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EYXAPIXTIEX

&L va euYaPLOTHCM TOVG KaBMNYNTEG oL Kat cuykekpéva tov Kopro Xpuodotopo Ztoiio
OV OV EUMICTEVTNKE TO GLYKEKPEVO Bépa kot tov Kvpro Mmotida Iwdvvn yia v
apépliotn Ponbeta kot kabodnynomn tov mov pe fondnoav va Bpw AVcelg 6e Kpiotua onueia
g epyaciog.



ITEPIAHYH

H mopovoa epyocio emdidkel va efetdoel mmog 1 TPLoO1doTOT] HOVIEAOTOINOT Kol 1)
TEYVOAOYIOL NG EMALENUEVNG TPAYUATIKOTNTOG HTOpPOVV Vo, ypnoipomombodv yoo v
avdoeltn tov BoAddociov mepidiiovtog. Qg meployn HEAETNG emAéyOnke o AuPpakikoc
KOATIOG, VA (OC OVTIKEIHEVO LEAETNG YPTCILOTOMONKAY YVOGTA Whplo TG TEPLOYNG, OTMG 1
Towmovpa, N Zapdéra, o Képarog ko m Kovtoopovpa. H dwdwkacio mepilappave v
TPLGOGoTAT povtelomoinon avtov towv €0mv. [HapdAinia, avamtoydnke pior epopuoyn
EMOVENUEVIG TTPAYULOTIKOTNTOG, 1) OTOl0 EVOOUATMOGE AVLTA TO TPLCOICTUTA HOVTIEAD,
TPOCPEPOVTOG Mo OladPOoTIKY eumelpio exmaidocvong kot e&gpevvnong tov Baldoociov

KOGLOV TOL ApPpaxikoD.

¥t0 mloicwo G epyaciog Ommovpyndnkav tpiedidotato(3D) poviéda yapudv Kot
oLYKEKPLLEVA TEooEPQ €I0N OV €ival 1 KOLTGOHOVPA, 1) TCITOVPO, 1 GUPIEA KOl O KEPAAOG
eniong 0060nke ota poviéda €va €l0og kivnomg(animation). ‘Emeita avomtoyOnke o
epapuoyn emavénuévne mpaypatikdttoc(AR) mov oe cuvovaoud pe to 3D poviéda mov

dnpovpynnkay £govv oKomod v avadelen Barldcsiov tepBaiiovtog.

Ag&Eerc-kierond: 3D povrelonoinon, Eravénuévn Hpaypatikdétra, Epappoyn



ABSTRACT

This thesis aims to examine how three-dimensional modeling and augmented reality
technology can be used to highlight the marine environment. The Ambracian Gulf was
selected as the study area, while known fish species of the area, such as Sea Bream, Sardine,
Mullet and Goby, were used as study objects. The process involved the three-dimensional
modeling of these species. Additionally, an augmented reality application was developed,
which incorporated these three-dimensional models, providing an interactive educational and
explanatory experience of the Ambracian marine world.

Within the scope of this thesis, three-dimensional(3D) models of fish were created,
specifically four species which are Goby, Sea Bream, Sardine and Mullet. Additionally a type
of motion(animation) was applied to the models. Subsequently an augmented reality(AR)
application was developed which, in combination with the created 3D models, aims to
highlight the marine environment.

Keywords: 3D Modeling, Augmented Reality, Application
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1. Ewoayoyn

Tprodrvaotatn Movreronoinon (3D Modeling)

H tpodidotatn povielomoinon eivor 1 dwdikacio dnpovpyiag €vOg TPAyUOTIKOD 1)
(OVTOOGTIKOD OVTIKEWEVOL G €vav TPlodtdotato ikovikd koopo (Thilakanathan, 2016).
Avt n teyvikn, Pplokel epappoyn o€ SPOPovS TOpEls, OTMG TOV TOUED TMV
Bvteomayvidoidy, Omov M ¥PNON TOV TPIGOICTATOV HOVIEAMV &ivon Kpiown yio
onuovpyia peolotik®dv Koocuwv kKot yapoktipov (Thilakanathan, 2016). Eriong, otov
Topéa TNG oYedlaoNS TOV TTPOIOVTMOV, TA TPIGOLACTATO LOVTELD XPTCLLOTOIOVVTOL Y10l TN
onuovpyiol  EIKOVIKOV TPOTOTOT®OV, 7YoL TOV EAEYX0 TOV OWIOTACE®V KOl TNV
wpaypatonoinon toxoév oopbmwocewv (Thilakanathan, 2016). Axopo éva moapdoctypo
amotehel 0 TOMEOG TNG EKMAIOELONG, OTOL ONUIOVPYOVVIOL TPOCOUOIDGELS OPYOiwV
TOAE®V, OPYLTEKTOVIKOV EMITELYUATOV 1] IOTOPIK®OV YEYOVOT®V, TPOKEWEVOL VO

vrootnpi&ovv v exmaidcvon oe portntég apyaroroyiag (Thilakanathan, 2016).

Emnpocheta, n tpiodidotatn HovieEAOmMOINoT YPNOUYOTOLEITAL KOU GTOV TOUED TNG
WTPIKNG, €lTE Yo TN dtevépyeta dayvdcemv o€ acheveis gite yia TV ekmaidguon eorTnTOV
WTPIKNG GYOANG, HECH TPLodldoTatOV HoviEAwv ovipdmivav opydvev (Thilakanathan,
2016). AxoOpo, otov TOpEN TOV KOADV TEXVAV, Olvetar m dvvotdtnto Onpuovpyiog
EIKOVIKAOV £PYOV TEYVNG KOl OLVOIKNG OLUpOpP®onG Tovs. TELOC, TO0 TAEOV dladEOOUEVO
TAPASELY LD EPAPLOYNG TNG TPLOOACTOTNG LovTELOTOINOTG £ival 1] TOPOY®YN KIVOOUEV®OV
oyedilwv, e TV ¥pNoN KAmoov Aoyicpkov énwg to Blender, to Autocad, to Autodesk, to

Maya, 1o 3DS Max k.a. (FutureLearn, 2022).

YUVOMKA, M TPIOOIICTAT LOVIEAOTOINGT OVTITPOCMIEVEL IO TEYXVIKT TOL £QapUOleTon
og d1apopovg Topeic, pe Pacikd oKOTO TV OVATOPACTOCT) OVTIKEILEVOV 1| GLUBAVTOV GE
Tpelg dwotdoelg. H extevng ypnon g mepthapPdvel mowiles e@apUoYEG GE OAPOPES

Bropnyavieg, pe tig mo Kowvég va givar ow €Eng (FutureLearn, 2022):

® Biounyovia. Avamroéng Ioryvioiwv: Me v Ponbew g TPLoddoTOING
povteAomoinong divetar n SuVATOTNTA GTOVS TPOYPAUUATIOTES oty vidtwy (Game
Developers) va @TidEovv YopaKTnpeg, oKNVIKA, aKOUO Kot OAOKANPOLS KOGUOLG

ota Brvteomaryvidla Tovg.

12



o Tpiooisorory Extomwon (3D Printing): Amotekel 1t dwdikocic Omov n
TPLGOLACTATI LOVIEAOTOINGCT EMITPEMEL GTO. LOVTEAN VO LETOTPOTOVV GE (PUGIKA
avtikeipevo. Avtd ta avtikeipeva pmopet vo mokihovy amd amAéc pryovpeg £m¢ Kot
TNV KOTOOKELY] TPOCHETIKAV, EUPVTELUATOV KOl OVOTOUK®OV OVTIKEWUEVOV Y10l

YEPOLPYIKO GYESOOUO.

Ewova 1.2 3D ekTOm0on puog gryovpog PHE Gy TATOVTOL00
(yn:
https://www.popsci.com/technology/how-does-a-3d-printer-work/)

o Apyitextoviky (Architecture): Ot apyITEKTOVEG UTOPOVV VO ETOQEANOOVY amd TNV
TPIGOIAOTOTY LOVIEAOTTOINGT Yo TN dnuovpyiot VOGS HOVTEAOL KTipiov TPy amd

TNV TPAYLOTIKN TOL KOTAOKELT. AVTO TOVG EMTPEMEL VO £XOVV L0 OAOKANpOUEVN
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EWKOVOL TOV TEMKOD OTOTEAEGLOTOC YOPIC TNV OVAYKN Yol YPMULOTIKY damdvn Kot

TaVTOYpOva £otkovopeital ypovoc.

Ewéva 1.3 3D aneikévion and 1o 6)£010 TOV KTIpiov

(T:

https://sgodleyarchitects.com/3-reasons-to-use-3d-rendering/)

e Tpiooidotara  Kivoduevo Zyéowa (3D  Animation): A@od olokAnpwBel éva
TPLoooTaTO HOVTéAD, €vog Animator pmopel v avaAdfer v onpuovpyio
Kvoopevev oyediov. Avtd pumopel va eveouatmbel o Tavies, TNAEOTTIKES GEWPEC,
N okOUn Kot otn onuovpyiot CKNVIKAV, YOPOKTHP®V, Kol GAA®V oTowyEimV.

(FutureLearn, 2022).
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Ewoéva 1.4 3D Animation

https://www.vrhotwires.com/how-to-make-3d-animations-in-simple-ste

Erovénpévn Mpoypotikétnta (AR) ko epappoyég

I'a v mapovcicon evog 3D LoviEAOL GTOV TPUYUATIKO KOGLO, OTOLTELTOL 1) KOALEPOL LLL0LG
OLGKELNG Kot M ¥pNoN Hog epapuoyns pe dsvvatdtnreg Emavénuévng Tpaypatikdtmrog
(Augmented Reality - AR) (Pavlova, n.d). H emovénuévn mpaypatikotnto &ivar o
oLVVOLAGUOG YNEIK®OV dedopéEveV pall pe aiodntnpeg Kiviiong Tov TPayraTikoy KOGHOV
oe mpaypotikd xpovo. H 10éa g emavEnpévng mTpaypotikotntog dpyloe oty deKkaeTiol
o0V 1990 og gpgvvnTiKd epyactnplo. Amo v dekaetio Tov 2010 Kot pe TV 100y TOV
smartphones kot Tov tablets otnv kadnuepvoOTNTA LG VITAPYEL AOENGT GTOV BLopnyOVIKO

Kol KotavadloTikd evolagépov g AR teyvoroyiag (Linowes & Babilinski, 2017 ).

Yndpyovv 600 péBodoL TOv GLVOLALOLY TOV TPAYLAUTIKO KOGLO e ToV ymelokd. H tpdt
péBodoc, amattel T ¥PNOYN KAUEPOS LG GOPNTHS cLuokeLNG Omwg Smartphone 1 Tablet,
Kol Kamolo mpoypoaupa Onmuovpyiag evoc 3D mepiPdAiov. H dedtepn pébodog
emrvyyavetal pécw Euvmvov AR yvolov (AR Smartglasses), o onoia emtpémovy v
TpoPoAn} TOL YNEWKOV KOGUOL GE TPOYUATIKO ¥povo. Ot €QoploYES EMOVENUEVNC
TpaypoTIKOTNTOG avamtoocovtol pe eEedkevpéva Aoyiopkd mov vrootpilovv 3D
SUVATOTNTEG TOV EMTPEMOVYV GTOVS TPOYPOUUATIGTES VO, GLVIVAGOVV KIVOOUEVA GYEDLOL 1)
ymoeKkeg mAnpogopiec pe to mePPaiiov tov mpaypatikod koopov. (Linowes &

Babilinski, 2017).

M gpappoyn eravénpévng tpaypatikdmrag (AR) amotelel AoyIoHIKO TOL EVOOUOTAOVEL
YNELKO onTIkd mepteyopevo (m.y. Nxo, ewdva, 3D poviédla) 6to TPayraTikd mepPdAlov.
Ot gpopuoyég mov avomtvocovion Ue Asrtovpyieg AR ypnoyomoovvior 6€ d1dpopovg
KAAOovG ovumepthapfavopévov g ekmaidevone (my. Photomath), tov spappoymv
katavarotdv (my. IKEA place), ¢ vysovopkng mepibaiyng (m.y. HealthVu), g
onuoclog acedireag (my. iOnRoad), tov tovpiopod (my. WorldAroundMe), Tov
papxetvyk (m.y. HarleyDavidson) kot g yuyayoyiog (m.x. Pokemon GO, ¢iltpa oe
KAUEPES SLAPOPOV HUEGHOV KOWMOVIKNG OIKTO®ONG K.0.). Ot mo 0100€00UEVOL TOUEIS, OV

YPNOLLOTO0VVTOL EPOPLOYES AR TTEPLYpAPOVTOL GUVOTTIKE TOPAKATO:
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lotpixn Exmoioevon (Medical Training): H emavénpévn mpaypoatikdtto 6ivel v
duvaTdTTe GTOVG HAONTEG 1TPIKNG OYOAMNG TNV Agttovpyion €vOG €EOTAGLOV
LOYVNTIKNG TOROYPOQIOG €mC TNV EKTEAEGT GUVOETMOV YEPOVPYIK®OV EMEUPACEDY
(Behringer et al., 1999).

