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Afioon

AnAdve vtevBova 6Tt 1 EKTOVNON TG GVYKEKPLUEVTG TTUYLKNG EPYOGTag £yve diymg va
YPNOLoTomBoHV TYES, UEPIKAOG 1| TANPMS, ovTOAEEEL N Un, Ol OTOIEG dEV OVAYPAPOVTOL GTNV
Biproypaeikn AMota. EmmAéov, avt) n epyacia dev €xel vmoPfindel oe Tpéyovca 1 Tapepeepn

HOPOY| G€ AALO EKTONOELTIKO {OPLLLOL.

IHepiinyn

H mnpocPacipoétnta mhéov omotelel onNUOVIIKO KOUUATL TOL GYESWGHOV OTNV
TANPOPOPIKT], TOGO GE EMIMESO VAWKOV OG0 Kol Aoyiopkod. Ta Prvteomayvidla dgv amoterodv
eCaipeon, kot 6vtag pio amd TG MO ONUOPIAEIS OGYOAlEG TV ATOU®V HE EOIKES OVAYKES, T
avamTuEn TEYVOAOYI®V TOL UMOpel vo. TOUG CULUTEPIAGPEl amoTeAel OMUOVTIKO GTOYXO TNG
Bopnyavioc. Toa Pivteomouyvidol mov Poaocilovtor otov OVNTIKO €AEyY0, €KTOC amd TNV
yoyoyoyio Tov pmopoldv vo TPOGPEPOLV, AMOTELOVV KOl £va EVOLOQEPOV Use case Yo TV
ocoumepiinym atop®V pe KVNTIKEG OLOKOMES pe évav TpOTO O omoiog dev amautel emimAéov
Koot Kot ypnoponotel hardware mwov Mo dwwbéter kaveig. [Mapdro mov ot pwvnTikég pnEBoodot
AmoTEAOVV EVay QPVGIKO TPOTO YPNONG TNG POVNG, Ol EEEMEELS GTNV LTOAOYICTIKN 1YL VAL T
xpovio kot M omAdtnto g enefepyaciog onuatog cav dwdwkacia TG kafoToLV O
OTOTEAECUATIKEG GE OYECT UE TNV ovayvadplon opiag, Kot o éva gaming mepiBailov M
TOYOTNTO TG €16000V glval KaBoploTikdc Tapdyovtag. Xe avtd To TAaicta, dnpovpyndnke éva
moyvior  eAeyyOpEVO  UEC® TNG QMOVNG HE OKOMO TNV GLAAOYN O€0OUEVOV Yo TNV
dnoOnTkodTTo, TNV €VKOAlDL YPNoNS Ko TNV Yuyoywyio Tov. Xto oy viol o €reyyog HECW
évtaong amépepe Mo otafepd OmMOTEAEGUOTA GE GYXECN UE TNV avayvoplon tovikotntog. Ev
KOTAKAELDL, EVD 0 EAEYYOC HECH LUKPOPOVOV £ival TOAD YPNOUO EPYULEID Y10l TOVS GYESAOTEG,
TOVG TPOYPUUUATIOTEG, KAODS Kol TOLG 101006 TOVG TOUKTES, EVEYEL ATPOPAETTOVS TOPAYOVTES MG
GLOKEVT 16000V, AOY® TNG TANODOPAC CLVIVAGUOV AOYIGUIKOD, AEITOVPYIK®Y GLGTNUATOV, KOl
dwppvbuiong Tov  VAMKOD ToL moiktn, petald GAAwv. Xpedlovtor afidmioTor Kot
avtopotomomuévol unyoviopot Babuovounong, opiopéva delays yia vo emPePoimbel kdmoia
eVEpPYELD, €VPN CLYVOTNTOV TOL OOVAELOVY KOTAAANAG avEEUPTNTOS TOL PVUAOL TOL TAIKTY,

KaBmGg Ko povnTikég nEBodot mov dev kovpdlovyv TOVE TOTKTEC.
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Abstract

Nowadays, accessibility is an important part of design in computer science, both in
hardware and software level. Video games aren't an exception, and being one of the most popular
hobbies amongst disabled people, the development of inclusive technologies is an important part
of the industry. Sound-controlled video games, apart from the enjoyment they can provide, are
also an interesting use case for the inclusion of disabled people that doesn't incur extra costs and
using hardware one already has. Even though non-speech methods are an unnatural way of using
the voice, the improvements in computing power over the years and the simplicity of signal
processing has made them more efficient compared to speech recognition, and in a gaming
environment input speed is a decisive factor. In this context, a sound-controlled video game was
created in order to collect data on its intuitiveness, simplicity and entertainment factors.
Generally speaking, volume-based mechanics achieved more stable results than pitch-based. In
conclusion, while microphone control is a very useful tool for designers, programmers and
players themselves, it involves unforeseen factors, because of the plethora of combinations of
software, operating systems, and player hardware setup, among others. To combat this, reliable
and automated calibration mechanisms, delays to confirm an action, frequency ranges that work
properly irrespective of the player's gender, as well as non-speech methods that don't tire players

are required.

Avayvopiloeg

®a NBera va evyopliomom Tov emPAémova kabnynt pov, lNopyo Toatrpn, yia v

KaBodnynon kat v Pondeta mov mapeiye katd TNV EKTOHVNOT TNG EPYOCIOG LOV.

EmnAéov, Ba N0l va evyapiotiom toug playtesters Tov mworyviolov yio Tov TOADTIHLO

ypovo kat to feedback mov TpocEpepav Yo To TPOKTIKO KOUUATL TNG EPYOCIOC.
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Kepdaiawo 1: Evcaymyn

1.1 IIpoioyog

H mapovca epeuvntikn epyacia £xel og 6TOYO TNV HEAETT TV PLVTEOTALYVIOIDV TO OO0
eAEYYOVTOL HECH MYOV, KOl GUYKEKPIUEVA HEC® TNG aVOPOTIVIG VNG, e oKOTd TtV Ponbeta
ATOH®V pE €0KEG avdykes o Oev €rovv TNV duvatdTnTo Vo EAEYEOVV U10L GUGKELT HE TO
TOPAdOGLOKA LEGH IGO0V OTTWG TANKTPOADY10, TOVTiKL 1] 000VN aprC.

Yta mhoicwo TG épevvag, dnpovpyndnke évo prototype mayvidol Tov ypnoLUomotEl o
TpoavaPepOEVTO YopaKkTNPLoTIKG Kot O1enydn épevva oe €va detypa avOpdnov Yo va Pyst
ocvumépacpo av givor agtoloyn, Pioowyn, kot Bonntikn n onuovpyic ovTov TOL €idOVLG
TOLYVIOLDV.

Y& HokpompOBecpo emimedo, 1 epyocio. 0MOGKOTEL VoL GUUPAAEL GTNV YEVIKOTEPT HEAETT
TOV UIKPOPAOVOL G GLOKELT €16000V GTO TAMICIO0 TV Pivreomayvididv, KobmMG Kol oTnv
TEPAUTEP® OVAOEIEN TOVL TOUEN TNG TPOSPACIUOTNTAS, HECH TNG €VPEONG EVKOAWMV Ko GONVOV
Moe®V OV PTOPOVV VO, Al0TOCOVV 0l GYESNOTEG KO TPOYPOUUOTIOTES TOLYVIOIDV Yo VO

GLUTEPIAAPOVY TNV KOWVOTNTA TOV ATOUOV e EWOKEG OVAYKES GTOV KOGLLO TOL gaming.

1.2 IIpocsPacipotnta oty IHAnpopopikn

Me tov 6po mpooPaciudtnta yopoktnpiletoar 0 cuveldntdg oxedcUOs TPOIdVIMYV,
VANPECIDOV, KTIPioV, TEPIPAAAOVTOV, KOl GAA®V GLGTNUATOV £TGL MOTE VO LEYICTOMOIEITOL 1
gVKOAia ypnong tovg amd OAeg Tig mBavEG opddeg ypnotav. H meptypagr| evOg cLGTAUOTOC MG
“TPOGPACILO” €YEL EMKPATIOEL VO OTLLALIVEL EDKOAO GTNV XPNOT Y10 ATOMO LE EWOKES AVAYKEG,
OM®G GTOUO LE OKOVOTIKEG, OMTIKESG, YVOOTIKEG, VEDPOAOYIKES, /KOl OUIANTIKEG OVOKOALES, Ol
omoieg KaoTovv TNV YPpNon VOGS LITOAOYICTIKOD GUOGTHLATOG Atd dvoyePN £mG Kot aKatOpOwTN.
‘Eva vmosvvolo tov topéa TG TANPOoPopkne, N AAAnAemidopacrn AvOpodmov-Ymoroyiot, £xel
O¢ avTIKEILEVO HEAETNG TOV GYESACUO KOl TNV VAOTOINGT OEMAP®V YPNOTN AVAAOYQ LE TIG
avdykeg Tov. (Henry, Abou-Zahra and Brewer, 2014)

Ov mepiocdtepeg cvokeLEG TAEOV O1a0éTovy dUVATOTNTES OLEVKOAVLVONG ATOUMV LE
ewkég avaykes. Emypappatikd, yio to dtopo pe mwpoPAnuato Opaons, To TEPLGGOTEPO

Aertovpykd cvotiuoto dwbétovv Bépata vynAng avtiBeong, dvvartdotnTa VIEPUEYEBLVONG

Awihog Xeipévng, 13-12942 6
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KEPOOPO, EIKOVOV Kl KEWWEVOL, Kabdg Kot Tpoypdaupata text-to-speech to onoio ekpwvovv Ta
otoyyelo g oB6vnc. T ta dropa pe mpoPANUOTO OKONG, VIAPYOLV Ol LTOTITAOL KOl O
HOVOQ®VIKOG Nxoc. EmmAéov, kavovpylo AOYIoHIKO KOl DAKO Onpovpysital cuvexde amod
aveEAPTNTOVS TPOYPUUUATIOTES Y10 VO OIEDKOADVOUY (TOUOL LE ELOIKES AVAYKEG TTOV £YOVV O

ovykekpéveg mepumtwoelg avamnpiag. (Computer Basics - Using Accessibility Features, n.d.)

1.3 IIposPacipotnta ota Bivreomaryviown

Ta Prvreomaryvidia, Gviag TpoidvTa TOL TOUEN THG TANPOPOPIKNG, EPYOVIOL OVTIGTOLYO LLE
T0 Sk TOVG PECH SLEVKOALVONG TV ATOUWMV UE EIOIKEG AVAYKES.

[ToAAég amd T Véeg KuKAOQOpieg mapéxovy dopoOp®V TOTT®V pLOUIcELS, TapadelypaTog
YopN ALy TOAETOG Yoo TO. ATOMO LE OVOKOAEC otV OpaoT OTMC ayxpouaToyio 1 Tpofoin
KatevBouvong Nyov omv 08o6vn v to dtopo pe dvokoiieg otnv axor. [Iépav Odpmg amd
OTTIKOOKOVGTIKEG TPOCAPHOYES, 1N 1010UTEPOTNTA TV Prvieomoryvididv givar 6Tl pumopodv vo
d00ovv dvVaTOTNTEG GTOV TOIKTN (MOTE VO, TOPOUETPOTOMGEL TO TaYVidlL 6To. UETPO TOV, e
OAAOYEG TTOL TPOTOTOLOVV TOV OepeAdon oyedtacud Tov. Ot o cuvnBelg eival GYeETIKA amAEg
vAomomoelg Onmwg M mpocsHnkn pog €bkoAng Aettovpyiag (easy mode), pog Aettovpyiog
vroPondnong (assist mode) OT®G Yy TOPAOEYHO AVTOHOTNG OTOYELONG, KO 1| OAACYN TNG
KMpakog tov xpdvou (slow mode).

