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Mepirexopevo Madrparog

H S1GAeEN Ba eTTIKEVTPWOEI OTIG TEXVIKES KOl T EPYAAEIQ yIa TOV OXEDIAOHUO Kal TNV avATTTUén epapuoywyv VR.
Oa avaAuBouv Baocikég apxég oxediaong eutreipiwv Xpnotn (UX) kal ypagikwv o€ TTePIBAANOVTA  €IKOVIKAG

TTPAYHATIKOTNTAG, XPNOIUOTTOIWVTAG TN Unity, pia I0XUpr NXavr avatmtuéng yPa@IKwy TTOAATTAWY TTAGTQOPHWY.

EmmAéov, Ba TrapouciaoTouv epyaAegia dnupioupyiag TpIodIAOTATWY HOVTEAWV, OTTWG TO Blender, kabwg kai

TTPOYPAUMATIOTIKA TTEPIBAANOVTA, OTTWG TO Microsoft Visual Studio, pe xprion Tng yAwooag C#.

TéNog, Ba egeTaoToUv nTApaTa atrdédoong Kal TPpOTTol BEATIWONG TG AAANAETTIOpaonG Tou XproTn o€ VR epapuoyEG.



Ti gival MpaypaTikOTNTA KAl TTWGS AlaNOp@WVETAI

H tpaypatikdétnTa €ival n avriAnyn T1ou €XOUME yia Tov KOOHO HEOow Twv aioBnoewv pag. O eykéPalog

emmegepyddletal Ta epebiopaTta atrd 1O TTEPIBAAAOV KAl OXNUATICEl TNV EUTTEIPIA KOG YIA TO TI BEwpoUpe "aAnBivé".

Mwc ouvdéeTal e Thv VR;

Ortav xpnoiyotroioupe €va VR headset, eioepxopacte o€ éva TTANPWS wn@Iako TrepIBallov. Ta eikovikad epebiopaTa
TToU AapBavoupe pEoW TwV AICOACEWV PHAG UTTOPOUV Va {EYEAAOOUV TOV EYKEPAAO, ONUIOUPYWVTAG TNV aioBnon yiog

PEQNIOTIKNAG EUTTEIPIAG.

O1 texvoAoyieg XR aAAdalouv Ta 6pia TG TTpayuaTikéTnTOG!

Me Tov ouvduaoud VR (Virtual Reality), AR (Augmented Reality) ki MR (Mixed Reality), pytropoupe va

ETTEKTEIVOUNE, VA TPOTTOTTOINOOUE ] AKOPA KAl VO AVTIKATAOTHOOUME TNV avTiAnyn Hag yia Tov KOOPO yUpw HaG.



MiktA MpaypatikétnTa MR

H Mikti MNpayuartikétnta (MR) ouvouddlel Tov
TPAYUOTIKO KOOWO HE Wn@Iakd oToIXEia,
onuioupywvtag €éva TreEPIBAANov  6TTou  Ta
QUOIKA KOl EIKOVIKA AVTIKEINEVA CUVUTTAPXOUV

Kal aAANAOETTIOPOUV O€ TTPAYUATIKO XPOVO.

2¢ avtiBeon e Tnv Eikoviki MpayuaTtikétnta
(VR), otrou 10 TTEPIBAANOV €ival £ OAOKARpoU
WYnoelako, n MR emTPETTEl OTOUG XPOTEG va

BAETTOUV Kal va aAANAOETTIOPOUV TOCO HE TOV

QUOIKO XWPO YUPW TOUG OCO KOl PE EIKOVIKA

oToIXeia Tou TTpoBAaAAovTal yEoa o€ auTov.

Eikova até [6]



ETrauénuévn Mpaypatikotnta AR

H Emaugnuévn Mpayuatikotnta (AR) ouvOuddel Tov TTPAYHOTIKO KOOUO
ME WNQIAKA OToIXEIA, dnUIOUPYWVTAG Pia dla OPOCTIKN EUTTEIPIA OTTOU
QUOIKA QVTIKEIJEVA TPOTTOTTOIOUVTAI 1 €TTAugAvovTal a1rd Wnelokad o€

TTPAYHATIKO XPOVO.

XpnoiyoTtrolei TTOAATTAEG aloONTNPIAKES POPQPES, OTTWG OTITIKA (YUaAId
AR), akouaoTIKr (fxol), Kal aTrTIKr (avadpacon agng).

Emrpétrel akpiry Toro0€Tnon Kal aAANAETTiOpaon PETOEU EIKOVIKWV KOl
TTPAYMUOTIKWY OTOIXEIWV.

TOtrol EmmikaAutrTopevwy NMAnpogopiwv otnv AR:

Emkodountikég — [MpoocOAKn EIKOVIKWV OTOIXEIWV OTO  QUOIKO
epIBAAAoV (T1.X. AR xApTeG, @iATpa oTa social media).
KataoTpogpikég —  AmOkpuyn 1 TPOTIOTTOINCN  OTOIXEIWV — TOU

TTPAYHATIKOU KOOWOU (T1.X. AR €QAPUOYEG VIO AVOKAIVION XWPWV).

VIRTUAL FIXTURES
(A.R. system - 1992)
Wright Patterson AFB

2R EL..
Lake Helen, Florida 20.0 miles|

For the high-altitude lake in Lassen
~| Volcanic National Park, see Lake
Helen (Lassen PeakjLake Helen is a

city in Volusia County, Florida, United
e S S sl SRR
A @
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Eikovikn MNMpaygatikotnta VR

H EikovikA Mpaypatikétnta (VR) €ival pia TTPOCOPOIWKEVN EUTTEIPIA TTOU TOTTOBETEI TOV XPrOTn O€ £vav
TAAPWS YN@Iakd kdéopo. Méow 3D oBovwyv Kovid oTa PATIa Kal TTapakoAouBnong kivnong (pose
tracking), dnuioupyeital n aicbnon Tmapouaciag oe auTtd To EIKOVIKO TTEPIBAAAOV.
E@appuoyég:

> Alookédaon (BivreoTraiyvidia)

»  Exmmaideuon (10TpIKA, ac@AaAgia, ekTTaideuon)

> EmixeipnuaTIKOTATA (EIKOVIKEG OUVAVTAOEIG)

XapOKTNPIOTIKG:

XpnoiyoTroiei Kpdvn VR TToU £€X0uv Hia hIKpy 000vn PTTpooTd atrd Ta JaTIa,

0 XPNOTNG UTTOPEI va KOITAEEI, KIVNOEi Kal va AAANAOETTIOPACEI OTOV EIKOVIKO KOOUO.

Evowpatwvel xo Kal oTITIKA avaTtpo@odidTnaon, Kal JTTOPEi va TTEPIAAUBAVEI

Eikéva atro [6]

AAAEG HOPYEC avaTPOPODOTNONG HECW TEXVOAOYIAG ATTTIKAG aioBnong.



