot peiwdieg emiéybnkav amd To O1001KTLO Kot
SWHOPEOOIM KAV KATAAANAL Y10 VO KAADWYOLV TIG NYNTIKEG OvVAYKES TOV Tty vidov. Ot fyot
Kol To onpeia Tov avTol ypnoipomomdnkay Tapovslaloviol TapaKATo.

» Exploring space 1: amotekel tov Pooikd Mxo TEPPAAAOVIOS TOV TPLOV TPOTOV
OTOGTOADV

Tirion fording theme song: Backdg 1yog mepPAAlovtog apyLkod HevoD

Bloodborne soundtrack OST- Father Gascoigne, the Hunter: PBoacwkdc 1yog
nePPAALOVTOG TOL aKoVYETOL ad £va oNUeio Kot HETE TNG TETOPTNG OMOGTOANG
Demon Voice Sound Effect: Bacikdc fyxog meptPAALOVTOC TETOPTNG OTOGTOANG O
omoiog akovyetat amd TV £vapén TS OMOGTOANG LEYPL VO CLYKEKPLUEVO oNUEio
Flickering Sci Electricity Sound Effect: nyntiko ¢ 1o omoio yivetar avtiAnmtd otav
0 YPNOTNG TANGLAGEL TN HOYIKT UTOAQ TNG TETOPTNG OTTOGTOANG

Super Saiyan Rose Aura Sound Effect: mymtuco €¢é 1o onoio akovyetol amd Ty apyn
™G POPTIONG TG TPACIVNG UTAANG LEYPL TN OTIYUN TNG EKTOEEVLONG

Sound Effect Pack #4: nyntikd €@é 10 0m0i0 EVNUEPDOVEL TO XPNOTN TOE M TPAGIVN
umaio etvar £toun yuo extdéEgvuon

Fireball Sound effect: nyntkd epé 10 omoio akovyetor poOAG ektofevbel amd TO
YPNOTN HOL UTTAAL POTLAG

Big Explosion effect Video: nmymtikd €pé to omoio mapdystar katd v £kpnén g
UTAAOS QOTLAG KO TPAGIVNG UTAAOG

2 greenspellcast: nyntikd e@é mov mapdyetor kaTd TV KTOEELONG TG TPAGIVNG

Ice Attack: nyntiko ¢ to omoio akovyeTal Kotd TV EKTOEELGT TG UTAAOG TOYOL
Ice expl3: mmrikd €pé 10 omoio mapdyston Katd v Ekpnén TG UndAag Thyov eKTOC
EMPAVELNG EOGPOVS

Ice expl2: mqmtikd €pé to omoio mapdyetor katd v Ekpnén G UIdAag mhyov
e&autiag cVykpovong e T0 £50(p0G

Roar 2 Grizzlg Bear Sound Effect: nymtuco goé Bpoymbuod to omoio akodyeror poiig
M 0pKOVA0 EVTOTIGEL TOV PO

Breath bear: nyntiko epé avdocog tng apkovdac To 0moio akovyetal Kabdc 1 apkovda
TPEYEL

Attackbear2: nymrtiko ¢ enifeonc apkovdag pe ddykmua

Attackbear: nymtko epé enibeong apkovdag pe aplotepd N 6e&l OO UTPOGT

Death bear: mymtiké e@é Bavatov apkoddog

Wolf Howling2: nymtikd e@é ovpAtaytod AvKov

VVVY VYV VvV V¥V VVV VY VYV VYV V¥V V V VY
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> Dog Refriever Fast: mymtikd €0é Aoyovidopatog AOVKOV oV OKOVYETOL KATO T

dlapkela Tov TpeEipaTog

Dog Bite- Sound Effect: nyntikoé epé enibeomng Adkov pe ddykmpo

Dogwhine: nyntiké epé Bovdatov Adkov

Skeleton scream: mymtikd €pé to omoio moPAyETOL OO TO OKEAETO WOMG OVTOC

avTIANeOel Tov xprot

» Death skeleton: nyntiké epé BopvBov ootdV T0 0TOi0 TOPAYETAL KOTA TOV OdvaTo TOV
OKEAETOV

» Death skeleton: avteotpappévo, nmrikd epé Baviatov okeletod T0 0moio TAPAYETOL
OTOV QLTOG ONKAOVETOL OO TO £00LPOG

YV VYV

> Knife hitl: nyntiko epé enibBeong oxeretod

» Skeleton walk: nyntikoé epé mepmatHUAToc GKEAETOD

» Walking Fast on Grass: myntiké €pé Padiopatog mov mopdyetar kabdc o maiytng
Kvelton oty gvpHtepn meployn g wiotag (Kountpro, fouds, 04cog)

» Walking Fast on Dirt: mymrticd €pé Padiopatoc mov mopdyetar Kobdg o xpnotng
KLVELTOL GTT TTEPLOYN TOV YWPLOV

» Bacon Frying Sound Effect: myntikd epé mov mopdyetar kabdg o maiymne Kiveitot
péosa ot Ao

» Gas Stove: nmrikd gpé 10 omoio axovyeTol KaOOS 0 YpHoTng TANGLALEL TO GLVVEPO
QOTLAG

> Wind Sound Effect: mymtikd €pé éviovov kaipik®v Qaivouévemv To 0moio yivetol
avTIANTTO KoBMG 0 yYp1otng TANGLALEL ToV 1Epd Ppdyo mhryov

> Forest on Fire #1: nmmik6 €pé mopkayidg d46ovg T0 0moio yivetat ovTiAnmto kabdg o
¥pNoTNG TANGLALEL To suoTNUa copaTdiov “Tolyog pwTids”

» Star Wars Lightshaber activate sound: nyntikoé gpé 1o onoio akovyetot po popd Kotd
v gvepyomoinon KdaOe epov Ppdyov

» Lava Flow Sound Effect: nyntikoé goé porig Adpag to omoio yivetan avtidnmtd Kabmg o
YPNOTNG TANGLALEL

» System Shutdown: nyntikd epé ToL VITOONADVEL TNV ATEVEPYOTOINGT TG AGTISAG TOV
TEAMKOD apynyov

» Monster Roar: nymtk6 epé enifeong PpuymOuod teAkod apynyod To 0moio mopayeToL
LOMG avTHG ELOAVIGTEL Y10 TPAOTN POPOL

» Monster Footsteps: nyntiké epé Badicpotoc teAkod apynyod

» Demon hit 1, Demon hit 2, Demon hit 3: nyntcé e@é enibeong tehkod apynyov. H

EMAOYN TOVL MYNTIKOV £0€ kdBe Popd mov emtifeTon 0 TEAKOG apyNYOS amoTEAEl o

dwdkacio Tov Paciletan otn THYM Kot 611G 1d1EG TOAVITNTES

Monster Pain Death: nyntikoé epé Bavdtov teAikod apynyod

Menu change: nyntiko e@é to 0moio mAPAYETAL e TNV EUPAVIOT] KATOLOV HEVOD GTNV

006vn

Menu change2: mymtikd €@é mov akoOyston HOMG 0 deiktng Tov de&lov YepLov

OKOVUTNGEL KATOL0 atd T KOLUTIA EVOG LEVOD

Menul: myntikd epé to omoio mapdystar KoOM®G TO OAKTVAO TOL ¥PNOTN Eival o€

EMOPT L€ KATO10 KOLUT, KOl TO OTOUAKPVUVEL TPOTOV TTporypotomondel n dpdon tov

KOLUTTLOU oV TOD

> Death (SGO sound effect): myntikd €pé Bavdatov tov YpHoTH TO 0MOI0 TTAPAYETHL
LOMG avTOG YAGEL OAN TOL TNV EVEPYELQL.

YV VWV VY

[Na mmv dwpdppwon kot v “Kom)” TOV JSWEOPOV MOV NG EPOUPUOYNG
ypnoponomdniay dadiktvakoi audio cutters.
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Kepdloio 6° Yroroinon Ioryvidiod
6.1 Etcayoyn

210 KEPAAOIO OVTO YIVETOL OVOALTIKY TEPLYPAPY TOV GTASI®V LAOTOINONG TOL
TaviowoL. Oa avaivBodv To TEXVIKA YOPOKTINPIOTIKA KOL TO TPOYPOUUATIOTIKO KOUUATL
Bactkdv Ae1TovpyldV KaBoploTIKAOV Yo T 6OVOEST) KOl GYESOGHO TNG EPOPLOYNG.

6.2 Xepopog [aiyt
6.2.1 Movtéro Taiym KatdAinio yioa Kivnon oto Xdpo

Onmg M01 €yovpe avaEEPEL Kol GE TPONYOVUEVO KEPAANLO, O ¥POTNG XEWileTon Eva
OVTIKEIHEVO LOPONG KAYOLAOG OOV €ival EUIEGH EVOOUATOUEVT O 0VTO pEcm SCript (Ot
parenting) n kvping kauepo mov mapéyetal and to APl tov Oculus Rift uéow g omoiag
amodidETAL O EIKOVIKOG KOGHOG 6Ta patio Tov maiytr. Enedn| dpwg vdpyel oty Kéyoviao
OLOTOTIKO OTEPEOD OCAOUOTOS, MOOTE VO AVIXVEDEL TIG GLYKPOUCELS HE OGAAO OTEPEQ
OVTIKEIIEVE, NTAV AVOTOPEVKTO VAL IGYVOVV Y10 QLTHV Ol VOOl TNG PopdtnTag Kot YeViKOTepa
NG PUGIKNG LLE AMOTEAEGLLO, VO TPOKVYEL £VAL TPOPAN LA TO 0010 TOPOVGLALOVILE TOPOUKATE.

H xéyovia eiye v tdom va kotpakdAo Kol vo oTplpoyvupilel mpog Tuyaies Katevhuvoelg
MOV o©T0 £00(pO0G L€ OULVEMEIDL VO TOPUCVPEL TOVTOYPOVE KOl TNV Kupiog Kapepa
ONUIOVPYOVTOS Mo OVEEEAEYKTN KATACTUGT OTIMG 1) ATMAELL YEPIGLOV KO EVTOVT] SuGPOpia
oto ypnot. Ev péper 10 mpoPAnua avtd AvOnke “maydvovtag” HEGHO TOL GLGTATIKOV
OTEPEOD GMUNTOG TNG KAWOLANG TNV TEPLGTPOPY| NG Katd tovg d&oves X Y Z. 'Etor
TEPLOTPOPT propet va mpaypotomoinfel povo HEG® TOL YEPIGHOV TOV XPNOTN.

[Tap’ 6Aa awtd, £va AAL0 TPOPANUA evEKLYE peTd T 010pOBwon mov avapépnke. Av
Kol 1 KOWovAa eKveito ympic kovéva TpoPAnUa mhve o€ eninedo £6AQOC, KATA T S1dPOU
™G o€ KeEKMUEVO emimedo M mopeio TG 0ev €EEMGGOTOV OUOAG 0OV EKOVE OAAETOAANAES
LIKPEG TTMGELS, divovTag TNV EVIVTIMON Twg 0 Taiytng katéfove okaromdtio. To yeyovog
VTO NTOV ATOTEAEGILO TOAADY TAPAYOVIOV OGS 0VTO TNG PopHTNTOC GE GLVOVOGUO LLE TNV
ToyVTNTO Kivnong Tov maiytn, g yoviag KMong g enQAvelos ToV 3AQOVG, TOL TOYMUOTOG
TEPLOTPOPNG TOV OEOVOV TNG KAWYOLANS X Y Z KOl TOV GYNUATOS TG KOwovAag 1 Bdon g
omoiag elval MUGEAIPIKY KOl OKOVUTOVGE OLOKOTTOUEVA TO £30(POG TPOKAADVTAG £TGL TNV
pepwkn mtoon . Ilpokewévov va amo@Oyovpe TNV opvntikn ovty Kadetn mtoon,
emeEepyacOnKape v akdAovOn AOoN. Ocwpodpe OTL N KAYOLAO OLOPEITAL CLVEYDS TAV®
and 1o £d0¢oc 1.50 pétpo, aveEoptnTOS ™G HOpPOAOYinG TOL Kot mAavto o€ otadepm|
arootoon ond avtd. H Aon avt anédwoe. [a va viomomBel n aidpnon g Kayoviog
(hovering) oe otabepr| mavto amodcTOCN OO TO £30(POG, YPNOUOTOWCAUE Ulo Pooikn
duvarotnto g Unity3D 1o Ray Casting (piyn axtivag).

21 O pog epapuoyn Edyovpe o aktive amd To KEVIPO TG KAWOVAOS TPOS TO
£€00poc. 'Etot, Aappavovpe mAnpopopieg GYETIKA LE TO AVTIKEILEVO TTOL TPOGKPOVEL 1] OKTIVAL
KoL TV andeTaoT TG KAWoLAdS amd avtd (cuvnBmg To avtikeijevo Tpdokpovong ival 1o
£€00p0oc). Edv n dweopd g Béong Kévipov kdyovdag pe to onueio mTpOGKPOLONS NG
aKtivag g Tpog Tov aEova Y dev givor 1.50 ., tdéte vworoyilovpe TOoN amOCTOCT TPETEL VAL

93



npootedel kiBe POPa GTOV AEOVA Y TNG KAWOLANG TPOKELUEVOL Vo, BpioKeTaL TO KEVIPO TNG
ké0e otrypn 1,50 p. mavo amd to £6apog. ['a v evpeon avtov Tov aplBoD aPaPOVUE Ao
ta 1.50 p. v dwepopd BEong kKayoviag otov dEova Y e T B€om Tov onueiov TPOGKPOVONG
™m¢ aktivog otov a&ova Y. H dwadikacio avtn eravaiappdveton kébe frame, emtvyydvovrog
£to1 TN otafepn Kol TN LOVIUN AOCTOOT TG KAWOLANS 0mtd TO €600 oLV TNV aicBnon g
dPNONG Kol TNG OHOANG Kivnong Tov ¥pnotn ot1o ydpo. o Tov Tpoypappaticpnd g
Agrtovpyiog mov meptyphyape, dnuovpynoope Eva Script pe tv ovouacio movement.cs to
omoio Pploketal MPOGKOAANUEVO ®G OCLGTOTIKO TOL  OVTIKEWWEVOL KAWYOLAOS TOL
OVTUTPOCMOTEVEL TOV TOLYTT.

5
6 float dist = transform.position.y - hit.point.y;
7
8

if (hit.transform.tag == ("terrain"))
9~ {
18 if (transform.position.y - hit.point.y != 1.5)
11 - {
12 float dist2 = 1.5f - dist;
13 transform.position = new Vector3(transform.position.x, transform.position.y + dist2, transform.position.z);
14
15 Physics.SphereCast(transform.position, 1.8f, -Vector3.up, out slopehit, 10);

Ewcova 83: Kdikog Floating tov PlayerCapsule

Av ko1 m viomoinom avtg g HeBOdOL amEdwoE pe emTLYIOL GTY CLYKEKPLULEVN
EPAPLLOYT, OTN CUVEYELN ELPAVIGTNKE EVOL OELTEPELOVGOG CNUOGTOG TPOPAN LA TOV EXPETE PE
™ o€1pd Tov va emhvBel. Zvykekpipéva, To TPOPANUA NTOV TMG O XPNOTNG UTOPOVCE Vo
avepaivel Kot vo GKOPQOANDVEL GE OTOLUONTOTE KEKAUEVO EMIMEDD OveEEAPTNTA TNG YOVIOG
KAong. Avtd BéPara etvar yvootd mpoPAnua 6to xdpo TV Prvteomayvioldyv. Katapépape
va avtene&ébovpe pe emuyio 610 ad1E£000 OVTO YPNOYLOTOIMVTAG TNV TEXVIKN Tov Ray
Casting pe tov akdAovbo tpomo: ATO T0 KEVIPO TNG KOWOLANG ektoeveTal o aktiva 2,0
pétpwv mpog v KatevBuvon kivinong tov maiym. Edv n axtiva eviomicel avtikeipevo og
pkpodtepn omdotacn and avt Tov 0,55 pétpov 10te 0 ypnotng dev pmopet va kivnBel GAlo
po¢ avutn TV katevhuvon. O Kddwag Tov vBOvETOL Yoo T AELTOVPYID OVTY] EUTEPLEYETOL
oTO script movement.cs.

