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ITepiAndm

Y1y moapodoa Simhwpatint| epyacia, topouctdleTon 1 oyYedinon xon 1 VAOTOINCT EVOC Mok VL-
0100 ewovixig mparypotixotnTag yioe To Oculus Rift DK2. To mouyvidl avixel otnv xatnyoplo
Tpocoyolwong/dpdone xau dnuoupyidnxe xdvovtog ypron tne wnyovic mouyvididy Unity 3D.
ITio cuyxexpwéva, o yerotne euPfudiletoar oto eovixd TePUBEANOY, XAUNOVUEVOS Vo TERUOEL
Lol OELRAL BOXLUACLNDY, UE OTOYO Vo PTAoEL 6ToV TepUaTiono. H adknhenidpaon pe 1o exovind
nepBdhhov yiveton anoxAeloTixd ye 1o Oculus Rift, diywe vor amonteiton 1 yerion Twv xhaoxdy
CUOXELWY ELGOBOV, OTWS TOVTIXL X TANXTEOAOY0. Apywd Aowndy, agol oyedldotnxe éva
amh6 xau ebyenoto User Interface, yovtehonodnxe n puown tou oxiép, ta xvolueva oyédla,
OLdpopa EPE EVIUTWOLAOUOY, GTEPEOPWVIXOL TiyoL, XIS XL 1) CUUTERLPORE TV AVTLTAAWY, 1)
omola eivon Booiouévn oe apyég texvnthc vonuoolvng. Téhog, 1 egapuoyt altohoyinxe péow
TV epwTnuatoloyiny Immersive Experience Questionnaire xou Simulator Sickness Question-
naire, omd yEHOTEC XU TV VO PUAWY, BLPOPETIXAC NAXIOC XL ETAY YEAUATIXAC XATAPTIONG.
Yxomog oy vo utoroyiotel o Padudg epBidiong, miovd cuUTTOUATE TEOGOoUOIKONE, XIS

xan v e€oydolv cuvokxd cuurepdopata yia to User Experience.



Euyaplotieg

Oa fideha va evyoploThow TNy emBAénouca xadnynteta x.Koateptvo Mavid yia v eniBAedn
xat Yo Ty xododnynon Tng otny exndvnon oauThg TN Bimhwpatixig epyastag, xadde xou yia
T0 OTL You €0woe TNV euxatpiol var aoyohnie o ueydro Badog Ue TOV TOUEN TNG EXOVIXNG

TEOYUOTIXOTNTOC XAl VoL UAOTIOLOW TNV LOEA YOL.

Y ouvéyeta Yo Hleha vo euyaplotiow Vepud Toug xadnyntéc mou anaptilouy TNV mTEOTY,
Tov %.Aayouddnn Muydhn xar tov x. Aehnytavvdxn AVTOvio yia To YpOVo ToU aplEpwaay o1
HEAETN Tou Xewévou Tng epyaocioc pou. Idwitepa, euyaplot®d Tov x0plo Aoyouddxn yio TNV
TohOTy Borleld Tou oe Yéuata TEYVNTAC YONUOCHVNG avapopLxd UE TO TEAEUTALO XOUUATL TNS

TTUYLXC Hou epyaotog.

Enlong Yo fdeha va evyapiotion tov 'ewpyio Aré€avopo Koukiéen yia tny mohdtun Bordeid
TOL XoJOAT) TN BLdEXELa TNG TTUYLOXNC AUTNS epyaolag xadde xon OGAaL ToL TTOUBLE TTOU APLECKTALY

YEOVO VoL SOXUUAGOUY TO oy VIBL XAl VoL GUUTANEMGOUY T EQWTNUATOAGYLAL.

Téhog €val UEYANO ELUYUELOTW GTNV OLXOYEVELY HOL X GTOUS QIAOUC Hou Tou Ue oThpL oy OAa

QUTA TAL YEOVLAL Yol TNV OAOXATIRWOT] TWV CTOUBKY HOL.
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Kegpdiaio 1

Eicaywyn

1.1 Ewaywyn

To tehevtaio ypdvio 1 teyvohoyio Tng eovixnic nporypatxdtnrog (Virtual Reality) €yet eZeht-
y Vel pe porydatoug puipoic xdvovtag emavdctact. To 2016 avauéveTal Vo XUXAOQOEHoOLY GTNY
ayopd mAntopa Head Mounted Displays xou var yivouv Swodéotigo to cupl xowd. Kivntriplog
oLvaun TNe winong autrg, aroteel To Oculus Rift to onolo avty 0 oTiyur| elvon To mo dLade-
douévo xau dnuoguréc Head Mounted Display (HMD) ctouc x0xhoug ToVv TEOYEUUUATIO THV
UE TNV EUTOPIXT| TOL EXBOCT) VO OVIUEVETOL VoL XUXAOPORHOEL TOUG ETOUEVOUS UNVES. 2TOYOC,
AOLTOV TNE TopoNoug BIMAWUATIXC epyactiog fTay 1) VAoTolnon evog Bladpao TiXol TELGOLIC To-
Tou ouy Vool Tou Yo TeocoUounvEL To GUANUA TOU oxt xou 6To onolo Yo umopel xavelc va
xetprotel Tov malytn €€ ohoxifipou ye to Oculus Rift DK2. To ev Adyw mouyvidl umopet vo
xatnyoplomotniel oo ouy vidla Tpocouolnwong, xadde emdiwxel va epBuldicel Tov yeHoTn oTov
TELOOLIG TUTO YWOEO ol VoL TOV xAvel va Buncet Ty eunelpiar Tou oxt. O yprotne yepileton Tic
XWAoELS Tou Taly Ty Yéow tne xivnong tou xepahiot (Head Tracking) mnpdyua to omofo etvon
Toh) x0VTd oTNV TeaydaTixdTNTo. Emimhéov to mowyvidl tepthopBdver TEYYNTA VONUOcULVY Xo-
V¢ undpyouy avtinahol oxip xou AUXOL Ol OTO{OL AELTOURYOUY OUTOVOUN Xl GUUTERLPECOVTAL

€EUTIVOL AVEAOY O UE TIC XWVHOELS TOU oy TN.

1.2  Ilepwypopr, ITowyvidtod

To mouyvidL mou mapouctdleton 0TV TaEOLCY BIMAWUNTIXY epyacia elvor €vor TatyvidL Tpoco-
polwong TEAMTOL TEOCWTOU. Xx0omog HTay 1) expetdieuon tou Oculus Rift péow tou Head

Tracking yio v xatedduvorn tng xivnong tou matytn. O Boaoixde yapaxtripag etvar évag oxiép
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UE TOV YPHOTN VO TEETEL VO TEPAOEL ETUTUY S TECOEQLS DOXUUGIES DOTE VO XUTAPEREL VL TEQR-
uatioel To mouyvidl. Ot Tpelc mpoTeg doxacies elvon EeEXAEBMTES xou 1) TEAEUTOLA HAEWOWHUEVT.
Aqgol tepuartioet Tic TpelC TEMTES, LEXAEBOVEL Xou 1) TETOETYN. AV emTUYEL XU O QUTHY, TOTE
€yeL Tepuatioet To mouyvidl. Ot doxipaoieg Tou TEENEL VoL TEPUATIO TOUY TERLY PAPOVTOL GUVOTITIXG

TOEOXATE:

e Slalom: Y11 doxocio auth onuavTind poOAo Tatlouy Tol AVTOUVIXAACTIXG TOU Ty T1 %o
1 T OTNTE ToU X GX0TOG Elvan vor TEpATIoEL TNV ToTH OE YeOVO AYOTERO Amd AUTOV

TWV AVTITIAWY TOU X0 VO TERACEL EVOV GUYXEXQUEVO aptdud amd oNUoleS.

e Junior Tour: Xt doxwocio auth avtorywvI{eTon TREWS AVTITAAOUS XL VIXNTNG oVOdEL-
%xVOETOL QUTOC o Yol TEQUATIOEL TEMTOC. LTOY0¢ Tou Taly T elvon var poaléder didpopa
Speed Ups nou Yo tov Borniricouy va Yivel To dgpodUVOIXOS XL VoL TROCTEQYGEL TOUG
avTimdhoug tou. Ou avtimahot, ol omolot €youv TEYYNTA VonuooLvr, Beloxouv to Yenyo-
EOTERO LOVOTIATL GTO BOLVO Yia VO TEPUATIOOLY, UTOPEVYOVTOS OVTLTAAOUS XAl XEVOVTOG

TPOCTEQUOELS.

e Large Hill: ¥tn doxyocio auth o moalytng molpvel gpopo amd puor UEYIAT XoTnPOeoL Xo
uéow Head Tracking mpoomadel va xpatrioel evdeia mopelo, va eréyel tov oxiép otov
OEQOL O VO XUTUPEQREL VO TOV TPOCYEWMOEL GTO EBUPOS OUORd ywelc var méoet. Amoutel

oxpifBeto xou ToyOTNTAL Amd TOV Ty TN DOTE Vo TNONEEL TLO UAXELE AT TOUS AVTITAAOUG.

e Canadian Slope: Yt doxwacio aut| o natytng mpaypatonotel xatdfucT ToupevovTog
amo OLICTIUETO CNUALEXLYL UE T1) Olapopd OTL TOPA ayplEPévol AOxoL Tou €YOUV OTHGCEL
xapTépL. Xxond¢ Tou by TN elvon vo amogUyel Toug AOxoug, ot omolot xvolvTon EEuTval

TPOGOUOLOVOVTAC UXPES aYENES, xou Vo pTdoel {omviavog otr Bdor tou fouvoo.

1.3  ITAazgpopua

To mawyvidr oyedidotnxe otn pnyovr mouyvidwwy Unity 3d xou o xwdwoag yedptnxe oe C#
xan JavaScript. Emnlong, yenowwornoujinxe to Oculus Rift SDK, yéow tou omnolou evowpa-
wwinxe 1o Oculus Rift oty Unity xa yenowonominxe wg cuoxeut| eioddou. Ilapdro mou
7 Unity vnoctnellet v avdntuén oc TOAATAES TAATPOPUES, TO CUYXEXPWEVO oLy VIBL Elvor
oYEDLOPEVO Yo G ToEROUC LTOAOYIOTES e Acttoupyixd clotnua Windows 7, Windows 8 A
Windows 10. Erlong Vo npénet va dwodétel 2 H0peg USB xodig xou xdpta ypagpinwy Nvidia
GTX 600 series ¥ AMD Radeon HD 7000 series(touidytotov) pe DVI-D 4 HDMI vrodoyH.
Enlong, extog and Tic mapamdve EASYICTES AMAUTHOELS, CUVICTATOL 1) XAETA YRUPXDY VoL UTOREL

Vo Teéel Tplodidotato maky vidta otor 1080p avdluor e 75Eps xan méve.
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1.4 Baowa Teyvixd Xopaxinelotixd

To mowyvidt amotehelton amd oplouéva Bacixd GUGTAUNTA, To OOl TEPLYEAPOVTAL TOPOXATE

%ol T oTolol AMOTEAOUY Tol BOULXE CUOTATIXG TTOLU GUVOEV XY WOTE Vo dnutovpynUel pLor eviadar

EQOEUOYH.

1.4.1 XOotnpa I'pagpuxwny

Y10 olotnua autd mepthauBdvovTon Oheg excliveg oL Blepyaoleg TOU amALTOUVTOL MHOTE Vo 0T
woveyndel to TplodidoTtato Yeapxd mepiBdilov tng eqopuoync. IlepthauBdvovton epyahela
YO TNV ELOAYWYY| TELOOLAC TUTWY LOVTEAWY, ELCAYWOYT EXOVOY, YRUUUATOCELRWY, YELOIOUO TV
vpov(texture) mou ypnowomothinxay xou @apuoyic Toug oo HOVTEAA Tou €xouv elooy Ve,
HOVTENOTIOMNOT ETLPAVELWY Xl OTL dANO YpeetdleTon Evar momy VidL yior VoL €YEL Uiot ONOXATPWUEV

eova.

1.4.2 Xdotnua Puoixng

To cOotnua guoixic mou yenowonojinxe eivon 1o PhysX tn¢ NVIDIA 1o onolo Ppioxeton
evowuatopévo ot Unity 3D. Iapéyel ota avtixelyeva tetotinn Quoiny| cuurepipopd divovtdc
TOUg TN SUVATOTNTA Vo BEYOVTAL ETUTAYUVOELS, VO €Y0UV CLYXEOUCTES, BopltnTo xS xou
dMheg duvduelc. PuduiCovtac didgpopee mapapétpoug péow scripting, umopet xovelc var dnuioue-

YHOEL AVTIXEUEVO TOU CUUTIEQPLPELOVTOL UE OPEXETA PEAAOTIXG TEOTO.

1.4.3 X0otnua ‘Hyovu

To cbotnua fyou tng Unity 3D emitpénet va eloayolv 1000 GTEREOPWVIXE OGO XAl LOVOPVLXSL
apyeta Hyou. ‘Eyovtac tomodetnuévo TAVIOTE TOV axpouTH OTNV EVERYT XAUEPA Xat PECH
Blopdpwy YoV Hyou (6nweg Yo mopdderypo o Yyog tou aépa, o Y6puPoc Twv TESAWY, O
VépuBoc o mepintwon mtwong x.4&), dnuovpyHiNXe éva AELTOLRYIXGTERO Kot PEUNOTIXOTEQRO

oy VIOL.

1.4.4 3X0otnua Pwtiopol

Arnopoltntn mpounddeon yia vor elvol 0patd xou PEXMGTIXG TOL YRAPIXY, EVOL O QPWTIOUOS TOGO
TV LOVTEAWY 660 Xt TV VPGV Toug (textures). 'Etot howmdy, yenotpornoidnxay didpopec
TNYES T omoleg mopEyel To cloTnua guTiouol e Unity xou ol onoleg meptypdpovton otny

evotna 3.4.11.
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1.4.5 X0otnpa Fpaguxre Aenagprc Xerotn

Méow tou cuoTAUNTog AUTOU BNUIOVEYoOUE Eva Yeupixd TERBAAAOY Blemagphc YehoTn To
omnolo Bploxetan eyPuticuévo yéoa otov yweo. IlephopfBdver t6c0 Tar uevold xatd v Evapdn
TOU Ty VIOOU, 6GO %ol OAO TO BLIdEACTIXG TERLBAAAOY xaTd TO Ypedvo extéleonc tou. H

aAANAeTldpaon Tou YeNoTn e autod yiveton pe to Oculus Rift.

1.4.6 X0otnua Teyxyvntic Nonpoolvrng

To clhotnua TexvnTAC VONUOCUVNG amoTeERE! €V amd TaL ONUAVTIXOTERO XOPUATIOL TNG TTTUYLAUXAC
epyootag xodmg divel SladpacTxdTNTa 6To Towy VoL, Xenoulonoteital and Toug avTTAoUS Tou
nodytn (avtimodol oxiép, AOxoL) WoTe Vo UTopoly Vo TAONYOUVTAL GTO Y(OEO, Vo ATOPEVYOUY
TOUC OUOLOUE TOUG X0l VoL VTLOPOUY GTO Tty VIOL YEVIXOTEQO GUY AUTOVOUOL TIRAXTORES, AVAAOY AL

TAVTA PE TIC UTOUTACELS TOU GYEDLAOTH.

1.5 Aoun tng spyaciog

Khelvewvtog pe 10 mp®1o autd xeQIAao To 0Tolo ATay ELoaywYLX0, YIVETOL ULl GUVOTITLIXY| oVo-

(popd TWV UTOAOITWY €L TTOU axoloudolyv:

e YT0 xe@dhano 2 TaPOUGIALETOL 1) OYETXY €peuva TAvVe ot VewpnTixd Véuata Tor omolo
elvol amopolTNTo VoL YVWEIllEL XAVEIS DOTE VoL XUTAVOHOEL TNV OPYLITEXTOVIXY| XU TOV TEOTO
ue tov omofo €yet vhomoiniel To Bivteomouyvidl. H épeuva auth) mparypatomotinxe mot
EeXVAOEL O OYEBLICUOS XOL 1) UAOTIOIMNGY) TOU ol TEPLAUBAVEL TNV XUTNYOELOTOINGT TV
Brteomouyvidiwy, Tic Pacixég évvoleg Tov yYeapoy, To HCI ota Bivteomonyvidio xodog

X0l TOL EXOVIXA TiERLBAAAOVTOL.

e XT0 xe@dlono 3 mepLypdpovTon OAa exclvar To epyahelor xou oL TEYVoloYIEC TTOU Ypenoulo-
Totinxay yior TNy LAOTOINCT Tou TaLY VIBL00, TNS AEYLTEXTOVIXNE XIS X0t TV Bactx®y

AELTOURYLOY TOU.

e Y70 xe@dhono 4 TEPLYPAPETAUL O OYEDUOUOE TOL Touy VidloL. I'iveton avaopd 6o cevdplo,

07O YPAUPIXO TEPBAAAOY NS EQUPUOYHC, XVDS XU GTY YEAUPLXY| BIETOPT TOU YeNoTH.

® XT0 QAo 5 AVUAVETAUL AETTOUERP®WS 1) VAOTOINGT TOU Takywidlo0, xodog %ot OAEC oL

OLadactEC TOL axOAOLIAUNXAY €0C TNV OAOXAHPWGT TOU.

e Y10 xeqdlono 6 mepypdpeton 1 uédodog allohdynong mou yenowdomoltinxe, xodog xou

Ol EVTUTIWOELS TOU Taky WLBLoV amd Toug YefoTeC Tou 1o doxipacay. Iapoucidlovta opt-
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ouéveg Blopdwoelg Tou Eyvay Ue BAom TIC TURUTNENOELS TWY YENOTMV, oINS X0 GUVOALXS,

CUUTEQAOUATO X0 OATOTEAEGUOTA TIOU ATOPEEOLV.

Y10 xe@dhato 7 ylveton plar avoxepoholeon TNe OIMAWUATIXAS EQYACIOC (E TEOG TO XATH,
TOC0 EMTEVY VMUY OL oEYIXOL GTOYOL X ovaPEQOVTAL TIAVES UEANOVTINES EMEXTIOCELS OL
oroleg Yo umopolcay Vo EVEWUATOU0UY, HOTE Vo OLELEOVOLY TN AELTOURYIXOTNTO XL TNV

amhynot| Tou.
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Kegdhawo 2
Emioxonnon Xyetixng ‘Epsuvag

2.1 Ewaywyn

To xepdhono ouTO CEXVAEL UE ULl LOTOPIXY| oVIBEOUT T®V BIVTEOTOLYVIBLOY Xl GTY) CUVEYELN
TopouctdlovTon oL xatnyopieg oTic omoleg autd doywellovtar. Emeita, yiveton pior avopopd
OTOV AYWOYO YRAPXAY, xod®S xal 6TIC TeloodoTateg Bihotfxes ypagpixwy OpenGl xou Di-
rect3D, tic omoleg utootneilel n Unity. Axololdwe, yiveton avagopd otrn onuocia tou HCI
oo Prvteomony vidla, xoddg xon avdAuoT TNG CUVEYELIS AT TOV TEAYUAUTING XOCUO GTOV ELXOVL-

%6 (Reality—virtuality continuum) meptypdpoviac 6ha ta 6TédLo tov pecoroBolv. Téhog, to

xeQIAoLo xAelvel ue avapopd ot HMDs.

2.2 Iomopwxn Avadpoun Bivteomouy vidLwy

Me tov épo Bivteomanyvidl evvoeitan éva nhextpovixd mowyvidl, To omoio mepthauBdvel oA~
Aemidpaon Ye pio BlEemagr) ¥enoTr, onhadr emxowwvia Tou Brvteomoyvidol e Tov dvipwno,
UE OXOTO TNV TORUYWYT OTTIXAC avddpaone o ot cuoxevy| Bivieo. H Aé&n Bivteo’ oto Pi-
VTEOTaLY VIOl TapUBOCLOXE UVAPERHTOY OE UL GUGXEUT] ELPEVIONG Ypapxoy raster (cuoxeuég
xadodixol owlfva (CRT) ). I éov, pe tn dnpoguhf yerion tou bpou Prvteomouyvidt, evvoeiton
€var Touy vidL mou umopel vo mouy tel oe xdde timo cuoxeurc. H iotopia twv Bivteomaryviduoy,
apy (et ota Téhn g dexaetiog Tou 40. ITpog To Téhn tou ‘50 xa ot Y€oa Tou 60, oty Ape-
et} apyiCouv va unatvouv otny xadnuepv) pog (w1 ol utohoylotéc. And excivn tny neplodo,

o BrvTeomany vidlo €xavay TNV EPQAVIOT) TOUS GTIC TUPAXATE TAXTPOQUES:
o IDotgéppec Arcade (Arcade Platforms)

e Kovodhec Bvteonaryvidiwv (Video Game Consoles)
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o llpoowmxol Troloyotéc (PCs)
o Yuoxevéc Xewde (Hand-held Devices)

HMopoxdte oxohovdel pla cOvToun wotopxr avadpour| Tne e€EMENG TV PVTEOTOUYVIBIOY XaTd

1) OLAEXELOL TWVY TEAEUTOLWY BEXVETLOV.

2.2.1 IThat@oépues Arcade (Arcade Platforms)

Ov mhatpoéppec Arcade etvon pmyoviuato Staoxédaone oyetxd peydhwy dootdoeny (1.5u x
0.5u) tor omofor Aettovpyoloay Pe XEPUATOdEXTN ot cuVAlwe urtopoloe vo madZet xavels éva
HOVO ouyxexpévo mouyvidt (oyfue 2.1). Hrtav eyxatectnuéva oe dnudclovg ymeous Omne
€0 TITOPL, UToe XaddS xou o€ ywpoug daoxédaong. Ta Arcade mawyviSio itay dnuogikn and
N Sexoetion Tou 1970 uéyer tn dexactio Tou 1990 omou yapaxTNEIleTUL WS 1) YPUOT ETOYT TV
arcade mouyvidLwy. XTodlaxd OUmS 1) SNUOTIXOTNTA TOUC UEWWINXE OTAY OL XOVOOAES BrvTeomal-

VLY Gpytoay vou yivovtow eupéne dladéotpes oto xowo [1].

Xxnpa 2.1: IMatgdpues Arcade
Apiotepd: Pac-Man, Kévtpo: Space Invaders,
Ae&rd: Galaga

2.2.2 Kovoodieg Buvteontouyvidicdv (Video Game Consoles)

Ou xovoodheg Prvteonanyvidioy elvar utohoyloté BladpaoTixng Puyaywyiog 1 Tpomonolnuéva
UTIOAOYLO TIXA GUG TAUATA, T ool Topdyouy €va orjua Bivieo 1 edvag Tou umopel va yernol-
pomondel pe pior nhextpovin) cuoxeur anexévione (tnheopdon, 006V xAT) yior vor eppovioVel
éva Prvteonanyvidl. O dpog “xovodha Prvteonaryvidiol’ yenoiwonoteiton yiar vor Staxplvel éva
UMY EVNUA OYEDIAOUEVO YLal TOUG XUTAVOAWTES, TOU TO oyOpdlouY Xl TO YENOHIOTOLOVY oTo-
HAELCTIX xoU POVO Yol BvTEOTaky Vit amd EVay TEOoCKTIXO UTOAOYIGTH, 0 0Tolog €YElL TOAES
dMheg Aertovpylec. Mio xovooha Brvteomouyvidiod AElToupyYel OTKE €VC UTOAOYLIOTAG XOL XO-
TaoxeudleTon omd To (BLor Baoixd CUGTATIXG, CUUTERLAUBAUVOUEVNS TNS XEVTRXAC LOVASUG ETE-
Eepyoaoioc (CPU), tne xdptac ypopixdv (GPU) xou tne tuyaiac pviunc tpoonéhaone (RAM).
H Magnavox Odyssey Atov 1 me®Tr Unopix] X0VGOAo BIVIEOTALY VIOLWY TOU CYEDIACTNXE, 1)

omofa dev elye Ao xou unopovoe vor TEoBAAAEL ubvo aonpduaupes exéves [2]. Hrav Baciopévn
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oto Brown Box nou elye oyedotel and tov Ralph Baer xou toug cuvepydteg tou. Meydin
Ypavorn tnv dexactio Tou ‘80 €xavav ol xovodieg Atari. Xtig uépec pac ol mo dnuoPnielg

xovooheg eivon ot Nintendo Wii U, Sony PlayStation 4 (PS4) xou Xbox One (oyfua 2.2,2.3)
[3].

Xxnpa 2.2: Matgdpues Arcade
Aprotepd: Brown Box (1967), KévTpo: Magnavox
Odyssey (1972), Ae&rd.: Atart 2600 (1977)

- ,
drra ‘n

Yxnpa 2.3: Kovodles Bivteonayvidichy
Apiotepd: Nintendo Wi U (2012), Kévtpo: Sony
PlayStation 4 (PS4) (2013), Ae&id: Xbox One (2013)

2.2.3 Tlpoocwnixol Yroloyiotég(PCs)

HapatnedvTag Ty ayoped Brvteonaty vidioy, aiveTton 6Tl 0L XOVOOAES Efval TaL O BNUOPLAT) TTROL-
ovta ot Prounyavio. To teheutaio dpwe ypodvia autd €yel apyloel vor aAAdlel xat oOUPwVL Ue
TOUG EQEVVNTES Ol TWATOELS TTIOU ONULOVEYOUVTOL ATO TOL TIoY VIBLOL TV UTOAOYLO TV, OVOUEVETOL
VoL EEMERAGOUY UTES TWV XOVOOAMY, UE TNV OLopopd VoL ALEAVETAL YEOVO UE ToV Yedvo edartiog
g dnuoTxdTNTaC Tou xepdilouv ot yweeg 6mwe 1 Kiva xou 1 Ivdio. "Evo and to yeyahitepa
TAEOVEXTAUATO IOV TEOGPELOUV OL TEOCHTUXO! UTOAOYIOTES, Elval OTL O YN OTNG UTOPEL Vol o
(el Ta o Spopga xou ok maky vidto xar vor To uyopto el Tallovtde o oTo BladixTuo
(online). Eniong, otic uépec pog eivar to povadixd péco and to omolo unopel xovel va naf€et v-
e motdtntoc emovixfc tpaypotixotntag towyvidia (Virtual Reality Games), npoogépovtac
oToug yeNoTeg TNV euxaupla Vo popéoouy éva headset xan va Tagidédouy oe dAloug x6oUOUC,
oV xou oUTO eVOEYETOL Var aAAGEEL xondwg xouvolpta headsets avauévetar vor xuxAogophioouy, To
omota Yo elvon ouufota xan pe dhhec mhatpopues. O umohoylothc dev Va ebvar pévo 1 teyvo-
hoyio otny omola oL Tty teg Eodedouy yeruota tailovtog matyvidlo, oAAG chvTopa Yo yivel Eva

ond ta Paocd media eqappoyic VE®V TeYVOLOYLOY [4].

19



2.2.4 Xuoxevég Xepdg (Hand-held Devices)

Ye avtideon e to Prvteonany vidld TEOCWTIXWY UTOAOYIGTMY X0l XOVGOAKY, To Towy VIl GU-
OXEVWY YEWROS TEEYOLY OE unyaviuata uxpoL peyédouc. ‘Etol, diveton 1 duvatdtnta 6Toug
avlp®ToUS Vo o PETAPEEOLY Lall TOUC OTOUBHTOTE X VoL TUEOLY UE QUTH OTIOLIOHTOTE GTLYUN
emLUOOY. Y YEVIXEC YPOUUES OL UMY AVES AUTEC UTOPOVY VoL OVIPEQOVTAL GE ELOIXA POPNTES
%x0voOheg mawyVidlwY, mpoownxols ngoxole Bondolc (PDAs) A xvntd tniépwva (oyfuo
2.4). Abyw tou meploplopol Toug amd mhevpds hardware, tétoleg CUGXEVES ALY VIBLWOY GUY VY
Umogépouv’ amd uixpod péyedog 0dovng, TEpLOPLoUEVO YWeo amo¥rixeuong xadde xon amd uixen
oudpxeta Lwng e pnatoplac. Autd o TpoBAuaTta 6ev Snuiovpyoly UOVO BUCXOMESC OTNV o-
VATTUEY TV Ty VIBLWY YEWROC, ahhd TOMES Qopég xan SloTaypolg 6Toug yerotes. Butuyag,
ol elkelelg autég Eyouv devdetniel xou €youv Peedel TpdmOL xaTd TN SLdpxeld TWY TEAEUTAUWY

€10V, e Toug omoloug urnopolv va emAudolyv [5].

Xxnua 2.4: Yvokevég xepos
Aprotepd: Game Boy Advance (2001), Kévtpo:
Google Nezus 10 (2012), Ae&rd: iPhones (2012)

2.3 Katnyopieg Bivteomauyvidiodv

H xotnyoplomoinon twv Bivteomouyvidwdv yivetan Bdoel tng ahAnAenidpaong Tou yefoTtn Ue To
mouy vidL (gameplay) xou 6yt Bdon twv onuxmy dwpopornotfoewy. Eriong, eivon avedptntn and
v wotopla i and to mepBdhhov to omolo mapoucidlel [6]. Qotdoo, or Tpéyouces mepLypa-
péc Prvteomanyvidlwy ebvar axolOpIoTES, AMPOGOLOPLOTES Xl TEQLEYOLY TOMNATAESG BLUCTAOELS
TAnpooplag, UE AMOTEAECUA OPLOPEVES XATNYOPIEC Vo QolVETAL OTL €YOLY OCUPT| OELOL oL VAl
emxohOnTovTon evvotohoyixd. Hoapoxdtw mapousidlovton 13 xatnyoplec ol onoleg oUupwva Ue

Toug epeuvntéc ebvon ot Baoixée [7, 8.

Apdone (Action Games)

Arcade Games

IIéhne (Fighting Games)

Tevixic Awoxédaone (General Entertainment Games)

20



e Movowrc & Puluod (Music & Rhythm Games)
e Aghynone (Narrative Games)

o Ayovwv OdAynone (Driving/Racing Games)

e PéHwv (RPG Games)

e Boldv (Shooter Games)

o IxavotAtwy & TOynec (Skill & Chance)

e Ilpocopoiwone (Simulation Games)

e Adnuouol (Sports Games)

e Ytpotnywic (Strategy Games)

A&ilel va onuewwdel 6TL Aoyw Tng ouveyolg xou paydolog eCEMENC TV BVTEOTALY VIOLOY TOMAG
am6 owTd duvaton vor efvan UBEIBLL TV TaEATAVE BACIXGY XATNYOELOY CUVBLALOVTAS (oL TT)-

PIOTXE TOUG UE AMOTEAEOUA T1) ONULOURYIO VEDY UTOXUTNYORLOV.

2.3.1 Apdong (Action Games)

To mowy vidLa 5pdiong EMITEETOLY GTOV YENOTY VoL TeocwToToNIel xou Vo EAEY YEL Evay Yapax T ea
OE NATAOTAOELC TOPOUOIES UEXEIVEC TIOU LTy oLV o Torvieg dpdong. Kowd yapoxtnplotind
oToLyElo AUTMVY TV ToUYVIBLOY omoTeAoLY oL xivicels (Teé€uuo, dAdaTa, audeno), ol eEgpeu-
VACELC X0l OL TOMES TOAEUNES UAYES, UE AMWTERO OXOTO TAVTO Vo EETERAGOUY Toug e VpoUg
xou vou Teppatioouy ywplc va xataotpédouv toug eautolc Toug (oyfua 2.5). O malytne anate-
fron vor €yel yeryopa avtavaAac Txd, oxplBela 0TI xvioelg Tou xou ToyutnTa. To teploodtepa

mouy vidlor dpdiong etvon Tparypotinod yedvou (real time gameplay) [9, 10].

Yxnua 2.5: Iayvidwa dpdong
Apirotepd: Tomb Raider: Underworld (2008),
Kévzpo: Lego Star Wars II: The Original Trilogy
(2006), Ae&rd: God of War II (2007)
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2.3.2 Arcade Games

To Arcade mouyvidio eivon mapduotor (A xan (Sror) pe tar mouy vidia mou Aertoupyoloay o Arcade
mthotpoppes (oyhua 2.6). Hrov xou elvor Snuo@uly 6e x0vd MOV TV NAXLGOY. LT ONUeERVY
emoy)| ta neplocdtepa (web browser based) mawyvidia eunintouv oe auth v xatnyopio. Ta
oy vidla awtd yapoxtneilovton amd amhf Semopy| (interface) petall ypriotn xar mouyvidoy,
%xo0OC %o amhoUg XAVOVES. LUy v SlVouv €UQocT) 0TO GXORPICUN TOVTWY ot OTNY eEEMEN
v emnédwy [8, 11]. Emmiéov, to mouyvidia autd av o Yewpolvton “tng nakide oyorhc’ (Old
School), mapdro tne peydhng eEEMENS TwV BIVTEOTOUY VIBLOY X0t XOVGOAGDY, cuveyilouv va efvon

Blorypovixd xau vo Bploxovtan otny ayopd [12].

EIPC Snake

Length: 41 _Score: 390
0

0
7
0

Xxnua 2.6: Iayvidwe dpdong
Aproztepd: Flow (arcade game Blockade 1976),
Kévtpo: Pacman (1980), Ae&rd: Joust (1982)

2.3.3 IIdArnc (Fighting Games)

To mowy vidLo tdAng ebvon €va eldog Prvteomony viduny oTa omola o Tody Tng EAEYYEL Evay Yapax T e
0 omolog pdyeTon Ue €vay 1 TepLocOTEPOLS avTimdhous. Ot yopoxtrpeg Tetvouv va €youy (oeg
BuvdueL xau To Ty vidL e€ehicoeTton oe ToAloUC YOpoug oL omolol AauPBdvouy Ywea GE Lol apéva.
Emniéov, €youv cuvilwe owaitepeg txavotnteg 1 eTETIXEC XIVACELS TOU TEAYUATOTOLOUVTOL
and 10 Yerfiyopo Tdtnua pog axoloudac TAAXTEWY, To YVWwoTd ot Ghoug combos (oyhue 2.7)

11].