Katavonon Twyv 6pwv XR, MR, VR, and AR

1. XR - Extended Reality

‘Evag yevIKOG 6pog TTou TTEPIAaPBAvEl OAEG TIG DI DPACTIKEG
TEXVOAOYIEG, TTOU OUVOUACOUV TOV QUOIKO KOl Wn@iako
k6opo. Omwg n  Eikovikg Tlpayuatikétnta (VR), n
Emauénuévn  Mpayuatikétnta  (AR)  kar  n MIKTA
MpayuaTtikétnTa (MR).

2. MR - Mixed Reality

2UvOuddel TOV TTPAYMATIKO KOl TOV  Wno@IOKO KOOWO,
EMTPETTOVTAG TNV OAANAETTIOPACN WNQPIAKWY AVTIKEIMEVWV
ME TO QUOIKO TTEPIBAAAOV O€ TTPAYMATIKO XPOvo. ATTQITEI

TTponyMéVvEG OUOKEUEG AR, 6TTwg To Microsoft HoloLens.

3. VR - Virtual Reality

Mia TTAApwg dIadPAOCTIKA EPTTEIPIA OTTOU O  XPNOTNG
EIOEPXETAI O€ Eva eVTEAWG WN@Iako TTepIBAAANov, ouvhBwg
Méow piag €1dIkAG ouokeung (VR headset). AvtikaBiotd

TOV TTPAYMATIKO KOO0 UE Evav Yyn@Iako.
4. AR - Augmented Reality

MpooBéTel Ynelokd TTEPIEXOPEVO OTOV TTPAYMATIKO KOOUO
MEOW OuoKeUWV OTTWG smartphones 1 yuoAid AR.
Mapadeiyuata TepihaupBdavouv 10 Pokémon GO kal Ta

QiATpa AR OTa PEOA KOIVWVIKNG OIKTUWONG.



Extended
Reality (XR)

Umbrella term for any technology that alters reality
by adding digital elements to the real-world
environment to any extent

Augmented Mixed Virtual
Reality (AR) Reality (MR) Reality (VR)
View of the physical or Blend of the physical or real-world with View of a fully-immersive
real-world with an overlay digital or virtual elements where physical digital environment
of digital elements and digital elements can interact
L ]
| 1
Low High
Immersion Immersion
Physical or real-world Virtual environment

environment

AR vs. MR vs. VR

Nt St
Augmented Reality (AR) Mixed Reality (MR) Virtual Reality (VR)
, , aview of the physical world with a view of the physical world with an averlay a fully-immersive digital
ElKovag a'n'o [1 ] an overlay of digital elements of digital elements where physical and enviranment

digital elements can interact



Virtual Reality Headset or Head Mounted Display (HMD)

‘Eva VR Headset i Head-Mounted Display (HMD) €ival pia OUOKEUN €IKOVIKAG TTPAYMATIKOTNTAG TTOU QOPIETAI OTO KEQAAI Kal
KOAUTITEI T PATIO (KAl O€ OPIOUEVEG TTEPITITWOEIC Ta AUTIA). MNapéxel pia TTANPWS dIadpacTIKA euTTeipia VR, YETAQEPOVTAG TOV

XPRoTn o€ éva €IKOVIKO TTEPIBAAAOV.

Kupio XapoKTNPIoTIKA:

1) Evowpatwpuéveg 086veg — MpoBdaAAouv TO €IKOVIKO TTEPIBAAAOV PUTTPOCTA OTA PATIO TOU XPHOTN.
2) Avixveuon kivnong — XpnoIUoTTolEi aloOnTAPES yIa va TTAPAKOAOUBEI TIG KIVAOEIG TOU KEQAAIOU KAl TOU CWHPATOG.
3) 'Hxog 3D — Z¢& opIohEVa HOVTEAQ, EVOWPATWVEI XWPIKO X0 YIA TTI0 PEQAIOTIKI EUTTEIPIAL

4) EAeykTéG XeIpO6 (Controllers) 1 Avayvwpion Puacikou Xeipdg — EmTpémouv TRV aAAnAeTTidpacn pe Tov yneiako k6o uo.

PoAoc Tou VR Headset:

1. Aeiroupyei wWg "TUAN" yia TNV €i0000 TOU XPROTN OTNV EIKOVIKH TTPAYHATIKOTATA.
2. Emrpétrel TARpPN euBUBIoN (immersion) oTov Yn@Iiako KGO Uo.

3. XpnolyoTroigital o€ gaming, eKTTaideucn, TTPOCOUOIWOEIS KAl ETTAYYEANATIKEG EQAPUOYEG.



) [Mapadeiypyara 2UOKEUWVY
m VR headset

Meta Quest 3 (previously Oculus)

Microsoft HoloLens 2

Apple Vision Pro

HTC Vive




Baoikd opéonua oTnVv ICTOPIA TNG EIKOVIKAG TTPayHaTIKOTNTAS (VR)

H ATTOAUTn "O Opog Facebook/Meta
Oelovr] 1968 1985 E“(OV'K"'] AvopdCH TO
| : Mpayuamikéra Oculus . The VR
momentum. 023

1 1

To ZmmaBi 1

5 tou :
AapokAn :
I

|

I
I
| 1987 Mnxavég
Arcade

Virtuality

} 1961
Headsight  vpL, Inc.

Apple Vision
Pro kai Meta
Quest 3
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|
|
|
|
|
|
|
|
|
Y TEPEOOKOTTIO :

Oculus Rift

| : 2014
! 1989
| 191 | 2010
1838 1935 NASA VR :
Training
, 2007
Ta lNvakia Tou Simulator for Google Street

MNuypoAiwva Astronauts View



1838: Ztepeoyia Kal ZTEPEOOCKOTTIO

O Sir Charles Wheatstone 1repiypd@el Tn oTepeogia, 0dnNywvTag oTnv EQEUPECT TOU OTEPEOOKOTTIOU.

2repeoyia NG 816BaAuNg 6paong cival n IKAvOTNTA TOU YKEPAAOU va cuvOUACE! TIG EAAPPWGS BIAPOPETIKES
€IKOveG TTou AauBdavouv Ta duo pdaTia, dnuioupywvtag €101 TNV aicbnon tou BdBoug Kal TnG TPICdIACTATNG

avtiAnyng.

Eikoveg atro [2],[3]

The Wheatstone mirror stereoscope.



1935: Ta NnvaAia Tou lNMuypaAiwva - 1956: Sensorama

O Stanley Weinbaum &nuooietel 1o difynua O Morton Heilig dnuioupyei T0 Sensorama,
Ta NuaAid Tou MuypaAiwva, TTEPIYPAPOVTAG ™V TPpwTN Pnxavry VR 1mou dieyeipel OAeg TIg
MIO OUOKEUR TIOU TIPOCQEPEl  EIKOVIKEG aiobnoeig (6paan, NXog, Ayylyua, ooun).

EuTTEIpiEG,  atTOTEAWVTAG  TTPOOPOUOG NG

évvolag VR.

