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Abstract

Internet platform for online creation of educational games with four categories of users: a) special
psychologists b) elementary teachers c) students d) administrators. Everyone's role is defined by the
rights under the system. Due to the fact that the platform supports NUI devices games are easy to
interact thus enabling children with learning disabilities or children with autism to use the platform
and play specially designed for them games. The language in which it is written is ¢ # and the
program that was implemented at is unity game engine.



Xovoyn

Awdiktvakn mloteoppo. yio. on-line xatackevn skmadsvtikdv moiyviov pe 4 katnyopieg
YPNOTAOV: ) €101K01 YuyoAodyol B) dGoKOAOl SMUOTIKOV Y) pabntég Kot ) dtoyeptotéc. O poAOG TOV
kaBevoc opiletol amd To SIKOIOUATO TOV TOL TOPEXEL TO SVOTNUA. AOY® TOL OTL M TAUTPOPUA
vrootnpiCet NUI devices ta moyvidia givor gvkola ot diddpacn divovtag £tct ) duvatdtto o€
oudld pe pobnotokés Svokorieg M moudld pe QLTICUO VO LITOPOVY VL XPNGLULOTOOVV TV TAATQOPLLOL
Kot va Tailovv ta e1d1kd oxedacpéva yuo avtd moyvidw. H yAdooa otnv onoia yphotnke glvon 1 C#
KOl TO TTPOYPOLLILO GTO 0010 VAOTTOWONKE €ivar To UNity game engine.
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1. Evooayoy

1.1. Iepidqyn

YKOTOG TNG TOPOVGUG TTVYLOKNG Epyaciag elval  dnuovpyio Hiog SLOSIKTLOKTG TAATOOPLLOG
UE GTOYO TN OMOVPYIN EKTOIOEVLTIKMY TOLYVIOIDV Y10 TOdIE TPOGYOAKNG Kol GYOAKNG NAKiaG omd
TOVG dOOKAAOVG TOVC. £2C €K TOVTOV Ol EKTALOEVTIKOL £XOVV TN SLUVOTOTNTA VO, OTLLLOVPYOVV EVKOAM,
eXTodeVTIKA oy vidlo PacilOUEVOL GE TPOGYESIOGUEVE TPOTLTIO TALYVIOIDV OV TOLG TOPEYEL TO
CUOTNUO KOl TO OTO{0. UTOPOLV VO TPOTOTOW|COVY avAAoyo e TNV glgvbepia KIVIGEDY TOV TOVG
napéyel 1o ovotnua. Ot e1dkol YuyoAdyol KaTackeLalovy To TPOTLTO TV TULYVISIDV UE KPLTHPLOL
OV OVTIGTOLYOVV GtV Katnyopia Tov padntodv yio v omoia mpoopiletal to moryviol. Kabopilovv,
axoun, to Pobud otov omoio umopei va eméuPer o ddokorog katd T dnuovpyia tov . TeAucog
YPNOTNG TNG TAATQOPLOG Elvar 0 pabnTig o onoiog mailel To moryviot.

1.2.  Kivnrtpo 1w ) dweéayoyn g Epyoaciog

To moryvidr avékaBev amotelovoe (o EDKOAT KOl EVYAPIGTN TPOGEYYIOT TOV TodDY UIKPNG NAKiag
pe okomd va mpokinbel n evBovcidong avtamokpion Tovg yuo T padnon. [HoArég texvucég Exovv
YPNOOTOMOEl avé ToL YpOVLEL TOL GTOYO £XOLV VoL GLVSVAGTEL TO TayVidt pe T pédnon’.

"Eto1 01 6G6KaA0L KOl 01 VITLOY®YOl KOAODVTOL VO OPYAVAOVOLY OUASIKG 1) OTOUIKG oLy violo
Kol GALEC EKTOIOEVTIKEG OPUCTNPLOTNTES DGTE VO TPOMONGOLV TN QUGIKTY, SLUVONTIKY Kol KOWVWOVIKN
avamtoén tov uedntov. H mvevpotikn doxnon Kot 1 yoxoymyio, 1 oTOUK onpovpyic Kot o
opadkd oy vidt, n dmynon, 1o B€atpo, n Loypaeikn Kot 1 YEPOTEXVIO £Vl TO OTUAVTIKOTEPO LEGT
IOV YPNOLOTOOVVTAL QIO TOVS SAGKAAOVS GTNV EKTOUSEVTIKY SpacTnprdTTa’.

Amd Vv dAAn, n elcodog g tEYvOAOYiag ot (0N TOV ToUdUdV TPOGYOAKNG MAKig
av&dvetal pe paydoio pvBud oTIC PEPES KOG KOAMEPYDVTIOS TO EVOWPEPOV TOLG YU OWTHV UE
amotéleoua vo  kepdilel ypnoteg 60 Ko wikpoTeEPNG NAkiag. To mayvidl LG TOL NAEKTPOVIKOD
VTOAOYIGTH amoTeAel, dMAadN, TOAD amotelecpatiky UEDOSO Yio Tn OMUIOVPYIKY EKTOUOELGON TMOV
modlov. Mg avtdov Tov  TPOTmO, €VOOPPLVOVIOL VO, YPTCLULOTOOVV  EQOPUOYEC TOAVUEC®V
EKTOLOEVTIKOD TEPIEXOUEVOD KOl VO KOTOKTOVOV TIC £VVOLEC TNG TAONYNONG Kol TG OAANAETIdpacTC.
AmokTOOV, EMTALOV OTOEIMOEIS OeEIOTNTEG KOL YVMGEIS YEPIOCUOD AOYIGUIKOD YEVIKNG YPNONG.
AmopvBomolovv, OomAadn, TOV VLTOAOYIGTH KOlL TOV YPNOLULOTOOVV ¢ EPYOAEID ovaKAAvYTG,
Snuovpyiag, £kepacng oALd Kot w¢ VoNTIKO pyodeio Kat epyodeio avamTvéng g okéyng’.



1.3. XkKomog Kol 6TOYOL TNG EPYUCING

2KOTOG OVTNG NG epyaciog eivol va amotelécel Eva eVOAAIKTIKO TPOTO SO0CKOAMAG PHECH
TOV TOLYVIOI00 GTOV VITOAOYIGTH. Na KAADYEL TI VITAPYOVGES OAVETAPKELEG GTOV TPOTO TTOL dle&dyeTan
N eknaidevon oAAG Kol va TpomONGEL TNV TPocapHoY TG otV e£EMEN TG TEYVOLOYiaG. ZNUAVTIKO
GTOY0 GLVIOTA Ol LOBNTEC TPOGYOAIKNG Kot GYOMKNG NAKiOG Vo AGBouvv TV eKTaidevon g moyviol
UEG® SPACTNPLOTHTMY GTOV VTOAOYIGTH TTOL TOLG EEAMTOVY TO EVIAPEPOV KOL TI) POVTAGIAL.

H mopovca mroylakr epyocio diver T duvatdmrta GTOV EKTOOEVLTIKO VO KOTOGKELAGEL
oy vidlo 6TOV LTOAOYIOTH TOV, EAKVGTIKA MG TPOG To BENa, e capnveln, Ta onoia aviarokpivovtal
oT0 EVOLHPEPOVTA TV LaBNTOV ToL. 'Exovtag avutois mg yvapoves pmopet va dnUovpynoet moyvidi
mov vo mepapfdavovoy 0co yivetor pPeyoADTEPO HEPOG TOV WLYIOHOD TOVG KOU EMITALOV VA
empPpoPevoel v mpocndbeio Tovg TpocPépovtag EekAOUPEG AMOVINGELS KUl OVOKOIVAOVOVTOC TNV
emrvyia Tov.

YKomog avTNg ™G Owdkaciog &ivar vo wpodysl TN OMUOLPYIKOTNTE, TOV TALSLOV,
EMTPETOVTAC TOV Vo dOKIUALEL Kot va. Ttelpopatiletal, epOGOV UTEPIEXEL TO OTOLXEIO TOV VEOV, TOL
KOLVOUPLOV, TOV OIPOGIOKNTOV.

1.4.  Apyu) kataypoagt] Tpopinporog

Eivar xowd mopadektd o6tt g and 115 PacikOTEPEC TPOKANGELS TOL OVTIHETOMILEL 1)
ekmaidevon gival 1 EVOOUITMOGT TOV VEOV TEYVOLOYIDY GTO GYOAKO TPOYPOLU KATO TPOTO OGOV TO
duvatd To OEEAO.

Koprog ot6)0c eivar ov véeg teyvoroyleg va evoouat®Bouv TANPOG GTO GYOAKO
TPOYPOUUO KOL TN GYOAIKN TPUYUOTIKOTITA, VO ATOTEAEGOVY OPYOVIKO KOUUATL TNG KOl EQUATIHPLO
v Tpoodo. Ot véeg teyvoroyiec de Oa mpémel oe Kopia mepintmon va 0empodvtal VIOKATAGTATO TNG
ocvppartikng Swdackoriog. Avtibeto Oo mpémer va ekAapfdvovior g €vo péco ovaPadpong Kot
Bedtiowong g ddackaiiog kaBdg Kot TG eV YEVEL GYOMKNG TPALYLOTIKOTITOG.

Emopévog, yio va emtevyfel kit T£T010 €ival TOAD GNUOVTIKO 1) EICOYOYN TNG TEXVOAOYING GTNV
exkmaidevon vo EeKvioel amd To TPOTA KIOANG GTASLY TNG EKTOOEVTIKNG SL0dIKOGTOG

Avopeifora, 0 KOTOAANAOTEPOG TPOTOG Yo VO YVOPIGOLV Ol HaBNTEG TPOGYOAIKNG Kol
OYOAKNG NAKiag TNV TEXvOLOYia Kot vo gotkelmBoliv 1 antiyv givol to oy vidlo 6Tov VITOAOYIGTY.
To moyvidt de Oa mpémel vo meplopiletor oTo O0TEVA TAMIGLO. TNG VANG OAAG Vo, emekTeiveTal
TEPLOCOTEPO, dIvOVTOG £TCL TNV EVKOIPIN 6TOVG LaBNTEG VO TPOG10pIGOLV EKEIVOL TO EVPOG YVDCEDY
7oV emBupovy va amoktioovy. Ot pobntég mov cuppeTéyovy oe tétoto, uadnuata teivovy va gival
TEPLGGATEPO AVTOEELTNPETOVIEVOL KOl VTOUTOSTNPLLOUEVOL.

Emmpocbitmg éva monyvidlt otov vmoloylot] TpEmeEL vo. vTooTnpilel TV e£0TOUIKEVHEYT
puabnon. INao mopdderypa av kamolog avtiuetonilel SuokoAieg otV avdyvmon Oa mpénel oto Taryviol
Vo VTapyovy evemuatOUEVES PelTinoelg (Gueon erenynom opov, amhodoTEPT KOl TEPLEKTIKOTEPT
YADGGW, GUVTONO KEiPEVO) TTOL Ponbodv aKoOUa TEPIGTOTEPO OV TOVG TOVE HUONTEC.

INveton emopévag vkola ovTANTTO OTL EIVOL EMTOKTIKT OVAYKT] TO EKTOLOEVTIKO GUGTNLOL
VO TPOCOPUOCTEL OTIC VEEC KOTOOTAGEL KOl VO OLOUOPOMGEL £V VEO YOPOKTINPO £T6L MOTE M
TEYVOLOYIO VO UTOPEGEL VO GUUPALEL GTO £PYO TNG EKTOIOELGTC.



1.5. Aopn gpyaciog

H epyaocia extvaet pe po chHVTOUn mEPTYpOP| TNG TTVYLOKNG OOV TAPOVGIALETOL EVa TEPTYPALLLLNL
TOV TOG AELTOVPYEL Kol TL 6KOTO £)EL. TN GLVEYELN TAPOVSIALOVTAL TA KIVITPO TOL HOG 001 yNoaV
GTO VO TNV KOTAGKELACOVE, KOBMG Kot Tt TpoPAnpate okomevel va emtivoel. Ev cuveyela avaiveton
1 dwdikacio Tov aKolovONONKe Yo TNV KATAGKELT TG AAAL Kot 1) £pguva Tov deENyOn mpwv amd
avty|. 'Emeita mtapovsialoviar OAeg ot 000veg ™G ePApPLOYNG Kot TEAOG TO GUUTEPAGLLOTOL KOLL 1]
LeALOVTIKNY epyacia TOv TpoTeiveTal.
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2. Meg0oodoroyio. YAromoinong

To poviélo dadikociog Topay®YNG AOYIGUIKOD 7OV YPNOLLOoTomOnke €ival T0 HovTéLO
kotappdk *. To povtého avtd maipvet Tig OepeMmdelc dpactpotnTes ¢ Sadikaciog, dnhadh v
e€ayoyn mpodlaypapdv, TV ovATTLEY, TNV EMKVPOOTN Kol TV €EEMEN Kol TIS QVOTOPIOTA ©G
EexmPOTES PAGELS, OTMG 0 KABOPIoUOS TOV AToITHGE®V, 0 XSO UOS AoYiouKoD, 1 LAOToinoT, ot
OOKIEG K.AT.

2.1.M£0000¢ avdrivong & avantoéng mToyloKg
Ta wOpa otédle avtod TOL HOVIEAOVL OVTIGTOLYOVV OTLS OeleA®OLS OpacTNPLOTNTES

avamTuéEngG :

Avdivon kot kaBopiordc OmaLToEDV.

Yxedl0oUOG GLGTHUATOG KOl AOYIGHUIKOD.

Y\omoinomn kot SOKIUEC VITOUOVAIDV.

Evomoinon kot dokipuég cuoTnUATOoG.

Agrrovpyia kKot Guvtipnon.

Requirements
definition
A

Systern and
software design

Y

Implementation
and unit testing

Integration and
system testing

i

Operation and
maintenance

Figure 1 Kvrdog {wng tov Loyiouikod 1 poviéio koatoppartn



3. Xy£010 dpaoc Yo TNV EKTOVIION TNG EPYUCING
3.1.State of the art

O wvprog a&ovag yopw amd Tov omoio deENydn N €peuva Yo QLTHY TNV TTLYLOKN EPYOCia NTOV
To. TPOPANUATA TOV AVTIUETOTILOVY Ot HOBNTES TPOGYOAIKNG Kl GYOMKNG NAkiag 6Gov apopd Tig
pofnoilakég dvokoiieg kot tov avticpd. Xt mhaiclo ovTng TG Epevvag pekeTnOnkav pabnotokég
Bewpieg dOTE v KOTAVOGOVLE TO d1dPopa LaONGLOKE GTUA KOl VO LTOPEGOVLE VO TPOGAPUOGOVLE
TNV TAATEOPUA LE TPOTO OV VA, TEPIAAUPAVEL KO VL TAPEYEL OGO TO dVVATOV TEPIGCOTEPA EPYAALELQ
v ka0e TOmo padnt. Kupidtepog oomog eivat va vadpyel 1 SuvatodTnTo Vo TPOGEYYIGTOVY HobNTEG
TV OTOI®MV TO EVOLPEPOV SLEYEIPETAL LUE SLAPOPETIKOVG TPOTOVG (7Y, OTTIKA, OKOVGTIKA 1) KIVITIKE).

Ta oyetikd poviélo Tov pguvnOnKay 6To TPMOTO GTASIO TNE TAPOVCAG TTLYLOKNG EPYACIOG NTAV
ta Scratch, Alice kv Greenfoot. Ta 3 avtd cvotiuate ¥PNGILOTOOVVTIOL Yo TNV €KUGONoN
TPOYPOUUATICUOD GE LS SLOPOPETIKMV NAKIOK®OY group to Kabéva.

Scratch®

To scratch givor pio otk YA®Goo Tpoypappaticpod oyedocpuévn and to MIT media lab yu
TNV EKUAONGCT TOV TPOYPOUUATICUOD G€ Todtd kot €pnPovg. Eivatl po daductvokn kovdtnta 6mon
Ol YPNOTEC UTOPOLV VO, SNUIOVPYNGOVY TO SIKO TOVE SOPUCTIKO VAIKO OmMC 10TOpies, KOPTEC,
oy violo, aAAG Kal VoL TOL LOIPOGTOVV UE TOVE DTTOAOITOVS XPNoTES TOL cvathuotog. O online scratch
editor givon 6mw¢ Qoivetar oto screenshot mapakdtw. Xtn péon tov editor vdpyel n PiiodnKn e
wo. TAnBdpa and objects, evtodég mpoypappaticpnod, fovg kot GAle oTot el TOv GLVTEAODYV OTN
onpovpyio. Tov S1adPACTIKOL VAKOD. ApPloTepd LVIAPYEL M OKNVI UEGO GTNV OToin pmaivouv Ta
objects/artifacts oto onoia 0o mpootebei | dddpaocn. Ag&ld oty 006vn givar to TEdio ekeivo 6TO
omoio 0 ypNnomg mpochétel T ovunepipopd tov artifact. O ypromg to mpaypartonotel “tpafdvtac”’
(drag and drop) blocks gvtoddv 610 m€di0 avTo.

!
:
|

neits m i (25 v 05 o

i
“E%l
!

il
;
i
s

Figure 2 Scratch Interface

To scratch emtpéner v online aAld axopa ko Ty offline yprion tov pe eyxatdotacn tov scratch
editor. Amevboveton og nAikieg amd 8 wg 16 £1dv oALL Ko 68 wKpOTEPES VIO TNV emiPreyn evoc
YOVEQ, 1] EKTOOEVTIKOV.
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Alice®

To Alice eivar éva 3D mepipdiiov mpoypappoticpod Kot mopdAinio Swbaktikd epyaieio
OYEOLOGHEVO VIO TNV TPAOTN ERXAPT TOV UOONTOV HE TOV OVIIKEWEVOSTPOQPT TPOYPUUUATIGUO.
Emutpénel v ekudbnon Pocikdv evvolmv 6ta TAMIGLo dNIovpyiag KIVOOUEVOY GYESIMV KOl OmAMV
dwdpactikdv mayvidiov. [apoxdto eaivetor to interface tov Alice. X péom Ppioketor 1 oknvi
o6mov o ypnotng mpochitel To Objects evad apiotepd 6to TAV® onueio o ypotg PAénel Tov KOGLO
OV £)EL ONUIOVPYNOCEL KOt Ta ovTikeipeva mov €xel Paiel péco. Emiéyovtog kdmoo amd avtd ta
avtikeipeva gvepyomoteitan o medio aptotepd Yaunid to omoio mepiéyet Tig dS10bEcEG EVEPYELES TTOV
umopel va ektedéoel 0 ekdotote avtikeipevo. O ypiotng emiéyel omd avtd ta blocks kot ta kavet
drag and drop oto avdloyo medio (péon YOUNAGR) TPOKEWWEVOL VO TPOGOMOEL OASPOCT GTO
OVTIKEIEVO.

P — e g g e e g g g

File Edit Tools Help

e o-Ta-K

world Events | create new event
pP® camera

@3light = * When the world starts, do | world.my first method
£ -
_:Qgrnund
[ bluebird
[ bluebird2

@ world.my first method | @ world.BLUEBIRD LOOKS AT CAMERA [@ world.BB flick tail
world.BB flick tail No parameters

world's details

No variables create new variable

bluebird.tail m

properties [methods | functions
‘my first method
Bluebird flies

'BLUEBIRD LOOKS AT CAMERA

‘BIRD FLIES FORWARD

turn forward Qg1 /86 ) duration = 0.25 seconds more...

bluebird turn forward (1~ (s~ M4~ ) duration = 0.5 seconds more...

