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EYXAPIZTIEZ

H Ttapouca TITuxIoKr) €pyacia OAOKANPWONKe META aTTd MAVES
OOUAEIAG TTAVW O€ €Va AVTIKEIMEVO TTOU HE evOIQPEPE! 101aiTEPA. TNV
TPOOTIABEId PoU auTh UTTOOTAPICE O ETTIRBAETTWY KABNyNTAG MOou,

Niko¢ Z. Z&xapng, Tov oTT0io Ba BeAa va euxapIoTACOW.

lwavvng Znevtiag 3



AvaTtrtuén Bivreotraixvidiwv pe Xprion tTng Game Engine Unity

lwavvng Inevtlog



AvaTtrtuén Bivreotraixvidiwv pe Xprion tTng Game Engine Unity

NEPIAHWH

H Trapoluca TITUXIOKN €pyacia aoXOAeiTal ME TNV  AvATITUSN
Bivreotraixvidiwv HdeE XpAon TnG game engine Unity. H avarTugn
Bivreotraixvidiwy €ival €va atmd Ta ONPAVTIKOTEPA KOUMATIA TNG
Biounxaviag TG dlaokEdaoNnNS Kal £vag TTOAU TTPOCITOC TOMUEQS VIO
VEQPOUG TIPOYPAMMATIOTEG Ol oTToiol B€Aouv va egpyacTtouv. To
TTOPOKATW KEIMEVO KAVEI MIa €l0aywyry OTNV I0TopIia TNG Blounxaviag
Twv TTaixvidlwyv, To game development, TI¢ game engine Kal OgixVel
TOV BACIKO XEIPIOPO TNG pnxavnig Unity, ye okotrd Tnv dnuioupyia evog
atrAoikoU TTaixvidiou

ABSTRACT

The present thesis concerns the development of videogames using
the game engine Unity. Game development is one of the leading parts
of the entertaiment industry, and a very approchable working
possibility for young programmers. This thesis will cover the history of
the video game industry, game development, game engines and it will

show basic functions of Unity, in order for a game to be made with it.

EMXZTHMONIKH MEPIOXH: Apxitektoviki HAEKTPOVIKWY YTTOAOYIOTWV
AEZEIZ KAEIAIA: game engine, Bivreotraixvidl, scripting, avamtugn, unity, Biopgnxavia

dlaokédaong
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KepdAaio 1: H Biopnxavia tng d1aoKESAONG KAl TWV TTAIXVISIWV

1.1 Eicaywyn oTn Biopnxavia tng diaokédaong

H Biounxavia tng diaockédaong €ival n Blounxavia n otroia TTEPIAAPPAVEI OAEG TIG
utTnpeoieg kal ayabd odiaokédaong Ta oOTToid €XOUV KATTOIO QVTIKTUTTO OTnV
olkovopia. Metd atmro 1o 2000 n Biounxavia Tng diackédaong €ixe pia TPOPEPN
Avodo OTOUG TTEPIOCOTEPOUG TOWUEIG TNG, Kal PEXPI OAMEPA €xEl ONPIOUPYNOEI
eKaTopupla BEoEIg epyaoiag.
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Science-and useful Arts...

Eikéva 1.1 : ZtamoTikd NG Blopnxaviag
‘Eva oAU onpavTikG péPog TNG Blopnxaviag tng diaockeédaong eival n Biounxavia

Twv BivreotTraxvidiwy. XApIig Tnv amAotroinon Tng avamtuéng avegdpTnTwyv
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Bivreotraixvidiwv (dnAadn xwpic TNV Bondeia KAtTolou €kBOTN) , TNV ATTAOTTIOINON
ayopdg Kal TTWANCNS WNOIOKWY TTAIXVIOIWY JECW TTAATOOPUWY OTTwG TO Steam 1)
10 Origin, kai xapig NG "Nerd" KouAtoupag n otroia €yive dNUOQIANG OTO €upu
KOIVO, n Brounxavia Twv BIVTeOTTaIXVIOIWV €ide piIa TTApa TTOAU ypriyopn Gdvodo Kal
atmmodox atd 1o eupu Koivo. Me 76 dig doAdpia écoda 1o 2013, £xel LeTepAoEl
TTOMEG GAAEG  PBlopnxavieg wuxaywyiag. 2TV APEPIKN €xel CETTEPAOEl TNV
Brounxavia Taiviwv atmmo 1o 2007, kal otnv AyyAia €xel Eetrepdoel TNV Blounxavia
MouaoikAG atTd 1o 2008.

H Biounxavia Bivreotraixvidiwyv TrepIAapBaver xINddeg BEoEIC Epyaciag TTAYKOOUIOG
o€ TTOANOUG KAGOOUG, aTTd TTPOYPAUMPATIONO, O€ TEXVEG OTTWG POUTIKN (WYPAQPIKA
kal 3d modeling, éwg ka1 Béogig management kol marketing ,kabwg kal KAGdoug
TToU OnuIoUpyRBNKaV CUYKEKPIUEVA YIa Ta BIVIEOTTAIXVIOIA, OTTWG OXEOIAOTAG
emMTTEOWV Kal oXeOla0TAG gameplay. Xdpig TNV wn@iakn yop@r tng Blounxaviag ,
uTTdpxouVv TTOAAEG €uKalpieG yia OOUAEId €€-aTTOOTACEWS, Kal autd Oivel Tnv
EUKAIPia O avBPWTTOUG aTTO XWPES OTIG OTTOIEG N Blounxavia dev £Xel avaTTTUxOEi,
va TMIAcoUV DOUAEIG OTO €EWTEPIKO TTOI0 €UKOAa. ETTiong xdpig TG atrAoTroinong
XPAoNG Twv pnxavwy yia avamrtuén maixvidiwy (game engine), Tov OAo Kal
augavwy apiBué documentation kai tutorial, kai TNV avegapTNTOTTOINON TWV UIKPWV
TTAXVIOIWV  aTTd  TOUuG  €KOOTEG  XAPIC TTAATPOPUES  WNOIOKAG  TTWANOEWS
Bivreotraixvidiwy, n  Onuioupyia  TNG  avegdpTNTNG  OKNVR  QvATITUENG
Bivreotraixvidiwy  €xel OWOEl €UKaIpia O TTOAOUG €PACITEXVEG Vva  Yivouv
ETTAYYEAMATIEG , XWPIC VA XPEIOOTEI va TTPOCAN@TOUV aTrd KATToIa  €TAIpIA
avaTTuéng Bivreotraixvidiwy. TEAOG Ta TeEAeuTaia XpOVIa £XOUV EUPAVIOTEI TPOTTOI
XPNUATodOTNONG TTaIXVIBIWV ATTO TOUG idloug Toug XpAoTeg (crowd funding) éTTwg
10 Kickstarter kai Indiegogo, divovtag Tnv duvatotnTta o€ PIKPEG Ouades developer,
va @nidéouv Pivreottaixvidla Xwpic va xpeidletal va ouufiBacTouv PE KATTOIOV
€KOOTN

H Biouynxavia Twv Bivreottaixvidiwyv €iXxe tnv 0 ypriyopn dvodo atd TIg
Blounxavieg diaockédaong, Kal Bewpeite OTI péoa oTnv €mopevn OekaeTia Oa

ouvexioel Tnv avodo kail Ba {etrepaoel Ta 100 dio. o€ €TrjoIa €000a
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1.2 loTopIkn avadpoun
1.2.1 1970

‘G\‘\/

Eikova 1.2 : To Magnavox Odyssey,Byrke 1o 1972 kai €ival n TpwTn KOVOOAa yia Xprion

OTO OTTITI.

H Biounxavia Twv Bivreotraixvidiwyv Bewpeite OT Lekivnoe 1o 1972, étav n etaipia
Atari KukAo@opnoe 10 TTaixvidl Pong, To TTpwTo BIVIEOTTAIXVIDI TTOU €iXE EUTTOPIKN
emrtuxia. H mpwtn ékdoon Tou TTwAnoe TTavw atro 19.000 unxavég arcade. Ekeivn
TV XPOVIA EUPAVIOTNKE N TTPWTN KOVOOAQ yia TO OTIiTl, To Magnavox Odyssey,
aAAG eTTE10 KAWVOI ToUu Pong og @BnvEG TIPEG gixav yeuioel TNV ayopd, Kal Xwpig
KATTOIOV TTOIOTIKO €AEYXO OI TTEAATEG €XAoAvV TNV EPTTIOTOOUVN TOUG, KOl AUTO
0dyNnoe oTnV TTPWTN CUVTPIRR TNG ayopdg 1o. AUTA n ouvTpIB CTAUATNOE UE TNV
emTUXia Tou Space Invaders 10 1978 , n oTroia ¢ekivnoe pia "xpuon" eTToxn yia TNV
Biounxavia Twv Bivreotraixvidiwy . AuTr) n €mmiTUXia €Kave TIG KaPTTiveg arcade va
EMQAVIOTOUV OE ONUOYIAAG TTEPIOXEG, OTTWG EUTTOPIKA KEVTPA Kal €0TIATOPIA. TO
Space Invaders katdgepe va TTwARoel Tavw atrd 360.000 pynxavég arcade, Kai
MEXPI TO 1982 €ixe €00da 2 dig. doAGpIa.

MOAIC TTapatneriBnke n €mTuXia Tou, £yIVE CUM@WVIa yia Tnv dnuioupyia €vog
version Tou Space Invaders yia Tnv kovooha Atari VCS (mTou apyotepa
ovopaoTnke oe Atari 2600) , kai €yive n TIPWTN E€MMTUXIO TNG KOVOOAQG,
TeTpatTAaciddoviag TIC TTwAACeEIG TnG. H emrtuxia NG kovodAag Atari 2600

Eavalwvtavewe TNV ayopd Twv Home Console oTtnv deUTepn yeved TOUG

lwavvng Znevtiag 13
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1.2.2 1980

Eikéva 1.3 :To Nintendo Entertainment System, Bynke 10 1985, ka1 Bonénoe tnv

QUEPIKAVIKN Blopnxavia Traixvidiwy va avakauyel uetd atrd tnv deUtepn CuvTpIfn TNG

ayopdg 1o 1983

H apxn Tou 1980 €ide TNV "xpuon" emoxn Twv maixvidiwy yia Arcade va QTAavel OTO
CeviB TnG. O1 TTwARoEIC unxavwy arcade otnv Auepiki auéndnkav amod Ta 50 &k.
doAdpia 1o 1978 o€ 900 ek. 10 1981, pe kKEPDOG TTOU Va £XeEl TACEl Ta 2.8 dIG. TO
1980, 5 di1g 1o 1981 ka1 p€xp! Ta 8 dig T0 1982 , EeTEPVWVTAG TO ETACIO KEPDOG TNG
pop HWouoIkng(4 d1g.), kKal Twv Taviwv Hollywood (3 &1g) padi. EkTog atmd autd, ol
OTTITIKEG KOVOOAEG €ixav éva kEPOOg 4 I Tnv idla Xpovid. Auta Ta KEPON
ouvéXIoav PEXPI Kal To . H peyaAuTepn €TTITUXiO TNG ETTOXNG Tav To Pac-Man 1ng
eTaipiagc Namco, 1o otroio TTwAnoe mavw atmo 350.000 pynxavég arcade. kal péoa
o€ évav Xpovo £Ryale €0oda Tou 1 dIG.

