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ITepiAndm

Me v epyacta auth vhomoLeiton To exmandeuTd Tony vidl Taggling oe ula cuoxeun
uxthc meaypatixdtntog, To Hololens. Erlong e€etdletan péow allohdynong, n eumeipla

xau 1) epPOion TV YENOTOY XATd TNV YENOT] TOUG Toy VIOV,

Apynd, mapovoidleton To Yewentind xou te)vVoroywod undfodpo. Iapadétovton
ONAAOY|, OL XATNYOPIEC TWV EXTOUBELTIXDY TaLY VIOV Xat diveton WLadtepo Bdpoc otny
CUCYETIOY TOUG UE TNV TOALTIOTIXY| XANPOVOULAL. 2TV GUVEYELX, TEQLYQPAPOVTOL OL TE-
YVOLOYIEC TNG EMOVIXAC, TNG ETAUENUEVNG XOL TNG UXTHS TEAYUOTIXOTNTOS, YE TNV
tehevtoda vor amotehel TV Vewpntt| fdor tng cuoxeunc twv Microsoft Hololens. I
TO EMAVACTATIXG AUTO €QYUAElD, TopoUGIALoVTaL To BACIXE YUPUXTNELC TIXE TOU XL Ol

TAATPOPUES aVATTUENS EQuEUOY®Y, 6Twe 1) Unity xon to Microsoft Visual Studio.

Kotomy, meprypdgetal ATTOUER®S 0 OYEBOUOE Xal 1) UAOTOINGT TNG EQUpUOYYC
TagglingMR, 7 onolo €yel cav Baocwd oxond, péow tng dnuovpylag evog elxovixol
UOUGCEIOU OE OTOLOONTOTE BWUATIO, TNV AVTICTOYNOT X0t CUCYETION EXVEUSTWY UE EVary
oprdud amd cuvnupévee oe auTd etnétec. O eTinéteg autég elvon apyixd Tuyala pot-
EaoUEVEC oTo eExVEUTA X0 UTOoEOVY Vo UETAPERYOUY OE Eva GUXOUAL amd ToV YeHoTN,
UEok TOL oTmolou ETTEETETAL 1) avTIoTolY Mo TNG XoEULdE 0T0 6KWOTO Exdeua, ONAAON

o€ aUTO UE TO OTolo €YOLV TIC MEYAUNDTERES OTTIXEC OUOLOTNTECS.

H peiétn mou dieldyetan 6tny cLVEYELL OE €Vl TUTIXO BWUATIO OTUTION, YENOLIO-
molel €var Oelydar 0€xa ATOUWY XL EEXWVE UE TNV GUAAOYT| CTOLYEIWY OYETIXA UE TNV
TEONYOUUEVY euTELplal TOUG OE QUTEG TIC TEYVOAOY(EC. LTV GUVEYELX, UETA TNV YerioN
NG EPUPUOYNS amtd TOV xGUE GUUUETEYOVTA, EEAYOVTAL CUUTEQUOUATA ot BUO EQWTN-
UOTOAOYLAL, o6 TO XoTaYEYEOUUEVO Bivieo xar T oLINTACELS UE TOV YPNOTN OYETIXS
Ue TNV eumelplar xou ot TpoPAfuata tou avTipetotios. Koatdmy, to ototyela avahbovton
UE OXOTO TNV PETENOT X TNV olOAOYNOT TNG EUTERING Tty VIBLOU XL TO TOC0GTO

euPidiong, OTWS xou TOV EVIOTIOUO THIOVMY GQUAIATOY TNG EQURUOYTC.

270 Téhog, TaEOLCLELOVTOL OL HEAAOVTIXES XATEVVUVOELC X0l ATOPICELS TTOU UTORO-

OV v axohoudndolv ue Bdon Tic Teheutaieg Teyvohoyixég e€ehilelc.
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Extetapévn Hooypotixotnra, Eraugnuévn HMpayuatotntoa, Mucty| Hporyuatindtn-
ta, Hololens, ywpw yaptoypdgpnon, yweosualonta mowy vidlo, exmoundeutind mary vidLa,
Unity, Microsoft Visual Studio, A&oAdynon



Abstract

This thesis implements the educational game Taggling on a mixed reality device,
"Hololens”. It is also examined through a user study, the experience and immerision
of users while playing the game.

First, the theoretical and technological background is presented. In other words,
the categories of educational games are listed and special emphasis is given to their
correlation with cultural heritage. Afterwards, virtual, augmented and mixed reality
technologies are described, with the latter being the theoretical basis of the Microsoft
Hololens device. The basic features and development platforms such as Unity and
Microsoft Visual Studio are presented for this revolutionary tool.

We conduct a user study by having a sample of ten people, in a typical home room
and begins by gathering data on their previous experience with these technologies.
Then, after the use of the application by each participant, conclusions are drawn
from two questionnaires, from the recorded video and the discussions with the user
about the experience and the problems encountered. The data is then analyzed
to measure and evaluate the gaming experience and immersion rate, as well as to
identify possible application errors.

Finally, we present the future directions and decisions that can be followed based

on the latest technological developments.

Keywords

Extended Reality, Augmented Reality, Mixed Reality, Hololens, Spatial Map-
ping, Location-based Games, Educational Games, Unity, Microsoft Visual Studio,

Evaluation
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FEuyapiotieg

Oa el vo evyopioThow Tov ddxtopa Tou llavemothiuou Iatedv, Tbpyo
Pdntn, v v e€anpetiny| ouvepyooio mou elyoue, Tic 0€ec, TIC UTOOELEC xou TN
Boreid Tou ot dAa Tor OTABLL AVATTUENG AUTAG TNG OLTAWUATIXAG EPYaTTaC.

Ou fdela enlong va euyaplotiow Tov x.APolen Yl TV uxoupla TOU Uou €5woE
VoL ovarAdBe autéd To Véuo umd T emiBAedr] Tou.

Téhog, evyaploTe TOcO Ta dToua To omolo eV YEpog oTr dladacta TN alo-
AOYNONG X0t GUVEBAAAY UE TOV TPOTO TOUG GTNY OROXAT WO aUTAS TG Epyaoiog xodg
X0 OTO TEOCWTA TOU OLXOYEVELNXOU Xal PLAXOU LoU TEQIBIAAOVTOC ToU UE GTHRLEY

(huyohoynd xatd TN Bidiexel aUTHS TNS TOADUNVNE BLadLXasTag.
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Kegpdiowo 1
Fiooywyn

Or téyveg xan yevixdtepa o oToLyElo TNE TOMTIO TIXAS XANPOVOULS ATOTEAOLY Olo-
Ouxaolec Yéow TV omolwv o dvipwrog agrvel To amoTUTWUE Tou cTov xoopo. H
EVUOYOANOT UE TIC TEYVES IXAVOTIOLEL TNV EUQUTT ONULOVEYIXOTNTO XAl vy X AUTO-
éxppaone. Ipoogéper duyorywylor oyt uévo otov Sruovpyd ahhd xon o AUTOY TOU
amohoufdver o dnuiovpyAdata Tne Tyvne (épya téyvng). Eivau npogovéc dti Snutoup-
yelton evar 6{moho: UTO TOU XAAALTEY VY 1) YEVIXOTERA ONULOURYOU, O oTtolog Agttoupyel
oav Tounog, xou Tou Veuty| 1) 0€x TN Tou emNTE TV uoUNTLXY amdAowsoT.

H yvweuio xou 1 xatavoncy| twv TEYVOY xal TNG TOATIOTIXAC XANEOVOULdS Oev
€y 0Ly oav amoTéAEoUA LOVO TN huyorywyio ahhd, U€ow TNE amaltnong Yl EvepyoToino
NS SUVIETIXAC %ot avarhuTIXN S OXEPNE ToL avipndTou, GUUBEALOLY GTNV BIELEUVOT) TV
TVELUATIXAOY 0ploVTKY Tou. H yvopuula autr Aowmdy, unopel mpogaveds vor TaUTIoTE
UE TIC EVVOIEC TNG UOPPWOTNG Xl TNG EXTOUOEUONS, To TOANATAG OQEAT TWV OTOlLY
€youv w¢ Bacixd d&ova TNy dradixacia g pdinong.

Ti¢ Tehevutaleg dexaetieg xou Wialtepa PeTd TNV avdnTun Tou Awdtlou, o Uécog
dvipwmog extiieTon oe TAnlmpa TAnpogopiwy. H urnegBolut| auty| éxdeon xahotd
dtadxactior TnNg pdinone Ao xat o SOOXOAT.

[t TNV amOTEAEOUATIXOTERY YVWELUIO UE TNV TOALTIO TIXT) XANPOVOULS XL XOT €-
TExTooT Yo T Pedtiwon tng padnolaxrc dtadwaciog £yel amodeLy Tel OTL T EXTOUOEUTL-
%4 oy VIBLo UTOEOUY VoL ASLTOURYHICOLY CUUTANEWUATIXG UE TIC UTdp)youceS Yedddoug,
oToyevovTaG QUOLXd Toug emtduunTole extoudeutixols otoyouc [55]. Tig teleutaleg
OEXAETIES EYOUV EUPAVIOTEL BLUPOPWY ELDGY EXTIOUOEUTIXG oy VDL UE Y erioT) OE OLdpo-
EOUC XAGDOUC X0 YWEOUS ETULO TNUWY.

H xuplopyla tne teyvohoylog oe mouyvidio o EQUPUOYES EXTIUUOELTIXO) OXOTO-
U amotehel pla tdon pe avgavopevoug puduolc. ‘Eva yopoxtneloTixd mouyvidl mou
OUUBEAAEL PEGW TNG TEYVOROYIUG OTNY XATAVONON TWV TEYVOV Xl TNG TOMTICUXAC
xhnpovoutde etvan to Taggling [30]. Méow tou Booxol tpdmou mouyvidlol, dnhadih tne
opadomoinong €pywy téyvng, mou Yuuilel Ty TakvounoT XapTeY [30], o XeNotne yen-



2 Kegpalawo 1. Ewoaywyr

oWoTOLEl TNY GUVUETIXN Xt AvahLTIXT TOU Gxéqm (OOTE VO XUTAVOTOEL X0 VOL UEAETHOEL

Ta exdoTote exdépoTa.

H auavéuevn onuacio e ey vohoylac ota eEXToUOEUTIXG Tomy Vidtor ONUlovpYEl Tic
TEOUTOVECELS Yo TN Yo TOAGY VEWY £pYaAelwY xou evvolmy. Néeg uédodot 6mwe 1
uth) mporyportixotnta (Mixed Reality) mpoogépouy eviunmotaxés duvatdTnTes yiol Tov
CLVBLAGHO TOU TEAYUUTIXOU Xl Tou n@loxol-eixovinol x6cuou. Ot onuavTixdTepeg
OLoTAoEL AUTAC TNG TEYVOROYIAC ATOTEAOUV 1) ETAUENUEVT (augmented) xou 1) EOVIXT

(virtual) mporypoatixdTno.

H emaudnuévn mpoyuatixdtnTo £Yel 01 XAVel To TemTa BAUNTE OOTE VoL 0PpOEL TO
ATOTUTWUS TNG OTY UEAETT] XOL XATAVONOY) TNG TOMTIOTIX G xAnpovouds. Eqoguoyég
UECK TV OTOV avoXaTooXEVALOVTAL ELXOVIXE JEYOLOAOYIXOL Y(EOL xou cLVOUGLovVToL
UE TOV TEAYMATIXO XOOUO 1) ONUOUEYODV €Vl ELXOVIXO UOUGEID amoTEAOUY XATOIEG
amd TIC NN UTHEYOVOES GUVELSQORES NG Teyvoloyiag authc. Me [Bdomn 1o @uowd
Tep3dAloy, 1 TeYVoloyio auTH UTOREl Vol TPOCUPUOCEL TO EXOVIXO XL VAL TPOCQEREL

OTOV YEY|OTN BUVUTOTNTEG XU TANPOYOPRLES UE EVOY TEAYHATIXG HOVIBIXG TEOTO.

Ou duvatéTnTeg TG EMAUENUEVNE TEOYUATIXOTNTAS BeV Yo Umopoloay Vo unv alo-
TotnUolY and ToV XAABO TV EXTOUOELTIXGY Touy VIdLwY. Ot yproTteg €youv TNy euyEpeta
VoL YPNOWOTOWCOLY TO QUOIXO TOUG TERLBAAAOY X VoL TO GUYOUACOLY UE TOV ELXOVL-
%0 XOOUO TPOCYEEOVTUG OTO EXAOTOTE TaLyVIOL TN SUVITOTNTA Vo TETUYEL OXOUNL TIO
OMOTEAECUATIXG TOU EXTTUOEUTIXOUG TOU GTOYoUS. Egopuoyéc dmwe to Taggling Ja
UTopoUGAY Vo ACLOTOLAGOUY TNV HOVODIXY| GUCYETION UETAUED TOU TEAYHATIXO) XoL TOU
dmeroncol xéouou. To gpeuvnTind €pWTNUN AOLTOY TOLU YEVVATOL Xl XAAOVUUACTE Vol

OMOVTACOUYE OTNY TOEOVUCN SITAWUATIXY EQYACIH, SLUTUTOVETHL WG EENC:

Elvaw duvatd ypnoirornoldvtoag TNy TexvVoloyia auywns Tng enauvin-
KEVNG TEAYUATIXOTNTAG VA LAomoUel €V ELXOVIXO EXTALBELTIXO
oy vidL moATio T xAnpeovoulds pe Pdorn tou Taggling; Edv vou,
Twg Yo enneedleTol | ATOB00T TWV YENCTWY XAl ATOTEASCUATIXOTN-

T TWV EXTOUOEUTIXWY CTOYWV;

H ondvtnon oto epotnuo autéd pnopet vo anodovel péow tng ¥enong evog epyahe-
fou Tou €yel avadery el we To x0PLPALO GTOV HAABO TN ETAVENUEVNC TEAYHATIXOTNTAL.
To epyorelo autd elvon 1 popnty cuoxeur| xegairc Microsoft HoloLens. H mogo-
Voo Bimhwuatixd| epyocio hotmév vhomolel xar aflohoyel pio ExB00m Tou EXTOUdELTIXOD

mouywiool Taggling otov ¥®eo TNg ETaUENUEVNS TEOYUATIXOTNTAG.



1.1 Aoun e Awmwuatixiric Epyacioc 3

1.1  Aopr tne Awmiopatixng Epyaciac

H dumhowpatinr epyoaoio elvon YwelopEvn o8 TEVTE XEQAANLA. 1TO TEMTO XEPIANO
TOUPOVCLUCUUE TNV ELOUAYWYT] XU TO EPELYNTIXO EQWTNHA TNG OLTAWUATIXYS EpYaoiag,
070 8e0TEPO EPIAAO TaPOLCIAloUUE TO VEWENTIXG X TEYVOROYIXO UTOBadpo Tng
OIMAOUATIXAC EpYaolag, 0To TpiTo xe@dhono Topouctdloue T oyedlaon xou TNV L-
homoinorn tou mouywidtol Taggling oe mepifBdhhov enauénuévne TporyUaTixdTnTaC, GTO
TETOPTO XEQPAAOLO TaPOUGIALOVUE TNV AELOAGYNOT TOU TOUYVLBLOU, X0k OTO TEUTTO XE-
(pAhao TEOUGIALOUUE TIG UEANOVTIXEG TPOEXTACELS Xl TOV ETUAOYO TNG OLTAWUATIXAS

epyootac.






Kegpdhowo 2

Oswentxd - Teyvoroyxod
YTroBadeo

210 xe@dAono ouTéd Yo TOPOUCIACOUUE TO VeWENTIXG XAl TEYVOLOYIXS TAIGIO TNG
OLAWUOTIXC Epyaciog. Duyxexpuéva Yo ETUEVTEOUOUUE OTA EXTOLOEUTIXG Ttoky Vidla
X0l TOV TPOTO TOU AUTE YENOWOTOLVVTAL GTOV TOPEN TNG TOMTIOTIXNS XANPOVOULAC
(Evotnta 2.1), Yo tapousctdooude To TAUICLO TN EXTETAUEVNG TIROYHOTIXOTNTAS Xt Vo
OWOOLUE EUPAOT) OTIC EVVOLEC TNG ELXOVIXNG, ETOUENUEVNC, Xo UXTNG TEOYUOTIXOTN
ToC (Evétnw 2.2), xou téhog Yo TOEOUGLACOUUE T CUOXELY| UIXTAS TEOYUUTIXOTNTOG
Microsoft HoloLens xod¢ xon tor epyokeior Tou yenoylomolodval yior TNy avamtuln

EQaPUOYWY Yl auTH TN cuoxeut| (Evotnta 2.3).

2.1 Exmnouwdsutixd [Towyvioia

2.1.1 Oplopoc

H exnowdeutiny| draduaoto vpiotator mhndopo HeTofordy xatd TNy SLdpxelo 1wV
tehevtodwy dexaetioov. H avdyxn yio tny avodemdpnon TV Tapadoctaxmy Uedodwmy
yewOnxe and o TEpdoTIoL TEY VOROYIXG GAUATO TOU TEAYUATOTOLOUVTOL To TEAEUTOLYL
yeovia. Kavelc dev umopel var mapoaryvopicel tnv emppor) mou aoxel o ayavic yweog
Tou ALadixTOou GToV TEOTO oxéng Tou GlYYPOVOU avip®TOL XaL TO YEYOVOS OTL
OUCYEPAUVETAL TO £0YO0 CTUAVTIXMY TIVEUUOTIXMY BLAdXACIOY OTKG auTh Tng uddnong,
opol dnutoupyeiton éva mepimhoxo Tomio mou amanTel TNV AVATTUEN VEWY IXAVOTHTOV
[24]. ‘Opwe, Topd Tic SUOKOMES, UEGK TWV VEWY TEYVOAOYLOY TEOCPECOVTOL Tl EQYUAELX
Yoo TV TAOAYNON OE aUTO TO TEMTOPUVES TERBAANOV X yior TNV TparylaTonoinon
Brudtwy mpoddou oty poppentixy Stadixaota [24].

Emumiéov, 1 mapadootaxt| eXTldELCT) GTOYEVEL GTNY OVATTUEY TWV AEYOUEVWY

“hard skills”, 8nhadY| TwV YVOOEWY %ot SECLOTATLY TEVK GE GUYXEXPWEVOUC ETLOTN-

5



6 Kegdlowo 2. Oewpntixé - Teyvoroyixd TréBadpo

HOVIXOUG XAADOUC, EVE amOTUYYAVEL OTNV evduVAUnoT Twv “soft skills”, dnAady| Twv
IXOVOTATOV Yo emxotvwvio, entluon tpoBinudtwy xou opodxr cpyaota [24]. Emo-
UEVODC, YWElg TNY avodedpnon TV CNUERVOY UoINCLox®yY BoYUSTWY xal Ywelc Ty
TeooVAXN VEWY, EVOANOXTIXGY PEVOB0Y, agotpeiton and Tov olyyeovo dvipnmto 1 du-
VOTOTNTA YENONG ECUPETIXG CNUAVTIXWY YVOOTXOY epYaheinv. Tao xhaoixd poviéha
udinone, howmdy, xotd o onolo €va drouo (8doxahog) YeTadidel yvohan ot éva dhho
(odnTAC), Bev apxolv Yo va Tpoopépouy Tic BéATIoteg Aboelg [50].

O Ay YIOOELS TEYVOAOYIHES avoahDPELS TWV TEAEUTALWY YPOVKY Tpocpépouy TATtog
VEWY UEVOOmY Yio TNV BEATIOTOTOMON TNC AMOTEAECUATIXOTNTAS TNG Olodxaciog Tng
udinone. Néeg teyvoloyieg EMTEETOUY TNV YEHOT EVVOLOY OTIWE AUTH TN ENAVENUEVNC
TEUYUUTIXOTNTAS GUUBHAAOUY OTNY ATOTEAECUATIXOTEQRT] OLEBOGCT] TNG TOALTIO TIX|C XA
eovoULdE 0To €upl xowo. OUoLICTIXG, BIEUXOADVETOL 1) ETUTEVETN TWY EXTUOEUTIXOV
oTOYWY UEow NS Puyaywylag Tou yenotn AOY® TNG YENONG TV YRUPIXMY X0l TGV
OL8POPWY AELTOURYLDY TOU TEOCPEEOVTAL UG TIC CUCKEVEC TNG EMOUENUEVNE TEOY o=
ot Tac [H0].

To exmondeuTnd oy vidlar TEAYUATOVOUY QUTAY TNV avay XY YLol EVOAAAXTIXES [UE-
Vo8oug pdinone xou cuvdudlovtac TNV TEYVOLOYio dnulovpyoly Tic Tpolmodéoels Yo
Vv Pehtiwon TV extadeuTtixny woviéany. Eyel tapatnendel étu divouv ueyahitepo

xtvnteo apol Sivouv Ty SuvatdTnTa Y udinon oe cuvdLaoud Ye TV Puyorywyio [55].

2.1.2 Hiextpovixd Exnoudsutind ITowyvidia

‘Onwe TeoavapepUnXe, 1) ovay XY Lol (UECOTEPES 0L UTOTEASOUATIXOTERES UEVHBOUG
udinone amoutel, Tov evepyd podho tng teyvoloyiog. H miolowa dwrdeopdtnTo ep-
YOAElwY AVIAUOTIC DEDOUEVWV, TEOCOUOLWOEWY, EQYUAEIWY WXTHS TEOYHATIXOTNTAC,
EXTIOUOEUTIXMY TALY VDLV XalL EPYOUAEIWY Yl CUVERYATXY] PAUNOT AmodEVOOUY TIg
EVTUTIOGLOXES OUVITOTNTES TNG OUYYPOVNG TEYVOIOYIaC.

H amoteAeopotindTnTa xon 1) SUVOIXT| TV NAEXTOOVIXMY EXTIUOEUTIXGY TOLY VIOLOVY
opelAeToL OTIC BUVATOHTNTES YIA EXOVLXY| AVATOEAC TAOT) TN TANEOQPORLAS, GTOUG Unyo-
VIoUoUg Tou Tpowdolv TNV cuvepyacior xou otny Puyayeyla. To ogéhn howmdv Tev
EXTIOUOEUTIXV TALY VIOLOY, ONAUDT] NAEXTEOVIXWY TOLYVIOWDY PE EXTOUOEUTIXG GTOYO,
nolMamhaotdloviar e Ty yehon teyvoloyxody péonv [1]. O véoc autdc xhddog e&e-
PEUVE TOV TEOTIO OYL HOVO Yol ONULOVEYLo TWV XUTEAANAWY XvATEWY Yo udidnom ahhd
XL TNV TOEOY T TV BUVATOTATWY Yia TAodota podnotoxd Tept3dAlovTo Tou TEomYoLY
TNV xotavdnon nepitAoxwy teofAnudtwy [24].

H mpocoppootixdtnta xou 1 TepdoTiar mowAla xAddwy oToug onoloug Unopoly va
Yenoomoinoly Ta eEXTondEUTIXG oy VIOl AmOTEAOUY T GTIOUBAUOTEQN TAEOVEXTHHO-
¢ touc. Egapuoyéc otov yweo tne loToplag xou Tou TOATIoUoU Tolhamhaoldlovto

ouveyws. Exmoudeutind mouyvidia otoug xAddoug tng T xar tng Boloylog on-
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UEWWOVOUV Xl aUTd ouveyY| Tpoodo. Emouévwe, eugavileton 1 avdyxn yio epyaheio
Tot omolal PTopoVV Vo LTOC TNEIEOLY EXTTUOELTIXE Taty Vidla Tépa amtd Tov cuVhouévo
nhexteovind unoroyioth. Ilouyvidin mou Aettoupyolv, howmdy, G POENTEC CUOKEVES
(vt TAépeva, TOBAET XAT), Tol oTolol UtopolY Va yenotuortotnloly yio Tapddery o
OTOUG Y(MEOUS EVOC Louoeiou EEXAEBOVOLY TIC BEATIOTEG DUVATOTNTES TV EQYUAElWV

QUTOV.

2.1.3 ITouyvidia xouw IToAtiotinry KAnpovouid

To teheutaior ypovia, ol uédodol PEAETNG oL XATAVONONG TNG TOMTIOTIXAS XAT-
povoutds uploTavtow cuveyeic yetaBoréc. ‘Ocov agopd TNy €peuva xat e€oywYr ou-
UTEQUOUATLY, EYEL EUPAVIOTEL UL EVTUTIOOLONY| TOLXLALOL EQUEUOYWY UTO TOV EVIOTI-
OO X TNV AVEAUCT| 0EYAUONOYIXWY YOpwY uéypl eEETaoT PloAoYIXOY eupnudTtewy [8].
LyYeTd pe TNV €CAPETIXNG YENOULT OVATUEAG TUOT) XAl ATEXOVIOT) TV EXJOTOTE GU-
UTEEUOHAT®Y, OL TEYVOAOYIEC TNG ULXTAC TEUYUAUTIXOTNTAS TROCPEPOLY ATODEDELYHEVY
YENOWES AVOELS.

