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«Me arouikn pou guBuvn kai yvwpilovrac 1ic kupwaels B, mou mpofAémrovial amé g
oiaraéeis tne map. 6 tou apBpou 22 tou N. 15699/1986, dnAwvw orTi:

1. Aev mapabérw kopudartia BiBAiwv r apbpwyv 1 epyaciwv GAAwv autoAeéei xwpic va
Ta MEPIKALIW OE EICAYWYIKA Kal XWPIC va avapépw 1o ouyypagéa, 1n xpovolovyia, 1
oeAida. H autoAeéei mapdBean xwpic cioaywyikd xwpic avagopd arnv mnyn, ivai
AoyokAomn. TNépav ¢ autoAeéei mapdBeong, AoyokAomn Bswpeital kai n mapdppacn
gdagiwv amo Epya GAAwv, auutrepiAauBavouévwy Kai Epywv OULQOITNTWY LIoU, KABWS
Kal n mapaBson aroixeiwv mou aAror ouvéAeéav n emeéepydabnkav, xwpic avapopd
arnv mnyn. Ava@épw Tavrote ue mANPOTNTA TV TTNYH KATw a1rd Tov mivaka 1 oxédio,
omwg¢ oTa mapabéuara.

2. Aéxouar 01 n autoAeéel mapdBeon xwpic eiIcaywyikd, akoua Ki av ouvodeUeTal
arrdé avaeopda aTnv 1nyn o€ KATrolo dAAo onueio Tou Kelpévou N oto TEA0S Tou, eival
avriypan. H avagopd otnv mnyn oto TEA0S 1T.X. HIag mapaypd@ou N piag oeAidag, dev
OIkaloAoyei auppagn edagiwv Epyou dAAou auyypapéa, E0TwW Kal TTapaAPPACUEVWY, Kal
mapouadiaan rous wg SIKN IoU gpyaaia.

3. Aéxouar 6T umrdpxel ETTIONS TTELIOPIOUOS OTO UEYEOOS Kai OTn aUXVOTNTA TWV
mapabeudTwy ToU UTTopW va evidéw OTnV gpyacia pou evrog eioaywyikwy. Kdbe
ueyaAo mapdbsua (m.x. o€ mivaka 1 mAaioio, KAT), TpoUTTOBETEl €I0IKES PUBUITEIS, Kal
orav dnuoaicveTal TPOUTTOBETEI TNV AdEIa TOU CUYypaéa 1 Tou €k6OTn. To idio Kai ol
TivaKes Kai Ta oxE0Ia

4. Aéxouai OAES TIS OUVETTEIES O€ TTEPITITWON AOYOKAOTTHS 1 avTiypang.

Huepounvia:  12/03/2021

O AnAwv

OP®ANIAHXE XPHZTOZ

(1) «Ormroiog ev yvwaoer Tou dnAwvel weudn yeyovora 1 apveital i amokpUTTel 1a aAnbiva ue
Eyypaepn utrevbuvn dnAwon

ToU dpBpou 8 map. 4 N. 1599/1986 niuwpeitar pe QUAGKIon TouAdyioTov Tpiwv unvwv. Edv o
UTTaiTIOS QUTWY TwV TTPAEEwV

OKOTTEUE va TTPOCTTOPIOEI OTOV EQUTOV TOU 1] O GAAov TTepIouaiakd opeAog BAamrovrag Tpitov N
okOTTEUE Va BAGwer GAAov, Tiuwpeitar pe kaBeipén uéxpr 10 eTwv.»









ITEPIAHWH
H texvoloyia tng Emauvinuevng Illpaypatikotntag (AR) xatagpepe va omdoer

TO @PAYHA aAVAPeod 0TOV IMPAYPATIKO KAl TOV WHPLAKO KOOPo. AV Kal
IPOKELTAL YL VEA TeXVoAoyla, epappoletal oe mMoAAoUg Topelg tng
Kabnuepivotntag Kal Tng emioTUng. TNV Tapolod MTUXLAKI epyaocia
mapouvotadetal n avamntuin piag epappoyng Emauvinuevng Ilpaypatikotntag
(AR) otov Ttopéa tng emioTnung tng ekmaidsuong, pe €KTEVI AvVA@Opd 0TNV
6tadikaoia tng vdomoinong Kat otnv pebodoloyia mou e@pappudoTnKe 0TO
npoypappa Unreal Engine 4. KUpia Aeittoupyla tng elval n OITIKOOOLnOn
TV 0UuyXopoimv tng K10dpag pe xpnon tpirodrdotatev (3D) poviedwv mou
epmAoutidouV TOV IMPAYHUATIKO KOOHO, emituyxavovtag Suvatotnta Oeaong
ammd 61a@QopeTIKEG ONTIKEG YOVIEE KAl KAT emeKtTaon petdadoon mAnpogopiag
mou aduvatel va amotuneBel oe evrumo péco. EmumAéov, n epappoyn Siver
THV SUVATOTNTA AVAIAPAYRYIC BLVTEOOKOINIEVOU UALKOU NE0W® AOKNOERV
pedetng xav mapexel 600 onpuavTikd epyaldeia, £va wgnelako Koupoiotnpt
KAl evav Wynelaxo petpovopo. Ltoxog tng eivar n 61dBeon xpnorpwv
Aelttoupylev, mou Kabiotouv tnv ekpabnon kiBdpag eukoAoTepn 61adikaoia

oe ouvduaopo pe ta mapadoorakd peoa expadnong (ouyypappata).






ABSTRACT
Augmented Reality (AR) technology has managed to break the barrier between the real

and digital world. Although it is a new technology, it is applied in many areas of
everyday life and science. This dissertation presents the development of an Augmented
Reality (AR) application in the field of educational science, with extensive reference to
the implementation process and methodology applied in the Unreal Engine 4 program.
Its main function is to visualize the guitar chords with the use of three-dimensional (3D)
models that enrich the real world, achieving the ability to view from different angles
and consequently the transmission of information that can not be captured in print
media. In addition, the application enables the reproduction of videotaped material of
study exercises and provides two important tools, a digital tuner and a digital
metronome. Its goal is to provide useful functions that make the guitar learning an

easiler process in combination with traditional learning tools (books).






EYXAPIXTIEX

Me tnv 0AoKA1pwON TNg IITUXAKTG epyaoiag pou, Ba 10eda va exkppaowm tig Oeppeg pou
euxapLotieg og 6Aoug dooug ouveBadav dpeoa 1] eppeca otV KOOVNOT)] Tg.

Apxixkd, euxapiot® Bepnd tov Si8aokovta tou padnpatog «ApXITEKTOVIKNG KAl
Avartuéng IMavyviov, xupro I'ieopyo Aoukdkn, yia tnv emotnpovik: tou kabodnynon, tig
umodeiferg Tou, Tn ouvexn vImooTPLEN Kal To apuelmto evolagepov mou £6e1le amo tnv apxn
HEXPL TO TEAOG.

Emiong, euxapiote tov xaBnyntn xiBdpag, kuplo ['idvvn Anuntpiou, mou pe ovotnoe
0TOV KOOPO0 TNg K1Odpag Kal KAt £IIeKTtao ouveBade oTny £UIIVeUon TOU OUYKEKPLIEVOU
B¢patog.

EmuAeov, 16waitepeg euxaplotieg Ba 110eda va amreubBive otoug Avopea Eoudidn xal
Apxovtouda 'koutdloUAn yia tnv moAutiun BonBeivd toug.

TéAlog, Ba 10eha va eX@PACK TNV EUYVOPIOOUVI] 110U 0TIV OLKOYEVELA 110U KAl 0TOUC
@lAoug pou yua OAn T ot pén), TN CUPIIAPAOTAOT KAl TNV Katavonor) toug, kad’ 6An tnv
Sudprela Twv omoudwv pou.









How do I play guitar in three words?
Practice, practice, practice.

—Michael Angelo Batio
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KE®AAAIO 1 Evocayenyn

H paySaia avamtuén tou udikou tev H/Y kal t@v Kivntov cuokeumv Tig tedeutaieg
deraetieg emetpewe oe texvodoyieg Emauvinuéevng Ipaypatikotntag (AR) va kavouv tnv
£UEAVLOT] TOUG KAl VA UHAAKOUV OtV Kadnuepvotntd pag og 51d@opoug Topeig, 0IImg ta
Birvteomaixvidia, ta peoa Kowmvikng Stktumong, tn dtaokeédaon, aAdd Kal og emotnpeg,
Om®g N ekmaideuorn), N WTPLKI KAl TO HAPKETIVYK.

‘Ocov agopd v ekmaideuon, 1 LKAVOTITA AUTWV TOV TEXVOAOYLOV VA eUITAOUTI{OUV
0 IePBAAAOV TOU IIPAYHATIKOU KOGHOU Jie IPOo0eTto WneLako UALKO KATAPEPVEL VA
petadwoel otoug pabnteg emurAéov mAnpogopia, Sivovtag toug Tnv SuvatdTnTa va
OIITUKOMIOL 00UV £VVOoleg KAl VA IAPATPT00UV TPLOOLAOTATO UALKO ad TOAAEG OTITIKEG
yovieg. ¢ amotedeopa, KaTa@ePVoUV va IIapEXoUV 0toug padnteég emurAeov Kivntpo yia
pabnon. I'V autdv tov Adyo, Snproupyeital 1 avaykn yia peyaAutepn eumlokr tov AR
TEXVOAOYLMOV OTOV TOIEA AUTO, 161KA 0TLg Pepeg pag Omou 1) e amootdoeng eKmaideuon
£Xel emKpaThHoel maykoopimng Adye tng mavénuiag.

H mapouoa mrtuxiaxr epyaoia mpoomadel va cupBAaAel og authyv tThv avaykn Kat
OUYKEKPLUEVA AITOOKOIIEL 0TO Va G1eUK0AUVEL TNV ekpnaBnon xiBdpag pe xpron puag
epappoyng Emauénuévng Ipaypatikotntag. H x1Bdpa amotedel eva amd ta mo
Orabedopeva Kol Snpo@LAn) HOUOLKA Opyava, e CURPETOX) o2 ToAAd £18n nouoikng
nmaykoopimng. Meyddo moocootd aut®v Iou emA£youv Ty eKpadnor) tng, IpoTipouy va eival
auTOSI8UKTOL, KAVOVTAE XPHON OUYYPAPNATOV eXkpdadnong xibapag xar S1a8£01110u UALKOU
mou umapxel oto ovadiktuo. Auth 1 pebodog Snuioupyet eAdetwelg ota onpeia OIou
AIIALTELTAL IIAPATIPN 0T TPLOOLA0TATOV OTOLXEL®V, KATL ITOU drmoteAel mpoBAnpa tooo ya
toug autodibaktoug KiBapioteg, 600 Kal Yyl aUToUg IIOU MPEIIEL VO OUVEXLO0UV TH eAétn
TOUG 0TO OMILTL PeTd amod eva padnpa pe Karmowov SAoKaAo.

Ztnv mapouod mTUXLaKL epyacia mapouotadetal 1) epappoyn Emauvinpévng
IIpaypatikotntag mou SnuroupynObnke, n omoia avartuxOnke oto npdoypappa Unreal
Engine 4. Xuvomtikd, oto KepdAalo 2 yivetal emokomnon tng vndpxouoag BuBAtoypagiag
1€ ava@opeg 0e SIIOTNIOVIKA apBpa ouvagr) Je To avTIKELIeVo ¢ epyaoiag. Lto
KepdAdawo 3 efnyeital o okomog tne epappoyng xat 11 pebododoyia mou akoAoubnOnxke yia
TNV avamtudl g e avagopd ota amapaitnta epyaleia. Xto Kegdlao 4 xat oto
KepdAdaro 5 yivetar avaAuTikr) Iepypa@r) ¢ UAOIIOLN 01 TOV ASLTOUPYLOV THE QAPIOY NG
Kau g Stema@rg Xp1j0T avTioTouxXa. LTo Ke@AAalo 6 ava@epovtal TeXvika Oepata xat
eploplopol tTng epappoyng. Tédog, oto Kepddaro 7 mapouoiadovtal KAIOLM OXETIKA
OUNIIEPACIATA.



KE®AAAIO 2 BiAvoypag@ikn Emokonnon

Yrdpxer mAnBopa Snpooteupévev pyaciev IIou agopoUV T XPI01 TEXVOAOYLOV
Emavgnpevng Ipaypatikotntag yevika 0to X®po tng eXmaibeuong Kal e161KA 0To X®POo TNG
016aokaAiag tng povoikng. H adieuon epyaoiov xar dpbpav £ylve oe pnxaveg avadrtnong
oe Baoerg 6ebopévav emotnpovikeyv apBpmv Kavovtag Xpnon Aeeav-KAediov e tug
Aoyikeg exppdoeig “augmented AND reality AND education”, “augmented AND reality
AND education AND music” kat “augmented AND reality AND guitar”.

To g propel va Xpnovporowndei n texvoloyia tng Emauénpevng
[MpaypatikotnTag yia exkmaideutikoug okomoug £xet armavtnOet amo toug Klopfer xau
Squire (2008), o oroiol urtootnpiéav neg 6ivel otoug pabnteg tnv duvatdotnta va
IIAPATNPI)00UV EMOTIOVIKA (PALVOUEVA TA OI0la £1val adUvaTto va Iapatnprjoouy oTnv
KaBnpuepivotnta toug, OIImg yid mapaderypa ou Xnpikeg avtidpdaosig. AAAa mapadeiypata
ava@epouv ot Liu k.a. (2007), 6neg 1 mapatnpnon evog WwnelakoU NALGKOU CUOTIIATOS
Kat tng Sradikaoiag tng potoouvieong. Emiong, ov pabnteg oupgwva pe toug Kerawalla
K.a. (2006) £xouv tnv duvatotnta va IapatnproouV To WneLako UALKO arrd Sidgopeg
OIITIKEG YoVieg. Xt peAétn mou mpaypatonoinoay, dternyayav to i6to pabnpa
aoTpOVoUiag, IouU a@opouse TNV KATAvOnon tng rneplotpe@opevng I'ng oe oxéon pe tov
'HAwo xav kat' emektaon tig evadlayeg nepag/voxtag, oe 6Uo tadeig dnpotikou, 0mou otnv
pwtn xpnovporouOnke texvoloyia Emaunuevng Ipaypatirkdtntag, pe epyadeia onwg
potdéxTopag Kal maketo 3D poveedav, eve otnv 6eutepn to pabnua 6venxOn pe tov
Iapaboolaro TEOIIO e XP1 01 KELUEVOU KAl PUOLKWV AVTIKELHNEVOV (I1.X. NIAAA TEVLE,
@axog). Ta amotedéopata £6er§av 0tTL v pdav oeeAn amod tnv xXpron 3D povteAav, apou
gywvav otoug pabnteg Stabeorpeg mAnpogopieg, otig omoieg Sev eixav mpooBaon pe tov
mapaboolaxo tpomo Si8aokaAiag.

Extog aro tov tpomo évradng texvodoyiov Emauénuévng Ipaypatikdtntag otnv
exknaibevorn, otn Siedvr) BuBAloypagia mmapatnpeital wbiaitepo evora@eépov 6oV apopd To
KivnTtpo yia pabnon kat Stbaokadia mou Snuioupyeital oe pabnteg Kat eKmatdeutikoug
avtiotoixa, otav yivetat Xpnon tov texvoloyiav auteov. Ot Nor Farhah Saidin x.a. (2015)
vmootnpidouv OTL, IaPOAo IOV 0g IIPOYEVEDTEPEE epeuveg umnpde o PoBog mwg 1 évradn
VEQV TEXVOAOYLRV otnyv exnaideuon Oa tnv emmpéade apvnTika odnywvtag oe mabnTikn
pabnon xav aduvapia avamcudng KpnTIKIE oKewng, o ouviuaonog tne Emauinuévne
IIpaypatirotntag pe v ekmaidevon amederle amd tnv apXr e e@apuoyng Tou 0T
ouvatal va aufroet TNy evepynTiki pdbnon xai va 6aoel Kivitpa otoug pabnteg,
Kavovtag £tol tnv pdbnon mo amoteAdeopatiky. Autd cupBaivel yiati emtpenel otoug
pabnteg va armoktouv peaAlotikeg epmelpieg. Emiong, ou iblol avagepouv ot «z
Enavénuevy Hpayuatikotnta pmopet va e 10TOI0IN 0L Ti IIAPAVOOELS IOV
Snurovpyotvral Aoyw thn¢ aduvapiag Twv LabnToy va omTiKoIolony vvoleg, EIIE1On n
Enavénuevn payuatikotnta emmpenel AemItopuept) OOTiKomoinon Kat Onuiovpyia
KIvoUuevav aviikeiuevov.[...] H Enavénuévn Ipayuatikotnta amsikovi{el avitkeljueva Kat
£vvoleg ue S1aPopeTIKOUS TPOIOUS KAl aIT0 SLaQOPETIKES OMTIKES Ywvies, fonbBaviag 1ot Tovg
nafntée oty Kalvtepn katavonon twv Ospatov.(oed. 3).