Towg N mo onuoavtiky dvvatdHTNTO TOV TOPEXETOL AmO TO Prvieomaryvidolo Kol TAEOV
natively kot amd Tic KovooOreg elvar to Agyodpevo input remapping, oniadn mn dvvoardTTe Vo
aAAGEOVY T OTOLTOVUEVO KOVUTIE TTOV TTpémet va atnBohv yia va mpoypatoromel po Spdon
N kivnon. Avto sivon Wwaitepa ¥PNGIUO Y10 KIVIGELS TOV SVGKOAN Bal KAVEL EVOL ATOUO LE ELOTKES
AVAYKEG OTMG TOPOUTETAUEVO AT KATOI0L KOLUTIOV 6€ KAmolo quick-time event, kol £weion
KGOe TpOovpHOTIGHOG M| VELPOAOYIKN TdONnon eival SopopeTikn, KAOe dtopo £xel doPOPETIKA
KOLUTIA TV o€ €va Xeplotiplo mov givar mo PoAwkd. (Game accessibility guidelines | Allow
controls to be remapped / reconfigured, 2022)

Av avtég o1 Aettovpyieg elval avemapkeic, vVAPYOLVV Kol ADGES 6TV HLopeN EEOTAGLOD
(hardware), ot omoieg gival oYeOIACUEVES VO KAADWOLV TUYXOV KEVA KOl VO, TPOGOPUOGOVY TNV
YPNON TNG CLGKELNG GTO LETPO. TOV TTOUKTN, KAOMDG £V TOGOGTO XPNGTAOV, 1O10ATEPO TO ATOWO LLE
KIWWNTIKEG  OLOKOAlEG, Ogv  OLVATOL VO YPNOUYOTOWGEL GUOKEVEG  €16000V  O®G

TANKTPOADY10/TOVTIKL, XEPIOTHPLOL KOVGOADV 1 006veg apnc. (Paige, 2020)

Awihog Xeipévng, 13-12942 7



Xpnon Povntikav Mebodwv wg Eicodo ota Bivteomayvidia yia Zkomote [IposPacipuotntog

Ta mo dnpoen eivar to Xbox Adaptive Controller, é&va mpocappdGiLo XEPIGTAPLO TO OTOi0
etvat oxed10GUEVO Y10 ATOMOL e EOIKEG AVAYKEG, LE TPOYPOUUATICOUEVO KOVUTLY KOt AErTovpYio:
ne devtepevovoeg cvokevég (Xbox Adaptive Controller | Xbox, 2022), kot to Tobii Eye Tracker,
L0 GLGKELY] TOL AVOADEL TV KOTEVOBVVGN KEPOAOV Kot TO PAEHUO TOL YPNOTN, LE QVTA TO
dedopéva, va umopovv vo ypnopormombovv yia real-time inputs og frvteomaryvidwo. (What is eye

tracking? | How eye tracking works - Tobii, 2022)

1.4 E)eyyoc nécm pIKPoOP®OVOL 6Ta PLvTeomayviolo

To pwkpdE®VO 61OV YDOPO TOL gaming S1aBETEL KVPIMG TOAVUESIKO KOl EMKOVMVIOKO
YOPOKTNPO, UE AErtovpyieg dmmwg 10 voice chat va amotelovv onuovtikd koppdtt multiplayer
nayviowwv. (Wadley, Carter and Gibbs, 2014)

[Tépav amd kdmolo minigames Kot oLy vidld LOVGIKOV YOPOKTN P, OTMG GTOV TopEN ToL karaoke
N ™G EKULABMONG HOVGIK®V 0pYAVOV, TO KPOQ®MVO JaBETEL HEVTEPELOVTO YOPAKTPO KL OEV

elval TpoTELOVTOG GYEOAGUEVO Yo TOV EAeyyo Prvteomaryviolwv. (Parker and Heerema, 2008)

1.5 Aopn IItouexig Epyaciog

H dopun g mruypaxng epyaciag ivor n e€ng. To mapdv kepdrono ivar 1 l6aym®YN Kot
€YEL MG GKOTO TNV TOPOVGINCT] TOL EPELVITIKOV GTOHYOV, TNV OTOCAPNVICT Kol ETEENYNON TOV
Bactkdv evvoudv kol OploUdV Tov Ba avTiKpicEl O ovayvdoTng HECO OTO Kelpevo, Kot
emmpocBéTmg v mapovcioon g doung te. 'Emetta, akoiovbel to Bempntikd mhaicio 6mov
TOPOVCIALOVTOL TPONYOVUEVEG EPEVVEG KOl ONUOYPOPIKA OEOOUEVO TOV ATTOVTIOL TOL BENATOC
™G €PYOCiOG, GE GUVOLAGUO LE VRIAPYOLCEG OKAONUAIKES Kol TPAKTIKES epopuroyés. Katd
Tpitov, 10 KePAlato TG pebodoroyiog eEnyel avoAvTikd TIC TPOcEYYioES GTOV GYEdCUO Kot
TNV VLAOTOINGT TOV TEWPAUATIKOD TTayVIOoL TG epyaciog, Kabmg Kol TIC TPOTOTOMGELS TOL
TPAYLATOTOMON KOV OGTE TO Oy Viol va umopel va cLAAEEEL emoTnpovikd dedouéva. To tétapto
KEQPAAOLO aPOPE TIG SOKIUES LE YPNOTES, TNV TEPOUATIKY dladtkacio Tov akoAovdnOnke, Kabmg
Kot TV €E0ymYN Kol mopovciocn Tov dedopévav mov e&nydnoav. 10 TEUTTO KOl TEAEVTOIO
KEPAAOLO OVOADOVTOL TO OEOOUEVO, TOPOVCIALOVTOL TO EVPNUOTE KOL TO TOPICUOTO OV
TPOKVTITOLV O aVTE, pall HE TO TEAMKA GLUTEPAGLOTO, TOLG TEPLOPIGLOVG, TO, OVOTAVINTO

EPOTNLLOTO, KO TOV ETIAOYO TNG EPYOGIOG.

Awihog Xeipévng, 13-12942 8
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Kepararo 2: Osmpntiko IThaicro

2.1 Ewvoayoym

>10 mapdv Kepdrawo Oa yivel avdivon tov Bempntikod TAociov ¢ epyaciog OTMS aVTo

TOPOVCIALETAL GE VILAPYOVCES TPAKTIKEG EPOUPLOYES, AKAOTUOTKES EPEVVES, Kot BifAtoypapia.

2.2 ANuoypa@ka 0£donéva,

Ta tedevtaio ypovia o topéag ™G TPOSPACILOTNTOS TV Prvieomaryvidoidv &yl Ppel
evpeio avayvaopilon, KoOOG T0 TOGOCTO ATOU®MY UE EOIKES OVAYKES TTOL £XOLV TO gaming MG
Kuplopyn acyorio eivar onuovtiko. Epevvec 0mmg tov Accessibility Foundation oty Ovtpéytn
delyvouv 0Tt 0. TOGOGTA TV avammpwv gamers oyyilovv to 92% pe péco dpo evacsydinong 10
opeg Vv gfdopdoa. (Chin, 2015)

opeova pe épgvva tov SCOPE, evog Bpetavikod pilavBpomicol opyavicpov, 66% twv
ATOL®V UE EWKEC avAYKeS avTILETOTILOVY duoKOoMeg | TpoPANpaTO GYETIKA e TO gaming. To
O GLYVA TPOPANLATO APOPOVY OTKOVOUIKOVS TOPAYOVTES 1] TNV EAAELYN TEYVOYVOGIOG Yo TNV
€YKATAGTOON €00V €EOMMGHOD OTMG EOIKELUEVO, XEPICTNPLL, Kol £vO. LIKPOTEPO TOGOGTO
agopd TV EAAEWYN VTOOTNPIENG HOVIEPVOV TITA®V. ZINV CLYKEKPWEVN €pevvo emiong
avapépetor O0tt 36% tov gpombéviov emboupel mpodcPacn o mePLoGoOTEPES, KAODS Kot
KaAvTepeg neBddovg posPacipuotnrag. (Accessibility in gaming report | Disability charity Scope
UK, 2022)

Emumpocbétmg, n avayvopion yio Tov Topéa g TpoosPacipdmrag £xel OTACEL LEXPL KoL
gykprreg teletég PpaPeimv, 6mmg Ta “The Game Awards”, 6mov to 2020 mpootébnke Kot yopia
oL avayvopilel kovotopiec otov topéa ¢ mpooPaciuodtntag. Tnv TpodTy ypovid avtod Tov
Becpob mpe to BpoaPeio to Prvteomaryvior The Last of Us: Part II, to onoio napeiye mbvo and 60

dVVaATOTNTEG TPOSPAGIHOTNTOG, TOALEG OO TIG Omoieg avapépnkay mapandve. (Stedman, 2022)

Awihog Xeipévng, 13-12942 9
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2.3 AvaAvon KOO ROTKAOV EQUPROYDV

2.3.1 Akadnpaikn épevva Igarashi & Hughes

To 2001, gpevvntég amd to Brown University dnpocicvoay Eva paper mov Teptypaeet £va,
LOVTEAO EAEYYOVL Y10 O1OOPUCTIKEG EPAPUOYES TO OTOI0 GUVOVALEL TEYVIKES OVOYVAPLIOTG POVNG
KOl TPOYOUSIGTAOV NYWV. APYIKE TOPATHPNOAYV TMG 1 OVOyvoOPlon opiog o¢ povn pébodog
aAANAemidopaong eivar apketd xpovoPopa, kKabmS 0 ¥PNOTNG TPETEL VA TEPIUEVEL TO VITOAOYLIGTIKO
oUOTNUOL Vo EpUNVEDCEL T Agyduevd tov. 'Etol, viomoincav cvomuata onwg tov 'EAeyyo
Yvveyovg Pwvng (Control by Continuous Voice) émov to cOGTNHO TPAYLATOTOLEL Pl EVEPYELDL
660 0 ypno¢ cvveyilel va exkpovel Kamolo pwvnev, kabag kot tov Eleyyo Iapapétpov pécm
Tovikdtrog (Rate-based Parameter Control by Pitch), émov o ypfiotng opilel pa tiun avaioyo
pe v vota TG eovng tov. Ot Teyvikéc avdivong TOvov Katl EVIaong (PN OLUOTolovVTaL £TGL
dOTE VO EMTAYVVOLY TNV 0apyn dwdkacio g avayvopiong eovie. Ta Betikd avtig g
nebddov eivar M amAOTTO, M YAOOOIKY avefaptnoia, Kol O GUECOG KOl GLVEXNG EAEYXOC.
Emniéov, emedn o éAeyyog yiveron pécw aming eneéepyaciog onpatog avt n péBodog teivetl va
elval ovykpitikd o akpiPng oe BopvPadn mepiPdiiovra. g oNUAVTIKOVS TEPLOPICUOVS Yo TNV
avAALON PECE® TPUYOLIITTMV MYWV, Tapatnpnoay Ott elvar apOcKog TPOTOg XPNONG TG POV
o€ OYEOM UE TNV TOPAOOCLOKY avayvopilon optiiog, umopel va Bewpnbel evoyAntikdg amd

Tpitovg 6TOV 1010 YMPO Kot TElvel va kovpalet Tic ovnTikég yopdéc. (Igarashi and Hughes, 2001)

2.3.2 Akadnpaikn épgova Sporka et al.

To 2006, gpevvntég and ta mavemotuie. Czech Technical University in Prague ko
University of Manchester die&niyoyav pia épgvva yuo TNV pocsPacindtnra ot Pvreomayviota
HEC® TNG QOVNG. XVYKEKPWEVAE, HECH OE VO MEPLOPICUEVO Oelypa, ypnoiponoincov ovo
dwpopeTikég mpooeyyicelg audio-based input, avoyvopion OMAING Kol TPOYOLIIGTMV YOV Y10
Tov €Aeyyo tov mayvidlov Tetris. Ot cuykpicelg Eywvav Bdoel Tov xpovoLv Kot TG akpifetog Tmv
CLUUETEXOVTOV OTNV €KAGTOTE PED0DO, Kot €V TEAEL KOTEANEXV OTL O1 TPOYOLOIOTOL Y01 TEIVOLVV
Vo opEouy peyoAvutepn okpifela kot ypnyopdtepn amOKplon, OwiTEPO GE OSVGKOAITEPW

enineda. (Sporka, Kurniawan, Mahmud and Slavik, 2006)
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2.4 Avaivon TPOKTIKAOV EQUPROYADV

