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ITepiAndm

H epyaocio autr emyelpel var yenowonotioel Ti¢ TEAEUTAUES BUVATOTNTES TOV TE-
YVOROYLWY ETAVENUEVNS TEOYUATIXOTNTAS OF €Val TEOBANUOL YWEHAC TAOHYNONS TEOC
&Y VOO TO TEOOEIOUS, UE OTOYO TNV EMTEYUVOT TN dtadixaciog xaddg xon addnomn tng

AMOTEAECUATIXOTNTAS TNG.

Apynd mapodétoupe 1660 10 YewnenTNd 660 o TO TEYVOROYIXG LTOSadpo Tou
medlov. ‘Emeita, ue t yeron twv Microsoft Hololens, ta onoia amoteholv tov mo
TEONYUEVO EXTEOCKTO UETOEY TOV ERYUAEIWY ETAUENUEVNC TEAYUATIXOTNTOC, TOROUCH-
GlouUE AEMTOUEPMS TO OYEBLAOUO o TNV avdmTuén tne epapuoyric HoloNav oe autd
10 TEPBdANOY, YenotuonotwvTos epyaieia onwe to Unity xou to Microsoft Visual Stu-
dio. To HoloNav détel oToug yprioTteg Tou €vay TEAIXO GTOYO - TEOOELOUO XL AUTOL
oxohovdwvTag Tic 0dNyieg xon o omTnd epediouato TEENEL VoL PTAGOUY WS TOV TEAXO

TPOOPLOUOG, EMTEADVTUS G TUBLIXE ULXPOTEQOUS GTOYOUG.

Ipocopuélovtac to HoloNav yia yerion otoug xevtpixolc 8pdpous Tng TOANG TNg
Hdtpog, Sie&dyouye pio UEAETN UE yeriomn TS eQapuoY g ond delyuo atouwy (N=12) pe
UNOoLV TEOTYOUUEVT] euTtelpla UE AUTES TIC TEYVOROY(EC Xt GUAEYOUUE GOty el oo
NV O TOUG TPOCWTIXY| A€LOAOYNOT TNG EUTELRLOG TOUG, Xadig X0l amd TOQUTNRHOELS
HoC Xt TN OLdipxelor Tou TEwpduatog. H uehétn agopd 600 exddoel Tng (Blog qopuo-
S, UE UETOBOAT Uag OYEDBLC TIXHE ETLAOYYIC XEVE POEd, TOU apPOEd TNV YENOWOTO|oN
1 Oyl g Aettovpyotnag twv World Anchors ané ta HoloLens, ot onofol mpaxti-
%3 avtioTotyoly o oTadepd onueior avaPopds OTO YWEO, OTOL XL ‘oyXxupGYOVTAL Td
ohoypduuaTo.  XTr CUVEYEL, avahDOUUE To GTolyEld auTd xan cLYXEivouue T BUO
ueddooue, EEAYOVTAUC CUUTERACUATO TOCO YLOL T TAEOVEXTHUATO X0 TOL UELOVEXTHUOTA
e xdde plag, 660 xaL Yo TIC YEVIXOTERES TPOOTTIXES XAl TEPLOPLOUOUE TN Yerong

TEYVOROYLWV ETAUENUEVNE TROYUOTIXOTNTAS YIo TNV AVTETWTLOT ToU TEOBAAUATOC.

Téhog, napovoidlouvue mdavég npoextdoelc Tou HoloNav pe 5edouévee Tic Tpdopo-
tec avoPoaduioec oto tEYVOLOYIXG LTOBopo e TNV avaxolvwon twv HoloLens 2 6co

xo P TAVES OLUPORETIXEC XATEVDUVOELS 1) OYEDIUOTIXES ETLAOYECS.
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Extetapévn Hooypotixotnra, Eraugnuévn HMpayuatotntoa, Mucty| Hporyuatindtn-
T, Hololens, ywoeux mhorynon, ywewxr yoetoyedgnorn, Unity, Microsoft Visual Stu-
dio, AZoh6ynon



Abstract

This thesis tries to use the latest advancements in augmented reality technologies
to address the problem of spatial navigation to an unknown destination, in order to
reduce the time needed and increase the e [edtiveness of the above process.

Firstly, we talk about both the theoretical and the technological background of
our field of study. Then, using Microsoft Hololens, which make up for the most
advanced representative between augmented reality headsets in the market, we pre-
sent explicitly the design and development of the mixed reality application HoloNav,
developed in Unity and Microsoft Visual Studio. HoloNav establishes a final point
- destination for its users and they have to follow the instructions (given through
the use of holograms) to reach the destination, completing smaller objectives in the
process.

Adjusting HoloNav for usage in the city center of Patras, Greece, we conduct
a user study by having a sample of people (N=12) with little to no augmented
reality experience test our application and gather data from their own personal
subjective evaluation of their experience as well as from our own observations during
the process. The study includes two di Lerknt versions of the same application, each
time modifying one design variable, by utilizing or no the functionality of HoloLens
World Anchors. World Anchors are fixed spatial points of reference that act as a link
between the virtual and the physical world by “anchoring” holograms to a certain
point in space. Afterwards, we analyze the data and compare the two approaches,
reaching conclusions about each ones’s advantages and disadvantages as well as the
general potential and restrictions of the usage of augmented reality in order to deal
with the issue of spatial navigation.

Finally, we present future prospects of HoloNav taking into account both the
recent technological updates with the unveil of HoloLens 2 and dilerknt possible
design directions or decisions.
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FEuyapiotieg

Oa Al vor EUYUELOTACK TOV LTOPHPLO BLddxTopa Tou Ilavemotruou Hatpwy,
[pyo Pdmtn, yio tnv e€anpetiny| cuvepyasia mou elyoue, Ti¢ 6éeg, TIc UTOdEEELS X
™ Bordeld Tou oe dha Tar oTABLL AVETTUENG AUTAS TNG OLTAWUATIXAS EQYACTAS, apoD
Ywelg auTtéY To anoTtéleopa Umopel Vo NToY AEXETE DLAUPORETLXO.

Oa Nieha ermlong va evyaplothow Tov x.ABolpn yia TNV euxatpla TOL You EdwWoE
vor avokdfBe autd o éua und Ty eniBAedr Tou.

Téhoc, evyaploTe TOcO Tar dtoua To omoio eV Yépog oTr dladxacta T allo-
AOYNONG %ot GLUVEBAAAY UE TOV TPOTIO TOUG GTNY OAOXAPWOT AUTAHS TNG EpYaciag xadg
X0 0T TEOCWTA TOU OLXOYEVELNXOU Xall PLAXOU UoU TERIBEIANOVTOC ToU UE GTARLEOY

huyohoywd xatd T Sidpxelor aUTASC TNG TOADUNYNG dladLxaolag.
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Kegpdiowo 1
Fiooaywyn

Iotopwd, o dvipwnog avalnTd TévTa TOV TO YR1YORo TEOTO Vo PTACEL GTOV TRO-
optopod tou. O Mo Topadoctaxdg TEOTOG Yo TNV EVPECT| TG OWOTAS BLadEOUNG TEOG
€vay dyvwoTo Tpooploud eivon o e€rc: Bploxouye xdmolov mou yvwpeiler tn Swadpour
(xatd meotiunon v €yel axoloulfoel TaAUOTERO O (Btoc) xon autoC uoc xodoomnyet
UECL PWVNTIXOV EVTOA®OY Tou TpoceyYllouv TN wop@r akyopiduou €yovtag QuoLxd
mdvta péoa Tov avlpmivo Tapdyovia. Evallaxtixd, ou dvipmnol €youy yenoylomol-
AoEL xaTd xanpolg epyaieia 6Twe ol TuEidee, 1 Véom Twv doTewmy 6oV BRadivod oupavo,
xS XU YAUPTES Yior TNV ToYUTERT) XOU ATOTEAEOUAUTIXOTEQT) TAOHYNOY| TOUC.

Me v avdmtuén tng teyvohoyiag, feday véa uéoa xaL TPOTOL VoL EXUOVTEQVIOTOUY
Ol TOEATAVE BLadLXao{eg. LNuavTiXdTERO OAWY, OL VEEG TEYVOROY(EC EVTOTIOUOU Vo
xou To mayxéopto obotnuo ottypatodétnone (GPS). Me tn ypeYion toug, o dvipwrog
omoute{ton amAd var 0ploeL TOV TEAMXO TOU TPOOELOUS Xou ETELTAL VoL AXOAOUTHCEL vl GET
ATAGY OONYLOY TAOYYNOTG.

To tehevtador Ypovia, EYOUNE TNV AVABUCT) VEWY TEYVOAOYLOY TTOU 0GYOAOUVTAL UE
TOV GUVOUUOUS TEAYHATIXOU %ot Pnplaxol xOcpou, xadng xou Ue Tig VEEg pedddoug
aAnhenidpaong avipmnou - utohoyto . Ou teyvoloyleg auTEC XahoUVTOL UE TOV OPO
- ounpéha: Teyvoloylec Extetapévne Mpayuatxdtnroc (Extended Reality), o onolog
TepLhopfdvel Ghoug Toug TeoTOUE Xal Toug Bardiuolc GTouS OTO{OUC UTOPOLY VoL GUVBUN-
0 TOLY oL 8U0 xOOUOL o GAOUC TOUC TPOTOUS AAANAETDpaoTC avipdTou - UTOAOYLOTH.
Enttypapotind var avapEQOUlE OTL CTUAVTIXOTEREC UTOXAUTNYORIEC TOL ToRUTAVG OPOU
anoteholv 1 Emovix (Virtual) xou n Enavgnuévn (Augmented) porypotixotnra.

Me v emaudnuévn meaypaTixdTnTo, UTEEYEL 1) BUVITOTNTA TEPATERW dENoNS TOU
eTTESOL axpBelag xon ASTTOUERELNG OTY) OYEDLACT] TNG XATIAANANC BLadPOUNS TPOG EVay
Tehx6 mpooptoud. Ta Mdn undpyovta Pngroxd epyoleta mhorynone (ydetes, xateu-
Yuvtipla BEAY, mvaxides, mAnpogoples Bradpounc) unopolv TAEOV Vo EVowUATwIoDY
ATEOGXOTTU GTOV TEAYHUATIXO x6ouo. Ta undoyovta cuothuata GPS nopadelypatog

Ydpty, amoutoly wg éval Bardud amd To ¥eHoTNH TV CUCYETION TNG TUREYOUEVNS (Lo~



2 Kef laio 1. Eisagwg

xNG TANEOQORIAG OE XYTL UE TOV TEAYHATIXO XOOUO Tou avTthaudvetour yopw tou. H
xenon twv teyvohroyiwy Enauinuévng Hooypoatixdtnrag, Yo yropodoe Yewpntixd va
opPBAOVEL QUTEC TIC OLOPORES Ko VoL LETATEEPEL X TdAL TNV TAOTYNoT OE Lo Blepyasia
ToL UotdleL QUOLXH.

