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MepiAndn

H mapovca sumlopatikn epyasio Tapovstdlel Tnv avamtuén evog oOAOKANPOUEVOL TPIGAACTOTOV
Bvteomayvidlon yro v mAatedppa tov Windows, pe 1o dvopa “Drainage”. TIpoxetton yio moyviot
€100Vg TPOTOV TPOSMOTOV/TEPMETENG/ VPPV GE TEPIPAAAOV LTOVOLOV Kol VAOTOMONKE e ypron
g punyovng ypaotk®v Unity Engine. To cuykekpipévo ohokAnpopévo matyviol omotedet TUno €vOg
peyoarvtepov project tov TUC TIE LAB mov gpevvd 11 oOVOEST OLOPOPETIKOV YDPWOV LE
SPOPETIKG.  avOpOTIVAL  GLUVOLGONLOTO, O VTOVOUOG OTNV GLYKEKPLUEVN TEPIMTMOON HE TO
ocvvaicOnuo ¢ afefoardomtag. I'a v OAOKANP®GN TOL GLYKEKPIUEVOL TTaLy VIS0 TO TEPIPAALOV
TOV TEVTE SLOPOPETIKAOV EMTESWDV (YDPOL KAl APKETE amd T TPIEIACTATO HOVTELQ) dMpiovpynonke
010 TPOYpappe oyediaong Tplodidotatov ypapik®v Blender, ta textures ota epyoieion Awesome
Bump xor Materialize, ev®d yio eneéepyocio €oOvag ypNOYLOTOMNONKE 1 €QOPUOYN OVOLXTOD
hoytopkod GIMP kat o amopoitntog KdoKag avoartoynke otny YAOGGo Tpoypappoticpuod C# kat
CG/HLSL. O maiktng e€epevvavtag To TeptBEALOV TOV oy vidloy Kot SldpmdVTAG e OVTIKEIUEVA
B0 Tpémet vaL ovoKOADYEL T amopaitnTa 6TotKEl, £T0L MOTE VO PTAGEL GTNV EMIAVGT TOV YPIQOV Kot
VO TPOYMPNOEL GTN GLVEYEWL GTOV TEPUATICHO. Me tnv edikny emioyn “Play Experiment” ot
OEKOTEVTE GUUUETEYOVTEG YOPICTNKAV GE TPELG OLAOES KO GULUUETELYOV 6TO Tteipapa mov deEnyon
LE GKOTO VOl OITOVTIIGOVV GE EI0IKO EPOTNUATOAIY10, £TGL OGTE VO avTtAnBoOv mAnpopopieg oyeTikd
LLE TO TG SrapopeTkéS pupicelg potevdtnTag, contrast Kot opiyAng ennpedlovv 1/t gvieivovv To
ocuvaicOnuo afefordrag Tov ¥pNnot kot Ty uPHbion Tov otV gumelpia.

Abstract

This thesis presents the development of a complete 3D video game for the Windows platform, called
“Drainage”. It is a first person / adventure / puzzle game in a sewer environment and was created
using the Unity graphics engine. This novel video game is part of a larger project of TUC TIE LAB
that explores the connection of different places with different human emotions, sewer in this case,
with the feeling of uncertainty. To complete this game, the environment of five different levels, game
spaces and several of the 3D models, were created in Blender 3D graphic design program, the textures
in Awesome Bump and Materialize tools, while GIMP open source application was used for image
processing and the necessary code was developed in the C# and CG/HLSL languages. The player by
exploring the game environment and interacting with objects, will have to discover the necessary
elements, so as to reach the solution of the puzzles and then proceed to the finish. With the special
option “Play Experiment”, fifteen participants were divided into three groups and participated in the
experiment conducted, with the purpose of answering a special questionnaire, in order to obtain
information on how different brightness, contrast and fog settings in the game, affect and/or intensify
the user’s sense of uncertainty and immersion in the experience.



EYXAPIZTIEZ

®a MBera va guyoplonom Wiaitepa tov emPAénovia kabnynt) k. Ovyypivn yio Tic TOAOTIHES
oLUPOVAEC TOL Ko TNV KaBodynon amd TV apyn TS VAOTOINONS TNG SUTAMUATIKNG EPYACTNG KOOMC
Y10l TOV ¥POVO TOV, TOV LTOYNPLO SOAKTOPA K. XPIGTOLAGKN Y10 TIG TOAVTIUEG GLUPBOVAEG TOL doOV
agopd otnv Unity Engine kot tov ypovo mov apiépwas yro for|0eia Kot cupBovAég, Tov K. Aayouddkn
Yo ToV XpOvo oL 01€0eae Yo d1opBDGEIS TOL KEWEVOL Kot TNV Pondeta Tov £T61 OOTE Vo aVTo Vo
TOPEL TNV TEAKT TOV LOPOPT), KaBDG Kot TV K. Mavid yio Tov xpdvo mov Oa aplepdoel 6TV ovayvmon
¢ SumAmpatikig pov epyaciag. Exiong tov ['edpyro [poPatdmovio mov cuvéBese TV LOLGIKT TOV
oY VIOV Kot Tov Miyddn ZopPpayovddxn mov oyedioce 1o logo tov matyvioto.

Téhog, Ba Bk Vo ELYOPIGTNCM TNV OLKOYEVELDL OV Yo TNV GTHPIEN, OAAG KoL TNV VITOLOVI TOLG
avtd To xpovLaL.



KedpdAato 1: Eloaywyn kot To ouvaioBnua tng afefatdtnrag

1.1 Eloaywyn

2T0Y0C TNG TAPOVGAG OMTAMOTIKNG EPYACIOG NTAV 1] VAOTTOINGT VOGS OAOKANPOUEVOD TPIGOIAGTATOV
Bvteomayvidlov TPMTOL TPOCOTOL Yo TNV TAATEOpHa Twv Microsoft Windows kot &gidovg
yplpov/mepumételng (puzzle/adventure). To moyvidle TOL GULYKEKPIUEVOL €100VC TPOGPEPOLY
ocvvnbm¢ otov TaikTn T dvvatodTTa Yo egpeblivnon Vg TPLedldoTaToy TePIaiiovtos. Méom tng
SLAdPOLONG LLE AVTIKEILEVO, OALA KO TNG TOPOTPNONG OTOLXEI®MV TTOL £)YEl EMAEEEL O OMOVPYHS TOV
TOLY VOO0, O TTAIKTNG €YEL GOV GKOTO TNV EMIAVOT YPip®V, £T0L OOTE VO GLVEYICEL TNV TOPELX TOV
TPOG TIG EMOUEVEG TUOTEC, VO EADEL GE EMAPT LLE VEEG TPOKANGELS, YDPOLS Kol TPOPANLLOTO AOYIKNG LLE
AMTEPO GKOTO TNV OAOKANP®GCN TOL TOYVIOOD Kol TOV TEPUATIOUO, 0AAG Kot TV Ploon piog
eunepioc. ITo ovykekpiuéva, 1o meptPdAiov 1oV TAPOHVTOG TOYVIOL0D TomobeTEITOL GE VITGVOUO Kl
évag amd Tovg PacIKoVg TLADVEG TNG OWAMUATIKNAG epyociag NTav vo gpguvnbel katd TOGO
dpopeTikég pubuicelg potevodtrag, avtifeong aAld kot mocodTTAG OUiyANG/TEPPUAAOVTIKES
oLV Keg UTopobv va exnppedcovy 1o cuvaicOnua g apefatdtntoc otov ypno Kot Tov Pabud
eupoubiong tov oty gumepio.

1.2 To ouvaioBnpua tng afeBatodtnrag

[ToALéS @opég oty kabnuepvr pog Lon, epxOLacTE AVTILETOMOL e TO AYV®OGTO, TO oféPato, TNV
advvapio TpoPreyng Yo to Tt o cupPel oto pEAAOV. ZuvnOiopuéva kKabnuepivd yeyovota umopovv
Vo TuPOSOTNGOLY cuvalsOnuata, OT®MG 0 POPRog kot 1 aywvia [20]. Yrdpyetl eniong n nepintwon va
AVTILETOTICOVUE OVGKOMES GTNV ANYT OTOPAGE®Y 1} GTNV EVPECT| LLOG IGOPPOTIAG TOL avalnTovUE
v gpdg 1 pio Aon o kamoto mpoPAnua. ‘Evag and toug opiopoig g apefardtnrog o propovoe
va gtvor n “amovcio tov BEPatov, n EXhenym oryovpids kot Baong”, pia Katdotaon oty onoio propel
va eptéldet Evag avBpdmog kot yapoakTnpiletor amd TV amovcio otoryelwv, 0ed0UEVAOV, YVOGEDV
Kot Bacikdv TAnpogopt®dV [1] yia éva yeyovdg mov €xel oupPel 1 Kot Yoo KATL TOL OV £YEL KOO
ovouPel N dev yvopiloope av Ba cvuPel. Onwg eaivetor, cOpE®v pe TOV TOpATdved opiopod, 1M
afeporotnta tepthapPavetl Vo Pacikcéc TTuyés. AT n pio TAEVPE £xOVUE TNV OTOVGT0 TANPOPOPLOV
[1] kot dedopévarv Kot amd TNV AAAN €(OVUE TNV OAMKN 1) LEPIKN aicOnomn dyvolog GYETIKA LE TO TL
nmpdrelTon vo cupfet.

Figure 1: Structure of uncertainty, Chinese golden fish -animal analogy, liquid architecture, Zeng, H.

https://www.researchgate.net/figure/Structure-of-uncertainty-Chinese-golden-fish-animal-analogy-liquid-architecture-
Zeng_fig3 303213906

Amd ™ @von 1oL 0 AvOpwTOG EMINTEL VO EAEYYEL TIG KATAGTAGELS YOP® TOL Kot avalntd T otafepdtnTa
Kol 10 okelo. Otav Aowmdv gppaviCetar 1 afefordotnta g omoTtéAecua TG EAAEIYNG YVOONG Kol TOV
eléyyov, o dvBpwmog pmopel vo arcBovOel dyyoc kor avoacediewa. Kdamoleg véeg peléteg emmAiéov
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oLVOE0LV TO cuvaicOnua TG afefaldTNTOg e CLYKEKPIUEVEG TTEPLOYES TOV EYKEPAAOL OV oyeTilovTon
HE TNV guydplotn 1 un-evyapiotn aictnon tng yevong kor g ooung [3]. To Ae&ud Merriam-Webster
dtvovtag Tov d1kd Tov oploud Yo TV afefatdtnTa TV Yopoknpilel ®g “Tnv KoTACTOOT TOL Vo glcal
afépforog” [4] ko ypnoipomotel pio TANODPL 0PV Yio Vo TEPTYPAYEL KOO KAADTEPQ Tl OTLLOLIVEL VO
etval  kavelg aféParog:  ampocdidpioto, mMPoPANUATIKO, avaElomioTo, aueifolo, U GoEAOC
TPOGOOPIGUEVO 1 KoBoplopévo, LeTaPANTO, adpioto. O GUYKEKPIUEVOG OPIGLOC TOVILEL 1d1aiTeEpa VT
TNV GNUAVTIKT] TEPLOYN CLHEMVING LETAED OOPOPETIKMV Optop®v. Ty Evvota g affefardtnTag onAaon
oav pia, otn Bdon ™G, KoTAoTAoNng TG avOpdTIVNG WYuyns, WO YVOOTIKY EUmEPio. TOV EMSIdETOL
SPOPETIKNG “UeTdppacns” kat Bimong and 1o Kabe EexmploTd avOp®TIVO OV Kol OEV OmOTEAEL KOUUATL
TOV LAMKOV KOGLOV, TOV OTTOI0 TAVO-KAT® aVTIAOUBOVOUAGTE [LE OO0 TPOTO O TEPLGGOTEPOL AvOpmTOL
AOY® NG OVTIKEWEVIKNG TOV PUONG. XTO EMIKEVTPO Uiag eumelpiag TETO0V TOTOL, £X0VV GLVIBMS TV
0éom tovg AéEelg kan Evvoleg Ommc “dyvola”’ Ko “amovoia yvmong”. Eival idtaitepng onuaciog o yeyovog
g 1 ofePardtnTo dev 160dvVOUEL e oA dyvola, aAAd Ba UTOPoLGE VO YOPOKTNPIOTEL KAl ¢ 1)
CUVELINTN EMLYVMOOTN 1 1 LIOKEWEVIKN eumelpia g dyvowag. Eivon po petoyvoon ovotepng taéne,
ONAON OVTITPOCHOTEVEL £VO, GUYKEKPIULEVO EI60C PNTHE YVAOGTEC — L0l BVOyVMDPLET b TOV OV OeV Yvmpilet
Kaveic, aAAG Kot OTL 0ev TO Yvepilet.

RATIONAL " LIMBIC
BRAIN SYSTEM

"ALENTSMART

Uncertainty makes your brain yield confrol to the limbic system.
You must engage your rational “brain” to keep yourself on track.

Figure 2: Rational Brain vs. Limbic System



Kedpdhato 2: Zyxetikn Epeuva

2.1 Tuelvau éva Bvteomayvidy;

O 6pog Pwvreomoryvidl avo@épeTor o€ “éva MAEKTPOVIKO moyvidol to omoio meptAapPavet
OAANAETIOPOON LLE HL0L SIETOPT] XPNOTN YO TV TOPAYWOYT OTTIKNG 0vAdpao™g o€ pia cuokevn Pivteo.”
[18] To xoppdtt “Bivteo” oto Prvteomoaryviolr avapépetar otnv TpoPoAn raster, e v ypnon piog
OLGKELNG OTTIKNG OLEMAPNG ¥PNOTT, OT®G Yo Tapadetypa ivat pio 006vn. To “Raster” ovolaotikd,
elvarl pio ewova mov amotedeitoan amd Eva oVVoAo glkovootoryeiowv (pixels) Ta omoia Ppiokovion
katavepnuéva o éva opBoymvio mAéypa (grid). Ipémel va onpeudoovpe TmG 0l TEPICCOTEPES
QOTOYPAPIEC ATOONKELOVTAL GTOV VTTOAOYIGTN GV aPYEl0 LOPPNG raster, OTwg ivat To TOAD YVOOTA
png, jpeg wor gif. Mia dour dedopévov Ttomov raster otnpiletar kKvpiwg oy opboydvia 1
TETPAYWVIKT YNPoHETNGN TOL SIGOAGTUTOV EMTEGOV G KEMD, KaBEVa EK TV OTOlMV avTIoTOLYXETAL
oe pio apOuntikn tun. O dpog “Pivreomaryvior” pmopel va e&nynbel ankd, ®¢ pio cvokevn M
EQPAPLLOYT KoV (VO ameKOVIGEL) Kot LITELBVYT Yot TNV OTEIKOVIOT] SIGOUGTATOV 1| TPLOOACTOTMOV
YPOPIKOV G KATOoLo 000vT, Tov €MMAEOV 0VTH KabeowTn 1 €popproyn Sivel T duvatdTNTo GTOV
xpPNOTN Vo O10dpdcel e otoyyeio TG kol vo moiEel, amotedel Aowmdv éva €100C MAEKTPOVIKOV
TOLY VIS0V, TOIPVOVTOG £TCL AMTOGTAGELS OO TV VAIKOTNTA TOV TOPASOGLOKMV TOLOIKMV TOLY VIOV
(EOAMvov vy mapddetypa) 1 GAA®V moyvioldv mov moilovior pakpld amd ynelokés 00oves ko
CLGTHUOTA Kol OEV OTOTEAOVVTOL OO NAEKTPIKA KLKA®UATA Kol Ongio 1 Kamolov gidovg yADhooo
pnyovnG kot dtodtdotata 1) TPLeddoTata Ypoetkd, oAld £xovv pio Kanws mo vkt vrodcstaot (board
games Yo Tapadelypa, T yvootd emrpanélia). Tétoto niekTpovikd cvotipato, mov ypedletal
KAmwo10¢ Yo, va pmopéael va maiet Prvreomatyviota, ovopdlovtot “mAatedpues” [18] , 0mmg pmopodv
va BempnBohv 01 TPOGMTIKOL VTOAOYIGTES Kol Ol TOLYVIOOUNYAVES — KOVGOAEC. AVTOV TOL €ld0VC TOL
CLGTHLOTA UTOPOLV Vo Eivarl HEYAAX o€ GYKO OTMG £VAG VITOAOYIGTNG N Ol TOLYVISOUN YOV -KOVG O
tonov PlayStation 1 apketd pkpd oe péyebog dnmg ta handheld devices, cav to Nintendo GameBoy
N to Nintendo Switch.

Figure 3: Retro Space Harrier Arcade - SEGA



2.2 lotoplo Twv BvteomatyvidLwy

Ta mo mpda Brvteomaryvidia (Bo pmopovoape va o yapakInpicovpe icmg Kot proto-videogames)
NTAV OLGLOCTIKG NAEKTPOVIKEG GUOKEVEC, UE TIG OMOIEG O YPNOTNG UTOPOVGE VO SLOOPACEL LEGH
Kdmwolov tomov dtemagnc. H maiaidtepn cvvavidtor oto 1947, yvoot kot ©¢ “Zuokevun coAnva
kaBodkdv axtivov yuyayoyiog” [16] (Cathode-Ray Tube Amusement Device), 1 onoio kotatéOnke
v éva dimlopa evpeotteyviog otig 25 Tavovapiov 1947, and tov Thomas T. Goldsmith Jr. kou Estle
Ray Mann ko1 ekd00nke otig 14 Aekepfpiov 1948, and v US Patent [16]. Eunvevopévn and tig
YVOOTEG GTOVG TEPICGOTEPOVS OO EUAG, 000veEC TV pavtdp, amotelobvioyv amd pio ovoAOYIKN
OGULGKELT, TOL EMETPENE GTOV YPNOTN VO EAEYYEL Pl KOVKIOA Y10 VO TPOGOUOLMGEL TV piym PAnpdTmV
ue otoyo [16], oe otabepd oyédia dumg oty 006vn. Kdmowa dAha mpdya Prvreomaryviolo rav o
Nimrod Computer (1951) mov {oywle méve amd évav tovo, OXO (1952) mov ovclaoTikd NTav Eva
moyvior TIC-TAC-TOE, Tennis For Two (1958) kot 1o Spacewar! (1961) 10 omoio pmopovce va
T TEL OMOKAEIGTIKG Ko LOVO Gg EvoL punyavnpa To ortoio k6otile mhvm amd 100.000$. Kavéva opmg
€€ LTOV TOV TPOUOV PVTEOTALYVIOLDV OV TOANONKE GTO VPV KOO, KaBd TV gite TOAD Papld
KoL OYK®OT €ite TOAD axpiPd yio va fyovv amd To pyactiplo Kot vo emtpanel | tpocfocn amion
KOGLOL GE VT

Olo Opwc dAloéav 1o 1972 6tav o Ralph Baer koutwvtog tmv o06vn g tAedpoong tov
avapoTONKE GYETIKA Le TO TOG 0AMODG Ba pmopovse avtn va ypnotponombel. Avti n amopia Tov
Ralph Baer o omoiog Osmpeitor o “matépac” tov Prvieomaryvidimy, teMkd odnynoe 1o 1972 ot
dnuovpyia pog kovodAag Pvteomoryvioldv pe to ovopa “Odyssey” 1 omola enétpeye 6T0 £upv
Koo vo Tai&el Toryvidio 6Ty TMAEOpUCT TOV.

Atyo mpwv, to 1971, ot Nolan Bushnell kot Ted Dabney dnpovpyovcav to Computer Space, To onoio
Ntav 10 TpOTO Prvreomaryviol (Toaryvidounyovn) mov TOAONKE 6To EUTOPLO KO AEITOVPYOVGE UE
Kképpata (coin-op), To TpdTO ONAadY| arcade. Xpnoomolovce pia asmpdovpn TAEOPACT Yo TNV
poPoin, KOOGS Kot EVo GOGTNUO NAEKTPOVIKMY VITOAOYIGTAOV, TO OTTOI0 NTOV KOTOUGKEVOCUEVO OTd
74 oepéc tour TTL. Ot Bushnell kor Dabney idpvcav v etarpeia n onoio KukAo@OpNGE TO TPAOTO
Bvteomaryviol oto omoio giye mpodcPaom to evpvy koo, To Pong(Arcade) to 1972. Apyodtepa 1o 1974
KukAopopnoe pio Home ékdoom tov id1ov moryvidod. «H gumopkn emtvyio tov moyvidiod Pong
odNynoe mMOAAEG GAAeG eTarpeieg va avarntoéovv Pong clones kot yio ta d1kd TOLG GLOTHHOTA, LE
amotéleopa 1 yévvnon g Propmyaviog tov Prvteomoyvidrdv va Eekivmoew [16] . Opmg 6Aeg avtég
ot kKukAoopieg clones teAikd 0o ynoav otn cuvtpiPr tov original wayvidrod to 1977, | omoia pOe
0T0 TEAOG NG He TNV emkpdinon tov shooter mayviood e Midway, “Space Invaders” [16] . To
moyviol avTd oNUOTOdOTNCE TNV €vopen TNG YPLoNG emoynsg tov arcade, evémvevce OeKAOEG
KOTAOKELOGTES VoL El6EABOVY TNV ayopd [ 16] Ko elye cav amotélespla ELTOPIKA KEVTIPA, EGTIOTOPLA,
KOPE KOl AL KOTAGTILOTA VO YEUGOLV LLE OVTES TIC KATMG OYKMOELS TOLYVIOOUNYAVES, NTAV ETIONG
10 TPp®OTO Video game 10 omoio giye 1n duvatdtnTa vo amodnkevoet high score avaroya pe v Tpdodo
TOV TOKTOV TOL TO £mailov Kot vo. ONIIovpYNoEL £T61 KM avTOy®OVIGHOD OVALESH GTOVG TOAKTES.
[ToAvap1Bpeg epnuepides Kot TEPLOOIKA YEHGAV [LE CYETIKA ApBpa Kot 1oTopieg, EVD TNV TNAEOPOOT
apylav va yepilouv dlapnuicels Pvteomotyvioimy Ta omoio NTay oL o VEX ToYEMG OVOTTUCCOIEVN
néBodoc Yyuyaywyiog yror OAes TIc nAkieg.

To Space Invaders cOvtopa mmpe ddeta yio T v home kovooria Atari VCS (apyotepa yvooto wg Atari
2600) kot oo lye OV ATOTELEGILO TOV TETPATAACLOGUO OTIS TOANGELS TNG KOVGOAOS, YEYOVOS TOL
BonBnoe v etaipeio Atari vo avoKAUYEL OO TIG TPOTYOVLEVES OTMAELEG TNG KO LLE T GEPA TOV
10 Atari VCS va avafuwoet v ayopd tov video games katd tn O1dpKelo TG 0€0TEPNG YEVIOG
kovoOrhwv[16]. H Bopunyovio Pirvteomoryvidiov avalwoyoviifnke dlaitepa kol amd v gvpeia
emtvuyia g kovodrag Nintendo Entertaintment System (yvootig kot g NES), ) onoia arwotélece
OVGLOCTIKA TO £VOLGHA Yoo TNV Kuplapyio g Popnyoviog tov latovikdv videogames otig
Hvopéveg IMoMrteleg g Apepikng, Kotd g odpkelo e Tpitng Yevidg Kovoolmv [16] . Xuv ToIg
GAAOLG, YVOOTEC LY PL KO o LEPa LEYOAES eTOnpieg TNG Propunyaviag Onpiovpyndnkay T0TE 0TIS 0PYES
tov 1980, 6mwg n Sega, Electronic Arts kot Activision kot UTMKAY KL QVTES GTOV 0P TOV KEPIDV.
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To 1980 emiong onpatodotnoe Kot v AeiEn Eyypoponv Pivteorayvidotwv(ta povo Prvteomoryviolo
7OV €lyav KOKAOQOPNGEL PEXPL TOTE NTOV OCTPOLOVPA) LE TPMTO 5 owTdV va. givor To Pacman mov
Kukhopopnoe amd v Namco to 1980 ko pe to Donkey Kong(1981) tng Nintendo va eivon éva. amd
aVTA TOV aKoAOVONCAY.

Amo 10 1977 €wg onuepa €00V KUKAOQOPNOEL TAPO. TOAAG HOVTELD KOVGOAMV Omd O10(pOopovg
KOTOUGKEVOGTES, OIG AVOPEPOVUE AOTOV EMYPOUUUOTIKE TIG IO CNUAVTIKESG OO OVTEG LE YPOVOLOYIKN
oelpa:

* Magnavox Odyssey (1977)

*  Atari 2600 (1977)

*  Commodore 64 (1982)

* Coleco Vision (1982 NA /1983 EU)

* Nintendo Entertainment System — NES (1983)

* Sega Master System (1985)

* Sega Genesis / Mega Drive (1988)

* Nintendo Game Boy (1989) Handheld

*  Super Nintendo Entertainment System — SNES (1990)
* Sega Game Gear (1990 Japan / 1991 North America and Europe) Handheld
* Atari Jaguar (1993)

* Sony PlayStation (1994)

* Sega Saturn (1994)

* Nintendo 64 (1996)

* Sega Dreamcast (1998)

* Sony PlayStation 2 (2000)

* Nintendo GameCube (2001)

* Nintendo Game Boy Advance (2001) Handheld

*  Microsoft Xbox (2001)

* Nintendo DS (2004 NA+JP /2005 EU) Handheld

*  Microsoft Xbox 360 (2005)

* Sony PlayStation 3 (2006)

* Nintendo Wii (2006)

* Nintendo Wii U (2012)

* Sony PlayStation 4 (2013 NA + PAL /2014 Japan)

*  Microsoft Xbox ONE (2013 World / 2014 Japan)

* Nintendo Switch (2017) Hybrid Console: TV and Handheld
* Sony PlayStation 5 (2020)

*  Microsoft Xbox Series X (2020)
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Figure 4: Gaming Consoles

Me to mépacpa tov xpoévev, mépa amd T KovoOies kot to arcades, To PC gaming 6mwmg Kot to
Bwteomayvidi 6e Kivntd ThALPOVO YVOPLooV Kl avTd peydAn avamtuén. Emiong to tedevtain
xpOVIOL EYOVV OPYICEL VO AVATTOGGOVTOL VEEG TEXVOLOYIEG/TPOTAGELS GTOV YDPO, OTMG T YVLOALAL
ewovikng mpaypatikottag - VR Oculus Rift [16] , HTC Vive, Oculus Quest, Oculus Quest 2 ktA. H
Bropnyovia. Tov Prvteomayvidldv €xet ma yryovtwbel kot ov peydieg gaming ek0EcelG amoTEAOVV
onuavtikn Prrpiva kon tpémo draeruonc. H etnota €ékBeon g E3 oto Aog Avtleieg (HITA) elvar n
peyoAvtepn Expo tov kdopov yio video games, 6nmg kot 1 Gamescom otnv Kohovia (['eppovia)
[16] , Tokyo Game Show (larwvia), kaBmhg kot o €molo cvvédplo Game Developers Conference.
Optopévor ekd0teg PLA0EEVODY eTIONG TIC OIKES TOVG EKDECELS, LLE YOUPAKTNPIOTIKE TopadelypaTo vo
aroterovv ol BlizzCon, QuakeCon.

2.3 'vwota Ei6n Bwrteomatyvidiwy

2.3.1 Sandbox

Bwrteonayvidia 0mov o maiking €xer apketd peydAn elevbepio kivicemv, umopel va emdeilel
OMUOLPYIKOTNTO GTOV TPOTO LE TOV OMOL0 Umopel vo Tai&el To mayviol kot cuvnlwe o 6TOYOC dev
glval TG0 cLYKEKPLUEVOC, TO gameplay ivat pun-ypoppkd, evad ta teptBdAlovia ota omoia £xeL ™)
dvvatotnra vo meputhavnBel o maiktng, sivor cuvnlwe apketd peydra oe éktaot. I'vowotd sandbox
Bwteomayvidla: Minecraft, Sims, Grand Theft Auto.
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Figure 5: Minecraft

2.3.2 Real-time strategy (RTS)

To ovykekpuéva Prvreomaryvidia amoTeLovV VITOEISOC TOV TALYVIOIDV GTPUTIYIKNGE, OTTOL TO TOLY Vil
dev efeliooeton otadokd oe yOpovg (dniadn dev eivor turn-based). Ot maikteg tomobeTtovv Kot
EAMOOOVV LOVAOEG KOl KATAGKEVES VIO TOV EAEYXO TOVS GE AGPAAElG/eppavelc TePLoYEg VOGS YapT
KOl KOTAGTPEPOLY TOPOVS TOL avtimdAov. Xe éva tumikd RTS, elvar dvvatov va dnpovpynbodv
TPOGHETEC LOVASEG(TTY. OTPATIDTES N YWPIKOL) Kol KATOOKEVES (Y. TLPYIoKOoL 1| PAPUES) KaTA TN
JLIPKELDL TOV TOLYVIOL0D, dUTOVMOVTOS GVGGMOPEVIEVOLS TOPOLS. O TTaikTNg €Yl T dvvaTOTNTO VL
GLYKEVIPMGEL AVTOVG TOVG TOPOVS OO GLYKEKPLUEVES TEPLOYEG-CTLELR TOV YEPTY (Yo TapAdEery Lol
ddomn-Euieia, opuyeio-ypvods, PAPUES-KPENS) dIVOVTOC EVTOA LECH TNG DIETAPNG GE CLYKEKPIULEVEG
povadeg, vrevbuveg yi' avt ™ Agttovpyio (YwpuKoi-ELAOKOTOL-PETAAL®PVYOL Kot To. Aowrd). [To
OLYKEKPLUEVO, TO TLTTIKO Toyvidtl eidovg Real-time strategy yopaxtnpiletor amd T GLYKEVIPOON
TOPWV, KOTAGKELT PAGNC, EVTOG IO VOO0 TEYVOAOYIKT AVATTUEY Kot EUIEGO EAEYYO TOV LOVAO®V.
I'vootd RTS mayvidwa: Age Of Empires, Sid Meier's Civilization, Starcraft, Into The Breach.

2.3.3 First Person Shooter (FPS)

To Bvteomaryvidla BoAdv Tp®dTOL Tpooomov &ivar Prvreomaryvidlo OV EKTEAOVVIOL GE OMTIKN
TPOTOV TPpocdTov. Kdti mov onpaivel 01t pésa o€ avtd, o Taiktng PAETEL TOV KOGLO TOL TOLYVIOLO0
oo o “pUdTio” TOL NP TOV TOLYVIOLOD, OLGLUGTIKA LE [P0 KAUEPO EPOUPLOCUEVY] GTO VYOG TOV
KEPOAOV TOL LOVIEAOL TOL NP®A, KATO TNV AVATTLEN TOL TTAVISoV. XTo oy vidlo Tov €i00Vg 0O
TOKTNG XPNOLUOTOLEL OYL PUCIKA-UANOVE OTTAM, AALE TOL YNOLOKA-YEDTUKCO OTTAC TOV YOPUKTIPO TOL
O VIO10V, TOL 0TToia ametkovilovtatl oty 0006V Kot givar tkava va pi&ouvv elkovikeg cpaipeg-PAnuata
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(projectiles) mpog tovg exBpovc. Avtd ta OTAC umopel var elvorl TLEEKLN, KAPAUTIVES, dAVGGOTPiova
N axopa Kot youvd yépta. Ta moryvidia Tov cuykekpipévou gidovg cuviBwmg dtabétovy tn dvvatdtnta
TOLYVIOLOV Y10 VOV TTOUKTI 0AAG KoL TToyviol LETOED TOAAATAGY TOIKT®V HEGH dtadiktvov. ['vootd
moyviola Tov gidovg: Quake, Wolfenstein 3D, Doom, Unreal Tournament, Medal Of Honour, Crysis,
Call Of Duty, Half-Life, Soldier Of Fortune.

LEUEL| SCORE  |LIUES | G |HEALTH| AMMO

0 3 & 1007 8

Figure 7: Wolfenstein 3D — id Software

2.3.4 Multiplayer Online Battle Arena (MOBA)

To cvykekpiéva frvteomayvidla (Atadiktvakd Brvteomoryvidio péyms apévag TOALATADY TOKTOV)
amoteAovV vrroyeves Tmv Real-Time Strategy (otpatnywn o€ npaypatikd xpovo) 6mov 300 opddeg
oKtV avrayovifovtor petagd tove. Kabe maiktng edéyyet évav yopaxtipa péow demoaens. H
drpopd elvar 611 dnpovpyovdvral cuVHOOS CLTORATA LOVAES - “creeps” amd v Pdon g Kabe
OMAdOG KOl Ol TAIKTEG EAEYYOLV LUOVO TOV YOPOKTNPO TOVS. AAAO €va YOPOKTINPIOTIKO Elval TO
“farming”, dtaudwkacio Kotd v onoia o mwoiktng tpocmadel vo GKOTOGEL TO adVHVOLOVS £XOPOLS OV
onuovpyodvtor ki AEYYOVTOL OO TOV VTOAOYLOTY, LE OKOMO VO PEATUDCEL TO GTATICTIKA TWV
duvatotNT®Vv Tov Kol vo kepdicel mdviovg eumeipiag (Experience Points - XP). KataAnyovv €tot
AOWOV TO. CLYKEKPYEVO ToyVidl vo, omoTEAOVV GLVOLOCUO HETOED TOV PvTeomoryvioidv
OTPATNYIKNG GE TPAYLATIKO XPOVO KOl TOV PVTEOTAYVIOIDV dpAcNG LE EUPACT] TNV GLVEPYACTOL
HETOED TOKTOV Kot Tov opadikov gameplay kot RPG otoysiov, pe teMkd otdyo cvvnbog, va
KOTAGTPOAPEL TO PpovPLo TNG avTitaAng opddac. I'vootd MOBA Bwvteonayvidwa: DOTA, League Of
Legends.

