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Evyapotieg

Evyopiotd tov emikovpo kobnynm k. Baciieio Kopavd yioo v éumvevon mov pov
mopeiye vo aoyondd pe TO OVTIKEILEVO TNG OVATTLENG TOUYVIOIMV KOTO TN Ol0PKEWL TOV
omovdMV LoV, Kol Tn Ponbela Tov Yy TV 0OAOKANP®O™ awTNg TG epyocioc. Emiong 0élm va
EVYOPICTHC® TOV OVATANPOTH Konyntm K. lodvvn Aednyidvvn, 6nog kot ) Ko, BapBdpa
Fapvédn mov Bo pov wdvouvv T Tl va Ppiockovior otn TPUeEAn emttpomn eE€toong Tng
TTUYLOKNG Hov. Télog BEA® va amevBived Eva PEYOAO ELYOPIOTM GTNV OIKOYEVELD IOV KOl TOVLG

@1A0LG POV, Yia TN oTNPLEN, TN KOTOVOTOT) KoL TNV EUTVELOT).

Yvvontikn Ilepidnyn

H epyasio avt agopd ™ oyedioon kot avémtuén tov moyvidwov “Follow The Light”,
evog Prvteomayvidod mov avikel oto €idog tov Survival Horror kot mpaypotevetan to tpavpLo
Kot TN ddtKacio Tov TEVOOLG MG HEGO Yo TNV KATAKTNOY TNG YLYIKNG Npepiog, péca amd tnv
aAAnyopio g mopeiog Tov TpwTaywVioT). Me fupacn oe TeRVIKEG TEPPoiloviiKod Kot
NYNTIKOV GYESAGHOV, BaCGIKOC 6TOXOC TOL Tatyvidol amotelel | epPubiotikny eumepio, 1 omoiao

HEAETATOL LEGQ OO TNV EUTELPIO TOV YPNOTOV TOV EMALEAV TO TOLYVIOL.
Abstract

The subject of the current thesis is the design and development of the video game
“Follow the Light” which belongs to the Survival Horror genre and resolves around trauma and
the importance of grief as the way to achieve inner peace, given through the allegory of the main
character’s narrative. With an emphasis on environmental design and sound design techniques,
the main goal of the game is the immersive experience, which is studied through the feedback of

the users who played the game.



Hepidnqyn:

H mopovoa ntuyaxn epyacio epPabdivel 6Tic 01001K0G1EG GYESOGLOD KO OVATTVENC TOL
eumiékovtal ot onuovpyia tov Prvreomaryvidrob “Follow the Light” evoc Brvteomaiyvidiov tov
eldovg Survival-Horror pe otdyo v éppacn omv gupubiotikn eunepio. H avélvon Eexva pe
TNV EI00Y®YN TOL CKLOYPUPEL TOVG GTOYOVE TNG EPYOCING, TO EMAEYUEVO OVTIKEIUEVO UEAETNG
Kol KPIGULOVG OPIGHOVG Yol TN KOTAvONon Tov £pyov Kabd¢ kot mapovotdletor n pebodoroyio

nov Ba akolovOnoeL | TOPAY®YY.

21 ovvéyeld avaldetorl 10 KaAlMTeXVikd vrofabpo ¢ epyaciag mapovsialoviag To
€100¢ oto omnoio evrdooetat to maryviol “Follow The Light”, péca and avagopés oe tpeic tithovg
TOLVIOLDV TOV OTTOTEAEGAV EUTVEVLCT] Y10 TO YOPAKTPA, TNV OTUOGPOIPO KOL TIG UNYXOVIKES TOV.
‘Emetta, yiveton avagopd 610 te)voAoykd vtoPabdpo, péca and ) mapovcioon g Asttovpyiog
tov Game Engines kot v avdivon tov yapoktnpiotik®v tng Unreal Engine 5 mov v
KOTEGTNOMV TO AOYICUIKO EMAOYNG YO TNV AVATTLEN TOL Toryvidlov, Kot yivetal avdAvon kot
TAPOLGIOoT TOV epOTNUOTOAOYiOV oL Ba ypnolwonombel oTIC SOKIUES ¥PNOTAOV Yoo TNV

a&loAOYN o™ TOL TTALYVISLOV.

Y10 kepdAoo g oyediaong mapovcswaletoar OAN 1M dwwdwkacio g oyediaong mov
Tponyeitol TG avATTLENS TOV TTOLYVIOOV, OAOKANPAOVETOL OUMOC TAPAAANAQ LE oVTH. AvaAdeToL
N Aswwovpyia ¢ euPvbiong ota Prvteomoaryvidl kol m ypron Tov Opov ot Pipiroypagia,
napovstaletar 10 TpdTo Prjna ™ onuovpyicg Mood board, pe Tig omTkéG avaQOPES NG
emBuun S ooONTIKNG TOV TOYVIdD, AVOADETOL TO GEVOPLO LEGH OO TN OKlypdenom Tng
TAOKNG KOl TOV YOPOUKTNPOV OALL Kot TNV moapovsiocn Bempntikdv Bdoewv yio v avdmtoén
TOV GEVOPIOV KOl OAOKANPOVETAL LE TNV OVAALGT GKNVODETIKOV €MAOY®OV Kou TN Tapadeon

TEYVIKAOV TOL EVIGYLOLY TNV gUPifuon kot Ba poavodv ¥poILES TNV avATTLED.

To kepdlono TG avdmtuéng eivor To €KTEVESTEPO KEQAANIO NG epyaciog kabmg
TOPOVCIALOVTOL OVOALTIKA OACL TO EMUEPOVS OGVTIKEIUEVO TOV CLYKPOTOLV TO TEMKO £€pYyo,
neptAappdvovtag  dnpovpyio TPIodEcTOTOV LOVTEA®YV, TNV XPNOT £TOUMV assets, TV ypnon
VAMK@V (materials), T oyxediaon TOV eMmEd®V Kot TOV KOGHOL TOL Toyvidwov (world creation),

NV OMUIOVPYID. POTIGHOV, KOl TN AETTOUEPY] OVOPOPH GTO TPOYPUULATIOTIKO KOUUATL TMV



UNYOVIGUAOV TOL TTatyvidoy (gameplay mechanics), pésa and to cvotnua blueprints g Unreal
Engine, xkeivovtag pe v mapovcioon twv amotelecudtov tov Alpha kot Beta Testing,
nepthappdvovtag kot v a&loAdynon Tov Toryvidloh, GOUEOVA LE TIG OTOVTGELS TOV YPNOTAOV

OTO TOPEYOUEVO EPOTNUOTOAIYIO.

Téhog Tapovotdlovtal To GUUTEPAGLLOTO TTOV OVAOEIKVYOVY TO KATA TOGO 1 GYESI00T Kot
Ol TEYVIKES AVATTLENG TOL TTOLYVISIOD KOTAPEPAY VO AEITOVPYNGOLV UE TPOTO TETOLO (MGTE VO
nopayfel éva €pyo mov mpokaAel v euPfvbion ToL YPNOTN OTO KOGUO TOL TALYVISLOV
SITNPOVTING TNG 1GOPPOTIEC TOV OGAANYOPIKOD TOV YOPOKTAPO KOU HI0G EVOLUPEPOVCOG

HNYOVIKNG.
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1. Ewoyoy

2V evOTTO LTI TEPLYPAPETAUL TO YEVIKO TAOIGI0 TNG epyacioc. Xtnv vmo-evotnrta 1.1
OKLOYPOPEITOL TO OVTIKEIPNEVO AVTAG, M avarnTuén Tov matyvidloy “Follow The Light” kot oty
vrd-evotra 1.2 yivetor avagopd oto €idog Survival Horror 6to omoio evtdocetal to motyviot.
21 ovvéyeln, otnv vo-evotnta 1.3 dtucapnvifovion kdmolec oporoyieg mov Oa givor yproueg
Yoo T ovvéxewn kol TéAOG otnv vmo-evotnta 1.4 moapovoidleton M pebodoroyio mov Oa

aKoAovOnOet.
1.1  Avtikeipevo

Avtikeipevo g mopoHcoog SIMA®UATIKNG epyaciog amotedel n oyediaon kot avamtuén
evog mayvidlov Pivieo mov aviketl oto €idog Survival Horror, pe titho “Follow the Light” pe
éupaon oty gpPoubiotikn epumepio kou tepiBdarov. EEgtalovtat Ta 6tdda TG dnpovpyiog, ard
™V €umvevon, Tn oyedlaon ToL MEPLEYOUEVOL KOl TOV KOGHOV TOL TALYVIOoD, £mG TNV
viomoinon péoa and 1o mepifdiiov g Unreal Engine kot mapovoidlovtar ta didpopa oTddin
avATTUENG OV YPELACTNKE VO TEPAoEL UEYPL VA QTAGEL OTIG TEAMKES OOKIUEG Kol TN
BeAtiotomoinom. To mayvior dmwg Oa yiver EexdBapo kol amd to Geviplo mov Ba mapovslocTel
TOPOKAT® AEITOVPYEL MG HioL 0AANYOpia Yo EVVOlEG OTTMG TO TEVOOS Kot 1) WLYIKN YOAN VY|, LECA
and To MPOSHOTIKO Ta&idl Tov YopakTpa. Av Kot €vag Pacikdg otdYoc Tov £pyov elvarl m
yoyayoyio, TopdAinio eEumnpetel Kot TNV avAayKn EMKOWVOVING EVOS UNVOLLOTOG TOV 0LPOPE TOV
avOpOTIVO Yuyxlopd HEGH omd TNV GAANYOPIKN LETOPOPE TPOCOTIKAOV OVTIAYE®V, Plopdtov
Kot ontiknG. 'Etol, mapdAinia, dvvoton vo emevOVGEL GTNV 10YLPOTEPT] TAVTICT TOL YPNOTN LE

TOV YOPOKTNPA, KoODG avtdg TpaypatedeTon fabitepa ko KaboAkd avOpomiva cuvosOuatd.
1.2 Iedio E@appoync

To moryviol “Follow the Light” evidooetal o £va vogidog TV ToyVidl®V TPOLOL TOL
neptypapetan og Survival Horror. "Evag 6pog mov giomyOn pe ™ kvklogopio Tov titAov Resident
Evil (Capcom, 1996) kot meptypdpet TAEOV QUETPNTO TOYVIOD LEYAA®Y EUTOPIKDV TOAPAYDYDV,
OAAG OMUEIOVEL KOL HEYAAO EVOOPEPOV OO TNV KOWOTNTO TOV AVECAPTNTOV HIKPOTEP®OV
onuovpymv. To mouyvidor popdleton Poacikd Kowd aenyNUOTIKA oTolxeld. TOL  €ldovg,

YPNOULOTOUDVTAG TO OC HECO Y10 VO LOPOoTEL piat 1otopia, 0AAG Kot vo evtdEet Tov Taiktn o€



plo atuodceopa. Mmopovpe vo TOOUE MG TO KVUPLO Tedio €QapUoyng elvar M avamTuén
Bwvteomayvididv, KATL TO OmMOi0 otV OoAOTNTA TOL TeptAauPdvel Ko To medla NG
oevaploypagiog, g oknvobesiag, Tng oxedlaons YPAPIKAOV, TOL TPOYPUUUATIGHOD OAAL Kol TOV
sound design. Kabmhg 1 ev Adyo epyacio eEetdlel ™ onpiovpyio evdg moyvidolo amd v apyn

pEYPL 10 TEAOG TOV, Ba emekTafovpe oe KabEvay amd avtohg TOVG TOUEIG EEXWPIOTA.
1.3 X1oy0g s Epyaciag

Yxomdg g epyaciog elvar n oAokANpmon Kol mopddoon Tov maryviorov “Follow the
Light” pe éppaon otov meptPaAloviikd Kot ToV YNTIKO oXeO0GUO M LEGO Y10, TNV EMLTUYNUET
eupudion tov ypnom, gpevvovtag 1o Pabud enidpacns avtdv, HECH TOV ASIOAOYNCEMY TOV

TOKTOV KOTA TN O10PKELD TOV SOKILMV.
14 Opopoi

[Mopakdto Tapadétom KAmToovg opiGovg Tov B ELPAVICTOOV EKTETAUEVE GTNV EPYOCiaL
Kot 100G QavodV YPNGILOL GTOV OVOYVMOGTH OV O0gV &ivar €COIKEIMUEVOS LLE TOV YDPO TV
Bwrteomayvidinv. Qotdéco TANOmpa ALY Oyl €£IGOV CNUAVTIKOV OPIoUDV TOPEYOVTOL GTO
YA®GGApL Tov PpickeTon 610 TAPAPTNUO GTO TEAOG aLTNG TS epyaciog Ko Ba mpdTEVOL GTOV
avayvooTn mov dgv yvopilel KaBOAov opoAroyieg moryvididv va avotpéEel 6 ovTd TPV TNV

avayvoon g epyaciog.
Eppo0won

Y10 TMAOICIO TOV OQNYNUOTIKOV HECOV Kol TV Pvteomoryvioldv, n «epfodion»
avaeépetol 6to Pabuod otov omoio £vVoC CUUUETEX®V ATOPPOPATIL, EUTAEKETOL KOl GUVOEETOL LUE
T0 aENYNUATIKO M €Kovikd mepiBdAlov. Tlpdkerton yio tn Onpovpyio pog eumepiog mov
KOTAPEPVEL VL EAKEL IGYVPA TN TPOCOYN TOL YPNOTH, KAVOVTAG TOV Vo cisBdvovTol pie 1oyvpn
aiocOnon moapovsiog Kot cOVOECNG HE TNV 16TOPia 1 TOV KOGHO TOL Toyvidlov. «H eumelpia
UETOPOPAS OE VA TEPITEYVO. TPOTOUOIMUEVO UEPOG EIVAL EVYCPLTTH OTTO UOVH THG, AVECAPTHTA. OLTTO
TO TEPIEYOUEVO THS PavTaoios. Avapepouoote oe ovto 10 Pouvouevo wg gufvbion. H eufvbion
elval €vag UETAPOPIKOS OPOS TOV TPOEPYETAL OO TH PUOIKN gumEIpio. eufvbions ato vepo. To idio
ovvaioOnuo avalntodus amo pio. Woyoroyika KoOniwtikny eumelpia, OTWS aVT0 oo Uia [ovTid
OTOV WKEOVO 1 OTH TOIVA. 1] 0loOnon 0Tt TEPIPOALETOL OO IO EVIEADS GALN TPAYUATIKOTHTA, OGO

Ol0QPOPETIKO €IVAL TO VEPO QWO TOV GEPO, WOV KUPIEVEL OAN WOS TH TPOOOYH, OAODS TOUS



Lnyoviouoog e oavtiAnyns pog» (Murray 1997) avagéper 1 Murray oto Pipiio Hamlet on the
Holodeck ce pa and tig mpidteg avoaeopés e évvolag g eupobdione oto mhaiclo mov Oa

amacyoAncel T dNuocia culTnoT Yop® amd ta Prvreomoryvioto LEYpt GUEPQL.

Survival Horror (gidog frvreomaryvior@v)

To €idoc Survival-Horror 1 EmiPiowonc-Tpopov sivar éva €idoc Prvieomaryvidudv mwov
ouvovalel Paocikd otoyeion amd ta dVO aVTA €iON YL VO ONUIOVPYNCEL U0 TPOLOKTIKY KO
eupubiotikn eumepio yio tov maikt. Ta otoyeio TV T VOOV ETPIOONG TOV EUTEPIEXOLV
ocuvnBog avtd to moryvidw gival M TOPOYN TEPLOPIGUEVOL £MG EAAYICTOL €EOTAIGUOV GTOV
oK, 1 TOPOYN TEPLOPICUEVOV 1] OVOTOPKTOV TEYVIKMOV UAYNG YO AmoQLY| TV £x0pdv, N
€0TIOON OTIG TEYVIKEG AMOPLYNG KOl KPLYILOTOG, 1] GLAAOYN Kot OloyEIpIon OVTIKEIWEVAOV Kot 1
enidvon yplpwv yo va mpoywproel. Amd v GAAN To ototyeio. TpOUOL oL gppaviovot
ocLVNBWG Ge AVTE TOPATEUTOVY TEPIGGOTEPO GTO YLYOAOYIKO TPOUO KOl €vol M TPOUOKTIKY
ATULOCOOLPO TOV EMTLYYAVETAL HEGO O T NYNTIKA oTOKElR AAAG Kot amd Ta Ypopikd ctotyeio
ToV TEPPAAAOVTOG, OTMG Elval 1 YPNON TOV PMTOG GTO YMOPO KOl 1) EMA0YY| TOTOHEGLOV TOV Eivorn
OLVOEDEUEVEG OTN GLUVEIONOT TOL KOWVOL LE TPOUOKTIKES 1GTOPIES, OTMC £val 0460 1 £val TOALO
oniti. Emiong ocvyvd e avtd ta moryviow epneaviovrol TepUTMIEIS Kol OmTOKOGUES LOPPES Kot
gxOpol mov AAANAOEMOPOVV HE TOV TOUKTY, YOPAKTNPIOTIKO TOV 16TOPL®dV TPOpov. Télog éva
Bacwd otoryeio Tov survival-horror givatl n aicOnon anopdvoong tov maiktn Kabmg propet yo
HEYAAO KOUUATL TNG EUTEPIOG VO UMV OAANAOETOPA LE KAVEVO GAAO YOPOKTNPO TOV TOLYVIOIO0
OLMG GLVEYMDS VO VTTOVOEITAL 1] TOPOLGIN KATO0V TPITOL GTOV YMPO, TEYVIKT TOL ONUOLPYEL Lo
vrokeipevn évtaon Kot po aichnon ayovios. Kdémowa and ta mo dnUoeidn Kot mdpacTIKd

moyyvidlo Tov gidovg eivon 1 oepd Silent Hill .
Hoayvior TpaTOV-TPOCAOTOV

Q¢ moyvidl TPMOTOL TPOGHOTOV, KOUTNYOPLOTOOLVTOL TO Toyvidlo ekelva, mTOv O
YEWPIOUOG TOVG YIVETOL OO TNV TPOOTTIKY TOVL YOPOKTINPO, HE TPOTO TETOO ONANOT TTOL O
naiktng PAETEL péoa amd TO LATIOL TOL YOPOKTNPQ, €Te PHECH OmO KATO0 OYNUo 1| GYETIKO
avTIKEIpEVO oL KoTevhuvel o yapaktypag. H katnyopio avt eivor eupémg dadedopévn, Kabmg

TPOcPEPEL PEYaATEPO Pabud epfvbiong amd 6tL Ty M KaTyopia TPITOLV-TPOGHOTOV, OTMS Kot



o dueon aAnienidpoon pe to mePPAALOV Kol Yoo avTO ivon apKeT cLVNONG oTa TOYVioLL

Tpopov M emPioone. Onwg Ko 6 GAA0 apnynUatikd péco (Aoyoteyvio, KIVNUATOYPAPOS) M

OTTIKY] TTPMOTOV TPOGMTOV, EVIGYVEL TO PAOUO VIOKEWEVIKOTNTOAG TG 0PN YNONG Kot 00N Yel TOV

déKTn va TowTileTan pe TV omTikn 0G0 Kol LE TOVG TEPLOPICUOVS TOV YOPUKTHPO.