2.4.1 Parrot.py (Kevin Te Raa)

To parrot.py givau £va Tpoypappa wov dnovpynonke omd tov OALOVIO TPOYPOULOTIOTH
Kevin te Raa, 10 omoio €Aéyyet Tov LIWOAOYIGTH HEG® MNYWV OO TO GTOUM TOL YPNOTN OTMG
COUPLYHOTO, PLOTUATO, PMOVAEVTO KOl KMK pe TNV YA®ooo petabd dAlmv. Me Tig katdAAnAeg
tpomomomoelg, o Te Raa mpoypoppdrtice avtd to gpyoreio €161 dote vo pmopel va maigetl to
nayvior Hollow Knight, 6pwg kabmd¢ avtd to moyviotl eivon apketd toyvppuduo, amortet kot v
ypron evog EyeTracker yio axdpo mo axpifn inputs. To okentikd mico amd v onpovpyio
avToy TOL gpyaieiov NTav ot ypoéviol THvol Tov te Raa otov kopmd Kol GTOVG MUOVG TOV TOL

amoyopedovy TNV ¥pNomn £vOS KavovikoL yeiplotnpiov. (te Raa, 2021)

2.4.2 Scream Go Hero (Ketchapp)

[Tépa amd aKoOMUOIKEG Kol TPAKTIKEG EPOPUOYEC TOL EAEYYOL HECH TNG (POVNG,
VILAPYOLY KO O VIS0 TOV EKUETAAAEDOVTOL TOV “OPVGIKO” KOl YOXOYOYIKO YOPUKTI PO VTG
¢ Agttovpyiog 6mwg to Scream Go Hero g Ketchapp, tov omoiov 1 dtaonpdtnta opeiretar o
KOMKEG ONUOGIEVGELS TOUKTAOV GTO, HEGO KOWMOVIKNG OKTOVMONGS, KaODS Kol 6 ELPOVIGELS TOV
TOYVIO00 6€ KoMK 600v. To cuvykekpluévo moryviol eivar tomov platformer kot 0 @oVNTIKOG
éleyyog kabopilel v kivnon tov maikt, 060 POVALEL O YOPAKTPOS KOVLVIETOL TTPOG TaL OEEL

Kot oviAoya pe v évtaon, kévet kot dipoto. (Feldman, 2019)

SCORE:76 (||

nsitivity

Ewoéva 1: Scream Go Hero (Ketchapp, 2022)
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Kepaiaro 3: MeBodoroyia

3.1 Xye610.610G TOV TOL(VIOL0V

Mo va peremBetl 10 Paocwkd Bépa g epyaociag, anopaciomnke va dnuovpyndet Eva
oy viol To omoio £xel ¢ KupLo dEova EAEYYOL TNV ovOPOTIVY VY.

Boowdg yvopovos yio va emiteuyBovv ot gpeuvnTikoi 6tdyol TS £pyaciag, NTav 10 €V
AMOy® moryvior vo d100étel 660 T0 dLVOTOV Mo OmTAOVS, KOTOVONTOLG Kol EVKOAOSIONKTOVG
HUNYOVIGHOVGE, KO VO UMV otaitel TOAAT dpa Yoo TV 0OAOKANp®on| tov. EmmAéov, o oyediacuodg
TOL oY VIOV TPEMEL VO, EMTPENEL TNV GLAAOYT UETPNOIUOV KOl TOGOTIKOTOUGIL®V OEOOUEVOV
mov Ba Pondncovv ommv katdAnén ebAoywmv cvumepacudtov petd v épgvva. Metd amd
EVOEAEYN AVOOKOTNOT GTO TTPONYOVUEVA £PYOL TOV GLYYPOUPEDN, OTOPAGIGTNKE O GXESAGUAOC TOV
oy violov va Baciotel oto maryvidlt Nothing But Space (2015).

To Nothing But Space sivat éva moyviol infinite runner 610 omoio éva S1GTNUOTAOL0,
Katd v Odpkeln tov Tagdlov tov mepvael péca omd pa {Ovn aotepogd®v. O maiktng
KOAEITOL VO OITOPUYEL TOVG OOTEPOEIDELG e aEQVOUEVT] TOYVTNTO KOl VO, ETPLOCEL Yo TOV
HEYOADTEPO dUVATO XPOVO.

[Tapott 1o mayvidr Paciletor oe mponyovpevn doVAELd, KatafAnOnke pLeyain tpocmadeia
vo unv gtvor omAd por avaodmpovpyio, oAAd vo mpocstefovv Kavobpylol unyavicpot ot oroiot
oyetiovtol pe To KOUUATL EAEYYOV TG POVNG OAAG elvor emmALOV KOl LETPNUEVOL, ATOPAiTITOL

Kol 0PN OTOL.

Ewéva 2: Nothing But Space (2015)
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3.2 Ly€6106 110G TOV PUNYOVIGHOV EAEYHOV QMVIG

3.2.1 I'evikég mAnpo@opieg

210 apyKd oTAo TOV OYEOCUOD, UEAETNOMKOV TOPOUOLEG OKOOMUONIKEG GAAG Kot
YOYOYOYIKEG EQUPLOYEG OC TPOG TOVS UNYOVIGHOVS 16000V Kot TIG TOPAUETPOVS OO TIG OTOLES
eAéyyeton 10 mayviol. Onwg avagpépbnie 6to Ke@AAato 2, ot o cuvNBelg NTaV 0 EAEYYOG LECM
évraong eovig (volume), kot 0 EAeyyog HEG® avayvAOPLoNS TOVIKOTITOS (pitch recognition).
Avtéc o1 mopdpetpotl umopoHv vo 00000V 6 avTikeipeva Toyviotod (game objects) Kot va £xovv

avtiotoyn enidpacn 610 TEPPAAAOV LY VIOL0V.

3.2.2 " ELreyyoc néom £vraong

O mpmdTOg PNYavicuds mov peletOnke Mtav n kdbetn kivinon tov dSactnpomioiov,
kaBmg Mrov o koprog unyaviopodg tov Nothing But Space. H kivnon tov Pacilotoav ce pa
boolean Aoyikn mov eAeyyOTOV HEG® £VOC Input axis wov NTAV SLUPOPETIKOS OV TAATOOP L.
2tV €k000M Yo VTOAOYIGTH NTOV TO TANKTPO Space, evd GTNV £kO0GN Yol KvnTtd MTov TO
ayytyno og 006vn agng. Otav kavomoleitol n ekdoToTe GLVONKN (TATNHO TANKTPOL M Ayyrypo
006v1G), TO SGTNUOTAOL0 EKTOEEVETOL TTPOG TO TAV®, LE L0 EXIOPACT) TOPOUOLO LE QLTI EVOG
npowdntpa (thruster). Xe avtifetn mepintmon, to doTnUOTAOL0 oTOOTAEL VO TpowBOEeiTon Ko
TEPTEL, OOV VO LIAPYEL TO Qovopevo ¢ Paputntog mov to TPofdel TPog TO KATM.
AOKILAGTNKAY  KOTOLEG TOPOAAAYEG TOL GUYKEKPWEVOL UNYOVICHOD Omov 10 Paputikd
eowopevo Bo  katopyovvtav, OT®G Yoo TAPAdEYUa €va “UayvnTIKO” KEVIPAPIGUO TOL
G TNUOTAOIOV Kol EMAEKTIKN Kiviion péow pitch 1 drapopetikdv thresholds yio To volume mov
Ba kaBoplav v Kivnon, Ouwg omodeiydnkav moAd SVGYPMNOTA KOl TOAVTAOKO GUGTHUOTA.
‘Etot, 1 10éa mov ev TéAeL epapUOGTNKE NTAV 1010 LLE TNV OPYIKT), LE TNV daPopd OTL TO input axis
B to MAeyyxe éva katdeA éviaong (volume threshold), To omoio pe to mov Eemepaotel, Ha
OTEAVEL TO SLOGTNUOTAOLO PG To TAve. EmmAéov, pe v évtaomn g @ovig ooV TopaUETPO, N
boolean Loyikn evioyvOnke mEPAUTEPM LE TNV EICAYOYN L0 TOPATAV® dBnong (boost) avdioya
pHe TV évtacrn g eoVNG Tov moiktn. Me dAlo Adywn, po Mo duvaty Kpowyn GTEAVEL TO

SOCTNUOTAOLO TTPOG TO, TTAV® TTLO YP1YOPa.
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3.2.3'EAeyyoc pécm TOVIKOTNTOG

KaBdg o oyedoopog g évraong giye oc ent 1o mieiotov anopaciotel kot oprofetn el
oV kdBetn kivnon Tov SoTNUOTA0IOV, 0 de0TEPOC TOUENG GTOV 0moio Empene va, d0bel Pdon
Nrav ot unyovicpoi mov Ba eAEyyovtay HEGM TG TOVIKOTNTOC.

I'oe tov éleyyo péow TOoVIKOTNTOG, Onuovpyndnkav omid mechanics mwov
EVEPYOTOLOLVTOL WE TO OV O TOUKTNG TapdEel NYovg 6e cuyYKeEKPUEVES cuyvotntes. Kabmg ot
GVTPEG KOl Ol YUVOUKEG £XOVV SLOPOPETIKO EVPOG GLYVOTNTMOV OTIS POVES TOVG, ATOPAGICTNKE VO,
YPNOUOTOMNOOVV o 0VOETEPOL MNYOL 7OV dev EapTOVTOL ATd TIG POVNTIKEG YOPOES, OMMG
ovprypoi kot GAAOL 1Yol Tov Tapdyovion pE T xEiAn. Emiong ta pikpdemva teivouv va £xovv
KoAOTEPT amdO00N 0TS cvyKekpluéveg cvuyvotntes. (Facts about speech intelligibility: human
voice frequency range, 2022)

Ytov okAnpod cvprypd (“shh) avarédnie to mechanic g aonidac, TOV TPOGTATEVEL TO
SloTNUOTAO0 amd kdBe Kpohom Y TEPLOPICUEVO YPOVIKO Otdotnua (3 devteporenta
ovveyduevng yxpnong maximum), poli pe €vo grace period €vOG OELTEPOAETTOL Yol Vo
JlEVKOADVEL TOV TTaiKTY. XTOoV amaAd cvptypd (“sss”) avatédnke to mechanic tov hyperdrive.
Metd amd 15 devtepOrento cuveyovg kivnong, yepilet m avdioyn umdpo, m omoio Guo
evepyomombel, KAvel ATPMOTO TO OCTNUOTAO0 Kol TOL Oivel ypnyopo mpodOnom mpog ta
umpootd, poli pe bonus 6To GKOp KO QOVIOYTEPE VPO Yia va emPpoPedoel Tov ToikTn.
Emumiéov, wg deutepevmv punyavicpudc Baoet g évtaongs, 0onv opa eoVAlEL 0 ToKTNG KT TNV

Aertovpyia Tov hyperdrive, ovto emekteiveTon Kot TOL Oivel akOpO LEYOADTEPO GKOP.

HYPERDRIVE

I
SHIELD

Ewoéva 3: 2022 - A Space Audissey / Hyperdrive (2022)
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3.2.4 PvOpion & BaOpovounon

Metd v vAomoinon Tov BacIKOV UNYOVIGUOV, NTOV OTopaitnTos 0 oYedcUOg eVOg
CLGTHOTOG HEGH OO TO 000 0 TaikTNg Bo pumopovoe vo pubuicel T0 KPOP®VO TOL LE TOV
KATAAANAO TpOTO dGTE TO TOYViol va avaryvmpilel cootd ta inputs tov. Kabog kdbe ypnotng
dev owabétel v 101 dappvBon hardware ko to 1610 Aoyiopkd, dev dokidlet To moryvidl 6To
010 mepaiiov, Kot dev €xel v 01 POVNTIKY wKavoTnTo, €ival onuavtiky n poduon twv
TILAOV TOL TOYVIO0V £TGL MGTE AVTO VO OVTOTOKPIVETAL GTIG ATOLTGELS KO TIG TPOTIUNGELS TOV.