H apxn NG OekaeTiag €ide TNV Avodo TOU TTPOCWTTIKOU UTTOAOYIOTH KOl OTnv
QVATITUEN TTaIXVIBIWY aTTO £PACITEXVEG, 1I01AiTEPA OTNV Eupwtin pe 1o ZX spectrum
kal otnv Acia pe To NEC PC-88 kal To MSX . ETriong gu@aviotnke n dvodog mng
onuooioypagiac pe Béua Ta Pivreotraixvidia. To 1983 ,évag peydAog apiBuog
ETAIPIWV APXIOE Va PTIAXVEI 60O TT0I0 TTOAAG @OnNVA TTaIXvidla YTTopEi, uE OTOXO Va
Bydler pikpd éooda atrd 1O KaBéva. AuTd dnuioupynoe €vav TePAOTIO apPIOPO
shovelware TiTAwv, pe o160 YyVWOTO autwy 1o TTaixvidl E.T. yia 1o Atari 2600 10
OTTOI0 avaTéBNKE O €vav TTPOYPOUMOATIOTT) HE XPOVIKO Oplo 6 eBOONAdES Kal
Bewpeite oav €va atrd Ta XeIPOTEPA TTaIXVvidla OAWV TwV ETTOXWYV, Kal évav atrod
TOUG KUpPIouG AGYouG yia TNV TITwon Tng Atari. AuTd KATEOTPEWE TNV EUTTIOTOOUVN
TOU KolvoU oTa Bivreotraixvidia, kalr odrpynoe otnv OeUTEPN, KOl CNUAVTIKOTEPN,
ouvTPIRN TNG AMEPIKAVIKAG Blounxaviag Bivreotraixvidiwv 10 1984. H Biounxavia
apxloe va emmaveépyeTal Xapig Tnv kukAogopia Tou Nintendo Entertainment System,
TO OTTOIO €iXe OAV ATTOTEAEOUA N ayopd TwV KOVOOAWY YIQ TO OTTITI VO KUPIAPXEITE

atrd lomrwvikég eTaipieg Ommwg n Nintendo kai n Sega. H Nintendo etréTpette
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MOVAXQ 0€ OUYKEKPIPEVEG ETAIPIEG VA QTIAXVOUV TTaIXVvidia yia To cuoTnua NG, Kai
Toug €dive 10 Nintendo Seal of Approval, €101 OTAUATNOE KATA KUPIO AOYO Tnv
onuioupyia Twv shovelware, kal €101 "éowoe" TNV Blounxavia atrd TNV ouvTtpIRA.
270 TEANOG TNG OEKAETIAG EUPAVIOTNKAV Ol KOVOOAEG Xelpog (handheld) Game Boy
Kai Sega Game Gear, o1 oToieg cixav TepdoTia emTtuxia. To 1987 n Nintendo
éxaoe pMia Oikn evavtiwv Tng etaipiag Blockbuster Entertainment, kai autd

ETTETPEYE OTA TTAIXVIOIA va VOIKIAZovTal PE TOV idI0 TPOTTO OTTWG Ol TAIVIEG.

1.2.3 1990

Eikéva 1.4 : To PlayStation Atav n 1010 dnUO@IAAG KOVaoOAa TnG ETTOXNAG TNG, KAl EKAVE
OnNUOYIAA TNV Xprion CD yia Bivreotraiyvidia.

To 1990 eu@avioTnkav TTOAAEG KAIVOTOUIEG OTNV TEXVOAOYIa TwWV BIVIEOTTAIXVIOIWV.
O1 11016 oNPAVTIKEG €ival

H katd kupio Aéyo xprjon CD oTnv diavoun

Tnv xprion Aoyiopikou PBaociopévou ot GUI, 6Tmwg 10 Amiga OS, Microsoft
Windows kai Mac OS

Kaivotouieg otnv TeXxvoAoyia 3D ypa@Ikwy ,KaBwgs Kal TNV €0TiIOCN OTNV AVATITUEN
TTaIXVvIBIwV pe 3D ypagikd avri yia 2D

H e¢€NIgN o€ TaxuTnTa Kai TeXvoAoyia Twv CPU

H ouikpuvon Tou Hardware 1ou odrjynoe otnv avodo Twv PBIVTEOTTAIXVIOIWV YIa
KIvnTa

H avodog Tou internet TTou 010 TEAOG TNG DEKAETIAG ONUAvE TV apxr Tou online
gaming

AuTtr} TNV dekaeTia Ta TTaixvidia Baciopéva o€ TaIvieg €yivav o dnNUOPIAR, OTTWG
kar Ta sequel Bivreomraixvidiwv. ETTiong, kaBw¢ o1 gamers Tng TTPonyouuEvng
oekacTiag peydAwoav, dapxioav va gu@avifovral traixvidla pe 1oid €VAAIKO Kal
ooBapd TTepIEXOUEVO, UE Ta survival-horror games va €xouv peyaAn ¢Atnon. Me Tig
home consoles va kepdifouv €dagog, Ta Traixvidia Arcade eixav gekivrioelr TNV

TTwon Toug. Eidav pia pikpry eAtrida 6tav ta fighting games  Street Fighter 2 kai

lwavvng Znevtiag 15
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Mortal Kombat ékavav peydAn emtuxia, aAAd o1 KovoOAeg eixav AdN apxioel va
@TAVOUV ] OKOPA KAl va EETTEPVAVE TIG uNXavéS arcade o€ duvaun, Kal n Tdon Twv
TTAIXVIBIWV va dEXovTal 2-4 TTAiXTEG, 0OYNOE OTOV KOOWO VO TTEPIMEVEI VA Byouv
TA QVTIOTOIXO TTAIXVIdIA OTIG KOVOOAEG, avTi va £odeuel kEpuaTta oTa Arcade. Auto
0dnynoe TToAAG payadid pe Arcade va kKAgioouv.

AuTi TNV dekacTia A Atari €kave TNV TEAeUTaia TNG TTPOCTIABEIO VO UTTEI OTOV AyWVva
TOV KOVOOAwV He TO Atari Jaguar, TO OTT0i0 OV KATAQEPE va KAVEl ETTIBUUNTEG
TTWAACEIG, Kal N Atari ApXIOE va AOXOAEITAI JOVO PE TNV AVATITUEN TTAIXVIDIWY, Kal
Ox1 kKOvooAwv. H Sega £€ByaAe 10 Sega Saturn, aAAd e€aitiag TNG TTOAUTTAOKNG
QPXITEKTOVIKNG TOU, OEV €ixe apKeTOUG developer va @Tidyxvouv Traixvidla yia auTo,
Kal €101 XWPIG apkKeTA PeyAAn BIBAIOBAKN TITAWY, dev KATAPEPE va KAVEI KAAEG
TTwAAoelg. H Nintendo ékave oupwvia pe tnv Sony, va dnuioupynoel éva CD
player-add on yia 1o Super NES, €101 woTe va peyaAwoouv Tnv didpkeia {wng TG
Kovoohag, aAAad TeAikd n Nintendo okUpwoe TNV CUPQWvia Kal TTHYE OTNV
Panasonic yia va toug @Tiagel o add on. H Sony xpnoigotroinoe Ot €uabe atmo
TNV APXITEKTOVIKN TNG KOVoOAag Tng Nintendo kail £€@Tiage Tnv dIKIA TNG KOVOOAQ, to
Playstation. To CD add on yia 1o Super NES 6¢ev Bynke TToTé, Kai n Nintendo dev
xpnoigotroinoe texvoAoyia CD yia Tnv €mouevn TG kKovooAa, To Nintendo 64. To
QuUENUEVO KOOTOG KOl PIKPA XwPeNTIKOTNTA TwV cartridge evavTtiwv Twv CD ékave 10
Nintendo 64 va xdoel £€dagog, kai 1o Playstation va cival n 1016 dNUOQIANG
KOVOOAQ QuTH TNV OEKAETIO

H Biopnxavia gixe ethola €0o0da Twv 20 &16. To 1993, kal péxpl 1o 1998 cixe PTAOCEI
Ta 30 dI6.
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1.2.4 2000

Eikéva 1.5 : H Sony ouvéyxioe va kepdilel Tnv ayopd ue 1o PlayStation 2 10 otroio €yive n

top selling kovadAa 6AwV TwvV ETTOXWV

AuTtry Tnv dekaeTia n Sega €Quye AtTd TV ayopd kKOvooAwv, n Nintendo éxaoe
OKOPO PEYOAUTEPO HEPOG TNG ayopdg, kal n Microsoft é@miage tnv Ik TNG
KOVOOAQ.

H 1TpwTtn KOvooAa autriig TnG yevidg ATav To Sega Dreamcast, 10 0110i0 TTAPOAO
TWV KOAWV KPITIKWV TTOU OEXTNKE, KAl TWV KAIVOTOPIWV TTou éKave oTa online
TTaIVidla, aTméTuxe eCAITIOG TNG KAKAG GAMNG TTOU €iXe ATTOKTNON N Sega PETA TV
artroTuxia Tou Sega Saturn Kal TG TTEIPATEING.

H &eutepn kovooAa tmou Byrike Atav 1o Playstation 2, 10 omoio €kTO6¢ ATTO TNV
€CENIEN OTOV TOPED TWV YPOPIKWY, ATAV N TTPWTN KOVOOAA TTOU dEXOTAV KAl TAIVIEG
DVD, kavovtag 1o €101 éva atmmd 1a eOnvoTepa DVD players Tng €mmoxrng tou. ‘Eva
xpovo apyotepa n Nintendo ¢ByaAe To GameCube, Tnv TTPWTN TOUG KOVOOAQ TTOU
déxeTal oTITIKoUg diokoug. E¢aitiag TG apyotropiag Tou, To Ps2 eixe Adn kepdioel
MeyaAo pepidlo TNG ayopdg, kal To GameCube dev €kave KOAEG TTWAACEIG, Kal £TOI
Oev gixe TTOANEG eTaIpiEG va @TIAXVOUV TTaIXVidIa YIO QUTO, Kal £T01 OEV €iXe MEYAAN
emruyia. TEAog n Microsoft ptmke otnv ayopd KOVooAwv pe 10 Xbox, 10 oOTT0i0
NTav OXEBIAOUEVO YIa TNV EUKOAia avAatrTugng taixvidiwy yia 1o Xbox kai 1o PC
TauTdxpOVa.

MapoAo 1Tou n Blounxavia €ixe TAANWOEL, ATAV AKOUA TTOAU AOTOBEIG, e ETAIPIES

avamTugng Bivreotraixvidiwyv va eu@avifovral kai va KAgivouv TTOAU ypryopa.
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MapoAa autd, oto TEAOG TnNG dekaeTiag ¢ekivnoav Ta indie games va yivovTal TTolo
ONUOIAA ( pE emTUXieC OTTWG TO Braid kal 1o Limbo) . TEAog €yive dnUO@IAAS N
QvATITUEN TTaIXVIOIWV yId KIVATd, Ta OToid ApXIoav va aTrokTouv duvapun
OUYKPIOIPN JE Ta ouoThpaTa xeipdg 0tmwg 10 Nintendo DS kal To Sony PSP, kai n
QVATITUEN PBIVTEOTTAIXVIOIWV VIO 1I0TOOEAIDEG KOIVWVIKWY BIKTUWYV, OTTWG N ETAIpia
Zynga Trou Katagepe €00da Tavw atrd 300 ek. yévo dnUIoUPYywVTag TTaixvidla yia

10 Facebook.

1.2.5 2010

Eikéva 1.6 : To 2013 &ekivnoe n kaivoupyia yevid kKovooAwy, Pe 1o PS4 Tng Sony va oTrdel
TO PEKOP TIWANCEWV KOVOOAQG, ME TTAVW ammod 1 eK. TTWANOEIG 24 WPEG META TO

Aavodpioua Tou.

2AMEPQ, N Plognxavia BivieoTraixVvIOIwy €XEl PeyoAwoel o€ peydAo Pabuo,
dlwxvovTag TeAEIWG atmo Tavw NG TNV 10€a OTI Ta BivreoTraiyvidia gival pévo yia
maidid. Me tnv e€ENIEN kai Tnv diaBeoiudtnTa Tou internet, d6ONKe peyaAn €ugacn
oto Online Multiplayer kai otnv xprion tou Cloud yia atmoBrikeuon &edopévwv
OTTWG Save data, achievements k.a.

MeTd TnVv TepdoTia emTuxia Tou Nintendo Wii to 2007, gugavioTnke éva peyaAo
evOIOQEPOV YIa XeEIPIoPO TTauxvIdIwv ME Kivnon (motion control). Me 1o motion
controller Tng Microsoft yia 1o Xbox 360, kinect, va €xel Tavw amd 24 ex.
TTwAACoEIG N Microsoft aTro@AcIose va TO UTTOOTNPIEEl TTEPICOOTEPO, divovTag TO
dwpedv padi pe TRV Kaivoupyla Toug KOVvoOAa, To Xbox One, peyaAwvovtag €101 TO
evola@épov Twv developers va @TIGgouv TTaixvidia yia auto.

