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Biproypaopia.
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EYXAPIXTIEX

Me v 0AOKAN PO TG TTVYLOKNG LoV epyaciog Bo Bela va uyoploTHoMm

TOVG avBp®TOLE OV e oTPLEAY Kaf’ OAN TN SIAPKELN TOV GTOVIDV LLOV.

Apykd Bo MBela va evyoploTiom Tov emPAémovto kabnynti HoL TOV K.
XpoodoTopo XTOAMO Yoo TV KaB0odynon mov oL TPOGEPEPE Kol TOV YPOVO TOV

O1€0e0g Y100 TNV OAOKANP®OT TNG TTUYIKNG HOL EPYACIOS.

Y10 1010 TAaiclo gvyvopoovvng Ba HBela va EVYOPIGTHCM TOVG KABNYNTEG

Tov TUNHOTOG YO TIG YVMDGELS TOV LLOV TTPOGEPEPAV.

Téhog B OEXD VO EVYOPLGTHGMO TOV YOVEIG OV KoL TOV AOEPPO LLOV Y10, TV

CUUTOPACTOCT TOL LOL £JVAV KATH TNV OEPKELN TV GTTOVOMYV Kot Oyl LOVO.



HHEPIAHYH

Ta televtaio ypoVIO TO EVOLOPEPOV YO TNV EIKOVIKY TPOYLOTIKOTNTO EYEL
avBicel Kol TPOGEAKDEL OAO KOl TEPIGGOTEPO EVOLUPEPOV YEYOVOS OV 0ONYEL OTNV
paydaio avamtuln g TEYVOAOYIOG CULTAG. XNUEPO 1 EIKOVIKN TPAYUATIKOTITO
YPNOUOTOIEITOL G €PYOAEio oe d1dpopovg KAASOLG OT®G NG WYuyaywyio, NG

EKTTAIOEVOT), TOV TOVPIGHO KOl TNG VYEIOG.

H mopodoa mtuyaxn epyocio mepiéyel Paocikég €vvoleg NG EIKOVIKNG
TPAYUOTIKOTNTOG, TNV 10TOPIKN €EEMEN aVTAG amd TIG TPMTEG TPOOTADEIES T®V
TPOTOTOP®V UEYPL TIC O TPOGPATEG TEYVOAOYIKEG eEEMEEIC KOl TIC XPNOELS TNG GE

d1apopovg KAASOVG.

TéNog, 0T0 TPOAKTIKO KOUUATL TNG TTLYWOKNG epyacio, £yel vAomombel wo
EPAPLOYT| EIKOVIKNG TPOYLATIKOTNTAG TOL 0G BELA £XEL TO 16TOPIKO KAGTPO TNG APTOg

Kot To PKpo Beatpdxt tng Apppoaxio.

H epappoyn avt otoyevel oty ¥pnomn g €KOVIKNG TPAYHOTIKOTNTOS MG
EKTTAOEVTIKO €PYOAEI0 HEC® TNG OMANG METAOOONG TANPOPOPIOV OAAL Kol 7O
OlOdPOCTIKA KOL WYOYOY®YIKE UEGHD TOV TOLYVIOOTOUUEVOL Gevapiov mov Ba
TPOCGEAKDOEL TO evOlPEpmV KkpdTEp®V NAKidV. Tavtdypova pe v petddoon
YVOONG, N EQAPLOYTN YPNOUOTOIEITOL KOl OC EVOG TPOTOC AVAJEIENS TV 1GTOPIKAOV

pvnueiov g Aptogc.

AéEerg khewdd: Ewovikny Ilpaypoatikémra, Iloyvidomoinon, Exmodevtikd

gpyaieto, unyovn Unity.



ABSTRACT

In recent years, interest in virtual reality has blossomed and is attracting more
and more interest leading to the rapid development of this technology. Today virtual
reality is used as a tool in various sectors such as entertainment, education, tourism

and health.

This thesis contains basic concepts of virtual reality, its historical
development from the early efforts of the pioneers to the most recent technological

developments and its uses in various industries.

Finally, in the practical part of the thesis a virtual reality application has been
implemented, which is about the historical castle of Arta and the small theatre of

Amvrakia.

The aim of this application is to use virtual reality as an educational tool
through simple transmission of information but also in a more interactive and
entertaining way through the gamified scenario that will attract the interest of
younger age groups. At the same time with the transmission of knowledge, the

application is also used as a way of highlighting the historical monuments of Arta.

Key words: Virtual Reality, Gamification, Educational tool, Unity engine.
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ININAKAX XYNTOMOI'PA®IQN

HMD...oiiiiiiiiiiiiiiiieiiiiiiteiieatosatosssssessssssssnsosnnas Head Mounted Display
72 Virtual Reality
. N Augmented Reality
T N Virtual Environment
. 2 e Field Of Regard
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EIZAT'QI'H

Ta televtaio tpion ypOVIOL HE TNV EMEKTOON KOl TNV EMIKPATNON 1TNG
VYELOVOLIKNG TOVONULOG 1) TOYKOG LN, KOWVOTNTO EKPIVE OVOyKOio TNV AQYT| 0VGTNP®V
UETPOV Y10 TOV TTEPLOPIGUO KoL TNV eEdAey NG Tavonuiog mov é0ece og Kivouvo Tig
Bdoelg Tov GUYYPOVOL TOMTIGUOV. Q¢ KOPO HETPO AMOTPOTNG EQPUPUOCTNKE O
TEPLOPIGULOG TOV KOWMOVIKAOV ETAPDV KO 1] LEPLKT] KOLVAOVIKT] ATOUOVAOGT] TOV ATOLOV
£€0C OTOVL KATOOTEL EPIKTN 1) AVTILETOMION LE KATOAANAL QOPLOKEVTIKA CKEVAGHLOTA.
H nmopoamdve evépyeleg Emingay, OT®G NTOV QLGIKO, TO OIKOSOUNUO TNG CUYYPOVIG
KOW®VIOG, HEYOAES KOl UIKPEG EMYEPNOELS, EUTOPLO TOYKOGUIO KOl EYYDPLO TOL,
QTOTELOVV KPIKOLG TNG OIKOVOUING Kol TNG EPYAGiag, dtappryOniay. Me tnv 6e1pd ToVg
VANPEGIEC MOPOYNG ONUOCIIG MQEAELNG, 1OIOTIKEG, KATUoTAONKAY avevepyés M
CUVEXICOV TNV AEITOVPYLL HE YOPAKTNPIOTIKEG eAAelyelg. Duoikd 1 oyoAKn Kot
aKadN Ok Kowotnta £xel TANyel og peyaro PBabud, yeyovog mov dnpovpynoe v
avaykn ywo TV avamtuén Kot TV xpnon epyoreiov-pécmv yio v €& amooTtdoemg
gpyaoio Kol EKTAIOEVOT), MOTE VO, KAAVPOOOV EMTOKTIKEG OvVAYKES GE oyaBd Kot

VANPEGIEC.

‘Eva. o0 onuovtikd epyoAeio exkmaidsvong mov ypnoiuomombnke yuo va
KOAOWEL TIC avhykeg TIG ekmaidgvong eivan mn ekovikng mpaypatikotrog (Virtual
Reality). To gpyaieio avtd pumopei va a&romomnbel epappolovtag Tic Texvikég Kot To
YOPOUKTINPIOTIKA €VOG ALYV GE €va OmAd TEPPAAAOV E10AYOVTOG TOVG VEOUG

EKTTALOEVOLEVOVS GE GUYYPOVEG PEAMOTIKEG LeBOSoVG expdOnong.

YKOTOG TNG TaPOVOUG TTLYLOKNG EPYAciog eivarl 1 oxedioon kol 1 VAoToinon
L0G EPAPLOYNG EWKOVIKNG TPAYULATIKOTITOG 1] 070l TEPIEYXEL TO 1GTOPIKO KAGTPO Kot
T0 WKpd Beatpdkt TG TOANC TG APTOG. XTOY0G TG EPUPHOYNG Elval 1 avddeEn g
otopiog TV 000 OVTOV ONUEIOV HECH TNG UETAO0ONG TANPOPOPLOV Kol TNG
PEONALIOTIKNG OMEIKOVION TOV KAGTPOL GE £va d100paoTIKO TEPIPAALOV DOTE O PN OTNG
™G EQOPLOYNG VO OAANAEMIOPA LLE TO EKOVIKO «TEPIPAAAOV» LLE MNYOVG EIKOVEG Kol
OVTIKEILEVO, Kol va pobaivel yioo v 1otopic. TOL KAGTPOL HE TNV YPNoN NG

nayvidonoinong (Gamification).
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1. BAXIKEXZ ENNOIEX.

1.1 Opwopdg Ewovikiig Ilpaypatikotnroc.

H swovicn mpaypatikotnta (Virtual Reality 1 VR) etvan ) yprion teyvoroyiog
VTOAOYIOT®V YioL TNV OnNpovpyio. €vOg TPOCOUOIOUEVOL TEPIPAAAOVTOS TPUDV
Ol0OTACEWMYV OV EMTPEMEL GTOV YPNOTN VO AAANAETOPACEL e avTd. e avTiBeon e Tig
mopoadootakés demopéc, To VR PBdalel tov yprotn o€ ovtd 10 tEXVNTO TEPIPAAAOV LE
v Ponbela opiopévev SadpOCTIKOV GUOKEDOV TOV TOPEXOLY M0 KOOMAMTIKY
eumepio 360°. Ot ocvokevég ovtég oTtéAvouv kol AouPavovv TANpogopieg kot
QOPLOVVTAL UE TNV HOPON YLOAIDV, YOVILOV 1 GTOADV. ZTOV EIKOVIKO 0VTOV KOGUO O
YPNOTNG ExEL TNV eAeLBePia v KAVEL TO OTIONTOTE, OTMOC TO VO GLVOIANCEL LE GALD

dropa M va metatet pe Evo payntiko agpomidvo (Gandhi and Patel, 2018).

1.2 Awagopég Ewovikig - Eravénuévng Ilpaypotikotnrog.

O1 6por ewcovikn Tpoypatikdtta (VR) ko emavénuévn mpaypoticotnto (AR)
apketd ovyvd ovyyéovtor. To AR mpokoAeiton omd tnv TtomoBEnom eovikdv
OVTIKEILEVOV OTO TPOyHaTiKO mepifdidov, evdd to VR pmopel va opiotel og o
EPAPLOYT Y10 TNV SO0V KO TNV OAANAETIOPACT] ATOUMV GE EIKOVIKA O1|LLLOVPYTLLEVEL
TEPPAALOVTO YPTCILOTOIOVTOG Hid LEYAAN ToKAa epyaieimv. H Sapopd peta&d VR
ka1 AR Bpioketan emiong ot ovokevéc mov yperdleton 1 kébe pa. To VR amontel o
ovokeLvn euPdionc aAld to AR pmopel va extedeotel og éva EVTVO KIvtd TNAEQ®VO.
Emnpocbétmg, 0 AR evioyvel 1060 TOV €1KOVIKO OGO KoL TOV TPAYUATIKO KOGLO, EVED
70 VR evioyvel uovo m @aviaotikn tpaypoatikotnto. TELog ol ypriotec AR umopovv
Vo, EAEYYOVV TNV TAPOLGI0 TOVG GTOV TPAYUATIKO KOG, EVOD 01YpNotec VR eléyyovion

an6 1o ovotnuo (YILDIRIM, ELBAN and YILDIRIM, 2018).
1.3 Eion Eppo0iong Ewkovig llpaypotikotyrog.

Av ko givo 60oKoro va ta&tvopnBovv 6Aa Ta cuotipoata VR, o1 mepiocotepeg
SOULOPPMCELS EUTITTOVY GE LU0l OO TIG TPELG KVPLEG KATNYOPieg avaAoya Le TO EMinedo
eupuoiong (Immersion) wov mwapéyovv. Me Tov 6po immersion OVOPEPOUAGTE GTOV
Babud tov omoio m mpPocoyn TOL YPNOTN E€0TIALETOL OTNV g€pyacio 1 omoic TOL
nopéyetal. H kaOnlotikn euneipio dev eCaptdror amd pio, LeEHOVOUEVT UETAPANTA

0AAG amd Eva ohHVOLO HETAPANTOV OTMG TO eMinedo S100pUCTIKOTNTOC, TNV AVAALON
14



™G EKOVAG, TNV OTEPEOCKOTIKN Opao, To medio ektipunong (Field Of Regard — FOR),
10 medio opatotntag (Field Of View — FOV), tov o kou tov pubud avoavéwong g
006vnc. o mapdaderypa, 1 6TEPEOCKOTIKN TPOPOAT GUYKPITIKE LE TNV LOVOCKOTIKN
npofoir| euwcovikov mepiariovtog (Virtual Environment-VR) Bedtidvet tv eppobion
tov ypnotn. Eivarl agloonueioto mmg dev vITap)ovV 0TOTEAEGLOTIKEG TOPAUETPOL 0T
puoveg toug kKo 0 Pabupog Pvbiong emituyydveton pe TV aAANAETIOPOoT TOAADV

nmapoyovtov (Miller, 2021) (Andrzejczak et al., 2021).

1.3.1 Xapning eppovoong.

Onwg vTodNADVEL TO OVOLLLL, TO GUGTHLOTO YOPUNANG epPOBiong etvarn Atydtepo
KaOnAoTiKn epapuoyn ¢ texvoroyiag VR, €idog mov eivar 1660 dnpo@iréc otnv
kaOnuepvn LN Omov o1 YOUNAES EIKOVIKEG eumelpiec cvyvd mapoPAémovtol otV
katnyopia VR. Avti 1 1e)viKT| onpiovpyel Evav KOGHO OV TAPAYETAL (O VITOAOYIOTY],
EVM 0 YPNOTNG EXEL OVTIAN YT TOV PLGIKOV TOL TEPPdALovTog. Ta Prvteomaryvidia eivar
TO TTO OVTITPOCORIEVTIKO TOPAdELYO, cuTOV TOL TOHTOV guPvbiong. To mAeovéxTnua
OVTNG TNG TEXVOAOYIOG EIVAL TOC dEV ATAUTOVVTOL VYNAG ETITESA YPAPIKDY 1 KATO10
€101K0 VAIKO. [epetaipw, 1 aAANAemiOpaon YIVETOL UE TIC TOPUSOCIOKEG CLUOKEVEG
€10000V OTMC TO TANKTPOADYLO KOl TO TOVTIKL. )G AMOTEAECUA, QLT TO. GUOTNLOTO
umopovv va BewpnBodv 1 Mo OKOVOULKY| EMAOYN Y0l £VO EVPV QPAGLO EPUPLOYDV,

€vag TapAyovTog Tov To Kool wg TNV Tio dnuoeidn teyvikn (Costello, 1997).

Ewcova 1 VR youmine eufso6iong (Poetker, B., 2019.).
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1.3.2 Hu-gppooonc.

O gpfioteg pmopovv va PuBiotovv oe éva PEPIKMOG TEPIPAAAOV HECH MHL-
eupubiotikdv gumepiodv. Ot ypnoteg dev eivol ATOKOUUEVOL TEAEIMG OO TO PLGIKO
TOVG TEPIPAAAOV, AVTO CNUAIVEL TMG EVM EGTIALOVV OTNV YNPLOKT EKOVO, fPIoKOUEVOL
o€ L0, SLOPOPETIKN TPAYHOTIKOTNTO O €EakoAovBOHV va £XOVV ETOEN LE TO PLOIKO
Tovg mepPdAdov. Mia mo kafniotikn epmelpio enttuyydvetal e TNV ¥pNHon EKOVOV
pe  vymAotepn  Aemtopépeld.  Avtdg 0 TOMOG  EIKOVIKNG  TPOYLOTIKOTNTOG
YPNOWOTOLEITAL GLUYVA Y10l EKTOOEVTIKOVG Gkomovg Kot Paciletor oe mOAAATALG
006veg VYNNG avaAvog, 16YLPOVG LIOAOYIOTES Kol TPOoPoleic ewkovag. H ypron tov
EVPEMG OTTIKOV TEGIOV, OV EMTLYYXAVETOL pPE TIC TOAAUTAEG 000veg, avédvel v
aioBnomn g gupobiong otov ypnotn. ¢ ek TOVTOV, To NUEUPLOGTIKA GLOTHHATO
mopEYoVV VYNAGTEPO emimedo PBiong kabmg Kol KAADTEPT KATAVONOT TG KAMULOKAS.
Emmpocbétme, mopéyovv ypoeikd e oNUOVTIKG DYNAOTEPT aVAALGOT ad TO YLOALL
VR 71 éva HMD. Mia and T1g Mo yvootés ypNnoelg e nu-euPfodiong sivar m

EKTOOELOT), Y10 TOPASEIYIO Ol TPOGOUOIMTEG TTNCELS LE TOVG OTOIOVG Ol XPNOTES

UTopovv va, ektadeutovv og aopaieic cuvOnkec (Costello, 1997).

Eixova 2 VR na-eufioOiong (Poetker, B., 2019.).
1.3.3 I png eppovOonge.

H mnpng epPodion VR mtpoceépet v mo GUeEST Kot pEAAIGTIKT EUTEIPIO GTO

EIKOVIKO TTEPIPAAAOV LLE EIKOVA KL 1X0. € aVTOV TOV TOTO ELPVOIONG 0 ¥pOTNG POPAEL
16



éva. HMD. Avtég 01 GUGKEVEC TPOGPEPOVY GYETIKA VYNAN OvAALGT UE VP PACUA
opaong. H 006vn tov HMD ywpiletar avapeca ota pdtior Tov xpioTn yuo vo TopEYEL
oTEPEOOKOTIKN €kove 3D kot 1 wapakolovOnon €6030V YPNCILOTOIEITOL Y10 VO
dnovpynoet o Kabniotikn, Coviavn gpnepia. Ot 600 006ves tomobeTodvror ToAD
Kovtd oto patt (50-70mm), ov Kot 1) eIkévo 6TV ool 0TIalEL 0 XPNOTNG Eivar TOAD
o paKpld Adyo tov omtikov cvatipatog HMD. Avtd 1o €idog VR ypnopomoteiton
EVPEMG YL TOLYVIOIO Kol AAAEG LOPPES YOXAY®YING, TOPOAD OLTE 1| XPYOT TOVE GE
GAAOLG TOELG, OTTMC M ekTtaidgvon avEdvetat. Katd tnv xprion g GVOKEVNC 0 YPNOTNG
elval amoKoUIEVOS ATO TOV TTPAYLLOTIKO KOGLO EVIGYVOVTOS TAPAAANAL TOV KOGLO OV
onpovpyeiton amd Tov voroyioth. [IAgovéktnua avtng tng teyvoroyiag givar To
YEYOVOG TG TPOCPEPEL GTOV ¥PNoTN Eva omTikd medio 360 poipmv, mpdypo mTov
onuaivel Tog o xpNiotng Ba AdPet pio ontiky kova yopilovtag To KEQAAL TOVG TPOG
omoladnmote katevvvon. Eva cuotnua mdnpng eufodiong Bo mpocspépet o aicnon
oL 0ev umopel vo cuykplel pe kapion GAAN texvikn euPvbiong, PéPata to emimedo
euPovdiong egaptdton amd ToAAOVE TOPAYOVTEG, OTTMG TO ONTIKO TEdi0, N avdAvoT TNG
ewovag, o puludg avavéwonc, N avtifeon kol 0 POTIGUOS TG 006vng. Téhog ta
cvotipata TANPNG pPvbiong eivar ta o amonTnTIKE 6GOV APopd TNV oY1 Kot TNV
TEYVOLOYIO TOL DAIKOD TOV VTOAOYIOTH, KO G EK TOVTOL 1] TT10 akP1Pi] EXAOYY, Y10 TV

eMitevEn €VOG IKOVOTONTIKOV EMTEOV PEAAGOD.
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Ewova 3 VR whipng eufioOiong (Poetker, B., 2019.).
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2. HIXTOPIA THX EIKONIKHX ITIPAT'MATIKOTHTAX

2.1 1838 Stereoscopic photos.