H ywewn) mhofynon tov avilp®drwy pe TNy ETUENUEVY) TEAYHATIXOTNTO UTOREL Vo
mpoypatonotniel ye mowdiioug tpémouc.  Lnuovtixd peTofAnT anotedel 1 yerion 1
Oyt oTtodepwy onueiwy avaopds, Tou To cloTNUA Vo TEENEL Vo Tapoxohouvlel xou
vo amodnuelel T Yeor Toug Ye Ty mdpodo Tou yedvou. Kdti tétolo npocdétel emi-
mhéov PBdpoc 6To GUCTNUE Yog xat xorhoTé Tn Sadixaciar avamTUEnNG o TOAOTAOXY,
eCoo@ahilel ouwe TNV 0pBoTERT CLUOYETION TEAYUATXOU Xt YN@Loxod xOOUoU T6G0
oo TS YPNOUOTOLOUUEVES GUOXEVES ETOUENUEVNE TEAYHATIXOTNTOC, OGO Xol ATd TOUG
Yerotec. Xuvdudlovtog Ohol To TUEATAVG, TO ERELVNTIXG EQMOTNUA TOLU TEOXUTTEL Vo

umopoloe va dtatumeel we e€Ng:

Mrmopotje ue tnr teyvoloyia enavénuérns mpaypatikétntas otny tapoloa Lopen
TNS va ONHIOUPYOoUE oUoTHMaTa YwplknS tAonynons; Kai av vai, pe mowo tpdmo n
xpnon twwv otalepav onueiwy avapopds ernpedler tny arédoon kar TNy eumelpia Tou

Xpnoen;

[t vou oamoyTCOUPE GTO TRV, YENOOTOMooE TNV TeheuTtaior AéEn Tng Te-
YVohoYiog GTO Y®PO TN ENAVENUEVNS TEAYUTIXOTNTOC, TN QOENTH OLETOET XEQUANC
Microsoft Hololens, o vo Snutovpyicoude 800 eXBOCELS Lo EQUPUOY S Y WELXNC Tho-
fynong, He xou ywelc T yeron otadepmy onueiwy avagopds. e avtideon ye dAeg
Simhwpatixéc oTo Yoo [12, 36], otny mopoloa BimAwuatiny epyasio aoyOAOVUACTE Ue
Tov Thfen xOxAo oyedioong, avdmTuing, xat a&loAOYNONG Lol OAOYQAUPXNC EPUPUOYHC
oto. Microsoft HoloLens. ‘Encita, cuyxpivaue Tic 600 BlopopeTinée ex8O0EC Xol |UE-
AETACOUE TIC YEVIXOTEPES TPOOTTIXES TNG EMAUVENUEVNC TEUYUOTIXOTNTAS GTO TEdlO TNg
YWEWAG TAORYNONG OF L0l UEAETT) YENOTWY HE €VaL OElyUa DOOEXN ATOUWY.

1.1  Aoun tng Awrmiwupatixrc Epyaoclag

H ocuyxexpwévn dimhwupatind| epyaoia elvar ywetopévn oe 6 xe@dhono. XT0 %E-
pdano 2 yiveton Siepelvnor oe Bddog T600 Tou YewenTinod 6G0 xo ToU TEYVOLOYLXO00
umofdipou Tou oy ETI(ETOL UE TO AVTIXEIPEVO UG, LT CUVEYELN, OTO XEPIANMO 3 TEPL-
YEAUPETOL AVOAUTIXG O GYEDIAOUOS Ko 1) VAOTIOIMNGT) JLaG EQUQUOYTS Y WEWAS TAOTYNOTS
woll ue OAeg TIC amOPdoElC Tou ThEUNXay XATd TN OLdEXELN TNG avATTUENS. XTO Xe-
pdhono 4, yiveton alloAdYNoT TN EPUPUOYTC OE TEUYUUTIXES GUVINXES Xol GUAAOYT
OEBOUEVLY allONGYNONG. 2TO XeQdAoto 5 Tar BEdOUEVYL T ovarhbovTon xan €4y ovToL



1.1 Dom thc Diplwmatik ¢ Ergas-ac 3

CUUTERAOUOTA TOGO A6 T1) PACT TOU OYEBAOUOV 600 Xou amd AUTH TNG A&LOAOYNOTC.
Téhog, 010 xe@dAono 6 Blvovton €V BUVAUEL HEANOVTIXES TROEXTAOELS TNG €pYUoiag Uog
elte pe TNV avdmTuln TEPAUTERL TEYVOAOYLOY ETE UE TN BIEPEUYNOY TOU TEOPAAUATOC

o€ OLPOPETIXN [BdoT).






Kegpdiowo 2

OswenTtxd - Teyvohoyxo
YTroBadeo

2.1 Xowpwn IThoAynon

2.1.1 Opiopoc

Mt oo Tig avopiunteg Aettovpyleg Tou avipmnivou eyxepdhov, eivon autr Tou
otvel 670 dTtopo TN duvatdTNT Vo TERLNYELTAL OE €va omolodnTote TEpBdAlov. H de-
ELOTNTOL UTY| OVOUALETOL YWELXOS TEOGUVAUTOMOUOS Xou Efval amopaftnTn Ylol TNV TEo-
OOPUOYT) TOL UTOUOU OF Eva VEO TEpU3dAAOY X TNV amAY| ueTdPBacT and To €va UEEOC
oto dAho. To xoupdtt Tou eyxepdiou Tou ovoudletar ITTOXUTOS, elvar UTELHUVO Yia
™V yopewxr Thofynon tou avipntou oto nep3dihov tou. Ilo cuyxexpuéva, Bondd
T0 dTopo vo avTiAngel mou Bploxetar, twg Hede 0To cuYXEXEIUEVO onuEio xaL Tolog
elvor 0 xotdhhnhog TeoTOC Yo vor Thonyniel u€ypl Tov ETOUEVO TEOORIoUO (37].

H avdntuén dellothtwy Thofynong Umopel vo amodelyTel EVERYETIX Yl TOV LT-
TOXUUTIO. TNV TEAYHATIXOTNTY, 0w E0eLEe piar HeRETN epeuvntey tou University
College oto Aovdivo [34], 1 ouyvh yprion SelloTAtwy TPOCUVATOMGUOU Xou ThORYT-
one umopet vor 0dnyroel oe adENom Tou PEYEUOUC TOU ITMOXUUTOU KoL TOU EYXEPIAOU
yevixotepa. Avtiotpoga, 1 0edioTnTo AUTH TOAES Qopéc Tpoobdlopileton we “use it or
lose it”. Me amhd Aoyto, unopel vo eaodevioer onuavtixnd av dev e€aoxeiton. H yprion
¢ oVYYeovng TeyVoloyiag umopel va ennpedost Tpog auTh TNV xatediuvor), PE Toug
oavlpdmoug var axoAoutoly TUQAS Evol GET 0ONYLWOY YWEIG Vo AAANAETLOPOUY ETOEXMS
ue to mepBdiiov touc [38].

Koppdt tng dradwactog tng ywewxrc mhofynong etvar 1 dnuroupyio Tou vornuxol
YSetn. ‘Evoc vonuixde ydetne (cognitive/mental map) eivor évag timog ovamopdoto-
OMC TIOU YPNOWOTOLEL O EYUEPAROC ETOL WOTE VoL ATOXTHOEL, VoL amoUNUEVCEL, Vol X0l

XOTIOLOEL XA VoL AVUXTACEL TANPOPORIES YLoL TIG OYETIXEG VEGELS X0 TAL Y UQOXTNELO TIX

5
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ToL YweWwol Tep3dihovtog. H dnutoupyio tou Baciletan o Sudgpopes Tyée, xuplwe
(0AAG Oyt amoxheloTind) oto alotnua 6paonc. Meydho pépog tou exdoTote vont-
%00 ydptn Baoileton oe dnuiovpyolueva ofuata xivione (self-generated movement
Cues), eve xatevuvTtrpLa oﬁpoctoc/mvocxi%eg xau omnuelor avapopde Tou TEpBdihovtog
elvon emtlong moAD ornuovTd [25]. To EVOLUPEPOY E TOUG VONTIXOUG YUOTES, Elvor OTL
UTOPOUY VoL OYEBLUO TOVY ETUEXMS OE OTOLOOHTOTE TEPYSEALOY, UE UEAETES Va € OLV De-
(el 6L vonTixol ydpTe xataoxeuacuévol yia dmgloxd TtepddrrovTa eivar cuyxpelotuot

e autolg Tou dnuoueyHiNXay Yl Tov Teayuatixd xéopo [51].

2.1.2 Xpnon teyvoloyloag yia ywelxr TAORYTN oM

Me v avdmtun tng e vohoylag xou TNV auEavOUEVT YO XWVITMY CUCXEUGY, 1)
Yenon TeYVoAoYLOY evioTiouo) Véomng (n.x., GPS) YENOWOTOLE(TOL EVPEWS WOTE VAL O
YeNotNne va emTEENEL 0TV Te)Voloyia var yvwpeller Tnv ¥€on Tou xou vo Tou TeoTelvel
7 OLadpour| MOTE Vo PTACEL GTOV TPOOEIoUO Tou. Mia amd Ti¢ o YVeoTeg unnpeoieg
mhofynong etvar 1 unnpeota Google Maps. H npdtaon yio ) dwdpopr| Pocileton oe
OLépopec TopauéTEOUC OTWS 1) amoYuYT eunodiwy [24], ou avdyxec mpooPacydtTnTog
28], onueio evBuapépovtog [31], éxtonto ouuPdvta [32], Sapopetind péoa xou dpduoug
mhofynong [59].

