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Evyoprotieg

v mapovoa eacn Ba HBera va gvyapiotiom Tov vevhuvo Kabnyn pov k. lNopyo
XpvodvBov, mov pov £dmce TV evkapia vo acyoAnd®d pe To KovotoOpo ovtd 0Eua,
EMEKTEIVOVTOG TNV YVAOON LoV 6€ OEUTO EIKOVIKNG Kot EMOVENUEVNG TPOLYLOTIKOTNTOG,

OGS KoL Yo TV TOAOTIU forfgta Tov KaTd TN dldpKELN TNG SITAMUATIKNAG EPYOTIOG.

Evyapiotieg Oa Mbeha vo dvow xor otov k. Mdapio Kvpidkov petadidoktopikd
epeLVNTN, Yoo TV Tapoyn Pondelog kotd v LAOTOINGN TOL GLGTHUATOS, OTWS Kot
otov Ogio pov MiydAn My v Tv ompi&n Tov (oL Tapelye KoTd T StdpKeLn TG

£peuvag Kol LAOTTOINGMG TG TapoVGaS SITAMUATIKNG EPYAGIOGS.

E&ioov onpavticy ftav kot n cvppoin tov tpupatog IIAnpoeopikng tov IHovemotnuio
Kompov, yuo v dpeon mopoyn TOV GLGKELAOV TOL YPNCLOTOMONKOY KATA TNV
épevva, eva evyapiotieg Ba NBeka va ddocw kol otnv eortnTpe Mnyavoroyiog tov
[Movemotuiov Kompov Efita Kovtéhn, yio tqv Ponbewa g ot dnuovpyio piog

Baomng yio tnv otpién tov kapepdv oto Oculus.



Hepiinyn

H mopovoo dumhopotikn epyacio xpnoILOTOEL TIC CVYYPOVES TEXVOAOYIEC TPOKEUEVOL
VO TPOTEIVEL EVOAMOKTIKEG YPNOES O UEPIKEC OMO TIG TPOKANCELS TNG EIKOVIKNG
TPOYHOTIKOTNTAG Kol Kot eméktacn TG emavénuévng mpoypatikotnrog. (virtual
reality). H Baoikotepn mpoxkAnon g EIKOVIKNG TPOYUATIKOTNTOG EYKELTOL OTO YEYOVOC
™G euPvbiong tov ypnotn HEG® OAANAETIOPOONC TOV HE TOV KOGHO TNG EKOVIKNG
TPAYUOTIKOTNTAC. LUVETELD TOV YEYOVOTOS QVTOD O YPNOTNG LE TNV GLVEYN XPNON TNG
EIKOVIKNG TPOYUOTIKOTNTOG, OMOCTAGIOMOEITOL Ond TOV TPAYUATIKO KOCUO KOt

OAANAETIOPA [LE TNV EIKOVIKT TPOYLLOTIKOTITOL.

Emopévac, n evoldoktikn emioyr mov mpoteivetarl oty £pguva auth otnpiletal otnv
xpPNoN TOV avertuypévoy texvoroyidv Oculus Rift kol Kinect mov emkevipmvovtat o€
Oéparto ekovikng mpaypatikottoag. [a Tov okomd avtd avoamtvydnke po epapproyn
omv omoio. ot teyvoroyiec Oculus Rift kou Kinect Bo emkowvovoiv peta&d tovg
TPOKEUEVOD VO TAPEXOVY LOVOIIKE YOPOKTNPIOTIKG KOl VEEC SLVOTOTNTEG GTOV YPNOTH.
H ovokevn aviyvevong kivnong — Kinect (Microsoft) ypnowomomfnke yuwo v
aviyvevorn tov BaBovg GTOV YOPO AAANAETIOPACNS YPNCYLOTOIDVING TOV OocOnTIp
nov Ppioketor otnv cvokevn. Ta dedopéva PdBovg ypnoyoromOnKay wg avaeopd yio
™V TomoHETNON EIKOVIK®OV OVTIKEWWEVOY, pe TNV Pondeia dtpdpmv TeEXVIKOV Kol
aAyopiBuwv. Eniong ohoxAnpn 1 oknvi petd omd ypagikn encéepyooia (render) pmopei
vo. TpoPAnBel otV cuokevn TPoPoirng sikoviknc mpaypatikotntag Oculus Rift, dote va

OMOEL GTOV YPNOTN W VEQ EUTTELPIOL OE TPAYUATIKO XPOVO.

Ymv moapovoa SmAmpatikn epyacio Oo emenynbel avoivtikd to VAKO Kol TO
AOYIoUIKO oV ypnotpomombnke Katd v épevva, v pebodoroyio oAAd Kot TOLG
alyopibpuovg  mov  ypnowomombnkov,  TO  OMOTEAEGUHOTO TG  £PELVOG
ocvumepthappovouévev BeTiKdOV Kol apvnTiKOV otoyeiov, mpofAnudtov oAld Kot
AOVVAUIDOV TOL EVIOTICTNKOV TOGO KATA TNV OOKIUN TNG EPOPUOYNS OGO Kol KOTA TNV
viomoinon] mc. Téhog, Oa avapepBovv véeg teyvikég kot mOAvEG HEAAOVTIKEG
BeAtidoelg, ol omoieg Ba euPfabivovy mEPIGGATEPO TNV £PELVA LE AMMTEPO GKOTO M|
OAANAETIOPOAOT TOL YPNOTN VO YIVEL OTOTEAECUOTIKOTEPT KOL O PEOAMOTIKY HE TNV

TPOYLOTIKOTNTA.
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Kepdiaro 1

Ewcayoyn

1.1 Kivntpo 1
1.2 Zxomoi ko Xtoy0t 2
1.3 Aopn ™ AmAopotikng 4

1.1 Kivntpo

H gwovikn mpaypatikotnta Oa propovoe va opiobel og n «Andivtn O06vn», n onoia
npocpépeTon o€ Kabe ypnotn Eexmwplotd, o pia kovovplo epPfuvbiotikn eumepio pe

KOLVOTOHIKG YOpOKTNPIOTIKA KOt VEES AAANAETOPACELC.

Kvprog 616106 ¢ gicovikng mpaypatikdtnrog ival va pmopel va ddcel v aicOnon
oTOV ¥PNoTN OTL 0 EIKOVIKOG KOGUOG GTOV OTOi0 OAANAOETIOPE €ivar 1 TOLAGIGTOV
eaivetar mpaypatikog [1]. Erouévmg o ypriomg o Pidcel v epmelpio g EIKOVIKNG
TpaypatikdtnToag, ®ote vo eppudiotel oto sikovikd mepiPdAlov p€cw aAANAETIOpaoG

YOPIG OTMG VL AMOAEGEL TNV EMOPT] TOL LLE TOV TPOYLOTIKO KOGLO.

AvopiBunteg eQopproyEG EIKOVIKNG TPAYLATIKOTNTAS £X0VV onpovpynBel ta terevtaia
xPOVIa, EVO 0 aplBuOg TOLG aVOUEVETOL VO LETAPAALETAL LE avEovouevo puOud, Kabng
OTOV TOMED aVTO OeV LIAPYOLVV OPlo, EVM VEEC 10EEC VAOTOLOVVTIOL TEYVOAOYIKG e
okomd T ovveyn Peitioon ™G AMOTEAECUATIKOTNTOG OTN YPNOY NG EKOVIKNG
TpoypaTikdTToG. Ol EQAPUOYES AVTEG £XOVV SLUPOPETIKA TEXVOLOYIKA XOLPOKTNPLOTIKA
KOl EMKEVTIPOVOVIOL G £VO. VPV PACHO VINPECLOV OV OTOCKOMEL GE OLAPOPES
mAnBvooakég katnyopies. Avtd ocvpPaiver 016TL o1 emoTnUovEG mpoceyyilovv TNV
EIKOVIKT] TPOYUATIKOTNTO OC HEGO EPEVVOC, EKTAIOELONG N KOl YLYOYOYIOG. XVVETMG,
Ol EQPUPUOYEG OVTEG  OPOPOVV OAPOPEG NAMKIOKES OUAdES OMMOC  TOdld, EVAAMKOLG

(o viota, Tovieg), LabnTES (EKTOOEVTIKEG EQAPLOYES), EMGTNUOVES (€pELVaL).



To mpoPANUE OU®G TOL UTOPEL VO TIGTOTOIGEL AKOUN KO O 7O PIAOS0E0G EPELVNTNG,
elvar O6tt to mAeiota péoa TPOPOANG Ko YPNONG EKOVIKNG  TPOYUOTIKOTNTOG,
amo&evavouy tov ¥pnotn amd to mePPAAAov 6to omoio Ppioketar. Aniadn moavel va
&xel Vv aicOnon 1660 Tov YPOHVOL OGO KOl TOV YOPOV OOV OAANAETIOPE, KaODS TO
HEGO TPOPOANG NG EKOVIKNG TPUYUOTIKOTNTOS KOALMTEL TNV OpOCT) TOV GTOV
eEOTEPIKO KOGO, OTATAV KOl O ¥PNOTNG EMKEVIPOVETOL 6TV 000V TNG GLGKELNG TOV
yepiletar. Avtd yu pepucods iowg va unv eivor dlaitepo mpOPANUO apov OT®G
TPoavaPEPONKE KOHPLO PEANUO TG EIKOVIKNG TPAYUOTIKOTNTOS £ival 1 omdKTNon Kot
amooTNOoN oG SPOPETIKNG EUTEPIOG 0 oxEomN Ue TV TpaypatikdTnTo (ELPOO1oN).
Ed® vrootpiletor Aourdv Ko 1 S1K1 Log YVOUN GOUG®VA LLE TNV OToie O YPNOTNG TOV
yepileton omolecdNTOTE TEYVOLOYIEG TPOPOANG EIKOVIKNG TPAYUATIKOTNTAG, VO LITOPET
VO OTOKTHGEL VEEG OLVOTOTNTEG GTOV YMPO TOV omoio Ppioketar xwpig OU®S va xdvet

emopn pe to TePPAALOV 6To 0moio aAANAETOPA.

H anoctacionoinon tov yprotn eivoar éva amd to mpoPAnuata mov pmopel va
avipetoniocet 1 emoavénuévn  mpaypatikdétto. Ki ovtd yati n emavénuévn
TPOYUATIKOTNTO XPNOLUOTTOLEITOL O G€ peYOAo PBabud yio TNV LAOTOINGT EQPAPUOYDV
7oV EMAVOLV dtdpopa kabnuepva mpoPAnpata. Metald dAL®V pepikd amd avtd gival
1 OOKIUN EMITAMY, POLYMOV KoL YEVIKA KOONUEPIVAOV OVTIKEILEVMV GE YVMOGTOVS YDPOVG

v Tov ypnom, GPS, moayvidio KA.

Kivnrtpa Aowmdv avtig ™ SUTA®UATIKNG OMOTELECAY YEVIKOTEPO Ol TPOKANGCELS TNG
EIKOVIKNG TPOYHOTIKOTNTOS O €mioNg KOl 1 OMOTEAEGUOTIKOTEPY YPNON TOV
avapiBuntov  eQopuoy®V NG EMAVENUEVIG TPAYLOTIKOTNTOG GTOV YMPO NG
teyvoroyiag. Kabmg o topéag avtog eEelicoetan pe paydaio pubud, motevetal Tmg vEeg
duvaTOTNTEG Ko VEEG AE1ToVpYieg evomdkelTan va, onpovpyndovv 6to uEAAOV e GKOTO

va vtooTnPi&ouv kat va BEATIOCOVY TNV gumelpio avT.

1.2 Xxomoi ko Xtoyor

‘Eyxovtag AdPet vmoyn ta mo whve kivintpa, 1 TopoHoo STAMUATIKY ETIKEVIPOVETOL
070 TG &vag amAdc xpnotng Ba €xel ™ dvvotdTTo Vo AAANAETOPA GE EVal YNOLoKO
TePPAALOV OO0 LE TO TPOYUOTIKO, £XOVTAG OT d100ecN TOV Agttovpyieg o1 omoieg dev

NTOV VTOPKTEG KOl SLOBECIUEG TPONYOVUEVAG,.



"Evoc amd 1ov okomolhg g SAMUATIKNG €ivol Vo LETOTPEYEL TNV GLGKELY| TPOPOANG
ewovikng mpaypatikotnrag Oculus Rift [2], oe 006vn mpoPfoing emavénuévng
TpaypoTikdTTag. Avtd cuvendyetol 01t péom tov Oculus Rift kot tov Pondntikdv
OLOKELMV TNG OloHVdEoNG, 0 ¥pNotg B pmopel va Tomobetel avtikeipeva otov
TPAYUOTIKO YOPO, 6€ TPAyHatikd ypovo. Emopévmg, Ba peietnbovv verotdpevol
TPOTOL TOL UTOPOVV VO, ETAVGOVV TO TPOPANUA avTd Kol Katd TG0 elvol EPKTol v
TpoypUaToronfodv Kot va Sdcovv Ta aviAloya amoteléopate otny Topovcsa ¢dacn. H
TeYVOLOYio OTMG €lvar Yevikd TAPOdEKTO UETAPAALETOL GUVEXDG LE YOPYOLG PLOOVG
Omov o1 véec TeYvoAOyieG OavapéVETOL VO ocvpPdrovv ot  PértioTn Ko

OTOTEAECULATIKOTEPT XPTOT TG EKOVIKNG TPOLYLOTIKOTITOG.

Emupdcbeta Oa a&lodoynBovv ot duvatdnteg TV GLoKEVAOV oL Ba ypnoiomombovv
oV épevva. ovt (Oculus Rift, Kinect, Logitech Cameras) kat Katd 1060 umopovv va
TPOCOMGOLY TNV gumelpio. mov avaeépOnke mponyovpévems. MEcm mepatdTOv Kot
EVOEIKTIKTG YPNONG T®V CLGKELMOV AVTMOV Ba avadlvBel | aAAnAenidpacn Tov xpnoT Le
10 TEPIPAALOV OE TPAYLATIKO ¥pOVO, TO TPOPANLATA TTOL TVYOV Ba TPOKHYOLVY ATd TNV

YPNOT TOV GLGKELAOV OTMG EMIOTG KO TVYOV GUVETEIES OO TO, TPOPANUATO OV TA.

Kvpro pénuo mg dumhopatikng eivar vo xpnotpomomBovy He tov KaAVTEPO dLuVaTd
TPOTO 01 SLOEGYLEG CLGKEVEG MOTE VO LITOPOVV VO GUVEPYUGTOVV LETOED TOVG Yol THV
eMiTELEN TOV KOAVTEPOL AMOTEAECUATOC. XVvYKekpLuéva, Ba tomoBetnBodv dvo kdpepeg
entveo omv mpocoyn tov Oculus Rift, ®ote va pumopodv va dOGOVYV TV €1KOVO, TOL
YOPOoL og mpaypatikd xpovo péca oto Oculus Rift. O 6vo kapepeg Ba Eyovv kdmota
andéotoon peta&d Tovg, Sivouv e TPIoOIAGTOTY ATEKOVIGT ToV ydpov (Stereoscopic
3D), ev avtiféoet pe v o kapepo 1 omoia divel eminedn ekoOvVa, KATA TV OToid dEV
umopel va yiver avtiinmt) and tov ypnotn M amodctact kot to Paboc petald tov

OVTIKELLEVOV TOV YDPOV.

AoV epopprooctel T0 Mo TAV®, otV cvvéxeln Ba tomoBetnBel ocOnTpag Pabovg o
onoiog givar drabéoyog oty ovokevn Kinect [3], dote va amoxtOei 1 yeowpetpio tov
Y®POL oL givar 610 TEdio guPéretog Tov acOnTpa. ‘Exovtoc kot TG TPES GUOKEVEG
EVOUEVEG KOl LEGM EVOLAUESOV AOYIoUIKOV, Ba ypnoiponomBodv ta dedopéva Pabovg
TOV TOPOVIOS YMOPOL OCAANAETIOPACNS MG ava@OpPd Yol TOTMOOETNON  EKOVIKAOV
OVTIKEUEVOV, GTATIKMOV KOl SUVOUIK®VY, KATO URKOG Tov Ydpov. H texvikn avty gival

yvootr] kat o¢ emowénuévn  mpoypoatikoétnto.  (Augmented Reality) ko 6o



ypnoporombei otnv mapovoa Epevva. Avtd to glKoviKa avtikeipeva Ba givor opatd
Héow NG ekovog mov Ba mpofdAiietar and to Oculus Rift o mpaypatikd ypdvo, ondtav

OGS yiveton avTIAnmtd Bo ddGovV pa véa 0icOncn Tov TPIGIAGTATOV YDPOL.

H owmlopotikny epyocio otoxevel va  ovodei&el v mopovcio TG EKOVIKNG
TPAYUOTIKOTNTOG e TPOPOAN EIKOVOC GE TPAYUOTIKO ¥POVO, 1 OTOi0 OVOUEVETAL VO
TPOGPEPEL KALVOTOLO YOPOKTIPLOTIKE KOl VoL OMOEL GTOV YPNOTN VEES dVVATOTNTEG Ol
omoieg O0ev MTOV €QIKTEG OVTE UTOPOLGOV VO, EPOPLOCGTOVV Tponyovuéves. O
oxedtoopdc o ovadei&el Ta yopakINPLoTIKG Kot T duvatdtnteg tov Oculus Rift aAld
kot Tov Kinect, cuokevég ot omoieg HOM XPNOYOTOIOVVTOL EVPEMG VA TO TOYKOGUILO.
Ewwotepa o avadeiEel emmpocbeteg mTuxég TG OCLOKELNG TPOPOANG EKOVIKNG
npaypotikoétrag Oculus Rift, n omoia avapéveral va givor dtbéoiun oty ayopd to

EMOUEVO £T0C, KaOMG akdun Ppioketal 6 SOKIHLAGTIKO GTAO0.

Téhog, axoun évag otdyog mov €xet tebel elvan vo pmopel KAmolog o€ HETAYEVESTEPO
oTAd10 va Pedtidoetl Kot va avadeiEel mepetaipm v Epgvva avth kobmg Ppioketot oe
JOKIHOoTIKO 6TAd10. Ot duvatOHTNTEG TOL UTOPOVV Vo TPOPANBoHV eivar avapiBunteg
evo 01 Beltudoelg mov umopel va yivouv Ba deiEovv 0t 1 elkovikn TpaypatikdtTnTa ivort
évag topéag o omoiog Ba cuveyioel vo avonTOGoETAL ALY TO KUPLOTEPO Vo dVVOTOL VL
OVTIKATOOTNOEL  VQIOTAUEVES — TEXVOAOYIES mov  Pektidvovv TV avOpdTIVNY

KafnuepvotnTo.

1.3 Aopn} ™ Awmhopatikig

Ta o1do10 TOV AKOAOVONONKOV KATA TV SUTAMUATIKY EPYOCIN KoL TO OTTOI0 OTOTEAOVY

N SO TOV KEPOAOI®V NG €ivar ta akoAlovda.

Y10 Kepdraro 1 mopovcidletor n kOpla déa g Epgvvag, Ta Kivntpa mov ®incav e
LTV, OT®G EMIONG Kol Ol OKOTOl Kot 6TdHY0l TG OWAMUATIKNG epyaciag. [dwaitepn
éupaon olvetor 6tov TPOTO GUVOESNC TMV SOECIUOV TEXVOAOYIK®Y GUOKELMV, O
omoiog pe evoldpeso AoyloKko o dmacel To emBLUNTO ATOTEAEGUO TTOV OMOTEAEL TOV
oTOX0 NG OUTAMUATIKNG €PYAciag. AnAaon TNV TPOROAN EKOVIKOV/UN TPOYLATIKMOV
OVTIKEYULEVOV GTO YDPO GE GLVEPYOTTO LE TPOPOAN EWKOVAS GE TPAYUATIKO YPOHVO.

Y10 Kepdraro 2 o peretnBodv kat Oa avaivBodv ot veloTduevol TpOTol LVAOTOINGCNG
TOV TPOPANUATOC-GTOYOV TNG SUTAMUATIKNG EPYOCIOG KOl GUYKEKPIUEVE TS KO €6V

TPOYUATOTOONKE TO aVOUEVOUEVO omoTéEAEGO. Oa peretnBobv Ta amoteAéopata, To



TPOPANUOTO TOL TPOEKLYOV OTMC EMIONG Kol TLUYOV OVOKOMEG 1 adLVOUIEG TOV
eueavioTnKay Katd tnv oldpketa g Epevvac. H pelét tov vertotduevov texvikav da
Baciotel oe debvn PiPrloypaeio m omola eoTialeTan 6€ TPONYOVUEVES £PEVLVES KOl
apOpa, OTwG emiong Kot GALO GYETIKO VAIKO OV £ivol ovopTNIEVO GTO J1aOTKTLO, EVHD
EMIKEVIPOVETOL TPOTICTOC GTOV TPOTO LAOTOINONG TOL TPOPANUOTOS OAAL KOl OTO

amoteAéopaTo TOV Elxe N KaOE Epevva.