1.5

Me0oodoroyio

O 1pdmog TPOGEYYIoNG TOL EQUPUOGTNKE YLOL TNV EKTEAEGT TOVL £PYOL £ival 0 aKOAOVOOC:

Anpovpyia evog Pacikod cevapiov cOLPOVA LE TNV APYIKT WOEA .

YVAOYN OTTIKOL VAKOV ovoeopds (mood board) amd mnyéc Omwg mouyvidia,
Kvnuatoypdeog, L{oypoaeikn, MOV VO OTOTVTAOVEL TNV EMBLUNT ATUOCOOPO. TOL
TOLYVIOL0V.

Anpiovpyio EMPUEPOVG HOVTEA®V KOl YOPOKINP®OV TOV TOLVIOWOD GE TPOYPELLLOTO.
TAPOYOYNG TPIGOAGTATOV YPAPIKMOV KO dNHovpyia Tov TePBAAAOVTOS TOV ALY VOO0
otmv Unreal Engine

[Tpoypappatiopds OA®V TV PACIKOV UNYOVIGUMY TOV TALYVIO00, OTOPAiTTOV Yo TNV
e€EMEN g wotoplag pe ovveyn mpocsHnkn otoyeiov and to Vo aviamTuEn TEMKO
oevaplo

Hymrtikog oyediacuodg

[Ipwteg dokipég amd moikteg

E&Ghenym mapadreiyemv, 010pBwon TpofAnudtoy Tov eviomicay ol ToikTeg Kot TpocHnKn

VE®V 1 BEATIGTOTOMUEVOV GTOLXEI®MV Y10l KAADTEPT] TOLYVIOIKY] EUTELPILQL.

Av ko1 n Topamdve OldKplon Tev otadiov g onuovpyiag gival apketd EexdBapn oTo

EMIMEdO TOL OVTIKEWWEVOL TOL KdOe otadiov, a&iler va onuelwbel mog NTov mTOAD GLYVO

(QOVOUEVO 1] EMGTPOPT GE TPONYOVUEVE GTASL Y10 TPOSHNKN OAAAYDV KaB® OAn TN dbpkela

MG SdIKaGiog KaOMG To 6TAd0 QLTA ETKOIVOVOVV HETOED TOLG Kot £T01 Umopel var EeKvave

EexmPloTA OALA TOAAEG POpEC OAoKANp®VOovVTOL Tavtdypova. 'Eva mapdaderypo mov e&nyel to

TAPOTAV® ival 11 LVONKN OTOL GTO GTASI0 TOV TPOYPOUUUATIGHOD EVIAGGETOL EVOG UNYOVIGHOG

7oV Sivel KATO10Vg TOHVTOVG GTOV TAIKTT, KATL TOL ovayKALEL TO GYES0GTT VAL ONUOVPYNOEL £Vl

Kovovplo povtédo mov Ba ypnolpomondel wg to aviikeipevo mov Ba Ppiokel o maiktng yio va
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KePOIOEL TOVTOVC. ZTO GLYKEKPIUEVO TOPAOEyra PAETOVUE TOC TO KOUUATL TNG ONUIOLPYiog

HOVTEL®V Elval Vo KOUUATL TTOV TNYOIVEL TAPAAANAQ LLE TO TPOYPOLULOATIGO TOV TOLYVIOL0V.

2.  Koaiuteyviko ko Teyvoroyiko YaopaOpo

v vrd-evomta 2.1 yivetal avagopd ce malyvidl TOoL OTOTEAECOV EUTVELON KoL
avagopd Yoo TV avamntuén tov moyvidwv “Follow The Light”, Bswpdviag mog éva
Bvteomayvidtl eumepiéyel TANODPO AVAPOPOV Kot GTN TEYVN Kol 6TN TEYVOAOYia (TNV EMGTAUN
™G TANPOPOPIKNG), HESO Amd TNV AvVOAVOT| £pYymV TTov gival 060 TO dLVOTOV MO KOVIQ GTN
TapovGo SOVAELY, EMYEPD Va. opicw To KaAlTeXVIKO VTOPabpo g epyaciag. mapdAinia, otV
VIO-evoTNTA 2.2 YivETOL OVOPOPE GTNV £PELVA GYETIKA LE Ta PLvTeomatyvidla Tov lvat SnUOQIAT
™ 7epiodo mov KukKAoQopel kol TO movidl TG €pyaciag, 6To YOpo TG aveEdptnTng
KukAogopiog Survival Horror mayvididv. Znv vrd-gvotnta 2.3 mapovcidletor | Asttovpyio Tomv
UNYovVaV o vidumv (game engines) Kot ovoADOVTOL OPOKTNPIGTIK TOV AOYIGUIKOD ETAOYNG
ov Bewpodvion amapaitnTa Yo TO YOPAKTNPA TOL TaVIdoL Kot TEA0G 6T vIo-gvotnta 2.4
TapovctaleTal N SOUN KOl Ol TOPAYOVIES TOV EPELVA TO EPMTNUATOAOY10 TOV Ba xpnoipomon et

v TV TEMKT aloA0YNoN TOL ALV OO TOVS XPNOTES.
2.1 Survival Horror kot mwoayyviorwe avapopdg

Oeopd dikowo mpdTOH Eekvnow TV avdAvon g oxedlaong va  moapabécw
ovykekpipéva Prvteomaryvidli mov amoteAohV avaeopd Yo To Toyvidl TOov OVOAVEL VTN M
epyacia, kol péco omd avTd vo KAVE Ho YEVIKOTEPT ovapopd 6To £100G TOV OOTEAEL EPmveELON
Yo avtd, TO60 G€ eMNEdO MGONTIKNG KOl ATUOCPUPAS, OGO KOl OC HECO EMKOWMOVIOG Lo

wotopiog.
Slender: The eight pages (2012)

To Pwreomayviol Slender: The eight pages [1] amoteiel dnovpyia tov Mark J. Hadley
Kot avikel oto €idog Survival-Horror. Eivor moyvidt mpodtov mpocodnov. O maiktng, Eekiviet
péca og £vol 0AG0G e LOVOIIKO TOV EPYOAELD £val POKO KO O GKOTOG TOL £ivot Vo GUAAEEEL OKTM
ONUEIDHOT, OICTOPTO GE TUYOMOL UEPN TOL OAGOVG. Xe OLTO TO 000G, MEPLPEPETAL Lol

amoKooun @ryovpa, €vog TOAD Yniov, Ayvoy avOp®dTov Ympic mpOc®TO Tov QoiveTol vo
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Kovnyael Tov maiktn Kot vo epgovifetoar yopm tov otrypoio. Edv o maiktng eotidost ot
QLyovpo. Yo KAmolo, OevTepOAENTO, OVTN TOL emtifeTon Ko €yovpe game-over. O walKTNG
€100TTOLEITAL Y10 TN TOPOLGIN TNG PLYOVPOS OO OTMTIKG KoL MYNTIKA oTowyEio Kot TPEMEL va
amopaxpuvlel otav avtd epeavifovtor. To onuoavtikd otoyeio ovtod TOL TOYVISOV, TOL
amotelel 0100€00EVO GTOLYEID T GVYYPOVa TTatyvidla Tpopov givan 1 aicOnon afondntov mov
dtvel otov maiktn, Kabdg avtodg oe avtiBeon pe to maryvidw Opaons, ogv eivol OTAMGUEVOC pE
epyoreia Tov Bo pmopoHoE VoL AVTILETOTICEL TOL ATEIANTIKA Y10 LTOV TAAGHOTO TOV KOGLOV TOV
T VIO00 Kot £TOL KATOPEVYEL GTO £VOTIKTO EMPIOONG Kol OKOTAC TOL €ival va dlaQpUYEL, Vo
KIVEITAL KPLEA Kot vo. ADGEL TOVG O1APOPovLS YPiPovg mov Bo. TOLV TPOGPEPOLY ACPAAELD. KO
dpvY”N. Avti 1 SLPOPETIKN EUTELPIA TOL TPOCPEPOLY Ta, TTayvidia o Tov ToV €idOVG elvar Tov

dnuovpyel Ta aoOnpata @OPov 6To ¥PNOTH Kot GLVIEAOVV KOl GTNV EMLTVYI0 TOV TITA®V QVTOV.
Myst (1993)

To Brvteomaryvidt Myst (1993) [2] , onpovpyio Tov Robert kow Rand Miller. Eivau éva
TALViOl TPAOTOL TPOCOTOV, TOL GLUPATIKE KaTnyoplomoleital ota mayviol OpAcnS, OUMG
EUTEPLEYEL TOALA GTOLYELN TTOV TO SLALPOPOTOLOVV ATO TS GLVNOEIS GLUPAGELS TOV TITAWV VL TOV
KOl OTOTEAEGOLV TTPMTOTOPIN Y10, TNV ETOYY]. B0 UTOPOVCALE VO TOPOLOIAGOVE OVTO TO O VIOl
pe éva dtodpactikd PipAio 6mov péca amd v aAANAETIOpaoN LE TIS EIKOVES TOL EETVALYETON M
wotopio. O YopakTpag 6ToV KOGHO TOV oy VoL PplokeTot e £vo LLGTNPUDOES VNGi, dEV EXEL
elevBepla xivmong kot oAANAemdpd pe 10 MEPPAALOV  OMOKAEIOTIKA KAKApOvVTOG OF
oLYKEKPIEVO onueia Tov yopov kot petafaivoviag £€1ol oe avtd. Méca oto mepiPdAiov,
dwPdler T1g oehideg Kamolwwv PipAiwv, AVvel yplpovg HE AVTIIKEIUEVA TOV YMOPOL Kol £TGL
TPOYWPAEL GE AALD ST 1 EEMTEPIKOVG YDPOLS MOTE Vo AdPel Ta oTotyelo TG 1oTopiag. Xe
avtifeon pe to mEPLGGOTEPO ToyVid dpdong oAAd Kol TPOROL, GTO KOGHO TOL Myst dgv
VILAPYEL KATL TOVL VO amehel TOV TOIKTH, OVTE KATOLOG YPOVIKOG TEPLOPICUOS KOl £TGL £0TIALEL
Kupimg 6TN TOPOTHPNON TOV YDPOV GTN GLALOYN TOV GTOLYEI®Y KOl TNV KATAVONOT| TOV YPIO®V.
Agv vapyel kKdmolo LTOSEEN Yo ToV oKt o€ oyéon pe T0 Tmg Ba KivnBel kot €161 Tov divel
po erevBepia mov Paciletor oTn TAPOTHPNON Kol TOPAYEL o vOlapEpovoa avTifeon pe To
Wuitepa TEPLOPIOTIKO YEPIGUO TOV Toyvidov. Ta ototyeio mov vroypappilovy TIg GLVOEGELS

oVTOV TOL TALYVIOLOV LE TO TTayvidl aVTNG TG epyaciag, eivatl To euPuOioTikd onTikd Kol NyMTIKO
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wepPaiiov Kot 1 Tapoyn eAevBePiag TaPUTHPNONS TOL YOPOL, OALAL Kol 1| GLAAOYN GTOKEIWV

NG 16TOPIOC OTOKAEIGTIKG 0t oTOlKElD TOL TEPPAALOVTOC,.
Blair Witch (2019)

To Bivreomaryvior Blair Witch (2019) [3] xvkAiopopia tov [Tolwvikod studio “Bloober
Team” eivar éva TpdOTOL TPOSOTOV ToYVIdL OV €vidooeTal 610 €100¢ Tov Survival Horror.
Eivon Baciopévo oty kivnpotoypagikn oepd tovidv tpopov “Blair Witch”. O mpotaymviotg
TOV TOLYVIOIOV, £VOGC TPMONV OOTUVOUIKOS, GUUUETEYEL OTNV £PELVO Y10, TOV EVIOTICUO &VOG
ayVOOUUEVO WIKPOD ayoplov. Xe &vav ovolytd KOGHO O TOiKTNG aKOAOVLOEl [io YPOUIKT HEV
aQNYNoN, Ol OTOlEG EMAOYEC OUMG KAVEL KATA TN JIIPKELD AVTAG dVVAVTOL VO ETNPEAGOLY TN
KatdAnén g otopiag. To maryvior AapPdver pépog katd kbplo AOyo o€ €va dAGOG Kol To
epyodreion Tov maiktn eivor évag @okog, éva kvntd mmAépwvo, €vag okbhog NPC mov tov
OULVOOEVEL KOl 0 TOIKTNG TOL JiVEL EVIOLEC Ko TteploTaciokd o kapepa. O maiktng mhionyeitot
070 8400G TPOoTAODVTAG VO ATOEVYEL TO, TAAGUOTA TOL OAGOVG, TPOUOKTIKEG OMTOKOGUEG
eryovpeg TIS omoieg paivetal va Eumvaetl otav eéyyet pe o eaxod tov. Ta ototyeio g wotopiog
Kot 6€ aUTO TO TAPASELY LA, TOPOVSLALOVTOL GTO YPNOTH HEGA Omd TO TEPPAALOV KAl TOL AlYOGTA
gpyareia mov €xel omn Katoyn Tov. Méca and cuiNToELS TOV KAVEL GTO KIVITO TOV TNAEP®VO
(ot omoleg Ba pmopovcav va givol amoKONUA TNG EAVTOGING TOL N/Kol AVOUVICELS) HEG Oomd
KOGETEG TOL TOL Topovotdlovy mpodcPato yeyovota ot Pwvteokduepa (kor dHvavior v
HETAPAAAOVY TO TOPAOV Kol TO HEAAOV), KOl amd TOV €0MTEPIKO TOL povoroyo. Ta
VIEPPEAACTIKA oTOLXElO Elvan EvTova kot otdyvta oto Blair Witch kot mapovoidlovv pia dpeon
OUVOECT] HE TNV LTOKEWEVIKOTNTO TNG ONTIKNG TOV TOUKTY), O OTO10¢ PaiveTOl VO TAGYEL Omd
HeTd-Tpovpatikny dtatapoyn Kot va £xel mpofAnuato pviung. Ot onpovTikés GUVOEGELS TOL EXEL
avtd 10 moyvidr pe v éumvevon tov “Follow the Light” agopovv akpifdg avty v
VTOKEYEVIKT] OTTIKY TOL TPOTAYOVICTH 1 omoio vroypapupiletar péca amd Tov vIeppeaoio
Kol oo TO 1010UTEPO ATHOGPAPIKO Kol EUPLOGTIKO TEPIPAALOV TOV GTOLXEIOUEVOL dAGOVS TOL

TOLVIOL0V.
2.2 YHOMAGPOS TOV ONUOPILADV TALYVIOL®OV 0T TAATPOpa itch.io

Yta mhaiole TG épevvag emdve oto €idog tov Survival Horror éywve po pedétm oe
KUKAOQOPIES aveEEAPTNTOV OMOVPY®OV OV £ivat SNUOPIANG TV TEPI0d0 TOL ONUOCIEVTNKE TO

oy viol g epyaciog 6to d1dikTvo. Avaktiinkay ta 10 mo dSNUoEIAn Toyvidlo Tov PEPOLV TIC
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AéEeic khedid “Survival Horror”, “Adventure”, “Psychological Horror”, 6t mlotgdppa itch.io’,
10 unva lavovapo tov 2024. H mhlatpoppa itch.io amotelel ) wo ONUOPIAY TAATEOPUOL Y10l

KUKAOQOPio Toyviddv amd aveEAPTNTOVG ONIIOVPYODS, e Toyvidia oe OAa TaL £10T).
e CROWDED.FOLLOWED

[Ipoxertan yuo éva 6OVIOpo mouyviol pe dwapkewa 15 pe 20 Aemtd, AapPdvel ydpa oe Eva
VdyElo o1dNPodpopkd otabpd otov omoio o maikng Pyaivovtag amd 1o Tpaivo, akolovOeitan
adtdAemtta amd po avOpOTOLOPPN OAAL TEPATDOIN PLYOVPO Kol OKOTO £xEl VoL GLAAEEEL KOO
YPNUATO YAYVOVTAG GTO TATMA Yo va. BYAAEL £val EIC1TNPLO DOTE VO ATOOPAGEL TPV 1 Pryovpa.
tov @tdcel. Idwitepa oxkotewvd mepifdriov, pe o amAn pnyoviky (o €x0pdc katadidrel
oLVEYMG, Kot 0 Toiktng mpémel cuvey®dg va Tpéxetl) kKou tAndaopa NPCs vo kivovvion og mAnbog

0TO YMPO KoL VoL YIVOVTOL EUITOSI0 GTO TTOUKTN,
e Forest Ranger Services: The Pilot

Amotedel 10 TpOTO €MEGOd0 NG emePyOUeVNG oelpdg Forest Ranger Services. Mg
dwapkewn 10 — 15 Aemtd, axoAovOel 10 KEVTIPIKO YOPAKTIPO, EPACITEXVT) PETOPTEP TOV EPELVA TIG
eapavicelg avlpanmv ce €Bvikods dpvpovg Twv HILA.. O maikng kivodpevog mpdTa LE Ta
OO0, OTN GLVEXEWL HE OVTOKIVNTO, OMOKAEISTIKA VOYTO, Pudver pio SOUN ETAVIANYNG
YEYOVOT®V TOV TPOGOUOLALEL OVELPO HEGH GE GVELPO GTO OTMOI0 GLAAEYEL OVIYHOTIKA GTOUYEL
Yo TV KOTAGTOGN. ZE Hiol 1010ppLuOUN o yNUaTIKY] 00U TOL TAPOVGIALEL 1O10UTEPO EVILAPEPOV
0 TTOKTNG OV £PYETAL OVTILETOTOG e GLVONKN WayMS N Katadiwéng, Tepltocdtepo akolovOel o
OVOTPLYLOGTIKY 0PN ynomn mov mpokaAel chyyvon oe €va evolapépov arcOntikd mepipdirov. To
moyviol oe eminedo a@NyNoNGg, UNYAVIKNAG, aloOnTikng Ko y®pwv opoldlel apketd oto indie
noyvior Fears to Fathom: Ironbark Lookout mov xvxhopodpnce 1o 2023 kou onueimoe emituyio.