Figure 8: League Of Legends — Riot Games

14



2.3.5 Role-playing games (RPG)

Buteomouyvidio porwv yopaktnpilovror ta frvteomaryvidla oto onoio 1 1otopio eEeAicoeTon e TV
eepevdvnon amd Tov TaiKTN, TOV KOGHOL TOL TULYVIOOL, EVM Ol pdyeg dtadpapatilovior pe popen
EVIOMDV Kol TOAMOMAEG EMAOYEG €mMOUEVNG Kivnomg, HECH® NG OEMOPNG YPNOTNG TOL
Bwteomayvidon. O maikng €xel TN dvvaTdTTA TAPAAANAOD YEPICUOD €VOG 1 TEPLGGOTEPMOV
YOPOKTAP®Y GE £VOV KOGUO OMUIOVPYNUEVO OO TN QOVTOGio TOV GYEJOGTH TOL motyvioov. H
Baoikn EMPPON TOV GUYKEKPIUEVOV PBVTEOTALYVIOIDV givar Ta Tapadoctakd emttpamelion motyvioto
POA®V, LLE TN S10POPA OTL LESH TNG EEEAMKTIKNG SL0OIKOGIOG KOl TG YNPLOToinomng, ELTAOLTIGTNKOY
pe ypapkd mepiailov, Pivteo, animations, KEIUEVO Kol Y0 KO LETATPATNKOAY GE TAOVGIESG, TOTE
oo TATES Kol TOTE TPLGOLAGTATEG TOAVUESIKES epmelpiec. Ta maryvidia Tov GLYKEKPIUEVOL EIO0VG
Eyovv TNV 10100 ovopaToA0Yia, TOPAUETPOVS Ko mechanics pe To PO Toyvidla pOA®V, OT®S TO
Dungeons & Dragons. AALEG OPLOLOTNTES UTOPOVV VO, EIVOL TO OVETTUYUEVO GEVAPLO, 1 OLPNYNOT TNG
1oTopiog, N OVATTVEN TOV YOPOKTP®V KoL 1] TOALTAOKOTNTA TOvg KoOm¢ kol 1 atia Evapéng tov
oy violov Eava amd v apyn (replayability). O maiktng yepiletor Tov KeVIPIKO YopOKTNPO 1
TOALOTTAOVG OPAKTIPES LLE TO GUGTNLO EVIOADV, EVA 1| ATOTEAEGULATIKOTNTA TOV KaBeVHS e€apTdTan
Ao TN OTOTIOTIKY aVATTLEN TOL HECM NG dladtkaciog tov leveling, pe v onoio 6T0 TEAOG TNG
péyms o kabe évag Aappdver moévroug eumepiog (experience) mov oveRAlovv TA GTATIGTIKG NG
dOVOUNG, TNG GpLVaC, TG emdeSloTnTOC, TOYNG Ko dAla. O ke yapaxtipog pmopel va dtabétet
OTAOL KO OVTIKEILEVO TTOV EVIGYDOVV TIG QUVALELS KO TO, XOPUKTNPIOTIKE TOV, EVO UTOPEL VoL AviKEL
o€ KAmo1a Katnyopio enoyyEAUATOG 1 1010TNTAG, OTMG LAYOC, KAEPTNC, BAPOOG, TOAELGTNG KOl GALN
Kot ovvnlog ektedel amootoAéc (quests). I'vootd RPG Pivteomoaryvidwr: Final Fantasy, Disco
Elysium, World Of Warcraft, Lineage, Persona, Might and Magic, Dragon Quest, Diablo, Yakuza:
Like A Dragon.

INVENTORY

Figure 9: Disco Elysium —ZA/UM

2.3.6 Racing Games

Ta Brvteomaryviola aydvov givor 100G PVTEOTOLYVIOIDV TOL EKTELOVVTOL GE TPITO 1) TPADTO TPOCOTO
(BAémovtag dnAadn i Gyt TO TPIGOAGTATO LOVTELO TOL OYNLLOTOC) KOl GTO OTOi0 O TalkTnG AopPavet
LEPOG GE AYMVEG LE OMOL0ONTTOTE TOTO oYuatog Enpds, Baddoong 1 GAAov ToTov oynuotog (Star
Wars Episode I: Racer, dwotnukd OyYNUOTO OTr GCULYKEKPEVN TEPITT®ON). ATOTEAOLV
OVOTOPACTACT] EMICNU®V SOPYOVAOCEDV aydvov (yio mopddetypo Formula 1) v ¢oavtactikov
AyOVOV (KOTOOLOEELS 1] OYDVESG e TEPITEYVO OYNUOTO KOl QAVTOCGTIKOVG 001yovg — Npweg — Need
For Speed xon Twisted Metal avtictolyo, wg mapadeiypata). XapaktnploTikd TopadelyloTo TOU
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eldoovg: Gran Turismo, Forza Horizon, Need For Speed, Microsoft Flight Simulator, Twisted Metal,
Carmageddon, Wipeout64, OutRun.

SCORE] 18eas0 IIE  obfczv'as

Figure 10: OutRun - SEGA

2.3.7 Sports Games

AmoTEAOVV TPOGOUOI®ON TPOYUATIKOV aOANUATOV OT®MG TO TOdOGPALPO, 1| AVTICQOIPIoT Kot 1
KaAaBoceaipion. Eivat and ta mo moiid €10m Prvteomoyvidlidy Kot ot 1o TpoOceates EKOOCELS TOVG
&xouv efelybel oe vmepbetikd Pabud oe oxéon pe tovg mpokatdyovg Tove. Ileptrappdvovv
doxipacieg mov Paciloviotl 6To OGO KOAN TEXVIKN £YEL AMOKTNGEL O TOIKTNG GTOV 1O10ATEPO YEPIGHO
Tov Kd@Oe Toyvidlov Kot yivetal TPOOTAOED HIEMONG KOU  LOVIEAOTOINGNG PEAMOTIKGV
YOPOUKTNPIOTIKAOV, 0TS 1 ToyOTNTO, 1 aKpifele, N emTdyvvon, 1 dVvaun Tov aOANTdV /Kot g
UTOAOC, VO TO. TEAELTOIO YPOVIO, YPNCULOTOLOVVTOL OleONTPEG o€ TPpayUATIKOOG afANTES Yo Vo
amodobel mo pealoTikd N avBpomvn Kivnon péso oto Prvreomoaryviol oe onpeio mAEov mov Ta
YPOPIKA KOt TO animation dgv amEYovV TOAD amd TV TOPAKOAOVONGT VOGS TPOYLOTIKOD 0y®VO GTNV
mAedpaon. I'vootd Brvteoraryvidia Tov gidove: Pro Evolution Soccer, Fifa, NBA2K, Madden NFL,
Pong.

Figure 11: FIFA 2000 — EA Sports
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2.3.8 Puzzle Adventure Games

Amotedovv vokatnyopio v Adventure games. Ta moryvidio Tov cvyKekpéEVoL €idovg pmopet va
etvatl TOAD oAl pe amOAVTO, VIHLOAMGOTIKO YPaPIKO TepBaAlov-Olemapn ¥pnotn, OnmMS T0 YVOoTo
Minesweeper (Nopkoiievtig) 1| mo immersive (eppubioticd), odvBeta, pe TApmg aventuypévo
Tpodidotata 1 dodtdoTato mEPPAALovTa, TEPPAALOVTIKODG NYOLS Kot VPPdkd gameplay. To
Bwteomaryviol Portal eivan éva yopaknpiotikd mopdadetypa, énov ta puzzles napovsidlovror mote
pe évav copfotikd Tpomo Kot GAAOTE PE £vay avTICLUPATIKO TPOTO GE HOPPT| SOKILAGLDY Y10 TOV
TOKTY TPOKEWEVOL VO TPOYMPTCEL GTN GLUVEYEWL TOV TOLYVIOOD KOl GE EMOUEVES OOKULOGIES
YPNOILOTOIDVTOG GLYKEKPLUEVA mechanics. Xapaktnpiotikd video games tov gidovg: Portal, Talos
Principle, The Witness, Superliminal, Antichamber, Limbo-Inside-Tamashii (Puzzle Platform
Games).

Figure 12: Portal 2 - Valve

2.3.9 Action-adventure Games

To Brvteomayvidia Tov cLYKEKPLUEVOL €I00VE amoTeEL0VV VRPIdI0 AL VISUDY OPAOTG KOt TOLYVIOIDV
nepuételoc-ypipmv. Eotialovv og €éva ocuvdvacud apnynonc-e&lotdépnone, mechanics pudyng o
emilvong yplomv. Zov amoTtéAeGUa AVTOL TOV GLVOLAGHOV, TOAAG PrvTeomaryvidlo epmintovy 6TV
OLYKEKPIULEVN KaTnyopio OIS ot KukAoeopieg ¢ yvootg oepds Legend Of Zelda. Alla
xapoktnplotikd mopadetypata: Tomb Raider, Assasin's Creed, Sekiro, Yakuza.

Figure 13: Rise Of The Tomb Raider — Square Enix
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2.3.10 Adventure Games

210 GLYKEKPIUEVO €100G PrvTeomayvVIdLDV 0 TOIKTNG OVOALUPAVEL TO POAO EVOS TPOTAYOVIGTH GE Hia
ddpaoTiKn 1oTopia LE Kuplapyo oTolyElo TNV apNynom, TNV €EEPEDVNOT, TNV GUAAOYT OVTIKEILEV®V
Kol TV emthvon ypipwv (puzzle solving). To yeyovdg 0Tl Tor Oy vidlo TOL GLYKEKPYLEVOL €100VG
eotidlovv oto “Eetdhhypa” piag otopiog (storytelling), Tovg emTpénel va avtAcovy Gtoryeio Kot
and GAlo apnynuatikd péoa (media), OTMOC Ol KIVNUOTOYPOQIKES Tovieg Ko 1 Aoyoteyvia. Ta
TePLOCOTEPO EIVOL GYEIOGUEVO ATOKAEIGTIKA Y10, Tty vidl €vOg Kot Ldvo maiktr, kabdg 1 éppaon
OV OIVETOL GTNV 16TOPI0L KOIL TOV YOPUKTI PO, KAOIGTA 0dHVOTO TOV GYESOGHLO T VIO10D Yol TOAAOVG
naiktec. To mpmdta adventure games g dekaetiog Tov 1970 kot Tov apydv g dekaetiog tov 1980
Nrav faciopéva og keipevo (text based adventures), xwpig onAadn va TePEXOVY YPOEIKO TEPPAALOV
KOl YPNOYLOTolovcay text parsers (GUVTOKTIKODG OVOALTEG) Yo VO LETAPPAGOLY TO KEIEVO TTOV
glonyaye o maiktng o€ in-game eVIoAES (EVTOAEG LECH GTO T Vi) Ol 0TToieg TVPOSOTOVV YEYOVOTA.
Me v mdpodo Tov ¥povov Kot 6GO TO GLGTHLATO TOV TPOCMTIKOV VITOAOYIGTAOV YIVOVTIOV 7O
WOYVPA L€ OVETTUYUEVEG OLVATOTNTES OTNV AMOO0CT YPUPIKAOV, E£YIVE EPIKTN KoL 1) aVATTLEN
adventure games pe T0 EUPLOIGTIKA YPAPIKE TPOYLLOTIKOD XPOVOL Y10 TOV TOUKTN 1) TPIGOAGTATOVS
pre-rendered ydpovg, axopa xor Full Motion Video (FMV), onAadr mpo-Pivieockomnpuéves
KOTAYPOUQES GE TOLOTNTO Toviog 1) TNAEOPAONC avTl Yo YpapIKd oTotyeia (sprites), dtovicpato M
TPLEOAGTATO LOVTELD Y10 VOl OTEWKOVIGTEL 1) OpdoT 6T0 oy vidl. Mia ToAD YveooTY| dALd Kol KAAGIKT
vrokatyopia Tv adventure games, GUVOEUEVN LE TNV “YpLoN” emoyn Tov €idovg givar ta Point and
Click adventures. 1o cvykekpipéva Prvteomaryvidla, o mTaiktng eAEYYEL TOV YOPAKTNPO TOV HECH
uiog point and click diema@ng, ¥PMOILOTOIOVTOG OVGLOCTIKA £Vo TOVTIKL LTOAOYIoT. O TaikIng
KAMKAPEL Y10 VO LETAKLVIGEL TOV YOPOKTNPO TOL 6TO TEPPAALOV, Y10 VoL CAANAETIOPAGEL e GAAOLG
YOPOKTAPEG Kot vo EEKIVIAGEL dAOYOVG e avTOVG, Yo Vo e€eTdoel (examine) avTIKEILEVO GTO
nePPAALOV 1 GTO inventory TOv OV OMOTEAEL OVCACTIKA TNV AloTo [e To avTiKeipeva Tov €xet
TEPICVALEEEL. APKETA GLYVA TO TOLYVIOLOL TOL CLYKEKPIUEVOL €100V¢ cuvoyilovtal 6T GLAAOYY
“YPNOILOV” AVTIKEILEVOV Ao TO TEPPAAAOV KOl YPNOT TOLG TNV KATAAANAN GTIYUn Yo emilvon
npoPAinudtwv/ypipwv. O maiktng o Tpémel va xpnoLonomacsl ototyeia mov £xel GLAAEEEL amd TV
e€epedivnon KoL TNV TOPOUTIPTOT TOV OTTIKOD LEPOLG TOL TOLYVIOLOD, TIG TEPLYPUPES TV JAPOPMV
OVTIKELEVOV KOl TOLG SLOAGYOVG LE TOVS VTTOAOUTOVS YOPOUKTNPES, ETCL MOTE VO OVOKAAVYEL TOTE
gtvat 1 KATAAANAN otiyun 1 Tomofecia yio va xpnolLonomoet 1o ekdotote avrikeipevo (item). [ToAd
yvowotd Point and Click Adventures: Mystery House, Machinarium, Monkey Island, Grim Fandango,
Broken Sword, Myst, Yuppie Psycho (emppoég amd point and click kot ototyeio amd dAra €idn, my.
Kivwmon yapaxtpa pe WASD mépa an' To Kk yio dddpaon pe aviikeipeva, Resources, healing
items KTA.)

Figure 14: Grim Fandango — Lucas Arts
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2.3.11 Survival Horror Games

Ta Bvteomoyvidwo emPimong Ko ta Prvteomaryviola TPOUOV EXOVV OPKETH YOUPOKTNPIOTIKO TOV
EMKOAVTTTOVTOL, KATL TOL 001 yNoE 6TO Vo dnpovpyndet Eva Eexmpiotd vroeidog (survival horror).
Ta Baocikd yapoktnplotikd evog Prvteomatyvidlod emiPimong sivon 1 dwyeipion mOpwv, Tov GLYVA
nepthappdvel cvomua crafting, oniladn ™ SvvATOHTNTO TOL TOAKTN VO ONUIOVPYNGEL EIKOVIKA
OVTIKEILEVO, HEGO OTO TOLYVIOL YPNOILOTOUDVTING TOPOVG TOV EYEl TEPIGVAAEEEL, €161 MOTE Vo
UTOPECEL O YOPUKTAPAG TOL HECH 6TO Touyviol va emPidoer/va datnpnbel {ovtavog (Tapopota
otoyeio “emPioong” umopovv vo Ppebodv kol oe Action/Adventure moryviowo, 6mwg 0 YVOOTOC
tithog Rise Of The Tomb Raider tn¢ etaipeiog Crystal Dynamics). Ta Pwvteomoryviolw tpopov
amotelobv pio axdun mo evpeion Kotnyopio mov adopueioPfnra meptlopuPdavel deKadeg TITAOLG
Bvteomaryvididv emPBimong. Zyeddv omolodnmote Tayvidl Le zombies, PLETO-ATOKAAVTTIKY VITOOEGN
KOl OTIYUEG TTOL KAmOl0g M KATL EEmeTdyeTol ampOGUEVO e okomd va Tpopdéel tov maikt (va
mpokaAEsEl jump scares OonAadt]), Oewpeiton Pvteomaryvior tpdpov. Ot dnuovpyoi TV
OLYKEKPIUEVOV PLVTEOTALYVIOIDV ETLYEPOVV LLE YUYOAOYIKA TPLK, OTTIKA 1] NYNTIKA, VO TPOKAAEGOVY
évtaon, eOfo, TpOUO Kol oywvio 6TOV ToikTN Kot vo Tov epfubicovv pe avtdv tov Tpdmo o1
ovykekpiuévn eumepio. Kamotot yopaktmpiotikoi titAot horror fivteomatyvidimv eivor ot Amnesia:
The Dark Descent, Alien: Isolation kot Blair Witch, 6pmc ot o dnpogting kot pe apketd peydo fan
base kot Wwaitepa eupv Koo, Tithot TpdUov eumintovy oty katnyopio Survival Horror (emBiwong
TPOUOV), OGS etvon Ta Prvteomaryvidta tov franchises Resident Evil, Silent Hill xou Evil Within, ota
omoia givol Ko 7o €VTOVO TO YOPAKTNPIOTIKO GTOLEI0 TV Teplopiopévav mopwy (first-aid sprays,
TEPLOPICUEVO amMmO Y10 TOPAOELYLA), GYEOLOGTIKY| EMAOYT OV TPOPAVAS TPOGOHIOEL YAPUKTIPOL
emPlwong otV OAN EUTEPIN Y10 TOV TOUKTN G€ GUVIVAGUO LE TIG 0POEG TV £XOP DY TOV £XOVLV GKOTO
Vo gUTOdIGOVV TNV TOPEL TOL TAUKTN TPOG TNV OAOKANPOGT] TOL TOLYVIOLOV.

Figure 15: Silent Hill - Konami

2.3.12 Platformer Games

Amotelovv avapgifora Eva idoc Prvteomatyvididy Tov 1 Evvold Toug oV Exetl peTaPAnOel wiaitepa
pe 1o mépacpo TV xpdvev. To €100g TOV Ty VOOV TAATEOPLOS KAADTTEL pio TEPAGTIO TOUKIALL
Bvteomaryvidoidv mov mopovotdlovv TS pileg TOVG KOL TIG EMPPOES TOLG OMO TO MO TPMIUO
deddotata oty vioto mhevpikng kOAong (side-scrollers). Zta Platformers o gleyyopevog and tov
moikTn KevIpkdc Mpmag dvvotar va TpEXEL, va TNOGEL Kol VO CKAPQUADVEL EVO TOVTOHYPOVA
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eEepevvael miotec Ko petéyel oe dokipaciec. ‘Eva yapoaktnplotikd Tmv 0100100 TAT®OV TOLVIOIDOV
TAoTOpLaG etvan 1 Thevpikn amoym (side view) pe to Donkey Kong va amote)el éva and ta mpdTa
ONuoeAn Tapadeiypota Tov gidove. To cvuykekpiévo Prvreomaryviol £dmoe TV GKLTAAN 6TO Super
Mario Bros. tg Nintendo kot Votepa oto Sonic The Hedgehog g Sega. Mepikd ypdvia apydtepa
1o Crash Bandicoot t¢ Naughty Dog anéktnoe 1o 01kd 1oV KOO QOVOTIKOY DTOGTNPIKTMV, LE VEQ
yovia kapepog (head-on), tpiodibotota ypagikd, side-scrolling (mievpikny kOAION) GTIYUEG TTOV
OTOTEAOVG AV POPO TIUNG GTO VOGTOAYIKO TTapeABOV Tov €100V Kot T O1KN ToL EEYmPloTh yonTeia.
Me v mapodo tev xpdvav o Prvteomoyviola TAateoppag dtactavpodnkav pe dAlo idn (RPG,
Puzzle xt)\.) kétl TOL 001 YNGCE GTN dNUIOLPYIL LEPIKMY TOAD 1d1iTEPWV crossover Tithwv. ['vootd
platformers: Mario 64, Banjo Kazooie, Donkey Kong Country, A Hat In Time, Psychonauts, Cuphead,
Alex Kidd.

Figure 16: Alex Kidd In Miracle World - SEGA

2.3.13 Fighting Games

Ta Brvteomaryviola pdyng etvon Prvreomonyvidlo Tov EMKEVIPMOVOVTAL GTNV TOAN LETOED (evyopldv
poymtav, pe Kuvpiapya otoryeie to pmloxdpicpo embBécewv (blocking), Aafég (grappling),
avtemBéoelg (counter-attacking) ko aAvoideg embécemv (chaining attacks) pe popen cuvovAGHOL
KIVGE®V Kot yTumnpdtov (combos). Xta moyvidio Tov GLYKEKPLLEVOL €I00VG Eyovpe KATA KOPLO
AOYO OTEWKOVIOT] TOV LOYNTOV GE TAELPIKT ATOYN, EVAD OKOUO KOl GTO TPLOOAGTATO TOLY VIO TOV
OLYKEKPLUEVOL GTVA 1 Kivnomn meprlopiletor 6To 016d1doTaTo eMinedo cvpumeptlappdvovtag mAdylovg
Bnuatiopotg (sidestepping) oe Pabog M mpog v KAUEPa, Yo TV yevdaicOnon TpiodldoTatng
Kkivnong, oAAd kot yio TV amoeuyn embécemv 1 Evavoua vémv combos. Ta cuykekpiuévo maryvidta
€0T1alOVV KUPIOE G€ SIAMANKTIGLOVG TOL OPOLOV, OALE Kol ayMVESG EMIOEIENG LE TEYVIKEG YVAOOTOV N
Kot QyVOOT®OV TOAEUKADV TEXVAOV HETAED TV avTimtdiov. Ot yapaktipes divovv pdyn petatd toug
péypt o évag va viknoel tov dAro (e€avtinon g prdpoag {ong tov kabevog — health bar) 1 uéypt va
e&avtAnet o mpoxaBopiopévog xpdvog. Ot aymveg amoTeEAOVLVTOL 0O GUYKEKPILEVO aplOd YOpmV 6e
pia wioto-apéva, v o KEOE yapaktpog £xel TIG dIKEG TOL EEXMPIOTES 1O1OTNTEG, AALA Kot 0 KaBEvag
amd avTovg gival To 110 QKT va emAeyel am' Tov EKAGTOTE TAUKTY), KATL TOL amoterel booster oty
competitive VO™ TOV GLYKEKPIUEVOV TTatyvidludv. Kdmrowa and ta o yvootd Fighting Games: Street
Fighter, Mortal Kombat, Super Smash Bros., Tekken, Virtua Fighter.
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Figure 17: Street Fighter 2 Arcade - CAPCOM

2.4 Mnxowec Mavidlwy

INo va avamtvoyBet éva Prvteomaryvidr stvor avaykaio 1 VTapEn Kot Tov KATEAANAOL AOYIGHKOD.
Yuvbwg ot eToupeieg mov OvATTLGGOLY Prvieomaryvidlr TPV EEKIVIIGOLV VO TOL VAOTOLOVV,
onuovpyohv Té€Tole Aoyiopkd €Tl vo. d1evkoAbvouy T dtadikacio oyedioonc.[8] Mia oeipd
o VoLV pumopel va avamtoyfel Aowmdv pe v ¥pnom Tov 10100 AOYIGUIKOD, UEXPL M EKAGTOTE
ETOLPELN VOL TO OLVTIKOTAGTNOEL YIUTL OTAVEL € oNUELO Lol VoL BEPEiTaL AmOPYOOUEVO PE TNV TAPOSO
TV YpoOvev kot Vv eEEMEN ¢ teyvoroyiag. 'Eva Aoyiopukd tétoov tHmov, KaTAAANAO Yol TN
onuovpyio kot oyediaon Pwreomaryvidiwy ovoudletor Mnyavr TMoyvioiov (Game Engine).
Amotelel ovclooTiKA €va OLOKANPOUEVO TePPAALOV avamTuéng, o Etolyun OnAaodr covita
Aoylopkod, PaCIKOV  ONTIKOV  €PYOAEIOV Kol ETOU®MY  GLUOTNUATOV 7OV  UTOPOLV Vo
EMOVALYPNGLOTOMOOVV Kol 0 TPOYPOLUATICTIS OEV EIVOL VTTOYPEMUEVOS VO CTATAANGEL XPOVO Y10 VL
TOL VAOTOMGEL amd ™V apyn, Kepdilovtag €16t xpovo Yo v avamtuén ovtod kabeontod Tov
Brvteomayvioov, kdrtt 1o omoio omnpileTanr 61O YEYOVOG TG TO TEPIOCOTEPO TOaYVId £xovv
mopopotleg Bacikég Aettovpywkdtntec. Kamowo and ta érotpa cuotiuota To omoia dgv ¥peldleTot va
avamtOEEL T VO YPAWYEL KOJIKO Yia TN dnovpyia Toug e€apyng o game developer kot Tov TapEyovTot
ETOLUO Y10 XPTON LETA TNV OPYIKY] EYKATAGTOOT) TNG UNYOVIG TOLYVIOIDV GTOV VTOAOYLGTH TOL, Elvol
po pnyovi eotoarddoong (renderer) yio £iT€ O1001ATOTO E1TE TPIGIAGTATA YPOPUKA, LLioL LYoV Yo,
VTOAOYIGHOVS QLGIKNG Kol EVTOMIGUO KOl TPOGOoUoiwon cvykpovoewv (physics engine-collision
detection), £va. GOGTNLLA YOV LLE OPKETES TOPAUETPOVS KO OLUPOPETIKES PLOUIGELS Yo TNV OpYdveoT
Kot 0mdOO0GT TV SLUPOPETIKMY YWV TOL TTayvidton (ymrikd effects, povoim, tepifariovucoi nyot,
Mol LeEVOV), GLGTNWA SCripting Kot LETAYAMTTIOTY Y10, TN UETOYADTTION TNYoiov KMo 0 0moiog
etvar ypoppévog o€ Kamola YAOGGo vynAoL emutédov Ommg 1 C# yio mopdoety o, o€ YAOCGO UNYOVIG
KOl EVTOAEG TTOL UITOPOVV VOl ELVOL KATOVONTES Yo TV KEVIPIKT povada eneEepyaciog (CPU), étoo
ovoTNUO TEYVNTAG vonuoovvng Kot pathfinding yia tov kaBopiopd 1 mepropiopd kivnong Tpaktopwv
o€ mEPIMAOKOLG YDdpovg N AaPupivBovg (yia mapdadetypa NavMesh Agent — Unity), £toipo chotpna
dwyeipiong pvnung (memory management) yio. TOV KOTOUEPIOUO KOl TN dwoyeipion — déopevon —
AmOOEGLEVOT] KoL TV OVTOHOTOTOMUEVN N XEpokivntn dwypaen tov references otn managed
memory (7o cvykekppéva GC.alloc — GC.collect, prhdvtag cuykekpuéva yio m pnyovn g Unity)
Katd to runtime. AvTéC Ol £TOWES Yoo XPNON UNYAVEG TOLVIOU®V GLYVE KaAobvtal “game
middleware”, KaO®OC mTOPEYOLY U0 EVEMKTN KO EXAVOYPTCULOTOM G TAATEOPLO AOYIGUIKOD M
omoia TapEYEL OAN TNV KEVIPIKN AELITOLPYIKOTNTA TTOV amotteital, ueca- “out of the box”, yia v
avATTLEN LG EQUPLLOYTG TTOLYVIOL0D, EVED TOVTOYPOVA LEUDVOVV TO KOGTOG, TNV TOAVTAOKOTNTA, TNV
SVOKOALL TNG AVATTTLENG TNG EQAPLOYNG KOt TOV YpOVO UEYPL TNV KVKAOQOpPIa TOV TatyvidoloD 6Tnv
ayopd — OA01 KPIGILOL TOPAYOVTES GTNV DYNAL ovTay®VIGTIKY| Bropunyovia tov Brvteomaryvidumy. Ag
A covpe OUMG Le ATy AGyLoL Y10 LEPIKEG YVAOOTEG UNYAVES TTOLYVIOIDV.
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2.4.1 Reach For The Moon Engine- RE Engine

RE ENGINE

Figure 18: RE Engine logo

H Reach For The Moon Engine, 1} aAAicd¢ RE Engine, etvon pio pnyovn mouyvididv mov avamtdydnke
and v Capcom. YLomombnke apykd, to 2014, 101k yia to moyvior Resident Evil 7: Biohazard
Kot Katd v vapén g avAamTtuéng tov, Kt omd toTte £)xEL YpMolonombel Ko yio T dnpovpyio
nowkihov dArov titAov ¢ Capcom, 0mwg to Devil May Cry 5 kotr to Monster Hunter Rise. H
OCULYKEKPIUEV] pNyov) 7oy Vidldv amoterel tov dudoxo ¢ unxovng MT Framework, tng
TPOTYOVUEVIG UNYOVIG oy VIOdV Tov glxe ompovpyndel amd v Capcom kot pHEG® TG OMOioG
emiong elyov avamtuydel apketol yvwotol tithot Tne. H cuykekpipévn unyoviy oxedldotnie amd Toug
TPOYPOUUATIOTEG TNG, Ol OTTOI0L EIY0V KOTA VOL TN YPOLUIKT GUGT| TOV oY VidoLo0 Tov gyov 6KOTO
va 6Yed1doovy Kot OeAAY VoL SNUOVPYHGOLY TO GUYKEKPLUEVO game engine Yo Vo, KOTOGTHGOLY TN
dradkacio avantuéng Tov moryviolod mo anotelecpatiky. O Adyog mov dev ypnoLoroincay kdmwoto
GAAN UN-€EEIBIKELIEV] UNYOVY] TTOLYVIOU®Y GAAOL KOTOGKELOOTH NTOV OT®G &imav, OtL “pior pn-
eCEOKELUEVT] UNYOVI] TTOLYXVIOLDV OVETTUYUEVT amd KAmolo GAAN etoupeia dev Ba oy KATAAANAN
Yo v avamtuén evog mayvidlov 6mwg to Resident Evil 7”7 [8]. Aev ftav dvvatn n xpnomn e MT
Framework, A0yo tov apydv g epyareiov avdmntvéng, omdte Ntav avoykeio n Capcom va
OYEOLAGEL i VEQ pnyovn Yo va Tpaypatoronfei n “asset-based” avdmtvuén tov oy vidoron, dniad|
avantuén pe kuplapya ototyeio To ypoaeikd kot ta tprodidotata povtéda. H RE Engine napovcialet
mowkideg PeAtidoelg o oyéon pe v MT Framework, mov mepilappdvovv véo cuotnua anti-aliasing
(teyvun e€opdAvvong opiwv) Kot 0yKopeTptkob etiopov (volumetric lighting). H ev Ad0yw pnyowvn
vrootnpilel EMTAEOV TNV XPNON POTOYPUUUETPIOG Yoo TN SNUovPYiot HOVTEA®V KOl YPOUPIK®OV
VYNAOTEPNG TOWOTNTOS Kot motdMTag koBmg kot PeAtiopévn vmoompiln Yy EKOVIKN
TPAyRATIKOTNTO 6 o)XEom pe TV mpokdtoyo ™¢ (MT Framework), mov emtpénet vymidtepo pvOud
anodoong mioiciov (framerate), amapaitmrov yio vo amoeevybel To motion sickness, éva amd ta
Bacuwd TpofAnpota mov avadvovtal Katd Ty avdmtuén spappoydv VR. Emmiéov mepihapPavet
gpyorela OV KAVOLV €PIKTY TNV TaxOTEPT OMovpyior animation (KIVOUHEVN €IKOVA), LE TEXVIKEG
omwg 1o modular rigging, To motion matching, To procedural animation kot To motion retargeting.
Ao éva ek tov mheovektnuatov g RE Engine elvar 0t d100étel dupopeg véeg emhoyég ya
TPOGMUOLDGELS PLGIKNG TOL EMTPETOVY TNV TLO PEAAGTIKT TPOSMOUOIWST OpovoudToy.
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2.4.2 Source + Source 2 Engine

™

Source

Figure 19: Source Engine logo

H Source eivar pia 3D pmyovi oy vididv, ) onoia avartoydnke and v Valve. ‘Exave 1o vigumovto
g tov lovvio Tov 2004 g 61400y0g g GoldSrc[8], piag tpomomomuévng ekdoyng g Quake
Engine, pe to moyvidwe Half Life: Source kot axolovBwg pe ta moryvidie Counter-Strike: Source kot
Half Life 2 tov NoéuPpto tov id1ov ypovou kot amd tote givat o€ evepyn avantuén pe cvveyn updates
TOVAGYIGTOV HEXPL VAL ODGEL TNV GKLTAAN 611 814000 punyavi moyvididv Source 2 ond o TEAN TG
dekaetiog Tov 2010. H Source ompuovpyndnke pe oxond va avaPoabuiletor otadioxd poll pe tig
e€elM&elg g TevoroYing, o€ avtiBeon Le AAAEG AVTOYOVIGTIKESG UNYOVES TTOLYVIOLMV TTOV TO. Version
jumps tovg “éomayav”’ tn cvuPatdTra Kot gV propovoay vo ypnoiponomfody pe maid games:
SPOPETIKG. GUGTNUATO OV OVTITPOCOTEVOVTAY OO JPOPETIKE TUHATO TG Source engine
umopovoav va avapaduiotovv Egxmprotd. Ymipéav PéPata KATOEG €KOOGEIS TG UNYOVIG TTOV
“Somayav”’ Kt autég TV aAvcida g cvpPatdmroc. Ot kukAopopieg tov Half-Life 2: Episode One
kot Tov The Orange Box ovclaotikd 0éomicay véeg ekd0GELg TG Source, Ol 0moieg 0ev UTOPoHGV
va ypnowonomBovv yio va tpéEovy maldtepa moryvidle 1 mods, Ywpig Ol TPOYPUUUATICTES VL
xpeoTel va eméuPouv Kot va. kKdvouv aAAayéc otov kdduka tng pnyovng. Kdati mov kot mi
amoTovce Ayotepn 6ovAeld o' v TAevpd TV developers 6e GUYKPLOT LLE AVTIGTOLYES TEPITTAOGELS
TOLYVIOLDV, CTNUEVOV 08 GALEG UMyavEG TayvidldV. Ot Tpels Pactkég EQpOPUOYEG, GLGTOTIKA GTOlXELN
tov Source SDK, tov software development kit onAadn g Source Engine mov £ywve dwpedv yia
OAOVG TOVG ¥pNoTEG TOL Steam peTd v KukAoopio tov Team Fortress 2, eivor to Hammer Editor,
10 Model Viewer kot 1o Face Poser. To Model Viewer tool emitpémer ovcaotikd TV ORTIKY
EMOKOMNGN TOV TPIGOIICTATOV HOVIEA®V GTN Unyxavy, Yo tov xpnotn. Ot developers pumopovv va
YPTCUYLOTOGOVY TO GUYKEKPLUEVO ePYaLElO Yo TPOPOAN TV HOVIEAMY KOl TV animations Tovg,
KaBmG KOl TOV GLOTATIK®OV GTOLXElMV-components avTdVv kot ovTe Kabeéng. To Face Poser givat £va
e€edkevpévo gpyadeio yia TpOGRAcT OTIG EKPPAGELS TPOCHTOV TOV YOPAKTIP®V, KOOMG KOl 6T
cvoTiuata yopoypopiag kol kivnong. Emupénet v emneepyosio twv ek@pAGE®V TPOCMOTOV,
YEPOVOLLDV Kol KIVIONG TOV YOpaKTHP®V KOOGS Kol TOV GUVTOVIGUO TV XEWMMV LLE TOV NYO TG
opAiog Kot emmAEoV divel T SLVATOTNTO TPOETIGKOTNGNG TOV TG OAa avTd O ontikomonBovv amd
NV Unovn ypaeikov katd to runtime. To Hammer Editor givon o enionpog level editor (ot oyt povo)
™G unyavng Source. AALo €va yvaotod epyaieio tng Source givar to Source Filmmaker, ypriocyio vy
™ dnpovpyia Bivreo kou trailers mwoyvioidv tov engine. O d1d0x0G TG Source, 1 U0V TOLVISUDV
Source 2 avaxowvdOnke to 2015 kot to Tp®d@TO TOYVIdL TOL TV YPNCLOoToince Nrav to Dota 2, ue
LETAPOPE TOL GTY GUYKEKPIUEVT] UNYavY] amd TV mponyovpevn £kdoomn mov giye avomtvydet (tnv
Source). Ta oyéda Yo Tov d1ddoyo ™G apykng Source eiyav Eekvnoet Non ond to 2007 pe v
kukAopopia tov Half-Life 2: Episode Two. To npdto tech demo ywa tnv Source 2 kukAo@odpnoce T0
2010. To 2015 n Valve avakoivowoe oto Game Developers Conference mwg n véa ¢ unyovn Oa
nmopeiye support yio to Vulkan Graphics API (diemagn TPoypOUUOTICHOD EQUPUOYDV TOV
YPNOLOTOlEITOL  KLUPI®G Yo TPIGOWGTATO  YPOQEIKE Prvreomoryvidudy), Kobdg kot pio véa
evoopatopévn physics engine, v Rubikon mov Oa avtikabiotovoe ta third-party epyaleio yio
physics g Havok. Apydtepa 1 Source 2 éywve cvopParti pe Android ko i0S. H pnyowvn emmiéov
etvar ovpPatm pe VR ki égel ypnowonomBetl oto Robot Repair tech demo mov nepiéyeton oto The
Lab, kaBd¢ kot 610 o0 yvootd Half-Life: Alyx. Kdnow epyaieia g Source 2 mov oyedidotnkoy
€101KA 1oL TN OMovpyio TEPLEYOUEVOL amOKAEIGTIKG Yia To Twayviol Half-Life: Alyx xvkhopopncav
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Tov Mduo tov 2020.