O véec teyvoloyieg (m.y. TEYVOROYIEC EXTETUUEVNC TROYHATIXOTNTAC), VLol TIC O-
moleg Vo WA COLUE GTNY ENOUEVT EVOTNTA, €Y 0UV CUUPBAAAEL WOTE Vo BEATIOCOUY TNV
eunetpla Thorynong oe oyéon pe TN ouvdfotixr teyvoloyio. Autd emTuyydveTon ue
OL8POPOUS TEOTIOUC OTLC 1) AVALYVWELOT) GTOYEWY GTOV TEQIBIAAOVTO Y (PO OF TEAY-
Lot Ypovo [7], N ¥phom Exovixdy avTxeévewy yio Ty xadodiynon tou yelot
52] o Sudgpopes poppéc xon Uhog eupdvions oty 096vn Tou yerotn [56], 1 dnuovpyia
¢ Sladpourc oty 006V ToL YENo TN, OTKC GE UL GUOXEVY| XEQatrc [63], 1 Suvouxn
EVNUEEWOT) TOU YENOTN OYETIXG UE U AVAUEVOUEVA GTOLYElN TEPUSHAAOVTOC OE TRy o
6 yeovo [46], xou 1 dueon Tpoetdomoinom Yo onuavTixd o Totyelo xou xatac Tdoels (6],
OTG UTOEEN PAVIRLLY, EXTYIMUEVOS YPOVOS X0l ATOCTUOY) EVUANIXTIXWY BLABROUOY,
XA LTNY ENOUEVY EVOTNTA TOEOUCLICOUUE TIC OLAPOPES OLUCTAOELS TNG EXTETAUEVNS

TEAYHOTXOTNTAG (EXOVIXY, ENAUENUEVY), XL XTH TporyHoTiXoTNTa) ot Bdidoc.

2.2 Extetopevn Heayuatixdtnta

2.2.1 Ewovixy Ipaypatixdtnta

Y10 TPWTO dxoucpa TNS ovouaociauc Tne, 1 eovixr) tparyatxotnta (Virtual Rea-
lity - VR) axolyeton ooy x4t o&0uweo. Av x4t elvat eixovixd, ond Tov 0plond Tou

oev ebvan xou mparypotind, xou avtiotpogo. Ilap” dha autd, undpyel xdmow Bdon otny
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opoloyio auth. ‘OTtay xdmoL0¢ ELCERYETUL OE EVAY EXOVIXO XOOHO, XATY UL £VVOLX
clogpyeTal O Lol OLapopeTint| TeayuaTotnTa. O x60u0g Tou avTthauBdveTon Ue Ti
aoVhoeLC Tou (GpaoT), axor|, ¥AT.) YIVETOL 1) VEX TOU TEAYHOTIXOTTAL

Me e€omhiopd exovixhc mpaypotxdtnrag (m.y., Oculus Rift, HTC Vive) o o-
TOLOGONTOTE UTOEEl Vo avTIXEIoEL EVory XOOHO TIOU OLBEULA OYECT) EYEL UE TO OTIONTOTE
et ovvndioel va BAETEL GTOV TEOYUATIXG (QUOLXO) XOCUO, EVEHD TUREAANAOL VAL UXO-
Uoel fyoug mou Bev potdlouv pe 6oa €yel ouvndioet va oxolel. To Teheutala ypodvia,
0Vo eivon oL x0plot Toueic 6Tou BluxplvovTol XU AVUTTUCCOVTUL EQUPUOYES ELXOVIXAC

TEOY HOTIXOTNTOC!

e Y1 Snuovpyio OVTUCTIXWY EXOVIXGY XOCUMY PE GTOYO TNV Puyarywyla xal
Saoxédaon [10, 16, 55, 57].

e XNy evioyuon Tng EXTUOEUOTC YL TRy UATIXG TEQUSGAAOVTU UE TNV TROGOUO-
fwon Woag TeaypaTixoTNToS 610U oL dvilpwtol utoeolv va eCacxnioly oe auThHY
vwplitepa [35, 41, 47, 61].

2.2.2 Enauvinuevn llpaypatixdtnio

Avtideta, n emowénuévn mpoypoatixotnta (Augmented Reality - AR) eivon 1 te-
yvohoyio mou emtpénel Ty yerion otpwudtwy (layers) mou éyouv dnuoupyndel amd
urtohoytoth (computer — generated) ndve and v undpyouca mpaypotxdtnTe. O
XeNotng O ydvel amd To UTLO TOU TOV TEAYHATIXO XOOUO, AUTOS OUWS YiveETon OLo-
popeTindg e exovixd avuxelyeva. ‘OAeg ol egopuoyéc AR drnuioupyolvTon pe Té€Toto
TEOTO WOTE OL BUO XOGUOL VoL Etval POy o EVOWUATOUEVOL O EVOC GTOV GANO AhAS TToRAA-
Anhot vor umopolv va Loty weto Tolv e0xola amd Tov Yenhotn. O egopuoyéc enauinuévng
TEUYUOTIXOTNTAS UTEEYOLY TavToU 0TNY XAIMUERVOTNTS UaG €D oL UEXETE YOV,
oMo ToL YUK TV AdANTIXOY UETAOOCEWY PEYPL ToL DEATIO XoUEoy, EVK TOAD YVWOTO
nopdderyua anoteel 1 eqappoyy) Pokemon Go [43]. H yperion AR teyvohoyidv éyet
GUVELCPEREL GTY) ONULOVEY (A TAODGLOY EUTIELOLMY YL TOUS YO TES OF BLdPOpOoUS TOUELS,

6moe o mouyvidta [15], 1 exnaidevon [20], n vyela [22], n 0dXynon [48], xir.

2.2.3 Muwty Hpaypatixotnta

Ov mo mpdoguteg e€ehilel 0TOV XAEDO OUWS APOPOLY TNV ULXTY| TEOYUATIXOTN
T (Mixed Reality - MR), y0pw and Ttov oploud tng omolag emxpatel axduo opxe
oUyyvon. Ilepinntind, oe eva tepBdrrov MR, o ypotng unopel vo det etxovind o-
VTIXElEVE OTwe axEBOC xo 0TV ENAUENUEVT TEOYUOTIXOTNTA, UE T1) Blapopd TN
OUWS OTL ToL AVTIXELUEVAL AU TE UTOEOVY VoL AAANAETULOPEGOUY [UE TOV TROYHATIXO XOGUO.

Katd pla évvoia, 1 MR, amotehel wio e€ehryuévn poppn AR.
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e —-

_h. -q—
Real Augmented Augmented Virtual
Environment Reality (AR) Virtuality (AV) Environment

Mi!gram 's Reality-Virtuality Continuum (1994)

Yyfuo 2.1 H osehgoncor eta&h mpory Latinod 1o ELXovixol XOoUoU OTKS TEOTEUNXE and
touc Paul Milgram xou Fumio Kishino [40].

Hapdhhnha, undpyer wa poperh e MR mou mpooceyyiCel nepiocdtepo v VR.
O yphotne eloépyeton o€ €vay EXOVIXO *OGUO, ARG aUTOC EfVOL TEOGUPUOGUEVOS UE
TETOLO TPOTO WOTE VO TPOCOUOLWMVEL ¢ eval Badud tov yweo Yipw and to yenotn,
€10l WoTE va anogedyovTton TeofBAfuaTo Tou elvar cuyvo gavouevo oe VR eqapuoyec,
OTWS 1 60YXEOLST) TOU YPNOTYN HE EVol TEAYHATXO avTXeluevo Omwe éva Teaméll 1
évac tolyoc. o va emteuydel 6ho to mopomdve, Tpogavae 1 MR agaipety| Sdtaln
xepohic (1 odhudg Headset) npénet va efvan o€ €om Vo Gop®oEL ToV Tparyotixd XxOoUo
X0 VoL ONULOURYNOEL TOV EXOoVIXO UE B3dom auTy| TN odpwoT).

Ou egapuoyéc MR, xepdiCouv ouveyme €dagog ta TeheuTala yeovia, xomg TEo-
OPEEOUY TROUERES DUVUTOTNTEC OF OLdPOopOUS ToUElC TNE xaNUERVOTNTAUC OTWS: ETL-
xowowvia [8, 27, 53], Swoxédaon [26, 42, 50], exnaidevon [13, 33, 39], xou epopuoyéc
Bropnyaviag [17, 30, 62], ot onoieg éyouv oo 6TOYO VoL EUTAOUTIGOLY TNV euTelplar TOU
xenot [5, 29, 50].

2.3 Microsoft HoloLens

2.3.1 Ewaywyiq

Y1i¢ 30 Moptiou tou 2016, 1 etanpeior Microsoft €6woe otny xuxhogopla yio TE®T
popd oe HITA xan Kavadd to HoloLens (Development Edition), éva Ceuydpt “€€unvev
YLahldv' uxtic meorypatixotnrag. Ilpdyovog twv HoloLens Yewpeltan and moiloic
to Kinect, éva npéoveto (add-on) yio v xovedra Xbox tne Microsoft, to onolo
xuxhogpopenoe 1o 2010. Alyoug urveg apyotepa, Tov OxtofBplo Tou {Blou €toug, 1 eTou-
eetor avoxoivwoe T dideon twv HoloLens oe Auotpahia, Iohavdia, 'odia, Hvwuévo
Booiiewo, I'eppavia, xou Néo Znhavdio. To HoloLens xootilouv 3.000 Sohhdpta, €ved
1 €xdoon yia eunopxt| yeron (Commercial Suite) xootohoyeiton oo 5.000 dodhdpla.
Hopddinia, 1 Microsoft édwoe tn Suvatdtnta oe WwTES va vowdlouv ta HoloLens

yio éva Sldo U Ywelc vor yeetdletal vor xdvouv ohoxAnen TNy eTEVOUOT.
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VIRTUAL AUGMENTED MIXED
REALITY (VR) REALITY (AR) REALITY (MR)
Fully artificial environment Virtual objects overlaid Virtual environment combined
on real-world environment with real world
%
=
Full immersion in virtual The real world enhanced Interact with both the real world
environment with digital objects and the virtual environment

\(Lz
D
| I ”, o ,

Yyfuor 2.2: BuvonTixr) aneixovion Twy Ty Teyvoroylny XR xar twv Booctxey dlo-

poptv toug (H exdva elvon amd v avapopd tou I'hef [19]).

2.3.2  Audtalr xeparfc (Headset)

To HoloLens Headset anoteeiton amd yio {odvn mou nepBdhhet To xe@dht uall Ue
wtot tpoowida (Visor) uéoa and tny onoio BAénet o ypotne. H {dvn Sev otnpeileta ota
auTLd xon 6ho o headset Cuyilel 579 ypouudpela, x4t Tou onualvel 6Tt Bev emPBoplvel

oyed6V xaddrou TNV xivnan tou xegoiiol [54].

2.3.3 Zdovn (Headband)

H Covn (headband) pnogei va mpocopuootel oe xdle xepdht, 1660 bo0 apopd TV
OLIUETEPO OGO XAl Yo TNV TOTOVETNOT TV QPUX®Y OXELBME UTEOOTY amd ToL UATLoL TOU
yenhotn. ‘Oha to nhextpovind yéer twv HoloLens, 6nwe ol eneepyactée, n uviun, ot
xApepeg, xou Ta yela, Beloxoviar péoa oo headband xotavaunuéva opotduoppa wote

VoL U1V AOXELTAL O 0ToLONTOTE oTuelo emimhéoy Teon,
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Yyfua 2.3: To Microsoft HoloLens Headset.

