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ANhwon 2Luyyeapxnic IotdtnTtac
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ITepiAndn

H adZnom e unohoyloTixfc Loy 0og GopnTMY NAEXTEOVIXDY CUCXEUGY (XIVNTHOV TNAEQPOVWY Xl
TUTAET) To TEREUTAla Ypdvio EdmaE TN duvatéThTo dnioupyiag eQopuoY MV Ue eEAPETIXG PECAO TIXE
yoapixd. Mlo xatnyoplo e@apuoy®dy Tou anatoly peahlo Tixd YeapLxd, lvor ol epapuoyéc Euxovuare,
Enavgnuévne 1 oxdun xow Mixtic Hpoaypotixdtnroc. Ou egappoyéc autés éyouv epapuoyt o ula
TAndopa Topéwy 6mwe, Tou Hokitiouol, twv Teyvdy, g Ayopds Axvtwy xou Tou Touplopot. O
oxomég Tne mapovoos epyactag elvon 1 dnuiovpyio Vo epapuoydv Enavgnpévne Hpoyuatidnrog,
pé€ow Twv onolwy Pmopel xdmotog vo tepinyNUel oE TUARATA APy UONOYIXWY YWewvY ot Adpioa xou
ot Toluna aviiotouya. Xuyxexpwéva dnuoveyoivto dbo Iloptec Enavénuévne Hpoypotixdtnrog
oL onoleg 08NY00V TOV YEHoTN TNG EQUPUOYNC OTO ECHTERIXO TWYV TURUTANVG UPYULOAOYLXWY YWEWY.
H Siobixaota dnuiovpylag twv egappoydv axohovlel ta e€hc téooepa otddio. Ilpdto otddilo etvar 1
ATOTUTIWGT] TV UPYAONOYIXWY YWEWY UE OX0T6 TNV dnwovpyio 80o Nepdv Ynueinv. Népog Xn-
pelwv elvon €va GUVORO OMUELWY UE CUVTETAYUEVES T, Y, 2, TO OTOl0 MEPLEYEL YPWHUATIXY TANEOQOopia
xon amecovilel To TEMXS OmOTEAECUN TNE TELOBIAOTATNE OdewoNE Tou eTUUNTOY TELOBLAGC TOTOU
povtéhou. Enduevo otddio elvan 1 dnuovpyio twv Tewoddotatwy Moviéhwy Twv 800 e@apuoy®y.
Avutd dnuovpyolvton petd and Ty xatdhhnhn enelepyacio twv Nepdv Xnueinv mou Mednxay
0TO TPWOTO GTddLO, UE YEhon evadplac puToypauuetelac ahyoprduoc SIM xar copwth AMéwlep. Telto
oTtddlo anotelel 1 dnwovpyla Tou eixovixol tepBdAlovTog pe TN yeron Tou hoyiopxol Tvitd. Mto
OTAdL0 AUTO BNULOVEYOLYTAL OLCLACTIXG OAaL TaL AVTIXE(UEVA Tal ontolar Yo UTEEYOUV GTOV ELXOVIXO
Y0eo TN epappoync. Tétapto xou teheutalo otddlo anotelel N elcoywyy Twv Teloddo tatwy Mo-
VTEAWY TV 0PYUOAOYIXMY YOEWV w¢ avTixelyeva Yoo oo eovixd nepBdriov. Téhog yiveton pla

AVOOXOTNON TWV UETSBWY Tou yenowonoliinxay ot xdie pla and Tic BUo eQopUoYES.
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Abstract

The recent increase of processing power in mobile electronic devices (such as smartphones and
tablets) has led to the development of mobile applications with extremely realistic graphics.
Applications that take advantage of this progress in electronics are Virtual Reality, Augmented
Reality or even Mixed Reality applications. Those applications are applied to a wide variety of
sectors, including Culture, Arts, Real Estate and Tourism. The aim of this thesis is the deve-
lopment of two Augmented Reality (AR) applications, which give the user the opportunity to
virtually tour two archeological sites, one in Toumba Thessaloniki and the other one in Larissa.
This tour is implemented through two AR Portals which lead into the above mentioned archeo-
logical sites. The process of the application development consists of four stages. The first stage
involves the mapping of the two sites, in order to obtain two Point Clouds, one for each site. A
Point Cloud is a set of points, which represent a three dimension (3D) object. Each point has its
own set of z, y, z coordinates and color information. The next stage consists of the creation of the
3D Models of the archeological sites. These are created by processing the Point Clouds obtained
in the first stage, using aerial photogrammetry (SfM Algorithm) and laser scanner. The virtual
environment of the application is created in the third stage, using the Unity Game Engine. This
stage involves the creation of all those objects which will exist in the virtual environment of the
application. In the fourth and last stage, the 3D Models of the archeological sites are imported
in the virtual environment of the application. Lastly there is a review of the methods used in

each application.






Euyapiotieg

Koatd tn Sudpxelo uhomoiong tng npoondietac autrc éhoPo o el xau Bordelo and didpopa Tpdow-
i, Tor omolar Yot HUEAS VoL ELYOPLO THOE XoU VoL SNAGGL TNV exTiUNoT Lou oTov xadéva EexweloTd.
Apywnd Yo Hleha va exppocw Tig euydplotieg pou otov emPBrénovia xodnynth x. Ilétpo Ioatid
ue 1 ouuPolt) Tou onolou xotdgepa Vo UAoTotiow TNy mopoloa dimhwuatixn epyacio. Eniong da
fdeha va euyoplothow Tov Av. xadnynt) x. Anufteio Koiuden xa tov xadnynt x. Booiieio
Toobxa Yo Ti¢ UG TOYES TORATNENCELS Xt TNV xardodhynor mou pou mapetyove. Enione Yo Hieia
VOL EUYOPLO THOW TNV OXOYEVELS oL %o 18lwg Tov adep@o pou Iiidpyo yia ) cuvey ) othelln, xadog

%o Toug glhoug pov.
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Kegpdiaio 1

Eicoaywyn

1.1 3Xxonodcg tng AwnmAvpatixine Epyaciog

O oxonde ¢ nopoloos dimAwuatixic epyaotog, elvol 1) dnulovpY o TOXETOU OTTIXOTOLONS Y WEIXWY
dedopévmv. Iho ouyxepyéva n dnuovpyia wae AR Portal, uéow e onolac o ypfiotne nepinyeito
OF apYAOAOYIXOUE YMPOUS Xl YMEoUS avaoxapy. H anotinworn twv emduuntdy autdv xopemv(
Apyoio O¢atpo Adpiooc xon xdpoc avooxapny Todumoac) €yve e TN YpROT POTOYPOUUETELXMDY
pedodwv xou copwth Miwlep. XN CUVEYEL, UECL XUTEAANAWY Aoylopxdy, 6nwe Agisoft Meta-
shape, Scene, Geomagic Studio, Polywork Inspector, dSnuloupyfunxay to xatdAAnio Telodido Tt
povtéha. To povtéha autd apol tpomonoinxay xotdiinio péow twv Aoylouxdy CloudCompare
xaw Meshlab eioviydnoav oto Unity, 6mou xon Snuovpyfinxoay ov tehxég egopuoyég yio Smart-

phone

1.2 Iotopwxr} Avadpour

‘Evoc and toug mpwtondpouc tne oyediaone tplodidotatwy oyedinv(3D) ot vnoloyloth Atav o
William Fetter to 1960, o omolog epyaldtav yia v etoupla Boeing xou oyedlale yoviéha oe
umohoyiotég. ‘Eva and ta oyédia ndvew ota onola Sovheue ftav «o ‘Avipwnoc Boeingy, dnhadm
1 TELODLAGTATY aVaTaEdoTacT) Tou avip®Tivou ohuatog, oto onolo o Fetter eworyaye vyl medTn

popd ToV 6p0 «YpaPIXd TOL LTOAOYLOTHY [1].



YXHMA 1.1: Tewoddototn avanopdotacn tou avdp®dnivou owpatoc obugwve e tov William
Fetter [1]

Apybtepa to 1971, o Henri Gouraud [8] eqdppooe wio véa teyvixf, oxiaong, 1 onolo mipe xau
10 6voud tou, «Gouraud shadingy. H pédodoc auty| yenowonolelton Yoo THY TEOCOUOWOT TV
OLUPOPETIXWY ETUOPACEWY TOU PWTOC XL TOU YEWUIATOS OTNV ETUPAVELXL EVOC avTIXEWEVOL. Baou
apyY) TOU BETEL TNV TEYVIXY aUTY VAl O UTOAOYIOUOS TWV XAVOVIXOY ETLPAVELDY CTIC XOPUQPES
TWY TOAVYOVOY, ot éva Tplodidotato (3D) poviého unohoYIoTH. TuyXpiTind e Tn YETOYEVESTEPN
pédodo oxloone tou Phong,«Phong Shading» n onofa Snwoveyhdnxe to 1973, amoutel Aydtepn
ene€epyooio, oAAd dev unoroy(lel pe axplBela Gha ol amoTEAéoUTA TOL PwTiool. Ot 8o autég

uédodol wotdoo, etvor TOAD avidtepeg and TNy enlnedn oxiaor, N onola ATy TEOYEVECTEEY QUTMV.

Flat Gouraud Phong

YXHMA 1.2: Ot 3 mo cuvnhopévol Tonol oxlaone oe tpiodidctata aviixelyeva [2]

To 1972, oi Edwin Catmull [9] xou Fred Parke [10] avaxdhivdov tn pédodo yoptoypdenons g
vprc. Kataoxebaoay apyixd éva tpiodidotato wovtého tou aplotepold yeptol tou Edwin Catmull
amoteloluevo and 350 teiywva xou Tohywva. XTn cuveyew, To Pnelonoicay ot éva TELoBdoTATO

TpoYpouua Tou dnuoteynoe o Edwin Catmull.



YXHMA 1.3: Tpiodidotatn anexdvior tou aplotepol yeplol [3]

To 1978 o James Blinn [11], o onolog #tav entothpovac unohoyiotdv ot NASA | Snuodeynoe
uédodo tng avdyruene anewxovione. H pédodog auth napouoidlel ye dompo xou uadpo Yeuo Ty

VT TOU YENOULOTOLETOL, YE ATOTEAECUO Vo DIVEL WLl IO PEALOTIXY] EXOVOL GTO LOVTEAO.

YXHMA 1.4: To npaypotxd avuxeipevo [4]



SxXHMA 1.5: To dnolaxd aviixeipevo pe tn pédodo tne avdyluene arewxdvione [4]

H ypfon twv yea@ixdy AElTovpYIXdy cUSTNUATWY deyloe Vo Yivetal YVwo T otig apyés tou '90.
Yto Tpddor T GTABLL TO UEYUAUTERO TEOBANUA HTay, xUElWS, 1 LEYAAT UTOAOYLOTiXY) 1oy UE o
anoutoVoE €vo cUCTNUA Yia Vo UTopéael va amewxovioel TéTolou eldouc ypapixd xou Aemtopépetes. O
AOYOC TOL TEOXVTTEL AUTO To TEOPBANUA elvat, OTL Yiol Vo amodovel €vol avTiXelUEVO TOU TEAYHATIXO-
0 x6opou TELodLdo ToTe, KoTHoXEVELETAL ot TéEo TOMNGL o Wixpd TOADY WV, HECE TOAITAOXMY
pordnuaTiedy npdlewyv. Auth 1 Stodixaocio Tapoywync pLog eévae, tou anotekelton and dedopéva
TIOL APOEOVY TOV TELEOIACTATO YWEo xa elvon amodnxeupéva oTov LToAoYloTh, ovoudletar Teio-
didotatn Anddoon (3D Rendering). Etnv mpaypotidtnta, ye tn Soduoacio aut, Tpiodldototo
HOVTEND peTaTpéTOVTaL ot dlodidotates ewdves (2D) pe tpiodidotata QWTopedMOTIXG, 1 UE EPE

7oL TANCLELOUY TNV TEAYHATIXOTATA TOU AVTIXEWWEVOL o €XEL AmoTUTWUEL.

O anautAoelC TNS EMOYTG, AVOPOPLXS UE TO YEOVO Xol TO OWOVOULXS XOGTOC, £Y0UV 0dNYNOEL 0T
OnutovpYiol EQAUPUOYOY TOLU UTOPOVY VL ATELXOVIGOUY X0t Vol ETEEERYATTOVY TPLOOLAGTOTA LOVTEND
O WXPO YPOVIXO DIACTNUIL, AVOAGYWE TOU OYXO TOU HOVTEAOU, PE GYETIXE YouNnho xboTog. L autd
Borinoe to YeEYOVOS OTL 1) XPNOT) TWV TEIOOLACTATWY YRAUPXAOY Xl LOVTEAWY Exel uiovetniel and

TOMG emoryyENpoTo xon omd Tohhole Topelc e xomuepwiic Loe [12].

Yruepa UE TNV aVATTUEN TN TEXVOAOYIOC, N OTEXOVIOT TWY OVTIXEWEVKY 1) TWY YWewY YIVETOL
Tépo and TOUC TopATdve TEoTouS X ME TN Xphon Nepdv Trnueiwv (Point Cloud). To végog
onueiwy elvon éva moxéto dedopévwy to onolo mepLhopBavel otouyelo i xdde onuelo 6To YWEO.
Ta onuelo autd arotundvovto péow ebx®y opydvey, 6twe Laser Scanner, Light Detection and
Ranging (LiDAR) % e xodapd pwtoypoppetpinéc pedddouc. To naxéto dedopévewv twv onuelnmv
QUTWV ONULOVEYEL TIC ETLPAVELES TOU LOVTEAOU, Xou xatT’ enéxtaoy To (Blo To povtéro. Kdde onuceio
€YEL TIC OIXLEC TOU GUVTETAYUEVES OTO Ydpo. Ol GUVTETUYUEVES QUTEC PYIXY OVOPEQOVTOL OTO
oUOTNUO TOU EWBIXOU 0PYAVOU, WOTOCO OTN GUVEYELNL HECK) EWBXMOY TROYPUUUATHY UTOPOVY Vo

yewavagpepdolv oto emduuntd mpoBolixd cbotnue. H paydaio avdntuin tne teyvoroyiag xadiotd



eQuet TN dnovpyio Negdv Enueinwv oxdun xou péow €€umvou xvntod thhepdvou (Smartphone),

1 topniétac (Tablet), ta onolo anodidouy vpxetd xavonomtxd to emduuntéd avixeipevo B yodeo.