Yxnpua 2.7: Iayvidia tdAng
Apirotepd: Dead or Alive 4 (2005), Kévtpo: Virtua
Fighter 5 (2005), Ae&id: WWE SmackDown vs. Raw
2007 (2006)
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2.3.4 Tevuxrc Awaoxédacne (General Entertainment Games)

H xatnyoplo yevixhc Slaoxédaone yapoxtneileton and mowyvidia eniivong npoinudtwy (puzzle)
xou yvooewy (trivia). Efvar ouvAdwe mowyvidiar yior évay madytn odAd pepixd urootnpilouv
xou mohhamhoUg (party games). To mouyviSia autd xatohauBdvouv teploplouévn meptoyy| Tou

TouyWBLoY xou TpoBdhhovton and pa otadepr xon oxivitn xduepa (oyua 2.8) [8].

e
TeLY A J-,;lr
LOSLLGNY

L9945909
QULTEOSS

SHOLLLe8
PTLUe0NS|

Yxnpa 2.8: Havidwa yevikng diaokédbaons
Aprotepd: Bejeweled 2 (2004), Kévtpo:
Wario Ware: Smooth Moves(party game) (2006),
Ae&rd: Bust-A-Move Bash! (2007)

2.3.5 Movowxfc & Pudpod (Music & Rhythm Games)

oy vidia ota omolar 1) xOpLot AELTOLEYIXOTNTA TOUS TERLAUUBAVEL TOV YEHOTY Vo YOREVEL, Vo TEO-
youdder 1) vo maklel €var AMAOUGTEUPEVO HOUGIXO ORYaVOo, TaEVOUOUVTIL w¢ Taky vidta Movowrg
& Pulduot (oyfua 2.9). Ta mouyvida autd tpocavatohilovioar oyedv amoxhels ixd yopw ond

T AANANAETUOPAOELS TOU TadX TN UE [lat LOUsLXT TapTiTolpa 1 Hepoveuéva Tpayoldia [8].

Do —
(103090 emmis  cammmm 03310/

Yxnua 2.9: Havidwa povoikris € puduot
Aprotepd: Guitar Hero II (2006), KévTpo: Dance
Dance Revolution Universe 3 (2008), Ae&rd: SingStar

(2004)

2.3.6 Ag@?hynong (Narrative Games)

Yo mouy vidtor apriynone xoplar Eugac diveton otny e€EMEN Tng o Toploc. Kowd ototyela twyv
Ty VISV apriynong etvan n e€epedivnon, to nalk, n cUAAOYNH xou oL un Bloaeg odAniemibpdoelg
e dhhouc yopaxthpec (non-player character (NPC)). ITtdoavd deutepetovia otolyeio twv mou-
VLV aphynong tepthopBévouy xivnon xat 8pdom (oyfua 2.10). O pdyec eivar modléc @opés

deutepeoucac onpaciog oo Towy Vil autd. O TepuATIoNOC EVOC TETOWOL Ty VISLOU, cuUVAYKC

23



CLUTITTEL UE TO TENOC TNE Lo ToRlIG %ot TNV EXTAPWOT TNS TAOXTG-UTOVECTC antd TOV TEMTO-

ywvioty [8].

Yxnua 2.10: IHavibe agriynong
Aprorepd: Condemned: Criminal Origins (2005),
Kévtpo: Myst (1993), Ae&rd: King’s Quest 5 (1990)

2.3.7 Aydvev O8¥ynonc (Driving/Racing Games)

Ta mouyvidiar oy dvwv 08ynone 6ivouy T SUVATOHTNTA GTO YENOTH VoL EAEYYEL EVOL OY UL OF ULaL
AVTOY WVIC TIXT BLOPYAVGOY) TOU GUUUETEYOLY Xot dhhot. Ou aydveg houfdvouy yweo oyedov
navto o€ xodoplouéveg tioTteg xou unopel va tepthauBdvouy mTohholg xixhoug. O yehotng YeVI-
x4 avtorywviletan elte molytec Tou eEAEYYOVTAL OTO dANOUS YPNOTES ElTE Taky TEC TOU EAEY Y OVTOL
ond tov vrnohoyoth (NPC) ue teyvnth vonuooivn (artificial intelligence). ITohhd mowyviSua
AYOVWY 001 YNONG TEOCTIO0Y VoL SNULOURYHOOUY AYWVICTIXES GUVITXEC OGO TO PEUNOTIXES

yiveton, uéow tne odhynone we peydhn axpifela xon Aemtouépela (oyfuo 2.11) [11].

Yxnpa 2.11: IHayvidw aydvwr odiynons
Apirotepd: Need for Speed: Most Wanted (2005),
Kévtpo: Project Gotham Racing 8 (2005), Ae&rd:
Burnout Revenge (2005)

2.3.8 Poérov (RPG Games)

Ta mawyvidio authc TNg xotnyopiog €xouv TNy TeoéAeuon Toug oTo emtpanéllo mouyvidL Dun-
geons & Dragons xau Booixdc 6toy0c Tou malyTn eivon vor eEAEYYEL Evay 1) TEPLOGOTEROUS YOt
paxthipeg. Ot YopoaxThEES €Y0UV TN SUVUTOTATA VoL BEATIOVOVTOL PE TNV EEEALET TOL oy VLBLOD,
amoxTwvTaS eunelpla and udyeg xon doxydaciec. Emmiéoyv, €youv tn duvatotnta va BEATIOVOLY
Tic 8edloTnTeg xou TG txavoTnTéC Toug. To mouyvidia autd cuviiwe xpdBouv ueydin o Topio

and miow, 1 onola cuyvd e€eMooeTon ETE OE QAVTACTIXG EITE GE XOOUO TNG EMOTNUOVIXAC
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pavtaociag, o onolog anoteheiton and tépota, payelo ¥)/xan mponypévn teyvoroyia (oyfua 2.12)

[11].

Yxnua 2.12: IHavitwe porwv
Apiotepd: Final Fantasy XII (2006), Kévtpo: The
Elder Scrolls IV: Oblivion (2006), Ae&id: Untold
Legends: Dark Kingdom (2006)

2.3.9 BoAdv (Shooter Games)

To mouyvidia Borric Bacilovtar otnv ToybTnTa xan otov yedvo avtidpaone tou maiytn. O yo-
EOXTAPOC CUVATWE XEAUTAEL XATOLO OTAO X0l GXOTOS TOU Elvol VoL YTUTHOEL TOUS OVTLTEAOUC
xou var tepdoet Tic Boxyaoies diywe vo meddvel (oyfue 2.13). O Baocxéc evépyeleg mou xdvel
o yehotne elvon va mupoPohel, vo xvelton, va TNOdEL xou Vo aAANAETLORE UE TO TERBAAAOY

[10].

Yxnpa 2.13: Hayvidia foddy
Aprozrepd: Call of Duty 2 (2005), Kévtpo: Half-Life
2 (2004), Ae&rd: Gears of War (2006)

2.3.10 Ixavothtwv & TiOyne (Skill & Chance)

Ly xatnyopla TWV TALYVISLOY IXAVOTATOY Xou TUYNG TEpLhopfBdvovTon OAo Tol Tapadostaxd
Ty vidla, OTwS 1 VTda, To oxdxt xon To TEBAL, xodog xan mawyvidla xallvo 6w noxep, {dpta
x.o (oyfua 2.14). To neproodtepa emtpomélior Touy vidLor xoun mowy vidlor xopTthv cuunepLAaUBavo-
vTow o auTh TNV xatnyopla pe Ty e€alpeon twv card battle mouwyvidudv xon v emitpaméllwy

otpatnywic, onwe to Risk [11]
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Xxnua 2.14: Havida ikavotrjtwv € tixyng
Aprotepd: UNO (2006), KévTpo: World Series of
Poker: Tournament of Champions (2006), Ae&rd.:
Catan (2008)

2.3.11 TIlpoocopoiwong (Simulation Games)

To ouy vidia tpocopoinang npoonadolv va avtyedouy Bidpopes SpacTnELOTNTES Xl EUTELRIES
am6 TN meory oty Lwn, YETOVTag Toug MUY TEC OE XUTACTACELS TIC OTOLEC UTO AAAES GUVITIXES
oev Yo uropovcay va Biwcouy. Emmiéoyv, axohouvlolyv xavoveg xal VOUOUS TOU oy HoTtixo0
%x60poL, 660 o ToTd yiveto (oyua 2.15). O Baocixéc utoxatnyopiec otic onoleg ywpeilovton

Tar oy VISl Tpocopoiwong elva:

e ITpocopoinwor OxAuatoc (Vehicle Simulation): Ta onola dnutovpyoly eZoupe-
TG axpiPBelc eUTELpleC OTOV YEHOTN Xat EQapUOLovTon GE AEROTAGVA, Thola, dpuoTa Uy NG

4
.0

e Ilpocopoinwon Zwhg (Life Simulation): Ta onola emtpénovy otoug naiytes vo
OloyetpllovTal xdmolov 1) XAmoloug YapaxTHeES xou Vo aywvilovtal oe SLdpopa YEYOVOTA.
Yy olota dlvetan 1 BuvatdTnTal oTov Taky T var ailel ooy Vo GUUUETEYEL GE XATOLO

yeEYOVOC.

e ITpocopoinor Awadixaciog (Process Simulation): To onola npocopoudvouv
7. 4 7 7 /7 4 4
TOAUTTAOXOL CUC TAUATO X0l OLAOLXAUGIEC OTIC 1) XATAOHELY| oL DLy Elplor) TOAEWY, TOALTL-

OUOY, CTEATWY, GLONEOBEOUMY X.4.

Yta mowy vida mtpocopoiwong cuvilwg Bev UTEEYOUY aLCTNEE XUVOPIGUEVOL GTOYOL, UE TOUG
Tk TEC Vo UmopoLY VoL EAEYEOUV EAEDTEQ TOV YORUXTARA, TO EXACTOTE OYMNUA 1) TNV EXACTOT
otaduaota. ‘Ohar Tor oy vidtar elvon Wiar Loppr) Tpocopoiwong, aAAd o autod Tou eldoug ExeL
yivel ueydhn npoomdiela, HOTE Vo elvol 660 TO BUVATOV O PEUALOTXE. Aev €xel TOaN onuasci
av elvon euydeTIoTo 1) BUOXOAA Vo Tar ToUEEL Xavel, opxel vor divouy otov malytn Ty aicdnon
TOU TEAYHATIXOU X PEOMOTIX0V. AXOUAL, 1 TAELOVOTNTA TKV TAkYVISLOY TEOCOoUolwone etval

extéc-oUvdeong (offline) eZoutiog twv oA LYNAGOY anathoewy peakiopol [9, 10].
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Yxnua 2.15: Havidwe mpooouoiwons
Aproztepd: Flight Simulator X (2006), Kévtpo: The
Sims 2 (2004), Ae&rd: SimCity 4 (2003)

2.3.12 A9AnTicpol (Sports Games)

To mouyvidior adANTIopoL amoTEAODY TIC TEMTES XUTNYOPIES TOLY VIO LOVIEAOTIOLWVTAS ONUO-
Q) adhuota. A Tic TE®TEC UEPEC TNG OYEBIUONE NAEXTEOVIXMY ToUYVLBLDY, TOTE TOL Tol
Ty VBl OEV Ely 0V AMOXTACEL TNV TAUTOTNTO XL TNV TEOTOTUTIO TOU €0LUY CHUEQ, OL GYEDLO-
0TéC oTEAPNXAY TEOG oUTA. AUTO AMOOXOTOVUCE XoL GTO YEYOVOS OTL a6 TAEUEAS UAEXETVYX
ATy XaAOTERO VO TTROGPEREL GTOV GUVTNENTIXG XATAVAAWTY Towy vibio pe o omola ebvon e€ol-
AEWWUEVOC OTNY xadnuepv| Tou (w1, Tapd Sy VwaTo TEOS AUTOV. MUVETKOC, EEXIVNOE 1) avdmTuén
Ty VIBLWY Baclouéva o UTAOXET, TO00GPUEO, UTEWLUTON, Tévig, muypayia x.d. Kdrmow and
aUTA Tor oy VSl 6ivouy EupacT) 6ToV TEOTO YE ToV omtolo TokleTon TO Ty VIOL X GAAXL GTNV
OTRUTNYIXH X0 OTNV 0pYEVWo Tou Ty Vidtol (oyfua 2.16). Anotelel yiot omd tic dnuoguréote-
PEC HATNYOPLES TTOUY VIOLOV, XADME Tl YULAXTNELO TIXE TV OPABWY XL TOV TALY TOV AVapPELOVTOL

OTNV TEAYHOTIXOTNTA XoU AVOVEDVOVTOL xdde ypdvo [11].

Yxnua 2.16: IHavibwe aOAntiopod
Aprotepd: Vancowver 2010 (2010), Kévzpo: Tiger
Woods PGA Tour 14 (2013), Ae&id: Football Manager

2015 (2014)

2.3.13 Xrtpatnywxnig (Strategy Games)

To mouyvidior oTeaTnYIX S AmoTEAODY Wiot UEYIAN xotnyopla Brvteomonyviduwy. Aivouv peydir
€upaon ot oxédm xaL 0To OYEBLUOUO Yiol Vo TETUYEL 0 Taly TG TN Vixn xou ameudivovTton xupleg
o OpLo xowvd. Ta maryvidio autd amartoly GTEATNYIXY, ToxTixh xou Aoy oxédn. H npoéheu-
O™ OAWY TWV TALYVIOLOY GTEUTNYXNAS elvon xhaowxd mouy vidla 6mws To oxdx, To Risk x.d&, ahhd

oe véa Touy vidla 1) eumeLplar Tou Touy ViSLoL elvon TOAD ALy OTEQO a@NENUEVT XAl 1) TOAUTAOXOTNTA
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ouvide LYNAOTERT WS TEOC TO OTL EXELC VoL Bl ELRLO TElS EVal TEPLOPLOPEVO GUVONO TIORWY YLol
va TeTOyEl évay oxomd. Tao neplocdtepa mowy Vil auTAC TNg xatnyoplag ivol oTEATIOTIXOU

YOEaXTHEN. 2ToL oy Vidlar G TEUTNYIXAS UTdEYOLY XUElKE 2 EL0WY CUC TATIXE:

7 7 7 Ié 4 7
o Auwoyelpion Ilépwv (Resource management) 1 onofo nepthopfdver Ty xortooxeun xtiplnmv

X0l LOVEOWY.

e Anogdoeic [Tépwv(Resource decisions) n omola nepthopBaver Tic anogdoec Yo T0 Toe

vo. 9€oel Toug mhpoug oE BEAoELS.

To mawyvidio otpatnyhc yweilloviar oe avd yopou (turn-based) xar oe mpaypotinod yYpdvou
(real-time) ovdhoyo e TO av 0 Tk TNG TEPEVEL TOUC UTOROLTOUS VTLTAAOUS VO TEAELOGOUY
Tic xwvhoel toug 1 moadlouv Ghot pall TouTOYEova. XTI YERES HOC Tol Towy VBl oTEATNYIXAS
€y 0LV YIVEL cUVOYLUL UE To TparypaTixol yedvou mouyvidto (RTS) o onolo éyvoay dnuoguly
e mouyvidto 6mewe too Dune IT xon Warcraft. Ta mouyvidio awtd Bacilovtar otny dueor dpdor-
avtidpaor wetadd matyTtn xan avTindhou, divoviag AYOTERO YEOVO GTOUC Tl TEG VoL GXEPTOVY
otpatnywés. Emmiéov, to mporypotinod yedvou mouyvidia 9€touv Tov malytn und mleorn €tol
OOTE VoL TEETEL VoL ETERIoEL 0pY0AOY XS TOV YEOVO oL €yl 6TT BLddeaT| TOU, Yl Va Doy ELRIOTEL
Touc BLdpopouc Thpoue, va ytioer xtipto, va xivnOel xon va emitedel (oyua 2.17). Luvende, Ye

TOV TOAUBLIOTATO TEOTO TakyWIdL00 diveTon dhhog Bodudg otov dpo “octpatnyinh”.

To avd-yUpou mawyvidia (turn-based), mopdho mou etvon Aydtepo dNpoPIhA elvor oxdua oYETIXd
duvatd 6To BLadixTuo. Boowxd toug uelovéxTnua elvon 6TL 0 Yprotng Oev umopel var ehéyEel
600 Ypovo VéAeL va maflel xou TOTE, xS TEETEL Vo TEQUIEVEL U€YPL O GANOC TokyTng val
xavel plar xtvnon 1 va tepdoel o ypovog. Toautdypova duwe, anotehel xou TAeovEXTNUL, xadwg
aUTO TO DIOTNUA AVAUOVAC, OIVEL OTOV Taky TN T1 BUVATOTNTA VO OXEPTEL TIC CTEATNYIXES TOU

[9, 10).

Yxnua 2.17: Havida otpatnyikng
Apirotepd: Warcraft III: Reign of Chaos (2002)
Kévtpo: Command & Conquer: Red Alert 2 (2000)
Ae&rd: Age of Empires III (2005)
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2.4 Avywyég I'caguxedyv Graphics Pipeline

YTa TELOOLAC TATA YRAPIXE UTOAOYLIOTOY, O AYWYOS YRUPIXWOY avapeépeTon otny axorouvdio Bn-
UdTwY oL YenoylonotobvTol yia TNV dnulovpyio plag 2D raster avomopdo taong yio TeLo6LAC To-
e oxnvig. Aol dnuioupyniel éva TplodldoTato YovTého, Yia Taeddelyuo ot éva BlvTeomot-
YVIOL 1) OE OTIOLIBHTOTE GAANL TELGOLAO TOTAL XIVOUUEVO OYEDLAL, O AYWYOS YRUPIXDY ATOTEAEL TNV
olodixacior 1 omola YETATEENEL AUTO TO TELOOWICTATO UOVTELNO GE oUTO ToU TEOBUAAEL O UTO-
royotig. Ol UTOAOYLIOTEG dEYLoaY Vo BEYOVTAL ONUAVTIXES ahAaYEC Tl TEAEUTAlOL YPOVIAL [E
NV eloaywyT) mog EEYmELOTAC XdpTag BIVIED Xou TNV vodo TOU UAXOU ETLTAYUVONS YRUPLXDY
(hardware accelerated graphics). Auto €yet odnyfoet otny avdyxn yio évo tpoypapuati{ouevo
AYWYO YEUPIXMY TouU Unopel va yelpaywynlel ano oxtaotée (shaders), xohotdvtag ye autd
TOV TEOTO TIC U1 ETAVATEOY POUUATICOUEVES UAOTIOLACELS TOU YWY OU YRUPLXWY OTUPY OUWUEVES.

Hopoxdte avapépovton ETLypoppoTind T oTddla Tou aywyYol yeapixoy [13]:
e Movtelonoinon xa petaoynuatiopds (Modelling and transformation)

o dutiopdc (Lighting)

Metooynuatioués xduepas (Camera transformation)

Vahidopa (Clipping)

Metaoynuatioudc npoforfc (Projection transformation)

e Scan Conversion

2.5 Tpewooddotateg BiBAtodnxeg IN'ocagixedyy 3D APIs

Ta tpiodLdo Tota yeupixd €xouv Yivel T6G0 SNUOPIAY|, EOWd oTa BrvTeomaty vidla, UE amoTEAECUA
va €youv dnuovpyniel tpodidotates PiBhiodrixes ypagpxodv (3D APIs) étol dote va Sieuxo-
AOvouv Tig Bladxacies o Ao ot GTABLL TwV Yeapxy. Ot Bihotfxes autég €youy amodelyiel
CoTxAc onuaciog Yo TOUC XATAOXEVUC TEG LALXOU YRUPIXDY, Xod®S TOUC Tapéyouy 1 duva-
ToTNTOL Vo €youy pooPdon oto Ulixé (hardware) oe éva agnenuévo eninedo. Tic neplocdtepeg
popEc, oL unyovéc 3D 1| Ta CUC TAUOT AMABOOTE OTIC UMY AVES TTakY VIBLOY XUTACKELALOVTOL TTAVE
oe évo. APT ypapudv 10 omolo moapéyel o apalpean Tou Aoylouixol Tng Lovadag enelepya-
olag yeapuov GPU 7 tne xdptag Bivieo. O tpiodidotateg BiBModxes yoopixwv ywellovton
o€ yaunAol xat uPniold emmédou. MTNV ToEOUCA BITAWUATIXY EpYasio EMAEYTNXE 1 W) oVT

mouywdLdy Unity 3D n onoio yenotponotei v OpenGL ES xou tnv Direct3D [14].
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2.5.1 Direct3D

H Direct3D eivor éva 3D API, yépoc uiog euptitepng PiBhlotixne noxétwy yeapxodv tng Dire-
ctX tne Microsoft. Xenotuomoleiton eUPEWS amO TEOYEOUUATIO TES Yia TN ONiovpYia TaLY VIOV,
xa0de 1 VPNAY anddoor oe autd anoteel Booixd Topdyovta. Ilapdho mou oL TewTeg exdoTELG
elyov Addn amooTOVTAG aEVNTIXA OYONAL OO TNV XOWOTNTA TV TEOYRUUUATIOT®Y, TAEOV O-
rotehel wa Poowr| BBMoI N ota Telodido tota Yeopxd. Afvel Tn SuvaTOTNTA OTIC EPUPUOYES
va extehoUvTon €lte oE 0hOXANEN TNV 0VOVT elte O UXEd ToEAIUEO oY TEOYEUUUATIO TODY X0t
waAAnha. Xenotdomolel eEeAYUEVES BUVATOTNTES YRAUPLXWY, XIS Xl ETUTEYUVOT) LAXOU TNg
AAETUC YRUAPXODY EQV elvor SLIEGUIO amtd TNV ®YETA, EMTEETOVTAS TNV ETULTAYLYCT) GE OAOXATION
TNV BLOYETEUOT) YRAUPLXWY 1| OE EVOL XOUUATL TNG. Emypouuatind avagpépovton mopaxdte optopéva

TAgovEXTHaTa Xou Uetovexthata tne Direct3D [15].
e ITAcovextrpata:
— ITpoypoppatiloyevor pixel xou vertex shaders (oxtaotéc).

— Iepiéyel cuvaptrioeic Yo vo amapriueite axet3mg Tt LAXS Yeapixwy eivar dtadéotuo

070 GUOTNUA.

— To ouvtaxtixd xou 1 doun) €youv elelyVel oe wa pop@n, TETOL WGTE O TEOYEU-

HOTIOMOC VoL YIVETOL EUXONOTEROC amd OTL TAV GTO TAPEAUOV.
— Mmopolv va yivouy adlayéc ywelc Vo YAAIoEL O UTEEY WY XOOLXAC.
e MelovexTrpata:

— AvoBaduiCetan xdde ypdvo mou elvor oyeTixd apyog puiude av oxeptel xavelc Ty

TayOtnTa e Ty omola xavelton 1 Propnyavior Yeopxay.

— Aev eivaw open standard xado¢ wévo n Microsoft amogacilel 1 Yo cuumeptingiel

oTNY €x500M).
— Xpetdleton TEPLOGOTEPOC XDOLXAC YLoL VoL apyixonoindel xdrt.

— O oyediaopoc oy vidol oe Direct3D pe C etvar 80oxolog xan umopel va odnyroet

O€ AMOYONTEVOT).

2.5.2 OpenGL

H OpenGL eivow piar diemopr] Aoylouixol yio TNy x8eto Yeopxov. Auth n dienogy| anoteieiton
an6 mepimou 150 daxpitéc eviohéc mou unopel xavelc va yenowlonotioet yia va xodoploel ta

AVTIXELUEVOL Yo TIC AELTOURYIES TTOU AMAUTOUVTOL YOl TNV TUEAYWYT| OLUBRC TIXWDY TELOOIIO TATMDV
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epopuoy®yv. H OpenGL éyel oyediactel og yio BeATIoUEVN, aveldptnTn and 10 UAXO Slemapt
TOU VO UTOREL VoL EQUPUOCTEL OE TOAAES OLopOpETIXES TAATQOEUES LAoU. T v emitevydo-
OV auTd, xapio EVIONY| Yol TNV EXTENECT) EVERYELOY GTA Topoupd 1) OTNY AmOXTNOT| ELGHOOU
otov yenotn oev mephopfdveton oty OpenGL. Avt’ autol, Jo mpénel xavele va epyaoTel
UECW OTOLOLONTOTE GUCTHUUTOS ToEAIVEMY EAEYYEL TO GUYXEXPWEVO LAIXO TOU YENOWOTOLE-
fre. Ouolwg, n OpenGL dev togéyet eviohég udmhol emmédou yio TNV TepLYEaPT) TELOOLAC TUTWY
uoviéhwy. Me tnv OpenGL, da mpénetl xavelc vo dnuiovpyroel To Yovtélo tTng apeoxeiag Tou
amd VoL Uxpeo GOVOAO TWV YEWUETEWXGY primitives onuelwv, yoouumy xa toAvyovewy. Em-

YOOUUUOTIXG AVOPECOVTOL TIOPAXATE OPLOUEVOL TAEOVEXTAUOTO Xat PEtOVEXTAaTa Tne [15].
o ITAcovextrpato:

— Elvor moAd popnty| xou umopel vor tpé€el oyeddy oe onoladhmote Thatpopuo eoutiag

tou Open Standard.

— Iepiéyel éva peydho €0pOC YOPUXTNEIGTIXGY TOCO GTOV TUPTHVA TNG OGO XU UECEK

TPOEXTACEWY, EMUTEETOVTAC TNG VoL HEVEL GUYYROVT] UE T VEX YARAX TNELOTIXE UAXOD.

— Xenowonoteiton yia ToAAG StopopeTind npdypota. H otoadepdtnta xou 1 unootreiln
TNe o€ €va EVPL PAOUA TAUTPORUMOY TNV XorhoTd EAXVCTIXT TEOE TOUS ovUp®TOUS
TWV TEYVOAOYIX®Y TopEwy. Eivon avoryvwptopévn wg to Brounyavixd medtumo ylo to
Yeapixd TovTol exTOC amd TN Propnyovia touyvidwy, 6mou 1 Direct3D anotelel tov

Baoxd ovToyVLOTH TNG.
e MelovexTrpata:

— Ot npoextdoelc (extensions) ot omoleg meptéyetl, TopORO TOU ElVaL LoYLEES, XoOTOUY

TOV XWOWO AEXETH TEPITAOXO OPIOUEVES PORES.

— Ou ouufdoelc ovopooiag TV cLVAPTACEWY UTopel Vo @aivovton UTEPBOAIXES XaTd
xoupolg, dedopévou 6Tt ToAkd IDEs €youv depoatiny| Bordeia mou umopel va deilet
OTOV TEOYQROUUITIO T TIC TAUPAUETEOUE Tou amartouvTon. Me 12 SiaupopeTind ovoua-
TOL VLo Lol CUVAETNOT UTopel Vo gabveton opdlevo oe mpoypauuatiotée C++ va

ouvnticouv vo Aettoupyoly ye tétol uteppdptwon (function overloading).

2.6 Emnuioyn tng Unity 3D

[Mor v Snuovpylar evOg Towy VSO0 BEV YEELGLETAL LOVO OYEBLICUOS YRapX®Y. Xpetdleton fiyog,
Lot LYoV QUOLXTG, YELPLOUOC ELGOBWY Xou amoxploewy YphoTh, TeXVNTH Vonuoolvn x.d (oyfua

2.18). Ou unyavéc maryvidiwv (game engines) €pyovton ye éva tpétuno AP udmhol emmédou
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TIOU ETUTEETEL TOV YEWRIOUO OAwY autwv. Mog emitpénouy va emixevipmUolue 6e o oNUovTiXd
TEdypaTa, OTwe To gameplay Tou Touy VISl xodS xou TNV SLAGUVOEST] OAWY QUT®Y TOAD TLO

e0xOAa oL Ypyopa.

Game Engine

Al |
=R
raphics | Game
Engfne q Englne -4
——

Yxnpa 2.18: Tvmkn Mnyxavny I'pagikdv

Physics
Engine

Ou Aoyol mou pog odfynoav otnyv emaoyy) tne Unity 3D €vavtt Ay unyavayv napadétovta

A ATE:
o Ilopéyel dwpedv Exdoon.

o Ocwpeiton amd TIC EUXOAES UNYAVES TOUYVLBLDY, BIVOVTOC TNV BUVATOTNTO GTOUS TROYEO-

HOTIO TEC VoL ONULOVEYHOOLY OTOLOONTOTE (B0 Moy VLBLOV.
e Trootneiler mAinddpa mhatpdouwy (PC, Console, Mobile, Web).

o Alvel T BUVATOHTNTU GTOUC TTROYEUUUATIOTES VoL GUVTAEOLY XWX OE Lop@Y| scripting oe

yAohooeg JavaScript, C# xow Boo.

e 'BEyel to Asset Store and to omolo unopel xavelg eite va Bpel Swpeedy, eite va ayopdoet

AVTIXELUEVOL TTOU TOV EVOLAPEROLY, YALTHOVOVTOSC XOTO Xl YEOVO.
o Aiver ) duvatdtnTo 6Tov xoéva v gTidEet Toug dixolc Tou oxtaotéc (shaders).
o Trootmellel tig Paoixéc Bifhodnixec Tpiodidotatwy yeapxdy OpenGL xau DirectX.

o Ilopéyel evowpatwuévo Physics Engine mopéyovtac cuotatind ta onola petoyelpilovton

TNV TEOGOUOIKGY) PUOIXHAC AUTOUTA.

o Trdpyel tepdotior xowvotnta oo forum tng Unity onol pnopel xavels vo Peel amavthoelg

Yiot TOAAG TIROPBAAUATAL.

o Alvel 1 SuvatdTnTa Vo XEVOUPE UESO Y TioWo Tou project oe omoladnNToTE TAUTPOPU

oe avtiieon ye GAheg unyavée.
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2.7 Emxowonvia Avipvdrou YTroloyioth (HCI for Games)

To Brvreomonyvidia ebvan €vag mdipar TOAD SNUOPIAYIC ot ETLTUYNUEVOS TOTOC BLABRAC TIX0) AOYL-
ouxoV. H adknhenidpaon petadd yenoTtodv xo UTOAOYIGTOY Yivetal 6To eminedo Tng diemopric
yehotn (user interface), péow xatdhhnhou Aoylopxol xou LAxol. Evac Baoixdc otdyoc e
aMnAenidpaong avipdnou-uTohoYloTy elvor var BEATIOOEL TNV EMXOVWVia UETAED YENOTOV XoL
UTIOAOYLOTWY, HECW TNG 0pUAC OYEBlaoC EVYPNOTWV Xl EQYOVOUXDY EQUQUOYCY, TEOCUVI-
TOMOUEVLY oTic avipomiveg avdyxes. Boowéc apyéc mou mpénel va tneolv oL GYEBINOTES
OLETAPAY €Vl 1) ATAOTNTA, 1) TEQLYPaPIXOTNT Xan 1) ToryuTnTo. Tlpémer var elvon puiixd mpog tov
xerotn, xadde anotehody TOAO EAENG TOCO EUTELPWY OGO XAl aPYdELWY YeNoTy. Emmiéov,
Yo mpEmel var €youv avddpaot TAnpogoplag yia xdde movy| eVEpYELL TOU XAVEL O YEVOTNG,
otadepdTnra, WUixpo POPTO ATOUVNUOVELOTC TANEOYOELOY TROS ToV Yehotn (évag péoog Gv-
Ypwnog propel va amopvnuoveloer 7(4-2) tpAuata thnpogoplag otny Beoyurpddeourn wvAun
TOU), XoME XL ATOTEOTH X0t YElptowd Tdavedy opaludtwy [16]. Boowd xvnthpto S0vun oto
OYEBLAOUO TOUC EVOL 1) ATOBOCT| TWV YENCTWOV, 1) xavoroinon xou 1 xawotouio. O naixteg ne-
EHIEVOLY XoUVOURIES LBEEC, Xol LOLOUTEROL YoPUXTNELO TIXG YVwplouoTta Tou Bev €youy Eoavadel ToTé
xan o onolar Yo Toug Bondrcouv vo TalEouy PE O amOB0TIXOUS XAl EVOLUPEPOVTES TPOTOUG.
To anotéheopa etvon tor mouyvidlar vor €youv yivel oL Paoixol anodéxteg tng vlodétTnong VEwmv

TEYVOLOYLMV X0l XouvoTopey otov topéa tou HCT [17].

2.8 Xvuvéyeia Ipaypatixdtnrog-Ewxcovixdtntas (Reality-

Virtuality Continuum)

H eupéwe dadedopévn drodn evog eixovixol tepBdihovioc VR etvor autr otny omolo o cupye-
TEY WY TopaTNENTAS elvon eVIEA®S eUBUICUEVOS OE Evay EVTIEAMS ELXOVIXO XOGUO, Xal O OTolog
UTOPEL 1| BEV UTOEEL Var UNUEL TIC WOLOTNTEG EVOC TRAYUATIXOU TEQIBAAAOVTOS, TOU E(TE UTAQYEL
elte elvon gavtaoTixd. ‘Etot, dnuiouvpyeiton éva xoopog mou umepPBalvel tar dptar TNG QUOLXNS
TEAYHATIXOTNTAS OTO OTolo oL PUOLXOL VOUOL oL BIETOLY TN PaElTNTA, TOV YEOVO Xl TIC I
BLOTNTES TWV UAXOV OeV toybouv. e avtieoy), €va auoTned TEayUdoTixd TEpUBEANOV copae
TeEmeL vau eplopiletar and Toug vopoug e guoxic. ‘Etol, howmdv, avti vo avagépouue Tig
oLo €vvoleg cav avtiveteg, eivan o BoAxd va Tonovetniolv ot BU0 dXEEC TOU TOEOXATE

Yeopuatog Yvwoté xun we Reality-Virtuality Continuum (R-V) (oyfue 2.19).