To 1838, o pekétn and tov Charles Whetstone (Ayylog emotipovog 1802 -
1875) €de1ée Mg katd v mapakoiovdnor d0o deddcTaTOV EIKOVOV, Lo 68 KAOE
HATL, 0 EYKEPOAOC TOV XPNOTN GLVOLALEL TIG 6V0 PMOTOYPUPiEg GE €va, TPLOdIAGTATO
avtikeipevo. Etot, To 6tepe0oskdmio, o S1aTaén Qakdv Kol V0 OTOYPUPIES TOV {510V
OVTIKELEVOL TTOV Aapfdavovtol amd dapopeTikd onpeia cuvdvdloviol £Tol OOTE v
KGvOoLV TO avTikeipevo va Eexwpilel e po ovumayq oy, o TapouTNPNTAS EXEL TNV
aiocOnon tov Bdbovg dnpovpydvtag Tov TNV opb1| yevdaicOnon tpidv dwctdoewy. H
peTémelto,  avamntuén Tov  ONUOPIAOVGC otepeockomiov TVumoL «View Master»
ypNoonTomdnke kol Yo Tov €ovikd Tovplopd. Ot apyég oyediaong Tov
OTEPEOCKOTIOL  YPNOULOTOIOVVTOL  OKOUO KOl OCNUEPO OE  YUVOAWL EKOVIKNG
TPOYUATIKOTNTAG YOUNAOD KOGTOVUG TOL TOMOOETOVVIOL GTO KEPAAL OM®G TOL
dnuoelotc Google Cardboard. (History Of Virtual Reality - Virtual Reality Society,
n.d.)

Eixova 4 Charles Whetstone's stereoscope (King’s College London, 2016.).
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Ewcova 5 View Master (Spanner, S., 2015.)

Eiwova 6 Google Cardboard VR Headset (Amos, E., 2015.).

2.2 1929 Link Trainer.

To Link Trainer, yvooto kot wg «Blue Box» 1 «Pilot Trainer», eivon évag
TPOGOUOIMTIG TTTHONG TOV KATUOKELAGTNKE OTIS apyég TG dekoetiog tov 1930 pe
Baon v texvoroyia mov gwonyaye o Edwin Albert ink évav ypdvo vopitepa. Opdonpo
Ba amotehécel ) emTuyia OTav 0 EKTAOELTNG TAGTOV NG Link T0o 1934 Ba cuppetdoyet
o Goxnomn kot Bo ektelécel pe emtuyion TTNON UE YPNON OPYAVOV HECH TUKVNG
VEQPMOOTG TTOL GOUPOVO LLE TNV EKTIUNON TNG TOAEMKNG ALEPIKOVIKTG 0EPOTOPLOG NTOV
advvatn, amodelkvooviag ™V aflo ¢ ekmaidevong Kol UOMOTO G AGQPUAEG
nepfariov. Me v évapén tov B’IIIT yiliddeg mAGTOL amd S1APOPES YMOPES TNG
venAiov Ba exkmadevtovy e ac@iaielo kot enttvyio oto «Blue Box» (Ewc. 7-8) mov
mpe T0 Gvopa amd TV YopaxkTnplotikd Poppévn prie drtpakto (History Of Virtual
Reality - Virtual Reality Society, n.d. ; Lowood et al., 2021 ; Link Trainer | flight
simulator, 2018 ; Link Trainer Flight Simulator, n.d.).
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Eiwxova 8 Link Trainer interior (n.d., THE DEVELOPMENT OF INSTRUMENT FLIGHT TRAINERS.).

2.3 1950 Sensorama.

Tnv dekaetia Tov 1950 o xkwnuotoypagiotig Morton Heilig, dpyioe v
AVATTLEN LG GVGKELNG GUVOLOGOD TEXVOAOYIMV LE GKOTO TNV d1€YEPOT acncewv
TOL YPNOTN, TOL ATOKAAOVGE «Sensoramay, vag otafepdc BALaLOC TapaTPNONG e
GTEPEOPOVIKO MYO, YEVVNTIPLEC OGUMV, OVEMGTNPES YO, TPOGOLOIMGCT) OVELO,
0TEPEOOKOTIKT 000VT Yot TPpoPoAn Eyypwpov video kot puo dovovpevn kapeékia. Av
Kol 1 €peVPEDT OeV ElXE TNV SLVOTOTNTA VO, AANAETOPA LE TOV XpNoTN-Oeath NtV
L0 ETOVOCTATIKN TPOOTABELD VO, ONILIOVPYNOEL Lo KAONA®TIKN EUTEpia 01oONGEWDY,
po Tpoomdfelo Kav] MoTE Vo AGPEL 0 EUTVEVOTNG TNG GVETIOTLO TOV TITAO TOV
«ITatépa g €KOVIKNG Tpaypatikdttocy. Bewpeitonr 10 mpdTo pnydvnua VR,
Katoyvpmdnke pe dimhopa svpeotteyviag to 1962 (Ew.9) (History Of Virtual Reality -
Virtual Reality Society, n.d. ; Corning, 2018).
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Aug. 28, 1962 M. L. HEILIG 3,050,870 Introducing . . .
SENSORAMA SIMULATOR

Filed Jan. 10, 1961 ____8 sxxeita-sheet 3 s e n s 0 r a m a seorama

1. 5. =
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g !  COLOR
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» 72_'\% o STEREO-SOUND
| = o AROMAS
73- E
= e WIND
3 o VIBRATIONS
| OPATENTED
V7/ —:Ti SENSORAMA, INC., 855 GALLOWAY ST., PACIFIC PALISADES, CALIF. 90272
- — TEL. (213) 459—-2162
(a) (b)

Ewova 9 Sensorama Simulator Device (Fattouh, L., 2017.)

2.4 1960 Telesphere Mask.

Metd v epevpeon tov «Sensorama» 1o 1960 amd tov 1610 dnovpyod,
axolovOnoe avtn tg «Telesphere Mask» o cvokgvn pn SOPAGTIKOL HEGOL
TOPOKOAOVONONG EIANL pHe TNV dlopopd OTL TOV NTAV TO TPMOTO TAPASELYHO 006VNG
tomoBetnpévn 610 kepdAl Tov Bearr (Head Mounted Display — HMD) mov mapeiye
otepeookomikn 3D gupuydvia eikdva pe otepeopmviko Mo (History Of Virtual Reality

- Virtual Reality Society, n.d.).

A - : » -
\ "‘i.

Eixova 10 Telesphere Mask (Ismail, A., 2022.)
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Ewcova 11 A Drawing of Telesphere Mask Patent (Ismail, A., 2022.)
2.5 1961 Headsight — First motion tracking HMD.

To 1961, dvo unyavikoi g etaupiag Philco avéntu&av to «Headsight», tov
pddpouo Tov HMD 6mm¢ 10 yvopilovue onuepa. Avtd meptrapupdavel o o06vn yo
70 KA0e paTL Ko £va poyvnTikd cOOTNUO TopaKoAovBnong ¢ kiviong tov ypnom
ovvdedepévo og o kapepa kKAeotod kukAmpatos. To Headsight dev avamtoyfnke
TPOYHOTIKG Y10, EPAPHOYES EIKOVIKNG TPAYLOTIKOTNTOS (0 O0pOC avTOG OV LINPYE
ekelvn v emoyn) OAAG Yo vo EMITPEMEL GTO OTPUTO TNV TOPATHPNCN Kol ANym
ATOPACENDV £ OMOCTAGEMS OE KOTAOTAGEIC VYIGTNG EMYEPNCLOKNG TPOTEPAULOTITOG.
Meg autiv TV £pedpeon mopd TV EAAEWYT TNG EVOOUATMOGNC VITOAOYIOTH KOl TNG
onuovpyiog ewodvac TorobetnOnke o axpoywviiog AlBog yio v eEEAMEN TNG EIKOVIKNG
mpaypotikotntog (History Of Virtual Reality - Virtual Reality Society, n.d. ; Corning,
2018 ; HMD — History and objectives of inventions, 2014).
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Ewcova 12 Headsight Demonstration (2018).

2.6 1965 The ultimate display.

O Ivan Sutherland mepiéypaye po 10éo 1o «Ultimate Display» 6mov 6o
UTOPOVGE VO TPOGOUOIDGEL TNV TPOYUOTIKOTNTO, 6€ TETO10 Pabud mov Kaveig dev Oa
UTOPOLGE Vo, Sakpiver T S10popd HeTaED TNG PLGIKNAG Kot [T TPAYHOTIKOTNTO. AVTH
N Wéa mepieAdpupave Evov €1KOVIKO KOGLO OV TO GTOLYEIR TOV TPOPAAAOVTIL HECH
evoc Head Mounted Display mov avomopiyoye pedMoTikd HECH TOV ETXAVENUEVOL
TPIGOIAGTATOV MOV KOl TNG OMTIKNG OVASPOUONG, VAIGHIKO VTOAOYIOTH Yo TNV
dnuovpyio TOV EIKOVIKOD KOGLOL KO TIV SLOTNPTGN TOL GE TPAYLOTIKO ¥POVO KoL TNV
SVVOTOTNTO TOV XPNOTOV VO OAANAETIOPOVV UE PEAAOTIKO TPOTO LE TO AVTIKEIUEVA
TOV €1KOVIKOU kOGHov. H g1lod0én 18éa cuvoyiletar 6Tov AdYo TOv GLVOSEVGE O 1810G
oV mopovciacn tov: «H axolvty 00ovn Ga nrov, pooikd, Evo dwudtio [eso. 6To 0Toio
0 VIOLOYIOTHG UTOPETL Vo. eEAEYEel TnY Drapln e VAng. Mio kopéxia mov extiBeton oe &vo,
1010 dwuatio Oo nrav apketo. kodn yio. vo kobicer uéoa. O yeipomédes mov
gupoavilovior oe €vo. TETOI0 OWUATIo Bo HTaV TEPLOPLOTIKEG KOI UHIO. OPOLPO. TOD
egupoavietor  oe  évo. tétolo  dwuatio Ho nrov  Oavarneopo. Me  kotdiinio
TPOYPOUUOTIONO, Wio TETolo, 080ovn Oa umopodoe KvplolektiKa vo gival 1 ywpo. Twv

24



Oovpdrwv oy oroia wepratnoe n AAixn.» (History Of Virtual Reality - Virtual Reality
Society, n.d.).

“The ultimate display would, of course, be a room within which the computer
can control the existence of matter. A chair displayed in such a room would be good
enough to sit in. Handcuffs displayed in such a room would be confining, and a bullet
displayed in such a room would be fatal. With appropriate programming such a display
could literally be the Wonderland into which Alice walked.” — Ivan Sutherland.

2.7 1966 Furness’ Flight Sim.

Yta T€An tov 1960 pe v av&ovopevn TOAVTAOKOTNTA TNG TEXVOAOYING TV
LOXNTIKOV 0EPOCKAPAOV EVAG UNYOVIKOG TOV oTpotov ovopatt Tom Furness anéxtnoe
Kivnitpo ®ote vo, emikevipwbel ce AVon TPOPANUATOV TOL VEPYOV OT®G M
OLYKEVTIPMOOT] KO AVOTOPAGTACT KPIGIU®OV TANPOPOPLOV 0nd 1O TPES ATEIKOVIONG
0€ EIKOVIKEG 000VEG GTIC OTOlEG O TIAOTOG EMPETE VA, £YEL AUEST] TPOGPAON BGTE Vo
pofel thyloTa o€ evéPYeEleg MOPAAANAEG METOED TOVC, TOPASEIYUO Vo, LTopel va
YPTNOUOTONCEL TO KEPAAL TOV Y10 VO OTOYELEL eV TVPOoPoiet, va PAEmel TavTOYPOVA
T0 Vyog, TV Tayvmnta, tov opilovta, exfpwkég amenég kol mANBog dAA®V
TANPOPOPIDV, DOTE VO KAVEL TOL GUGTNHHOTO AYOTEPO TOADTAOKO, GTNV KOTOVOTOT Kol
OTOV YEPIOHO. ADYO TOL TEPLOPIGUEVOD YDPOL 6TO TAOTNHPI0 0 Tom oTplpnKe oTNV
dNUovpyio. CLGTNUATOV ETALENUEVNG TPUAYUOTIKOTNTOG YO TNV EUGAVIOT TOV
TANPOPOPLOV GE £va, EIKOVIKO mepfdAdov. Xtov Tom Furness amodideton n Evapén g
avATTLENG TNG GUYYPOVNG TEYVOAOYIOG CLGTNUATOVY TpocouolwTdY TTong (History Of

Virtual Reality - Virtual Reality Society, n.d.).

2.8 1968 Sword of Damocles.

To onabi tov Aapokin (Sword of Damocles) ntov o dvopa Tov unyavikon
CUCTNOTOG TTOPOKOAOVON NG Kal Oyl TG 006vVNG oL TOTOOETEITAL GTO KEPAAL, Kot
Bewpeitar vpEMG WG TO TPMOTO GVGTNHA EXAVENUEVNG TpaypaTikoTnTag Head Mounted
Display. Anuiovpynonke 1o 1968 and tov emotruova vroroyiotmv Ivan Sutherland pe
v Ponbeto pobntadv Tov, Kol TpaKTIKAE nTov 1 vAomoinon g Wéag Ultimate Display.
H ovokevn Nrav tpmtdyovn 1660 and TAELPAS Slemapnc ¥pNoTI 0G0 Kot Ao TAEVPAG

YPAPIKAOV OV NTOV aTA0TKA dmpdtio wireframe. To cuotnua eppdvile v ££0d0 and
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éva TPOYPOUIO VTTOAOYIOTH OTNV 0TEPEOSKOTIKN 006vT. H mpoontikn mov €deiyve t0
AOYIoHIKO fTav cvvaptnon g 0éomng tov PAEUIATOS TOL YPNOTN Y10 AVTO KOl TV
amopaitnn 1 petokivnon tov kepaiov. To Head Mounted Display émpene va givon
oLVOESENEVO OE Evay PNYaVIKO Bpoyiova avapTnUEVO Ao TV 0pOPT TOV EPYAOTNPIOVL
apeVOS Pev AGY® TOV PAPOVS OPETEPOL OE YO TNV TOPAKOAOVONOT TV KIVI|OEMY TOL
KEQPAAL0D HECO cuvdésemv. Katd v ypnom g cueKEVNG O XPNOTNG EMPETE VA £XEL
TO KEPAAL TOV OTEPEMUEVO AV TNG Y10 TNV EKTEAECT] TOV TEPAUATOV. LTO APYIKO
0TAO10 TO E£0PTNUOTA TTOV EAEYXOVTOV OEV NTOV TAPMG EVOOUATOUEVO HETAED TOLG,.
Yta €A TG deKaeTiog ApyIoE 1] EVOOUATOON TV EEAPTIUATOV TG GUOKELNG G £Val
eviaio ovotnua HMD ko pe v odokApwon g eveopdtmong dnpovpyndnke kot
Té0nKe o€ Aertovpyia 10 TPOTO TANP®G Agttovpykd cvotnue HMD. H tpcdn mpofoin
EPAPLOYNG NTAV EVOG KOPOC TTOL KPEUOTOV GTOV O.EPO UTPOCTA Ao Tov ypnoth. To 1610
T0 GUOTNUO OTOTEAOVVTIOV amd €E1 VTOGVOTHUATO, £V SLYOPLOTIKO OITOKOTNG,
TOALOTAOGIOOTH WATPOG, YEVVATPLML OVUCUAT®V, OKOVOTIKA, owctntmpo 0éomg
KEPOANG Kol &vav LTOAOYIOTH YEVIKNG ypnons. Ta mponyovdueva amdptio Oa
OTOTEAECOVY TEYVIKA OTOXEID GLYKPOTUOTOG TNG TMPATNG UNYOVIG EKOVIKNG
TPAYHOTIKOTNTOG Onwg To yvopilovpe onuepo. To ocvykpdmmuo MTov €v pépel
dopavnc, £T01 0 ¥PNOTNG TNG CLOKEVTG OEV NTAV TEAEIMG OTOKOUUEVOG OO TO PLGIKO
oV TTEPIPAALOV, VTN 1 NUIOIOPAVELY GE GUVOVAGLO LE TO VITOAOITO YOPOKTNPIOTIKE
glval 0 AOYOG MOV TO GUOTNUO CVOPEPETOL TOALEC QOPEC KOl OC TPOSPOLOG TG
teyvoloyiag tng emavénuévng npoyuatikotnrog (History Of Virtual Reality - Virtual
Reality Society, n.d. ; Corning, 2018 ; HMD — History and objectives of inventions,
2014 ; The Sword of Damocles (1968) - The Complete History of VR, n.d.).
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Eixova 13 Sword Of Damocles (2018).

2.9 1969 Artificial Reality

Eekvavtag 1o 1969 o Myron Krueger amd to mavemotiuio tov Wisconsin
onpovpynoce o oepd  omd €pyo OYETIKG HE TNV QUON NG ovOpdmivng
TPAYUOTIKOTNTOG O EIKOVIKA TEPPAAAOVTO TO OTOloL aPYOTEPO. OVOLOGE TEXVNTY
apaypotikotnta. Ta épya tov pe to 6vope GLOWFLOW METAPLAY kot PSYCHIC
SPACE 1rtav mp6odot otV €PELVE TOV TOL TEMKG EMETPEYAV TNV OVATTLEN TNG
teyvoroyiag VIDEOPLACE 10 1975. To cbotnua avtd umopodce vo avoADGEL Kot Vo
eNeEEPYOOTEL TIG EVEPYELEG TOV YPNOTI OTOV TPAYUATIKO KOCUO KOl VO TIC LETAPPAOEL
o€ OAANAEMOPACEC ME TO  €IKOVIKA  oavTikeipeva ue  Odpopovg  Tpo-
npoypoupoticpuévoug Tpomove. To VIDEOPLACE diépepe oe moALéC mTuyéG amd Tig
TPOGOUOIDOELS EKTOOEVTIKOD YOPOKTIPO KO £PEVVOG. ZVYKEKPIHEVO TO GUGTILOL
aVTESTPEYE TNV EUQEOOCT] OO TOV YPNOTI OV OVTIACUPAVETOL TOV KOGUO 7OV
ONpovpyEiTOL OO TOV VITOAOYIGTH GTOV VTOAOYIGTH TOV AVTILOUPAVETOL TIG EVEPYELEG
0€ GLVOECELG OVTIKEIUEVOV KOl YDPOL GTOV EIKOVIKO KOGHO. Mg TV HETaTONIoT avTh
™mg éppaong o Krueger diomictmoe mmg 1 ToTOHTNTO AvVOTapioToong EYvE AYOTEPO
ONUAVTIKN OO TIG AAANAETIOPACEIC UETAED TOL ¥PNOTN KOl TOU EIKOVIKOL KOGLOV
Om®G Kol amd TNV TaOTNTO OTOKPIONG O €IKOVEG 1| AAAEG LOPPEG aicOnTNPLOKNG
e1o6d0v (History Of Virtual Reality - Virtual Reality Society, n.d. ; Lowood et al.,
2021).
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Eiwova 15 Psychic Space. n.d.
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Eixova 16 Metaplay. n.d.
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2.10 1972 GE Digital Flight Simulator

H General Electric mopnyaye t0 TPOTO GLOTNUATO TOPAYOYNG EKOVOG
vroAoyiot (Computer Generated Images — CGI) yio 10 S100TNHIKO TPOYPALLLLOL.
[Ipdipeg eKOOGELG AVTOV TOV GLOTNUATOV TAPT VALYV L0l ELKOVA KEGOPIKOD EMLTESOVH
EVD UETAYEVESTEPO GUOTNUATO UTOPOVGAV VO ONUIOVPYNOOVV EIKOVEG UVTIKEWUEVOV
PV dwotdcewv. H mpdodog oe avtdv Tov Topén MTOV poydoics Kol OTEVA
ovvoedepévn e v eEEMEN 6TO VAIGUIKO TOV YNPLoKoD DTOAOYIOTH GE GLUVOVAGUO LE
™V TOPAAANAN avdmtuén mov élaPe ydhpo G€ GLOTAHOTA TAPUY®YNS EKOVeY. O
TPOGOUOIMTNG aVTdG 01EbeTe Tpelg 000veg dwutetaypéveg o douopewon 180° étot
wote o1 006veg va TEPIPAAAOLY TO TPOCOUOIMUEVO EKTTOLOEVTIKO TIAOTHPLO Y10, VO
dMOOVV GTOVC EKTOLOELOUEVOVE TAGTOVG (o aicnom aAnbwng epuPfvbiong (History

Of Virtual Reality - Virtual Reality Society, n.d. ; Page, 2004).