O1v Deepti Prit, Archana Mantri & Ben Horan (2019) npaypatonoinoav pia
HeAetn OXeTUKA [ Ta Kivntpa padnong mou mpoo@epouv ou texvodoyieg Emauénpévng
[Ipaypatikotntag otnv ekmaideuon. ZUyKekpLpueva, epappuooay £va cuotnua pddnong pe
xpnon AR texvoloyiag oe mportuxiakoug @ovtnteg tunpatog HAexktpodoywv kav
HAextpovirkov Mnxavikev, to omoio toug BonOnoe va omtikomnoujcouv Oewpntikeg
evvoleg. Metd to mepag tov Stadedenv ¢ntrbnke amod toug @ortnteg va BabBpoloynoouv pe
KAlpaxa 0-5 1o Katd md6oo oUp@@VoUV pe Kamoieg mmpotdoeie. H oupgavia pe tnv mpotaon
OnAwve ot unmpde otn SuaAedn KAIoOL0¢ MAPAYOVTAC KIVITPOU, Ve I Stapmvia amouoia
KAIIOL0U IaPAYovVTd. £TO OUVOAO TOV MPOTACERDV 0 neoog 0pog Babpoloyiag ntav mave amod



4 (oe kAipaxa 0-5). Emopéveg, xatéAnfav 0to oupmepacpd meg n Xp1no1 TeEXVOAOYLV
Enavénpuevng Ipaypatikdtntag yia thv ametkovion Suovonteov evvolwy IIpoo@Epet
Kivntpa pabnong otoug QOLTNTEG.

Ztov topea tng 6ubaokadiag tng pouvoikng ov Ana G.D. Correa x.a. (2016), ov omoiot
onuoupynoav pia epappoyr Emauinuevng Ilpaypatikotntag yia tnv ekpabnon tou
0K0TOU 0XeGLa0110U TOV VOTOV 0TO LOUOLKO IIEVTAYPAIHO Yid ITatdid, petd amd Goxuun
KateAndav oto oupmépaopa 0ty 11 pabnon pe tnv BorjBera tng ev Adym e@appoyng nrav
arroteAeopaTIKI), pe toug padnteg va Seixvouv evBouolaopo katl Kivntpo yia pabnon.
MdArota, ava@epouv meplotatiko 0to oroio pabntpia n omoia ev oxedlaoe omotd Tig
vOTEG 0TO LOUOLKO IIEVTAYPAPLO eVTOoIoe ta Adbn tng, pe tnv Bonbeva tng epappoyng, Kat
poePn otnv S10pBwor) Toug Xwpig va mapepbel kamorog amd toug Saokddoug. Ov Carlos A
Torres Fernandez k.a. (2016) emiong vmmootnpidouv tn Snpioupyla Kuvijtpou yia pabnon
TNG MOUOLKIG, NEow tng epappoyng Emauénuéevng Ipaypatikotntag mou Snpioupynoav ya
TNV 00OTI €KTEAE0N HOUCLK®V 0UVOEoewVv o MANKTpopopa pouotka opyava. Ov Valeria
Ferinazzo Martins k.a. (2015), mou eotiacav 0Tov Top£a Thng HOUOLKIG mpomaideiag
(avayvopion xpoldg, evraong, Siapreiag, TOvou), SnUloupynoayv v eQapuoyr)
Enavinpuevng Ipaypatikotntag “Music-AR” kat petd amd Sokipn oe mepiBaddov taing
ouvpmepavayv neg ol padntég e€oikelwbnkav eUKoAa e tnv Xpnon thg eQapUoyg, 1 omoia
BonOnoe otnv Katavonon Tev evoThToVv Tou pabnpatog Kau mapeixe xivitpo. Me tov 1610
topéa aocxoAnOnkav xav ov Garyfallia Preka xar Maria Rangoussi (2019), Snpuioupymvtag
pia epappoyn Emauinuévng [paypatikotntag oe pop@r matxvidiou pe otdxo v
016aokaAia pouoikig mpomaldeiag oe mawdid mpooxoAikng nAkiag. Avelryyayav teot oe 20
mardid IPLV Katl JeTd TNV eVaoXOAnor] Toug pe To mavXvidl Kal ta amotedeopata ¢deidav
ONUAVTIKI] aUEN0n TOV 00TV AIIAVTIOEGV.

Ztov topea tng ekpabnong xiBdpag exouv yivel emiong mpoomddeieg £vragng tov
texvoloyrov Emauinpévng Ipaypatikotntag. Ooeg epappoyeg Bpeébnkav, exouv mapopova
Aertoupyla kal otoxoBeoia, pe Kowvo XAPpaKTNPLOTIKO TNV EU@AVLOT) IIANPOPOPLOV KAl
o0nyLeV emdve otnv taotiepa tng Kudpag, opweg n kabe pia exel Svapopetikr vdomoinon.
Ov Joseph R. Keebler k.a. (2013) dnpioupynoav eva cuotnpa ekpadnong xibapag, oto
omoio n x1Bdpa Grabéter pwta LED oe xdBe mBavo onpeio tng taotiepag mou PUmopet va
yiver tomofétnon SaxTtuAou Kal pe tnv evepyoroinon ouykekpipevov LED mapgxovtau
obnyieg yia v 0wott) tomodéTnon tev SakTUAov. Autd To ouotnpa amavtel elduka
Kataokevudopév Kifdpa pe evoopatopéva gota LED 1) tomoBétnon e16ixov efomiiopou
oe pia kow) K10apa. Ilapoporo ovotnua dnpiovpynoav or Markus Lochtefeld x.a. (2011)
pe v Svagopd o0TL, avti yua LED xpnowpomoleital cuokeurn) 1 omoia @otidel pe axktiveg
Ae1lep ta emBupnta onpeia tng taotiepag. O1 Yoichi Motokawa x.a. (2006), kaBmg Kat ou
Jorge Martin-Gutierrez x.a.(2020) mpotewvav pia S1agopeTikI) UAOIIOLN0T), 0TV OIIold 1)
1poBoAr] mAnpPo@opLeV Kat 08nytev dev yivetal emave oTnV IPpAayHaTiKl TaoTLeEpd aAAd
wnowaxka. I ouykekpipéva, mpaypatomnoleital Kataypa@n Kat mpoBoAr) tng etkovag tng
K10dapag oe mpaypatiko xpovo og 006vn mou BplokeTtal amevavtt amd Tov Xpnotr.
Anmoupyeitat, 6nAadn, éva yneraxo ei6mAo tng K1Bdpag Kat tou Xp1otTy), 11 Tig 00nyieg
Yo TV 000TI) Tomofetnon tov SaKTUAGV va ep@avidovtal eIave 0Tto PHELaKo ei6mAo g
TAOTLEPAC.

Xto 1610 TAaiolo pe Tig maparnave eQappoyeg Kveltal Kal 1) e@apioyn tng
IapoUoNg £pYAOLag, TTOU AIIOOKOIIEL, 1€ TO O1KO TNg TPOMo, va SleukoAuvel tTnv ekpdabnon
K19dpag, AeLToupyRvTag OUvoSeUTIKA e T KAAOIKA eKIaldeUTIKA eyXeipioa.



KE®AAAIO 3 ¥xomog tne Egappoyne &
Me0OoboAoyla

3.1 Xkomnog tng Epappoyng

YX01mOg Tng eQappoyng eival va ouvodeuet, oav eveto, eva ouyypappa ekpadnong
K104pag Kal va mapexel 0Tov avayveotn IIAnpo@opieg Kal epyadeia mou abuvatouv va
arotunBolv pe evrumo Tpormo. Xt dtadikaoia ekpabnong xiBdpag moAAeg popeg
aravteital tprodtaotaty (3D) ameikovion mAnpogopiag Kupieg 0tav ival avaykaio va
rapovoraotel pia daktudloBeoia, Sndadn n akpibrg tomobetnon tewv SakTUAGY eIdve otnv
KOdpa. Lotooo, ta cuyypappata ekpddnong xiBapag meplexouv péoa (KeLpevo, eLKova,
nxo oe ¢vBeto Omtiro Atoko (CD)), ta omoia 6ev KATa@Epvouv va Peta@epouy atov
AVAYVOOTI) TNV AIIAUTOUREVT] ITANPO@OPLA Y10 TNV AP KATAVOI01] TOV EVOTHTOV.
Emopeévag, n epappoyrn) mpoomabel va kaAvuwetl autnyv v aduvapia petdadoong
mAnpogopiag, Kavovtag xpnon tneg Enauinuévng Ipaypatikotntag yra v tprodidotaty
AIIELKOV10N TV SaKTUA0B20LOV Kal mapouotadovtag BLvteooKomnévo UALKO 0ToV
avayveotn. Emiong, mapéxetr 6Uo onpavtikd epyaleia, Xprjoupa Katd thv eKkpadnon xav
tnv KaOnuepivi) pedetn), ta omoia eival eva WineLako KoupoloTrpl KAl £vag WPHeLaKog
HETPOVOLOG.

3.2 MeBoboloyia

H e@appoyr) vdomouOnke oto mpoypappa Unreal Engine 4.24 péow Omtikng ['Awcoag
IIpoypappatiopot (Visual Programming Language) mou ovopddetal Blueprints. Ov
ouvapTnoelg mou agopouv tnv texvoloyia Emauinpévng Ipaypatikotntag (AR) éywvav
o1a0eovpeg oto mpdypappa peon tng ernekvaong ARCore 1.7. H Avemmagn Xprjoty
onuoupynOnke katl avtn oto mpoypappa Unreal Engine 4.24 pe tnv xpnon tov Widget
Blueprints mou mmapexet to mpoypappa. OAla ta otovxeia ta omoia epgavidoveal (KOupmid,
Eiwkoveg, Emxepalibeg xtd.) SnuoupynOnkav oto npoypappa Adobe Photoshop 21.
Xpnowpomow)Onxke, emiong, to npodoypaupa Blender 2.83 yia tnv Snuioupyia tev
TPLOOLAOTATO®V POVTEARV IOU XPNOLI0IoONKaAV yia TV avarapaotaor) TOV
daxktuloBeoiiv. Ta Bivteo, Ta omoia avamapdyovtat evtog The Qapoyng,
BivteookomnOnkav pe xpnon yneraxng Bivteokapepag. H emeepyaocia toug xav n
HeTATPOIIT] TOUg 02 KATAAANAO apyeio éylve péow Tou Tpoypappatog Adobe Premiere Pro 14.
TéAocg, n ouyypadn LouoLkoU TeEVTAYPA o/ TapumAatoupoc YLVE oTo Tipoypappa Guitar Pro 5.



KE®AAAIO 4 Ilepvypagn & YAomooinon teov
Asrtoupyrev tne E@appoync

4.1 H Aevtoupyta «AR Chords»

4.1.a Xxorog tng Aertoupylag

Yta mapadoolakd peoa ekpabnong k1Bdapag yivetal mpoomndbeia ametkoviong tnge
Saktulobeoiag puag ouyxopdiag pe 6Uo TpoImoug:
1. Me xpnon potoypagiag, otnyv omoia o KiBapiotag Kavel emibeirdn tou tpomou
exteAeong tng Saxtulobeoiag:

G major

Ewkova 4.1: Napadsypa pwroypadiog aktuAobeoiag

2. Me xpnon dwaypappatog, 0to omoio amaplfpouvTal ta Taota Kat ol Xopdeg tng
K10apag Katl pe KUKAoug urmodeltkvuovtal ta onueia ota ornoia Oa tomoBetnBouv ta
Saxtuda. O kaBe KUKAOG meplexel evav aplbpod o 0mmoiog avVTUIPOOoWIIEVEL TO KAOe
daxtudo (Aeiktng = 1, Meoog = 2, Ilapapecog = 3, Mikpog = 4):



Frets € - Q)

AR W N

G B D G B G

Ewkova 4.2: Napadsiypa Staypapparog SaktuloBeoiag

Ko ov 600 tpodmor amerkoviong 6ev Kata@epvouv va petadwoouy otov pabntn 0An tnv
QIIALTOUNEVT] TANPOMOPLA Y TOV TPOMO Je Tov omotlo Ba mpemel va yivel 1 tomobetnon tov
SaxTUAGV. Autd eival Aoyiko, S10TL pia Tprodidotath IAnpogopia eival aduvato va
arrelkoviotel oe 61061dotato peco xwplg eAdeiwerg. O pabntng £xel tnv avaykn va
mapatnpnoet tnv Saktulobeoia amod moAdeég ontikeg yovieg, mote va AdBel 0Aeg tig
arrartoupeveg mAnpo@opieg KATL To 0moio Sev emituyXavetal ota oupBatikda peoa.

H Aevtoupyia “AR Chords” emyeipel va KaAUuwel autd to Kevo tng 6robidotatng
arrelkoviong, xpnotpomnowoveag 3D povtéda ameikoviong tng Saktulobeoiag, ta omoia
Torr00eTOUVTAL MAVK 0TA TAPAdOOLAKA S1aypAPIaTA TOU CUYYPARIATOE TOU pabntr pe
xpnon e Enavinpuévne Ipaypatikotntag. ITwo ouykekpipéva, evepyomoleital ) Kapepa
TNE KUV THE OUCKEUIE TOU XPN 0TI KAl HOALE ep@aviotel 0To omItiKo medio KAmolo
ovaypappa ouyxopdiag tou BuBAiou epgavidetar va 3D povtedo. O xpnotng, addadovtag
TNV KALOT) KAl TNV AI00Ta0!) THE KUWVIITHE OUOKEUNE amo tnv oeAlda tou BiBAiou, pmopel va
emAedel GLa@opeTtikn otk Yovia 0eaong tng Saktulobeoiag. Me autov tov tporo
EITITUYXAVETAL OAOKATNPOUEVT) PeTadoon Tng mAnpopopiag.



4.1.8 Anpovpyia 3D Movtedov & Avaypappdatov

H Snpoupyia tov 3D povtedwv £yuve pe tnv Xpron tou mpoypdupatog Blender.
Apxixkd, Bpebnke oe amoBetnpro 3D poviedwv eva povtedlo kiBapag.

4 Blender [C:\Users\orfac\OneDrive\Desktop\Gibson 335\Gibson 335.blend]
F Default

¥ Use Nodes Slot 1 v @~ Material

User Orthographic
(1) Scene Collection | Curve.000

Ewova 4.3: 3D Movtélo Kibdapag

'Eyuwve Suxotopnon tou povtedou tng KiBdpag Kol amopoveor) Tou Pepoug mou
aravteital yia v vdomoinon tng Aevtoupyiag. I1wo ouykekpipéva amopovabnke to
KOUPATL 1€ Td IPWTa IEVTE TAoTa Tng Kubdpag, puag Kat 0Aeg o1 SaxktuloBeoieg mou Oa
QIIELKOVIOTOUV €KTEAOUVTAL 0 KeLV) T1) IIEPLOXN).

A Blender* [C:\Users\orfac\O ktop\hands3d\G - Copy.blend]

> Workspace

Ewova 4.4: 3D Movtédo Kedalng kibapag

' https://free3d.com/3d-model/gibson-es-335-816888.html



Yt ouveéxewa, Bpebnke oe amoBetnpro 3D poviédwv eva povtedo xeplou?,

R File Edt Render Window Hel

User Perspective
(1) Scene Colection | Hand_3D

1, Glot & [ ]
Ewova 4.5: 3D Movtélo xeplol

IMa va pmopéoet to povtedo va mapet tig KataAAnAeg modeg mpooteOnkav oota (bones)
£0WTEPLKA TOU XepLoU.

le Edit Render
User Perspective ¥ Transform

(1) Amature : Bone.018

0.068 m

Radius (P 0.00654 m

0.53m

135m

0.135m

Radius  0.00479 m
Roll 75°
L 0.31097 m

0.0196 m

Edit Mode v Add  Armature 12 Global

Ewkéva 4.6: 3D Movtélo xeplol pe ootd

Yt ouvexela, £yLve ouvEVROOT TOV 0U0 PovTeAav (XeploU pe ootd Kat Kifdpag) oote va
Bpiokovtal otnv 16wa oknv. Me tnv katadAndn mepiotpoen Kat addayn 0eong twv ootwv
rmapnXOnoav ov amavtovpeveg modeg.