To ypdynua Reality - Virtuality (R-V) Continuum avomopiotd gl cuvey | xhipoxo aviueca
GTO EVIEAWC TEAYUUTIXO X0 OTO EVIEAWS ELXOVIXO, UE OAEC TIC BUVATEC TTAPUANAYES TwVY 600 Vo

Beloxovton oty xhlgoxa TNg YewTthc tparypatxotntag. Etol, xadde to mporypotind mnyolve
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Mixed Reality (MR)

1
1 > P
Real Augmented Augmented Virtual
Environment Reality (AR) Virtuality (AV) Environment

Reality-Virtuality (RV) Continuum

Xxnua 2.19: R-V Continuum

TPOC TO EXOVIXO, UE TIC TEYVOROYIEC EMAVENUEVNC TEOYUUTIXOTNTOC VoL EVOWUATOVOUV Pnplaxd
TEPLEYOUEVO OE QPUOXOUS YWEOUS, ETOL XAl TO EXOVIXO XIVOUUEVO TEOS TO TREAYHATXO, YiveTon

ONOEVOL XU TEPLOTOTEPO GUVOEBEUEVO UE TOUG (PUOIXOUS YWOPOUS Xou To Tapdy [18].

2.8.1 Enauinuévn Ipaypatixdtnta (Augmented Reality)

H EnavZnuévn nporypauxdtnra (Augmented Reality i AR) eivar éva toyéme avomtuooouevo
EPELYNTIXOG TEDIO GTOV YMPEO TN EXOVIXAS TEUYUUTIXOTNTOC Xl YPNOWOTOLELTAL Yol VO TEQL-
yeduber po dueon 1| éuueot dnodn Tou TeorypaTixo) x6ouou Tou onolou Ta GTolyelo eTaUEdvo-
vTon P€ow atoUnTheLY El06dwY (sensory input), mou dnuiovpyolvtan and LTOROYIOTY , OTLG
YOS 1 YPauPixd xou oL omolec cUVBLALOVTOL PE TNV EXGVO TOU XOGUOU TOU OEYOUICTE amd
Tic anoVfioelc pac (Gpoaon, oxon, aph xArt). Lyetileton pe pla YEVIXOTERY 1€ Tou ovopdleTo
SropecorafBnuévn mporypatixotnto (mediated reality), xatd tnv omola pLar OTTIXA TNG TEOYUATL-
x6tnTog Tpomomnotelton (mdovede xon vor ehhartadveTon avtl v enawEdveton) and urtohoytoth. To
TEMOTO TORADELYUO ETOENONG TNG TEAYHATIXOTNTAUC YE EMTAEOV TANEOQOElo HTAV 1) EPUPUOYT
v nepipnuwyv HUDs (Head-up displays) ota poyntixd agpooxdegn, émou o mAdtoc unopo-
Uoe var Bel mdve oto Tl Tou YeERloTNEloL Tou Xdmoleg Pacinéc MUPUUETEOUE TG TTAOTC,
OTWS 1) TaOTNTAL, TO LPOUETEO, 0 0TOYOC X.4., Ywelc Vo YEeldlETon VoL UETAXIVACEL TO XEQAAL
TOU Yo Vo XOLTdEeL Tor avdhoya Gpyavar (€€ ou xan to Gvopa head-up) xou ywelc tawtdypOVLL
va ydver Ty omtixh enag pe to mepBdihov [19]. Topelc otoug omoloug yenowonoteitoa 1
EMAUENUEVY) TROYUUTIXOTNTOL Vol OL: 0Py OAOY (XL, JEYITEXTOVIXY|, EUTOPLO, EXTAdEUOT), BlvTe-
omakyvidia, Blounyavixds GYEBIUOUOC, LITELXY), OTEATIOTIXY YEHOT, TAOHYNOT, TOUPLOUOS X.d.
Egapuoyéc enaugnuévne mporypatixdtntog oyedidlovian elte yio utoloylotég pe xdnoto Head
Mount Display, eite yio cuoxeuég yelpds OTWS XIVNTEC GUOKEVES, TAUTAET 1) TROCWTLXOUS
dneraxoie Bondoie (PDAs)

2.8.2 Enauinuévn Ewxovixotnta (Augmented Virtuality)

H enowénuévn eovixémta (Augmented Virtuality) avogépeton otnv ouyywveuon ovixet-

HEVWV TOU TRAYHATIXO) XOOUOU GE EXOVIXOUC XOOUOUS. ATOTEAEL eVOIdUEST, TERinTWOT TOU
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oxfuotog 2.20, ahhd %xUplC AVUPERETUL OE EIXOVIXOUE YWEOUS, OTOU (PUOLXA GTolyelo 0TS
PUOLXE OVTIXELUEVOL 1) ATOU EVOWUATOVOVTOL QUVOULXA X0 UTOEOVY Vol OAANAETLORACOUY UE TOV
EXOVIXO XOOUO OE TEAYHATIXO YEeOvo. Mia TETOl EVOOUATWOT) ETTUYYAVETOL UE TN YPrioT) Ol
GPOPWY TEYVIXWY. MTNV 0UCLA, 1) EXOVIXT) TEAYHATIXOTNTA ATOTEAEL TNV avTloTeopT Sladxascta
NS ENQUENUEVNC TIEOYUOTIXOTNTOC, OTIOU TWEO TO “POVTO’ vl EVOC ELXOVIXOS XOOUOG UE XATOLL

TeayHoTind avTixelleva péoa o autov [18].

2.8.3 Mewxty [Hpaypatixotnta (Mixed Reality)

H pewtd npoypatxdtnro (Mixed Reality) eivon 1 ouyydveuon mpaypotinod xol EXOVIXOU
XOOUOU YLl TNV TURAYWYT| VEWY TERYBEAAOVTODVY X0 OTTIXOTOLACEMY, OTOU TEOY TG Xou (-
PLaxd aVTIXEUEVOL CUVUTIEEYOLY Xo AAANAETLOPOUY PETAED TOUg OE TpoyUoTixd yedvo. H ouy-
YWVEVUEVT] TEAUYUAUTIXOTNTA OEV UTHEYEL WOVO OF TRUYUATIXG 1) Eovind TEpU3AANOY, ahhd elvor
€VOIG CLVOLAOUOS TEAYHATIXOTNTAS Xt exovixrc meayuotixotntoc. To HoloLens tng Micro-
soft amotehel éva téheto napddetypo Mixed Reality, 6mou o yeriotne unopel va mhonyniel péoa
OE TROYUATIXG XOGUO UE T1) P01 ELXOVIXGDY AVTIXEWEVWLY, oA NAeTdpwvToS woll Toug ooy vo

elvon TporypoTixg.

2.8.4 Ewovuxd ITepidiiovta (Virtual Environments)

H Ewovue Hpaypatixdtnta yenotdomolel NAEXTeovixoUs UTOAOYIOTES, YO VoL ONULOURYTOEL
X0l VO TPOCOUOLOCEL UTIOPXTY 1) 1) TEQLBAAAOVTA, ETITEETOVTAC GTOV YENOTY Vol IAANAETIOEACEL
ue autd. Yty oucio dnuiovpyeitan 1 Peudaicinorn 6t Beloxeton Oviwe exel xou 6TL umopel vo
xivnlel ehediepa, omwe Va €xove xou oToV TEAYUoTiXd xdcpo. Baowde mopdyovtog yio va
onuoveyniel n Peudaicinon tou meoyuoTixoy, elvon va Tpocouolw oy dieg ol aucfoelg pall.
Auté elvan o 50o%0A0 amd 660 AXOVYETAL, 0Pol Ol UGTVHCELS Xt TO LUUAS Uag €youy e€ehtydel
UE TETOLO TPOTIO, WGTE VAL UOC TUREYOUV Ulal TEAELX GLY Y EOVICUEVT eumelpla. 'Etol howndy yio va
ebvan metuynuévn n eyPodion (Immersion) evég yerotn oe éva TeptBIANOV EOVIXAC TEOYUATL-
xoTNTOC, ebvan onuavTixd va anouovwiel o yeHoTng xou ot o VNoEC TOU amd TOV TEAYUATIXO
%xO0U0, EMXOANOTTOVTAS Tal 0eH{OUATO TOU TTRAYHATIX0) XOGUOU UE OVTIoTOLY O ELXOVIXA, QTIaY-
péva amd To LG TNUA TNE ELXOVIXNG TeayUaTixoTnToC. 1Iio ouyxexpyéva, To choTrua Yo Teéne
VO TIOREYEL OTEPEOOXOTINY| EXOVAL, ONAAOY) BUO EXOVEC amd BLopopeTixr) oty ywvia, ula yia
x&e pdtt Tou YeNoTY, oL OTOlEC EMXAUAITTOVTAL, DNULOURYWVTAS OTOV YeNoTr TNV aloUnor Tou
Bddouc oto yweo. IMopdAinha, Yo mpénel vo UTdEYEL GTEPEOOXKOTUXOS ) 0G O OTolog Blvel TNV
aloUnomn oto YeHoTN Vo avTIAAUPBAVETAL TOV EIXOVIXO Y(MPEO TOU TOV TEQIBHAAEL UE TOAD QUOIXO
teomo. Téhog, 1 agr uropel va yenowonomndel pue xatdhAnieg cuoxeuEg elte yior Vo UTopel o

YeNoTne va vikddel Tov xOouo, ETE Yia Vo X 0B YHOOUKE TO YEHOTY), OLEUXOAUVOVTAS TOV GTNVY
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EXTENEDT) XATOUWY CUYXEXQUIEVOY EVERYELDY. LUUTERAUVOUNE AOLTOV, OTL O GWGTOG GUYYEOVL-
ouoS TV AoINoEWY TOU YeNoTYN Ot €va GO TNUO EXOVIXAC TROYHATIXOTNTS, elval QT va

dnuiovpyrioet v alodnon tou peakioTixol [20].

2.8.5 Head Mounted Displays

Ta Head Mounted Displays elvar cuoxevéc anewxdviong, ot onoleg tonodetolvton eite oto
XEPANL ElTE OE AAMOLO XEAVOG o EYOLY UixEEC OTTIXEC 0VOVES amexdvione elTe 0To Eva UdTL
(monocular HMD) eite o oo 800 (binocular HMD). Awgpépouv we mpog tov 1pdmo amemdvi-
ong, xoog dhha umopolv vo TeofBdAlouy exdvee Tou €youv dnuoveyndel otov uToloyioTH
(computer generated image) xot GAAa EIXOVEC Ad TOV TEAYHATIXG %ol TOV EoVixd xbopo poli
(BAéne augmented reality-mixed reality). 3tn 8eltepn nepintwon o cuVdLAOUOS TEAYHUTIXOV
xOOUOL UE EWOVIXO YIVETOL UE TNV TEOPOAY TN ONULOLRYNUEVNS OE UTONOYIGTY ELXOVAC TaVE)
OE UEPIXMOC AVAXAAC TIXO XoIeEnT, BAEmovTag ansuieiog Tov Tpayuatixd xécuo. Emmiéov, ta
neplocotepa HMDs mepiéyouv xou évay Head Tracker €10l wote to chotnua vo nopaxohovlel
g xvAoELC Tou yeoTn. o mapddetyyo av o YpRoTng UETOXIVACEL TO XEQYAAL TOU OPLGTERA, OL
exovee otny o0ovn tou HMD ahhdlouy, divoviag Ty evidmwor 6Tt OVIKS XOLTHEL GE BLapOpE-
T xoTeduvor oto eovind TepBdihov. Tlapaxdte yiveton Uio GUVTOUT avapopd YVWo THV
Head Mounted Displays mou ypnowonowolyv eite augmented reality eite mixed reality eite

virtual reality [21].

e Mimic Sim AR Surgeon: Eivar 1 mpotn pounotixy yewoupyixy teyvoloyia mpo-
COUOIWONE TOU ETUTEENEL OTOUC EXTAULOEUOUEVOUC VoL YELPLOTOOY TELOOLAC TOTA ELXOVIXS,

EOUTOTIXG ERYAAEl (G EVary TEOTO Yol VoL AAANAETLOEOVY pe 3D evdooxomxd Bivieo uiog

TEUYUATIXAC YEROVRYIXNS EMéuBaong.

e AR “Smart Helmet”: 'Eyeil oyedaotel and t DAQRI v yerion and unyavixoic,
gpYdteg xau omotovdrnote epydleton o Blounyavind mepBEAov BEATUOVOVTIC TNV ETL-
OO0, TNV AOPAAELL XU TNV TARAYWYIXOTNT OE £pYOoTAELo UTEPUETOVTOC 0BMYIES Xou

GANO PnpLaxd TEQLEYOUEVO TV GE TEAYUoTixo Brounyovixd eEomAloud.

e Google Glass: Yycdwouévo and tnv Google emtpénel 6Tov YpNoTn Vo EAEYYEL TNV
OUOXELY), OLoWETOUL ag BIETAPTC TTOL UOLALEL UE YPOVOAOYLO xal egavileton oTny 0Uovn.
Y0povtog Pe To BAxTUAO TEog T o eu@avilovTal TEEYoVTa YEYOVOTA, OTKS O XUEOS
%0l GUPOVTAS TPOG TA EPTPOC BElY VEL TRONYOUUEVA YEYOVOTA, OTWS TNAEPWVIXEC XATOELL,

puToypapleg, %.4.

e Pinlight: Eivor ) npwtn LCD cuoxeur i omolo elvon ehappitepn xa Yenowonotel anio-

Uotepn ey vohoylo oe oyéon e To ouufoatixd AR HUDs. Ytdyoc tne etoupelag etvon var

36



onuovpyoet éva ehapel, LPNirg evepyeloxrc anddoong, xadng xou Yeyalitepng odovng

UTIOAOYLOTY| TTIOU VOL (ORLETOL.

e Sony SmartEyeglass: To SmartEyeglass npocgépel see-through yuahid pe evotpuoto
YeploTheLo (To onolo cuvdéeton pe ouuPBatd smartphones péow Bluetooth) unepdétovrag
OTPOUATI TEPLEYOUEVOL, OIS ELBOTOACELS Xl JAAEC GYETIXEC TANPOPORIEC TAVL OE

TEAYHATIXO OTTIXO TEPLEYOUEVO UEGA OTO PUOXO TIED{D GpaoTE Tou YeNRoTH.

e Skully AR-1 motorcycle helmet: Eivou oyediacuévo yia va evioydoel tny acpdieio
TWV JOTOCIXAETIGTOV TERLAUBAVOVTOC YOpaxXTNEIC TG OTwe xduepa omoYoropeiog, Ta-

YVueTeo, xodng xou GPS.

e Sony PlayStation VR(Project Morpheus): I'voot6 pe 10 x0dx6 dvouo Project
Morpheus eivar éva headset exovixfc TEaYHATIXOTNTAS XATACKEVACUEVO ot TNV Sony
Computer Entertainment. Eivow oyediaopévo €tol wote va eivon ouyfotéd ye to Play-
station 4 xau To Playstation Vita. H oxpi3vc nuepounvia éxdoong dev €yet avaxowvwiel

oG avouéveTon va bvan péoa oto 2016.

e Oculus Rift: To Oculus Rift anotelel éva headset exovinrc mpaypatixdTnTaC TO
omofo dnuovpynoe 1o “Eéonaoua’ otny ayopd Twv Head Mounted Displays. Axoloutet

TIC XWVNAOELS TOU XEPAALOD Xt TEOPBIAAEL TELOBIAOTATES EXOVES OTIC stereo 0YoveS Tou.

e Samsung Gear VR: Oua anoteiéoel éva and ta xahbtepa all around xou @uixd meog
Tov yefotn headsets otnv ayopd. Ou elvor cupPatd pe Samsung Galaxy S6, S6 Edge,
S6 Edge+, Note 5 xau 1 eumopiny| 10U €x8001 AVAUEVETOL VoL XUXAOPORTOEL GTO TEAOG
Touc 2015.

e Microsoft HoloLens: Anotelel évo Mixed Reality Headset to onolo avauryviel otot-
YElOL TOU TEOYUATIXOU XOOUOU UE ExoVIXE oTolyelo YVwoTd w¢ holograms divovtog 6to

YeNoTN TN SuVATOTNTA VoL OAANAETLOPAOEL UE AUTAL.

e Google Cardboard: Tormodctwvtag t0 xwvntéd péoa oe éva cardboard xou 6€vovtdg
TO GTO XEPIAL, BIVEL TNV BUVATOTNTU GTOV YENOTY VoL BLOCEL Wiar PTNVY euTELplol EXoViXNg

TEAYHATIXOTNTOC UE XG0TOC 298.

Mepuxd oxdua headsets ta onola eite xUxhoPopOUY EITE AVOUEVETOL VO XUXAOPORTICOUY GTO
eundpto eivon : HTC Vive, FOVE VR, Zeiss VR One, Avegant Glyph, Razer OSVR, Archos
VR Headset, Freefly VR headset [22].
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2.8.6 Head Tracking

To Head Tracking yenowonoteiton ota ecovixd tepBdAhovia, OTou anatTeltal 0 TEOGUVITONL-
ouog o 1 VEoT eVOC TparyaTol Quotxol avTixeldévou. T'a va xatdoploouye éva Tplodldotato
onuelo amoutelton 1 Véomn uetdfBaong, 1 onola uToAoyYileTon ANO TIC XUPTECLAVES CUVTETAYUEVES
X,y,2. 01600, TOMNES EQUOUOYES EMOVIXNG TEAYHATIXOTNTAS UeTayellilovTan oAOXANEL oV TL-
xelueva xan auTé amoutel Vo xardoplo TEL O TEOGAVATOACUOS OTd TEELS YWVIES YVWo TEC w¢ pitch,
roll, yaw. Xuvendg, €& Baduol ehevdeplac (DOF) elvan to ehdytoto mou omouteiton ylar Ty
TAReN TEpLYpaPY| TNG VEONC EVOC AVTIXEWEVOU GTOV TEIoddoTato Yweo. Ilapuxdtw mapouct-
alovton Tor Baownd yopaxtneoTixd twv Head trackers, ta omolo yenowebouy xou cav Yetpixég

yioo Ty a€lohbynomn xow oOYXplor Tou cucThatog [23].
e Avdiuomn (Resolution): Metpder tnv oxpifeia ye v onola éva ohotnua propel vo
evrtomioel o Véom,.

o AxpiBeia (Accuracy): H nepoyy| evioc e onolog o Oéon mou avapépdnxe ebvan

oWOoTH.
e Antdéxpior Xuothpatoc (System Responsiveness): Anoteheiton and:

— Pudude derypotodndioc (Sample rate): Eivor o pudude ye tov onolo o awodntripes

eéyyovton Yo dedouéva, ouyvd exppalouevos cav cuyvotnto (frequency).

— Pududc Aedoyévwv (Data rate): Eivor o aptdudc twv utoloyiopévev 9éoewy avd

OEUTEPOAETTO, GLY VA EXPEALOUEVOS GOV CUYVOTNTAL.

— Pududc Avavéwone (Update rate): O pududc pe tov onolo 1o choTnua avopépet
VEEC CUVTETAYMEVEG VEOTC OTOV XeVTEXd UTOAOYLOTY, emlong cuvidwe avagpépeTtan

WS CLUYVOTNTA.

— Aovddvwv Xpovoe (Latency): Eivau eniong yvewotéc we vatépnon (lag) xou ebvon 1
xarduotépnorn UeTag) TNg XxVNoNg TOU AVl VEUREVOU OVTIXEWWEVOU XU TNG AVAPOEAS

e véog Yéone. Metpiétar og ythiootd Tou deuteporéntou (ms).
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Kegpdiawo 3
Teyvoloyxn Bdon

3.1 Ewaywyn

Y10 xe@dhono auTd apyixd yivetar uior olvToun TEpLYpapy| Tou oyeEdlloTol epyaheiou 3DS
Tou Yenowonot\inxe yio xdmoleg Bacixéc EVERYEIES. XTN GUVEYEL, YIVETOL EXTEVAC AvVapPOEd
o unyavn oyediaong mouyvidiwy Unity 3D 1 omola emhéydnxe va yenowwonoiniel, avarbovtog
Oha T Baoxd Tne péen mou ebvon amopodTNTo Yo THY OOUNGT| WIS ONOXATNPOUEVNS EQUOUOYHC
1) mouywotoL. Téhog, yivetan meprypagy) Tou Oculus Rift DK2 nou yenowonouinxe yioa tnv

eunelpior Tou exovIXoL TEPBAANOVTOC, OVOADOVTAS OAAL TAL TEY VXA TOU YOQUXTNOIOTIXA.

3.2 3DS

To 3ds Max tn¢c Autodesk etvar évo TAfipeC emary YEAUATIXG AOYLOUIXO Yiol TN Snplovpyia TELoOL-
SoTaTwY XVOUUEVWY oYediwy (3D animation), povtéhwy, matyvidldY xot EXOVLY, XATAOHEVS-
ouévo omd v Autodesk Media and Entertainment. "Eyet Suvatétnreg povielonoinong xou
eV apyttextovixrc plugin. Efvar mohd cuyvd yenouorotoluevo and oyedloctég Bivteo-
TALY VIOV, oo eumopxd TnAcontixd studios, apyttextovixd studios ontixonoinong xadng enlong
Yenowonotelton xou yior €@ Touvimy. Extoc and to epyoleior poviehomolnong xot xvolueveny
oyediwy mou dtadétel, éyel emmhéoy yopaxTnEoTiXd 6Twe oxotée (shaders), Suvopxéc npo-
oopowwoele dynamic simulation, cVotnua cwyoatdinv (particle systems), arotinwon avio-
véxhaong radiosity, normal map, global illumination, éva npocopudoyto user interface xadg

xai Ouxr) Tou YAOooo scripting.

Yta mhadolor TG TTLYlaXE aUTHG gpyactiag, yenowonotinxe To epyaielo auTO Yo var yivel

xdmolo eneepyacio 0To TELOOWGTATO WoVTEAO Tou snowboarder mou Ppioxeton oTO *EVTEIXO
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HevoD, xadideg Xo OpIOUEVES TPOTIOTOLACELS 0TO HovTého Tou oxtép. Emilong, xapé xopé (frame

by frame) Snulovpyfoope o Topaxdte animations tou oxiép:
e Apiotept| otpogy| (left turn)
o Aclid otpor| (right turn)
e Axivntoc (Idle)
e Yo (Ski)

E&outiac tou yeyovdtoc 6Tl To oy vidl ebvon First Person Controler, ta animations twv ctpo-
)

gV Bev elvon opatd xatd TN dldpxeta Tou Towy Vidol. Mropolv duwe vo gpovolv xou var agloTol-

nolv ot TEPITTWoN UEANOVTIXAG UETATEOTNG TOU TakYVLOL00 Yot GAAY TAATPORUA, €YOVTOS TOV

malytn Third Person Controller.

3.3 Unity 3D

H Unity 3D efvan o euéAixtn %ot Loy et} TAATPOpU VAT TUENS BLOBLAGTATMY Xl TELOOLAGTATMDV
TALYVIOLOY XM %ot SLUBEUOTIXGY EUTELPLOV VLol UTOAOYIGTES, XWWNTEC CUOKEVES, XOVOOAES,
xad®g xou yar To dtadixtuo. Méow Tou €Eumvou xaL TEOCUPUOCLUOL TERIBAAAOVTOS epyaciag,
xadoeg xou TNg TANUOEAC EpYOAEiwY TOU TUEEYEL, UTOPEL XAVELS VoL SMULOURYHOEL YR1YORO XoL
TOEAY WYX POEG EQYUCING EAAYLOTOTOLWVTAS TOV YEOVO ol BonidvTag 6TNY ATOCPUAUATOOT).
[Topéyel ehxohn TEOCTEAACT) TV AVTIXEWEVLY TOU TEOTLEXT, LERaEyiXY| S0Un TNS YewpETplog

xS % GUEST) TPOETUOXOTNON TNS EPopuoYNc Hog [24].

3.4 Aoun & Apyittextovixn tng Unity 3D

H apyrtextovinr) tng Unity 3D Baoileton otig unopovddeg tng. ' vo propécouye va ypnotuo-
TOLICOVUE UE GWGTO TEOTO TIC UTOUOVADES TV AVTIXEWEVGY, EIVOL AUpafTNnTO VoL XUTUVOCOUUE

QUTH THY AEYLITEXTOVIXA Téve oTnv omola eivar Y TIoPEV auTh 1) Ky oV Touy Sy [25].

3.4.1 Xvuvtetaypéveg (Coordinates)

Ye éva dlobidotoato eninedo, xdde onueio xadoplleton povadxd amd éva Lebyog aprduntixdy
ouvtetayuévwy X(opldvtiog dZovac), Y (xddetoc dZovac). Ltic tpewc dlouotdoelc xan xat €-
TEXTOOY OE OAEC TG TplodldoTateg epopuoyéc tng Unity 3D undpyel évac tpltoc dlovag Z,

o omolog avamaplotd To Bdvog pe amotéheouo xdde onueio va ovomoploToTal Amo Uiot TELHOA
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(X,Y,Z). Etot, évac x0Bog mou Beloxetar oo onueio (3,5,3) otov tplodldotato x60po, onuo-
tvel OTL améyel 3 yovddeg and o onuelo 0 otov dova X, 5 povddeg and tov dova Y xa 3

povaodeg and Tov dEova Z. Auto to format elvor YO TO ¢ X0ETEGLUVO GUG TN CUVTETOYUEVWY

(oo 3.1).

# scene
Textured 4 | RGB AEE IR Gizmos *| (@Al

| Cubeat(3,5,3)

(0,0,0)

Yxnua 3.1: Coordinate system

3.4.2 Tomxo6 XVotnua Xuvietaypévwy (Local Space vs World Spa-

ce)

Y€ OTOOVOHTOTE TELOBLAOTATO XOOUO, UTEEYEL Vol ONUED TPOEAEUOTIC, CUY VA VIPEROUEVO WG
origin A world zero xadd¢ avonopiotatar oty Véon (0,0,0). ‘Olec o1 Véoelc TV AVTIXEWEVLY
OTOUC TELOOLACTATOUE XOOUOUG EYOUV ¢ ONueio avapopds To undév. 2otdco, Yl va Yivouy
Ta Tedrypata amholoTeRa, Yenotuonololue local space yio vo opicouue VEoel avTiXEEVWY OE

oyéon pe dhho avtixelpeva (oyfua 3.2).

I i. World Positions ii. Relative ‘Local’ Positions
m
. | |

123 4567 8910

12 3 4567 8 910

123 4 5 6 7 8 910

a

=)

12 3 45 6 7 8 9 10

Xxnpa 3.2: World Space vs Local Space

3.4.3 Awviopata (Vectors)

‘Onwe xaw otic 2 dwotdoel, T Tplodidotato dviopata (3D Vectors) etvar amhd ypouués

GTOV TELOOLACTATO YMEO OL OTOlEC €YoV xdmola xatebYuvorn xan xdmowo urxog. Ta Swaviouota
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umopoLY Vo petoxvndoly oTov yweo ywelc vo oAAdlel ) Ty xou 1 xateduvon Toug. Eivow
TOAU YEHAOWA OTIC UNYOVES ToUyVIBLOY %W UaC EMTEETOUY Vo UTOAOYICOUUE OmOCTICELS,

OYETMES YWVIEC PETOEY AVTIXEWEVWY X0t OLELIVVOELS OVTIXELUEVWLY.

3.4.4 Kdpepec (Cameras)

Ou xdpepeg elvan anapalTTES GTOV TELOOLIGTATO YMEO XS BEouV WS Tapddupa Yior TNV 096V
Mmnopolv va tonodetniody ce 0molodHTOTE ONUED TOU YMEOU, CUVBEOVTAC TEC UE YAUPUXTHPES
1) avxelpeva wg pépog Tou cevapiou Tou mawywdlol. Erniong, elvar duvatd v undpyouy Tohhég
XUUEPES OE Lol OXNVA, UE TNV UToUEon OTL War wovo xUpla xduepa Yo xdvel render autd mou
Bremer o makytng. Autdg elvon xou o Adyog mou 1 Unity moapéyet o xOplar xduepa e tny €vapdn

Hog Véog oxnvig.

3.4.5 IIoAVywva, Axpéc, Kopugéc & ITAéypata (Polygons, Edges,
Vertices & Meshes)

‘Ohat Tor avTiXelpevar elvor amoXAELS TIXE XATACKEVACUEVAL ATO OLUGUVOEDEUE VA DIGOLAC TOTAL Y o
T YVWo T8 w¢ mohdyova. Kotd v elooywmyr LOVTEAWY amd pla eQapuoYn dovieAonolnorng,
n Unity petotpénel to moAbyova oe tplywva moluydévou polygon triangles yvwotd wg odelg
(faces). Xuvdudlovtoc oS cuVBEDEUEVA TONDYOVOL Ol TELOOLAG TUTES EQPUPUOYES LOVTENOTIOMN-
ONG MAC EMTEETOLY VO XATACHEVACOUUE TOAUTAOXO CYHUATA YVOO TA ¢ TAEYypata. Ot oelg ye
N GEpd Toug dnuovpyolvToL and Tic cuvdedeuévee axuéc (edges). Ta onueio ota omola avtée
oL oxpéc ouvavtiolvtal, elvan Yvwotd we xopugéc (vertices). I'vopilovtag autd to onueia, ot
UNYAVES oY VIBLOY UTOPOVY Vol X3vOUV LTOAOYLOROUS YVKOGOTOUS ¢ ouyxpolaels (collisions).
I toug mpoypoupatiotée eivon {wTixAg onuaclag Vo XoTavoricouy Tn onuacia Tou oetduol
TV ToALYGVLY (polygon count), xadde 600 peyahitepog eivar, 1600 TEpIGGGTEROL THEOL TOU

UTIOAOYLO TY| XAUTOVOADVOVTAL.

3.4.6 Metaoynuatiopoc (Transform)

Kde avtixelyevo oe wa oxnvy| €yet évav petaoynuotiopd. Xenowonoteiton yio va amodrn-
XEVGEL XL VO UETOUYELRLOTEL TN V€O, TNV TEPLOTROPY XAl TNV XAUIXWOT| EVOS AVTIXEWWEVOU.
Kde petaoynuatiopdc unopet va €xel évay motépa (parent), o onolog emtpénet 6o ypRoTn va

LETOUXLVAOEL TO AVTIXE(UEVO, VoL TO TEPLOTPEPEL XO1 VO TO XALAXWOEL LEpopYIXd [26].
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3.4.7 YTAxd, Yoég & Ixiwaoctég (Materials, Textures & Shaders)

H exdva mou gaiveton mopoxdtey delyvel Tn oYEoT TOU €Y0uV T UAXA, OL UPEC XL OL OXLo-
otég petal touc. Ou ugée xou o oxtaotég eqopudlovton oto materials. Ta materials ye T
oelpd Toug epopudlovton Téve ota wovtéda (oyfua 3.3). Me autd tov Tpdmo 1 eppavion evog

povtélou unopel va odhorydel 1§ var Tpomomomel yeryopo xon amAd ywelc Toh) GOUAELL.

Model
Texture

Model

/

Model
Material

\

Model
Shader

Yxnpa 3.3: Materials, Textures and Shaders

3.4.8 Xopoatidia (Particle System)

Ye éva TpLodldoTaTo Touy Vidl, Ol MEQIGOOTEROL YUPAUXTARPES, OXNVIXE oL GTOLEld YEVIXOTERX
avamoploTavtar wg TAEypata. Ta mAéyuota elvon 0 WavIxOE TEOTOE YLl VAL ATEIXOVIGTOUY G TE-
eed avTixeipeva pe éva xahd xadoploUévo Gy Uo.  LTa TouyVIOLL UGS, UTEEYOUY ol GAAES
OVTOTNTEC TOU EfVaL PEUCTES %ol QUAES %ot ¢ EX TOUTOU Elvor HUOXOAO Var avamapac Tado0y Ue
mhéypota. o e@é omog petaxivnon uyp®y, xamvo, GUVVEPKY, GAOYOY Xal AAAKY, oaxoloule-
fTon Lo BlapopeTint| TPOCEYYLON OTa YRuPXd YVWo T we particle system. I'a Tic avdyxeg tou
T VIBLOY, YENOWOTOLAUNXE TO GUCTNUN CLHATIOILY Yo Vo avamapacTadel To EPE Tng oxdvng

xtoviol (moldpa) Tou agrver évag oxiep 6tay avomTOZeL Toy O THTOL.

3.4.9 ®uowr (Rigidbody Physics)

H unyavh guowhc tng Unity diver T Suvatdtntor 6TOUC TROYEUUUATIO TES VO TEOGOUOWGOLY
amoxploelg Tou TEAYHATXXOV x6cUoL Thvew ot avtxelpeva. H Unity yenowonowel tn unyo-
vi) Nvidia’s PhysX, n onolo efvar o dnuo@udn xou oxpBnc unyovr Quotxic. LTiC Unyoveg
ToUY VIBLWY OV uTdpyel xoula utddeon 6Tl éva avtixeluevo VYo mpénel v emnpedleton amd TNV
BoaphnTa, TEMTOV SLOTL aUTO anoutel TOAD enegepyac Ty o) xou dedTepOV ENELDY| BEV UTAEYEL
royog va yivel xdti tétoo. H unyav guowic yenowomnotel to duvouxd cvotnua Rigidbody
yioe T Onuovpyio peaklo Tixrg xivnong. Autd onualvel 6Tt avtl Tor avTixelpevar vor evor o ToTixd,

UTOPOUV Vo €Y0LV IBLOTNTES OTwe Udla, Bapdtnta, Taydtnta xan Te3h. ‘Oco 1 enelepyaotixn
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oy 0 auidvetan, T6co to cbotnua Rigidbody physics egapudéleton oo mawyvidlo, xadde divel

TN SUVOTOTNTAL YO TILO PEUALC TIXES TPOCOUOLWOELS.