2yedaouos & Movtedomoinon  (Design & Modeling): Ov  opy1téktoveg
YPNOUOTOIOVV EPAPUOYEG ETAVENUEVIC TPAYUATIKOTITOS Y10, VO OTTTIKOTOU|COVV
T0L TEMKA TTPOIOVTA TOVG KOTA TN dnuovpyikn dwdikacio (Behringer et al., 1999).
Tovpiotikyy  Brounyavia(Tourism Industry): Eoeopuoyég AR mpooeépovv v
dvvatdtto o¢ TaSIOMTIKEG €Toupeieg va mopovotalovy oe Tovpioteg omnueio
EVOLAPEPOVTOS O TO PEPOG TTOL BELOVV VOl EMGKEPHOVV.

Exraidcvon (Education): Ot ekmoid€vTIKOl HITOPOVV VO YPNCLUOTOU|COVV L0
epappoyn Emavénpévng Ilpaypotwkdmrag (AR) v ™ diwdoackorio dapopmv
ponudtov. To mapddetypa, pmopovv va 06dEovv actpovopio mapovsidlovtag
o0TOVG MaONTéG vav AP YGPTN TOL NAlokoD cuatuatog. Emiong, pumopodv va
O0AoKOLY HOVGIKT TAPOVCIALOVTOG GE TPUYUOTIKO YPOVO TIG VOTEG TOV TPEMEL VO
naiovv o€ éva povoikd dpyavo.(Linowes & Babilinski, 2017).

Poyaywyia (Entertainment): Xinv yoyxaywyio cvvaviovpe epoapuoyés AR og
Bvteomayviola, Touvieg, oelpég axopa kol o€ PPAla. Avtég Tpospépovy TANODpa
duvatotNTeV, OTMG 1N dvvatdtNTa Yo kdmolov vo dwPdlet Eva Piio kon pe
xpNon wog epapproyns AR va dnpovpysitan 1 yevdaicOnon Ot £vag opaKTipog
Covtavedel. Xe Pwvreomoyvidla, 0 YOPOKTNPOS UTOPEl VO HETAKIVEITOL GTOV
TPAYUOTIKO KOGHO, evd pEow e@approyns AR o ypnomng PAEREL Evav dtopopeTikd
Koopo pe {oa, ktipla K.6., Omwg GuVEPN Kot 610 YvoTd Tapddstypa Tov Pokemon
Go.

AmoOnkeg Emiyeipnong (Business Logistics): Mg v ypnon AR yvaiidv Bonbaet
T0VG £pYalOIEVOVS OTIS OmMOBNKES ETAPEIDY VO PpioKOVV IO EVKOAT O10dPOUT| YL
t0. Tpoidvta mov Ba mpémer va otaAovv otovg meldteg (Linowes & Babilinski,
2017).

Awoaveuropro (Retail): Me  ypnon AR egpappoydv, o meldtng pmopel vo
OTTIKOTOGEL TO TPOIOV TOL TOV EVOLUPEPEL KOL VO TO TPOCAPUOGEL COLPMOVA LLE
TIG TPOTUNoel Tov. ‘Eva evdewktikd mapddstypo eivor 1 epappoyn g Harley
Davidson, 6tov 0 TeAd NG UTOpEl VO TPOGAPUOGEL TNV EUPAVIOT TNG LOTOCVKAETOGC
OV OKOTEVEL Vo ayopdcel, Tpocdidoviag v embounty| eppdvion (Linowes &

Babilinski, 2017).
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Teyvoroywkég Mpokinoeig ko E@appoyég otn Biooipn Aleia ko Yoatokarhépysero

[MapdAinio, M TOYKOGHIO KATOVAAW®GCN WOPLOV ®C TPOPN £YEl OIMAOCLOOTEL KATA TIG
TeEAEVTOlEG OEKOETIEG, ONUEIDOVOVTOS OVOAOYN aOENCT GTNV LOUTOKOAMEPYELDL KOL TN
onuacio g ywoo TV wapoyn yopidv kot Borlacowvov. Eropévog, elvar amapaitmtn n
vwoBémon vrevBuvev pefddwV VIUTOKAAAEPYELNG TOL GEPOVTOL KOl TPOGTUTEVOLV TIC
0aracoes. Movo pe ) Prodoun oiteio Kot TV VTEHOHLVN KATOVIAWOGCT YOPIKMOY UTOPOVUE
va dlac@aiicovpe v mpootacio ¢ Odlaccag, g {mng mov @uiofevel, kol TV

TOAOTIH®VY Baddooiwv Topav. (Bivown Avartuén, n.d.).

H teyvoroyio pmopel va dtadpapaticel Eva onUavtikd poAo otnv tpoodo Kot TV eEEMEN
Tov TOopén TNG aAlelag Ko voatokaAMépyelas. Ot texvoroyikés eEelilelg ovupdiiovy
Oetikd o moAloVC topels, Omwc M epoappoyn ocvotnuatov GPS (Global Positioning
System) Yo v wpocdopicpud akpipovg Béong ot Bdhacca ([lomaddmovrog, 2016). H
KOTOypaen Kol ovaAvomn Oedopévev pe Tn ypnon texvntig vompoovvng (Al) xo
Mnyoavikng Mébnong (ML) (AAe&iov, 2021) cvvelspépovv emiong otnv PeAtioon g
alelag. H teyvoroyio dopuvpopikng tapakorovdnong (Gould, 2023), n yprion acOnmpwv
v v Kataypoen dedopévov (Tamm, 2022), ko n epappoyn teyxvoroyiag 3D Stereo
Camera yio v vmoompién ¢ Proocyng aieiog (NOAA, 2023) cvuBdiiovv oty

OTTOTEAECUOTIKOTEPT] KO TTLO PLOGIUN OLOXEIPIOT TOV AAEVTIKOV TOP®V.

o Xvomuota GPS (Global Positioning System): 'Eva cvomuo GPS ypnowponoteitot
Yo v mopakolovdnon g 0€omng Tov aMeVTIK®OV oKap®V, fonbovtog £T161 6TV
BeAtimon ¢ mopaywyikdtTog Kot g acpaielng (ITaraddmoviog, 2016).

o Koataypaen kot AvdAivon dedopévev pe ypnon texvnmg vonuoovvng(Al) ko
Mnyavikng Madnong (ML): Xpnowomotovvion Kupiwg yio va TpoAéyouy Kot Vo
TPOTEIVOLV TNV KaAVTEPT Olaxeiplon amobepdtov kot topwv (Areéiov, 2021).

o Teyvoloyia Aopveopikng IapakorovOnong: Aappdvovpe ekOVEG amd d0pLPOPOVE
TOL UITOPOLV VO, YPNOIUOTONO0VV Y100 TNV TapakoAovOnon Bordociwv meploy®v,
TOV EVIOTMIGUO OAEVTIKOV OKAQ®OV Kol TV 0oEoA0yNon tov TePBUALOVTIKOV
ocuvinkov (TS2, 2023).

o Kotaypaer Aedopévov pe Xpnon AwOnmpov: H  ypnon oaweOnmpov
Bepurokpaciog Kot o&uydovov Ponbdel oty mopakoAovdnon TV TEPPUALOVTIKOV

cuvnkov ota vodtva tepiBaiiovta (ThisFish, 2022).
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Y KOO epyaoiag

H mapodoo epyocio emdubkel vo €EETACEL MG 1) TPIGOWACTOTH HOVTEAOTOINGN KOl 1)
Teyvoloylo. NG emOLENUEVNG TPAYLOTIKOTNTOG WUTOpovV va ypnoiomomfodv yia tnv
avadelEn tov Bordcciov mepiPaiiovtoc. Qg meployn MeAETNG emAéyxOnke o ApPpaxikog
KOATIOG, EVOD MG OVTIKEIPEVO LEAETNG XPNOLOTOMONKAV YVOGTA Ydplo TG TEPLOYNGS, OTWG M
Towmovpa, n Zapdéra, o Képarog kot n Kovtcopovpa. H dadwkacio mephdpupave v
TPIGOLACTATY HOVIEAOTOINOT OVTOV TV €W®V. TlapdAinia, oavartdybnke oo eQappoyn
EMOVENUEVIG TIPAYHOTIKOTNTOC, 1) OMOl0. EVOOUATMOOE OVLTE TO TPIOOLACTOTO HOVTEAC,
TPOGPEPOVTOG Ll Ol0OPOCTIKN eumelpio. exmaidevong kot e€epevvnong tov Boddcciov

KOGHOL TOL ApPpakikoD.
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2. OcopnTiko YnopaOpo

2.1 3D Movtelomoinon

H tpiodidotam povrelomoinon (3D modelling) eivor pia diadikasioo ypo@ik®y VITOAOYIGTH
Yoo T OMpovpyion (oG HOOMUOTIKAG avamopdoTacng VOC TPLGOIAGTATOV OVTIKEILEVOL 1)
oynpnotog ypnowonowmvtog e&edwevpévo Aoyopkd (Thilakanathan, 2016). H ymowokm
amOd00T] TOL QUGIKOD OVTIKEWEVOL OVOUALETAL TPIGOACTATO HOVIEAO KOl KOTO TNG
ONUIoVPYlOG TOL YPNOLOTOOVVTOL EPYOAEID KO TEXVIKES TPIOOUCTAUTNG LOVIEAOTTOINGNG
omwg n petakivinon (Move), n e€Eddnon (Extrude), n mepiotpoen (Rotate) k.o e moAAEg
TEPUTAOGELS KPIVETOL OmapaitnTo N TPOGHNKN ONUEIDV GTOV TPICOLAGTATO LOVTEAOTOUUEVO
X®PO T0oV, ToL ovopdlovtar KopveEs (Vertices) yio TV VTOSUPEST TOV TOADYOVOV KOt TNV
onuovpyia evog véov tprodidotatov aviikelpnévov (Khemlani, 2004). Ot téocepig Pacikés

KOTNYOopleg TG TPLOOAGTATNG HoVTEAOTOINGONG givat:

® VWireframe: Eivor pio okeletikny ovamopdcTocn OTOOLONTOTE GVTIKELEVOL TOL
npaypatikov ké6opov (Khemlani, 2004).

e Surface: Eivon n pébodoc eppaviong | mapovcioong otepedv ovtikelwévoy (Spatial).
(Khemlani, 2004).

e Solid: Eivor 1 vmoAoy1otikn) HovteAomoinon Tp1odldcTaTOV GTEPEDY OVTIKEWEV®DY. O
010%0¢ tov Solid Modelling eivar va dtacparicet 61t kGO empdveln efvor yeopetpikd
owot (Solid Modeling, n.d.).

e Sculpting (or Polygonal): Eivalr n xotnyopio mov oAokAnp®dvel 10 mOALYWOVIKO

TAEYLLO EVOG TPLOOIACTOTOV LOVTEAOL LE TTEPIMAOKES AETTOUEPELEG KOL VPES.