* https://blendswap.com/blend/16177
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X File Edit Render

User Perspective
(0) Guitar | String D

R File Edit Render

User Perspective

(1) Guitar | Amature

Default

¥ Transform

1.000
1.003
1.003

Y
z

* Properties

Ewova 4.7: N6Ta Zuyxopdiog ML Mwvope

Default

¥ Transform

Location:
X 1.0227 m
oy 2.1605 m

Z 39393 m

Rotation:

178 . N .
Ewoéva 4.8: N6la Zuyxopdiog @a Matlope

TeAog, eyive efaywyr tov poviedav oe apxeio .OBd oote va etoaxBouv oto mpdypappa

Unreal Engine 4.

Ta Sraypappata oxedrdotnrav oto mpoypappa Paint tov Windows xau e€fjx6noav oe

apxelo .png.

11



| 0@ Em
s Mt Muwope

E A D G B E

Ewova 4.9: Ardypoappa Zuyxopdiog ML Mwope

F
| ©® Da Matlops

Ewéva 4.10: Adypappa Zuyxopdiag @a Matldpe

Ta Svaypappata xav ta 3D povteda ewonxOnoav oto mpoypappa Unreal Engine 4 xatu
600nkav ta katadAnda ovopata: “OvouaXvyyopdiagChart” otig etkdveg Kau
“OvopaXvyyopdiag_Model” ota 3D Movtéda.

B outputLog
I AddNew'= X Import [0 Save All & | &= Content » AR _Chord2 » AR_Data » ChordCharts

Ewkéva 4.11: Eikoveg Alaypappdtwy oto Content Browser tou UE4

12



u K] cicflais

File  Edit
%) Details

Mip Level Imported

4 File Path

Ewkova 4.12: Eikova Ataypappatog Zuyxopdiag Zoh Mat{ope oto UE4

== ContentB T B output Log

i AddNews~ X Import [ SaveAll & 5 | % Content » AR Chord2z » AR _Data » 3D_Models »

rch Paths OIEREEIEAM <-:ch 20 Models

13 items

Ewoéva 4.13: 3D MovtéAa oto Content Browser touv UE4

&= Content Browser BX output Log

Ik AddNew'~ X Import [B)SaveAll & & | % Content » AR_Chord2 » AR_Data » 3D_Models » G

Rl o - I .
| . ' ‘ | .
Hand_skin

G_Madel e Material_D03 ial_004 Pastilla_002 Traste 002

[E] YFilters~

> @l Textures
m ChordCharts
U [ Exercises_Data
| Game_Framework

7 items

Ewkova 4.15: 3D Movtélo Zuyxopbiag ZoA Mat{ope oto UE4
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4.1.y Anpovpytla Level & Game Framework

Yto Project tou nipoypappatog Unreal Engine 4 SnpioupynOnxke véo Level pe dvopa
“AR_Chords”.

%= Content Bro EX Output Log

s AddiNewi» X Import [B)SaveAll & = | K& Content » AR_Chord2 » Maps

PRl Search Paths PIERRLZICEAN <caich Maps

4 &= Content
_Chord2
_Data

tain_ienu
ne_Data

W Tuner_Data
> i Ul

Ewéva 4.16: To Level "AR Chords" oto Content Browser tou UE4

AnmoupynOnkav, emiong, ta e&ng Blueprint Classes: eva Game Mode Base pie 6vopa
“AR_GameMode”, ¢va Pawn pe ovopa “AR_Pawn” xav éva Player Controller pe 6vopa

“AR_PlayerController”.

PER Search Paths LOIEBRLGIERN <carch Game Framework

4 5= Content

Ewéva 4.17: O KAdoeig "AR_GameMode", "AR_PAWN" kat "AR_PlayerController" oto Content Browser tou UE4

Ytnv xAdon “AR_Pawn” evonx06n to component “Camera”.

U g 3 VARPAVIN

File Edit A View Debug Window Help

-2- Compon yg . ! /@ ﬁf-‘!'

4

4+ Add Component - o
3 AR_PAWN(self) =

Save Browse Find

struction Scrip
4% DefaultSceneRoot

M My Blueprint

+AddNew > [6) © ~

4Graphs +
453 EventGraph
© Event BeginPla
© Event ActorBec
© Event Tick
4Functions +
#7 ConstructionScri

Macros +

4Variables +
Ewkéva 4.18: To Component Camera othv KAdon "AR_PAWN"
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Ztnv kAdaon “AR_GameMode” emAexOnkav ov kAdoerg “AR_PlayerControler” kau
“AR_Pawn” ota nedia Player Controller Class xav Default Pawn Class avtiotoixa.

o (= ERLGAmeMaE

File  Edit t v Debug Wi
.3# - m _./"

Compile Browse

5% Class Defaults

MOTE: This is a data only blueprint, so only the default values are shown. It does not have a
EC

4 Classes

Gar sion Class 0O %
Game State Class e 0O +
Player Controller Class 0D 4+ 1
“o+
[ « © + x
€0+ x>
ator Class 0 +
.ﬂtn:-rF‘In';,'r:rlj:u:-ntr & DO +
t Replic lass = D

Ewéva 4.19: H kAdon "AR_GameMode"

TeAog, ota World Settings tou Level “AR_Chords” oto ie6io Game Mode emA&xtnke n
kAdon “AR_GameMode”.

1'1' ARCloTdE

File  Edit
Rfr Modes H

‘ L1 )
‘ ent Source Control Content Marketplace Settings Blueprints  Cinel Build

Recently Placed
| Basic
Lights —
5 2actors © View Options =
Cinematic
Visual Effects
Geometry

Volumes

AliClasses

4 Lightma:

b Light

4 World

Enabl

Ewova 4.20: Ekxwpnon tou "AR_GameMode" oto World Settings tou Level "AR_Chords"
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4.1.6 Anmoupyia Baong Aedopevov Enmauvénueveov Exkovov & AR Session Config

AnpoupynOnke Data Asset tummou GoogleARCoreAugmentedImageDatabase ne 6vopa
“AR_ImageDatabase”.

== ContentBr Output Log

I AddNew~ X Import [ SaveAll & | & Content » AR_Chord2 »

FER Search Paths jo! [E| TrFilters ~ EEIGGEEIEN

et I TA TN

ata

30_md

4 items

Ewkova 4.21: H Baon Asdopévwy Enavénuévwv Ewkdvwy oto Content Browser tou UE4

e auTo elonxOnoav ol £1xo6veg S1aypapIATtoOV II0U Sniloupynoape.

u '11' ARImEgENE
File  Edit
;‘f.." Toolbar

search Details o) E o

4 Google ARCore

12 Array elements 4= @ 2

3 members

Ewkova 4.22: H Baon Asbopévwv Emauv§npévwy Elkovwy
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Q¢ amoteAeopa, exoupe 12 eukoveg mou KatadapBavouv tig B¢oeig 0-11 (dnwg oe pia
dour) 6ebopévev tumou mivaka) Kat 1 Kabe etkdova £xet 1o 61ko6 tng Index, to 61kd tng
‘Ovopa kol mAnpo@opieg yia to mAATOg TG 0TOV QUOLKO KOGHO.

AnpuoupynOnxke, emiong, ¢va Data Asset tuniou GoogleARCoreSessionConfig pe 6vopa
“AR_Config”, oto omoilo @optwOnxke n Baon Sebopevov “AR_ImageDatabase”.

ﬂ Output Log
g AddNew'~ X Import [fSaveAll & - | B Content » AR_Chord2 » AR_Data »

PRl Search Paths DOIENRLICEERM c-aich AR Data

4 &= Content
4 g% AR_Chord2

1"[ I ARECaTTE

File  Edit Window  Help

yf Toolbar

e

Details
L
Search Details jo) %ﬂ'

4 Google Arcore Augmentedimages

AR_ImageDatabase
= D a

Augmented Image Database

4 ARCore Settings
Camera Facing

Augmented Face Mode

4 AR Settings

Ewkéva 4.24: To Apxeio "AR_Config"

To ouykekpipevo Data Asset Ba mepvael oav eioobog oto ARCore, ®ote va {exivnoel
pia AR ouvedpia mapexovtag tou 6Aa ta Sedopéva mou Xperadetat.

17



4.1.e Anpwoupyta Widget yia tnv Aertoupyia «AR Chords»
AnpmoupynOnke eva Widget Blueprint pe to 6vopa “AR_ChordsUI”.

== Content Browse EY outputLog

I AddiNewv> X Import [D) Save All Content » AR_Chord2 » Ul » AR_Chords

| =
E| AGFUCERN Search AR_Chords

B Metronome_Data
I Tuner_Data

Ewkova 4.25: To Widget "ARChordsUI" oto Content Browser tou UE4

Ye autd mpootednke pia ewkova “FitToScan” kav ¢va koupmi “Back”.

B o debug object selected ~

Debug Filter

(©] tore ] D CBes0eED

Fit the image you're scanning

ToScanimage
4m Button_Back
[2] Backimage

Ewova 4.26: To Widget "ARChordsUI"

O xprotng natevtag to koupnt “Back” emotpégel 0to apX1kod pevou agou yivel
ovaxomnn g AR ouvedpiag. Autd emtuyxavetar peow te ouvaptnong Stop AR Session
Kau e ouvaptnong Open Level.

n Clicked (Button_Back) _f Stop AR Session | Open Level
> »r—_>

» Level Mame [m

v

Ewkova 4.27: Event Graph tou Widget "ARChordsUI"
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4.1.0t Epgavion Widget & Evapén AR Xuvebplag

Yto Level Blueprint tou “AR_Chords” vlomow|Onke o mapakdte Kodikag.

CratetWidget andistant ABEsession

: _J Add to Viewport
<> Event BeginPlay 8 Create ARChords UI Widget - [ start ARCore Session

P P P P
Class A Return Value Target Configuration

Owning Player

Ewkéva 4.28: Kwdwkag yia Epdavion Widget & Evapén AR Zuvedpiag

Eerivovrag pe tov kopBo Kvent Begin Play, autd mou akolouBel Ba evepyomoinOet
otav {erwvroet to Level. Me toug kOpBoug Create Widget xav Add to Viewport Ba
eppaviotel otnv 00ovn to widget mou poAlg vdomowOnke. Telog, pe Ttov kopBo Start
ARCore Session {exivaer 1 AR ouvedpia, £€xovrag 6moel oav eioodo to apxeio “AR_config”
mou avaeepOnke nmapanave. Evepyomolettar, SnAadn), n kapepa tng KvnTtrg OUCKEUNG KAl
“waxvel” yua tig e1koveg mou exoupe opioel otn Baon AeGopevav tou “AR_config”.

| Start ARCore Session c,

[ Completed

Configuration

Ewkova 4.29: O koppog Start ARCore Session

4.1.¢ Avayveopron Ewkovag, Epngavion 3D Movtedou & TomoBetnon 3D Movtédou
0TIV PUOLKI) £1KOVQ

IMa v avayveplon tng 1KOvVag amarteital 0 Iaparate KOOLKag.

< Event Tick I Get All Augmented Images [ RCoreAugmentedimage -~ — T Switch onInt
» »
o T Getimage index

Target

Ewkéva 4.30: O KwSIKag yLa thv avayvwpLon elkovog

ESw® &exivape pe tov kopBo Event Tick mou onpaivel mog 06Tl akodoubel, Oa
ermavadapBavetar oe kaBe frame, Snhadn kaBe Kape mou AapBaver n kapepa Ttng Kuwvntng
ovokeung. O xkopBog Get All Augmented Images Ba cuykevTpmoel (v UIIAPXOUV) TIg
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elroveg tng Baong AeSopgvav mou Bpiokovtal oto Kape Kal Oa Tig e1odyel o2 £vay Iivaka.
Xe auTo TO ONUELD, TA AVAYVOPLOTIKA TOV ELKOVROV TOU IIivakda Imou e§ayetatl, oev
TaUTI{OVTAL PE Ta avayveoplotikd tng Baong AeGopeveov mou optoape. ['a mapaderypa, av
avayveplotnke 1 eukova mmou Bpioketar oty O¢on 10 tng Baong Aedopévev pe ovopa
‘BbChart’, otov mivaka Oa amobnkeutel otnv 8¢on 0 pe eva dvopa to omoio Oa mmapaxOet
tuxaia amo to npoypappa. O kopBog For Each Loop AapBavel oav €10060 Tov Imivaka 1mou
e&nx0n amd tov mponyoupevo kKOpbo Kat yia kaBe atorxeio tou Ba emavadabel to Koppatt
KwOKa mou ouvbeetal oto Loop Body. I'a mapabevypa, av efaxbel mivakag pe tpelrg
£LKOVEg, To Koppatt tou Kedika 6edud tou For Each Loop Oa ekteleotel tpelg Qopeg Kal
KAOe @opd Ba mmapexet otov emdpevo Kopbo to avtiotoltXo 0ToLXelo Tou IivaKa HECG® TOU
nediou Array Element. O xopBog Cast To GoogleARCoreAugmentedImage Ba petagpaoel
TA AVAYVOPLOTIKA TNG £1KOvag mou e6woe o kopBog Get All Augmented Images ota
avayveploTtikd mmou opioape oty Baon Aedopevev. Xpnoipomnoimvtag to Iponyouievo
napaderypa, 1 elkoOva otnv B¢on 0 pe tnv tuxaia ovopaoia, topa Ba £xel index tnv Tuun
10 xav 6vopa ‘BbChart’. Me autov tov tpomo mAeov pmopoujle va YVepl{oupe IpaypaTika
Iola £1KOvVa avayvepiotnke ar’ tnv kapepa. Tnv ££o6o tou xopbBou Cast To
GoogleARCoreAugmentedImage mou pag 6ivel tnv elkova IIoU avayvepLloTnKe Tnv
amoBnkevoupe o pia petabBAntr pe to Ovopa “Detected_Image” pe tnv BorOela tou
kopBou SET, yiati Ba tn Xpelraotoupe otn ouvexela tou Koadika. O xoubog Get Image
Index AapBaver to Index tng etkdOvVag xav to Tpopodotel 0Tov emdpevo Koubo. Xto
mapabevypda pag Oa tpogodotnoet tnv tuun 10. O tedeutatlog xopBog Switch on Int
Aertoupyel omwg pua Soun emAoyng Switch pe Baon évav Integer. Avddoya pe tov Integer
mou Ba AdaBer, Ba emAeder tnv avtiotoixn Swadpour). E@ocov exoupe 12 eikoveg mmpog
avayveplon, pmopetl va AdBet tig tipeg amo 0 ewg 11. Ydpxouv avtiotoixa 12
Olapopetikeg Grabpopég otig ormoieg Ba ekteAeoToUV 1 ePPAVIOT POVTEAOU KAl 1
ToI100£TNON POVTEAOU IIAV® OTNV £LKOVA, IIOU APOPOUYV TNV £LKOVA II0U POALg
avayvepliotnke. Ev mpokeipéve, n pony Oa cuvexioer tnv dtadpopr) amd tnv £5odo 10.

£ Switch on Int

— i Selection

5B
5B

»
8P
] 3
1P -
11§

Default [>

Add pin 4+

Ewova 4.31: O k6upog Switch on Int
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[Ma tnv epeavion tou povtédou Kat Ty TormoBETnor) Tou IAve oTny eLKova £€X0UE TO
1610 koppatt koGika yia kaBe {eviyog etkovag-povtedou. Emopeveg, Ba e§nynbei o kwdikag
evog (euyoug o omoiog Ba 1oxUel Kat yia ta umoAloura {euyr.

Apxikd, Ba oprotel pia petaBAntr tumou Boolean yia kd0e {eviyog elkOvag-poveelou
pe ovoua “Detect OvouaXvyyopdiag”. I1.X. yua to {euyog eikdovag BbChart - povteédou
BbModel (6nAabdr) tng ouyxopbiag Bb) Ba oprotel petabBAntr Boolean pe Ovopa
“DetectBb”.

