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H éyxpion g mruylokng epyaciog and to Tunpa [Holvpécmv kot I'pagikov Teyvaov
tov Teyvoroyuov IMavemiotnpiov Kumpov dev vrodnAdvel amopottiTmg Kot amodoyn

TOV ATOYEMV TOL GLYYPAPEN K LEPOLG TOL Tunpotog.



®a 10era va evyoploTHom wWiaitepa Tov emPAETOV KabONyN pov Adpo [orlvdmpov
Yo TNV ToAVTIUN BonBeta ko kaBodnynor mov pov mapeiye Kob’ OAN Vv d1dpKeLo TOL
eEapnvov. Akoun Ba i va evyaptot|cm GAOVG TOVG cLYYEVELS Kot GIAOVG , TOV
pobvpomomOnkay va fondicovy kat va pe vrostnpiEovy Katd v S1dpKelo TG

VAOTTOINGNG VTN TNG EPYOTTOG.



HEPIAHYH

H teyvoloyia avonticoete OA0 Kot Teptocdtepo Kabnuepva. Tov televtaio Kapd ot
TEYVOLOYiES YVOOTEC G epPubioTIKEG TEYVOAOYiEG avamTthosovTal paydaio. Méca o
aVTEG TIG TEYVOLOYieS BplokeTe 1 elKOVIKY TpaypotikdtnTo. H d1fynon totopidv vanpée
amtd TOALA YPOVIA TPV Ko e KAOE APlEN Kavovpylag texvoroyiog o dvBpwmoc EBpioke
LE TOV €va 1} TOV GAAO TPOTO VoL TV EVOOUATMOGEL 6€ aVTEC. H ouykekpipévn mruylokn
KAVEL pa TPOSTAdELn VO TOPOVCIACEL, YVOOTY| 1otopia TG EAANviKhg puboroyiag «To
kouti ¢ [avddpac» péca amd Ty ¥pNon TS EKOVIKNG TPAYLATIKOTNTOG,
oLVOLALOVTaG GTOLYEID TPIOIACTUTOV AVTIKEWWEVOV Kot oYEdimV {0ypaplopuévey 6To
répt. O xpnomg Puodvel v eumepia £xovtag To KEILEVO TS 1GTOPIR UTPOGTA TOL,
UTOPEL VL TPOYWPT|GEL GTO ETOUEVO 1] TPONYOVUEVO KOUUATL TNG 1GTOPLOS TOTOVTOG
GUYKEKPLUEVO KOV PECH GTO KOGHO NG epmepiag. O xpnotng £xel v kavoTnTo vo
PAémer ko va kivel ta yepid tov oty gumepio. H wotopia cuvodeite pe oyédia mov
epeavifoviot GTov ovpavo Kot €V LEPN GTOV YOP® KOGLO. ZTNV EUTEPIN VITAPYEL KO
évag aenyNTng 0 omoiog aPnyeital To KOUUATL TG 10Topiag Tov PpicKeTe UTPOGTA GTOV

ypnot kébe Qopd.

H ovykexpipuévn gpevvad yua vo vAoromBei mépace amd d1dpopec PAcELG. ApyKa £YvE 1
BMoypapikn avackOTNon Yo GUALOYT TANPOPOPIOV. AKOAOVO®G £ytve 1 EMAOYN TNG
axp1Povg 1otopiog Kot 1 TpoegPyacio OAOL TOV GYEIOCTIKOD KOpUaToH Bdon avtng
(omtikd oevap1o, TpLodidoToTo Hoviéda, oxédla). Emmiéov £yive o melpapationdc Kot m
VAOTTOINGN TOV TEYVIKOD KOUUATION TNG EPAPLOYTS Kot akoAOLONoE N OLOKAN PG TNG
eumepiog pHetd g mpocsOnKkng OAWV TOV GYESUGTIKMY KOl NYNTIKOV GTOEIMV GTOV
koopo. Eywve avaivon amotelecdTmVv 01 0Toies Kot 001yNGaV 6TO TEMKO

GUUTEPACLLOL.

Ag&Eaig kKreword: EaAnvicn pvBoioyio, Ewovikn Ipaypatikdmra, Tpiodidotatog
oxedloopoc, Xyedlacpog oto xépt, Eppuvbiotikég teyvoroyieg, VR storytelling.



ABSTRACT

Technology is evolving more and more every day. Technologies known as immersive
technologies are developing rapidly. Within these technologies, virtual reality can be
found. Storytelling has been around for many years and with each arrival of new
technology, man finds a way to incorporate it into them. This thesis presents a well-
known story of Greek mythology called "Pandora’s box" using virtual reality,
combining elements of three-dimensional objects and hand-painted drawings. While
viewing the experience, the user has the text of the story in front of him, he can move on
to the next or previous part of the story by pressing specific buttons in the world of the
experience. The user can see and move his hands in the experience. Each story part is
accompanied by drawings that appear in the sky and in some cases around the world. In

the experience, there is also a narrator who narrates each part of the story.

The research went through various phases to be implemented. Initially, the literature
review was done to collect information. Then the exact story was selected, and the
design part of the project was prepared based on it (storyboard, 3D models, drawings).
Afterward, the experimentation and implementation of the technical part of the
application took place, followed by the completion of the experience after the addition
of all the design and sound elements needed in the world. An analysis of the results was

made which led to the final conclusion.

Keywords: Virtual Reality Storytelling, Greek mythology, 3D modeling and design,

Hand drawn elements, Immersive technologies.
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