Katd v dudpkela tov prototyping onpiovpyndnke éva Paocikd debug menu, péca and 1o
omoio 0 OOKIHOOTNG Umopovoe vo. pvOuicel To gain/boost kot To volume threshold yio Tovg
UNYoVIcovs HEGm €vtaonc, Kot apyotepa to pitch threshold yia tovg unyovicpode pésm ewovige.
To cvykexpyévo pevov gaiveton otnv Ewkova 3.

Apyotepa katd v avdmtuln, vinpée N avdykn avtd to debug menu va QapHOGTEL KO
070 KVuplwg oy viol yopic vo eivor Eva “KpLUUEVO” HeVOD Yo S1opBdGELS 0ALA £val amopaitnTo
KOUUATL YioL TNV OHOAT, AELTOvpYia TOV oy vidtol, Ympic va amattel TepImAOKES TEYVIKES YVMDOELS
and tov maiktn. 'Etol, apywd onpiovpyndnke €va pevov emloydv Omov evidyOnkav ot
OLYKEKPIUEVEG pLOUIGELS, Kot 6€ deVTEPT PAoT OYXEOAOTNKE Eva OAOKANpO tutorial emimedo dmov
0 TAIKTNG UTOPOVGE VO, SOKIUAGEL TOVS UNYOVIGLOVG Kot VoL puOUicEL TO Touyviol o€ Vo 0GQAAEC

nePPAALOV.
3.3 Y omoinon Tov punyoaviepov AEYY0V QOIS

3.3.1 Teyvikéc manpogopieg

o v vAomoinomn tov mayvidov ypnoiponombnke n unyavy Unity 2020.3.21f1, pe 1o
JetBrains Rider w¢ IDE kot mpoypappatiotikn yaAdvooo C#.

Ot unyavicpot eovig vaorombnkay pe Bipaodnkeg tov Unity API, mov emtpémovv v
YPNON TOL HIKPOPAOVOL ®OC GLOKELY €16000V, KoOmMg Kot Packés peBOOOVG YNELOKNG
eneepyaciog oNUOTOg GE KOUUATIO YOV.

Emumiéov, ypnowomomOnkav to plugins DoTween vy animation tweening,

TextMeshPro yia mpofoin keyévov, kot SketchFab Importer yio thv eilcaywyn poviéAwy.

Awihtog Seipévne, 13-12942 15



Xpnon Povntikav Mebodwv wg Eicodo ota Bivteomayvidia yia Zkomote [IposPacipuotntog

3.3.2 Apy1KOTOoiN 61 GLVOKEVOV

Apyikd, katd v évapén tov mayvidowy, yivetor oviyvoon Olwv tev Jbéciuwmv
OLGKEVMV €16000V NYOL OV EIVOL GUVOESEUEVEC GTOV VITOAOYIGTH KOL OPYIKOTOLOUVTOL OAEC
wote va glval £Toyeg yuo xpron. Av gtvar 1 Tpdtn @opd mov mailetal To maryvidl 6€ aVTOV TOV
VIOAOYIOTN, TOTE TO TPOEMAEYUEVO HIKPOQPVO Ba givor 10 TpdTo 6TV Alota, aAldg sivot

amoONKELUEVO TO TELELTALO YPNGYOTONUEVO HIKPOPOVO.

3.3.3 Avayvapion £vtaong 1oV

o v avayvopion évtaong Nyov, dNUovpynnke pio cuVAPTNON 1 OOl EMICTPEPEL
évav float ap1Buo pe gvpog 0-1, TOL VITOJEKVVEL TNV TPEXOVCA £VTACT] TOV TPOEPYETOL OO TO
uikpoemvo. Méow tov Unity API, exympovvior ce évav mivaxa Olec ot Tipuég omd ta audio
samples, aBpoilovtar ot amdAvteg TWES Tovg o o petafint float, ko émeito ovt) 1M
petafint Stopeitor pe tov cuvoAkd aplfud twv samples, yio vo KAToOANEOVHIE GE [LoL TIUN

évtaong mov kvpaivetor and 1o 0 émg to 1.

3.3.4 Avayvopion ToViKOTI|TOG 10V

[Noa ™mv avayvopion tovikOTNTog Ypnolwonoteital évag aiyoplOpog yvootdg oc Fast
Fourier Transform (FFT). O FFT vroAoyiler tov Ataxpitd Metaoynuoticpd Fourier (Discrete
Fourier Transform, DFT), anodoudvtag éva mepimioko onpo Kot mopovctdlovtds 1o og €va
dBpoiopa MUITOVOEWIDV KUUATOV HE SOPOPETIKG TAATN Kot cLyvOTNTEC. XPNGILOTOLEITOL [
OLVAPTNOT TOV EMOTPEPEL OEOOUEVOL TOL MNYNTIKOV PAGUATOS OO TO HKPOP®VO, ONAadn Evag
nivaxog ond float Tipég mov avtiotoyovV GTNV €VIOGT TOL NYOL GE £vo, GLYKEKPLUEVO TTed0
oLYVOTNTOV. AVTO TO TS0 CLYVOTNTOV EYEL UKL GUYKEKPUUEVT] TN POGUOTIKNG OLOKPITIKNAG
wKavotToag, mov Ppioketon kdvovrog Olaipeon tov sample rate pe to sample window. Xtnv
TPOKEUEVT TEPIMTOON TO Oy Vidl ypnoonolel sample rate 48000 Hz ko sample window 4096

Hz.

Sample Rate 48000 Hz
Sample Window 4096 Hz

Spectral Resolution = = 11,71 Hz
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Avtd onpaiver 6t ot aeOntég Sapopés mov pmopel va avtiAneBel o aikydpiBuog eivor oe
dwotuota tov 11,71 Hz ™ eopd. EmmAéov, yia va enttevyBel mo axpipng eEaywyn dedopévmv
and tov aiyopOpo FFT, epappoletor mopdbvupo Hanning, 1o omoio efovdetepidvel Tuydv
OCLVEYEIEC TOV ONUATOG Tov umopel va aAloiwoovv ta dedopéva. (Understanding FFTs and

Windowing, 2022)

3.3.5 llpocappoyn & padpovopnon

Ot dwbéopeg puBuicelg mov divovtal GToV TAIKTH Y10 VO TPOGOUPUOGEL TO TTatyvidl oTIg

avdykeg Tov gival ot e€ng:

e Gain / Boost: Evioyber 11¢ volume tyég tov pikpoe®dvov €161 MGTE Vo €ival mo
evaiocOnto oto input. Xpnowevet av n €viaon givor moAd pikpn eopyng N av o xpNog
0éher va ailet To oy vidt pe Yo pnAOTEPT £VTAOT) POVTG.

e Volume Threshold: To xat®eAl £éviaong petd omnd to omoio Oa Kiveitar 1O
SloTNUOTAOL0. MikpOTEPN T KAVEL TO SCTNUOTAOL0 7o gvaictnto otnv Kivnon,
EVAD UEYOADTEPT T TO KAVEL SVGKOAOTEPO Vo KivnOel, YpNoo 6V VITAPYEL CNUOVTIKO
eninedo BopvPov 610 TEPIPAAAOV.

e Pitch Threshold: To kat®@Atl TOVOL HETE amd TO omoio Ba avayvwpilovtat ot Aettovpyieg
TOVIKOTNTOG OTwg M aomida kot to hyperdrive. Onwg kon pe to volume threshold, eivat
YPAOWO €AV  vmhpyel onuavtikd emnimedo BopvPfov o100 mEPPdAlov, KaBDOG ot
nePPaALOVTIKOL Nyol Pmopel VO EMKOAVTTOVV TIG GLYVOTNTEG TOV AELTOVPYUDY TOV

TOLYVIOLDV, Kot £TGL Y10 TOPBEOEY LA VO VAYOLV TNV 0GTTIO0 TOV TOUKTY AGKOTO.

3.4 Y omoinon Aout@V unyovic oy

O mapdyovtog mov kabopilel v enidoom evog maiktn givor 1o okop. To okop PacileTon
otov ypdvo Katd tov omoio o maiktng mapapével Lovtavog yopig va yivel cOykpovorn e
0OTEPOELDN. AVAAOYO e KATOLEG EVEPYELEG TOV TTOUKTY, EPapoOleTan 610 okop Eva multiplier, tng
Ta&Nc Tov 1/3 av kabeton cuvE el 6To KAT® PEPOG TNG 00OVNC OC OmOTPENTIKOS TOPAYOVTAG,

evdd 10 okop molamAactaletal eni 3 otnv mepimtwon mov eivar oe hyperdrive mode wg

punyovioog emPpafevong.
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['a to eodvto, ypnowomombnke to epyareio Space 3D tov Rye Terrell mov onuovpyet
procedurally generated OSwotnukd skyboxes e otoyeio OT®MG ACTEPLO KOl VEQPEADUOATO.
(Terrell, 2015) Anpovpyndnkav diagopetikd skyboxes To omoia yPNCHOTOOVVTIOL GE
SLLPOPETIKES PAGELS TOL T VIS0V OTMG TO intro screen, To menu screen, To tutorial level kot o
main level kot viomomOnke €vag PUNYOVIGUOS GLVEYOVS TEPIGTPOPNC UE UETOPANTY ToydTNTO
(Yo va evioyvbet to o€ tov hyperdrive) mov ota gameplay levels dnpiovpyei v yevdoicOnon
™G KIvnonG 6TO aYovEG SLAGTN AL,

Emniéov, yio v wlpokodpevn OvokoAio Tov mouyvidowol, onpovpyndnke Evog
UNYOVIGHOG ERPAVIONG AOTEPOEDMDV LE TLYOOTNTA TNV BE0N, KaBdg Kot av&avouevo ypovo Kat
ToYOTNTO ovOAOY pe TIG EMOOGELS ToV Taiktn. Emeldn o punyaviopds e toxodtntog Kupimg
aQopovGE APVNTIKA GTOLYEID TOV TOY VIOV, GUYKEKPIUEVO TOVG AGTEPOELDELS TTOL Bl Epepvay TO
lose condition, aropaciotnke va tpoctefovv Kot Betucol Tvyaiol mapdyovteg pe TNV LOPEN TOV
pickable shields. Mg tov 110 pnyoviopd mov epgoavifovtal ot aoTePOEdEls, upavifovion
aonideg Tov puropovv vo tophodv amd Tov maikTn Ko Vo TapEYoVV TPOGTAGio amd KAbe ¥Tomn o

v 10 devtepdrenta.

HYPERDRIVE
——
——

SHIELD

PICKED SHIELD

Ewova 4: 2022 - A Space Audissey / Picked Shield (2022)
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3.5 Yiomoinon oena@ov

Anpovpynbnke pa apykr] o86vn pe dvvatdtro mopdkapynsg (Ewova 5), n omoia
TEPLYPAPEL OTL Yoo TNV Wavik) eumepio, 1o moryvior mailetal o éva Movyo mepiPaiiov e
axovotikd. ‘Enetta mapovsialerar 1o kupiog pevod (Ewodva 6) 6mov o maiktng pmopel va mai&et
to main level, 1o tutorial level, va de1 TAnpoopiec oyetikd pe T0 mOyViol, va tepyndei oto

EPMTNUATOAOY10, VO UTTEL OTIC ETAOYEG TOV TOYVIOLOD 1) VO KAEICEL TO O ViOlL.

This game is best enjoyed in a quiet environment using a headset.

Ensure your microphone is properly calibrated using the in-game and
system settings for an optimal experience.

Ewova 5: 2022 - A Space Audissey / Intro (2022)

To eninmedo Tov TOYVIOD eivar dVO, TO KLPIWS TOYVIoL Kot TO EXEENYNUOTIKO KOUUATL
TOV, TO Agyouevo tutorial. Xto tutorial level o maiktng dev ypetdleTon va amo@lHyeL 0oTEPOELSEILS,
KaODC gival oyxedlooHEVO £TOL MOTE O TAIKTNG VO UTOPEL VoL SOKIUACEL TOVG UNYOVIGHOVS TOL
TOLYVIO00 GE £VOL AGPAAES Ko U TIHOPNTIKO mepiaArov. Ymapyovv 600 otddio 6to tutorial,
Babuovounon évraong (Gain/Boost & Volume Threshold), otnv omoia o maiktng doxpualel v
kivnon tov dwotuomioiov kot Pabpovounon tovikdotntag (Pitch Threshold), oty omoia o
naiktng dokudlel Tnv evepyonoinon acmnidag kot hyperdrive.