2.4.3 Unreal Engine

UNREAL

ENGIMNE

Figure 20: Unreal Engine logo

H Unreal Engine sivar pio pnyovy moyvidiov mov avoarntoydnke om' tnv Epic Games kot
TAPOVGLICTNKE Yo TPOTN opd T0 1998 6to Tayvidr Bordv mpdToL Tpocsdmov Unreal. Apyikd
avamTOYONKE GLYKEKPIUEVO Y10 TN OMULLOVPYia ToLYVISI®DV BOADV TPMOTOL TPOGAOTOV KOl OTO TOTE EMG
Kot onpepa £xet xpnooroin et yia t dnpovpyia whpo TOAADV TPIGIACTATOV TOLYVIOUDY TOALDV
JPOPETIKOV €MV, N YpNoN TG OHmG €xel viobetndel ko omd GAAeg Prounyavies, OT®G O
Kivnuotoypdeog ko m tAedpaon. [lpoypappatiopévn omv yAdooo C++, n ev Adym pnyovn
Ty VOOV yopaktnpiletar amd v o peydio Pabud gvehéio e, kabmg vroompilet kot gival
ovpPoatn pe pio peydin ykapo omd TAaTeOpUES (VTOAOYIGTEG YPAPEIOV, KIVNTE, KOVGOAES, EIKOVIKT)|
npaypatikdmra). An' to 2015 1 My ™G GLYKEKPIUEVIG UNYXOVIG TToy VOOV gival dmpedv Kot o
myaiog g Kmdkog givat dtabéoipoc péow GitHub. H Epic Games emitpénet v ypnon g Unreal
Engine o¢ gumopikd npoidvta, kpatdvtag 10 5% 10 GLVOLOL TV £600®MV TOANGEMV, EKTOG KoL OV
T0 Ty viol kukAopopnoel oto Epic Games Store [8]. Zti¢ 13 Maiov Tov 2020,  Epic avaxoivoce
OTL TOPOLTEITOL TOV GUYKEKPILEVOV SIKOLOUATOV €L TOV €600V ApKEL 01 TOANGELS TOV TOLYVIOLO0
va €0y omodocel 6000 Ayotepa. omd €va eKatoppdplo doAldpla. H emduevn €xdoom g
dMuoehods avtng unyavng moyviowwy, n Unreal Engine 5 €xet oxediootel va KukAo@opnoet 6Tig
apyés tov 2022. H mpot éxdoon g Unreal Engine viomomOnke an' tov Tim Sweeney, tov 10pvt)
¢ Epic Games. Mepikd amd to yopakmpioTikd g NTav n aviyvevorn cvykpovcewv (collision
detection), 0 YpOUATICTOS QOTIGUOG Kol o popen @lAtpapicpatog vewv (texture filtering)
neplopiopévav duvatotntev. H punyovn eiye emmiéov tov o1kd g level editor, tov UnrealEd. H
emopevn ékdoon g unyavng, Unreal Engine 2, éxove 10 viepumovto g 1o 2002 ko mopovosiole
pdAoTo peydAn tpdodo Ge GYECT LE TV TPOKATOYO TNG OGOV 0pOopa 6€ BELATA ATOS0GNG YPOPIKMDY
(rendering) kaBmg Kot TAEdd0 eveopatopévoy epyareiov. Htav kav va “tpéyel” mioteg pe 100
Qopég meplocoTepn Aemtopépeta ant' ot apykn Unreal evd emmpocsOétmg mapeiye dkd tng cvotuoa
copatdiov (particle system), plug-ins ywo eaywyn povtélov oe Studio Max kot Maya ka0d¢ kot
ocvotnpa yw skeletal animation. H emdpevn ékdoon g punyavng, Unreal Engine 3, ntav faciopévn
OTNV TPOTAPYIKN €KOOOT TNG UNYOvVNG, OAAAL @uowkd &elxe véa yopaxtnplotikd. H Paoikn
OPYLTEKTOVIKY] OPOTI] GTOVG TPOYPOUUOTIOTEG TOPEUELVE, KOODG KOl O OVTIKEWLEVOSTPOUPNG
oyxedtaopoc. Ta otoryeio TV T VIOIDOV OPMG TO OTToio NTAY 0OPOTE GTOVG TEMKOVG PN OTEC gamers
(tTo. Ypapikd kol 0 QOTICHOG, TO cVoTnue physics, T0 cOGTNUO MOV Kol To VEN €PYOAEin)
nmopovciolov dpapotikny Bertioon kot ftov ToAD o wyvpd ar' ta avtictotya ¢ Unreal Engine 2,
EVO LINPYE EMTAEOV 1) SLVATOHTNTA Y10 VITOAOYICUO POTIGHOD Kol KDV 0V gikovooTtotyeio (per
pixel) ko OxL avd Kopven TPry®VoV (per vertex), KATL Tov £ixe PUGIKE GOV ATOTEAEGLO TTOAD TTLO
eviumwolokd ypagwkd. H emduevm “yevid” g unyovng, n Unreal Engine 4, népa amd tig véeg
Behtuwoelg ota ypagikd, mepleAdupave Kou to cvotnuo visual scripting “Blueprints”, to omoio
EMTPENEL TNV TOYElL avATTLEN AOYIKNG TToyVidoh ywpig vo amoteitonl KOJKAG, KabMG Kot Lo
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HEYAAN yrdpo amd vrootnpllopeves mhateopuec. H tedevtaia yevid, T€A0G, TNG UNYOVIG TOLYVIOIDV,
n Unreal Engine 5 &iye anokaivntipla o popoen early access otig 26 Maiov tov 2021 kou pe v
entonun Kuklopopia va vworoyiletar otic apyéc Tov 2022. To mo Pacwkod véo feature g punyavig
etvar 10 Nanite[8], éva epyolelo TOL EMTPENEL TNV EI0AYOY POTOYPOUUETPIKOD VAIKOD LYNANG
AEmTOUEPELOG KOl GUYYPOVOG elvar kavo va  dtoxelpileton Ta emimeda Aemtopépelag (LODs) tov
ELCAYOUEVOV LOVTEAWMV, EMITPENMOVTOG £TGL GTOVG GYESOOTES PVTEOTAYVIOIDV VO UV CTOTOAAVE
EMMAEOV YPOVO GTNV KOTOUOKELT AETTOUEPDOV HOVTEA®V. AALO €VO YOPOKTINPIOTIKO EPYUAEID TNG
Unreal Engine 5 eivon to Lumen, mov €£ovdetepdvel T TV ovaykn Yo TPOUTOAOYICUO TOL
QOTIGUOV KoL EMLTPEMTEL TOV SVVAUIKO VITOLOYIGLLO TOV POTIGLOV KO TOV GKIMV GE€ TPAYUATIKO YpOVO,
kaBd¢ kot 1o Chaos oe polo physics engine. Me 1N duvatdTTo OTEKOVIONG OeKAOWV
dloeKaToppLPimY ToALYOVOVY Tavtodxpova o€ 4k avaivon, n véa yevid tng Unreal Engine otoyevet
OTIG EMEPYOUEVEG VYNNG ToYVTNTOG amodnNKevTIkég HeBOOOVG TV KOVOOAMY VENS YEVIAG KOl GTO
VAKO Tovg mov Paciletar oto cuvovacud ypnong SSD diokwv kot LvnuUnG Tuyoiog TposméLaong
(RAM). AALo éva onpavtikd epyaieio amod ta mo 1oyvpa enepyoueva features tng unyovig, etvot to
MetaHuman Creator, epyaieio mov emitpénetl TV Tayeion dnpovpyio avOpOTIVOV YOPOKTHP®V Yo
¥pP1OM OTO engine.

2.4.4 Unity Engine

unity

Figure 21: Unity Engine Logo

H Unity Engine givot pio €K TV 0 010.0€00UEVOV UNYOVAOV TOLYVIOUDY KO YPTCLLOTOLEITOL Y10 TNV
avantuén (kvpiog) Prvteomaryvidudy, aArd Kot AoV epappoydv yuo PC, kovediec, mobile kot
websites. AvoakowadOnke kol kvkAopopnoe mpotn @opd 10 2005 oto Worldwide Developers
Conference g Apple Inc. g pia unyovi Toyvididv £dkd yio to Aettovpyikd cvotnua Mac OS,
o1 GLVEYEWN OHMG ApYLoE Vo LITooTNPileTal Kol amd pio peyan ykdapo omd dAleg mAiateopues. H
unyavn dwatiBeton Ko dwpedv evad To Ul g epappoyng etvor wiaitepa @AKo mpog Tov xpnotn Kot
auTO £XEL GOV ATOTEAEGHA TNV Waitepn aydnn Ttov indie developers, 0ALA Kol 0TAOD KOGLLOV TOV
JeVv ElYE TIG AmOPAITNTES YVDOELS OO TPLV, AVEL TOV TAAVITI TTOL EMALYOLV VAL OVOTTOEOLV GE OVTH
mv unyavr. ‘Eva emmiéov atov g glvor 0tL mAéov eivan avesdptntn mAateopuog (cross platform),
omote PUmopel vo TPEEEL GE SLOPOPETIKA AELITOVPYIKA GUGTHLOTO Kot TAATPOPUES VAIKOV. Atobétel TO
oo g Asset Store, dievkoAlvvovtag €tol Tovg developers kot divovtag tovg mpdsfoon oe pia
peydAn mowiMa and free 1 paid assets, emttoydvovTog To GTAON TG AVATTVENG, OAAL TOVTOYPOVA
Kot £voL TEPACTIO community omd ¥PMOTES KOl YVOGTEG TNG UNYOVIG 01 otoiotl £yovv T dtabeon va
BonOncovy axdpa Kot Tovg To apydplovg xpnotes va pdbovv ta facikd kot V' apyicovy va kévovv
TO. TPAOTO TOLG Prpota ot onovpyio oy vidldy. AKOpo kol peyOAeg etaipeieg avamtvuéng
TOLYVIOLDV TTOV OV EXOVV OVOTTTUEEL TIG SIKIEG TOVG UNXOVES, TNV EMAEYOLV AGY® TG gveMéiog TG,
KaBmG Kol TG CLUPATOHTNTAS TNG LE LK TPOYLOTIKY] LEYAAN VKA OO SLOPOPETIKEG TAATPOPLEG,
KaOdG Kot Tov eopeTikoy support oV emayyeApotikny €kdoon g unyovns. H yAdooca
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TPOYPOUUATIOHOD 7oV ypnoonoteiton otnv Unity eivon 1 C#, vrdpyel opwg dtobécio kot 1o
dwpedv gpyareio omtkol scripting Bolt yia tovg ypnoteg mov dev elvan efokelmpévol pe Kamoo
YADGGO Tpoypappaticpov. H unyovi propel va ypnoiponomBet yio tn dnuovpyio 0160146TOTOV Ko
TPIGOACTATOV TOLYVIOLDV, KAODS Kol Y10 SadpacTIKEG TPOCOUOIMCELS Kot GAAec sumelpieg. H
punyovn €xet eniong ypnoiporombet Kot amd aAleg Propmyaviec TEPOV aVTHG TOV PIVTEOTALYVIOUDV,
OGS 0 KIVNUATOYPAPOG, 1] QLTOKIVITORLOUNYXOVIO, 1) OPYITEKTOVIKY, 1) UNYOVIKY], Ol KOTOOKEVEG Kot
amd 11§ Evomieg duvdpelg Tov Hvouévov IoMteidv g Apepikne. Kabmg oy 1 unyovi moyvidiov
TOV YPNOLUOTOMGALE, B0 TPOYMPNGOVIE LE TEPIOCOTEPEG AETTOUEPEIES GTY] GUVEYELL.
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Kedpahato 3: AANeC edapUOYEC TTOU XpNOLoTIoWBnKav

3.1 Mpohoyog

['a va. ohoxAnpwBet Evar moyvidl cuvnbme dev elvarl apketn HOVO Kot LOVO 1 VTOPEN TNG UNYOVIG
Ty VIOLOV (1) omoio deV UTOPEL VoL LLOG TALPEXEL TO TAVTA OVAL TTAC O, GTIYUY]), 0AAGL aanteiTo 1 ¥p1on
Kol GAA®V epYOAEi®V — EPOPUOYDOV V1o VO KOAVPOOVV Ol EMTAEOV OVAYKEG KOATO TO GTASLO TNG
avantuéng. Tétown epyodeio pmopodv va eivar epapuoyég yuoo 3d modeling (my. 3ds max, blender,
maya), epapuoyéc yw emeepyoocio ewkovog (my. Adobe Photoshop, GIMP), epapuoyés ya
emeEepyacia Nyov (my Audacity, Ableton Live), epappoyég yio dnpiovpyio SoupopeTikmy texture
maps kot materials (Materialize, AwesomeBump, CrazyBump).

3.2 Edappoyec yia 3d Modeling

‘Eva and ta Bacikdtepa oToryeio £vOG TPIOOAGTOTOL PVTEOTOLYVIOIOD EVOL TOL YPAPLIKA TOV KoL TO
TPLGOLACTOTO LOVTEAD TOV. ZTNV EMIGTNUT TOV VITOAOYIGTMV, LE TOV OpO “YPOaQiKd’” evvooOUE “Tnv
EWKAOTIKY TTapovcioon dedopévav (data) ontikod mepieyopévon”, eved pe tov 6po “3D poviéro”
EVVOOUUE TN HaONUATIKY ovamopdotaon €vOog TPOYUATIKOD 1 (QOVTUGTIKOD TPLeOlIoTUTOV
avtikeyévon. Ta 3D povtéha amoteAodV aveKTiUnTo GLGTATIKO Kol GAAOTE OVOTOCTOGTO KOWUATL
TOAAL®V SLOPOPETIKDY TOUE®V, OTMG 1 WTPIKY], O PLOpMYOVIKOG GYXEOOAGUAC, 1| OPYLTEKTOVIKT, O
KIynuoatoypdeog, ta Prvteomaryvidwn k.o Edikd ta tedevtaia ypovia pe Ty eLEAvIon Kot avEnpévn
xpNoN TV ekTVTOTOV 3D, Ta 3D povtéda £ytvay akdpo To oNUaVTIKE Kadohg lval amapoitta yio
Vv eKTOTOOoN (TPAYHOTIK®OV) avTikeévov. [lo vo to KOTOGKEVAGOVE GTOV VTOAOYIGTH LG,
yperolopacte e0d epyaleia TpiodidotoTov oyedtoopoy. Ta mo yvootd gival to 3ds max, blender
kot maya. Epeic ypnoponomoape tig ekdooelg 2.65 kot 2.9 tov Blender.

— =

Edge

Face

Figure 22: Face, Vertex and Edge of a 3d model
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3.2.1 H epappoyn Blender

@blenderﬁ

Figure 23: Blender logo

To Blender eivar éva mavioyvpo Swpedv TPOYPOAULO GYESIAONG TPICOACTATOV YPAPIKMOV, &ivart
erevBepo Aoylopiko kot dravépetar vd v ol GNU General Public License. Xpnopomoteitot yio
modeling, sculpting, texturing, rigging, TPOCO®UOIMGELS VEPOV, VPACATOG Kol PUCIKNG, animation,
rendering, oAAd Kol yio Tn Onuovpyict CAANAETOPACTIKOV TPIGIUCTUTOV EPAPULOYDV, OTMOS TO
Bwteomayvidwa [27], ocav game engine dnAadt. Ot duvatdmtég Tov TANGLAlovV eKEivVEG KOpLOAI®mY
TPOYPUUUATOV TNG ayOpds TOv KOOTILOUV TOAAES YIMASES €VPD, VD OBETEL TOAAD dWPEAV
epyoreia kot extensions.

pective
(1) Collection | Cube

® oA P ro

Figure 24: Blender Ul

3.2.2 MNota tpuApata tou Bvteomaxvidiol dnuloupynbnkav oto Blender

Xpnowonomoape 1o blender yioo tov oyedopd OAwvV TV SPOPETIKOV YOpwv [14] Tov
TEPIPAALOVTOG TOL TTALYVIOLOV KOl TOV KAUTVAMTMOV TOVVEA, Y10 YAVTITIKY G TPIGOAGTATO LOVTEAD
Kot onuovpyio TOV HOVTEA®V AAGTNG, Yoo TN onpovpyioe GAAOL TOTOV HOVTEAWV AACTNG HE TNV
ypnon liquid simulation kot animation, yw T SNUIOLPYIO CLUTANPOUATIKOV HOVTEA®V, OTMOG Ot
OOANVEG KOl TOL GTNPLYHOTO TOVG, YO TV ONUIOLPYIO VPACUATOV Kol CKIGUEVOV VOACUATOV (UE
YPNOT EPYUAEIDV TPOCOOIMONG VOAGLOTOS KOt AAAL eEE1OIKEVIEVA eXtensions), Y10 To KAYKEAD Kol
T0, CLPUATIVO TAEYHaTO TTOV Ppiokovtol dldomapta 6To Prvteomoryviol, Yo TOPTES KOl TOUYLEVTEVIOL
barriers, eravolappavopeveg Kolmves pe ypnon array modifiers, koppdrtio xoptiod e ToaKion, yio
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to sculpting tov fatberg (egvog eidovg «maydfovvovy, piag otepenc HAloc OLOLOOTIKA, TTOV
ONUoVpYElTOL OO T AT VOIKOKVPLOV 1| EMLYEPTCEMV, T OTOI0 KOTAATYOVV GTOVG VITOVOLOVG), TO
UETOAAIKA TOTOUOTO, TIG OKAAES, TPIOOLAGTATO LOVIEAN GKOLMIOIDY, vertex painting [17], texture
painting, dnovpyio materials pe v ypnon tov node editor, eaymyn poviéhov (Kupimg o apyeio
pe katainén fbx kot obj), e€orywyn textures, eneEepyoacio 10N ETOIUOV dMPEAYV LOVTEA®VY KO LElON
TOL aplOUOD TOAVYDOV®V TOLG pe ¥pron Tov decimate modifier k.o Mio dAAN onpovtikg dtodikacio
oL emTevyOnKe pe v ypnon tov Blender fitav kot to UV Unwrapping pia aroapaitmtn (cuviBwmg
UN-OVTOLUOTOTOMMUEVT], OV HIAGUE Yl TOADTAOKA HOVTEAD Tov Eepedyouv amd To. Poacikd
TPLOSIIOTOTO YEMUETPIKA GYNUOTO - primitives) dtodikacioo Tov KabioTd eIkt TV KAAvyn evog
TPIGOLAGTATOV HOVTEAOL e pio S160140TaT EIKOVO Y10 GKOTOVS OLGLOCTIKG YPOUATIGHOD TOV
HOVTEALOL, HEC® TNG OVTIOTOIYNONG CLYKEKPUEVOY pixel g d1eddoTatne QmToypapiog e
OLYKEKPIUEVES KOPLOES (KopuY| - vertex) Tov Tplodidotatov povtéAov. To cuvykekpipévo
npdypappo [17] qrav amoAdToe amapaitnto yio T ONHovpyio TMV YPoQPIKOV TOL TOLXVIOoD Kot
YOPig avTd, TO TOLKVidL eV B UTOPOVGE VO EYEL TNV LOPPT] TOV £XEL CNUEPD, EPOGOV TO LPPLOKO
epyaleio (Probuilder) tng Unity Engine yio dnuovpyia 3d poviéhwv ko level design dev mapéyet to
TEPAOTIO cLUmOY gpyoieiov Kot dvvatotntov tov Blender. AxoAovBobv otiyptdtume omd
dradkooia.

(ot

Figure 25: Chainlink fence modelling using vertex relocation and array modifier
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Figure 26: Level 1 extension sculpted prototype

Figure 27: Early tunnel prototypes
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Figure 28: Level 2 crossroad prototyping in Blender

Figure 29: Level 2 “big room” prototyping
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Figure 30: Modelling of two different versions of a wrapped box(closed-open) for a short stop motion animation

Figure 31: Simple door for Level 4 made in Blender
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User Perspective
(25) Colection | Cube 03.001

Figure 32: Vertex painting in Level 1 using Blender's shader nodes and baking textures for exporting

Figure 33: Creation of a pipe ceiling extension
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Figure 34: Pipe bending — modular approach

Figure 35:

Early Level 3 modular extension experiment
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Figure 36

3 v. &

Figure 37: Sculpted planes to be combined with trash textures to create scattered trash throughout the game's
environment
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User Perspective
(1) Collection | Cube.014

Figure 39: Really early prototype of an old Level 2 room

Figure 40: Modelling of the final version of Level 2



Figure 41: Making of Level 3's long extension

Figure 42: Eevee engine render of a previous Level 4 version

User Perspective
(1) Plane

I NCRO)

¥

KN =

Figure 43: During the UV unwrapping procedure of a Level 4 protype
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Figure 44: Earlier Level 4 render

[

Figure 45: Modelling the final version of Level 4

Figure 46: Making of a modular wall with its texture atlas

B®E&€do
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Figure 47: Final version of Level 4 prototyping

Figure 48: Level 5 prototyping
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Figure 49: Level 5's entrance

Figure 50: Level 5 final version with all its rooms and tunnels

3.3 EpapuoyEc yla emefepyacia ELKOVAG

"Eva mpdypappa eneepyaciog swdvac, 6nwg to Photoshop 1 to GIMP, gmtpénel otov ypnot va
dnuovpynoet N va enelepyaotel dSdpacTIKA EKOVES GTNV 000VN TOV LTOAOYICTY| KOl LETAL VOL TIC
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amofnkevoel e TOMO apyeiov popePNs ewovov bitmap, dnwg JPEG, PNG, GIF ktA. Kamoteg amd T1g
TO CTUOVTIKEG OLVOTOTNTEG QVTMV TOV TPOYPOUUATOV Elvar ot eENg:

*  Emloyn ouykekpluévng meployng g ekovag yio enelepyocia.

* O ypnotng dvvaton vo. oyxedldoet ypapués pe teyvntd brushes dlo@opeTikod ypodUATOC,
ney€0ovg, GYNUATOG KOl TLECNC.

* O ypnotg umopel va yeUIoEL Lo TEPLOYT POTOYPOPIOS LE Eva YpdUO 1 e Eva texture.

* O ypnotg pmopel va emAEEEL Eval XPDLUOL YPTCLULOTOIOVTOS SLOPOPETIKE LOVIEAN YPDUOTOC
omwg RGB, HSV 7 ypnowonoidvtag to color picker tool yia va emAéEet Eva ypopa amd pio
NON VIEapYoLVGU POTOYPAPIaL.

* O ygpnotg umopet va xpnopomomaost Eva crop tool yia va “kOyer” TUHo EIKOVIG.

* O ypnomc umopet vo TpocBEcel KEIPEVO GE EIKOVAL [LE YPOUUUOTOCELP TNG OPECKELNG TOV.

* O ypnotc umopet vo apopEoel ATEAELEG Omd PMOTOYPAPIES.

* O ypnotmc umopet va kavel oOvhen eneepyacio KOV xpNOLOTOIOVTOG layers.

*  Eivou dvvatni n xprion eiltpov yio aAlayn e dyng g ikovag (m.y blurring — artistic effects).

*  Metatpomn LeETOED SUPOPETIKMOV TOT®V OPYEIOV EWKOVAG.

Epoppoyés cov Kt autéc Aoudv givar e v GEPA TOVG amapaitnTo EpYOAEia Yoo TOV OYEOINOTN

YPOPIKOV KOTA TN Oldpkelo TG avantuéng evog Prvteomoaryvidlod. Epelg ypnopwonomoope v
éxdoon 2.10.22 tov GIMP.

3.3.1 H edappoyr) GIMP

Figure 51: GIMP logo

To GIMP (GNU Image Manipulation Program) egivor évo dwpedv kot elebBepo Aoyiopkd
enefepyaciag ypagikav tomov raster [25]. 'Eva gpyaieio mov emkevipoveTol oty eneiepyacio
ewovog kot gival 010066110 GE TPOGOPUOGUEVEG EKOOGEIS Y10, TO. AELTOVPYIKO GLGTHUOTO TMOV
Microsoft Windows, MAC OS X ka1 GNU/Linux. To GIMP pmopei va @épel €i¢ mépag Paoucéc
epyaocieg emeEepyaciog ewovag, Omwg N aAlayr pHey€Boug Kot 1 TEPLOTPOPT, N enelepyacio EIKOVOC
Kol To “KOY1H0” avtng (cropping), N mo ovvhetn eneepyacio pe layers, n ypnon GiATtpwv kot To
QoTopovTal, eivar emmAéov Opmc dbéopwa ko plug-ins (G’MIC-Qt) mov enekteivovv axopa
TEPLGGOTEPO TIG SLVATOTNTEG TOV TPOYPAULOATOG,
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Figure 52: GIMP Ul

3.3.2 Nwg xpnotuonotyoape to GIMP yia to Bvteomnatyvidt

Xpnowonomoape 10 GIMP kvpiog yia cropping (KOWLO) @OTOYPAPIDOV OO TOV TPAYLATIKO KOGLLO
Kol HETOQOpdg Tovg oto Prvteomouyviol. Graffiti, tags, touméheg, omtikég evdeifelg Ko mOALA
amoppipato yo TV Sl0KOGUNOT Kol EUTAOVTIGUEO TOV TEPPAAAOVTOS VTOVOUOL TOV TOLYVIdLoD,
amotelovV TPOloV enelepyasiog oANOVOV @OTOYPAPIOV TOV TPAPNEAIE GTOVS SPOOVG 1) GTO GTITL
Kou pe cropping (pe ypnon tov lasso tool 1 magic wand) oto GIMP kot emkdAinon méve oe
transparency, propovoav va gicaybovv oty Unity Engine kot va o tpocBécovpie og Toiyoug Kot
motopata pe yprion tov Cutout rendering mode tov Standard Shader tng Unity ndvo e éva omAod
povtého plane 1 quad. To GIMP ypnowonombnke eniong yio v enefepyocio £Toluwmv textures
(meprotpoen, aAhayn 6TV avaivon 1 dALAYN TOV ¥POUATOV) KOOGS Kol Yo T, GIATPA TOV, OKOLLOL
kot Yoo {oypoaeikn pe to brushes oe ovykekpuéveg mepumtooelg mov Oéhape va €yovpe €va o
“Bpopko” ontikd amotédespa. EmmAgov yia ) dnuovpyia emission texture maps Yo GUYKEKPLULEVQL
avTikeipeva. AKoAovBovV KAToo GTIYUIOTLTO!

Figure 53: Creation of a drain pipe texture
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Figure 54: Trash decals made in Gimp from top view photos of real objects

3.4 EpapuoyEg yla emefepyacia nxou

"Eva mpdypappa yio eneEepyacio yov emrpénel v enegepyacio, aAAd Kol TNV TOPOY@YN NYNTIKOV
dedopévav. Ot TeplocOTEPEG OO AVTEG YPNCULOTOLOVVTOL Yo TNV ENEEEPYACIO LOVOIKAOV OpYEI®V,
EVD EMTPEMOVY TNV EPAPLOYT| EPE KAl GIATP®V, YOYPAPNON KL OVOTOPAY®DYT LOVGIKNG, EIGAYMYN
Kl e€oyoyn MmmTikev apyeiov, dvvatdmra aliayng puvOpov-tévou (pitch-tempo), crop MyMTIK®OV
apyelov, HEN TOAA®OVY SLOQOPETIKOV KOVAAMVY X0V, apaipeot BopvPov, puBuicn kKavaldv stereo
ktA. Epeig ypnoomomoaye yio to frvreomaryvidt v ékdoon 2.4.2 tov Audacity.

3.4.1 H epappoyn Audacity

nAudacitf

Figure 55: Audacity logo

To Audacity ivat évo TpOYpOULO YNOLOKNG EMEEEPYAGTIOG NXOL KOl NXOYPAPNONG, TOV KLKAOQOPEL
®¢ elevbepo AoyloIKO Kot elvan aveEaptnto mAateopuag, dwbésio yio Windows, MAC OS X,
Linux ko1 BSD. Anuovpynonke and tov Dominic Mazzoni 6étav fTov QOITNTAG GTO TOVETIGTHILLO
Carnegie Mellon [26] , o omoiog mapdro mov epydletan mAéov otnv Google amotelel Tov KOO
GULVTNPNTA TOL TPOYPALLOTOS HE T Borfeta Kot 6THPIEN TOALDY avOpOT®V avé TOV KOGLLO.
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Figure 56: Audacity Ul

3.4.2 NMatl xpnotpomnotoape to Audacity yia to Bvteomatyvidt

I tov o tov Prvreomaryvidtod Ntav amapaitntn n enepyoacio apyeiov Nyov. EmAélape v
mAsloymeia Tov TEPIPUALOVTIIKOV MYV, Pnudtov KTA. amd tv online Bipiodnkn dwpedv fywv
freesound.org. Xpeidomke Opwg va kdvovpe crop o gviaio nyMTika apyeio emovalopfovoprevoy
BNUOTICH®V Kot GTOyOV®Y Y10, VoL O1LLLOVPYHGOVUE IKPE apyeia EExmPIoTOV PnUdTtmV Kot 6Taydvmv
Yo LEYOADTEPO PO (o€ avtifeon e TNV TEPImTOOT oV Bl XPNGLOTOLOVCALE TO 1310 NYNTIKO
apyeio Prpotog yio 6ha to frjpara), xpnorn T@v macros Tov Audacity yio tovtodypovn eneéepyacia
moAl®v apyelov pali, yuo vo emrdyovpe opotoyévelo ki gEopdAvvon ota emimeda volume
POPETIKOV apyeiov Pnudtov kot Yo v ypron €eé fade-in kou fade-out ota Egywpiotd apyeio
NG HOVLGIKNG TOov PivieomatyvidioD, £T61 OCTE vo. Unv xpeldletol mepoitépm scripting yio KATL
avtiotoryo ot punyavn g Unity.

3.5 Edpapuoyeg ya T dnovpyia Stadopetikwy texture maps

['a va mpocddoovpe TePIocdTEP AETTOUEPELN OE £VOL TPIGOLACTATO LOVTEAO X®PIg va eméuPoovpe
oV YemueTpio T0V TPOocHETovTag TEPIOCOHTEPO TOAVY®VA LE XPNoT Kamolov mpoypdupatog 3d
modeling, pmopobpe amhd vo, yp1GLLOTOCOVE OOPOPETIKA OPYELD EIKOVOAC TOL OO0 OTOKOAOVVTOL
texture maps. KéBe éva and avtd £xet v 01kn tov Eexwplot Asttovpyia Kot 6Komd. Ag ava@EPOVLLE
T, 10 PacIKA omd oVTA:

Albedo map

Me v yprion albedo map ovGLOGTIKA ETKAADTTOVLE TO KEVO OO YPDUOTO LOVTEAO, ETITVYYOVOVTOG
OTEIKOVIOT) YPOUATOV TAVE® GE OVTO.
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Figure 57: Model without (up-left) and with (down-left) albedo texture (right).