To Ke@draro 3 Eexva e oL GOVTOUT EXOKOTNON TG EPOPUOYNS TTOL EYIVE KATH TNV
épeuva, v EMEITO aKOAOVOOLY To LTOAOUTO. PEPN TOL KEPOAOIOL GTOL omoin yivetat
avaQOpl OTIS GLCGKEVEG TOV YpNoHomomOnkay Katd Tnv vAomoinon oAAd kot cg
EVOALOKTIKEG GLOKEVEG OV dLVAVTAL va YpnooromBodv e&icov. Znv apyn| yiveton
avapopd oto Oculus Rift, ocvokevr n onoia ypnoiporodnke mg cuokeLT TPOPOANS
EIKOVIKNG TPAYUATIKOTNTOG Y10 TOVG GKOTOVG TNG E£PELVOG, EVA YIVETOL OVOALTIKN
TEPLYPOUPYT] TOV YOPAKTNPIGTIKMOV KOt OLVOTOTHTOV TG Guokevns. Emiong, yia Adyovg
EVNUEPMOOTNG TOPOLGLALOVTAL Ol GUOKELEG Ol 0moleg B LTOPOVV VO OVTIKOTOGT GOV
oto péAdov 1o Oculus Rift, avagépovtag pepkd amd To TAEOVEKTAUOTO OAAG Kot
uetovektpotd tovg. Iapopoing, yiverar avagopd oto Microsoft Kinect, cuokeun 1
omoia ypnotpomomonke wg cLGKELT] AviyveLONS PABOLS Y10 TOVG GKOTOVG TG £PEVVALG,
EVO yivetal €KTEVIG OVAALOT TOV YOPOKTINPIGTIKOV NG cvokevns. Emeita, yiveton
avaeopd oe AALEC cLOKEVEG Kol aucOnTpeg ot omoiot Ba pmopodv oto HUEAAOV va
avtikotootioovy to Microsoft Kinect, evd yivetatl ava@opd ota opaKTnploTiké Tous.
¥ ovvéyeln yivetow avoeopd otig kdapepsg Logitech Cameras C310 wov
ypnowomomdnkav oty épevva [4]. TapdAinia, mapovetdlovial Ta YapaKTNPIOTIKG
oV £XOVV GE OYEOT LE TA YOPOKTNPOTIKA Tov Oa €mpeme vo giyov yu amopuyn
COOALATOV KO OLOAT] AgtTovpyior GOUEOVO KOl PE To OG0 avapEpOnkay 6To KEQAAILO
2, népog 2.5. Téhog, 610 TEAELTAIO HEPOG TOV KEPAAOIOV YIVETOL OVOPOPE GE EMTAEOV
OLGKEVEG TOL  ypnolomombnkay Katd TV €pevva ONMG €miong Kol OSIPOPES

EPUPLOYES TTOL YPNCLOTOMONKAY Y10 TNV VAOTOINGT TOV KOJIKO.

Y10 Kegdaharo 4 Ba yiver avdivorn tov gpyareiov to omoio ypnowomomOnke yo v
TOPAYOYN TNG EVOLWIUESNG E€QPOPUOYNG 1 omoio vrootnpiée Tnv Agttovpyio TV
GLGKELMV TOL YpnoipomomOnkay Kot fondnoe ot cvHVIEST Tovg. Oa yivel avapopd
OTOV TPOTO VAOTOINOMG TNG EPAPLOYNGS, Ol AAYOP1OLLOL TOV YPNGLOTOONKAY Kot TEAOG

0 TPOTOC CULVOEONG TWV GCLOKELAOV Kol 1 0EOTOINCTN TOV OEOOUEVAOV TOL MTOV



dwbéoa amd t kdbe ocvokevr. Oa mpoPfAnbodv emiong SAPOPeES TEYVIKEG TOV
ypnoporomOnkay kot fondncov MoTe 1 PO TNG EPAPUOYNS Va Eivar 660 TO dvvoTd
TO oA YOPIg va eMOKIALEL TIG SUVATOTNTEC. Xe PETOYEVESTEPO GTASI0 B avapepHovv
T0. TTPOPANUOTO OV TPOEKLYOV KATO TNV VLAOTOINGN Kol TUYOV COAALOTO TOV
vdpyovv, evod Bo peretnBodv ta amoteAéopato omd TNV GAANAETIOPACT] TOL YPNOTY LE

TIC GLOKEVEG LEGM TNG EPOPLOYNG.

Y10 Kepdharo 5 0o mapovclostodyv 10 OMOTEAEGHOTO TNG TOPOVGOS OUTAMUOTIKNG,
Omwg emiong Kol KOTG WOGO emrTedYOnKe O 0Opykdg oTOY0G ToL &iyxe TebEl. Oa
TOPOVGLOCTOVV EMITPOCHETA TOL cLUTEPAGHaTA TOV £EAXONKAV evd B Kataypagel kot
1N CLVEICEOPE NG OWAMUATIKNG OTNV EKOVIKN mpaypoatikotnto. Téhog, to €Bdopo
KEPOAOO KAeivel pe TuxOV BEATIOCELS TOL PTOpPOVV Vo LIAPEOVY KAl OPOPOHV TNV
vAomoinon (teyvika Bépata, Oépata KOdwa), Om®G emiong Kot HEAAOVTIKES TTLYEC
(emmpocbeteg cvoKeLEG, VvEEg TEYVIKEG) Ol omoieg B PEATIOGOLV TIC VPIOTAUEVES

Aertovpyieg evad Ba TapEyovv Kot EMmPOGOeTES SOLVUTOTNTES TPOG TOVS YPN|OTES.
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2.1 Ewayoy

H ewovi) mpaypoatikdtro omacyoiel €0 Kot TOAAG YpOvie TNV EMGTAUN TNG
TANPOPOPIKNG OTMOS EMIONG Kot AAAEG OEVLTEPEVOVCES EMIGTNUESG Ol OTOIES OGYOAOVVTOL
pe avtd 1o cvvapég Bépa. To TpOPAnUa ™S AmoEEVOONG TOL ¥PNGTN LIAPYEL OO TOV
Kopd g ovaKGALYNG TG EIKOVIKNG TPOYHOTIKOTNTOG OTOTAV KO TOAAOL EMGTAUOVES
npoondOncav va ddocovv Avon pe Odpopeg TEXVIKEG Kot peBddovc. Xto mapOV
KePAAoo Ba avaAvBodv ot AVoElg OAMKEG N HEPIKEG, TOL TTPOTAOMNKAV aTtd S1APOPOVE
EMOTAUOVEG 0 MANIGLO EMOCTNUOVIKNG €pevvag. Xvykekpiuéva Ba avaeepBodv ot
TEYVIKEG TOL YpnoipomomOnkay omv kdbe mepintwon, T TPOPAUATE TOL TLYOV

vpEav OTMG miong Kot To aroteAéopata TG Kabe Epevvag Eexmpiotd.

Ot épevveg mov peretnkav Bacilovror oe diebvn Biploypapio kot w¢ eni 10 TAeioTOV
a@opovv dpbpa, evd po amd oVTEG OPOPE TPAKTIKY EQAPUOYT] TOL TPOPALOTOC LE
Bwteookomikd VAKO Yo vmooTPEN TG AVoNG. 1o HEPOS NG PPAMOYPaPIKNG
avaoKOTong mapovstdlovtal avaAvTikd to. apbpa To omoin EMKEVIPOVOVTAL GTOV
TPOTO VAOTOINONG TV HEBGOMV Kol TEXVIKOV TOv ypnolporombnkay otnv mopodcoa

dumlopotikny epyacio. Ola ta dpbpa mOV EMKEVIPOVOVTIOL GTOV TPOTO VAOTOINONG



elvar avoptnuéva oto dwdiktvo, kol ota omoior O yivel mopomounmy HEGH NG

BipAloypapiag TG TapodGog SITAMUATIKNAG EPYOCIOGS.

2.2 AVOKOTOGKEDT] (OPOV UE KIVOOUEVT] KANEPO. OE TPAYRATIKO YPOVO

‘Eva. and 1o apBpa to omoior pelemnOnkav katd v €pguva agopd v {ovtovi
OVOKOTOOKEDT, YOpov uéocwm  kwvovuevng kauepag [5]. To ovykekpuévo apbpo
mapovotdler por pEBodo Yoo YPNYopn OVOKOTOGKELY) €VOC YDOPOVL 1 UG OKNVIG
YPNOUOTOIOVTOS piot LOVTAVT] KAUEPO. ZVYKEKPIUEVO GKOTOG TNG OVAKOATACKEVNG efvan
N onovpyio Tpiodidotatov TAEypatog (mesh) kot énerto og mivakeg Babovg (depth
maps), MGTE Vo LITOPEL VaL YIVEL AVAKATAGKELT TNG OPYIKNG GKNVAG 1 omoia va. givat 660
10 dvvatdv mo okpins. ‘Emerta 10 dnmuovpynuévo mAéyua M o mivaxkoag BdéOovg,
CULPMOVO. LLE TOV GLYYPOPEN TOL ApBpov Ba ExEl EPAPOYN GE SLAPOPOVG TEYVOLOYLKOVS
Toueic ovumepropfovopévon g emavénuévng mpoypatikotntag (augmented reality)
LE EMLyVOON NG YEMUETPIOG TOL YMPOV, TOUEN LE TOV OTOl0 OoYOAEiTAL M TOpOVCH

SmA®UOTIKN epyacia.

H pebodoroyio kol o1 TE(VIKEG TOV YPNGLOTOOVVIOL Y10 TV OVUKOTUCKELT YDPOL
napovctdlovtal avaAlvTikd oto TpooavapepOEév apbpo. Tlepunmrikd katd v kivnon
mg plog kapepag pe Coviavny ewdva o TPaypatikd ypoévo, Omuovpyeitor o
TPIGOLAGTOTI GLAAOYY| OO oMueiol [Le GUVTETOYUEVES TOV SOCTAGEWMV X,Y,Z YVMOGTH Kot
og¢ Point Cloud [6]. Ta onueio avtd avtiotoryifovtor pe to GNUEI TOV TPOYUATIKOD
xdpov Pdaon g Béonc tovg (X,Y,Z) kot tov Pabovg oe oyéon pe TV KAPEPD, DOTE
apyotepa Vo UTTopel var YIVEL EPIKTA 1 OVOKATAGKELT] TOL apy Koy ydpov. H texvikn g
cvAoyfg onueiov givar yvoot og SFM/SLAM [7] mov ypnowomoteiton Kot otnv
POUTOTIKT), KOl KOTE TNV OTolot TPMTO EKTYHATOL Kot bIToAOYileTan 1 B€om TG KAUEPOS

Kol EMET YIVETOL VTTOAOYIGUOG TNG GLAALOYNG CNUEI®V.

Ye HETOyEVESTEPO OTAOI0 PECH TNG GLAAOYNG OMUEi®V YIVETOL 1 OVOKOTOGKELT TNG
OKNVNS G€ TPLodtdoTato TAEYpa e TNV Bonbeta adyopiBumv, evd oty cuvéyela yivetan
BeAtiotomoinon tov mAEypatog ®ote va eSohelpBodv Tuxdv atéleteg (tpdmeg oTo
mAEypo, emmpdobeta onueio ektOg TAEYUATOC). METOED TOV TEYVIKOV AVOKATUCKEVNG
™G OKNVNG amd pio. cLAAOYN onueiov, etvon ko 1 Tprywvoroinon tov mivaka Babdovg

KOTA TNV 0moio LEGM TOL TOTOV TTOL TEPLYPAPETOL ovaALTIKG oTo apbpo [5], (vj = Djrj



+ tref), kabe onueio tov mivaxo Pdabovg amd ™ cvAloyn onueimv (depth pixel)
LETATPEMETAL 68 KOPLEN Tprydvov (vertex). Ot Kopueég Tprydvmy evOvovTol HETOED
TOUG OMUovpydVTag Tpiywve Kot EMETo To TPiyOvo evAvovior HeTagd TOovg
dnuovpydvtog to Tplodtdotato mAEYpa. H texvikn avt akoAovOnbnke kotd tnv
pebodoroyia TG mOPoVcOC SMAMUATIKNG epyaciag kot Oa avoivbel mepetaipw oto
€KTO  KeQPOAoo, KePAAolo ot0 omoio Ba avoivBovv emiong ot Opotr mWAEYUA,

TPLY®VOTOINGT| KAT.

H mpoavapepdpevn pébodog av kat divel Aon o€ €va omd ta TPoPARUATE TG EPEVLVOG
NG TOPOVGAS SIMAMUATIKNG EPYACIOG, EVIOVTOLS £YEl KAmowa petovektipate. O xdpog
KOTOYPOONG KOl ETOUEVMG TO TPLGOAGTATO TAEYLA TTOV Onpovpyeital ennpedletal and
T0 ONTIKO Tedio G Kapepos Om®G Kol Tov Ppulud avaveémong kol €Yypoens Tne.
YUVENMG oVTO £XEL OC OAMOTEAEGUA UEYOAVTEPO TPIOOAGTATO TAEYUO. VO OTTOLTEL
peyoAvtepo ontikd medio kapepoc. Emopévog yivetar aviiAnmtd Ot 1 avoKaTooKELY|
€VOG 0AOKAN POV dpaTiOL Kot Oyt EVOC GLYKEKPILEVOL YMDPOL TOL d®UOTIOV, YiveTan

dVOKOAOTEPN Kol amotTel TEPETAP® VITOAOYICHOVG Y1 TNV EMiTEVLEN TOV.

Meovéktpa eniong amoteAel ko 1 povada exeepyoaciog ypoeik®v oAAd Kol 1) QUOTKY|
LVIUN TOL LTOAOYIGTY| HE TOV omoio gival cuvdedepévn N Kapepa LovVTaving ewovag,
OM®G EMIONG KOl TO KOAMOO cVVOEONS NG KAUEPOS LE TOV LTOAOYIGTYH. TO KOAMO0
USB 3.0 o¢ avtifeon pe 10 ovvnbiopévo kokmdto USB 2.0 mapéyet v dvvatotta
pong moAd mePLocOTEP®V OdOUEVOV O TpayHoTKO ¥pdvo. Eviovtolg kduepeg e
kaAwdimon USB 3.0 dpyoav va kdvoov v ep@dvion tovg tov terevtaio ypodvo,
EMOPEVMG avopévetal va Pedtidoovv v dwdikacio avth. Emiong, Adyw tov 611 0
VTOAOYIGUOG TOL TAEYHATOG, €€OPpTATOL OO TN HOVAdN EMEEEPYOACIAG YPUPIKMOV OALA
KOl TNV QUOTKY] LVIUN TOV VTOAOYLGTY, KOTE TV OMpiovpyia Tov TAEYHOTOG UTOpEl va
napaTnpnOovv ceaipata (TpOTEG KATH onpeio ToL TAEYUATOG, EmMmPOcheTa onpeio Tov
etvar ave&dptnro tov mAEypatog). Ta cedipato avtd pmopovdv vo eEaleipOovv

apyoTEP LE TNV YPT|OT| OAPOPMOV TEYVIKMV 01 OTOIEC avapépovTal eiong 6to apbpo.

"Exovtag vdéym ta mo mave, GUVEIPUIKA UTOPEl VO ELPAVIGTEL TO EpOTNHO KOTE TOGO
avt M TEYVIKN pmopel va Ponbnocel oty emavENpéVN TPAYUOTIKOTNTO KOl GTNV
obvdeon TG HE TNV €KOVIKN Tpaypatikomta. Ki opwg n ewdva 7 oto apbpo [5]
Oelyvel TIg dLVATOTNTEG OGS TETOLOG TEYVIKNG, OOV YPNCUOMOLEITE [0 AVOIKOOOUN O

evog otatikoy mepPdAiovtog Yo TV Tomofecia Kivnong evog IKOVIKOD OUTOKIVITOV.



To amotéleopa ivar n kKivion Tov €1KOVIKOD OTOKIVITOV Vo €lvoil TOGO QUGIKT OGO M

Kivnon evOg aLTOKIVIITOV TOL KIVEITOL GTOV TTPOLYLATIKO YDPO.

H mo ndve pebodoroyia motomombnke kot avantdydnke o dvo mo apdoeata dpbpa
OTO 07Ol 1) OVOLKOJOUNON YDPOV GE TPAYUATIKO ¥pOvo yivetar pe v Pondeta g
ovokevnc Microsoft Kinect kot tov evdidueocov loyiopkov KinectFusion [8]. To
KinectFusion &ivat éva Aoyiopikd 1o omoio avoamtoybnke omd v Microsoft ko eivon
dwbéoyo péow tov SDK (Software Development Kit) t6co tov Kinect V1 (Windows,
Xbox 360), 6co ko tov Kinect V2 (Windows, Xbox One). Méo®w tov AoyiGuKOD
avToV, UTOpPEL Vo YIVEL OVOKOTAGKELT] TOV YMPOL TOV €ivol OPATOS OO TNV GLGKELN
Kinect og mpoypotikd xpdvo. TTig £PEVVES TOL AVOPEPOVTUL GTA GLYKEKPLUEVA GpBpal
ypnoonomOnke to Kinect V1. AvaAvtikd ot dtapopég peta&d tov 600 Oa avapepHovv
070 KEPAA0 4 To omoio aoyoAeitan pe tovg asOntnpeg aviyvevong Pabovg. Me v
gneavion tov Kinect V2 ta 6@dlpata Tov dnpovpyodvot KoTd Thy ovolKodOunon Tov
yopov péow KinectFusion pewdvovtol, kabmg o ocOntipoag g cLokeLVNg gival o
eEEMYLEVOG, EVA Y10l TNV PON KO LETAPOPE OESOUEVMV YPNCULOTOLEITAL KAA®MSIMOT UE

derapry USB 3.0.

Kvprog otdyoc g pebodoroyiag mov avaeépbnke mo madve, MOV 1 €TOVENUEVN
TPOYUATIKOTNTO AAUPEVOVTAG VITOWYT TV YEOUETPIO TOV ¥MDPOV GTOV OO0 EMLYEpEiTaL
to meipapa. H peBodoroyio avty oe cuvdvaoud pe GAAEC TEXVIKEG €POUPUOCTNKE
HEPIKMG KOl KATA TNV EPELVO TNG TAPOVCAS OMAMUATIKNG epyacioc, m omoio o
avaivBel extevéotepa 610 TETAPTO KEPAAOLO TO OmOio aoyOAeital ME TO TEXVIKA

YOPOKTNPLOTIKA Kot TV DAOTO{NOT) TOV ATOITOVUEVOL KOOIKOL.

2.3 AVOKOTOGKEVT] YOPOV NE EMAVENGT] EIKOVIKAV UVTIKELPEVMV

H oAnienidpaon pe tpiodidotato HOVIEAN G€ EMOVENUEVY] TPAYUATIKOTNTO GCF
TPAYHOTIKO ¥pOVO TEpLypapetan avolutikd oto apbpo [9]. Katd v €pgvuva avty
ypnoonomdnke pio kawvotopa kapepa Creative Senz3D, n omoio vrootpile RGB-D
(RGB — ypopua, D — Babog) [10], To Oculus Rift, to Leap Motion (cvokevn aviyvevong
Kivnong xepov) [11], kon deixteg AR (Augmented Reality Markers). To cbotnpa mov

avartoyOnke o€ HETEMEITO OTAOOL UTOPOVGE VO EUPOVIGEL TOL XEPLOL TOL YPNOTN OE
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oyxéomn ue tov aviyvevtn Pabovg mov Pprokdtov Tave oty Kdpepa, evad ot deikteg AR

xpnouonotovvoy yio va kabopicovv v 0éon g cvokevnc Leap Motion.

Ta amoteAéopata TOL GLGTNUATOG NTOV 1) AVIXVEVOT) TOV KIVICEMV TNG KEPOUANG TOL
oot péom tov Oculus Rift, kot n aviyvevon tov KIVGE®V TOV XEPLOV TOL HEGHD TOL
Leap Motion pe PBdon kot to 6DoF — six degrees of freedom [12]. Ta mo wéve oe
ocvvdvacud pe emmpocbetec teyvikEG Pondncav otnv axkpiPn oAAnAemiopacn Tov
YPNOTN UE EIKOVIKA OVTIKEILEVA TG OKNVAG, KaOMG NTov ekt 1 éuepaén (occlusion)

HETAED TV YEPLOV TOV YPNOTN KoL TOV EIKOVIKMDV OVTIKEUEVOV.

Katd tv viomoinon tg mo mhve épguvag ypnowomomdnke n kauepa Creative
Senz3D yia tov vroAoylopud tov mivaka BéBovg yio To omoiov £yve ava@opd Kot 6To
uépog 2.2 tov mapovrog keearaiov. ‘Emeita éywve emdiopbwon tov mivaka Bdbovg
Kuplwg AdY® Tov BopHPoL Kol TOV EAMTOV d£d0UEVOV TTOV 03N YOVV GTA GOAALOTO TOV
avaeépbnkav eniong oto 2.2. O mivaxog BaBovg ypnoponombnke oe petémelto oTdole
Y10 TV OVOKATOGKELT] TV XEPLDV TOL YPNGTN OGTE Vo Elval opatd HEGH TNG GLGKEVTG
Oculus Rift. emiong, o mivakog PdBovg onueiov ypnowomowdnke Yo TV

AVOKOTOOKEVT TAEYHOTOC MoTe 0 deiktng AR va givat opotodg oto Oculus.