YXHMA 1.6: Point cloud ané ipad 2020 [5]

1.3  Enauinuevn Ipayuatixdtnta - Euxovixr) [poypa-

TwxotnTo - MuxTth Ipaypatixdtnta

Me ov 6po Enavinuévn Heaypotixétnta (Augmented Reality - AR) evvoeiton 1 ntapousioor evig
1} TEPLOGOTEPWY PNPLOXDY AVTIXEWEVWY 1) TATPOPORLIY, TOU OVITIEAYOVTOL UEGEL GUOKEVDY, OTKS
xwntéc cuoxevéc Android xon i0S, unohoyiotéc xan Tablet, otov nparypatind xdopo, oe TeayaTid
xeovo. Me v teyvohoyla auth, to mpaypatixd nepBdilov uetatpénetal o BladpaoTind, oTo
onolo 0 ypRotne umopel vo eppavicer otdYnote emduyuel, avdroya pe v epapuoyy) tou. Ilépa
and v Ernaugnuévn Mpaypoatixdtnra, vndpyouv xou 1 Euovind Hpoypatixdtnta (Virtual Reality
- VR), xadcdc xon 0 Mixtd) Ipaypotixdtnro (Mixed Reality - MR) [13]. H npdtn ogopd
onuovpyio evog texvnTod TepBdihovtog, To omolo eivon xan N Pacixy| dlagopd ue v Enauinuévn
Iparyyatixdétnra, 1 onola avopépeton 0ToV TEAYUATIXG x6ouo. O yeRotne unopel vo aAAnAemided,
ME TO TEYYNTO awtd TEQIBEANOY, UEOW EWBXWY CUOXEL®Y, Omwe elvan ta VR yuahid, cuoxeuvée
XELROS xou YaVTIH Ye ouoUnThpeg, MoTe va €xel o mo peaiiotnt) alodnor, Téhog eivon n Mixtr
Ipayyatixoétnra, 1 onola elvor o cuvduaopoe Enavinuévne xou Ewovindc poypoatixdtnrac. Ta
puUoLXd xou Pn@Laxd avTXeldeva GUVUTEEYOLY, XS 0 YpHoTNG EValhdooeTol UeTal) TEOYUATIXOD
xa exovixol xoopou. Ot teeig awtég Hpaypoatixdtntes €youv mowihes ypnoelg, omd tn Quyorywyia

xoL TN OOUAELY, éwe T AT TOUC OE CTEATIOTIXEC EXTTAUOEVUCELC XA OF TEOGOUOLDCELC.
i ) n Xenon P POCOW



1.4 BBAoypapxry Avaoxdédnnon Egappoyov Encauvin-

révne Ipoyuatixdtntog

Yy moapodoa dimhopoatixy yiveton xeron e Enavinuévne Ipoypoatixdtnrog yia tnv euxovixi
TEPUAYNOT OE €vay Y(DPO ovVooXAPLY, 0 omolog €yel anotunwiel xou mopouctdletal UE TN Hop®T
vépoug onuelwv. H yprion Enavgnuévne Hpayuoatixdtnroc dev neptoplletar uévo otov touéa autdy,
oA xou 6 TOANOUC GAAOUE, OTWE O TOUPLOUOS, 1) AYORd OXIVTWY XoL YEVIXOTEQH GTOV TOULN TOU

ITohitiopo0.

Mia eqappoyy 1 onolo yenowonotel Enavinuévn HMpoyuatxdtnta civon | Rembrandt Reality [14].
Méow tne epappoync authc yiveta neptiynom uéoa oto €pyo tou OAavdol Lwypedgou Rembrandt,
o ornolog anetxovilel Tov Dr Nicolaes Tulp va e€nyel v avipdmvn avatoyuio oe puo opdda yiotedv,

onwe gatveton oty Eudva 1.7

YXHMA 1.7: IIivaxog tou Rembrandt “Mddnuo avatoulac touv Dr Tulp’

ITio ouyxexpuéva xatd ™ xehon TS eQapuoYhc o YeHoTNg, Aol CUpKOEL To eNNEDO Ylo VoL TO
evtonioel 1 ouoxeur (Plane Detection), tonodetel tnv AR Portal névew oe autd xou otn cuvéyelo
ELo€pyETAL GTO BwPdTIo, aTo onolo purnopel va tepinyniel, eved TaUTOY POV 0XOUEL Lo MY NTLXY SLiYNom

¢ LoToplog Tou Thvoxo.



Loop nu de poort in !
==

YXHMA 1.8: AR Portal

YXHMA 1.9: AR Portal Interior

It Ty vhonoinoy e epapuoYNc QUTAS, ATOTUTWUNXE O YWOEOC UE XENOT TNS PWTOYPUPIXAS UN)0-
viic MatterPort, 6nwe gaiveton oty Ewdva 1.10, o onolog otn cuvéyelo anodddnxe Ye 0 wopy

Tplodldo tatou Yoviéhou, Ewdva 1.11.

YXHMA 1.10: ®wtoypagpixn unyavy Matterport



YXHMA 1.11: Teioddotato LoVTEAD Y WOEoU

Eniong yenowonowdnxay dtopa, to omola, apol @opecay TG XUTIAANAES EVOLUOGIES, PWTOYpPO-
ety xotd 360 polpeg, Wote vo anododel 10 TEIGOIACTATO LOVTEAD TOUG, UECW QPWTOYQUUUETOL-
%y Pedodwv, édnwe yehon olyoplduwy Sfm [15], [16]. H pédodoc auth Bondder otn dnuovpyio
TelodLdo ToTwy YovTéAwy, péow AMdne RGB gutoypapidyv. 1o cuyxexpiuéva yenoiuonolel emuxa-
AUTTOUEVES DLOBIAOTATES PWTOYEAPIES YA TNV AVOXUTAUCXEVT| TNG TEIOOIAC TATNS HOPPNC TV oV TL-
xelwévwy. ‘0co peyolitepn emndiudn undpyouy HETOED TWY POTOYRUPLLY, TOGO XANITERO TOLOTLXS
omodideton T0 TELodLdoTUTo HovTéro. Aol putoypaphinxay, Ue Tov xATIAANAO eEOTAIOUO, OTIKC
gatvetar oty Ewxdva 1.12, otn cuvéyela pe T BoHleia poTOYPUUUETRXOY Xol TYEDLUC TIXWY TEO-
yeoppdtwy (RealityCapture, Blender) dnuiovpyhdnxay to telxd goviéla tne epoppoyhc, Eméva
1.13, 1.14.

N

YXHMA 1.12: Anotinwon xou dnuiovpyio TELoBldoToTmY avlpmTvemY HOVTEADY



YXHMA 1.13: Anotinwon xou dnuiovpyio TELoBLEoTOTmY avlpMTVGDY HOVTEADY

YXHMA 1.14: Tewodidotatn Anewxdvion tou Ilivaxa

H egopuoy?) autr), €yel ueydhn axpifeio ot Telodidotatar LOVTEAN, TV OTOlwY Ol AeMTOUEQELES
omodidovton pe VPNAY euxplveld, KWGTOCO TO XOGTOC ot O YEOVOC Yia Vo amodovel éva tétoto Véua

pe 600 VPN axeifela elvon opxeTd weydio.

Mot 6AAN eopuoyh mou xdvel yehon tne Enavinuévne Hpoyuotixdtntog auth T @opd 6Tov Touéa
e ayopds oxvitwy etvoan AR Portal for Real Estate Marketing [17]. H egappoynh auth elvou
O omAf and TNV TEONYOUUEVY], XM Ye €vo amhd dyylyuo otnv oddvn Tne cuoxeunc tomole-
teltar AR Portal oto é8agog, Ewéva 1.15. To eowtepd amoterelton and yoviého mou €xouv

XUTOUOKEVUO TEL OE OYEBLAC TINO TEOY PO
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YXHMA 1.15: AR Portal

YV mpaypaTixoTnTA elvol Uit EQoppoYT) Tou Bivel TN SuVATOTNTA GTOV YENOoTN Vo TEpLNYELTaL 0TO
axivnto mou Tov evdlopépel cav va Pploxeton Yéoo o AUTO OF MEAYUATIXG Xpovo, avtl va BAEnel
70 axivnTo UECL POTOYRAPLLY 6Twe cuvidwg yiveton, Ewdva 1.16, Ewdva 1.17, Exoéva 1.18. H
XUTOUOXEVT| AC TETOLUG EQUPUOYTC Efvar apXeTd amthy), oS TO TELEOLAGTATO LOVTEAD TOL AXVITOU
unopel va amodotel Y€ow OYEBLACTIXWY AOYICUXAY, EITE HECW AOYLOWXGY To oTolol dNUtovpYoly
TO TPLOOLIGTATO HOVTEND TOU GXIVATOU OXOUOL Xal o6 PuToYpapieg Tou €youv Angiel ue éva xvnto

TNAEQWVO.

YXHMA 1.16: AR Portal Interior



11

YXHMA 1.17: AR Portal Interior

YXHMA 1.18: AR Portal Interior

Téloc ol Touelc otoug onoloug Beioxovtal ol Tteptocdtepeg eqopuoyés Enouvénuévng poryuotindtn-
T elvan oL Topels Tou Touptopol xou Tou mohltiopol. H egapuoyr Metavrse - AR Travel Portal
Demo [18] nopouctdletl 1o npdypaupo tou axohovdeiton ot pio xpovaliépo. ITo cuyxexpwéva, o
xeriotne unaivovtag oe wa AR Portal Byaiver oto xatdotpwpa tou xpoualiepdmAolou xou Uno-
el va Bel toug TaEBLWTIX0UE TPooplopolE and Toug onolouc Go TEREOEL, Ue TAUTOYEOVY NYNTLXN

nepLypopy), amd ol exovint| Eevaryd, Euxdvo 1.19.

YXHMA 1.19: AR Portal - Guide
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Enfong, pe ) yprion molvuéowy (multimedia), énwe Bivieo xan potoypaples, n Eevayds mapouat-
&ler oto yphotn ta onuelo evdiagépovtoc (HotSpots) twv ev Aoyw Tpooploptv, MoTe Vo €YEL Wiol

oMOXANPOUEVT ElxXoVaL TV TNV eTtioxedn Tou oe avtols, Eudva 1.20, Ewdva 1.21.

YXHMA 1.20: Cruise Destinations

G T
|

103

3XHMA 1.21: Multimedia (Video)

Eniong Siveton 1 duvatdtntal 6T0 YeHOTN Vol EMIXOVWOVACEL Ue TNV eTanpld, UEow EVOC BLaBpaoTinol

uevov, eite va xheloet wa Véomn yia onowadrinote xpovaltépa emtdupet.

YXHMA 1.22: Menu
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H eqopuoyn auth, oxedidotnxe otn unyov MetaVRse Engine, nou xatacxebaoe 1 opdvuun etou-
ela, ¢ omolag to mepBdhhov eivan mopdpoto pe tou Unity. To Boaoixd mheovéxtnuo Tne pnyovic
QUTAC, efval OTL YLOL TNV XATAOXEUT] EQPAUPUOYWY BeV amanTeltal ¥pYiomn xOdLXA, YEYOVOS TOU TNV XAVEL

O TPooLTY| o€ UeyollTeET Ueplda xdouou.

Evdiopépov mapouotdlel xar to project meptiynone oto Mriéhgoot, Iohavdia. Ilio cuyxexpiuéva,
10 project agopd dVo mpayUATIXEC TOPTES, OTOL OL EMOXENTES, ool TpounvedovTal apyLxd UE
oxouoTixd xan éva tablet xahoUvtow va nepdoouy amd péoo. H pia ndpto odnyel tov emoxéntn otny
enoyn, 6mou xataoxevdleton o Titavinde, xotidg To Mrehgaot oy xan 1 yevéteipa tou Titavixol,
(Ewx6va 1.23, Ewévo 1.24), eved 1 G TOpTA PAVEROVEL GTOV ETUOXETTY TNV t0TOP(0L TNS TEYVNG TOU
Bpobuovu (street art), pe towtdypovn duiynon omd Eevoryd xou otig duo (Ewdva 1.25, Exdva 1.26).
To nepleydpevo mou eppavileton oe xdde ndpta elvar éva Bivieo 360 poledv, to onolo divel otov
emoxénty Ny alodnon ot to BAEmel mpaypaTnd unpootd Tou. H Aoy xou o tpdmog Aettovpylog
e epapuoync authg ebvon (Blog pe Tne mapoloos dimAwuatixnig epyaoiog, e TN dlopopd 6Tl OTN

CUYXEXPWEVT EPooUOYT oL TopTeG elvor TpoyHaTIXES.

