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Evyaplotisg

Euxaplotw OAoug Toug KaBnyntéc pou yla tnv moAUTUn PBonBeld toug kaB' OAn tnv
Slapkela TNG doitnong Hou oto tuRUa MNAnpodopwkng kat MME kot Slaitepa tov
eruPAénovta KaBnyntr tng mMTuxlakng pou ko ABavaolo KolUtpa mou pe kabodrynos £tot
WOTE va UTopEcw va TEAELOTIOOW TNV gpyacia pou. Emiong, Ba ABsha va suyxaplotiow
Tou¢ GIAOUG LOU TIOU XAPN ' AUTOUG UMOPeca va pTacw PEXPL edw. TEAOC, EUXOPLOTW TIOAU
TOUG YOVEIG Kal Tov adepdo pou mou pe otrnplov os omoladnmote anddacn Hou Omwe Kot
OTLG SUOKOALEG TTIOU QVTLETWTTILOA KATA TNV SLAPKELA TWV CTIOUSWV [OU.
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Mepianym

J€ QUTH TNV TITUXLAKH, OTO MPWTO UEPOC, avadeépetal n Bewpia twv video games kat tou
design toug. BAémoupe avoAUTIKG T BAPATO TIOU  TIPEMEL v akKoAouBroeL o
Snuoupyoc/oxeblaotig evog matyvidiol, Kabwe Kot TI¢ SUOKOALEG Kal Ta TpoBAAATO TTOU
QVTILETWTIEL TPV EEKLVAOEL Kal KOTd TNV SLdpKeLa Tou project tou. EmumAéov, avadépovral
Ta Bookd cuoTaTIKA Kot n Sour evog video game, T kat molog sivat o game world, mowa
elvalt n xpnowotnta Tou Kol TOLEC oL SlaoTtAoelc Tou. AkOun, meplthapfavovtol ot
SNUoPIAEOTEPEG KATNYOPLEG TMALXVLOLWY OO TV apxn TN Snuoupyiag Twv games HExpL Kot
onuepa.

TéAog, oto deUTEPO HEPOG, avaypadeTal avaAluTika n Stadlkaoia mou akoAouBnBnke yla va
SdnuoupynBel to matyvidt pe titho “Rabbit Runner”, onwg kat pia avadopd otg game
engines mou eival SlaBéclueg otnv ayopd ylo Thv Snuloupyia evog game pe Kupla thv
Unity3D, n omoia xpnotuomnotriBnke yia thv dnuoupyla autou tou project.

Abstract

The first part of this dissertation focuses on the theory of video games and design. We trace
the steps that need to be followed by the game developer/designer in depth, as well as the
difficulties and problems they might face from the conception of an idea to the
implementation of it as a full scale project. We also examine the basic contents and
structure of a video game, analyze what the term “game world” means and which are its
uses and dimensions. Furthermore, some of the most popular genres since the beginning of
games are presented.

In the second part of this thesis, we present a step by step guide of the procedure that was
followed for the creation of the “Rabbit Runner” platform game. Also, we mention many of
the currently available game engines on the market, that allow us to create our own game,
focusing more on Unity3D which was used for the completion of this project.
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1 Ewaywyn

Me tnv auvavopevn avamntuén tng texvoAoylog oTic LEPESG LOG, TO LEYAAUTEPO TTOCOOTO TOU
mAnBucpol €xel eUKoAn mpooBacn otov kdouo twv video games. Ou meplocotepol amd
outol¢ pmopolv va mailouv £va 1 KoL TEPLOCOTEPO TtalXvidla og kaBnuepivy Baon, evw
aAAoL va sival autol oL onoiot Snutoupyolv ta matxvisia.

Elvat mapa moAU gUkoAo Kat SlackeSaotiko va mailel kamolog éva video game. Mmopet e
guyoplotnon va Katosl wpeg oAOKANPEG Kol va aloyoAeital e autd, xwplig kavéva Slotayuo
N mapdmnovo. And tnv GAAn, sival mdpa oAU SUokolo Kal XpovoPopo va Snuloupynoet
KAmolog éva anod autd. OL Snuloupyol Twv maviSlwy Ba MPEMEL va KAVOUV ATEAELWTES
peAETEG o MOANOUC TOUE(C ylo va apxloouv va ¢tiayvouv To matyvidt toug. MNpémel va
T(POCEEOUV TOUG KPUHHEVOUG KLVSUVOUG Kal T TUXOV TEXVIKA TPOBANUOTA TIOU UIMOPEL va
umapEouv otov SpOpo Toug, KaBwE Kol va HEAETACOUV TIOAU TIPOOEKTIKA TNV ayopd oTnv
orola Ba to dnpooleloouv.

H Sladwkooia tnv omoia mpémel va akoAouBrnosl o Snuloupyog evog malyvidiol sivat
OUYKEKPLUEVN. APXLKA TIPETEL VO LEAETAOEL TNV cupmepLdopd TG ayopdg otnv omoia B£AeL
va dnpooleVoel To malyvidL Tou. Oa mPEMEL va BPEL KAL VO CUVEPYAOTEL LE KATIOLA ETALPELA
dnuooisvong mavidlwy, aAAwWG pmopel va to dnuootelosl oe S1k6 tou Lototomo. Na
otoxeloeL og €va CUYKeKkplEvo target group, wote va amodaociost Tt akplBwg Ba
nepAapBavel to matyvidt tou. Enetta, Ba npémnel va anodaciosl Tnv Lotopia Tou matyvislou
Kot va TpoPAéPel pe 600 peyaAltepn akpifela pmopei, ta mpoPfAnpata mou Ba
OVTLUETWITIOEL OTN OUVEXEL. MPOXWPAEL OTOV TPOYPAUUATIONS Kal Tnv Snuioupyia twv
YpodlKwVY Kol oe mepimtwon mou Sev Pptidéel o 6lo¢ T ypadkd Tou Ba TpEmMEL va
ouvepyooTel Pe KAmolov ypadiota wote va £xel To emBupntd omotéAsopa. TEAoc,
OAOKANPWVEL TO TTALXVIOL KAl OTN CUVEXELA TO SNUOCLEVEL O€ ia TAATPOPUA OToU eTLOUHEL
(yLa mapaSelypa NAEKTPOVIKO UTTOAOYLOTH).

To matyvidL autd mou SnuloupynObnke e TOCO KOMO, UMOpel va To Taiel omoloodnmote
QITAQ KOl LOVO XPNOLLOTIOLWVTAG TOV UTIOAOYLOTH 1} TO KLVNTO TOou.

MéxpL kal ta teleutaio xpovia nuacte cuvnBlopévol otnv Wéa otL ta video games
Byailvouv amapaitnta and peydlo-etalpieg kat nmwg av nbehe kamowog va eival game
developer 6a émpemne va Bpel SouAeld o it amo QUTEG. ITIG HEPEG MG OMWG, ival TTOAU
Sladebopévo 1o eidog indie twv video games omou eivat mayvidia ta omnoia €xouv driaytei
amno stand-alone game developers. Eivai, Aoumov, eUKOAGTEPO TTAEOV, LLE TNV QVATTTUEN TNG
texvoloyiog kat tTnv Stddoon Twv pnxavwv oxedlacpol mayviSiwy (game engines va
btLageL kamolog to S1ko Tou video game povog Tou Kal va To SnuootomnoLrost o i8log site
oto Sladiktuo ite o kamolo store yia kwvnta (play store, app store k.Am.).
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2 Ozwpla tov Game Development

2.1 Tu mpémel va AdBel voPv tov €vag game developer kot 1
OUdSa TOV Y THV Snpovpyia evog oy vidLov

‘Evag game developer kot n opdda tou Ba mpémel mpwv EeKVAoEL TNV Snpoupyia tou
maxvidlol tou va AdPel UTIOYLV TOU KATOLOUG TtapdyovteC. Mpémel va akolouBrostl éva
HMOVOTIATL TIOAU TPOOEKTIKA KOl va TPOoEfel va pnv TapacupBel oamd AoavOaopéveg
UTIOBECELG TTIOU UTTOpPOoUV HOVO VA TOV QIMOTPOCAVATOALOOUV OO TOV apXLKO OTOXO Tou. Oa
nipenel va eABel kat va amoduyel Tic umepPorikég okEPEL], KABwWC TPEmeL va £XEL
EekaBopo oTo PUAAD TOU TMOLEC A0 AUTEC Elval AOKOTIEC KL TTOLEG apopoUV TOV GTOXO TOU.

‘Eva peydlo AdBog mou kavouv roAdoi game developers eival va Snuoupyolv oAl peydha
KoL TTOAUTIAOKA OXESLAL yLa TO LEAAOVTLKO TOUG atyvibL. Anpoupyoulv keipeva oxedlaouou,
ta Aeyoueva Design Documents, kat mpoomaBolv vo ypdgouv o autd He KABe
Aemtopépela TL akplBws Ba epLéXeL TO aLyViSL Toug amd Tov KWSLKA KL T JNXAVLKA LEXPL
TOV OXESLOOUO KAl TNV Tapaywyr Tou. Auto umopel va eival AdBog Kupiwg ylati umdapyet
XPOVOG TIOU OTATOAATAL GOKOTO XWPLG Vo €XEL KATOLO CUYKEKPLUEVO OTOTEAECUA OTOV
TeAKO oT1d)0. EMELTa MPOXWPOUV oTNnV UAomoinon autol Kol UETA OTOV €AEYXO, OTIOU €KEl
napouotalovral OANEG Ppopeg mpoPAnuata ou dev embExovtal eUkoAa AUoeLg ylati eival
ouvbebepéva pe tov KwdLKa Tou Taxvidlol Ue TETolo TPOMo, mou Ba mpemel vo Eova
dtaouv Ta mavra anod TNy apxn £ToL wote va AuBei To TpoBANUa.

O kaAUtepog, Aoutdyv, Tpomog yla va akolouBricel o game developer éva mAdvo kat va
dtagel 1o mavidt tou, elval n Aeyopevn HEBOSOC TNG TPOOEYYLOTIKAG €MavAAndng
(Iteration) (Sylvester, 2013). ZUpdwva pe autr, KATaypAPEL TO MPWTO KOUUAETL TOU TTAGVOU
TOU, TPOXWPAEL TNV UAOTIOINGH TOU KOl 0T CUVEXELD TO SOKIUALEL yia va deL av Asltoupyel
£T0L OTIWG TO £XEL Mpoypappatiost. Emetta emavadappavel tnv idla Stadikaoio otadlakd Kat
MEBOSLKA KOl KATOANYEL OTO ETUBUUNTO TEALKO QATTOTEAECHLAL.

AM\o éva cuotatiko yla thv uAomoinon evog video game eivat o developer va dnuoupyet
TPOMoUG Ttou Ba Tov BonBrjcouV va amoKTHOEL TNV AMOPALTNTN YVWON ToU XPELAlETAL YLa VOl
SnuLoupynoel to matyvidL tou pe emtuxio. M onpavtiki dtadikacia mou Bonbdel o auto
elvat yvwoti wg “Rumination”, n «avapdonon» wag 6éag (Sylvester, 2013).
«Avapoocwvtag» pla béa ava kal fava obnyel Tov eykéPalo oe OKEWELG KAl AUCEL
TPoBANUATWY TTOAU TILo €EUKOAQ .

OL YEVIKEG YVWOELG KOL Ol YVWOELG TIOU £XOUME amo moAld Kabwg Kat n xaAdpwon sivol ta
Baolkd cuoTatikG OV PrtopoUlV va Kavouv tv Stadtkacia auth 1o eUkoAn. O sykédpalog
propel va ouvdéoel KalvoUpleg LOEeC HMe TAALEG YVWOELG KAl va Sdwoel AUoelg o€
npoBAfuata akdpa Kal urocuveidnta. EmumAéov, otav eival xahapog pmopel va okedrel
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KATL akoplala mou va tov odnynoeL emiong oe AUon Kamowu TPoPARUATOg 1 oTnv
Snuoupyia plag kawvoupylag Loéag.

‘Evag emuthéov mMOAU onUOVTIKOG Tapdyovtag otnv dnuoupyia evog video game eival n
£€peuva. EKTOG amod tnv épsuva ayopdg Tou lval amopaitntn yio tTnv dnpoupyia evog video
game mou Ba givat ToBNTO KoL apeoTO ard T eUPU KOO, TIOAU ONULAVTLKO POAO TtaleL Kal n
gpeuva mou kavel o developer ywa va Sleuplvel Tig yvwoelg tou. Na mapddelypa otov
KATOLOG HeAETAEL KavoUpyLeg neBddoug Snuloupylac Kol oxedlacpol mayvidiwv n Paxvet
KOMUATIO KwOLKA WOTE va Ta MPoobéoel oto mayvidl Tou. AutoU tou €idoug n €peuva
ToMéEG dopég ayvosital and toug developers, aMa eival gfioou onuavtiky HE TOUG
UTTOAOUTOUG TTAPAYOVTEG.

Ma tnv énuloupyia evog video game amapaitntn eival kat n xpnon ypadikwv. Otdnmote
€XeL va kavel pe ox€dla, elkOveg, sprites kau textures mpémet o developer esite va ta
SNULoUPYNOEL LOVOG TOU, £iTE va oUVEPYAOTEL e KATolov ypadiota.

AkOun, n oUAANYN NG W6€ag og ouvduaopod pe tnv Kataypadn tTng kot n avaluon tou video
game mnaifouv kaBopLoTikoé poAo otnv dnuioupyia Tou.

Emiong, o developer mpénet va AdBel unmoPy tou OtTL yia va BydaAet To mayvidt Tou otnv
ayopad, Ba TPEMEL va TO MEPACEL Ao HLa Olpd SOKIUWY OXL LOVOo amod Tov i6lo, aAld Katl
oarnd aMhoug maixtec oL omoiot Ba pmopoUv va evtomicouv Tuxwv AAOn f ta Asyopeva
“glitches” mou povo n ouvexopevn xprnon evdg moyvidlol pmopel va ta Gpépel otnv
srudavela.

TéAog, mplv pua etalpeia f évag game developer kukhodoproet to matyvidt Tou otnv ayopd
Ba mpémel va Adfouv umMOYPLV TOug Ta VOULKA TAaiola péoa ota omoia Ba TpEmEL va
KwvnBouv, €10l wote va anodUyouv TUXWV TPOPBANUOTA PE OVTAYWVLOTEC I} TOUG TIEAATEG
TOUG.

2.2 Amatti)6ELS

H anaitnon eivat cuvnBiopévn AéEn otov xwpo Twv video games. O otdog Kal T EUnodia
TIOU OTAUOTAVE Tov Snuloupyo amod to va GTACEL TOV OTOXO aUTO, £lval autd Ta omoia
kaBopilouv tnVv amaitnon. H avayvwplon Twv amoltoEwV OU UIMoPEl vo GUVAVTHOEL O
game developer kat n opdda tou, pnopel va tov BonbrRcel onuavTiKa oto va TG GEPEL ot
onpeio 6mou mAéov Ba elval umto £leyxo. MepIkEG amd TIC TILO CNUAVTIKEG ATIALTAOELS gival
oL akoAouBec:

H amnaitnon tou Xpovou: OL Snuloupyol TIPETEL Vol €XOUV OTO HUAAO TOUG KABe
OTLyUn, OTL 0 Xpovog cuvnBwg dev eival pe to péEPOC Toug. Na mapddelypa, pia
gtatpeia ou €xel dSnuoupynoet éva «duvato» franchise kal okomevel va BydAsL tov
£MOUEVO TITAO TNG, TOTE Ba mpémel va €xel AaBel umoPv Tng OtL To Kowd TNC sival
TIOAU QmoUTNTIKO Kol KaBOAou SLaB£0Lp0 va TEPLEVEL TTapaTAavw Xpovo art’ 6co Ba
TOV OVEKTO yLA VO OYOPACEL KOl va Ttal&el autov Tov TitAho. Emopévwe, Ba mpémet
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000 TO duvaTOV TILO CUVTIOMA va SNULOUPYNOEL TO MalxViSL TNg pe 600 To Suvatov
Alyotepa mpoPAnpoTa £TOL WOTE VO UTTOPECEL VoL TO BYAAEL oTNV ayopd GUecO Kot
énewta va Bploketal os eypriyopon wote va Slopbwvel e patches katl updates ta
TUXOV TtpoBARUata ou Ba epdavioTouv.

H anaitnon tng deflotexviag: To kKowod TIg MepLocOTEPEG GOPEC, EMNEYEL TLaUXVISLA
TO OTtolaL EYUTIEPLEXOUV TNV amaitnon tng okéPnc. Andadn, autd mou €xouv enineda
SuokoAiag kal ou yla va emiteuxBel o omoloodnmote oToX0G LEoa oTo TtaLvidt Ba
TPENEL 0 MaiyTnG va okedtel yla va AVoeL TOAUTIAOKA Kal TeplmAoka mAdava. Ma
napadelypa, ta moyvidla mou meplEéxouv ypidoug A ta mayvidla oTpatnyKng omnou
xpelaletal o maiytng va okedtel Tov KAAUTEPO SuVATO TPOTIO WOTE VAL AVATTTUEEL TO
nepBaAlov omou mailel. Me Bdon auto Aowndv, ol Snuoupyol Twy mayvidlwy Ba
TpEmneL va eival Stabgoipol Katl va UrmopolV pe gUKoAia va Snuloupyoulv TETOLOU
eruunédou SuokoAieg ota matyvidla Toug Kal va prmopoUv akopa Kal ot idlotl va Tig
QVTLUETWTT{OUV.

H anaitnon t™¢ avtoxng: AAO £va OTOWKEID TWV TALXVIOWWY TOU TPOTIUAEL
ouvnBwg to Kowo elval n avtoxr. Ymapyouv emineda o éva malyvidt i aAliwg
TioTteg, oL omoieg xapaktnpilovtal SUCKOAEG, AOyw TOU OTL O TALXTNG TMPEMEL VA
OVTEEEL PLOL OELPA Ao SOKIUAOLEG ylot LEYAAO XPOVIKO Sldotnuo xwplg va XAosL
AuTO, emtiong, odnyel toug Snuloupyouc Twv TaVISLWY oTo va eivol Stabéool Kot
€UOTOXOL WOTE VA UMOPOUV va SnULoupyoUV TEToLa EMiMeda HECA OTO TaALXVISL pe
OXETIKA EUKOALQL.

H amnaitnon t™¢ HVARNG KL TG YVWONG: SNLAVIIKO pOAO oTnVv emiAoyn matyvidiol
and To Kowod mailel kol to MOCO AmAltNTIKG elval amd dAmoyn yvwoswv Kal
anaitnon pvAung. MoAlol maixteg, emhéyouv mayvibla mou TepLEXouV yla
TAPASELYUA, TIPAYUATIKA LOTOPLKA OTOLXElo £TOL WOTE va SLEUPUVOULV TIG YVWOELS
Tou¢. EmumtAéov, emiBuunta eival kot ta mouyvidla mov €€aokouv TNV UVAUN Tou
naixtn. Autd dnAadn mou meplEXouv emineda Kal TIOTEC MOU ATMALTOUV Ao Tov
maixtn vo Bupdrtal KAmola oToLXElol ToU CUVAVTNOE O€ PONYOUHEvA eTtimeda Kot
TloTEeG, £€TOL WOTE va TA XPNOLUOTIOLOEL OTO TpEXOV emimedo mou Bpioketal. Ot
SnuLoupyol TEToLwv matyviSLwV Ba TPETEL va KAVOUV HEYANEG EPEUVEC OL omoieg Ba
elval aflomioteg £10L WOTE vO. XPNOLUOTIOW|OOUV LOTOPLKA OTOLXElOl 1 KATIOLEG
OUYKEKPLUEVEG YVWOELG OL oTtoleg Ba mpémel va elval aAnBeic Kot MPAYUOTIKEG KATA
éva peyaho Babud. Emerta Snuloupyolv to maxvidL toug pe PAcn OUTEC TIC
£€peuveg. Emiong, Ba mpémel va elval Kal O auTOV Tov Topéa, Slaboipol va
Snuoupynoouv enineda SuckoAilag péoa oto Tatxvidl mou Ba adopolv TNV KVAUN
Tou maiytn, Onwg avapEPape Lo MAVW.

H anaitnon tng e§unvadag kat tng AoytkAG: Eival mapouoLla pe TV mponyoupevn.
Y& QUTAV TV MEpMTWON OpWC, 0 Taixtng avtlueTwrilel Suokolieg mou adopolv
e€umvada kat Aoyikr). Tétola mayvidia eival autd mou nepléxouv ypidoug n puzzles,
Ta omoia yla va AuBoUv Ba mpémel o maixtng va Bpel KAmolov cuvSuaouo ) KAmoLa
otolyeia mou Ba tov odnyrjoouv atnv AUon. Tétola otolxela sival KpuPpEva péoa
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oto (610 eninedo 1 otnv niota kat Sev dlvovtal og ponyoUeva enineda Kal MiOTEC
OTWCE AUTA TIOU TPETIEL O Ttaixtng va Bupdrtal amo mptv. Ot Snuloupyol auTwy Twv
nayvildwy, Aoutdv, Ba mpénmel va eival kavol vo ¢rtidyvouv TéTolou €£idoug
Suokolieg oe kaBe Sladopetikd eminedo kalL oe kABe SladopeTIK TLOTA TOU
mayvidiou.

H amnaitnon twv ovoAwolpwv: e TOAQ molyvidio o maiytng mpémel va
XPNOLLOTIOLEL CUYKEKPLUEVO AVOAWOCLLLOL WOTE VA TIEPAOEL TO KABe eminedo. TETolou
gidoug mavidia eivat ocuvABwg ta action/adventure kat survival. fe autd ta
maxvidila o maiytng npémnel va palevel amd to meptBaAlov Tou malxvidiol odaipeg,
bAPUAKEVUTIKA, OTAA K.ATL. TTOoU B Tov BonBrjoouv va epAcEL TO TtaLXvVidL Kal va To
TEPUOTIOEL. Ze KABOe emimedo SuokoAlog, UTIAPXOUV Kol Ta avAAoyd aVOAWOLUA,
6nAadn oto suvkolo eminedo Ba pmopei o maiyxtne va Bpet mMOAAA amd outd oto
niepBaAlov, evw oto Suokolo eminedo Ba pnopel va Bpel moAL Alyotepa. Emopévwg
ol Snuioupyol Tétolwv mavidlwy Ba mpémel va elval tkavol va mpooBEéoouv Kat va
propoUV va uTtoAoyicouv moca amd auTd Ta avaAwotpa Bo XpELaoTEL 0 TtalyTtng yla
VO UTMOPECEL VO TEPMATIOEL TO TALXVIOL yla KABe emimedo SuokoAlag mou Tou
SlatiBetal.
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3 ZIxeduxlovtag éva Video Game

H ocUANUN g W6€ag evog maxvidlol, opilovtag to mwe Ba Asttoupynoel, meplypadovtag
Ta otolyela Tov to amoteAoUV Kal petodEépovtog OAeG aUTEG TIC TANpodopieg otnv opdada
omnou Ba to oxedldoel, 6Aa autd pall arotehovv tnv Sladikacia tou game design (Adams,
2010). H SdouAewd auth adopd tov game designer. Itnv Blopnxavia twv video games
Xpelaletat Touhdylotov pia opdda avBpwrniwv anotedolpevn and 3 éwg 20 dtoua ylo Tov
oxeblaopd evog motyvidlov. Kat autol amotedolv amokAELloTIKA thv opdada oxedlaouou,
tinote nopandvw. Me To MEPACUA TWV XPOVWYV £lval TILO TTIPOCLTO Vo UMopel KAMoLog va
dTLAEEL TO SLKO TOU TTALXVISL OKOLN KAl LOVOG ToU.

MoMol Bswpolv mw¢ to game design adopd TeEPLOCOTEPO TOV KAAATEXVIKO TOMEQ
(6nuoupyia ypadikwy, textures k.Am.). AAOL TLOTELOUV OTL TO KOUMATL TNS Snuloupylag Kal
TO KNXOQWVLKO KOUUATL (engineering) ivat meploodtepo onUAVIKO Ao TO PONYOUUEVO. ITV
TIPOAYHOTIKOTNTA, OHWE, Kol ta U0 eival £€ioou onpaVTIKA Kol amopaitnTa yla thv
Sdnuoupyia evog video game.

3.1 Ta meplexOpeva-KAE81& 6tov oxedlaopno evog video game

MNa va ¢tLdéel kamolog To gameplay kat va to mpoodépel atov naiytn, Oo MPEMEL va £XEL GTO
VOoUu Tou Twg Ta video games xpetaovrtal dUo otoweia-kAelSLA yia va eival oAokAnpwpéva.
Autd ta otolyeia 6ev adopolV TO TEXVIKO KOUUATL, aAAd TO evvoloAoyLKO. AUuTd elval to
“core mechanics” kat to “user interface” (Adams, 2010).

3.1.1 Core Mechanics

Mua artd tig appodlotnteg tou game designer sival va HeTatpEPEL TOUG YEVIKOUG KAVOVEG
€VOC aLVLOLoU o€ €va CUMBOALKO KOl LaBNUATIKO LOVTEAD TO omoio pmopel va ebpappootel
pe Stddopoug alyoplBuoug. Autd To povtelo amotelel ta “core mechanics” tou nayvidiou
KOl €lval TILO CUYKEKPLUEVO OO TOUG apPXLKOUG KaVvOVeC. Mo mapddelypa Umopeic va melg
oav Kovova OTL £va CKOUANRKL LETOKLVELTOL YpNyopoTePA amod Eva caAlykApl, EVW TO LOVIEAO
Bo cou umoAoyilosl akpLBWE TNV ToXUTNTA MOV €XEL TO KOoOEva pe akpifela ekatootol ava
AemTo.

Ta “core mechanics” eival n kapdid kaBe mayvidlol emeldr) Snuoupyolv to gameplay.
Opllouv TIc amaltoelg Tou Unopel va €xeL éva matyvidl, Kabwg Kal TLG EVEPYELEG TIOU UMOpPEL
Vo KAVEL 0 TIXTNG yLa va GEPEL €LG TTEPAG OAEG QUTEC TIG amaltroelg. EmutAéov kabopilouv
TIG EMUMTWOELG TIOU Ba £XOUV OL EVEPYELEG TOU TOUXTN TAVW OTOV KOOWO Tou Ttayvidilol.
Opilouv TIC OUVBNKEG TTIOU TIPETEL VAL UTTAPXOUV Yl va €MLTeEUXBoUV oL oToXOoL HECA OTO
TaxvidL kat TL emuttwoel Ba akohouBnoouv oe mepintwon mou kepdioel | AMOTUXEL O
naixtne. e éva video game ta “core mechanics” eivat kpuppéva amnd tov naiytn. Mmopei
MOVO va Ta avakoAUPEL olyd olyd KaBwE mpoxwpAeL oTo matyviSt Kal avaloya e TO TTOOEG
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dopég Ba mpoonabrioel va To mepdoel, Ba pabel kal TV umapxouca ¢pUch TWV UNXAVIOUWY
péoa oto matyvidL omou Ba tov fonBroeL va TO TEPUATIOEL.

3.1.2 User Interface

To “user interface” twv video games pecohafel avaueca ota “core mechanics” tou
riayvidloy kat otov maixtn (swova 3.1) (Adams, 2010). Naipvel TI¢ amaAlTAOEL OL OMOLEG
Sdnuoupyolvtal and ta “core mechanics” (ywa mapdadelypa, n 0dnynon evog aywvioTKoU
QUTOKLVATOU) KOL TOL LETATPETIEL OE YpadIlkd otnv 0Bovn Kal o€ Nxo ota nxeia. EmumAéov,
UETATPETEL TOL TIANKTPO TIOU TIOTAEL O TALXTNG KOl TIC KIWVAOELG amtd TO TANKTPOAOYLO N TO
XELPLOTHPLO OE EVEPYELEG HETA OTO TtaVidL. Oc0 Mo amaA€G Kol EUKOAEG €lval oL KVHOELG
TIOU TIPETEL VAL AKOAOUBNOEL 0 TlalXTNG, TO0O Tio eUKOAd cUVOUATEL 0TOV gYKEDAAO TOU TLIG
KLWVNOELG QUTEC HE TO avtiotolya MANKTpa Kol Tote dev xpeldletal va okEDTETOL TL OKPLRWS
TPETIEL VA TIATAOEL YL VO KAVEL TNV KABE Kivnon, aAAd amAd matdel ta mAnktpa. To “user
interface” avtiloppdvetal to MATAUA TOU KAOE KOUWMIOU KOl EVNUEPWVEL Ta ‘“‘core
mechanics”. Autd pe tv oelpd toug kabopilouv TL evépyela B KAVEL TO KOUMTL TtOU
natnOnke kot otéAvouv Tiiow oto “user interface” pa odnyia Aéyovtdg tou va Seiel otov
ntaixtn to anotéAeopo. OAa autd cuppaivouv og KAdopata Tou SeUTEPOAEMTOU.

—
Inputs Actions
USER ~ CORE
INTERFACE MECHANICS
Outputs Challenges
 —

Ewdva 3.1 - H oxéon petagy twv "core mechanics”, touv "user interface" kot tou maiytn

To “user interface” kdavet moAd meplocdtepa amd 1o va Seixvel otnv 0Bovn Ta
OIOTEAEOHATA TWV EVEPYELWV TOU Ttalxtn Kat vo Aappavel Sedopéva. Mapouaotdlel eniong
TNV LOTOPLA TOU TALXVISLoU, av aUTh UTIAPXEL, KOl SnULoupyel OAEG TG aLoBroEeLg TOU KOOOU
ToU TayvLSLoU, dnAadr OAEG TIG ELKOVES KAl TOUG NXOUG aUTOU TOU KOGHOU, TLG SOVHOELG TOU
Xelplotnpiou av autég sival Stabéopeg and to mayvibl. OAn n ypadlotik SoUAeld Kal ot
AXOL Tou TaLXVLSLoU armmoteAoUv KoUUATL Tou “user interface” , to kopupdrtt Tou daivecbal.
AUo onuavtikd koppdtia tou “user interface” eivat to “camera model” kat to “interaction
model” (ewdva 3.2) (Adams, 2010).