2.3.4 Hyelo xou ywetxdg vyog

Idvey amd xde autt Poioxeton éva wixpd nyceio ouvdedepévo ue o headband. To
evdLapépov o Totyelo elvon 4L oL iy oL UTOPOUY VAL PavoUY GTO YENOTY OTL TEOEPYOVTOL O
O ELXOVIXE. OV TIXEIPEVOL OTTOUBYTIOTE GTO YO UE TROCUQUOYT| TNG QPACTS TOU NYNTXOo0
xopotoc. Iap'dtl o yefotng umopel vor 0t EOVIXE aVTIXEUEVY UOVO OE EVOL GUYXEXQL-
UEVO YOPO UTPOCTA TOU, UTOEEL VO 0XOUGEL Y 0UG TOU QUUVETAL VO TTROERYOVTOL OO

avtixeweva tiow Tou ) oTo TAdL.

2.3.5 Kouupmad

To HoloLens dioétouy pévo tpla xoupmd/ yewptotiplar: To xouuni evepyonoinong
- amEVERYOTOINOTG (power button), tov OLUXOTTN EVTOOTS TOU 1Y 0U, X0l EVOL XOUUTL
vt eOduwon tne avtideone otouc gaxole (holographic lenses). H ypron twv e-
PapUOY GV YiveTor oYedOY omOXAEIoTIXG P€ow TV AEYOUEVWY gestures (yio ta omola
Vot WAHCOUUE oVahUTIXG, TTUEOXETE) XAl TWY PWYNTIXGY eVTOA®Y. Mepixéc epopuoyéc
umopoLy emimAéov va yenoldonotioouy xat évay eAeyxt yewpdc (hand-held clicker)
mou emxotvwvel pe to HoloLens péow Bluetooth teyvoloyloc.

2.3.6 Encgepyactec

To HoloLens Srdétouv tpeic enelepyactéc mou Aettoupyoly mapdiinia ue otéy0
™V TawTOYeoV eMTEOLN PEAMOUOD, Ty UTNTAUS, XL TELOOIACTUTNG OMEOVIONS OAO-
Yeoppdtov. Iho avolutixd éyoupe: v xevipixh povddo enelepyaciac (central pro-
cessing unit - CPU), tnv povdda eneepyaoioc ypopixodv (graphics processing unit
- GPU), xou tnv povéda ohoypaguic eneiepyaoiag (holographic processing unit -
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HPU).

2.3.7 H povdda adpavelaxnc RETEMNONS

H povéda adpavetanic wétenone (inertial measurement unit - IMU) anoteke-
fton enfong amd tpla péen: éva emtoyuvolduetpo (accelerometer), éva yupooxdmo
(gyroscope), xat évo poryvntouetpo (magnetometer). Autol ot awodntrpes anotelody
woli pe Tig xduepeg To oloTnua Ue To ontofo ta HoloLens emixowvwvoly ue tov mporyuo-
TIXO (O0U0 xo®S oV VELOUY TIOU BRIOHETOL TO XEPSAL TOU YEHOTN XL UE TOLO TEOTO
xaveltan. ‘Oheg autéc oL TAnpogopleg efval amapaiTnTeS YLol VoL ATMEXOVIGTOUY T ELXOVL-

%8 OVTIXEIPEVA OTO YO UE TO OWOTO YEYEVOS, TROOTTIX XU ATOCTACT) (S TEOS TO

Xehot.

2.3.8 Kdpepecg

To HoloLens Swrdétouv mévte xduepeg opato Pfxous xOUUTog, Uiol TPog Tol EUTEOC
xou omd BVo wduepeg ool Be&Ld xan aptoTeRd. Ot XAUEPES AUTEC ALY VEVOUV TIC XIVACELS
TOU XEPAAOU OE oy€on xal PE TO YUpw TEPUBEANOY TOU YENOTH, EVG 1) UTEOCTIVN
xdpepa pmopet va Tpaf3net Bivieo 1 pwtoypapicc. Emnpociétng, undpyet o utépuden
xdpepa mou Brénet eudela pmpootd xan évag unépuipog Teofoiéag laser mpog Ty (B
xatebduvor. O meofoleag yeNOUIOTOLETOL YIol VO CURMOEL TA AVTLXEIUEVA OTO Y (PO,
T omofa avTavohoLy uTEpuipo Qug oty avtioTtolyn xduepa. ‘Etot, ue pa yeryoen
otpogr| 360 polpwyv tou yerotn, To HoloLens unopolv vo copidcouy oAdxAneo To
TEPYBEANOV YU TOU, UE TNV TOLOTNTA TOL Y&ETN Vo BEATIWVETAL 6G0 0 YEYoTNG KivelTon

xo AANAETOPE e Tar avTixetueva YOpw Tou.

2.3.9 Muwpoépwvo

To HoloLens mepulapBdvouy xon évar uixpdpnmvo Ye To omoio o yerRotng umopet va
Yenoulonotioet T puvnTixéc evioréc (voice commands) kote va oAANAETdpdoEL Ye
TIC EQUPUOYEC.

2.3.10 Paxol

Ou qoxol tev HoloLens eivou oLapaveic yioo vo pmopel o yprotng va BAénel Yéow
QUTOY. TNV emipdveld Toug Peloxeton war oelpd amd TOAD Uixed ‘auAddaa’ TOU XUTEL-
YOVOLVY TIC EIXOVEC OTIOLWICOHTOTE EQPUPUOYTC OTaL PATLOL TOU YenoTr, ‘epgavilovtoc’ T
eoVIXd avTixelueva oe dLdpopeg anootdoelc xat Véoelg uéoa oto dwudtio. To ewxo-
VIXd auTd avTixelpeva propoly vo ameixoviCovton eite ouunayr eite nuIdlaQav P Tol

TporyoTixd avTixelpeva v gabvovan axpBog omd mtiow Toug.
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2.4  ANA\nAernidpaocrn Xerotn - HoloLens

Trdpyouv Teelg TPOTOL UE TOUG OTOIOUC O YPNOTNG UTOPEL Var AAANAETLOPAOEL UE Ta
ohoypdupata: Gaze (Biéppoa), Xewovopieg xaw Pwvnuixéc Eviokéc ol onoiot avolbo-

VIO AETTOUEQWS TTAURUXATE.

2.4.1 Gaze

Mrmogel 1) yetdppoon g AéEng gaze vo Yog TUQAUTEUTEL OTNY XIVNOT) TV HUTLOY TOU
xenhot (Bréupa), otny mpaypaTixdTnTa 1) Aettovpyior auth e€aptdton and Ty xivnom
TOL XEPAALOU xou Lovo. o var xotahdBouye mwe yivetoar auTtd, UTOPOUUE VoL GXEQPTOUUE
T0 gaze w¢ o axtiva mou Cexvdel o evleio Yooy EVOLGUESH amd TaL UATLOL TOU
yehot (Zyfua 2.4). ‘Otav auth n oxtivor YTUTHOEL Ve GE XETOL0 AVTIXEIUEVO,
TEOYUATIXG 1) ELxoVIXG, auTo evToniCeTon and ta HoloLens . Xt yeydin tAconpla tev
EQPUOYWY, UTEEYEL EVag X€poopag 0 onolog LToBEXVUEL To onueio 6To omolo 1 axtiva
Beloxel mpwtn @opd avixelyevo. Kdtt t€tot0 dieuxohivel onuavixd to yeRotn otny
OMNAETBEAUCY| TOU UE To EXOVIXG AVTIXE(UEVAL XaL EV YEVEL UE TO TEPBAAOY Tou. ATo
Ta Tapamdve xotahaBaivouue Ot To gaze eivon o mo Poacixdg TedTOC AAANAETIBpAOTS
ota HoloLens, xadde 6w xou 0Tov TEayUoTind XOOU0, GTEVLO OAANAETLOPOUUE UE

AATL YwElg Vo To BAETOULE.

Eyfuo 2.4: Adnhenidpoon véow Gaze (H ewdvo elvon and tov odnyd yerone twv
HoloLens [3]).
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2.4.2 Xewovopieg (Hand Gestures)

o wihfioouye Eeywetotd Yo xde yewpovoula, etvar xaho vor SleuxpvioTel 6Tt T
HoloLens durdétouy éva mhaioto (Gesture Frame), to onolo optodetel tn yprion twyv
YELPOVOULGY, 0L 0Ttoleg ExTHE Tou Thaustou dev avaryvewpeilovtar (Lyrue 2.5). ‘Otav to
YépL Tou yerotn Beloxeton péoa oTo mAaicLo, 0 x€poopag HOLELEL YE Doy TUALDL EVE 6TaY

ATOMAXEUVETAL EXTOC TOU TAdloiou, o xépocopac yiveTor uia amA xouxida.
)

Eyfua 2.5: To mhaioto yewpovouuny towv HoloLens oynuatixd (H emxdvo ebvar and tov
odny6 yerone twv HoloLens [3])

Air-Tap

Av avuiotory(laye tn Aettovpyia Tou Gaze oty xivnor Tou TovTiXo EVOC UTOAO-
yioth, otyovpo to Air-Tap Jo Atav 1o aptotepd xhx (LyAua 2.6). Amotekel v mo
ouy vy} Hand Gesture yia tig tepiocotepeg yeroeic Towv HoloLens xon yiveton w¢ e€c:

1. O yprotng xdver Gaze oe éva avtixelyevo.
2. Kpatder Ty moAdun tou o@uypévn ueoo oto Gesture Frame.
3. Tdver o delxtn mpog Tor Thve.

4. Tov xateBdlel ye Tov (B1o Tp6TO TOL Vol TO EXAVE XL VIOl VAL TATACEL TO OPLOTERO

XX OE €vol TOVTIXL UTOAOYIGTY.

5. Eavacnxwvel ypryopa To deixtn 6mwe oto Brua 3.
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1. Finger in the ready position 2. Press finger down to tap or click

Yynuo 2.6: H hertovpyio Air-Tap oe Brata (H exdva elvon and tov odnyod yerong
twv HoloLens [3]).

Bloom

Autéc o tpdémog adlnAenidpaong yenowomnositon yior vor avoiletl o pevol Evaping
(Start Menu). H hettoupyio Tou Oumc TOAMES Popéc ETEXTEIVETOL X0 GTO XAE(OIUO TOU
{dtou pevol xadoe xon oty oo wag egapuoyrc. Tlodéc gopéc erniong, o yerotne
POPOVTUC T HoloLens Sev Eépet L mpémet va xdvet 0TI GUVEYELL X0 TO Bloom civon o
xohUTEpOg TEdTOC Vo EavaPBpet Tov mpocavatohoud tou. To Bloom (Xyfua 2.7) eivon

TOAD amh6 xou yivetan wg e€Rc:

1. O yphotne tomodetel v makdun tou péoa oto Gesture Frame xan tnv xpatdet

TEOC Tal TV Hall UE Tol B8y TUAG TOL.