EXHMA 1.23: ITpwtn Ibpta - Titavixde - Eevorydg
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YXHMA 1.24: ITpwtn épta - Titavixdg

YXHMA 1.25: Aceltepn Ibpta - Street Art - Zevayde

YXHMA 1.26: Aeltepn IIépta - Street Art



Kegpdhawo 2

Unity

2.1 Ilepvypapr Tou Unity

To Unity armotekel plor unyovy) Snutovpylag mouyviduody, 1 onola oyedidotnxe to 2004 and tnv opepl-
xS&vinr etouplor Unity Technologies, 1 onola apyixd etye tnv ovopacio Over the Edge Entertainment
(OTEE). ISputéc tne etanpioc authc eivon ow David Helgason, Nicholas Francis xou Joachim Ante
[19]. H unyovd ot diver ) Suvatdtnta 0Touc YpRoTES VoL XATUCKEUGOOUY Taky Vidlor Xou EQapUo-
yéc ot diodidotato tepdiiov (2D), oe tpioddotato (3D), oe Ewovixd Hpaypotixdtnta (Virtual
Reality - VR) xou oe Enaugnuévn Mpaypotieétnto (Augmented Reality - AR). To Unity éyve
Waktepa Yvooto to 2008, péow tou iPhone, tng etanpiog Apple, eneldn tav 1 tedtn etanpela ToU
napelye TATEYN UTOOTHPIEN XOTAOXEUTC TaLYVIBLOY Yia To Aettovpyixd cbotnuo i0S. Ty endye-
v xpovid (2009), dtédnxe oto xowvd pio dwpedy €xdoon e wnyavhc authe, YEYOVOS To ornolo
TEOGEAXUGE OUOUO TEPLOCOTEQOUS TIROYLOUUNTIC TEC XAl XATACHEVAC TEG TOLY VIOLDY. LUEQPA Yoo
xtneiletan wq wa “Cross-platform” unyov Snuiovpylag mouyvidLedy, agol xotapépvel vo e€unneetel

X0l VoL CUVORAEL OTNV XUTAOXEUT] EQUOUOYMY XOL TOLY VISV YLol TOAES TAATPOPUES, OTWG:
e iOS
e Android
e Windows
e Universal Windows Platform
e Mac

e Linux/Steam OS

e WebGL

15
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e Playstation

e Xbox One

e Nintendo 3DS

e Oculus Rift

e Google Cardboard Android & iOS
e Steam VR PC & Max

e Playstation VR

e Gear VR

e Windows Mixed Reality
e Daydream

e Android TV

e tvOS

e Nintendo Switch

o Facebook Gameroom

e Apple AR Kit

e Google ARCore

e Vuforia

i0S | o N oa € N8 e

ara Pra AOVITA - fa) w O GSREI' Ij =]

YXHMA 2.1: TupPotéc [Matpdppec [6]

Ot Baowés YAOGoES TROYRUUUATIONOV TOU YpnotwonolodvTal ot unyovy auty eivon ou CF#, C++
xon Java. Téhoc, n xataoxevn g ev Adyw e@apuoync €yve péow NS TAATPdppas avamTung
avotytol xddxor “Mono”, n omolo Baociletar oto .NET Framework xow emtpéner ) Snuiovpyio

EPAUPUOY DY TOANATAWDY TAUTPOPUMY.
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2.2  TIlepBdirov tou Unity

To Unity amoteheiton and Panels, to onola 8ivouv T duvatdtnTol 6T0 YeHOTN VoL DIUORPWOEL TO
nepBdAlov Tou TpoYedupaTog, 6Tng emtduuel o (Blog. To xupldtepa panels eivon ta Hierarchy Panel,
Scene Panel, Camera/Game Panel, Inspector Panel xo Project Panel, ta onoio ntopoucidalovto

OTNY TOROXATL EXOVL.

I Unity_Parousiash - SampleScene - PC, Mac & Linux Standalone - Unity 2020.1.6f1 Personal <DX11> — | X
File Edit Assets GameObject Component Window Help

V[ 208 5 Account v Layers v

YXHMA 2.2: TTep3dArov tou Unity

2.2.1 Hierarchy Panel

Y10 ev Aoyw moapddupo mapouatdlovtal oha tar avtixetueva mou Peioxovion oty oxnvh. To avti-
xelyevo auTd umopel vo elvon 1 XGUEPR, O PWTIOUOS, XOLUTILA PE AELTOVPYIEC XoU XAmolal LOVTER

(Prefabs) mou €youv elooydei.

2.2.2 Scene Panel

To mapdidupo autd anewxovilel o YWpo, 6TV 0 YEHOTNG XATACKEVALEL TNV EQUPUOYT 1} TO Touy vidt
tou. Alveton 1 duvatdTnTa TAOHYNONS GTO YWEO, HEGK TNG UYUEROS TOU Taky VLSOV, TEPLOTEOPNS

TWV AVTIXEWEVWY, ahhay g xAanog 1o GAAWY SUVATOTATOVY, UECK XATOLY XOUUTUOV.
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YXHMA 2.3: Unity Tools

2.2.3 Camera/Game Panel

To napddupo autd mapovctdlel Ty TeNx popph mou VYa €xel to mouyvidi/epopuoyr, dtav Yo

dnwovpyniel xan Yo xatooxevaotel (Build) yio thy mhatgdpua tou emdupel o yphotnge.

YXHMA 2.4: Game Panel Buttons

Ta xouumd nmou elvon dlodéoiua oto Tapdtupo autéd eivon to Play Button, ye to onolo exteleiton
0 mpoYpapue/Touyvidt, hote va €xel o yphotne Ty exévo (preview) yio To TS SOLAEVEL TO
TpOL6V Tou. 211 cuvéyeln utdpyel To Pause Button, pe to onolo 1o npbypapua/mouyvidl otapatdet
Vo TEEYEL, | TO OWOTA «TAYWVELY, (OTE 0 Ypfiotne vo unopel vo enelepyaotel Tic embuuntéc
napopéteoug xod’ OAn TN Sudexela mou TEéyel xan doxiudlel to mpotdv tou. Télog to Next Frame
Button yenowomnoteiton, dote va uropel o ypfiotne vo petafBaivel and xapé (frame) oe xopé pe

cuXOAlaL.

2.2.4 Project Panel

Yo napddupo awtéd anewxovilovtar 6ha ta Assets tou npoyeduuatoc 1§ Tou Touyvidlo. Me tov bpo
Assets evvooUvton 6ha ta Scripts, Textures, Shaders, Materials xou dhhat, To ontola nepiéyovian 6o

project.

2.2.5 Inspector Panel

Yo mopddupo autd eppaviCoviar Gha o yapaxTneloTxd xdlde avtixewévou mov emiéyeton. To

YOEAXTNELOTING auTd TpogpyovTal téco and to Hierarchy panel 6co xau and to Project panel.
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2.3 Epyoieia mouv XenoiponotOnxoy

Ta Boowd epyarelo Tou yenoionofinxay oty exndvnoy tne epyociac aLTAC avaAboVTaL TOEO-

AATW:

e Terrain (Xopog): Ilpdxeitan yioo Tov «<xdopoy ndve otov omolov Yo tonodetndodv oho
o avtixeipeva (3D models). To epyaheio Tou terrain emtpénouy ) dnwoupyia edapdv xou
XGewv ye Wioftepn hentopépeta. Enlong, divouv ) Suvatdtnta etloaywyhic upodv (textures) xou
LVPOUETEWY oTa Bidpopa TurdaTa Tou terrain. TéAog emiTpénoOuY TNV ELCAY WY X0 XUTUOHEUT

avTxeluevwy, Omwe BevTpo xol TETEEC.

e 3D Models (Teiodidotata Movtéra): Eva tpiodidotato poviého 1 odide Mesh
ebvon éva oUvolo amd TOAUYWVE, To OTolal BLOWOPPUVOVTOL XATIAANNAAL, (YCTE VO ATOTEAEGOUY
éva avtixelgevo mou Yo tonovetniel otn oxnvy). To avtixelyevo autd dnuovpyolvto YEcw
hoyiopiay oyedlaone , énwe eivon to 3D Studio Max, to Blender, Autocad, Sketcup x.o.
IToANG& amd autd Tar Aoylouixd €youv BiBhotixeg, 6Tou TEOCPEPOLY GTOUS YENOTES EToA

povTéAa.

o Textures (Y ¢eég): Eva tpiodldototo poviého extos and Ty xotdAANAY popponolnom ypeel-
dleton xan wiot Y. H upr 6cov agopd to 3D Modeling elvar oucloctind pa eninedn eixdva
70U “VTOVEL €val TELODLAO TUTO LOVTERD YIO VO TOU BOCOUY YPOMU, AETTOUERELN XOL YEVIXOTEPX
pia o peahio Ty undotaon. ‘Oco meplocdtepn AenTopépelor £xel €Va TELODLACTATO LOVTENOD
1600 peyahltepn eivon 1 armaftnon yla guo xaAvTepn xon VPMAdTEENG AVEAUOTS LET XATd TNV
anewdvior. H dnuiovpyia evoe Texture unopel va emiteuydel ye xatdAAnAo TpoYpapotio Txd

epyohelo enelepyaoiac emdvag, 6nwe eivor to Photoshop, Mudbox, ZBrush x.a.

e Lighting (®wTiowo6c): Evac xatdhhnhoc gwTop6S TEOCPEREL GTO LOVTEAO IO TILO XOAO-
{oUntn %o peahio iy amewdvion. O QOTIoNOS elval GNRAVTIXNGS Yiot TNV XY oamod0CT EVOS
povtéhov, emeldy| Bonddel xou TNV xATEAANAY andBooT TV OXECEWY OTa AVTIXE(UEVA, €TOL
&ote v dnuovpyelton N alodnon e mpaypatixdétnTag. Xto Unity nopéyovion teeic xOplot

tonol potopdv (lights): Point Light, Directional Light xou Spot Light.

e Animation (Kivnom): Agopd epopuoyéc otic onoleg npénet var ouvdudlovton ta ototyeio
xtvnong xou SladpaoTndTNTC, OTWs elvon Tar NAExTEovXd Touy vidia. H Aettoupylo auth unopel
vor eqopooTtel xou ota tpiodidotato povtéia. To Animation System tou Unity, Baocileton
otnv évvoia Tou Animation Clip. Kdle clip nepiéyer mhnpogoplec oyetind pe to avtixelyevo,
omwe yiot To mota elvon M Véom Tou, 1 aTEoPY| Tou Xxou To YEyeddc tou. Koatd tnv elcaynym
ToU 0T oXMVA, To Yovtélo Va mparypatomolel autr T xivnor autdpata § dTay 0 YEHoTNG TO
emdupel, péow mAnxteoloyiou ¥ Tou TOVTLXOY Tou ) U€ow NG 006VNg aprg, OTay WAGUE Yia

xwnto 1) tablet.
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e Scripting (Ilpoypoappatiocwds): Méoo and tnv unyovh tou Unity, mapéyetar évog
TEOTOC YL VO TIEPLYPOPOVY Ol CUUTEPLPOPES TLYV avTXEWEVWY (game object), 6mwe xivnon,
TEQLOTPOPT], XELPIOUOC YOpOXTHEO X.a, ToL Beloxovian oty oxnv]. Autd emttuyydveton péow
TV scripts, T onola unaivouv 6To AVTIXEIUEVD, WG GTOLYEID TOU XaL TOU BIvouY TNy emduunTy
wavotnta/Wdtnta. Ta scripts unopolv v tpoctedoly otor avtixelleva tne oxnvic xat va
enavayenoyloromndoldy xou oe dhha projects. O xdBixec autol(scripts) xotaoxevdlovion oe
éval ohoxhnpwuévo teptBdihov avdntung yio .NET Framework, to onolo avahbeton hemtoye-
e ot ouvEyel.[20] Trdpyouy TOMES YADGOES TROYPUUUTIONOD oL LTooTNEIlouY aUTéC

T diepyaoiec 6nwe elvan 1 Java 3D, JavaScript xou  C#.[21]

e Cameras (Kdpepa): Eva and ta Paowxd otoiyela enione oe pa tolodidotatn e@opuoyt
ebvan 1 wdpepa. Xe xdde oxnv elodyoupe Pl TOUNSYIGTOV Xduepa, Wéoo am’ TNV omola o
Xenotne unopel va odAAniemidpdoel pe ta otouyeior mou PBeloxovton otn oxnvh. Alvetan, e-
nlong, 1 duvaTdTNTA VoL TEOCVEGOUUE TIEPLOGOTERES OO Lo XAUERES, AV TO oLy (BL 1| EQOPUOYT
To anoutel, WoTe vo unopel o ypotne va npooeyyilel ta avtixeluevo and moAE xou Slapo-
petixéc ontixég ywviee.. H yprion xouepdv mapgéyetoan xou unootneiletan and oheg oyedov
Tl mhat@opues dnplovpyloc TeLodldo TaTwy epapuoy®y étwe eivan to 3D Studio Max xou to

Unity.

¢ Rendering (Awadixacia topaywyhc ewxovag - And6doon): Me tov 6po Rendering,
avapépeTon 1) dladixacior TeoBohng TwV avTXelévwy oTtny 096V Tne cuoxeuic. H unyovy au-
TH, YLot VoL IXAVOTIOWOEL TS aVAYXES TIC OF Ypoupixd Ypnotponotel Tic epappoyés (Application
Programming Interface - API, OpenGL, Direct3D xou OpenGl ES), yio savnréc é€unvée ou-
oxevég, 6nwe (Android, 108S). To Rendering divel tn Suvatdtna enelepyooiog Tou gwtiopod

xou NG amdBoong oxdoewy oto Yweo.[20]



Kegpdiawo 3

Eopopuovee ATAOUATINNAS
Epvyaotoc

Yo mhaioto Tne exnévnong e napodoog epyaoiog, Tou agopd t dnuovpyion AR Portal oto yweo
avaoxapey tne Tolurag, xotaoxevdotnxe W e@appoyh TedTUTO 1) omola amelxovilel TUARL TNG
oxnvic tou Apyafou Oedtpou tng Adploag. Xxomdg Tne TpdTNg aUTHS EQaproYNc Yitay 1 aloAdynom
TV SLESUOV TEYVIXMY, AOYLOUIXOY, XS Xl TNE TOLOTNTAC TWV ANOTEAECUATLY TOU TPOEXU-
Qov and TN yerion Touc. Koatd tn Swbixacia dnplovpyiag tne egappoyhc emAlinxoy tpoBiruarto
(errors) mou TapoustdoTixay oto Aoylouxd tou Unity, xodoe enione doxpdotnxay didpopo To-
xéta xon puduioeic Gote va emitevyVel To xahdtepo duvato anotéheoua. Eniong ypnowwonomidnxay
POTOYPUUUETEIXES TEYVIXEC Xl AOYLOMLXA Ylol TNV amoTOTKOY xou dnuoupyio Tou TplodldoTaTtou

povtélovu.