‘Evag dAAog Top€ag TnG TEXvoAoyiag Tnv otroia ayyifav Ta BivreoTraixvidla ,eival TG
EIKOVIKNG TTPAYMATIKOTATAG, UE TNV ETTITUXIO TNG "TTpoowTTidag” Oculus Rift, kal TIg
Valve kal Sony va @Tiaxvouv OIKIEG TOUuG €KOOXEG, €xel dnuioupyndei évag

evbouolaopog otV ayopd yIa EPTTEIPIEC TTOU XPNOIUOTTIOIOUV TNV  EIKOVIKNA
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TTpaydaTikéTnTa e 101aiTEPO  evdIO@EpoV OTa horror games, oTa oTroia n
aATTOPPOYPNON TOU TIAIXTN OTO TTAIXVidI €ival £vag aTTd TOUG TTI0 ONUAVTIKOUG TOUEIG.
EKTOC ammd TNV EIKOVIKI TTPAYMOTIKOTNTA, TIAPATNPEITE €VOIAPEPOV KAl OTNV
Auénpévn Mpayuatikdétnta (Augmented Reality), pe mTaixvidia TTou XpnoIPOTIOIOUV
TOV TTPAYMATIKO KOOUO oav To Setting Tou TTaixvidiou. Me OAo Kal TTEPICOOTEPA
augmented reality apps va dnuioupyouvTtal yia Kivntd, Traixvidia AR yia 1o google
glass ,kai Tnv Nintendo va utrooTtnpicel atmmeuBeiag Ta AR TTaixvidia, QTIAXVovTag
AR kdpteg TIg otroieg dlaBadel To 3DS, n Aug¢nuévn lMpayuaTikotnTa eival évag
TOMEQG PE TOV OTTOI0 Ba aoXoAnBei n Biounxavia Twv BIVIEOTTAIXVIOIWY OTO PEAAOV.
AUTA TNV dEKAETIO , TA TTAIXViIOIA OTO PC £XOUV apxioel TNV Avodo TOug, HETA ATTO TO
2007 110U BeWpPNnONKaV "veKPA", YE TNV TTAATPOPHUA AYOPAS WNPIAKWYV TTAIXVIOIWV
Steam va aTTOKTA dNUOTIKOTATA XAPIG TIG CUXVEG KAl TTOAU PEYAAEG EKTTTWOEIG TTOU
Oivel oTa Yn@Iaka Traixvidla, atréktnoe TepIoooTepousg atmmd 300 ek. XprioTeg Ta
TeAeuTaia  xpovia, avalwoyovwvtag Tnv ayopd Pivreotmraixvidiwv ota PC.
Tautdxpova OTTPWYXVOVTOG TNV ayopd TTPOG Ta Wn@IoKA TTaixVvidla, £dwoe sukaipia
oe avetdptnToug developers va @TIALOUV evBIO@EPOV PONVA TTaIXVIDIA YIa XWPIG
TNV BonBeia ekdOTn. Autd Ta BNVA PIKPA& BivreoTTaixvidia gixav T6ON TTEPACN OTO
Koivo, Ttou otnv E3 Tou 2013 n Sony é@epe aveEdpTnToug developers oTnv oknvi
va WIAQOOUV Kal va TTpooKaAéoouv TTepioocdTEPoUs developers va @TIAxvouv
aveEapTnTa TTaIXVIdIA KAl yIa TIG KOVOOAEG. Me TIG PEYAAEG UNXAVES YPOAPIKWV
Unreal Engine, CryoEngine kai Unity Pro va aAAdlouv TIg TINEG TOUuG aTTd pIa
ayopd XIAIGdwV €upw, OE MIa OUVOPOMN MIKPOU KOOTOUG KABE prjva, Kai Tnv
onuioupyia documentation kai tutorial yia apxdpioug, @aivete OTI Ta aveEdpTnTa

TTaIVvidla Ba ouveyxioouv TNV Avodo oTnv UTTOAOITTN OEKAETIAL.
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1.3 Katnyopigg raixvidiwyv

21NV apxn TG Brounxaviag Twv Traixvidiwy, TraiXvidla Ta oTroida fTav EYTTIVEUOHEVA
I Xpnolgotroloucav Trapdpoio gameplay pe AGAAa, TTepiypagoévioucav oav
"KAwvol" , pe TNV AéEn Doom-Clone va Ttrepiypdeel 6Aa 1a shooter Traixvidia
TTPWTOU TTPOCWTIOU TNG £TTOXNG, KABWGS TO TTaixVvidl Doom ATav TO TTOI0 dNUOPIAEG
TNG Katnyopiag. Nwpig gavnke 6T auTOG 0 TPOTTOG OVONOTIAG ival TIPOBANUATIKOG
KAl XPEIGOTNKE va OnuioupynBouv €upug KATNYOPIiEG TTOU va TTEPIYPAPOUV

KaAUTepa Ta TTaixvidia. O1 onUAvTIKOTEPES QUTWV Eival :

1.3.1 Action

Eikéva 1.7: Contra yia o NES

Ta action games {ntdve atmd TOUG TTAIXTEC YPIYOPO QVTAVAKAQCTIKA, EUCTOXIO Kal
ouvTovIouO yia va Eetrepdoouv eutrodia. Eival n o Bacikr Kal eupu Katnyopia
Taixvidlwyv. [MepIAduBave peydAeg uttokatnyopieg Omwg  Shooter, Fighting,
Sidescrollers , Platformers kai TTOAEG GAAeg. To gameplay Toug wg ouvhBwg
BaoileTe O€ PAXES
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1.3.2 Adventure

Eikéva 1.8: The Secret of Monkey Island yia Pc

Ta Adventure Games rjTav KATrola a1rd Ta TTPWTA TTaixvidla Tou dnuioupyrnénkavy,
pe To Text Adventure Traiyvidl Colossal Cave Adventure va toug divel TO Gvoua
Toug 10 1970. Ta adventure Traixvidia Bacifovral otnv Io0TopIa , BIGAGYOUS Kal
puzzle avTi yia YAxES Kal TTEPIMEVOUV TOV TTAIXTN VO OKEQPTEI, WG CUVNBWS XWPIg
xpovikdé wplo. Metd 1o 2000 Ta Adventure TTaixvidla apyioav va ecagavidovral,
oAa 10 2010 €idav pia avayévvnon, HME TTOANEG EUPWTTAIKEG ETAIPIEG VA
aoxoAhouvTtal padi Toug, Kal TNV eTaipia Double Fine, pia atmod TIG IOTOPIKES ETAIPIEG
adventure game va €mMOTPEPEI € AUTA

1.3.3 Role-Playing Games

Eikéva 1.9 : Morrowind yia PC

Ta roleplaying games Bacifouv 10 gameplay Toug¢ 0€¢ KAQOIKG E€mTPATTECIA
TTaiyvidla poAwv OTTwg 1o Dungeons and Dragons. Z1a TTEPICCOTEPQ rPg O TTAIXTNG

OlaAéyel €va OET IKAVOTATWY , Kal KaBwg Trailel 1o traixvidl kepdilel TTOVTOUG
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EUTTEIPIAG , KAl XAPIG AUTOUG eKTTAIOEUEl TTEPIOOOTEPEG IKAVOTNTES. H 10TOpIA
MTTOPEI va gival linear OTTwWG oTa TTEPICOOTEPA IATTWVIKA rpg, i UTTOPEi va divel oTov
TTaiXTN TTEPICOOTEPN €AEUBEPIa, divovTag Tou €TTIAOYEG VIO TO TTwG Ba aAAGgel Tnv
ioTopia Eival pia atmmd TiIg 1010 dNUO@IAAG KATNYOPIEG TTAIXVIOIWY , KAl TTEPIEXEI
GAAEC PEYAAECG uTTOKATNYOPIEG, OTTWG Ta Jrpg (I0TTWVIKA rpg) Kal Ta mmorpg
(massively multiplayer online rpg). EKT6¢ atmé autd , oToixeia atrd 1a rpg maixvidia
€XOUV apxioel va gugavifovral o€ AANEG KaTnyopieg, OTTWG ouoTruara leveling o€
shooter Traiyvidia.

1.3.4 Simulation Games
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Eikéva 1.10: SimCity 5 yia 1o PC

Ta Simulation games e€ivar TTaixvidla 10U TTPOCTIAB0UV VA TTPOCOUOILCOUV
TPAYUATa ATTO TNV TTPAYMATIKOTNTA, KAl va BAAOUV Twv TTaixTn otnv B8éon Tou
xelpiot). Ta Simulation games XpnoIYOTIOIOUVTAl CUXVA OTnV  eKTTaidcuon

epyadopévwy, 6Twg Ta Flight Simulation games.
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1.3.5 Strategy Games

\ -~

Eikéva 1.11 : Starcraft yia To PC

Ta Strategy games eoTidlovral o€ gameplay 1Tou xpeidletal ypriyopn oKEWn Kal
OTPATNYIKA, KAl N KAiJOKA TOUG PTTOPEI va gival aTTd JAXES ME MIKPEG OPADEG, MEXPI
TNV KATAKTNON ToUu KOOUOoU. O TTaiXTng £xel Tov €Aeyxo Tou TTediou TNG MAXNG, Kal
Oivel eVTOAEG OTIG povadeg Tou. Ta strategy games €xouv pifeg atto Ta mTPATTECIQ
TTauxvidla otpatnyikAs. Kupiwg Ta traixvidla auThG TNG KATnyopiag @TiaxvovTal yia
PC, kai trepiAauBdavouv uTtokaTnyopieg OTTWG turn based strategy ota otroia o
TTaiXTNG €XEI 600 XpOvo BEAEI oTnVv OTPOPN Tou, Kal real time strategy ota otroia

TTaidouv OAOI O TTAIXTEG TAUTOXPOVA.
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1.4 TexvoAoyikég €EeAielg kal To péEAAoV

Eikova 1.12 : To Oculus Rift

H peyaAltepn T1AONn T1OU  PBAETTOUME  ONUEPA  €ival  TTPOG TNV EIKOVIKN
mpaypatikétnTa, pe VR visors 6mwg 1o Oculus Rift, kar motion controls ol
developers éxouv apxioel va @TIAXVOUV EUTTEIPIEG TTOU £XOUV TOV TTAIXTN EVTEAWG
aQOOIwWUEVO Ot auTéG. 'Eva amd Ta onuavtikOTEPA ONUEId TNG  EIKOVIKNG
TTpaypaTikéTNTOG €ival OTI Ta TTaixvidia xpeiddetal va traidouv ota 60 fps oTabepd,
aAAIG o TraixTng CaAileTe, dpa o1 €CENIENG TNG TEXVOAOYIAC OTIC KAPTES YPAPIKWYV
kar CPU Ba Tmai¢ouv onuavtikd poAo oTnv avamTtuén TaiXviOIwV EIKOVIKNG
TTPaypaTikdTNTAG. TEAOG 01 TEXVOAOyie¢ motion control XpeldleTal va augroouv TNV
akpipela Toug, £TeId AABn akpiBeiag Ba cival TTOAU 1o eppavég o€ Virtual Reality

games.
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KegpdAaio 2: AvarmTugn Bivreotraixvidiwv

H avatrtuén eptmopikwyv Bivreotraixvidiwyv &ekivnoe 10 1970 pe tnv €Aeuon Tng
TTPWTNG YEVIAG KOVOOAWYV Kal TTPOCWTTIKWY UTTOAOYIOTWYV. AOGYOU TwV XAPNAwvV
IKOVOTATWY TWV UTTOAOYIOTWYV KAl KOVOOAWY, £€vag TTPOYPAUMPATIOTHS JTTOPOUCE va
avaTITUgEl éva TTANPEG TTaIXVidl JOVOG Tou. QOTOCO PE TNV €EENIEN TWV IKAVOTHTWV
TWV KOVOOAWV KAl UTTOAOYIOTWY Kal TNV au¢non Twv TIPOCOOKIWY TWV
KaravaAwTtwy, £€yive avaykaia n  avamrtuén  Bivreommaixvidiwv  atrd oAU
MEYaAUTEPEG OuGdES developers.

Ta Bivreotraiyvidla avatrruooovtal Yevikd o€ @Aaocelg. lNpwTtov otnv  1Tpo-
Tapaywyn (pre-production) , pitches mpwtdétutTta Kai game design documents
dnuioupyouvTal. Av 1o TraixVvidl eykpIOei, EeKvAagl N @Aon avaTTuéng. & auTh TNV
@aon atmracyoAouvtal peydAeg opadeg developer , dia@opwyv appodIoTHTWY, OTTWG
oXeOIOOTEG, KAANITEXVEG, TTPOYPOUMOTIOTEG testers KATT. Ta Traixvidia TTEPVAvE
até Ta oTadla avatrtuéng,alpha kar beta 1piv diagnuiotolv ye demo kai trailers,

Kal TEAIKA ekdoBoUv.