2. Y1n cLVEYELL TNV AVOLYEL TEOC ToL XTW.

Tap and Hold

To Tap and Hold npooeyyilet ndpa mokd 1o Air-Tap ue tn Slapopd 6Tt 070 TEAOC
o delxtng dev Lavaonumveton ahhd UEVeL xoAnuévog xdtw. H ocuyxexpyévn xivnon,
OE GUVBUOOUOS UE T YPNOT CUYXEXQWEVKY EpYOAElwY péoa o€ xdie e@apuoyY|, Umopet
va €yel mdipar Tohhég Aertoupyieg ota HoloLens omwe: xOhor - scroll xou clpowo -
drag tou Spopéa, zoom, (Ee)xop@itawua -(UN)PIN, ATEYXATAGTUCT) EQUPUOYDVY, dhhoy N
ueyédoug, TEQLOTEOYT, UETOXIVIGT) EQUOUOYOV %ot/ ONOYEUUUATY.

PwvnTixég Evtolég

H tehevtaio Poowr pédodog ‘cilo6dou’ ota HoloLens yio tnv akknhenidpaon tou
XeNotn UE To epBdAloy Tou ebvar ot puvnTxeg evioleg. O ypeNoTng TEENEL Vo xAVEL
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Eyhua 2.7: H opynr 9éomn tou yeptol yio to Bloom (H ewdvo elvon omd tov odnyé
yerione twv HoloLens [3]).

Gaze ndvw oe éva eovind avTXelpevo yia va Ti¢ Yenoulomolfoel. Emmiéov, ol @w-
VNTIXEG EVIOAEG UTOTEAOUY TOAAES PORES TOV XAUAUTERO TEOTO YL VoL YIVEL 1) TAOTYT|OT)
ToL YENOoTN Olopécou TohlThoxwy Yevol twv HoloLens. Ta tnv euxohdtepn yerion
Toug, o HoloLens mepuiaufBdvouv to emovopalduevo ‘See it, say it’ chotnua Tou mpo-
TG onuaivel OTL TOAAES EQUPEUOYES €YOUV ETIXETEC BITAAL GE XOUUTILA TTOU ETULTEAOVY
OUYXEXQUEVEC EVEQYELES, OL OTIO{EC UTOPOUY VOl YeNOUOTOINDIOUY W POVNTIXES EVTO-
AEg Yo To (B0 amotéreopa. TEAOC, oL puVNTIXES EVTOAES OTa HoloLens enitpénouy xou
0 Xerom Tou TAnxTeoloYiou, To omolo TOAAES popES elvon BUGXOAD Vo YenoyloTotnUel
OMOTEAEOUATIXG Xou Ypriyopa povo ue tor Air Taps.

2.5 Epyaieio Avdntuéng Egaguoyoyv os Holo-

Lens

2.5.1 Unity

Or ouoxevéc winthc mporypatixdTnrag, onwe to Microsoft HoloLens |, avtitpocmne-
UOLY EVOL EVTEAWS VEO UECO GTO YWEO TNG TEYVOAOYIAC X0 TWY UTOAOYLOTMY. LUVETWG,
OEV UTIBOYOUV OC TWEO To EQYUAELN TROYQUUUATIONO) YIol TO OYEDLACUO ATOXAELD TIXY
oroypapxwyv (holographic) egapuoydv. o’ dha autd, undpyouy epyolela to onoia
oy S avamTOYOMpay yior dAASL HEGH TTOU UTOEOVY Vo TEOGUEUOG TOUY Yio T1) ONUloup-
yio aut®V TV epappoywy. O mpoypoppationds yia to HoloLens yiveton péow tng
Yhwooag C# eite uéow tne yAhooog JavaScript.
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H Microsoft , and tnv npcdtn otiyur tou 669nxayv to HoloLens otnyv ayopd, mpodtet-
ve TN yenon e C#H péow tne mhatgopuac Unity otoug oyedlaoTéc xou TRoYpoo-
TI0TEG eqappoywy. H cuvepyasio twv duo ETalpeltv, 68 GLUYBUUGUO UE TOV XOTO TIOU
YAITOVEL O TROYPUUUATICTAC CUYXELTIXG T.Y. WE TN Yehon twv APIs tou DirectX,
(Mo Td AmoyOPEUTIXY) TN YENOT OTOLUOHTOTE GAANG TAUTQPOPUUS YO TOV YECO TQO-
YEOUUOTIOTH / OYESLUOTH PNPLOXOY EQUOUOYOV.

To Unity eivaw mpoidv tne Unity Technologies xou n Suddeon tng oto xowvéd Eexi-
viioe tov IoOvio tou 2005. Meydha TACOVEXTAUATA TNG TEYVOAOYLAC QUTAG YLl TOUG
VEOUG YPNOTEC amotehoLy 1) e Bddog texunpinon (documentation) mou mopéyeton
XU 1) TEQUOTLOL XOWOTNTA UE L0 TOOEADES, Yhpoug culntroewy (forums), xou Bdoeic
yveong mou otneiCouv xar xadodnyoly Toug yeriotes. Ta tedeutaio ypdvia Eyel ano-
ATACEL NYETWXN VECT 0TO YWOPO TNG AVATTUENG Ok VLOLWY, XUTEYOVTOC UEPIDLO 45% ™me
ayopdic, TEPITOU TEEIC POPEC TEPLOGHTEQD ATO TOV TANGLECTEQO AVTAYWVIG T TNG, EVW
exTdTaL OTL TV Yenotomotel To 47% Twv TPOYPUUUUTIo TMY, UE TO TOC0G T8 AUTS. Va
€youy auinTixéc tdoelc. H mpdtyunon auty Twv TpoypaudTio TV anodideTal 1600 6T
Yeron e YAwooog mpoyeauotiodol udhniol eminédou C#, 600 xar 6Tnv euxoiia TNng
anoopaudtrons (debugging) mou tapéyer n Baotxr Siemopr, ToAES Qopéc ywplc TNV
AVEY KT CUYYEUPHC OUTE Uiog YRUUUNS XWDOXOL.

Aopwxd Xtoiyeio (Unity Basics)

Ou pépec mou 1 oyedioom wag epapuoyric udmiol emnédou TepleAGUBove X OOLXA
UEYPL Xou Yo TNV Tio WUixer) Aemtopépeta €youv mepdoetl avemioteentl. O mpoypauuoTi-
O THG TAEOV OTIC TEPLOGOTEPES TAATPOPUES EYEL TO UEYUADTEQO HEPOC TOU XWOLXA ETOLIO
xou AEITOLRYEL TEQIGOOTERO WG GYEBLIOTHG TP (G TEOYEUUUATICTAG. AUTO o3
ouuPaiver xon pe Y avamTuln epoapuoy®y ot Tep3diiov Unity. Av xou axouo ebvon
omapadTnTo Vo udpyet i oot Yvwon tne YAwooag tou npoypoppatilovpe (otny
TPOXEWEVY TEQITTWOT TNG C#) ¢toL wote va divovton oL 6woTég ‘ouunepLpopes’ oTa
OLdpopa AV TIXEUEVYL, HEYTAO U€EOG TNG DOUAELS YiveTon oty Boaotxr diemapr Tng Unity
[44].

Ievixd, omowodhnote avtxeiuevo pmopel va yenotwonomdel oe éva épyo (Unity
Project), ovoudletar Asset. ‘Evo Asset umopel vo mpoépyetan omd éva apyeio mou Exyel
onuroupy el extoc tou Unity (exbva, apyelo Yyov, XATL) xoddC xon and OTOLOOY|TOTE
apyeio utooteilel eowtepixd to Unity (C# scripts, prefabs, materials xir.).

Kdébe Project aroteheitar omd tic oxnvéc (Scenes) mou neptéyouv ta nepBdilova
xan o UeEVoy g xde epapupoyhc. Mropolue vo oxegtolue Ty xdde oxnvr cav v
OLPOPETIXO ETHTEDO TNG (BLog EQPUPUOYTC.

H mo depyehddne évvola 660 agopd T oyedlooy OUmS OTO GUYXEXPUEVO TEPL-

Bérrov etvon T GameObjects (avtixelpeva). ‘Ola tor avTixelleva oTny eQopuoyy| Yo-
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caxtrneilovton wg GameObjects | and Toug YapuxTHPES UEYPL TNV HAUEEA XL TO PO
e xde oxnvic. Toa GameObjects duwe eivar eVvIEAdC oTaTXE XaL OEV UTOPOVV Vi
xdvouv Titoto uéva touc. O TpoypeauaTio THC Eivol aUTOC TOU TEETEL VAl TOUC BOOEL TIC
AMOEALTNTES ILOTNTES Yot VoL EMITEAETEL TO PORO TOL GTNV EQapUOoYY|. OLddTnTES 0UTéC
Sivovton péow ouvvnuévey otolyeiwy (Components). Ou propoloaue va oxeQTOUUE
T GameObjects cov ddewor yaryepnd oxeln xou to Components cav to dlopopeTixd
UAXG TTOU Y ENOUOTIOLOUUE Y10l VO PTIAEOUME TNY CUVTOYT TNS EQapUOY S Uoc[44].

Ye apxeTég TEQIMTWOELS elvan amapaitnTo Vo yenoiwonotniel to (6lo GameObject
TOMNEC Qopéc otny (Bla oxnvr. H dnuovpyia dimhotinwy elvon e@uxtr xou yerjyoen olo-
ouaoto, 1 emelepyasio Toug duwe elvor atouxy| xat 6ev emnpedlet Tor utolowma. TIohd
oLy VA VEAOUUE ToL (Blar VTIXEIUEVA Vo THPOUGLALOLY Xl TUPOUOLN CUUTERLPOEE, CUVE-
TS VoL TEOTIOVCOUE Ol AhhaYEC TOU XAVOUNE GE €val avTlypapo v eTNEedlel xon Oha
Toe unorona. T To Adyo autd, to Unity yenowornowet to Prefabs. O 6poc anotehet
ouvtouoypapio tne Aé&ne prefabricated - npoxataoxevaouévoc. Ta Prefabs yenowo-
moloUvtar w¢ e€nfc: Anuioupyolue éva GameObject pe ) HOP®T] X0 T CUUTERLPOES
mou Véhoupe, To amovnxedouue we Prefab xou miéov unopolue moAd edxola pe To

TETNUO EVOC XOUUTIO) VAl ONULOVEYHOOUNE TEPLOGOTEQRN TAUTOCTUN UVTIXE{UEVOL.