‘BE flick tail

. bluebird move backward duration = 1 second more...
‘BBroll
helplesibs * [ Do together

e --

bluebird ) ]

turn  backward duration = 0.5 seconds

bluebird.tail turn backward duration = 0.5 seconds more...

bluebird.leftLeg.foot turn backward 0.25 revolutions duration = 0.25 seconds more...

bluebird.rightLeg.foot turn backward 0.25 revolutions duration = 0.25 seconds more...

Do in order Do together If/Else - Loop While - For all in order - For all together Wait print I

Figure 3 Alice 3D Interface

INo va ypnowomomoet 10 Alice o ypfome, mpénet vo KoTefAcel KOl VO EYKOTUCTHOEL TO
TPOYPOUUN GTOV VTOAOYIOTH] TOv. Mmopel mopdlo avTd Vo UOPAcTEL TIC SNUIOVPYiEC TOV ©TO
dwadiktvo. To Alice argvbiveton og pabntéc nAikiog and 8-12.



Greenfoot’

To Greenfoot d1ddokel aviikelevooTpépla pe Java. Aivel ) duvatdTTo GTO YPNOTH VO PTIAYVEL
oy vidlo, TPOCOUOIDOELS Kot GAAa mpoypdupota ypapikdv. Ta avtikeipevoa mov ypnopomotel o
ypnog (actors) mpoypappartifovrar pe Kovovikd k®owka Java ce otk ektédeot). Xto screenshot
(QOIVETOL M OTTTIK OVATOPAGTOCT TOV KMOKA, TOPEXETOL OUMG GTO YPNOTN 1 SVVATOTNTO Vo dEl Kot
Tov aKkpiPn kodika mov £yl dnpovpyndel onmg oe éva kavovikd IDE (oloxinpouévo mepipdilov
avantoéng).

Scenario Edit Controls Help

The World
)

e )

World classes

iE

WombatWorld

Actor classes

m inherited from Actor 4 h J

The Classes

void act()

hoolean canMove()
void eatLeaf()
boolean foundLeaf()
int getLeavesEaten()
void move()

void setDirection(int direction)

\ void turnLeft( J
o Execution Controls
\ > Act 1 ’ » Run ’ ‘ ® Reset | Remov'e_‘

g [} 1 Compile ’

To greenfoot angvBivetar o nhikieg 14+ kot amotel T Ayn Kol €YKOTAGTAGT TOV GTOV VITOAOYIGTH
TOV XPNOTN.

O Aoyog Yo Tov omoio peAeTHOnKaY 0VTA TO GLGTANATO NTAY KVPIWS TO OTL XPNOLULOTOLOVV TO
oy vidl pe oKomd TNV EKUAON oM VOGS OVTIKELUEVOL (TPOYPAUUOTIGHOD) g Todd pukpng nAtkioc. To
EMIKEVTPO TOV EVOLAPEPOVTOC LOG GE QLT TOL LOVTEAN AOTEAEGE KLPIMC 1) SlETOPT], 1 O1AOPACT) TOV
YPNOTN UE TNV EQOPLOYN Kt 0 TPOTOG e TOV 0moio Tpooeyyiletor o veapdg ypnotng.

Mo mv kaAbTepn KaTavonon TOV SQop®V Kol OUOIOTHTMV TOV TPOYPUUUATOV OVTOV GALA Kot
Y10 VO, OTOCOPTVIGOVIE TO GTOLYEIR TOL O EVOLUPEPOLY G AVTA ONUOVPYNCOUE TOVE TOPUKATD
TIVOKEG



General

Features Scratch

Alice Greenfoot

Age Group 8-16

Works on browser

Download

Profile Creation

Step by step guide

Getting Started quide (PDF)

Programming Language Scratch
Language

Programming with blocks(drag and drop)

2D

3D

Animation(Interactive)

Art

Games

Music

Stories

View/Play with members' projects

Copy/Change member's projects

Help section

Forum

Table 1 Comparative table - Scratch, Alice, Greenfoot: General

!Limited only in graphics

8

12-18 +14

Alice
(Java, C++, and
C#)



http://cdn.scratch.mit.edu/scratchr2/static/__1383333503__/pdfs/help/Getting-Started-Guide-Scratch2.pdf

210, YEVIKA YOpOKTNPIGTIKE TOVG Ta 3 ovtd suotipata epeovilouy ToAAég opoldTnTes. AlapEépovv
®01660 o¢ kamowa onpeio. Ta onuavtikdtepa amd avtd givor To NALKIOKE group ota omoio
amgvfivetor To kabéva, 1 SuvaTdHTNTA TOVS VO XpNoLpoTondoly Ympig Kapio eyKATACTOOT ALY
katevbeiov omd Tov browser kabmg kot 6Tov TpOTO e ToV 01010 YiveTar 1) S1AdpacT OvVANESH 6TO
TPOYPULLLO, KOL TO YPNOTI DOTE VO, OT|LLLOVPYNGEL TO OL0OPAGTIKO DAMKO TOV.



Game Creation

Features

Scratch

Add background (from library )

Add sprites (from library)

Add your own sprite (including webcam)

Add Custom Fonts

Alice

Greenfoot

blocks

Sensors

Moves Choose from existing | Choose  from|Scripting
2 - -
blocks existing blocks (Java)
Path/Scripts
Views Choose from existing | Choose  from| Scripting
blocks existing blocks (Java)
Path/Scripts
Sounds Choose from existing | Custom Custom
blocks Sounds Path/Scripts
Controls Choose from existing | Scripting Scripting
blocks (Java)
Events Choose from existing | Scripted Scripted
blocks (ML) (Java)
Sensors Choose from existing | Custom Scripted events

(Java)

Create commands

Build your own

Custom

Custom Scripts

Debugger

Table 2 Comparative table - Scratch, Alice, Greenfoot: Game Creation

Z Blocks can be slightly modified

® Supported at full versions (Paid)

10

blocks Scripts (Java)
Supporting platforms Windows, Mac OS,|Windows, Windows, Mac
Linux Mac OS, OS, Android-
Linux Linux-HTML5 ®




Kotd ™ onpiovpyio tov 01dpactikév LAKOD mopatnpnOnKoy apketés Opopés GTov TPOMO
Tpocéyyons. O TpOTOG EI6AYMYNG TOV OVTIKELLEV®OV TOL TPOKEITAL VO EXEEEPYAGTOVV KOl VO TOVG
d00el d1adpao, de dapépel katd ToAD ota 3 avtd cvotiuate. Exel Opumg mov cuvavtdviot ot wo
a&loonpueimteg d100popég gival oTov TPOTO OV TPooTibeTan 1 dddpacn ot aviikeipeva. ‘Etol yuo
napdderypa oto Scratch ot kivfoeig, ot o, ot evtorég k.a , Ppiokovtar £Towa ot Pifiodnkn e
popeny blocks mov o ypiotng dwayepileton pe drag and drop. Tto Alice 1 dadikaoio oty pmopel va
yivel gite emiéyovtag ta 1o vdpyovta blocks gite kdvovrag de&i Khik mhvo oto avtikeipevo 6mov o
ypNotng PAénet Tig dSabéoeg Y1 avtd evépyeles.

Yvykpivovtag To 3 ovth oYeTIKE povtéda €yve Lo TPOoTABELD VO KOTOVOGOVUE TO TG
Agrtovpyovv Kol oo oTotyeln ¥pNoLHoToHV AOCTE Vo €ivol 060 TO duVATOV EVKOAGTEPA GTN YPT|oN
T0uG. To evdlopépov poG ETKEVIPOONKE akdpa Kot 6Tov TPOTO oL KAONADOVOLY TO ¥PNOTH MGTE VA
aoyoAnOel W ovtd Kot TopAAANAL VO OTOKTNGEL YVAGELG UV GE €VOL OVTIKEIIEVO OV o Tov Pavei
YPNOUWO 6TO UEANOV.

Q¢ €K TOVTOL TO O1KO LLOG GUGTNHO, SLUPEPEL APKETA GO T 3 TPOTYOVUEVO TTOL
peAeThOniay. Xt okn pog Tepint®mon o uadntng dev eumAEkeTol KABOAOV pE TN ONpovPYia TOV
dtdpaotikod VAKOD. O pabntg kaAeiton povo va maifetl Kot vo ekmoidevtel pEGm Tov matyvidtov. Tn
onpovpyio Tov dPACTIKOD LAKOD avOAAUPEVEL KATO10G EKTAOEVLTIKOG O 0TO10G KATAGKEVLALEL TO
oy vidl ota péTpa Tov podnT.

[Mopdra avtd évag amd Tovg KOPLOVG GTOXOVG Lag ival 1 Stemapr| va, eEumnpetel To YpNoTN
KOTOvo®mVTag TNV movn amovcio EUTEPING TOL 6€ avtioTolyo cuoaTthuota. I to Adyo avtd o I6Aaog
660V apopd oto interface dev amopaxpiveton TOAD amd T LOVTELD TOV PEAETHONKOV TOPUTAVO.
Onwg PAémovpe ka1 6To Screenshot mapoxkdte, 6to kKévepo g 006vng Ppioketan 1 oknvy 6TV oToia
Ba dnpovpyndet to dradpactikd vAkd. ‘Etot o ypiotng kodeitan va, emAEEet Ta avtikeipeva Tov 0Elet
va ypnopomomoet and  PPAodNKn oo apiotepd onpeio e 086vng kot “tpoafodvioc’ Ta péca
oTN OKNVY ONovpyet To oy viol Tov. Me tov 1810 Tpodmo Tpochitel Kot T J1ddpacT) GTA AVTIKEIEVE
7oL €xel emMAEEEL, “TpofdvTog” dniadn blocks kddka mdve 6’ avTd.

Unity Web Player | IOLAOS X+ = a
& file:///Ci/Users/maria/Documents/Visual Studio 2012/Prajects/for_show_webbased-csharp-upDated-4.2/Temp/Temp. = & O Search e 93 aD
Unity Web Player | I0LAOS

Scripts  Artifacts Scae? o

Custom

All

Dreamcity  Forest

Plain

e IR
i IR

Mathimatik ~ Towers
a enotita 1
image 2

Upload

O I6haog emitpémet Tn dnpovpyio Tpoeik TV ypnotdv kat trv online ypron tov ywpig va
amortel peydin dwdtkacio kot eykatdotacn Papd Aoyiopukon. Ot nhikieg oTig omoiec amevOvveTon
kaBopiloviat amd 10 dNUovpyd ToL SLESPACTIKOD VAIKOV.
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4. Avalvon
4.1.Serious games

Ta Serious games® (coPopd mouyvidie) eivan moyvidio to omoia oyedidlovrat pe okomd TV
exmaidevon navm o€ éva avtikeipevo. [lapdho Tov ¥pnoomolobvTal Yo Yuxaymyio o KOPLog 6KOTOG
TOVG etvar va EAGKNGOVVY 1} VO EKTUIOEVCOVY TO YPNOTH. ATOTELODV TPOGOUOIDGELS OANOVDV
YEYOVOTOV GYESLOCUEVQV Y10, TV eilvon TtpofAnudtov. To Serious games mailovtot oTov
VIOAOYGTH AKOAOVODVTOG KATO10VG KOVOVES TOV £(0VV npokadopiotel’. Yrdpyovv maporo avTd Kot
un YyneoKa Serious games 6mmg givor ta moyvidto mov oyetilovon pe poabnpoTikd, Tov
YPNOUYLOTOLOVVTOL GTO. csxo)»s{(xlo.

Iotopui| avadpopn.

H mpdtn yprion tov 6pov “Serious Game” pe tnv Kovtvatepn £vvolo 6T GTUEPIVI] QaiveTal va ivat
oe éva Bipiio Tov Clark Abt (1970) ue titho “Serious Games”. O Abt givan £vag epguvnTig Tov
EPYAOTNKE GE £VO EPEVVNTIKO EPYOCTNPLO OTNV AUEPIKT KOTA TN SIEPKELD TOL YuypoL TOAELOV. Evag
07t0 TOVC GTOYOVG TOL NTOV VO YPNGULOTOGEL TO Tayvidt yio e&doknomn kot ekraidgvon. [pdypatt
KOTOOKELOGE TOAAN TETOL0 TToLYVIdL Yio VTOAOYLIGTY| OTtwg givor To T.E.M.P.E.R. Avtd t0 Taryvidt
elye ypnopomomBei amd aEIOUATIKOVS TOL GTPATOV Y10 VL LEAETNGEL TN GVYKpovon Tov Puypol
IToAépov o€ maykoopia Khipaka. O Abt divet éva kabopd opiopd yio ta “Serious games”: «Ta
mayvidio propet va mailovral coPapd 1 adidpopa. Epeic acyorovpaote pe coPapd moryvidwa pe tnv
évvola OTL 0VTE T AL VIO £X0VV Vo, GOUPT| KO TPOGEKTIKA LEAETNUEVO EKTOIOEVTIKO GKOTO Kol OEV
npoopilovtot vo mailovrar Kuping Yo dtackédact). Avtd dev onuaivel 6Tt To “Serious games” dev
glvat, 1 6ev B Tpémel va gival, S106KESAGTIKA. »

“Games may be played seriously or casually. We are concerned with serious games in the sense that
these games have an explicit and carefully thought-out educational purpose and are not intended to be
played primarily for amusement. This does not mean that serious games are not, or should not be,
entertaining.”

Ta serious games Bpickovv epapuoyn o moAholg Topeic Onmg givar 1 EKTAIGEVO, Ol EMIGTALES, T
VYELQ, 1) TOMTIKY, Ol TEYVEG KAl Ol TTOATIGHOL.

Ta serious games oty eknaidcvon.

To exnoudevtikd mayvidia dev épyovron oe gvpeia yprion wégpt ™ dekaetia ov 1990 pe ™y adénon™
NG XPNOMG TV NAEKTPOVIKADV VITOAOYIGTMV, TAPOAO TOL TETOLN oY Vidla iyav dnpovpyndel Kot
ypnoLorondet modv mpv. To evdapépov OUMS Yo TEToo Ty vide EAATTOONKE apEVOG AOY® TNg
KOKTG TOVG TOLOTNTOG Ko APETEPOV AOY® THG 0OENGNG TOL EVALAPEPOVTOG Y10, TO dtadiktvo (Michael
& Chen, 2006) . Ta ekmondevtikd woyvidia Npbav eniong aviipétona pe v TpoKANcn vo
0odEIEOVV LE EPEVVITIKA GTOLYEID TO, TAEOVEKTNUOTA, TOV EXKOAOVVTAY. AOY® OUMC TOL OTL T
UEAETT TOV TOLYVIOIOV oYeTICETOL e TOAAOVG KOl SIUPOPETIKOVG TOUEIC, vt duckoro va die&oyOel
L0 TPOGOAVATOMGUEVT] £pEVVA. ¢ ATOTELEGIA TNG TOAVTAOKOTNTOC KO TNG O10LPOPETIKOTNTOG TOV
TOLVIODV VITAPYOVV LOVO Alya Kot ypRyopa evprinota ot Piproypapio. Tapdia cvtd 6umg ot
épevveg delyvouv etk amoteAéS AT Y1 TO TOY VIO MG EKTALOEVTIKG epyaleia. To coPapd

oy vidlo pTopovy vo LTosTNPIEOVY TNV AvATTLEN EVOG aPBLOD dlaPop®V SeEI0THTOV OGS Elval: M
OTPATNYIKT OKEYT], O GYEOIAGLOGC, 1] ETKOVMVIA, 1) GLVEPYAGIA, 1] AYT OHUSIKOV OTOPACE®Y Kol O
SLOTPAYLLOTEVTIKES IKAVOTITEG.

Q61660 VILAPYKOLY OPKETA CNTHUATE TOV TPETEL VOL ANEOOVY VTTOYT TPOKELUEVOL VL
a&lomomBel TAMPOC TO SLVOUIKO TV TOLVIOIDY MG EKTOOELTIKA epyareia. Kdmolo amd avtd sivor:
o1 Topot (ToALG oyoieia dev £x0VV VTTOAOYIGTEG 1] Elval TOAD TOAL01 Yo Kovovpylo oy vidia, 1
TEYVIKN VTOSTNPLEN, O ¥POVOS Y10 TOVE EKTAOEVTIKOVS VO EE0IKEIWOOVV [LE TO Ty Viol, K.AT. ), DG Vo,
TPOCAPUOCTEL TO TTALYVIOL GTO TPOYPUUUN CTOVIDV, SVCKOAN GTO Vo TEWGHOHV Tl EVOLPEPOLEVA
HEPT Y10 TOL TOAVE OQEAN TMV NAEKTPOVIKAOV TOLYVIOIDV.
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4.2.Inclusive Education

Ta televtaio ypévio €xovv avamtuyfel molkiAa HOVTELD 7OV €0TIALOVV OTIC OTPOTIYIKEG
uabnong, mpokeévoy va atnpifovv ) cvupetoykn ekmaidevon (inclusive education) tov pabntov
pe eWdwég avaykes. Tétolov gldovg mpoypappata £xovv okomd va SOAEOVY 6TOVG HabnTég TMG va
poBaivouv Kot oG va emAvovv mpoPAnpate. EmmAéov pmopel va vmootnpyyBel 6tL 1 avainym
peyoAntepns evfovng amd v TAELpA TV podnTodv Yo ) Sk tovg puabnon pmopei vo cupPiiet
GTNV EMTVYiCL TG GLUUETOYIKNG EKTAISEVONG 6Ta GYOoAElR TN SevTepoPadmag exmaidevong™.

Inclusive education (Zvppetoykn ekmaidevon)

Me tov 6po inclusive education™ evvoeitar 1) ekmaidsvon katd v omoia Lo o TSI pE 1
Yoplg e01KEg exTadEVTIKES avaykeg elvarl evtpdGdeKTA Omd TO GYOAEID TNG YEITOVIAG TOVG, YO VoL
TapaKolovfcovy HadnpaTe 68 KOVOVIKES TAEELS Kot VoL SEXTOVV TNV KATAAANAT VITOCTNPIEN DGTE VoL
LaBovv, Vo GUVEIGPEPOVY KO VO GUUUETEYOVY Gg OO T BEpaTa oV apopovv TN {®N Tov GYOoAEiov.

Mo peydro xpovikd S1acTnie ot LaBNTEG UE EI0TKEC EKTOLOEVTIKES OVAYKES EKTOLOEVOVTOAY GE
dtapopeTikég TAEelC 1 o€ dlopopeTikd oyoAeio. O KOGHOC cuVNOlGE GTNV 1060 OTL €101KN eKTaidELON
onpaivel kot gymploth ekmaioevon. Eival yvooto opwmg 6ti étav ot pabntég exmadevoviot omd
KOWOoU, TPOKVLTTOLY DETIKA AKASNUATKG Kol KOWVOVIKG TOTEAECUOATA Yiot OAO TOL TTOUdLd 7TOV £XOVV
eumiokel. Eivor emiong, yvowotd 61t 1 amin tomofétnon TtV modidV HE Kol Y0P EOUKEG
eEXTAdEVTIKEG avayKeg Oev mapdyovv Oetikd amoteAéopata. H ocvppetoywkn exmaidevon eivon
OMOTEAEGUATIKT OTOV VITAPYEL GUVEYNC VIEPAOTION, GXESGHOC, VTOGTAPIEN Ko Séopevon ™.