Search Details
4 Variable

Variable Name DetectBb

Variable Type

Instance Editable

Blueprint Read Only

Spawn

Cinematics

Condition

4 Default Value

[ aEn II-E
q

Ewkova 4.32: Aenttopépereg petaBAntrig DetectBb

4Variables
DetectEm
DetectE
DetectAm
DetectA
DetectD
DetectDm
DetectC
DetectG
DetectF
DetectFm

DetectBbm

Ewova 4.33: O petapAntég DetectOvouasuyyopébiog

Ba akoloubnooupe tnv Swadpopn tou mapadeiypatog tng ouyxopdiag Bb.
Oa mpémel va yvopldoupe av To OUYKEKPLIEVO Kape elval TO IIPWTO KAPE 0TO OIIOL0
eppavidetar n eikova “BbChart” yia va epgavicoupe (Spawn) to povtedo “BbModel”. Eav
eival i 8evtepn Kal mA£ov popd mou epgavidetal Oa mpémel amAd va to
eIavatonobeTrooulIe TIAVR 0TV 1KOVA XMOPLE Va To ep@avidoupe €K veou.

21



< Branch

Detect Bb

Ewéva 4.34: O k6pBog Branch

H por, emopevaeg, ouvexidel pe ¢va xopBo Branch (Gour emdoyrg if) o ommoiog eAéyxer
auto akpiBwg. H Boolean petaBAntr “DetectBb” tpogobotei to Condition tng Branch pe
pia tuun True 1 False. E@oocov eival n mpotn @opd mmou avayvepiotnke Kat agou i
“Detect Bb” exev apxikr) tiur False, 8a tpog@odotnoel tnv Branch pe False. Enmopéveg, n
pon Ba cuvexiotel amo tnv £odo False.

Yt ouvéxewa tng e£o6ou False Bpioketal o kopuBog Spawn Actor.

(CBranch
True p
Condition False | i HS
& SpawnActor Bb Model

Class | Return Value

Detect Bb

Spawn Transform

on Handling Override

Instigator

_J Get Local to World Transform

Target Return Value

Detected Image

Ewkova 4.35: O kOpBog Spawn Actor otnv £§060 False

Aurtog o kopBog epgavidel to povtedo mou emAgyoupe oto medio Class (“Bb Model”),
otnv Oeon mou mapexet o kopBog Get Local to World Transform, nAadr mave otnv elkova
“BmChart”.

Yt ouvexea, Ba mpemel va Swocoupe otnv petabBAntn “Detect Bb” tnv tuur True oote
070 emopevo Kape mou Ba avayveplotel i eikova “BbChart” va pnv extedeotel ava o
KOpBog Spawn Actor, 6nAadr) va pnv avasp@aviotel To povtédo.
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Spawn galranstorm ofiBh

[ Branch

True

Condition
—_— N Detect Bb (=]
Detect Bb
Return Value
Instigator

[ Get Local to World Transform

Target Return Value

“ Detected Image

Ewova 4.36: O kOpBog SET

Me tnv BorBeia tou xopBou SET n pevabAntn “Detect Bb” AapBaver tnv tipn True.

Emopevag, oto enopevo xapé mou Ba avayvepiotel ) etkova “BbChart” n por) Oa ouvexioeu
aro v £§odo True tng Branch.

| SetActorTransform
£ Branch

Condition

> Detect Bb [

Return Value

Instigator

al to World Transform

Return Value Get Local to World Transform
Target is ARTracked Geometry

Ewkova 4.37: O kopBog Set Actor Transform otnv £§060 True

Yt ouvéxeva autrg tng e§0dou Bpioketar o kOpBog Set Actor Transform. O
OUYKERPLIEVOG KOpBog ermavatornobetel oe kabe kape to povtedo mave otnyv ewkova. To
oo povtedo Ba emavartomobetrioet opidetal amod tnv ££060 oU Tou mapexel o Koubog
Spawn Actor. H véa tormoBeoia otnyv omoia Ba emavatomoBetnBel to povredo kabopidetar
a6 tnv ouvaptnon Get Local to World Transform.
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AWNBArANSToTM 0T}

: [ SethctorTransform =
T Branch J Debug Draw Tracked Geometry

> P

Ewova 4.38: O kdpuBog Debug Draw Tracked Geometry

Télog unidpxel o xouBog Debug Draw Tracked Geometry. Autdg o kopbBog “Coypagpider”
éva maiow yupe arr’ tnv £1Kova mou avayvepiotnke. [laipver oav eioodo tnv eukoOVa otnv
omoia Ba Badel to mAaiowo oto miebio Tracked Geometry, To XpwHa TOU IAALOL0U 0TO Medio
Color xau to mmaxog tou mAawoiou oto medio Outline Thickness.

Ewova 4.40: Enidegn Asttoupyiag ARChords os Stddopeg Zuyxopbieg
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4.2 H Aevtoupyla «Exercises»

4.2.0 LXO110g TNng AL1ToUpyilag

Ta meprocotepa ouyypappata ekpadnong kiBapag ouvodevovtar amo eva CD, oto ommoio
gival armodnkeupéva apxeia 1xXou pe nXoypa@noelg amo tig A0K1oelg Iou IMeEPLEXeL To
ouyypappa. Ta tedeutaia Xpodvia, mou yivetal Kar eKk6oon ouyypappdteov Stadiktuaka oe
popen pdf, o ek6oTng Tapexer, mepa amod To 1610 To CUYYpARPa, KAl £vVa IIOKETO apXeleV, To
011010 IIEPLEXEL TIE NXOYPAPNUEVES AOKI0L1G KAl TOAAEG POPES KATIOLES AIIO AUTEG
Bivteookommpueveg.

Yxomog tng Aettoupyeiag “Exercises” eival va mapéxet tn Suvatotita 0To XpHotn va
emA&gel 1£0w mAONYN01E 0TO Pevou TtV Bivteookomnuevn &oknor mou O¢Aet va
napakoAdouBnoer (List Mode) 1j va otpgwel tnv KApepa Thng KLV THE CUOKEUNE TIPOC THV
KOV 0I] TNE A0KNONE KAl va {exivroel autopata i avarapayeyn (AR Mode).

4.2.8 Bivteookonnon Aoknoeov & Luyypagn Expoviosov

'Eyuwve Bivteookomnnon tng eKTeAeong mevte evOSIKTIKOV Q0K 0e®V e XP101
Brvteorapepag Kal 0T OUVEXELA £YLVE PETATPOII TOV apXelwv o .mp4, ®ote va yivouv
dektd amd to Unreal Engine 4.

Ewkova 4.41: STiypuotuno ano Bivieo ektéAeong Acknong

O eV OLIE TOV AOKN0EOV YPAPTNKaV 0to mpoypappa Microsoft Word xat oty
ouvexeld PETATPAInKay og apxeio eikovag .png. I'ia tnv ouyypagr) 10uotkou
mevtaypappov/tapmlatoupag Xpnotponow|Onke to npdoypappa Guitar Pro 5.

Aoknon 1
Naige T ouyxopbieg E, C#m, G#Fm kaL A XTuriwvTag TEooepls Gopés v kibe pla os afla evdg Tetdprou
OTIWG hOUVETOL TUPUKATW:

g

W@
P
=L N R T

Ewéva 4.42 Ekpwvnon g Acknong 1
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4.2.y Eroaywyn Apxelov Bivteo & Eikovag oto UE4

IMa v evoaywyn tov apxeiov Bivieo oto Unreal Engine 4 SnpuioupynOnke @axelog
oto Content Browser pe ovopa “Movies”.

= ContentBr [ E Cutput Log

s AddNew ~ X Import Save All & |~

- Y =

4 g Content
i il AR_Chordz
[

Ewova 4.43: O pakelog Movies

Yt ouvexela, Bpebnke o pakedog “Movies” peow tou File Explorer tou Aettoupyikou
OUOTIHATOG KAl £YLVe emKOAAN O TV apXelov video evtog tou.

ARChord2 » Content » Mowvies 3

zdiaPlayer ArpegioVideo ChordsVideo

Ewoéva 4.44: O dakelog Movies oto File Explorer

H swoaywyn tov eikoOvev £yuve pe tov mapadoolako tpomo amd to Content Browser tou
npoypappatog Kat 600nkav ovopata: ExerciselmageApi8uogAoxknong.

&= Content » AR_Chord2 » Exercises_Data » Execise_lmages

ERRAILCERS -=ch Execise_Images

Ewkéva 4.45: OL EKpwVAOELG TwV ACKACEWV
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4.2.6 Anmoupyta File Media Source & Platform Media Source

AnpoupynOnkav yua kaBe Aoknon eva apxeio File Media Source xau £va apxeio
Platform Media Source.

&= Content » Movies »

NENREGLEERM co=ich Movies

Ewkova 4.46: Ta File Media Source & Platform Media Source

Ye kaBe apxeio File Media Source oto medio File Path emAexOnke to path tou
avtiotoixou Bivteo xav oto miebio Player Overrides, Android emAexOnke Android Media.

Search Details D] Eov

4 File
File Path /Movies/Chords.mp4 [SSRel

Precache File

4 Platforms

AndroidMedia =

Automatic -

Ewkova 4.47: To File Media Source tng Aoknong 1

Ye xaBe apxeio Platform Media Source emAexOnke oto nedio Media Sources, Android
to avtiototxo apxeio File Media Source.

-
-
-
-
-
-
-
-

Ewkova 4.48: To Platform Media Source tng Acknong 1

AuTo eyuve yia va pImopet va yivel avarapaywyr) tou Bivteo oe mAat@oppeg Android.
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4.2.e Anpwoupyta Media Player & Material

AnmoupynOnke apxeio Media Player oto Content Browser tou mpoypdappatog. Kata tn
Onuoupyla ep@avioTnKke To mMapaKATe Tapdbupo 0to omoio toekapiotnke to checkbox

“Video output Media Texture asset”.

AU Create Media Player

Additional assets to create and link to the Media Player:
Video output MediaTexture asset

Ewéva 4.49: To napdBupo Create Media Player

Iatevtag to xoupmi “OK”, extog tou apxeiou Media Player, Snpuioupyndnke xal éva
apxeio Media Texture.

= Content » Movies » MediaPlayer

JNERRLLERM --=rch MediaPlayer

Iaterial er MediaTexture

Ewkova 4.50: To Media Player & Media Texture

Am6 to apxeio Media Texture xau pe tnv emdoyn Create Material Snpoupyndnke eva
apxeio Material.

| & Content » Movies » MediaPlayer

DOIEBRLGLEERSM o= ch WediaPlayer

Iaterial WMediaFlayer MediaTexture

Ewkéva 4.10: To Material Mou nuoupynOnke and tnv enthoyn Create Material
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4.2.0t Anpovpyla Widget yia kaBe Aoknon

AnmoupynOnke éva Widget Blueprint yia xaBe doknon pe ovopa
“UIVideoExerciseApiBuiocAoxnong”.

= Content » AR_ChordZ » Ul » MoviesUl

@] 5] TFilters~ [EEEISENN

Ewova 4.52: Ta Widgets twv AGKNoewv
Yto x4Oe Widget mpootebnke eva Image, To 011oio KAAUIITeL OAn TNV SILPAVELA THG
006vng xat oav eicobo oto Image 560nke to Material mou SnuioupynOnKke mponyoupeveg.

Emtong, mpootebnke xav éva xouumt “Back”.

£ peri
o DODSODCIEDIEDD & s € - Vb opn i

Ewkova 4.53: To Widget tng Aoknong 1

Yto Event Graph tou xa0e Widget SnmoupynOnke petabAnti) tomouv Media Player ne
ovona “MP” otnv omota apxikomowOnke to apxeto “Media Player” mou dnnoupynOnke
MIAPATIAVE.

3 Details
Search Details

4 Variable

4 Default Value

MediaPlayer

€D

Ewkova 4.54: H petafAntr MP
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2t ouveéxela YpA@TnKe 0 MapakaTe KOGLKAG 0 0IT0L0g avarrapdyel to avtiototXo Video.

IE] _/ Open Source J/ Rewind

/ SetRate
© Event Construct
Target Return Value Target Return Value Target Return Value

Media Source O Rate } 1.0

Ewkova 4.55: O KWSKaG yLa TNV avamoapaywyr tov Bivteo

O xopBog Event Construct extelel tov Kodika mou eival ouviedepevog oe autov otav
eppaviotel to Widget Blueprint otnv 086vn. Me tov xouBo Open Source avoiyel eva
Media Player yia va yivel 1 avamapayeyr) tou Bivteo. Ev mpokewpeve, avoiyel to Media
Player mou gival amoBnkeupevo ot petabBAntn “MP” yua va yivelr avamapaywoyr) tou
apxeiou “Exercise1Video”.

Wf Open Source -

[ g »
Target Return Value

Media Source
ExerciselVi

Ewkova 4.56: O k6ppog Open Source

Yt ouvexela, o kopBog Rewind mpootédnke mote 1 avamapaywyr) tou Bivieo va
Eexvnoey amd tnv apxr. O ko6pBog Set Rate puBpider tnv taxuTnta Kat tnv @opd
avarapayeyng tou Bivreo. H xatdAAnAn tipn Rate yia Thv avamapay®yl] 0Tnv KAVOVIKY
@OPA KAl 0TIV KAVOVLIKI) taxuTnta eivar “1.0”.

[ Rewind " [ setRate

4 D= »
Target Return Value Target Return Value

O» Rate [fo_]

Ewkéva 4.57: O k6uBog Set Rate

Telog, pe tov kopbo Play ekiva n avamapayeyr) tou Bivteo.

Target Return Value

Ewkéva 4.58: O k6uBog Play
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O napaxkate kOGLKag ektedeital poAg matnOel to koupmi “Back”.

f Close _f Remove from Parent i) f Add to Viewport

€ On Clicked (Button_Back) g
» » == | o ———
Target arget [self ss Return Value Target
v

S Owning Player
f Get Player Controller

» Player index [g]  Retum Value

Ewkova 4.59: O KwSKaG yLa TO TATNHA TOV KouproU Back

O xopBog Close xAeivel to Media Player mou eixe avoilel pe tov xopBo Open Source,
evw o0 KopBog Remove from Parent apaipel amd tnv 006vn to mapov Widget. Me toug
KOpBoug Create Widget xav Add to Viewport eppavidetar to Widget “Exercises Mode
Select”, to omoto Oa efnynOel mapaxdte.

4.2.¢ Anpmovpyia Widget yua emdoyn petadu List Mode/AR Mode

Ye autd o onpelo, elvar OAd £ToLpa Yia va YIvel 1] avamapayeyn tov Bivteo
avoiyovtag ¢va amd ta Widget Blueprints mmou dnpioupynOnkav mapandve yua tnv Kabe
aoxknon. O xpnotng Ba mpemet va Swadeder tnv Aoknon mou B¢Ael va maparodouOroet
emAéyovtag amo Alota (List Mode) 1) peow tng Kapepag Tng KLV ThHg OUOKEULE Kat
oToXeuovTag 0TV eK@evnon tng aoknong (AR Mode).

IMa auto to Adyo, SnpioupynOnke Widget Blueprint ne ovopa “Exercises Mode Select”.

& Content » AR_Chord2 » Ul » Exercises

p) [E] TYrilters~ [

' ‘ == e e -
3

armode background

Ewéva 4.60: To Widget Exercises Mode Select oto Content Browser
Ye auTo eywve ewoayeyr) eikovag background, eikdvag emxre@aAidag, 60 Koupmaev yia

emAoyn petadu List Mode/AR Mode kat £vog KOUpmiou emotpo@ng 0To apxXLKo evou
(Back).
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Exercises

List Mode

AR Mode

Ewova 4.61: Ene§iynon tou Widget Exercises Mode Select

Yto Event Graph tou Widget ypd@tnke o mapakate KOoLKaAg.

— L]
/" Remove from Parent [ Add to Viewport =
> On Clicked (List_Mode_Button) arget is W arget
P —p
Target
v

<> On Clicked (AR_Mode_Button) J Open Level
===k

&> On Clicked (Back_Button) Jf Open Level
-

Ewkova 4.62: Event Graph tou Widget Exercises Mode Select”

O xopBog On clicked (List_Mode_Button) exteAel 1o KOppatlL KOOUKA IOU givatl
ouvbedepévo oe autov podig matnOet to xkoupmi “List Mode”. O xopBog Remove from
Parent apaipel amd tnv 006vn to mapov Widget xau pe toug xouBoug Create Widget xav
Add to Viewport epgavidetal to Widget “Exercises List Mode”, to omoio Ba enynOei
MIAPAKATR.

O xo6pBog On clicked (AR_Mode_Button) ekteAel To KOPPATL KOOLKA IIOU eival
ouvledenévo oe autov podig matnBei to xouumi “AR Mode”. O xouBog Open Level avoiyel
to Level “Exercises_ ARMode”, to omoio Ba £{nynOel mapaxdate.