)
Inputs INTERACTION Actions
MODEL >
CORE
MECHANICS

)

CAMERA +

Outputs MODEL Challenges
s

USER INTERFACE GAMEPLAY

Ewéva 3.2 - To "Camera Model" kaut to "Interaction model" tou "User Interface"
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3.1.2.1 Interaction Models

To user interface petatpémel T¢ evioAég mou eloXwpel o0 maixtng omd TO UAKO
(MAnKTPOAOGYLO, XELPLOTHPLO K.ATL.), O EVEPYELEG LECA OTOV KOOMO Tou malxvidiol (Adams,
2010). H oxéon petofl Twv eviodwv Tou SiVEL O TAIXTNG KOl TWV EVEPYELWV TOU
Sdnuoupyovvtal, mpoodlopiletal ano to “Interaction model” tou mayvidiol. To poviého
auTo kaBopilel To mwg o maiytng Ba mpoPAAAeL TV BEANGH, TIG ETUAOYEG KOl TLG EVTOAEG TOU
OTOV KOOUO TOou Ttaxvidlol. Mo ouyKekplpéva, opilel TL pmopel | OXL v KAVEL OE
onotadnmote Sedouévn otyu o maixtng. Toa video games ypnoidomoloUv Kamola
ouykekpluéva interaction models 6nwe yla mapddetypa to avatar-based model oto omoio o
TalXTNG aVIUTPOOoWTEVUETAL OO €vav XOpOKTHpa HECA OTO TtalXVidL Kal evepyel péoa amo
autov. Eva malxvibl propel va €xeL éva ) meplocotepa interaction models avaloya pe to T
okpLpw¢ cupPaivel tnv Sedopévn otyun.

3.1.2.2 Camera Models

OAa ta mayvidla mepLEXOUV ML avamapdotaon Tou ¢GUGCLKOU XWPOoU, TOV KOCHO TOoUu
maxvidol. Eival dedopévo, Aowmov, OTL XPNOLUOTIOLoUV YpadIKA YLa VA avamapaoThoouV
auTdOV Tov KOopOo otov raiyxtn. To user interface Ba mpémnel va avanapdyel autdv Tov XWpo
amo pila ouykekpluévn omtikh ywvia. Ot game designers ocuviBwg davrtacwwvovtal pia
UTIOBETIKA KAPEPA N omola oToXeVEL OTOV ELKOVIKO XWPO Kol Snuloupyel pia elkdva omou
BA£mel o maiytng. To cUOTNUA TTOU EAEYXEL TNV CUUTEPLPOPA AUTAC TNG KALEPAC OVOUALETOL
camera model (Adams, 2010). Nna va opiceL o designer autd to poviélo, Ba mpénel va
anodooioel o Mw¢ akpBwg BEAeL o maixtng va PAEMEL TOV KOOHO TOU Ttaxvidlol Kol va
oploeL To cuotnua autd péca oto design document tou.

Ot tomot twv camera models eivat §vo: oL otatikég kal ot Suvauikeg (Adams, 2010). To
OTATIKO HMOVTEAO €lval QUTO TIOU €X0OuV TA TalXvidla OTavV n TPOOTTIKN Toug elval
OUYKEKPLUEVN Kal gv aAAAlel KaTd TNV SLAPKELA TOU TTALXVISLoU. XTO SUVOUIKO MOVTENO, N
KOUEPA KOl N TIPOOTTIKN MMopel va aAAAGlel avAaloya ME TIC KIVAOELG TIOU KAVEL O
XOPAKTAPOC HEoA OTO TtaXvidl. Autd To HOVIEAO yla va dnuloupynBel xpeldletal moAu
Suvatd vliko (hardware) kol €xeL MePLOCOTEPEG AMALTAOELS yla va dnuloupynBei, ald
METATPEMEL TOV KOOUO TOUu TMauxvidloU oe KATL TO omoio ¢aivetal Mmoo PeaAloTIKO Kot
Kwnuotoypadlkd. Ze MEPUITWOEL] OTIOU Ta Ttoxvidla SeV £XOUV KATIOLOV ELKOVIKO XWPO
(virtual space), o 6pog camera model 8sv xpnolyomoleital Kal MPEMEL OE AVTLKOTAOTACH
autoU, va uTtdpxel pia ene€riynon tng 086vng mou Ba epdaviletat oto design document.

Ta mo ouvnBlouéva camera models mou xpnotpomnoloUvtal ota matyvidla gival ta mpwtou
kat tpitou mpoowrnou (first person, third person), étoL wote vo MAPOUCLAlETAL O
tplodldotartog koopog kat ta top-down, side-scrolling, isometric yia va mapouaotdletal o
Sloblactarog koapog (Adams, 2010).

3.2 H8om evog Video Game

H Sour evog mayvidlou sival dtiaypévn ano ta “gameplay modes”, éva {wtikig onuaciog
napayovta oto game design, ta “shell menus”, kaBwg kal e TIG OXEOELG TTOU €XOUV UETAEU
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toug (Adams, 2010). Napakdtw Ba Soupe autd ta SVo Twg épxovtal os emadn £T0L WOTE va
Snuoupynoouv tnv Soun.

3.2.1 Gameplay Modes

Mo va €xel éva atyvidL cuvoxr, Ol QMALTHOELG KAl Ol EVEPYELEG TTOU elval SLABEOLUEG TIPOG
TOV MaliyTn ava maoa wpea Kot oTyun, Ba rpémnel va sivol cuvdedepéveg petafl Toug pe pia
évvola. Na mapadelypa os pia paxn oWUO-UE-CWHUA O TIaXTNG Ba MPEMEL va Umopel va
KwnBel, va kpatdel to OMAO TOU KAl va WUMOPEL va TO XPNOLUOTOLAOEL, Vo UIMOPEL va
KOTAVOAWOEL €vo €L8IKO OVTIKEIHEVO TIOU TOu avormAnpwvel thv Slapkela {wNng Tou
(ouvnBwg autd emidépel ploko 0To va KNV TPOAGBEL 0 MALXTNG VO TO XPNOLLOTIOLAOEL) Kal
low¢ va pmopéoel va To okAoel 1 va Tapadobel otov avtinmalo. Asv Ba TpEMeL va £XEL TNV
Suvatotnta ekeivn TNV oTypn va avolel évav xaptn tou matyvidlol f va avoifel kamolo
backpack/inventory kat va emefepyactel To OVTIKE(UEVA TOU OKOMA KAL QV OUTEG TLG
EVEPYELEC UIMOPEL VA TLG KAVEL KOTA TNV SLAPKELX TOU UTIOAOLTTOU TtaXvidLou.

Agv umopoUlV va AELTOUPYOUV TTAVTA OAEC Ol QTTOLTHOELG KOL Ol EVEPYELEG EVOG TTALXVLOLOU
tavtoxpova. O maixtng Blwvel pdvo éva umoclvolo tou gameplay kdbe popd, auto mou to
nayvidt tou mpoodépel ekeivn tnv dedouévn otyun. Emiong to user interface eivat
OXEOLOOUEVO LE TETOLO TPOTO WOTE va ULoBetel omoladnAmote evépyela eKTeAelTal TN
Sedopgvn otyur, Onwc Kal to camera kau interaction models. Ma napddswypa, os éva
niavidL 6mou o xapaktipag (avatar) xypnowlomnolel éva autokivnto kat Tautdypova TpEmel
va TtupoPoArjoel Toug exBpoug pumpootd tou, to gameplay Sivel otov maiytn thv npdoBaon
OTO OUYKEKPLUEVO OTTTLKO TESIO KOl OTO OVTIKELUEVA TIOU UTMOPEL VO XPNOLUOTIOLOEL EKELVN
N oTwyun, aAAd ta umoAouta pépn tou gameplay mou bev Bpiokovtal oe AUTO TO OMTLKO
nedlo, Sev eival mpoofaociua.

Autdg o cuvSuaopog tou Slabéotpou gameplay kat tng cuvelodopdg tou user interface os
auTo, KdBe Sedopévn otyun péoa oto maxvidl, anotelouv to Asyduevo gameplay mode
(ewova 3.3). To gameplay mode amoteleital amd cUYKEKPLULEVO KOUUATLO KAl UTTOGUVOAQ
gameplays evog mayvidlol ta onoia eival Stabéoipa avd maca oTyun HEca oTo Tayvidt,
kaBw¢ kot To user interface to onoio mopouotdlel AUTA TA KOMUATLO. KOl UTTOCUVOAQ. TOU
gameplay otov naixtn.

GAMEPLAY MODE

i A
Inputs INTERACTION I Actions

MODEL I
CORE

¢ MECHANICS
CAMERA

Outputs MODEL Challenges

Y

—

USER INTERFACE GAMEPLAY

Ewova 3.3 - To KeVIpLKO SlakeKoppéVo KouTi avtutpoowneVel to gameplay mode

[21]



Movo éva gameplay mode sival Stabéoipo kabe popd oe éva mayvidt (Adams, 2010). Otav
oMdéel onpavtikd to user interface tote autd onuaivel autopata tTnv aAloyrn and £vo
gameplay mode ot éva dA\o. T€toleg alayég oto user interface aAldZouv tnv mpoooyr tou
Taiytn anod pia evépyela o€ pia GAAN, KAvovTaG Tov va OKeEDTEL ek VEOU pia SladopeTiki
Sokwaoia. Eruméov, alayr oto mode undpyeL Kat 0TV TO OET TwV TANKTPWVY TIOU TIPETEL
Vo TIATACEL 0 TALXTNG YL VO KAVEL KATOLEG eVEPYELEG, OAAAgeL. Mo mapddslypa otav o
XOPAKTAPOC UMEL 0 B€0n LAXNC, TOTE Ta SLabBEaipa TANKTpaA Kot ol cuvduacouol autwy elvat
Sladopetikol amo autolg oto untddolmo gameplay.

3.2.2 Ta Shell Menus kau Shell Screens

Otav £€vag maixtng emnpedlel He TIC VEPYELEC TOV KOOUO €vOg matyvidlou, SnAadn
omotadnAmote otyun mailel éva malviby, autd Ppioketal oe kamolwo gameplay mode.
Yridpxouv dpwe Kot ta modes 6mou o maixtng Sev Umopel va EMNPeACEL LE TIG EVEPYELEC TOU
oV KOOUO Tou TtauyviSlol, aAAd urmopei va kdvel dAec aMayég. Autd ovopdlovral Shell
menus kat tomoBetouvral Tpv N adou Eekvroel va mailel to mayvidl, Kabwg Kot KoTd T
SLapkela Tou maviblol oe mepimtwon mou emlé€el va to «avoifewy o maixtng [pause
menu] (Adams, 2010). Ou evépyeleg mou eival SLaBEoeg o aUTA Ta Menus sival yla
napadetypa to loading kat saving game, ot puBuiocelg, 6mou emMéyeL 0 maixtng TtV £vtaon
TOU X0V, TNV avAAUON TWV YPadLKWYV TIou Ba £xeL TO TAYVISL K.ATL.. Z€ TIEPUTTWOELG OTIOU TO
pause menu emTpEmneL otov maixtn va oAAdgel kamola puBuLon omou Ba emnpedosl Tov
KOOWO TOoU TayviSloU Omwe yla mopdadetypa va oAAdget To eninmedo SuokoAlag, TOte aUToO
6ev eivar shell menu, aMdé gameplay mode. Emiong, ta koppdtia oOmou 8ev €xouv
oMnAenidpoon pe tov maixtn, O6nwg n oBoveg tithwv 1 ta credits, ovoudlovtat shell
screens.

3.3 Ta otadia Tov oxedlaocpov evog Video Game

Avdloya pe to péyebocg tou malxvidiol, akolouBeital kot n oxeblaotikn Stadikacio. e Eva
OXETIKA MIKPO Ttouyvidt, elval eukolotepo va opyavwoel o designer to oxeSlaotikd Tou
KOMUATL KoL EMelta vo. To B€0el o Asttoupyia ouvSEovTag TO HE TOV KWOLKA. AV OUWG TO
malxvidL gival peydlo, n dadikaoia autn yivetal SuokoAdtepn Kot n KaBe etalpeia mou
BE€AeL va SNUOCLEVEL Eval TETOLO TtaLXVIOL Ba TIPEMEL va elval OpyovWHEVN LE TETOLO TPOTIO,
wote va Byl owaotd n SouAeld. I peydha malvidia, o designer kat n opdda tou, Oa mpEmeL
va tpoog€ouv éval LeyAAo TPOBANUA TTOU TIPOKUTITEL: HEPLKA KOUUATLO TOU oxedlacuol Sev
MropoUV va aAAAEOUV KATA TNV SLAPKELD 1] LETEMELTA O €va TALXVIOL, amd TNV GTLyUr TTou
£xel dnuoupynBel kaL ouvdebel pe TOov KWOWKO. ETOHEVWG, N 0pPyAVWON QUTWV TWV
KOMUOTIWY Ba mpémel va yivetal pe PeyaAn mpoooxn Kol va urdpxel TOANQAGG £Aeyxog
QUTWV KatA TV SLdpKela tnG dnuoupylag tou matyvidlol. EmmAéov, umdpxouv TUAUATA
Tou TaLyviSlou ta omoia emAéyovtal amo thv opada mpLv EgKVAOEL N Snuloupyla Kot Sev
propoUV va aAdgouv ToTé. Autd, yla mapadelyua, eivat to eidog Tou matyvidlou, To Kowo
oto onolo Ba ameuBUveTAL, TO TEPLEXOUEVO TOU K.ATL.. H Stadikaoia oxedlacuol xwpiletal
o€ tpla otadia:
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To apxkoé otadio (concept stage), omou edw anodaocilel n opdda tnv oslpd o Ba
EKTEAECTOUV Ol EVEPYELEC KOL TA AMOTEAECUATO QUTHG TNG TPAENG Sev aAhalouv
TOTE.

To otddlo tng enefepyaoiag (elaboration stage), oto omoio mpootiBevrat ot
AEMTOUEPELEC TOU OXESLOOHOU KOl PHETA amtd ToV EAeyX0 Kal TIG TIOAAQTAEG SOKLUEG
BeAtiwvovrtal oL anodpAoeLg Tou THPE N opdda.

To otadio tou ouvtoviopou (tuning stage), oto omoio mMA£ov Sev mpoaoTtiBevtal VEEG
Aettoupyieg, aAl\d pmopolVv vo urtdpEouv HIKPEG aAlayEG yla va tedelonolnBel to
TLaLXVidL.

KaBe éva amod autd ta oTtadLo epLEXEL Kal Ta SIKA Tou SLadopeTIKA KABRKovTa mou MPEMEL
va akohouBnoeL n oudda twv designers (Adams, 2010).

3.3.1 To Apywko Etado (Concept Stage)

Ze aUTo To oTAdLo TIG armodAcelg ou Ba Ttdpel n opdda twv designers Ba Tig xpnotuomnotet
pEXpL va ohokAnpwBel to project. OL anoddoelg autol Tou oTadiou elval TO00 KABOPLOTIKES
yla to mauyvidt, mou av mpoomnabnoouv va tig alafouv katd tnv Slapkela TnG Snutoupyiog
TOU, TOTE B TPEMEL va TAEL XAUEVN OAN N SOUAELA TTOU €XOUV KAVEL LEXPL EKELVN TNV OTLYUNA
KOL va EEKLWVOOUV, OUCLOOTIKA, TNV Onuiloupyio tou mavdlol amd tnv apxn. Mo
napadelypa, ov entheyel anod tnv apyn Ot to £idog tou mavidlol ou Ba ¢tidéouv sival
éva third-person action game, 6ev unopouUv 1o petatpéPouv apydtepa oe éva first-person-
shooting game. Oa mpEmeL va To SnpLoupyrRcouy amo tnv apxn.

Apxika, Ba mpémnel va emhexBel to concept tou mayvidiov. H opdada, SnAadn, Ba mpénel va
SloAé€eL TNV yevik 16€a Tou Ba akoAouBrjosl to malyvidt, pe tnv omoio okomevouV va
SlaokeSacouv To Koo péow tou gameplay kat katd moéco auth Ba elval pio akatapdyxntn
gumelpia yia tov maiytn. NMoAd onpavtiko og auto To onpeio eival va anodacicouv tL €idog
Ba elvat To mayvidt mou Ba dnuoupynoouv.

Enewta, Oa npénel va kKaBoplotel To Koo mou Ba emilé€el va maifel autd to moatyvibl. e
€vav KOOHO Omou Kuplapxeitat amd tnv Siadruion, moMol ekdOTeEC TaALXVLOLWV
anodoaoilouv apylkd molo Ba eival To KOO Toug Kal oth cuvexela Kabopilouv otdnmote
£XEL vaL KAVEL pe To motyvibl. Onwg Kat va “XeL, oL anodAcELg TTOU MOiPVOVTaL O AUTO TO
oTadLo €ival MOAU onUAVTIKEG, ylati Ba mpémel va KatadEpouv TEAKA va SLackeSAcoUY To
Kowo Tou eru\éxOnke (target audience).

Akoun, Ba mpénel va KaBoplotel 0 poAo¢ Tou maixtn. e £va TalxvidL Omou eival
adnpnuévo (r.x. Backgammon), o maiytng ev cuvdEeTal PUe TOV KOGHO TOU TtaXVLSLoU Kol
OEV €XEL KATOLOV CUYKEKPLUEVO POAO. I TtaLXViOLa OPWG TOU €ival QVTUTPOOWIEUTIKA, O
naixtng umaivel otn B€on tou xapoktipa tou (avatar) kat yivetat éva pe autov. Niwbet mwg
glval éva pe Tov KOOPO Tou Talyvidlol Kal cuvdéstal n PuxooUvBeon TOU UE QUTAV TOU
XOPaKTAPQ TOU. Z€ TéTolov giboug mayvidia, n opdda twv designers Ba mpémel va PnopEocel
HEe gukoAia va dnuloupynosl tov polo mou Ba avtutpoowrneVoel 0 malytng HEOw TOu
XOPAKTAPO TOU, Kal anoTeAel MOAD onUAVTIKO OTASLO yla TV Snuloupyia evog mavidlou.
AuTOg 0 polog Ba kaBoploel KAl TO av TOV KOO TEAKA ETIAEEEL TO CUYKEKPLUEVO TOLXVISL.
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Tétolou eidouc matyvibla 6mou cuvdEovtal oL TOUXTEG UE TOUG XOPOKTHPEG TOUG MECO OTO
rayvidt eival, yla mapdadewypa, ta Uncharted, Tomb Raider, Assassin’s Creed, Prince of
Persia k.Arm.

TéMNog, adol anodaciotel to ohokAnpwuévo concept tou matyvidiov, o polog mou Ba naiel
0 XOPOKTNPAC KAl O€ TL Koo Ba ameuBuvetal To matyvidt, Ba npénel va anodaclotel kal o
TPOMOG e Tov omoio Ba ekmAnpwOoUV Ta Ovelpa Tou maiytn. Kabe maixtng mou mailel £va
OVTLITPOOWTTEUTIKO Tty vidL B£AeL va eKTANPWOEL TO OVELPA Tou. Ovelpa Ta omoia mepLEXouv
otoxou¢, katopbwpata, SUvaun, dnuLoupyla f amAd va KAVEL KATIOLEG EVEPYELEG TToU Ba Tou
£TLPEPOUV CUYKEKPLUEVA cuvaloBnuata Kot eumnelpieg. Mpémel Aowdv va oplotolv amnd tnv
opada ta akdAouba: n aiodnon tnv onoia Ba adrvel To maLyvidl, ol SOKIUACIES TIC OMOLEC
Ba avtipetwrilel kal oL evépyeleg TOU Ba MPEMEL va KAVEL O TAXTNG. 2t adnpnuéva
raxvidia dev umapxel 6Aog auTtdg 0 KOOUOC TWV cuvaloBnuatwy. O maixtng maillel anhd Kat
OKOAOUBEL TOUG CUYKEKPLUEVOUG KAVOVEG TIOU TOU TipoodEpel To matyvidl. Opilovrag to TL
XPELATETOL YLOL VOL EKTTANPWOEL O TAIXTNG TOL OVELPA TOU UECQ OO TO TtALXVidL, lval To MpwTto
BrAua mou akohouBei o designer oto va opioel kat to gameplay tou.

3.3.2 To Xtado ¢ Eneiepyaoiag (Elaboration Stage)

MeTd TI§ anodAoELG TTOU ApVOVTAL OTO apXLKO oTAdL0, N OUASA TPOXWPAEL OTO OTASLO TNG
enefepyacioc. ESw ol 16€eg yivovtol mPAgelc Kal To OewpNTIKO KOUUATL LETATPEMETOL OF
TIPOKTLKO. ApXLKA, TIPETEL va SnuoupynBel éva MPWTOTUTIO Tou Ttalxvidlol to omoio Ba
propolV va umoPdaAlouv oe £heyxo 00e¢ GOPEC XPELAOTEL, WOTE va TIAPOUV TO TEAKO
anotéAeopa. Metd and kabe éleyxo Kal KaBe SokLpn, to mavidt Ba yivetal kaAUTeEpo Kol
Ba dlopbwvovtal ta mibava Aabn nmou epdavilovral oe AuTEG TIG SOKLUEC. EToL TO Tatyvidt
Ba oAokAnpwBel kal Ba pumopéoel n etaipeia va to SnUocLeUOEL e miTUYLA.

H mpwtn S0UAELd TOU TIPEMEL Vol YIVEL 08 QUTO TO OTASLO elval vo OploTEL TO aPXLKO
gameplay mode mou Ba €xeL to mauyvidl. Auto Ba eival to Kopudtl 6mou o maixtng fa
£o6eUel ToV ePLOOOTEPO XPOVO TOU. € QUTO TO onpelo, Sev xpelaletal va npooteBel kAbe
Aemtopépela Tou matyvidlol, aAld va §00ei onpacia oto KUpLa TUAHOTA TTou Ba amoteAolv
auto to gameplay mode. Autd, yia mapddelyua, givat n mpoortikr] mou Ba xpnotpornownOsi
yla va BAETEL O TTAXTNG TOV KOOLO TOU TalyVIiSLloU, To KOUUATL TNG aAAnAemnidpacng e Tov
rtaixtn, ot Sokipacisg oL onoieg Oa uTOBANBOUY OTOV TTAXTN KOL OL EVEPYELEG HE TLC OTIOLEG
Ba pnopel va Eemepaoel AUTEG TG SokLaoiec.

H emopevn Souleld tng opddag ival va oxedldoouv Tov KUPLO XaPAKTAPo Tou mavidiol,
TOV MPWTAYWVLOTH. EKTOC amd tnv mepimtwon omou to mayvidt Ba elval first-person (émou
Sev umdpyxel ouykekpluévo avatar), n opdda Oa mpémel va odéPel TIOAD XpOvo wote va
Snuloupynosl Tov TéAelo xapaktipo yla ta dedopéva tou matyvidlou toug. O maiyxtng Oa
€06eUel TOAU XPOVO LE TOV XOPAKTAPO TOU OTOTE Ba TPETEL va Tou 000UV e TPpoco)! Ta
XOPAKTNPLOTIKA TTOU Bat ToV KAVOUV va €XEL Liot CUYKEKPLUEVN TIPOCWTILKOTNTA E TNV oMol
ouvnBw¢ tautiletal kot o maiytng. TETOlO XOPAKTNPLOTIKA £ival ylo mapddsypa, n
cupmneplpopd mou Ba €xel, Ta Opla Tou pnopet va Gptaoel, Ta cuvaLeONUOTA TOU TPOCWITOU
KOlL N YAWOoOO TOU 0WHATOG, To As€IAOYLO TTOU Ba XpNOLUOTIOLEL K.ATL..

Enetta Ba mpénel va oploouv ToV KOGHO TOU MaXVidloU. e mepinmtwon Omou eivol évag
TIPOAYHOTIKOG KOOUOG, OMWG yla mopadslypa Ulo mpooopolwon mriong, n opdda Ba
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MIopécel va mapel dwroypadileg Kol YAPTEG QMO TOV TMPAYUATIKO KOOHO KOl VA TLG
tomoBetoel oto malyvibL. Itnv mepinmtwon, OPWE, TIOU 0 KOOUOC auTOC elval amoTéAeoUa
davraociog, Ba mpénel va oxedlaotolv oL XAPTEG Kol oL eploxeg (terrains) amd tnv apxn
KoBw¢g Kol oTdNAMoTe AANO EUMEPLEXEL €VOG TETOLOG KOOMOG. Movo €tol Ba elvat
oAokAnpwuévo to gameplay.

‘Eva akéun Brjua yla tnv opdada twv designers sivat va oxedidoouv Ta core mechanics tou
riayviblol. Edodoov emhéxBnke to KkUplo gameplay mode kot 6Aeg ol Sokipaocieg kot
QTMALTAOELG TTOU Ba €XEL TO TayvidL, pmopolv va EEKLVICoUV val OKEPTOVTAL TO TTWE ITOPOUV
ta core mechanics va vAomouwjoouv OAa autd. Av yla TApASeLypa, O TAXTNG TIPETEL Val
poZéP el UAKA YLOL TOV XOPOAKTAPO TOU WOTE VO UMOPECEL va GTLALEL Eval AVTIKEIUEVO Omtd
autd, Ba mpémel va opioouv ot designers mou akplPwg Prmopei va Bpel autd Ta UALKA. AuTh
eivat Souleld twv core mechanics, omwe eidape Kat mopamavw.

EnutAéov, Ba mpemel va okedtel N opdda av tng apkeil to éva gameplay mode i av Oa
XPELOOTEL KOL TIEPLOCOTEPQ YLa TO TIaXVISL TNG. Na anodacLloTouy oL TIPOOTITLIKEG TTou Ba £xeL
1o KAOe €va, ol aAANAETOPACELG e TOV TaiXTn Kow ta gameplays tou kaBevdg. Auto to
BrAua propel va oplotei kal vwpitepa kabwg dnuoupyeital to Paockd gameplay mode A
Katd tnv Stdpkela Tng SnuLoupyiac twv core mechanics.

e auTO To onueio, N kot vwpltepa UepKEG HOPEC, EEKWVAEL N SnpLoupyla TOU TPWTOU
AetoupykoU emuédou tou matyvidiov (game level). Etol umopel va eKvrioeL Kal 0 TPWTog
£\eyxo¢ Kal oL SOKLUEG Tou matyviSioy, wote va BeAtiwdel kdBe tuxwv mpdPAnua i Adboc.
YT cuvEXeLla SnULoupyoUVTaL Kal Ta EMOUEVA eTtimedal.

Emetta, €pxetal n otyun omou Ba mpénel va ypadtel n wotopia tou mayvidiov. H wotopia
€vOC TayvISlou elval €vag amod Toug KUPLoUG AOYOUG TIOU ETUAEYEL TO KOLWVO €val TTALXVIOL.
Katd moco tou Kivel to evlladépov kal katd mdéco tov Sehedlel wote va emidé€el To
OUYKEKPLUEVO TtaLXVidL. H totopla tou matyvidlou umopel va elval eVoOwHATWHEVN e KwSLIKA
OTO TtaLXVioL, 1 va epdaviletal Kat va dSnuloupyeital Katd TV SLAPKELX TOU TIaVISLoU amo
ta core mechanics. Mmnopei va e€aptdrtal anod TIg eVEPYELEG TOU Ttalxtn i UIopel va eival
OUYKEKPLUEVN, YPOLULKN arto TNV ap)r TOU TatyviSiol péxpl To TEAOC Tou.

TéNog, Oa PEMEL AUTO TO MPWTOTUTIO VAL KXTLOTEL?, val SoKLpaoTel Kat va emavaAngBei 6An
autn n Stadkaola apkeTEG POPEG, £TOL WOTE va KATAANEOUV oTo TEALKO TtayvidL To omoio Ba
Aettoupyel kot Ba €xel to apxko emBupnto amotéAeopa. Av Sgv yivel auto To otadlo
TIOAAEG POPEG amd TNV OpAda TwV OXESLOOTWY KAl TWV TPOYPAUUATIOTWY, TOTE dev Ba
£xouv 10 emBuUNTO amotéAeopa Kal To malxvidt mov Ba Snupoctevoouy, TBavov, Ba £xel
OPKETA IpoPAnaTa Kal Addn ta omoila Ba SucapeoTACOUV TTOAU TO KOLVO TOUG.

3.3.3 To Xtadio Tov Zvvtoviopov (Tuning Stage)

Je auto to otddlo n opdda twv designers otopatdsl vo maipvel anmoddoelg Kol va
TipooBEtel 16€ec. Elval n otypr] Omou «KAELOWVOUV» TLG SN UTIAPXOUOEG KOL TIPOXWPAVE UE
QUTEC. Agv glval OTE aKpLBEC YWWOTO TOTE TIPETEL VOL UITOUV O€ QUTO TO OTASL0. TuvnBwg
anodooiletal pe Bacn To apxko Toug mPoypappo. To Wavikd ¢uolka eivol va emiheyel
KaTd TNV Slapkela, kabwg Ba Ppiokovtal MAEov oL oxeSLAOTEG 0 onpelo OMou Umopouv va
€L0€ABOUV 0 QUTO TO OTASLO XWPLG va yivel kamota Blaotiki mapdAsewpn {WTIKWV ohUELWV
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TOU TtaLXVLSLoU. Metd amnod autd, v UnopolV va MPocBECOUV KATL KALVOUpPYLO OTAV £XOUV
dtdoeL oto onpeio Tou ghéyyou Kal Tng S16pBwong Twv opaApdTwy Kot Aabwv Tou KwdiKa.
Qotooo, pnopei n opdda va kavel pikpég aAhayeg ota enineda tou mayvidlol r ota core
mechanics, apkei va pnv mpocB£cel KawvoupyLleg Aettoupyieg ou Ba pmopei va mpoodEpel
To matyvidl. Autd to otdblo, Aowndv, mpénel va enhexOel MPooekTIKA, SLOTL auTod Ba KAvVEL
v Stadopd oto mavidt. Antd avutd to otadlo Ba davel av o mayvidt eivatl armAd ka6 n
TIPAYHOTIKA TEAELO.