To Leap Motion eivon pio cuokevn 1 omoio TePEyeL awohnmpo aviyvevong Kiviong
YEPUDV. XNV O TV €pguva ypnoiponombnke tovtdypova pe v Ponbeia mov
napéyovv ot Oeiktec AR pe ™ ocvuPfory tov Pifrodnkov OpenCV kor ArUco
avartOYOnke 0 YEPIGUOG TOV EIKOVIKOV OVTIKEWEVOV HECH TMOV YEPIDV TOL ¥PNOTN,

YPNOULOTOIDVTAG 0KOAOVOIES YEPOVOLLDV.

Ta amotedéopota g £pevvag Tov TEPLYPAPETOL 6TO GpBpo epavilovtal 6TIG EIKOVES
1,7 [9], 6mov o xpNotng oAANAETOPa pe Eva Tplodidotato KVPo, Vi 1 OAN dtachvdeon
enpavietar oty ewkova 6 [9]. Ot epevvntég Katdopbwoay vo wbfioovy pa mhavhy Adon
OV TTPOPANHaTOg TOV £)xel TeBel MG GTOYOC GTNV TOPOVGH SIMAMUOTIKY £pyacio, Kot
E0IKOTEPO. TOV YEPWOUO TPLodtdotatmy avtikelévoyv. Ouwmg n dwdikacio ot
avTipetonilel pepkd TpofANHaTe CUUTEPIAAUPOVOUEVOV S1OPOPOV GPOAUAT®OV KOTH
TNV aViYVELST TOV YEPLOV TO OTOIN COUP®VO HE TOV GLYYpApEn Tov apBpov avtd

avapévetol Bo emAvOoLY G€ HETAYEVESTEPO GTASIO GTO HEAAOV.
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2.4 Emrponélro emavEnuévn TpoypoTikoOT)To.

H enuponéllo emavénuévn mpaypotikdotro Paciletor otnv mopovcioon eTavENUEVNG
npaypotikoétrag pe T Ponbewn eminedwv mepoyov (my. tpamélt). OvolacTtikd
YPNOLOTOLOVVTOL SIAUPOPES TEYVIKEG TTOV TPOOVOPEPHNKOV GTO TPONYOVUEVD UEPT) TOV
Kepodaiov Onwg deiktec AR, vmoloyiopog Pdbovg kKAm. ot omoiol €xovv ¢ 6TOXO M
OAANAETIOPOOT UETOED TPAYUOTIKOV KOl EIKOVIKOV OVTIKEWWEVOV VO YIVETAL 0G0 TO

duvatd LLE TOV O PLGIKO TPOTO.

To npodto mhaiocto (framework) mov meptrypdeetor 610 oYeTIKO GpOpo mEPLopPdver
aAAnAenidopaon petalld aviikelévoy Paoel pUOIKNG Tpocopoimong, 1 oroia propel va
gpappootel pécw Stpopmv pnyovov (engines) peta&d tov Havok ko Nvidia PhysX
[13]. A@ov, yivelr  Quoik Tpocouoimon amotteitol va dtac@olcbel n enlyvmon Tov
TEPPAALOVTOG OAANAETIOPOOTG TPOKEUEVOD TO EIKOVIKE avTIKEILEVA Va. avayvmpilovv
TUYOV GLYKPOUGELG UE TO TPAYUATIKO OVTIKEILEVO KOL VO GUUTEPIPEPOVTOL OPLOVIKAL,
dMAadN pe euokd tpomo. I'a tov okomd avtd ypnotporombnke to Kinect, to omoio
aviyvevel 1o BABog Tov YHdPov omdTAY Kot UIopel vo. GUUPAAEL GTNV OVOKOTAGKELT TOV
TPAYLOTIKOV y®dpov o eikovikd. To Kinect Bpicketarl o kdmolo amdoTAo TAVD 00
10 tpaméllt oto omoio yivovtor OAec ot Asrtovpyieg Ko Aopfdvovv pépog ot
aAniemdpdoeic. H dwdwacio auty anartel Otmg o y®pog aAinieniopaocng va givol
oe ovveyn owbeotuomta. o vo glval avtd €Piktd ot gpevvntég tomoBEéTnoay Kot
devtepn kdapepa n omoia Ba fonbovoe oty kivnom Tov ¥PNOTN, OOTE Vo UTOpel va
PAémer ko vo emeepydleTon TO EIKOVIKG OVTIKEIUEVO TOL ONUIOVPYOLVTOL HECH TMOV

osiktov AR.

A@oD €QUPUOCTOVV TO TTO TAV®, TO. ETOUEVO PIHATO 0KOAOVOOVY TNV aviyvevon TV
deiktov AR, péca amd tovg omoiovg o xpnotng Bo pumopel vor 0l EIKOVIKG OVTIKEIHEVA,
omwg emiong kor Vv oviyvevon tov Pdabovg. Xt ocvvéyxsin AauPdver pépog 1M
eneepyacio tov PdBovg kot M eVOLYPAUUION TOV GUVIETAYUEVOV TOV GLUGKELMV,
kaBmg 1 Béom kGbe cVoKELNC OE GYEOT LE TOV YDPO AAANAETIOPACNG EXEL SLOPOPETIKEG
ocvvtetaypéves. Méow g eneéepyaociag fdBovg, yivetan n tprywvoroinon tov fabovg n
omoia Ba. 0ONYNGEL GTNV KOATAGKELY TPIOOAGTATOL TAEYHOTOS Tov Bor fonbnoel oty
(QLOIKN GUUTEPLPOPE TOV OVTIKEWWEVOV OTMG KoL GTNV aviyvevuor cuykpovoewv. TELOG,
yivetar to Agydpevo rendering, 6mov To EIKOVIKG OVTIKEIUEVO (OTATIKA Kol KIVOOUEVQL)

eueavifoviar  oTov  YOPO OAANAETIOpOOMG, OTOL OVTA givol opaTd HECH  TNG
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OEVTEPEVOVGOG KAUEPAS, OMOTOV KOl GUUTEPIPEPOVIONL OVAAOYO WHE TO TAEYUO, TTOV

dnuovpyndnke Tponyovuévamg pe tnv Pondeia g aviyvevong Pabovg tov ympov.

[a tov oxomd g €pevvag ywoo v emrpamello emOLENUEVN TPAYHATIKOTNTO
ypnoworomdnkav didpopeg PipAiodnkeg ot omoieg vrooTPEV TIG AEITOLPYiEG TV
OLOKEVMV. Xvykekpuévo ypnowonomdnke n Piprlodnkn OpenNl (Open Natural
Interaction) mpoxeipévon va. vdpyel TpdcsPacn otov acdntipo PdOovg tov Kinect yia
™V avaKInon g £yxpoung ewovog kot g ewovog Pabovg. To OpenNI dev
vrootnpiler 1o Kinect v2, mov ypnowomomnke ommv épevva TG mOPOoVCag
Imhopatikng epyaciog kot mpotiundnke évavtt tov mpokatoxov tov Kinect vl yio
Adyovg mov Ba eme&nynBobv 6TV GLUVEKELD, ETOUEVMG OEV NTAV dVVATI 1 EPUPLLOYT TOV.
Emiong, ypnowomomnke 1 Piprodnkn OpenCV n omoia Ponbd otnv enelepyacio
EIKOVOG pEc® mokidwv aAdyopiBuwv, evd Yo okomolg aviyvevong odewktaov AR
ypnowonomOnke n  PPprodnkn OPIRA. Térog, m QUOIKN CLUTEPLPOPE TV
avTIKEWEVDV TTpaypatotombnke pe v Ponbsia g Pipaodnkng Bullet Physics, evod
Yo TOV OlyEploud NG OKNVAG  OAANAEmidpacng OmMOC Kol Yl GKOTOUG

avatpoeodotnong (feedback) ypnoonomdnke to API ypapicdv OpenSceneGraph.

‘Eva. and ta deiypato mov dnmpovpyndnkov yio vo vrootnpiEovv Tig Asttovpyieg g
£peuvag NTav Eva LIKPO oty vidl e auToKivnTa, 0oL 0 TAIKTNG XPTCLLOTOIOVTOS £V
YEWPLOTNPLO 0ONYOVGE £VOL EIKOVIKO OWTOKIVITO, TO OTOI0 CLUUTEPIPEPOTAY AVALOYOL LLE
TO TPUYHOTIKG avTiKeipevo mov vanpyav oty oknvi. Ta aroteAéopata e Epguvag
OUTAG, NTOV OPKETA ONUOVTIKA OQOD 1 EQOUPUOYN OVTH G€ TEPAUATIKO GTAS0
xpnowonomdnke omd ATopd SWPOPETIKOV MAKIOV TpoKeévoy va  e&ayBodv
a&omota cvpnepdcpata. H duvatdomta aAAnAeniopacng Tov puoikod KOGHOV UE TOV
EIKOVIKO NTOV EUOAVIG, EVO Ol EPELVNTEC EXOVV MG GTOYO GTO UEAAOV TNV TMEPETAIP®

aVATTLEN TOL GLGTHILATOG Y10 TEPICCOTEPT AKPIPELD GE PVOIKES KATOCTAGELC.

Mo S1opopeTIKn KOl GUVALO TOPOUOL0 TEPIMTMOOT EXAVENUEVIG TPAYLATIKOTNTOG GE
emtpanéCla Paon Nrav ko to MirageTable mov mapovoidotnke o€ éva aKOUN GYETIKO
GpOpo [14]. H xvplo dopopd pe Ty TPONyoOUEVT] EQOPLOYN €ival OTL TO. EIKOVIKA
aVTIKEIIEVA NTOV 0patd Ywpig TV xpnon Kduepag oAdd pe v Ponbeto kuptig 006vNg
Kot yvaAld pe vmoompién tpiedidotatng opacng (Nvidia 3D Vision). IMapdiinia,
Om®OG Kol otV Tponyovuevn mepintwon ypnoiporodnke to Kinect yw okomovg

aviyvevong Babovc.
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To cvotuo awTd av Kot €lxe KATOES OUOIOTNTEG LE TO TPONYOVUEVO, YPNGLLOTOINGE
StpopeTikd TpoOmo pehodoroyiog aAld kot oAAnAemidpaons tov ypnotn. O ypNnoTg
elye ™ SvvatoTNTO TOTOBETNONG EVOC TPAYHOTIKOD OVTIKEWWEVOL EMAVMD GTNV KLPTH
006vn, ka1 61N cLVEXELD YIVOTAY COP®MOY TOL OVTIKEWEVOD Kol TPOBOAN TOL GTHV
006vn. 'Enetta o ypnomg umopovoe pe v fondeia tov yep1dV ToL Vo AAANAETIOPACEL
LE TOL EIKOVIKA OVTIKEILEVA TOL OTOl0L CLUTEPIPEPOVTOV PE PLOIKO TpOTO. Tar BeTiKd TG
pebodoroylag avtg, NTav OTL dev ypnolwonombnkay Ocikteg AR, evd dev Mrav
amopoitnTn M YPNON YOVII®V Y10 OKOTOVG aviyvVeELONG KIVNong YEPLOV apOoV ovTNn

ywortov pe v Borbsia tov Kinect.

2.5 Erovénuévn npaypotikotnto péo® Oculus Rift (AR-RIft)

210(0G TNG CLYKEKPIUEVNC EPELVOG NTAV VO, KOTOoKELOoTeL pol Bfaon omnv omoia
evoopatodnkav 2 Kapepeg, amd Tig omoiec o ypnoms Ba umopovce va £xel opatdTTO
o€ TPLEOIOTATN EKOVIKY TTpaypatikdtTo e TNV Porfeia kot tov Oculus Rift. Kbpio
HEANUO NG €PELVOG NTOV VO EAUYICTOTOWCEL TO YOO OVAUESH GTNV EKOVIKN
TPAYHOTIKOTNTO Kot TNV QUOIKN Tpaypoatikotta. H épeguva 1 omoia mapovcidleton
TPOKTIKG otV 1oT00eAda [15], éywve amd tov gpevvnrr tov University College of
London, William Steptoe. Xvykekpiuéva, ovaidovtor to Pruata g €PELVOG TOL
00N YNoOV TNV EMITEVEN TOV GTOYOV, EVM GTO TEAOG VILAPYEL Kol BVTEOCKOTIKO VAIKO
Y. TV VrootpiEn TtV amotelecudtov g €psuvag avtnc. Ot GLOKEVEG TOL
ypPNooTomOnkay Katd tnv €pevva OTMS Kol o, fNLOTe TOL 00NYNCAY GTNV EMITELEN

0V 6TOY0L O avaArvBohv 6TV GLVEKELD.

H ovokevn| mpofoAing Kovikig TpaylatikdtnTog 1 omoia ypnoiomodnke eivar to
Oculus Rift Developer Kit 1 to omoio dev eivar dobécyo oty ayopd mapd povo yio
TPOYPUUUATIOTEG KOl EPELVNTEG, Ol OMOIOL TO YPNGLUOTOOVV Yo, LTOSTNPIEN TNG
épeuvdg tovg. H emioyn tov xopepdv Paciotnke oto TEYVIKA YOPUKTNPIOTIKO TOV
Oculus Rift DK1, kabdg 1 6pacn tov ypnotn e&optdral amd Ta YoPUKINPIOTIKG TOV
Oculus Rift. Zvykekpipéva kabe kapepa 0o Enpene vo Exel avaivon 800x600pixels n
omoia givan n veroTauevn avdAivon tov Oculus Rift yia k4Be pdri. Te mepintmon mov 1
avaivorn g kauepac vmepPaivet v avaivon tov Oculus Rift, dev Bo vmdpyet
TPOPANL, Yopic OHOS Vo umopet vo etvat piktd To avtifeto. To ido 1oydet Kot Yo Tnv

avaroyio dlaotdoe@v tov aisOntipa ¢ availvong g kapepag (Aspect Ratio), n
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omoia Yo GKOToVS evnuépmong vroAroyiletan g €ENG. 'Eotm 1 avdivon pog Kapepog
eivon 1080x720pixels, tote 1o aspect ratio vrwoloyiletanw cOvpeova pe v akdAovo
tomo: Aspect Ratio = 1080/720 = 1.5:1. Emupocbeta, 1o ontikd nedio kabe kapepag Oo
énpene va eivor 120° evd o pubuog eyypaong (capture rate) Oa émpene va eivon ota
60Hz, dote va avtumapoBaiietor Tov pubuod avavémong (refresh rate) tov Oculus Rift
DK1 o omoiog petpiétan e€icov ota 60Hz. TéAhog, yia mPOYyPOUULOTIOTIKOVS GKOTOVE
ntav anapoitn 1 vrapén demapng USB péow amd v omoia Ba yvotav 1 petapopd

dedopéVmV amd TNV KAPEPH GTOV VITOAOYIOTY.

Emopévoc chpemva kot pe o o méve o peuvnTiG KatdAn&e oty emloyn 2 Kapepov
Logitech C310. Ot kdpepeg avtég TANPOVGAUY G €Ml TO MALIGTOV TO. OOLTOVUEV
YOPOKTNPIOTIKA. LVYKEKPIUEVA 1) OVAALOT OmG emiong Kol 1 avadoyio Tov aicOntipa
avaivong g kauepac Eemepvovoe T avdroyo yapakmmplotikd tov Oculus Rift kdtt
OV OTMG avaPEPONKE TPONYOLUEVMG NTAV OOVIKO, EVED O PLOUOG AVAVEDONG, OTMG
emiong ko m Oemapn USB yia v petopopd tov dgdopéveov Mtav dedopéva
YOPOKTNPLOTIKE TNG Kapepas. To ontkd medio g Kapepag Opmg Ppiokdtav otig 60°
avti otig 120°, enopévmg Yo to oKomd avtd ypnotporomdnkay @okol and 2 Kapepeg
Genius WideCam F100. Téhog, KoTookELAGTNKE (1o, BAoT amd TOov EpevynTn, M omoia
TUTOONKE HECH TPLEGOAOTATOV EKTLVRIOTN Vrootnpiloviag €16t Vv ompdn TV

Kapepwv emdvo oto Oculus Rift.

H obOvdeon tov Oculus Rift énwg emiong Kot T@V KOUEPOV EMAVEO GTOV VITOAOYIOTH, O
omoiog Ba vmootpWle ™V aueidpoun Aertovpyion HETOEDL TOVG, omoutel TOAAEG
KOAWOUDGELS OMOTOV Kot 1) Kivion/HeTapopd KAmolov ¥potrn 6ToV YDOPo NTav SOVGKOAN
¢wg advvarn. Ewwdtepo 7y oKOmMOUE KOADTEPNG TPOKTIKNG Kol  KOADTEPNG
OAANAETIOPOAOTG TOV YPNOTY LE TIG GUOKEVEG, O EPEVVITNG (PN OLUOTOINCE TIG GUOKEVEG
ASUS Wavi, kou v emavapoptilopevn protopio EasyAcc 15000mAh. H cvokevn
ASUS Wavi ypnoponomdnke yio tyv acvppatrn petoeopd g ekovag HDMI and tov
vroloytoty oto Oculus Rift, emouévmg amopevybnke n yprion xoiwdiov HDMI,
KOAMO0 TO omoio &ival yvwotd amd TNV onuepwvi gvpeiol ypnon Tov amd TOAAEG
GLGKEVEG YOl TNV UETAPOPE £1KOVAG cLVIOMG amd TV cLoKELT G€ Ui 000V TPOPOANG

(tnAedpaon).

Axoun o mpoéxkinon frav o6t to Oculus Rift DK1 yw v opoin tov Aettovpyia

amoutel TNV TPOPOSATNOT TOL HEG® GLVEXOVS TAPOYNG PEVUATOC, KABMG 11 TPOPOSOTNON
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puécm tov kalmdiov USB, mov vmootpilel v petapopd dedopuévav, OV NToV OPKETH.
Emopévac, akohovbnonke 1 texvikn tov Michael J Moffitt, o oroioc vrootpi&e 6t 10
Oculus Rift 6o propovee va Tpopodotndei péow kaiwdiov USB [16]. Edikotepa otnv
nepintoon ovt o Oculus Rift cuvéébnke pe v cvokevny ASUS Wavi pe kolddio
USB yw okomotg tpo@oddtnong, evd n puratapio EasyAcc 0a onbodvoe yio emmiéov
xpOvo pmatapiog. Oleg o1 emumAéov cLoKEVEC TomobeTONKAYV GE éva Gakidlo, omdTav N
LETAPOPG TOL YPNOTN OTOV YDOPOo o€ peydAo Pabud Mtav seikt. Eva ond ta
npoPAnuata mov epgaviotnkav, Ntav o6t 1 ovokevy ASUS Wavi ovietomile
TpofAnpata vrepOEPIAVONG KATE S1OCTNHATO, OTOTOV Kol EMPENE VoL YIVEL O10KOTN TNG

oLvoeoNG Yo tepimov 15 Aemtd.

o oxomovg eviomiopod g BEong tov ypMotn, OT®G Kol Yo TNV aviyvevon Twv
KIVIOE®Y TOV avVA TAGO OTIYUN OTOV Y®PO 0AANAETiIdpacns, yvowotd kou wg 6DOF (6
degrees of freedom) tracking [12], xpnowomotibnke 0 GHGTNUA KOTOYPAPNG OTTIKNG
Kivnong OptiTrack mov Bprokotav otov ydpo épevvac. To cvotua anoteleito omd 12
Kauepeg pe pubuod eyypaeng 100FPS (100 kapé avd devteporento) Kot pe v fondeia
10V Aoylopikoy Motive, éywve gpiktd va vtoloyisbei ) Béon tov yprot Pdon dektdv

7OV TV TOTOOETNUEVOL EMAVE® GTOV YPNGTN.

H mo onpavtikn mpdxkinon oty épevva vanpée n eOBLYPALLLIOT] TOV GUVTETOYLUEVOV
TOV GULGTNUOTOS OVIXVELONG TOL JMUATIOL OAANAETIOpAONG TOL YPNOTN HE TNV
OTEPEOCKOTIKY €KOVA TV 2 Kouepdv [35]. H evbuypdpuon éywve pe tétolo tpomo
DOTE TO EKOVIKA OvTIKEIPEVA Vo TPOGapUOLOVTOL OVAAOYO LLE TNV CUUTEPLPOPE TMOV
TPOYUATIKOV OVTIKELEVOV TTOV VTAPYOVV GTNV OKNVY, (OOTE TO OMOTEAEGUO VO
TPOGOUOLALEL TEPIGGOTEPO LE TO PLGIKO Kol ALTO VoL YIVETAL AVTIANTTO old TO YPNOTN.
H evBuypdpuon amoteheitonr amd moldmAoKeS Ko ypovoPOpeg evEPYEEG Ol OTOIEG

eme€nyovvtal ektevEsTEPA 6TO 5° HEPOG NG £PELVAG.