3.4.10 Aviyvevorn X0yxpouvorg (Collision Detection)

H aviyveuon chyxpouorng etvat €vag T1pdmog vor avaAOGOUUE TI GUYXPOVOELS METUED TWYV AVTIXEL-
HEVWY oToV TEIodLdcTaTo xOcpo. Me tnv tonodétnon evog Collider ndve oe éva avtixeipevo,
onulovpyeitar éva adpato TAEyUa TeryUpw Tou, To omoio elvar unedYuvo va evtomilel TuY OV GU-
yxpovoelg pe drroug Colliders. Emimhiéov, undpyouv 600 EWBGY GUYXPOUGTES, Ol TEWTAUPYIXOL
(Primitives) xou ta théyparta (Meshes). Ot mpotopyixol ouyxpouoTég eivan amhd YEWUETELXX
avTixelyeva 6mwe x0Bot, opolpec xou xdpouleg xou and drnodn LTOAOYLE TLXOL XOGTOUC lvol QTN-
votepol. To mAéypata €xouv YeYaA)TERO UTOAOYIGTIXG XOGTOE, xoKS axoAoUYoY axEB3Eg

TO OYAHUL TOL AVTIXEWEVOU GTO OTolo €)0UV EQUPUOCTEL.

3.4.11 ®Pwtiopdg (Lighting)

[o vo umoloyiotel 1 oxtaon evog avtixeévou, 1 Unity ypewdleton va E€pel Ty €vtaom, T

Beliuvom xou To YpPWUa TOU GOTOE ToL TEQPTEL Téve Tou (oyfua 3.4) [27].

s o
DOD Light source
00\

Bright shading

Dark shading

Yxnua 3.4: Lighting

Autéc oL 1B6TNTES MapEyovTon amd Tor avTixelpeva pwtog (Light Objects). To Baoixd ypdua xou
1 évtoon xadopllovtar e Tov (8lo TedTo Yior dAa Tar AdTA, ahAd 1) xortebYuven e€apTdTon omd ToV
TUTO TOL PWTOC oL Yenodonoteite. Enlong, 1o pwe unopel vo yewwdel ye tnv andotaon ond Ty

mnyn. Ol Téooepic TUmoL uTog Tou elvon dlodéatuol otr Unity neptypdpovTon mopoxdte.

e Point Light: Tonoleteiton oc éva onpeio 0T0 ywEo %o GTEAVEL QOC TEOC OAEC TIG
xatevdivoelg ogolopoppa. H xateduvon tou @wtég mou yTumdel uio emipdveia ebval 1
Yeauun and To onuelo enaprc u€ypel To x€vTtpo e TNYNS Ywtoc. H évtaon peidvetan e
TNV AnOCTACT And TNV TNYT TOU POTOSC, PTAVOVTAS GTO UNOEV UETA AT EVOL GUYXEXPHIEVO
elpog (oyAua 3.5). Autd To eldog PwTOC lvor BUVIXS YIo TEOCOUOIGT) ATV Kol GARGY

TOTUXOV TINYOV QPWTOC.
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e Spot Light: ‘Onwe xou to Point Light €yet xou autd ouyxexpwévn Véorn xon edpog,
YUpw and To omolo 1) EVTUCT) TOU PWTOC YELOVETAL. 20TOC0, TO e auTo TepLoplleTol OE
o ywvio EYovTag ¢ omoTEAEOUN TO YWTIOUG YIS TEPLOYAS OE Oy fUa xXwvixd (oyfua

3.5). Xpnotponoteiton yevixd yia Texvntéc Tnyéc putds Omme paxols xat TpoBolelc.

e Directional Light: Exnpocwnolv peydieg, amouoxpuoUEVES TNYEC TOU TEOEEYOVTOL
a6 Lo Vé€om €€w amd TNV TEPLOYT) TOU XOCUOU TOU ToUy VIBLoU. e Lol pEAALOTIXT) OXNVY),
UTopoUYV Vo yenotdorotndoly Yol TNV TeocouoiwoT Tou HAou 1 g oekfvng. e éva
APNENUEVO XOCUO TOU TouyVIOoU, Umopel var ebvan €vag ypeowog TeOTog Yiol TELGTIXY
oxioon oe avTxelueva ywplc va tpoadlopilel axpiBme and Tou TpoépyEToL TO YK (oyfua
3.6).

e Area Light: To gwq exméuneton mpog Ohec Ti¢ xoteLIUVOELS, GhAd poVo omd T pio
TAeupd Tou opYoywviou xou yetdvetan ot éva xadoptopévo ebpog (oyfua 3.7). Mrogel va
xenowonomdel yia T dnulovpyior evog PEAMOTIXNO0) QPWTOC GE BEOUO XIS XL Yid TOV

EOWTEPIXO PWTIOUO OTUTIOV.

Range _

fingle

Yxnua 3.6: Directional
Light

¢ Range

Y Range

Yxnua 3.7: Area Light
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3.4.12 ’'Hyoc (Audio)

O ryoc otn Unity amoteieiton and 600 Pacinéc UTOUOVADES OL OTOLEG TEPLYEAPOVTAL TOQO-

w3TW.

e Audio Source: Armotelel TV TNYH TOU NYOU KA OAVUTUEAYEL EVOL NYNTXO XALT TO
omolo unopel va elvon eite dioddotato eite Tplodidotato eite yelypa (SpatialBlend). To
CLUCTATIXO QUTO TEPLEYEL PUUUICELS OYETIXG PE TNV EVTAOT) TOL Y 0U, TNV ETEVORNPYOTNTY
TOU, TOV TOVO TOU, TNV TROTEPAULOTNTA TOU O GYE0T UE dAAES TNYES, xaddg xou TAnddpa

AV puiuicewy xou epé [28].

e Audio Listener: Acitoupyel otnyv oucio ooy cuoxeLy| uxpopKvou, haufdvovtag elcodo
oo TN TNYES MY OV TN OXNVIAG XOL VAT EL 1) 0 oo Tar nyelo Tou utoloyioty. Ipénel
va uTdpyel mavta évag Listener evepyomoinuévog uior 0E00UEVT YEOVIXY| OTIYUN %ot T1
Oudpxeta Tou Tary oo, Yuvidwe Tomodeteiton otV xopla xducpa xodde and exel o

yehotne oxovel xou BAénet [29].

3.4.13 Awernagr Xerotn (User Interface)

H Unity nopéyet to véo obotnua dienagrc yeriot (Ul) to onolo emtpéner otov yprotn va
OnulovEYNoEL SloucUnTixd xou YN YOopd EUTAPOUCLAC TES Ypupxés dietapés. To ohotnua dieno-
phc xehotn anotehelton omd évay xouPd (Canvas), péoo atov onofo tonotetolvton 6ha tor (UI)
otoyelo. Ta otoyela autd purnopel va eivon xelyeva, exodves x.d, xadwe xon mo dladpac Tixd
otolyeio omwe xouumd xou Sliders. Trneptepel €vavtt Tou TOMOTECOU GUGTALITOC YRUPIXWDV

GUI tne Unity, xadcdec punopel xavelc va oyedidoet yenyopdtepa xat o amodotixd [30].

3.4.14 Kuwolueva Xyeédia (Animations)

To olotnua xvolpevey oyedinv (Animation) tne Unity diver tn Suvatétnto otov yehotn va
ONULOVEYNOEL X0 VoL BLOLORPWOEL TOL OLXA TOU XIVOUUEVY OYEDLAL YIO TNV XATUCKELT| ONULOVEYIXODV
ouureptpop®y. Emmiéov n Unity emitpénel 070 ypH|oTn VoL ELGAYEL XIVOUUEVA CYEDLAL ATt XATOLO
dhho mpdYpoupa oyediaone Yeapwy otwe to 3D Studio Max, mou yenowonofinxe otny
Tapovoa Simhwpatixt epyacta. ‘Otav Aowmdv ewcaydel Eva avtixeluevo, Tonodetelton oe autd TO

ocuotatixd Animation, To onolo divel Tn BuvaToTNTA BlaryElploNg TWVY XVOUUEVLY COYESIWY.
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3.4.15 IIhoAynorm & Evpgeorn Kalltepou Movornatiot (Navigation &
Pathfinding)

To clotnua TAoNYNoNg EMTEENEL GTOV YENOTH Vo ONULOUEYNOEL YOPUXTARES TOL UTOPOLY VAl
xwvnolv €€unva atov x6ouo tou marywidol. To clotnua Thoynong yenoylomolel TAEyuoTa
TAOTYNOTS To OTOLA BNULOUEYOUVTOL AUTOUATA OO T YEWUETEIN TN oxNVAC. Auvouixd eunddia
TPOTIOTIOLOVY TNV TAOHYNOT TWV YUQUXTHEWY XATA TO YPOVO EXTEAEGNC, Xou 1) BuvatdTnTa ToL off-
mesh link pog emitpénel va onplovpyoouvue cuyxexpléveg evépyeleg. Tldpahinia umopolv va
euluoToLY Bidopol dihol TopdueTeol Tou xoopilouvy Tov TEOTo dnuLovEYidS TOU TAEYHATOC.
Katd v viornoinon tne epyaosiog authc vhototidnxe to cbotnua thofynone (Navigation &
Pathfinding) tnc Unity yio tnv edpeon BEATIOT®V LOVOTATIOY altd TOUS ovTLTAAOUS TOU Ttaky T
woc [31].

3.5 Baoweg ‘Evvoieg tng Unity 3D

H Unity xohotd tn Sadixacio mapaywyhc wiog eQoppoy g amhr Swdixactio, 8ivovTtdg plo oelpd
AOYWAY BudTeV yia TNy oixodounon xdie tavol oevapiou Tou oy vislol. Me tny xadiépwon
¢ évvotag tou avuxeluévou (GameObject), o yeRotng eivon oe Véon va ondoet ta pépn Tou
Ty VLo o€ ebxoha Stayetplotua avTixeipeva, Ta onola xataoxeudlovTal and TOANS UELOVWUEVA
ovotatixd (Components). Me tnv mpocdrixn cuotatndy tpootidetar AelToupyxdTNToL U €var
Aoyd mpoodeutind tpémo. Ta cuotatind pe T oelpd toug éyouv uetofintéc (Variables)
TEOGVETOVTOG IBLOTNTES OTal cuoTATIXG 1) pululoelc Tou T ehéyyouv. Me tn pLUWoN AUTOY
TV PETOPANTOV, 0 YeNOTNG EYEL EVOY ONOXATPWUEVO EAEYYO TNG ETDPACTE TOU €youv T
ouoTaTXd Tdvw oTo avTixelyeva. To mapaxdte dSidypoupa ancixovilel Ti¢ npoavagepieioeg

évvoleg (oyfua 3.8).

Game Object Components Variables

Intensity Variable
,,,,,,,,,,,, Range Variable
! Light Component '
Mass Variable

.y - .
Game Object | ! Rigidbody Component |
" ¥ ¥ - Drag Variable

+ Collider Component

Size Variable

Center Variable

Yxnua 3.8: Game Object-Components- Variables
Overview
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3.5.1 (Assets)

Autd anoteholy To Souixd otolyelor Ghwy Twv tedtlext tne Unity 3D, xou avapépetar o dha
Ta apyela oL Yol YENOUOTOACEL XAVELC YL Vo ONUiovpY oL Evar Touy VidL OTw MOVTEA, LPECS,
AYoug x.d. Autdg elvan 0 Aoéyog mou ot xdie @dxelo mou mepLéyel mpdtlext tng Unity, ol To

apyeio mou yenotwonolovvTal eivon amoVnxeLUEva o €val paxeho Tou ovoudleton Assets.

3.5.2 Xxnvéc (Scenes)

Yty Unity, ot oxnvég Aettoupyoly wg emuépoug enineda, 1 TEPLOYES TOU Toy VIOLOU, oV oL O-
PLOUEVOL TIPOYRUUUATIO TES DNULOUEYOUY ONOXANE Touy VBl oE Wia HOVO OoxNVT), OTKS Towy vidlal
Tk, POPTWVOVTAS BUVOULX TIEPLEYOUEVO UECK WO Me TNV XATUoXEVH EVOC Towy VISLO-
0 oc TOAAEG oxnVES, O TEOoYEAUUATIoTAS lvar oe V€om Vo BLaVEUEL TOUS YPOVOUS PORTWONG
xan doxuung Eeywetotd. OnoladmoTe GTiyUr) UTEEYEL ovoLyTH xdmota oxnvr, eivon auTr Tou

epyalouaoTe, xodog Bev UTEEYEL 1) SUVATOTNTA 500 OXNVES VoL AELTOLRYOUY TAUTOYEOVA.

3.5.3 Avtuxeipeva (GameObjects)

Kée evepyd avtixelpyevo otnv tpéyouca avolyth oxnvy| ovoudleton GameObject. ‘Oha to Ga-
meObjects neptéyouv Touhdyotov éva cuotatixd (Component) to onoio elvon o petaoynua-
tiopde (Transform). O petaoynuotiopdc nhnpogoeet tnv Unity yio tn 9éom, v neplotpoph
XL TNV XAUEXWOT] EVOS AVTIXEWEVOL PECK TWV XUPTECLAVGRY cuvTETaypévwy X,Y,Z. Méow
1O, TO cucTaTixd Umopel va xadopicel Ti¢ cuvteTaypéveS Tou avixewévou. ‘Etotl, and
aUTO TO aPYIXG CUCTUTIXG, elvon eQXT Vo TpocTedoly xou dAlo Components 6To avVTIXEUEVO

TEOGUETOVTAG TNV AMAUTOVUEVY) AELTOLRYIXOTNTA IOV ETLIUUOVUE.

3.5.4 Xvotatixd (Components)

Ta Components undpyouv oe didpopes pwoppéc. Xenoulonoolvial yia T dnuovpyion cuute-
owpopdc, xodopilovtog TNy eupdvion, xan emneedlovTtag GAAEC TTUYEC NS Aettoupyiog evog
avTixelévou oo mawyvidl. Me tnv tonodétnon Components oe €vo avtixelyevo, unopel xaveic
VoL OWOEL AUECKE XoUvoURLES AEtTouRYIXOTNTEG oTar avTxelpeva. Kowd cuotatind tng moporyw-
YAC Ty ool €pyovian evowpatwuéva ue tn Unity, onwg to cuotatixé Rigidbody, @ota,
XAPEPES, TOUTOl CLWUATIOIWY xou TOAAG dhha. T'ar var xortaoxeudcouye Tepattépe BLadEAo TiXd
oTotyela Tou Ty VIBLOY, Yedpouue Scripts, To onola avtetwnilovtal eniong w¢ cLUCTUTIXG To

omola enexteivouy 1) Tpomomololy TNy UTdeyouca dladéotun Aettovpyotnta Tne Unity.
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3.5.5 Scripts

M yAdooo oevopiwv (scripting language, script language) eivar pia YAOooo Tpoypouati-
OU00, TOL ETUTEETEL TOV EAEY YO ULOC 1) TEPLOCOTERWY EQapUoy®y. To Scripting arotehel faocixd
ouoTaTixd oe OAa Tor oy viblo. Axduo xou To o amAd mouyvidL Yo ypelo el oevdpta Yl Vol
avtanoxpliel oTnV (0080 TOU YENOTN XAl VoL UEPWUVACEL Yia o YEYOVOTa Tou gameplay, kote
va Tparypotomotndoly otay meénel. Ao exel xau mépa, o oEVERLA Umopoly Vo Yenolonondoly
YLoL VO ONULOURYHOOUY OTTIX €QE, VO EAEYYOUV T (QUOLXT] CUUTIEQPLPORE TOV OVTIXEWEVWY 1)
OXOUOL X0 VO UAOTIOLOOLY €Val TTROCURUOCUEVO cUCTNHA TEYYNTAS vonuoolvne Al yia toug

YUEAUXTHPES TOU Tk VLOLOV.

Ytn Unity, ta Scripts elvon cuctatind tor omola €neXTEVOLY | TEOTOTOWOUY TG UTHEYOUCES
otard€oiueg AettoupyixdtNnTeS TNS. AnuloupyolvTol xot ToToYETOOVTOL GOV UTOUOVAOES GTOL OV TL-
xelpevo (GameObjects) mou emtdupolue npocdibovtag Toug AettoupyixdtnTa, diywe Vo uTdpyet
XATOLOC TEPLOPLOUOS 6TO Tooa Scripts punopolv va yenoiwonoindoly. Eriong, npocgépel Evay
TAAen cuvTdxTn xWOWXa scripting, To MonoDevelop, top€yovTag Tr BUVATOTNTA GTOUS YPHOTES
va poypoupatioovy eite oe JavaScript eite oe C# clte oe Boo. Xta mhaioia tng nopodoog

ntuytaxhc epyootog emhéydnxe n C# xou 1 JavaScript yio optopéva opyeta Scripts.

‘Oray YéheL xavelc va Topoxoloudoel T AoyLxy) TOU Taky VIOL00 Xt T6V OAANAETORACEWY, ToL Xi-
voUueva oyEdLaL, TIg VECELS TNG XAUERAS, XAT, UTEEY 0LV BLdpopoL TedToL Tou Uropet va yivel. To
%00 LOVTENO EIVOL VO EXTEAEGOUUE TIC TEQLOGOTERES EPYUCIEC OTO ECMWTEPIXO TNG CUVAETNOTG

Update, w61600 umdpyouv xou GAAEC AELTOURYIEC TOU UTOPOVUE VoL YETCHLOTOLGOUE.

e FixedUpdate: H FixedUpdate cuviilwe xaielton mo cuyvd and 6t np Update. Mnopel
var xhnUel ToAhég popéc oe éva xapé, edv o puiuoe xapé (frame rate) elvon yaunhog xou
umopel vo unv xAndel xadohou, av o puduodg xapé etvar LPNrog. ‘Olol oL utoloyiouol
NS PUOIXAC X oL EVNuEpoels ouufalvouv auéon uetd tn FixedUpdate. ‘Otov npénel
va. Ylvouv uroloytopol yio Ty xivnon uéoa oty FixedUpdate, dev ypeidletan var moh-
hamhactao ooy ol Tiée pe Ty Time.deltaTime. Auté ouufaiver emedr) n FixedUpdate

xohetton aveldptnTa and Tov puiud xaEE.

e Update: H Update xoheiton plor gopd avd xapé. Elvon 1 xdpta cuvdptnomn yio Tig

EVNUEPWOELS OE AAUE OQE.

e LateUpdate: H LateUpdate xoheiton pio @opd o xdde xapé, agpdtou 1 cuvdptnon
Update €yel teleidoel. ‘Ohot o1 unoroyiouol mou exterolvton oty Update, do npénel

va €youv ohoxhnpwiel 6tav apyilel n LateUpdate.

Kotd ) oOvtadn tou x@oixa uropolv vo vhomondoly SLdgopec xAJoELC oL onoleg Tpoadidouy

hertovpywotnta. H Monobehavior eivon 1 facur) xAdon amd tnyv omolo xdde cevdpio npogpye-
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tat. ‘Etol, howndy, av dnuiovpyniel xdmowa xhdon 1 omola Yo xahel 1 Yo uhomolel cuvopTAoELC
n¢ Unity, n xAdon auty| Yo npénet va oplotel wg unoxhdon tne Monobehavior. Tic o moh-
S opEg OUWS, oL cuvapThoelg ou mapéyetl 1 Unity tdéco oe eninedo Aettoupyldv 600 xou
o€ EMIMEDO YPAPIXWY BEV ETOEXOLY YL T AELTOLVEYIXOTNTA TOV TOLY VIOV, UE ATOTEAECUA O

OYEBLO TG VoL TIEETEL VAL UNOTIOLACEL TIC OIXEC TOU.

[Mo tic avdyxeg, Aowmoy tne mTuytaxrc autic epyaciag vAomojdnxe Thndwea scripts xan cu-
vopThoewy Yo T Swayelplon tou mobytn (Physics Model), ) oyedioon tne yeagpuxhc demopnic
YENOTN, TO YEWROUO TV AYWY, TNS PUOLXNG, TNG TEXVATAS YONUOoUHVNG, xoddS xou yiol TNV

evowudtnon tou Oculus Rift oto nawyvidy, dote va Aettovpyel to Head-Tracking.

3.5.6 Prefabs

Ta Prefabs amoteholv mpoxataoxeuaouéves xan anoUnxeuUéveg EXBOOEIC EVOS OVTIXEWEVOU
TIOU UTOPOUV VoL ETavayenotpotoinloly oe SLdpopa UépT TOU TEOYEIUUUTOS woc. Me tn yerion
twv Prefabs, moAbmhoxa avtixelyeva ye didgpopa otouyeior xou puduioelc umopoly va yenoiuo-
moinoly avd ndoa GTLYUr, EMTEETOVTAC O XdUe Eval LexmwELoTd var TpoTontotndel 6ToTe xou av

10 emduUOVUE.

3.6 Oculus Rift DK2

MeTd tnv vhonoinon tou Prvteonarywidiod otn Unity 3D, celpd elye 1 evowudtwot| evoc HMD
v T dnulovpyio evog exxovixol mepBdihovtog. ‘Etol howmdv, yenowonojdnxe to Oculus
Rift DK2 7o omnolo undpyel diadéoipo oto gpyacthplo xou Slvel Tn duvatdtnTa 6T0 YEHoT,
e eufliione (Immersion) péoa oe exovixd nepBdhhovta.  Anuovpyel Ty alodnon 6t o
XEHoTNS LETOUPERETOL EEONOXATPOU GE €Var Exovixs (1) Teary Hortind., oAAG (nepLond ovamaporyLévo)
TELOOLACTATO XOCUO XAl UTOREL VoL TTOREYEL Ual TOAL THO EVTOVT] EUTELR(OL OO UTT) TTOU TEOGPEREL
wor 096vn. Mmopel va cuyxerdel pe ™ Stopopd ueTald Tou Vo XOLTdE €val BwUATIO péca amod
éva Topdupo, GE OYECT) UE TO VAL TEPTUTAS HECH GTO DWUATIO Xl vo JeTaxveloo ehediepa. O
royog mou emAéytnxe To Oculus Rift DK2 eivon ot mapéyet amif xon yeryopn EVoOWUATmon

(integration) otn Unity 3D, mpoc@épovtoc napdAAnia eVIUTOGLAXd oTOTEAECUATAL.

Av bung ol eumelpleg EOVIXAC TEAYHATIXOTNTAUS TAUPUBAETOUY OpLOHEVES BaoInéC TEOXTIXES,
UTOPOUY Vol 00N Y OOLY OE TERIEQYN CUUTTOUNTA OTWS XATATOVNON TWV HATUDY, ATOTEOCHVI-
TOAoUO xou vautio. Iotopd, ToAG and autd to tpofifuata €youy anodovel oe un BErToTeS
HETUPBANTEG TOU LAXOU, OTWE YLol THEABELYUS OTN Aavidvouoa XATAGTAGT] TOU GUG THUATOS

(latency). To Oculus Rift avtitpoownedel yior vEa YEVIE GUGKEUDY EXOVIXAC TROYUATIXOTT
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Tag, xoog eMAVEL TOMAG {NTAUATO TV TEONYOUUEVWY GUCTNUATODY. ARAG axOUn xou UE Uiat
BEATIOTN UAOTIOIMGT) TOU LALXOU, XOXWS OYEDLAOUEVO TIEPLEYOUEVO UTOREL OXOUO VOL 0O YHOEL OE

Lo duCdEEs TN eunelpia.

Eneldr) n ewovix mporypatixdtntor anoteAel évo ToAd e€etdixeupévo avtixeiuevo, eoxohovdo-
OV VoL UTdpyouv TTUYEG Tou Oev €xouv peretnilel apxetd. Ot Boxiuéc and Toug YpnoTeg elvor
amoAlTwe LwTig oNuaciog Yl To OYEBIUOUO EVYEPLO TV oL AVETMY EUTELRLOY XM WS €Vl
ONUOPLAES PETO Elvor axOua TOAD Aty Xaupd GTO TEOGKAVIO Yol Vo £Y0UV XAERMOEL GUUPBAOELS
OTIC OTOIEC UTOPOUKE VL BACLOTOVUE. TN CGUVEYELD TERLYEAPOVTAL OPIOUEVA TEY VXY G TOLYElN

xou yopoxtnetotixd tou Oculus Rift DK2 [32].

3.6.1 Binocular Vision

To Binocular Vision meptypdget tov tpémo pe tov omolo PAémouue 8Vo ddelg Tou x6oUou
Tautdypova. H 9éa and xdde udtt etvon ehappds SLUQOpETIXT Xol TO HUOAG HaG TIG GUVOUALEL oE
Lo EVIodoL TELOBLAOTATY OTEPEOOXOTUXT] ELXGVAL, Widt EUTELR{al YVOOTH e oTepéodn (stereopsis).
H Siapopd avdueca o autd mou BAETOLUE antd TO OPIGTERSO HATL Lo X AUTO ToU BAETOUUE

and 1o Oe&i mapdyet T dtépVaun Swonopd (binocular disparity).

To Oculus Rift mapovoidlel 0o ewdvee, plo yior xdde udtt, oL omoleg mapdyoviar amd dvO
EXOVIXEC XAUEPES ot oL oTtoleg YwpellovTon amd wa uixet| andotoor. H andotaorn uetald 1wy
000 patidyv poac xaheitow inter-pupilarity distance (IPD), xou n ondéotoon petald towv 800
XOPEPGDY TIOL GUAAAUBAVOUY To exovind TeptBdhhov inter-camera distance (ICD) (oyhuo 3.9).
IMapd to yeyovog 6t 1 IPD umopel va xupaiveton amd mepimou 52 yihiootd €mg 78 ylAootd,
xatd péco 6po etvor mepinou 63,5, 1o (Bl0 OTWE 1 ATOCTUCT PETUEY TWV XEVIPWY TWV PUXDY
Tou Rift.

Alhory) oty andotaot petalld twv xopepdv (ICD), urnogel vo ennpedoel Toug yprotes onua-
VTixd. Av 1 ambéotaon Yetadl Twv Xalepdy elvon auEnuévn, dnuiovpyel plo eumelpla YVwo T wg
hyperstereo oty onola 1o Bddog peyordver. Av peiwdel, o Bddog Go uxpivel, tia xaTtdo oot
YVwo Tt w¢ hypostereo. H adhory) otny amdotaon yetadd twv xouepdy €xel 600 emnAéov ou-
véneleg yia to yenotn: Ipwhtov, adhdlel o Bodudc oTov onolo To Tl TRETEL VoL GUYXAVOUY Yia
VoL BOUY V0L GLYXEXPHIEVO aVTIXEUEVO XD 660 aUEAVETOL 1) AMOCTAUCT) PETOEY TWY XOPUERODY,
oL YpNOTEC TEETEL VoL GUYXAIVOLY TEQIGGOTERO TAL UATLOL TOUS YLal VoL S0LY TO {Blo avTIXEUEVO Xou
QUTO UTOREL VoL 00NYNOEL OE XATATOVNOY TwV LTy, AelTtepov, unopel va ahhdéel Tny alodnor

Tou eyédouc Tou ypEHoTn péoa 6To Elxovixd TeptBdilov [33, 34].
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Yxnua 3.9: Andotaon peta&d towv kapepdy (ICD)
3.6.2 Field of View & Scale

To ontixd nedlo Field of View unopel va avapépeton oe dlapopetind mpdyuata mou Yo Teenel
TEGTA VoL amocopnvioToly. Trdpyouv 8o eldwy ontixd nedla, to display Field of View (dFOV)
xou to camera Field of View (cFOV). To dFOV avagépetoan 60 uoixd ontixd medio tou
XPNoTN TO 0T0{0 XATUAUUPBEVETOL UTO TEQLEYOUEVO ELXOVIXAC TEaYoTiXOTNTaS . Elvan éva puoind
YUEAXTNELOTIXG TOU LALXOU Xt Twv ontway. To cFOV avagépeton 610 €0pog Tou eovinod
%xOCUOL, TOU QUIVETOL ol TNV AMOBOCT TWV XAUEPOY O onoladNroTe dedopévn otiypn. ‘Ola
o0 ontixd medla FOVs opilovton amd wior ywvioxr pétenon twv xddetwy, oplloviimy xa / 1

BLLY VLWV OLUCTAGEWV.

LNV eoviXy TayUoTixotnTa, dev undpyel enag Tou eEnTepo) TERBAAAOVTOC XaL O El-
(OVXOG xOOUOC YEULEL évar UEYAAO UEPOC TNG TEQLPERELOXNC OPUONC. LUVETKS, €lvol TOAD
onuovtxd o cFOV xou 1o dFOV va tanpidlouv axpBoe. H avoroylo uetad autodv twv 60o
TUOV OVOPERETOL WC XALUAXO, XOL OTNY EXOVIXY) TEAYHAUTXOTNTA 1) xAlpoxa oautr) Yo mpémnel

mdvTa vo ebvan fom pe éva.

Y10 Oculus Rift DK2, 1o yéyioto dFOV xadopileton and tnyv oddvn, toug qoxols, xat To

1600 %0VTd 0 Yphotne TomoveTel Toug (axolc ota udtia Tou (o€ Yewxée ypouués, 600 O
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xovTd elvon T pdtiar otoug paxols, T0co cupLTepo eivon To dAFOV. To Bonintind mpdypouua
otauoppmong Yeted to péyioto dFOV mou ou yeriotec unopodv va douy, amodnxevel auTég
Tic Thnpogoplec xan to SDK Yo cucticel to xatddinio cFOV mou toupidler. ‘Etor 1o SDK
emTEénel Tov Yelploud tou cFOV xan tou dFOV ywpelc alharyr) Tng xhipoxag xon To xdvel auto

HE TV Teoodixn padpnmy teptinplny Yipw ond Ty opath exdva [35].

3.6.3 Rendering Techniques

Hopoxdte avorbovta Baoixée teyvixée anédoone (Rendering Techniques) xodde xou ta ya-
EOXTNEIC TXE TOUG, TIC omtoleg ypnowonotel To Oculus Rift yia va amoddoet pye 660 10 duvatodv
XAADTEQO XU PEUMO TIXOTERO TEOTO TO ELXOVIXO TER3dAAOY oo Yenotrn. A&ilel va onueiwiel
o1t o1o Oculus Rift DK2 €youv onueiwiel onuavtinég Bertidoeig oe oyéon pe o Oculus Rift
DK1 é6nwe yeyahltepn avdhuon (and 1280x720 oe 1920x1080) xadde xou peyohitepo pud-
w6 avavéwaong (amd 60hz oe 75hz) o onolog €yel cav anotéheopo TN Uelwon Tou VoaunduoTog

(motion blur) xat tou flickering xadde petaxtvolue to xe@dht pog [36].

¢ Rendering resolution: ‘Onwc avagépdnxe xou mapandve to Oculus Rift DK2 €yel
avdiuot 096vng 1920x1080, ahhd 1) ToEOUOREPWSCT) TWV QUXWY CNUALVEL OTL 1) EXOVAL TNV
006V TEETEL VoL UETACY NUATIOTEL WOTE var eugavioTel xavovixt| oto Yeatr. Ilpoxewévou
Vo Topaoyevel ETaEXC TUXVOTNTA ELXOVOCTOLYEIWY VLol TOV UETACY NUATIONOS, xdUe UdTL

amoutel edva 1) ontolar var efvan UEYOAUTERT amd TNV avdAUCY) TOL ool TG 0Yovng.

Autod unopet vo amoteéoel TEOBANU ATOB0CTC VLol OPIOUEVES XUOTES YRAUPIXWY XAl 1) UE-
{womn Tou puUoD TV xoEE TaEdYEL UL xaxr) euTelpla Exovixhc TpaypaToTnTaS. Plyvo-
VTOG TNV avdAuon tne 006vng, UTopel vo €yel enidpooT X0 VoL SNULOURYHOEL LOPPWUATOL.
Plyvovtag duwe tnv avdiuor twv puduo Ty 61o pdtt, unopel vo BeEATIOOEL TIC ETBOCELS,

OLULTNEWOVTOC TNV OTTIXY TOLOTNTAL.