>tadlo

; 2tadlo
Enetepyaoiag

ApxXLKO 2Tddlo

(Concept
Stage)

JUVTOVLOMOU

(Elaboration (Tuning Stage)

Stage)

Ewdva 3.4 - Aladikaoieg Zxedlacpol

3.4 OuLPoAoL TG XxeSacTIKNG Onddag

‘Eva peydho video game ouvnBwg oxedialetal and pia opddo avBpwrnwv. OL eTalpeieg Twv
maxvidLwy, opilouv toug poAoUC TwV €pYalOUEVWY TOUG, TIC OUASEC Kal TL epyaocieg Ba
TAPEL N KAOE pia armd aQuTEG, avahoya e TIG LKAVOTNTEG TOUG KL TLG avAyKeg Tou project.
Map’ 6Aa autd, ultdpxXouv KArmoloL poAoL oL omoiot TA£ov ivat Sedopévol yla kaBe etalpeia
maxvidLwy. Autol ivat oL akoAouBol:

Lead Designer: Autog emiPAémet OAn tnv Slabikacia tou OXeSLAOMOU €vdg
maxvidloL kat sivat umeBuvog yla va kabopioet tote Ba oAokAnpwOel to mayvidL.
AuTOg elval o «pUAakag Tou opapatoc». EmutAéov, evBouotdlel pe tnv &€a ToU
TaLxvLdLol, T6oo toug UTtAAANAOUG TNG gTatpiag, 600 Kol 6Aoug auTtoUlg Tou eilval
£KTOG Kal ouvnBwg eival autdg mou Ba kaAéoouv yla omolodnmote opthia mou
adopd TO project. H SouAewd tou lead designer Sev adopd mavia TnV
SnuLoupyLlkoTnTa, aAd WG apXNYyog TG opadac, o KUPLOG POAOG TOU elval va eAEYXEL
KoL va eTiBAEMEL TNV MPAodo tn¢ Stadikaoiog Tou oxedloopuol, kabwe Kal va eAEyxeL
OTL OANn n untdAoutn opdda KAveL WOTA TNV SoUuAeld tng. KaBe project éxel povo éva
lead designer.

Level Designer/World Builder: Autol maipvouv ta Baoikd cuoTaTIKA Tou Tayvislol
TIOU TOUG TIOPEXEL N UTIOAOUTN opada, OwC to user interface, ta core mechanics kot
1o gameplay, kot oxedidlouv to kaBe Eexwplotd eminedo (level) mou Ba €xel to
TayvidL kot amnod ta onoia Ba mepvasl o mailyTng Katd TV SLapKeld Tou. MaAlotepa
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0 poAog tou level designer Bewpolvtav KATWTEPOG QMO TOUG UTIOAOLTTOUG POAOUG
tou game design, aA\d ot pépeg pag, ol level designers eivat amapaitnto os
TIOAM\EG TIEPUTTWOELS va elvat og B€on va pmopouv va oxedldlouv tplodidotata (3D)
MOVTEAQ, KaBwg Kol va mpoypappatilouv pe yAWOOEG Tpoypappatiopou. Etol, o
poAog tou level designer m\éov eivat moAU onuavtikog Kal xpeldletal va Slabétel
OUYKEKPLUEVEG Se€loTeEXVIEG WOTE va UItopEoeL va avtamnet£AOel ota kabrnkovtd Tou.
Tuvnbuwg, éva project €xeL meplocotepoug amd évav level designer ou omoiot
AoyodotoUv ot kamotov lead level designer rj otov lead designer.

User Interface Designer: Av éva project gumepléxel tov poho tou user interface
designer wg &exwplotd polo, auTOG avabETetal Ot €vav N TEPLOCOTEPOUS
oxebLa0TEG oL omoiol eival urteuBuvol yia Tnv dnuoupyia tou layout tng 086vng ya
ta Sladopetikd gameplay modes tou mayviSlol Kal yld TOV OPLOUO TwV
AettoupyLwv Tou Ba €xouv Ta Sedopéva TTOU TIPOEPXOVTAL ATTO TLG CUCKEUEC EL0OSOU
(m.X. TMANKTPOAOYLO). Ie peydha Kot TOAUTAOKQ project o polog autog yivetal
Soulewa full-time kat xpetaletal évav oAU kaAo user interface designer, étoL wote
TO TeAkd matyvidL va Byel cwotd. Itnv mepimtwon ¢ dnuoupylag kakol user
interface to mauyvidt puropet va kataotpadei. MeydAeg statpeieg, ya va anodpuyouv
oUTO akplBWG, ansuBuvovtal o el8IKkoUG amd AANAeG eTalpeiec AoyLoUIKOU, WOTE va
tou¢ PBonbricouv otnv dladikacia Tou eAéyxou Kal tng PeAtiotomoinong Twv
interfaces mou £xouv oxedldosL.

Writer: Ou writers eivat umebBuvol oto va ouyypdlouv £va peaALlOTIKO 1
daAVTUOTIKO TIEPLEXOUEVO YLO TO TtalyvidL mou Ba oxedldosl n opdda. Auto eival to
ELOAYWYLKO KOUUATL, N oTopia Tou matxvibiou, ot Staloyol, Ta cut-scenes (sivat ta
video clips mou cupBdAiouv atnv g€€AEN TNG LOTOPIOC TOU AXVISLOU Kal oTa ormoia
Sev umtapxel aAMnAenidpaon Le Tov maiytn, anAd ta mapakoAouBel) kKA. Fevikd, o
pOAog Tou Writer meplopiletal oTo cUYYPAPIKO KOUMATL KOl §EV EUTAEKETAL UE TV
Kataypadn tou texVikol Koppatiou. Auth eivat Souleld twv game designers. Alya
riayvidia amattolv o poAog tou writer va eivat cuveyng. H Souleld avty ouvABwg
avaBETeTaL 08 KATIOLOV EAEUBEPO EMayyeEAUATIO EKTOG ETALPELOG 1) TNV avaAapBavel
Kdmotog dAog amod tnv opdda twv designers.

Ynapxouv SUo akopo pohol oL omoiol €ival MOAU onuavikol yla tnv dnuoupyia evog
riayvidlov, aAG autol, cuvnBwg, dgv Aoyodotouv otov lead designer. Ot umtdAouneg ouadeg
twv designers, ouwg, Ba mpénel va ouvepydloviol HE OQUTOUG YLlol UEYAAQ XPOVIKA
Slaotrpata Kotd thv Sidpkela tng Snpoupylag tou project. Autol sivad:

Art Director: O art director } aMuwwg lead artist SteuBuvel TV mapaywyr OAwWvV Twv
ELKOVIKWY OVTIKEWMEVWY €VOG Ttayvidloy, 8nAadry ta models, ta ypadikd, ta
textures, ta sprites, Ta animations, ta koppdtia tou user interface k.Am.. EmumAéov, o
art director nailet peydho pdého otnv Snuiouvpyior Kat tnv evduvauwon Twv
VYPOPLOTIKWV oTolyelwv Tou moatyvibloy, kabwg kol oAOKANPOU TOU OTUA ToU
SlaBétel o matyvidl. TuvhRBwce, o poAog autog eivatl LoAglog e tov poho tou Lead
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designer kat mpémel ol 6U0 TOUG va €xouv pia TOAU KaAf cuvepyaocio kat va
ouppepilovral Toug oTOXOUG TOU Project.

Audio Director: Onwg kat o art director, ¢tot kat o audio director emiBAénet
OTIONTIOTE €XEL VA KAVEL PE TO NXNTIKO KOUUATL €vog matyvidlou. AnAadn, tnv
pouatkn, Toug fxoug meptBalhovrog, ta effects, toug Staldyouc kat tig adnynoeL.
O nxog elval éva oAU onpavtikd Koupdtt os éva motyvidt, S1otL Snuloupysi tov
KOOMO TwV cuvaloBnuatwy mou Ba Aappavel o maixtng, kabwg kot Ba emnpedlet
tnv 81aBeon tou. O audio director cuvepyaletal pe tov lead designer étol wote va
kaBopioouv Tt eldn Axwv xpeLdletal va mapoaxBouv yLa To cuyKekpLpévo project.

3.5 To Design Document Evog Mayvidiov

Koppdrl tng Soudetdg twv game designers sival va dnutoupyolv pia ostpd and éyypada pe
Ta onola Ba emegnyouv ta MAAvVA TOUG ota UTIOAoLta PEAN TG opddac. MNota ival autd ta
éyypada kat T adopolv efaptdral anod tov kabeva designer kat ano to kabe Sladopetikd
project mou avahappdavouv, aAld cuvBwg akoAouBoUV €va CUYKEKPLUEVO SLAypapUa.

Elval onuovtikd ota peydAa kal moAUmAoko molyvidio va kataypddetal os gyypada
oroladnmote Aemtopépela oxedlaopol xpelaletal To mayvidt ywa va SnuioupynBel. Me
OLUTOV TOV TPOMO armodelyovTal onpavTka Aadn otov oxedlacpod. Emiong, ivatl eukoAotepo
va katoAdBel n kaOe opdda t {ntdel o lead designer kat va umdpéel kahUtepn cuvevwonon
petagy touc. EmutAéov, ta design documents BonBave oto va pnv mapoaindBel kdmoio
otolxeio Tou mavidlol. Av yia mopadelypo £vag oxedlaotig £xel Eexdoel va Kataypaet
£val KOpLATL tou adopd éva emtinedo péoa oto motyvibt, tote autog mou Ba StaBdalel kot Oa
akohouBel to design document Ba to mpooéfel Mo eUkoAa kal £tol Ba IntceL va
cuUMANpwOEl, Tplv ekivioel n Stadilkacio Tou oxeSloopol Tou malyvislol. Ie KABe GAAN
nepintwon, Ba unnpxe AdaBog¢ otov oxedloopd tou mavidlol kot cadw¢ Ba Atav
Sucokolotepo va to SlopBwoouv og auTo To onueio.

Ynidpyouv Siddopa €ibn design documents ta omoia pnopei va ypaet évag game designer.
Autd sival ta Aeyopeva high concept, game treatment, character design, world design, story
r level progression documents, kaBwg kot ta flowboard kat game script.

Ta high concept kat game treatment documents xpnotuelouv Kupiwg we epyaleia mwANoNg
Tou TaXVLSLOU Kal gival oxeSlaoueva e TETOLo TPOTO WoTe va §nyouv To concept tou
maxvidlol oe kamolov xpnuatodotn 1 oe pia ekdotikn etatpeio. Eival cuvnBwg ypappéva
0€ KAmolo Tpoypappa Snuoupylag syypadwv oOnwe sivar to Microsoft Word kat
napouotlalovtal ektuMwHEva otov evlladepopevo. Ta umolowuta documents ypdadovtat
eniong oe kAamolo mpoypappa Snuoupyiag eyypddwy, oAAd Snuoclelovial O KATOLO
E0WTEPLKO Kol aodpalég site tng etalpeiag o omoio eival mPooBAciUo HOVo amod to HEAN
™G. Exel pnopel 1o kaBe pélog va dlopbwoel 1 va aveBACEL KATIOLO AVAVEWMEVO ApPXELO,
KaBwg Kat va To amoBbnkeVOEL.
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Mapakdtw avadEpovral to kabe éva amd ta design documents EgxwpLotd.

High Concept Document.

To high concept document &sv adopd Tov oxedlacud evog mayvidiov. EToL Omwg
éva Bloypadiko eivat oxedlacpévo yla va os Bondroet va Bpelg SouAeLd, £T0L KAl O
OKOTIOC OUuToU Tou eyypddou eival vo TPooeAKUOEL TNV TPOCOXN KATOoLoU
XpNHatodotn f ekdOTN mavidiwv. Méoa og aUTO gUMEePLEXOVTAL OL LOEEC-KAELOLA
TIOU KAvouv To project va exwpilel. Onwg kal éva Bloypadikd, £tol kat autd Ba
TPEMEL VA €lval oUVTOPO Kal 0L HeyoAUTEPO amd Téooeplg oeAideg. O avayvwaotng
autoU, Ba mpénel va pnopei va to SlaBAcel Kal va To KAtaAdBeL HEoa o€ Alya Lovo
Aemtd. Movo tote Bewpeltal OTL eival emtuxnUévo.

Game Treatment Document.

To game treatment document mapouotdlet To mayvidt pe éva yevikd oxebLaypoppa
o€ Kamolov Tou evlladépetal Nén kat BéAel va pabeL meploodtepa yu' autod. Eival
OXEOLOOUEVO LE TETOLO TPOTIO WOTE va SNLOUPYEL apyIKA pia TEPLEPYELA yLa TO
TaXvidL Kal €melta va Kevipilel to evladépov omolou 1o SlaBalel, £T0L wWote va
BéAeL va pabeL meplocdtepa YU autd To Tauxvidl. ZuvrBwg, To game treatment
document, to Sivel n opdda otov TOAVO €KEOTN £TOL WOTE va UTIOPECEL VO TO
HeAETNOEL opyOTEPO Kal va amodaoiost av tehikd Ba xpnuotodotr ol 1 ekSWOEL To
TLaLXVioL.

To game treatment document eivat éva amAd €yypado 1o omoio mopouctdlel TG
Baotkeg 1O€eg Tou matyviblov. Omodte évag KOAOC TPOMOG yLo Vol UTTOPECEL N opada
va SnuLoupynoel autd to yypado ival va pavtaotei mwg Snulovpyei éva website
yla va TIOUAAOEL TO Ttayvibl TNC Kal PETA VO TO EUTTAOUTIOEL PE TIEPLOCOTEPES
Aemtopépelec.

Character Design Document.

Auto 1O éyypado elval e0IKA oxebSlaopévo £T0L WOTE va TOPOUCLAlEL €vav
xapaktipa mou Ba £xel to mawvidt (avatar). Koplog okomdg tou eivat va
TIAPOUCLACEL OAO TO OKNVIKO TIAPOUCLACTIKO TOU XAPAKTAPA KABWG Kol OAEG TLG
muBavég Kwvnoelg mou propesl va kavel (move-set), dnhadn upia Alota amo ta
animations mou pmopei va KAveL €ite povoc tou eite pe tnv BorBela tou maiytn.
Eniong, Ba mpémeL va eUMEPLEXEL APKETA ATIO TO ELKACTIKA KOWMATLO TOU XOPAKTHPA
(concept art) omwg kot pia Alota anod TG SLadpopeTikég eKPPATEL TOU TIPOCWTTIOU
tou. Téhog, amapaitnto eival vo TiepLEXel TANPOGOPIEG OXETIKA HE TNV
TIPOCWTILKOTNTO KAL TNV LOTOPL0l AUTOU TOU XOPOKTNPA, OTIWE YLla TApASELYA TL TOU
OPECEL KOLL TL OXL, TLG SUVATOTNTEC TOU, TIC afieC TOU, Ta EUAAWTA CNUELA TOU K.ATT.

World Design Document.

To world design document mepiéxet 6Aa ta otolxeia ou adopolv to meptBaiiov
(ktAplat KAL), TO €KAOTIKO KOUMUATL TOUG KOL TOUG HXOUG Tou TiEpLypddouv Tov
KOOWO Tou TtaLyvislol. Aev sival pia akptBrg Alota mou kataypddel Ta mavta péoa
oto mawvidt, aAka kataypadel Tig mAnpodopieg tou Background mou adopolv 6Aa
OUTA TA QVTIKELPEVO TIOU TIEPLEXEL €VOC KOOMOG. la mopddeslypa, WMopel va
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EUTEPLEXEL TOV XAPTN TWv Teploxwv evog landscape (ewkovikn avamapdotoon
e€wtepkol xwpou) A cityscape (swkovikn avarmapdotacn mOANG). Aev xpeldletal n
kataypadn OAwWV Twv Aemttopepelwy, anAd pia yeviki ameikdvion £tol wote ot level
designers va xpnoluomotioouv auTég TIg MAnpodopieg yia va SnpLoupyricouv to
OKPLPEC TEPLEXOUEVO. INUAVTIKO TIEPLEXOUEVO AUTOU TOU eyypadou elvol Kol n
Alota twv Axwv mepBAMoVTOC Kal TIg NyEg Toug £tol wote ot audio designers va
Umopgcouv va toug dnuiloupyrioouv ota KatdAnla onueio. EmutAéov, to world
design document Ba mpénel va mepLEXEL OAEG TIC ALoOAOELG TToU TIPOKAAEL 0 KOOUOG
TOU TaLXVLSLoU, TNV aoONTLKA TOU KAl TOV cuvaleBnuoTko Tou Tovo.

Flowboard.

‘Eva flowboard eival katt avapeca oto flowchart kat to storyboard. Ta storyboards
elval éyypadoa ta omola xpnowuomololv ot Snuiloupyol tawlwv £T0L WOTE va
kataypaouv pia oepd amd AfPews. Ta flowcharts eivat éyypoada ta omoia
XPNOLLOTIOLOUV Ol TIPOYPAUUATIOTEG yId Vo Kataypadouv Toug aAyopLBpoug toug.
‘Etoy, to flowboard cuvdudlel tnv 16o0loyia autwv Twv SU0 Kol MAPOUCLAlEL TnV
Sdoun evog video game. 2to flowboard kataypddovratr dAa ta gameplay modes kat
ta shell menus, ta ovopata autwy, KATOLO TPOXELPA OXESLO TTOU TAPOUGLAIOUV TNV
006vn mou Ba £xel To KaBéva and autd, TNV TPOOTTIKA TNG KAUEPOC, TA KOUATLA
Tou user interface, kKaBw¢ koL T AVTIKEIUEVA TIOU EUMEPLEXOVTOL OTO HEVOU Kl Ta
Sedopéva mou pmopei o maixtng va slodyet (inputs) kat tL kdvouv autd. EmutAéov,
TEPLEXEL OAEG TIG SOKLUAOIEG, TIC KIVAOELC KOL TLG EVEPYELEC TIOU £ival Slab£oipeg yla
Tov xapaktinpa os kdBs mode. TENog, eUmePLEXEL OAEG TIGC OUVORKEC Kol TIG OXEOELG
TIOU TIPETEL va TTpaypatonolnBoly, €16l wote Tto Tayvidl va mepdaoel and to éva
mode i menu oto dAAo (ewova 3.5).
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Ewova 3.5 - Napadetypa Flowboard (Mnyn: https://junpengiat410.wordpress.com/page/2/)
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Story kau Level Progression Document.

Ze aUTO TO £yypado kataypdadetal 6An n otopla Tou mayvidiou, kabwg Kal To WG
éva eninedo efellooeTal Kol MEPVAEL OTO €MOUEVO. Av TO TtalyvidL elval amhd kal
£XEL LOVO éva emtinedo, Tote Sev Xpeldletal TETolo £yypado. Av OHWC EXEL TTAVW ATIO
éva eminedo 1 o maiytng avthappAavetol onpAvIKEG aAlayEg va yivovtal Kabwg
nailel To mayvidl, 1ote éva Tétolo £yypado eival amapaitnto. Edw kataypadetat
£Vl YEVIKO oxeSlaypappo mou adopd TIC EUTMELPIEC TOU TaiyTn and TV CTLYUN ToU
Ba Eexwnoel to mouxvidL péxpl to TéAOG. Emiong, eumepléxel OAeg TG TBAVEG
eVEpYELeC Tou Ba yivouv av to TalyvidL eival TETolo Tou TMPEMEL O TAUXTNG va
eTAEEEL KATL va ekTeleotel. EmutAéov, Oog aUTO TO onueio KataypAdetal Kot o
TPOMOG Ue Tov omolo o maixtng Ba PBuwoel tnv wotopia tou malyvidlol, av yla
napadelypa autn Byaivel pEoa amod CUt-SCENES, AMOOTOAEG TTOU TIPETIEL VAL EKTEAEDEL
o maixtng, Staloyoug i AAAeg adnynoslg. H wotopio evog matyvidiol sival teheiwg
SLadopetikd amnod tnv doun tou. Mmopel o éva gameplay mode va utdpxet KoppaTL
NG Lotoplag Kat o €va AAAo OXL.

To Game Script.

To game script kataypddel évav mOAU ONUAVTIKO TOUEN TOU TA UTIOAOLTO
documents &sv avadEpouv: Toug Kavoveg Kol ta core mechanics tou mauyvidiou.
Kataypadel kat kabopilel pe kaBe Aemtopépela GAOUC TOUC KOVOVEG TOU Ttayvidlol
os Tétolo Pabuod, mou BswpnTikd Hmopeic va To TAIElC TPV KAV MIMEL OF
umoloyloth. AnAadn, pmopeic va MAPELS autd ta €yypada Kal vo avakaAUPeLg
okoAouBwvtag Ta, MWE UMopEig va Ttal&elc to motyvibl. Me autdv Tov TpOTo, TOANEG
dopég evromilovral kot kKamola AaOn ta omoia AUvovtal ripLv apxiosl n emefepyaocia
otov umoAoylotr. To game script dev mepléxel tov texviko oxediaoud (technical
design) tou mayvidloy, aA\G kataypddel Tnv mMhatddpua otnv omnoia Ba nailetal to
navidy, yla mapdadstypa nAektpovikog umoAoyiotrg (PC), kaBwg kal ta eAdylota
XOPAKTNPLOTIKA TIOU TIPETEL VA £XEL €TOL WOTE VO UMOPEL VO TO «ONKWOEW. Av
untdpyxet technical design document, cuviBwg ypadetal amno tov lead programmer 1
tov technical director kat sival Bactouévo oto game script (Adams, 2010).
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4 0 Koopog tov Video Game (Game Worlds)

MoMa mayvidia Staokedalouv To Kowo Toug péow tou gameplay toug. MoAAd OpwWE Toug
Slookedalovv pe to va toug tafldevouv ot £va GAVTAOTIKO UEPOG, TOV KOOUO TOU
riayvidlov (game world). Eldikd ota single-player games, o maiytng £xet tnv aiobnon ot Let
MECQ OTOV KOOMO TOou Ttaxvidlou Kot aAAnAemidpd pe autov. O KOOUOG Tou Tatyvidlou
neplypadetal and kamoteg Siaotdoelg (dimensions): tnv duowkn (physical), thv xpovikn
(temporal), tnv mepBardovtikr (environmental), tnv cuvaio®nuoatiky (emotional) kat tnv
nOwn (ethical) (Adams, 2010).

4.1 Tuieivan o kOopoG £vO¢ video game

O ko6opog evog video game amotelel éva texvnto cuumay, €va GavtaoTikd KOGUO OToV
ormolo cupPaivouv ta ysyovota tou malxvidiol. Otav o maixtng €ekwvael va mailel éva
TaXvidL, Tote auéowg poomoleital Kot ViwBeL OtTL o (8L1o¢ BPloKETAL OTOV KOGUO AUTO.

Aev €xouv OAa Ta Tavidla Tétolo koouo. Eva maiyvidt modoodaipou yla mapddsyua,
QVTLITPOCWTEVEL Evav aAnBLVO KOOUO Kal OxL davtaoTtiko. Enlong, ta mayvidia onwg sival n
tpilZa (tic tac toe), eival erurpamnélia mayvidia kot Sev EPLEXOUV KATTOLO KOOHO, OTIOTE SV
untapxeL To GavtacTtikd otolxeio kabolou (gwkova 4.1). And tnv GAAn, umdpXouv KAmoLa
adnpnuéva matyvidia mouv pnopel va €xouv pia Ukpr évvola Tou KOouou. Ma mapdadelypa
TO OKaKL, Sev £xel KaBOAOU KATOLO GAVTAOTIKO OTOLXELD, OUWE UE pia €vvola os Tagldevel
OTOV HECULWVIKO KOO0 OTou uTtrpxav ol BacAtadeg kal ol Bacillooeg, oL UUTOTEG Kal oL
otpatiwteg (skova 4.2).

COMPUTER i)

O

Ewéva 4.1 - Napadeiypa rayvidiou tic-tac-toe
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Ewova 4.2 - Moapdadetypa mouyvidiol oKaKt

To meploootepa maLyVidLo mapoucLdlouV ToV KOGUO TOUG E ELKOVEG, AXOUC, TO YPALOTIKO
KOppATL, Ta animations, tTnv Houotkr kot ta NXNTWKA ede. Atd tnv dAAn, Sev nepleyouv OAa
Ta Touyvidla omTikd Kal akouoTlkO otolxeio. ta Asyoueva text adventure mauyvidia, o
malxtng dnpLoupyel OAEC TIC ELKOVEC KOIL TOUG NXOUC TOU KOOUOoU otnv davtooia tou, kabwg
Slapalet tig meplypadEg kat ta Kelpeva otnv 00ovn.

O KOopOC VoG TtaLXVLSLOU gilval KATL TTIOAU TIEPLOCOTEPO ATtO TO GUVOAO TWV ELKOVWVY KOl TWV
NXWV TIou ToV anoTteAolV. Evag TETOLOG KOGHOG UTOPEL val TIEPLEXEL TNV SLKI TOU KOUATOUpPQ,
LLOL GUYKEKPLUEVN aloOnTikn, KAToleg NOkEC afieg Kal AAAa TETola XapOKTNPLOTIKA. Emiong,
0 KOOUOC VoG TtaXVLSLoU €XEL AEON OXECN UE TNV TIPAYHATIKOTNTA £(TE AV AUTO gival £va
adnpnuévo matyvidL to omoio oxetiletal EAAXLOTA LE TOV MPAYUATIKO KOOHO, £lte av auto
glval éva avTImpoowneuTIKO TalxvidL To omoio sival 660 To SuVATWVY MEPLOCOTEPO OLOLO HE
TOV TPAYHATIKO KOGLO.

4.2 0 Xxomog evoc Game World

‘Evag and toug kUploug otdyoug tou game world sivatr va Slaokeddlel pe tov kO tou
£eXWPLOTO TPOTO TO KOWO. Na Ttov peTadEPEL O €vav KOOUO HAVTAOTIKO, OTou Ba pmopel
va e€epeuvnoeL Kal va aAAnAemdpdoel e To TepBAAAOV TOU.

Ooo0 meplocdtepo €vag naixtng katalaPaivel ta core mechanics evog moaiyvidiov, téoo
Ayotepn onuoocia €xel o KO6opog tou. Qotdo0, 000 YiveTal KAAUTEPOCG Kol KataAaBaivel
TEPLOOOTEPO TA COre mechanics, téoo pelwveTal To OTOlEio NG davtaociog Kal TG
npoomnoinong. Ma nmoapadeypa oto mayvidt Uncharted 4, 6co 1o moAEG PpopEg To Tailet
KATIOLOG, TOCO KAAUTEPOG YIVETAL 0€ AUTO KAl AUTO Tov 08nyel 0To va Unv okEDTETAL TLaL OTL
o (6log mpoomoleital Tov xapaktripo (avatar). Ikédtetal povo va kpudtel, va KvnBel
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ypnyopa, va mupoPoAnoel, va VIKNOeEL Toug £xBpoug, va paléPel mupopaxka KA. Ot
naixteg mou mailouv éva mauyvibl pe Tétolo adnpnuévo Tpomo, adladopwvtoc yla Tov
KOOWO Tou TtayvLSLloU, elval oL Eumelpol Taixteg. Ma KAmolov o omoiog mailel mpwtn dpopd
€va ayvidl, o KOGUOGC Tou TatXVLSLoU eival TTOAU ONUOVTLIKO VO TOU KPATAEL TO evoLapEpov
KOlL VO TOU g€AmTel TNV dpavraoia.

AM\OG €vag okomdg Tou KOopou evog maxvibioy (game world) sivat va BonBroesl otig
TWARCELG TOUu TavidloU. SuvhABwe, To Kowo Sev emAéyeL eva matyvibt yia to. mechanics
Tou, OAA yla Tov KOOHO Tou Tpoodépel. molog Ba elval o xapoktipag, TL Ba
avTimpoowneVEL, Tt Oa viwBel kabwg Ba mailel To mayvidt K.AT.

4.3 Oudwxotaocsig evog Game World

Tov kdopo evog mayvidlol tov kabBopilouv ool apdyovteg. Mepikol, Omwe to péyebog
TOU KOOMOU auToU, €lval TOOOTIKOL TOPAYOVTEG KOl UITOPOUV va Toug 60000V aplBUNTIKEG
TIHEG. ANAOL, OTtwc elval n «SLABeon» TOU KOGUOU, Elval TIOLOTLIKOL TTAPAYOVTEG KAl UITOPOUV
va Tieplypodolv pe Aoyla. OL mapAyoVvIEG TIOU €X0UV CUOXETIIOMEVEC BLOTNTEC cuvEEovTal
HETOEU TOUG KOl oxNpaTi{ouv opades. AuTEG oL opadeg amoteloly Tig SLoTACELG TOU game
world kat nepypadovrat mopakatw.

4.3.1 H ®vow1) Adstaon (Physical Dimension)

O koopog evog video game edpapuoletal oxedov mavia oVpdwva pe ta SeSopéva Tou
TPAYHOTIKOU KOopou. O maiytng HETOKLVEL TOV XOPOKTNPA TOU, ETILKOWWVEL pe AA\oug
XOPAKTAPEG KOl XELPIlETAL TA QVTLIKEIUEVA HECA OE QUTOV TOV XWpPo. Ol GUGCLKEG LOLOTNTEG
autol Tou Ywpou kabopilouv éva peydho pépog tou gameplay.

Axopa kat ta text adventures mawxvidia £€xouv pia puoikn Sidotacn. O maixTtng HeTAKLVELTOL
ond pia adnpnuévn tomobecia, n omolo cUVABWC AMOKOAEITOL «SWHUATIO» OKOUA KL oV
elval eEWTEPLKOG XWPOG, O piat AAAN.

H duowkn Sidotacn evog matyvidlol xapoKtnpiletol amd KAmoleg L6LOTNTEG. AUTEC elval n
xwpkn Siaotaon (spatial dimensionality), n kAipaka (scale) kat ta 6pla tng (boundaries).

4311 Xwpikéc Ataotdoeis (Spatial Dimensionalities)
‘Eva amd ta GnNUOVTLKOTEPA EPWTHATA KATA TNV SLapKela TG Snuoupyiag evog matyvidiou,
elval To MOoEC XWPLKEG SLaoTAoELS Ba £XeL 0 PUOLKOG TOU XwpPOoG. Elval oAU onuavTko va
KatavonBel mwg oL YwpPLKES SLoTACELS TOU GUOLKOU XWpPou evog matyvidiou dev eival idlo
HE To TwG gpdaviletal autdg o xwpog (camera model). To TPWTO €XEL VA KAVEL [LE TEXVLKO
oxedlaopd, evw to Seltepo e oxeSlaopo tou user interface.

Onwc kal va €xel, OAoL oL xwpolL evog maxvidlou Ba mpémel va eudavilovrtal oe pia
Slodlaotatn 08ovn.