(2,274 «mohd karécy Kprikés 6to steam otig 06/02/2024, kon kowvdtta touktdv 6to YouTube).
e Lamp Post

Mo opdido ETGTNUOVOV, GTNV OO0 GUUUETEYEL KO O TOAKTNG TNYAIVEL VO EPEVVIGEL TIG
AVaPOPEG GYETIKA LE VO GTOAO POTIGHOD YOP® OO TOV OTOI0 VILAPYOVV AVAPOPES Yo TEPiEpyQ

eowopeva, eEapavicemv avOpOT®V Kol ELEOVIcEOV ovTiKEWEVOY. Mg ddpkewo 15 Aemtd o

! https://itch.io/
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TOlKTNG KoAEiTol vo Bpel KAMTOWL OVTIKEIPEVO KOl VO, OVOQEPEL GTOV KEVIPIKO EPELVNTH TOL
Bpioketar oto onueio. MOAG avTd TO KAVEL 1| EVEPYELNL TOV EKTEUTEL O GTLAOG OLEAVETOL Ko O
naiktng petapépetot og Eva Aafopvio omov epgaviCetor kot po eryovpa ava dwuothpata. O
TOKTNG TPEMEL VO EVEPYOTOINGEL KATOLEG GLOKEVEG oL Ppickoviar 6to AafvpivBo kot va
EMOTPEYEL GTO GTOAO KOTAPEPVOVTAG VO Byel amd T TapdAANAN O1d6TOoN OOTE Vo U Yobel yio
névia. Emotpépovtag oto mpaypoatikd mepidriiov Opme, Ppioketol meEPIKLKAOUEVOS oo

TANO®PO TAAGUATOV OLOLWV LE TH GIYOVPO TOL TPOTYOVLEVO YDPOL KOl TEAELMVEL TO TTOLYVIOL.
e LEAVE ME ALONE

Avo oihot Eexwvav yoo poe TomiKn €E0puNom pHe katacknvoon oty egoyn. Oia
Qovtalovy QUGLOAOYIKE HEXPL TOL OTN péom ™S vOytag o €vag eSapaviletal Kot 0 moikTNng
kaAgiton va tov yhaéet. 'Etot, 6tav katainéetl o€ éva Kticpa otn péom tov ddoovg Ba Ppet tov
¢@iAo TOL va &yl dohopovnbel amd o eryovpa dpowa pe tov yapaktipa Jason Voorhees amd
towvia «ITapaockevr| kot 13». Tote 0 doAoPovog apyilet va Kuvnyd To ToikTn Kot 0vTOC TPEMEL VoL
tpé€et Yo va Eepiyel udvo o va PBpebel ko avtodg va eykioBiletar amd 10 dolopovo, ympic
A mhovy éxPacr tov maryvidooy. Me ddpkewn 10 - 15 Aentdv €va oyxetikd TpoPAEYLO
Ty viol mov tnpel OAeg TG GLUPAGELS Kot To GLVNIGUEVA YOPOUKTNPLOTIKA TOV 1GTOPLOV TPOLOL,

YOPIG KOOl TPMTOTLTIO GE EMITEDO UNYOVIKTG.
e Myst Of Guatemala

Amotedel mpOOpoHO Yoo PEYOANG €KTOONG ToLyVidl, HE VYNANG TOOTNTOS YPUPIKO
TePPAALOV KOl TOVG TUMIKOVG YEWPIGUOVG €VOS TOLYVIOOD TPATOV TPOGAOTOV O TOIKTNG
eEepevvel (o gykatadeAeplévn Emovan. X odpketa 10-15 Aentov eppaviCovtoar mAnbopa amd
adIKOOAOYNTO. Kol OmTPOKANTO jump-scares Kol oTo y®opo Oldomopta Ppickovror Oekdoeg
OVTIKEILEVO, GYETIKA LE TO €(00VE TOV TPOUOL ONMOG OTOKEPUAGUEVO TTOUOTO, TPOUOKTIKEG
KOUKAESG, POVIKA OmAa K.AT. Me avOmapktn chvOoeon TG TOLyVISIKNG EUTEPIOG LE TV 1oTopia
(TovAdy1oTOV GE ALTA TNV €KO0OT)) KOl KO 1010iTtepn UnNyaviky To matyvior LOAAOV amoKTd
OMUOPIATD AOYOV TNG LYNANG TOLOTNTAG YPUPIKAOV KOl TIC OVAYKTG TOAADV YPNOTOV Y1o. EOKOAO

KoL YpNyopo TpOuo.

e Nightmare on Steamboat
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O maiktng oto mayviotl odpkelag 15-20 Aentov Ppioketor oe Eva y®PO TOL POIVETOL VO
elvarl studio animation t¢ Disney O0mov KoAgitor vo cLAAEEEL KATOLL OMUEIOUOTO. XE TOAD
oLVTOHO Ypovikd Odotnua epgaviletor o okotewvr] @ryovpa tov Mickey Mouse va
KaTeELOVHVETAL 0Py TPOG TO KEVIPO TOL YMPOL. MOMG QTdveL EKEL YIvETAL YIYAVTIO KO TEPATMONG
KoL KOTOOIMKEL YPNYOPO TO TOUKTN, TEPITOL 6TO TPITO AENTO TOL TOLYVO100. O TOUKTNG TPEMEL VO
€xel GLALEEEL TOL ONUEIMUATO KoL VoL BPEL Kot KATO10L KAELOH (DGTE VAL Am0dPACEL TPV TOV PTAGEL

KOLL VO QUYEL AT TO YDPO MOTE VAL EEPVYEL.
e Of Love and Eternity

Agrtovpydvtag ®g SOKILAoTIKY £€KO00T Tov Toyvidloy mov Bo tebel apydtepa Yo
KukAogopia, pe xpdvo 10-15 Aentd amotelel £va SOQOPETIKNG amd T TPONYOVUEVA OGO TIKNAG
woyvio,. Me otoMlopiopéva ypoeikd Kot Tapapvdiévia atpdoeopo, G€ EVo UECULOVIKO
oKNVIKO, apnyeitar apnpnuéva pa wotopia aydnng mov ekteiveror mépa amd o Opa ™G Long
tov Cevyaprov. O maiktng o€ ontiky| Tpitov mTPOS®MTOL, yewpileTor £vav mmdTN oL akolovdel
TOTIKEG UNYOVIKES Toy VoLV porwv/eavtaciog (dtddpacn pe NPC péowm daddyov, e&epedvnon
neplPaAlovtog, avalTnorn TEPUCUAT®V) QOIVETOL OPKETA OOVAEUEVO KOl LTOGYOUEVO KOl

olyovpa TOAD S1aPOPETIKO amd GAOVG TOVG TPONYOVUEVOS TITAOVG TTOL GUVOVTIGOLE.
e Rinse and Repeat

Eva pikpo mouyviol, Aappdvel ydpo 610 UTAVIO TOV TOAKTY HE HOVOOIKY UNYOVIKY VO
KAVEL VIOLG Ko va kKAgivel 1 var avoiyet ta patia tov. Oco ta KAeivel o maiktng axovet 61dpopovg
Nyovg, kol pmopel va to. avoiEel Kivovvevovtag va dextel jump-scare. Me mévie O10pOPETIKES
exPacelc, akoAoVOMOVTOC oL ATAT] UNYOVIKY Kol TOAD OTAOIKT GYediaoT KATOQEPVEL Va Yivel
EVOLPEPOV, AEITOLPYDOVTOS OAANYOPIKE KaOMG N Lovadikn KaAn ékPacm tov matyvidov givol o
okt va. unv avoi&et kKaBoAlov ta LdTior ToL Ko Al Vo TEAELDMCEL TNV OAY] TPOKANOT TOL vV
KAVEL €vol UTAVIO, VO €0V EVODGEL 6TOVG POPOVS TOL Kot avoiEel Ta pdtia, Bo ydoet, Kol To

pvopo Tov gpeoavifeton givor «Avtd mov Pofocovva, T0 TPOKAAEGES
e Rotten Flesh

Yg éva OKNVIKO L€ OKOTEWVEG KOTOKOUPES, O KEVIPIKOG YOpaKTNpos, Ppioketar og
avalnTnon Ttov okLAOL Tov, Roy, avakaAdmTOVTOG O1dPOPA CVIYHOTIKA GTOlXElD, OTMG

QOTOYpaQiec Kol aviikeipeva, katd Tn Odpkeld ¢ meputAdvnong. O maiktng €yl
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dVVOTOTNTO VO CUUUETEYEL KO LLE TN XPNON TOV UIKPOP®VOL, Yo Vo POVALEL TO OVOUO TOV
okOAOL. Xwpic waitepn opdon ko’ OAn TN JSdpKeEw OAAG pe TN Onovpyio aywviog,
eupaviCetor povo €va TeMkd jump-scare omov kol ANYEL TO Touyvidl. AoLAEUEVO Kot VYNANG
ToOWTNTOG YPOEIKO TEPIPAALOV, €QE KOl YOPAKTAPES, VO TOLXVIOL TOL GTEKETOL SIMAN GTOVG

EUTOPIKOVG TITAOVG.
e Teke Teke - Moonlit Dread

"Evag aotucdg pobog kukdopopel oe meployég g lammviag mov agopd 10 eavTacuo evog
KOPITGL00 OV KIveital pe peydin tayxdtnta otig TOAES To Ppdov kat dtoperilel avBpdmovg. O
KEVIPIKOG YOPAKTNPOC, EYEL L0 OTTAT] OTOGTOAN, VO QUYEL OO TO GTITL TOV KOt VO TAEL VO, KAVEL
TOL YOV OTO KaTAoTNHo TG Yertovidg tov. Exel gppaviCetar éva NPC mov avaeépetor oto
OpOA0 kot émerta epeaviCeton To eavtacua dtapeAilovrag ™ tapeio. O maikg Tpémel va Tpé&et
v va Eeeiyel, amotvyydvovtag kdbe @opd. Movo e€qv Pyet amd to dpdpo StevYNg Kot
emoTpéyel oto Katdotnua, Ba PBper Ta KA and €va avtokivnto kot €16t Bo umopécet
EMTLUYDS v dopvyel. Me dvo mBavég exPdoeig kal ) ddpkewn 10 — 15 Aentdv , amotehet
EVOLPEPOV Ty Vidl, aKOAOLOOVTOC Kot avtd BEPoto TG CENYNUOTIKEG KOl AELTOVPYIKEG

ocuupdoelg tov gldovg.
Mnyoavikn Toyviorv

Onwg ovyvd ovpPaivel 610 €id0g, €101 KOl GTO GUVOAO TOV TOLVIOUDV NG EPELVOG
arovotdlel ovotnuo payns. O maiktng kaAieiton va Egeiyel kot Oyl Vo OVTILETOTIGEL TOVG
exBpovc, av kot ota 4 and ta 10 Touyvidwa 0ev To Katapepvel. Mua dtadwkacio mov epeavileton
ouyva etvor m ovAdoyn avtikeévov (5/10) evd n misoyneic TV Toyvidoldv akolovdoldv
onTIKY TP®OTOV TPocsdTOL (8/10) pe 6Aa va epapprolovv Bacikovg yeptopots kivnong ( TAnKTpa
«W,A,S,.D» - Tlovtikt) kot aAAniemidopaong (mAnktpo «E» M apiotepd k). Evdweépov
nwapovotdlel n xpnomn Jump Scares ota 8§ and ta 10 moyvidw pe dvo amd avtd va gpeavifovv
VIEPPOAKT 1 AOTKOLOAOYNT (PO TOV OEV TPOKVTTEL PE KavEVA TpOTO amd tnv aprynon. Evod
T0. VTOAOUTO, TO YPNOLUOTOOVY KUPImG TN GTyUn 0 £x0pOg OV KATASIMKEL Bal TACEL TO TTaiKTY,
néA pe Wwitepn éueacr oy amdToun kGAvyn g 000vng amd TN TPOUAKTIKN Gryovpa Kot
OTIG HEYAANG évTaong NYwV Tov 10 cuvodevovy. Daivetorl pia Ton amd TNV KOWOTNTU TOKTOV
TOV €100VG TOL TPOLOL TPOG TOLYVIOLL TTOV TPOKAAOVYV GUVALCONUATIKES OTOKPIGELS TTOV OLPOPOVYV

TEPLOCOTEPO TA PLGIKA epebiopata Kot Oyl T oxEon UE TNV AP yNon TV atudseapo. Kot To
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nep AoV Kabdg To TOPATAVE AETOVPYOVV TapacknViakd, ytilovtag to €0apog yio TNV

EMLTUYN €V TEAEL TOPAYWYN POPOV O T OTTIKO-0KOVGTIKA pediouaTa EKTANENG.

AgnynpoTn dopn

H aonynuotikn doun oe O6Aa to mouyvidln mopovotdlel po ypoppikn mopeio, yopig
amokMoelg, kabmg o maiktng KoAsitar ovclOoTIKG Vo PldoEl O1dPACTIKG o 1oTopio. UE
ototyela Tpopov. Xg 2 amd T moyviole, VIAPYovV TapATAvVe amd pio EKO0YES GE ol Omd TIg

0TolEC 0 YOPAKTNPOG EMPUDVEL, EVD GE £V LTAPYOVY dVO EKOOYES GTIC OTTOIEG O TTATKTNG YAVEL.
Ontikd otovyeio

Evdwpépov mapovcialer mog oe 6 oand to 10 moryvidww 1o ypagikd mepPdAlov
ovolaoTikd omoteAeitarl and Pixel Art. @aiveton vo gpeavifetol pia tdon yevikdtepo 6to €i00G
Yol EMGTPOPT G€ OMAOTKES Kot GTUMIOPIOUEVES EKOOYEG YPOPIK®V OTtmg ovtd tng Pixel Art ko
EMGTPOPN 6TV asOntikn mov (amd avdykn) epeavildtay otig Tpdteg Kovoores. 'Eva and ta
moyviow epeaviCet otollopiopévo oAdd Oxt Pixel Art ypagikd kot ovo oamd avtd Eva

GLVOVAGUO PEAAMGTIKAOV YPUPIKAOV Kot GTUALOPIOUEVOV LOVTEAWDV.
Hymmkog oyedraopoc

O)lo o oy vida detyvouv 181aitepn 0QOGi®mGN GTO KOUUATL TOV NYNTIKOD GYEIOCLLOV,
pe ambient KUPi®MG TOVIKN HOVGIKT| TAPOCKIVIOL (drones) Kot [Le TNV ELPAVICT] TOALDY NYNTIKOV
€QE TOPOCKNVIOD Yo TN onpovpyio atpoceopos ayoviag. TapdAinia dha vyning évtaong

MMTIKA Q€ o€ cLVOLAGUO pe oTotyeia EkmAnéng (Jump Scares).
Yoppetoyn mTaiKT Ko ETA0YT)

>10 GOVOLO T®V TOLYVIOIDOV 1) GUUUETOYN TOL TOIKTN &lvol TEPLOPICUEVT KOl QLGTNPE
kaBoplopévn katd ™ oyedioon Kot o Pabudg emhoyng apopd kupimg v gueMéio Tov Kot T

TOYVTNTO TOV 6TO Vo EEPUYEL amd TOVg £XOpovg

Mepfariovikog 6YE010GNOS KOl GYEOLAGNROS EMTEIOV
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O mepParioviikdg oyxedtoopnog o€ 5 amd to 10 maryvidwa, akolovbel 10 HovIEAO TV
YPOQIK®V HE TN Ompovpyia owoOntikng mov Ouvuilel TIC TPMOTEG KOVOOAEC Kol Opopd
neplPdAlovio mov divovv TN yevdaichnon pHeyoAVTEPOL YDPOL OAAG pHE TOAD OLGTHPA
KkaBopiopéva Kot peavn 0pla OTov 0 ToikTng Ppicketol oTig dKpeg (.. T0iY0g amd d1odUcTUTO
dévopa Tov amd pokpld @aivetar 66cog). IapdAinia, T0 GHVOLO TOV TOLYVIOIDOV TEPLEYEL £Vl
eminedo, pe avotnpad kabopiouévo mePPAALOV TOV 0KOAOVOEL TNV AP YNoN Kol TopEXEL LIKPN

duvatodtto e&epedvnong.
Yyeo0onog ex0p OV

Ot gyfpol TV TaVIOIDV aKOAOVOOLV TIG GLUPAGEIS TOL €100VE Yo OMOKOCUES KOl
OOTPOMOCTIKEG  OAAL avOPOTOLOPPES PIYOVPEC MOV GTO GUVOAO TOV ToYVIOIOV 1 KOV
Aertovpyio TOVg gival va KOTASUOKOVY TO TOIKTN, €1TE GLVEXOUEVA KoL YPOULKE, €lTe Le TO Vo

enpaviCovrat kot va eapavifovtat ampogidomointa.
2.3 Mnyovég maryviormv

Ot Mnyavég mayvidoiov (Game Engines) amotelobv TN poyokokoAld OAwv ToV
oLYYPOVOV BVTEOTOLYVIOIOV. Xe ovTifEoN HE TO TPATO TALY VIO TOV KUKAOPOPNOAV GTA OPyLKAL
otad avamtuéng Tov €idovg, Omov 0 KABe TITAOG AMOTEAOVTAV OO KAOJKO OMUOVPYNUEVO
OTOKAEIGTIKA Y10, TO EKAGTOTE Oy VIdL Kot Yo T TAATEOpL 6TV omoia ovtd B KLUKAOPOPOLGE
(kamota kovoOA), To TTayvidlo TAEOV ONUIOVPYOVVTOL OTOKAEIGTIKA e TN ¥p1om Kamolag Game
Engine. Evdeiktikd avagépovtal Kamoteg amd TG o ompoireic: “Source”, “Unreal Engine”, “Id
Tech” “CryEngine”, “Havoc”, “REDengine”, “ Unity”, “RPG Maker”, “Godot” k.a. (Ritwik
2023). Ovowotikd, éva Game Engine givor éva mhaicio Aoyiopikod (Software Framework), pe
avtikeipevo ™ Onuovpyio mAektpovikov moryviduwv. O 6pog Software Framework o1
TANPOPOPIKT AVAPEPETAL GE EVA OLULUOPPOUEVO GOVOLO ETOVOPNGLULOTOLOVUEVO OVTIKEULEV®V,
BpAodONKdV, epyadeimv Kot AEITOVPYLUDV TOV ¥PNCLOTOLEITAL MG PACT Yo TNV AvATTLEN VE®OV
epappoydv. To 1610 to mhaicto Aoyiopkod pmopetl va givol TPOSRAGILO G HLOPPT AOYICUIKOD
(ONAad” avtoteLoVG TPoypappaTog), Ommg ivon o Game Engine. 'Eva té€to10 gpyaieio eivan
TOAD YPNOUO KOODS TPOGPEPEL U0, TUTOTOINEVT OOUN KOl AEITOLPYIKOTNTO, COUPOVY LE TNV
avdykn Tov Kabe 100V EQUPLOYNG, KOl APAIPEL A0 TO GYEIOCTN TNV VIOYPEWCT VO AGYOAEITOL
LLE TPOYPOUUATICUO PACIKOV AEITOVPYIDOV TOV B0l amouTtovoay TOAD XPOVo, VA gival E0KOAN Kot

OUKOVUEVIKGL OLOUOIPAGIUES UETOED TMV EPAPUOYDOV KOOV TOTOV. Xuykekpipuévo o Game
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Engine mapéyet v apBpmt (modular) Aeitovpytkdtnto oL AmALTEITOL Y10 TO YEPIOUO OA®V

TOV TAPAYOVIOV EVOG TOLYVIOI0V:

Rendering: Avagépetar ot dtodkacioo Topaywynsg KOVOV, amd TIC YNELOUKES
TAnpoeopieg mov kabopilovv 10 kOGO TOL TayVidov. To £dapog, Ta LoVTELD, Ol
VOES, 0 POTICHOG K.AT. AmoTeEAODV amAd bit ot pvhun, UEXPL Vo LETATPOTOVV
and to ocvotnuo Rendering tov exdotote Engine oe ewkova. H dadikacio avtm
TEPEXEL TOADTAOKT] TEYVOAOYIOL TOV GLYKPOTEL £vol OAOKANPO TOUED Omd HOVN
™G, EVOEIKTIKG HOVO, HE TEXVIKEG OmmC 1) pactepomoinon’, To Ray-Tracing®, to
Shading, Post-Processing k.a. mopdyetot Kapé — Kapé 1 €IKOVO TOL ToyVidLoV.
Xovomnpo @vowng: Kabe Game — Engine €xer éva Aydtepo 1 mePLGGOTEPO
aKpPéc cVLOTNUO TPOGOUOIMONG PLGIKAV PaIVOUEVEOV, OTTMG ivar 1 Papdtnta,
P11, doknomn SuVAIE®Y Kol OVTICTAGE®V, TPOGOUOUDGELS VYPOV K.0l. , TO OTOL0
TPEXEL TOADTAOKOVG VITOAOYIGLOVG MOTE TO, YEYOVOTO, TOV AVOTOPLOTE TO Ty Vidl
va etvat peoMoTIKG, EKTOG €AV TPOTIOEVTOL SLUPOPETIKE Ol GYEIUOTES, KOOMG TO!
GUGTNLOTA PUGLKNG ELVOL TOPAUETPOTOUGLLLA.