2.11 1979 McDonnel-Douglas HMD

Onwc mpoavaeépOnke 1 avénuévn molvmAokdtnto AdYo g paydaiog eEEMENC
TOV LOYNTIKOV 0EPOCKOPOY 001YNoE ToV 6Tpatd va mepapatiotel pe Head Mounted
Display pe oxomo v enidvon tpofAnudtov. Bacsikn tpodndfeon g cuckeunc nTov
N wpofoin mANpoeopdV amevbeiog oTo HATIL TOV TIAGTOV €YOVTIONG OTOYO Vo
eEarelpBoiv o1 oykmdelg 086veg kol To. cvothipate Tpofoins. ‘Eva and ta mpmta
napadeiypata ival to kpdvoc VITAL tov McDonnell Douglas, ypnoiponotovee évav
NAEKTPOLOYVITIKO QVIYVEDTN KIVNONG TOV KEPAALOD 1ot va avTIAN@OEl OV KOITOVGE 0
TAOTOG TOV aepooKAPove. Almha amd To avtid Tov TAOTOL TomobeTnONKOV dimhol
LOVOYP®UOTIKOT COANVES KaHOO0V TPOPAAAOVTAG TNV EIKOVA GE SO MPIOTEG dECUNG
UTPOGTA GTO HATLO TOV TAGTOV. AVTO EMTPENEL GTOV TAATO VOl OEL KO VAL (EIPIOTEL TOL
UNYOVIKE YEPLOTAPIO. GTO TIAOTNPLO, VD ERAeme TNV €KOva Tov £E® KOGLOL TTOV
dnpovpynbnke amd vrorloyioti. Q61060 TO, TPOPALOTO LE TO OYKMOT KOAVUUATO
KEQPAANG Kot 0 TPOTOG BE0.0ME HECH TOV COANVOV TEPLOPIGOV TNV ATOS0YN CVTAOV TOV
npoipev tpoonadeidv (History Of Virtual Reality - Virtual Reality Society, n.d. ; The
Complete History of VR — Part 4: Military Purposes, n.d.).
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Eiwcova 17 VITAL Helmet n.d.

2.12 1982 Sayre Gloves.

To 1977 o1 Daniel J. Sandin kox Thomas Defanti oto gpyastipio Electronic
Visualization Laboratory onpiovpyncav 1o Ipdto EVGUPHOTO YAVTL T YEVTL 0S0UEVOV
ovopott Sayre Glove, Baciotnke otnv 10€0 EVOG GUVEPYATT TOVG OTO EPYACTIPLO, TOL
Richard Sayre ko1 1 KOpla ¥p1ioN TOV YOVTIOV ODTOV NTAV KLUPIWS YLoL TOV XEPIOUO
pvOuotikov.. H kotaokeu Mtav ehoepld kot Yopniod KOGTOLC. XKOTOG NTOV M
TOPAKOAOVONON TOV KIVIGEDV TOV YEPIOV KOl 1| TOPOYN MG OTOTEAECUOTIKNG
pefddov yio moAvdidotato Ereyyo. Ol CLOKEVEG OVTEG YPTCILOTOOVV coONTPESG
POTOG e EVKOUTTOVG COANVESG, OTO £V GKPO VIAPYEL 1| TNYN POTOC EVO OTIV GAAN
mAgupd Eva poTokOTTapo. Kabdc ta ddytuda ftav Avyispéva 1 TocotnTe. ¢mTog TOL
£QTOVE OTO PMOTOKVTTOPO TOIKIAAEL, TOPEYOVTAG £TOL v UETPO TNG KAUYNG TOV
daktolwv (History Of Virtual Reality - Virtual Reality Society, n.d. ; Norman, n.d.
;DeFanti and Sandin, 1977).
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Eiwcova 18 Sayre Glove 1977.

2.13 1986 Super Cockpit.

Am6 10 1986 £mw¢ 10 1989, 0 Furness dinobuve pe emttvyio to Tpodypoppa Super
Cockpit ¢ moiepkng agpomopio. H Bacikn 1déa Tov £€pyov NTav OTL 1 IKAVOTN T TOV
mAOTOV va xelpilovtar xopikés mAnpogopieg e&optdtar amd To OTL VT To. dESOUEVA
aneikovilovior HE TPOTO TOL EKUETOAAEVETOL TOVG (OULOIKOVG  OVTIANTTIKOVG
punyavicpovs tov avlpomrov. Epappolovtag to HMD cg avtdv tov otdyo, o Furness
oyediaoce éva oot TOV TPOPAALE TANPOPOPIEG OTMG TPIOOIACTATOVS YAPTEG TOL
SMUOVPYOVVTOL OTO VITOAOYIOTY, EIKOVEG VITEPVOPWV KO POAVTIAP ALEPONAEKTPOVIKNG GE
évav KoONA®TIKO, TPIOIACTOTO EIKOVIKO ¥HPO TOV UTOPOVGE O TAOTOG VAL EL KOl VO
aKOVOEL GE TPAYMATIKO Ypovo. To chomuo TopakoiodOnong Tov Kpavovg, To
YEPLOTHPLOL TTOV EVEPYOTOLOVVTOL E MV KOl Ol ausONTAPEC EMETPEYOV GTOV TIAOTO
Vo EAEYXEL TO OEPOCKAPOS LE YEWPOVOUIEG EKPOVICELG KOl KIVIGELS TOL PAEUUOTOC
petatpEnovTag T fudion o€ Evav e1kovikd YDPo YEUATO dEGOUEVA GE TPOTOVS EAEYYOV.
Avti 1 demapn UEI®OE TV TOALTAOKOTNTO KOl TOV aplipd TV YEPIoTNPIOV GTO
mhotpto (History Of Virtual Reality - Virtual Reality Society, n.d. ; #245: 50 years of
VR with Tom Furness: The Super Cockpit, Virtual Retinal Display, HIT Lab, & Virtual
World Society | Voices of VR Podcast, 2015).

31



The Super Cockpit (1980’s)
B

=

= Furness - USAF

Furness, T. A. (1986, September). The super cockpit and its human factors challenges. In Proceedings of the Human
Factors and Ergonomics Society Annual Meeting (Vol. 30, No. 1, pp. 48-52). SAGE Publications.

Ewcova 19 1986. The Super Cockpit and its Human Factors Challenges.
2.14 1987 Virtual Reality, n dnpovpyia Tov ovoparog.

To 1985 o1 mpwTOMOPOL TNG EKOVIKNG Tpaypatikotntog Jaron Lanier ko
thomas Zimmerman {dpvcav 10 €pyacTipPlo ONTIKOV Tpoypappatiopod (Virtual
Programming Lab - VPL). Axoun ko pHeTd amd OAN ot TNV €EEMEN OTNV EIKOVIKY|
TPAYHOTIKOTNTO, OEV VIAPYEL AKOLA £VAG OPOG TTOL VO, TEPIEYPAPE LT TO TEdio. OAa
avtd dArha&ay to 1987 dtav o Jaron Lanier emtvonon tov 6po £1KOVIKT TPOYLATIKOTNTO.
Méom ¢ épeuvag g etatpeiog o Jaron avERTLEE Lo GEPA amd EEOTMGO EIKOVIKNG
TpoyuatikoTnTe svumeptiapupavouévov tov dataglove kot g 006vng EyePhone mov
tomoBeteital oTo KeEPAM. AEI0OMUEIMTO €lval TO YEYOVOG TMG TOV 1 TPMTN ETAPEin
VR mov movAd HMD kot yévtio dedopévav 60poc mov Tpoépyetat amd 1o TPoidv g
etonpeiog To Data Glove (History Of Virtual Reality - Virtual Reality Society, n.d. ;
VPL Research Jaron Lanier - Virtual Reality Society, n.d. ; Sorene, 2014).

2.15 1989 NASA Gets Into VR.

Mia and Ti¢ mpdteg ovokevéc VR kataockevdotnke omd tov Opyoviopo
eepevvnong tov daotpatog (NASA). Avartoydnke kon dnpovpyndnke pe to xépt
oo Lo OGO EMGTNUOVAOV KL LNYOVIKOV GE £Vl EpguVNTIKO kEVTPOo TS NASA otv

Kahpopvia oe cvvdvaoud pe v Crystal River Engineering mov Ponbnoe omnv
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kataokevn eEaptiuatog nyov. Ot Epguvntég tng NASA emBovpodoav yio apketod Kapod
Evav YopnAo0 KOGTOLG TPOCOUOIMTY| EKOVIKNG TPAYUATIKOTNTOG TOL Bo pmopovoe va
xpnoponombel wg HEGO EKTAIOEVOTG Y10 TOVG VIOYNPLOVG OIGTPOVAVTEG LE GTOYO VO
OAANAETIOPOVV LE TO. GUGTAUOATO TOV OWCTNUWK®OV OKOPOV Y®PiG TV ovaykn
KOTOOKEVNG EVOG OAOKANPOUEVOL TPOGOUOIOTN LE TEPAOTIO KOGTOC. To amotédecua
NTov TOPOUOl0 HE OVTO TOV GUYYPOVMV GLOKELMV EKOVIKNG TPOYUOTIKOTNTOG,
drnbétel o avtdovoun o86vn cuvdedepéVn He Eva cHVOLO PUK®V TToL £6TIGLOVV TNV
ewova pHéocw pia Bvpag TpoPoAing oto miow UEPOG TV ovokevnc. H ocvokevn| pe to
ovopo otafpog epyaciog meptBailovtog eikovikng tpaypotikotntog (Virtual Interface
Environment Workstation - VIEW) og avtiBeon pe mponyodpeves cuokevég yevdod VR,
10 VIEW £&yetl evoopatopéva ypoeiLoto VToA0YIoT Kot acintipeg Kivnong yio va
pinBei 6co 10 duvatdév WO PEAMOTIKG TO TEPIPAAlov mov Ba pmopovoe va
YPNOLOTOCOVY Ol  EKTOIOEVOUEVOL  OGTPOVODNTEC KOl Ol TIAOTOL  HOYNTIK®V

OEPOCKAPMY Y10 VO, AVTIILETOTIoOVV TIC eaupetikd mepimiokeg unyavég (History Of

Virtual Reality - Virtual Reality Society, n.d. ; Kirk, 2021).

Ewcova 20 NASA'S VIEW VR (CONSTANTINE, F., n.d.).
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2.16 1991 Virtuality Group Arcade Machines.

"Eva meiotikd mapaderypa g YpNons g EKOVIKNG TPAYHOTIKOTNTOC OG LEGO
yoyoymyiog ivor avtd g emyeipnong W Industries, oynuatiomke omd tov Jonathan
Waldern, évav amd TOVG TPMOTOLG TPMOTOMOPOVG - EPELVNTEG TNG EIKOVIKNG
TPAYHOTIKOTNTOG 0T0 pésa Tov 1980 dmote kot E@Tiate T apy KA TPOTOTLTO TMV
omoiwv 1 ovvleon Paciotnke oe Texvoloyia HovIEpva aALE TOVTOYPOVA EETEPAGLEVN
AOY® TN TAAGTIKNG KATOOKEVTG TNG 000VNG oL KAAVTTE TO KAOE LATL Y1 VoL divel TNV
yevdaicnon g 3D eévag. [laporo v adénon evolaeEpovTog Yio TOVS EIKOVIKOVS
TOL YDOPOVE CVLTO TTOL OEV KAUTAPEPE VO GVYKEVIPMGCEL NTAV YPNUATO SLOTL O1 ETAUPTEG
NTov oKOUO, OIOTOKTIKEG OTO VO, EMEVOVOOVV GE Wlo TETOWN TEYVOAOYioL AOYO TOL
kootovg. E&artiag avtov o Waldern dvokoledTnke 0pKeTd OIKOVOUIKE UEYPL TTOV
képotoe 10 PpoaPeio Yo v «Koivtepn avadvopevn texvoroyion. Me to ypnuatikd
émabAo Tov PpoPeiov Kot Pe [0l TO OKOUO TTLO CTLUOVTIKTY XPNUATIKY ETEVOVOT 0o
o peydAn etoupeion avoyoyng kot pe v €kpnén evOlapEéPovTog ““TEXVOAOYIKNG
gxpnéng’”’ mov dnuovpyndnke amd etaupeieg OTmg VPL, ftov n KotdAAnAn otiyun va
onuovpynbei 1o Virtuality Group. Me 1o x060T0G NG KOs povadag va eivol
OTOYOPEVLTIKO, EMIKEVIPO NTAV 1 EMYEIPNUATIKA KOl  EUTOPIKN  EQPAPULOYT.
AvamOQeLKTA (OGTOGO TO EVOLOPEPOV YO TNV EIKOVIKN TPOYUONTIKOTNTO NTOV TOGO
peydAio mov dev dpynoe va mepdoel to Virtuality omnv ayopd Tov KOTOGTNHATOV
yoyoymyiog to 1991 pe v xukAopopio VE@V HOVTEA®V EAAPPOS PONVOTEPOV 0o TO
mponyovueva. Ibavotata n emtvyic mov yvopioe to Virtuality obnoe kot dAdeg
UEYAAEC ETAUPELEC TEXYVOLOYIOG OTO VO TPOCSTAHNGOVY VO KEPIIGOVV YPTLOTO KUl GTOV
AVTOYOVIGUO EEOMAMGLOD EIKOVIKNG TPOYUOATIKOTNTAG OAAG 0vTO Tov NTav Egxabopo
NTOV TOG 1 EIKOVIKY] TPOYUATIKOTNTO NTOV TO OMIOTELTO EMIKEPOEG UEAAOV TG
teyvoroyiag. [lapoia avtd, pe TNV OALOTOONG TEXVOAOYIKN EEEMET TV VTOAOYICTMV
oTIg opyéc ¢ dekoetiog Tov ‘90 mov Agnoe to véo Virtuality va vmoAeitovpyel
OLYKPITIKA e GALEG KOVOOAES TOV PAAMGTO TaY EONVOTEPEG Kol GLUVOLOCTIKG LE TO
YEYOVOG OTL TO KOO MBeXe TOAAG TEPIGGOTEPA OO OMAG TPLIOSIACTOTO TTOLYVIOLL
dekoetiog NTav kdmolol omd Tovg AOYovg Tov odnynoav oto TtéAog Tov Virtuality.
Molovott Tic mpoomadeieg va kpatnbel Covravo to Virtuality péoo omd moAlég
oLVEPYOGIEC [le AAAEG ETOUPELES, EXOVTAG YOIOEL TOCO TO TEYVOAOYIKO TAEOVEKT LA OGO

KO TNV EAKVOTIKOTNTO TOL GOV TEXVOL0Yia Tov péALovVTOG, To 1997 knpuée ntmdygvon
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(History Of Virtual Reality - Virtual Reality Society, n.d. ; Virtuality — A New Reality

of Promise, Two Decades Too Soon - Virtual Reality Society, n.d.).

Eiwcova 21 Virtuality. 2022.
2.17 1993 SEGA announce new VR glasses.

To 1993 xa ev®d moAAég etaipeieg mpoomaBodoav vo EKUETOAAELTOVV TO
OWKOVOLIKG  OQEAN OmO TNV EUTOPEVUOTONOINGT)  VANPECIOV  TNG  EKOVIKNG
npaypotikomrag 1 SEGA, po gtoupion avémtoéng kot Sovopng NAEKTPOVIKOV
T VIdLV, KKAOEOpNoEe To Genesis, [io GUOKELT TOTTOV KOVGOANG TTOL OV KOl OgV
Eemepvovoe TOWOTIKA Ge GYéom e ovtn Tov Virtuality kot GAA®V unyovnudtov Kot
TOPE T EUEOVT LEIOVEKTAIATO TTOV VINPYAY TOGO 0TO avénuévo Bépoc 660 Kot otnyv
GVEDT] TOV YEIPIGUOV GVTEG Ol UNYOVES OTNV TPOYUATIKOTNTO VTOTOKPiOnKay oAy
KOAG OTNV DVITOCYEST TNG EIKOVIKNG TPAYLOTIKOTNTOG GTOYEVOVTIOG GTNV TPOGPOPE TNG
KOVGOLOG O TOAD TPOGITN Y1 TV ayopd TIUT. ' EXOVToG KOTAKTAGEL EDPEMS TNV ayopd
oe mepodkd Pvteomaryvidoudv kot niektpovik®v 1 SEGA empdkerto va €xet pio
peyaAn kvkiogopio mpoiovtog. [Maporo avtd n SEGA AduPave moAAég apvnTikég
KPITIKEC amd OUAdES EWOIKAOV KPITIKOV eKBETOVTAG ¢ TPOPANUL TG OCLYVEG
TOPEVEPYELEG ELPAVIOTC TOV 0o LaTog TG VavTiag, 0&ua mov avtiuetmmilete akoua
Kol ofjuepa to, oOyypova cvotnuota VR. Me avagopég va kdvovv AdYo Twg ot
OLOKEVEG OVTEG OPPMCTOIVOVY T OO TPOKUAMVTOG VOLTIO Kol TOVOKEPOAO 1)
etopeion odNynNdNKe 610 VO AKVPDOGCEL TO £PYO OMOPPITTOVIOG TOVG 1GYVPICHOVE,

vrootnpifovtag wotds0 Tmg AdYog avtis ™G andeaong ivar 6t 1o SEGA VR-1 frav
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TOGO PEQAIGTIKO OV B0 UTOPOVCE VO TPOKOUAEGEL ATMOTPOGOVOTOAICUO KOl GUYYLOT
OTOVG XPNOTEG AMOY® NG LVtepPoiikng dpaotnprog kivnong (History Of Virtual Reality
- Virtual Reality Society, n.d.; Wiltz, 2019; Sega VR - Sega Retro, 2022).

Ewcova 22 Sega VR. 2022.

2.18 2012 The Oculus Kickstarter.