Ewéva 2.1.1 Wireframe (anyn: Ewova 2.1.2 Surface (mqyn:
https://it-s.com/what-is-3d-wireframe-modelin https://it-s.com/what-is-3d-surface-modeling/)
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Ewova 2.1.3 Solid (anyxq: Ewoéva 2.1.4 Sculpting
https://www.spatial.com/resources/glossary/what-is-soli | (wnyfq:https://formlabs.com/blog/practice-3d-sculpting-

d-modeling) custom-model/)

Ta Tprodidotata povtéda onpovpyndnkav pe v teyvikry tov Low Poly Modelling mov
onuaiver 0Tt €va povtédlo low-poly cuvnBmg meptypdeeTot ¢ Eva TPLodIIoTOTO LOVTEAD
pe yaunio apBpd mroivyovov. Ta moAdywva sivor yewpetpikd oynuata (cuyvé tpiyova n
TETPATAELPA) TOV GLVOETOLY Eva TOADYWVO ALY Ko givat vtevBuva yia T dnpovpyio
Aemtopepeldv oe éva Tprodldotato povtéro. O eumelpkds kavovog eivar O6tt 660
VYNAOTEPO elvar To TAN00G TOADYOV®Y, TOGO HEYAADTEPO Eival TO €MIMESO AEMTOUEPELOG
(Low Poly, n.d.) (Fisher, 2014). Ta migovektpato TOV TPOCEEPEL 1 TEXVIKT TOL low poly
modelling o€ oxéon pe v high poly modelling eivot Ta €€nc:

® [pnyopotepa  amoteléouoro:  Xovibmg  xpnoylomolovviol  yio  €koveg VR/AR,
oy viown, 010dpacTikég ekoveg 360° k.00 omdTe TPEMEL VO AmOTEAOVVTAL OO HIKPO
aplOpd moAVY®OVOV, (OGTE OTMOWONTOTE €PApPUOY| va pmopel va to emeepyaotel
ypnyopa (High-Poly Models Vs Low-Poly Ones, n.d.) (Fisher, 2014).

o FEbxoln Emelepyacio: H yeopetpio twv moAyOVeV Uopel va yivel apkeTd mepimhokn
Kot ypovoPopa oty enefepyasio e, omodTe piyvovpe Tov aplipd TV TOAYDOVOV GTO
TAEyPa Yoo o €VKOAES Kot YpNyopes mOOvVEG aAAayEC OV TPEMEL VAL YiVOLV GTO
povtéio (High-Poly Models Vs Low-Poly Ones, n.d.) (Fisher, 2014).

o iyotepn Ymoloyiotikn loyd: Ta low-poly povtéda oyediaong sivor feltictomotnuéva
Yy Gpeon N akOUN Kol TPOYUOTIKOD XPOVOL amdd00N, £XOVTOG EMOUEVMOS OTAY KoL
erappld dopn oe Ola ta otolyeio toug (High-Poly Models Vs Low-Poly Ones, n.d.)
(Fisher, 2014).
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2.1.1 Aopkd Xroyyeia kot Tpomor Avanmapdactacng 3D povréimv

-Aopikd otovyeio:

o Koupot (Vertices): O xopupog eivat Eva onpeio oTov YMPOo oL TEPLYPAPETOL LLE
X, Y, Z cvvietayuéveg.
Yuvoéoelg (Edges): Etvor pa ypoppn mov evavet 600 kopfoug.
Emdveleg (Faces): Elvar n emimedn meployn petald tpudv 1 mEPIGGOTEPMOV
KOUPwv, oL TEPLYPAPOVTOL OO GUVOEGEIS. AVOQEPETAL KOl MG TOADY®VO
(Fisher, 2014).

Edge | (e

FHCE . o vertex

Ewéva 2.1.1.1 Aopké otorycia

-Tpoénor Avonapdotaong:

e Polygonal Modelling: Xpnotiponotel kOpuPovg, cuVOEGEIS KOl EMPAVELES Yia
vo oynuotiost povtéda. Zyedtdlovral amd amld oyfuata HéEypL GOVOETO e TV
TPOCHNKN EMITAEOV GUVIECEMV KO KOUP®V.

e Curves and Surfaces: Eivolr ovykekpiuévor tomor 3D poviéAwv mov
exepalovtol pe podnuatikég cuvaptoels. Yapyovv dvo €10, ta Bezier kot
to. NURBS mov ypnoomolovv pia cepd and kKOpUPovg kot GUVOEGELS Yo VoL
oYNUaTicoVV Lo O100POu].

e Volumetric Modeling: Xpnoyomotelt €va 3D mAéypa(grid) yio va kabopicet
TIG WO10TNTES EVOG OVTIKEWWEVOL G€ onueia(points).

e Point Cloud: Eivotl éva cOvolo onueiov og évav 3D ydpo. Aviumpocwonedel
mv emedvelr evog 3D avikeévov. IlepiEyel tpelg cvvietaypéves mov
npocdopilovv ) Béom Tov avtikeévov, niong pmopel va mepExel EmMmALOV
mnpoeopia 6mwg RGB ypopa. (Liu et al., 2021).

e Procedural Modeling: I[1epiéyel éva civoro texviK®V yio Tnv dnovpyia 3D
HoVTEL®Y. Mepikég amd TIc TeXVIKEG aTEC elvan Ta Zvotipato(Systems), H
mopayyiky poviedomoinon(Generative Modeling) kot ta Fractals.(Adao et
al., 2016).
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2.1.2 Ilapayovres ™ 3D povreromoinong

UV Mapping

To UV mapping eivar n dadkacio avtiotoiyiong v dSlootdoemv g empdvelag evog 3D
povtédov oe éva  emimedo, yvwotd ¢ yoptng UV. To UV elvar apyikd mov
avTITpoo®neEVoLV Tovg dvo d&oveg U kot V og éva 2D texture. EQapuolet sewdveg, potifa
KOl YPOUATO OTIG EMPAVEIEG TOV HOVTEAOL, OIVOVTAG TOL WO O PECAICTIKY] KOl
Aentopepn epeavion. H dnuovpyia evoc UV avadewvoetl ) yeopetpio Tov LOVTEAOL,
AeTOVPY®OVTAG MG 00NYOS Yo TNV TOTOHETNON TOV VPOV GTIC EMPAVEIEG TOV. AgITovpyel
oav éva oxédlo, kabopilovtog Tig Béoelc 6mov Bo mpémel vo ePAPUOGTOVV Ol POQECS,
TPOKEUEVOD VAL YIVEL 1] KON TOV TPIOOIIGTATOL HOVIEAOD KOl 1 1G0TEIMGY| TOV GTO

eninedo 2D (UV Mapping, 2023).

Ewoéva 2.1.2.1 Baowké wapaserypo UV oto Blender
(mnyn: https://all3dp.com/2/blender-uv-mapping-simply-explained/)

Animation
To tpiodidiototo animation amotedel TV TEXVN TS ONUIOVPYING KIVOOUEV®V TPIGOLACTATMV

EIKOVOV péoa € Eva YynelokO TA0IG10. AVTEG O YPAPIKES AVATOPACTAGELS OTILLOVPYOVVTOL
pe TN xpnomn eEedkevEVoL Aoyiopukot 3D, cuvovdlovtog ontikd @€ Kot akpipn ¥povicuo.
Me avtiv ) O10dKocio, UTOPOVUE VO ONUOVPYHCOVUE OTOWONTOTE GKNVY|, amd £vav

XOPOKTPA PVTEOTOLYVIOOD HEYPL VO QVTOKIVITO GE [0l SLOPTLULGT, TO OTOI0 POIVETOL VL
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Kwveltaw oe évav Tprodtdotato yopo (3D Animation, 2021). Ot o yvwotol TpoOTOL Y100 VoL

y¥pNoonomoet kémotog pa 3D animated teyviky givat yio:

o Jepéc kor Toavieg: 3D animation ovyvld ypnouylomoleital yww T onuovpyio

KIVOOLLEVOV YOPOKTNPOV GE TNAEOTMTIKEG GEPEG KO TOVIiES. AVTN M TEYVIKT Umopel va
mpocomcel o aichnon  (ovtdviog ©GTOvG  XOPOKTNPES,  €VIGYDOVIOG TN
cuvaloOnuatiky ovvoeon mov dnuovpyeitat pe Tovg Beatég (3D Animation, 2021).
Buwvreoraryvidia: To 3D animation pmopei emiong vo avafobuicer v eumepio oe
Bvteomayvidla, mpoodidovtag po wo {ovrovhy aictnon kot evioyvovtag T Opacn
vy tov maiktn. EmmAéov, 10 tprodidotato animation pmwopet va ypnotpomomei yio
eWwhd e@é o TEPPOAAOVIO  EWKOVIKNG  TPOYUATIKOTNTOG KOU  EMOAVENUEVNG
TPAyHOTIKOTNTOG, Onpovpydvtag v aicnon o611 o maiktng  PplokeTon
EVOOUOTOUEVOS GTOV KOGHO TOL oy Voo G€ TPAyHatiko xpdvo (3D Animation,
2021).

Apyrtexrovikny kor Xyediaouog: To tplodidotato Kvovpevo oyxédle eEumnPeTovV
EMIONG OTN ONUOVPYIN PEOAMOTIKOV OMEIKOVIGEMV OTITIOV Kol KTIPI®V TPV amd TV
TPOYLOTIKY KOTOOKEDVT TOVC. X& CUVOLOAGHO UE EPYUAEID EIKOVIKNG TPOYLATIKOTNTOGC
(VR) xan gemavénpévng mpaypotikoétntos (AR), ot apyttéktoveg Umopovv akdoun Ko va
eloéABovv Kot vo tepiynBovv péca oto oxéold tovg. Avtd amoteAdel va ypNOIUO
epYOorEio Yo TNV akpiPr] TPOEWOTOINGN NG KATACKELNG, EVM TapAAANAa eEumnpeTel
TOVG OYEOOTEG ECMTEPIKNG OLOKOGUNONG, TOPEXOVTOS TOVG Ll GOPT EIKOVA Y10, TO

g Ba dStapopemBet Eva dwpdrtio (3D Animation, 2021).

2.1.3 Tegyvikn Avdivon Aoyiopik@v 7mov ypnoipomorovvror ywoe 3D

povtelomoinon).

Autodesk Maya: Kvpiog ypnowomotel 600 1poémOLS Yoo TV pHOVIEAOTOINGOT, TNV
noAvywvikn(Polygonal) kot tv NURBS. H moivyovikn pébodog ypnotipomoret
YEOUETPIKA oyfuota mov to emeEepyaldpacte yuoo vo @Tidéovpe 10 emBountd
arotédeopa. H pébodog NURBS ypnotpomoteitor yio opyovikd oynupote €mEOn
nepieyel Curves(kapmoreg). H teyvikn mov ypnowonotel to Maya yioo ypouoTo Kot
textures(veég) yw va dnuovpynBovv to Materials  ovopdaleton Shader. T'a tov
eoTiopd(Lighting) mepiéyet €61 TOmovg o1 omoiot eivan (Derakhshani, 2014):

o Ambient

o Directional
o Point
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o  Spot
o Area
o  Volume

e 3ds Max: Ilepiéyel moALovg TpdTOLG povteLomoinong dmwg Ta Primitives(mpwtdyovor)
mov  elvar  amAd  yeopetpwkd  oynuato(kopor, kOMvopor, mupapideg). Ta
Meshes(mAéypata) sivor oOvOeta aviikeipeva mov Exovv dnuovpyndel amd moArég
EMPAVEIEG TOAYOV®Y, cuvdedepéveg petacy tovg. Ta Patches(umoAmporto) sivor
Baowopéva oe Spline Curves mov pumopodv va T Tpomonotfodv ¥pnCILOTOLOVTOG
Control Points. Tao Compound Objects mepiéyovv Booleans, Scatter Objects k.o
xpNoonotovvtorl kKupiwg ywo v dnuovpyia Terrain(édapog). Ta Particle Systems
oL €lvol ovoTAHOTO OO WKPE  avVTIKEIPEVOL 7OV Ypnoipomotovvtal poll g
opdoa(group) (Murdock, 2012, #).

e ZBrush: 'Exyet i dwpopetikny pébodo povteromoinong m omoio givor pe to va
ypnowonotel brushes yio yAvmtikn(Sculpting), €161 propel omolosdnnote va TIAEEL
TOAVYWVIKE povtéda pe vynin avédivon.H teyvoloyia mov ypnoiponotei to ZBrush
ovopdletar Pixols ta omoia givan pixels mov datnpodv Tig TAnpoopieg Tovg 0TS TOV
npocavatoAcud(orientation) tovg kat to Pdog(depth) Tovg (Patnode, 2008, #).