PYGMALION'S
SPECTACLES

By STANLEY G. WEINBAUM

Author of “The Black Flame,” “A Martian Odyssey,” etc.
2l Publicatiors, ine,

Eikova até [2]




1961: Headsight

To Headsight atmé Toug Comeau kail Bryan €ival n rpwtn 086vn ke@aAig (HMD) pe TTapakoAouBnon Kivnong.
QoT1600, autd dev XPNOIUOTTOINBNKE yIa €IKOVIKY TTpayuaTikotnTa. O 6pog dev uThpXe Kav TOTE! AvaTTTuxOnke

yia TOV OTPATO YIa va ETTITPETTEI TNV OIAOPACTIKA ATTONAKPUOMEVN TTAPAKOAOUBNON ETTIKIVOUVWY KOTAOTACEWV.

Eikova até [4]




1965: H ATr6AuTtn 006vn - 1968: To Z1abi Tou AauokAR

O Ivan Sutherland trapouoiddel Tnv €vvola NG AméAutng 086vng,
EVOG €IKOVIKOU KOOPOU TTou gival aduvarto va OlakplBei atrd tnv

TTPAYMATIKOTNTA, HECW HIOG TTPONYHEVNG TEXVOAOYIAG UTTOAOYIOTH).

O Sutherland kar o paBnm¢ Tou Bob Sproull dnuiolupynoav To
TpwTo HMD  €IKOVIKAG TTpaydaTiKOTNTAG, TO «XTrafi  Tou
AapokAR», TO OT0I0 NTAV OUVOEDEUEVO WE  UTTOAOYIOTH Kl

TTapouciade atrAd 3D povtéAa. Ta poviéAa aAAalav TTPOOTITIKA ME

TNV Kivnon Tou KeQOAIOU, xdpn OTO OoUCTNUA TTapakoAoubnong.

QoT1600, AOYyWw TOU BApoug Tou, deV AVATITUXONKE TTEPAITEPW KOl

Eikova até [2]

TTOPEPEIVE Eva EPYACTNPIAKO TTPOTIEKT.



1985 VPL Research, Inc. - 1987: O Opog "Eikovikn NMpayyatikéTnTa™

O Jaron Lanier ka1 0 Thomas Zimmerman idpucav 1nv VPL Jaron Lanier kdvel dnuo@iAr} Tov 6po EIKOVIKA
Research, Inc. Auti n €Taipeia €ival yvwoT wg n TTpwTn MpayparikéTnTa VR evw ¢gpydletal otn VPL
TTOU TTWANCE YUQAIG Kal yAVTIA EIKOVIKAG TTPAYUATIKOTNTAG. Research.

Avémrtuéav gl oeipd  ammd  e€ommAioyd VR, OTTwWG 1O

DataGlove, To EyePhone HMD kai Tnv Audio Sphere.

Eikéva atro [2]




1989: NASA’s (VIEW) Project

To 1989, n NASA, pe 1n BoriBeia 1ng Crystal River Engineering,
dnuioupynoe 10 Project VIEW, évav tmrpooopoiwtd VR yia tnv
ekTTaideuon Twv actpovautwy. To ouotnua VIEW ouvduaoe €va
Kpdvog Me yavmia yia oAAnAemmidpaon péow TNG aQng, Kal n
TEXVOAOYIO QUTWV TWV YyavTiwv odnynoe aoTn dnuioupyia Tou
Nintendo Power Glove. O Scott Foster idpuoce tnv Crystal River
Engineering Inc. yia Tnv avamrtuén Tou nXnTIKoUu JEPOUG Tou £pyou,
ME TNV €TaIpEia va avatTuooel emegepyaoia binaural 3D fxou o€

TTpaypaTiké xpdvo yia 1o VIEW.

Eikova ato [2]



1991: Mnxavég Arcade Virtuality — Maixvidia Eikovikig MNMpayHaTikoTNTAG

Aavodpovtal ol TTpwTeG Pnxavég VR arcade atmd Ttnv
Virtuality,  mpoogépovrag 3D  Traixvidia  pe VR

AAANAETTIOPAON KAl EVIOXUPEVA YPAPIKA.

.....

Eikova ato [2]

Etaipieg koAooooi TnG Blopnxaviag BIVIEOTTAIXVIOIWY OTTWG
n SEGA & NINTENDO, apyiouv va treipapati¢ovral yupw

atro TNV I0EA TTAIXVIOIWV EIKOVIKNAG TTPAYHATIKOTNTAG.

ANNG N EAAEIYPN XPWHATIKWY YPOPIKWY, UTTOOTAPIEN aTTo TO
aTTaPAiTATO AOYIOHIKO Kal UAIKO Kal n augnuévn duogopia

TWV XPNOTWVY 0dnyouv o€ aTToTUuXIa.



2007: Google Street View
H emroxn Tng EikovikAg MpayuaTikéTnTag Kol TwV Ala-0paoTIKWV EQapuoywv.

H Google dnuioupyei 10 Google Street View, pia TEXVOAOyia TTou
TTapoucidletal otoug Xapteg Google kal oto Google Earth 1Tou TTapéxel

Ola dpaoTiké TTavopduaTta atmd B€oelg og TTOANOUG dPOUOUG OTOV KOO UO.

To Google Street View &ekivnoe 1o 2001 pe to Stanford CityBlock Project,
éva epeuvnTikKO €pyo Tou lMavemmoTtnuiou Stanford tmou xpnuaTtodoTtronke

atoé Tnv Google.

To €pyo oAokAnpwOnke Tov louvio Tou 2006 Kkai n TEXVOAOyia TOU

avadITTAwenke oTo Street View.

Eikova atmo [5]



2010-2014: To Mpétutro Oculus Rift kail n e§ayopd Tou armrd T Facebook/META

P\
O Palmer Luckey atmoKoAUTITEl TO TIPWTO TIPWTOTUTIO TOU m

Oculus Rift, avavewvovtag 10 evdilagépov yia v VR Kai ’

EVIOXUOVTOG TNV AVATITUEA TNG OTNV ayopd.

O Palmer &ekivnoe uia ekoTtpateia Kickstarter yia 1o Oculus Rift

TTOU OUYKEVTPWOE 2,4 eKATOUPUpPIa OOAdpIQ.

H Facebook/META egayopddel Tnv Oculus yia 2 dioekaTtouuupia

OOAGpIa, ONUATOOOTWVTAG MIA ONUAVTIK OTPO®H OTNV I0TOPIA

™G VR Kal avoiyoviag 1o OpOuo via TIG MEANOVTIKEG VR
TTAQTPOPUEG.

9,522 backers pledged 52.437.42010 help
being this project 1o e,

Eikova até [2]



2023 - ... . Apple Vision Pro ka1 Meta Quest 3, Sony PS.....

H Apple Aavodpel 10 Vision Pro, eviy n Meta kukho@opei 1o Quest 3,

EVOWMATWVOVTAG MIKT TTpaydaTikéTnTa (VR Kol AR) Kal TTPOXWPWVTOG

oTIg emOueveG eEeAiCeic TNG VR TexvoAoyiag. Etaipieg Maixvidiwv 61Twg n

SONY Aavodpouv vEeg TexVoAoyieg kal Traixvidia VR.