¢ Dynamically-rendered impostors/billboards: H avtikndn tou Béddouc yivetar Ai-
yotepo evaloUntn oe ueyahltepeg anootdoelg and ta pdtie.  And xovid, 1 otepéodn
TIC TEPLOCOTEPES POPES HOG ETUTEETEL Vo avTAn@Uolue mola and o HUo avTixelueve oto
yeageio pog elvon mo xovtd o gudg. Autd yivetal 6Uw BUOXOAOTERO Yol aVTIXE(UEVL
mou Beloxovtan paxpid. Av ylor Toedderyua xoltdEouue dVO BEVTPO GTO AMEVOVTL THEXO,
umopel va ypelao Tel Vo TANCLAGOUUE XOVTY Yio VoL UTOREGOUUE UE GLYOLELY. VO TOUUE TOLO
elvol TO XOVTA 1 TO oLl M axoud HEYUADTERES XA{UOXES, TO TEOBANUL auTd YiveTow
eviovotepo. 'Etol, umopolye vo exetaAeutolue auty TV oyetxr) éMheudn evancinciog
yioe Ty ovtiindm tou Bddoug oty andotaot, anekeudepdvoviag UTOAOYIOTIXN oYL e

™ xenhom TV Aeyouevey imposter 1 billboard ugpdyv, avtixahotdviag To TARpwWS TEIO-
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oudctato tomio. Me autdv Tov TpdTo elval BUVAITOV VoL EEYEAUGTOUY Tol UATLOL OE ELXOVIXT,

nepdhhovTa.

e Normal mapping vs Parallax Mapping: H teyvix nou elvon Yvwo th wg “xoavovixy
yoptoyedgnon’ (Normal mapping) eivon utor teyvixr mou yenotunoteitat yior vor UeTapépet
T0 Bddog xon TNV LYY Ywelc TNV TEocUHXN TEPIGCOTERWY TOALYOVWY. XENCLLOTOoLE(ToL
yioe vor evioyuiel 1 eU@Aavion %ol Ol AETTOUEQRELEG EVOC HOVTEAOU AlYwV TOAUYOVWY O1-
wovpywvtag Normal map and éva HovTEAO TOAGDY TOALYOVGY. AV Xl yenolloToleiTon
gupwe oTo o0y yEova Taky Vidia, elvan AtyOTERO CLUVAPTACTIXG OTAY TEOBIAAETAL OE O TERE-
00%0TIXO TEWOOWGToTo TEp3diloy. Enedy to Normal mapping dev avtinpocnnedet
SopOahun droonopd (Binocular disparity ), mopdyet pior etxdvo tou potdlet pe g eninedn

LY COYEUPLOUEVT TEVE OTO UOVTERD OVTIXEWEVOU.

To Parallax mapping PociCetor otnv 16€o Tou Normal mapping, ahhd avTimpocmnedel
evoel€elg Bddoug mou to Normal mapping dev to xdvet. 'Etot, yenowwonoeiton xahbtepa
OE EMUPAVEIES Ue AeTTOpEpEleg ToU Bev emnpeedlouy TNV empdveld oOYXEOUCNE, OTWS Ol

4 7 7 4 7 Ié
Tolyol and tolPBAa 1 Tot AYOCTEWTA HOVOTATLAL

3.6.4 Kivnorn (Motion)

H xivnon avagépeton oe onotadfrote xivnon cupyfaivel uéca ot €va eixovixd Tep3dAAoy, Tou Bev
elvol TO AMOTEAEGUO XWVACEWY OE TEAYUATIXO TERLBAAAOY oL €y 0uv avTioToly el 6To ELXOVIXO.
H xivnon xou n emtdyuvon mo ouyvd mpoépyovion amd Tov emovixd yopoxtipo (avatar) tou
xeNoTn mou xwvelton PEca OTO EXOVIXO TERIBAAAOY, EVE TURIANNAAL GTOV TEAYUAUTIXO XOGUO
TO WU TOU YPHOTY TUPUUEVEL CTALATNUEVO. AUTEC OL XUTAOTICELS UTOEOVY Vol TROXAAECOUY
oucgopla BLOTL 1) OTTLXY) TOL YEHOTN TOoL A€el OTL xuveltal PECA GTO YWEO, UAAL OL COUATIXES
aooelc Tou Aéve 1o avtideto. Auth 1 Yeudaicinomn tne xivnong, amoteel o onuovTe awtio

duopoplog xotd T didipxeta Tng etxoviniic eunetploc [37].

3.6.5 IIopaxorolOnom (Tracking)

To Oculus Rift mepiéyel éva yupooxdmo, €val EMITAYUVOLOUETEO Xl EVOL LAY VITOUETEO %Ol
cLVOLALEL QUTES TIC TANPOYORIES amd TOUC AucUNTHPES UEoL Uiag Bladixactog yio va xardopicet
TOV TPOGUVAUTOANGUS TOU XEQUAOU TOU ¥EY|OTN OTOV TRAYUATIXG XOGUO X0l VA GLUYYEOVIGEL TNV
EXOVIXT) TAEUPA TOU YENHOTN OF TpayHaTixd yeovo. Autol ol acdntrpeg mapéyouv dedouéva
Yo vor opaxohovVeite pe oxpifetor 1 ywviox Topéxhion tou xegahiot (pitch, yaw, roll). Etot,
AOLTOV, UE TN XPNoN EVOC UOVTEAOU TIOU AVTUVOXAY TO YEYOVOS OTL 1) xIvNnom TNg XEPOAHC OF

OTOWONTOTE AT TIC TEELC XATEVVVVOELS OTREPETOL GTNY TEAYUATIXOTNTA YOpw and €va onucio
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mepimou ot Bdon tou Aawpoy, elvar epxtod pe axpifeiar vor ueTaTEamoLY oL TANEopopieg TKV

UoUNTAEWY ATO TIC XWVACELS TOU XEQPUALO) GE XIVNOEIC TNS XOUEQAC.

Emniéov to Development Kit 2 ewodyet €€ Baduoie eheudeplac evromopol déone. Kdtw
amo to nudlagavég eEnmtepd mepiBAnua tou DK2 eivon o suctouyia unépudeny micro-LEDs,
Tou TapaxoAoVolVTUL GE TEAYHATIXO YWeo and xducpa LTeplipwy. H mapaxohobinomn Véong
(Positional tracking) do npénet va avtioTolyel névta éva Tpoc €val UE TIC XIVACELS Tou YeRoTh,

ELOGA LG UTopel var TpoxaAéaeL duapopla.

‘Evag Boaoixde napdyovtog tou tracking mou Yo mpénel vo houfBdveton coPBapd unodiy etvan 1
Aavddvouoa xatdotaon (latency), n onola opileton wg 0 GUVOAXOS YEOVOS PETOED TS Xivn-
ONG TOU XEPANOU TOU YEHOTH XoU TNG OVAVEWUEVNG EXOVOC Tou epgaviletar otny 006V xou
TEpAUPAVEL TOUC YpOVOUS Yiol TNV omoXELon Tou awoUntiea, 0 cUVTNEY, TNV anddoor, T
UETABOOT TNE Exdvac xan TNy amoxpelor teofohric. H ehayiotonoinon howndy, tng Aavddvou-
oag xatdotaong eivar Lwtixig onuaciog yia Tov yehoTn, yio pio xot eunetpla eyfotiong oe

emovixd mepBdhhov [38].

3.6.6 Avogopia IIpocopoiworng (Simulator Sickness)

H & A odde vawtia tne mpooopoiwone (Simulator Sickness) oupfoiver tav 1 ontxd
TAneogopla amd €va tepBdhhoy Tpocouolwaong dnuoueYel oY yLoT, UTEEOELOVTAS TOV YENoT
¢ Tpo¢ TN VEon Tou, TNV 1oopeoTio Tou xaL Tov TEéTo xivnorg Tou. Ernione mepihouBdver
CUUTTOUOTA OIS XUTATOVNOY) TWV YATIWOV Xal x0mwor. Optopévol yeroteg elvar mdoavoy va
BLOCOLY XATOL CUUTITOUATO UETE o6 €VOL GUVTOUO YEOVIXO OLAGTNUA, EVE GANOL UTOREL VL UnV
Budoouy moté. Ot Adyol Tou Teoxoholy auTy| T ducpopla TEPLYEAPOVTAUL CUVOTITIXG TOEOXAT
[39].

e Toayvtnta Kivnong & Emtdyuvon (Speed of Movement & Acceleration):
Arnotehel Baowry ation g (aAng xouw Tne ducpoplag, xoddg eV PETUPEPETOL OTTIXG,
dev petapépeton oto awdoucaio cUotnue (oTo cUoTnUe dNAadY ToL oE CLUVERYAGCIX UE TO

ontix6 cbotnua eZacpaiilel Ty wwopponia).

e Baduoc Eréyyou (Degree of Control): Ipoxakeiton av anocuvdedolv ot xivioels

TOU YPHOTN OO TIC XWVACELS TNG XYUERUS OTO ELXOVIXO TEQYBAANOV.

e Audpxeia (Duration): ‘Oco nepiocdtepo nopauévouye oe €va TepBEANOV EXOVIXAC

TEUYUATIXOTNTOC, TOG0 To mavo eivon va Bidooupe Lahn 1 ducgopio.

e 'Ydog (Altitude): ‘Oco younidtepn elvor n ontxh Tou yeRot, oo o yeHyopa

yivovton ol ahharyég oTo eninedo Tou eddpous TEoxaAMVTaG (AAN xou ducpopla.
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o AL6pYaiurn Aiacnopd Binocular Display: Ou otepeooxominés eixdveg unopoiv
v wIoouy To pdtiar vou cuyxAlvouy o éva onpeio oe xdmolo Bddog, v ol oxol Twv

HOTLOY VoL EGTIAC0LY O dhho onueio.

e Field of View: 'Evo yeydio dFOV eivou mdavéd va tpoxaiécel duopoplo yia 800 Adyoug
mou cuvdéovtal Ue TNV avtikndn g xdvnone. Hpdtov, n avtiindn e xivnong elvon mo
evaiodnTn otnv mepipépeta xou devTEpoY, éva ueyalltepo dFOV, dtav yenouomoeiton
070 GUVONG TOU, TUPEYEL OTO ONTIXO CGUOTNUA TEQLOCOTERN GTOLYEld amd €V ULXPOTEROD

dFOV.

e Aavidvouvoca Katdotaoy (Latency and Lag): IIoA\& mouyvidio unopel vo e-
TPeadLYIoly, K¢ ATOTEAEGHUA TV TOAGDY 1| TO TOAITAOXWY GTOLElWY TOU TEETEL Vol

e 7
xd&vouv render otny OWSOVT].

o AubpBwon INopapdppwone (Distortion Correction): Ou gaxol tou Oculus
Rift otpefidvouy TNy exdva mou eugavietor oty 096Vr), xou aUTd SLOPUMVETOL UE TNV
ene€epyaoio mou divetaw oto SDK. H mpocoyr| otic Aentopépeieg eivon udiotng onpaciog
xS OAeC oL TWES BLopUMONG ToEUUORPMOOTE TEENEL Vo TouEldlouY UE T OTTIXE TOU
Rift.

e TeepooPnua (Flicker): Mnopel va yiver evtovotepo and o udmid eninedo pwTel-
VOTNTOG, X0t YIVETAL OXOUO O AVTIANTITO OTNV TEpLpépela Tou onTixol nediov. Ilaupd to
YEYOVOSG OTL TO TEEpOTOLY A UTtopel var Yivel AtydTeEpo aoUnTd CUVELDNTO UE TNV P00

TOU YEOVOU, UTOPEl axOuol VO OONYACEL OE TOVOXEDAAOUC Kol XOUEOCT TWV UATLOV.
)

e Euncipio (Experience): 6co mo éuneipog elvan 0 yprotng Ue T etxovixd neptBdhho-

VT, T000 Ay6TeERES oL TavoOTNTES Vo oo Tel cuunT@pato (aANg.
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Kegpdiaio 4

dixeolacpog oy violod &
INoapixnc Aleragrc Xenon

4.1 Ewaywyn

370 TPONYOUUEVO XEPARAO EYIVE EXTEVAC AVIPOEE OTOL AOYLOULXA TTOU YENOHLOTOLUNXAY Xord (S
XL OTOL TEYVIXG TOUG YOROXTNELOTIXA. 2T0 XE@dAato outo, Yo yivel meplypopy) Tou TeoOTOU

oyedlaong Tou Tay VLol Ue BdoT auTd, Tou YeaPixol TEPYBIANOVTOC TOU TaLy VIOL00, xaddg xou

e Yeapuxic Slemapic Tou YenoT.

4.2 Xevdelo

To mawy vidL tou tapoucldletal oTNY TAPOLCA BITAWUATIXY EpYasta eivon Eva Towy VISl Teocouoiw-
ONE TEWTOU TEOCKTOV. XX0To¢ ftay 1) expetdieuon tou Oculus Rift yéow tou Head Tracking
yio TV xatevduvon tng xivnong tou malytn. O molytng elvan évag oxiép o omolog meENEL va
TEPAOEL EMTUY WS TECOEPLC BOXUGIES OTE VoL XaTaépel var Tepuatioet To matyvidl. Ou Tpelc
TenTeg doxwoaoieg elvon Eexheldwteg xou 1 teheutala xAeWwpévn. Aol tepuatioel T TEE
TEWTES, CEXAEOWYVEL xat 1) TETAPTN. AV emiTUYEL XU GE AUTHY, TOTE €YEL TEPUATIOEL TO Towy VIOL.

Ou doxuacieg Tou TEENEL VoL EMITUYEL O Ty TNG TEPLYPAPOVTOL GUVOTTING TOQOXATE:

e Slalom: X1 Soxipacio auty onuovtixd poho mailouy To AVTOVOXAACTIXG TOU Ty TN
xan 1) oy OTnTa Tou, xadeg oxomog elvan va tepuatiosl Ty mioTa o yedvo AydTEpo amd

QUTOV TWV AVTITHAWY TOU X0l Vo TEPACEL EVAY CUYXEXPLUEVO apliud amd ornuandxia.

. 7’ /7 7 /. 14
e Junior Tour: 11 doxipaocior auTh avtaywVIlETon TEEIC AVTITAAOUS XOL VIXNTNG AVAOEL-
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xvoeToL auTog Tou Yo Teppatioel TpdTog. Xtdyog Tou mabyTn elvon vo palédel Bidpopa
Speed Ups nou Yo tov Borndficouy vor Yivel TO dEpOBUVOUIXOS XL VoL TROCTEQECEL TOUG
avTimdhoug tou. Ot avtimahot, ol onolol €youv Tey VT vonuooivr, Beloxouv To yen-
YOPOTEQO UOVOTATL 0TO BOUVO Yia VoL TEPUATIOOUV Xl ATOPEDYOUY TOV OXIER XAVOVTAS

TPOCTEQUOELS.

e Large Hill: Ytn Soxwoaoctia auty o malytne maipvel @opa amd piol HEYSAN xoTngodeo
xau uéow Head Tracking mpoomadel vo xpatroel evdeio mopela, vo ehéylel Tov oxiép
OTOV GEQOL XAl VO XUTUPEREL VO TOV TROCYELWOEL GTO €80pog ywpic var avatpanel. Amoutel
opifBeto xon oy OTNTAL a6 TOV Mok TN WOTE Vo TNONEEL TO UaXELd A TOUG oVTLTEAOUG.
To mouyvidl amoteieiton amd duo YOPOUSG, CUVETOEC O TUUXTNG TEAYUATOTOLEL U0 dAUATOL

xan o emuépoug oxop adpoilovion MoTe Vo xodoploTel 1) YEVIXY) XATETAEN).

e Canadian Slope: 11 doxipacio auty) o malyTng mpaypatonolel xatdBacT VOIS
am6 OLICTIURTO CNUALEXLY UE TT) Olapopd OTL Tepa ayplepévol AOxoL Tou €YouV GTHGCEL
xapTépL. XxomoC Tou Taly TN elvon vor amogUyeL Toug AOxoug, ol omolot xvoLvTon EEuTval

TPOCOUOLOVOVTOS OYEAES ot VoL pTdoel Lwvtavog ot Bdorn tou Bouvol.

4.3 Xyediacuog [Towyvidiod

[No Tov 6woT6 oyedlaoud Tou mouyvidol xpldnxe avayxaio vo yehetndolyv Sudpopo dhha TaL-
yvidta Tou Blou elboug, dnwe yio mopddetypo to Vancouver 2010, to Shaun White Snowboar-
ding %.d. Ao Beédnxoy xdmoto Xowd YoeaxTNELO TG AUTHOY TOV TotyVLBLOY, a&lohoyRinxay
xan YeheTAONxE av Yo Aoy eVOLapEpoV 1) Oyt var bAoTotndoly o€ Taky VidL EXOVIXAC TEOYUTIXOTT-
TAG. 2TNV TOEOoUoA, AOLTOV, EVOTNTA YIVETOL ULOL AVAAUTIXT TEQLYPPT) TOU TEOTIOU GYEBLIGUOD

TWV YRAUPXOY GE OAo ToL ETLNEDL.

4.3.1 Xyediacuoc Ilictag

Ou nlotec mou ypewdotnxe va oyedlactoly Ntov cuvolxd teec. Kotaoxeudotnxay, hoindv,
Tplo povtéha Bouvidy To omolar €youv apyixy| o Tekxr) V€om, Yo TNy Evopdn xou TOV TEPUATL
ouo6 avtiotorya. H miorynomn tou malytn Yo meénet va ebvan Eexdopn xou GVeTr), UE QAUVERES
xatn@opes xadde xon onueio to omola dev unopel vo tpoonehdoet (oyrua 4.1). Etotr Aowndy,
évae povtého Bouvol yenowonot{dnxe Yy Ti¢ doxacteg Slalom, xadde xar v TNV TENOTN
mlota Tou training. ‘Eva 8eltepo povtélo Pouvol yenotwomoiiinxe vy i doxydooiec Junior
Tour xou Canadian Slope, Spopomoldviag Te¢ ehapens, aAAGLoVTAS OPIOUEVI TEIGOLAC TaToL

avTixelyeva xa gwtiops. Télog, éva Tplto yovtélo Bouvol oyedidoTtnxe Yo Tn doxidacio Tou
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Large Hill o cuvouooud pe €va ToLedldoTaTo HOVTERNO Yol TNV XATNPOE TOL JAUNTOC, TO OTolo
xan avoxTHONxe amd to Bladixtuo. o TNy xataoxeun OAwY TV Topandve, Yenoylonot|inxe o

ouvtdxtne eddpouc (terrain editor) mou mogéyet 1 Unity 3D.

-
8

Yxnua 4.1: Terrains
Aprotepd: Junior Tour Terrain, Kévtpo: Slalom
Terrain, Ae&rd: Large Hill Terrain

Aol ohoxhnpwinxe 1 xotaoxeuy| Twy terrains, to enduevo Brua oy 1 TeocUxn SLdpopwy
oTolyelwy OoTe va Yivel To TepBdAlov o peakloTind. Apyixd, ue TN Bordeia Tou cuVTAXTY
€0dpoug TEOCTEYNNUE LYY YLOVIOL, YOETU KoL OEVTEA. TN CUVEYELXL, TEOCTEUNXAY OLdpopa
TELOOLACTATO HOVTEND, (OTE O YPNOTNG VO VIWOEL EVTOVOTERX TO cuvaic¥nua Tou Presence péoa
070 exovixo6 TepBdihov. T'a to Adyo autd Blavidiotnxe pe EOAvo omtdna, ski lifts, Bedyoug,
TPOOTUTEVTIXES UTAPES, OLdpopa OTTXY €E yioviol (spray), TEoeldonoinTixes Tvaxides .4,
eqopu6lovTdc Toug Leéc (Uéow Tewv materials) mou avaxtRdnxoy enione and to dadixtuo. X

oLVEyELd axohoLYoUV UEPXES EXOVES oMo BLdpopes oxNVES Tou TowyVidlol (oyfua 4.2).

4.3.2 Xyediaopoc Xapaxthipwy

H oyedlaon evog yopaxthpo anotehel oNuovTind OTAOLO GTOV OYESLIOUS TWV YRUPIXWY EVOS
mawyvioo0. T var umogéoouy var avamopas ool pe axplBelor To GOU XaL TA YUPAXTNELO Ti-
%4 TOU TPOCMTOL EVOC yopouxThpd, Ypeldleton PEYAAN Aemtopépetar xan oxplBela. ‘Etol, tov
OYEDLAOUO TOUG TOV avahaUBEvouY GYEBLIGTEG IOV €0UV UEYARDTERN euntelplol OE LOVTEAOTO-
inon yapaxthpwy. Oung, Aoyw Tpocnmxol evilapépovtog yia T dladixaciog oyediaong evog
Yopoxthpa, €ylve povielomoifon évog odAntr tou snowboard oto 3D Studio Max. Agol
povtehonotfinxe, Tou tpooTédnxe oxehetdc (rigging) xou dnuioveyhinxe éva animation dh-
uatoc. O yapaxthpac autdg eV TEREL Bev yenotwomoliinxe oto mouyvidl. To povtélo tou oxiép
avaxthnxe and o Badixtuo (oyfua 4.3) xau éyve eloaywyr oto 3D Studio Max émou xou

€ytve xataoxeur] frame by frame twv teidV Tapaxdte animations:
. . 7 7 7 e Ié 4 I4
e Idle: Y10 animation outd o malyTng Sev xivelton xaL xAVEL XATOLES OTATIXES XIVHOELS.

e Left Turn: To animation auTé TEOCOUOLOVEL TNV VPIGTERY GTEOPT| TOU kY TN.
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Xxnua 4.2: Yknvés maryvidiod
IMTdvw Aproztepd: Slalom, IIdvw 6e&rd: Junior Tour,
Kdrw aprotepd: Large Hill, Kdtw 6e&id: Wolves Slalom

e Right Turn: To animation auté npocoyoldVeL TV Beild GTEOYY TOU TakyTN.

Agol dSnuouvpyrdnxay xou To animations endpevo Brua Yoy 1 ewcoywyy) Toug otn Unity
3D. Telwxd, to animations yio aplotepy| xou Sedld oTpOPY OevV yenotponotinxay dloTL o
mouy vidL ebvon First Person Controller xou dev eivon oye66v xotdhou opatd, xodog otny oucia
petatoniCouy To GOUN TOU OXLER OTO TAAL, YohOVTOC TNV omTixy) mou €youpe and to Oculus
Rift. To animation axavnoiog ypnowonodnxe xovovixd, 616Tt, av 0 yeHoTng xateldoet To
XEQPAAL TOU TPOG Tol XATw, (GoiVOVTAL Ol XIVACELS TWY YEQUOY X0l TWV TOBLWY, TEOcodovTag
eeahloTxotnTa. Enlong, to (dio povtého oxiép yenowonotfinxe ot doxyactio Junior Tour yia
VoL avamapaoTRoel Toug avtindhoug (oyfua 4.4). H pévn Swpoponoinon mou undpyet avdueod

Toug ebvan otar poUya textures Toug omou pe TN forydeta tou Photoshop tpononoufinxay.

Emmiéov, yia va yiver To mouyvidl xou 1 CUUTERLPOREE TOU TOUXTY| THO PEUMO TUIXY, YENOHLOTOL-
funxe 1o cbotnuo Ragdoll tng Unity. Iogéyet évay amhd odnyd mou emtpénel 6o yeHoTn Vo
dnutovpyhoet yeryopa ouyxpouotée, Rigidbodies(Bopttnta) xou apdpioeic, Tpoodidovtog pe-
OO T XIVNOT) TOU YAEaxX THEA XATA TNV TTWOT). XE TEpnTtwan alyxpouong, oL aplpmaelc Tou
YUEUX TR0 CUUTIERLPELOVTOL BXEME PEAALT TiXA xou AU YILouv axpBig TS OTNY TEOYUATIXOTNTO

(oyfua 4.5).
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Yxnua 4.3: Tpiohidotato povtélo okiép

Yxnpa 4.4: Tpwddotata povtéla avtinalwy okiép

Yy teleutaio Soxylacio o avtinaiog meénet va Ee@iyel apxetols newvaouévoug Aoxoug. Ta
TELOOLoTATO LOVTEAD TV AUxwY, xodm¢ xou Tor animations toug, avaxtidnxay and to Asset
Store tng Unity 3d xou evowpotddnxay oto mouyvidt (oyfAue 4.6). Ta animations tou éyel o

14 /. Ve 14 /.
xade hoxog elvon tor e€Ng mopadTe:

e Idle: ¥to animation auté 0 Adxog Oev xiveltan xon XAVEL XATOLEG HIVHOELS CTATIXES.

e Run: To animation autd mpocopoldvel To Tp€€uo tou Abxou xau evepyornoleiton dTay
o AOxoc evrorioel (8et) Tov oxiép R xdmotog dhhog hixog mou Beloxetar xovtd Tou Tov

€L00TOINOEL TS TOV EYEL OEL EXEIVOC.

e Attack: To animation auté npocopoldvel Ty enileot Tpog Tov oxiép xal EVERYOTOLETOL

/ /7 /. /7 / 7
otay €pel o TOAD xovTvY) andotact uall Tou.
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Yxnfpa 4.5: ITtdon oxiép (Ragdoll)

Yxnua 4.6: Tpwdidotato povtéro Alkov

4.4 Tpapuxry Awenagpry Xprotn

Apywd, To mawyvidl oyedidotnxe yio var unogel o yprotng vo o mailel ye to Oculus Rift xou
vo Teptnyeltan oo uevol pe to moviha. O Tpdmog autdg anoutoloe and Tov yenotn vo Bdlel
xon vor Bydder Ty xdoxa, 1600 xatd TNy €vapdn, 600 xal xatd TNy AEN evog YOpOL TokyVL-
0100, UETA amd TUPOTEUVGOT TOU GUC TAUATOS YE TEOELBOTONTIXG UNVOUATA, YEYOVOS TO OTolo
uetétpemon to User Experience oe o evoyAntixn xou xoupao tixy| Sladixacta, xaddhe amoutoloe
™ XENOoM TRV BLopope TV cuoxeuny elo6dou (headset, movtixt, mAnxtpordyto). Etor hot-
ToV, oTNY TpooTdiel ETALCTE TOU ToEATAVE TEOBAAUATOS, anogasioTixe vo Tonodetrnioly
Oho ot uevo) oTov yeo. Me tov tpdno autd 1 yehor Tou TANXTEoAoYioL XaL TOU TOVTIXO0
oev ftav avayxaio, xadog TAéov €yovtac o YeNoTng oTo %E€VTpo Tng 0¥ovng Tou TavTa Evay
0TOY0, UTopoUGcE Vo EMAEEEL TIC EXAOTOTE EMAOYEC oL ToL eugaviovtay ota pevol. O Tpdmog
eMAOYTE €YLVE TOAD amAOC xan 0y ENOTOS, XAIOE TOTOVETOVTAS TOV GTOYO Yia Ay BELTEPOAE-
nto (1-2 secs) mévew oty emhoyy) mou Yéhouye yivetar @optwon (loading). To oTul autd
Yoo Semapric Swtnerinxe xodOAr 1 OLIEXEL TOU oLy VIOLOU Xol Yial OAXL TOL HEVOU, WE

novadwr e€aipeor oto Large Hill 6mou ypnowonotodvton Suo amhd buttons, ta Space xan Ctrl
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yia Restart xow Continue avtictorya. O Adyog mou yenoylonotidnxay autd to duo buttons yu
QUTAHY AmOXAELC TS TN doxacio etvar o anpdBAentog TeOTOC Mo unopel Vo TEGEL 0 OXIER OTO
€daoc. To pevol, oe MEQITTWON TOL O TAlYTNG YAOEL, ePPavI{oVToL TEVTO GE CYETIXN WS TEOG
auTOV Yéor. LuVem®g, Yo €mpene va eEAeY Y000V TOAMEG TEQITTHOOELS YId TOV TPOTO TEOCYEiw-
ofc Tou oxtép HoTe Vo puduiletar 1 owoth Véom eupdvionse Tou Yevod ARENG. XTIC UTOAOLTES
ooxwaoieg TéTolo TEOBANUa dev UTdEYEL, xaWS 0 oxEp TEAYHATOTOEL amAr) xaTdfBaon dlywe
VoL ydvel TNy emopt| Tou Pe To €dagoc. Téhog, yenowono|dnxe xou o TAxTeo Esc yio nadon
ToU Ty VIdoL xon Tar TAxTeor Space xou Ctrl xou Esc yuo emavexxivnon, cuvéyion mouyvioiol

xa €000 mouyvidloy avtioTolya.

4.4.1 Apywxd pevol

To mowyvidl Eexwvder pe to xupltg Yevouy, to omolo mepthopBavel €var xouunl Evopdng VEou mal-
yvidol (New Game), évo xouuni @poptwong mouywidol (Load Game) to onolo apyixd eivou
xheWbwpévo xou éva xouurt e£68ou amd to mawyvidt (Quit). ‘Onwe etndinxe napandve, Tonode-

TOVTIC TOV 0TOY0 Yior 120 xapé, emhéyeton autd nou emtdupel o ypRotne (oyfua 4.7).

Games

Xxnua 4.7: Apxiké pevod

Emiéyovtac New Game yiveton uetopopd o€ €vor dAAO UevoD UE TEGTEQLS BLOPORETIXES ETLAOYECS
(Training, Challenges, Instructions, Exit). ‘Onwe @aiveton xou and Tic etxdveg, xdvovtag hover

o€ uLot emhoy ), oAAGLEL TO YPMUL X0t 0xXOUYETOL EVOC YopoXTNELOTIXGS fiyog (oyfua 4.8).

e Training: Av o ypriotng emAéel Training, tdte epgavileton yio véa 0d6vn uevou, 1
omofa Tou Blvel T1 SUVATOTNTA VoL EMAEEEL OTOLAONTOTE AT TLC OO ETUAOYES TTOL (PUUVOVTAL.
Y10 Training o yerotng umopel va tpomovniel oe duo SupopeTinég Tloteg xdvovrtog eite
Slalom eite dApato. Me Ty emAoyy| auTy| Tou BlveTon 1) SUVATOTNTA VoL TPOCUPUOCTEL GTO
TEPYBAAROY EXOVIXNC TROYUATIXOTNTOG TPV EEXVACEL TI AMOCTOAES TOU, ATOPEDYOVTAS
UE aUTO TOV TEOTO Vo Tou onuoveyniel ardtopa Simulator Sickness. Emiéyovtoag wa

and Tic duo mioteg, 0 yeRoTNe LeToPoivel oty mioTa xar To mouy vidL Eexvder (oyhuo 4.9).
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DOPE SLOPY DOPE SLOPE
MaIn Menuy Main Menuy

rramir g rramir

.

OOPE SLOpg UOPE SLOpg
'e"dunuu ”‘duuuq

Yxnua 4.9: Mevov nporndvnong (Training Menu)

e Challenges: Av o ypriotne emiélet Challenges, tdte cugavileton éva mapdiupo-uevou
TOL TEPIEYEL OAEC TIC BOXIAGIEC TOU TREMEL Vo EEMERUOEL, OTE VO TEPUATIOEL TO TToU-
VoL Av o yprotng éxel emhéler New Game 670 apyixd UEVOD, TOTE Ol TEELS TPWTES
doxylooieg elvon EexAelBwTES xaL 0 YeHoTNG Unopel var Ti¢ TaUeL, evd 1 TeAeuTaior elvon
xhedwpévn (oyfuo 4.10). Awgopetind, av éyet emhéZer Load Game oto apynd pevoo,
6t eppaviletan o exdva (Tedovo Tix) Thve oty avtiototyn Soxiuacia ¥ doxaoies
oL €YoLY oloxhnewidel 6To auécng Teonyoluevo game session. Av o yeHoTng oAoxhn-
PWOEL TIC TEEIC TPWTEC doXWACIES, TOTE oL emhoyég auTég mpaovilouy xou 1 Teheutola
niota Eexhedver xou yivetan Sardéoiun mpog emhoyn and 1o yerotn(oyfua 4.11). Mno-
eel xavelc va €yel mpdofact o omodr|note EexAeldwtn oo xou vor ewoay Vel o auTH
aveZ P THTWS GEWRAS HOVO PEca amd To Uevol autd. Kdde @opd mou o yprotne ohoxhn-
PWVEL Lo dlodwacta elte emiTuy®g elte avemTUYOC EMOTEEPEL OE AUTO TO YEVOL YLOL VAl
ouveyloel to mawyviol. H uovn meplntwon mou dev emoteégel, eivar 6Tay Ohoxhne®oeL
Oheg g Boxpaoieg emTUY®S, ONOTE T0 VO TNUO eUPavilel Eva UVUPA X0l POTAEL TOV
xerot av Vékel va Eexviioel Oheg Tig doxpacieg and T apyr| 1 emdupel vo @iyeL and

4
TO Ty VioL.
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DOPE SLOPE DOPE SLOPE 9 .
thallenges challenges

[OPE SLOPE 0OPE SLOPE
Challenges thallenges

DOPE SLOPE DOPE SLOPE
thallenges thallenges

OOPE SLOPE DOPE SLOPE
(hallenges (hallenges

Yxrjpa 4.10: Mevob Aoxipaoicy (Challenges Menu), ITdvw Aprotepd: Aev éxovue emrééa tinota,
ITdvw Ae&rd: Slalom Challenge, Kdtw Apiotepd:Junior Tour Challenge, Kdtw Ae&rd: Large Hill
Challenge

TomodetdvTog 10 0TOY0 TaVL oE plor doXacior Xot TEQUEVOVTAS Yo 1-2 SeuTtepdAenTa,
ahh&ler 1 vt (texture) tou exdotote TeTpayOvou (Tpootileton évo transparent textu-
re eVOC TEAOVOU TIX), AXOUYETAUL EVOS YapaxTNELoTixds Yyoc emhoyic xou eppavileton
Ulol e pOpTWoNG, X xou YEVIXES TAnpogoplee Yoo TNy Tlota mou axoloudel. H
umdipa poOETWoNG dlopxel TEPITOU BeXATEVTE BEUTEPOAETTA, WOTE O YEHOTNG Vol TEOAISEL
va dlafBdoet Tic Yevixéc mhnpogopiec xat poAC gpTdoet oto 100%, poptddveton 1 avtiotouym

oxnvy (oyfua 4.12).

