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Iepiinyn

To avrtikeipevo TG TTVYOKNG pyaciog ivor 0 oxedlaopndc Kot 1 LAOTOINon €vOg
TOLVIOL0V OOV O TOUKTNG TPEMEL VO OAANAETIOPACEL LE £Vl Stream OVTIKEILEVMVY TTOL EPYOVTOL
KOTATOV® TOV, 6TOV pLOUS EVOC EMAEYUEVOD LLOVGTIKOV KOUUOTIOV, LE TN fonfeta KatdAAn Aoy
yeprompiov (VR motion controllers). Ta dwabéopa "émAa" pumopel vo dtapépovv avdroya 1o
mode tov Tayvidov mov £xet emtheytet (lightsabers, rifles, aomidec).

KéBe avtikeipevo Ba elvan gite évog kOPog, pe tov omoio mpémel va vapEel aAnienidopaon,
elte aAla avtikeipeva 0nwc POUPeg - ceaipidia Ta omoia o maiktng Oo Tpémel va amoPHyeL.

H ceprokn dnuovpyio tov aviikelnévoy, Bo onpovpyeital omd Toug 101006 TOVE TUIKTES, LUE
™ Ponbela evog evowpotopuévov Game Editor, émov Ba dievbetiicovv 10 Guyypovicud twv
OVTIKELLEVAOV |LE TO LOVGIKO KOUUATL.

"o v arobnKevon kot v edptwon tov Level, Ba ypnoyoromBovv JSON apyeia, ta omoia
Ba ypnoyomotei n Unity yio tnv ceplaky dnpiovpyic tov

OVTIKEIUEVOV.

Amapaimro yio v onpovpyio tov aviikeyévov givar to BPM (aka Beats Per Minute) tov
EMAEYUEVOD LOVGIKOD KOUUATION, KOOMG Kot 1) S14pKELD TOV.

To mayviol Ba avartuyBel oto Unity Game Engine kot yio TV bTOGTHPIEN EWKOVIKNG
apaypotikdtrag (VR) Ba ypnowomombet 1o epyareio Steam VR Plugin and 1o Asset Store
¢ Unity.

AndTepOg 0KOTOC givarl va mpocpépetan "Immersion" otov maiktn, pécw g ¥prons tov VR
Headset ka1 tov VR controllers.

Abstract

The subject of the thesis is the design and implementation of a game, so that the player
interacts with a stream of objects that come towards him, to the rhythm of a selected music
track, using appropriate controls (VR motion controllers).

The available "weapons" may differ depending on the selected game mode. (lightsabers, rifles,
shields). Each item will be either a cube with which you interact, or other items such as bombs
- spheres that the player must avoid.

The stream of objects will be created by the players themselves, using the built-in Game Editor,
where they will arrange the synchronization of the objects with the music track.

To save and load the Level, JSON files will be used, which will be imported in Unity to create
the stream of objects.

Necessary to create the stream of objects, is the BPM (aka Beats Per Minute) of the selected
music track, as well as its duration.

The game will be developed using Unity Game Engine. For Virtual Reality support,

the Steam VR Plugin tool from Unity's Asset Store will be used.

The ultimate goal is to offer "Immersion" to the player, through the use of VR Headset and VR
controllers.
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Kepdiaro 1 : Evsayoy

Tnv tehevtoio dekoeTion, 1 TEYVOAOYIOL TNG EIKOVIKNG TPOYUOTIKOTNTAG OVOMTOGGETOL LE
paydaiovg pvOuovg. H teyvoroyio avtn ypnotpomotel nAEKTpovIKG HESH , OOTE va Yivel
Tpocopoimon ewovik®v mepParloviov. O ckomdg ewvat vo dnpovpysitat yevdaicOnon otov
APNOTN, OTL amoterel HEPOG ALTOV TOL EIKOVIKOD TTEPPAAAOVTOG, VD TOpdAANA prmopel va
nepumAovnOel kot vo oAAnAemidpdost o ovtd. Kot mov 0o ékave oe €dv un ewwovikd
neplPaAlov.

[ToAv onuovtiko, yoo TV KOTdAANAN eufvbion (Immersion) Tov ¥pNOTN GTOV KOCUO TNG
EIKOVIKNG TPAYUOTIKOTNTOC, EVOL 1 OTOUOVEOGT TOV 01GONCE®V TOV, OO TOV TPOYLATIKO
KOGLLO, KO 1] OVTIKOTAGTACT OQUTMV LE OVTIGTOLES EIKOVIKEG — WYELOELS aicnoelg. Avtég ot
YELOAGONGELS, OMLOVPYOVVTOL LEGH TV NAEKTPOVIKMOV GUGTNLATOV, TOL TPOGOUOLALOVV id
EIKOVIKY] TPOYLLATIKOTNTOL.

Ot mo onuavtikég oasOnoelg tov avBpamov swvor 1 dpaon kot 1 akon. Metémerta ewval Kot M
apn. Avtég ewor ot Pookég owcOnoelg mov ypnolwomolel €va CUGTNUO  EIKOVIKNG
TPOUYUOTIKOTNTOG, TPOKEUEVOD VaL OTLLIOVPYNGEL TNV KAADTEPT SLUVOTH EUTTELPIR GTOV YPNOTN.
‘Etol éva 1€1010 GUOOGTNUHO, TPEMEL VO YPNOULOTOIEL GTEPEOCKOTIKY] OPOGT, TO ONOL0
emtuyydvetar pe v ypnon 6vo obovav (o yio ke pdtt), mov 1 KAbe pia XEL SOPOPETIKY
yovia 0éaong. Me avth v TeYVIKT dnpovpyeitan 1 yevdaicOnon tov fabovg ctov yprotn.
Emiong onuavtikn ewvai n ypnomn 6TeEPE0GKOTIKOD TPIOIAGTATOL X0V, KOOGS etval omapoitnTo
v TNV PPodion otov elkovikd KOGHo. MEC® TOV GTEPEOGKOMIKOD YOV O YPNOTNG UTOPEL VAL
avTIANeOel TNV VTTOPEN KATOLOS NYNTIKNG TTNYNG GTOV EIKOVIKO KOGLO, KAOMDGS Kot TV Tomofecio
g 610 mEPPEALOV aVTO.

‘Etot av yiver 0 cuvdvacopog OAwv Tov mopamdve, pall pe v cmotn aviyvevon tov VR
Headset ka1 tov VR yepompiov, Bo onpovpysitor otov ypNnotn, o PECAMOCTIKN
Tpocopoimwon vog eikovikov kocuov. (Wikipedia, 2020)

[No v avértoén ewovikav  mepIPoALlOVI®OV, TPOGOUOIMGEMY KOl TOLVIOIOV Yo
EKTAOEVTIKOVG okomoVg (Serious Games), yiveTar ypnomn GUYYPOVOV UNYOVAOV OvVATTUENG
Bwreomayvidoidv (Game Engines), mov omoteAovV TNV KOTOAANAN €MAOYN YL OVTEG TIG
dnpovpyieg, kaBdg tnpoHv OAeg Tig TEXVIKEG Tpolmobéselc. (Movotdkag K., 2015)

H ypfion g eKovikng TparyLaTIKOTNTOG, EKTOC OO TOV EKTALOEVTIKO TOUEN, EPAPUOCETOL KOt
o€ GAAovG Topelc. Mepikol amo aTOVG EVOIL 1) EIKOVIKT TPOCOUOIMOT SAPOP®Y LOVTEA®YV,
O™ EIKOVIKA oTiTIo 1) oKOpaL Ko Stapopeg epmelpieg eppodione (Immersion), OT®G 1) EIKOVIKT
EMIOKEYT TOVPIOTIKAOV HVNUEI®V 1 OKOLLOL KO LOVGEIWV.

EmmAéov évag axoun topéac, otov omolo Ba euPabdvovue ewvor n yoyoyoyio péowm g
EKOVIKNG mpoypotkotnras. Kot mo ocuykekpipéva HECH TOV EUTEPIOV TOV EKOVIKOV
Bwteomaryvididv. XpnolHonoimdvtag vt TV te)vorloyia Ba avamtuybel kot 0o vAomomBel Eva
PLOUIKS LOVGIKO TTOLYVIOL EIKOVIKNG TPOYLOTIKOTNTOGC, e 6KOTO TNV UfvBion Kot youyayoyio
TOL TaiKTY.
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1.1 YAko

Ymépyovv S1apopec GUOKELEG GTNV XPNOT TNG EKOVIKNG Tpaypotikdtntag. Ot Pacikég
ovokevég etvar o VR Headset (yvold e.m.) kou T VR controllers (yeipiompia €.1.). Xtnv
GLYKEKPLUEVN VAOTOINGN, ypnopwonombnke to kit g Lenovo, pe v ovopacio Explorer.
Av16 o kit ypnopomotet teyvoroyikd Standard tng Microsoft, Tng c€pdg EIKOVIK®OV GLOKEVGOV,
pe v ovopocio Windows Mixed Reality.

Eixova I - Lenovo Explorer VR Headset

To ocvykekpipévo VR Headset eivor eEomopévo pe por 086vn v kaBe pdr, pe
ovvolkn avaivon 2880 x 1440 pixel, FOV (Ileprpepelaxn dpaon) otig 110 poipeg kot pubud
avavémong kopé, ota 90hz. IN'evikd, mpoteivetan va €govv peydin avaivon kot peydlo puouo
avavEOONG KapE, ETCL MOTE PNV ONUIOLPYEL oTOV YpNoTn dvspopia ((ardda — vavTtia), Kot va
TOV TPOCOEPEL EUPVOION, GTOV KOGO TNG EKOVIKNG TPUYUATIKOTNTOG.

Eniong, exet arcOntmpa eyyvtag (amdostaong) mov ypNoUEVEL GTNV OVIXVELOT TOV
YEPLoTPioV HEGH TV VO Kapep®v urpootd ond to Headset. ['vpooskdmio, mov Bonbdet oty
aviyvevon mepiotpoeng Tov VR headset, oe tpiodidotaro dlova (X, y, z). Emtayvveiduetpo,
10 omoto evtomilel v emtdyvvon kot v Kivnon tov VR Headset otov ydpo. Kabog kot
HOyVITOUETPO, OTOV UTOPEL VO LETPTOEL TO LayVNTIKO TTEDI0, AELTOVPYDVTAS MG TLEID, Y10l VL
eAéyyel mpog mota karevhuvon «iottdew (givar oe gvbeia).

Mo v petagopd g ewdvag omd Tov vLIOoAOYloTY, Ypnowonoteitar éva HDMI
KOAMOL0 TOL GLVOEETOL TAV® GTNV KAPTA YpaPiK®V. ['to TNV petapopd TAnpopopidv Tpog Tov
VTOAOYLOTH] OO TOVG ouoOnTpeg Kot yevikd Tpoodociog ypnoyonoteiton €va USB 3.0
KOA®OJ1O0.

INo tov xepopd evog VR moyvidov n pog VR demagnc, anapaitnta eivar ta VR

Controllers pe to omoio 0 ypNotng ekteAel omowadnmote dpeon oAAnAemidpaorn pe v
EQUPUOYT. AVTE, ETKOVOVOLV LLE TOV VTTOAOYIGTH pESm Bluetooth 4.0 kat £xovv oyeddv OAovg
toug aueOntpeg mov exet kot to Headset. 'Exovv, poyvntopeTpo, €MTOYLVGIOUETPO KoL
YVPOGKOMO, Ol 0Toiol Asrtovpyovv axpiBag énwg avtoi tov Headset. Emiong, vy pia mo
€VUKOAN OAANAETIOPACT, TO XEPLOTHPLOL EYOVV OETAPES €10000V. MepKéc amd avtég ival
KOVUTLY, 0pT], CKOVOAAEG, 1] OKOLLO KOl LOYAOVG,.
"Eto1 o1 mAnpoopieg mov otéAvovtol Tpog ToV LITOAOYICTN (KOl KOTA GUVETELN TNV EPOPLOYN),
Ao OAOLS TOLG OLGONTHPES, YPTCLOTOLOVVTOL Y1dL VO, LETOPPACOVY GE TPLGOLAGTATO YDPO, TV
tomofecio. AVTAOV TO®V GLOKELMOV, HEGO GTO EKOVIKO TePBdAlov (epappoyn - matyvidl), o€
TPOYLOTIKO YPOVO.
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Mo kaAdtepn eumepia, 10aviKd Bo NTOV 0 VTOAOYIGTNG TOL YPNCUOTOIEITAL VO ETvai
VR Ready. Anaiteiton va givat Eva oyeTikd 1oyvpd eneepyaosTikd cOoTNHO, KAOOG TPEmEL va
OVOVEDVOVTOL TO KOPE 0 cLYVOTNTA TAVE 0to 90hz, OTov 10 Kdbe Kapé eivar avdlvong 1440p.

1.2 Aoyropiko

[No mv avarntoén pog VR epappoynig pmopovv va ypnoyloronfodv didpopa
AOYIGLUKG, OVOAOY®G TNV VAOTOINGT TOL OMOLTEITAL. XTNV CLYKEKPIUEVN DAOTOINGT GTOY0G
elvar n avantuén evog Prvteomaryvidlov, omote UETAED JIPOPMV UNYOVOV ovATTLENG
moyviolwv, 1 Unity peta&d dAlwv, Bempeitar aStor unyavn Le To KOTOAANAG epyaieio yio TV
AVATTLEN TETOU®V EIKOVIKNG TTPAYLOTIKOTNTOG EQOpROYdV. Ot epappoyég Tig Unity pmopovv va
«TpEEOVVY oYEOGV GE OAL T ONUOPIAT) AELTOVPYIKE GLOTHHATO (KAODS Kol 6€ KOVOOAES). AVTO
KOVEL TNV avATTUEN TOV £QOPUOY®DY TOAD 1o ypryopn. BéBata n kabe epappoyn ypetdleton
TNV aVTIGTOLYN TPOGUPLOYT Y10 VO LV DTLOPYOLV TPOPANLATA GTO KAOE AELITOVPYIKO GUGTI L.
Emumiéov, 1 Unity ypnowomotetl po YAwooo vymiobd emuédov v C# 1 omola gyl OAeC Tig
amopoitnteg PPAodnKes, evd mopdAAnio TopEYEL KOl AGOAAELN GTNV GMOOTN AELTOLPYiD TNG
EPAPUOYNG.

H Unity and pévn g dev mapéyet epyoaieio yio TV avantuén EQOpUOYOV EIKOVIKNG
npaypatikdtrag. Omodte avtd 10 metvyaivel péow emektdoewv (third-party plugins) mov
vrootnpilel. AkOpo Kot ot emektdoetg yia tnv vrootnpiEn VR givan apxetés. Ta o kaAdtepn
vrooTPEn £ytve M ypnon g enéktaong SteamVR. Mg enéktaong mov ypnotpomoteiton
evpémg Yo T1g teplocotepeg VR epappoyéc. To SteamVR vrootpilel 6Aeg 11 VR cvokevég,
OV GLVOEOVTAL LE TOV VTTOAOYIGTY, Onw¢ cuokevég ¢ Valve (Valve Index VR), tng Oculus
(Oculus Rift), ko 6heg 11 cvoKeVEG OV €yovv TpdtLvmo TG Microsoft (Windows Mixed
Reality).

Eniong, omv avdntuén tov matyvidron ypnotpomomnkay Kot eEOTEPIKA TPOypELLLoTaL
oL EVOOUATOON KOV G 0V TO, KOOMS NTOV AmapaiTnTo Y10 KATO1EG CLYKEKPIUEVES AEITOVPYIEC.
‘Etol gywve ypnom, €vOG TANKTIPOAOYIOL EKOVIKNG TPAYLOTIKOTNTOS, €VOC TPOYPALLLATOS
nepmynong apyeiov, Aoyiopikd omtikod ehéyyov (VR Eye Raycaster), Aoyiopxd yio Tig
ewovikég vmooeitelg (VRTK Tooltip), poag Pipriodning mov Ponbaet otov droyopiopod
avtikelpévav (Mesh Split), kot evog epyaieiov Yoo TNV KAAVTEPT TPOGAPUOYN TPICOAGTATOV
Keévou péca oto matyviot (Text Mesh Pro). EmurAéov eywve yprion Aettovpysudv no-sql Baong,
tomov JSON, and tic PipAodnkeg g Unity, yo tnv amodnkevon kot avaktnon apyeimv mov
NTav amapoitnTe Yoo TV GLYKEKPUEVT LAomoinon. o avtd to TPOoypAUUATO VITAPYEL
AemTOUEPTG AVATTTVEN OTO TOPAKAT® KEQPAANLAL.
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Kepdhoro 2 : Xyeoiaon Horyviorov

216)0G 6TV GYedl0eN TOV TOY VIS0V, EIVOL VO KOVEL TOV TTOIKTT) VO, S100KESAGEL £XOVTOG
po uyaploTn Kol evBoLe1oN eumelpio. LTV GUYKEKPILEVT] LAOTOINOT), XPNoILoTOm oKy
amhol Bacikol KOvOVEG Kot UNYOVIKES TOLVIOUDV.

‘Eto1 péoa and avtodg toug Pactkovg KavOoveS, GKOmOG TOL TOAKTY Elval Vo UTopel vo
pébel evkord Kot ypnyopa va xewpiletor To moryvidl, aAla Tavtdypove Vo SVCKOAELETOL VO,
yivel KGAOG o€ avTo, PE amoTEAEGHO aTO TOL Bol TOL KIVEL TO EVOLAPEPOV Y1 va. cuvEXILEL Va
nailetl , Oa elvar  TPOKANGN 6TV SVCKOALD TTOL E)EL TO TTOLYVIOL.

BéBoto avtd pmopet va dopépel og kabe mepintmon Kabdg pUmopel vo VIAPYEL 1 ETAOYY
EMMESDV dVGKOALNG.

To cvykekpévo maryvidl yopiletor o dvo pépT. Xto emeepyaoTikd PEPOG Kol GTO
PLOUIKS PéEPOG. XT0 EMeEEPYOOTIKO UEPOG TOL TTOY VIS0V O TaikTNg Ba pmopel va dnpovpyel
v did Tov miota Oa gyl Gov avtapoBr] amd oty TV AOTOINGT TV Yapo THG dNULOVPYIaG.
Evd oto pubuiko pépog tov matyvidrov Ba exet cav aviapon ndévtoug mov kdbe popd okomdg
tov Ba givorl va GUAAEYEL GGO TEPIGGOTEPOLG UTOPEL.

2.1 Kavoveg Kat 11 ypfion Tov Tarviotov

¥t0 enelepyaoTikKO UEPOG TOV TOYVIOOL O TOIKTNG €YEL TNV duvatdTHTO Vo
ONUIOVPYNCEL P TOTO AT GEIPLUKA UTAE Kol KOKKIVO KOLTLA Kot GQatpidia.

[Ipwv Eexvnoetl v dmovpyia g miotoag (nteiton omd ToV TAiKTN Vo 0DGEL KATOlEG
TANPOPOPieg YPNOUES Yo TNV TioTo. ETotl mpemel va cupminpmoet Ta tedia e 10 Gvopo g
TOTOG - LOVGIKOV KOUUATION, TOV pLOUO TOV CLYKEKPEVOD LOVGIKOV Koppatiov (BPM) kot
70 1010 T0 povcKd Koppdtt, OnAadn To mp3 1N ogg apyeio mov Ba mailet.

AoV ocvumAnpwocel to amopaitnto medio, Eekvder v dnpovpyia g mioTog,
YPNOLOTOIDVTOS EVOL TAVEL AT TIG TOPOUKAT® ETAOYEG:

1) Add Red Box — ITpocOnjkn kdkkivov kovtion

2) Add Blue Box - [IpooOnkn pmke kovtion

3) Add Sphere - [TIpooHnkn KOKKIVOL KOVTIOD

4) Delete Object — Alarypo@n OVTIKEWEVOD

5) Clear All — KaBapiopoc OA@V TV aVTIKEUEV®V
6) Save — Amobfkevon ¢ TOPIVAG THGTOC

"Eto1 0 maiktng Oa kavel kdOe @opd pior amd Tic mopamive emAoyEég Kot Oa tomobetel, Ommg
Bewpel ekelvog KATAAANAQ To OVLTE OVTIKEILEVO, OOTE Vo Pe PACT TNV YPOVIKN GTIYUY| TOV
HOLGIKOD KOUUOTION, VO Taplalel pe tov puOuod tov. Aol 0AOKANPMCEL VT TNV GEPLOKN
onuovpyio avtikelévov o moikg Oa mpemel va v amodnkevoel, yuoo vo. pwopet vo
ypnooromBet apydtepa 6to pLOUIKO PHEPOC TOL TTALYVISLOD.

Emumiéov o maikng exet tnv dvvatdtnta va Eava eneepyaotel TNV moTH TOL dNUIOVPYNOE,
vy va umopet va dtopfdoel toydv Aabn. T avt v eneEepyacio divovtor mail ot idieg
EMAOYEG OV ovapEPON KOV TTo TAve, Kabdg eniong Ba pmopel vo eneEepyactel To dvopa Tov
tpayovdod kot to BPM (Beats per Minute - PvBuég), avtng g mictoc.
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210 pLOUIKO PEPOC TOVL TOYVIOOD, O TOAKTNG EXEL TNV OLVUTOTNTA VO POPTOGCEL
omoladNmoTe miota giye PTIOYTEL TPONYOLUEVOS OO TO EMEEEPYAOTIKO UEPOC TOV TOLYVIOLOV,
Kot vo ToiEetl emAéyovtag petald 3 dapopetikdv tpdnwv touipotog (modes). Tov Lightsaber
Mode, Tov Saber Mode ka1 tov Rifle Mode.

AoV yivel n emAoyn TpOTOL TUEIHOTOC, KOl O TOKTNG TOTHOEL €KKivnom, TOTE
EeKvAve 1 LOVLOIKT Kol TO OVTIKEILEVA EEKIVAVE Vo £pYOVIOL TPOG TO UEPOC TOV TOAKTN UE
TayvTNTO AvAaAoyn vt Tov pudpod (BPM), tov Tparyovdion. Avtd ta aviikeipeva ivatl Ommg
KOl 6TO EMEEEPYAOTIKO LEPOG, EITE UTAE KOLTL, EITE KOKKIVA, £(TE cPapidla. TOY0G TOV TOTKTN
ewoi va, paléyel 660 mo ToALOVE TOVTOVG UTOPEL.

Xe 0la o modes o yevikog Kavovag givor Tog o maiktng Ba exel oto deEl Tov ¥EPt TO
UTAE «OTTAO» KOl GTO OPIGTEPO TOV TO KOKKIVO. Me 0KOTO VO KATAGTPEPEL AVTIKEILEVA TOV
€YOoLvV 10 1010 Ypd A e avTd ToL OTAOL Tov. Emtiong ta opaipidia Tpemel va amopevyovTol amd
TOV oK.

>to Lightsaber Mode o maiktng eyet v ovvatdtto vo oAANAETOPACEL LE TO
avTiKeiteva Pe dVo «OTAM, e TOVG POTILOUEVOLS PAPdoVS (0T0 de&l Umhe Kot GTO 0PLOTEPO
KOKKIVO) 1 e aoTideg (Kot oTa 0v0o yEpa). O maikTng exel TNV SLVATOTNTA OTOLUONTOTE GTLYUN
mov mailel va pmopet vo evaALAcGEL Ta OTAa TOV. ATO eOTILONEVOVG paPOovg 6e aoTides Kot
10 avdmooo. 'Etot av o maiktng Katastpéyel pe o Omia Tov, AaBog ¥pdua KouTi amd ovTd oV
€XEL TO OTAO TOV, TOTE YAVEL X TOVTOVGS, EVM AV £lval TO GMGTO Ypd L KePdilel X TOvTovg. Movo
6T0 GLYKeKPLEVO mode, o moiktng pmopel vo amo@VYEL To GEOPIOD PE TNV XPNON TOV
aomidmv. Av ta amoevyel pe TG aomideg, tOte Ba kepdicel 2x mOvTovg. Av dev Ta
YPNOCLOTOMGEL A OV Bal kKEPOHIGEL AL TOVG TOVG TTOVTOLG,.

10 Saber Mode o maiktng gxet yio 0nha omwabid, Ko akoAovdel Tov yevikd Kavova Tov
o Vo0, ONAd Vo KOTAGTPEWYEL TO. OVTIKEILEVOL OV €YouV 1d10 YpOUO UE OVTO TOL
avtiotolyov O6mAov, Kot vo amo@evyfovv ta cporpidta. Ot 10101 kavoveg Yoo Tovg TOHVTOLG
1GYvovVV Kal o owTo 10 mode dmwg oto Lightsaber Mode, e e€aipeon avtav, yia Tig aomioes.

Téhog oto Rifle Mode o maiktng gyet vy 6mha moAvfora, kot Eova, akolovbel Tov
YEVIKO KOVOVA TOL Ty VId00 OIS Kot 6To Tapomdve modes, kafdg 1o 1010 16y 0EL KOt Y1 TOVG
noévtoug. H povn dtapopd 6e avtd to mode givat 0Tt 0 TaUKTNG EYEL LTPOGTA TOL L0 ETLPAVELQL
oV B0l TPETEL VO KATAGTPEWYEL TO. AVTIKEILEVO, TNV YPOVIKY] GTIYUN OV OVTA EPATTOVTAL GE
LT TV EMPAvE. MOMG TEPAGOVY QLT TNV EMPAVELX Kol OV EYOVV KATAGTPOPEL TOTE
avtopato e€opaviCovrat.

2.2 Xyediaon Tov puOuikod péPovg Tov TuLyvIdoLov

H Baowkn oyediaor, Tov pubukod pépouvg tov mayvidlov, ivar oxetikd amAn. ['a va
elvar Oha yeopeTpikd ototyiopéva, gyve ypnon mAéypotoc (GRID) oto 3D mepifdiiov tov
oL VIO100, €161 OCTE To avTikeipeva (Streaming Assets) va £x00V TIC KATOAANAESG ATOCGTAGELG
KoL va unv vapyovv anokiicelc. To aviikeipeva avutd ivol Tpiodv €100V. Mmhe KOUTi, KOKKIVO
KouTi Ko oeopidro. 'Etol mpokepévov autd to avTikeipeva vo gaivoviol 6€ pUGIOAOYIKO
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uéyebog o€ oyéon He TOV TOUKTY, T TPOTOTLTO TOV ONovpyROnKav Exovv dauotdoelg 0.4m
nAatog, 0.4 vyog ko 0.4 Bdabog.

Eixova 2 - Empavero, [ éyuozrog / 3D

N

p
~

/ /

[/

[~
N

Ot 0mooTdoElg OV £XOVV OWTA TO AVTIKEIEVO HETAED TOVG GTOV X KOl Y Kol Z GEova,
elvar 0.5m amd 10 K€VTPOo ToL KABE AVTIKEEVOL. Apa LETAED OVTOV TOV OVTIKELEVOV VITAPYEL
éva kevd ag 0Lovg Tovg dEoveg mov etvan 0.1m. To emtpenduevo dplo dnpovpyiog aVTOV TOV
avTiKeWEvVeV gtvar og éva dtedtdotato mAéypa 4x3 otoug déoveg X kot y ovtiotowyo. Apa
pUmopovv va dnpovpyndovv cuvorkd pexpt 12 avtikeipeva, oe éva onpeio otov dEova z kdbe
Qopa.

Eixova 3 - Empaveio, [éyuorog / 2D

[Mopaxdto eaivovtot ta onpeio Tov uropovy va dnpovpyndovv e awtd 10 4x3 TAEY L.

©oooNoOOAWNE

®¢éon (0,0) pe x :
®éon (0,1) pe x :
®éon (0,2) pe x :
®éon (0,3) pex:
®éon (1,0) pex :
®éon (1,1) pex:
®éom (1,2) pe x :
®éom (1,3) pe x :
®éon (2,0) pex :

10. ®éon (2,1) pe x :
11. @éom (2,2) pe x :

-0.5karpey: 1.0
0.0 kwpey: 1.0
0.5«xoupey: 1.0
1.0k pey: 1.0
-0.5 ko1 pey : 0.5
0.0 xkou pey: 0.5
0.5k pey:0.5
1.0 kou pey : 0.5
-0.5 ko pey: 0.0
0.0 ko pey : 0.0
0.5 ko pey : 0.0
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12. ®éom (2,3) pex : 1.0 kou pey : 0.0

Eixova 4 - Ap1Ounuévn emipavela mAeyuarog

(e,e) | (e,1) | (e,2) | (o,3)

(1,e) | (1,1) | (1,2) | (1,3)

(2,0)| (2,1) | (2,2) | (2,3)

EmumAéov mpokeyévou avtd ta aviikeipeva va unv gtvot ToAd Younid o oy£on e Tov
naiktn (kabdg 1o y : 0.0 glvar oto 1010 Vyog e TO TATOWUO TOV TTATAEL O TOUKTNG), £YIVE M
tomofétnon tov mepPaAlovtog kat Tov maiktn y: -1.0m amd 10 kévipo. 'Etol o maiktng Oa
umopel pe aveon va eTével To avTikeipeva Tov O xpelocTel Yo Vo KATOGTPEYEL.

O d&ovog z xpNOOTOoLELTAL Y10 VOL OVTITPOGMTEVEL TOV YPOVO TOV LOVGIKOD KOUUOTION
7OV TOULEL TNV CLYKEKPYLEVN YPOVIKT] GTLYUN, GTO OO0 VLAPYEL TOA 1) aroctact 0.5m 10 éva
avtikeipevo amd 1o dAro.

To onuoavtikd yio v €HPECN AVTOV TOV OTOCTACEMY GTOV Z AEOVA, TOL TPEMEL VAL
VILOPYOLY G€ OAN TNV SLAPKELD TOV LOVGIKOD KOUUATION, Eivatl va To VtoAloyicove e Baon To
BPM (Beats Per Minute), 1 puOud tov tpayovdod kot tmv dwdpkewr tov. H mopaxdto
ouvaptnon vroloyilel Ta GLVOMKA beats-amocsTdoElg TOV TPENEL VO dnovpynovv.

TotalBeats = (BeatsPerMinute / 60) * SongTimeSeconds;

Extég and 11 anoctdoeic, facikdc mopdyovtog Tov pubuikod matyviotol gival n ToyvTTo [LE
Vv omoia Ba Epyovtor avTd To OVTIKEIIEVA.

0.5f;
float velocity = distance * BeatsPerMinute / 606;

float distance

float ObjectsTimePosition = Time.deltaTime * velocity;

Ot mopamdve vroloyiopol pog dtvouv v Béon tov aviikelpévay yuo kdbe ypovikn
otryun (ObjectsTimePosition). H tayvtnto vroloyiletan and to velocity. Evod to distance givau
N omdGTOCT HETOED TOV OVTIKEILEVOV GTOV AEOVA Z.

Ooco yio v oyediaon tov gameplay tov pvOukov pépovg, oto Lightsaber kot Saber
Mode, ypnoyomomfnke (o TeXVIKN Yo TNV KOTAGTPOON TOV OVTIKEWEVOV. OUGL0GTIKA O
maikTng pe o 6mia Tov (Elpog Kot pmtocmado), tpocmadel va dtoywpicel avtd Ta ovTIKEipEVa
o€ dvo Koppdria. ‘Etot eywve ypnon texvikng Mesh Splitting otnv Unity ywo va emitevyBet katt
TETO10.
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Evod oty oyediaon tov Rifle Mode, ta avtikeipeva kotaotpé@oviol Le TO oTUyaio
TATNUO TNG OKOVOAANG, TOL UE TNV xpnon Tv Raycaster pmopet va avayvopiotei av to Ray
TOV OmMAOV, XTVTNGE (1] AAMMDG OKOVUTNGE), KATOL0 OVTIKEILEVO.

Ot aomideg 6to mode (Tpomog mayvidrov) Tov Lightsaber kataypdeovy kdmoto ytomn o
evog avtikelpévov, oAl amAd pe Collision Physics mov éyovv ta avtikeipevo. Aniadn avtd
eEAEYYEL TOTE OVO AVTIKEIEVA [LE 1O1OTNTEC PLGIKNG EPYOVTOL OE ETAPN.

['o 6ha Ta Tapomdve modes yivetar evnuépwon Tov score, Tov Ba paiveTon o Ho TOUTELQ,
07OV 0 TTaUKTNG B0 LITopel GUVEYELD VAL EVIIULEPMDVETAL Y10l TO SCOTE TOV.

Téhog, o maiktng (to avikeipevo VR 1ov maiktn), Tomobeteiton oty cuyKekpuévn
oKV 1oL PLOUOY PéEPovG, 6To onueio pe cuvtetaypéves X: 0.25 y: -0.5 ko z: -1. ITpokeypévov
OAOL TOL OVTIKEIPEVO VO QOIVOVTOL OTNV HECT) TOV TTaiKTY, 00 TPEMEL VO LETAKIVIIGOVUE TOV
maiktn wpog ta 0e€ld katd 0.25 mov eivor T0 GO ™G S1AGTAONG EVOC OVTIKELLEVOL TTOV
onpovpyeitat akpiPds 6To KEVIPO TG oKNVNG (dnAadn| e cvvtetayuéves xyz = 0.0).

Ecova 5 - Oéoeig twv avikeiuévwv, mavw otny eTLPOVELD TAEYUATOS

1.25
1=
0.5= —
O= -
-0.25

-0.5 0 0.5 1

Eniong, o maiktng tomofeOnke oe dyog y: -0.5 dote To avtikeipeva va givar 6to
6mGTO VYOG TOL TaiKT™, Kol 670 Z: -1.0 yio v vapyel €va KevO OVOUEGH GTO GO0 KoL TO
Omha ToV TaiKT, MGTE Vo TPoAaPaivel 6TOV 6mMOTO PLOUG VA YTLTAEL TAL AVTIKEIUEVO, TOV
£PYOVIOL KATA TAV® TOL.

2.3 yediaon tov eneCePyasTIiKOV HEPOVS, TOV TALYVIOLOV

INo v oyediaom Tov eneEepyacTikov LEPOVG TOV TTALYVISLOD aKoAoLONONKE TapdLLOLN
oyedioon e avt ToL PLOLIKOD PEPOVG, £TGL MOTE VO VTTAPYEL AVTIGTOLYIOT) TV AVTIKEIUEVOV
mov Ba dmuovpyet 1 B emelepydletar o ypNoc. AnAaon, ypnoyomomdnkoy ot 1dieg
100 TACELG, Ol 101G AMOGTACELS Yo TNV ONovpYio TOV avTiKelpwévoy (Streaming Assets) ko
Ta 1014 KeVA Peta&h autdv.

To Bacikd yio v dNUovpyio TOV OVTIKEWEVOVY EIvol 1 ETLPAVELXL OTTOV O TTAIKTNG UE
v gpfon Tov apiotepod VR yepiompiov otoyedel mavo oto mAéypa (4x3) tov dddeKa
Bécewv Yo va eMAEEEL TOV VO TOTOOETIOEL KATOL0 OVTIKEIEVO. AVTI 1 EMPAVELN LETOKIVEITOL
Kotd pnKog tov z afova dote va vrodeitel oe mowo beat — pvOukd onpeio Tov povoKov
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Koppatob Bpioketat. 'ETot 0 maiktng umopel vo LETAKIVIGEL QLTI TNV EMLPAVELD LLE TV YPNON
TOV OPLoTEPOD YEWPLOTNPIOL, Yoo Vo pETakivnOel o omoto onueio tov Tpayovdtod embopet.
Avt n petakivnon pmopet va etvon 1 beat tv @opd 1| moAhamAd beats v @opd.

Eixova 6 - Empaveio, mAéyporog / Ynooeiln Beat

Kabs ypappi = 1 Beat

\!

[/

"Etot 6tav o maiktng Oednoet va petokivnOet moAld beats, pmopel va tov onpiovpyncet
vootio pe TV taydTnTa Ypryopns petakivinong tov. ‘Etot, mpokeipévou va amogevydei avtd, o
ToiKkTNG, T0 MEPPEALOV TOV Kot M empdveln TomoBETNONG avTIKEWEVOVY B LEVOLY GTUTIKG —
otabepd, kot Oo yiveton petaxivinon OA®v T@V dNUOLPYNUEVOV avTIKEWWEVOY. Me avtd tov
TPOTO EMTVYXAVETOL TO 1010 AMOTEAEGLA, YOPIg va dnuovpyet duoeopia oTOV TaiKTY.

EmmAéov, o maiktng exel meplopiopovg, oty petakivinon tov. [Mpw and v empdveia
TOMOOETNONG AVTIKELEVOV VILAPYOVY TEPIUETPIKA TECTEPLS OPLOVTIES TETPAYWOVEG EMPAVEIG,
oTIG omoieg 0 maikTng pe TNV ypnom tov 0e&1ov yepiopiov Bo pmopel va 6ToYEVCEL GE OO
amd oTEG TIC EMPAveleg BEAeL va petaktvnBel. Avti 1 duvatdTNTa petakivnong, lval apkeTd
APNOWN OTNV TEPIMTMOOT OV O TOIKTNG OEV UTMOPEL VO GTOYEVGEL TAV® GTNV EMUPAVELD
tomofétnong avtikelpévav, Kot vo Tomofetnoel KAmowo avtikeipevo. Aniadrn kdmolo
avtikeipeva amd v po TAevpd propel va kpvPoviot Tom amd aAla.

Eixova 7 - Emtpenouevn exipaveio uetaxiviong maiktn

Enitpenopevn
enipavera
METaKivnong
TOU mMaiktTn

\"

.
]

/

.
N
=
~

[~
~
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"Eto1 0 xpnomg eyl mpocPacn Kot omd T UIPOcTA OAAL KOl a0 TNV Tow TAELPE
OVTNG TNG EMPAVELNG. AVTEG 01 TEPLOYES (EMUPAVELES) HETAKIVIIONG, LEVOLV KO AVTEG CTAGILES
padl pe Tov okt kot o TeEPPEAALoV Tov.

TéLoc 0 maikTng Umopel e T0 aploTePd XEPLOTHPLO Vo, Tt oet play yia va mailel To
TPOyoOdl Ko va PAEMEL TO AVTIKEIHEVO TOL dNUIOVPYNCE va €pyovtal pe Tov pudud og
TpayHatikéd ypovo kabmg ko Pause yio v tavon avtov. H taydtra (Velocity) pe v onoia
petaxwvovvtan ta avtikeipeva (streaming Assets), eivar 0o pe avtny mov avaeépbnke oto
TPONYOVLEVO VITOKEPAANLO.
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Kepdioro 3 : Yromoinon tov maryviorov oty Unity

['a v viomoinom tov moryvids ypnoyomodnke n Unity 2017 pall pe to SteamVR
Yl TV EVOOUATOOT TNG EIKOVIKNG TpaypatikotTntoc. Ztnv Unity To mouyvidl €yl YwploTel o€
Tpelg oknvég (scenes). Tnv mainLobbyScene émov glvat n Tp®OTN GKNVA TOV POPTOVETOL OTOV
Eekvdiel To moyviol, mote vo umopel o moikng va emAEéEel 6€ TO10 UEPOC TOL TTayVidloy BEAEL
VO TPOYWPNCEL. L& QLT TNV GKNVN ypnoonoteital évag Scene Manager tng Unity yio va
yivetan 1 petdPoaon petald oxknvov. H gameScene eivar 1 oknvi mov avTimpoconedel 10
puOuKd pépog tov moyvidov. Kot m oxnvn editorScene, 1 omoic avTITPOGMOTELEL TO
enelepyaoTikd HEPOG TOL oy Vidlov. Kot oTic tpelg oknveég yiveton yprorn tov Sound Manager
Kot Tov SteamVR , aAha pe d1apopeTikég puOuicelg KatdAANAeS Yo kKGBe oKNVY, AVOAGY®G.

3.1 Y omoinon tov puOpikod péPovg, Tov maryviorov

2TV 6KNVI ToL PLOUKOD HEPOVS PACIKO Y10l TIG YEVIKES AgLTOVPYies TG, etvar o Game
Manager. Xtov Game Manager vdpyet éva €Etpa Audio Source, péco 0o TO OO0 KOVEL
avamapoymyn to factkd povoikd koppdtt. Ta Bacud prefabs (avtuceipeva tng Unity) mov glvan
o€ ot TV oknvn gtvol o sound manager mov givot VTELOVVO Yo TO NYNTIKE EQE TNG GKNVIG,
JSON Operations mov givar vrevBuvo yio v avaktnon towv JSON apyeiov oty Unity, 10
Menu, mov givol ovolaoTIKG 0 KapPAS Tov peEVoD, TG demagng tov moyvidov, to Graphic
Objects mov eivan ta avtikeipeva Tov vopyovy 610 TePPArov TG oKNvNG, kat o VR Settings
mov gtvar OAa ta prefabs Tov EVGOUATOVOLV GTO TOyVidL, TNV EWKOVIKT TPAYLATIKOTNTA.

v apyn g oknvng o maiktng avtikpilel o demapn. Aoy emAaééel to Mode mov
Béhel va Toi&el, POPTOVEL TO LOVGIKO KOUUATL TNG ETAOYNG TOL e TNV xpnomn evog File Browser
Kot avTo pe v o€pd tov drofalet to JISON apyeio tov Koppatiod Kot evnpepdvel tov Game
Manager yia T1G 1010TNTEG TOL. ANA0ON TNV ToMoBEGin GTO AUPYEiR TOV TOLYVIOI0V, TOV TITAO TOV,
TNV O1dpKeLD TOL G€ OEVTEPOAETTO KOt TOV puOUd Tov (BPM).