O xo6pBog On clicked (Back_Button) extelel 1o Koppdatt KOOUKA mou eival ouvdedeevo

oe autov poAlg matnOei to xoupri “Back”. O xopBog Open Level avoiyel to Level
“Main_Menu” Kal peta@epel Tov Xp1otn 0To apXlKo pevou.
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4.2.1 Anmouvpyia Widget yia to List Mode
AnpmoupynOnke Widget Blueprint pe ovopa “Exercises List Mode”.

| & Content » AR_Chord2 » Ul » Exercises

ke

armode background

Ewova 4.63: To Widget Exercises List Mode oto Content Browser
e auTo eyve ewoayeyn) etkovag background, eikovag emke@aAidag, mevte KOUPIILOY

yia emdoyr) petadl tev aocknoenv, eva Vertical Box to omoto mepiéxet ta KOUpmd tov
Q0KNOLOV KAl £VOg KOUNILOU £ITLOTPOPNC 0T0 apXLko nevou (Back).

Exercises

Ewova 4.64: Ene§iynon tou Widget Exercises List Mode

Yto Event Graph tou Widget ypd@tnke 0o mapakate KOOLKaAg yia Kdbe éva amo ta
KOUMITLA eITLAOYT)E AOK101)E 0 ommolog epgavidel to avriotorxo widget 6mou yivetal n
AVAIINPAy®y1) Tou Bivteo tng doknong.

____. L | L. i) J Add to Viewport
< On Clicked (Exerciselbutton) = Create UlVideo Exercise 1 Widget = Target

Class Return Value Target

Owning Player

" [ Get Player Controller

Player Inde | Return Value

Ewkéva 4.65: O KWSLKAG yLa TO ATNHA Tou Kouprou Exercise 1
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Emiong ypdgtnke o mapakdate KoOKag yia tnv epgavion tou Widget “Exercises Mode

Select” poAirg matnOei to xoupri “Back”.

_f Add to Viewport

B8 Create Exercises Mode Select Widget L

1 4 =D

Class

Return Value Target

Owning Player

Ewkova 4.66: O KWSLKOG yLa TO TTATAKA TOU Kouprtiov Back

4.2.0 Anpwoupyia Baong Aebopevov Enauvinpevov Exkoveov & AR Session Config

yia to AR Mode
AnpoupynOnke Data Asset tumou GoogleARCoreAugmentedImageDatabase pne ovopa

“Exercises_ImageDatabase”.
» Exercises_Data »

& Content » AR_Chord2

IMEBRLGIEEAM 5-=ch Exercises Data

Ewkova 4.67 H Baon Aedopévwv Enavénpévwv Ewkdvwv oto Content Browser tou UE4

Ye auto elonxOnoav ol £1KOVES TRV EKPROVIOE®V TIOU Onpioupynonkay.

5 Details

i
I - [ o -

4 Google ARCore
4 Augmentedimages
4 Entries 5Array elements <+ @ 2

40 3 members
Exerciselmagel

€ 0=

* 9

41 3 members

Exerciselmage?

€ 0=

Ewkova 4.68: H Baon Asdopévwv Enavénpévwv Etkovwv
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Ymdpxouv 5 etkOveg mou KatadapBavouv tig B2oeig 0-4 (0nwg oe pia Sourn 6edopevov
TUIOU Mivaka) Kau 1) Kabe eukova £xel to 61ko tng Index, to 61ko tng Ovopa kau
AN PO@OPLES YA TO ITAQTOG TNG OTOV (PUOLKO KOOHO.

AnpuoupynOnxke emiong ¢va Data Asset tutniou GoogleARCoreSessionConfig pe dvopa
“Exercises_Config” oto omoio @optwOnke n Baon 6edopevav “Exercises_ImageDatabase”.

= Content » AR_ChordZ » Exercises_Data »

EERRLZLEER -=ch Exercises_Dat

'11' Tr E.r
File  Edit t Win

?:’ Toolbar

e

EOIEEEIEaIITY

Search Details D E o~

4 Google Arcore Augmentedimages

Exercises_ImageDatabase

€ 0=

Augmented Image Database

4 ARCore Settings
Camera Facing Back -
Augmented Face Mode Disabled -
4 AR Settings

» World Mapping

Ewkova 4.70: To Apxeio Exercises_Config

To ouykekpipévo Data Asset Ba mepdoet oav eitoodog oto ARCore wote va {erivrjoet pia
AR ouvebpia mapexovtag tou 0Aa ta 6edopeva mou xperadetat.
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4.2.1 Anpoupyta Widget yva to AR Mode
AnpoupynOnke eva Widget Blueprint pe to 6vopa “ Exercises_ ARModeUI”:

& Content » AR_Chord2 » Ul » Exercises

armode

Ewkova 4.71: To Widget Exercises AR Mode oto Content Browser

Ye autd mpootednke pia ewkova “FitToScan” kav ¢va koupmi “Back”.

1‘[' Z=[Exerciees ARMarEl] !

File  Edit Debug  Window  Help

B 1o debug object selected v K Designer ) W=

Debug Filter

alette &) Details

EE= R @@ 4 [ Juallh screen sze- Tril
» Common

» Editor

> Input

» Lists

» Optimization

> Panel

> Primitive

» Special Effects
» User Created
I Advanced

2
5
2
b
b Misc
b
5
2
5
2

Fit the image you're scoanning
Se

4 [Exercises_ARI
4[E]

# Animations = Timeline BY compiler Results

Ewkova 4.72: To Widget Exercises AR Mode

O xprotng natovtag to xoupni “Back” emotpepel oto Widget “Exercises Mode Select”
a@ou yivel dwakorm) tng AR ouvebplag. Autod emtuyxavetal peow tne ouvaptnong Stop AR
Session, yia TV 810K0II1) THE ouvedpilag, Kal peow tewv Kopbov Remove from Parent,
Create Widget xav Add to Viewport, yua tnv petaBaorn oto Widget:

J Remove from Parent #) /' Add to Viewport
< On Clicked (Button_87) | Stop AR Session = Create Exercises Mode Select Widget %

»P—> »

“f Get Player Controller

Playerindex [p]  Retum Value

Ewkova 4.73: O KWSKAG yLa TO TTATNHA TOU Kouprou Back
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4.2 10 Anpwoupyta Level yia to AR Mode

Yto Project tou mpoypappatog Unreal Engine 4 SnpioupynOnxke véo Level pe dvopa
“Exercises_ARMode”.

= Content » AR_Chord2 » Maps

@] [E] T Filters ~ [EEEINEENTS

4 L8 L4

O o

: Main_Wenu

Ewkova 4.74: To Level "Exercises AR Mode" oto Content Browser oto UE4

2to Level Blueprint tou “Exercises_ARMode” vlomoiOnke o mapakdte KOSIKAG.

J AddtoViewport = ©

< Event BeginPlay "B Create Exercises ARMode Ul Widget = g J Start ARCore Session
g P P completed [

Return Value Target Configuration

Owning Player

Ewkova 4.75: Kwdwkag yia Epdavion Widget & Evapén AR Zuvebdpiag

Eeruwvape pe tov xoubBo Event Begin Play miou onpaivel 0TL auto mou akoloubel Ba
evepyorownOel 6tav exivroel to Level. Me toug xopBoug Create Widget xav Add to
Viewport Ba epgaviotel oty 006vn to Widget mou poAig vdomowOnke. Telog, pe tov
kOpBo Start ARCore Session exivaelr 1 AR ouvebpla, exovtag Swoel oav £10obo to apxeio
“Exercises_Config” mou ava@epOnke mapandave. Evepyomoveitar, SnAadn, n kapepa tng
KLVI)TII¢ OUOKEUNG Kat “ypaxvel” yla Tig LKoveg mou ¢xoupe opioel otn Bdon AeSopevov
tou “Exercises_Config”.

| Start ARCore Session °
[ Completed [

Configuration
Exercises_Confic

Ewkova 4.76: O kOppBog Start ARCore Session

[Ma tnv avayvoplon tng e1kovag armarteital o maparate KOdikag:

— — — F -
& Event Tick [ Get All Augmented Images @) For Each Loop ++ Cast To GoogleARCoreAugmentedimage £* Switch on Int

S Get Image Index

Target Return Value @

Ewkéva 4.77: O KwSIKag yLa thv avayvwpLon eLKovog
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ES® exwvape pe tov kopBo Event Tick mou onpaivel mog 06Tl akodoubel Oa
ermavadapBavetar oe kaBe frame, Sndadn oe kaOe kape mou AapBavel n Kapepa tng
xuvntng ouokeung. O xopBog Get All Augmented Images Ba cuykevtpooel (av UIIAPXOUV)
Tig e1kOveg tng Baong AeSopevav mou Bplokovtal oto Kape Kal Oa Tig eloayel o evav
IIivakad. e auTtod To Onuelo, Ta avayveoPLoTIKA TOV ELKOVOV TOU IiVaKa Tou efayetal oev
tavutidovtal pe ta avayveplotikd tng Baong Aedopevev mou opioape. ILX. av
avayveplotnke n eukOva mou Bpioketal otn B¢on 3 tng Baong AeSopévev pe ovopa ‘Exed’,
otov mivaka Ba amoBnkeutel otnv Bgon 0 pe éva dvopa to omoio Ba mapaxOei tuxaia amd
o mpoypappa. O xopBog For Each Loop AapBavel oav eioodo tov mivaka mou e§nx0n amo
TOV Imponyoupevo Kopbo, xal yia kaBe otoixeio tou, Ba emavaddaber o Koppdtt KOOUKaA ITou
ouvoeetar oto Loop Body. I'ia mapaderypa, av e§ax0el mivakag pe tpelg eLKOVeg, To
Koppatt tou Kwoika 6elud tou For Each Loop Ba extedeotel tpeig popeg Kal kabe gopd Ba
IIAPEXEeL OTOoV emoevo KOpBo to avtiotolxo otolxeilo Tou mivaka peo® tou mediou Array
Element. O xopBog Cast To GoogleARCoreAugmentedImage Ba petagpdaoel ta
avVayveploTKd tng eukovag mou £dwoe o kouBog Get All Augmented Images ota
avayveploTikd mmou opioape oty Baon Aedopevav. Xpnoupomnoimvtag to mponyouievo
mapalevypa, n elkova oty B¢on 0 pe v tuxaia ovopaoia, topa Oa exel index tnv tuur 3
kav Ovopa ‘Ex4’. Me autov tov tpomo mAeov pmopoupe va yvepi{oulie IPaypaTikd mola
e1KOvVa avayveopiotnke ar’ v kapepa. O xo6pbog Get Image Index AapBaver to index tng
£LKOVAE KAl TO TPOPOoO0TEL 0TOV er1dpevo Kopbo. Xto mapadevypda pag Oa tpogodotnost tnv
Tuun 3. O tedevutatog kopBog Switch on Int Aevtoupyel omwg pva Sour emdoyng Switch pe
Bdon evav integer. Avaloya pe tov integer mmou Ba AdBel, Oa emA£ler v avriotouxn
o1abponn). E@ooov exoupe 5 eukoveg mpog avayveplorn, pmopel va AdBet tig tipeg amo 0 emg
4 Rau untapxouv avrtiotorxa 5 Srapopetikeg Sradponeg otig omoieg Oa extedeotel n
gp@avion tou kataAAniou Widget, SnAadn n avamapaywyn tou avtiotoixou Bivieo tng
£KPOVI0NE ITOU aVAyVEOPLOTNKE a@ou mpota yivel dtakorr) tng AR ouvedpiag pe tov xopbo
Stop AR Session. I'ia tqv epgavion tou Widget xpnoipomo6nke o 1610¢ Kad1Kag pe 1o
List Mode.

I Stop AR Session (= Create UlVideo Exercise 1 Widget
» -

nieturn

T Get Player Controller
Playy dex [ ‘ [

f Stop AR Session [ Create UlVideo Exercise 2 Widget
moturn

T f Get Player Controller

£* Switchon Int Player index [g] e

»

F Stop AR Session [ Create UlVideo Exercise 3 Widget
e—————

neturn

F Get Player Controller

- Stop AR Session [ Create UlVideo Exercise 4 Widget
p=—========-p

nieturn

T Get Player Controller
ayer index g ‘ ren valus

- Stop AR Session [ Create UlVideo Exercise 5 Widget
=——========-p

nieturn

" GetPlayer Controller

Ewkova 4.78: O kwdikag yia tnv epdavion tou kat@AAnlov Widget
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4.3 H Aevtoupyila «Tuner»

4.3.a Tv etvar to Koupdrotnpt kat morog 0 LKOI10g tou

Xe eva amo ta 6U0 drpa tng Xopong tng Kibapag umdapxel €vag pnxaviopog, o ormoiog
ovopadetar kAewdi kar avopermver tnyv tdon tng Xopdng. H aufopeiwon tng tdong tng
Xop0ng emnpeadel tnv vota (6ndadn tn cuxvotnta 1Xou) mou mapdyetal 6tav n Xopon
mdAAetar. Me tnv avdnon tng taong tng xopdng emuyxavetal petdBaon oe vywnlotepn
vota (augnon tng ouxvoTntag Tou 11X0U) Kal Je TNV peiwon tng tdong, petdbaon oe
XapnAodtepn vota (peilmon tng ouxvotntag tou 11xou). O Houoikog, yia va pImopeoel va
£KTEAE0LL 0WOTA TLG POUOLKEG OUVOEDELg Kal Tig aoKroelg, Oa mpemel va £xet tny Kibdpa
Tou Koupdiopevn, Sndadn va £xer pubpioet ta kAew6ud tng K1Bapag pe Tetolo TPoIo, wote 1
KaOe xopdr), 6tav madAetal, va mapdyel pia ouykekpipevn vota. To mola vota avtiotorxet
oe KaBe xop01), eSaptatal amd To Koupdiopa mou exel emAedel 0 Pouolkog. YImapxouv
moAAd SragopeTikd Koupdiopata Kav to Snpo@udéotepo ovopddetalr “E Standard”.

Auotuxwg, n 6rabikaoia tou xoupSiopatog, Xepig Kamolo BorOnpa, pmopet va
emteuxOel povo amod PmneLpoug POUOLKOUG, Ol OIIOL0L PLIOPOUV Kal avayvepi{ouv tnv vota
II0U ITOapAyeTal amod tnv Xopon otav maddetal Kat pubpidouv to KAelSi tng Xopoig oto
emBunnTto onpeto.

Ov umoAourrol pouotkoi, Kal Kupieng ov apxdptlol, Xperddovtal yia autr T Stadikaoia
£va epyadelo mou ovopadetal KoupSLotnpt, To omoio avamapayel Ty embupntr vota tng
KaBe xopdng. Me auto to tpormo, o pouotrog pubuider to KAeldi tng xopdng mou BeAel va
Koupdioey, pexpt n xopon va mapayet Thv i0ta voTd e TV voTd IIou Iapayel To
koupdiotnpt. To xoupSrothpl mapéxer SnAadr) 0Tov HOUGLKO £Va TOVIKO ONUIEL0 avapopag.

Ewéva 4.79
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4.3.8 Evpeon nxwv votav, etoaywyn oto UE4 & Anpoupyia Sound Cue

IMa v vAdomoinon tou Tuner BpéBnrav oe amoBetrplo XV OAeg 01 vOTEG IOU
arartouvtat (30 oto oUvoAo) o popen .wav. 'Eyiwve etoaywyr) tov votwv oto Unreal
Engine 4 xal 660nkav ta katdAAnAa ovopata: Aaziviko OvouaNorag ApiBuogOxtafag yia
tig kaBapeg voteg kav Aativiko OvoualNotag_s_AptBuocOrtafag yia tig addowopeveg (I1.x.
n vota Aa3 ovopdotnke “A3” xau n vota “Aa#3” ovopaotnke “As3”).

& Content » AR_Chord2 » Tuner_Data »

Ewova 4.80: Ta Sound Waves twv votwv oto Content Browser tou npoypapupatog UE4

Amno autd ta apxeia xav pe v emdoyn Create Cue Snpnovpyndnke éva Sound Cue
yia tnv kabe vota pe i61o ovopa adda pe tnv katdAnén _Cue (I1.x. to Sound Cue tng
votag Aa3 ovopaotnke A3_Cue).