Mo teppatiotel pla doxtpacta, T0Te N avTtioTolyn EXOVA GTO UEVOL BOXIIACLDY OANGLEL
xan eppovileton pior EVOEEn OTL €yl ohoxAnpwiel. Ytny nepintwon auth v elvol e@uxtd

vou Ty Eavamaigel 0 yeHoTne, Se00UEVOU OTL Exel OAOXANEWIEL ETULTUY M.

e Instructions: Av o yprjotng emAéel Instructions, t6te tou eugavileton yior 0déVN 7
omofo mepLEyeL BldPopeS TANEOPORieS Yior To Touy VidL Tou mavoy Vo Tov EVBLIPEPOLY Vol
olofdoel mpwtol Eexwhoet va ailet. O odnyieg mou eugaviCovion oty 0dévn cuunept-
hofBdvouv TANeopopiec GOV 0PoEd TO GTOYO TOU HEMA, TOUS AVTLTAAOUS, XaMS Xl TOV

Tp6T0 ToU Yewpiletan Tov yopaxthpa (oyfua 4.13).

o Exit: Av o ypriotne emiélel Exit, tote petafaivel extdg mouyvidov. ‘Eyet vhomoiniel
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(hallenges challenges

Yxnua 4.11: Aprotepd: Teppatiouds Large Hill Challenge, Ae&rd: Teppatiouds 3 mpédtwy dokiuaoidy
ka1 Eexeldwpa tedevaiag (Canadian Slope Challenge)

€val TOAD amh6 OO TN amOVNXEVOTC-POETHONS, OTIOL O YEHOTNG UTOREL VoL POPTOCEL TNV
XATAGTAOT) TOU Ty VIOLOU amtd TO AUECKS TPOTNYOLUEVO game session ot vor cUVey(oEL.
Anhadt), o yenotne unopet vo cuveyioel and excl mou otaudtnoe TNV TEAEUTAO Popd. Av
opne Eexvioer xovolplo matyvidt (New Game) ta nahid Sedouéva @popTwong ydvovton

%ol AmoYNUEVOVTAL TO XOUVOURLAL.

Téhog, 600 o yehotng Peloxetan ota mopddupa Training, Challenges xou Instructions, yue-
VOVTOG T0 Xe@dAL Tou 90 polpeg 6eid unopel va del €va xouunt Back, to onolo Pploxeton oto
YWEO.  LNUAdELOVTAC TO PE TOV OTOYO o TEPWEVOVTOS Alyor deutepOienTa, peToPBaivel 6To

oxEBAOC TEONYOLUEVO Topddupo Tou elvan To xeVTpixd pevol (oyhuo 4.13).

4.4.2 Tpopuxd nepifBdirov ITouyvidiol

[Tépo and to ypapnd mepBdihov évaping, To meEpLocOTERN Tony vidlar Slord€TouY Ui YpapLxn
olemapn yior o dlvouv mhnpogoplec oTov yerioTn xar va tov Bondodv xatd T Otdpxelo Tou
mouywidov. H ypagpueh auth Siemopt| ovoudleton head-up display(HUD). Extéc dpwc and to
HUDs dwdétouv emmiéov Sudpopes Ponintinés odoveg xan pnvouato ta omoia xadopilouv
EVEQYELEC TOU oy VIOLOU. MTnV Tapoloa TTuyLoxy| epyacio, otny tpootdieia vo uhoTonVel wial
TpocouoiwoT Tou oxt pe T Yerion Tou Oculus Rift, emAéydnxe va unv unepgoptwiel 1 oddVn
pe HUDs étol tote vo unv anoondton 1 Teocoyr) Tou yenotn xou va emteuydel xaAlTepo user
experience. Ta HUDs ta onola yenowwonotinxay, totodetiinxay 6to xdte uépog tne 09ovng
xou firory GhoL nudLapanvi(transparent), €ToL HOTE VoL Ny anooToly Ty Tpocy ) Tou yeNoTn 0UTE
vo. Tou eptopilouy TNy ontu|. Enlong nopéuevay otn 9éorn toug xadohn Tn didpxeta Tng xdie

doxwpaciog. Xtn ouvéEyelo avaALovToL:

e Metpnthc onpouwv(Gate Counter): Bploxetoaw totodetnuévoc 6o xdte aplotepd

wépoc tne 00éVNe xou amotelel oty ousia évay yetenth (oyfua 4.14). Xtic Soxpaoiec
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Yxnua 4.12: ITdvw Apirotepd:Slalom Loading Bar, ITdvw Ae&id: Slalom Loading Bar, Kdtw

Apirotepd:Large Hill Loading Bar, Kdtw Ae&id: Wolves Slalom Loading Bar

Slalom xon Wolves Slalom o ypfotng €yel ¢ 0TOY0 Vo TEQUOEL EVOY GUYXEXQLIEVO
oprdud amd onuadxia, omoTE elvol oNUAVTIXG Ylol AUTOV VoL Yvwpellel Tooo €yel Tepdoet

TNV EXACTOTE YPOVIXT OTLYUN.

Xepovoépetpo(Timer): Bploxeta tonodetnuévo oto xdtw delid pépog tng oddvng
XUl UETPAEL TOOOC YEOVOS ExEl MEpdoeL and TNy exxivion tou oxiép (oyfua 4.14). X1n
ooxwpaoio Slalom,o molytng extog amd To OTL TEETEL VoL TEPAOEL VAV GUYHEXPUIEVO aptiuo
amO CNUOLENLY, TEETEL VAL PTACEL GTOV TEQUATIONO OE YPOVO WXQEOTEQO OO QUTOV TOU

€pTacay ol avtimohol Tou.

Evépyeia naixtn(Energy): Ytnv teheutaia Soxwacio, o molytne meénet extos twv
AWV, Vo TpocEyeL Unv Tou emtedel xaL Tov dayxWoeL Xdmolog AOX0og xou YdoeL EVEpYELD.
‘Etol hoindy, 670 %dtw aploTtepd Uépoc e 00ovng eupavileton pior nuidlopovy Undea tou

avamaptoTd TNV evEpyeta Tou TadyTn (oyfuo 4.15).

Exté¢ and o HUDs yenowonoinxay didpopo unvipata, eL00Totfoels xon tapddupa to ontola

eugaviCovton otov yehotn elte xatd Ty €vopdn, elte xatd T didpxeta, eite xatd T ARET Tou

TOUY VIO ol AVOADOVTAL GTT) GUVEYELLL:

o ITapddupa Exxivnong: Koatd tny évapln tou nouyvidiol, oe onowdrnote doxuacia,
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DOPE SLOP DOPE SLOPE
1structions 1structions

Xxnpa 4.13: Mevod odnyrcdy

epgaviCetar otov modxTn €va apyixd mopdupo, To omolo TeplEyEl eite oplopéveg Pacirég
odnyleg, elte TIC EMBOCEC TWV AVTITAAWY TOU, OOTE VoL ZEPEL O TAUXTNG TOUS axELBElS
oTOYoUC Tou. Y10 onueio autd o yeHotne emAéyel elte va Eexwvrioel To oy VidL, elte va
emoTeédel oTo Pooind Yevol o mepInTwor Tou €yel yetaviwoel. O TpdTo¢ YE Tov onolo
yivetar 1 emhoy?) (Exit 4 Continue) eivar o (Blog 6mwe xou otar opyxd pevold. Anhadhc,
TOMOVETHOVTAC T0 0ThY0 Xou TeptuévovTog yior 1-2 deutepdhenta yiveton 1) emhoyn (oyhuo
4.16).

o ITapddupa Tepupatiopot: Otav o nalyTtng @Tdoel 6TOV TEQUATIONO Wiag ToTAC U-
Tdpy oLy duo evdeydueva. Eite va tnv €xel ohoxAnpewoel emtuy kg, elte avemituyde. Ko
OTIC OUO TEPLTTWOELS TO GUCTNUA EVNUERWOVEL TOV YV OTN UE XATIAANAAL UnvOUAT, TOCO
yioe T 9€on mou xatéhofe, 600 xaL Yl TOL CTATICTIXE Tou Tawyvidlol. Avdloya Ye Tnv
nioto oty omola Bploxdpacte autd dragépouy. T mopdderypa, oto (Slalom Challenge)
otay o0 yeNoTng Tepuatiost, epupaviCetar Eva VU TOU TOV EVIUERWYVEL Yia TN V€om Tov,
%o} XL Yl TOUG YeOVoUS Tou €xave, 10co o (Blog, 660 xat ol avtinahol Tou. XTo
(Junior Tour Challenge) evnuepdveton amhd yia tn 9éon tnyv onola xatéhofe, xodde pog
evdLapépel povo motog Yo ptdoet mpotog otov teppotiopd. To (Large Hill Challenge)
mpaypatonoieiton ot 2 yopoug. Ondte oTov TemTo YURo eugaviletar éva mapdidupo e Tig
AMOOTUCELS TV OAUGTOV TOU Ty T Hog, xS xou Twv avTimdiony tou (oyfuo 4.17),
EVE) XATY TOV TEPUATIONOG ToL BelTeRoL YOpou euavileTon €vog Tivaxog TEMXAS XoTdTagng
XL TWV 2 OAIATOV GUVOAXE TTIOU €YEL TEAYUATOTOWOEL O ToUXTNG ot oL avTimohol Tou.
Télog, oty teheutaio tiota, eugavietar €vo ToEdUIUEO TOU EVINUERWVEL TOV YPNOTH OTL
xotdpepe var tepuatiosl to mawyvidL (av €yel Tepdoel avdueco and Oho ToL G O
Oev TOV €Y0UV OXOTWOEL oL hixot) 1 6Tt mpénel vo Eavampoonadrioer yiatl tépace and

Nyotepa onuondo an’ 6ca ETPETE.
e Mrvupa 6t xdoope(Game Over Message): Av o yprfiotne téoel téve o€ xdmolo
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Yxnua 4.14: HUDs ovo Slalom Challenge, Aprotepd: Gate counter, Ae&rd: Timer

EUTOd0, HTKC TRpoo TaTEVTIXEC UTtdpes, xohovee Twv (Ski Lift), Bedyouc xhr, # npooyein-
Vel drooha ot doxwaoio ue Tor AT 1) TOV GXOTOGOLY oL AUxol oty teheutaio tioTa
(oo 4.18), t6te eugavileton 6To YWeo €va uRvupa 6tL éyace. Ou emhoyéc mou €yel
etvan elte vo emo tpédet oo Baowd evoy, elte va Eavanpoontodioetl. H emhoyy| (Restart,

Continue) yivetar pe tov (B0 TpdTO TOU €YEL TERLYPUPEL TEOTYOUUEVWLG.

o Mrvupa evnuépwong dipatog: H Soxpacio tou dhuatog amoteleiton omd Suo
yOpouc. Tdoo xutd v exxivnon tou dhpatoc (oyhua 4.2 x4te aploTtepd), 660 Xou XoTd
TNV TEOCYEWCT TOU GAUNTOS EU@avICETOL UWVUUL TOU EVIUERGVEL OE Toto Al PploxeTton

o makyTne xou TL améoTaon THBNEE, TPV EPPUVIOTEL TO TaEdIUEO TEQUATIOUOU.

e M¥vuupa nposdonoinong (Speed-Up Notification): Xty niota pe toug avtina-
houc oxiép, o malytTng TEEmeL Vo GLAAEEEL 600 o ToAAG Speed-Ups Beloxovion oty nioTa,
OOoTE VoL auEnoel TNy TayTNTE Tou. Alyo uétpa e @Tdoel 6” auTd, To GUG TN Eppovilel

éva Nudtapovés Uivupo Tou Tov evnuepmvet 6Tt TAnotdlet (oyfua 4.19).

H povaduxy mepintwon xatd tnv onola 0 ¥erotng Yenowonolel 1o TANXTeoAOYlo clvar oTay
Véher va xdver draxon) touywidol (Pause Game) eved naflet. To mhixtpa mou emhéytnxoy
va yenotgoroindody elvor €0X0AX GTOV EVIOTIOUO TOUC, OXOUO XUl UE XAELOTA UATLYL, ETOL (OOTE

0 YpHotne vo umopel vor xdvel dloxomt|, ywelc vo meémel mpmTo vou BYJAEL TNV xdoxa xan Vol
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Yxnfua 4.15: HUDs oto Wolves Slalom Challenge, Aprotepd: Energy, Ae&rd: Gate counter

(é€er to xouuni dlaxomig, eV 1 poY) Tou Ty vidol Yo cuveyiletar. ‘Etol howndv, onotadhrote
oTIYpn 0 YerRotng urogel va Sloxder matohviag to TAixTeo Esc. Ot emdoyég mou tou divovton
elvon efte va ouveyloel To mowyvidl TtatwvTag To aplotepd Ctrl, elte va xdvel emavexxivnorn tou
Tay vl TatwvTag Space, eite €€000 xou emoTEoPN 6To Bacind uevol matovTag ex véou Esc

(oyfua 4.20).
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Yxnua 4.16: IapdBupo exxivnong oto Slalom Challenge

APE SLOPI APE SLOPI
j Round 1 Resulis 4 ROWNd 1 REesuiis

J.smith 22sm || ) J.smith
K.slater 21 R 3 K.slater
s.white

D,

il

i

rerm e b e

o2 COMOMUE " \m.llar‘
B J

illi“l‘t" il J'lmlﬁ 7

1T

Yxnpa 4.17: IapdBupo teppatiopol npdtov yvpov oto Large Hill Challenge
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Xxnua 4.18: IapdBupo Game Over mov epgaviletar étay o1 AVkor €vToTioOUY KAl OKOTOTOUY TOV OKIEP
(Wolves Slalom Challenge)

Yxnpa 4.19: Ilpoadonointiké Mijruua Speed-Up
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Yxripa 4.20: MevoV Iavons (Pause Menu)
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Kegpdhawo 5

Y Aornoinon ITawyviolov

5.1 Ewaywyn

210 CUYXEXPWEVO XEPAAALO Vot YIVEL AVORUTIXY TEQLYPPT] TWY O TAdlwY LAOTONCTNG TOU TaLy Vi-
0100. Oa yivel avapopd oTIC AELTOURYIES TNG UMY AVAC TTALY VLOLWY X0 OTO TS YENOHLOTOLR U NXaY
yia var 6oet Lwn xon xbvnom oto maryvidl. Oa Yivel avopopd 0TO TEOYPUUUATIO TLXO Xl TEYVLXO
XOUUATL TOL VAOTIOLAUNXE Yiot TN ONULOVEYIO TWY YRUPIXWDY, TO YEIROUS ToU TToky TN, TN QUOLXY
ToU TouyVIdoy, xad®g xou TNY TEYVNTY VONUOoUVH TV avTindhwy. o va uropel vo ehey-
yVel TApwe 1 cuUTERLYPOEE TOU TaLYVIBLOY XAl OAWY TWV AVTIXEWEVWY, VAOTOMONXE XOOIXoC

yeoupévoe oe C# xou JavaScript.

5.2 T'pagpuxn Aenagpn Xenotn

H ypogpixr| diemagy| yeriotn €xel oyedlaotel Ye TETOO TEOTO (OTE Vo UTHEYEL CUVETELN OTA
Yeouoata xa 6T dpeliwor Tng. ‘Oneg avagéodnxe xou o€ TEONYOUUEVO XEQPAAAO, oYX
OYEDLAOTNXE UE OXOTO Vo UTopel 0 ¥eNoTNe va TNy yewloTel ye to movtix. H déa duweg auth
yeryoea eyxataelpinxe, xodng urtofoduilet to User Experience tou ypnotr, €00moLOVToG
TOV [E UNVOUOTA Yo TO TOTE TEETEL VOL POREGEL TNV XAOKI XU TOTE VoL TNV PydAet. ‘Etol howndy,
70 emoUEVO B Aoy var uhomondel OAT 1 EPAUPUOYY| YENOWOTOLOVTOS ATOXAELTTING XL LOVO

10 Oculus Rift, ye ehdyioteg eConpéoeig, dmwe avapépdnxay 6To TEoNYoOUEVO Xe@IAAO.

[ Ty vhomoinom, hotndv,Tne yeoapixhc demaghc yenoyloroidnxe to obotnue UI (User Inter-
face) tnc Unity, to onolo pog emtpénet vo Snuiovpyiooupe yehyopo xat dtonodntind dienapéc
xehot. Avanbonocto ototyeio tou Ul elvar o xauBde (Canvas) yéoa otov onoio tonodeto-

OvTon Oha T Ypapd ototyela. Anuovpyovtag éva véo atotyelo Ul, dnwe yio mopddelypor pial
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exova 1) éva xouuni, dnuLovpyelTon auTOUTA EVag XouBds, Edv Oev undpyel on otn oxnvh. To

4 7 e 7 Z e
otoyeio Ul dnuiovpyeiton mévta ¢ moudl péoa 6Tov xoud.

5.2.1 Apywdé Mevod

Mohic to mouyvidt Eexwvroet, eugavileton otny 006V éva tepBdihov Yéca oTo omolo uTdpyEL
T0 apyd Topddupo emhoymy Tou Touywvidlol (New Game, Load Game, Quit). Apyxd Aot
oV, Tomo¥eTAUNXOY EXOVES, YOUUUATOOELRES Xou Bldpopa AN Ypapixd cTotyela Tévw oTo
napdiupo Tou pevol. Xt cuvéyela, xadoplcTNXE 0 TEOTOG EMAOYHC %ot AAANAETIOEACTS TOU
napardlpou auTol UE Tov YeHoTn, o omolog €yve e éva apyeio script ypauuévo o C# dmou
xenotpornotinxayv ot teyvixéc tou Collision Detection (evétnra 3.4.10) xou tou Raycasting.
‘Etol Mooy, ndve o xdlde wa emhoyt| npocaptivnxe évag Leywpeiotoc Box Collider. ¥t
oLVEYEL, Uéow TNe TEXVXAC Tou Raycasting oynuoatileton pa adpatn yeouur ond to onucio
oo onolo Beloxdpacte (origin) xou Teog Ty xotedduvoT TOL XOLTIUE, UE OXOT6 Vo EVTIOTIGEL
av dlao Tawp@veTol (cuyxpoletat) Ue xdrotov and toug Box Colliders. Xe nepintwon obyxpou-
ong, Yiveton ahhoryy) ypwpoatog g emhoyhc (dompo), €Tl woTe vo xatahdfel o Yphotne 6Tt To
Eyel emhéCel. Av agrioel Tov GTOYO Yo HEPLXA XapE AV oe Evay ouyxexpilévo Box Collider,

yivetar popTwOoN.

‘Onoe gaivetor xon 6T0 Topaxdte TUAU xOdxa, 1 ouvdptnorn Physics.Raycast(ray, out hit,
100) 1 omolo xou yenowonoydnxe, noipver 3 oplopota, ta onoio elvon avaryxada yior vor Yiver o

EheyY0¢ TNg oVYXPOUoTC:
o ray: H apywr) ¥éom xou diebduvor tou onuelou and to omoio Eexwvdel 1 adportn axtiva.

e hit: Av civon odndéc (true), mepthapPdver TAnpogopies Yl To onuelo 0To onolo €yive 1

GUYXEOUOT).

e distance: H péyiotn andotacn mou 1 adpotr axtivo umopel va gTdoet.

//Raycast Control for IntroMenu
void IntroFunction()
{
// handle user view
Ray ray = new Ray(cameraController.centerEyeAnchor.position,
cameraController.centerEye Anchor.forward);

RaycastHit hit = new RaycastHit();

//Check For Collision
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if (IntroCubel.GetComponent<Collider>().Raycast (ray, out hit, 100.0f))
{
if (soundplayed==false)
{
//Hover sound play
HoverSound.Play();
}

soundplayed=true;

//Setting counters
Introcounterl+=1;
Introcounter2=0;

Introcounter3=0;

//Waiting period before clicking

if (Introcounter1==120)

{
//Click sound play
ClickSound.Play();
PlayerPrefs. DeleteAll() ;
IntroMenu.SetActive (false);
StartMenu.SetActive (true);
ChallengeMenu.Set Active(false);

menuflag=2;

//Change Button color
Introlmgl.GetComponent<Button>().enabled=false;

}

//Check For Collision
else if (IntroCube2.GetComponent<Collider>().Raycast (ray, out hit, 100.0f))

{

if (soundplayed==false)

{

HoverSound.Play();

}

soundplayed=true;

76



//Setting counters
Introcounter1=0;
Introcounter24+=1;

Introcounter3=0;

//Waiting period before clicking

if (Introcounter2==120)

{
ClickSound.Play();
IntroMenu.SetActive (false);
StartMenu.SetActive (true);
ChallengeMenu.SetActive(false);

menuflag=2;

Introlmg2.GetComponent<Button>().enabled=false;
}
//Check For Collision
else if (IntroCube3.GetComponent< Collider>().Raycast (ray, out hit, 100.0f))
{

if (soundplayed==false)

{

HoverSound.Play();

}

soundplayed=true;

//Setting counters
Introcounter1=0;
Introcounter2=0;

Introcounter3+=1;

//Waiting period before clicking
if (Introcounter3==120)

{
ClickSound.Play();

Application.Quit();
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}

Introlmg3.GetComponent<Button>().enabled=false;
}
//If there is no collision (target outside of the window)
else
{
soundplayed=false;
Introcounter1=0;
Introcounter2=0;
Introcounter3=0;
Introlmgl.GetComponent<Button>().enabled=true;
Introlmg2.GetComponent<Button>().enabled=true;
Introlmg3.GetComponent<Button>().enabled=true;

Me v S axpBie oy vhonotimxay xou ot cuvaptioelc StartFunction(), TrainingFu-
nction(), ChallengesFunction(), InstructionsFunction() ot ExitFunction() nopéyovtac oto
YeNoTN Wt amAf xou yeryoer aAAnienidpoor ue o pevol mou Peloxovian euBudicuéva oTo

TEPBHANOY EXOVIXNG TTEOYUOTIXOTNTOG.

5.2.2 Mevol Kuplwg ITawyvidio0

H vlormolnon tng ypapxhc BIETaphC TOU ¥eH|oTN xoTd T OldEXELd TOU Taky VIBL00 axohoLUE
v Bt priocopio ye auTH TNE OoYEdONC TOU 0EYLXOL UEVOD TOU TEPLYEAPNXE OTNV TEONYO-
Opevn evotnto. Kdde oxnvi, dwardétel éva script to omolo axohoudel tnv (Bl axpBog Aoy
(Raycasting) yio va emtiyet v oAAnhenidpaon e To Yphotn. Autd mou dtapépet amd TAEUPdS
vloroinong oe oyéon Ue To apyixd UeVoD, lvor 6TL TOAES QOopE To Tapdiupa EVERYOTOLOUVTOL
amd yeyovota mou AauBdvouv yweo xatd TN Sidpxelo Tou mouwy L. Erol, mapdiupa omee
e évapdng g doxydaotag, Tou TEUATIONOY, TNg ANENG ETEWDT YAOUUE, VUL AVOBUOUEVOL KoL
epgavilovton autopata avdhoyo Ye Ty e€EAEN Tou oy vidloL. Emniéov, ta mapddupa autd eu-
pavilovTal TavTa, OE OYETXT KOS TEOS TOV oXLER VEoT xou TdvTa o€ VéoT Tou Bploxeton axpBoe

UTEOG T TOU.

O tpéroc pe tov onolo eugaviovia Paciletar otoug evepyonomtée (triggers). 3tnv ovola,
oniaot), umdpyouv Box Colliders adpatol, ye toug omoloug 6Tav 0 oxiEp GLYXEOVUGTEL, €YouV

OOV OMOTEAECUO TNV ELPAVIOT) CLYXEXPWEVKLY TopadUpwy. H cuvdptnomn mou yenowonouidnxe
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yior vor mparyportontoteiton autédc o éheyyog eivan  OnTriggerEnter().

H pévn Swagpopd and mheupds vhomolnong €yxeltal TNy TERITTWon Tou o TatyTng TATHCEL TO
Esc yw madon 1 ydoer otny niota Large Hill. e autéc tig Suo mepintadoeic €yive eAEyyog

TAXTEWY Yenotomowdvtog T ouvdptnon Input.GetKeyDowny().

Téhog, éva mpdypa To omolo eivon ThEo TOAD CNUAVTIXG GTN YRoUPXT) SETAQY|, EVOL 1) TEOTE-
pa6TNTAL TV Tapadleny. Xtny nepintwon mou mathcouue Esc yia madorn mouyvidiod xan oty
oLVEyEL TTHoOLUE €x VEou Esc yia é€060, Vo eugaviotolv 2 nopddupa. And xdtw VYo Bploxe-
Tan To mopddupo Tadong xou amd mave To mapddupo emPBeBainong e€66ou. To molo mapdiupo
Yo eggpaviotel amd mdvew N and xdtw, umopel v xadoplotel and v mopdueTeo sortingOrder

Tou yac mopéyouy ta Canvas (oyfua 5.1).

YES (Ctr) ND (e (R 5 (ctr) ND (SpecE

Yxnpa 5.1: Ipoteparétnta tapadipwy

5.3 TYloroinon Xxiép(Skier Physics)

‘Eva alyypovo mawyvidl emBdiietan vo yenolonolel va pEaAloTXd UOVTEND PUOXNC. TNV
TapoLoa TTLUYloXY epyacta €yve mpooTdUeld Vo Tpocopoiwlel 1 xivnom xou 1 CUUTERLPOEA
evog oxiép pe PBdorn toug vououg tne uowhc. ‘Etol Aowndy, extog amd tn Popbnta, €yive
ENEYY0C 0LYXEOVCEWY PETAED OAWY TWV AVTIXEWEVWY. e TERIMTWON Tou 8ev cLVEBaVE auTO,
Yo umpy v avTixetyeva Tou To éva Ya oy weoloe 6TO dANO Ywelc xaula avTidpaoT. LUVeEn®g,
XeNooTolUNXaOY CUYXEOUGTES GE GhaL Tar avTixelueva ot ontolol glte efval Tpocopuocuévol 6To
avTixelyevo yio eyohltepn oxplBelar UTOAOYIOU®Y, ElTE elvor amAd YEWUETEXE OTERPES OTWC
opalpee, x0PBot, xOASpoL x.&. "Totepa and Soxr dlapopwy TUTWY CUYXPEOUCTHOY GTA TEDLAAL
Tou oxép, anogaciotnxe 6Tl 0 BéATIoTOC TEOTOC HTay var Hovieromondel axpBng omweg éval

aUTOXIVNTO. TNV ENOUEVT] UTOEVOTNTA YIVETOL TEPOUTERL AVAAUCT).
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5.3.1 ®uowr Xxiép (Skier Physics)

[t yovtelomoinon tou oxiép €yive yprion twv ocuyxpovatds e6dac (Wheel Colliders), ot
omoloL vou PEV UTEEYOoUV ohhd Oev qatvovTon. Autd €yel ooy AMOTEAEOUA O OXLEQ Vo XIVE(TOL
XL VoL CUUTEQLPERETOL OTWE €val auToxivTo Pe Baoixr| OUmS Slaopd OTL 1) WOV XWNTHELOS
dUvVoun mou Tou aoxelta elvon 1 emtdyuvon e PopltnToc (oTar CUTOXVATO UETOPERETOL POTH
otoug dZovee, 0To dlagopixd xat téhog otouc Tpoyolc). O Wheel Collider anotehel pror e1duxh
XATNYOPlol GUYXEOUC TGV, TOGO YLol OYAUATA, OGO Kol YLol GAASL OVTLXELUEVOL UE TUPOUOIES CU-
uneptpopéc. Eyel evowuatwuévn aviyveuon alyxpouong , QuoLxr Tou Teoy 0V Xl EVa LOVTEAO
Terc-ohioOnong. Agol éyve Soxuy| Bldpopwy TYWMV Yol TI Tapauéteous, Beédnxay ol BEA-
TIOTES BUVOTES TWES DOTE Vo UTBEYEL IxavoTontixyy cuuneptpopd (oyhua 5.2). Etotr Aowndy,
onuoveYRinxay Téooeplc TETOOL GLYXEOLCTES xal TomoVeTHinXaY oE PEYAAUTERT amOCTAOT
amo oUTH TWV TEBLAWY TOU OxlL €TOL OOTE 0 oXiép Va elvol To GTAEROS XAl VoL NV oVOTEETETOL
oe ométoues otpoéc (oyfua 5.3). Emmiéov, yia axdpo peyoldtepn otadepdtnta xou npog
ATOPUYNY AVATEOTNG OE TEPITTWON ANOTOUNS OTEOPNS, YOUNAWINXE TO XEVTpo Bdpog Tou Ue

TOV XWOWO TOU PAiVETOL TTAEAUXATE).

//Place the mass center under the ground
rb = GetComponent<Rigidbody>();
rb.centerOfMass= new Vector3 (0, —1, 0);

Yy Soxwooio tov o malytne extehel dhpata (Large Hill), apywd Arav S0oxolo va yivel
OUUAT| TPOGYEIWOT) TOU OXIEQ UE ATOTEAECUA TIC TEQIOCOTERES POPEC Vo avatpémetan. [l Tov
AOYO ooy autd, yenowornofooue Coroutines. Ou Coroutines elvon e€oupetind yprioyleg
otay YivETol HOVTEAOTIOMOT ULOC CUUTIERLPORAS XaTd T1) Bidpxeta apxeTtv xapé. Ou Coroutines
0EV €y0uV oYV xapia EMBAPUVCT GTNY ATOBOCT XU ETUCTEEPOUY TAVTA AUECLS, UAAS Elvor
€T VoL xdvouy yield To amoTtéAeoua xon VoL TEQLUEVOLY UEYEL VO ONOXATPWUEL 1) EXTENECT) TOU
anoteréopatoc. ‘Etol hoimdy, pe v eviory| StartCoroutine(” MyMethod”); yiveton xAfion g

Coroutine, o x®0uxag TG onolaug afveTon TUEAXATw.

//Freeze rotation

IEnumerator MyMethod() {
temp99=0;
rb.angularDrag=10000; //Freeze rotations in order to stabilize skier
yield return new WaitForSeconds (2);

rb.angularDrag=0; //After 2 seconds skier should be stabilized so we initialize
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Xxnua 5.2: Wheel Collider

again

temp99 = 1;

T otypn Tne emagnic Ue TO EB0POC TOYWVOUUE OAES TIC TEQLO TROYES TOU OXLER Yo 2 BEVTEPOAE-
TTA, DOTE VAL U1V UTIEOYOLY OVOTNONOELS X0l VO UTOREGEL O Tl TNS Yol TOV TPOCYEWWoEL. Metd
amo 2 BEVTEPOAETTA, OPYLXOTIOLOUUE €X VEOL TNV avtloTaon TeptoTeoic oto 0 xou emavépyeTon

0 PUCLOAOYIXOC ENEYYOC.

5.3.2 Evowpdtwon Oculus Rift DK2 & Xeipiopdg Xxigp

Agot tonotetHdnxay oL cuYxpoLaTéS, enduevo Briua HTav o EAeYyoc Tng dleuvong xivong
Tou oxép. ‘Onwg avapépdnxe xar o TEoryoVUEV XEQIANA, O EAEYYOS AUTOC YIVETAL ATOXAEL-
oTixd xau wovo e to Oculus Rift. Apyixd Aowndy, €yive eicorywyr| Tou xatdAAnAou ToxéTou oty
Unity, étol &ote va €youpe mpooPact otoug etaoynuationote tTou Oculus. Xtn cuvéyel,
apanpédnxe 1 Poowr xduepa tou awywidod (Main Camera) xat mpootélnxe to Prefab tou
Oculus, to onolo 6ty oucla eivar BUO XAIUERES PE BLUPORETIXY| V€, TIC EIXOVES TWV OTOlWV

cLVOLALEL TO aVUEMTILVO VARG Yia VoL BNULOURYHOEL Wial eViaka TRLOBLAC TUTY) G TEPEOCKOTLXY| EL-
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Xxnpa 5.3: Movtélo okiép ue
OUYKPOUOTES

xova. 'Etol, yenoyomoidviag Ty Teéyouca TN TEPLOTEOPNS ¢ Teog Tov dfova Z omd To
yupooxédmo tou Oculus, 1 onolo TEOXVUTTEL A6 TEPIGTEOPT TOL XEPUAOV WG TEOSC TOV JEO0-
VoL 0UTO, avTloTolyHOnxe oTn Ywvio TEPLOTEOPNE TOV UTEOCTIVOVY TEoY®Y Tou oxiép. Me tov
TEOTO AUTO elyoue dueon avTioTolyla ueTal TEpLoTEOPNS xepolol xa Sieduvong oxiép. E-
mmiéoyv, toAamhaoldotnxe ent 60 yio va puduloouvye xalbtepa To turning ability tou oxiép.
Aoxwdlovtog didpopeg T Yewprinxe 6t 1 Ty Tou 60 Aoy 1 Woviny), xododg ot PeYdleg
Tary 0T Teg VEAOUUE UiXPOTERT) IXAVOTNTA GTROPNS Yol VO UTIARYEL MEYAAVTERT) O TadEpOTN T OTNHY

mopeta. O x®dxag o onolog vAomolel TNV Topandve AetToupylo QoivETon 0T CUVEYELA.

wheelFL.steerAngle = —60 * oculusCamera.oculusRotation.z;

wheelFR.steerAngle = —60 * oculusCamera.oculusRotation.z;

O nopandve Teonog xivnong €yel vAorowiel yio TNy tepinTwon mou o oxép PeloxeTton ot emapn
UE TO €00pog. LNV TEPITTWOT OUMC TOU 0 OXIER YUOEL TNV ETUPT TOU UE TO EBUPOC, OTWC
yia mopdderyua cupPaiver ot doxpaoto Large Hill, tn otyun mou €yel @Oyel and to dhua
xan Pploxete ooV aépa, 0 yEWRIOUOC Tou oxiép Blagoporoteitar. T'a To Adyo autd, mpTa elvon
avaryxaiog o éleyyog mote Poloxete oe enagn ue To €dapog xou TOTe Oyt. Ol mopaxdtey YeouuéS

%O VAOTIOO0Y ouTY| T1) Sladtxacio.