2.1 P6Aoi1 Avatrtuéng

2TIG ApXEG TNG Bropnxaviag Twv BIVTEOTTAIXVIDIWY, £VOG TTPOYPAPUATIOTAG ETTAIPVE
oxeddv OAoug Toug pPOAOUG TNG AVATITUENG €VvOG  TTaiXVvidiou, atmd  Tov
TTPOYPOUMATIONO, YPOQPIKA, NXNTIKA €QE KATT, Kal O XPOVOG QVATITUENG €VOG
TTaIXVIOIoU ATAV TO TTOAU HEPIKOI PAVEG . ZAMEPA Ol OPAdEC QVATITULNG £XOUV
eeidikeupévoug developer yia kadBe poAo oTnv avatTuén Tou TTaixvidiou. Mepikoi

a1TO TOUG KUPIOUG POAOUG gival :

2.1.1 Napaywyog

O Tapaywyog diaxelpiCetal TNV opdda avamrtuéng, Ta XpovodiaypdupaTtd, Ta
reports TTPoddou, TIG TIPOCANWEIC Kal aAvABECon TTPOCWTTIKOU METALU AAAWV
uttoxpewoewv. Eival autég mmou emPBAETTeEl av n oudda Bpiokere evidg oxediou,

TTPOUTTOAOYIOHOU, Kal av dgv uTTdpxouV TTPoRARuaTa uéca oTnv oudda.
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2.1.2 Zxed10OTAG

O oxedlaoTn¢ gival To ATopo To 0TToi0 OXEDIAEI TO gameplay, TouG KavOoveg Kal TNV
ooun Tou TTaIXVIdIoU. O1 oudadeg avaTITUENG WG CUVNBWG EXOUV £vav ETTIKEQPAAT
oxedIOOTH, O OTT0IOG CUVTOVICEl TO £py0 TwV AAAwV oxedlaoTwy. Eival autdg tTou
opapaTideTe TTWG Ba "mTailel" To TTaIXVidl. ZuXva 0 OXEBIOOTAG TTAiPVEl Kal TOV pOAO
TOU ouyypagéa, 1 douAevel padi pe autdv, yia va dnPIoupynoouv Tnv IoTopId,
OIaAOyouG Kal apriynon Tou TraIXVvIOIoU. 2& MEYOAUTEPEG OMPADEG, UTTAPYOUV
gexwpIoToi oXeDIOOTEG yia didgopa pépn Tou Traixvidlou, OTTwg gameplay, Ul,

dldAoyol K.q.

2.1.3 KaAAITéxvng

O kaANiITéxvng Onuioupyei artwork yia 1o Traixvidl. H Trapaywyry Tou artwork
ouvnRBwg eRAETTETE ATTO £vav ETTIKEQPAAN KAAAITEXVN O OTTOI0G GlyoupeUEl OTI TO Ol
KOANITEXVEG OEV EePEUYOUV ATTO TO OPANA TTOU £XEl OXEDIAOTE yia TO Traiyvidl. H
douAgia Tou KaANITEXVN PTTopEi va gival Baoiopévn o€ 2D ) 3D. O1 kaANiTéxveg 2D
TTapdyouv ikwveg(sprites), ugég(textures), @ovra , Ul (user interface) k.a. Ol
KaAAiITExveg 3D mapdayouv 3D povréda , meshes, animations, cinematics K.a.

Mepikoi KaANITEXVES KaTaAauBavouv Kal Toug dUo pOAOUG.

2.1.4 NpoypapuaTiIoTAG
O T1rpoypapuaTIoTAG €ival autdg TTou ypAgel Tov KWOIKa Tou Traixvidiou, 1 Tng
game engine 1Tou Ba XpnoiyotroinBei. Yapxel ouvnBwg évag A Kal TTEPICCOTEPOI
ETTIKEPAAEIG TTPOYPAUMATIOTEG Ol OTTOIOI EEKIVAVE TNV dNMIOUPYIa TOU KWOIKA TOU
TTaIXVIOIOU Kal €TMPRAETTOUV TNV OOUAEIGd TwV UTTOAOITTWY  TTPOYPAUMOTIOTWV.
E&e1dikeupévol pOAOI TTIPOYPANPATIOTWY HECQ OTO £pYO TTEPIAAUBAVOUV

-DuoIKr : 0 TTPOYPAUMATIONOG TOU game engine , TTou JECQ TNG EPTTEPIEXETE
N MNXOVA QUOIKAG, Kivnon avTIKEIMEVWY, EVTOTTIONOG OUYKPOUCEWV K.d.

-Al: ®TIdxvouv TNV CUMPTTEPIPOPA TWV QVTIKEIUEVWY PECA OTO TraixVidl,
YPA@OVTAG SCripts yia auTa.

-Fpagikd: H diaxeipion ypa@ikou TrEPIEXOUEVOU KAl OWOTH XPHoNn TNG
MVAUNG, Onuioupyia pNxavng ypagikwyv Tou Ba déxetal kal dlaxelpiletalr Ta

KOuMATIO (asset) Tou TTaixvidiou
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-Hxog: Evowpdatwon NG YOUCIKAG, TWV OIOAOYWV Kal NXNTIKWV €QE OTIG
OWOTEG BECEIC KAl XpOVOUG.

-Gameplay: Egappoyl Twv dId@opwy Kavovwy Kal XOpaKTNPIOTIKWY TOu
TTaIXVISIoU

-Scripting: AvamTu¢n kal ouvTpnon &vog CUCTAUATOS EVTOAWV UWwnAou
ETMITTEDOU YIA DIAPOPES XPrONG HECA OTO TTAIXVIidI, OTTWG TO Al

-Ul:  1Tapaywyr] oToixeiwv OBIETTAPRG XPNOoTn OTTWG MEVOU ETTIAOYWV
HUDS, pevou BonBeiag K.a.

- Emkoivwvia Aiktuou: n diaxeipion TG 100060uU Kal £000U dEOOUEVWV YIa
TOTTIKO 1) diadikTuakd gameplay

-Game Tools: n mTapaywyn epyaAgiwv Ta otroia Bonbouv oTnv avatTuén

TOU TTaIXVIDIOU, IDICITEPA YIO TOUG OXEDIACTEG KAl TOUG Scripters.

2.1.5 ZxedlaoTtAg EmmTédwy

O oxedlaoTiG eMITTEDWYV XPNOIMOTIOIET dIAPOoPa TTPOYPAPUATA (TTOU TTIBAVOS £XOUV
QTIOXTEI ATTO TOUG TTPOYPANUATIOTES VIO TO CUYKEKPIPMEVO £€pY0) KAl TO game engine
yla va @Tidagel emmimeda yia 1o maixvidl. O1 TTpoypapuaTtioTéC ouvhBwg oxedidlouv
epyaAcia uwnAou emITTEQOU YIa TNV OXediaon eTTITTEOWY, £TO1 WOTE Ol OXEDIOOTEG
va Pnv xperadetar va diaxelpidovral Tov KwaIka Tou TTaixVvidlou. MoAAEG popEg ol
oXeOIOOTEG €MITTEOWY XPNOIYOTIOIOUV YAWOOEG Scripting uywnAou emtTédou yia
d1adpaoTikd TrepIBAAAovTa i Al. Ze avTiBeon pe Ta epyaleia dnuioupyiag EMITEdOWV
TTOU OUXVA TTapéXovTal OTNV KoIVOTNTA, Ol OXEOIAOTEG OUuXvA OOUAEUOUV WE

placeholders kal TTpwTOTUTTA TTPIV ETOIMACTOUV Ta art assets

2.1.6 HxoAQTTNng

O1 nxoAATTTES €ival uTTEUBUVOI yia Ta NXNTIKA €QE Kal TNV TOTTOBETNON TOUG OTOV
Xwpo. TMoAAéEG @opég emBAéTTOUV TO voice acting kal Tnv dnuioupyia GAAwv
NXNTIKWV €QE. ZUVOETEG TTOU dNUIOUPYOUV TNV POUCIKH €TTEVOUCH TOU TTaiXVISIoU
mepIAauBdavovTal oTnv oudada AXoU, av Kal uXVAa auTd TO £pyo avaTiOeTal o€ AAAEC

eTAIPIES, €W aTTO TNV OpAda avaTTTuéng
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2.1.7 AOKINOOTAG

H diac@dAion Tng ToiotnTag (quality assurance) TTPAyUATOTIOIEITE ATTO TOUG
OOKIHAOTEG TOU TraIXVIOIoU. ‘Evag OOKIJaOTAG avaAuel 1o Traixvidl yia va
TEKUNPIWOEI TA EAATTWHATA TOU WG TUAPA TOU TTOIOTIKOU €A€éyxou. H dokiun eivai
EVaG €CAIPETIKA TEXVIKOG TOUEAG TTOU ATTQITEI EUTTEIPIA OTNV XPAON UTTOAOYIOTWY,
Kal avaAuTIKA eTTapKela. O1 SoKINaOoTEG €Cao@aAifouv OTI TO TTAIXVIOI EPTTITITEI EVTOG
TOU TTPOTEIVOUEVOU OXEDIOU , KAl aTTO TNV AtToyn OTI A&IToUupyEi OWOoTA, GAAG Kal OTI
gival dlaokedaoTikd. Autd TrepIAauBavel Tov EAeyxo OAWV TwV OUVATOTATWY , TN
oupBaroTtnTa, 1o localization k.a. Mapd 10 yeyovog OT1 n dOKIYA €ival avaykaia
KaBoAa Tnv dIGPKEIQ TNG AVATITUENG, €ival akpIBOG Kal apa TTOANEG POpPEC YiveTeE

MOvo Katd To TEAOG TNG.
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2.2 ®aoceig AvamrrTuéng

2.2.1 Npo-Trapaywyn

H 1Tpo-TTapaywyn ival pia ¢acn oxedlaouou Tou €pYOU TTOU ETTIKEVTPWVETAI OTAV
I0€a KAl TNV AVATTTUEN I0EWV KAl TV TTAPAYWYH OPXIKWY £yypapwyv oxedlaouou. O
OTOXOG TNG AVATITUENG TNG PaCIKNAG 1I0€AG €ival va TTapdyel oa@r Kal €UKOAN
KATAVONTH TEKUNPIWON N OTToia TTEPIYPAPEI TIG EPYATIEG, XPOVOdIaypAUPATA KAl

EKTIUAOEIG VIO TNV opdada avatrTugelg. MTTopei va xwploTei og 3 oTadia:

High Concept

Eival n mrepiypagn Tou TTaixviOIoU YE HEPIKES TTPOTACEIG

Pitch

Mia ouvToun £yypaen TepiAnywn 1Tou Trapouaciadel Ta selling points Tou TTaixvidiou
Kal Je AeTTTOpEPEIa €ENYET yiaTi N avatrTuén Tou TTaXVvISIoU Ba gival ETTIKEPONG
Concept

Eival éva 1Mo Aemrtopepéc Eyypago atrd 1o pitch. Autd trepIAauBavel OAeG TIG
TTANPo@opies yia To TTaixvidl, 6TTwg 1o High Concept, Trepiypa®r) Tou gameplay, Ta
XOPOKTNPIOTIKA, TNV I10TOPia, TO KOIVO TO OTIoi0 Ba OTOXEUOEl, TTAATQPOPUES
hardware, TO €EKTIJWMPEVO XPOVODIAypaAUUa, TNV avqAAucn TOu E€UTTOPIOU, TIG
ATTAITACEIG TNG OUAdAG Kal TNV avAAuon KivOuvou

‘Eyypa@o oxediaopou Tou Traixvidiou

Mpiv yttopécel va EEKIVAOEL N TTAPAywyn, N opada avatTuéng TTapdyel TNV TTpwTn
€kdoON €vOG eyypa@ou oxedIaouou TO otroio TrepIAapPBAvel OA0 | TO PEYAAUTEPO
MEPOG Tou pitch . To €yypago oxedliaopou TrepIypaPel To concept Tou TTaixvidiou,
Kal 6Ao 10 gameplay Aetrtopepwg. Mtropei etmiong va TTepIAaUBAvel TTPOOXEDIO
SIaQOPWV TITUXWYV Tou TTaIXVIOIoU. To £yypa®o OXeSIQOUOU CUVODEUETAl PEPIKES
QOPEC ATTO TTPWTOTUTTA KATTOIWY KOUMPATIWY TOU TTaiXVvIOIoU yid va TTApEl n oudada
MIa KOAUTEPN 10€a yIa TO TTWG TIPETTEl VA AgiIToupyel 1o Traixvidl. To £yypago
oxedloouou Trapapével éva "Cwvtave" Eyypago kal aAAdlel ouxva katd Tnv

dIdpKeEIa TG AVATITUENG
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2.2.2 Napaywyn

H tTapaywyn €ival 1o Baoikd oT1ddio TnNg avattuéng, oTo OTToio dnuioupyouvTal Ta
asset kal 0 KwAIKAg Tou Traixvidiou. Kard tnv dIdpKeia TnNG TTPAYHATOTIOIOUVTAl Ol
€€NG dIOdIKATIEG:

2xed100uOG

O oxediaoudg Tou TTaIXVIOIOU €ival Ui OUCIACTIKA Kal ouvepyaTikr diadikaoia oTnv
otroia  oxedlalovral Ta TIEPIEXOPEVA KAl Ol KAVOVEG TOU TrauxVvidlou. ATTQTEi
KOAANITEXVIKI) KAl TEXVIKN ETTAPKEIQ KABWG Kal degidTNTA OTnNVv ypa®r. Kartd tnv
dldpKeld TNG avATITUENG O OXEDIAOTEG €QPAPUOlOUV KOl  TPOTTOTTOIOUV  TOV
OXeOIAOPO TOU TTAIXVIOIOU, £€TCI WOTE VA AVTIKATOTITPICEI TO ONUEPIVO OpANA TOU.
XopakTnEIoTIKA Kal €TTiTTeda ouxva agaipouvtal f TrpooTiBevral. Mtropei va
aAAGgel To art style, n 10Topia, f; va TTPooTeBEi pia véa TTAAT@OpPA. Na auTég TIG
AAANQYEG TTPETTEI VA EVNPEPWVETE TO £YYPAPO OXEDIAOUOU.