Téhog yio v aAlnAemidpacn Tov ¥PNOTN WHE TG OLOGVVOEST) TV GLOKEVAOV TTOV
ypnoonomdnkay, dnuovpyndnke diemoen ypnotn n omoia Hrav opatn oto Oculus
Rift otabuilovtoc emiong kot tnv tomobecia TV deikTtdv mov Ppickoviay emdved oTov
xprot. H owemagn onuovpyndnke pe v Ponbeia tov epyoreiov Unity3D xon
vrootpile HETAED GAAMV Tr ONUIOVPYID EKOVIKOV OVTIKEWEVOV KOl EKOVIKOV
eldOlov (avatar) ce mpaypaTikd ¥povo, OM®G emiong Kol TNV TPOPOAT] YNOLOK®V

TapafHP®V TOL VTOAOYLOTY.
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Onwg avoeépOnke Kol TPONYOLUEVMOS TO AmOTEAEGHATO TG Epguvag epgavilovtol o
BvteooKomMpéVo LMKO otnv 101006eA00 Tapamoumis. To amoteAéopata ivor AKpwg
EVTVTIOGLOKE KOl TPOYUATIKE dnpiovpyodv aichnon otov yneakd KOGUO TG EKOVIKNG
TPOYUATIKOTNTOG — EMLTUYYAVOVTOG TNV EAOYLOTOTOINGCY, TOV  YAGHOTOC  UETAED
TPOYLOTIKOD Kot EKOVIKOD KOGHOV. Ot tponypéves duvatoOTnNTeg mov £XEL O YPNOTNG
avolyoov 1oV OpOHO Yoo VEEC  OAANAEMOPACEIS Kol  VEEC  AELTOLPYIEG,
CLUUTEPIAOUPAVOUEVIG  TNG  TOPOVCING  EIKOVIKMV — OVIIKEIWEVOV  OTNV  EIKOVA
TPOYUATIKOV XPOVOL TNG OlEMaPnG, AerTovpyio Tov 0dnyel Tov ypnotn v yevdaicOnon
VROPENG TEPIOCOHTEPOV AVTIKELLEVOV GTOV TPAYLLATIKO YDPO aAANAETIOpaONS. AV Kol O
gpevvnTg mpoonddnce va dmdoel v ehevBepian Kivong otov ypNoTn UECH TOV
JEIKTAOV KOl TOV GLGTILLOTOG KOTAYPOPNG OTTIKNG Kiviong, EVTONTOLG 1) aAANAETiOpoon
nepopiletor 610 OOUATIO OAANAETIOpOONS KOUL ®G €K TOVTOL, OLTO OMOTEAEL
petovéktua yuo tov xpnot. H mapovoa dimhopatiky epyacia gumvedotnke amd v
TO TOVEO EPELVO KOL GE GLVOVAGUO LE VEEG TEXVIKEG KOl VEEC CLUOKEVEG EMXEIPEL VL
OMOEL Ho. SLOPOPETIKN TEYVIKY AVvon M omoia. o avalvbel ektevéotepa 6TO £€KTO

KEPAAQLO.

2.6 Zoprepdopata.

Meletovtag to dpBpa mov avaEEPONKAY TPONYOLUEVMG TOPATNPOVUE OTL KOPLOG
oKOTOG Kot TPOKANGT 7oV €lyav Ol GLYYPAPELG KOl EpELYNTEG TV ApBpV NTOV 1
peiwon tov ybopatog pHetah PLOIKOL Kol EIKOVIKOD KOGHOV. AVTO GUVETAYETOL GTNV
peioon g omofévmong Ttov  avOp®OTOL amd TNV EIKOVIKY]  TPOYUOTIKOTNTO

aAAnAoemdpmvTag o€ TEPPAALOV YVOGTO i TOV 1010.

O1 épevvec oVVIVALOVY TOPOUOIEG TEYVIKES XPNCLOTOIDVTOS OLPOPETIKES VAOTOGELS
Kol GVVOLALOVTOAG TEYVOAOYIKEG GUOKEVEG LE GKOTO VO ETLTVYOVV TOV GKOTO TOVG. XTIC
£peEVVEG VTEC ypNnoomombnke o ueydro Pabud to Kinect tng Microsoft yio okomoig
aviyvevong PdOBovg, evd omv mEPITTOON TNG VEIGTAUEVNS EPELVOS TNG TOPOVGCOG
dmAopATIKNG gpyaoiag, ypnoiporodnke n ékdoon tov Kinect V2, yio Adyovg mov Oa

avaeepBovv oe endueva KePAALOL.

H épevva emiong gumvedomke amd 10 mopdptnue 2.5 0mTov To amOTEAEGHOTA NTOV

ELLPOAVT KOl TEWCTIKG LEGH PVTEOCKOTIKOD VAIKOV, EMOUEVMG 1) ETAOYN TOV KOUEPDV
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mov ypnowomombnkav £ytve pe mopdpolo Tpoémo. Mepwkd oamd Ta ApBpa dev
napovcialay otnv AVoN TOVUG TNV OCLOKELYT] TPOPOANC EKOVIKNG TPOYUOTIKOTNTOG
Oculus Rift, n onoia ypnoponomnke eniong otnv mapovoa Epevva yio. Adyovg mov Oa

avaeepOOLY GTIV GLVEXELD.

[Mapamnpdvtog OAeg TIg mOAvEG ADGELS TOL TPOPANUATOS, TO OTOTEAECUATO KOL TO
mpoPfAquata Tov mpofkvyav oty Kabe mepimton, M €pevva NG SUTAMUATIKNG
epyaoiag mpoomabel vo dmoel Tn Ok TG Avorn oto TPOPANUA, YPNCUOTOIDVTOG
oToEl0 OO TIG TPOAVAPEPOUEVES HEAETEC. ADY®D NG avATTLENG TNG TEXVOAOYING Kot
™G EULPAVIONG VEMV GUGKEVMV Ol 0Toleg YpMolonmomOnkay, moAréS PiAodnkeg mov
avagépovtov ota dpbpa dev Nrav dbéoipeg omodTOV Kot TPOTIUNONKAV S1apOpPETIKOL
TPOTOL LVAOTOINGNG 0TS Kot dtopopeTikol alyopiBuot, Bépata ta onoio B cuintnHovv

EKTEVEGTEPO GTO KEPAANL0 4 TOV aLPOPAd TNV LAOTOINOT).
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3.1 Emokénnon tov £pyov

I"'evikdc 61006 TG £pevvag amoTeAel 1 dnuovpyio LG EPAPUOYNS HECH TNG OOl O
YPNOTNG Vo umopel vo TomoBeTEV/ AAAAETIOPA E OVTIKEILEVO GTOV TPOYUOTIKO YDPO
aAAnAemidpaong o€ TPayUATIKO YpOvo. Zvykekpiuéva, o ypiotng pe tn Pondeia g
oLOKEVNG TPOPOoANg ekovikng mpaypatikdmrag Oculus Rift Oa éxet ™ dvvatdmra va
BAémel TOV TPAYHOTIKO YDPO OAANAETIOpOoNC Kol €mMOUEVOS VO TOTODETEL elKOVIKA
avTIKEipEVa ETOVEAVOVTOG TOV YMOPO, dNAAON vo €xEL TNV eumepior TG ETOAVENUEVIG
npaypatikdéttoc. H eikdva tov ydpov aAnAenidpaong Bo LETAQEPETAL GE TPAYLATIKO

XpOVo amd TG KAauepes, mov Oo Ppiokovrar oty mpocoyn tov Oculus Rift og
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GLYKEKPLUEVN AOoTOOT LETAED TOVG, TPOKEEVOD VAL ODCOVV GTEPEOCKOTIKY| EIKOVO,
otnv 006vn tov Oculus Rift [35]. H eradénon tov avTikeévmv 6Tov Tpaypatikd ydpo
0o emtvyyavetal emiong pe ™ Pondela g cvokevng aviyvevong Pabovg Kinect
omoia. fonBd omv emavENUEVN TPOAYHOTIKOTNTO OOV OLTH TOPEXEL EMYVOON NG
yveopetpiag Tov xopov. [T kdtw tapovoidlovior oto Zynqua 1, avaivtikd to uépn ta
omoia amotelohv T0 cVGTNUO OTWS Kot 0 TPOTOG Aettovpyiog e TOV 0T0l0 Ol GUGKEVEG

AVTOAALGGOVY Se0OUEVA GE TPAYLLATIKO YPOVO.

Syua 3.1: Avtodiayn dedopévov petald cueKELMV
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3.2 Xuokevég TPoPornS EIKOVIKIG TPAYRATIKOTNTOS

3.2.1 Oculus Rift

To Oculus Rift [2] eivar pe ovokevn) péow g omoiag givar dvvatn 1 TPoPoAn
EIKOVIKNG TPOAYLOTIKOTNTOG CUUTEPIAAUPAVOUEVOD ToyVIOIOV OAAG KOl EIKOVIKOV
kocpwv. H ocvokevn tonobeteiton popntd oT0 KEQAAL OO TOV ¥PNOTN Kol AEITOVPYET
Kupimg ®g 006vn TpoPfoing, Kabdg KaAOTTEL TO ONTIKO TEdIO TOV ¥PNOTN UE TOVG SVO
(QOKOVG TOoL TNV amoteAovy. KvVplo yopoktnplotikd Tov €lvar 1) GTEPEOGKOTMIKY
TPLEOLACTOTN TPOPOAN €KOVAG, 1 OTolo. TPOGOHIdEL GTOV YPNOTN W0 SLOPOPETIKY KOt
ocvovauo povadiky epmepio. H otepeookomikny ewova emruyydvetol pe mopdAinAeg

EIKOVEG TOL OTEAVOVTOL GTO OTTIKO TTEGI0 TOV YPNOTN G€ TPAYUATIKO Ypovo [35].

To Oculus Rift kataokevdotnke amd v torpio. Oculus ko edkodTEpa amd tov Palmer
Luckey, 0 omoiog ftav mpmtomdpoc kot £VOEPUOG VTOOTNPIKTAG TNG EKOVIKNG
npoypatikoémrog. H etopeia avt) opywd avtinoe tn ypnuotodoton e HEcw
ekotpateiog mpoPoing tov Kickstarter mpokeipévov vo Aavedpel Ty GLGKELT] OTNV
ayopd. Telkd, pe v otpin apketd yvootov etopsidv onog: Valve, Epic Games
ko Unity, to Oculus &iye tepdotio ammynon Kot ETOUEVOS 01 13pVTEG TOV Katdpbwoay

VoL EYOVV EMAPKT XPNHATOSOTNON KL VO, TPOYXMPTGOVY OTNV KaTtaokevn tov [17].

10 onueio avtd a&ilel va avagepbeil 6TL TOV Mdptio tov 2014, t0 Yv®OTO KOW®OVIKO
diktvo Facebook avakoivooe v emitevén cvppmviog yio ayopd g etorpeiog Oculus,

pe ovverakOAovBo TepdoTI 0QPEAN Y TNV €TOupEinn KO TEPAUTEP® TPOPOAN NG

EIKOVIKT] TPOYLOTIKOTNTOAG TTPOG TO KOWVO.

H etopeio Oculus  «atackedaoce
npdTo. 10 gpyareio Oculus Rift
Developer Kit 1 tov Abdyovosto tov
2012, to omoio mWtav OwbBéoo
PO O©€ TPOYPUUUOTIOTEG OV
glyav v 0éAnon va evacyoinbodv

HE TNV TOPOY®YT| EQOPUOYDV KOl

TOLVIOLOV Y10, TNV EV AOY® GLGKELN.

21



Tov lavovdplo tov
2014, n etopeia
TPOYMDPNCE o1
onuovpyia TOV
npotoétvrov  Crystal
Cove, 10 omoio éxave
mv  EUeavion  Tov
oV éxbeom
Consumer Electronic

Show oo Las Vegas.

H opw Swogopd pe tnv mponyoduevn £€kdoon Mtav OTL 1 GLOKELY OVTNH

YPNOLOTO0V6E pia TPOSHETN GuokeLN, INAad pa Kapuepo BEcewmc 1 omoia propovoe

VOL aVVELGEL SUVOUIKG TIG KIVAGELS TOL Ypnotn (okOy1po, KAioelg ki) [17].

Eunvevopévn and 1o mpototuro Crystal Cove, n Oculus mpoympnoe tov Mdaptio tov

2014, omv «atackevr] tov Developer Kit 2, 10 omoio vreptepovoe Evavit Tov

TPOKATOYOL TOVL, Kol TO OTOlo
TOPOVGIACTNKE O ékbeon
teyvoloyiag GDC, evd 1M ovokevm|
nrav emiong owféoun Yo
TPOYPOULUUATICTEG. Mepucég
BeAtidoelg amotélecav 1 KAAOTEPN
TowTNTOL  €KOVOG,  LYNAOTEPOG
pLOuOC avavEmong EIKOVOC,

aviyveLoT| KIVI|CEWV KEPAANG YPNOTN

eve €ywve mapdietymn tov e€mTepkoy kovTov Tov vrnpye oto Developer Kit 1, 1o

omoio mepieiye Kovumd Yo LETOPOAT] POTEWVOTNTOC, avTiBEoNG, EVM YPNCILEVE Kot Yol

™V gvepyomnoinong g ovokevng [17]. A&iler va avapépovpe 6Tt N Kauepa BEcewc Tov

Oculus &yet eppérera amod 50 exatootd péypt kot 2.5 uétpa.
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Tov ZentéuPpro tov 2014 n erapeio Tpoydpnoe ot dnpovpyio 1oL  TPOTOHTLITOV
Crescent Bay 1o onoio mapovcidotnke oto cuvédpio Oculus Connect oto Los Angeles.
Inuavtikég Beltiwoelg évavtt tov Developer Kit 2, tav 1 kadbtepn avaivorn o06vng,
Myotepo BApog, EVOOUOTOUEVOS YOS, OTTMG emiong Kat aviyvevon kiviong 360 potpov
N omoia emtevyOnke pe Vv evooudtoon oe avtny, Aaumdkio aviyvevons LED mov

tomofenOnKay 610 To® PEPOC TG cvokevng [17].

Axoun dgv £yel kavel ™V epuedvion g o ékdoon Oculus dabéoiun mpog 10 Koo,
KétL mov meprlopPdveron ot pEAAOVTIKG TAGvo TG etaupeiog Kabdg 1060 TN
Developer Kit 1 kot 2, 660 kot T0 TPOTOTLTO TOPOVGINCAV GMUOVTIKY ETLTUYICL.
Yopeova pe v etopeio Oculus, po £kdoon amokAeloTikd yio To Koo givol 1on 6to
0TAO010 KATOOKELNG TePAapPavovtag KaAdtepn aviyvevon Kivnomg, vymAdtepn
avéivon 000vng aAld Kol acOPUOTNG LETAPOPAS EIKOVOAG GTV GLCKELT] OPOLPDVTOS TO

TEPITTA KOAMOLXL TOV GLVOEOLV TNV GUGKELN UE AAAEG TEYVOAOYIKEG CUOKEVEG.

"o tovg okomovg TG €pguvag mpotundnke n xpnon tov Developer Kit 2 évavtt tov 1.
Yta apykd otddia ypnowomombnke to Oculus Rift Developer Kit 1, aAld otnv
ovvéyela, mpotunOnke to Developer Kit 2 yia toug Adyovg mov Oa avapepbodv mo
kato. H avélvon tov DK2 eivan ota 19201080 pixels évovtt tov 1280x800pixels tov
DK1, evd n 006vn givar Tov tomov OLED [18] av kot eivon pukpotepn 5,77 évavtt 777
KATL TOL GUVETAYEL 0€ KOALTEPN ToldtnTa €1KOvag. Emiong, axoun évag onuovtikog

TapAyovtag eivar o puhudc avoavéwong ewovag o omoiog Ppioketar oto 75Hz évavtt
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60Hz. Téhog, oto DK2 n mapovcia g xauepag aviyvevong 0éocemc mov amovotdlet
and to DK1, amotehel onpaviikd mopdyovia Yo LEAAOVTIKTY OVATTUEN TOV GUGTILLOTOG

Kabdg diver v duvatodTnTo Yo véeg Aettovpyieg [19, 20].

3.2.2 EvoAhoKTIKEG ZVOKEVES

O xvplog Adyog emdoyng ¢ ovokevng Oculus Rift évavtt evolhakTIKOV anotéleoe Kot
10 yeyovog Ot to SDK (Software Development Kit), to onoio fondd otnv viomoinon
KOOKO 0ALG Kol 6TV Katavonon tov Aettovpylidv tov Oculus, ftav dwbéco oe
avoytd kodwko. Eviovtolg, oto onueio avtd Bo TapPoLGLOIGTOVV  OPICUEVES
EVOALOKTIKEG GLUOKEVEG TTOV UTOPOLV VO OVTIKOTOGTICOVV G UEAALOVTIKE GTASI0 TO

Oculus Rift.

Mw amd 115  aVOUEVOUEVEG GUOKEVEG
eivon o Project Morpheus. H cvokeun
vt €KOVE TNV TPAOTN NG EUPAVION
omv ¢ékbeon GDC 1o 2015 «ot
avanTOGGETOL OTOKAEIGTIKA Yo

PlayStation 4 o1 PlayStation Vita.

Enopévog, dev Ba amoterécel 1oyvpod
KIvNTpo Y. TPOYPAUUOTIOTEG EQUPUOYDV  OLOPOPETIKAOV GCLOKELVMV (VITOAOYIOTEG,
Kvnté TAEQ@va, AOUTEG KOVGOAES), OAAG avopévetal va Kdvel aichnon otov kOGO
TOV TOLVIOLOV. MePIKA amd T YOPOKTNPICTIKA TNG CLGKELTG VNG 1 omoia BpiokeTon
aKOUN 0€ OTAS0 KOTOOKEVNC KOl GLVEYXOVG EAEYYXOL Elval: 1 avOALGN TNG EIKOVOAG TOV
Bpioketon ota 1920x1080pixels, n mopovoio EVomOUATOUEVOD 1OV, EVD TO KLPLOTEPO
mAeovékmua g évavtt tov Oculus Rift arotedei o pubuUdS avavémong ekovag Tov
Bpioketar ota 120fps (frames per second / kopé avd devteporento) avti twv 75fps mov
éyel 1o Oculus Rift. H cvokevn avopévetol va KoKAOQOPHGEL EKTOC OTpodmTTON YOPM

otig apyég Tov 2016 [21, 26].
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H ovvepyoocia Oculus
Rift kot  Samsung
EMEPEPE GTO KOO TNV
avamTuEn  GLOKELNG
TPOPOANC  EKOVIKNG
TPOYUATIKOTNTOS W€
6vopa Gear VR. Kvpio
LLELOVEKTI LD ™mg
cvokevng  elvor M
VIOYPEMTIKN TOPOLGIN

KIVNTou  TNAEQ®VOL

Samsung kot cvykekpuévo Samsung Galaxy Note 4 v Samsung Galaxy S6, to omoio

puraivel o por Bacn oy TPOGOYN NG GLOKELNG Kot Bonbd otV mapovsiocn g

gwovag Tpog Tov ypnotn. H cuokevn amotelel o AOoM yio TOVG 0VOTOUOVOLS TEANTES

ot omoiot mepuévouv v kKukhogopio tov Oculus Rift, £xel yapaknpiotikd mapopoa

ue to Oculus Rift Developer Kit 1 mov avaeépbnke mponyovuévmg kot givar Hom

dabéoun oto kowo [22, 26].

AmO TOV YOPO NG  EKOVIKNG
mpaypatikéttag oev Oa umopovoe
va Agimel kou M yvootn etopeio
Google, n onoia tov IoHvio tov 2014
o710 ouvvédplo Google I/0 napovoiace
T O1KY| NG €KO0YN OTOV YMPO UE TO
Google Cardboard. H ovokevn

petatpénetal o€ 006V TPOPOANG EKOVIKNG TPAYLOTIKOTNTOG WHE TNV TomoBEétnon

KIvNToO TMAEE®VOL 6TV TTpdcoyn ¢ cvokevng. To Oetikd tov Google Cardboard

elval 0Tt pmopel va kataokevaotel TOAD g0KoAa omd TOV KAOE €volpeEPOUEVO €AV

aKOoAOVONGEL TOV OYETIKO 00MY0 TV PpickeTal oty 1oToceAida TG google [23, 26].
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H Microsoft otnv npoéceatn avoakoivoon Tng yio TV véo K001 TOL AEITOVPYIKOD
ovotuatog Windows 10, mpoy®pnoe 6NV avaKoiviweT LG TPOTOTOPLKHG CLGKEVTS
TPoPoANG ekOVIKNG TpaypatikdTTog 1 onoia o cuvodevel ta Windows 10. TTpdketton
v v cvokevn Microsoft HoloLens n onoia divel otov ¥pNot véeg dLVATOTNTEG Kot

VEEG AAANAETIOPAGELS LLE TNV TEYXVIKT OAOYpappdTov [24].

f{"?