To exmoudeuTd Tony vidla TpooPEPOLY pla VEX BLUC TAOT) 0TI TEY VOAOYIEC TTOU GUV-
OEOVTOL UE TNV TOMTIOTIXT XANPOVOULY, apO) aGYOROUYTOL UE TNV ETAPT Xt VLl
TOU XOWOU UE TIC TEYVEC Xou Tol TOATIoMxXE euprdata. H enlteudn tov otoywy Toug
Boaotleton 6TNY amOATNON TWV ATARAUTNTWY YVOOEWY and Tov yeNoTn Ue TNy Eexdio-
oN 0pYEVWoT Tou Yeou Y xahiTEpa Tou ewmovixol xdouou (Virtual World) xou tv

Snuoupyio evog aprduold and 6Tdyous GToV Yheo auTdy [1].

2.1.4 XwpoevaicUnta mouyvidia

To nhextpovind exmandeutind mouyvidla Teptioufdvouy pioe TOAD evilapEpOUCH L-
moxatnyopio, tTng omolaug 1 Aettovpyia Bacileton otov yweo Tov omoio BploxeTon o
yenote. To mouyvidia autd ovoudloviar ywpeosuvoiodnto (location-based) xon atédy0g
TOUC ATOTEAEL O CLVBUACUOS TNG MAINONG UE TNV BLUOHEDUCT OE YWEOUS TOMTIGHOU
xou pouoeio [17]. Trdpyouv udhio o, Topadelyuato epopuoy®y 6twe ta Storyhunt in
Tzoumerka xou to If...in Malvasia [13] ot onolec hoBdvouy ydpo evidc ohdXANEwY
OLUGHGY OL OTIOlOL TEOPAVKS BLAIETOUY XATOLO TOMTIOULXO XL LOTOPXO EVOLUPEQOV.

To yweoevaicOnta Tawy vidio umopolv Vo yweloToly 6e TEELC xaTnyopies, ue Bdor

TNV GUAROYLOTIXT) X0l TOUG XUPLOUG OTOYOUC TOUG [2]:

1. TTowyvidior pe xuptdtepo otdyo v drooxédoon (ludic tradition) [6],[5].
2. Egappoyéc pe amoxhetotxd exnoudeutind yopoxthpa (pedagogic tradition).

3. To VBpidto Twv dVo THUPATAVE TEQITTOOEWY OO 1) BlUoXEdACT xou 1 uddnom

€youv mapdpota omoudondétnta (hybrid tradition) [30].



8 Kegdlowo 2. Oewpntixé - Teyvoroyixd TréBadpo

YNy et xoTnyopta, Tor mony vidio dtordéTouy pla Eexdioprn mAoxt 1 omolo o ToyE-
UEL TP TORY XS VoL BLUOXEDAOEL TOV YN0, 20TO00 UETK EVOS EAXUG TIXOV GYEBLIGUO-
U péow Tou omolou miavee Yo amoppogniel o yeRoTNe, UToEoUY Vo Tov 0dNYHooLY
otV M1 TOMTIOUXGY TANPOPORLMY Xl GTNV avATTUEY OEELOTATWY TETUY AlvoVTog
ToEdmAEUpoLS exTtandeELTIXOUC 6TOYouS. Ta mouyvidio autd ywellovton oe Teelg xVpLeg

unoxotnyopiec mou yapoxtneilovial amd Tov SpopeTind TeoOTo Touyvidol [36]:

e To xuviyL Inooaupol (treasure hunt) ota onola oL yphoteg Tpoomatoly v Bpouv

OLdpOPa AVTIXEIUEVOL OF Plal GUYXEXPUIEVT] YEWYQAUPIXT] TIEQLOYY).

o ITawyvidia Spdong 6mou 1 mAoxr amoxtd deutepelovta pOAO xou divel Ty Yéon tng
oTnVv dpdion [2]. Ta uordnotoxd x€pdr Yo ToUG YENOTEC ETUXEVIQWVOVTAL GTNVY
otpatny oxédm xou tnv Mbn anogdoswy. Ilopdhinha, cuvidwe atouteiton amd

TOV YENOTN EVIOVI QUOIXT BRUCTNELOTNTA XAl XEVNOT) OTOV TEUYUATIXG YMEO.

o To mouyvidia pérwv (role playing games) 6mou 1 mhoxn €xel Tpwtelouoa onuacia
XL O YPHOTNG ATMOXTA EVAY CUYXEXQUEVO PORO GUUPGYVY UE TOV OTtolov xivelton

[14].

‘Ocov agopd TNV AyOTERO SNUOPIAT xoTnyoplo, ONAXDY| TIC EQUOUOYES UE ATOXAEL-
O TG EXTIOUOEUTIXO YORaX T, 1) OLUOXEDUOT) OEV AMOTEAEL OTOYO TWV OYEBAC TRV TOUG
2]. Koiptog onuaocioc Yewpeitor 1) evepyonoinon tou yeRotn UE amoxheloTixd o16yo

v pdinon. Ki edo) mpoxdntouy Teel xpleg umoxatnyoples:

o To mouyvidia e€oyolwong (participatory simulation) arnoteholv éva ToN) oLV~
Viouévo TapdderyUa xou Holdlouy e To Towy Vbl pOAWY TOU TEouvVapERUNXaY
[11]. Me tov evepyd pého ToU YpHOTY BIEUXOAOVETOL 1] XOTOVOTOY) EVVOLOY OE

nepinhoxec painolaxée xatactdoelc [53].

o O cgapuoyéc expdinong Eévmy YAKWOG®Y, oL 0TOIEC GTOYEVOLY PECK TNG YPNoNS
PEAMOTIXDY XATACTACEWY GTNV ATOTEAECUOTIXOTERY Uadnotaxt| eunelpio plog
yAOooog [29].

o Iouyvidio Spdione tar omolor vou pev Yuuilouv cuvdng ta avtioToryo oty vidia
0pdonE TNE TEOTYOUMEVNS XUTNYOoplug Aol amattoly QuUOLXY| BEACTNELOTNTA AANS

OTOYEVOLY, OTWE EVAL TPOPAVES, ATOXAEIOTIXG TNV udinon [H1].

TeAewdvovTag e TIC XUTNYORIEC TV YWEOEUAOUNTWY ToUYVIOLWY, TEETEL VoL 0VO-
pepVel auTH TV UPBEWBIXGY eQuoloYdy. Luviing oyedidloval yio To EUpd XOV6 amd
OQYAUVIOUOUE, EXTAOELUTIXG WOpUMATA oL oYeTI{ovVTal UE TNV TOMTICTIXT XATNPOVOULd

xou pouoeta [15]. Kou oe authv tnv xatnyopia propolv va evtomiotodv tela utoeidn

[47]:
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o To ddpootind mouyvidio povoeiwv (Museum mobile interactive games), to o-
molo mépa amd Tor oToLyEld OYETIXG PE Tar EXVEUNTA, TOPEYOUY GTOUG ETUOXETTES

ToL XATIAANAL EpYOAElDl YLl VoL 0PYOVOGOLY Xal Vol EAEYEOUV TNV TOREYOUEVN
mhnpogopia [2] [30].

o Ta mouyvidia pdAwv (Museum role playing games), 6mou ypnotgonolodvton To
AETITOUERY| GEVAQLAL X0 APNYNUATIXEG TTAOXES UE TOUG ETUOKETTES VAL ATTOXTOLY EVAL
ouvyxexpuévo pdro. Emlong, umopodv vo mdpouv TNy Uop@y| TaLyVIBLOY WUo T
plou, Ue Toug eEMOXENTES avahauBdvouy EexwEloTolg pohoug EVTOC pla ouddac,
npoonadidvTog Adyou yden, vo Aboouy éva éyxhnua [25]. Eviugpépov mopovat-
dlouv xou mowyvidto émwe to Museum Scrabble [14] ta onoio avaryxdlouv tov
Xenotn apol avahboel Tor exdéuota evog Joucelou, Vo T GUOYETIOEL PE DLdpo-
PEC LOEEC MO VO Tl TOTOVETAHCEL EVTOS XATOLOU YEVIXOU Lo TOPXOU 1| TOMTIOUXOU

Thatciou.

o Ta mouyvidio gavtoacioc (Mobile Fiction) anoteholv pio unoxotnyopla, tne omo-
lag oL eqopuoyEéc 0dNYoLY TOV YeNoTn PEow Wag Cexdioone apnynUoTiXic Tho-
xfg. O Sudpactixég duvatotnteg PaciCovtar oe authy TV TAoxnh. O yehotng
oxohoulEl To GEVARPLO XIVOUUEVOC OTOV YWeo xat hivovtog Yeipoug 1 malh. Eu-
paviCovton Omwe eivon PUOS, xou €66 TUPABELYUOTO ToUy VIBLWY UG TNElou %ol

emthuong eyxAnuaTxwy utodéoewy [41].

To ywposualointa exmoandeutind mouyvidla vou Yev anoTteholy pla Tohunolxidn o-
UGOA EXTIALBEUTIXDY EQPUQUOYWY, Ta OTolol XATEYOLY Xalplo POAO OTNV OVAOEL TNC
TOMTIOUXTE XANEOVOULAS oAAS Ttapouctdlouy uio oelpd amd TEoBAY|doTL.

Efte éva mouyvidl €yel oyedlHoTEL Yol EOWTERIXO YWOEO OTWS Eva Wouoeio elte yia
Evary eEEWTEPIXO, TA DIAPOPOL YUPUXTNELO TIXE TOU Y(OPOL ATOTEAOVY BNUtoupYolY Guy VA
TEOPAAUATE.  ZEEXVOVTUC UE TOV OYEDIAOUO, 1) ETLOTNUOVIXT €0EUVAL ElVaL OLYAOUEVN
OGOV aPOEE TNV GTOLBUOTNTA TNG AUPNYNUATIXNAS TAOXAC XU TOU GEVOPIOU GTO TEAXO
uordnotoxd anotéheoua. Enlong, mopatneeiton 6t 1 pdhog tng mhoxrc - 1 onola xodo-
oiletan amd ToV oYEBACTY| - UE QUTOV TNE Bladpac TIXOTNTOC - 1) omtolar xardoplleTon amd
o xfvnTeal ToL YERoTN - €Y0LY VTG TEOYLS avdloyn ayéan [2].

Axoua, yevwiovtal epmTAUATH OYETIXG UE ToL Y wetxd YapaxTtnpto Txd: Eivar onotoo-
ONMOTE YWEOS xUTIAANhOC Yot éval ywpoevoiodnto mavyvidt [2]- Emmiéov, oyedov oha
Tor Ty VISLo o ToU Tou €lBoug efval OYEBLUCUEVIL YLOL EVOY GUYXEXEWIEVO Y (0. Anadn
TEOXUTITEL O TEQLOPIOPOS OTL O EXACTOTE APYUONOYIXOS YWEOS 1) TO EXACTOTE UOUCELD
AmOTENODY TOL LOVODWXE PEET TOU Ol EQUPUOYEC QUTEC UToEODY VoL Yenotuoronjoi.
Y1oug ywpoug autolg cuvridne cupeéel TAYog xb6ouou xat emxpotel UPNAGS YopU-
Boc mpdrypo TOu YOVO apVNTIXG PORO UTOREL VoL EYEL WE TTPOC TNV AMOTEAEGUATIXOTN T

TV €Qopuoy®dy. TdnAd Bodud duoxoliog TEocVETOUY Xxou Ol GUVINXES TV YOEMY
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AUTWY, 0TS AOYOU YPWY TO UTAETO QWS EVOS APYUONOYIXOU Y(OEOU 1) TO UTEPBOALXS
YOUUNAG YW O DWUBTIOL UEPXMY HOUCEIWY amottoly TNV 660 TO BUVATOY UEYAUADTERT
TEOGUPUOC TIXOTNTA ot EVEALEID TWY YENOULOTIOLOUUEVMV TEYVOAOYIXMY péowy [12].
To {nrhpota ouTtd hotmdy meémel vor eEETacToOY o Vo EpEUVNUEL 1) BUVATOTNTAL Yid
XPNOT TOV ATAQUUTNTWY TEYVOAOYLOY Ol OTIOlEG Vot avTIETOTIGoUY TIg Tpoavapepieioeg
OLUTEPOTNTES Yo VoL BOGOLY TNV EUXAEI YEYONG EXTIUDEUTIXGY TOUY VLWV TEEAL OO

ToL OTEVEL OPLOL TV YWEMY TOMTIGUOD.

2.2  Extetopevn IHeayuatixdtnta

2.2.1 Ewovixy Ipaypatixdtnta

H teyvoloyla tne exovixnc nporypatixéttag (Virtual Reality - VR) anotehel pla
OMO xou To OMUOPIATC Tdom e epyaiela 6mwe To Oculus Rift xou to HTC Vive va
€youv Non avaderyel o Yeydheg eunopixéc emtuylec. Xpnowonowwvtag pio tétol
OUOXEVY|, O YENOTNG ELOEQYETAL OE £VaY TEAEWC €1XOVIXG xOOUO O oTolog BEV GUCYE-
tileton ye to mepBdihov Tou yerotn. H véa auth mparypatikdtnTa amotelel To ohvoro
TV gpethoudtwy Tou haufdvouy ot o ¥noelc Tou (6pao), axoT|, XAT.) OTOXAELS XY
am6 TNV cuoxeut| Ttou yenoworoiel. H teyvohoyla autr €xel egapuoyéc oe Vo xbploug

Toelc:

o Ytnyv Swoxédaon xon puyorywyio Y€ow TG ONUoURYLUS EXOVIXGDY XOOULY OF

Brvteomawyvidio [13], [52], [48].

® Y exToUdeUTIX00C OXOTIOUC UECK TEOCOUOLOOEWY TEUYUATIXWY XATACTUCEWY

(371, [10], [31].

2.2.2 Enauvinuevn Ilpaypatixdtnia

H évvowr e enaunuévne mporypotixétntac (Augmented Reality - AR), OLopEQEL
o€ Yeydro Bodud ue authy g exovixhc. Ilpwta an’ dha, o yerotng ulag cuoxeuric
EMOUENUEVNC TROYUATIXOTNTAC OLUTNEEL ETOPT UE TOV TROYUATIXG XOOUO YENOWOTOL-
GVTOG xovovixd Tic atoOroels Tou (6paor, axon, xim.). To aviixelyeva tou eixovixol
%600V TEOBIANOVTOL UECEL TWY XATIAANAWY YRUPIXWY EVOWUITOUEVI GTO TOUYUATI-
%06, Blvovtag TNV duvaToTNTA 0ToV YENOoTY Vo Leywpeloel Tic dVo mpaypatixétnTes. H
EVOWUATOOT oUTH TEOYUATWVETOL PEow NS yerione otpwudtoy (layers) médvew otov
TEUYUAUTIXO xOCUO amd TNV exdoTote cuoxeur. ‘Onwg elvar mpogavée, ol egupuoyég

e TEYVoloYiog auThc €xouy HoT enextodel oE aExeTONC XAGOOUC.

o XNy dooxédaot xan Yuyaywyio ue ToAD YVwoTo mapdderyua anotelel 1 e€oupe-
Txd Snpogihic epopupoyr Pokemon Go [10].
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® XT0V YOPO NG TNAEOEACTE OOV YeNoLoTolElTal o adANTIXEC UETADOOELS Xalt

oehTlar xatpoL.

e YXtny exnaideuor), agol 1 Teyvoloyio auTr CUPBAIAAEL OTNY ATEXOVICT] LOEWY Xl
EVVOLWY OLUPORETING X0 TOMAES (POPES TUO UTMOTEAEOUATING OE GYECT) UE TG TO-
eadootuxéc pedodouc. Iditepa yior Tic uxpdTERES NAXiES, 1) ETaQY| UE CUOXEVES
TOL YENOWOTOL00V ETAUENUEVT) TIEAYMATIXOTN T UTORE! ATOBEDELYUEVAL VoL ALEY|OEL

TO %VNTEO Xo1 TO EVOLOPEEOV YLal TO eEXTUBEUTXG avTixeluevo [16] [54].

e Ytov ywpo tng uyelog, apol TEOocEEpETAL EVag VEOG TEOTOC OMELXOVIONS TOU
avipwrivou cwuatoc. Enione, unopel va cugBdiiel otny mhneéotepn emxovmvia

ueTa) Tou LTEWO) TEOCWTIXOV XUl VO TOMATAACLICEL TIC BUVATOTNTES TNG

mhelatpweic. [18] [38] [46].

® YITOV YMOPO TNG TOAMTIOTIXNAG XANEOVOULAG XL TV TEYVWVY UE EQUQUOYES OTWC
1o Civilisations AR [11]. Etov topéa autd, 1 emowinuévn nporypotixdtnTa Teo-
OQEREL OE YWPEOUG TOAITIOUOU ot Houoela TNy euxonplor var tepdcouy o€ uio vEa
ETOYT) EMOVIXNG UETAPORAS TwV eXVEUITOY TOUG TP Amd Tol GTEVA 6Pl TOU

eXGOTOTE YWpou [3].

o YTOV OYEBIOUS ECWTEPLXDY YWOEWY UE XOUVOTOUES EQPUPUOYES OTwe To Amikasa
[20] xar to IKEA Place.

4

_-. -.‘—
Real Augmented Augmented Virtual
Environment Reality (AR) Virtuality (AV) Environment

Milgram’s Reality-Virtuality Continuum (1994)

Yyfuor 2.1: H sehiponar uetolld mooryatinod xat eixxovixol x66Uou OTwe Teotddn e ond

touc Paul Milgram xot Fumio Kishino [35].

2.2.3 Muwty Hpayupatixotnta

H it mpaypatxémta (Mixed Reality - MR) anotekel tov yopo ye tic omou-
dandtepec e€eMlelc To TeheuTaior ypdvia. Oo unopoloe va dolel évac amhoixde xou
agonpeTnog optopog: H Muxtd) Hpaypotixdtnto amotehel plo plén tov te)voroyLodY
NG EMAVENUEVNS Xl TNS EXOVIXAC TparypoTixdTnTac. OuctaoTixd, and Ty ula uro-

et vor Yewpnlel o plo elelryuévn exdoyr| TG emaUENUEVNG TEOYUATIXOTNTAS, apol
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Toe avTixeipeva Tou epgaviovial HECK YRUPIXWY OTOV YEHOTH CUOXEUMY WX TS TEaY-
HOTIXOTNTAS, €Y0UV TNV BUVATOTNTO Vo OAANAETLORACOLY UE TOV TEAYHATIXO XOGHO.
And v dhhn, Tpoopépel TNV euxanpla dnuoupYiog €€ 0AOXANPOU EIXOVIXMY XOCHUWY
-OTOG XAl 1) EOVIXT] TEAYUOTIXOTNTO- TROCUPUOCUEVLY, OU®S, GTO TERBAAAOV Tou
xenot. Kadlotatu hotndv, npogaviic 1 omoudaiog pdAog Tou xateyel 10 TepB3dAhoy
Tou YeNoTN Yo TNV TEYVoloyio auTr. 1o CUYXEXPUIEV, Ol EXACTOTE GUOXEVES UIXTHG
TEOYUATIXOTNTAS HECW TWV XATIANAWY €pYUAElWY, €YOUV TNV BUVATOTNTA CdPWONG
Tou TEPYBAANOVTOC o BnutoupYiag evog exxovixol ue Bdorn o Anguévta Sedouéva
Me tov Tp6m0 0UT6, TPoCUPUOLETIL OGO TO BUVATOV TO ATOTEAECUOTIXG O EXOVIXOC
x6ouog otov mpaypatxd. H oucyétion xou o cuvduacuds hotmdy, v 800 XOCUGY

amotehel TNV oucio TG UKTHS TEAYHATIXOTNTOC.

VIRTUAL AUGMENTED MIXED
REALITY (VR) REALITY (AR) REALITY (MR)
Fully artificial environment Virtual objects overlaid Virtual environment combined
on real-world environment with real world

(:“\ii
4/
.Ir..(
="
Full immersion in virtual The real world enhanced Interact with both the real world
environment with digital objects and the virtual environment

\('_f
4D
I I '0’ r

| -

Yyfuor 2.2: LUVOTTIXT amEOVIoN TwV TEWWY Teyvohoytwy XR xar tov Pacixdy d-

poptv Toug [15].

O cuoxeuéc mou epopudlouy TNV TEYVOLOoYiol QUTY| EVAL TEOPAVKS POENTES OLo-
TdEelg HEPUATIS (n olde Headsets) ue ta Microsoft HoloLens 1 xou 2 xau T Magic

Leap 1 va anoteholv 800 dnuo@lf] cucThAuata otny ayopd. MEow autav, 1 WXt
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TQUYUOTIXOTNTA EYEL XATAPEREL VOL ETEXTEIVEL TIG EPUPUOYES TNG OE BLdPOPOUS XASBOUG:

o Yy dooxédaon xou Puyaywyia péow Brvteomayvidudy [39], [21] ta onoio mpo-
OQEEOLY TPWTOTUTIEG OTITIXOUXOUGC TIXES EUTELQIES YPNOUULOTOLWMVTIG XUVOTOUN TO

TepBdAlov Tou Yo,

o XTNV eXOWVWVIN UEGK EQUQUOYMY TOU OUCLUGTIXE TEOBEAAOUY TOV GUVOULANTH

0¢ oldypauua atov yweo [9], [23].

® XT0V Y(OPO TNG EXTAUBEUCTC OTIOU TEOGPELOVTOL VEEC XOUVOTOUES UEVOBOL avama-
PAOTAOTG WOEWY XU EVVOLWY a6 dLaopeTint| ontxt| ywvia. Enlong, émwe xou
OTNV TEPIMTWOT TNG EXOVIXTG TROYUATIXOTNTAS AUEGVETOL GUVEY NS 1) ONUOPLALL

TWY TPOCOUOLWoELY [27], [28].

o Yy Bopnyavio u€ow Twv eEUPETIXOY BUVATOTATWY TN WXTAC TEOYUATIXOTN
TAC GTOV OYEDLAOUO TEOLOVTWY, GTNV AVATUEAOC TAUOT) LOEWY XL GTNY TELCOLAC TAT
amexovioT) dedouévwy data visualization. ‘Omwe xon ue Ty enowEnuévn mporyuo-
TIXOTNTAL, ETOL XoU E0W, EIVOL TEOQPUVY| ToL OPEAT] GTOV YOEO TNG UPYLTEXTOVIXHC
XL GTOV GYEDLICUO ECWTEPLXMY YMPEWY XU OYL HOVO PEGK TNG CUCYETIONG TOU

pUOLXOL UE TOV EXovixs xbdouo [12], [20].

2.3 Microsoft HoloLens

Adyw TV oToUdAUKY GAUATOY TRV TEAEUTUWY YPOVWY GTOUC YOEOUS TNG ELXOVI-
XS %o EMAVENUEVNC TEOYUUTIXOTNTAS, ToL OTolol OB YNOUY GTNY XOUVOTOWIN TNG WUXTHC
TEOYHAUTIXOTNTAS, EUPAVICTNXE 1) AVAYXT| YLl TNV TUEAY YY) Xk XUXAOPORId GUOKEVMY
mou Yo unocTheay TNV TEYVOhOYla WixTrc TeaypaTxotnToc. I'a tov Adyo auto, o
TEYVOLOYIXOS X0hooo6¢ Tng Microsoft Eextvnoe Ty épeuva yia TV avdmtuln evog ep-
yaketou To omolo Yo xavonoioel Tnv {ATnom tne ayopdc. Ta mpdta Bt €yvay pe
éva mpdoveto (add-on) yio Ty xovoodho Xbox tne Microsoft to omolo xuxhogpdenoe
70 2010. To epyaieio auTod elvar ECOTAIOUEVO UE HAUEPES, UXEOPLVAL Xal LTEELYPOUC
UCUNTARES, XATAPEEVOVTAG UE TNV YENOT] TOU XATUAANAOU AOYIGUIXO) TNV AVAY VOELON
YELPOVOULOY, OULALIS X0 TWY XWVACEWY TOU OWUATOS EWG TECTURWY YENO TMV TAUTOYPO-
VaL.

Ytnyv ouveyeta, Tov Mdptio tou 2016, 1 Bl eTonplor Tpoywenoe oty xuxhopopia
v Hololens (oe Development Edition) otic HITA xau tov Kavadd. Tov OxtdfBeto tou
{Blou étoug, To TEOIOY Eytve Blatéoiuo xou oTic Evpwndixée yweec. ‘Eva Ceuydpl tov
Hololens xootilet 3000 Soldpror ue Ty éxdoon yio emoryyehpotixt| yeron (Commercial
Suite) @Tével oo 5000 dordiptar xou Ty Microsoft vor Bivel tnv duvatdtnTa evoixioong

YL EVOL YPOVIXO DLACTYUO OF LOWDTEG.
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Yyfuo 2.3: To Microsoft HoloLens Headset.

2.3.1 Ilepiypaypn CUCKELNG

Ye TpTO ETUNEDO, 1 CUOXEUT) UTOPEL VoL Loy wpeloTel oe 800 xVpLol XOUUSTIL TNV
Lwvn (headband) mou nepBdhhet To xe@dt, ahhd ywplc va otneileton otor auTd xat TNy
npoowida (visor), n omola emitpénel otov yeRoTn vo Brénel. Méow tou oyedlaouol
TOu o Tou younhol Bdpoug Twv 579 ypauuapiny emTeEnel TV dvetn xivnorn Tou
xepolol [34].