Ewcova 8 - Metafintés tov Game Manager tov PoOuixod Mépovg

J/Variables for Calculations
public string CurrentSonghamePath = "";
public string SongTitle = "";
public float SongTimeSeconds;
public float BeatsPerMinute;

Meta mov Ba evnuepwbei 1o Game Manager, o maiktng 6o umopel va matroel 1o kovuni Play
Kot vo. Eekivioel To mayviol pe 1o emdeypévo mode. Otav yivel avtd yivovior KAmOlEG
apywomomoelg omd tov Game Manager avaioyo to mode mov EMAEYTNKE.
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Eixova 9 - Apyixoroinon tov SaberMode
public class SaberMode : MonoBehaviour

{

volid Start()

{

RightLightSaber.SetActive(false);
LeftLightSaber.SetActive(false);
RightShield.SetActive(false);
LeftShield.SetActive(false);
RightHandRifle.SetActive(false);
LeftHandRifle.SetActive(false);
RightHandSaber.SetActive(true);
LeftHandSaber.SetActive(true);
GameObject.FindGamedbjectWithTag( "VRSettingsTag™)
.transform.position = new Vector2(®.25f, -8.5f,
GameObject.FindGameObjectWithTag("MenuTag™)
.transform.position = new Vector2(@.25f, @, @);

Eixova 10 - Apyixomoinon tov RifleMode

public class RifleMode : MonoBehaviour

{

void Start()

{

RightLightSaber.SetActive(false);
LeftLightSaber.SetActive(false);
RightShield.SethActive(false);
LeftsShield.Setactive(false);
RightHandSaber.SetActive(false);
LeftHandSaber.SetActive(false);
RightHandRifle.SetActive(true);
LeftHandRifle.SetActive(true);
GameObject.FindGameObjectWithTag("VRSettingsTag™)
.transform.position = new Vector2(@.25f, -8.5f,
GameObject.FindGameldbjectWithTag("MenuTag")

.transform.position = new Vector2(©.25f, B8, -4);

-1);

-5);
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Ewova 11 - Apyixomoinon tov LightSaberMode

public class LightsaberMode : MonoBehaviour

{

void Start()

{

RightHandRifle.SetActive(false);
LeftHandRifle.SetActive(false);
RightHandSaber.SetActive(false);
LeftHandSaber.SetActive(false);
RightLightSaber.SetActive(true);
LeftLightSaber.SetActive(true);
RightShield.SetActive(false);
LeftShield.SetActive(false);
GameObject.FindGameObjectWithTag("VRSettingsTag™)
.transform.position = new Vector3(@.25f, -8.5f, -1);
GameObject.FindGameObjectWithTag("MenuTag")
.transform.position = new Vector2(9.25f, 8, 8);
GameObject.FindGameObjectWithTag( " ScorelLabelTag™)
.transform.position = new Vector2(@.25F, 2f, -1f);

GameObject scorePanel = Gamelbject.Find("ScorePanel™);
scorePanel.GetComponent<Image>().enabled = true;
scorePanel.transform.GetChild(@)
.GetComponent<MeshRenderer>().enabled
scorePanel.transform.GetChild(1)
.GetComponent<MeshRenderer>().enabled

true;

true;

H «xd0e ocvvdptmon avtictoya kavel ovevepyd to avtikeipeva mov mbavov va

onuovpynOnkav Tponyovuévmg ard dAlo mode Kol Vo EVEPYOTOMGEL TO OIKA TNG OTTAN, KO
OVTIKEILEVA GTNV GKNV).

Meta amd ovty v apyikomoinon tov mode yiveton dnuovpyion tov prefab

StandardObjects 6mov Ba gyl cav maudd, to avtikeipeva (Streaming Assets), undevilet to
Total Score, poptavel ta avtikeipeva amd T0 JSON apyeio pe v Bonbeta g kKAdong JSON
Operations, Eekvdel va Tailel To povoikd koppdtt amd tov SoundManager tov Game Manager,
Kol TEAOG Onuovpyel ta OTA Ko To ovTikeipeva Tov emdeypévov mode. Topakdto @aiveton
0 KOOKOG.

Eiova 12 - Xovaptnon too Game Manager

public vold StartMainGame()

{

Destroy(GameObject.FindGameObjectWithTag("StandardObjectsTag"));

Invoke( "ExecutelAfterTimelsonLoad”, 8.5F);
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Eixova 13 - XZvveptnon tov Game Manager

public volid ExecuteAfterTimelsonLoad()

{
Instantiate(StandardObjects);
TotalScore = 8;
GameObject.Find("J50N_OperationsMainGame")

.GetComponent<JsonOperationsMainGames().CreateloadedObjects();

GetComponent<AudioSource>().5top();
GetComponent<AudioSource>().Play();
ActivateGameMode();

Otov 0 maikng tepUaTioel TO O Viol, OTAPATAEL 1] LOVOIKN KOl OTEVEPYOTOLOVVTOL OAM TOL

avtikeipeva yopm kot to. OmAo Tov, eKTOS amd TO LEVOD KOl TO TEAIKO SCOTe TOV.

Eixova 14 - Update ovovaptnon tov Game Manager

/{ Update is called once per frame
void Update()
{
//Checks if clip has reached the end and activates the menu
if (!@etComponent<AudiocSourcex»().isPlaying &&
GetComponent<AudioSource»().clip.length
.Equals(GetComponent<fiudioSource>().time}))

Eyeraycast.SetActive(true);

UIEndTrackMenu.gameObject.SetActive(trus);

ScoreEndText.GetComponent<TextMeshProx>().text =
TotalScore.ToString();

//Disables Mesh from ScorePanel
GameObject scorePanel = GameObject.Find("ScorePanel™);
scorePanel.GetComponent<Image>({).enabled = false;
scorePanel.transform.GetChild(@)
.GetComponent<MeshRenderer>().enabled
scorePanel . transform.GetChild(1)
.GetComponent<MeshRenderer>().enabled

false:

false:

//Change between ControllerModel and Weapons
WeaponsLeft.SetActive(false);
WeaponsRight.SetActiva(false);
ControllerModelleft.SetActive(true);
ControllerModelRight.SetActive(true);

3.1.1 Avtikeipevo Kat i ypfon Tovg
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Kat ota 6vo pépn tov moryvidlov ypnoipomodnkay ta 1014 avrikeipeva (Streaming
Assets), Ta omoia dnuovpyel kot oAANA0ETOPA 0 TaiktnG. Ommg avapépnke ot Topamdve
KepdAata, to oviikeipeva givor tpiov €0®v. Eival to pumie kovti, T0 KOKKIVO KOLTI Kol TO
o@opioto.

Ewcova 15 - Avakeiuevo Kokkivo Kovti Eixovo 16 - Avtixeiuevo Mrié Kovtl Eixovo 17 - Avuikeiuevo Zpaipioio

-

210 puOuIKd uéPog avtd Ta avtikeipeva gival Ta factkd avikeipeva mov o TpemeL va
aAMAETIOPACEL (KATAOTPEYEL), O TAIKTNG YPNOLUOTOIOVTOS To OTA TOL, KOl Vo yivel 1)
KOTOYpOp1| TOL Score.

Avtd to avtikeipeva dnpovpyodvtar ceplakd pe Kamoleg wdtreg. Ot Pacikég
w0 Teg etvan 6t £xovv éva Mesh Collider, mov givat ovslacticd To £4pTN LA TO 0010 propel
va Kataypdyel oty Unity pe mowo aAlo avtikeipeva gxet oAAniemdpdost. Kot éva Rigid body
OV OLGLUCTIKA OlVEL OTO AVTIKEILEVO 1010TNTEG PLOIKNG, Ows Pépog, TN, pale kot oAAaL.
To Rigid body eivar avaykaio yia va yivouv kdmoteg Aettovpyieg palt pe to Mesh Collider.

Exto¢ and avtd ta Pacikd, exel tpootedel 6TIC 1010TNTEG TOV AVTIKEWEVOV €va Script,
to Splittable mov Ta kabioTd vo pmopodv va daywpilovion oto dvo, pe v Pondeia tov Mesh
Splitter.

3.1.2 Omho. Ko i yp1jo1 Tovg

Mo v ypnon g e€otepikng Pprodnkng Mesh Splitter, onpiovpyndnke o kKAdon n
WeaponSplitController. Avt v ypnowonolodpue oe kdbe 6mio (g) yw va yivetor m
KOTOOTPOPY] TOV OVTIKEIWEVOV, OTAV aLTA £pyovion o emar Me To Streaming Assets.
EmumAéov, ta Streaming Assets £xovv tnv kAdon Splittable yio va yvopilel 1o cbotnpa oo
avtikeipeva tpoopiloviol vo KaTaoTpopoHV Kol Too oYL .

‘Etot 6tav éva 6mho 1 n ypapupn (Line Renderer) mov deiyvel to 6mAo (otnVv mepinmtwon
tov Rifles), axovpnmoet (] kavel Collide), éva Splittable avtuceipevo, extedeiton N TAPOKAT®
ocuvaptnon og Event, n omoia eAéyyet pe Pdon v oxediaom Tov Toyvidtod Hog oV TPETEL VO
TPochécel N va apalpécel TOHVTOVS, N VO KOVEL VOTOpAcTAcT copatdiov (particles) kot
mmTkov ¢ (Epé koyipatog aviikelévov). Avti 1 GLVAPTNON XPNCLOTOLEITOL Kot Y10l TO
tpio modes onote PAETOVNE PHECH TG VAOTTOINGT SLUPOPETIKDOV TEPITTDOCEWMV.
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Eixova 18 - Zvvaptnon e WeaponSplitController

public veid OnTriggerEnter(Collider other)
{
//Make objects have gravity once they are split.
if (other.gameObject.tag.Equals("Spawndbject”) &&
lother.gameObject.name.Equals("SpherePrefab(Clone)") &&
other.gameObject.GetComponent<splitable»() != null)

{

//Play Particle System

other.transform.GetChild(@).GetChild(B).
GetComponent<ParticleSystem>»().Play();

other.transform.GetChild({@).GetChild(1).
GetComponent<ParticleSystem>»().Play();

if (({WeaponColor.Equals("Red") &&
other.gameObject.name.Equals("RedCubePrefab(Clone)")) ||
{WeaponColor.Equals(“Blue™)
&% other.gameObject.name.Equals("BlueCubePrefab(Clone)™)))

i
AddScorePoints(18);
PlaySfxOnMode(true, other);

h

else

1
RemoveScorePoints(18);
PlaySftxOnMode(false, other);

}

h

Eixova 19 - Zovaptnon the WeaponSplitController

else if (other.gameObject.tag.Equals("Spawnlbject”) &&
other.gameObject.name.Equals("SpherePrefab(Clone)"”) &&
other.gameObject.GetComponent<Splitable>() != null)

//Play Particle System

other.transform.GetChild(@).GetChild(@)
.GetComponent<ParticleSystem>().Play();

other.transform.GetChild(@).GetChild(1)
.GetComponent<ParticleSystem>().Play();

RemoveScorePoints(28);
SoundManager.instance.PlaySingle(
other.GetComponent<AudioClipSFX»().audioClip[@]

)i

collisionEnterPos = transform.position;
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o Rifles — [ToAvBoira

Ewcova 20 - [loAvfioro deiov yeprod Ewova 21 - IloAvfolo opiotepod yeptod

Ta Rifles gvepyomolovvton oto Rifle Mode kot 10 kéBe 6TAO gyl €va script pe Tig
W00TNTES TOV. AVTA TO Script eAEyyoLVV o€ KABE Kopé av O TOUKING TATNGE TNV GKAVOGAN
(«Squeeze») kamowov yeplotnpiov. Av motnbet, Oa dnuovpyndet éva Line Renderer (dnAadm
pe evbeia ypoppun) ko pald pe éva Raycaster va eAéyEet av avti 1 ypappn xtomnoe (€kKove
Collide) xdmowo avtikeipevo (mov eyet Mesh Collider). Metd Swypdoper 1o Splittable
Component omd T0 AVTIKEILEVO TOV «KOTEGTPEWED, MOTE va unv Eava yivel Collide, kot otéAvet
TANpoopieg Yoo To avtikeipevo avtd omv kAdon Weapon Split Controller yio mepetaipm
eneEepyaocio.

Eova 22 - Klaon RightRifleProperties
public class RightRifleProperties : MoncBehaviour {

private LineRenderer lr;

// Use this for initialization

void Start()

1
lr = gameObject.transform.GetChild(2).GetComponent<LineRenderer>();
lr.enabled = false;
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Eixova 23 - Update s khaong RightRifleProperties

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

1
if (SteamVR_Input.GetStateDown(("Squeeze"), SteamVR_Input Sources.RightHand))
{
lr.enabled = true;
RaycastHit hit;
if (Physics.Raycast(transform.position, transform.forward, out hit)})
{
if (hit.collider)
{
Debug.Log("COLLIDED");
Destroy(hit.collider.gameObject.GetComponent<Splitable>());
WeaponSplitController.instance.WeaponColor = "Blue";
WeaponSplitController.instance.OnTriggerEnter(hit.collider);
}
¥
1
else if (SteamVR_Input.GetStateUp(("Squeeze"), SteamVR_Input_ Sources.RightHand))
{
lr.enabled = false;
1
¥

Eiova 24 - Kidon LeftRifleProperties

public class LeftRifleProperties : MonoBehaviour

{

private LineRenderer lr;

// Use this for initialization
void Start()

{
1r = gameObject.transform.GetChild(2).GetComponent<LineRenderer>();

lr.enabled = false;
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Eixova 25 - Update s kidong LeftRifleProperties

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

{
if (SteamVR_Input.GetStateDown(("Squeeze"), SteamVR_Input Sources.LeftHand))
i
lr.enabled = true;
RaycastHit hit;
if (Physics.Raycast(transform.position, transform.forward, out hit})
1
if (hit.cellider)
1
Debug.Log("COLLIDED");
Destroy(hit.collider.gameObject.GetComponent<Splitable>());
WeaponSplitController.instance.WeaponColor = "Red";
WeaponSplitController.instance.OnTriggerEnter(hit.collider);
¥
¥
b
else if (SteamVR_Input.GetStateUp(("Squeeze"), SteamVR_Input Sources.lLeftHand))
i
lr.enabled = false;
1
¥

2TIC TOPATAVD EIKOVEG aivovTal 0l KAAGELS ToL £xouv dnuovpynOet yuo to de&l kot
Y10l TO AP1oTEPSO OTAO OVTITTOLYO. XPNOUOTOIOVVTOL OLOPOPETIKES KAAGELS 0€ KAOE OTAO KOO
apyotepo pmopel va ypelactel | TPOsONKT KATOL0G SLUPOPETIKNG AEITOVPYIOG GTO £va OTAO GE
oyxéon e To GAAO.

H xAdon Rifle Laser mov @aivetar oty mopokdto €wdvo ypnoilomoteitot yo tnv
vAomoinon avtg ™ evbeiag ypapuung (Line Renderer) tov onpovpyeitor oto 6mAo, He TO
AT TNG OKOVOUANG TOV YEPLoTNpiov. Me avt v kKAdon opilovpe Tig 1010TNTEG ALTNG TNG
YPOUUNG.

Emiong n amekdvion avtig e YPOUUNG, 08V TPEMEL VO, SLOTEPVAEL TO OVTIKEILEVA TTOV KOVEL
Collide, omdte opileTon TOo TEAOG OLTNG TNG YPOAUUNG VO Elvar 6To 1010 onpeio pe To onpeio mov
éxave Collide pe kémoto avtikeipevo.
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Eixova 26 - KAdon RifleLaser

public class RiflelLaser : MonoBehaviour

{

private LineRenderer lr;

f/ Use this for initialization
void Start()

{

1r = GetComponent<LineRenderer>();

// Update is called once per frame
void Update()
{
lr.SetPosition(@, transform.position);
RaycastHit hit;
if (Physics.Raycast(transform.position, transform.forward, out hit))

{
if (hit.collider)

1
lr.SetPosition(1l, hit.point);

T
else lr.SetPosition(1l, transform.forward * 5888);

e Sabers kot Lightsabers — Zipn ko Potocnado

Ta Light Sabers ypnowomotodvtor oto Light Saber Mode, evd ta Sabers ypnoiponotodvron
oto Saber Mode. Kot 611¢ dvo mepurtdoelg ) vAoroinon gywe pe tov idto tpomo. ‘Etot avtd,
ypnoonoovv v kidon Weapon Split Controller yia tov éheyyo tov cvoppdviov (Events)
avTOV TOV OTA®Vv. Ta potécTabo Kot To 6madid, YPNCILOTOIOVY LK TOPATAVE GLVAPTN O
amd ooty tov Rifles, mov viomomnke o avt) Vv KAdon, v CreateCutPlane, n omoia
dnuovpyei éva adpato avrtikeipevo plane otnv oknvn, Kot givatl akpBog Tave oty BEon Tov
elvan ko to Eilpog - potoonabo. Ovclactikd o pohog avtod Tov plane gival va ywpioetl éva
OVTIKEIUEVO o€ OLO UEPM. AVTI] M GLVAPTNON EKTEAEITOL OTNV HEGH OTNV CLVAPTNON
OnTriggerExit. H OnTriggerExit ivar éva Event mov exteleiton LOAMG T0 OTAO GTAUATIGEL VO
kavel Collide pe éva Streaming Asset. ZT1¢ TopoKAT® EKOVES POIVOVTOL AVTEG OL GUVAPTHOELS,
Ko ToL OmAaL.

Eixova 27 - Zovaptnon s kAaons WeaponSplitController

void OnTriggerExit(Collider other)
{
collisionExitPos = transform.position;
CreateCutPlane(collisionEnterPos, collisionExitPos, bladeCollider.transform.up);
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Eixova 28 - Zovaptnon s kidons WeaponSplitController

private void CreateCutPlane(Vector3 startPos, Vector3 endPos, Vector3 forward)

{
Vector3 center = Vector3.Lerp(startPos, endPos, .5T);
Vector3 cut = (endPos - startPos).normalized;
Vector3 fwd = forward.normalized;
Vector3 normal = Vector3.Cross{fwd, cut).normalized;
GameObject goCutPlane = new GameObject(
"CutPlane",
typeof(BoxCollider),
typeof(Rigidbody),
typeof(SplitterSingleCut));
goCutPlane.GetComponent<Collider>().1isTrigger = true;
Rigidbody bodyCutPlane = goCutPlane.GetComponent<Rigidbody>();
bodyCutPlane.useGravity = false;
bodyCutPlane.isKinematic = true;
Transtorm transformCutPlane = goCutPlane.transform;
transtormCutPlane.position = center;
transformCutPlane.localScale = new Vector3(CutPlaneSize, .81f, CutPlaneSize);
transtormCutPlane.up = normal;
float angleFwd = Vector3.Angle(transformCutPlane.forward, fwd);
transformCutPlane.Rotatefround({center, normal, normal.y < &f ? -angleFwd : angleFwd);
¥
Eixovo. 29 - Ordo / MrAé pwtoonalo deciov yepiov Exova 30 - Orndo / Kokkivo pawtoomabo opiatepod yepiov
Eixova 31 - Orho / Mrlé Eipog deliod yepiod Eixova 32 - Ordo / Koxxivo Elpog opiotepod yepiod
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e Shield — Acmida

Eikova 33 - Onlo / Aomida

H aomnida ypnoponoteiton oto Lightsaber Mode kot ypnowonotel tnv khdon ShieldController
Yo TOV EAEYYO TV aAANAETIOpAcE®V e To. Streaming Assets.

Eixova 34 - KAdon ShieldController

public class ShieldController : MonoBehaviour {

public void OnTriggerEnter(Collider other)
{
Debug.lLog("Collided Shield");
//Make objects have gravity once they are split.
if (other.gameObject.tag.Equals("SpawnObject”) &&
other.gameObject.name.Equals({"SpherePrefab(Clone)™)
&% other.gameObject.GetComponent<Splitable>() != null)

J//Activate Gravity on Rigidbody
other.GetComponent<Rigidbody>().isKinematic = false;
other.GetComponent<Rigidbody>().useGravity = true;

//Play Particle System

other.transform.GetChild(@) .GetChild(®)
.GetComponent<ParticleSystem>().Play();

other.transform.GetChild(@).GetChild(1)
.GetComponent<ParticleSystem>().Play();

//Adding Thrust Force to GameObjects
other.gameObject.GetComponent<Rigidbody>()
.AddForce(®, 1, 1, ForceMode.Impulse);
//Adding Rotation to Gameobjects
other.gameObject.GetComponent<Rigidbody>()
.AddTorque(new Vector3(@, 1, @), ForceMode.Impulse);

AddScorePoints(28);
PlaySfxOnMode(true, other);
Destroy(other.gameObject.GetComponent<Splitable>());
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‘Etol eAéyyeton av o maiktng ytomnoe (éxove collide), pe v aomnida Tov KAmTO0
oQa1pidlo, Kot EPOGOV TO ¥TLINGEL Bal KOTAGTPAPOLV T cParpidia kot Oa Tpoostefovv o1 TOVTOL
otov Game Manager.

Eniong oto Lightsaber Mode o maiktng gyet v duvotdTNnTo VO EVEPYOTOU|CEL 1] VO
QTEVEPYOTOGEL OTOONTOTE OTIYU TNV aomida (kdvovtag ailoayn amd Light Sabers og
aomion) pE €va TANIVO KOLUTL TOL YEPLOTNPIOL TOV TOV EYEL OPIGTEL TO YOUPAKTNPIOTIKO
«GrabGripy». v TopoKIT® €KOVO QOIVETOL TOG EAEYXETAL KOl GTO, OLO YEPLOTHPLO. OV
TN ONKE OLTO TO KOLUTL, MGTE VAL YIVEL 1] EVOAALYT TV OTA®V.

Ewova 35 - Zovaptnon Update g kldons ShieldController

private void Update()

i
/fLeft Hand Shield on Grip Button
if (SteamVR_Input.GetStateDown(("GrabGrip"), SteamVR_Input Sources.leftHand))
{
LeftLightSaber.SetActive(false);
LeftShield.SetActive(true);
h
else if (SteamVR_Input.GetStateUp(("GrabGrip"), SteamVR_Input Sources.LeftHand)})
1
LeftShield.SetActive(false);
LeftLightSaber.SetActive(true);
¥
//Right Hand Shield on Grip Button
if (SteamVR_Input.GetStateDown(("GrabGrip"), SteamVR_Input Sources.RightHand))
1
RightLightSaber.SetActive(false);
RightShield.SetActive(true);
h
else if (SteamVR_Input.GetStateUp(("GrabGrip"), SteamVR_Input_ Sources.RightHand))
{
RightShield.SetActive(false);
RightLightSaber.SetActive(true);
¥
¥

3.2 Y omoinon tov €meCePyasTIKOD HEPOVS, TOV TALYVIOLOV

Onwg kot otnv KNV ToL PLOUKOL HEPOVS, £TGL Kol OTO €MECEPYOAOTIKO UEPOG TO
Baocwd eivar o Game Manager, mov Swoyepiletor T KOPlEG Aettovpyieg Kot O10TNTES TNG
oknvic. O Game Manager tov enelepyaotikod HEPOVS €XEL TIC 101G KO KATOEG OKOUOL
W0TTEG He oVTEC TOV PLOMKOV. AAAO €XEL OLPOPETIKEG GUVOPTNGCEL OV EKTEAOVV
SLPOPETIKEG AELTOVPYIES.
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Eixova 36 - Metofintéc Game Manager Enelepyactikod Mépovg

//VWariables for Calculations
public string CurrentSonghamePath = "";

public string SongTitle = "";
public float SongTimeSeconds;
public float BeatsPerMinute;

public float TotalBeats;

O maiktng dayepiletor po demoen mov PPIcKETOL GTO OPLGTEPO TOV YEPIGTHPLO Yo
Vo KaveL TIG EMA0YEG Tov ToL givarl dtabéotpeg. Mepucég and Tig emAoyég givarl av Bélel va
ONUIOVPYNGEL oL Kavovplo Tiota 1 av BEAeL va ene&epyaotel pio oM dnpovpynpévn. Xe ke
ePInTOON amapaitnTo Yo vor EEKIVIGEL TV OMpovpyio TG ToTag €lval, 1| GUUTANP®CT TOV
nediv, 6TMG TO OVOLN TOV LOLGIKOV Kopupatioh, 1o BPM (puOuod tov koppation) Kot to 1610
TO HOVOKO apyeio (.mp3 - .0gg).

‘Etor eléyxeton amd éva Script av ot Tég towv petapfintov oto Game Manager
VIOPYOLY Kot dgv glvanl KeEVEG, EVEPYOMOLOVTIOS TO KOLUTL otV Slema@r), mov divel v
dvvatodtTa 6TOV TTaiKTN Vo EEKvoEL TNV eneEepyacial.

AoV TatnoEL 0 ToiKTNG 0L TO TO KOLUT Kot BpioKeTOL oTNV dNpoVPYio TIOTAG EKTEAOVLVTOL Ol
TopakdTe cvvaptnoelg and tov Game Manager.

Ewcova 37 - Zovaptnon tovo Game Manager

public void StartEditor()

{
Destroy(GameObject.FindGameObjectWithTag("StandardObjectsTag"));
Invoke("ExecutelAfterTime", 8.5f);

Ecova 38- Xovaptnon tov Game Manager

public void ExecuteAfterTime()

{
Instantiate(StandardObjects);

UICanvasEditSongTitle.
GetComponent<InputField>().text

UICanvasEditSongBPM.
GetComponent<InputField>().text

SongTitle;

BeatsPerMinute.ToString();

/fUpdating Properties
InitAllObjectsProperties();
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Eixova 39 - Xovaptnon too Game Manager

public void InitAllObjectsProperties()

1
Properties tempProperties = new Properties();
tempProperties.SongTitle = SongTitle;
tempProperties.SongTimeSeconds = SongTimeSeconds;
tempProperties.BeatsPerMinute = BeatsPerMinute;
allObjects.properties.Add(tempProperties);

¥

Av106 Tov kavel n cuvdptnon Start Editor eivon va kataotpéyel o Standard Object av
elyav onpovpynOei mo mpv, Ko va ekteréoet v cvvaptnon Execute After Time petd and
H1o6 devTEPOAETTO, DGTE VO Unv dnpovpyovvton TpofAnpata oty Unity pe v apytkoroinon
tov Standard Objects.

H ocvvapmnon Execute After Time kdvetl apyicomoinon tov Standard Objects, opilet Tig
TILES Y10, TO OVOLLOL KOt TOV pLOULO TOL KOUUATION GTNV dlemapn Ko opilel HEG® TG GLVAPTNONG
InitAllObjectsProperties, ta Properties — 1310TnTeg TOL €XEL TO GLYKEKPYLEVO LOVGIKO KOUUATL
ov poOMg dmuovpynoe o maiktng. Avtd ta Properties mov aviictoyobv oe kdbe povokd
KOUUATL, YPNOYLOTOL00VTOL Kot Yl TV amobnkevon toug oe JSSON Baon.

Eixova 40 - Xovaptnon too Game Manager

public void StartEditorAndlLoad()

{
Destroy(GameObject.FindGameObjectWithTag("StandardObjectsTag"));

Invoke("ExecuteAfterTimelsonload", @.5f);
¥

Ewcova 41 - Xovaptnon tovo Game Manager

public void ExecuteAfterTimeJsonlLoad()

{
Instantiate(StandardObjects);

UICanvasEditSongTitleProperties.
GetComponent<InputField>().text

UILCanvasEditSongBPMProperties.
GetComponent<InputField»().text = BeatsPerMinute.ToString();

SongTitle;

GameObject.Find("JSON_Operations").
GetComponent<JsonOperations>().CreateloadedObjects();

Evd av o maikng matnoet to avtiotolyo Kovumt yia va EeKvieel Ty enegepyacio Tng
mioTag, 1 omoia gxel oM dnovpyndel TponyovUEvemg , TOTE EKTEAOVVTOL Ol GLVOPTCELS TTOL
amelkovilovTol TopaTdve.
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H extéleon tov cuvapmoemy yivetal pe tov 1010 Tpomo, OT®G UE TIC TPONYOVLEVES, LE
™V Hovn dtapopd 0Tt 0ev ekteheital mAéov 1 cuvaptnon InitAllObjectProperties, kabhg Exovv
NON OPYLIKOTOGELS AVTES OL TILES TPOTYOLUEVMG. AALG, exTeEAEiTOL ial GUVEAPTNON OO TO TNV
KAdorn JSON_Operations 1 omoia dnpuovpyet OAa ta avTiKeipeva (0OVGLOCTIKG TNV THOT), 0T
v JSON Bdon, mov elyov dnpiovpyndei amd tov maik.

Olec autég o1 cuvaptNoElS ivar vAoTomuéveg oty kAdorn tov Game Manager.

3.2.1 Avtikeipevo Kat 1 yp1on Tovg

To avtikeipeva 1 oAM®OG To, Streaming Assets givat To {0t e v Té oV avaEEpOnKay
610 pLOUIKS péPOg Tov oK VIdD, pe TIg 101eg 1010t TEG. H povn dapopd givar oty ypnon
TOVG. ZT0 €MECEPYOAOTIKO LUEPOG TOV TOLYVISLOV, XPTGLOTOLOVVTOL Y10l VO, OTIAEEL O TTOiKTNG TNV
miota. Avto yiveton pe v fonbeta tov VR yeprompiov mov gyetl o maikng.

AoV gmdéEetl 0 maiktng amd To pevol mov PpickeTOl GTO APLOTEPD XEPIGTNHPLO, TNV
EMAOYN OVTIKEWWEVOL oV B€Ael va OMovpynoel mOve o610 TAEYUW, Kol GNUOOELEL
(vmodekviet) pe To dekl xeprotpio mov gxel éva Laser Pointer mdvm tov, o€ mo10 onpeio Tov
mAéypatog 0éAel va to Tomobemoet. Kabdg o maiktng mepvaetl to Laser Pointer movew amd to
TAEYHO YIVETOL TPOEMIGKONNGN TOV OVTIKEWEVOD TTAV® amd to onueio mov onpadevet. To
avtikeipevo Ba dnpiovpyndel 6tav o maiKTNG TOTHCEL TNV CKAVOAAN TOV XEPLGTNPIOL.

Kdé0Oe avtikeipevo mov ompovpyeital. mpootifetan o1 1010t TEG TOV GE P AMoto pall pe
ol o aviikeipevo.H petafinm g kAdong AllObjects eivor apyikomompévn otov Game
Manager. X1V mopokdto £1KOVA GaivovTol 0VTEG 01 1O10TNTES Ko 1) AloTa.

Ewova 42 - Klaon AllObjects

[Serializable]

public class AllObjects

{
public List<Properties> properties = new List<Properties>();
public List<Objects> objects = new List<Objects>();

¥

[Serializable]
public class Objects

{
public int objectType;
public float xPosition;
public float yPosition;
public float zTime;

¥
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Otav 0 ToikTNG KOVEL (oL ETAOYT OO TNV SETAPN TOV OPIGTEPOV XEPLOTNPiov, N KaOE
Aertovpyio drayepiletor amd v khdon Ul Input Manager. H diemagn €xel 1€606epic emAOYEC
aAAnAemidopaong kot yprong, pe ta avtikeipeva. ‘Etor oty kAdon Ul Input Manager £yovv
vAomom el T€GGEPIG GLVAPTNGELS Y10 AVTO TOV GKOTO.

e DeleteObject

H Delete Object eivanr 1 svvaptnon vrevbovn yia v dypaen TV ONUIOVPYNUEVEOV
avtikelévov. H omoia yuo va fpel oo avtikeipevo va dtaypdyel maipvel TG GCUVIETAYUEVES
X,Y,Z TOV OVTIKEWEVOL OV EMEAEEE TTPOC SLOYPOPT KOl TO GLYKPIVEL LE OAL TO OVTIKEIIEVQL
omv Alota mov €yovv dnpovpynbel. Otav Ppebel 10 aviikeipevo, daypaeovior avTéC ot
GLVTETOUEVES amd TNV MoTa Kot Sloypa@ETaL KOt TO SNUOVPYNUEVO OVTIKEIHLEVO amd TNV
GKNVN.

Eixova 43 - Zovaptnon e UllnputManager

//Delete Object Option
public static void DeleteObject(PointerEventiArgs hoverEvent)

{
//Getting Moving Objects z position, because objects..
f/..are moved in the negative direction so the plane stays still
tloat negativePosition = hoverkvent.target.parent.parent.transform.position.z;
if (hoverEvent.target.tag.Equals({"SpawnObject”))
{
{//Searching for the selected object, that is about to get deleted
Objects searchedObject = new Objects();
foreach (Objects item in GameManager.allObjects.objects)
1
//Debug.Log("Item " + item.zTime);
if (item.xPosition.Equals(hoverEvent.target.transform.position.x) &&
item.yPosition.Equals(hoverEvent.target.transform.position.y) &&
item.zTime.Equals(hoverEvent.target.transform.position.z
- negativePosition))
1
searchedObject = item;
h
}
//Removing from Objects
GameManager.allObjects.objects.Remove(searchedObject);
{/Destroying the gameObject from the scene
Destroy({hoverEvent.target.gameObject);
h
L

e AddRedBox — AddBlueBox
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Ot ovvopmnoeic AddRedBox kot AddBlueBox ektelovv v 1010 Asttovpyion adda yio M
KkéBe o yo drapopetikd ypopa kovti. H AddRedBox givat yio tnv dnpovpyio Tov KOKKIvov
KovtioV, evd 1 AddBlueBox &ivat yio v dnpovpyia tov pmhe Kovtiov.

H xd&0e pia ovvéptnon Eexmpiotd, mpota 0o Pper 10 prefab (mpo ompiovpynuéva
OVTIKEIIEVA), TOL OVTIKELLEVOL OTd TNV oKNVY, Kot B dSnpovpynoet Eva avtiypopo avTod Tov
prefab oV oKNvN LE TIG GLUVTETAYUEVEG X,Y,Z TOL TO d0ONKaAY amd TO GNUEI0 TOVL O TTAIKTNG
enéhele vo 10 TomobeTNoEl TV GTO TAEY O,

‘Enerta dnpuovpyeitoan pon tpocsmpiv petafint tomov Objects (omd v kAdorn Objects),
Ko TEpVael o€ kKAOe Ted10 ALTNG TNG LETAPANTAG TIC X,Y,Z CUVTETUYUEVES TOV OVTIKELEVOV TTOV
TpoKertan va onpiovpyndei kabmg kot tov Tomo tov avtikeyévov (o 1o kdkKvo Kovti To
objectType givan 0, kot yio To pmhe givan 1). At v peETaPANT) He aTEG TIC TANPOPOPIEC,
mepviovvTan otV Aloto objects mov Ppicketar otnyv kAdon AllObjects, péow g petafintng
allObjects Tov Game Manager.

2TIC TOPOKATO EIKOVES POIVOVTOL 01 GUVAPTNGELS LE TIG AELTOVPYIES OV aAvaPEPONKaY.

Ewcovo 44 - Zovéptyon e UllnputManager

//Add Red Box Option
public static void AddRedBox(GameObject obj, Transform currentTransform)

{

Debug.Log("Add Red Box");

//Getting Prefab and Setting Variables

obj = GameObject.Find("EditorRedCube");

//Create New Cube Object

GameObject game = Instantiate(obj, new Vector3(
currentTranstorm.position.x,
currentTransform.position.y,
currentTransform.position.z),

Quaternion.identity,
GameObject.Find("CreatedObjects").transform);

//Adding Object info to Serializable object

Objects tempObject = new Objects(};

tempObject.objectType = @;

tempObject.xPosition = game . transtorm.position.x;

tempObject.yPosition = game . transtorm.position.y;

tempObject.zTime = Mathf.Abs( GameObject.Find("CreatedObjects").

transform.parent.position.z);
//Adding tempObject to AllObjects
GameManager.allObjects.objects.Add(tempObject);
¥
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Eixova 45 - Zovaptnon e UllnputManager

//Add Blue Box Option
public static void AddBlueBox(GameObject obj, Transform currentTransform)

i
Debug.Log("Add Blue Box");

//Getting Prefab and Setting Variables
obj = GameObject.Find("EditorBlueCube™};

//Create New Cube Object
GameObject game = Instantiate(obj, new Vector3(
currentTranstform.position.x,
currentTranstorm.position.y,
currentTransform.position.z),
Quaternion.identity,
GameObject.Find("CreatedObjects").transform);

//Adding Object info to Serializable object
Objects tempObject = new Objects();
tempObject.objectType = 1;

tempObject.xPosition = game.transform.position.x;
tempObject.yPosition = game.transtorm.position.y;
tempObject.zTime = Mathf.Abs(( GameObject.Find("CreatedObjects")

.transform.parent.position.z);
[/ /Adding tempObject to AllObjects
GameManager.allObjects.objects.Add(tempObject);

e AddSphere

H ovvapmon AddSphere eivor vrehBovvn yio v dnpiovpyia tov Sphere (ceaipidiov),
avtikelévon. Ommg Ko oty Onpovpyio Tov KOuTudv, £I61 KOl GE GUTH TNV TEPIMTOON 1
ocuvaptnon mponto Ppiokel to prefab tov ceapidiov Kol to MEPVAEL GE LU0 TPOCSHOPIV
peTaPANTY. XtV ovvéyela onpovpyeitar £vo avtiypago avtov to prefab otnv oknvn, otig
GUVTETAYUEVES X,Y,Z TTOL 000KV 0md TOV oK.

Emiong dnpovpyeitan n tpocwpvy petafAnt tomov Objects mov mepviohvtot G€ aVTHV Ot
GUVTETOUEVES KOl O TOTTOG TOL OVTIKELLEVOD (Yo TO opapidlo To objectType givar 2), pe okomd
va mepaotel avt 1 petafAnty oty Aota allObjects pe 6o to SnpovpynuUéEVE avVTIKEILEVa,
pécm tov Game Manager.
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Eixova 46 - Zovaptnon e UllnputManager

//Add Sphere Option
public static void AddSphere(GameObject obj, Transform currentTransform)

{
Debug.Log("Add Sphere"};

//Getting Prefab and Setting Variables
obj = GameObject.Find("EditorSpherePrefab");

//Create New Cube Object
GameObject game = Instantiate(obj, new Vector3(
currentTransform.position.x,
currentTransform.position.y,
currentTransform.position.z),
Quaternion.identity,
GameObject.Find("CreatedObjects").transform);

//Adding Object info to Serializable object
Objects tempObject = new Objects();
tempObject.objectType = 2;

tempObject.xPosition = | Jgame.transform.position.x;
tempObject.yPosition = | Jgame.transform.position.y;
tempObject.zTime = Mathf.Abs(( )GameObject.Find{"CreatedObjects")

.transform.parent.position.z);
f/Adding tempObject to AllObjects
GameManager.allObjects.objects.Add(tempObject);

e ClearAllObjects

Avt| 1 ocvvéptnon Otav extereitoan omd TV OlEMOPN TOL TOiKTN, JSypdpel OAa TO
avtikeipeva g Alotag tov aviikelpwévov (Streaming Assets) koBmg kot o 0w To
ONUIOLPYNUEVE OVTIKEILEVE THG CKNVNAG.
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Eixova 47 - Zovaptnon e UllnputManager

//Deleting all Objects Created
public veid ClearAllObjects()

{
GameObject createdObjects = GameObject.Find("CreatedObjects");
//Deleting Physical Objects
foreach (Transform child in createdObjects.transform)
{
.Destroy({child.gameObject);
¥
//Destroy Objects as data from allObjects
GameManager.allObjects.objects.Clear();
h

3.2.2 I Aéypo emimedn g EMPAVELOS KON 1] (PTOT] TOV

Onwg oty oyediaon £To1 Kot 6TV VAOTOINGCT) TOV ENEEEPYACTIKOV LEPOVGS, EYIVE YPNOT|
pog eminedng empdvelag yopopevn oe nAgypa (Grid) pe dwaotdoelg 4x3 dote 0 moikTng vo
tonoBetel mhve tov ta aviikeipeva (Streaming Assets).

Xmv kAaon Grid gyl onuovpyndei o svvaptnon n GetNearestPointOnGrid 1 onoia
petotpénel €va onueio oto mowo Kovtvod onueio méve e avtd to TAEYHd. OvoloeTIKA
UETOTPETEL OTTO TIG CLVTETAYUEVES AVTOV TOV GNUEIOL OTIG ATOAVTES TYES TOVG KOl EMGTPEPEL
T0 amotéAespa (Tov ivar ko avtd onpeio — Vector3), Ommg @oiveTol 6TV mOPaKATO EIKOVOL.

Ewova 48 - Xovaptnon e klaong Grid

//Returns nearest point on grid
public Vector3 GetNearestPointOnGrid(Vector3 position)

1

position -= transtorm.position;

int xCount = Mathf.RoundToInt(position.x / GridDisplacement);
int yCount = Mathf.RoundToInt(position.y / GridDisplacement);
int zCount = Mathf.RoundToInt(position.z / GridDisplacement);

Vector3 result = new Vector3(
¥Count #* GridDisplacement,
yCount #* GridDisplacement,
zCount * GridDisplacement

)s

result += transform.position;
return result;
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H «\don Cube Grid Snap gyet Aertovpyieg mov £x0VV oV KAVOLV LE TNV OAANAETIOpoon
TOV OVTIKEILEVOV TOV® GTY| EMITENT ETPAVELD TOV TAEYLOTOG. TNV cvvaptnon Update eAéyyet
o€ KaBe kopé av matnke n okavddAn amd 1o 6e&i xepiotipio kot av to Laser Pointer nrav
pHéca oTOL OploL TNG EMPAVELNS, DOTE VO EKTEAEGEL o Agttovpyia Yoo TV dnuovpyia M
Sy popY| OVTIKEIEVOVY TOVD 6T0 TAEYHA. H mopakdtom gikdva, deiyvel autn v cuvaptnon.