Oocov apopd TIG eVOAAAKTIKEG GLOKELES TPOPOANG EIKOVIKNG TPOYUOTIKOTNTOG, M0

KOO GLOKEVT M) omola avapévetal va Kavet aicOnon eivon to SteamVR 1 aAlog HTC
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Vive. Bpioketon og avamtuoén omd v etapeio kvntov tqiepdvov HTC ko v
etarpeio avamtuéng mayvidwwy Valve, yvoot) oto kowo amd ta moryvidwe Half-Life,
Portal ko Left 4 Dead. To yopaktnplotikéd TNG GLOKEVNG OVTNG EMIKEVIPOVOVTOL
Kuplwg oT0 OTL VTN EMYEPEL VO TPOGPEPEL VEEC EUTEIPIEG GTOV YDOPO EKOVIKNG
TPOYLATIKOTNTOG, COUTEPIAOUPAVOIEVNG TNG KIVIIONG TOL XPNOTI GE UEYAAOVE YDPOVC.
I'a tov oxomd avtd n ocvokevr Ba dwatibetan pe Kapepeg ol omoiec B fonbovv v
aviyvevon «Kivnong, eved Bo  OwatiBevior kot dVo  xEPLOTHPOL Yo KOADTEPT
aAANAETIOpaoN Kot VEEG SLVOTOTNTEG. ZNUAVTIKY] TANPOPOPIa amoTEAEL OTL 1] GLOKELN
Oa eivar Swbéoyun dwpedv Yoo EYKEKPYEVOVS TPOYPOLUATICTES TPOKELUEVOL VO
avantHEOLV O1dpopeg PapUOYEG Yoo TNV €V Ady® ocvokevn, eved kot to APl tov

SteamVR 0a eivar dobéoipo oe avorytd kmdika, onuavtikd otoryeio tov Oculus Rift
[25, 26].

Teleudvovtag v ovapopd 6TIG GLGKELES TPOPOANG EKOVIKNG TPOYLOTIKOTNTOS, a&ilet
va avagépovpe v ovokevry FOVE, n omolo givar 1 mpdTn cvokevy] mpoPoing
EIKOVIKNG TPAYUATIKOTNTAG HE aviyvevon kivnong poatwiwv. H emoavoactatikn ovtn)
OVLOKELT aVTAEL TN ¥pNUOTOdOTHON TG Héow ekatpoteiag mpofoing tov Kickstarter,
wote va Pyet oty ayopd. Onwg yivetor aviiAnmtd, pe v aviyvevon Kivnong Hatidv, 1
EIKOVIKT] TPOYLOTIKOTNTO YIVETOL AVTOUATMG TPOGPACIUN G avOpOTOVG UE KIVITIKES

dvoiertovpyiec, avamnpieg 1 axoduN Ko pe e101kég kavotreg [36].

. o
4//
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3.3 Xvokevég aviyvevong fadovg

3.3.1 Microsoft Kinect

To Kinect for Windows &ivat puo
KOLVOTOUO GUGKELY, T Omoia
€KavVE TNV TPOTN NG ERPAVION
otV oayopd to 2010. To Kinect

glvol L. CLOKELY] aVixveLONG

Babovg M omoia ypnotpomoteiton
otig kovooleg Xbox 360 o
Xbox One, oALd Kol 6 NMAEKTPOVIKOVG VIOAOYIGTEG, KUPIMG Y10 GKOTOVE TaLVIOIDV.
Qo1660, KOTA TN S1dpKELN TOV TEAELTALOV ¥POVOV, GTNV OTola LeAeTHONKOV TEPETAIP®
ot dvvatdtreg Tov arsOntipa tov Kinect, apketoi TpoypapaTioTés ypMoLomoincay
TNV GLOKELT] Y10L GKOTOVG £PELVAG 1) Y10 OVATTLEN EQOUPLOYDV Y10 GKOTOVG YOOy mYiog

N KON KO Y10l 10TPIKOVG OALY KOt EKTOLOEVTIKOVS GKOTOVC.

H etapeio Microsoft kukhopopnoe to Kinect yia tpwt eopd 1o 2010 yia tnv koveoia
Xbox 360, apod mpdTo T0 avakoivwoe oty £kbeon mayviduwv E3 to 2009, ue v
Kmdwkn ovopaocio Project Natal. H ocvokevn onpovpynnke pe kdplo okomd tnv
xpNoonmoinon g og maryvidlo g koveorag Xbox 360. IMap’ 6Aa avtd Opmg, HeTd
oo TEPETOIP® £PELVO TOL EYVE GYETIKOL LE TIG OLVOTOTNTEG TOL OUCONTAPA NG
ovokevng, 1 Microsoft mpoydpnoe omv avamtuén véag GLOKELNG EWOIKE Yo
niextpovikovg vroroylotéc Windows, éyovtag o¢ kVuplo otdy0 va emTaydVouy TnV
avantuén epappoydv. H véa cvokevn n omola elye mapopolo YopaKINPIoTIKE pe TV
nponyoduevn, pe efaipeon KpdV dapopmv, cvvodsvotav pue SDK  (Software
Development Kit) 1o omoio Ponfovoe TOLC TPOYPOUUATIOTEG TOPEYOVTAS TOVG TIG
dVVATOTNTEG TOV CUGHNTPO TNG GLOKELNG HE HOPPT KMOIKA YPOUUEVOL GE YAMOOEG
npoypappaticpod C#, C++ ko Visual Basic. Mepwkd omd to. YOpOKTNPIGTIKG TNG
Tp®OTNG £kdoons Tov SDK ftav 1 avdktnon £yypoung ikovag kot eikovag fabovg and

ToV auenTipa, aviyvevon okeAetod Kat Tponyuéves duvatdtnreg nyov [27].
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Adyom g peyding emrvyiag tov Kinect yio Xbox 360 ko €dikotepa Adym TOL
EVOLOPEPOVTOC TTOV £GEIENV Ol TPOYPOUUOTIOTES, KUKAOQOpPN oAV VEEG avaPaduiopuéveg
exdooelg tov SDK o1 omoieg £dtvav 6ToVg YpNoTEG VEEG AgtTovpYyies aAAY TOPAAANAL
BeAtiovov T1g vprotdueves. Mia
OTNUOVTIKN ouuPoAn ™m¢
Microsoft  ametéhece n
avaKoiveoon TOL VEOL
acOnipa Kinect, yvooto kot
og Kinect for Xbox One (V2) to

0moio KuKAOPOPNGE GTNV ayopd

ota TéAN tov 2014. Mepikég
amo TG PEATIOOELS GE GYEOT UE TOV TPOKATOYO TOL NTOv M PeATiopévn aviyvevon
OKEAETOV, OMMOC KOl 1] OVETTLYUEVN OVIXVELON KIVIICEMV KOl LOPPAGUADV TPOCSHTOV

Kuplog Adym g avaPadpicpuévng avaivong Tov aeontpa.

I'o Tovg okomovg TG épevvag ypnoomomoape o Kinect yioo Xbox One, yio Adyouvg
nov Oa eneEnynbovv mo kdtw. Av kot to Kinect yio Xbox 360 ftav elagpitepo and to
Kinect yio Xbox One kot m diachvdeon NtV MO TPOKTIKY, €VIOVTOIG O VEOG
acOnmpog vreptepovce Tov mponyovuevov. H avdivon g kduepag Pdbovg frav
emiong peyaivtepn (512x424 pixels évavti 320x240 pixels), evd ko n avdAvon g
Eyypouns kauepag Ntav exiong peyorvtepn (19201080 pixels — HD oto 30fps évavtt
640x480 pixels oto 30fps). A&iler va avagépovpe 0Tt 1 guféletor g aviyvevong
BaBovg amd tov asntipa kopoaiveror amd 40 exotootd péxpt kou 4.5 pétpa. Emiong,
onuavTikés PeAituvoelg mapoatnpnnkav omv adénon Ttov omTkoh TESIOL TOL
acOnmpa (oplovtia Kot Kabeta) 660 Kot otny petdfacn and to karndo USB 2.0 oe
USB 3.0 10 omoio cupuPdiel otnv HETAPOPA TEPICCOTEPMY OEQOUEVMV GE TPAUYUOTIKO

povo [28].

‘Eva oo ta kuptotepa yopoKTnploTikd tov otodntipo Kinect, ftav n moapoyn dueong
VIOGTAPIENG Y10 TIC duvaTOTNTEG TOL aucbnmpa péow tov Microsoft Kinect SDK pe
mv PonBea g punyavig Unity 3D kot dtapopwov plugins. Avtod dev kabictato duvatod
pe v mponyovuevn ékdoon tov Kinect, kabdg anaitovce v (pNon SEVTEPELOVI®V
Biprodnkdv kot dwpopwv mrotciov (OpenNl) mpokelévov o TPOYPOUUOTIGTAC VA

&yel mpooPoomn otov awcntipa péom kodika pe v Pondeto Tov Unity3D.
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3.3.2 EvoAhakTIKES 6VOKEVES aviyvevong faBovg

O acOnpog BaBovg
SENTIS TOF -  P510
KOTAOKELAOTNKE OO TNV
etarpeio BlueTechnix Products
KOl OmOTEAEl  GLVOLAGHO
TPLGOLAGTATOV Kot
dVGOACTATOL alcOnTpa

BaBovs. H avdivon ToUL

aicOnmpa  Ppioketor  oTO
160x120 pixels evd n avaivon
g ewovag Ppioketar oto 1080p (5 MP). O ausOntipag petapépetl TAnpogopicg Babovg
Kot aompdpovpn ewova yio kéBe pixel tov ymdpov kataypoeng HEC® TV SO
acOnmpov. Etopévog n avaivon tov dedopévav Bdbovg yivetar oe cuvovaoud pe ta

dedopéva Tov dvadidotatov atcdntipa [29].

H etoupeic PMD Intelligence, mapovcioce ) O1k) NG €K60YN} OTOV YHPO TOV
aicOnmpov  Pdabovg, pe MV
teyvoloyio. Time-of-Flight (ToF).

l'l.|-|.l.l"-..!' 'I!I!I E RN lll
O awsbnmpag PhotonlCs 19Kk-S3 ,

NN\ /1177777,

/7,
ANN

glvar éva 1o mov umopel va
tonofetmbel  oe  omowdnmoTE

KOUEPO  TPOKELUEVOL VO ODCEL

ZZZ77TTTTINNNN\N

-s
~
|
“—
-
-
o
7
7
Z
75

dedopéva  Pabovg  aAAd ko T ———
TN\

/

aocmpduavpn ewova yuo kabe pixel
o0 Yopov  kataypoaens. H

avéivon tov ocOntpa Ppioketon

eniong oto 160x120 pixels, evd n mowdtnta aviyvevong Pabovg dev ennpedletar amd

TOV QOTIGHO TOV YOPOV GTOV 0TO{0 YivETAL 0 VITOAOYIGHOG ToV Babovg [30].

AwcOntmpeg Pabovg Kotookevdomnkay Kot omd  GAleG etaupeieg pE  OYXETIKA
napadeiyparta toug arcOntipeg OPT8140 kot MLX75023 amd v etoupeio SoftKinetic,
aAAd kol tov mvBlueFox mov pmopei vo ypnoyomomOei pe tov pivi-umoloylot| e

Aertovpykd cvotuo Linux, yvooto og Raspberry Pi [31, 32].
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Ouwmg pa cvokevn N onoio, umopel dvimg va avtikatactiost to Microsoft Kinect, sivan
n kauepo. Creative Senz3D, 1 omoia ypnoiomombnke Kot KOTd TNV OVOKOTOGKELT
YOPOV pE EMAVENCT) EKOVIKOV OVTIKEWEVOV OV avopEéPONKe o610 KeEPOAO0 2 ©TO
pépog 2.3. H wapepa vroomnpilel petald GAL®V TPIodIOTOTY AViXVELOT KIVCEWV
YEPLOV OAAG KOl OViXVELON TTPOCMOTOL €vM M avdivon g Ppioketon ot 1280720

pixels pe avalvon Pivteo ota 720p ot 30fps pe dracvvdeon USB 2.0 [10].

To «OpPLO TAEOVEKTNUO TOV TPOOVOPEPHEVTMOV
awcOnmpov  PdBovg eivar 10 TPOKTIKO TOLG
péyeboc, evd pmopohv Vo amodDdGOLV  OVOAOY
anoteléoparta pe to Microsoft Kinect. Eviovtoig n
ovokevn] Creative Senz3D vmeptepel évovil tov
voloinwv kabmg  ypnowomombnke katd v

£PEVVO, TOV TOPOVCIACONKE GTO OEVTEPO KEPAANLO,

OTOTOV KOl TO. OTTOTEAEGLLATO TTOV TTPOEKLYOV M TAV

apKETE aKpipn.

3.4 Kapepeg

3.4.1 Logitech Cameras C310

Omnog avapEpOnke Kot
TPONYOVUEVMC, YO TOVG GKOTOVG
mg €peuvag tomobeTnoape otV

npoécoyn ™ ovokevng Oculus

Rift ¢ kauepeg C310 omd v
Logitech [4]. Ot  «dpepeg
YPNOYLOTOOVVTOL YloL TNV UETOPOPA EKOVOG G TPAYUATIKO ypdvo otV 006vn Tov
Oculus Rift péom dracvvéeonc USB mov ypnoipomoteiton yio v petagopd dedouévmv
amd TIG KAUEPES 0TOV VITOAOYLoTH. Ta dedouéva LETOPEPOVTOL BTNV GUVEXELN OO TOV

vroloytot oto Oculus Rift péow g epappoyng mov dnpuovpynonke.

O1 xdpepeg tomobemOnkav oy mpdsoyn tov Oculus Rift oe andotoon peta&d Tovg

TPOKEWEVOD VO OTOSMOOVY U0 GTEPEOCKOTIKY TPIGOACTATY EKOVO GTOV YPNOTN,
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®hote N ekdva, vo gival 660 10 duvatd pearotikn [35]. MMopddinio 1 Tpiodidotatn
ewcova B Tpénet vo, avtimopoaPaiietar pe tnv 006vn tov Oculus Rift dote n 6paocn tov
xpotn va glvar 660 to duvatd opoAn. Emopévemg, to tEXVIKA YOPOKTNPIOTIKE TV
Kapepmv Oo Tpémetl va touptalovv ota tevika yapoktnplotikd tov Oculus Rift dote va

dMOOVV TNV KOAOTEPN eUmelpia, 0TS avapépOnke 6to kKe@AAato 2 (LEpog 2.5).

H emoyn tov kapepov €ytve Bacel g €pevvag mov ovoAvbnke oto pépog 2.5 tov
JeVTEPOV KEPOANIOL TNG SMAMUOTIKNG pyacios. ETouévmg, Ta teyvikd yopaktnpiotikd
TOV  Kopepov Empeme va  tavtiovior 1 vo Eemepvodv  HEPIKMG TO  TEYVIKA
yapaktnplotikd Tov Oculus Rift. Mepikd amd tor TE(VIKA YOpAKTNPIOTIKA TOV KOAUEPDV
Tov ypnoorombnkov NTov N ovdivon ewkovag oto 1280x720 pixels aAid kot M
dtemapry USB 2.0 yio vrootpién petapopds dedopévov, piag kot 1 dernaen USB 3.0
OEV TOPOVGLAGTNKE OKOUN OTIG KAUEPES. Ta VITOAOUTO YOUPAKTNPIOTIKA TO, OTTOL0L TPETEL
Vo €(0VV 01 KAUEPES OE GYECN LLE TNV GLGKELT TPOPOANG EKOVIKNG TPOYLOTIKOTNTOGC

avaeépnkay avoAvtikd 6to 5° uépog tov 2°° keporaiov.

3.4.2 EVOAMOKTIKEG KOPEPES

H emoyn tov kapepdv mov Oo torobetBovv ato Oculus Rift, Oa mpénet va yivel faoet
TOV YOPaKTNPLETIKGOV TG 000vng Tov Oculus Rift, yio tqv opoldtepn aAinAenidpaon
TOV YPNOTN LE TNV GLUOKELN, £TICL MGTE VO UMV TPOKLYOLV TPOPANUOATO KATO TNV
opaon. Emopévag, copemva pe v £peuvo Tov £YIVE GTNV CUYKEKPIULEVT OUTAMUOTIKN
gpyacia, katd v onoio emiéydnke to Oculus Rift DK2, ta teyvikd yopaktnplotikd

TOV Kapep®v Bo mpémel v ovTimopoarliovy ta teviKa yapaktnplotikd tov Oculus
Rift.

Q¢ €K TOVTOV, OMOLAONTOTE KAUEPO LLE OVAALGON HEYOALTEPN 1| oM TNG aVAALONG TNG
006vng tov Oculus Rift, 6mwg ko pe peyarvtepo N ico ontikd nedio (field of view)
umopel va ypnoonomel yio Tov 6Komd oV avapEpapE Tponyovpéves. Emmnpodcheta
ONUOVTIKA YOPOKTNPLOTIKA OmTOTEAOVV TOGO O PLOUOG avavémong €KOVOS OGO Kot 1

vrootpiEn dtemaenc USB 2.0/3.0 yia v petagopd 6£50péEVeV 68 TPAyHOTIKO YPOVO.
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2ZUVOTTIKGL aVOQPEPOVUE UEPIKEC OO TIC KOUEPEG TOV UTOPOVV
va. xpnoomombodyv Yoo Vo aVTIKOTAGTIGOVV GE HEAAOVTIKO
YPOVO TIG KAUEPES OV ¥pnoporomOnkav Non. M €€’ avtov

etvar n IDS uEye USB 3.0 camera, n omoia avdioyo pe t0

povtélo umopel va mpos@épel puOud eyypagng péypt Ko 169
fps (frames per second/ kapé avd devtepOAenTo). AAAN ETAOYN Y10, KAUEPO OTOTEAEL M
PS3 Eye Camera n omoio. umopei va mpocpépel pulud eyypaoeng ota 60 fps, aAld pe
TOAD Aydtepm avdivon swkovos. Kabe khpepa €xet Oetikd aAld Kot apvntikd ototyeia,
EMOPEVOG M emAoyn NG kapepag Bo mpémel va yivel pe YVOUOVO TNV OTOQLYN
0mO10VONTOTE TPOPANUATOV
opaong KoTa mv
aAAnAemidpacn Tov ypNoT
HE TNV EQPAPLOYT.

3.5 EmumtAéov gpyoaieio mov ypnoipomonOnkay

3.5.1 Unity 3D

H epappoyn mov ypnopomomnke yio vo vrootnpi&et v AETOLPYIKOTNTO TOV
ovotnuatog, avartuydnke oto Aoywopkod Unity 3D. To Unity amotedel g pmyovn
avATTUENG TTOLYVIOI®V Y10l SLAPOPES TAOTPOPUES Ko dnuovpyndnke amd tv Unity
Technologies. Mepucéc amd Tic TAATPOPUES AVATTVENG Eival NAEKTPOVIKOT VITOAOYIGTEG,
KOVGOAEG mayvidldyv, E&umva kivntd tApmva oAAd kol 1otoceAides. H unyovn
avAmTUENG ToUYVIOLDV VTTOGTNPILEL TPOYPAUUATICUO GE YADGGES TPOYPOUUOTIGHLOD

JavaScript, C# xou Boo [33, 34].

‘Eva amd ta petovektipata tov Unity ftav 6t mpokeipévon va yivel a&lomoinon 6Awmv
TOV TPOYMPNUEVOV AEITOVPYLOV OTO TOVG TPOYPOUUATIGTEG, 1| premium £kdoomn Tov
Unity (Unity pro) 6o émpeme va ayopaotel, AOy® TOV UEIOUEVOV SUVOTOTHT®V TG
dwpedv €kdoong. Avtd ouwe dAhace apony tov mepacuévo Mdaptio tov 2015, kabmg n
etaipeio. amopdoioe 1 dwpedv 51 ékdoon g unyxoavng avamtvéng (Unity 5.0), va
nepthopPaverl avtiotoryo OAQ To YOPUKTINPICTIKE Kol AELITOVPYIES TOV EVOMUATMOVOVTOL
omv premium ékdoon. H véa ékdoon mopéyel véEg SuvATOTNTES GTOV YDPO OvATTLENC

TOVIOUOV Kol epappoymv vrootnpilovrag 21 dapopetikéc mAatpopues. Emopévmg,
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mpokewévoy va  aglomomBovv ot dvvaToTNTEG TNG VENS £KOOOMG NG  UNXOVINS
avamTuéng, aAAG Kupimg TG dpeons vroompEng peta&d Unity ko Oculus Rift, oAdd
ko Unity ko Kinect, n avantoén g epappoyng e mapodoas SITAOUATIKNG EPYOCTOS
éywve oto Unity 5.0.

q Unity P (64bit) - DepthOnt i iNesh - PC. Mac &L T _sEE

File Edit Assels GemeObject Component Mobileinput Build Window Help

» OVRCameraRig
ColorManager

MultiFrameManager
ColorView
InfraredView

Main Camera

Add Component

Cursor
» Lights

@ Project
a

Lmnmn\
All Prefabs
o (...

KinectView  Materials. Plugins  Resources  Scripts  Standard A DepthOnly..  OVRtest

ra !d(h |

i Materials
& OVR

>

> Pluging
» @ Resources
ascrpts

As

Yynua 3.1: Unity 5 Interface
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3.5.2 Custom Camera Rig

INo v ompién tev dvo kouepov Logitech, avamrtoydnke oto Aoyiopkd Solidworks
évo custom camera rig, dnAadn pa Baon yo 600 kapepec. Onmg eaivetol 610 To KAT®
oynua 1 Paon Tov Kopep®v tepAapPivel To factkd oTiptypa OTmg Kot 000 petafAntd
omplynata, éva yuo kaOe kapepa. Ta petafintd ommplypata ypnooromdnkay €1t
wote 0 k0be ypNnotng va pmopel va petafdrel v amodctoon peTaEd TOV KOUEPDV,

KaOAdE N ATOCTOCT TOV HOTIOV KAOE avOpOTOL £ival S1POPETIKT).