Visor

Headband MNose pad

Micro USB cable
Brightness buttons Volume buttons

Overhead strap Microfiber cloth

Device arms

Power supply

Yyfuo 2.4: Ta didpopa uepn twv Microsoft HoloLens.
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Méow plag podéhag otny {dvn peTaBdhheTon 1 SIIUETROS TOU ECLTERXOU BAXTUAIOU
OOTE VoL TRPOCUPHOGTOUY owaTtd xau dveta tor Hololens oto xe@dt tou yenotn [34].
Evtoc tne Lovne Beloxovton to nAextpovind uépr), dnhadt| oL eelepyaoTég, 1) Ui, ot
xpepeg xon T nyela, Ye tar Teheutala va Bploxovton Téve amd to xde auti. To nyela
elvan oyedlaopéva var EQapuolouy TNV ETAVICTUTIXY TEYVOAOY{X Tou Yweixol 1you
(Spatial Sound), mpoo@épovtac pla Lovadixr axoucTXT euTelpior 0ol ToVTOYEOVAL UE
TNV omTiY| avTIANdN TV EXOVIXGOY AVTIXEWEVLY, avamaploTavTol xoL ol anapaitnTol
oL GToV YWeo divovtag TNV aloinon 6Tt €pyovton amd OLdPopes xaTeU)UVOELC.

Yy oplotept| yeptd tne Lavng undpyouv 80o xouvumd (Brightness buttons) mou
euduilouy v puTeEvoTNTH XU oTNY eIl WepLd oxopa dvo (Volume buttons) mou
avZopetdvouy Ty évtaon tou fyou [34]. Enlong, mpogovde umdpyet xon évor xouuni
YL TNV EVEQYOTOINGOT X0l ATEVERYOTOMOT TOL CUGTAUATOS, To onofo PBeloxeta Tiow
xou 0e€id otny Lovn.

‘Ocov agopd ta eowTepd niextpovind uéer, to Hololens diodétouv pla xevrpl-
xn povado enelepyaoiog (central processing unit - CPU), uio povddo enclepyasiog
Yoy (graphics processing unit - GPU), xou tny xouvotouo povédo ohoypapixnic
eneepyoaoioc (holographic processing unit - HPU). H teheutaior ovamtdydnxe omo-
XAELOTIXG YIoL THY GUOKELT] AUTH Xou ovarhoquBdvel Tnyv eme€epyacio Twv SEBOUEVLY TToU
éoyovtan omd toug awodntipee [19]. Tpowidel ta enclepyaopéva autd dedouéva auTd
otnv CPU, xou auth ye tnv oelpd TnS 0Tol TEOYRAUUITO TOU AELTOURYOUY eXElVY) TNV
oTiyun o yeetdlovton TIC anapalTnTES TANPoQopieg amd Toug aoUnTreeS [7]. Emnpo-
o¥étwe, To Leuydpl yuahiov eivon egodloouéva e 2 Giga bytes RAM, 1 Giga byte
RAM mou yenowonoleltal anoxAEloTXd amd TNV Hovada oloypapixrc enclepyaciog

xou puvrun 64 Giga bytes .

Eynuo 2.5: H unrew xdpta ye tic yovddeg enclepyasiog [33]).

Evtég tng mpoownidag Peloxovtar 2 goaxol ndvew otoug omoloug mpofdilovton To
OLOYQAUUOTO UE TETOLO TPOTO, WOTE Vo dnptovpyeiton 1 anapaitnTy Peudaloinon yia
Vv Tpwoddotaty amexovion. H avdhuon @tdver ta 2.3 Mega Pixels xan undpyel n
OLVATOTNTOL AUTOUATOU XUALUTEORICUATOS TNG AMOCTACTC TWY HATIOV omd TNy odévn

€TOL OOTE Vol TPOBUAAOVTOL Tol ONOYRUUMUATA TPOCUPUOCUEVY OTNY AVATOULA TOU YeNHoTN
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Eyfua 2.6: To clotnua tpofolic ohoypopudtwy [33]).

‘Ocov apopd Tic xdpepes, 1 ouoxeur) dtadétel 4 xduepec (2 and xde TAeupd) oL omo-
fec avohafBdvouy tou €pyo Tng mEpPolhovTinic avtiindng, ulo axdpo yior xatorypapn
Blvteo xou puToYEAUPLOY Xal Pid uTEoo TV UTEPUUET XUUEQN TTOU OE GUVOLIOUS UE EVOY
unépudpo npoPoréa laser emtpénet Ty avtidndn tou Bddoug [34]. H teheutaia Aertoup-
yio amotehel éva xadprag onpactag yopoxTNELoTIXd, T0 0Tolo BIVEL TNY BUYVATOTNTOL Yo
OUEWGT TOU YOEOU XAl TV OVTIXEWEVGY TOU PECW TN eXTOUTNG UTEQUUPWY oXTVKDY
xou Ty A Toug amd TNV avtioTolyn xduepa. Autod, 6Twe mpoavapépdnxe, anotelel
EVOL AT TAL XVPLOTERA YVWRICUUTA TV TEYVOROYLOY TNG X THS TEAYHATIXOTNTOC.

Axbuo untdpyouy TEcoEP EEYWELOTY UXEOPMVOL TTOU EXTOS TOV GAAWY, TEOGPEROLY
TNV QUVITOTNTA VoY VWOELOTG OUALOG ot avaTTUENG EQUPUOY®OY OL OTOlEC BEYOVTOL
pwynuxéc evtohéc (voice commands).

TeAewwvovTag PE TNV TEPLYPaY| TNG CUCKELYC TRETEL Vo avapepiel 1 ToAD amo-
TENEOUATIXT| 0L UEYIANG OTIOLDAUOTNTOG UOVADU ADPUVELAXTHG UETENONG (inertial mea-
surement unit - IMU) onoteholuevn and éva emtayuvolduetpo (accelerometer), éva
YupooxdTo (gyroscope), xou éva oy viTopeTeo (magnetometer). Y cuvduooud e Tig
#duepeg Aotndy, oL acdnThpeg autol lvor emipopTiouévol Ue To €pyo TNng TepBahhovTi-
xfig avtiAndng, mpoo@épovTag TIC amupaitnTeS TANEOGOPIEC GTNY LOVABL ONOYEAUPXAC

enelepyaoioc wote va Tono¥eTNIoly Tol OAOYEIUUATI TWY EXOVIXDY OV TIXEWEVWY.

Eyhua 2.7 To cbotnua v cwodnthewy [33]).
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2.3.2 AMN\nAenidpaor Xpnrorn

O ypefotng umopel vor GAANAETUORACEL UE TNV CUGCXEUT X0 T EMEXTUOY UE TA
ONOYQOUUATO UECEK TELWY TEOTWV:

o Bléupa ) Gaze.

o Xepovouieg 1 Gestures.

® XU POYNTIXES EVIOAEG 1) voice commands.

O mpddTog TPéTOC XA TO duUECOS TEOTOC, dNAadY To Gaze, umopel vo yivel avTiAn-
TTOC HEOW TNG ToEAX T AoYXAC: TNy xateduveT Teog TNy onola XotTdeL 0 yeNoTNng
1 axEIB3¢oTERA TPOC TNV oTola EYEL CTEAUUUEVO TO XEQPIAL Tou upavileton Evag XEpoo-
cag (o xouxida), o omoloc mailer Tov Blo pého e Tov *époopa TG 0VOVNE EVOC
NAExTEOVIXOU UTOAOYIGTH xat Poloxeton Tévew 6To eLHOYEOUIO TUAUA UE 0y 1) AVAHESH
OTOoL YT TOU YEHOTN.

Yyfuo 2.8: Adnhenidpaon péow Gaze [33]).

Hpoywewvtag otic yetpovouieg, to HoloLens Swrdétouv tpeig dlapopetinég emio-
Yéc:

e To Air-Tap.
e To Bloom.

e xou to Tap and Hold .
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[ Ty 0woTh exTENECT) OTOLAGOYTOTE YEwpovouiag uTdpyet pla Paotxy| Tpolndle-
on: To yépt tou yprotn mpénet va elvar evtog evoe mhouciou (Gesture Frame) étot
OOTE 1) XAUEPES TNG CUOKEUNC VoL TO vty Vwploouy OTwe QaivETon GTNY ToEoxdTe) €l
x6va. To HoloLens elvor oyediaouéva €tol kote 6tav To yéet Bpedel evtog autol tou
mhauciou vo pyetoBdAlouy To oyfua Tou xEpcopa amd xouxida ot Evor day TUALDL. Me
TOV TPOTO AT, 0 YEYoTNG Umopel elxol Vo xaTahdfBel €dv 1) cuoxeur| elvon €Toydn Vol

avTiAngUel Tnv yewpovopla.

Yynuo 2.9: To mhodoto yerpovouudy twv HoloLens [33].

To Air-Tap amotekel Tnv mo Baocuxn xaw cuvndopévn yewpovouia twv HoloLens xou
yior vor YIVEL To xoTavonTo, UTtopel Vo To avTo Tolyloel xavelg UE TO dploTEPO XALX TOU
nAextpovixol unohoyiot. e Ty opdy Aettovpyio Tou Air-Tap mpénet av oxorouin-

Yolv ta mopodte tela Brwata [33]:
1. O yphotne xdver Gaze to avTixeipevo mou Vélel vo eAEEEL.
2. Tdhdver o Belxtn TOU YEPLOD TOU PO TAL TEVW.
3. Air-Tap: Xounhover tov deixtn xan apéows Tov uwvel Eava.

Me tnv emduevn yewpovopla, o Bloom , diveton 1 duvatdTnTar 6TOV YeROoTN VA
avoiel xar va xheloer to Baowd yevol tng évapéng. Mdhota, ye Tov {Blo Tpdmo,
umopel Vo oTopaTtoEL TNV Asttoupyio Tng egapuoyric mou Aettoupyel. H yewpovoula

ouTY| ExTEAELTAL UEGK BUO BrudTov:
1. O yphoTne %paTdel TNV TOAGUT TOU XAELOTH), OTWS GTNY TOQOXATL EXOVOL.

2. To avolyel €10l WOTE 1) TUAGUY TOU VoL ElvalL avoLyTH.
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1. Finger in the ready position 2. Press finger down to tap or click

Yyfua 2.10: H hertoupyio Air-Tap [33].

Eyfua 2.11: H opyxr 9éon tou yeptob yio to Bloom [33].

H teheutaio yewpovopio, to Tap and Hold anotehel pla diapopetinr exdoy | tou Air-
Tap . ‘Otav dnhadr o yerjotne xateldlet Tov delxtn Tou, Tov xpatdel oTadepd %At
Ywelc vo Tov Eavaonxavel. Yuvidwg yenotponoteitor yio xOAom - scroll xan olpoyo -
drag tou dpopéa, zoom, (Eg)xop@itowyo -(un)pin, aneyXxatdoTooT EQURUOYOY, ahhoyY
ueyédouc, TEPLOTEOYY, UETOXIVNGT EQUOUOYMDV %ot /Y| ONOYEUUUETGLY.

‘AN plo uédodog emxovmviog Tou YehoTn HE TO GUC TN ATOTEAOUY PWVNTIXEC
evtohéc (voice commands). ‘Onwg xou ME TIC YELPOVOULEC €TOL xou €0, O YEHOTNG
TEENEL TEMOTA Vo xdvel Gaze oTo avTixelpevo mou Verel. PwynTixég EVIOAES amoTeAO-
OV pilo cuvtoudTERT YPOoViXd AOoT xutd TNV Yeron Tou Thnxteohoyiou. To HoloLens
otvouv TNV duvatdTnTa Yerone voice commands yio TAOHYNON GTO AELTOURYIXO TOUC
cUCTNUA UE EVAY TOAY ATOTEAEOUATIXG X0 TOMAES (POPEC TLO YQTYORO TEOTO antd TO

Air-Tap . MdAiota, 1 ¥ehoN TWV QOVNTIXGY EVIOAGY OLEUXOAIVETOL OXOUd TEPLO-
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0OTEPO UE TNV YPEHON EVOS TRUXTIXOU GUOTHUNTOS Tou ovopdletan ‘See it, say it” xou
eppovilel Bimha amod Tar BLdPOEO XOUUTILE TNV ETIXETA TNS PWVNTIXNC EVIOAC TOU UTOEEL

va. yenotponotniel evahhaxtind and to Air-Tap .

2.3.3 Epyaieia Avantugne Egoapuoywyv twv HoloLens
Unity

H avdntuin egoapuoywv ota HoloLens anotéhece yia tnv xataoxeudotela etonpla,
v Microsoft to ornuelo xhedl yio TV eumopxry emtuyio Tou meoidvtoc. ‘Oco mio
€0XOAN 1) oVAMTUET UG EQUPUOYNG YIoL TNV GUOXELT| TOCO UEYUAUTERO TO XIVNTEO Yia
ToUG ETB0Z0UC TEOYEAUUUATIOTES VoL Aoy OANYo0Y UE TNV XAUVOTOUA AUTH TEYVOAOYIaL.
Puoixd, to (htnua ve v mepintworn twv HoloLens anotéheoe n anoucio epyoleinv
TEOYPUUUATIONOU ATOXAEIGTIXG VIOl EQUPUOYES UixThC Tparypotixdtntac. H Microsoft
€huoe o TEOBANUN auTod pEow NG ouvepyaoiog Tng ue TNy Unity , plo mhatgpdoua tng
Unity Technologies, divovtag tnv euxoupior evog grhixol tepBdAlovTog avamtuéng yia
oTou¢ ENBOEOUC TPOYPUUUATIOTES.

H Unity amotehel éva amd o dnpogiléotepa epyahelar avdmTuing BVTEOTALY VIOLOY
(game engine) xou egappoydV yevixotepa. And tov Iolvio tou 2005 mou Srtideton
0TO X0WO €QTAUOE GTUdLXA 6TO GNUElo Vo avaryveplleTon we 1) dNUoPAEcTERY TAAT-
popUa avaTTUENG ToUYVIOLOY oTov x6ouo. Ta xupdtepa altiar Snuoguiioc tne Unity
VYewpolvtar 1 mAnedTnTar TS TaEEYOUEVNE TexUnplwone (documentation), n ayavic
XOWVOTNTA UE OLEPORES 16 TOGEADES, ToAUdpLIUoUC YWeous culhTNoNG (forums) »ou St
Soxtinol LMol (tutorials). Méow autdv TV TAEOVEXTNUET®Y, 1) TAATQPOPUA TNG
Unity Uétel otépeeg BAoelc yior OTOOVOTOTE VEO TROYEUUUUTIOTH 0 ontolog emfuuet
va aoyohnel ye v avdmtugn Bivteomouywidiov. H C# amotehel v yAdooo mpo-
YEUUUOTIONOU TOU Y PNOULOTOLE(TOL X0 GE GUVBUNGUO UE TNV EVA TOA) ATOTEAECUOTIXG
obo o anocgalpdtwong (debugging), n cuyypapr xGdBWa BleuxoAdVETOL X0rTé TOAD.
Authy TNV oTiyUY YeNOWOTOUVTOL XURIKE TEELS DLUPORETIXES EXDOOEIC TNEG TAUTPOR-
woc: 12017, 1 2018, n 2019 pe pixpéc dagopéc 1 puetadd toug. Kde pio amd autée ti
eXDOOEIC UTOXELTOL OE GUYVES VOVEWOELS (TAUTBOTES) Yior TNV emfhuon bugs xou tnv

TEOGV XN VEWY AELTOURYLOV.

Aopwxd Xtoiyeio (Unity Basics)

H Boow Aoyu olugwve pe tnyv ontola dopeiton 1 mhatgopua tne Unity elvon 1d€a
Tou oyedlaouol udhmAol emimédou. Kotd tnv Sidpxeior TG avdmTudng oG EQIpUOY TS,
0 mpoYpopTo TS PoolleTor 6TOV GUVBUNCUS XOUUATILY MO (scripts) ue didpopeg
€vvoleg xou avTixeluevo tou dotievton otny mhatgdoua. Méoa amd Tov cuVBLAGHS ou-

70, 1) €VVOLEG TOU TROYQROUPATIO T Xt Tou oyedlaoTr Tautilovton divovtag Tny euxonpla
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OVAMTUENG TTALY VIOV XL EQOPUOYWY, TEOUTOVETOVTAC amhd uior EMLPaVELY) YVOOT)
e YAWooug mpoypouuatiopoL. Ernlone, o exdotote dnuioupyoc ogellel vo e&etdlel
TNV Topelar avamTUENG UE EVay Gotpxd TEOTO ool Bev ypeetdleTon Vo epydleETon ool
YOUNAG ET{TEDN TREOYEAUUUATIONOU. AUTH 1) ETOVAC TATIX Xot GLVAUY GOYYEoVN Vewen-
on oty avdntuén hoylouxol (software development) npocgépet oty TAoT@OpUA TNS
Unity tepdotia euehi&ion xan unopet vo tpootedel otoug mpoavagepdéviec Adyoug tne
emtuylag Tne.

To avtixelyeva ye tor omolo avopépdnue mopamdvey 6TL GUVBLALOVTAL UE TOV XWOLXA
ovixouv o€ pla UeYdAn opddo ue to dvopo GameObjects . 'Evo GameObject amotehel
TNV O YEPEALDOT EVVOLX GYEBIAOUOL ool OAoL ToL avTIXE(UEVYL Ui EQUEUOYHC UTOPOVY
VOL YUROXTNPLETOUY UE QUTOV TOV 6p0 ‘oumpeéra’. Ye xdie avtixeiuevo autol Tou TUTOU
UToEoUY Vo Tou avatedoly Bidpopeg WLOTNTES oL ovoudloviar Components, oL omoleg
xadopilouv Ty cuuneptpopd Tou oty egopuoyr. Components YewpolvTon xou Ta
XOUUATIOL x0OOWX Tou avard€Tel o mpoypauuaTioThc ota GameObjects .

‘Evag axdpa Bacixdg 6pog elvar autdg Tou Epyou (Project), to onolo TepL o dvel
ONoL TaL OVTIXELPEVOL O YEVIXOTEQX GTOLYELD TTOU YENOWOTO0VTAL OTNY EQUEUOYY| Elte
avutd etvor GameObjects , eite ulixd Materials, eite xopudtio xOdOxo (TA™ Xcpinte)
xhm. Ornotodrmote howmdy, avixelyevo tepthauBdvetar oc éva €pyo, ovoudletoanAsset.
To Sidpopa TepBdArovTa xou EMIEDA TNG EQUOUOY T TOU TERLEYEL Eva €pY0, ovoudlo-
vtan oxnvée (Scenes).

H ovdryxn yio yefion evoc GameObject napandve and uio @opéc otny (Bior oxnvy,
Onhad 1 Onuovpyior SITAOTOTWY xau 1 avdryxn Yo eneepyasio Tou xdle avitypdpou
EexwELoTd 00Ny Noe otV droupyio plag évvolag mou ovoudletor prefab (amo to pre-
fabricated - npoxataoxevacyévoc). Anodnxedovtoc éva prefab we évo apyétuno o-
vTixelpevo, eivon duvath 1 yeron xou enelepyacion avTiypd@wy TOu UE TNV EXUCTOTE

ouUTERLPORY TTOU VEAOUUE.

Boaowxr dienopy| (Interface)

LyeTd pe TNV Olemapr, 1 omola €yel UxEEC Slapopéc PETOED TOV BlaPoOpwY EX-
06cewy tng Unity , elvon mpogavég amd tny mopoxdte emodva 6Tt ywpelleton ot didpopa

xoppdtio (windows):

e Project : Zexwvovtag, omwe mpoavagépinxe, to €pyo (Project) amotehel ulor
YepehiddNg €vvola yior TNV avamTudn Wioag egapuoyhc. Emouévog, eivor hoyixd
VO OUPIEQWVETOL VAL OAOXATIPO XOUUATL TNG OlETapic o auThY, oTo onofo elvar
Olordéotdar GA Tor AVTIXEIUEVA Yo Ol OXNVEC TIOL UTopOLY var yerotporotiody,
onAady| oha tor Assets. H opydvwon eivan oe dour) goxéhwy xan apyciwy Ue
™V piCa g Bourg va Yewpeiton o @dxerog Assets mou Peioxeton oto directory
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# Scene.
~[|20 ][ # [ -]

— e >

50

©) ll odels

(©L All Prefabs

¥ & HoloToolkit

¥ &5 HoloToolkit-Examples
& ima

Yyfuo 2.12: H Baowr diemagry tng Unity

TOU UTOAOYIOTY| ToU €YElL EMAEYEL Yot TO TPy €pyo. Tmdpyel xou plo undpa
avalATNone MOTE Vo SLEUXOAOVETOL 1) TAONYNOT Xou 1 EmAOYY Tou Asset mou
emduuel o yprotne.

Scene : Ye outo T0 Topddupo amewoviletan To TEQBAANOY TNG OXNVAS UE OhaL
T GameObjects , v xduepa xon Ti¢ TNYES PwTOS. Avdhoyo Ue Tov TUTO Trg
eQopuoYNG umopel va yenotonondel yio TolodLdc TaTn 1) SLOBIEC TUTY ATELXOVL-
on. Aol meptéyel Ohal Tar AV TIXEIUEVOL TNG OXNVC, BIVETOL o 1) BUVITOTNTA OTOV
Yenotn va enelepyaoTel yewpoxivnta T QUOE YUEAXTNEIOTIXG TOU EXACTOTE
GameObject , 6nwg 1 Véomn, 1o uéyedog xin. Enlong, emiéyovroc 1o Ga-
me View mpofdAietar 1 eixéva mou Aopfdiver 1 xduepa xotd TV exxivnon Tou
Touy Vo0, Tou onualvel 6TL emAéyoviag to Play button exwvdel xovovixd to
Towy VIBL X0 0 TEOYEAUUUATIO THC UTopel var Ol TNV ActToupyio Tou amd TNy OTTLXN

yYwvlo Tou yerio).

Hierarchy : 1o xouudtt autd npofdihovton dha too GameObjects tng oxnvic
opyavouévo oe Yop®y Yoveixol cuotiuatog (parenting system). Méow autol
TOU CUCTAPATOG, Ta ‘TaudLd’ xAneovouoLy TL wtdtnteg Tou “yovéa'. To napddupo
howmov tou Hierarchy mpoogépel évav elxolo xau dueco TedTo TEOPBoAAC TNg
0pYAVWTIXAC BOUNG TWV AVTIXEWEVWY TS OXNVAC ARG xon ETAOYTAC TOu xdie
GameObject &eywptoTd.
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e Inspector : Ed® mpofBdhhovton avohutind OAeg oL amapodTnTES TANPOPORLES Yid
T0 GameObject mou €yel emheyel. Autd onualvel Twe 6w tpofdirovta ta Co-
mponents nou €youv avatevel 6to xdde GameObject divovtog Ty duvatdTnTA
OTOV YPNoTN O)L LOVO VoL UETOPBAAAEL TIC THES TwV YeTBANT®Y Twv Components,

oAAG xan v tpocVagarpécel ta Components mou emtdupet.

e Console : Telewvovtag, 1 hertoupyio Tou Console Window agopd ta Sidpopa
o@dlyato (errors), Tic mpoeldonotfoelc (Warnings), xot SLdpopa UnVOUoToL TNG
Twit. Xenowomoteltan yia Ty dieuxdiuvor tne dladixaciag tou debugging.
Autod onuaiver 6TL 0 ypeRoTNe Umopel Vo TUTHOOEL PECE TOU WO Xl TaL OLxd
TOU UNVOUOTA Yo TNV ATOCQPUAUITLOT), WOTE Vo ETaANUelon TNV Aettovpyla TeV

OLdpopwy pedodwy xau scripts mou yenowuonotet.

Mixed Reality Toolkit

‘Eva e€anpetind onuavtind xouudtt Tng avdntuing egopuoyoy oto HoloLens anote-
Ael ) epyohetotnn tou Mixed Reality Toolkit 4 MRTK (xou mohawotepa Holotoolkit ),
¢ omolog 1 dnuovpyla elye we oTdYo TNV BlELXOAUVOT) TNG BLadixaciog ToL Gy EBLIGUO-
0. Ov opy € BuoKOMEC GTO XOUUATL TOU TEOYLOUHATIGUOV AVUTXOY G TadLoMd HECK TNG
yerione e MRTK, 1o onolo ouclactind anotehel évo ohvoro amd Scripts xou Tvitd
OUTOVEVTS EWOIXA OYEBLUOUEVOL VIOl TNV OVATTUET EPUPUOYMY UIXTAS TEAYHATIXOTNTOC.

Trdpyouv ol e€fc xatrnyopiec APIs:

e Build: Autopatonoinon tng dadixaciag “ytiotuatog’ evég Unity Project péow

Ttou Visual Studio.

e Boundary: Xtowyela mou SleuxoALYOUY TNV avay VOELOT) TOU BATEDOU XL Y WEL-

%WV ‘ouvopwy’ and to HoloLens.

e Input: Agopd Tic peddodouc alknienidpaone ue ta HoloLens (gaze, hand ge-

stures, voice).

e Sharing: Ytouycio tou emtpénouy Tn cuvepyasia HETUE) BLUPORETINGY CUOXEU-

ov HoloLens otnv {dia eqopuoy.

e Spatial Mapping: Scripts nou emtpEmoUY TNV TOAY SNUOPIAT Acttoupyior Y-
euhg yopToyedgnong twv HoloLens.

e Spatial Sound: AvticTowyn pe To Spatial Mapping yla Toug ywetxolg fyouc.

e Spatial Understanding: Yuiloyt| and ototyelo tou emitpénouy ota HoloLens

var avory vepilouv petd and eneepyacia Tou Spatial Mapping emigdveleg 6mwe



24 Kegdlowo 2. Oewpntixé - Teyvoroyixd TréBadpo

Tolyoug, Tpaméllo, XaEEXAES xaL dhha Uéca amd To Oy U xaL TN YE€oT Toug OTo
Yweo. Amotelel ouctaoTixd To Beltepo Tou Spatial Mapping nohhamhactdlovtog

ToL OQEAT] O TIC DUVOTOTNTES TOL TEEAUTALOU.

e UX Controls: Agopolv ty Beltivon tne euncipiog tou yenotn (user expe-
rience - UX) xatd TN OLdEXELL YPNONS TNS EQPUPUOYTC.

e Utilities: Otwormote dev avixel 6TIc UTOAOLTES XATNYOPLES.