3.1 AR Portal - Apyoto Oatpo Adprioac

3.1.1 IIeproyr Meiétng

To Apyaio Ofutpo tng Adploog, YwenTixoTNTog dExa YLMABWY VeUTOY, XATATHEVECTNXE GTO TRMOTO
@o6 tou 3ou awwva . X., entl acthelag Avtiyovou Iovatd, Bactiidc Maxedoviag. Auto e€nyelton and
T0 YEYOVOS, TG PeTE T Vdvato tou Mey. Ale&dvdpou, n Osooahio anotéheoe Turua Tou Bactheiou
e Moxedoviag. H Aettoupyio tou Oedtpou xpdtnoe nepinou €61 oudveg xau mo cuyXeXpLéva Héy et
o TéAN oL 3ou audva WX xot apyéc 4ou aumva p.X. Ou peyahltepes xataotpopéc emfhdoy and
évay loyupd oelopd tov 7o Awwdva p.X. . O ydpoc autds, mépa and Tic VeaTpnés TopAoTACELS
nou @Lhoevoloe, anotéheoe xhpo cuvéheuons e Ayopdc, xadde xou ypo Aatpelac Tou Veol

Aovioou, clpgpuva ue to evpuata Bouny tpog Ty tou. To Ofutpo €xel Ty apyttexTovixy

21



22

tou EXnviotixot dedtpou, xodie anoteleiton and to xolho, to emdéatpo, 0 xupine Véatpo, Ty
0pYHOTEA, TOUC TOEABOUE, TO TEOCKAVIO XAl T1) OXNVT|. XAUPUXTNELOTIXG TNS UPYLTEXTOVIXTC TOU Elvol
6Tt T0 x0lho Tou Ocdtpou YTy 1 (Bl 1 ThayLd Tou Adpou, 1) onola Siauoppwinxe ot avaBaduides yia
vo. tornodetnioldy ta edwha. Enl poudixic emoyc, to Ofutpo dlauoppddnxe, kote va prhogevel
AYOVESC PETOEY UOVOUdywY, ElTe oy®OVES HETOED Uovoudywy xou dnplwyv. T tn yetatpony) tou
Ocedtpou oe opéva apoupédnXay Ol TEEWS TEWTES CELEES TWY ESWAIWY Xal XATAOXEVACTNXE YNAd
Toly0g Yot TNV acpdieta Twv Yeatdv. Lfuepo oGleTon YeYIA0O Yépog Tou OedTEou XaL TwY eBwAlwY

T0U, 6K TPoéxuE and TIC avaoxapéc xou tapovotdletar oty Eudva 3.1

YXHMA 3.1: Apyoio O¢atpo Adpioac

3.1.2 Arotinwon - Anuoveyia tou Telodidotatou Movtélou

Apywd oyedidotnxe to TAdvo nthong tou Drone xou mo cuyxexpyévo tou Phantom 4 Pro, dbote
voL untdipy el TAeng xdAudn Tou TERHaTOS oL EnPoXELto Vo omotuntwiel. [ var yivel owto oploThxay
000 TTRHOELC YE apXETES DLUBPOUES, MOTE VoL UTEPYEL 1) XUTEAANAY xS YeTadd TwY QWToYEApL-
6v, pédodoc Structure From Motion (Sfm). O putoypapuetpixéc autée uédodol, ypnowomolody
RO MUATINOVC o POTOYEAUUUETEWOVE ahyoplduoug, xdvovTag Tn Sladixacio To AUTOUUTOTOMNUEVT
X0l ETOPEVLS o VX0 Yiot To Yehotn [22]. Tevixbtepa 1 pédodog auth elvan pior xohf) evolho-
e avel v T yerion laser scanner xou unopel vor amoddaoet povtéha e tohd xoh axpifela [23].
Yy npoxewévn tepintwon n emxdhudn oplotnxe oo 75%. Katd tn Sidpxeta tng mpdng ntong,

N ndyepa tou drone puduiotnxe otic 90 polpec (xatoxdpupes wToYPUPlES), OTWE QaiveTal GTNV
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Ewova 3.2, xou ot ouvéyewa otic 20 polpec (mhdyiec pwtoypaplec), 6nwe gaiveton otny Ewudva
3.3. H Mn puwtoypapuidv ye dlapopetixéc TOleg EYVE 0UTWS MOTE Vo TNEOUVTOL Ol Tpolnodéoels

Yo TNV amod00T) EVOS TELOOLEG TOTOU LOVTEAOU.

YXHMA 3.2: Pwtoypapia 90 polpdv

YXHMA 3.3: Pwtoypagio 20 polpmv

Endyevo Brpa ftav n dnuoveyia tou vépoug onuelwy pe ) xenon tou hoyiowxol Agisoft Me-
tashape. Apywd éywve 1 evduypdupion v otoypapudy (Align Photos). Katd tn Sdixascia
oty eaxpBrvovton tar onueia xdie putoypapiag xou xadéva amd autd avtiotoryleton oe dYo 1

TEPLOGOTERES PwTOYpUplES, avdhoya ot néoeg eviomileTon.

‘Eneita ebvan ) dtodixacio Si6pdwong v dedopévmv pe ) xpfion putootadepndy onueiwv (GCPs).
Awopddvovtag ) ¥éon TV uTOYRAPLOY, To onolo YIVETOL PE TN METOXIVNOY TWV EXOVKY OTo

puTooTAdERd, EMTUYYAVETAL 1) xoh0Tepn axpifeia Tou YoVTENOL |, %M XaL 1) YEWAVAPORH TOU.
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'Etot, 600 uixpotepo elvan 1o o@dhua 160 xoliteer elvar xou 1 uetrtixny| axp(Belo Tou TplodldoToTtou
povtéhou. H petprtinh auth axpiBela wot600 eloptdton xou and TV TOOTNTA TWY PWTOYEAUPLOY,

Gote va Pyet éva xodapd povtého, ywele avaxplPelec oTic enLpdvelec xou Tic Ywvieg Tou [24].

‘Ocov agopd 11 dnplovpylo Tou VEQoug onueinv emAéydnxe n mowdtnto vo elvon LPMAY xou To
putpdpiopa Béddoue (Depth Filtering) va etvon emdetind (aggressive), dote va talwvoundolv to

neplocdTEPA and To axpaior onueia Tou végoug.

‘Eneita €yve eloaywyr) Tou Végoug onuelwy oto npdypauuo CloudCompare, oto omolo x6mnxe T0
emduunTé TR TG oxnvig. LT cuvéyela €yive xadaploudc Tou vépoug onueiny and YoplBoug,
xenowonowdvtog T emhoyée Noise Filter xou SOR Filter (Statistic Outlier Removal) tng B
Brotixne PCL. To npdto giktpo hayBdvel unddy tny andotaon and pio Jempntixt] enLpdveld
nou oynpotilouv ta onpeio. Av xdmoo onuelo elvan paxpld amd TNV emupdvelo auTh Slorypdipetan
[25]. To giktpo autd Vewpelton évar piktEo yaunhfic diEheuone xat 1 andCTACT And TNV ETLPEVELDL
umopel vor adAGEeL avdhoya Ue Tig avdyxeg Tou yenotn. H devtepn pédodog, uroloyilel apyixnd
péon andotoon xdde onueiou amd Tl YEITOVIXE TOU ol GT CLUVEYELX BlaypdpeL aUTd Tou elvol o€
anboTacy Yeyohitepn and tn uéon auth andotao [26]. Téhog, xou ol éxouv ohoxineddnxoy
oL mopandve dladixacieg, €yive N e€aywyn Tou vépoug onuelnv pe ) wopen .ply xou ot duadind

oVotnua (binary system), xodde autéd vnootneiletar and to Unity.

To tehxd végog onuelwy, To onolo npoéxule, goiveton otnv Ewdva 3.4.

YXHMA 3.4: Point Cloud
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3.2 AR Portal - Xwpog Avaoxagpwy Tobura, Oscoxro-

vixn
3.2.1 IIeproyr Meiétng

To Néqgog YNnuelwv avagpépetar otny avaoxapur nepiodo Touiiou 2019, dmou xou mporyyatomolin-
XE TEXUNEIWON TOV AEYUOROYIXOV XUTOAOITWY TOU avaxAALGUNXOY OE TEVTE AVIOKAPIXES TOUEC,
dlaotdoewy téooepa enl TECOEP, GTO BOPELOAVATONXO GXPO TOU UVAUCXAPIXOD YWEOU GTNY TEPLO-
¥ Tobumo Beocohovixng. Xta oxduuato autd €youv amoxoiugiel TUAUL TOU VexpoTapeiou TNg
MeooPulavtivic meptddou (Toc-120¢ anmvag W.X.), He TUPES EVAAXWY X0l AVAAXWY ATOUWY, xadodg
X0l ATOCTIOCUATIXG CWLOUEVO OLXOBOUXE XUTANOLTA TOU aVXOLY o€ BU0 TOADYWEO XTLELOXd GU-
yxpothpata, to onola yweilovion To éva and to dAo and otevd dpdpo. Ta owxodowuxd xatdhotna
avixouv ae dUo oo Tixég meptodous. Ta xatdhoina Tng vedtepng oo TG TEpLddou, To omola
nepthauBdvouy Aldvo Yepéha ocodounudtmwy twv onolwv 1 TAhene xdtodn Sev unopel axdua va
amoxotac todel, pe ta péypl oTypic dedopéva tonodetodvian 6ToUC XNaox0US/ TEOUOUS EAANVIG TI-
%00¢ ypévoue (5oc-doc audvog T.X.). Ta oixodouxd xotdhoina Tne oeyadTERNS 0o TS PAoNC,
70U TEQLAOHPBAVOUY TOL XATOTERA TUARATA TOLY WV XTIOUEVWY UE OUOTAVDIOUE T8V oe yaunAd Aldva

Yepéha, tonodetolvtar oty Hedwn Enoyr tou Tidrpov (100c-9o¢ awdvoe n.X.).

3.2.2 Acdopéva apyciov — Atadixaciot ATOTONWONG XATAYPAPNS

dedouévwy - EEaywyh Neponv Xnuesiowy

H anotinworn tou xweou twv avaoxapdy tne Tobunag éyve and 1o Epyaothiplo Pwtoypauuetplog
xa Tniemioxonnong tov KX tou TATM, AlIO. Ye auth v evétnta Yo napouctactoly oL Sla-
dixaoieg cUANOYTC TwV dedopévwy, Tou éyivay ue yerion Laser Scanner xou mo cuyxexpluéva Ye to
Faro Focus 3D X120, xaddc xou pe eniyeies Mele pwtoypapudy we tn gwtoypapuxt] xduepo Ca-
non EOS 1200D pe qox6 18mm. H Sduxacio twv petprioewy pe FARO oxoholinoe to mopondte
BrAuata. Apyxd othdnxe to dpyavo, oty cuvéyela opllovtiddnxe xou oTo TéNo¢ xodoploTxay To
bvopa tou Project xou ou mapdpetpol twv pyetpiocwy. H avdluon tou emhéydnxe frav 1/5 xou 1

,
ToLoTNTA 3.
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Quality

Scan Duration 2x
<10:53min

8192x 3413 Pt

nce
7.7mm/10m

Unambiguity Interval
613.975m

YXHMA 3.5: Avdhvon xai ToLdTHTA ANOTUTWONG

Y ouvéyen emhéydnxe 1 Teploy)) amotUTwoNG, N omoio Rtay and 0 éwe 360 poipec oo optldvTio

eninedo, xan and -60 €we 90 polpeg oTo AaTANdPLYPO ETiNEDO.

Scan Area

Horizontal Area [°]

Vertical Area [°]

YXHMA 3.6: IIedlo pétpnone

Koatéd ™ pétenon €yve xpron xat Twv acUnThemY Tou 0pYEvou, OTwe To XAWVOUETEO, TO omnolo
eMéYYEL TNV XAIOT) TOU 0pYEaVOU Xou EAEYYEL oV TO GpYavo elvor owotd opllovtiwuévo. Ot urdholmol

awoUnthpeg etvan 1) TUEida, To aAtluetpo xou to GPS.
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Select Sensors

Use Inclinometer

Use Compass

Use Altimeter

Use GPS

Recommended Settings

YXHMA 3.7: AwoOnthpec Opydvou

‘Eywve emhoyr| Tou ypwuatiogol g anotinwone. ‘Ocov agopd Tic pwtoypapiec mou naipvel To
OpYAVO UETE TO TEROC TWV YeTphioewy, €xel emheyel To Qug vo AauPdveton e Bdon to oplldvtio

nedlo xou oL POTOYPAPIES Vo EYOUY TU HEYIOTY) AvdAuGoT.

A Scan with Color .