e Blender: Xpnowonoel yeopetpwd oynparo(Cube(kvfoc), Cylinder(Kvivopog),
Kvrhog(Circle) k.a.) mov ovopdlovtat Primitives. Mg peBooovg eneéepyaciog 6mmg to
Direct Mesh Editing mov ypnowonotel epyoieia 6mwg, to Extrude, o Scale, to Rotate
k.0. Mio pébodog enelepyasiog Tov povrédov givor to Sculpting(yAvmtikn) mov divel
mv dvvotdmrta va Sopopewbel to povtédo pe vynAn axpifelo kot avaAivon.
Ynrapyovv dtdpopa epyareia yioo Tov ¢OTIGUO TG oknvig Ontwg to Point Light mov
etvanl éva onueio eoTdg mov aktTvoPorel mpog OAeg Tic katevbuvoels. To Spot Light
OV AETOVPYEL GaV KMOVOC, ONAON akTvoBoAel o évtova 6TV apylkn Tov Béon kot
Myotepo oty telkt|. To Sun Light mov pag divel v yevdaicOnon tov nAov oty
oknvi. I'la va ddcovpe ota aviikeipeva KAmolo ypaua xpnotponotovpe to Materials
ta. omoia eivon data-blocks kot mepiéyovv tpia idn shaders (Flavell, 2010, #):

o Surface: Opilel v gpedvion
o Volume: Bpioketat péca oto avrikeipevo
o Displacement: Opiletl v petatodnion g empdvelog(Surface)

Ymrapyovv ta Image Textures mov ypnNGYLOTOIOVV Ui EIKOVA TOL TNV EQAPUOovY oTa
avtikeipeva. ‘Evag tpomog v va epappoctovv Textures 6To avTiKeIPEVO ival Pe TO
UV Mapping 10 omoio &ivoar cav vo €xelg Mol €KOVO Kol VO, TEPITLAIYELS TO
avtikeipevo pe avtrv. To Blender pag oiver v dvvatdmta va dnuovpyficovue
Animation. '‘Evag tpomoc va ¢tioytel eivor pe armature mov AELITOVPYoUV GV KOKKOAN
kot gpapudlovion oto povtéro. Ta Armatures pmopodv va kKivnBodv 6tov ydpo Kot
pall tovg to povtéro. AAlol Tpdémot animation oto Blender eivor pe v yxpnon
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Lattice, Markers, Motion Paths k.a. ['ta 10 TeMKO amotéAecpa TG oKNVNG LITAPYEL N
dwdkacio Tov Rendering n omoia maipvel Ta povtéda, TOV @OTIGUO Kot TO animation
epOcoV VIapyet kot Pydalet v ewova N to Pivteo. Ymapyovv dvo tpémot Rendering
oto Blender mov givau:

1. Cycles: Eivol daviko yuo pealotikd amoteAéopato. Xpetdletar peyaAltepn
VTOAOYIOTIKT oYV omd dAAeg neBddOVG OALG To. amoTeEAEGOTA TNG fvan TTO
aKpPéc.

2. EEVEE: Eivol Real-time render punyovn mov eotidlel kupimwg oty todnTa
TOV ATOTELECUATOV.

2.2 Eravénpévn Hpoaypotikotntae (AR)

H eravénuévn npaypatikétnta (AR) eivor n xprion tAnpo@opidv og mpayuatikd ypovo e
TN HOPON  KEWEVOL, YPOOIKOV, MNYOV KOl GAA®V EWKOVIKOV PEATIOCE®V OV
EVOOUATMOVOVTOL LE OVTIKEIIEVA TOV TpayUatikoy koopov. H ovykekpyévn teyvoroyia
dtvel otov ypnotn TV SvvaTdTTA Vo GAANAOETIOPA e Tov Tpaypatikd kocpo (Linowes
& Babilinski, 2017), eEelicoetan cuvEyela Kot eivat TAEOV amd TIC KUPLEG AEITOVPYIEC GTOV

TOpEN TNG TEYVOAOYING.

2.2.1 Tomor AR
H teyvoloyla AR mepihapfaver didpopovg tHmOVE mov emAEyovtal avAAoyo HE TIG
OTOLTHGES TOV LAIKOD Kot Tov Topéa pappoyns. Kamolor and tovg mo dtadedopévoug

TEPLYPAPOVTAL GTT] GUVEYELOL.

1. Marker-Based AR (AR Baowlopevo oe Agikteg): Xpnoonolel otoyovg oTov
TpAyHaTIKO Ydpo, dmwg ewdveg (Image Targets), mov 6tav aviyvevBovv amd v
KOUEPO TNG GLOKEVNG, TOTOOETOVY YNPLaKA ovTIKEipeVa oty Kabopiopuévn Béon.
(Linowes & Babilinski, 2017).

e Marker : O Boocikdg TOTOG 6TOXOV, CLVNOMG GE TETPAYWOVO GYNLLOL, TEPLEYEL
éva amAd weptypapLoL.

o Coded Marker: Tlapopolo pe tov Marker, emtpémnel m ypnon Tov 1010V
OVTIKEWWEVOL o€ dldpopa ypopato 1 oynuato. Me avtd tov Tpomo,
kepdiletal o ypdvog mov Ba ypelaldtav vo oyxedidoovpue 1o kabe Marker
EexmploTd.

o Multi-Targets: Emupéner ) xpnon mePGGOTEPOV amd £vav  GTOYO

TAVTOYPOVA Yo SNUIOVPYiL GXEGIOV 1] LOVOTTATION OO OVTIKEILEVA..
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® Text Recognition: Avayvopiletl kot petappalet To KEIPEVO G AVTIKEILEVO.

o Simple Shapes: Avayvopilel Pacikd yeoUETPIKAE oyuata Kot To aALACEL pe
1o KaBopiopéva avtikeipeva. o mopddsrypo av avoayvopiost €va koo,
UTopEl v EPOAVIGEL L0 VTOVAATO pOVY®V.

e Spatial Mapping: Avayvopilet OAOKANPO TPAYHOTIKA HOVTEAD N
OVTIKEIPEVO KOt To HETAPPALEL OTOV YNOLOKO KOGHO Yol Vo T TEL o
oAOKANPY yMoerokn oknvr. (Shrestha, 2021).

2. Markerless AR (AR Avev Asiktov): Xpnotponotel teyvoroyiec dmwg GPS, QR
KOOIKES N oloONTNPEG Y100 TOV TPOGOOPIGHO TNG BEoNG KOl TOL TPOGAVOUTOMGIOD
TOV XPNOTN, KUPIMG XPNCLOTOIOVUEVN o€ epapLoyES TAofynong (Peddie, 2017).

3. Wearable AR (®opnté AR): Xpnowonoweli popntég cvokeveg Ommg E&vmva
yoold (Smart Glasses) M axovotikd (Headsets), epopavitoviag wynoeloxo
TEPLEYOUEVO GTO OMTIKO EdI0 TOL ¥pNoTh, cvvnOwc pe dapaveic 006veg (Peddie,
2017).

4. Superimposition-based AR (AR pe Yzmep0étnon): Zvpmepthopfdvel gcovikd
OVTIKEILEVO, OYOMACUODS KEWEVOV 1 YPOPIKO TOL GLVUTAPYOLV HE TOV
TPAYUOTIKO KOGHO, EVPEMS YPNOLLOTOIOVUEVO, GE  SLOPNHUOTIKEG KOUTOVIES.
(Peddie, 2017).

5. Recognition-based AR (AR pg Avayvapion): Avayvopilel aviikeipeva 1) GKNVES
GTOV PLGIKO KOGHO Kol TPocHETEL Yyne1okod meplexopevo pécm pag AR epappoyne,
oLVNO®G  YPNOUOTOIOVUEVT] GE  EYYEPIOD, TPOGOUOIDCEL EKTOUOEVLONG KoL

ontikonoinon npoiovtwv. (Peddie, 2017).

2.2.2 Yvokevég AR

- Kwntd mAépova 1 thumiet ypnoipwonoodv v teXvoroyia ¢ emovénuévng
TPOAYUATIKOTNTOS HE TNV XPNON TS KAUEPES TOVG Yia Vo arafavaticouy Tov TPoyroTikd
KOGLO Kol Vo TO GLVOLAGOLY UE YNElokd oavtikeipeva., Kamolo amd ta xopakmmpiotikd

Tov €yovv ot Kivntég cuokeLES Yo AR givan (Linowes & Babilinski, 2017, #):

e 006vn aeng Yo TV gicodo TAnpopopioc.

o Mmnpoc-nicew Kduepa

e CPU(Kvprog Eneéepyaotnc), GPU(EneEepyaotng ypapikav), Mviun

o AwcOnmpeg kivnong O0nmwg 10 yupookomo(Gyroscope) Yo TEPIGTPOPIKY|

Kivnon kot to enttayvvolopeTpo(Accelerometer) ylo TNy YpOoUUKY Kivnon.
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- Ta yvaMd emovénuévng mpaypatikdtTog 1 oAMOS o smart glasses amgikovifovv péco
QUTAOV TOV YNnOkd KOGHO 7oL €xel ¢Tiaytel pécm kdmolov vmoroyiot. Exovv o
see-through 006vn mov avapyvioel 10 g amd TOV TPAYUOTIKO KOGUO HE TO EKOVIKO
avtikeipevo. Emiong 660 meptocdtepo gmg £xel n mePLoyn Yup® HoG T0c0 KaAvtepa Oa
eoaivovtal To avtikeipeva péom twv yvalmv. Yrapyovv ta AR Headsets mov £yovv ta AR
YOOAd Kol 68 GLVOLAGHO pe KAmolo hardware ta ¥PNGUYLOTOLOVUE Yo VO UTOPOVLE VO

KivnBovue otov ydpo. Tvmikd o Headsets mepiiapfavouvv (Linowes & Babilinski, 2017):

® OnTiKO QUKO LLE CLYKEKPIUEVO OTTIKO TTEDIO
e Mmnpootd Kdpepa
e AwcOnmpeg BaBoug yia eviomopd BEomng Kot avayvadpion xeptov

o Miwpoépwvo

2.2.3 Avantoén E@appoyov AR

o Teyvohoyion ARKit: Eivar 10 mhaicto avantuéng AR yuo kivntég cuokevég g
Apple. Me v ypnomn g kdpepa Tov cvokev®mv kKot pe to ARKIt pog diveton 1
dvvatdtTo va. dnuovpyncovpe 2D kot 3D ekovikd mEPLEYOUEVO YO oL KOAN
eunepio mpog tov ypnotn. H dapopd tov ARKit oe oyxéon pe dAio miaicwo
avamtuéng AR elvan o1t mepiéyer ta markerless tracking(AR diywg Odgikn).
Xpnowonoteitor yoo TV OnMpovpyio. KATowwy emoji Tov €PapUOYES OTWS TO
iMessage kot to Facetime ypnowomnowovv. To IKEA emiong ypnowomnotel otnyv
epapuoy tov IKEA Place yio v omewovion Tov ydpov kot v mhovn
tonofétnon Kamowov enimlov. Ot teyvoroyieg micw and to ARKit eivan (Language
& raywenderlich.com Tutorial Team, 2022, #):

o AVFoundation: EA&yyel Tig 1600006 Kot £600v¢ Nyov Kat Pivteo.

o CoreMotion: Aviyvevel TNV Kivnomn TG GVCKELTG GTOV YMPO.

o CoreML: Mg v Bonfeio pnyavikng péddnong(machine learning) evromiCet
TG EMPAVELEG TOL Ba pmopel va TomobetnBel KAmo1o avTikeipevo.

e Teyvoroyio ARCore: Eivor 1o mAaicto avamtuéng AR ¢ Google yuo kivntég
ovokeLEg pe Aettovpyikd Android. To ARCore mepiéyet arcOntipa kivnong yio tov
EVTOTMIGHO B€omG otov Tpaypoatikd kKocuo, AwsOntipo yw to mepiPdAlov mov
aviyvevetl 1o péyebog kat v Béon OAwv tev emeaveldy (Grubert & Grasset, 2013,