2V GeEMOO TANPOPOPIOV Yo TO Ty viol, mov eaivetar oty Ewova 7, emeényeiton n
Baowkn Aok Tov oy vidlov, Kabmg Kot 01 SBEGIOL UNYaVIGHOT Kot 01 XEPIGHOT TOVG.

211¢ emAoYEG TOV oy vidoD, o Taiktng pmopel va ahAdEet Tig pubuicelg ol omoieg givat
yopiopéves o katnyopieg. Ot pvOuicelg Pivieo mepthapfdvovv v avdivon Kot tov puOud
avavéwong g o8ovng, v Asttovpyia mApovg 006vng kot to vertical sync. Ot pvOuicelg

e€odov Myov mepthapPavovy €vav master volume slider. Ot pvBuicelg €10600L MYOL
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nepLaUBdvouy emAOYEG Yoo THV GLOKELT €16000V, To gain/boost, To volume threshold kot to
pitch threshold, ta omoio cuvodevovtarl amd yproyleg evOeiEelg Yo Ta inputs Tov Aapfavouy,
omwg évav ypopotiotd volume indicator, kot to pitch og hertz 1o omoio avayvopiletar v
ovykekpipévn otiyun. Ot emhoyéc paivovtot oty Ewova 8.

Ymnpyav oxéo Yoo TEPAUTEP® TPOSPUCILOTNTO TOL OPYIKOD HEVOD HEC® 1TNG
duvatodttog speech recognition 1) TapOHOIOG POVNTIKNG LEBOSOV LE QLTS TTOL YPNGLLOTTOLEITOL
070 KLPIOS moryvidl, OO AOY® XPOVIKMOV TEPLOPICUAOV, VAOTOMONKE £Va GTAVIOP LEVOL TTOV

eAEYYETOL LEC TTOVTIKIOV.

2022
A Space Audissey

Play Main Game

Play Tutorial
About
Survey
Options
Quit
A dissertation project by Aimilios Seimenis

Supervising professor: Georgios Tsatiris
Version 1.0

Ewova 6: 2022 - A Space Audissey / Main Menu (2022)

2022: A Space Audissey -> About

The Story

As you were cruising around in outer space, you hit an asteroid storm!

You must avoid the incoming debris, engaging protective systems like

your shield and hyperdrive along the way. How long can you hold out?

How To Play

MOVEMENT

o Shout to thrust upwards.

o Be silent to move downwards.

SHIELD
The shield will profect your spaceship from deadly impacts. You can
use the ship’s own shield or pick up automatic shields along the way

o If the mefer is sufficiently full, say "shh” to enable shield
HYPERDRIVE
The hyperdrive blasts you away, profecting you and boosting your

score for a few seconds. It charges by shoufing (movement).

o When the meter is full, say "sss” to engage hyperdrive
o Once engaged, shout loudly fo maintain hyperdrive.

Back to Menu

Ewova 7: 2022 - A Space Audissey / About (2022)
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2022: A Space Audissey -> Options

VIDEO IMPORTANT
Resaliiion o There is a possibility of experiencing delayed inputs
on cerfain microphones, especially wireless ones.

Fullscreen
V'SYnC For an optimal experience, use a wired microphone
AUDIO OUTPUT
Master Volume

that's close enough to avoid background noise.

If the audio seftings here are unresponsive, check
your system input device settings and try again

AUDIO INPUT
Input Device

Volume Threshold
Pitch Threshold

MISC
Always Skip Intro [ ]

—
Gain / Boost — m—
@ ———
P ——

Back to Menu

Ewova 8: 2022 - A Space Audissey / Options (2022)

3.6 Xyed100n0G Kot fEATIOTOTOINON TULYVIOLOV Y10 TELPUUOTIKOVS

OKOTOVG

[Tépa amd 10 epoTUATOAOYI0 OV O KANOEl Vo cuUTANPOGEL £vag ¥pNoTNG, o€ KAOE
play session 10 moyvidol GVAAEYEL dedopéva Kot To. amodnkevel oto apyeio “data.csv”’. Avtd Ta
dedopéva etvar o apBudg tav play sessions, T0 6kop mov €netevyON, T0 KAAHTEPO GKOP OV £ivan
amoOnKevUEVO, TO GVOUO TOV HIKPOPAOVOL TOV YPNOLUOTOLEITAL, KOOMDS Kol Ol TPEL MYNTIKES

mapapeTpot: gain/boost, volume threshold, pitch threshold.

3.7 llpofpata kata TV vAOTOINON

Amo dmoyn avAmTuEng Kol GYESOGLOV, 1| SPOPOTOINGCT) MKPOPOVOV OTOTELEGE £val
amo to peyodvtepo mpofAnuata. To anpoPrento hardware kabBdg kot 1 dStopdpPo™ Tov KO
oLVOLOCHOD PLOUIGE®V AEITOVPYIKOD GUGTNUATOG KOL TEXVIKMV XOPUKTNPICTIKOV UIKPOPDHVOU,
amotedel PLEYAAN TPOKANGN Y10 TOV GYESUGUO EVOG GUOTNUOTOS TOL KOTAVOEL Ta inputs opBmg
KOl GUVEYDG,.

KéBe pikpogpwvo €xel dtoapopetikn amodxpion cuyvotrag, avtictaon (ohm), évtaon, kot
oe eninedo Aoylopkov dev vmdpyovv universal drivers otov Nyo. Evdeyopévag pia épevva e
Kamotlo mAateoppo pe evomomuévo hardware 0mmg kovooOleg, | KaAvTepo driver configuration

OTMG KIVNTA TNAEQ®VO, VO |TOV TTLO OO EPIGUN.
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Emumpocbétoc, Ba Ntov a&idhoyn mpoomdbeia oyediaons £vOG GLUGTIUOTOS OVTOUOTNG
Babuovounong (calibration) mévew omv omoio Bo ékave S0pBdGES 0 TaiKING, TOpPd oTNV
EKYDOPNON TMPOETMAEYUEVOV TIUDV KOL TOV OTOAVTO YEWPOKIVITO EAeyY0 OTOV TOiKTN KAO®MG
umopel va kével Adon.

To xoppdrt Tov Unity API mwov dwayepiletal To pikpopmvo kot v ymoakn eneepyocio
onuatog Ntav eAlmég, dev Mtav platform-agnostic, pe eidylotn Owayeipion CEOARATOV Kot
TOALG AVOTAVTEYO OTOTEAEGLOTO, LEXPL KOl game crashes oty yepdTepT TepinTmON.

H avayvaopion tovikomrag (pitch detection) fjtav cuyva avakpipne. H avaxpifeia ooty
opeiletar 6To YEYOVOC OTL 1 AvBpdTIVI) PmVI deV ivar o oAl Kopatopopen. Kabmg dev elval
éva ayvd onua, Om®G Yol TOPAOEYHO o MUTOVOEWNG Guvaptnon, mn ooun g sivol
JLPOPETIKN KOl UTOPEL VoL EMNPEAGEL CNUOVTIKA TOV 0AYOP1OL0. ZVYKEKPIUEVD, OTOTEAEITOL QIO
™V Agyouevn Oepelmon cuyvdtTa Kol (o GEPA VYNAGTEP®Y GLYVOTHTMOV TOL OVOUALOVTOL
OPUOVIKEG Ol omoieg akoAovBovv avaroyikd. (Lemmetty, 1999) Xvyva katd to gameplay, n
duvatdTEPN CLYVOTNTA TNG PMOVNG TOV TTaikTn Ba givar 1 appoviky, ondte mOAAES Popég eivat
mhavd 0 aAyOpPIOLOG avaYVAOPIONG TOVIKOTNTOS VO TAGEL TNV OPLOVIKT] MG TNV ETKPATOHGO
ovyvotta, moapovcslalovtag avakpin T n omoio odnyel oe AavOacuéva inputs. o va
emAvOel avtd 10 TPOPANUO, EMAEYONKE CLYKEKPEVN YKAUO GUYVOTHTOV OOV TO TEPOMPLO
AGBovg Ba Tav To eAdyioto dvvatd. Mo dAAn mbavr) Avomn Ba tav n avdivon Tov TOVEOV Kot 0
Yop1opds T0ug og {mveg cuyvotnTeV (frequency bands) pe dl0QopeTIKES EVIAGELS, KOl 1) avabeon

ovYKeKPIEVOVY (ovav avd gameplay mechanic.
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Kepalaro 4: Aoxkipég

4.1 Aoxiun pe ypnoteg

210 TEMKE oTAdIL TNG OVATTUENG, TO oy Vidl 060NKe G Eva TEPLOPICUEVO dETyLa Yo VL
YIVOUV apyIkéG SOKIUEG KoL VO TPOGOIOPIOTEL | KATUAANAGTNTA TOV Y10 TNV ELPVTEPT £PEVLVAL.

[MopdAinia, dnpovpyndnke éva epotmuotordyo oto Google Forms pe epotioeig mov
a@opovGOV TNV €VKOAO TOV TOikTn 1 NG ToikTplag Katd v Paduovouncn, tov Ereyyo TV
EMUEPOVS AEITOLPYUDY TOL TOLYVIOOV, KOOMG KOl TOV Topdyovio NG OloKEONONG Kol TNG
éupaong ota audio-based mechanics. H mAinpne poper tov epotnuotoroyiov givor dabéoun
oto [lapdptmua A, evd to TPpOTOYEV d€dOUEVO TOL CLVEAEEE TO Tayvidl Ppickovion oTo
[Hapéptnpua B.

To ocevdpro doxkyng NMrav 1 kowomoinon tov playable build oto dwwdiktvo, dmov ot
SOKIUAOTEG Umopovoay v ToiEovy To oty vidl, avTd vo, GLAAEEEL OEOOUEVA TTOV QLPOPOVSAV TIG
puOuicelg Toug Kol TG €MOOGES TOVG, Kol €melta ot {dtol va a&loAoyiGovV To TTatyvidl GTo
napeyOpevo gpwtnuatordyro. H dwdikacio doxipdv édafe yopo peta&d 11 TovAiov ot 17

Avyovotov 2022.

4.2 E€aymyn ogdopévov

H eaymyn kot avaivon tov dedopévev £yve pécm e TAateopuag tov Google Forms,
OOV GLYKEVTPOONKOAV 01 ATAVINGELG KOt TO SOKILAGTIKG dEOOUEVO OAWDV TMV GUUUETEXOVIMV.
Yta mapeyopeva opyeio data.csv €yve mepartépm ovdilvon pécm tov Google Sheets yio va
mopayBodv emmAéov HETPNOELS OTMG HEGOG OPOC KOl EVOIAUETES TILES TTOV QLPOPOVV TO, GKOP TMV

TOKTOV, TOV aplBud twv play sessions Tovg, Kot TV TPOTILOUEVOY puOUice®V TOVG,.
4.3 Ilapovciaon 6£00pnEVOV

4.3.1 Anpoypo@ika otovyeio,

To telkd detypa amotereiton and 21 dropa, 18 dvrpeg ko 3 yovaikeg. EmmAéov, oty

gpmTNON oL aPopd TV efoikeiwon TV ToKTOV pe To. Prvteomaryvidw, 17 drtopa (81%)
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Miwcav 6t mailovv takTiKd, 2 drtopa (9.5%) nailovv mepiotaciaxd, kot dAia 2 dropa (9.5%)

nailovv omavia.

4.3.2 Emoooeig TuKTOV

Oocov agopd tov apBud twv play sessions, vnp&ov katd péco dpo 4.95 play sessions
avd moiktn, pe dapeon Tyun 4 kou emikpotovoa Tiun 4. EAdyiotog apBuog play sessions nrav 1
eV 0 pEyLoToc o 12.