Ecova 49 - Zovaptnon Update ¢ kloonc CubeGridSnap

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

i
J/If trigger is presses on GridPlane
if (hoverEvent.target != null && (hoverEvent.target.tag.Equals("TempCubeTag")
|| hoverEvent.target.tag.Equals("SpawnObject”)) &&
SteamVR_Input.GetStateDown(("Squeeze"), SteamVR_Input_Sources.RightHand)})
{
//Checks Fuction Selected from UI and activates 1t
UILnputManager.DoSelectedFunction(hoverEvent, obj, CurrentGameObjectTransofrm);
¥
¥

Xmv 10w KAGon vrdpyovv ol GLVOPTNGES oL Agrtovpyovv pe Event amd v
Brodnkn Tov SteamVR, n PointerInside kot n PointerOutside. Xtnv PointerInside dtav to
Laser Pointer mov vdpyel 610 de&l YEPLOTHPLO, AKOVUTNGEL — dElYVEL GE KATOLO OVTIKEILEVO
QT 1 GLVAPTNOT EKTEAEITAL. ZTNV GUYKEKPEVT TEPITTOGT EAEYYETOL OV TO OVTIKEILEVO OVTO
elvar to mAéypo enimedng emdveloc. Av eivar TOte dnpovpyeitat £va TPOSOPIVO OVTIKEIEVO
(avoAOY®G TL OVTIKEIHEVO E)EL EMAEEEL VO TOTOBETNOEL O TOUKTNG), TO OO0 EUPAVILETAL GTO
TAEYHO LE SLOPAVELD, ONUIOVPYADVTOS M0 TPOETIGKOTNGN TOV GVTIKEYWEVOL TOL UTOPEL va
TOMOOETNGEL O TAIKTNG, TOTOVTOS TV GKAVOOAT.
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Eixova 50 - Zovaptnon e kAaons CubeGridSnap

//VR Laser Pointer Handlers - Pointer Inside
public void PointerInside(object sender, PointerEventlrgs e)

{
if (e.target.tag.Equals("PlaneGridTag") || e.target.tag.Equals("TempCubeTag"))
{
Ray raycast = new Ray(laserPointer.pointer.transform.position,
laserPointer.transform.forward);
if (Physics.Raycast(raycast, out hitInfo))
{
grid = FindObjectOfType<Grids>();
finalPosition = grid.GetNearestPointOnGrid(hitInfo.point);
if (UTInputManager.CurrentSelected.Equals(3)) //Red Cube
{
redCube.transform.position = finalPosition;
redCube.GetComponent<Renderer>().enabled = true;
blueCube.GetComponent<Renderer>().enabled = false;
spherePrefab.GetComponent<Renderer>().enabled = false;
CurrentGameObjectTransofrm = redCube.transform;
¥
else if (UILInputManager.CurrentSelected.Equals(4)) //Blue Cube
{
blueCube.transform.position = finalPosition;
blueCube.GetComponent<Renderer>().enabled = true;
redCube.GetComponent<Renderer>().enabled = false;
spherePrefab.GetComponent<Renderer>().enabled = false;
CurrentGameObjectTransofrm = blueCube.transform;
¥
else if (UIInputManager.CurrentSelected.Equals(5)) //Sphere Cube
{
spherePrefab.transform.position = finalPosition;
spherePrefab.GetComponent<Renderer>().enabled = true;
redCube.GetComponent<Renderer>().enabled = false;
blueCube.GetComponent<Renderer>().enabled = false;
CurrentGameObjectTransofrm = spherePrefab.transform;
¥
}
}
¥

Avrtiototya n PointerOutside ekteAeitan otav to Lase Pointer otopatiost va epdntetal
LE To avTiKeipevo ov giye ekteléoetl mpornyovpévmg v Pointerlnside. 'Etot av to avtikeipevo
OV aKOVUTNoE KAODS eENAOE amd £va TPponyovpEVO, Oev eival 1 ETEAVELL TOV TAEYLOTOG TOTE
OTOMOTAEL VO, amelkovilel — epeavifel Ta dlo@av|] avTiKEipeVa Tov dNUovpyHROnKaV e GKOTO
TNV TPOEMGKOMNON.
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Eixova 51 - Zvvaptnon s kiaons CubeGridSnap

//VR Laser Pointer Handlers - Pointer Outside
public woid PointerOutside(object sender, PointerEventirgs e)

{

if (e.target.tag != "PlaneGridTag™)
{
if (UIInputManager.CurrentSelected.Equals(2)) //Red Cube
{
GameObject redCube = GameObject.Find("HoverRedCube");
redCube.GetComponent<Renderar>()
.GetComponent<Renderer>().enabled = false;
}
else if (UIInputManager.CurrentSelected.Equals{4)) //Blue Cube
{
GameObject blueCube = GameObject.Find{"HoverBlueCube");
blueCube.GetComponent<Renderer>{)
.GetComponent<Renderer>().enabled = false;
}
else if (UIInputManager.CurrentSelected.Equals({5)) //Sphere Cube
{
GameObject spherePrefab = GameObject.Find{"HoverSpherePrefab"};
spherePrefab.GetComponaent<Renderer>()
.GetComponent<Renderer>().enabled = false;
}

o MeTokiviion TG EMPAVELNS TOV TAEYROTOS

210 emelepyaoTIKO HEPOG O TTAIKTNG EXEL TNV OLVOATOTNTO VO LETOKIVEL TNV EMUPAVELD TOV
TAEYLOTOG, MOTE Vo pumopet va, emeepydletal To avTikeipeva Tdve og VTN TNV EMPAVELX, M
omoio LTOJEIKVOEL G€ TTO10 beat Tov LoVGKOD KOUHATION BPioKETAL GE [aL YPOVIKT) GTIYUY).

‘Etor 1 mapokdto cvovdptmon ewvar n Update g xidong MovingPlaneObj n omoia ivot
VEVBVYT YO TIG AELTOVPYIEC TOV EKTEAEL ALTY| 1] EMPAVELQL.
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Eixova 52 - Jovaptnon Update thg kldons MovingPlaneObj

/f Update is called once per frame
void Update()
{
/fPausing Unpausing with Spacebar
if (SteamVR_Input.GetStateDown(("GrabGrip"”),
SteamVR_Input Sources.leftHand) & isPlaying)
i
AudioSource.Pause();
isPlaying = false;
h

else if (SteamVR_Input.GetStateDown(("GrabGrip"”),
SteamVR_Input Sources.leftHand) & !isPlaying)

{
isPlaying = true;
AudioSource.UnPause();

//Moving Plane on grid when Pause or Unpause
if (isPlaying)

{
PlanePosition = Time.deltaTime * welocity;
spherePosition = new Vector3(
MovingObjects.transform.position.x,
MovingObjects.transform.position.y,
MovingObjects.transform.position.z - PlanePosition);
MovingObjects.transform.position = spherePosition;
bj
else
{

//Update Joystick position every frame
JoystickPositionY = Mathf.RoundToInt(
joystickPosition.GetAxis(SteamVR_Input Sources.LeftHand).y * 3);

//Moving Plane with Scroll
if (SteamVR_Input.GetStateDown(("ForwardMovePlane"),
SteamVR_Input Sources.lLeftHand})

PlanePositionScroll += GridDisplacement;

}
else if (SteamVR_Input.GetStateDown(("BackwordMovePlane"),

SteamVR_Input Sources.LeftHand})

PlanePositionScroll -= GridDisplacement;
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/{Check the Plane is between the song limits
spherePosition = new Vector3(

MovingObjects.transform.position.x,

MovingObjects.transform.position.y,
(float)System.Math.Round(MovingObjects.transform.position.z * 2,
MidpointRounding.AwayFromZero) / 2 - PlanePositionScroll - JoystickPositiony);

if (System.Math.Round(spherePosition.z, MidpointRounding.AwayFromZero) <= &f
&8 System.Math.Round(Matht.Abs(spherePosition.z),
MidpointRounding.AwayFromZero)} <=
GameManager.GetComponent<GameManagers().TotalBeats)

{
MovingObjects.transform.position = spherePosition;
{//Make Audio Time equal to Plane Position
AudioSource.time = (6@ * Mathf.Abs(spherePosition.z)) /
GameManager.GetComponent<GameManager>().BeatsPerMinute;
}

//Reset Scroll Variable
PlanePositionScroll = 8;

}

//Make Plane Stop when song has ended
if ((int)GameManager.GetComponent<GameManager>()
.TotalBeats <= Mathf.Abs(spherePosition.z))

{
AudioSource.Pause();
//Debug.log("Audio Finished");
isPlaying = false;
spherePosition = new Vector3(
MovingObjects.transform.position.x,
MovingObjects.transftorm.position.y,
MovingObjects.transform.position.z);
MovingObjects.transform.position = spherePosition;
}

Oleg o1 mapoamdve ewodveg deiyvouv v Update cvvdptnon. Avti 1 covvdptnon
ekteleitan KAOe Kapé yrova EAEYYEL TIC KIVIGELS TOV TaiKTN pHésa amod Ta xeprotnpla. EAEyyetan
av 0 ToikTng whtnoe to TANKTpo GrabGrip mov givat vrevBuvo yia o Play / Pause tng povoikng.
Otav 10 povowd koppdtt mailel tote N emedvela (Plane) tote yiveton petatomion tov Kabe
devtepdrento pe tayvnra (Velocity), avaioyn Tov amoTEAECUATOC OO TOVS VITOAOYIGHOVG
mov £ywvav otnv cvvaptnon BPMCalculations (yivetar avdAvon o€ eTOUEVO KEQPAALO).

Otav 10 povokd koppdrt eivor o€ Pause t0te 0 maiiktng pmopel va Kavel fio Topomive
Aertovpyia. Me 10 kovpni Tov yeprotnpiov mov avrtictolyel to «ForwardMovePlane», kot to
kovumni Tov avtiotoryel oto «BackwordMovePlaney, o maiktng pmopei va petaxivnei éva beat
umpootd M €va beat mpog ta wicw. EmumAéov pe 1o Joystick otov Y d&ova tov yeprotpiov
umopet va petafel moArd beat v popd.
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Metd mov Oa Kavel 0 TaikTng TNV PETaKivon, EAEYYETOL GE TO10 beat exel GTANATNOEL
TNV EMPAVELN Y10 VO YIVEL O AVTIOTOLX0G VTTOAOYIGUOC amd beat oe devtepOAEnTO, OOTE OTOV
natioet to Play va Eekiviioet Kot 1o LOVGTKO KOUPATL 0td avTd TO SEVTEPOAETTO.

AAog évag €leyyxoc elvar m va pnv petofel n emedveln mépa ond Kamowo beat.
EAéyyetan ovsraotikd vo punv vrepPaivel tov péyioto apBpd beats mov vapyovv KaOmG Kot vo
unv petaPel oe beat pikpoOtEPO TOL PUNOEVOS. AVTO eAEyyeTon Kot OTOV ToileEl TO HOLGIKO
KOUUATL Y10 VO OTOUOTAEL 1) EMPAVELD OTAV QTAVEL 0TO TEAEVTAiO beat (dpa Kot 61O TEAOG TOV
HOLG1IKOD KOUUOTION).

Me Bdon tov oyedacpd, n LVAOTOINGCT VTG TN UETOKIVIIONG TNG EMPAVELNS OTNV
oKNnvN, yYivetaw pe tpomo wote vo, unv kovpaletl tov maiktn otnv VR gumeipia tov. Anladn o
ToikTNG Ko to avtikeipeva oto mepPAALOV TOL Kot 1 EMEAVEIL TOL TAEYHOTOG €ivol o€
otabepd onueio (dev Kivovvrar). ‘Etot autd mov yivetol otav HETAKIVEITOL 1) ETQAVELN HeTAED
TV beats, ot vo petokivovvrol ta avtikeipeva (Standard Objects) kot ot ypoppég mov
VTOOEIKVOOVV 6TV oKNVN Ta beats. Avto divel tnv yevdaicOnon otov maiktn 6Tt HETAKIVEL TNV
EMPAVELD.

3.3 ®voik) Tov wayviowov — Physics

210 emeEePYAOTIKO UEPOC OEV EYIVE TPOTOTOINGT TNG PLGIKNG TOV ToY VIOV, Kabdg ot
Aertovpyieg mov yperaloviovcav nrav Pacikés og tpog v euoikn. H povn mapépuPaon eivor
0Tl Ta avtikeipeva mov Omuovpyel o maiktng €yovv Rigid Body, mov onuaiver ot
YPNOLOTOL0VVTOL AElTOVpYiec PLGIKNG amd v Unity, dAlo TPOTOTOIOVVIOL MGTE VO LEVOLV
otafepd ekel mov dnuovpyovvtol. H tpomomoinon avt) sivoar va kavovue kinematic to
RigidBody and ta avtikeipeva.

210 puOukd pEPOG TOL TALXVIOOD VRAPYOLV TPOMOMOWCELS GTNV QUGIKN TOV
avtikelpevov (Streaming Assets). Kabe tétolo avrtikeipevo gxet v 1010mto Ko KAAoN
Splittable mov eivar and v eEwtepwn PpAiodnkn MeshSplitter. Xtnv mopoakdto ewdvo
@OivovTol 01 TPOTOTOMCELS TTOL £ytvay oty KAdon Splittable.
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E1xova 53 - EVTol&S mpocopuoyng, e QUOIKNGS TV GVTIKEIUEVWY

newG0s[@].gameObject.GetComponent<Rigidbody>().isKinematic = false;
newG0s[@].gameObject.GetComponent<Rigidbody>() .useGravity = true;
newG0s[1].gameObject.GetComponent<Rigidbody>().isKinematic = false;
newGOs[1].gameObject.GetComponent<Rigidbody>() .useGravity = true;

//Adding Thrust Force to GameObjects
newG0s[@].gameObject.GetComponent<Rigidbody>()
.AddForce(ForceThrust, ForceThrust, @, ForceMode.Impulse);
newG0s[1].gameObject.GetComponent<Rigidbody>()
.AddForce(-ForceThrust, ForceThrust, @, ForceMode.Impulse);
//Adding Rotation to Gameobjects
newGOs[@].gameObject.GetComponent<Rigidbody>()

.AddTorque(new Vector3(TorqueThrust, 8, @), ForceMode.Impulse);
newG0s[1].gameObject.GetComponent<Rigidbody>()
.AddTorque(new Vector3(-TorqueThrust, @, 8), ForceMode.Impulse);

Av106 mov kavel ovslaotikd 1 Splittable elvar va yopilet éva avtikeipevo oe dvo pép.
"Etot dnpiovpyodvtan dvo véa aviikeipevo otnyv 0éon tov. Ilpoxeévou va gaivetar dpopea
aUTH 1 KOTN E€YVE TPOTMOMOINGN TNG PUOIKNG AVTAOV TOV OVO UETEMEITO ONUOVPYNUEVOV
avtikeyévav. To newGOs[0] etvor o va amd Ta dvo avtikeipeva kot to newGOs[ 1] elvar o
dAro. 'Etor polg yiver m komn tov avtikeévov Bo amevepyomomBei 1o kinematic xo Qo
gvepyomomBet To gravity (Bapvtnta), yio kabe éva aviikeipevo. AQov yivel avtd tpootifeton
pa Ovvaun otov dZova X Kol y Tov KA0e avTIKEUEVOD, OCTE VO, TETOYTOVV EAAPPADS TPOG TO.
TV KoL TPOG T TAAY10. avTioTorya 1o kB Eva. Tawtdypova dnpiovpyeital Kot o, pomn o€
Kk&Oe Eva avtikeipevo 10 Eva 0eE10GTPOPa Kot TO AAAO OPIGTEPOCGTPOPA MG TPOS TOV X AEOVA.

Avt 1 Tpomomoinomn euoikng ota avtikeipeva epappdletar poévo oto Lightsaber Mode
ka1 oto Saber Mode mov ypnoyomotovviar Eipn kot @oTdéoTAdA Yo VO KOTAGTPEYOLV
(«kOyovvy ota 6vo) ta aviikeipeva (Streaming Assets). 1o Rifle Mode amAd yiveton
KATOGTPOPT] TOV AVTIIKEILEV®V YOPIc TNV ¥p1on euoikng ¢ Unity.

3.4 Yroloyiopol yio. TOV 60YYPOVIGHO £VOS PLOUIKOD KOURATLOV0

e éva puBukd moyviol factkod yio Ty vVAoToinon eivat 0 GLVOAMKOG apBUOS TV beats
oL €YEL £vo LoLokO Koppdtt. Ta cuvolkd beats yperdlovton yio vo, UTopodV To OVTIKEIPEVQL
va gtvat suyypovicpéva pe Tov pupd Tov Hovs Koy Koppatiov. [ Tov vToAOYIGHO QVTOV TV
beats ypnoyoroleiton po GuvapTNon. AvT 1 GuvapToN Elvar:

2vvolikos apiBuos Beats = (Beats to Aemto / 60) x (To 6vvolikd OcvTEPOIEMTA TOV
TPAYOVOL10D)

H vAomoinon eaivetal onv Topakdto ekova.
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Eixova 54 - Evroleg vmoloyyod twv beats / UIGrid
// Use this for initialization
void Start()

{
GManager = GameObject.Find("GameManager");
GridDisplacement = GManager.GetComponent<GameMzanager>().GridDisplacement;
/fCalculation to find beats on a song
GManager.GetComponent<GameManager>().TotalBeats =
GManager.GetComponent<GameManager>().BeatsPerMinute [/ 68) #
GManager.GetComponent<GameManager>().SongTimeSeconds;
GridNumber = GManager.GetComponent<GameManager>().TotalBeats;
CreateDynamicObjectsGrid();
¥

Eniong v va pmopel o maiktng va PAénel og moto beat Bpioketon k4be @opd, eyve 1
onuovpyio YpoUU®Y 6TV oKV oL VIodelkvoovy ta. beats. H dnovpyia avtov tov
YPOUUODV — OVTIKEWWEVOV YIVETOL UE TNV TOPAKAT® GLVAPTNON 1 omoia ekTeAeiton pe TV
évapén enelepyaciog KATOOL LOVGTKOD KOUUATION.

"Etot yuo kdBe beat dmpovpyeiton po ypoppun He amdctac 0G0 VTN TOV EYOVLE OPICEL LLE TO
GridDisplacement (oce avtn v vAomoinon to GridDisplacement ivat ico pe 1).

Ewova 55 - Evroleg onuiovpyiag twv beats oty oxnvyy / UIGrid

private void CreateDynamicObjectsGrid()

{
for (float z = @; z < (int)GridNumber + 1; z += GridDisplacement)
{
BeatsNumberText.GetComponent<TextMeshPro>().text = z.ToString();
Instantiate(BeatsNumberText,
new Vector3(-1.1f, -8.249f, z - 8.5f),
Quaternion.Euler(98, 8, @),
GameObject.Find("CreatedBeatsNumberText").transform);
Instantiate(BeatsPlaneline,
new Vector3(®.25f, -8.25f, z),
Quaternion.Euler(98, 8, @),
GameObject.Find("CreatedBeatsNumberText").transform);
b
}

Exto¢ amd v dnuovpyia tov cuvolkadv beats, emiong Poacikd eivor m toydTO
(velocity) pe v omoia 1 empdvelo Tov TAEypoToC (plane), tpemet va petatomiCetot, 660 apopd
T0 eMeEPYUOTIKO PEPOG. ZTO pLOUIKO péEPOG elvarl eElcOV oNUAVTIKY 1) ToLTNTA KOODS TNV
YPNOLOTOLOVV TO avTIKEipEVa - Streaming Assets yio va LeTatonilovtan TPog TO TaiKT™ LE TOV
KOTAAANAO puOUd oL €xel To Hovokd koppdtt. H taydtnra avt) vrohoyileton pe Bdon v
TOPOKATO GLVAPTNON:

Tayvtnte = (Andéotaon petald Tov beats) x (Beats 1o Aemto) / 60
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Exova 56 - Zovaptnon vroloyiouod g tayvtytag tov BPM

void BPMCalculation()

{
ffvelocity = Distance * BeatsPerMinute / 68;
distance = 1f; //Distance for each beat in physical world
velocity = distance *
GameManager.GetComponent<GameManager>{)
.BeatsPerMinute / 68;
¥

2y edvo QoivETOL 1| VAOTTOINGT aTAG TG GLVAPTNONG OV YPNCUYLOTOLEITAL KOl GTO dVO
LEPT TOL TTOYVIOLOV.

3.5 AnoOnkevon ko Avaktnon

[Na va vdpyet n duvatdTTa 0 TAKTNG VO POPTOVEL KATOW TGTA TG EMAOYNG TOL, Hal
TPENEL VO amodNKeLTEL QLT M) TLGTA GTOV VTOAOYIGTN MOOTE Vo umopel va Eava mai&etl ) 0w
mioTo aKOUO Kot oV KAEIGEL 1] €paployn - oy viot.

‘Etotl gywve ypnon JSON oapyeiov yioo v amobnkevon tov mAnpoeopidv e kabe
niotag (N omoio avtioTolyel o€ £va LOVO LOVGIKO KOUUATL). AVTEG 01 TANpoPopies ywpiloviot
o€ dvo JSON apyeia. Zto £va amoOnkevovtol Ta celplakd aviikeipeva (Streaming Assets) kot
610 AAAo JSON apyeio amoOnkevovtal o1 1010TNTEG TOV LOVGIKOD KOUUOTION.

H avéxtmon apyeiov mov Aettovpyet Kot 6TiG SVO GKNVES, POPTMVEL TPia apyeia yio va
ypNoonomBodv oty avtictoyn oknvn. Avtd eivat, o JISON pe v Bdon tov aviikepévoy,
70 JSON pe 116 1310TNTES TOV LOVGIKOD KOUUATION OV avTioToyel kot T€Aog to 1610 10 apyeio
LE TO LOVGIKO KOUULATL.

210 pLOUIKO PEPOC TOL TOLYVIOOD YIVETOL UOVO OVAKTINGT TOV TANPOPOPIOV Omd TO
JSON apyeia. Kabog oe avtd 1o péEPog tov mayvidov dgv amodnkedovior TANPoEopies.
AvtiBétmg 610 emeepyasTiKO KOpUATL ¥peralovtal Kot ot dovo Aettovpyiec. Kot n avéktnon kot
n omofnkevon tov JSON apyeiov, 010TL otV emhoyn enelepyociog NOMN ONUIOLPYNUEVNS
niotag yperaleton TPMOTU VoL poPT®OOHV Kol VO ELPAVICTOVV TO AVTIKEILEVO GTNV CKNVI Ko
apyoTeEPO Vo, armoOnkevToHV 01 AAAAYES TOV AVTIKEIUEVOV TOL £KOVE O TOIKTNG OTNV TOTA.

3.5.1 AmoOnkevon ko avaxktnoen JSON Baong

o AmoOnxevon

2y mopakdTo gwovo eaivetar 1 cuvaptnon SaveJSON, ¢ khdong JSONOperations,
7oL gtvar LITEHOLYM Y1a TV ATOONKELOT TOV AVTIKEILEVOV (TOV 1010THTOV TOVG) o€ JSON Bdon
(apxein). To ovikeipeva mov €yovv dmuovpyndel amd tov maiktn sivor Tpocwpvd
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amoOnkevpéva oty AMoto objects kol ot 1010TNTEG TOL LOVGIKOD KOUUATION £Vl TPOGMPIVE
amodnkevpéveg otV petaPfAntn properties g kidong AllObjects.

Apyotepa pe v Pondeia v kAdong JSON Helper petatpémovion avtéc ot mAnpogopieg o
pa dounpévn cvpPorocelpd kot ev TéAN pe v Pondeta g File khdong amobnkedetot avt n
ovuPorocepd oe JISON apyeio.

Eixova 57 - Zovaptnon e kidons JSSONOperations

{f5aving Function
public woid SavelSON()
{

GameObject gameManager = GameObject.Find("GameManager");
string currentSongPathName =
gameManager.GetComponent<GameManager>().CurrentSongNamePath;
string songPathlson =
"“\Resources‘\\" + currentSongPathName + ".json";
string songPathlsonProperties =
"\\Resources\\" + currentSongPathName + "Properties.json";
{/Saving Serializable Object to 150N
JSONSavel = JsonHelper.Tolson (
GameManager.allObjects.objects.ToArray());
JS0ONSave? = JsonHelper.Tolson {
GameManager.allObjects.properties.ToArray());

//Save to to JS0N File

File.WriteAllText( Directory.GetCurrentDirectory()
+ "“M\Assets" + songPathlson, JS0NSavel);

File.WriteAllText( .Directory.GetCurrentDirectory()
+ "“\Assets" + songPathlsonProperties, J1S50NSavel);

PrintAllobjects();

e Avaktnon

[No v avéxtnon towv tAnpoeopidv and ta JSON apyeio mov Exovv onovpyndei, ivor
vrevBuvn 1 LoadJSON and v kidon JSONOperations. Ztnv cuvapTnor T EAEYYETOL OV
0o JSON apyeio mov yperdleton va goptmbei, vmapyet. Epdcov vrdpyet, yiveton n avtiBetn
dwdkacio and oot g amobnkevong. Aniadr|, pue v ypnon mg File poptodver to JISON
apyeio Kot 1o HETATPEMEL € o GLUPoAOCELPA (string), Kot amodnkeveTon G€ o LETOPANTY).
Apyotepa, pe v Ponbeia g JSON Helper yivetonw petatpomn omd ocvpforoocelpd, oe
TANPOPOPIES TOL UTOPOVV VOl AToONKELTOVV GTIG TPOCOPIVES Aloteg — petaPAntég Objects kot
Properties, ot omoieg ypnoLOTOI0VVTOL OO TO TTOLLYVIOL.

v mapokdto swdva eaiveton 1 cvvdptnon LoadJSON mov extedel avtég T1g Asttovpyieg.
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Eixova 58 - Zvvaptnon e kiaons JSSONOperations
//Loading JSON
public woid LoadlSON()
{
GameObject gameManager = GameObject.Find("GameManager");
string currentSongPathName =
gameManager.GetComponent<GameManager>().CurrentSonglamePath;
string songPathlson =
"\\Resources\\" + currentSongPathName + ".json";
string songPathlsonProperties =
"\\Resources\\" + currentSongPathName + "Properties.json”;

//If JISON file exists Load file
if (File.Exists(System.IO.Directory.GetCurrentDirectory()
+ "\\Assets" + songPathlson))

string JsonSavedStringl = File.ReadAllText(
System.I0.Directory.GetCurrentDirectory()
+ "\\Assets" + songPathlson);

Objects[] allObjects = JsonHelper
.Fromlson<0Objects>(JsonSavedStringl);
GameManager.allObjects.objects =
new List<Objects»(allObjects);

string JsonSavedString2 = File.ReadAllText(
System.I0.Directory.GetCurrentDirectory() +
"\\Assets" + songPathJsonProperties);

Properties[] properties = JsonHelper
.FromJson<Properties>(JsonSavedString2);
GameManager.allObjects.properties =
new List<Properties>(properties);

v mopakdato ewwova eaivetal  cuvaptnon JsonHelper mov 1 Aettovpyieg g eivan
va LeTaTpémel o ouUPBorocelpd oe avtikeipeva — petafAntég g Unity dote voo LTopovV va
ypnooromBovv apydtepa omd v Unity, kot 1o ovamodo. Aniadr| ta avtikeipeva g Unity
VO LETOTPETOVTOL GE L0 SOUNUEVT] GLUPOAOGELPA.
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Eixova 59 - Klaon JsonHelper
public static class JsonHelper

{
public static T[] FromJson<T>(string json)
{
Wrapper<T» wrapper = UnityEngine.JsonUtility.Fromlson<Wrapper<T»>(json);
return wrapper.Items;
h
public static string Tolson<T>(T[] array)
{
Wrapper<T> wrapper = new Wrapper<T>();
wrapper.Items = array;
return UnityEngine.JsonUtility.Tolson{wrapper);
h
[Serializable]
private class Wrapper<T>
{
public T[] Items;
h
¥

"Eva mapadetypa ot amodrjkevon tov JSON apyeiov paivetot 6T mopakdtm EKOVES.
v po ewova aneikovifovron ot 1010t 1eg — Properties Tov ovsikov KopUaTion.
Evd omv dAAn ewodvo amewkovifovior ot w010tnteg KABe €vOG OVTIKEWEVOL TOL €lye
onuovpyndet 6TV oKNVY| TOL ENEEEPYACTIKOD UEPOVG, OO TOV TTOAKTY.

Ewova 60 - Aeiyuo. omoOnrevuévoo Json apyeiov / AllObjects

"Items": |

“objectType”: 1,
“"¥Position™: 2.8,
"yPosition": 1.8,

“zTime™: 1.8

}s

{
"objectType": 2,
"xPosition”: @.8,
"yPosition": ©.8,
“"zTime": 1.8

¥
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Eixova 61 - Astyuo awoOnkevpgvoo Json apyeiov / Properties
"ITtems": |
"SongTitle": "DemoSong”,

"SongTimeSeconds™: 67.57877349853516,
"BeatsPerMinute”: 95.8

}s

{
"songTitle": "Demo Song",
"SongTimeSeconds"™: 67.57877349853516,
“BeatsPerMinute™: 05.@

¥

¢ CreateLoadedObjects

H ovvéptmon CreateLoadedObjects gyet wg Aettovpyia va ONpOVPYNGEL KO VO ELPAVICEL
oTNV oKNVN, OAa T avtikeipeva mov giyav optbei otnv Aicta Objects and to JISON apyeio.
AvT6 OV KOVEL OVCIACTIKA Eivor var EAEYEEL pua-pal OAES TIC EYYPOPES TNG AIGTAG KOl VoA Y ™G
T0 T TOmov avtikeipevo (objectType) eivarl vo dnpovpynoet o avtictoyo oty oknvi. To
objectType “0” elvar ylo T0 KOKKIVO KovTi, TO “1” givon yio To pmhe kovti kot to “2” yuo 10
c@opioto.

Eixova 62 - Xovaptnon s kidons JSSONOperations

f{Loading all objects from JSON to the game
public void CreateloadedObjects()
{
//Getting Prefab and Setting Variables
foreach (Objects objec in GameManagerMainGame.allObjects.objects)
{
//Red Cube Prefab
if {objec.objectType.Equals(@))
{
obj = GameObject.Find({"RedCubePrefab");
//Instantiating Object
GameObject game = Instantiate(obj, new Vector3(
objec.xPosition,
objec.yPosition,
objec.zTime},
Quaternion.identity,
GameObject.Find("CreatedObjects”).transform);
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//Blue Cube Prefab
else if (objec.objectType.Equals(l))
{
obj = GameObject.Find("BlueCubePrafab");
//Instantiating Object
GameObject game = Instantiate(obj, new Vector3(
objec.xPosition,
objec.yPosition,
objec.zTime),
Quaternion.identity,
GameObject.Find("CreatedObjects"”).transform);
}
//Sphere Prefab
else if (objec.objectType.Equals(2))
{
obj = GameObject.Find{("SpherePrefab”);
f/fInstantiating Object
GameObject game = Instantiate(obj, new Vector3(
objec.xPosition,
objec.yPosition,
objec.zTime)},
Quaternion.identity,
Gamelbject.Find("CreatedObjects”).transform);

3.5.2 Av@KTnon povceiKov KOPRATION

H avéxtnmon tou povcikol Koppatiod xpneILOTOLEITOL Kol GTO OLO LEPT) TOV TTALYVIOLOV.
AmLa yiveton Eleyyog kBe pOpA TOlo GKNVI EVOL TNV GUYKEKPLULEVT] YPOVIKT] GTUYUT OVOIKTN
MGTE VO, UMV LITAPYOLV TPOPANLLATO GTNV POPTOGT TOV LOVGIKOD KOUUATIOV.

H Pacum Aertovpyio eivan 611 pe v xpnon g Resource.Load tg Unity goptdveran
70 povokd Koppdtt g AudioClip pdvo pe v xpnon Tov cuVEESHOL NG Tomobesiag Tov, GTOV
dioko tov vmoroywot (Path). Ago¥ yiver avtd opileror otov Audio Manager, Tov Game
Manager tg avtiotoyyng oknvng, to AudioClip pe 10 povokd Koppdr.
EmumAiéov poptdvovtar otic petaPintéc tov Game Manager OAeC Ot 1O10TNTEG TOV LOVGLKOD
KOULLOTION OapaiTtnTES Y10 TO oty viot.
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Eixova 63 - Eviolés poptawang opyeiwv, uéow e UlFileBrowser
GameObject gameManager = GameCbject.Find{"GameManager™);
AudioSource audioSrc = gameManager.GetComponent<AudicSource>() as AudioSource;

ffAssigning Audic Clip for GameManager AudioSource
AudioClip audioClip = Resources.load<AudioClip>(songNameFath};
audioSrc.clip = audioClip;

//Assinging variables to GameManager
gameManager.GetComponent<GameManager>().5ongTimeSeconds = audioClip.length;
gameManager.GetComponent<GameManager>().CurrentSongNamePath = songMamePath;

{/Assinging variables to GameManager
gameManager.GetComponent<GameManager>().SongTitle =
GameManager.allObjects.properties[8].5SongTitle;

gameManager.GetComponent<GameManager>().BeatsPerMinute =
GameManager.allObjects.properties[8].BeatsPerMinute;
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Kepdioro 4 : Eveopdatoon VR Teyvoroyiag 6to maryvion

4.1 VR Tgyvolroyio kot mepropiopoi

Ot Tep1ocdTEPOL TPOYPAUUOTIOTEG CNUEPO. EMKEVTIPMOVOVTOL GYEIOV OMTOKAEIGTIKA OE
Unity 11 Unreal Engine yio epapuoyég eKOVIKNG TPoylotikoOtTnTas. Avtd yoo po Bropmyovia
OV YIVETOL O OVTOYOVICTIKN HEPA e TN HéPQ, eivar apketd dvokoro. Tig meplocdTEpES
QopéG, avtn 1 EAleyn eveléiag evBhvetar AoYo TV TPOKANGE®Y TOL AVTILETOTILOVV Ol
etapeieg mayvididv VR, kabmdg vdpyovv meplopiopoi oty twpviy VR texvoroyia.
Avtoi o1 teyvoloyikoi Teplopiopol etvat:

o Latency - KaOBvotépnon

To Latency eivor ovclootikd m ypovikny kabvotépnon peta&d g eKTEAEONS LG
GLYKEKPLUEVNC AetTovpYiaGg. ANAadn TO ypovikd S1deTnia Tov VITdpyeL peTa&d Tov epedicpatog
Ko TG amoOKpong Tov. Avtdg eivar 0 Adyog mov ot xpnoteg £xovv vavtio dtav nailovv éva VR
moryviol. Oco mo ypiyopa Aetovpyel po EQApRoyn Kot 060 UIKPOTEPT €IVOL VTN M XPOVIKT
kabvotépnon (latency), T6c0 kaAvTEPN givar 1 pon ™G onTikng TAnpoopiag. Eivar kabrkov
€VOG EUTEPOL  TPOYPOUUOTIOTY] v avayvopilet v ottic Tov TPOKAAOLY  YPOVIKN
kabvotépnon (latency), Kot va Ta S10pO®OVEL A0 TNV EPAPLOYN YO VO TOPEYEL L0 OLLOAN
gumepio oTOV YPNOTN.

o Hardware integration — Evoopdtmon viitkov

Exto¢ amd v dtapopetikdtnto Tov vrdpyel o€ ke VR Loyiopuikd, Ola ta moyvidto Kot
ot gpapuoyéc VR ektelobviar o€ OpopeTIKEG VAOTOMGES VAMKOV cvokevdv (my. VR
Headsets pe dwapopetikd mpdtuma and Kabe etoupia). ‘Evag mpoypaupatiotg - developer yu
VO GTOYEVGEL GE £VOL LEYOADTEPO KOWVO KOl L0 ETITUYNUEVT] EQAPLOYY], TPEMEL VO SIOCPAMGEL
OTL M €popuroyn Aettovpyel opoAd Oyt pOvo o€ pio, dAAG Kol 6€ TOAAEG KOl OLOPOPETIKEG
GLGKEVEC VAIKOD EIKOVIKNG TPOLYLOTIKOTNTOG.

o Interfaces — Aiema@éc

H d1emapn, 1o mepBariov, Ta YpaOIKd, To. LEVOD, O YEIPIGLOG OVTIKEILEVOV KOl 1) GUVOALKN
OAANAETIOPOOT EIKOVIKNG TPAYHOTIKOTNTOG HEGO o€ piae VR epappoyn emtuyydvetor pe
dtdpopovg tpémove. ‘Etol, n mpoomdbelo yioo v €mA0y TG OOOTNG dEmaPng, eivor
xPovoPopa Kot TOADTAOKN, TOGO MGTE Vo amattel £vo KaAd TexviKo voRadpo.
(Eisenberg, 2020)

4.2 KaAéc mPpaKkTIKES Yo TNV 0vantuén oy viowov o VR

[Tpokeyévon To Ay vidol N 1 EQOUPLOYN VO TPOCPEPEL TNV KOAVTEPT EUTEPIO GTOV
ik YOpig va Tov dnpovpyel TpofApata, TpEnel va e@aprolovtol KAToles KOAES TPAKTIKEG
®G TPOG TNV VAOmoINoM. AvaAdymg TNV LAOTOINON, KAmOlEg KOAEG TPOKTIKEG elval TO
avaykaieg og oyeTKéG He kdmoteg dArec. Etot oty avdmtuén evog mouyvidlon, Tpemet va yivetan
eKTIUNON, To1EG PaCIKEG KAAES TPOKTIKEG TPETEL VAL EPOPLOCTOVV.

Mepucéc KaAEC TPAKTIKES Yio TNV avATTLEN evOg Tayvidlov oe VR teyvoroyia givar:
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Xye010opnog Atemapng

KdéBe 3100paoTikd avTIKEIEVO TPETEL VO OVTATOKPIVETAL GE OMOLOONTOTE TEPIOTOCIOKN
kivnon. o mapdadetypa, oe éva kovumi, kdbe adAnAienidpaocn Ba mpémel va mpokadel Kivnon,
aKOUN Kot av ovTn 1 Kivnon dev éxel ¢ amotélecua 0 TANKTPo va meotel mAnpws. Otav
ocvpfaivel avtd, N OTOKPION TOV OVTIIKEWUEVODL TOPOKIVEL TOV TOUKTN VO CAANAETIOPAGEL LE
avTo.

o Ileprypagic yerpovopiag (Gestures)

To pvApata veoddegns, faciopéva oe Kelpevo N Mxo UTopovy emiong va gival amopaitnto
YL TOVG XPNOTEG TNV TPAOTN Qopd. [Ipenetl va meptrypdpoviat pe Gaenveld ot TPOPAETOUEVEG
aAMNAETIOPAGELS, KOOMG 0vTO Bor EMMPEATSEL GNUOVTIKG TOV TPOTO LE TOV OMOI0 O YPNOTNG
aAANAemiOpaL.

¢ Evkpivewn keipévou Kol IKOVOG

Evéd n VR teyvoroyia eivor kotamAnKTiky o€ TOALA Tpdrypata, HePIKES POPESG LITAPYOLY
mpofAnpata mov oyxetilovrol pe TV OmeEKOVIoT KeEVoL. Adym Teploptopdv avdivons, Lovo
10 Keipevo o610 K€vipo tov FOV pmopel va eaivetor kaBapd. To keipevo katd pikog g
TePLOEPELNG Umopel va eaivetar BoAD, EKTOG €AV OL XPNOTES GTPEYOLV VaL TO doVV amevbeiog.
"Etot eivon kaADTEPT TPAKTIKY VO UnV YIVETAL XPNON KEILEVOV LE TTOAAES YPOLLLLLES.

(LeapMotion, 2015)

e Eotioon otnyv kivnon tov waiktn

Inuoavtikn etvon n xpnon opoAdv Kivnoewv. H opain kivnon cuvinfwg cuvovaleton gite pe
OLOAT TTEPIGTPOPT EITE LE AMOTOUN TEPIGTPOPT], DOTE VAL UTOPEITE VO YUPIGETE OAOKANPO TO
GO TOV YOPOKTIPO GOG GE TPOG Koo dAAN Katevhuvon. ['a peptkovg avOpdmovg, 1 opaAn
Kkivnon umopel va Tovg mpokaAésel vauTtia, kabmg ta patia cag PAETOVY pa Kivnomn mov to
ompa cag dgv akolovbel otov uokd kdopo. H dAAn emloyn xivnong oe éva maryviot VR,
gtval n mAepetagopd. Omov 0 TaUKTNG OTOYEVEL HEGH GTO Ty vidl, To onueio mov BEAeL va
petopepOet.

o Y100gpOTNTO OTIC HETPNOELS KOL OTNV KAMUOKO TOV TOLYVIOL00

H dwuc@diion g cmotig KMPAKOS TOL oty vidlo, eivol amd To To GNUOVTIKE TPOLYLLOTOL
wote vo eEncpaitotel otov moiktn 1 koAvTepn dvvatn eumepio oto VR. H AavBaouévn
KMpoko pmopet va 00nynoet o€ 016.popa TPoPANUOTO 0lGONTIKAG AVTIANYNG Y10l TOVG (P OTEC.
To avtikeipevo aivovtol KAAVTEPA GTOV EIKOVIKO KOGHO, 0Tav Ppiockovtal oe €0pog 0,75 wg
3,5 pétpa amd v kdpepa g cvokevng avarapaywyns (VR Headset).
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(UnrealEngine, 2020)

e Xpnon Nyov Tomking 0éoemg - Positional Audio

['o v keAOTEpN EUmEIPio TOL TTOAKTT, CNUOVTIKO ivarl va YIveETan 1 ¥p1oT NYOL TOTIKNG
0éoews. 'Exovtag kdbe Mo mov TPoépyeTon amd MU0l TPOYLOTIKY TNYN EXEL LEYAAN onuacio
GTNV EIKOVIKN TPUYLATIKOTNTO, Yo Vo BeATiwBel n eufdbion (Immersion) tov moiktn.

(LeapMotion, 2015)

¢ Bektnictomoinon pvOpov kapé (Frame Rate)

[Ipénetr va vapyet otabepdtnta oTov pLOUO CAAAYNG TOV EIKOVOV - Kapé (frame rate) ko,
wovikd, va vapyet Alyo buffer étor dote to frame rate Tov moy VoL va ot TAVTA TEVEO
and to framerate mov mapéyet to HMD-VR Headset. O yapnAdc puOpog evarloyng kapé, sivor
€vag omd TOVG A0YOUG TOL UTOPOVV VO TPOKAAEGOVV VOUTIOL GTOV XPNOTY).

(UnrealEngine, 2020)

4.3 Xpnion tov SteamVR

270 GLYKEKPEVO HOVGIKO TTayvidl, 1 evoopdtmon g VR teyvoloylag eyve péow
g ¥pPNoMG g epyaietodnkng g Valve, to SteamVR. Avt) n epyaietobnkn eivar copfotm
pe v Unity xaBdg ko pe GAAeg punyavég avamruéng moyvididv. To SteamVR mpoceépet
TOALEG Aettovpyieg Ko epyareia, €161 dote va umopel va avantuyBel 0moadnToTe Qaproyn
oV €wovikn mpaypotikodtnta. Eniong, vroompilel OAmv TV 10OV TIG GLGKEVEG EIKOVIKNG
TPAYUATIKOTNTOG, £TCL DGTE VO, UMV VIOPYOLV BEpaTa acvpfatoTnTog.

4.3.1 Iow0tnTeg Tov SteamVR Yo 1o VR Headset HMD

Onwg avapépbnie oTov oYed1acILO TOV ToyVIO0V, 1] BEcm Tov TTaikTn £ivot SopPOoPETIKN
o¢ ké0e oxnvn. To VR Headset avtimpocwnedetl o ke@dAl Tov maikt péca 6to mayvior. 'Etot
avdAioyo mov Ba tomoBetnOel o maiktng (dpa ko M Khpepa), LEGO 6TO TALXViol, Otav yivel
exkivnon tov moyvidrod, Ba Eexvnoet vo fAEmeL amd avtd To onpeio.

[Tapdia avtd dev eivan amapaitnrto o1t o peivel oe avtd 0 onueio KaBOg emtpéneton
otov moiktn pécm Tv VR mpodiaypapdv va opicel o 1010 Tar Opla 6GTOV pUOTKO YdPO, KoL Vol
kwvnOet pe 1o HMD péca og avutd. Avtn 1 petakivel Tov moiktn 6Tov QUOIKO ydpo, WITopel va
UETOPPUCTEL — OVTIGTOLYIOTEL GTOV EIKOVIKO YMDPO, LLE TNV ¥PN o1 TV acntinpov Tov Headset.
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EmumAéov 1o 1610 1oy0€t kat Yo To Hyog Tov TaikTn PEca 6TO ToyVidl. AVaAOY®S T0 VYOG
OV EXEL O TOUKTNG GTOV PLGIKO YMOPO, TO 1010 avaloyo Hyog Ba gxel Kot 6Tov lKovikd. [ v
AVTIGTOIYIOT PLGIKOD GE EIKOVIKOV YMPOVL, gival vevBuvn 1 epyaietodnkn SteamVR mov v
KOVEL AVTOUOTO, XOPIG VO YPECTEL AVAYKACTIKA TOpERPOoT OO TOV TPOYPULUATICTY.

e SteamVR — Eieyktic Yo 0Aeg Tic VR copmeprpopég

To avtikeipevo [Steam VR ] counepihapfaveton otnv BipAodninm g enéktoong SteamVR,
Kol etvar vevBovvn yo OAeC TIC Aettovpyiec twv VR ocoumepipopdv péocw twv Script mov
YPNOLOTOLEL.