OL TUTIKEG XWPLKEG SLOCTACELG TTOU UITopoUV va xapaktnpioouv éva matyvidt elvat oL €€NG:
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2D: Npw amod pepkd xpovia, n mieoPnoia twv video games eixav poévo dvo
Slaotdoel. Kupiwg, autd ¢awodtav oe mawxvibia side-rolling émou n kdapepa
0KOAOUBEL TOV XapaKTHpa amo aploTepd Tpog ta Sefld kal To avtiBeto, OnMwg yla
napdadeypa to Super Mario Bros (ewoéva 4.3). O Mario umopouoe va KiwnBel
apLoTEPA Kal Se€Ld, MAvVW Kal KATw, aAAA Sev pmopoloe va KvnBel mpog Tov maiytn
(mpog Ta £€w TNG 000VNC) 1 va amopakpuvBel ard autdv (mpog ta pésa tng 08ovng).

| | | | | | | | | | | |
Mo R H M H R A
- e - o R e [ e . e i F e PR e pEP o (O

Ewova 4.3 - To side-scrolling mawyvidt Super Mario Bros

OL Sloélaotatol KOOPOL €Xouv €va PEYAAO TIAEOVEKTNUA Ocov adopd Tnv
mapouciacr Toug otnv 00dvn: ot Vo SLacTAoELg Tou Xwpou Tautilovral pe Tig Suo
Slootdoelc tng 006vng. Aev xpelaletal va tomoBetnOei n YeudaioBnon tou Baboug
oToV Taixtn. Amo tnv AAAn, apketd mayvidla pe 2D kdopoUG XpNOLULOToLUV Evav
€8O punxaviopo uAwkou (hardware) mou napouotldiel tov S1o6LdoTato KGoUo oav
va elval TpLoSLAcTTOG, EVW OTNV TTPAYHATIKOTNTA Sev €XeL TNV Tpitn Sldotaon. 2Tig
MEPEG pag, Ta dodlaotata matyvidia gv xpnolponolovvtat oAU, aAAd TTOAAG amo
outa eivot Slobgotpa yla KIvntéG UOKEUEG.

2.5D: Avadépetal oToug KOOHOUG Twv Ttaxvidlwy ol omolotl daivovtal va eival
TpLodldotartol xwpol, aAAd otnv mpaypatikotnta sival Siodidotata enineda (2D
layers) TomoBetnuéva to éva mdvw oto dAho. MNa mapddetypa to mayvidt StarCraft
Tiepléxel opomedla kot medladeg, kabw¢ kol agpookdadn TOU UMopoUV Kol
T(POOTIEPVAVE EUMOSLA TTAVW aTto To €6adog. Autd, PAEMOVTAG Ta O AXTNG, EXEL TNV
Pevdaiocbnon tng tpitng didotaong. O maiyxtng, pmopesl va TOMoBeTosL Kal va
LETAKLVAOEL QVTIKELMEVA opl{ovTia péoa og £va emtinedo pe Kamolo akpifeta, al\a
OxL katakopuda, Eva avtikelpevo pnopel va Pploketal site oe €va eninedo eite oe
AaAAo. Aev pmopel va Bploketal oto evOLAUECO TOUG. Ta LMTAUEVA AVTLIKEIpHEVA eV
propoUV va KivnBolv mavw f KATw otov agpa, armAd Pplokovral oto eninedo mou
avamnopLotd tnv atpdodalpa (sikova 4.4).
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Fadnr i

Ewéva 4.4 - To mouyvidi StarCraft mou nepiéxet oponédia Ko MeSLASES, KAOWE KoL VTLKEILEVOL

3D: Eival o KOOHOC TIOU QVIUTPOOWTIEVEL TIC TPELC TIPOYHATIKEG SLAOTAOEL. XApEL
ota cuyxpova cuotrpata mou mepléxouv elbikd uAka (hardware) kot Aoylopikd
(software), omwg kat ota mpoypaupata oxedlaopol poviéAwv 3D, ol tplodiactartol
xwpol eival mAéov TOAU elkoAo va SnuioupynBolv. Tétolol xwpol Sivouv otov
naixtn tnv aiocbnon otL Bploketal péoa OTOV KOOUO TOU Talxvidlou, evw ot
SlodlaoTatol ywpol glval amAd XwPoL Toug onoioug mapakolouBei o maixtng amno
PnAd. Ot 3D kbéopol eival KatdAANAoL ylo. taLyvidlo Tou TEPLEXOUV XAPAKTAPES
(avatars) kat mou Sivouv tnv SuvatoTnTa OTOo TaiXTN VoL EEEPEVVIOEL TOV XWPO, OTIWG
yla apadetypa n oepd raxvidiwyv Uncharted (swkova 4.5). Ta meplocotepa mAéov
navidla sival tplodlaotara.

Ewéva 4.5 - Zryudtumno and to rawvidt Uncharted 4, éva 3D mayvidt
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4D: Eival pia deUtepn ekdoxn tou noén umapyxovrog 3D kdopou tou Tavidlou.
AnAadn elval SUo 1 meplocdTepOL TPLOSLACTATOL XWPOL oL omolol poldlouy PeTau
ToUg, aAAG Slodépouv OTIC epmelpieg Tou mpPoodépouv otov maiytn kabwg o
XOPAKTAPOG TOU mepUTAaVIETAL 0 auToUG. MNa napddetypa to mawxvidt Legacy of Kain
napouctalel SVo ekdoxég tou (Slou TpLodldoTtatou KOopou, ta Asydpeva Spiritual
Realm kat to Material Realm, pe Siadopetikd gameplay modes yia to kdBe £va. To
tormio eival To 6o kat yla ta SU0, OUWE OTO TPWTO UTIAPXEL UMAE dwG, EVW OTO
Seutepo Aeuko we. Emiong oto MpwTo N QPXLTEKTOVIKN €ival mapapopdwlevn
(ewova 4.6 kot eikova 4.7).

Ewova 4.6 - To rayvidi Legacy of Kain: Soul Reaver's to material realm

Ewova 4.7 - To rayvidi Legacy of Kain: Soul Reaver's to spiritual realm
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4.3.1.2 HkAipaka (Scale)

H kAlpaka avadépetal oto amoAuto péyebog Tou Gpuolkol XWPOU TOU TTAPOUCLAETAL OTOV
KOO0 TOU TtaXVLSLoU Kal LETPATAL o€ Povadeg mou adopolv autdv Tov KOopo (Ty. HETPa,
HiAla, £tn dwTdC), KABWG KAl E TA OYETIKA HEYEDN TWV AVTIKELUEVWY HEGO OTO TLALXVISL. Av
To mayvidL elvatl abnpnuévo kot Sev CUOKETI(ETAL LLE TOV TIPAYLOATLIKO KOOWO, TA LEYEDN Twv
OVTLKELUEVWY TOU KOOUOU Tou Sev €xouv UeYAAn onupoaocia. Itnv meplmtwon OUwE ou To
TLALLXVIOL QVTITTPOCWIIEVEL TNV MPAYUOTIKOTNTA, Oa TIPEMEL 0 KOGUOC TOU VO £XEL TO AKPLPEC
péyeBog mou xpelaletal ywa va daivetal aAnbwog, aAAd va elval Kal XpnoTLKOg Ipog Tov
TAXTn. 2€ UEPLKEG IEPUTTWOELG Elval Bepito va mapapopdwbel n KALOKA Tou matyvislou
yla xapn tou gameplay. El8ikdtepa og matyvidla otpatnyknic n kKAipaka napapopdwvetal,
oAAQ og eninedo mou Sev xaAdel tnv Peudaicbnon Tou Xwpou mou €xeL o maiyTnc.

Ze mouyvidla onwe elval Ta abAnTikd, Ta mayvidia mou meplExouv odnynon oxnUaToS N
QuTA Tou elval mpooopolwon MTRoswyv, KOBWE Kal OAa AUTA TOU TEPLEXOUV OE HEYAAO
BaBud tnv aAnbodadvela, Sev umdpxel meplOwplo ywo alayn 1 mapapopdwaon Tng
KAlpakag. ZoBapd mavidla mou avarmnaploTouV ToV MPAYUATIKO KOOHOo Ba TpEmel va elvat
000 To SuvaTov yivetal Lo akplpn écov adopd tov dpuactkd Toug KOGHO.

Eniong, ta first-person mayvibia Swabétouv oakpifela otnv KAlpakd Ttoug, adou
OVTLITPOOWTEVOUV £vav KOOHO OToU N TPOOTITIKN TOu Ttailxtn £ival auth mou éxel évag
avOpwrog KaBwe MPOXWPAEL UIMPOOTA O €va XWPO KOL TO AVIIKElMEVA Tou BAENEL eival
TPAYHOTIKOU HeyéBoug, Omwg mopteg, €mumAa KA. MepLKA aVTIKEiHEVA O TETOLOUC
KOOMOUC Urmopouv va Sextolv eldaxlotn mapapopdwon otnv KAHOKA TOUC £T0L WOTE va
UtopoUV va ival opatd otov maiytn, Onwg yLo mopadetypa KAELSLA, OTIAQ, TTUPOOXLKA.

MoAAEG dopég umdpyxel mapapopdwon otnv KAlpaka evog mayvidlou, 6oov adopd to VYOG
Twv avBpwnwy, Twv Kinplwv kol twv Addwv Tou umdpxouv oto TieplBaiiov. la
napadelypa oto matyvidt Age of Empires ta ktipla ¢paivovrat va eivat Alyo PnAotepa amnd
Toug avBpwroug mou Tepvave SimAa toug (ekdva 4.8). Ma va Umopécel o maiyTng va SeL ta
KTAPLO KOL TIC 0podEC Toug Ba mpémnel n kApepa va tonoBetnBel oto YnAdtepo onpeio tou
game world. Av 6pwg tomoBetnBel mdpa moAlv PnAd, ot dvBpwrol Sev Ba eival opartol
oxed0v kaBolou. MNa va Aubel autd To mpoPAnua, to matyvidl Sev mepléxel PnAd KTRpLa Kot
Aodoug kal urtdpyel mapapdpdwon otnv KAlpaka Twv avpwrnwy, adol £xouv peyaAlTepo
MEYEBOC Ao TO KAVOVIKO.

AN plo mapapopdwon mou unopel va onpewwdel adopd tnv aicbnon tou xpovou Kal
QUTO OxeTileTal He TNV TAXUTNTA TWV OAVTIKEWLEVWY OTOV XWpo. Ma mapadelypa av évag
game world nepappavel agpookddn, oxfiuota £5ddoug Katl avBpwoug mou Umopolv Kal
TPEXOUV, Da TIPETEL va OPLOTEL pia OXETIKA Ttapapopdwpévn KAipaka, émou mavta Ba sivol
YPNYyopotepo To aepookddoc. Aev yivetal va ¢tiaxtel Evag KOoUog 6mou Ba avtloTolkel n
TOXUTNTA EVOC TTPAYHOTIKOU aEPOOKADOUC O AUTO TIOU UTIAPXEL LECO OTO TtayvidL, SLOTL o
outn v mepimtwon n taxVTnta tou avBpwrou Ba eival MOAU apyr O OXEon HE QUTA TG
TPAYUATIKOTNTAC.
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Ewodva 4.8 - To mayvist Age of Empires. O k6opog tou éxeL Sextei napapdpdwon otnv KAipaka Twv Ktnpiwv
KOlL TWV avOpwnwv

4.3.1.3 Ta Opia (The Boundaries)

O KOOMOG £VOG TTALXVLOLOU TIPEMEL val €XEL TAvVTA OpLa. KUplog Adyog elval OTL OL UTTOAOYLOTEG
£XOUV TEPLOPLOMEVN MVAUN Yo va amoBnkevouv Sebopéva. Mo mapddslypo oe £va
emnutparnello motyvidy, ta opla tou board tou amoteloUv kal ta dplo Tou KGopou Tou. Ta
peyaAa rayvidia SouAeUouv SLadopeTIKA OUWC amod Ta erutpanella. & autd Ba MpEMeL va
806ouUv 6pla otov game world, aAAd tautoxpova Ba TMPEMEL AUTOG O KOOMOG va. €XEL TNV
opdison OtL ival aneplopLoToq.

J& UEPLKEG TIEPUTTWOELG OTIOU TA OPLOL EVOC TtALXVLOLOU €pyovial pe GUOLKO TPOTO, £ival
€UKoOAO va SnuloupynBouv amnd tnv oxedlaotikn opada. TEtola mayvidla eival ta abAnTikad,
OTIOU OVATIOPLOTOUV POVO pia apéva i oTadlo Kat Sev UTIAPYEL N amaitnon va dnuwoupynbet
nepetaipw KOopog. Emiong kol Tta Talyvidla TOU TEPLEXOUV QYWVEC OUTOKWVATWY,
nieplopilovral og SpduoUG.

ErutAéov, og mawyvidla mou avarmapLoTouV ECWTEPLKOUG XWPOUG 1) UTIOYELOUG, lval eUKOAO
va SnuloupynBouv ta dpla Tou KOGUOU Toug. To mpdPAnua epdaviletal Otav Ta mayvidla
Aappdavouv Yxwpa o €EWTEPIKOUC XWPOUG OTOU Ol TAIXTEG TPOCUEVOUV VA UTIAPXOUV
MEYAAEG KL AVOLXTEC TIEPLOXEG, TLG OTIOLEG Ba UImopouV va e€epeuvioouV, ald TauTtoxpova
va £€xouv €ekabapa Oplo oToug KOGHOUG Toug. Mia AUon yla to mpofAnua autd eival o
KOOMOG TOU TtaxvidloU va armoteAeital amo Eva vnol kot og €va LaKpLVO oneio Tou vepou,
propoUlV va kaboplotolv Ta Opla autoU Tou koouou. Emiong, Auon amoteAel kat n
tomoBétnon Bouvwy, epAUwWV N onolacdnmote popdng ducBatou e6ddoug £TolL WOTe va
elval epdavn ta 6pLa KAOe TETOLOU KOGUOU.

[39]



4.3.2 HXpovikn Audotaon (The Temporal Dimension)

H xpovikn didotacn evdg game world kaBopilet Tov tpormo e Tov omoio Ba cuunepldépetal
0 XPOVOC LECA OE QLUTOV TOV KOO0, KOBWE KaL TOUG TPOTIOUG OTOUG OTtolou¢ SladEpeL pe Tov
XPOVO OTOV TPAYHATIKO KOGLO.

Ze mOAMG action mayvibla, 0 KOOUOG TOUuG Sev TEPLEXEL TNV £vvold TOU XPOVOU HE TNV
TPAYHMOTIKN TNG Hopdr. OAa ta yeyovota cupPaivouv pe Tov Xpovo mou cou Seiyvel oOtL
elval otnv adnynon tng wotopiag f oto av esivalt pépa i voxta, mou daivetalr Aoyw
vpodKwv. MExpLg 6tou o maixtng va ¢tacsl o onpeio oto mayvidt 6mou aAAAleL n Lotopia
XPOVIKA, Ba TapapEVEL O XpOvog ot €va Bpoxo N amAd otobepog. Ie HEPKEC HOVO
TIEPUTTWOELG 0 TaiyTNG Ba Mpémel va ekTeAECEL Pia evépyela og €va Ttavidl To omolo tou
opllel aAnBwo xpovikd didotnua. Mo mapddelypa, av o pia oknvr paxng 8o mpémet o
naiytng va odnynoeL Tov XOpoKTrpa Tou otnv €060 mpLv ekpayel pia xewpoPoupida, Tote TO
game world opiZeL 10 dgutepoAenta MPAYUATIKOU XPOVOU yla va TIPoAdBeL va Eedplyel o
naiyTng.

Te pepKA TraLxvibla 0 xpovog amotelel koppdtl Tou kdouou Tou oAAG OxL Tou gameplay.
AnAadn, kabBwg mepvael o Xpodvog péoca oto mauxvidl Ba undpyxel aAlayn ota ypadlkd Tou
TaLxvdlol Kal Ba PETATPETETOL OTASIOKA N UEPQ O VUXTA Kal TO avrtiBeto, al\d otnv
TipaypaTikotnTa dev emnpedlel To (610 o maLyvidt olTe TG SOKIPAGCLEC TTOU TIPOOdEPEL oTOV
rtaixtn. Auti n emtidoyn elvatl KaBapd KAAALTEXVIK.

Yrdpxouv Opwg Kol mauyvidia mou emnpedletal to gameplay toug amd tov xpdvo. lNa
nopadelypa oto matxvibt Grand Theft Auto: Vice City, otav Bpadialel ta payalld mou
TapEXEL elval KAELOTA Kal avolyouv TtdAL To mipwi. Emiong, kamoleg amootoA£g mou adopoulv
TOV XPOVO MPEMEL va ylvoUV €Kelvn TN XPOVIKA OTyUn aAAlwg Ba mpémel o maixtng va
TIEPLUEVEL TNV EMOMEVN UEPA YLa va TNV ekteAéoel. Opwce, n évvolo Tou XpOVoU OE aUTO TO
malxvidLt 6ev akolouBel TNV mpaypatiky pon tou xpovou, aAld pia Sk tou Omou o
OVTLOTOLY (Ol LE TNV TIPAYUATIKOTNTO OL WPEC £ival AemTd.

4.3.3 HIeparrovtikn Avdotaon (The Environmental Dimension)

Auti n 8ldotaon meplypddel tnv gudavion Kot Tnv atpoécdapa tou game world. Ztnv
duoikry Sldotaon, eidape OtL opilovtal oL LBLOTNTEG TOUu TMePLBAAAOVTOG, €VW OTNV
nieptBarloviikr) Sidotacn kabopiletal To TL UTIAPXEL HECA O auTO. Ta TepBaAloOvVIIKA
XOPAKTNPELOTIKA €vog game world opifouv Kot TO OMTLKO-OKOUGTIKO TOU TEPLEXOUEVO. AUO
Baowkol mapdyovteg auTic TG dldotaong eival To TOALTIOULKO TIEPLEXOUEVO TOU KOGOU TOU
riavidlov, KaBwe KaL Ta aVTIKEIUEVa TTOU eumtepLéyovtal og autov (Adams, 2010).

NoAttiopko Neplexopevo

To TOATIOUIKO TIEPLEXOUEVO £VOC TTaUXVLIOLOU avadEPETaL TNV KOUATOUPO TOU E
v avBpwmnoloyikn €vvola. AnAadn, ta motelw, ol afieg, ol ocuUTEPLPOPEC TWV
avBpwrnwv 1ou ouv HESA OTOV KOOMO €VOC TaXVLSLoU, KaBwg Kal ol BpnOKEUTIKEG,
Ol KOLVWVLKEG KalL OL TIOALTIKEG TOUC MEemolOnoslc. Autd ouvnBwg petadEpovral péoa
oo To OXESLOOTIKO KOUUATL Tou Ttauyvidlol, SnAadn péoa amo ta pouxa, Ta EMUTAQ,
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TNV OPXLTEKTOVLKI, Ta Tomia Kal omolodnmote GAAO avilkeipevo Tou adopd Tnv
ovOp WV KOTAOKEUN.

Emiong, n koultoUpa evdg molyviblou KpUPBeTal Kal otnv Tmpoictopia Tou
napouclalel, eite aut elval peydAng KALMOKAG, OMWG ylo TOPAdELypa
KOaTaoTpodEC, MOAEOL, €ite elvol PIKPAG KALLOKOAG, OTIWG TPOCWITILKA YEYOVOTA KOt
oAANAeTdpAoel HETAEU YOpPAKTAPWY €VvOG Taxvidlol, Tou ouvéBnoav Tmpv
€KLV OEL TNV XPOVIKA TEPLloSO OTOU Tapouolalel To malyvidlL wg mapdv. Autd to
KOMUATL TNG Lotopiag ouviBwe BonBdesl oto va Katavorosl o maixtng omd mou
nponABe autr n kouAtoupa.

Ta Avtikeipeva tov Epnepléxovran og éva Game World

To QVTIKELLEVO TIOU EUMEPLEXOVTOL OTOV KOOMO €VOG TalxviSloU opilouv kal Tnv
gudavion tou. Avahoya Le To tL adopd Eva malyvidt, TEToLo avTIKEipLEVO UmOopEL va
elval ktrpla, oxnpOTA, POUXLOMOC, OmAa, Erutha, kaBe eidoug Slakoounon,
KooUNUata, OpnoKEUTIKA N LAYIKA avTKE(PeVa, Aoyotuma f epPAnuata, atecouvdp
K.ATL

AVTIKElpEVOL EVOG KOOHOU, €TUMAEOV, amoTteAoUV Kol Ta {wa, ta 6évipa, Nn yn, oL
TETPEG, oL AOdoOL, Ta PUTA, AKOLA KoL O OUPAVOG.

Emiong, tétola avtlkeipeva gival oL AXoL Kol 0 TPOmog eudAviong toug. AnAadn, n
MOUGLKN, oL AXoL Tou TeplBAAAovVTOC, AXOL TIou kavouv ta {wa, ol avBpwrol, ta
pnxavApata Kal ta oxAuata, kKabwg Kal to mwe ¢aivovtal ) mapouaotdlovrol 6Aa
auTd.

Ta avtikeipeva autd nailouv onuavtiko poAo otnv dnuLoupyia eVvOg TOVOU Kl [LAG
OUYKeEKPLUEVNG SLdBeong o éva game. MNa mapddeypa to matxvidt Super Mario
TiPoodEPEL OTOV TALXTN €va TOVO XOpAag Kal pia Eéyvolaotn Slabeon, evw Tto matyvidt
Uncharted nutoupyei tnv aioBnon tng aywviag kot tg dpdong.

434 HIvvawoOngpatikn Awdstaon (The Emotional Dimension)

H cuvaloBnuatikn dldotacn tou KOopou evog matyviSlou mepllapBavel ta cuvalobnuata
TIOU €X0OUV OL XOPOKTHPEG TOU Ttayvidlol, Kabwe Kot Ta cuvalcbniupata mou dnuoupyouvtal
otov maiytn katd tv Sldpkela tou Tavidlol. TuvnBwe ta mawyvidla mou eival dtabéoipa
oe multiplayer, mpokaAoUv Ta neplocdtepa cuvaloBnpato oToug maixteg yloti péoa and
outa, toug Slvetal n eukalpia va yvwpiocouv kawvolploug avBpwmoug Kot mbavov va
Kavouv kawvoUpyloug ¢idoug 1 exBpoug. Ta malvidia mou sival single-player mpokaAouv
TOV OUVALOBNUATIKO KOOMO TWV TOLXTWVY HEow TNG Lotopiag kat Tou gameplay toug. Ta
Tmalvidla TOoU OVAKOUV OTNV  Katnyopio TNG OTpOTNYLIKAG, TipokaAouv Alydtepa
cuvalobnuata otov maiytn.

435 HHOw1 Awdstaon (The Ethical Dimension)

H nBwkn Sidotaon evog game world kaBopilel T onpaivel to cwotd kot Tt to AdBog og auto
TO TaLXVidL Ta TeplocOTepA TALXVIOLO TIOU €X0UV €val GOVTOOTIKO TIEPLEXOLEVO, EXOUV
eniong kalt €va ovotnua nOWKNAG TOU TPEMEL O maixtng va akoAouBroel Kal va
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cupmnepldpépetal BAceL autou. Me aUTOV ToV TPOTIO opilovtal oL MPALELS Tou Ttaiytn av eivat
OWOTECG N AABOG, OL EVEPYELEG TTOU TIPETEL VAL altopUYEL 1] OXL K.ATL.

H nBuwn) Sidotaon amotelel KOPUATL TNG KOUATOUPAC KAl TNG LoToplag evog matyvidlou, ou
OUTA ME TNV OELPA TOUCG AmoTeEAOUV KOUUATL TNC teptBarlovTikng Stdotaong. H nOkn evog
game world Siadpépel og MOANA onuela Pe QUTA TOU TIpAYHATIKOU KOopou. Ta matxvibia
ETILTPETMOUV OTOV TOLYTN VA KAVEL TIPAYLOTA TTOU OTNV MPAYUOATLKOTNTA SEV UTTOPEL VAl KAVEL.
Mo nmapadewypa, oto mavibt Assassin’s Creed eivat Ogptd o YopaKTHPOCG VO OKOTWVEL Kal
va KAEBEL, UTIO TOV 0pO, OUWG, OTL KAVEL AUTEC TLG EVEPYELEG LOVO EVAVTIWY TWV €XBpwV Kall
OXL TWV QMAWYV, 0BWWV TTOALTWV.
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5 TaEién twv Video Games

Ta €l6n Twv mavidLwyv dnuloupyndnkav £toL wote va opilovtal wg éva cUVoAo Tatyvidla
Ta omnoia eival mapodpoLa Kat €xouv Kowa otolxeia. To gameplay kaBe mayvidiol opilel kal
TO 160G oV avAKEL. YTtdpyouv mauxvidla mou pnopel va £xouv (6Leg A TAPOUOLES LELOTNTEC,
OAAQ OTNV MPAYLATIKOTNTA VA avKouV og SLadopeTLko 160G,

Eniong moAAG mawyvidla dev avrkouv Povo os €va 160G, Mmopouv va TIEpLEXOUV oToLXEla
and Vo n meplocoTepa £(6n tautdxpova. Mapakdtw Ba SoUpe Ta MO YVwotd £idn twv
video games.

5.1 Action Games

Y€ QUTH TNV Katnyopia avikouv to meploootepa motyvidia. Eival n mo dtadsSopévn kat n
mo cuvnBlopévn oto gupl Kowo, adou Otav KAmolog akoUesl tnv évvola Video game,
OMEOWC TOU £pXETAL OTO MUOAS auto To £idog malyviSiwv. EmumAéov, nepthappavel moAa
Sladopetikad €ibn Ta omoia eival pev exwplotd, aAAd oTNV MPAYHOTIKOTNTA AMOTEAOUV
KOMUATL TOU.

Ita action games n mAewoPndio Twv evepyelwv TOU TIPEMEL va eKTEAECEL O TalXTNg
oamotedolv  Soklpaoia Twv ¢GUCIKWY LKOVOTATWY Kol TOU OCUVIOVIoHoU Ttou. Emiong
eumepLExouv ypidouc, Slapdyeg, SOKIUEG OTIG omoleg o malytng Ba mpémel va e€epeuvh oL
TOV XWPO K.AT.

AuTOU ToU £(60U¢ Ta ALXVISLA ATTALTOUV Tt TOV TIAYTN VA €XEL KOAO GUVTOVLIOMO OTa PATLA
KoL Ta xéplo tou, adou cuviBwe xpeLalovtal ypHYopPES KIVAOELC KOl OVTAVOKAQOTIKA Lo VOl
Eemepdoouv pia Sdokwloaoia. EmutAéov, o maixtng Ba mpémel va €XEL TNV LKAVOTNTA Va
OTOXeVEL otabepd, va €XeL TOV pUBUO TOU GUYXPOVIOHOU I TNV Suvatotnta va eKTeAel
EVEPYELEC TTIOU OALTOUV TIOAMEC eVTOAEC TIANKTPWV £ite amd MANKTPoAdyLa Kol TOVTIKL, ite
omod XelpLotnplo.

Tol Lo yvwaoTad €16 MOV AVAKOUV O€ QUTH TNV KaTthyopla eivol Ta mapakatw:

5.1.1 Shooters

Y€ 0UTO TO €i60¢ 0 KUPLOG OTOXOG TOU TaLXTN €lval va TupoBoAsi kat va kepSilel pdyeg omou
unapxouv adBovol mupoPoliopol petafd tou maixtn kot twv gxfpwv. Yrdpyouv ta first-
person shooter (aMiw¢ yvwotd kat wg FPS) games kat ta third-person shooter games. Ita
TPWTA, O TaXTNG AVTUTPOCWIEVETAL OO KAmoLov xapaktipa (avatar), arld dev umopel va
tov &gl oTnV 0806VN TOU MapA POvVo va Sel HECA ATO TA LATLO TOU, OTWG elval To Ttoyvidt
Call of Duty (sikéva 5.1), evw ota Seltepa, O MAIXTNG QAVIUIPOCWTEVETOL amd €vav
XapaktTipa Omou tov PAEMEL otnv 006vn Tou Kol ekTeAel péow autol TG SOKLHAGie Tou
riayvidlov, onwg eivat to matyvidt Rise of the Tomb Raider (swkova 5.2).
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Ewova 5.2 - Zuypidtuno ano to Rise of the Tomb Raider (Third Person Shooter Game)

5.1.2 Fighting Games

Auth n katnyopia mayvidlwy dev €xeL MOANG Kowvd otolxeia e Ta umtdlouna action games.
Aev mepléxouv mupoPoAlopolg, e€epelivnon tou meplBaliovtog, ypidoug KATL. Amattolv
OUWE oo Tov maiytn va propei va avtanefEABel oe SUOKOAEC SOKIUAOLEG ypryopa Kol va
£XEL CUYXPOVLOUO.

Apxkd Atav Baoilopéva oe pia Slodlaotatn MAATHOPHA OTIOU OL XAPAKTNPESG UIMopoucay va
KwvnBouv poévo mavw, KATw, 6eELd KoL apLOTEPA KOl €lXavV TEPLOPLOUEVO aplBUo TBavwv
Kwnogwv. Eva xapoktnplotikd matxvidt eival to Street Fighter series (ewova 5.3), to omnoio
gival éva amno ta mpwrta matyvidia mou dnuoupyndnkav oto €idog auto. Emiong, to Mortal
Kombat eival éva moA0 kaho mapddelypa yia tnv €€€AEN Tou £iboug autou, doov adopd
TOoV YpOdKO Topéa Kal To MARBO0C Twv MBOVWY KLWVNOEWV TIOU UTTOpoUOoE va eKTEAECEL O
xapaktnpag (combos), mapapévovtag opwg otg dvo Slactaoelg (ewova 5.4). Télog, ta
fighting games tng emoxng pag €xouv efehiyBel oe mMoAU peydAo Babud, adol mALov
TpootéBnke n Tpitn Sidotacn, Omwe Kot moAlol meplocdtepol cuvduacpol KIVAOEWY TwV
xapaktinpwv. Tétolo mayvidt, ywa mapadewypua, sivar to Dragon Ball Z Ultimate Tenkaichi
(ewova 5.5).
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FHSERT GO(K

Ewoéva 5.3 - ZTiypidtuno and to mawyvide Street Fighter

Ewéva 5.4 - Zryudtumno and to rawvidt Mortal Kombat

Ewkéva 5.5 - Zuypdtuno amnd to rouxvidt Dragon Ball Z Ultimate Tenkaichi
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5.2 Adventure Games

MoAAd mauyviSla Ta omola ePLEXOUV TNV €vvola TNG TIEPUTETELAG SEV OVAKOUV ammapaitnta
otnv katnyopio twv adventure games. Autr n katnyopia avadépetal os malxvidia mou
Slodpépouv apKETA Ao Ta UTIOAOLTTA TTAXVISLA TNG ayopAG. Aev TEPLEXOUV TO OTOLXELO TOU
CUVOYWVLIOMOU 1 TNG avamapdotaong, 6ev MPoodEPeL SLASIKACIEG TTOU TIPETEL VAL KAVEL O
maixtng £€toL wote vo kKepbdioel Toug exBpoUC Tou He KUPLO OTTAO TNV CTPATNYLKN KAl TV
taktikn. Avtifeta, ta adventure games mapoucold{ouv ThV LoTopiol TOU XOPAKTAPO TIOU
xelpiletal o maixtng. Autdg o xapaktnpag dev amnoteAel TalTion Tou UE Tov maixtn, aAAG
glvat évag davtooTikog avBpwrog Pe TNV 81K TOU TIPOCWIILKOTATO, O TPWTAYWVLOTHG KAl O
npwag tng Lotopiag. Kipla cuotatikd tou gameplay toug amotelolv n adrynon tng
Lotoplag kot n eepevvnon, ONwg Kat n emilvon ypidwv oe cuvlUAOHUO HE TIC SOKLUACLES
mou avaB<tovral otov maixtn. Ta oToweia tng HAXNG, TNG OLKOVOULIKAG Opyavwaong Kot TNG
Spaong eivat oxebov avumapkta. MNapdadelypa tétolou mayvidlov sival to Dreamfall (swdva
5.6).