Hapdhhnha, o EexwELOTO QAXEAO TUEEYOVTOL OLAPOEO TOUQUDELYHATA OXNVLY TOU

avadEVOoLY BlaopeTixeg Aettoupyieg Twv HoloLens.

Microsoft Visual Studio

H eqapuoyt) tou Visual Studio amoteel yevind eva and to druopiéc tepa epyahela
ouyypaprc xwdixa (editor) xon avdmTuEng QapUOYOY Yiol évay PeYdAo aptiude amd
YAWOGoES TeoYpouuaTionoL. Enouévee, urnogel va yenoiwonomiet yioa Ty yhwooo C#
mou amantel 1 Unity . Hopddhnha pe tnv enclepyasta twv scripts, tTo Visual Studio
yenowomnoteiton yior to xaipiog onuactag “ytiowo’ (build) tne egopuoyric otnv cuoxeu-
1. ILo cuyxexpéva, agod uéow tne Unity oloxinpwiel n dwdixacio Tou ytictuatog,
Visual Studio ypnowonowel ta apycioa mou mapdyer n Unity , cdote elte yéow achp-
wotng obvdeone (Wi-fi) eite péow oetpronnc emxovoviac (.., wéow Yopac USB) va

eyxatac T oeL TNV gapuoyn ota HoloLens .

Microsoft HoloLens Emulator

H Microsoft avéntuge to HoloLens Emulator cote va 8cdoet tnv duvatdtnta oe
6coug dev €youv oty xatoyn Toug ta HoloLens va épdouv oe emogy| ue v SLodL-
xaolor avdmTuEng EQupUoY®Y 0Ty cuoxeur. Emmiéov, oaxdua xou 6col Slodétouy Tol
HoloLens , ypnowomoiviag Tnv EQopUoY? UTopoly Vo ETLTOUYUVOUY TNV dtadxactia
avamTuéng xan eEAEYyou TNg agol péow tou Emulator mpofdiieton oty oddvn tou
UTOAOYIG TH) Toug Uit o TH avamaedo tacn Tou tepBdihovtog g ouoxeuric. To Gaze
, Ol YELPOVOULES XAl OL BLAPORES POVNTIXES EVIOAEC ECOUOLOVOVTOL UEGEL) TOU TANXTEO-

hoytou ot Tou ToVTLXLOU.
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diyxeodloon xow AvdmtuEn Tou
TagglingMR

210 xe@dhono auTo Yo TaEOUCIAcOUUE T oyedlaon xa avdntuén tou TagglingMR.
To TagglingMR anoteel Tn yetagpopd Tou ywposualovntou touywotod Taggling otov
AOOUO TNG UXTHG TEUYUATIXOTNTOG. LUYXEXPUIEVA o THPOUGIAGOUUE TNV apyixt| €x-
doan tou mawyvidtol Taggling (Evétnto 3.1) xou ot alvéyeto Yo topoustdoouye T
oyedioon (Evotnra 3.2) xar v avdntuén (Evétna 3.3) tou mouywidiod oty uxth

TEOY HOTIXOTNTAL

3.1 Taggling

3.1.1 Ilepiypapn ITowyvidiod

‘Eva yopaxtnelo Tind Topdderydd YmpoeuolcUnTou EXTUOEUTIXOU Tty VLdlo0, Tou
OTOYEVEL OTNY YVOPELU UE TIC TEYVEC XU TNV TOMTICTIX ¥Anpovould amotelel TO
Taggling. Avixel otnv xatrnyopio Twv UBEWOXOY YEOELUCVNTWY Tk VIOLOY XL €-
VIdooetol 6To UTOEBOS TwV Bladpao Tix@y Touy bty wouoeiwy (Museum mobile i-
nteractive games). Anotelel pla e@opuoyt) yio T0 Aettovpyixd cbotnuo android xou
UTOPOUV VO GUUHETAOYOUY TUQATEVE AmO EVUC TAUIXTES, aXOUA XL OE OUAOES, UE Ula
ovoxeur) avd maixtn A avd ouddo. To mowyvidl Lextvder ye v Tuyador avTioTolynon
etxetodv (Tags), Snhodr épywv téyvng, oe pouoetaxd exdéuoto to omola avaryvewpello-
viow péow QR Code. Xtdyog tou yehiotn eivar vor dnuioupyoeL 10 XaTdAANAO GET amod
eTéTeC Yiot To xde éxdepa [30]. Kdde éva and autd to exdépoto Aotndy, drdétel
éva aptdud Véoewv etixéteg (tag-slots) xou xdle ouoxeur évav odxo (bag) otov onolo
TOTOVETOUVTOL TPOCLPEWVE To ETIXETES, UE PEYIOTO TAUOC To EQTAL.

IIo cuyxexpwéva, ue v exxivnon e egopuoyic yivetaw 1 tuyaio Totodétnon

TV ETXETEG oTIg Btadéoiueg Veoelg Twv extdepdtwy xou otov odxo. H yetagopd uiog

25
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eTXETAS amd To ExdeUa OTOV Odx0 xou avTioTEOMU AmoTEAOUY TIg V0 dladéouueg Aet-
ToupYleg mou umopel vor exTeEAETEL 0 TakxTNG. LNV EPUPUOYT, Yio xGUE ETIXETA oL YLl
x&de éxdepa etvon Srodéotua to dvopa tne €xdeong oTny omolo aviAXEL, O BNUoLEYOS
Tou ot dio edva ey Slctdocwy. Emmiéoy, yio xdlde éxdeya, o yprotne evre-
PWVETUL OYETXE UE TO TARYOC TV GWO T Xt TwV AaviaoUEVA TOTOVETNUEVRY ETIXETA,
oAAG Bev YVwpller ouyxexpyéva TNy opddtnTa Tou xadevoe. Ta xdmoleg and Tic “e-

Tixétec” Satilevton emmhéov enednynuaTiés TAnpogopiec Ye otdyo tnv unoforinon

Tou YenoT.

" Exhibits FY B ? . Tags a ?

Q..

Untitled
=55 Dimitris Alithinos
(Panagiotopoulos)

Nouveau Realisme

= Blue Red Yellow
Costas Tsoklis

Dance Macabre
Jean Tinguely

Ready made

Still Life Cabinets

£ Christos Tzivelos

Five past Three

Apostolos Georgiou

Nike. The Idea of the Copy as
Idea

Yorgos Lazongas
Stamp archive. People
George Hadjimichalis

Sculpture in three parts
Jummie Durham

BB Forest

Cabinets

Ready made

Nouveau Realisme

@
@

Yyfua 3.1: Teewc 0¥bvee e egapupoyric Tou Taggling oe Aettovpyixd Android. ¥to
ol TERS 1 XEVTEIXY| 000V ME OAa Tar exdépaTa. MTo x€vTpo amewxovi(eTon To xdie

Exdepa e Tig eTixéTeg Tou €youy emouvagiel. Yo 0edid gaiveTon T0 GuxOVAL.

Ovouaotind, to Taggling Basciletar otny Wéa 6TL 10 xde €pyo TéYVNC 1) Exdeua,
amOTEAEL VAL AVTIXEUEVO GUVDEDTC X0 GUGYETIONG LOEWY [30]. Kéde etinéra AVTLTPO-
owmelel plo omtixny ywvia Tou exdéuatog xou umopel v exppacTel uéow pag AEEng 1
wag oOvIoung gedomng. Xtdyog Tou Baoxol oyedlacol Tou anoTehel 1 ToAueninedn
yvweudio xou owelomoinon tou yeRotn pe To Exdeua elte PEOL OTMTIXDY OUOLOTHTGLY
X0 QUOLXY YoEaXTNELOTIXAOY (UAX6, péyedog, xAT.) elte péow Yewpntixdv yopo-
ATNELOTIXOVY 0TS 1) Bacux| W€ xon To TepIEYOUEVO Tou €pyou. Me tov Tpomo auTo,
ETUTUYYAVETOL TOLAAOTEOTILG 1) XUTAVONOT) X0 EPUNVELN TNG TEYVYNG XOL 1) AVALY VOPELOT
WV ©OPIWY oToLYElWY TV exdeudtwy Tpoc@épovtag TNy euxotpla yvopulag Tou emi-
OXETTY) MUE QUTA TRV plat O TEOCEXTIXY| TEPUYNOT) TOU eXVECLOXOU YMEoU 1) Louceiou.

To Taggling amodederyuévo cuUBGAAEL 6TV apTioTEET xou PordiTepn Yvwetdio Tov

ETUOXENTGV UE Tor exéuata Tou pouceiou [30]. Ihio ouyxexpwéva, 1 avéyxn aviiuong
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TWY YARUXTNPIO TGV EVOG EXVEUNTOC XAl 1) VY XY Yo T1) CUCYETION TOU UE XdTola
eTIXETO OONYNOE OE YOVUOUC BLIhGYOUS PETAE) TWY UEAWY TWV OUABWY, UE ATOTEAE-
OUOL TNV TANEEGTERT XATAVONCT) TV €YWYV TEYVNG amd xde dtopo Eeywetotd. ‘Onwe
TEOYWEGEL 1) OT) TOL TaLY VIOV Xai oL YPHoTeG cuVBLdlouy xat Peioxouy xovolpleg
TANEOPOPIEC XUTAAAYOUV UEQIXES POPES VoL UETABIAAOLY TNV apyixT| TOUG SLImicTLON
Yoo To xdde Exdeya, mpdyua mou epunvelETon we o Vet eEEMEN TNG EVERYNTIXNC
TEOOTAIELNG TOV TAXTOVY VO TUXTOTOLCOUY Xl VoL AVTIGTOLY(GOUY TIC ETIXETEC OTIC
owoTéc Véoelc. Emouévng, to pordnotomxd ogérn eivon mpogovy| xon 1) Aoy Téve oTny

omolo Bacileton o mouyvidL yopaxtneiletar emTUyHC.

3.1.2 Ileplopiopol E@opunoyng

H egapuoyr auty|, mapd tny emtuyio Tng, €pepe oty emipdvela €vo Tpogovec CHTN-
uo, To omofo agopd TNV QUOYN TG AhAd X Tor pEoa Tor omota yenoylomodnxay yio
v viomoinon tng. To {Atnua mou xuptapyel anotehel o meploplondS oUUPWVA e
ToV 0100 1) EQPUPUOYT| ABUVITEL Vo AELTOURYOEL GE OTIOLIOATIOTE GAAOY Y1EO TEEY U
auT6V Yo Tov onolov €yel oyedlaotel. To Taggling 6mwe npoavagpépinxe unopel va
eEXTEAECTEL OE LOUGE(DL X0 YEVIXOTEQU GE YWEOUS TOMTIGUOU UE PUOLXE EXVEUNTA OTOV
Yweo. Ebvar adlvato xdmotov mou evOLapEpETUL VoL YENOLIOTOCEL TNV EQPUPUOYT) OF
#4moLoV GAAOY YWEO, OTWS YIX TORADELY U OTO OTTL Tou, WOTE Vo EpUel oE emaQn e

To €pyar TEY VNG plog Exdeong xan vor T YVwploel UEGw EVOE BLUOHEDAC TIXOU TEOTOL.

3.2 Xyeolaon tou TagglingMR

Koploc otdyoc tng oyediaone tou TagglingMR elvon 1 petagopd tou makyviolol
Taggling ctov x60U0 NG UXTAC TEUYUATIXOTNTAS €YOVINC (G OXOTO Vo LEMEQUOEL
TOV YWEXO TEQLOPLOUO Tou VETEL 1) apyixT| €x800T) Tou Touy Vidloy, 6w eldoue oTny

TEONYOVUEVY] EVOTNTA.

3.2.1 Emloyec Xyedlaong

H eqapuoy?| mou avartiydnxe ota HoloLens yio tnv nopotoa Simhwuatix epyoaocta,
OYEOLAOTNAE UE YVOUOVA TNV AVTETOTIOT TV TEQLOPLOU®Y Tou touyvidol Taggling.
Ovotaotind, amavtidnxe 1o yewxodtepo gpwtnue:  ‘Eivar duvatdv va yetatponel o
OwUdTIO EVOE oTLTIOV OE Elxovixd povoetor’. Elvon mpogavég Aowmdv twg 1 yenon uia
OUGXEUNG WX TAG TROYUOTIXOTNTAS AOTEAEL TNV XATUAANAGTERT TAAUTQOPUA AvamTUENG
ulac epapuoyiic mou Yo Pépvel Tov x6ouo Tou pouceiou oto oritl. Enouévee, meénet

var EexodaploTolY TE®TA Ol AMOQACELS ToL APUNXaY TP TapoucIacTEL 1) UAoTooT).



28 Kegdarono 3. Yyedioaon xon Avantuén tou TagglingMR

To Taggling Baciletar otny Onapdn exdeudTony 0ToV QUGS YWEO EVOS YHEOU TOAL-
TIoMoV, Ta ontola Je TNV oglpd Toug cuoyeTiCovton Ye xdmoteg etxétec. O TpdTOC TEOo-
M TV extdepdtony oTov exovixd yoeo twv HoloLens wote va npocopoldletal e tov
TRUYUOUTIXG YOPO EVOS UOUCEIOU AMLTEL TNV TPOCUPUOYT| OTA QPUOLXE Y UQUXTNELC TIXY
Tou exdoToTe dwpatiou. ‘Omeg Eyel LexadoploTel, T0 PacIXOTERD YAUPAXTNELOTIXG TCV
OUCHELMY UIXTAC TEOYUATIXOTNTAC, TO OTtolo Tig Btarywpllel amd Tar CUC THUOTO ETOUETN-
UEVNG TROYUATIXOTNTOS ATOTEAEL 1) TPOCUPUOYT) TOU ELXOVIXOU XOOUOU GTO TER3AAAOY
oL yeNotn. Enouévang, uéow pla Aettovpyiog yoptoypedgpnong Tou tep3dhhovtog ebvor
OLVATY 1) TEOCUPUOYT %ok 1) DLUCTIOPE TWV EPYWY TEYVNG OTOV Y(WEOU TOU TolXTY ME
oxomé TNV dnuovpyla evég exovixol youceiov. To HoloLens diodétouv tnv amopo-
ftnTn Aertovpyla, 1 omola anotelel xou TNV Bdorn otny onola oTnelleTon 1 EQopUoYY| o
ovopdleton ywelxy| YapToyedgnon 1 ariine Spatial Mapping. Ilow, howndv, Eexvrioet
7 Oladactar TOU Touy VIBLOU TRETEL Vo YaETOYRUPNUEL 0 YOEOG TOL YPHOTN OOTE VA
Tonoetnioly exel ta exdéuota ye to omola TNy cuvEyela Yo aAANAETLOPAOEL.

Agol hoimov yoaptoypapniel o yhpog Teénel va Tototetniolv xou To €pya TEYVNC.
Me dom v ewdva evog pouceiov, anopacioTnxe 6Tt ToL exVEuaTo TEETEL Voo ToTove-
mYolv oToug Tolyouc Tou dwuatiou. H avayvopelon howmdy, v Tolywy xau 1 edpeon
Twv mdovoy Yéoewv oTic omoleg unopel vo Tonotetnlel yior Topdderyo £vag Tivonog

amoteAel pior axouo avaryxata Aertoupyio mou To TagglingMR uhoTote.

270 xoppdTt TG AAANAETBPAONE TOU YEHOTN UE To eXVEUAUTA Xou TN TPOBOARE TwV
ETIXETWY TOUG 1) CUGXEUT| PECW TNG QUECOTNTIS TWYV YELROVOULDY TEOCPEREL TONITIUES
Aooewc. Ipénel va toviotel 6Tt 610 awdevtind Taggling tor exdéuato avayvewpilovto
uéow QR Code amd tnv »vnth) cUOKELH WOTE Vo EUPAVIOTOLY GTNY 006V g ot
eTéTeg Tou €youv avtioTotyniel xou o yeHoTng vo emAEEEL Toleg amd auTég Vo Ue-
Tagepdoly oto caxolA. Xty epapuoyt) twv HoloLens 1 avdhoyrn duwdixaocta elvou
UESOHTATT), POV HOAG OROXANEWIEL 1) YwoT| yopToYedpnoT, axoloudel 1 TotodETn-
o1 TV EXVEUATOV 0TIC XUTIAANAES VECELS TwV Toly WY, TaEdAANAa UE TNV avTIo Toly Mo
TV ETXETOV oTo exdéuata autd. Me tnv ypron tou Air-tap oe évav mivoxa, eugo-
vilovton ot x0vTivég VECEIC OTOUC Tolyoug Tar €pyal TEYVNG UE TIC AVTIOTOLYES ETIXETES
ToUg. Ol ETIETEG UETAPEPOVTAL GTO GUXOUAL TIEAL HECL TNG YENOTS TNE YELPOVOuiag TOU

Air-tap. H auecdtnro authc e Aettouvpylog oto TagglingMR etvor, Aowndv, npogavic.

Téhog, 610 xoupdTL Tou Gaxoulloy, 1 e@apuoYT) TO elpaviCel oTov YeNoTn OToTE
owtog emiupel WoTe Vo peheTAoEL T épya Tou Eyel poléder xan var To TomodeTHoEL oTa
0w T, Xutd TNV dmodr) Tou extépata. MEow g AetToupYiag TWY POVNTIXGY EVIOAGDY,
exteleiton dueca auth 1 Acttovpyio epgoviCoviag OAEC TIC ETIXETES ToU €YEL EMAEEEL OE
Hoppr) cUANOYTC o€ Uiot amdcTaoT UtEocTd Tou. Me ulo axduo @wvnTixny eviohy| e€o-
goviCetar T0 GOXOVAL UE TIC ETIXETEC TEAYUO TOU UTOBELXVUEL TOUC AMOTEAEGUATIXOUC

TeoOTOLS ahAnheTidpaong Tou mpocépouy ta HoloLens otov yeriotn.
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3.2.2 Xevdpio Egoppoyhc

To oevdplo g epapuoyc xvelton mdve oto Baowd cevdplo tou Taggling. Me
™V exxivnon e egappoync, (ntelton and Tov YproTn vo xwvniel 6Tov Ymeo xou va
cap®oeL To dwpdtio oto omolo PBoloxeton €tol wote ta HoloLens va exteléoouy tng
ywewt| yaptoyedgpnon. O yerotne arnogacilel néte otopatder 1) dladixacio auTh uéow
™S YeNoNe TS PWVNTIXAC EVIOATS 'Stop” Xou 1) EQUOUOYT TPOYWEJEL OTNY ETOUEVN
@domn. EugoviCovtar Aomdy otoug Tolyoug Tou duuatiou Ta eXVEUUTO TOU EIXOVIXOU
wouceiov. IIdvew and xdde éxdepo umdpyer pla EVBEEn yiar ToV apLiud TWV ETIXETHOV
Tou Ttou PploxovTon oty owoTh Véomn xon and xdte wia Aeldvta ue Tov TitAo Tou épyou
TEY VNG %o Tov dnuoupyo. Erniong, oto xdtw uépoc tou tne oddvne Tou yerotn utdpyeE
GAAT) uior umdpor évoellng i Ty eZEMEN Tou e THéG amd To PNdéV €mg Tov aptiud
exato, 0 omolog dNAWVEL OTL TO Touy VidL £YEl OAOXANPWUEL ETLTUYMS. X TNV CUVEYELL, O
Yerotne U€ow tng yewpovoulag tou Air-tap oto exdotote éxldeya unopel vo eugavicet
Tic eTwéteg mou Pploxovion oe autd.  Autéc Yo euavicTodV Thve oTov Tolyo xou
dimha oo o €xdepon. IIGAL péow tou Ait-tap, oAAd tpa Eeywetotd ot xdde etnéta,
umopel var UeTapEPEL 6TO GuxoVAL omota emuuel and To Exdepa 6TO omolo AVTXEL.
To avtixeipeva mou Peioxoviar evidg Tou coxovhiol eugoavilovion UneocTd ond Tov
YeNotn UEow TS puVNTXAC EVTOAAC 'Show’ xou amoxpinTovTon UECw TS POVNTIXAC
evtorfic 'Hide". ‘Otav 1o coxolhl eugaviletor umpootd Ttou, emAéyel OTolOATOTE
etxéta emdupel péow tou Air-tap xan uéow evog dedtepou Air-tap oe xdmoto €xdeua,
1 eTéta avatiieton oe auTd xan amoondton and To coxoVAl. Eiva Eexddapo Aowndy,
Twe exterolVTAL oL 800 xvioelc Tou Yenotn oto mouyvidl tou Taggling, omAady| n
UETaPOEd eTiXéTag amd éva éxdepa 0To caxoUAL xat avtiotpoga. To maryvidL Teheidvel
Oty OAeg oL eTETeC Bploxovial OTIC owoTég VEoelg, mpdypa mou Yo yiver avTiAnmto

X PECW TV EVOEIZEWV.

3.2.3 Ileplopiopol

‘Oneg ebvon puotxd, 1 oyedlaor evog YwEoeualoUNTOU ToUy VIOLOU GE TAATPOPUA [i-
XTAC TROYUATIXOTNTAS HTOY AVAEVOUEVO €€ ooy g TeG Vol €YEL XATOLOUG TERLOPIOUOUC
oL oToloL BEV CUYAVTWVTAL OTIC TUEAUDOCLUXES PoENTES cUoXEVES. [ TV eqopuoyN
AOLTIOV, TIOU TEPLYQRAPETAL TWOPWA, O YWEOS XUTEYEL oToudaio poho. Emouévne, ol neplo-
elopol Tne Vo oyetilovTal Ue Ta YWEXE YoPOXTNELC TIXG.

ZEXWVOVTOG UE TNV YWEWXT YOETOYRIPNOT, 1) EQPUQUOYT| OYEDEOTNXE MHOTE EQYV TO
CUPWUEVO UfBadoV elvol UxedTERO amd Eva OpLO, VoL UNV ETULTEENETAL 1) TOTOVETNON TOV
exdeudtoy, apol eunodileton ot onuavtind Badud n opdr Aertovpyia Tou TouyVLdLOL.
Axopa, to péyedoc evog dwpatiov elvon xatd Toh) UxEdTERO amd TOUS TEPAOTIOUS,

oLVATWE, YWEOUS TWV LOUCEIY xou UTdPYEL avayXT WOTE ToL EXVEUATH VoL unv EYOLY
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umepBohnd uxed PEYEDog Yo Vo ETUTEETETOL 1) GVETY) XL AETTOUERY| UEAETY TOUC.
[a toug BYo autolg Adyoug 1) eqopuoYT umopel vo utooTtnellel uxedTepo apLiud
ex¥eudTy xo eTxeTov o oyéon pe To Taggling otic xivntéc @opntéc cuoxeuéc.
Emuniéov yapaxtneloTixd Tou YOpou XATeYouy onuavTixr V€or ewdind 6To xoupdTt
e ywewhc yaptoyedgpnone. o cuyxexpyéva, we xatdhinho tepi3driov opileton
EVOC EOMTEPLXOC YWPOC UE ETUPXES PWS XAl TOAL Y»po. Eivon yeriowo va anogedyovto

OXOTEWG. PEEN 1] DWUATIO UE OXOTEWVES, TOMD PWOTEWVESG 1) OLOPAVE(S ETLPAVELES.

3.2.4 X0yxpion petal TwV 8Vo exdooewy tou Taggling

H nopouciacn tou Pacixod oyediacpod tou TagglingMR emitpénel pla oOyxplon
UETHED TV BUO OLUPORETIXMY EXDOCEWY TNG EPUPUOYTC. ZEXWVOVIUC UE TNV opYLXN
eqopuoYT, Cexodaplotnxe mwg unopel Vo eEXTEAECTEL GYEDOY AMOXAEIOTIXG GE Y WPEOUG
TOMTIOUOU X0 HOVOE(D Yol Tal OTolo UAAOTA, EVOlL ATOXAEIOTING OYEDIAOUEVT. AUTO
TPOPAVAGS, TEETEL VoL CUUTERLANGPUEL GTAL UELOVEXTHUOTE TNG, ELOIXA CUYXEWVOUEVY UE TO
TagglingMR, Tou onolou oL duvatdTrTeg exTéleonc Bev EuPavilouV XETOLOV TEPLOPIGUO
yweou. H véa egapuoyr diadéter tepdotio euehiiia, ool umopel va ypnowwonotnlel oe
OTIOLOONTOTE ECWTEPXO YWPO 1| dwUdTIo emtuuel 0 YpRoTrg.