H cuppetoxiky eKToidenot enTpénet 6ToVC GUUUETEYOVTEG LadnTéc™™:
o Tnv avamtuén TpocORIKNG dVVAUNG, LE VYNAES KAl KATAAANAES TPOGIOKIES Yio TOV KOOEVa

o Tnv epyocia mhvo cg ATOUKOVS GTOXOVG LE TNV TAPAAANAN GLUUETOYN TNV TAEN He GAAOVG
pofntég g nAkiog Tovg.

o Tnv gumAoKkn] TOV YOVEDY GTNV EKTOIOEVOT| KOl € AAAEG OPOGTNPLOTNTES TOV GYOAEIOV
o Tnv apodOnon wog oYoAMKNG KOVATOOPAS GEPAGLOD Kot oloONUaTog OTL OVAKOLY GE LI
ounada. H ovppetoyikn exnaidevon divel tnv gukaipio oto pabnt va pdabet kot va deytel Tig

OTOLIKEG SLAPOPES, KOBMG Kal TN LEIMOT TOV EMATOCEDY TNG TAPEVOYANONG KOl TOV
EKQOPIGOD.

o Trnv avamtuén eiliog avdpeoa o€ pio gvpeio TotKIAlo 0md GALY TOdLH, TO KaOEVA UE TIG OIKEG
TOV OVAYKES KO IKOVOTNTES.

o  Tnv Betikn emppomn 1660 6T0 GYOAEID OGO Kol GTNV KOW®@VIO VO EKTILOVV TN
StapopeTkdTNTO. KoL TNV £vToén o€ éva evpOTEPO TESIO.
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Evpotepn mpocéyyion :

Onog Starvnddnke and v UNESCO™ 1) évvola kot 1) Qoippoyn TG GULHETOYIKAG
exmaidevong €xel amoKTNoEL LEYOADTEPT onpacia To TeElevTaia xpovia. AleBvdc o 6pog voegitar GA0
Ko EupOTEPA MG PETAPPVOUIOT) TOV LTTOGTNPILEL KO VTOSEXETAL TNV TOIKIAOUOPPia HETAED OAWDV TMV
ponTov.

H ocvppetoywn ekmaidevon sivon pa dtodikacio mov Teptlapaver Tn LETOTPOT TOV
oYOAEI®V Kot GAA®DV KEVIPOV HABNoNG LE TETOLO TPOTO MOTE VO OVTOTOKPIVOVTAL GTIG avayKes OAmV
TOV OOV — GUUTEPTAAUPAVOUEVOV 0yOPLDV KOl KOPLTOIMV, LoONTOV amd €0VIKES Kot YAOGGOIKEG
UEOVOTNTEG, TOV ayPOTIK®V TANBLGU®Y, Tov TAnyéviav ard HIV kot AIDS , avtdv mov
avtetonilovv duokolieg otn nabnomn, kabog kot va Topéyovy Labnclakég evkaipies yio OAN ™)
veoAaia kot Tovg £pnpoug.

X10%0¢ NG gival vo eEalelyel TOV AmOKAEIGUO TTOV EIVOL GUVETELN TMV OPVNTIKMDY GTAGEWDY
KoL NG EAAELYNMG KATAVONOTG GT SLOLPOPETIKOTNTA TNG PVANG, OTNV OIKOVOUIKT KOTAGTUGCT), GTIV
KOWmVIKY Téén, T YAdsoa, T Opnokeia, To pUAO, TOV GEEOVAAIKO TPOGUVATOAIGHO KOl OTIG
wavottes. H exkmaidevon Aapfavel xydpo oe ToAAd eptBaiiovta, aKOU Kot HEGH GTNV OLKOYEVELL
0AAG Ko 6TV gVpVTEPN Kovavia. Kotd cuvéneia, 1 GUUUETOYIKT EKTaidevoT Ogv eivat Eva
nepoplaxd (RTnua oA ivar Kaiplag onuociog yio Ty enitevén vyning ToldTNTUC TNV
exmaidevon Yo OAoVG TOVG LaBNTEG KOl GTNY AVATTLEN IO GUUUETOYIKAOV KOWVOVIOV XOPIg
arokAgopove. H eviaia ekmaidevon sivor amapoitnt yio va emtevyfel Kovovikn 16Tt Kot
amoteLel oVOTOTIKO GTOLYELD TNG S0, flov udbnong.

4.3.Inclusive education and assistive technology

O 6pog assistive technology (AT) 1 Bondntiki/vmootnpiktiky teXvoroyia gival 0mol0dnmoTe
OVTIKEIIEVO, KOUUATL E£0TMG 0D, AOYIGIKS 1) TPOTOV TO 0010 YPNCLUOTOIEITAL Y10l VoL AVENGEL, VoL
SloTnpfoeL N} VoL PEATIOGEL TIC AEITOVPYIKES IKOVOTITEG TMV ATOUMY HE ESUEC avayKeg .

Koatd ™ dudpkela tov dV0 TELeLTaimV SEKAETIOV YIVETAL OO KOl TEPIGGOTEPO OVTIANTTI 1 OVAYKN
vy g&€taon g vrootnpiktikng texvoroyiag (YT) og péco yio va mapéyel 6To GTOMN UE EOIKEG
avéykeg ™ Pertioon g mpdoPaons, TS CLUUETOXNG Kol TNG TPOOSOV GTO GUVOALKO TPOYPOLLLOL
vevikng eknaidevone. H avaykn avtn Paciletar og éva ocvveymg av&ovopevo aplBpd ototyeimv mov
delyvouv 0Tt 1 YT umopel vo ypnolueucel o¢ po yvoolokn mpdcheon yio tovg poadntéc ue
Wuotepdtnreg vrootnPiloviag TIg KAVOTNTEC TOLVG GTNV KOTOVONGT, ovdAvon, kol cbvbeon tov
TANPOPOPLOV TTOV B0 TV SLAPOPETIKG apOOITES™.

DuoiKd OTOV PWIAGUE Y10, VTTOGTNPIKTIKY TEXVOLOYIN GTO GYOAEIO Y10 ATOUO IE EOKEG AVAYKES
OVAPEPOLOGTE KOL OTO ATOHO LLE EIOTKEG EKTALOEVTIKEG ovayKeS. H yprom TG Voo T pIkTIKng
eKTaidevoNg MG PHEGO Yo TNV TPomONoN TG HAbNomNg Yo TOug LOONTES e EIOIKEG EKTOIOEVTIKEG
avaykeg oTic TAEELG TOL EPAPUOLETAL 1] GUUUETOYIKT EKTaidgLON OmOTELEL P pLikn oA oy otV
exmandevTikn| Stodikacio. Ot TPUKTIKES OTOKAEIGHOD GTNV EKTOIOELGT TTOL NTOV CLYVO PAIVOLEVO
OTIG TTPOTYOVUEVEG dEKOETIEG avTIKOTAGTAONKAY e TEPPiAlovTa TAENG OOV 1 TOIKIAOUOPPIo KoL M
uabnon Oo pmopovce va evioyvbel péow e ¥pNoNG ™C TeEXVOLOYiNGC.

H Yrmoompuctikn texvoroyia mapadoctokd amevbuvotoy 6e AToUo LE EIOIKES OVAIYKEC TTOV
yperalovtar Bondeila pe Tig AertovpyiKég SuvaTdTTES TOVG (7., TNV IKOVOTNTO TOVE VO
emkoveovoiv). I'o mapdderypa, vo. GTopO IE TPOPANATE 0KOT|G UTOPEL VO XPIOYLOTOGEL EVaL
GUOTNUO EVIGYVOTG TNG KON G TOV 6TV TAEN 1 dtopa pe cofapodc COUTIKOVS TEPLOPIGLOVG
UTOPOoHV VA YPTCLLOTOGOLY £va S10KOTTTN Y10 VO, ATavTOOV GE EPOTNOELS LE Vor 1 0L . [ Ta dropa
OLmG pe paBnolakég SVGKOMEG TPETEL VAL Y1 OILOTOINOEL SLOPOPETIKT TPOGEYYIOT TG
VITOGTNPIKTIKNG TEXVOAOYING.
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"Eva peydio pépog tov mAnbucpot tov pobntov mov eaivetor va ypetdlovtar forbeta, dedopévon Tov
OTL cLYVE dev elvar EDKOAO VA YOPEGOLV GE £va O10YVMOGTIKO TPOPIA, TOAAEG POPEG GTEPOVVTOL
BonBelac. H Yroomnpktikn teyvoroyia eEumnpetetl otn yepOpmor avtol Tov XAGHaToS e
VTOGTNPIEN OTNV TPAKTIKY EKTOIOELOT TV TdL®Y 6TV id10 TAEN, CLUTEPIAAUPAVOUEV®Y TV
OOV UE COUOTIKEG, VONTIKES Kol OVOTTTLELOKES ovarmnpieg fondmvtag Tovg vo Labovv To LAIKO pe
TPOTO OV VO UTOPOVV Vo, KoTtahdfovy, e€aAeipovtag Ta TpofARpTe Tov Ta EUTOdLaV 0md T0 Vo
efvan 610 {810 eminedo e Tovg Guvopnikovg Touc™ .

210%0¢ ¢ YT yia toug pabntég pe ekmaudevtikég SuokoAieg etvar va mapéyel v amapaitn
VROGTNPEN 0TOVG HOBNTES £T61 DGTE VA £(0VV TPOGPAGT), VO CLUUETEXOLV Kot va. pobaivovy amd to
YEVIKO TPOYPOULLO GTTOLOMV.

IMo tovg pabntég mov Exovv e101kég LabNGLOKES OVOKOMES, EVa EKTOOEVTIKO AOYIGHIKO UTTOPEL VO
BonOnoetl oy avantuén de€lotitv, TPOcEEPOVTIC ToAvaIGONTNPLOKY eumelpia, BTk evicyvon,
eEatopkevpévn ddacKkoiio, kot exavainymn. Ot pabntég mov Exovv duckorio otny encéepyacio
YPOATTAOV TANPOPOPLOV UTOPOVV VL OAOKANPDOCOVV TIG YPOTTEG EPYAGIES L TN PfonBeta nAekTpovIKDY
VIOAOYIGTOV, OGS TO TPOTLTTO TPOYPappa eENeEEpYaciog KEWEVOL pumopel vo amoderybel Eva
TOADTIHO gpYyaAEio Yo TOvg HoBNTES e duaypaeia, advvapio Sniadn va ypdeovy evavayvmcTo
keipeva. O1MovyoL ydPoL EPYACIOg Kl Ol OTACTIOES UWITOPOVV VAL KAVOLV TNV €GOS0 TOV VTOAOYIOTY|
EVKOAOTEPN Y10 TOVG LaONTEG OV TTOpoLG1AlovY VItepevactnacio oto B6pVPo N oV TaGYOVY AT
dtdomacn tpocoyns. [IpocaplocuéveEG GUGKEVEG OTTMG PEYAAD EIKOVIOLN EKTOTTOOTG, EVOAAUKTIKA
YPOUATO STV 000V TOL VITOAOYIGTY], KOl QOVNTIKEG EVTOAEG UTopovV va. fondncovy ta drouo pe
TPOPANLOTA AvAYVOONG,.

Mo mapdderypo ot niektpovikég pobnuatikcég acknoels o pmopodeay va mapgyovy T SuvatoTnTo
ot apfpoi Tov avaypdeovtal va dtefalovtat duvatd matmvtag Eva Kovpri fonddviog tovug pobntég
OV OVTIUETOTILOVY SVGKOAES OGOV apopd TNV gvBLYPALUIOT LoONUATIKAE TPOPA LT
YPNOYLOTOIDOVTOG oAV KoL Eva XopTi.

Me Vv gUEAVIoT] TOV KOWV®VIKOD LOVTEAOL TG avomnpiag,

AvEQveTal cLVEXDC 0 IoYVPIOUOS OTL TO LEYOADTEPN EUTTOLA Y10, TNV EVTUET TOV TOUUOLDV LUE E1OKEG
EKTOUBEVTIKEC ] 1N avaykeg eivar amotéheoua Tov anpocttov nepiforroviov (Gal et al., 2010).
Extog avto?, e&optdrol akdpo amd T 6Taon TV Kadnyntov Kot 6ovdasT®myV, To ETINEDO TG
TPOGPACNG OTN XPNOT TNG TEXVOLOYING, TO EMIMESO EUMEIPIOG KOl KATAPTIONG TOV EKTAUOEVTIKMOV
GYETIKA LE T ¥PNON TNG TEYVOAOYiaG Kot TNV epapuoyn ™e. H avtiinyn tov pabntov, n katdption
KOl OOd0YN, 1 TPOSUPLOYT TOV TPOYPUUUATOV GTOLOMV Kol 1] EVOMUATWOOT] TG TEXVOAOYLNG OTIG
TAEEIC GLUUETOYIKNG EKTTOUOEVONG Eival LEPIKES OO TIG CNUOVTIKOTEPES TPOKANGELC Kot KafoploTikoi
TOPAYOVTEG Y10 TNV OTOTEAEGLOTIKT YPTON TNG VITOCTNPIKTIKNG TEXVOAOYIOG GTNV EKTAIOEVOT) YMPIC
amokAeiopovg(ovupetoykn eknaidgvon) (Lang, 2001,Petty, 2012? Reed kot Bowser, 2005).

H mpocsfacipdmra anotedel muddvo otnv emitevén g S1aPoPETIKOTNTAS, Kol £V KPIGILO
TOPAYOVTA Y10, TN S1GPAAIST TNG GUUUETOYNG TV podnTodv ot padnoiokn dadwkacio. H tpdcsPaon
OTNV TANPOPOPN O, 1] ELAGONTOTOINGT], TO YEVIKEVUEVO EKTALOEVTIKO TPOYPALLO CTOVODV, TO
EKTAOEVTIKO VAIKO, 01 fondntiKég CLOKEVEG KOl Ol ATOPAITNTEG VINPEGIEG VITOGTHPIENG UITOPOVV VO
BonBnoovv toug pabnTég pe e1d1Kég avaykeg oty eKpadnomn, owdlovioag OAOVE TOLG PPOYUOVE TOL
TOVG eumodilovv va £xovv TV idia TpdcPact o€ mo10TIKY ekmaidevon. Ta kavovikd oyoleio pe
GUVOMKO TPOGAVOTOMGUO OTOdETYONKOV TLO ATOTEAEGUOTIKG GTIV KATUTOAEUNGN TNG GUUTEPIPOPAS
dtokpioemv, 6TV 01KOSOUNOT HOG KOWOVIOG ¥0PIG amoKAEIGUOVG KOl GTNV ETITEVLEN LG
ekmaidevong yro 6Aovg (UNESCO, 1994).
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4.4 HCI & NUI

H oAnienidpaon yprot vmoroywot) (Human Computer Interaction) amotelei to emotnpoviKd
YVOoTIKo Tedio TV aoyoheiTal Kot HEAETE TNV EMUKOVOVIR avOpdOTOL uXavic. TOUeovE pE ToV
optopd tov opyovicpov ACM(Association for Computing Machinery) «H aAAnAenidpaon ypnot —
VTOAOYIOTH OOYOAEital pe 1O oyedoopd, v a&loAdynon kot Ty VAOToiNcn OldPACTIKOV
VTOAOYIOTIKOV GUGTNUATOV Yo avOp@TIVY Yp1oN Kot UE T UEAETN TV UEOVAOV POIVOLEVMV IOV TO.
nepBiiiovy »? .
Kot enéktoom, o 6pog demapn ypNoTn — VIOAOYIGTN OMOTEAEL TO TUNUO EKEIVO EVOG DTOAOYIGTIKOD
GLGTNUOTOC UEG® TOL OTOIOL O YPNOTNG OAANAETIOPA HE TO AELTOVPYIKA WEPT TOL GLOTHUOTOG
TPOKEUEVOD VO EKTEAEGEL GUYKEKPIUEVO KaOKovTa. AvaAvTiKOTEPQ, (OC SlETOPN YpNoTn Bewpeitan
T0 OUVOAO TOV TUNUATOV/UEPOY TOL VTOAOYIOTH (gite LAIKO €ite AOYIOUIKO) UECH TOV OTOi®V
épyovtal o EmOPN Kol AAANAETIOPOVV O YPNOTNG LE TO VTOAOYIGTIKO GUGTNHO. ZuVIGTd, dONAadh, TO
onpeio emaeng ¥PNOTN KOt UNYOVIG 1] TN SX®PLOTIKT YPAUUN Tio® amd TV omoia amd Tn pio puepid
Bpioketat To mepPdilov eneEepyaciog Tov LIOAOYIOTN KO Amd TNV GAAN 0 AvOpwTOC.
O TPOoEKTIKOG GYESWGUOC TNG OEMAPNG XPNOTN ONOTEAEl OVCLAGTIKO HEPOG TNG GUVOMKNG
dwdkaciog tov oyedacpod Aoyiopkov. INo va a&lomombodv TANp®G ot dvvotdtTeg €vOg
GULGTIOTOC AOYIGUIKOV, 1] SIETQPT| YPNOTN TOL TPEMEL VO GYEOINOTEL £TCL MOTE VO AVTATOKPIVETOL
OTIG IKOVOTNTEG, TNV TEIPO KOl TIG TPOGOOKIEC TOV UEAAOVTIK®Y YpNoTdV Tov. O KaAdg oyediooudg
SIETMOQ®OV YPNOTN Eival KPIGIOC TAPAYOVTOS YO TN PEPEYYVOTNTO EVOG GLGTNHOTOC. TToAAG amd Ta
OTTOKOAOVUEVO, «COUALOTO YPAOTI» TPOKAAOVVTIOL OO TO YEYOVOS OTL Ol SEMOES de Aapfdavouv
VIOYTN TIG IKOVOTNTEG TOV TPAYLOTIKOV XPNOTOV kot T0 mepPdriov 610 omoio epydlovtatr. Mia
Kakooyedloopévn Slemar] onuaivel 0Tt o1 yproteg pmopel va unv gival og B€on vo TpocmeAdcOvV
KAmoleg amd TG AELTOLPYIES TOL GLOTNUATOG, VA KAVOLV AdON Kot va atsBdvovtal 6Tt T0 GUGTNUA
Tovg eUmodilel avti va Toug fondd oy emitevén TV GTOY®V Y10 TOVG OTOIOVE TO YPNCIUOTOLOVYV.
INo 10 0616 GYESIAGUO HOG OETAPNG Ol TAPAYOVTEC TTOL TPETEL V. ANGOOLY LITOYT Kot To PrpoTa
OV TPEMEL VL akoAoLONBOV eivarn Ta eERc:
o MeAétn TV ¥pNoTOV Kol TOV KaONKOVI®V TOVG.
Oa wpémel ONAaON Vo UEAETNOOVV TO YOPOKTNPIOTIKG TOV YPNOTOV YO TOVG OTOI0VG
npoopileTol To GVOTNUE KAl 1] ¥PTOT) TOV 1310V TOV GVGTHUATOG.
o MEeAETN OVTUYOVIGTIKAOV GUGTILLOTOV.
Eivar moAd onuavtikd va peret@vtor mpoidvta g 1dlag kotnyopiag OGOV a@opd T
YPNOTIKOTNTA KOL TN AEITOVPYIKOTNTA TOVE KOt VO, AAUBAVOVTOL VTTOYT] Ol KPITIKEG QLTOV.
e JUUUETOYN TAOV YPNOTOV.
O ypnoteg ypetdleTon vo. GUUUETEYOVY OTN OlAOIKOGIO TOV GYESOOUOD HECH TOKTIKOV
GULVOVTHOE®V YEYOVOG TO 0moio BonBdetl moAD 6Tn HeAETN TV AVTIOPACE®V TOVG £TCL DGTE Vi
extiunOei n diemaen] kot va eréABovv ot amapaitnteg dAlYES.
o YUVTOVIGUOC TNG GUVOMKNG SIETOPNG £TCL MGTE VOL TNPELTAL LU0, GLVOYN
o A&ioAdynon g demapng COLEMVA UE TIG KATEVOLVTIPIEG YPOUUES.
o  Koatookeu Tp@TOTOTOL 1} LEPIKT] KO YPTYOPT] VAOTOINGT TOV GLGTNHHOTOG.
e EmovoAnmtikog oxed1061OG.
Eravooyediacpog g dtacbvoeong pe Pdon mv avatpo@oddtnon ard v a&loAdynon.