Boaowxr dienopy| (Interface)

€ Unity 2017431 Personal (64bit) - HoloTestScene.unity - Hello World - Universal Windows Platform <DX11> i bed
File Edit Assets GameObject Component Mixed Reality Toolkit Window Help

B + FIENGIS] o

i Scene
Shaded HEEIEIER

@ Collab - | [ & | [account - | [Layers - |[Layour -
& -m | © Inspector )
o [MixedRealityCameraParent Static ¥
Tag [Untagged | Layer | Default N
Prefab | Select i Revert i e
L ¥ .. Transform [
e Position x0 Yo 2o
Rotation xo Yo zo

Scale x[1 Y1 z1

v« ¥ set Global Listener (Script) Qe
Seript SetGloballistener ©

¥ (| ¥ Mixed Reality Teleport (Script) Qe

Teleport Options

Enable Teleport o

Enable Strafe o

Strafe Amount 05

Enable Rotation o

Rotation Amount as

Stay on the floor

Teleport Marker W TeleportMark er )

Teleport Controller Mappings

Use Custom Mappings (m

Horizontal Strafe [ Xbox Left Stick Horizontal 4]
W= Forward Movement [ b Lefc Stick Vertical 0|

2| Scale (e 1x__| Mazimiza On Play | Muts Audio | Stats | Gizmos. 4N Horizontal Rotation [ Xbox Right Stick Horizontal '
Verizontal Rotation (Xbox Right Stick verucal___:]

__i WSATestCertificate

Intercepted Events

QO Type here to search

Yynua 2.8: H Boaowxr dienagr e Unity

H Boowr Siemagr Tou Unity mopoucidleton otny mopamdve exova. Avdhoya tny
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éxdoom tou Unity mou ypnowonoieiton evo€yeTon var TapouctdlovTon IxpES dLapopEe,
1 Poowxr} Souny ouwe mopauéver 1) Blo. o Ty avdmtuén g ev Adyw SImAOUATIXAC
epyaotag elvon yprowo va avageplel 6TL yenotwonotinxe 1 éxdoorn 2017.4.3f1.

To mepBdihov moapatneolue 6Tt ywelletar oe EMUEPOUS YWHEOUS (windows):

e Project : H ypron tou Unity Editor yiveton ue t Snuiovpyia apyeiwv Project
TIOU TEPLEYOUY OhaL Tor avTixelueva xou Ti oxnvég tou Ya yenotuonotiooupe. To
Project window anewovilel ovotaotixd tn Sour| autol Tou Project , ue 6houg
TOUG UTIOQUXENOUS XalL ToL 0Py Eld TOU EYOUUE XdTw amd To @dxcho ASSELs oTtov
LN (directory) Tou UTIOAOYLOTY| JOC IO €Y OUUE ETLAEEEL Yial VoL SOUAEDOUUE.
Onowdrrote oTiypr| elodyoupe emniéov Assets oto Project pog, Vo cugpaviotet
£0. To mopdiupo autéd Tapéyet eniong plo umdpa avalATNong YL TNy EUXOAOTERT
TAONYNOT TOU YPHOTN UECOU GTO PAXENO.

* Hierarchy : To Hierarchy window nepiéyet 6ha 1o GameObjects mou Beioxo-
vTow o€ Wiot oxnvi Tne egappoyhc pog, To omola Yo ebvon eite instances and Assets
(m.y., xdmota étotua Tptodidotata wovtéha tou Unity ) eite instances ané Pre-
fabs, to omola ebvor Blopoppwuéva (Custom) ovtixeluevo xon ToU TOAES POREC
OmOTEAOLUY TO UEYAUAOTEQO XOUPdTL TNS eapuoyhc uag. Iapddinia, to Unity
yenowotnotel évo Yoveixd (parenting) clotnua o TNy LERAEYLOT TWY VTIXEL-
UEVWV OE XEVE OXNVA, UE To AVTIXEIUEVO XUTMTEPOL eTnédou (Tar ‘moudid’) vor

XANEOVOUOUY UTOUTA TIG LOLOTNTES TOU “YOVEQ .

e Inspector: To Inspector Window napoucidlet avolutixég Thnpogopleg yia To
emieypévo GameObject (scripts, fyouc, UAxd, ypopixd otouyela) xadode xou
yioe Toe ouvvnuéva oe autd Components. O yeriotng unopel Toh) edxoAia vou OetL

2ol VO UETABAAEL TIC TYWES TV BLaQOpwY METOBANTOY.

* Scene : To Scene View emtpénet ot0 yprotn va mhonyndel oto ydeo g
oxnvig xou va Ty eneepyactel. Tlopéyeton n duvatéTnTar T6G0 2d 6600 xou 3d
mpoontxric eve Oha Ta GameObjects uropolv va yetonavnioly yetpoxivrta and
€00, UE T TWES TV PETOPBANTOY Toug Vo ueta3dhhovton avTiotolyws. Tlapdh-
Anhat, 0 YeNoTNG UTopel vor BEL XAl Lo AVTITPOCKWTEVTIXT| EIXOVA TNG EQPUQUOYTC
ToL and TN UEELE Tou YERoTn emAéyovTac To Game View, 6rtou 1 povodixr tpo-
ot ebvat péow TS xduepas (tou unopet va elvon xan teptocoTepeS omd 1) mou

undipyel ot oxnvr wg GameObject.

= Console: Té)\oc, 1o Console Window defyvet idpopor opdhuota (€rrors), meoet-
domowoelc (warnings), xou dAio unvouoto tou Unity. T tnv Sieuxdivvon tne
Srodxaoiog evtomiopol ogaludtwy (debugging), o tpoypaupoatiothc uropel vo
lodryel xou ol Bixd Tou unvipoTor ue cuyxexpluévee pedddoug (functions).
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Epyoaieio97ixn (Mixed Reality Toolkit)

Axdpa xon pécw tou Unity , apyixd n avdntudn twy egopuoyey yio ta Microsoft H-
oloLens amodetyUnxe o 50ox0hn o apyT Bradixacio. o to Adyo auto, avartiydnxe
to Mixed Reality Toolkit (rodoudtepo yvwotd we HoloToolkit) mou dev eivon tinota
dAho mapd o cuhhoyt) amd C# scripts xou Unity Components ei5uxd oyediacuévony
yioo yerion oc eqopuoyéc uixthc meayuatxotntog. Ta APIS mou mepihoufBdvovtan o-
VIouV TG eEAC XATNYOpIES:

e Input: Oudfrnote agopd Tic pyedddouc aldnienidpaone ue to HoloLens (gaze,
hand gestures, voice) xodog xou EAEYXTEC XIVNONG OV TIXEWEVEV.

e Sharing: Ytouyela mou emtpémouy T cuvepyacio UeTal) BDIUPOPETIXMY GUCKEL-

ov HoloLens oty (Bl epapuoy.

* Spatial Mapping: Scripts mou @€ovouv Tov TEoyUATIXG YOEOo GToV (YNPLoxd
UEow TN AgLtoupylag ywetxc yoptoyedenone twv HoloLens.

* Spatial Sound: Avtictowyn pe To Spatial Mapping yia toug ywetxolc Ryouc.

 UX Controls: Ta Baowxd yio tn Beitioon e euneplac tou yprotn (user
experience - UX) xatd tn Sudpxeta yphong Tne EQappoyhc.

= Utilities: Otormote dev avAxel 6TIC UTOAOLTES XATNYOPLES.

= Spatial Understanding: Ytouycio mou €MTEETOUY OTI GUOXEUT YOG VoL OVO-
yYvopeilel petd and eneepyacia tou Spatial Mapping emgdvelec onwe totyoug,

TeamEQLoL, XUPEXAES Xou GAAYL uéoa amd TO Oy xou TN Vo Toug 6To YMpeo.

e Build: Avutopatonoinon tng Swdixootac “ytioluatoc’ evog Unity Project péow
Tou Visual Studio.

* Boundary: Xtouyeila mou SIEUXOAOYOUV TNV VoY VOELOT| TOU DUTEDOU KO Y0Pl

%WV ‘cuvopwy’ and ta HoloLens.

Hoapdhhnha, oe EeXWELOTO QPAXEAD TOREYOVTOL OLAPOQEO TURUDELYUATA CHNVDY TOU

avadeviouy BlagopeTixéc hertoupyiec twv HoloLens.

2.5.2 Microsoft Visual Studio

To Visual Studio eivan évag and toug dnuogiréctepoug editors yio tnv avdmtuén
EQUPUOYWY XAl YeNoLuoToLelTon yior T cuyyeay) Tou xwodixa CH mou amouteiton and
To HoloLens. T va mepaotel éva Unity Project oto HoloLens, mpénet va gpoptewiet
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oav apycio oto Visual Studio xon amd exel ye par oAy Swadixacia vo TepaoTel cav
eqappoyy) oto HoloLens eite péow aclpuotng ovvdeone (Wi-fi) eite péow oeipronnc
ETLXOVWVIoC (TE.X., uéow VYopog USB). Eivot YENOWO VO OVUPEPOVUE OTL OXOUAL XOlL
amAES EQaPUOYES YEELLOVTAL UEXETO YEOVO Yia VoL PopTwUolY oTd HoloLens, 1Swoitepa

otay autéd yiveton P€ow ToU aoVEUATOU BIXTOOU.

2.5.3 Microsoft HoloLens Emulator

E€outiag authg Tg Buoxohiog TG QoOpTWoNg Twv opuoyoy arnculeioc ota Ho-
loLens, n Microsoft éyet avantiZet évav e€opoiwtry (emulator) mou urogel va tpéget
o€ LTOAOYIOTH Xat EMLTAUVEL oNUavTiXd Tic dtadixaoteg avdmtuéng (development) xou
eléyyou (testing) e egappoyrc. O yprotne Brénet oty 096VN TOL Lo TG TH AVoImo-
edoTaom 60wy VYa EBAene ot mporyuaTnd tepBdilov popnvTag To HoloLens, evey umdio-
YOULY oL TEOTOL Yl VoL EEOUOWTOUY Ol OAANAETIORAOEIC OTIWE TO Jaze, oL YEWOVOUIES
X0 OL POVNTIXES EVTOAES, CUVETMS TUREYETOL EVOL UEYBAO HEPOC OO TNV OAOXANEWUEVT

eunelplar TNG YPNONG TNG CUCKEUTG.