Puowd, axpBng enetdr] to TagglingMR yenowonoieiton o onolodr|note dwudTto,
TOL YUPOXTNELO TIXE TOU Y Weou Ttaklouv onuavTid poho. ‘Onwe dnhady| tpoavapépdnxe,
edv Evar dwudTio Eyel UTEPBOAXS Uixpd Yyedog Oev emTEENEL TNV 0pUY| Acttoupyio TNng
eQoppoYNc. Axdua xar €8y Evag xavovixo) UEYEDOUC ooxdg YHpog BeV UTopel va
ouyxpwel pe Tic yeydiec afdoucec Twv povoeiny, Tedyud Tou VETEL Evay TEPLOPIGUO
oTov apriud Ty exteudtny Tou TotodeTolvTal 0To dwUdTo Tou Yenotn. To dvo autd
YUEUXTNELO TIXE, CUUTEQLAUUSBEVOVTOL OTA UELOVEXTAUATO TNG EXDOOTG ULXTHAG TEOYHO-
wxétnrag Tou Taggling. Avtidétwe, 1 mpwTtapyxt| €XB00T TOU TouyVLBL0) EYEL TNV
dLVATOTNTA LTOG THPIENS LUPNAGTEROU apLiuol exdeudtmy.

Enlong, mpémel var yivel Adyog xou yiol Tol Yoo TNELo TiXd TwV {BLwY TV GUGKEUGOV.
To anié Taggling €yel oyedlaoTel Yo QOENTEC CUOAEUES UE ONUOPIAEGTATO AELTOVE-
Y6 Android. Xtic gopntéc autée cuoxeuég ouumepL auBdvovTon Tor cuVoUEVa
xvnté thépova (Smartphones) xou o toumiéteg (Tablets) pe o onolo ot neptocdTe-
oL YENOTES Elvor apxETd EOUEWWPEVOL, TO OTIOO ATOTEAE! OTUAVTING TASOVEXTNUA TNS
epappoyhc authc. T'o to TagglingMR, duwe, amouteiton 1) yerion evoe Ceuyaplot Holo-
Lens mou anotehel pio otxovouixd SucTpdottn eTAOYT Yo TOV UEGO XATOUVOAWTH AOY®
™G UPNAAC TG TNG, TEAYHO TOU CUYXUTOAEYETOL WG UELOVEXTNHA. ATO TNV dAAT,
1 OUPETXE XAUVOTOUA TEYVOLOYIO TNG WXTAC TEAYHATIXOTNTOC Tou UToo Tneilouy Ta
HoloLens , uropel v tpoc@épet udmidtepo xivntpo oToug YeroTeC KHOTE Vo Yenoylo-
notfioouv Ty egopuoyr) TagglingMR yia va éplouv oe enoagt| ue TNV EmoVc TOTLXN

outh TEYVoroyia. Eivon Eexdiiopo hoimov, mewe To Yopax TNELo TXE TwV CUGXEUGMY TOU
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unocTneEiouy Tic 6V0 EPUPUOYEC ATOTEAOUY Evay ECULOETIXG OTUAVTIXG TOUEN OTOV

omolo cuyxplvovTol oL 8U0 EQuEUOYEC.

3.3 Avdntuén tou TagglingMR

3.3.1 Ewaywy"

H ovdmtuin tng egopuoyrc €ywve ue v yeron e Unity xaw tou Mixed Reality
Toolkit ye to ytiowo (build) tne epapuoyhc oty cuoxevy| vo exteAeiton e to Micro-
soft Visual Studio. H Unity anotekel 6nog npoavagpéodnxe uio and Tic dnuogiléctepeg

TAATPOPUES Yior avdmTuln cuvrnicuévey desktop xan mobile e@opuoyoy.

Yyfuo 3.2: H oxnvA tng Unity.

Hpogoavng, 1 avdmTuln TV eQupUoY®Y autey eugaviCel ToAé dlapopés ot ayéon
UE TIC avTloTOES EQupUOYES X TAS TparyHoTxoTnTog. ‘Eva eConpetind Baoixd otol-
yelo oto omolo dupépouv anotehel 1 Véon g xduepoc. Autod onuaivel twg 1 Unity
TEETEL VUL TPOCUPUOCEL TIC AELTOURYIEC TNG XGUEPOS OTOV XAVOTOUO oL OLUPOPETIXG
TeoTO Aertovpyiac Twv HoloLens . H mpocopuoyy| emteieiton and to Mixed Reality
Toolkit to omolo avagépinxe oto xe@dhato 2 xou mou o yeRotne ewodyet (import)
oto mep3dihov tng Unity. Ewdyovtag, howmdv, 1o Mixed Reality Toolkit, n »de-
ca TomoVeTelton OTIC UNOEVIXEC CUVTETAYHUEVEG MOTE VO TROGUPUOCTEL 0TIG cUVITXES
¢ enavdnuévne tpayuatxdtntoc. To yapoxtnplotixd tne Véong (position) dmwe xou
auTd NG MEptoTPOPRC (rotation) xan Tng xhipoxog (scale) mepthouBdvovton oo "Tran-

sform” Component. To Mixed Reality Toolkit epopuélel xdnoteg emmhéov puiuiceic
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mou agopoly v oxnvh (Scene) xar v Universal Windows Platform (UWP), ula
TAXTQOEUA oL Bonddel TNV avATTUEN EQUOUOYOVY Yio OAXL Tal AELTOVEYIXA GUG THUOTA
e Microsoft [32].

Oh6xANPOg 0 xWBXAG TNG EQopUoY ¢ Tapatiietar oTo Tapdotnua. ‘Eyive cuyypagpn
oxTe) daopeTixwy scripts. To onuavtixdtepo and autd elvon 1o ScanManager.cs o
omnolo Peloxeton oto MappingOrchestrator Game Object xou to onolou n pédodog
Update opilel tic 3 x0plec QAOEIC TNG EQPUQUOYAC: TNV YWEWAC YAETOYRAPNOT), TNV
OLadaolor OAOXAEWONG AUTAS ot TO Ty VioL.

¥ MappingQrchestator
¥ Paintingl
TagSpotl
TagSpot2
¥ Painting2
TagSpot3
TagSpotd
¥ Painting3
TagSpots
TagSpoté
¥ Bag
BagSpotl
BagSpotl
BagSpot2
BagSpot3
BagSpotd
BagSpots
» ProgressBar
ResultText

Yy 3.3: Ta Game Objects oto Hierarchy tng Unity ye 6Aa Toug T toudid tow omola
Vo neprypapolv mapoxdtw. To xdlde éxdepa éyer oov moudi (child) tic dVo etinéteg

TOu.

3.3.2 Xwewn XapTtoypdynon

To O XOUVOTOUO YULUXTNELOTIXG TWV TEYVOAOYLOV TNG MXTHS TEAYHATIXOTNTOG
amoteAel 1) Aettoupyia TNG ywES YapToYRdeNnoNng, N Xenon Tng ontolug SLEUXONIVETIL
oe ueydro Badud yeow tou Mixed Reality Toolkit. Ewsdyovtog to Spatial Mapping
Prefab exteleiton pla faoinr| ywew yopTtoyedgnon. XenouloTolmdvTog Xol Vol axoud
avTtixeipevo, to Spatial Understanding Prefab diveton 1 duvatétnto yiow oxduor mo
AETTOUERY| OVIAUGT) TOU YURTOYQRUPNUEVOL TEQLBAAAOVTOC, TEAYUA TOU ELVAL orvoryXo-
fo vy TV oxeiBry odpwon xou xataypaprh Tou yweou. Iho cuyxexpwéva, meénel va
yiver xotavontéd 6Tl To oo Paocixd oyfua Yo va avaropaotadel uio emipdvelor ebvou
To tplywvo. To Spatial Mapping Prefab yenowiomnouel tplywvo anAd yiar vor avomopo-
oThoEL TwV TEpBdAlovTa yweo. Ouwe, To Spatial Understanding Prefab mnyotver éva
Brua mopamépa TEOoYoPaLe@YTIS TELYWVHL PE OXOTO TNV oVaY VPLOT) ETLPAVELDY (To-

fyot, Tof3dvt, métou XAT) %o TNV TOTOVETNOY AVTIXEWEVWY O CUYXEXPWEVES VETELC.
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H ywewr| yaptoypdgnon exteielton xotd tnyv exxivnorn tng egopuoyns uéow tou Scan
Manager.cs, to onolo @uowd yenotuonolel Ti¢ Tapeydueveg uedddoug and to Spatial
Mapping xot Spatial Understanding Game Objects.

[ TNV AmOTEASOUATING YOETOYEAPNON TOL Y(OEOU, UTEEYEL 1] DUVATOTNT ATEL-
x6viong Tou Spatial Mapping, 1 omolo GUPPBAAEL 0TNY ATOTEAECUATIX XUTAVONOT] TNG
oadactog amd Tov yeRoth, ool avaraploTotal Yeapixd 1 cupwuévn emupdveta. Emi-
Ay Unxe howmdy, o Spatial Understanding Wireframe xotd tnv Sidpxeio tng odpnong,
eV UONG aUTH OhOXATPWUEL, TodEL Yo 1) ATEXOVIOT TOL CUPWUEVOL TERLBIANOVTOC.
To ypoua TOV YeaEX®y auTt)v UETUBIAAETL UE Bdon TNV AndCTUOY TG CUPMUEVNS

ETULPAVELAS ot TOV YPHoTN.

TotalSurfaceArea: 59.27

WallSurfa?:eArea: 4114
HorizSurfaceArea:134

Yyfuo 3.4: H dadicacio tne odpwong xatd tny exxivnon tne eqopuoync. Iopgéyovto

Tplo oTaUTIoTXE: TO EYPUOOY TV A(AVETWV ETUPAVELDY, TKV 0PLLOVTUDY X0k TO GUVOALXO.

O eanpetind onpoavtinée duvatdtnteg Tou mpoopépel to Spatial Understanding
Prefab aflomoloOvtan xat apdtou ohoxhnecveTon 1) Sladixaola TG YwehAS YoeToYedpT-
OMG, MEOW TNG aVAY VORLOTS TOV ETLavelwy. [ tny Tonodétnon twv exdeudtwy oto
OwUATIO amanTelTan Var avory Vwplo Tel 1) emupdveta Tou Tolyou. Me tny xatdAAnin uédodo
Tou TopéyeTal and Ta scripts Tou Spatial Understanding Prefab, emiéyovton o xop-
udtiar Tou capwuEvou mesh To omolo TawToTOWUVTAL WS TOlYOL, TAVK GTOUS OToloUg
TEoXOTTEL Evag aprdUdg amd onueio Yo Ty Tono¥ETNom avTXeWéveny. Autd axpi3ae
T onueio atomololvTon Yo Tic Y€oelg Twv exdeudtonv xar Twv Tags.

‘AN pioe evTunwotaxt| Aettovpyia Twv hololens amotedel 1 anodrxeucn twv co-
PWUEVWY YWewY 0T0 cuoTnua. To dedoyeva elvor TAREWE TEOCTATEUMEVA oo O-

roUnxchovTor ToTxd oTNV cLUoXELR xau sivor mpooBdoia uévo and Tov Afotn. H
n n n P Mo xpnom
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oradixaota Pacileton 6T0 amOTUTWUA TOU ACVPUATOL BIXTUOU TOU Elval GUVOEDEUEVT 1)
ouoxeLY), To onolo cuoyeTileTal Ye To Ywpeixd dedopéva Tou Tep3dhhovtoc. Ilio ou-
yxexpéva, n dtevduvon Media Access Control (MAC) tou Spoporoynty| evég dixtiou
elvon Sord€otun oxouo xaL Ywelc TeayuaTixs) cUVOEST), Tou oNUaivel OTL PECW AUTAC T
HoloLens avoryveplCouv Tov y(hpo xot ToV GUYXeiVouY lUE TOUG YWEOUS oL €Y0UY 10T

amo¥nuedoeL.

3.3.3 TonoYetnor aviXeElhEévwyY GToLg Tolyoug

H dwduacta mou axolovdeiton uetd to Spatial Mapping eivon 1 tonodetnon twv
ex¥eudtoy xou Twv eTxetov. H dieuxdiuvorn mou mpoogépel to Mixed Reality To-
olkit etvan xalproc onuactag apol péow tou Spatial Understanding Prefab mopéyetou
TARYOC BEBOUEVWY YIaL TNV TEO(PODOGIN TwV TOAUdEWIUWY PEVOBKY TOU TaEEYOVTL.
IIio cuyxexpéva, ol copwuéveg empdveleg Tou opllovtal we ot Tolyol Tou dwuatiou,
eCoxpBovovTta P€ow NG xaTelIuVoNE TV XAVETWY TEOS TNV ETLPAVELL DLUVUCUTCV
(normals) towv TELYOVOY and To onoio amoterovvtar. Me v Bordewa plog ex twyv
TohudELiuwy pedodwy Tou TaEEYOVTAL, TEOXUTTOUY OAEC Ol BuVTEC VECE TwV To-
fywv otic onoleg punopolv va tonovetnioly avtixeiuevo. Emiéyovto ol Y€ocic mou
amoutolvTon PE Bdor To YEYEVog TOU EXGOTOTE AVTIXEWEVOU (OTE VO UTERYOUV OL X0
TdhAniec anoctdoeg. H pédodoc mou mopdyer tig Yéoeic autée malpvel we dedouévar
xdmoteg UETOPBANTES oL Unopel Vol 0ploEL 0 TEOYPAUUUITIOTAC: TO EAAYLIGTO UPog Xou
TAdTOog TOL TolyoU, TO ENdYIGTO VYOG Umd TO TETLUA X0k 1) EAAYIC TN ANOCTAOT UTO
TNV omola BEV TPETEL VoL UTIYQEYEL EUTODL0 UTPOC Td omd TOV Tolyo.

Yty Unity 1o xdle éxdepa xan n xdie etxeta avuinpoocwnevovio and éva Game
Object, omwe gabveton xou oty exéva tou Hierarchy. Ou ¥éoeic aut®v tov avTi-
XEWEVOY Aotmoy, elvar autéc mou opilovial amd Tov xwdixa. Mohig oloxhnpwiet 1)
oldwacio g Totodétnorng, oe xde éva Game Object opiCetan 1 V€on xan 1 mepl-
0 TEOYT oL UTOAOYIGTNXAY OTIWS XaL TO €Yo TéY VNG Tou TEETEL va tpofiniel. Ernlong
x&de Exdepo xan xdie eTixeTa, ONAAdT GA To EQYA TEYYNG YPNOYLOTOLUVTAL UECH Uiog
doprc pe to ovoua 'PieceOfArt” mou mepthaufdver to avtixelpevo tng emdvag xon Ty
AeCdvta Tou TNV cUVOBEVEL.

‘Onwe npoavapépinxe xdle éva and ta Tpla Exdeya dlodétel dLo Veoelg yia €T
xétec. Idavind ol etixétec TomodetolvTan aptotepd xan 6edid Tou exdéuatog. Ilpénel
OpwS vo onueiwiel 6Tl xdmoleg popéc uio eTeéta unopel v Bpedel poxpitepa and v
wovixr) g Véom. To gavouevo autd eugavileton 68 TEQITTWOELS OTWE VLo TUPAOELY-
wor 6tay plar BiBhiodrnn Tomodetnuévn xataxdpupa oTo Yweo Ywellel évay Tolyo ot
000 PeydAa xoupdtia. Edv 1 ¥éomn tou exdépatog €yel TohD pxer| andotacn omd Ty
BuBAo07nn, onuadver oTL 1 pla eTixéto Yo epgovioTel cwoTd TAdL oTo Exdeyo Ye TNV

GAAn vo Totodeteiton amd TV GAAT peptd e BAlodxng £yovtog onuavTiny amdo To-
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on and TNV Woavix| e Vo, AltnedvToag Tov apyxd GTOYO TNG YETATEOTNS EVOC
dwuatiov ot exovixd Houceio, To PuvOUEVO auTO BeV amoTehel oNUaVTIXG TEOBANUA
ool oe xdde mepintwon ta avixelyeva TotoveTolvTol TdVw o xAVETEC EMPAVELES,
oTwe Tolyol xan vtouAdmeg. Patvovtar AoLmov, oL WLNTEROTNTES Tou TEPLBAANOVTOC Ko

0 TOA) OTUAVTIXOS TOUG POAOG OTNV avdmTUEn xan TNV eEEMETN TOU Touy VIdBLoU.

3.3.4 Tponol aAANAeRidpaoNg

Lopgova e Toug xavoveg tou Taggling, otov yerotn diveton 1) duvaTOTNTA YLt 5LO

UOVO XV |OELC:
7 ’ / ’ Ve 7
o Metoxivnon wog etixétag and éva €xdeya 6To oaxolAL.

o Mertoxivnon plog etixétog and 1o coxoVAL, Tiow ot xdmoto €xdeya.

Autéd axpiBag oy el xou yioe to TagglingMR. Me tnv torodétnon xon v eugdvi-
o1 TV EXVEPdTWY 0 YeNotNne Unopel vor ahAnAemdpdoet ue autd. Méow evég Air-Tap
Tave o€ éva Exdepor ehpaviCovTon ol ETIXETEC xou PE €val BEVTERO amoXEUTTOVTOL LOVd.
Auth n BUVATOTNTA EUPAVIONS o AMOXEUPING TWY ETIXETWY CUUTERLAAPUNXE e 0THYO
TNV BIEUXOAUVOT) TO YPHOTY XATA TNV TEPU|YNOT TOU GTOV YW 0AAS xou ue Bdor To
amhé Taggling oto omolo emhéyovian Tor exVEUATA Vi VO EPPAVIGTOOV OL ETIXETEC.
H hertovpyla auty| exteheiton y€ow xatdAAnAny uedddwy evidc tov ShowTags.cs &
TagInPainting.cs scripts. To ShowTags.cs emiouvdnteton ota Game Objects twv ex-
Yeudtov xou 1o TaglnPainting.cs emouvdmteton otor Toudd twv exdeudTov, dnAudY
0TI ETWETES, TEpLAauPdvovTag pedddoug Tou apopoly TNV TEOBoAY| Tou EXJGTOTE €p-
YOU TEYYNG, TNV EUQAVIoT xon TNV amdxeudn xadde xou TNy aQaipect| Tou xaTd TNV
OLodtxacior UETAPOEES TOU GTO GOXOVAL.

H mpddtn Aowndy, and tig dodéoipeg avioelg Eexvd and TaglnPainting.cs, péow
utog ped6dou mou Aettovpyel xatd o Air-tap oto avtixelyevo. H uédodoc autr| amo-
Unxelel TNy eTXETA 6T0 CoXOUAL xou To agonpel amd 1o Exdepa. To TagsMenu.cs mou
elvon cuvnuuévo oto Game Object "Bag”, avoloufdvel amd 6w xon mépo TNV Olorye-
lplon e eTétog auThc Cextvavtag Ye TV anodrxeuct| tne oe dodéoiun Yéon Tou
GUXOUALOV.

H avtictpogn xivnon, dnhady and to caxolAL oe xdnoto €xdeua Eextvd amd To
TagInBag.cs to omolo eivou cuvnuuévo oe xdie moudl Tou Game Object Bag xon péoo
¢ Blag ouvdptnone mou avTdpd oto Air-tap tou yerotn, arodnxelel ot pio xodo-
Aty (global) petafinth to éxdepa. H Siobixoaoia tpoyweder dtav o yehotne emthéel
xdmoto and to exdéuota, Tedypa Yo To onolo elvar emipopticpévo To ShowTags.cs. H
eTéTa amoUnxedeToL ot 6oL amd TG dVo Véoelg etvan dtardéaiun. Edv xou ot 500 etvan
YEUATES, O YPNOTNE TPOYWEAEL ETAEYOVTOC Xdmoto dhho Exdepa yior TNV amovfxeuon

NG ETLXETAC.
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Yyfua 3.6: Exdepo e ta 600 Tags aptotepd xon 6e€Ld.

3.3.5 XoaxoULAL

To Game Object "Bag” onwg @aiveton xan oto Unity Hierarchy avohouBdver i
Aettovpyieg Tou caxouiol. ‘Onwe avopépinue topandve, Swrdétet €€ moudid (children),
000 %L TO GUYOAO TWV ETXETWY 6TO Touyvidl. [l Tov oyediaoud Tou aviixeyévou
auTol €mpene Vo Anguoly xdmoleg anogdoelc Ye Bdor tov pého tou oTo opywd Tag-
gling, 6mou enewdn o yerotng diEdeTe QopnTY cuoxeLT, UTOEOVCE avd TEow GTLYUY
VOl TPOOTEEAGOEL TO TEPIEYOUEVO Tou caxoulol. Auth 1 Aettoupyio Aowndy €npene va
uetagepiel 600 To duvatov mo autolota oto TagglingMR. Anhady|, va Tpoopépeton
1 OLYVATOTNTA OTOV YPHOTN TEOBOAAS Xt ATOXELPNG TWV AVTIXEWEVLY TOU GAXOUALOD

OTOLBHATOTE OTOV YOPO. AToguoioTnxe TEMXE MW PETK BUO PWYNTIXMY EVIOADY Vo
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TEOBIAAETOL XL VAL ATOXQPUTTETAL TO GOXOVAL OTOV YWOEO EUTEOS Tou Yenotn. To Game
Object "Bag”, hotndv, petonvelton 6Tov Yoo 6mwe petove(ton 1 ouoxeur. Eutuyog,
to Mixed Reality Toolkit dodétet to amopoitnto Components mou pe tny emobvadn

Touc oto Game Object "Bag”, vhomololv tn authv tnv Acttoupyio:

e To "Tagalong”, To omolo dutnpeel éva oAdYpauUa EVTOC Tou oTTIXoU Tedlou Tou

Yerotn axohovdwvtag Ty xivnot| Tou.
e To 'Billboard”, mou npocavatolilel éva éxldepo GUVEYOS TEOS TOV YENOTN.

‘Otav Tor ToEamdvey AELTOLEYOUY TAUTOYEOVA, TO avTxeluevo axohoulel Ty ou-
OXEVT| OTOV YWEo xal TpocuvatoAletar otadepd Teog auThY, OTKE oxE3ME OQElAEL
vo Aettovpyel o caxolhl. Me tnv @uwyntr evtodr) ‘Show’ nadel 1 Aertovpyla Twv
Components autov, Kote va otadeponotniel xon va tpoBAndel xou agol yivel yerion

¢ evtoiric "Hide', evepyonolobvton Eavd.

Lyfuo 3.7: To coxoOAL ye Tpelg ETIXETEG EVTOG TOU.

3.3.6 Pouvntixéc Evitohég

H vrnootipien povnuxmy eviohdv anotehel dhhn plo eConpetinn SuVITOTNT TV
HoloLens xou pdhioTo Aettovpyolv Ue eviumwotoxy| amotekeopatixotnta. Ot tpdmol
oAMnAenidpaone TNg cuoxeunc yopoxTneilovTol W xouvolplol Xou dyVKOTOoL Yo TOV
UEco GvipmTo, TEdYHA TOU CNUAVEL TS Ol PWVNTIXEC EVIOAEG UTOPOUY VO BOCOLY
TEOXTIXEC AOOEIC. ATO TIC EVIOAES TIOL UTIHPYOUY OTNY EQPURUOYY|, TEWTN YEOVXE YT
owornoteltar 1 AN "TAXTOT, Ye TNV omolo oloxhnp®veTal 1) dladxacia TG odpwong.
X1y cuVEYELd, OTWS avaPEUNUE TEONYOLUEV(S YPTOWOTOLOUVTOL Ol EVTOAES "Show’

xou "Hide’ yior Tnv mpofBoly| xou tnv amdxpudn tou coxouviio.
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H vionoinon otnv Unity Baocileton oto Game Object "Speech”, 6to onolo xo-
TAYWEOUVTUL OAEC OL POVNTXES EVTOAEG TNG oxnvic ue TNV Pordeia Tou Component
"Speech Input Source”. Kdle evtohy| mpénel va mupodotel xan plor cuvdptnom eviog
xdmotov script, To onolo VAoroleiton evtoc Tou ScanManager.cs. Ipobndveon yio Ty
Aewtoupyla auty) anotekel 1 emolvaldrn tou Component Speech Input Handler oto

Mapping Orchestrator.

3.3.7 Evoeifeig tpoddou

O evnuépwon tou yeHoTn BuvaULXd 660V apopd TNy eEEMEN Tou oLy Vidlo) anoTeAE
dhho éva atolyeio mou undpyel oto apyod Taggling xou mpémel vo tpootedel xou oTo
TagglingMR. AvantOytnxoayv 600 €0 duvouxol eAéyyou: 800 UTHPEC Ve and To
xdie Exdepo xou éva Slider Component, dnhadt| éva opdoymvio eixovidlo, Tou aopd
NV cuvohxr) e€€MEN Tou oy widoL. Me To mphTo €ldog, yivetan 1 eVuépwaon oyeTixd
UE TNV XATACTACT) TWY ETIXETOY Tou xdie extdépatog Eeywptotd. Anhadt| edv pio eTixéta
oev Peloxeton oo Addog éxdepa, To avtioTolyo ELXOVIBI0 TAlPVEL XOXUXUIVO YEOU EVE) EGY
Beloxeton 6T0 6KOTH TAlpveEL Tpdowvo. Eriong, edv dev undpyel etinéta oe xdmota Véor,
70 eovido Aaufdver yxpiCo yemua. To deltepo eidog évdellng anotehel éva Game
Object Prefab mou mepihaufdveton oto Mixed Reality Toolkit, to omolo xavovixd
Aertovpyel w¢ undpa yior UETHBOAY Wwde TG YETOBANTAS amd Tov (Blo Tov Yerot
uéow tne yewpovoploc Tap and Hold. ®uowd yioa tnv egapuoyr anevepyomolfinxe
auTY| 1 AELTOLEYIa OOTE TO AVTIXELUEVO VoL EYEL UOVO TANROPOELIXO OXOTO.