MpoypapuaTiopnog

O TpoypapuATIONOG TOU TTAIXVIOIOU YIVETAI ATTO €vav N TTEPICOOTEPOUG
TTPOYPOUMATIOTEG. AUTOi AvOTITUOOOUV TTPWTOTUTIA YIa VA OOKIJAOOUV I0€EG,
TTOAMEG amd  TIGC OTIoieg MTTOPEl va unv  PTTOUV  O0TO  TEAIKO  Traiyvidl. O
TIPOYPAPMATIOTEG EVOWMPATWVOUV VEQ XOPAKTNPIOTIKA TTOU aTTAITOUVTAl ATTO TOV
oxedlaouo Tou TTaIXvIdIoU Kal dlIopBwVouV TUXWV CPAAUATA TTOU €I0AYOVTAl KATA
TNV avdamTu¢n. AKOua Kal av XPnoIJoTTolEiTe £€ToIuO game engine "off-the-shelf" |
Xpelddetal éva PeyAAO PEPOG TTPOYPAPMATIONOU YIO va TIPOCAPHOOTEN yia TO
TTauXVidl TTOU avaTITUCOETE

Anpioupyia emmTédwyv

ATTé atroywn xpovou, To TTPWTO €TTITTEDO TTAIPVEI TOV TTEPICCOTEPO XPOVO yia va
avatrtuxBei. Katd tnv didpkeia NG avatrtugng ol oXedIooTEG Kal KAANITEXVES
¢nTave TNV dnuIoupyia n TPOTTOTTOINON EPYOALIWV yia TNV dIEUKOAUVON dnuioupyiag
eMTTEOWY, TA OTToia EMMTPETTOUV TaXUTEPN KAl UWnAOTEPN TTOIOTNTA AVATITUENG.
NeogioaxbEévia XapaKTNPEIOTIKA TOU TTaiXVIOIOU UTTOPEI VO avAyKAOOUV ETTITTEdQ
TToU oXedIGOTNKAV TTPIV TRV AAAayr] va eTTavaoyediacTouv A Byouv TEAEiwG atrd TO

TTauXViol.
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Mapaywyn Zxediwv

O1 kaANITEXVEG EekIvave va @TIAXVOUV Ta assets cUP@WvVa PE TO concept art TTou
QTIAXTNKE OTNV @Aon TNG oxediaong. Katd tnv dIAPKEIA TNG TTAPAYWYNG, Ta assets
TTOU @TIGXVOUV avTIKaBIoTOoUV Ta uttdpxovTa place holders TTou UTTGpYouV.
Mapaywyn fixou

O nxog Tou TTaIXVIOIOU UTTOPEI VO XWPEIOTEI O€ TPEIC KATNYOPIES : NXNTIKA E€QE,
MOUOIKA Kal voice over. H Trapaywyn NXNTIKWV Q€ YIVETE €iTE JE MIKPOOAAQYEG O€
éva Ogiyua AXoU, N OTNV AvATTaOPAywyr TOU NXOU HE TTPAYMATIKA AVTIKEINEVOAZE
MeyAAa Traixvidia pe TTOAAOUG dlaAdyoug, To KOOTOG TOU Voice acting PeEyaAWwVEl
UTTEPPOAIKA, yia autd OUXVA HOVO OUYKEKPIUEVOI ONUAVTIKOI XOPAKTAPES €XOUV
QWVEG. H POuoIKA PTTOPEl va OUuVvTIBETAI UE UTTOAOYIOTEG, 1] VO NXOYPAQEITE
(wvTavd.

Aokipég

H dlao@dAion 1ng Tmoidétntag Oladpapartifel onuavtikd poAo otnv avamTtuén
TTaIXVIBIwV. O1 doKIAoTEG apxifouv va dOUAEUOUV OTAV OTTOIOdNTTOTE KOWUATI TOU
TTaIXVIBIOU va AeIToupyei. AUTO PTTOpPEi va gival Eva eTTiTTedO, 1) £€va UTTOCUVOAO Tou
AOYIOUIKOU TTOU PTTOPEI VO XpnolpoTtroinBei o€ otrolodntmoTe Babud (1m.x. To Bacikd
ouoTNUA PAXNG €EVOG TTAIXVIOIOU WTTOPEI va gival £TOINO TTPIV ETOINOOTEI KATTOIO
etTiredo, Kai xpeidletal dokiur). Ooo TANcIAlel To TEAOG TNG AvATITUENG, N ouada
OOKIJWV PEYAAWVEL VIO VO avTATTOKPIOE 0TO OAO Kal HEYAAUTEPO POPTO £pyaniag
TTOU dNMIOUPYEITE

2.2.3 Milestones

Mtropei va atraitn®ei atmd euTropIka £pya avdaTITugnG TTaIXVIOIWV va KaAUWouv
evOIGUEOOUG OTOXOUG TTOU €xouv KaBoploTei amd Tov €kdOTN. Ta Milestones
oNUATodoToUV CNUAVTIKA YEyovoTa KaTd TNV JIAPKEIQ avATITUENG Tou TTaiXVvidiou
KAl XPNOIJOTTOIOUVTAaI yia TNV TTapakoAouBnon Tng Tpoddou Tou. TETola opdonua
MTTOPEl va eival yia mrapadeiypa Ta first playable,alpha kair beta ekdwoeig Tou
TTaXvidioU. Agv UTTAPXEl TTPOTUTTO OTNV Piounxavia yia Tov KaBopiopou Twv
milestones, kal dapa aAAGlouv atrd €kOOTN o€ €KOOTN, AAAG QUTA gival PEPIKA
milestones TTou XpnoIhOTIoIoUVTal CUXVA.:

First Playable (pre-Alpha)

AuTn gival pia ekdoxr Tou TTaixvidIou n oTToia £XEI AVTITTIPOCWTTEUTIKA gameplay Kal

assets, auTtn €ival n TPWTN €kdOCN OTNV oTroia KUpPIa OToIXEia Tou gameplay
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Aeitoupyouv. Eival ouxvd Baciopévn o€ KATTOI0 TTPWTOTUTTO TTOU dnuioupynenke
oTNV TTPO-TTAPAYWYH.

Alpha

AuTO gival To 0TAdI0 OTO OTToI0 TO BaCIKO gameplay,Ta KUpIa XOPOKTNPIOTIKA TOU
TTaIXVIOIOU Kal Ta TIEPICOOTEPA art assets €xouv TeAeiwoel. To Traixvidl egival
"Feature Complete" 6cov agopd Ta KUPIA XAPOKTNEIOTIKA TTOU OTTOQACioTnKAv
oTnv oxediaon, OoANG pPTTOpOUV  OKOUA va  TTPOoOoTeBOUV  PIKPOTEPA  VEQ
XAPOKTNPIOTIKA.

Code freeze

2€ AUTO TO OTAdIO deV TTPOCTIBETAI KAIVOUPYIOS KWAIKAG OTO TraIXVidl, aAA& povaxa
dlopBwvovtal game breaking o@dAuara.

Beta

To Beta cival 10 "Feature Complete" kai "Asset Complete" ot1ddio Tou Traixvidiou
Kal To puévo Trou pével gival va dlopBwbolv Ta o@dAuarta. Autr] n ekdoxn oev
TTEPIEXEI OPAAPATA TTOU Ba éKavav To TTaixVvidl va KpIBei un TToAuonuo. Agv yivovtai
GAAEG aANaYEG OTA XOPAKTNPIOTIKA TOU TTaIXVIOIOU, T assets ] oTov KwoIKa

Code Release

2.€ QUTO TO OTAOIO OAA TO OCPAAUATA €XOUV QTIOXTEI KAl TO TTaIXVidI €ival €TOINO va
gekivijoel TTapaywyn A va yivel o TEAEUTaioG €Aeyxog ae oxéon ME TO OXEDIO
ookiuig QA

Gold Master

To Gold Master €ival To TeAeutaio oTddIO TOU TTAIXVIOIOU KAl XPNOIUOTTOIEITAl WG
UTTOOEIYUA VIO TNV TTAPAYWYI] TOU TTAIXVIOIOU

MeTd TNV TTapaywyn (Post-Production)

2.2.4 Tuvtipnon

MOAIC éva Traixvidl €kdoBei, n @&on ouvtipnong yia 1o Traixvidl apyilel. Ol
TIPOYPOUMATIOTEG TTEPIMEVOUV €va XPOVIKO OdldoTnua yia va Trdpouv O0E€g
TTEPIOOOTEPEG  AVOAPOPEG OQAAPATWY  PTTopoUV. MOAIG padeuTtoUV  OPKETEG
avaQopEG o@aAudTwy, N av eg@avioTei éva TTOAU coBapd o@AaApa apxidouv va
douAelouv oTo patch. To patch ptropei va xpeiaotei efOouddeg A PYAvES yia va
avaTrtuxBei, aAAd xpeialetal yia va dlopbwaoel Ta TTpoAfuata TTou Epuyav aTmo
10 QA testing.
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2.3 Game Engines

2.3.1 Elcaywy oTnVv avamTugn Tou TraiXvidiou ye game engine

Ta game engines €ival TTAaiola AoyiOdIKoU, Ta OTroia €ival oxedlaopéva yia Tnv
avattuén Bivreotraixvidiwy. Q¢ ouvnBwg atroTeAouvTal atmo Pia ynxavr rendering
3D 1 2D ypo@IKwy, uNXavr) QUOIKAG, MNXavr EAeyXou ONMIOBNOEwWY Kal AEITOUPYiEG
0l OTT0iEG BIEUKOAUVOUV Toug developer oTnv TTPOCBEoN AXOU, Scripts, animations,
Al, diaxeipion pvAuNg, porting g AAAeg TTAATQOPUES Kal OTI GAAo BonBroel otnv

QVATITUEN TOU OUYKEKPIPEVOU TITAOU.

KaBwg Ta d1a@opeTIKA €idn BIVTEOTTAIXVIOIWV £€XOUV TOGO BIAPOPETIKO gameplay, ol
developers Bivreotraixvidiwy £Xouv avaykn atrd dIa@opeTIKA "epyaleia” avaloya
TO €id0g TOU TTaAIXVIOIOU TTOU @TIAXVOUV. A autd Tov AOYO O JEYAAEG ETAIPIES
dnuioupyouv TIG BIKEG TOUG game engines, TTou Ba Toug divouv akpIBwG OTI
xpelaletal To BivreoTraixvidl TTou @TIAXVOoUV. Na Toug PIKpOTEPOUS developers TTou
dev €xouv Tnv TrEipa kal Tov XxpoOvo va @TIagouv Tnv OIKr) TOUG game engine,
UTTAPXOUV £TOINEG game engines TToU JITTOPOUV va XPNOIUOTIOIO0UV, OI OTTOIEG WG

ouvnRBwg eeIdIkeUovVTal OTNV AVATITUEN KATTOIOU €i00UG TTaIXVIBIOU

Méxpl Twpa ol game engines oTtoxeuav va TTwANBoUv o€ eTaIpiES, Kal yia auTd ol
TIMEG TOUG ATAV PEYAAUTEPEG ATTO OTI UTTOPOUCE VA TTANPWOEl KATTOI0G EPATITEXVNG
game developer, aAAG PE TNV OTPOPH TTOU €XEI TTAPEI N ayopd Ta TEAEUTAIA XPOvIa
TTPOoG Ta indie games, Ta game engines £xouv apyioel va divouv TToi0 AOYIKEG TIHEG

yIa 1I81WTEG, OTTWG MIa JIKPH Pnviaia auvdpopn, n éva free version Tng unxavng
2.3.2 A10BEoIEG pNXaVEG Kal OUYKPIOT METASU TOUG

KaBw¢ T10 KABe €idog Ttraixvidlou €xel TOOO OIAPOPETIKEG QVAYKEG, €XOUV
onuioupynBei  unxavég ol oTtroieg €CEIBIKEUOVTAI OTNV  AVATITUEN €vOg  €id0g

TTaixvidiou, 1.x. n SCUMM engine TTou xpnoiyotroiénke oe adventure Traiyvidia

ato Tnv Lucas Arts 1o 1987
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Eikéva 2.1 : Indiana Jones and the Fate of Atlantis, éva taiyvidl dnuioupynuévo pe TNV
SCUMM engine

Mépa atd 1o €id0g Twv TTaAIXVIOIWY TTOU UTTOOTNPICOUV, Ol game engine XwpidovTtal
oTnVv €AeuBepia TTPOg €UKOAia Xpriong TTou divouv oTov TraixTn. MNa Tapdadeyua
MNxavég 0TTwg ol Game Maker kal Construct 2 gival TTOAU €UKOAEG OTNV Xpron Kal
OV TTPOATTAITOUV YVWOEIG TTPOYPAUMOTIONOU , aAAG divouv HIKpr eAeuBepia OTIG
ETTIANOYEG TTOU £x€I 0 developer.