—— Player Capsule

2m ©)
Ra){Cast\ 1.5m
— Height

Ground

Ewova 84: Floating and Sloaping
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6.2.2 Evooudtwon Oculus Rift ko Mounted Leap Motion

Metd ™ dnpovpyio TOV KOTAAANAOL HOVIEAOL Kivnong GTo YMPOo, EMOUEVO Priuo
elval 0 TPOYPOULOTIGUOS TOV £TCL MOTE VO UTopel TAEOV Vo ekTEAEL TIG EVTOAEG OV divovTat
amd o YPNOTN. ApYKd £yve El6ay®YN TOV KATdAIAwV takétov ot Unity3D £t61 dote va
givon ikt N TpocPact otovg petooynuoticpovg tov Oculus Rift kol oty evepyomoinon
TOL GLOTHLOTOG evtomicpoD Tov Mounted Leap Motion. Eniong, pe to mokéto avamtuéng tov
Leap Motion nov gicdyope, divetar 1 SuVOTOTNTO XPNOILOTOINONG UIOG TOIKIAING EOIKMV
EVIOADV KOl GULVOPTAGEMY 7OV OPOPOLV ONOKAEICTIKA OTN AelTovpyi KOlU GTOV
TPOYPUUUATIGUO TOV. XT1 GLVEYEL, apopédnke N Pocikn KAUEPO TOV TALYVIOOD Kol GTN
0éon ¢ mpootébnke to Prefab tov Oculus Rift to omoio mepiéyer dvo Kauepeg pe
SpOopeTIKY OnTIKN Yovia 1 kée pa. Ot ewodveg TV 600 QVTOV KOUEPDOV UETAPEPOVTOL OTIG
dvo 00ovec tov Oculus Rift. Ot ewdveg mov mapdyoviol otig 600 SOPOPETIKEC 00OVEG
ouvovalovial 6Tov avOpOTIVO €YKEPOAO TOL HE TN OEPE TOL dnpovpyel pa eviodo
Tplodldotary otepeookonikny €wova. Ocov agopd to Leap Motion, mpootébnke to
kotdAnio Hand Controller oty Unity3D mpoxeyévov avtd va pmopei vo evtomilel pe
emroyio ta yépla (hand tracking) evd Ppioketon tomobetnuévo méveo oto Oculus Rift. To
Leap Motion mapéyetl peydin mokiiio ETAOYNG YPOPIKOV HOVIEAMY Y10, TNV OTEIKOVIOT TOV
YePLOV TOL Ypnotn o€ popen Perfab, kabdc kot ) euown avtodv. Ta poviéda yepLdV TOL
emAéEape  éyovv  Ovopo  “PepperMediumFullLeftHand” vy to apiotepd yxépt  xon
“PepperMediumFullRightHand” avtictotrya yio to de&i. Bacikd yopaktnplotikd ovtdv givot
TO AEVKO XPOUO TOLG KOl 1 TPOEKTACT] TOVG UEYPL TO VYOG TOL aykdve. Duoikd HOVTELO
globyape povo yuo 1o de&t y€pt kat avtd Yot pog eivor amopaitnto yio T AEITOVPYIKOTNTA
Tov pevod. Ot poywkés pumdieg emibBeong mpoypappotictnkay €16t OCTE Vo, ayvoolv v
OmopEn Tov ELGIKOD HOVTEAOL TOV OeloV ¥ePLOD. AVTO E€YEL GOV OTOTEAEGUO VO UNV
EVEPYOTOLEITOL O UNYOVIGLOG GUYKPOLGNG TOVS KOL VO UMV EKPNYVLVTOL OTAV £PYOVTOL GE

ETOLPT| LLE TO YEPL.

6.2.3 Xepropog IMaiytn

Onog avaeépbnke kot Topondve, o YEPIoUOS TOL oyt YiveTol HEG® GLVOVOGHOV
tov Leap Motion kat tov Oculus Rift. v wepintwon tov Oculus Rift extog g eufudiong
OV EMTVYYXAVETOL GTO YNPLOKO KOGO KoLl TNV EIKOVIKYT TPOYUATIKOTNTA, YIVETOL TOPAAANAL
YPNOMN KOl TOV SPOPOV TIUOV TOL TPOGOHIdOVTAL OO TO YUPOOSKOTIO TOL PEPEL. MG TPOG
TovG GEovec X Y Z. 'Etot, autég ot Tipég evnuep@vouy avtopata to Rotation tov transform g
KOplag kdpepag. Mall pe v xOplo Képepa TEPICTPEPETAL KOl 1] KOWYOVAQ TOV TOiyTN TNV
omoio. mpookoAAncaue o€ avt). H aAAnieEdptnon kOplog KAUEPOS Kol KOWOLAOS mTolyTn
etvar To KAEWl pog oAoKANpoUEVNS TPLoddoTOTNG Kivnong oto ynoako mepifaiiov. H
KOplo. Kapepa €ivor vmevbuvn yu TIG MEPIGTPOPIKEG KIVIGELS EVA 1 KAWOLAX Yo TIG
evBOypappes. Emopévmg, vy va emitevytel m tpiodidotatn Kivnon, Oo mpémer to €va
VTIKEIPEVO VO akOAOVOEL TIC KIVIIGELS TOL GAAOL KOl OVTIGTPOQOL.

H obvdeon «lOplog kdpepag kot KQwovAag maiytn yiveror pe ocvvovacpd 0600
AelTovpYIDV
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A) Zoyypoviopog Meprotpoeiis: ASlomowmwvtag ) Aettovpyion Tov Head Tracking, yivetan
aueon evnuép®oN NG KOPG KAUEPUS OO TNV TEPLOTPOPIKY] Kivnom NG KEPUANG TOL
xpNotn. Ot GUVIETAYUEVEG TG TEPIGTPOPIKNG KIVNONG TG KOPLOG KAUEPA OVTAOVVTIOL OTO
™V KOYovAa Taiytn pHEGm Tov Movement.sC mov Ppioketal TPOGKOAANUEVO TOVED GTNV
kéyovia. [To cuykekplévn, N TANPoEopia TEPIGTPOPNS KAUEPOS aVTAEITOL WG TTPOG AEova Y
Kot £QapuoleTal oTiG CLVTETOYUEVEG TNG KAywovAag o kGO frame. Av e ywvotave avto, tote
N xotevhuven Tov onmTKo TEdIov TNG Kapepag o€ B cvoyeT(odTAVE e TO UTPOCTIVO UEPOG
™G Kayovloc. Avtd Ba elye ®¢ amotélecuo va punv ovyyxpovifoviav ovtd To 600
avtikeipeva. H kdyovia 0o akolovbBovoe guBdypapun kivnon cOUQ@VO HE TNV OPYIKN
TOPUdOYN TOL UTPOCTIVOL TNG HEPOG KaTé TNV TOMOOETNON TG OTOV YnEeloKd KOGUO
aveapmnta v Kdpepa. EVioAn dvtAnong cuvietaypévov TepIcTPoOnG:

transforn. localEulerAngles = new Vector3(9, GameObject. Find("(FHeadountedRig/TrackingSpace/CenteryeAnchor”).transform. localEulerAngles.y, 0);

B) Xvyypovienog Kivnong: Aomowwvtag t Aettovpyio Hand Tracking, yiveton dueon
evnuépmon G Kdyovlog maiytn amd TS xepovouieg tov ypnotn. Ot cuvieTaypéveg TG
Béomg Tov parent object kdtw and T0 omoio EpapyIKA PpiokeTar 1 KAUEPD, EVIIUEPDVOVTOL
pHécm tov movement.sc mov gival TPOoKOAANEVO GToV avTikeipevo “Camera” g Kayovia
T0V Toiytn to omoio dg Aettovpyel cav onueio avagopds yw v KOpla kapepa. [To
OLYKEKPIUEVA, M TANPoopia BEong KayovAng TPocdideTal 6TV KAUEPL LECH EVIOANG. AV
d0¢ ywotave avtd, mn whpepa Oa mopéueve oto o onueio evd M Kdwovia Oa
amopoakpovvotave. Eviodr amoctodng cvvtetayuévev 8éong:

GameObject. Find("MHeadMountedRig") . transform.position = GameObject.Find("PlayerCapsule/Canera").transforn. position;

‘Eto1, yio va mpaypoatomomBel pioe oAokAnpopévn kivnon oto gwovikd mepifailov g
epapproyns pag Ba ypelactel cuvovacrd TV 600 TAPATAVEO AEITOVPYIDOV

6.2.4 Kwnoeig Xeplorv

Ye auto 10 VIokEPAAULo Ba avalvBolv e TEYVIKOVG OpoLS Kot e PAom KddKa Ot
KIVIOELS TOV YEPLOV OV Yyivovtal avtiAnmtéc amd 1o Leap Motion kot ov omoieg €xouvv
TEPLYPAPEL €V PEPEL GTO TTPONYOVpEVO KEQAANO. 'Eva moAd onuavtikd ctotyeio to onoio Ha
nog pondnoet va avtiAneBodue tAnpéotepa tn Asttovpyia tov Leap Motion givor n Babitepn
KATOVONGT KATOU®Y GUYKEKPUEVOV KAACEDV.

Klaon tomov frame: avtummpocomedel £va GUVOLO OESOUEVOV EVIOTIGHOD YEPLDV KOl
daxTOA®V 7OV aviyvevoviol o€ évo povadikd frame. To loyiwopkd tov Leap Motion
aviyveveL ta. ¥épo, TO OGKTLAO Koul TO epyoreior pEGO oTNV TEPLOYN TopaKoAovONONG,
AVOQEPOVTOG TIG DEGELS, TIG XEPOVOIEG KO TIC KIVIOELS TOVg o€ Kabe frame.

Khlaon tomov Hand: avagépet ta puoikd yopaktnplotikd kabe yeptov mov aviyvedetotl. Ta
dedopéva Tapakorlovnong yepov mepthapupdvouy t Béom, ™ TodTTO TG TOALUNG, TO
dtdvvoua kotevbvvong g mpog to. daktvAia (Palm direction), to didvvoua éEmbev Ko
kabeto avtg (Palm normal), Aloteg mov gumepiéyovv o ddkTLAC OV TPOEEEYOVY QO TNV
TOAQUN KoL TIG WO1O0TNTEG HLOG COOIPOS TTOL YMPAEL GTO YEPL.

KAlaon tomov Finger: nepiéyel minpogopieg yio kébe SAKTLAO OTOS TNV OVOUOGia, TOV TOTO,
TO, 00TE KOt AAAES.
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‘Eva avtikeipevo tomov Hand pmopel va eicoybel péow €vog avtikelwévov Toumov
Frame. H Alota tomov FingerList ovimmpoconedel po Aioto pe avtikeipeva tov tHmOL
Finger. Ta Finger eivor po kKAdon TOv avTimtpoc®meVeL EVo. EVIOTIOUEVO 0akTLAO. Eval
avtikeipevo tomov Finger pumopei vo amoktnOei povo uéom evog avtikepévon tomov Frame i
evog avtikelévon tomov Hand.

Kieiwot) mardpn aprotepov yeprov

H teyvikn viomoinong avthg g yepovopiog ompiletar otnv 10éa O6tL 1 FingerList
TOV aPIETEPOL ¥EPLOV Oa Tpémel va unv mepiéyel Kavéva otoryeio. [Ma va elvarl kev n AMota
onpaivel 6Tt dev mpoekéyet Kavéva SAKTLAO.

Hand Lefthand= frame.Hands.Leftmost;
extendedFingerList=lefthand.fingers.extended();

1

2

3

4  FingerList extendedFingerList;

5

6

7

8 if (extendedFingerListsEmpty) {E=}
11

12

Exova 85: ZovOnkn Eviomouot Kieiotic Aprotepne IHoAdung

XTpo1] 0pLeTEPNS TAAAUNGS TPOS T OEELA 1| TPOS T APLOTEPA

I'o va gvtomotel avtn n Kivion XpNOWOTOOVHE TN cvvapTnon ¢ kKAdong Hand,
mv PalmNormal. H ocuvdptmon avt) divel éva didvoopa kabeto mov Eekivael amd v
ECMTEPIKN EMEAvVELL TG ToAdunc. To didvoopa “deiyvel” mpog ta kdtw, €€ amd Vv
TOAQUN Kol £TGL UTOPOVUE Vo, EAEYEOLIE TPOG TTown KaTtevBuvon glval aVTO GTPAUUEVO Kol
K0T’ EMEKTOGT TTPOG TOL TOV £ivall GTPapUpUEV N TaAdun. [ va eAéyEovpie TV TEPIGTPOEN TNG
TOAQUNG AVTAOVUE Omtd TNV KAAGN SlovOGHATOG TN YOvio TEPIGTPOPNG YOP® amd Tov A&ova
eunpdc/micm pe ™ ovvaptmon Roll, petpodpevn oe axtivia. To axtivio (Rad) givor povada
uétpnong yoviac. ‘Eva aktivio (1 Rad) givot n eninedn yovia mov dtav yivel emikevrpn opilet
16£0 G€ OMOLOONTOTE KOKAO [E UNKOG 160 e v aktiva tov. 'Etot, av n tiun mov Aapupdveral
amo6 ) ovvaptnon Roll Bpicketon oto emBountd 6p1o, vIOdNAGVETOL OTL | TAAGUY EKTELECE
mv (nTovpevn mTEPIGTPOPIKY| Kivnon kot Koat’ eméktacn Oa mpoypatoromnfel emruydg M
evépyela mov oyetifetal pe avtnv yia 6ca frame napapéverl o€ avt ) Béon  Tokaun. v
OTPOPN OPLOTEPNG TOAGUNG TPOG T APIGTEPE GYVEL O,TL KOl GTNV GTPOON OPLoTEPNS
TaAGUNG TTPOG Tl 0ELA e LoV dapopd OTL aALALoVVY Ta OpLa TOV AKTIVIOV.

4 float roll = Lefthand.PalmNormal.Roll;
5+« if (roll > 1.5F && roll <= 2.5Ff ){

Exovo 86: Opio Aecrag Ztpopns Kopmov
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18 ~ if (roll < -8.5 && roll »>= -2.5f){

Ewovo, 87: Opia Apiarepng Ztpopnc Kopmod

poggoyn TPLOV SIKTVAMV UPLOTEPOV YEPLOV

AxoiovBodvtar ta 1010 frpate Onwe ot TG KAEIGTNG TAAGUNG TTOL 1O
avaeépOnke pe tn dtopopd 0t Tpémet vo eheyyBel av to FingerList mepiéyet tpio otoyygiao ta
07010 OVOHOGTIKG OVTIGTOLYOVV GTO HEGO, TAPAUESO Kat Hkpd ddkTvAo. Kdbe atoryeio tng
Motog avtiotoly el o€ éva TEVIOUEVO OAKTLAO. AV TO OAKTLAO OV TPOEEEYEL, OEV aviyveDETIL
Kot gpa Ogv Kataywpeitol 6T MoTa.

Kiewot) aprotept) morapn pe 6e€1d 1 aprotepr] oTpoen

Agv vLapyel GUYKEKPIUEVOG KMIKOS Y10, 0DVTH TNV KIvNon omAdS YiveTol ouTONOTOG
GLVOLAGLOG TV EVIOADY HECH SCIIPt TV KIVAGEMV TN KAEIGTNG TOAAUNG OPLOTEPOD XEPLOD
LE TNV GTPOPT aPIGTEPNG TOAAUNS TPOGS Ta SEEIGL 1] TPOGS TOL OPLOTEPUL.