Me TV TPOGapLOYN TNG CWOTNG OMAGTACNG TMV KAUEPDV, 0 ¥PNoTNG o pumopel va det
TNV OTEPEOCKOTIKY €KOva yopic ovemBounto amoteAéopata. Ot khpepeg mOL
tormofetOnkov oto petafintd ompiypoata Eywvav stripped-down dniadr amd Tig

KOpepeg mMPpape LOVO TIG TAUKETES APAULPOVTOS TO eEMTEPIKO KAALUUO Kot TNV Pdon

™G KAUEPUCS, Y10, GKOTTOVG EPYOVOUTNG AALA Kot AydTEPOV PAPOVG.

Zynua 3.2: Custom-made Camera Rig
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4.1 Awoovvoeon

H dwovvdeon mov dmpovpyndnke katd v viomoinorn epeavifetor oty mo KAt
EIKOVO KOl TEPLYpAPETOL avaAvTikd ¢ €€Mg: O ypnomg oAMAETOPA HEGH €VOC
VIOAOYIOTN] UE U0 EQOPUOYN Tov dnuovpynnke ommv mAateopua Unity3D. Ot
ovokevég Oculus Rift, Logitech Cameras kot Microsoft Kinect mpéner vo givar
OLVOEDENEVEG GTOV VTOAOYIGTH TOL YPNoTn, Hécw dwucvvoeong USB, m omoia
YPNOUOTOIEITOL TOGO Y10 TNV TPOPOJATNOT T®V GLOKEVMOV OGO Kol Yo TNV UETAPOPA

OeOOUEVOV OO TIC GVGKEVEC GTOV VITOAOYLIOTN.

1 ovvéyewn o xpnotng tomobetei oto kKepdi tov to Oculus Rift, oty Tpdsoyn tov
omoiov Ppiokovtar tomobetuéves o1 600 kdpepes. Emiong, endvm oto Oculus Bpicketan
Nnon tomobetnuévog o arsbnmpag Microsoft Kinect. Adym tov 611 1 docHvdeoTn mov
eQUPUOCTNKE Elvarl MydTEPO TPAKTIKN KUPIOS AOY® TOL Papovg aAldd kot peyéBovg tov
Kinect, evtoutoig n épevva mov €ytve dgv GTOYELE GTNV EVYPNOTIO TNG OLOGVVOIEGTG

OALG oTNV OAANAETIOPOOT TOV GLGKELOV PETAED TOVG, MOTE Vo emiteLYOel 0 apyKdg
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010)0¢ oL T€BnKe 01N SmAwpaTikn. I'U avtd to Adyo o610 KepdAao 3 avapépnkav
EVOALOKTIKEG GUOKEVEG TTOVL B0 LTOPOVCAY VAL AVTIKATOGTIGOVV TIG VOICTAUEVEG DGTE M
dlovvdeon vo. YiveEl MO  EPYOVOUIKN KOl 7O  TPOKTIKY, Yo TNV KOAOTEPM

aAANAETIOpaoN TOL YPNOTN.

Ewova 4.1 Atacvvoeon

Emonpuaivetat 6Tt 01 cuekeLEG TOV amoTeEAOVV T dtachvdeon Exovv aplBundel and to 1
péypt 4 Ko etvar ot axdA0VOEC:

1) Kinect for Windows v2

2) IR Positional Camera

3) Oculus Rift DK2

4) Logitech Cameras C310 (stripped down)

37



4.2 AVTIKEIPEVA TOV OTOTEAOVY TO GVGTILO

Onwc eaivetar 610 MO KAT® GYNUO TO. UEPT TOV OMOTEAOVV TO GUOTNUO TO OTOI0

dnovpynnke oty punyavn avartoéng Unity 3D, eivol ta akdrlovba:

“= Hierarchy | =
Create | (arAll )
DepthView
¥ OVRCameraRig
¥ TrackingSpace
b LeftEyeAnchor
CenterEyeAnchor
» RightEyeAnchor
TrackerAnchor
Objects
ColorManager
DepthManager
InfraredManager
MultiFrameManager
ColorView
InfraredView
Main Camera
Cursor
» Lights

Yymua 4.1: Tepapyio OVTIKEILEVOV TOV OTOTEAOVV TO GUGTLOL

To avtikeipevo OVRCameraRig avaeépetar otv 006vn tov Oculus Rift. Mg v
avafaduion tov Oculus Rift SDK yia Unity otnv ékdoon 0.6.0.0, o tpdmog evtomopon
TOV KIVAGE®V TNG KEQOANG Tov ypnotn (tracking), aAld kot 1 Tpo@odOTHON EIKOVAS
oto Oculus Rift éyel dapopomomndei. To ovIIKEILEVO TTOL YPNOUYOMOLEITOL YioL TO
tracking, eivar to TrackingSpace 10 omoio meptlapuPdvel 5 avtikeipevo ¢ Toudd
tov. Ta LeftEyeAnchor kot RightEyeAnchor ava@époviolr 6ty Tomobétnon
OV apltoTePOV Kot 0e&lov patiov avtictoryo, eved 10 CenterEyeAnchor cvumintet
pe tov pécso Opo G otdong Tov aploTEPOy kol tov 0oy potov. To
TrackerAnchor agopd tv Tomobecio tg ovokevng tov Oculus oe oyéon pe v
Kauepa Bécemc mov eivon drabéoun povo oto Oculus Rift DK2 (IR Positional Camera).
Téhog 10 avtikeipevo Objects elvar vrevBovvo yia v TomobBétnon Ko opadomoinon

TOV EKOVIKOV OVTIKEILEVOV TOV TOTOOETOHVTOL SUVAUIKE TNV OKNVY.
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To DepthView eivaw to mAéypo (mesh), to omoio Oa ypnowomombei ywo v
aviyvevorn g yewpetpiag tov yopov. To mAéypo dnpovpyeitor katd TOovV YpOVO
ekTéleong tov mpoypdupotog pe v Ponbeie tov Scripts mwov Oa  avagpepHovv
EKTEVERTEPO GTO UEPOG 4 TOV KePaAaiov avtov. ['a v opadr Aettovpyion Tov raycast
10 omoio Tomobfetel ewovViKd OvTIKELEVA GTO TAEYUW, TO OCLOTOTIKA OTOLXEiN
MeshCollider kot MeshFilter jypewdlovtor, ®ote va ovoyvopilovior ot
OLYKPOVGELS LETOED TOL TAEYLOTOG KO TV EIKOVIKOV OVTIKEILEV®OV TOV TOToHETOVVTOL

o€ 0VUTO.

Ta avrikeipeva ColorManager, DepthManager, InfraredManager kot
MultiFrameManager YpnoUOTOOVVTOAL Y10 TNV UETAPOPE EIKOVOV GE TPAYUATIKO
xpovo (Eyxpoun ewodva, gwova Pabovg, vrépubpn swdva kAn.), amd to Microsoft
Kinect oto ovotuo. Ot eIKOVEG QVTEC XPTOLOTOLOVVTOL ETELTO Y10 GKOTOVG EAEYYOV
OOV Ko M EyxpouUn EKOVO aAAG Ko 1 vEpLOpT gwoOva (Lavpdacmpn) epeavifovrol

avtiototya ota avtikeipeva ColorView kot Infraredview.

Ta ovtikeipeva LeftQuad kow RightQuad oa@opodv nv HETOQOPE €KOVOG GE
TPAYUATIKO ¥pOVO 0o Tig 000 Kapepes oL givar Tomobetnuéveg oto Oculus Rift, oto
0o to Oculus Rift vrd ™V HOPPN GTEPEOCKOTIKNAG EIKOVOC. ZVYKEKPIUEVO TO, dVO
aviikeipeva  (GameObjects) eivor  modd tov  LeftEyeAnchor kot
RightEyeAnchor avtictorya, Aoym tov 0t1 yivovtol render og kébe partt Egywpilota.
Enopévog 1o CenterEyeAnchor amodidet 1 v évaon tov 600 OTmg avapépinke

TPONYOVUEV®GS, apo. 1 elkOVa Ba ivar otepeockomikn [35].

4.3 Avtolhoyn kot exeepyacio 0£60pévmv

H avtoAloyn kou emeepyacio dedopévav emtuyydvetor pe v Bondeio g pnyovig
avantoéne Unity3D. Toa dedopéva  petapépoviar omd v kdbe ovokevy oTovV
vroAoyloth pécw G dtacvvdeonc pe USB, dmov tuyydvouv mepetaipw encéepyociog
TPOKEWWEVOL Vo ypnoortombovy apyodtepa yioo v Avorn tov mpoPinuotog. H
dwdkacio eneEepyaciog TV 0S0UEVOV TOV AAUPAVOVTOL TEPTYPAPETOL TNV GLVEXELD,
Omw¢ emiong Kot 0 TPOTOG AAANAETIOPOONG TOV CLOKELMOV UETOEL TOVG. [TapdAinia

akohlovBei o mivaxoag 4.1 otov omoio mapatifevion To Prjparto Tov extEAOVVTOL LECH TNG
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EQPAPUOYNG OE TPAYLOUTIKO YPpOVO, OTWE Kat TaL SCHPLS oV amattodvTon yio TV EKTELEOT

TOVG,.
[Tivakag 4.1: Bjpata ektéleong oe Tpaypatikd ypdvo
Scripts wov
YVOKEVES TOV
Bijpota ektéheong XPNOLUOTOLOVVTOL YL TV
APNOLUOTOLOVVTUL
eKTélEOT
1. Depth Capture DepthSourceManager.cs Kinect for Windows v2/

DepthSourceView.cs Microsoft Kinect v2

2. Mesh Creation using | DepthSourceView.cs -

Depth

3. Render Camera Feed | WebcamTextureScript.cs Logitech Cameras C310
on Quads

4. Display Quads on |- Oculus Rift DK2

Oculus  with the

created mesh

5. RayCast on created | Raycast.cs Oculus Rift DK2

mesh

6. Spawn Objects on hit | ObjectSpawner.cs -

vector SpawnedObject.cs

PositionalCamera.cs

To Microsoft Kinect V2 ypnoyonoteitor 0mmg ovagépOnKe TponyovuEvmg yuo. TV
aviyvevon PdBovg otov ydpo aiinieniopaons. H aviyvevorn PBdBovg yivetor dote va
emrevyfel n entyvoon tov ydpov aAAnAieniopacng and v epapuoyn. Ta dedopéva
BaBovg vmoroyilovioar ce mpaypaTikd ¥poOvo kot AopPdvovtor omd TV EQUPLOYT
XPNOOTOIDVTOS Otdpopeg pebddovg and to Microsoft Kinect SDK 1o omoio

vrootnpileton amd to Unity3D.

Ta dedopéva Babovg petatpémovial oTny GLVEXEW. O TPLooLdoToTo TAEYH (Mesh)
pécm TV aAdyopiBumv mov o maPOLGLUGTOVV GVUALTIKA GTO E€MOUEVO UEPOG TOV

kepaiaiov. To mAéypa mov dnuovpyeitar avTkaTonTpilel Tov Ydpo aAInAemidpaong
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oL glvol opatd amd TNV GLGKELT Kol KOt €mEKTOCOT omtd Tov Ypnotn. Emouévmg, to
mAéypo o ypnoipomondel g avaeopd Yoo TNV TomoHETNON EIKOVIK®OV OVTIKEILEVOV
oToV Y®po. Ady® TOoVL OTL 0 YPNOTNG £xEL TN SLVATOTNTA Kiviiong HECH GTOV YMPO
AAANAETTIOPOONG, OTPEPOVTAG TO KEQPAAL TOL TPOG OAEG TIC eMBLUNTEG KOTELOVLVGELS, T
dedopéva Pabovg Kot emopEVMG To TAEYHO TOL OmMpuovpyeitor aAldlovv cuveymg o€
TPAYUOTIKO ¥POVO OTOTAV KOl EMITUYYAVETOL 1) EMIYV®ON OAOKANPOL TOL YDOPOL

aAAniemidopaonc.

O1 dv0 Kkauepeg mov ivan tomobetnuéveg oty tpocoyn tov Oculus Rift petagépovv
MV €KOVA ToV Y®Pov arinienidpaong otnv 086vn tov Oculus Rift. Ot dvo kapepeg
nov etvar tomoBetnpéves og o dedopévn amodotaon petald toug pumopodv va tHyovv
TPOCUPUOYNG, avAAOyo HE TNV amOGTOCT TOV HOTIOV Tov ypnotn. H vmoapén dvo
KOUEP®V 6€ cuvovaoud pe pnebodovg kat teyvikég tov Oculus Rift mov Oa avagpepHovdv
0TO EMOUEVO UEPOGC TOV KEPOAOIOV, OMOVPYOVV L0 GTEPEOCKOTMIKY] EKOVO 1 OTOia

givar opat péow tov Oculus, n omoia givar 660 to dvvatd peatiotikn [35].
4.4 Avaivon peBodoroyiog ko arkyoprOpor
4.4.1 Aviyxvevon BaBovg ko dnuiovpyio TALYRATOS OS AVAPOPE

H dnovpyia tov tpiedidotatov mAéypatog and ta dedopéva Pdbove tov Kinect, éyve
pe v péBodo g Tprymvomoinong. Xvvontikd ta ogdopuéva fabovg Aappdvovtot amnd
tov awesntipa tov Kinect 6mov kot @uAdocovioalr vad ™V HOPET HOVOSIAGTATOV
nivako. ‘Emerta o dedopéva. TOU HOVOSIAGTATOL TiVAKO avaADOVTOL OOV HE TNV

BonBeta tng Tprywvomoinong tov mivaka dnpovpyeital To TPeddoTaTo TAEY L.

H dwdwacio g tprywvomoinong meptAapfavel LIOAOYIGUO TOV KOPLODV TOV
prydvev tov mAéyuatog (vertices — X,y,z), ot omoiec Ba avtikortomrpilovv TNV
tonofecia kGbe Tprydvov oto mAEypa, dmm¢ kot vroloywoud tov UVS (GEoveg tov
textures tov tprywvov). Téhog, yivetor o vmOAOYIGHOS TOL KAOe TPLY®VOL TOL
nepthopPdvetorl 6to TAEYHO, OTOTAV KOl 1] VEOOT OA®V TOV TPIYOVOV Petald Toug divel

TO TEMKO TAEYLLOL.

Katé tyv vldomoinon 1tov mwo wave  ypnowwomomdnkoav  d0o  SCripts,
DepthSourceManager.cs kot DepthSourceView.cs, mov mapovcidlovton

avaiuTtikd oto [Hoapdptnua A.
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DepthSourceMan.. DepthSourceView

Zynua 4.2: Scripts yia dnuiovpyio Suvapkod TAEYHoTog

To mpadto script DepthSourceManager.cs ypnowomolel 10 OgLTEPO G
CUUTANPOUATIKO Yo TNV dlEKTEPAimMON TOV EPYOc®V Tov Yivovtar oe avtd. [lepiéyet
v public petafint) ViewMode mOv OVIUTPOGMONTEVEL TOV TPOTO LE TOV OO0 TOL
dedopéva cvAréyovtar oamd tov aicOnmpa tov Kinect. Ot emloyég eivor 1O
SeperateSourceReaders OmMOL TO OEOOUEVO GLAAEYOVTOL GE  OLOPOPETIKOVG
readers kol 10 MultiSourceReader Omov to dedopuéva GLAAEYOVTOL amd v
uoévo reader. Ot emdoyéc ovtég eivor TPOoSPACIUES HEC® TOV  OVTIKEWWLEVOL

DepthViewMode.

Koatd v apywkomoinon oto script DepthSourceManager mov Yyivetolr pe v
uébodo void Start () omwg yivetar kou o€ kdbe unity script, xodeitor n péBodog
CreateMesh (width, height), 6mov yivetal n apyikomoinon tov TAEYUOTOG LE
mv Pondeto mapapétpov width ko height, mov anotelovv 10 péyebog tov TAEYHOTOG.
Koatd v apywomoinon tov mAEYHOTOG EMTLYYAVETOL KOU 1 TPOYPOULOTIGTIKN
tonofétnon twv MeshCollider «om MeshFilter, otoyeie mov OT®G
TPOAVOPEPALE GE TPONYOVUEVO WEPOG TOL KeQOAaiov eivor omapaitnto ywo v
aviyvevon cvykpovoemv. Me t0o TEPOG TNG APYIKOTOINONG TOL TAEYUATOC, YiveTon
ekkivinion,  tov  awoOnmipa ¢ ovokevrg  Kinect pe v Porbewa  tov

_Sensor.Open ().

Me v pébodo void Update (), n onoia ekteAeiton oe kb frame katd tov ypdvo
ektéleonc Omm¢ yiveton oe OAa To UNity scripts, Aapfdvovior ta dedopuéva and To
Kinect. Ta dedopéva Babovg Ommg Kot ot EIKOVEG GE TPAYLOTIKO ¥pOVO omd TV KApEPO
Kot tov ooOnmpo tov Kinect, Aopfdavovtar pe v Ponbeia tov devtepov script mov

onuewwdnke mo mwivew DepthSourceView.cs. 'Emesrta kodeitor n pébodog
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RefreshData () omv omoio to Oedopéva  PdaOovg amobnikedoviow oe £éva
HovodldotoTo mivake Tumov ushort, 60mov kdbe medio Tov mivako amoTeAel Kot Eva
pixel and tov yopo kataypaens. ITapdAinia, to mAéypa avavemvetor o ke frame
KOTA TN OPKELD TOV YPOVOL EKTEAEONG ME Paon Ta dedopéva PaBovg mTov Aappdvovtot.
H dnovpyio Tov TAEypatog katd Tn StdpKeLD TOL ¥POVOL EKTEAEONG YiveTow pe TNV
néBodo g Tprywvomoinong mov onuetmdnke mo nave. H dadikacio onpovpyiog tov
TAEYHOTog KaBdC Kot TN avaviémong tov oe kabe frame, supavifetor oto IMapdptnua

A, OOV GE OVTO TTEPLEXETOL KO O TNYOHOC KMOTKOG.

4.4.2 Meta@opd {ovtaviig eikovag and Tig kapepeg oto Oculus Rift

H petagpopd g (ovravig ekdvag amd Tig 600 kapepeg mov eival tomobetnuéveg otnv
npocoyn tov Oculus Rift, yiveton 6mwg avapépdnke oto TpdTO PEPOC ALTOD TOL
KePoAaiov péow tov aviikelévoav RightQuad kat LeftQuad pe v Ponbeia tov
WebcamTextureScript. Xvykekpuévo kabe Quad (texture), tomobeteitan og kdbe
EyeAnchor tov Oculus, left ko right, dote va yivetar render oe kabe Kapepo.
Eexyoprotd. To CenterEyeAncor Kotd v anddoon Bo evdoel v ekdva TV 00O
KOUEPDV Kol EMOUEVOS 0oV 1 uolkn Béomn Tov 600 Kapepmv elval 6e Kovtiviy
andoTaon, N TEMKN gkova mov Oa epeaviotei oto Oculus Oa givar otepeockomikn [35].
Katd v apyikomoinon m omoio ekteAeiton 610 mo mhve SCript, apyikomotovvtal To
otoyEio TV dVO KAUEPM®Y GTO OMOi0l GUUTEPIAQUPAVOVTOL TO HNKOG, TAATOG KOl TO
ovopa. [MapdAinia yioo AOyovg eAdIOTOTTOINONG ATOAEI®V KO Y10 EMITELEN OUAAOTEPNG
EIKOVAG pE TN KoAOTEPN duvatn evkpivela amotthOnke 6mwe ta anartovuevo fps(frames
per second) téOnkav oto 100.. TéLog, yivetar TepIoTPOPT TV KapepOV Katd 90° dote
VoL EMTLYYAvETAL LEYIOTOG PabUog avTamdkpiong Toug 6T Lok B€om TV Kapep®v M

omoia Tuyydvel emiong meploTpoPnc KaTd 90° AOY® TEPLOPICUEVOL YDPOVL.

4.4.3 Raycast ka1 Toro0£T161 EIKOVIKAOV OVTIKELPEVOV

Mo Vv 10m0041NoN EIKOVIKOV OVTIKEWEVOV GTO TAEYLN TOL ONUIOVPYEITOL KOl KOTA

\_'ll. e 1} \u. \.I..

ObjectSpawner PositionalCamera Raycast SpawnedObject



OULVETELDL GTOV EIKOVIKO Ydpo mov eivon opatdg omd to Kinect, ypnoomombnkay ta

scripts ObjectSpawner.cs Kot Raycast.cs.