Ewcova 64 - 1016tntes tov Steam VR ovo Inspector

8 Inspector == Lighting Services e
[o [SteamVR] [ ] Static =
Tag | Untagged | Layer | Default el
Prefab | Select [ Revert | Apply |
¥ .~ Transform L #,
Position b al] Y0 Z 0
Rotation b al] Y0 Z 0
Scale X|1 ¥l Z|1
¥ || [ Steam VR_Behaviour (Script) o
Script SteamVR_Behaviour ]
Initialize Steam VR On Awake [+
Do Mot Destroy -
¥ || [ Steam VR_Render (Script) o,
Script SteamVR_Render @
External Camera Mone (Steam VR_External Camera) @
External Camera Config Path | externalcamera.cfg
¥ || ¥ Steam VR_Activate Action Set On Load (Script) #*,
Script SteamVR_ActivateActionSetOnLoad o]
Action Set [ Yactionsidefault $ |
Far Sources [ Any $ |
Disable All Other Action Sets [
Activate On Start [
Deactivate On Destroy [

Onwc @aivetonr omv mapoandve €wkovo to SteamVR Behavior eléyyer ta Pacwd Events
(aArayég) mov dnpovpyovv ta VR avtikeipeva (m.y. kivnon tov headset).

To VR_Renderer givol vevBuvo yio TNV 6T amekévion amd TNy KAUEPO TOV TOLYVIOLo0,
6TOVG PakoVg kdOe patiov, Tov VR Headset dote va onpuovpyeitorl n yevdaicOnon tov Babovg.

To SteamVR_ActivateActionSetOnLoad ewvor vevbovo yioo va poptdvel and 1o SteamVR
Input ko va evepyomotel / amevepyonotel Ta action set mov gyl emAégel o ypnos. Avtd ta
action set Ta TpocsapuOlEL 0 XPNOTNG.

e Player
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Eixova 65 - Io16tnteg tov Player ato Inspector

v~F [ Player (Script) [ %
Script -# Player @
Tracking Origin Transfart A Player (Transform) ]
¥ Hmd Transforms
Size z
Element 0 ALWRCamera (Transform) ]
Element 1 AL FallbackObjects (Transform) 2
¥ Hands
Size 3
Element 0 [+ LeftHand (Hand) @
Element 1 i+ RightHand (Hand) ]
Element 2 i+ FallbackHand (Hand) 2
Head Caollider WHeadCollider (Sphere Collider) ]
Rig Steam VR I SteamVRObjects 2]
Rig ZD Fallback IWMNosteamVRFallbackObjects @
Audio Listener A FollowHead (Transform) ]
Headset On Head Yactions'defaultiin'\GrabPinch ¢ |
Allow Toggle To 2D [

To avtikeipevo Player tng SteamVR, eivar ovclootikd 0leg ot 1010t Teg TOL TTOUKTN
o0cov apopd o VR yapaktnpiotikd tov. ATd To KEQAA Le TNV KAUEPO LEYPL Kot TO, YEPLOL LE
v xpnon tov xepiompiov. To player eivar onpovtikd yio va propodv vo, AELITOVPYHGOVY To
VR pépn cav pia eviaio oviomra pé€ca 6To Ty viotl, oL aVIUTPOCOTEVEL TOV TOKTY).

‘Eto1 oty mopandve eikdévo goivovtol ol avTIGTOL(IEG TMV OVTIKEWUEV®OV TNG GKNVNG GTO
Script Tov player. Ta Bacwd avtikeipeva mov ypnowyonotel givon 1 VR Camera. Ta script mov
gtva vevBouva yia Tic Aettovpyieg Tov xeprwv. To headCollider mov givon | meproyn Yopw amd
v VR Camera kou eAéyyel pe mota avtikeipevo Mpbe oe emapn. Ta SteamVRObjects mov
TEPLEYOVV TO, AVTIKEILEVA TV YEPLOV Kal TV VR yeprompiov. Kabaog kot to Audio Listener
mov glval vrevOVVO Yo Tov Yo Ko TV BEom o ToD, OV dEYETOL O TTATKTNG OTd TO T Vit
Av16 to AudioListener axoAovBei pécw tov avtikeyévov FollowHead, to VR Headset, 6mov
Ko va, petokivnet.

e VR Camera

H VR Camera eivor ovcuootikd éva amhd avtikeipevo Camera tg Unity, o omoto 1o
ypnowonolel n SteamVR péow tov script VR Render, yio va @aiveton cootd oto Headset.
Avt N kauepa akorovBel cuveyopeva to VR Headset. T'evikd yivetar mpocapuoyn twv
WOTTOV TG KAUEPAS oav va ntov po. oAl Kapepa otnv Unity. Onog eoaivetar otnv
TOPOKATO EKOVA, Ol CNUOVTIKEG 1O1OTNTEG TOV TPOGUPUOCTNKAY GTIS GKNVES TOV TOLYVIO00
glva: o Tomog amewdviong (Projection), to ontikd medio (Field Of View), to Occlusion Culling
7ov elval vrevOVVo Yo va v Kavel render avtikeipeva mov 1 KApepa 0ev «PAETEY, Kot TO
Clipping Planes mov eivar vtevfuvo yia ta 0pilo twv amoctdoewv mov Ha yivovton render to
OVTIKEIPEVAL.
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Eixova 66 - I0i16tneg g VR Camera oto Inspector

4.3.2 Iow0tnteg Kot Aertovpyieg Tov VR Xeprotnpiov

o Enelepyootikd pépog Tov TaLyvioon

Eixova 67 - Avtikeiuevo apiotepod yepiod oty ispapyio. the oknvig
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Eixova 68 - Avikeiuevo 0100 yepiod atnv iepapyio s oknvig

¥ RightHand
ControllerModel
b RightControllerPartPositions
ObjectattachmentPoint
HoverPoint
ControllerHoverHighlight
ControllerButtonHints

2T1g mopomdve eikdveg PAETOVUE TNV 1EPOPYiD TG OKNVIG TOL EMEEEPYUGTIKOV UEPOVG
TOV TTOLY VIS0V, TO OVTIKEILEVO TTOL VTTAPYOVY GOV «TOdLE» KAT® oo KAOE YEPL - aVTIKEIEVO.
Avt 1 doun €ytve pe avTdV TOV TPOMO E£TGL MOTE TO OVTIKEIPEVA KOT® 0omd TO. XEPLOL VO
aKoAovBoUV e TIg 101G cLVTETAYUEVES, TNV 1010 Topeior TOV B KAVOLV Ta YEPLOL HECH TV
YeEPLoTPi®V ToL TOKTY.

H Bprodnkn SteamVR gxetr kdmowa £rotpua avrikeipevo tpog ypnon (prefab), 6mwg
aVTO TOV YEPLOV, TOV £XOVV ETOYES AEITOVPYiES. Xe avTN TNV VAOTOINoN TapdAa avTd eV
YPEWGTNKE KATOL 0O aVTEG TIG Agttovpyieg yia yivel avtn 1 xpnon xeprov. Etot eywve amid
n xpnon tov Controller Model palt pe o Action Set and to Input Tov SteamVR. To Controller
Model ypnowonotel o Script SteamVR _RenderModel to onoio kdver Render - amewkdvion
GTNV GKNVI] T OVIIGTO(O YEPLOTNPLL, LE OVTA TOV EXEL O TOUKTNG GTOV PLGIKO KOGHO. Etol
onuovpyeiton  yevdaicOnon otov maiktn 0Tt KPATAEL TA TPUYUATIKE - PLGIKE YEPLGTHPLOL
GTO T VidL 1] YEVIKA GTOV EIKOVIKO KOGLO.

Eixovo 69 - Moviéla yeipiotnpiwv atov e1koViKo KOTIUO

‘Etol oto oapiotepd y€pt vmdpyer OAn M OlEmaen pHe TG eMAOYEG dnupovpyioag -
enefepyaciag Kabmg Kot 01 VTOSEIEELS TOV KOLUTLDV TV XEPLGTNPILOV.

210 ekl ¥épt vmapyovv poOVo ot vrodeiEelg kovummv ko o deiktng Laser (Laser
Pointer). O Laser Pointer givat évag deiktng yio vo kavel o moiktng emAoyég Lovo Tave oTnyv
empdveto tov TAEypatog (Grid). Avtdg o deiktng elvan pohpog, Kot dTav 0 TaiKTNG TUTHGEL TV
oKavOaAN (ov gxel oplotel wg GrabPinch), yiveton mpdowvoc. H mopakdto sucdva deiyvel ovtég
T1G 1010t TEC TOov Laser Pointer , mov vdpyovv 610 avtikeipevo tov 6e£100 yEPLOV.
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Eixéva 70 - Io16tnteg tov de100 yeipiotnpiov ato Inspector

e SnapTurn

To SteamVR mepiéyet o1bpopa epyareio kon PpAobnkeg, Eva amd avtd sivar to gpyaleio
Snap Turn (amdétopo yopiopa). H Aettovpyia tov givar va yupvdetl amdtopo TV KAUEPO TOV
ikt Katd Kdmoteg poipeg, v gopd. H xhdon — Script mov gaiveton mapakdto etvor tpo-
onuovpynuévn amo v enéktaon SteamVR, dote va prmopet va viomomBel avt) 1 widTTOL
gbkoha og éva moryviolt M po pappoyn. Avty n Asttovpyia ypnoyomodnke pwovo cto
eMeEEPYAOTIKO PEPOS TOV TTOLYVIOOV KOOMG G€ TOAAEG TTEPIMTAGELS O TTaikTNG YpeLdleTor vo
YUPiGEL OAOKAN PO TO GO TOV TPOKEYEVOD VAL EXEL GTO OMTIKO TOL TTEDI0, TNV EMPAVELX LLE TO
TAEypa mov tomobetovvTon Ta Streaming Assets. LTy €1KOVA VT POIVOVTOL Ol IO1OTNTES TOV
umopovv va mpocapuoctodyv. To Script avtd gyel kdmoleg mpoemleypévec Tinég. Ot ahdaryég
7OV £YVaV G€ ATEG Eivan 1 YoVid oTpryipatog o€ 45uopes. H epappoyn tov action, dote va
exteAeital To action «SnapLefty pe v petakivnon tov poyrod (Thumbstick - Xepiotnpiov)
TPOG T aploTePd kol 0 «SnapRighty pe v petaxivinon tov poyAov mpog ta de&id. Ta
SnapLeft kot SnapRight actions eivat vevBvva Yo VT TNV YOVIOKT LETAKIVION TNG KAUEPOG,.
Avt M Aertovpyio ypNOIHLOTOIEITOL LOVO 6TO Ol XEPIOTNPLO Kot LOVO Y10, TO ENEEEPYUCTIKO
UEPOC TOL TTALYVISLOV.
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Ewcova 71 - Yrooeiln SnapTurn oro 0eéi yeipiaripio Ewovo, 72 - Yrooeiln SnapTurn ato apiotepo yeipiotipio

Ewcova 73 - [016tntes tov SnapTurn oto Inspector

v @ ¥ Snap Turn (Script) ﬁ o,
Script SnapTurn 0]
Snap Angle 45
Show Turn Animation s
Snap Turn Source = SnapTurn (Audio Source) o]
Rotate Sound wosnapturn_go_01 2]
Rotate Right Fix LsnapTurnFx ]
Rotate Left Fix LsnapTurnFs 2]
Snap Left Action “actions'defaultlin\SnaplLeft $ |
Snap Right Action “actionshdefaultlin\SnapRight 4|
Fade Screen [

Fade Time 0.1
Screen Fade Color I
Distance From Face 1.3
Additional Offset ® 0 ¥ -0.3 Z 0
Can Turn Every Seconds |0.1
| 2 Cj [+ Audio Source ﬁ &,
e Teleport

To Teleport givoar dAAN o €toiun vAOTOINGCT TOL GLUTEPIAAUPAVETAL GTNV EMEKTOCT
SteamVR t¢ onoiag n Asttovpyia eivon va petapépetl Tov maiktn amd v 0€on mov PpickeTon
otV Béom v omoia exetl draAéEet - vTodEiEet pe To yEPLoTNPLo TOV. O TPOTOC TOV EYEL OPIOTEL,
moTe 0 moikTNg Vo umopel va tnAepetopepbet, yivetor pe v ¥p1Momn TV KOLUTIOV 0PNG TOV
yeplopiov. Avti 1 Aeltovpyia ¥pPNGYLOTOLEITAL EMIONG OTOKAEIGTIKA 6TO 0e&l YEPLOTIPLO Kot
HOVO 670 nelepyaoTIKO LEPOG TOV TOLYVIOLO0V.

YeAido - 65



[Ttuyaxn Epyocio Tuipoatog Mnyavikev ITAnpogopikng

Exova 74 - Yrooeiln e empavelog opng oto 06l
XEIPIOTNPIO

Ewcova 75 - [o16tnteg tov Teleport Arc oto Inspector

O v | ¥ Teleport Arc (Script) @ =
. @

Script Teleportire
~ Segment Count &0
EHLLPdVELG Thlckness. 0.01
Aot Arc Duration 3
Pns Segment Break 0.025
Toutchpad Arc Speed 0.2
Material U TeleportPointer @

210 TeleportArc @aivoviol ot TPOEMAEYUEVESG OLOTNTEC TNG YPAPIKNG KOUTOANG TOV
BAémet o maikTng Yo va opicel onueio petaxivnong. Kot og avtn v mepintmon, 6rmg 10 Snap
Turn, ot WO TES elvan Tpoemideypévec. 'Etoln povaodikn aAiayr tov gywe oto Script Teleport,
elvar 0 opiopdg tov action o Teleport action.

Ewcova 76 - 1016tnteg tov Teleport oo Inspector

v | ¥ Teleport (Script) I #
Script Teleport @
Teleport Action Yactions'defaultiinTeleport
Trace Layer Mask | Everything &
Floor Fixup Trace Layer Mask | Mothing &

Floor Fixup Maximum Trace Distance 1

Area Visible Material W TeleportAreavisible @
Area Locked Material W TeleportArealocked @
Area Highlighted Material W TeleportAreaHighlighted @
Foint Visible Material W TeleportPointVisible @
Foint Locked Material W TeleportPointLocked @
Foint Highlighted Material W TeleportPaintHighlighted @
Destination Reticle Transform A DestinationReticle (Transform) @
Invalid Reticle Transform LlInvalidReticle (Transform) @
Flay Area Preview Corner WPlayAreaPreviewCaorner ]
Flay Area Preview Side WFPlayAreaPreviewEdge @
Pointer Valid Calor , P
Pointer Invalid Color _&?

Pointer Locked Color | | 7
Show Play Area Marker [+
Teleport Fade Time 0.1
Mesh Fade Time 0.2z
Arc Distance 10
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Effects

On Activate Object Transform A OnActivate (Transform) @

On Deactivate Object Transform A OnDeactivate (Transfarm) @

Activate Object Time 0.1

Deactivate Object Time 0.1

Audio Sources

Pointer Audio Source = Sound_PointerAudioSource (Audio Source) @

Looping Audio Source = Sound_LoopingAudioSource (Audio Source) @

Head Audio Source = Sound_HeadAudieSource (Audio Source) @

Reticle Audio Source © Sound_ReticleAudioSource (Audio Source) @
Exova 77 - Yrodeiln tov Teleport oto Eixova 78 - Yrodeiln emtpemouevis Eixova 79 - Yrodeiln un
JEPIOTHPIO UETOKIVHONG ETITPETOUEVNS UETOKIVIONG

Mo va pmopel o maiktng va petaxwvnBel pe v ypnon g Aettovpyiog Teleport,
amopaitnTog €lval Kol 0 OPIGHOC KATOWG EMPAVEINS OtV omoio 0 moiktng embouel va
petoakivnBel. 1o enelepyoctikd pépog £xovv tomobetnBel téooepig empdveieg (Ovo o KGO
TAELPA TNG EMPAVELNG),0TIS OToieC exel Tpootebel n Aettovpyia-Script Teleport Area, éto1 doTe
to Teleport Script va avayvopilel oe mown onueio Kol eMQAveLES, emTpéneTal, vo KivnOel o
ToikTNG, Kol o€ oo, OyL.

Exova 80 - Ioi1otnteg tov Teleport Area aro Inspector

¥ |z ¥ Teleport Area (Script) G #
Seript Teleportirea (o]
Locked ]
Marker Active [oef!

Ot emoedveleg - avtikeigeva mov ypnotponowovy to Teleport Area, pmopodv va
TNAEUETAPEPOOVV. XTIG VIOAOWTEG EMPAVEIEG TTOV OV Ypnolponoleitor avtd 1o Script, dev
emupénel 1o Teleport Area va yiver kdmowo petakivnorn. H vrodeiEn mov emurpéner v
petaxivnon yivetal e TV EQOPUOYN TPAGIVOL YPOUATOG TAVE GTNV KOUTOAT TNAEUETOPOPA
(Teleport Arc), evdd n LIOJEEN UN EMTPEMOUEVNG LETAKIVNONG YIVETOL HE TNV EQOPUOYN
KOKKIVOL YPOLOTOG TAVMD GTNV QTN TNV KOUTOAT.
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Eiova 81 - Ilovoyn kauepog oto emelepyaotinod uépog

Erupavela
ETILTETIOMEVNC

HETAKLVNG

[\
\ﬂdvowq

ETILPAVELAG
MAEYLATOC

e PvOpixko pepog

Eixova 82 - Avuikeiuevo apiatepod yepiod atnv Exova 83 - Avtikeiuevo 06100 yeplod oty iepapyio. tng
1EPOPYLaL THS OKIVIIG OKNVIS

¥ LeftHand

ControllerModelLeft

¥ WeaponsLeft
P CustomRedKatana
P CustomM4AalRifleRed
P CustomShield
P CustomLightSaberRed

P LeftControllerPartPositions
ObjectAttachmentPoint
HaoverPaoint
ContrallerHaverHighlight
ControllerButtonHints

¥ RightHand

ControllerMadelRight

¥ WeaponsRight
P CustomBluek atana
B CustomMaA1RfleBlue
Pk CustomShield
b CustomlLightSaberBlue

Pk RightControllerPartPositions
ObjectattachmentPoint
HoverPaoint
ControllerHoverHighlight
ControllerButtonHints

2tV oknvi tov puBuKoH HEPOLS Kot 6T dVO YEPLOL - OVTIKEILEVA, TO «TOLdE TOVG
oV tepapyio TS okNvNg ivor To A OTAQ TOL PTOPEL VOL XPTCLLOTOMGEL O TOUKTNG 0O OAML
ta. modes. EmmAéov vdpyovv kar ot Controller Model mov kédvovv render ta yeiprotipia péca
oto matyviol. Kabmng kon o1 vrodei&eic (hints) yio To KOOUTLA TOV YEPIGTNPIWV.
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‘Etot avaloywg 1o mode kot v TIg EmMA0YEC TOL TOiKTN, YIVETOL EVOALUYT TV OTA®V
KOl TOV OVTIKEWEV®VY oL Ba ametkovilovtal TV eKAoToTE OTIYUN 6T0 Totyviol. Exet dounOel
€161 OOTE Vo, uopel va ametkoviotel Hovo éva Toudl - avtikeipevo (m.y. 6mho) og kbbe xEpt v
@opa.

4.3.3 Steam VR Input

To SteamVR Input Aettovpyel wg StopecOAaPNTNG LETOED TOV TPAYUATIKMOV KOVUTIDV
Kol tov event mov Katavoel 1 Unity Engine. 'Etol mpenet va opiotolv kdmoteg Asttovpyieg (N
aAlMmg Actions) kot 0 TPOTOG e TOV 0010 S0VAEHOLV, AVOAIYWS TNV AglTovpYia TOV EKTEAEL
t0 KaBe Action. [Tapaxdtm @aivetar oty €wova 1o Action Set pe 6voua Default, ko ta
ovopato mov opiotnkayv yio to. Actions. Avtd To actions ypNGULOTOLOVVTIOL Y10, SLAPOPES

Aertovpyieg (Sagopd Script) Tov Touyvidlov mov ovoyetiCovror pe avtd ta Event twv
yeplotpiov.

Action Set — Oia Ta Actions

Ewcova 84 - Hopabvpo SteamVR Input

SteamVR Input | u.;_

Action Sets

default I platformer] [ buggy I [ NewSet]
[‘mirrared +] B

Actions

In

Teleport

GrabGrip

Sgueeze

Joystick

SnapRight

Snapleft

ForwardMaovePlane

BackwordMovePlane

Menu

+
Qut
Haptic
+

e Teleport
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Eixova 85 - Teleport action ko o1 1010t)1E¢ TOD

Actions

In
A

GrabGrip

Squeeze

Joystick

TouchpadPosition

SnapRight

Snapleft

ForwardMovePlane

BackwordMovePlane

Menu

+_
Qut
Haptic

+

Action Details

Full Action Path:
Jactions/default/in/Teleport

Name:

|Te|epnr‘t

Type:

[ boolean

ar

Required:
(Joptional
(® suggested
(Jmandatory

Localization:
Languages
en_US

Localized String;

|Te|eport

To Teleport Action opileton w¢ tomog Boolean, kabmg evepyomoteitol dtav ToTIETOL TO
KOVUTL TOV LILAPYEL GTNV EMPAVELL OPG TOV dEEIOD XEPLOTNPIOL.

Eixova 86 - [016tnes tov Teleport Script

¥ | ¥ Teleport (Script)

@ #

Script Teleport

@

Teleport Action

| actionsidefaultiiniTelepart

Trace Layer Mask | Everything

A
-

Floar Fixup Trace La‘ Mothing

ar

Floor Fixup Maximum 1

2y Topomave eikova eoivetol 0Tt gxsl oprotei to Teleport wg Action ywa to Teleport Script.
OvotaoTikd yivetar avtiotoiyion tov Action and to Action Set tov SteamVR Input wov mpenet
VO AVOQEPETOL Y10 VO UTTOPEL vaL T ypnoipomrotiost to Teleport Script.

e GrabGrip

YeAida - 70



Mook Epyasio Tunpatog Mnyavikov ITAnpopopikng

Eixova 87 - GrabGrip action xai o1 1010t)Teg TOD

Actions Action Details
In Full Action Path:
Teleport Jactions/default/in/GrabGrip
Squeeze |GrabGrip |
Joystick T
TouchpadPosition [boolean t]
SnapRight Required:
s Left .
LSS Joptional
ForwardMovePlane Sy
BackwordMovePlane & e
Menu -
Localization:
v Languages
Out en_Us
Haptic 3 -
+ —-—

Localized String:
|Grab Grip |

To GrabGrip Action gwvoit vtevBvvo yia o Play ko to Pause oto eneéepyaotikd puépog
Tov Toyvidov. Kot avtd to action givar tomov Boolean. Avtd to action to ypnoiomotei 1
KAGon MovingPlaneObj kot kavel tyv evodloyn peto&d Play kon Pause.

Ewova 88 - Klaon MovingPlaneObj oo enelepyootino uépog

// Update is called once per frame
void Update()
{
{/Pausing Unpausing with Spacebar
if (SteamVR_Input.GetStateDown(("GrabGrip"),
SteamVR_Input Sources.leftHand) & isPlaying)

AudiocSource.Pause();
isPlaying = false;

¥

else if (SteamVR_Input.GetStateDown{("GrabGrip"),
SteamVR_Input Sources.leftHand)} & !isPlaying)

isPlaying = true;
AudioSource.UnPause();

Eniong ypnoponoteitar kot 6to puOuikd pépoc amd v khaon LightSaberMode kot
gtvar vtevBovn yoo ™MV evorloyn petald omiwv. Otov matiétar To kovuni mov givol mov
opopévo 1o GrabGrip action sueoviCetor 1 aomida evd Otav dev matiétar cvveyilel va
eupaviletar to LightSaber. Avto yiveton avtiotoyo kot ota dvo YePloTHPLO OTMOS POIVETOL
GTNV TOPAKAT® EKOVA.

Yehido - 71



Mook Epyasio Tunpatog Mnyavikov ITAnpopopikng

Eixova 89 - Zvvaptnon Update tne klaong LightSaberMode

private void Update()
{
{/Left Hand Shield on Grip Button
if (SteamVR_Input.GetStateDown(("GrabGrip"”),
SteamVR_Input Sources.LlLeftHand))
{
LeftLightSaber.5etActive(false);
LeftShield.SetActive(true);
}
else if (SteamVR_Input.GetStateUp(("GrabGrip"),
SteamVR_Input Sources.LlLeftHand))
{
Leftshield.SetActive(false);
LeftLightSaber.5etActive(true);

{/Right Hand Shield on Grip Button

if (SteamVR_Input.GetStateDown(("GrabGrip"”),
SteamVR_Input Sources.RightHand))

{
RightLightSaber.SetActive(false);
RightShield.SetActive(true);

h

else if (SteamVR_Input.GetStateUp(("GrabGrip"),
SteamVR_Input Sources.RightHand))

{
RightShield.SetActive(false);
RightLightSaber.SetActive(true);

2y BpAobnkn e SteamVR vrdpyet n khaon SteamVR_Input mov mepiéyet Etopeg
GUVOPTNGELG TPOG YPNON OO TOV TPOYPUUUATIOTH. AVTO ¥PNGUEDEL GTNV JCHVIEST] TOV
peta&y yeyovotov and To XEPLOTAPLO Kot TV EVIOA®V TG Unity. Mepikég amd Tig Pootkég
GUVOPTNGELG TOV YPNOLUOTTOLEL QLT 1] KAAON €lval Ol TopaKiIT®:

SteamVR_Input.GetStateDown();
SteamVR_Input.GetStateUp();

H xd0e cvvaptnon maipver dvo opiopata. To dvopo tov Action mov vrdpyer oty Alota
SteamVR Input ka1 1o xépt mov avtimpocwnevel og Kabe mepintwon. To GetStateDown gAéyyet
note méotnke (€ywve pressed) kdmotlo kovuni, eved to GetStateUp edéyyel mote owtd 10 Kovumi
apétnke (éywve released).
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e Squeeze

Eixova 90 - Squeeze action kou o1 1010tnTeS TOD

Actions Action Details
In Full Action Path:
Teleport factions/default/in/Squeeze
GrabGrip Name:
Joystick Type:
TouchpadPosition [ boalean ¢
SnapRight Required:
s Left 2
napLe @ optional
ForwardMaovePlane Isuggested
BackwordMovePlane “imandatery
Menu
Localization:
il Languages
Out en_US
Haptic +
+ . :
Localized String:
| I

To Squeeze evepyomoteital e TNV OKOVOAAN TOV YEPIGTNPIOV Kot EXEL OPLOTEL VOl Elvar THTOV
Boolean, kabmg dev yivetat kdmoto xpHon TV OVAAOYIKOV TIUOV, GTO TOLVIOL.

Eixova 91 - Xovaptnon Update g kiaons CubeGridSnap

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

{
f/If trigger is presses on GridPlane
if (hovertvent.target != null && (hoverEvent.target.tag.Equals("TempCubeTag")
| | hoverEvent.target.tag.Equals("SpawnObject”)) &&
SteamVR_Input.GetStateDown(("Squeeze"), SteamVR_Input_Sources.RightHand))
{
//Checks Fuction Selected from UL and activates it
UIInputManager.DoSelectedFunction(hoverEvent, obj, CurrentGameObjectTransofrm);
¥
¥

H xAdon CubeGridSnap ypnowomoteitan 610 eneEepyaotikd HEPOG TOL TALYVIOLOD Kot EAEYYEL
av 0 TOIKTNG €YEL MOTNOEL TNV OKAVOOAN oT0o 0ell yeplotplo dote va. tomobetndel Eva
OVTIKEIIEVO VO OTNV EMPAVELD TAEYLOTOG,
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Eixova 92 - KAdon EyeRaycaster ko1 610 eneepyoctikd kol ato poOuiKo uépog

f/5elect after contreller click
if (SteamVR_Input.GetStateDown(("Squeeze"), SteamVR_Input_ Sources.LleftHand))
1

Debug.Log("Clicked");

Select(newSelactable);

m_currentRaycastResult = result;
ButtonSFX.Play();

Mo va pmopel o maikng va oAAnAemidopd pe ta avrikeipevo oemagng tng Unity,
ypMnoorombnke o eEmtepikn enéktaon tnv EyeRaycaster. Zmv khdon EyeRaycaster avtig
NG EMEKTAONG EAEYXETOAL OV TATNOE O TOIKTNG TNV OKAVOAAT MGTE VO EMAEYEL | CLYKEKPLULEVN
demapn (w.y. kovumi diemopng oty Unity) mov kortdet pe to headset.

e Joystick

Ewcova 93 - Joystick action kai o1 1010tnteg T00

Actions

In

Teleport

GrabGrip

Squeeze
|

TouchpadPosition

SnapRight

SnaplLeft

ForwardMovePlane

BackwordMoveFlane

Menu

+_
out
Haptic

+

Action Details

Full Action Path:
Jfactions/default/in/Joystick

MName:

Joystick

Type:

| wecter2

Required:
(_Joptional
(@ suggested
(_Jmandatory

Localization:
Languages
en_US

Localized String:

To Joystick Action givon tOmov Vector2 kou divel avaroyucés float Typég yio dvo déoveg.
Tov d&ova x Kot Tov AZova y. ZTNV GLYKEKPIUEVT] VAOTOINGCT TOL TaLVIO00 YPNCIHLOTOONKE
povo déovag y. Avtod gyve 10Tt yiveton ypnomn tov Joystick pe kartebBvvon mpog ta méve yio
TNV UETAKIVNON TNG EMUPAVELNG TOL TAEYUOTOS TPOG TOL UTPOOTA Kot e Katehhuven Tpog ta
KOTO Y10 LETOKIVIOT) TNG ETPAVELNG TOL TAEYHOTOG TTPOG Ta Tio®. Me Vv ypriom tov Joystick
oLt M EMEAveLn Kiveitor ToAAG beats v @opd, mov onuaivel 0Tt ¥pNoIUedEL GTNV YPIyopN
petakivnon g emeavelog og kdmoto onueio (beat), Tov LOLVGKOD KOUUATIOV.

YeAida - 74



Mook Epyasio Tunpatog Mnyavikov ITAnpopopikng

Eixova 94 - Kidon MovingPlaneObj oto emelepyactixo uépog

public class MovingPlaneObj : MonoBehaviour

{
JfVR Variables

public SteamVR_Action_Vector2 joystickPosition;
public GameObject MovingObjects;

Eixova 95 - Klaon MovingPlaneObj oto emelepyaotino puépog

{fUpdate Joystick position ewvery frame
JoystickPositionY = Mathf.RoundToInt(

joystickPosition.GetAxis(SteamVR_Input Sources.lLeftHand).y * 3);

Onwc patveton mopamdve ¥pnCLLOTOLEITOL VTN 1] TN HLE TNV GvvapTnon g Vector2
petafantng, GetAxis. AnA@VETOL TOS TPOKELTAL Yol TOV Y AEOVO TOV OPIGTEPOV XEPLOTNPIOoL.
Téhog yivetar 6TpoyyvAomoinen aVTNS TG TIUNG Yo Vo xpnoipomoindet oty cuvéyeta. Emiong

10 Joystick ypnoonoteitatl povo 610 eneEepyacstiKd LEPOG TOV AL VIOL0D.

e SnapRight ka1 SnapLeft

Eixova 96 - SnapRight action ko1 o1 1010t TOV

Actions Action Details

In Full Action Path:

Teleport factions/default/in/SnapRight

GrabGrip Namea:

Squeeze |SnapRight i
Joystick Type:

TouchpadPaosition [ boalean

I .

Snapleft

ar

(_optional
ForwardMovePlane (Isuggested
BackwaordMovePlane (® mandataory
Menu
Lacalization:
E Languages
out en_LS
Haptic +
+ —

Localized String:

YeAido - 75



Mook Epyasio Tunpatog Mnyavikov ITAnpopopikng

Eixova 97 - SnapLeft action kai o1 1010t)TeS TOD

Actions Action Details
In Full Action Path:
Teleport Jactions/default/in/SnapLeft
GrabGrip Meryar
Squeeze SnaplLeft
Joystick T
TouchpadPasition [ boslean s
SnapRight :
prId Required:

. o
ForwardMovePlane —~

(_Jsuggested
BackwordMovePlane = e
Menu

Localization:

= Languages
Out en_Us
Haptic
P —
+

Localized String:

To SnapRight kot To SnapLeft Action givat Tomov boolean kot elvar vevBuva, Yo TV
Kataypoen evepyeldv mov yivovrar amd to Thumbstick-Joystick Tov apiotepov yeiprotnpiov
010 €MEEEPYACTIKO PEPOG TOV TTOLYVIOLOV.

Ewova 98 - [016tnteg tov Snap Turn Script

7| ¥ Snap Turn (Script) i,
Script SnapTurn ]
Snap Angle |45
Show Turn Animation [«

Snap Turn Source = SnapTurn (Audio Source) o]
Rotate Sound ~snapturn_go_01 o
Rotate Right Fx LisnapTurnFx (o]
Rotate Left Fi WsnapTurnF [
Snap Left Action | hactions'defaultiin\SnapLeft $ |
Snap Right Action | \actions\defaultiin\SnapRight ¢ |
Fade Screen [+

Fade Time 0.1

Screen Fade Color [
Distance From Face |1.3

Additional Offset H0 Y -0.3 Z 0

Can Turn Every Secon|/0.1

Avtd to action ivor aopaitra yio va ypnotporomovv oto script SnapTurn. 'Etot yivetou
avabeon tov Snap Left Action pe to SnaplLeft kot to Snap Right Action pe to SnapRight. Mg
aVTOV TOV TPOTO YiveTon ovtiotoiyion tov Action tov yeptotnpiov pe ta Action mov amattet
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T0 SCript dote va umopovv apydtepa va ypnotpomombovv ard avtd. Ot vrdAowTeg W1OTNTES
elval TPOEMAEYEVES, KOL GTNV GLYKEKPLULEVT] DAOTTOINGT JEV YPELAGTNKE KATOLO CAALYT).

e ForwardMovePlane kon BackwardMovePlane

Eixéva 99 - ForwardMovePlane action kai o1 1010TTeg 100

In
Telepaort
GrabGrip

Squeeze
Joystick
TouchpadFosition
SnapRight
Snapleft

BackwordMovePlane

Menu

Languages
en_LS

Ewcévo 100 - BackwardsMovePlane action kou 01 1010T)7e¢ 100

In

Teleport
GrahGrip

Squeeze
Joystick
TouchpadPuosition
SnapRight
Snapleft

ForwardMovePlane

Languages
en_LUSs
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To action ForwardMovePlane kot BackwardsMovePlane gwvot kot owté tomov Boolean
KOl EVEPYOTOLOVVTAL OO TO KOLUMLE TNG EMPAVELNG QPG TOL OPLETEPOV Yeplotnpiov. H
APNON TOVG YIVETAL LOVO GTO ENEEEPYOUCTIKO UEPOS TOV TOLYVIOLOD.

Avtd ta Actions givarl vrevbuva Yo TV peTaKiviion TG ETPAVELNG TOL TAEYUATOC,
Omw¢ kot o Joystick. ATAdg og avt TNV TEPITTO®ON N LETAKIVNGN TNG, YIVETOL LOVO KOTA £Vl
beat tnv @popd, mpoc ta eumpdc N Tpog ta micw. To Action mov gyel oplotel yia vo petakivn et
1 EMEAvVELR TPOG Ta purpootd givan to ForwardMovePlane kat to Action mov €xet optoTei yia
™V petakivnon mpog ta wicw eival to BackwardMovePlane.

Ewcova 101 - Evroldég otnv kAdon MovingPlaneObj

//Moving Plane with Scroll
if (SteamVR_Input.GetStateDown(("ForwardMovePlane"), SteamVR_Input_Sources.lLeftHand))
{

PlanePositionScroll += GridDisplacement;
}
else if (SteamVR_Input.GetStateDown(("BackwordMovePlane"), SteamVR_Input_Sources.LeftHand))
{

PlanePositionScroll -= GridDisplacement;

}

H ypnon tov dvo avtdv action yiverat omd v kAdon MovingPlaneObj, n oroia eivot
VIEEvBLVN Yo TV pETOKiVoN TG EMPAVELRGS ToV TAEYHaTog oto oy vidl. ‘Etol oty Update
ovvaptnon g KAGong eAéyyetal Kabe kapé, av evepyomodnke kdmolo and avtd ta action.
‘Etot avaldymg to action, mov evepyomomnke, to PlanePositionScroll av&avetor 1 petdveton
katd to GridDisplacement, mov otV cvykekpipuévn vAomoinomn eyl oplotel ico pe 1. H
TOPOTAVE® EIKOVA OTEKOVILEL TIG EVIOAES TTOV EKTEAOVV QLTEG TIG AELTOVPYIES.

e Menu
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Eixova 102 - Menu action xai o1 1010t)teg TOD

Actions Action Details
In Full Action Path:
Teleport Jactions/default/in/Menu
GrabGrip FlEmmag
Squeeze Menu
Joystick Type:
TouchpadPosition [boslean s
SnapRight .

e Reguired:
SnaplLeft —~

(_loptional

ForwardMovePlane @ suggestad
BackwordMoveFlane &

+ -

Localization:

Languages

Out en_LS

Haptic

Localized String:

To Menu action evepyomotgitat pe T0 TATNUA TOV KOVUTLOD TOV EIVOL KOWVME OPIGUEVO
o¢ kovuri «Menu» amnd to Standard tov Windows Mixed Reality viomomoswv g
Microsoft.ITapdra owtd, 0vtd TO KoL PIToPEL VoL xpNoOTONOEL 0ITO TOVG TPOYPOUUUATIOTES
Kot Y10 GALEG YPNOELS. ZTNV GLYKEKPLUEVT] VAOTOINGN £YVE XPNGT TOL KOLUTIOV Kot amd SO
YEPLOTN PO

Eixova 103 - Kiaon VRToolTipsHelp emeepyactiné xar poluiro uépog

// Update is called once per frame
void Update () {
if (SteamVR_Input.GetStateDown((“"Menu”), SteamVR_Input Sources.lLeftHand))
{
MenuTooltipObject.SetActive(false);
AllTooltipObjectsRightHand.SetActive(true);
AllTooltipObjectslLeftHand.SetActive(true);
¥
else if (SteamVR_Input.GetStateUp(("Menu"), SteamVR_Input Sources.lLeftHand))
{
MenuTooltipObject.SetActive(true);
Al1TooltipObjectsRightHand.SetActive(false);
Al1TooltipObjectslLeftHand.SetActive(false);

Y10 eneepyaoTikd PEPOG TOL Tayvidtov To Menu Action ypnoporomOnke yio vo, tnv
eneavion tov Tooltips (Ewovikég Ynodeielg) mov vrodekviovy Tt Aettovpyia ekTeELEl TO KAOE
KOuuTi TAve ot YEPLGTNPLO.
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‘Etol oty mapandve eikova gaivetal  cvvapton Update g khaong VRToolTipsHelp, 1
omoio eAéyyel oe KaBe Kapé, av matOnke 1 agpébnke 1o Menu kovuni amd 10 apPLoTEPO
xepompro. Av matnfei tote epgaviCovrar ta Tooltips, aAldg av apebel toHTE YiveTan
ATOKPLYN OLTOV.

Eixova 104 - Update ¢ rldong PauseTime oro pvOuixo pépog

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

{
if (SteamVR_Input.GetStateDown{{"Menu"), SteamVR_Input Sources.Any)
&& !PauseMenu.active && gameObject.GetComponent<AudicSourcex().isPlaying)
{
Pause();
PauseMenu.SetActive(true);
hy
else if (SteamVR_Input.GetStateDown(({"Menu"), SteamVR_Input_Sources.Any)
&& PauseMenu.active && !gameObject.GetComponent<AudioSourcex().isPlaying)
{
Resume();
PauseMenu.SetActive(false);
by
¥

Eiova 105 - Zovaptnon Pause tn¢ klaong PauseTime

public void Pause()

{

WeaponsLeft.SetActive(false);
WeaponsRight.SetActive(false);
ControllerModelleft.SetActive(true);
ControllerModelRight.SetActive(true);

GetComponent<GameManagerMainGame>().Eyeraycast.Sethctive(true);
GameObject scorePanel = GameObject.Find("ScorePanel™});
scorePanel.GetComponent<Image>().enabled = false;

scorePanel . transform.GetChild(@).GetComponent<MeshRenderer>().enabled
scorePanel.transform.GetChild(1).GetComponent<MeshRenderer>().enabled

false;
false;

Gamelbject[] planelbjects = GamelObject.FindGameObjectsWithTag("PlaneGridTag”);
foreach (GameObject obj in planeObjects)

{

obj.GetComponent<ieshRenderer>().enabled = false;

gameObject.GetComponent<iudioSources»().Pause();

GameObject[] gameObjects = GameObject.FindGameObjectsWithTag("SpawnObject");
foreach (GameObject obj in gameObjects)

{

obj.GetComponent<MeshRenderer>().enabled = false;
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Eixova 106 - Zovaptnon Resume ¢ klaong PauseTime

public veoid Resume()

{

Weaponsleft.SetActive(true);
WeaponsRight.SetActive(true);
ControllerModelRight.SetActive(false);
ControllerModelleft.SetActive(false);

GetComponent<GameManagerMainGame>().Eyeraycast.SetActive(false);
GameObject scorePanel = GameDbject.Find("ScorePanel™);
scorePanel.GetComponent<Image>().enabled = true;
scorePanel.transform.GetChild (@) .GetComponent<MeshRenderer>(}.enabled
scorePanel.transform.GetChild(1).GetComponent<MeshRenderer>().enabled

true;
true;

GameObject[] planelbjects = GameObject.FindGameObjectsWithTag("PlaneGridTag™);
foreach (GameObject obj in planeQbjects)
{

obj.GetComponent<MeshRenderer>().enabled = true;

}

gameObject.GetComponent<fiudioSources().UnPause(};
GameObject[] gamedbjects = GameObject.FindGameObjectsWithTag("SpawnObject");
foreach (GameObject obj in gameObjects)
{
obj.GetComponent<MeshRenderer>().enabled = true;

}

1o puOuko uépog, o Menu Action ypnoiponoteitat dtapopetikd. Omwg eoivetal otny
napandve eikova, o Menu action givat veHBVVO Yo TNV TPOCWPIVY TOVGT KOIL THV GLVELOT

TOL oy ViS00, Avto yivetal pe Ty ypnon tng khaong PauseTime.

Xmv mepinmtoon avty eAfyyxetor ov moatiOnke to Menu kovuni amd OmOL0ONTOTE
YEPLOTNPLO KOL 0V TV GUYKEKPILEVT] YPOVIKT] GTIYUN| vl o€ TadoT To oy viol. Av gxet 1e0el
ce mOHON TOTE WE TO TMATNUO TOL KOLUMOL, TO moryvior Oa cvveylotel, G€ OLPOPETIKN

nepintmon 1o moyviol Oa 10l og mavon.