YXHMA 3.8: Emhoyy ypwuotiopod anotinwong

Color Settings

Even Weighted Metering

Horizon Weighted Metering

Zenith Weighted Metering

he night mode, HDR, al ode are mutually exclusive

HDR Mode

Night Mode

Speed Mode

YXHMA 3.9: Puduioeic vt Mdn gwtoypapdv tou FARO

Téhog, emhéydnxay o xoddplopo Tou oUENVOD Xl TO XUTEPIoUN TERLY PAUUATOS, TO OTIOl0 dLorypdgpEL

onuela Tou elvon ExXTOE ALTOL.
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< Advanced Settings

can point filters
Clear Contour

Clear Sky

Distance Range Far Distances |Normal| Near

Recommended for most scanning

YXHMA 3.10: Emhoyéc xadapiopod anotinwong

Agot tekeinoe n pétenom, oxohoudinxe 1 (Bio Stodixaciar o Yo Tic UTONOLTES OTACELS TOU Op-
yévou. XN cuvéyel, and 1o Epyacthplo Pwrtoypapuetpiog xoaw Tniemoxdnnong tou KX tou
TATM, AIIO éyuve enclepyacio twv petpioewy oto Aoylouxd Scene tne FARO, émou ta onuela
yewpatiotnxav. Yto hoyiopxd Geomagic Studio €yive 1 xoTayOELOT TV ONUEIWY XAl 1) CLUVEVKOT
touc (Registration) ye v pédodo Cloud to Cloud, n onola Bocileton otnv Oapn TwV XOWHOY
onuelwy PeTaED TWY ATOTUTWCEWY, Xt TEAOC, EYve e€aywYT) TOU eViaiou TELOBLICTATOU HOVTEAOU.
‘Eneita péow tou Aoyiopxod PolyWorks Inspector éyive n yewavagopd tou poviéhov, oto EXAn-
vix6 Tewdoutind Lootnua Avagopds 1987 (EI'XA87 4 GGRS87). To EI'XA87 yenowonoel to
ehhewpoedéc tou I'PX80 xan w¢ mpofolnd clotnua v Eyxdeoia Mepxoatopxt| IlpoBolr ye xe-
vTe6 peonuPevé ho=24 uolpec, émou eivon to Bédpo tou Alovicou, Adva. Ta var arogeuydoiyv
oL OPVNTIXEC TWES OTIC OUVTETAYUEVES, 0plOTNXE O XEVTEOC UEOTUPEVOC VoL EXEL WC TETUNUEVT
500000u xou 1 apyh Ty TeTaypévey Yewpeltan o onuepwvoc. Emlone cuvieheothc xhlpoxac etvou

©0=0.9996. 'Etol n EANA&do amewoviletan oe wor Lavvn. [27], [28]

aMmOE+

1@@uuanmQ/
9 ()% » @& it

s

YXHMA 3.11: ¥tdoeic Faro

‘Ocov agopd otn wédodo e gwtoypauueteiog, eAfpincay putoypapies yipw and tny emduunty

TEPLOY Y}, xa}MdE XAl TEVE ond AUTH XOAUTTOVTOS VONTE OAO TO Y(DPO0, MOTE TO HOVTENO TIOL TPOXVUTTEL
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va €yel 660 To Buvatov Ayotepa xevd. Aol ohoxAneddnxe 1 Swobixacio auTr, ot cUVEYEL OL
potoypapies Yo xde TpRua Tou Yweou ewofydnoay oto hoyiowxd Agisoft, dote va dnuoupyniel
T0 TELOBIOTATO LOVTERD, oxoAoLIMVTIC TN Sladlxacio Tou Teptypdpnxe atnv Te®Tn egoppoyn. Tao

Briuata yior T dnwovpyio Tou povtélou napovaidlovtal oty Eudva 3.12.

Omigmal data acquisition
L 4

Data preprocessing =1 Distortion correction

Image import

v

Alignment photos [ Control points adding
v

Directional pomnt cloud

¥
TIN generation
v
exture sething

v

DEM, DOM generation

v

The establishment of a 3D model

YXHMA 3.12: Adypappa Poric Anuoveyiog Tewodidotatou Movtélou - Agisoft
[29]

Apynd éywe 1 Bradixacio euduypduuions v gwtoypoapudy (Align Photos).
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File Edit View Workflow Tools Photo Help

‘BEE 9« k[

OlBRG XHEEEECLL OB

3

HREEb oo X

%E Workspace (1 chunks, 30 cameras)

4[] Chunk 1 (30 cameras)

4 |7 Cameras (0/30 aligned)
[=] piro211.pg,
[=] puro236.pG,
=] pio23zare,
[E piozzs.eg,
[=] piroz3a.pre,
[=] puro240.pG,
[=] pio241.p6,
[=] pio242.r6,
[=] piro243.pG,
[=] piro244.pG,

[¥] nirnos o

MNA
NA

¥ General

Accuracy:

Pair preselection:

Winclirmare | Daforancs

- ¥ Advanced

Lo ]

3XHMA 3.13: Align Photos on Agisoft

AxohoOinoe n dnwovpyia tou Dense Cloud.

I Pipesecondpass,psx* — Agisoft PhotoScan Standard

Flle Edit View Werflow Tools Photo Help

DA 9 o ki

Boox

%5 Workspace (2 chunk, 114 camer

BB e X s
Werkspaee Hodel

H Buitd Dense Cloud

Heoss @B R

- General

YXHMA 3.14: Build Dense Cloud

To yovtéro nou mpoxdntel and v DSLR @otoypapixny| unyovy|, Qolvetor Topoxdte.
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are v2.12 lpha [64-bit] - 3D View 1] — X

@ File Display Plugins 30 Views Help

X s #n i oMl s@rln i nm+ s BIEE o @ i izl [S 5. 4 m o m

t@@uuEnmERO+MmAE

 terrestrial_3 - loud segmented segmented: (max level: 10/ mem. = 125.27 Mb/ duration: 226 5)

YXHMA 3.15: Négog onuelowv ané DSLR

3.2.3 Enelepyacio Acdouévwy

Ye eoppoyEég xou mouy vidia mou yenotwonolovvtal Négn Enpeinv, yivetaw yerion hoyiouxy enelep-
yaolog Twy vepdy autdy, 6twe Twv Scene tne FARO, Cloud Compare, Global Mapper, MeshLab,
Blender xou dAAwv, péow twv onolwy mpoxUntel éva Négog Xnpeiwv mo xodupd, mo elaped xou
TEOGUPUOCUEVO GTIC OVEYXES TNG EXACTOTE YEAETNG. XTny mopoloa TTuYtaxTy yenoulonoinxe op-
Y& to hoylouxd Global Mapper, ¢ote va yetatponoly o TplodLdo torta LoVTEAS omd Lop@ES .asc
xou .txt oe poper PLY (Standford Polygon Library). H popgr) PLY oyedidotnxe yio va fonddet
oTNY anoVAxEVOT] TLV BeOUEVKDY ToL TPOXVUTTOLY and Toug capwTés AWlEp, OTIC TRELS Lo TACELS.
Mrmopel vo anodnxeboer xou va omodoaoet 1o thidog twv onuelwv mou €youv amotumwiel xou o-
noteholy 10 capwpévo avtixelyevo (point cloud). Enione ymopel va amododoer xou tor Tohdywva
TOU AMOTENOUY TO copwuévo Tpiodidotato yoviéro (Mesh) [30]. To apyeio pe xatdhnin .asc eivou
tonou ASCII, dnhadr evoc GUVOROU AWOLXOTONUEVWY YURUXTHEWY TOU AATWVIXOU oApoffiTou xau
avapépeTon oTig UeTpnoelg Tou €xouv vhonoinlel ue to Laser Scanner. To apyelo ue xatdhngn .txt
npogxude amd T enlyeleg pwToypapleg mouv edfpinoay pe xduepec DSLR. ¥1n cuvéyelo ta po-
viéha pe enéxtaon PLY eworjydnoav oto Cloud Compare, 6mou €yive o xadopiopds twv HoviéAwy,
N ouvévwon toug (Merge) xou e&fyInoav méh oe popeh PLY, oyt buwe o xwdwonoinon ASCII,

oAAG oe xwdwonoinon Binary, n omola elvon cuufBaty ue v eqopuoyn tou Unity.






Kegpdiaio 4

Ot epappoyec AR Portal

4.1 Ov Egoapuovéc oto Unity

4.1.1 TIoxéta Unity (Package Manager)

Apynd, mpwv T dtadiocior xoTaorE VNS TWVY EQUPUOYY, EYIVE EYXATAO TACT XATOUY TAXETWY, UECK
tou Unity Package Manager, ta omolo eivor amapaitnta yia tig egopuoyéc Augmented Reality. A-
6 autd Eeywpllouv to maxéto AR Foundation o to ARCore XR Plugin, xadc¢ n egapuoym
dnwovpyinxe yior xivntd ye Aettoupynd cbotnua Android. Avtiotoiya oty nepintwon nouv o
xerotne emduuel Vo XATAGHEVAOEL TNV EQUEUOYT Yiot XvNTd Ue Aettovpyd cbotnua i0S, to o-
vtiotowyo naxéto tou ARCore XR Plugin eivar 1o ARKit XR Plugin. To AR Foundation efvou
éva cUvolo MonoBehaviours xatr APIs, 1o onolo Siacgokilel ) AeltoupyixdtnTo TWV EQUOUOYOY

Enowgnuévne Mpaypatndtnroe otic oupPotéc TAaT@opUes/cuoxevéc.

33
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Visual Studio Editor

Y XHMA 4.1: Package Manager

MonoBehaviour eivou o xAdon (class) and tnv omolo avthodvIol oL THEGUETEOL X0 Ol AELTOVEYIES
7oL YenouloroovvTa ot xdde xWdixa (script) mou ypnowwonoteiton oto Unity. H yprion tne xA\done
QTAC, 6TaY 0 YENoTNC GUVIETEL TOV XWBIXE Tou oe YAWooo npoypoapuatiopol C#, elvon arnopattnTy,
xadwg ue Tic Aettovpyieg tng Bonldel otov xahltepo YeEpLoUd TOL xOOxa auTol. 20Téo0 diveTow
7N duvatdTnTa 0T0 YENoTY, WEow Tou Unity Editor, va anevepyonoifoel tic Aettoupyieg autég, ol

omoleg efvon oL TP ATwL:

e Start()

e Update()

e FixedUpdate()
e LateUpdate()
e OnGUI()

e OnDisable()

e OnEnable()

e OnDestroy()

Y ouvéyela TopouotdleTon To SLdypaUUo PO EVOC XMBXA UE TIC AElToupyies, oL omoleg xou ovo-

AoovTou:
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Resetis called in the Editor when the scriptis attached or reset. Reset

Startis only ever called once for a given script.

The physics cycle may happen more than once per frame if
the fixed time step is less than the actual frame update time.

OnCollisionXXX

OnMouseXXX

Update

yield null
yield WaitForSeconds

yield WWW

yield StartCoroutine

If a coroutine has yielded previously butis now due to
resume then execution takes place during this part of the
update.

Internal animation update

LateUpdate

OnDrawGizmos is only called while working in the editor.

OnGUl is called multiple time per frame update.

yield WaitForEndOfFrame

OnApplicationPause is called after the frame where the
pause occurs butissues another frame before actually
pausing.

OnApplicationPause

A 4

Y
OnDisable

OnDisable is called only when the script was disabled during
the frame. OnEnable will be called if itis enabled again.

OnDestroy

OnApplicationQuit

YXHMA 4.2: Adypopuo Poic MonoBehaviour
[31]

Editor

Initialization

Physics

Input events

Game logic

Scene rendering

Gizmo rendering
GUI rendering

End of frame
Pausing

Disable/enable

Decommissioning
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Ot Aettovprieg autée Eextvdve pohig dnpovpyndel wa véa oxnvy. OL yehoelc Ty xUptwV AELTOURYLOY

oty ebvon o e&ic [31]:

e Reset(): Xpnowonoeiton dtav evepyonomdel to xouuni Reset B étov ewodyovton yior npddtn

(popd otolyelor 0T oUNVA.

o Awake(): Xpnowonoteiton yioo T pOduion twv avagopmy petadd Tev scripts xon xoheiton

vt ey TN Aettoupyio Start().

e OnEnable(): Xpnowonoteiton yioo TNV EVERYOTOINGT XU OTEVERYOTOW|ON TWV AVTIXELUEVWY

nou Bploxovton 0T oxnvy.

e Start(): H Aettoupylo auth xoaheltan mdvta petd ) Aettovpyio Awake. Evepyomoteiton uévo

6tav elval evepyomonuévo To script.

e FixedUpdate(): H hertovpyio aut edoptdtor and to pudud xoapé (frame rate). Xe younid
frame rates xohelton moAAéC Qopéc, evdd ae Ynhd dev xoheltan xaddrou. H hertoupyio owtd
elvan xotohAnhdTEEN YIot TOV UTOAOYLOUS TV QUOIXGY XWVACEWY, Xaddc oyetiletar ye v

an6doon wdde AMdne frame.

e Update(): Eivou n hertoupyla mou exteheiton pwio wévo gopd o xde frame. xou amotehel
Baowxn cuvdptnom evnuépwong tou xdie frame. Edv undpel npdBAnua xou to frame xohAfioel,

t61e 1 Aertoupyio auty 8e Yo exteheotel Eavd xou Yo exteleiton wévo to FixedUpdate.

e LateUpdate(): H Aeitovpyia auth Eexwvdel uohic teheddoet n Aettoupyio Update xou extehelton

oe xade frame. Enione n Aettovpylo autr unopel vo putuiler tn oelpd extéleong evog script.

e OnGUI(): H hertovpyio auth xoheiton, xdde @opd nou hapfBdvouv ydpo cuyPdvta rendering
xou processing. Kdde npdypoppa nou yenowonowel GUI (graphical user interface) Baocileton

OE YEYOVOTA, OTWE XAX 0TO ToVTixt 1) 6TO TANXTEOAGYLO.

e OnDisable(): H Aettovpyia avtn xodeiton 6tav to script mader vo hettoupyetl, ywplc vor to

XUTUOTEEPEL.
e OnDestroy(): H Aertoupyla aut xakeiton dtov 1o MonoBehaviour, tou avohbdnxe mopandve,

XOUTUCTEEPETAL.

To APIs (Application Programming Interface) eivou Sioapecolofintéc nov emitpénouv oe 800 eop-
poYéc var emxovwvoly uetall touc. Ta APIs ta&vopolvton olugpmva e T namespaces, 6o onofo

avixouv. To mo yvwoté API oto Unity eivar to UnityEngine.