Synua 4.3: Scripts yio torofEtnon avTiKEILEV®VY GTOV EIKOVIKO YMDPO

a). To mpmdTo Script ypnoonoteital yior T SNUIOVPYIo TOV AVTIKEWEVOV G TPOYLUTIKO
YPOVO, EVD TO OEVTEPO EMIKEVIPMVETUL LLE TNV OVIYVELGT GLYKPOVCE®V OAAG Kol TNV
opBn tomoBéTnon TOV AVTIKEWWEVOV GTOV YMPOo. AVOALTIKG pe TO TP®TO SCript
ObjectSpawner.cs, dnuovpyeitar To avaAoyo aVTIKEILEVO TO 0olo TPOKELTAL VOl
tonofetnBel o010 gkoviKd mepPdArov evd mpocdlopiletar kol 1 Béom tov GTOV YDPO
1o Vv popoen Vector3 (x,y,2). Iapdiinio pe éon Ty TOpOUETPOTOINGT KOL TIG TIEG
TOV TOPapETpOv Tov AopPdvovtor omd o SCript Raycast.cs, pe 1o KAAEGHO TOV
Tponyovuevov SCript, mpoodiopiletar koLt 1 GLUTEPIPOPE TOL  SNULOVPYTUEVOD
OVTIKEYULEVOD. ZVYKEKPIUEVO OVOAOY LE TIG TOPOUETPOVS, TO OVTIKEIHEVO Umopel va
napapével otabepd oty 0éom mov tomobBeteitar M oe avtiBen mepintwon amoktd

Bapumnta omdtay avTd HETATPENETAL GE SVVOULKO.

B). To devtepo Script PostionalCamera.cs, XPNOWONOEITOL Yoo THV GOOTH
ocvumeppopd tov Oculus oe oyéon pe v positional camera, n omoio aviyvevel Tig
Kinoelg tov Oculus, kot cuYKEKPIUEVE KIVIOELS UTPOoTd, Tiom, Tavm, KAT® Kot OeE1d
N aprotepd. To script avtd PBpioket v Béom tov Oculus oe oyéon pe v Kapepa OTmG
Kot TNV €01 TOV EIKOVIKOV AVTIKEIWEVDV 6T0 YDpo. Ensita petafdiier mv 0éom tov
AVTIKEWWEVDV £T01 MOTE va givar avaroyn pe v Béon tov Oculus. Eropévac vdpyet n
évvola tov BaBovg, 6mmwg Ba pavel kKo otig 006veg anotedecpdtov 5.1, Kabaog pe v
uetakivnon tov Oculus kotd unkog g Kauepag Béoceme, o ypnotng avilaufaverol 6t
mAnoldlel oty Béon TOV EIKOVIKOV OVTIKEWEVOV 1 OVTIGTOLY0 OTOUOKPVVETOL OO

oVTa.

v). To tpito script mov ovopdletar Raycast.cs, €El TNV OTOKAEIGTIKY 0OV Yo
TNV OLOAY] AgrTovpyio TOL TPOYPAULATOS 0POV HECH Omd aVTO EKTEAOVVTOL Ol BOCIKES
Aertovpyieg ToL TPOYPApUpOTOS. XTO SCript ypnoiponoteitar n uébodog raycast kotd
v omoia. vmoomnpiletor 1m dVVOTOTNTO OVOYVOPICNG GLYKPOVLGEMV UETAED 000
OVTIKELEVOV TTOV CTUEIMVOVTAL OG OVTIKEILEVO avapopdc. Eldikdtepa otny mepinmtwon

OUTH TO ONUEID. TOL OMNUEIOVOVIOL O OVTIKEILEVO ovapopds avtd eivor 1o
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CenterEyeAnchor, mov 0nmg £xel AexBel mponyovpévmg avtikatontpilel Tov pHéco
6po ™G TtomoBétnong TV OLO HOTUOV TOL YPNOTY, KOl TOL TAEYUOTOG TOV

onpovpyseitot.

H octykpovon elvarl epikti pe tov ypnot va €0TIdlel e TO KEQAAL 6TO onueio dmov
0éhel va Tomobetnoel T0 €1KoVIKO avTikeipevo. O ypnong Enetta Tpémet va eMAEEEL Eva
KaBoplopévo TANKTPO amd T0 TANKTPOAGY10, 1 va eMAEEEL £val EK TV KOVUTIDOV TOV
TOVTIKIOO ToL Vtoloyioth. 'Enetta pe v Ponbela tov mAéypatog mov ypnoyLonoteitol
WG ovoPopa Yoo T0 TPAyHatikd mepPdAAov 10 omoio eivan opatd amd TOV YPNOTN,
eléyxeton m mhavotta ocvykpovong pe v puéBodo checkCollision (hit).
YUyKEKPEVO €AV EUQAVIOTEL GUYKPOLOT|, ETICTPEPETAL 0TO TPHYpapuo 1 Béon tov
TPLYOVOL TOV TAEYUATOG GTO 0moio ep@oviletatl 1 avaloyn GOYKPOLGT VIO TNV HOPOY

Vector3 (X,y,2).

‘Eneita AOyow tov 011 M Béom TOL TpLyddvov amoteAeiton amd tpia Vectord omov 1o
kaBéva avtikatontpilel kot TV Kdbe Kopven TOL TPLYDOVOL, VITOAOYILETON O PEGOG OPOG
TOV TPLOV KOPLP®OV OV OTOTEAEL TO KEVTIPIKO onueio Tov tprydvov (centroid). To
onueio  owtd TmEPVA  ®G TAPAUETPOS  KOTA TNV  EKTEAEOM Tov  script
ObjectSpawner.cs, OmOL Kol YPNCYOTOLEITAL G avaPopd Yo TV Tonobesio Tov

EIKOVIKOD OVTIKELLEVOL TTOV OMLovpYEiTaL.

d). To teAetvtaio script vmoompilet v dvvatdTNTO Yo TNV KOTOGTPOPT TOV
avTikelévov mov  tomobeteiton  ovppove  pe  6ca  AgyOnkav  wpomyovpévec.
YuyKkekpipéva. 6To SCript avtd vmapyel n petaPinty age, n omoia amodnkedel Eva
povadikd opbpd yuwo kébe véo avtikeipevo. ‘Emerta oto script Raycast.cs,
eAEYXETOL TO TATNUO TOL KOLUTIOV TANkTpoAoyiov R, 10 omoio vmoomnpiler ™
duvarotnto dtoypagng/Kataotpo®ng aviikelévov (Remove). Eropévag, pe tn fondesia
KoL TNG HETOPANTNG age mov avagEpOnke TPONYOLUEVAOS TO OVTIKEILEVO KOTOGTPEPETAL,
omotay Kot e€apavifeTar amd v oknvi. Avtd eivan Bonbntkd, v Kamowo amd To
avtikeipeva tomofetOnke oe AaBog onpeio énerta and GEAALQ TOV ¥PNOTH, OTdTAV

VILAPYEL | SOLVATOTNTA KOTAGTPOPNC.

4.4.4 Emnpoc0scteg orepyacics yio 6ot AetTovpyia

Adyo acvopfototntag Tavtomoinong TV cvvietaypéveov tov  Kinect kot tov

ovvtetayuévov tov Oculus, o TAéypo mov dnuovpyndnke amd ta dedopéva Padovg
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tov Kinect eiye dapopetikn kAipoka oe oxéon pe v petakivnon tov Oculus katd
unKog ¢ kdauepoc 0éoems. Emopévog 1o mAéypo éywve scale down omlodn étvye
nopapeTponoinon khipokog pe scale factor = 0.1. Mg tov 1pdémo avtd Ol OTOGTAGELS
peta&y Oculus kat ekovikod TAEYHOTOG ElYOV TIG 6OOTEG AvaAOYiES, ETOUEVMG KOl O

amootdoelg petaln Oculus kot EIKOVIKOV OVTIKEWEVMV NTAV Ol OVOLUEVOUEVES.
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5.1 O006veg amotereopaTOV

Yynua 5.1 Live Camera Feed Screen
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Yynuo 5.2 Dynamic Mesh Screen - Front

Yyqua 5.2.1 Dynamic Mesh Screen - Side
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Yynua 5.3.2 Combined Scene with objects (Far)
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5.2 I'eviké ovpmepdopato

To 1eMKkd cvoTnUa TOPOoLGLALEL TV TOTOOETNON EIKOVIKADV OVTIKEUEVOV GTOV YMDPO
OV ATOJSIOETOL OO TNV EIKOVO TOV dVO KOUEPDV GE TPAYLATIKO ¥povo. Ta aviikeipeva
tomofetovvTal 6Tov ydpo pe Paon v andotoon tov Oculus amd to duvopikd TAEYa
nov dnuovpyeitonr and tov acOntipa tov Kinect. Emopévac ot e1kovikéc anootdoelg
elval avAAOYEC LLE TI OTOGTAGELS TOV TPAYUATIKOD Y®dpov. Me v kivion tov Katd
ukog ¢ kauepag aviyvevong tov Oculus (IR positional camera), o ypnotng
avtihapupdavetar 1o Pdbog tov oavikelévoy Kabdg TAnclalel 1 amopakphveTor omd
auTv, OmOL Kol TO AVTIKEipEVA @aivovtal o KOovid 610 omTkd Tov Tedio Kot

OVTIOTOL(O GE TO LOKPLVY] ATOGTACT).

H tomofBétmon twv swovik®v oviikelpwévoy Ady®m Ttov OTL yivetow pe Pdon Tig
TPOYHOTIKEG omootdoelg peta&h Oculus kot kauepag 0Ecemc, OTMG KOl TIG AVTIGTOLYES
anootdoelg oo tov awcOntipa tov Kinect, dnuovpyei v aichnon otov ypnot ott ta,
EWOVIKA avTiKeieva vmépyovv MO OTNV OKNVY| ©OC TPAYHOTIKA. ALTd €xel ©¢
emakolovbo 1 kivinomn tov ¥pNoTN KOTA UNKOG NG Kapepag Bécemg va petafailel tnv
0éon TV avVTIKEWEVOV GTO ONTIKO TOL 7EdI0, HE OMOTEAEGUO TO OVTIKEILEVO VO

GUUTEPLPEPOVTOL MG TPOYLOTIKO OVTIKEILEVO GTOV YDPO.

H épevuva mov €yve amédeie OTL 1 emoOENON EKOVIKOV OVTIKEWWEVOV e PBdon v
yempeTpia Tov Ydpov, eivar Pkt og peyaro PBabuo. AapPdvovtag vroyn tovg mo
KAT® TEPLOPIoUOVE KOl TOL TPOPANUATO TOV AVOPEPOVTAL GTO UEPOS 5.2, EVIOVTOIS M
épevva vt omoteAel T PAom Yoo TNV LEALOVTIKY] EMEKTAGT TNG EQPOPLOYNG KOTH TV
omoia M aAAnAemidopacn avapéveral vo BeATimbel ®GTE VO TPOGODGEL TAL AVOUEVOLEVA
anoteAéopaTo oToV ¥pNotn. Me v emilvon TV TPOPANUATOV OVTOV OVOUEVETOL
OMOTEAECUOTIKY] EMEKTOCT TNG EQPOPUOYNG YPNOLOTOIDOVTAS OIAPOPES TEYVIKEG KO
pedddovs. IMapdiinia véeg cVoKELES Bl ETIKEVTPOVOVTAL TNV CAANAETIOPACT ¥POTN
KOl EIKOVIKOV KOGLOV, TPOCOEPOVTOS KOVOTOUES dpactnplottes. Ot véeg Asttovpyieg
mov Bo eivon dwwbéoipeg, Oa PeATidooVY TNV OAANAETIOPAGT YPNOTN KOl EKOVIKOD
KOGHOoV evd Ba avoi&ovv kot To dpOLO Yo VEEC dLVOTOTNTEC GTOV KOGO TNG EIKOVIKNG
Kol ETAVENUEVNG TTPAYLLATIKOTNTAG, (MOTE VO KOADWOLV OVVOUIES TOV TOPATPOVVTOL

GTOV (PLGIKO KOGLLO.
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5.3 MpofiMpota mov TPOEKLVY AV KoL TEPLOPLGNOL

‘Eva amd ta mpofAquote mov mposkuyay NTaV 1 TEPLOPICUEVT] OTOGTACT] OVIXVELONG
Babovg and tov acOntipa tov Kinect, 6tmg kot 1 ePlopIoHéV andoTaoT AViXVELONG
0écemg and v kapepa Béoemg Tov Oculus Rift. Onwg siyape Tpooavagépel oto uépn
3.2.1 xou 3.3.1 T0V TpitOL KEPOANIOL Ol OMOCTAGELS AVIYVELONG TOV OVO GLGKELAOV
elyov og akorlovbwe. O aoBntpog Babove Tov Kinect, éxet euféreia amd 40cm uéypt
4.5m, kot n xapepa Bécewc tov Oculus Rift éyer epPéretn amd 50cm péypr 2.5m.
Enopéveg yivetar xatavontd 0tl o€ amootdcelg Pikpotepeg and S0Cm onwg Kot v
amo 2.5m, mpokvmTtovy TPoPANLaTa aviyvevong kot ard Tig 000 cuokevés. Emopévaog n
aAANAETiOpacn aTov xdpo meplopiletor ota 2.5m. Exiong to field of view g kauepag
aviyvevong 0éoemg tov Oculus Eekiva ota 75°X52°, to omoio kot av&avetor Kabmg o
YPNOTNG OTTOUOKPVVETOL OTNV PEYIOTY OOGTACT OO TNV KAuePO dnAadn oto 2.5m.
Emopévmg €dv o ypnote aAlniemidpdost ektdog twv opiwv tov field of view tng

Kduepag, mpokdmrovy eEicov TpoPfAnpatTa aviyvevongc.

AOY® TG TOATAOKOTNTOG TG O106VVIEDTG, KT TNV omoia TovAdyiotov 5 Bupeg USB
Enpene vo. OOLAEVOLV  TAVLTOXPOVO, TPOEKLYAV TPOPANUATO ATOGVVOESNS TV
GLGKELMOV N U1 AVOYVOPICT TOVS KOTA SLGTHHOT 0mtd TOV NAEKTPOVIKO vtoloyiot). H
dtovvdeon €ywve 6e QOPNTO VLIOAOYIOTH, otov omoio ot Bvupeg USB dev eivan
avedptnteg HeTalh TOVG, OMOTOV UEPIKES POPEG M) TALTOYPOVY aAANAETiOpacn HeETASD

TOV GLOKEVOV OV NTaY KATopOmTY).

Katd v épevva 0mwg emonudvinke, ypnooromdnkov ot kauepeg Logitech C310,
yio v petogopd ewdvag oto Oculus, oe mpaypoatikd ypdvo. Evtovrtog, 1
acvuPorotnto tov field of view tov kauepdv mov Bpioketar otic 60°, o€ oyéon ue 10
field of view tov Oculus Rift mov Bpioketar otic 110°, gixe wg emaxdAov00 TO EKOVIKO
TAEY O, dnuovpynpévo amd ta dedopéva Pdbovg tov Kinect, vo unv tavtonoleitan pe
™mv €wova mov wpofdrietar oto Oculus péow tov kapepmv. Etopévmg, ol amootdoeig
TOV EKOVIKOV OVTIKEWEVOV OV KOl NTaV o®oTéG He Bdon v mpoaypatikdtnta,
eppavifovtav oe AdBog 0éom oe oyéon e Vv ewova amd Tig 000 Kapepes. Avtd pmopet
va dopbwbel pe v eykatdotacn eakav (lenses) otig 600 Kapepes, Onmg avapépOnke
Kot 610 PEPOG 2.5 Tov Keporaiov, dote va avéndel to field of view tov kapepmv. To
amotélecpa tng olepyaciog avtig Bo eivor 1 TowTOTOINON TOV OMOGTACE®V TOV

EIKOVIKDOV OVTIKEILEVOV LE TNV EIKOVO TOV dV0 KOUEPDV GE TPOYUOTIKO YPOVO.
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Téhog, €va akoun mpoPANUe To omoio TPOoEKLYE NTAV 1 AoTAOED NG EKOVOG TTOV
petapépeTol omo Ti¢ kKapepeg oto Oculus o Tpaypotikd ypovo. Avtd Tpoékvye Kupimg
AOY® TG acvuPototnTog mov avaeépbnke mponyovuéveag oto field of view. H swdva
Ntav BoAn evéd katd TV Kivnon Tov ¥PNoTN GE OMOWONTOTE KatevBvvor, LVIPYAV
npoPAnuata motion blurring kou actéBelog eiovac. Avtd umopei va Bektiodel by ot
Kapepee pLOGTOLY MO TOV VTOAOYIOTH UECEH TPOYPOUUAT®V TOV PBEATIOVOLV TNV
Agrrovpyio TOVG, OTMG Ko PECH Kmdkomoinong omd to Unity. TTioteveton 611 pe v
EYKOTAGTOON TOV QOKOV TOV CNUELOONKE GTNV TPONYOOUEVT] TOPAYPAPO, TO. TAEICTA

Intuata tov Kopepdv Ba emivfovv.

5.4 MglhovTIKN €PYOOI0 KO ETEKTAGT CVOTINOTOG

Y10 obomuo mov avomTvxOnke av Kot vanpgov opkeTd OeTKd OMOTEAEGLOTO,
TPOEKLYOV TOPAAANAO Kol KOTOw TPOPANUATe OAAG KOl CQAOALOTO TO OTOio
avaeépOnkav mponyovpéveoc.  Eviovtolg, oto moapdv onueio emonpoivovrolr - ot
SPOPES TEYVIKEG KOL OCLOKELEG TOL pmopovv va  emekteivovv/avafaduicovv T0
oUGTNUO DOGTE VO LIAPYEL MO OMOOOTIKOTEPY] OAANAemidpacn petald ypnotn kot
dlevvoEoN S LAMKOV, e okomd TN Beitioon g eumepiog tov ypnot. HapdAinia pe
TV XPNCULOTOINCT VEOV GLOKEL®OV 7OV Bo EVOOUOTOVOLV VEES AEITOVPYIKES
duvatdtteg  avapévetor vo copfdrovv ot PBeitioon g verotduevng pebosov

TPOPOANG Kol AAANAETIOPAGTC MGTE VO TPOKVYOVV TO. AVOLUEVOLLEVO OTOTEAEGLOTAL.

H dwocbvdoeon mov dnuovpynnke yio tov okomd g €pgvvag oev elvar kol tOG0
gpyovoulkt. Avtd £ykertol kKupiog oto 0Tl amouteiton 1n TaLTOYXPOVI AELTovpyio Kot
evoopatmon tov cuokevdv Kinect, Oculus, kot kopepdv 610 KA TOL YPHOTN OEV
etvar apretd mpoktiky. eivor. Ewdwotepa emonpaiveror 0Tt 10 mpoPAnua eotidletaon
Kupimg otn cvokevn tov  Kinect, to omoio €yel o peyodvtepo Papog omd TIC TPELS
Boowkég ocvokevés. Omwg onueiodnke oto tpito kepdiowo to Kinect umopei va
avTikotaotolel pe evoAAOKTIKEG GLOKELEG aviyvevong Pdbovg. H amddoon tov
acOnmpa elvol apKETA KOVOTOMTIKY, MGTOCO 10 TETONL OVIIKOTAGTAOY £VOEYETOL

VO KOTOGTNOEL T1) O1GVVOEST) L0 EPYOVOULKT TTPOGS TOV YPNOTN.

To Oculus Rift DK2 givar pio emovaotatiky GOOKEVT UE QUETPNTES SLVOTOTNTEG Kol
Aertovpyieg, eV divel GTOV YPNOTN L0 KOVOTOUO EUTELPIO OTOV KOGLO TNG EIKOVIKNG
npoypatikdtnrog. H ypnoyoroinoy| tov oty cuykekpluévn épevva kpivetan BeTikn og

KovomomTikd PBabud. Qotdc0, VEEC GLCKEVEG TPOPBOANG EIKOVIKNG TPOAYLOTIKOTITOGS, Ol
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omoieg avapévetal va ovoartuyfovv o HEAAOVTIKO GTAOI0 OVOUEVETOL VO BEATIOCOLV
™V gumepio petald ypNoTn Kol EPOPHOYNG, TOPEXOVTOS VEES OLVATOTNTEG Ko
OAANAETIOPAGELS LLE OLUPOPETIKEG KO KOVOTOWES TEXVOAOYIEG. XTO TPITO KEPAANLO TNG
SMA®UOTIKNG £YIVE AVOPOPE OTIG CLOKEVEG OVTEC OTMG KOl OTO O CTLOVTIKG TOVG
yopaktnplotikd. Mo €€ avtov eivar Kou 1 ocvokevn SteamVR, n omoio wepthapPavet
aviyvevon KIvNoE®V ©€ OAOKANPO OMUATIO, KATL Tov avtopdtmng eaAeipel TOV
TEPLOPIGUO NG aviyvevong omd v kdapepa Oécewc tov Oculus, m omoia eiye

TEPLOPIGUEVT] EKTOCT OVIXVEVOTC.

‘Eva amd 1o xopuo mpofAnpoto mov mPoékvwoav MTaV 1 AYOTEPO  EPYOVOLIKN
dtaovvoeon ypNnotr kot VAKOV. To kbplo mpdPANUa NTav 1 TEPOPIGUEVT] HETAKIVNON
TOV XPNOTN GTOV Y®OPOo aAAnAenidpaons. Ki' avtd Aoy g KOA®II®moNS TV GUGKELHOV
KOTO TNV GOVOECT] TOLG ME TOV MAEKTPOVIKO LTOAOYIGTH. AVom 610 TPOPANUA ovTod
pmopei vo vapéer kabdg pe ™V avamtuEn TG TEXVOAOYiNG OAOEVA KOl TEPIGCOTEPEC
OLOKEVEG PE KOAMOIwon pmopoldv va ypnotpomombovv kot acVppata. ‘Eva amd to
napadeiypata avtd givar ko to Oculus Power Hack, mov avapépOnke oto devtepo
KEPAAOLO KOl TO OTO10 EMTPENEL TNV AGVPUATN LETAPOPE EWKOVAS VYNANG EVKPIVELOGS

and Tov vroloytot oto Oculus [16].