Normal (Bump) map

Me v ypfion normal map cto material Tov TPIGANATATOV HOVIEAOL UTOPOVUE VO TPOGODCOVLLE
Aemtopépeta (Ommg e£oyKMUATO, OVAAKLO KOl YPOTLOVVIEC) OTNV EMUPAVELX TOV LOVTEAOVL, YW PIC Vol
eMEUPOLLLE GTO GYNLLOL TOL 1) TNV YEOUETPiOL TOV HOVTEAOL aVTOD KAOAVTOV, EVA Ol GUYKEKPLUEVES
Aemtopépeteg aAMAEMOPOHV e TNV KATELOLVOT TOL POTOG UE OMOTEAEGHO TV JPOPETIKT, TLO
peaMoTikn okiaon Kot TNy yevdaicOnon Aydtepo eninedng yeopetpiog.

without normal mapping with normal mapping
Figure 58: With and without normal mapping
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7

Figure 59: Sand normal map

Metallic map

PBR Material Metallic

Figure 60: PBR - metallic

To metallic texture amotelel ovclooTkd €va grayscale apyeio swdvoc, 1o omoio KaBopilel moleg
TEPLOYES TOV LOVTELOL EIVOL LETOAALKES KoL TOLEG OYL OGOV APOPA KOl TAAL GTNV AAANAETIOPOGT TOL
AVTIKEWEVOD e TO G O Agukég meproyég tov metallic map opilovv Tig PeTAAMKES Kot YOOAMGTEPES
TEPLOYES TOL LOVTELOV, EVOD 01 LOOPES TTEPLoyES Tov metallic map Tic KaBOAoL PETOAMKES TEPLOYES
TOV HOVTEAOVL, OGOV APOPA GTNV OTTIKY TOL ATOGI00T| KATA TN ddpKeLa Tov rendering.

Ambient Occlusion map

To ambient occlusion (ao) texture givat éva acTpOLOVPO texture [e TNV XPTOT TOV OTOIOV UTOPOVLLE
V0L TPOGOMGOLE TEPLGGOTEPT AETTOUEPELN OKIOOTC OTO TPIGOAGTATO AVTIKEILEVO [22].
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Original model With ambient occlusion Extracted ambient occlusion map

Figure 61: Original model — model with ambient occlusion — ambient occlusion map

Height/Displacement map:

To height map ypnowonoteitar cuyvd g coumAnpopo Tov normal map Ko Tepiéyel dedopéva yia
TPOYHOTIKY peTaTomion (avoymon) e yeouetpiog (mapadelypatog ybpw, ov embopodus vo
dnpovpyncovpe €va terrain e aVEOUEIDGELS GTO VYOGS XPNOLLOTOIOVTOS Eva amAd eminedo 3d plane,
umopobe amid pe v ypnon evog tessellation shader pe height map, va metvyovpe avéopeimoetg
ota Oym g yeoperpiag). Onmg oM mpoavapépatle, To GuYKEKPUEVO map amoteAel pio grayscale
EIKOVOL TNG OTTO10G Ol EVIEAMG AEVKEC TTEPLOYES AVATOPIGTOVV TNV UEYIGTY AVOY®GOT TNG YEOUETPIOG
EVD Ol EVTEAMG LOPES TNV ELAYIGTN OVOYMOT).

A) Texture map

C) Displaced surface

Figure 62: Height/displacement map effect on the geometry of mesh

Mo mv Tapaymyn autdv ToV SoPOoPETIKOV TUTTOV textures pe otdyo Tn Onpovpyia evtdmwong
SPOPETIKOV VAIKOV TOV OVIIKEWEVOV Y10, TOV TOKTN Kol TNV €XEVOLOT TOV TPLOIICTUTOV
HovtéA®v, amotteitol 1 xpron KoV tpoypappdtov. Karow and avtd eivor to CrazyBump, to
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AwesomeBump kot to Materialize. Epeig ypnowonomoape yia to Brvteomaryvior mv €kdoon 1.78
tov Materialize kot v ékdoon 5.0 Tov Awesome Bump.

3.6 AOUTEC XPNOLUEG EVVOLEC OTA TPLOOLAoTATA YPADIKA

Vertex

Amoterel €va povadikd onpeio 6To TPLodldoTtato ninedo (TAnBuvTikde: vertices).
Edge

Mia guBeia ypoppun mov cuvdet 6o Egxmpilotd vertices.

Face

Mia eninedn empdveio teprppaypnévn and edges (oAAdg polygon-triangle).

Mesh

Mia ocvAloyn amd vertices, edges kot faces mov yapoktnpiler ko kabopilel To oynua evog
TPLGOLAGTATOL LOVTEAOD.

[

Edge

‘\\\‘Véﬂex

Figure 63: Eva mapadetya Mesh kat T CUOTATIKA TOU OTOLXELQ.

Face

Rendering

Ovopaletat 1 d1adtKaGio TNG PEAMOTIKNG OTTIKNG ATOO00NG TOV LOVIEA®MV Kol TEPIPUALOVT®V e
TNV ¥PNON YPOUAT®V, VOOV, POTIGUOV Kol 6KIAGE®V. O amattovUEVOS YPOVOS Y10 TNV ATdO0GT CVTN
glvat avAaAoyog g TOALTAOKOTNTAS TV TTapondve. To mpdypappla Tov ¥PNOLLOTOLEITAL Yo TV
mopanave dadikacio ovoudletal renderer.

Shader

O Shader (oxwaotg) ivar éva KOPPATL KOOWKO YPAUUEVO OO TOV TPOYPUUUOATIOT] YPOUPIKOV —
technical artist e yAdooa nwpoypappaticpov (CG-HLSL omyv mepintwon ¢ Unity Engine) mov
umopel va Katardfet o eneEepyactig ypaewav (GPU) kot étowpno va tpé€et g KAmolo 6Téoo g
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dloxétevomg tov emeEepyaotn G KAptog ypapikov. Kabopilel tov tpdmo pe tov omoio yivetot
rendered to kéBe eucovootoryeio (pixel) Tov avtikeévoo Tov ypnotponotel Tov cuykekpiuévo shader.
Ta ev Adym mpoypappota amokoiovvton Shaders (okiootég) [9] enedn kabopilovv Tov TpOTO pe TOV
omoio @ortifovtal kol okidlovtol ta HOVTELD, YOPIS OHMG avtd vo amokAgiel 0Tl pumopodv va
ypnopomomBodv Kot yu tn onpovpyios dAAwv edkov epé omwg Vertex Manipulation — Mesh
Displacement (yio mapaderypo Hair Shader, Jelly Shader, Grass Shader, Water Shader, Flag Shader,
Cracked Ice Shader [12] divovtag oTo TPIOOAGTATO AVTIKEILEVO, GTN YEMUETPIOL TOVS, YPMUO KOl
GALES 1WO1OTNTEG NG EMPAVELAS TOVG OTAV d1adPa e TO TeEXYNTO ¢ (glossiness, transparency yio
TOPAOELYILAL), TIG AVTIGTOLYES WOIOTITEG GE TPOYLOTIKO ¥POVO KATA TO runtime Kot Kotd T dtodikacio
Tov rendering oo TNV KAPTA YPAPIKAOV).
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KedpdaAalo 4: Unity Engine

4.1 Eloaywyn

[No v avartuén tov mayvidiov “Drainage” ypnoiporomoope v unyovn moyvidioy g Unity,
KaODC d100€TEL 0pKETE TAEOVEKTNUATO EVOVTL GAADV UNnYovedV Toyvidldv. Eva and avtd ivat 0Tt ot
TPOYPOUUUATIOTEG KoL Ol KAAMTEYVEG 0ev YpedleTal otV apyn Vo EGTIAGOLY GTNV OMuIoVPYia
epyoreiv, KaOmMG NOM TOALA elvar £Totua kat Tposeépovtat and Tnv Unity “out of the box™ 1 pécw
tov Asset Store. Avtifeto pmopovv vo Eekiviioovv katevBeiov vo dnpovpyovv moryviowo. To
OLYKEKPIUEVO Yeyovog Olvel emmAéov ehevBepio otovg creators, kabmg oev ypeldletor va
OTATOANGOVY TOADTILO YPOVO SNULOLPYDOVTOS TNV OIKT TOLG UNYOVY TOLYVIOIDV €K TOL UNOEVOG.
BéBaia, o kabe ypnomg £xel T duvatdHTTO Vo dNUIOVPYNGEL Kot T dkd Tov gpyoieio ylo o
eEeldikevpéveg Aettovpyieg N va €xel mpocPaon oto Asset Store tng Unity, dote va fpel avtd mov
avalntd. ‘Eva dAlo mhieovéktnua TG punyxovng etvar 6t dwotiBetan ko o dwpedv Personal ékdoon,
oV 1o KEPOT amd TNV avaTTLEN EQOPUOYDV pE anTh givan Arydtepa amd 100.000$ tov ypdvo, dpa eivar
10 KoTdAAN Ao epyareio yia indie/solo, oALG kKot apydplovg developers (AGy® Tng evypnoTiog TG Kot
NG ATMAOTNTOS TOV YPAPIKOL TEPPAAAOVTOG TNG), TOL EVEATIGTOVV VAL EVIPVENIGOLV GTNV dNLLovpYia
Brvteomayvididv 1 va EEKIVAGOLV GIESH VAL OTIAYVOVV TO TToyVidl TOVG. e TEPITTMON TOL TO. KEPOT
amd 1§ moAnoelg sivar mepiocdtepa and Tic 100.0008, n unyovq Swribeton eni TAnpoun ot
KMUOKOTE TOKETO LLE TEPLOCOTEPQ EPYALELD, TPOCHNKES KOl PLOIKA EENPETIKT TEXVIKT LTOGTNPIEN
a6 vraAinAovg g Unity. [Iépa and t1g Adoelg emt-tAnpoun, n kowdtnta ypnotdv g Unity eivat
loitepa TOATANON G Kot Ta LEAN TG €xovv TV d1dBeom va Bondncovy avd maco oty 0G0V apopd
otV enilvon TpofAnpdtov, e ToAdTIHES GLUPBOVALG Kot TpoThoelg pEcw tov forum. H enilvon evog
wpoPAnuotog wov epgavifetor kotd v avamTuEn Tov Toyvidlov pmopet va givol T06o Kovtd, 060
po oA avalitnon oy ayomnpévn pog pnyovr avalitmong. Emmiéov, 1o ontikd epyaireio Bolt
7oL doTifeTan dwpeav pe v Unity EmTpENEL QKOO KO GE YPNOTEG YOPIG YVAOOELS TPOYPULLATICLOD
VoL TPOYPOLUATICOVV amAr] AOYIKN 1 o 60VOeTES Kataotdoels. 'Eva GAlo mAeovEKTNLOL TG UNYOVIG
etvarm popnto™Td TG Omorodnmote mayvior N epapproyn avantoccsetal oty Unity propet va yivet
ported oe pia peydin nierddo ond mhateoppes ( XBOX, PSS, Nintendo Switch, Android, MACOSX,
PC, 10S ktA. ) pe peydin evkora (TOALEG POPES AMAG e Eva KAIK).

& unity

Figure 64: Unity logo
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4.2 Baowkecg 'Evvolec tng Unity Engine

4.2.1 GameObject

Ta GameObjects amotehovv Oepeldon avtikeipeva oty Unity Engine kot avtimpocwmebovv
YOPOKTNPES, KAauepes, props, lights, audio sources, oknvikd, k.o. Otdnmote pmopovdue va
(POVTOCTOVUE OC TEPLEYOUEVO TOV TOLYVIOLOD OGS, TPEMEL Kot oQeilel va eivan éva GameObject. Ao
uéva toug BEPara dev Eyovv kdmota Aettovpywkdtnta (Empty GameObjects), amotehobv Opmg doyeia
yio ta. Components[10] ta omoio &ivor ovTd 7TOL OVLOACTIKA VAOTOOLV TNV TPOYLOTIKN
AELTOLPYIKOTNTO TOV AVTIKEWUEVOV.

Figure 65: 4 Stapopetikol TUtot GameObjects (armd Ta aplotepd mpoc¢ Ta Seid, Eva TPLOSIATTATO UOVTEAO-XAPAKTPAC,
ula tnyn ewtdg, éva S€vtpo, pla nyntukr nyr.

© Inspector | e
(> Name Point Light | [static »
Tag |Untagged % | Layer |Default s |
¥ .~ Transform L,
Position X0 143 1Z0 _‘
Rotation X150 | Y (158,92 |Z 0 |
Scale X1 Y (L {Z {1
v ., MLight %,
Type | Point s
Baking | Baked $
Range 10 |
Color | ]/
Intensity A — ﬁ_
Bounce Intensity n( yr— 1—‘
Shadow Type | Soft Shadows &l
Baked Shadow Ra0
Draw Halo -
Flare None (Flare) | ©
Render Mode | Auto &l
Culling Mask | Everything Al

Figure 66: la mapadeiyua, Uropouue va Snutoupyriooule eva Light Object av emiouvaouue Eva Light Component ato
GameObject uag uéow tou Inspector Window.
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4.2.2 Components

To Components kaBopilovv v coumepipopd evoc GameObject kot pmopovue vo o fpodpe 6to
Inspector Window. To Transform eivar Paciké Component kéBe GameObject, dev pmopel va
apopebel kol kabopiler to Position, to Rotation kot to Scale evdg GameObject. To Mesh Filter
Component divel TV TANPOEOPio 6TV KAPTA YPOPIK®OV GYETIKA pe To €idoc Mesh mov mpémet va
ancwkovicel. To Mesh Renderer Component wapéyet mAnpogopia 6TV KAPTO YPAPIKOV CYETIKA LE
10 TAOS akpPmg Ba anewovicel owtd T0 Mesh. 1o Mesh Renderer pog diveton 1 dvvatdtnta va
emAéCoope to vAMkO (material) tov ovtikewévovn, kabmG kol GAAEG AEMTOUEPEIEC, OMMOC Yo
TopAdEypa av To avtikeipevo Ba mapayet | av Oa déyetal okiég. To Collider Component divel
ninpogopiec oty Physics Engine yia to nd¢ 1o GameObject mov £yovpe emiééetl o cuykpoveTal 1
Oo Owopd pe dAlo GameObject mov Bpiokovior omv oknvi. Mmopovpe va TpochEécove
Components og kdmolo GameObject pécm tov TAktpov “Add Component” otov Inspector.

4.2.3 Scenes

Ta Scenes sival ta kOplo assets ota omoio epyalduacte pe content otnv Unity kot meptéyovv 1o
oOVOAO M KATOW0 TUNHO €VOG Toyvidlov/epappoyns. Amotedodv doxeio yio GameObjects Kot
UTOPOHV Vo XPNOUOTOM B0V Yo Vo ONUIOVPYNCOVUE VO KEVTPIKO LeVOD M EEXMPLOTEG TTIGTEG TOV
oy viooL. o mapddetypa, pmopodue vo @TaEovpe €va amhd moyvidl Kol vo. TEPLEYETOL GTNV
0AOTNTA TOV, LOVO GE il GKNVN, EVO Yo £va, TLo GHVOETO TTauyVidt LTopoVILE VO YPTGILOTOICOVUE
pio oxnvn avad miota, 1 Kabe pio pe ta dwd g meptBAAlovTa, YOPAKTPES, EUTOOM, HIUKOGUTOELS,
NYOVG Kat SLEmaP XPNOTN. MTOpoHLLE Vo ONLOVPYNGOVIE [0 VEQ GKNVI| Y10 VOL EPYOGTOVUE, LEGH
g emhoyng File->New Scene. Me avtév tov 1pdmo ompovpyeitan pio véa oknvn 1 omoia mepiéyet
uévo pio kapepa kot Eva Directional Light.

4.2 .4 Prefabs

To Prefabs eivor €dwog 1OMOG component mov emitpémel TV amodnKevon, ToVTOYPOVN
TAPaUETPOTOiNoT Kot HeTafoAr] puBuicewv og éva avtikeipevo kot anddnkevon tov pubuiceny ce
O\ Ta instances aVTOV TOL AVTIKEWWEVOL 61N oknvi pac. Kt térolo givon wdwaitepa ypnopo yio
OVTIKEILEVO, TTOV TTPOKELTOL VO EXOVOYPNGILOTONB0OV TOAAEG POPES (Yio TapddetyLa TAATPOPLLES,
eumoda, enemies, Toiyol KTA.). Avtd axpiPag sivor kot éva peydio migovéktnpua tov Prefabs, o1t
AmOTEAOVV OVCLUGTIKA dlcLVOEUEVA avTiypaga Tov TpwtdTuTov prefab mov Ppicketon oTo project
LOG, OOTE OTOLOONTOTE VEX TOPALETPOTOINCT G AVTO, 1oYVEL KAl Yo To. VITOAOUTO Instances Tov
Prefab (override changes), yopig va ypeialetal n petafoin tov puvbuicemv o kdbe évo amd avtd
EEXOPLOTA, OTATOADVTOG TOADTIHO YPOVO. YTAPYEL Yoo TAPAdEYHO 1 TEPIMTMOON Vo EXOLUE
tonofetnoel 1000 avtiypapa tov id10v prefab otnv tepapyio g oknvig pag kot o Tov Tpopepd
xpovoBopo va ypealotav va pvBuicovpe 1o kdbe Eva amd ovtd Eeywplotd otV TEPITTMOON TOL
Bélape vo TPOYWPNGOLUE GE CAAUYEG/TAPOUETPOTOMGELS YU QLT TNV ORAdA ovTikeévey. Ta
Prefabs ompuovpyovvion avtopata, av cvpovpe éva GameObject and to Hierarchy oto Project
Window (BA. 4.3.3).
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4.3 H dilemadn xprjotn (User Interface) tou Unity Editor

To User Interface tov Unity Editor amoteleiton and névie Pacucd panels to omoia kévovv to project
Hog evKoA dtaympictpo kot sivot to eENg:

4.3.1 Scene Window

Y10 ovykekpévo mapdbvupo  mepEyeTal  omTIKOmOMUEVY) M SdpacTiK  Oyn  Tov
ePPAALOVTOC/GKN VG oy Vid1oL TTov onovpyovpe. Edd pmopodpe va torobetnoovpe dmov gueic
0élovie Ta avtikeipeva Tov ayvidlov (Game Objects) OTWG GKNVIKA, YOPUKTHPES, PAOTO, KAUEPES,
NYNTIKEG TNYES, VO TAL TEPIGTPEYOLLLE 1) Vo petaffdAiovpe To péyeBdg Tovg Kol Vo, GTGOVLLE OTTIKAL
70 TEPIPAALOV TOV TOLYVISLOD HOG LE OAOL TO EMYUEPOVG GTOLYEID TTOV TO ATOTEAOVV.

# Scene
| Shaded

Figure 67: To Scene Window tou Unity Editor.

4.3.2 Game Window

310 oLYKEKPIEVO TTapabupo PAETOLHE TNV AmOYN TNG KAUEPOC, ONAadN OTIONTOTE «KOITALE M
Kapepa mov éyovpe otnoel oto mouyviol pag. Iatodvrag to minktpo “Play”, pumopodue avé mdca
OTLYUN Vo «TPEEOLUE» IOl TPOETIOKOTNGN TOL TTALYVISIOD KOl VO TO SOKIUAGOVUE-TEGTAPOVLE, VO
YEPLOTOVLE TOV YOPOUKTIPOL LLOG Y10l TOPAGELY AL, KATL TOV G OTVEL TN SOLUVOTOTNTA OTOCOOAUATMOCNS
YOPIG OLMG TPpOTA VO ¥peLGTEL va dnpovpynoovpe build g spapuoyng/maryvidrod poc.

4.3.3 Project Window

Edm Bpiokovtarl cuykevipopéva OAa To assets mTov Exovpe dtobésia yuo xprion oto moryviotr poc. To
assets etvat apyeio mov Ppickovtar 610 6KANPO pag 6icko otV Tomobesio Tov £yovpe amodnkedoet
to project pag . To Project Window pag divel ) duvatdtnta €0KOANG Kot AUeESNG TPOSRaoNS Kot
avalntnong o€ avtd T apyeia, to omoia umopel va givar scripts, textures, TPIOOLAGTATO LOVTEAD,
nntwd clips, animation clips kot GAAa apysio ypnowo yw to moryvior pog. Ta Scenes mov
onuovpyode gival emiong assets kot umopovpe va o amodnkevcovpe 1| va Exovpe mpocPacn o€
avtd pécm tov Project Window. I'a va kévovpe import kdmoto asset oto Project Window, €161 dote
va yivel dtaBéaipo yio o project pog, emAgyovpe “Import new asset” 1) arAd GOpoOLUE TO OPYEL0 Amd
tov File Explorer oto Project Window.
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Figure 68: To Project Window tou Unity Editor

4.3.4 Hierarchy Window

To Hierarchy Window eivan ovclootikd évo €idog inventory mov amotedel v Alota pe OAa Ta
GameObjects, ta omoio ¥PNOYLOTOLOVVTOL GTNV TPEXOVGH GKNVI LaG. Too cLYKEKPLUEVA OVTIKEIEVDL
TOLY VOO0 UITopovV va, LeTaktvnBolv Kot va ovadtatoyfody 6ty Mota, avaloyo Le TIG TPOTIUNGELS
nog. Mmopotpe emmAéov va opadomotoovpie ta cvykekpiuéva GameObjects oto Hierarchy Window
Ko va, dnpovpyncovpe okoyéveleg amd GameObjects. To GameObject otnv kopven kébe Hierarchy
Group eivat o0 yovéag (parent), evéd To. GameObjects mov Bpickovral opadomomuéva péca oto Parent
GameObject eivor ta children GameObjects.

Figure 69: To Hierarchy Window tou Unity Editor Figure 70: Hierarchy Parenting

4.3.5 Inspector Window
To Inspector Window mepiéxet OAeg T1g 1010TNTESG, AemTOUEPELES KOl YopaKTNPloTikd Tov GameObject
N Asset mov éyovue emiééel oto Scene/Hierarchy Window 1 oto Project Window avrtictouya.

Mmnopovpe va 10 GoVTAGTOOUE oV £vov LeYEBUVTIKO aKO TOV KAVEL ZOOm GTO OVTIIKEILEVO TOL
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Eyovpe emMAEEEL KO OTO 1O10UTEPO CLOTATIKA TOV. XTO GLYKEKPUEVO Topabvpo pag divetor M
duvatodtnto vo petofdAiovpe Tipég, vo petakwvnoovpe sliders, vo emépPovpe oto empépovg
OLOTOTIKA TOL OVTIKEWEVOL WOG, VO TPOCHEGOVLE 1| VO POPEGOVE components (GUGTATIKE) TOV
OVTIKEWWLEVOD OGS K.O.

) Inspector ] A=
™ prop_fanLarge_aperture_ [ |Static «
Tag | Untagged ¢ | Layer | Default :

¥ .~ Transform )
Position X -6,1901 Y 049876 Z -13.277

Rotation X 0 Y 89,9999 Z 0 1
Scale X1 Yi1 z1 |
» . Prop_fan Large_aperture_ooﬁ %,
v . [¥Mesh Renderer ) =
Cast Shadows | On $|
Receive Shadows
¥ Materials
Size 1 ‘
Element 0 Uprop_#an_large_a (]
Use Light Probes
Reflection Probes | Blend Probes $
Anchor Override None (Transform) [0}

prop_fan_large_aperture_m @@ %

> Shader | Legacy Shaders/Bumped Speir

[ Add Component ]

Figure 71: To Inspector Window tou Unity Editor

4.4 Qwtilopog (Lighting)

INo Tov QOTIGHO TOV cOYYPOVEOV Toy VOOV Yivetal ektetapévn yprion tov Global [llumination. To
Global Illumination 1} “GI” eivon évag 6poc mov ypnowwonoteital yio va meptypdyet £vo cHVOAO
aAyopiOL®V OV YPNOCIUOTOLEITOL YIO. TN PECAICTIKY] QOTOOTOO0CT GTO TPIGOAGTATO YPUPLKH
vroAoylot®v. H axping mpocsopoimon tov ¢oticpol ivoal iyovpa pio TpdkAnon yio To VAKO Kot
umopel va eivar 1dtaitepa damavnpn vToAoYoTIKA. [ awtd T0 Adyo, TéTo1oL £id0Vg GuoTATA divouV
emmAéov 1 OSvvotdtnTa TpodToroyiopov (baking) tov @OTOG Kot TNG oKiOoNG Yo GTOTIKA
avTikeipeva oy vidlov (ta omoia dev Ba ypelactel va petakivnBobyv Kotd to runtime dniady)), £161
(MOOTE VO, EMTOLYOVUE TLO TaYElg YpOvovg rendering Kotd To runtime, YEYOVOTOG 1O10UTEPOL GMULOVTIKOV
Yo TNV TotoTnTo TG EmBuuntg, smooth eumeipiog yio Tov xprot mov mailel To moryviot.

e YeVIKEC YPOUUES, 0 @OTIoHOG ot Unity pmopet va BewpnOet gite “oe mpaypatikd ypdvo™ (Real-
time), eite “mpovmoroyiocpévoc” (Baked), Opmg kot ot 600 ovTéG TEYVIKEG WITOPOLV VO
YPNOLUOTONOODY GE GLVIVAGUO Y10 VO TETVYOVLUE POTIGUO EEAPETIKNG TOOTNTAC GTNV GKNV LLOG.
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4.4.1 Real-time Lighting (DwTlopodg mpaypatikol xpovou)

EE opiopov, ta pota ot Unity gival Tpaypoticod xpdvov. Avtod onpaivel 4t 6Aot ot vToAoYIoHOoT
TOL EIKOVIKOD pMTOG dteEdyovtal Katd to runtime kol o€ KaOe frame, kdtt Tov avaroya pe v
TOAVTAOKOTNTO TG OKNVNG, TV shaders kot tng 16y00og TG cvokevng (. low — end devices) mov
YPNOLOTOLOVUE, Pmopel Vo amoPel potpaio yia v amddoon g epapuoyns pog. Kabdog ta ot
ka1 to. GameObjects evidg TG GKNVAGS KIVOOLVTOL, O POTICUOS TOV OVTIKELEVMV EVI|LEPDVETOL
OUECMG KOl 0L VITOAOYIGHOL GLVTEAOVVTOL EKEIVT TN OTIYUY]. AVTO pmopel va yivel avtiinmtod 1060
KOTA TNV TPOEMOKOTN O™ 610 Scene View, 0060 kol Kot To runtime tng TEMKNG EQOPUOYNS HaG 1)
katd to Play mode otov editor. O realtime pwtionodg ivat o o Bacikdg TpOTOC POTIGHOD
KIVOOLLEVOV OVTIKEWEVOV-YUPUKTPOV GTN KTV TOL TTALYVIO00 HoG. AVGTLUY®DG, OEV UTOPOVLE VO
EYOLLLE avOTTNON oY TOV aKTivev emTdg (indirect lighting) and ta @OTA TPAYUATIKOD YPOHVOL TG
Unity, ondte Y10 vo. TpOGOMGOLILE PEOMGUO GTOV POTIGUO LG, TPENEL EXTAEOV VO
EVEPYOTONGOVE TPOVTOLOYIGUEVO POTIGUO Kot Vo Kavovue “bake” TAnpo@opidv goTicuov G
lightmaps, Tpwv kot Oyt kaTd T dtdpKELR TOV runtime.

4.4.2 Baked Gl Lighting (“Wnuévoc” mpoUmoAoylouéVos dwTLoOG)

Karté to “ynowo” (baking) evag “lightmap”, vroloyilovtan ta amoteAéopata Tov GOTOG G
oTOTIKG (Static) avTIKEIEVO 6T OKNVI KO TO OTOTEAEGHLOTO YPAPOVTAL GE VPLG (textures) Tov
EMKAADTITOVV TN YEOUETPIN TNG GKNVIG Yo Vo dNUovpyncovy epé potiopov. Ta lightmaps mépa
amd TV TAnpopopia yia 1o dueco ewg (direct lighting) oe pia emedvela, pTopovy va
neptAopBavouy kot emmpOGOeTEG TANPOPOPIEG CYETIKA LLE TNV AVOTONON, T SLOPOPETIKA-
dradoykd bounces TMV OKTIVOV TOV POTOG, KOl 1O TOLOTIKEG OKLES, OIVOVTAG oG £TGL £VaL TTLO
PEOMOTIKO, TEGTIKO ONTIKO amotécpa. H cuykekpipévn von eoticpov (lightmap) propet va
ypnotporom el poli pe dhieg mAnpopopiec empavelog, dnwg to ypoua (albedo map) ko to
avdayiveo (normal map) and tov oklaotr (Shader) mov oyetiCeton pe o VA (Material) evag
avTIKELEVOD. Me TOV TPOUTOAOYICUEVO POTICUO, Ol GLYKEKPULEVES VOES TTOL TEPLEYOLV
TANpogopies yio Tov oTicpd e oknvig (lightmaps) dev pmopodv va petafinBovv katd ™
duapkela Tov Play mode kot €161 avapépoviot o¢ “ototikés”. Ta oot Tpayatikoy xpovou
UTopovV VoL AEITOVPYNGOVY EMIPOGOETA TV GE GKNVEG TTOL £X0VV EMKAAVPOET e VPEG
TPOVTOAOYIGHEVOL PMTOG, OAAL OEV UTOPOVV Vo, dAAEEOLV TIC VEEG aVTEG KabeanTés. Me avtiyv TV
TPOGEYYIGT), OVTOALAGGOLLLE T SLVATOHTNTO VO KIVOUUE TO AT LOG GTO Tty Vil Pe po mlavn
avénon g amddooNS, KATL TOL EIVOL APKETA YPNOLUO OTAV GTOXEVOVUE GE AYOTEPO 1GYVPO LAIKO,
OGS Y10 TOPAOELY L O1 KV TEG GUGKEVEC.

Epeig yio Adyovg amddoong xpnoHLOTOMGOLLE KUPIMG TNV TEYXVIKN TOL TPOHTOAOYIGUEVOL POTIGLLOD
(Baked GI Lighting) kot gEldyiota ¢oOTIGUO TPAyHATIKOD YpOVOV, Kt aVTd HOVOV OTTOV LINPYE N
avdykn v Volumetric Lighting effect (epé oykopetpikod oTiopob Kot Tposopoimen Tov wtdg,
otav Sladpa Yo TapAdELyoL Le LIKpoowpatiol okdvng) N speculars o avtikeipeva.
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Figure 72: Volumetric Lighting

4.4.3 Types of Light

Point lights

‘Eva. point light tomoBetnpévo oe kdmolo onueio ™G OKNVAG, OTEAVEL TO Q®G TPOG OAEC TIC
katevBouvoelg e€loov. To pwg Eexvaetl amd to Kevipikd onpeio tov point light 6to world space ¢
OKNVNG HOG Ko Topdyel akTives pe katehBuvon kot 160T0cEG EVTAGELS HEYPL £V TPOKAOOPIGUEVO
range. OG0 amOpOKPUVOLLLE TO AVTIKEILEVO TOV TToYVIdo0 HaG omd To Kévipo tov point light, n
évtaon owtob pelveral (66ov apopd 610 TG0 aKPPOS PMTILOVTOL TO AVTIKEILEVA HOG) KOl PTAVEL
0T0 UNdEv petd to mpokabopiopévo range mov avaeEpape Tpo Atyov. To mOGo £viovo gival To g
oe kdmowo onueio oto world space, eival avTiIGTPOPMOS AVOAOYO TOV TETPAYDOVOL TNG AMOGTAGNG
aVTOV TOV ONUEIOL Ad TO KEVTIPO TNG TNYNG TOL PMOTOS OGS, YOLPOKTNPLOTIKO YVOGTO MG “inverse
square law”, Tov TeptypdPel Katd KATOLovV TPOTO Kol T GUUTEPLPOPE TOV PMTOC GTNV TPOYLATIKO,
VAKS KOGLLO.

2T UNYOVES YPAPIK®V YPNOLOTOL0VE To point lights yia va mpocopoidsovpe g cav avtd Tov
mapdyovv ot KAaotkol Aapmtipeg (light bulbs).
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Figure 73: Inverse square law

Figure 74: Effect of a point light in a scene

Spot lights

Ta spot lights dwayéovv T0 PwG 6TN GKNVN G GYNLO. KOVOL Kot oYl TPog OAeg TS Kotevhuveelc-
oc@apkd O0mmg To point lights kot o ¢ mTov mapdyovv, &yetl eniong éva kabopiopévo KEVTPO, 0pog,
oAAG ko Yovia. Oco mAnctdlovpe T AKPES TOL KMVOV, GE GYECT] TAVTO, LLE TO EVPOC KO TNV VIO
nov &yovpe kobopicel oto light component, peudvetat kot 1 €viacn 1oV EOTOS, OGOV APOPd 6N
dladpaon e Ta avTikeipeva, To g EeBwpldlel kot To ¢ opotdlel OAO KOl TEPICTOTEPO LLE NUIPOC,
660 10 avtikeipevo Tov PwTileTon amopakpHveTaL Amd To KEVIPO TNG TNYNGS Tov spot light.

Ta spot lights ypnoylomolobvTol Yo vo ovomepacTIGOLY TEYVNTEG TTNYEG OMOTOS, OTMG PAKOVG,
npoPoleic avtokvT®V Kot TpoPoreig yevikdtepa [10].
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Figure 75: Effect of a Spot Light in a scene

Directional lights

Ta Directional Lights ypnoyomolobvtal yio Ty Tpocopoimon piog ToAd peyding Kot old Lokpivig
TNYNS POTOC, OTWG £ivol TO PG TOL NAOL N} TG GEANVNG Kot dev €xel kapia onpacia 1 B€om mov Oa
T TOTOOETNGOVLE OTN GKN VT, EPOGOV Bewpeital 0Tt fpickovtal o€ amelp®G LOKPIVY OTOGTOGT, AL
Kuplwg onuoacio &gel M €vtaon KOl 1) TEPLGTPOPN] TOV (QOTEWVOL OVIIKEWEVOL TOL EXOLUE
npokafopicel otov inspector. Kabaog 1 0éon tov directional light dev dradpapatifel kKdmolo poro, N
£VTOOT) TOV QOTOG OEV LELDMVETAL, 0ALA Elvat {61 € OAEG TIC AMOGTAGELS OO TNV TNYT.

e =
o,
Be S dede b d

L=
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4.5 Physics, Colliders, Rigidbodies

['o va etvar adnBoeavég éva Kivoupevo avTiKEIeEVO HEGH GTO ToyVidl, TPEMEL Vo, EnNpedleTal amod
VOLOVG TNG PUVGIKNG, Vo £YEL Kamoto pala, Vo emToybvel cmotd, vo emmppedletot amd ) fapdtnra,
va. umopel va cuykpovoTtel pe aAla avtikeipeva. Evtoymc, n Unity pog mopéyet out-of-the-box étoyua
GLGTNLOTA PVOIKNG Y10 SIGOAGTATA KOl TPIGOAGTATO Tty vidla Tov ¥epilovTal TV TPpocopoinon
VTOAOYIGUADV QLGIKNG, YPNOUDV Y10 TV EQAPLLOYN LOC.