To 2012 wo véo, Kopmdvie GLUYKEVIPMOONG YPNUATOV £Kave Opoavcr o1o
owadiktvo. Me v mapovasioon g WENG Kot TNV TPATH GEPA SOKIUDV TG CLOKELNG
Oculus rift kaw tov yeprompiov Oculus Touch o Palmer Luckey xoatdeepe va
cuykevipooel 10 @opéc ta ypnuote omd 1oV apywKo oT1oY0 NG exotpateias. Ta
Kepdlaia avtd enétpeyav oty Oculus va TpomBnoetl 2 poviéla mpo Tapayw®yng Le
OKOTO TNV YPNON ATO TOLG TPOYPOUUATIOTES. AT To TPOTA dVO YPOVI TNG 10PVOTNG
g eTapEiog VINPYE £vag EVOOLGLOOUOG OO TOVG TPOYPULUATIOTEG KOL TOVG AQTPELG
NG EIKOVIKNG TPAYHOATIKOTNTOG S10TL 1] TEXVOAOYiR YIVOTAV KATL TEPIGGOTEPO OO LU
CUVOPTOCTIKN SVVOTOTNTO, YIVOTOV TPAYUOTIKOTNTA. ME TNV KuKAO(QOopio TOL TPMOTOV
TEYVIKOV ovykpotiuatog 1o 2013 ot mpdtol ypnoteg Umopovoay va PBudcovv
KAONA®TIKO TPOTO YEPIGUOV TNG TPOPOANG OMAG HETOKIVAOVTIOG TO KEQAOAL Tovg. H
GLOKELT OMOLTOVGE T GOVOEST] TNG 6€ Evav VIoAoYloTh 1| £va Mac mov Ba pmopovce
Vo TPOPOSOTEL TNV eumelpion NG EKOVIKNG Tpoypatikotntag. Méxpt to 2014, n
TPOCHNKN LIOG EMITAEOV KAUEPOAS YO TUPAKOAOVONOT TPOGEPEPE UKL OKOUO, TTLO
KOONA®TIKY EURELPIO. OTNV EIKOVIKY] TPAYHOTIKOTNTO YOPIG TV avaykn emmAéov
vakov. H tayeio e£€MEn tng Tteyvoroyiog kol TV SUVATOTATOV GTOV YWDPO TNG
EIKOVIKNG TTparyuaTikOTTag evénvevae 1o Facebook oto va e€ayopdoetl tnv Oculus. To
2015 to uéAAov NG EKOVIKNG TPUYUOTIKNG PavoTay AAUTpO [e Tpochetec eTonpeieg

36



va, Taipvouv pépog otov aviaynvioud émwg n HTC pe to HTC VIVE, dvotuymg Opmg
vy v HTC n Oculus giye v ypnpotodotnon tov Facebook oe cuvovacpod pe v
eumepio TV mTpoypappatiotdv tovc. To 2016 to Oculus Rift fjtav 10 TpdTo gVPEMG
yvootd HMD mov £€ytve S100€01l0 GTOVG KOTOVOAMTEG GE TPOGLTH TIUY, Kot
adlapupofTnTe Ty 0 KATOADTNG Yoo PEATIOOELS OTNV oyopd TNg EKOVIKNG
TpoypaTkOTNTaG. AT TNV id10 Tanpeia axorovOnoay ta poviéda Oculus Go, 1 Tpd TN
amomepa g Facebook va dnpovpynoet por avtdvoun cvokevun mov Ba tpociepepe
™V gumelpia TG EIKOVIKNG Tpaypotikotnrag, To Oculus Quest mov mapouoiwg pe 1o
Rift ftov avaykaio 1 oHvOESN TG GLCKELNG LLE VTOAOYIOTY LE a&lmonuel®wTn dtopopd
TO KOOGTOG TOL NTAV GYEGOV TO HIGO KAVOVTIOG TNV GLOKELT OKOLM O TPOGLTH| GTO
Kowd Kot to Oculus Quest 2 10 mo cOyypovo avtoévopo poviélo g Oculus mov
TPOGPEPEL KAADTEPEG EMOOCELG OE OAOVG TOVG TOUEIC GE OYEOMN LE TO TPOYEVESTEPO
povtédo (History Of Virtual Reality - Virtual Reality Society, n.d. ; (Oculus: Complete
Guide — History, Products, Founding, and more, 2022)).

Ewova 23 Oculus. n.d.
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3. MHXANEX [TAIXNIAIQN (GAME ENGINES).

H pnyovn moyviduov sivor €va e€edikevpévo Aoyiopikd mov divel v
dUVATOTNTO, GTOVG YPNOTEG VO OVOTTOEOLY £Vl TEAKO TPOTOV Ypiyopa Kot evkoio. H
TAELIOVOTITA, TV TOLYVIOIDV ONUEPO EYovv dnovpyndel pe tnv ypron kdmolov game
engine. O 0poc unyovn ypnooroleiton Kabmg to. AoyiopiKa avtd ivor vredbBovva &€

0AOKAN POV Y10 TNV TPOPOdOGia Tov TePIPaiiovtog ota maryviowe (MARTIN, 2020).

H ypniom evog game engine diver v duvatdtnta NG TPOGUPLOYNS TOL
TEPPAALOVTOC TOV Loy VIS0V LE OO0V TPOTO EMBVLEL O YPNOTNG. AVTO TEPIAAPAVEL
T TAVTO, 0O TNV TOTOOETNON TOV AVTIKEUEVOVY GTO YDPO TOL TOLYVISL0D, TNV PLGIKY|
TOV TTOLY VIS0V, TOV POTICHIO, TOV 1O KOl OTIONTOTE AALO ATALTEITOL Y10 TNV OMjLovpyia

evog mouyvidotod (MARTIN, 2020).

3.1 Apyprektoviky) Game Engine.

Essential Manager Reasons

Render Manager 1. Gama must show an-screen any essantial error messages and
Status: Essential nformation.

2. Almast all games feature graphics.

Resource Manager 1. The resource Manager Processas rasourcas, and the render
Status: Essential manager depends on resources. The render manager is essential,
and therefore the resourca manager is essential.

[*]

. Tha game must keap a list of all resources for the purposes of
meamory managament and tidy resource unloading.

Scene Manager 1. The scene manager is raguired 1o organize the contams of a scane.
Status: Essential Witheut this manager, rasources cannat be placad in meaningfu
arrangements.

2. Scene managers ara assential for monitaring game logic.

Input Manager 1. A game depends in part on the input received from the user,

Status: Essential and an engine procasses user input through the input manager.
Therefore, the input manager is an essantial manager.

2. User input is necessary to terminate the execution of a game once
the garmer has finished playing.

Error Manager 1. Devalopers cannot be sure thair engine is free of all errors through

Status: Essential standard dabugging techniquas. Therafore, an eror manager is
required to handle errors as they occur.

2. The error manager might nead 1o notify users of errars.

Ewxova 24 Amapaitnror diayeipiotés (Thorn, 2011).

3.1.1 Awoyerprotig Hépov.

O duyeplog TOpwV S10cPUAILEL OTL TO LEGO Kol TO. OEGOUEVA, CUUTEPLPOPAS
Swyerpifovron katdAAnia Kot aroteleopatikd. Ta dedopéva TOAVUECHV avapEPOVTOL
o€ OAd To YNolokd péca Tov Kabopifovv TNV ELEAVIOT Kol TOV X0 EVOG IOy VidL0D.
Ta. dedopéva cuumepipopds kabopilovv MG TPEMEL VO CUUTEPLPEPETAL £VOL TOLYVIOL
Katd v ektéreon. O dwayxelplotig tdopwv givar vrevBuvog yio:
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® TOV TPOCIOPIoUO Kot O1aKpion HeTAED OADV TV TOPWV.

o TNV QOPTMOT] KoL TNV EKPOPT®CT TOV TOP®V 0Td Kol TPOS T apyeiol Kot oo
KO TPOG T1 VAN

® TNV JGPAAIoN OTL dEV VILAPYOVYV TEPIGGOTEPES OMO Li0L TEPIMTMOCELG KAOE

TOPOL GTI UVNUN OVA TACO, GTUYUN.
3.1.2 Awoyeprotic AnddoonG.

E@bdcov o dtayelptotg TOpmV QOPTMOGEL TO, YPUPIKE GTNV VIIT|, O O0XELPIOTNG
amodooNg ival LTEVHVVOC Y1 TV ELPAVIOT] TOV YPAPIKAOV 6TV 006vn. ['a va cupPel
avtd, pia d1epyacio TPOGTELAVVEL TOV TOPO YPAPIKAOV OTN LVAUN Kol TOV oYEOALEL

otnv 006vn pe TN Pondeta Tov VAIKOV Ypapik®mv. O droyelptotng omddoong:

®  EMKOWMVEL LETOED TNG UNYOVIG KOL TOV DAIKOD YPAUPIK®DV.
e modidel TOPOVG EIKOVAG OO T LV OTHV 000V).

e pvbuilel v avaivon.
3.1.3 Awyeiprotiic Evo6d0v.

Ot dwyeplotég €16600v glvarl amapoitnTol oe OAo TO TOyVidlo Kol TIg
TAOTQEOPLES, Y10 VO ETITPETOVY GTOVE TOUKTES VO GAANAETIOPOVV LLE TO ALY Viol, OTOTE
TPOKVTTEL 1] AVAYKN Yo EVOV SLOXEIPIOTH €1GO0V. XKOTOG TOV SLAYEPIOTH €1GO30V

sivon va:

o Swfdaler v €icod0 TOV ¥PNGTN KATA TNV EKTEAECT OO OAEC TIG GUOKEVEG
OV OEYETOL TO TOLYVIOL.

® V0 K®OKOTOLEL TNV €16000 G€ HOpEN OVEEAPTNTN OO TN CLOKELN
3.1.4 Awayeiprotic "Hyov.

0,11 1oy0€t Y10 ToV S10YEPLOTH OTOS00TG IGYVEL KOl Y10 TOV OLUYEPLOTI] 1OV
OG0V 0QOPA TOVG TOPOLG NXOV. ¢ NXOG VOOUVTAL TOGO T LOVGLKT 0G0 Kot 0 1xog. O

dloyelptot Nyov Ba pémetl va eivar o€ BEom vau:
® emikovmvel peta&h TG UNyevig Kot TOL VAIKOD 1YoV

e pvOuilet ta enineda Eviaomg Nyov
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® cpapuolel Q€ oTOV N)X0, OTTMC £QE eE0cOEVIONC KoL 100G,
3.1.5 Awyeipion Zoarpdtov.

'‘Evag mpoypoppatiomg dev pmopel moté va givol amodivta olyovpog OTL TO
TPOYpPapupd Tov givar amoAlaypévo and cedipata. Ot TPoypappaTioTés petdlovio
évav tpomo vo. evromilovv kot va yewpilovior cedaipata 1 bugs mov umopesi vao

EUPAVICTOVV 0TO ToyVidia Tovg. O SLoyEPIoTHG CEUAUATOV £XEL MG GKOTO:

o TNV aviyvevon eEapécemv og YpOVO EKTELEOTG OE Eva oL Vil

e 10 Yepwoud avtdv Tev EupécEmV Kol TNV amo@uyn  EopViK®V
KOTOPPEVCEDY TOV CLGTNUOTOG

® TNV KATOYPOUPT] TOV TEPIOTATIKOV GCPUALATMV GE 10 EVAVAYVOGTN Y10, TOV

avOpwmo avapopd apyeiov
3.1.6 Awayeipion Xxknvav.

Avtdc 0 dlayelplotig etvan €vag pecdlmv petald OA®V TOV SL0YEPIGTMY TOL
kaBopilel Tov TpOTO pE TOV 0010 OAOL 01 JLAYEIPIOTEG GUVOEOVTOL LETAED TOLG KOt
YPTCLLOTOLOVVTAL £TGL MOTE VO dMGOLV vOnpa otov maiktn. O dloyelpiotg oKNving

etvar vevBLVVOG Y10 TOAAG Tpdypata, peptkd omd To omoia Teplapupavouv:

o TNV EMKOWVOVIK HETAED TOALDVY J1YEPIOTOV

® TNV TOPUKOAOVONOT TOV YEYOVOTOV

o NV amopibunon TV EVEPYDV OVTIKEWEVOV GTO TOYVIOL Kol TN
dvvatoétte.  mTPOcPacng KOl TPONMOMOINGNG TOVG Omd  TOV

TPOYPULUUATIOTN

3.2 Eion Game Engine.

Yrdpyovv 600 €idn Unyovadv Tov Kamwolog unopel va ypnoytoromost. To Tpdto
€l00¢ lvar o1 kabiepopéveg unyovég omme 1 Unity ko 1 Unreal otig omoieg 0 ypniotng
Aoppdver o ddela xpnons, dwpedv N exl TANPOUN ovVAAOYQ e TIG SUVATOTNTEG TOL
yperadetan Ko Tig avdykeg Tov. To debtepo €100¢ elvar Py ovES dNUIOVPYNUEVES OO TO
undév. H emioyn peta&d tov 600 outdv €00V £yel o BeTikd Kol o apvnTiKd

(Maxwell, 2021 ; MARTIN, 2020).
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IMigovekTROTA YPNONG AVETTUYUEVIG PNYOVIS ¢

e Efowovounon moAd ypovov.

e Agv amoiTelTon IKOVOTNTO TOADTAOKOV TPOYPOLUUOTIGLOV.
®  AoKIOGUEVO AOYIGHIKO KoL EPYOAELQL.

e Awbéoun Pondeo.

e EvKkoAn kai ypryopn xp1ion TePLOVGIG TPITV.

MEeLoveEKTHOTA YPIONG AVETTUYREVIG UNYAVIG &

e KoO0T0g ¥pnong €K TV TPOTEPMOV EITE GE STKOIDLOTA.

o [lBavn EAlelyn KAmO10G AEITOVPYIKOTTOG.

®  ZVUUOPOMOT E TOVS KOVOVEG TNG UNYOVIG.
MieovexTpata ypong pNyoviig 00 To pnoév:

e H dmapén povo anapaitmtov koo avédvel TV omddoon.
® Asv umdpyel xpnuatikd KOGTOG Yo TNV ¥p1 o).
e FElevbepia otov Eleyyo.

e ATmOlvn Yvdomn tng Asttovpyiog TG Unyovig.
MesovekTiipata (pRong uNyovilg amxd To pnoév:

e Xpovofopo atnVv dnpovpyia.
o AmoutnTikd otnv udonon yio v onpovpyio.
o [lepropiopévol exmaidenTiKol ToOpoL.

o [lepropiopévn Ponbdeta oe ToydOV GOAALATO KOl TPOPATLATO.

3.3 Unity.

To Unity eivar o pmyovi] Touyvididv tpudv/600 dlactdoemv Kot éva 1oyvupd
oAoxkAnpopévo mepifariov avantuéng (Integrated Development Environment - IDE)
TOAAMUTADV TAATPOPUDV Y10 TPOYPAUUOTIOTEG. AVTO onuaivel mwg to Unity €yel v
duvaToOTTO, VO TOPEXEL TOAAEC OTUOVTIKEG AEITOVPYIEC TOL KAVOLV TO oL Vido va
Aettovpyolv. Avtd mepthapfavel Tpdypato OTMG 11 PLGIKN, N TPICOACTATN ATOS00N

OVTIKEWEVOV KOL 1 avixveuoTn cuykpovons. 1o Toug TpoypapaTioTég ovTd onuaivel
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TG dgv ypelaletor vo EEKIVAGOUY amtd TO UNOEV KATA TNV avamtuén &vog vEov

moyviorov (Sinicki, 2021).

To IDE eivan puo S1emapn mov emTpEnel GTov ¥pNoTr vo ExEL TpdcPaocn o OAa
ta gpyaieia mov yperaleton yro avantuén o éva puépog. To Aoyiopud Unity drabétet
éva. PIAMKO TPOG TO ¥PNOTN ONTIKO TPOYPOUUO ETEEEPYUCING TOV EMITPENEL GTOVG
dMUovpyodS va cHPOVY Kol Vo EVOTOOEGOVV LE EVKOAIN GTOLXEIN GE OKNVEG KAl TNV

GUVEXELD VO TPOCAPLOGOLY TIC W1dTNTEC TOVG (Sinicki, 2021).

To Unity mapéyetl eniong o oelpd amd dAleg Aertovpyiec Onwmg Tt duvaTotTnTa
TAONYTONG OTOVG POKEAOVG TOV £PYOL Kol dSNUIOVPYING KIVOUHEVOV EIKOVOV LEG® EVOC

gpyaieiov ypovodiaypdppatog (Sinicki, 2021).

Mo akdpa peydin dvvatodmrta tov Unity eivor Ott dwbéter emiong éva
KOTAOTNUO. EPYOAEI®Y OTOL Ol TPOYPUUUATIOTEC UTOPOVV VO, avefdoovv Tig
dnuovpyiec Tovg Kot vo TIg Kévouv dtabéoiueg otny kowvdtnta gite dwpedv gite emt
TANpoU. Me v peydin motkidia epyaieinv Ta omoia eivorl O1aBEc10 GTO KATAGTN A
aVTO ONUOIVEL TOG 0 YPNOTNG LTOPEL VoL YAMITOGEL YpOVO TOV OTTO10 UTOPEL VOl PLEPDOEL

oV avantuén g epappoyng tov (Sinicki, 2021).

Ocov apopd T0 TPOYPULUATIOTIKO KOUUATL 1] KOSIKOTOINon umopet va yivel
Héco evog editor TG EMAOYNG TOL XPNOTN avTi Yo Tov wpoemheyuévo editor Visual

Studio g Microsoft (Sinicki, 2021).

H Unity éyel katactioel co@éc 0Tl 1 YAdooa 11 C# Bewpeiton M Kovoviky
vA®coa yio v avarntuén Unity. H C# eivar pua ioyvpn YAOGCGO TOV p1CLUOTOLEITOL
eupémwg otnv Prounyavic. TOV TPOYPOUUATICUO Kol €lval €OKOAN oTnv exkpddnon

(BUCKLEY, 2021).

42



Emcova 25 Unity. n.d. 2022.

ducwcd 1 pnyavi moyvidiov Unity sivorl pio omd 11 S100661HEG PUNYavES Yo
avdamtuén. Kanoeg unyovég amod tig onoieg 1 Unity aviypetonilel avioyoviopod givarn
Unreal Engine ka1 n Cryengine. Ot duvatotnteg tov Unity dev givar 1060 KaAég oTa
High-end ypagiwkd oe ovykpion pe tnv Unreal 1 v Cryengine. Eivalr Opwmg
aloonpeioto mwg &xovv yivel mpoomdbeleg pe TPOCPATEG EVNUEPDOELS YL VO

KaAveBel avTo To KEVO oL €1 unyovn Unity (Sinicki, 2021).

To mheovéxtnpa Opmg mov €xel  punyovn Unity cuykpitikd pe 11 GAAeg 000
elvar 1o yeyovog mmg etvat moAd IMKOTEPEG GTOVG VEOPEPIEVOLGS XpNoTeC. Ocov apopd
mv dnuovpyia 2D moyvidiov 1o Unity €yel T0 TAEOVEKTNUO, GUYKPUTIKA UE TNV
Siaonun Unreal punyovn kot ypnoyomoteiton 1060 omd indie 660 Kot omd To peydieg
etopeies. 'Eva amd o onpovTiKd TAEOVEKTALLOTO TTOV TPOCPEPEL EIVAL TO YEYOVOS TMG
Le Tov TpOTOo pe Tov omoio dwyelpiletar Ta ypapikd to Unity kdvel edkoAo To porting

G€ GUOKEVEG LLE DAIKO YoUNAOTEP®V duvatotnTeVv (Sinicki, 2021).