H 10m06£1M0M TV E1KOVIKOV OVTIKEWWEVOV GTOV EIKOVIKO YDPO £YIVE OTMG ovapEpONKe
TPONYOLUEVMG 6TO0 4.4.1 e EVIOAT] QO TOL KO TOV TOVTIKIOD TOV VTTOAOYIGTN, 1| LE
TO TATNUO EVOG TANKTPOVL OO TO TANKTPOAOY0. Avtd OpmG dgv givor Kot TOAD
ghypNoTo, KOO OTMG oNUEIDONKE TO TAV®, VIAPYEL | LEAAOVTIKY TPOGOOKiol Yo
OAOKANpOUEVT achpuatn OAANAemidpacn ypnotn Kot eeapupoyns. Emopévoc, 1
HEALOVTIKY] €PELVO OVOUEVETOL VO CUUPAAEL GTNV XPNON TNG AVAYVAOPLIONG POVIG Ao
tov awcOnmpa tov Kinect, dote o ypnome vo umopel vo divel povnTikég EVIOAEC Yia.
TNV TOMOOETNON TOV EIKOVIKADV AVTIKEILEVOV. ANA0ON GE TETOLO0 EVOEYOUEVO OVOUEVETOL
0 XPNOTNG VAL UTOPEL VO ODCEL EVTOAN] Y10 TOTOBETNON GTATIKOD OVTIKEWEVOD KAVOVTOG
YPNON POVNTIKNAG evTOANG “Static” N avtioToyo SUVOUIKOD AVTIKEIUEVOD LE TNV EVIOAN

“Dynamic”.

Téhog, o axdun cvokevn 1 omoio peletOnKe Katd TN ObPKEWL TNG £PELVAG TNG
TapoVcOS OUTAMUATIKNG €PYAciag €lval KOl 1| CLGKELY AVIXVELONG KIVIOE®MV XEPLOV
Leap Motion. H cuckevn avth dev tomofethOnke ot dtacvvoeon Ady® mpofAnudtov

OV OPOPOVCAV TNV TOAVTAOKOTNTA TNG LPIOTAUEVNS Olacvvoeons. [lap’ Olo avtd
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OUMC M EVOOUATOON OGS TETOWG CLOKEVNG TOPEYEL GTOV YPNOTN VEEG OLVOTOTNTEG
KkaBmg Oa pmopel vo aAANAETIOPA e TO EIKOVIKO TEPIBAALOV KO LE T XEPLOL TOV, OTMC
Y. TOPAOEIYHO VO UETOKIVAGEL EMOVENUEVO OVTIKEIUEVO, KOTA HAKOG TOL YMDPOL

aAAniemidopaong.
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Hopaptnna A

1. Evéeiktikog Kaowag (Unity3D — C#)

1.1 Raycast.cs

1 using UnityEngine;

2 using System.Collections;

3

4 public class Raycast : MonoBehaviour ({
6 public ObjectSpawner ObjectSpawner;
7 public Transform target;

8 public int counter;

9

10 // Use this for initialization

11 wvoid Start ()

12 {

13 _ObjectSpawner = new ObjectSpawner() ;
14}

15

16 // Update is called once per frame

17 wvoid Update ()

18 {

19

20 OVRCameraRig rig =

(OVRCameraRig) GameObject.FindObjectOfType (typeof (OVRCameraRig)) ;
21

22 Transform eye = rig.centerEyeAnchor;

23

24 // raycast from cursor click

25 // OVRCameraRig rig =

(OVRCameraRig) GameObject.FindObjectOfType (typeof (OVRCameraRiqg)) ;

26 // Camera eye = rig.rightEyeAnchor.GetComponent<Camera> () ;

27 // Vector3 textureSize = new Vector3(eye.targetTexture.width,
eye.targetTexture.height, 1f);

28 // Vector3 screenSize = new Vector3(Screen.width,
Screen.height, 1f);

29 // Vector3 vrMousePosition = new Vector3();

30 // vrMousePosition.x = Input.mousePosition.x * textureSize.x /
screenSize.x;

31 // vrMousePosition.y = Input.mousePosition.y * textureSize.y /
screenSize.y;

32 // vrMousePosition.z = Input.mousePosition.z * textureSize.z /
screenSize.z;

33 // Ray ray = eye.ScreenPointToRay (vrMousePosition);

34

35 // set collision layerMask => RaycastlLayer Index

36 // raycast only on RaycastLayer - ignore other layers

37 int layerMask = 1 << 8;

38

39 // focus with Oculus Rift to get ray

40 RaycastHit hit;

41

42 if (Input.GetMouseButtonDown (0))

43 {

44 //eye.position, eye.forward
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45 if (Physics.Raycast(eye.position, eye.forward , out hit,

Mathf.Infinity, layerMask) == true)

46 {

47 try

48 {

49 // test collision object

50 // Debug.Log ("collision at " +
hit.collider.gameObject.name) ;

51

52 // test raycast hit distance

53 Debug.Log (hit.distance);

54

55 Vector3 positionHit = checkCollision(hit);
56 counter++;

57 // Spawn sphere at position pos

58 _ObjectSpawner.spawn(positionHit, 0, counter);
59 GameObject obj =
GameObject.FindGameObjectWithTag (" SpawnedObject") ;

60 obj.transform.rotation =
rig.centerEyeAnchor.rotation;

61

62 }

63 catch (System.NullReferenceException e)

64 {

65 Debug.Log ("No hit detected");

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

67 }

68

69 }

70 else

71 {

72 Debug.Log ("Did not hit anything");

73 }

74 }

75 else if (Input.GetMouseButtonDown (1))

76 {

77 if (Physics.Raycast(eye.position, eye.forward , out hit,
Mathf.Infinity, layerMask) == true)

78 {

79 try

80 {

81 // test collision object

82 // Debug.Log ("collision at " +
hit.collider.gameObject.name) ;

83

84 Debug.Log (hit.distance);

85

86 Vector3 positionHit = checkCollision(hit);
87 counter++;

88 // Spawn sphere at position pos

89 _ObjectSpawner.spawn(positionHit, 1, counter);
90 GameObject obj =
GameObject.FindGameObjectWithTag (" SpawnedObject") ;

91 // transform object rotation as the rig transform
rotation

92 obj.transform.rotation =
rig.centerEyeAnchor.rotation;

93 }

94 catch (System.NullReferenceException e)

95 {
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96

97

98

100
101
102
103
104
105
106
107
108
109

Debug.Log ("No hit detected");
Debug.Log (e.ToString())

}
}

else

{
Debug.Log ("Did not hit anything");

}
}

if (Input.GetKeyDown (KeyCode.R))
{

foreach (GameObject obj in

GameObject.FindGameObjectsWithTag ("SpawnedObject™))

110 {

111 if (obj.GetComponent<SpawnedObject>() .age ==
counter)

112 {

113 Debug.Log
(obj.GetComponent<SpawnedObject>() .age + " " + counter);

114 Destroy (obj);

115 counter--;

116 }

117 }

118 }

119 }

120

121 Vector3 findAveragePosition (Vector3 pl, Vector3 p2, Vector3
p3)

122 {

123 // find average triangle position

124

125 Vector3 avg = new Vector3();

126

127 avg.x = (pl.x + p2.x + p3.x) / 3;

128 avg.y = (pl.y + p2.y + p3.y) / 3;

129 avg.z = (pl.z + p2.z + p3.z) / 3;

130

131 return avg;

132 }

133

134 Vector3 checkCollision (RaycastHit hit)

135 {

136 Mesh m = (hit.collider as MeshCollider) .sharedMesh;
137

138 Vector3[] mVertices = m.vertices;

139 int[] mTriangles = m.triangles;

140

141 // Return triangles of raycast hit - Way 1

142 var p0 = mVertices[mTriangles[hit.triangleIndex * 3 + 0]
143 var pl = mVertices[mTriangles[hit.triangleIndex * 35 + 1]
144 var p2 = mVertices[mTriangles[hit.triangleIndex * 3 + 2]
145

146 Transform hitTransform = hit.collider.transform;

147

148 //Debug.Log ("Distance from camera: " + hit.distance);
149

150 //Debug.Log ( string.Format ("Triangle Before Transform:
{0y; {1}; (21", pO, pl, pP2) );
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151

152 PO = hitTransform.TransformPoint (p0) ;

153 pl = hitTransform.TransformPoint (pl) ;

154 p2 = hitTransform.TransformPoint (p2);

155

156 //Debug.Log( string.Format ("Triangle After Transform:

{1y; {2}t", pO, pl, pP2) );
Vector3 pos = findAveragePosition(p0,pl,p2);

return pos;

1.2 ObjectSpawner.cs

using UnityEngine;
2 using System.Collections;

1
4
4 public class ObjectSpawner : MonoBehaviour ({
6 public GameObject obj;

8 public void spawn (Vector3 pos, int behaviour, int counter)

9 {

10 // check if the central depth value of kinect is valid
11 if (DepthSourceView.centralDepth !'=0 &&
DepthSourceView.centralDepth < 250000)

12 {

13 // create cube

14 obj = GameObject.CreatePrimitive(PrimitiveType.Cube) ;
15 GameObject objectGroup =
GameObject.FindGameObjectWithTag ("ObjectGroup") ;

16 obj.transform.parent = objectGroup.transform;

17 obj.tag = "SpawnedObject";

18

19 // 1f object is dynamic add rigidbody

20 if (behaviour == 0)

21 {

22 obj.AddComponent<BoxCollider>() ;

23 obj .AddComponent<Rigidbody>() ;

24 //ob7j.AddComponent<DownForce> () ;

25 }

(&)

obj .AddComponent<SpawnedObject>() ;
obj.GetComponent<SpawnedObject>() .age = counter;
obj.transform.localScale = new Vector3(0.25f,0.25f,0.
obj.transform.localPosition = adjustPosition(pos,

o0 I

W DN DN DN
\e]

o

behaviour) ;

31 //0obj.AddComponent<TransformCube> () ;
32 }

33 else
34 {

35 print ("Position Out of Bounds");

C

36 }

37

(0]
—

w W w
o
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40 public

Vector3 adjustPosition (Vector3 pos, int behaviour)

41 |

42 // place object based on the users input

43 // dynamic or static

44 Vector3 newPos = new Vector3():;

45

46 if (behaviour == 0)

47 {

48 newPos.x = pos.x;

49 newPos.y = pos.y + obj.transform.localScale.y/”?;
50 newPos.z = pos.z - obj.transform.localScale.z/2;
51 }

52 else

53 {

54 newPos.x = pos.x;

55 newPos.y = pos.y;

56 newPos.z = DepthSourceView.centralDepth;
57 }

59 return newPos;

60}

61

62 '}

1.3 SpawnedObject.cs

1 using Uni
using Sys

4 public cl
6 // age

7 // used
8 public

10 }

tyEngine;
tem.Collections;

ass SpawnedObject : MonoBehaviour {
value used for unique object indentification

to destroy cubes spawned incorrectly
int age;

1.4 WebcamTextureScript.cs

1 using Uni
2 using Sys

4 public cl
5 public
public
public
8 public
9 public

11 private
12 private

13 private
L4  private
15 private
16
17
18 // Use

tyEngine;
tem.Collections;

ass WebcamTextureScript : MonoBehaviour {
Material mat;

GameObject quad;

GameObject cam;

float imageOffsetX;

float imageOffsetY;//

WebCamDevice[] devices;
WebCamTexture texture;
int deviceHeight;

int deviceWidth;

int scaleFactor;//

this for initialization

62



19 wvoid Start () {

20 devices = WebCamTexture.devices;

21 deviceHeight = 480;

22 deviceWidth = 640;

23 scaleFactor = 30;

24

25 if (devices.Length > 0) //Here we look at our devices, and
pick one based on our camera.

26 {

27 if (cam.name == "RightEyeAnchor')

28 {

29 texture = new WebCamTexture( devices[ 1 ].name,
deviceWidth, deviceHeight, 60 );

30 }

31

32 if (cam.name == "LeftEyeAnchor'")

33 {

34 texture = new WebCamTexture( devices[ 0 ].name,
deviceWidth, deviceHeight, 60 );

35 }

36

37

38 texture.requestedFPS = 100.0f;

39 texture.Play() ; //This starts the webcam stream

40

41 quad.transform.localScale = new Vector3 ( scaleFactor * (
(float) texture.width / (float)texture.height ), scaleFactor, 1.0f );
//This scales our quad (The thing our texture is displayed on) to be
the same size as the webcam stream.

42 quad.transform.Translate (imageOffsetX , imageOffsetY, 0 );

//Sometimes our alignment isn't quite right. By adjusting the offset,

you get the two pictures to line up perfectly.

43

44 mat.mainTexture = texture; //Set the material to the
webcam stream.

45 }

46

47 '}

48

49 // Update is called once per frame

50 wvoid Update () {

51 if ( texture !'= null && texture.didUpdateThisFrame ) //Make
sure we're passing something that exists

52 {

53 quad.transform.rotation = cam.transform.rotation;

//adjust the quad to follow the user's head.

54 quad.transform.Rotate( 0, 0, -90); // Rotate

the quad so the quad is in portrait mode (Just like our webcam
orientation.

1
1

Ul O O U
O J o U
—

—
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Hopaptnno B

1. Atoartovpuevo YMKO Kot Aoylopiko

1.1 Arorroopevo Yiko (Hardware)

To VA6 Tov amoteitan yio TNV AELTOVPYict TOL GLGTHLOTOG Elval:
e Microsoft Kinect Sensor for Windows v2 (Xbox One)
e Kinect Adapter for Windows
e Oculus Rift Development Kit 2
e Logitech Cameras C310
e 'E&odog HDMI/DVI yia to Oculus Rift
e TovAdywotov 5 dwbéoeg OOpec USB (1 USB 3.0 yia to Kinect, 2 yia tig
Kauepeg, 1 yio o Oculus, 1 yio v Positional Camera)
e Tovliyotov 2-3 dakodnteg/npilec (éva yio To Kinect, éva yio tov vroAoyiot

Kot éva Tpoopetikd yia to Oculus Rift DK2)

1.2 Arartovpevo Aoyispko (Software)

To Aoylopikd mov amatteitol yio Ty Agttovpyio TOL GLGTHUATOS Eiva:
e Microsoft Windows 8/8.1 1 vedtepo (to Kinect v2 dev Aertovpyel og
noahootepeg ekddoelg Windows)
e Unity3D 5.0.0f4
e Oculus Configuration Utility v1.6 (SDK 0.6.0.0)
e Kinect for Windows SDK v2.0_1409

2. Eyyepioro Xpnotn

2.1 Odnyieg 6VVOEGNS GLOKEVMOV

O1 cvokevég cuvdéovtat pécm dlacvoeong USB otov vtoroyiot). Edv dev vrdpyovv
dwbéoeg Bupeg mpoteivetan n yprion USB Hub 3.0 yio amopuyn anocvvéeong kotd
dwotata TV cvokevwv. Eriong 0nwg avapépOnie oto pépog 1.1 600 and T1g
OVLGKEVEG omoTtovV vTootPiEn Tpopodoaciog (Oculus — tpoarpetikd, Kinect), evd
GULVIGTATOL 1| YPT|ON TPOPOSOGIOG KOl Y10l TOV VITOAOYLIGTH] Y10l TNV KAADTEPT] EKTEAEDT)

™ epapuoync. Télog doov apopd Tig kauepeg Logitech, mpémet va givar tomobetnuévec
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o€ amodcTaon ~ 6.5cm, pe v andotaocn va eivon petafAnt and avlpwno ce dvOpwmo.

H andotacn pmopei va. toyel alhayng xépn oto custom-made camera rig.

2.2 Odnyieg €YKOTAGTOONG OTULITOVIEVOV AOYIGUIKOD

To Aoyiopkd mov amorteitol yioo Thv Agttovpyio. Tov cvothuatog TAnv Tov Windows
8/8.1, givar Stobéoipo dwpedv omd TIC OVTIOTOLXES LGTOGEMOES TOV AVOPEPOVTOL KoL
omv PPrloypaeia [2,3,33]. Katd v eykatdotoon TovV eQoppoy®dv ypetaletol

EMOVEKKIVIOT TOL VTOAOYIGTI] Y10 OLLOAT AELITOVPYIQL.

Ooov apopd o Oculus Configuration Utility, vdpyet po emhoyn yio tnv Agttovpyia
npoPoArrg tov Oculus Rift. H kbpia emioyn €yxertan peta&v Direct HMD Access from
Apps kor Extend Desktop to the HMD. H npmdtn pnopei va emideydei eav 1 epapuoyn
nov Ppiokerar oto Unity3D yiver build amd v epappoyn omdtav kot propei va tpé€et
anevbeiog oto Oculus Rift. H devtepn emdoyn yivetar dtav 1 eKTEAEST] TG EPAPUOYNG
yivetar péoa. amd to Unity3D katd to run. Ty nepintoon avti to Oculus Rift yivetau
HEPOC TGS 006VNC TOL VTOAOYIOTN 0 0moiog PpiokeTol e Aettovpyia enéktoong — extend

mode.

H petapopd g swdvog and v kOpla 006vn tov vIoAoYeT | 6TV 0006VN EMEKTAONG
tov Oculus Rift, yivetaw eite pe v ypnon 1oL TOVIIKIOL €ite pPE TNV YPNON NG

ovvtopgvong cuvovacspov (Shift + Window Key + Arrow (Left or Right)).

H emloyn DK1 Legacy App Support, agopd v vrostipién ToAddTep®V EPUPUOYDV
mov dnpovpyndnkav omoxkiewotikd yioo DKL, eved n emdoyn Rift Saver pmopei va
OTEVEPYOTOGEL AVTOUATO TV GLGKELT UETA amd o tepiodo adpdvelag. Emiong otnv

EQOPUOYT VILAPYEL EMAOYN TPOPOANG GKNVNG EMIOEENS YioL AdYOoLG EAEYYOV.

To Kinect for Windows SDK v2 mepiéyet emiong oknvég midei&ng yro vroothpién tomv
Aertovpywwv  tov  Kinect, evd mapéyetor o mnyaiog K®OKAG ©€  YADOOESG
npoypappatiopod C# i C++. T v opodn Aertovpyio tov Kinect mpémer vo pnv
vapyet mponyovuevn ékdoon tov SDK mpogykateotnuévn otov vmoroyioth. To 1610
oyvel kot v to Unity3D. Xe mepintwon mov mpotiunbel molaidtepn €kdoon Tov
Unity3D, dniadn mtpv amd v tedevtaio £kdoomn 5.0, tote amorteiton n ékdoon Pro tov
Unity, kobmdg 1 dopedv ékdoon dev vrootnpilel v AETOVPYio. TOV GLGKEVAOV TOV

YPNGLOTOLOVVTOL.
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2.3 Odnyieg xpnong epappoyig

H epappoyn eivar dwwbéoyun péow tov Unity3D, omv omoia kot avamtoydnke. H
EKTEAEDT TOL YiVETOL £1TE Y100 AOYOVG EKTEAEONG, EITE Y10t AOYOLG EAEYYOL Kol AVATTVENG,.
Xy TpdT TEpinTmon 1o mpoypappo tpénet vo. yivel build and to Unity3D pe target
platform Windows, kot architecture x86_64. 'Enctta ektelodue 10 Tpdypoppe Ve yio
v £€£000 amd T0 MPHYpappa Tatovpe To Kovunmi ESc. tnv devtepn mepintwon, agov
avoitel to project oto Unity3D, emdéyovue to xovuri Run [® . Te mepintwon mov
Bélovpe va otopaticovpe TV e@apuoyn Eavaemiéyovpe to dto kovumi. o v
peTaopd eovag omd v Kopla 000vn 10V LVIOAOYIGTH otV devtepehovsa 006V
enéktoong Oculus Rift, axolovBodue ta Prpata mov avaeépdnkay 6To TPONYOLUEVO

pépog 2.1.

H «Opia oxnv extéleong eivar 1 DepthOnlyScene. Ta scripts mov
xpnooromdnkav oty epoppoyn eivar dwabéoipa oto pakeho Scripts. [Hopdiinia
T0. SCripts mov ypnopomolodvrotl toco yo to Oculus 660 kot yua To Kinect Bpickovtot
oTovV @Aakelo Scripts otov @okéiovg OVR kol KinectView avtiotorgo. Tovg
QOKEAOVG OLTOVC vEApyovv OAd T Scripts mov JavépovIor HECH  TOV
OculusUnityIntegration.package (Oculus SDK v0.6.0.0), 6nwg emiong ot
pHéow 0V Kinect.2.0.1410.19000.package (Kinect v2 SDK), ta omoia
napéyovtatl oty PPAoypaeikn avagopd. Mépog Tov mnyaiov koo TPoPAAieTol 6TO
[Mopdpmua A ¢ SWMAGUOTIKNG epyociog €V O VTOAOMOG KAOJKAG OV

ypnoponomdnke Ppicketat oo gvdeiktikd project oto Unity3D.
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