Alya Tétola malyvidia €xouv SnuoupynBel. H mio ouvnBlopévn popdry autng Ing
katnyopiag mayviduwy eival ta Action-Adventure.

Ewkéva 5.6 - Ztiypotuno and to rayvidt Dreamfall

5.2.1 Action-Adventure

Auto amoteleil ouvdualopevo eibog, adol eumepléxel otolxeia amd ta action kat and ta
adventure mauyvidia. Kat avtd, onwg ta action, yia va ta naifel o maiytng Bo mpEmneL va
OLOOETEL OUYKEKPLUEVEG LKOVOTNTEG, QMG  eumeplEXouv  emiong Lotopia, TOAAOUG
Sladopetikolc xapaktnpeg, dtaldyoug kat dAAa otolxeia mou éxouv Ta adventure games.
Eivat oAU ocuvnBilopévog autdg o cuvduaopog Twy dUo eldwv Kot amotelel Tnv mMAsloPnodia
Twv action kat twv adventure games. Tétowa mayvidia eival to Uncharted Series, to Tomb
Raider series, to Assassin’s Creed series kat toAAd dAAQ.
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Ewdva 5.7 - Zriypidtumno ano to rawyvidt Assassin's Creed Brotherhood

5.3 Strategy Games

Ta mayvibla oTpatnyKng eival autd mou MPokaAoUV Tov Taixtn va Kepdioel To Tayvidt
MEOW TOU OXESLAOMOU, TNG 0PYAVWONG KAl ELSLKOTEPA HEOW TNG TTPO-0XESIAONE LLOG OELPAG
EVEPYELWV OL omoleg Ba ekteAeoTOUV evOVTIWY €vOC | TIOAWV exBpwv pall. Kbplog otdxog
QUTWV TWV TTALXVLOLWV €ival o maiytng va katadpEPeL va LELWOEL TIG SUVAUELS Tou gxBpo,
Kal yU' autd ta meploocdtepa Strategy games elvat moAepkd. Amo tnv aAAn, dev eotidlouv
OAa ta malyvibia otpaTnYIKAG otnv HAxn Kot tov ToAepo. MoAAd amd autd otoxeUouv
TIEPLOCOTEPO OTNV EVVOLd TNG KOTAKTNONG VEWV TIEPLOXWV Ao Tov maiytn, kabwg Kal otnv
npoomndBela va SlatnpnBel n epnvn OTIC TEPLOXEG TIOU KATEKTNOE OCO TO Suvatov
TIEPLOOOTEPN WPA YIVETOAL.

Emopévwe, ta matyvidio oTtpatnylkng eumepléxouv w¢ mAsloPndia SoKLHAOIEG oL Omoieg
EemepvioUvTal LOVO LE XPON TNG OTPOTNYLKNG KAL O TIAXTNG £XEL TN SuvatotnTa va SLaAEEeL
avapeoa ano MoAEG TUOAVEG KLVAOELG, £TOL WOTE va TO KatadépeLl. H vikn mpoépyetal povo
omd TV opyAvwon Kal TNV Katdotpwaon oXedlwv Kal To otolyeio tng mbavotntag os auvtd
ta moyvidla ival oxedov avumapkto.

Ta 1o yvwotd magvidia otpatnykng eivat ta Total War Series (swkova 5.8).

Ewkéva 5.8 - Ztiyudtumo and to rawyvidt Total War Arena
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5.4 Role-Playing Games (RPG)

Ze autn TNV Katnyopio avhikouv Ta malyvidia o6mou o maixtng xewiletar évav n
TIEPLOCOTEPOUG XAPOKTAPES, cuVrBwWG oxedlacpévol amod tov idlo (ewdva 5.9), Toug omoioug
oényel avapesco and pio oslpd SOKIUACLWY TIC OTOLEG TIPETEL val EEMeEPAOEL £TOL WOTE VA
KePSLoEL TO TaLXVISL. KUpLo cuOTATIKO TETOLWV TTALXVLOLWYV €lval n e€EALEN TOU XAPAKTAPO KoL
™V otadlakn alénon Twv LKOVOTHTWVY Tou KaBw¢ mepvael TI¢ Sokluaoieg. Auto opiletal wg
«dvoboc twv level tou xapaktipa» otnv kowotnta twv video games. Ot Sokipacieg mou
QVTLUETWITI(EL O TAXTNG, OmMOTEAOUV OUVNBWG HAXEC TOKTLKAG, OLKOVOULKH Opyavwon,
e€epevivnon, eniluon ypldwv K.AT..

Ta o yvwotd napadsiypata autig tng katnyopiog sival ta mawyvidia Elder Scrolls Series
ko Witcher Series.

Auti n katnyopio avaplyvietal pe ToANG GAAa i6n mauyvidiwy onwg sival ta action, ta
adventure kat ta war games.

Ewova 5.9 - Anuoupyia xapaktipa oto royvist Skyrim

Ewova 5.10 - ZTiypdtumno and to nayvidt The Witcher 3
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5.5 Sport Games

Ta mavidla outd avamnoplotolv kaBe eidoug omop, eite autd UMApXeL oOTnV
TPAYHOTIKOTNTA, €ite anoteAel avtikeipevo davtaoiag. KipLog okomdc toug sival va propsl
£VOlG | TIEPLOOOTEPOL TIAXTEG VO TAEOUV TO AVTUTPOCWTEUOUEVO GOANUA, VO OpYyavVWOooUV
TNV Slaxeipton Tou kat va opicouv toug pdAoug ou Ba éxouv ot aBAntég (swkova 5.11).

Y& avtiBeon pe ta neplocodtepa matyvidla ta onoia AdapBAavouv xwpa og €vayv TOTO 0 OToiog
elval dyvwotog mpo¢ Tov Taiytn, auth n katnyopia meplhapBdvel malyvidia ta omola
QVTLMPOoWNEVOUV €vav aAnbwd koopo, Onwg yla mopadslypo €va oAndwo yhnmedo
nodoodaipou f UNAoKeT (ewdva 5.12).

H katnyoplo twv sport games omoteAel ot pEPEG MOG pia amd TG 1o Snuodleic
Katnyopleg kal ta yvwototepa napadeiypata tou eidoug eivat To FIFA soccer games, to Pro
Evolution Soccer kot to NBA 2K.

Fermnation

4 4-1-2-%2 b

Aing  Chentny
IMFROVE SatEAD

MANAGE SOUADS

BUILD AND MANAGE YOUR
ULTIMATE TEAM

Ewkova 5.12 - To mauyvidt NBA 2K 17 6nou avamnapiototat To mpoypatiko YANESO UNAOKET
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5.6 Vehicle Simulation Games

J€ QUTO TO €160G AVAKOUV Ta TtALXVISLO TTIOU TIEPLEXOUV TIPOCOUOLWOELG OXNHUATWY, dnAadn
O£ QUTA o TtaXtng odnyei oxAuata cav va cupBaivel otnv MpayHatikoTnTo. TETOLO OXAATA
propel va eival autokivnta, agpomAdva, mAoia KA., O KOGUOC Kol To mepBaldov sivat
QVTLOTOLYOG TNG TPAYUATLKOTNTAG Kol CUVABWE TO HEPOG TIOU AVTLTPOCWITEVEL UTTAPXEL KOl
elvat (610 oxedlaotika.

OL 600 peyalUTepeG UTIOKATNYOPLEG auTOU Tou eidoug eival ot €€AG:

Flight Simulation, otig omoiec o maixtng xelpiletal agpomiava, eite emPatikd, eite
oEgPOTAAVA TNG TOAEUKNG agpomopiag. Mmopel va odnynBel oe paxeg petafld aAAwv
ogpomAdvwy, 1 va meputAavnOel otov aépa. Mapadslypa tétoou mavidlou sival to
flight simulator (ewova 5.13) kat to Combat Flight Simulator (swkova 5.14).

Ewoéva 5.14 - Combat Flight Simulator
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Racing. Autod 1o €(60¢ MPOCOOLWVEL AYWVEG QUTOKLWVATWY OE PeyaAoug Spdoug, OTwG
eniong MoAAEC HOPEC TIPOCOMOLWVEL KOl OOTUVOULKN Katadiwén. Kuplog otdxog tou
raixtn eival va Byl voUEPO €va OTOUG AyWVEC AUTOUG KaL VA OITOKTIOEL TO KOAAUTEPO
KOL yPNYOPOTEPO auasL Tou eival SlaBéciio oto mavidl. ITa MEPLOCOTEPA TOU €L60UG
naxvidla, o maiytng €xeL tnv duvatdétnta va Slapopdwoel To AUl Tou Omwe o (5Log
BéAeL (swdva 5.15). To yvwototepo mapdadelypo autol tou giboug eival ta Need For
Speed Series (swkova 5.16), kabwg kat to Gran Turismo (swdva 5.17).

vim paint v

Powder Coat - 7,873,175

500
2,000
. |

x1

Ewova 5.15 - Aapépodwon tou oxriparog, Need for Speed Most Wanted

3 3

] OOMBLETE &%
e

g e

X

Ewova 5.16 - Mpooopoiwon aywva §popou, Need for Speed Most Wanted
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Ewéva 5.17 - Gran Turismo 6

5.7 LAN kairOnline Games

Mohawdtepa, av Behav kamolot va maigouv multiplayer mavidia, Ba énperne va paleutolv
og €va XWPOo Kal va maiouv olol pall pe xpnon piag Kovoolog ) MoAAWY SLadopeTkwy
pnxavnuatwy, oAAd péow evog kovol Siktuou. Tétolou eidoug mayvidia ovoualovtatl LAN
games kai sivat ouvBwg ta Sports kat ta Fighting. Auto cuvéBatve SLOTL Ta UTTOAOYLOTIKA
cuotApata kobwg kot to Sadiktuo Sev elyav avamtuxBel oe tétolo Babud wote va
umootnpilouv HeyAAeC Kal TAUTOXPOVEG CUVOEDELS amtd SLadOpETIKOUG UTIOAOYLOTEG O€ OAO
ToV KOGO.

TNV €MOXN MOG, OToU N TexvoAoyia €xel e€eAxBel SpapATIKA, T TEPLOCOTEPA TrALXVISLA
OAwvV Twv bWV eival Stabgopa kat online. Anhadn pnopei o kaBe maiytng va ocuvdebel
péow Sladlktiou Kal va maifel To mayvidt mou emBupel tauvtdypova pe AAAOUG TTAXTEG,
elte autol sival ¢ilot tou, eite eival maiytec amd 6Ao tov Koopo. Eival n mo Stadedopévn
Katnyopia mayvidtwy, adol ektog amo pallkn Staokédaaon, mpoodEpel Kat TNV duvatotnta
YVwpLUiag kawvoupylwy avBpwmwy Kal MMAEOV QUEAVEL TNV KOLVWVLKOTIONGN TWV TTOLYTWV.
Eniong elval moAU onpavtikd OtL MPoodEpel PeyAAO £TIMESO AVTOYWVIOHOU HETAEY Twv
maltwy Kot toug Sivel tv Sduvatdtnta va yivouv koAUTepol 1 oKOpa KoL va yivouv
enayyeApatieg, adol opyavwvovtal MPWTAOANUOATA amO UEYAAEG KL UIKPEC ETALPELEG UE
eTUPPAPBeuCH KATIOLO XPNUATLKO EMABAO KOl LEYAAN avayVWPLoN avA TOV TTAQVATH.

Ta online games Aettoupyouv pe Baoelg Sedopévwy Kal eLBKOUG SErVErs mou mapéxovral
omd TG €TALPELEC TTOU PTLAXVOUV TA CUYKEKPLUEVA TtaLXvidla, £T0L WOTE va UIMopouVv va
cupBaivouv tautoxpova MOAEG SLadIKTUOKEG cUVOEDELC XwPLG va mailel peydlo poAo o€
Tola eploxn Bpioketal o kaBe maiyTnc.

MoAA& action kau action-adventure mauwyvidia, ektog amo to single-player mou Swabétouy,
€xouv mA€ov TnVv emloyn tng xpriong tou online multiplayer. Ma noapdadewypa to Uncharted 4
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oto single-player punopet o maixtng va naifel povog tou tnv Lotopia tou matxvidlol Kat va To
teppatiosl, aAAG propei va erulé€el amo to pevou to online multiplayer, 6mou cuvdéetal
oto motyvidL pali pe aA\oug TalXTteg avd Tov KOopo Kal mailouv oMot pall tig Siadopeg
HOXEC TTOU TtAPEXOVTAL.

H kupldtepn katnyopia autou tou eidoug eival n Massively Multiplayer Online Role-Playing
Games (MMORPGS), kaBwg kat n Multiplayer Online Battle Arena Games (MOBA).

5.7.1 Massively Multiplayer Online Role-Playing Games (MMORPGS)

Eivaw online multiplayer mouyvidia ota omoia o kdBe maixtng aviumpoownevetal and évav
xapaktipa otov game world. NepapPdvouv ta xapaktnplotikd twv RPG Games pe tnv
povn dladopd OTL umopouv ToAAoL Taiyteg amd 6Ao tov KOOHO va mail{ouv Tautoxpova e
QMOTEAECHA Ol AMOMACELG KOl Ol EVEPYELEC TOU €VOG va €MNPEAI{OUV TOV KOOUO TOU
maxvidlol Kat yia toug urtdhoumous. MpowBolv tnv cuvepyaoia HETOED TWV TOLXTWY HE
oKOTO va avtanetEABouv otig Sladopeg SUOKOALEG TOU cuvavtouv, KaBwg KAl Tov uyln
avtaywviopo, adou o kabévag mpoomabel va yivel KAAUTEPOG amd TOUG UTIOAOLTTOUG HE
Sladopouc Ttpodmouc. OL Vo Paocwkol TPOMOL TOU TPoodEPOVIAL OTA TIEPLOCOTEPA
MMORPGs eival eite péow evog kowvoU BabuoloylkoU Tivaka ToU EUMEPLEXETOL O KABe
server £exwplotd, €ite PHEOW TWV QVIIKEWWEVWY TIOU 0 KABe maiyxtng oUAAEyeL yla Tov
XopaKkTApa Tou. Mia akopo oAU onuavtiky mtuxn Tou eidoug autou sivat otL poodEpel
tnv ermloyn 6Vo SladopeTikwy game-style, Tou Person-versus-Person (PVP) kat tou Person-
versus-Environment (PVE), érou oto mpwto o maixtng Pploketol avtiuétwnog e dAAoug
TlaliXTeg, EVw 0To SeUTEPO PPIOKETAL AVTIUETWITOC UE TO AVTIKEMEVA Tou game world. Téhog,
elval otnv guxépela tou KaBevog va emlééel to game-style mou emBupel, xwpilg autd va
onpaivel 6t ev unopel va akolouBrioel kat Ta U0 TaUTOXPOVA.

To Mo XapaKTNPELOTIKO Ttapddstypa mayvidlol authg tng katnyopiag sivat to World of
Warcraft (ewkova 5.18).

Ewova 5.18 - World of Warcraft. @aivovtow 6Aot ot Stadopetikoi maixteg mov MoAeHAVE Eva TEPAG
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5.7.2 Multiplayer Online Battle Arena Games (MOBA)

Ta MOBA games eival pia amno tig veotepeg kat o Stadedopéveg KaTnyopleg matyvidiwy
Kat ival mAnpwg Baclopéva oto multiplayer. e avtiBeon pe ta MMORPGS, npoodépouv
HOVO €va TPOmo avayvwplong tne aflog Tou maixtn Kot autd yivetal péow piag katatagng
tou ranking. Emiong, 6ev elval Baolopéva oe éva OUVEXEG KOGUO OTOV OTolo O maixtng
ETUOTPEDEL OTOTE EeKIVAEL TO TayvidL. Mo ouykekplpéva, o malytng emAéyel kABe Ppopd tov
XOPAKTAPO TIOU emMLBUUEl péoa amo pia oA PEYAAN YKAUO TIOU TOU MPoodEpeTal, UE
OKOTIO VO TOLPLAEEL UE TOUG XOPOKTNPEC TWV CUUMALKTWY TOU, WOTE va KEPSIooUV TNV
avtiraAn opdda. To k@Oe match cuvrBwg Slapkel arnod sikool €éwg capdvta mévte ATTA Kot
oto Téhog anodibovral ot tovToL avaloya pe To av uttipée vikn 1 Atta. OUCLACTIKA, UTO TO
€l60g mpogpyetal and Ta Strategy games kat éva armod Ta mpwTa TNG Katnyopiag Tou fTav 1o
DOTA (Defense of the Ancients), to omoio rjtav £éva mod tou Warcraft ll1.

Ta o Stadedopéva matyvidla autng g Katnyopiag otnv emoxr pag sival to DOTA 2, 1o
League of Legends kat to Smite.

To peyaAUtepo emitevypa outol Ttou eiboug eival n mpowbnon tou gaming otov
ETIAYYEALATLKO TOMEQ, adou Tdpa ToAAol dvBpwrol kepdilouv aflodoya XpNUATIKA TTOCA
nailovrag tétola matyvidio.

Ewkéva 5.19 - Ztypdtumno and to rouxvidt Smite

5.8 Indie Games

Ta independent games f; aAAwwg Indie eival autd ta omoia dev éxouv ekdoBel amod Kamola
gtalpeio ekSOcewWV moyvISLWY, aA\d amo pio pikpn opdda avBpwnwy i KO Kal ormd eva
MOVO ATOopOo. AUTA Ta ATopa €ival kat ol Snutoupyol Twv matyviduwv. Eivat moAl eUkoAo oTLg
MEPEG HaG KATOLoG va GTLAEEL Eval SLKO TOU TtaLyVidL xwplg va xpeldletal va BpeL KATOLoV yLa
VoL TO EKOWOEL.

Ta indie games nep\appavouv 6An tnv ykaua twv 8wy twv video games, adol propouv
va elvat amo action péxpt strategy k.Am.
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Mo va ¢Tagel KAmoLog €va TETOLO TALXViOL, apkel va €xel Opefn Kal AMAETO XPOVO OTNV
S61a0eon tou, £tol wote va To SlopopdWOEL PE TOV TPOTO ToU O (6log BéAeL N va
OUVEPYOOTEL UE HEPLKA ATOMO aKOpA TTou Ba Tov BonBricouv otnv dnuiloupyia Tou.

Ta mo yvwota Indie mawvidia eival to Stardew Valley, to Hotline Miami kot to Banished, ta
orola gival StaBéoua ylo ayopd péow tou Steam.

Ewkova 5.20 - Stiypidtumno and to rauyvide Stardew Valley

5.9 Serious Games

3TNV €MOXNA MOGC, TA TALXVISLA EKTOC amd TOV TOUEA TNG SLAOKESAONG, XPNOLLOTIOLOUVTOL O
peyaho Bobud os topelg omwg n ekmaibevon, n wTpk, N Stadnuion kat allot. Etot
avarttuxbnke n  évvola  “Serious Games”, &nAadn ocoBapd mawvibia ta omnoia
SnuLoupyolVTAL E CUYKEKPLUEVO OKOTIO, ouvnBwe va BonBrioouv va femepaoTtel KAMOLO
MPOBANUa. Mo mapddelypo oTov TOHEQ TNG LATPLKAG XpnoLlomolouvtal molyvidia yia va
BonBrioouv acBeveig katd TNV SLdpkeLa TNG amoBeparneiog Kol omoKATdotoong Toug, Omou
EUTEPLEXOVTAL SLASIKAOIEG AKPWE EMAVOANTITIKEG [E ATOTEAECA VO YivovTal BapeTEC Kal oL
6lol va pnv Tig sktelovlv. Etol, mapeyovrag Siaokédacn, éva emimedo SuokoAiog kot
ermuPpdPeuon pEOw evog Taxvdlol, ol aocBeveic elvat moAy mo mpdbupol va
OAOKANPWOOUV TIG OOKAOELG TNG Bepareiag toug. Emiong, katd tTnv SLapKeLa Lo enimovng
Beparmneiag aocBevwv MOU MACYOUV Ao XPOVIEG acBEVELEC OTWE TL.Y. O KAPKIvOog, n xpnon
riaxvidlwy €xel anodelyBel otL elval éva moAU KaAo gpéBlopa wote va viwBouv Alyotepo
Tov Tovo. ITov Topéa tng ekmaibeuong, umdapyxouv TOAA Slabéowua mayvibia mou
TIPOODEPOUV EKTIALSEUTIKO UALKO LE OTOXO TNV €KUABNon. Omweg Kol 0TNV LATPLKN, £TOL Kol
Of QUTO ToV TopEq, Tapéxovtog motkila emineda SuckoAiag kal emiPpdfevong HEow TWV
TALXVLOLWY, N €KPABNON YIVETAL KATL TO SLAOKESAOTIKO KOl TIPOKAAEL TO evlladépov Twv
MoBOnTwv Kot oL poévo.

To maveruotiuto “University of Skévde” opilel ta Serious Games wg:
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“The term "serious games" refers to games that engage the user, and
contribute to the achievement of a defined purpose other than pure
entertainment (whether or not the user is consciously aware of it). The
additional purposes can, for example, be education, training, health care
or marketing.”

(http://www.his.se/en/Prospective-student/education/Masters-Studies/Serious-Games/)

Mapadelypa serious game anoteAet to “Darfur is dying” to omoio &nutoupyrBnke to 2006
pE oTOX0 va TPoBAAeL tnv {wh twv npooduywv otnv neploxr Darfur oto Sudan. Ot naiyteg
Bo mpémel va mpoomabnoouv va Slatnproouv owoth Asltoupyia O0To OTPATOMESO TWV
npoodlywv oe Teplmtwon enibeong amd ta otpatelpata twv Janjaweed. Emiong,
poBaivouv mAnpodopleg yla TNV YEVOKTOVIA TIOU UMHPEE O QUTH TNV MEPLOXH, KABwWC Kot
TPOTOUG TIOU UIMopPoULV va Bonbrocouv otnv mpayuatikn {wr, €T0L WOTE va OTAUOTNOEL N
KOTamatnon Twv avepwrvwy SIKolwpdatwy ekel (eikova 5.21 kat 5.22).

Akoun éva mopadelypo armotelel to serious game “Re-Mission”. Autd Snuoupyndnke to
2006 amo tnv etatpeio Hoplab kat petd amnd Alyo kawpd dnuovupynoe kat to “Re-Mission 2”.
XPNOLUOTIOWWVTAG ETIOTNMOVIKEG €PEUVEG, Ta Talyvidla autd Snuloupynbnkav yla va
umooTtnpilouv Toug VEOUG OTOV OlyWwVa TOUG KOTA TOU KapKivou Seixvovtdg toug tnv duvapun
KOL TOV £AEYXO TIOU UITOPOUV VA €X0OUV, OTWC £MiONC TOUG evOapPPUVEL VO ETILUEVOUV OTLC
Bepameutikeg Sladikaoies. Kabe tétolo mawyvidt, Tomobetel Tov maiytn HEoa o€ €va €LKOVIKO
avOpWTILVO CWHO KOL TOU TIAPEXEL OTIAA Kal UTIEPSUVAUELG, £€TOL WOTE e TNV Ponbela tou
QVOOOTIONTIKOU CUGTAUATOG, TWV AVILBLOTIKWY Kal TnS xnueloBepaneiag, va kotaotpéel
TOV KOPKivo pHéoa o€ aUTO To owpa (elkova 5.23).

Ewova 5.21 - Ztypidtumno and to raxvide Darfur is dying
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Ewova 5.23 - Zriypidtumno and to rauyvidt Re-Mission

5.10 PC, Console kot Mobile Games

Y& autd TO onpelo gival MOAU onuavtikd va avadepBoUV oL CUOKEVECG TIOU UIOpPoUV va
XpnoluomnotnBouv yla va UopECEL KATIOLOG va Ttalfel éva maiyvidl. KaBe pia and autég €xet
SL0POPETIKA TIAEOVEKTLOTA KOl MELOVEKTHAMOTA, KABwG Kal dtadopetikr xprion. OL TpeLg
Katnyopieg OLaOEOUWY OUCKELUWV OTNV Oyopd E€ilval Ol TIPOCWTIKOL NAEKTPOVIKOL
umoAoylotég i aAlwg PC, oL koveOAeg Kal Ta KLvnTd 1) mapopoleg GpopnTEG CUCKEUEG, OTIWG
ylo mopadelypa tablet.
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5.10.1 PC Games

Ta moyvidla mou eival SlaBéolua yld OUOKEUEG NAEKTPOVIKOU UTIOAOYLOTH €XOUuv
peyaAUTEPEG SUVATOTNTEG KAL TIEPLOCOTEPA TAEOVEKTHATA 0GOV adopd TIG AsLToupyleg Kot
SuvaTOTNTEG XWPNTLKAC €emMEKTAoNG yla thv OSnuioupyia kaAltepwv ypoadwwy. O
NAEKTPOVIKOG UTIOAOYLOTAG €lval €éva pnxdavnua to omoio pmopesl va SlaBéoel moAAd
Sladopetikad hardware omou to kdBe €va £xel SladopeTikég Suvatotnteg Kat Xprioslg. OAa
outa pall, Aolmov, anotedolv éva Suvaptkd cUvoAo mou Sivel Tnv duvatdtnta oTov TaiyTn
va Taigel mayvidlia otnv uPnAotepn availuon mou elval SlabEon ekelvn TN XPOVLIKN
otyun. Emiong, To pc pmopel va «avtége»y mMoAA kal upnAwv anattoswv software ta
orola AettoupyoUv TAUTOXPOVA VLA VA LKOVOTIOLGOUV TOV TaixTn.

‘Eva oNUOVTLIKO PELOVEKTNHO TWV NAEKTPOVIKWY UTIOAOYLOTWY adopd TO KOGTOC TOU UALKOU
Tou eival Stabéotpo yU' autév. AnAadr), av KAmoLog emBUPEL va ayopAoeL €Vav UTTOAOYLOTH
TIOU VO «ONKWVELW Ta Talxvidla tedeutaiag texvoloylag oe mapa moAU uPnAn avaluon,
tote Ot Tou KooTioel TOAU akpLBA Hovo Eva koppdtt hardware onwg ya napddsiypa ivol n
KAPTA YPOPKWV N 0 eMe€epyaoTAG.

5.10.2 Console Games

To peydAo TIAEOVEKTNUO OTLC KOVOOAEC €ival OTL amoteAoUvTaL amd pia KUpLo CUCKEUN N
omola dev xpelaletal KAmoLog va Patel EexwpLotd ta UALKA TnG. To LOVo Tou XpelaleTal yla
va Ttaigel Eva mauyvidl og autnyv eivatl éva xelplotriplo Kat pio 08ovn.

Ao ™V AM\n, autd omotelel Kol HELOVEKTNUA. e aviiBeon HeE TOUG NAEKTPOVIKOUC
UTIOAOYLOTEG TtOU prmopouv va SltaBécouv gite mMANKTPOAOYLO Kal TTOVTIKL, €(TE XELPLOTAPLO, OL
KOVOOAEG SLOBETOUV LOVO XELPLOTAPLO. AUTO LELWVEL O OPLOPEVA TTaLXVidLa, TNV TOLKALa
TWV KOUUTILWV TIOU WITOPEL Vo TTATACEL 0 TOXTNG KoL VO EKTEAECEL EVIOAEG KOl AELTOUPYIES
OTO ToyVibL.

ErutAéov, 6oov adopd ta mayvidla g Kovoolag, dev pmopolv va ¢tacouv To uPnAd
eninedo ypadlkwv Kol TOLOTNTOC OE OXEON HME TOUG NAEKTPOVLKOUC UTIOAOYLOTEG, SLOTL
nieplopifovrat oto ouykekplpévo hardware mou dlaBétel n kABe kovooAa.

Itnv katnyopio auth avikouv kot ot hand-held kovedéAeg ou omoisg ivat ot Nintendo
Gameboy, Sony PS Vita kAm. Autég €xouv to mAgovékTnUa thg GOpnNTOTNTAG, O TAiXTNG
propel va g kouBaAnoel pall tou 6mou BéAeL, ald oUTe AUTEG UMOPOUV Vo TPOCHEPOUV
TG UPNASTEPEG MOLOTNTEG KOl AVAAUCELG TTALLXVLOLWV.

5.10.3 Mobile Games

Ta mobile mawvidia eival mAéov oAU Stadsdopéva yrarti sivat Stabéowua os onolodnmote
tablet 1} kwnto ot HEPEC HaG. AUTEG OL CUOKEUEG XPNOLUOTIOLOUVTOL artd TO HEYAAUTEPO
MEPOG TOU MANBUGHOU Kal n kKUpLa Asttoupyia toug ival To diktuo. Me tnv gE€ALEN Toug,
propel mAéov o kaBévag va maifel £va alompenég motyviblL omoudnmote Kol onmoteSNTOTE,
KOOWG TIEPLUEVEL OTNV OTAON TOU TPEVOU 1 0TNV aiBouoa avapovrG Tou agpoSPOIoU KATT.

[58]



Jadwe Ta mayvidla autd Sev €Xouv TIG BLEC aMALTAOELG KAl SUVATOTNTEG TTIOU €XOUV TA
naxvidla kovooAag kal PC, 6uwg yia to idog toug £xouv avarmrtuyBel paydaia.