4.3.4 SteamVR Input - Binding Ul
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Eixova 107 - Apyixo wapdbvpo Binding Ul

AAANATH AIATAZEQN A VRYTHM [TESTING]

To Steam &&v gival 51aB£01po. MepIKA XApAKTNPICTIKA PMOPE va £XOUV ATIEVEPYOTOINBEI.

Tpéxouoa diaragn Tpéxov XeIpIOTrpIO

H 8iaragn VRythm [Testing] pou
= g a Xeipioiipio Windows
yia Xeipiotiipio Windows PEIKTg T

ﬂpd\{pdT\KﬁTnTﬂg MPAYHATIKGTITAG
Added Menu

Anpioupyia véag diaragng

H enéxraom SteamVR ypnoyromotet pa dieroen mov pésm tov Binding Window 6mov
0 TPOYPOUUUOTIOTNG TPEMEL VO KOVEL TNV SOCLVOEST — AVTIGTOIYIoN TOL KAOe action mwov
onuovpynoe oto SteamVR Input, pe ta avtictoyo puokd Kovumd TV Xeplotnpiov.

Enefepyaoia

Y& KAMOlEC TEPIMTAOCELS LIAPYoLV To. 1010 actions pe To 010 OVOp Kot oT0 OLO
yewpompa. [Hopdha avtd, apydtepo péco amnd To maryviol eEAEyyetal kdbe opd amd molo
YEWPLoTPLO gvepyomoOnke 1o kdébe action. 'Etolr dev dnuovpyovvior mpoPAnuarto, e
avemBounta action, 6€ KOO0 GKNVY.

Eixova 108 - apdabopo exeéepyooiog tov Binding Ul

© Moo yeipioTnpion - O

EME=EPIrAX1A H AIATA=H VRYTHM [TESTING] MOY TI'lA XEIPIZTHPIO WINDOWS

P MEIKTHZ NPArMATIKOTHTAZ
AIATA=H AHMIOYPIOY IA XEIPIZTHPIO WINDOWS MEIKTHE NMPATMATIKOTHTAZ ZE VRYTHM [TESTING]
To Steam &ev eival 51a8Egipo. MepiKd XOpOKTNPIOTIKA HTIOPEi VA £XOUV AMEVEPYOTIOINOEI.

default 1 platformer buggy newset

/indo
HEIKTAG TPAYHATIKOTNTAG
2KavOaAn H

XPHEH QX KOYMMI
KAIK squeeze

Emigpdaveia agrig

XPHEIH QX DPAD
Agimoupyia KAIK
Bopaa forwardmoveplane

Noéma backwordmoveplane
MpoaBrikn ouvSuagpwv Ensepyaoia anmikwv

V| Aermoupyia KaBpeTmopoU

Show Developer E€aywyn apxeiou AVTIKATAOTAOT) TPOETIAEYEVNG
output OlapOPPWang OIapOPPWaNG

Aprotepo Xeprotiplo
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[Tapakdto @aivovtal o1 AVIIGTOYNGELS TV KOVUTLOV TOL 0PIGTEPOD YEPLGTNPIOoV.

e YKavoain

Eixova 109 - Aertovpyio 6KavoainG ato opioTtepo yewpiotipio

ApioTepd Xelpiotrpio Windows
MEIKTAG TMPAYUATIKOTNTAG
2KavOaAn

XPHZH QX KOYMII
KAIK squeeze

Mo v oxavdodAn evepyomoteiton to Squeeze Action g kovumi (OnAadn pe dvo TéS true -
false).

e Emgoaveia apng - Aapn
Exovo 110 - Agitovpyio. expaveIas apng oTo apioTepo yepIaTipio
Emoaveia apng
XPHZH OF DPAD

Nemoupyia KAIK
Bapeia forwardmoveplane

Noma backwordmoveplane

AaBn

XPHEH OF KOYMMI
KAIK Grab Grip
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H emopdaveia apng evepyomotel ta ForwardMovePlane ko BackwardMovePlane actions.
Eyet yiver avaBeon oty Bopeta (mavm) mAevpd ¢ emeavelog agne, otav matiétal (yiveton
KMK) va evepyomoteiton To ForwardMovePlane action. Eve avtictoyo 6tov motiéton n votio
(kbT®) TAeLPA TG EMPAVELNG APNG,, Evepyomoteitan To BackwardMovePlane action.

H Aapn eivar 1o mhaivo kovpumi tov yeplotnpiov kot 6tov maTETol EVEPYOMOlEiTal To
GrabGrip action.

e Mevov - Moyrog

Ewcova 111 - Agizovpyio pevod ko HoyAov 6To aplotepo yepLaTiplo

Mevou

XPHZH Qf KOYMII
KAIK

MoxAGG

XPHZIH O MOXAOX

©fon joystick

To kovuni pevov givor TOTOOETNEVO OVAPEGO GTNV EMUPOAVELD APNG KOL TOV HLOYAO -
Joystick tov yeipnomprov. Otav natieton evepyonotettan to Menu action.

O poyAog M adag Joystick givar vrevBuvog yio v Kataypaen g 8€ong (og Vector2)
TOL Kot vo evnuepaoetl 1o Joystick action amd to SteamVR Input. ‘Etot pe kdbe kivnon tov
poyAo¥ yiveton evnuépmon TV X kot y aE6vav tov oto Joystick action.

AgCl Xeprotipro

[Mopoakdtom eaivovTal ot aVTIGTOYNGELS TOV KOVUTIOV TOL deE100 Yeptotnpiov.

e YKavoain
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Eixova 112 - Aertovpyio. okovoains ato 0eél yeipiotipio

Aei Xeipiotripio Windows HEIKTHG
MPAYHATIKOTNTAG
2KavoaAn

XPHIH O KOYMMI
KAIK squeeze

"o v okavodAn evepyomnoteitor To Squeeze Action ¢ kovuni (dnAadn pe dvo Tipég true
- false). Avtictoyo 6mwg Kol GTO APLOTEPD XEPIOTNPIO.

e Eme@avewo Apng

Ewova 113 - Aeitovpyio empadvelag opng oto 0el yeipiatipio
Emeaveia agrig

XPHZIH O KOYMMI
KAIK Teleport

H emodvelo apng oto deéi xeprotpro evepyomotel to Teleport action. Avti 1 empaven
aQNng €xel oplotel va Asttovpyel wg kovumi. Andoadn poMe matnbei mpog Ta péoa 1 emeaveln
Ko Kavel KMk, tote evepyomoleiton to Teleport Action.

e Aafn - Mevov
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Eixova 114 - Aertovpyio Jofing kou puevod aro 0eéi yeipiatipio

Aapn

XPHIH QF KOYMMNI
KAIK Grab Grip

XPHIH Q% KOYMMI
KAIK

H Aapn elvar to mhaivd kovuni tov yeprotnpiov kot dtav moTiETol EVEPYOTOlEiTOL TO
GrabGrip action ka1 6€ aVTO TO XEPLOTNPIO.

Onwg kot 6t0 aplotepd XEPLOTNPL0, £TG1 Kot 6T0 Oeéi, To Kovumi pevov givor tomobetnpévo
avapueca otnv empdveln. aens kol Tov poyAd - Joystick tov yepiompiov Kot otav motiéTon
gvepyomoteitat to Menu action.

e  Moyhiog

Ewcova 115 - Aerrovpyio proyrov oo oeli yeipiotipio

MoxAOoGg

XPHZH O DPAD
Asrmoupyia AITIMMA

AvaTtohika snapright

Auika snapleft

O poyAog oto Og&l YEPIOTNPLO YPNOUOTOLEITOL OPOPETIKG OMd TO OPLOTEPO
YEPLOTNPL0. XE QTN TNV TEPINTOON, OTAV 0 HOYAOS PETOKIVEITAL TPOS T OvaTOMKA (deE1d)
gvepyomoteitan To action SnapRight, evd dtav petakiveital mpog ta SLTIKA (0ploTePd) TOTE
evepyomoteitar to SnapLeft action. Eniong, emedn 1 Aettovpyia exet oprotel g « Ayyrypon Kade
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QOpPG TOV EVEPYOTOLEITOL KATO0 ald avTd TOL actions, 1 TANPOPOPIN HETAPEPETAL MG TOHTOG
Boolean , 6nw¢ @aiveron kot oto SteamVR Input.
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Kepdioro 5 : Arema@n tov [ayviowov

Ipoapikd mepiPdAlov 1 ypoaeikn Slemagn ¥pNoTn, €val TO GOVOAO TOV EIKOVIKOV
OVTIKELLEVOV, TTOV amelkovilovtol oav Ypaeikd otoryeia, og pia YyneloKy cuokevn. Avtd Ta
YPOPIKA oTOLYElD, GTOXEVOLV OTNV JoHVOEST Kol GAANAETIOPOGN €VOC XPNOTN KoL LG
YNoLKNng cvokevnc. O oyedlaopog vog omoTol Ypapikod meptBaAlovToc, Tpenetl va Tnpel
Kamoleg mpovmobEcelg, TpokeéEVOL va pumopel va ypnotpomombet 6e Kamow €poaproyn M
oy vidl. Onwg evor 1 AETovpykdTnTa, 1 EVYPNOTIC, OKOUO KOL 1| OLOPOLL GE V0L YPOUPIKO
nepPdArov epyaciog.

(Wikipedia, I'pagikod_mepipdrrov_ypnotn, 2018)

"ET161 610 cuYKeKPIEVO ToyVidL, TPOKEWEVOD VAL UITOPEL O TAUKTNG VoL AAANAETOPATEL
HE aVTO, £YIVE VAOTOINGT SAPOP®V YPUPIKOV SETAPDOV HEGH o€ avTd. ME TNV yp1on avT®dv
TOV SETAPAOV 0 TOIKTNG Umopel va eMAEEEL OTOLOONTOTE GTIYU VO TPOXWPNOEL GE EVOL LEPOG
TOV Ty VIS100 1} Vo omoB0dpopuncet omd éva onpeio Tov oy vidlov. AnAadn vo tponyndel 6to
mayviol. Emiong, pmopel vo kdvel EMA0YEC TOV SIUUOPPOVOVV TO ALY VIOl Kol TNV EUTELPTL TOL.
Avt6 pmopel va emtevyBel e ToV YEPIGUO O1POPOV AVTIKEUEVOV OO TOV TOIKTY.

5.1 Teyvikég ypnong Ul o€ teyvoroyio VR

H onmpovpyia piog ypoaeikng dlemagns oe 1exvorloyio EIKOVIKNG TPAYUATIKOTITOG, EXEL
KOTOEC O1POPEG GE GYECN HE TIC OETOPEG OV OMUIOLPYOVVTAL VoL GAAEG GLUPOTIKEG
EQUPUOYEG 1 Tayvidl. AVTEC Ol dlpopES elvarl amapoitnTeg MOOTE vo dnuovpyndel o
€LYPNOTY KO AVAOOLVY EUTTELPIO GTOV YPNOTN.

Yrdpyovv kanoleg Pacikés Texvikég doTe va emtevydel avt N eunelpio og Eva engine dmwg N
Unity.

e World Space

‘Eva and ta Pacikdtepa elvarl n onovpyia g demaeng oe World Space (tpiodidototo
{®po). Anhadn O6tav dnpovpyeiton Evag kapupdg (Canvas) oty Unity, 6mov 6e avtdv mévo
tomofetovvtol ta ototyeio demapns (m.x. OMWS KOLUME), Vo YiveTol oAlOyn GTOV TPOTO
ATMEIKOVIONG OO SVO S1GTACELS TOV Ypnoonoteital oe cuppatikd (un VR) maryvidw, oe tpeig
Ol0OTAGELS LECH GTOV EIKOVIKO YMDPO TOV TEPPAAAOVTOG.

e World Space Raycaster

AMN o Bactkn texviKN eivor 1 aAdoyr] TOL TPOTOL CAANAETIOPAONG LE TIG OETOPES. X
éva kovoviko (un VR) mayvidr tng Unity, yiveton ypriom €vog mouse 1 evO¢ TAnKTporoyiov. Xe
QT TNV TEPITTOON OV TO Ty Viot eivan o€ VR dev mpoteiveTon va ypnoipomoinfodv avtéc ot
eEMTEPIKES GLOKEVES KAOMDS Kdvouy TNV gumelpia Tov ypnotn mo odvvnpn. ‘Etot égovtag poévo
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TOL YEPLOTNPLL GOV UECH OAANAETIOPOONC, TPEMEL VOL YIVETOL VTN 1| OAANAETIOPAOT) LE AAAN
TPOGEYYION.

H xoAvtepn mpocéyyion givar va yivovtal ot aAiniemidpaocelg pe world space Raycasters.
Anhodn pe po tpodidototn aktiva - gubeia mov exel (o mopeio kot pmopel va deiEel og
0T0100MTOTE ONUEID GTO TPLOOACTOTO TTEPPAALOV TOVL Ty VidoD. O delKTNG TOV TOVTIKIOD
Aertovpyel o¢ (o dtodidotorn aktiva (Raycaster) mov ypnowomnoteitor amd tv Unity amd
TPOETIAOYN Y10 TNV OAANAETIOPAOT] TOV O1601AGTOTOV JETAPOV TNS. 'ETol avtictoyo pmopet
va tomofetnBel éva tprodidotato Raycaster mave ota yeiplompla 1 €va d160146TOTO GTNV
péon tov VR Headset dote va yivetar aAANAETIOpaoT e KATO10 O1ETOPT] GTOV EIKOVIKO KOGLO,
Yopic v ypnon dAwv eEntepikdv cvokevmv. Ta Raycasters, ovclootikd eivat vrevbovva va
aAANAOETOPOVV Ao TpoemAoyN, nécm tov Event System g Unity, [l omotadnmote dtemaen
¢ Unity gxet onpovpynOei oto maryviot.

e Physical Interaction

Eniong po kaAn teyvikn mov Ponbagt modd oty gunepio Tov moiktn HEGH GTO ALY Viol,
elvar n aAnAenidpacn pe v ¥pNoN «PLGIKOVY» (OVCLAGTIKE TPIGOIUCTOTMOV), OVTIKEWEVOV.
‘Eva mapddetypa pmopetl va gtvat 1 aAANAETIOPAOT) TOV EWKOVIKOV YEPUDV TOV TTAIKTY UE €val
TPLeoLdoTato Kovpumi. AnAadn va ekteleiton pia vépyeta, 6tav 0 ToiKTNG TEGEL LE TO XEPL TOV
AT TO KOVUTE GTOV €KOVIKO KOGHO. Mo GAAN Tapopoe vAomoinon pmopel va etvar, pe Eva
TPIOOBOTATO EKOVIKO TANKTPOAOYO HE TO OTO0 O ToikINg Oo aAANAETIOpO TATOVTOGC
(akovpum®VTOG) HE TO OGKTLAO TOL EWKOVIKOU YEPOV TOV KAMO0 TANKTPO OVTOD TOV
TANKTPOAOYiOV. £T0 GUYKEKPUEVO TTatyvidtl dev €yve KAmold TAPOOLO VAOTTOINGT OEMAPNG,
oMoV YiveTOl AAANAETIOPAGT LE «PUGIKA» OVTIKEILEVAL.

5.2 Alemop1) op kg GKNVIG

2TV TOPUKATO KOV GOIVETOL 1] SLETOPN TNG OPYIKNG GKNVIG TOL TTatyvidlov. Avti M
GKNVN €lvol 1 TPAOTN TOL POPTAOVETOL OTAV EEKIVAEL TO TOLYVIOL.
Ot emloyéc mov divel otov ik givat, To dvorypo Tov EneEepyasTicod LEPOVG TOL TOLYVISLOV
(Enter Track Editor), to @vorypa tov puBuikov - kdpiov pépovg tov maryvidov (Start Game)
Ko 1 emhoyn e£66ov (Exit) amd to maryviot.

Exova 116 - Eixove amo 1o uevod tov maryvidoion
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2V epapyion avTNG TG APYIKNIG OKNVIG GaivovTol T avTIKEIHEVO Pe To oTotyElo demapng
(UIElementsLobby), ta omoia givar kapfadec (Canvas) mov meptEyovy to, KOLUTLA.

Ewcova 117 - Avtikeiuevo. oty 1popyio. T opyikng oKnvig

¥ --Standard_Lobby--
P Basics
¥ UIElementsLobby
VRvythmLogo
P GameCanvas
P EditorCanvas
Pk ExitCanvas

e GameCanvas
Ewova 118 - [010tnteg tov Game Button

on Click ()

aF

[ Runtime Cnly #] [ SceneManagementScript. GoToMainGameScene

SceneManagement ﬂ

+ -

¥10 GameCanvas vrapyetl £vo kovuni mov péow tov editor g Unity yivetor opiopog
TOV EVEPYELDV OV £KTEAOVVTOL TV TatnOel avtd o kovumi. Avtd yivetor pe v On Click()
Ko exktedeiton  ovvdptnon GoToMainGameScene() g kKAGong Scene Management.
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Eiova 119 - Xvvéptnon g kldong SceneManagement
public void GoToMainGameScene()

{

SceneManager.LoadScene{"gameScene”, LoadSceneMode.Single);

¥

AV 1 cLVAPTNOT OTAV EKTEAEGTEL POPTMOVEL TNV GKNVI LLE Ovopa «gameScene» 1 omoia eivat
M oKNvN 1oL pLOKOD PEPOVS TOV TOLYVISLOD.

o EditorCanvas

Eiova 120 - [010tn1e¢ Tov Editor Button

on Click ()

SceneManagementScript. GoToEditarScene

Runtime Cnly

- SceneManagement | ©|

Me tov 1610 1pdémo, oto EditorCanvas vmapyet 10 kovumi mov ektehel v cvvéptnon
GoToEditorScene() tng kAdong Scene Management.

Ewovo 121 - Xovaptnon e kAdons SceneManagement

public void GoToEditorScene()
{

SceneManager. LoadScene("editorScene”, LoadSceneMode.S5ingle);

AV 1 ovvapTnOoT OTOV EKTEAECTEL POPTMVEL TNV GKNV e Ovopa «editorScene» 1 omoia eivat
1 GKNVY TOL ENEEEPYACTIKOD LEPOVS TOV ALY VIOLOV.

o ExitCanvas

Ewcova 122 - [o16tnteg tov Exit Button

on Click ()

SceneManagementScript.ExitGame

Runtime Cnly

- SceneManagement | O

To kovuni mov vrdpyel oto ExitCanvas givor vrevBuvo va extedéoet v cuvdptnon ExitGame
™G KAdong Game Management, 6tav watnOet.

Eixéva 123 - Zvvaptnon g kldong SceneManagement
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public void ExitGame()
{

Application.Quit();
¥

Av1t 1 cuvdptnon etvar vevBLVVN va KAEIGEL TO TOYVioL, OTaV EKTEAECTEL.

5.3 Atemrapn puOpKov pEPOVS TOL TALYVIOLOV

2TV TOpOKATO €KOVOL QoiveTon 1 SlEMAQN TS OKNVNAG TOL PLOKOD HEPOLS TOL
TOLVIO0V. X€ OUTH TNV OKNVI 0 TTaikTng Kavel emAoyég yio tov tpomo monéipatog (Game
Modes).
INa apyn emiéyet éva omd to tpia game modes. To Lightsaber Mode, to Saber Mode ka1 T0
Rifle Mode. Av dev emaéEet kdmoro Mode t6te ta kovpumid Load Track ko Play mopapévoov
OTEVEPYOTOINUEVO LEYPL O TATKTNG VO KOVEL KOO0 ETIAOYT).

Ewcova 124 - Eikova. omo 10 uevod tov poOuikod uépong tov maryvioron

AoV emiééel kamowo mode, tOte evepyomoteiton to kovuni Load Track ®ote va 1o
TATAOEL O TTOIKTNG Kot VoL eMAEEEL Ko v popTdcet omd To File Browser £val Lovoikd KOppATL.
To xovuni Play mapapévetl amevepyomomuévo pexpt vo eoptwhel KATolo Lovotkod KOUUATL.
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Eixova 125 - Eixovo amo thv mepinynon opyeiwyv tov moLyvioion

File Browser

C:\Users\Antonis Chamilos\Documents\Unity
« * f Projects\VRythmProjects\VRythmV16\Assets\Resources\Songs\

NoGood.ogg
chainsmokers.mp3
Black_Beatles.ogg
chainsmokers1.0gg

DemoSongShort.mp3

CJBORIKANoGood.mp3

RO NE

Meta mov o maiktng emdéEel T0 Hovotkd koppdtt ond tov mepmyntn apyeiov (File
Browser) natdet oto Load kot to Lovotkod KOUUATL QOPTAOVETOL 6TO TTotyvidt Kot To Kovumni Play
yiveton evepyd, dote va pmopel o maiktng va EeKvnoet va moilet.

MenuMainGame

Eixova 126 - Avuikeiueva atny 1epopyio. the oKnvig, To poluixod uépoog

¥ --MenuMainGame--
VRythmLogo
b UIElementsMainGame
b UIENdTrackMenu
b UIPauseMenu

Y10 avtikeipevo MenuMainGame vrépyovv OAo o AVTIKEILEVO OIETOPTC TOV VITOPYOVV
o610 pLOUKO péEPOG ToLv TaLYVIdV. Avtd ywpilovtar oe tpelg katnyopies. Ta avtikeipeva
UlElementsMainGame mov &ivatl 1 apyik?] Oemo@r] 0mov o mwaiktng KAvel EmMAOYES Yo VoL
Eexwvmoet to mouyviol. Ta aviikeipeva UIEndTrackMenu mov givon 1 d1emapr| mov eppaviCeton
OtV TEAEIDGEL TO TPayoudt oto puvOukd pépog. Kar ta avtikeipevo UlPauseMenu mov
epeavifovtor 0tav o maiktng matnoel To kovuni “Menu” omd TO YEPIGTHPLO, TNV OPO TOV
pLOUIKOD TOYVIOL0V.
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ii. UlElementsMainGame

To UlElementsMainGame amoteleitor amd €61 kapPadec (Canvas) mov Tepléyovyv KOLUTLA.
To PlayCanvas, 1o LoadCanvas, 1o LightSaberModeCanvas, 1o SaberModeCanvas, 10
RifleModeCanvas kot t€hoc to BackCanvas.

Eixova 127 - Avukeiueva atny 1epopyio. te oKnvig, Tov poluikod uépoog

¥ UIElementsMainGame
bk PlayCanvas
b LoadCanvas
b LightSaberModeCanvas
b SaberModeCanvas
b RifleModeCanvas
bk BackCanvas
b UIFileBrowserCanyas
UllnputManager

e PlayCanvas

Otov matiéton 1o xovuni Play tov PlayCanvas yivovtolr ot mopoakdto evépyeleg otnv
OnClick(). Ot mo moAAEG evépyeleg €ival apyKOTOINGES GAAMV OVTIKEWEVOV (OnAaon
euQavion/amoxpuyn 1 evepyonoinon/anevepyomnoinorn aviikelpnévov). Ommg n amdkpvyn Tov
AOYOTLTOL Kol TOV oTolyElV TG apyikng demaens (Menu - UlElementsMainGame), kot 1
aAlayn wiot)tev Tov Audio Manager. Eniong yivetot evoaAlayr TOV EIKOVIKGOV LOVTEA®V TOV
YEPLOTNPI®V, GE OTAN TTOL £YEL TO KAOE ¥Ept avardymg To mode. OvolooTiKd, YiveTal AmOKpLYN
TOV LOVTEAWDV TOV XEPLGTNPLOV KOl ELPAVION TOV OTA®V.

Eixovo. 128 - [016tnteg tov Play Button

on Click ()

A

GameManagerMainGame,StartMainGame

Runtime Only

gGameManagerMainGal

| Runtime Snly 4| | GameObject.SetActive
[ UIElementsMainGame | @] []

| Runtime Snly 4| | GameObhject.SetActive
[ VRythmLogo [o| O
| Runtime Cnly # || AudioSaurce.playCniwake

[= soundManager (Audio @] [ ]

| Runtime Snly 4| | AudioSource,Stop

[« SsoundManager (Audio o

| Runtime Only 4| | AudioSource.loop
[= soundManager (Audio ©| [ ]
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Eixova 129 - [616tnteg tov Play Button (cvvéyeia)

| Runtime Cnly 4| | AudieSource.wolume

[= SoundManager (Audio @] 1

| Runtime Cnly || GameOhbject SetActive
[\ Eye Raycaster [ o] [
| Runtime Cnly || GameOhbject SetActive
[\ WeaponsLeft | o| &
| Runtime Cnly || GameOhbject SetActive
[\WWeaponsRight | o| &
| Runtime Cnly || GameOhbject SetActive

[\ ControllerModelLeft | @| []

| Runtime Cnly || GameOhbject SetActive
[\ ControllerModelRight | @] [

H Poaocwn Aettovpyio ovtod TOL KOLUTOD &€ivol 1 EKTEAECN TNG GLVAPTNONG
StartMainGame() ¢ kAdong GameManagerMainGame, 6mov dnpiovpyet o StandardObjects
(avtikeipeva Tov pLOUKOL TayVidoV), undevilel 10 okop, EOPTMVEL KOl  ONUIOVPYEl Ta
Streaming Assets (to kKovtid kot To ceopidwr) pécw twv JSON apyeiov, mov &lyav
dnuovpyndet oto eneEepyacTikd HEPOC Kot TELOG OPYLKOTTOLEL KOl EvVEPYOTOLEL TO game mode
7oV €l TPONYOLVUEVOG EMAEEEL O TOKTNG,.

[Mopakdto eaivovtol avTég 01 GLVOPTNGELS KOt 01 EVIOAES TOVG.

Eixova 130 - Zovaptnon e klaong GameManagerMainGame

public void StartMainGame()

{
Destroy{GamzCbject.FindGameObjectWithTag("StandardObjectsTag") ).,
Invoke("ExecuteAfterTimelsonLoad”, 8.5f);

¥

public wvoid ExecuteAfterTimelsonLoad()

{
Instantiate(5tandardObjects);
TotalScore = 8;
GameObject.Find("JSON_OperationsMainGame").

GetComponent<JsonOperationsMainGame> () .CreateloadedObjects();

GetComponent<AudiocSource>().S5top();
GetComponent<AudioSource»().Play();
ActivateGameMode();

¥
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e LoadCanvas

To LoadCanvas gyet 1o kovuni Load Track 1o omoio avoiyet to UlFileBrowserCanvas to
omoto etvan o mepmyntng apyeiov (File Browser), dote va emAéEel o maikg 10 LOVGIKO
KOUUATL TOV BEAEL VOL pOPTOGEL.

Ewova 131 - [010tnteg tov Load Button

on Click ()

Runtime Only $ || Gamedbject.SetActive
\wUIFileBrowserCanvas  ©| [«
| Runtime Cinly 4| | UIFileBrowser.QpenFileBrowser

|- UTFileBrowserCanvas| @] [

H «\éon UlFileBrowserCanvas ypnoytonotet tnv cvuvaptnon OpenFileBrowser yia vo
eppavioet avaroyng gite 1o FileBrowser mov ewvat yua Save gite yio Load. Ztnv OnClick() av
to checkbox tov OpenFileBowser dev gwvar evepyd tote avoiyet to Load Dialog, eved av swvon
evepyo avoiyel 1o Save Dialog. Xtnv cvykekpiévn nepintwon mov yperdletor va goptwbei edv
LOVGKO apyelo, yivetar xprion tov Load Dialog.

Eixovo, 132 - Xovaptnon g kAdong File Browser

/f Open a file browser to save and load files
protected void OpenFileBrowser(FileBrowserMode fileBrowserMode)
{
{// Create the file browser and name it
GameObject fileBrowserObject = Instantiate(FileBrowserPrefab, transform);
fileBrowserObject.name = "FileBrowser™;
// Set the mode to save or load
FileBrowser fileBrowserScript = fileBrowserObject.GetComponent<FileBrowser>();
fileBrowserScript.SetupFileBrowser(
PortraitMode ? ViewMode.Portrait : ViewMode.lLandscape);

if (fileBrowserMode == FileBrowserMode.Save)

{
fileBrowserscript.SaveFilePanel("DemoText"”, FileExtensions);
{/{ Subscribe to OnFileSelect event (call SaveFilelUsingPath using path)
fileBrowserScript.OnFileSelect += SaveFileUsingPath;

h

else

{
fileBrowserScript.OpenFilePanel(FileExtensions);
{/{ Subscribe to OnFileSelect event (call LoadFilelUsingPath using path)
fileBrowserScript.OnFileSelect += LoadFileUsingPath;

h
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e LightSaberModeCanvas, SaberModeCanvas kou RifleModeCanvas

AVTEC 01 S1EMAPEG ELVAL KOVUTLY TTOL YPNGILOTOLEL 0 ToUKTNG Yo va emAEEEL e Tolo0 mode
Ba mai&et to moyvidt. 'Etotl oTic TapaKkdtom e1KOvEG Gaivovtal 0l AElTovpyieg Tov KTEAOVV 6TV
OnClick() To kB¢ kovuni. H po Aettovpyia ewvar va evnpepdocet tov Game Manager 1o game
mode. £1o Game Manager avayvopiletatl to game mode pe Tovg aptBpovg 0 - 1 — 2. To voduepo
0 ewar to Saber Mode, to vodpepo 1 ewvon o Rifle Mode kot o vovpepo 2 etvar to LightSaber
Mode. H dAAn Aettovpyia ewvar o€ ke £va amo avtd ta Kovpumid otav tatnfovv va Kvovv 10

xovumni Load Track evepyd yia adAnienidpaon).

e SaberModeCanvas

Eiova 133 - [010tntec 00 Saber Mode Button

on Click ()
Runtime Cnly GameManagerMainSame, SetGameMode
i~ GameManagerMainGame ©| 0
| Runtime Qnly # || Button.interactable
i Button (Button) | o| ¥

¢ RifleModeCanvas

Eixovo 134 - [016tnteg tov Rifle Mode Button

on Click ()
Runtime Cnly GameManagerMainSame.SetGameMaode
- GameManagerMainGame E 1
| Runtime ©@nly $ | | Button.interactable
[ Button (Button) | o

e LightSaberModeCanvas

Eixova 135 - [010tnteg tov Lightsaber Mode Button

on Click ()
Runtime Only GameManagerMainGame.SetGameMode
i~ GameManagerMainGame E 2
[ Runtime only # | | Button.interactable
[ Button (Button) | o] &
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e BackCanvas

Ewova 136 - [010tnes tov Back Button

on Click ()

l Runtime Cnly #] l SceneManagementScript. GoToMainLobbyScene
SceneManagement ﬂ

To BackCanvas gyetr évo kovuni mov otav 0 TOUKTNG TO MOTNOGEL EKTEAEITOL 1) GLVAPTNON
GoToMainLobbyScene.

Ewova 137 - Zovaptnon g kidong SceneManagement

public void GoToMainLobbyScene()

ger.LoadScene("mainLobbyScene™, LoadSceneMode.Single);

AvTd OV KAVEL | CLVAPTNOT AVTN EWVAL VO POPTMOCEL TNV TPOTN oknvi «mainLobbySceney»
pe v xpnon tov Scene Manager.

UIEndTrackMenu

Ewxova 138 - Etkova omo 1o puevod tov poOuikod uépong tov maryvioion, 0tov telEiivel
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To avtikeipevo UIEndTrackMenu gwvat to ykpouT diemap®v, To onoio epgaviletot otav
TEAELOGEL TO PLOUIKO Ty Vidl — pLOUIKO LOVGKO KOUUATL, BGTE VO UTOPEL O XPNOTNG VO TAPEL
Qo amO@AoT] Yo TO MG VO, TPOYMPNOEL HEGO 6TO Ty vidl amo avtd to onueio. Emiong
EVNUEPDVEL TOV TOUKTT Y10l TO GKOP TOV EKOVE GE QT TO LOVGIKO KOUUATL.

Eixova 139 - Avureiueva atny 1epopyio. te oknvig, Tov poluikod puépoog

¥ UIEndTrackMenu
b ReplayCanvas
b MenuCanvas
b ScoreCanvasTitle
b ScoreCanvas

To UIEndTrackMenu gyet 4 avtikeipeva dtemapav, 2 ek T@v omoiwv gwval koovpmd. To
ReplayCanvas ka1 to MenuCanvas gumepiéyovv kovumd, evadd 1o ScoreCanvasTitle kot to
ScoreCanvas gvait d1EmaQEg KEWWEVOD.

e Replay Canvas

Eixova 140 - [616tn1eg 00 Replay Button

on Click ()

GameManagerMainGame, ActivateGameMode

aF

Runtime Cnly
i~ GameManagerMainGa ©|

| Runtime Cnly 4 || GameManagerMainGame.StartMainGame

. GameManagerMainGa O

| Runtime Cnly 4 || GameObject.SetActive
| UIEndTrackMenu | ol O
| Runtime Cnly 3 || GameObject.SetActive
|\ Eye Raycaster | o| O
| Runtime Only 4 || GameObject.SetActive
|\ WeaponsRight o] @
| Runtime Cnly 3 || GameObject.SetActive
[\ WeaponsLeft | o] &
| Runtime Cnly 4 || GameObject.Sethctive

| ControllerModelRight | | [

| Runtime Cnly 4 || GameObject.SetActive
|y ControllerModelLeft | o] [ |

To kovumni Replay gyet oyedov v id1a Aertovpyia pe avt tov play. Ovclactikd Kavel
EVOAAQYT] OTO TO. LOVTEAQ TOV XEPIOTNPI®V GTA LOVTEAN TOV OTA®V. ANANOT ATOKPLYT TOV
YEPoTPiOV Kot gUEAVIoN TOV OTA®V, OT®MG QAIVETOL OTNV TOPUTOVE EKOVH LE TO
Checkboxes. Eniong anevepyomoiel tnv kovkida tov EyeRaycaster mov vépyet oty péon g
000vNG, TOL YPNOEVEL GTNV EMAOYT| SIETAP®V, KOODG KOl TO AVTIKEILEVA VTNG TNG OLETOPNG,
UIEndTrackMenu.
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Ot Baowkég Aettovpyieg yivoviar pécsm tov Game Manager. 'Etot pe to mdtnpo tov
replay ektehobvtar ot cuvaptroels, ActivateGameMode 1 omoia ewvor vrebBovn yo v
apykomoinomn tov game mode kot peta 1 StartMainGame mov gwvot vrevBvvn yia o Eexivnpa
OV PLOUIKOD TTaY VIS0V, OTTMG NTOV KO Y10l TO KOV play.

Eixova 141 - Zvvaptnon g klaons GameManagerMainGame

public void ActivateGameMode()

{
if (GameModeMum.Equals(8))
{
InitializeSaberMode();
L
else if (GameModeMum.Equals(1l})
{
InitializeRifleMode();
h
else if (GameModeMum.Egquals(2))
{
InitializelightSaberMode();
h
L

2y mapomdve ewova eatvetar n cvvaptnon ActivateGameMode() mov avédioya pe tov
apBud mov eiye opiotel mponyovpéveg pécm tov SetGameMode() Ba kavel Kot v avticToryn
apyKomoinom mov gxet optotel yia kébe mode.

e MenuCanvas

Eixova 142 - [610tnteg To0 Menu Button

on Click ()
Runtime Cnly % || GameObject.SetActive
iy UIElementsMainGame | @| [/
| Runtime Cnly 4| | GameObject.SetActive
[\ UIENdTrackMenu [ el O
[ Runtime Cnly t] [ GameManagerMainGame,DestroyMainGame

. GameManagerMainGame | 2|

| Runtime @nly 4| | GameObject.SetActive
[y VRythmLogo o]
| Runtime @nly 4 || AudioSource.clip

|C.] SoundManager (Audio Sn|| EJ| |—Dpening-scene

| Runtime @nly 4| | AudioSource,loap
[ SoundManager (Audio So| |

| Runtime nly 4| | AudioSource.Play
[= SoundManager (Audio Sol @

| Runtime @nly 4 || AudisSourcewolume

|= SoundManager (Audio So| ©|[0.25
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Kot otnv mepintwon tov MenuCanvas yivovtaol apytKomomGELS Yo VO EVOL 1] GKNVT
OTMOC NTOV GTNV 0PN OTO LEVOVL. ANAOT EVEPYOTOLEITOL TO AOYOTVTO TOL LEVOD, ATTOKPVITTETOL
n Oownagn UlEndTrackMenu ot epeovifetor 1 opylkn  SlEmO@ TOL  HEVODL,
UlElementsMainGame. EmumAéov yivovior odlayég otov SoundManager ywo vo mailer m
LLOVGIKT] TOV TOPAGKNVIOV GTO LEVOD.

Eixova 143 - Zovaptnon e klaons GameManagerMainGame

public wvoid DestroyMainGame()

{
Destroy(GameObject.FindGameObjectWithTag( " "StandardObjectsTag"));

Téhog exteleiton 1 cvvéptnon DestroyMainGame() amo 1o GameManagerMainGame 1
omolo. &wor vmevBuvn Y Vo KOTOOTPEWEL OAM TO  OavTiKEigeva mov  €yovv tag
“StandardObjectsTag”. Avtd ta avtikeipeva evat ta Streaming Assets (kovTid kot ceopidia).

e ScoreCanvas

Eixova 144 - Zovaptnon Update g kidons GameManagerMainGame

// Update is called once per frame
void Update()
{
f/Checks if clip has reached the end and activates the menu
if (!GetComponent<AudioSource»().isPlaying &&
GetComponent<AudioSource»().clip.length
.Egquals({GetComponent<fudioSource»().time})

Eyeraycast.SetActive(true);

UIEndTrackMenu.gamelbject.SetActive(trus);

ScoreEndText.GetComponent<TextMashPro»().text =
TotalScore.ToString();

//Disables Mesh from ScorePanel
GameObject scorePanel = GameObject.Find("ScorePanel™);
scorePanel.GetComponent<Image>().enabled = false;
scorePanel.transform.GetChild(e)
.GetComponent<MeshRenderer>().enabled
scorePanel.transform.GetChild(1)
.GetComponent<MeshRenderer>().enabled

false;

false;

{/Change between ControllerModel and Weapons
WeaponsLeft.SetActive(false);
WeaponsRight . SetActive(false);
ControllerModelleft.SetActive(true);
ControllerModelRight.SetActive(true);
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To ScoreCanvas mepi€yel éva panel pe keipevo 1o omoio eueavilel 1o TeEMKd cKop TOL
TOKTN LOMG TEAEL®MGEL TO PLOLIKO poVoKO Koppdtt. Onwg eaivetal otnv cuvaptnon Update()
tov GameManagerMainGame, gAéyyetot ké0e Kopé av eyl TELEIMGEL TO KOUUATL, KoL OTOV
TEAELMOEL, YIVETAL EVIUEPMGN TOV GKOp GtV dlemopn ScorePanel.

iv. UIPauseMenu

To avtikeipevo UIPauseMenu gwvat 10 YKpouT SIEMAP®OV, TO 0010 EUPAVILETOL OTOV O TOIKTNG
TOTNOEL TO Kovuni «Mevod» mov PpiokeTol TV GTO YEPIGTNPLO TOV.

Ewova 145 - Etkova. omo 10 uevod tov poOuikod épong tov maryviolon, 0toy yiverol movon

To Pause Menu divel 6Tov moiktn TpELG EMAOYES Yo v TPOY®PNoeL 6To oy vidl. H pia emioyn
ewvon pe to Resume kovpmi, 1 dAAn etvon 1o Replay kovuni ko n tedevtaio to Menu koo,

Ecova 146 - Avtikeiueva oty iepopyio. te oknvig, oo poluikod uépovg

¥ UIPauseMenu
PauseTitle
P ResumeCanvas
k- ReplayCanvas
k- MenuCanvas
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To UIPauseMenu mepiéyetl t€coepa otoryeio S1EmMOPNS, 0o T 0oio T TPiat ELVOL KOVUTLA.

e ResumeCanvas

Eixova 147 - [616tn1eg T00 Resume Button

On Click ()

Runtirme Only $ || GameObject.SetActive
i UIPauseMenu E =
[ Runtime Only t] [ PauseTime.Resume

EGameManagerMainGamﬂ EJ|

10 ResumeCanvas vrdpyetl évo kovuni mov ektelel dvo Aettovpyiec. H po ewvon va
amevepyomomoel v demapr tov «UIPauseMenu» kot m GAAN €val vo, eKTEAEGEL TNV
ocuvaptnon Resume() amo v kAdon PauseTime.

Eixova 148 - Zovaptnon e klaong PauseTime

public void Resume()

{
WeaponsLeft.SetActive(true);
WeaponsRight.SetActive(true);
ControllerModelRight.SetActive(false);
ControllerModelleft.SetActive(false);
GetComponent<GameManagerMainGame>»().Eyeraycast.SetActive(false);
GameObject scorePanel = GameObject.Find("ScorePanel™);
scorePanel . GetComponent<Image>().enabled = true;
scorePanel.transform.GetChild(@).GetComponent<MeshRenderer>().enabled = true;
scorePanel.transform.GetChild(1).GetComponent<MeshRenderer>().enabled = true;
GameObject[] planedbjects = GameObject.FindGameObjectsWithTag("PlaneGridTag”);
foreach (GameObject obj in planeObjects)
{
obj.GetComponent<MeshRenderer>().enabled = true;
h
gameObject.GetComponent<iudioSource>().UnPause( ),
GameObject[] gameObjects = GameObject.FindGameObjectsWithTag("SpawnlObject"”);
foreach (GameObject obj in gameObjects)
{
obj.GetComponent<MeshRenderer>().enabled = true;
h
L
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AvT1 11 GLVAPTNON, KAVEL KATOLEG OPYIKOTOMGELS. [0 oy KaveL EVOAAAYT TV LOVTEA®DV
amo yeplomplo o€ omia. ‘Emetta anevepyomoiel v kovkida (pointer) tov EyeRaycaster.
Téhog, eppavilel to Score Panel kot peta epgaviCet kot 6Aa To avTIKEIPEVO TG GKNVIAG OV
&yovv tags “PlaneGridTag” kot “SpawnObject”. Ta avtikeipeva pe tag SpawnObject swvon ta
Streaming Assets Tov oy vidlov Kot ta ovtikeipeva pe tag PlaneGridTag ewvon ta avtikeipeva
7oV cvVOETOVY TO TAaicLo OV epPaviCeton povo oto Rifle Mode.

e ReplayCanvas kor MenuCanvas

To xovumid twv, ReplayCanvas kow MenuCanvas, ekteAodv akpiag Tig 101eg dtadtkaoieg
Kot EVTOAES, Omw¢ 6T0 Replay kot 10 Menu tov UIEndTrackMenu.

5.4 Avema@n ereEEPYOGTIKOV HEPOVS TOV TALYVIOLOV

2TV TapoKATo ekovo gaivetal 1o TepPAALOV TS GKNVNG TOL EMEEEPYACTIKOD HEPOVG
TOV TOLYVIO00. € QTN TNV GKNVN 0 TOUKTNG KAVEL EMAOYEC TOV OLPOPOVV TNV Ene&epyacio Tov
LOVGIKOD KOUUOTION. X€ OUTH TNV GKNVN Ol OEMAPES OV EVAL GE LOKPVY] ATOCTOCT OTMG
aVTEG TOV PLOUIKOL PEPOLS, AL TAV® GTO YEPLoTNPlo ToL. 'ETotl otav o maiktng 0éAel va
aAAnAemdpdcel pe kdmola Oeman, Bo mpemel vo Kpatdel To yepLoTiplo otafepd oe [
amOGTACY), MCTE VO KOVEL o €mAoyn pe v ypnon tov otgiktn (EyeRaycaster), mov
QVTITPOCMOTEVEL TO KEVIPO TMV HOTIOV TOV TOAKT).