//Check every Wheel collider if it collides with the ground
groundedl=wheelFR.GetGroundHit(out outHit);
grounded2=wheelFL.GetGroundHit(out outHit);
grounded3=wheelBR.GetGroundHit(out outHit);
grounded4=wheelBL.GetGroundHit(out outHit);

grounded = (groundedl || grounded?2 || grounded3 || grounded4);
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if (grounded==true)

{

... //It includes many lines of code

}

else

{

... //It includes many lines of code

}

Yy mepintwon, howndy, mou o oxiép Peloxetar oTov apd, N TEPLOTEOYPY| TOU CWUATOS TOU
axohoudel v eptotpoy| Tou xepakol (Oculus) we mpog toug dZovee X, T, Z xdtt to omofo
oY VEL XL OTNV TEAYRATIXOTATA OTIOU TO GWU ax0AoVIEl TIC XIVACELS X0l TIC TEPLOTEOWES TOU
xepahol. ‘Etol howmdy, péow tne ouvdptnone Rotate() yivetouw mepiotpogr tou yopoxtipo
t60eg poipeg, doeg €yl mepioTpapel To yYupooxdmo tou Oculus Rift. Topondte gaiveton xat o

aVTIoTOLYOC HWOXAC.

//Air control with head rotations on X,Y,Z axis
transform.Rotate(Vector3.up*rotSpeed*«Time.deltaTime*(oculusCamera.oculusRotation.y));
transform.Rotate(Vector3.forward«rotSpeed«Time.deltaTimex(oculusCamera.oculusRotation.z));

transform.Rotate(Vector3.right+rotSpeed*Time.deltaTimex(oculusCamera.oculusRotation.x));

5.4 Teyvnti Nonuooivn

[o v vhomoinom tng TeXVNTAC vonuoolvng €ytve yeron tou Navigation System tng Unity
HEGw Tou omolou YivETo AV VWGET) TOU EBAPOUS TNG TOTAS TOU UG EVOLUPEREL DNULOVRYHOVTOG
TAéyuota TAofynong, To navigation meshes ¥ oAldg navmeshes. Xtn cuvéyela, péow uLog
Sradixaoiog mou ovoudleton baking, yiveton eloorywyn Tou eddpouc (terrain) mov poc evolapépet
xan xadopllovtan oplouévol Topdueteol Tou yeeldleton Vo Angioly urtddiy xotd TNV TAoHYNoT

Tou yopaxthpa. Tétolec mopduetpol eivan oL Topaxdte (oyfua 5.4).

e Axtiva tou mpdxtopa (Agent Radius): Opilet néco xovtd unogel o npdxtopag

VoL TANCLAOEL TolyouC.

e 'Ydog tou npdxtopa (Agent Height): Opilet uéypt T Oog umopel o npdxtopag

VoL TEPALOEL.
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e Meévyiwotn xhion (Max Slope): Opilet v xAion nou pmopel va xvndet.

e Step Height: Opilel néca mAd eunddio unopel var ovéPet.

2 Navigation

General
Radius
Height
Ma

Generated Off Mesh Links
Drop Height
Jump Distance

Advanced

Xxnua 5.4: IHapduerpor NavMesh

Aol xodoplotoy oL TapdueTeol autol EexweloTd yia TV Wia tioTa Tou yenoulomotfinxe oTIg
doxwaoieg Junior Tour xoaw Wolves Slalom 6mou €youue auTOVOUOUS YURAXTHRES, ONuLOUE-
yHOnxe évo mhéypa To omolo gofveton ooy wior Yohdlior dtapdiveta Téve and to €dagog (oyhua
5.5).

Yxnua 5.5: NavMesh

Mo vo propécouy tar dedopéva auTd vor SLBacTOLY amd TOUG YARUXTHEES UAC XAk VO UTOREGOLY
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va Thonyndoly yéoa 6Ny oo ax0AoUYOVTIC TO GTOYO TOUG, TEETEL VO TOUS EQPUPUOGOUUE TO
ovotatixd NavMesh Agent. O NavMesh Agent etvan évoag xOAvOpoc yOpm amd Tov yopaxthed,
cav Collider, o onolog elvon urebBuvog yioe TNy xbvnon Toug. XN cuvéyela, Yiveton TepLypapn

TOV QUTOVOUMY AVTITEAWY.

5.4.1 Avzinohol Xxiép

Y1 6eltepn doxpacio o TatyTng €pyeTal AVTETWTOC UE dANOUS 3 GXLER oL OTtoloL AELTOVEY OV
autévopa. ‘Etol howndy, agol toug mpocapthtnxe évac NavMesh Agent, dnulovpyrnxe éva o-
TAG script uéoa oo onolo opyixd yenotponotfinxe n GetComponent() yio vo undpyetl tpdoBa-
o1 oto cuotatixé NavMeshAgent xou ot cuvéyeta xadopioTnxe o TeEAXOC TEOOEIOUOS, O OTO-
foc Beloxeton oto téhoc e niotoc (Finish line), péow tng ouvdptnone agent.SetDestination
(target.position). Me tov tp6m0 awtd oyYedEleETOL AUTOUATE TO XUAVTEPO UOVOTETL TPOS TOV

TEOOPLOUO ol O TEdxTopas apyilel vo xvelton Teog TNV xatebduvon oUTH.

using UnityEngine;

using System.Collections;
public class SampleAgentScript : MonoBehaviour {

public Transform target;
NavMeshAgent agent;
// Use this for initialization
void Start () {
agent = GetComponent<NavMeshAgent> ();

Update is called once per frame
I I
void Update () {

//Final destination

agent.SetDestination (target . position);

Emumiéoyv, dnuoveyrinxe éva axdua script to AlSkierControl, to onolo puduiler v xivnon

Tou autovouou Talyth. 1o cuyxexpyéva o NavMeshAgent tov petagépel and éva onueio oe
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€vat GANO Blywe Oume auTdHS var axoroudel TNy xaumOAN xon TNy xAlon Tou Bouvol. Tov petaxivel
OTWE Yol TOV HETOXLVOUCE oV ETPETE VoL TOV PETaPEREL amd Evar onpeio A oe éva onuelo B ndve oto
eninedo. I to Aoyo, howndy, autd o xdde xapé unoloyiCoupe TNV xAor Tou Bouvod xou Tov
TEPLOTEEPOUNE TIC AVTIGTOLYES UOIPES, €TOL HOTE Vo EYEL Uiot OUOAT) TOPElO GUVEY WS, TUEAAANAN
oTny empdvela Tou Bouvou. Xe xdde xopé, howmov, o NavMeshAgent yetonvel Tov oxiép xou to
script AISkierControl, mou ulonouinxe tov meploTeépel xatdAinioa. O TEOTOC UTOAOYIOUOU
e xhlong Baoiletar oe duo onuela, TO PUTPOCTY Xt TO THOW PEEOC TWV YLOVOTEDIAWY %O 1)
vhoroinor gaiveton mopaxdte. H toydtnta tov oxiép xadoplleton otny apy’ TOU TokyVLOLOU
wéow tne ouvdptnone Random.Range(), étol dote va undpyer tuyoudtnta oto mouyvidt. Ot
mdavéc TWES efval UTOANOYIGUEVES VoL XUPAVOVTOL GE EVal GUYXEXELUEVO EVEOC, WOTE VoL XAVOLVY

T0 Ty VoL oy eTd BUGXOAO.

if (Physics.Raycast(Skier.transform.position + Skier.transform.forward,

Vector3.down,out hit))

var fHit = hit.point; // get the point where the front ray hits the ground
if (Physics.Raycast(Skier.transform.position — Skier.transform.forward,

Vector3.down,out hit))

var bHit = hit.point; // get the back hit point

transform.forward = fHit — bHit; // align the object to these points

5.4.2 Avzitahot AOxou

Yty tedeutaia doxuacio o matyTng meEnel va tepdoel avdueca and onualeg xon vo amopiyet 20
nevaouévoug Abxoug. Ot Abxol etvor ToToVeTNUEVOL OE UiXEES AYEAES TWY TECTURMY GE BLAPOEA
onueio Tne mlotog. Apyxd, Aowmov, tpocapthinxe évac NavMesh Agent oe xdde Aoxo xou o1
ouvéyela dnuoupyinxe éva script, To AIWolves, to onolo eAéyyel 0 cuuneptpopd Tou xdie
Aoxou. Xepnowornotinxe To (Blo TUAUN WO, OTWE XL Yo TOUS AVT{TIAOUS OXLER, DOTE O

xdde Aoxog vo urtohoyilel Ty xhion Tou terrain xou vor TNV axolovvet.
O xdde Noxog umopel vo ebvar o€ TEElS PACIUES HATACTACELS:

o Aveve A: 2TnVv xotdotaon auth o AOoxog otéxetan axivntoc. Aev éyel xopulo omtixh
A z A Aev €y

UE Tov oxiép, 00TE €yel axoOoEL xdmoLla EdoTonoT and dhho Aixo.
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e Ewdonoinong: Xtny xotdotaon auth o Aoxog dev BrEneL dueca Tov oxtép (oxiép extog
r2). Bploxeton 6uwe 6to opatd medio xdmolou dhhou Adxou, o onolog xou edOTOLEl TOV

TEWTO AOx0 OTL ToV BAENEL UE AMOTEAEOUA O TEWTOG VO XUTEVVUVETAUL PO TOV OEUTERO.

e Anellfc: Ly xotdotaon outh o AOxoc BAémel Tov oxiép (petall Toug amboTAo

wixpoTeEEN 1 fom Tou rl) UE amoTéEAEOUN Vo TPEYEL XAUTA TEVE TOU.

o Enidcong: O Axog Bploxeton mhéov Mokl xovid otov oxiép ondte xan Tou emtideTon

UE AmOTEAECUA O TakYTNG VoL YAVEL EVEQYELAL.

e Emiotpopnig: Etny xatdotacn auty o Aoxog emoTeEgel Tow ot Véor napaxololin-

ong.

Ye neplntwon mou 1 andéo oo LeTagd Axou xou oxiép Yivel yeyolbtepn and rl xou o exdotote
AOoxog dev ewomoiniel amd xdmolov dhho, emoTteégel otn H€on nopoxoroLUncrc tou. Ou mo-
PAUTEVE XATACTACELS AAAELOUY AvEAOYOL UE TNV ATMOCTACT, TOU GTOYOU Omd TOV AVTINUAO XUk O

TEOTOC UAOTIOINOTG TOUC (QOIVETAL OTT) GUVEYELX.

void Update ()
{

dist =agent.remainingDistance;
if (Physics.Raycast (myTransform.position + myTransform.forward,

Vector3.down, out hit))

var fHit = hit.point; // get the point where the front ray hits the ground
if (Physics.Raycast (myTransform.position — myTransform.forward,

Vector3.down, out hit))

var bHit = hit.point; // get the back hit point

transform.forward = fHit — bHit; // align the object to these points

//Distance calculation between wolf and skier

AttackDistance = (targetAttack.position — myTransform.position).magnitude;

//In this state the wolf has seen the skier and starts running towards him
if ((AttackDistance>4) && (AttackDistance < dontComeCloserRange))

{

for (int j=0;j<StaticsScript.gameObjects.Length; j++)

{
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if (gameObject.name==StaticsScript.gameObjects[j].name)

{

animation.CrossFade(”Run”); //Wolf running animation
StaticsScript . flagalerts [j] = 1; //Enables whistle for the other

wolves

Attack();
}

else

{

StaticsScript . flagalerts [j] = 0;

}

//In this state the wolf is very close to the skier and starts jump—attack
else if ((AttackDistance>0) && (AttackDistance<=4))

{

animation.CrossFade(” Jump_Attack” );
if (flag==1)
{

StartCoroutine(” Method”);

}

//In this state the wolf is not able to see the skier

else

{

// Initialize the whistle
for (int k=0;k<StaticsScript.gameObjects.Length; k++)

{

if (gameObject.name==StaticsScript.gameObjects[k].name)

{

StaticsScript . flagalerts [k] = 0;

for (int p=0;p<StaticsScript.gameObjects.Length; p++)
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//In this state the wolf hears the whistle from another wolf and goes
towards him

if ( StaticsScript . flagalerts [p]==1 &&
(((StaticsScript.transforms[p]. position —
myTransform.position).magnitude) >0 &&
((StaticsScript.transforms|p].position —

myTransform.position).magnitude)<=100))

animation.CrossFade(” Run”);
agent.SetDestination ( StaticsScript .transforms[p]. position);
break;

}

else

{

if (gameObject.name==StaticsScript.gameObjects[p].name)

{

//In this state the wolf is on the patrol position
if (dist ==0)
{
animation.CrossFade(”Idle”);
}
//In this state the wolf returns back to the patrol position
else
{
agent.SetDestination

( StaticsScript . gameObjectsPatrol[p].transform.position);

H Boowr Aertoupylo tou ahyodprduou gaiveton oto oyrua 5.6. ‘Otay 0 oxiép UneL TNy Teployn
rl tou wolfl, t6te 0 hixog apyilel vo xiveiton xatd méves tou. TopdAinia, 6col hoxot Beloxovta

otnyv axtiva 12 Tou wolfl ewdonootvtan xou apyilouv va xvolvton Tpog awTtoy. ‘Onwe paiveto
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XL oTNV Exova o wolf2 xwveltan mpog tov wolfl. Av onowdrrote otiyur) o oxiép UmeL 6TnV
axtiva rl tou wolf2, tote adhdlel mpotepatotnTar 0 Wolf2 xou dev xvelton TAedv mpog Tov wolfl
oA\G Tpog Tov oxiép. O tpltog Aoxog (wolf3) mou gaiveton oto oyfua 5.7 topauéver axivitog

ot ¥éon nopaxoroinoric tou xadde Beloxeton €€w xou and Ty axtiva Tou wolf2.

Wolt2{Alert)

A
2
Q’tnlﬂ{ﬂuac .

®cpier

Yxnfua 5.6: Xdotnua Siemkowwriag avtévopwy Akwy (A)

Me nv tomo¥étnon twv 20 Axwy otnyv mlota Yo ot utoloyiopol ftav mdpa ToAAol ye amo-
TENEOUO 0 PUUUOS XOEE VoL TECEL XATAXOPUPA XL 1) TOLOTNTA TOu Tyl eniong. T to
AOYO hotmdy autod, ywelotnxe 1 tiota Tou Ty sl ot 5 {hveg totodetwvtag 5 Box Colliders
(ovyxpouoTéc) avtioToryo. Xtny meployn Tou xdde cuyxpouo Ty Beloxoviovcay didoroptot 4
Aoxol. Mohic o malytng Eexwvdel To mowyvidL, ohot ot Aol elvon avevepyol. Mol evtonioel Tov
TEMOTO CUYXEOLCTY, oL 4 TEMToL AbxOoL Yivovton evepyol xon 0 ahyoerduog Eextviel vor TREYEL.
Dot vae uny epgaviCovton otov malytn Ca@vixd Uneoctd Tou, Totodethinxoy Ue TETOW TEOTO
oTny ToTo HoTE POAIC evepyoTonUel, vo uny etvon dueca opatol. Agol e€éhdel and tnyv Teployn
TOU TEWTOU GUYXEOUGTH, Ol AOXOL AUTOl XUTACTEEPOVTOL YLOL VOL UMV XATAVUAWMVOLY TEQAULTEQL

TOPOUE TOU EMEEERYATTY| XAVOVTOC UTOAOYLOUOUS, XM TeaxTixd 0 oxiép €YElL amouoxpuviel
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5

Yxnua 5.7: Xootnua Semxowwriag avtévopwy Akwy (B)

am6 auToVE X TAEOV BEV XIVOUVEVEL. TN CUVEYELY, UOAC EL0EAVEL GTO BEUTEQO GUYXEOUCTN
oL emopevol 4 AOxot evepyonoloUvTon xat oxohoudelton oxpl3oe 1 (Bio dradcasta. H Aoyun
auth vhomotinxe ue tn ouvdptnon OnTriggerEnter ehéyyovtog xdlde popd av umdpyel aAAN-

Aenidpaom Tou cuyxpouc T Tou oxiép ue tov Box Collider tne meployrc.

void OnTriggerEnter(Collider other)

{

if (other.gameObject.CompareTag(”areal”)) //If skier enters first area
{
areaflag=1;

wolfl.SetActive(true);

wolf2.SetActive(true);

wolf3.SetActive(true);

wolf4.SetActive(true

wolf5. SetActive( false
(
(

)
wolf6.Set Active( false ) ;
)

7

wolf7.SetActive( false

)
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if (other.gameObject.CompareTag(”arca2”)) //If skier enters second area
{

areaflag=2;

wolfl.SetActive(false );

wolf2.Set Active( false ) ;
wolf3.Set Active(false);
wolf4.SetActive(false );
wolf5.Set Active(true);
wolf6.SetActive(true);
wolf7.SetActive(true);

.. //Checks like the above one

5.5 Kwoluyeva Yyédia (Animations)

[o v xbvnon tou matytn yenowonow|dnxe €vo animation, to onoto poviehonoel v xivnon
Tou TalyTn oty autog Peloxeton axivitoc. To animation autd oyedidotnxe xopé Tpog xapé
oto 3D Studio Max xaw otn cuvéyeln mpootédnxe otn Unity. To {(6lo animation ypnowwonol-
AUNXE %o xatd TN SLdpxeta TNS XvNong Tou TakyTn, €T0L HOTE VoL QPUVETOL OTL UTAPYEL (PUOLXN
xivnon tou oxiep. To animation mephopfBdvel UxEEC (VACELC TOU XEQUALOU XOL TOU GOUo-
10¢. 'Etot, hoinév yenowomowdvtag to Animation System tng Unity xou yéow tng evioirg

animation.CrossFade(”Skildle”); éywve avamapaywyr tou ouyxexpyévou animation.

Yyetxnd pe Toug aviinoloug oxiép, oyedidotnxe oto 3D Studio Max éva axduo animation,
10 omolo mepLYpdyeL TNV xivnon Tou Tady T 6tay ohoBaiver e peydhn oy UTTa (etvon oxupToc
xou Ye huytopéva modia). ‘Etol howndy, dtov mepyévouy oty exxivnon yenoylomoleitol To
Ski Idle animation, evé 6tav apyicouv va xwvoivton to Ski Fast animation. H cuvdptnon
animation.CrossFade ypnowonojdnxe yia va xdvel opohd blend anéd to éva animation oto
dAho.

Ou avtinadol Adxol and TNy mAgupd Toug, avdAoya Ue TNV XatdoTacT otny omola Beloxovto,
avamoedyouy SlapopeTixd animation. Ilio cuyxexpéva, omwe avapéplnxe oe TponyoLUevn
evotnTa oL Aoxol umopoLy va Beedoly ot TEVTE BIUPORETIXES XATACTACELS. LTNY TEQITTWOT| TOU
xdmolog Axog Beloxetal 6 AVEVERYY| XATACTUCT), TOTE AVATURAYETAL TO avTioToLYo animation.

Ye meplntwon nou Beevel eite 6Ny xatdoTacT ewdonoinong, elte 0TNY XATACTACT) AMEWNAC, ELTE
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OTNY XATAGTACT ETLOTEOPTS avandpayeTton To Run animation. Téhog, av o Aoxog épldet oe TOAD
xovtwi andotaon pe tov oxép (Katdotaon enieonc), tdte avandpoyeton 10 xtvolUEVO oyEdLo
¢ enideone (Jump Attack animation). Tt tn peln twv napomdve xvoluevwy cyedlwy
Yenowonolfinxe OTws xat Tewy 1 cuvdeTnon animation. CrossFade pe xAvjon tng ota xatdhinia

4 7.
ONUEL TOU XWOXAL.

5.6 Xopoatdiaxd teyvidcouoato eviunwolacuol (Particles
Effects)

To cwuaTdLXd TEYVAOUAT EVIUTWOLACUOU YENCWOTOLOUVTOL XATE XOPOV OTA CNUEQVE Tol-
YVIBLL X oUTO BLOTL XATAVIADVOLUY GYETIXA AlyOug UTOAOYLOTIXOUE TOPOUS, TAREYOVTOS To-
EEAANAL PEOALOUO. BTNV TOEOUCH TTUYLAXT] EQYACIOl YENOOTOLAUNXAY VLo TNV AVUTAEdo TAOT)
NG TOLOEAS TOL YLoVIoD XaTd TNV %ivnon TOG0 Tou BIX00 PG OXIER, OG0 XU TV AVTITIAWY.
Yyetxd pe Toug avtinaloug oxiép, UOAG TEPACOUY TNV dpyh TN exxivnong xai apylcouy va
xwovvta, evepyomoteiton o avtxeiuevo (GameObject) mou eivor uteduvo yia o Tey VdopoTo

EVIUTIWOLAOUOU UEGH TNG TURUXATL EVIOAHC.

//Powder dust enable

dust.enableEmission = true;

‘Ocov agopd Tov Bixd Jog yapaxthpda, Yve Teoordieia va Yivouv TEpIGGOTEROL EAEYYOL WOTE VAl
UTIdpYEL PEAALOTIXOTERT) CLUUTIERLPORA. Apyxd, TpocTédnxe évag Trail Renderer, o onolog agrivet
TN YA TNEWOTXT Yeuuun Tiow and To ylovomédiha Tou oxiép. H moddpa otny mpaypatixdTnTa
TOEAYETOL OTAY O OXIER XAVEL XAmoLo andToun oTeo®Y, Zupvixd, dedouévou OTL €xel xdmola
tayOtnTa. ‘Etol howndy, yiveton pétenon tne ToayUTNTOC CLUVEYWS, EAEYYOVTOS av Peloxeton
Téve and éva xatweit (20m/sec). Ooco eivar yixpdtepn ond o 20m/sec to Particle System
elvon avevepy 6. e mepintmon mou 1) ToyTNTA Yivel UEYOAUTERT), TpaypaToTOELTAL EAEY YOS WC
Tpog tov d€ova T tou yupooxomiou tou Oculus Rift (Head Tracking). Av unepBaivel tnv Ty
0.2 1 elvon pxpdTen and -0.2 161 onualvel 6TL 0 Taky NG €YEL TEAYUATOTOLCEL UEYAAT OTEOPN

ondTE %o evepyomolovTaL Tot owuaTdlaxd e@é. H vhomoinomn gaiveton mopoxdte.

if (currentSpeed>=0 && currentSpeed<20)

{

dust.enableEmission=false; //Powder dust deactivated

else

{ //Check if there is head rotation
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if (oculusCamera.oculusRotation.z>0.2 || oculusCamera.oculusRotation.z<—0.2)

{

dust.enableEmission=true; //Powder dust activated

}

else

{

dust.enableEmission=false; //Powder dust deactivated

5.7 ’'Hyo. (Audio)

Baowd ctoiyelo 1o onolo divel peohiopd oe €var mouyvidl EXOVIXAG TEAYUATIXOTNTAS, XodeS
xan TNy alonon tneg epPiidione etvan avougiBora o yoc. Tomodetidnxav didpopol Yyol T6c0
oto mepBdhhoy €voplng 600 xou xatd TN Sudpxela Tou mouyvidtol. To Teoryoldior xodie xow
Ohot T Ny TS @€ TpooxouINXaY and TO BLAdXTUO Xou EMECEQYACTNHAY YLl TIC AVAYXES TOU

TouyvidLol. O Aol mou yenotuomotinxay GUYOAIXd GTO TaLy VoL QalvovTon TaEuXdTe:
e Mouoixy| Tou tepBdAhovtog évapdng 1 omola mallet uéypet v poptwidel xdmola doxtuacio.
e Hyoc 6tav xdvouye hover (nepvdye omd méve) médve omd x4moto xouuTt.
e 'Hyog 6tav emhéyoupe xdmolo xouuni.
o AU0 BLoPORETIXA NYNTXE EPE EXNWVACEMY TOL OTOLA TPOELBOTIOLOVY TOV YEHOTH OTL EEXIVIEL.
o Hyntxd »hr tepuatiogol wiag nioTog.

e 'Hyoc npdoxpouong tou natytn oe eumddla Tng tiotog, OTee Tepipeady), OTITAXLOL, XOADVES

xan Bpdryot.
o 'Hyog nalytn mou avamapdyeton o€ xde ddyxwua Tou Adxou.
e 'Hyog nalytn mou avamapdyeton 6Tary oL AUXOL TOV GXOTWGOLV.
o Hyntud eqé acpa.
o Hyntxd egé ypuliopatog Aoxwy.
o Hyntud egé eniieong Aoxwv.

e 'Hyoc and to nédiha Tou oxL.
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Exté¢ and toug fyoug Tou xevipixol uevol, 6lol oL umdloimol efval oTEPEOPWVIXOL. TERE-
0pWVIXOS o 1 , cuvniéoTepa , oTépeo Myog, eivan uio LEY0BOC avamopaywynec fyou Tou
onuovpyel v eudaiodnon 6Tt o fyog mpopyetal and ToAUTAES xoteudivoele. AuTo emi-
TUYYGveEToL cUVATWLS PE TN XehHom BU0 1 TEPIOGOTERMY AVEEGOTNTWY XUVUALDY 1)YOU UECW TNG
pvduone 800 1 TEPLOOOTERMV UEYAPOVLY (1 GTEPEOPMVIXMY IXOVCTIXMOV) UE TETOLO TEOTO
OOTE VoL ONULoVEYOUV TNV EVIUTKGT OTL OXOVYETHUL ATt OLAPOPES XUTEVIUVOELS , OIS TN (Pu-
o) axon. Elvar cuyvd oe aviiieon pe Toug povopmvixois Hyoug Tou XEVTpxol HEVOU, OToU
aXOVYOVTUL WG 1Y 0L TROERYOUEVOL amd pla Y€om, cuyvd 6To ®EVTpo Tou NYNTIXOL Tedlou. Yu-
VETWG, O €V TEQIBAANOV EXOVIXTG TEUYUATIXOTNTOC, 6oL YEAOUNE Vo eTTOYOUUE To aloinua

Tou Immersion xat Tou Presence, o ctepeopwvindc fyog anotehel faocixd otoyelo.

[N vo dwdel xaibtepa 1 aiodnon e eufiiiong oo exovixd mepBdihov, puduitnxe 1 évtaon
TOU NYOU TWV TEDAWY TOU OXL GE GLVAETNON PE TNV ToyLTNTa Tou oxiép. ‘Oco mo yeryopa
xwveltan, 000 peyahiTepn 1 €viaon Tou fyou. O xOOxac Tou UAOTOLEL auTH TN Oladxacial

(POLVETAL TOPOXATE.

//Speed Calculation
currentSpeed=2%22/7xwheel BL.radiusxwheelBL.rpm=60/1000;
currentSpeed=Mathf.Round(currentSpeed);

//Volume in relation with currentSpeed
temp=currentSpeed/60;
if (temp>1)
{
temp=1f;
}
else
{
temp=temp;

}

Sound1.volume=temp;
‘Onwe gatvetar, apyixd UTohoY(Coupe TNV ToyLTNTA TOU OXLER, GTY CUVEYELA TNV XOVOVIXOTOLO-
OUE %o TENOG, TNV EXYWPEOVUE GTNY EVINCT NS TAYNS TOU CUYXEXPWEVOU )Y Ou.

Téhog, yio Tn SLoryelplon Tng LOUGIXAC ToL Touy Vidloy, dnutoveyinxe éva script to GameMu-
sicController, To omolo cTopatdel TNV avamapEAY WYY TS HOUCLXH S XAVE POEE TOU (POPTWVETOL

XATOLOL OXNVY| GTO Toy VIOL.
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if (Application.loadedLevelName=="Slalom”)

{

//music.Stop();
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Kegpdhawo 6

A&LoNOYNOT 2UCTHUATOC

6.1 Ewaywyn

Y10 xe@dlono autd TMopoucidlovue Tov TEOTo Ue Tov omoio aflohoyNOnxE 1 EQopUoYT) TOU
Ty Vo) and ddgopoug yenotes. Ewdwodtepa e€etdotnxe o Badudc eufliuvone immersion
mou dnutovpyel To Brvteomony vidl, HEAETOVTOC BLAPOPES TUPUUETEOUS, xoddS xat To simulator

sickness mou mavov tpoxAfinxe oe oplopévoug and auTolq.

6.2 MeéJdodog A&oAoynong

[o Ty a€loAdynor Tou cUCTAUATOS EYLVE Ypnion Tou epwTnuatoloyiou yenotixotntag Measu-
ring and Defining the Experience of Immersion in Games[40] xad¢¢ xou tou epwtnuatoloyiou
Simulator Sickness Questionnaire[41], dote va npoodlopotel o Bardude euBiuone mov mpo-

xahel To mawyvidL xou mdavd cupmtopota (AN xou ducpoplac avtioTotya.

Y Sadixaota altohdynone ovuueteiyov 14 yefotee (8 dvtpec xou 6 yuvaixec), nhxiog and
21 €m¢ 26 €TV N TAEOVOTAT TOV OTOIWY HTOY QOLTNTES(TEPOTTUYLOXOL, UETATTUY LX) TOU

[ToAuteyvelov Kertng.

To epwtnuatordylo tepiehduBave 48 epwTACE GUVOAD, YWEOUEVO GE 2 BLUPORETIXE UTOERE-
TNRATOAOYLL TG avapépUnxe Topamdve. Ou anavtioelg divovtay e xAldoxa and to 1 éwg To
5 yio T0 TpdTO EpwTNUatordyto. T to Seltepo, ol duvatéc amavthoels Aoy 4 (Koddhou=0,
Ehagene=1, Métpla=2, IToA0=3). X1n cuvéyeio topatileton T0 EPOTNUATONGYLO TOU YENOL-
HoTolAUNXE.

97



EPQTHMATOAOTI'IO
IMMERSION & SIMULATOR SICKNESS QUESTIONNAIRE

Aptdude ep/yiou:
Hiuclo:
dOhoAppey OhHAu

IMMERSION QUESTIONNAIRE

Odnylec: No amovtioete oTic axdAoudeg EpWTACES XUXAWMYOVTAS ToV oyeTod opwdud. Ilo
CLYXEXEWEVA, Vo YUUACTE OTL AUTEC OL EPWTNACELS 00 (NTAVE VoL OMOVTACETE YIdl TO TS Al

oVavirxote 070 TEAOC TOU TakyY VLOLOV.

1. e nowo Bodud 1o mawyvidl cag tedlnée tny mpocoyn;
Kodorou 1 2 3 4 5 [ToAd

2. Ye nowo Badud acHavifxate 6Tt eloTe CUYXEVTPWUEVOL GTO TouyVIDL;

Koaddhou 1 2 3 4 5 ITorO

3. Iléom mpoomdiela xataBdhate yior vo Tal€ete TO mowy vidt;

EXdyiotn 1 2 3 4 5 [ToAd

4. Awddveote 6Tl TpooTo|oaTE 60O TEPLOGOTERO UMOPOUCUTE;

Koaddhou 1 2 3 4 5 ITorO

5. Ye now Badud ydooute tnv aicdnon Tou yedvou;
Kadohou 1 2 3 4 5 ITol\0

6. e molo Badud oucVavifxate 6Tl dev Poloxecte GTOV TEUYUATING XOCUO €V TodleTol;
Kadohou 1 2 3 4 5 ITo)0

7. Ye mowo Podud Eeydoote TIC xoNUERVES TG EVVOLESC Xol TEOBAAUOTY;
Koddrou 1 2 3 4 5 ITor0

8. Xe now Badud elyate cuvaloUnor tou tepi3dilovtog oto omolo BploxeoTe;
Kadohou 1 2 3 4 5 ITo\0

9. Xe noto Padud napoatnehoate yeyovota ta omofo cuvéBouvay dimha cug(eve eoelc madlate);

Koaddhou 1 2 3 4 5 ITorO
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10. Awwdavifxate Tnv avdyxn omoladinoTte oTiyuy| Vo oTauatroete vor ToUleTe xon vor Oette Tt
oupPaivel TeyUew cog;
Kaodohou 1 2 3 4 5 IToAd

11. Xe noto Bodud ouctoviixote 6Tt GAANAETULORATE PE TO EXOVIXO TEPYBAAAOY TOU TaLy VIBLOU;
Kodohou 1 2 3 4 5 [ToA0

12. Ye nowo Podud cawcdoviiixate OTL Sl WEIOTAXATE ATO TO TEAYHATIXG TERYSAANOY;
Kadohou 1 2 3 4 5 ITol0

13. Xe mowo PBodud ouctovirixate 6Tl To mawyvidl Aoy x4t To omolo Pudvate, Toed xdTL TO

omolo amAd xdvate;
Kaddrou 1 2 3 4 5 IToA0

14. Ye mowo Badud n alodnon ot Beloxeote péoa 60 exovind TeR3EALOY Tou TTaLY VLOLO) Ty
ueYohOTEEN amd TNV aloUnor 6Tl BelOXECTE GTO TEAYHATIXG XOCUO;
Kodorou 1 2 3 4 5 IToAd

15. Bpfjxate tov eautd cog 1000 euBUticUEVO XATOL YPOVIXT] OTIYUY) TOGO TOAD, TOL VoL UnV
UTOPELTE VAl YELRLOTEITE TOV YopaxTHE;
Kadohou 1 2 3 4 5 ITol0

16. Xe moto Badud ouctoviixate 6t unopeite va xivndeite 6to mouyvidl clu@wva pe T i)
cog VEANON;
Kodohou 1 2 3 4 5 [Tord

17. Ye nowo Podud Perxate To mowy vioL eVOLapEQOY;
Kadbhou 1 2 3 4 5 ITol0

18. Trrpyov oTiypég xatd T BLdpXELd TOU Ak VIBLOU oL VENATE VoL EYXATOAE)ETE;
Kadohou 1 2 3 4 5 ITo\

19. Ye notwo Padud elyate xivntpo va cuveyioete va talleton;
Kodohou 1 2 3 4 S [Tord

20. Xe nowo Padud Berxate o mowyvidl €0x0AO;
Kodohou 1 2 3 4 5 [ToAd

21. X¥e now Badud acVavirxate 6Tt xdvote TEOG000 PTAVOVTUS 0TO TEAOG TOUG Towy VIOLOU);

Kaddhou 1 2 3 4 5 ITor0
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22. 11600 xad moTeleTe OTL To THYATE GTO oLy VIOL;

Koadbéhou xond 1 2 3 4 5 ITo\0 xald

23. Ye mowo Badud moTtebeTal 6TL ToL CUVULCUNUATO GOC ETNEEACTNHAY OO TO Taky VidL;
Kodohou 1 2 3 4 5 [ToA0

24. ¥ nowo Baduod etyate evdlapépov va delte mwg Yo e€ehydoly Tor YEYOVOTO TOU oy Vidloy;
Kodohou 1 2 3 4 5 [ToA0

25. 1660 Mol YéNate Vo TEPUATIOETE TO Towy VidL;
Kodorou 1 2 3 4 5 IToA0

26. Eiyate ayovia yia to av Yo vixoete 1) Yo ydoete oTo mouyvidy;
Kadohou 1 2 3 4 5 ITo\0

27. Awodaviixate tov eautd cag xdmota oTiyuy| 1000 eufutioyévo woTe va VEAETE vor EmxoL-
vovioeTe” aneudelog Ye To mowy VoL
Kodorou 1 2 3 4 5 [ToAd

28. Ye mowo Badud amolodcuTe To YRUPXE XOL TIC ELXOVEGS;
Kadohou 1 2 3 4 5 ITo\0

29. II6co moteletar 6Tl Ly PO TAUAXATE TNV EUNELPN TEOCOUOIWOTNC TOU OXL;
Kodohou 1 2 3 4 5 [ToA0

30. 'Orav teieiwoe 1o nelpoua TEOCOUOIWONS, ATOYONTELTAXATE TOLU GTouATACHTE Vo TodlETow;
Kaodohou 1 2 3 4 5 [ToAd

31. Ou emduyoloote vo naiete To mouyvidt Eavd;
Oy 1 2 3 4 5 Onwodrnote Now

SIMULATOR SICKNESS

Odnylec: Kuxhdote oe 1 Badud to xdie chumtmua amd o Tapaxdte oug EYEL ETNEEACEL axEBOC

METE TN SLe€ory YY) TOU TELRAUATOC.