To MPWTO yvwotdtepo matxvibl kwntou Atav to Gpéakt (ewkova 5.23), pa dnpovpyia tng
Nokia tnv &skaetia tou ‘70. To PLOAKL ATav Eva arh\o Tayvidt xwpic tdlaitepa ypadikd Kat
anattioels. Ano to 2012 kal petd, to mo SnpodtAég matxvibt kivntwv ntav to Angry Birds
(ewodva 5.24). Eivar mpodavig n €€ mou emdextnkav 6oov adopd to software kat autd
oULVERBN AOyo TN HeyaAng e€€AENng tou hardware twv Kwntwv.

Melovéktnua twv Mobile games eivat 6tL and kamoto onpeio kot HETA OAa HoLalouv PeETOLD
TOUG Kol £XouvV TIOAU TapOpoLleg Asttoupyieg. Emiong MElOVEKTNUO amoTeAel KAl n HKPNA
0006vNn Twv KvnTtwv, KoOWC Kal n meploplopévn duvatotnta emAoyng KoUMWV, odoul
TiAéov €xouv povo touch screen ) eAdxlota Staboiua mARKTPA.

Ewkéva 5.24 - Stiypdtumno and to mobile game "Snake

7
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Ewova 5.25 - Ztiypdtumno and to mobile game "Angry Birds"
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MEPOX AEYTEPO: H AHMIOYPIIA TOY
RABBIT RUNNER

Rabbit Runner!
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6 Game Engines

MNohawdtepa dev umnpxe n duvatdtnta va ¢tiagel o kabBévag €va video game. Autd ta
Snuioupyoloav POVO UEYAAEG N LIKPEG etalpeieg e peydAa budget kat pe tnv Bonbela
TIOAMWYV aTtopwV ota omnola opllotav SLadopeTkOg pOAOC. ITnV Moy HOC TAEOV, YE TNV
€€EALEN TNC Texvoloylag Kat TNV SLadoon Tou (viepveT oe TEToLo Pabuo £ToL Wote 0 Kabévag
va Pmopel vol €xel omitt Tou ToUuAdylotov pia oUvdeon SladiktUou, pmopel o Kabe
evlladepoOUEVOC va SnpLoUpynoEL Eva alyvidL amd tnv apxn ite povog tou, site pe v
BonBela plog uikpric opadag avBpwnwv. Kuplo mapdyovta yU auth T Suvatotnta
arnote)el to ocUvolo twv Swpedv f xaunAol KOGTOUG game engines mou sival Slabgoiueg
péow Sladiktiou oto gupl kowd. Autég Sivouv tnv Suvatdtnto otov Snuloupyo va
propéoel va PTiael to SIKO Tou TaXviSL amo TNV apxn HE XPNON KAMOolOG YAWOoog
TIPOYPOUUATIOHOU, KOOWE Kal va cUVEETEL OAO TO KOAALTEXVLKO KOl OXESLAOTIKO KOUUATL TOU
malxvidlol Tou HE ToV KWK Kol va Bydlel éva oAokAnpwpévo malyvidlL £toluo yla
énuooisuon.

Yridpxouv TOAMEG pnxavég oxedlaopol mavibuwy (game engines) otnv ayopd. Ou mio
Sladebopéveg sivat ot Unity3D, LeadWerks Game Engine, Unreal Engine, CryEngine 3,
HeroEngine, Rage Engine, Project Anarchy, GameSalad, GameMaker Studio, App Game Kit,
Cocow2D. Epeig Ba aoxoAnBoupe kupiwg pe tnv oxedlaotiky mhatpoppa Unity3D n onola
xpnowornowifnke ywa tv Snuwoupyia tou platform mawyvibiod “Rabbit Runner”
(https://unity3d.com/).

6.1 Unity3D Game Engine

Me tv Swpedv unxavn Unity3D umopel kamolog va Snuioupynoel ite diodldotara, eite
tpLodlaotata rayvidia. Na cuvdudoel opopda ypadLkd e SUVATA XAPAKTNPLOTIKA KOl OAQ
outa pe amdAutn sukolia. H mAatdpdppa auth eivotl oAU e0KoAn otn xpnon, Kabwg
TiEpLEXEL LEYAAEC BLBALOBKEC evioAwv kot étowuwy build-in cuvaptioswv ou propolv va
xpnowomnownBouv oe mdapa MoAEG SladopeTikég Asttoupyies. EmutAéov, Slabétel topéa
Learning, 6mou to TMPOoWIKO TNG eTalpeiog mapexel SI8AKTIKEG EVOTNTEG £Miong Swpeadv,
£€T0L WOTE O OTMOLOCSNTIOTE VA UMOPECEL va LABeL KOAUTEPA TNV XPHON Kal TNV Asttoupyia
QUTNAG TNG UNXavng. Itnv dla evotnta umdpxouv Kal Slddopa mpoyeypappéva Bivieo-
tutorials ta onoia Seiyvouv Bripa-prpa tnv dnuoupyia SLAdopwv PKPWV TTALXVIELWY, OTIWG
kat tnv evotnta documentation omou Bpioketal kaBe miBavr) evtoln Kol cuvdptnon Tou
propel va xpnoipomnotn et kabwg kal n eme€rynon tng Asttoupyiag tng.

Ta mawvidia mou ¢tidyvovtalr pe tv Unity3D eival SaBéopua ywo ta meplocotepa
Aettoupyikd cuotripata onwc sivat ta Windows, Linux, Macintosh, Android, iOS k.Am.
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Ot Baolkeég TG Asttoupyieg yla va dnpoupynBel eva mayvidt mapéxovral Swpedv. Ymapxel
Opwg kat n ékdoon Unity3D Plus kat n Unity3D Pro, n omoia mopéxel akdua meploodTepeS
AELTOUPYLEC E KATIOLO HNVLaio KOOTOG.
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7 To Storyboard Ttov Rabbit Runner

lotopia

O xapoaktpag eivat éva Adayoudakl 6mou TpEXEL amd apLoTEPA MPoG Ta Se€ld aotapdTnta,
pe okomod va paléPel To ayamnuévo tou ¢ayntd, ta kapota. Mpénel Ouwg vo anoduyeL Ta
geunodia mou epdavilovral otov SpOUO TOU KAl VA TIPOCEEEL VA ANV TIEGEL OTO KEVO.

Xpnotikotnta

To matyvidt EekvaeL PE TO KEVIPLKO MeNU omou €xel Svo Baotkeg emloyég tumou button
functions. Tnv “play game” n omoia oe 08nyei oto matyvidt kot tnv “quit game” n omnola ot
Bydlel evtedwg and tnv edappoyn. Eniong, meplappavet pa emhoyr) tumou button, tnv
“credits”, n omoia av emlexBel Seiyvel Tnv 006vn pe Toug Snuoupyols Tou TTaXVLSLOU,
KaBw¢ Kal éva kouuTi To omoio o obnyel oe pia 0B6vn mou mepAaUPBAVEL TIC PAOLKES
mAnpodopieg kat odnyieg Tou matyviSLou.

AdoU o xpnotng emAEEeL va Eekvroel To atyvidt, tote petadépetal otnv “scene 1” omou
elval to mepBdarlov tou malxvidol. To oknviko eival Paciopévo oe 2D pnyavn Kat
niephappavel ta e€Ng:

‘Evav Baotko xapaktnpa o onoiog £xel SUO AUTOUATOTOLNHEVES Kal SUo
XElpoKivnTeg Aettoupyliec.

OL QUTOPOTOTIOLNMEVEG Elval:
1. Tpé€uo
2. Ytodlakn avénon toxuTnTog

Ol xelpokivnteg eival:

1. A\pa
2. AutA6 dApa

Tnv mAatdoppua, n onola Ba SnuLloupyeital AUTOATO OTO XWPO, LE Tuxaia B€on Kat
pEyeBog kat Ba moAAamhaotaletal avaioya pe TV B€on TNG KAUEPOC.

Ta epnddia, Omou elval Evag KAKTOG KL TOL KEVA OVAPETA OTLG TAATHOPUECS, OL
B€oelg Omou SnploupyolVTaL OL KAKTOL lval Tuxaileg mavw otnv mAatdpopua.

Ta collectibles, 6mou eivat avtikeipeva mou paleVel 0 XApaKTAPAG e 0TOXO Eva
high score

To score kat high score mou cuvééovtat kal av§dvovrat avdhoya pe ta collectibles
TIou paleVEL 0 XOPAKTAPOS

‘Eva Pause Button to omolio sudavitel to Pause Menu pe tpelg emiAoyEg:
1. Restart, 6mou pnopel o maiytng va EMAVeKKIVAOEL TO TTOLXVISL

2. Resume, émou pmopei va cuvexloel amo ekel mou €ueLve
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3. Quit, 6mou pmopeic va yupioelc oto apxkd Menu. I aUTAV EUTIEPLEXETAL
Kol pla 0Bdvn otnv omoia Sivetal n Suvatotnta otov maixtn va emAEEsL av
B£AeL OVTWC va amoxwpnoet omd to mayvidt, i av GAAage yvwpn.

‘Eva Death Menu, to onoio gpdaviletal tnv otyur mou Oa meBdvel o xopaKTApag
KOLL TIOLPEXEL TLG ETUAOYEG:

1. Restart, 6mou pmopet o maiytng va eMaveKKIVAOEL TO TTayvist

2. Quit, n omolia Aettoupyel 6mwc n quit tou Pause Menu

Toug rixoug, oL omoiot sivat Tpelg NxoL meptparloviog (6tav mndd, mebaivel Kot

TPWEL 0 XapaKTApag) Kot SVo fxoL pevol (évag oto apykd eVoU Kol VoG KOTA TV
SLapkela tou gameplay)

Rabbit Runner!

Ewdva 7.1 - Rabbit Runner Main Menu

Avaid the gaps and the obstacles, Collect carmots and take
vour rabbit as far as you can in a try to achigve the best
possible high scorg!

Prass

Click { Space to Jump

Doutle click! Double Space to doubla jump
"Esc” to go back to Main Meanu

"P* lo pausa the game

Ewova 7.2 - Rabbit Runner 086vn MAnpogopiwv kat 08nyLwv

Game Developer: Kalliopi Tsavar

PoweredBy UnitydD Game Engine

Ewova 7.3 - Rabbit Runner 006vn ue Credits
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High Score: 321

Ewoéva 7.4 - Rabbit Runner Gameplay

PAUSED

Ewdva 7.5 - Rabbit Runner 006vn Pause Menu

YOU DIED!

Ewoéva 7.6 - Rabbit Runner 086vn Death Menu

Are you Sure?

Ewdva 7.7 — Rabbit Runner 006vn srloyrg e§660u 1) o)L
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8 To Script Tov Rabbit Runner

Ze aUTO TO KePAAalo avaAUeTal 0 KWOLKAG TIOU XPNOLUOTOLBnKe yla tnv dnuloupyia Kat
v owot Aettoupyio tou matyvidiov Rabbit Runner, pe motov tpdmo cuvdéovtal ol
Sladopetikol KWSLKEC HeTOED TOUC KOl TIOLEC AELTOUPYLEG TIEPLEXOUV OE QVTLOTOLXiO HE Ta
avtikeipeva tou mayvidlov (game objects).

8.1 “Player Controller” Script

Se auTd To SCript' evepyomolovvtatl OAEG oL AELTOUPYIEG TTOU €XOUV KATOLA OXECN ME TOV
XOPAKTAPO TOU TatyvLSlou, To AayouSaxL.

Ao tnv ypapun 1 £éwg 59 apylkomoloUvtot OAeC oL LETABANTEG TTOU Xpholpomolouvtal Héoa
oto Script. Ymapyouv 800 peydleg katnyopieg petafintwv otnv Unity3D. Autég eival ot
petafAntég public ko private. Tig mpwteg, £€xel 0 Snpoupydg TV SuvaroTnTa VA TIG
enefepyootel péoa oto mpoypauua tou Unity ywpic va xpetdletal va Umel oto Script, evw ot
Seutepec Ba mpémel va opilovtal kabapd PECA OTO KOUUATL TOU Kwdka. BAEmoupe, emniong,
otL uTtdpyxouV Sladopetikd idn petaBAntwy. Autd sival ta eEAC:

Float: Ot petapAntég mou opifovral wg float maipvouv Sekadikég TIUEG.

Bool: Ot petaBAntég mou opilovral £tot maipvouv wg T to 0 kat to 1, 6mou to 0
onpaivel Pépa katto 1 alnbic.

Rigidbody2D: Etot opiletal n petafinth we rigidbody2D, éva otoikeio tou Unity rou
EMUTPEMEL va XpnotpomnolnBolv Suvduelg GUOIKAG TTAVW OTO avtikeipevo (game
object) mou TtonoBeteital.

LayerMask: EtoL opiletal To avtikeipevo mou eival layerMask péoca oto Unity. Eva
avtikeipevo dnAabdr rou opiletal pe KAMOLO CUYKEKPLUEVO Ovopa we layer.
Transform: Auto &nAwvel eite Béon, ite meplotpodn, eite KAHdKkwon. Emopévwg ot
petaBAntéc mou opilovtal £tol, Tmaipvouv TIHEC Bfong, TeploTpodng Ko
KALLAKwWONG.

Animator: ‘Etol opiletal to avtikeipevo mou mepLExeL animation kot xpelaletol va
Tou emutpanel n eneepyacio péow tou SCript, €tol wote va tou S0BoUv oL
anapaltnteg eVvtoAég Tou Xpetdalovral yla Ty Snuioupyia Tou.

GameManager: Etol Sivetal n duvatotnta o€ €va avilkelevo va €xeL mpooBaocn o€
&Moo script pe to évopa GameManager.

AudioSource: Etol SnAwvovtal Ta avIkelpeva mou elvat fxoL.

GameObject: Me autdv Tov tPomo SnAwvetal OTL auth n petapAntr amotelel
Kdrmolo game object mou umapyet oto project.

String: Ztnv petaBAntr autn pnopei va 600l aApaplOuntikn TN

Lot ypaupuég tou script “PlayerController” dpaivovrat oto Napdptnua |
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Ao tnv 62 péxpt tnv 89 daivetal to koppdtt Thg cuvdaptnong void Start() n onola eival pia
build-in cuvdptnon tg punxavng Unity3D kat oe autr] opiletal oTLOATIOTE EXEL VO KAVEL UE
apxtkomoinon, 6nAadn ol Asttoupyieg mou BéAel o developer va ocupPolv pe to TOU
gekvnoel 1o TalvidlL. Autéc oupPaivouv pia dopd oe autd Tto onueilo, Kal Oev
enavalappavovral os kaBe frame tou maiyvidiol. Méoa otn cuvdptnon autr opilovral
QPXLKA To COMpoNneNnts ou avtlotolouV otnv KABe PetaBAnTh, OMWE ylo MApASelyua otnv
ypapun 64 n upetafAnti backgroundSound maipvel to otokeio (component) rixou tou
avTikeLlUévou e 6vopa backgroundSound. Stig ypapupég anod thv 75 péxpl tnv 82 opilovral
Ol TIHEC TwV petaPAntwy Tou Ba oxvouv KaBe popd mou Ba Eekivdel To malyvidL amd tnv
apxn. Téhog, otnv ypapun 87 umdpxel n evtoAn mou Kdavel Tov o tou background va nailel.

Itg ypaupég 91-203 epmepiéxetal n ouvaptnon void Update(). ‘OAeg oL evtohég mou
niepthapBavovtal og auTh TV cuvdaptnon ektehovvtal o kaBe frame. Itic ypapupég 107-112
TEPLYPADETAL TO KOUUATL TTOU CUVSUATEL TNV TaXUTNTA TOU XAPAKTAPO KABWG mpoxwpdel
OoTOV Xwpo, N omoia aufdvetal otadlakd, avdloyo HE TNV amootacn Tou Slavuel o
xapaktipoc. And tyv 118 éwg tv 146 daivetal n cuvOnAkn omou av matndei to MARKTpo
“space” Tou TANKTPOAOYLOU 1| TO apLOTEPS KALK TOU TIOVTLKLOU, LOVO OTNV MEPUTTWON TOU O
XOPAKTAPOC AKOUUTINOEL TO MATWHA, SnAadn T mAatdopueg, €xel tnv duvatdtnta va
nindnéeL pia dpopad. Emiong, o mepimtwon mMOU MATAEL O£ KATOLA atO TIC MAXTHOPHES Kall
€xeL TNV duvatotnta va nndnéel Seutepn dopd cuvexoueva, Pe TNV Mpolnobeon OtL dev
propel va mndnéel meplocotepeg and SU0 HOPEC OUVEXOHEVA. € QAUTO TO KOMMATL
EVEPYOTIOLE(TAL KOL TO NXNTIKO TOU TMN&NUatog. Xt ypapuég 148-159 mepiypddetal n
ouvBnkn émou av atnBel To MANKTPO “space” Kot To aploTePO KALK TOU TIOVTLKLOU, aAAQ o€
auTn TNV tepimtwon kpatnBolv matnuéva, TOTe SLVETAL n SUVATOTNTA OTOV XOPOKTPA VA
nn&ReL avaloylkd Pe To MATNUA Tou Koupriol. AnAadr), 660 0 TaiXTNG KPATAEL TILECHEVO
TO KOUWUTL, T000 PnAdtepa MNEAEL O XAPAKTAPOG, KoL AUTO CUMPBALVEL HEXPL va PTAOEL Eva
OUYKEKPLUEVO UYPOC oe ox€on HUE Tov Xpovo. Emelta fekwvael va médtel, map’ OAo ToU O
TAXTNG KPATAEL TILECUEVO TO TANKTPO. 3TO Koppdtt 162-171, daiveral n ouvOrkn omou
oupBaivel av adroeL o MAXTNG TO KOUWTL, TOTE OTAMATAEL va TINSAEL O XAPAKTAPOC. ZTIG
vpoupég 174-193, nepypadovtal ol cuvbnkeg OMOU av 0 XaPAKTHPAG ATdel o £6adog,
TOTE pmnopel va mndnéel péxpl Vo popég ouvexOUeva, av o IalXTng MATAOEL TO TTARKTPO “p”
TOTE PeTOdEPETAL OTO PaUSE MENU Tou TALXVLSLOU Kol av TIATHOEL TOo TTARKTPO “escape” tote
yupileL oto apxikd pevou. Téhog, otig 199 kat 201 opiletal to animation mou StaBétel o

XOPAKTAPOC.

Téhog, otig ypappeg 205-225 nepypadetal n ouvdptnon void OnCollisionEnter2D() n omola
eNéyxeL TIg evépyeleg Tou Ba yivouv oe mepinmtwon mou to collider tou avtikelpévou mou
TIEPLEXEL aAUTO TO SCript, og auth tnv nepinmtwon o xapaktipag, £pBet oe emadn pe to collider
Kdmolou GA\OU avTIKELEVOU pEcO oTO project. Se autr tnv mepimtwon, av To GA\o
avtikeipevo éxel wg tag tnv Aégn “killbox”, tote kaheital n cuvdaptnon RestartGame(), n
omoia gumepLEXeTal oto SCript pe ovoupa “GameManager” kot Sivel tnv Suvatotnta va
enavekkivnOel to moauyvibl. Emiong, apywomololvTal oL TIMEG TNG TOXUTNTOC KoL TNG
oTadLlaKAg avENong tnG. TEAOG, EeKvAEL va Ttailel To NXNTKO Tou Bavdatou, aAAd oTapaTdeL
va maileL o xog tou background.
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8.2 “CameraController” Script

€ QuTO To SCript? meptypddovrat oL evépyeleg ou adopolv TNV Kivnon TG KAUEPAS OTOV
XWpPo.

ATO TtV ypapupun 6 £wg 16 apywomololvtal oL HeTOPANTEG OV Xpnotpomotlouvtol. Edw,
dailvovtat okopa Svo €idn petaPAntwv, to Vector3, omou opiletal w¢ TR TPLWV
Slaotdcswv kat to PlayerController, 6mou emutpénel tnv eicodo oe Sladopetikd script to
ormolo €xeL to (610 dvopa.

ITIC ypoppég 18-26 meplapBavetal n cuvdptnon void Start() uéoa otnv omnoia opiletal to
SLadopetiko script mou BEAoULE va XPNOLLOTIOLCOUE, KOBWE Kol armoBnKeVETAL N TLUA TNG
televtaiag Béong ov BpEBnKe o xapaKTAPag.

Téhog, ot 28-39 mepypadetar n ocuvaptnon void Update(), émou umoloyiletal n
andotoon mou MPENEL va SLavUoEeL N KAUepa, N véa B€on ou Ba £xeL, kKaBwg kat n B€on tou
xapaktipa oto téhoc kabe frame.

8.3 “Platform Generator” Script

Se auto to script® mepiypddovrat ot Aettoupyeieg mou adopolv TV Snuloupyia Twv
TAQTPOPUWY TIOU TIATAEL O XOPAKTAPOC Kal Bewpolvial w¢ MATWHA, KABWG Kal Ttnv
Snuloupyio Twv Kapotwv mou palelel yla va KEPSIOEL TIEPLOCOTEPOUC TIOVTOUC, OTWE Kol
Tov eumobiwv, otnv mepimtwon autrh KAKTwvY, Omou OuokoAevouv To eminedo TOU
naxvidlol. Ot mhatdoppeg SnUloupyouvtal o Tuxaieg BE0ELC 600 KIVELTOL N KAPEPQA TIPOC
ta 6e€1d Kat og Ttuxaio UPog. Ta kapoTa SnpLloupyolvTaL MAVW o Tuxaieg mMAatdhOpuUeg, OxL
OUWG 0 OAEG KL OL KAKTOL TO i610.

ITI§ ypappég 6-48 apyikomotoUvTat oL LETABANTEG TTOU XPNOLLOTOLOUVTOL G AUTO TO SCript.
Ta kavoupyla idn petaBAntwy mou nmapouvotalovral edw sival ta €€Ng:

int: oL petaPAntég mou opilovral we int maipvouv aKEPALEG TIUEG

float[]: amotehel mivaka TWHWV pUe LETARANTEG TTOU £XOUV SEKABIKEC TIUEG
ObjectPooler[]: amoteAei mivaka mou &€xetal avtikeipeva amd To  Script
“ObjectPooler”

CarrotGenerator: £tol Sivetal n duvatdtnTa o £va AVIIKELLEVO va €XeL TipOoBacn
oe &M\o script pe ovopa “CarrotGenerator”

ObjectPooler: £tol divetal n duvatdtnta oe £va avtikeipevo va £XeL mpoopaaon os
Ao script pe 6vopa “ObjectPooler”

o]l ypappég tou script “CameraController” ¢aivovtat oto napdptnua ll
2ol ypappég tou script “PlatformGenerator” ¢aivovtat oto mapdptnua lll
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ITG ypaupeg 52-72 mepappavetal n ouvdaptnon void Start() otnv omoia opiletal to
péyebog kal to apyxtkd UPog ou Ba €xeL n kAOe mMAatdopua, kabwe Kal n petaBAntr mou
€xeL TpPOcBacn oOto avtikeipevo To omoio mepllapPdvel To script pe oOvoua
“CarrotGenerator”.

And tnv ypouun 74 péxpl tnv 146 mepypddetal n cuvaptnon void Update(), émou ot
Aettoupyieg tng ektehovvtal o kaBe frame kat mepthapPavel ta €€NG:

ITG ypappég 79 £wg 87 opiletal tuxaia n andotacn, n 6€on oto LY OG Kal to péyeBog tng
KAaBe mMAatdopuac.

Ao tnv 89 péxpl tnv 95 ekteleital £EAeyxoc o omoiog opilel TIg MAATPOPUES LE TETOLO TPOTO
€T0L wote va Pplokovtal péoa ota Oplo TNG KAUEPAG, OMOTE Of TEPIMTWON TOoU
SnuLoupyolVTaL EKTOG opilwv, TOTE AAAATEL N TLUN Tou KABe UYouc.

Y11G ypappég 100 kat 142 opiletal n B€on tng KaBe mAatdoppog £ToL wote va armodpeuxbBolv
TuXwv TpoBARUata emkaAudng tng iag mAatdoppag pe tv AAn. Itnv ypoapuun 106
opiovtal ta avtikeipeva mou Ba prouv otov ivaka ObjectPoolerf(].

Itg 108-111 opiletal n Béon kai n meplotpodrn tng mMAaTPopuag mou Ba dSnuloupynBel,
KaBwg Kal evepyoroleital £ToL wote va ¢aivetal otnv 006vn.

Ao tv 113 ewg tnv 121 dnuioupyolvtal Ta KAPOTO WG OVTLKEIPHEVA GUAAOYNG O TuXOiEg
TIAATPOPHEG KOVTA OTO KEVTPO TNG KABE piag amd aUTEC.

TéNog, otig 124 £€wg 138 dnuloupyolvtal oL KAKToL og Tuxaia 6€on mavw oTig MAATHOPUEG.
Ot mhatddppueg mou Ba epdaviotolv KAKTOL elval eTtiong Tuxaisc.

8.4 “Object Destroyer” Script

I . 4 . ’ ' ' l
e autd Tto script’ mepwypddovral oL Asttoupyeieg Tou ekTeAoUvtal £T0L WOTE va
«KkataotpEédovra Ta avtikeipeva mou Bpiokovtal ektog euPEAeLag TG KApepag, dnAadn
£KTOG 000VNG.

Ttnv ypopun 9 apyikomoleltal n pio petaBAnth mou xpetdletal edw.

ITg ypoppég 13 pe 17 meplhapPavetal n cuvaptnon void Start() otnv omoia opiletat to
avtikeipevo tng petapintrig objectDestructionPoint.

And tnv ypouun 19 éwg tyv 31 mepwypadetar n ocuvaptnon void Update() otnv omoia
exteleital o €€n¢ eleyxog: av n Béon og auto to frame sival pikpdtepn amd tnv O£on tng
TAPATAvVW LETABANTAG, TOTE ATEVEPYOTIOLOUVTAL OAOL TOL OVTLKELHEVA.

‘oL ypappég tou script “Object Destroyer” eaivovtal oto mapdptnua IV
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8.5 “Object Pooler” Script

AuTO To SCript® xpnotomoteital yla tnv Snuoupyior TOAAMAGY QVTIKEWEVWY HE (8L 1
napepdepr XOPOKTNPLOTIKA. Ta QVIIKE(MEVA autd Snuloupyouvtal outopota Xwplc va
XPELdeTal va untdpyxouv MOAG avtiotol o avtikeipeva oto project, mapd povo éva to omnoio
Ba ypnowomownBel w¢ MPOTUTIO KAWVOTOINONG TWV UTOAOUTWY. AUTA Ta MPOTUTIA
ovopagovral prefabs otnv Unity3D.

I ypapupés 9 éwg 19 oapyikomotouvral ot petaPAntéc. To eldog tnG HeTABANTAC
List<GameObject> amotelel Alota otnv omoia TomoBeToUvTal TA OVTIKE(UEVA TIOU
KAwvormoLnonkav.

ITg ypappég 21-38 mepllapBdvetal n ocuvaptnon void Start() otnv omoia ekteleital n
Aettoupyla NG SnUloupyiag Twv KAWVWY KAl 0TV CUVEXELX TOTIOOETOUVTOL OTNV MOPATTAVW
Ailota. ErumAéov, opilovtal Kol w¢ EVEPYA GTOV XWPO TNG KAKEPAC, I aALwe oTnv 08ovn.

TG ypoupég 45 éwg 64 meplhapPdveral pia véa cuvdptnon, n public GameObject
GetPooledObject() n omoia petpdel Ta avtikeipeva Ta onoia €xouv SnpoupynBel, eAéyxel
0V UTIAPYOUV OVEVEPYA OVTLKEIPEVA KOL AV Val, TOTE Ta evepyoTolel Kal TéAog e€aodalilel
TOUAGXLOTOV €val EVEPYO QVTIKEIPEVO OTOV XWPO, Yla KABE MePIMTWON TOU UIMOPEL va. pnv
UTIaPYOUV AAAQL.

8.6 “Game Manager” Script

Se autod to script® mepapBdvoval evépyeleg mou adopolv Vevikd Ty Aettoupyio Tou
maxvidlol Omwce yla mapAdslypa Tt cupPalvel otav o xopaktnpag nebavel i av o maixtng
€KLV oeL To TtavidL amo tnv apxn.

ITg ypoupég 6-20 apyikomotoUvtal ol petafAntég. H ObjectDestroyer[] amotelel mivaka
mou &éxetal avtikeipeva amo to script “ObjectDestroyer”. H ScoreManager kai n
DeathMenu emutpénouv tnv mpooPBacn ota script “ScoreManager” kat “DeathMenu”
avtiotolyo.

ITg ypappég 24-35 neplapBavetal n ouvdaptnon void Start() otnv omoia opiZovtat ot
opXLKEC B€oelg Tou Taixtn Kat Tng mMAatdoppoc, KaBwg Kol opilleTal To AVTIKEILEVO TOU
niepLéxelL to “ScoreManager” script.

Ané v ypapun 42 €wg tnv 59 Bpioketat n cuvdaptnon void RestartGame() n onoia oe
nepintwon mou KANBel, oTapatdsl va PeTpAEL SCOre, eadaviosl Tov XapakInpa and tnv
0006vn kal evepyorolel To pevol tou Bavartou (Death Menu).

*ou ypappég tou script “ObjectPooler” daivovtal oto mapdptnua V
o}l ypappég tou script “GameManager” daivovtal oto mapdptnua Vi
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TéAog, otig ypaupég 61-90 mepilapBavetal n cuvaptnon void Reset() n omoia og mepintwon
miou KAnOei, e€adavilel To pevou Bavdatou, e€adavilel Tig mAatdpopueg mouv dnuouvpyndnkav
£w¢ ekelvn ™ otyun, emavodépel Tic B£oelc Tou maixtn Kal tng mMAatdopuag otnv apxn,
enavepdavilel Tov XopakTnpa Kal EEKIVAEL va LETPAEL TO SCOre armod tnv apxn.

8.7 “Score Manager” Script

e auTo To script’ meptypddovratl ot Aettoupyieg mou abopolV TNV KATAUETPNGON TOU SCOre
kat high score.

ITIG YpapUEG 7-17 apylkomolouvtal ol PeTaBAntéc mou xpnotpomotidnkav. H petopAntn
tuTou text maipvel xapaKTAPES WC TLUEC.

Ao v ypappn 19 €wg tnv 30 nepypddetal n cuvaptnon void Start(), érmou amoBnkevetat
n Twn tou high score akopa kat petd to restart tou matyvidiov.