#).
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e Vuforia: Eivar Software Development Kit(SDK) yia v dnuovpyia epappoydv

eravénpévng mpaypatikotroc. [lpocBéter Aettovpyieg Omwg v avayvopion

EIKOVOC, OVTIKEWUEVMVY, KO ETIPOVEIDY Y0l TNV OAANAETIOPOGT TOV TPAYUATIKOD

Koopov pe tov ymoewokd. H ypnon g Vuforia péom g Unity vrootpilet v

avamTuEn eQapuoy®dV Yoo TOAAEG mAaTEOpueg Omwg Android cvokevég, 10S

ovokevég kot Windows 10 ocvokevég. Me to mov gykatactabel n Vuforia og

Kkamowo epappoyn g Unity tote pog diver tnv dvvatdtnta e kdpepoc AR mov

pmopel va aviyvevcel dtipopovg otdyovg(markers) dmwg:

o Image Targets: Aviyvevel eninedeg eKOVEC.
o Multi Targets: Aviyvevel mapoandve amd £vo 6TOYX0 TopdAANAQL.
o Barcode Scanner: Evrtomiler Barcodes yia kdmowo Aettovpyio otnv AR
gpappoy.
o Model Targets: Evromilel avtikeipeva Pdon TovV YEOUETPIKOV GYNUATOV
TOVG.
2.3 Unity 3D

[No ™ dnuovpyia epappoydv Ermavénuévng Mpaypatikomrag (AR), cuyva ypnoipomoteitot

10 Aoyopkd Unity, po mavioyopn unyovn Ypaeikov mov kKukhoeopel ard 1o 2005. To Unity

3D omoteAel Pocikn emAOY] Yo TPOYPOUUOTIOTEG, TOPEYOVTAG €VUKOAN TPOCPacT o€

epyoreio avamtuéng mayyvididv (What Is Unity, 2023). To ev Ady® A0YIGHIKO EKPETOAAEDETOL

to AR Foundation, 10 omoio evoopatover ta ARCore kot ARKit. Avtd ta epyoreio

amotelobv Pacikd epyareia avamtuéng epapuoyov Emavénuévne Ipaypatikotroc (AR),

Kot wap€yovy TN duvatdtnto dnuovpyiog epoapuoydv AR yo mepipdiiovta t6c0 Android

660 kot iI0S. Mécw avtdv TV epyareinv, 0l TPOYPOUUATIOTEG HTOPOVV VO TPOGAPUOGOLV

TO YNOLOKO TEPLEYOUEVO TV EPAPLOYDV TOVG GTOV TPOYHOTIKO KOGHO, AapuPdvovtag vmoyn

TOV QOTICUO KOl TIG KAUEPES TV GLOKELMOV. AVTO EMTPEMEL TV SNUIOLPYIO TLO PEAAICTIKMV

Kot aAnfopavav epmepidv AR yuo toug ypnotes (AR Engines — Unity, 2023).

2.3.1 llepparrov Epyaciog

To ypapikd mepiBdAiov tov Unity 3D oyedldotnKe ®OTE VO TPOCPEPEL GTOV

TPOYPOUUOTIOT] U0 KOAG Sopnuévn Kot €LEMKTIN TAATEOPUHO Yoo Tn Onuovpyio

eQaproydV kot moyviotdv. Ot duvatdtreg tov Unity 3D emtpémovv 6tovg onpiovpyodg

VO OVOTTOGGOVY TOIKIAEG EQOPUOYEG, OO ATAEG TPOCOUOIMGELS LEYPL GVVOETA Oy VidLo
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Kol €QapUoYES emavénuévng mpaypoatikomtoas. Ta Pacwd otoryeio ToL  Ypopikov

nepPdAlovtog araptiloviat amd To TapakdTe Topdbvpa (windows):

1. Hierarchy (Iepapyia): Amoteiel Tov kotdhoyo OAwv twv GameObject mov
TEPLEYEL 1 OKNVI]. ATOOEIKVVETAL OVCLACTIKO €pYaAgio yio TV Tavounon kot
OULOOOTOIN GO AVTIKEUEV®V, OIEVKOADVOVTOG £TCL TN OLOYXEIPIGT) TOV TEPLEXOUEVOV.

2. Scene View (IIpopoin Xxknvg): IIpocpépel onTIKOTOINGT TOV AVTIKEIWEVOV GTOV
eneEepyaoTn, EMTPEMOVIONG EMIAOYY, YEPOAYDOYNOT KOl TPOTOTOINGT SopOpwV
oToLEl®V OO KAUEPES, YOPOUKTNPES, POTIGLOTL K.4L.

3. Inspector Window (IlapaBvpo EmOsopnt): Epeavilet 11 1010 18G OAOV TOV
OVTIKEIWLEVMV GTOV ENEEEPYAOTN, OIVOVTOG AETTOUEPT] EAEYYO KOL TPOCAPLOYY].

o Lighting Window (ITapdBvpo Pwticpov): Emurpémer ™ povOuon tov
QOTIGLOD GTN GKNVY, EVIGYVOVTAG TN PEOAGTIKOTTO TV YPUPIKOV.

4. Project Window (ITapdBupo "Epyov): Tlepihappdver évav opyavopévo KoTtdAoyo
pe 6Aa T apyeia tov project, PonddvToc 6TOV EOKOAO EVTOMIGUO KOl TN dlaXEIpLon
TOVG.

o Script Graph (I'pdonua Zevapiov): Ztéketar oty kopdld  TOv
TEPPAAALOVTOC TPOYPAUUATIGHOV, dlELKOAVVOVTAS TN dNAWON peTAPANTOV
KOl TOV TPOYPOLULOTIGHO AELTOVPYLDV.

5. Simulator View (IIpoPoir} IIpocopoivong): Ilpoceépsr  peaioTikn|
TPOCOUOIMON TNG EPAPUOYNG G€ €mBuuntn GLOKELY, PE duvaTdTNTO PYOUIGNG
OVOAVOTNG KO TTPOGAVATOAGLOV.

6. GameObject (AvTikeipevo): AVTITPOGOTEVEL TO GUVOALO OA®MV TOV OVTIKEWEV®V

™G EPAPUOYNG, TEPIAAUPAVOVTAG XOUPAKTIPES, POTA, KAUEPES KOl EWOKE EQE.
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Ewéva 2.3.1.1 Baoiké ypagiké wepipdirov yia AR gpappoyég

‘Eva axopa Bacikd otoryeio tov ypagukov mepipdAiovtog tov Unity amoterel | Asttovpyia
Build Settings. To Build Settings eivalr mpooeéper 1t dvvatdTo €mAOYNG NG
TAoTeOpUaG oty omoia Oa avamtuyBel 1 exdotote papproyn. H emioyn avt) kabopilet
Tov TpdTO e ToV omoio 1 epapuoyn Ba Asttovpyel o€ S14POPEG CLOKEVEG KOl AEITOVPYIKA

GLCTNLOLTOL.

Katéd mv avantoén pog epoppoyns, o mpoypappatiotg ypnowonotel to Build Settings
vy vo, opioetl mola TAateOpua Oa etvar n 6tdOY0G Tov TEAMKOV build g epappoyng. Ta
napadetypa, umopet va emAaégel Android edv otoyevel oe cvokevéc Android, i10S Yo

ovokevég Apple, 1 dAdeg TAOTPOPLES AVAAOYA LLE TIG OVAYKES TOV £PYOV.

H emloyn m™m¢ oot mAoteopupoag €ivol ovcldong Yo TN GmOOTH AETovpyiot TNg
epapupoyng oe odpopeg ocvokevés. EmmAéov, to Build Settings emitpémer 1 pOOuon
dpopwv Tapauétpov oxetikd pe to build, 6mwg o Pabudg cvumicong, ot pvbuicelg
QOTIGUOV, Kol OAAEC ONUAVTIKEG TOPAUETPOL TTOVL €mNPEAlOVY TNV OomdO0CT Kol TNV

EUQAVIOT) TNG EPAPUOYNG.
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r__:] Windows. Mac, Linux B3 .
cHn Dadecated Sorver
-

fuikd And Rin

Ewova 2.3.1.2 Baowké mapdBvpo tov Build Settings

2.3.2 IIpoypappatiopnos kor Avartoén

H mhoteoppo Unity moapéyet 600 dopopetikohs TpOTOVS dnovpyiag cevapiov (scripts):
to Visual Scripting kot ™ ypnon g yAdcscog mpoypoppoticpod C#. To Visual Scripting
amAomotel TV dadikacio dnpovpyiog AOYIKNG Kot Gevapiov Yo oty viold 1 epaproyES,
e€odeipovtag TV avdykn yio ypaen kddua. Avtd kabiotd to Visual Scripting 100viko yio

oYEOAOTEG YWPIG TPONYOVUEVT] EUTELPTIC GTOV TPOYPUUUOTIGHO.

¥to Visual Scripting, ta cevéplo onmpovpyovvion pe ) ypnon kouPov (nodes), mov
TPOCOEPOVY 0L OTTIKN] TPOCOUOIWCN 1TNG TPOYPUUUOTIOTIKNG Aoyikng. Emumiéov,
YPNCLOTOLEL YPAPIKA GTOLXEID TTOV AVOTAPLGTOVYV GUVAPTNGELS, TEAEGTES Kol LETAPANTEG,
0l 0moieg oLVOEoVTaL PETOED TOVG HECH BuPMV TOL VIAPYOLV GTOVG KOUPOLG. ALTA M
TPOGEYYIoN  avtikafiotd TV avaykn Yoo ypaen K®OKo o€  KAmow yAm®ooo

npoypappaticpod (Unity Visual Scripting, n.d.).
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o tov mpoypoppatiopd oe yhoooa C#, m miatedpua Unity cvvepydaletor pe to
Aoylopkod ovyypagng kmowo Visual Studio. Avtd mapéyel mpdécPaon ota C# Scripts, Ta
omoio. GLVOEOVTAL OVTOUATO HE TIG €0MTEPIKEG Asttovpyieg ¢ Unity péow g kKAAoNg
MonoBehaviour. Ta C# Scripts propovv va cuvoefoiv pe Eéva GameObject kot vo opicovv

TIG EVEPYELEG TOV, OIS Kivnon, TeEPLoTpoPn, K.4. (Scripts, n.d.).

2.3.3 I'pagwka, "Hyog kot Kivnon

- Shaders: Extelovv podnuatikodg vroroyiopovg mov kabopilovv ta ypodpato twv pixels
mov PAEmovpe kol mwpaypatomowohvial otov  emefepyootn  ypoeikodv. Xinv  Unity
ypnowonowovue ovvnbwg ta Shaders pe wdmola avtikeipeva(Objects). H Unity pog oivet
dLapopovg TPOTOVS Yo va. ypnopomomcovpe éva shader 6mwg pe to Shader Variant mov
nePEYEL o cLALOYY amd shaders mov pmopovpe vo Tpocshécove oty epapproyn pog. Exet
1o Shader Asset mov givat éva apyeio keypévou kot epoppdlet ta shaders péow Tov KOdKA.

- Visual Effects: E1dikd epé otnv Unity pmopovv va epappocstodv o Kapepes, GameObjects,
eoto K.0. Mepikd and ta €€ eivan (Lanzinger, 2022, #):

e Particle System: Eivat 1dovikd yio 6tav Béhovpe va mpocsBEécovple KUmoo @
nov givar vypo(liquid), ta cvvvepa(clouds), kanoteg poTiég(flames). Aivel ota
epé (o kivnon ko deiyvouv mo aAnbogav).

e Trail Renderer: Anuovpyel o dadpopn mov akoAovBei évo GameObject
KAvOVTAG TNV Kivnor Tov mo aAnbopovn.
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e Projector: Xpnowonoweitor yuo v dnuovpyio €pé€ OTMG TIG TPVTES TOL
pmopei va dnpiovpynbovv and ceaipeg 1 omd CKAWILO TOV YOUATOG LE KATO10
QTLapL.

Splines: Anpovpyovv éva povomdtt mTov propovv vo tonofetnBovv ta GameObjects
Kol VoL ONUOVPYELTOL 1) KIVION TOV OVTIKEWLEV®VY GE QVTO.

Sound: H pnyovn ypagikdv Unity vrootnpilel dtapopeTikohs TOTOVG YOV OTMS £vol
KAvoVIKO Tpayovudt oe popeny WAV,MP3 k.a. mov Oa mailer otqv oxmvi pHog, €va
Sound Effect (SFX) mov pmopovpe vo 1o Tomofet|Gove 6€ KATOW0 OVTIKEILEVO TOV
Oa avamapdyel Tov o mov BEAoVLE.

Animation: H Unity mepiéyet 600 cvotiuato animation pe 1o éva vo ovopdleton
Mecanim Kot mepéyel T0 OVTIKEIEVO animation(animation component) mov 6o
tomofetnBel oto avrikeipevo mov B€lovpe vo €xer kivmon kKo mepiExel 6vO
napdaBvpo(Animation Window, Animator Window) yia tnv puOuion tov Kivioewv. O
devtepog tpoémog eivar 1o Legacy Animation mov ypnoipomolel éva animation

component.