1. Tevury Avogopla Koadorouv  Ehogewg Métpior  IIoAd
2. Kovpaon Kodorov Ehogewng Métpior  IIoAd
3. Ilovoxépahog Koadorouv  Ehrogewg Métpwor  IIoAd
4. Katanévnon potioy Koadorouv  Ehogewng Métpio  IIoAd
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© ® N oo

Avoxolla otny eotiaon
Auvénuévn éxxplon ciélou
Topwyo

Nawtio

Avoxohla X1 Xuyxévipwon

. Ilicon oo Kegdh
11.
12.
13.
14.
15.
16.

©oAr ‘Opaon

Z3hn ye T YATLOL oVOLY T
Z3hn Ye T YATIoL XAELOTA
TAryyoc

Evaocinocla oto otoudyt

Epuyn

Ly ol

Koadéhou
Kaddrou
Kodorou
Kaddrou
Kadérou
Koadéhou
Kaddhou
Kadérou
Koadbhou
Kadéhou
Koadéhou
Kaddhou

Elagee
Elagene
Elagee
Elagee
Elappie
Elapee
Elagene
Elagee
Elapene
Elagpne
Elage
Elagene

Mérpia
Métpla
Mérpia
Métpla
Métplo
Mérpia
Métpla
Mérpia
Métpla
Métplo
Mérpia
Métpia

IToA0
[ToA0
ITor0
IToA0
ITord
ITor0
IToAd
ITo0
IToA0
ITord
IToA0
ITord
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6.3 Xtoyoc &AmnoteAéopata

O o1toy0¢ g Tapandve aflohdynone fray Simhoc. Ipdtov, va e€etaotel o Badude eyfidione
07O TEPPBAANOY EXOVIXTG TEAYHATIXOTNTAS %ot OEVTEPOV var HEAETNUOUY av xou ot Tt Bodud

TEOXAHUNXOLY CUUTITOUATO X0l BUCPOoEi GTOUS YEHOTES.

To Immersive Experience Questionnaire (IEQ) anoteheiton and 6 Swaugpopetixolc tonoug e-
PWTACEWY, oL OToloL TEPLYPAPOVTOL omd TOoug BelxTeC TOL QatvovTol Topoxdte. Ol epmTATELS
Boardporoyiinxay amd to 1 €we T0 5, Ye To €va var oNuatodoTel Tov EAdyLoTO Pordud xou To 5 TO

uéyloTo.

Attention: Yyetiletar pe 1o néoo cuyxevipwuévos fitav o yehotne (1, 2, 3, 4).

e Temporal Disassociation: 'Ei\eu)n tnc alotnong tou ypdvou xatd tn Sidpxelo tng

Tpoooyoiwone (5, 6, 7, 8, 9, 10).

e Temporal Transportation: O Poadudc otov onolo o yeHoTNS EViwoe OTL HTAY TEPLO-
06TEPO UE€POS TOU Touy VB0 Tapd Tou paypatixol meptBdihovtog (11, 12, 13, 14, 15,
16).

e Challenge: Yyetileton ye v aywvio mou elye 0 yeNotng xotd T Sidpxeia Tou oty VISLoU
(flow) (17, 18, 19, 20, 21, 22).

e Emotional Attachment: Ilpéxinon cuvacinudtwny, Adyw tne aicdnong otu elvon

uépoc Tou exovixol mepBdilovtoc (23, 24, 25, 26, 27).

e Enjoyment: O Badudc otov onolo o yprotne euyoptothinxe (28, 29, 30, 31).

Agol howmdv, unoloyiotnxay ol 6 mopamdve Oeixteg xar To cuvohixé Immersion yio xdie
YEeNOTN, OTN CUVEYELL UTOAOYIO TNV oL UECOL GpOL Xal Ta AmoTEAEoHATa Tou &y Inoay (o-

tvovton mopodTe:
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Anoteléopota

Total Mean Attention= 4.01

Total Mean Temporal Disassociation= 3.06

Total Mean Temporal Transportation= 3.93
Total Mean Challenge= 3.55
Total Mean Emotional Attachment= 4.34
Total Mean Enjoyment= 4.58

Total Mean Immersion= 3.91

Xproteg Mean At- | Mean Mean Mean Mean E- | Mean En- || Mean
tention Temporal | Temporal | Challenge | motional | joyment Immer-
Disasso- Tran- Attach- sion
ciation sporta- ment
tion
Xpfotne 1 4.25 3 3.5 3.83 4 4.5 3.9
Xprotng 2 4 2.83 3.5 4.17 4 3.5 3.61
Xprotne 3 5 3 4.17 3.67 4.2 4.5 4
Xprotne 4 4 3.83 3.83 3.33 4.8 4.25 3.97
Xprotne 5 4.25 3.17 4 3.5 4.6 4.75 3.97
Xprotne 6 3.25 1.83 3.83 2.67 4 4 3.2
Xehotne 7 4.25 3 3.67 4 3.4 4.25 3.71
Xprotne 8 3 3.5 4.17 3.83 3.4 4.75 3.77
Xerotne 9 4.25 3.17 4 4 4.6 5 4.1
Xprotne 10 || 3.25 3 4.83 4.17 5 5 4.19
Xehotne 11 || 5 2.83 3.83 3.33 5 4.75 4
Xerotne 12 || 3.5 2.67 3.83 3.17 5 4.5 4
Xerotne 13 || 4.75 3.67 4.17 2.83 4.8 5 4.06
Xerotne 14 || 4.5 3.34 3.67 3.17 4 4.5 3.77
30volo 4.01 3.06 3.93 3.55 4.34 4.58 3.91
Arnoteléoparta

To Simulator Sickness Questionnaire (SSQ) amotehel yéypl ofjuepa To TEOTUTO Yia TN YETENON

TV XVOUVOY TOU UTOREL VoL TROXOAETEL [LOL TTEOCOUOIWAT) GE TEPYBAAAOY ELXOVIXNC TEOYUOTI-

xotntoc. To SSQ meprhopfBdver évay xatdhoyo 16 cuumtwudteny mou uropel va tpoxhndoly

Uotepa amd Exvect) o TpocouolwTy. [ xdie éva and o 16 cupnTduaTta UTdEY LY TECTERLC
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OLVITES ETLAOYES avdhoya Ue To Pordud Tou oL yeroTe Ta Blwoay xou UGTEPA Amd PEELXOUS U-
TONOYLOUOUC TORAYETAL VAL TEMXO OXO0P CUUTTOUATWY Teocopoiwone xodog xou 3 delxteg. Ot
TpelC deixteg mapéyouy BlayvwoTixég TAnpogoples oyetixd pe tn Noawtio (Nausea), 1o xvnuxé
velpo ogdolpol (Oculomotor) xou tov anonpocavatohoud (Disorientation). H PBoduohoyio

xUUolveTal w¢ e&NC:
o A6 0 €wg 235.6 yia T cuvohxr| Badpohoyio ac¥éveiog Total SSQ.
o A6 0 €mc 200.3 yio T vautia (Nausea).
e Am6 0 €mc 159.2 yio tnv napduetpo (Oculomotor).
e Amo 0 €m¢ 292.3 vy Tov amompocavatohopd (Disorientation) .

Ye xdde neplntwor, To UNdéV eEXTEOCWTEL TNV AMOUGIH CUUTTOUATWY ACVEVELNS TROCOUOLWTN

EVG 600 UEYUAUTEQO EVOL TO GXOP TOGO EVIOVOTEQRX EIVAL X TO GUUTTOUOTAL.

Aol cuuminpdinxay To epOTNUATOAOYL, €Yive uTohoytopog Twv Total SSQ, Nausea, Oculo-

motor xau Disorientation yi xde yprjotn ye Bdon ta Bden xon Ti¢ oyéoelc mou gaivovion 6T

CUVEYELOL:
Béipn Yuuntewudtey

LUUTTOUTA Nausea Oculomotor Disorientation
Tevier) Avogopla 1 1 00
Kolpaon 0 1 0
ITovoxégaiog 0 1 0
Kotandvnon patiov 0 1 0
AvcxoMa oTtny eotioo 0 1 1
AuvZnuévn éxxplon aélou 1 0 0
Topwuoa 1 0 0
Nawtio 1 0 1
Auoxohior 6TN cLYXEVTEWOT) 1 1 0
ITicon oTo xepdh 0 0 1
©oAt ‘Opaon 0 1 1
Z3AAn Ue ToL UATLOL AVOLY TAL 0 0 1
ZGAn e ToL UATIOL XAELOTE, 0 0 1
Thvyyog 0 0 1
Evaoinoia oto otoudyl 1 0 0
Epuyt 1 0 0
Total* [1] 2] (3]
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Acixtec:

Nausea= [1] x 9.54

Oculomotor= [2] x 7.58
Disorientation= [3] x 13.92

Total SSQ= ([1] + [2] + [3])* 3.74

*Total elvor o ddpotoua TOL TEOXUTTEL TPOCVETOVTAS TOL GXOP TWV CUUTTWUSTODV

H acéveio tne mpocouolwong etvar yevixd to anotéAeoyo TNS aouppoviog UETaE) TS Tpo-
copolwone tng xivnong Héoa 0To ExXoVIXG TERIBAAAOY xou TNg afloUnong mou amoppéet and To
ardoucaio cOoTNUa. e TOAES TPOCOUOIWOELS, TO OTTIXO VG TN haBdvel Thnpogoplec Tou
oyetilovtar pe xivnon(ohioUnon oxiep), oAhd to ardoucaio cOGTNU EpUNVEVEL ULol OTATIXY Xa-
TdoTaon 1 onolo Oe Umopel var LYy EoVIG TEL ue TNV omTixn avTiAngn tng xivnong. Auth 1 Slapopd

elvon ou mpoxakel To cuunOuata Tou Simulator Sickness oe ToAholg avipwroug.

Agol howndv umohoyiotnxay ol 4 mopandve Seixteg yio xdde yeRoTr, GTN CUVEYELL UTOAO-

yioTnxay ol uécol 6pol xou Tar ATOTEAEGUATA oL EEAYUNCUY QUVOVTOL TAEAUXET:

Arnoteréoparta

Total Mean Nausea= 25.21

Total Mean Oculomotor= 18.95
Total Mean Disorientation= 31.82
Total Mean SSQ= 27.78

6.4 XvunepdopoTa

Bdoel tov mapandve amoTeAEOUATLY, xoiOS Xl TwV OO KV ToL UTHEEAY 0T EPWTNUATONGYLA

TWV YPNOTOY ToL doxigacay To TaLy VoL, Teoxuday To ToEUXATE CUUTERHCUOTAL.

e Immersive Experience Questionnaire: To anoteréopoto nou efydnouy and 10 pwTn-
HOTOAOYLO aUTO Elvor apXeTd xavorotnuxd. Ot ypfoTeg o€ YEVIXES YRUUUES EUELVOY TTOAD
IXOVOTIOLNUEVOL OO TNV EQPUPUOYY, YEYOVOS TO 0Tolo ETBEBAUOVETAL ATO TOUC ORIV
deixtec. H péon twh e epPodone (Immersion) ebvon 3.91 pe ehdytotn Th v 3.2
xan péyotn 4.19. H mieovotnia twv Yenotov fTay oUYXEVTRWUEVOL XOTd T1) OldpXELo
¢ mpocouoinong (4.01) xau euyaplothdnxay to mouyvidl oe yeydho Badud (4.58). E-
miong, udmhoc Hrav xat o péoog bpoc Tou Emotional Attachment(4.34). Autd ynopel vo
amodwiel 6To YeEYOVOC OTL TEOXATINXaY cuvotcUuaTa PoBou Aoyw Tng alodnong 6TL oAl
oVaivouy ye Ty emitdyuvor e PapdTnTag Tdve ot Tdyo. XapaxTnelo Tixd, £Vo T0C0GTO

TWV YENO TRV TOL BOXIUICE TNV EQUEUOYT| ot 6pdlar oTdo, auoddvinxe téco epfudiouévo,
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TIOU EVIWOE TNV avdyxT Vo xpatniel and xdmolo avtixeluevo, gooluevo 6ti Yo téoel. To
Topandve €pyeton v emiPBeBoumdoet xou TNy Tiwh tou Temporal Transportation (3.93).
Ewwodtepa, otny nlota pe tar dhuata, ot yprioteg Eviwoay total transportation, ye amo-
TENEOUOL OPLOUEVOL VoL UMV UTopoUV VoL YElploToly dveta Tov yopaxtheo. Auto Béfaa,
UTOREL VoL OQElAETOL XL OTO YEYOVOC OTL TO PEYUADTERO TOGOGTO TWV YENOTWY OeV elyE
EavaPLdoel eunetplar EOVIXNG TEAYUATIXOTNTUC. AXOUN, ONUAVTIXG TRy OVIUATOTEAEL
XL 0 YpOVog EXVECNC OTO TEQIBAAAOY EXOVIXTC TEOYUATIXOTNTOC, XoOS YEHOTEC TOU
SOX{UoCAY TNV EQPUPUOYT| YL TEPLOCOTERT (P, UETA amd éva onueio éviwdoy dveto xou

7o Simulator Sickness pei»Inxe oucinTd.

Xaunhétepa tocootd napotnehinxay oTic péoes Tyés twv Temporal Disassociation(3.06)
xou Challenge(3.55). Optopévol yproteg €xaooy Ty aloinomn Tou Ypdvou, eV dhhoL 6e
oEXETA UxedTERO Bardud. Autéd unopel vo e€nyniel and 1o yeyovde, OTL To Touy vidl dev
elye moAOTAoxT 1WoTopla, HOTE 0 YEHOoTNG Vo amoppogniel xau va ydoel Ty aicdnon tou
ypovou. ‘Eyer napatnendel ot o mouyvidia agprynone (Narratives), étou o ypRotne
€)EL UEYGAT SUUPETOY T oty €EENEN xou OTNY TAOXY) TOU oy WLBLoY, elvon TdovdTepo var
ydoer Ty aicdnon tou yedvou. Emnlong, ota maryvidioa autd UTdEYEL TEPLOCOTERO AY YOG
xan oywvio and Tov maly T oo Aboel TNy UTOUEST. LUVETMS, Ol YAUNAOTERES TWES TWV

0Vo TeEAeuTalwY BETOY, ogeilovTal ot peydho Badud otn @bon Tou Ty VISV,

Simulator Sickness Questionnaire: Am6 toug 14 cuyuetéyovteg GhOL OAOXATIPOCUY TNV
TEOCOUOIOT XAVOVIXE, EVK UOVO 2 BEV ELPAVIOAY XOVEVO ATOAITWE cUUTTLUL. O AoYog
TOU 1) TAELOVOTNTA TWV YENOTWV EUPAVIOE TOUAAYLoTOV €va, ogelleton xuplewg oTn Qi
TNe Tpocouoinong, xadde TepthauBdvel xivnoeic, andTOUES OTROPES Xa GAUATO ONULOU-
ewvTag peydha conflicts oto ardovoaio clotnuo. TlapdAia autd, cuyxELTIXd PE Tar omo-
TEAEOUATA TPOCOUOLWTMY TOL LTdEY 0oLV oTn BiBAoypapla, ol deixteg pag xuudvinxay ce
hoywd, {owe xou younAd enineda. Ta cuunTtOUaTa, O XETOLUE YENOTES NTAV AyOTERO
X0l O XATOLOUEC GANOUC TEQLGGOTERO EVTOVA, OlYWS OUWS VO ATOTEAOVY OVIC TOATIXG Tta-
EAYOVTA VLol TNV OAOXAPWOT] TNES TEOCOUOIWoNS. XopuXTNEIoTIXG COUTTWUA, TO OTolo
eMQavioTNXE OE PEYAAT HeElBa TWV YENo MY, NTay 1 vowtia, eV o ALyog xat To (Bpwua
oe Myo youniotepa emineda. Ta cupntOuata autd, ogellovion xupiwe otn @OON TOu
Ty vIoL00, xadde TepthaBavel xivnor Ue PEYAAN ToyUTNTa, eVed TdavoV var ogellovTon

o€ UxpoTepo Padud xon otn oyediact| Tou.

Yxoha Xpnotwr: Ot ypnoteg EUelvoy TOAD EVIUTWOLICUEVOL and TNV eqopuoyt). Ev-
Youoldotnxay oe Yeydro Bodud amd Ty amhétnTa xan T Acttovpyia Tou User Interface

xadwg Oev amoutoVoe TN yeHoT TANXTEoAoYIoL 1 TovTixiol. Oplouéva oy Ol EYVOY Oy E-
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TIXG UE TOV TPOTO EUPAVIONS TV TapoUpwy e TEpinT®oN Tou o TatyTng YdoeL, To omolo
xan Sropdainxay otn cuvéyeta. AlloonueiwTa HTov Tor oydMa xou ¢ TEog Tov Padud eu-
Bodone. H miclovotnta v yenotov Berixe 1060 To Ypupxd 0G0 %ot T0Ug GTERED Ry 0Ug
OEXETA PEAMO TLIXAL, YEYOVOS TO OTOLO TOUG AmOPEOPNCE HECH GTO EXOVIXO TERYSEANOV TOU
Bouvoy, ydvovtag ot éva Podud tne alotnom ue to mpayuotind. Erniong, avdueoo otoug
xenoteg, fav dtopa To onola acyoholvTon Ue TO GUANUA TOU OXL, To OTolor EUEVAY GE
YEVIXES YRUUUES IXAVOTIOMNUEVDL amd TNV Teocopoiwot). Toug gavnxe apxeTd pedAio TiXoS
0 TPOTOC YERLOUOV TOU OXIEP UE TO XEPAAL, xadidS Ue Tov (Blo mepimou TpoTo yiveTon xou
otnv mpaypatixdTnTa. AANot yerioTteg, ol onolol dev elyov SoxIUdoEL TOTE O, ONUElWCY

OTL TAROY Lo TOAY x0T exdvar Tng alodnong tou adAfuatoq.

Yyetxd e to gameplay, ot yprioteg fitay diyaouévol. Ot piool to Berxay apxetd 5UGXOAO
EVG OL UTOAOLTOL UTOCTRELEAY IS To Taky vidia ogeilouy va elvon dUoxolo otV oy,
®ote 0 yphotng vo ehotel xan va cuveyloel vo tailel. Emmiéov, 3 yproteg emonuovay
ot Va unopoloe va npoctelel pua tiota ehelepne xatdBacng ywel xXamolo cUYXEXPWEVO
0TOY0, WOTE 0 YENoTNS va ebvan eheliepog va tepinyndel oe ohdxhneo to Bouvd, medyua

70 omo{o dev LAOTOWUNXE AOYW YPOVIXDV TEQLOPLOUMY.
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Kegpdiawo 7

Anoterécpota & MeAhovTixeg

Erextdoslc

7.1 Ewaywyn

270 ooy xan TEAEUTOLO XEPIANO YIVETAL Uiar GUVTOUT avapopd TwY 66wV €xouy uhorondel oo
mhaiolo Tne OtmAwuatixig epyaciog. IepthauPdver avagopd twv BeATidoswy mou éyvay Bdoet
TWV ATOTEAEOUATWY Tou &y dnoay, wote va govel o Badudc eniteuing Twv APYIXOY GTOYWV.

Téhog, avagépovtar mdoavég pehhoviinég emextdoelc mou Yo uropoloav va bionoindoly ot

CUYXEXPWEVY) EQUPUOYT.

7.2 3=1oyoc

Ytoyoc g mopoloog pyaciog, Onwe €yel Ko avageplel, Aoy 1 oyedlacy xou 1 VAoTolnom
£VOC BLaBEACTIXOU TELGOLAGTATOU Towy VIOLOU, Tou Vol TPOCOUOLWVEL TO GANUO TOU OXL XAl GTO
omolo Va unopel xaveic vo yepiotel tov tolytn e€ohoxiripou ue éva Head Mounted Display,
uéow tne xivnong tou xegolov. H vlomolnon tne epapuoync €yve Ye TN ¥enorn TS Unyovic
mouy oLy Unity 3D. To Head Mounted Display to omolo yenowonouinxe ebvar to Oculus
Rift DK2, 1o ornolo yéow tou SDK evowpatdinxe oto mouyvidl. Oplouéveg tponomnoifoelc o
TELOOLAGTOTOL AVTIXEIUEVOL X0 ELXOVES TIOU Ypnolomoidnxay we ugég Eyvay oto 3D Studio Max
xat 610 Adobe Photoshop CS3 avtictowa. Téhog, oto mouyvidt evowpateinxay autévouol

avtinahot, ol onolol VAomoinxay HEcw TEYVNTAC VONUOCUVTC.
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7.3 ArnoteAécpata

A7 o amoteENéouoTO TWY GTMV %Al TWVY DOXLUMDY TOU EYIVAY TOCO AT EUAC, OGO XL ATO TOUC
)
xeNoTeS Tou doxipacay To Ty VIS, evToTioTnXAY OploUEvES BEATIMOELS Ol oToleg NTaY EPIXTO

Vo Ylvouy oto mAakotar TG TTUyLoxig pyaoiog ol omoleg xou mapatidevTton TapaxdTe:

o H dienagt| yeriotn apywd elye oyedaotel yio vor Aettoupyel ye to movtixt, mpoBdiiovTog
UNVORATO OTOV YEAoTN Yl TO TL VEAEL Var XAVEL, xad®dg XL Yial TO TOTE TEETEL VoL TOTO-
YetroeL 1) vo aanpéacl TNV xdoxa and 1o xe@dil Tou. H avdyxn oung yio eoloxiripou
YELRLOUO TOU TaY VLOLOU UE TO XEPJAL, UG 0BT YNOE OTN) ONULOUEYI ULag BLUPORETIXY|C TIRO-
oéyyong tne demagnc yenotn. Iho cuyxexpiueva, Tpomomoiooue dAo tar UEVOD, OOTE
va ebvan epfutioyéva uéoa oto TeIodldoTato Yweo. O ypnotng twpea umopel vor emAégel
Tt Y€AeL v xdvel oToyelOVTOC UE TOV GTOYO Tou PBploxetal 6T0 *EVTEo Tng 006vVNg Tng

AAOAOC YLl TERITOU BUO BELTEPOAETTA, OTOU XOL (POPTWVETOL 1) ETUAOYY| TOU.

o Kotd tn dudpxela Tou mawywiolo0, umrpyay onueio ot Slemagy| Ypnotr, 6mou dev RTov
TEOYAVES YIoL TOV YEHOTN, TO TL MEETEL Vo xdvel. [l mapdderyua, 6tav €yove €npene vo
yuploel mpog ta mlow 180 uolpeg yior var 6L To UEVOD oL EUPavi{OTOY Xol VoL ATOQACIoEL
Tig enopeveg evépyelég Tou. Etol Aoy, yio va emhuidel auth 1 acdgela, TpocTEVNMY

XATEAANAAL UNVOUATO TOU ELBOTIOLOUY TOV YENOTH Yot TO TL oxEUBKC TEENEL Var XAVEL.

o Ilopatnerinxe and Toug yeHoTee OTL TYulvovTog OE cUYXEXPiUEVA onuela TNnE ToTog, To
omola oy oyeddV enineda, 0 ouép EYOvE TOAD ToyLTNTO UE ATMOTEAECUO VO ONGUOLVEL
ToAU apyd. o Ty enfhuon autod Tou TpolAfuaTog, apyixd evToTioTNXAY 6G0 TO BUVAUTOV
TEPLOCOTERA TETOL OMuEla OTO terrain xou TEOTOTOLAUTNXAY, WOTE VoL £YOUV UEYOAUTERT
xhorn. Emmiéov, tpononoicaue dAAN W TopdueTteo, tou ebvar 1 avtiotaon Tou agpa.

Meldvovtde Ty, o oxiép elvon epxtd vor avamTOEEL HEYOADTERY ToyUTNTOL.

o Téhog, 6mwg xan ota TeplocdTEpa Brvteonony vidia, VoTtepa amd TOAES Boxipég 1600 and
eudc, 600 XL amd TOUG YENOTES, evToTioTnXay bugs Ta onola ogellovTay o€ UixpoAdin

OTOV ©OOLXA Xou TaL omolar Bropdainxay.

7.4 Meihovtixéc Enextdosic & Beltidosic

OloxnpwvovTag To mouyvidl xou TalpvovTog avddpaoy) and TOUG YENOTES, OLAMICTWOUUE TS
elvon @it va Yivouv TOAAES BLOPORETIXES TPOTIOTIOLACELS Xol EMEXTACELS UeAovTixd. TTopondte

TapatidevTon Yo TEQUUTEPW UEAETT).

o Eoaywyn mporyuotiney Swdpoudy heightmaps yio peahic tinég xatofdoeic téve oe mpary-
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wotxd Bouvd. To mouyvidl autd mpocouolnong, Ya uropolce va yenotuomoiniel and ta
YLOVOBROUIXA ®EVTEA, OIVOVTAC TN BUVITOTNTA OTOUS YLOVOBPOUOUC, UECK TNG EXOVIXTG
TEUYHATIXOTNTAS, VoL 00XLUACOLY xoVOURIES THOTES ot XAloELS Tou TWAVOY Vo UnY €Y 0UV

TIC IXAVOTNTES XoU TO ETUTEDO VL TIC XATEBOUV.

IToaumhdtepo olotnua Head Tracking, xdvoviag exetdAAEuoT Xou TOU EMLTOYUVGLO-
uétpou tou Oculus Rift. Oua unopoloayue, dNAAdY, Vo TEUYUATOTOLOUUE GTOV 0P OLopo-
PETIXEC XWVAOELS XAl PLYOURES TOU OXIER, AVAAOY X UE TIC HOLPES TIEQLO TROPYIC TOU XEPUAOU,
xS xou TNV EMTAYLUVOT TNE TEPIoTEOPNS auThS. 'Etol Aowmdy, Yo prnopodoay vo om-
woveyndoly xavolpleg Tioteg, ol omoleg Yo Bacilovton 6T PEYIO TN CUYXOULST TOVTWY,

AVIAOYOL UE TNV TOAUTAOXOTNTA TNS XIVNONG TOU OXLER.

Avdmtugn ToAUTAOXOTERNG TEYVNTAC VONUOCUYNG YLol TOUC avTITAAOUS OXLéR Xt AUXOUS.
Yyetnd pe toug avtimahoug oxiép Va unopoloe va teocTedel TEpLocOTERT TEYVNTY VOT-
100V, EMTEETOVTAC TOUC VAL EXTEAOUY XOATIOL GTOV GEQOL YOl VoL oV TAY wVEILOVTAL TOV OXIER
woc. Auth 1 Bedtinon toupldlel o GUVBLAOUO PE PE TNV XEIBWE TEONYOUUEVY). MyeTixd
ue Toug Abxoug, Yo umopoloe vo mpooTeVel TEYVNTYH VONUOCULVY, OOTE Vo TROBAETOLY
2T Lo €vvolar TNV TeoyLd Tou Vo axohoLUHOEL 0 OXIER oL VoL XUTELVUYOVTOL TPOG T

exel, Hote 1) entieon va yivetar ye Tov BEATIOTO TEOTO.

Hepoutépm Pertioron Tou CUGTAUATOC PUOLXNE TOU OXLER, TEOCOIBOVTAS TOU UXOU PEUAL-

oTxoTERN Avnom.

oo Oryn nynuxedv e@é, avdhoyo Ue TNV ETMPAVEL TV OTNY OTolol OAMGVAVEL O OXIER

Yio PEQANOTIXOTERT] EUTELQLAL.

Ewoaywyn duvatotntag mouyvidlol yia TOAATAOUS Yapax THEES.  XENOWOTOLOVTIS THY
umopovaoo oxtvou tng Unity 3D vo unopoiv va 6uvoetoly TEpIGGHTEROL TOL EVOS YENOT
mou nailet (2 Oculus Rift), nopéyovtag T Suvatdtnta TpaypaTonoinong To SLadpacTXGY

AYOVOV OXL XL ATOCTONDY.

H nopoloa ttuytomy epyaoio Yo uropoloe va yenoulonotniel yio Tepattép EQEUVOL TV
oe Vépato Immersion xou Presence. ©o unopoloe miavov va yenouoroiniel oe cuvdua-
oud e pLar ouoxeut| xataypagic nhextpoeyxepaloypaghiuatoc (Electroencephalography
(EEG)) yio tnv xatarypapn g NAEXTES Spao TneldTnTog ToU EYXEQPSAOU xotd Tn Oi-
doxeta Tng €xdeong o mepBdALOV exovixiic TpayatixdtnTag. To medlo autd Peloxeton

OXOUOL OE OPYIXA EPELYNTIXG CTADLAL.
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7.5 Ernihoyoc

H emdupio yio evaoydinon pe teyvoroyie mou Ya Swodpapaticouy xadoploTind pdho ta EndUE-
VO YeOVIA, UE OBHyNnoay oTnv emAOYY Tng VAomolinong Tou cuyxexplévou maty o). Méow
AOLTOV TN¢ TTUYtaXAC AUTHS Epyaoiag, wou 860N e 1 euxatpla var pdie vor oyedidlw and To un-
0EV €VOL TELOOLAG TUTO oy VDL Y10l UTOAOYLIOTES, YENOLIOTOLOVTIS TEYVOAOYIEC aLyur|c, Ol oTtoleg
Yo malouy xodoploTixd pORo o EMOUEVA YEOVI. XEEIICTNXE Vo Yivel €peuva Ge BLdPOEOUS
TOUEIC TNG EMOTAUNG TWV YEUPIXWY %ot VoL amoxTNIoly YVOGCELS YELPLOUO) TOAMGOY ENAYYEA-
HOTIXOY TROYEAUUUATWY, TOU YENOHIOTOLOUVTAL Yol TNV TOQOYWYT) TOUY VIOLWDY XL TOUVLWY, OIS
n¢ Unity 3D, tou 3D Studio Max xou tou Adobe Photoshop, xadd¢ eniong xou tou mo emi-
tuynuévou Head Mounted Display autr tn otiyur, Tou Oculus Rift DK2. Emniéov, Géuata
PUOIXAC, TEYVNTAC YONUOCUVNG %o EDPECTS XAAUTEPOU UovoraTiol eivon Tar facixd Yéuata Tou

TEAYUATEDTAXE 1) TTUYLOXY.

H Swaduaocta xow 1 vhomoinon tou mouyvidlol ftay apxetd 6Uoxokn xou ypovoPopa. Ilup'dha
aQUTA, 1 ELYaElCTNOY TOU TEOGEPERE TO TouyVIBL GTOUC YENOTES, Xl Xt 1) avddpaon Tou
ehafar amd To TeENxO anoTéleopa, etvor adtou@oBTnTa éva xépdog. Etol Aowndy, 1 dnuovpyia
EXOVIXOV TEPIBAAAOVTOV Yl TELoOIdo TaToL BlvTeomony vidla, OVTag Evag ToPEs Tou anautel amod
N QUOT| TOU DNULOVEYLXOTNTA XAl engineering, Uou €0woe TO XVNTEO Vo GUVEYICK PE YETUTTU-
YLOXEC OTIOUOES AV GTO CUYXEXPUIEVO OVTIXEUEVO UETA TNV OAOXAHPWOT TWV GTOVOWY UOU

an6 to Ilohuteyvelo Kertne.
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