Eixovo 149 - Eikovo T oKnviig TOD ETECEPYAGTIKOD UEPOVS TOV TOLYVIOIOD

2V 1epopyion VTS TNG OKNVIAG GAivOVTaL TO OVTIKEIEVA [LE TAL OTOLXEL OEMAPNC TOL EVOL
Olo TomofeTnuéva oo «Ttadldy, Kato amo to aptotepo xeprotnpio (VR Controller).
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Eicova 150 — Avuxeiuevo tov VR, atyv ipopyio. ths GKNVIG, TOV ETECEPYO.TTIKOD UEPOVS

¥ --\WR_Settings_Editor--
¥ Player
¥ SteamVRObjects
¥ LeftHand
P MenuCanvas
b LeftContrallerPartPaositions
b UIMainCanvas
P UIMainCanvasCreate
P UIMainCanvasEdit
P UIKeyboard
P UIFileBrowserCanvas
P UICanvasEditProperties
P UICanvas
UllnputManager

. UIMainCanvas

Ewcova 151 - Etkovo. omo 10 Hevos tov emeepyactikod UEPOVS TOV TOLYVIOLOD

To UIMainCanvas gwvat 1 TpadT SIETAPT TOL EUPAVILETOL OTAV EIGEPYETAL O TOIKTNG
og autn Vv oknv1. O maikTng exel 0VO EMAOYEG GE VTN TNV JEMAPY, EITE VAL ONUOVPYNCEL EK
VEOL 10 TOTO LE AVTIKEILEVA TOL HOVGKOD KOpUaTov pe to kovuni “Create New Level”, gite
va eneEepyaoctel pa non dnuovpynuévn, pe to kovuni “Edit Existing Level ™.

Ewcova 152 - Avukesiyeva otny iepopyio. THS OKNVIG, TOV EXECEPYO.OTIKOD HUEPOVS
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¥ UIMainCanvas
Fanel
b TitlePanel
b CreateButton
b EditButton
b BackButton

To UIMainCanvas mepiéyet mévte demapég, OTov ot TPELS VOl KOLUTLE Kot o1 GAAES SVO Evar
éva TAVEA TOV TOPACKNVIOL Kot £va TAVEA e TO Kelplevo Tov titAov.

e CreateButton

Eixova 153 - [010tnte¢ tov Create Button

on Click ()

Runtime Cnly 4 || GameObject.SetActive

\wUIMainCanvasCre 2| [«

| Runtime ©nly t || GameObject.SetActive =
[WUIMainCanvas | @[]

To CreateButton gwvait vredbvvo Yo va TpoympPNGEL TOV TAIKTN GTNV EXOUEVT JETAPT] TOL
ypealetal yio va dnpovpynoet (o miota. 'Etol amAd kavel evaidoyn SETOQOV, oo TNV
topwn (UIMainCanvas), oty endpevn (UIMainCanvasCreate), EvEpyOmTOIOVTOG TNV L0l KOl
QTEVEPYOTOLDVTOG TNV GAAN).

¢ EditButton

Eixovo. 154 - [016tnteg tov Edit Button

on Click ()

Runtime Only i || GameObject.SetActive

W UIMainCanvasEdit @] [«

[ Runtime Only =] [ GameObject.Setictive =]
[wUIMainCanvas @[ [

To EditButton exteAel kot avtn 1 dtemapn v idto Aettovpyio. Aniadn Oa kovel evorioyn
aro v topwn (UlMainCanvas) odenaen, otnv emouevn (UIMainCanvasEdit),
EVEPYOTOLOVTAG TNV MOl KOL OTTEVEPYOTOLOVTAG TNV GAAN.

e BackButton — Main Menu
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Exovo 155 - 1016tnteg tov Back Button

on Click ()
| Runtime only # || SceneManagementScript.GoToMainLobbyScene i
|- SceneManagement @

.
To BackButton otnv cvykekpipévn demoen €wvor vevbuvo ylo va Kavel EVOALOYT

LETOED TV okNvaV. 'ETol Tatdvtog autd To KOuUTl, LETAPEPEL TOV TOLKTN GTNV TPOTYOLUEVN
GKNVN TTOV V0L 1] GKNVT| IOV eppaviletor 61o Eekivna Tov Toryvidlov.

Eixova 156 - Zvvaptnon ¢ klaons SceneManagementScript

i
3
it
LA
(m]
3
b
=
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2
=]
m
[1#]
=
{5 ¥]
F
2
|
3
==

public class SceneManageme

public void GoToMainlLobbyScene()
{

Manager.Load5cene("mainLobbyScene”, LoadScensMode.Single);

LA

18]

Onwc goaivetor omnv mopamave KOV, LT TNV Asrtovpyia ektedel m cuvdptnon
GoToMainLobbyScene 1rng xAdong SceneManagementScript. ‘Etot pe v ypfion g
SceneManager goptmvetal n apylkn oknvn pe 6vopo «mainLobbySceney.

li. UIMainCanvasCreate

Eixovo 157 - E1kovo, amo 1o pevod tov emeepyactikod HEPOvS tov ToLyviolon

*Required rFieid

To UIMainCanvasCreate €wvotl 1 S1ETOPN TOL AEITOVPYEL G POPLO DOTE VO, OMGEL O
TOUKTNG TO omapaiTNTo GTOLXEID Y10 TO HOVGIKO KOUUATL KoL TNV TOTO. AQPOV GUUTANPADGCEL O
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moikTng avtd Ta otoyeion evepyomoteitan to kovumi “Create and Open Editor”, dote va
EeKvnoel o TaikTng vo TNV dnpovpyia g miotog.

Eicova 158 - Avtikeiueva. atyv 1popyio. ths 6KNVIG, TOV ETECEPYATTIKOD UEPODS

¥ UIMainCanvasCreate
Panel

b TitlePanel
b MusichamePanel
b EnterBPMPanel
b LocateMusicPanel
P MusicMameInputField
b BFMInputField
b LocateMusicButton
b EditorButton
b BackButton
» RequiredFieldText

To UIMainCanvasCreate mepiéyet £vieka oemopéc. ' Eva navel og ntapaocknvio (Panel), éva
mhved mov mepiéyel Tov titho g demaeng (TitlePanel), tpia mwhvel keévov mov mepiEyovv
tithovg (MusicNamePanel — EnterBPMPanel - LocateMusicPanel), ovo mdveh ywo v
eloaymy]  kewévov  (MusicNamelnputField -  BPMiInputField), 1tpioa  xovumd
(LocateMusicButton — EditorButton - BackButton) kot diemapéc keynévov (RequiredFieldText)
Yl TV TPOEWOOTOINGT| EIGUYMYNG CTOLYEI®V.

e MusicNamelnputField — Input Field

Ewcova 159 - Eikova péoa amo to moryviol, atnv ypion too VRKeyboard
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To MusicNamelnputField ewvor éva otoyeio demagng tomov Input Field. AnAaom
E100YMYNG KEWEVOL, OTO TOV YPNOTH LEG® TOV TANKTPOAOYiIOL. AVTH ¥PNGILOTOIEITOL Yo THV
€100YMYT] TOL OVOLLOTOG TOV LLOVGTKOD KOULOTION OO TOV TTOKTY). X€ OVTH TNV TEPITTMOT|, AOYO
NG amoKAEoTIKNG ¥pNong VR ovokevdv, yivetar ypnon pog eEmteptkng enéktaonsg 1o VR
Keyboard, 10 omowo Omwg ¢aivetor oty mopamive €kOvo AEltovpyel ®G EKOVIKO
TANKTPOAOY10 péca 6To oty viot. 'Etot otav o maiktng 06Aet va ypdyet Kamolo keipevo og avtd
to Input Field, epepaviCetan to VR Keyboard xotr divet v dvvatdmta otov moiktn va
CLUTANPOGEL O,TL Kelevo BeAnoet.

Eixova 160 - [010tntec T00 MusicNamelnputField

0On Value Changed (String)

Runtime Cnly $+ || GameManager.OnValueChangeTitle

W GameManager| ©

+ -

Amo mpoemidoyr n Unity ypnowonotel v ocvvaptnon g OnValueChange() mov
extedeital kdOBe Qopd mov yivetar aAloyn oto Keipevo (gite oV €10AY®YN KOvoLPYLov
Ypappatog, gite oV dtoypaer avto).

Eiwova 161 - Xovaptnon ¢ klaons GameManager

public woid OnValueChangeTitle()

{
SongTitle = UICanvasCreateSongTitle.GetComponent<InputFields().text;

}

"Eto1 kdBe popd mov yivetan Kamolo aALoyn, LEXPL VO TEAELDCEL O TOUKTNG TNV GUUTANP®CT
TOV EMBLUNTOV VTOV KEWEVOUL, YiveTar amodnkevon tov, oty petafint SongTitle tov Game
Manager péow g cvvaptnong tov, OnValueChangeTitle().

e BPMiInputField — Input Field

To BPMiInputField ewor to Input Field vmevbvvo yw v ecayoyn tov pvOuov
AVOTOPOYOYNS TOL LOVGKOV Koppatiod (BPM — Beats Per Minute). Onwg kot 6to Name Input
Field éto1 xou 6e avtd to Input Field yivetar yprion tov VR Keyboard yio v eicaywyn
keévov. To cvykexpipévo Input Field emrpénel povo v eicaywyn apuov (kabaog to BPM
gl cuvnBwg Evag dSyMelog N TPYNELog aptipdq).

Ewéva 162 - Io16tneg tov BPMInputField

On Value Changed (String)

Runtime Cnly # || SameManager.OnWalueChangeBPM %
) GameManager| ©|
+ -
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Eova 163 - Xovaptnon e kiaons GameManager

public void OnValueChangeBPM()

{
BeatsPerMinute = float.Parse(UICanvasCreateSongBPM.GetComponent<InputField>().text);

Kat avtéd 1o Input Field Asttovpyel pe 1o 1610 tpomo. Anhadn o€ kébe adlhoyn KeEVOL —
aplBuod yivetar amobnkevon avtov, otov Game Manager tov moyvidov. OvolACTIKG
exteAeitar n ovvaptnon OnValueChangeBPM() tov Game Manager kot amoOnkevel otnyv
petapAntn BeatsPerMinute tov apBpd mov gionyaye o maiktng, og pa float Tyung.

e LocateMusicButton

Eixova 164 - Eixovo amo to uevod tov emelepyactikod uépovg tov Toryviolo

2
File Browser

C\Users\Antonis Cha '3 yCuments)

- = f l'm‘:rl:VIF:ﬂ}v'n:P:v:j;:’vﬁwlv‘ v 4

chainsmokers.mp3

Black_Beatles.ogg

chainsmokers1.0gg
DemoSongShort.mp3

CJBORIKANoGood.mp3
*Required Field

To LocateMusicButton ewvat 1o kovuni pe tig tedeieg (...) mov gvor vevhuvo Yo vo EPPovicel
1o File Browser ®ote va emAéEet o maiktng éva LOLGIKO KOopATL.

Exovo 165 - [016tnteg tov Locate Music Button

on Click ()

ar

[ Runtime Cnly #] [ GameObject.Setictive
| UTFileBrowser o/ [«

| Runtime Cnly # || UIFileBrawser.OpenFileBrowser ]
[ UTFileBrowser| @] []
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‘Etol otav motnmBel 1o wovumi, exteleiton n OnClick() ko evepyomoteitar to File
Browser kot gktedeiton 1 ovvaptnorn OpenFileBrowser() 6mov opiletar o tomog tov File
Browser mov Qo eppaviotel. Otav 10 checkbox dev ewvor evepyomompévo onuaiver 6tL M
Aertovpyio TOL €val Yo va QOPTMOCEL £va apyeio. e dapopetikn mepintwon Ba dvorye to File
Browser mov gwvat vtevBuvo yio v oo Kevon Kamolov apyeion. LTo GUYKEKPIUEVO Toy Vil
ypnoonoteitol o File Browser povo yio tnv oOptoon apyeiov.

Eixova 166 - Zvvaptnon e klaons UlFileBrowser

/f Open a file browser to save and load files
protected void OpenFileBrowser(FileBrowserMode fileBrowserMode)
{
/{ Create the file browser and name it
GameObject fileBrowserObject = Instantiate(FileBrowserPrefab, transform);
fileBrowserObject.name = "FileBrowser”;
/{ Set the mode to save or load
FileBrowser fileBrowserScript = fileBrowserObject.GetComponent<FileBrowser>();
fileBrowserScript.SetupFileBrowser(
PortraitMode ? ViewMode.Portrait : ViewMode.landscape);

if (fileBrowserMode == FileBrowserMode.Save)

{
fileBrowserScript.SaveFilePanel("DemoText"”, FileExtensions);
{/f Subscribe to OnFileSelect event (call SaveFileUsingPath using path)
fileBrowserScript.0OnFileSelect += SaveFilelsingPath;

}

else

{
fileBrowserScript.OpenFilePanel({FileExtensions);
// Subscribe to OnFileSelect event (call LoadFileUsingPath using path)
fileBrowserScript.OnFileSelect += LoadFileUsingPath;

h

e EditorButton

To EditorButton ewvor éva kovpmi vmedhBovvo oo v ekkivinon tov emneepyacTiko
TEPPAAAOVTOC, TTOL EVOL ATOPOITNTO Y10 VO LTOPEL O TAIKTNG Vo dNUOVPYNGEL LaL THOTA Y10
TO LOVGIKO KOUUATL TOV EMEAEEE.
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Eixova 167 - Ioiotntes tov Start Editor Button

on Click ()

Runtime Only # || GameManager.StartEditor 4
UGameManagal
| Runtime Cnly || GameObject.SetActive $ |
[WUICanvas | o &
| Runtime Cnly || GameObject.SetActive $ |

[\ UIMainCanvas @ [ ]

Otav motnBet 10 kovpumi kot extedeotel  ovvdptnon OnClick() yivovtal kdmoteg
aAlayés kol apywkomomoels.  Ovowotikd  amevepyomoleiton M mopOV  SlEmOQT|
(UIMainCanvasCreate), evepyomnoteiton 1 demor] UlCanvas kot yivetol Kot 1 eKTEAEST TNG
cuvaptnong StartEditor() tov Game Manager.

Eixova 168 - Zvovaptnon ¢ klaons GameManager

public void StartEditor()

{
Destroy(Gamelbject.FindGameObjectWithTag("StandardObjectsTag"));
Invoke("ExecuteAfterTime"”, 8.5f);

¥

public void ExecutelfterTime()

{

Instantiate(StandardObjects);

UICanvasEditSongTitle.GetComponent<InputFields().text =
SongTitle;

UICanvasEditSongBPM.GetComponent<InputField>({).text =
BeatsPerMinute.ToString();

//Updating Properties

InitAllObjectsProperties();

¥

H StartEditor() extehel kKamoteg apyikomomoels. o apyn KOTAGTPEPEL TLYOV AVTIKEIPEVQ
pe tag «StandardObjectsTag», mov icwg elyav onpovpynbel mponyovpuévag. Xty cuvéyeln
apywomotel ta StandardObjects mov swvon ta avtikeipeva vrevbova yuo 10 TEPIPAALOV NG
oKNVNG Tov enefepyactikol pépove. Evnuepaver 11 petafintég tov Game Manager yio tov
TITAO TOVL LOVGIKOV KOUUATION KoL TOV pLOUO avamapaywyng Tov (bpm) Kot TEAOC EVIUEPDOVEL
TIG WO0TNTES OA®MV TOV OVIIKEWWEVOV GE TEPIMTOON TOV Eiyav SPOPETIKES OIOTNTES OO
TPONYOVUEVT] GUVEDPLAL.

e BackButton
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To BackButton gvBuvetotl yio v evaiiayn Tov SEmoQOV, Kol vo yivel petdfoacn otnv
nponyovpevn demapn. Otav matndel n OnClick() yivetanr amevepyomoinorn g mapovoag
otemagpng  (UIMainCanvasCreate) kot evepyomoleitol 1) TPONYOVUEVY]  OEMOPN
(UIMainCanvas).

Eixova 169 - I016tnteg tov Back Button

on Click ()
| Runtime Only ¢ || GameObject.SetActive i ]
|\ UIMainCanvas | [

Runtime Cnly + || GameObject.SetActive 3

| JUIMainCanvasCreate ﬂ

A

Runtime Cnly $+ || GameManager.ClearSongPath
|1 GameManager (Game| @

+ -

Eniong exteAeiton 1 ovvaptnon ClearSongNamePath() tov Game Manager n omoia
gl vrevBovn va kabapicer 10 Keipevo ™ tomobesiog Tov HOLGIKOD KOUUOTION, GTNV
ePInTOON OV 0 TaiKTNG £lxe NON POPTOGEL KATOL0. ALTO YiveTon Yo val punv dnpovpyodviot
TpoPAuata pe To moryviol apyoTePa.

Ewcova 170 - Zovéptnon s khdons GameManager

public woid ClearSongPath()
{

CurrentSonglamePath = H

e Required Fields

Eixovo 171- Eixcova amo to [evon, yio. Ty onuiovpyio. miorog

*Required Field
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Eixova 172 - [610tnteg ko wedia ¢ klaons CheckRequiredFields

‘l’@ [« Check Required Fields (Script) B,
Script CheckRequiredFields (o]
Mame Field i MusicNamelnputField (InputField) ]
BPM Field 1 BPMInputField (InputField) @
Mame Required Icon W NameMotation @
BFM Required Ican W EBPMNotation o]
Locate Required Icon I\ LocateMotation ]
Text Required Field WRequiredFieldText (o]

H xAdon CheckRequiredField onpiovpyndnke yu va eAéyyovior ol TEPLOPIGHOL TNG
OETOPNG TTOV EVOL OTAPOITNTOL YloL TNV GMOOTN AELTOVPYID TOV SETAPAOV KOl YEVIKE TOV
oy violov. Ta Pacikd medio mov mpemetl va eleyytodv ewvor o MusicNamelnputField kot to
BPMInputField. Avtoi o1 éleyyot yivovtan pe Baon to mopakdto Script.

Eixova 173 - Zovaptnon g klaong CheckRequiredFields

//Check Name Field
if (!NameField.text.Equals(""))

{

NameRequiredIcon.SetActive(false);
}
else
{

NameRequiredIcon.SetActive(true);
h

H mopordve covOnkn eiéyyxet av 10 medio Tov OVOUOTOS TOV HOVGIKOD KOWUOTION
(NameField) ewvon kevd. Av evon kevd tote gppaviletatl éva €Koviolo — aotepdkt duthd 6To
nedio avTo.

Eiova 174 - Zovaptnon e klaong CheckRequiredFields

//Check BPM Field
if (!BPMField.text.Equals(""))

{

BPMRequiredIlcon.SetActive(false);
}
else
{

BPMRequiredIlcon.SetActive(true);
}

Avty 1 ouvOnKm eAéyyel avtiotoryo av Tto mEdI0 TOL PLOUOL OVATOPAYMYNS TOV
HOLGIKOD KOUUATION EVOL KEVO. TNV TEPITTO®ON TOL €val KeVO, eppaviletol £va IKoviolo —
aoTEPAKL OTAL 6T0 TTEdiIO QVTO.

Ewova 175 - Xovaptnon s klaons CheckRequiredFields
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{{Check Locate File Field
if (!GameObject.Find("GameManager™).GetComponent<GameManager>()
.CurrentSongNamePath. Equals{""))

{

LocateRegquiredIcon.SetActive(false);
}
else
{

LocateRequiredIcon.SetActive(true);
}

H napomdve cuvOnkn eAéyyet av 1o KeIPeEVO — LOVOTTATL TNG TOTOBEGTNG TOV LOVGIKOD
KOUHOTIOL gvat kevo. Av gval kevd onuaivel 6Tt o maiktng dev enédele va QOPTOGEL KATO10
povotko koppdtt amo to File Browser. Omote av dev gxel poptwbhel KAmOlo Hovokd KOUUATL
epeaviletot Kot 6€ QU TN TV TEPITTOGOT £val EIKOVIOL0 - ACTEPAKL SUTAA 0ITO TO KOV TTOL EVOL
vtevuvo yia v epeavion tov File Browser.

Ewcova 176 - Zovaptnon s kiaons CheckRequiredFields

{/Check Any Field

if {

IBPMField.text.Equals({"") &&

INameField.text.Equals{"") &&

!GameObject.Find{ " "GameManager")
.GetComponent<GameManager>()
.CurrentSonghlamePath.Equals(™")

H{
TextRequiredField.SethActive(false);
GetComponent<Button>().interactable = true;
}
else
{
TextRequiredField.SetActive(true);
GetComponent<Button>().interactable = false;
}

Avt N ouvOnkn eAEYYEL TAVTOYPOVE OAEG TIG TTOPATAV® GLVONKES av aAnBebovy, MOTE
OTNV TEPIMTOON MOV £06TM KL U0 VO UV 1oyveL (dNAadr| va ewvor kevd 1o medio ng), va
epupovifetol To KEIUEVO OV VTOJEIKVVEL TL GNUAIVEL TO €KOVIO0 O0TEPAKL TTOV YPOQEl
«*Required Fields». Emiong av vrapyetl kevo medio 1o kovuni EditorButton pe 6voua Create
and Open Editor anevepyomnoteitat, £T01 ®GTE Vo unv Umopet o Taiktng va eneéepyaotel Kamoto
mioTa yopig va TNpovvIoL 01 TPOHTOOEGELS TG OlETAPNG.

ili. UICanvas
To UlCanvas gwvoi 1 diema@n mov epeaviCetor 0Tov 0 ToikTNG EIGEPYETOL GTO UEPOG TNG

enelepyaoiag (M Eexdvel n emeEepyacia) e TOTOG TOV HLOVGIKOD KOUUOTION, GE OLTH TNV
oknvn. O moaiktng exet entd eMAOYEG G€ QLT TNV OlETAPT.
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Exovo 177 - Eikovo amo 1o puevod tov emecepyoatixod UEPOVS TOV TaLYVIOI0D

O1 Baokég emhoyég yopilovior o€ dvo €10M, 6T KOLUTLE OV Vo VLevLOVVA Yo TV
OAANAETIOPOGT TOV TTOUKTN E TO ovTIKEIpEVa Streaming Assets 6To mepPaAlov TG GKNVIG Kot
G€ AVTA OV EKTEAOVV AELTOVPYIES Y10l TIG TANPOPOPIES TV dNovpyNuUéveV avtikeipevoy. H
PO Karnyopio amotedeitonr amo ta kovpmd Add Red Box, Add Blue Box, Add Sphere kot
Delete Object. Evd 1 de0tepn amoteieiton amo dvo kovpumd 1o Save ko 1o Clear Al

Eovo 178 - Avuikeiuevo, atnv iepapyio. TG oKNviG, T0V ETECEPYOTTIKOD UEPOVS

Y UICanvas
b TitlePanel
Fanel
b DeleteObjectButton
b RedBoxButton
b BlueBoxButton
b SphereButton
b ExitButton
= Save
b Clearall

v iepopyio TG OETOPNG, OA TO AVTIKEILEVA JIETAPNG EVOIL KOLUTLA, EKTOC amo To Title
Panel mov mepiéyet to keipevo tov TitAov, kot To Panel mov gwvar to mapacknvio (Background)
tov UlCanvas.

e DeleteObjectButton
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Eixova 179 - I016tntec tov Delete Object Button

on Click ()

- UllnputManager | ©|

e RedBoxButton

Eixéva 180 - Io16tnteg tov Red Box Button

On Click ()

= UllnputManager E

e BlueBoxButton

Ewovo 181 - I016tnteg tov Blue Box Button

& UlInputManager E

e SphereButton

Eixova 182 - [010tn1eg 00 Sphere Button

= UITnputManager E
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Ewcova 183 - Xovaptnon e kAdons UllnputManager

/Method Events
public void TriggerClickButtonUI{int sCurrentSelected)

{

CurrentSelected = sCurrentSelected;

¥

Olo  to  mopomdve Kovumd otav  watnfodv  €KTEAOVV TNV GLUVAPTNON
TriggerClickButtonUI() ¢ xAdong UllnputManager, 6mov yivetar ovafeon evog aképaiov
otV petafAint CurrentSelected mov aviumpocwnedel v Kabe Aettovpyio mov TpdKeELTOL VOl
eKTEAESTEL 0PYOTEPQ OTO AAAN GLUVEAPTNON.

'Etot otav motnOei to DeleteObjectButton to CurrentSelected Oa yivet ico pe tov apBpo 1.
e Av mam0Oei to RedBoxButton 0a yivel ico pe tov apBuod 2.
e Av mam0ei to BlueBoxButton 6a yivel ico pe tov apbud 3.
o Kot téhog av matnOei to SphereButton to CurrentSelected Oa yivel ico pe Tov apBuo 4.

Ewcova 184 - Zovéptnon s kidong UllnputManager

public static void DoSelectedFunction(
PointerEventArgs hoverEvent,
GameDbject obj,
Transform currentHoverObjectTransform) {

if ( .CurrentSelected.Equals({1))

{ .DeleteObject(hoverEvent);

ilse if ( .CurrentSelected.Equals({2))

{ .AddRedBox(obj, currentHoverObjectTransform);

ilse if ( .CurrentSelected.Equals{3))

{ .AddBlueBox({obj, currentHoverObjectTransform);
ilse if ( .CurrentSelected.Equals{4))

: .AddSphere(obj, currentHoverObjectTransform);

h

AoV gxet yiver 10m o optopog g petofAntrg CurrentSelected pe éva amo Toug Tapomdve
aptBpovs, 0Tav 0 TOIKTNG TOTNGEL TNV GKAVOGAT OO TO XEPLGTHPLO Kol GTOYXEVEL Le Tov Ray
TOV YEPLOTNPIOV TAV® otV emMPAvelr aPnG exkteleiton PETaD GAA®V EVIOADV Kot M
ocvvaptnon DoSelectedFunction(). H DoSelectedFunction gktelel Aettovpyieg avardywg pe 10
Kovumi mov iye motnOel amo tov maiktn Tponyovuévms. 'Etot av mponyovpévag o maiktng eiye
natioet amo v demapn to DeleteObjectButton mov eyt apBud 1, 6o exktedeotei n cuvdptnon
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UlInputManager.DeleteObject(). To 1610 copfaiverl avtictorya yioo OAQ TO TOPATAVED KOVUTLA,
OTMOG PAIVETOL GTNV TOPATAVE GLUVAPTNOT).

o ExitButton

Eixova 185 - [o16tnteg tov Exit Button

on Click ()

| Runtime ©nly 4| | GameObject.SetActive
[wUIMainCany] @ &

| Runtime ©nly ¢ || GameObject.SetActive
[WUICanvas | | [

[ Runtime Only =] [ GameManager.DestrayEditar
[« GameManac ©|

Runtime Cnly # || GameObject.SetActive

WUICanvasEc ©|[ |

To ExitButton otav motiétoan ektedeiton n OnClick() ko extedel T Aettovpyieg mov
eatvovtolr onv Tapamdave eikdva. OvelosTIKG KOVEL EVOAAMYY| OTIG JLEMOPES KOl LETOPEPEL
TOV oK o€ Tponyovpevn demapr], Tmv UIMainCanvas. Evepyonotel v UIMainCanvas kot
anevepyomotel T1g oemapéc UlCanvas ko UlCanvasEditProperties. Eniong extelel ko v
ovvaptnomn DestroyEditor tov Game Manager.

Eova 186 - Xovaptnon e kAdons GameManager

public void DestroyEditor()
{

GetComponent<AudioSource>().Stop(); //Stop the music before destroying
Destroy{Gamztbject.FindGameObjectWithTag("StandardObjectsTag"));

H ovvaptnon DestroyEditor() ovclaoTikd oTtopatdel v ovomopoy®yrn Tov HOVGIKOV
KOUUOTIOD Kol KotooTpépel To  oviikeipevo pe etkéra  «StandardObjectsTag», mov
onpovpynnkay yio v eneéepyosio 1 dSnpuovpyia pog wictog.

e ClearAll

Eixova 187 - I616tntes tov Clear All Button

on Click ()

Runtime Cnly # || JsonOperations.ClearallObjects

= JSON_Operations E
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To wovuni ClearAll extedet v ovvdpmmon ClearAllObjects() g KAdong
JSON_ Operations. Ot Aettovpyieg mOL EKTEAEL QLT 1) CLVAPTNOT, EWVOL 1] EDPECT] TOV KITATEPOL
(omv epopyia ™ oknvig) tev onpovpynuévav avtikelévoy (Steaming Assets), kot 1M
dwypaer tov mowdwwy tov (CreatedObjects), amo v oknvn. Kot t1éhog 1 dwaypaen tov
TANPOPOPLAOV - O10THTOV OVTOV TMOV OVTIKEILEVOV OO TNV AICTO AVTIKEWUEVOV TOV VITAPYEL
otV KAdon AllObjects.

Eixova 188 - Zvvaptnon e klaons UllnputManager

//Deleting all Objects Created
public void ClearallObjects()

{
GameObject createdObjects = GameObject.Find("CreatedObjects");

//Deleting Physical Objects
foreach (Transform child in createdObjects.transform)

{
.Destroy({child.gamelbject);
}

/fDestroy Objects as data from allObjects
GameManager.allObjects.objects.Clear();

e Save
Eixovo 189 - I016tnteg tov Save Button

on Click ()

Runtime Only || JsonCperations.Savel5S0ON 3

[+ 1SONM_Operations E

.|._|

To kovuni Save ektelel v ocvvaptnon SaveJSON ¢ kAdong JSON Operations. H
cuvaptnon SaveJSON() ewvar vevBovn yia v amobrjkevon twv JSON apyeiov mov meptéyovv
WO10TNTES KOl TANPOPOPIES Y10l TO LOVGIKO KOUUATL Kot T avTikeipeva — Streaming Assets wov
dnpovpy”HOnKay Yo ovto.

UIMainCanvasEdit
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Eixovo 190 - E1kovo, amo 1o uevod tov eneCepyactixod HEPOVS TOV TOLYVIOLOD

To UIMainCanvasEdit gwvon 1 dtemagr| mov gppaviletor otav o moiktng emAéget amo
nponyovpevn demaer (UIMainCanvas) 1o koopni Edit Existing Level. Avtf n diemagn swvon
avoykaio Yo va UTopEGEL 0 ToikTNG Vo EMAEEEL O LOVGIKO KOppATL BENEL Vo emeEepyaoTet,
npwv Eexvnoet 1 101a 1 dadikacia g eneéepyaciag. 'Etor o maiktng pmopel var kovel Tpetg
EMAOYEC GE QLTI TNV SLETOPT.

Ecovo 191 - Avuikeiuevo, atnv iepapyio. TG oKNVIG, TOV ETECEPYOTTIKOD UEPOVS

¥ UIMainCanvasEdit
b TitlePanel
Panel
P LoadButton
b EditorButton
b BackButton

Onwg @aivetar omnv mopondve ewdvo, otnv lepapyio TG SEmaQng LVLAPYOLVY TEVTE
avtikeipeva otemaeav. Ta 600 evat, T0 TAVEA TOPUGKNVIOL TNG OETOPT|G, KO TO TAVEA Y10, TOV
titho g Oemapne. To vrolowma otoryeion evol kKovumd, mov 1o kébe Eva extedel KAmOlEg
Aettovpyieg.

e LoadButton

To LoadButton gwvai 1o xovuni pe dvopa LoadCustomMusic, kot gvat vebBovvo yia v
epeavion g denapnc File Browser dote vo emAélel o maikng , HOLGIKO KOUUATL Yo v,
(POPTAOCEL.
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Ewcova 192 - Eikéva aro 1o uevod tov eneepyaotikod uépovg Tov oLy vioiod

File Browser
40 5) B FroiccinvRymProjectsVRytmY I8\ AssetaResourcosiSongs)
NoGood.ogg
chainsmokers.mp3
Black_Beatles.ogg

chainsmokers1.ogg

DemoSongShort.mp3

CJBORIKANoGood.mp3

‘Etor otav moatmBei to LoadButton Oa extehestel 1 OnClick(), mov exteAel ovo
Aertovpyiegs. Evepyonolel to UlIFileBrowser kot exkterel tnv cvuvdpinon OpenFileBrowser()
Bétovtag v Aettovpyia Load yio v pdptmon apyeiov.

Eixovo 193 - [016tnteg tov LoadCustom Music Button

on Click ()

[ Runtime Only #] [ GameObject.Sethctive
|\ UTFileBrowser o [«

ar

| Runtime Cnly # || UIFileBrawser.OpenFileBrowser ]
[ UTFileBrowser| @] []

Ewxova 194 - Zvvéptnon e kidong FileBrowser

// Open the file browser using boolean parameter so it can be called in GUI
public void OpenFileBrowser(bool saving)

{

OpenFileBrowser(saving ? FileBrowserMode.Save : FileBrowserMode.load);

o Editor Button
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Eixova 195 - [010tn1eg tov Editor Button

on Click ()
Runtime Only $ || SameManager.StartEditorAndLoad
L GameManager {GameMa
| Runtime Cnly || GameChject.SetActive
[WUICanvas | o] &
| Runtime Cnly ¢ || GameOhbject. SethActive
[ UIMainCanvasEdit =™
| Runtime Cnly ¢ || BameDhbject.SetActive

|\ UICanvasEditProperties | ©| W

To EditorButton gwvou 10 xovuni pe 6vopa Edit and Open Editor, to onofo extelel
kdmoteg Aertovpyieg pe v OnClick(). Kaver evodrayn otig diemapés. Anevepyomotel v
topwn deraer| (UIMainCanvasEdit) kot evepyomotel tig emdpeveg mov ewvan ) UlCanvas ko n
UlCanvasEditProperties. H Poown Aettovpyio mov ektedel, €wor 1M €KKivnomn  Tov
EMEEEPYAOTIKOD UEPOVSG TOL mOYVIdWD, Omov divetor 1M duvatdTTo GTOV TOUKTN Vo
ONUIOVPYNGEL P TOTA Y10 KATO0 HOVGIKO KOUUATL TNG EMAOYNG TOV.

Eova 196 - Xovaptnon e kAdons GameManager

public veoid StartEditorféndlLoad()

{
Destroy(Gamelbject.FindGamedbjectWithTag( " "StandardObjectsTag™) ),
Invoke("ExecutedfterTimelsonLload”, 8.51);
h
public void ExecutelAfterTimelsonLoad()
{
Instantiate(Standarddbjects);
UICanvasEditSongTitleProperties.GetComponent<InputField>»().text
= SongTitle;
UICanvasEditSongBPMProperties . GetComponent<InputField>{).text
= BeatsPerMinute.ToString();
GameObject.Find("JS0ON_ Operations™).GetComponent<JsonOperations>()
.CreateloadedObjects();
h

‘Etol extedeiton 1 ovvaptnon StartEditorAndLoad() tov Game Manager n omoia
apywonotel - dnpovpyei Ta StandardObjects mov gwvot amapoitnTa Yio TNV GKNV).
[Maipvet tig 1016 TEG TOL HOVLGKOD KOoppoTiov (Ovopa Kot puOud avamapay®yng), Tov vl
amoOnkevpéva oty Game Manager ko T1g petagépet ota Input Field tng endpevng diemaeng
(UICanvasEditProperties), dote va pmopel va 0l 0 TOUKTNG ALTEG TIG WOIOTNTEG KO VO, TIG
aALAEEL av YpelacTOVV O10pBmon.
Télog extedel v ovvaptnon CreateLoadedObjects() tng kAdong JsonOperations, dcTE va
onuovpyocovv OAa to Streaming Assets otnv oknvi, mov &iyav onpovpyndel omo
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Tponyovuevn ocovvedpia Tov maiktn omo v Create New Level, mov ewvon yio v €k véov
onuovpyia mictog.

e CheckLoadedEditor

Ewcova 197 - KAdon CheckLoadedTrackEditor

Y@ |« Check Loaded Track Editor (Script) o,
Script ChecklLoadedTrackEditor ]

H xAdon CheckLoadedTrackEditor ewvou vrehBovn yia va ehéyyet ovveydueva (otnv
Update), Ti¢ amopoitnTes WO0TNTES TOV TOLYVIOIOD KOl VO EVEPYOTOLEL 1) VO ATEVEPYOTOLEL TO
Kovpumni wov Egkvael v eneepyacia TG TOTUS, TPOKEWLEVOL VO UMV VTTOPYOVY TPOPA LT
GTO ToyViot.

Ewcova 198 - Xovépnon s khdons CheckLoadedTrackEditor

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

{
if (!gameManager.GetComponent<GameManager>().CurrentSongNamePath.Equals("")
&% !gameManager.GetComponent<GameManager>().5ongTitle.Equals({"")
&8 !gameManager.GetComponent<GameManager>().BeatsPerMinute.Equals(8))
{
GetComponent<Button>().interactable = true;
}
else
{
GetComponent<Button>().interactable = false;
F
L

"Etot ehéyyovtan o1 mapandve cuvinkes. EAéyyetan av to path (povomdtt Tomobeciog)
TOV HOLGIKOD KOUUOTIOD €vol KeVO, TOov onuaivel 0Tl 0gv exel eopTmbel Kdmolo HoVGIKO
Koppdtt. EAéyyeton av o TiTAOg TOV HOLGIKOV KOUUOTION EWVOL KEVOG KOOMG Kol ov 0 puOUog
AVOTOPOY®YNG TOV €V 160G He TO UNdEV. AV [ia oo TIg Tapamdve cuVONKeS 1oYDEL, TOTE TO
xovumni EditorButton mapapéver anevepyomompévo. Kot av kapio ano tig cuvinkeg dgv 1oyvet
tote T0 EditorButton gvepyomoteiton wote va Eexvnoet v eneepyocio o moikng.

e BackButton

To BackButton gwvat vrevBuvo yio vo LETAPEPEL TOV TOUKTN GE TPONYOVLEVT OLETOPT| OLTTO
v topwn. 'Etot evepyomotel v UIMainCanvas Kot omevepyomolel TN Tmpvi) Tov €vol n
UlMainCanvasEdit. Eniong extelel v ovvaptnon ClearSongPath() tov Game Manager.

Ecova 199 - [010tnes tov Back Button
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on Click ()

Runtime Only 3 || GameObject.SetActive
W UIMainCanvas 0 [
| Runtime Only || GameObject.SetActive

|\ UIMainCanvasEdit| @| []

| Runtime Cnly || GameManager.ClearSengPath

[ GameManager (G ©|

Eixova 200 - Xovaptnon e klaons GameManager

public wvoid ClearSongPath()
{

CurrentSonghamePath = H

¥

Avt M ouvapPTNON OVLGLICTIKG «EEPOPTMOVEL TO HOVOIKO KOUUATL SoypapOvTOg
(Bétovtag Kevo) To HOVOTATL TNG TOTOOEGTIOG TOL HOVGIKOV KOUUOTION OV 16m¢ glye popTmOel
TPOTNYOVUEVMOS OTTO TOV TOLKTN).

AVTO gvol amapoitnTo Yo VoL Uy SNUovpyouvTol TPOPANUATO OTIC EMAOYEG TOL TOAKTN,
KaBdg Kol 6TV OpoAn Aettovpyia Tov ToLyVidLoD.

v. UlCanvasEditProperties

To UlCanvasEditProperties gwvat 1 diemaen mov epgaviletor otav o moiktng emiééel —
natioetl to kovuni Edit and Open Editor. 'Eto, exwvael n eneéepyacia g miotag evog o
dnuovpynuévov povaikov kopupatiot. H derapn UlCanvasEditProperties epoaviCeton pall pe
v otenapn UlCanvas mov gwvat amapaitnn yio v dnpovpyio g mictog.
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Exovo 201 - E1kovo, amo 1o uevob tov eneCepyactixod HEPOVS TOV TOLYVIOLOD

*Required Field
*

Black Beatles

Avt| 1 dlemaen oty lepapyion g oknvng mepExel €51 oemapés. ‘Eva mhvel
TOPOCKIVIOL TNG OEMAPNC, OVO JETAPES KEWEVOD Y10 TOVG TitAovg, dovo Input Fields ko pua
otemapn RerquiredFieldText mov ewvor vrevBovn yid TV EUPAVION TOV TPOEOOTOMTIKMDV
actepiokwv dumAd amo ta Input Fields.

Eiovo 202 - Avuikeiuevo, atnv 1epapyio. TG GKNVAG, TOV ETECEPYOTTIKOD LUEPOVS

¥ UICanvasEditProperties
¥ EditSettings
Panel
EditMusicTMP
EditMusicEPM
F BPMInputField
b MusicMamelnputField
F RequiredFieldText

e MusicNamelnputField — Input Field

To MusicNamelnputField ewotr éva otoyeio demagng tomov Input Field. Aniadn
EI00YMYNG KEWWEVOL, OO TOV ¥PNOTH HECH TOL TANKTPOAOYiOV. ALTH 1 dlEmapn EKTEAEL KO
Aertovpyet axpiPag pe Tov 1010 Tpomo dnwg kot To MusicNamelnputField mov avaeépOnie otnv
otemar) UIMainCanvasCreate.

Eixova 203 - [010tnteg tov MusicNamelnputField
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On Value Chanaged (String)

Runtime Cnly # || GameManager.OnWalueChangeTitleProperties %

\ GameManager O

‘Etor  pe  kdbe oAAaynq KeEWEVOL OmMO  TOV  WOAKTN  €KTEAElToL M oLVAPTNON
OnValueChangeTitleProperties() tov Game Manager.

Eixova 204 - Zovaptnon ¢ klaons GameManager

public wvoid OnValueChangeTitleProperties()

{
SongTitle = UICanvasEditSongTitleProperties
.GetComponent<InputField>().text;
UpdateAllObjectProperties();
¥

Eixova 205 - Xovaptnon ¢ klaons GameManager

public woid UpdateAllObjectProperties()

{
allObjects.properties[8].5ongTitle = SongTitle;
allObjects.properties[6].5ongTimeSeconds = SongTimeSeconds;
allObjects.properties[8].BeatsPerMinute = BeatsPerMinute;

¥

Me v gpfoN OWTOV TOV GLVOPTHGEMV YIVETAL EVNUEPMGT] TOL TITAOL TOL HOVGIKOV
Koppotiov, otov Game Manager, oAAo Kot EVUEPOOT] OA®V TV WOTATOV TG TGTAS, TNV
petafAntng allObjects mov ypnoylomoteital yio. TV amodKELGN AVTOV TOV TANPOPOPLOV GE
JSON apyeia.

e BPMiInputField — Input Field
To BPMInputField ewor 1o Input Field vmevBuvo yio v ecayoyn tov pvOpod
AVOTOPOYYNS TOL LoVGKoV Koppatiov (BPM — Beats Per Minute). Onwg kot 6to Name Input

Field éto1 ko vt 1 demagn ekterel ko Aettovpyel akpiPdg pe Tov 1010 TPOTo OTMG KOt TO
BPMInputField mov gyet avapepOel mponyovpéveg oty dienaer) UIMainCanvasCreate.