Mo Tig 8Vo autég evoeilelg yenoylomoteitar To GamingManager.cs Tou elvan cuVNU-
uévo oto Mapping Orchestrator Game Object. Méow plag tumxfic Update pedodou
eAEYyEl avd mdoa oTyur) TV xdde eTétar WoTe va avtioToyilovtal ota exdéuata
oL €youv 0ploTel e 6woTd. Me Bdon Tov aptiud TV CWOETOY ETXETHOY PETUBIANETOL
xan N T g pmdpag. o tov édeyyo tng xde eTixéETog amogaoloTnxe mwg xdie
ular TEETEL Vo Exel Evar Lovadxd xAewi To onolo yenoiuonoteltar tapdhhnha ye o xdie
€oyo téyvne. Do mopdderyya, dtav petagépeton plo €TiXETo and 6To oxoUAL, uall ue
TO £0YO0 TEYYNG XWVELTAL %o TO XAEW{ TOL WOTE VoL ETMTPENETAL O EAEYYOC TOU ATd TO
GamingManager.cs. Apa, Yéow evoc Aeixol mou €yel anoUnxeuUEVa To XAEWOLE GE

owoTH oelpd exteleiton 0 EAeyyOC.
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Yyfua 3.8: H nepintwon émou ot éva éxdeya avtiotolyilovton ol 600 0woTég ETXETES

X0l TO YPWUA TWV EXOVDiwY YiveTow Tedovo.

YOU WON'!

Yyfuo 3.9: H ohoxhfipemon Tou mouyvidlol PE T0 66Ot uRvuudL.






Kegpdioio 4
A&lohoynon tou TagglingMR

O otoyoc g allohéynong tou TagglingMR vtav dimhég. Agevoe, Véhaue vo e-
Aéy&oude av epgaviCovial o@dApaTa 0 TUTIXG GEVAELY Tou Evag Taixtng mailel To
Touy VIOL XL APETEPOL VoL UETEHOOUUE Xou VoL ACLOAOYNCOUUE TNV EUTELRio oy VLdLo0
xot T0 1000016 epfidione (immersion) mou eivor onuavTixy SidoToon yior TV eunepla
TOU YENOTN OF EQUPUOYES UXTHC TporypoTixotnTag. Ernlong, onuoavtud) nopductpog
elvon xaL 1 GUVOAIXY ATOBOCT) TWV TUUX TGV, BNAADT|, TO TOCOGTO TWV TUXTWY TOU O-
AOYAHPWOY ETUTUY WS TO Taky VoL xou o ypbdvog mou yeetdotnxay. o vo tetdyoupe
TOV TUEATAVE GTOYO, OLEEHYUUE Lol MEAETY UE TEALXOUC YEHOTES (n.x., YeNOTES TN
scpappoyf]g) TIOU VO TOOCOUOLWVEL OGO TO TEPIGGHTERO TNV oot Aoyiny| TNg Tapolcag
epyaociog, dSNhadr TNV UETATEOTA EVOC BWUAUTIOU OE YMEO TOMTIOUO) UXTAG TEOYUOTL-
XOTNTOC. LTIC EMOUEVES EVOTNTES TopouatdleTon 1 HEYoBOC XL T ATOTEAECUATI TNG

UEAETNG UOG.

4.1 Mé&doooc

4.1.1 3vppetéyovteg

Yuvolxd 10 dropa cuppetetyay ot perétn allohdynone tou TagglingMR (6 dv-
Opeg xan 4 yuvaixeg) pe péomn nhxdo o 26 ypovia (SD = 4). T'evind, ot cuppetéyovieg
elyav eumnetpior pe Ty yerion nAextpovix®y maryvididy (M = .585, SD = .359) xou
ETUOXETTOVIUL CUY VY YMEOUS TOATIOUOD (M = 729, SD = .238). Enlong, ol neplo-
o6tepol (8/10) Sev elyav ypnowonotfoer Eavd tn ouoxevr) Microsoft HoloLens. O
oELIUOC TOV CUUPETEYOVTIOVY Elval UiXpOg ohAd ETUEXAC Yol TNV eEoywYY| OTOLYEW-
0wV o Baov cuurepaoudtwy. [lpogavae, yio pla mo anoteeopotiny Epeuva ol

OVIAUCT) TWV ATOTEAECUATWY AMOUTEITAL CUUTANEWUATIXY alOAOYNON UE aUENUEVO OE-

fyuo yenotov.
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4.1.2 Metpuxég o epyaheia
Evtoniopéc cpalpdtwy - Ilapatrienon yenotwy

‘Evo e€oupetind onpovtind xouudtt e o&lohdynone anotélece To 1) {okVTavT| Ue-
TddooT), P€ow NS AdPepaC TG ouoxeLic. Kotd tnyv didpxeta maryvidlo) Tou xdie cuy-
UETEYOVTAL, HETABBOTAY GE Evary PopnT6 UTohOYLoTH 1 exdva LwvTavd (live streaming),
ue v Bordeia tng oyetc epapuoyhc twv Hololens yio Windows. Iapatneovag ye
TOV TPOTO AUTO TOUC YPNOTES, OWVOTAY 1) euxanpia YLt ECUPETIXES TOPATNEYOELS OYETIXY
UE TIC DLAPOPES BUOXOMES TTOU AVTIIETOTIONY Xou Yial Evay aptdud omd c@dhuaTo Tou
Touy vidloy tor omola mpoéxuday oty topela. O evtomiouds opoiudtwy Pacictnxe oye-
00V OhOXANEWTIXG GTNV LOVTAVH HETAO0CT) ahAS xaL 0TV PETEMELTO PEAETT Tou [Bivieo
ToL xaToypapoTaY TauTdyeova. Ot mapatnenoelg autég Yo anofolv xalplag ornuactiog

YL TG MEANOVTIXES BEATIOOELC TNG EPUPUOYTC.

Epneipia mouyvidiod

o var yetpriooude v eumelpior Tou xdie malxTn Xotd Tr) BIEXEL TOU ToLy VIOLO-
U, yenowornotfioaue to epyareio Player Experience Inventory (PXI) [19]. To PXI
elvon EvVa EPWTNUATONGYLIO TIOU CUUTANEWVETHL Antd TOug TOUEXTEG YETE TO TEAOG TOU
Touy VIBL00 o aloAOYEL TNV EUNElpLal TOUC OF BEXA BLIG TAOELS: XATavONoT), audevtia,
CUYXEVTEPWOT), auTOVop{a, TEQLEPYELY, EUXOALN EAEY YOV, TEOXANOT), AVADEAGCT, TEOOB0U,
EAXUC TIXOTITA, X0 XOTOVOT|OT) GTOY WY %ot xavovwy. Ot anavtrocelc divoviay ot ypoy-
uxr] shiponcor amd 1o évar (Atopwved TohD) €wg To entd (Lupeve ToAD), oA yLor THY
AVIAUCY) TV ATOTEAECUSTWY XAVOVIXOTOINCOUE TIG OMAVTACELS. LUVETWS, TO TEAXO
oxop Yl TNy xde xatnyopia eivon oty xiipoto [0 —1]. ‘Oco udmhétepo eivor o oxop,
1600 xoAUTERY efval 1) EUTELRlal TOU YPNOTY OTIC EMUEPOUC BLIC TAGELS X0l GTH GUVORLXY
eunetplo. ‘OAeg o1 epwthoelc dlatneriinxay oTnv oy xr Toug BlaTiTwor oty Ayyhuxn

Yhwooa xou topovotdlovtan oto Tapdptnuo B.

Eppidion twv nouxtony

[o var yetpioouue 10 mococto eufitiong tou xdie mabxtn xatd T didpxela Tou
Ty vidlon, yenotuomoicoue to epyaieio Immersive Experience Questionnaire (IEQ)
[22]. To IEQ eivon éva EQWTNUATONOYLO TTOU GUUTANEWVETAUL U0 TOUG T(XTEC PETE TO
TEANOC TOL oY LOLOY ol A€lONOYEL TO TOGOGTO AMOPEOYPNONEC TOLUG AT6 TO Ty ViDL OF
TEVTE DLUOTACELS: YVWOTIXY| EUTAOXT|, CUVOLOUNUATIXY EUTAOXY|, ATOGUVOEST) ANtd TOV
TEUYUOTIXO X600, EAEYYOG, xou TOXANoT. ‘Onwe xaw oto PXI, ol anavthcelg divovtoy
OE Y PO XA o6 TO EVaL €6C TO ETTA, AAAS Y10 TNV AVIAUGT) TV OTOTEAECUATOVY
AAVOVIXOTIOINOOPE TIC AMAVTACELS. XDUVETKC, TO TEAXO GX0p Yiot TNV xdde xotnyoplo

etvon oty xhipoto [0 — 1]. ‘Oco vhnhdtepo eivor t0 oxop, 1600 peyahltepo eivon To
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1060016 eUPUtiong Tou yeNoTN OTIC EMUEPOUS DLUCTACELS XOL GTT) GUVORLXT euTELplL.
‘Okeg oL gpwthoel dlatnerinxay oTny apyixy| Toug dlatiTwon oty Ay YAy YAGGoH

xau apovotdCovton oto Toapdotnua B.

Y UVEVTELEY UE TOUG CUUUETEYOVIES

Metd to Téhog Tou TouyVLBLOY, elyaue pla GUCATNOY UE TOUG GUUPETEYOVTES (OTE VA
UolpasToUV pall HaC TIC OXEPELS TOUS Kol TEQLGCOTEQN TIRAYUATA OYETIXG UE TNV EUTELDiaL
TOUG xalL VoL oG Borniicouy Vo XaTaVOHioOUPE XUADTERY Tol TROBAHUNTA TOU EVIOTIOAY,
T YOPOXTNPLOTIXG TOU oY VIBLOY TTOU BEV TOUC HEECUY, AAAL X0 TOL Y UEUXTNELOTIXG TOU
Toug TEdPNEay Ty mpocoyn. T xdie cuppeTéyovta, xataypdoue TN cUVEVTELET Xou
AEUTHOUUE CNUELDOELS OYETIXG UE TOL ONUAVTIXOTEQU GO TOUG WE TEOG TNV EUTELplal

Toug yenotuworowviag to TagglingMR.

4.1.3 Awaduxacio

Ye auth) v evotnta, Yo mapouctdoouue T dwdxaota g peAétng. H ueiétn
OLel iyl o€ BLUATIO EVOS TUTIXXOUD @oITNTXXOV ool 6To Xxévipo Tne Ildtpac Tpeeic
dradoyixéc pépec tou Toviiou tou 2020. To mpwTéXOAAO TOL Axoloudfinxe eivar To

e€hc:

1. Apyixd, eVNUEQMOOUE TOUG CUUHETEYOVTES YIoL TOV OXOTO TNG EPELVOC XAl AVO-
pepopue o Brivata Sadixaotaug. Toug evnuep®ooue Tog Unopoly Vo Tepuaticouy
T dtadwacta omote autol emuuoly. H cuuuetoyr Toug Arav edehovuny|. X
CLVEYELDL, Ol GUUPUETEYOVTES EBWOAY T1) CUYXATAVEGT| TOUC Yiol T1) GUUUETOY 1) TOUC

OTN UEAETT.

2. 211 CUVEYELL XOVOVIGOUE OO XOWVOU UE TOUS GUUUETEYOVTES CUYXEXPWUEVES (OES
xo UEEEC yior TN Ble€aywyy| TNG UEAETNG. LUUTANEWGOOUE Bidpopa TUTIXA GTOLYEl
(T, HOVOBIXOC XWOIXOC Yot Yl Aoyoug avwvuplog, nuepounvia xal Opa
Olelorywyng TN Hskémg) UECL NAEXTEOVIXAC POPUIC.

3. Xto Tpito [rUa, Ol CUUUETEYOVTIEC CUUTATIPWOUY EVH NAEXTEOVIXG EQWTNHUATO-
Aoyo (Google Form) oyetind pe Sudpopor yopaxtnoto Tixd. ()., nixia, @oro),
TNV EUNELRIN TOUG UE OUOKEVES X TNG/EXOVIXTC/EMAUENUEVNS TROYOTIXOTNTAS
X avTloTOLYES EQUPUOYES, TNV CUYVOTNTA TOL ETUOHETTOVTAL Y (3POUS TOALTIOUO-

0, xot TNV oLy voTnTa Tou Ttallouy NAEXTEOVIXS Ty vidLoL.
) X P X

4. Me 6edouévo e oL TEPIGGOTEROL GUUUETEYOVTES OEV Elyary eumelplar Yeriong Twv
HoloLens , éywve n anapaltntn evnuéewon Yl TNV GUOXEUT. Luyxexpluéva e<n-
YHooE TOUG LTOC TNEWOUEVOUS TROTIOUS AAANAETBEAONC UE TNV CUOKELY| OTWS



44

Kegdlowo 4. A&oddynon tou TagglingMR

10.

xaL 10 Booixd TpoTo Aettoupyiag TOUG. MTr GUVEYELN, EVNUEQOOUUE TOUS CUU-
UETEYOVTES YL TNV EQPUEUOYT) TOU UAOTIOLAUNXE.  LUYEXQWIEVA, EVNUEPOOUUE
TOUC CUMMETEYOVTEC YIo TO TOOL (VAL Ol XUVOVEG, O GTOYOG, Ol ATAULTOVUEVES

POVNTIXEG AetToupYiES, XL OL DLAPORES PACELS TOU Taky VIDLOU.

21N oLVEYEL, oL CUUPETEYOVTEG popdve To HoloLens xou toug diveton 1 duva-
TOTNTL Vo eE0EL 00V UE TNV GUGKELT] HECK TNE TERLAYNOTS TOUS GTO XEVTPIXO
UEVOD, TNV XATAVONON) TWV YELQOVOULMY, X0l TNV OAANAETIBooT UE Tar ONOYEAU-

M.

Y10 éxto Briua, Lexvd 1 xotorypar) BIVIEO UE TNV XAUEPA TNG CUOXEUNC ool
UE TOV TPOTO auTo oo TiieTon dAAOG €vag TEOTOG GUAAOYNG oTOLYElWY, GUU-
BadhhovTag oty XoADTERN XATAVONCT, TNG CUUTEQLPORAS XAl TNG eUTELplag TKV

CUUMETEYOVIWV.

2TO ®UPLOTERO PEPOG TNG UEAETNG, YIVETAL 1) YPNOTN NG EQUPUOYHC amtd TOUg
ouuuetéyovtes. ‘Onwe mpoavapépdnxe, To monyvidl Eexvd TpdTo UE TNV YWeLxh
YUETOYPAPNOT, TOU YWEOU HEYEL VO TNV CTUUUTHOEL O YPHOTNG UE PWVNTLXY E-
vTohr. Mo yiver auto, efvar opatd otoug Tolyoug tar Tplo extéuata xon Lexvd
1 emthuor Tou TEOBARUATOS TOL Ty VidLo0. AuTé OTuAlVEL WS OL GUUUETEYOVTES
xavinxoy apyixd 6To dWHATIO UE OXOTO TNV GUEWOT). MTNV CUVEYELN EVIOTI-
ooy oToV Y0eo To exdéuato xo deyloay Vo aAnAemopoly pall Toug. Mo
udledov Evay apriud amd eTIXETEC GTO GUXOUAL, €xavay YENOT TNS XATIAANANG
PWVNTIXAC EVIOANS VLot EUPAVIOT) TOU GaxouMol. Ol GUUPETEYOVTES TEOYWENCUY
Vv dadtxacto enthuong péyet elte TNV EMTLY T OAOXA PWOT) TOU Ty VDL, &lte

NV )oY TOU ETELDY| TO Zﬁmoocv.

Metd to téhog g ahhnhenidpaone Twv cuuUeTeEYOVTLY pe To TagglingMR, o-

AOXANEWVETOL XoU 1) xoToryeapy| Tou Pivteo.

Y10 emduevo Brua, Eexvd pior oAy OReTTr avoly T GULATNON UE TOUC GUUPETEYO-
vTeg, 1 omolo nyoypagpeitar. IlapdhAnia xpaTdue OMNUELOOELS UE TA XUPLOTERX
OYONG TOUC. LUYEXPWUEVA, Ol CUUUETEYOVTES EQWTWVTOL GYETIX UE TNV EUTEL-
olot ToL, TEOPAAUATA TOU AVTHIETOTICNY XAl OLAPOPES TEOTAUCELS TOU OXEPTOVTOL
v TV Bedtioon tng egappoyrc. Emlong, toug divetan 1 duvatoéTnTa VoL €x-
PpdcOUV OTOLEGONTOTE ATOPELS Xou LOEEC EYOUV OYETIXG UE TNV YEVIXOTEPT X0

TNYOPlo TWV EXTADEUTIXWY TAULYVIOLOY OE YOPEOUE TOMTIGHUOD.

TN CUVEYELDL, OL GUUHETEYOVTEC GUUTATIOWMVOUY To BUO NAEXTEOVIXE EPWTTUOTO-
Moy (Google Forms) oyetind e v eunetplo Tou mouyvidlol (epmTnuatohdyto

PXI) ot 10 t0o00616 eufiiiorc toug (epwtnuotordyio IEQ).
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11. Metd 1 cvAloYH TV amapalTTwy OEDOUEVLY TEOYWENOUUE GTO GTAO0 TNg
aVEALONE TV BESOUEVWLY %ol TNV EEXYWYY| TWV CUUTERAUOHUATWY, Ta OTOLN TUEOU-

ol8loVToL GTNY ETOUEVT] EVOTNTA.

Lyfuor 4.1: LUUUETEY VY XoTd TNV OLEEXELN TOU TELRAUAUTOG.

‘Onwe ylvetar avtihnmto, to dedopéva and ta omolo Yo Byouv tar amopoltnTo oU-
urepdopata cUAAEYOVTAL o BLdpopeg poppes. 1lEpa amd Ta 0UO EPWTNUATONGYLAL Xl
NV 0EY X POPUA OYETXE UE TNV ECOXEINOT] UE CUOXEVES UIXTHS TROYUATIXOTNTAG Ol
TNV ETOPY| UE TOUS YOEOUS TOMTIGUOU, EYIVE EE0Y WYY OTUAVTIXDY TOQAUTNEHOEWY oTo
TIC NYOYEAUPNUEVES GLLNTACELS XoU TIC XUTOYPAUPES BivTeEo amd TNV XAUEEH TNG CUOKEU-
fc. LNy ewodva 4.1 Brénouvpe évay ouppetéyovia mou mallet To TagglingMR xotd ™
OLdpxELol TNG HEAETNG WA,
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4.2 AmnoteAécpoTa

4.2.1 Xpdipata xatd Ty extéleon tou TagglingMR

Y€ YEVIXES YROUUUES, OL GUUHETEYOVTES YENOHLOTOMNGAY TNV EQUOUOYY| OTWS AVOE-
VOTaY ahAd Topotnenoous Tar EHC TEOBAAUATL:

o Kotd tnv didpxeta Tng Yweinhc YopToYedPnong Tou dmUATon, OTWS TEOUVIPER-
Unxe, yenowonouinxe évo mAéyua (wireframe) omd to Mixd Reality Toolkit
YLoL VoL UTOBELXVUEL GTOV YPNOTY TIC CUPWUEVES ETLPAVELES, TAlOVOVTUC DLUPOPETI-
%0 YPOUUTA OVIAOY X UE TNV AmOCTACT) ToU YeNoTh and autéc. Autdc o €viovog
AL EVOAALCOWY YPWUATIOUOC TEOBANUATIOE Evay yeHoTr 6Ny TpooTdield Tou
VO XATOVOTOEL ToL GUPOUEVYL PEPT) TOU YWEov. Idavixd, Yo umopoloe vo yenoylo-

TotnUel Evol LOVOYPOUTIXG TAEY L.

o Trrpov SuoxoMES EVTOTIOUOU TmV EXVEUATMV XL TMV ETIXETOY GTOUS TOlY0oUC.
O ¥éoeig Toug dNAadY| eV HToy TEVTU Ol AVOPEVOUEVES amtd Toug yeriotes. Naw
UEV Ol TEQLOCOTERES ETIXETES epgavilovTtay TAnciov Twv exdeudtwy ota omola
ATOY GUVNUUEVES 0AAS TtapatnEinxoy TEQITTOOELS xoTtd TIC onoleg eviomiloviay
oe peyolltepn anéotaot. To avouevopevo autd (Htnua, mpoavapépinxe 6To
XOUPETL TNG OYEdloTS ToPUTmAVe, OTOU ot ATOAOYNINXE AoYL TV UeVHdOY
ebpeorng Véoewyv Tou Mixed Reality Toolkit. Méow tng allohdynong mpoxintel
EVog axoua AOYOS EUPAVIONS Tou TEoBARUaTOC auToL. XTov xwdxa oplleta o
aptduoe Twv emuuntov Y€oewmy Tou avouéveTtal va utoloyioel 1 oyeTix ugdo-
0oc. Autéc ol Véoeig popdlovTon avahoyd oTov yweo. Autd onualvel OTL v
70 TAYog TV Véoewy elvon Uixpd, oAAd T0 GUPWUEVO EUSUOOY TV Tolywy &-
fvon oyetixd ueydho, ol amooTACE TV VECEWY PETALY TOUC TEOXUTTOLY YOl
QUTEC AUENUEVES. DITOV XMOIXA TOU BOXACTNXE OTNV o&loAbYNoT), oploTrxay
Aowmov Ayeg Veoelg, mpdrypo Tou ornuodvel 6Tt og Uixpod eufadov yopToyedgnong,
oL Yéoelg xon %ot eMEXTACLY T EpYal TEY VNG TOTOVETOUVTAY OE TARMS PUCLOAOYL-
xé¢ Véoeic. ‘Opwe 6tay xdmolot yer\oteg odpwoay Eva apxeTd auEnuévo eufauddy,
Ol UMOCTACELS TV EXVEUATOY XAl TWV ETIXETOV HTOV Xl AUTEC AUENUEVES, YE-
YOovog ou Toug avdyxale vor xtvndolv dpxeETE GTOV YMEO XAl VoL BUOXOAELTOUY
vo T evTonioouy. Luvormtxd, undpyet uio Abon ol ool utopel vo epoapuocTel
oe 8Uo otdd. Apyxd, vo oploTel €vag LPNhoC apriudg Véoewy, woTe Ta €pya
TEY VNS Vo TotoUeToUVTOL, 6GO Elvol BUVATOV, TO €val XOVTd 0To dhho. Acltepoy,
70 TANY0C TV ex¥eudTwy XaL TOV ETUXKETOV Vo UETUBIAAETAL quTOUATY UE 34O
70 PUEYEVOC TNG CUPWUEVNS ETLPAVELIS, MOOTE O YWEOG VoL QaiveTon vt “yeudtog’

ue avtixelueva 6Teg xon o€ Eva ouvnopévo pouvoeio.

o e plo mepimtwor, xotd TNV cdpwon evog Tolyou Ue UTAAXOVOTORTA, YARTOY Q-
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@HONXE xou 0 YOEOS Tou PTakxovio) aol Tor TCAUi BEV amoTEAOVY EUTODIO Yid
T0 Mélep xon TNV xduepa Bddoug tne ovoxeuric. Autd onuaivel 6Tl UETA TNV olo-
xhhpwon TS odpwaorg, TotoVeTHinxe xan éva €xdeya otov ewTepind Tolyo Tou
xtnplou, yeyovée mou xadhotoloe e€apeTind SUOXOAN TNV ahhnhentidpoaot pol
Tou. ‘Evog tpémog yia v amogedyovton avdhoyo opdhuato o foy 1 oplovétnon
TOU BLUITIOU TOU YuETOYEAUPELTAL, (OOTE OTOLOGONTOTE YMEOS TERA AT AUTO VA

unv AogBdveton UTOYN xoTd TNV TOTOVETNON TWY EPYWY TEYVNC.

e Kdmowot cuppetéyovteg evoyAfinxay amd tny Undoo Teoddou oL oTolo TOUG oxo-
AoutoloE GUVEYMS X0l TOUG EUTOOLLE UEPXES PORES OTNY ETULAOYT) TWV EXVEUATCLY
emeldr] epavileTton TévTo o€ pla andGTUOT UTEOGTE amd Tov YeHoTr. O uno-
eovoe va Totodetniel oe xdmolo onueio mo younhd 1 o Ynhd MOTE Vo UEV Vo

elvor TaVToL 0paTA AAG VoL UNY EVOYAEL TOV YELOLOUO.

o [l xdmoloug YPHOTES, Ol PWVNTIXES EVIOAES EUPAVIOAY TROBAAUATO 0pol EXPETE
VoL DOXUYIACOLY APXETES PORES VAL TOUV TNV amapadTnTn AEEN (OOTE Vo EXTEAEG TEL
1 oxeT Aettovpyio. Autd awtiohoyeltan amd BUOXOMES OTNY TEOGOEd TNS aY-
YAg yYAwooog. ‘Onow xou av ebvan 1 outla, xplveton oxdmo Vo TpocpEépeTal
X €Vog EVOAOXTINOS TEOTIOG IAANAETBPOTG, OTWwS Xdmota YeElpovopla, HOTE N
YENON TOV QWVTIXOY AELTOLVEYLMY VoL EVAL TROUPETIXY YIal TNV OAOXANPWOT) TOU

Ty VLOL0V.

o 'Evog CUPHETEY WY TURATHENOE TS OTAY GOELIOE TO GUXOUAL OEV HTay Glyoupog
OTL NTay EVIEAMS ddelo A OTL To améxpue Ye TNV QuynTxr| evioly| 'Hide. Mia
Behtiwon Vo Aoy 1 EUPAVIon xdmoU OYETXOL UNYOUATOC 6Tay aBeldlel To

CuUXOUAL.