Eniong emedn n pnyovr Unity eivan Cross Platform eivan €&€icov gbkoin 0
dnuovpyia epappoyadv og i0S, PC kot koveoreg. Téhog n punyov Unity mpoceépet
eEapetikn vrootpiEn VR yia toug mpoypappatiotéc mov 0EAovy vo aoyoinbodv pe

mv avartoén VR epappoydv yio cuokevéc 6mmg 1o Oculus (Sinicki, 2021).
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Eiova 27 Unreal Engine 2022.

44



4. XPHXEIX THX EIKONIKHX IPAI'MATIKOTHTAZX.

H éxtoon g €Kovikig ZTpoyuaTikOTTog o@opd TOAAOVG TOMEIS TNG
KaOnpepvotTog pog TG0 TOV ETCTNUOV 060 Kol TG cuvnbicpévng poag {onc.
[Mapakdto Oo rARcOoVUE EVOEIKTIKA Y10l KATO10VE TOWEIG GTOVG OToiovg yiveTan yprom

TNG EKOVIKNC TPOYLOTIKOTNTOG,

4.1 latpui).

H 1atpkn mepiBodym dnmc Kot 01 TEPIGGOTEPOL TOUEIS, ATAITOVY LN AVOVEDGCT
TOGO GTOV TPOMO EKTAIOEVLONG TOV UEAAOVTIKDOV 0TP®MY OGO KOl GTNV PPOVTION TV
acBevov. H eikovikn Tpaypuatikdtnta SoKudletol, avantiooeTol Ko YPNCUYLOTOoLEITOL
eVEPYA OTNV WIPIKN 6 OAO TOV KOGHO Kol €mAVEL MOAAG kpiowwa {ntipata. Ot
(QOUTNTES WOTPIKNG Kol 01 VEOL EpYALOLEVOL TOVL TOWEN TNG VYELNG ETOOELOVVTAL OO TNV
YPNOMN NG EKOVIKNG TPOYHOTIKOTNTOS PEATIOVOVTIOG TNV TAPOY®YIKOTNTE TOVG OTNV
Oewpntikny pddnon. Ot pabntég pumopodv va Siepeuvicovy Tpika povtéda 3D oe
Baboc, pe Tpdmo OV T PLGIKA HOVTEAN dgV umopovv va avorapdEovy (Abdelmaged,
2021).

To VR Loyioukd mov divel EUeacn oTnv peoAoTIKN 10TPIKN KATapTion fondd
TOVG OTOVOUGTEG L0 WTPIKNG OYOANG Kol TOVg epYalOUEVOVS TOV 1010 TOUEN OTO VO
OTOKTACOVV TPOKTIKN gumelpia o mepPdArov ywpic kvduvoug. Avtdg o TOTOG
EIKOVIKNG TPOYUATIKOTNTAG EMTPENEL GTIV TPOCGOUOIMGCT CEVOPIOV TOV dLOPOPETIKA
Oo Ty 5HGKOAO, emKivouvo 1 axpiPo 6to vo avartuyel oty Tpaypotikn (on. Ztov
TPOGOUOIOUEVO aVTOV KOGHO O Ypnotng yivetor pépog €vog oevapiov oto 0moio
OVOUEVETOL VO, QEPEL EIC TTEPOC OVYKEKPIUEVEG epyaciec OTmG TNV Oleaymyn o
wIpikng emépPacnc M v dwayeipion wrpkov efomiiopov. ‘Etor vmapyst m
duvatodtag TG a&loAdynong g amdd0cNG TOV YPNOTN LE TPOoKaHoPIGUEVA KPLTHPLo
(Abdelmaged, 2021).
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Eiwcova 28 Surgical simulation training. n.d.

H Oepamneia £xbeong etvar pia teyvikn Oepameiag yio Sipopec LOPPES WYOYIKDV
acBevelmv. H Oepameio £xkBeong meptiapfaver tnv otadiokm £kbeon Tov acbevoidc otnv
yn ayyovg apyilovtag and pio Hma ekdoyn Tov epeBicRATOG, Yo Tapdderya, GTNV
EIKOVIKT TparypoTikodtTa £vag acbevig pe vyopofio pmopet va Ephet avIETOnOC e
Tov POP0 TOL G GPaAElg GLVONKES Kol aplBLOg TV GLUVESPIDV Kot TNG S1APKELG TNG
Bepaneiog eEaptdtan amd v Tpdodo tov acbevoic (Exposure Therapy: Types, How

It’s Done, and More, 2021).

Ocov aQopa TIG 0TPIKEG EPAPUOYEC M EIKOVIKT] TPAYUOTIKOTNTO PBpiokeTon
KON GE apyIKO oTdd10. 10 PEALOV TBavoToTA VO, Xpnoionombel evpémg yio TNV
Beltimon TG aoQALELNG KOl TNG ATOTEAECUATIKOTITOG TOV XEPOVPYIKADOV EXEUPACEDV
KaBdg Kot Yo TV KaAvTeEPT Katavonon tov avlpamivov copatog (Exposure Therapy:

Types, How It’s Done, and More, 2021).
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Ewcova 29 Virtual reality therapy helps people overcome fear of heights. 2018.

4.2 Yoyoyoyiao.

Ta televtaio xpovia to VR mapovoialer onpovtikd pvbud avamtuéng oty
yoyoyoyio kot waitepa ota Pvteomoryvidia. Avtd ovpfaivel S10TL M €1KOVIKY
TPAYUOTIKOTNTO TPOCPEPEL GTOVG KOTOVOAMTEG KATL SOPOPETIKO amd OVTO TOL
TPOGOEPOVY 01 GLUPATIKES LOPPEG YuYOY®Yiag o€ TET010 Pabid Tov dev UTopovv va
ovykpiBovv pe to VR. O yprioteg frdvouv po mAnpn KadnAotikn eurepio oicOfoewv
ue 0€aom 360°. Oyt povo mopakoAovBov To Taryvidt aAld £xovv v aicOnomn o6t ival

péco oe owtd (Abdelmaged, 2021).

To VR mpoceéper kobnlotik) eumepion dieyeipoviog kot T 5 Pooikég

a1 GELg TOV YPNOTN YEYOVOG TTOL TPOVTODETEL TNV Yp1 oM TEPETAIP® EEOTAMGLOV.

1. Opaon: O xpfotng pécw tov VR Headset kot tov €101KOV QoK@ OV VTAPYOLV
oe owtd TOTODETEITONL OTO TPIOV S100TACEMY EIKOVIKO TEPPAAlOV €xovTag
ontikd medio 360°.

2. Axon: Kotd v oAAniemidpoon Tov ypfoTn OTO EKOVIKO TEPPAALOV
TopayovToL SLPOPETIKOT X0 Y10l VO SNILOVPYNGOVY [id KAONAMTIKY eumelpia
yw tov ypnot. o mmv onuovpyio evog peaiotikod mePBAAAOVTOS, TO
ovoTa AAUBAEVEL LTTOYT TIV ATOGTUGT] TOV AVTIKELLEVOL GO TOV XPNOTN, KO

v katevBovveon tov xprot oto VE.
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3. Aopn: IeprhapPavel kopimg doVICEIS TOIKIANG £vTaomg Kal cuyvOTNnToS Yo
LIKPEG N LEYBAEG TEPLOSOVS COUPMOVA HE TIG OVAYKES TOL Toryvidloy. [
TopAdELY O o€ Eva Toyvidl okomoBoAng, o maiktng umopel va frdcet Evay TOmo
dovNnoNg ota XEPLa OTa TVPOPOAEL LE Eva TIGTOM Kot GALOV [E pio KapapTiva.
[Tépa tov Pactkov e£omAIoHOD TV TEPLoGOTEP®V VR, o1 pfjoTeg Umopovv pe
€101KEC OTOAEG VO, a160avBoDV TEPIoCOTEPO TPAYIOTA, OTTOC Y10 TAPADELYILOL TV
aiocBnon yrumpatog and ceaipa

4. Ocoepnon: H aicOntnprokn 01€yepon g 6s@pnong eivar AAA0G £vag TPOTOG e
TOV 0Toio M gumepia Tov XPNoTN propel va eravéndel. QotdG0 dedopévou 0Tt
ot ovokevég VR dev éxouv dpopa ypnoipomolovvtol GAlo pEGH OTmG 1M
onuoe pdoxa tng etapiog Feelreal mov kukhopopel oty ayopd. Avti 1
GUGKELY TPOGPEPEL GTOV YPNOTN GLUVOLOCHOVG CPMUATOV TOL TPOCPEPEL
Lovavia, peaiiopd Kot pio KoONAoTIKY gumelpio Katd Ty xpnon.

5. T'evon: H yebon givar dAAn pia aicBnon n omola umopet va dieyepOei katd v
ypnon tov VR. Av kai ovtdlel SVoKoAO oav TPAEN EMGTAIOVES omd d1dpopa
TOVETICTNIO. GTOV KOGHO €pydlovial mive oty TE(VoAoyio. TG BepLukng
yvevongs. H aicbnon g yevong pécm avtig g te)voroyiag etvat duvat xépng
0€ V0. KOLTI TTOL TEPIEYEL TOGO NAEKTPIKEG 060 Kot OepUIKEC PLOVADES EAEYYOV.
Ot nAektpikég povadeg eréyyov etvat vevhuveg yio to Evo, To aApvpd Kot To
TKPO €V o1 Bepuikéc yio 10 YAvkd kot to mkdviiko (Abdelmaged, 2021 ;

Ninad, 2019 ; The sense of taste in virtual reality, 2017).

a o senses in VR gaming
i "t-l )
v NG w "

@ Taclile feedback
@ Smell
@ Tasle

Ewova 30 Senses in VR gaming. Polycarpou, C., 2018.
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4.3 Exnaidgvon.

Av kol M yveon €xel YivEl WO TPOCITH GE MEPLOGOTEPOVS OVOPOTOLS, 1

TPEYOVCA TPOCEYYIOT OTNV EKTTALdEVOT] £xEl V0 GNUAVTIKA TPOoPApaTO.:

Boaoiletar omv amopyoiouév) Lopen g amouvnuovevons yeyovotwyv. Ot
ouuPatikég HéEBodol O10acKAAING £XOVV GYESINOTEL Y10 VO TTOPEXOVY TEPACTIES
TocoTNTEG TANpoPopidv. To va €xel kKamolog mpdoPaocn Kl Vo KATOVOAMVEL
TOALEG TANPOPOPIEG dEV ONUOIVEL ATAPAITNTO TOG LOPPOVETOL TO UTOLLO.

Ot moAAég TANpOoOpieg Ge KPO YPOVIKO O1AGTNHO UTOPOLV EVKOAN VO
Kopécovv  Tovg pobntés. Q¢ omotéhecpo ot pabntég  kovpdalovrat,
OTOOECUEVOVTAL OO OEKTEG TANPOPOPLDY KOl Ovop®TIOOVTOL Yot pabaivovy

v to Bpa avto e€apyne (Babich, 2019).

H ewovikn mpaypoatikémnto pmopetl va ypnotomomndel yio va evioyboel )

paonon kot t coppeToyn tov padntov. H xpion tov VR oty gknaidevon propet va

LETAUOPPDGEL TOV TPOTO E TOV OTTOI0 1 YVAOOT PTAVEL GTOVG LOONTEG. XTO EIKOVIKO

avtd TePPaAlov o1 pabntég Oyt Lovo PAETOVY TOV KOGLO, TPAYUATIKO 1 POVTACTIKO,

OAAG UTOPOVV Kal Vo oAANAETIOpOVVY pe avtdv (Babich, 2019).

IMopokdto OBo avapepbodue ce KATOW YUPUKTNPIOTIKA 7OV KAVOLUV TNV

EIKOVIKT TPAYUATIKOTNTA £VOL 1GYVPO EPYOLEID OTNV EKTaidEVOT).

Koivtepn aicOnon tov tomov: Otav ot podntéc dapdlovv yuo kot vidmBouvv
TNV avaykn va 7o Pidcovy ot idtot. Me Tnv e1KoVIKT TPoyHaTIKOTNTO 01 PadnTEG
dev yperdleton amhd vo To eavtalovial aAAG LTopovv kot va 1o {eouv.
Ontikry péBnon: ITlodroi dvBpomor pobaivouv omtikd. To VR eivar éva
gpyalreio d1aitepa YPNOO Yio ARV TV Katnyopia padntov. Ot padntéc avti
VO OOV LOVEDOVY BE®@PNTIKEG YVMGELS LITOPOVV VO OOVVE T TPAYLLOTO Y10l TO
omoia podaivovv.

Ao v Bewpia oty Tpdén: Etvar evpéwc yvwoto tmg o1 pantég pobaivovv
KaAvTePO, epappoloviag otnv mpaén To didayua, mTopd To YeEYovog avtd 1M
EKTAOEVOT EMKEVIPOVETOL GTO De@PMTIKO KOUUATL OvTi Y100 TO TPOKTIKO

(Babich, 2019).
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Ewxova 31 Astronaut Career exploration. Babich, N., 2019.

4.4 Tovpiopdg.

O touvpiopdg eivor évog omd Tovg Topeic mov emAnyn ocofapd amd TNV
VYEOVOIKT Tovonpio e€outiog TV TEPLOPIOTIKOV HETPOV TOV OVOYKAGTNKOV Vo

AaBovv o yopes (Gegung, 2021).

Kotd v didpkelo. 1oV TEPOPICTIKOV HETP®V Ol AvBpmmol dev glyav v
duvatdmTa vo Taéldedovy 6 GALEC YDPES KO GUVETMS dEV ElYOV TNV duvaATOTNTO VO

emoke@ovv a&robéata kat povoeia (Gegung, 2021).

Me 10 €pOTNUA TOL TOTE Ol TOVPLOTIKEG dpacTNPOTNTEG ol EMavEABOLY GTO
(PLGIOAOYIKO 01 TOVPLOTIKEG EMXEPNOELS avalnTovoay o evailoktiki Avon. H yprion
NG EKOVIKNG TPOYUOTIKOTNTOG GTOV TOVPIGHO TPOCPEPEL TNV OLVOTOTNTO TNG
eniokeymg povoeiov kol a&l0060TovV OTOPOKPLGUEVE EETEPVAOVTOG TO EUTOSI0 TOV

neploplotikov pétpov (Gegung, 2021).

Emnpocétwg to VR Ba umopovoe va eumAovTicel TV EUREpia TOV XPNOTAOV,
kATl T€T010 B Ay SVVATO KAVOVTOG TO EIKOVIKO TTEPIPAAAOV Vo Elval OYETIKO e TOV
X®PO mov emokENTOVTAL. 1100 Tapdderypo avti o yprotng va Prénel tov [apBevova
oTNV oMUEPIV] TOL HopeN Ba pmopovoe va tepiynel og Evav ydpo mov o Tav ToAD

KOVTQ OTLTIKA otV moyn 6mov ytiotke (Gegung, 2021).
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Mo 0KOHO GNUOVTIKT SLVATOTNTO TOV TPOCPEPEL 1] EIKOVIKT TPAYLOTIKOTNTO

glval 1 amEKOVIoT ToT00EGIMOV KOl TEPIOYMVY TTOL 1) EMIGKEYT TOVG OEV £ivol SuVATH GTO

Koo 1 n TpocPaon amayopevetal (Gegung, 2021).

Eixova 32 Use of VR in tourism. HASSASSIAN, A., 2019.
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5. XXEATAXH KAI YAOIIOIHXH E®@APMOI'HX.

Y10 TAaiolo TG TTVYIOKNG EPYOCiog OYESIOTNKE KOl LAOTOMONKE Lo
EPAPLLOYT EKTALOEVTIKOD TEPLEYOLEVOD Y1 dVO 10TOPIKE GNEin TS ApTOG, TO KAGTPO
™m¢ Aptoag Kot 1o Bsatpakt (Lukpd Béatpo Auppakiog) o ewcovikn mpaypoatikoétto. H
vAomoinom g epapuoyng &ywve oe Unity. H unyovn ovti emiéydnke emedn sivor
WaVIKN Yo apyaplovs, EDKOAT 6T ¥p1on Kot £XEL KAADTEPT] GUUPATOTNTA LLE POPNTEG
ovokevég Omwg to Oculus Quest 2. Extog amd tnv kaAddtepn ovpPoatdtnra, 1M
CUVIPITTIKY TAELOYNQI0 TOV TPOYPOUHATICT®OV Ypnolpomotel v Unity yo v
avantuoén epoppoydv VR, yeyovog mov dievkohdvelr v e€gbpeon Abcewv o€
wpoPAnuata kot opdipoato. Télog to Unity mapéyet pia tepdotio mAndopa epyoreinv

KOl ETEKTACEMY TOL KOOIGTOVV TOV YOG UO KOl TNV DAOTOINOT) YP1YOPT) Kol EDKOAN.

[Tp®Tto Prua ylo TV LAOTOINGCT TNG EPAPLLOYNE NTAV 1) GVAAOYT POTOYPAPIKOD
VAoV 360° Kot TANPOPOPIDV Y10 TO CTUEIN EVOLOPEPOVTOS TOGO TOL KAGTPOL OGO Kot
Tov HKpov Bedtpov g ApTog. Me TV GLAALOYT TOV POTOYPLPLOV OKOAOVONCE 1
eneepyacio Tovg e TV YPNoN AoYiokoD enelepyaciog EIKOVOV. LTV GUVEYELN Ol
eneepyacpéveg eoToYpopicc mpootédnkav oto Unity 6mov otV TEPITTOGN TOL

KAGTPO LETOTPATNKAY GE CQUIPES GTIG OTTOIEC 0 XPNOTNG PpiokeTal HéEGa.

Ot oc@aipec ovTéC €lval pio TEYVIKN 1 OOl TPOCPEPEL GTOV YPNOTN TNV
yevdaicOnon tov Pabovg. H tomobétnomn tov cpapdv 610 £1KoViKO TEPPAAAOV TOV
Unity €ywve pe Paon v mpaypotikny tovg 0éom pe v Pondewa evog yaptn. H
TomoBETNON TOV GPAPOV HE PAon TNV TpayLaTIKT TOVG BEom TPoadidel oty gumeipia
PEOAIGHO, LE TOVG NYOVG VO AKOVYOVTOL TIO SLVOTA 1 TO YOUNAG aviloyd pe TNV

andoTACT) TOL £YEL O YPNOTNG OO TNV TTNYY| TOL NXOV.

Extoc and v ypnotn ¢ unyovig moyvioiwy Unity, ypnoponodnke to
Oculus Quest 2 yio v avantvén ™S EQUPUOYNS Kot TNV dokiu] T¢. Ot cuveyeig
OOKIHEG TNG EQPOPLLOYNG Y10 TIV ATOCPOALATOOT) KOt TV PEATIOON TNG EQAPLOYNG TV
{otikng onuacioc. H dokun g epoappoyng omd dmeipovg ypnoteg Nrov e&icov
omovdaio kaBmg 1M ampdPremTn ¥PNON TNG NHTAV CNUAVTIKY Yoo TNV PeATioon Tng

eumepiog Tov ypnot.
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Emuoy IN'iwooac.

Kotd v ekkivnon g epapproyng o xpnomns EMALYEL TV YADGGO Tov emBupiet
TATOVTAG TO avtioToryo kovuni. H emAoyn avtr| kabopiletl v YAOCOH TOV NYNTIKOV

KOl TOV KEWEVOV TNG EPAPLOYTS.

Select Language Emihoyr) yA@wooag

Ewxova 33 Emidoyn yAdooog e epapuoyng.