Colliders (2uykpouoTEQ)

O GLYKPOVGTNG EVOG AVTIKELEVOD, O OTTO10G E1VOL AOPATOG Y10 TOV TEAMKO YPNOTT, OAAL HTOopovUE
va. Tov 000E oTov editor katd TV avdmtuén Tov Prvteomaryvidto, ival ovolaoTikd Eva component
nov mpochétovpe 6to gameObject pog kot kabopilel To oy Tov, Ol OTTIKE, OAAGL LLE GTOYO TNV
aviyvevon ovykpovoemv (amod To cvotnua Physics), pe dAla aviikeipeva, to omoio Exovv emiong
TOLG O1KOVG TOVC GVYKPOVOTES, AAAA Kot TNV AOKNON SUVAUE®V GE aVTO KO eV ¥peldleTal va el
axpag To 1010 oynua pe To mesh tov avtkepévov. Avtifeta pio mo tpdyepn TPocEyyion eitvar
OLYVA O ATOTELECLATIKY KOl OTOLTEL LIKPOTEPT) XPNOT TOPWV KT TO runtime, ondTe Kot £)EL
KaAOTEPT 0mddooT. Ot amAodoTEPOL KOt AyOTEPO daTavVIPOi OGOV APOPE GTOVS TOPOVS TOV
emeepyaotn €ivat ol primitive TOTOL GLYKPOLGTAOV. MIADVTOG Yo £va TPIGOIAGTATO oY Vidl, avTol
gtvon ot Box Collider, Sphere Collider, Wheel Collider (collider o oynua tpoyov, yia tovg tpoxods
évog oynuatog yo mapdoetypa), Capsule Collider (cuvn0mg to ypnoytorotovpe cav collider Tov
yapoxktipa pog). Emmiéov vrdpyovv ot Mesh Colliders (colliders mov maipvouv avtopata to GynpLo.
ToL mesh Tov AVTIKEEVOD pag, avaioya pe T 0éon tov Eeympiotdv vertices, edges, faces avtov,
0AAG elvar o damavnpol yia Tov eneepyaoctn). Mropovpe vo tpocBécovpe mepliocdtepovs and
évav €€ avtmv (primitive colliders) g KAmTO10 AVTIKEIUEVO LE GKOTO VO ONULOVPYNGOVLLE TLO
oLVOETOVG GLYKPOLGTEG, DGTE VO TPOGEYYICOVLE OPKETA KAAG TO GYNLLA VOGS AVTIKEWEVOD (YWPic
v xpron evog damavnpod mesh collider) Kot ToVTOYPOVA VO SLOTNPHGOVUE TO YOUUNAO KOGTOG Yia
tov eneepyaot). 1o Collider component tov GameObject vrdpyet | emhoyn Is Trigger. Me
OLYKEKPIEVT ETAOYT YIVETOL EPIKTN 1) EKTEAEOT] VOGS script Kot 1| “TupoddTnon” yeyovotwv, Otav
évag collider ayyi&et, Byer 1 peiver péoa otov Collider, tov omoio £yovpe Bécel ¢ trigger, Hécw TV
nebodwv OnTriggerEnter, OnTriggerExit ko1 OnTriggerStay avtictotyo. Mmopovpe eniong
npoarpeTikd vo Exovpe tposPaom otov Collider mov NpBe o€ emapn pe Tov trigger collider poc.
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Figure 77: A piece of wood and its box collider (green outline).

Rigidbodies

To Rigidbody givat £va KOp1o cuotatikd evog GameObject kot EMTPENEL TN PUGIKT GUUTEPLUPOPEL TOV.
Me mpocaptnuévo éva RigidBody to avtikeipevo avtamokpivetal apéowg otn Popdtnra. Av 10
emBopovpe, éva ovtikeipevo oy vidlod pmopet va €yl kKamoro rigidbody component, ahdd 1 kivnon
TOVL vo unv ennppedletal omd SLVAUELS TG PUVOIKNG, APO Kol Vo UV EAEYXETOL OO TO GOGTNUA
evotkng ¢ Unity, AL va To petaxtvodie katd BoOANnon pe KOOKa (Yo Topaostypla e TNV £Ton
ocvvéptnon Rigidbody.MovePosition). ['a mapdoetypa, pmopel vo embopovpe va eAEyYOLUE TOV
YOPOKTAPA pog omevBelag HECH GLUVOPTNCEMV GTOV KMOOKA Hag, oAAd va eEakoiovBovv va
avYVELOVTOL Ol EMAPES TOL AVTIKELEVOL Kot 1] l6000¢ avTov oe triggers. Tote Aéue 6T To rigidbody
pog etvon “kinematic” (isKinematic toggle — rigidbody component ctov Inspector). Eivat dvvatd va
petafdAilovpe tnv Tipn| ™ boolean petafintg IsKinematic and &va script yio vo emitpéyovpe v
EVEPYOTOINGN KOl TNV OTEVEPYOMOINGN TNG QUOIKNG YL EVO AVTIKEILEVO, KATL TO OMOI0 WOGC
YPEWBOTNKE GTNV VAOTOINGN TOL Tay Vool kol cvuykekpipéva oto Level 3, mov embBupovoape va
WoYVEL N duvaun TG PopdTnTa Yoo KAmola avTIKEIpeva, Ot TPV, 0ALL amd TNV YPOVIKN GTIYUN TNG
TUPOdOTNONG EVOG event Kot LETAL.
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¥ . Rigidbody

3%,
Mass [1 |
Drag 0 ]
Angular Drag 5 )
Use Gravity >4
Is Kinematic J
Interpolate [ Interpolate 4
Collision Detection [ continuous 4
¥ Consftraints
Freeze Position Xy gz
Freeze Rotation Xy gz

Figure 78: A rigidbody component.
4.6 Particle System

H Unity Engine dwafétet £va dtaitepa 1oyvpd cvotnpa kivnong copatidiov, pe v xpnon Tov
01010V, UITOPOVLE VO SNULOVPYNGOLLLE EWOIKA EQE, OTMG KIVOLLEVA VYPAE, KATVO, GOVVEQQ, PAOYES,
poywd Eopkia, onibeg, otaydveg kKo pia oelpd and dAra epé. Mia oxetikd pikpn xpnon particle
effects pmopet va ddoel {ovtdvia 6To Touyvidl pog Kot vo Kavel 1o meptPdAiov va @aivetal Aydtepo
aotdpopo. [Takdtepa, yperaldTov 1 YVOON TPOYPUULATIGLOD YPOPIKMY Y10, VO, OTLLOVPYTICOVUE
€0tm éva pKkpo Koppdtt kamvov. Evtuydg, to Unity kdvetl T dnuovpyio cuoTnUdTOV GOUATIOIOV
apKeTd amAn pe £va apBpwtd cvuotua copatidiov tov ovopdletor Shuriken, To onoio givon
€0KOLO GTNV eKpdONo™, OAAG LLOG ETITPETEL VOL SNUIOVPYNGOLLE Kot o ToAvmAoka €. Ta particle
effects priaypéva oto Shuriken Particle System “tpéyovv” ot CPU, gvd T €€ ToV
uetayevéotepov Particle System (VFX Graph) otnv GPU.

W
W
]
]
]
]
]
]
]
]
]
]
]
]
]
]
]
]
]
]
]
W

Figure 79: Particle System in the Unity Scene. Modules of a Particle System .
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4.7 Animation System

H Unity pog mapéyet £va €100 GOGTNHA Yo dNovpyia Kivnong kot animation (YVOOTO KOt G
“Mecanim”. XapaKTnpioTikd Tov eivon ta e€ng:

*  Amlotmra ot dnuovpyia kivnong HEco ¢ HETAPaonS amd pia KoTdoToon TOL
AVTIKEWEVOL G€ pio GAAN, EVTOC eVOC TPOoKaBOPIGUEVOL XPOVIKOD SLOUGTAHUATOC, Y10l OAN TO
avtikeipeva g Unity kot TIC TopapéTpoug auTov.

*  Avvatdmro xpnong Kot TOPUUETPOTOINGNG CUrves, Yol To OpaAn LETAPaoT HETAED
JLPOPETIKMV KATOGTAGEWDV.

*  Yrmootpi&n vy elcarymyn clip kivodhpevov eikOvVoV Kol KIVOLUEVOV GYESIMVY TOL
onuovpyovvror ot Unity, 0AAG Kot 6€ GALEG EQOPLOYEG.

*  E&eidikevpévn kivnon yo avOpmmoetd| povtéra.

*  Idwitepa EekdBapn mpoemickOTNoN TV animation clips kot TpoemokdnoN TOV
peTafacemv HeTall SLOPOPETIKMV KATACTACEWV. KTl TETO010, EMTPETEL GTOVS dNULOVPYOLG
va gpyalovtol aveEhptnta amd ToVS TPOYPAUUATIGTES, VO ONULOVPYODV TPMTOTLTO. KOl VO
KAVOLV TPOEMGKONNON TOV KIVOOUEVOV EIKOVOV TOVS, TPV OVTEG dSocLVOEDOVV e TOV
KOOKa oy vidlov kotd to build g epappoyng.

* Amhomompévn pon epyaciog yia tn dnuovpyio animations, 0AAG Kot U0V KOTOGTAGE®V
vl TN peTdPfocn og SopopeTikd animation states pe Tov Kabopiopd Kot ¥p1ion ToPapETP®V.

£ Project  ElConscle  ili Audio Mixer | O Animation
|orevien | @ |44 |10 | > | p1 00|

| knife_and_wrapped_boxes_a ¢ | samples [S

¥ =
=
3

©lknife_box_animation : Audio So ¥
Oknife,bux,ammahn : Box Colliclv
P L animated_stiletto_knife_cut : Position
b ~animated_stiletto_knife_cut : Rotation
| animated_stiletto_knife_cut : [+
| box_wrapped_with_duct_tapt[_]
| 'box_wrapped_with_duct_tapt [«

| |
o e
o e
| |
| |
| |

000®& 00

Add Property ]

Figure 80: The animation window where we can prepare our animation clip and preview it.
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Figure 81: The animator window with its state machine and parameters.

4.8 Audio System

Boowd woppdrtt kaBe moryvidioh eivor QLo kol 0 MYOS TOv, £ite WIAGUE Yo E0IKA €QE,
TEPPAALOVTIKOVG MYOVS, LOVGIKY] Kot OIALES, €ite Yo yovg dtddpaons tov maiktn pe to User
Interface tov mayvidrov. H Unity Engine owa0étel éva draitepa e0EMKTO KOl TaVTOYPOVA 1G5YLPO
cvoTnua Nyov. O ¥pNoTNS UTOPEL VO EICAYEL TIC TEPICGOTEPES YVIOGTEG LOPPES OPYEIDV YOV, EVED TO
ocvoTnuo JfETel eEEAyLEVO YOPOUKTNPLOTIKA Y10 TV OVOTOPAY®YY] TOVG GTOV TPLGOLAGTATO YMDPO,
TPOALPETIKG NMYNTIKA €QE, OGS echo, filters, reverb, compressors k.., kaBdg Kot audio mixer yio v
KOADTEPT] OPYAVOCT TOV YOV GE groups.

Ext6g Brvteomaryvidion, oty kabnuepvy {on, ot Yot EKTEUTOVTOL 0md TNYES YOV KOl O OKPOOLTNG
TOVG OVTIAOUPAVETOL LECM TNG KOG, AVTH €lvar Kot 1 AoYKn Tov ypnoitonoteiton kot 6to Audio
System g Unity. Ymdpyovv to Audio Source components mov mpocdidovv oto GameObject
YOPOKTNPLOTIKA TNYNS YOV, evd To Audio Listener component punopet vo LETATPEYEL TOV TOIKTY GE
AKPONTH T®V NY®V TOL TTayvidlov. O akpoaTnS Umopel vo el Katd Tpocéyyion and mola Katevbuvon
TPOEPYETOL EVAG MXOG Kot Uopel emiong va vidoet kot pio aichnon e andotaong amd TNy NyNTkn
myn, TV £VIaon Kol TV TotdTnTe. TOL 1YoL ovToL Kabeavtod. Mia mnyn Nyov mov Ppicketol ce
Katdotaomn ypryopns kivnong (0mwg €va diepydpevo avtokivnto yio mopadetypa) Oa aArdEetl TOvo
kaBng Kiveltal, o¢ anotéhespa Tov eawvopévov Doppler. To mepiBailov eniong Oa emnppedscel Tov
TPOTO LLE TOV OTOL0 OVTOVOKAGTOL O YOG, £TCL 0L OVH 1 0 YOG Kiag oTaydvag o€ pio omnid 0o
ExeL Mo, dAAa 0 10106 NYo¢ o€ vILaiBplo ydpo Gyt. o va Tpocopoiwbel cmwotd 1 B€on ™ TNYMG TOL
NYOV GE GYEGN LE TNV OKPOOLTT, TO OVTIKEILEVO TTOL EMBVULOVE VO TaPdyoLy Y0 LEGO GTO TTOLYVidL,
npémel vo. €yovv mpooaptnuévo éva Audio Source component. Ot Mot mov eKTEUTOVTOL
cvAlopfPdvovior 6t cvvéyel and Evav axpootr] Nyov (audio listener), mov cvvnBwg amotelel
oLOTOTIKO NG KOpog kapepag tov moiktn. H Unity pmopel 61 cvvéyeln vo TPOGOUOIMGEL TO
AmOTEAESHO, TNG OmOoTAONG Kot NG B€ong piag myng amd Tov aVTIKEILEVO-0KPOOTH KOl VO TO
avamapdyel avaloyo otov xpnotn. H oyetikn tayxdtnto Tov avTIKEWEVOV-NYNTIKOV TNYOV UTopel
emiong va ypnoiponomBet yio v mpocopoiwson tov eawvopévov Doppler yuo tpodcsOeto peoopo. H
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NY® dev umopet va tpocopotmbel avtdpata omd T unyavi, AapBavoviag oYY TG YEOUETPIOG TNG
OKNVNG, OAAG LTOpOovLE VO TETOYOVUE £va TETOL0 €QE TPOCTHETOVTOG EELG 01 10101 avTioTorya pidtpa
Ko effects 010 Audio Mixer [10].
Y& TEPMTOGELS OOV TOL OVTIKEILEVO HUTOpovV va petakivnBovv péoa kot £E@ amd €va uépog pe
évtovn Nyo, umopobue va mpocsbécovue pa {ovn aviiymong ot oknvh. To Audio Mixer pog
EMTPETEL TV NYNTIKY LEN SLOPOPETIKAOV KAVAADV YOV GTI GKNVY| LLOG, TNV OLOO0TOINeN TV NY®V
nag og dtapopetikd Audio Mixer groups, Tnv ypnon GIATpwV Kot €pE oTo EEXYMPLOTA KAVAALOL LLAG,
v ékBeon mapapéTpov (exposed parameters), OTwG 1 £VTAGT TOL NXOL N LETOPANTEG TOV QIATPOV
Kot €€, £To1 MoTe va Tig petafdaiovpe (SetFloat) péom kddtka Kot vo LTOpoVUE VO KAVOV LLE NYNTIKO
mastering kot audio arrangement.

Listener ‘

Source

Source

Figure 82: Audio sources and audio listener.

4.9 Scripting In Unity

M yYAwooa cevopiov (scripting language) eivar pio YAOOoO TPOYPALUATIGHOD TOV EMTPETEL TOV
éheyyo piog M meplocdtepV epaproydv. Bacikd, ot “yhAdooeg oevapiov” glvar éva 100G YAOGCHY
npoypappaticpov. Ou scripting languages ovvnBmg epunvevovtar (“interpreted”) ovii vo
petayrotiCovron (“compiled”). I'a mapaderypa, éva mpdypappo C tpénel TpdTA Vo, LETAYA®TIOTEL,
TPV EKTEAECTEL, EVA U0 YADOOO OEGUNG EVEPYELDV OEV YPELBLETAL VO LETAYAMTTIOTEL.

YKOmOG TOL UETOYAMTTIOTH KOL TOV LETAPPACTN EvaL Vo LETATPEWYOLV TOV TTNYoio KMIKO TOV €ivat
ypoppévog o€ YAwooa vymiov emmedov (High Level language) mov pmopel va kataAddfel evkordtepa
0 GvBpwTmog, 6€ YADOCGTO UNYOVIG TOL UTOopel v KATOAABEL 0 VTTOAOYIGTNG. AV GLUVOVTIGEL KATOL0
AGBog, o compiler €KTLTTAOVEL TO KATAAANAO UVOLLO error 6TV KOVeOA. Av dev cuvavtioel Adon,
LeTATPENETAL GE KOdKa pnyavig kot cuvdéet (linking) to dtapopetikd apyeio Tov kddwka cg Eva
exteréopo apyeio yio va ektedectel and tov ypnot (my. £va exe apyeio). O interpreter dnurovpyet
10 TPHYpappa, oAAG dev dnpovpyel links peta&d TV apyelov Tov KOJKA, 0VTE UETATPETEL TOV
Yoo KOOKE LG € KOOUKO LNYOVIG, EVM 01 ONAMGELS KOOIKO EKTEAOVVTOL YPOLLUT =Y POLLUT KOTH
TNV eKTéAEON TOL TTPOYpappoToc. Ilpopavdg éva mTpodypappa mov €el HETAYAMTTIOTEL, Gpa EXEl
LETOTPOTEL GE KMOTKO UNYAVIG, “TPEXEL” TTLO YPNYOPX KOTA TO runtime, 0AAQ £XEL TO LELOVEKTN LA OTL
av Bélovpie va kdvoope aALoyEG GTO TPOYPALLLD, TPETEL VO aVOTPEEOVILE TTAAL GTOV TTYOi0 KOJIKA
Ko VoL ToV petaylmtticovpe Eova.
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Differences between Interpreter

and Compiler

Interpreter translates just one
statement of the program at a time
into machine code.

An interpreter takes very less time to
analyze the source code. However,
the overall time to execute the
process is much slower.

An interpreter does not generate an
intermediary code. Hence, an
interpreter is highly efficient in terms
of its memory.

Keeps translating the program
continuously till the first error is
confronted. If any error is spotted, it
stops working and hence debugging
becomes easy.

Interpreters are used by
programming languages like Ruby
and Python for example.

Compiler scans the entire program
and translates the whole of it into
machine code at once.

A compiler takes a lot of time to
analyze the source code. However,
the overall time taken to execute the
process is much faster.

A compiler always generates an
intermediary object code. It will need
further linking. Hence more memory is
needed.

A compiler generates the error
message only after it scans the
complete program and hence
debugging is relatively harder while
working with a compiler.

Compliers are used by programming
languages like C and C++ for
example.

Figure 83: Ala@op&G UETAEY LUETAQPAOTY Kl UETAYAWTLOTH.

Mo va kAnBel éva script mov €yovpe ypayetr amd tn Unity katd to runtime, Bo mpénel mpdTa vo
nmpootebel g component 6e kamolwo GameObject g okNVNG Hog Kot LGIKE B mpémel va eivan
YPOUUEVO GE [0 GUYKEKPIUEV] YAMGOO VYNAOV emimédov, v omoia Bo pmopetl va kataAdfel n
GLYKEKPLUEVT] UNYOVT] To VIOV, 0pobd Tp@Ta TO script yivel compiled ko petatponet og yYAwooo
punyovng Ko evtoAés mov Ba ektedestovv oty CPU. I'pdeovtag mnyaio kdoKa 6€ ot T YAOGGH
AOOV UTOPOVLE VO EMKOIVOVICOVLE LE TN UNYXOVY, Vo Ypayovpe “cevdpla”, tasks dniadr| mov
EULELG Eyovpe EMALEEL MG QTAPOLTITO Y10 TNV EPAPHOYNG HOG, T omoia Ba ekTEAEGTODV KLpiwg 6TO
main thread oV apyn g extéleons g eQapoyn Hog N o€ dAAa threads mov Ba emAéEel To main
thread va ompovpynBodv otn cvvéyeln Kot va Tpéyovy TapdAAnAo e TO main, £T61 MOTE VO, UNV
&yovpe kabvotepnoelg (stalls) kon va unv pmhokapiotel To main thread.

H yAdooo vymAov emmédov mov ypnoyonoteital yio emkotvovia Tov ypnotn pe ™ Unity Engine
ovopdleton C# ko givarl avrikelpuevootpagng scripting language. Onwg kdBe yAdooa £Tol Kot ot
scripting YAOOGEG, EYouv TN O1KN TOLG GVVTAEN Kol YPOUUATIKY KaBmG emiong Ta KOpla HEPT TOVG
etvat ot HeTaPANTEC, 01 GUVAPTAGELS Kot Ol KAGGELS.
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O uerofintés ot C# ypnoomotodvtal yio vo arobnkebcoovy TAnpopopio Kol Slotpodv
TILES KOl 0VOpOPES O€ avTiKeipeva. MmopolpLe va Tig dtaympicovpe o VO TOTOVG, value type
kan reference type. Ot petafAntég ol omoieg eivor Tomov value mepi€yovv va GTIYUIOTVTO TOL
CLYKEKPLUEVODL type, EVE 01 TOTOV reference mePEYOLY Hia OVAPOPA GE VOl GTIYHLOTLTTO TOV
ovyKekpyévov tomov. Otav koAeitar pio cvuvdptnom, ot TWES TOV TOPAUETPOV TNG
arodnkevovtal og pio TePLoyN LVNUNG OECUEVUEVTG aKPIP®G YU o TOV TO GKkomod. THmol TOV
amoOnkevovtal amevdeiog OTOV TEPVALE TAPAUETPOLS, ovopdlovtatl value types (structs g
Unity, 6mwg Vector3 kot Color, kafdg kot axépatot, dekadwkoi kot Booleans, eivar value
types). TOmotl o1 omoiot decpevoviar otov cwpd (heap) kot £x0VV G OMOTELECLO. MEmMOry
allocations katd To runtime (yeyovog mov cuvifwg BéAovpe va amopdyovpe) eivan reference
types, evdd umopolEe va £(0VUE TPOSPOON GE OVTOVG HECH VOGS OEIKTY. ZTIYUIOTUTTO oG
KAdong, mivakeg (arrays), AMloteg kot ovpuPorooelpég (strings) eivon reference types.

Ot ovvaptioeis glval €vog TPOTOG VoL OPLAGOTOINGOLVLE KOJKA TOL €lval vrevBuvog ylo Tnv
ekTéleon ovykekplévoy tasks katd To runtime kot vrapyel  cvuPacn vo Eekvodv pe
Kepaiaio ypaupa. Eivar kaAd vo opyavdvovpe Tov KOSIKE LOG GE CLUVOPTICELS £TCL DCTE
OUTEG VO UTOPOVV VO EMOVOYPNOLUOTONO0VV TOAAEC QOPEG GE OLPOPETIKA WEPT TOV
TPOYPALLATOS, YOPIG va ypetaletal va Eovaypayoue G0 TOV KOOTKO TS GLVAPTNONG, OAAN
amAd va kévovtog pio KAnon oto dvopa authg g suvaptnons. Mmopodv va emeTpéPouvv
TIéEC N Ko Ot (type ‘void’ wg return type).

Ot khdoeig glvan £vag TPOTOG VO, SOUNGOVLLE TOV KMOKA LOG KoL VO OOV PYNGOVLLE 1GYXVPESG
OLCYETICEIS UETOED OVTIKEWEVOV KOl OVIOTNTOV, 7oL ®¢ £vvoleg opotdlovv Kot
TEPLOTPEPOVTAL YOP® O OVIOHTNTESG TOL TPAYLLATIKOV KOG oL, H «xkAdon» kot to avtikeipevo
amoteAoVV POCIKES EVVOIEG TOV OVTOKEVTIPIKOD TTPOYpappaTicpuov. Mio kidon (base class)
opiletar amd tov ypMotn ko omotehel éva TPooyESo Yo vo dnpovpyndovv avtikeipevo
aTNG TNG KAAONG 1 AALEC KAAGELS TOV KANPOVOLOVV OO QTN TO YOPOKTNPLOTIKE KOl TIG
peBddovg g, aAAG eivor mBovo va vAomowovv emmpdcheteg peBOOOVG KoL va Exovv
emmpocOeTa Kot o eEEIOIKELIEVA YOPOKTNPLOTIKAL.

Ymv Unity, ta scripts ovclactikd givor Components mov €yovv oKoOmd vo e€mekTeivovv TIC MoM
VILAPYOLGES Agttovpyieg TG unyavng kot tov ovtikelévov. Ipootifevror ota GameObjects kot
UTOPOVUE VO YPNOLOTOmGovpe 0co Bélovpe Yoo var eAEYEOLUE TN QUOIKY] GLUTEPIPOPE T®V
OVTIKEWLEVOV, VO TPOCHECOVE EOIKES AEITOVPYIES Y10 TOV YOPAKTAPO OGS KOL THV Kivion Tov 1
Sladpoon HE OVTIKEILEVO, VO ONUOVPYNGOLUE EPE Kol akoAOLOiES YEYOVOT®V, VO dNIOVPYNGOLUE
score system 1 YEOUETPIO, CLYKEKPIUEVO YOPAKTNPLOTIKE GE AVTIKEILEVA KOL YEVIKA TO TL UWTOPOVUE
Vo KAVOULE LE VT, UTOPEL VO OTOUATHGEL LOVO EKEL TOL PTAVEL T QovTacio pag. H MonoBehaviour
gtvau 1 base class a6 tnv onoia kAnpovopovv 0Aa ta scripts tng Unity. Kémoleg amd 11g mo yvmotég
pebodovg mov ypnoponrorovvror otn Unity, eivon ot €€1g:

H Awake() xaAeitor mpwv v Start() otnv évapén tov runtime g epapuroyng pog kot Ho
KA\0Oel axdpa K1 av To script component Tov v TePEEL Eival OmEVEPYOTONUEVO.

H Start(), 0nwg ko 1 Awake, kodeiton 0tov éva GameObject sivat evepyd, aAld LovVo €Gv 10
script component ov TNV TEPEYEL £ival EVEPYOTOINUEVO. XPOVIKA, 1] EKTELEGT TNG 0kOAOLOEL
avtnv ¢ Awake() kot avTég 01 300 GLVAPTNCELS ATOTELOVY Evay BOAKO TpOTO Vo ywpicov e
Ta start-up tasks ¢ epappoyng N ™G oKNVNG mayvidtol pag, o 600 dtadoyud Prpata. o
va tpé€el M Start() Bo wpémer emmAéov TO script component mov TV mEPExEL, va. givart
EVEPYOTOMUEVO.

H Update() koaAeiton pia popa oe kdOe frame. Av yio mopdoetypa, 1 EQapRoyN oG TPEXEL OTA
120 frames avd devteporento, tote 1 Update() Oa tpéet 120 popéc. Edd Balovpie kdduka yio
Vo OpIGOVE AOYIKN TTOV EKTEAEITON GLUVEYMG, .Y, 0TV O player controller 6€yeTon inputs 1yl
Vo ONUIOVPYNGOVUE €V YPOVOUETPO N OE TEPIMTOOT OV UEPT TOL TOLYVIOLOD TPEMEL Vol
EVNLLEPOVOVTOL GVVEXMG, o€ kKABe frame. Eivar yevikd kalo yio v amddoon TG EQUPUOYNG
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HoG, vo Uy ektelobpe mepimAokovg vroroyiopotg péoca oty Update(), oe kdOe frame
ONradn, oAAd va axoAovBolpe pio mtepiocdtepo event-based Aoyikn ko voL EKTEAOVLLE TETOLOV
TOTOL VTOAOYIGULOVGS, LOVO OTOV TPAYUATIKA oG YPEELETON 1] LETE Amd GLYKEKPIUEVO 0plOULO
frames (Oy1 og k@0e frame).

* H FixedUpdate() xaAeitonr o€ CUYKEKPUYLEVES XPOVIKES OTIYUES, O€ TPpoKaBopIoUEVa-oTAOEPE
xpovikad olactnuato, avtifeta pe v Update() mov kadeitor oe kabe frame (to frames
ovvnBwg Katd To runtime, oev gival otabepd, 0omOTE OVTE O1 YPOVIKEG OMOCTAGELS LETAED TV
otiypwv mwov koAeiton M Update()). Xpnowomoiovpe ocvvibwog tv FixedUpdate() ywo
VTOAOYIGHOVS (PLGIKNG, OTav omatteital akpifela kot oev Bélovpe vo Exovpe mepiepya
arotedéoparo. To default fixed timestep g Unity wodton pe 0.02, kdtt mov onpoaivel 6t
FixedUpdate() exteleiton akpifadg 50 popéc To 0eVTEPOLENTO KOl LTOPOVLLE VO LENGOVUE T
VoL LEIWGOLLLE 0VTH TNV TN oo Ti§ puOuicelg Time towv Project settings, av 0EAovpe Arydtepn
N TEPLEGOTEPT, AVTIGTOLYA, AKPIPEL GTOVG VITOAOYIGLOVS LOG.

* H LateUpdate() xaAeitatl kot avt o€ kéOe frame, pe ™ Stapopd 0T ekTELEITAL QULPOL EYOLV
tedeloet ot vroroyiopot tng Update. Elvar ovolaotikd évag dedtepog Bpdyog mov pog eivat
Wwitepa yprowog. Xpovikd, 6tav exwvael po oknvi ot Unity, eKteAodVIOL TPAOTOL O1
vroAoyiopol euotkng, ondte exteeitar mpd M FixedUpdate(), axorovBei n Update() ko
010 t€\0g Tov frame ko petd tnv Update(), n LateUpdate().

* H OnEnable() xaieital, 6tov evepyomotovpe otnv epapyio g oknvng pag, To gameObject
OV TEPLEYEL script component pe ovT TNV cuvaptnon. Tpéyel mpv v Start() kot v
YPNOLLLOTOLOVLLE Y10, VO EKTEAEGOVE AOYIKT, OTOV EVEPYOTOLOVLE TO OVTIKEILEVO GTT] GKMVN.

 H OnDisable() xoleitar, Otav amevepyomolobUE OTNV 1EPOPYic TNG OKNVAG MOG, TO
gameObject mov mepLE el script component [E QLT TN GLVAPTNON KOl TPEXEL UETA TNV
LateUpdate(). Tnv ypnotplomolodpe yior vo. EKTEAEGOVIE AOYIKT], OTOV OMEVEPYOTOLOVLE TO
OVTIKEILEVO GTI OKMVY).

INo to moyvidt pag ypetdotnke va ypayovue apketd scripts oe C# yia ) dnpovpyio eW0IKOV €QE,
Yo TupoddTNoN animations, Yo va dnpovpyncove level loaders, yio tnv AettovpytkoTnTa TOL LEVOD
SlEMAPNG YPNOTN, YO TNV OVOTOAPUYMYN TOV YOV Kol TNG LOLGIKNG, Yo To. mechanics TV ypipwv
Ko Yo GALEG E101KEG Aettovpyies.
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Kedpahato 5: Mepypadr) matyvidiou

5.1 Mioteg kat Baotkd mechanics Tou mayvidLou

To mayvidl amotedeital omd TEVTE SAPOPETIKEG TMioTeC/TOMOOEGTIES e TAL S1KAL TOVG YOPAKTNPIOTIKG,
nepPdriiovra Ko ypipovg. ' var £xet T duvatodtnTa TPOSPacne 6To EMOUEVO EMIMEDO, O TaiKTNG Oa
TPETEL TPDTO, TPOYMPNOEL GTNV EMIAVGN YPIPOV Kol v, Bpel TOV TPOTO VO, GUVEYICEL, TEPVOVTOS OO
Eexwpiotéc dokuacies. ‘Exouv ypnolonombei ot arapaitnrot colliders, £161 ®OTE 0 YOPAKTAPOG VO UMV
umopel va tepdost LEoa, amd Toiyovg 1 omd peydio oe péyebog avtikeipeva, KOt ToL TPOcdidEL PEOMGCLO
OTNV EUTELPLN KoL UEITOL TV DMKOTITO TOV 0VOPOTIVOL GOUATOC KOl TOS AVTO d10dpa 1] CLYKPOVETAL
LE T, 6Pl TOL EKAGTOTE YADPOV.

£l Asset Store "3 Animator  #i Scene | € Game =
Display 1+ | Free Aspect 3| Scale (mm— 1%

Maximize On Play | Mute Audio | Stats | Gizmos ~

Figure 84: A beer bottle (simple interactable object).

O moiktmg éxet ™ dvvordNTo PUoTIcHoy amAod N MO YPIYOopov, KaBMg Kot diddpoong Me
OAANAETIOPAGLO OVTIKEILEVO Kot £YYpopa Tov Bpickovtal O1domapta 6To TEPPAAAOV Kot 0md To omoia
avtiel otoyyelo Yo emihvon tov ypipov M amhd umopel vo To TOPOTINPNOEL TO EVOEAEYDG,
AertovpykdtnTo. oV GLUPAAAEL oty eufvbion Tov moaiktn omv eumepioa. H dudpaon pe to
aAAniemdpacyio avtikeipeva (interactable objects) mepthapPdvel e€€Taon TOV AVTIKELEVOVY LE LOPON
TEPLIOTPOPTG KOl ZOOM in/Zzoom out anT®dV, Kabdg Kot ebpESN EWIKAOV onpeimv (inspect points) Tov divovv
10 évoucpo og animations kot GAAes dvvatdmres. O maikng yvopilet ov éva avtikeipevo etvor
OAANAEMOPACIO, OTAV KEVIPAPEL TO “PAEUUA” TNG KAUEPOS TPMDTOL TPOCHTOV TPOG CVTO OO KOVTIVY|
andotaot (amdoTAoNG aKTIVOG — raycast): ov T0 AVTIKEIHEVO POTIOTEL, aVTO ONUOLIVEL TG LE TO OP1oTEPD
KAIK TOV TOVTIKI0U Umopel va ekKiviael 1 Asttovpyia eE€taong (examine mode) yi' avtd TO OVTIKEIIEVO.
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Figure 85: The beer bottle gets highlighted when player centers his camera view from a short distance using the invisible
ray cast from player's camera that hits bottle's collider.