O péoog maikng xotapepe okop 51.60, pe ddpeon tipr 34.89. To gldy1oTO HEGO GKOP
avéd maiktn Nrav 13.07 ko 1o péyioto péco okop avd maiktn Ntav 215.80. To eidyioto
Katoyeypappévo oxkop nrav 3.35, evd to péyioto Nrav 553.58. To péco okop ava play session

nrav 43.19, evd 10 didueco okop avd play session rav 19.48.

4.3.3 BaOpovounon

H mieioynoia tov dokpactav (80.9%, 17 dropa) Pprike v dadikacio Babpovounonc
€0KOAN Kot KoTovonTy, amodidoviag amd po kKAipako 1-5, oxop 4 kot méve. Xty Baduoroyio
and 1-5, n péon tiun frav 4.23, n dSdpeon tiun frav 4, Kot 1 EXKPOTONCO T TAV S.

To mpoPfAquoata mov oavripetonionKay, teivovv vo agopovv v Pabuovounon
tovikdtntag (pitch calibration), pe oOgvtepegvovia mpofAnpato mov avaeépOnkav vo eivol
TPOPANLOTA TOL OTOSIOOVTOL GTO AELTOVPYIKO GVOTNUA, 1) GTO YEYOVOS OTL £manlov To oty viol
o€ Myeia pe duvatn £viaon 1 evaicinto LKpOPwVvo.

To 76.2% 1ov moawxtov (16 dropa) ONMAwoe OTL dgv  ypeldotnke vao  KOVEL
emovafadpovounon oe kémolo 6tdolo Tov moryvidwy, evad 1o 23.8% (5 dtopn) OMMAwcE TMG
ypewotke. Ocov apopd v mo yprioyn pébodo emavaPaduovounong, peta&d g npdcsPaocng
oT0 YpNyopo Hevod pécw Tov mAnkTpov Tab, v ypnon tov pevov “Options”, kot TV
emavaAny”n oto tutorial emimedo, or pool yprotec mov €kavav recalibration (50%, 4 droua)
eméleCav o teElevTaio, e TO HEVOD eMAOY®V va épyetal dgvtepo pe 37.5% (3 dropa), kot to
pevoL oto mAnkTpo Tab tpito ko televtaio pe 12.5% (1 dropo).

Kdmoteg amd tic mapeydpeves puOUIGEIS EVOEXOUEVMG VO NTOV OVETOPKEIS Y10 TV OUOAN
Aertovpyio Tov moryvidwd. 6 gpwtnBévieg ambvincav, pe 3 amd avtovg (50%) va Bewpovv
avemapkés to Gain/Boost, dAhovg 2 (33%) va Bewpovv averapiéc to Pitch Threshold kot évag

(16.6%) va Bewpel to Volume Threshold averapicéc.
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How easy was the calibration process for your microphone? |D Copy

21 responses

10.0 10 (47.6%)
75
7(33.3%)
5.0
25 3 (14.3%)
0 (‘f%] 1 (4.8%)
0.0
1 2 3 4 5
Ewova 9: Epotnpatordyio (svkoiia fabpovounonc)
Did you have to recalibrate more than once while playing? |D Copy

21 responses

@ Yes
® No

Ewdéva 10: Epotpotordyio (emavapadupovounon)

If yes, which method of recalibration did you find most useful? |D Copy

8 responzes

@ Using the in-game menu by pressing
[Tah]

@ Using the options menu
@ Replaying the tutorial

Ewova 11: Epotmpatoloylo (nébodog eravaPaduovounong)
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Were any of the provided settings inadequate for calibration? |D Copy

G responses
Gain / Boost 3 (50%)

Input (Volume) Threshold

Pitch Threshold

Ewova 12: Epompotordylo (avemapkeig pébodot emavaPadpovounong)

4.3.4 Tutorial

H mieroynoia tov doxipactov (81%, 17 droua) érai&e to tutorial emimedo yio va pabet
ta. mechanics tov moyvidod Ko va g€otkelmbel pe tov Tpdémo yprone. Ot SOKWAOTES OV
énouéav to tutorial SNAdVoOLV ¢ emi To TAEioTOV TG ERabay 0,TL YPEBCTNKE TPV TOHEOVV TO

main game. (77.8%, 14 dropa)

Did you play the tutorial before attempting the main game? ID Copy

21 responses

® ves
@ No

Ewova 13: Epompoatordylo (Tutorial)
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If yes, did you feel like it taught you everything you needed to know before playing the |_|:| Copy
game?

18 responses

® ves
® No

Ewova 14: Epompotordylo (Anotehespotikdtnto Tutorial)

4.3.5 Kivnon owwstnpomioiov pécm emvig (volume)

To dedopéva yroo v Kivnon tov dtactnuonioiov pécm g VNG, T0 volume-based
mechanic tov moayvidiov, tapovstalovv po Waitepn katavoun. H mislioynoeio tov moktdv
(61.9%, 13 dropa) BabuoAidyncav v xivion pHécom NG Le okop 4+ oe pa KAipako and 1o
1-5. Orvmorowrot (38.1%, 8 dropa) Bewpolv Tmwg 1 kivinon eivor amd pétpro Eog axotdpHw.
Yty Pabporoyio amd 1-5, n péon tun Hrov 3.66, n ddpeon T Mrav 4, KoL 1 EXKPATOLGA
T NTav S.

How easy was it for you to move your spaceship using your voice? |D Copy

21 responses

8

T(33.3%)

6 (28.6%)

4 (19%)

2 (9.5%) 2 (9.5%)

Ewova 15: Epompoatordyo (Volume-based mechanics)
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4.3.6 Xpnon prie aonidog (pitch)

H mieoynoio tov moktdv (61.9%, 13 dtoua) Pabuordyncov v evepyomoinom g
aonidag péow tov pitch pe oxop 4+ oe pa KAipako arnd to 1-5. Orvrndriouror (38.1%, 8 dtopa)
Bewpovv Twg N evepyomoinon ¢ aomidog eivor amd pétpla £og akatopbwtn. Xtnv Babuoroyia

ano 1-5, n péon Ty Nrav 3.71, ) didpeon tiun Nrav 4, Kot n EnKpatovoa TIUn NTay S.

How easy was it for you to use your (blue) shield using your voice? |_|:| Copy

21 responses

8(38.1%)

5(23.8%) 5(23.3%)

Ewova 16: Epompoatordylo (Pitch-based mechanics: Shield)

4.3.7 Xpnfjon hyperdrive (pitch)

H mieioymoeia tov toaktov (71.5%, 15 dtopa) Babpordyncav tnmv evepyomoinomn tov
hyperdrive péow tov pitch pe okop 4+ oe o Kiipoko omd 1o 1-5. Ot veoérouror (28.5%, 6
dtopa) Bempovv g N evepyomoinon tov hyperdrive givor amd pétpia €og akatdopbwtr. Xtnv
Babuoroyia amd 1-5, n péon T frav 3.95, n ddueon T NTov 4, Kot 1 EXKPATOVGA TIUY

nrav 5.

How easy was it to engage your hyperdrive using your voice? |E| Copy

21 responses

10.0
9 (42.9%)

6 (28.6%)

4(19%)

Ewova 17: Epompuoatordylo (Pitch-based mechanics: Hyperdrive)
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4.3.8 Evyapictnon moiyviorov

To peyoaidtepo mocootd TV moktdv (76.2%, 16 dtopa), Ppnke 10 mayviol yeEVIKA
evydproto. Ot vwdAouTol TaiKTEG TO PprKay amd PETPLO EmG Un Kovorontikd. Ocov agpopd v
gvyopiomon and 1o moryviol, oty Pabporoyio and 1-5, n péon Ty NTav 4.19, n didpeon Tyun
Nrav 4, Kot 1 EnKpoTovca T NTay S.

MoAovaTt T0 oy vidl Tav YEVIKA €0YAPIGTO, 01 TOUKTES AavnKay af€Patot yio To av Oa
émonlov To moyvidl av dev elxe €leyyo pEc® UIKpoP®VoL, pe uoag 47.6% (10 dtopa) vo
amodidel oxop 4+. Znv Babuoroyio amd 1-5, 1 péon tyun NTav 3.33, n ddpeon Tun NTav 3, Kot

T EMKPOTOVCA TN TiTaV 5.

Was the game enjoyable and satisfying? |D Copy

21 responses

10.0

10 (47.6%)

75

6 (28.6%)

5.0

4(19%)
25

0.0 |

Ewova 18: Epomuoatordylo (Evyapiotnon moyvidion)

Would you have played and enjoyed it even without the microphone-based controls? |_|:| Copy

21 responses

8 6 (28.6%)

5 (23.3%)

4(19%) 4 (19%)

2 (9.5%)

Ewova 19: Epompotordoyto (Ilpotipumon eAéyyov pikpo@mdvov)
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4.3.9 "Hyog Kol avTITEPLETAGNROG

ONot ot cvppetéyovreg (100%, 21 dtopa) mov Emo&ov To moyvidl giyav Tov N0 TOL
Tayvioon evepyomomuévo. To peyodldtepo mocootd tv dokipaostav (61.9%, 13 dropa) dev
Bpnke TOV N0 TOL TALYVIOOV EUTOOI0 GTO VO TALEEL TO TOYVidL, Pe TOVS VITOAOUTOVS Va. VidBovv
eEMQPAOC amoomacpévol. Xty Pabpoioyio and 1-5, pe 10 1 vo onuaivel 6t 10 moyviot
OTTOCLYKEVTIPOVE TANPWOS TOLG TOUKTES KO TO 5 OTL dev VNpEe KovEva TPOPANUa, N péon Ty

nrav 4,33, n dtdpeon T NToV S, Kot 1 EXKPOATOLGO TN NTOV S.

Did you play the game with the sound on? |D Copy

21 responzes

® ves
@ No

Ewova 20: Epompoatordyro (Hyoc)

If yes, how easy was it to play with the game's sound on? (Difficulties for example |_|:| Copy
could be, the sound was very distracting or you had trouble concentrating)
21 responses

15

13 (61.9%)

5 (23 8%)

Ewoéva 21: Epotuatordylo (Antdomacn tpocoyng amd Tov 11X0)
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4.4 TlpopfAMpnoto KoTa TNV TELPUNATIKT OLOOIKAGLO

Yrnp&oav oplopéva TeXVIKG TPOPANUATO GE VTOAOYIOTEG HE TOAAATAGL LUKPOP®VA TO.
omoio KOTEGTNGOV TO oty viol un AEITovpyIKo. AvTd eVOEXOUEVOS VO OPEIAOVTAL GE COAALOTO 1)
AavBacpévn yprion tov nymtikod API g Unity 6pmg avtd givol aca@éc Kabde ol TePITTOCELS
TOV CLYKEKPEVOV GOAALATOV NTav eAdyiotes. EmmAéov teyvikd mpofAquata Tpoékvuyayv e
VTOAOYIGTEC 01 omoiot Oev eiyov Windows ¢ AEITOVPYIKO GUGTLLOL.

Katé v dudpkela kdmoiwv playtests oe mepiBdAlovta e KOGHO OTOL NTOV TOPDV KOt O
oLYYPAPENS, TAPAUTNPNONKE Lo pKpY| avac@irela omd Tovg playtesters AOym Tov yeyovoTog 0Tt
Ba éxavav BopvPo kol avTd amoTLTMONKE oTO AmOTEAEGHATA EITE WG YOUUNAOTEPOL ¥ pdVOL (AOY®
apyOTEP®V N TO OIGTOKTIKMV KIVIGE®V) €iTe MG cvyvoTepa calibrations €161 ®GTE TO LIKPOP®OVO

vo umopet va mapatnpioet input and pkpotepn £vioot).
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Ke@alaro 5: Avaivon ogoopuévav

5.1 Evpijpoato & mopiocpato,

5.1.1 Emodooeic tuktov & play sessions

Ta play sessions kot o1 €m06celg tov kbbe maiktn eiyav peydin mowidio. Ot emddGELg
oyxetilovtor pe to learning curve tov moyvidlov, KaB®OG KOl HE TIG COOTEG PLOUIGELS TOL
ekdotote moiktn, Kabdg €va kakopvOUIopEVO Toyvidl oev eAEYyxETAL €VKOAN, OmdTE TO lose
condition mAnpeitor mo ypniyopa. Ievikd pilovtog, to KadopuOpcpévo moyvidio Etevay va

TPOGPEPOVY KOl KAADTEPU GKOP.