Ewéva 206 - Io16tnreg tov BPMInputField

On Value Changed (String)

Runtime Cnly # || GameManager.OnWalueChangeBPMProperties %

. GameManager| ©

- -

‘Etor pe  «déBe orhayn Keywévov om0  TOV  TWoAKTn  eKTEAEiTOl M ouvdptnon
OnValueChangeBPMProperties() tov Game Manager.
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Eixova 207 - Zvvaptnon g kAaons GameManager

public woid OnValueChangeBPMProperties()

{
BeatsPerMinute = float.Parse(UICanvasEditSongBPMProperties
JaetComponent<InputField>().text);
UpdatellldbjectProperties();
¥

Me Vv ¥p1on QVTOV TOV GUVOPTHCEWV YIVETOL EVIULEP®GT TOV PLOLOD avATUPAYWYNG TOV
povotkod koppoatiov, otov Game Manager. Emiong yivetoaw Eova evnuépwon OAmv tov
wToVv ¢ Ttiotag, oty petafintng allObjects mov ypnoonoleitol yio v omodnkevon
avTOV TOV TANpoPopldv og JSON apyeio.

e CheckRequiredFieldsEditorMenu

H «Adon CheckRequiredFieldsEditorMenu onpovpynOnke vy va  eiéyyovior ot
TEPLOPIGHLOT TNG SLEMAPTS TOV EVOL ATOPALTNTOL Y10 TNV COGT AELITOVPYIN TOV OETAPDOV KOl
YEVIKA TOV TTOVIO10V.

To Poaocwkd medio mov mpemer vo eheyytovv ewvor to MusicNamelnputField kot 10
BPMInputField. Avtoi o1 éleyyot yivovtan pe Baon to mopakdto Script.

Ewcova 208 - Io16tnreg kou medio e kAdong CheckRequiredFieldsEditorMenu

T@ [« Check Required Fields Editor Menu (Script) i,
Script CheckRequiredFieldsEditarMenu @
Edit Properties Game Object g UICanvasEditProperties @
Mame Field 1 MusicNamelInputField (InputField) @
BFM Field 1 BPMInputField (InputField) @
Mame Required Icon i NameEditNotation @
BPM Required Icon I\ BPMEditNotation @
Text Required Field WRequiredFieldText @

Ewova 209 - Zovaptnon Update ¢ kAdonc CheckRequiredFieldsEditorMenu

[/ Update is called once per frame
void Update()
{
if (EditPropertiesGameObject.activeSelf)
{
{{Check Name Field
if (!NameField.text.Equals("")})

{

NameRequiredIcon.SetActive(false);
}
else
{

NameRequiredIcon.SetActive(true);
}
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H mopomdve covOnkn eléyyxel av 10 medio TOL OVOUOTOS TOV HOLGIKOD KOLUOTION
(NameField) etvon kevd. Av evon kevd 1ote gpoaviletar €va €1Koviolo — aotepdkt dSuthd 6To

nedio owTo.
Ewcova 210 - Xovaptnon Update ¢ klaong CheckRequiredFieldsEditorMenu

{/fCheck BPM Field
if (!BPMField.text.Equals(""})

{

BEPMRequiredIcon.SetActive(false);
}
else
{

BEPMRequiredIcon.SetActive(true);
}

Avty 1 ouvOnkn eAéyyetl avtiotorya av to medio Tov PLOUOD avaTAPAYMOYNS TOV
HOVGIKOD KOUUOTION EVOL KEVO. XTNV TEPITTMON OV EvaL KEVO, ELEavifeTol £var EIKOVIO0 —
aoTEPAKL OUTAG 6TO eSO OVTO.

Eixova 211 - Xovaptnon Update ths kAdons CheckRequiredFieldsEditorMenu

//Check Any Field
it (!BPMField.text.Equals("") && !NameField.text.Equals(""))

{
TextRequiredField.SetActive(false);

GetComponent<Button>().interactable = true;
}
else
{
TextRequiredField.SetActive(true);
GetComponent<Button>().interactable = false;
}

Avt 1 cLvONKT EAEYYEL TAVTOYPOVA TIG SVO TOPATAV® GLVONKES av 0ANBEVOVY, OOTE
TNV TEPIMTOON TOL £0TM KO Hio VO UnVv 1oVl (OnAadn va gvol Kevo to medio tng), va
eppavifetol To KEIUEVO TOV VTOOEIKVVEL TL CMUOIVEL TO EKOVIOO O0TEPAKL TTOV YPOQEL
«*Required Fields». Eniong av vrdpyer kevd nedio 1o xovuni Save g demapng UlCanvas
AMEVEPYOTOLELTAL, £TOL MOOTE VO UMV UTopel 0 maikTng vo amodnkevoel Tig 1010TNTEG TOV
povokol Koppotiov kabdg Bo amobnkevtodv ot mAnpogopiec ¢ kevd. Ovolaotikd, Oa
OVTIKOTAGTCOVY — S1yPAYOLV TIG TPOTYOVUEVES amodnKeLIEVEG TANpopopies amo To JSON
apyeto.
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Kepdhoro 6 : Aloyeipion 0v 6TIS GKNVES TOV TALYVIOLOV

Kot ot1g Tpeig oxnvég Tov mayvidiov yivetot ypnomn evog Sound Manager avtikeuévov,
OTOV GTNV CLYKEKPIUEVT] VAOTOINGT TOL TTAtY VIS0V YPNGUYLOTOLELTOL Y10 TV OVOTTOPOY YT KO
TOV TPOTO OVOTTOPAYWOYNS TOV NYNTIKOV EQE.

Eova 212 - Avukeiuevo SoundManager oty iepopyio. tng kale oxnvig

¥ SoundManager
ButtonsSFx

Ewova 213 - [010tnres ¢ kidons Sound Manager

‘l’@ Sound Manager (Script) ﬁ #,
Script SoundManager @
Efx Source = SoundManager (Audio Source) @
Music Source Mone (Audio Source) @
Low Pitch Range 0.9
High Pitch Range 1.35

>tov SoundManager yivetor pOOuion — enelepyacio Tov 1010THTV ToL Audio Source
oto ButtonSFX mov gwvat vebBouvo yia ta nymrikd epé tov kovpmmv. ‘Etot yiveton adioyn
OTIG TIES TOV €DPOVE TOV VYNADV Kat Youniov toveov tov Audio Source, yio va vapyet £va
0MOTO AMOTELEGLOL T]YOV.

To ButtonSFX ewvai éva avtikeipevo mov mepiéyetl éva Audio Source. Xg ovt6 10 Audio
Source gxet opiotei povipd éva Audio Clip pe nymrikod €p€ mov avIurpoo®mEVEL Lol EMAOYT
(.. AT VOGS KOvpumov). Xe avtd To Audio Source gyl oplotel 1 ££000G YOV VOl ELVAL OTTO
t0 Master Output (dniadn o KHpLog Nx0g ToL LoAoyloth). Emiong dev exet yivel kdmota adhoyn
0TI emA0YEG Tov Audio Source amo TIG TPOEMAEYUEVEG.

Ewova 214 - Io16tnteg tov Audio Source

v =] ¥ Audio Source [ #
AudioClip o Select_menu_sci_fi_014_40742 2]

Qutput + Master (Default) o]
Mute

Bypass Effects

Bypass Listener Effects
Bypass Reverb Zones
Play On Awake

Loop

oooood

"Etot otav o maiktng tomobetost v kovkida — dgiktn tov EyeRaycaster méve amo
Kémow dlemaPn oAAnAenidpaong (Onwg Kovumi), Kol TATHGEL TNV GKOVOAAN TOV aploTEPOD
YEPLOTNPIOL, TOTE YivETAL OVOTTOPAY®YT AVTOL TOV NyNTKoV €€ (Select Menu sci_fi).
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Eucéva 215 - ZovOiin oy Update g ki.dong EyeRaycaster
//5elect after controller click
if (SteamVR_Input.GetStateDown(("Squeeze"), SteamVR_Input_Sources.LlLeftHand))
{
ButtonSFX.Play();

Avt| 1 avamopaywyn yivetor pécm g kAdong EyeRaycaster kou extedel v
ButtonSFX.Play(), 6mov to ButtonSFX ewat to Audio Source kdtw amo tov SoundManager
otV epapyio TG okKNvNG. Apa avutd Tov EKTEAEL ALTN 1 EVTOATN €von 1 avarapoywyn (.Play()),
tov Clip (tomoBetnpévo mymtikd pé) mov gxet avtd 1o Audio Source (ButtonSFX).

Ecova 216 - 1016tntes tov Audio Source tov Game Manager

[ GameManager [] static =
Tag | Untagged | Layer | Default ¢ |

¥ ... Transform g %
Paosition X[1.76 ¥\ 2.15 Z|0

Rotation X0 Y0 Z 0
Scale X1 ¥l Z(1

v =] ¥ Audio Source ﬁ o,
AudioClip Mone (Audio Clip) @

Cutput + Master (Default) o]
Mute

Bypass Effects

Bypass Listener Effects
Bypass Reverb Zones
Play On Awake

Loop

oooood

2TV KNV LOVO TOL pLOULKOD KOt TOL ETEEEPYOCTIKOD LEPOVG TOL TTOLYVIOLOV, YivETOL
ypnomn tov Audio Source mov gwvon toroBetnpévo oto avtikeipevo oo Game Manager.
Av106 10 Audio Source ¥pNGLOTOIEITOL KOl GTIS VO GKNVEG LOVO Y10l TV OVOTapoywyn / mohon
TOV LOVGIKOU KOUUOTION, TOVL EMEAEEE KOl POPTMGE O TOUKTNG, Y10 v TaiEeL 1 va enelepyaoTet.
Kot 6€ avtd 10 Audio Source 1 £€€0d0¢ xov ewvor amo to Master Output.

6.1 Awoyeipion 1ov 6TV GPYIKN CKNVI]

10 Audio Source gyet oprotel Yoo AudioClip n povoikn (Opening-scene), Tov €vot Eva
LOVGIKO KOUUATL TTOVL TTailel o€ YOUNAT VTOOT| GTO TOPUCKNVIO TG CKNVNG KOl AEITOVPYEL ™G
HOVLGIKY - YOG Y10 TO LEVOD.

O 1016t 1eg T0LV Audio Source £xovv aALAEEL, £TGL DGTE AVTOC O YOG TAPACKNVIOV VL
Eevioel va avamoapdyetol pe 1o mov Eexwvnoetl 1 oknvr|. Emiong &govv yivel oddayég yia vo
YIVETOL M OVOTTAPOYWYY GE ETOVAANYY, MOTE VO, VITAPYEL GLVEXOUEVA NYOS aveldptnTa ToV
¥POVO OV umopel va Bpioketor o ToikIng 6 VTN TNV GKNVA.

Eixova 217 - Io10tnes tov Audio Source
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v | ¥ Audio Source ﬁ'#‘-r
]

AudioClip ~ Opening-scene

Qutput » Sound Effects (Default) (o]
Mute

Bypass Effects

Bypass Listener Effects
Bypass Reverb Zones
Play On Awake

HROCOO0O

Loop

6.2 Awoyeipion ov 6TV GKNVI] TOV PLORIKOD néEPOLS

Onmg Kot 6Ty apyIkr oKNvi, £T61 Kot 6€ ouTh, Yivetar ypnomn tov Audio Clip (Opening-
Scene), péow tov Audio Source mov gyel TI 101 WO1OTNTEG, MOTE VO YIVETOL AVOTAPOYWYT TNG
LOVGIKNG GTO TAPACKNVI0, OGO 0 TOIKTNG KAVEL EMAOYEG GTO HEVOD TOV pLOUIKOD LEPOLG.

Eixova 218 - I016tnteg tov Audio Source

v | ¥ Audio Source ﬁ ,
AudioClip + Opening-scene @

Qutput » Sound Effects (Default) @
Mute

Bypass Effects

Bypass Listener Effects
Bypass Reverb Zones
Play On Awake

Loop

RO Oog

Audio Source Game Manager

Ewcova 219 - I616tnteg tov Audio Source tov GameManager

v ] ¥ Audio Source El#'
AudioClip Mene [Audio Clip) (o]

Qutput » Master (Default) @
Mute

Bypass Effects

Bypass Listener Effects
Bypass Reverb Zones
Play On Awake

Loop

oooogg

Otav o maiktng aAAniemopdoet pe ta avtikeipeva (Streaming Assets) pe v ypnon
TOV «OTAMV» OV VIAPYOLV GTO, XEPICTAPLLL, TOTE YIVETOL AVATOPOY®YN NYNTIKOV £QE TOV
VTOONADVOLY QLT TNV GAANAETIOPAOT] LETAED OVTIKEILEVMV KOl OTADV.
Avtd o MY TIKd £0é eEAEyyovTon pécw tov WeaponSplitController, Tov vt vrevBouvo yevikd
YOl TIG AELTOVPYIEG TOV TTPEMEL VOL EKTEAOVV TOL OTTACL.
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o WeaponSplitController
Eixova 220 - ZovOnxes oty kAdon WeaponSplitController

if {({WeaponColor.Equals(“Red™) &&
other.gameObject.name.Equals(“RedCubePrefab(Clone)™)) ||
{WeaponColor.Equals({“"Blue™) &&
other.gameObject.name.Equals(”BlueCubePrefab(Clone)}"}})

i
AddScorePoints(18);
PlaySfxOnMode(true, other);
i
else
i
RemoveScorePoints(18);
PlaySfxOnMode({false, other);
¥

else if (other.gameObject.tag.Equals(”Spawnlbject") &&

other.gameQbject.name.Equals("Spherefrefab(Clone)") &&
other.gameObject.GetComponent<splitable»() != null)}

{
//Play Particle System
other.transform.GetChild({@).GetChild(8).GetComponent<ParticleSystem>().Play();
other.transform.GetChild(@).GetChild{1).GetComponent<ParticleSystem>().Play();
RemoveScorePoints(28);
SoundManager.instance.PlaySingle(other.GetComponent<AudioClipSFX>().audioClip[@]);
h

‘Etot otav yiver aAAniemidopaom pe kdmowo kovti, Bo ektedectel M ovvapTnon
PlaySfxOnMode(), eite yiver aAinieniopacn pe to 1010 xpdUo OTAOL KOl AVTIKEWEVOD, gite
€V SLPOPETIKO. AV Yivel aAANAeTiOpaon pe cPapidto TOTE YIVETOL AVOTOPAYWYT) TOV TPAOTOV
NyNTKoL €€ otV Alota T@v Audio Clip mov vdpyet 610 GEaPidio avTo, TOL EWVOL TO NYNTIKO
€€ ErrorSFX.

H Aertovpyia g cvvaptnong PlaySfxOnMode() ewvar va eAéyyet o€ molo mode enérele
o maiktng va mai&el. Emiong eAéyyet, av eyive coot 1 AdOog aAAnAenidopacmn Kot avordymS va
AVOTOPAYEL TO OVTIGTOLO NYNTIKO KT Tov Ppioketon 610 KAOE avtikeipevo.
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Eixova 221 - Zvvaptnon g klaons WeaponSplitController
private wvoid PlaySfxOnMode(bool CorrectObject, Collider other)

{
{/Make Pitch Random
other.GetComponent<AudiocSource»().pitch =
SoundManager.instance.RandomPitch();

if (GameObject.Find("GameManagerMainGama").
GetComponent<GameManagerMainGame» () .GameModeNum.Equals(1))

{
it (CorrectObject)
{
other.GetComponent<AudioSource>().clip =
other.GetComponent<AudioClipSFX>().audioClip[1];
other.GetComponent<iudioSourcex>() .Play();
}
elze
{
other.GetComponent<fudicSource>().clip =
other.GetComponent<AudioClipsFX>().audioClip[2];
other.GetComponent<AudioSource>().Play();
}
h

Xmv mepintowon mov o waiktng exel emAaécer Rifle Mode, avamapdyovtal otopopeTiKd
NNtk €0é oe oxéon pe ta oA dvo modes Tov moyVdv. OndTe av To OTAO €XEL TO 1010
YPOUO LE TO avTIKEIHEVO Bal Yivel avamapoaymyn Tov NynTkov @€ mov PpickeTon 6Ty devTEPN
0¢on oty Alota tov Audio Clips (oniaon to audioClip[1]). Edv ewvon avtiBeto ypoua t0te
yivetan avamoapaywyn Tov NynTkov epé mov Ppioketan oty tpitn BEon oty AMota tov Audio

Clips (dnAadn o audioClip[2]).

Eixova 222 - Xvovaptnon e klaong WeaponSplitController

else
{
if (CorrectObject)
1
other .GetComponent<AudioSource»().clip =
other.GetComponent<AudioClipSFX»().audioClip[@];
other.GetComponent<AudioSource>().Play(};
}
else
{
other.GetComponent<AudioSource>().clip =
other.GetComponent<AudiollipSFX»().audioClip[2];
other.GetComponent<AudioSource»().Play();
b
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1o, vmolowro. Svo mode, av To OTAO gxel TO 1010 YpdOHO pHe TO avtikeipevo Ba yivel
OVOTOPOY®YN TOL MYNTIKOV €€ OV PpickeTon otnv mpdtn BEon oty AMota tov Audio Clips
(OnAaon to audioClip[0]) evd €dv ewvar avtifeto ypdpo TOTE YIVETOL OVATOPOY®YY| TOV
mmTKod epé mov Ppioketar oty tpitn 0éon otv Mota towv Audio Clips (dnAadn To
audioClip[2]).

e BlueCubePrefab kon RedCubePrefab

Eixova 223 - [o1otnres ¢ kAdons AudioClipSFX

v|e Audio Clip SFX (Script) Qg %
Script AudioClipSFx @
¥ Audio Clip
Size 3
Elerment O + Slicing sound effect v3 @
Element 1 “ BulletSmashGlass o]
Element 2 “ErrorsFx @
> ] ¥ Audio Source [ %

To Element 0 avtiototyel oto audioClip[0] to omoio ot £va MymTikd €pé Komg, o 1
avtiototyel oto audioClip[ 1] mov gwvat Eva MymTkd £0€ omacipatog yvaiob (xpnoomoteiton
oto Rifle Mode), kot 10 2 avtietoyyel oto audioClip[2] mov ewvar Eva nymTikod €pE VITOJEENG
AaBovc. Avtd ta audioClips kadoOvtal amo v cvvaptnon PlaySfxOnMode().

e SpherePrefab

Ewcova 224 - [016tnres e kAdons AudioClipSFX

v|x  Audio Clip SFX (Script) G #
Script AudioClipSFx @
¥ Audio Clip
Size 2
Element 0 “ ErrorsFx o]
Element 1 + Slicing sound effect v3 2
» =] ¥ Audio Source [ %

To MyMTIKE €€ TOL VIAPYOLVY GTO GPALPIOI0 VoL 6V0. AVTO TOL VTOSEIKVVEL KATOL0
MaBog mov PBpioketarl oto Element 0 kot avtiototyel oto audioClip[0] kot avtd TG KOMNG TOL
Bpioketar oto Element 1 xon avtictoryei oto audioClip[1].

6.3 Awoyeipion 0V 6TV OKNVI] TOV EXEEEPYAOCTIKOV HEPOVG

210 emeEePyaoTIKO PEPOG TOL TTatyVIOoL yivetal yprion tov Audio Source tov Game
Manager yio TV ovomopoy®yn TOV HOVCIKOD KOUUOTIOL oL €l €MALEEL O TOAKTNG Yo
enefepyacia 1 onpovpyia wiotag. Me v ypnon tov GrabGrip kovumoh 61O YEPLGTHPLO,
dtvetart 1 SuvaTOTNTA GTOV TOIKTI VO KOVEL OVOTALP Oy @Y1 KO T0OGT TOL LOVGIKOL KOUUATLOV.
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Eixova 225 - Evrod oty kldon GameManager

gameObject.GetComponent<AudioSources().Pause();

Eixova 226 - Evtod oty kldon GameManager

gameQbject.GetComponent<AudioSource»().UnPause();

Ot Ttapomdve evioAég ekTehoVV avTéG TIG Aettovpyiec. ‘Etot yiveton Pause() ) UnPause() oto
Audio Source mov gxel PopT®OHEL TO KA TOL LOVGIKOD KOULOTIOV.

o Teleport
Eixova 227 - Avureiuevo Teleport ato exelepyootiko Epog

¥ Teleporting

TeleportPointer
DestinationR eticle

P Invalidreticle

F Debug

F FPlayAreaPreviewCorner

k- FPlayAreaPreviewEdge
OnActivate
OnDeactivate
Sound_PointerAudioSource
Sound_LoopingAudioSource
Sound_HeadAudioSource
Sound_ReticleAudioSource

Eixova 228 - [ledia Audio Sources xor Sounds tov Teleport

Audio Sources

Fointer Audio Source Z Sound_PointerAudioSource (Audio Source) @ @
Looping Audio Source Z Sound_LoopingAudioSource (Audio Source) @
Head Audio Source = Sound_HeadAudioSource (Audio Source) @
Reticle Audio Source © Sound_ReticleAudioSource (Audio Source) @
Sounds

Teleport Sound “ TeleportGo @
Pointer Start Sound « TeleportPointerstart o]
Pointer Loop Sound « TeleportPointerLoop @
Pointer Stop Sound « TeleportBadarea @
Good Highlight Sound « TeleportGoodArea @
Bad Highlight Sound « TeleportBadArea o]

Emumiéov ot e&tpd Aettovpyieg mov mpocpépet 1 enéktaon SteamVR o6nwg to teleport,
YPNOLOTOLOVV NYNTIKA EPE Yo, pa KaAvTepT epmelpio. Onme aivetol oTig Topamdve KOVES
10 avtikeipevo Teleporting exet téocepa Audio Sources 6mov to kdBe Eva gvar TomodeTnpévo
o€ dpopeTikd onueio otav gvepyomnoteital oty oknvn. Eniong eyel mévte audio clips, mov
yivovtot avamapaymyn avaidymg TNV TEPITTOON).

Olec o1 1010t 1ec, Audio Sources kot Audio Clips etvat 671G TPOEMAEYUEVES TILEG TTOL VLI PYOLV
GTNV EMEKTOOT).
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e Snap Turn

Eiova 229 - Avakeiuevo SnapTurn oty iepopyio. tne oKnvig t00 EXECEPYOTTIKOD UEPOVS

¥ Snap Turn
= Right
b Left
Sound Effect

Eova 230 - [o10tntes ¢ kAdons SnapTurn

¥ || ¥ Snap Turn (Script) Qg #
Script SnapTurn ]
Snap Angle 45
Show Turn Animation 4
Snap Turn Source = Sound Effect (Audio Source) o]
Rotate Sound ~ snapturn_ge_01 ]

‘Etot kau 610 Snap Turn tng enéktaong SteamVR yiveton ypnon nyntikodv e yia po
KOAVTEPT EUTELPIO GTOV PN OTI. ZE VTN TNV Tepintwon to Snap Turn ypnoponolel povo Eva
Audio Source kot poévo €va nynTkd KA (To snapturn_go) yuo €p€, oL YPNCLOTOLEITAL GTO
Rotate Sound. Xto Snap Turn 6a yivel avamapaymyn Tov rotate sound kdbe opd oV 0 TaikTNng
Ba xavel To amdTopo YOpiopa, eite dekd elte apiotepd, pe v ypnomn tov Joystick tov de&lod
yeplompiov.

YeAida - 137



[Ttuyaxn Epyocio Tuipoatog Mnyavikev ITAnpogopikng

Kepdhoro 7 : I'pa@ikd otoryeio Tov oLy vioLo

7.1. lleprpairov

Eicova 231 - Avtikeiuevo, ypopiay oty 1papyio. ts opyiKkng oknvig

¥ --GraphicObjects--
Terrain
Directional Light

To meppdirov (Level - Environment) og kd0e oxnvil tov moaryvidlon ewvor 1o 1610. Ta
Bacikd ypagikd ototyeio Tov amoteAovV to TEPIPAAAov gwval tpia. O eoTicpdg (Directional
Light), éva Terrain (Level) mov cupnepirapfdvet kot dAha ypoaeikd aviikeipeva, kot to Skybox
OV EVOIL OVGLUGTIKA T YPOUPLKA TTOV ATOTEAOVV TOV OVPOVO TOV EIKOVIKOD KOGLOV.

Ewxova 232 - I'poapiko mwepiffdilov twv oknvov

Ewcova 233 - Ipagiko enimedo (Terrain) twv oxnvav
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2TIC Topanave eKoveg gaivetal to Terrain KaBdg kot to Skybox mov ypnoiomomdnkay o
KkdOe oxnv1| ToL TOLYKVISL0D.

Eixéva 234 - Io16tnteg tov Retro Shader

! Retro/Retro Shader 2,

Kat oto Terrain alAda kot 6to Skybox gywve yprion evog shader amo to Asset Store e to
ovopa Retro Shader. Avtd 1o shader ovslaoctikd dnpovpyel o wireframes T@V AVTIKEWEVOV.
Anhodn T ypappég (n kot tpiyova) mov cuvBétovv €va avtikeipevo. Mg avtdv Tov TPOTO
yivovton gpeavi to wireframes tov ovTIKEWEVOV HEGO GTO ToyVidl, UE OMOTEAECUO VO
OMUIOVPYOVV Vel TAEYLOL OO TETPAY®VA 1 Ko TPIY®VOL.

e Skybox

Eixova 235 - Io16tnteg tov Skybox
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2y mopoamdve ewoéva eaivovtat ot 1ddtnteg Tov Skybox oto mepidriov. To Skybox
gxel T1g mpoemreypéves w10t teg ™G Unity, exktoc amo 1o Skybox Material kot to Sun Source.
210 oy vidt dev ypetdleTor va vapyel Kamowo mnyn eoToc amo to Skybox Kabmdg ot oknvEg
ypnoonotovv to Directional Light.

EmumAéov yia to Skybox €ytve ypnion tov SkyboxMaterial to omoto ypnoiponotel to id1o
shader pe avtd tov Terrain, dniaodn to Retro Shader. Xtnv moapaxdtw €ikova @aivoviot ot
10101 teg Tov shader mov ypnoipomomOnkay yio avtd to material.

Eixéva 236 - 10161166 T00 vAikod tov Skybox

SkyboxMaterial

SkyboxMaterial

Shader | Retro/Retro Shader
Line Width - 0.025
Rectangular |+
Line Colar Eaf
Inner Color E&?
Glossy -
Glossiness - 0.0%
Render Queue From Shader 4| 2000

Double Sided Global Illumination

e Terrain

Onwg eaivetor oty TopakdT® €KOVO Ol WO1OTNTEC TOL €YEL éval terrain, €Ol OTIG
npoemheypéveg Tinég e Unity. H povn aAloyn ewvon to custom material mov gyel opiotei to
Floor Material.

Eixova 237 - [010n1e¢ Tov emimédov (Terrain)

¥ ug# [+ Terrain ) %
[£|d|£|j’|‘r?|@-
Terrain Settings ‘
Base Terrain
Draw [+
Pixel Errar LS. g
Base Map Dist. . 1000
Cast Shadows [+
Material | Custom 4|
Custom Material L FloarMaterial @

Reflection Probes | Blend Probes il
Thickness 1
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To FloorMaterial 6nw¢ @aivetal mapakdto ypnoionotel kot ovtd to shader pe dvoua
Retro Shader, ®ate va dnuiovpyndet avtd 10 €€ mAéypatog oto terrain. Ot 131OTNTEG EvO

Tapopoteg pe avtéc tov SkyboxMaterial.

Eixova 238 - 1616n1e¢ 00 vA1K0D T0U otwpozog (Terrain - Floor)

. FloorMaterial
Shader | Retro/Retra Shader
Line Width - 0.051

Rectangular [+
Line Caolor

FloorMaterial

Inner Caolar
Glossy

Glossiness .

Fram Shader F|12000

Render Queue

o ®d®oTopdg — Directional Light

g k60e oxnvn ypnowonoteitor éva Directional Light dote va poticet ta aviikeipeva mov
VIOPYOLY 1 TPOKEITOL VoL dnpovpynBovv ce avty]. Avtdg 0 POTICUOG Agttovpyel Gov Y1

QOTOG LEGO 6TV OKNVY| Kot puropel va aAAdEel 1) katevBuvon Tov (ovclaoTikd 1 KAloT).

Eixova 239 - 1010n1e¢ 100 90TOC

¥ o [ Light g %,
Type | Directianal t|
Color | | 2
Mode | Realtime ¢ |
Intensity 0.8

Indirect Multiplier

Shadow Type
Realtime Shadows

1

| soft Shadows

Strength |1
Resolution | Use Quality Settings 4|
Bias 8. loos |
Mormal Bias — o4 |
Mear Plane O oz |
Cookie Mone (Texture) @
Cookie Size 10
Draw Halo -
Flare Mone (Flare) @
Render Mode [ Auta ¢
Culling Mask | Everything ¢ |
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Av1t6g 0 pOTIGUOG ypnotpomoteiton amo v Unity o11g oknvég Yo va Agttovpyet og
mpaypnatikd ypovo (Realtime). Aniadn oe kdBe Kapé va yiveror vTOKOCUOG Kot EVI|UEPMOT) TOL
QOTIGHOD KOl TOV OVTIKEWLEVOV TOL GOTILOVTOL 0T0 0VTO MGTE VO SNULOVPYOVVTOL PEAMOTIKEG
OKIEG.

Exova 240 - Emiloyn yevikod Euuecov pwtiouod

¥ Realtime Lighting
Realtime Global Illumination [«

Eniong mapdAinia yivetat ypnon tov Realtime Global Illumination, mov gwvot vevBvvo yia vo
INUIOVPYEL EUUECO POTIGUO GTO CTOTIKA KO SUVOUKE OVTIKEILEVAL.

7.2 E@¢ I'pa@w@dv Zopoatioiov

210 pLOUKS HEPOG TOL TaLYVISLOD oTav O TaikTNG KOPeL (kavel slash) ota dvo Kdmolo
OVTIKEILEVO LLE TOL OTTAL TOV TOTE EVEPYOTOLELTAL VAL EQE YPAPIKADV GOUATIOIMV, GTO oMueio Tov
yiveton n komn. Me awtd to slash @aivetor ontikd kKaAvTepn 1 Koy, ®ote va Ponbael otnv
gUmEPiN TOL TOLYVIOLOV.

Exovo 242 - Yrooeiln twv pod ooponioiwv  Eikova 243 - Yrodeiln twv pod couortidiwy

Exova 241 - Avukeiueva,
ot 1epapyio. 1ov poOuikod
UEPOVS

¥ CreatedObjects
¥ SpherePrefab

b SlashParticles

¥ BlueCubePrefab

b SlashParticles

¥ RedCubePrefab

b SlashParticles

‘Etol og kGBe Streaming Asset (Created Objects) mov dnpiovpyeiton mepiéyel Kot 10
avtikeipevo SplashParticles. Avtd ta particles dnupovpyodvion péco oo TNV unity pHe TO
gpyoieio tng, particle system. 'Etot yuo ta cuykekpyiéva particles (copatiow), paivovtol otnv
TOPOKATO EKOVO 01 1O1OTNTES KOl TPOGAUPLOYEG TOV £YVAV Yol POIVETOL AVTO TO OTOTEAEGLA
GTO oy Vit
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Eixova 244 - 1010tnTes T00 GVOTHUATOS COUOTIOIDV

v%  Particle System [l %
|  ©penEditor,, |
VieHieSparks o Reotation ower Lifetime
+ Emission Rotation by Speed
w Shape External Forces
Welocity over Lifetime v Moise
¥ Limit Velocity over Lifetime Collision
Inherit Welocity Triggers
Force over Lifetime Sub Emitters
+ Color over Lifetime Texture Sheet Animation
Color by Speed Lights
+ Size over Lifetime Trails
Size by Speed Custom Data
Rotation over Lifetime + Renderer

7.3 I'pa@ko VAMKO OVTIKENEVOV KOl TO EQE TOVG

PvOpiko pépog

210 puOuKd PEPOG TOL TOYVIOOV YiveTon yprion TPV avTikeévayv. Tov ceapidiov
(SpherePrefab), tov upmie wovtiov (BlueCubePrefab) ot tov «dkkivov KOLTIOV
(RedCubePrefab).

Exova 245 - Avuikeiuevo. oty iepopyio tov pobuikod uépovg

¥ CreatedObjects
b SpherePrefab
b BlueCubePrefab
b RedCubePrefab

Exova 246 - Kokkivo kovti uéoo. oto Ewcova 247 - Mré kovti péoa aro Ecova 248 - Zpapidio uéoo oro
TaLYVIOL TaLyVIoL oLy viol
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Avtd ta avtikeipeva otav yruornBovv (yivouv collide), amo kdmolo 6mAo, ywpilovtal ce
Vo pépn (6vo AL OVTIKEILEVA), TO OTTOL0L LETOL OITO ALYO TTPETEL VO KATOGTPOPOVV Y10l VOL UMV
oToayTOVV UTPOGTA GTOV TOIKTN Kot YoaAdoel 1 eumelpio Tov oy vidlov. 'Etot exteAeiton n
ocvvaptnon FadeObject() tng khdong ObjectFadeDestroy, | onoia ypnoiponotel Tig petafAntég
tov shader mov gyel o material Tov KGO avtikeyévov. Avtd mov Ba kavel elvar vo aAAdEEL TNV
petafAnty Progress tov Shader kot vo pikpaivel mv Tiun He TO TEPAGHO TOV YPOVOL UE
QTOTELECLO VO YIVETOL GTASIOKG KOl TTO SLAPOVES TO avTiKeipevo, pe Baon 1o epé «dissolve
texturen, mg 6tov 0 _Progress yivel ico pe 1o undév kot va eEapovioTel.

Eixovo 249 - [016tnteg s kAdons ObjectFadeDestroy

¥ ||« Object Fade Destroy (Script) Q3 %
Script ObjectFadeDestroy o]
Temnp Material WRedCudeDissaolve o]

Ewcova 250 - Zovaptnon s kidons ObjectFadeDestroy

vold FadeObject()

{
timer += Time.deltaTime;
float dissovleValue = 1f - timer;
m_PropertyBlock.SetFloat(" Progress", dissovleValue);
myRenderer.SetPropertyBlock(m_PropertyBlock);
L
Ewxova 251 - Egé Dissolve oto umié kovti Eova 252 - Egé Dissolve oto kokkivo kovti

2t mopomdve ewoveg ogaivetor 1o €pé “Dissolve Texture” oto ovTikeipeva mov
ypnowonoteitor oto shader Dissolve Edge.
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Eixova 253 - lo1ontes tov Dissolve epé

RedCudeDissolve [@ #%,| Edge Color
v Shader | MoonflowerCarnivare/Dissolve Edge - | Edge Color?
— Edge Ram
Culling Made Off 0 g P
ZWrite on %

Progress

Main Texture

Edge Color Range i 0.157
Tiling M1 . CECT |
Offsat T Edge Color Fower 3.26
. Edge Color HDR .. 1.8
Dissolve Texture : . e —
Edge Distortion . 0.393
Tiling X 0.5
Offset X0 Render Queue From Shader 3| 3000

Double Sided Global Ilumination

Edge

'Etol o¢ kdOe avtikeipevo yivetal yprion tov shader pe 6vopo Dissolve Edge to omoto
TOpVEL Pio EIKOVOL Kol TNV TPOCAPUOLEl TAVMD GTO OVTIKEILEVO KOl apyOTEPA, AVAAOYW®S TO
Progress epappoletar 1o Dissolve Texture méve otnv €ikdva, dote va eavel Oapuévo to
avtikeipevo kabdg tavtdypove yivovtar dto@avy] KAmolo onueio ToV aVTIKEWEVOD, LE TOV
XPOVO.

Ov mopandve ewkodves deiyvouv T 1010tNTec tov RedCubeDissolve Material mov
YPTCLOTOLEITOL Y10 TO AVTIKEILEVO TOV KOKKIVOL KoLTloV. 'Etot pe akpiog Tig 101eg 1010t TES
xpnopomoteital kot 6To VoA avTikeipevo. Me v povn dwapopd vo ewvor to Main Texture,
OV EVOIL SLOPOPETIKO Yo KAOE avTikeipevo.

Eixovo 254 - Textures avtikeiuévay mov ypnoiuonoiel 1o Dissolve epé

Orapamdve ewoves etvon to, Main Textures mov ypnoyLonotet To kabe avrtikeipevo avtictoya,
v va dnpovpynBet pe v ypnon tov dissolve material.

Enelepyaotiko pépog

210 emeEepyaoTikd PEPOG yiveTor ¥pNom OLO EWMV OVIIKEWWEVOV. AVTOV TOL E€lvol
vevduva Yoo TV VIOSEEN NG BEOMG TOVG TAVED GTNV EMPAVELN TAEYUOTOC, TO OTOi0, EVOL
nuwweavy. Kot avtdv tov ovikelpévov mov peto v vrddeln, o maikmg o to
ONUIOVPYNCEL TAV® GTNV EXLPAVELL TOV TAEYUOTOG
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e HoverObjects

Eiova 255 - Aiapavi avtikeiueva pe v ypnon tov Diffuse epé

Eixova 256 - Avuikeiueva atny 1epopyio. tov emelepyaotixod uépovg

¥ HoverQbjects
HaoverBlueCube
HoversSpherePrefab
HoverRedCube

Ta Hover Objects onpuiovpyodhvton Téve Ty ETQAVELL TOV TAEYLOTOS OTOV O TOUKTNG
tonofetnoel tov deiktn tov yeprotpiov, mhveo ce avtnv. 'Etol, dnwg gaiveror kot 611G
TAPOTAV® EIKOVEG, TAL OVTIKEILEVO EVOL MOLOPAVY] DGTE VO, VITOJEIEOLY GTOV TOiKTN OTL GE
avtd 10 onueio mpdkettal va TonofetnOel To avtikeipevo mov BEAEL va OMovpynoEL.

Ewcova 257 - [016tntes tov Diffuse epé e diapaveia yio to umié kool

BlueCudeHover @ #
Shader | Legacy Shaders/Transparent/Diffuse - |
Main Color Eﬂ
Base (RGB) Trans (A)
Tiling M1 ¥l
Dffset Al |0 Selact
Render Queue | From Shader 4| 3000
Enable GPU Instancing -

Double Sided Global Illumination

Exovo 258 - I016tnteg tov Diffuse epé e d1opaveio. yio to KOKKIVO Kovti

RedCudeHover @ #
Shader | Legacy Shaders/Transparent/Diffuse - |
Main Color |:f
Base (RGB) Trans (&)
Tiling (1 ¥ (1
Offset %0 ¥ 0
Render Queue | From Shader ¢ | 3000
Enable GPU Instancing -

Double Sided Global Hlumination
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Eixova 259 - [616th1eg tov Diffuse epé ue drapdvera yio to opaipiolo

SphereHover %,
v Shader | Legacy Shaders/Transparent/Diffuse - |
Main Color Eﬁf
Base (RGB) Trans (A)
Tiling x[1 ¥ [25
Offset wo Y 148 Select
Render Queue From Shader 3| 3000
Enable GPU Instancing -

Double Sided Global Illumination

Ot mapamdve ekoveg dstyvouv Tig 1010TNTEG TOL material mov gyet to K4Oe avtikeipevo. [a
Ol avtikeipeva yivetal ypnon tov Diffuse shader kot 1 dtopdveia 6to KOp1o xpdUa TOvg £vo
o10 od. Kat og avtd 1o shader yiveron ypnon tov texture avtictoyya yio kébe oviikeipevo
omwg eywve kot oto Dissolve Edge shader.

¢ Created Objects

Ta Created Objects ewvor T avtikeipeva mov Ba dnpovpynBovv apov emAééel o maiktng
Béom mhve oV EMEAVELD TAEYLOTOC |LE TO XEIPLOTHPLO TOV.

Ewxova 260 - Io16tnteg tov Diffuse epé ywpic diopdvera yio 1o unké kooti

. BlueCudeDissaolve o,
v Shader | Legacy Shaders/Diffuse = |
Main Color :lj?
Base (RGB)
Tiling ®i1 Y1
Offset X0 Y0 Select
Render Queue Fram Shader 4| 2000
Enable GPU Instancing -

Daouble Sided Glabal Ilumination
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Eixova 261 - [616tnteg tov Diffuse epé ywpic diapavela yio. 10 KOKKIvo KovTi

RedCudeDissolve #*,
v Shader | Legacy Shaders/Diffuse - |
Main Color [:f
Base (RGB) | |
Tiling ¥l ¥l
Offset X0 ¥ 0 Select
Render Queue From Shader 4| ZO0OO
Enable GPL Instancing -

Double Sided Global Ilumination

Eixova 262 - [010tnteg tov Diffuse epé ywpic diapavela yia 1o o@paipioio

. SphereDissolve %,
v Shader | Legacy Shaders/Diffuse - |
Main Color [:j
Base (RGB)
Tiling %[1 v [25
Offset ® o Y148 [Select
Render Queue From Shader 4| Z0OOO
Enable GPL Instancing -

Double Sided Global Illumination

Eixova 263 - Avtikeiueva oty 1epopyio. 1ov ExeCepyaotikod UEPOVS

¥ CreatedOhjects
EditorBlueCube
EditorSpherePrefab
EditorRedCube

Onwg kot oto Hover Objects étot kot ta Created Objects ypnoiponotodv 1o id1o shader
(to Diffuse) kaBd¢ ko Ta 1010 avticTorya textures yio o avrikeipeva. H povn dtapopd oe avt
v mepintoon vt n adtapdvelo tov Main Color, mov gwvar oAdxkAnpn. ‘Etot ta aviikeipeva

QoivovTol TANP®G 0TOV SNUOVPYOVVTOL TAVE® GTNV EMPAVELN TAEYLOTOG.
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Kepdiorw 8 : EEmtepika mpoypappota Kot frpiiodnkeg

Mo va propovv va ektehestohv d1apopeg Asttovpyieg péoa oto moayviol, mov 1 kébe
pio evar pio EEXMPLOT Kot HEYAAN DAOTTOINGT) OTO LOVN TNG, YPTCLOTOMONKAY ENEKTACELS
mov elyov MON vAomomBel omo GAAovg dmuovpyodg TG kKowotntoc. Ot TEPIGCOTEPEC
EMEKTAGELS TTOL YPNCLOTOONKAV VITAPYOLV GTO NAEKTPOVIKO KoTAoTNua Tn¢ Unity, To Asset
Store kot dAAec oto GitHub.

8.1 Mesh Splitting

To Mesh Splitting ewvot puo eméktaon mov TePLEYEL OAEG TIC AMOPOLTNTEG AEITOVPYIES Y10
VoL ONULOVPYNGEL TO EPE KOTNG EVOG AVTIKEUEVOD, péca otnv Unity. H cuykekpipuévn enéktaon
vrapyet povo oto GitHub.