4.2.2 Anddoorn mouxTtwdV

‘OloL 0oL GUUPETEYOVTEC OAOXAHIPWOY ETUTUYMS TO oty vidt, xadag avTioTolynoay
Oheg Tic Orardéolueg xdpTeC oTa owoTd extépata. Ot ypdvol ohoxhpwong BLégepay,
buwe, dev evtomiotnxay onuavtixée Swapopéc uetald toug (M = 33 hentd, SD = 9

AETT).

4.2.3 Eprneipla mouyvidiot (PXI)

Yuvohxd, 1 eunetpio Tou Tayvidol (alugwva we v xAipoxa PXI), ebvar et
(M = .802, SD = .079). H avéivon (One-way repeated-measures ANOVA) édeile
WS 1) EUTELRll TWV TOUXTOV HTOY OTATIOTIXE ONUAVTIXG DLUPORETIXT OTIC OLAPOPES
dwotdoee (F = 2.255, p = .035, n* = .311). To onotehéopouta gofvovion GTny
Ewova 4.2.
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Ou ouppetéyovTeg eupdvicay younhotepa oxop (< .8) oyetxd Ue TiC Bloo TdoELS
NG xaTavénomg, e awdevtiog, TN autovoulag, Tou EAEYYOU, XL TG TEOXANONG. Xu-
YHEXQUIEVD, Ol CUUUETEYOVTEG MG ELMAY TWE EVE XATAVONCAY TOUG XUVOVEG XL TNV
1B€a Tou TayVIBLOY, Bev ftay olyoupol av 1) anddoct| Toug Yty xoh. Auth 1) eunelpio
EVOEYOUEVWC ETNEEACTNXE OO TO YEYOVOS TG OL CUUUETEYOVTEG OeV elyay Tponyo-
Vpevn epmelpla ye To Hololens xan toug tpdmoug addnienidpaong. Eniong, to yeyovog
WS Ol TEPLOGOTEQOL CUUUETEYOVTES Oev elyav eumelpior ye tor Hololens toug odvyn-
o€ vor atoVdvovToL TS OEV €Y0LY Xah6 EAEYYO XM BUOXOAEDOVTAY VO EXTEAEGOLY
TIC AMOUTOVUEVES YEtpovouieg aAAnAenidpaone | 1 eQupouoyY| OEV xaTahdBatve xou OEV
OEYOTAY TAVTA TIC POVNTXES eVTORES. Ot oupueTtéyovieg pog elnay eniong mwe eV
To Touy vidL Toug Bivel TN duvatdTrTa Vo €plouv oE eTapY| PE exUEUATO TOU POVO OF
évay yweo moltiopol (m.y. pouceio) Yo umopoloav va Bpouv, otny Bl oTiyps To
YEYOVOS LG 1) EXVEDT) Vol TPETEL VUL YWEETEL GE EVAL DOUATIO ULXPOTEQO OO QUTO TOU
Y(EOL TOATIONOU ATOTEAE! TEPLOPIOTIXG TopdyovTa Xou ETNeedlel TNV alodnorn auto-
voplog mou €youv. Télog, ou oupuetéyovieg Yag elmay Twg To mowyvidl Yo uropoloe
va efvat o 8Uoxoho ()., Vo UTdpY 0Ly TEPLOGHTERES TUOTES, TEPLOCOTEPX EXVEUATA,
TEPLOCOTERES OLIECIUES xdprsg), x4t mou emnpénce TNy aicdnon Tedxhnong mou -
odryer To oy vidL. oT600, auTO HTAY ATOTEASOUA TOU TEQLOPLOUOL TOU YMOEOU Xadeg
xou TS UTapdng YOVo evog emmESoL Tou TonyidLoL. ISavixd, to mouyvidt Yo mpéner va
urootnellet Sidopoug Boduoie Buoxohiog avdAoYo UE TIC TEOTYWHOELS TO TakxTr ohAd

xan T Sldéotun ToATiopxr| Thnpoopia.

Ou ouupetéyovieg eupdvicay UPnid oxop (> 8) oyetxd pe Tic SloTdoEC OU-
YUEVTPWOTG, TEPLEQYELNS, AVABEUONS, OTTLXOUXOVO TIXNAG EAXUC TIXOTNTOG, GTOY WY Yol
HAVOVOY. LUYHEXPWUEVAL, Ol CUUUETEYOVTES Hog ELTaY OTL EVIOOAY TS AmopEo@inxoy
OTOV XOOUO TNG UXTAG TRUYUATIXOTNTAS Xt OTL EVIOOAY TS HTAY TANEWS CUYXEVTEW-
uévol oo maryvidl. Emlong, Hichav vo e€epeuviicouy TIC BuVATOTNTES TOU Toky VLol
660 TEPLGOOTERO UTIOPOVCAY XOL TOUG EVOIEQERE OF UEYAAO Bardud 1) Thoxr| xou 1) eE€AL-
&n tou mayvidton. Ot GUUPETEYOVTES TOVIoAY WS To TowyvidL Toug Tapelye Eexdiapn
avddpaoT), xadde UTopoloay Vo 8oLy TNV TEO0B6 TOUC UE EOXONO X0l YT YOPO TEOTO.
To mowyvidL Toug PAvVNrE EAXVOTIXG (C PO TA OTITLXOUXOUG TLXE TOU Y UL TNELO TIXA,
x9¢ TOUg GEECAUY 0 AUOUNTIXOS CYEDLACHOS XAl O TEOTOG TAUPOLCLUOTE TNE TATNEOYO-
ploc (m.y., exdéporta, xdpteg). Télog, o oyedlaoudc Tou Toryvidlod Aoy TETOLg ToU
TOUG ETETEETE Vo YVWEILOLY UE GUPHVELL TOUC GTOYOUS X0k TOUS XUVOVES TOU TIOLY Vi
0100 xodm¢ 1ot To TL Toug {nTodVTAY Vo XdVouv GE xdUE GNUED TOU TowyVIBLOY, Xou [E

TOLOV TEOTO.
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Meaning
1

Goals and rules 0.9 Mastery

Immersion

Audiovisual appeal

Progress feedback Autonomy

Challenge Curiosity

Ease of control

Yyfuo 4.2: Ta amotedéopata TG avAAUCNEC TV ATUVTACEWY TWV CUUHETEYOVIWY GTO

gpwtnuatordyo PXI.

4.2.4 Eppvdion twv tauxtov (IEQ)

Yuvohxd, 10 106006 eufiione twv mouxtev (olugonva pe Ty xhipoxa IEQ),
Aoy upnAé (M = .792, SD = .048). H avdiuon (One-way repeated-measures A-
NOVA) €deile nwe 10 1000016 eufUiione Twv TuxTdY AToy oTATIOTIXG ONUavTIXS
SrapopeTiny| oTig Bidpopeg dlootdoele (£ = 4.224, p = .012, n* = .458). Ta anote-

Aéopata gatvovton otny Euxdva 4.3.

O GUUUETEYOVTES EUPAVIOAY YAUNAOTERH GHOP (<.8) OYETIXAL UE TIC DO TUOELS TNG
YVOOTIXNC EUTAOXNAS, TNG AMOCGUVOESTC OO TOV TEAUYHATIXO XOOUO, Xol TNG TEOXAN-
OMNG. LUYEXPWEVA, Ol CUUUETEYOVTEG oG ETAV TG EVE O GUVOVAOUOS TROYUATIXO00
X0l EXOVIX0) XOOUOU ATAY XJTL TOU TOUG GEECE, QAVNXE Vo Uny Toug Pondd vo emi-
XEVTIPOGOLY TAHEWS TNV TEOGOY T TOUC GTO Tty ViDL X0l GUVETMC YEELIOTNAE VoL XAUTO-
Béhhouv peyaritepn npoondieia (o8 oUYXELON UE TN YEHOT CUUBUTIXWY TEYVOROYLHV)
Yl Vo uny enneedlovton and eEMYEVEIS TORAYOVTES X0 Vo UEVOUY TEOCTAWUEVOL GTO
mouyvidl.  ‘Onwg eldaue xou oTny TEONYOUUEYY EVOTNTA, Ol CUUUETEYOVTEG OEV ATaY
olyoupol oyeTid pe 10 OGO Xohd Tor Thve GTO Taky VIOl xuplwe Abyw Tou YEYOVOTOC
TS Eyovoy EUXOAX TNV ETOPY| UE ToV Ypeovo. Ernione, ot ouppetéyovteg elyav udnio

#©VNTEO Yo TNV 0AOXATIPWGT] TOU TakY VIOLOU ARG AGY W TEQLOPIOUEVOL ETUTEDOU BUOKO-



50 Kegdlowo 4. A&oddynon tou TagglingMR

Mag xan GUVETOE AGY R TOU UELWHPEVOU TOGOGTO) TPOXANOTG TOL ELCTYUYE TO Taky ViDL,
UELOUNXE TO EVOLUPEPOV Yol VO TEAEWCOUV YRTHYORA Xl Vo XEEBIGoUY Toug dhhoug
TXTES, OO0V APOEd TOV YPOVO TNG OAOXANEWGCTG TOU TOLY VIOLOU.

Ou ouppeTéyovteg epgdvicay ulmAdTepa oxop (> .8) OYETIXA UE TIC OLUO TACELS TN
oLVACVNUATIXAG EUTAOXAS Xa TNG AloUNoT EAEYYOU. LUYUEXPWEVA, Ol GUUUETEYOVTEG
woc eimav o mallovtag To Taggling otov x60Uo TG WXTAC TEAYUATIXOTNTISC TOUG
PAVIUE ULl TEWTOYVOPET xot ECOEETIXT EUTElpia, TNV omolo amdiavcay xon dev Emoulay
omhd Yo vor Ttaflouv xon Vo OAOXANEMOOLY ETTUYMS To TakyVidL.  Aloddvinxay 6t
ooy o€ YeydAo Podud PE To E0YA TOMTIOUOU TOU THROUCLIC TNXOY OTO oy VDL ot
TOUG dPETE TIOA) TO YEYOVOS TS UTOROVCY VoL ToL TANCLAGOUY XAl VoL To EEEPEUVHCOLY
OmO XOVTWVY ATOCTACT), ATl TOU (GKE VoL UNV ATy BUVATO OE EVay YKOEO TOMTIGUOD
(TE.X., wa €éxdeon €pywy ‘CéXVT]Q). Eniong, ot cuppetéyovtee yag eimov mowe Berxay tny
eumelpio Staoxedao Tixr, 6Tt Yo Eavagnonlay To mouy vidt, xon Yo Toug EVOLEPERE Var UTGio-
YOUV TEPLOCOTERA ETUTESON BUOXOALNC, TEPLOGOTEPY EXVEUNTA, TEQLOCOTERES XAPTES, XA
TEPLOGOTEROL XOGUOU (T.)., apyotogc EXAnvixdc mokitioude, otopla tou B moryxoaouiou
TEO)\é[JOU). ‘Ocov agopd TNV SLAGTACT) TOU EAEYYOU, Ol GUUUETEYOVTES UaC Elmay Twg
eve 1 ahinAenidpaor pe to Hololens Atav %t mpwtdyvmpo yia autole, Toug ftay oo-
pelc oL TpdToL aAANAETDpUOTC, ElTE 0T LOPPT| YELLOVOULOY ELTE OTN HOPYT] POVNTIXGDY
evtohwv. Télog, pog elnav nwg awotdvinxoy otL elyay Tov EAeYy0 TV XVACEWY TOUg
%0 OTL UTOPOVUCE OE OTOLOBHTOTE GNUEID TOU TatY VLOLOY VoL EXTEAEGOUY TIC EVIOAES TTOU

emrduoloay.



4.2 Arnoteléouata 51

Cognitive involvement
1

0.9
0.8

g
Challenge Emotional involvement

Control Real-world dissociation

Yyfuo 4.3: Ta amoteléopata TNS avAAUCNEC TOV ATUVTACEWY TWV CUUHETEYOVIWY GTO
epwTnuatordYio TEQ.






KegpdAiowo 5

ITecoextdoeig xou Eniloyocg

5.1 MeirovTtixég llpoextdosig

H nopoloa dimhouatind| epyaocia onuelwos éva Te®To onuovtixd Brua v ollo-
TONOT TV TEYVOAOYLOV UXTAC TEAYHATIXOTNTIC GTOV YWEO TOU TOMTIONOU X0t TNG
TolTio TiC xhnpovoude. Eivar Eexdiopo mwe oL SUVATOTNTES TWV XAUVOTOUWY oU-
TV TEYVOROYLWY o 0d Twv HoloLens, etvan tepdotieg agpol undpyet évag Ueydiog
pdopa Topéwy Tou €youv TNV euxotpla vo enm@ehnioly and autéc u€ow TNG EPEUVIC
XU TNG AVATTUENG TV XATIAANAWY eqapuoyoy. Do mopdderypa, toa HoloLens 2, ta
omola mapovctdotnxay to 2019 o xuxhogopolv BT, TETLYAY EVIUTWOLUXESG BEATI-
OOEIC GE OYEON UE TNV TEWTT EXBOGT), Aol efvar ehapEUTERY, UxpoTEQN O UEyEVOC
X0l UTOAOYLO TIXGL LOYUPOTEQ.

Hpogavide, elvon duvath 1 SlECorywYT) CUNTANEWUATIXWY EQEUVOY UE UEYUAITEQO
OelyUar CUPHETEYOVTWY Yl oY WYY TO ACPUADY CUUTERUOUITOY. Méow mepuntéow
gpeuvay Vo pmopovoay Vo ALJOUY xou Tal OToL TEOPBAAATA EVIOTUGTNXOY XAUTd TNV
otadactior Tng atohdynong xon va uhomotdody oL xatdhAnAes BeATOoELS.

21TO XOPPATL TV EXTULOEUTIXMY TOLY VIOV, EQPUPUOYES OTWS AUTH TToU avamTOyUT-
XE Umopoly Vo Yenoyonointoly GUUTANEOUOTIXG OTNY EXTULOEUTIXY SLodixacior ToA-
hamhaotdlovtag o xivnteo yia pdinor o omoudactég xan hadntéc. Méow tne ywet-
AAS YUETOYRUPNOTG, OL CUOKEVES X TAS TEAYUATIXOTNTAUS TROCPEROLY EMAVAO TATIXOUC
TEOTOUG ATELXOVIOTG BEBOUEVWLY xat TAneooplaY. Tlapdhhnha, 6Tewe TEoXITTEL Xou o-
m6 10 melpapa, ot egapuoyéc Twv Hololens 6mwe auty| mou avantdydnxe, ol yeroteg
Aovouy tar {nTovueva TEoPATUaTH €0YAULOUEVOL UTOPEOPTIUEVOL Xal eCOUPETIXG CUYXE-
VTPOUEVOL GTOUG GTOYOUS TOUG. AUTO OTK¢ elvon TEoPaveS, UTOBEWVOEL Tal ECUPETIXG
OQENN TIOL TPOGPELOLY ToL TTaky ViDL X TAS TEAYHATIXOTNTAUS OTOUG YeNOTES ool Ep-
YOVTUL OE ETOUPY| UE EVOL Y VWO TIXO AVTIXEUEVO TAHPWS CUYHEVTEWUEVOL XU EVERYNTLXOL.
Avdhoya ywposualolnta exmandeuTind oy vidlor AoLmoy, UTopoly Vo avamtuy ol yio

OL8POEAL ETUC TNUOVIXG AVTIXEUEVOL Y10 YPHOTES DLUPOPWY YVOO TIXMY X0l UadINoLaxeY

53
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eTUTESWY BlVOVTOG VEEC BLUOTACELS GTNY XAACIXT| EXTIOUOELTIXY OLodtxacio.

5.2 Exnlhoyoc

Méow tng mopoloug SImAWUATIXAG, VAOTOLAUNXE EVOL YOROEUNGUNTO EXTTOUBELTIXO
Touy vidt, To onolo amoTteAel Yo EQUPUOYT UXTAC TEAYHATIXOTNTIC YPNOHLIOTOUMVTAS Td
HoloLens. Ilapouctdotnxe Aemtoucpms ohdxAnen 1 dadixacia EEEUVIS, GOYEDLAOUOY,
avamtuéng xan atohdynone. To mouyvidl autéd petateémel €vo 0ToL0HTOTE dWHUATIO OE
exovixd pouoeio TonovetvTag xou Evay aptiud and exdéuata, UEcw TNG YwELNS Yop-
Toypdgnone tou mepBdArovtog. H allohdynon elétaoe Ty eumelpla TV Yenotov xou
™V eufUUioT| TOUC XaTd TNV YEHOT TOU TouyVidloL, e€8yovToC YeNoUa CUUTERAGUOTA.

Hoapdt 1 epopuoyy| auty| Oev amotelel Evar OAOXANPOUEVO TEOLOY, UTOPEL Vo AMOTE-
Aéoel agetnplo yio TEpALTERW EPELVA OTO TEBIO TNG TOAITIOTIXHC XANPEOVOULAS XoL TIG

TEYVOROYIEC UXTHC TEAYHATIXOTNTOC.
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ITapdotnuo A’
Koowag Egapupoyng

Hopoxdtey mapatidevton dho o scripts mou cuvtdydnxay yla Ty vAomoinom g
eQopuoYhc. 2e xdie script UmdpyEL Ui xet| TepLypapY| TNG Asttoupyiog Tou xadde
xaw to Game Object oto onolo emouvdginxe otn oxnv| e Unity .

ScanManager.cs

Arnotelel v Bdomn tne epapuoyhc. Atoyetplleton TNV dladixacta TN odpwone xou
Tonovetel To avixelyeva otov yopo. Enlong petageper ota undrona Game Objects

ToL omoEodTNTOL BEBOUEVAL.

using System;

using HoloToolkit . Unity;

using HoloToolkit. Unity.InputModule;

using HoloToolkit.Unity.SpatialMapping;

using UnityEngine;

using UnityEngine.SceneManagement ;

using System. Collections. Generic;

public class ScanManager : MonoBehaviour, ISpeechHandler
{

public TextMesh InstructionTextMesh;
public GameObject progressBar;

// Values to be filles from Unity Editor:
public List<GameObject> Paintings;

public List <TextMesh> paintingCaptions;
public List <GameObject> Tags;

%)
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public List<TextMesh> tagCaptions;
[SerializeField |

public List<int> Keys;
[SerializeField]

public Material Transparent;

//

public List <GameObject> paintingChildren;

private List<GameObject> allPaintings = new List<

GameObject > () ;

private GameObject SpatialUnder;

private SpatialUnderstandingCustomMesh customMeshScript ;

private GameObject bag;

private bool hidden = true;

// Use this for initialization
void Start ()

{

InputManager. Instance . PushFallbackInputHandler (this.
gameObject ) ;

SpatialUnderstanding . Instance . RequestBeginScanning ()

SpatialUnderstanding . Instance.ScanStateChanged +=
ScanStateChanged ;

SpatialUnder = GameObject.FindWithTag(” Understanding
")

customMeshScript = SpatialUnder.GetComponent<
SpatialUnderstandingCustomMesh >() ;

bag = GameObject.FindWithTag(”Bag”) ;

progressBar.SetActive (false);

gameObject . GetComponent<GamingManager >() . enabled =

false;

for (int i = 0; i < 3; i++4)

{
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paintingChildren .Add(transform . GetChild (i) .
gameObject ) ;

// SPEECH //
public void OnSpeechKeywordRecognized (SpeechEventData

eventData)

{
if (eventData.RecognizedText = ”Stop”)
{
StopScan (eventData . RecognizedText ) ;
}
if (eventData.RecognizedText = ”Show”)
{
ShowBag(eventData . RecognizedText) ;
}
if (eventData.RecognizedText = ”"Hide”)
{
HideBag(eventData.RecognizedText) ;
}
}
public void StopScan(string command)
{
SpatialUnderstanding . Instance.RequestFinishScan () ;
}

public void ShowBag(string command)

{
if (hidden = true)

{

bag.GetComponent<Billboard >().enabled = false;
bag.GetComponent<Tagalong >().enabled = false;

bag.GetComponent<BoxCollider >().enabled = false;

bag . GetComponent<TagsMenu> () .ShowBag () ;
hidden = false;
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86 }

87 }

88

89 public void HideBag(string command)

90 {

91 if (hidden = false)

92 {

93 bag.GetComponent<Billboard >().enabled = true;

94 bag.GetComponent<Tagalong >().enabled = true;

95 bag.GetComponent<BoxCollider >() . enabled = true;

96

97 bag . GetComponent<TagsMenu>() . HideBag () ;

98 hidden = true;

99 }

100 }

101

102 private void ScanStateChanged ()

103 {

104 if (SpatialUnderstanding.Instance.ScanState —
SpatialUnderstanding . ScanStates. Scanning)

105 {

106 LogSurfaceState () ;

107 }

108 else if (SpatialUnderstanding.Instance.ScanState —
SpatialUnderstanding . ScanStates.Done)

109 {

110 customMeshScript . MeshMaterial = Transparent;

111 InstantiatePaintingsOnWalls () ;

112 }

113 }

114

115 //private void OnDestroy()

s /A

117 // SpatialUnderstanding. Instance. ScanStateChanged —=

ScanStateChanged ;
118 //}
119

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

{

switch (SpatialUnderstanding.Instance.ScanState)

{

case SpatialUnderstanding.ScanStates.None:

case SpatialUnderstanding.ScanStates.ReadyToScan

break ;
case SpatialUnderstanding.ScanStates.Scanning:
this.LogSurfaceState () ;

break ;
case SpatialUnderstanding.ScanStates. Finishing:
this.InstructionTextMesh.text = ”State: .
Finishing._Scan”;
break ;

case SpatialUnderstanding.ScanStates.Done:
this. InstructionTextMesh.text = null;
break ;

default:
break ;

public void RestartGame(string command)

{
}

SceneManager . LoadScene (”SpatialDemoScene”) ;

private void LogSurfaceState ()

{

IntPtr statsPtr = SpatialUnderstanding.Instance.

UnderstandingDLL . GetStaticPlayspaceStatsPtr () ;

if (SpatialUnderstandingDIl.Imports.

QueryPlayspaceStats (statsPtr) != 0)

var stats = SpatialUnderstanding.Instance.
UnderstandingDLL . GetStaticPlayspaceStats () ;

this . InstructionTextMesh.text = string.Format(”
TotalSurfaceArea: . {0:0.##}\nWallSurfaceArea: .
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{1:0.##}\nHorizSurfaceArea: . {2:0.##}”, stats.
TotalSurfaceArea , stats.WallSurfaceArea ,

stats . HorizSurfaceArea);

private void InstantiatePaintingsOnWalls ()

{

// Shuffle the Tags List

// Assign Tags to Paintings
AssignTagsToPaintings (Keys, Tags, tagCaptions);

//
// ALGORITHM FOR POSITIONING

//

// Add every gameobject that I want to show in a
list

GeneralLists () ;

const int QueryResultMaxCount = 128;

SpatialUnderstandingDI1lTopology . TopologyResult []
_resultsTopology = new
SpatialUnderstandingDI11Topology . TopologyResult |
QueryResultMaxCount | ;

var minHeightOfWallSpace = 0.5f;

var minWidthOfWallSpace = 0.5f;

var minHeightAboveFloor = 1.0f;

var minFacingClearance = 0.2f;

var resultsTopologyPtr = SpatialUnderstanding.
Instance . UnderstandingDLL . PinObject (
_resultsTopology);

var locationCount = SpatialUnderstandingDIllTopology .
QueryTopology_FindPositionsOnWalls (
minHeightOfWallSpace , minWidthOfWallSpace ,
minHeight AboveFloor, minFacingClearance ,

_resultsTopology . Length, resultsTopologyPtr):;
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int lastlndex = 0;

if (locationCount > 0)

{

//

// Finding Position and rotation of Paintings

//

GlobalVariables.objPositions.Add(
_resultsTopology [0]. position);// first
painting

GlobalVariables.objRotations.Add( Quaternion.
LookRotation (_resultsTopology [0].normal,
Vector3.up));

// last topology index is zero
int paintCounter = 0;
// for the rest paintings
for(int i = 1; i < allPaintings.Count; i++)
{
// Checking every topology location
for (int j = lastIndex + 1; j < locationCount
;)

// Check if this GameObject is too close
with with the previous one

if (IsDistanceBetween (i, _resultsTopology
[j]. position))

// Assign positions

Vector3 pos = new Vector3(
_resultsTopology [j]. position.x,
_resultsTopology [j]. position.y,
_resultsTopology [j]. position.z);

Quaternion rot = Quaternion.
LookRotation(_resultsTopology [j].

normal , Vector3.up);
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GlobalVariables.objPositions .Add(pos
);

GlobalVariables.objRotations.Add(rot
);// first painting

lastIndex = j;

break ;

for (int z = 0; z < allPaintings.Count; z++)

{

// Instantiate PAINTINGS
if ((z—-1) %3 =0)
{
paintingChildren [paintCounter |. transform
.position = GlobalVariables.
objPositions [z ];
paintingChildren [paintCounter |. transform
.rotation = GlobalVariables.
objRotations[z];
InstantiatePaintingWithCaption (
paintingChildren [paintCounter]
paintingCaptions [paintCounter],

Paintings [ paintCounter|) ;

paintCounter++;

}

else
{
// Position TAGS
if (z %3 = 0)
{
paintingChildren [z / 3].GetComponent
<ShowTags>() . PositionTag (0,
GlobalVariables.objPositions [z],
GlobalVariables.objRotations [z]) ;
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}

else

{

paintingChildren [z / 3].GetComponent

<ShowTags>() . PositionTag (1,
GlobalVariables.objPositions [z],
GlobalVariables.objRotations [z]) ;

}

// Position the bag and its children

bag.transform . position = new Vector3 (0, 0, 1.0f)

bag.transform.rotation = Quaternion.LookRotation
(Vector3.forward) ;

bag . GetComponent<TagsMenu>(). PositionBag () ;

// Instantiate Bars now that I have the Sizes of
the painting objects (or box colliders)

foreach (GameObject child in paintingChildren)

{
child . GetComponent<ShowTags>() .