NUI (Natural User Interface)

H puowum dacvvdeon ypriot(NUI) etvar éva cuotnpoa aAnieniopacng ypnoTn-VTOAOYIGTH OOV O
YPNOTNG Aettovpyel pe drocOntikég evépyeteg mov oyetilovton e Tnv kabnuepivi avlpdmivn
GUUTEPLPOPEZ.

"Eva NUI pmopel va Aettovpyei pe ToAAovg StapopeTIKOVG TPOTOVG, AVALOYO LE TO GTOYO KOt TOL
yPNoTN Kot Tig omantioelg Tov. Mepwked NUIS Baciloviot o€ evoldpeseg GUOKEVEG Yo, TNV EMiTEVEN
™G aAANAETIOpaonc evd ailo mo ponypéva NUIS givon gite adpata eitor 1060 S10KPITIKA TOV

YPRYOPO QUivOVTOL 0OPUTAL.
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Epappoyég ko mapadeiypora.

Ta cvoTnuaTa OVOYVOPIoNG KIVAGEMY Kal yeypovorumy (gesture recognition) aviyvedouvv Ti¢ Kivioelg
TOV XPNOTOV KoL TIG LETAPPALOVY GUUP®VE pE TG 0dnYyies. Ta cuothuato oy vidlov Kivinong 6to
Nintendo Wii ka1 oo PlayStation dovAedouv pe emToyvVeIOUETPa Kol YOPOGKOTIO Y10 VO, OTOSHCOVY
aicOnon g KAMong, TG TEPIOTPOPNG KoL TNG EXLTAYVLVCTC.

"Eva mo kawvotopo €idog NUI givor epodiocpiévo pe ootoypagikn punyoavi Kot Aoylopkd ot
GLGKELT TTOV OVayVOPIlEL GLYKEKPIUEVES XEIPOVOLIES Kot TIG peTappalet oe evépyetec. To Kinect g
Microsoft, yia mapadetypa, givor Evag aedntipag Kivinong yua v koveoia moryvididv Xbox 360 mov
EMUTPEMEL GTOVG YPNOTES VO CAANAETIOPOVV LE KIVIOELS TOV CAOUATOS, YEPOVOIES KOl POVINTIKES
evtoréc. To Kinect avayvopilet kat Stoyopilel To cOUATA Kot TIC POVES LELOVOUEV®Y ToukThY. H
aVOYVOPIoT] TOV KIVIGEDY TOV GCOUNTOG KUl TV XEPIOV UTOpE] emiong va ypnoomombei yio tnv
OAANAETIOPOOT] LLE TOVG VTTOAOYIOTEG,

H avayvopion opidiog (Speech recognition) emitpénet 6Tovg ¥pnoteg vo AAANAETIOPOVV UE TO
GUOTNUO LEG® TPOPOPIKAOV eVTOA®V. To cuotnpa avayvopilel AEEELS KOl PPAGELS KOL TIG LETOTPETEL
0€ AVOYVAOOLUY HopeN OGTE va. Tpaypatoronel 1 aAinienidpaon. Ot epappoyég avayvapiong
opkiag meplapPavovy Ty dpopordynon tv KANGE®Y, HeToTpomnh opuhiag o€ Keipevo (Speech-to-
text) ko hands-free Agttovpyio Tov VITOAOYIGTH KoL TOL KIWVNTOD THAEPDOVOV.

MAeovektipata xpfione NUI cuokevdv?:

o [lapéyovv po molv-aioOnplokm eumepia. Aev vapyel LeGOAAPNTAG TNV oAANAETidpacn
1 0TOil0l TPOYLOTOTTOLEITOL JLE YELPOVOUIES, KIVIGEIC TOL GMOTOC KOl POVITIKEC EVIOAEG

o Evioylel tov éAeyyo Tov XpnoT TOVEe oTn S1cOVOEST|. AEV VTTAPYEL KaLio, TEXVNT GLOKELN
EAEYYOL LE TPOYOVG, KOVUTLA 1) TANKTPOL

o O ypnoteg dev yperaletar vo dtafétovy eEEIOIKEVUEVES YVADOELG NAEKTPOVIKOD DVTTOAOYIGTY,
TPOKEUEVOL VO, XEIPLGTOVV TO TEPIPAAAOV KAOMDC ElVaL GYESIOGUEVA, Y10, KPVOTKT»
oAAnieniopacm.

o Ymoompilovv Tontdypovn d140pacT) amd TEPIGGOTEPOVS Ad VA YPNOTN

e  Mmnopei va etval S100KEIUCTIK Kol YOYoy®YIK] Kot va evOoppOVEL TO YpNoTH Yo
e€epevvnon.

Meovektfpata xprione NUI cuckevav:

o Agvumapyovv kabiepopéveg ovuPacels. Extog amd kdmolo 6yedaoTiKd TpoOTLIT, 68
OLOKEVEG TOALUTTANG APNG, Ol AALEC SLOOVVIETELG OEV £XOLV £V, GOVOAO KatevBuvthiplmv
YPOUU®V aKOUa. AVTO UTOPEl VO TPOKAAEGEL KATTOLO GUYYLGOT LETAED TV YPTOTOV

o Ymapyetl EAewyn avatpo@odotnong. ['a mapddetypa, dev VIdpyEL TAVTO KOO EVOEIEN TOV
VO DTTOJEIKVOEL TTPOG TA TTOV OELYVEL TO HAKTLAO TOV YPNOTH OT®G GLUPAivEL pe Tov dgikTn TOL
novtikiov ota GUIS

e  Eivat mold dOGKOAO Vo, ¥pNGIULOTOI0VVTOL TOAVTAOKO GUGTILOTO OTOKAEIGTIKA Kol UOVO LE
gesture-based demapéc.

o Id1eg yepovoieg oNUAiVOLY SLOPOPETIKE TPAYUATO, GE OLUPOPETIKOVGS TOMTIGHOVC. Q¢ €K
TOVTOV, VILAPYEL LI OVAYKT] Y10 SIUTOAMTIGHIKEG CUUPACELG

e [0 6A0VG TOVLC TOPATAV® AOYOVG, O1 XPNOTEC UTOPEL EDKOAN va. evoyAndovv , va. Bapebovv 1
VO KOUPAGTOUV, AV OV UTOPOHV VO, KATOAAPOLY TAC VO, ATOKTNGOVY TOV EAEYYO TAV® GTO
YPAPIKO TEPPAALOV.
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5. Kvpro pépog mroylokig
5.1. Avaivon Hpopfiquatoc

Ta modd piog oxoMkng TaéNg €YoV AGQUADS TOALL KOWG YOPAKTNPIOTIKA, OAAG £yovv Kot
a&loonueimteg dapopéc. To BEpa TV 1d10iTEPOV YUPAKTNPIOTIKOV TOV OIS0V Umopei va BewpnOei
®G TO KPIGIOTEPO oToLKEio mov Ba kabopicel og peydAo Pabud v OTOTELECUATIKOTNTA GTN XPNOM
NG TANPOPOPIKNG OTNV EKTOIOELOT.

Inuovtikd  mapdyovta  otn  Oleoyyn oS OAOKANPOUEVNG  KOL  OTOTEAEGLOTIKNG
eKTadeVTIKNG Stdkaciog amotelel 10 katd TOGO Ol eKmTAdELTEG StBéToLV TNV KATAAANAN
Katdption dote va gival og Béon va avayvopicovv éva maidi pe padnotokés n dAleg SuoKoAieg Kot
VOl TO OVTIUETOTIGOVV KATAAANAQ TOPEYOVTAG TOL TNV AmattoVUEVT] foniBeta.

O ddokarog Bo TPETEL GE TETOIEG TEPIMTAOOCELS VO, UTOPEL VO EMPEPEL OAEG EKEIVES TIC TPOTOTOINGELG
o™ SWOKTIKY HEB0J0, LE GKOTO VO YIVETOL KOTAVONTO TO OVTIKEIUEVO atd TOLC HOONTEC Kol va
TPOYWPOLY OAOL LE TOV 1d10 pLOUO .

Aoufavovtoc VoY T TOPUTAVED GUUTEPAIVOVIE OTL 1 EKTOIGELOT TPETEL VO OVTATOKPIVETOL
0G0 YIVeTOl OTIC OVAYKES, TIG duvaTOTNTEG Kot TIG advvapies ke padntn. Avtd pnopet va emrevydel
pe ekovyypovicld otig nehBoddovs d1dacKaAaG, T VOOTPOmia, Kol TG TapeEYOUeveS yvmoels. Ta véa
oedopéva mpowBobv TN Onuovpylo HG EKTOIOELONG EVEMKTNG UE TOAAEG EVOAAUKTUKEG
SuvotoTTec®.

To egpdTNUA AOITOV TIOL TPOKVATEL €ival TG Umopel M TEYVOAOYio Vo evoouatmbel oto
EKTAOEVTIKO oLOTNUO Kot Vo Pondnoel 1o ddokoAo Kol TOvg pobntég oty emitevén g
OTTOTELECUOATIKOTEPNG KOl TTO EVYAPLETNG O1dacKAANC.

5.1.1. Avdiven awortiicemv

AETOVPYIKEG ATULITIGELS

O ypnoteg e TAateopuoc tov IOAAO sivor ot €€ng @ 1) Awyepiotéc, 2) Ewdikoi yoyorodyot, 3)
Exnodevtcoi, 4)Ilaiktec. O maikteg pnopei va givon :

o 7018 TPOGYOMKNG Kot GYOMKNG NAKiag,

o 018 TPOOYOAMKNG KOl OYOAMKNG NAKIOG e pabnotokéc 1| GAleg SuGKOAILES,

o 10 TPOGYOMKNG Kot GYOAMKNG NAKiag He avTiopd 1 ovvopopo Asperger.

To cvoTua :

»  Aerrovpyel wg web epappoyn and tov browser tov ypriot

» amattel tavtomoinoT ypHoT.

> mopéyel T dSuvatoOTNTO, SNULOLPYING TPOCOTIKOD TPOPIA GE OAOVE TOVG XPNOTES

»  Kpatdel 10 16TOPIKO VO oy VISIoV(OTIWE OTUTIOTIKA 1| 6KOp) 6g KABE TPOPiA

»  mopéyel Tpokoboplopuéva oy vidlo yio S1pOopES KATNYOPIES TUKTOV

»  eVOOUOTMOVEL TN SuvaTOTNTO XPNOTNG TOL HE OLLPOPETIKEG GUOKELEC €10000V OTMC TOVTIKL,

nAnktpordyto ko NUI devices (kinect,leap) .
O1 edkol Yoyordyor pmopovv :

» Vo, KaTaoKeLAlovv TPOTLTO T VISIDY
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> va B£T0vv TOVG OPOLS Ko TV EAEVBEPiR TN SLVATOTITO TPOTOTOINGNG TOVG.
O ekmaudgvtiKol pmwopovv :

»  va emAéEoVV Kol VoL TPOTOTOGOVY EVO TPOTLTO TOYYVIO0D avaAoYa LE TNV gAeVBEPio. TOV TOVG
Tapéyel To GOGTNHO
»  vo, amoBnKedoovy £va TPOTOTOMUEVO TTaLYVIdL 6TO TPOPIA TOVC.

Ot nodxteg !
»  mailovv To e1d1Ka Y1’ anTovg GYESIGHEVA T VidLa.
O1 d10E1PIOTEG -

»  €yovv 10 dkaimua Vo EKTEAODV TIG EVEPYELEG OAMV TV XPTOTAOV.

Mn LeLTOVPYIKES ATALTY|OELS.
To ovotua o Ba mpémet va emTPENEL KApio EVEPYELD AV O YPNOTNG OEV EXEL TPAYLLOTOTOUGEL E1G0J0.
To ovotnua d¢ Ba Tpémel va emTpénel Kopio Aettovpyia av o ypotng dev Exel TovtomomOei.

Onolocdnmote ypNnot¢ Ba pémel va pmopel €0KoA KOl YPYOpo Vo KAVEL £Yypaon M €ic0d0 61O
GUGTNUA LECH TOV KOTAAANA®V QOPU®V Kot TNg KaBodynong Tov mapEyeTol.

Katd m didpkela onowacdnmote evépyelag (0nmg game creation, play, save i load ) 1o chotnpa dgv
TPETEL VAL £XEL UN OTTOOEKTEG/TPOGOOKDUEVES KADVLGTEPTGELC.

T 6)eg T1g kaBvoTEPNOEIC TTOV dlapKoVV Thvm amd 5 devtepoienta Oa epeoaviCeton éva dialog box
7ov Oa Aéel “mopakaAd TEPIUEVETE”

Ye TePIMTOON MU OVTOMOKPIVOLGOG KATACTOONG HOKPAS Olopkeiag, To ovotnua Bo  Kdvel
emavekKivnon.

O pecaiog ypnomg (e1d1kdg Yuyoddyogs - exkmoudevtikdc) Bo mpémet vo pmopel ebKora Kot ypryopa va
dnuovpyel vEo mayvidl apoTov £xel AAPEL VIOYIV TIG VITAPYOVGES TN YEC PonOstiag.

[Mopéyetor n SvvaTdHTNTO GTO YPNOTN VO TPOYUOTOTOLEL OTOLAINTOTE AELTOVPYIN TOV GUGTHUATOG OO
kd0e mapdbopo og Mydtepa omd 4 KAIK.

Mo6vo 0 Yoyoloyog Kot 0 SLoEPIGTNG £XOVV TN SLVATOTNTO VO KATOGKELALOVV TPOTLTO TOLYVIOIDV.

To ovomnuo mpémel vo givar €0KOAO TN XPNOY TOCO YO TOVG YPNOTEG HE EUTMELPIO. GE GYETIKA
GUGTNLOTO. OGO KOl Y10 TOVG Py EPLOVG YPTOTECS.

Oleg o1 006veg Ba Tpémet vo. Eyovv kovuni fordetoc.

Kabe xovumni Bonfelog oe pia dedopévn 006vn Oa, mpémet vo mapéyel TovAdyloTov £vo, Oépua yio kibe
Aerrovpyia (control) otnv 006vn.

H odemagn ypfotn mpénet vo gival 660 o amin Kol EAKVGTIKY YIVETOL MOTE VO SIEVKOADVETAL 1)
YPNOM KOl 1) O1édpaoT e AVTV (GYNHOTO, YPDOUATA, TXOL).

To ypapikd mep1Paiiov Tpénetl va TPOoseEAKDEL TOV TOUKTY KO Vo KPOTE TO EVOLOPEPOV TOV GE LYNAL
emineda.
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To hoyiopikod mpénet va eival ETEKTAGLLO KO ETOVOYPTGLLOTOWGLLO Yot LEAAOVTIKT EneEepyacioL.
To ovomua Ba tpénet va givar cvpPato pe to Windows.”

O\ot o1 browsers enttpémovy ™ ¥pronN TOV GVGTHOTOG XMPIG TV EYKATAGTACT] TPOYPUUUATOV.
To cbomua uropei va ypnoporondei and onotadnmote unyavi mov dadétet browser.

H yA®dooa mpoypappoticpod oty omoia Ba vAorombel to chotua etvar n c#

5.2.Xy€d10.6 110G vAOTOINOGGS
5.2.1. Xyed106p10G CVGTINOTOS

Activity diagram

olaos Activity Diagram

!

User access lolaos
web platform

.
@&
PR

As

)]
-
—E) ()

Choose \

Figure 4 Activity diagram
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Avolotikdtepa, o xpiiotng kavel Register av dgv givat NoN €YYEYPOUUEVOG KOL TN GUVEXELD KAVEL
Log in. Avdloya pe 10 €160G TOL YPNOTN TOPEXOVTOL JOPOPETIKEG EVEPYEIEC. AV O XPHOTNG TOV
Tpoypatonotel €160d0 6To cvoTNUA Etval:

o Exmaidevtng/Educator, pnopei va emdé€et kdmoto and to vIapYovVTa TaLyvidia 1] v dNUovpynost
éva kawvovplo mayvidt okoAovBodviog to mpokabopiopéva Prpota. Avtd givor, emiloyn
TPOcyEdIOL oY VIS0 Kol TAPAUETPOTOINGT TOL MG TO Pabud TOL TOL EMLTPERETAL.

H Swdwacia avtr Ba mpénet va etvar €dkoAn kot katovont| and tov ypnot &ite ekeivog €xet
eumelpio pe ovtiotorya cvotnpata gite Oyl Oa mpémel akdpo vo pmopel vo dnuovpynocetl éva
o Viol pe Ayeg KIVAOELG KOl GE UIKPO YPOVIKO S1AGTNLA.

e Ei101kdc yuyohdyog/EXpert, pnopei va dwayepileton T mpooyedio Tov moryvididv, dniadn va
onuovpyel Kowvovpla, vo Tpomomolel N va dlaypdgel Kamowe GAAo. Mmopel okoua va
dwyepileton TIg Bempieg pabnong mov VAAPYOVY GTO GUGTNUO KOl VO, OTLOVPYEL KOVOUPIES.
Téhog umopel vo Owoyelpiletar o GTUA TOL TOPEXEL TO GOGTNHO YO, TO TOLXVIOW Kol v
onpovpyel kavovpla. Ta 6TUA avTd uropel va apopodV TiIc 00OVEG 1 T YPMUATO TOL UTOPOVV
va ypnoiporomBovv ot oy vidlo Kot GALS TETOL0 YOpOKTPIGTIKA.

o Tlaiktng/Player punopei vo emdééel kamolo amd ta dbéotpo Toyvido Kot 6T GUVEXELL VO, TO.
naiet.

o Awyepiomc/Administrator £xet tn duvaTOTNTO VO EKTEAEL TIG EVEPYEIEC OAMV TMV YPNOTMOV KO
emmléov va dwyepiletar tovg ypfoteg, ta playrooms kai Tig GLGKELEG OV UTOPOHV Vo
¥pNoLomronbovy

5.3 Zyeowoopog oerapns Xpniotn (Design)

H ocvvolikn dwodikacio oyxediocon g dtachvoeong xpnot ivor 1 €€1g :
1. Avéivon ypnotov.

211 J1ad1KOaGio AvAAVCTG TV YPNOTAOV OVOTTUGGETAL KATOL0 KOTAVOT|ON Yl TIG EPYAGIES TOV KAVOLV
01 YPNOTES Y10l TO EPYACLUKO TOVG TEPPAALOV, Y10 TOL GAAC GUGTILATO, TTOV YPT|CLOTOLOVV, Y10 TO TMOG
OAANAETIOPOUY UE GAAQ GTOUO GTNV QYOOI TOVG, K.0.K.