[IpoypopoTIoTiKG Yoo TV €TA0Y] YADGGOS, OTMC QOIVETOL Kol OTO
Hopapmmuae 1, yiveton ypnon tov EventSystem to omoio eivor vmevBvvo yia tov
yeploud ovpPaviov (Event Handler). Katd to mdtnuo evog ex Tmv 000 KOLUTLOV
amoONKEVETAL G 10 GTATIKN LETAPANTNA 1 TN TOL 1) OToia ¥pnoilomoleitatl kad’ OAn
v dudpkeld g epaproyne. Emmpootétmg, katd to mdtnpa tov Kovpmoh Kaleiton
Kot 0 SceneManager mov etvat vrevBLVOG Yo TNV daxeiplon TOV GKNVAOV (scenes) Le

oKOTO TNV GALOYT) TNG EVEPYNG OKNVAG OO TNV ETAOYT YADOOWG GTO KVUPLO LEVOD.
Kvpro Mevo0.

2NV GLVEYELD O ¥PNOTNG OOMYEITAL GTO KEVIPIKO WEVOL TNG epapuoyns. H
epapuoyn ywpiletal o tpio LéPM, TV TEPUYNOT TOL KAGTpOV, TNV gamified £kdoon
TOV KAoTpoL Kot to OBeatpdkt. H gamified €ékdoon tov kdoTpov £yve pe oKOTO TNV
TPOGEAKVOT TOV EVILAPEPOVTOS ATOLMV LIKPNG NAKIG, £YovTag 6TOYO TNV HETAS0OT)

YVOOTG LE EVYAPLOTO Kot S10CKESUGTIKO TPOTO.
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Evapen
aixvidion

Evapén Mepirynong
) o

QZHZ &

EPrAzT,
PooowKHi

HP|
EYoygyy nA?..;ggEHZ &

Ewxova 34 To kevipiko pevod e epapuoyng.
H gpodvion tov kelpévov oty entount YA®GGo Tov yp1on EXLTVYXAVETL PE
évav amko éheyyo g otatikng petafintig Language and v omoio kabopileton M

YAOGGO TOV KOLUTIDOV Kot 01 IKOVES ToL Oa eivan evepyég oty oknvi (TTapdptnpa 2).
5.1 Kaotpo s ApTog.

To kdotpo g Aptag xwpileTor o€ 2 GEVAPLN, TO GEVAPLO TG TEPUYNONG KO
g mayvidomompévng (gamified) éxdoong. To xdbe oeviplo amotereitar omd

OpPIoUEVO OMUELD EVILAPEPOVTOG TTOL TAPOVGTIALOVTOL TOPAKATM:
Mepuiynon

o Kuvpla mwoAn

o Xopoyuévn entypoon

o To moAdtt TV decTOTMV

¢  Yndoko@o KTiplo

e Bopela moAn

e Eevian

¢ H exxhnoio tov ayiov Tavtov
e H Akpomoin Tov K4GTPOL

e H ¢uioxn

e To owdonuo

Gamified éxdoom
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o  Kvpuo mOAn

e To moAdTL TOV dE0TOTMOV

e Bopela mHAn

¢ H sxxinocia tov ayiov Tdviov
e ZHevia

e H AxpomoAn tov kdoTpov
5.1.1 Odnyiec Xepiopov.

Avaroya pe TNV EMAOYN GEVAPIOV 0 XPNoTNG 001 YEiTAL GTO OvTioTOoyNO tutorial,
Hio oknvni oty omoia TpofdAlovial GTov ¥pNotn odNyieg yio Tov TPOTO AEITOLPYing

TOV YEPLoTNpimV.

\ y
) \

Kpatiote

! L Ve ve ; .
av ratnOeinapaeidere AR
voryei o avowei to

BiBAio BBAio

Mevow rauxvibiod
‘Otav natnBei kard
v Siéprera Tou
nauxvidion avoiyet

o pHEvoL. { '

Matfore evy  Matiore evd
otoxeveTat ovoxebevan____|
ta BEAN yia T BEAN yial

va aAAagete va aAAégete

Oéon Béon

Meptriynon

Ewcova 35 Oonyieg yprioewg yeipiotnpiov.

Y10 tutorial Tov moyvido0 gppavifovral emmpdcdeteg 001 yies Yo To Toyvidla

ToV cevapiov.
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KpepdAoa: Ikondg sivat n oum(lntncr; Tng Kpudrg AEENG YPAUHO MPOG yP &AL GITo ToV
naiktn eEMAfyovrog éva ypappa tnv popdé HEXPL va antokadudBei n A£En

e T - . » Sidea ; s =
L[] ENNEEEEE mEEEEn

-ﬂ---llﬂ

O naiktng onuadsVel £va ano ta dtabfoypa ypappoa kot
TUELEL TNV OKAVEGAN TOU UNIAPXEL OTO TILOW MEPOG TWV A
XELpLotnpiwwv. -

Av Tto ypdpupa untépxel otnv kpudn A£En téTE Ba
artokaAudBel aAlwg to ypdupa tortoBeteital nidvw Sefud
Tou raxvidiol weg AdBog ypdppa

Ewucova 36 Odnyieg mouyvidiov.

Ooov apopd tov pnyovicpd epedviong tmv odnydv (TTapdapmua 3) oty apyn
OTEVEPYOTIOLEL OAEG TIG POTOYPAPIEG LE TIG 0OMYIES TEPOV TNG TPADTNG. XTOV KMOOUKO.
VILAPYEL EMIONG VG EAEYYOC Y10, TNV TPEYOLGO BECT) TV 0N YLDV MGTE VO EUPavIlEL 1)
Ol TO KOLUTL TNG TPOTYOVUEVTG KOl TNG emOpevng odnyiac. Téhog, pe 1o matuo TV
KOVUTTIMV YIVETOL KOl 1) OVTIOTPOPT TEPLOTPOPY| TOL dEova Z yio TV gUPAVIoN NG

EMOLLEVNG 00N YIaG KOl TNV EEQPAVIOT TNG TPOTYOVLEVIG.
5.1.2"Exdoon [epujynonc.

310 0EVAPL0 TNG TEPMYNOMG, TO TEPPAALOV amOTELEITAL OITO GUVOAIKE TTEVIVTOL
okt onpeia Tov kdotpov. Ta onpeia avtd TpoKeLTaL Yoo poToypopieg 360° wov &xouv

deyBel emelepyasio ko Exovv petatpanei oe ceaipeg oto nepiPdilov tov Unity.
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Eixova 37 H torobétnon twv opaipdv oto weptffallov unity.

Ot opaipec elvan onpelo ota omoia 0 ypnotng pmopel va mepmynOel pe to

TATNUA EVOG KOVUTION GTNV EXOUEVT d1afEc1Un opaipa TG ETAOYNG TOV.

Ewcova 38 H npatn opaipa e mepifynong.

H petaxivnon peta&d tov cpapdv, 1060 610 GEVAPLN TOV KAGTPOL TNG APTag
000 Kot 010 Beatpdki, YIvETOL e TOV KMOKA TOL TapapTiHatog técoepa. Katd tov
AT TOV KOVUTIOV TNG kaTeLOVVONC otV omoia BEAEL 0 ypfoTng va peTakivnOel n
TPEYOVON GPAIPO. OTEVEPYOTOLEITAL KOl EVEPYOTOLEITAL OVTH OV eMELEEE O XPNOTNC.

Tavtdypova [Le TNV LETAKIVION TOV YPNOTN 1| E1KOVO OV PAEREL aALALEL G LaOPO TOV
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oTOOOKG YIVETOL S1APAVO e GKOTO TNV OTOPLYT| OVETIOVUNTOV oloONUATOV OTMG TO

aicOnpa g vavTtiog.

Y& oplopéEVEC oQaipes SIVETOL 1 EMAOYT GTOV XPNOTN VO LABEL TANPOPOpPiES Yia
70 onueio evolapPEPovTog OTTmg paivetal otnv eikova 39. Ta keipeva cuvodeboviot amd

NYNTIKN AENYNoN Tov EEKIVAEL QVTOUATO KATE TO TATN O TOV AVTIGTOLYOL KOLUTLOV.

Eixova 39 ITlnpopopies yia. v kevipiki Tl T00 KGTTpov.

5.1.3 Gamified 'Exdoon.

Ytv gamified éxdoon ot ceaipeg elvar POAG &L Kot eivan eme&epyaopéveg £TG1
®oTe vo Lo1dlovv TEPIGGOTEPO e TTaryvidl. Xe avtd TO GEVAPLO O YPNOTNG OEV EYEL
1600 peydin eievbepia oty mepiynon. o mapdderypo yioo va petagepbel oy
emopevn opaipa Bo TPEMEL TPOTA VO OAOKANPMCEL HE EMTVYICL TO TOYVIdL TNg

TPEYOLGOG COAIPOC.

[Mopdpotla e TO TPONYOVUEVO GEVAPLO O XPNOTNG EEKIVAEL OO TV KEVIPIKN
TOAN otV omtoia pobaivel TANpoPopieg omd ToV APnYNTH Y10 TO GNUELD EVOLOQEPOVTOC.
Tavtoypova pe v aenynon epeaviletat Evag 01aAoyog mov akoAovdel To ontikd nedio

TOV YPNOTI.
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Ewcova 40 Ipadtn opaipa oto gamified oevapio.

Me v oloKAp®ON NG OENYNONG LIAPYEL oL MYNTIKN €00TOINCT OV
EVILLEPOVEL TOV YPNOTN TG £xEl EekAeldBel o véa oelida oto Piiio tov. Tnv idwa
OTLYUN YIVETOL OpaATO KO TO TTOLYViIOL TOV TPEMEL VO OAOKAN POGEL EMLTVYDC. To oy viot
glval oYeTIKO UE TO Kelpevo mov €yl TponynOet ko to Pipiio mwov mepiEyel To KeieVO

Bonbd tov ypnoTN GTO VO OTAVINGEL TNV EPAOTNON.

Me oxomd tnv emitevén peyolvtepov Pabpov epfovbiong €xovv tomobetnBel otig
opaipeg d1dpopa MYNTIKE €pé OO Mol aAdY®V kol movAmv. H tomoBémon twv
oQUIPAOV GE OVAAOYN HE OLTH TNG TPAYLOTIKN TOVG Tomobeciog ompovpyel v
yevdaicOnon Tov Babovg kabmg o1 Yol 0KOVYOVTOL GTOSOKA TEPIGGOTEPO 1) AlYOTEPO

avdAioya pe v tomobecio Tov ¥pHoTN
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Ewova 41 To moryviol tng mpatns opoipag, Kevipikl moAy, kot to Pifilio tov ypnoty.

To BipAiio Tov ypMoTn TO OMOI0 TEPIEYEL TO. KEIEVE, TPOKELTAL Y10 VO ETOLLO
asset T0 0molo e T KATAAANAEC TAPAUETPOTOMGELS EUPAVILEL TIG EMBLUNTEG oEAIdEC

oTIG EMOVUNTEG CQOIPEC OTNV TPOETMAEYUEVT] YADOOO.

O unyavicpdc mopdienyng sivor Eva yopaxtnpiotikd tov gamified cevapiov
OV EVEPYOMOLEITOAL LIE TO TOPATETOUEVO AT TOV Kovpumiov «JoystickButtonly» yia
nenepacévo xpovo. Eedcov mepdoel o ypdvoc, 10 KelUEVO Kol 1 apNynon avtov
TOPOAEITETOL, EVEPYOTOLEITAL TO TTOLYVIOL TNG TPEYOLOOG GPAIPAG Kot epeavileTal ot

oeMideg Tov Piffiiov.
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Ewova 42 Tpity opaipa, Asitovpyio mapdleryng.

270 1010 script pe To PNYOVIGHO TopAAEYNG YIVETAL KOt O EAEYYOG Y10 TO TATTLLOL
TOV TANKTPOL pevoD. Katd to matn e ovtol Tov Koupmion epeovifetot éva pevol 6tov
YLPNOTN UE TNV EMAOYN TNG EMLOTPOPNC GTO KEVIPIKO KOl LEVOD KOL TNV GUVEYICT] TOL
mayvidlov. Kaf’ 6An v didpkelo mov to Hevov ival EvepyomomuEVo, OTolodNToTE

Agrtovpyio TG EPUPLOYNG, OGS TO NYNTIKE, BpickovTol o TaVG.

IMa va yiveton mo aentd 10 mhyopa Tov ¥pdvov and 1o PEVOD, KOTE TNV
EVEPYOTOINGT TOV, 0 ¥PNOTNG TEPIPIAAeTon amd pio nudapavn ykpila ocpaipa n onoio
EXEL AVTIOTPAPEL Y100 VO TEPIKAELEL TOV ¥pNGTN e TNV ¥pfon kmdika tov [Tapdptnua
6.
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Ewcova 43 Eupavion pevod emiloymv.

1o moryvidr tov Tald ([apdaptnua 5) yivetoi n didoracn g ewovag o€ blocks,
énerro emALyetan Toyaio £Vo LTAOK TO OTTO10 HETOTPETETAL GE KEVO YMDPO KOl GTO 0010
UTOPOUV Vo LETOKIVNOOLY TO, LTOAOITO UTAOK €6V givar dvvath 1 kivnon. Ztov 1010
KOOKO VILAPYEL 0 EAEYYOC TNG OAOKANPONG TOL TAlA OOV TO oY VIOl GTOUOTAEL KOl
N petakivion oy endpevn ceaipa Kabiotator duvvatn edv 6ia ta block Bpickovton

GT0 6MGTO omnpeio.
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Ewxova 44 Eupavion moiyvioioo, Eevia.

Ymv opaipa Tov akoAovBel, oto T€A0g TG APYNoNG dev ERPavIfETOL KATO10
oy vidL, dlvetal OLmG 1 SuVATOTNTO GTOV YPTOTIH TATAOVTOS TOVG ITTOTEG TOV VILAPYOLV
oV opaipa vo pAabsl TeEPIOCOTEPEG TANPOPOPIEG Y10 TIS OIKOYEVEIEC TIG OTOIEG

OVTITPOCAOTEVOLV.

Ewcovo. 45 IaAdti twv decmotdrv.
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Yy Bopeto TOAN HE TNV OAOKANP®OON TNG apNynons eueaviletal otov xpnotn éva
O VIOl TOAAATANG EMAOYNG OV VAOTOMONKE pe duvaTOTNTEG TTOL divel To 1010 TO

Unity kol GUVETMG OV TAV OVALYKoio 1| GLYYPAPT KATOI0U KMOTKA.

The North Gate
The North gate of the Castle

the tower C e Al

gate, internally. o
southeast side of .
exitis located m: a ' ‘
and ends up atth
the main fortres: .
5 north, ‘
C m

Eixova 46 Bopero, moAn, woryvior moliomdn exiloyng.

Onwg pe to moryvidl g Popela TOANG, £T61 KOl 6TO EKKANGAKL TOV Ayi®V TOVIOV TO
oy vidt VAOTomONKE ¥PNOIUOTOIDOVTAG panels Kot poToypapies TIG 0Toiles 0 YpNoTNG
TPEMEL VO LETAKIVIGEL KO VO 0TOBEGEL TIC PMTOYPOQIEG GE YpovoroyikT| oelpd. o va
emBeParmost Ty 0pHn ToT0OHETNON TOV POTOYPAPLOV, O XPNOTNG O TPEMEL VoL TATHOEL
To Tpdoivo tick mov PBpicketan aptotepd Tov ToyVidov. Katd To mdtn e Tov Koo
KoAElTOn 0 KOJIKAG 0 0Tol0g EAEYYEL TIC CLUVONKEG KOl GTNV TTEPIMTMOOT TOV EIVOL GOGTA
tomoBetNUéVEC Ol POTOYpOQiec To moryvidr eéapavileton kot yivetor duvatn 1

HETOQOPE GTNV ETOUEVT] COAipal.
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Ewcovo 47 Houayvior drag and drop, exxlnodxi ayiowv méviov.

Téhog, OTNV AKPOTOAT TOL KAGTPOL VIAPYEL £va TaLVidl avTioToi loNg OTO
omoio 0 YPNOTNG TPEMEL VAL AVTIGTOLYIGEL TIG PMTOYPAPIES LLE TO OVOUX TOV GUEIOV.
[Mpoypappotiotcd,(Ilapdptmua 7 kor Hapdptnua 8) kdbe @opd mov cvvdéetan
Kd&motlo onpeio yivetan Eleyyog v to dvopa T potoypapiog sivol 610 e 0LTO TOL
ovopotog tov onueiov. Otav 6la to onueio aviiotorynbody cwotd TOTE TO TaLVidL

TEAELDVEL.
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Chapel of
All Saints

Ewxovoa 48 Hoyvior Avtiotoiyiong.

Y10 gamified cevdplo vmapyel évo cvonUo TOVTOV, pe KAOE moryviol va
Bobuoroyeitar AapPdvoviag vmoyrn egite OV ¥pOVO TOL YPEWBGTNKE Ylo. TNV
0AOKAP®ON TOL T.Y. 6T0 Talk €ite amd To. AdBN Tov €Kave O YPNOTNG T.Y. OTNV
KpepUdAo. Mg v OAOKAP®GN KOl TOL TEAELTAIOL Toy VIOV EUQOVILeTal GYETIKO
LVOLO GTO XPNOTN, £VO TANKTPOADYIO Y10 TNV EGAYMYT TOV OVOUOTOG TOV Kol EVOG

mivakag pe Tig TEvte (5) vyniotepeg Pabpoloyieg, v vTapyoLV.

Mo to Tnktporodylo elcaymyng emavoypnoiporomdnke 1o 1610 asset mwov
YPMNOUOTOMONKE Kol OTNV KPEUAAQ LE OPKETEG TOPAUETPOTOICES OGOV APOPE TNV
AOYIKN TOV. Z€ avTd TPooTEIN KAV Asttovpyieg 6mmg M dtoypapn] (Del) Tov tedevtaiov
ypéupatog Kot To kovuni silsoywyng (Enter) yio tv mpocHnkm kot Tov ovOopoTog e
Babporoyiag Tov ¥pNotn oTov Tivoka e Tic VynAoTEPO Pabuoroyiec. O koA Tov

mAnktporoyiov avtod vapyet oto [Hapdptnua 9 kot Hapdapmua 10.
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Ewcovo 49 Iinxrpoldyio Eicaywyns Ovouarog.

O1 BaBpodroyieg ypnotomv amobnieboviol o apyeio Json kot ypnoiponoleiton
TOGO Y10 TNV €YyYpaen 0G0 Kol Yo TNV avVAYyVOON TOV TIUAV. X TEPITTMOT] TOV TO

apyelo dev mpoimapyet tote 0 kddwkas ([lapdptnua 11) dnuovpyei Eva tétoto apyeio.
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Eixova 50 Hivaxo. Yynlaov BaOuoloyiav.

5.2 Ocatpaxt Tng Aptog.

To Beatpdki Tng Aptag omoteheiton amd o povo £kdocn mov eppavileTotl oTnv
YA®GGo ov enédeée 0 ¥pnotne. To oevaplo avtd AauPdvel ydpo e Evay YHPO TOL
Bopiler povoeio. Ztov y®Po awTd 0 ¥PNOTNG Hmopel va petokivndel avapeoa oe tpia
onpeio. Xtov apykd yodpo, o xpNotng £yl 0e€1d ToL Eva TAVEA e TANPOPOPIEG Kot
POTOYPOQPIEG EVD UTPOCSTE TOL Lo kovo pe €61 onueio pe To omoio, pmopel va

aAANAETIOpACEL.

H petapopd peta&d tov onpeiov ypnoiponolet Tov id10 KoK Pe avtdv TOV

Kkaotpov (Iapdptnpa 4).
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Emcova 51 Apycny Géon oo Gearpar.