Collision Detection: Amote)el Egxmpiotd cvotuUa, Topdro mov Ba pmopovoe va.
Bewpnbel vmo-cHoTUE TG TPOCOUOI®ONG PLOIKNG, Tov evtomilel mOTE OVO
avtikeipeva oto mayvior cvykpovovtat. [Ipokertar v facikd epyareio yia
oyedioon evog mayvidlon, Kaddg and tov evtomicud cuykpovoemv kabopilovron
{omg ta TEPIETOTEPQ YEYOVATA EVOS TTOLYVIOLOV.

"Hyog: Ot mepiocdtepeg Game-Engines dwaBétovv éva chotuo dtayeipiong tov
Nyov mov mePAaUPAveL, amd TNV AVATOPAY®YN NXOL GOV OTOTEAEGUO KATOL0V
YEYOVOTOG K.AT., LEYPL TNV PEOAGTIKN dUXLYLGT TOL YOV GTO TPLGIUCTUTO YDPO

péca amd cHvOETOLG LTOAOYIGHOVG,.

2 «raster graphics, £&vag TOTOg YNPLOKNG EIKOVOG TOV YPNGULOTOLEL LKPOGKOTIKE, 0pBoydvia eikovoototyeio (pixels)
dtetaypéva g oYNUOTIOUO TAEYLOTOG Yo Vo avamapactioovy pia gwova.y [Inyn: (Encyclopedia Britannica

2023)

3 «To Ray-Tracing eivat pio Te(VIKT andd00NG TOV UITOPEL VO TPOGOLOIDGEL PEAAIGTIKG, TOV QOTICHO WG GKNVAG
KOl TOV OVTIKEWWEVOV TG 0modidovtag puoikd okpifeic avtavokAdoels, S10OAAcEL, OKIEG KOl EUUECO QOTICHO.
ANovpyel EIKOVEG YPOPIKAOV DITOAOYIGTH aviXVEDOVTAG TN O100pop| TOV GMTOS amd TNV Kdpepa mpooing (n omoia
kaBopilel TV dnoyn oag otn okNnvn), LEG® Tov emmédov mpofoing 2D (ermimnedo pixel) o.0. 1 006vn, EE® 61N KNV
3D ka1 wiow oT1g TYEG ewtos.» [Inyn: https://developer.nvidia.com/discover/ray-tracing
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Ipoypappatiopos: O mpoypappaticpds €ivor 10 Mo Pocikd KOUPATL NG
onuovpyio evdg maryvioov, kot too Game — Engines mapéyovv moAAG €tolpa
CLOTNHUOTA YO TN SloLKElpLoT Tov, amd TN Topoyn PPAoONK®OVY Kol epyaleimv pe
£TOO GLVTOKTIKO KOl TPO-KOTOGKELAGUEVEG AELITOLPYiES, UEXPL TNV TAPOYN|
Node-Based programming ocvomudtov (Tpoypouuatiopos Poaciopévog o€
KOUPOLG), Eva GUGTNO ONAOT OTTTIKOD TPOYPOUUUATIGLOV, OOV OEV OTaLTEITAL 1
YVOOT KATO0 YAMCCOS TPOYPUUUATION0D, Kabmg 1 dadikacio amAlomoleitol pe
™ obvdeon peta&d Tovg KOUP®V OV TEPLEYOLV  OOKPITEG  AEITOLPYIES,
ouvopTNoELG 1 Koppdtio dedopévav kol mapéyel TANOmMPo SLVOTOTATOV Yo
onpovpyia wWwitepa GHVOET®V GLOTNUATOV.

Animation: Ou mepioocdtepeg Game-Engines mapéyovv cvotiuato yu
dwxelpton tov Animation TV YOPOKTNP®V Kol TOV OVIIKEWEVOV. AVTA
TEPIAMAUPAVOVY GKEAETIKES OWES, KAUTOAES ovAmTLENG Kivnong 610 ¥povo K.
gpyaieia yua o xepopd Tic kivnong mov oivetl (o1 oto mayvidt.

Al Baowo gpyadeio yia ) kivnomn tov NPCs c¢ éva mouyvidl eivan to cuotipota
TEYVITNG VONUOGVUVIG TTOV TTAPEYOVTOL TEPIGGOTEPO N AIYOTEPO OAVETTLYUEVO, GTA
game-engines kot cuviOmg aeopovy v gbpeomn Oldpopdv yie Non-Playable-
Characters 11 yw VTOAOYIGHOVG 7OV OPOPOVV TO TOIKT, N oKOUN Kol TN
TOPOLETPOTOINGT KO SLAXEIPLOT) TNG YEVIKOTEPTG CUUTEPLPOPEG EVOS YOPOKTHPAL.
AWKTO®ON: AvoQEpPETOL GTN AELTOVPYIKOTNTA YO TOAAOVG TAIKTEG, OTOL Ol
Engines mapéyovv cuotnUaTo GE GYECT] LUE TNV OPYLTEKTOVIKY| TEATN-OIOKOULOTY,
TOV GUYYPOVIGLO YEYOVOTMOV HETAED TMOV TOUKTAOV KOL.

Awyeipron pvipng: ‘Eva Engine Beltiotonotet m dwayeipion g pviung kot o€
eMinedo amofNKeELONG KAl GE TPOUYUOTIKO XPOVO, EMAEYOVTAS OLUTOUOTOTOUEVL
ol ovTikeipeva Bo goptdoel kot moHTE, KAVOVTOG TO SUVALUKG LE GTOXO TNV
opaAn €£EMEN ToL MO VIOD LE TN HKpOTEPN emPapuvon tov hardware, ®ote
avTo va givor dtaféoipo ava Tdoa otryun Yoo cLVOETOVE VITOAOYIGLOVG.

Eicodog maiktn: O yepiopog €66dov dwayepiletar ) Aqyn kot v epunveia
TOV EIG03MV TOV YPNOTAOV Ond SAPOPES GLOKEVEG, OMMG TO TANKTPOAOYO, TO
TOVTIKL, TO YEPLOTNPL0, 1| 006V 0E1G K.0.. AQOPE TN LETAPPACT] TOV EVEPYEUDV

TOV YPNOTN GE EVIOAEG TOV €MNPEALOVY TNV KOTAGTAGT TOV ALY VIS0V,
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o Aw-mhat@oppikn vrootipEn: Ta Engines avaiopupdvovve Ty KataokKewt Tov
TEAMKOV AOYIGUIKOD TOVL Touyviooh mov Ba ¢tdoel oto ypnotrn. [loAAd ot
wepAaUPavouy EMAOYEG Yoo TNV €AYy GLTOV Yol TNV EMLTUYN AELTOVPYIO TOL
o€ OlPOPETIKEG TAATOOPUES OTMMOC TO. OLPOPETIKA AOYIGHUKE VTOAOYIOTY|,

KOVOOAEG, KIVITEC GUOKEVEC.
To g ko 1 emhoyn ™ Unreal Engine

[Ipwv Eekiviiom v avantvén tov moryvidod SiEdeta eCoikelwon pe TO AOYIOUIKO TNg
Unity aAAd kot pe aiiec Myodtepo yvootég Game Engines, wotoco enédea t petdfoon otnv
Unreal Engine ywo tnv avémtuén tov moyvidlo, e yvopova v avaykn yio eéoweloon pe éva
Engine mov amoteAel Industry Standard, kabag €xel ypnowomonbel otn dnpiovpyio. TOAA®V
AAA tithov moyvidiov? kol TV apTIdTEPT ATOTOTMGON TOV YPAPIKOV Kol KUPIMG TOV GmTOG
and v Unreal oe oyéon pe t Unity, TovdAdyiotov péypt ) OTIyUN TOL YPAGETOL QTN M
epyaoia, ovaykoiog Tapdyoviag e Eva matyviol pe oTd o £va TOAD GLYKEKPIUEVO ATOTEALECLL GE
eninedo ypapkoh mepifdriiovtog. Puowkd kot ta 60V0 AOYIGHIKE omoTEAOVV TOAD 1oyLPA
epyodreia ylo éva oxedlooT TOPEYOVTAG SUPOPETIKEG SVVATOTNTEG KOl EXOVTOC TAPAEEL OPKETA
ONUOPIANG Kot emTLYNIEVOLS TiTAOVG. Emyepdvtag va kdve pia didkpion Kamolmv Pacikdv
YOPOKTNPLOTIKOV TOV OV0 UNYOVAOV ToyVIOLdV HEGA TN TPOCMOTIKY HoL eumelpio, Bo £0TIACM:
a) oto Badpé gvkoriog mov mapovoidlovv, pe v Unity va divel éva apketd mo QKo Kot
e0ypNoto TEPPAALOV GE Evav apydplo GYESNGT AOY® TNG MIKPOTEPNS TOAVTAOKOTITAS TTOV
EUTMEPLEYEL, KATL TOV KAVEL TO GLUYKEKPLUEVO AOYIGUIKO KOTOAANAOTEPO Yo Vo ovamTOEEL £VOg
oXEO100TNG TA TPAOTA TOL TaLyVvidln o€ HKPOTEPO YPpdVo, oe avtiBeon pe v Unreal mov amortet
TEPLGGOTEPO YPOVO eCotkeimong oAl Kot avamTLENG AOY® TG TOAVTAOKOTNTOG TOV SAPOP®YV
dwdwoctmv. Ao v aAAn B) n xotd moAd oyvpdtepn Unreal oto eminedo amotdm®ONG
PEAMGTIKOVD YPUPIKOD TEPPAAAOVTOS, O TNV KAVEL TN UNYavY] ETAOYNG Yo T Ompovpyio
TOLYVIOLDV TTOV €YOVV TIG GLYKEKPLUEVES amotnoelg evd ot Unity {owg eivor emBountd va
OTPOPEL 0 GYESNGTNG TTOL £XEL KOTA VOU pio GTOMIAPIGUEVN 1] QPN PIUEVT] OTTOTVTTMOCT] YPOPIKOV

TePPAAALOVTOC, OEOOUEVOL KOl TOV YOUNAOTEP®V OTOITHCEMY VITOAOYICTIKNG 1GYVS TOL £XOVV

4«0 6pog "Tlaryvidio AAA" givar wa Gromn tavounon tov ypnoiponotsitar ot Prounyavia Prvreomayvididv yio
va. VTOdNAMGEL oy vidto LYNAOD TPOHTOAOYIGHOV, VYNAOD TPOPIA OV TapdyovTol Kot StvEHOVTOL GLVRO®G amd
peydAovg, yvaotovg ekdotes.» Inyn: (Glossary: AAA Games y.x.)
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tétola povtéda, Ba amoteAohoe omaTdAn TOP®V va avartuyBobv HeE TOVG 1O10ITEP ATOLTNTIKOVS
VTOAOYIOTIKG unyovicpovg ¢ Unreal. TEAOC Y) TO0 oUOTNUO OTTTIKOD TTPOYPOUNOTICROV LIE
kopupovug “Blueprints” tng Unreal eivar diaitepa xpnoipo yioo Tov 6xed100TH OV OV OLa0ETEL
eowkeioon pe yAOooes mpoypoppatiopod kot 0o Mrav dwaitepa SVGKOAO Vo ovoTTUEEL

oVVOETOVG UNYaVIoHOVS oy Vool péoa amd to mepiPdiiov C# g Unity.

JuyKekplévo T oty mov Eekivnoe M avamtvén Tov oy vViooU giye  HOMG
Kukhopopnoet | 5" ékdoomn g Unreal Engine kot e avt faciotnka, kabmg elonyoye iaitepa

oYVPEG VEEG TEYVOLOYIEG TOV TTOPEYOVY TANOMPA VEDV SLVOTOTHTMV.

H teyvoloyia mov pog evdlopépel 610 TAOICIO OVTAG TN avAAVOTNG €ivol TO HOVTEAO
ootiopod Lumen. [No va gtdoovpe 6to ywori to Lumen omotedel OG0 yprioun mpocsHnkm
TPEMEL VO VaADGOVE TG AgtTovpyoVV Ta poviéda oticpod. Eva Game Engine, 6mwmg kot éva
LOYIGHIKO TPISIAGTOTNG HOVIEAOTOINGTC, YPNOILOTOLEL TpEic Pacikoig THmovg ewTds ° : a) Point
Light — Xnpewoko mg: Avt 1 Inyn eKTEUTEL QG TPOG OAES TIC KOTELOVVOELS, EEKIVVTAG 0T
éva onpeio, ovuyva ypnotponoteitar yioo va mpocopoldoet po Aauro. B) Spot Light — ®wg
Mpoforng : Avti N YN EKTEUTEL POG GE £V KOVIKO GYNUO e eKKivon omd 10 KEVIPO TNG
myns, €m¢ 10 onueio e€ocBévnong, awtd to g potalel pe avtd evog mpoPolréa Bedtpov )
Directional Light — Katgv@uvtikéo ®og: Avti n iy ekméUnel gmg Tpog pio katevbuvon, pe
TAPOAANAEG OKTivEG TOVL KOTOAQUPAVOLY TO GUVOAO TOVL YMOPOL Kol c€ avtiBeon e To
nponyovpeva, dev e€acbevel oe évtaon Paon g amdcToonS. XvviBmG ¥PNCLOTOLEITAL Y1l TN
TPOGOUOIWGN TOL NAMOKOD PMTOC 1) TOL YEVIKOTEPOV PMTOG TePIPEALOVTOg piag oknvhg. TéAog,
Qm¢ oe po oknvn pmopovv vo mapéyovv kKo to. potewvd avtikeipevo (Emissive Objects)
avTikeipeva OnAadn mov S100ETovy LAIKO TOV EKTEUTEL YOG, TO MG TOL OVTUVOKAATOL OO TO.
VAkd ot oknvn pe v avtictoyn wwwmta (diffuse light) oAAd kot 10 oyKopetpkd Pwg

(Volumetric Light) onAadn to ¢o¢ mov avaxkidtot omd To popto VoG OYKOL OTMG ). 1 OULYAN.

5 https://www.cs.uic.edu/~jbell/CourseNotes/ComputerGraphics/Lighting AndShading.html
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1. Koatevbovtikd pog - Kataypaen O06vng 2. Znpewxod eog - Kataypaen O86vng

3. ®wg pofors - Kataypapn O06vng 4. Ootewd avrikeipevo - Kataypagr O06vng

o va. onpovpynBel 10 tehd ontikd amotédecpa T oknvig 1o Engine ogeiiel va
VTOAOYICEL TNV EMIOPACT] OA®V TWV OPUTAOV POTEWVOV TNYDOV GTO GUVOAO TOV OVTIKEILEVOV TNG
OKNVNG, OOTE va Tapdéel éva pealoTikd amotédeopo. o va emtevyfel avtd amoteAecpatikd
0€ TPAYUOTIKO XPOVO, KATO TN OBPKEWL TNG POCTEPOTOINCNG, TOL AVUPEPONKE TaPUTAV®
vroloyiletal To YPOUO TNG EKAGTOTE EMPAVELNS, PACT TOV SABECIUOV TNYOV POTOG EVA Y10, VO,
anodofovv ov okidoelg, vmoAoyiletar M amdcTOon TNG KAOE EMEAVEINS amd TN 7TNYn Kot
onuovpyovvror shadow maps mov ennpealovv avticTowo TNV EOTEWVOTNTO TOL EKAGTOTE
YPOUATOG. Avth €ival o amodoTiKY SlodKacia, He HETPLOG PEOAIGTNKOTNTOS OTOTEAEGLLOTA,
OV AOLVATEL OU®G VO ATOdMGEL AVTOVAKAAGELS Kol dtobAdcel Tov eTtdc. [ vo amodoBodv
avTd, 6T Kot o aKPPNS oKIACES o TEAEVTALNG TEYVOLOYIOG AOYIGUIKA O VITOAOYIGUOC TOL

avatifeton og poviéha ray-tracing.