Ipogtéyovra Tpia dGKTVAN APLOTEPOV YEPLOV pe OECLA 1] UPLOTEPT] GTPOPT]

[Tpaypatomoleitar pe oVTONOTO GLVOLAGUO EVIOAMV Pécm SCript. Ot Kwnoelg mov
ocvvovalovtor eivar ta Tpoe&Eyovta TPiot SAKTLAL OPIGTEPOD YEPLOV HE GTPOPY OPLOTEPNS
TaAGUNG TTPOG T 0ELA 1) TTPOG TAL APLOTEPQ.

Avoyyt) morapn 0e€100 xEPLov 6TOYEVOVTOS EPmPocOey KoL pe wapdiinin cvvroun Ko
amoToun ektivaén mpog TNV KoTeEHOULVON av TN

[Ipékertar yoo GLVOLOGUO KWNCEWMV GE TPOYPUUUATIOTIKO emimedo. [ v
EMKVPOOT NG 0pOHTNTOG TNG KIVNOMG TOL ¥PNOTN OTOLTEITOL KOl EKTEAEITOL GEPA EAEYYWV.
[Ipodta mpémet va eheyyBel edv n maAdun tov 0e€100 ¥ePLOV givorl avoryt Kot 1 Kivnon g
npog 1o a&ova Y (Y yiati eivan Mounted Leap Motion) kotoktd pio cuyKeEKPIUEVT KATMOTEPT
ToOTNTo oL petpiéTon og Millimeters/second. H pétpnon g taydmrog tng Toldung Kotd
tov a&ovo Y yiveton katoémy evtoAng tov Palmvelocity.y. Xt ouvvéyeio eléyyovrol ot
GUVTETOYLLEVES TOV SLOVUGHOTOG TTOL “@eVYEl” amd TNV EGMTEPIKY TAELPE TNG TOAAUNG Kot
Po¢ T €W, OC TPOS TOVG AEOVES Z Ko Y OGTE VO EVTIOTIGOVUE TIG EMBLUNTEG TUES TOV
SVOGLOTOG GTO YMPO GE GYECT UE TNV TayVTNTA TOV Thve 610 a&ova Z. Emiong xotd
dbpkeln, TV eAEyymv ypnowonoovue optopévec onuaieg (flag) yu va oamogevybodv
avemBounteg evépysleg mov Ba emmpedcovv TV opoin €€EMEN Tov mayvidlov. Me v
EMTUYY] OAOKANPWOON NG YEWPOVOUiG yevvaTol €vag KAMVOG UTOANG QOTIOS 1| TPACIVIG
uméAag pécm tng cvvaptnong instantiate. H cuvéptmmon avt) 6tav ektedectel mapdyel Eva
KAdvo tov Prefab mov g £xet 600el w¢ gicodog péow script. Ot cuvieTaypéveg Tov onueiov
dtvovton ko avtég wg €lc0dog g cvvaptnons. Ot cuvOkeg mov oyetiCoviat pe Tov EAeyY0
NG TEPIOTPOPNG TOL dtovuoUaToc B pmopodoav va elyav vAomombOel kol pe 10 cvoTnua
a&ovav pitch, yaw, roll Zpdaypa mov dev éyve yati dev Nuactav e£okelUEVOL TOTE e 0TO.
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extendFingers = RightHand.Fingers.Extended();
if (extendFingers.Count >= 4 && controller.Frame().Hands.Leftmost.Palmvelocity.y >70@ && fireflag == @ && thunderflag == @)

{
if (RightHand.PalmNormal.z <= ©.65 && RightHand.PalmNormal.z >= -6.38)

{

if (RightHand.PalmNormal.y >= ©.6)
{

Ewkova 88: EAeyyot yia Ektoéevon Mpaoivng Mnaiag n Qwtidg

Avoy Ty mToAauY 0PLETEPOD YEPLOV PUE 6TOYO EUMPOcOEY KoL PE TAPAAANAN GUVTOUT] KoL
améToun Kiviion mpog TV KotevOvvon avti)

H o¢thocopio sivar 101 OTmg Kot mponyovuévee amAde eAEyxetal dv n kivinon
yiveton pe to aplotepd xépt. YApYouv emiong UIKPEG SLOPOPOTOMCELS G KATOW OPlaL TOV
avaeépovtol oto PalmNormal.

extendFingers = LeftHand.Fingers.Extended();
if (GameObject.Find("PlayerCapsule").GetComponent<GamePlay>().death == @ && pause ==0 && extendFingers.Count >= 4
&& controller.Frame().Hands.Rightmost.PalmvVelocity.y > 700 &% iceFlag == @ && controller.Frame().Hands.Rightmost.IsLeft)
{

if (LeftHand.PalmNormal.z <= 0.70 && LeftHand.PalmNormal.z >= -0.30)

{
iceFlag = 1;
if (LeftHand.Palmhormal.y >= 8.4)
{

if (iceFlag == 1)
{

if (GameObject.Find("PlayerCapsule™).GetComponent<GamePlay>().PlayerMP >= 28) {

Ewova 89: Kwéikag Ertideonc Aptatepou Xeptlou

Avoyytn 0€€16 TOAGUN KOl GTPOP] TPOS TO TAVE Y10 TEVTE devTEPOAETTOL

H ovykekpyévn kivnon yoapaktnpiletor and molvmAokotnta eAEYYOV KoOhg KoTd
™V €EEMEN TG KIvnomg evEPYOTOLOVVTOL KO OTEVEPYOTOLOVVTAL GUGTHLOTO COUATIOIWV VAL
OVYKEKPILEVOL YPOVIKA SOGTAHATO ¢ Kot MynTikd €. T'ivovtal Eleyyol GYeTIKO UE TOV
aplud Tov daytodlmv tov de€lod xeplod kat Tov dovvopatog PalmNormal wg npog z tov
010V xeprov MoTe aVTO va delyvel TPog Ta TAVE. AV 1 Kivnomn S10KOTEL TPV TO TEPAG TV
TEVTE OEVTEPOAEMTOV Bal amevepyomomBovv 1o GLGTHHOTA COUATIOIMY OTWG eMioNG KOl Ot
Nyot. Av oAoKANP®OBOLV TO TEVTE OELTEPOAETTO TO. GLGTNUOTO COUATIOIOV Kol Ol MOl
eEaxorovBobv va elval evepyol péYPIG OTov 0 ¥PNOTNG EKTEAECEL TNV KIvVnom ovolyTig

99



TaAduNg 9eE100 xePov oTOYEVOVTAG EUTPOGOEY e TaPAAANAN GOVTOUN KOl OTOTOUN Kivinon.
[Ipaypatomoldvtag avti v kivion avii KA®Vov UTAANS QOTIAS OMUIovpYEiTOL KAMVOG
TPAoIVNG UmOAoG agov vol pev ekteleitor Eova m ovvaptnon instantiate oAAd ce GAlo
onueio Tov k®dka ko pe GAro prefab mg icodo. O kKMOOKAG TOV OVAPEPETAL OTIC KIVAGELS
oV 0e€1o0 Yeplov PBpioketan oto SCript pe ovouacio HandVelocity.cs, eved o kddikag mov
avaeépeTol otnVy Kivnon ektoevong undiag ndyov oto script IceAttack.cs.

"ExT001] 0€IKTI] KOl aVTiYEIpa TAVTOYPOVE KOl TV d00 YEPLOV

Eivar yeipovopia pevod tavong. I'a v kivion avt apyikd dnpovpyncape dvo
FingerList, n o ek towv dV0 avtictoyyel oto de€i xépt ko 1 AN oto aprotepd. e Kabe pia
a6 aVTEC TOTOOETOVVTOL T TPOTETAUEVA OAKTLAN TOV XEPLOV GTO OTOI0 AVOAOYEL. X1
oLVEXELD, YIVETOL EAEYYOG TPOKEILEVOD VO, EVTOTIGOVUE EAV VTLAPYOLY OVO HOVO GTOoLYEID OE
Kk@0e AMota kot e£eTAloVE GV TOL OVOUATO TV GTOEIMV OLTMV OVTIGTOL(OVV GTOV
avtiyelpo Kot o deiktn. [a va gppavictel to pevod mavong Bo tpémel n oaveTtéP® yEPOvouia
va €xet duapkela 1.5 devtepodrenta.

4 if (GameObject.Find("PlayerCapsule™).GetComponent<GamePlay>().death ==
5 && pause ==
6 &% RH.IsRight
7 8
8 && LeftHand.IsLeft
9 && RightFingers.Count <= 3 && LeftFingers.Count <= 3
16 && RightFingers[@].Type.Tostring() == "TYPE_THUMB"
11 && LeftFingers[®@].Type.ToString() == "TYPE_THUMB"
12  && LeftFingers[1].Type.ToString() == "TYPE_INDEX"
13 && RightFingers[1].Type.ToString() == "TYPE_INDEX")

Eixova 90: Kaodixog [poeééyova Avtiyeipo. kar Aeixtny Aeciov kou Apiotepod Xeprod

6.2.5 Teyvikd Ztoryeio Mrdiag Pwtidg

H pndia potidg etvon o seaipa g onoiag £xel anevepyomomOet | ontikny amddoom
™G EMPAVELNG TNG EVO avTioTolya £xel evepyomomBel o punyovicpd LGIKNG TG OCTE VA
pumopel vo. avTIAAUPBAVETOL GLYKPOVGELS He GAAO oTeped avtikeipeva. Tnv mepifdiiovv
SLAPOPO. GLGTNUATO COUOTIOI®V TOV EIVOL TPOSKOAANUEVO GE QVTI KOl IEPAPYIKA KAT® OO
QUTV.

Anpovpynoape évo Script pe ovopooio Vvelocityscript to omoio kaBopiler
CLUTEPIPOPE Ko TNV Kivion g UrdAac. AT To KEVTPO NG KUPLUG KAUEPOS EKYEETOL TTAVTOL
wo. axtiva (Ray cast). Xto velocityscript siodyovue 1 cuvteTaypéveg tov onueiov mov Ha
TPockpovel N Ba otapatd N aktiva ™ KOplag KAUEPAS. AVTd Tpaypatonoleitol LOvVo o
Qopa péca ot cvvaptnon void start() pe v e&ng evion

vector3 targetDirection=GameObject.Find(“camera™).GetComponent< cameraAim>().HitPoint;

> ovvéyewn, Oa TPEMEL Vo LETAKIVIIGOLUE TNV UTdAa amd to onueio dnpovpyiag e pe
KaTeHOLVOT TPOG TIG GLVTETAYUEVES TOV GTUEIOL TOV OVTANGOUE OO TNV TOPATAVED EVTOAN
EKTEAMVTOG avoTnpd vBOypapun kivnon. ' va yiver avtd Bo extedeitan n €ENg cuvaptnon
oe kKGO frame dote 1 (100 Vo EVIUEPDVETOL GUVEYDG
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transform.position=vector3.MoveTowards(transform.position,targetDirection,step);

H ocvvépnon avt petakivel éva avtikeipevo amd éva onueio mpog éva GAAO To omoio Tng
dtvovtar cav €lcodog, ekteAmvTog €vBOYpauun kivnon pe cvykeKpyévo pubud mov
kaBopiletar and t petafinty step. H undho dev pmopel va xwveitoar €n’ aOploTov. Xe
TEPIMTMOOT TOL VT GLYKPOVOTEL UE KATOL0 GTEPED AVTIKEIUEVO TPV POACEL GTO TEPUATIKO
onueio, Tapdyel péocw ™G cvvaptnong instatiate éva kKhavo tov prefab mov €xer dobel cav
gloodog otnv instatiate. tnv ovykekpiuévn nepintwon mpdxertar yio Eva prefab éxpnénc.
AoV mopaybel o kKA®vVog ™G €kpnéng, 1 UIOAN OVTOKOTOOTPEQPETOL WE TNV EVIOAN
Destroy(gameobject). Av TéAl 1| UTdA0 O CLYKPOVGOTEL [E KATOL0 OTEPED OVTIKEILEVO, Yo £V
GLYKEKPIULEVO YPOVIKO SLAGTNHO TUPOJOTEITOL EKPNEN KOl 1] UTOAO QVTOKOTAGTPEPETAL LE
TOV TPOTO OV TTEPLYPAYALE TOPOTAVe TPy EOAcEL 6TO TEPATIKO onpeio. [a va eléyEovpe
TOL YPOVIKE TEPOMPLAL, YPNCLOTOLIOVUE TIG EVIOAEG

3 float timeleft=08.45f;
4 If (timeleft<=0){E=D}

Eixova 91: Kadikog Elgyyov Xpovikav llepifwpiowv Mrdlog Exibeong

‘Etol oe «dOe frame evnuepdvetol 1o ypovopetpo katl eréyyovpe €av €xet eEavtindel to
YPOVIKO dldotna mov opicape cav Opto ddpketog Cong g umdrog eotids. Me v idw
AOYIKT GUUTEPLPEPOVTOL KOl 01 VTTOAOITEG VO UTAAES (TPACIVY KO TAYOL) LE T dlapopd OTL
N umdlo mhyov exteAel évav emmAEOV €AEYYO TPOKEWEVOL VA TPOYUATOTO|GEL TNV
KATAAANAN €kpnén avaioyo pe to avtikeipevo pe 10 omoio mpookpovel. H pmdia mdyov
ypnowomnotel éva script pe dvopa lceVelocityScript 6mov yivovtat ot avtioTtolyeg evépyeteg
Kot EAeYYOl 0TS Kot oTIS GAAeC dVo pmdiec. H dapopd Eykettor otov ELEYYX0 TOV OVOUOTOG
TOV OVTIKEWWEVOL WE TO OMOi0 mPookpovel. Av avtd ovoudletar Terrain, tote péow g
evtolMc instantiate mopdyetor kiodvog tov prefab éxkpnén otoloyurtov. e ovtibetn
nepintwon TpokvHTTEL KAmdVog prefab mov iye 00el oav devtepn emhoyn ékpnéng.

6.3 XvoThuato ZoUoTdiov kot XePovouieg

Ta ocvomuota copatwiov, Om®g TEPYPAYAUE KOl GE TPONYOVUEVO KEPAAOLO,
YPNOUOTOIOVVTAL GUVEXDG GTO GVYYPOVA Prvteomatyviola Kabmg mapéyovv omovdaic OnTiKd
EPE KATAVOADVOVTOG GYETIKA Alyoug vmohoyiotikoOs mopovs. H ouvykexpiuévn epyaocio
eumepiEyel TANOOPa GLOTNUATOV COUOTOIOV, TO UEYOADTEPO TOCOGTO TOV OMOI®V
Aertovpyel avTOpATO LEGO GTO Ty VIOl YOPig va amontovvTon TapdAinia dtdpopes pubuicelg
uéoo amd kamowo script. H Unity3D ovoudler 1o avavempévo cOoTNUO COUATISIOV
“shuriken”. v mepintwon g xepovopiog avorytg 6eE1G¢ TAAGUNG HE OTPOPN TPOG TO.
TOVO TPOYPUUUATICAUE TNV EVEPYOTOINGN OLPOP®Y GLGTNUATOV COUOTIOI®V OV &lval
TPOCGKOAANUEVO TTAVED GTY) 0510 TOAGUN COLPOVO e KAmola ypovikd dpia Tov BEcape.