Mnxavég otTwg o1 Unity, CryEngine kai Unreal Engine, gival @Tiayuéveg oav TToI0
YEVIKEG UNXOVEG ME TIG OTTOIEG UTTOPOUV VA @TIAXTOUV TTOAAG OIa@OPETIKA €idn
TTaXVvIBIwv, Kal oou divouv apkeTh eAeuBepia , aAAG (nTdve TOUAAXIOTOV BACIKEG
YVWOEIG TTPOYPAUMPATIONOU. AUTEG Ol UNXAVEG TTPOTIMOUVTAI OE action Kal 101aiTepa
First Person Shooter tTaixvidia, aAAd divouv apkeTh eAeuBepia woTE va PTTopouv

VA AVATITUXTOUV Kal GAAQ €idn TTaixvIOIWV Xwpig 1ID1aiTepn OUCKOAIA.

2.3.3 Avarrtuén 2D kai 3D traiXvidiwyv ME TN JNXavi unity

Epeic yia Tnv avamtuén tou Bivreotraixvidiol, Ba xpenOIUMOTIOINCOUUE TNV PNXavh
Unity. H Unity €ivar pia pnxavry Tou €mTPETTEl aVvATITUEN PBIVTEOTTAIXVIOIWY OF

TOAEG  TTAaTQOpuEg(cross-platform), pe  evowpatwuévo IDE, n  otroia

onuioupyndnke atrd Tnv Unity Technologies.
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Eikéva 2.2 : To ToAuBpaBeupévo traixvidl Gone Home @TIGXTNKE Pe TV Pnxavr) Unity

Mnxavr I'pa@ikwyv

H unxavn ypa@ikwv TG Unity xpnoipotroiel Direct3D(yia windows kai Xbox 360),
OpenGL(yia Mac,Windows kai Linux), kai OpenGL ES(yia android kai iOS).
YT1rootnpidel TEXVIKEG yia Tnv Onuioupyia 3D ypa@ikwyv OTTwg bump mapping,
reflection mapping, parallax mapping, OuvauikéG OKIEG Kal GAAeG. H unity
utTooTnpiCel assets kai €idn apxeiwv ammd Ta mpoypdupara : 3ds Max, Maya,
Softimage,Blender, ZBrush, Adobe Photosphop, Adobe Fireworks kai GAAa. Ta
assets autd PTTopouVv va TTpooTeBoUV OTO project kal va TIG XEIpIoTei o developer
péoa atrd 1o Ul Tng unity. Ao 10 Version 4.2, n Unity uttooTtnpilel kKal 2D ypo@IKd,
ME uTTOOTNPICEl €IKOVWYV sprite Kal KAAUTEPN UTTOOTAPIEN yia animation €IKOVWV

MECO TNG TEXVOAoyiag Mecanim.

Eyypaoen Zevapiwv (Scripting)
To scripting Tng unity eival @Tiaypévo ato Mono. O1 TTpoypapuaTIoTES UTTOpOoUV va
xpnoigotroijoouv JavaScript, C# r Boo. Mg 10 version 3 n unity mrepiAauavel éva

custom version Tou MonoDevelop yia T0 ypdyIdo Twv Script.
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Cross-Platform

Eikova 2.3 : To maixvidl Pid @Tidxtnke pe v Unity, yia 1ig TTAat@épueg OS X, PlayStation
3, Windows & Xbox 360.

H unity utrootnpicel Tautoxpovn avamrtuén oe TTOANATTAEG TTAaT@OpES. ETTiong
uTTOOTNPICEI TNV ETTIAOY OUUTTIEONG texture, kal avadAuong, yia KABe TTAATOpUa
cexwpiotd. Auth Tnv OTiyu uttooTtnpifel TIC TAATQOpueS : BlackBerry
10, Windows 8, Windows Phone 8, Windows, Mac, Linux, Android,iOS, Unity Web
Player, Adobe Flash, PlayStation 3, Xbox 360, Wii U Wii kai PlayStation Vita.
MeAAovTIKG Ba uttooTnpicel PlayStation 4 kal Xbox One

Mnxavry Puoikng

H unity £xel evowpaTwuévn UTTOOTAPIEN YIa TNV Inxavh QuoikAg PhysX Tng nvidia.
Me 10 version 4.2, TrpooTéBnke otnv Unity UTTOOTAPIEN YIO TNV Pdnxavr UOIKAg 2D

TTauxvidiwv, Box2D.

H unity mpoTipdre amd Toug apxdploug game developer kal padntég yia Tnv
EUKOAIO Xpong TNG OXETIKA WE TIG duvaToTNTEG TNG, Yia Tnv UTTapén free version
NG, Tov upeydAo Oyko documentation TTou UTTAPXEl yIA QUTAV KAl yia Tnv

duvaToTNTa AVATITUENG VIO TTOAAEG TTAATQPOPUES ME EUKOAIQ.
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Kedpalawo 3: Napouciaoh Twv Baoclkwv AELTOUPYLWV TNEG NXAVAG unity

3.1 2xediaon Tou TraiXvidiou

To TTaiyvidl TTou Ba @Tid¢ouue Ba cival éva 2D Platformer ue 3 etrireda, évav boss
Kal éva eTTitredo TToU evwvel Ta utrodorma (hub level) pe To otroio o TaixTng Ba
MTTOPEI va €TTIAEEEI o€ TTOI0 eTTiTTEDO BEAEI va TTdel. O TTaiXTNG Ba pTTopEi va TTNdAEl,
Kal Ba €xel TNV IKavoTATa va TTRONEEI PIa akOPa @opd 000 BPIoKETE OTOV aépa, Ba
EXEl MIa KOVTIVA €TTiBEON pE TO OTTabi Tou, Kal Ba ptropei va TeTdel PAOYES ATTO TO
XEPI TOU YIa PJaKpIvr) €TTIBeon, N otroia Ba €xel KATToI0 Xpdvo eTTava@OpTIoNnG. Oa
MTTOPEl Va Bpiokel "Power Ups" ota emitreda 1a otmoia 6a aAAGlouv TNV POKPIVR

Tou €TiBeon., kai oto HUD Ba @aivete To 160N {Wr) TOU ATTOUEVEL.

To kGB¢ eTTiTredo Ba TTAPOUCIAEl Kal KATTOIO KAIVOUPYIO KOPPATI gameplay, 01w
OIOKOTITEG , KIVOUMEVEG TTAATQPOPMES | TNV aAAayr TNG KAPEPAG. Oa UTTAPXEl IO
YKAUO avTITTAAwWY PE OIOQOPETIKEG OCUMPTTEPIPOPES, OTTWG avTiTTahol TTou Ba
KivouvTal Oe€Id Kal aploTepd OTIGC TTAATPOPMEG, 1 Ba Kuvnydve Tov TraixTn. Oa
uTTapxel éva ocuoTtnua "dévrpou” dlaAdywyv, OTOUG OTTOIOUG O TTAiIXTNG Ba PTTOPEi va
EMMAECEl TNV atravtnon Tou. H Aoyikr) Tou boss Ba gival va XTUTTAEl TOV TTaiXTn YE
MOKPIVEG €TTIBECEIC, Kal va aAAAlel TottoBeoia kdBe @opd TTOU TOV XTUTTAEI O

TTaixTnG. H dwn Tou boss Ba eugavilete otV 080vn O0TAV EEKIVAEI N MAXN.

MapakdTw Ba deiCOUPE TTWG ITTOPOUHE VA PTIAEOUNE TNV BACIKN Kivnon TOU TTaixXTn
ME XPNion TNG unity kai scripts, KaBwWS Kal AAAEG XproIueS AsIToupyieg TG TTou Ba
MOG XPEIAoTOUV YyIa TNV dnuIoupyia Tou TTaIxXVIoIoU, OTTWG TO TTWG UTTOPOUUE VA

XPNOIUOTTOINOOUE TOV EVTOTTIONO OUYKPOUCEWV
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3.2 To mrepIBaAAoV avartrTuéng

3.2.1 Napouciaon Tou Editor ka1 Tou workspace

MOAIG gekivape €va véo project otnv Unity, epgpaviCete 1o Project Wizard amé 1o

OTTOI0 PTTOPOUME VO BIAAECOUME TI TTAKETO YE asset va  KAvel import oTo project
MOG.
Open Project | Create Mew Project |

Project Location:

C:Wsers\GLaDOS \Documentsiew Unity Project] Browse...

Import the following packages:

[7] character Controller.unityPackage -
[ Light Cookies.unityPackage
[7] Light Flares.unityPackage

[7] Partides.unityPackage

[7] Physic Materials.unityPackage
[] Projectors. unityPackage

[] Seripts.unityPadkage 1

=1 o
L] L F

Setup defaults for: Create

m

Eikéva 3.1 : Project Wizard

MNa 10 TTaUYVIdI TTOU PTIGXVOUNE Ba XpnoluoTroifoouue dIKA pag assets, apa dev
emAEyoupe kavéva. To setup defaults kdavel didpopa settings va €ival 1o BoAiKd
yla avamrugn 2D 3 3D Traixvidia (1T.X. KAVEl TIG €IKOVEG import cav sprites
karteuBeiav). EmAEyoupue setup defaults 2D kai Create

Otav popTtwaoel To véo project TTapaTnpoupe didgopa tabs. Mpétel va €xoupe Ta:
Hierarchy: Mia Aiota ye Ta GameObjects 1Tou BpiokovTal oTo scene

Scene: Edw pmopoupe va douue Ta GameObjects oTtov TPIOdIACTATO XWPO.
MapbdAo 1Tou egpyadduaoTe OTIG OIAOTACEISC X KAl Y, N didoTacn z Ogv Trauvel va
UTTAPXEI Kal PTTOpOUME va Tnv Xpnolgotroiooupe. lMaixvidia cav autd eival
yvwoTtd oav 2.5D ) pseudo-3D

Game:AuTo 10 Tab deixvel To scene atd 1o Point of View 1ng main camera. Edw

BAETToupE TI Ba BAETTEI O TTAIXTNG OTAV TPEXEI TO TTAIXVIOI, KAl Ba PTTOPOUNE ATTO
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€0W va eAéyEoupe Tov TTaiXTN, OTAV ypdwouue To Script yia Tnv Kivnon Ttou. Otav
TTatdue 1o KouuTti Play, To Game tab emA£yeTe autopata

Inspector:EmA£yovrag éva GameObject (11.x. Tnv Main Camera) , JTTOpoUlE va
doupe oTo Inspector TIG 1810TATEG TOU KABE component Tou Kal va TIG AAAAEOUE.
Mtropoupe va aANGéoupe autég TIC I1IOTNTEG Kal evw Traidel To Trauyvidl yia va
TEOTAPOUME DIAPOPES TIUEG, AANG OTAV TTATAUE TO Stop, OI AAAAYEG TTOU KAVAME
KaTd TNV didpkeia Tou play avaipouvral.