Téloc 1o AR Foundation agopd cuoxeuéc mou unootnpllouyv tic e€rg évvolec:

1. World Tracking: ©¢om xou tpocavatolouos Tng GUGXEVHE 010 TEPIBAANOY OTOLUBHTOTE GTLY-

-
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2. Plane Detection: Aviyveuorn empoveldv, eite optllovuwy, elte xddetwy, elte cuvduaouog

AVTAV.
3. Light Estimation: Extlunomn g ¢oTEWVOTNTIC 0TO QUOLXS YWEO.
4. Face Tracking: Evtoniouéc mpoownou
5. Object Tracking: Evtomopdc toiodldotateny avTXelEVeY

6. Point Cloud: Anédoon Négouc Xnueinv

To enduevo maxéto mou avoapépinxe napamdve eivan to ARCore XR Plugin. To ARCore eivou
mhatpdpua e Google, mou yenowonoieiton Yoo Ty xotooxevr] eapuoydy Enavgnuévng Ipory-
potixétnag, oo oe Android, 6co xou oe 10S. Autd emtuyydveton, xadde péow e xphons
dudpopwyv APIs, to ARCore xotapépvel va xortorypdupet, var oamodihoeL 1o teplBdAlov o vor ahhnhe-

TdpdoEL Ye BLdpopec TANEopopleg xaL EVTOrEC ot auTd.

To ARCore o&tomnoiel teeic Baounée duvatdtntes Tou xwvnto.

1. Motion Tracking: Emtpénel ot ouoxeun va evtonilet ) oyetinn tne ¥éon xdde otiyun.

2. Environmental Understanding: Afvelr ) Suvatdtnta aviyveuons xoL xatovonons tou mept-

BdAhovtog xou Twv otolyelwy Yéoa oe auTd.

3. Light Estimation: Extiunon e té€ng tne pwtevdtnrag.

Téhoc mpootédnue yewpoxivita éva axdpo custom naxéto, to Pex.Package [32], 1o onolo Atav
amopafTnTo Xt 0TI B0 EPEUOYES, xadde emTEENEL TNV eloaywyr) point cloud oto Unity oe poppn
PLY. To ev Aoyw maxéto AMeinxe xau Tpomomolfiinxe OOTE Vo TPOCUpUOoTEL 0TI avaYXES TNG

Topo0oug SITAWUATIXAG EpYaoiog.

4.1.2 Ewaywy” AVIIXELULEVLY

Ytn ouvéyeta agol ewofydnooy ta xatdiinia naxéta oto Unity, npootédnxay oto Hierarchy Panel
o xordhAnior avtieipeva. To avtixetuevo autd etvon xowd, xadde dlapépetl udvo to vépog onuciwy,
Yo ouunepANPVOLY GTIC OUNVES TV BUO EPUPUOYMY Xot Yo ATOTEAECOUY Tol GTolyEld ExElval TOU

Yo cuvlécouy TIC TEAMXEC EQUOUOYEC, OTIWC QAUEVETOL GTNY TOEAXATW ELXOVA.
)
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al Light

n Origin
mera

YXHMA 4.3: Avuxeipevo (Hierarchy Panel)

To AR Session Origin eivar 1o Baowxd tpnupa yio o e@appoyy AR, xadde edd mephaufdvetor,
1600 1 AR Camera, 600 xau 1o tpiodidotato poviého (Prefab), to onolo Yo mpofindel 1o puoxd
TEPBAANOY, UECK TNC EQUPUOYNC. LTO XOUMATL QUTO, OTWE QUVETUL XOL OTNV TUPAUXETE EXOVA,
nepuhopPdvovtan dha exetva ta AR otouyela, tor omolor xan elvon amapaitnTa Yot Ty opahy) Aettoup-
vl e epappoyic. Apywnd avagépetar o AR Plane Manager, to omofo eivon unedduvo yio tov
eviomiopd tou emnédou, oto onolo Yo npofAndel to avtixelpyevo. Xtnv mpoypatxdmra, 1o AR
Plane etvan pio eninedrn empdvela, tne onolog 1 npofoin e€aptdton and Ty néla, TiC SLoo THOELS Xow
o oplod onuela. H aviyveuon tou Plane ymopel va yiver oe opildvtio emupdvela, oe xdvetn xau
0€ CUVDLAOUS QUTWY. DT EQUPUOYES TNG TapoVouS pYAoiag 0 EVIOTIONOS YIVETUL UOVO GE OpL-
Covtio emupdveta. Xt ouvéyela uéow tou AR Point Cloud Manager, yivetou egixtn 1 Snuiovpyia
xou TeoBolr tou Négoue Enuelwy, péow Sidpopwy yapaxtnelo Ty onueiwy (feature points). To
onueio autd dev etvan Tuyalor onuelor, oAAE povadixd xou Bondolv Tn cuoxeur, HoTE Vo TEOcBloploEL,
ue 600 1o duvatdv peyarbtepn axpifeo T Véon tou Véoug oto mpaypatixd xéouo. Emduevo
otn Mota elvor To AR Raycast Manager. O Siayelplotic autée elvon unediuvog yio T Aettoupyio
Mg oxtivoe (raycasting). H Aertoupyia tou Raycasting eivon ouolaotind 1 exmopnh pag axtivog
a6 éva onuelo oe pia xatedYuvor UEYIGTOU UNXOUS UEYEL VO CUVAVTHCEL XATOL0 aVTIXEUEVO Tou

umdpyet otn oxnvy) Tou Unity.

Axohouvdolyv d0o TuRuata xddxa (scripts) e ovopooiec Disabled Tracked Visuals xou Place Ob-

jects on Plane, to omola avahbovtan oto Keg. 4.1.3.
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ector

v AR Session Origin

v
Tag Untagged v

Transform

1

mera

@ v AR Plane Manager (Script)

(1] ]
Horizontal

2]

3XHMA 4.4: AR Session Origin Components

Y10 AR Session Origin napotnpeiton we «moudiy tou (child) AR Camera, n onoio anoteheiton and

o oToLYEld IOV PUiVOVTOL GTNY TOROXATL EXOVOL.
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@ ~ AR Camera Manager (Script) @

Auto Focus o
Light Estimation Mixed...

Facing Direction World

B8 ~ AR Camera Background (Scripi @

om Material

Rigidbody

Drag
Angular Drag
Use Gravity
s Kinematic
MNone

Discrete

YXHMA 4.5: AR Camera

Apywd to AR Camera Manager eivon and o Paoixd otoiyeio (components), xodde eivar o Suo-
YEWLOTAS auTée Tou evepyorotel Tic Aettovpyiec e AR Cameras, énwe autéc tne hertovpylog
extiunong tov Qwtoc. Emduevo otn Mota eivar to AR Camera Background, to onolo emttpénel
oTNY xduepa xotd T Sldpxelo Aettoupyiog T e@aproync v Ttapouctdlel miow and to Yoviélo To

TN TOL TEAYUATIX0) XOCUOU, OTWE AUTO ATOTUTVETOL UTO TNV XAUEQAL.

To Rigidbody, mou axoloudel, elvar to xoupdtt (component) avtd, to onoio xdvel to avuixelyeva,
onwe xan v AR Camera, va evepyolv oOugwvo pe toug xavéves e Puoiic. Autd éyel oav
ouvénelo Oha Tar avTixelpeva Tou €youv To component autd, Vo xoOVIUL HE PEOALOTIXG TEOTO.
Méow autol xau e 1 yeron xdmowwy script unopodv to aviixelyeva va oANAeTdpo0Y UeTAED
Toug, elte va tpooTtetoly emnAéov Suvdpelc ot autd. Xt ouvéyelo oto Hierarchy Panel Bploxeton

to EventSystem, to omofo, Aettoupyel cuvduooTixd pe pior oepd and evétnree (modules), xou
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Bloyetplleton Tar ouuBdvTa mou TeoxiTTouy ot oxnvi tou Unity. I'evixd o xdlde oxnvi nepiéyeton

éva povo EventSystem.

To opéong endpevo avuxeluevo eivow to Screenspace UL To avtixeipyevo awtod elvar ovolactixd
évag xoufdc, tov omolo unopel o yeHotng va dnwovpynoel péoa and to Unity. O xoufde autdc
nepiéyel Gha ta ototyelo Siemoagpric, To omola xou oty didtaly npénet va eivon «moudidy (children)
Tou, onwe galveton oty Ewdva 4.3. Ouolootind 1o avixelpevo autd divel odnyiec oto ypHo
Y10 TO TS TRETEL VOL YPNOHIOTOGEL TNV EQPUPUOYT, SMAadY| To0 Xl TOTE VoL 0xoLUTHOEL TNV 006VT
yiar var eggavioet o avtixelpevo mou Béel, va yetatonioel To xvNTé To apYd, OTNY TERINTWOT) TOoU
(yver vpéc (textures) x.o. To TopOfScreenAnchor dnidvel 1L to xeluevo (text) mou axohouvdel
(InstructionText) Yo Bploxeton oto mdve pépog e 0d6vne tne ouoxeuric, eved to BottomOf-
ScreenAnchor dnidver 6T to xefpevo (text) mou axorovdel (ReasonText) Yo Ppioxeton oto xdtw
pépoc g oB6vng tne ouoxeunc. O xoufBdc yevixdtepa xoatd TN Aettovpyia Tou yenouwlomnolel To

EventSystem nou avagpépdnxe mponyouvuéveng.

Téhog autd mou Bploxetar oto Hierarchy Panel eivar to poviého. Tédoo otnv mpodtn, 600 xou
otn deltepn eappoyy| xataoxeudotnxe pla AR Portal, and tnv onola 6tav Siépyeton o yprotng,
ONULOVEYELTAL O EXOVIXOC YWEOC XL OTY CUYXEXPWEVT TERITTWON TUAMA TNS OXNVAC TOU apyo-
fou Yedtpou e Adpiooc xar o ywpeog avaoxapny e Tolurog, avtiotoyo. To poviéda autd

anetxovilovTton TopaxdTe.

e =
W Portal Scenes > i@ Portal Context: Normal Gray Hidden

YXHMA 4.6: Portal - Prefab - Larisa



42

¥4 Portal s > W Portal

-N >
A

< Persp

YXHMA 4.7: Portal - Prefab - Toumba

Ta povtéha e ovouaoio Portal anotehodvtan and to Soxdpla ue ovouaoieg LeftWall, RightWall,
Roof xau ané éva plane avdueoa oe autd ye v ovopacio PortalWindow. Ernione nepthapBdvovton
o€ QUTA Xou ToL VEPT anueiwy, 6mwe Tpoexuay and Tic ueTERoELC Ue ypron drone xou laser scanner,
avtiotoya. To Sebtepo prefab mepiéypl éva tpiodidotarto wovtého ogalpac (Sphere), oto omnolo
tonovethdnxe éva Video Player Component, wote otav Eexwvdel 1 epapuoyt) va epgoviletan yOpw
oo 1o VEQOC onueiwy 0 oupavde, evéd 0To TRKTO enpavileTon To TpoyUaTxd TEpBEAlOY GTo onoio
Beloxetaw o ypRotne. Aol ta povtéla xataoxeudotnxoy oto TepBdihov tou Unity otn cuvéyela
e éva drag & drop otov unogdxeho Prefabs, o onolog Peioxetoan 1o @dxeho Assets, petatpdmnxoy
oe prefabs. To prefab eivou évac tOmog anodixeuong Tou teiodidotatou wovtélou, HoTe o YpRotng
VoL UTTOPEL VOL TO ETMAVOLYENOLLOTIOLACEL, ELTE VoL TO ELGAYEL OE Xdmolo GAAo project, ywelc vo ypelaoTel

VoL 10 QTdEEL amd TV oy

O gdxehoc Assets, mou avagépdnxe mopandve, eivon 0 Qaxehog exelvog TOU TEPLEYEL GAAL TOL OO
(TNTA KOUCTATIXAY YLl VAL XOTHOXEVAC TEL plor eqappoyt| 1 mouyvidl oto Unity, énwe to Materials,

Shaders, Packages, Scenes x.a..

‘Ocov agopd to Materials ypnowonoidnxe to Default Point xou oTic 800 eqopuoyée, 1o onolo mpo-
Ahde and 1o custom moxéto (Pex), xou to onolo eiye d0o shaders (point, disk), dote vo «<vtivery
70 eV AOyw L6 (material). Xty npdtn egappoyt (O¢atpo Adpiooc) yenowonoiidnxe to Disk
Shader, xadcdc anédide to VEpog onuelwy xahbtepa. Avtideto otn deltepn e@oppoyy| YeNoILOTOL-
fonxe to Point Shader, xadd¢ anédide xahitepa 10 VEQog onpeiwy xou Ye xohltepeg oxpBeleg oTig
empdveieg tou. Enlong yenowonouinxe axdua éva material, 1o onolo xataoxeudotnxe yia to Por-
talWindow xau éyet tnv (Sio ovopooia. To material avtd «vtidnxey pe to PortalWindow Shader.
Yto gdxeho Materials Beloxeton xon to material Video360, to omolo agopd tn dedtepn epapuoyn
(xpoc avaoxapdy Toldunac), xaw avagpépetor oto Video Player Component, xou «vtodnxey ye to
avéroyo Shader. Ynueidveton nwg, 6,1 dlaypdpeTton and To pdxeho Assets, autoudtwg SaypdpeTon
xan and to Project xou mpénel va oyediactel, av mpdxeiton yio goviélo, ¥ va enavatonotdetniel, ov

elvar xdmolo dAAo cTouyelo.
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+v a . oe
* Favorites Assets

Assets

’ AR t Is

Park Pex Plugins Py

Scripts TextMest T s Ux xR New Terra

»
M Packages

Y.XHMA 4.8: Assets Folder

Yo PortalWindow Shader, to omnofo elvar xan autd mou unaivel otnv moETA, dpyixd ETAEYETOL
1o ZWrite xan 1o CULL va etvar OFF, xodcdc xon to ColorMask va eivan 0, xododg mpénet m
TépTaL Vo elvol EVIEAMS Bidipavy, xou vou U @abveton to 3D Plane to onolo yenowonojdnxe yio va
xataoxevootel.. XN ouvéyela yenotponoidnxe 1 évvola tou Stencil Buffer yio vor xdvel to Plane
autéd xavo vo amewcovilel to TL Bploxetan péoa oto yweo. o cuyxexpyéva to Stencil Buffer
nepéyel 8 bits avd Tty Stencil, Snhady éva clvoro 256 Siapopetindv Twwy Stencil avd Pixel.
Avtéc o téc Stencil pnopolv va xadoplotoly and to ypRoTNn avdhoyo YE TIC OmAUTACELS TOU.
Axolovidel évo mapddeypo mou eneényel v Aoy yeriong tou Stencil Buffer. Ytnv napodoa
epyooio meénel vo elvol 0paTd POVO TO ECWTEPIXO XOUUATL TG TOPTAG, ol OhdL Ta UTOAOLTOL Vol
x6Bovtan. Tt awtéd T0 Aoyo TédNxe N T 1 o dha T pixels g mopTag, xou  wuh 0 oe Sk Ta

, .
vrorotna pixels.