2. Kotookevh Tp@ToTHNou TOV GUCTHUATOG.

O oyedraopog kot n avéntuén e dtacHvdeong xpnot eival o emavoinTTiky Sudikacic. Av Kot ot
YPNOTEG UTOPOLV VO EKQEPOLY YVAOUN OYETIKG HE TIG Aettovpyieg mov yperdlovionr omd i
dlaovvoEesT, Tovg glval TOAD SVGKOAO Vo glval GUYKEKPIUEVOL UEYPL VO H0VV KTl amtd. Xpeldletan
AOUTOV VoL avamTLY0UV TPAHTLIC TOL GLGTAHLUTOG KO VO, TOPOVGIOGTOVY GTOVS YPTOTES, Ol 00101 61N
OULVEXELN UTTOPOVYV VO, KaBodnyneovy v e£EMEN TG Sl OVOESTC.

3. A&woAdynon ducvvdeonc.

Av ko1 kotd T OSwdikacio avamtuéng TpmToTHNoV, Ol ¥PNoTEG MAilovV ONUAVTIKO pOrO oTNV
avaTPOPOJOTNCTY|, TPETEL VO VITAPYEL IO TTLO TVTOTOMNUEVT SPASTNPLOTNTO A&LOAOYNONG, OTIV Omoid
GLAAEYOVTOL TATPOPOPIES Y10 TNV TPAYLOTIKY EUTEIPIO TOV XPNOTOV UE T S10oVLVOEST).
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I
'f;roduce paper-
based design

prototype

Jfrﬂm alyse and
understand

user activities

./Evaluate d:—:sig;
with end-users

! v

Design d nP:noidu;ei o ( Evaluate desigr-u
prototype ynamic desig with end-users
— . prototype

/

A Imolement
Executable I?np;f:;i nrt
] m interface

Figure 5 Aiadikaoio oyedioonod e diemapng yprotn

5.3.1 AlMieniopaon ypfiotn

O 0pog OAANAEmIOpOGT Y¥PNOTN OVOEEPETOL GTNV  TPOPOSOTNGY TOV VTOAOYIGTIKOD
GLGTILOTOC UE EVTOAEG KOl OYETIKG OE00UEVA OO TO YPNOTI. LTOV TPOTO OMNANOT TOL UTOPEL OVTOG
VO YPNOLLOTOIOEL L0 EPUPLLOYT Y10 VO EKTEAEGEL TIG EVEPYELEG OV emBupel. YTapyouv ddpopeg
LOPPEG AAANAETIOPOIOTG KOL 1] TAUTPOPLLOL LAG XPTCLLOTIOLEL TIG TOPOKAT :

Apecog yeipropoc.
O yprotg oAAnAemdpd dpeca pe avtikeipeva otnv 006vn. O xpnotng £xet ) dvvatdtnTo Vo
mhonynOel Ko vo ypNoYLOTOMGEL TNV TAATPOPLA YPTCULOTOIDOVTOS EITE TOVTIKL, £iT€ TANKTPOLOYLO
eite ahieg NUI cvokevég.

Emloyn pevov.
O ypfotng emAéyet pua evTorrn omod €va katdAoyo duvatottov(pevol). H mhatedppa mapéyet
duvatodTNTa EKTEAEGN G O10LPOPOV EVEPYEIDV HEGO OO EMIAOYEG TTOL SIVEL GTO LEVOD.
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5.3.2 Avdivon ypnotov

Use case diagram

Naikreg

E18ioi yuyohoyor ExmaSeuTkoi

y Visual Paradigm Community Edition €%

Figure 6 Aioypoyuc use case
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5.4 Yhomoinon
H dwdikacio ypnong g mAateoppog ivon n €€NG :

Epocov o ypnotmg umel otn oeAida g mAateopuag pécw Tov browser tov mpémer vo
TPOYLOTOTOGEL EYYPOAPT] GTO GCOGTNO AV OEV Eival ¥pNoTNG 1| €16000 GTO GVGTNUA AV Eival.

Register
Kotd t dadikacio eyypaenc, M TAATQOPLLO OTOITEL O TO XPNOTI VO GUUTANPAOGCEL KUTON GTOLYEI
OTMG POIVETAL TOPAKATE.

Unity Web Player [IOLAOS X 4 =

a X
@ fley/cn isual Studio 201 r_show_webbased-csharp-upDated-4.2/Temp/Temp. © € U Searct % a ¥ 4 © =
]

>

Unity Web Player | I0LAOS

Register

Usemame

Password

Figure 7 O86vn Register

Log in
Kaztd to log in o ypotg copminpdvet to USEr name kot to password tov and 1o TpoPi mov £xel
1n6M dnpovpynoeEt.

Unity Web Player | I0LAOS x|+ - X

[ @ file///C:/Users/maria/Documents/Visual Studio 2012/Projects/for_show_webbased-csharp-upDated-4.2/Temp/ Temp. html @ || Q search wBa 9 3 A 28§ =

Unity Web Player | IOLAOS

Log In

Usemame

Figure 8 086vn Log in
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Ye autd to onuelo, avordywg pe 1o €00¢ TOL YPNOTN TO GUGTNUO TPOCPEPEL OLUPOPETIKN
Aertovpykdtnta. ‘Etot €povpe:
Expert Menu

Manage templates:

Omnov o Expert user pmopei va drayepiletor ta dStbécya Tpooyédia maryvidiov(edit, delete, view)
N va dnuovpynoet £va kovovpto. Tov divetar akopa 1 duvatdtnTa va StoyePLoTel To S1GPopa GTUA
Ko Tig Bewpiec Tavm ota omoia Pacilovtal Ta TPOTLTO, TOV TOLYVISUDY TOV KUTOCKEVALEL.

Unity Web Player | I0LAOS x|+ - X

] file:///C:/Users/maria/Documents/Visual Studic 2012/Projects/for_show_webbased-csharp-upDated-4.2/Temp/Temp.html < Search wB 9 3 A 28

Unity Web Player | IOLADS ~

Logout

Manage Template

Manage Styles

Filters

Apply Filters

« created with Unitv »

Figure 9 Expert: Start screen

Onog eaivetor kot 6to screenshot Topordve 1o cHoTNUN SIEVKOADVEL TO YPHOTI GTNY TAONYNGT TOV
divovtag Tov T duvatdtnTa va eKTELEL OAES TIG eVvEpPYELES EMAEYOVTOC 0O AMoTe ue amhd buttons 1y
radiobuttons.
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Template Creation

H dnwovpyla evog mpooyédiov mayvidiod, sival pia dtodikacio mov amoteAeiton amd TOAAG
dradoykd Prpato 6mov 0 XPNOTNG OAOKANPOVOVTAG TO KADE Eva amd aVTd TPOY®PEEL GTO ETOUEVO
omwg tov kaBodnyel to cHoT .

Template Creation

Template Basic Info Style ic Info Targe

Audio & Motion lay Env nen Rewarding eedback Evaluation

Figure 10 Expert: Template creation
1. Template basic info

310 TPMTO GTASI0 O YPNOTNG KoAeital Vo dMGEL T POCIKEG TANPOPOPIEC TOL TPOGYESIOL TOL
etodletl. Avtég eivon tithog Tov template, o Teprypaen Tov, nuepounvio dnuovpyiag, To Gvopo. Tov
¥PNoTn KaODC Kot Toleg Bewpieg ypnoyLomToLEL.

Unity Web Player | IOLAOS x4+ = %
€ i 83.212.105.106:55 @ Q Search w8 + & O 5§ =

Template Creation

Basic Info

he Emotions

Creation Date

Exit without Saving Save and Exit

Figure 11 Expert: Template Creation - Basic Info
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2. Style basic info

[Ipoywpdviag oto emdOUEVO PriLol 0 XPNOTNG TPEMEL VAL EIGAYEL TIC OLAPOPES TANPOPOPIES Y10l TO GTVA
mov B YPNOHOTOMOCEL GTNV KOTACKELY] TOL Tpocyediov. Avtég ot mAnpoeopieg eivar TiTAOG,

TEPLYPOPN KOt AALEG AETTOUEPELES.

Unity Web Player | IOLAOS x|\ +
] file:///C:/Users/maria/Documents/Visual Studio 2012/Projects/for_show_webbased-csharp-upDated-4.2/Temp/Temp.html <] Search
Unity Web Player | IDLAQS

Template Creation

Style Basic

Template Basic Info

Target Group

Play Environment ing eedback Evaluation

Author

Creation Date

Theory

Exit without

Zeaied wiih Unity

Figure 12 Expert: Template creation - Style info

3. Target Group

Y10 tpito Prjua o ypfotng Kodeitan vo emthé€el v MKk opdda 1 v TaEn Tov coYoleiov otV
onoia amevBvvetar to template mov dmuovpyei . Kodeiton axdpa vo emdééel 10 aviikeipevo
expddnong (m.y expddnon cvvaicOnpdtov) aAld Ko €01KEG avaykeg 1 LobNoLoKES OVGKOALES TTOV

umopel va €xel 0 TEAMKOG XPNOTNG TOL ToLYVISL0D.

Unity Web Player | IOLAOS %\ +
Bl @ filey///C:/ Users/maria/Documents/Visual Studio 2012/Projects/for_thow_webbased-csharp-upDated-4.2/ Temp/Temp.html e Search

Unity Web Player | IOLAOS

Template Creation

Basic Info

Rewarding eedback Evaluation

Thematic

and Exit

rzated with Unity

-

wB O % A& 298

Figure 13 Expert: Template creation — Target group
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Unity Web Player | IOLAGS x|+ - X
[ files///C:/Users/maria/Decuments/Visual Studio 2012/Projects/for_show_webbased-csharp-upDated-4.2/ Temp/ Temp.html c Search A 9 4+ A @28 =
Unity Web Player | IOLAQS ~
Template Creation
Template Basic Info Style Basic ) Target Group
Play Environment Rewarding eedbac Evaluation
Narative Criteria
Figure 14 Expert: Template creation - Scenery Basics
5. Audio & Motion
¥10 onueio avtd o expert BETEL TOVC TEPIOPICUOVE TOL £YOVV VO KAVOLV LE TOLC MYOVE KOl TO.
KIVOOUEVO, AVTIKEILEVO TTOL UTOPOVV VO, XPNOLLOTOIN 00DV GTO Ty VidtL.
Unity Web Player | I0LAOS x|+ - X
] file:///C:/Users/maria/Documents/Visual Studio 2012/Projects/for_show_webbased-csharp-upDated-4.2/Temp/Temp.html <] Search wBe 9 3 4 &89 =
Unity Web Player | IOLADS ~
Template Creation
Style Basic Info Target Group
Play Environment ing Feedback Evaluation
High
Exit without Saving Save and Exit

Scenery Basics

21 cvvéyewn yivovtot ot puBpicelg Tov oknvedv/o8ovdy Tov Taryvidtol. AvTtéc apopohv Tov
aplBpd Twv oknvodv mov Ba xpnooronfovv, Tt YPOUATO ETLTPETOVTOL Kot
TEPLOPICLOVG/KAVOVES GTN POT] TOV TOLLYVIOLOV.

Zaaied wiih Unity

Figure 15 Expert: Template creation - Audio & Motion
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6. Play environment

¥’ autd T0 6Téd10 Yivovtal ot puBuicels Tov apopovv 6To TaiEo Tov motyvidov. 1o cuykekpluéva,
av dnAadr o maiktng Ba maiger pdvog tov 1 kabodnyoduevog amd kdmotov. Aldeg pvOuicelg mov
yivovior 6 ‘outd TO OTAO0  aPOpPOVV OTIG TMEPLPEPELNKES OCLOKEVEG MOV  EMTPEMETOL VO
xpNoyononbodv Ommg ivat To TANKTPOLOY10, TO TTOVTIKL 1) Kamolo aAlo NUI device.

emplal

ate Basic Info asic Info Target Group

Evaluation

Small Group

Other

Exit without Saving Save and Exit

created with Unity

Figure 16 Expert: Template creation - Play environment
7. Rewarding

IMincialoviog mpog 10 Téhog, 0 £101kOg yuyoddyoc ( EXxpert ) €xel oxeddv OAOKANPDOGEL TO
TPOCYESLO TOV TALYVIOOV Kol TPEMEL VOl EMAEEEL TOV TPOTO pe Tov omoio Ba avtapeipbei o maiktng. H
EMAOYN TTPETEL VAL Yivel AapPavovTag voyT TNV NAKic TOL TOUKTN KOl To 1010HTEPO YOPOKTNPLOTIKA
TOV.

Unity Web Player | IOLAOS x |+
] file:///C:/Users/maria/Documents/Visual Studio 2012/Projects/for_show_webbased-csharp-upDated-4.2/Temp/Temp.html < Search wB @ & @

Unity Web Player | I0LAQS

Template Creation

Other

Exit without Saving Save and Exit

Figure 17 Expert: Template creation - Rewarding
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8. Feedback

210 mpoterevTaio 6TAd0 NG dnuovpyiog Tov mpooyediov o expert emiéyel Tov TPOTO LE TOV
omoio o maiktg Ba AapPdver avatpooddtnon amnd to maryvidl. To mdg dniadn to maryvidr Oa
VTOTOKPIVETOL OVAAOYQ OTIG KIVIGELS TOVL TaiKTr. AVTI 1 AvaTpoPodOTnon Umopel va €XeL va KAVEL
elte pe avadvodpeva tapdbuvpa Porfetog site e mpoPoin okop eite e NYOVS KOL OTTIKG OVTIKEIUEVAL.
O1 emAoYEg aVTEC TOPEXOVTOL OO Ui AloTo LEG® TNG omolag emAEYeL 0 expert, TapdAinio OU®MG TOL
dtvetor 1 dSuvatodTTO VO SNUIOVPYNOEL £val O1KO TOV TPOTO AVOTPOPOIOTNGTC.

Unity Web Player | IOLAOS x| + -

[mi}
X

] files///C:/Users/maria/Decuments/Visual Studio 2012/Projects/for_show_webbased-csharp-upDated-4.2/Temp/Temp.html [ Search B 9 4+ A 28

Unity Web Player | I0LAOS

Template Creation

Target

Rewarding

Other type:

Details

Exit without Saving Save and Exit

reaied with Unity

Figure 18 Expert: Template creation - Feedback
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9. Evaluation

Y10 9° kou tehevtaio Pripa o expert emdéyel tov TpodTo pe tov omoio Ha a&oroyndei o maikng. Ot
EMAOYEG OV TOV TAPEYEL TO GVOTNUA HECH TOV OBECIH®mY MotV gival a&loAdynon Le okop M
xpOvo avd 086vr (emimedo) Tov mayvVIdloL 1] Yo TN GLVOAIKY cuvedpio. Extog Opmg amd avtég Tic
emAoYEG 0 expert pmopei va dnpovpynocet £va 81K6 Tov TPOTO Yio 0EOAGYNOT| TOL TOUKT.

Unity Web Player | I0LAOS x|+

il € filey///Ci/Users/maria/Documents/Visual Studio 2012/Projects/for_show_webbased-csharp-upDated-4.2/Temp/ Temp.html

r
pas
ii
(<]
-
»
®

)
m

Unity Web Player | I0LAQS

Template Creation

Basic Info

Other

Exit without Saving e and Exit

Zzated with Unity

Educator

H napaxdto sixova eivar . 006vn mov PAéner o educator détav kdvetl €i60d0 610 cvoTUa. X *aVTHV
eppavifeton g Aloto pe to dreféoipa moryvidla to omoio. Umopel va TPOTOTOWoEL, Vo TaiEEL 1 va
daypayel. Kdto omd tn Aota pe to moryvidww Omog ¢aiverar kot oto Screenshot

vrdpyovv
radiobuttons, emiAéyovtag ta onoio pATpapeTar N Aiota pe To. Stabéotpo mayvioto.
Unity Web Player | IOLAOS X Unity Web Player | IOLAOS X T4 S g X
1 filey///C/Users/maria/Documents/Visual Studio 2012/Prajects/for_show_webbased-csharp-upDated-4.2/Temp/Temp. = € Search w"E 9 3 A =
Unity Web Player | I0LAOS S

Educator
Logout

Create Game Manage Leaming Session Template Customization

Filters

Apply F\\lersk

Figure 19 Educator: Start Screen
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Ot daBéotpeg ya tov educator evépyeteg givan ot €€Ng :
Game initialisation
1. Emidoyr template.

O ekmodevTIKOG EMALEYEL £va 0o TO. SLBESILA TPOGYENIA TALYVIOIDV TOV £XOVV KATAGKEVLATEL Ol
g101koi yuyoroyot (experts) Aapupdvovtag vroyn TV Kot yopio Tov ToikT.

Unity Web Player | IOLAOS X L+ = X
B & filey/fCy/Users/maria/Documents/Visual Studic 2012/Projects/for_show webbased-csharp-upDated-4.2/Temp/Temp. = € O Search T E O A =

Unity Web Player | 0LAOS

Apply the Filters

Cancel

Apply Filters

Figure 20 Educator: Template selection
Mapapetponoinon template

Aol emié€erl To template o exmaidevtikdg Tapapetpomolel Tig pvBuicelg Tov 610 Pabud TOL TOL
EMUTPEMEL TO GVGTNUA, OTOG £xEl opicel OnAad1| o expert. 'Etol omwg PAémovpe umopei va avénoet i va
pewmaoel Tov apliud tov obovav ota dpio Tov £xel BEoel o expert.

Unity Web Player | OLAOS X 4 = X
B @ filey///C/Users/maria/Documents/Visual Studio 2012/Projects/for_show_webbased-csharp-upDated-4.2/Temp/Temp. © @ L Search wBE 93 a0 =
o Unity Web Player | [0LAOS ]

Educator

Take @ moment to fill up the scenery infromations!

Number of Scenes Narative Criteria

Max: 100 Min: 3

There is no Color limit

All Peripherals.

Cancel

« rested with Unity »

Figure 21 Educator: Template customization
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Y10 mapamdve Screenshot pmopovpe Vo ToPOTNPHGOVUE OTL TO GUGTNUO AVAPEPEL OTL O HEYIGTOG
aplBpog oknvov mov umopei vo glodyet o educator givor 100 eved o ehdyiotog 3. AkoOpo 0Tl dev
VILAPYEL OPLO GTA YPMUOT TOV UTOPOVY VAL ¥PNGLOTOMO0UV.

Emiéyovtog o xovpmi “next” o educator mepvael 61o ETOUEVO GTAIO.

3. KoaBopiopdg ovopatog Kot meptypagng Toyvidloo.
Y10 onueio avtd o educator mpaypotomolel TIC TEAKEG PLOUICES TPV TPOYWMPNGEL OGN
dnuovpyio Tov waryvidrov. ‘Etot o educator divel to dvopa Kot Ty TEPLYPAPT| TOV TaLyVidloh Kot
Bétel  meploplopoOvg 6TO  TOloL  pumopodv  va €xovv  mpdoPacn (visibility) oto  mauyviol

TOV.
Unity Web Player | [OLAOS X 4 = a
B @ filey///C;/Users/maria/Documents/Visual Studio 2012/Praojects/for_show_webbased-csharp-upDated-4.2/Temp/Temp. © € < Search e 9 3 A S

Unity Web Player | [OLAUS

Educator

Take a moment to fill your Game infromations!