Console:Edw Ba BAETTOUME TA PnVUPOTA TTOU B TTETAVE TA SCripts

Project: Ze autd 1o tab BAETTOUNE TOUG QAKEAOUG HE TA TTEPIEXOMEVA TOU PAKEAOU
Assets Tou project. To path autou Tou @akéAou To diaAéEape aTov project wizard.
EkT6¢ amd autd Ta tab Ba xpelaoTouue Kal Ta animator kalr animation. lNa va ta
doupe mrartaue Window, ta emmAEyoupe Kal Ta Kdvouue drag & drop 61Tou BEAOULE.
levikd OAa Ta tabs PTTOPOUME va TO HETAPEPOUPE OTTOU PaAG POAeUoOUV yia va

QTIGEOUE TO BIKO pag workspace

3.2.2 Eicaywyn Asset oto Workspace

Ta Assets TmoU 6Oa xpnOIMOTTOINOOUME Yia TO Traixvidl €ivar ammd 1O
http://kenney.itch.io/kenney-donation Tta otoia e€ival public domain d&nAadn
MTTOPOUNE va Ta XPNOIMOTTOINoOUUE OE OTI €idoug epapuoyr BéAoupe. MNa va Ta
BaAoupe péoa otnv unity, atrAd kavoupe drag & drop Tov dkeAo oTo Project Tab.
OAeg o1 eIkOveg oTOV QAKEAO £XOUV Yivel auTOPATA Sprite, KAl £T01I JTTOPOUME va TIG
KAavouue drag & drop karteuBeiav oto scene. Badloupe éva sprite yTpooTd ato Tnv
KAuePa, aTov inspector oto scale Baloupe Tnv TR 1.3 010 X KaI Y yIO va QAIVETE

TO sprite KaAUuTepa kal TTataue Play. Autd 1o sprite Ba gival o TTaiXTng pag
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omponent Window Help

Eikéva 3.2 : To Workspace tng Unity

3.2.3 GameObjects

Ta GameObjects €ival ovrioTNTEG Ol OTIOIEG TTEPIEXOUV PECO TOug OAa Ta
components evog avtikeigévou. MNa TTapdadeiyua 1o sprite TTou BAAAPE 0TV OKNVA
Mag 1016 TTavw eival éva GameObject To otmoio €xel TO component Transform (ue
TO OTT0I0 BIAXEIPICOPOOTE TNV TOTTOBETNON TOU QAVTIKEIUEVOU OTOV XWPEO) Kal TO
component Sprite Renderer( 10 otoio "(wypaeilel" TO Sprite OTOV XWPO).
Matwvtag 10 KoupTtri "Add Component" BAémmoupe OAa Ta components TTou
MTTOpOUpE va TpocBéooupe oec éva GameObject, emAéyoupe Physics2D kai
Rigidbody 2D. To Rigidbody 2D ecival éva component 1o o1roio "Aégl" oTnv punxavn
QUOIKAG TNG unity, va eQapuolel UOIKA TTAVW OTO AVTIKEIUEVO. AV TTATHOOUUE TO
kouutri play, TTaparnpoupe o1 Twpa emodpdel Baputnta TTAvw OTO CWHA, Kal

TEQPTEI 0TO KEVO. AANNGlovTag Tig peTaBAnTég Tou Rigidbody, aAAdlouue 1o TTOCO
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duvarn €ival n BapuTtnTa yIa QUTO TO CWHA, TNV TPIPN Kal AAAEG PETABANTES TNG

MNXAavAS QUOIKAG, £€T01 WOTE va QTIAEoUE To gameplay 6TTwg BEAOUE.

Mnyaivoupe maAl oto Add Component , physics2D kai emAéyoupe Box Collider
2D. O box collider eAéyxel o€ kaBe frame av uTTApxEl CUYKPOUGT| PE KATTOIOV AAAO
collider, kai n ynxavr QuoIkAg Tnv dlaxeipicetal. Kavoupe Drag & Drop €va sprite
yla TTATWa, TTPooBEéTouuEe Kal oe auto éva box collider 2D kal 1o TOoTTOBETOUNE
KATWw atrd 1o TTponyouuevo sprite. Mapatnpoupe OTI TO £va sprite TTEQTEI TTAVW OTO
GANO Kal TO TTPWTO sprite oTapaTdel va TTEQPTEL. AQoU To deUTEPO sprite dev gival
rigidbody, ayvoei Tig duvapelig atrd QUOIKN i cuykpouoelg. 'ETol Ba @Tidgoupe TIg

TTAATQOPUES OTO TTAIXVIDI.

Eikéva 3.3: H emidpaon Tou Rigidbody2D oto GameObject
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8 Inspector

© Inspector | ElConsole &=
llgraull.E ﬂ []static +
Tag W‘ Layer M‘

Preview
.

Eikéva 3.4: GameObiject Inspector
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MoAANéG @opéc oTtnv didpkeia Tou development Ba XpelaoTei va QTIGEOUNE
GameObijects 1mou €xouv Ta idla components pe TIG idlEg peTABANTES. MNa va unv
XPEIQOTEI va Ta QTIAXVOUUE KABe @opd atrd TNV apxr, av kavouue drag&drop éva
GameObiject atmd 1o Hierarchy oto tab Project, dnuioupyoupue éva prefab. Prefabs
eival GameObjects Tou Kkpatdve atmobnkeupéva Ta components (Kal  TIG

METARBANTEG TWV components) TTOU TOUG OWOAE.
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3.3 Zuyypaen cevapiwyv yia Ta GameObjects

Na va pmopéooupe va @TIAEOUPE €va  TTaiXvidl, TIPETTEl v MPTTOPOUME VA
TIPOYPAMUOTIOOUUE CUUTTEPIPOPA O AVTIKEIPEVA, OTTWG Al Ot avTITTAAOUG 1 TI
oupPBaivel 6tav TTATAUE €va KOUMTII O€ KATTOI0O menu. XThv unity autd TO
TTETUXAIVOUPE PEOW Scripts Ta otroia TpooBéToune o GameObjects. MTropoupe
va ypdwyouue scripts pe JavaScript, C# 1 Boo( n otroia €xel TTOAU AyoTEPO
documentation ammdé TIC AANeg dUO Kal yia autd Oev ouviotdre). H  Unity
oupTTEPIAaPPBAvel To TTPOYpaua monodevelop yia To YpAWwIUo scripts.

MNa va mpooBéocoupe €va script otov TaixTn, Tardue Add Component , new script,
T0 ovopdadoupue PlayerBehavior kal Tratdue create. BAétroupe 611 €x€1 dnuioupynOei
éva script otov @dkeho Assets. lMatwvtag dITTAG KAIK TO Script avoiyel Pe TO
monodevelop. lMapatnpouue 6T 1o Script Tou @ETIGEaPE €xel povo dUo Adela
functions. To Start kai 70 Update. To function Start Tp€xel pia @opd oTav
onuioupyeite To GameObject, kai 1o function update Tpéxel pIa Qopd o€ KAOE
frame. AnAadn} n unity 6tav {wypagilel éva frame "{ntael" amd kdABe Script va
Tpé€el TNV function update Tou. XpnoigotroiwvTag TO function update 6a dwooupe
Kivnon otov taixtn. To traixvidl 8a Trailel katmmou ota 60 frames per second, €101
av Toupe otnv function update "Av o TaixTng TTatdel 1o kKouuTri D TRyaive 0.1
0e€Id", av o TTaixTNG £xel TTATNUEVO TO KOUUTTI D yia éva SeuTEPOAETTTO, O TTAIXTNG
Ba kivnOei 6 de€Id kal n kivnon Ba @aivete smooth. AkoAouBei To script yia Tnv

Kivnon
public KeyCode right;

public KeyCode left;
public float speed;
/I Update is called once per frame
void Update () {
if (Input.GetKey (right))
transform.position = new Vector2 (transform.position.x - speed, transform.position.y);
if (Input.GetKey (left))
transform.position = new Vector2 (transform.position.x + speed, transform.position.y);

}
O1 public petaBAnTég ota script pmmopouv va aAAdgouv atré Tov Inspector. Autd

BonBdel 010 va Bpeig akpIBOS T TINEG BeC yia PETABANTEG OTTWG TAXUTNTA, UWOGS

GApaTog K.a
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v [ M Player Behavior (Script) [ %

Script =/ PlayerBehavior @ @
Right [ & t]
Left (D s |
Speed 0.1

[ Add Component ]

Eikéva 3.5: Public petaBAntég oTov Inspector

Kamrola dGAAa  1ToAU0 onuavtikd  function  eivar 1a OnCollisionEnter2D,
OnCaollisionStay2D kai OnCollisionExit2D. To OnCollisionEnter2D T1péxel pia @opd
orav yivete kamolo collision pe éva aAAo collider, To OnCollisionStay2D Tpéxel pia
Qopda o¢ kABe frame oTo otroio uttdpxel collision pe €va dAAo collider, kai 10
OnCollisionExit2D Ttpéxel pia gopd otav otapatdel 1o collision pe katolov dAAo
collider. Autd Ta function eivar TTOAU Xproiya yia va dwoouue behaviors ota
QVTIKEIJEVA PaG , TT.X. O TIAIXTNG AV AKOUUTIAOEl évav avTiTtalo, 6a xAaoel pia
Kapdia, i av akouuTiioel To vepo TTeBaivel .YTTapyouv avtioToixa function yia 3D
collisions, aAAd dev pag xpeidlovral. AKOAouBei €va TTOPAdEIlyUa QUTWV TwV

function

void OnCollisionEnter2D(Collision2D coll) {
if(coll.gameObject.name=="Platform")
print ("Ksekinisa na akoubao tin platforma");

}
void OnCollisionStay2D(Collision2D coll) {
if(coll.gameObject.name=="Platform")
print ("Akoubao tin platforma");

}
void OnCollisionExit2D(Collision2D coll) {
if(coll.gameObject.name=="Platform")
print ("Stamatisa na akoubao tin platforma");

}
Av 10 GameObject Tng TAaT@opuag €xel To ovopa "Platform”, to tab console Ba

EKTUTTWVEI TO AQVTIOTOIXO UAVUMA.
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3.4 Kivnon (animation) Twv sprites

Twpa TTOU £€xouue TTPOOBEoEl BaCIKn Kivnon oTov TTaixTn, 6a TpoocBécoupe éva
animation Tpegipatog. H Unity €xel atmmAotroifjoel TTOAU Tnv  dnuioupyia Kai
dlaxeipion animations pe sprites. Av €mAEEOUME TTAPATTAVW OTTO éva Sprite Kal Ta
Kavoupe drag&drop oTnv oOKnvr, Ba TETaXTEl éva PAVUPA yIa VO QTIGEOUUE
animation pe autd Ta sprite, kal €vav animator controller. A ovouydoouue TO
animation Pl walk, a¢ 710 €mAéfouye kalI TTAUE OTO  animation
tab

= Hierarchy ] .= HScene € Came | @ Animation
Create | (crAll (NLd | M| M |3 | S | U+|
Sample 12

Main Camera pl_walk -
pl_stand

pl_walk b Flp1_stand @ Sprite =

Platform
Platfarm I Add Curve J

Platform
Platform
Platform
Platform

Eikéva 3.6: To animation tab

210 animation tab BAémroupe Téoa sprites €xel TO animation, PTTOPOUPE va
aAANadgoupe TNV o€ipd PeE TNV oTroia TTaidouv, Kal va aAAGEoupe Tnv TaxuTtnta TToU
Tpéxouv (e TO sample).

Twpa 1TOU £XOUME PTIALEI TO animation TTou BEAOUUE, TTPETTEI VO TO TTPOCBECOUNE
otov Traixtn. Emeidn wpog 10 walking animation &ev 6a eivalr 1o yévo animation
TToUu Ba €xel 0 TTaiXTng, 6a TTPooBEcoupE Eva component To OTToi0 Ba eAEyXEl TTOIO
animation TpéTrel va Traidel o KABe oTIyur. Autd TO component givalr TO
animator.llnyaivoupe oTtov Traixtn, Tardue add component , Miscellaneous kai
animator. 1o animator component, &e-emmAéyoupe 1o apply root motion, kai 01O

controller diaAéyoupe 1o P1_walk

¥ 3= M Animator g %
Controller Epl_walk @
Avatar Mone (Avatar) @

Apply Root Mation [
Anirmate Physics ]
Culling Mode | Always Animate N

Eikova 3.7: To animator component
Twpa T1Nyaivouye oTo animator tab. To animator eival €vag dIAXEIPIOTAG

animation. ‘Exel did@opeg peTaBAnTéG TTou AéyovTal parameters, animation states
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Ta otmoia €xouv éva animation péoa Toug TO KaBéva, Kal transitions, Ta oTroia
aAA@louv TO current state avaloya PeE Ta parameters. T.x. av To parameter bool
walk 1O otroio TTaipvel TNV €ival true, TOTE KAvE transition amod To idle state oTo
walking state. To walking state 8a £xe1 To walking animation kai 1o idle state dev 6a
€xel kavéva animation. To Idle state B6a eivar 1o default state, dnAadf T0
"didypapua” Ba Eekivael ammd auTo.