Color buffer Stencil buffer After stencil test

3XHMA 4.9: Stencil Example [7]

4.1.3 Kooduxoc

T va emiteuydolv oL Bidpopeg Aettoupyleg 0TIC 500 EPAUPUOYES €YIVE 1) YPNON TWV TUEUXATE TUT-

pdtwy x@dixa (Scripts).
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Apywd to mpdTo TUAA XOBIxa Tou cuvTdyUnxe tav to DisableTrackedVisuals script. To ev
MOy script vAomolel Ty anevepyonoinon twv Points xou Planes, agol npodta emheydel yéow tng
0¥6vng tou xwvntol A Tou tablet n emduunty Héon, otnv onola Yo tomodetndel To avtixelpevo.
Y10 TP®TO XoupdTL ToL script dnuiovpyolvIal oL emAoYEg anevepyonoinone Twyv Feature Point xou
tou Plane Rendering, ye tn ye¥jon public Boolean yetafAntdy, ot onolec unopolv va ndpouv Tig
hoywéc Tyéc (values) true xou false. Xtn ouvéyewa opilovton ot petafBntéc Point Cloud Manager
xou Plane Manager, oépvovtoc to avuxelyevo AR Session Origin ané to Hierarchy Panel, 6nou 1on
neptéyovral oL Sloyelplotég autol. Ot Tiée Twv Blayelplo Ty e€apTdvTon and TIC THES TWV TOPTANVG
petofBantov. Ihio ocuyxexpyéva, 6tav Eexwvhoel 1 eqopuoyt) xou ol twég Disable Feature Points
xou Disable Plane Rendering etvou emdeypéveg, téte ou Point Cloud Manager xou Plane Manager

amoxtolv Twr false poiic Torodetndel To avtixeluevo, xou arncvepyonotolvTal.
b

Bl ~ Disable Tracked Visuals (Script)

ering

YXHMA 4.10: Disable Tracked Visuals

Enéuevo script eivar o PlaceObjectsOnPlane, to onolo eudivetan yio tny tonodétmon tou e-
XAOTOTE LOVTEAOU OTO YWpo. Apyixd dnuovpyelton éva mhaiolo pe tnv ovopacio Placed Prefab,
oo onolo tonodeteltar to prefab mou Yo eppoviotel oto dyyiypo tne 09dvne (spawn) xa to onofo
10 oépvoupe 6To Thaiolo auTd, WoTe va To avtikngdel o Tpdypoupa. XTo xdTtw TAdioio opllouue
oV PéYLoTo aptdud poviélwy Tou Yo totodetndolv, dmou otny xdie eqopuoyy| etvan éva. H Poot-
%1 hettovpyior Tou script elvon 6TL, pe To dyyiypa oty odévn xan pe Ty mpolmddeon 6T loylel 7

avlooTN T

m_NumberO f PlacedObjects < m_MaxNumberO fObjectsToPlace

t61e 10 avtixeipevo epgavileton oto Plane oty 9éom nou enéhele o yprotne, xou Ue oTpo@n avdhoy

ME QUTH TNG XAUEQOC TN OTIYUYH TNE EMAOYYC.

AN 1 aviodtnta Tou oy el etvon 1 axdAoudn:

m_NumberO f PlacedObjects > m_MaxNumberO fObjectsToPlace

161 anhd ohhdlel ) Véom %o 1) 6TEOYPY| TOU AVTIXEWEVOL oL €xel NON Tonovetnel.
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Bl ~ Place Objects On Plane (Script)

3XHMA 4.11: Place Objects On Plane

Tolto xau mohd Baoixd script eivon to Portal. To script auté ewonydn ndve oto 3D Plane ue
ovouaoio PortalWindow nou éyet opioldel we 1 eloodog tne ndptag. I'o v xatooxevaotel o
%xWdWag yenowonoiinxe 1 Aettoupyio cOYxelone Tou Stencil, dmwe palveton xon and TNV ToUEOXATE
exova. Lty oucio uéoa oe dha ta Shaders mou ypnoylomoinxay oo projects yivetar avopopd
tou Stencil, to omolo éyel ™ T Equal. Apywxd, dtav Eexwvdel 1 epapuoyy, divetow oe 6ha TaL
materials n Ty Equal, dnhadr) ta materials autd va efvon opatd pévo yéoo and to Portal. Yt
oLvéyela avdhoya pe TN VEom NS XGUEPUS OTO YWPO, Xl CUYXEXPWEVE av elvat €€w amd To YMpo,
yioe v axp(Bela uéypl Alyo mpwv Beelel xdtw and ta doxdpla tng ndptag, oplleTon T avixelueva va
elvon opatd wévo péow tng méptag. ‘Otav duwe tn otyur mou 1 xducpa Beedel axpiBoe xdtw and
o doxdpta TOTE 1) Tih oAAdlel xou and Equal yivetow NotEqual, dniad mhéov o ydpog avoiyeton
X Ymopel 0 YeHoTNG var BEL Tl MEVTOL oAy VoL elvor Tty oTind Wéca o€ €val dwpdTio. Xto mAalolo
Materials, otnv mpodtn epapuoyn, emhéydnxe o aprdudc éva, xadne yoc evilépepe U6vo To oToLyelo
pe to material Default Point, dnhady to vépog onueiwy, eved otn debtepn eqopuoyt| Bdhaue To
000, xoddg Tor avTixetueva, tar omolor YEAUUE VoL £YOUV TIC TAUEATAVEL BLYVATOHTATES HTtay BUo pe BUo

dlapopeTind materials, 5nAadY| To vEpog onuelwy xou 1 opalpa.

Comparison Function

Comparison function is one of the following:

Greater Only render pixels whose reference value is greater than the value in the buffer.

GEqual Only render pixels whose reference value is greater than or equal to the value in the buffer.
Less Only render pixels whose reference value is less than the value in the buffer.

LEqual Only render pixels whose reference value is less than or equal to the value in the buffer.
Equal Only render pixels whose reference value equals the value in the buffer.

NotEqual Only render pixels whose reference value differs from the value in the buffer.
Always Make the stencil test always pass.

Never Make the stencil test always fail.

YXHMA 4.12: Stencil

YXHMA 4.13: Portal Script - Apyalo ©¢atpo Adpioac
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E3 v Portal (Script)

YXHMA 4.14: Portal Script - Xcpog Avaoxapov Todumag

O mnyaiog xdduxag mou yenowonouiinxe topatiietan oto Hapdetnua.

4.2 Ytwypotuna Egappoyoyv

Y10 xepdiono auTod TopoLoLdlovTon CTIYMOTUTO antd TIS 00 EQUPUOYES EEWTEPIXA XOLl ECMTEPLXA
wwv AR Portals.

Yig mopodte ewdveg Topouctdlovial ol ladacieg aviyveuong Tou emmédou xo TG TonodETnong

TOL AVTIXEWWEVOU 0TO entinedo auTd.

Scan the ground

e O |9 8 8 o s 00

(o) Plane Detection

(B") Place Object

YXAMA 4.15: Awdixaoia Eviomopol Emnédou
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‘Eneita aneixoviovton ot 800 tépteg 0To eninedo xou Tol EMOUEVO GTLYULOTUTIAL 0pOopOVY TO EEMTEPLXO

XL TO E0WTEPLXO TOUC TEPBAANOV.

(o) Adpioo AR Portal (B") ToVuna AR Portal

YXHMA 4.16: Eygdvion Avtixeiuévou oo eninedo

(o) Adpioa AR Portal - EEwtepuxd (B") Tobuna AR Portal - EEwtepuxd

YXHMA 4.17: TIN&yia Oéoon twv ARPortals
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(o) Adpioa - AR Portal - Ecwtepixd (B") Toburna - AR Portal - Ecwtepixd

YXHMA 4.18: Tlepiynomn oto eowtepixd twwv ARPortals

(o) Adpioa - AR Portal - Ecwtepixd (B") Tovura - AR Portal - Ecwtepuxd

YXHMA 4.19: ©¢aon eEwtepxol TepBdilovtoc péow twv ARPortals



Kegpdhawo 5
2IVUTELAC AT

H anotdnworn tou yoviéhou otny npdtn epappoyy| (Apyaio Ofatpo Adplooc) éywve pe T yeron
drone (Phantom 4 Pro), eved otn Sebtepn epappoyn éywve pe ) xefon laser scanner (Faro Focus
3D X 1200D) xou pe xdyepa (Canon EOS 1200D), and to Epyoaothpio Pwtoypappetplog xar Trnie-
moxonnong tou K@X tou TATM, AIIO. ' tny encéepyasio twv dedopévwy xat tn dnuioveyio Tou
TELODAO TATOL LOVTENOU OTNV TEWTY EQapHOYY Yenowonotinxe to Aoylouixéd tou Agisoft Meta-
shape. I'ia ™0 dnuovpyla Tou HovVTENOL OTN BelTERY EQUPUOYT| altd TIC UETEHOELS Tou laser scanner
xenotwonoinxe to Scene tng Faro, 1o Geomagic Studio xou to PolyWorks Inspector. To végpog
onuelwY ToU TEOEXUYPE antd TN QLTOYEAPWT Unyavr dev aflomoinxe, xadog To uéyeddg Tou fTay
nepinov 2GB xou de unopolioe va tpédet opald 1 egappoyy| otn cuoxev’) Android (Xiaomi Redmi

Note 8T), nou ypnohonofdnxe.

‘Eneita ypnowonojdnxe to hoylouxé Unity oto omolo elorjydnoay ta xatdAinha moxéta o mo-
pdueTpol, mou Borincay otny enthvon mpofBinudtwy cupBatétntag. Ta mpoBiuata cuyPatdTntog
apopovoay xatd xVplo Aéyo tinoug dedouévwy mou e€fydnoay and o hoylopxd tou avopépin-
xav mapomdve e to Unity. To Unity dev unootneiler v elcorywyy) vépoug onuelwv EToYEveg
eYWve yenor Tou maxétou Pex yia v elooyoyh Toug. LTny mpdTn €QopUoYT, Yid TNV anddoao
Tou végoug onuelwy oto Unity, eméydnxe to Disk Shader tou custom naxétou pe ovopaoio Pex,
%xa0dC amédide xoAUTEPR TO POVTEND, EVG TN BelTepn eqopuoyn emhéydnxe to Point Shader tou
(Blou moxétou. Téhog €yve e€aywyh Tne eopuoyhc ve woppt .apk, dote apol uetagpepdel ot
ovuBoth pe to Unity, xwvntr ouoxeur; Android, 7 tablet, va urnogel o ypriotne va tepinyndel otoug

avtioTolyoug xMeoue.
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5.1 Iledia Epopupoync

H eqappoyy) mou mpoéxude we anotéheopa TN mopoloas dimAwuatixhc epyasiog, puropel vo ulode-
el and apyaoloyixols xheoug, youoelo, mvaxodixes x.o, OOTE Vo diveTon 1 BUVATOTNTA CTOV
xdde evdlogpepduevo va teptthavniel oToug xhpoug autolc, Ywels vo Beloxeton anopaitnta excl oe
npaypatxd yeovo. H mepiynorn cuvodeuduevn ye dladpaoTixd molupéoa, omwe PBivieo, ewdveg,
nYNTXS VAXO, Bivel oTo YeHoTn Wiar AR alodnor Tou yweovu, TEoxoAel To eVOLUPECOY TOU Xou

TapEYEL OAES TIC AmApAlTNTES TANEOYOplEg TOU YeeldleTon Yol Var €Yl Yot OAOXANPOUEVT eunElpldL.

To Unity anotekel éva ohoxhnpwuévo Aoylopixd oyedlaone mouy ity 1 egapuoydv ot Enauinuévn
Mparypatixdétnra, Ewovoeg Hpoypoatindtnra xow oe Mt Hpaypatixdtnta, mouv Yo Siadpayatiost
WBLodtepo poho oTo UEANOV TwV e@apuoy®y autey. H avdntuén tne teyvoloyiog, to endueva ypdvia
Yo pépet xvntéc ouoxeuég smartphones xou tablets, ot onoleg agevéc Yo utootneilovy eqopuoyég
HE UEYUAUTERO OYXO BeEBOUEVLY, ageTépou Fa Blodétouy peyoritepn vroroylotixy woyd. Me autd
TOV TEOTO 1) EPUPUOYT| TIOU XATUOXEVAOTNXE oTo TAudol TNG Topoloog BIMALUATIXAC epyaoiag,
dlvel 0 BuvatdTNTa o€ YENOoTEG And OAOV TOV XOGUO VoL ETUGHEPTOVY O TO OTETL TOUG TOATIOULXA
pvnuelor GANWY YWY XL GANOUS Y EOoLS EVBLOpEROVTOC, EWixdTEpa av AdfBet xavelc unddn tou TV

véa TporylaTixdTnTo 1) onola €yl Blapoppedel Adyw tTng mavonuiag.