Game Name Descfiption

Leamning the emotions|

Visibility

Finish! Cancel

« crested with Unitv »

Figure 22 Educator: Game description
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Game Creation

Kot apob oAokAnpmacet Tig apyikéc puOuicelg Tov mayvidlon mepvaeL oty katookevn tov. Tatdviog
to Kovumi “Finish” o ypiotg puetaeépetol oty 006vN KOTOGKELNG TOV o VIdlon dniadn ctov game
editor.

Yy ewova 22 BAETOLE TNV apyikr 000V TG KATOCGKELNC TOV TOLYVIdL00. XT0 KEVTPO PAETOVE T
oKknvn 6mov exel Ba KaTaokevaotel To mayvidl, apiotepd Ppiokovtar ot PipAtodrkeg Kot Kdtw omd ™
oknvn Ppiokoviar kémoieg epyaielodnkes kol mapdBvpa mov mapéyovv mAnpoeopiec. Exeivo mov
a&ilel va toviotel eivar Tt | dnpovpyia Tov Taryvidwv Eekvdel pe 3 oknvéc, 0ceg dnadn opicape
ota Tponyovueva Pripata. Avtd Opmg dev eumodilet 1o ddokaro va TPochHEcel TOGES GKNVES OGES TOV
emTpénel 1o cvykekpiuévo template mov éyel emié€el. O TpOMOC Yo VoL TO KAVEL AVTO EIVOIL TOTOVTOG
70 Kovumi “+” wov PpiokeTal TAV® Ao TN GKNVY.

Unity Web Player | IOLAOS X+ — 8 X

] files///C:/Users/maria/Documents/Visual Studio 2012/Prajects/for_show_webbased-csharp-upDated-4.2/Temp/Temp. ~ & O Search e U3 a0

Unity Web Player | IDLAOS

Scene 2 Scene 3

Scripts  Arifacts Backgrounds

Custom

Upload <
Save Game

Kinect Viewer

Back

Figure 23 Game Creation : First screen

O xmdkog Tiom amd ovtd 1o Kovuni ival o e€ng:
(GUI.Button(

neCounter <

osition, scene.transform.rotation);

Figure 24 Code: Adding scenes - "+" button

Yy Tpd I Ge1pa gival 1 Ao Tov button kot o1 S106TAGELG TOV VD 0T GUVEXELD. YiveTan EAeyYOG
Yo T0 av 0 aplOPOC TOV GKNVAOVY dev EEMEPVAEL TO EMTPEMOUEVO OPLO Kol EQPOCOV 1oYVEL | GLVONKT
TPOYWPAEL GTN dNUIOLPYIX TNG VEAG OKNVIG.

AxolovBdvtog amhd dtadoyikd Pripato o educator katackevalel To mayvion:
1. Emoyn background:
Emléyovtog v koaptéha background mopatifevion oto ypriiotn ot Swbéoyueg €woveg yio

background ywpiouéveg oe xatnyopieg. Onwg @aiveronr mapoxkdT®, Ol KOTNYOpieg OUTEC givan
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“Landscapes” ka1 “Plain”. O ypfiotng emhéyet kot tonobetei to background ot oxnvn pe drag
and drop.

Unity Web Player | IOLAOS X 4 - o

n | x

B @ filey///C:/Users/maria/Documents/Visual Studio 2012/Prajects/for_show_webbased-csharp-upDated-4.2/Temp/Temp. ~ & @ Search wE 9 3¢ A

>

Unity Web Player | [OLAOS

Scene 3
Artifacts

Dream city  Forest

Plain

Figure 25 Educator: Game creation - Backgound selection
IIpocOnkn tov Artifacts.

¥10 onueio avtd ko apod &xel emieyel o background o ypriog mpoobeter ta artifacts amod v
kaptéha “Artifacts”. To avtikeipeva dniadr oto omoio Oo wpootebei n Sadpacn. Ta Artifacts eivon
Kataveunuévo oe Kotmyopieg, uepikég and tig omoisg eivon avtég “People”, “Numbers”, “Shapes”. Mg
TOV 1810 TPOTO IOV TEPLYPAYOUE TopaTdve dnAadn pe drag and drop o ypriotng Balet Ta aviikeipeva
GTN GKMVI TOV TOLYVIS100.

Unity Web Player | (OLAOS X 4+ =

8 X
B @ filey//C:/Users/maria/Documents/Visual Studio 2012/Projects/for_show_webbased-csharp-upDated-4.2/Temp/Temp. ~ & 4 Search w8 93 a0 =

Unity Web Player | OLAOS

Scene 2 Scene 3

People
Numbers

Shapes

Artifacts’ Details Animation window

Figure 26 Educator: Game creation - Artifacts Selection
3. TIpocbnkn tmv scripts.

A@ov 0LOKANPMGEL TO GYEJACUO TOV TOYVISIOH 0 ¥PNOTNG TPOcHETEL TaL SCHIPLS Yo Vo dDGEL
dadpaon oto moyvidl. Toa Scripts tomobetovvior pe Tov 010 TPOTO HE TO OVTIKEIUEVO TOV
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nepryphyope oM. Andadn amd v kaptéra SCripts o ypnomg emhéyet v embount diddpacn yio
10 kGO¢ artifact kou pe drag and drop gpappoletar Tavm Tov.

Unity Web Player | IOLAOS X 4 = X
] file:///C:/Users/maria/Documents/Visual Studio 2012/Projects/for_show_webbased-csharp-upDated-4.2/Temp/Temp. © @ A Search wE 93 A =

Unity Web Player | IOLAOS

Scene 2 Scene 3

Attifacts  Backgrounds

Custom

All 4
xgw

Kinect Move with
motion arrows
Sounds

e~
v
Controllers ‘K < ;

Move with Pick flower
pointer

Rotation

Animation window

Upload

Figure 27 Educator: Game creation - Scripts Selection

Figure 28 Add scripts:Drag and Drop

Ytov kmdika mapakdte PAEmovue Tmg Tpootifetal To ekdotote SCript oto artifact. Xt cvykekpiuévn
nepinTmon mpokeLtal yio to Script “Move girl” xou 6mwg eaiveto, yivetan pe tov €€ tpdmo: otV
TPOTN YPopun yivetar Eleyyog yo. Tov av To object mov mepiéyet to Script Ppioketal viog tv opimv
g Béomg tov artifact. Av n cuvOnkn avomoteiton tote To SCript TpootiBeton oo artifact kot ot
ovvéyela amodnkeveTal 6T MoTo TOL TEPIEYEL TIG TANpOPOpiec Tov artifact.

Distance(final_pos, sprite.transform.position)

.GetComponen
-GetComponent<

Figure 29 Code: Drop script on artifact
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Artifacts Details:

Otav o ypnomg emréler kdmoo and ta avtikeipeva oty oBovn 101€ 10 OvTIKElpEVO YiveTat
highlighted kot evepyomotgiton 1o medio “Artifacts’ Details”. Xto nedio avtd o ypnomg Prémet tig
1010 1EG TOV avtikeévay “Position”, “Name”, “Rotation” kabmg kot ta SCripts mov gépouv.

Artifacts’ Details Animation window
-Sprite's Name
-Components:

PickFlower
-Position

rigure 30 Game editor options: Artifacts' Details

Ot 10160TN1E¢ AVTEG Umopovy vo. TpomomomBody and avtd to 7edio. Xto SCreenshots mopoakdatm
BAémovpe Ot vILapyEL var button X’ pe To 0moio 0 YPNOTNG UTOPEL EDKOAN KOl YPTIYOPO VO, dlorypayet
T0, SCHPLS TTOV £YOVV T AVTIKEIUEVAL.

Artifacts’ Detalls Artifacts’ Details

-Sprite’s Name: -Sprite's Name:
-Components:
PickFlower

-Position:

~Components:

-Position:

Figure 31 Game editor options: Delete Artifact's script

Axolovbei to screenshot pe Tov kddiko yio o button “x”. v mpmdtn ypopun yiveral n onpovpyio
TOL button evd oty devtepn yivetan n avaxAnon tov Script and to artifact kot m doypaen tov.

(GUI.Button( A (115, (9@ + (j *

scene_objects.getSingleObject(InteractWithGo WithGo.components[j]);

Figure 32 Code: Delete artifact's script
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Toolbars

O game editor mapéyer dvo edamv toolbars. H o givar owt) mov @aivetatl 610 akpid omd KOt
screenshots. H epyoletofnkn avty mepthapfaver 6 Aettovpyies. ‘Exovrag emdeyuévo éva artifact mov
BpiokeTon otn oknvi pumopodue pe t Pondeta g epyorelobNKNg va EKTEAEGOVE TIC TOPOKATM
EVEPYELEG !
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¢ Rotate Right: mepiotpoen tov artifact tpog to de&14

o Rotate Left: nepiotpoeni Tov artifact mpog ta apiotepd

e Resize (maximize): peyébvvon tov artifact

e Resize (minimize): cuikpvvon tov artifact

o Default settings: exovapopd tov artifact otig apyikég tov pvOuicels
o Delete: daypaen tov artifact.

Rotate Left

@
L3

Artifacts
Arifacts' Details

: ponents

-Sprite's Name S

Sprite's Name PickFlower ~

-Position

-Components

ickFlower

Figure 33 Game editor options: Toolbars — Rotate / Resize artifact

PickFlower
-Positio
x: |0.0666

-Rotation

Figure 34 Game editor options: Toolbars - Delete artifact



AKOAOVOET EVIEIKTIKO KOUUATL KOJIKA Yot VO OV UE TG YivovTal KAmoleg omd auTéS Tig
Aertovpyieg:

(current.tr orm.rotation);

e5c

Figure 35 Code: Rotate Artifact

Zv TpOTN Ypopun yivetot EAEYYO0G Y10 TO TTO10 KoL Exet TatnOel kot epOcoV 1oyveL To rotate left,
ot devTepn oelpd to emheypévo artifact mepiotpépetan. TTig endpeves Ypappég KOdKa amodnKeveToL
n véa 0o tov artifact ot Aiota ko 6N oknvy.

H dgbtepn epyakeiodnkn dev Exet va kavel pe v enelepyaocia tov artifacts odld pe pubuiceig mov
aQOPOVV TN GKNVT).

[Motdvrog 1o Kovuni Tov Hotdlel pe TAEYUO T OKVI dNUIOVPYEITOL EVo TAEY AL

Figure 36 Second toolbar

Kabe tetpaymvakt oto mAéypa givar po evepyn meployn. Emiéyovtog pepikd omd avtd o xpnomg
umopel va mpoocddoel extra dwdpactikotnra. oto background. T mapdderyua pmopei va
dnovpynoet evepyéc N un meployeg mov otav 1o artifact méoet moveo aAAniemidpovv e tov Tpomo
OV EMALYEL EKEIVOG,.

Unity Web Player | I0LAOS X BB ey

] file:///C:/Users/maria/Documents/Visual Studio 2012/Projects/for_show_webbased-csharp-upDated-4.2 /Temp/Temp. [ \ Search ﬁ B 9 & 4
Unity Web Player | IDLAOS

.  Scenei Scene 3

Artifacts  Backgrounds

Custom

All

(Y Y
Add Number on
Collision artifact

Mation

Sounds

Score

numbers

e
M)

i

The Basket Timer

Animatiol

Upload .
Save Game

Kinect Viewer

Back

Figure 37 Grid Option
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Administrator

Ot administrators £yovv ) duvatdTNTO VO TPAYUATOTOODV OAEG TIG EVEPYEIEG OADV TOV XPNOTMV.
Emmiéov 6pwg o administrator umopei va emAé€el avapeco og o TANOGpo GAAOV EVEPYEIDV.

Hopakdte Bo dovpe POVO TIC EVEPYELES TOV OEV UTOPOVV VO, KAVOLV Ol VTTOAOITOL YPTOTEG.

Unity Web Player | I0LAOS x|+

] file:///C:/Users/maria/Documents/Visual Studio 2012/Projects/for_show_webbased-csharp-upDated-4.2/Temp/Temp. html C || Q Search

Apply Filters

Unity Web Player | IOLAOS

Administrator

Manage Templates Manage Play

Leamn the Emo

Play game

wB 9 3+ #

LogQut

Figure 38 Administrator: Start screen

Onog goaiveton Kor otV €kdéva , KATOEG ond auTég TIG EvEPYElEG sivan :
dayepileton Tovg yproteg Oty dnhadn Evag xpnotng Kavel register, pémet o administrator va tov
amodE)TEL TPOKEWEVOL VO, UTOPEGEL VAL TPOYUATOTOMGCEL £i0000 6T0 cvoTNUe. Mropel emiong va

Sy paQEL YPOTEG.

Administrator

“Manage users” omov

Figure 39 Administrator: Menu

40



5.4.1 Hardware & Software requirements
> T va moiéet kGmotog To monyvidt pag xpetdleton ta eERc:

Desktop:

e OS: Windows XP SP2+, Mac OS X 10.8+, Ubuntu 12.04+, SteamOS+

o  Kapta ypogpwkdv: DX9 (shader model 2.0) capabilities; yevikd 0,11 katackevdaotnke and o 2004
KoL LETA UTOPEL VO SOLAEWEL.

e CPU: SSE2 instruction set support.

o Web Player (deprecated): anattei browser nov vroompiler plugins, 6mwc o IE,0 Safari kat
nepkég ekdooelg tov Firefox

o iOS: amoutei i0S 6.0 ) vedrepo.

Av ypnoponomdei Kinect yia to maryvidt amanteitol:
32-bit (x86) or 64-bit (x64) processors
Dual-core, 2.66-GHz or faster processor

USB 2.0 bus agiepouévn oto Kinect

2 GB RAM

Graphics card that supports DirectX 9.0c
Microsoft Kinect for Windows Sensor

YVVVVYVYY

» Ty avdmtuén avtictoymv oy vidiov amottodvTol To eENG:
Unity game engine

e OS: Windows 7 SP1+, 8, 10; Mac OS X 10.8+.
Windows XP & dev vmootmpilovtar kot ot ekdocelc server tov Windows & OS X dgv £yovv
doKIUOOTEL.

o GPU: Kdprta ypagicav DX9 (shader model 2.0) capabilities.
Additional platform development requirements:

iOS: Mac computer running minimum OS X 10.9.4 version and Xcode 6.X.

Android: Android SDK and Java Development Kit (JDK).

Windows 8.1 Store Apps / Windows Phone 8.1: 64 bit Windows 8.1 Pro and Visual Studio
2013 Update 2+.

WebGL: Mac OS X 10.8+ or Windows 7 SP1+ (64-bit editor only)
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https://msdn.microsoft.com/en-us/library/hh855355.aspx

6. Amoteléonato
6.1. Xvumepaopato

Amd 660 avardOnKay Tapoamdve yivetal DKOAN avTIANTTO OTL givol ETITOKTIKN avayKT vo gl6EABovV
véoL Tpomol d1dackaAiog oTov TPOTO Le Tov omoio dte&dyetan To pdbnpa péca oe o ool Tédén
mote aPevos vo eEQYOoVV TO EVOLOPEPOV TOV PLaBNTI KoL AQETEPOL VO 0ONYHCOVY GTNV
TPOYUATOTOINGT EVOG GUUUETOYLKOV GYOAEIOV.

H epyaoia pog emyyelpel va TparyLOTOTOWGEL TOVG SVO TAPOUTAVE® GTHYOVS LE TNV EVOOUATMOGT] TOL
oy vidloL oty extandevuTiky dradikacio To mayyvidt amotelel yio Ta modid Evov Tpdmo dOUNGNS TG
OKEYNG TOVG, OVATTLENG TNG PAVTAGING TOLG Kot dlevpuveng TV opiwv Tovc. I[apdia avtd 1
TANODPO. TOV TOLYVISIDV TOV TPOCPEPOVTUL EIOIKE LE TN XPNOT VEWDV TEXVOAOYIDV, GUYVAE SUGKOAEDEL
TOV EKTALOEVTIKO OGOV QPOPE GTIV EMIAOYTH TOV KOTOAANAOTEPOV.

H mapovoa epyacio mpoceépetl Evo cLVOVAGHO TNG EKUAOMONG LE TO IO VIOl LECH TOL NAEKTPOVIKOD
VTOAOYIGTH TOPEYOVTAG TNV KATUAANAT VTOGTAPIEN TOGO GTOV EKTALOEVTIKO TOV KATOOKELALEL TO
oy vidla 660 Kot 6To Todid wov o tailovy. ‘Evag and Toug mpmTapytkong GTOY0VS TG EPYACING
elvar vo Topéyetl €0ypNoTo TEPIPAAAOV GTO ¥PNOTN KOl VO TOV SLEVKOAVVEL GTNV TAOTYN oM.
Tavtdypova emyeipeiton 1 aTopucevpévn dnuovpyia moyvidov Aapfdvovtag veoyn tov kale TOmo
pafnti, TG 101TEPOTNTEG KO TIG EOIKES OVAYKEG TOL OVTIHETOTILEL KAVOVTOG £TG1 éva Pl o
KOVTA 6TV eMiTELEN TG GUUUETOYIKNG EKTAIOEVOTG.