Ta cVyypova Aoyiopkd PBacilovtar oto povtélo Ray-Tracing 1o omoio €mt g ovsiog

TPOGOUOLALEL TO TPOTO [E TOV OTOT0 AVTIAOUPAVETOL TO MG TO AVOPOTIVO LATL GTO TPAYUATIKO
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KOGLO, ONAAON OC TO GOVOAD TV OKTIVAOV OV UETA OO TO GUVOAO TMV AVAKAUCE®DV GTO YDPO,
KOTOAYOUV GTO UATL KOl O €YKEPOAOG TIG EPUNVEVEL MG EIKOVA, OVACTPEPOVTAS OUMG TN
TAPOTAVE JlodIKacio. XT0 ray-tracing To «yneuokd paTwy, dNAadn 1N KAUEPO TOV TOLYVIOOV,
EKTEUTEL OKTIVES TTOV AVOKADVTOL OTIG EMPAVELEG LE TPOTO TOPOLOL0 LE TO TPOAYHOTIKO, DOTE VO
TOPAEEL U0 POTIOTIKA PEAALCTIKY] TPOGOLOIMOT) TOL YDPOV, OO TNV ONTIKN TNG KAUEPUS KAOE
ottyun. To {mnuo og avtd elval mmG 01 VTOAOYIGHOL oV TOl givon W10iTEPOL TOAVTAOKOL Kol GpaL
amortTikol og eminedo VIOAOYIGTIKNG 1oyvS, {Tnura Yo to omoio epgaviCovral dvo Avoelg: H
TPOTN APOPd TOV TPOVTOLOYICUO TOV POTOS (ot oKNVIS (To Agyopevo Baking) , £161 dote OAN 1
amortnTikn Kot ypovoPopa dwadikacio va cvopuPel katd ™ Swdwacio ™G mopaywynsg evog
TOLVIOo0 Kot vo. amoAldEel amd avtd 10 Pdpog 1o hardware tov maiytn pe amotélecua
KOAOTEPT) aOO0G, GAAG Kot TNV 1O10ITEP PEAMGTIKY OMOTHTWGT TOV AVOKAAGEWDYV, TOV GKUDV,
OM®G KOl TOL EUPEGOV PMOTOC TTEPPAALOVTOG, AL TOAD POCIKO HEOVEKTNHO, TNV 0OVVOUIN
XPAONG OLVOUIKOD OOTOG KOODS Kot TV ovaykn OAo TO OVIIKEIHLEVO OTN GKNVI] TOL

emnpealovtot amd To gV AOY0 MG va, eivol oToTuKd.

To povtého poticpod “Lumen” mov epgaviomnke oty Unreal Engine 5.1, amotelel o
AOOTM Yo OPKETA PEOMOTIKO OMOTEAEGULOTO GE EMIMESO QPOTIGUOD, MOTOGO elvor TANPWG
duvapkd kot dev éxel LVYNAEG amoutnoels oe emimedo hardware. o va 10 emtdyel awtd,
ovolooTikd epapuolel texvikég Ray-Tracing oe omAomompuéves €k00yEG NG OKNVAG Kot
ouvOLAlEl TO OMOTEAECUO GTOYXEVOVTIOG GTO HEYOALTEPO Pabud peoicpov. Zvvovdlovtog
S1épopo. TpwTOKOAO 6mec 10 SSR® kou to SDF’ dote vo mopdéel omotedéopato mov
npoceyyilovv v moldtnTa oG oknvng mov €xel vootel Baking ympic va amoiteiton 1 v Adyo
dwdwoasia, vrootpilovtag duvopikég aAllayés oto emc. BéBata kKot avtd 10 poviého votepel o
EMIMEDO AVOKAAGE®MY, MGTOCO UTOPEL VO TAPOLGIAGEL PETPLOG TPOS TKOVOTTOITIKNG TOLOTNTOG
OVOKAQGELS GE OvTifEoN e TO OMOTEAEGLOTA OMANG POCTEPOTOINGNG OV dEV TAPOLGIALOVY
kaB6rov. ‘Etor amotelel eni g ovoiag éva poviého Ray-Tracing pe duvatdtnto QopRoyng o€

TPAYLOTIKO ¥pOVO Kot VTOGTIPIEN SOLVOLUK®V OALXLYDV GTO POC.

¢ Screen Space Reflections: Amotehel i teyviky dnuovpyiog avarxidoemv povo and to dedopéva mov eivol opatd
otV 0006v1, dote va amopevydel peydin emPdpovon tov hardware.

7 Signed Distance Fields: Anote)ei teyvikn anodfkevong tAnpogopimv andotacnc omd o YOpm OVTIKEIEVA 6TO
010 10 avtikeipevo, TPocdidovTIaS SVVATOTNTEG LTOAOYIGUOD (QMOTICUOD O TPUYHOTIKO ¥pOvo Yo cuvOeTeg
YEMUETPIES.
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"Evog axoun mapdyovtoag mov odnynoe otnv emaoyn ¢ Unreal Engine givotl to cbotnua
“Blueprints” mwov owbétet. [Ipoxertan yia éva cvGTNUO TPOYPAUUATIGHOV Tov Paciletal ot
xpoM KOUP@V Yo T dNUIOLPYID AEITOVPYIOV TOL TTALXVIOOD UEGH OO TOV AEYOUEVO «OTTIKO
TPOYPOUUOTIOHO», éva  oOoTnUo mov o€  oviifeon pe T ovvnOwouéveg YADGGOEG
TpoypappoTicpoy wov Pocilovial oe keipevo, avtd Asttovpyel pe T ypnHon KouPwv, mwov
ocvvdéovtor petald Tovg ypappkd n un. Iepiéyetl £tolpovg kdpuPovg, cupPdvto GuVaPTNGELS Kot
HETAPANTES Yia T OMovpyio OTOGONTOTE AEITOVPYIKOTNTOG ATOPAITTNG Yo £va ToViol, Kot
N TOPAYOYN ETOVOYPTCLLOTOOVUEVOV TPOYPOUUATICUEVOV OVTIKEWEVOV HE  SLVATOTNTO

LLETAPOPAS GE OAUPOPETIKA EMITEDD TOL TOLYVIOOV 1| AKOUN KOl SLUPOPETIKA Ty vidtaL.

J Delay

»
& Event BeginPlay / N ——
»

° _f Play Sound at Location

»
Completed [ —

ound

J Frint string
» D
In String
v
J Build String (Float)

Append To Retu

5. TMapaderypa evog Blueprint. Ewodva and Unreal Docs

24 Game Experience Questionnaire (GEQ)

Metd v 0AoKANP®ON TNG AVATTVENG TOL TToy VISV Kot TV dNHocievon TAEOV TOL TEAMKOV
. , . PR , . ,
épyov o610 JwdikTLO, GTOV 10TOTOTO ““itch.i0”, o GeAida ywoo v Stokivnon moyvididv
aveEapmtov OMUovpydv, £ywve 1 TPo®ONCN TOL TALYVIOOV, GLUVOOELOUEVOL OO &V
EPOTNUATOAOY10, GE TPOCHOTIKO KOKAO avOpdmmv aALd Kot HEGO amd To KOWOVIKE d1KTLA TOV
“AvArts Game Hub”, piag opddog amd dddokovieg kot gortntég tov loviov IMavemotnpiov pe

GKOTO TH TPOMANGN TOL £PYOL TV SNoVPYGY TG KowvdTnTag. ©

To epotuatorldylo mov cvvodevel to malyvior eivoar 10 “GEQ — Game Experience
Questionnaire” (IJsselsteijn, de Kort ka1 Poels 2013), éva gupémg dtadedopévo epoHaTOAOYLO

a&1oAGYNOoNG TNG TOLYVIOIKNG EUTELPIOG LLE EQPOUPLOYN CTNV £PEVLVA Y10 TANODPO TOLYVISIDV ALY

8 https://avarts.ionio.gr/festival/2023/en/artworks/1003/ , https://www.facebook.com/avartsgames

26


https://avarts.ionio.gr/festival/2023/en/artworks/1003/
https://www.facebook.com/avartsgames

Kol peyaAn moapovcio otn PBiproypaeia. (854 avapopéc ovppova pe 1o Google Scholar, pe

npdoPaon otig 20/12/2023). To epomnuatordylo mapéyxel 4 ondadeg epotmiocmv: 1) Tn Pactkn

evomra (Core Module), 2) Tnv ékdoon evidc mayvidov (In-Game Version) 3) Tnv evomnta

Kowwvikng mapovciog (Social Presence Module) kot 4) Tnv evotra petd 1o mouyvidr (Post

Game Module). ['a v a&lordynon tov moyvidov “Follow The Light” ypnoworotovvrot ot 33

EPMTNOELS TG PacIKNg evoOTNTOG TOV AEI0A0YOVV TNV TOLYVIOIKY] EUTELPIO GTOVS TOPAKAT® 7

a&oveg:

Competence-Ikavotnta : Avoeépetoar otnv aicOnon wkavotroc. AnAadn ota
cuvalcOnuata gveopiag, emrTedylatog Kot vrepn@Avelng mov aichavinkav ot
naikteg moilovtog To moyvidt

Flow—Pon: Avagépetor ota cuvoicsHnuato cuyKEVIpmons, omoppoOPNoNG, ATMAELNS
g aiocOnong tov xpdvov 1| amd TV AAAN ATOAELNS TOV EVOLAPEPOVTOS TailovVTOS TO
oLy viot.

Tension/Annoyance—Evtaon/Evoyinon:  Avoeépetor ota  cuvaicOnuota
dVoPOoPIag TOV EVIEYETOL VAL EVIOGOV 01 TAIKTEG AOY® TNG SVGKOAING TOV Ty VIS0V
Sensory and Imaginative Immersion - AwOntnpokny ko PavrooTiky
Eppo0on: Avaepépetar oty aicOnon gppvbiong mov amoktovv ot maikteg mailovtog
to mayviol. Tpelc epomoelg apopodv meptosdtepo epPfvbion AOYO TOV UNYOVIGULOV
TOL oy VIowoL, Ko tpeic eupibvon oto eminedo g paviaciog (tepiParrov 1otopia
K.AT.)

Challenge—Aoxipacia : Avapépetor oto cuvousOnuata TpdkAnong mov deyeipovv
TO EVOLOPEPOV TOV TOUKTT

Positive Affect—@gTuk1] emidopaocn: Aepevuvd ) 0100KESOON Kol TNV ATOAAVGT] TOV

TOLYVIO00

. Negative Affect-ApvnTikny emidpaon: Aepgovd 1t dnuovpyio  apvnTIKOV

cuvalcOnuatwv omd to moryvior 0nwe, Bupdc, epebiopog, amoyonTevom.

H ypnon evog tétoov epmtnpatoroyiov givor dtaitepa onpovtiky ywo v a&loAdynon tov

T VIO00 HEGO OO TNV ONTIKY TOV ¥PNOoTN Kot Eva ypolo epyaieio v tn Peitioon tng

eunepiog TV TOKTOV. MAMOTO, €VIAGOOVING KOl EPMTNCELS TOV OPOPOVV YEVIKOTEPQ

onuoypagikd dedopévo Omwg M MAkia, T0 @VAO TOL YpNoTn, M &foikeimwon TOL pE TO
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Bvteomayvidla K.o. dvvoTon Vo VTEPEEL KOADTEPT KOl TTLO GTOYEVUEVT] KOTAVONGN TNG EMIOPAOTG
TOV TOUYVIO0D Kol HEGO amd TO TAPAmTAve vo 0dnyndodue otn teMkn a&loAdynon Tov Kotd
OG0 TO TOVIdl TETVYE TOLG GKOMOVE TNG ONUIOVPYING TOV Kot €6V Ol va Adfovpe Kdmolo

KaTteBVVOT MG TPOG TO Y10t O€ TO EKOVE.

YUyKeEKPEVE, TEPO OmO OAOTIKN afloAdynon Tov moyvidoy, 1 ETAOYN TOV
OLYKEKPIUEVOL EPOTNUATOAOYIOV €yve KOOMG KaAOTTEL €vor €VPD PACHO GLVOICONUOTIKOV
amoKpiceE®V TOL ToikTN, Ho Waitepa ypnown pétpnon vy to €idoc tov Survival Horror,
KOADTITEL IKOVOTTOMTIKA TO Topdyovta TG eUPubiong, mov anotedel Pacikd 6TOYO TOV TOLYVIOI00
mg epyociog Kot TéA0G, AOY® NG gupeiog ¥pMong Tov Umopel va AEITOLPYNOEL Kol MG EVa

gpYOarElo GUYKPIONG TG AElToLPYiog Kol EMLTLYIOG TOL TOLYVIOOV PE AALOVG TITAOVG.

3. Xyeolaonm

Ye avtd 10 KeEPOAUO mePrypdoeTal 1 drdikacio NG oxedlacng Tov TALXVIOoD OV
nponyeitoar ™G avdmtuéne. Apywd, ot0 vrd-kepdAoio 3.1 avaldetor mn Asrtovpyiog NG
eupobiong ota Pvteomaryviow péoa and ™ PPAoypaic, 6T cuvEKE 6TO VITO-KEPAAOLO 3.2
napovotaletal to Tp®To Prpa g onovpyiog Mood Board, mepilapBdvovioag Tic OmTIKES
avaeopés Yoo v emBount) aohntikny tov moryvidwov. H dwdwocio cvveyiletar pe ™
Aemtopepn avaAvGT) ToL GEVAPiOV 6TO VIO-KEPAANL0 3.3, HEGM TNG TAOKNG KOl TV YOLPOUKTP®V,
eved mapovstalovror kot ot Beopntikég Pdoelg yoo v aviamtuén tov cevapiov. XTo Vmo-
kePOloto 3.4 vyivetor eE€taocm OKNVODETIKOV EMAOYDOV KOl 1) TOPOVGIOGT TEYVIKOV TOV
evioyvovv Vv gufifvon kKot oAoKANpAOVETOL pe TV avdALON NG dadKOGIOG Kot TNG EPEVVOG

YOP® amd TOV NYNTIKO GYESUGUO GTO VILO-KEPAALO 3.5.
3.1 Eppv0won

opeova pe 1o povtédo “SCI” (Sensory,Challenge,Imaginative) mov mpoteivetar amd ™ peAétn
“Fundamental Components of the Gameplay Experience: Analysing Immersion.” (Ermi kot
Mayra 2005) n eupvoion ota Prvreomaryvidin umopel va ympiotel oTic Tapokdtom Kotnyopieg: 1.

AweOnmproxn epPfodion 2. Eupodion tpoxinong 3. Eupovbion eavtaciog.

H acOnmproxn epfobion avagépetal 6TovV OTTIKOUKOVGTIKO KOGHO TOL TOLYVIO00, TO KOGHO
oniaodn mov avtihapPovopacte pe T aohnoelg poc. Meretd to TPOTO MOV TAL OMTIKG KOl TO

Tk epebicpata kdvovv To KOGHO TOV TOLYVIOD OPKETE MGTEVTO, MCTE VO KATAPEPVEL VL

28



OMUOVPYNGEL EVIOVOTEPT) GUVOEST] GTO TOIKTN LLE AVTO, OO OTL E TO TPAYUATIKO KOGLO KATA TN
dwapkewn ¢ epmepioc. H epuPfvdion npdxinone avagpépetol otn o1ddpact Kot oxetiletol pe v
1G0PPOTIO, TPOKANGEWDV KOl TKAVOTHTOV TOL TOPEYOVTOL GTO TAIKTY 6TO KOGHO TOL Ty VIS0V,
elTe aPOPE TN UNYOVIKY] TOV GUGTHHOTOC, E1TE TIG GTPATNYIKEG AMOTNOELS VOGS TTayvidlov. Mo
1GOPPOTNUEVT] dlayEiplon avTOV TV Tapayoviov odnyel oe o eupudiotikn eumepio. H
euPovdion goavtaciog apopd tn cHVOEST HE TNV 10TOPICL TOL TALYVIOOV, TNV TOVTION HUE TOVG

YOPOKTAPES KOL TN TAOKN KOt TO TPOTO OV dNUIOVPYEITOL AmoppOPNoN O TO TOPATAVE®.

e po TPOTOoN TPOTOTOINGNG TOV TOPOTAV® HOVTEAOL TOL Tapovotaletor otn perétn “Dark
waters: Spotlight on immersion” (Arsenault 2005), 0 GuyypaPENS TPOTEIVEL TNV AVTIKOTAGTAO
TOV TOPAYOVTO TNG TPOKANGONG HE OVTO TNG CLOTNUIKNG euPvbiong (systemic immersion),
AVOPEPOLEVOS OTN KATAGTAOT) TNG OTOO0YNS TMV KOVOVAOV TOV TToyVIOo0 KOl TOV VOU®V TOV
S€movV ToV KOGLO TOV, OTTMG Yo TOPAOELYLaL 1) KEVIGT) TOL YOpOKTPO TOL TAKTT Kol Ol pUGTKOL
TOV TEPLOPIGHOL, YEVIKOTEPO TN UNYOVIKY TOv moryvidod. H mpdtaon avtr Pacileton oty
Tapadoy] TMG TPOKANCN Kot dokipacio epeoviletal Kot g pn Stadpactikd péca, avtd OUmG
7oV €ivol oNUOVTIKO 6Ta TTayVidla gival 6€ TPATO GTASIO Ol UNYOVICUOT S1AdPacT|G TOL TOUKTN
Vo [E TO moryvidl vo tval KatdAANAOL Yoo TNV EMLTUYN ONUIOVPYIN TPOKANGEMV Kol TEAMKA TN

Katdotoon g eppfodiong.

Eniong, o Arsenault mpoteivel v avtikatdotaon tov 6pov “Imaginative Immersion” pe
tov 0po “Fictional Immersion” oyoldlovtog mwg o 6pog «pavtacion gival oA gvplc Yo va
TEPLYPAYEL TIG aVAYKEG VOGS TTatVIdoL koBMG M évvold g eavtoaciog eivar ovT®mg N GAAMG
amopOiTNTN Y10 TN KOTAVONGN TOL TEPLEYOUEVOD £VOG TTaLy VIS0V, OL®S Pactkd otoryeio avtol
etvar n «pvbiotopnuatikry  (fictional) cvvoyr. H omuovpyio evog koéGpov mov potdlet
aLOVTAPKTOG Kol GLUTAYNG, MOTE Vo gival 1KOVOG vor dlEYeipet TN gavtacio Tov moikTn Kot vo

TpoKoAEGEL TNV gUPubio.