Narti VR E@apuoyég?

1) AiadpaoTiki EpTreipia:
Anpioupyouv pia peaAioTIKR, TTARPWGS dia dpACTIKY aioBnaon, evioxUuovTag To evOla@EPOV Kal TNV aAAnAeTTidpacn Tou XpAoTn.
2) NMpooopoiwon MNMpayparikou Kéouou:
Emrpétrel oTov XproTtn va €10€ABEI Kal va aAANAOETTIOpAoEl o€ PEAAIOTIKOUG £IKOVIKOUG KOOUOUG.
3) AvBpwTTOoKEVTPIKN ZXediaon:
E@apuoyEég yupw atrd TIG avAYKES Kal TIG ETTIBUUIES TOU XPAOTN, TTIPOCQPEPOVTAG ECATOUIKEUUEVN EUTTEIPIAL.
4) Kivntpo & EvOouoiaouog & ZUPPETOXA:
EvBappuvel Tn yadnon kai Tn 6pdcon HECw aAANAETTIOpAONGS Kal TTPOKANCEWV.
5) Meiwpéveg NMapeuPoAég:

Anpioupyei Eva TTEPIBAAAOV XWPIG ECWTEPIKES DlATAPAXES, EVIOXUOVTAG TNV ECTIACN KAl TNV TTAPAYWYIKOTATA.



Mepwka IlpopAnuata & Mepropiopot Tov VR.

s Motion Sickness/Cyber Sickness (NauTia Kivhong)
¥ EmAngia kol ZaAdada

s AuokoAia Zxediaong kal KatTaokeung

s YmepOéppavon ZUCKEUWYV

% AuokKoAia BeATioTotroinong

< Amaitioeig yia KaAdé Ailadiktuo, YroAoyioTi Kai NMépoug



Epeuvnrikd Media MeAéTng & E@apuoyng VR

v/ Computer Science

v' Computer Graphics

v' Human-Computer Interaction (HCI)
v Artificial Intelligence (Al)

v Psychology

v" Neuroscience

v Engineering (Electrical, Mechanical)
v Design (UI/UX Design)

v Physics Simulation

v Cognitive Science

v" Architecture and Urban Planning

v' Game Design and Development

v Robotics

v Medical and Healthcare

v Education and Learning Technologies

v Entertainment and Media Studies

v" Social Sciences

v Telecommunications

v Law and Ethics (e.g., privacy, regulations)

v Marketing and Consumer Behavior



H Anuioupyia piag VR E@apuoyng givai lMNepitrAokn!

H dnuioupyia piag VR e@appoyng epIAapBavel apKeToUS KPioIuoug TOUEIC TTou ouvepyAalovTal yia TV TTapaywyr] Tou TEAIKOU
TTP0I6VTOG. O oUVOUAOHUOS QUTWY TWV TOMEWV ETITPETTEI TNV AVATITUEN MIAG TTARPOUG Kail 8o OpaaTIKNG euTTEIpiag. Mepikoi atrod
auTtoug givai:

2xedlaouog Mpagikwy (Graphics Design) — Anuioupyia peaAIOTIKWYV YPAPIKWY Yia TO VR 1TepIBEAAOV.

2xedlaouog Aietragpng Xpiorn (Ul Design) — Zxediaon Tng S1acUvdeoNG yia euXApIOTn Kal AEITOUPYIKA EUTTEIpI XPrOTN.

KivoUpeva Zxédia (Animations) — AvATTugn KIVOUPEVWY OTOIXEIWV yia TTI0 PeaAIOTIKA aAAnAeTTi®paon ato VR.

AAAnAemridpaon AvBpwirou-YtroAoyioth (HCI) — MeAETn kai BeEATIOTOTTOINON TNG AAANAETTIOPAONG TOU XPOTN ME TV EQAPUOYT).
Mpoypappatiopdg pe C# — Xprion tng YAwooag C# yia ToV TTPOYPAUMATIONO TG EQAPPOYAG KAl TN aUvOean Pe Th unxavh TTaixvidiwy (1r.X. Unity).
AikTua (Networks) — Anuioupyia ouvdeong yia multiplayer eptreipieg, .. 010 Metaverse.

Ag@nynon lotopiwv (Storytelling) — AvAtTTugn NG TTAOKNG KAl TNG aQrynong yia TNV EUTTEIPIA TOU XPROTh.

MeAéreg Mepitrrwong (Case Study) — AvaAuon Twv AvayKwv Kal TNG atrodoxns TNG EPAPPOYRS aTTd TOUG XPOTEG.

ZratioTik) AvaAuon (Statistical Analysis) — AvdAuon dedopuévwy XprnaoTn yia BEATILOEIG KAl avayvwpion TACEWV.

Brpa Aokipwyv (Beta Testing) — AoKINEG TNG EQAPUOYNG OTTO XPHOTEG YIA TNV £€€UPECN OQAAPATWY Kal BEATIWON TNG EPTTEIPIAC.

Texvikég KaBapol Kwdika & BeAtiototmroinong (Clean Code & Optimization)—  AvTIKEIUEVOOTPOQEIG TTpoypauuatiopdg, CamelCase writing,

Alayeipion gvAaung, KTA.



MNapadeiypata AR E@apuoywyv - Assembly

MARMA: A Mobile Augmented Reality Maintenance Assistant for Fast-Track Repair Procedures in the Context
of Industry 4.0. [7]




Industrial Area (Personnel Readiness & Safety, Production,
Workflow, Training & Tutoring)







H Znpacia Tou Awpedv Aoyiopikou Kail AvoixTtou Kwdika otnv
Avobdo Twv Epappoywyv VR

& unity @ x|

U EHIH;EEAL Meta Quest Link
00
00

GitHub
I u Meta XR All-in-One SDK

ol WiswalSiteie
®
blender




Case study: Cognitive Rehabilitation & Occupational Therapy
Application

MNpoBAnua: H amoBepartreia amaitei cuvexr UTTOGTAPIEN ATTO EIBIKO, AKOWN Kal OTAV TO TTEPIOTATIKG gival eAagppu, Kal

TTPAYMOTOTTOIEITAI HEOW OUVEDPIWV TTEPIOPIOHEVNG BIAPKEIAG, EVW Ba PUTTOPOUCE va YiveTal atro Tov idlo Tov XprioTn GTO OTTITI TOU,
ME TNV KAaTGAANAN kaBodrynon.

18€a: ©¢houpe va BNUIOUPYICOUPE UIa EQAPUOYNA EIKOVIKAG TIPAYUATIKOTNTAG KAl VO EVOWUATWVOUHE £Va TIPOKTIKO OEVAPIO
ATTOKATACTACNG UVAKNG KAl hIa evOIa@épouca AoKNoN ATTOKATACTAONG AVw AKPWV.