Evdektikn dMAwon, evepyomoinon Kot amevePyonoinoT GLUGTNUATOV COUATIOIMV.
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ParticleSystem ps;
ParticleSystem.EmissionMadule psemit;

oW

Eixova 92: Anlwaon Lvotiuotos Xopoatidion

ps=GameQbject.particleSystem;
psemit=ps.emission;
psemit.enabled=true;
ps.play;

CO =~ O 1 &

Eixova 93: Evepyormoinon Zvotiuoros Zouotidoiov

psemit.enabled=false;
ps.stop;

(o) TV I = VW

Eixova 94: Arevepyomoinon Zvotiuaros Zwuotidiov

[To ocvykekpyéva, HeETd TO TEPAG TOL €VOG OELTEPOAEMTOV OmMO TO. TEVIE TOL
amoutohvTol Yoo T OLAPKED TNG YXEPOVOUING, EVEPYOMOLEITOL 1) EKTOUMY GULGTNUAT®V
COUOTOIOV TPOKEEVOL VO APYIGOLV T KATAAANAL OTTIKA EQE.

To avtikeipevo PS eivan tomov Particle System oto omoio tonobetoape to choTua
copotdiov mov Bélovue va enefepyaotovpe. To psemit eivor TOmOL HOVASOG EKTOUTNG
COUATIOIMV KOl EKYOPOVUE GE OTO TNV HOVAON EKTOUTNG COUOTIOIMV TOV GLGTNUOTOC
copoTinv mov Tonobetncape oto aviikeipevo. Etotl evepyomolodpe v Hovado EKTOUTNG
pe v evioAr psemit.enabled = true;. Katom, yio vo Aettovpynoel 10 GUCTNUO COUATIOIWV
MOTE OTN GLVEYELWD VO EvepyomomBel KoL 1) EKTOUTN TOV COUATIOI®MV, OTOITEITOL 1| EVTOAN
ps.play;. Mg v mopéAevon Kol TV TEVTIE OELTEPOAENMTMV €VEPYOTOLOLVTOL GAAL Tpin
GLGTNLLOTO GOUATIIMV [LE TOV 1010 TPOTO.
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+ If (time left<=4){
Ps=GameObject.find(pepper/energyBlast).GetComponent<ParticleSystem>();
Psemit=ps.emission;

Psemit.enabled-true;
Ps.play();

Wogd =~ oW s

10

Ewcova 95: Kadikag Evepyomoinons Zvotiuotos Zouotioiov oe Xyéon ue 1o Xpovo

H oamevepyomoinon t@v cuotnpdtoV cOUATIOIOV YIVETOL HE U0 GEPA TOPOUOLDV
eVIoOA®V. O KOOIKOG OV OVOPEPOUE GYETIKA LLE TNV EVEPYOTOINGCT KOl OTEVEPYOTOINCT TWV
couatdiov Ppicketar oto script HandVelocity.cs. e dlec TIc VIOLOUTEG TEPITTOGELS TOV
TPOKVITOVYV GLGTNHLOTA COUOTIOI®V, 1 AstTOVPYia TOVG YiveTol avTtoOpATO YWPIC Vo ypeldleTon
va TapépPoope HEGm KMOKO.

6.4 Teyvnm NonupootHvn ko Xopaktipeg

[Tpokelpévou va ONoVPYNCOVLE KOt VO ELGAYOVLLE L0 LOPPT) TEXVNTNG VONUOGHVNG
010 oy vidt ivan amopoitn n xpron tov Navigation System tng Unity péow tov omoiov
ONUIOVPYOVUE «YEVOOGVUTEPLPOPA» GE XOPAKTNPES TNG EPAPLOYNS . MEG® TOV GLGTNHATOG
aVToD YIVETOL OVAYVMOGT TOV €6G(POVE SNUIOLPYOVTAG TAEYHOTO TAORYNONG, Ta Navigation
meshes 1 aAAidg navmeshes. To TAEypoTo TAOYNONG TPOKOHTTOVY £TELTA OO T JASIKAGIOL
Baking (ynoipatog) g empdveiag ®ote va kafoptotohv moleg mePoyEg ivar TAONYNGULES.
[T avoAvtikd, Ta Prpoto mov mpémel va. akolovbncovpe yoo T Onuovpyic TAEYUATOV
mAonynong eivar ta e&ng: Emiéyovpe v meployn 6mov B ovEe va epaproctel 1 dadikocio
™G TAONYNONG KOl EVEPYOTOWOVLE TN OTOTIKY TAONYNON (OCTE VO CLUTEPIANPHOVV TaL
emAeypéva avtikeipeva otn ddkacio Tov ynoiparoc. ‘Eneita, tpomomotodue t1g puhuiceig
ynoipatog wote va tapalovv pe 1o péyebog tov mpaktopo  mov B€lovpe va
onuovpyncovpe. Me tov 6po mpdxtopa Bewpodpe 10 avtikeipevo mov pmopei vo mhonynOet
ot oknvn. H axtiva tov mpdktopa kabopilel 100 kovtd avtdg pmopel va TANGLAcEL GTEPED
avTikeipeva eved 10 Vyog tov Kabopilel 10 péyloto VYog kKt omd To omoio pmopel va
OuéMBel. H péylotn kinon evog mpdktopa onpotodotel T HEYIGTN KANoN Tave otV omoia
umopetl va mhonynBel. Téhog, pumopet va Kabopiotel To pEYIGTO VYOG EUTOOIOV TOL UTOPEL O
TPAKTOPOS VO VITEPTNONCEL.

AoV onpovpynBel mALypo TAoynong g mEPLOYNS moL EMOVUOVLE, TO EMOUEVO
frua v ™ dnpovpyios CVTOVOU®V TPOKTOPMV TOL TEPITAAVIOVUVTOL GTN TTEPLOYN Eivol va
dfactovv kot va eneepyasTtodV Ta SE00UEVE QVTA ATO TOLG SLAPOPOVS YOPUKTNPES TOV
&xovv mpootebel oty miota. o va givar dvuvat) N avayveoon Tov 0ed0UEVEOV omd KATO10
yapoxtipa Oa mpémel vo mpocsbiécovue oe avtdov 10 ovotatikd NavMeshAgent. O
NavMeshAgent givatl évoag vontog KOAMVEPOS YOp® amd Tov £KACTOTE YopakTnpa. Atdpopa
YOPOKTNPLOTIKE TOV QLTOVOLOL TPAKTOPO. UTOPOVV Vo, puOctodv péca and To GLGTUTIKO
NavMeshAgent 6mg 1 axtive Tov KLAIVEpoL, 1 TovTNTA, 1| ETLTAYVVOT Kot GANOL.
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Eixova 96: Edpeon tov Kalvtepov Movomatiov

6.5 Xoapaxktinpeg — Avtovopot I[Ipdktopeg kot Animation

Onwg avagépaple, ol YOPAKINPES TOV YPNGLOTOUCAUE KOl TOVG TPOGOMGOUE TNV
1310TNTO TOL AVTOVOLOL TPAKTOPA Elval ot €&V TEVTE: apkovda, AVKOC, EAAPL, OKEAETHS Kot
TEMKOG 0pyNYOs. Kébe évag avtdvopog mpditopag £xet T 01K TV EEY®PIOTH GLUTEPLPOPA,
N omoio dtapopPdveral pe to ocvotatikd NavmeshAgent e cuvdvacuod pe kamoto script. T
va dOnpovpynBel évag avtdvopog mpdrtopag dev apkel LOVO 1 TPOGKOAANGT TOV GLGTATIKOV
NavmeshAgent o€ KAmow0 YoPOKTAPO OAAG €ivor amopoitn kot 1 dnuovpyio &vog
KotdAAniov script to omoio Oa woaybei o avtdv. Méca oto Script Oa vadpyovv didpopeg
EVTOAEG 01 omoieg Ba mapepPaivovy oty Kivnon Tov yopaktipa puouilovrag péco amd ovtd
10 S1dpopa media Tov cvototikov NavmeshAgent. Eniong, péoa amd to Script pmopodue va
TOPEUPOVLE GTOV YO TOL YOPAKTIPA OALE KOl GTO KIVOOUEVO GYESLA TOV.

Ooov agopd ta Kivodueva oxédia, 1 véa ékdoon tng Unity3D ypnoipomotei Animator
Controller (eheyktng xvovuévov oyediomv). 'Evag Animator Controller dnuovpyeitor péoa
otn Unity kot pag emttpénet va opyavdoovpe kat va Kabopicovpe Eva GHVOAO KIVOUUEVOY
oxedimV Yo €vov YOpoKTAPO 1N €VO OVTIKEIHEVO. XTIC TEPIGGOTEPES MEPUITAOGELS £ivat
QLOOA0YIKO VoL £xovpe TOAAATAG KIvoOpEVE GYEd0L Kat Vo EVOALAGGovToL petalh Tovg viod
Kat@AAnAeg mavta ocuvOnkec. O Animator Controller exnpedalet o didpopa clip kvovuévmv
oxedlv OV YPNOLUOTOOVVTOL HECH GE QVTOV, dtaxelpiloviag Tig S18PopeS KOTAGTAGELS
KIVOUUEVOV oxedimv OTm¢ Kot T peTofdoelg petalh Tovg YPNOLUOTOIOVTOS TNV YVOOTY
unyavn o€ 6A0VG “unyovn Kotootdoewv” (state machine).

6.5.1 Apkovda

[No vo omoddoovpe pHe PEOMOTIKOTNTO TN CULUTEPIPOPE TNG OPKOVIOS MTOV
amopoiTNTO Vo E10Gyovpe o oty €€ SlopopeTikd cvuotatikd. ‘Evav animator, dvo script to
BearMovement kot to BearCollision, éva audio source kot éva capsule collider. To Animator
glodyet pia State machine coupwva pe v omoia 1 apkoHOO TPAYUOTOTOLEL KIVOOUEVO GYESLOL
avaioya TV Kataotdoewv. To audio source sival vehbvvo yio Ty Tapaymyn kot diidoon
o0V NYov evd to capsule collider ywo v aviyvevon dapdpwv cvykpovoewv. To script
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BearCollision peidvel v evépyeta g apkovdag avaioya to €idog tng pundAag enibsong pe
Vv omoia. GuYKpovETAL, dNANON enesepydleTon TNV TANPOPOPID TG GVYKPOLGNG TNV Omoia
AopPaver and to capsule collider. To script BearMovement avaiappdavet m dwoyeipion 6Awv
TOV TOPATAVED CLOTATIKGOV. X aVTO TO SCript divovtal oav gicodotl dHo onueior 6To YHOPO da
LEGOV TMV OTOI®mV TPETEL VoL KIveiTo 1) apkovdo Kot opilovrar mg otoyog tov NavmeshAgent
eVOALAE To KGO €va amd avtd. O 6TOY0C EVOALAGGETAL LETAED QLTOV TV 000 onUEiwV dtav
1N 0PKOVJM TOV TANGLACEL KOl EPOGOV 1] 0mdGTACT TOV oYt Omd AT vl HeYoADTEPN TOV
30 pétpowv. Eav o maiytng Ppioketon oe andotacn pikpotepn tov 30 pétpov, o 6TOX0G TOV
TPAKTOPO-0pKOVIQ, aALALEL Kot lvatl TAEOV 0 10106 O TaiyTNG.

Emiong, €dv o maiyng dev €xel XTLMNOEL TNV OPKOVOX Kot TOPAAANAQ dev TNV €XEL
mAnclacel AMyotepo and 15 pétpa, tote av amopakpuviel oe andotaon peyoAvtepn twv 30
HETP®V amd oVTHY, 0 6TOYOG TOV TpdKTopa Ba yivel TOA KAmO10 amd To VO aPyIKd oMUEia.

Otav n andoTaon ol apKovdos Yo TPAOTH Gopa eivorl pikpdtepn Tov 15 pétpmv M
eqv M apkovda yTumnOel amd OMOLONTOTE UAYIKN UTAAC TOV ¥PNOTN VO 1 HETAED TOLG
amoOoTOoT gV NTAV TOTE £1C TOTE PIKPOTEPN TV 15 péTpmv, TOTE N APKOVIO TPOYULATOTOLEL
KwvoOpevo oyédio “Roar” kot mapapével oty idw 0éom puéyxpt avtd va ohokAnpwei. Avtod
ovuPaivel yoti n amdotaon peta&d Toiytn Kol apkovdag oe kabe frame divetar cav £ic60d0g

am6 to script BearMovement otov animator controller péo® ¢ &vioAng
anim.SetFloat("Dist", dist);,

‘Etot, pohg 606<t andotaon pikpotepn tov 15 pétpov 1 n apkovda ytorndel amod
amdotaon peyaAvtepn Tov 15 pétpwv, tote avt petaPaivel omd v Kotdotaon walk oty
Kotdotaon roar. IoapdAinia yivetar éheyyog oto BearMovement script oystikd pe molo
KIWVOOLEVO GY£010 Tpaypuatonotel | apkovda to cuykekpipévo frame. Edv n apkovda ektedet
70 “roar” tote divetar evtoln oto cvotatiké NavMeshAgent vo undevicetl v toydtnTo T0L
evd av ektelel o Kwvovpevo oxédio walk m run tote avtiotoyyo divetan VIO GTO
ovotatikd NavMeshAgent va avénoet v taydmtd tov. Edv n andotoon peta&d maiytn kot
apkovdag eivar 4 pétpa | Ayodtepo, tote otov animator controller divetotl oav £i6od0¢ extog
amd TNV omOGTAGT Kot 1) Tuyaio Ty thg ouvaptnon Random.Value. Zougova pe v tiun
avtiy o animator controller 6o emAéEer to avtiotoyo clip emifeonc avaueco oe tpio
JOPOPETIKA DOTE VO, EKTEAESTEL TO avtictoryo animation. To BearMovement script evtomilet
T0 Kwovpevo oyxédo g emifeong xor mopdAAnAo  divel €VTOA] GTO  GLGTATIKO
NavMeshAgent vo, undevioTei 1 TaybTTo KIVHoEMS THG PKOVIAG 1OG AVTOVOIOG TPAKTOPAG,.
O animator controller petapaiver oto clip idle pvOuilovrag £tol dote 0 TPhKTOPOC VO EYEL
undevikn tayvmto. H kotdotaon ldle dwpkei edyiota devteporenta. MoOlg teleudoet M
KOTAoTAoN vt Tpoyuatoroovvior Eavd éheyyotl amd tov animator controller owg mpog to
Kvoopevo oyédto mov Bo mpémel vo ektedectel. Avdioyo Aowdv avtd, to BearMovement
script puOuilel v tayvTNTO TOV TPAKTOPA.