RZICER g Seaich SoundCues 0
r P P r P P r r P P r P P r r P
'QJM 'Q—W '0—1“* 'QJM 'Q—W ’0—1“* 'QJM 'OJN ’0—1“* ’t—w 'OJN '0—1“* ’t—w 'Oer 'QJM ’t—w
A2_Cue A3_Cue As2_Cue As3_Cue B1_Cue B2_Cue B3_Cue C2_Cue C3_Cue C4_Cue Cs2_Cue  Cs3Cue ! )2_Cue )
r f f r f f f é f f é f f é

Ewéva 4.81: Ta Sound Cues twv votwv oto Content Browser tou ntpoypappatog UE4

4.3.y Anmoupyta Widget yra to «Tuner»

To xoupSrotnpl pmopet va vdomoinBet €’ odokAnpov neow Widget Blueprint xal 6ev
amavteital 1) Snproupyia veou Level. O xwdikag ypdagtnke oto Event Graph tou Widget
Blueprint.

AnmoupynOnke Widget Blueprint pe Ovopa “TunerUI”.

e AddNew~ X Import [ SaveAll & - |’ Content » AR_Chord2 » Ul » Tuner

FEl Search Paths jo! [E] Y rFilters ~ [EEIRIGES

4@ Content

Tingf| 2=

Ewkéva 4.82: To Widget TunerUl oto Content Browser
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Ye auto eywve eloayeyn eukovag Background, eikovag Emxkegadidag, etkovag Ke@aAng
K10dapag, £&1 ketpévev yua v apibunon tov kAewdiwv, ¢va koupmdi yia kabe kAeloi,
Kouumi rmavong avarapayyng votag (Stop), Sekarevte koupmd emAoyng Koupdiopatog,
Vertical Box to omoio mepiexel ta koupmd emoyng Koupdiopatog Kat Koupni e£68ou amod
to Koupdrotnpr (Back).

E Standard

Eaes Tu ner

D Tuning

Db Tuning

o 3rd 2nd 1st
Drop D 7&7 ‘j‘

Drop Db s - I
Drop C ) o

Drop B

DADGAD

Open A

e S 8 4 |
Chris Cornell Tuning 6th 5th 4th

LY
R |

Ewkova 4.83: Ene§iynon tou Widget TunerUl

E Standard

Eb Tuning Tu n e r

D Tuning
Db Tuning

T 3rd 2nd 1st
e A LA B

—
Drop C

Drop B

DADGAD
Open A

- 2 8 &
Chris Comell Tuning 6th 5th 4th

Ewkova 4.84: To Widget TunerUl
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4.3.6 Event Graph tou «Tuner»

Apxixkd, SnuuoupynOnkav £§1 petaBAnteg (pia yua kabe xopdn) tumou Sound Base, ne
ovona “lstString”, “2ndString”, ...,”6thString”.

() 1stString -

2ndstring

JrdString
4thString

5thString

6thString

Ewkdova 4.85: Ot £€§L petapAntég tumou Sound Base

Ye autég apxikomonOnkav ta Sound Cues TV VOTOV IIOU aVTLOTOLXOUV 0TO KOUpOLopa
“E Standard”.

5 Details

[seachpes R =

4 Variable

1stString
Osowasze ]

ditable
print Read Only

Cinematics

Default b

Replication Condition

4 Default Value

f o
g E2_Gie
\ '“" €0

Ewkova 4.86: Aemtopépeieg petaBAntig 1st String

Yt ouvexela ypagtnke Kodikag yia va amodibovtat otig €1 petaBAnteég ta avtiotota
Sound Cues kd0e @opd mou o Xpriotng emAyel va aAdader xoupSiopa matovtag oe eva
ard ta Srabeorpa xoupdiopata.

IMa mapaderypa, av o xpnotng emAeéer to koupdiopa “D Tuning” Ba extedeotel o
MIAPAKATR KOOLKAG:

(} On Clrickea(Bmton_ﬁr)i

» —» > —» > -»
1st String D2 v 2nd String G2 - 3rd String

4th String F - 5th String 6th String D4 Stop Button G4

Ewkéva 4.87: O KWSLKAG yLaL TO TLATNA TOU KOUpTtol D Tuning
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O xopBog On Clicked (Button_D) ektedel tov KOO1Ka moU eival ouvdedepevog oe autov,
poAig matnBet to xoupri “D Tuning”. Xtn ouvexewa, vridpxouv €& kopBor SET, ol ommoiol
ekxwpouv otig e§L petabAnteg ta Sound Cues 1ou avtloTtolXoUV 0TLG VOTES TOU
ouykekpipevou koupdiopatog. Tedog, umapxel £vag akoun ko6pBog SET, o omoiog Ba
ednynOel mapakdatw. I'pdgrnke avriotorxog Kmoikag yia Kabe £va amo ta Srabgorpa
Koupbiopata.

Xtn ouvéxeva, SnuioupynOnke petabAnty tunou Sound Base pe ovopa “NoteToPlay”.

FRIETED]

Variable Name MNoteToPlay

Variable Type

Q
:
:

Instance Editable

Blueprint Read Only

y Cinemati

Replicaticn Conditicn

LN B E L
q
1

4 Default Value

Pl >ompile the blueprint

Ewkova 4.88: Aemttopépeleg tng petapAntrg Note to Play

O mapaxATe KOOIKAG EKTEALL TNV AVAIIAPAY®YI] KAl U0 TOV VOTWV:

> On Clicked (Button_1st)

> On Clicked (Button_2nd)

_ D
JPlaySound20 = [ Delay
» »—

O Duration [0

< On Clicked (Button_3rd)

- Note to Play I\
& On Clicked (Button_4th)

& On Clicked (Button 5th)

& On Clicked (Bufton_6th)

Note to Play

Ewkova 4.89: O KWSIKAG yLa TNV ovamopoywyn tThg KAtdAAnAng votog
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2T0 TIp®TO PEPOG, eXoule TNV ekXwpnon otnv petabBAntn “NoteToPlay” tng votag tng
Xopdr¢ mou eméAede 0 XP10TNg IIATOVTAC TO AVTLOTOLX0 KOUIIL.

IMa mapaderypa, av o xpnotng exel emAeder to koupdiopa “D Tuning” kau matroet tnv
Sevtepn xopdn), otn petabBAntn “NoteToPlay” Ba exxwpnBel to Sound Cue mou eixe
erkXwpnOel otnv petabAnty “2ndString” emAéyovtag to koupdiopa “D Tuning”, SnAadn to
Sound Cue “G2_Cue” mou avtiotorxel oty vota G2 (XoA2).

&> 0On Clicked (Button_D)

Ewéva 4.90: 2tnv petaBAnth 2nd String ekxwpeitat o Rxog G2Sound

< On Clicked (Button_1st) :
» — »
Note to Play

1st String

< On Clicked (Button_2nd)

o

SET
> —»
Note to Play

2nd String

< On Clicked (Button_3rd)

P —»

Note to Play

SET

3rd String

< On Clicked (Button_4th)

P —»

Note to Play

SET

4th String

< On Clicked (Button_5th)

L
Note to Play

5th String

< On Clicked (Button_6th)

> —»
Note to Play

6th String

Ewkéva 4.91: Ztn petapAnth Note to Play ekywpeitat o ixog G2Sound
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Ye 6eUTepo PEPOG, £XOUNE TNV AVAIAPAYRDYT] TOU 1)XO0U TNg vVOTag.

0 ®
f PlaySound2D = | [ Delay I

‘ » [ p—Y Completed b —— B e »
Sound © Duration [79 Condition alse Stop Button [
v
S uttor
— v

Ewkova 4.92: O KwKAG avamapaywyrg Th votag

Ymdapxer o kopBog Play Sound 2D, o omotlog avamapdayel tnv vota mmou Bpioketal otnv
petaBAntn “NoteToPlay” xav oty ouvexeva o kopBog Delay o omoiog kaBuotepel tnv
eKTEAe0n ToU KOOKa Katd 6Uo SeutepdAemta. Xty ouveéxela, unapxel pia Branch n omoia
eléyxel av n petabBAntr “Stop Button” tumou Boolean mou SnuioupynOnke mepiéxet tupn
True 1 False. Av nepirexer tpn False Ba Savayupioer i por) otov xopBo Play Sound 2D
Kat Oa yivel emavaAnwn tng avamapaywyng tng votag. H avamapaywyr) tng votag Oa
ouvexioel e’ amelpov pexptl va matnBel amod tov Xprjotn to xoupmi “STOP”, émou Ba
ekTeAeotel Kwokag mou Ba ekxwproel oty petabAntin “Stop Button” tnv tipun True, 6nog
PALVETAL TAPAKATE.

<> On Clicked (Button_Stop)
»

Ewkova 4.93: O KWSKAG YLaL TO AT A TOU Kouprtoy Stop

Ye IeplITeOoN IOV TNV OTLYHI] II0U AVAIIApAyeTtal vOTda evog Koupdiopatog o Xpnotng
emA&gel SrapopeTird Koupdiopa, Ba mpemet va yivel mavon g avamapayoynge. I'ia auto
0 Adyo, umapxetl Kopbog exxmpnong tiung True otnv petaBAntn) “Stop Button” oto télog
TOU event mathHatog KOURITLOU emtAoyr¢ Koupdiopatog.

.___'_. SET

Stop Button &4

Ewkova 4.94: Ekxwpnon Tig True otnv petapAntr Stop Button pe kabe natnpa koupniol aAlayng koupdiopatog

O xopBog Delay mpootébnke yia va UIIApX el XPOVIKI) armdoTaor avAapeoa T
01000X1KEC AvaIapaywyeg.

TéAlog, av matnOel to koupmi Back o xpnotng petagepetal 0to apXiko Pevou [e Tov
kopBo Open Level.

6 Oon Clié@(Buﬂon_Back) _f @Tevel
»P— D

O Level Name [}

Ewkdva 4.95: O KWSLKAG yLa TO LATna Tou Kouprol Back
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4.4 H Aevroupytia «Metronome»

4.4.a Tv etvar o Metpovopog Kat morog 0 LKOII0g ToU

YX0IO¢ TOU PETPOVOLOU eival va §ivel otov 1ouoiko éva atabepo pubuod yua tnv
KTEAE0N TOV 0UVOLoE®V KAl TV A0KN0eRV. Avarmapdyel évay XTUIIo 08 auoThnpd
kaBopropéva xpovika Swaotrpata. Ta Sraotpata autd ta kabBopidel 0 HOUOLKOG
puBpidovtag Tnv TtaxvuTnTa Tou petpovopou (tempo). H povada petpnong mou
xpnovpomnoteitat yiua to tempo eivar ta Beats per Minute (BPM) (Xtumol avd Aemrto). O
petpovopog amoteAel amapaitnto epyadeio kab 0An tn Sudpkrela ekpdbnong evog PoUoLKoU
0pPYAVOU Kal Katd tnv Kabnuepivn pedetn.

Ewova2.41

4.4.8 Evpeon nxev xtunev, ewoaywyr oto UE4 & Anpuoupyla Sound Cue

o tnv vAomoinon Tou PeTpovopou Bpébnkav os amobetrplo Axwv §U0 NXoL XTUNWY g Hopdn)
.wav . O pwto¢ XTUTIOC Elval TOVIKA XaunAOTEPOG amo tov §gUtepo. Eyve eloaywyn Twv XTUTIWV OTO
Unreal Engine 4 kat 660nkav ta katdAAnAa ovopoata: “Metronomelow” yLa Tov XaUNAOTEPO TOVIKA
XTUTo Kal “MetronomeHigh” yla tov unAdtepo.

I AddNew~ & Import [ Save All & &= Content » AR_Chord2 » Metronome_Data

PEY Search Paths OIEBRLLLEERN 5-ach Metronome Data

4@ Content
R_Cl

Ewkéva 4.96: Ta Sound Waves twv xtUonwv oto Content Browser tou npoypaupatog UE4
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AT autd Ta apyeia kot pe tnv enthoyn Create Cue dnuioupynOnke éva Sound Cue yla Tov KABe
nxo ue ovoporta “StickLow” kat “StickHigh”.

I AddNew>" I Import [BSaveAll & & | Content » AR_Chord2

» Metronome_Data

FE] Search Paths jo 5] TrFilters~

Search Metro nome_Data
4 @ Content

metraname 0 stickHigh
High SLCkHIgh

Il Tuner_Data

Ewkova 4.97: Ta Sound Cues twv XtUnwv oto Content Browser tou nipoypaupatog UE4

4.4.y Anpmoupyta Widget yua to «Metronome»

O petpovopog propel va vdomownOel e’ oAokArnpou peow Widget Blueprint xau dev
amavteital ) Snuroupyia veou Level. O xwdikag ypagtnke oto Event Graph tou Widget
Blueprint.

AnmoupynOnke Widget Blueprint pe Ovona “MetronomeUI”.

== Content Browse BEX Output Log

e AddiNewi~ & Import Save Al & 5 | = Content »

AR_Chord2 » Ul » Metronome

YEY Search Paths Jo] E| TFilters
<= Content

Search UI

ownbutirma titleim Me nelll slaybutimar

- W i 2= ) I AN

Ewkova 4.98: To Widget MetronomeUl oto Content Browser

Ye auto eywve ewoaywyn eikovag Background, etkdovag Emkepadidag, tecodpaov
checkboxes, KouTLOU KeLpevou yia v ep@avion tou tempo (TextBox) kal koupmiov yia:
Evapln avamapaynyng xtunev (Start), Ilavon avamapayeoyng xtoneov (Stop), Aunon
Tempo (UpTempo), Meiwon Tempo (DownTempo) kar £§odo amd tov petpovopo (Back).
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Metronome

4 [MetronomeUl] : . . =] -
4 [5] [Canvas Panel] 4 .
metronometitleimage
4 m UpTempo
@] upbutimage

B vic
. E fibdvicn Tempo 3
DownTempo
| downbutimage
TART
2] playbutimage
b m sTOP
2] Titlelmage * 2
" Ed rextE
¥ Tonel
¥ Tone2 I
¥ Tone3
¥ Tone4 o O — |
4 m Button_Back
] Image_289

66666

RN

066

LELLEEL Lol ol Sl ool sl o

X

Ewova 4.99: Ene§iynon tov Widget MetronomeUl

@ ARChord2 (64-bit Development PCD3D_ES31) - [m] X

’

Metronome
} | by -~ o8

:
20 p W

Ewkova 4.100: To Widget MetronomeUl



4.4.6 Event Graph tou «Metronome»

Apxikda SnpuoupynOnke pia petaBAntnh tomou Integer pe 6vopa tempo Kal pe apXikn

tuun 120.

PRIETE

Variable Name
Wariable Type

ance kditable
Blueprint Read Only

Tooltip

nematics

4 Default Value

Tempo

Ewkova 4.101: Aentopépeleg petafAntic tempo

Eyuwe 6¢owpo (Bind) tng¢ petabBAntig pe to mepiexopevo tou Kewpevou tou TextBox oote
va ep@avidetar ) Tuan g petabBAnThg oto Kévpo g 08ovng.

1) Details

imf EditableTextBox_Tempo

Search Details
4 Slot (Canvas Panel Slot)

B

4 Content
Text

Hint Text

Ewova 4.102:

Anchors

T95.457397 N
328640503 N
305.327576 N

e pintenpo.terto~ [

_'
_'

Binding petafAntig tempo pe TextBox
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H tuun tng petaBAntng Tempo auidvetal Kal Pe1OvVeTal IIATOVTAS TA KOUPIILA
UpTempo xatr DownTempo avtiotoixa, AapBdvovtag tipgg amd 50 pexptl 300.

2) On Clicked (UpTempo) L Branch

B True

Condition False @ Tempo

N 2 ®
. o, [7] 1S
Tempo @ <" L Add pin +

Ewkova 4.103: O kwdikag av§nong tou tempo

O napartdve kodikag extedeitar poAig matnOet to koupnt UpTempo peow tou xkopBou
On Clicked(UpTempo). O xopBog Branch eAéyxel av n petabBAntr Tempo mepiéxel tun
mkpoOTEPN 1) 101 Tou 299. Av woxuet, Ba mepdoet otov xkouBo SET, o omoiog Ba mmpooBeoet
oto Tempo tnv Tiur 1 pgow evog abporotr). Av 8ev woxuet (6nAadn av n tuur tou etval
300), 6ev extedeitar timota. Me autov tov tpodro emrtuyxavetal 11 auvgnon tou Tempo.

& on Clicked (DownTempo) [ (CBranch

» True |
Condition False @ Tempo

e —
Tempo @

Ewkova 4.24: O kwdkag peiwong tov tempo

Me tov 1610 Tpomo emTuyxavetal 1 peioon tou Tempo pe tn Swagopd ot 1 Branch
eAéyxer av ) Tuan eival peyaAutepn 1) ion tou 51 Kat av woXUet, 1 TUI Pelwvetatl Katd 1
otov xkopBo SET.