3. Xyeowoopog ko Avantoln

3.1 Xyedwaopog 3D Avrikeipévov

3.1.1 Tgyvikég kan Epyoieia

Mo v dnuovpyio tov povtédmv ypnopomomdnke n teyxvikny tov Low Poly Modeling
ONAaodn €xovpe oyfuato yYopunAng yeouetpiog. EmAéyOnke emedon elvarl mo €dxolo Kot
YPNYOPO GTNV LAOTOINGN TOV, €ival To gAa@pl otV enelepyacia yio TNV VITOAOYICTIKT
1oy Kol ylo TNV epapuoyn dev ypetalopactay VYnAng aviivong Aemtopépetac. H teyvikn
OV YPNGILOTOMONKE Y10 TNV EVEOUATOOT TNG EIKOVOS TOV YAPLOV OTO LOVTEAL Eivor e
to UV Mapping kot emiAéyOnke AOY® ™G gukoAiog Yoo TV vAoroinon tov. To 6tddto Tov
Animation éywve péocm Armature kot cvykekpiuéva pe Bones yio va @tioytel 0 oKeAETOG

TOV Yoplov Kot va eAEyyel to kaBe Bone molo onpeio Ba kveitat.

Mo mv tpredidotatn (3D) poviehomoinom, emiéyOnke to Aoyiopukod Blender. H andpaon
avt Pooiotke ektd6¢ and TV TANOOPO  SLVOTOTATOV MOV TPOGPEPEL  GTOV
TPOYPOUULOTIOTH), KOl OTNV €VKOA{D. HAONONG TOL TPOYPAUUATOS GE GUYKPION HE OAAQ
dwbéopa Aoyopkd. To Blender diakpivetor yio Tov mAovTo TV S100Ec1umv pabnudtov
(tutorials) mov mpooEépel, KabloTOVTAG TPOGLT TNV eKpAOnon tov. EmmAéov, evepyd
@OPOVLL GLUUETOYNG OTOTEAOVV TOAVTIUN TNYN TANPOPOPLOV Yoo TNV Katackevny 3D

LLOVTEAWV.
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Ewéva 3.1.2 T'pagiké nepripairrov Blender

3.1.2 Awwdkacio Xyeo10.6pLo0

H Swdikocio oyedtacpod mepthapufove tn CLAAOYY EIKOVOV TEGGAPW®V JLUPOPETIKMV
€OV YOPIOV, YPNOLOTOIDVTOS TIS MG TAPAdElypata Yo TV ovantuén Tov 3D povtédmv.
2T GLVEYELD, YPNOYOTOLDVING TIS EIKOVEG MG OvOoPOPd, okoAovOnce 1 dwadkocio
onpovpyiog 3D poviélmv Tov yopldv, divoviag onUacio 6TIG AETTOUEPELES, TO YPDLUATOL
Kot Tn SO MGTE VO TOPOUEIVEL TOTH N ATEWKOVION TOV TTPAyUATIKOV Yapov. 'Eretta,
epapuoomnke N te}ViKN tov UV mapping yia ) cwoth aviietoiyion tov 2D eikovov otig
3D em@dveleg T@V HOVIEA®VY, EMTLYYOVOVTOG OUOWOMOPON Kot peaMoTtikny oyn. Télog,
evoopatodnke N tevikn tov Animation ota 3D povtéda, mpocdidovtag (wvtdvia kot
(QLOIKOTNTO OTNV OMEKOVIOT] TOV Yopldv. Me avtiv 1 dwdikacio, Onpovpynoape
peadotikd 3D poviéda yapudv, pHE OKOTO TNV EVOOUAT®GY] TOLG GTNV EQPOPUOYN

EMOVENUEVIG TTPOLYLOTIKOTITOG.

X13010 cVALOYHE VAIKOV

270 TPOTO GTASLO TNG OLAUOIKAGIOG GYESIAGLOV, TPOYUOTOTOWCALE TO PO TNG GVAAOYNG
EIKOVOV 0mtd TEGGEPA O1POPETIKA £10M yaprov. Katd m didpkela oavtng g ovalntnong,

KaToypayape €vo EKTEVEG VAIKO €lkovoypdenong pe mowkiiia yoviov Aqyng. H emhoyn
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TOV EIKOVOV TPOYLOTOTOWONKE LE YVAOUOVO TNV VYNAN TOOTNTA KOt TIG AETTOUEPELES TTOV

Katéyel Kabe pio amd avtés.

Ewéva 3.1.2.1 Torwovpa
https://allabout.fish/tsipoura/

Ewova 3.1.2.2 Zapdéha
https://www.psaria.eu/2015/07/blog-post_41.html

Ewova 3.1.2.3 Képarog
https://www.aliamvra.gr/kefalos-amvrakikou/

Ewéva 3.1.2.4 Kovtoopovpa.
https://www.hellasfishing.gr/% CE%BA%CE%B
F%CF? F%84%CF%83%CE%BF%CE
%BC%CE%BF%CF%8D%CF%81%CE%B1/

2TA010 NOVIELOTOINGTC

210 otddo Tov modeling, ypnoipomombnke 1o Aoyiopkd Blender yuo ) dnpovpyia Tov

3D povtédlov tov yaplov. H dadikacio tepirapupave mpdTov v mpocshnkn evog Mesh

tonov Cylinder, 10 onoio aviumpocmnedel Eva TAEYLA SYNUATOV IOV givol TPOGAPUOGILO

o€ JLAPOPO. GYNLLOTO. XTI GUVEYELD, EVOOUATOONKE 1) EIKOVA TOV EMOLUNTOV LOVTEAOV MG

VOPabpo, dSnovpPy®OVTAG EVa aVTLYpa(po akpP®g amd TAve® ToL.
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https://allabout.fish/tsipoura/
https://www.psaria.eu/2015/07/blog-post_41.html
https://www.aliamvra.gr/kefalos-amvrakikou/
https://www.hellasfishing.gr/%CE%BA%CE%BF%CF%85%CF%84%CF%83%CE%BF%CE%BC%CE%BF%CF%8D%CF%81%CE%B1/
https://www.hellasfishing.gr/%CE%BA%CE%BF%CF%85%CF%84%CF%83%CE%BF%CE%BC%CE%BF%CF%8D%CF%81%CE%B1/
https://www.hellasfishing.gr/%CE%BA%CE%BF%CF%85%CF%84%CF%83%CE%BF%CE%BC%CE%BF%CF%8D%CF%81%CE%B1/

Ewova 3.1.2.5 Ewoéva 3.1.2.6

Shift + A — Mesh — Cylinder Anpovpyia pooOikn swkoévac yaprov Tov Ba dSnpiovpynOei.
KVAivdpov 670 Blender.

Xpnowonowwvtag ta epyareio petakivinong (G), mepiotpoens (R) ko eEdbnong (E),
npocappoctnke 1o Mesh tomov Cylinder ota YopakINPIGTIKE TOL EMAEYHEVOL LOVTEAOVL.
21 ovvéyela, onpovpyndnkav ta mrepvylo ypnoyonotdvag éva eminedo (Plane), ovti

YL KOAVOPO, TPOGIISOVTOG EAAPPIES KOl PEAMOTIKES LLOPPES.

Ewéva 3.1.2.7 Ewéva 3.1.2.8
pooOkn emmrédov(Plane) yio Tnv onpovpyio Encepyacio Tov emumédov(plane) yia va
TOV TTEPLYIOV Tapralel 6To povrélo

Téhog, mpootédnke évag tpomomontg (Modifier) pe v ovopacio Solidify, pe ckomd va

KOTOOTNOEL O OUOAEG TIG YOVIEG TOL HOVTEAOL Kol v mpochécel dyko. Mg avtd ta
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Prurota, onuovpyndnke éva Pacwkd 3D poviélo Tov yaptod, £TOO Yo TEPUUTEP®

eneEepyacia Kol TPOGONKN AETTOUEPELDV.

216 Mappin

>10 otdoo tov UV Mapping, mpaypatoromOnkay to topakdto Bripato yio n dnpovpyia
Kol €papuoyn tov viAkov (Material) ko tov yaptoypapikd mpocsdopiopd UV oto 3D
HOVTELO TOV yaplov. Apykd, onuovpyndnke to Material mov Ba ypnoyorombet yu v
OTEIKOVIOT) TV EMPAVELDV TOV LLOVTEAOV.

Ewoéva 3.1.2.9
Anmovpyio Material ywo To povtého. Xta apiotepd yiveron n dnuovpyic tov vikov(Material) oto
onoio falovpe TV KOV OV OELoVNE VO TEIKOVICEL TO POVTELD TTOV £ovpe ONUIOVPYNGEL 6TO HEELE

> ovvéyela, oy kaptéio UV Editing, o Material torofet)Onke mévw 610 poviéro, evod
TPONYOLREVMG TO POVTEAD "EedmAmOnke" (unwrapped) yo T cOOTH Ye®UETpia TPV TNV
epappoyn tov UV. Ilpokeipévov va €poaprostody ot aAlayés o€ oAOKANPO tOo HOVTELO,
npootédnke o tpomomointng (Modifier) Mirror, efac@aiiloviag tn ovupetpioa o€
OTOL0ONTOTE OALOYT KOl GTIC VO TAELPEG TOL HOVTELOV.

Ewéva 3.1.2.10

pocoOiikn Modifier Mirror ota UV Tov povrérov.

Téloc, petd@ v orlokAnpwon tov poviéAov ko tov UV Mapping, emAéyOnkav Oha ta
TTEPLYLOL KAl TO YAPL, Kot pe Tov ovvovaouo Ctrl + J mpaypatorombnke n évoon toug,
oNuovpymvTag €va evioio HoviEAo mov mepAauPdvel OAa ta otoryeio. Avt 1 ddkocio

37



EPOPUOCTNKE avVTIOTOLO Kol GE OAO TO TEGGEPA €101 YOPLDV, OAOKANPOVOVTOG £TGL TN
dwdkacio tov UV Mapping yio. To. LOVTEAL YOpLdV.

213010 Animation

10 TeEAKO 0TS0 Tov Animation, Tpoywpnooue oto €ENG Ppata Yo to 3D poviéda tov
yoplov. Apykd, pe t ypnomn tov gpyoreiov Armature, mpootédniov koxoio (Bones) ota
povtéra, To omoia tomofeTOnKav oTic kKaTtaAAnAeg BEcelg. AkoAoVBmC, TpaypatomoOnke N
gvomoinom tov KokdAmv pe to povtéla, egaceariloviag £tol 0t To poviéda Ba akoAovBovv
T1G Kiwnoelg mov Ba kabopicovyte.

Ewova 3.1.2.11
IpocOnkn kot gvomoinen (ne avtépata Bapn) kékkarov(Bones) 6to povréro

21N ovvéyeln, Tpoympnoape ot puouon kdbe KOKAAOL Yol VO EAEYXEL L0 GUYKEKPLUEVT
nepoyN Tov povtédov. o mapdaderypa, £va kokado pmopel va givatl vrevBuvo yia v kivinon
TOV KEPOAL0D, EVO AL KOKOAN UTOPEl va EAEYYOLV O18POPA TUNLATO TOV CAOUNTOS. AVTN 1
OlodIKacion EMITPETEL TNV OKPIPN TPOYPOUUUATIOUO TOV KIVIGE®V, TPOCIIOOVTAG PEAAIGTIKY|
Kkivnon ot yapo o kGbe TEPLOYN TOV EMBVUOVLLE.

Ewéva 3.1.2.12 Ewéva 3.1.2.13
PYOpion KOKKaAOVL Y10 TNV TEPLOYI] TOV KEPAALOD PYOpion k6KkKaAov yioo TNV TEPLOY TNS AV
TOV povtéAov. KOWMdGS Tov povtérov.
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Ewova 3.1.2.14 Ewova 3.1.2.15

PyOpon kKOkkaAov Yo TNV TEPLOY] TS KAT® PYOpion kKOKKaAoL Yio TNV TEPLOYI] TNS OVPAS TOV
KOwMdg Tov povrérov. povtérov.