Yy mepintoon mov 1 apkovda yturndel and umdda whyov, to script BearMovement
avtiel v TAnpogopia amd to script BearCollision. Edv 1 apkodda extelel kKivoduevo oy£010
run, LELOVETOL 1) TaLTNTO TOV Kivovpevoy oyediov péom tov animator controller aAAd kot m
TayvTTO Kivong g apkovoas TPOg ToV Taiytn HEC® NG EVNUEPMONG TOV GLGTOTIKOD
NavMeshAgent yw tpio. devtepdrenta. H peioon g taydntog KvoOuevov oyediov
npaypotonoleitar povo yio to clip run evéd to vmdrouro animation mpayuotomolobvTat
KOVOVIKG péoa 6€ anTd Ta Tpict OsvTepOAEnTa. APOoD ekdelyel N emnpela TG KaBvoTEPNOoNG
10Te M po1f} tov animation clip ko N ToyOTINTA KivoNng TG 0PKOVIAS ETOVEPYOVTOL GTO
(QLOO0A0YIKE EMimED Q.
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Téhog, oe mepimtwon mov M apkovda Ydoel OAN NG TNV eVEPYELD, YEYOVOS OV
eléyyetar amd to script BearCollision, to BearMovement 6éyetat v mAnpopopio avtn Kot
ot ovvéyela t petofiPaler otov animator controller mpokewévov vo exktelectel TO
avtiotoyo clip dakdéntovtag omolodnmote GAlo animation Bpioketor oe eEEMEN ekeivn
otyur. Eav o 0avatog g apkovdag mpokAndei amd pmndia méyov tote péco and to Script
BearMovement tayavel 1 ToydTnTe Kivnoeng Tov TpakTopa oAAd Kot 1) ToyxvTnTo Kivnong tov
KIvoupévou oyediov akplBdg oto onueio mpv tefdvel MOTE VO TPOGOUOIDOVETOL 1) OKOLLY 0L
TOV LAV AOY®D YOENG evD TowTdYpova gvepyonoteital To avtikeipevo “ice” mov Ppioketan
evtoc g apkovdoc. To aviikeipevo “ice” mepiéyel évav animator controller pe éva Pacikd
clip to omoio dnuovpynoape €Ueic Kol EKTEAEITOL OQLTOUATO LE TNV EVEPYOTOINGN TOL
avtikelévon. To Kivoduevo oyédto eivar n pey€Buven tov avtikelévov “ice” avaioyikd pe
T0 XPOVO UEYPL Vo PTacEL 610 onueio Omov Bo mepPdrel oAdKANPN TV apkovO. e GAAN
nepintwon 6mov o BAvatdc g mpokAnOel amd onmolndnmote GAAN emiBeon, T0TE pe TV O
OEPA OMMG TEPLYPAYALE TOPATAVED HNOEVICETAL M TOYVLTNTA KIVIONG TOL TPAKTOPO EVED
nopdAAnia to animator controller diakdntel omoladnmote GALO Kivovpevo oyédlo Ppicketat
oc eEEMEN mote va ekteheotel to Clip mov mpocopoidvel v kivnon Oavdatov. To
OVTIKEIILEVO 0pKOVAO KOl OTIS VO TEPMTMOEL KOTAGTPEPETAL HE TO TEPAS TOV TEVTE
devteporémtav amod to Odvatd tg.

H emloyn tov nymrukov clip mov o avamapoybel and to cvotatikd audio source g
apkovdag Tpayuatoroteitor eEolokAnpov oto script BearMovement. 1o script avtd épovpe
dwoel cav €icodo mévte Swapopetikd MynTikd clips. To mymtwkd clip mov Bo d00el oto
ovotatiké audio source yiwo avamapaymyn, kabopiletor amd T0 £KAGTOTE KIVOOUEVO GYESLO
uéoa and to BearMovement. Xpnowomolodue pia d1kn pog cvvaptnon, v playsound n
omnoia BpickeTon péca oto script BearMovement kot déyetat cav gicodo tov apBud tov clip
nov Béhovue va avarapaydei. To kvpiong ochpa ¢ cvvaptmong Ppioketal oto idto Script
LEGO OTO OTOI0 TPAYLOTOTOOVVTOL KOl Ol KATAAANAOL EAeyyOl avamapoymyns tov Nyov. H
dvuokoMo 6N cLYKEKPEVT TepimTmon ftav 0Tt kGOe animation dwopkovoe moAld frames.
Ye k60e frame ywotov mopdAinia kKinon g ocvvaptmong playsound pe amotélecpo va
EMAVOAAUPAVETOL O GUVTOLOG YOG TOL NYNTIKOV Clip oV avticToyovoe 610 TpmTov frame,
onpovpydvrog éva mepiepyo 06pvfo. Avtd to undO10 TPOGTEPAGTNKE XPNGULOTOIDVTIOS LE
opB6 1Tpdémo T ovvaptnor audioSource.isPlaying pe mpocHnkn opouévev flags dote vo
amoTPAmEL 1M AvOTOPAY®YN KATOL Mxov &pdécov to Clip mov oakolvyston dev €xet
0AOKANpmOET
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4~ void playSound(int clip) {

5 if (laudioSource.isPlaying && clip = 2 && clip != 3 && clip!=4)
6~ {

7 audioSource.clip = audioClip[clip];

8 audioSource.Play();

o }

10 ~ else if ((clip == 2 || clip == 3 || clip==4) && hitsoundflag==0 ) {
11

12 - if (clip == 2 || clip == 3) {

13 GameObject.Find("PlayerCapsule”).SendMessage("ApplyDamage"”, 1.09F);
14 }

15 audioSource.clip = audioClip[clip];

16 audioSource.Play();

17 hitsoundflag = 1;

18 1

19 1

Ewovo, 97: Kaoodikag Avoropoywyns Hyov

6.5.2 Avkog

Onwg pe v apkovda €Tl Kot 6TOV ADKO TPOcHEcapE TEVTE GLGTOTIKG TO. OTOio
eivon NavMeshAgent, Capsule collider, wolfmovement script, BearCollision script, kot audio
source. Mmopobe vo TOVUE OTL AELTOVPYOHV LE TNV 1d100 PIAOGOPI0 OTTMG OVTH TS 0PKOVONG
ue e€aipeon kamowwv pKkpdv dopopdv. To Paocikd Script tov Adkov péca amd 10 0moio
yivetar Swxeipion Kot cuvoLOoUOC T®V VIOAOIT®V cvoTaTIK®OV &ivol to wolfmovement.
Katéyel tov 010 poAo otov Abko pe to avtictoryo bearmovement g apkoddag. O Adkog
TPAKTOPOC KIveiTal Kot avtodg Hetah dvo onpeimv 6To YdPOo TOv EVOAAAGGOVTOL MG 6TOYOL
0V TPAKTOopa, KAOe popd mov mAncldlel kdmoov and tovg dvo. To KHplo YapaKTNPIGTIKO
TOV AVKOL gival OTL OTOV O YPNOTNG TOV TANGLAGEL Y10 TPDOTN POPA GE OMOGTACT] LKPOTEPT
Tov 25 pétpwv, divetor 10 yeyovog avtd wg mAnpoopio and to wolfmovement.sc otov
animator controller uéom g evroing anim.SetFloat("Dist”, dist);. Tote o animator controller
npoympei oty ektéheon tov clip “howl” eved péca and to script wolfmovement otapatd n
Kkivnon tov ADKOL ®C TPAKTOPOS, EKTEADVING TIG OMOLTOVUEVES EVIOAES (avTioTOlXES e
avTég TG apKovAaG) Ko uéypt va ohokAnpwbei to animation “howl!”. TlapdAinia, pécm tng
ovvéptnong Physics.OverlapSphere(gameObject.transform.position, 40); dnuovpyeiton yop® amd
Tov AOKO o vontn oeaipa pe péyebog axtivag mov Kabopiletor omd ToV mTPOYPOUUATIOT
EVD TOVTOYPOVO EMOTPEPEL GOV amMOTEAEoU €vayv mivako pe OAovg tovg colliders mov
dyyigav N Ppébniov péca o aLTV. XN CLVEXELN, XPNCLOTOIDOVINS TOV EMOVOANTTIKO
Bpdyyo “while” eréyyovue motot amd tovg colliders (cuykpovotéc) mov Ppickovtar péca 6Tov
nivaka, &ovv dvopa mov apyiler and “STANDARD_W”. 'Etct evromilovtar 6Aot ot AvkKot
mov Ppiokovtal €viOg TOV TESIOV KAAEGUOTOS, TPOGOUOIDVOVTIOS LE OVTOV TOV TPOTO TO
KAAEGHLO TNG OyEANC.
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else if (this.anim.GetCurrentAnimatorstateInfo(@).IsName("howl™))
{
playSound(9);
Collider[] hitcCeolliders = Physics.OverlapSphere(gameObject.transform.position, 40);
int i = @;
while (i < hitcColliders.Length)

80~ OV W B W
4

w

11 if (hitcolliders[i].name.Contains("STANDARD W") && !hitcolliders[i].name.Equals(this.name))
12 - {

13 GameObject.Find(hitColliders[i].name).GetComponent<wolfMovement>().wolfAttack = 1;
14 }

15

16 it++;

17 )

18 this.agent.velocity = Vector3.zero;

19 this.agent.stop();

20 }

21

Ewova 98: Kwéikag lNediov KaAéouatoc Aukou

Kdébe Adkoc mov evtomileton evmuepdvel v petafinty i oto Script tov
wolfmovement gvé pe ) oepd tov o SCript awtd petapépel Tnv TAnpoeopio. oTov animator
controller kot aALACeL TO 6TOXO0 TOL ADKOV — TPAKTOPO MGTE AVTOG VO Eivat TAEOV 0 XPHOTNG.
O animator controller, a@ov tov doOei 1 KoTAAANAN TANPOPOpia, peToPaivel Yo Eva piKkpod
YPOVIKO dtdotnua oty katdotoon idle kot auéomg petd oty katdotoon run. Anlodn, o
A0KOG oV €0TEINE TO KAAEGUO, TEPVA PEGH TOL animator, omd v katdotacn howl oty
Kotdotaon run. Xg kabe frame evnuepodvetor n andotoon AvKOV-TaiyTn HEGH® TOL SCript
wolfmovement. Edv n amdotaon Adkov kot moiytn yivel pikpotepn tov 3 pétpmv, T0Te 0
animator controller petofaiver oto clip stand bite, yio vo wpaypotomomostr v Kivion
daykdpotog eved péoa amd to Script wolfmovement extelodvtol ot S1GQopeg EVIOAEG og
ocvvdvacpod pe to ovotatikd NavMeshAgent mpokeipévou vo Kiveitat 1} va akivntomoteitat o
AMhK0G g TPAKTOPOG.

Aoy olokinpwbei 1 enibeon, o Aokog petofaivel otny katdotacn idle diatnpdvrag
™ 0€om ToL EVAD OTN GLVEKED YIVETAL EMAVEAEYYXOG TNG OTOCTOONG TAlYT AVKOU MOTE V.
ektedeotel 1 ovdAroyn kivnomn. Ta ovotatikd wolfmovement, NavMeshAgent kot hand
controller cuvepyalovtor ToAD 6Tevd Yo Tov KabBopiopd g ToydTNTag Kiviong Tov AVKov
HEGO OTOV €KOVIKO KOGUO avdAoyo He TIG TANPOQOpleg mOv owtdg d€xeTol Omd TO
nePPAALOV TOV.

Ocov agopd t dwyeipion @V MyMTik®Ov €€, eivar oyeddv opola pe avtd TG
apKoVd0G. XPNOLUOTOOVUE TNV TOTIKN cuvaptnor playsound mov dnpovpyncape Héca 6To
script wolfmovement, KaAdvtag v kdbe @opd mov aAAGLEL TO animation TPOKEWEVOL Vol
avamopaydel o KatdAinio mymtwed clip. Emiong ko ot vwdéAowmeg Agttovpyieg (mdyopo,
Bavatog) Tov AVKoL givar akpIPAC 101EG PE AVTEG TNG OPKOVIAG HE TN dpopd 6Tl 0 AVKOG
dwaBéter Myotepn evépyeta (70 HP o Adxog, 120HP 1 apkodoa).

6.5.3 EAdopt

To elagi, emedn Oev amotelel €yxBpd, mapPoLGLALEL UEWOUEVY] TPOYPUUUATIOTIKY|
noivmAokotnta. o t0 Adyo avtd yperdonke va mpocHBEcovpe HOVo Tpiot GLOTOTIKG: TO
NavMeshAgent, tov Animator controller ka1 to script stagmovement. To stagmovement givoi
TO KEVIPIKO GLOTOTIKO HECH AtO TO OToio yiveTat dtayeipion TV vroAoinwy 600, avaAdY®S
TOV cLVONKOV OV €MKPOTOOV. X& avTO TO SCript yiveton éleyyog oe kabe frame edv 1
AmOCTOCT TOL EAAPLOV amd To MNYAdL eivar Arydtepn amd 10 pétpa. Edv n andotaon eivar
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ueyadvtepn amd 10 pétpa, divetar oav eicodog otov animator controller tov n amdéotaon
HETOED TOV €AOPLOV Ko TOL maiytn. Edv n andctaon avtn) elval pikpotepn tov 5 u€tpov,
evnuepdveral to cvotatikdé NavMeshAgent and to stagmovement script @ote 10 ehd@t vo
avantoéel Kamoto TaydTNTO Y10 Vo akoAoLONoEL TO ¥pfotn. Me T oepd Tov, o animator
controller extelel To katdAinio animation clip avéAoya pe v amdGTAGT TOL ¥PNOTH OO TO
elaol. Epocov o ypnotg amopakpuvOel amd 1o eAdet mhveo amd 20 pétpa evd ovto lxe Mon
apyicel va tov akohlovbei, diveton 1 evtodr] otov NavMeshAgent vo pundevicetl ) taydtnto
TOV EAAPLOV-TIPAKTOPA MOTE VO GTOUATACEL, v 0 animator controller petafaiver amd v
katdotacn Walk oty katdotaon idle. To 610 Oa copuPel av @Tdoel To EAAQL 6 OmOGTOOT
10 pérpwv amd to myadt pe p drapopd 6t awtd O€ B axolovdnoetl Eavd to xpnoT.

if (vector3.Distance(GameObject.Find("Well").transform.position, this.transform.position) > 10)

2
3
a
5 tloat dist = vector3.Distance(GameObject.Find("PlayerCapsule”).transform.position, this.transform.position);
6 anim.SetFloat("Dist”, dist);

7 if (dist <= 5.0f || this.anim.GetCurrentAnimatorstateInfo(@).IsName("walk"))

8- {
z agent.speed = 5.0f;

10 agent.destination = GameObject.Find("PlayerCapsule”).transform.position;

11 this.agent.Resume();

12 if (dist <= 4)

13 ~

14 this.agent.velocity = Vector3.zero;
15 this.agent.Stop();

16 3

17

18

19 else if (dist »= 20.ef)

20 - {

21 this.agent.velocity = Vector3.zero;
22 this.agent.stop();

23 }

24 1

Ewova 99: Kwdtkag Suumnepipopds EAapiov

6.5.4 Xxeletog

Av ka1 M YEVIKT] GIA0G0PT0 TNG GUUTEPLPOPAS TOV GKEAETOV Eivol TAPOUOLN [LE QLTI
™G 0pKoVONG Kot TOL AVKOL, LITAPYOLV PACIKES d0pPOPEG OTIG omoieg avtikatonTpileTan Kot
0 Eexwplotdg TPOTOC dnuovpyiog Tov. Xpewotnke va mpocBiécovpe o avtdv TEVTE
ovotatikd to. omoia eivor o Animator Controller, to NavMeshAgent, to undeadMovement
script ko Audio Source. Kevipikd ovotatikd odlayeipton ocvumepipopds omotelel Tto
undeadMovement script.

O okehetdg Pploketan axivntog oe po apykn B€on o mioto eKTEA®VTOG HLOVO TO
Kwvovpevo oyédio idle. To undeadMovement script evnuepavetatl oe ke frame oyetikd pe
NV amOGTOCT TOV OKEAETOV amd 10 ypnotn. Edv o ypnotng mAncidcel 1ov GKEAETO G€
Myotepo amd 15 pétpa, tote To SCript undeadMovement divel evioA] 6To0 CLGTATIKO
NavMeshAgent tov 6keAeTOD OOTE Vo AVOTTOEEL TAYVTNTO KO VO 0PYIGEL VO, aKOAoVOEL TOV
naiyt aotoudtnta. O animator controller, agov dextel cav gicodo v amdcTOcT TOi)TN-
okeleToV, petoPaivel and v katdotaon idle oty katdotacn run. ‘Etol o okehetdg Kiveiton
TPOG TOV YPNOTI, TPAYLATOTOUDVTOG TOPEAANAL TO KIVOOUEVO GYESL0 FUN TPOGOUOIDVOVTOG
v kivnon tov tpelipatog. Eqv n amdctaon petald moiytn kol okedetol givol pikpotepn
tov 4 pétpwv, tote o animator controller petafaiver oto kvoduevo oyédio attack. To script
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undeadMovement pe ™ oegpd tov pndevilel TV TaKVTNTO KIVIONG TOL GKEAETOV ®G
nphxTopa pécw tov ocvotatikod NavMeshAgent. Apod ohokAnpwBel 1o Kivovpevo oyEdto
emifeongc, o animator petafaivel oty katdotacn waitingforbattle, n omoia eivon 6po10 pE to
animation clip idle ko1 o okeletdg mopouEVEL EKEL Yoo LIKPO Ypovikod Stdotnua. Edv n
amootoon eokolovbel va givol pukpdtepn Tov 4 pétpov, erovoropBdvetor n kivnon g
enifeong TOoL OKEAETOV, OPOPETIKA OMOKTA OOV TPAKTOPOS TOYVTNTO Kiviong Ko
axolovbei Tov xpnot Kabdg ektelel TO Kivovuevo oy€dt0 run.