O mapamdve Kookag Aettoupyel KaBe @opd mmou o Xpnotng Kavel pepovepévo click oto
koupri UpTempo 1) DownTempo xau yia xdBe KA1k avtiotoirxel auvénon 1 peiwon kata 1.
Ztnv mepimtweorn), Opeg, mou o Xprotng embupel va petabBdadder to Tempo Katd moAAeg
povadeg (rrx. Amo Tempo = 100 oe Tempo = 180), Oa mpérmel va Kavel ToAAEg popeg KALK
oto avtiotoixo Koupti (80 @opeg), KATL To 0molo eival XpovoBopo kat Koupaotiko. I'a to
AOYo auto £xel ypagtel kwoikag, o omoiog auddaver/neiwwvel to Tempo pe eva cuvexopevo
Click. MoAwg o xpriotne @tdoetl oty emBupntr tipar Tempo, agnver to koupti (release)
Kal otapatd 1 avnon/neioon.

IMa autiv tnv vdomoinon Snuoupyndnkav 6Uo petabBAntég tumou Boolean (pia yia to
KGBe xoupmt) pe ovopata: “UpTempoPressed” xar "DownTempoPressed”.
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4Variables

tempo

p_metronome

o
7]

Search Details

o
a
.

4 Variable
able Name UpTempoPressed

Variable Type

Default
Replic

Replic

4 Default Value

[ aEn Il-E
| il I HI

Up Tempo

Ewkéva 4.105: Asntopépeteg petaBAntiig UpTempoPressed

Me tov mapardte koduka divetat n tupr True otnv “UpTempoPressed”, étav to
koupmi UpTempo matnOei, xar n tipun False, dtav to xoupri ageBei. To i6vo oupBatver
Kat yia to xoupni DownTempo xav tnv petaBAnty) "DownTempoPressed”.

> On Pressed (DownTempo) . -
£ SET
P ——b
Up Tempo Pressed [7.]

Down Tempo Pressed [.]

> On Released (DownTempo)
SET

=
Up Tempo Pressed D Down Tempo Pressed D

Ewova 4.106: O Kwdikag yla atnpa kat ansAevfépwon twv Kouprmwv UpTempo & DownTempo

Topa emBupovpe va avfnooupe/nemooupe to Tempo Kata 1 yia kdOe frame oto ormoio
etvar matnpevo to koupri UpTempo/DownTempo. [Ma va emteuxBet auto
xpnoipomonOnke o k6pBog Event Tick, o omolog erravalapBaver to Koppatt KOSUKA mou
eival ouvoedepévo oe autdv oe kabe frame.
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lempoFr/iempo==IContinuouEly;
(| —— —_—
& EventTick = . Branch [ Delay . Branch

>

Tempo . =+ )
(1 Addpin +

< Branch ° < Branch
» T ompleted P — B

Condition  Fal © Duration [305 Condition

Ewkova 4.107: O KwSLKaG yLoL CUVEXOHEVN QUEOUEIWON TOou tempo

Yt ouvéxewa tou Event Tick vmapxer o xopBog Branch, o omoiog eAeyxel av n
petaBAntn “UpTempoPressed” mepiréxetr tiur True (6nAadn av to kouvpmni UpTempo eival
IIATNIEVO) KAl av 1oxXVUel, ekteAel tov 1610 KoGika pe autov mou Xpnoipomotnonke
apaIave yva v auvénon tou Tempo pe pepovopevo click. O avtiotoixog Kadikag
YPA@TNKE KAl yia Vv peiworn tou Tempo. Mia Swagopd e tov mponyoupevo Koouka eivau
ot mpootédnke oe KAOe mepintwon evag kopBog Delay, o omoiog kaBuotepel tnv
oradikaoia xata 0.05 Seutepodemnta oe KaOe frame. Auto eylwve oote va punv audopeiopvetal
n tuur) tou Tempo arapiaia, aAdd i petdaBaon otig Suagopeg Tipeg va yivetal pe opadod
TPOTIO.

O xtumou avarapayovta oe tetpadeg. Yadapxouv teooepa Check Boxes yua kabeéva amo
TOUG TE00EP1S XTUIIOUE IToU KaBopidouv To av o Xxtumog Ba eival Tovika upnlog 1) XapunAog.
Av givar Checked eva Check Box, Ba nxnoet o uynlotepog Tovikd XTUIog, eV av elval
Unchecked o xapnAodtepog. I'a mapaderypa, av ta §vo mpwta checkboxes eival checked
Ka ta 6Uo tedevutaia unchecked, Ba nxroouv 6o Tovikd uwnAdtepol XTUIIoL
axodouBoupevol ard dUo Tovikd XapnAotepoug.

@ ARChord? (64-bit Development PCD3D_ES31) - o X

Metronome
-~ T

120 p B

Ewova 4.108: To Widget MetronomeUl pe eniheypéva ta SUo npwta Checkboxes

AnpoupynOnkav, dourov, teooepig Boolean petaBAnteg, pia yua kabe Check Box, ov
omoleg amoBnkevouv tnv Tiul True, 6tav eival checked xau tipn False, otav eivay
Unchecked. Ta ovopata tov petaBAntov etvar: TonelHigh, Tone2High, Tone3High,
Tone4High.
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4Variables

Search Details D E o~

4 Variable

TenelHigh

g

[ | BEEEEEN[]
4 g
a4

L]

Default

4 Default Value

Tone THigh

Ewkéva 4.109: Asnttopépeteg tng HetapAntric TonelHigh

O mapaxrate kwokag diver tig Tipeg True/False otig mapamave petaBAnteg avaloya pe
o av eivar Checked 13 Unchecked ta Check Boxes.

CHECKBOX

& On Check State Changed (Tone1) s

Is Checked Tone 1High

SET & On Check State Changed (Tone3) L.

) —

SET

Is Checked Tone 3High

€ On Check State Changed (Tone2) € On Check State Changed (Tone4)
SET

Is Checked Tone 2High Is Checked Tone 4High

Ewkdva 4.110: O Kw8LKag yia To toekdplopa twv Checkboxes

[Taparate @atvetal To mp®To PEPog Tou Kadika mou Oa ektedeotel poAig matnOei to
KOUNIIL £Vapéng avarapaywyng XTuIimy.

Tone 1High [ Tempo

—_— . H -
& on Clicked (START) . Branch f Play sound 2D \ f Delay ©
» Y ue » b » Completed [
Condition s Sound = @ Duration

v

[ Play Sound 20
»

Sound

Ewkova 4.111: O KwSLKaG yLa TRV avanapaywyn Tou Ipwtou XTUmou
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Apxika, vnidpxel o kopbBog On Clicked(START), o ommolog ekteAel TO KOPPATL KOOUKA
mou eival ouvdedepevo oe autov otav matnBet to koupri START. Ytn ouvéxela, vmapxet o
KOpBog Branch, o omotog eAé¢yxer av 1 petaBAntn) “TonelHigh” mepiéxer tuun True 1y
False, 6nAabn av to mpeto Check Box eival checked 1 6xu avtiotoixa. Av n tuun etvau
True, Ba avamapaxBei o vnAog tovika xtumog pe tnv ouvaptnon Play Sound 2D,
¢xovtag emAeder oto medio Sound to Sound Cue “StickHigh”. Av n tuun eivar False 6a
avamapaxBel o xapndog tovikda xtumog pe tnv ouvaptnon Play Sound 2D, ¢xovtag
emAégel oto medilo Sound to Sound Cue “StickLow”. Ytn ouvéxela, Oa mpémel va
avarapaxBei o Sevitepog XTUIIOE £X0VTAG [0 XPOVIKI] AIO0TAOT AIId TOV IP®To. Tn
XPOVIKI] auTl) amootaot), tnv Kabopidel to Tempo. Oneg avagepOnke mapandave, n povada
pétpnong tou Tempo eivar ta BPM (Xtiumouv ava Aemto). Apa, 11 XpoViKI) armdotaor petadl
6U0 61a6ox1KOV XTUneV wwoutal pe 60/Tempo. ['a mapdderypa, av to Tempo toovTal pe 60
Ba exoupe 60 xtumoug ava Aertod, dnAadr) eva xtumo ava 1 Seutepodernto (60/60=1), av to
Tempo wooutat pe 120 Ba £xoupe 120 xtumoug avd Aemrto, SnAadn eva xtumo ava 0.5
SeutepoAento (60/120=0.5) k.0.X.

Emopevag, undpxetl, akoAouBng tng avamapaywyrg Tou Ip®Tou XTUIIoU, 0 KOpBog
delay, o omoiog kaBuotepel To emopevo Koppatt Kwdika (oto oroio Bploketal n
avVaIIapay®yt) tou 8eUTtepou XTUmou) Katd tooa deutepoAemta 60o eivat to 60/Tempo.

0O xodirag cuvexidel e Tov 1010 TPOIIo yia TOUg emOIEVOUE TPELE XTUIIOUE e TV Kabe
branch va eAeyxel to avtiotoixo Check Box.

2og XTOMmog

Tone 2High

P ——— ~ ~
< Branch | Play Sound 2D == \ | Delay
- P True [P » » Completed [

Conditicn False [ = " @ Duration

v
| Play Sound 2D
»

Ewkova 4.112: O kwSikag yLa TRV avanapaywyn tou dsbtepou ytimou

3o¢ Hromog

Tone 3High

—— ™ ~
L Branch = | Delay °
a » Completed [

"~ @ Duration

Ewkova 4.113: O KwSIKAG YL TNV avarapoywyr] Tou Tpitou XTUmou
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Tone 4High

L Branch
» »

Ewkova 4.114: O KwSLKOG YLl TV aVarapaywyr ToU TETAPTOU XTUTIOU

Metd Tov TeTapTo XTUIo undpXel 0 MaPAKAT® KOOLKAS.

L Branch

< On Clicked (STOP)

Ewkova 4.115: O KwSLKOG HETA TV avarapaywyn TwWV XTUNwWY

'‘Exelr SnpuoupynBel pia petaBAntn tumou Boolean pe Ovopa “StopMetronome”, n
omoia AapBaver tupr True, otav o xpnotng natnoetl to kouptt [lavong Avamapayoyng
Xtunov(Stop). H mapamdve Branch eAéyxer tnv tuun tne “StopMetronome”. Av eivat
False, 6nAadn av 6ev éxer matnOel to xoupmi Stop, ouvexidel Tnv por amd TNV IPRTH
Branch tou xo6uka, Snpioupyovtag £tol OKOImpeg evav ateppova Bpdyxo, mote ol XTUIIoL
va enavadapBavovta exr’ dmepov. Av eivar True, Sndadn av exel matnBei to koupmi Stop,
yivetal €§060¢ arr’ tov Bpdyxo, teppatidovtag tnyv avamapayeyr) tTov XTUOOV Kal o Kopbog
SET enavageper tnv petabAntr “StopMetronome” otnv tipn False.

TéAlog, av matnOel to koupmi Back, o xpnotng petagepetal 0to apXiko pevou e tov
KOpBo Open Level.

BackButton

&> On Clicked (Button_Back) [ Open Level
b —

Level Name

Ewkova 4.116: O KwSLKaG yLo To AT LA ToU Kouprol Back
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KE®AAAIO 5 Avenagn Xpnotn

5.1 Ylormoinon tou Baoikou Mevou (Main Menu)

5.1.a Anpoupytla Level yia to Main Menu

Yto Project tou mpoypappatog Unreal Engine 4 SnpuioupynOnxke véo Level pe dvopa
“Main_Menu”.

== Content Browser ﬂ Output Log

& Import [SSave All & | = Content » ABR_Chord2 » Maps

jo) E| TFilters ~ [EEEERINEERE

- Main_Menu

[ il Movies

Ewova 5.1: To Level "Main Menu" oto Content Browser

Yto Level Blueprint ypa@Tnke o maparate KOOLKAC.

— _L L L L L 1L L1l 1 |l _J Add to Viewport
& Event BeginPlay 8 Create Main Menu Ul Widget - Targ

Class Return Value Target
Main Menu Ul

“f Get Player Controller Owning Player

O Player Index |F| Return Value

Ewkova 5.2: Kwdwkag yia tnv epdavion tov Widget "Main Menu"
O xopBog Event Begin Play ektelel Tov KOOLKA TOU £ival ouvoeden£vog oe auTtov HOALg

avoigel to Level. Me toug xopBoug Create Widget xav Add to Viewport epgpavidetal otnv
006vn to Widget “Main Menu UI”, to omoio 8a e§nynOei mapardte.
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5.1.8 Anmioupyia Widget yia to Main Menu
AnpmoupynOnke Widget Blueprint pe Ovopa “Main Menu UT”.

== Content Browser. BY Output Log

e AddNew~ & Import [ SaveAll & = | % Content » AR_Chord2 » Ul » Main_Menu

POIERRETICRM -=ich Main Menu

“ g Content 1T E oo 1 i
4 @@ AR_Chord2 o sl - -~ W
o B AR_Data Back |‘ — WG
back

U i Exercises_Data
B Game_Framework
. Maps hordsbutima
i Metronome_Data
U @l Tuner_Data
45w Ul
i AR_Chords
Ml Exercises

Main_Menu title_main.
IACKGROUNE:reisesbutima i stk

Ewdva 5.3: To Widget "Main Menu" oto Content Browser

e auto eywve ewoayweyn eikovag Background, etkovag Emxegaldidag, kal tecodpov

KOUMITL®OV yia mAonynon otig Aevtoupyieg tne epapuoyng (AR Chords, Exercises, Tuner,

Metronome).

(Man(uen 5

t

AR Chords )

y
)

[~ ==

L)

Metronome

Ewkéva 5.4: Ene§fiynon tou Widget "Main Menu"

ronomebutim unerbutimage
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5.1.y Event Graph tou Main Menu

210 Event Graph tou Widget ypddtnke kwdikag yla kABe éva amo To KOUUTLA TTAOHYNOoNG:

& On Clicked (AR_Chords_button) ] Open Level
. — .

| Remove from Parent 23 o 1 el 2 R e ) J Add to Viewport
€ On Clicked (Metronome_button) x 8 Create Metronome Ul Widget =

7 Get Player Controller

p Player ndex [0]  Return Valie

| Remove from Parent 5 B v l,:] J Add to Viewport
€ On Clicked (Exercises_button) T Create Exercises Mode Select Widget

Target ,| Class Return Vakie Target

(F GetPlayer Controller

p Playes index [a]  Metumn Valie

_/ Remove from Parent =t SEE ) J Add to Viewport
© On Clicked (Tuner_button) 8 Create Tuner Ul Widget

7 Get Player Controller

y Player ndex [0 | Return Value

Ewkova 5.5: O kwdikag tou Widget "Main Menu"

JuyKekpLpéva, otav atnOei to kouuri “AR Chords”, Ba avoiel to Level “AR_Chords”
Xpnolpomnolwvtag tov Koppo Open Level.

¢ > On Clicked (AR_Chords_button) | Open Level

O» Level Name [AR_Chords |

v

Ewkova 5.6: O KwSLKag yLa To matnua tov kouprnov "AR Chords"

Otav natnOei to kouurmi Exercises, Ba ekteAeoTel 0 TAPAKATW KWSLKOC, 0 omoilog adalpel To
napov Widget and tnv 006vn, XpnoLLomoLwvtag Tov KOUPBo Remove from Parent, Kol 0T GUVEXELD

eudavilel to Widget “Exercises Mode Select”, xpnowlomnolwvtag toug koppoug Crate Widget kat Add
to Viewport.
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Wf'Remove from Parent

#) [ AddtoViewport

g = Create Exercises Mode Select Widget
»P— D »P-» »P— P

Target [ self Class Return Value Target
o~ E ises M £

— Owning Player
| Get Player Controller

O» Player Index |T|| Return Value

Ewkéva 5.7: O KwSLKAG yLaL TO TTATN AL TOU Kouuriov "Exercises"

O 610G KwbKaG Oa ekTEAEDTEL KAl [LE TO TIATN O TWV KOUMTILWVY “Tuner” kat “Metronome” pe
v dtadopa otL otov kKOUPo Create Widget €xel emhexBei o avtiotolyo Widget tng kaBe
Aewtoupylag.
e P " f Remove from Parent #) " f Add'to Viewport |
< On Clicked (Tuner_button) rget ] - arget i
»P— > »P— P »P— >
Target \@ Class rUlw Return Value Target

= Create Tuner Ul Widget

Owning Player
I Get Player Controller

» Player Index [T| Return Value

Ewkova 5.8: O KwSLKaG yLa To mAtnpo tTou kouprov "Tuner"

_J Remove from Parent §] [ f Addte Viewport

&> On Clicked (Metronome_button) “§8 Create Metronome Ul Widget

Target Return Value Target
R

Owning Player

“f Get Player Controller

(O Player Ind Return Value

Ewkéva 5.9: O KwSLKag yLo To AT Lo Tou Koupuriol "Metronome"
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5.2 ITAonynon otn Aremmagn Xpnotn

Me tnv évapén tng epappoyng epdaviletal oto xprotn avtopata to Widget tou Bacikou
MevoUl (Main Menu):

MEN Uz

Ewkova 5.10: To Widget "Main Menu"

H mhonynon ota Widgets twv Aettoupylwy Tng epapUoyrg EMITUYXAVETAL TOTWVTAC T
KOTAAANAQ KOUUTILA. JUYKEKPLUEVA, O XPOTNC ATWvTag To Kouuri AR Chords petadépetal oto
Widget tng opwvupung Aettoupyliag, oto omnoio untapyeL To Kouurti Back mou tov emavadEpel oTo
Baowkd Mevou.