2TOX0G: VWaTIKA 600 Kal yIa KIVATIKI] aTroBepaTreia og ueyaAUTePO Baduo.

Koivé-XpRoTeg: Na oTtoxelsl Gropa TTou €1MIBUPOUV ypriyopn £TTIOTPOPH OTNV £PYO0ia PETA OTTO TPAUMATIONO Kal EVIOXUE TN

QUOIKI KAl YVWOTIKA avOeKTIKOTNTA 60wV £pyAlovTal O€ QTTAITNTIKA ETTAYYEAUATIKA TTEPIBAAAOVTA.

Me Tn BeATiwon TNG TTPOCRACINOTNTAG KAl TG EVEPYOTTOINONG oTn dladikacia ammokaTdotaong, N epappoyr VR pag evOUVaUWVEI
TOUG UTTAAAAAOUG Kal TOUG ETTAYYEAUATIEG UYEIOVOMIKAG TTEPIBaAWNG, avoiyovtag Tov OpOPOo YIO TTIO OTTOTEAEOUATIKEG KAl

e€ATOMIKEUNEVEG AUOEIG BepaTTEiag.



NMwg va kavete Tn OIKA cag E@eapupoyn VR !

Generator Generator
T
Y A
980¢ ©0o
Menu Scene e ey
' ™ 4 ™
Memory -, @ @
(BaERE [ L — "’ I _’_Successes ) 00 - :
Errors @ Unity® s
Physical [ 17
Exercise _ J o /

a:, Beta XR Aldkin-One SOK

Application - >
Options

%

A ¢
—  ———
METRICS
d VR APPLICATION.apk

Quit

8000

SIMULATION ENVIRONMENT




BeAtiwon Eptreipiag Xpnotn og VR : HCI - GAMEFICATION -
LEVELING

HCI (AAAnAeTTidpaon AvBpwirou-YTroAoyioTh)

1. AiuoBnTIKA Kol QUOIKA aAANAETTIOpaaCN yia KOAUTEPN EUTTEIPIAL.

2. BeAtiwon UX/UI pe oTtoixeia OTTWG KOUUTTIA, KEIMEVA, EQE, QWTIONOG, KIVATEIG.

3. Kpioipgog poAog otnv eupUBIoN/diadpaon Kal Tn XpnoTIKOTNTA Tou VR TTepIBAAAOVTOG.

Gamification (Maixvidotroinon)
1. MpooBnkn aToixeiwyv TTaixvidIiou yia ad§non cUuPMETOXNS & TTapakivnong.
2. EvBappuvel Tn S1adpacTIKOTNTA KAl KAVEI TNV EUTTEIPIA TTIO EUXAPIOTN.

Leveling (EtritTreda)

1. Anpioupyei aicBnon rpoddou kal avTauoIBEG.

2. Evioxuel Tnv ag@oaiwaon Kal To KivnTpo Tou XpRaoTn.

3. BonBa otn diatpnon TnG EMTTAOKNAG & pabnong péow otadiakng CENIENG.



T1 epyaAcia 0a XpeiaoTOUME?

1. Unity (Real-time Graphics Engine) >> lNapéxel 1o TEPIBAANOV epyaciag yia TNV avATITuén Kal arrodoon YPaPIKWY €
TTPAYHATIKO XPOVO.

2. Object Scriptable >> Aivel Tn duvatdTnTa dnuIoupyiaG AAANAETTIOPACEWYV KAl CUHTTEPIPOPWV AVTIKEINEVWV HECW TOU
KWOIKA.

3. C# >> H yAwooa 1TpoypapuaTtiogou TTou Xpnoigotroleital otnv Unity yia tnv avarmtuén Aoyikng kal aAAnAETTidpaong Pe ta
QVTIKEIPEVQ.

4. Export as APK >> E¢aywyn Tng epapuoyns oc apxeio APK (Android app), To o110i0o PTTOpEi VO QOPTWOEI KAl va TPEEEl O€
éva VR headset.

5. Meta-All-in-One SDK >> NakéTo epyaAciwy yia epappoyég VR, repIAaupavel ETolpeg pedoédoug.

6. Blender >> To Blender cival éva dwpedv Tpoypaupa 3D oxediaong TTou XpnoIYOTIOIEITAI yIa va dnuIoupyouuE TpIodIdoTaTA
MOVTEAQ, UPEG, KIVIOEIG Kal animation.

7. Meta Quest 3 Headset & Quest Link App >> Xprijon Tou Meta Quest 3 Headset yia Tnv rpoBoAn Tng epappoyns VR
Kal TNG epappoyns Quest Link yia cuvdeon tou PC-Unity pe 1o VR headset yia dokipgég Kal avatrTuén.



Unity & Blender

Unity

v NAat@éppa avarrtugng yia aixvidia & VR e@apMoOyEg.

V' Ymootnpilel 2D & 3D ypa@ikd, TroAAatTAég TTAaT@opueg (PC, Mobile, VR).

V' Xpnoiyotroiei C# yia scripting kai €xel TTAoUC10 £pYaAEio yia QUTIKN, X0, YPOPIKA.
v/ 18avikn yia ypRyopn avaTtrTuén dIadpaaTIKWV EUTTEIPILIV.

Blender

v' EpyoAgio avoixTou KWdIKa yia dnuioupyia 3D MOVTEAWY Kal AVIMICEWV.

V' 18aviko yia govTeAoTroinon, sculpting, texturing kai rendering.

v\ JupBatd pe Unity yia e€aywyri 3D povTéAwv Kai assets.

V' AuvatdnTeg yia animation avTiKEIPEVWY KOl XOPAKTAPWV.

Ae®)blender




H C# cival yio YAwood TTpOYPOMHATIOMOU TTOU XPNOIMOTIOIEITAI VIO VO YPAWOUUE EVTOAEG TTOU AEVE GTOV UTTOAOYIOTHA TI VO KAVEI.
XapnAou emmitrédou, TTOAU ypriyopn Kail KaAr dlaxeipion pvRung Kal Trépwv.

NMwg XpnoipotroioUpe Tn C# otn Unity;
21N Unity, n C# xpnOIYOTIOIEITAI VIO VO YPAWOUUE SCripts (KWOIKEG) TTOU AEVE OTA AVTIKEIMEVA OTO TTAIXVIdI TI VO KAVOUV.
['la Tapdadelyua, av BEAouUE va KAVOUUE €va AVTIKEIMEVO VA KIVEITAI I va avTIdpd o¢ KATI (TT.X. 6Tav TO TTATAG), YPAPOUE

éva C# script.

AvTikeipyevooTpé@eia (Object-Oriented Programming):
*AVTIKEINEVOOTPEPEIO ONUAIVEI OTI XWPICOUWE TO TTPOYPAUMA HAG OE AVTIKEIMEVA TTOU £XOUV IBIOTNTEG KOl EVEPYEIEG.
*>1n Unity, Ta avTIKEigeva gival Ta game objects (1T.X. XOPOKTAPES, AVTIKEIMEVA, KANEPEG).
*KdaB¢ avTikeiyevo PtTopEi va €xel 1810TNTEG (TT.X. BE0EIG, TaXUTNTA) KAl UTTOPEI VO KAVEI EVEPYEIEG (TT.X. VA KIVEITAI, VO EKTEAET
MIa evépyela OTav TO TTATAG).