5.1.2 BaOpovounon

To cvomua Babuovounong mov vAomomonke Ntav ®g eni T0 TAEIGTOV YPNOTIKO, OUW®G
dev KOGALWE TIC OVAYKEG OA®V TV YPNOTMOV Kol GE KATOWOLS QAvnKeE dvovonto. Xe GAlo
oy vidle pe eoVNTIKO €heyyo, Ba giye ypnowdTTA 1 VAOTOINON €VOG OTOUATOTOUUEVOL
cvotnuatog mov Ba pHOle TIg eVTAoELS Kot TO KATOPALL BACEL ATADY SOKIUDV, LE EVOEXOUEVEG
YEWPOoKivnteg pikpodopbmacels.

Ympée pa acvpeovia ota dropa mov dAocay 0Tt ékavay eravafadpovouncn Kot to
dropa mov emédeCav TV mpotipdpevn péBodo eravaPaduovouncng toug (5 évavtt 8), mpdyuo

OV GNUATOO0TEL OTL 1] OOUN TOV EPMTNUATOA0YIOV THAVAOS VoL TOV AKOTAVONTY.

5.1.3 Tutorial

To tutorial eminedo a&lomombnke amd v TANOO®PA TOV ¥PNOTOV, OUMOE KATOLOl TO
TPOoTEPUCAV  TEAEIMG Kol Tpoywpnoov katevbeioy oto Kuplwg emimedo yopic opyikn
Babuovounon. Avtd evdeyopévog va guBbvetarl oty eAedBepn Safabuion tov ETAOY®OV TOL
nevov. Me Gida Adyla, ov Tav To amhomompévo Kot to tutorial poptve avtdpota, Aydtepot
xpPNotes Ba 10 TPpooTEPVOLGAY.

Agv mopatnpnOnke dwitepn amOKAION OTIC €MOOGE TOV TOIKT®OV TOL Enouéov TO

tutorial og oxéon pe avTOVg TOL dEV TO EMAEAV, OGS EUPOVILETAL LEYAADTEPO TOGOGTO ATOUWMV
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TOV OVIETOMGOV OVOKOAES TOGO otV Pabuovouncn, 060 Kol GTOV EAEYYO TOV UNYOVIGUOV

TOV TTOLLYVIOL0V.

5.1.4 Volume-based mechanics

Ot unyavicpoti mov eAéyyovtav BAcel TG POVNG, VO Elxav dvem Tov peTpiov Pabporoyio
and TOVG TOUKTEG, NTOV EAAPPADS OVOKOAOL KATA TOV €Aeyy0. ATO OYESCTIKNG Amoyng,
wapatnpiOnke O6tTL moAlol maikteg eméheyav va peivouv og o akpn g 006vng, eite dvtog
amoAVTOG Novyol (Katw mAevpd), gite povaloviag cuvéyela (mhveo migvpd). Tlapoio mov N
devTEPN EMA0YN elvar 1) o KEPSOPHPA Y10 TOVG TOHKTEG, KOOMG eV AapPdvouv 1o score penalty,
avtd dgv NTav TPoPoveS, kot Ba umopovoe va elxe yiver mo Eexabapo, yio mopdostypa
KokKkiviovtog 10 oKop.

Emumiéov, oT1g d0KIES TOV NTOV TOPADOV KOL O GLYYPAPEAS, TO UTOVOLG TTOL diveTat €4V O
okt g eovacel katd v ddpkelo tov hyperdrive, Taporlo mov avaypdeetol oto tutorial Kot
otV ceAlda about, Tépace amopatnpnto, ondte pia mo Eexdbapn onuavon péow Ul 1 kakdtepn
eneEnynon oto tutorial Ba BonBovoe otV AvVASEIEN TOV GLYKEKPILEVOL UNYOVIGLOV.

Téhoc, kdmotol xpNoTeg AVEPEPAV OTL AVTOC O UNYOVIGUOG NTOV KOLPOAGTIKOS UETA Omd

TOPOTETOUEVO, OLLGTLATO YIOTL ATOLTEL GLUVEYT OVOTVON.

5.1.5 Pitch-based mechanics

Ta pitch-based mechanics giyav puktd omoteAéopoTo. ZOUE®VO LE TO EPOTNUOTOAOYIO, M
aomida, n omoio evepyomoteitan pe okANPO cvptyud (“shh’) Rrav elappmdg TpoPANUATIKN, EVO TO
hyperdrive pe tov amaid cuprypod (“sss”) eiye mo Betikd Kot otabepd anoteAéopata.

Emumiéov, kdmorotl maikteg pavnkay cuyva va prepdebovy Heta&h amoi®y Kol GKANP®V
oLPYUAOV, ooTE B NTOV KAADTEPO VO ATTOPEVYETOL O GUYKEKPIUEVOS GUVIVOAGUOC NYWOV.

A&iler va onueiwbel mwg mapovotdleton o cofapr] avaviietolyio. 6To dEG0UEV TOV
pitch-based mechanics. [Tapott o dedopéva amd T0 pOTNUOTOAOYIO deiyvouy OTL ivar KoTd
HEGO OpO TO EHYPNOTO GE GVYKPIOT UE TOV EAEYYO HECH EVTAONG, TO O TOALA TOPATOVO OO
TOVG ¥pNoteg mponAbav amd TOLG UNYOVIGHOVS TOVIKOTNTOG, TPOGHIdoVTaG M TOPUTAVED
apeiBoria v v gvypnotio tovg. Emiong, e€etdlovtag Ta mpmTtoyevn aptBuntikd dedopéva mov

TOPNYOYE TO TOLYVIOlL, KOTOLOL YPNOTEC OEV GUUTANPMOAY TO OTOITOVUEVO GKOP Yl VO
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gvepyomomoovv Vv Agrtovpyion hyperdrive, opwg 10 PBabupordyncov Oetikd, gite AOym tng

VIOYPEDMTIKOTNTOG TNG EPMTNONG E1TE ENEON OEV KATAVONOAY TANPOS TO EPMTNUATOAOY1O.

5.1.6 Evyapiction maryviorwov

To maryvidl Nrav yevikd guydpioto, SU®G Ol YPNOTEG OV Bal TO TPOTIHOLGAV AV dEV giye
oV QOVNTIKO €Aeyyo. Avtd agnvel Tepldmpilo TePoUTEP® EPELVAG LE KATOLO Totyviol Tov Ha

NTAV TOPOUOIMS ONUOPILES OVEEXPTHTMG POVITIKOD EAEYYOV.

5.1.7 "Hyo¢ Kol avTuTEPLoTAGNROG

KaBdg ot maikteg émpeme va xpnNGLOTOIOVV TNV GOV TOVG KOTA TNV SOPKELD TOL
Ty vViolo0, vnpée Eva KPS TOCOGTO TOV TOKTAOV TTOL EVIMGOV ATOCTUCUEVOL OO TO MY TIKA
otoyeiol Tov TOYVIOOD OIS T €PE Kot 1 povotkr). [Tapdio mov avtd Oev amotélece peydAo
TPOPANUO, M YPNON T OVIETEPNG HOVCIKNG eVOeyouévmg va, Ponbodoe tovg maikteg va
ovyKevipwBohv kardtepa oto moryviol. EmmAiéov, pe pvBuiom self-monitoring, dmiadn v

dUVaTOTNTO TOL TTOUKTN VO AKOVEL TOV £0VTO TOVL 6mG va fonBovoe TOVG TOUKTEC.

5.2 TeMka copmepaopato

To mouyvior mov oyedidotnke ko ovomtOyOnke ota mAoicw ™G epyaciog mapesiye
OTNUOVTIKA OEGOUEVA TTOV E1val Vo KAAO TPMOTO PrLaL Y10 TNV OVATTUEN TOLYVIOUDY LE POVNTIKES
peBddovg Tov Ba elvar GTOYELUEVA Y10 ATOUO LE ELOTKES OVAYKEG.

Ta pitch-based mechanics tav o anpoPAienta and o volume-based, pe tig vyMAdTEPES
ovyvotTNTEG Vo €lval MO €UKOAO VO OVOYVOPLGTOOV OO TO UIKPOQPMOVO GE GYECN HE TIG
YOUNAOTEPEG. AKOUN, Ol GLPICTIKOL MYOL TPOKOAOVGOV GUYYVON GTOVLG TAIKTEG KOl GLYVA
npaypatonoovoay  AavBoopéveg evépyeieg. Kat®  eméktaom, av  ypnoipomombBovv ot
OLYKEKPIUEVOL  pnyavicpol, ot ovyvoétmteg mov BOa  emAéovv ot oyedoTEC Kol Ol
TPOYPOUUOTIOTEG EIVOL VYIGTNG ONUAGTIOG Y10 TNV OUOAT AEITOVPYI TOV ALY VIS0V,

To peyohdtepo mpoOPAnpa mov avtetomiotke Ntav to 0épa e Pabuovounone. To
yeyovdg OTL 0 Taiktng koAeitar vo pvOupicel 10 WKPOPOVO TOL YOPIC KATOW OLTOUOTN
TpoyevéoTEPN avdbeon TY®V, onuaivel Tog ot pubuicelg lvan emppeneig oe ceaApATA, KOl EVOL

KOKOPLOHIGHEVO TToyvidl TPOGPEPEL o apKeTE duadpestn eumepia. o T cwot Asttovpyia
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eVOC oy vidlov e inputs pHEC® TNG Q®VNG, eival amopaitntn 1 Onuovpyic VoG ALTOLATOV

GULGTNLOTOG LE YEPOKivTn VIToPonBnomn og avtiBeon e £va apy®g xEPpokivTo cHGTNUA.
TéNog, N SIGTAKTIKOTNTO TOV TOIKTOV VO, YPNCUYLOTOCOVY TNV G®VY] TOVS QOIVETOL VOl

emPePardverl v Bewpio tov Igarashi & Hughes yio v apuoikdtnTa TG ¥p1omg TS ¢mvNg mg

HeBOO0L E16000V.

5.3 [lepropiopol, avaravrnte EPOTARATE & TOAVES PEALOVTIKES
£pevveg

O onuovTkdTEPOG TEPLOPIGUOG TG TAPOVCAG EPYACTNG Etvat OTL Yl TNV S1EVKOALVGN TNG
ebpeong Oetypotoc, M €pevva €YVE OMOKAEIOTIKA GE GTOMO HE TANPN OPTIUEAEWD, KO HE
BeopnTiKd dp1oTn SLVATOTNTA GTNV POVNTIKY TOVG EKepacn. EmmAéov, To cuykekpipuévo ostypa
TOPOVCIALEL HEYAAN aVICOTNTA ®G TTPOS To VAN, Tuydv peAdoviikég Epgvveg Ba tav KoAd va
eetdoovy Ta Topamdve Bépata e o 1opponnuévn avaroyio avipov-yovaikdv kot feedback
amo To 1010 ToL ATOpOL E EOIKEG OVAYKEG,.