AmodeyOuevog 10 TOPOTAVED HOVTEAOD KOl YPNOUYLOTOI®MVTAG O0poAoyieg mov  potdlovv
KOTOAANAOTEPESG Y10 VO TEPLYPAPOLY TO. PrvTeomaryvidlo onpepa Kot TopdArnia epappdlovot
0TO TOVidL TG epYyaciag, TapafET® TIC TOPAKAT® TEXVIKEG TOV Oe®Pd OmOPOITNTES Yio TN

dnuovpyia pog eppobiotikng epmepiog:

1. Xopikn epfvbion: Anoterel koppdtt g H dnpovpyia evog meptPdAlovtog peoioTikoh

KOl GUVEKTIKOV, €IT€ HE TO UEYIOTO PEAAMGUO OTO TOUYVIOD LE PEOMOTIKEG OVOPOPES, €1TE pE
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OTTIKY] Ko aloOnTiKy] cvvoyn ota moyviow eaviaciog. “Eva wepipdiiov yio mopdoetypo wov
ocuvovdlel ™ SvVOTOTNTO EKTETOUEVNG €EEPEVVNONG OTN MEYAAN KAlpoKo kot tnv Eviaén
AETTOUEPEIDY IOV OV £XOLV Koo GOVOEST e TN KEVIPIKY LoTOPict 6T HIKPN KMok OTov o
YPNOTNG EPYETOL TPOOUPETIKA G€ aAlnAeniopaon pali tovg. Me avtd 0 TPOTO emtTLYYAVETOL I
AVTIANYN TOL KOGLOL TOV TTOLYVIOOD MG U0 OAOTNTO, TOV OEMETOL OO SIKOVG TNG KOVOVES KO
eumepiEyel otoryeia Ko yeyovota avbfomoapkto mov dev emnpedloviol amd Tn Topovsio M Tig
amoPAcel; Tov maikt. Etotl 0 K6oH0g Tov oy vidion «maipvel capKo Kot 0GTA» APHVOVTAG GTOV
naiktn poévo v guhHvn Tov va cuvdtaArayel poall Tov ywpig va apeiofntel TV avbevtikdTnTa

TOV VTOGLVEIONTA KATL TOV HEUDVEL TN dVVATOTNTO TOL VO GLVOEDEL

2. Aonynuoatikn eupodion: H dnuovpyia piag evdlopépovoag TAOKNG 1 omoio dev €xel
TapoAeiYelg Kol AOYKd COAAULOTO, TOPOLGLALETAL PE TPOTO KATOVONTO GTO YPNOTN KOl TOV
onpovpyel v avdykn va pobaivel GLVEXMG T GLVEYELD Kol VO, TACEL GTO TEAOG TNG 16TOPTLoG.
Boowd otoyeia yio va emitevyfel avtd omoteAovv 1 ypNomn €vOG TPOTOYOVIGTH 1KOVOD Vo
OMNUOVPYNGEL TOTION HE TO TOAKTN O 0TOi0g €€l GTOYOVG TOV OlEYEipovv cuvausHUATO GTO
YPNOTN, 1N OMUOLPYIO XOPOKTINPOV HE KATAVONTAE KivnTpa Kol 16TOpiot KOl 1| GUYKPOTNUEVN
POy GTOLEIV Yo TN GLVEXELWD TNG TAOKNG LLE TPOTO TETOLO OV VO ONUOVPYEL GTOV TTOAKTN
TV avAyKn 1oL va AAPel 10 emOUEVO oTolyElo KOl Vo TANGLAcEL va Prito To KOVTd 6TV

KATOVON O™ TNG 16TOPLaG.

3. Eppobion pnyovikcng: H mapoyn oto ¢pfotn téToimv unyavicuov oy violol (YEpIoprog,
KAVOVEG QUOIKTNG) TOV KAVOLV TNV OmA] OGAANAEmIOpacm TOL ToiYTn HE TA OTOXElD TOL
movioov poe kafniotikny eumepioa mov embopet va emavardfet. Ot unyovicpol moyvidton
aQopovV KAOE UNYAVIGUO avaTPOPOdOTNOTG amd TAEVPAS TOV TTa VOOV € kdBe Kivnon tov
okt OTG AdyoL yéptv 0 puBUOg e Tov omoio EAKeL TOV yapakTipa 1 fopdtnta, 1 emTdyvLVon

€VOG 0YNLLOTOG, O TPOTTOG TOL KOVLVAEL O YAUPOUKTNPOS £VaL EPYOAELD K.0.

Duod, e SAPOPETIKEG AVOAVGELS VITAPYOLV KOl SLOPOPETIKES KOTNYOPLOTOUCELS TG
eupibvong, yo mapaderypa oto apBpo “Four categories for meaningful discussion of immersion
in video games”, 6mmg Kot 6 TOAAEG OVOADGELS ep@avileton ekTdg amd T eufvdion cuoTUATOG
(Lyovikng) , ™ yopkn epuPfvdion kol v aenynuotikny euPpodion kol n «Kovovikn eupodiony
(Haggis-Burridge 2020), mov peletd T ovvousHnpotiky ocvvoeon Tov moiktn pe GAAOVG

YOUPOKTNPES TOL Ty vidlov. BéPata avtdg o 6pog eivor akdun mo dOKIHoS og Toyvidlo ToAADY
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moktov. Ot ddpopec katnyopieg mov sppavitoviat ivorl dpeco cuvoedepnéves HeTalhd TOVg Kot

dlaBéTovy Kowva oTotyeia, YwPIc Lo avaAVoN Vo avopet pio GAAT.

6. TIhavo amd to TpMTO EMIMESO TOL TALYVISLOD.

2 dnuovpyia tov mayvidoL Pacikd otoxo amoterel To gpPfudioTtikd mepiPdAilov (ywpikn
euPibvon) , €to1 d0ONKe TOAD onuacio 6T AETTOUEPELD, LLE TN XPNON TOAADV QLGIK®V assets
0TO YDOPO TOL ATOOIOOVY PENAMGTIKOTNTO KOl GUGIKOTNTA 6TO TEPIPAAAOV KaBMG Kot 1 xpnon
TEYVIKOV  SLOOKOOTIKNG  Onuovpyiog (procedural generation) yw 1 Tomofétnom TV
OQVTIKEWEVOV LE PEAMGTIKO TpOTO 6T0 Ypo. Emiong, wiaitepn éupacn 060nke ot dnuovpyia
KWV UOTOYPAPIKOD POTIGHOV GTO Toyvidl Le cuveyn EvaoyOANoT Kot TopEUPacn 6To KOUUATL
aVTO peTA omd kdOe aAlayn kol M omoevYN €toluev Avcemv mov Ba divave po mo amAoikn

aicOnon kat apa Arydtepeg SLVATOHTNTEG GUVOEGNG LE TOV TOLKTN.
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7. Hmpodt ewdva mov €xet o ypnotng nailovtog to maryvidt - Kataypoen 006vng

Téhoc, Wwitepa onpavtikd otorgeio g epPibvong oamoterel n dwdikooioc tov MYNTIKOD
oyxedtoopov. Omov e T ypNoN LOVGIKNG Kol NYNTIKOV £0€ otnpileton oAAd Kot epmhovtileton
aeNyNon, Kot amoterel Pacikd PnyovViIGHO yia T TPOKANOT cuvolsOnudtomy Kot T cOVOESN UE
mv 1otopia (apnynuotikny eppodion), 6T®G Kol Yoo TV EVIoKLON TS PEOMOTIKOTNTOS KO TG
GLVOYNS TOL PLGIKOV TEPIPArAOVTOG (YwpikT| epPvBion). Me €va GLVIVAGUO PEAAIGTIKMV MOV
dwdpdong tov maiktn pe TO MEPPAALOV KOl PEAMOTIKOV myotomiv pe TN dnpovpyia
ATOKOGLOV NYNTIKAOV £QE Y10, TOLG YOPOKTIPES, KL TN XPNON NAEKTPOUKOVGTIKNG cUvOeEoNS Yo
™ Onupovpyio. aPNPMUEVOV NYOTOTIOV Kol ATHOCEOIPOS, HE OTOXO TN oTtNpiEn ¢ €KAOTOTE

GLVOLGONUOTIKNG KATAGTAONS TOV TOAKT).

Yuvovalovtag To oTolElol TOL PENAICTIKOD TEPIPAAAOVTOG, TOVL KIVNLOTOYPOPLKOD
QOTIGUOV KOl TOL MYNTIKOV GYEOOGHOV, GTOXEV® OTN ONUIOLPYIOL LG GUVEKTIKNG EUTEPIOG,
o6mov avtol ot Tpelg mapdyovteg KvoOvIow TPog TNV  katevOvven Onpovpyiog KOOV
ocuvasOnuatov Kot aAiniocvunAnpoons. IapdAinia Wwitepn éppacn divetor 6TV OpoAn
pPON TOV UNYOVICUAOV TOV TAlYVIOoV, OCTE OVTOL Vo €Ivol KOTOVONTY amd TO TOiKTN Kol vo

TOPEYOLV L0 ELYAPIOTN KO OLLOAY] EUTTELPLQL
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H oyedlaon oamotereitanr omd Evav  aplBud  Sloxprtdv  OlodKaoIdV Ol  OTOLES
mopovotdlovior Ypapukd. Xty vro-evotra 3.1 mapovoidletor 1o Mood Board pe ewdveg
ava@opdg yia TN exBount aenTikny ToV £pyov, 6T GUVEKELD ot VITO-evOTNTa 3.2 aVOADETOL T
dopn Kot To TEPLEXOUEVO TOL oevapiov kol okoAovbel mn vro-evoTnta 3.3 pe avapopd o1
oknvobBeoia, kot 3.4 avoldoviog Tov MyMTIKO oxedlacud, KotaAnyoviag oty 3.5 va yivel
EKTEVNG avapopd 6to OempnTikd Kot TeYVIKO KOUpAtt e euPovbione, mov amotedel Pacikn

OTOYEVOT TNG OYESIAONG TOV TTOLYVIOLOV.
3.2 Mood Board

A @OV TPOEKLYE N OPYIKN 100 TOW OO TNV 1GTOPI0 TOL TALYVISIOD KOl TOV KOV Vo 0picet
10 Y®po otov omoio Bo JSwdpapotifetoar 10 moyvidl, TOLG TOAVOVG YOPAKTPEG TOL Oa
EUTEPLEYEL KOL T TOVTOTNTA TOV TOIKTT), OPYLGOU VO GUAAEY® EIKOVEG aVaPOPAS TOV TaptalovV
otV yevikdtepn embountn aTHOCEOIPO TOV TOLXVIOOV, €ITE GE EVVOLOAOYIKO emimedo, &ite
YPOUATIKNG TAAETOG 1 A KaAAMTEXVIKOL opdpatoc. [Tapakdtom mapovsialovial Kamoleg and

OVTEG

7. Kapé and to moyvior “Blair Witch.” TInyég: A. Heavy.com: Blair Witch Game Review, B. Blair Witch Game Facebook page
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8. To moyvidt Oa dwdpapariCetor oe dac0c, Bpadu. 9. To maryvidt EeKva amd TO KATOPHYLO TOL
Kapé and to moyvidt “Slender Man: Eight Pages” Bploketon péca oto dacog [nyn: Adobe Stock
TInyn: agamersopinionblog.wordpress.com

Tae ATRX - ST, SXPET
T (ane =)

10. Ta «tépatoy Tov moryvidlod eivat epmvevcpéva and ta “Sentinels”, o andkooun pnyevn ond ) towia “The Matrix” (1999).
Inyég: A,B: Matrix Wiki I':. Renderosity.com (Xpnotg “pidjy”)

H ypnon evog Mood board, evdg mivaro dSnAaon e OTTIKEG OVAPOPES TOL KATELVOVVOLV TNV
aTHoOcOUIpa VOGS avtioToryov €pyov, €ivol amopoitnTo KOUUATL GTN JldKacio Topayw®yng
kabmg opilel mapapETpovg amapaitTeS YOO TNV TEAMKN OLVOYN TOL €pyov Ommg elvar 1
YPOUOTIKY] TOAETO KOt TOAPAAANAOQ OMOTEAEL TOV TO OMAOTKO KOl OTOTEAECUATIKO TPOTO Vo
EMKOVOVNO0VV aoONTIKEG EMAOYES E0IKA GE TEPUTTOCELS OTOL JOVAEVEL Lol OAOKAN PN opdda

aTOU®V TO £pY0, OGS GLYVE cvuPaivel og £va moryviot.
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Yevapro

3.3.1 Xapaxtipes

1.

O Ilpotayoviomg: Ilpdkerton yio évav avopa, o€ yvopilovpe 10 OGVopo Tov, T0 HOVO
ov yvopilovpe yoo avTOV givol TG ayamdel T eOoN Kot TV opePacio KabmG Tov
cuvavtdpe o€ o povoytkn Eopunon oto Pouvvo. O yapoaktipog Exel Prdoel wg modi to
TPOVUOTIKO YEYOVOS TNG OKOVGLAG dOAOPOVING TNG 0OEPPNS TOV, YEYOVOS TOV OMEKPLYE
amd Tov KOGHO e TN OKaloAoYio 0Tl T0 Kopitol Yabnke, kATl To omoio aivetrol vo
TioTEYE KO 0 1010C O UNYAVIGHO OTOPLYNG TNG €VOVVNG TG TPAENG Tov. O YopaKTNPG
eaivetal va Bacavileton amd opdpata mov oxetilovtal pe to yeyovog.

O Adpyerg: O Adpyetg etvat ot ovtdtnreg tov ddoovg, dev Eekabapiletor otov maiktm
ghv elval mpaypatikég N v givol amokOMUO NG QPAVINGING TOV TPWOTOYMOVIGTY),
AVOPEPETOL LOVO TG AALOL TAPEVPIOKOUEVOL OEV UTOPECAY VA TIG OVTIANPOOVY OT®G O
npwag. Eivor tepatmong popeés, peyébovg Atyo pikpdtepo amd tov dvBpmmo mwov
amotelovvtal povo amd ¢oc. H oyvd Owaxpivopevn popen Tovg Oeiyvel TG
amoTeEAOVVTAL OO VO KEVIPIKO GOUM HE TOAAL HATIL Kot TAOKAMLY, (OivVOvTOl va
alwPOLVTOL 6TO0 0Gc0¢ Kot vo epeaviovtar n va ggagavifovtor kotd Povinon. Ot
Apyerg ovpPoAilovv Tig apvnTIKEG CKEYELS TOV YOPOKTNPA, TO AyYN TOVS GOPOVG, TIC
ToyeLg, Tic eppovée. Efvar to amotéhespa Tov TpOdLOTOS Kot THG [ CUUOIAIOONG e T
TPAYLOTIKOTNTO, O LOVAOIKOS TPOTOG VAL TIG AVTIUETOTICEL glval Vo TIG KOITAEEL KaTd
UETOTO Kot TOTE POIVOVTOL VO, GTOLOTAY VO TOV KOTATPEYOLV, Kol 0 TPOTOG VoL omaAayel
amd avTEG Eivo VoL AVTILETOTIGEL TO TPODLLO TOV.

H Xdpa: H Zdpa eivor 1 adeper] tov Npoa mov €yace t Lon g HKpn. XTig
QOTOYpOQies eatveTal va eivar kKatw and 10 ypovadv. Avtd mov yvopilovpe yioo ovth
elvar kdmola ayommuéva Tig avtikeipeva mov epeovifovtal 6to mayviol, Kot mmg AATPEVE
va moilel pe tov adepPd TS 6To 0A00G, KATL TOV £KOVE Kol TNV MUEPO TOL GLVERTM TO
QTOYTLLOL.

Ol KOTOOKNVOTEG: XTIV OpYIK OKNVI] TOL  ToVIOloD  ovOQEPOVIOL  KATO0l
KOTOGKNVOTEG LE TOVG 0O10VG £lxe AAANAETIOPAGEL O TPMOTUYWVIGTHS, OV PpicKovTal
Kol 0VTol 6T0 KAToPHYL0. AVTOl EPOVELOVTAL TOV TPOTAYMVICTH] KO OEV TOV TIGTEVOLV

GYETIKA LLE TOL OPALLOTOL TOV.
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3.3.2 XvuvorTiKi TAOKN

To mouyvior akolovBel to KeEVIPIKO YopaKTHPA O 0moiog Ppioketor oe €va opelPatikd
KOTaLY0, o€ po eoawvopevikd tomikn e&opunon. Exel mopatnpel kdmoleg mepiepyes AQyelg
pésa 610 8Ac0g TG omoieg Oa emiléEel va akolovOnGel. AVTO TOV ELGAYEL GE U0 EQLOATIKTY
eKO0YN TOL 0ACOVE OTOV Ol AQUYELS ep@avifoviol MG oVIOTNTEG TOV 0AGOVE TOL GAAOTE TOL
emrifevral, dAAote TOL OelyvouV 10 OpoUo. Méca 6To Tl TOL Vo AVOKAADYEL T Eival VTEG Ot
OVTOTNTEG KOl OTN TPOCTAOELD TOV VO EMPLAOCEL OO TIG EMBECELG TOVS AVOGVPEL Lol GEPE Ao
oTolyelo Tov Tov 0dNYoLV GE Lo OTAOLOKN EMAVOPOPE Kamowov Bappévav avapvicenv. Ot
OVOUVIGELS OVTEG APOPOLV €va PPIKTO aTOYNUa amd TN Todiky] Tov nAkia, Katd to onoio, o€
pio AdBog xivnon eved émonlov pe v ZApa, 0 YOPOKTNPAS, EKOVE TN LUKPY TOVL AdEPON Vo
YTUTNGEL TO KEPAAL TNG OE o TETPA, KATL TOV 001yNnoe 610 BAvatd . O mpwtay®wVIeTnS, 08
00K, Kol POPOVUEVOG TIG GUVETEIEC, EKPLYE TO TTMUA KO OVOKOIVMGE GTOVG YOVELG TOV OTL TO
Kopitol ydOnke. Me ta ypdvia, cav unyovicpog dpovogs, Ticteye Kot o 10106 auTn TV €KO0YN NG
woTopilag. XTn MEPUTAGVIOTN TOV OU®G GTO (OVIAGTIKO 06GOC TOL TaLXVIOD, TO Omoio GTN
TPOYUOTIKOTNTA €ivor KATL TOv €xel ONUOLPYNGEL TO HVOAO TOV, KAvel €va To&idl OTIg
OVOLLLVI|OELG TOV KOl AVOICVPEL £VO-EVA TOL GTOLYXEIN TOL OTTOKOADTTOVV TN TPOYLOTIKY] 15TOPia Kot
povo v Katapépel Kot to GVAAEEEL OA kol To. BAAEL 6T cOOoTH oelpd Ba Katapépel va Pyet

oo TOV EQLAATY).