Mapddeiypa otnv Unity:
*>1n Unity, 6Tav dnuioupyoupe éva vEo avTiKeipgevo (TT.x. éva Cube), uTTopoue va 10 EAEyEouuE XpnoidoTTolwvTag C#

scripts.
*AuTO TO Script Aé€l OTO QVTIKEIUEVO TI va KAVEI OTAV EEKIVAEI TO TTaIXVidI 1] OTav cupBaivel KAt oTo TTEPIBAAAOV Tou (TT.X. OTaV

XTUTTAOEI KATI VO AAAGEEL XpWHQ).



Microsoft VISUAL STUDIO IDE

To Microsoft Visual Studio €ival éva epyaAgio TTPOYPAUMATIONOU TTOU XPNOIKMOTTOIOUKE VIO VO dnNUIOUPYOUNE EQAPUOYEG,
omrwg Traixvidia kai VR epappoyég. ‘Eva ohokAnpwpuévo tTepIBaAlov avattuéng (integrated development environment, IDE)
gival pia oouita AoyiouIKoU TTou BonBdel oTnv avaTtrTugn TTpoypapudTwy utroAoyioTh. ZuvABbwg éva IDE trepIAauBAavel KATTOIOV
ETTECEPYOOT TTNyaiou KWOIKA, €vav METAYAWTTIOTH, €PYyaAgia autouatng TTapaywyns KwoIKA, OTTOCQOAPOTWTH, OUVOETN,

ouoTnua eAéyxou ekOOOEWV Kal EPYOAEIa KOTAOKEUNG YPAPIKWY dIOCUVOECEWY XPNOTN YIA TIG UTTO aVATITUEN EQPAPMOYEG.

Eivai 18aviko yia va ypdeoupe Kwdika yia Tnv Unity (1o Tpdypaupa TTou XpnoiuoTroiouue yia VR).

BonBd va diaxeipioToUpe Kal va S10pBwooupE Tov KWOIKA PE EUKOAO TPOTTO.

MAgoveKkTAMATA:

Euxpnoro:

Avayvwpion Z@aApdtwy (debug): MmTopoUpe va evioTrioouue Kal va dlopBwaooupe ypriyopa Ta AGBn oTov KWwaIKa.



QUEST LINK App

Ti gival To Quest Link;

1. Aetragn mou ouvdéel Tov utroAoyioTh (Unity) pe Ta Meta Quest 3.
2. Emrpémel Tn Sokiyn & e§aywyn epapuoywyv VR atrd 1n Unity ota yuaAid.

MNarti To XpelalOpAOTE; m

Meta Quest Link
App

1. Alaouvdeon & emikoivwvia petatu PC & VR headset.
2. TeoTdpIOHA EQAPHOYNAS O TTPAYHATIKO TrEPIBAAAOV VR.
3. E€aywyn Android app armeubeiag ota Meta Quest 3.



o9

Meta XR All-in-One SDK

META All-in-One SDK

To All-in-One SDK eival éva TrakéTo epyaAgiwv mou repIAauavel apketd Meta SDKs Kal TIpoo@EpEl AEITOUPYIES YIa
TpoXwPNHEVN ATTOd00N KAl EVTUTTWOIOKEG EMTTEIPIEG TOOO OE EIKOVIKA 000 Kal O¢ MIKTA TTpaypaTikéeTnta. Otav 10

€I0AYOUUE O€ HIa EQapuoyr, TTEPIAQUBAVEI auTOUATA TIG ATTAPAITNTEG EEAPTAOCEIG KAl TA £EMG TTAKETA:

* Meta XR Core SDK: Baoiké TTakéTo yia Tnv uhotroinon g eutreipiag XR (Extetapévn MNpaypatikdtnta).

* Meta XR Audio SDK: lNpoo@épel epyaleia yia fxo o€ eutrelpieg XR.

* Meta XR Haptics SDK: Alaxeipietal TIg dOVAOEIG KAl TIG ATITIKEG AVTIOPATEIS YIa AAANAETTIOpACN PE TO XPNOTN.

* Meta XR Interaction SDK Essentials: MNapéxel Baoikd epyaAeia yia Tnv aAAnAeTTidpacn Tou Xpriotn he 1o TrepIBaAAov XR.
* Meta XR Interaction SDK: Evioxuuéva gpyaAgia yia o oUvOeTeG Kal peaAIOTIKEG AAANAETIOPAoEIG O0TO TrEPIBAAAOV XR.

* Meta XR Platform SDK: Alaxeipion kalr ouvdeon NG E@apuoyng Ye Tnv TAateopua XR 1ng Meta.

* Meta XR Voice SDK: Evowpatwaon ¢wvnTiKAG avayvwpiong Kal GuvNTIKWY EVTOAWV.

* Meta XR Simulator: EpyaAcio yia mn dokiyf Kal Trpoocopoiwaon Tng eutreipiag XR.

*  Meta Mixed Reality Utility Kit: MNakéto pe BondnTikG epyaAgia yia Tn dnuioupyia Kai dlaxeipion PIKTAG TTPAYHOTIKOTNTAG.



NMwg 0a agioAoynooupue pia VR epapuoyn?

MNa va aglohoyriooupe pia epapuoyn VR, TTpéTrel va XpnoiyoTroinooupe didgopeg uebddoug ou Ba pag Bonbricouv va
KATAvVONOOUME TNV TTOIOTNTA TNG, TNV EPTTEIPIA TOU XPAOTN KAl TN AEITOUPYIKOTNTA TNG:

1) Beta Testing: E@apuoyr o€ TrEPIOPIGUEVO KOIVO YIa EVTOTTIONSG GQAAUATWY Kal BeATIOTOTTOINGN.

2) EpwtnuatoAodyia: ZuAAoyr avatpo@oddTnong yia TNV TToIGTNTA Kal TNV IKAVOTTOINGN TWV XPNOTWV.

3) Feedback amré XpnoTeg: AvaAuon OTaTIOTIKWY, KPITIKWY Kal BaBuoAoyiwv atrd Toug TEAIKOUG XPrOTEG.

4) KPI (Key Performance Indicators): Metpiioeig ammédoong 6Trwg xpdvog Xpriong, diatinpnan xpnoTwy Kal aAAnAeTTiOpaan.
5) AgloAéynon XpnoTikoTnTag: AOKIUA EuXPNOTIag Kal d1aiotnTIKOTNTAG TNG EPAPHOYAS.

6) AgloAdynon Amodoong: Métpnon Tng TaxUTNTAG KAl TNG OJOASTNTAG TNG EPAPHUOYAG.