Itg 32-69 mepapPavetar n ouvdaptnon void Update(), ou Aewtoupyieg tg ormoiag
ektehovvral oe kaBe frame. Sto koppadrtt 35 éwc 42 ekteheitol EAeyxog o onoiog avéavel To
score avaAoya pe tov xpovo mou Stapkei to kabe frame. It 44-50 eAéyyxetal av to score
ylvel peyodutepo amo to high score, 6mou tote to S€UTEPO MALPVEL TNV TR TOU TPWTOU.
EmutAéov, opilovtal ta Keipeva Kal oL TIHEG Tou avtlotolxoUv ato score kat high score mou
Ba epdavilovral otnv 0Bovn.

TéAog, otig ypaupég 73-76 mephappavetal n cuvaptnon void AddScore(int pointsToAdd) n
omola xpnotluormnoleital yla TNV mpocBeon Twv MOVIwWY Tou Ba avtloTolouVv oTo SCOre tou
riayvidlol. Me autov Tov TPOTo, UIMopEL va xpnotomnotnBei oe Sladopetikd scripts xwpig
va xpelaletal va emavalappavetal n Snuoupyia tg. To poévo mou xpelaletal eival va
kAnOei autr) amno to ekdotote script.

8.8 “Pick Up Points” Script

e auTd To script® meplypddovrat ot AeLtoupyieg kat 0 TPdmog Kotaypadric MOVIWY oTo Score
Tou mavidlov. To script autd cuvbéstal dueoa e to script “ScoreManager”.

TG YPOUMEG 6-12 apylkomoloUvtol ol PETABANTEC Tou xpnolpomolouvtal. H petofAnt
ScoreManager 6ivel tnv SuvatotnTta OTO QVTLKEMEVO va €xeL mpoofacn oto Script
“ScoreManager”.

"o ypappég tou script “ScoreManager” daivovtal oto napaptnua Vil
gou ypappég tou script “pickUpPoints” daivovtal oto mapdptnua VIl
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And tnv ypapun 15 €wg tnv 23 nepappavetal n ocuvdaptnon void Start() otnv omoia
opiletal To avtikeipuevo Tou meplEXeL To script “ScoreManager” wg otolxeio (component),
KaBwg kat o fxo¢ mou Ba avtilotolel otnv petapAntn “eatSound”.

Téhog, otic ypauuég 30-61 mepypddetal n ouvdaptnon void OnTriggerEnter2D(Collider2D
other) n omola eivat pia build-in cuvaptnon ¢tiaypévn ano tv Unity3D kat opilet T Ba
ylvel og mepimtwon mou to Aeydpevo trigger tou avtikelévou Tou TepLEXEL autd To Script
w¢ otolxeio (component), £pBelL o ernadn ue tov collider evog dMou. H Aettoupyia trigger
EVOG QVTIKELHEVOU, Tou Oivel tnv duvatdtnta va umopel va 1o Slamepdoel éva GAlo
ovTIKe(pHeEVO OTav elvol evepyomolnuevn. TG YpoUpUEG 36-58 eAéyxetal av To Gvopa Tou
AA\oU avTIKELPEVOU elval oplopévo we “Player”. Av vali, tote XpnolUomoLeital n cuvaptnaon
AddScore tou script “ScoreManager” ywa va mpooteBoUv oL movtoL ato score, e€adaviletal
TO QVTIKELMEVO TIOU TIEPLEXEL QUTO TO Script (og authv TNV mepinmtwon, sival Ta kapota) Kal
Té\og, ekteleital €Aeyxog mou adopd tov Axo mou Ba mailel tnv wpa auth.

8.9 “Carrot Generator” Script

Se autd to Script’ meplypddovtal ot Aettoupyie¢ mou ekteAolvIal yia TV OUTOHOTN
Snuloupyio Twv KapOTWV Péoa OTO TALYVISL.

ITIG ypaUUEC 6-8 apxLkomoloUvTal ot LeTaBANTEG.

Itg ypoppég 12-25 mepllapBavetar n  ouvdptnon void SpawnCarrots(Vector 3
startPosition) n omoia oe mepintwon mou kAnBei, Snuoupyel Tpla mpdTUNA KAPOTWY TA
omola €xouv dLa amootaon HeTafl TOug Kot TormoBeTouvtal MAvw oTig MAATHOPUEC UE TNV
BonBewa tou script “PlatformGenerator” mou nepypddetar ro navw (BA. evotnra 8.3).

8.10 “Main Menu” Script

e autd To script™ meptypddovtal GAEC oL AELTOUPYIEG TTOU EKTEAOUVTAL GTO KEVIPLKO UEVOU
TOU TtaLXvLSLoU.

ITLG ypaupEG 6-11 apyikomoloUvtal oL LETABANTEG TOU XPNOLUOTIOLOUVTALL.

And tv ypappy 14 fwe tnv 21 mepypddetatl n cuvaptnon void Update() otnv omoia
exteleltal éheyyog Omou av matnBel to mMAnNktpo escape (esc) tou mAnktpoloyiou, tote Ba
arnevepyomnotnBouv ot 08dveg twv mAnpodopwwy (ewova 7.2) A twv credits (swkova 7.3).
AuTO Ba cupBel LOVO oTNY MEPLMTTWON TIOU ELVOL EVEPYOTIOLNUEVEC.

‘ou ypappég tou script “CarrotGenerator” daivovtat oto napaptnua IX
Yo ypaupég tou script “MainMenu” daivovtal oto mopdptnua X
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ITIG ypappEg 23-26 meplypadetal n cuvaptnon vVoid PlayGame() n omoia og mepintwon mou
KAnBel, petafiBalel tov maiytn otnv oknvr 6mou Eekvdel To matyvidL.

Itg ypauuég 28-31 mepypadetal n ouvdptnon void QuitGame() n omoia 6tav kAnOsl,
ekteAel £€060 amo To TaLXvidL.

st ypaupeg 33-36 mepypddetat n ouvaptnon void Credits() n omoia détav kAnOsi
gvepyorolei tnv 086vn twv credits.

TG ypoupég 38-41 mepypadetal n ocuvdaptnon void infoGame() n omoia étav kAnBsl
gvepyorolel Tnv 086vn Twv MAnpodopLwv Kal odnyLwv.

TéNog, ot ypapuueg 43-47 nepypddetal n ouvdaptnon void arrowBack() n omoia kaAeital
otav o maixtng matiosL to niow BeAAKL TTOU UTTAPXEL OTIC 086veC Anpodoplwyv Kat credits
KOLL TLC QEVEPYOTIOLEL, avAAoyal LIE TO Ttola €lval evepyn Keivn TN OTLYUN.

8.11 “Death Menu” Script

e autd To Script M meptypddovrat ot Aettoupyieg mou ekteAovvtal dTav 0 XAPAKTAPAS TOU
naxvidLoL neBaivel 1 xaoeL.

Ao TV ypapun 6 £éwg tnv 11 apxikomolovvtal oL LETABANTEG TTOU XPNOLUOToLoUVTAL ESW.

Itig ypapupeg 14-23 nepypddetal n ocuvaptnon void RestartGame() otnv omoia opiletal o
rxog tou background, exteleital n cuvdptnon Reset() tou script “GameManager” kat émetta
gvepyomnoleitat o nxog tou background amé tnv apyn.

Téhog, ot ypauueg 25-29 meplypadetal n cuvdptnon areSure() n omoia otav KAnOel,
gVepyoOTolel TO pPevoU OmMou PWTAEL TOV TtalXtn av eivol olyoupog yla thv emiloyn tou
(ewova 7.7) kot amevepyomnoleital to pevou tou Bavdtou (ewova 7.6).

8.12 “Pause Menu” Script

e auTo To Script'? meptypddovrat ot Aettoupyieg mou ekteAoUvTal 6To pause menu (gtkova
6.5).

ITLG ypaupEG 6-13 apyikomolouvtal oL PETABANTEC TOU XPNOLUOTIOLOUVTAL.

ITg ypapupeg 15-18 mepappavetol n ouvdaptnon void Start() otnv omoia opiletal to
avtikeipevo tou xou yla to background.

1o ypaupuég tou script “DeathMenu” daivovral oto mapdptnua Xl
20 ypaupEg tou script “PauseMenu” daivovtat oto mapdptnua Xl
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ITIG yPOoUUESG 24-29 mepypadetal n cuvaptnon void PauseGame() n omoia otav kAndet,
OTAUOTAEL TOV XPOVO TOU TTALXVISLI0U £TCL WOTE VO «TIAYWOEL> OTO onpeio mou Bploketal,
evepyornolei tnv 00ovn pause (ewdva 7.5) kat Balel og mavaon tov fxo tou background.

It1¢ ypapupég 31-36 mepypadetal n cuvdaptnon void ResumeGame() n onoia kaAeital 6tav
o maiytng emiAéeL To koupumi “Resume”. Autr ouveyilel To maiyvidL and ekel mou €UeLve TPV
«TAYWOELY, OIEVEPYOTIOLEL TNV 000VN Tou pause menu kot cuveyilel va mailel Tov X0 Tou
background.

It ypappeg 39-50 mepypddetal n ouvdptnon void RestartGame() n omolia kaeitat 6tav o
naixtng emAé€eL To kouumi “Restart”. Autr emavadépel to matyvidt oe kKavovikoug puBbuoucg,
arnevepyornolel tnv 006vn tou pause menu, xpnotpormolel tnv cuvdptnon Reset() and to
script “GameManager”, kat mailel ano tnv apxn tov nxo tou background.

TéAog, ot ypaupég 52-57 neplypddetal n cuvaptnon areSure() n omoia koAeitatl 6tav o
naiyxtng emuAé€el to kouumi “Quit”, kat tou Sivetal n Suvatodtnta va emhé€el av eival
olyoupog mwce B€AeL va kavel €€060 amo to malyvidl. Auth, amevepyorolel tnv 00dvn tou
Pause menu kat evepyorolel tnv 086vn erloync e€66ou (ewdva 7.7).

8.13 “Are Sure” Script

S€ aUTH To SCript™ meplypddovrat ot evépyeLeg o ekteAoUVTaL GTO pevol emthoyric e€68ou
f oxL (ewkova 7.7).

ITIG ypaupEC 6-13 apyikomoloUvtal oL LETABANTEC TOU XPNOLUOTIOLOUVTAL.

2T ypaupeg 16-20 mepypddetal n ouvaptnon void noSureDeath() n onola ekteheital 6tav
0 TalXTNG eMAEEEL TO KOUTL “NO”. AUTI QTEVEPYOTTOLEL TO LEVOU ETLAOYNG, KoL EVEPYOTIOLEL
TO pevou tou Bavdtou (ewdva 7.6).

ITLg ypappég 22-26 meplypddetal n cuvaptnon void yesSure() n omola ekteleital otav o
malytng emAESeL To Koupmi “yes”. Auth emavadEpeL TOV XpOVO OTO KAVOVIKO EMIMESO Kot
petapépetal otnv 086vn Tou apxtkol pevou (gwova 7.1).

Téhog, ot ypaupeg 28-32 mepiypadetat n ouvdptnon void noSurePause() n omoia
ekteAeltal otav o maiytng emAéEeL To KoupTl “NO”. Auth amevepyonolel To pevol eMAOYAG,
KaL evepyorolel To pevou tou pause (ewkova 7.5).

Bo ypaupEg tou script “AreSure” daivovral oto napdptnua Xl
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9 Epwtnpatoidylo

To epwtnpatoAdyo™ autd xpnotponowidnke yia épeuva doov adopd To Kowd Tou mailet
video games. H épeuva autn &ekivnoe 24 louAiou 2016 kat €éAnge 10 OktwPpiou 2016.
AnavtiOnke ano 148 dropa and EANASa kat e€wTteptkd, péow twv social media oA\ kot TG
oelidag tou Wpupartog NMAnpodopikng kat MME tou TEI Autikn¢ EAAGSaG.

JKOMOC TOu gpwitnuatoloyiou, eival va &eifel oe kamowov véo game developer tig
TIPOTLUAOELG KaL TIC TAOELS TOU KowoU Tou acyoAeital Siaitepa pe ta video games. Ta
omoteAéopaTa QUTOU MIMOPOUV va Tou SWoouv TNV euxépela va amodaaciosl tL £idog
mauyvibloL Ba dtidgel, og moleg nAkieg Ba armeuBUVETAL KA yLa TIOLOL CUCKEUH, ol game
engine sival Snuodl\éotepn WOTE va XPNOLUOTIOLOEL QUTHY Kol yevikdTepa OAa doa
XPELAleTOl Vo YVWPLlEL KATOLOG, WOTE Vo UMopécsl va amodaciost tL moyvidt Ba
dnuLoupynosl.

9.1 What gender are you?

H gpwtnon auti adopd to yévog tou MANBucopol mou amdvinoav. Onw¢ ¢ailvetal oto
oxedlaypappa 9.1, to 71,6% ival avipeg kat to untdAouno 28,4% yuvaikeg.

Emopévwg BAEmoupe otL to evladEpwy Tou avipikol mAnBuououl yia ta video games sival
MEYOAUTEPO ATO AUTO TWV YUVOLKWV.

& Male
@ Female

IxApa 9.1 — Ixebiaypappa nov adopd To YEVOG TwV EPWTNOEVIWY

Y BA. Napdptnua XIV
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9.2 How old are you?

J€ QUTAV TNV EPWTNON TO KOWO €ixe TNV €mdoyn va SLaAEEeL €va eUPoC NALKLWY PLEoA OTO
orolo Oa €npene va Bploketal Kal n 8wk Tou. Ito oxedlaypappa 9.2, mopatneoUpe OTL TO
peYaAUTEPO PEPOG TWV £pwTNBEVTWY giyxav nAwkio amd 24 wg 28 stwv pe 37.2%, o apéowg
enopevo amnd 19 ewg 23 pe 35,8%, to 16,2% eixe nAkio peyohUtepn Twy 28 eTwv Kol TEAOG
to umolowro 10,8% to katalapBdvouv ot nAkieg and 13 £wg 18 stwv. Mapatnpolpe OTL
Kavévag dev unnpée katw amno 13 etwv.

@ Lessthan 13
@ 13t018
@ 101023
@ 24t028
@ olderthan 25

IxAua 9.2 - Ixedraypappa touv adopd v nAKia Twv epwTnOivTwy

9.3 How many years do you play video games?

H egpwtnon aut adopd To MOCO XpOVIo eumelplag £xouv ol epwtnBévieg mMavw ota
nayvidia. Nooa xpovia dnAadn eival evepyol otov xwpo Twv games. To 57,4% amndvinos
Twc Tailel mavw amod 10 xpovia, to 14,2% amnd 7 péxpt 10 xpovia, to 12,8% amo 1 ¢wg 4, to
10,1% amo 5 €wg 7 xpdvia kat to Teheutaio 5,5% Awyotepo and 1 xpovo (oxedidypappa 9.3).

@ |essthan 1 year

@ 11to4dyears

@ 5107 years

@ 7 to 10 years

@ more than 10 years

IxAmna 9.3 - Ixebiaypappa ov adopd TV EUNELPIA TWV EPWTNOEVTWV
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9.4 Which genre of video games do you play?

Auti n epwtnon adopd Ta Mo Snuodlhn eldn twv video games mou eméhefav ol
gpwtnBévreg. 1o oxeblaypappa 9.4 dalvetal otL Ta PeYAAUTEPA TOCOOTA KATEXOUV TO
Role-Playing-Games, First-Person Shooter, Action, Action-Adventure kat Strategy games

Action
First-Person Sho...
Action-Adventure
Adventure
Rele-Playing Ga...
Strategy

Sports

Indie

Simulation

Casual

Massively Multip...
MOBA

Racing

Open Werld
Atmospheric
Puzzle

Cther

0

78 (52.7%)
81 (54.7%)
77 (52%)
61 (41.2%)
84 (56.8%)
70 (47.3%)
— 46 (31.1%)
26 (17.6%)
35 (23.6%)
20 (13.5%)
60 (40.5%)
35 (23.6%)
39 (26.4%)
54 (36.5%)
23 (15.5%)
6 (4.1%)
—2 (1.4%)

10 20 30 40 50 60 70 80

Ixfina 9.4 - Ixediaypappa nov adopd ta Snpodréotepa £idn Twv video games

9.5 Which type of video games do you prefer?

H epwtnon auth adopd tnv npotipnon mou £8stfav oL epwtnOEviec otov TUTO Twv Video
games. Zto oxedidypappa 9.5 paivetal 6tL oL meplocotepol mpotinoUyv to online multiplayer
HE T000C0TO Tou ¢tavel to 50,7%. Apketd peydlo pépog tou mARBoug emélege to Single
player pe mocooto 41,9% kai to pikpotepo pépog npotipd ta LAN Games pe mocooto 7,4%.

@ Sinale player
@ Online Multiplayer

@ LAN Games (Local Area Metwork
Games)

IxAua 9.5 - IxedSaypappa ou adopd TNV MPOTIUNOoN TWV EPpWTNBEVIWY GTOV TUTO TWV games
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9.6 Inwhich platform do you prefer to play video games?

Me autrv Vv gpwtnon ¢ailvetal n MPOTIUNoN TNG CUCKEUNG oy B€Aouv oL XPHROTEG va
Sla0étouv yla va mailouv ta mavidia toug. H mAsloPndia twv epwtnBEviwy mPoTIHoUV
oV 8IKO TOUG TIPOOWIILKO NAEKTPOVIKO UTtoAoylotr pe mooootd 85,1%. To 31,8% &eiyvel
TPOTiNON OTLS KOVOOAEG TnG Sony adrvovtag to 13,5% va mpotiud TG KOvoOAeg NG
Microsoft, kat to undhouto 11,5% autég g Nintendo (oxeSiaypappa 9.6).

Personal Co... 126 (B51%)

Sany Platfor...
Microsoft Pla_..

Mintendo PI_..

Ixnmna 9.6 - Ixebiaypappa ov adopd TV NPotipnon NAAThOp G and TouG EpWTNOEVTEG

9.7 What do you like most about video games?

TNV gpwtnon autn ¢ailvetal Moo amno ta SLaBEoIUa YOPAKTNPLOTIKA TwV TAXVISLWV KLVEL
To evlladépov Twv epwtnBévtwy. To HEYAAUTEPO TTOCOCTO AMAVINCE OTL TOU APECOUV T
vpodka evog mayvidlov. Emiong peydo mooootd KEPSLOE Kal N LoTopia Tou MePLEXEL Eval
nayvidt (Zxediaypappa 9.7).

95 (66.7%)
94 (65.3%)

The graphics
The story

The fireworks
The apartuni._.
The canstruc...
The oportuni...
The oportuni__.
Other

44 (30.6%)

-30 (20.8%)
27 (18.8%)
37 (25.7%)

0 10 20 30 40 50 &0 70 80 90

Ixnpa 9.7 - IXeSLaypappa Tou SeiXVeL TNV MPOTIUNON TWV EPWTNOEVIWY OTA XAPAKTNPLOTIKA TWV games
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9.8 Would you like the idea of making your own video games?

Me auth TNV gpwtnon ¢ailvetal av To Kowo mou Aatpelel va mailel ta video games, xel
mioté okedtel TNV 16€a va dTLdget kat To S1kd Tou matyvidl. 2to oxediaypappa 9,8 PAénouvpe
OTL TO HEYAAUTEPO TOCOOTO amavtdel «vow» pe 58,8%. To 28,4% Sev €xel aoxoAnOsi pe tnv
6éa kat to umoAotro 12,8% Sev Ba BeAe.

@ ves
@ No
@ Haven'tthought about it

Ixnpna 9.8 - Ixedaypappa nouv adopd to av Oa ROsAav oL epwtnBEvieg va Ptid§ouv to S1KO Toug Ttatyvist

9.9 Ifyes, which game engine would you prefer?

TNV meplmtwon mou n mponyoUEVn €pwTNon anavtnonke BeTkd, TOTE AUTN N £pwWTNON
adopd toug Mo ELSIKEUPEVOUG OTov Xwpo tou game development kot oL epwitnBévieg
enéhefov TNV pia n mepLoootepeg game engines mou BéAouv va xpnollomolovv. To
peyaAUtepo mocootd fexwpilel tnv Unity3D me 46,7% Kot T0 apécws eMOUEVO HEYAAO
nocootd eivat to 42,9% to omnolo mpotd tnv Unreal Engine. To 21% katakti®nke and tnv
CryEngine 3 (oxediaypapupa 9.9).

Unity 3D 49 (46.7%)
LeadWerks G...
Unreal Engine 45 (42 9%)

CryEngine 3
HeraEngine
Rage Engine
Project Anarchy

GameMaker:._..
App Game Kit
Cocos2D
Other

IxAna 9.9 - IxeSiaypappa tou Seixvel TRV IPoOTiUNon TwWv epwtnBEVIWY oTIG game engines
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9.10 Which games do you play?

3 aQUTA TNV €pWINON TO KOWO ¢avnke TOAU MPOBupo va amavinosl e mMANBog TitAwv
maxvidlwy. Avapeco otou¢ TitAou¢ Tou avodépBnkav, emAEXOnkav oL TEVIE TILO
dnuodheig ol omoiol eivat oL €€Nng:

League of Legends
Assassin’s Creed Series
World of Warcraft
Total War Series

The Elder Scrolls Series

9.11 What type of video games do you prefer to own?

Auti n gpwtnon adopd TNV MPOoTiHNCon ToU £XOUV OL EpWTNOEVTEG O OXEON HE TO AV TO
video game mou &waBétouv Ba eivar digital apysio 4 hardcopy DVD/Bluray. Ito
oxedlaypoppa 9.10 ¢aivetal otL To HEYAAUTEPO MOCOOTO TPOTIUAEL T MpwTta pe 64,9%,
evw to unoAouro 35,1% BéAeL Tta Sevtepa.

@ Digital Files (Example: Steam)
@ Hardcopies (Example: Bluray, DVD)

Ixpa 9.10 - Zxediaypappa nov adopa ta digital games ko ta hardcopies

9.12 Xvumnepdopata

MeTd TNV SleKTepAiwOn AUTHG TNE £PELVAC, TA CUUMEPACHOTA TTOU TIPOKUTITOUV ElvalL WG
To MeyoAUTEPO MEPOG TOU MANBUOHOU Twv gamers kuplapxel to apoevikd ¢ulo Kal
npotipdet va mailel online multiplayer mawvidia pe ta RPGs kat ta FPS va kuplapxouv.
ALaBETEL gumeLpiol OTOV XWPO AUTO MAVW amd S£ka XPovia Kol avAKEL oTIg NAKieg amo 24
€wc¢ 28. Emiong, meplocotepo dnpodhn eival ta digital apyeia, pe peyalltepn mpotipnon
TOV NAEKTPOVLKO UTIOAOYLOTH WG HEOW Kot To peyaAUtepo evbladépov doov adopd ta Video
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games npoodEpouv ta ypadlkd Kot n Lotopia Tou. TEAOG, OL IO EEELOKEUEVOL TIPOTLLOUV
va Snuoupyouv ta mayvidia toug pe tnv unxav Unity3D.

Emopévwe, os mepintwon mou évog véog dnuoupydc mayvidlwy BgAeL va ¢tiaéel to Sikd
Tou mayvidy, mpémnetl vo AdBet umoPv tou OAeg auUTEC TG TAnpodopiec £tol wote va
kKaBobnynBei kal va amodaciost Tt motyvibL Ba ¢ptidéel BACEL TIC TTPOTLUNOELS TOU KOLVOU.
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10 Tvpmepacuata

Auti n mtuxakn adopd tnv dnpoupyila evog matyviSlou Pe TNV Xpnon g mAatdopuoag
Unity3D. Apxtkd, oto mpwto UEPOG, avaAlletal To BewpnTIKO KOUUATL Twy Video games, ot
AeLtoupyleg oU gumepLEXEL, TA BApaTa Tou akoAouBel évag SnuLoupyog mayvidiwy, Kabwg
KOLL TAL EUMOSLO TIOU Bal TIPEMEL VO VTLUETWITIOEL. AvadEpPETal oTa MEPLEXOUEVA-KAELSLA EVOG
maxvidlol, otn Kupla Sopn Tou, ota otddla Tou oxedloopoUl, Onwe eniong mepthapBavel
TOUG pOAOUC KalL Ta KaBrkovta mou £Xouv oL oXeSLAOTIKEC OpASEC. MeplypadeTal avaAUTIKA
TL €lval o kdopog Twv Video games, molog o okomdg Kal oL dlaotdoelg tou. EmutAéov,
nepthapBavovral ta £i6n twv video games, kabwg kat ot SladopeTikéC TAATHOPUES TIOU
MTIOPOUV va XpnotuomnotnBoulv yla va maifeL KAmoLlog autd ta games.

To O8eUTEPO KOUMATL TNG TTUXLOKAG, OpPXKA avadEpeTal ot HNXavég Snuoupyiag
TIUXVISLWY Kal €melta avaAUEeToL TO Koppatt dnuioupyiag tou matyvidiov Rabbit Runner.
Emeényolvtal avalutikd ol KWSWKeg (SCripts) mou Snuloupyndnkav yla thv owoth
Aettoupyla Tou Taxvidlol autol. TEAOG, avadEPETaL OTO EPWTNUATOAOYLO TTOU TIPEMEL Va
AaBel kaBévag véog SnuLoupyog mayviSlwy umoPLy Tou mplv EEKIVAOEL val SnLOUPYEL To
TaLXvidL tou.

10.1 MeAAOVTIKEG EMEKTAGELG TG EPYAOLAC

To mauwyvidt Rabbit Runner amoteleital and kamolo SOUIKA OTOLXEIQ KOL CUYKEKPLUEVEC
Aettoupylieg. Ma TNV LEAAOVTIKN TOU Xprion 1 Kat tnv dnpooieucr tou og kamoto store, Ba
puropoloav va TpooteBolv Tepaltépw AElToupyie¢ €10l WOTe va ylvel akouo TuO
evlladépov. MNa mapddeypa, otav o maixtng GTAcEL KATTOO CUYKEKPLUEVO SCore, TOTE va
aAAalel n iota kal va €xel SladopeTikd textures kat ypadkad, kabwg eniong va aAldleL to
eninedo duokoAiag. Autd pmopel va yivel pe TNV Snuloupyla KATTOLOV KWVOUUEVWY Kal OXL
OTATIKWV £XOpwv oL omoiol KaBw¢ MPoXWPAEL O XAPAKTAPOC, Vo £pxovtal oL exBpol amo
6e€la kal va kateuBuvovtal mpog autov. Etol Ba mpémnel va mndnEeL o XapakTnpog Kot va
Mropécel va toug amoduyel. Emiong, kabwg aveBaivel n duokoAia, Ba dnploupyouvtal
power-ups ta onoia kaBwg Ta cUAAEYEL 0 Xapaktrnpag Ba pmopet va €xeL kot SLapopeTIKES
LKOVOTNTEG, OTIWG YL TTAPASELY A VA UTTOPEL va TTapapelveL OTOV 0€pa TIEPLOCOTEPO XPOVIKO
Slaotnua 1 Kal va prmopel va XapnAwoEeL TNV TOXUTNTA TOU YLO OUYKEKPLUEVO XPOVLKO
Sldotnua. Téhog, Ba pmopoloav va UTApXouV in-app purchases ta omoia dtav ayopdosel
kamowog Ba Ttou Olvel £Etpa mMpovoula OMwWG ywo mopadslypa adaipeon mbavwy
Stadnuicewv, peiwon N avénon tou emnédou SUOKOALOC KATL.