21 wpayuaTikdTNTO TO oy viol ivor pia oAAnyopia yio To Tpadpa, To mEVOOS Kot TN
Yoy npepio og kdtt mov pnopel va emrevyfel péca and v amodoyn. Oco o TPOTAYOVIGTNG
apveitot vo dextel v oAnBeia yio To yeyovog kot 660 £xet cupPipaoctel pe Eva BoAkd yépa mov
o€ Ba tov épet avTipéTmno pe Tig evBiveg Tov, Ba Pacaviletor amd To TAACUOTO TOV TALYVISLOV,
TOL 0LGLACTIKA GLUPOMIOVV TIG APVNTIKEG GKEYELS TTOV TOV KLPLELOVV, TIG TOYELS, TIC PoPieg, To
byxog kKA. O poOvog TPOTOG oL £YEL Yo VAL AmodPAcEl amd aVTO Kot Vo BpeL TNV YLYIKY TOL
npepia givar va Eavalnoet 1o yeYovog HEGO GTIG OVALVIGELS TOV, VO TEVONOEL Yid avTd, MOTE VoL

(QTACEL GTNV OTOO0YN TNG TPOLYLATIKOTNTOC.
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3.3.3 To tagidl Tov Npoa

H 1otopia mov ocvvontikd meprypdpeton moapandve yopiletor oe mévie emineda mOv
tavtilovion pe Tig tpeic mpaéelg (Avaympnon — Mumon — Eniotpoen)) mov mapovsidloviot 61

Bewpia yuo 10 «Ta&idr Tov npwa» (Campell 1949), (Vogler 2007):

dventure g pernatural

Retdrn aid
Jens,  kNOWN ol
UNKNOWN e
transformation)
The R
Atonement I Mentor
Hero's
Journey

Transformation REVELATION

death & rebirth

11. To ta&idt tov Hpwa. IInyn: Wikipedia

1) Avoyopnon:

Yxknvi 1" To swcaymyikod eninedo, OTOV 0 YapaKTPOS PpioKeTal 6TO KOTAPVYLO, YOPIC
va €yel Eekvnoet akoun ) mepuétela. Eod o fpwag Ppioketan axoun otov «Kavovikd Koopoy,
10 TPAOTO 6TAd10 omd ta 17 svppwva pe tov Campell 1§ 12 cdppova pe tov Vogler tov ta&idton
TOV NpWa. TN 6KNVH vt epgovidetol Ko to 2° 6tdoto tov tagidtod mov givar 1o «Kdaieoua yio
TEPUETELOY, UECA a0 TIG AAUWYELS TOV EUPOVILOVTOL KOl OVGLOGTIKA KAAOVY TO ¥PN|OTN VO TIG

e€epevvnoet.
2) Munon:

Xknv 2": O yopaxtipog akolovdnoe tic Adpwelg kot Bpioketal oto eminedo 1 “Meet
The Light”, 6mov axoAovbei n TpdTN yvopiuio Pe To VIEPPLGIKE TAAGUATO TOV TOLYVISLD, TO

omoio. Tov emtifeviar. OVGLIGTIKA £0M EYEL TEPACEL TO KTPMTO KOTOPA KOl UTNKE GE &val
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KOGLO Ywpig yuptopod. Xtnv avdivorn tov Campell 1o onpeio avtd mapovcsidletoar wg «H kot
TOV KTNVOLG», €VOG OMOKOGUOC YMPOS, oL £ivol kavog vo PAAWEL TOV NpoO Kol EKEIVOG

QovopEVIKA puropetl va vopiletl 0Tt €xel amoTuYEL.

Yxknvip 3" Metd ) Tpadn yvopyua pe Tig AGUYELS, 0 TOiKTNG £PYETOL OVTIUETOTOG LE
Kamoteg dtopopetikés Aduyelg, mov delyvouv GKokeg kot Holdlovuv Vo TOV KOAOUV VO TIG
AKOAOVONGEL, AEITOLPYOVV £TCL GOV GOUUAYOL TOL IPMO, GOV TOV «amd unyovng 0e6» mov Ba tov

oonynoovv Babvtepa 6to Ta&idt Tov.

Yknvi] 4" O Mpooag apov kKatevBuvlel exel mov Tov vmodeifav ot KOAES AGPWELS
Bpioketon OOpa pog Tayidag, kabang katéAnée oe £va onpeio tov dAcovg amd To 0moio dg pmopel
va anodpdoet kot moiopkeiton and TG embBéoelc Twv mAacpdtov. O povadikodg tpdmog vo
Eepoyel etvat vo ovaKoADWEL TV €16000 Yo pio oAl 1 omoia omoteAel To endpuevo eminedo
TOV TTOLYVIOL0D TO OTOI0 ATOTEAEL TNV KEVTPIKY KPion TOL &V Ady® Gevapiov, akorovddvTag Tnv
onTikn Tov Ta&ld100 ToL NP®a, YoPic PEPata va vIdpyel PLGIKN dpdon Kot payeg 0TS o NTavV
{omg ovapevopeEvo OAAG L0 ECOTEPIKN HAYN HE TNV Amod0yn TOV YEYOVOTOG dl0 HEC® TOL

névloug, P payn He Ta cuvousOnpata.
3) Emwotpoon):

Xknv] 5" AwPaivovtog o ta&idl Tov mEvBoug o yapaktpos Ba Katapépet va Pyt and
™M oMMl €Yovtog KePOioel €val GNUOVTIKO TVELUATIKO €PYOAEIO Yol VO OVTILETOTIGEL TO
mapeABOV ToL Ko EpyeTon 6T TEMKN VOl TNG AVONG KOl TNG KEMOTPOPNSY, PACIKO GTAO0 Omd
To. TEMKA emimeda Tov Tafdlov Tov Npwa. Edd Ba mepdost po axoun dokiacio yw vo
amodetyfel 0Tt glvar £Tolog va emoTpEYEl, OTOS PAivETAL GTO OVELPO OV PLOVEL 0 NPWOS TOV
TOLVIOO0 VO EMOTPEYEL OTITL, KATL TOL OTOV KATOPEPEL OLGLOCTIKE EMIGTPEPEL €KEL TOL
Eexivnoe, OMAadN va ETICTPEYEL OTN TPAYUATIKOTNTA, £xovTos Ppet Tn yoAnvn. [ va emtevyOel
avTd TO 0 TOUKTNG OAANAETIOPA He TO Tayviol Yo vo PAAEL TIG OVOLLVIGELS TOV NP0 GE 1oL
o€lpd, oL OTaV TO KATAPEPEL, Ppiokel TV €16000 Yo TO omitt Kot T0 TaEidL PTAVEL 6TO TEAOG

TOV.
3.3.4 Ta otaow0 TOV TEVOOLG

210 1pito eMimedo TOV oY VIOV 0 TOUKTNG cLVAVTA o oTNALA — AaBVpvBo. T va Bpet

TOV OpOUO TOV TOV KaTteLOHVOLV o1 eMypapég Tov Ppickovior didomaptes 6to YOpo. [Ipoxeitar
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Yy TéEVTE EMYPaPEG Tov cvuPoAilovv ta 5 otddle Tov TEVOOLS, OTME AVTA AVAPEPOVTAL OTN

yuyoroyia Kot kabiepoOnkav and v Elisabeth Kiibler-Ross oto fifiio “On Death and Dying”
(Kiibler-Ross 1969).

1.

Apvnon (Denial and Isolation): Xto tp®T0 0TAO10, TO. ATOWO VIOOOVY GOK Kot aropio
Yo T0 Tt cLpPaiverl Kot apvovVTOL Vo dEXTOVV T TPAYLATIKOTTA.

Opy1 (Anger): KoBng n avtiinyn g mpaypotikodtntog apyilel va enkpotel, o dTopo
exepalovv opyn Kol ayavaKTNomn ®G TPOS TO YEYOVOS. AvTidpodv pe Bopd Ko
embeTikdTNTO.

Awmpaypdtevon (Bargaining): Xto tpito otddo, TA  ATOpO  EEKIVOLV  Va
dmpaypatehoviol pe omolovonmote 0ed 1 SLVOUN YO VAL AVOKOWYOLV T SLGTLYIO TOV
Buovovv. Mo dAAN gpunveio avtod tov otadiov eivar 1 dampaypdTevon He TOV EQVTO,
¢ mPog ta oToyein Tov apnvel micw, pali pe avtd Tov YhonKe.

KotaOlwyn (Depression): Kotd 1 dudpkeln ovtod Ttov otodiov, To  ATOUO
avTiloppdvovtor TANPMOS TOV aVOTOPELKTO YOPUKTPO TN KATAGTAONG Kot apyilovv va
Biovouv Babid OAiym.

Amodoyn (Acceptance): Zto teAevtaio 6TAd0, TO Atopo €xel amodeyxfel mAfov
KOTAGTOOT), QVTO OV VITOINAMVEL amapaitnTa Y0pd, OLOS TO ATOHO PPICKEL TOVS TPOTOVG

va {noet pe ™ véa TporyLOTIKOTNTOL.

‘Etol, o1 mévte emypoeéc epeavifouv amd éva GYeTIKO URVLLO LE TO aVTIGTOLO GTAO10 TOV

méEVOOLG Ko 001 YOLV TOV TTOUKTY VO EVEPYOTOOEL TO GLUPOAO Yo TO KAOE 6TAd10 TTOL PpioKeTan

o€ OPOPETIKO onpeio g omnMdg Kot £T6t Tov Kotevhivel mo kovid oty £€odo. Ta mévte

cOUPBOAC TTOL OMLOLPYHONKAV Y10 VO, ATOTLTTMOGOVY TO TOPATAVE® GTASLOL

etvan o TOpOKATO:

1. Apvnon:  To cduporo yw v Gpvnon eivor apkeTd amhoikd
kot amoteleiton amd €va X oe éva kokAo. H yprion tov

ypdupatog X yio voo SNAMCEL TV Apvnon, 10 TEAOG, ivorl KATL

OLOOUEVO 0 TOAAEC KOVATOVPEG, EVM YPNOULOTOLEITAL KO Yol
va ONAMOEL TO AyvmoTto ota padnuotikd. (X-rated: What is so special about the letter
X' 2006). H ovvoeon avt) mopovctdletl wdiaitepo evolapépov kabdg cvuoyetilel v

QLOIKN TAGT TOL AVOPAOTOV Yo APVNGT KAl ATOPVYT UTPOGTAE GTO AyVMOGCTO.
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2.

Opyn:  To ovpPoro yu v opyn axorlovBel Tov amAoikd Kot
OTTIKA  OVTO-EMEENYNUATIKO  YOPOKTAPO TOL  TPOTYOVUEVOL
ocvpuporov. Aaveilopar to cOUPoAO TS EOTIAG, TO Omoio €xel

TOAMEG  epunveieg, Oleg Ouwg ovykAivouy omnv  €viovn

KOTOOTAOT TOL TPOKOAEL o QOTIA, HE Kuplopyn ovTH TNG
xpoTiovikng koiAaong. (Protas y.x.) . 'Etor , mapopoidloviog to évrova Kot
KOTAGTPENTIKG GUVOLGONLOTA TOV KLUPLEVOLV TO GTOUO TTOV PLAOVEL OpYN LE QVTA TNG
KOTOUGTPEMTIKNG EMEAAONC P0G POTLAC, £YIVE 1] TOPATAVE AVTIGTOLY{O.

Awmpaypdtrevon: To 1pito  ovuPoro eivor ovtd g

dwmpaypdtevons Ko glvarl EUTVELGUEVO amd TO GUUPOAO TOL \A

AmEPOov, TOL OTMG KOl AAAQ TOPOUOL0 GOUPOAN, ATOTVTTAOVOLY V
™V GLVONKN VOGS ATEPLOVOL KOKAOV OTOv deV LITAPYEL TEAOG KOl \

KkG0e Swdpoun odnyel oe emavédinym. To copPforo avtd £xet
npoéABel and to podnuotikd aAld Exel dadobel oe d1dpopeg kovitovpec. (Rucker
n.d.). H yprion evdc tétolov cuuforlov 6to 6Tdd10 TG SUmPAYUATEVCTG APOPH TNV
OOTOTMOOT TOV OTEPLOVOV YOPAKTAPO aLTOV TOL oTadiov kabmg, 6co oTado
dwmpaypdtevons Kol vo TepAoel To dtopo, timoto de Bo KOTAPEPEL VO EMAVAPEPEL
om oM tov avtd yw 10 omoio mevlel, kol cvvnBwg Tov odMYel va avaPudoet
KATOOTAGELS TOV TapeABOVTOG, HECH amd TIG TOYELS Kol TO EpOTHHATA TOV BETEL HEC®
™G STPOYULATEVONG,.

Katd@hyn: T'a 10 té€topto otddo, avtd g katddinyng
xpNoonowd €va cOuforo mov o amoTvITMVEL TOV AOEE0DO

YOPOKTPO OVTOV TV cvvosOnudtov. O kdkhog mov Ha

UTOPOVGE VO OVOPEPETOL GTO VITOKEILEVO, PTAVEL GE Eval TEALL,

éva 1oiyo, 6mwg Tapovoldletal 6to cOUPOAO.
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5. Amoooyn: To ocduPforo g amodoync axorovbel 1o potifo ToL KVKAOL KOl TNG
YPOUUNG TOL TPONYOOUEVO GULUPOAOVL OAADL VTOONAMVEL TO
Eemépaopo TV adEéodwv cvvarcOnudtov ™ KaTabAyng Sl
pHéom g amodoyng Kobmg mMAEOV 0 KUKAOG Kiveital emdve oTn

YPOUUN OV TTPiv pavotay anpootéhactn. E1ot o évag khkAog mov

TEUVETOL PE TOV GAAO, OMuovpyel pio mePLoyn mov €x® yepioel

ontikd, ovuPoriloviag mmg o OpOHOS Yoo TNV amodoyn amoltel va apyicel vo
EYKOATTOVEL TO dTopo Ta e€MTEPIKG GTOKElOL eKelva e To, ool EpyETOl GE ETOQN,
avti va ovykpovetor pali Toug Kot €Tt ot dV0 KOGUOL Umopohv Vo, GLVVLTAPEOLV,

Yopig amapaitnto TNV amrdAVT TAOTIOT), OAAL OTOPEVYOVTAG TG GUYKPOVOT).

Ta mévte cOpPora arxoAovBovv éva potifo oyeTikng evkoAMag otnv epunveio aAAL xmpig
va glvar mpoeavy), mpoontafdviag vo Toupldéovv LE TO HUGTIKIGTIKO YOPOKTHPO TOV
T VIO00 Kol TOV EMTESOL 610 omoio ypnoomotovvtal. [lapdAinia OAa ta oyéda,
YPNOUOTOOVV  ONTIKEG  AVAPOPES 7OV  glval  Okieg otV GOYYPOVN] KOLATOVPA,
EMYEPDOVTOG TO GUVOVOAGHO TOV HVGTNPLOKOD YOPOKTNPO LE TN TPOSTADELD GVVIEST| UE

TO TTOAKTN Y10 TV EMLTUYT| LETAGOOT) TOV UNVOULOTOG.
34  XknvoOeoia

Metd v dnuovpyic Tov Gevapiov ToL TaLXVIdoD GEPA £XEL 1 dNUIOVPYIR TOL KOGLOV
TOV TOLYVIOOD oL EEKIVAL HE TN ANYN ONUIOLPYIKAOV Omo@dcewy Yupw and kabe touéa. O
oTOY0G MOV OTO GLYKEKPIUEVO Tatyvior €ivor 1 onuovpyion HG TOAD  GUYKEKPIUEVG

ATULOCPULPOS, TOV daVEILETOL TO OLAOEOOUEVE OLPTYNLATIKA GTOLXELD TOV £1O0VC:

o) TNV EMA0YN TNG OTMTIKNG TPMOTOV TPOSHTOV

B) v emhoyn g Tomobesiog Tov ddcovg Kot TG £EEMENG ™S 1oTopiag eEoAokAnpov viyTa
Y) ToV €E0MMG O TOV TToUKTN [ Evay Pokd Tov glval To pdévo péco mov tov fondd va PAEmet

¥t ovvéxeln otodyog eivor 1o peaAloTikd mepPdAlov, 1o omoio, maporlo mov Ha
EUTEPIEXEL VIEPPEAMOTIKG GTOLXEIDL GVUEMVO pe TNV €EEMEN NG 1oTOplag, €K TPAOTNG OYEMG
opeidel va eivar peaMoTiko, evicybovtag €16t TV euPvbion Tov maiktn péca amd TV TOVTIoN

0V TEPPAALOVTOG TOV TOLX VIOV HE TOV KOGHO Tov  yvopilel omd Tic acOnoelg tov, Kot
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vroypoupilovtag €161 TEPUITEP® TO YOPUKTPO TOL VIEPPENAICTIKOD GTOLYEIOL dlol PECH NG
avtifeong. 'Etot, otoyxevovpe oe éva KOGHO O1KEIO KO PEAAMOTIKO, OALL TOLTOYPOVA EEVO Kot
TPOUOKTIKO, L0 GUVOEST] OIKEIOL KOl OVOIKEIOL 7OV EVTEIVEL TO. GLVOICONUOTO TPOUOL Kot

ayoviog.

12. Tpmteg dokipég o€ HOVTELX TOV TOLYVISLOD.

3.5  Hymmkog oyedraopog

O Myog ota Prvreomaryvidio amoterel évo mTOAD onpoviikd ctoyeio dGov apopd Tnv
euPvdion 6to KOGHO TOL TOY VIOV KOt TN TPOKANCT] GLVOICONUATOV GTO ¥PNoTH, 1oMg GV OXL
peyoAdtepng onuociog amd avty tov ypoaewov mepiBdilovtog. (Torpac kot Abdel-Meguid
2010). Z10 0100pacTIKO AVTO HEGO 0 YOS O€ GLVOSELEL AMAd Tl OTTIKA epeBicpaTA, AALL EXEL TN
duvatdTNTO Vo eumAovTicel TV gumepia, Tpochitovtag ototyeio Kot Kupiwg vo dMpHovpynoet
&vay TPLoOIICTATO YDPO, TAPEYOVTOS OTO ToUKTN epebiopota, TEPA amd OVTA TNG EIKOVOS Ko
ONUOLPYDOVTOG UL OAOKANPN OVOTOPAGTOCT) OTOLOLONTOTE QPOVIAGTIKOD 1 TPOYUOTIKOD
nepiairovtog (Wishart 1986). Xvvnbwg, m é€pegvva moveo Nyo oto Pvreomoryvioln
Katnyoptlonotel Tov Nyo o€ 600 Pacikég katnyopies. H mpdtn apopd 1t LOLGIKY TapacKnviov,
EVO 1M 0e0TEPT 0pOopd TOV dradpactikd Nyo. (Ningalei kou Wohrman 2018). H npocextikn yprion
Kol TV Ov0 TOPAyOVTOV SUVOTOL VO HEYIGTOTOMGEL TNV euPvbion tov maiktn, oe eminedo

oo TNPLOKd Kol OVTACIOKO.
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Me0oodoroyia

H mpocéyyion mov axoAiovdeitar yio tnv 0AOKANP®OON TOL MYNTIKOD GYESOCUOD TOV

oy vioov, yopoktnpiletar wg Mui-ypoppikn, kobng akolovbel &va oyetikd dounuévo, oAl

evéMkto mhaicto. Ta otddia g pebBodoroyiog dtapovvror wg eENg:

1.