Ymv mepintoon 6mov o okehetdg yTumnbel and omoladnmote emibeon Tov YpNoT,
TPOG OTIYUNV TEPTEL GTO £30POG Yo, LEPIKA devTEPOAENTO AVEEOPTNTMOC TNG OPYIKNG TOV
Katdotaong. Aniadn, o animator controller evnuepovetan pécwm tov undeadMovement script
OV TEPIEXEL TN CLVAPTNGT EVIOTMICUOD GLYKPOVGEMV Kol 1 omoia dEYETOL TNV TANpOoPopia
amd 1o ovotatikd capsule collider. O animator controller ot cvvéyeia petofaivel and v
Katdotaon mov PBpioketol avtdpato oty katdotacn die Tpocopoidvovtag tov Odvato tov.
To script undeadMovement avtilappdvetoar 10 KIVOOUEVO GYESO0 KoL EVIUEPDVEL TO
ovotatikdé NavMeshAgent pndevilovtag v taydTNTO TPOKEWWEVOL VO oKivitomondel o
okehetdc. ‘Encrta amd pukpd ypovikd ddotnpa, o okedetdg Covrovedel, akolovbdvtog tnv
010 cvpmEpLPopaL.

Ocov agopd v nyntikn exévovon, N emhoyn yiveton oto undeadMovement script
HETOED TEVTE OLOPOPETIKMOV TPOTAGEMY CULP®VO [LE TO KIVOOUEVO GYE010 oL eKkTeAeitan. Ko
G€ QTN TNV TEPITTOON YpNoLonoteitar 1 cuvaptnon audioSource.isPlaying mpokeévov va
ekteleotel 10 KatdAAnio clip Myov oAAG Ko va amotpéyel TV emavaAapufavouevn
avomopaymyn tov Nyov og kaOe frame. To onueio to onoio ypeidotke Wiaitepn dayeipion
Nrav N mePinTwon Tov cvvTopoL BavdTov Tov ckeAeTOV. Evd 0 okedetog mépTel 1| Pploketon
0TO €00POG EKTEAMVTAG TO AVTIOTOLXO Kivovpevo oyedio, o capsule collider tov mopépeve
o0p01og e€axorovBmvtog va evtomilel TIg SIAPOPES GLYKPOVGELS, TapEUT0dilovTag €161, GOV
aonida, pa mboavny emiBeon tov maiytn mpog eketvn v KatevBuvorn. Avtd To TPOPANL
MOnke amevepyomoldvtog to cvotatikd capsule collider tov okeletod 660 ¥poVO OVTOG
Keltovtay 6To £30(p0g LECH TNG EVIOANG gameobject.getcomponent<capsule>().enable=false;

6.5.5 Tehkog Apynyos, Aaipovag

Ytov tehMko apynyo éxovue Tpochicel mévie emmAéov cvotoTika, Eva NavMeshAgent, éva
capsule collider, éva audio source, éva animator controller kot Wwitepo o kevrpikod script
demonMovement Tov GLVTEAEL GTO GLYYPOVIGUO TOV NYWOV LE TO KIVOOUEVE OXESIAL KoL TV
Kivnomn o6to xdpo. MOAG epeavioTel 0 apynyog otny wiocta, o animator controller extelei to
KIVOULLEVO GY£D10 roar eved mapdAinia to demonMovement script undevilet v TayvTo
Kivnong tov apynyod pécm tov cvotatikod NavMeshAgent. Tavtoypova, HEG® TG
cvvaptong playsound mov Ppicketor oto demonMovement script, divetat i evioAn va
napaydei o katdAAniog Nyoc. Xe kabe frame, otnv apyn g cvvaptnong update tov script
demonMovement vroloyileton 1 amdoTOoT HETAED TTOEYTH Kot TEAKOD 0pyn Yol pe TNV
TOPOKATO EVIOAN

dist = vector3.Distance(GameObject.Find("Playercapsule™).transform.position, gameObject.transform.position);

Aoy oloxAnpwbei to animation roar, o animator controller petofaiver avtopata 6o
emopevo clip to omoio givar to walk. ‘Etot, o apynydc extelel to kivodpevo oyédio walk, to
onoio evromileTal amd T0 KEVTIPIKO SCript, mapEyoviog oTov TEAKO apynyo Tay\TNTO. Kivnong
ue katevbuveon mpog to 6tdyYo pécsm tov NavMeshAgent. Edv n andotaon peta&d moiytn kot

110



apynyod yiver pkpotepn amnd 6 pétpa toTe diveton amd To KevTpkd SCript otov animator
controller n katdAAnAn gicodog mote avtodg va petafei oto clip attack. tn ocvvéyeia, péow
TOL Keviptko SCript undeviletar n toydrTa kivnong tov cvotatikod NavMeshAgent e
OmOTEAECUO. O aPYNYOS va. apapével otn B€on tov ywpic va KatevBhvetor TALOV TPOG TO
OTOY0 EKTEADVTOG TO KIvovuevo oyéoto attack2. Agov olokinpwbel to kivoduevo oy€dto, o
animator controller mpoywpei oto clip idle mapapévovtac kel yio pikpd ypovikd ddotnuo
yopic vo Kwveitor o apynydg mpog tov maiytn, olvovtag Tn duvatdTNTO GTO YPNOTN Vo
avtidpdoel. Me v oAokAnpwon tov kwvovuevov oyediov idle yivetar emovédeyyog tng
AmOGTAGNG OPYNYOV-Taiy TN 0t TO KEVTPIKO SCript. Av 1 amdotoot givar peyaddtepn tov €5
UETPOV, ETAVEPYETOAL 1) TAXVTNTO KIVIIONG TOV 0Py YOV MG OVTOHVOUOL TPAKTOPA, EKTEADVTOG
1o animation walk. Xg diapopetiky mepintmon, e€akorovdel 1o Kevipiko SCript va undevilet
™mv TayvTNTo. Kivnong tov ocvotatikod NavMeshAgent mopouévovtog akivntog o apynyog,
EKTEMDVTOG TO KIvovuevo oyéo10 attack2, evtodn mov divel o animator agov evnuepmel yia
mv ondotoon. O animator controller evnuepdvetor oyetikd pe ™V andoTAGT OPYNYOV-
TOAYTN LEC® TOV EVIOADV TOV GAIVOVTOL TNV TOPUKAT®

2

3 if (dist <= 6)

4~ {

5 anim.SetInteger("dist", 1);
6 this.agent.velocity = Vector3.zero;
7 this.agent.Stop();

8 ¥

9 else if (dist » 6)

10 ~ {

11 anim.SetInteger("dist", ©);
12 }

13

Eixova 100: Kadikag Eviuépwans Animation Controller abupwvo ue oovonrn if

Oocov a@opd ToV EVIOMIGUO GLYKPOVGEWMV, TPOTUPYIKO POAO KOTEYEL TO CLOTATIKO
capsule collider, evé» n ovvaptnon OncollisionEnter, n omoia Ppicketon péco 010 KEVTIPIKO
script, 6ivel To GVOLOL TOV AVTIKEWEVOL TOV XTOANGE TOV apPyNYO. Av 0 apynyoc yrumn et dvo
eopég amd mpdowvn pmdia, tote o animator controller déyetan v kaTdAANAN €ic0do Kot
aVTOHOTO, 6E OMOWdNMOTE Katdotaon kot av Ppioketar petofoivel oto clip death. Me
oelpd Tov TO KeVIpPKO SCript evromilel 0Tl ekteAeitar 1o cvykekpyévo animation wo
unodevilel apécmg v taydINTo Kiviong Tov daipova pe TIG KOTAAANAES EVTOAES HEGM TOL
ovotatikov NavMeshAgent.

AviLoya e TO KIVOUUEVO GYESI0 OV TPAYHOTOTOlEl 0 apynyds, EMAEYETAL KOl TO
Kat@AAnA0 ymtikéd clip and to kevipikd Sscript oto omoio d00nKe Eva GHVOAO SLOPOPETIKDOV
NYov ypnoonowdvtag v Ttomkn ovvaptnon playsound() o6moc axpipdc kot o11g
TPONYOVUEVESC TEPUTTDOGELC.

OMot ot mapoandve ovtévopol mpdrtopes-exfpol Exovv éva Kowd YopaKINPIOTIKO.
Kabe popd mov ekteAodv 0 O1KOG TOVG KIVOOUREVO GYEd10 emiBeong, KaAoOv TN cuvdptnon
ApplyDamage mov Bpioketar oto script GamePlay to omoio pe ™ oepd T0v €ivan
npookoAANuévo oto avtikeipevo PlayerCapsule mov avtmmpoconedber 10 ypfHotn ue
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amotéleopo T peimon tov movieov (ong tov. H kAnon g ocvvapmnong yiveton pe v
evtol] SendMessage axolovBoduevn amd T0 OVOUO, TG CLUVAPTNONG KOl TO UAVOUO OV
0élovpe va oteidovpe. H ovvtagn g evToAng TapouctdleTol 6TO ToPAKATO TOPAOELYLLO.

GameObject.Find("PlayerCapsule™).SendMessage("ApplyDamage",7.0F);

Me v evtoln Find Bpickovpe 10 aviikeipevo mov mepiéyet SCript pe t ovvaptmon
omv omoia Oéhovpue va oteihovpe prvopa. H ApplyDamage copfoAiler to ovopa tng
ekGoToTE CLVAPTNONG TOL BELOLLLE VO oTEiAOVE TO vV eved To 7.0 amotelel To ppvopa.

6.6 Awayeipion Evepyeiov Méow Script

IMa v opodn dte€aymyn tov Touyvidtod Kot Yo TNV EMTELEN TNG SLOOPUCTIKOTNTOG
HeTaED YPNOTN Kol EKOVIKOD MEPIPAAAOVTOC, ONUIOVPYNoapE £va KEVIPIKO SCript pe
ovopocioc GamePlay to omoio &ivol TPOOKOAANUEVO GOV GLGTOTIKO GTO OVTIKEIUEVO
PlayerCapsule wov yepiletat o maiymc.

To script avtd eivor veevBuvo Yo T COGTH POT TOV ATOGTOADY, Y10 TOVG TOVIOVS
Cong, T0 mMana tov maiytn Kot Yo GAAEG OELTEPEVOVOEG AELTOVPYIEG OV OPOPOVV TIG
YPaPIKES Slemapés. Baotkd xapaktnplotikd Tov givarl | agaipeon moviov (ong tov xpnom
and omowodnmote €xfpd mov ektedel kvovpevo oyédo emiBeong. Otav kdmorog €xHpog
ekteLel Kvoduevo oyédo emibeong, tOte TO KEVTIPIKO TOV SCript omooTtéAAEL, T0 KOTAAANAO
pvopa TPOKEWEVOL vo. apapefov ot avtictoryol mévtol LoNg Tov ¥PNOTN, OVAAOYL TAVTA
tov Ka0e avtimaro. Akdua, dtav exteleiton amd 10 YpNot emibeon Pmdrag EOTIAG 1| LTdAog
mayov, TOTE TO. SCript mov eivor vrevBvuvo Y avtég TG 600 KVAGEG ONANSY, TO
HandVelocity.cs ka1 to IceAttack.cs avtiotorya omootéAhovv Kot ovTd [E T GEPA TOLG
LUNVULO 6TO KEVTPLKO SCript TOV TTaiyTn TPOKEWEVOL VO EVILEPDGOVY Y10 TNV OTMAELD, Mana.

Emiong, to script GamePlay eivar vmevBvovo ywo v oporn odielayoyn kabe
OTOCTOANG. ZVYKEKPEVE, OGOV OPOPA TNV TPOTY OTOGTOAY, VIOAOYILEL TOGES APKOVOES
&xovv e&oroBpevtel. Kdabe apkovda mov mebaiver otédver pnvopo pHEcw ™G EVIOANG
SendMessage oto script GamePlay yiwo tov telMkd amoloyiopd. Av aviyvevtobv 4 vekpég
apKoVOEG TOTE €VEPYOTOLEiTAL TO TTPMOTO GE lepapyion avtikeipevo (matépag) g devTEPNS
amoGTOAG HéEGH 6To omoio eumeptéyovrat OAa o, gameObject (parenting) mov oyetiCovtot pe
avtv. Aeov oAlokAnpwBel m dgbTEPN amocToAn, He T 10100 Pripoato exteEAOVVTOL Ko
oAOKANpOVOVTOL Kot 01 ETOpEVeS. Tavtdypova, KATasTPEPOVTOL OAX TO AYPNOT OVTIKEILEVA
NG TPOYEVEGTEPNG AMOGTOANG MOTE VO, EE0IKOVOUGOVE VTTOAOYIGTIKOVS TOPOVG.

H evepyomoinon tov avrikeipevov “moatépmv’  yivetor pe TNV EVIOAN:
GameObject.Find("WolfAreal").transform.GetChild(0).gameObject.SetActive(true);
Amapoitntn mpoimdOeon yia ) Aertovpyio TG mOpATAVE® €VTOANG eivon va PBpiokovrtol
OVEVEPYQ GTN OKMVI] TO TPOS EVEPYOTOINGMN OVTIKEIPEVA 1EPUPYIKA KAT® amd €vo. dALO
EVEPYO AVTIKEILEVO TPOKELUEVOL VO Elvan duvarn 1 aviyvevon tovg. To medio Find("WolfAreal®)
TEPEXEL TO OVOHO TOL €vEPYOD OVTIKEUWEVOL HEGH TOL omoiov Ba aviyvevBel wor Oa
evepyomowmOet T0 OVTIKEILEVO oV embopovpe. 210 nedio
GetChild(0).gameObject.SetActive(true) aviyvedeton Kol EvEPYOTOIEITOL OVTO TO AVTIKEILEVO.

AxolovOncape v avotépm dadikacio yioti eival 0 Hovadtkdg TPOTOG EVIOTIGLOV
UN EVEPYMV OVTIKEWWEVOV. AVTN M TEYVIKN KOTAGTPOPNG GYPNOTMOV OVIIKEWEVOV KOl M
TOPAAANAT EVEPYOTTOINGT TOV OMOADTMOG OVAYKOI®V, EQPUPUOCTNKE TPOKELLEVOL VAL EYOVLLE
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KGOe oty 0T oKNVN TO HKPOTEPO APLOUS ATOPUITTOV AVIIKEIUEVOV Kol KAT ETEKTOON
NV EAGYLOTN KATOVAAWDGN Kol 0EGUEVLCT VITOAOYIOTIKOV TOPM®V.

6.7 I'pagpwn Ateragn Xpno

o v viomoinon Ypagikng demapng ypnoiporombnke to ovotmuo Ul (User
Interface) tg Unity3D to omoio pog emttpémel va Onpuovpynocovue ypiyopo. Kot e0KOAO
kalaicOntec demapéc ypnot. Ta otoryeio SlEMAPNC YPNOTN TOV YPNCUYLOTOMCALE EVOL TAL

egig:

Canvas: sivor n teployn pécsa otnv omoia wpénet va Ppickovral OAa to otoryeion tov U.l. O
KopPag etvor £va avtikeipevo Toyvidov pe évo cuoToTikd canvas omov 6Aa to U.l. otoysio
npémel vo, givar Toudid tov. Koatddinio yuo eneéepyacio Ul otoyeiov apod 6to scene view
QoiveTol cav TETPAYOVO Kot £Tol 08 YPpetdleTon va ¥pNOILOTOlEl KATO10G VO PN CUOTOLEL TO
game.