Cognitive Rehabilitation & Occupational Therapy
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---------------- Tutorials -----------=-===-m oo
https://www.youtube.com/watch?v=D8_ vdJGOUZ8
https://www.youtube.com/@Brackeys

https://unity.com/download 1
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3. https://www.youtube.com/@CainOnGames
4
5
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2. https://'www.blender.org/

3. https://developers.meta.com/horizon/develop/unity

4. https://developers.meta.com/horizon/documentatio
n/unity/unity-link

https://www.youtube.com/@acegikmo
https://www.youtube.com/@immersiveinsiders

Fundamentals of Computer Graphics (5th ed.), Steve Marschner, Peter Shirley

https://unity.com/how-to#all-ebooks

1
2
3. Real-Time Rendering, Fourth Edition, Tomas Akenine-Moller, Eric Haines, Naty Hoffman
4

C# Player's Guide (4th Edition), Whitaker RB Whitaker
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How to set up Unity

1) Goto https://unity.com/download

Download Unity

Download the world's most popular development platform for
creating 2D and 3D multiplatform games and interactive

experiences.

DOWNLOAD FOR WINDOWS = LEARN ABOUT LICENSING =

Available also for Mac or Linux



https://unity.com/download

Unity Hub 3.111

Mnyaiveté oTO PAKEANO TTOU KATERNKE TO

ekTeEAéOIMO apxeio UnityHubSetup (.exe) Installs Locate | install Edtor
ExkTeAéoTE TO apxeio kal EykaTtaoTtrioTe To Unity 3 Projects
Hub. = Installs

Avoitte To Unity Hub Ba {ntnBei va KaveTe = Comtachy
Aoyaplaopo, Tarriote 1o Create Account av dev
EXTE AoyapIaouO. —
AkoAouBeioTe Ta BrjpaTa Kal dnUIoUpynRoTE Eva B
TTPOCWTTIKG Aoyapliacud Unity.

A@ou kaveTe Aoyaplaoud, cuvdebeite oTo Unity
Hub.




MNMnyaiveté oTiIg puBUicEIg TOU TTPOYIA Kal opioTe License

Account settings

Unity Cloud

Manage licenses

Manage organizations

Account help
Send feedback

Troubleshooting

Sign out

Preferences

Licenses

Personal

Get help

Sun, Dec B, 2020

C Refresh




Add new license

Get a free personal license
Activate a personal license to use the free version of Unity Editor

Get a plan for your team
Compare and purchase Plus, Pro and Enterprise plans

Get a Unity Student license
Eligible students learn for free




Katepaote Unity Editor Version.

Unity Hub 3.11.1

|nSta||S Locate

Projects

All Official releases Pre-releases

Learn

Community

No installs, yet

Install Editor

Install Editor




Install Unity Editor

Official releases Pre-releases Archive

Unity 6

Install
Recommended version sta

Install

Install




Install Unity 6

Add modules Required: 12.49 GB Available: 59 GB

Microsoft Visual Studio Community 2022 Installed

' Android Build Support 449.53 MB 2.03 GB

v OpenJDK 112.25 MB 227.32 MB

»~ Android SDK & NDK Tools 1.23 GB 2.94 GB




dTia&te To 81ko0 oag [IpotlekT

P rOJQCtS New project

Installs
MODIFIED EDITOR VERSION
7 Learn

Community

No projects, yet.




New project
Editor Version: 6000.0.43f1 LTs
assets you need to start creating with the
All templates Universal Render Pipeline (URP).

Core s Read more
Universal 2D

Sample Core

Learning )
Project name

Universal 3D My project

Core

Location
High Definition 3D C:\Users\Dell\Desktop\Game design

Core

Kosmidis_Mixalhs
3D Mobile

Core
| Connect to Unity Cloud

Use Unity Version Control
2D Mobile

Cancel Create project




SET up Blender

O1rwg kai he Tn Unity akoAouBrioTe Tnyv idia diadikaoia yia To Aoyiouikd couitag blender :
https://www.blender.org/download/

The Freedom to Create

<, Download Blender

== Windows - Installer - v4.4

342MB « March 18, 2025

- N
e —— = -

s

macOS, Linux, and other versions v

Looking for previous vi



https://www.blender.org/download/

Set up Quest link

KartepaoTe kal EykataoTAoTe 0TO UTTOAOYIOTH O0QG TNV epapuoyn Meta Quest Link atrd tov
IOTOTOTIO:

https:// www.meta.com/ help/ quest/ 1517439565442928/

Getting Started

1. Install the Meta Quest Link app
on your Windows computer

-

You'll need at least 4GB of space on your computer and a
Windows computer that meets our minimum requirements to

install the app.
= Bp

[ OMetq 'S
h — Download app
.

H > | Learn more about Quest Link PC requirements
- \—\____-_

4
v
’q -

.



https://www.meta.com/help/quest/1517439565442928/

Oculus Rift S

Component Recommended Specs Minimum Specs

Intel i5-4590 / AMD Ryzen 5
1500X or greater

Processor Intel i3-6100 / AMD Ryzen 31200, FX4350 or greater

NVIDIA GTX 1060 / AMD Rad
Graphics Card / adeon NVIDIA GTX 1050 Ti / AMD Radeon RX 470 or greater
RX 480 or greater

G‘:‘:;ri::tgj . NV'D'AR(;T;Qi}?:rfgf‘e“:ifade°" NVIDIA GTX 960 4GB / AMD Radeon R9 290 or greater
Memory 8GB+ RAM 8GB+ RAM
Operating System Windows 10+ Windows 10+
USB Ports 1x USB 3.0 ports 1x USB 3.0 port
Compatible DisplayPort video Compatible miniDisplayPort video output (miniDisplayPort

Video Output
P output to DisplayPort adapter included with Rift S)



A@ou kateBdoeTe TNV epappoyn TNG Meta, Quest Link, Oa TTpETTel va KAVETE Aoyaplaoud oTn
Meta kal va ouvOoeBeiTe ue auTov.

‘Emreita 6a TTpETTEl e éva KaAwDIo va ouvdEoeTe Ta YUAAIG VR cag pe Tnv eTTIAOYH oUVOEDN

eQPOooV BEAETE va £xeTE evoupuaTn ouvdeon A Tnv €mAoyn Air Link yia ouvdeon péoo Wifi.
AVTIOTOIXEG KIVAOEIG Ba TTPETTEI va YivOuv KAl JEGA aTTd TIG PUBMICEIG TWV YUQAIWV EIKOVIKNAG
TTPAYMATIKOTNTOG.

Apyixr] oehiba Bev Bal e veuy mA yict Link, enedi n képra v Tou Hertoe oog Sev eivat oupPert pe curiv. Asite
BiBhoBrikn
— r r r
e Y ETuAé€te péGodo ocuvdeong
Pubpiceig
PN
. . — ~—
Asv Bpebnkav ouokevEg "k - @
Asv undpyouv cupParee € TIOU Vit EYOUV OUOYETIOTEL pf ] '
tov Aoyoploopo oag. Mpoc FIE PO CUOKEUT VIO VO EEKIVITOETE

O MpooBrikn ouokeuric

2uvdean Air Link

B Meta Quest Lin



OmnodntroTe cuPBaivel HECA OTA YUAAIG PITTOPEITE va TO BAETTETE JEOA ATTO TO
KIvnTO 0a¢ To 01T0i0 Ba £x€l TNV epapuoyr Meta Horizon, atrd 1o Playstore.