Ye epeuVNTIKO EMIMEd0, EMEWN £VOC GNUAVTIKOG TOPAYOVTOS TNG CLAAOYNG OEdOUEVAOV
OLTNG TNG TTUYLOKNG EPYACiaG Elval TO EpOTNUATOAOY10, 10YVOVY 01 pebodoroyikol meplopiopol
oV 1oYVoVV o€ KkhBe épevva Omov £xel amavinoelg ancvbeiog and to delypa, OTmMG N VIAPEN
ECPOAUEVOV  OTOVTNCEMY OO TOLG GCULUUETEYOVTEG OAAG Kot AovOoouéveg SLOTLTTAOGCELG
epomoemv and tov cvyypaeéa. (The Methodological Limitations of Survey Research - Voxco,
2022)

Ye 1ervoloywd eninedo, to CSV mov mapnyaye to moryvidl Oo pmopovoe va gival mo
TEPLEKTIKO, LE TOPAYOVTEC OTMG TOGES POPEG evepyomomOnke o Kabe pnyavicpdc. EmmAiéov,
eVOEOUEVMG Vo gfvar mo €OkoAo va avamtuybel éva té€tolo mayvidt o TAATEOPUEG WE
evomomuévo kot mpokabopiopévo hardware kabmg ol mpoypappatiotég dev Ba yperdleton va
npoPAénovv TIC aoctoyieg kéBe ouvOLAGHOD AelTOVPYIKOD GULGTNHOTOC, TPOYPUUUATOV

001 YNoNG, LIKPOPDOVO.
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5.4 Emiloyog

Me 10 onuepwvo hardware, n akpipng real-time eneEepyacio onpatog dev eivar dVGKOAO
eyyeipnua, Kot ot duvatdHTNTEG TOL UTOPEL VO TPOGPEPEL GTOV YMPO TOL gaming &ivol
noAvdpBpec. To pikpdemvo, TapodTL dev €ivol GYESOCUEVO QULYMDG Y10 TOV EAEYXO LUNYOVICUDV
aAAG KVpimg Yoo moAvpesikn xpnon, e€okolovbel va amoterel o anpOPAETT GLOKELT TOL LE
T0 KATOAMNAO TEYVIKO vmoPabpo pmopel va aflomombel xor wg péBodog eAEyyov evig
Brvteomayvidlon, e SAQOPES TEYVIKEG OMM®G £VTAON Kol TOVIKOTNTO, LE TNV KaOe TEYVIKN Vo
Tapovctalet TG dkég TG WiontepoTNTES. Tlepattépm £pevva OmOUTEITAL GTO KOUUATL TOV APpopdL
OMOKAEIOTIKA TNV TPOGPACIHOTNTA, Yoo TNV ONovpyion €vOg Touyvidoloh mov a&lomotel Toug

GvoBev PNYOVIGHOVG e delypa dTopa e EIOIKEC OVAYKEG.
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Hopaptipota

Hoapaptnpa A: Epotypatoroyro

1.

AR PR AN I ol ol

10.
I1.
12.
13.
14.
15.
16.

17.

Please upload the "data.csv" file produced by the game. You can find it inside the
installation folder.

What is your level of familiarity with video games?

How easy was the calibration process for your microphone?

Did you encounter any problems during calibration? If yes, what kind?

Did you have to recalibrate more than once while playing?

If yes, which method of recalibration did you find most useful?

Were any of the provided settings inadequate for calibration?

Did you play the tutorial before attempting the main game?

If yes, did you feel like it taught you everything you needed to know before playing the
game?

How easy was it for you to move your spaceship using your voice?

How easy was it for you to use your (blue) shield using your voice?

How easy was it to engage your hyperdrive using your voice?

Was the game enjoyable and satisfying?

Would you have played and enjoyed it even without the microphone-based controls?
Did you play the game with the sound on?

If yes, how easy was it to play with the game's sound on? (Difficulties for example could
be, the sound was very distracting or you had trouble concentrating)

Do you have any further comments on how the game could be improved?
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Hopaptnpa B: Agdopéva amd to IHaryvion

Apyika to data.csv, o apyeio mov eEnyaye To mayviol, iye v e€Ng doun:

Game Time

Version

Best

Time Name

Microphone

Gain/Boost

Volume
Threshold

Pitch
Threshold

Metd and enelepyacio Tov dedopévav, apapédnkay kdmowo meptttd dedopéva OTMS TO game
version (epocov dev vanple petayevéotepo tov version 1.0) kol TO UIKPOQ®OVO OV
ypnoporomOnke kupiog yio debugging purposes, Kot TpostédnKav AAla OT®MG o1 PEGOL YpdVoL.

I'evika Agoopéva (ava Play Session):

Minimum Time

Maximum Time

Mean Time

Median Time

3.17

553.38

43.19

19.48

Least Sessions

Most Sessions

Mean Sessions

Median Sessions

Mode Sessions

1 12 4.95 4 4
I'evikd Agdopéva (amé pécovg 6povg ava waiktn):
Minimum Time Maximum Time Mean Time Median Time

7.27

215.8

48.75

30.58
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Xoppetéyov 1:

Play Session Time Gain / Boost Volume Threshold Pitch Threshold
1 7.27 10 0.2 0
2 30.58 10 0.2 0
3 7.78 5.09 0.02 0
Minimum Time Maximum Time Mean Time Median Time
7.27 30.58 15.21 7.78
YOppETEYOV 2:
Play Session Time Gain / Boost Volume Threshold Pitch Threshold
1 15.96 10 0.2 0
2 15.16 10 0.2 0
3 63.27 10 0.2 0
4 45.17 10 0.2 0
Minimum Time Maximum Time Mean Time Median Time
15.16 63.27 34.89 30.56
Yoppetéyov 3:
Play Session Time Gain / Boost Volume Threshold Pitch Threshold
1 32.8 17.54 0.17 0
2 61.23 17.54 0.17 0
3 553.38 17.54 0.17 0
Minimum Time Maximum Time Mean Time Median Time
32.8 553.38 215.80 61.23
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Xoppetéyov 4:
Play Session Time Gain / Boost Volume Threshold Pitch Threshold
1 50.21 5.36 0.13 0
2 36.42 5.36 0.13 0
Minimum Time Maximum Time Mean Time Median Time
36.42 50.21 43.31 43.31
YoppeTEYov 5:
Play Session Time Gain / Boost Volume Threshold Pitch Threshold
1 31.09 50 1 0.01
2 26.71 50 1 0.01
3 6.8 50 1 0.01
4 71.51 50 1 0.01
5 9.07 50 1 0
6 14.04 50 1 0
Minimum Time Maximum Time Mean Time Median Time
6.8 71.51 26.53 20.37
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Xoppetéyov 6:
Play Session Time Gain / Boost Volume Threshold Pitch Threshold
1 9.38 11.96 0.24 0
2 10.24 11.96 0.24 0
3 9.96 11.96 0.24 0
4 29.29 11.96 0.24 0
Minimum Time Maximum Time Mean Time Median Time
9.38 29.29 14.71 10.10
Xoppeteyov 7:
Play Session Time Gain / Boost Volume Threshold Pitch Threshold
1 7.52 5 0.08 0
2 6.5 5 0.08 0
3 17.46 5 0.08 0
4 5.39 5 0.08 0
5 18.27 5 0.08 0
6 56.06 5 0.08 0
7 15.14 5 0.08 0
8 29.34 5 0.08 0
9 114.13 5 0.08 0
Minimum Time Maximum Time Mean Time Median Time

5.39 114.13 29.97 17.46
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Xoppetéyov 8:
Play Session Time Gain / Boost Volume Threshold Pitch Threshold
1 27.87 10.36 0.2 0
2 49.01 10.36 0.2 0
Minimum Time Maximum Time Mean Time Median Time
27.87 49.01 38.44 38.44
Yoppetéyomv 9:
Play Session Time Gain / Boost Volume Threshold Pitch Threshold
1 7.67 26.16 1 0
2 21.98 26.16 1 0
3 19.87 26.16 1 0
4 38.08 26.16 1 0
5 157.29 32.09 0.21 0
6 82.97 18.71 0.21 0
7 22.94 18.71 0.21 0
8 7.41 18.71 0.21 0
9 14.98 18.71 0.21 0
10 44.63 23.79 0.21 0
11 273.22 23.79 0.21 0
Minimum Time Maximum Time Mean Time Median Time

7.41 273.22 62.82 22.94
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Xopperéyov 10:

Play Session Time Gain / Boost Volume Threshold Pitch Threshold
1 27.66 10 0.2 0
2 12.71 10 0.2 0
3 7.33 10 0.2 0
4 15.47 18.13 0.55 0
5 35.13 18.13 0.55 0
Minimum Time Maximum Time Mean Time Median Time
7.33 35.13 19.66 15.47
Xoppereyov 11:
Play Session Time Gain / Boost Volume Threshold Pitch Threshold
1 18.85 5.89 0.19 0
2 140.64 5.89 0.19 0
Minimum Time Maximum Time Mean Time Median Time
18.85 140.64 79.74 79.74
Yoppetéyov 12:
Play Session Time Gain / Boost Volume Threshold Pitch Threshold
1 19.1 10 0.06 0
2 21.55 10 0.06 0
3 417.01 10 0.06 0
Minimum Time Maximum Time Mean Time Median Time
19.1 417.01 152.55 21.55
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Xopperéyov 13:

Play Session Time Gain / Boost Volume Threshold Pitch Threshold
1 47 25.44 0.2 0
2 88.61 25.44 0.2 0
3 3.35 25.44 0.2 0
4 250 25.44 0.2 0
Minimum Time Maximum Time Mean Time Median Time
3.35 250 97.24 67.80
Xoppeteyov 14:
Play Session Time Gain / Boost Volume Threshold Pitch Threshold
1 13.85 5.89 0.19 0
2 6.22 5.89 0.19 0
3 20.42 5.89 0.19 0
4 66.67 18.48 0.19 0
Minimum Time Maximum Time Mean Time Median Time
6.22 66.67 26.79 17.13
Yoppetéyov 15:
Play Session Time Gain / Boost Volume Threshold Pitch Threshold
1 91.85 11.45 0.21 0
Minimum Time Maximum Time Mean Time Median Time
91.85 91.85 91.85 91.85
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Xopperéyov 16:

Play Session Time Gain / Boost Volume Threshold Pitch Threshold
1 4.33 39.87 0.1 0
2 34.75 39.87 0.1 0
3 39.33 39.87 0.1 0
4 73.22 39.87 0.1 0
Minimum Time Maximum Time Mean Time Median Time
4.33 73.22 37.90 37.04
Xoppeteyov 17:
Play Session Time Gain / Boost Volume Threshold Pitch Threshold
1 74.53 10.51 0.2 0
2 11.08 10.51 0.2 0
3 5.43 10.51 0.2 0
4 20.11 10.51 0.2 0
5 5.92 10.51 0.2 0
6 48.07 10.51 0.2 0
7 13.87 10.51 0.2 0
8 79.24 10.51 0.2 0
9 18.35 10.51 0.2 0
10 98.62 10.51 0.2 0
Minimum Time Maximum Time Mean Time Median Time

5.92 98.62 37.52 19.23
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Xoppetéyov 18:

Play Session Time Gain / Boost Volume Threshold Pitch Threshold
1 6.06 39.87 0.1 0
2 8.89 39.87 0.1 0
3 3.17 39.87 0.1 0
4 15.52 39.87 0.1 0
5 15.95 39.87 0.1 0
6 9.32 39.87 0.1 0
7 14.01 39.87 0.1 0
8 38.05 39.87 0.1 0
9 6.69 39.87 0.1 0
Minimum Time Maximum Time Mean Time Median Time
3.17 38.05 13.07 9.32
Xoppeteyov 19:
Play Session Time Gain / Boost Volume Threshold Pitch Threshold
1 13.63 10 0.2 0
2 18.48 10 0.2 0
3 24.98 10 0.2 0
Minimum Time Maximum Time Mean Time Median Time
13.63 24.98 19.03 18.48
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Xopperéyov 20:
Play Session Time Gain / Boost Volume Threshold Pitch Threshold
1 32.47 9.75 0.2 0
2 7.5 9.75 0.2 0
3 61.18 9.75 0.2 0
4 30.51 9.75 0.2 0
5 8.83 9.75 0.2 0
6 42.18 9.75 0.2 0
7 9.11 9.75 0.2 0
8 4.8 9.75 0.2 0
9 7.02 9.75 0.2 0
10 40.06 9.75 0.2 0
11 5.78 9.75 0.2 0
12 12.66 9.75 0.2 0
Minimum Time Maximum Time Mean Time Median Time
4.8 61.18 21.84 10.88
Yoppetéyov 21:
Play Session Time Gain / Boost Volume Threshold Pitch Threshold
1 12.22 10 0.05 0
2 11.18 10 0.05 0
3 26.9 10 0.05 0
Minimum Time Maximum Time Mean Time Median Time

11.18 26.9 16.76 12.22
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