Yrdpyer emiong n SuvatdOHTNTO GLAAOYNG GLYKEKPUUEVOV OVTIKEWUEVOV/KAEOIDV 7OV EEKAEWDMVOLV
OLYKEKPIUEVEG TOPTEG 1) AVOLYOLV KAELOWUEVO KOVTIHL TTOL TEPIEXOLV EML LEPOVG GTOLYEID GTO ECOTEPIKO
TOVG, XPNOUA YL TNV TPOOSO GTNV 16TOPI TOL T VIOOV Kol TO, EMOUEVA EMimEdA. AlGOTOPTEG GTNV
16TOpio. VLAPYOVY EMIONG CLOKEVEG AVAYVAOCNG KOOKMOV/TANKTPOAIYIO TOV OEXOVIOL GUYKEKPLEVOVG
KOOKOVG, KAEWOPLES TOV  OEYOVTIOL GLYKEKPUYEVOVG  GLVOLOCUOVG  OPOUOV/K®OOWKOVS Yot Vo
EEKAEWOMOOVY, GLOTNUOTO HOYADV oL TiBevion og Asrtovpyion HOVO HE CLYKEKPIUEVEG okoAoLBiEg
KIVAGE®V, KOOMG Kol NAEKTPIKOL TIVAKEG TV 001V KATO1EG ACQAAELEG AEITOVY Ko TPETEL O TOIKTNG VO
TIG TEPIOLAAEEEL amtO TO TEPIPAALOV Yo va TeBoVV Ge AerTovpyio, UNYAVIGHOTL XPTCUOL Y10, TV HETAPaon

o1 ovvéyeln G otopiag. O maiktng umopet avd Taco GTLyUr Vo TPOKAAEGEL TV TOVGT TOV AL VIS0V,

£T01 MOTE Vo £YEL TPOGPAOT GTO HEVOD TOV EMAOYDV, GTO apyKO pevoy 1 oty €050 0o TNV EQAPUOYT
dA 610 mepPariov v Windows. Znv apyn ke véov emmédov, | Tpdodog Tov maikTn amodnkeveTo

aVTOHOTO KOl 0 TOUKTNG £xel TN duvatodTNTo Vo Guveyicel and TO TeELeLTOio eMinedo 6TO Oomoio &lye
TPOGPacn Tpv TNV £€000 amd TV EPOPLOYT.

£ Asset Store 3 Animator

#Scene | € Game |
Display 1

+| | Free Aspect

Scale (m— 1%

| Maximize On Play | Mute Audio | Stats

Gizmos  ~

Figure 86: A plastic cup during Examine Mode.
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5.2 Ipidot

INo vo avTpeTomicet TIg TPoKANGELG Tov eppavifovtal oTnV Topeio TOV ToVISOH O TOIKTNG, CALA Kot
v va odnyn0el oty emilvon tov ypipwv [6], Oa tpénet gite va avtAncel ototyeia amd 1o mepPdilov
Kot va Bpet to Pabotepo vompo mov KpvPetal wicw amd To TOWATE TOV Ppickovial SIUCTOPTO GE
EYypapa, £T0L MOTE VO OVOKOADYEL TOVG HOVAOIKOVG KMIKOLS/aAAnAovyies apumv 1 va Ppel ta
AmaPOITNTO AVTIKEIHEVO/KAELOLA TTOV UTOpEl Vo TePIoLAAEEEL Kau va Tpocbéaetl oo inventory tov, yia va
EEKAEWOMOEL GLYKEKPIUEVEG TTOPTEG/KOVTIE, VO TPocBEcel acPdreleg mov Agimovv amd MAEKTPKOVG
mivakeg 1 va Kivioet poyAotg dwadoyikd. Kdmowa otoyeio/Eyypapo/aviikeipeva dev ivat dStabécipa ot
TPOTN EMAPT TOL TOUKTN HE TNV €KAoTOTE Tiota [5], oAAd eppaviovtal agovd TPOTU 0 TOIKTNG
eepevvnoet apketd kadd to meptBdAlov kot mpoPel oe Khmoleg amapaitnTeg EVEPYELEC.

Niota 1

-Note from the sewage
treatment worker-

Really, I 've no idea...
HOW I got trapped in this section?

I got no map for here. And my co-workers...
Are gone.

Fortunately there is a thing I can still
remember.

I remember... nothing.

Figure 87: A note.
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Figure 88: A keypad.

Find
the new
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Player
3 Interact with Y \;/C;qbine

dues

Kevypad
Passwaord
Open Fence

Figure 89: Level 1 Use Diagram

To Level 1 amotelel OVGLOCTIKA TNV TPOTN ETAPT TOL TOIKTN UE TO TEPPAALOV KOl TOVG YPIPOVG TOV
oy vidro0. O ydpog etvor oyetikd pkpog o péyebog, av cuykpdet pe Tig vToLouteg ToTES, EVM 0 YPIPOG
tov otnpiletor oty e€epevvnon Kt e€gvupeon Kot Tov cuVILOCSUO oTolyEiwY, €161 Mote 0 Ppedel o
HOVAOTIKOG KMOKOG TOL EEKAEWOMVEL TNV ETOLEVT TLGTO, TOV TOLYVISLOD.
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MNiota 2

IT'S LOCKED...
Figure 90: A locked green door

£ Asset Store  *3 Animator
Display 1

# Scene | € Game |
+| | Free Aspect

Scale (m— X

| Maximize On Play | Mute Audio | Stats | Gizmos

Figure 91: A fusebox with two fuses missing.
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E  rress e~ 1o coLLecT

Fuse
This is a single fuse, maybe it could go into a fuse box?

Figure 92: A fuse (collectable)

Figure 93: Fusebox with one fuse missing
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E

Crowbar
A crowbar. Seems useful...

Figure 94: A collectable crowbar (key).

PRESS "E" TO COLLECT

Figure 95: Crowbar collected (inventory).
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Figure 96: Level 2 Use case diagram

To Level 2 amoteAeitor amd moAD peyoAdTepa TUUOTA Kol YOPOVG TOL O Toiktng o mpémer va
e€ePEVVNGEL Y10 APKETE PLEYAAVTEPO XPOVIKO OAGTNIO GE GYECN LE TNV TPOTN THOTA, £TGL MOTE Vo pet
10 6®6To povomdtt. To onueio ekkivnong oty miota, ivat Eva 6Tavpodpdit pe 0600G Kot YDPOLS, GTOVG
omoiovg M mpodécsPaon dev eivor apyikd dvvor. OmTiKG pnvopoTe Koté TV €mOEN TOL TOiKTN HE
KAewopéveg mopteg pe v ypnon raycast kor Ul Canvas animations, divouv ctoyyeia yio to mbova
povadika “kAedid”, interactable avtikeipeva onAadn mov TPEMEL va TEPIGLAAEXDOVVY, £TOL MOTE vV
Eexhedmbovv o1 TopTeg Ko va fpedel 0vGLOGTIKG 1) ADGT GTOV KEVIPIKO YPIPO Y10, VO GUVEXIGTEL 1] 16TOPin
TOV ToVIdLD TPog TV emopevn miota. O waiktng Bo TPEMEL avayKaoTIKA Vo eToKePOel Tovg idtovg
YDOPOVG Y10 TOPATAV®D OO [ pOPES Kot EMTAEOV va. GVAAEEEL TaL fuses, £T61 MGTE PHEGH TOL NAEKTPIKOV
wivaxa, va 0Ecel TAAL o€ AELITOVPYIO TOV AVEAKVGTIPA GTO TEAKO dMATIO TOV OONYEL GTNV EMOUEVT TTGTO.

Miota 3

Figure 97: Level 3 - Trapped

76



Count the duplicates...
which are more than two ...
from BIGGER to smaller...
and this is a clue...

Figure 98: Level 3 poem (clue)

Figure 99: Levers in Level 3

The right sequence... Or just
the wrong one.

1)->
2) <
3)->
4)->
2)->
9)->
5) <-
6) ->
8) ->
7)->
5)->

Figure 100: Another clue note (puzzle) in Level 3
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Take notes /
find password

Tnteract wit
—»> tubifex worms

(aesthetic) What is the

meaning?
(Consideration)
Read
poems (clues)
Explore some more |
Connect the pieces
Interact with
levers
A
Interact with cans / Solve lever puzzle

Figure 101: Level 3 use case diagram

Y

Long comidar |
Back door dasing |
Cart revist the previous raam

‘

A4

h

Triumpant
walk towards
Level 4

Trapped in a small
room/Explore to find clues

Metd to animation Tov aveAKLoTHPA 0 ToUKTNG PpiokeTon EnPViKd ToyOELUEVOS KOl TEPLOPICUEVOS OE
éva pikpo dmpatio. Me cuveyn eEgpedivnon kot ta eAdyloTo ototyeio Tov Tov divovtal, TPEmeL va Bpet To
vonua g £vay omd Toug SuoKOAOTEPOLS YPipovg [2] Tov matyvidlov (Iowg Tov SLGKOAGTEPO), O 0TOi0g
yopileton g 600 otadio. H emavarappfavopevn Lovotkn pe timer Sivel Tov amopaitnto YMpo GTOV TOIKTY
Y. TEPICLAAOYN Kot ovalntnon otolyeimv oto mepPdAlov. Apyikd, dev mpoc@épovtal OAd Ta
amopaitnta clues [2] yio v eniAvon tov TeEAMKOV Ypipov Tov dwpatiov, ondte o moiktng Oa Tpémel va
EemepAoEL TO EUTOOI0 TOV TPMOTOL YPIPOL [2] Yo Vo amokTGEL TPOGPACT 0 VEN GTOLYElD TTOV 10MC
HopoHv vo ddGoLY ADGT 6T0 LLGTHPLo. META TO dvoryua TG TOPTOS TOL OPYIKOD dMUATION, £VAG VEOS
HokpOoTeEVOS HETAROTIKOS 0140pOpR0G EETVALYETAL UTPOCTA KOt 1) TOPTO TPOG TOV OPYLKO YDPO KAEIVEL,
pnv emTpEmovtag 161 6ToV okt va Tov Eavaemokeel. O maiktng £xel EMmALOV 0pATOTNTO TPOS EVOV
“3idvpo” puoTikd 6140popo, e TN duvatdTnTo Vo KottdEel péca amd Ta KevA Tov oynuatifoviol avapesa
OTIG TEPGIOEG OTNV AKPT) TOL S10OPOOL KOl 01 KIVIGELS TOV TEPLOPIfovTOoL HLOVO TPOGS T EUTPOS KoL TNV
ndpta 610 PaBog mov 0dnyel Tpog to Level 4.

78



Mioto 4

Figure 102: Padlock interface

Figure 103: Locked middle door
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King "1229"
Theo "3223"
Enzo "3223"
Matteo "234234"
Emiliano "1909290"
Dean "98238"
Hayden "09990"
Finn "1212"
Brody "2983089"
w6 7"

A NAME IS MISSING FROM THE LAST

Figure 104: Mysterious book (left), a name is missing from the last page (right)

Figure 105:“R” letter



Find

Exit to Level 5 <—|
Collect everything
ry Thunder sound
and canvas animation /
connecting letters

Find clue that
weren't here
before

Start finding
collectables that
weren't previously herg

Y

MNow you can
find what is
missing

with a

Explore some

Interaction

fuse 2 «

Find note

A

(cue)

fusebox

h

Collect
fuse 1

more

Interact vith Find out that
smple interactables something is
missing

A
A Y y
@lddle door Explar@
room
A

h

Player

Figure 106: Level 4 use case diagram

Katd v évapén g mepuynong oto Level 4, o maiktng £xel mpdoPaon kupiog ce amid interactable
avtikeipeva [5], ta onoia dtadpapatilovv wg ent To TAgioTov 0oONTIKO pOLO 6TO TOUYVIdL. AT’ TN GTIYUN
7ov Ba avaxeAvyel To Kupilapyo o avtd To 6TAd10 interactable avTiKeievo Kol TNG GLVELONTOTOINONG
OTLKATO10 GTOLYELO AElmEL, LEYPL TPOTIVOG AVEVEPYE OVTIKEILEVE TNG tEpapyioc, KabioTavTol TAEoV evepya
KOl OpaTé GTOV TAKTY, S1AGTaPTA 6TO TEPIPAALOV TNG TOTAG Kol GTOYOG TAEOV Elvat va GLAAEXHOVY OAa,
HEe HOVO “OTA0” TOV dlapkT avalNTNon Kot [LE ATMTEPO GKOTO VO KATUGTEL SuVATOG O GYNUOTIGUOS TNG
AéEnc/amdvtnong oto Ypipo Kot vo 600l 1 SuvatdHTNTO Yo TOPEiD TOV TAIKTY TPOG TO UEXPL TPOTIVOG N~
npocPacyto [5] dmpatio. Méypt tote Oa mpémel va €xetl Ppebel o tpomOg va Eexhedwbel to vrdpyov
padlock pe v Bonfeia kpuppévev clues. Xtn cuvéyeta, o maiktng Oa Tpémel vo avakaAvyel véa atotyeia
nov Ba Tov 0dnynoovv ot GVAAOYN fuses Yo TV EvePyomoincn UNYAVIGHOV oL divel TpOcPacn 6To

petafotikd povomdtt mpog to Level 5.
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Miota 5

Figure 107: The city on top

dancing together -like
brothers and sisters- to the

---The way to the city on You should head into the
top--- abyss of the unknown to find
The circle of iron has some answers...
numerous legs. They are
rhythms of the city. YELLOW!

Figure 108: Allegorical poems/messages



<1 >2

Figure 109: Weird numbers puzzle [6]

Figure 110: An old photo (simple interactable object)
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Clues 4

A

small room

A
‘h/l_;;t room

v L

A
A
Y D

Second room

Big tunnel

A

i —»( TunnelfEntrance

Player

Puzzle

» Solved
\/ Yes

Figure 111: Level 5 use case diagram

1 teAevtoio ToTo TOL MOV, Yol vo 0dnyndel o moikTng TPOg TOV TEPUOTIGUO, B Tpémel va
OVTIHETOTICEL TNV TPOKANGN TPLOV OOPOPETIKOV puzzles, otwv omoimv v Adon Oo wpémer va
TPOYWPNOEL SLUOOYIKAL, Y10, VO OTOKTNOEL OUEIMCELS, DOTE VO, AOGEL TO KaOE emdevo. Aadoyikn OUmG dev
umopel va givar 1 Sadpoun TOL EKAGTOTE TOUKTI GTOLG XMPOLG TNG CLYKEKPUEVNS miotag. Ta
SPOPETIKA dmpdtia elvar aPKETH, OTMG KOL TO GTOLYEINL TOV VITAPYOLV SLACTOPTA GTO TEPPAAAOV OE
HOPOT OAANYOPIKAOV TOMUATOV [6] (TOV UTOPOVV VO TEPUTAEEOVLY TNV KATAGTOGCT), TO OTTOI0 TPEMEL VOl
OTOKPLTTOYPOUPN OOV ATTd TOV TOUKT GE GLVIVAGHO LE EEEPELYNON KoL EVOEAEYN TALPOTNPT|ON GTOLYEI®V
TOV TEPIPAAAOVTOG, CALA KOLL LLE TT) YVDOGT TOV TPOTOL EMIAVOTG TOV YPIPV amd TIG TPONYOVUEVES TIOTEG,
01 omoiot avoyKaoTikd Bo Tpémetl va xovuv EmALOEL, Yo v KOTOQEPEL 0 TAIKTNG VoL PTAGEL LEYPL OLTH TV
niota. Ioybovv puokd ki €d® ta mechanics yplpwv amd TG TPONYOVUEVES THGTEG TOL TALVIOOD Ko
UTOpOVV VoL Yivouv opatd véa oTotyeio LETA amd TNV enilvon, ondte o maiktng Oa mpénet va e&gpevvioet
OPKETEG POPES TOVG YDPOLGS, £TCL MOTE VOL GLAAEEEL KOl va. avakaAdyeL 0,TtL emmAfov ypeldleTon yo TNV
€0pecN NG AVOTG KOL TOV TEPUATIGUO.
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PAUSED

RESUME

OPTIONS

QUIT GAME

Figure 112: Pause menu.

drojiNot jlacye

EXPERIMENT TEAM 1 CONTINUE

EXPERIMENT TEAM 2 OPTIONS ‘

CONTROLS/HINTS
QuIT

Figure 113: Main menu.
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CONTROLS

WALK: "WASD" CHEBI( INVENTORY: “TAB"
WALK FASTER: "HOLD LEFT SHIFT"

CROUCH: "HOLD LEFT CONTROL" EXIT EXAMINE: "RIGHT CLICK"
INTERACT WITH HIGHLIGHTED OBJECT: "LEFT CLICK"

ROTATE DBJECT: "DRAG WITH MOUSE"

Z0OM IN/OUT: "MOUSE WHEEL UP/DOWN"

COLLECT ITEM: "E"

HINTS

YOU CAN INTERACT WITH FUSE BOXES, KEYPADS, LEVERS AND PADLOCKS. OTHER INTERACTABLE OBJECTS GONNA BE HIGHLIGHTED WHEN YOU LOOK AT
THEM, SO BE CAUTIOUS DURING THE EXPLORATION, TRY TO FOCUS ON OBJECTS AND *CLICK* YOUR WAY THROUGH THE ENVIRONMENT. SOME THINGS
MAY APPEAR WHERE THEY WEREN'T BEFORE, SO BE READY TO RE-EXPLORE IF YOU CAN'T FIND A WAY TO PROGRESS. USE "TAB™ T0 ACCESS YOUR
INVENTORY AND CHECK THE KEY ITEMS THAT YOU 'VE ALREADY COLLECTED. YOU CAN OPEN DOORS IF YOU HAVE THE RIGHT ITEM. WITH JUST A CLICK.

Figure 114: Controls — Hints screen.

Figure 115: OB6vn tepuatiouou - credits.

o ta mechanics tov ypipov kot T S140pacT HE TO OVTIIKEIPEVO, YPNOUYLOTOU|COUE TO CUGTNUA
Adventure Puzzle Kit [7] and to asset store g Unity ko emexteivape tnv AEITOVPYIKOTNTA TOV UE
EMEUPAGELG GTOV KOIIKA, Y10l VO TO PEPOVUE GTOL LETPOL TOV OVOYKMVY TNG VAOTOINGONG TG EPOPLOYNG LOGC.

5.3 Kapepa matyvidlou

H xduepa mov ypnoyomomaoope 6to moryviol Elvol TpOTOL TPOSCHTOV. AVTO CUOIVEL TOG O TOIKTNG
BAémet Tov kOGO péca amd To “pdTie’” Tov Npwa Tov Tayvidov. H kdpepa eivol Tpocappocuévn 6to
VYOG TOV KEPOALOD TNng adpatng Kayoviag, 1 omoia cupPorilel To copa Tov Yopaktipa (o capsule
collider amatteiton yio TV UGIKN ETAPN TOL TOIKTN LE TO £30LPOG KO TOVS TOTYOVG), EVA LE TO TOVTIKL O
ToikTNG €xel T SvvatdTNTO Vo KOLTAEEL TPOG OAEG TIS KATELVOVVOELG, TPOCOUOIDOVOVTIOG £TCGL TNV
cuvtoviopévn (1 kot 6xt) Kivnomn Tov Aaipod Kot TV HoTdV, ToV TPOTo dnAadn e Tov omoio ot avOpwmot
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YPNOLLOTOLOVV TNV OPAGT] TOVG Y10 VO, ATOKTGOVV OTTIKY aVTIANYT ToV TEPPAAAOVTOC.

Figure 116: First person camera.

5.4 To mepBaAlov umtovouou

Méypt va kataAn&el oty 1eMKY] Tov Hope1] T0 TEPPEIALOV TOV oY VIdL00, TEPUCE Omd APKETA
JPOPETIKG 0TAdI Kot dEYONKE APKETEG VEEC TPOCHNKES KOl TPOEKTAGELS, OPKETOL OO TOVG YDPOVG
vréonoav enavenegepyacia, v KAmolol ALl GyedtdoTnKay Eova amd TV apyr| e TEPGGATEPT
AemTopEPELOL

TSne | GGame SAssetstors % Anmator -
Shaded Wit 4" i B D

Figure 117: Old Level 1
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Figure 118: Final Level 1 with a new extension.

Figure 119: Level 1 top view

Katdé v avémrtuén tov mayvidod to workflow kot ot epaployég mov ypncIonotodGapLE, GAALAE0Y
OPKETEG POPEC KOl OCPUAMG e TNV eKudOnon vémv gpyadeimv Kot TeYVIKOV Kob' Olo avtd 1o
drotnuo tov development, mpoPrjkope o€ VEES OOKIUES, AVOKATAOKEVES KOl BEATICTONOMOEL OGOV
aQPOpa TN YEOUETPIO TV TPIGIACTATOV HOVIEA®Y 1 OVEKLTTOV TPOPANUOTA T®V OTOi®mV deV
VINPYE M YVOON ©T0 TOPeABOV kol Empene vo mpoywpnoovue otnyv emilvon tovg. Emiorg,
AVOYKOAGTNKOUE VO, AAPOVE OXESIOOTIKES ATOPACELS, Ol OTOIES EMPETE VO AALAEOVLY GE LEAALOVTIKO
1POVO, LOY® TOV OTL T OAN dladkacio vAomoinong Nrav tehkd pio kabapd dvvapukn dwdtkacio [ 14].
Kémoieg mioteg, umopel yio mopdderypo, va ftav pkpdtepeg o€ puéyebog ar' 0,11 embopovcapie kot yu
aVTd TPOYWPOVCHUE GE KAmolEg Tpoohnkes N umopel va Mtav avaykaio 1 TpocHNKn emmAéov
eMmESMV AETTOUEPELOG KT TN oyediaoT, €iTte Umopel KATL Vo 1N HOG IKOVOTOLoVoE Kot YU ovTo
Empeme va KAvoule export To povtédo pe tov Fbx Exporter ¢ Unity kit emoveneEepyooia oto Blender
kot Eova import oto Unity opketég Qopéc, Yo vo OTACOVUE o€ €vo EMBLUNTO OYESINCTIKA Kl
oo TIKd omoTéAEG LA
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Figure 120:

SAsSeEStore N i Animator |  Scene =
Shaded -] # |40 | & Previen Gizmos ~ (3%

Figure 121: Final Level 2 crossroad remake (down).

Figure 122: Level 2 top view
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P et I 5t st G Pt 5.

Figure 123: Old Level 3 part (up-left-right)

i Asset Store "8 Animator |+ Scene | € Game

| Shaded 7| % |4 | Q Disable Aura Preview | Gizmos +| (GAT

Figure 124: Final Level 3 with new details, rooms, extension and ceiling

Figure 125: Level 3 top view with long extension

10 Level 3 dev vinpye apyikd o oyedacpids yio Tov peydrlo dtadpopo tov oonyet mpog to Level 4,
omote £mpene oyedlooTIKG va Bpovpe pion Adon yu ) petdfaon and v pio micto oty GAAY.
Xpnoporomoape Aoutdv vAKO omd 1o d1adikTvo Yoo concept art. OVTwg 1 GAA®G 01 TEPIGGOHTEPOL
YDOPOL TOL TALYVIOLOV OTOTEAOVV avTiypa@a N 1 OPYITEKTOVIKY TOV YOP®V €XEL ENNPEACTEL amd
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TPAYUATIKEG TOTOOEGIEG KOl TPOVTAPYOVTES YDPOLS TPAYUATIKOV VITOVOU®V TOV 0VAlNTHOOLE Y10l
VO TPOGODGOVLE TOIKIAMA 6TO TEPIPAALOV LOG, OAAG KoL Y10, VOL TTAPOVLLE 1OEEG Y10 T OMtovpyio Kot
TO GYEOCUO TV YDP®V TOL TOLYVIOL0D, £TGT MGTE VO, EEPEVYOVV OTO TNV GTEVI £VVOL0 TOV DTTOVOLLOV
7oL glyape TPW TV KATAAANAN €pgvva.

face Project O View v @v B . Options v
v View Sele v 008 - 1
User Perspective

(25) Collection | RustyDoor_ Mesh
Rendering Done

£od
©
o
©
©
©
©

o et P o

Figure 126: Level 3 long extension made with reference to a real location (via Sewer History org)
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Figure 127: Part of Old Level 4 (up-left) vs. Part of the much longer Final Level 4 with a reworked floor, more details,
props, fatberg ceiling and a new extension room (beyond the central door) (up-right).

Figure 128: Level 4 top view
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Sy

Figure 129: Old “Saitama Sewer([21] inspired” Level 5

1 Asset Store "8 Animator | + Scene | € Game

| Shaded MIENENEAE~EM O oisabie aura previen Gizmos *| (@rAT

Figure 130: just a Room from the really bigger remade Final version of Level 5
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Figure 131: Level 5 top view

Ed® mpémel vo onpeidcovpe 0TL, Yo vo EYovpe KoAvtepn emifieyn tov peydiov mAnbovg amd
gameObjects kot Prefabs mov ypeibiotnke va ypnoiponomcovie kot yio va £xovpe E0KOAN tpodcPacn
o€ Oha ta EeYPloTd avVTIKEIpEVA ToyVidoL avl TAco oTiyur o€ KaOe mioTa, OUAdOTOMCAUE TO
avtikeipeva tov kdOe scene oto Hierarchy Window.

v € Level5 =
» | first_person_controller
> LADDER
_ Postvol
» L JIvis
b -—-DIRECTIOMNAL LIGHTS---
» | ) ---COLLIDERS---
» . ---MUD_LANDSCAPE---
Ly PIPES -
» ) ---DECALS---
P> ) ---PROPS---
Ly IGHTS===
> ---WATER_MESHES---
> ---AMBIANCE---

. Bakery\/olume_Kagkela_First
| SkyRotator

. Score Timer

. OnTriggerLowerWaterfallvolum
. OnTriggerHigherwaterfall\/olumr
. OnTriggerLowerWaterfall\volum
. OnTriggerHigherwaterfall\/olurr

Figure 132: A typical “Drainage” level overview in the editor's hierarchy window
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Kedpalalo 6: YAomoinon maxvidiou

210 OLYKEKPIUEVO KEPAAOMO Bo avapEPOVUE KATOWOL GTAOLO TG VAOTOINONG TOL ALY VISL00,
mpoPAnpata Tov aviipetoricape, Kadng eriong Bo mapabécovpe KOPUATIO KOSKA amd Scripts o
viomomcape og C# yio TNV avamtuén g EQApPLOYNG Kol TIG AELITOVPYIKOTNTESG TTOL YPELUGTNKOLLE Y10,
TIG AVAYKEG TOV TOLYVIOLOV.

6.1 Flashing Light in Level 1

Kabdc oty ékdoon g Unity mov ypnotpomomaoope 1 vrootipién yia realtime Emissive light amnd
materials mov ypnoyomowovv tov Standard shader tng Unity Ntav kdnwg meplopopévn, o vo
VAOTOGOVUE TO E101KO EQPE TNG AAUTOS — TTNYNS PMTOG TOL TPEROTAILEL e cLVodEia amd omibec TV
KOTAAANAN GTIYUY|, VAOTOWGOLE EVOL SCIipt KO YPTCULOTOWCAE EVOL coroutine Tov 10 EEKIVICOLLE
otV Start().

Figure 133: Spot Up Light

EmBopovcape 66o to Emissive material g Adumog ftov evepyomoinpévo, kabmg 0ev Ltopoucape
va &govpe illumination and realtime emission Kot qVTO vaL £YEL ONTIKO AVTIKPUGLO GTO GKNVIKA, VO
QOTI(ETON KOl 1 TEPLOYN OTNV 0POPN TAV® amd TN Adumo. Anpiovpynoape Aowrodv éva spot Up
Realtime Light pe katevBuvon mpog v opoer|. Anpovpynoape emiong £va volumetric main Light
(_auraLight) pe xotevBouvon mpog 10 TATOA Y10 TOV KUPLO POTICUO TPOS TOL GKNVIKA KAT® 0o 11
Aduma.
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Figure 134: Main Volumetric Spot Light

Anpovpynoope eniong éva Particle Effect pe onifeg mov méptovv amd v Aduna mpog to mdtwmpo
KO 7O GVYKEKPIUEVE, LOVO OTAV TO emissive Q¢ TG Adpmog kot ta pmto ntov disabled, étol dote
AMyo petd v avomapaywyn tov £¢é onibag vo avayel TdAl to ews. Emiong ypnoporomooape v
étoyun ovvaptnon Random g Unity yia vo TpoGOMGOVLLE TLYXALOTNTO GTIC YPOVIKEG GTIYIES OV Oal
Tpepomaitetl o Mg (apa kot to ¢ onifag). AkoAovbel o kddkag:

WaitFor
ight.enabled =
_auralight.enabled = g

om.Range(minWaitTime, maxWaitTime));

testlight.enabled =

_auralight.enabled
spotUpLight.enabled =
material.EnableKeyword(" EMI
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Particle System

Disahble Lights

Enable Lights

Figure 135: Visual representation of the loop we created with the Flashing() coroutine

6.2 Auto Save

Ylomomooape £va amhd cuoTNUO Yo Auto-save Tng Tpoddov TOV TaiKTY, 1) 0Toio arodnkedeTan TNV
apyn tov kdéBe level, étor dote o maikng agod emAéEer Quit Game amd TO menu Kot
TPAYLLATOTOMGEL ££000 OO TNV EPAPLLOYN, OE TEPIMTMOT EXAVEKTEAECT|C TNG VO UTOPEL VoL GLVEYIGEL
amd Vv miota oV omoio Pprokdtav. Anpovpyncape €va trigger oty apyn g kébe mictag mwov
arofnkevel péocw tov PlayerPrefs to index g oknvig, eved otn GuvEyela pe xpnomn evog coroutine
enoaviCovpe éva flashing Animated text “Saving” yio va evLepOGOLLLE TOV TTaiKTN OTL oo kedETL
N mpO0dHS TOL Ko PETA OO Alyo va TO amevepyomomoovpe pali pe tov trigger, a@ov ovTd TOL
emBopovoaype, dNAadN N arodNKeLoT TPOOOOL KoL 1) OTTIKY EVIULEPWOGT] TOUKTN Y1 TO YEYOVOS, EXEL
NnoM mpaypatomomOet.
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Kot

1
I

IEnumerator AutoSaveTriggerDisappear()

I
L

()

~.visible
.lockState =

() .enabled =

.buildInd
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Level 3

PlayerPrefs.Setint (0} PlayerPrefs.Setint (3}

Player

CONTINUE PlayerPrefs.Getint() LoadScene(3)

Figure 136: Visual representation of the auto-save procedure

6.3 Level Loader

IEnumerator LoadNextleve
creen.SetActive(
on asyncload
asyncload.allowSceneActivation =
(lasyncload.isDone)

progr Math+ ‘asyncload.progr

slider.value = progr
(asyncload.prog

loadingText.t
loadingIcon.Seth

(Input.GetKey de.Return))

asyncload.allowSceneActivation =

Time.timeScale = 1f;

Mo v petéPfoaocn oe Owpopetikd Scenes-micteg onovpynocape évov Level Loader vy
asynchronous loading kot ypnoporomoape tv cuvdptnorn LoadSceneAsync tov SceneManager tng
Unity, kaBdg embopodoape va éxovpe loading screen pe progress bar mov deiyvel v mpdodo Tov
Loading evog nextLevel scene tOmov string mov glcdyape otov inspector, va kdvovpe loading dnAaon
xopig Vv dtaxomnn tov kvpov thread. Otav To Scene £xel Mo POPTAOGEL, 0 TAIKTNG LE TO TANKTPO
Enter pmopel va petoPet oe avtd. o kabe micta onuiovpynoape éva empty GameObject Level
Loader, npocBécape to LevelLoader script kot opicape otov Inspector moo Oa givar to endpevo
Level. Méow evoc teMkov trigger oto T€A0¢ TG KaOe miotac, o maiktng petafaivel otnv emodpevn
nicto K4be Popa.
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¥ «  Level Loader (Script) o
Script LevelLoader e
Mext Level Level2
Loading Screen w Loading Screen o]
Loading Icon W Image o]
Loading Text Text (Text) e]
Slider = Slider (Slider) e]

Figure 137: Level Loader Script component in the inspector

6.4 Random Drip Sound On Collision

['a to oy vidr pog Bé ape va suvdvdoovpe to Particle Effect tng otayovag and dwappor) coinva,
LE MYMTIKO EQE KOl OVOTAPOY YT YOV KOTE TNV GUYKPOVOT) TNG OTAYOVAG LE TO E30(POG. AOKILAGOUE
pe évav Lovadtko Nyo otaydvac, aAAd dev Tav T060 pealoTikd kdOe enduevn otaydva on collision
pe to matopa, vo mopdyst tov idto Nyxo otoyovag. Omodte, TPOY®PNOUUE GTNV KATATUNGN EVOG
LEYAAOL EVIOLOL MYNTIKOD KA TOAADV AETTAOV, LE dLad0YIKOVS NXOLG GTaydvas o€ Lo EmpEveLn, GE
drapopetikd audio samples otaydvag yio Vo VITEPYEL TOUKIAO KOt SIOPOPETIKOTNTO LETAED TV YDV
Kot yphyape éva script mov emtpénet v avoroapaywyn random clips otaydvag on particle collision
y¥pMoonoidvtag v £toun cvvaptnon OnParticleCollision, evd opicape to KatdAinio audio
source Ko to tepleyopueva Tov array tov drip audio clips otov inspector.

randomDrip;
Clip[] audioSources;

nid RandomSoundne

randomDrip.clip = audioSources[Unity m.Rang » audioSources.lLength)];

randomDrip.Play();

RandomSoundness();
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¥ = Part Coll (Script) Qs

Script PartColl Qo
Random Drip = dripAudioSource (Audio Source) Q
¥ Audio Sources

Size 34
Element O o waterdroplmp3 ©
Element 1 «waterdrop2 o)
Element 2 « waterdrop3 (=)
Element 3 « waterdrop4 [c)
Element 4 “waterdrop5 ©
Element 5 « waterdropé o)
Element & waterdrop7? (o]
Element 7 «waterdrops Q
Element 8 «waterdropd o]
Element 9 « waterdrop10 o)
Element 10 “owaterdropll o
Element 11 « waterdrop12 o)
Element 12 « waterdrop13 °
Element 13 « waterdropl4 o
Element 14 “waterdrop15 o]
Element 15 « waterdroplé o)
Element 16 o waterdropl7 ©
Element 17 « waterdrop18 fo)
Element 18 « waterdrop19 (=)
Element 19 « waterdrop20 [c)
Element 20 “waterdrop21 ©
Element 21 « waterdrop22 o)
Element 22 “waterdrop23 (o]
Element 23 wwaterdrop24 Q
Element 24 «waterdrop25 o]
Element 25 « waterdrop2¢é o)

Figure 138: Different Drip Samples in the ParticleColl script component

6.5 Animation Camera Follow

I To oy vior pag xpetdoTnKe vor O1HoLPYNCOVLE KATolo animations katd TV exilvon ypipwv,
EexAeldmpa TOPTAC, KOVTIDV K.0L OOTE EMBVUOVGAE T YEYOVOTO QLT VO, YIVOVTOL IO E0KOAN KOt
oTOXEVUEVA avTIMNTTA amd Ttov oK. ['a va 1o emtdyovpe avtd, avarntOEULE Scripts €161 AGTE N
Képepa Tov Taikt vo akoAovOel avtopato to animated key/item katd ™ dibpkela Tov animation,
EVEPYOTOUDVTOG TO KATAAANAO script component kot to camera follow va ctopatdel petd 1o té€hog
Tov animation pe v amevepyomoinon tov CameralLookAt script. AkolovBel o kb oKog:
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oorAnimation : Mon

or crowbarDoorAnimator;
iera lookingCamera;

imation")]
AnimationClip crowbarAnimation;

PlayCrowbarAnimation()

crowbarDoorAnimator.SetBool ( nC Animation",
StartCoroutine(lLookAtCrowbar(

IEnumerator LookAtCrowbar()
i
loockingCamera.GetComponent<C Crre ) .enabled
WaitForsS
lookingCamera.GetComponent C ') .enabled

L
w
l

6.6 Elevator Scene and Problems

[N v petdPaon amd v dgbtepn otV TPiTN TGTA TOL TOLY VIS0V, BEAALLE VO SDOCOVLE EVOVCLLO GE
animated aveAkvotipa, 1 kiviion Tov onoiov Ba TupodotovvTay e TNV €G0S0 TOL TOIKTN GE AVTOV.
Anpovpynonke dpmg TpoPAnua, kabmng n vrapén rigidbody ctov maiktn Kot to vEapyov parenting
o1 GKNVN KOG (To 0moio dgv oy SuVATOV v AALAEEL KOTE TO TPOYWPNUEVO GTASIO TS AVATTUENC)
dnpovpyovsav TpoPfAnuatikd physics katd tnv ddpkela g mopeiag KaBOd0L TOV AvVEAKLGTN PO,
KATL TOV €lYE GOV AMOTEAECHO O TOIKTNG VO AvamnOd Ko 1) KAUEPO VoL TPEUEL AOY® TNG OVOTTONONG
pe amotéAecpo avemBounTo acOntikd anotéAespa Ko TpofAnuatikd gameplay katd v kivnon
TOL TOiKTN HECO OTOV KIVOOUEVO TPOC-TA-KAT® OoveAKLOTHpO. Agv umopodoape emiong o1
OLYKEKPLULEVT TTEPITTOOT Vo dDGOLLLE Kamota Ao e Parenting kot to IsKinematic tov RigidBody
component. Atopacicape Aoindv va tpoympricovpe og pio “Smoke and Mirrors” [15] eniivon tov
npoPAnuatog, kabmg eixe mepdost NON apkeTdS XPOvog kol Kabe GAAN mpoomdbeio cuvéyle va
nmopovotalel mpoPfAnuarta. Aviikataotioopue Aourdv OnTrigger tov maiktn pe pia free camera-child
object Tov avEAKVLOTNPA, GTO VYOG oL PBpLokdTav 1 evoopatouévn kapepa otov capsule collider
Tov maiktn, pall pe éva ypryopo blackout kot ypriyopo fade in mdi, £€tolr dote avty 1 aAhayn oTIg
controllable cameras vo. punv yivel Wiaitepo avTiAnTty] and tov TaikTn, 0AAG Kol VO GTOUOTICOVE
va €govpe anTd 10 TPOPANUA avarndnong Adym Papdtnrac, divovtag eniong Tnv SLVATOTNTA GTOV
naikTn vo xepiletot v Kapepd tov katd v KaBodo Tov aveikvotipa Kot e tov collider g véag
Képepog va mAncldlel Tpog Tov TEMKO trigger Tov TVPOOOTOVGE TV UETAPACT] TPOG TNV EMOUEVT
TioTa.
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elevator;
pla
oldPlayerCamera;

t newPlayerCamera;

Camera.