Ta €61 onueia pe To omoia 0 ¥pNOTNG UTOPEL Vo aAAnAemdpdoet givat:

e To dnpodoo ktipto.

o Aovtpd-Pneidmrd.

e 0d06c.

e Ilpocknvio.
o TInydd

* Opynotpa

Avdroya pe To oNUElo EVOAPEPOVTOG TTOV EMIAEYEL O YPNOTNG, TO XPDLO TOL
AV oTNV QOTOYPAPio, YIVETOL TO POTEWVO Kol 6TO TAvEA mov Ppicketal de&ld Tov

YPNOTN EREavifovTon ol avaAoyeg TANPOPOPIES Kol EIKOVEG TOL oneiov.

H evollhoyn peta&d tov ooToypoeldv €mTLYXEVETOL LE TOV KOOIKO TOL
[Mapbptnpo 12. Ztov kddKe avtd vVIdpyet Evag petpntig 0 omoiog peTaffGAleTon Kot

eppavilel TNV oo™ EOTOYPAPio AVAAOYO LLE TIG EVEPYEIEG TOV (PN OTY.

Me v gmloyn| onpeiov gpeaviletal eniong éva KOLUTL ETGTPOPNG TO 0010
GTO TATNUO TOV ETAVAPEPEL TNV EIKOVO KOL TO KEIUEVO GTNV OPYIKT] TOVL KOTAGTOC,

dNAdN OTIG YEVIKES TANPOPOPIES TOV piKpoD BedTpov.
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Eixova 52 Emiloyn onueiov yngidowtav.

YT0oV {®OPO TOL LOVCEIOL, 0 XPNOTNG EXEL TNV dLVATOTNTA VoL LeTaKtvn Ol Kot o

d00 KO oNUElN OTA OTOlo O YPNOTNG TNAEUETAPEPETOL LLE TO TATILLO TOL KOKAOV.

Eixova 53 Emiloyn petapopdg tov ypiotn.
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Ev kataxAeidt, n onuepvn texvoroyia siovikng Tpaypotikotntog facileton og
10€€G oV Ypovoroyovvtal amd To 1838, amd 10 TpdTO 6TEPE0GKOTIO 6T0 VIEW- master
kot omd to Sensorama tov Heilig oto Ultimate Display tov Sutherland 6mov ot

tomofetOniKe o akpoymviaiog ABog yio TNV eEEAEN TNC EIKOVIKNG TPAYULATIKOTITOG.

H épevva ko o mepapatiopog ond tov otpatd kot v NASA pe ckomd v
enthvon wpoPAnpdtov, OTOc TOV SomAVNPOV Kol EMKIVOLVOV EKTOOEVCEDV, KOO
KoL 01 pLyokivouveg enevovoelg OTmg vty Tov Virtuality pe oxond to képdog fordncav

oV poydoio avATTLEN TG EIKOVIKNG TPOYLOTIKOTNTOG.

2TV oNUEPVI ETOYN, OV Kot BPIoKETOL AKOUN GE TPMOLUN GTASLN, 1 EKOVIKN
TPOAYLOTIKOTNTO TPOKELTOL Yo £vol epyoreio mov a&tomoleitot 1060 otV SloKESOON
Kol TNV Yoyoywyio 6060 Kol 6TOVG TOUELG TNG €KTTOIOEVONG, TOV TOVPIGHOD KOl TNG

LOLTPIKNG.

O ovyypovog €EOMMOUOG EKOVIKNG TPOYUATIKOTNTAG &ivor TAEOV yauUnAoD
KOGTOVG Kol VYNANG TO10TNTAG 01 VINPEGIEG TOL givor €0KoAN TPOGPACIUES XAPIS GTOVG
TPMTOTOPOVS EPEVPETEG TOV TEAEVTAUI®Y £E1 SEKOETIMV TOV LOYONGOV KoL HECH OO TG
OmOTLYIEC, OmOYONTEVCEIS OAAG € EMUOVN Kol vopovr] €deiéav tov OpoUo NG
emrvylag. O dpouog Eptace oto Tépua Tov; H mpoflewn mov umopd va kovw e TH
ueyodotepy Pefarotnro eivar ot 01 WO EVIDTWOIOKES OVOKOADWEIS O eIvol OTES TIG
OTOLES TNUEPO. OEV ELOOTE OPKETA GOPOT Yia. va. TiS Tpofléyovue (Kopi Zoyrav, 1934-
1996, Auepikavog 0otpovouog).
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ITAPAPTHMATA
Hapaptnpo 1
ChangeScene

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;
using UnityEngine.EventSystems;
using UnityEngine.XR;

using TMPro;

using UnityEngine.UI;

public class ChangeScene : MonoBehaviour

{
public GameObject[] mainMenu;
public static string Language;//Greek or English
public static bool Paused=false;
[SerializeField] int index;

public float downTime, upTime, pressTime = O;
public float countDown = 4.0f;
public bool ready = false;

public GameObject[] Button;
public static int counter = 0;

public static bool Skipped=false;
public BarProgress other;

public GameObject pageUnlockedText;
void Start()

{
Skipped = false;
if (Language == "Greek")
{
}
else

{
}

index 1;

index

1]
()
e

}
void Update()

{
InputCheck();

if (Input.GetKeyDown(KeyCode.JoystickButtonl) && ready == false)
{

downTime = Time.time;
pressTime = downTime + countDown;
ready = true;

}

if (Input.GetKeyUp(KeyCode.JoystickButtonl))



{
}

ready = false;

if (Time.time >= pressTime && ready == true)
{

ready = false;

Debug.Log("done");

if (counter!=1 && Skipped==false)

{
Button[counter].GetComponent<Button>().onClick.Invoke();
StartCoroutine(UnlockedTimer());
other.currentAmount = 0;
other.LoadingBar.GetComponent<Image>().fillAmount =

other.currentAmount / 100;

other.progressBar.SetActive(false);

Skipped = true;

}
}
}
IEnumerator UnlockedTimer()
{
float count = 0;
pageUnlockedText.SetActive(true);
while (count < 4)
{
count += Time.deltaTime;
yield return null;
}
pageUnlockedText.SetActive(false);
}
public void Pause()
{
Time.timeScale = of;
Paused = true;
}
public void ExitApp()
{
Application.Quit();
}
public void Resume()
{
Time.timeScale = 1f;
mainMenu[index].SetActive(false);
Paused = false;
}
public void LoadScene(string sceneName)
{
SceneManager.LoadScene(sceneName);
}
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public void LanguageChosen()

{
Language = EventSystem.current.currentSelectedGameObject.name;
Debug.Log(Language);

}

public void MainMenuOption()

{
mainMenu[index].SetActive(true);

}

public void InputCheck()

{

List<InputDevice> leftHandedControllers = new List<InputDevice>();

InputDeviceCharacteristics desiredCharacteristics =
InputDeviceCharacteristics.HeldInHand | InputDeviceCharacteristics.Left |
InputDeviceCharacteristics.Controller;

InputDevices.GetDevicesWithCharacteristics(desiredCharacteristics,
leftHandedControllers);

foreach (var device in leftHandedControllers)
{
Debug.Log(string.Format("Device name '{@}' has characteristics
"{1}'", device.name, device.characteristics.ToString()));
//Debug.Log("1");
List<InputFeatureUsage> inputFeatures = new
List<InputFeatureUsage>();
if (device.TryGetFeatureUsages(inputFeatures))

{
//Debug.Log("2");
foreach (InputFeatureUsage feature in inputFeatures)
if (feature.type == typeof(bool))
{
//Debug.Log("3");
bool featureValue;
if (device.TryGetFeatureValue(feature.As<bool>(), out
featurevalue))
{
//Debug.Log("4");
Debug.Log(featureValue);
if ((feature.name == "Menu" || feature.name ==
"Start" || feature.name == "Select" || feature.name == "MenuButton" ||
feature.name == "Home" || feature.name == "start" || feature.name == "select"
|| feature.name == "menuButton" || feature.name == "MenuButton" || feature.name
== "home" || feature.name == "startButton" || feature.name == "StartButton") &&
featureValue)
{

Debug.Log(string.Format("Bool feature {0}'s
value is {1}", feature.name, featureValue.ToString()));
Debug.Log("Catching");

MainMenuOption();
Pause();
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Hapaptnpa 2

LanguageTextByLanguage

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.UI;

using TMPro;

public class LanguageTextBylLanguage : MonoBehaviour

{
[SerializeField] Button buttonil;
[SerializeField] Button button2;
[SerializeField] Button button3;
[SerializeField] Button button4;
[SerializeField] GameObject KicLabGreek;
[SerializeField] GameObject KicLabEnglish;

void Start()
{

if (ChangeScene.lLanguage=="Greek")

{
buttonl.GetComponentInChildren<TextMeshProUGUI> ()

Moixvidiovu ";
button2.GetComponentInChildren<TextMeshProUGUI> ()

Mepiiynong Kaotpou ";
button3.GetComponentInChildren<TextMeshProUGUI>()

",
3

button4.GetComponentInChildren<TextMeshProUGUI> ()
Mep1iynong Ogdtpou ";
KicLabGreek.SetActive(true);
}

else if (ChangeScene.lLanguage == "English")

{
buttonl.GetComponentInChildren<TextMeshProUGUI> ()
Game ";
button2.GetComponentInChildren<TextMeshProUGUI>()
Castle Tour ";
button3.GetComponentInChildren<TextMeshProUGUI> ()
button4.GetComponentInChildren<TextMeshProUGUI>()

Theater Tour ";

KicLabEnglish.SetActive(true);

Hopdaptnpo 3

RotatePanel

.text

.text

.text

.text

.text

.text

.text
.text

Evopgn
Evap&n
‘EE€obog

Evopgn

Start
Start

Exit ";
Start
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using System.Collections;
using UnityEngine;

using UnityEngine.UI;
using System.Ling;

public class RotatePanel : MonoBehaviour

{
public Vector3 rotationAngle = new Vector3(0, 0, 90);
[SerializeField] float rotationDuration = 1f;

[SerializeField] Image[] images;
[SerializeField] int index = ©;
[SerializeField] RectTransform pivotPoint;
[SerializeField] Button rightButton;
[SerializeField] Button leftButton;

public GameObject GoToCastle;

void Start()

t foreach (Image image in images)
¢ image.gameObject.SetActive(false);
ieftButton.gameObject.SetActive(false);
images[0©].gameObject.SetActive(true);

}

void Update()
LastIndex();
if (index != 0)
¢ leftButton.gameObject.SetActive(true);

if (index != images.Length - 1 )

{
rightButton.gameObject.SetActive(true);
}
}
public void RotateRight()
{
if (index < images.Length - 1)
{
index++;
images[index].gameObject.SetActive(true);
if (images.Last() == images[index])
{
rightButton.gameObject.SetActive(false);
}
}

int lastIndex = index - 1;
StartCoroutine(AnimateRotation(pivotPoint.rotation,
Quaternion.Euler(rotationAngle) * pivotPoint.rotation, lastIndex));

}

public void LastIndex()

87



if(index==images.Length-1)

{
if(GoToCastle!=null)
{
GoToCastle.SetActive(true);
}
}

public void RotateLeft()

{

}

private IEnumerator AnimateRotation(Quaternion fromRotation, Quaternion

if (index > @)

{
index--;
images[index].gameObject.SetActive(true);
if (images.First() == images[index])
{

leftButton.gameObject.SetActive(false);

}

}

Quaternion toRotation = Quaternion.Euler(-rotationAngle) *
pivotPoint.rotation;

int lastIndex = index + 1;

StartCoroutine(AnimateRotation(pivotPoint.rotation, toRotation,
lastIndex));

toRotation, int previousImageIndex)

{

fromRotation.z = Mathf.RoundToInt(fromRotation.z);
float time = of;

rightButton.interactable = false;
leftButton.interactable = false;

while (time < rotationDuration)

{

pivotPoint.rotation = Quaternion.Lerp(fromRotation,

time / rotationDuration);

time += Time.deltaTime;

yield return null;
}
pivotPoint.rotation = toRotation;
images[previousImageIndex].gameObject.SetActive(false);
rightButton.interactable = true;
leftButton.interactable = true;

Hapaptnpo 4

ChangeSphere

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

using UnityEngine.SceneManagement;

toRotation,
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public class ChangeSphere : MonoBehaviour
{

public TourManager tourManager;

public int activeSphere;

public int sphereToload;

public GameObject XR;

public float x_position;

public float z_position;

public Image image;

//start, omou image = Find gameobject get children
// public ActivatingPressToSkip other;
public void Load()
{
if (SceneManager.GetActiveScene() ==
SceneManager.GetSceneByName("CastleTourGame"))

{
StartCoroutine(FadingIn());
tourManager.LoadSphere(activeSphere, sphereTolLoad, image);
ChangeScene.counter++;
ChangeScene.Skipped = false;

}

else

{
StartCoroutine(FadingIn());
tourManager.LoadSphere(activeSphere, sphereTolLoad, image);
//Debug.Log("it runs");

}

}

IEnumerator FadingIn()
{
image.color = new Color32(e, 0, @, 255);
if (SceneManager.GetActiveScene() ==
SceneManager.GetSceneByName("CastleTourGame"))
XR.transform.position = new Vector3(x_position,
XR.transform.position.y, z_position);
else
XR.transform.position = new Vector3(x_position + 3.5,
XR.transform.position.y, z_position - 1.5f);
yield return new WaitForSeconds(0.5f);

Hapdptnpo 5
Puzzle

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class Puzzle : MonoBehaviour

{
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public Texture2D image;

public int blockPerlLine = 3;

public int shufflelLength = 5;

public float defaultMoveDuration = .2f;

public float shuffleMoveDuaration = .1f;

private bool start = true;

[SerializeField] private GameObject nextPage;
[SerializeField] private GameObject nextPageGRE;
[SerializeField] private GameObject arrow;
[SerializeField] private GameObject text;

[SerializeField] private GameObject textUnlock;

[SerializeField] private AudioSource textUnlockAudio;
enum PuzzleState

{
Solved,
Shuffling,
InPlay

¥

PuzzleState state;

Block[,] blocks;

Block emptyBlock;

Queue<Block> inputs;

bool blockIsMoving;

int shuffleMovesRemaining;
Vector2Int previousShuffleOffset;

private float timerValue;

private float MaxtimerValue=20.0f;
private bool timerFlag = false;
int templ = 0;

private void Start()

{
//CreatePuzzle();
timerValue = 0;
}
private void Update()
{
if (timerFlag == false)//an den exei luthei to puzzle
{
timerValue += Time.deltaTime;
}
if(start)
{
start = false;
StartShuffle();
//text.gameObject.SetActive(false);
}
¥

//changed name for CreatPuzzle()

public void OnEnable()

{
start = true;
blocks = new Block[blockPerLine, blockPerlLine];
Texture2D[,] imageSlices = ImageSlicer.GetSlices(image,
Vector2 posVector = new Vector2(2, 1);
for (int y = 0; y < blockPerLine; y++)

blockPerLine);
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for (int x = @; x < blockPerLine; x++)

{
GameObject blockObject =

GameObject.CreatePrimitive(PrimitiveType.Quad);

//blockObject.AddComponent<XRSimpleInteractable>();

blockObject.transform.position =
1) * 0.2f + new Vector2(x, y);

-posVector * (blockPerLine -

blockObject.transform.parent = transform;

Block block = blockObject.AddComponent<Block>();
block.OnBlockPressed += PlayerMoveBlockInput;
block.OnFinishedMoving += OnBlockFinishedMoving;

block.Init(new Vector2Int(x, y),
blocks[x, y] = block;

imageSlices[x,y]);

if(y == @ && x == blockPerLine - 1)

{
}

emptyBlock = block;

}
}

gameObject.transform.localScale = gameObject.transform.localScale / 2;

inputs = new Queue<Block>();

}

public void OnDisable()

{
foreach(Block block in blocks)
{

Destroy(block.gameObject);

}

}

void PlayerMoveBlockInput(Block blockToMove)

{
if (state == PuzzleState.InPlay)

{

inputs.Enqueue(blockToMove);
MakeNextMove();

}

void MakeNextMove()

while (inputs.Count > @ && !blockIsMoving)

{

MoveBlock(inputs.Dequeue(), defaultMoveDuration);

}

void MoveBlock(Block blockToMove, float duration)

if ((blockToMove.coord - emptyBlock.coord).sqrMagnitude == 1)

{

blocks[blockToMove.coord.x, blockToMove.coord.y]
blocks[emptyBlock.coord.x, emptyBlock.coord.y] =

= emptyBlock;
blockToMove;

Vector2Int targetCoord = emptyBlock.coord;

emptyBlock.coord = blockToMove.coord;
blockToMove.coord = targetCoord;
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Vector2 targetPosition = emptyBlock.transform.position;
emptyBlock.transform.position = blockToMove.transform.position;
blockToMove.MoveToPosition(targetPosition, duration);
blockIsMoving = true;

}
}
void OnBlockFinishedMoving()
{
blockIsMoving = false;
CheckIfSolved();
if (state == PuzzleState.InPlay)
{
MakeNextMove();
else if (state == PuzzleState.Shuffling)
if (shuffleMovesRemaining > ©)
{
MakeNextShuffleMove();
}
else
{
state = PuzzleState.InPlay;
}
}
}
public void StartShuffle()
{
state = PuzzleState.Shuffling;
shuffleMovesRemaining = shufflelength;
emptyBlock.gameObject.SetActive(false);
MakeNextShuffleMove();
}
void MakeNextShuffleMove()
{

Vector2Int[] offsets = { new Vector2Int(1, @), new Vector2Int(-1, 0),
new Vector2Int(®, 1), new Vector2Int(e, -1) };

int randomIndex = Random.Range(@, offsets.Length);

for(int i =0; i < offsets.Length; i++)

{
Vector2Int offset = offsets[(randomIndex + i) % offsets.Length];
if (offset != previousShuffleOffset * -1)
{

Vector2Int moveBlockCoord = emptyBlock.coord + offset;

if (moveBlockCoord.x >= 0 && moveBlockCoord.x < blockPerLine &&
moveBlockCoord.y >= @ && moveBlockCoord.y < blockPerLine)
{
MoveBlock(blocks[moveBlockCoord.x, moveBlockCoord.y],
shuffleMoveDuaration);
shuffleMovesRemaining--;
previousShuffleOffset = offset;
break;
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}

void CheckIfSolved()

{

foreach(Block block in blocks)

{
if(!block.IsAtStartingCoord())
{
return;
}
}

timerFlag = true;

ScoreCounter.score += 100;

templ = (int)(timerValue / MaxtimerValue);
if (templ * 10 >= 50)

{
ScoreCounter.score -= 50;
}
else
{
ScoreCounter.score -= templ * 10;
}

Debug.Log(ScoreCounter.score);

state = PuzzleState.Solved;

arrow.SetActive(true);

textUnlockAudio.Play();
emptyBlock.gameObject.SetActive(true);

IEnumerator UnlockedTimer()

{

i3

float count = 0;
text.gameObject.SetActive(false);
textUnlock.SetActive(true);
while (count < 4)
{
count += Time.deltaTime;
yield return null;
}
textUnlock.SetActive(false);

Hapaptnpo 6

FlipMesh

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using System.Linqg;

public class FlipMesh : MonoBehaviour

{
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public GameObject CubeMenu;

void Start()

{
Mesh mesh = GetComponent<MeshFilter>().mesh;
mesh.triangles = mesh.triangles.Reverse().ToArray();
CubeMenu.transform.position = new

Vector3(Camera.main.transform.position.x, Camera.main.transform.position.y,
Camera.main.transform.position.z);

}

private void Update()
{

CubeMenu.transform.position = new

Vector3(Camera.main.transform.position.x, Camera.main.transform.position.y,
Camera.main.transform.position.z);