InstantiateBars () ;

}

progressBar.SetActive (true);

gameObject . GetComponent<GamingManager >() . enabled

= true;
}
else
{
this . InstructionTextMesh .text = "I_.can’t._find._
enough.space_to_place_the_painting.”;
}

private void GeneralLists ()
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{
int sizeOfList = Paintings.Count + Tags.Count;
int i =0, j = 0;
foreach (GameObject obj in paintingChildren)
{
allPaintings.Add(Tags[i]) ;
allPaintings .Add(Paintings|[j]) ;
allPaintings .Add(Tags[i + 1]);
i 4= 2;
J 4
}
}

private void

AssignTagsToPaintings (List<int> keys, List<

GameObject> objs, List<TextMesh> caps)

0;
(GameObject item in paintingChildren)

PieceOfArt piece;

{
int j =
foreach
{
int
for
{
}
J++
¥
¥

k = 0;
(int 1 =2 % j; 1 <2 % j+ 2; it+)

piece = new PieceOfArt(objs[i], caps[i]);

item . GetComponent<ShowTags>() . tagsInPainting
.Add(keys[i], piece);

item . transform . GetChild (k) . GetComponent<
TagInPainting >().key = keys|[i];

item . transform . GetChild (k) . GetComponent<
TagInPainting >(). piece = piece;

k++;
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private bool IsDistanceBetween (int index, Vector3

posCurrent )

Vector3 posPrevious = GlobalVariables.objPositions |
index — 1];
float lengthPrevious = allPaintings[index — 1].

GetComponent<SpriteRenderer >().bounds. size .x;
float lengthCurrent = allPaintings[index].
GetComponent<SpriteRenderer >().bounds. size .x;
float desiredDistance = lengthCurrent*0.5f +
lengthPrevious 0.5 f;

float dis = Vector3.Distance(posCurrent, posPrevious

)

if (dis > desiredDistance && Vector3.Distance (
posCurrent , GlobalVariables.objPositions [0]) >
desiredDistance)

return true;

}

return false;

private void InstantiatePaintingWithCaption (GameObject
paint , TextMesh cap, GameObject art)

GameObject instantiatedPainting;
Vector3d rendererSize;

float captionYPos, captionXPos;
// Painting attributes

paint . transform. position = paint.transform. position

+ paint.transform. TransformDirection (new Vector3
(0, 0, 0.05f));

// Add and resize BoxzCollider
paint . AddComponent<BoxCollider > () ;
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343
344 }

BoxCollider box = paint.GetComponent<BoxCollider >();

SpriteRenderer sprite = art.GetComponent<
SpriteRenderer >();

box.size = new Vector3(sprite.bounds.size.x, sprite.
bounds. size.y, 0.01f);

// Instantiate Paintings
instantiatedPainting = Instantiate(art, paint.

transform . position , paint.transform.rotation);

rendererSize = instantiatedPainting .GetComponent<
Renderer >().bounds. size; // Size of Instantiated

Object using Renderer Component

// Caption Position
captionYPos = —rendererSize.y * 0.5f — 0.05f; // On

y axis gel relative position to the box collider

Size
captionXPos = rendererSize.x % 0.5f;
cap.transform. position = paint.transform.position +

paint . transform . TransformDirection (new Vector3(

captionXPos , captionYPos, 0));

// Caption Rotation

Vector3d rotEuler;

cap.transform.rotation = paint.transform.rotation;

rotEuler = cap.transform.rotation.eulerAngles;

rotEuler = new Vector3(rotEuler.x, rotEuler.y + 180,
rotEuler.z);

cap.transform.rotation = Quaternion.Euler (rotEuler);

// Instantiate Captions
Instantiate (cap, cap.transform.position, cap.

transform .rotation);
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ShowTags.cs

Emouvdntetoan ota Game Objects twv extepdtov xou exoavel tny dodixacio mpo-

BOAAC TWV ETIXETWY OE AUTAL.

1
2

3 using System. Collections;

4 using System. Collections . Generic;

5 using UnityEngine;
6 using HoloToolkit.Unity.InputModule;

7

8 public class ShowTags : MonoBehaviour, IInputClickHandler

9 {

10
11

12
13
14
15
16
17
18
19
20

21

22
23
24
25
26
27
28
29
30
31

private List<Vector3> tagPositions = new List<Vector3>()
private List<Quaternion> tagRotations = new List<
Quaternion >();

private GameObject Bag;
private bool created = false;

private bool visible = false;

public List<GameObject> children

public int paintinglD;

public GameObject checkBar;

public GameObject LeftInstantiatedCheckBar ,
RightInstantiatedCheckBar;

public Dictionary<int, PieceOfArt> tagsInPainting = new
Dictionary<int , PieceOfArt>(); // from ScanManager. cs

// Use this for initialization
void Start ()
{
Bag = GameObject.FindWithTag(”Bag”) ;
for (int i = 0; i < 2; i++)
{
children .Add(transform . GetChild (i) .gameObject) ;
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public void OnlnputClicked (InputClickedEventData

eventData )

if (GlobalVariables.pieceToTranspose = null)

{

if (created = false)

{

created = true; // I instantiated the
Paintings

visible = true; // I showed the paintings

int i = 0;
foreach (

{

var item in tagsInPainting)

children [i]. transform.rotation =
tagRotations[i];
children [i]. transform . position =

tagPositions[i];

Vector3 pos = children[i]. transform.
position;
pos = pos + children[i]. transform.

TransformDirection (new Vector3 (0, 0,
0.1f));
children [i]. transform . position = pos;

children [i]. GetComponent<TagInPainting
>().key = item.Key;

children [i]. GetComponent<TagInPainting
>().piece = item.Value;

children [i]. GetComponent<TagInPainting
>().ShowInPainting () ;

1+

else
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if (visible = true)
{
// If the paintings are visible , hide
them
ToogleVisibilities (visible);
visible = false;
}
else
{
// If the paintings are hidden, show
them
ToogleVisibilities (visible);
visible = true;
}
}
}
else
{
TagsBackInPaintings () ;
}

public void PositionTag(int index, Vector3 tagPosition

Quaternion tagRotation)

tagRotations.Add(tagRotation);
tagPositions.Add(tagPosition);

public void InstantiateTag(int child, int id, PieceOfArt

piece)

children [ child |. GetComponent<TagInPainting >() . key =
id ;

children [ child |. GetComponent<TagInPainting >() . piece
= piece;

children [ child ]. GetComponent<TagInPainting >().
ShowInPainting () ;
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91 }

92

93 private void ToogleVisibilities (bool v)

94 {

95 foreach (GameObject child in children){

96 child . GetComponent<TagInPainting >().
ToogleVisibility (!v);

97 }

98 }

99

100 public void UpdateGlobals ()

101 {

102 GlobalVariables . pieceToTranspose = null;

103 GlobalVariables . presentKey = —1;

104 }

105

106 public void TagsBackInPaintings ()

107 {

108 if (children [0].GetComponent<TagInPainting >().

instantiatedTag = null)

109 {

110 InstantiateTag (0, GlobalVariables.presentKey ,
GlobalVariables . pieceToTranspose) ;

111 UpdateGlobals () ;

112 }

113 else

114 {

115 if (children [1].GetComponent<TagInPainting >().
instantiatedTag = null)

116 {

117 InstantiateTag (1, GlobalVariables.presentKey

, GlobalVariables.pieceToTranspose) ;

118 UpdateGlobals () ;

119 }

120 }

121 }

122

123 public void InstantiateBars(){
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124
125
126
127
128
129
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131
132
133

134
135
136

137
138
139

140
141
142

143
144 }

//
// CheckBar Position and Size

//

float barXPos, barZPos;

Vector3 rendererSize , leftPos, rightPos;
checkBar.transform.rotation = transform.rotation;
checkBar.transform . Rotate (90, 0, 0);

// CheckBar Position

rendererSize = gameObject.GetComponent<BoxCollider
>().size;

barZPos = —rendererSize.y x 0.5f — 0.1f;

barXPos = —rendererSize.x x 0.25f;

checkBar.transform . position = transform.position +

checkBar.transform . TransformDirection (new Vector3
(barXPos, 0, barZPos));

rightPos = checkBar.transform. position;
leftPos = rightPos + checkBar.transform.
TransformDirection (new Vector3(rendererSize.x x

0.5f, 0, 0));

RightInstantiatedCheckBar = Instantiate (checkBar,
rightPos , checkBar.transform.rotation);
LeftInstantiatedCheckBar = Instantiate (checkBar,

leftPos , checkBar.transform.rotation);

TagInPainting.cs

To script auto etvon cuvnuuévo ota Game Objects twv eTixeT®y, dNhadr Tor oL~

08 TV exdeudTov. Exoavel tnyv dradwacio yetagopds etiétag amd to €xdeya oTo

CoUXOUAL.

_Ww N =

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

using UnityEngine;
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using HoloToolkit. Unity.InputModule;

public class TaglInPainting : MonoBehaviour,
I[InputClickHandler

public int key; // from ShowTags. cs

public PieceOfArt piece; // from ShowTags. cs
public Vector3 position;

public GameObject instantiatedTag;

private TextMesh instantiatedTagCaption;
private GameObject bag;

private GameObject mapping;

private void Start () {
bag = GameObject.FindWithTag(”Bag”) ;
mapping = GameObject . FindWithTag(”Mapping”) ;

public void OnlnputClicked (InputClickedEventData

eventData )

// If tag isn’t in the Bag
if (bag.GetComponent<TagsMenu>().IsTaglnBag(key) =
false)

bag . GetComponent<TagsMenu>().AddTags(key, piece)

RemoveTagFromPainting () ;

public void ShowInPainting ()

{

Vector3d tagRendererSize;
float captionYPos, captionXPos;

Quaternion rot = transform.rotation;

// Add and resize BoxzCollider
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gameObject . AddComponent<BoxCollider >();

BoxCollider box = gameObject.GetComponent<
BoxCollider >();

SpriteRenderer sprite = piece.pieceOfArt.
GetComponent<SpriteRenderer >();

box.size = new Vector3(sprite.bounds.size.x, sprite.
bounds.size.y, 0.01f);

// Instantiate Paintings
instantiatedTag = Instantiate (piece.pieceOfArt

transform . position , rot);

// Caption Position

tagRendererSize = instantiatedTag.GetComponent<
Renderer >().bounds. size; // Size of Instantiated
Object using Renderer Component

captionYPos = —tagRendererSize.y * 0.5f — 0.05f; //
On y axis get relative position to the box
collider size

captionXPos = tagRendererSize.x x 0.5f;

piece.caption.transform. position = transform.
position + transform.TransformDirection (new
Vector3 (captionXPos, captionYPos, 0));

// Caption Rotation
piece.caption.transform.rotation = rot;

piece.caption.transform.Rotate (0, 180, 0);

// Instantiate Caption
instantiatedTagCaption = Instantiate (piece.caption
piece.caption.transform.position, piece.caption.

transform.rotation) ;

public void ToogleVisibility (bool visibility)

if (instantiatedTag != null){
gameObject . SetActive(visibility);
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instantiatedTag .GetComponent<Renderer >() . enabled
= visibility;

instantiatedTagCaption . GetComponent<Renderer >().
enabled = visibility;

private void RemoveTagFromPainting(){
gameObject . GetComponentInParent<ShowTags>() .
tagsInPainting . Remove (key) ;
piece = null;
key = —1;
Destroy (instantiatedTag);
Destroy (GetComponent<BoxCollider >()) ;
Destroy (instantiatedTagCaption) ;

TagsMenu.cs

Arnotehel Ty Bdor OA0V TeV BLABXACLOY TOU dpopeoLY To GuxoUAL. Emcuvdmtetot

oto Game Object "Bag” xou amotehel Tov cuvdeTnd Xpixo TV BUO XIVCEWY ToU

umopel Vo exTENETEL O YEHOTNG.

using System;

using HoloToolkit . Unity;

using HoloToolkit . Unity.InputModule;

using UnityEngine;

using System. Collections. Generic;

public class TagsMenu : MonoBehaviour

{

public Dictionary<int, PieceOfArt> tagsInBaglList = new
Dictionary<int, PieceOfArt>();
public List <GameObject> children;

private void Start ()

{
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for (int i = 0; 1 < 6; i++)

{
children .Add(transform . GetChild (i) .gameObject) ;

// Tags
public void AddTags(int key, PieceOfArt piece)
{
int i = 0;
foreach (GameObject item in children)
{
14+
if (item.GetComponent<TagInBag>().piece = null)
{
item . GetComponent<TagInBag>() . key = key;
item . GetComponent<TagInBag>(). piece = piece;
tagsInBagList .Add(key, piece);
break ;

public void PositionBag ()

{
foreach (GameObject child in children){

child . transform.rotation = gameObject.transform.
rotation ;
t
children [0]. transform . position = transform.position

+ transform . TransformDirection (new Vector3(—0.3f,
0, 0.1f));
children [1]. transform . position = transform. position
+ transform . TransformDirection (new Vector3(—0.3f,
0.4f, 0.1f));
children [2]. transform . position = transform. position
+ transform . TransformDirection (new Vector3 (0.3f,

0.4f, 0.1f));
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children [3]. transform . position = transform.position
+ transform . TransformDirection (new Vector3(0.3f,
0, 0.1f));

children [4]. transform . position = transform.position
+ transform . TransformDirection (new Vector3 (0.3f,
—-0.4f, 0.1f));

children [5]. transform . position = transform.position

+ transform . TransformDirection (new Vector3(—0.3f,

—0.4f, 0.1f));
}
public bool IsTaglnBag(int id)
{
return tagsInBagList.ContainsKey (id);
}
public void ShowBag/()
{
foreach (GameObject item in children)
{
if (item.GetComponent<TagInBag>().piece != null)
{
item . GetComponent<TagInBag>() . ShowInBag () ;
¥
}
}
public void HideBag/()
{
foreach (GameObject item in children)
{
TaglnBag taglnBag = item .GetComponent<TaglnBag
>();
Destroy (taglnBag.instantiatedBagTag) ;
Destroy (tagInBag . GetComponent<BoxCollider >()) ;
}
}
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public void RemoveTagFromBag()
{
tagsInBagList . Remove( GlobalVariables.presentKey) ;
Debug . Log ("REMOVE_tag . with_key:_.” + GlobalVariables.
presentKey + 7_and_List _SIZE:_.” + tagsInBagList.
Count) ;

TagInBag.cs

Eivar ouvnuuévo ota moudid tou Game Object "Bag”, npodAel tnv exdotote £Ti-
%ETA 0TO Gox00AL xou exxwvel TNV dadixacior yetaopds tng TeAeuTalo amd autd Ttiow

TEOC XATOoLo EXVEUAL.

using System. Collections;

using System. Collections. Generic;
using UnityEngine;

using HoloToolkit. Unity.InputModule;

public class TaglnBag : MonoBehaviour, IInputClickHandler
{

public int key;

public PieceOfArt piece;

public GameObject instantiatedBagTag;

public BoxCollider box;

public void OnlnputClicked (InputClickedEventData

eventData)

// Store Globals
if (GlobalVariables.pieceToTranspose = null){
GlobalVariables . pieceToTranspose = piece;

GlobalVariables. presentKey = key;

piece = null;
key = —1;
Destroy (instantiatedBagTag) ;
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Destroy (gameObject . GetComponent<BoxCollider >()) ;
gameObject . GetComponentInParent<TagsMenu>() .
RemoveTagFromBag () ;

public void ShowInBag ()

{

Quaternion rot;
Vector3d rotEuler;

rot = transform.rotation;

rotEuler = transform.rotation.eulerAngles;

rotEuler = new Vector3(rotEuler.x, rotEuler.y + 180,
rotEuler.z);

rot = Quaternion.Euler(rotEuler);

// Instantiate
instantiatedBagTag = Instantiate (piece.pieceOfArt

transform . position , rot);

box = gameObject . AddComponent<BoxCollider >();

Renderer rend = instantiatedBagTag.GetComponent<
Renderer > () ;

box.size = new Vector3(rend.bounds.size.x, rend.
bounds. size.y, 0.001f);

Debug . Log ("INSTANTIATE_IN _BAG.KEY: .” + key);

GamingManager.cs

. 4 2 4 7 Z 7 4 4 7 7
Me 7o SCl“lpt aUTO €)\€YX€TO(L gAY ULd ETIXETA ppLO'){ETO(L oTny CWOTY) 19807] N OYL.

Autd onuatvel 6Tt péow tou GamingManager.cs OAOXANEOVETOL TO TouyVidl P TNV

vixn Tou yerjot).

1
2

3 using System. Collections;
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using System. Collections. Generic;
using HoloToolkit . Unity;
using HoloToolkit . Examples. InteractiveElements;

using UnityEngine;

public class GamingManager : MonoBehaviour
{
public List<GameObject> paintings;
public TextMesh ResultText ;
public GameObject progressBar;
[SerializeField ]
public List<int> correctKeys;
private List<List<int>> keysDictionary = new List<List<
int>>();
private bool flag = false;

private int counter;

private void Start ()

{

for (int i = 0; i < 3; i++)

{
paintings .Add(this.gameObject.transform . GetChild

(i).gameObject) ;

}

// Fill the dictionary with the correct keys per
exhibit

int z = 0;

for (int i = 0; 1 < 3; i++)

{

List<int> subList = new List<int >();
for (int j = 0; j < 2; j++)
{
subList .Add( correctKeys|[z]) ;
Z++;

}

keysDictionary .Add(subList);
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}

ResultText.text = null;

// Update is called once per frame

private void Update ()

{

switch(flag)
{
case false:
CheckResult () ;
break ;
case true:
InstantiateWin () ;
break ;
default :
break ;

private bool CheckResult ()

{

counter = 0;

for (int i = 0; i < 3; i++)

{
TagInPainting tagl = paintings[i].transform.
GetChild (0) . GetComponent<TagInPainting >();
if (tagl.piece = null)
{

paintings [i]. GetComponent<ShowTags> ().
RightInstantiatedCheckBar . GetComponent<
Renderer >(). material . SetColor (”_Color”,
Color . gray) ;
}
else if (tagl.key = keysDictionary[i][0] ||
tagl.key = keysDictionary[i][1])
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paintings [i].GetComponent<ShowTags> ().
RightInstantiatedCheckBar . GetComponent<
Renderer >(). material . SetColor (7 _Color”,
Color. green) ;

counter—++;

}

else
{
paintings [i]. GetComponent<ShowTags> ().
RightInstantiatedCheckBar . GetComponent<
Renderer >(). material . SetColor (”_Color”,

Color.red);
}
TaglnPainting tag2 = paintings[i].transform.
GetChild (1) . GetComponent<TagInPainting >() ;
if (tag2.piece =— null)

{

paintings [i].GetComponent<ShowTags>().
LeftInstantiatedCheckBar.GetComponent<
Renderer >(). material . SetColor (” _Color”
Color.gray);

}
else if (tag2.key = keysDictionary[i][0] ||
tag2.key = keysDictionary[i][1])

paintings [i].GetComponent<ShowTags> ().
LeftInstantiatedCheckBar . GetComponent<
Renderer >(). material . SetColor (” _Color”,
Color . green) ;

counter—++;

}

else
{
paintings [i].GetComponent<ShowTags> ().
LeftInstantiatedCheckBar.GetComponent<
Renderer >(). material . SetColor (7 _Color”,
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Color.red);
94 }
95 }
96
97 progressBar.GetComponent<SliderGestureControl >().
SetSliderValue (16.67f % counter);
98
99 if (counter = 6)
100 {
101 flag = true;
102 return true;
103 }
104 return false;
105 }
106
107 private void InstantiateWin () {
108 progressBar.SetActive (false);
109 ResultText.text = "YOUWON.! "7 ;
110 }
111 }
PieceOfArt.cs
Arnotehel Ty dour) oty onola evidoetar To xde Epyo TEYVNG.
1
2 using System. Collections;
3 using System. Collections. Generic;
4 using UnityEngine;
5
6 public class PieceOfArt {
7
8 public GameObject pieceOfArt;
9 public TextMesh caption;
10
11 public PieceOfArt (GameObject newPieceOfArt, TextMesh

newCaption){
12 pieceOfArt = newPieceOfArt;

13 caption = newCaption;
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14
15 }

GlobalVariables.cs

1

Ed6 nepihopfdvovton ol xordoMxé UeTABANTES TOU YENOULOTOLOUVTOL GTOV XGOOLXA.

2 using System. Collections;

3 using System. Collections. Generic;

4 using UnityEngine;

)

6
7
8

10
11

12
13
14
15

16 }

public static class GlobalVariables {

public static List<Vector3> objPositions = new List<
Vector3 >();

public static List<Quaternion> objRotations = new List<
Quaternion >();

public static List<GameObject> instatiatedBagTags = new
List <GameObject > () ;

public static int presentKey;
public static PieceOfArt pieceToTranspose;
public static int paintingid;
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Epwtnuatoroyio PXI

1. Playing the game was meaningful to me.

2. The game felt relevant to me.

3. Playing this game was valuable to me.

4. 1 felt capable while playing the game.

5. I felt I was good at playing this game.

6. I felt a sense of mastery playing this game.

7. 1 was no longer aware of my surroundings while I was playing.

8. I was immersed in the game.

9. I was fully focused on the game.
10. I felt a sense of freedom about how I wanted to play this game.
11. I felt free to play the game in my own way.
12. I felt like I had choices regarding how I wanted to play this game.
13. T felt eager to discover how the game continued.

14. T wanted to explore how the game evolved.

85
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Heopdptnua 8. Eewtnuatoddyio Aliodéynong

15

16.

17.

18.

19.

20.

21.

22.

23.

24.

25.

26.

27.

28.

29.

30.

I wanted to find out how the game progressed.

I thought the game was easy to control.

The actions to control the game were clear to me.

It was easy to know how to perform actions in the game.

The game was challenging but not too challenging.

The game was not too easy and not too hard to play.

The challenges in the game were at the right level of difficulty for me.
The game gave clear feedback on my progress towards the goals.
I could easily assess how I was performing in the game.

The game informed me of my progress in the game.

I enjoyed the way the game was styled.

I liked the look and feel of the game.

I appreciated the aesthetics of the game.

The goals of the game were clear to me.

I grasped the overall goal of the game.

I understood the objectives of the game.

Epwtnuatoroyo TEQ

1.

2.

To what extent did the game hold your attention?
How much effort did you put into playing the game?
Did you feel that you were trying you best?

To what extent did you lose track of time, e.g. did the game absorb your

attention so that you were not bored?

To what extent did you feel consciously aware of being in the real world whilst

playing?

To what extent did you forget about your everyday concerns?
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10.

11.

12.

13.

14.

15.

16.

17.

18.

19.

20.

21.

22.

23.

24.

25.

To what extent were you aware of yourself in your surroundings?
To what extent did you notice events taking place around you?

Did you feel the urge at any point to stop playing and see what was happening

around you?

To what extent did you feel that you were interacting with the game environ-

ment?

To what extent did you feel as though you were separated from your real-world

environment?

To what extent did you feel that the game was something fun you were expe-

riencing, rather than a task you were just doing?

To what extent was your sense of being in the game environment stronger than

your sense of being in the real world?

At any point did you find yourself become so involved that you were unaware

you were even using controls, e.g. it was effortless?

To what extent did you feel as though you were moving through the game

according to your own will?

To what extent did you find the game challenging?

Were there any times during the game in which you just wanted to give up?
To what extent did you feel motivated while playing?

To what extent did you find the game easy?

To what extent did you feel like you were making progress towards the end of

the game?
How well do you think you performed in the game?
To what extent did you feel emotionally attached to the game?

To what extent were you interested in seeing how the game’s events would

progress?
How much did you want to “win” the game?

Were you in suspense about whether or not you would do well in the game?
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26

27.

28.

29.

30.

31.

. At any point did you find yourself become so involved that you wanted to

speak to the game directly?

To what extent did you enjoy the graphics and the imagery?
How much would you say you enjoyed playing the game?
When it ended, were you disappointed that the game was over?
Would you like to play the game again?

How immersed did you feel?
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