5.2 Ilpotdoeic yia MeAhovtixn Epyacio

Tplotavtar oployéveg BeATidoelg xan Tpootixeg, OOTE 1) EQEUOYY VoL Yivel axdpa o evBLapépou-
oo xaL yehotun otov emoxéntn. Apywd plo npoodixrn elvan 1 elooywyr onuelwv evilopépovtog
(HotSpots), énou o emoxéntne ayyilovtac anhd to onpelo, oty odévn e cuoxevic tou, Vu
neoPdhieton éva Bivieo B emdva 1 axduo XL UxedTepd TEIodIdo ToTa HovTéda, To omolo Yo unopet
vor To. emedepydleTton AenTopEpdS. AxOuo YLl VoL THROUGIAG TOUY GTOV ETUCXETTY) TUARATA TTOU OEV
uTdpyouv TAEoV, AANG elval YVWO TH 1) dpyttexTOVIXT Toug, apxel va ayyi&el tnv odévn oo onucio
Tou ATy To (Tlplo xou auT6 Vo TPofdAieton unpooTd tou. Téhog ma axdpa Aettoupyia mou Vo
unopovoe va mpoctedel oty egapuoyt), alkdlovtdc v and Enauvénuévn Ipaypoatixdtnta o Mi-
xtn Hpaypotixotnta, Yo frav n yeron ewdwody yuokidv VR, 6mou v oty apy)| 0 emox€ntng
Yo Bploxetar otov mpaypotixd xdopo, Yo uetapépetan ot €va eovixd mepiBdAlov BAénovTog Ta

yeyovota va eEehlooovton Unpootd Tou.



IMTapdetnuo A’
IInyoloc Koowxog

A’.1 Scripts

A’.1.1 Portal

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

using UnityEngine.Rendering;

public class Portal : MonoBehaviour

{

public Materiall] materials;

// Start is called before the first frame update

void Start()

{
foreach (var mat in materials)
{
mat.SetInt("stest", (int)CompareFunction.Equal);
}
}

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

o1
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private void OnTriggerStay(Collider collider)

{

if (collider.tag != "MainCamera")
{

return;
}

Vector3 user_position = Camera.main.transform.position + Camera.main.
< transform.forward * Camera.main.nearClipPlane;
Vector3 relativePosition = transform.InverseTransformPoint (user_position

= )3

//outside

if (relativePosition.z < 0)

{
foreach (var mat in materials)
{
mat.SetInt("stest", (int)CompareFunction.Equal);
}
}
//inside
else
{
foreach (var mat in materials)
{
mat.SetInt("stest", (int)CompareFunction.NotEqual);
}
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A’.1.2 DisabledTrackedVisuals

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.XR.ARFoundation;

public class DisableTrackedVisuals : MonoBehaviour

{
[SerializeField]
[Tooltip("Disables spawned feature points and the ARPointCloudManager")]

bool m_DisableFeaturePoints;

public bool disableFeaturePoints

{

get => m_DisableFeaturePoints;

set => m_DisableFeaturePoints = value;
}
[SerializeField]

[Tooltip("Disables spawned planes and ARPlaneManager")]

bool m_DisablePlaneRendering;

public bool disablePlaneRendering

{

get => m_DisablePlaneRendering;

set => m_DisablePlaneRendering = value;
}
[SerializeField]

ARPointCloudManager m_PointCloudManager;

public ARPointCloudManager pointCloudManager
{
get => m_PointCloudManager;

set => m_PointCloudManager = value;
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[SerializeField]

ARPlaneManager m_PlaneManager;

public ARPlaneManager planelManager

{
get => m_PlaneManager;

set => m_PlaneManager = value;

void OnEnable()

{
PlaceObjectsOnPlane.On0ObjectPlaced += OnPlacedObject;

void OnDisable()

{
PlaceObjectsOnPlane.On0ObjectPlaced -= OnPlacedObject;

void OnPlacedObject()

{
if (m_DisableFeaturePoints)
{
m_PointCloudManager.SetTrackablesActive(false);
m_PointCloudManager.enabled = false;
}

if (m_DisablePlaneRendering)

m_PlaneManager.SetTrackablesActive(false);

m_PlaneManager.enabled = false;
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A’.1.3 PlaceObjectsOnPlane

using System;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.XR.ARFoundation;

using UnityEngine.XR.ARSubsystems;

[RequireComponent (typeof (ARRaycastManager))]
public class PlacelbjectsOnPlane : MonoBehaviour
{
[SerializeField]
[Tooltip("Instantiates this prefab on a plane at the touch location.")]

GameObject m_PlacedPrefab;

/// <summary>
/// The prefab to instantiate on touch.
/// </summary>
public GameObject placedPrefab
{
get { return m_PlacedPrefab; }

set { m_PlacedPrefab = value; }

/// <summary>

/// The object instantiated as a result of a successful raycast
< intersection with a plane.

/// </summary>

public GameObject spawnedObject { get; private set; }
/// <summary>

/// Invoked whenever an object is placed in on a plane.
/// </summary>

public static event Action OnObjectPlaced;

ARRaycastManager m_RaycastManager;

static List<ARRaycastHit> s_Hits = new List<ARRaycastHit>();
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[SerializeField]

int m_MaxNumberOfObjectsToPlace = 1;

int m_NumberOfPlacedObjects = 0;

void Awake()

{

m_RaycastManager = GetComponent<ARRaycastManager>();

void Update()

{
if (Input.touchCount > 0)
{

Touch touch = Input.GetTouch(O0);

if (touch.phase == TouchPhase.Began)

if (m_RaycastManager.Raycast(touch.position, s_Hits,

— TrackableType.PlaneWithinPolygon) )

Pose hitPose = s_Hits[0].pose;

if (m_NumberOfPlacedObjects < m_MaxNumberOfQObjectsToPlace)

{
spawnedObject = Instantiate(m_PlacedPrefab, hitPose.
< position, hitPose.rotation);
m_NumberOfPlacedObjects++;
}
else
{
spawnedObject.transform.SetPositionAndRotation(hitPose.
< position, hitPose.rotation);
}

OnObjectPlaced?.Invoke();
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A’.1.4 PlaneController

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.XR.ARFoundation;

using UnityEngine.UI;

public class PlaneController : MonoBehaviour

{
ARPlaneManager m_ARPlaneManager;

public Text buttonText;

private void Awake()

{

m_ARPlaneManager = GetComponent<ARPlaneManager>() ;

// Start is called before the first frame update
void Start()
{

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

{
m_ARPlaneManager.enabled = !m_ARPlaneManager.enabled;
if (m_ARPlaneManager.enabled)
{
SetAllPlanesActiveOrDeactive(true);
GetComponent<PortalPlacer>() .enabled = true;
buttonText.text = "Disable Plane Detection And Hide Existing";
}else
{
SetAllPlanesActiveOrDeactive(false);
GetComponent<PortalPlacer>() .enabled = false;
buttonText.text = "Enable Plane Detection And Show Existing";
3

void SetAllPlanesActiveOrDeactive(bool value)

{

{
foreach (var plane in m_ARPlaneManager.trackables)
{
plane.game0Object.SetActive(value) ;
X
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A’.1.5 PortalPlacer

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Experimental.XR;

using UnityEngine.XR.ARFoundation;

public class PortalPlacer : MonoBehaviour

{

ARRaycastManager m_ARRaycastManager;

List<ARRaycastHit> raycast_hits = new List<ARRaycastHit>();

//This is the prefab to be instantiated

public GameObject PortalPrefab;

//This is the gameobject reference instantiated after a succesfull raycast
< intersection with a plane

private GameObject spawnedPortal;

private void Awake()

{

m_ARRaycastManager = GetComponent<ARRaycastManager>();

// Start is called before the first frame update
void Start()
{

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

{
if (Input.touchCount > 0)

{
//Getting touch inputs

Touch touch = Input.GetTouch(0);

if (m_ARRaycastManager.Raycast(touch.position,raycast_hits,
— UnityEngine.XR.ARSubsystems.TrackableType.PlaneWithinPolygon)

— )

//Getting the pose of the hit

Pose pose = raycast_hits[0].pose;

if (spawnedPortal==null)
{

spawnedPortal = Instantiate(PortalPrefab, pose.position,

< Quaternion.Euler(0, 0, 0));

var rotationOfPortal = spawnedPortal.transform.rotation.
— eulerAngles;

spawnedPortal.transform.eulerAngles = new Vector3(
— rotationOfPortal.x, Camera.main.transform.rotation.

— eulerAngles.y, rotationOfPortal.z);

Yelse
{

spawnedPortal.transform.position = pose.position;

var rotationOfPortal = spawnedPortal.transform.rotation.
— eulerAngles;

spawnedPortal.transform.eulerAngles = new Vector3(
— rotationOfPortal.x, Camera.main.transform.rotation.

— eulerAngles.y, rotationOfPortal.z);
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A’.2 Shaders

A’.2.1 PortalWindow

/%
* To be attached to the mesh of the Portal
* Should set render queue to before geometry, however this will

* Result in objects closer than the portal to still be rendererd

*/

Shader "Custom/PortalWindow"

{
SubShader

//render objects behind the portal
ZWrite off

//absolutely transparent

ColorMask O

//Bidirectional behaviour

Cull off

Stencil{
Ref 1
//set all pixels in the portal to 1

Pass replace

}
Pass
{
}

}
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A’.2.2 Video360

Shader "Custom/Video360"

{
Properties
{
_MainTex ("Texture", 2D) = "white" {}
}
SubShader
{
Tags { "RenderType"="Opaque" }
LOD 100
Cull front
Stencil{
Ref 1
comp [stest]
}
Pass
{
CGPROGRAM

#pragma vertex vert
#pragma fragment frag
// make fog work

#pragma multi_compile_fog

#include "UnityCG.cginc"

struct appdata

{
float4 vertex : POSITION;
float2 uv : TEXCOORDO;

};

struct v2f

{
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float2 uv : TEXCOORDO;

UNITY_FOG_COORDS(1)

float4 vertex : SV_POSITION;
};

sampler2D _MainTex;

float4 _MainTex_ST;

v2f vert (appdata v)

{
v2f o;
o.vertex = UnityObjectToClipPos(v.vertex);
o.uv = TRANSFORM_TEX(v.uv, _MainTex);
UNITY_TRANSFER_F0G(o,0.vertex);
return o;

}

fixed4 frag (v2f i) : SV_Target

{
// sample the texture
float2 uv = float2(1l. - i.uv.x,i.uv.y);
fixed4 col = tex2D(_MainTex, i.uv);
// apply fog
UNITY_APPLY_FOG(i.fogCoord, col);
return col;
}
ENDCG

A’.2.3 Disk Shader

// Pcx - Point cloud importer & renderer for Unity

// https://github.com/keijiro/Pcx
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Shader "Point Cloud/Disk"
{
Properties
{
_Tint ("Tint", Color) = (0.5, 0.5, 0.5, 1)
_PointSize("Point Size", Float) = 0.05

[Enum(Equal,3,NotEqual,6)] stest("Stencil Test",int) = 3

3
SubShader
{
Stencil {
Ref 1
comp [stest]
}
Tags { "RenderType"="0Opaque" }
Cull Off
Pass
{
Tags { "LightMode"="ForwardBase" }
CGPROGRAM
#pragma vertex Vertex
#pragma geometry Geometry
#pragma fragment Fragment
#pragma multi_compile_fog
#pragma multi_compile _ UNITY_COLORSPACE_GAMMA
#pragma multi_compile _ _COMPUTE_BUFFER

#include "Disk.cginc"

ENDCG
}
Pass
{

Tags { "LightMode"="ShadowCaster" }
CGPROGRAM

#pragma vertex Vertex

#pragma geometry Geometry

#pragma fragment Fragment

#pragma multi_compile _ _COMPUTE_BUFFER
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#define PCX_SHADOW_CASTER 1
#include "Disk.cginc"

ENDCG

}

CustomEditor "Pcx.DiskMateriallInspector"
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A’.2.4 Point Shader

// Pcx - Point cloud importer & renderer for Unity

// https://github.com/keijiro/Pcx

Shader "Point Cloud/Point"
{
Properties
{
_Tint("Tint", Color) = (0.5, 0.5, 0.5, 1)
_PointSize("Point Size", Float) = 0.007
[Toggle] _Distance("Apply Distance", Float) = 1

[Enum(Equal,3,NotEqual,6)] stest("Stencil Test",int) = 3

}
SubShader
{
Stencil {
Ref 1
comp [stest]
}
Tags { "RenderType"="Opaque" }
Pass
{
CGPROGRAM

#pragma vertex Vertex

#pragma fragment Fragment

#pragma multi_compile_fog

#pragma multi_compile _ UNITY_COLORSPACE_GAMMA
#pragma multi_compile _ _DISTANCE_ON

#pragma multi_compile _ _COMPUTE_BUFFER

#include "UnityCG.cginc"

#include "Common.cginc"

struct Attributes
{
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float4 position : POSITION;
half3 color : COLOR;
s

struct Varyings

{
float4 position : SV_Position;
half3 color : COLOR;
half psize : PSIZE;
UNITY_FOG_COORDS(0)

s

half4 _Tint;

float4x4 _Transform;

half _PointSize;

#if _COMPUTE_BUFFER
StructuredBuffer<float4> _PointBuffer;

#endif

#if _COMPUTE_BUFFER
Varyings Vertex(uint vid : SV_VertexID)
#else
Varyings Vertex(Attributes input)
#endif
{
#if _COMPUTE_BUFFER
float4 pt = _PointBuffer[vid];
float4 pos = mul(_Transform, floatd(pt.xyz, 1));
half3 col = PcxDecodeColor(asuint(pt.w));
#else
float4 pos = input.position;
half3 col = input.color;

#endif

#ifdef UNITY_COLORSPACE_GAMMA
col *= _Tint.rgb * 2;

#else
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col *= LinearToGammaSpace(_Tint.rgb) * 2;
col = GammaToLinearSpace(col);

#endif

Varyings o;
o.position = UnityObjectToClipPos (pos);
o.color = col;

#ifdef _DISTANCE_ON

o.psize = _PointSize / o.position.w * _ScreenParams.y;
#else

o.psize = _PointSize;
#endif

UNITY_TRANSFER_F0G(o, o.position);

return o;

half4 Fragment(Varyings input) : SV_Target

{
half4 ¢ = half4(input.color, _Tint.a);
UNITY_APPLY_FOG(input.fogCoord, c);
return c;

}

ENDCG

}

CustomEditor "Pcx.PointMaterialInspector"
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