}

Hopdaptnpa 7

MatchLogic

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class MatchLogic : MonoBehaviour

{

static MatchLogic Instance;

public int maxPoints = 4;

static public int connectedLines = 0;
public Text pointsText;

private int points = 0;

public float shakeAmount = 2f;

public GameObject canvas;

public GameObject paneleng;

public GameObject panelgre;

public GameObject panel;

private float shakeTime = 0.0f;
private Vector3 initialPosition;
private bool isScreenShaking = false;

private AudioSource poof;
private AudioSource triumph;
public GameObject ending;

public GameObject SubmitButtonObject;
public bool SubmitButton = false;
public static int PointsCounter=0;
public GameObject Scoreboard;

private void Awake()
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{

poof = GameObject.Find("PoofCartoon

CTE@2_04.1 preview").GetComponent<AudioSource>();

}

triumph = GameObject.Find("Triumph").GetComponent<AudioSource>();

private void Start()

{

}

PointsCounter = 9;
Instance = this;
if(ChangeScene.Language=="Greek")

{

panel = panelgre;
}
else
{

panel = paneleng;
}

void UpdatePointsText()

{

}

pointsText.text = points + "/" + maxPoints;

if (points == maxPoints)
{
if(PointsCounter==4)
{
ScoreCounter.score += 50;
Debug.Log("+50 Me thn prwth");
Debug.Log(ScoreCounter.score);
}
else
{
ScoreCounter.score -= (PointsCounter - 4) * 5;
Debug.Log("-5 * tis lathos prospatheies");
Debug.Log(ScoreCounter.score);
}

ScoreCounter.score += 20;
Debug.Log("+20 Standard");
Debug.Log(ScoreCounter.score);
panel.SetActive(false);

StartCoroutine(EndingScene());
Debug.Log(connectedLines);

public static void AddPoint()

{

}

PointsCounter += 1;
AddPoints(1);

public static void RemovePoint()

{
}

AddPoints(-1);

private static void AddPoints(int points)

{

Instance.points += points;
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Instance.UpdatePointsText();

void Update()

if (shakeTime > 0)
{

canvas.transform.position = UnityEngine.Random.insideUnitSphere *
shakeAmount*0.01f + initialPosition;

shakeTime -= Time.deltaTime;
}
else if (isScreenShaking)
{
isScreenShaking = false;
shakeTime = 0.0f;
canvas.transform.position = initialPosition;
}
}
public void ScreenShakeForTime(float time)
{
initialPosition = canvas.transform.position;
shakeTime = time;
isScreenShaking = true;
}
IEnumerator EndingScene()
{
float count = 0.0f;
while (count < 2)
{
count += Time.deltaTime;
yield return null;
}
poof.Play();
ending.SetActive(true);
triumph.Play();
Scoreboard.SetActive(true);
yield return null;
}
}
Hapaptnpo 8
Matchltem

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.EventSystems;
using UnityEngine.UI;
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public class MatchItem : MonoBehaviour, IPointerDownHandler, IDragHandler,
IPointerEnterHandler, IPointerUpHandler

{

static MatchItem hoverItem;

public string itemName;

public GameObject line;

private LineRenderer lineRenderer;
bool isMatched = false;

private Vector3 mousePos;

private Vector3 startPos;

void Start()

{
lineRenderer = line.GetComponent<LineRenderer>();
lineRenderer.positionCount = 2;
}
public void OnPointerDown(PointerEventData eventData)
{
if (isMatched)
{
MatchLogic.RemovePoint();
isMatched = false;
}

startPos = eventData.pointerCurrentRaycast.worldPosition;

mousePos = eventData.pointerCurrentRaycast.worldPosition;

lineRenderer.SetPosition(@, new Vector3(startPos.x, startPos.y,
startPos.z));

lineRenderer.SetPosition(1, new Vector3(mousePos.x, mousePos.y, -
mousePos.z));

¥
public void OnDrag(PointerEventData eventData)
{
Debug.Log(eventData.position);
mousePos = eventData.pointerCurrentRaycast.worldPosition;
lineRenderer.SetPosition(1, new Vector3(mousePos.x, mousePos.y, 0f));
¥

public void OnPointerUp(PointerEventData eventData)
{
if (!this.Equals(hoverItem) && itemName.Equals(hoverItem.itemName))
{
// UpdateLine(hoverItem.transform.position);
lineRend using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.EventSystems;
using UnityEngine.UI;

public class MatchItem : MonoBehaviour, IPointerDownHandler, IDragHandler,
IPointerEnterHandler, IPointerUpHandler

{

static MatchItem hoverItem;

public string itemName;



public GameObject line;

private LineRenderer lineRenderer;
bool isMatched = false;

private Vector3 mousePos;

private Vector3 startPos;

void Start()

{
lineRenderer = line.GetComponent<LineRenderer>();
lineRenderer.positionCount = 2;
}
public void OnPointerDown(PointerEventData eventData)
{
if (isMatched)
{
MatchLogic.RemovePoint();
isMatched = false;
}

startPos = eventData.pointerCurrentRaycast.worldPosition;

mousePos = eventData.pointerCurrentRaycast.worldPosition;

lineRenderer.SetPosition(@, new Vector3(startPos.x, startPos.y,
startPos.z));

lineRenderer.SetPosition(1, new Vector3(mousePos.x, mousePos.y, -
mousePos.z));

}
public void OnDrag(PointerEventData eventData)
{
Debug.Log(eventData.position);
mousePos = eventData.pointerCurrentRaycast.worldPosition;
lineRenderer.SetPosition(1, new Vector3(mousePos.x, mousePos.y, 0f));
}

public void OnPointerUp(PointerEventData eventData)

{
if (!this.Equals(hoverItem) && itemName.Equals(hoverItem.itemName))

// UpdateLine(hoverItem.transform.position);

lineRenderer.SetPosition(1, new
Vector3(hoverItem.gameObject.transform.position.x,
hoverItem.gameObject.transform.position.y,
hoverItem.gameObject.transform.position.z));

//Destroy(hoverItem);

//Destroy(this);

MatchLogic.AddPoint();

isMatched = true;

MatchLogic.connectedLines += 1;

}

else if (hoverItem != null)

//lineRenderer.SetPosition(@, new Vector3(ef,ef, of));
lineRenderer.SetPosition(1, new
Vector3(hoverItem.gameObject.transform.position.x,
hoverItem.gameObject.transform.position.y));
MatchLogic.connectedLines += 1;
MatchLogic.PointsCounter++;
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else

{
MatchLogic.connectedLines -= 1;
//MatchLogic.PointsCounter++;

}

public void OnPointerEnter(PointerEventData eventData)

{

hoverItem = this;

}

erer.SetPosition(1, new Vector3(hoverItem.gameObject.transform.position.x,
hoverItem.gameObject.transform.position.y,
hoverItem.gameObject.transform.position.z));

//Destroy(hoverItem);

//Destroy(this);

MatchLogic.AddPoint();

isMatched = true;

MatchLogic.connectedLines += 1;

else if (hoverItem != null)

//lineRenderer.SetPosition(@, new Vector3(ef,ef, of));
lineRenderer.SetPosition(1, new
Vector3(hoverItem.gameObject.transform.position.x,
hoverItem.gameObject.transform.position.y));
MatchLogic.connectedLines += 1;
MatchLogic.PointsCounter++;

}

else

{
MatchLogic.connectedLines -= 1;
//MatchLogic.PointsCounter++;

}

}

public void OnPointerEnter(PointerEventData eventData)

{

hoverItem = this;

}
Hoapdptnpo 9

Keyboard

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;
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public class Keyboard : MonoBehaviour
{
public word word;
public NameInput nameInput;
public void pressedLetter()
{
if (word != null)
{

word.setLetter(gameObject.transform.GetChild (@) .GetComponent<Text>().text.ToUpp
er());
gameObject.GetComponent<Button>().interactable = false;
}
if (nameInput != null)
{

nameInput.setLetter(gameObject.transform.GetChild(@).GetComponent<Text>().text.
ToUpper());
}

}
¥

Hapaptypa 10
Namelnput

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using TMPro;

using UnityEngine.UI;

using Nem.Scoreboards;

public class NameInput : MonoBehaviour

{

public static string PlayersName="";
public GameObject InputReader;

public string letters = ".";
public AudioSource audioClip;
[SerializeField]

private string letter = "";

public TextMeshProUGUI wrongWords;
public TextMeshProUGUI[] cells;

//public HighscoreTable HighscoreTable;
public GameObject NameKeyboard;
public Scoreboard otherScript;

private void Start()

{
if (ChangeScene.lLanguage == "Greek")
{
//letter = ".";
}
//Debug.Log(letter);
InputReader.SetActive(true);
}
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// Update is called once per frame
void Update()

int counter = 0;
foreach (var cell in cells)

{
if (cell.text != "")
counter++;
}
if (counter == letters.Length)
{
transform.parent.gameObject.SetActive(false);
transform.parent.GetChild(1).gameObject.SetActive(false);
transform.parent.GetChild(2).gameObject.SetActive(false);
audioClip.Play();
if (letter != "")
{
//Debug.Log(letter);
if (letters.Contains(letter))
{
//Debug.Log("0K");
for (int 1 = @; i < letters.Length; i++)
if (letter.ToUpper() == letters[i].ToString())
cells[i].text = letter;
}
}
}
else
{
wronghords.text += letter;
}
letter = "";
}

}

public void set using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using TMPro;
using UnityEngine.UI;
using Nem.Scoreboards;
public class NameInput : MonoBehaviour

{

public static string PlayersName="";
public GameObject InputReader;

public string letters = ".";
public AudioSource audioClip;
[SerializeField]

private string letter = "";

public TextMeshProUGUI wrongWords;
public TextMeshProUGUI[] cells;

//public HighscoreTable HighscoreTable;
public GameObject NameKeyboard;

public Scoreboard otherScript;
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private void Start()

{
if (ChangeScene.lLanguage == "Greek")
{
//letter = ".";
}
//Debug.Log(letter);
InputReader.SetActive(true);
}

// Update is called once per frame
void Update()

int counter = 9;
foreach (var cell in cells)

{
if (cell.text !="")
counter++;
}
if (counter == letters.Length)
{
transform.parent.gameObject.SetActive(false);
transform.parent.GetChild(1).gameObject.SetActive(false);
transform.parent.GetChild(2).gameObject.SetActive(false);
audioClip.Play();
}
if (letter !="")
{
//Debug.Log(letter);
if (letters.Contains(letter))
{
//Debug.Log("0K");
for (int i = @; i < letters.Length; i++)
if (letter.ToUpper() == letters[i].ToString())
cells[i].text = letter;
}
}
}
else
{
wronghords.text += letter;
}
letter = "";
}
}
public void setLetter(string s)
{
letter = s;
}
public void deleteLetter()
{
if(wrongWords.text!="")
wrongWords .text=wrongWords.text.Remove(wrongWords.text.Length - 1,
1);
Debug.Log("DeletePressed");
}
public void enterLetter()
{

PlayersName = wrongWords.text;
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NameKeyboard.SetActive(false);
otherScript.AddEntry();

}
}
Letter(string s)
{
letter = s;
}
public void deleteLetter()
{
if(wrongWords.text!="")
wrongWords . text=wronghords.text.Remove (wrongWords.text.Length - 1,
1);
Debug.Log("DeletePressed");
}
public void enterLetter()
{
PlayersName = wrongWords.text;
NameKeyboard.SetActive(false);
otherScript.AddEntry();
}
}
Hapdptnpa 11
Scoreboard

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using System.IO;

namespace Nem.Scoreboards

{

public class Scoreboard : MonoBehaviour

{

[SerializeField] private int maxScoreboardEntries = 5;
[SerializeField] private Transform highscoresHolderTransform = null;
[SerializeField] private GameObject scoreboardEntryObject = null;

[Header("test")]
[SerializeField] ScoreboardEntryData testEntryData = new

ScoreboardEntryData();

private string SavePath =>

$"{Application.persistentDataPath}/highscores.json";

private void Start()

{
ScoreboardSaveData savedScores = GetSavedScores();
UpdateUI(savedScores);
SaveScores(savedScores);

}
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[ContextMenu("Add Test Entry")]

public void AddTestEntry()

{
//testEntryData.entryName
testEntryData.entryScore = -1;
AddEntry(testEntryData);

}

public void AddEntry()
{
testEntryData.entryName = NameInput.PlayersName; //static name
testEntryData.entryScore = ScoreCounter.score; //static score
//checking
if (NameInput.PlayersName == "" || NameInput.PlayersName== null)
NameInput.PlayersName = "Unknown";
if (ScoreCounter.score <0)
ScoreCounter.score = 0;
AddEntry(testEntryData);
}

public void AddEntry(ScoreboardEntryData scoreboardEntryData)
{

ScoreboardSaveData savedScores = GetSavedScores();
bool scoreAdded = false;

for (int i=0; i<savedScores.highscores.Count; i++)

{
if(scoreboardEntryData.entryScore >
savedScores.highscores[i].entryScore)

savedScores.highscores.Insert(i, scoreboardEntryData);
scoreAdded = true;
break;

}

if(!scoreAdded && savedScores.highscores.Count <
maxScoreboardEntries)

{
}

savedScores.highscores.Add(scoreboardEntryData);

if(savedScores.highscores.Count>maxScoreboardEntries)

{
savedScores.highscores.RemoveRange(maxScoreboardEntries,
savedScores.highscores.Count - maxScoreboardEntries);

}

UpdateUI(savedScores);

SaveScores(savedScores);

grivate void UpdateUI(ScoreboardSaveData savedScores)

{ foreach(Transform child in highscoresHolderTransform)
¢ Destroy(child.gameObject);
}

foreach (ScoreboardEntryData highscore in savedScores.highscores)
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{

Instantiate(scoreboardEntryObject,
highscoresHolderTransform).GetComponent<ScoreboardEntryUI>().Initialise(highsco
re);

}
}
private ScoreboardSaveData GetSavedScores()
{
if (!File.Exists(SavePath))
{
File.Create(SavePath).Dispose();
return new ScoreboardSaveData();
}
using (StreamReader stream = new StreamReader(SavePath))
{
string json = stream.ReadToEnd();
return JsonUtility.FromJson<ScoreboardSaveData>(json);
}
}

private voi using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using System.IO;

namespace Nem.Scoreboards

{

public class Scoreboard : MonoBehaviour

{
[SerializeField] private int maxScoreboardEntries = 5;
[SerializeField] private Transform highscoresHolderTransform = null;
[SerializeField] private GameObject scoreboardEntryObject = null;

[Header("test")]
[SerializeField] ScoreboardEntryData testEntryData = new
ScoreboardEntryData();

private string SavePath =>
$"{Application.persistentDataPath}/highscores.json";

private void Start()

{
ScoreboardSaveData savedScores = GetSavedScores();
UpdateUI(savedScores);
SaveScores(savedScores);

}

[ContextMenu("Add Test Entry")]
public void AddTestEntry()

{
//testEntryData.entryName
testEntryData.entryScore = -1;
AddEntry(testEntryData);

}

public void AddEntry()
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testEntryData.entryName = NameInput.PlayersName; //static name
testEntryData.entryScore = ScoreCounter.score; //static score

//checking
if (NameInput.PlayersName == "" || NameInput.PlayersName== null)
NameInput.PlayersName = "Unknown";

if (ScoreCounter.score <0)
ScoreCounter.score = 0;
AddEntry(testEntryData);

}

public void AddEntry(ScoreboardEntryData scoreboardEntryData)
{

ScoreboardSaveData savedScores = GetSavedScores();
bool scoreAdded = false;

for (int i=0; i<savedScores.highscores.Count; i++)

{

if(scoreboardEntryData.entryScore >
savedScores.highscores[i].entryScore)

{
savedScores.highscores.Insert(i, scoreboardEntryData);
scoreAdded = true;
break;

}

if(!scoreAdded && savedScores.highscores.Count <
maxScoreboardEntries)

{
}

savedScores.highscores.Add(scoreboardEntryData);

if(savedScores.highscores.Count>maxScoreboardEntries)

{

savedScores.highscores.RemoveRange(maxScoreboardEntries,
savedScores.highscores.Count - maxScoreboardEntries);

}

UpdateUI(savedScores);

SaveScores(savedScores);

grivate void UpdateUI(ScoreboardSaveData savedScores)

{ foreach(Transform child in highscoresHolderTransform)
¢ Destroy(child.gameObject);
}

foreach (ScoreboardEntryData highscore in savedScores.highscores)
{
Instantiate(scoreboardEntryObject,
highscoresHolderTransform).GetComponent<ScoreboardEntryUI>().Initialise(highsco
re);

}
}
private ScoreboardSaveData GetSavedScores()
{

if (!File.Exists(SavePath))
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File.Create(SavePath).Dispose();
return new ScoreboardSaveData();

}
using (StreamReader stream = new StreamReader(SavePath))
{
string json = stream.ReadToEnd();
return JsonUtility.FromJson<ScoreboardSaveData>(json);
}
}
private void SaveScores(ScoreboardSaveData scoreboardSaveData)
{
using(StreamWriter stream = new StreamWriter(SavePath))
{
string json = JsonUtility.ToJson(scoreboardSaveData, true);
stream.Write(json);
}
}
}
}
d SaveScores(ScoreboardSaveData scoreboardSaveData)
{
using(StreamWriter stream = new StreamWriter(SavePath))
{
string json = JsonUtility.ToJson(scoreboardSaveData, true);
stream.Write(json);
}
}
}
}
Hapaptnpo 12
SwitchPhotos

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class SwitchPhotos : MonoBehaviour
{
public GameObject[] background;
public GameObject[] backgroundGRE;
public int maxIndex;
public int index;

void Awake()
{

index = 0;
maxIndex = maxIndex - 1;
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if (index == 0)
{
background[@].gameObject.SetActive(true);

backgroundGRE[@].gameObject.SetActive(true);

void Update()

if (index >= maxIndex)
index = maxIndex;

if (index < 9)

index = 9;
}
public void Next()
{
if(index<maxIndex)
index += 1;
for (int i = @; i < background.Length; i++)
{
background[i].gameObject.SetActive(false);
background[index].gameObject.SetActive(true);
backgroundGRE[i].gameObject.SetActive(false);
backgroundGRE[index].gameObject.SetActive(true);
}
Debug.Log(index);
}

public void Previous()

{

if (index> using System.Collections;

using System.Collections.Generic;
using UnityEngine;
using UnityEngine.UI;

public class SwitchPhotos : MonoBehaviour

{

public GameObject[] background;
public GameObject[] backgroundGRE;
public int maxIndex;

public int index;

void Awake()

{
index = 0;
maxIndex = maxIndex - 1;
if (index == 0)
{
background[0].gameObject.SetActive(true);
backgroundGRE[0].gameObject.SetActive(true);
}
}
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void Update()

if (index >= maxIndex)
index = maxIndex;

if (index < 9)

index = 9;
}
public void Next()
{
if(index<maxIndex)
index += 1;
for (int i = @; i < background.Length; i++)
{
background[i].gameObject.SetActive(false);
background[index].gameObject.SetActive(true);
backgroundGRE[i].gameObject.SetActive(false);
backgroundGRE[index].gameObject.SetActive(true);
}
Debug.Log(index);
}
public void Previous()
{
if (index>0)
index -= 1;
for (int i = @; i < background.Length; i++)
{
background[i].gameObject.SetActive(false);
background[index].gameObject.SetActive(true);
backgroundGRE[i].gameObject.SetActive(false);
backgroundGRE[index].gameObject.SetActive(true);
}
Debug.Log(index);
}
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