Panel: eivorl puo ypagikn demaen mov tomobeteitol 1Epopykd KOT®m omd Tov Kapupd Kot
YPNOOTOlEiTOl MG gpyaieio opadomoinong GAL®V YPOEIK®OV JSETOPOV. XTNV Tapovoo
gpyooia, £xel tpootedel oto panel Evag animator controller mov ypnoonotei £va Kivovpevo
oxé010 10 omoio ONULPYNCOUE EUELG, €TCL MOTE 1 EKACGTOTE YPOPIKY OETOPN Vo
TapovctaleTatl opaAd oty 000vn dtav £pyeTon MPO TG ELPAVIONG TNG.

Button: givar éva xovumi mov vwd Kavovikés GuVONKES aVTATOKPIVETOL GTO TATNUO TOL
YPNOTN HECH TANKTPOAOYIOL 1 TOVTIKIOD OOTE Vo EKTEAEL TIC EVIOAEG TOL TOL EYOLV
avatebel. tn cvykekpluévn epyocio enewdn oev ypnoiomoteitonl TANKTPOAOYLO 1| TOVTiKL, TO
TPOYPOUUATICOUE EUEIC £TOL MOTE VO OVTOTOKPIVETAL GTO AyYylypa ToL Ogiktn Tov de&00
xeprov. EmAéEape v avayvopion povo evog €k Tv 000 YEPLOV YTl OVIYLETOTIGOUE
JVOKOMEG GYETIKA e TNV AglTovpyio aviyvevons chyKpovuoNS ToOV KOVUTIOD LE TOV OEIKTY.
[Tpocbécape Mmradn 6° avtd évo cvoTaTikO oviyvevong cvykpovoewv Box collider. Xt
oLVvEYELD, dnuUovpynoape éva, SCript pe ovopoaoio ButtonScript péoa amd to omoio aviAovue
TNV TANPOPOPI GYETIKA E TO OVOLO TOL OVTIIKEIIEVOL OV GLYKPOLETAL LE TO kKovumi. Edv
10 Ovopa ovtd cvumintel pe to “Bone 3”7 onladn €va GLYKEKPIUEVO 0GTO TOV OEIKTY TOV
0e€lo00 yeplov, 10Te gvepyomoteitar to Button. Emiong, oto wovuni €yovpe mpocbHécer 1o
ovotatikd animator controller mpoodidovtag Tov £tol Kwvoduevo oxEdl. TOL  omoio
onpovpynoope epeic. Otav aviyvevtel 1 cOHYKPOLON LE TO GLYKEKPIUEVO 0GTO, TOTE 1
TANpoPopia avty petagépetar amd to SCript otov animator controller dote va ektedeotei to
KIVOULEVO GYESI0 VITOONAMVOVTOS £TGL 6TO XPpNoTn 0Tt 10 Kovuni €yel matnBel. Otav avtd
maTiETal, avéavetor 1o puéyebog Tov Ko dpopomoleitoan o ypopa tov. I'a va deEaybel n
EVTOAT OV TOL £)el avatedel mpémet va glvan matnuévo yua 1,5 devtepdrenta.

Slider: emtpénel 610 YpNoTn va eMAEEEL oL aptOUNTIKN TN pésa amd £va. TpoKaboplouévo
e0pog, G€pvoviag Yevikd yw 10 oKomd ovTO TO TOVTIKL XTn OKY HOG TEPImTMON
YPNOOTOMCapE 0VTO TO 6TOLYXEI0 MoTE va eppaviovtal oty 000vn 1 evépyela ko To mana
oV Ty, xopig PEPara ) xpnon movikiov. [ v emitevén avToL TOV GTOYOV dMOCULE
dvo sliders wg €icddovg oto script GamePlay. Ou 6vo sliders eivor 1oopeyéfeic oArd
SLPOPOTONUEVOL YPOUATIKA, O €vog €K TV V0 &ivar TPACIVOG HE KOKKIVO (QOVTIO Kol
avTiotolyel otV evépyelnr Tov Talytn, eved o GAAog elval yoAdllog pe pof @oOvio kot
AVOQEPETOL GTNV TOGOTNTO. Mana tov waiytn. Amd tovg dvo sliders aeopéoape to
avTikeipevo ekeivo mov aAAnAemdpd pe to movtiki. Méoa amd to Sscript GamePlay
pvOuifovrar ot Tég tov sliders mov ameikoviCovrol 6NV TAve aplotepr| yovia g 006vng.
O1 evtoég pe Tig omoieg dwayepilopoote toug sliders péca oto script ivar ot €€ng:
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1 healthbar.value=playerHpr;
2 manabar.value=playertp;

Ewovo, 101 Evroiés Evnuépwans tawv Slider

Ot petaPintéc healthbar ko manabar eivar kAdong tomov slider otic omoieg 666nKav cav
€16000 ot dvo sliders mov weprypdyape. Me T cuvaptnon .value avaQEPOLOCTE GTH TIUH TOV
exdotote slider n omoio evnuepmdveTOl ovdAoyo pe TV GALOYT TG TWNG TOV HETOPANTOV
PlayerHp «ou PlayerMp.

Keipevo kol eikéva, Ep@avicn Kamolov KeEPEVOL 1 EIKOvag oty 000vn: Onwg £xel Mon
avagepbel Kol o€ TPONYOOUEVO KEPAANLO, GTO TaLYVidL avtd £yovv dmuovpyndet tpia
JLpopETIKA MENU, To apyLKo LeVOD, To Hevol Tadong kot o pevov Bavdtov. Kowd ctoryeia
KOl TOV TPUOV glval n xp1on KOLUTOL UE TOV {010 UNYoVIGHO Kol UE To 1010 GLGTOTIKA GE
K6Oe pevod OAAGL pE  OWPOPETIKEG ovopaocies. AnAadr, TO ovTIKENEVO Kovumi
YPNOUOTTOIEITAL HE OLOPOPETIKA OVOLOTO. AVTO EMTLYYAVETAL UEG® TOL KOOV SCript
ButtonScript, mov avdloyo pe TV OVOUAGIO, TOL KOLUTIOV GTO OMOI0 &ival EMKOAANUEVO
extelel kol v avtiotoyn evépyswa. Ot evépyeleg mov UmOPEl Vo EKTEAEGEL KOO0 KOV
avaAdY®G TG ovopaciog Tov gtvor eite adlayr] GKNVNG ite ELEAVIGT VTOUEVOD.

6.8 AAayn Zxknvng Kot Ymopuevou

6.8.1 AAayn Zknvng

Alhayn oknvn elvar 1 dadikacio katd v omoia glvar ekt N petdfoon and v
EVEPYN OKNVY| oL BpiokeTon 0 ¥PNOTNG G€ KATOl GAAAN mov emBvuel pEcw TG EVTOANC.
SceneManager.LoadScene(*);. Amapoaitntn npodmdbeon yio v OpoAn €KTEAEGT TNG EVIOANG
gtvo 1 optwon g oknvig mov BéAovpe va petafoovpe ota Build Settings g Unity. T'a va
QOPTMOOOVE o ok pémel va akolovOnbei n e&ng dodikaoia: péow tov File—Build
settings Oa avoi&el o mapabvpo “Build settings”. Méoa oe avtd vdpyet Eva. Tedio pe dvopa
“Scenes In Build oto omoio 6o mpémer vo cOpovpe ™V oknvi v omoio. BEAovpe vo
(POPTMOCOVLE UECH TNG EVIOANG TOL TTEPLYPAYOALE AVOTEP®.

6.8.2 Epodvion Yropevoo

Mo ™mv euedavion tov VTOUEVOD, KOTOTY TEGEMG TOV OTOPAITNTOV KOVLUTLOV,
akoAovOeitar n mopakdte dadikacio 1 omoio AapPdvel ydpao oto ButtonScript mov eivon
TPOGKOAANEVO G KAOE KOV, ATEVEPYOTTOINGT TOL LVILAPYOVTOG VITOUEVOD KOl TAPAAANAN
evepyomoinom exeivov mov Béhovpe va petafodpe. H amevepyomoinon evog vmopevol ivan
oxeTkd €vkoAn owadikaocia, kabmg ekeivo mov mpémel vo yvopilovpe givol 10 Ovopo Tov
Panel mov avtictoyel 6€ avTd PHEGM TNG EVIOANG
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GameObject.Find("Canvas/menus™).SetActive(false);

Avrtifeta, 1 dwdikacio Yo TV evepyomoinon €vog LIOUEVOD gival ToAVTAOKOTEPT
Kol eEeMooeTol OTMG TEPLYPAPETOAL TTOPAKATO.

To avevepyd avtikeipevo-vmopevod mov BEhovpe va gvepyomomoovpe o Tpénet va
elval epopyikd “mondi” evog evepyod avtikeyévov “motépa’. Emiong, 0o mpémer va
yvopilovpe ™ oepd Kotdtalng Tov o€ oxéon pe To AN “mandld” aAAd Kot To Gvopa Tov
avTikelévov “matépa’”’. Tlpémel vo onueiwOel 6Tt Le TOV OPO VITOUEVOD OVAPEPOLUCTE GE £Vl
panel mov mepiEyel éva chHvolo ypapkmdv demaedv. H eviodn yuo gvepyomoinom &vog
adpavoVC VITOUEVOD Eivar 1) akOAoLON
GameObject.Find(“canvas™).transform.GetChild(1).gameObject.SetActive(true);

lNo ™ petdfoon oe kamoww omd TIC OMOCTOAEG HECH® TOV TPLOV UEVOD,
ONUOVPYNCALE TEGGEPLS OUPOPETIKEG okNVES. KaBe o amd avtég Exel og apetnpio puo amd
11§ Té€o0eplg amootoAés. 'ETol, av kamolog ypnotng Ppioketal 6to apyikd pevod Kot BEAetl va
LETATNONGEL GTY| OEVTEPT] AMOGTOAN|, TOTE HEGM TNG EVIOANG OV TEPLYPAYOLE GTNV OAANYY|
OKNVNG, POPTMVETOL 1) OVTIOTOLYT OKNVI OV £YEL oAV aPETNPio. T OEVTEPT] OMOGTOA | EVD
OT1] GLUVEYELD 1] POT] TOV TTALYVIOLOV EEEAICOETAL KAVOVIKAL.

Emiong, pe v oAokANpmon pio amocTtoAng, | petofAnt “Quest” mov Ppicketan 6To
script GamePlay evnuepodvetor pe tov aplud g amoctoAng mov akoiovbel. Otav
BPloKOUAGTE GTO HEVOL TTAVGONG 1 6TO HEVOL BavaTov Kot BELovpe va EEKIVIGOVUE omd TNV
apyn TNV amocToAr Tov Ppiokopacte, matdape To kovuni “RESTART”. "Etot, To ButtonScript
avtiel v TAnpoeopia. Tov GePLaKod aptBpov TG amocToANG mov Ppioketon oe e£EMEN
pésm tov script GamePlay o omoiog avtiototyel ot oknvY| pe apetnpio QLT TV OTOGTOAN).
‘Emetta, yivetar @OpTmomn TG OKNVAG LE TN dadtkacio Tov Non Exovpe Teptypayel. AkOua,
eqv BeAnoovpe vo EMCTPEYOVIE GTO APYIKO LEVOL EVD PBPLoKOLOcTE GTO PeVOD mahong 1
Bavdarov, Ba mpémel va matioovpe 1o kovuni “MAIN MENU” 10 omoio divel €vioAn oto
ButtonScript va mpoywpn el 6N @OPTOGT TG OVTIGTOYNG CKNVIS.

6.9 Mevoo I[Tavong

Otav kadobpe 10 pevod mavong Bewpntikd Oo mpémel vo maydvel o xpdvos yuo
OAOKAN PN TNV EPAPLOYT EKTOC amd TA YEPLOL TOV XPNOTN Kot TO LeEVOV. AvTtd Ogv givor EPKTO
kabwmg oev mapéyeton 1 dvvatdtra and T Unity3D va ctopotdetl o xpovog yio LELOVOUEVOL
avTIKeipeva.

Otav avapepdpocte 610 ypovo gvvoodue ta frame/second. Anhaodn, otav Aéue OTL
Toy®VOLUE TO ¥pOVO onuaivel 6Tt ctopatdpe tn pon tov frames oty gpappoyn. 'Etot dev
UTOPOVV UEUOVOUEVO OVTIKEILEVO VAL EVEPYOVV OVERTPEACTO OO TNV TAdGN TOV XPOVOUL.
Ocov apopd ™ Owkn pog mepintmon, €dv dvorye 10 HEVOD TOVOMNG VA TAPOAANAL T
epapuoy Thywve, o¢ Bo rav duvath 1 ETAOYN TOV SWPOP®V KOLUTIOV KOOGS Ae1Tovpyodv
pe PBaon t pon twv frames v omoia elyape avokoOyel, yeyovog mov o emépepe coPapod
PO KaBdg TO oy viol B TapEUEVE GTAGILO Y10 TAVTOL.

["a ™) Aon tov TPoPANUOTOS OKOAOLONGALLE TNV TOPAKATO dtadtkacio. Xe Kabe Eva
and to Pocikd aviikeipevo tov moyvidwov (exBpoi, umdiec emifeong Ko maiyINGg)
npocBécape pa Asttovpyio tayouatos. H Asttovpyio avth etvon dtapopetik] atovg ex0potc
Kol OlPOPETIKY] OTIC uUmaieg emifBeong. Me v evepyomoinomn Ttov HeEVOL TadONG,
evnuepaveral 1 Public petafint Pause ond 0 oe 1 n omola Bpioketar oto script iceattack
mov glval TpookoAAnpévo oto avtikeipevo PlayerCapsule tov maiytn. Otav dnidvoovue éva
ototyeio g Public amoktd tnv 0Tt Vo gival opatd Kot TPOSTEAAGILO ond OTOI0ONTOTE
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onueto ™mg oknvng. Kdébe exbpodg kot kdbe yopaxtipog HESH TOL KEVIPIKOV TOL Script
EVNUEPDVETOL GYETIKA e TN petafAnt Pause oe kabe frame. Edv n petafint etvar 0, t6te
amofnkeveTal 1 ToOHTNTO KIVNONG TOL YOPOKTAPO Kot 1 TaOTNTe KIiviong Tov KIvOOUEVOL
oxediov Tov 6g 000 TPOSWPIVEG UETAPANTES. Av 0T0 enduevo frame 1 Ty tov Pause yivel
and 0 og 1 101e M TOYOTNTO KiVoMg TOL YOPOKTNPO GTO YDPO KOl 1) TOYVTNTA KIVIGNG TOL
KWVOLUEVOL Gyediov pundevilovtat kot dtotnpovv ) Tun 0 vy 660 1 petafinty Pause eival
ton pe 1. Me avtd tov Tpdmo EMTLYYAVETOL TO TAYOUO TOV XOPOKTINPO GE GLYKEKPIUEVN
oTdon.

Mo vo oAAGEer n petafinm Pause and 1 oe 0 Bo mpémel o ypNoTNg VO TATHOEL TO
xovuni Resume. Iatdvioag to kovuni avtd péow tov ButtonScript otéAvovpe pnvoua ot
ovvaptnon UnPause mov Bpioketon oto script iceattack dwa g evioing SendMessage mov
EXEL TEPLYPAPEL, ETAVOPEPOVTOS ETGL TNV TOYVTNTA KIVNONG TOL ¥PNOTN KOl TNV TOYOTNTO
Kivnong tov Kwvovpévou oyediov mpo mavons. H pon kot 1 Aettovpykdtnta Tov YopokTipo
ovveyileton opoAd amd ekelvo To onueio Kot PETA.