2TnNV oucdia ouvoEel T YUAAIA PE TO KIVNTO 0ag Kal KAvel TTpooAr 086vnc.



Import META All-in-One SDK in Unity

Mnyaivere oTo Unity Asset Store cvvdebeite pe to Aoyaploopd cag kat tapte to makéto META All-
in-One SDK
https://assetstore.unity.com/packages/tools/integration/ meta-xr-all-in-one-sdk-269657

Home > Tools > Integration > Meta XR All-in-One SDK

B Meta XR All-in-One SDK

Q0 Meta Yy (71) | @ (1029)

0| FREE
N Meta Quest 86

© 4534 views in the past week
Meta XR All-in-One SDK T e

License agreement Non standard EULA

= File size 2.4 KE


https://assetstore.unity.com/packages/tools/integration/meta-xr-all-in-one-sdk-269657

€ Lecture - SampleScene - Windows, Mac, Lint
File

Edit Assets GameObject Component

B KM~ & % | N I Ll
= Hierarchy #t Audio Mixer > Animator i @ Inspector
+v s 0o i g

04

P SampleScene
(7 Main Camera
£ Directional Light

General
Rendering
Sequencing

MNext Window Ctrl+Tab
< Persp

Previous Window Ctrl+Shift+ Tab
uts

Unity Version

Search

Asset Store

Package Manager

Text

TextMeshPro

Asset Management
Ul Toolkit

Visual Scripting

M Project B Console © Animation
5 s A i
(@@ Assets ~ Assets
Bm Scenes
@@ Packages
Bm Code Coverage
Bl Custom MUnit
Il Editor Coroutines

B TextMeshPro
imeline




B B L

B

B Package Manager
<4 = Packages: In Project = Sort: Name {asc) = Filters = Clear Filters

Unity Registry

In Project
e

My Assets

Built-in

& Code Coverage j [t i
& Custom NUnit 1206,
& Editor Coroutines 1.0.0 v
& JetBrains Rider Editor 3.0.28 v
& Profile Analyzer 1.2.2 ¥
& Settings Manager 201 v
& Test Framework 1.1.33
TextMeashPro 306 @
Timeline 176 @
Unity U 1.0:0
Version Control T
Visual Scripting 182 @
& Visual Studio Code Editor i
& Visual Studio Editar 2022 v

Last update Mar 26, 11:39 5

Code Coverage

& 1.2.5- December 20, 2023
£ isinstalled as part of the En: | feature.

From Unity Registry by Unity Technologies Inc.

com.unity.testtools.codecoverage

Description  Version Histary  Dependencies  Samples

Use this package to export code coverage data and repaorts from your automated tests. Additionally, the Code Coverag
Recording feature which allows capturing coverage data on demand, for manual testing or when there are no automate




a2 Package Manager

-~ Packages: My Assets * Sort: Name (asc) > Filters = Clear Filters

A\shtrays

Deprecated) Meta XR Interaction SDK OVR Samples

lacker Screen

ndustrial Models

vielon's Low Poly Office

veta XR All-in-One SDK

deta XR In

Jculus Integration (Deprecated)

simple Garage
sofa Set
sporty Girl
Jnity Factory

InityJapanOffice

Norkp a Tools

\[| 16 packages sho

asrdboard Boxes

stion SDK

7401
74.0.1

57.0.2-deprecated

4

L

e & e

e & & & e & & e

Meta XR All-in-One SDK Install
74.0.1- March 18, 2025

com.meta.xr.sdk.all

Description  Version History  Dependencies  Images

Meta XR All-in-One SDK is a wrapper package that depends on the latest version of all Meta XR SDKs, making it easy to get started with VR
development.

Overview
Purchased Date March 21, 2024

The Meta XR All-in-One SDK, com.meta.xr.sdk.all, bundles ¢
rendering, social and community LIJlIL.u q, and provides capa

eral Meta SDKs toget
pilities to build imme

vhich includes many features that offer advanced
e experiences in both virtual reality and mixed reality.

Looking for “”n| les? All-in-0ne itself does not cnn AII'I “’m,les but the
i \JI'I' _m"_m. =ume
nd in the Gculus Inte

ependencies it pulls in might - see the documentation on samples here
sackage-manager#meta-xr-samples) for more details. Additionally, larger
been moved to Github

mples&h=AT3akBpdyp3yYelLMKa-
JMpiMPTAGdoWINIKHrieL6IPOhASGCB30_w_

When installed, this package will pull in the following packages as dependencies

eta XR Core SDK (https://l.facebook.com/l.phpfu=htips¥% 3AK 2F ¥ 2Fdevelopers.meta.com% 2Fhorizon %
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File Edit s GameObject

ar Selection

Duplicate
Rename

Delete

Frame Selected

Lock View to Selected

Find

Search All..

Project Settings...
Preferences...
Shortcuts..,

Clear All PlayerPrefs

Graphics Tier
Im Cculus
Im Resources
Im Scenes
@ Packages
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Ctrl+Z
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Ctrl+A
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Project Setup Tool

Overview Documentation

This tool maintains a checklist of Froject setup ool
required setup tasks as well as best

practices to ensure your project is

ready to go.

Follow our suggestions and fixes to

quickly setup your project.

Current project status: There are 3 outstanding Required fixes.

- xE

Checklist Filter by Group: Al

Outstanding Issues (3) Fix All

Either the Oculus ¥R (com.unity xr.oculus) or OpenXR Plugin
[com.unity.xr.openxr) package must be installed through the Unity
Package Manager. It is recommended to use the OpenXR Plugin
(com.unity.xr.openxr) package.

The XR Plug-in Management (com.unity.xr.management) package must
be installed through the Unity Package Manager,

Manual selection of Graphic AP, favoring Direct3D11 Fix
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Project Setup Tool

Overview Documentation

This tool maintains a checklist of roject Setup T
required setup tasks as well as best

practices to ensure your project is

ready to go.

Follow our suggestions and fixes to

quickly setup your project.

Current project status: @ There are 2 outstanding Recommended fixes.

J =

Checklist Filter by Group : (Al

Recommended tems (2)
@ Beginning with v74, itis recommended to use the OpenXR

plugin fcom.unity xr.openxr) instead of the OculusXR plugin
{com.unity. sr.oculus).

@ Subsampled Layout should be enabled (in Oculus Settings)
to improve GPU performance when foveation is enabled.

Verified tems (79)
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Initialize ¥R on Startup
Plug-in Providers @
Ceulus
Open xR
Unity Mock HWMD

Infarmation about configuration, tracking and migration can be found below
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Information about configuration, tracking and migration can be found below
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