Kegpdiowo 3

Yixeoltacuog xaw Y Aomolinom

3.1 Xevdeio Egapuoyrc

To oevdplo tng egoapuoyic pag elvor oyeTixd anid: Xtoéyog yog ebval 1 anotehe-
OUOTIXOTERT Xai Ty OTERT) YWEXY| TAOTYNOT TOU YPNOTYN HECH OE VO GUYXEXPUIEVO
wovordtt. Aopfdvovtac unodv yag Tic Suvatotnteg twv HoloLens aiid xou Vérovtog
Vo TeooeYYloouue 660 TO BUVATOY TEPLOCOTEPO ULal PEXALOTIXT| Otadxacior ywexg
TAOYYNONG TEOC EVaY Gy VWO TO TEPLOPIOUO, UeTapepUxaue 6To xévipo tng Ildtpac.
O ypriotne Eexwvdel amd €va oUYXEXPUEVO oNuelo xa TELNYELTOL OTIC XEVTPIXES 000-
Uc tne moAne ue ta HoloLens, axohouddvtac ta ototyeio mou €yel 6TO ONTIXG TOU
medlo, ta omolo xatd Bdon etvan xarevduvtripla BEAN xovTd 6To eminedo Tou damEdou.
H diadpour| ywelleton oe tpla Slaxprtd Yéen, ta omola optlovTon PEow TELOY CNUELDY
ehéyyou (checkpoints) oe popgn ohoypauudtwy. O yeotng oAMNAETdEd Ye auTd Tol
ornuela xou mafpvel xde @opd €vor cTolyelo Y TOV TEAXO TEOOEIOUO TOU GE UOP@N
NYNTHO0 UNVOPATOC, EVE ‘EEXAEDWOVEL TOREAANAL TO XOUUATL TOU HOVOTATION WG TO
enduevo onueto ehéyyou. Ptdvovtag 6to 3o onuelo, Eyel TAEOY ONOXANEWUEVY] TNV
TANEoQopla Yo TO OTUElD TOL TEOOELOUOY Xa Elval TOAY AAS VoL PTIoEL WG exel.

‘Onwe yivetow ebxohor avTIANTTO, 1 TOAUTAOXOTNTA Tou GeEVapiou dev Atay péou
0ToUg 0TOY0UG AUTAS TNS StmAwpaTixig pyaciog. Avtileta, éugpaon 860nxe otn yerion
TV BUVITOTATWY YWEXNC YopToyedenone (spatial mapping) twy HoloLens xodog xou
otnv allohdynom g eunelplag Tou yeroTn ot pa et emagy| pe o MR egopuoyn
TAOTYNOTS.

3.2 Aopn Xxnvng oto Unity

Avagpepdixaye vopltepo extevide oTn yeron e thatgdeuos tou Unity . H egap-
woyn pag PooiCeton oe wa oxnvr) Tou Unity , otny onola TEQLEYOVTOL T GUCTUTIXG

21
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omwe T BEAT oL yenoylomo|dnxay Yo To oyedloud Tou wovratiol, To Spatial Map-
ping Prefab tou Mixed Reality Toolkit (anapoitnto yio onowdinote MR egapuoym
TOU amouTel Ywelxn yoptoypdgnon), o onuela eléyyou (Checkpoints), o uetentic
TEOOBOU PEYEL TOV TEAXO TPOOELOUS xodM¢ xal Puctxd oTotyeld OTWS 0 XEECOPAS TKV
HoloLens xou 1 xdpepd pag. ‘Olo tor amapoitnTor SCrPLs mou Yo avoAUGOUUE ToEaXETE)
Ylor TV Lhomoinan NG EQapUOYAC elvar cuVYNUEVOL oTal TTapomdve (1 o€ xdmoto GAA
Bondnuxd ‘ddete’) Game Objects.

3.3 Emhoyeég Yyeodlaong - llepropiouol

‘Onwe oyeddv oe xde epyacia, ETOL XoL GTN CUYXEXQUIEVT), YPELCTNXE Vo TapUo-
OV CUYXEXPWEVES OYEBLIC TIXEC ATTOPACELS UE YVWUOVA TOCO TNV TANPEC TERT) ATAVTNOT
OTO EPEVVNTIXG UUC EPOTNUA AhAd oL TOUS TEPLopLooUC Tou eComhopol uag. To Mi-
crosoft HoloLens uroget va anoteholy tnv tedeutaior AEEN Tne ey vohoyiog oTo Yo
NG MIXTHG TROYUATIXOTNTAG, AhAG TaUTOY POV Vol OTUAVTIXG Vo TOVIOTEL 1) averdip-
xeLor Tou ey yepdiov ayediaong xar avdmtuéne (documentation) ané tn Microsoft mou
opxeiton oe padruoto (tutorials) pe mohd cuyxexpléves tpoextdoeic ywplc vo e€nyet
oe Bddoc Toug anoteheopaTixoUC TPOTOUS YeHome Tou tpotévtog tne. [lpdxeTon BéSona
vt o Development Edition, xdtt mou arotehel ehagppuvtind.

ZEXWVOVTUC AOLTOY TO GYEBLACUO oG OVapWTNUNXoUE:

e Ilou mpénet va Tomodetnioly 610 YwEo To BEAN VLo ATOTEAECUAUTIXOTERT] TAO-
fiynon; Xe moo Uog Va Beloxovton tor Ydtior Tou YeHoTn xoTd TN BLdEXEL TNG
TAOYYNONS;

e To povondtt yag Va ebvon oyediaocuévo ey 1 yeron xou otadepd 6To YEdvo 1
Vo petaBdiheton xdide popd ue ta ywetxd dedouéva (spatial data) twv Microsoft
HoloLens ;

* 370 GEVARLO TNS EQPUPUOYAC Yo, Efvan avaryxoakal 1) UTopgn evog yewloTr (operator)
ToL Yol TaPEYEL TO HOVOTETL GTO YEHoTN xou Yo umopel vor xdvel ahhary€g oe mpary-

HoTixd yeoévo; Av var, umopel va uhonouniel e tar p€oo Tou €yYOUUE;

* Trdpyet euxohOTEPOC X0t YR YOPOTEROS TEOTOC Yol TNV 0&loAdynon/éheyyo (testing)
NG EQAPUOYNG HOIC XUTA T BdpXEL avamTUENG amd TNV YpovoPdpa poeTwaoT xdide
popd oto HoloLens pyéow tou Visual Studio;

e Il Yo Sloo@olicouye Ty evepyy| eumhoxyy (engagement) twv yenotdv, tnv
XATOVONOT TWY OTOYWY TOUC PECH OTNY EQuoUoYY| xou Ty emduuie Toug va

pTdc0oUV Ty OTEPA OTOV TEAMXS OTOYO);
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e Y& ouvdpTnon Ue To Topumdve, Tolog Yo ebvar o ‘ydeTng YenoNne TNg EQapUoYYC
oS Yiot To 0Td00 TNg adlohoynong; XeewlOUaoTe éva dwudtio, éva xTiplo 1) éva

OEVAPLO TAOTYNONG OE EEWTERPXO Y(WQO;

‘Ola T mapaméve amoteroly Yéuata Bapivouoag onuaciog yio 1o TEAMxS amoTéle-
oy Zexvovtag and ta BEAN, apol Beélnxe to xatdiinio prefab, emiéydnxe n
oY EDLoOT) TOU LOVOTIUTION O EVal ETUTEDO Alyo TéVw™ amd To BATEDD, apo) TEOXELTAUL YIol
™ puo Véon v potdy Tou avipmrou ot pla dyveotn xatdotoon[23]. Tupdh-
Anha, Tor BEAT) £YOUY EVIOVO XOXXVO YEWUA XU TEPLO TEEPOVTUL EAAPEE. OTO YO YL
var €lval oxoUn o EUXOAOC O EVTOTUOUOS TOUS, eVk 0 xépoopac Twv HoloLens, mou
Beloxeton mdvTo UmpocTéd 6TO YEeNOoTH XaL TEAXTIX OEly VEL TEOC Tor TOU XOLTALEL, elvon
TPOGOPUOCHEVOC €TOL (OOTE VoL TOV XUTEVVUVEL TPOC ToL BEAT).

‘Oco agopd tnv Uopln yeweto T 1) Oyt, 1 akrdela efvon mwg mpdxettan Yo Evar diAnu-
o pe Eexdrdopo TAsovexTApaTa xat petovextiata. H tpomomoinon tou povormatiol o
TEUYUOTIXG YEOVO amtd ToV Yelo T Vot €BIVE ETUTAEOV BUVATOHTNTES YPHONS TNG EPUOUO-
YHC oS, OTWE O TEPLTTMOOELS XPIOWUWY XATAC TAGEWY OOV TO AEYIXO UOVOTHTL UTOREl
YL SLdpopoug Aoyoug va uny ebvon Tpoofdoudo xan vo amotteltan dueot) dtopdwot| Tou.
Hop™ Ghot autd, avtiueTonioaue To e&ng tpoBAruata ot auté To eyyelpnuo: Ilpdtov xou
ONUOVTIXOTEQO OAWY, 1) TAVTOY POV YEYON TNG EQUOUOYYC altd 2 dTOUN, OTT) CUYXEXEL-
uévn mepintwon and tov yewptoTy| (operator) xou tov Booxd yerotn (actor) amoutel
TN GUVOEST) %ot TV BUO0 GE YOO AGUPUITO BIXTUO, XdTL Tou amoxhelel To VewpenTind
YELPLOUO TNG EPUEUOY NS ATt XATOLO COVIPOA POOW, Hoxpld antd T dpdor. Ilapdhhnia,
amd TN yerion TapaTneNINXE UEYIAT TTOON GTNY TOLOTNTA TOV ONOYEUUUITWY OTIC
TEQPUTTWOELS aolppatng ouvoeong. Téhog, uio Tétol oyediaoTixr emhoyy| Yo orjuouve
WS 0 YEWIOTAC EYEL YVOOT TOU YWEOoL 1 TouAdytoTov Yo Empene Vo AaBdvel Topdh-
Anho emopxr| avédpaon (feedback) and tov yphotn Gote va Tou TapEYEL 0T CUVEYELL
TO XOADTEQPO HOVOTATL.

EZéMov, yio tnv enionevon tng dadixactog avintuéne (development), yenotuo-
Tolunxe xatd x6pov 1 remote (e€ anootdoeng - HEC® ACVEUATOU Stxthov) POETWON
¢ epapuoyhc ota HoloLens, xatd tn Sidpxeio T omolaug 1 TOLOTNTAL TWV OAOYEU-
udtwyv ebvon aueAntéog onuactoc.