Camera. omponer

elevator.GetComponent<E1l

nimation();

Figure 139: Elevator Engine Start trigger
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Figure 140: The previously disabled camera — child of the elevator is enabled after elevator engine start and at the same
time the main player controller is disabled.

6.7 Avanapaywyn soundtrack tou matxvidlov oto Level 2

Eneon embBopovoope pe tv €i60d0 tOov MOIKTN O SPOPETIKOVS YDPOLS TNG TOTOS VO
AVATOPAYOVTOL Kot SIPOPETIKE KOLLLLATIO LOVGTKTG, TOTOBETHGOLE triggers e GuyKeKpUéva onpeio
Tov TEPIPAALOVTOC, VD ypnoyomomoape Evav étolpwo Audio Manager yio vo dtoelploTode o
drapopeTid clips LovGIKNS Kot vo erm@eAnBov e KATOU®Y GUVAPTAGEDV TOL OEV LG TOPEYOVTAL by
default a6 tnv Unity. ['p&yape Aowrdv to €ENG script, OnAdvovtag dlapopetikeés boolean petafAntéc
Yl TO. SLPOPETIKG triggers, TO0 omoio mepdcae cov component ce KAOe dapopeTikd trigger
GameObject 7y ovomopOy®YY] OPOPETIKMOV KOUUATUOV HOLGIKNG, OAAAL KOl Yoo Vo
OTEVEPYOTOWGOLLLE TOL triggers LETA TNV TPMTI OVOTOPAYYT| 1 Y10, VO EVEPYOTOMGOVLLE VEQ, triggers,
0€ MEPIMTOOT OV 0 TUUKTNG OEV EPTOVE GTNV AVOT KOl EXPENE VO GUVEXICEL VO, TEPLPEPETAL GTNV
miota.
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audioManager = audioManagerObject.GetComponent

.Play("1
StartCoroutine(T erDisap

toomWithSthImportant)

StartCoroutine(T
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IEnumerator Tri -Disappear()
i

Wait

(isRoomFromTheFutu Tolwvl3 || isRoomWithSthImportant || isFatberg || isChoosingAPath || isCrossroad)

lider>().enabled

() .enabled
) .enabled =

eep enabling
—> roaming music

iggers

A\ 4

» to findthe o
lubon
Player Mo more roaming music
is needed

Figure 141: Visual representation of the music playing script in Level 2

6.8 Memory Recorder

Katd v didpkela g vAomoinong tov moyvidov, vanipée 1 Wéa Yo tnv dnpovpyio evog Memory
Recorder, é161 ®ote 0 maikING Vo €xEL TV SVVATOTNTA VO KOTOYPAPEL TIG UVIUEG TOL OO TNV
TEPUTAAVNOY GTO TTOYViIdl KOl Vo UTOpel 0vGlaoTIKE vo TS EavaPLdoel. Av Kol TO GUYKEKPIUEVO
oLGTNHO OEV XPNCILOTOONKE €V TEAEL GTNV TEMKN £KOOGT] TOL TOUYVIOOV, EUEIC TO VAOTOMGOLLE,
TNPOUE OPKETEG TOAVTILES YVAOGCELS KOl TAPOoLSalel evolapépov, yi” avutd Ba avapepbolpe kot o'
avtd. H apyn 16éa ntav va ypnoyoromcovpe Eva étoyto video capture epyaleio amod to asset store
¢ Unity, eidape OpHmc 0TL Katd TV Kotoypagn Tov Bivieo eiyope ntwon ota frames per second tov
Ty Vo100, aAAG Kot OTL TO apyElo KAToypaENg NTaV apkeTd peydAlo 6cov apopd oto péyebog mov
KatoAdpPoave 6to okANpO dicKo, EVA KOTE THV avamopay®yn 0ev UTOpoVGOLE Vo £YOVUE TNV 101
VYNAN avdAivon pe to TpwtdTVNo gameplay. Anpiovpynoape amd TV opyn AouTov Eva GOGTNHA
KAToypagpng kot avamopoymyns “Propatos” ota tpdtuma Replay System moyvidiodv toydvntog.

To cvykekpyévo choTra amotereitar amd dvo scripts to Memorylnventory kot to Replay. To npdto
aQopovce KaBapd To KOUUATL Olemapng ¥pNoTn Kot Tmg o maiktng Oa eiye tpdoPacn oto Menu tov
Memory Inventory, £161 dote va umopet va avamoapdyet TaAlég tov pvnues. H kopla Aettovpyucotnto
vrdpyel oto Replay.cs. Anpovpynoape pio kAdon PositionRotation yio va arofnkebovpe dradoyud
positions g KOWOVANS TOL TOiKTN Kot dtadoykd Rotations g kapepog.
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Vector3 position {
Quaternion rotation {

'ositior ation(Vector3 position, Quaternion _rotation)

position = _|
rotation = rotation;

Kot pia kAdon MemorySaved yio va amobnkevocovpe v ke pviun Tov Toiktn 6tov dioKo LETA
o’ To TEAOG TNG KOTOYPAONS TNG, OAAG Kol Vo TN GLVOEGOLLE e TO O1KO tng Button mov ywvotav
Initialize oto UL Towg €dm Ba fTav kadlvtepo va avartoovpe éva cvotnua Object Pooling yuo va
unv ypetdletal va dnpovpyode To emmAEOV buttons KaTé TO runtime Kot vo, YPNCLLOTOIGOVUE
structs, 0AAG KATL TETOLO €fvor EKTOC TOV TESTIOV EPAPLOYNG TNG CLYKEKPIUEVNG OITAMUATIKNG.

GameObject memoryButton;
memoryMName ;

(GameObject _memoryButton, _memo

memory Name = __memor

memoryButton = _memoryB

21 GLVEYEWDL GTO KVUPLO UEPOC TOL Script, onpiovpynoape pio Alota PositionsRotations ywo tnv
Kataypoen Sdoyik®v 0Ecewv Tov Ak Kot rotations TG KAUEPUC.

107



xedUpdate ()

Record()

positionsRotations.Add( P tion stion(player.transform.position, cameral.transform.rotation));

Xpnowponomoape v toun PipAodnkn Newtonsoft.json yia va £xovpe tn SuvoTdTNTO VO KAVOULE
evkoAa Serialize — Deserialize, £t61 ®oTe Vo amoOnKeDGOVUE TIC LVIEG GTOV O1GKO, OAAG Kot Vo
&xovpe TpOGPacn o€ AVTEG KOt VO LTOPOVLLE VOl TIG avATapdyove EQvA.
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Apywomoinon:

‘Application.dataPath +

Update()

if (Input.
StartRecording()
if (Input.Get

StopRecording();

KOl KOTOypopn LViUNG pe amobnkevon o apyeio otov dioko:

tFiles(Application.dataPath +
ame_Split(delimitercCh

ToStri 3
iveScene().buildInd

plittedFileName[2] + ".

+ replayFileName, nConvert rializeObject(p

rm.GetComponent
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Evo yio v avaroapaywyn tg pviung Deserialize:

GatherDataFromFile()

memName = “"memory_ " + mName + ".json";
dataPath = Application.dataPath + "/" + "memories" + "/" + memName;
Debug.Log("The full datapath is: " + dataPath);

List<PositionRotation> deserializedPosRots = JsonConvert.DeserializeObject<list<PositionRotation>>(File.ReadAllText(dataPath));
posRots = deserializedPosRots;

replayCamera.GetComponent<Blitter>().enabled = 3
replayCamera.GetComponent<DesaturateBlit>().enabled =

lastPosition = replayPlayer.transform.position;
lastRotation = replayCamera.transform.rotation;

StartCoroutine(PlayFrom(8f));

Kot lerp peta&d tov dtadoykmv positions kot rotations [19]:

Playback( time)

sample = time / Time.fixedDeltaTime;

previousIndex = Y(sample);

last = posRots.Count - 1;
if (previousIndex < last)

{

nextIndex = previousIndex + 1;

interpolation = sample - previousIndex;

replayPlayer.transform.position = Vector3.Lerp(
posRots[previousIndex].position,
posRots[nextIndex].position,
interpolation);

replayCamera.transform.rotation = Quaternion.lLerp(
posRots[previousIndex].rotation,
posRots[nextIndex].rotation,
interpolation);

return

6.9 Avanapaywyn soundtrack ota Level 3, Level 4 kat Level 5

KaBapd oyedootikd ki €Teldn 0 omattovevos ¥povog yio mhovn emilvom yYpipwv Kol TePynong
Y10 TOV TTOKT aLEAVOTOV OPKETA, ATOPOCIGAULLE VO LNV XPNCLLOTON|GOVUE triggers 6€ Ol pOPETIKEG
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TEPLOYES TOTOG Y10 OVOTOPOLY YT TNG LOVGIKNG TEPUYNONG, OAAL KOL YL VOL LTV EYOVLE EMKAAVY
TOV NYNTIKOV KAMT HOVCIKNG TEPMYNONG VAOTOMGAUE €va script pe timer kot dtapopeTikd audio
clips yw ta drapopetikd levels.

Apywonoinon:
anager scoreManager;
secondsCount;
SerializeField] islvl3, islvl4, islvl5, islvll, islvl2, isMenu;

O
(isLvl13)

scoreManager.PlayWithDelay("1lvl3Roamerfaded”, 5f, 2, 1f, Random.Range(®0.8f, 1f));
(isLwvl4)

scoreManager.PlayWithDelay("1vl4Exploration2faded", 5f, 3, 1f, Random.Range(®.8f, 1f));
(isLwl15)

scoreManager.PlayWithDelay("1vl5Explorationllfaded”, 5f, 4, 1f, Random.Range(®.8f, 1f));

Kat o timer wov tpéyet péoa oty Update() kot avamapdyest to kotdAinio audio track pe oxond va
amopevyBovy emkaAdYELS petald Tov dtueopetik®dv audio clips. Xpnouuoromcapue tov ETOLO
dwpedv Audio Manager by Carter Games a6 to Asset Store tng Unity yio vo eno@einfovue tov
ETOLLMV GLVOPTICEMVY Y10 OVATOPAYMYY LOVGIKNG Kot Vo Tposdmcovpe randomness aAAdlovtog 1o
pitch og K40 véa avamapaywyn:

CarterGames .Assets.AudioManager;

0

UpdateTimeruI();
updateTimerur(}y

secondsCount += Time.deltaTime;
({secondsCount >- 128) && (isLvl3))
{
{!scoreManager.IsClipPlaying("1v13findingAcluefaded") &% !scoreManager.IsClipPlaying(®lv13fIndingAnotherCluefaded™) &&!scoreManager.IsClipPlaying("lvl3Roamerfaded”))
i
secondsCount = 8;
scoreManager.PlaywithDelay("1vl3Roamerfaded”, 5f, 2, 1f, Random.Range(®.8f, 1f));
}

((secondsCount >= 128) E& (isLvl4))

1
secondsCount = 8;
scoreManager . PlayWithpelay("1vl4Exploration2faded”, 5f, 3, 1f, Random.Range(@.3f, 1f));
1
((secondsCount >= 128) E& (isLvls))

(!scoreManager.IsClipPlaying("1v1SExplorationlifaded”) &k !scoreManager.IsClipPlaying(”lvlSExploration2iresonatfaded”) &% !scoreManager.IsClipPlaying("lvlSexplorationpart2faded”))
1
secondsCount = 8;
rand = Random.Range(®, 2);
{rand)

a:

scoreManager . PlayiithDelay("1vlsExplorationlifaded”, 5f, 4, 1f, Random.Range(®.8f, 1f});
3

1

scoreManager. PlaywithDelay("1v1sexplorationziresonatfaded”, sf, 4, 1f, Random.Range(e.sf, 1f)};
H

FH

scoreManager . PlayiithDelay("1vlsExplorationpartzfaded”, 5f, 4, 1f, Random.Range(e.8f, 1f));
i

i




6.10 E€elSikeupévn avamapaywyr LOUGCLKNAC Kal nxou amo audio sources oto Level 5

Edd avtipetonicape éva mpoinua, kabdg to Audio System g Unity pog mapeyet Lovo oeoipikd
Audio Source.

Max Distance

Min Distance

Figure 142: Spherical Audio Source

O Myoc evog duvatod oe évtaon Audio Source kot pe apketd avénuévo max distance ywotav
avTIANTTog amd tov listener og onueia g miotag mov dev embBvpovcope (Ticw and Toiyovg e peydio
TAATOC GTI) CLYKEKPLUEV TTEPITTMON), OMOTE YPNCUOTOMGAUE dVO triggers £T61 MGTE 0 YOG Va.
aKOVYETOL OLVOTA GTO dMUATLO 2 Kot EAAYICTA £ UNOAUVAL GTO d®UATLO 1.

Gizmos ~

Figure 143: Katoyn tou mpoBAnuaroc

112



Xpnoonomoape Oapopetikég boolean petafintég oto script yio va efakpipdoovye 6€ mOL0
onueio Ppioketor o maiktng ko av emBopovcape fade in 1 fade out tov continuously playing audio
source.

O KOIKOG Y10 TO TAPUTAV®:
OnTriggerEnter()
(startWaterfall 88 !waterFallAlreadyPlaying)
waterFallAlreadyPlaying = H
-GetComponent«< ol v ) .stoplWaterfall
StartCoroutine(FadeInOutWaterFall( f

(startWaterfall waterFallAlreadyPlaying)

stopWaterfallTri ~.GetComponen ) .waterFallStop

(stopWaterfall && waterFallStop)

startWatefallTr Get Hone nTri ) .waterFallAlreadyPlaying

(stopWaterfall && !waterFallStop)

latefallTri ~.GetComponen i i >() .waterFallAlreadyPlaying
allStop F
StartCoroutine(FadeInOutWaterFall(

IEnumerator FadeInOutWaterFall( fromVal, duration)
I
(counter < duration)

(Time.timeScale
counter += Tim scaledDeltaTime;

counter += Time.deltaTime;

waterFallAudioSource.GetComponent<AudioS ) .volume = Mathf.Lerp(fromVal, , counter / duration);

room 2 audio source room 2 audio source room 2 audio source room 2 audio source
not audible not audible is audible is audible

trigger 2

Player

Mowving to Room 1
from Room 2 again

Figure 144: Visual representation of the the trigger system to mute audio source in different areas

To soundtrack Tov mouyvidoh avamopaydtay Kol GE avT TNV Toto e timer, OAAQ LE KAmOn
customizations. [Tio cvykekpéva, embopodcaile o timer vo GTOUATAEL KATA TNV 16000 TOV ToikTN
o€ éva peydio tunnel €161 dote OTOV 0 TAIKTNG PTAGEL GTO TEAOG TOV, Vo, avaapoyOel Eva koppdrt
score €WK Yo T0 PHEYAAO TEAMKO OWMUATIO TOV EUTOLVE O TOKTNG Kot KAOE pOpd oL 0 ToiKTNG
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Eavaeloepydtay 6 avTO TO LEYAAO OWUATIO VO avOTopAyeTol Kot TdAl To 1010 track. Emiong, petd
Vv €000 TOL Tkt TAAL amd TV €i60d0 Tov tunnel, emBLUOVGAE TNV ETOVEVEPYOTOINGT TOL
timer Kot avomapoy@yn Tov roaming music track avd taktd xpovikd S1aeTHOTA Y10 TOLG VTOAOUTOVS
YDPOLG TNG TOTOC.

AxolovBel oyedldypapLila TOL GLUGTHUATOS LE triggers oV EVEPYOTOLOVVTOL KOl OEVEPYOTOLOVVTOL
Y10l VoL £YOVUE OVATOPAY®OYT LOVGIKNG KT ETIAOYY).

S
W red_barrier (2)

. Plane (8)

W red_barrier (3)

__ Plane (9)

. Plane (10)

| Plane (11)

| ScoreManager

. Score Timer

| OnTriggerLowerWaterfall\Volume

@ OnTriggerHigherWaterfall\Volume

| OnTriggerLowerWaterfallvolume (1)
__ OnTriggerHigherWaterfall\/olume (1)
® EnableTimerTrigger

@ DisableTimerTrigger

® PlayAndDisableBigRoom

® JustEnableBigRoom

" Plane

. Plane (1)

» . PauseMenuCanvas 1

» iy SavingTextCanvas

»  Credits Canvas
i finaleCamera
- final trigger
. beep audio

Figure 145: Level 5 music system map view diagram

Play exclusive big roem music
Big room clip and disable trigger
Big room "Enable big room "
score trigger® trigger

A

Y

Leaving ;n;;\

Y

Outside room B/
end of tunnel
A

Roaming music clip playing with timer
in different pitches every time

All level 5 areas except tunnel Enable Tunnel Disable timer
and big reom timer trigger Entrance trigger Roaming music cip NOT playing from nowon

Player

Figure 146: Level 5 main music system user case diagram

KOl 01 CLVONKES Y10 EvEPYOTOInoM-oevepyomoinon triggers pe v ypnon boolean petafintodv mov
kaB6p1lav Tov poAo tov ke EeywploToD trigger:
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lse if (justEnableBigRoom)
playAndDisableBigRoomTrigger.SetActive(trues);
if (playAndDisableBigRoom)
if (!scoreManager.TsClipPlaying("1 mplishmentEndi

scoreManager.PlayWithDelay( A plishmentEndi

playAndDisableBigRoomTrigger.SetActive(false);

if (enableTimer)
scoreTimer.S5etActive(true);
leTimer)

scoreTimer.SetActive(false);

6.11 BeAtlotomnoinon

I BertioTomoinom g EQApLOYNG LLOG XPTCLLOTOMGOLLE:

* 10 ovomnua Occlusion Culling tng Unity,

* apapéoape faces TV LOVIEL®V OV OV TV Opatd amd TNV KApepa,

* ypnowonomoaue tov Physics debugger yio vo £€(OVUE YPOUOTIKY ETICKOTNOY TOV
drapopeTik®v TOT®V colliders kat vo dtopBmdcovpe TPOPANUATO PVOIKNG KOl GLYKPOVGEMV
mov glyape pe avtovg,

* uewwooape 1o poly count TV TPLodIACTOTOV HOVTEA®V oG pe xpnom Tov Decimate modifier
oto Blender xat

e ypnowomowmocape ta texture arrays kot Tovg custom shaders tov OneBatch [24], é161 dote
TOALGQ GTOTIKA OVTIKEIPEVA TNG EKAGTOTE GKNVNIG Hag va potpdlovtot To 1010 material kot vo
emoweeAnBovpe Tov Static Batching, pe andtepo o160 va peuvcovpe to batches kot Ta set
pass calls, dpa va éyovpe mo tayeig ypdvovg rendering, kEpOM oTNV 0mdOOOGN TNG EPUPUOYNS
Kot ta frames avd devTEPOLETTO, Apa KoL KOAVTEPT EUTELPIN Y10l TOV TEMKO YPNOTH.

* To lightmaps éywav bake pe tov Bakery Gpu Lightmapper kofdg pmopodcape va
emweeAnBovpe Tov denoiser tov, Tov dev Nrav dwbéciog by default oty £kdoon 2018.4 g
Unity k1 €101 pe Mydtepa texels per unit ko samples ywo baking, va kévoope bake tov
lightmaps ce pikpotepovg ¥pdvovg, aAAd Kot va £xovpe apKeTd pkpotepa o pueyebog apyeia
lightmaps, dpa kot petopévn xpnon Lvnung ram katd to play mode kot guowué cto runtime
NG TEMKNG EPAPLOYNG, LE CYETIKE KOAY] OTTTIKT] TOLOTNTO, TPOVTOAOYIGUEVOD POTIGLOV.

*  Xpnowonomoape eniong tov Profiler kot tov Frame Debugger g Unity yia va aviyvedbovpe
TVYOV TPOPANLOATO TTOL TPOKOAOVCAV TTOGT GTNV amddoot, frame drops ko spikes otnv
YPNON TOPWOV TOL VAIKOV.

* Emiong, pe 1o gpyareio alohdynong Fraps pmopovcape va éxovpe mo okpipn eronteio twv
frames avd devtepOientd, am' 0Tl pag mapsiyav ta built-in stats g Unity, ahAd ot yio
eMMAEOV ELEYYOVS OTOO00TG KATA T dOKIaoTIKA builds.

*  Emmiéov, v 10 tehkd build emréEope LZ4HC compression method won IL2CPP [26]
scripting backend, kaBapd 7y Adyovg performance, evd Yoo 10 dokipaotikd builds
ypnotponromoape To Mono scripting backend, kaOdg mapoAn v petopévn anddoon, Hog
TPOCEPEPE TNV EVKOAMA Yol YPNYOopo testing, AGy®m TOL HELOUEVOL YPOGVOL TOL ATALTOVVTIOV
Yo TV oAoKApwo TV builds.

115



| Add Profiler (% Record | Deep Profile | 2rofile Editor | Editar * | Allocation Callstacks v Clear on Play | Clear

= X
@CPU Usage

B Rendering

W Scripts

W Physics

W Animation

B GarbageCollectar
W vSync

W Global Illumination
N UI

W Others

SetPass Calls: 31 Draw Calls: 565 S‘mta\ Batches: 3557 Tris: 1.4M \ferts: 308.3k
Batched Draw Calls: 4 Batches: . \ferts: 0

(Static Batching) Batched Draw Calls: 472 Batches: 108 Tris: 1.0M \erts: 614 .4k
(Instancing) Batched Draw Calls: O Batches: O Tris: 0 \ferts: 0

Used Textures: 171 - 164.8 MB

RenderTextures: 90 - 115.3 MB

RenderTexture Switches: 51

Screen: 627x501 - 3.6 MB

VRAM usage: 118.9 MB to 283.7 MB (of 3.93 GB)

\VBO Total: 0-0B

VB Uploads: 34 - 8.0 KB

IB Uploads: 34-0B

Shadow Casters: 0

Figure 147: Without texture arrays

" prorier ——

‘ Add Profiler % Record | Deep Profile | 2rofile Editor | Editor | Allocation Callstacks T | Clear on Play | Clear

r *
@CPU Usage

W Rendering

W Scripts

W Physics

W Animation

B GarbageCollector
W VSync

W Global Illumination
Ul

W Others

SetPass Calls: 154 Draw Calls: 332
Batched Draw Calls: 9 Batches: 5

Total Batches: 192 % Tris: 1.5M ‘erts: 975.9k
"3k Werts: 28.7k
(Static Batehing) Batched Draw Calls: 574 Batches: 65 Tris: 1.2M \erts: 758.8k

(Instancing) Batched Draw Calls: 0 Batches: O Tris: O “erts: O
Used Textures: 143 - 1.14 GB

RenderTextures: 31 - 78,9 MB

RenderTexture Switches: 38

Screen: 957x537 - 5.9 MB

WRAM usage: 84.7 MB to 1.22 GB (of 3.93 GB)

WBO Total: 0 -0 B

VB Uploads: 21 - 1.0 MB

1B Uploads: 21 - 84.0 KB

Shadow Casters: 0

Figure 148: With texture arrays — Set pass calls and total batches decreasing dramatically
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Figure 149: With occlusion culling 1.4M tris rendered in a heavy scene — 168 set pass calls

Figure 150: Without occlusion culling 6.2M tris rendered in the same heavy scene — 604 set pass calls
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Kedpalatlo 7: To melpapa
7.1 2KOTOC TOU TIELPAATOG

['o To melpapd pog Kot yroo vo Umop€cove vo, e£0yovE KATOW0. GUUTEPAGLLOTO GYETIKA LUE TO TG
SPOPETIKEG GLVONKES POTICHOV, contrast Kot OpiyAng pumopovv vo emnppedcovy 10 cuvaiconuo
afefortoTnTag ToL TOUKT, YWPICOUE OVGLUCTIKE TOVS OEKATEVTE CUUUETEYOVTEG TOL TTEPAUOTOS GE
TPELG OLPOPETIKEG OpLdoeg TV S5 atdépmy. H Opdda 1 giye avénuévn mosodtnta opiyAng, ToAd younAd
QOTIoNO Kot YounAo contrast, 1 Oudda 3 kaboAov opiyAn, dSvvatd EOTIGUO Kot avénuévo contrast
eved 1 Oudda 2 evotdpeoess pubuicelg, eved vapye opoloyévelo PETaED TV pubpicemv TV dmv
opadwv amd v pio mioto otnv dAAN. O K4be TaikTng £lye TOV YPOVO va TepmynOel Katd TNV TpdT
TOL EMOQEN e TO TEPPAAAOV TOVL Tty ViSOl Yo 5 Aemtd o Kabe miota Ko, petd amd to T€Aog Tov
OLYKEKPYLEVOL YPOVIKOD Oplov, EMPEME VO OMOVINGCEL OTIC EPMTINCES EVOG EPOTNUOTOAOYIOL.
Kémoteg amd TIc epmOTNOEIG NTOV GUECES KOl KAmMOleG GAAEG €UpEceS, He okKomd va e&dyovpe
CLUTEPACLLATO. Y10t TNV aEPodTNTA TOV TPOKAAEGAY GTOV TOIKTN TO, OLOPOPETIKA settings, dAAL Kot
tov Pobud engagement kot ToOw oTOWEID TOV TOYVIOOD KEVIPIGAV TO EVOLOQEPOV TOV
GUUUETEYOVIOV GTIG OLOPOPETIKES OUAOES.

O1 epotoetg NTav ot idieg yro v kéOe mioto Kot Yo OAEG TIG OUAOES KO TO EPOTNUATOAIYLA [LOG

dnuovpyndnkav wg Google Forms yia va €yovpe e0KoAn TpdoPacn 6To OTOTEAEGLOTO KOl ETOLLO
Sy pALLLOTOL.
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7.2 To €pWTNUATOAOYLO
Ot gpotoelg mov Té€fnkav oy ot eENg:

2. Amd 1(kivo) Ewg 5 (ToAl) TLOoO THOTEVEIC OTI EVIWOEC dioBnon puoTnpiou? *

Na emonuaivetal povo pia EAAswpn.

3. Ao 1(hivo) Ewcg 5 (TtoAd) OO0 EVIWOEC TNV AvAyKn va TIEPIEPYAOTEIC

AVTIKEINEVAT *

Na emonuaivetal povo pia EAAswwn.

4. Tooa DIAOPETIKA QVTIKEIMEVA TIERIEQYACTNKES TUO EvBEREXWC? *

5. MNepmartovoeg cuviéxeia (1) i oTApATORCES yia va KOITAEEIG TpIyOpw (5) ? Attd 1

£wg 5. *

Na emonuaiveTal povo pia eAAsnpn.

1 2 3 4 5

6. KolToboeg TERICCOTERO TOUE TOIXOUGS, TO TIATWHA f To TaBawvi? *

Na emonuaivetatl povo pia eAdeupn.
() Toixoug
() natwpa

) Tapawt

@a NBeAEg va TIERIEPYACTEIG THO EVIEAEXWG KATIOIC ATIO TA AVTIKEIUEVA TOU
TEPIBAAAOVTOC yIO TO OTIOID Opwg Bev eixeg Tn JuvaToTnTa? *

Na emonuaivetatl povo pia eAdeupn.

| , Nau

 Dox

Nooo o eETINPEQCE N UOUTIKN 08 CLUYKEKPILEVA OrMUEIQ 000V QYOPRA OTNV WUXIKD
cou BiaBeon? Ao 1 (Aiyo) éwg 5 (Ttohd). *

Na emonpaiveTal povo pia eAAswwn.

1 2 3 4 5
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9.

10.

Néoo EViWoES Trv avaykn va TLANCIAoEIG TNV TINyY Twy TIEpIBalhovTikwy fixwy?
And 1 (hiyo) Ewg 5 (TtoAl). *

Na emonpaivetal povo pia eAAewpn.

Ao 1 (Miyo) éwe 5 (Ttohl) TIOoo EVILOEC TIEPIEPYEIT YIA TO TI GUHBAIVE KOl
SiaBeon va avakahoweig? *

Na emonuaivetar pévo pia EAAsnpn.

Bokuyeg kaBdhou pe To control? *
Na emonpaivetar povo pia EAAeLypn.

J Nau

Doy

Zolpapeg fkal MepIEoTpeWEeS KOBAAoL TA QVTIKEINEVA TIOU TIERIEPYATTNKES TUO
evdelexwC? *

Na emonpaivetar povo pia EAAeLypn.

-

) Nau

v

 Jon
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13.  YTowldoTnkeg TIOIOG HTIOPE] va ATAV © oTOXog/TEAMKS SwpdTio Ttov 8a ot
obnyroel aTrv ETIOPEVN ToTa? *

Na emonpaivetatl pévo pia exdeyn.

) Nau
O Dox

14, Av uTIOWIAOTNKEG TIOIOG fTAV O TEAKOG OTOXOG-DWUATIO TNg THoTAg, TIO00
EekdBapo ATav kaT TéTolo and 1 (hiyo) éwc 5 (TtoAn)? *

Na emanuaivetal péve pia EAAsnpn.

1 2 3 4 5

15. Méoo éviwoeg amopia? Attd 1 (Aiyo) éwg 5 (Ttohv). *

Na emonuaivetar pove pia EAAsnpn.

1 2 3 4 5

16. ‘Eviwoeg Trv avaykn va KAVEIG TIAUON Tow Tiaixvidion? *
Na emonpaivetat povo pia eAAsipn.