3.2 Xyeoiaoon Ko AvartoEn AR g@appoyng

INo v avartuén e AR g@appoyng ypnoporombnke n unyavy ypoaeikev Unity mov pécm
TOV SUVATOTATOV TNG &Yovpe €tolna gpyoieio ywoo v oavamtvén e H epappoyn
avartoyOnke Yoo v avadelEn Barldcsciov TepBAALOVTOC Kot TV GUAAOYY] TANPOPOPLAOV Y10,
Téc0epa €101 Yaplov (toumrovpa, capdEA, KovToopovpa, KEParoc). H epapuoyn mepiéyet éva
apykd pevod KOAMCOPIoUATOG Kol TNV KNV Le Tomofetnpéva yépto mov pmopel o xpnog
va oAANAemdpdoet poli Toug yo va mhpel TANPoPopieg Yo avTd.

3.2.1 Teyvikég ko Epyoieia

Ta epyareia mov ypnoomomOnkay otnv Unity eivat:

e Animator Controller: o va umopodv to yapia vo €govv v Kivinoen mov Tovg
dwoape pésm tov Blender pe 1o armature tovg.

e Spline: Atvovpe po KoKAKn Kivinon oto yaplo PEGo otV oKNvY.

e C# Scripts: 'Eywe o mpoypappatiopnds tg AR oknvnig kot tig Aettovpyieg te.

e Visual Scripts: 'Eywe o mpoypappatiopnog tov Ul(pevov deraenc)

o UL Anwovpyia evog Canvas mov mepiéyel Text kalmcopicpartog, Button yuo v
aAhayn omv AR oknvn kot gikoéveg yia to Background kot to Logo.

e Special Effects: Anuovpyia evog Particle System Component yia 115 ouoaAideg
OV VITAPYOVV LEGH GTNV GKNV).

e Post Process: Eilcaywyn evog Box Collider yia to ypopa mov £xern AR oxnvi.
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Mo v dnuovpyia g AR epappoyng ypnoworomdnke n unyovn ypaeikov Unity kot
ocvykekpipéva 1 ékdoon 2022.3.4£1

3.2.2 PvOpioceig AR o670 Unity

H mpooBnkn tov anapaitrov puBuicemv yu Asttovpyieg EmoavEnuévn [paypotucotmta
(AR) oto Unity, mpaypatonoteital péco omd T puuicelg e TAATEOPLOG, AvoiyovTag TO
pevod "Edit" otmv xopven tov Unity kou emdéyovrag "Project Settings", otnv evotnta
"Player" emAéyer v vmokatnyopio mov oyetiletal pe TN GLYKEKPUEVT TAATOOpUO. (TT.X.,
Android 711 10S). X1 cvvéyela, evtog g vrokatnyopiag "XR Plugin Management", Bpicket
T1¢ puBuiceg mov oyetiCovron pe v Eravénuévn Ipaypatikomra (AR) 1 AR Foundation.

Exel, pumopet va evepyomomoet kot va puBuicet to avtictoryo makéTa.

Ewova 3.2.2.1. Ewoéva 3.2.2.2.

IpocsOikn Google AR Core IpooOikn Apple ARKit

3.2.3 Eveopatoon 3D Avrikeipévev kot Animation

Evoondroon 3D avrikswunévov 6to Unity

To povtéra tov yapudv &yvav and to Blender export otnv popoen .fbx, avtod €ytve emedn n
enéktaon .fbx kpatdel oto apyeio v yeopeTpio Tov povtéAov, To material wov Tov £yovpe
OMOEL, TOV POTICUO TOL UTOPEl va Exel | oknv) Owg kol To animation tov. [a va yivel 1o
export oto Blender avoiyoopue 10 pevov “File”, otmv evommro “Export” emidéyovpue
FBX(.fbx). Ta apyele tov yopudv glvar £Toiua yoo xpnon oty UNYovn YPOQeIKAOV 1oL
ypnowonotovpe (Unity).
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Ewova 3.2.3.1

Evoopdroon poviéhov og oknvij Tov Unity.

Evoopdtoon Animation

INa ™ dwdikocic evoopdtoong animation 6To HOVIEAN TV YapidV, OMUOVPYEiTal £vag
Animator Controller (Create — Animator Controller) yio kd0e poviého oto omoio Oa
epappootel to Armature. To Armature mepiéyel o animation mov €yel dnpovpyndel oto
Blender. X1t ouvéyela, ot Animator Controllers Tpoctédnkav ota poviéda tov tomobethcape

o1 GKNVN.

Ewova 3.2.3.2. Ewoéva 3.2.3.3
Yvvdeon Tov Animator Controller pe to [IpocOikn Tov Animator ¢ta povréia.
Armature.
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Téhog, akorlovOnOnke 1 dwdikacio evepyomoinong tov makétov (asset) Spline pécwm tov
Package Manager oto Unity. To maxéto Spline pog mopéyer ™ dvvatdomto vo
xpnowonomoovpe to Spline Animate ywoo va opicovpe por Kivnon o610 HOVTELO OV
embopovpe. Avt 1 Aettovpyio emTpémel ™MV akpiPr] Kot ELEMKTY Kivnon TV HOVTEA®V

GTOV YMOPO.

Ewova 3.2.3.4

Yvvoeon Spline pe To povréio

3.2.4 lIpoypappatiopoc Xevapiov (Scripts) pe C#

To. C# Scripts eivolr KOpudtio KOSIKO TOL YPNCUOTOLOVVIOL OTIG EQUPULOYES YO VOl
dMOOVV KATO1H AEITOVPYIKOTNTA. ANovpyovvTol 6€ AoYiopkd Omtmg to Visual Studio mwov
&xel v duvatdta yroo vAomoinon kadika. Méosa amd v Unity oto mapdBupo Project
pmopovpe moTOVToS dOeEl KAK Ko oty kaptéda “Create” vo onpiovpyncovpe éva C#
Script. Zto mapdbvpo Hierarchy Bpickovpe 10 GameObject mov Béhovpe va mhpel KAmTolo
script xor oto moapdBvpo Inspector matdpe to wovumi “Add Component” yioo va

npocBésovpe to C# Script mov £xovpe dnovpPyNoEL.

INo v gpappoyn dnovpyndnkav téccepa drapopetikd C# Scripts mov cuvoednkay e
10 avtiotoyo povtého yapod. Ipoypappatiomnke €tot dote va dwoPdlel péow tov Ray

t0 dyyrypo(touch) tov ypnotn otnv 006vn g cvokevVNc, va KoTaAaBaivel Tolo yapt £xel
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TATAOEL O YPNOTNG KOl Vo avoiyel Tov avtictoyo Canva e TG TANPOPOPIES Yo TO YapL
ov €YEl MATNGEL 0 XpNoTNS. BAEmovpe éva amd ta téccepa Script Tov dnpovpynnkay,
ovykekpipéva 10 Touch Koutsomoura 7mov 7poypoupaTioTnKe Yoo TO HOVIEAQ

Koutsomoura kot ekteEAoVV Agttovpyiec LOVo yia avTd.

Ewoéva 3.2.4.1 AMhoon petapintdv og C# Script

1. Aniovovpe tovg Canvas tov k@Be wopod mov Oo mepiEyovv TG TANPOQoOpieg

tovg.(CanvasKouts, CanvasSard, CanvasTsip, CanvasKefalos).

2. AnAovoupe éva povtéro yuo kafe ydpt to omoio Ba avoiyer pali pe tov Canva tov
yoplob mov Exel matnOet kot Oa Ppiocketor omd v Kol Bo TEPIGTPEPETAL LE TO TOL O
xpotng Bo matder oto aviictoyo wydapt.(koutsomourarot, sardelarot, kefalosrot,

tsipourarot).

3. Ankovoupe Scrollbars ta omoia émote kieiver éva Canvas kot Eova avoiyel TOTE va
delyvet v mhve move mAinpogopia(scrollbarSar, scrollbarTsip, scrollbarKouts,

scrollbarKef).

4. Aniovovpe éva GameObject pe ovoua Reset 1o omoio éxet tomofetnBel oty oxknvn
KOl OTOTPETEL TOV YPNOTI VO TOTAEL GE KATO0 YAPL EVED VTLAPYEL 101 KATO10 OVOTYTO.
‘Etol 1 povel evépysto mov pmopei va kavel givar vo kieioel tov Canva pe 1o Kovpmi

X.(Reset).
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Ewova 3.2.4.2 O KOOKOS OV EKTELEITAL 6TAV 0 YP1)OTNG TATNGEL GE £V, YaAPL

EAéyyxer av to Reset givar avevepyd 10te: 0 tpdmog Yo va katardpet 1 Unity 0TL 0 xprotg
&xel TaTNOEL GTNV 000VN TNG GLOKELNG KAmowo povtédo eivar péow tov RaycastHit, ondte
&xovpe opicet kbmowo Tags ot povtéda pag Yo vo, UTopel va kaTtaAdfel Tolo ond ta t€coepa
yaplo motdet. 'Emerta eléyyet av o Canvas dgv givor evepyog tote avoiyel(true) Tov canva tov
yoplov Tov matnoape Kot kietvey(false) tovg vroromovg. To idto kan pe ta Scrollbar. Téhog

evepyomotel 1o Reset yio va amotpémel Tov xpnotn vo ToTHoEL KATOowo dALO yapt.

O 1010¢ KdOOWKO £yve KOl Yo TO, TEGGEPO YAPLa LE TIG LOVES Olapopés va etvar ta Tags Kot

notot Canvas kot wowa Scrollbar Oa yivovton True/False.

Visual Scripts

Ye éva kevo(empty) GameObject mov 0o 10 ovopdcovpe Visual Scripts mpoocHétovpe éva
Component Script Machine. Méca oto Script Machine kot cuykexpiéva oto Blackboard

OnAdvovpe PETOPANTEG TOV BaL YPNCULOTOMGOVLLE.
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File Edit Assets Gamelbject Componend  Seraoes

acript Macfins

Ewova 3.2.4.3 'Eva. Script Machine Component Ewéva 3.2.4.4 Blackboard mov onhavoope Tig
petopintéc.

>ta Visual Scripts mpoypappatiomnke to kieioyo tov Canvas pe kovpumid(KAgioyo) 6mmg

Kol 1 aAAayn oknvng omAaodn and 1o ARScene oto apykd pevov(MainScene).

Ewoéva 3.2.4.5 Kaodwkag mov gktereitor 6tav matn0ei to kovuwi Kieicipo

Ot petafintég mov ypnoipomolovvon eivat:

e ButtonX

e ScrollbarKouts
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e (CanvasKouts
e koutsomourarot

e Reset

Otav matnoe(On Button Click) to xovuni KAiegiowo téte Kavel set to ScrollbarKouts otnv
apywkn T  Ttov, «KAetver tov CanvasKouts mov mntov  avoyytdg, kAeiver  To
povtédo(koutsomourarot) mwov €kove mePIGTPOP TAvL amd Tov Canva kot kAeivel To Reset
Y0 VoL LTopEl 0 ypNoTNG VO TATNOEL GE KATO10 AALO Wapl.

O 1d10¢ k@K £ytve Yo TO KAOE yaptl Eexmplotd pe Ldvn dopopd Tig LETAPANTES.

Ewéva 3.2.4.6 Kodwag yia to kovpmi X wov arraler Tnv oknvi.

Me 10 oV TatoEl To Kovumi X, T0TE EMOTPEPEL TNV apyikn oknvi(MainScene).

3.2.5 Zyedwaopog Ul

INoa v ommovpyia tov 2D Ul(User Interface) omv xOpia oxnviy ypnoipomomdnke &va
Canvas mov mepiéyst:

e Mia eikdva mov tomobetnOnke w¢ Background

o Mia eikdva OV UTHKE LE TO AOYOTLTO TNG EPOPUOYNG

e Text mov e&nyel 6 pia TpodTOoN TL PAETOVLE GTNV EQAPLOYN

e Text mov KaAwoopilel TOVG YPNOTES

o Kovuni mov 6tav matn el aAralel otnv AR oxknvn
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v AR oxnvn:
o Xpnowomomdnke éva Text mov €yel TIC OVoUAGieg TOV Yapudv Kot TomofethOnke
Vo amd To LOVTELQ.

e 'Eva Panel mov mepiéyer Text pe tic mAnpopopiec Tov yaplob emiong €xel éva Button
v 10 KAgiowo tov Panel kot v emotpon otnv AR oxnvi.