Ocov agpopd TIg KIVIOELS KOt TIG EMBECELS TOL UTOPEL VOL KAVEL O ¥PNOTNG LE Ta YEPLO,
avTtég adpovomolovvtol 66o M petofAnt) pause mopapével 1. Emopévmg o ypriotng oev
umopel va kivnbel oto ydpo oAAd ovte va ektedéoel emifeon 660 10 peEVOD mawong givot
evepyd pe e€aipeon TIg KWWNGELS KEPAANS YOP® A TOV €0VTO TOL KOl TIS TUXUUES KIVIOELS
YEPLDV. AVTO TpayHoToTolEiTOL EAEyyovTaG amd kdbe script mov oyetileTon e TIg TOPATAVED
Kwvnoelg €av 1 petafint) Pause eivar 1. H minpoeopia avthy aviieitor péoom g eVtoAng
Gameobject.Find(“PlayerCapsoule”).GetComponent<IceAttack>().pause; o ypnoylomoeiton oe
oLuvONKeg EAEYYOL 01 OTTOTEG £YOVV ELPOAEVUEVES O18pOpES EVTOAES Kivnong Ko emiBeong Tov
maiyTn.

Emiong, eav pio prdla eniBeong katevfovetat mpog 1o 6TOY0 Kol TPV T GVYKPOLOT)
evepyomomBel to pevod mavong, toOtEe M pmdAo mapopéver okivntn otov aépa. Avto
EMTLYYAVETAL HECH TOL KEVIPIKOL script kdbe pmdrog eniBeong mov givar veevbvvo yio TNV
kivnon g mpog 10 6TdHY0. LNV apyn TOL Script ypnolwonoovie o cvvOnkn eAéyyov if
AVTAOVTOG Kot EAEYXOVTOG LE TOPOUOLD EVIOAN OTIMG TNV TOPATAV®, oV 1 LETAPANTY pause
etvar 0 o K4Oe frame. H kivnon tng prdrog mpoyatonoteitat Le TV EVIOAN
vector3.Movetowards(transform.position, targetddirection,step); groy step o puOuoc Kivnong
™G UmdAag mpog to otdyo pe step = 10 * Time.deltaTime;. Av n petafAnt pause givon 0, n
LETAPANTY| Step EVNUEPDVETAL MGTE VO TPOGOIOEL GTN UTAAO GTAOEPT] OLLOAY] TOXVTNTO TPOG
TO GTOYO WEGM TNG EVIOANG OV OVOPEPOUE. XTNV TEPITTMOOTN KATA TNV omoia 1 HETAPANTA
pause yiver 1, n petafint step undeviletor kot pe owtd TO TPOTO 1 UITAAL EYXEL UNOEVIKO
pLOUO KivnoNg TPOG TO GTOXO KOl ETOUEVMOG TOPAUEVEL AKIVITN GTOV 0EPA Y10 OGO SACTN A
elvar evepyd to pevoL oo,

H pmdéio eniBeong dev kotactpépeTon Aoym ANENG Tov ypdvov ddpketag Cong g
660 10 Tmoyvidl Ppioketol o KATAGTOON TOVONG, OAAGL Topapével akivntn ot 0éom g
péxpt avto va Eemaymoet. Otav n epapproyn EETayOoEL, TOTE 1 LETAPANTI Step EVNUEPDVETOL
pe Tov apykd puOud g Kot divetar cav €160d0¢ wg puORdS kivnong oty undic. H pmdia
emifeong cvveyilel Kavovikd v mopeio TG LEYPL VO PTAGEL TOV GTOYO TNG.
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Kepdhowo 7° Anoteléopota, Extiunon kot Mehlovtikéc Enextdoeig

7.1 Ewcaymyn

210 KeQAAOO OUTO YIVETOL OVOEOPE TOV OTOY®V TOL emeTedYONCOV ALY
KATOYPAPOVTOL KO OL OPVNTIKES EMATOCELS TS EPappoyns. Olo avtd mpaypotomomdnke pe
™ Pondea dekamévie €Behovidv mOL JoKipAoHV TNV EPUPUOYH KOl GUUTANPOCOV TO
EPMOTNUATOAOYI0 TO omoio Tovg 000NKe amd eudc. TEAOC, OvOEEPOLE KATOLEG 10£EG Yia
UEALOVTIKEG EMEKTAGELS TNG EQAPLOYNG.

7.2 Anoteréspata-Extipnon

2t0x0¢ Om®G MOM avagépope MTav 1 OMpovpyion €vOg ToVIdoh  EIKOVIKNG
npaypatikémrag ovvdvaloviog to Oculus Rift ka1 to Leap Motion ®ote o ypromg vo
eupubiotel pe emrvyio 010 g1KOVIKO TEPPAALOV.

O o10%0c avtdg oe peydrog Pobud emtedybnke omodidovrag ™ Cnroduevn
peaAioTikoTata Kot epPvdion. Avtd unopel va Bewpnbel ko n kupiapyn Oetikn TAgvpd ToL
OAOV EyYEPNUATOG, OMNAAON M amdAvTn gufvBion Tov ¥PNOTN 610 €KOVIKO TTEPPAALOV L
TOPAAANAN amOAovon Kor yoyayoyio oAAd kot TPOKANGN Yoo TNV OAOKANP®OGCN TOL
TOLYVIOL0V.

H spoppoyn sumepiéyel éva motkiAOpopeo kot koAoicOnto terrain pe oppovikég
eVOALOYES TOTIOV KOl KOTAAANAN LOVGIKY €MEVOLGT]. Ot KIVIGELS TOV YPNoTN €ivon EVEMKTEG
Kot 1 StbpKel TOv TouyVIdo0 €VIOS TMV AMOOEKTOV YPpovikav opimv. Ot embécels tov
xpotn yapoktnpilovror ond emdeSiotta Kot dveon eved mopdAinio vidber 0Tt extelet
SUAPOPES LOYIKES TEYVIKES, TPAYLLOL TOV TPOKAAEL TOV BOLLAGUO TOV MG TPOG TO ATOTEALECLLAL
aeov T £Q¢ mopaméumovy oe yvhola payeio. [apdAinia, n vmapén exOpodv pe texvnTy
vonpoovvn ovviekel oty avbevtikdtmra tov  moayviowov. Emiong, M epappoyn
TPOYPAPUATIOTNKE He PAON TIG EKTIUNCELS Kol TOV OeKAmEVTE €0EAOVTOV €TGL MOTE Vo
anopevybei N acBéveln mpocopoimong (simulation sickness). Ta mapandve, 6mwg kot doa Oa
avaeepBobv TN CLVEXEW, TPOKLITOVY TOCO OMO TO GLUTEPACUOTO KOl TIG OOKIUEG TTOV
Eywvav omd gpdg 660 Kol amd To TOPIGLOTO TOV EVIVIOGEMV TOV E0EAOVTOV TOV OEYTNKOV VL
SOKIUAGOVY TNV EQPAPLOYT.

AdPape oAb coPfapd vEOyn TIC TOPATNPNOES TOV €0EAOVTIOV TTOV JOKILACHY TO
oy viol Kol 1010iTepa GYETIKA e TNV ACOEVELD EIKOVIKNG TPOYUOTIKOTNTOS, TOPUTNPNCELS
mov ocuvéforav ot Pektioon ¢ epapuoynig otov touéo tov Virtual reality sickness.
Emiong, péoa amd autéc Tig mapatnpnoEls TPOEKLYAY PEATUDCELS GYETIKES E TNV Kivnom Tov
YPNOTN OTOV €WKOVIKO KOopo. Ot PeATIOOELS OVTEC 00NYNOOV GE TIO OUOAES Kot
AmEAEVOEPOUEVES KIVIIGELS TOV YPNOTN.

2T1G ApVNTIKEG EMMTOGELS TANV TNG TOYVTNTOG TNG Kivnong 1 omoia puBuictnke €tot
®ote vo amo@evydel n acHévela TPoconoimwong, TapaTnPNONKE U0 GYETIKN OLGYEPELD GTOV
xPNoTN Katd tov yeptoud tov Leap Motion yia pkpd ypovikd didotnuo uéypl vo amoKTNoEL
OWKELOTNTA LE TO GUGTNLO KOL TOV TPOTO XEPIGUOV TNG EPappoyNs. Ot yprnoteg mov Epyovtal
Y0 TPOTN POPE GE EMAPT LE TO EKOVIKO TEPIPAALOV, apyIKA ATOTPOGUVATOAILOVTOL, OLMG
pe v mpdodo Tov oLy VidoloD amokaBicTATOL 1] OIKELOTNTO KOl EXLTUYYAVETOL 1] ETOEN KO 1|
avadpao™m e TO oy viot.
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Yndpyer mévto teplfdplo yroo BEATIOGELS, OUMG GTNV TOPOVCH YPOVIKY CTIYU OGOV
agopd to Hand Tracking dev eivar dvvatov va emtevybei oe mhpa mold vynid Pabud
ave&apTnNTo Omd TO KOUUATL TOV oG OVOAOYEL GOV TPOYPOUUUOTIOTEG Kot 0uTO KLpimg Yo 600
Aoyovg. Ot awcOntrpeg tov Leap Motion dev givar amdAvto akpiPeic, pe omotéAecpo ot
KIVAGES TOL amotovy VYNAN axpifeia vo eivor pio wpdkAnor. Emiong, m ewovikn
TPOYLOTIKOTNTO VT KOOEAVTY], TOPE TIG ETOIKOIOUNTIKEG PEATIOGELS TOV TEAELTOI®V ETMV,
ndvta Oa TpokaAel ontikd Bépata to onoio Oa mpémel va Pedtimbovy, OTmG 1 TodTNTA TNG
EIKOVOC ¢ Kal 1 aicOnon g KAMpaKag e amdoTaong.

7.3 MeAlhovtkéc Emextaoelg kot Beltiwoelg

OloxkAnpdvovTag To Toyviol Kot AapBavovtog avaminpoeopnor ard Tovg YPNOTES,
dwmotdoope 0Tt pumopohv vo. Yivouv Oldpopeg TPOTOTOMoEL; Kot emektdoels. Etot
KataAnEape otig e€Ng téooepig mBavEG TPOTOTOMGELS:

1) Tovtdypovn xpHion g €POPUOYNG oTnV it TioTo, TV id10 XPOVIKY oTiyun amd
TEPLGGOTEPOVG A0 Evav YPNOTEG €ite ¢ ovumaikteg eite ¢ avtimaiol. Avtod
npodmobétel v Vmapén emmAéov Tov €vOg vmoAoyloth, Oculus Rift ko Leap
Motion, onAadn o tétowo tprada Yoo kKabe ypnom. o va mpoyuatomombel to
multi-player 6o mpémner ta dedopéva mov mapdyoviar omd kAOe ypNoTn GTOLG
dtdpopovg vroroyiotég pe Oculus Rift kor Leap Motion, va aveBaivovv (upload) oe
évo, KOO d1ad1kTLOKO amobnkevtikd vépog (cloud) émov Oa yiveton n emelepyacio
TOV dedopévav. Xt cuvéyeln, Oa mpaypotonoleitar to katdAinio feedback twv
enefepyaouévav dedouévav amd to cloud otov ekdotote vmoAoyioth. Booiwkn
acPoUA®MG TPoiTdOeoN givan 1 Vapén SASIKTLOV.

2) Yrap&n mo mponyuévng texvnTG VONIOoOVIG 6€ 6YEOT LE TV N1 VITAPYOVCA GTNV
epapuoyn. Avto Ba pmopovoe va mpaypotomonfel yio mapadetypo pe v vmopén
eXOpOV 1| KOl YOUPOKTNP®OV LE TOAVTAOKATEPT] KO TTO GUVOET GLUTEPLPOPE Ol 0TTOi0N
evogyouEVMS va givar Kot o gvaicOnrtot ota epebicpata Tov tepiParrovtog.

3) Anuovpyio emmAéov  YEWPOVOUIDY (BOTE O YPNOTNG Vo Umopel vo.  eKTeElel
TEPLOGOTEPEG KoL IO cLVOETEC evEpYeleg uécm tov Leap Motion.

4) Eumiovtiopdc Tov Toyvidloy HE TEPIGCOTEPEC TIOTEC Kol aVENUEVOC OptOpog
OTOGTOAMV TPOKEWEVOL vaL £XEL TN dLVOTOTNTA O YPNoTNG va euPubileton pécm g
EIKOVIKNG TPAYHOTIKOTNTOS G OpopeTikd mepiPailovia my Pvboc BdAaccoc,
CUUTTOY KATL.
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Kepdharo 8° Emiloyog

Méowm g TTUYIOKNG VTG epyaciag, Lov 00OnKe 1 evkalpia vo oXedACM Kot VO, OVOTTOE®D
éva TPLodldoTato Toryvidl Yoo VITOAOYIGTEG KAVOVTOG XPNOT TEXVOAOYL®V oL Oa mai&ouv
taitepa KaBOPIoTIKO pOAO TO ETOUEVA XPOVIO. ATOTNONKAV YVAOGEIS XEPIGULOV TOAADYV
EMOYYEALATIKOV TPOYPOUUUATOV KOl EPYUAEIDOV TOL YPNGUYLOTOLOVVTIOL Yo TNV TOPAYOYN
Ty VStV kot toviov omog ¢ Unity3D, 3DStudioMax, to Leap Motion kot to Oculus
Rift.

[Mopéro mov n Sadkosioo VAOTOINONG TOL TOYVIOOL NTAV aPKETE OVOKOATN Kot
xpovoPopa, kabmg n dnpovpyio EKoViK®OV TEPBAALOVTOV Yia TprodtdoTata Bvteomoayvioto
amoltel ONUIOLPYIKOTNTA GOVTOGIO KOl UNYOVIKY, €V TOVTOIS TO OQEAOG €lval ONUOVTIKO,
KaB®OG 1 1KOvOToiNno | Kot 1 YVOOT TOL ooKTH KATO0C 0 0T0{0G OAOKANPMVEL Lol TETO
EPaPLOYN elvarl aveKTIUNTO QO Y10 TO LEALOV

Eivor mAéov yeyovog OTL 1) EIKOVIKNY TPOYLOTIKOTNTO EvaL VOl ammd T OTULOVTIKOTEPO
emredypoto NG TEYVOLOYIOG KOl TNG UNYXOVIKNG, TOpPEXOVTOS €KTOC TV GAADV Kol TNV
gvkapior 6TOVG XPNOTES Vo emokéntovtal Kot vo epfubilovtar oe kdopHovg Tov moTé d Ha
elyav ™ dvvatdmTo va fuowcovy oy mpayprotiky toug (on. Ouwg o dpdpog sivar axouo
pokpOc ywoo tn PeAtioon Kot TNV TEAEOMOINGOM NG UE OMMOTEPO OTOYXO TN OMuovpyi
EIKOVIK®V KOGU®V, 0G0 TO duvaTOV SUGIAKPITOV OO TNV TPAYUOTIKOTNTA.

Méca Aoumdv 6€ LTV TNV OLGTNPN €QPOPUOYT KAVOVOV, GUVOLOCUO CKEYEMV,
TEYVOLOYLOV OLYUNG, PVOIKNG Kot TNV emBupio Yo TEPOUTEP® EVAGYOANGCT OG KAVOLLE KOt
éva Yhopupo dtdAelpa, topokolovbmvtag v koumdio «National Lampoon’s Last Resort»
OOV 1M EWKOVIKN TTpaypaTiKOTTA Kot 1) aAnOwvn {on aAANAETIKOADTTTOVTOL 1] AKOWO KoL TV
Bpetavikn kopwndia «Red Dwarfy» 6mov 1 {o1| elvat Eva oty vidl EIKOVIKNG TPOyHOTIKOTNTAG.
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