H enékraon mepiéyetl apketég Asttovpyieg yio va ypnoiorotnfovy. X1o GUYKEKPIUEVO
moyviot £ytve xpron povo twv Pactkdv Asttovpyldv. ‘ETct yio v Komn KATo100 avIIKELEVOD
(Mesh Split), yperdlovton dvo mpaypota. To aviikeipevo mov mpdkettan va Komel Kot to OmAo
(Lightsaber - Saber) mov 0a ypnoiponomOel amo tov maiktn yio vo EKTEAEGEL AVTN TNV KOT.

Eixova 264 - Yrooeiln komng péoa oto moyvior Eiova 265 - [o16nteg ¢ kaong Splitable

¥ @I [+ Splitable (Script) ﬁ o,
Script Splitable @
Force Thrust 3
Torgue Thrust 1
Optional Target Obje None (Game Object) ]
Convex

Split Farce
Create Cap
Use Cap UV
Custom LWV
Cap UV Min
X0 Y0

Cap UV Max
®1 Tl

Force No Batching [

EE =&

'Etol o€ k00e avtikeipevo (Streaming Asset) mpemetl va mepiéyetal to Splittable Script dote va
epappolovrar og kdbe tétolo avtikeipevo ot Aettovpyieg g Mesh Splitting enéktaonc.
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Eixova 266 - 1oi1ontes ¢ kAaons WeaponSplitController

T ¥ weapon Split Controller (Script) i,
Script WeaponSplitController @
Slice Mode Button | K_E Button_System o
Cut Plane Size |1 |
Weapon Caolor |Red |

Eniong ta avtikeipeva tov d6mlov mpenetl va mepi€yovy 1o Script WeaponSplitController, étot
®oTe Vo ovayvopilel 1 ETEKTOON OO AVTIKEIUEVO - OTAO YPNGILOTOLEITAL Y10 VO EPAPUOGEL
Vv Ko7 (VoL KoveL Tov dtaywplopd - split), o kdmoro Splittable avtikeipevo.

Eixova 267 - Eviolés g khaong Splitable

GameObject[] newGls = new GameObject[2];

if (OptionalTargetObject == null)

{
newG0s[8] = Instantiate(gameObject) as GamelObject;
newG0s[@].name = gameObject.name;
newG0s[1] = gameObject;

ff Wy Changes (/A 0P AA0EEIETEETETERTdETEEdirddiridiidrddtiiidrid
newG0s[@].transform.parent = null;
newG0s[1].transform.parent = null;

newG0s[8].game0bject.GetComponent<Rigidbody»().isKinematic = false;
newG0s[8].game0bject.GetComponent<Rigidbody>»() .useGravity = true;
newG0s[1].game0bject.GetComponent<Rigidbody»().1isKinematic = false;
newG0s[1].game0bject.GetComponent<Rigidbody>»().useGravity = true;

/fadding Thrust Force to GameObjects
newG0s[8].game0bject.GetComponent<Rigidbody>()
.AddForce(ForceThrust, ForceThrust, 8, ForceMode.Impulse);
newG0s[1].game0bject.GetComponent<Rigidbody>()
.AddForce(-ForceThrust, ForceThrust, 8, ForceMode.Impulse);
//Adding Rotation to Gameobjects
newG0s[8].gamedbject. GetComponent<Rigidbody>()
.AddTorque(new Vector3(TorqueThrust, @, @), ForceMode.Impulse);
newG0s[1].game0bject.GetComponent<Rigidbody>()
.AddTorque(new Vector3(-TorqueThrust, @, @), ForceMode.Impulse});

ff Wy Changes [/AAT000AEIETRTTEETTTERTRTETEddiiddriiddditiirditiiiiisdy

DestroyImmediate{newG0s[@].GetComponent<splitablex»(), true);
DestroyImmediate({newG0s[1].GetComponent<Splitable»(), true);

H ovvbnkn mov @aiveton otnv Tapandve sikova thg cvvaptnong CreateNewODbjects()
€XEL TPOGOPUOCTEL MOTE VO EPOPUOCTOVV KATOLL OTOLYEID PACIKNG OTO OVTIKEIPEVO TTOV
dNpovpyovLVIOL.
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Eixova 268 - ZovOnxn e Splitable

else
{
newGDs[B] = Instantiate(OptionalTargetObject) as GameObject;
newG0s[1] = Instantiate(OpticnalTargetObject) as GameObject;
}

Avtd mov Kovel avt) 1 ocvvOnkn ol voo EAEYEEL, OV TO OVTIKEIEVO TTOV TPOKELTAL VO
dlymplotel, ewvarl dnuovpynuévo amo v Splittable khdon (dnAladn av ewvor £va oo To 1o
OO OPIoUEVA OVTIKEILEVQL).

Av egwor dnpovpynpévo omo ovtyv tote gpapuolovtal oto OVO  AVTIKEIHEVA
TPOCAPUOCUEVES 1010TNTEG QUVOIKNG Kol agatpeiton 1 1010tTo. Splittable amo avtd to dvo
OVTIKEIIEVA, MGTE VO UV UTOPOLV VO S10(®PLETOVV TO 1101 S0 ®PIoUEVO OVTIKEILEV.

Av dev ewvar onupovpynuévo amo avuthv, onuoiver 6t to 6mho éxave Collide
(axodumnoe) pe éva Splittable avtikeipevo mov dev gxet draympiotel Kot o droympilet kdvovtag
instantiate 6vo KovoVUpLO AVTIKEIPEVOQ.

Ewcova 269 - Zovaptnon - Event g klaons WeaponSplitController

public woid OnTriggerEnter(Collider other)
{
//Make objects have gravity once they are split.
if (other.gameObject.tag.Equals("Spawndbject") &&
lother.gameObject.name.Equals("SpherePrefab(Clone)") &&
other.gameObject.GetComponent<Splitable»() != null)

{

{{Play Particle System

other.transform.GetChild(@).GetChild(8).
GetComponent<ParticleSystem»>{).Play();

other.transform.GetChild(@).GetChild{1).
GetComponent<ParticleSystem>().Play();

if (({WeaponColor.Equals({"Red™) &&
other.gameObject.name.Equals("RedCubePrefab({Clone}")} ||
{WeaponColor.Equals{"Blus™)
&8& other.gameObject.name.Equals("BlueCubePrefab(Clone)}™}})

1
AddScorePoints(18);
PlaysftxOnMode{true, other);

}

else

i
RemoveScorePoints(18);
PlaysfxOnMode({false, other);

}

h
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else if (other.gameObject.tag.Equals(”Spawnlbject") &&

other.gameObject.name.Equals("SpherePrefab(Clone)") &&
other.gameObject.GetComponent<Splitable>() != null)

{/fPlay Particle System

other.transform.GetChild(@).GetChild({8)
.GetComponent<ParticleSystem>().Play();

other.transform.GetChild(@).GetChild(1)}
.GetComponent<ParticleSystem»().Play();

RemoveScorePoints(28);
SoundManager.instance.PlaySingle(

other.GetComponent<AudioClipSFX»().audioClip[@]
)5

collisionEnterPos = transform.position;

To OnTriggerEnter() swvot éva event mov exteAeitan otav €va OTA0 £pBel 6e emapn
(akovpmnoet) pe éva Splittable avtikeipevo. Xe avty v cvvdptnon eréyyovior OAeC ot
cuvinkeg mov pumopet vo vdpyovv oe KaBe mode tov pvOUIKOL PEPOLE TOV TOLKVIdLD, KOt
EKTEAOVVTOL Ol aVOAOYEG Agttovpyiec. AvTtég o1 Asttovpyieg Exovv avapepbel oe Tponyodueva
Kepaioo.

To Baocwkd ewvar 611 amodnkedeton | B€on (Position) , mov eyive Collide (akovunnce) o

OTAO L€ TO avTIKEILEVO, OoTE Va ypnotpomomnBel oty OnTriggerExit().

Eiova 270 - Zovaptnon - Event ¢ kiaons WeaponSplitController

vold OnTriggerExit(Collider other)

{

H OnTriggerExit() ewvor kot avty éva event, Tov eKTeAEiTOl OTAV TO OTAO CTOUOTNGEL VO
EQAMTETOL [LE TO AVTIKEIILEVO, ONAOT eEEADEL amo To avtikeipevo (dev yivetaun Collide).

Ortav exteleotel avtd To event onuovpyeiton o adpatn emedavewn (Eva Plane), mdvo oto
OTA0, M oToial Vo LITELOVYT VAL YWPICEL TO AVTIKEILEVO GTA SVO UE TNV YPNOT THG CLVAPTNONG

collisionExitPos = transform.position;
CreateCutPlane(collisionEnterPos,

collisionExitPos,
bladeCollider.transform.up);

CreateCutPlane() mov vrdpyetr otnv WeaponSplitController.
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Eixova 271 - Zvvaptnon g klaons WeaponSplitController

private void CreateCutPlane(Vector3 startPos, Vector3 endPos, Vector3 forward)

{

Vector3 center = Vector3.lLerp(startPos, endPos, .5f);
Vector3 cut = (endPos - startPos).normalized;

Vector2 fwd = forward.normalized;

Vector3 normal = Vector3.Cross{fwd, cut).normalized;

GameObject goCutPlane = new GameObject("CutPlane",
typeof(BoxCollider), typeof(Rigidbody), typeof(SplitterSingleCut));

goCutPlane.GetComponent<Collider>().isTriggar = true;
Rigidbody bodyCutPlane = goCutPlane.GetComponent<Rigidbody»(};
bodyCutPlane.useGravity = false;

bodyCutPlane.isKinematic = true;

Transform transformCutPlane = goCutPlane.transform;

transformCutPlane.position = center;

transformCutPlane.localScale = new Vector3(CutPlaneSize, .81f, CutPlaneSize);
transformCutPlane.up = normal;

float angleFwd = Vector3.Angle(transformCutPlane.forward, fwd);
transformCutPlane.Rotatefround{center, normal, normal.y < @f ? -angleFwd : angleFwd);

Av11| 1 cLVAPTNON TTAIPVEL TIG WOLOTNTEG TOL OLOYMPIGLOV, OGS TO GNUEIO TOL E10NAOE
t0 OA0 oTo avtikeipevo (Vector3 startPos), kabmdg kot to onueio mov eENABe (Vector3 endPos)
Kol VToAoyilel HEc® GALDV GLVOPTNCE®Y TNG EMEKTACTG, TOV TPOTO TOL Hal OMIoVPYNCEL TA
Vo (O10YMPIGUEVA) OVTIKEILEVO DOTE VAL EVOL GUUUETPIKAL.

(DanniSchou, 2012)

8.2 OtTIKOG EAEYKTNG ELKOVIKNG TPOYRATIKOTNTOS

H enéxtaon mov ypnowomombOnke ovopdleton Gaze Ul kot ewvon amopaitntn oe
OPKETEC VAOTOOELS EQPOPLOYDV EIKOVIKNG TPUYLATIKOTNTOC, KOOMS EWVOL 1o VAOTOINGT TOV
Aertovpyel wg deiktng enidoywv (Katt avticToly o Le TV Asrtovpyia TG cuokevng mouse). Etot
EYVE XPNOT OVTNG TNG EMEKTACTG Y10 VAL UTOPEL 0 YPNOTNG VO AAANAETIOPAGEL OTOKAEIGTIK(L
LLE TIG IETAPES TTOV YPNGHOTOMONKOY LEGH GTO TTayViot.
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Ewxova 272 - Eikovidio wov Ewova 273 - Avuxeiuevo. oty iepopyio
OVTITPOTWTEVEL TO 1Ay Kabe oxnvic

¥ Eve Raycaster
Indicator
Reticle

2TIC TOPOTAVE EKOVEG PAIVETAL 1) JIETOPY] AVTOV TOL JEIKTN KOl TO OVTIKEIUEVO GTNV
lepapyio TS oknvng, mov amoteAeitan amo tov kOkio (Indicator) kot tnv Kovkida otV péon
(Reticle). To EyeRaycaster ypnoiponoteitar 6 OAEG TIC OKNVEG TOV ToyVIO00, KOOMG OAEG Ot
GKNVES TEPEXOLV OLEMAPES TTOV EVOLL OTTAPOLITNTES Y10 TO TTOLYVIOL.

Ewcova 274 - [o1onteg kau tao. media ¢ kAaons EyeRaycaster

v | ¥ Eye Raycaster (Script) g %%,
Script EveR aycaster 0]
Loading Time 0.3
Button SFx = ButtonsSFX (Audio Source @
Click Indicatar i Click Indicator @
VR Keyboard WUIKeyboard @
VR Keyboard Input |iginput @

Xe avtn Vv edva eaivovtal ot 110tnTEG TG KAdong, tov EyeRaycaster, ov omoieg €yovv
TPOGOUPUOCTEL Y10 TNV 1O10ATEPN YPNOT AVTNG TNG EMEKTOCNS LEG GTO TTOLYVIOL.

e [EyeRaycaster
Eixova 275 - Evioln ¢ klaong EyeRaycaster

// Set pointer position

m_pointerEvent.position = new Vector3(
XRSettings.eyeTextureWidth / 2,
XRSettings.eyeTextureHeight / 2,
m_pointerEvent.pointerCurrentRaycast.distance);

Apykd to gikoviolo mov Aeltovpyel g deiktng, tomobeteitan otnv péon twv obovarv
tov VR Headset dote vo umopet va 10 PAETEL 0 TTaikTNG KOVOVIKA HEGA 6TO TToyvidl. Avtd
yiveton pe tnv Pondeta tng XRSettings mov Ppiokel Kot ypnGYLOTOLEL TNV AVAADOT TOL EXEL TO
ovykekpévo Headset.
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Eixova 276 - ZovOnxn oty kidon EyeRaycaster

/{ Detect selectable
if (raycastResults.Count » @)

{
foreach (wvar result in raycastResults)
{
//Changes Canvase's distance based on the object distance
GetComponent<Canvas»().planebistance = result.distance;
newselectable =
result.gamelObject.GetComponentInParent<Selectablex();
if {newSelectable)[:]
¥
h

>tV Update() g kAdong ehéyyetor kébe kKapé yia ta avtikeipeva mov «PAéme o Ray
tov EyeRaycaster. 'Etot eAéyyeton av 1o amotéAespa tov Ray (tng aktivog exet to gikovidlo tov
dglkTn) NTav Kamolo Kawvovptlo avtikeipevo. Exiong ya ke kovovplo aviikeipevo demagng,
o kapPag (Canvas) pe to gwcovioto tov deikn (Indicator), aAraler dote va mpocapudletan Kot
va gwvat O1okpitd, aveEoptnTmg TS andoTAoNS TG OIETAPTS.

Ewcova 277 - ZovOikn oty kAdon EyeRaycaster

if (newSelectable)

1
ClickIndicator.SetActive(true); //Activate ClickIndicator
if (SteamVR_Input.GetStateDown(("Squeeze™), SteamVR_Input Sources.lLeftHand))
1
Select{newsSelectable);
m_currentRaycastResult = result;
ButtonSFX.Play();
/{ Activate VRKeyboard when player ckicks on the Input Field
if (newSelectahle.gameOhject.Get(omponent(lWJLtFie;d>{})[::
else if (!newSelectable.gameObject.GetComponent<InputFisld>{) &&
'newSelectable.gameObject.GetComponent<Button>{) &&
'newSelectable.gameObject.tag.Equals("VRGazelnteractable™))
{
VRKeyboard.SetActive(false);
isInputField = false;
¥
}
break;
}

Av udpEel Kavovplo avTIKEIPEVO SIETAPNC, EAEYYETOL KAOE POpE av 0 TaikTNG TdTNoE
TNV GKOVOUAT TOV aPIGTEPOD YEPIGTNPION, DCTE VO EKTEAEGTOVV EVEPYELES Y1 KAOE demapn.
AVTO OVTITPOGMOTEVEL TO AVTIGTOLYO KAIK TOV TOVTIKIOU EVOC VITOAOYICTY.
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Eiwova 278 - ZovOnkn oty klaon EyeRaycaster

/{ Activate VRKeyboard when player ckicks on the Input Field
if (newSelectable.gameObject.GetComponent<InputField»(})

{
tempInputField = newSelectable.gameObject.GetComponent<InputField>();
VRKeyboard.SetActive(true);
VRKeyboard.gameObject.transform.position =
newSelectable.gameObject.transform.position;
RectTransform rectTrans = (RectTransform)VRKeyboard.gameObject.transform;
VRKeyboard.gameObject.transform.position = new Vector3(
newSelectable.gameObject.transform.position.x,
newSelectable.gameObject.transform.position.y - 8.85f,
newSelectable.gameObject.transform.position.z - 8.21);
¥

Av 10 avtikeipevo ewvon newSelectable kot o maiktng mATNGEL TNV GKAVOAAN TOL
xepromnpiov, yivetar dAlog Evag Eleyyog av To newSelectable avtuceipevo ewvot dieropn tHmov
Input Field. Av ewvan Input Field t6te evepyomoteitan to VRKeyboard (swovikd mAnktporodylo)
Kot aALGCeL TNV B€om mov PBpioketan, ko tomobeteitan oty BEom mov Ppicketor n dieman Input
Field.

Ewova 279 - Zoviptnon g kAdong EyeRaycaster

void Select(Selectable s, Selectable exclude = null})

{
m_excluded = exclude;
if (m_currentSelectable)
m_currentSelectable.OnPointerExit({m_pointerEvent);
m_currentSelectable = s;
if (m_currentSelectable)
{
m_currentSelectable.OnPointerEnter(m_pointerEvent);
m_clickHandler = m_currentSelectable
.GetComponent<IPointerClickHandler>();
m_dragHandler = m_currentSelectable
.GetComponent<IDragHandler>();
}
m_elapsedTime = 8;
L
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Xy mepintwon mov dgv ewvan Input Field anhd anevepyomolei to VRKeyboard, av stvon
gvepyomomuévo Ko koAet tnv cvvdptnon Select() mov extelel €va event ,TOV KAVEL «KALK
péom tov click Handler otav to Selectable avrtikeipevo van diemagn TOTOL KOV,

Eicova 280 - Xovaptnon oty kAdon VRKeyboardInput

/fWhen ENTER is pressed on the VRKeyboard
//it passes the text to the temporary input field
public wvoid OnEnter()

{
tempInputField.text =
VRKeyboardInput.GetComponent<Text>().text;

H nmopandveo cvvéptnon OnEnter() exteleiton otav 10 KOLUTL OV €)EL MOTNGEL O
naiktng pe 1o EyeRaycaster ewvat 1o xovuni Enter amo 1o minktpoidyo VRKeyboard. Otav
natn0el To Enter 0o mepaoctel to keipevo mov éypaye o maiktng pe 1o VRKeyboard, oto Input
Field mov &iye emAéEet avth TNV YPOVIKY GTIYUR GTO O VioL.

(Graillot, 2019)

8.3 IInktporoyro Ewkovikiig llpaypatikotnrog

Eiova 281 - Avukeiueva oty iepopyio k6be orknvig

¥ UlKeyboard
Background
¥ Caontent
Finput
b leys
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Eova 282 - Yrooeién tov VRKeyboard péoa oro moryvior

Eixovo 283 - Yrooeién tov VRKeyboard

['a v e160y®YT KEWEVOV GTOV EIKOVIKO KOGHO Ypig kdmota eETpd cvuokevn (OTT®G TO
TANKTPOAOY10), €WOL OmOPAiTNTN 1 XPNON KATOWG VAOTOMUEVNG OETAPNG, EUKOVIKOD
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mAnktporoyiov. Xe avtd to moryvidy, eywve yprion g eméktacns VRKeyboard amo 10
AssetSotre g Unity.

21ic mapomdve ewoves gaivetar n demagn VRKeyboard kot m yprion g, Kab®dG Kot to
TEPLEYOLEVO TNG GTNV lEPAPYIN TNG CKNVIG.

Eiova 284 - [010nteg ¢ klaons KeyboardManager

7 || ¥ Keyboard Manager (Script) ] %
Script KevboardManager o]

User defined
Is Uppercase -

Max Input Length 30 |

UI Elements
Input Text | linput (Text) )

Essentials
Keys  keys (Rect Transform) @

v mapomdve ewkova eaivetoar to Script (KeyboardManager) kot ot 1310TNnTeC, 1OV
ypnowonolel n demapn VRKeyboard, ®ote to KOLUMG o0TAC NG OEMAGNS VO €VOL
AELTOVPYIKA.

Ot pdveg mposappoyég mov Eywvav oto VRKeyboard ntav oto xovuni Enter kot 1o xovuni X
(Exit Button) mov evat yo. 10 kKAgioo (mdKPLYT)) QLTS TNG OLETAPTG.

¢ Enter

Eiova 285 - Aeitovpyieg tov Enter Button

on Click ()

Runtime Only # || EyeRaycaster.OnEnter i

- Eye Raycaster @

| Runtime Cnly || GameQbject.SethActive $ |

[WUIKeyboard | ©| []

To kovuni Enter otav moatnOet extedel v cvvaptnon OnEnter() tov EyeRaycaster dote
va petaeépet 1o keipevo amo to input tov UIKeyboard o€ kdmoto Input Field. Apov petapepet
10 keipevo, 10 VRKeyboard anevepyomoteital (amokpimteTa).

o Exit
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Eixova 286 - Agitovpyieg tov Exit Button

on Click ()

| Runtime Only ¢ || GameOhject,SetActive s
\\wUIKeyboard o]

4+ =

Evd 10 xovuni X mov ewvan to Exit Button, otav moatn0el, anid Oa kavel amdkpoyr tov
VRKeyboard.

(Li, 2018)

8.4 Ilpoypappa IHepumynong Apyeiov

e ouTo TO TOVidL, Eval amapaitnTn 1 xpNon VO TEPMYNTN apyEiwV, KaODC Tpemel
va yivet poptwon povoikmv kot JSON apyeimv. ‘Etor pévo pe avtdv tov tpomo odivetal
duvaTOHTNTO GTOV TTOUKTN Vo EMAEEEL KAOE POPE TO LOVGIKO KOUUATL BEAEL VO QOPTMGEL EITE YaL
eneEepyaoia gite yia va maigel oto puOukd pépog pe avtd. H mopakdto wova deiyvel to File
Browser mov ypnoylonoteitotl Kot 6to puhuikod Kot 6to enegepyaosTiKd HEPOS TOV TOLYVISL0V.

Ewcova 287 - Yrodeién tov mepinyntiy opyeimv péoa oto maiyvion

File Browser

CA\Usernsi\Antanis Chamilos'Documeants\Unity
* * f ProjectsiVRythmProjects \ VRythmV18iAsscts\Resources'Songs)

NoGood.ogg
chainsmokers.mp3
Black_Beatles.ogg
chainsmokers1.0gg

DemoSongShort.mp3

CJBORIKANoGood.mp3
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Eixova 288 - Io1ontes e klaons UlFileBrowser

v || W UI File Browser (Script) gl &
Script LIFileBrowser @
Ui Canvas i Canvas @
File Browser Prefab 4 FileBrowser @

¥ File Extensions

Size z

Element 0 mp3

Element 1 ogg
Portrait Mode [

To UlFileBrowser gwvat to script mov puOuilet Tov tpomo Asttovpyiog g Semapng Tov
file browser. 'Etot gyet1 emeytel va Aertovpyet pe 1010t teg moptpétov (Portrait Mode).
Emiong exetl oprotel va poptadvel povo .mp3 kot .ogg apyeia, Kabmng oto maryviot ypetdletot va
QOPTOVOVTUL LOVO HOVCIKA apyeio. Xe tepintmon mov To apyeia 6Tov eaKeAo dgv evar mp3 i
ogg tote dev Ba T ePLPaVicEL GTNV SlETaT.

Ewcova 289 - Io1ontes g kAaong File Browser

T@ File Browser (Script) [ &,
Script FileBrowser @
Your Path “Assets'Resources\Songs',

File Browser Landscape Ui P| g FileBrowserLandscapell
File Browser Portrait Ui Pref, igFileBrowserPaortraitll
View Mode | Portrait :
Hide Incompatible Files [+

o @

To UlFileBrowser mpocoappdlet kon exteret 1o File Browser, pe faon ta opicpata wov tov
000nkav. To File Browser Script maipvel kot avtd opicpata. To facikd etvor To path (Lovomdrtt
tomofeciag), TOL PAKELOL TOV TTEPLEYEL TOL LOVGIKE apyeia, Kot o Tpdmog eppdviong tov File
Browser mov gxetl opiotel og moptpaito.

o UIFileBrowser Script

Eiova 290 - Xovaptnon e klaong UlFileBrowser

/f Open the file browser using boolean parameter so it can be called in GUI
public wvoid OpenFileBrowser(bool saving)

{

OpenFileBrowser(saving ? FileBrowserMode.Save : FileBrowserMode.load);

Eova 291 - Xovaptnon ¢ klaong UlFileBrowser
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/f Open a file browser to save and load files
protected void OpenFileBrowser(FileBrowserMode fileBrowserMode)
i
// Create the file browser and name it
GameObject fileBrowserObject = Instantiate(FileBrowserPrefab, transform);
fileBrowserObject.name = "FileBrowser”;
/{ Set the mode to save or leoad
FileBrowser fileBrowserScript = fileBrowserObject.GetComponent<FileBrowser»();
fileBrowserScript.SetupFileBrowser(
PortraitMode ? ViewMode.Portrait : ViewMode.lLandscape);

if (fileBrowserMode == FileBrowserMode.Save)

{
fileBrowserScript.SaveFilePanel ("DemoText"”, FileExtensions);
{/{ Subscribe to OnFileSelect event (call SaveFileUsingPath using path)
fileBrowserScript.OnFileSelect += SaveFilelUsingPath;

h

else

{
fileBrowserScript.OpenFilePanel (FileExtensions);
{/{ Subscribe to OnFileSelect event (call LoadFileUsingPath using path)
fileBrowserScript.OnFileSelect += LoadFilelUsingPath;

h

H npdn evtoAn] mov exteAeiton dote va yivel n dnpovpyia tov File Browser otnv epapyio
¢ kéBe oxnvng evon to OpenFileBrowser(), mov kaBopilel v Aettovpyia kot TV ELOAvVIoN
tov File Browser. Ymopyovv dvo Aettovpyieg, to Save kot to Load. Onwg avaepépbnke oe
TPONYOLUEVN EVOTNTO GTO GUYKEKPLUEVO Tty vidtL ypnotpomoteiton povo 1 Asttovpyia Load ya
to File Browser.

¢ LoadFileUsingPath

H ovvapmon LoadSongCoroutine(), eKkteleitor péco omo v cLVAPTNOM
LoadFileUsingPath(), kot gwvat vehBovn yioo v @OPTOOT TOV LOVCIK®OV apyeiov Kol TV
JSON apyeimv oto moryviot.

Ewova 292 - Zoviptnon g kAdong UlFileBrowser
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IEnumerator LoadSongCoroutine(string path)
{
using (WWW www = new WWW{path))
{
{fRefactoring Path String - get useful parts
string strReplace = path.Replace("/", "\\");
string usefullStr = strReplace.Replace(
System.I0.Directory.GetCurrentDirectory() + "\\Assets", "");
string[] x = usefullStr.Split{"\\');
string songameOnly = x[3].5ubstring(8, x[3].Length - 4);
string songhMamePath = x[2] + "\\" + songhNameOnly;

Onwg gaivetor 6Ny mopandve ekova yivovtal TpocapoyE 6to string (keipevo) tov
path (tomofeoiag), MGOTE Vo AMOCTAGTOVV KATO KOUUATIOL OVTNG TN TANPOPOPIog Kot Vo
ypnowonomBodv oe dAleg Aertovpylec Ttov mouyvidov. Ov string petofAntég mov
y¥pMNooToovVTOL Yoo vo. evinuepwvocovy to Game Manager tng oknvig swot 6vo. H
«songNameOnly», mov Kpatdel LOVO TO OVOLO TOV HOVGIKOD KOMUOTIOD HETO OO OTOKOTY|
TOV VITOAOiTOL path Kot TG KaTdAnEng Tov THmov apyeiov. AAla kot 1 «songNamePathy wov
Kpatdet povo 1o tedevtaio koppdtt amo to path kot tpocdedel ko To songNameOnly. Avtég ot
petafAntég ypnowonoovvtar pécw tov Game Manager otic Asttovpyieg g diag g
GLVAPTNONG, KAOMDGS Kot 6€ AALEG Ae1TOVPYIEG TOL TTOLYVIOLOV.

Eixova 293 - Eviolég peao. oty ovvaptnon LoadSongCoroutine

GameObject gameManager = GameObject.Find("GameManager™);
AudioSource audioSrc = gameManager
.GetComponent<AudioSource>{) as AudioSource;

ffhssigning Audio Clip for GameManager AudioSource
AudioClip audioClip = Resources.load<fudioClip»{songMamePath);
audioSrc.clip = audioClip;

{/fhssinging variables to GameManager

gameManager.GetComponent<GameManager:()
.SongTimeSeconds = audioClip.length;

gameManager.GetComponent<GameManager:()
.CurrentSonglamePath = songlamePath;

//Load]S0ON
GameObject.Find("J50N_Operations™)
.GetComponent<Jsondperations>().LoadlSON();

{/fhssinging variables to GameManager
gameManager.GetComponent<GameManager:>().5ongTitle =
GameManager.allObjects.properties[8].5ongTitle;

gameManager.GetComponent<GameManager>().BeatsPerMinute =
GameManager.allObjects.properties[8].BeatsPerMinute;
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Metd mov Oa yivel n Tpocsapuroyn Tov path, 11 cuvaptnon exkterel Kot AALEC Aettovpyies.
ApyIKd QOPTAOVEL TO LOVGIKO KOUUATL e TNV Yp1on Tov povorotiov songNamePath kot Oa o
nepaoel oto Audio Source tov Game Manager. Ilepvdel otov Game Manger tng 6knvig, v
SlgpKeL TOV HoVoIKoL Koppatiov (SongTimeSeconds) kot to string pe 10 pOvomATL TOV
(songNamePath). ®optdvet ta JSON apyeia 6to moyvior pe v cvvdaptnon LoadJSON() g
KAdong  JsonOperations Kot gvnuepdvel  To  medlon. TOL  HOLGIKOV  KOUUOTION
(allObjects.properties) oto moryviol. Aeov evnuepwbovv ta medior oto allObjects.properties,
YIVETOL EVNUEPMOOT) — AVTLYPOPT OLTOV TOV TTEdimV, oTig petafAntég tov Game Manger. Avtd
T Tedia etvar o TiTAog Tov povoikov koppatot (SongTitle) kot o pvOUOS avamapoymyng Tov
(BeatsPerMinute).

(Graces Games, 2018)

8.5 Ewovikég Yrooeiels pe to Aoyiopiké VRTK

O ewovikég vrrodeitels (Tooltips) g eméktaong VRTK, ewvar apketd onpavtikés péoa
070 oy vidt, Kabng Ponbave Tov maiktn oty ekpadnom, g ¥pNnong tov maryvidov. H ypnon
TOVG YIVETOL TAV® GTO EIKOVIKE YEPLOTNPLAL TOV TOiKTY. AV dev vINPYay Ot VITOdEIEELS 16mC
ntav dVoKoAO oToV Toiktn va mponynbel oe avtd. ‘Etor dumhd amo kdbe wovumi tov
yeprotpiov vapyet Kot Eva tooltip mov deiyvel Tnv Aettovpyia Tov.

Eixovo 294 - loi1otnteg s kAdons VRTK ObjectTooltip

v [+ VARTK_Object Tooltip (Script) ﬁ E+
Script VRTK_ObjectTooltip @
Display Text Laser Trigger
Font Size 14
Container Size W 100 30
Draw Line From A Linestart (Transfarm) @
Draw Line To AL TriggerPosition (Transform) 2
Line Width 0.001
Font Color | | #
Container Color I,
Line Color -
Always Face Headset [ |

2V Topomave EKOVE POivovTol Ot 1010TNTEG TOL Script Tov YPNGUYOTOOVV OAOL TO.
Tooltips. O1 1010t TEC TOL AAAGLOVY GE KABE tooltip ekTOG 0O TO KEILEVO, EVOL O YPOUUUES TTOV
GLVOEOLV TO KAOE KOLUTL TOL YEPLGTNPIOL LE TV SIETAPT] TOV TTEPLEYEL TO KEIPEVO LITOOEIENC.
‘Etot 10 script ypnowonoiet 2 onueia (Transform yia v Unity), to onpeio mov Eekvael M
ypapun (Draw Line From) kot to onpeio mov katainyest (Draw Line To).

o ApyKn 6KNVI] Kol 6KNVH pUOUIKOY pépovug
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Ewcova 295 - Yrooeién tov Tooltip oto apiotepo yeipiotipio
TG OPYIKNG OKNVIG

Eicova 296 - Avtikeiuevo. tov apiatepod yeipiotnpiov otny
1epapyio. te oknvHG

¥ LeftControllerPartPositions
¥ SelectButtonPosition
b SelectButtonTooltip

2T1C mopomdve oveg @oivetal n xpNon TV tooltips oty apyikn oknvr Kobmg Kot 6TV
GKNVN TOL PLOUKOD HEPOVG. Ze AVTEG TIC OKNVES YiveTal Ypnor Hovo evag tooltip, mov vdpyet
GTNV OKAVOGAN TOL OPLETEPOD YEPLOTNPIOV, OV VTOOEIKVVEL TNV AELTOVPYIO KETAOYT»
(Select).

o YKknVN| emeCePYusTIKOV PEPOLGS.

Ot o ToAAEG AE1TOVPYIES TOV YIVOVTOL [IE TNV YPNOT TOV YEPLGTNPIOV, EVOL GTNV GKNVI
TOV EMEEEPYACTIKOV PLEPOVGS. XE QTN TNV GKNVI 6XEOGV OAOL TOL KOVUTLA TV YEPLOTNPI®VY EYOVV
KOTOWL AEITOVPYIKOTNTO. XTIC TAPOKAT® €KOVeES @aivovior To aviikeipeva tooltip oty
lepapyio g oknvig, Yo kébe yeipiotiplo.

Exovo 297 - Yrooeién tov Tooltip oto
OpITTEPO YEIPLOTHPIO, TTO ETECEPYO.OTIKO
HEPOS

Eixovo 298 - Avuikeiueva, tov
OPIOTEPOD YEIPLTTPIOV TTNV IEPOPYLO,
TG OKNVHG

¥ LeftControllerPartPositions
¥ MenuButtonPaosition
 Tooltip
¥ AllTooltips
F TouchpadUpPosition
b TouchpadDownPosition ¥ RightControllerP artPositions

Eova 299 - Avukeiuevo, tov 0100
JEPITTNPIOL TTNY 1EPOPYIO THS
OKNVAS

b JoystickUpPosition ¥ AllTooltips

b JoystickDownPosition P TouchP adPosition
b SideButtonPosition b TriggerPosition

b SelectButtonPosition b JoystickPosition

270 ap1oTEPO YEPICTNPLO LIAPYEL GVVEXOLEVA EVEPYO TO tooltip «Helpy», mov cuvdéetan
oto Kovumi «Menuy, tov yeprotnpiov. Kot ypnoiponoteitor o€ mepintwon mov o moiktng oev
yvopilet 11 Aettovpyieg TV yepLoTnpinv.

Mo matnBetl to Menu kovuni, 10te anevepyonoteitar to «Help» Tooltip kat evepyomotovvon
OAol ToL VTOAOLTOL, TOL OTTOT0L OELYVOLV GE OANL TOL AEITOVPYIKA KOV UTTLA.
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Exova 300 - Yrooeién v Tooltips oto emelepyaotino uépog

Plane Move Up

Select Plane Move Up Fast

Plane Move Down Fast Laser Trigger

Left/ Right Head Motion x
Plane Move Down >jay / Pause Teleport

"ETo1 Y100 T0 0p1oTEPO XEPIOTNPLO 1) avTIoTOl) o™ T™V tooltip pe Ta kovumid ewvon 1 €€ng:
Select — Trigger Button (ZxavddAn)

Play/Pause — GrabGrip Button (ITAaivo kovpmi)

Plane Move Up — Trackpad North (Emedveia apnq)

Plane Move Down — Trackpad South (Emdveia agpnc)

Plane Move Up Fast — Joystick Up (MoyAdq)

Plane Move Down Fast - Joystick Down (MoyAdg)

Evd 1o to de&l xeprompilo n avtictoiyion tv tooltip pe ta kovumd ewvon 1 €€ng:
e Left/ Right Head Motion — Joystick Left / Right (MoyAdc)

e Laser Trigger - Trigger Button (Xxavodin)

e Teleport — Trackpad Button (Kovuni empdveiag apng)

(Sysdia Solutions Ltd, 2019)
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Eniloyog

YounepdopoTo

Av1t 1 gpyacta glye oKomd Vo TAPOVGIACEL TOL GTANL TNG AVATTLENG EVOG T VOO0
oL VIOGTNPILEL TEYVOAOYIOL EIKOVIKNG TPOYUHOTIKOTNTAG, UE TNV ¥pnon ¢ Unity kot tng
enéktaong SteamVR. Ta tpdTo 6Tdd10, TOV NTAV 1] EVEOUATOON TNG EnékTaoTg SteamVR e
T0 T vioL, oamodsiytnKav OVoKoAN Kot ypovoBopa, KaOMOC vTapyovv acLUPATOTNTES Kol
TOAAEG OAAOYEC OTIG KOVOUPLEG €KOOGELG TNG emékTaons. AvTéc ot aAhayéc Oev mTav
TEKUNPLOUEVES Kot OV LINPYOV TOAAE PHECO EKUAONONG Yo TV GUYKEKPIUEVT] ETEKTACT) OTNV
Unity. Avt) Ba ntav po oAdayn Tov TpotlekT, OOTE va ypnotpomombet po mo e0KoAN ¢
TPOG TOV ONUIOVPYO EMEKTOCT], TOL OOVAEVEL YWPIG TPOPANUATO GTNV unity Kol OV EXEL
SOKILOGTEL 0TTO TEPIGGOTEPOVS dNUIOVPYOLS. METa TO 6TAS10 TNG EVemudTmong tov Steam VR,
dev vpEav aAda TPOPANHATO GTNV AVATTLEN TOL ALY VIS0V,

[evikd etvor TOAL oNUAVTIKG, STV PLOUN(0VIC TOV NAEKTPOVIKAOV ALY VIOV, AAAN Kot
EQOPLOYDV, VO £(OVV VTOYLV TOVG QTN TV TEXVOAOYin, KAOMDGS te TNV cuveyoduevn Kot paydaio
avamTuEn TG, dtvetar 1 SLVUTOTNTA GTOVG TAIKTES, V. PLOVOLV dPOPETIKES epmelpiec. 'Etot
apyOTEPO TTOV 1] EWKOVIKY TPAYUATIKOTNTO THAVAOS Vo var £vo Bactkd HEGO Yo TV XpNom
TOLYVIOLDV Kot GAA@V ToAvpHEc®wV, M Propnyavia Ba otpaesl Tpog avtd tov topéa. Ilpog to
POV OIS PAIVETOL VTTOPYOLY EALYLGTOL pLeyAAOL TiITAOL Tay VoDV Yo VR, kaBmg dev vapyet
pHeYaAo Kowd mov pmopel va To XpNoHomomcel. Avtd to TPOPANUa onpovpyeitor 00Tt
VILOPYOLV ALYEC DAOTOCELS GLGKEVMV EIKOVIKTG TTPAYLLOTIKOTNTOG KO EWVOL TOAL 0KPLPES Yo
TOV HUEGO KOTAVOAMTY.

MEeALOVTIKES ETEKTAGELS

To ouykekpipévo maryviol otoyedel udvo otnv uPvdion Kot v yoyoymyio Tov moikm,
aAla umopel va emektabel, Kot ToTOYPOVA VO EYEL TPOKTIKY XPNoT Tov. Mia T€Tota EnéKTao,
Bo pmopovoe va gwvat 1 XPNOT TOV KWVNGEDV TOV TOUKTN UEGO GTO Ty viol Kot va yiveton
VIOAOYIGUOG, TV Beplidmv mov Kotavorl®dvel. 'ETot pe avtd Tov Tpomo o monyvidl 6ToyevEl
Kot 6TV €KydpvaoT tov mtaiktn. Extog amo v enéktact tov moryvidloh, Tov GTOYEVEL GE L
SLPOPETIKN YPNOLUOTNTO, LTOPOVV VA YIVOLV KATO1ES TPOSHNKES MOTE VaL YiVEL TO Oy VidL Lo
TPOKANTIKO GTOV TTaiKTY), Kol KAToleg mpocsOnkeg mov aAhalovy To oy vidl Kot To Kdvouv mo
SLOOKESACTIKO.

‘Etol pepicég amo awtég T1g mpooOnkeg kol oAloyEC €val M xpNom TOyKOGHiov
OL0OIKTLOKOD TIVOKO TOV KPATAEL TO OKOP Y. KAOE HOLGIKO KOUUATL, MOTE VO OIVETOL M
EMAOYY] GTOV TAIKTN Vo TPOSTAONGEL va. VIKNGEL avtd T0 okop. Mo emmAéov aAlayn, Oa
UTOPOVGE VO EWVAL TOV 1010THTOV TOV OVIIKELEVOV MOTE VO ONUIOVPYOUVTAL £XOVTOS KATOo
KMon kabhg kot va opileTon pol amo TIC TEGOEPIS MAEVPES TV KOLTIOV 7ov Ha mpemet
OTOKAEIGTIKA VO YTLUTNOEL — OAANAETIOpAoEL 0 TaikTng. Mia akdun aAiayn, Oa pmopovoe va
EWVOL OTNV QOPTMOT HOLGIK®V KOUUHOTIOV. Avii va yivetor @OpT®ON TOMKG OmO TOV
amofNKELTIKO YMPO TOV VTOAOYIGTN, Va yiveTot anevbeiog stream omo To H1001KTLO TO HOVGIKO
Koppdtt ko va katefaivouv ekeivn v ottyun to JSON apyeia tng miotag. Aniadr| otov
onuovpyeitoar po. motd oto emeepyaoTiKO PEPOG, OO TOV MOIKTN v €MALYEL YO, MO
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OLOOIKTLOKO HOVGIKO KOUATL BEAEL Vo OTIAEEL pia TOTO, Ko LOAS TNV ONLLLOVPYNGEL QLTH TV
niota avtn Oa avePaivel 6To S10dikTLO PO e AALEC TOTEC AALMY TOKTMV. XTO pLOKO UEPOG
otav 0 maikTng emAEEEL €va SLOdIKTVOKO HOVGIKO KOUWATL, Vo EMAEYEL O TOTO, 7OV
dnuovpynonke amo avtodv N dAAoVG TaikTeS, BEAEL va aiEet.

Av106 10 Oy VidL pumopel va emektafel Kot va PertiotomomBet, e 0mo1admoTE TPOTO, UPKETA
EVKOAL, KOG pmopet vo vAorom el kot va Tpocopotwbel oxeddv otdonmote otnv Unity.
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