3.2.6 Eveoparoon Ewwwov E@é (Special effects)

Mo va Berltiwbel n eumelpio Tov ¥PNOTN GTNV EPOPUOYN, TPOCSTEOMKAV E101KA €QPE TOV
neplhappdvouv  euooiidec kot €va background PvBov. To epé pe T1C ELGOALdEG
oxedldotnke pe otdyo vo mpocdmoel ol gamification mrTLy) OV EQOPLOYT,
evBappbvoviag Tov ypnotn va oAAnioemidpdoet pe 10 mepPdAiov  Emavénuévng
[Ipaypotucottag (AR). Avtictoya, 1o €pé pe to background tov BvBod mpocpépel oTov
xpiotn Vv aicOnon o6t Ppiokeror mpaypoatikd péca otov Pubd, evioyboviog tnv
OVOTOPACTACT], TOV EKOVIKOD TEPPAAAOVTOS KOl TPOCIIdOVTIOS PEAMOTIKOTNTO GTNV

EPAPUOYT].

INo 10 g€ pe T1Ic puoaAidec, dnuovpyodue Eva kevdo GameObject oto omoio mpocHiTovpe
éva. Component Particle System. Avtd to Component pog €mTPENEL VO ONULOVPYNGOVLLE

10 €0€ TOV PLGOUADMV.
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Ewéva 3.2.6.1 To GameObject mov Tov

avaOéoape Ta Bubbles

I T0 €€ Tov pmie PuBov, ypnoyoromOnke n texvikn Post Process. Apyikd, mpocOécape
oe éva kevd GameObject éva Component "Post Process Volume", pécw tov omoiov
kaBopilovpe 10 ypodpa g oknvine. EmmAéov, npocBécape éva axdpa Component "Box
Collider", To omoio opileton oe 6AN T oknvi. Téhog, TpocsBécaue éva Component "Post
Process Layer" oto GameObject ¢ kapepag (AR Camera) kot 10 cuvoécope [E TO

GameQObject Tov ONUOVPYNCALE TPOTYOVUEVEG,.

"
o) ¥ Post-process Layer

Volume blending
L AR Camerd |

Layey PostProcess

Anti-aliasing

No Antl-aliasing

Custom Effect Sorting

Ewéva 3.2.6.2 Ewéva 3.2.6.3 Ewoéva 3.2.6.4
Component Post process Component Post process Box Collider
Layer volume
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4. Mapoveiacn AR E@appoyng

Afiomolinon MNEww
TEXVORDYIL yiO Thv
opydvwan TN ayopds
Bl Thpv avadeilEn o
mpoloviwy AMMElag Kal

YharoxaAAhiEpyeiac

mpotAEDONnC

Apppakikod - ApTag

Ty s fana
den npa

gy e

Ewova 4.1 Ewova 4.2 Ewoéva 4.3

ATEIKOVION OTOTELEGPATOV TG EQUPROYNG

2ty ewova 5.1 €govpe 10 apyikd PEVOD NG £QapUoYNS oL pall pe To AoyOTLTO TG EXOVLUE
éva uNVLHO KOA®GOPIGHaTOg Kat To Kovumi “évapén” mov Oa pog petapépet oty AR oxnvi.
‘Eneita oty gwcova 5.2 Exovpe 1o apyikod otddlo g AR oxnvig mov SovAevet pe TV KAUEPD
TNG OCLGKEVNG MOV TNV &YOLUE OVOIEEL. XTNV OKNVI €YOVUE TO HOVTEAD TOV YOPLDHV TOL
&yovpe dnuovpynoet poll pe kamowo epé. TéAog 0TV 0 XPNOTNG TTATHOEL GE KATO10 amd Tol
yapla Oa Byet To pevov g ekovag 5.3 mov Ba Exel To LOVTELD VO TEPIOTPEPETUL TTAVE® OO
TIG TANPOPOPIEG TOV Yaplov Tov £yl Tatnoel. Me to kovuni “KAgioyo” kieivel o kapPag pe

TIG TANPOPOPIES TOL YOPLOV KOt [LE TO KOVUTL X EMOTPEPEL GTO OPYLKO LEVOD.
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5. Zopmepacpnoto Ko PEALOVTIKES EMEKTAGELS

‘Enterta amd v oAoKA PO TG POPUOYNG KATEANEN GE KATOW0, GUUTEPAGLLOTO CYETIKA LLE
ta 3D povtéha kot v avamtuén epappoyne. o évav apydplo cov guéva MoV opKeTd
xPovoPOpo kal SVGKOAO oV oyediocn Kot TV vAomoinon gite tov 3D poviédwv gite oty
avamTuEn TG PapUoYNS Ywpig avtd va onuaivel 0Tt dev evyaptotiOnia v OAn dadikacio.
Evtuyog vrmapyer peydrog apBuog podnudrmv(courses, tutorials) oto dwadiktvo yioo TV

eKpaOnon Toug.

Ocov agopd ta 3D kotdAafa 6Tl umopeig vo dNovpynoels 0Tt PaVIOGTEIC amd LOVTEA
Lovtavav opyavicudv Ommg yapla, avOp®Tovs KTA., 6& 0OAOKAN PO KTipla, didpopa TapKa
K.0.. Mmopeig va dnpovpynoelg Kivovpeves eikoveg mov Ba ametkovilovy Kamowo yeyovog M
Kémolo 1oTopia. XtV gpyacio acyondnka pe Eva pukpd PEPOS amd TIG SLVATOTNTES TOV HOG

mopEYeL 1o 3D aALd LoV PAVIKE YPTOUT Kot O10LOKESAGTIKT 1| EKUAONGN TOL.

Mo v dnovpyia. ™G ePOpUOYNG VINPYOV OPKETE TPoPARpata OTmg OTL OV giya TV
dvvaTdtTTo Vo ovaTOE® TV €@appoyn o€ 10S d10TL dev £y oTNVv Kotoyn Hov kdmowo Apple
ovokevn. [Mapoia avtd 1 dwwdikacio g oyediaong kol avamtuéng TG EPOPUOYNS NTOV
euYdpLoTn KO ¥poUN g TV ekpdOnon tov epyaieiov g Unity v o AR(emovénpévn
TPOYLOTIKOTNTO) EQAPLLOYN.

XV €QOPUOYT] UTOPOUV va TPooTeBovv kot GAAD Wwaplo Yoo TEPICCOTEPY] GLAAOYN
minpoeopldv. Emiong épovpe v dvvatdomta pe v Unity va tpocotebolv kdmota planes 1)
markers mov pe 1o omoia va To. VTOTILEL I KAUEPQ TNG GLOKELNG Kot va. ELavilel TOTE TO
avtiotoryyo yépt. Mia enéktoon mov pmopel va yivel otnv €pappoyn eivar va €xel mo
OVOAVTIKEG TANPOQOPlEG Yoo To. Wapla Om®G OPOPES CLVTINYEC TOL  UTOPOVV Vo

HLOLYELPEVTOVV LE OVTA.
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ITAPAPTHMA KQAIKA
C# Script

TouchKefalos.cs
using System.Collections;
using System.Collections.Generic;
using Unity.VisualScripting;
using UnityEngine;
using UnityEngine.UIElements;

using UnityEngine.UI;

public class TouchKefalos : MonoBehaviour

{
public GameObject CanvasKouts;
public GameObject CanvasSard;
public GameObject CanvasTsip;
public GameObject CanvasKefalos;
public GameObject kefalosrot;
public GameObject sardelarot;
public GameObject koutsomourarot;
public GameObject tsipourarot;
public Scrollbar scrollbarSar;
public Scrollbar scrollbarTsip;
public Scrollbar scrollbarKouts;
public Scrollbar scrollbarKef;

public GameObject Reset;
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// Start is called before the first frame update

void Start()

{

// Update is called once per frame

void Update()

{

if (Reset.active == false)

{
if (Input.touchCount > 0 && Input.touches[0].phase ==

TouchPhase.Began)

{

Ray ray = Camera.main.ScreenPointToRay(Input.touches[0].position);

RaycastHit hit;

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

{

if (hit.transform.tag == ""kefalos'")

{
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if (CanvasKefalos != null)

{
CanvasKouts.SetActive(false);
CanvasSard.SetActive(false);
CanvasTsip.SetActive(false);
CanvasKefalos.SetActive(true);
kefalosrot.SetActive(true);
sardelarot.SetActive(false);
koutsomourarot.SetActive(false);
tsipourarot.SetActive(false);

Reset.SetActive(true);

}

TouchKoutsomoura.cs
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.UIElements;

using UnityEngine.UI;
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public class TouchKoutsomoura : MonoBehaviour

{

public GameObject CanvasKouts;
public GameObject CanvasSard;
public GameObject CanvasTsip;
public GameObject CanvasKefalos;
public GameObject koutsomourarot;
public GameObject sardelarot;
public GameObject kefalosrot;
public GameObject tsipourarot;
public Scrollbar scrollbarSar;
public Scrollbar scrollbarTsip;
public Scrollbar scrollbarKouts;
public Scrollbar scrollbarKef;

public GameObject Reset;

// Start is called before the first frame update

void Start()

{

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

{

if (Reset.active == false)

{

if (Input.touchCount > 0 & & Input.touches[0].phase == TouchPhase.Began)

Ray ray = Camera.main.ScreenPointToRay(Input.touches|[0].position);

RaycastHit hit;

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

if (hit.transform.tag == ""koutsomoura'’)

{

if (CanvasKouts != null)

{
CanvasKouts.SetActive(true);
CanvasSard.SetActive(false);
CanvasTsip.SetActive(false);
CanvasKefalos.SetActive(false);
koutsomourarot.SetActive(true);
sardelarot.SetActive(false);
kefalosrot.SetActive(false);
tsipourarot.SetActive(false);

Reset.SetActive(true);
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TouchTsipoura.cs
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.UIElements;

using UnityEngine.UI;

public class TouchKoutsomoura : MonoBehaviour
{

public GameObject CanvasKouts;

public GameObject CanvasSard;

public GameObject CanvasTsip;

public GameObject CanvasKefalos;

public GameObject koutsomourarot;

public GameObject sardelarot;

public GameObject kefalosrot;

public GameObject tsipourarot;

public Scrollbar scrollbarSar;
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public Scrollbar scrollbarTsip;
public Scrollbar scrollbarKouts;
public Scrollbar scrollbarKef;

public GameObject Reset;

// Start is called before the first frame update

void Start()

{
}

// Update is called once per frame

void Update()

{

if (Reset.active == false)

{

if (Input.touchCount > 0 & & Input.touches[0].phase == TouchPhase.Began)

Ray ray = Camera.main.ScreenPointToRay(Input.touches[0].position);
RaycastHit hit;

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

{

if (hit.transform.tag == "koutsomoura'')

{

if (CanvasKouts != null)

{

CanvasKouts.SetActive(true);
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CanvasSard.SetActive(false);
CanvasTsip.SetActive(false);
CanvasKefalos.SetActive(false);
koutsomourarot.SetActive(true);
sardelarot.SetActive(false);
kefalosrot.SetActive(false);
tsipourarot.SetActive(false);

Reset.SetActive(true);

}

TouchSardela.cs
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.UIElements;

using UnityEngine.UI;

public class TouchSardela : MonoBehaviour

{

public GameObject CanvasKouts;
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public GameObject CanvasSard;
public GameObject CanvasTsip;
public GameObject CanvasKefalos;
public GameObject sardelarot;
public GameObject kefalosrot;
public GameObject tsipourarot;
public GameObject koutsomourarot;
public Scrollbar scrollbarSar;
public Scrollbar scrollbarTsip;
public Scrollbar scrollbarKouts;
public Scrollbar scrollbarKef;

public GameObject Reset;

// Start is called before the first frame update

void Start()

{

}

// Update is called once per frame

void Update()

if (Reset.active == false)

{

if (Input.touchCount > 0 && Input.touches[0].phase == TouchPhase.Began)

{



Ray ray = Camera.main.ScreenPointToRay(Input.touches[0].position);
RaycastHit hit;

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

{

if (hit.transform.tag == "sardela")

{

if (CanvasKefalos != null)

{
CanvasKouts.SetActive(false);
CanvasSard.SetActive(true);
CanvasTsip.SetActive(false);
CanvasKefalos.SetActive(false);
sardelarot.SetActive(true);
kefalosrot.SetActive(false);
koutsomourarot.SetActive(false);
tsipourarot.SetActive(false);

Reset.SetActive(true);
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