H eumhoxn} Tov yenot®v xat 1 xatovénoT 1wy otdywy emtelydnxay ye ) yenon
EMEENYNUATIXODY UNVUUATWY OE HOR(T] OAOYRUUUATOV XS X0l EVOS UETENTT TEOOB0L,
TIOL OE TOXTE YPOVIXE DIAOTAUNTA TOUC EVNUERWVEL Yia To 0Tdd0 oTo onolo Bpioxovto
X0 Y10l TO TL TOUC OTOUEVEL.

Téhog, vy v emhoyr|) Tou ‘ydotn’, unodécauue 6Tl O unopel va yivel TATeNg
UENETN OAWV TV amopaflTnToV TapauéTewy TN EUTELRlag Tou YeHoTn o €va GeEVApLo
Ywehc oc évay ecwtepnd ywpeo. H amatoduevn andotoon Yo ftay TOAD uixer, eV

nohandtepec Yerétee [49] €youv avadeiZet Tic OLVATOTNTES TWV CUCTNUATWY TAOYYNONG
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yio 1ol oE EEWTEPIXG YWEO Vo GUUTERLAUBAVOUY TOAUPETTL.

3.4 TYloroinon

Hapoaxdtey axoroudel 10 UTOXEPIANO TNS OLTAWUATIXAC EQYACIOC TOU OVOAUEL Ae-

TTOUEEAOS TNV LhoToinon TNg epapuoyhc uag o Unity xa Visual Studio.

3.4.1 Tevix&

To Unity eivou pia Tohd Suadedopévn mhatpopua Yo T onuiovpyio eemtpaméliny
(desktop) egapuoymy (xuping moryvidia). LuVETDS, 0 dEYIXOC XEPCOPUC XL 1) XYE-
oo (g xdpepor xdde opd opilouue TV OTTXT YWVIK/TEOOTTIXH TNS EPAUPUOYNAS KOG,
oto. HoloLens n xduepa TEEneL v €YEL TROPOVHS TEOOTTIXY| TEWTOL Tpocnou - first-
person) mou TOEEYOVTOL OEV AVTAUTOXEIVOVTOL OTIC OVAYXEC PG EQUOUOYNG OF TEPL-
Bénhov HoloLens . Me tnyv ewooywyy (import) opwe tou Mixed Reality Toolkit, tng
BiBhotune mou avahbooue Bie£odd 0To xePdAao 2, SIveTow 1) EMAOYT GTO YPNOT

VoL TeocapuoaEL 1o Project xou tn oxnvr) tou oe TEpIBEANOY WX TN TEAYHOTIXOTHTOC:

Mixed Reality Toolkit Window Help

t Configure > Apply Mixed Reality Project Settings Shift+Alt+P
Build Window Apply Mixed Reality Scene Settings Shift+Alt+5

p Tile Generator Apply UWP Capability Settings Shift+Alt+C
Sharing Service > St

i | !
UAudioTools >
>

Export
P |

Yyfua 3.1: TIpooapuoyn tou Project HoC O€ TEQYBAANOY X TAC TRy UUTIXOTNTAC.

Topa Brénouue oo Hierarchy Window ta e&vic Game Objects: Default Cursor,
Input Manager, Mixed Reality Camera Parent to omoio etvor utéuduva yia tov xép-
copa v HoloLens , ta Gestures, xou tnv avtioTtolylon tne xduepac tou Unity pe ta
HoloLens avtictouyo.

Kdde Game Object oe uio oxnvr} Tou Unity €yel SlapopeTixd COUTOVEVTS GUVVI-
uévar o autd oL opilouv TN Acttoupyio Tou, OTwe Eyouue Tpoavapépet. ‘Oha duwe
€youv 1o Yepehindeg component Transform nou opilet ) Véon (position), v nept-
otpon (rotation) xar tnv xAipoxd tou (scale). Yto onueio autd elvon onuovTixd va
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avapépoupe 6Tt oo HoloLens to Transform tne xduepac anotehel To onueio avagopdc
X0 €VOIL TPOTHIOTERO VAL EYEL UNBEVIXES TLES TOGO i T V€am OG0 xaL TNV TEPLOTEOYN

nge.

¥ .~ Transform Q&
Position X0 Yo 2z |
Rotation X0 Yo zZo |
Scale X|1 Y1 [Z|1 |

Yyfua 3.2: To Component Transform tng xduepdc poc.

3.4.2 Xowpwr XapTtoypedpnon

To Mixed Reality Toolkit nepiéyet to anapaitnto Spatial Mapping Prefab yia va
uropolv tor HoloLens va copidvouv 1o ydpeo ylpw touc. Autd €yel Non cuvvnuéva
Tévw Tou SCripts mou opilouv Tt Aettoupyior Tou. Il cuyxexpwéva, ta HoloLens
yenowonowwvtac To hardware mou avokitnxe 6To xe@dioto 2, UTOPOVLY VoL XATACHEL-
GooLY €Vl TELYWVIXO TAEYHO TTIOU OVAMAELO T TNV avTiAnd Toug yiot To yweo YUew
toug [11](Eyrua 3.3).

Eyua 3.3: Topdderyua yweixrc yaptoyedenone and ta HoloLens .

Evohhoxtixd, avti y to Spatial Mapping Prefab umopel va ypnoiwwonowmiel to
Spatial Understanding nou ndet €va Briua mo mépo amd TNV omAr) UETATEOTT| TOU TEL-
YWVIXOU TAEYUUTOS GToL DLdpOopal ETEMEDX X0 GUVETG TaEEYEL XANDTERT Xt UPNAGTEPOL
emmédou avdhuaT Tou ywpeou Yipw and ta HoloLens (Xyrua 3.4). T'o toug oxonolc
aUTAC NG BIMAWPATIXTE Epyaciag BeV xplinxe oxomun 1 abENoT TNS TOAUTAOXOTNTOC
ue TN yeron tou Spatial Understanding. 'Etot, oc onowodhnote onuelo whdue yio
Ywen YopToYedgnon and e8¢ xo 0To eENC oVAPEPOUACTE anoxheloTixd oto Spatial
Mapping.
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Eyuo 3.4: Avdyvewpeton empavewny pe Spatial Understanding (H ewéva etvan ané tov
enionuo odnyo6 tne Microsoft [2]).

E&dhhou, oo Unity biveton 1 Suvatotnta Tpomonoinong tne Tiwne pag public peto-
BAnThc oo amd T Baowxr dlemapy| ywelc xopla tapéuBoacr otov x@oixa. Etol xou ot
OLYXEXPLEVT TERITTWOT, UTopoUuE Vo xadopicoude T axpBeia Tng yapToyedpnong
emAéyovTog To dpta péoa ot omola Yo yiver To Spatial Mapping(Extents) aAhd xoun ta
Tplywva Tou dnutoupyolvtar avd xuBixo uéteo (Triangles Per Cubic Meter) péow tov
omoiwv ta HoloLens avoryvepilouv Tic empdveiec. Hoapdhinia, ue to Surface Material
umopoUUe va emAéCoude Tov Tpémo e Tov omoio Vo ameixovileton 1 Sodixacio Tou
Spatial Mapping cto yerotn. T TV eqopuoyt| pag emiéydnxe to anhé Occlusion
(xoplor omewdvIon) €ToL WOTE Vo BICQAMGTEL O YT ATOTPOGUVATOMGUOS TOU YEHOT
amd o Pocind oToyo TNg axohollinong tou povonatiol. Avtideto xatd T Sidpxeta
Tou development, emiéydnxe to Material Wireframe yia tv xolOtepn xatovénon
¢ Aettoupylog Tou Spatial Mapping.
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v (| ¥ Spatial Mapping Observer (Script) i %,
Script SpatialMappingObserver o]
Triangles Per Cubic Meter 500
Time Between Updates 35
Observer Volume Type | Axis Aligned Box ]
Extents X|10 Y |10 Z|10
Origin X0 Y0 zlo

b Orientation

v = ¥ Spatial Mapping Manager (Script) g5
Script SpatialMappingManager Q
Physics Layer 31
Surface Material W Wireframe o]
Auto Start Observer (o
Draw Visual Meshes v
Cast Shadows LJ

v | |¥ Object Surface Observer (Script) ﬁ £,
Script ObjectSurfaceObserver Q
Room Model Mone (Game Object) (o]
Simulated Update Period In -1

Yyfua 3.5: Emoxénnon tov Bacwav ototyeiwy tou Spatial Mapping Prefab.

To Hololens, extéc and tn odpwon evog véou ywpeou, elvor ae Béan vor avory vepilouy
TOUC YWPEOUS EXEVOUC TIOU €Y 0LV CURMOEL TOAUOTERN. O XUTAAOYOC AUTOC TWV YWOEWV
omo¥nxevETAUL TOTUXE OTN) CUGKELY| XU TAHPKS TEOOTATELUEVY, ool TpdofBact ot
QUTOV €YEL HOVO TO ECWTEPIXO GUGTNUO XUl O YEHOTNG TNG CUOXELNG, AXOUL XL OTAY
oUTY| ElVOL CUVOEUEVT UE H/Y. To HoloLens ouoyeTl{ovy Ta YwEd BEBOUEVA TTOU
hopBdvouy amd to TMEQIBIANOY TOUG PE EVOL ATOTOTWUA ACUPUATOU DIXTUOU aXOUd XL
oy OEV Elvol TEAYHTIXG GUVOEBEUEVY OE %dmoto dixTuo, apxel va elvon evepyoTolnuevo.
Auté eivon duvato yioti i dievtuvorn Media Access Control (MAC) tou Spouoroynt
evog dtVou etvan dtordéaun axdpo xou ywelc meayuatxr oOvdeor. Iloug" dAo autd, 7
eMeun oOvdeong etvon mioavd vor 0B YHOEL OE THO dEYT| PORTWOT TOU ATOUNXEUUEVOU
Yweou, agpol ta HoloLens Vo mpémel var cuyxplvouy Ta Yweixd Bedopéva e GAoUC
TOUG YWOEOUE ToL €YouV amoUnxeloeL oto Topehdov. Xto (Uyfua 3.6) gaiveton €va
TOEAOELY UL amd ywetxd dedouéva amd yerion twv HoloLens ye cOvdeon ot éva achppoto

OIXTUO OF YWEO UE TEQIGCOTEQN AUTO EVOL DWUNTLA.

3.4.3 BéAn Movonatio)

Nwpltepo avadboaue TIC ATOPICEC TOU TACUUE Yo TOV XUAUTEQO GYEDLICUO TWV
Behddv Tou povomatiol pac. Auvctuyee duwe, ovte ota default Game Objects tou
Unity oUte oto Mixed Reality Toolkit undpyet otidrnote to onoto Yupiler oto ehdyt-