D Nau

L Jox

17. Nooo Ba ABekeg va ExeIg Tr) SuvatoTnTa va TpEEEIG ypnyopoTepa? Ao 1 (Aiyo)
£wcg 5 (Trohd). *

Na emonuaiveTar péve pia EAAE npn.

18. MNooo peaMoTIKSG GOL PAVNKE TO OTITIKG ATIOTEAECHA aTtd 1 wg 57 *

Na emonuaiveTar péve pia EAAE npn.

1 2 3 4 5

19. A 1 (Aiyo) éweg 5 (TTohd) THOTEVEIC OTI TO HEYEBSOC TWV AVTIKEIPEVWY ATAV
KOVTA OTO QVTIOTOIXO TNG TIRAyUATIKAG Zwhg? *

Na emonuaivetar pévo pia EAdenpn.

1 2 3 4 5

20.  AmS 1 (Miyo) £wg 5 (Ttohl) oo EviwoEeg KhEloTopoRia? *

Na emonuaivetar pévo pia EAdenpn.
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21, Ao 1Ewe 5 KaTd THoo Evitaes tovagid (1) oTo Ttaixvidl A EViwoeg 61 UTLAPXE!
Kal KATIOIOC, AAAOG Pagi oou (5) péoa oTo TiaxvidI? *

Na emonpaivetar pévo pia EAAswpn.

22.  Kaotd mooo EViwoEeg TNV avaykn va ayyiEgig kAT arno Ta xuwpoug i Ta
avTIKEIEVE PE Ta iBla oou Ta xépia? Ard 1(hivo) éwg 5 (Ttohl). *

Na emonpaivetar pévo pia EAAsupn.

23.  [oTeLelg OTI o xWpoc ATav xapniotaBavoc (1) f wnAotaBavog (5)7 Ao 1w 5.

*

Na emionuaivetar péve pia EAAspn.

24, Tooo atpgoo@aipIKn ATAV N ePTEIpia and 1 Ewg 57 *

Na emonuaiveTar pévo pia EAAeLpn.

25.  Timpooidwoe aTnv ATHOGQAIRA TIERIOCOTEPD KATA Tr) yviopn cou? *
Na emionuaivetal povo pia éAAewpn.

_:‘ 0L neprpakhovtikol fyot?
) H pouowkq?
() 0 pwTiopoc?
() ouywpor?
/ OumepipalhovTikég cuvBKeg?
() oLugec?
(" H yewpeTpia Tou yupou?

() To pasog nebiou?

26. Moia aToxeia amd Ta MApANavw TUCTEVEIS OTI TIPOTEDWaaV YEVIKA aTnv
atpdopaipa? Mrmopeic va eTuA£EEIC TieploodTepo aTd éva. *
EmAé§Te 6Aa 6oa 1ayUouy.
|:| OunepLBakhovTikoi fyot?
|:| H pouvgikn?

[ ] o pwriopsc?

[]ouywpor2

|:| OLTEPLBAMAOVTIKES CUVBIKES?
[]orugec?

|:| H yewpeTpla Tow ywpou?

I:‘ To Bdgog nebiow?
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7.3 AvaAuon Twv amoTeEAECUATWY

Av ko dev 10 Tepipévape e€attiog Tov pikpov aplfpod GUUUETEYOVTOV TOL TEPAUOTOC, UTOPECULE
va €EQYOVLE KATO0 10101TEPQL EVOLAPEPOVTO GLUTEPACLLATO.

2tV mioto 1:

ddvnie 011 01 TaikTeg Evimoay mepLocotepo aichnon pvotnpiov ota evoldpeca settings.

Amo 1 (Miyo) éwe 5 (TToAL) TIda0 TUGTEVEIG OTI EVIWGEC QioBnan puoTnpiou?

5 anavtioeis

2

Team 1

ATo 1 (Aiyo) Ewg 5 (oAb) Téo0 TUOTEVEIS OTI EVILGOEG QioBnon puaTnpiou?

5 anavinosig

4

4 (80%)

3

0(0%) D[Ul%)

1 2

And 1 (Aiyo) Ewc 5 (TtoAD) TTO00 TIOTEVEIC 0TI EVIWTEC QioBnan puaTnpiou?

5 anavTnoeig

3

1(20%)
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‘Eviwoay meptocdtepo TV avlykn va TeplepyacTtodV avTikeipeva oTig evoldueoeg pvbuioelc (Team
2).

Amé 1 (hiyo) éwg 5 (Mohd) OO0 EVIWEEG TNV QVAYKN Va TIEPIEPYATTEIS ATEE 1 (ANiyo) €we 5 (TTOAD) TIOT0 EVIWOES TNV GVAYKN Va TIEPIEPYACTEIC
QVTIKEIEVD? QVTIKEINEVA?
5 anavtioe 5 anavinoeig
3 4
3
2
2
1
1
0 (?%] 0 {U‘%) 0(0%) 0 (D‘%J 0 (Cl’%) 0 l?%)
) 0
1 2 3 4 5 1 2 3 4 5
Team 1 Team 2

Ao 1(hiyo) £wg 5 (mokd) oo EVIWGOEG TNV aVAYKN VO TIEPIEPYOOTEIS
QUTIKEipEVAT?

sanavtioeic

2

Kottovoav mepiocdtepo 10 matopa otig evolduecsg pubuioeig (Team 2).

Koirovoeg mepIcoOTEPO TOUC TOIXOUG, TO TIATWHA 1} TO TARAVI? TEPIGOOTEPO TOUC TOIXOLC, TO TIATWHA | TO TARAVI?

5 QnavThoeLg

@ Toixoug

@ Toixoug
® nNdrwua @ Ndtwya
® TaBaw ® Tapawi

Team 1 Team 2
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KoiTovoeg TEPIoadTEPO TOLE TOIXOLE, TO TIATWA ) TO TARAVI?

5 dmavtnoeLg

@ Toixoug
@ ndatwypa
© Tapavi

Team 3

‘Eviocov v avdykn va TeplepyacstodV avTiKeileva yio To 0moio. OLmG gV LINPYE 1 dLVATOTNTA
neplocoTEPO 6to Team 2 (evdidpeceg puOuiceLg).

©a BEAEC va TIEPIEPYUOTEIG TUO EVBEAEXWE KATIOIO OTIO TA GVTIKEINEVT  @a ABEAEC va TIEPIEPYACTEIC TUO EVBEAEXUIC KATIOIO OTIO TA QVTIKEINEVT
TOL TEEPIBAAAOVTOC YIa TO OTtoi0 SHWG BEV EiXEC TN duvaTtoTnTa? TOU TIEPIRAMNOVTOC YId TO OTI0I0 GPWE BEV EiXEC TN SuvaTdTNTA?

5 anavtioelg 5 anavThgelg

@ Nal
@ Oy

® Na
® Ox

Team 1 Team 2

©Od ADEAEC VA TIEPIEPYATTEIC TUO EVOEAEXWC KATIOIO ATIO TA AVTIKEIPEVA
TOL TEEPIBAAAOVTOC YIQ TO OTIOIO SpWG OEV EIXEC TN duvATOTNTA?

5 anavtioelg

® Nal
@® Ox

Team 3
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Amdvinoay 0Tt ETNPEAGTNKE 1 YLYIKN TOVG 01d0eom TeplocOTEPO Omd TN Lovoik oto Team 2.

Moo oE EMNEEQCE N HOLOIKN OE CUYKEKPIUEVA onpeia doov apopd aTnv
Yuxikr) oou SidBeon? Ao 1 (hiyo) éwg 5 (TtoAv).

5 anavtigeLs

2 (40%)

1 (20%) 1(20%)

Team 1

Mooo o€ ETNPEQCE N POLTIKT OE CUYKEKPIPEVA ONpEia Goov agpopad aTny
Wuxikr) gou didBeon? Amd 1 (Aiyo) £wg 5 (TToAw).

5 anavinoeig

3 (60%)

2 (40%)

0 (0%) 0 (0%)
. I \
1 2
Team 2

Mooo ae ETMNPEACE 1 HOUTIKT) OE CUYKEKPIHEVA CNUEIa Ooov apopd aTnv
puxikr) oou BiaBean? Ao 1 (Aiyo) £wg 5 (Tou).

5 anavtnoelg

3

0 [o|°m 0(0%)

3 (60%)

Amdvinoav 0Tl EVIOoAV TEPIGGOTEPO TNV AVAYKT] VO TANGIACOVY TNV TNy TOV TEPPAALOVTIKMOV

Nyov oto Team 2.

Moo EVILOEC TNV avaykn va TTANCIACEIS TNV TNy TwV TIEPIBAAOVTIKWY
Axwv? Ao 1 (Aiyo) Ewg 5 (TToAD).

5 anavrigeLs

2

Mooo Eviwoeg TNV avaykn va TANCIACEIS TNV TINyr) Twy TEEPIBAMhovVTIKWY
rxwv? Ao 1(Aiyo) éwg 5 (TTohy).

5 anavtnoelg

1(20%)

0(0%)
5 |
1
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MNoo0 £VILWGEG TNV Avaykrn va TIANCIGCEIC TNV TINYH TwV TIEPIBAANOVTIKWV
Axwv? ATS 1 (Aiyo) £wc 5 (TToAL).

5 anavTnoeLlg

2

"Htav o dvokoro va fpovv 1o teAKo dwpdtio mov Ba tovg 00Mynoet oty endpevn micta 6to Team
1 ( ToA opiyAn, YoUnAOg EMTICUOS, YOUNAO contrast).

YTOWIAoTNKEG TIOIOC HTIOPEI VO ATAV O OTOXOC/TEAIKO dwpaTio Ttou 8a ot

YTIOWIAOTNKEG TIOIOG PTIOPEI VA MTAV © OTOXOG/TEAIKO BwHATIO TIow Ba of
odnynoel oTnv eTopEVn TtioTA?

odnynoEl oTNV ETIOPEVT TTIOTA?

. 5 anavtnoelg
5 anavinoeig

@ Nai

@ Nai ® Oy

@Oy

Team 1 Team 2

YTOWIAOTNKES TIOIOG PTIOPET VA ITAV O OTOXOC/TEAIKO dwpATIO TIow Ba ot
odnynNoElI TNV ETIOHEVN TTIOTA?

5 anavtnoelg

@ Nai
@ Oy

Team 3

Y10 Team 1 Bedpnoav 6Tt awTd TOL KOOIGTOVCE TNV EUNELPIO TEPIGGOTEPO ATLOCOOIPIKN NTAV O
QoTIoNOS, 6to Team 2 o1 mepifaAilovTucol ot Kot 0 poTIGHOS kol oto Team 3 1 LOLGIKY.
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Ti MPooEdWoE OTNV ATHOOYAIPA TIEPITTOTEPO KATA TN YVLWUN cou? X . . . .
P v aTHoaeaIp P! P N yvin Ti tPoo£dwaE oTNV ATHOCPAIPA TIEPICTOTEPO KATA TN YVWHN 0oL?
5 anavinoelg
5 anavtnoelg

@ O1 iepiBaAAovTIKoi fxo1?

@ H pouoiki? @ O TiepiBakhovTikoi fixo1?

® O puropsc? @ H pouoikr?

@ O xwpol? ® O guriopég?

@ O mepiBarhovTIKEG ouvBrKeg? @ O xwpor?

@ Oiugic? @ O iepiBahAovTikég ouverKeg?
@ H yewpetpia Tou xWwpou? @ O upig?

@ H yewpeTpia Tou xwpou?
@ To padog Tediou?

@ To Babog mediou?

Team 1 Team 2

Ti Ttpoo€dwaE oTNV aTUOCPAIPA TIEPICCOTEPO KATA TN YVWHN Gou?

5 anavtioelg

@ O epiBairovTikoi fixoi?

@ H pouokn?

@ O pwriopég?

@ O ywpo?

@ O epiBalAovTikég CuVBIKeS?
® O ugic?

@ H yewperpia Tou xwpou?

@ To Basog Tediou?

Team 3

2TV €pMOTNON Y1 TL TPOGEIMGE YEVIKA GTNV OTULOCOUIPA LE T1) OLVOTOTNTA TOAADY JLOPOPETIKAOV
EMAOYDV amoavtioewV, 010 Team 1 andvinoav o potionds kot ot tepPariovtikéc cuvOnKeg, 6To
Team 2 ot mepifarlovrikoi Nyot Kot 0 oticpds kot oto Team 3 ot mepfarioviicol Nyot kot n
LLOVGIKT).

Mola gToixgia amo Ta apamavw TUCTEVEIG 6Tl TIPOCEBWOAV YEVIKA OTNV Moia aToIxgia aTd TO MAPATIAVW TUGTEVEIC OTI TIPOCESWCAV YEVIKG TNV
arpéaaipa? MopEic va ETUAEEEIC TIEPICCOTEPO aTd Eva. aTpéopaipa? MTopEiG va ETUAEEEIC TIEPIOTOTEPO aTIO Eva,
5 anavtnoeLs 5 anavtroeig

Q1 repIBarhovTikoi fi)01?|

O TrepIBarhovTiKoi fixoI? 5(100%)
H pouoikn?, H poudikn?|
O gunapsg? 4 (80%) O quriops?| 5 (100%)
O wpol?|

O1 MepIBalhovTIKES GUVE. 4 (80%

) o TIEPIBAANOVTIKEG TUVE...
O1 ugtg?

Ol upég?|
H yEwpETpla Tou Xwpou?,

H yewyEeTpia TOU Yupou?| 1(20%)

To BdBog ediou?

To BdBog Trediou? 1(20%)

0 1 2 3 4 5

Team 1 Team 2

Mola oTOIXEIQ ATIO TO TIAPATIAVW TUGTEVEIC OTI TIROCEAWaAV YEVIKG OTNV
aTpocpaipa? MTopEic va ETUAEEEIC TIEPIOCGTEPO ATIO £val.

5 anavrnoeig

O1 mepiPairovTikoi fyoi? 5(100%)
H pougikn?|
O pumapoc?|
O ywpor?|

O1 TEpIBaAAOVTIKEG OUVD.
O1 upég?|
H yewpeTpia Tou xwpou?) 2 (40%)

To pasog mediou?| 2 (40%)

Team 3

Ymv Iliota 2 ot amaviioeig Nrav mapopoteg pe avtéc g Iliotag 1 K emmAE0V 01 GUUUETEXOVTES GTO
neipapa Oedpnoov 0Tt 10 PEYEDOg TOV AVTIKEWEVOV NTOV KOVIE GTO OVTIGTOLYO TNG TPOYLOTIKNG
Long meprocdtepo oto Team 2.
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ATEE 1 (Aiyo) £w 5 (TOAD) THOTEVEIC OTI TO PEYEBOC TWV AVTIKEILEVWY ATAV AT 1 (Aiyo) £wg 5 (TTOAD) TUGTEVEIG OTI TO PEYEBOC TWY VTIKEIPEVWY ATOV

KOVTQA OTO QVTIOTOIXO TNG TPAYLATIKNG ZwhG? KOVTG GTO QUTIGTOIXO TNG TIRAYHATIKAG ZWAG?
5 anavtioelg 5 anavtioelg
3 4
3
2
2
1
1
0 (Ul%) ] (Ulo/o) ] (UI%} o [0|%J ] ml%} 0 {[‘]%)
0 0
1 2 3 4 5 1 2 3 4 5
Team 1 Team 2

ATO 1(Aiyo) Ewg 5 (TIOA) TUCTEVEIC OTI TO HEYEDOG TWV QVTIKEIPEVWY ATAV
KOVTQ OTO QVTIOTOIXO TNG TIRAYUATIKAG ZwhC?

5 anavriigeig

3

Team 3

Bedpnoav 6T TPOGESMOAY TEPIGGOTEPO GTNV OTULOCOALPA Ol TEPIPAALOVTIKOL 1XOL Kol Ol YDPOL GTO
Team 1, o potiocpdg oto Team 2 kar o1 mepPariovtucoi ot oto Team 3.

Ti tpoocédwaoe oTny ATHOCWAIPA TIEPICCOTEPO KATA TN YVWHN oou?

. . . . . 5
5 amavrigete Ti TIpOCESWOE OTNV ATHOCPAIPA TIEPICCATERO KATA Tr) YVWHI GOu?
5 anavinoelg

@ O TiepIBahAOVTIKOI FiXC

@ O mepiBakhovTikoi AxoI?
@ H pouoiki? pIp i

' @ H pouoiki?
® O puTopsg? ® O putopsg?
@ O xwpor? @ O ywpor?
@ Kam daMo. @ Kdm dhho
Team 1 Team 2

Ti TIPOCEDWSE CTNV ATROCPAIPA TIEPICCOTEPC KATA TN yVWHn cou?

5 anavinoelg

@ O mepiBalrovTiKoi fixol?
@ H pouoiki?

® O pwnopég?

@ O xwpo?

@ Kan ahro

Team 3

Ymv Iliota 3 o1 amavINGElS NTOV TOPOUOLES, EVMD Ol GUUUETEYOVTEG CTALOTOVGOV TEPICCOTEPO Y10
va KortaEovy Tptyvpw oto Team 3.
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Mepriaroloeg ouvxeia (1) | aTaparoboeg yia va koImeEeIg Tpiyopw (5) ? NepriaTodgeg ouvéxeia (1) ) TAPATOVOEG, yia va KOITGEEIS TpIyOpw (5) ?

Ao 1€wg 5. Amo 1éwg 5.
5 anavtioelg 5 anavTioelg
3 4

0 (U‘%)

1
0(e%) (0% 0(0%) . H 0% 0%

0

1 2 3 4 5 ! 2 3 5
Team 1 Team 2
Nepraroboeg guvéxela (1) i OTOPATEUTEC YIa va KOITGEEIC TRIyOpw (5) ?
Amo 1Ewe 5.

5 anavIngeLg

2

Team 3

Evo xowrtodcav mepiocdtepo 10 ndtmpa oto Team 1.

KoITo0oec EPICTOTEPO TOUC TOIXOUC, TO TIATWHA 1] TO TaRavI? KoIToUOEG TEPIOTOTEPO TOUC TOIXOLGE, TO TIATWHA 1 TO TARGVI?
5 anavtnosig 5 anavinoeLg
@ Toixoug @ Toixoug
® Narwpa ® Narwpa
Tapd
® Tapawi ® Tapaw
Team 1 Team 2

KoIToOoEC TIEPIGOOTEPO TOLE TOIXOUG, TO TIATWHA 1) TO TARAVI?

5 anavtnoelg

@ Toixoug
@ Narwpa
© Tapéw

Team 3

‘Eviocav v idw akpiog péyiotn nepiépyeta oto Team 1 ko oto Team 2.
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ATO 1 (Aiyo) £wg 5 (TToAD) TIOCO EVIWOEG TIEPIEPYEID YIA TO TI GUHBAIVEI KaI
B1aBeon va avakaAvpeIg?

5 anavinoel

3

ATto 1 (Aiyo) Ewc 5 (okd) OO EVIWOEC TIEPIEPYEI YIT TO TI CUPBAIVE! Kal
BIaBean va avakaAoweIg?

5 anavTigels

3

0(0%) 0(0%) 0 (0%) 0(0%) 0 (0%) 0(0%)
0 | \ 0 I |
1 2 3 1 2 3 4 5
Team 1 Team 2

A6 1 (Aiyo) Ewg 5 (TToAD) TEOCO EVIWCEC TIERIEPYEIT YIA TO TI GUHBTIVE! KQI
BIGOEON va aVaKOADYEIG?

5 anavinoeig

3

Team 3

1o Team 1 andvinoav 6011 Tpdchecay TNV aTOGEALPa 01 TEPPAAAOVTLKOL 1)XOL, O POTIGHOG KO O
nepParloviikég ouvinkeg, oto Team 2 o1 weptPaAloviikoi 01, 0 POTIGUOS KOl Ol YMPOL Kol GTO
Team 3 ot mepiarlovtikoi oL, 1 LOVGIKN Kot 01 YMPOL.

Moia cToixeia amod Ta TTAPATIAVW TUCTEVEIC OTI TIPOGEDWOAV YEVIKA OTNV
aTtpdoeaipa? MTopeic va eTUAEEEIC TIEPIOCATEPO ATIO E£va.

Moia oToIXEIG QTIO TA TIARATIAVW TUCTEVEIG OTI TIPOoEdWoay YEVIKA oTnv
atpoogpaipa? MTopeic va ETUAEEEIC TIEPICOOTEPO ATIO EvAl.

5 anavinoelg 5 anavtnoeig

O1 TTEPIBAAAOVTIKST NXO0I7 4 (80%) O1 TIEPIBGAAOVTIKDI X017, 4 (80%)
H pouaikn? H poudiki?

O purnopog? 4 (80%) O pumapoe? 4 (80%)

O yuwpor? O xwpor? 4 (80%)
O1 TepiBahhovTikég ouve. 4 (80%) O1 epiBatiovTikEg QUVE. .

Q1 upEg? O upeg?

H yEWpETpia Tou xipou?

0 (0%)

H yewpeTpia Tou xuwpou?
To BaBog mediou? [—0 (0%) To Bd6og mediou?

0 1 2 3 4
Team 1
Moia oToixeia améd Ta TTapamavw TUCTEVEIG OTI TIPOCEAWoav YEVIKA aTnV
aTHOGPaIPG? MTIOPEIC va ETUAEEEIC TIEPICGOTEPO ATIO £va.

5 anavinoslg

O mepiBahhovTikei fyoI?| 3 (60%)
H pouaiki? 3 (B0%)

O guropds?
O ywpor? 3 (60%)

O1 TepiBahovTikEg OUVE.
O1 ugég?)
H yewpeTpia Tou xuwpou?

To Badog Tediou?|

Ymv Iliota 4 o1 amaviioelg NTav GYETIKA TOPOUOLEG LLE OVTEG OO TIG TPOTYOVUEVES THGTEG, LE TN
JLpopa OTL 0L GLUUETEYOVTEG KOLTOVG AV TEPIGGOTEPO TO TAPAVL, KATL TOL £ivail TOAD AOYIKS, KOOGS
Ta interactable avtikeipeva Ntav TpockoAinuéva oto Fatberg 1o omoio Bpiokdtav oto tafdvi.
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. . . . . KoIToUgee TIERICTOTERD TOUG TOIXOUG, TO TIATWHA f TO TaRawI?
KoIToLoEg TIEPIOOOTERO TOLE TOIXOUG, TO TIATWHA f] TO TaBawvI? EQ TIER P < . Har o Tap

. 5 anavricels

5 anavtiaeig

@ Toixoug ® Tolgou
@ Narwpa

@ Nawya ® Tapan

® Tapav ha

Team 1 Team 2

KoIrougeg, TepIogoTepo TOUG TOIXOUE, TO TIATWHA ) To Tafav?

5 anavriicels

@ Toiyoug
@ Ndwwpa
® Tagaw

Team 3

2y Iliota 5 ov amavinoeig NTov TapOpotes Le exeives oTic vodhoneg miotec. Ot GLUUETEYOVTES GTO
Team 1 amdvinoav TmG Ol YOPOL Kot ot TEPPUALOVTIKES GLUVONKEG TPOGEIMGAV TEPIGGATEPO GTNV
atpoceapa, cto Team 2 ot mepPaAlovTucol Yot 1 LOVGIKY, Ol YMPOL Kol 0 POTIGHAS, 610 Team 3

oL Y®pot Kot ot TEPPAALOVTIKEG GLUVONKES.

Moia oToIXEia aTo Ta TAPATIAVW TUCTEVEIC OTI TIRPOCEBWOAV YEVIKG OTnV
aTpooaipa? MTopeic va ETUAEEEIG TIEPIOCOTEPO ATIO £vA.

5 anavtioelg MAvVTAgELS

O TepIBahhovTikol fxoI? Q1 mepiBairovTikoi nxoI?
H pouadiki?
O guriopse?

O1 ywpor?

H pouoiki?
O QuTIgueg?

O ypor? 4 (80%)

O1 TEPIBAMOVTIKEG CUVE. . 4 (80%) 1 IEPIBAMAOVTIKEG TUVE...

O upég? 1 (20%) O ugpég?

H yewpeTpia Tou xwpou? H yewpeTpia Tou ywpou?

To paBog Tediou? To BdBog mediou?

Team 1

Mola oToIXEIQ ATIO TA TIAPATIAVW TICTEVEIC OTI TIPOCESWOAV YEVIKA OTNV
aTtpoogaipa? MTIopEiG va ETUAEEEIG TIEQIOCOTEPO ATIO £val.

5 amavtAoeLg

O1 EpIBAAACVTIKOI %017

O1 TrEpIBAMMOVTIKES GUVE. .
Q1 ugég?
H yewpeTpia Tou Xipou?

To paBog mediou?

210 OTOIXEIQ ATIO TA TIAPATIAVW TUCTEVEIC OTI TIPOCESWOAV YEVIKA OTNV
‘uoopaipa? Mmopeic va eTUAEEEIC epIoTGTEPO Ao Eva.

4 (80%)
4 (80%)
4 (80%)
4 (80%)

4 (80%)

4 (80%)
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Yupmnepaopata MNepapotoc

ATo TV avAALGY TOV ATOTEAEGUATMOV TOV TELPALATOS Kol At TNV GUYKPIoT] TOV OTAVINGEDY TOV
doOnKav amod o S1POoPETIKG teams,

*  Oavnke apykd 6Tt 1 PEYIOTN TOGOHTNTA OMYANG, O MO YOUNAGS POTICUOG Kol TO YOUUNAD
contrast SUGKOAEY AV TOVG GUUUETEXOVTEG KO TOVG OMpovpynoay afefordtmra [S] oyetikd pe
TO 010G NTAV 0 TEMKOG GTOYOG-TEMKO dWUATIO TG KAOE TTioTOC.

*  'Eviwcav nepiocdtepo aichnon puotpiov otig pecaisg THEG OpiyAng, @OTIGHOL Kot contrast.

*  'Eviocav teplocoOTEPO TNV OVAYKT VO TEPLEPYOGTOVV interactables o evoeleydg oTIG pLecaies
TIUEG POTIGLOV, OUEYANG Ko contrast.

*  Koutovcav mepiocdtepo 10 mhtmpa, apo Eviwbav mepiocdtepn afefatdtnro oTiG pecaieg
pvOuioeig (Team 2) ko Eyaryvav Kt 1) 0LV vo KatoAdBovv Thve G€ TL TOTOVCAV.

* 'HOehav vo meplepyastovv oviikeipeve yio to. omoion Opwg dev giyav tn dvuvarotnra,
TEPLOCOTEPO OTIG LEGOLES TIUEG OUTYANG, POTIGHLOV Kot contrast.

*  Emmppedotnrav mepocoTEPO amd TN HOVCIKN OGOV a@Oopd GTNV Yuylkn Tovg didbeon ot
ovppetéyovteg tov Team 2.

*  'Eviwcav meptocdtepo TV avaykn vo TANGLAGOLY TNV TNYN TOV TEPIPUAALOVTIKOV YOV GTNV
Team 2 (evOldpeseS TIEG OUIYANG, POTIGHOV, contrast).

* Ot ovppetéyovieg tov Team 1 Besdpnoav onuavtikdtepa atHOGEAIPIKE oToryeio Tig
TEPPAALOVTIKEG GLVONKES, TOV POTIGUO Kat A omTikd ototyein. Am' Ot poaiveror Adym g
YOUNANG opatdtnTag, Ypnolwonoincav meptocdtepo v aicOnon g Opacng yw va
OTOKTGOVY KOAVTEPT AVTIANY TOL TEPPAALOVTOG.

*  Otovppetéyoviec tov Team 2 Bedpnoav 0Tl TPOGESSAY GTNV ATHOGPULPO KOl OTTTIKA, OAAG
Kot MYNTIKE otoryeios Tov Toy Voo (QMOTIGHAG, XDPOL, TEPPUAAOVTIKOL YOL, LOVGIKN KTA.),
KATL TOV pog 0Ol va TIGTEYOVE TMG GTN CLYKEKPIUEVN TEPITTMOT EIYAUE APKETA KOADTEPO
Babud engagement wor pio mepiocdtepo euPfudiotikn eumelpion yio tov ¥pnoTn, KaOdS
YPNOLLOTOL00GE dV0 auctnoelg avtn ™ Popd (OpacT Kot 0KOT), KATMS 7O 1GOPPOTNUEVOL.

* Ot ovppetéyovieg tov Team 3 €dwcav meplocodtepn onuacio. 6tov NYo (LOLGIKN Kot
nepiParlovrikol Nyor), kabdg ontikd NTav 6Aa EekdBapa yi' awTovg pe undapvy TosdtTo
opiyAng, duvatd mto Kot owENpEVo contrast, omdTe T0 LOVO TOL TOVG SEYELPE TNV TEPLEPYELN
NTav 10 NYNTIKO KOUUATL.

Yvumepdvape Aomdv mmg TopOAO TOL 1) TOAD TLUKVY OUEYAN, XOUNAOS POTIGLOG Kot YaUNAd contrast
tov Team 1 onpiovpyncav apefardtra oToLg TAiKTES, OGOV OPOPA GTOV EKAGTOTE TEAKO GTOYO avdL
nioto, Ot ypNoteg évimoav T péyom afefoarotnta, omopie, 61dbeon va avokoAvWovv, va
eEepevvmoovy, va yacovv, va mepLEPyacToVV aviikeipeva-interactables 1) un kot aicOnomn pvostnpiov
OTIG LEGOIES KOl TTLO IGOPPOTNUEVES TILES OUiYANG, POTICHOV Kot contrast onAadn oto Team 2. Xta
0w settings, emmAéov, avnke mmg M epmepio NTov wo euPfudiotikn [S] Yo Tovg GLUUETEXOVTEG,
KaODG ypnopomoinsay 500 amd TS cHNGELS TOVG GE GYEoT Le To AL settings Tov ypNoiLomoincay
Kupimg povo pia (0paon oto Team 1 ko akon oto Team 3). H povoikn €ytve mepiocoOTEPO avTIANTT
a0 TOVG XPNOTES KO TOVG EMNPEACE TEPIGGOTEPO YLYIKE, EMIONG OTIS peoaieg puOUIGELS OpiYANG,
QOTIGUOV, contrast Kot 01 CLYKEKPIUEVES TYES amr' 0,TL PaiveTon ONovPYNGay yi' avtovs pio mo
OTLLOG(POLPIKT] EUTEPIOL.
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Kedalato 8 EmiAoyocg

Emiléyovtog 1o ovykekpiuévo 0Oépa  SumAopoTikng kKAnOnKope vo  dnUovpynoovue  Eva
oAoKANpoUEVO Prvteomatyviol ek Tov pundevog oty Unity Engine. Hrtov pia iaitepa ypovoPopa
dwdwkacio, oAl €yovue TV memoibnon 0Tl To 0QEAN MTov moAAamAdola. EuPabdvape oty
avamtuén Pvteomayvididv pHEcm ¢ avEnuévng TpPNg pe v unyovn kKot xpnong e Unity kot
AV eQappoy®V, avalNTOooUE OPKETE Kol HEAETNCOUE TAPUOElyHoTo O©TO  O10diKTVO,
YPTCUYLOTOCAUE INUIOVPYIKY GKEYN Y10 VO EETEPAGOVIE TO. EUTOOLNL Yo TO. OTTOlo OEV VINPYE
VIOPKT ADOM KATOV 6To dtadikTvo, pabape apketd best practices kol Teyvikéc BeAtioTonoinong,
elyape emor] Kot Labape TMS AEITOVPYOVV TOAAL 0Td TO SLLPOPETIKA GLOTHATO TG Unyavig Unity
Kol TpooTafNoape e TO GLVIVAGUO TNG YPNONG AVTAV, VO SNUOVPYGOLUE [iok OALOKANPOUEVN
aloONTIKA gumelpia Yoo TOV ¥pNoTN, THPOUE TOAVTIEG GLUPOVALG amd Tov emPAETOVTO KaONyNnT)
OV MUOOTE GE GLVEVVONOT], Yl TO TG Bo. umopécovpe va KOvoupe trigger 10 cuvaicOnua
afefotdOTNTAg GTOV YPNOTN LE SUPOPETIKEG EMAOYES OPYLTEKTOVIKIC YDPWV KOl POTIGLOD Kol AAAES
TPOTACELG KOTA TIC GUVOAVTNGELS LLOG, TTOL NTav Wtaitepa fondntikég kot pog E6vav katehvvon Kot
TOAMDTILES YVAOGES KaTd TN Odpkew S oviamtuéng, HABope TEYVIKEG TOL  YPNGUYLOTOLOVV
EMOLYYEALOTIEG TOV YDPOL, OTOKTHGOLE pio VEQ avTiAnyn Yia enilvon TpofAnudtov 6Gov apopd ot
Brvteomayvidla kot avENpéEvo eminedo Katavonong Tov Tt GVUPAIVEL GTNV TPOYUATIKOTNTO KOl LLE
ooV TpOTO £Yovv avamTuyBel ayomnuéva €€ aVTOV 1 TUNUATE TOLG KOL TNPUUE YVOGCELS TOV OV
glyope mpwv v Evapén g avanTuéng Tov Pvteomaryvidlon Hog. XPTGULOTOWCAUE TNV QOVTaGio
HOG KoL HEAETN TNY®V KOl DAKOV atd TO S1adiKTLO Yo Vo S1ovpy GovpE TO TEPIPAAAOV EVOC
VIOVOLOL, eMAEENLE MXOVG Kot textures and tepdoTies delapevig apyeimv, dnuovpynoaue Ypipovg
Yol TOV TOiKTn cORE®VO e Ta Staféoia mechanics, 0ALA Kot TOVG YMPOLE TOL ELYOLE ONULOVPYNOEL,
oe pio mpoomdOeln vo TPOKOAEGOLE immersion Kot vo. ONULOVPYT|GOVUE €V GLYKEKPLUEVO
ocuvaicOnuo otov yprotrn. Ola ta Tapomdve arnotédesav, pall pe to meipapa, pio Wwitepa ypNoyn
KoL TOAAES POPEG SLOCKEDAGTIKN EUTEIPIO TOV TGTEVOLUE OTL oG TPOGEPEPE £POda, feedback kot
TOADTIUES YVOOEL, €VO TPoPoddTNoe TV embopio poc Yo HEAAOVTIKN ovamtuén kot GAA®V
Brvteomaryvidlmdv.
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