MNa apxn eTIGxvouue €va veo state kal To ovouddoupe Idle

& Animator
Base Layer Aute Live Link

I> Base Layer

Layers
Create State Empty

m Create Sub-State Machine From Selected Clip

Paste From New Blend Tree

Copy current StateMachine

Any State

Parameters

Eikova 3.8: To animator tab

Mataue o€&i KAk oTo Idle kai Trardue Set Default. Metd mmardue KAk oto + OiTTAQ
amd 10 Parameters, emAéyoupe bool. Ovoudloupe Tnv TrapdueTpo isWalking.
Metd matdue ¢gi KAk oTto Idle, make transition kai emAéyoupe 1O walking.
Matdpe oTo transition T1ou OdnuioupynBnke, kal ota conditions €eTMAEyouuE
isWalking kai true. ‘Etol av n mapdperpog isWalking yivel true, 8a tTaue oTO
walking state amé 70 Idle state. MNMataue Twpa &€& KAIK oTo walking state, make
transition kai diaAéyoupe 1O Idle. 210 deUTepo transition Pdadoupe TO condition

isWalking false, €101 woTe av 1o iIsWalking yivel false, va aue oto Idle state

Atomic o
Cannot preview transition: destination state dq

Transition Duration |0
Transition Offset 0

Conditions

= | isWalking 3 || false 4]

+ -

Farameters

isWalking 0 -

Eikéva 3.9: Transitions avaueoa oe animation
Twpa autd TTou Pével va Kavouue gival va divoupe Tnv TiPA true oto isWalking 6tav
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0 TraixTnNG TaTdel To KouuTri A 3 D kai false 6tav otapardel va ta Tatdel. Autoé 10

KAvouue OTo script Tou TraixTn. 21NV function start TTpooBéToUE:

Animator characterAnim;
void Start () {

characterAnim = GetComponent<Animator>();
}

‘ET01 n peTaBANTA characterAnim &eixvel oTtov animator Tou Traixtn. Metd n update

function yiverTe:

void Update ()
{
if (Input.GetKey (right))
transform.position = new Vector2 (transform.position.x - speed, transform.position.y);
if (Input.GetKey (left))
transform.position = new Vector2 (transform.position.x + speed, transform.position.y);
if ((Input.GetKey (right)) || (Input.GetKey (left)))
characterAnim.SetBool ("isWalking", true);

else
characterAnim.SetBool ("isWalking", false);

‘Eva TpoBAnpa Tou dnuioupyeite gival Ot TO sprite Tou TTaixTn dgv yupilel étav o
TTaiXxTNG aAAdlel kateuBuvon. Kavovika Ba xpeialdtav va @Tidxvaue flipped sprites
Kal animations yia autd, aAAd Pe TNV unity Putropouue av TTOANATTAQCIACOUUE ThV
TIuA scale.x pe 10 -1, va kKavoupe autépaTa flip Ta sprites kal Ta animations oTav

mpétel. ‘ETo1 TpooBéTovTag 1o function Flip() , To TEAIKO script Tou TTaixTn €ivai:
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public class PlayerBehavior : MonoBehaviour {
Animator characterAnim;
void Start () {
characterAnim = GetComponent<Animator>();

}
public KeyCode right;
public KeyCode left;

public float speed;
bool isFacingRight=true;

void Update () {

if (Input.GetKey (right){

transform.position = new Vector2 (transform.position.x + speed, transform.position.y);

if(isFacingRight==false)
Flip();

}
if (Input.GetKey (left)){

transform.position = new Vector2 (transform.position.x - speed,transform.position.y);

if(isFacingRight==true)
Flip();

}
if ((Input.GetKey (right)) || (Input.GetKey (left)))
characterAnim.SetBool ("isWalking", true);

else
characterAnim.SetBool ("isWalking", false);
}
void Flip(){
transform.localScale = new Vector2 (transform.localScale.x * -1, transform.localScale.y);
if (isFacingRight)
isFacingRight = false;
else
isFacingRight=true;
}

void OnCollisionEnter2D(Collision2D coll) {
if(coll.gameObject.name=="Platform")
print ("Ksekinisa na akoubao tin platforma");

}
void OnCollisionStay2D(Collision2D coll) {
if(coll.gameObject.name=="Platform")
print ("Akoubao tin platforma");

}
void OnCollisionExit2D(Collision2D coll) {

if(coll.gameObject.name=="Platform")
print ("Stamatisa na akoubao tin platforma");
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3.5 Euguia TwV avTIKEIHEVWV

Me Tnv TTapatrdvw AOYIKI) UTTOPOUME va QTIAEOUME AOYIKH OTA QVTIKEIMEVA YIA TO
TTWG avTIOPOUV OTOV TTaiXTN. lNa TTapddelyua av o TTaiXTNG AKOUUTTNOEl £va KEPUQ,
TO KEPUa e€agaviCete kal TpooTiBevtal 10 TOVTOI 0TO OKOP TOU. AUTO UTTOPOUE va
TO KAvouue €UkoAa pe TIG OnCollision functions Tou €idape TTapaTTavw. Zuxvd
OMWG XpeladopaoTe TT01I0 TTOAUTTAOKN AOYIKY) o€ gameobjects, yia TTapadelypa £vag
QVTITTAAOG O OTTOI0G TTPOXWPAEI BEEIA Kal apIoTEPA, AAAG OTAV O TTAIXTNG MTTEI OTO
BeANVEKES TOU OTAPATAEI VO KIVEITE KAl apyiel va TO TTUPOPOAEL. YTTApYXOUV KATTOIEG
AeIroupyieg NG Unity TTou ptmropoulv va Pag BonBrijcouv pe autd. ZTnv KAdon
Physics2D utmtdpyxouv Ta functions OverlapCircle kai OverlapArea, oI OTT0iEG
onMIoupyouv éva KUKAO 11 éva TETPAYWVO QVTIOTOIXA, O€ KATTOIO OnueEio TTou
BéAoupe , kal emoTpéPouv Tov collider2D trou uTTdpXEl HECQ OE QUTEG TIG TTEPIOXEG,
av uttdpxel. Meta pe pia atmAn if Aéye oto GameObject 611 av T0 hame Tou
collider2D 1Tou Bprike cival "Player”, va ekteAéoel TIG TTpAgeIg TTou BEAoupe. ‘ETol

MTTOPOUNE va @TIAXVOUNE eUKOAa Line of Sight yia avTiTtdAoug

‘Eva dAAo xprioigo function yia tnv dnuioupyia Al eivalr To SendMessage Tng
kKAdong GameObject. Autd 10 function Aéel oto GameObject TTou oTOxEUEl VO
ekTeAéoel katrolo function, To évopa Tou oTToioU OIVETE OTIG TTAPAPETPOUS TNG
eVTOANG. MNa Tmapddeyua pia o@aipa £xel Tov €A KWAIKA
void OnCollisionEnter2D(Collision2D target) {

if(target.gameObject.name==""Player")

target.gameObject.SendMessage ("gotHit", 5f);
}

Me Tov TTapatmdvw KwdIKa, OTav HIa o@aipa TTETUXAIVEI TOV TTAiXTN, TOU A€l va

TpéCel To function gotHit(float damage) TTou €xel, ye TapdaueTpo damage 5.
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3.6 ZuoTnua atroBnkeuong Tpoodou

‘Eva GAAO TTOAU OonuavTtike PEPOG TNG QVATITUENG TTAIXVIDIWV gival TO oUOTANO
ammoBrkeuong dedopévwy. Aedopéva OTTWG TO Score TOu TIaiXTn, TO TEAEUTAIO
checkpoint TTou akOUPTINOE K.a. TTPETTEI va aTttoOnkeUovTal , KAl va PTTOPOUV va
avakTnBouv otav o TaiXTng &ekivael 1o Traixvidl. H Unity BonBdel oe autd Tov
Topéa pe Tnv kKAGon PlayerPrefs. H kAdon PlayerPrefs €xel yéoa ta functions
Setint, SetFloat ka1 SetString yia va armmoBnkevoupe HETABANTEG OTO registry, oTnv
TommoBecia  HKCU\Software\[company name]\[product name] key oOtou Ta
company kai product name Ta divoupe oTo Project Settings, kal 1o key 1o divoupe
otav  kaAdoupe T functions. 1. av  OWOOUME TNV  €VTOARQ
PlayerPrefs.SetInt("Speed",10); ka1 petrd TNV €evioArp Save(); n unity 6a
dnuioupynoel 1o KAEIdi Speed T1ToU €ivail int, kal 6a BaAel TRV TR 10 yéoa Tou. Mg
TIG function GetInt, GetString ka1 GetFloat pytropouue va TTapoupe Ta dedopéva

TTOU €ival atroOnKeUPEVA O0€ KATTOIO KAEIDI.

3.7 Ta gTritreda KAl n dnUIoupyia TOU TTPOYPAUHMATOG

Twpa TTOU €X0oUPE £va TTOAU Bacikd TTpoypauua, 6a douue TTWG PUTTOPOUUE VA TO
KAavoue build yia va Traifel ektdg TNG Unity. H Unity pag divel peyain eupEAEIa oTIg
ETMAOYEG yIa TNV TTAATQOPMA yia TAv oTroia Ba @TidEoupe 1O TTaIX VIOl PaAg. Xwpig
KaBdAou extra douAeld, To TTaixvidl pag Ptropei va trai¢el oe Windows, Mac, Linux ,
Ps3, Wii, Xbox360, 10S,Android,Windows Phone akéua kai kateuBeiav o€
Browser. lNa va @Tiagouue 10 Tpoypaupa mardue File kai Build Settings. Mataue
TO0 KoupuTri Add Current, yia va TTpooB£couue TRV oknvr TTou @TIdEape oto Build.
Ortav @miagoupe mapamavw oknvég/level, Ba kavoupe TNV KABe pia add, Kal PETA
pMéoa atrd script ge TNV evioAry Application.LoadLevel 8a aAAdloupe levels étav
xpeladeral.
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' Build Settings

Scenes In Build

Add Current

Platform

Web Player é‘) PC, Mac & Linux Standalone

PC, Mac & Linux Standalone 44 Target Platform | Windows
Architecture | x88

i0s Developrment Build ]
Autoconnect Profiler [

Android Script Debugaing [

BlackBerry
Windows Store Apps

Windows Phone 8

[ Switch Platform “ Player Settings... ] ][ Build And Run

Eikéva 3.10: O1 emAoyég Tou build

A@ouU dlaAégoupe TNV TTAATQOPPA, TTaTtdue To KouuTri Build And Run, ovopdadoupe
TO QPXEIO KAl TO TPEXOUUE
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3.8 ZuptrepdopaTa

H Unity €ival €va TToAU duvaTto Kal euxpnoTo epyaAeio yia Tnv dnuioupyia 3D kai
2D maixvidiwv. Me Tnv guxpnoTia kal atmrAotnta Ttou editor Tng KAvel TNV unity
OPKETA atrAf yia va pdBel k&tmolog game design pe auth, aAA& 1o TTARBOG TwV
OUVATOTATWY TIOU HOG TTPOo@EPEl TNG divouv apkeTd PABog woTe va eival

QVTOAYWVIOTIKI O OX£0N JE AAAEG INXAVES YPOPIKWV.

H Bucia 1ou kdvel n Unity yia va €ival aviaywvioTIK cav dia game engine
YEVIKNG XpAong €ival 61 game engines €I0IKEUPEVESG O€ KATTOIO OKOTTO €ival ouxva
KOAUTEPEG ETTIAOYEG VIO TOV OUYKEKPIMEVO OKOTTO, OTTWG YIa TTAPAdEIyUa TO
Adventure Game Studio €ivar kaAUTepn emmAoyr) av Beg¢ va avaTtugels éva
Adventure Game. ‘Eva d&AAo Trapdadelyuya autou eival OT emeidry Oev  gival
BeAtioTotToINuévn yia mobile games, Ta TTaixvidla yia KivnTa TTOU QTIGXVOVTAI HE
TNV Unity, Teivouv va €ival o106 Bapid atmd GAAEG Pnxaveg, Kal JEXpl To 40 version
NG Unity xpnolyotroloucayv Pdévo Tov Eva TTupiva, KATI TToU €ival TTOAU apvnTIKO av

OKEPTEIG OTI T KIVNTA KATA KUPIO AGyOo Ogv gival apKETA duvaTd unxaviuaTa.
Mépa atrd autd n Unity givar 1davikn yia PIKPES eTalpieg TTou dev €xouv To budget

yia va @midEouv pia custom pnxavr yia TIG avAyKEG TOUG, aAAd Kal yia paBnTég

game design Kal TTpoypaupaTiopoU TTou apkouvTal oTo free version Tnge.
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