T£TOleG KOl TOPOUOLEC aAAayEG, KwoUv To evlladEépov Twv TMoXTwV Kol auédvouv thv
mBavotnta va ayopAceL KATIOLOG TO TLALXVISL.
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Mapaptnua l: “Player Controller” Script

PlayerController.cs ] _

GPI&ye:CunﬁoiFe: = Mo selection

3
4
5
6
7
a

10
11
12
13
14
15
16
17
18
19
28
21
22
23
24
25
26
27
28
29
30
31
32
33
34
35
36
37
38
30
48
41
42
43
44
45
46
47
48
49
5@
51
52
53
54
55
56
57

59
1]

58

1 using UnityEngine;
2 using System.Collections;

public class PlayerController : MonoBehaviour {

public float moveSpeed;

//prepei na gimetai restart

/7o xronos otan pethainel o player
private float moveSpeedStore;

private float speedMilestoneCountStore;
private float speedIncreaseMilestoneStore;

//gie na afksanetai 1 taxuthta
//stadicka kathos proxwraei

public float speedMultiplier;

public float speedIncreaseMilestone;
private float speedMilestoneCount;

public float jumpForce;

//to make the jumping smooth
public float jumpTime;

private float jumpTimeCounter;
S/gie na min pidaei kol otan fugei
//apo to telow tis platformos

private bool stoppedlumping;

S/gic doublejump
private bool canDoublelump;

A4 I use the name of the component
A/that I want to interact with
private Rigidbody2D myRigidbody;
public bocl grounded;

public LayerMask whatIsGround;
public Transform groundCheck;
public fleat groundCheckRadius;
Afprivate Collider2D myCollider;
private Animator myAnimator;
public GameManager theGameManager;

A for audio

public AudicScurce jumpSound;
public AudiocScurce deathSound;

private AudiocSource backgroundSound;
public GameObject thePauseMenuScreen;

public string mainMenuLevel;
Afgia na mpw stin alli scene
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61
62
63
G4
63
66
&7
68
69
78
71
72
73
74
75
76
77
78
79
Ba
8l
82
83
a4
83
86
87
88
89

A Use this for initiglization
void Start () {

backgroundSound = GameObject.Find ("backgroundSound”).GetComponent<AudioScurce> ();

A% GetComponent: it'LL search on the object that this script is attached to, for the
component that is inside the <>. */

myRigidbody = GetComponent<Rigidbody2D> ();

AfmyCollider = GetComponent<Collider2D> ();

myAnimator = GetComponent<Animators ();

jumpTimeCounter = jumpTime;

speedMilestoneCount = speedIncreaseMilestone;

Afprepei na ginetai restart o xronos otan pethainei o player
moveSpeedStore = moveSpeed;

speedMilestoneCountStore = speedMilestoneCount;

speedIncreaseMilestoneStore = speedIncreaseMilestone;

Afgia na min pidoei kol oton fugei apo to telow tis platformas
stoppedlumping = true;

backgroundSound.Play ();

/7 Update is called once per frame
voild Update () {

f/this can return either true or false. It checks if they are touching each other
//grounded = Physics2D.IsTouchinglayers (myCollider, whatIsGround);

/¥ Physics2D.0verlapCircle(Vector2 point, fleoat radius, int lLayerMask);
Checks if a collider falls within g circular area.
The circle is defined by its centre coordinate in world space and by its radius.
The optional layerMask allows the test to check only for objects on specific layers.¥/

grounded = Physics2D.0verlapCircle(groundCheck.position, groundCheckRadius, whatIsGround);

if (transform.position.x > speedMilestoneCount)

1
speedMilestoneCount += speedIncreaseMilestone;
speedIncreaseMilestone = speedIncreaseMilestone * speedMultiplier;
moveSpeed = moveSpeed * speedMultiplier;

b

myRigidbody.velocity = new Vector2 (moveSpeed, myRigidbody.velocity.y);

f/lotan to patas mia fora
if (Input.GetKeyDown (KeyCode.Space) || Input.GetMouseButtonDown(d))

{

/7 to be able to jump only if touching the ground
if (grounded)

myRigidbody.velocity = new Vector2 (myRigidbody.velocity.x, jumpForce);

stoppedlumping = false; //gic na min pidaei kai otan fugei agpo to telow tis platformas

jumpSound.Play (); //gig na paiksei o ixos toy jump
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152
133
134
135
136
137
138
139
148
141
142
143
144
145
146
147
148
149
15a
151
152
153
154
155
156
157
158
159

173
174
175
176
177
178
1749
15a
181
182
183
134
185
186
187
188
1389
196
191
192
193
194
195
196
197
198
199
20
28l
2a2
2e3

A

1

//gia na tsekareis gia doublejump
if(!grounded && canDoublelump)

1
myRigidbody.velocity = new Vector2 (myRigidbody.wvelocity.x, jumpForce);
/S/gia na ftiaksw kal ton xrono sto doublejump
jumpTimeCounter = jumpTime;
stoppedlumping = false;
canDoubleJump = false;
jumpSound.Play (); //giac no paikseil o ixos toy jump
¥

Sffotan to kratas patimeno
if ((Input.GetKey (KeyCode.Space) || Input.GetMouseButton (2)) && !stoppedJumping)

{

//gia na eimaste sigouroi oti den aioreitai apla

if (jumpTimeCounter > @)

1
myRigidbody.velocity = new Vector2 (myRigidbody.wvelocity.x, jumpForce);
jumpTimeCounter -= Time.deltaTime; //ng meiwnetai kathe fora
S*Time.deltaTime: The time in seconds it took to complete the Last frame®/

b

JSotan to afineis
if(Input.GetKeyUp (KeyCode.Space) || Input.GetMouseButtonUp(a))

{

Jfarxikopoioume pali ton counter gig na min mporei na
//pidaei sunexomena oso einail akoma ston aera
jumpTimeCounter = a;

stoppedJlumping = true;
//gia na min pidaei kol otan fugei apo to telow tis plaotformas

if (grounded)
1

A /Rai otan patisei to edafos poli na ginei idio me to jumpTime
JjumpTimeCounter = jumpTime;

A/gia double jump
canDoubleJump = true;

}

if (Input.GetkKeyDown (KeyCode.P))
i

backgroundSound.Pause ();
Time.timeScale = 9T;
thePauseMenuScreen.SetActive (true);

H

if (Input.GetkKeyDown (KeyCode.Escape))
1

¥

Application.LoadlLevel (mainMenuLewel);

S Connect the animotor settings with the script
myAnimator.SetFloat ("Speed”, myRigidbody.velocity.x);

myAnimator.SetBoel ("Grounded”, grounded);
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T

285 S/%ent when an incoming collider makes contact with this object’s collider

286 void OnCollisionEnter2D (Collision2D other)

287

283 ffvriskel to sugkekrimenc tog

289 if{other.gamelbject.tag == "killbox™)

218 7

211 theGameManager.RestartGame();

212 FSfkalei tin sunortisi pou ftigksome sto gameManager
213

214 ffprepel na ginetai restart o xronos otan pethainei o player
215 moveSpeed = moveSpeedStore;

216 speedMilestoneCount = speedMilestoneCountStore;

217 speedIncreaseMilestone = speedIncreaseMilestoneStore;
218

219 deathSound.Play (); // giao na paiksei o ixos otan pethainet
22@

221 backgroundSound.Stop ();

222

223

224 1

225 1

226 }
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Mapaptnua ll: “Camera Controller” Script

Mo selection

1 using UnityEngine;

2 using System.Collections;

3

4 public class CameraController : MonoBehaviour {

5

6 /* we need to know the position of the player
7 agnd we use another script so we gecess it Like thati¥/
8

9 public PlayerController thePlayer;

18

11

12 /fto store the position

13 private Vector3 lastPlayerPosition;

14

15 //distance we need to move the comera

16 private float distanceToMove;

17

18 // Use this for initialization

19 void Start () {

28

21 //finding the script we need to access

22 thePlayer = FindObjectOfType<PlayerControllers ();

23

24 lastPlayerPosition = thePlayer.transform.position;

25

26 }

27

28 /¢ Update 1is called once per frame

29 void Update () {

38

31 distanceToMove = thePlayer.transform.position.x - lastPlayerPosition.x;
32

33 transform.position = new Vector3 (transform.position.x + distanceToMove, transform.position.y, transform.position.z);
34

35

36 //the last position of the player in the end of every frame
37 lastPlayerPosition = thePlayer.transform.position;

38 1

3m}

[87]



Mapaptnua lll; “Platform Generator” Script

6 PlatfermGenerater » L Update ()
1 wsing UnityEngine;
2 using System.Collections;
3
4 public class PlatformGenerator : MonoBehaviour {
5
6 public GameOhject thePlatform;
7
8 Althe point ahead of us that we need to
| A/know and generate more platforms
1@ public Transform generationPoint;
11
12 public float distanceBetween;
13
14 Sfwe need to know that becouse we don't
15 Alwant the platforms to over one another
16 private float platformWidth;
17
18
19 A/te randomize the distance between platforms
28 public float distanceBetweenMin;
21 public float distanceBetweenMax;
22
23 Afa value to decide which object we gonna be picking
24 private int platformSelector;
25
26 HAifFix the widths. Aveid the huge gaps between platforms
27 private float[] platformididths;
28
29 A/ta access the other script
3e public ObjectPooler[] theObjectPools;
31
32 Afmaking the y position of the platforms
33 private float minHeight;
34 public Transform maxHeightPoint;
35 private float maxHeight;
36 public float maxHeightChange;
37 private float heightChange;
38
39 Afgia na kalesw tin sunartisi pou dimiourgei carrots
48 public CarrotGenerator theCarrotGenerator;
41
42 A/na ta kanw random
43 public float randomCarrotThreshold;
44
45 Afgia na fFtiaksw cactus
46 public float randomCactusThreshold;
47
43 public ObjectPooler cactusPool;
45
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52
53
54
55
56
57
53
59
68
61
62
63
64
65
66
67
63
69
78
71

72
73

74
75
76
77
78
749
8@
81
82
83
84
85
86
87
88
89
9@
81
92
93
94
85

£ Use this for initialization
wvold Start () {

platformiidths

{

//the pooledObject is from the scripy “"ObjectPooler”
platformWidths [1] = theObjectPools [i].pooledObject.GetComponent<BoxCollider2D> ().size.

}

//the current height of the platform
transform.position.y;

minHeight =

maxHeight =
Sleingl idi

theCarrotGenerator

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

if (transform.position.x < generationPoint.position.x)

{

S/to randomize the distance between platforms
distanceBetween = Random.Range(distanceBetweenMin,distanceBetweenMax);

S/length=how many platforms we have
platformselector

Sfftiaxnoyme to ypsos na eingl tyxoio anamesag stis times poy toy dinw
heightChange = transform.position.y + Random.Range (maxHeightChange, -maxHeightChange

Sfgia na gpofygoume to provlima poy dimourgountai platforms eksw gpo to orig ths kame
if (heightChange > maxHeight) {

heightChange
} else if (heightChange < minHeight)

{
¥

heightChange

new float[theObjectPools.Length];
//pairnoyme to megethos toy collider gia ng kseroyme to makros kathe plotformas
for (int 1 = 8; 1 < theObjectPools.Length; i++)

maxHeightPoint.position.y;
transform gi‘ayto den to vazoyme pali

FindObjectOfType<CarrotGenerators> ();
Sfuriskel to object me to carrot generator script

Random.Range (2, theObjectPocls.Length);
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147 }
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SV itrebefesERala et lanasaLe o)) tnat W selected, G675 cole te O0T fhe coleckmaal (CefPenleaiiiact);)
eradblect et lattorm - TsdoiectPools] alebrormseleckor|. ietFoaleddafsitil;

S glve the osteon ana rototlon cous® @t et 1 Dstoetlmte 17 ot oteer soeiat
sgflzttorm. tresstorm. posttios - transtorm.zsitlon;

-sgflzttorn. tresstorm. robatios - tfranstorm.rotation;

“spRlattorm. sstactlue trus);

fithe distaurartel tuaia
it (Randor, Sywee (8%, 199%) ¢ rercomCarnok”reskold)

1
Sfmesas arte Hn olmioiryic Hs neds siotjoemes alls orin eetakinitte 1
sreransjaro pestion s£2 talos s alatormes. Thely oo sistgenatisy tlr eesh the

Seurisiaasie Hn sunartisd pew o) tiates Jpewnareate see to Cratfiereter soriat
theCarrotGe-arator, SIMTATTCLs (nea vecherD [iravsrornupesltlenas trarstenm.oasitior.y + Lo, trarstorm e itdor.zll;

if [Random.Range (3f; 108f) 4 randosCactusThreshald)

Davetject newCactuy = cactwsPool DetPooledObject () o/ ftimmome koinoergie me to alio sc-ipt

float cactusxXPosition  Random, Ramge |-platformdidths [platformtelector] ! 2 + 37, platformiidthe [platformtelector] [ 27 - 1F);
£iaee Left adpn proachrted ane kel ato Fight o afeirdl ong

Yectord coctusPosition = new Vectord (osctuasiPosition, & %7, &f);
rewCactus , transform, position = transform.position + coctusPositiong

Pl BTEUS ERRAER AT PATATIEA = EFaMLYEeA.FEEAEILN;
repCactus, Setict e | brus)]

o contiewtng: mites ol i3 testoniioter ae god boch the other M ,-.r' the Elotrors withort customcelietueen

sraneterm poaition = maw Vesterd (tranatoee position.x ¢ (platformdidshaplatforsialecsen] £y, sranpfors, poaltion.y, sranefers poaition
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Mapaptnua IV: “Object Destroyer” Script

GDbjectDstrayer + Mo selection

1 using UnityEngine;
2 using System.Collections;
3
4 public class ObjectDestroyer : MonoBehaviour {
5
B
7 S/ the point that we need to set behind the caomera,
] /5o we can destroy every object behind it
] public GameObject objectDestructionPoint;
18
11

i 13 S/ Use this for initialization
13 void Start ()} {
14
15 objectDestructionPoint = GameObject.Find ("ObjectDestructionPoint™);
16
17 }
18
19 [ Update is called once per frome
28 void Update () {
21
22 if (transform.position.x < objectDestructionPoint.transform.position.x)
23 {
24 J/Destroy (gomeObject);
25
26
27 J/when moking an object inactive, it saves more proccess
28 gameObject.SethActive (false);
29 }
38
31 }
32 }

[91]



Mapaptnua V: “Object Pooler” Script

Gﬂhjectpouler = Mo selection

1 using UnityEngine;
2 using System.Collections;
3 using System.Collections.Generic;
4 f/Sto use Llists we need that Llast line of using
5
6 public class ObjectPooler : MonoBehaviour {
i
&
9 S/the object we need to pool
1e public GameObject pooledObject;
1¥
12
13 S fthe number of the clones we need to
14 S fcreate by pooling the object
15 public int pooledfmount;
16
17
18 FSlcreating a List of game objects
19 List<GameObject> pooledObjects;
28
2% S Use this for initialization
22 void Start () {
23
24 pooledObjects = new List<GameObject> ();
25
26 for (int i = 8; i < pooledfmount; i++) {
xr
28 Sledw kanei kateytheian convert se gameobject
29 ffkai den xreiazetai position kol rototion
38 FS/h diadikasia ayth Legetoi casting it into something
31 GameObject obj = (GameCbject)Instantiate (pooledObject);
32
33 obj.SetActive (false);
34
35 SSadd the object to the list
36 pooledObjects.Add (obj);
37 i
38 1
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4
41
42
43

45
4a
47
48
449
58
51
52
53
54
55
56
57
58
59
a8
61
62
63
a4
65
66

Afcreate a new method so we can get the object
Afwe want to pool and use it whenever we want
A from every other script we want

public GameObject GetPooledObject()

1

Afthe size of our array. How many objects it has
for({int i=8; i<pocledObjects.Count; i++)

1

Afsearch for not active objects
if(!poocledObjects[i].activeInHierarchy) //if is not gctive

{

return pooledObjects[i];
AA1t returns them active

¥

AfAyto to kommati to vazw gig ng exw sigoyra ena object active
GameObject obj = (GameObject)Instantiate (pocledObject);

obj.SetActive (false);
pocledObjects.Add (obj);

return obj;
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Mapaptnua VI: “Game Manager” Script

 — 2

4% GameManager » [I] Reset ()
1 using UnityEngine;
2 using System.Collections;
3
4 public class GameManager : MonoBehaviour {
5
B Slayto kuriws to xrisimopoioume gia na kanei reset
¥ SrSRail tis times toy xronoy klp otan pethainei
i public Transform platformGenerator;
9 private Vector3 platformStartPoint;
18
11 public PlayerController thePlayer;:
12 private Vector3 playerStartPoint;
13
14 private ObjectDestroyer[] platformList;
15
16 S/mpainei sto alle script
17 private ScoreManager theScoreManager;
18
19 S/mpainei se olle script
26 public DeathMenu theDeathScreen;
21
22
23
24 /4 Use this for initializotion
25 void Start () {
26
7 A4 einai idi transform giayte den to vazw
28 platformstartPoint = platformGenerator.position;
29
3a playerstartPoint = thePlayer.transform.position;
21
32 SAvriskei to object pou exei ayto to script
33 theScoreManager = FindObjectOfType<ScoreManager> ()3
34
35 ¥
37 A Update is colled once per frome
38 void Update () {
39
48 1
41
42 Afcreating new method.
43 AfIt is gonng colled whenever the player falls off
=
45 public woid RestartGame()
45 {
47 SStwra me to menu den xreiazetai i coroutine
48 Afara pairnw ayta poy grafw sto IEnumerator
49
5@ Aftin stigmi pou tha pethanei o player tha prepei
51 S/na stamatisei o counter tou score
52
53 thescoreManager.scorelncreasing = false;
54 thePlayer.gameObject.5etActive (false); //svinei ton player
55
56 Aftin stigmi pou pethanei tha emfanistei to death screen
57 thebeathScreen.gameObject.SetActive (true);
58
59 }
RER
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92 }

Afnea function
public woid Reset()

1

thebeathScreen. gameObject.SetActive (false);
Ffsvinei to death screen otan ginetai pali te reset to paixnidiou

Afme ayto to kommati lumoyme to provliime ton pollwn platforms
Afpoy den katastrefontai meta to restart

platformList = FindObjectsOfType<ObjectDestroyer: ();
for (int 1 = 8; 1 < platformList.Length; i++)

1
¥

platformList [i].gameObject.SetActive (false);

thePlayer.transform.position = playerStartPoint;
Afepanaferel tin thesi stin arxiki

platform@enerator.position = platformStartPoint;
Afepanaferel tin thesi stin arxiki

thePlayer.gameObject.SetActive (true);
Afksanagemfanizel ton player

Afotan kanei restart tha prepei no ginei reset sto score
Afkal na arxisel pali na metraei
theScoreManager.scoreCount = 835
theScoreManager.scorelncreasing = true;
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Mapaptnua VII: “Score Manager” Script

ScoreManager.cs

4% ScoreManager = L] Update )

1 using UnityEngine;
2 using System.Collections;
3 using UnityEngine.UI; //to be able to put text to ouwr application
4
5 public class ScoreManager : MonoBehaviour {
B
7 public Text scoreText;
3 public Text hiScoreText;
9
18 public float scoreCount;
11 public float hiScorelfount;
12
13 public float pointsPerSecond;
14 Foh value poy tha ypologizei pote tha exw score.
15 SSoso proxwraeil o player kai den pethainei dilaodi
16
17 public bool scoreIncreasing;
18

i 19 S5 Use this for initialization

| 20 void Start () {
21
22 FfPLayerPrefs.Deletekey ("HighScore™);
23
24 Afgia na kratame to high score akoma kai otan pethanei
25 if (PlayerPrefs.HasKey ("HighScore™))
26 I
27 hiscoreCount = PlayerPrefs.GetFloat (“"HighScore™)};
28 1
29
38 3
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31

32 S Update is colled once per frame

33 volid Update () {

34

35 if (scoreIncreasing)

36 Afto scoreIncreasing to orizoume sto GomeMonager
37 f

38 scoreCount += pointsPerSecond * Time.deltaTime;

39 A/ to score pou prosthetoume se kathe frame

48 S Time.deltaTime: The time in seconds

41 FAit took to complete the Llast frame

42 }

43

4L if (scoreCount > hiScoreCount)

45 f

4R hiscoreCount = scoreCount;

47 PlayerPrefs.SetFloat ("HighScore™, hiScoreCount);
48 Ffsave a volue sto computer pou legetai HighScore
49 //kal exeil thn timh toy hiScoreCount

50 }

51

52 A*PlayerPrefs: Stores and accesses player preferences
53 * between game sessions

54 PlayerPrefs.GetFloat: Returns the volue corresponding
55 to key in the preference file if it exists.

56 PlayerPrefs.HasKey: Returns true if key exists in

57 the preferences.

58 PlayerPrefs.SetFloat: Sets the value of the preference
59 identified by key.

68 PlayerPrefs.DeletekKey: Removes key ond its corresponding
61 Walue from the preferences®/

62

63

64 //add the text to our screen

65

66 scoreText.text = "Score: " + Mathf.Round (scoreCount);
67 hiScoreText.text = "High Score: " + +Mathf.Round (hiScoreCount);
68

69 3

78

71 Afftiaxnw sunartisi gia na xrisimopoio to AddScore kai se alla scripts
72

73 public wveoid AddScore(int pointsToAdd)

74 {

75 scoreCount += pointsToddd;

76 3

77 }
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Mapaptnua VI “Pick Up Points” Script

G pickUpPoints » m OnTriggerEnter2D (Collider2D other)

1 using UnityEngine;
2 using System.Collections;
3
4 public class pickUpPoints : MonoBehaviour {
5
6 public int scoreToGive;
7
a8 private ScoreManager theScoreManager;
9 //Sgia na mpoume sto allo script
18
11 public AudicSource eatSound;
12 //gia ton ixo pou trwei
13
14
15 /ff Use this for initiaglization
| 16  void Start () {
17
18 theScoreManager = FindObjectOfType <ScoreManager: ();
19 /fvriskeil ta objects pou exoyn to ScoreManager
28
21 eatSound = GameObject.Find ("EatSound™).GetComponent<AudioSource> ();
22 /7 sundew to arxeie tou ixou mou me tin metavliti
23 }
24
25 /4 Update is called once per frame
26 void Update () {
27
28 b
29
38 A/build-in sunartisi
31 //Checks to see if something enters our trigger.
32 //That smthing is another object that has a collider
33
34 vold OnTriggerEnter2D (Collider2D other)
35 {
36 if (other.gameObject.name == "Player”)
37 SAif that "other” is our player
38 {
39 theScoreManager.AddScore (scoreToGive);
48 Sfxrisimopoiw tin sunartisi apo to script
41 S/5coreManager me value scoreToGive
42
43 gameObject.SetActive (false);
L Sfinactivating to object pou exel
45 ffayto to script. Ta karota diladi
46
47 S/gia na min akougetai san enas ixos
43 S/otan mazeyel ta krota poly grigora
449
5@ Sfan o ixos paizeil idi tote stop kail metao paikse pali
51 if (eatSound.isPlaying) {
52 eatSound.Stop ()
53 eatSound.Play ();
54
55 } else
56 1
57 eatSound.Play ();
58 1
59
1] 3
61 1
62 }
63
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Mapaptnua I1X: “Carrot Generator” Script

Mo selection
1 using UnityEngine;

2 using System.Collections;

3

4 public class CarrotGenerator : MonoBehaviour {

5

& public ObjectPooler carrotPool;

7

] public fleat distanceBetweenCarrots;

9

18 //new method

11

12 public void SpawnCarrots(Vector3 startPosition)

3
14 GameObject carrotl = carrotPool.GetPooledObject (); //h sunartisi pou ftiaxnei gome objects ston kosmo
15 carrotl.transform.position = startPosition;
16 carrotl.SetActive (true);
17
18 GameObject carrot? = carrotPool.GetPooledObject (); //h sunartisi pou ftigxnel game objects ston kosmo
19 carrot2.transform.position = new Vector3(startPosition.x - distanceBetweenCarrots, startPosition.y, startPosition.z)
28 carrot2.SetActive (true);
21
22 Gamedbject carrot3 = carrotPool.GetPooledObject (); //h sunartisi pou ftixnei gome objects ston kosmo
23 carrot3.transform.position = new Vector3(startPosition.x + distanceBetweenCarrots, startPosition.y, startPosition.z)
24 carrot3.SetActive (true);
B}
26
27}
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Mapaptnua X: “Main Menu” Script

IRy '=inMenu.cs 5 !

@Mﬂinh‘ienu = Mo selection

1 using UnityEngine;

2 using System.Collections;

3

4 public class MainMenu : MonoBehaviour {

5

] public string playGamelLewvel;

FJ Afgia na mporw no xrisimopoiisw onoma

|j Ffapo alli scene

9

18 public GameObject theInfoScreen;

1% public GameObject theCreditsScreen;

4

13

14 void Update()

15 {

18 if (Input.Getkey (KeyCode.Escape))
17 {

18 theInfoScreen.SetActive (Talse);
15 theCreditsScreen.SetActive (false);
20 1

21 }

22

23 public void PlayGame()

24 {

25 Application.lLoadlLevel (playGamelLewvel);
26 }

27

28 public void QuitGame()

29 {

38 Application.Quit ();

31 }

32

33 public void Credits()

34 {

35 theCreditsScreen.SetfActive (true);
36 }

37

38 public void infoGame()

39 {
48 theInfoScreen.SetActive (true);
41 }
42
43 public void arrowBack()
44 1
45 thelnfoScreen.SetActive (false);
48 theCreditsScreen.SetActive (false);
47 }
43 }
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Mapaptnua Xl: “Death Menu” Script

{3 DeathMenu » [I] RestartGame ()

1 using UnityEngine;
2 using System.Collections;
3
4 public class DeathMenu : MonoBehaviour {
5
6 public string mainMenulLevel; //giag nao kanw gccess stin moinmenu scene
7
8 private AudioScurce backgroundSound;
9
1@ public GameObject areSureMenu;
11 public GameObject theDeathMenu;
12
13
14 public void RestartGame ()
15 7
16 backgroundSound = GameObject.Find ("backgroundSound”).GetComponent<{AudioSource> (
17
18 £ sunartisi pou tha xrisimopoiisc ape to gaomemanager
19 FindObjectOfType<GameManager>().Reset();
28
21 backgroundSound. Stop();
22 backgroundSound.Play(};
23 3
24
25 public void areSure()
26 I
27 aresureMenu.SetActive (true);
28 theDeathMenu.SetActive (false);
23 3
38 }
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Mapaptnua Xll: “Pause Menu” Script

GPauseMenu » Mo zelection

3

5
[
7
8
9

18
11
1z
13
14
15
16
¥z
13

58 }

1 using UnityEngine;
2 using System.Collections;

4 public class PauseMenu : MonoBehaviour {

public string mainMenulevel; // gia nao mpw se alli scene
public GameObject pauseMenu;
private AudiocSource backgroundSound;

public GameObject areSureMenu;
public GameObject theDeathMenu;

void Start()

1
i

backgroundSound = GameObject.Find ("backgroundSound”).GetComponent<AudioSource: ();

S*Time. timeScale: the scale gt which the time is passing.
This can be used for slow motion effects®/

public woid PauseGame()

i
Time.time5cale = &@F;
pauseMenu.SetActive (true);
backgroundsound.Pause ();

¥

public woid ResumeGame ()

1
Time.time5cale = 17;
pauseMenu.SetActive (false);
backgroundSound.UnPause ();

¥

public woid RestartGame ()

i
Time.time5cale = 17;
pauseMenu.SetActive (false);
FindObjectOfType<GameManager>().Reset();
A sunartisi pou tha xrisimopoiise ape toe gomemanoger
backgroundsound. Stop();
backgroundSound.Play();

¥

public woid areSure()

!
pauseMenu.SetActive (false);
aresureMenu.SetActive (true);

¥
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Mapaptnua XI1I: “Are Sure” Script

Arasure.cs

{}Amﬂule » Mo selection

1 using UnityEngine;
2 using System.Collections;
3
4 public class AreSure : MonoBehaviour {
5
B Flfgia ng kanw access stin mainmenu scene
7 public string mainMenulewvel;
a
] private AudiocSource backgroundSound;
1a
Il public GameObject areSureMenu;
i2 public GameQbject theDeathMenu;
13 public GameObject thePauseMenu;
14
I5
16 public void noSureDeath(} //no button
17 {
15 areSureMenu.SetActive (false);
19 theleathMenu.SethActive (true);
20 3
21
22 public void yesSure() //yes button
23 7
24 Time.timeScale = 17;
25 Application.LloadlLevel (mainMenulewel};
26 1
27
28 public void noSurePause() //no button
29 7
e aresureMenu.SethActive (false);
31 thePauseMenu.SetActive (true);
32 3
33
34 }
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Napaptnua XIV: Epwtnuatoddywo “For The Gamers”

For the Gamers

& Questionnaire for the Gamers. | will use it for my dissertation, so thank you in advance for your
participation.

*Required

What gender are you? *

O Male
O Female

How old are you? *

O Less than 13

O 131018
O 19t023

O 241028

O older than 28

How many years do you play video games? *
(O less than 1 year
O 1 1o 4 years

O 5to 7 years

O 710 10 years

O more than 10 years
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Which genre of video games do you play? *

¥ou can choose more than one choice.

I:I Action

First-Person Shooter

O

Action-Adventure
Adventure
Role-Playing Games (RPG)
Strategy

Sports

Indie

Simulation

Casual

Massively Multiplayer
MOBA

Racing

Open World
Atmospheric

Puzzle

O 0000000000000 ~0

Other:
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Which type of Video games do you prefer? *

O Single player
O Online Multiplayer

(O LAN Games (Local Area Network Games)

In which platform do you prefer to play video games? *

You can choose more than one choice

[] Personal Computer (PC)
[] sony Platform (Playstation, ps2, ps3, ps4)
D Microsoft Platform (Xbox, Xbox One, etc)

[] Nintendo Platform (Gameboy, etc)

What do you like most about video games?

You can choose more than one choice.

D The graphics

[[] The story

The fireworks

The oportunity to solve riddles

The construction

The oportunity to build your own communities

The oportunity to meet new people

Other:

O 00000
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Would you like the idea of making your own video games? *

O Yes
O MNo

O Haven't thought about it

If yes, which game engine would you prefer?
You can choose more than one choice.

[J unity 3D

[] LeadWerks Game Engine
Unreal Engine

CryEngine 3

HeroEngine

Rage Engine

Project Anarchy
GameSalad

GameMaker: Studio

App Game Kit

Cocos2D

O 000000 f0gdao

Other:

Which games do you play? *
Flease write the titles separated by comma. Write as many as you like. (Example: Rome Total War,
Crash Bandicoot 3, Uncharted 4)

What type of video games do you prefer to own? *
O Digital Files (Example: Steam)

(O Hardcopies (Example: Bluray, DVD)
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saving game
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side-scrolling,
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stand-alone
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target group
To kowo oto omnolo anevBuvetal, 12
textures
Mpoidvta oxedlaopol ypadlkwyv yla
TomoBétnon otlg emdpAVELEG TWV
QVTIKELUEVWY oTO. Blvteomalyvidia,
14
top-down
Ao mavw mpog ta KAtw, 19
updates

MpoaoBrikec e otdxo TNV avapadpion
Kol ETEKTOON TOU noén
dnuooctleupévou Bteomalyvidiou, 15

user interface

TO KOMMATL TIOU METATPEMEL OAEG TIG
Aewtoupyieg  tou Kwdlka  og
OTITIKOOKOUOTIKO KoL OXL HOVO, UALKO
yla va €xeL emadn o xpnotng, 17

video game

Bwrteomayvidy, 12

virtual space
Elkovikog xwpog, 19
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Links TmVv TTaiyviSLwv Tov ava@£povTal 6TV TTUXLAKT)

http://playtictactoe.org/

https://www.sparkchess.com/

https://mario.nintendo.com/

http://us.blizzard.com/en-us/games/sc2/

https://www.ubisoft.com/en-US/game/prince-of-persia/

http://www.unchartedthegame.com/en-us/

http://www.dark-chronicle.co.uk/

https://www.ageofempires.com/

http://www.rockstargames.com/vicecity/

http://assassinscreed.ubi.com/en-gb/home/

https://www.callofduty.com/

https://www.tombraider.com/en-us

http://streetfighter.com/

https://www.mortalkombat.com/

http://dragonball.bandainamcogames.com/

http://www.dreamfall.com/

https://www.totalwar.com/

https://elderscrolls.bethesda.net/

http://thewitcher.com/en/witcher3

https://www.easports.com/fifa

https://www.konami.com/wepes/2017/eu/en/

https://www.2k.com/games/nba-2k17

https://www.microsoft.com/games/flight/

https://www.needforspeed.com/

http://www.gran-turismo.com/qr/

https://worldofwarcraft.com/en-gb/
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https://www.2k.com/games/nba-2k17
https://www.microsoft.com/games/flight/
https://www.needforspeed.com/
http://www.gran-turismo.com/gr/
https://worldofwarcraft.com/en-gb/

https://www.smitegame.com/

http://blog.dota2.com/

http://play.na.leagueoflegends.com/en US

http://stardewvalley.net/

http://www.hotlinemiami.com/

http://www.shiningrocksoftware.com/

http://www.darfurisdying.com/

http://www.re-mission2.org/#/about

http://www.puffgames.com/snake/

https://www.angrybirds.com/games/
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