6.2. MeALOVTIKI] £PYOCIO KOl OTOTELEGNATO,

BAénovtog cuvolkd v mopeia g epyaciag, pag oy Eekabapo 0TL To UNity pog Tpocteeps mOAA
TAEOVEKTHOTA 6T dNuovpyia awTtod oL Elyape ¢ 6TOX0 OAAG Kot TOAAG pelovekTAuoTo. Adym
TOV OTL N gpyocia Kataokevdotnke E0AOKANPOL GTo UNity, e Tig Teptocdtepeg 000VEC va. unv £xouv
ox€om Ke To manyvidl oALG va eivar amhég Slemapéc, KataANEQUE 6TO GVUTEPAUGHLO OTL TO UNity dev
EVOEIKVLTAL Y10 KOTOOKELT] SIETOP®V, TOVAGYLGTOV OYL Y10, AVTO OV EMLXEIPT|CAUE EUELG VO KAVOLLE.
H dwdikacio ovtn oto unity ivat ToAd o mepimhokn and 6Tt o ftav av ¥PNoIHoTolo0caLE
drpopeTikég teyvoroyies. 'Etot cuvoyilovtag Bo pmopodoape vo avapEpovpie To 5N MG LEAAOVTIKTY
eEEMEN-010pOmon ¢ epyooiag:

o  Ektéleon tov SEmaQ®dV e S1apopeTIkn Te)voroyia (my html5) kot to unity va
YPNOUYLOTOLEITOL PLOVO KOTA TN d1dtKaGio Tov 0 ¥potng mailel To mayvidt.

e Eméktaon Tov GLOTAHOTOC OOTE Vo, AOUPAvel vIoOyM mePlocOTEPES UAONOLOKEG Kot un
SVoKOAlEG Ty GALD €101 CLTIGHOD 1) ELOIKEG AVAYKEC.

o  Xpnon nepiocdtepwv NUI cuokevdv extdc amd to Kinect mwy leap, myo.

e Eméktacn Tov cueTHHaTog Mote va propel vo mailel kou og tablets 1 smartphones.
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Hopaptnpa

Evéeiktiko koppatt K@owka
using UnityEngine;

using System.Collections;

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

using System.Xml.Serialization;
using System.IO;

using System.Text;

using System.Data;

using System;

using System.Net;

public class game_editor : MonoBehaviour
{
string path;
public GUISkin thisOrangeGUISkin;
TabProperties btn;
private List<List<TabProperties>> tabs_list = new List<List<TabProperties>>();
// lista pou periexei oles tis listes me tabs tou screen
private List<List<TabProperties>> subTabslList = new List<List<TabProperties>>();
// lista pou periexei oles tis listes me tabs tou screen
private List<int> disabled_buttons = new List<int>();
// lista pou periexei ta disapled buttons tis ka8es listas me tabs
private List<int> subDisabled_buttons = new List<int>();
// lista pou periexei ta disapled buttons tis ka8es listas me tabs
int ¢, y, k = 0, z, left, top, sceneCounter = 0;
private int selectedTab, selectedSubTab, selectedLibraryTabid;
string gameName = "Trial";
// Tabs kai subtabs
Dictionary<String, List<String>> objectCategories = new Dictionary<String,
List<String>>() { { "Scripts", new List<String>() { "All", "Motion", "Sounds",
"Controllers" } }, { "Artifacts", new List<String>() { "All", "Objects", "People",
"Numbers", "Shapes" } }, { "Backgrounds", new List<String>() { "All",
"Landscapes", "Plain" } }, { "Custom", new List<String>() { "Artifacts",
"Backgrounds" } } };
// an 8eloume h lista na exei proka8orismena tabs ta bazoume se mia lista string
ExpertXML loadedData;
//sth me8odo loadData fortwnei ola ta dedomena me tis odhgies pou exei dwsei o expert
// Save work
public ObjectsContainer scene_objects = new ObjectsContainer();
string _Filelocation, _FileName, _TemplateFile;
// Listes twn artifacts kai plhroforiwn tous
private List<string> texturePaths = new List<string>();
public Dictionary<string, string> artifactInfo, scriptInfo, backgroundInfo,
shapeInfo = new Dictionary<string, string>();
public List<LibraryObject> libraryObjects = new List<LibraryObject>();
public List<string> artifactsNames = new List<string>();
public bool showlLabel = false;
public bool nextline = false;
public GameObject mother_cube;
Texture2D temptexture;
public GameObject sceneGo;
public Dictionary<String, sceneProp> allScenes = new Dictionary<String,
sceneProp>();
//dictionary pou sth mia 8esh tou exei to onoma ths skhnhs kai sthn allh th
skhnh(gameobject) kai kapoies plhrofories gi auth.
public Dictionary<String, List<gameEditorObject>> goPerScene = new
Dictionary<String, List<gameEditorObject>>();
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//dictionary pou sth mia 8esh tou exei to onoma ths skhnhs kai sthn allh ta
gameobjects pou exoume valei mesa s'auth th skhnh

public List<gameEditorObject> goObject = new List<gameEditorObject>();
public sceneProp sceneprop = new sceneProp();

public GameObject scene;

public GameObject goByname;

//GUI vectors

Rect left_box = new Rect(20, 100, Screen.width / 3, Screen.height - 150);
private List<Rect> btnRects = new List<Rect>();

private Rect windowRect = new Rect(®, @, Screen.width, Screen.height);
private Rect leftGroupRect, rightGroupRect, leftBoxR, rightBoxr;

private int alignSubTabs = 0;

bool loadedDat = false;

//DEBUGGING OPTIONS
private static bool DEBUG_MODE = true; //For debugging make false before build
private string DEBUG_LOG;

public string activeScene;

private string selectedTabName, selectedLibraryTab;
private bool showSubTabs = false;

bool playButtonEnabled = false;

bool showPopUp = false, firstTime = true;

private string gameName2 = "";
//periexei to input string pou tha dwsei o xristis kata to save game
//bool for kinect viewer state toggle on GUI

private bool toggleTxt = false;

[/--------- Image upload ---------------

string si;

byte[] basearray;

Texture2D tex;

string imageName;

string imageVisibility;

string imageCategory;

List<Texture2D> CustomTextures = new List<Texture2D>();
CustomImagelList CustomArtifacts = new CustomImagelList();
[[/-==------- Image Upload-------------

public int alignInspector = 9;
private static Dictionary<string, List<string>> spriteComponents = new
Dictionary<string, List<string>>();

private string xPos = "0.0", yPos = "0.0", xRot = "0.0", yRot = "0.0";
private Rect rightArea, toolbox;
private Color startcolor;

public Vector2 scrollPosition = Vector2.zero;

public Vector2 tabScrollPosition = Vector2.zero;

private int tabScrollbarSize = 386;

private float detailScrollbarSize = 0.01f;

[[===mmmmaaan TRIAL AREA====---cccmcomeccccccccccccccscescsecccaceccccaaaa-
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// Use this for initialization
void Start()
{
//Save filepath and name
//_FileLocation = Application.dataPath + "/temp/";
_Filelocation = "http://83.212.105.106:85";
_FileName = "GameInfo.xml";
//to xml apo to expert menu (oi "odhgies" pou exei dwsei o expert gia ta paixnidia)
_TemplateFile = "templateInfo.xml";
if (DEBUG_MODE)
{

StartCoroutine(GetFileLocation());
¥

else
loadedData = SettingsHandler.getGameTemplate();

//tabs start here
tabs_list.Add(new List<TabProperties>());
//pros8etoume oses listes me tabs 8eloume (deksia me scenes)
tabs_list.Add(new List<TabProperties>());
//pros8etoume oses listes me tabs 8eloume (aristera me libraries)
disabled_buttons.Add(9);
// arxikopoioume ta disabled buttons
disabled_buttons.Add(0);
scene = GameObject.Find("Scene");
//Vriskei th skhnh pou uparxei hdh (cube)
goByname = new GameObject();

for (int i = @; 1 < objectCategories.Count; i++)

{
subTabsList.Add(new List<TabProperties>());
subDisabled_buttons.Add(0);
}
foreach (var pair in objectCategories)
{
TabProperties button = new TabProperties(c, true, pair.Key);
tabs_list[1].Add(button);
for (int i = @; i < pair.Value.Count; i++)
{
TabProperties buttonl = new TabProperties(c, true, pair.Value[i]);
subTabsList[c].Add(buttonl);
}
C++;
}

//rects of groups

leftGroupRect = new Rect(windowRect.x + 15, windowRect.y + 10,
(windowRect.width / 3), windowRect.height - 100);

//float rbcwidth = windowRect.width - (leftGroupRect.x + leftGroupRect.width)
- 35;

rightGroupRect = new Rect(250, -35, 520, 300);//height 30

//rects of boxes

leftBoxR = new Rect(®, 0, leftGroupRect.width, leftGroupRect.height);

rightBoxr = new Rect(@, @, rightGroupRect.width, rightGroupRect.height);

SettingsHandler.generateUniqueTime(); //Generating the unique time.
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if (!DEBUG_MODE)

loadData(

)5

//Diavasma vivlio8hkhs

texturePaths
texturePaths
texturePaths
texturePaths
artifactInfo
texturePaths.

texturePaths
texturePaths
texturePaths
scriptInfo =
texturePaths.

texturePaths
texturePaths

.Add("Artifacts/Objects");
.Add("Artifacts/People");
Add("Artifacts/Numbers");
.Add("Artifacts/Shapes");

= loadTextures(texturePaths);
Clear();

.Add("Scripts/Controllers");
.Add("Scripts/Motion");
.Add("Scripts/Sounds");

loadTextures(texturePaths);
Clear();

.Add("Backgrounds/Landscapes");
.Add("Backgrounds/Plain");

backgroundInfo = loadTextures(texturePaths);

texturePaths.

foreach (var

{

Clear();

pair in backgroundInfo)

// Debug.Log("prwth...." + pair.Key);

}

if (tabs_list
{
for (int

{

[@0].Count > 5)

i =5; i < tabs_list[@].Count; i++)

//sxedon

tabScrollbarSize = tabScrollbarSize + 80;
}

}

IEnumerator GetFilelLocation()
{
//creating form to for the upload.php (server-side)
WWWForm form = new WwWWForm();

//form elements with data we need to send to php
form.AddField("action", "query");
form.AddField("request", "template_loc");
form.AddField("SearchValue", SettingsHandler.getGameTemplateID());
Debug.Log("Form Created");
DEBUG_LOG = "Form Created";

//applying the form to the php script
WWW w = new WWW("http://83.212.105.106:85/getData.php", form);
yield return w;

//checking for errors
if (w.error != null)
{
Debug.Log(w.error);
DEBUG_LOG = w.error;
}
else
{
if (w.text == "-1")
46



}

Debug.Log("File not found");
DEBUG_LOG = w.text;

}

else

{
Debug.Log("File Location aquired successfull");
DEBUG_LOG = w.text;
path = _Filelocation + w.text + ".xml";
Debug.Log(path);
StartCoroutine(loadXML());

}

public void checkToEnablePlay()

{

}

if (playButtonEnabled)

{

GUI.enabled = true;
}
else
{

GUI.enabled = false;
}

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

private void OnGUI()

{

rightArea = new Rect(rightGroupRect.x, rightGroupRect.y + rightGroupRect.height
+ 200, 470, 130); //rename inspectoRect to rightArea
GUI.BeginGroup(rightArea);

GUI.Box(new Rect(@, ©, rightArea.width / 2, rightArea.height),

"Artifacts' Details");

scrollPosition = GUI.BeginScrollView(new Rect(®, ©, rightArea.width / 2,
rightArea.height * 9.9f / 10), scrollPosition, new Rect(o, 0, 0,
rightArea.height * 9.9f / 10 + (detailScrollbarSize)));

if (InteractWithGo.clickedSprite != null)

{

detailScrollbarSize = 130;
alignInspector = 0;
xPos =
scene_objects.getSingleObject(InteractWithGo.clickedSprite).getPosition(
).x.ToString();
yPos =
scene_objects.getSingleObject(InteractWithGo.clickedSprite).getPosition(
).y.ToString();
XRot =
scene_objects.getSingleObject(InteractWithGo.clickedSprite).get_Rotation
() .x.ToString();
yRot =
scene_objects.getSingleObject(InteractWithGo.clickedSprite).get_Rotation()
.y.ToString();
GUI.Label(new Rect(@, 30, 100, 50), "-Sprite's Name: ");
GUI.Label(new Rect(®, 70, 100, 50), "-Components: ");
string tempComponent;
GUI.TextField(new Rect(130, 30, 100, 20), InteractWithGo.clickedSprite);



if (InteractWithGo.spriteComponents[InteractWithGo.clickedSprite].Count
1=0)
{
for (int j = 0; j <
InteractWithGo.spriteComponents[InteractWithGo.clickedSprite].Count;
J++)
{
tempComponent = InteractWithGo.components[j];
GUI.Label(new Rect(15, (90 + (j * 20)), 1ee, 20),
InteractWithGo.components[j]);
if (GUI.Button(new Rect(115, (90 + (j * 20)), 20, 20), "x"))
{
scene_objects.getSingleObject(InteractWithGo.clickedSprite).
removeComponent (InteractWithGo.components[j]);
¥
alignInspector = j * 20;
detailScrollbarSize += 20;

}

GUI.Label(new Rect(®, 110 + alignInspector, 120, 30), "-Position: ");
GUI.Label(new Rect(20, 130 + alignInspector, 50, 20), "x: ");

xPos = GUI.TextArea(new Rect(60, 130 + alignInspector, 50, 20), xPos);
GUI.Label(new Rect(100, 130 + alignInspector, 50, 20), "y: ");

yPos = GUI.TextField(new Rect(140, 130 + alignInspector, 50, 20), yPos);
GUI.Label(new Rect(®, 160 + alignInspector, 120, 30), "-Rotation: ");
GUI.Label(new Rect(20, 180 + alignInspector, 50, 20), "x: ");

xRot = GUI.TextField(new Rect(60, 180 + alignInspector, 50, 20), xRot);
GUI.Label(new Rect(100, 180 + alignInspector, 50, 30), "y: ");

yRot = GUI.TextField(new Rect(140, 180 + alignInspector, 50, 20), yRot);
if (GUI.Button(new Rect(100, 220 + alignInspector, 50, 30), "Apply"))

{

}

Debug.Log("xpos" + xPos);

}

GUI.EndScrollview();

GUI.Box(new Rect(rightArea.width / 2 + 5, @, rightArea.width / 2 - 5,

rightArea.height), "Animation window");

GUI.EndGroup();

if (showPopUp)

{
GUI.Window(®@, new Rect((Screen.width / 2) - 150, (Screen.height / 2) - 75
, 300, 190), showPopUpWindow, "Save Game");

}

//end- to pop up widnow

int align = 12;

int x = 0;
if (showLabel)
{

GUI.skin.label.alignment = TextAnchor.UpperCenter;
for (int i = @; 1 < artifactsNames.Count; i++)

{
if (i % 2 == 0)
{
X = 1;
align += 120;
GUI.Label(new Rect(100, align, 70, 100), artifactsNames[i]);
¥
else
{

GUI.Label(new Rect(100 + (x * 75), align, 70,



100),artifactsNames[i]);
X++;

}
¥

Color col = GUI.backgroundColor;

GUI.backgroundColor = new Color(e, 0, 0, 0);

btnRects.Add(new Rect(10, 10, 160, 30));

for (int i = 1; 1 < 4; i++)

{
btnRects.Add(new Rect(btnRects[i - 1].x + btnRects[i - 1].width + 10,
btnRects[i - 1].y, btnRects[i - 1].width, btnRects[i - 1].height));

¥

GUI.backgroundColor = col;
GUI.BeginGroup(rightGroupRect);

tabScrollPosition = GUI.BeginScrollView(new Rect(30, 30, 385, 50),
tabScrollPosition, new Rect(®, @, tabScrollbarSize, 90));

if (loadedDat)

{
for (int i = @; i < tabs_list[@].Count; i++)
{
btnCreate(i, 6 + i * (388 / 5), 5, 388 / 5, 30, "Scene " + (i + 1),0);
}
}
[/ === oo

GUI.enabled = true;

GUI.EndScrollView();

if (GUI.Button(new Rect(®, 35, 30, 45), "+"))
//otan path8ei to + vazei epipleon skhnes. Tou epitrepei mono oses exei pei o
expert(loadedData.getMaxScenes())

{

if (sceneCounter < loadedData.getMaxScenes())
{
sceneGo = (GameObject)Instantiate(scene,
scene.transform.position, scene.transform.rotation);
sceneCounter++;
sceneGo.name = "Scene " + sceneCounter;
sceneProp scenepropl = new
sceneProp(sceneGo.name,GetInstanceID().ToString(), sceneGo);
allScenes.Add("Scene " + sceneCounter, scenepropl);
goPerScene.Add("Scene " + sceneCounter, new List<gameEditorObject>());
foreach (KeyValuePair<string, sceneProp> pair in allScenes)

{
}

TabProperties button = new TabProperties(c, true, "Scene " + (c + 1));
tabs_list[0].Add(button);

Debug.Log(pair.Key);

if (sceneCounter > 5)

{
}

tabScrollbarSize = tabScrollbarSize + 80;

}

else
Debug.Log("More scenes are not allowed");
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}

GUI.EndGroup();
GUI.BeginGroup(leftGroupRect);

z = 0;

left = 0;

top = 0O;

if (objectCategories.Count % 3 > 9)
{

}

foreach (var pair in objectCategories)

alignSubTabs = objectCategories.Count / 3 * 30;

if (z %3 == 0 && z > 9)

{
left = 0;
top = 1;
if (pair.Key.Length > 9)
{
btnCreate(z, left, top * 30, 90, 30, pair.Key, 1);
¥
else
{
btnCreate(z, left, top * 30, 70, 30, pair.Key, 1);
}
}
else
{
if (pair.Key.Length > 9)
{
btnCreate(z, left * (210 / 3), top * 30, 90, 30, pair.Key, 1);
}
else
{
btnCreate(z, left * (210 / 3), top * 30, 70, 30, pair.Key, 1);
}
}
Z++;
left++;



o1

if (showSubTabs)

{
selectedSubTab = 0;
for (int i = @; i < subTabsList[selectedLibraryTabid].Count; i++)
{
if (subTabsList[selectedLibraryTabid][i].getName().Length > 9)
{
btnCreateSubTabs(i, @, (40 + (i * 40)) + alignSubTabs, 85, 30,
subTabsList[selectedLibraryTabid][i].getName(),
selectedLibraryTabid);
}
else
{
btnCreateSubTabs(i, @, (40 + (i * 40)) + alignSubTabs, 75, 30,
subTabsList[selectedLibraryTabid][i].getName(),
selectedLibraryTabid);
}
}
}

GUI.enabled = true;
GUI.EndGroup();

if (GUI.Button(new Rect(20, 500, 75, 30), "Upload"))
{

Application.ExternalCall("uploadWindow", UserInformationHandler.getUserID());

}

if (GUI.Button(new Rect(Screen.width-110,Screen.height - 30, 100, 30),"Back"))
{
switch (UserInformationHandler.getUserAccess())
{
case O:
Application.LoadLevel("admin_menu");
break;
case 1:
Application.LoadLevel("expert_menu");
break;
case 2:
Application.LoadLevel("educator_menu");
break;

}

if (GUI.Button(new Rect(Screen.width - 110, Screen.height - 60, 100, 30),
"Kinect Viewer"))

{
¥

if (GUI.Button(new Rect(Screen.width - 110, Screen.height - 90, 100, 30),
"Save Game"))

Application.LoadLevel("kinectUpperSkeleton™");

{
if (playButtonEnabled == false)
showPopUp = true;
}
}
checkToEnablePlay();



if (GUI.Button(new Rect(Screen.width - 110, Screen.height - 120, 1ee, 30),
"Play Game"))

if (playButtonEnabled)

saveData();

}
System.Threading.Thread.Sleep(2000);

Application.LoadLevel("play_scene");

}
if (DEBUG_MODE)
{
GUI.Label(new Rect(-20, 558, 360, 100), DEBUG_LOG);
}

//Creates the tabs(buttons)

//an to button pou patietai exei name pou iparxei mesa sto allScenes(dld an path8ei

public void btnCreate(int i, float left, float top, float width, float height,

string name, int tab_id)

GUI.enabled = tabs_list[tab_id][i].getState();
if (GUI.Button(new Rect(left, top, width, height), name))

if (allScenes.ContainsKey(name))

scene tab) tote kalei autes tis me8odous

//alliws an
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{
saveScene();
placeScene(name);
}
Else
path8ei ena apo ta tabs aristera(sprites,scripts klp) kalei auth th me8odo
{
showLabel = false;
for (int x = @; x < subTabsList.Count; x++)
{
for (int y = 0; y < subTabsList[x].Count; y++)
{
subTabsList[x][y].setState(true);
}
}
displaceAll();
showSubTabs = true;
selectedLibraryTab = name;
selectedLibraryTabid = i;
}

selectedTabName = name;
selectedTab = i;

try

{

}

catch { }
tabs_list[tab_id][selectedTab].setState(false);
disabled_buttons[tab_id] = selectedTab;
GUI.enabled = true;

tabs_list[tab_id][disabled buttons[tab_id]].setState(true);



public void btnCreateSubTabs(int i, float left, float top, float width, float height,
string name, int tab_id)