Fit the image you're scanning

L_ _] e

Ewéva 5.11: To Widget "AR Chords"

Matwvtag to kKouurti Exercises petadepetal oto Widget emihoyng avapeoa oe List Mode kat AR
Mode oto omolo, eniong, umapxel emhoyn entotpodn¢ oto Baoikd Mevol péow tou koupmiou Back.
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Exercises

List Mode

AR Mode

Ewkéva 5.12: To Widget yia emlhoyn petagu List Mode/AR Mode

Me to mdtnpa tou xouprmou List Mode o xpnotng petagepetar oto Widget emAoyng
apakoAouBnong aoknong. Xe autd UIIApXouV mevte Stabeoipa KOUpImd ta omoia
avTLOTOLXoUV 0TLE Imevte Stabeotpeg aoknoelg. Me to matnud toug epgavidetar to Widget
0TO 0moio ylvetal 1 avamapayayr) tou Bivteo tng doknong. Xto Widget emAoyrg dornong,
oneg ermong kav ota Widgets avamapaywyng twv Bivteo, unapxer koupmi Back to omoio
petagepel tov Xpnotn oto Widget emAoyng avapeoa og List Mode kat AR Mode.

Exercises

Exercise 1

Exercise 2

Exercise 3

Exercise 4

Exercise 5

Ewova 5.13: To Widget "List Mode"
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Ewkova 5.14: To Widget Avanapaywyng Bivteo

Iatovtag to xoupmi AR Mode epgavidetar otnv 086vn tou Xprotn to Widget yia tnv
£ITLAOYT] AVAIAPAY®YHE TOU Blvteo pe thv Xprnon tne KAapepag tng KV Tr¢ OUCKEUNG.

Fit the image you're scanning

L_ ] e

Ewova 5.15: To Widget "AR Mode"

[Tatovtag to xoupmi Back yivetal emotpoen oto Widget emdoyng Mode.

Am6 to Baowko Mevou o xprjotng natwvtag ta koupma Tuner kar Metronome
petagepetal oto Widget yia to Koupdiotipr kal tov Metpovopo avtiotoiXa, ota omoia
uvnapxel koupri Back, to omoio tov emavageper oto Baowko Mevou.
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E Standard
. funer
D Tuning

Db Tuning 3rd 2nd 1st

C Tuning
Drop D ’ ]
____,,/" < Lot o

Drop Db
| 2
Drop C
Drop B
DADGAD
Open A

Open D

| - -
2 8 &

6th 5th 4th

Chris Cornell Tuning

Ewkova 5.16: To Widget "Tuner"

Metronome
B | fy - |

120 p

Ewova 5.17: To Widget "Metronome"

210 mapakdate Staypappa pong oxediaotnkav ol petabioeig Imou PImopouy va
npaypatonolnBouv petaly tov Widgets tng epappoyne. Ta BéAn oupBoAilouv tnv
petdBaon ka1 eTtikéTa Tou Bedoug to kounti mou Oa mpemnel va matnBel mote va

npaypatoroln el n petabBaon.
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N
/

Metronome

AR Chords

Exercises

List Mode Exergises bk

Tuner

Exergises

Exercise 1,2,34,5

Ewkova 5.18: Aldypappa pong petapacswv otn dienadn xpriotn



KE®AAAIO 6 Anapaitnteg PuOnioeirg, Texvika
O¢cpata & Ilepropropotl tne E@appoyng

6.1 PuBpnioeig oto Project Settings tou UE4

[Ma tnv owotn eopteon Kat Aettoupyla Tng e@appoyng oTtny KVt CUOKEUT) £ylvav
Karmoleg amapattnteg pubpioeig oto Project Settings tou npoypaupatog Unreal Engine 4.
Apxikd, otnv otnAn Packaging oto riebio List of Maps to include in a packaged build
pootednkav ol Gradpopeg tov apxeinv tov Levels mou SnuioupynOnkav otnv epappoyn.
Auto eywve oote, OTav QOPTOVETAL I) £QAPIIOY]] OTH KLVI)TH OUCKEUT], VA PV QOPTAOVETAL
novo to Level to omoio elval avoiXtod T OTuyr) IoU YiveTtal 1) @OpTeorn, aAAd OAd ta
artapaitnta Levels.

Ini Section Blacklist

fGame/AR_Chord2/Maps/Main_Menu [

fGame/AR_Chord2/Maps/AR_Chords [
fGame/AR_Chord2/Maps/Exercises_ARMode [

4 Blueprints

Ewova 6.1: PuBuiceig Packaging oto Project Settings

Yt ouvéxewa, ot otnin Supported Platforms evepyomow)Onke to medio Android wote 1
e@appoyr va viootnpidetal amod mAateoppeg Android.

Search Details

. h All Platforms
Project $ &

Android

|i|
"8 Desktop (Win+Mac+Linux)
| HoloLens

i0s

Linux

Linux (AArchB4)

Lumin

Mac

v0S

[
[
|
[
[
[
[
[
[ ]

Windows
Ewova 6.2: PuBuicelg Supported Platforms oto Project Settings
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Yt otAn Android ¢ywe amoboxr) tou SDK License, §60nke to dvoupa tng e@Apoyrg mou
Ba poptrbel otnv Kuvnt ouokevurn) amd to nedio Android Package Name xau emAéxOnke
oto niedio Orientation n emAoyn Landscape.

Build Folder Open Build Folder

Android e Name HeplELVASGIEN com . uth. ARChord2

—
4

-
=

<]
B

Internal Only -
Enable Lint depreciation c
e game da
Generate install fi »r all platforms

rt/update.

ﬂlllllﬂll

g )] 7
Ewova 6.1: PuBuiocelg Android oto Project Settings

TéAlog, yia va eivar Swabgovpeg o ouvaptnoelg tng ARCore 1jtav amapait)to va yivel
evepyormoinon tng enektaong Google ARCore amod tnv otnAn Augmented Reality tou
napaBbupou Plugins.

Augmented Reality (6
"= Automation

"= Blueprints B Enabled

"= Compositing

Google ARCore

port far Google's AR platform

-~
4

"= Device Profile Selectors

"= Editor

Enabled

Ewkéva 6.2: Plugin Google ARCore
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6.2 XUvoeon Kivntng ovokeung pe to UE4

[Ma tnv ouvbeon tng kivntng ouokeung pe to UE4 Ba mpémel apxika va eykataotadel
otov H/Y to mpoypappa Android Studio 3.5.3, oote va undpdel mpdéoBaon oe SUo apxeia ta
omoia eival amapaitnta yia thv ouvoeon, to Android Software Development Kit (SDK)
kat to Android Native Development Kit (NDK).

Xtn ouvexela, Oa mpemel va yvwotomnowooupe oto UE4 tnv tomobeoia mou autd ta
apxeia £xouv amodnkeutel. Autd emvtuyxavetal peow tng otning Android SDK tou
rapaBupou Project Settings ota nedia Location of Android SDK xav Location of Android
NDK.

4 SDKConfig

Platforms C ion of Andrc [ di I\l C./NVPACK/android-sdk-windows [
Android ocatio drc (the ¢ Il C:/NVPACK/android-ndk-r14b [
ocatio Sl C/NVPACK/jdk1.8.0_77 [

-l android-19

Ewova 6.5: PuBpiocelg Android SDK oto Project Settings
TéAlog, Ba mpémer va yivouv xdmoieg pubpioelg otnv Kuvitl) ouokeur). A@ou evepyorouOet

n Asirovpyia Ipoypapuatiory, otn otnAn PvBuiocic Ilpoypappariory Oa mpemnel va
evepyorownOei to medio USB Debugging.
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6.3 IIepropropol

6.3.a Ilepropropol Ilpoypappatiortn

[Ma va yiver n avamapayoyr Bivteo oto Android Media Player mou 6npioupynOnke yia
tnv Aevtoupyia “Exercises”, Oa mpemel ta apxeia Bivteo mou Ba ewoaxbouv va eivar
vumootnpl{opevou tumou. O1 UTTooTNPLLOPEVOL TUTIOL APXELOV elval avapTnpevol 0To

Documentation tng UEA4.
MfMedia Player
AndroidMedia Player AviMedia Player Electra Player PSdMedia Player | Wmiledia Player (XboxOne) MfMedia Player (Windows 7+)
392 Y Y Y
3gp Y Y Y
| -3gp2 Y Y Y
.3gpp Y Y ¥ Y
.aac Y Y
ac3 Y Y
.adts Y
.aif Y Y
aifc Y Y
.aiff Y Y
.amr Y Y
asf Y
.au Y Y
.avi Y
bwf Y Y
.caf Y Y
cdda Y Y
m2ts Y
m3u8 Y Y Y
m3d ¥
mda Y W Y Y
mév Y Y Y
mpdv Y
mov Y Y Y Y
.mp3 Y Y Y
-mp4. Y Y Y Y Y Y Y
qt Y Y
sami Y
sdv Y Y
.smi Y
.snd Y Y
.wav Y Y Y
wave Y Y
.wma Y
wmv Y

3
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Ewkéva 6.6: Mivakog urntootnp{opevwy TUNwv apxeiov Bivreo?

https://docs.unrealengine.com/en-

US/WorkingWithMedia/MediaFramework/TechReference/index.html



https://docs.unrealengine.com/en-US/WorkingWithMedia/MediaFramework/TechReference/index.html
https://docs.unrealengine.com/en-US/WorkingWithMedia/MediaFramework/TechReference/index.html

To 1610 1oxUel Kal yia ta apXeia rpxou mou XpnowpornownOnkav otig Aevtoupyieg “Tuner”
rar “Metronome”.

Import

The engine currently supports imperting uncompressed little endian 16 bit wave files at any sample rate (although sample rates of 44100 Hz or 22050 Hz are recommended).

Specifications PCM, ADPCM, DVI ADPCIM
Format WAy

Bit Rate 16

Spesker Channels Mono, Stereo, 2.1, 4.1, 5.1 6.1, 7.1

Ewéva 6.7: MNivakog untootnpl{oevwv TUTWV apxeiov nyouv?

TeAog, Tta apxeia eikovag mou xpnorporoi}Onkav yua tig Aettoupyieg “AR Chords” xau
“Exercises” £ktog tou 0t Oa mpémel va eival vmootnpiopevou amd to UE4 timou, Oa
Ipemel va TANpouUv Kal Kamoleg rmpodiaypa@eg mou opidel to ARCore, agou Ba
npoomabrjoetl va tig avayvepioer (Image Recognition) oe pia AR ouvebpia.

When creating textures for use in UE4, only the following texture formats are supported:

= bmp

= float

" pox

" .png

= psd

= tgZ3

" jpg

" exr

® .dds- Cubemap Texture (32bits/Channel, 8.8.8.8 ARGE 32 bpp, unsigned) See Cubemap Tools for more information.

= hdr- Cubemap Texture (LongLat unwrap)

Ewkova 6.8: Nivakog urtootnpL{OEVWV TUTTIWV aPXEIOU ELKOVaGS

* https://docs.unrealengine.com/en-US/WorkingWithMedia/Audio/WAV/index.html
° https://docs.unrealengine.com/en-US/RenderingAndGraphics/Textures/Importing/index.html
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O mpoSraypageg auteg eival avaptnpeveg oto documentation tou ARCore.

Tips for selecting reference images

The image's resolution should be at least 300 x 300 pixels. Using images with high resolution does not improve
performance.

Reference images can be provided in PNG or JPEG file format.

Color information is not used. Both color and equivalent grayscale images can be used as reference images or by
users at runtime.

Avoid images with heavy compression as this interferes with feature extraction.

Avoid images with that contain a large number of geometric features, or very few features (e.g. barcodes, QR
codes, logos and other line art) as this will result in poor detection and tracking performance.

Avoid images with repeating patterns as this also can causes issues with detection and tracking.

Use the arcoreimg tool included in the ARCore SDK to get a quality score between 8 and 1ee for each image.
We recommend a quality score of at least 75. Here are two examples:

Example image 1 Example image 2

Score: 8 Score: 180

contains repetitive geometric features sufficient resolution; contains many unique feature

Ewova 6.9: Npodiaypadég eikovag anod tnv Google ARCore®

6.3.8 IIepropropotl Xpnotn

O xpnotng Ba mpénel va SLABETEL KLVNTH CUOKEUH HE «KAANRC TTOLOTNTAG KAPEPQ, Suvatdtnta
avixveuong kivnong (Motion Sensor) kal apkeTd Loxupo enefepyaoth ylo vo e€aodaliost kKaAn
anddoaon Kol OIMOTEAEGUATLIKOUC UTTOAOYLOHOUG OE TIPAYUOTLKO XPOVO», OTIWG avadEPETAL 0TV
LotooeAida tng ARCore. Movov edv Anpot Ti¢ mapandvw npolnob£oslc n cuokeun Ba elvat
ocupBartn pe to ARCore, to omoio €xel avaptrioel cto Documentation tou Alota pe OAeG TIg
UTIOOTNPLIOUEVEC KLVNTEC CUOKEUEG. OL CUOKEUEC OL OTtoleC eival utootnPOUEVEG GUVARBWG £xouV
Tpo eykoteotnpévo to ARCore. TENOG, n cuokeun Oa mipémel va S1aBétel 226 MB ehelBepou
omoBONKeUTIKOU XWpPOoU.

% https://developers.google.com/ar/discover/supported-devices
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KE®AAAIO 7 Xupnepaopata

YTig pépeg pag, 1 TeXVOAOYLKY mpoodog O1eUKOAUVEL ONIIAVTIKA TV avartudn
epappoyev Enauinuevng Ipaypatikotntag (AR) amo tnv okomud tng vdomoinong (ue
epyaleia onwg to Google ARCore), aAAd xat amd tnv oKoImd tng Xpnong (xuwvnteg
OUOKEUEG Jie eIMOPKI] £IIe§ePYATTIKI] 10XU, KAPepd VWNANG avAAuong e Kataypagn
Klvnong KTd.).

2NV mapouod ImITUXLaKn epyacia mapouotadetal avaduTtika n pebodoloyla mou
akolouBnOnke yia tnv avamtuén piag AR epappoyng pe otoxo tnv ekpadnon xibdapag,
xpnovporotwvtag to mpoypappa Unreal Engine 4 xar Otk ['Awooa Ipoypappatiopot
(Visual Programming Language).

Aebopévou ot n aelkovion tprodrdotatey (3D) otoixeiwv Sev amotedel avayrarotnta
POVO 0TO KOPPATL TV 0UyXopdiav tne Kibapag, mou eivar i Baoik:) Aevtoupyia tng
IIAPOUOIE EPAPHOYHS, AVASELKVUOVTAL IPOOIITIKES Yid eréKTtaor. Mia peAAovtikn
£IEKTA0N pIopet, yla mapddetypa, va agopd dAAeg evotnteg tng KiBapag aAAd Kat
evotnteg GAA®V pouolkav opyavev. 'Etol, cuvodika n expdBnon tng pouoikng kabiotatar
pia mo eUKOAn Kal Katavornty) dtadikaoia, peow tou ouviuaopol Ipaypatikou Kol
WNELOKOU KOOU0U, IIapeXovTag emimA£ov Kivntpo yia pabnon.

Ba eixe 16waitepo eviagepov, emiong, va e§etaotel 11 CUYKEKPLUEVT) £QAPIIOYT) 0TV
padn Kat va arnotunobouv ol eVIUI®oelg ToV Hadntav yia TV Xp1on thg.
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