{
selectedSubTab = 0;
GUI.enabled = subTabsList[tab_id][i].getState();
if (GUI.Button(new Rect(left, top, width, height), name))
{
showArtifacts(name);
showLabels(selectedLibraryTab + "/" + name);
selectedSubTab = i;
try
{
subTabsList[tab_id][subDisabled_buttons[tab_id]].setState(true);
}
catch { }
subTabsList[tab_id][selectedSubTab].setState(false);
subDisabled_buttons[tab_id] = selectedSubTab;
GUI.enabled = true;
}
}
public void showLabels(string path)
{
List<string> names = new List<string>();
string[] filename = path.Split('/");
for (int i = @; i < libraryObjects.Count; i++)
if (libraryObjects[i].getCategory() == filename[1])
{
names.Add(libraryObjects[i].getName());
}
}
if (filename[1] == "All")
{
for (int i = @; i < libraryObjects.Count; i++)
{
if (libraryObjects[i].getKind() == filename[0])
{
names.Add(libraryObjects[i].getName());
}
}
}
artifactsNames = names;
showLabel = true;
}

//me8odos h opoia krataei mprosta th skhnh pou patietai kai diwxnei(pisw apo thn
camera) oles tis ipoloipes mazi me ta artifacts pou tous exoume valei panw
public void placeScene(string sceneName)
{
//removes scenes
foreach (KeyValuePair<string, sceneProp> pair in allScenes)

{
sceneProp sceneObj = allScenes[pair.Key];
sceneObj.getScene().transform.position = new Vector3(@, @, -15);
Debug.Log("Remove scenes");

¥
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//removes artifacts
List<gameEditorObject> objectPerScene = new List<gameEditorObject>();
foreach (KeyValuePair<string, List<gameEditorObject>> pair in goPerScene)

{
objectPerScene = goPerScene[pair.Key];
for (int i = @; i < objectPerScene.Count; i++)
{
objectPerScene[i].getGo().transform.position = new Vector3(e, 0, -15);
}
}

//Places the right scene in front
sceneProp sceneObjl = allScenes[sceneName];
sceneObjl.getScene().transform.position = new Vector3(1.208702f, 2.067295f,
4.782515f);//test Y = 0.6580517 Y
List<gameEditorObject> objectPerScenel = new List<gameEditorObject>();
for (int i = @; i < goPerScene[sceneName].Count; i++)

{
objectPerScenel.Add(goPerScene[sceneName][i]);
}
for (int i = @; i < objectPerScenel.Count; i++)
{
objectPerScenel[i].getGo().transform.position =
objectPerScenel[i].getPosition();
}

activeSceneHandler.setActiveScene(sceneName);
activeScene = sceneName;
Debug.Log("active scene

+ sceneName);

}

// dokimastiki sinartisi gia tin swsti apotiposi ton instatiated object
private Vector3 ToPixel(Vector3 cord)
{
cord = Camera.main.ScreenToWorldPoint(cord);
return (cord);

}

//analoga me to poio apo ta library tabs patietai emfanizontai ta katallhla artifacts
public void showArtifacts(string name)
{
List<string> scripts = new List<string>();
//object instatiation here
if (selectedLibraryTab == "Artifacts")
{

switch (name)
{
case "All":
case "People":
case "Objects":
case "Numbers":
case "Shapes":
scripts.Clear();
scripts.Add("ClickOnEditorObjects");
show(artifactInfo, scripts, "Artifacts/" + name, name);
break;
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if (selectedLibraryTab == "Scripts")
{

switch (name)
{
case "All":
case "Controllers":
case "Motion":
case "Sounds":
scripts.Clear();
scripts.Add("ScriptAddCollision™);
scripts.Add("ScriptNumbersOnObjects");
scripts.Add("RandomNumber™);
scripts.Add("ScriptScore");
scripts.Add("ScriptAddBasket");
scripts.Add("ScriptTimer");
scripts.Add("KinectScript");
scripts.Add("ScriptCharMotor");
scripts.Add("ScriptMoveBall");
scripts.Add("ScriptPickFlower");
scripts.Add("ScriptRotate");
scripts.Add("ScriptSound™);
show(scriptInfo, scripts, "Scripts/" + name, name);
break;
}
}
if (selectedLibraryTab == "Backgrounds")

{

switch (name)
{
case "All":
case "Landscapes":
case "Plain":
scripts.Clear();
scripts.Add("ScriptBackground");

show(backgroundInfo, scripts, "Backgrounds/" + name, name);

break;

}
b
if (selectedLibraryTab == "Custom")

{
switch (name)
{
case "Artifacts":
scripts.Clear();
scripts.Add("ClickOnEditorObjects™);
ShowCustomArtifacts(scripts);
break;
case "Background":
scripts.Clear();
scripts.Add("ScriptBackground");
ShowCustomBackgrounds(scripts);
break;

}

private void ShowCustomBackgrounds(List<string> scripts)

{
}

throw new NotImplementedException();



private void ShowCustomArtifacts(List<string> scripts)

{
bool loaded = false;
bool categorylLoaded = false;
if (libraryObjects.Count == 0)
{
StartCoroutine(GetCustomArtifacts(scripts));
}
else
{
for (int i = @; i < libraryObjects.Count; i++)
{
if (libraryObjects[i].getKind() == selectedLibraryTab)
{
placeAll(selectedLibraryTab);
categorylLoaded = true;
}
}
if (!categoryLoaded)
{
StartCoroutine(GetCustomArtifacts(scripts));
categoryLoaded = false;
}
}
}

private void instantiateCustomArtifacts(List<string> scripts)

{

mother_cube = GameObject.Find("mother_cube");

for (int i = @; i < CustomTextures.Count; i++)
{
GameObject go = (GameObject)Instantiate(mother_cube, new Vector3(e, o,
10f), mother_cube.transform.rotation);
go.AddComponent(scripts[0]);
if (CustomTextures[i] != null)

{
}

else

{

}
libraryObjects.Add(new LibraryObject("Custom",

CustomArtifacts.getImage(i).getName(), "Artifacts”,
go));placeArtifacts("Artifacts");

go.renderer.material.mainTexture = CustomTextures[i];

Debug.Log("Texture empty");

}

public void show(Dictionary<string, string> artifactsInfo, List<string> scripts,
string folderName, string name)

{
bool loaded = false;

bool categorylLoaded = false;

if (libraryObjects.Count == )
{

}

else

instantiateArtifacts(artifactsInfo, scripts, name);



if (name == "AlIl")
{
for (int i = @; i < libraryObjects.Count; i++)
{
if (libraryObjects[i].getKind() == selectedLibraryTab)
{
placeAll(selectedLibraryTab);
categorylLoaded = true;
}
}
if (!categorylLoaded)
{
instantiateArtifacts(artifactsInfo, scripts, name);
categorylLoaded = false;
}
}
else
{
for (int i = @; i < libraryObjects.Count; i++)
{
if (libraryObjects[i].getCategory() == name)
{
placeArtifacts(name);
loaded = true;
}
}
if (!loaded)
{
instantiateArtifacts(artifactsInfo, scripts, name);
loaded = false;
}
}

}

//Method that places right artifacts in front and displaces the others when changing
library tab
public void placeArtifacts(string name)

{
float x = 9;//left
float y = 6.3f;//height
int ¢ = 0;
for (int i = @; i < libraryObjects.Count; i++)
{
if (libraryObjects[i].getCategory().Equals(name))
{
if (c % 2 == 9)
{
y -= 2.0f;
x = -5.7F;
libraryObjects[i].getLibraryGo().transform.position = new
Vector3(x, y, 0);
C++;
}
else
{
X = (x + 1.2F);
libraryObjects[i].getLibraryGo().transform.position = new
Vector3(x, y, 0);
C++;
}
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libraryObjects[i].getLibraryGo().transform.position = new
Vector3(0,0,-10);

}

//Method that displaces all artifacts behind the camera at scene transition
public void displaceAll()
{ for (int i = @; i < libraryObjects.Count; i++)

{

libraryObjects[i].getLibraryGo().transform.position = new Vector3(e, 0, -
10);

}

//Method that places right artifacts in front at scene transition
public void placeAll(string name)

{
float y = 6.3f;
float x 0;
int ¢ =

0;
bool loaded = false;

for (int i = @; i < libraryObjects.Count; i++)

{
if (libraryObjects[i].getKind().Equals(name))
{
if (c % 2 == 9)
{
y -= 2.0f;
x = -5.7f;

libraryObjects[i].getLibraryGo().transform.position = new
Vector3(x, y, 0);

C++;
}
else
{
X = (x + 1.2f);
libraryObjects[i].getLibraryGo().transform.position = new
Vector3(x, y, 0);
C++;
}
}
else
{
libraryObjects[i].getLibraryGo().transform.position = new Vector3(e, @,
-10);
}
}
if (!loaded)
{
}
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public void instantiateArtifacts(Dictionary<string, string> artifactsInfo,
List<string> scripts, string name)
{
k = 0;
c =5;
string[] filenames;
List<GameObject> gameObjectList = new List<GameObject>();
mother_cube = GameObject.Find("mother_cube");
foreach (KeyValuePair<string, string> pair in artifactsInfo)
{
string foldername = pair.Value;
filenames = foldername.Split('/");
GameObject go = (GameObject)Instantiate(mother_cube, new Vector3(e, o,
10f),mother_cube.transform.rotation);
temptexture = (Texture2D)Resources.Load(pair.Value + "/" + pair.Key);
if (scripts.Count > 1)
{
go.AddComponent(scripts[k]);
k++;
}

else

{

}
if (temptexture != null)

{
}
else

{
}

go.AddComponent(scripts[0]);

go.renderer.material.mainTexture = temptexture;

Debug.Log("Texture empty");

libraryObjects.Add(new LibraryObject(filenames[0], pair.Key,
filenames[1], go));

if (name == "All")

{

}

else

{
¥

placeAll(selectedLibraryTab);

placeArtifacts(name);

}

//components pou exei mesa to pop up window

public void showPopUpWindow(int windowID)

{
GUI.Label(new Rect(65, 40, 200, 30), "Game Name");
if (firstTime)

{
if (!String.IsNullOrEmpty(SettingsHandler.getGameName()))
{
gameName2 = SettingsHandler.getGameName();
firstTime = false;
}
}

gameName2 = GUI.TextField(new Rect(65, 60, 170, 30), gameName2, 990);
if (GUI.Button(new Rect(65, 100, 75, 30), "OK"))
{

SettingsHandler.setGameName(gameName2);

if (playButtonEnabled == false)



saveData();
playButtonEnabled = true;

}
showPopUp = false;
}
if (GUI.Button(new Rect(65 + 75 + 20, 100, 75, 30), "Cancel"))
{
showPopUp = false;
}

private void saveData()

{
StartCoroutine("UploadFile");
¥
IEnumerator loadXML()
{
WWW w = new WWW(path);
while (!w.isDone)
{
yield return new WaitForSeconds(@.5f);
}
yield return w.text;
Debug.Log(w.text);
XmlSerializer xmlSerializer;
Debug.Log("Serializer rdy");
byte[] byteArray = Encoding.UTF8.GetBytes(w.text);
Debug.Log("Bytearray rdy");
MemoryStream stream = new MemoryStream(byteArray);
Debug.Log("Memory stream ready");
try
{
Debug.Log("Trying....");
xmlSerializer = new XmlSerializer(typeof(ExpertXML));
loadedData = (ExpertXML)xmlSerializer.Deserialize(stream);
}
catch { }
Debug.Log("loading...");
temptexture = null;
loadData();
}

private void loadData()
{
bool firstTabCreated = false;
for (sceneCounter = @; sceneCounter < loadedData.getMinScenes();
sceneCounter++)
{
//vazei toses skhnes oses epitrepei o expert(plhroforia apo xml)
sceneGo = (GameObject)Instantiate(scene, new Vector3(2.2f, 0.35f, 4.782515f),
scene.transform.rotation);

sceneGo.name = "Scene " + (sceneCounter + 1);
sceneprop = new sceneProp(scene.name, sceneGo.GetInstanceID().ToString(),
sceneGo);

allScenes.Add("Scene " + (sceneCounter + 1), sceneprop);
goPerScene.Add("Scene " + (sceneCounter + 1), new List<gameEditorObject>());
Debug.Log("Scene counter " + sceneCounter);
¥
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foreach (KeyValuePair<string, sceneProp> pair in allScenes)

// vazei tosa tabs osa einai kai ta scenes pou dhmiourgh8hkan pio panw
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}

{
if (!firstTabCreated)
{
TabProperties buttonl = new TabProperties(c, false, pair.Key);
tabs_list[@].Add(buttonl);
firstTabCreated = true;
placeScene(pair.Key);
}
else
{
TabProperties button = new TabProperties(c, true, pair.Key);
tabs_list[@].Add(button);
}
}

loadedDat = true;
Debug.Log("Loading data completed");

public void saveScene()

{

}

for (int i = @; i < goObject.Count; i++)

{

}
goObject.Clear();

goPerScene[activeScene].Add(goObject[i]);

//upload script
IEnumerator UploadFile()

{

string userID;
if (DEBUG_MODE)

{
UserInformationHandler.setUserID(1);
userID = "1";
}
else
{
userID = UserInformationHandler.getUserID().ToString();
}

XmlSerializer serial = new XmlSerializer(typeof(ObjectsContainer));
MemoryStream memoryStream = new MemoryStream();

XmlTextWriter xmlTextWriter = new XmlTextWriter(memoryStream, Encoding.UTF8);
serial.Serialize(xmlTextWriter, scene_objects);

memoryStream = (MemoryStream)xmlTextWriter.BaseStream;

//converting the xml to bytes to be ready for upload

byte[] Data = memoryStream.ToArray();

//setting the unique time so the game won't create multiple inserts into
database

string fileName;
fileName = "GameInfo.xml"; //file name where the xml will be saved

memoryStream.Close();

//creating form to for the upload.php (server-side)
WWWForm form = new WWWForm();

//form elements with data we need to send to php



form.AddField("action", "upload");

form.AddField("file", "file");

form.AddField("user_id", userID);

form.AddField("type", "game");

form.AddField("timestamp", SettingsHandler.getUniqueTime());
form.AddField("Gamename", SettingsHandler.getGameName());

if (String.IsNullOrEmpty(SettingsHandler.getGameDescription()))
//--just for quick run se periptwsi pou den exei description

{

}
form.AddField("GameDesc", SettingsHandler.getGameDescription());

SettingsHandler.setGameDescription("blah blah description");

if (SettingsHandler.getGameVisibility().Equals(null))
//--just for quick run -

{

}
form.AddField("GameVis", SettingsHandler.getGameVisibility());

form.AddBinaryData("file", Data, fileName, "text/xml");
//in this line we add the binary code
Debug.Log("binary data added ");
DEBUG_LOG = "Binary data added ";
//applying the form to the php script
WWW w = new WWW("http://83.212.105.106:85/upload.php"”, form);
yield return w;
//checking for errors
if (w.error != null)

{

SettingsHandler.setGameVisiblity(9);

Debug.Log(w.error);
DEBUG_LOG = w.error;

}
else
{
Debug.Log("Files sent successfully!");
DEBUG_LOG = "Files sent successfully!";
}

}

private Dictionary<string, string> loadTextures(List<string> paths)

{

Dictionary<string, string> loadedTextures = new Dictionary<string, string>();

for (int i = @; i < paths.Count; i++)

{
UnityEngine.Object[] textures = Resources.LoadAll(paths[i]);
for (int j = ©; j < textures.Length; j++)
{
loadedTextures.Add(textures[j].name, paths[i]);
string s = paths[i];
string[] words = s.Split('/");
//Debug.Log(words[1]);
//Debug.Log(textures[j]);
}
}

return loadedTextures;

}
#region Upload Image methods

public void setBaseString(string base64)
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}

sl = base64.Split(',"')[1];

imageName = base64.Split(',"')[2];
imageVisibility = base64.Split(',"')[3];
basearray = System.Convert.FromBase64String(sl);
tex = new Texture2D(128, 128);
tex.LoadImage(basearray);
StartCoroutine(UploadImage(basearray));

IEnumerator UploadImage(byte[] data)

{

string userID;

//userID = "1"; //DELETE THIS AND UNCOMMENT THE FOLLOWING LINE BEFORE RELEASE
userID = UserInformationHandler.getUserID().ToString();

string fileName;
fileName = ".png"; //file name where the xml will be saved

//creating form to for the upload.php (server-side)
WWWForm form = new WWWForm();

//form elements with data we need to send to php
form.AddField("action", "upload");

form.AddField("file", "file");

form.AddField("user_id", userID);

form.AddField("type", "Image");

form.AddField("ImageName", imageName);
form.AddField("ImageVisibility", imageVisibility);
form.AddField("timestamp", SettingsHandler.getUniqueTime());
form.AddBinaryData("file", data, fileName, "image/png");

//in this line we add the binary code
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}

Debug.Log("binary data added ");

//applying the form to the php script
WWW w = new WWW("http://83.212.105.106:85/upload.php"”, form);
yield return w;

//checking for errors

if (w.error != null)
{
Debug.Log(w.error);
}
else
{
Debug.Log("Files sended successful!");
}

IEnumerator GetCustomArtifacts(List<string> scripts)

{

string userID;

//userID = "1"; //DELETE THIS AND UNCOMMENT THE FOLLOWING LINE BEFORE RELEASE
userID = UserInformationHandler.getUserID().ToString();

//creating form to for the upload.php (server-side)

WWWForm form = new WWWForm();
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//form elements with data we need to send to php
form.AddField("action", "images");

form.AddField("userid", userID);

Debug.Log("Form Created");

DEBUG_LOG = "Form Created";

//applying the form to the php script

WWW reply = new WWW("http://83.212.105.106:85/getData.php", form);
yield return reply;

//checking for errors

if (reply.error != null)

Debug.Log(reply.error);
DEBUG_LOG = reply.error;
}

else
{
if (reply.text == "-1")
{
Debug.Log("Data not found");
DEBUG_LOG = reply.text;
}
else
{
Debug.Log(reply.text);
XmlSerializer xmlSerializer;
byte[] byteArray = Encoding.UTF8.GetBytes(reply.text);
MemoryStream stream = new MemoryStream(byteArray);
try
{
xmlSerializer = new XmlSerializer(typeof(CustomImagelList));
CustomArtifacts(CustomImagelList)xmlSerializer.Deserialize(stream);
}

catch (Exception e)

{
¥

StartCoroutine(GetTextures(scripts));

Debug.Log(e.Message.ToString());

¥
}

IEnumerator GetTextures(List<string> scripts)

{

for (int i = @; i < CustomArtifacts.getImageList().Count; i++)
{
string url = "http://83.212.105.106:85/users/" +
CustomArtifacts.getImage(i).getOwnerID() + "/images/" +
CustomArtifacts.getImage(i).getID() + ".png";
WWW www = new WWW(url);
yield return www;
Texture2D ctexture = www.texture;
ctexture.name = "Custom/" + CustomArtifacts.getImage(i).getOwnerID() +
"/" + CustomArtifacts.getImage(i).getID();
CustomTextures.Add(ctexture);

}

instantiateCustomArtifacts(scripts);

}

#endregion
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public GameObject getObjectByName(string name)

{
for (int i = @; i < goPerScene[activeSceneHandler.getActiveScene()].Count;
i++)
{
if (goPerScene[activeSceneHandler.getActiveScene()][i].getGo().name == name)
{
goByname = goPerScene[activeSceneHandler.getActiveScene()][i].getGo();
}
}
return goByname;
}
public void removeObjectByName(string name)
{
for (int i = @; i < goPerScene[activeSceneHandler.getActiveScene()].Count; i++)
{
if (goPerScene[activeSceneHandler.getActiveScene()][i].getGo().name == name)
{
Destroy(goByname =
goPerScene[activeSceneHandler.getActiveScene()][i].getGo());
goPerScene[activeSceneHandler.getActiveScene()].RemoveAt(i);
}
}
}
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