BiMoypagpikn ‘Epgvva oxetikd pe tn 60vOeon @V Kol LLOVGIKHG GTO ToLyVidlo TPOLOV.

2. Kataypagn Zyedaotikov [Ipodiaypapmv.
3.
4

>vAroyn, Zovheon ko Eneepyasio Hywv

. Evoopdtoon tov Nyov oty pnyovy moyvidldv TPOYPOUUOTIOTIK COUVOESN HE TN

Lovtavi pon Tov Tayvidton Kot SUVOIKN HEN.

XYEOLUGTIKEG TPOOLAYPUPES

Ot mpotéoglg mov Tpoékvyav amd T peAétn g PpAoypagiog teptiapfavouv:

e  Yyning évtaomn Kot GUYYPOVIGUEVO LE TO OTTIKO epEBicra MMTIKA @€, elval mo
amotelecpaTikd ot dnuovpyia @oPov (Torpac kar Abdel-Meguid 2010)

e Eivor svkolotepn mn mpdkAnon @o6Pfov ce ypnoteg mov Ppickovior MON o€
katdotoon ayoviag (Torpac kot Abdel-Meguid 2010)

o XounAotepng £vtaong Kol Ui opatng mNyns MNTIKE epé sivan kataAnAdtepa yio
™ onuovpyia ayoviog (Grimshaw 2009)

e  YynAdtepng ovyvotnrog Mot emmpedlovv v avtiAnyn ovtov o¢ dSVoapesTOV
(Grimshaw 2009)

e H peyoldtepn tuyodTo TOV OPUOVIKGOV €vOG Mxov PBonbdel oty dnuovpyia
ayoviog (Grimshaw 2009)

e Amdtopeg arAayég oe pvOud, €viaom Kol CLYVOTIKO TEPIEXOUEVO TPOKOAOVV
ayovia.

o  Mezeilova KAed1d Kot ypryopot puipol Tpokarovy yapd, eved MooV KAEWOLL Kot
apyoi puOuoi Tpoxkarovv Oy (Gabrielson kot Lindstorm 2001).

® AVLVOUIKG GUOTNUOTO OVOTOPOY®YNS NYNTIKOD TEPLEYOUEVOD Yol STHPNCN TNG
TLYOOTNTAG TETVYAIVOVV GTO VAL TPOKAAOVV EKTANEN, KATL TOL givon {nTodueVo Yo
NV amoeLY] &€veg TPOoPAEYIOL MYMTIKOL TOTiOL 7oL 00 ATOSLVOUMGEL TO

cuvatsOnuata aywviog.
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O MMTKdg oYESOCUOS TOV TTayvVidov, Paciletol 0TI TPOTAGES TOV TPOEKLYAV ATd TN

BipAoypaikn £pevva Yo T ONUOVPYIN EVTLIOGEMY TPOUOL GE Ty Vidla, AopuPdvovtog vwoyn

TNV omottovpevn ooOnTiky cvvoyr]. Ot dnpiovpykoi 6tdyotl Tepthappdvovv:

Anovpyio NYNTIKOV KOUUOTIOV TOPUGKNVIOV:

1.

Hyotonio puoikod mepipdrriovtoc: Pealiotikoi ot mepifdiiovtog cuvdvalovial pe tnv
aenYNoN TG SKNVIG.

Movowo 0épa: Minimal pelmdieg yapunAng £viaons, TPOGUPUOCUEVEG OTNV GCONTIKY|
TOV 7O Vo0V,

Ambient mnAextpo-akovotikd  nyotomio:  IMapoapopeouévor  Nxot  mpocdidovv

ocuvaeONuaTIKn £vtaoT Kot OAANAETIOPOGCT) LE TOV OTTIKO GYESAGULO.

Anpovpyio yov d1ddpaonc:

1.

"Hyot tov maiktn: Peolotuicol Mot kivnong kot avtidpaong Tov maiktn evicyvouv T

oUVOED LLE TO Ty VioL.

'Hyot aAAniemidpdviov otoyyeiov: Pealotikol 1 mopopop@ouévol Mot avTIKEWEVOV

OV SAUOPPDVOVTOL OO TNV 16TOPI0 TOL Ty VIS0V,

"Hyot gyBpdrv: Ta mAdcpata tov dAcovg £X0VV O1KO TOVS NYNTIKO YOPAKTHPO, EVIGYVOVTOS

TNV 0THOGQOLPO TPOLLOV.

Anpovpyio Nywv teppdirovrog

1.

4.

"Hyot mepiBdAiovtog mov mpoopilovtal va kaBodnyovv tov maiktn kot mepthapfavovy

drone ko ambient 1yovc.

Amynrikoi Mot mepPdAiovoc, aveaptnTol amd TOV TOIKTN, EVIACCOVTOL GTHV 16TOopPia.

Avamtodn

210 T€T0PTO KEPAAMO TNG EPYAGING, TAPOVCIALETOL EKTEVMG 1| OVATTTLEN TOL oY VISL0V.

Hekwvder pe v vmo-evotra 4.1 mov apopd ™ dnuovpyio Kot xpnon TPdcToTOV HOVIEA®DY

Y0 TIG OVAYKEG TOV TOLYVIO00, TOPAAANAQ e TN ¥pNon ETOU®V oToryeiv (4.2) Kot Tn xpnon

VAoV (4.3). Zoveyiler oty vo-evotnta 4.4 pe TV ovaALoT NG OMHovpPYiog TOV PLGIKOV

KOopov ToL ayvidroV. [opakdtw, otnv vro-evotra 4.5 mapovcsialetal 1 avanTuén OA®V TV

EMIMESMV TOV TOLYVIOOV. XTNV VRO-evOTNTA 4.6 aVOADETOL 1) XPNON TEYVIKOV QOTIGHOV Kol

44



akoAovBel 1 vo-evotta 4.7 Tov TEPAAUPAVEL TO KOUUATL TNG TPOYPUUUOTIGTIKNG OVATTUENG
péoa omd 10 mepiPdAiov tov Blueprints tng Unreal kot agopd OAOLG TOLG GNLLOVTIKOVG
UNYOVICUOVS TOVL TTayvidlov. XTI GUVEXELWD Topovctdletal 6to 4.8 1 TEXVIKN LAOTOINGN TOV
NYNTIKOV GYedOCHOD, OAOKANpOVOVTAG LE TO KePdAaio 4.9 pe tn mapovsioon g dtodikaciog

TOV OOKIU®V TOL TTALYVIOLOV.
4.1 Tpworwdotato povréra

['o ) dnovpyia evag mouyvidod Pacikd 6Tad10 amoTeAel 1] GLALOYN OA®V EKEIVOV TV
TPIGOACTATOV HOVIEA®Y TTOv Ba Yepicouv Tov KOGHO TOL TToyvidov. Zuviwe ota moyvidia,
OAa ta avtikeipeva pe efaipeon to €00pog Kor TN BdAocco (oL KOl aVTE GE KOTOlEG
TEPMTMOGEIS UTOPEL VO TPoEPyovTal amd Lovtéra) eivorl TpotdTaTa LOVTELD, ONUIOVPYNUEVA CE
Kanowo e&mtepkd mpdypappa tpdtdotatng poviehonoinong énwg ta: Blender, 3DS Max, Maya
k.o. BéBata o1 mepiocdtepeg cvyypoves TAATEOpUES Tapaywyng mayvidldv (Game Engines)
TopEYOVV epYyoAEiar povteAomoinong péoa oto TEPPAAAOV TNG TAATEOPUHOC OAAG GUVHBMC pE

TEPLOPIGUEVES OLVATOTNTESG ATEVAVTL GTA EEEOIKEVUEVA TPOYPELLLLOTAL.

[No T avaykeg tov maryvidov, To HOVIEAN TOL YPNGUYOTOL® dNUovpyNOnKay ©To
Blender kot eotioca o€ cLYKEKPUEVO QVTIKEILEVO TTOV BEDPNGO ATOPAITNTO Y10l TO YOPAKTHPO

TOV TOLVIOD Vo TEPACOVY amd TO ¥EPLOL OV, EVA Yo TO. LTOAOUTO, OEGOUEVOVL TOL OYKOL
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gpyaciag mov Oa yperaldHToV, Kot TOL MO TAUPACKNVIOKOD TOVG YOPAKTIPO GTPAPN KO 5T XPNoN

£ToluV assets.
To povtéda wov dnpovpyndnkay yio To moryviot eivar:

e To KOTAQPVY OTO €0AYMYIKO eminedo, mov &lval PACIGUEVO GTO TTPOYUOTIKO

KOTaLY0 611 Tonofesio Tov amoTEAEL EUTVELON Y10l TO YDOPO TOV TALYVIOLOV:

13. Potoypagic 0md TO TPAYHATIKO KOTAPOYLO - AVAQOPE Y10l TO LOVTELO TOV TOLYVIOLOD

14. To povtélo tov katopvyiov. Kapé péoa and to nepipdrrov g Unreal Engine
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To K1doK1, KOl QLTO OTO TO TPOYUATIKO YDPO TOV KOTOPLYIOV:

15. Dotoypapio amd 0 KIOoKL OV BPIGKETOL GTO YDPO OVOPOPES YLt TO YDPO TOL TALVIILOD

16. To povtélo yia to Kookt Kapé péoa and 1o nepipairov g Unreal Engine
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¢ O @uKOg OV KPATAEL O TOIKTNG:

17. To povtélo Tov pakol péca oto meptpdirov g Unreal Engine.

o To wévte AVTIKEIPEVA TOV YPIPOV TOL TEAEVTOIOV EMTESOV:

18. Ta povtéla tov aviikeévov tov emmédov "Searching for A Home» péoa oto nepipdiiov tng Unreal Engine.
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e Toa wévre cvpfora g oTINAAC TOL YPIPOL TOV EMTEIOL TPiQL:

2

19. To povtého tv cupformv tov emmédov "Inside Tree” péoa oto mepifdirov g Unreal Engine.

e

\\

e To omiti ToL emméEdOV TEGGEPQL:

-
e ——

20. To povtélo tov omitiov Tov emmédov "Searching for a Home" péoa oto mepidirov g Unreal Engine.




To poviého tOovL YopaKTNPo «AGuyn» omotelel T HOvVAdIKY €Eaipeon un ypPNoNg
eEOTEPIKOV TPOYPAUATOS Kot Onpovpyiag eEodokAnpov pésa otnv Unreal kabmg yio to @€ pe
TO. TAOKGUIL TTOV YPNCIUOTOLEITOL €VTOG TO TOYVIOOD YPEWOTNKE VA KAV®D (PO TOL
GLOTHHOTOC dnpovpyiac ontikdv epé Niagara Particle System ° ¢ Unreal kot €161 Béoica ™
dNUovPYio TOL YOPAKTAPO GE ALTO KO GE ATAG CYNUOTO YOPIG TOAVTAOKT YEOUETPIO TOL TTOV
EVKOAOTEPO VO d0VAELTOUV péca oto mePIPaAlov g Unreal. OuvGlooTiKA O YOPOKTNPOG

omOnke KoppdTi-koppdtt péca 6to Actor TpocsOEétovtag EexmploTd To SLOPOPETIKG components.

21. Screenshot amd Vv epapyio vrog tov Blueprint tov yapoktipa péca oto mepifdirov tng Unreal Engine.

BéBaia katd ) didpkelo ™G avAmTLUENG TOL ALY VIOOD TPOEKVYE Kot 1) dnpovpyio Kot
GALOV O ATADV KOl YPNOTIKOV LOVTEA®V Y10 SIAPOPOLS UNYAVIGLOVS TOV TTALYVIO0D, OTMS Ot

EMLYPOPES EVTOG TNG OTNALAG K.0L T OTTO10 O€ TAPOVGIALOVV 1O10ATEPO EVILUPEPOV.
4.2 Assets

[No va yepioer 0 kOGHOC TOL TOLYVIOOD £ytve M ¥PNoN OWEOpWV dwPedv assets amd To
marketplace tng unreal, oe avtikeipeva dnwg dEvopa, PUTA, Ppaylo K.AT.. ZVYKEKPIULEVA Y10l TOL

dévdpa mov gpeavifovtal ot dAPopeg eKO0YEG TOV dACOVS £yve YPNOTN HOVTIEA®V omd To

9 https://docs.unrealengine.com/4.27/en-US/RenderingAndGraphics/Niagara/Overview/
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nakéto “Black Alder Pack”!? kot “The European Hornbeam Pack”!! tng Quixel. I T Bpéiyio,

9912 T

TETPEG Ko O1domopTa KAadLE ypnoionotovviot poviéha and to mokéto “Landscape Pro e

13

STF3D kot ywo 0 ypaoiol, povtéia omd ) PipAodnkn “Megascans™ > wdr g Quixel.

43  Ylka

2T0 Y®PO TOV TPWOLACTATOV GYESCHOD, oNUAvTIKO poAo mailovv ta v (Materials) mov
neptEyovror ota povréda. Ta vAkd etvor vtevBuva yio Tov TpOTO TOV gRPavilovTot To LOVTELD
010 patl. OTmg Kol 6ToV TPAYHATIKO KOGLO, TO DAIKO VO AVTIKELLEVOD Do EXNPEACEL TOV TPOTO
pue tov omoio avutd 0o CAANAETIOPACEL HE TO GMOC, TO YPOUA KOl THV VYN Tov ovtd Ha
TAPOLGLIcEL ot TeAKN €wova (render). H dnpovpyio tov vAkov cuvibmg Poaciletal oe
ewoves and 10 mTpaypatikd kocpo. Kovivég kot vyning evkpivelag eotoypapies omd 10 vAkd
nov BELovLE VAL ATOTVTMOGOLLLE (). £vOL DVPAGLA) YPNCUYLOTOLOVVTOL Y10, T TOPAy®Yn TV Maps
nov Oa kabopicovy UETE GTO TPAYPAUUO TIC SLAPOPES TUPAUETPOVS VOS VAKOV. H dadikacio
MyMe ToV eOTOYPaPL®OV lval 10101TEPN amALTNTIKY Kot XpovoPopa, Kot UTOpEl Vo mopayet
pétpla amoteAéopata Qv O€ yivel pe to katdAAnio egomopd. o toug Adyovg avtovg enéhela
™ YPNON VAKOV OV avEéKTNoo amd PPAoBNKES Yo TEPIGGOTEP AVTIKEILEVO TOV TOLYVIOLOV.
Olo o VAKG mov €xovv ypnowomoindel oto moaryviot mpoépyovtar omd ™ PiPArodnkn

“Megascans” g Quixel. '* 1 amd enelepyacpéveg ekdoyéc Tovg,
44  Koopog Tov maryviorov

Mo ™ onuovpyion Tov KOGUOL TOV TALYVIOOV, GTPAPNKO GTNV EMIAOYN £VOC KAEIGTOV
neplPdAloviog to omoio Ommovpyel ™ yevdaicOnon oto maiktn OTL TPOKETOL Yoo Eval
nepPdALov avorytov Kocov. Avtd cupfaivet yiati To mepiBdArov elvar emovaropPovopevo Kot
T Opta dgv elvan EexdBoapa, £T61 OTOV 0 TOIKTING PTAVEL GTO OPLOL TOV KOGHOV dEV UTOPEL VO TO
avtin el kabag Bo propovoe amAd vo £xel OTACEL GE £vo AMPOCTEANGTO GNUEIO TOV YAPTN.
‘Etol petaroniletan o éva dAlo onpeio ko pmopet va Ppioketor cuvexdg 6e KOKAO ywpig va

avThapPavetal 0Tt 0 KOGHOG aVTOG £XEL OPLaL.

1https://quixel.com/blog/2022/10/17/megascans-trees-european-hornbeam-now-available-on-the-unreal-engine-
marketplace

! https://www.unrealengine.com/marketplace/en-US/product/megascans-trees-european-hornbeam-early-access
12 https://stf3d.de/landscape-pro/

13 https://quixel.com/megascans/free

14 https://quixel.com/megascans/home?category=surface
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['o v mo ebkoAn doryeipion KaTd TN d1dIKAGIN TNG TOPAYWYNGS, OALA KL TNV OTOQLYY|
peydAwv ypovov eoptwong (Loading Times) 610 TeAIKO VTOAOYIGTY| TOL TTAIKTT, 0 KOGLOG AVTOG
&xel yoplotel o emimeda. Olo ta emineda €yovv oyedwootel pe tov 1010 tpoémo. Bdon kdabe
emumédov amotelel 1 ypnon evog Landscape Component yio 1o £50.p0og, 10 cvotnua SkySphere
¢ Unreal yio Tov ovpavo Kot 1 4p1ion TOV GUGTNUATOV QOTIGHOD TOL oVOAVONKAY TAPATAVE.
Kabng ta emimedo avtd eivor moAd peydio oe €KTaot, Yoo vo. YEUICOUV UE OVTIKEILEVA OTMC
dévdpa, PBpdyla kot Aot aviikeipevo mepifaiiovtog, Eywve 1 ypnon Procedural Spawners.
Procedular Spawner otnv Unreal givor éva cvotnuo to omoio d&yeTol KOO TPOETAEYUEVQL
HOVTEAD Kol TG pLOUIGEIS OGOV aPopd TO TMG avtd Bo TomobeTovvial 610 YMPO KOl OTN
ouvéyela apkel  tomoBétnon tov exdotote Procedular Spawner yio vo yepicer o ydpog pe
OVTIKEIEVO, OVTOUATOTOMUEVA, YOPig v xpedleTorl vo Tomobetel 0 oyedlooThg YepoKiviTa

KaOéva amd avtd.

Yvykekpyéva, €ywve n ypnon LandscapeGrassType oto viwkd tov Landscape oto
TETOPTO €MMEDO, e TN XPNON TPLOV OPOPETIKAOV HOVIEA®V YPOUCIO00, Kol TN OLOSIKAGTIKY|
TOMo0ETNON AVTAOV GTO YMPO, Kot 1) ¥p1on TPV dapopetik®v Procedular Foliage Spawner yia
v dnuovpyia tov ddcovs, teptrappdvovtag kot OAa to vTOAoUTe props, ONAadY| otoryein OTWS
nétpec, KAadia, Oauvol, k. A.m. Eniong €ywve n ypnion Procedular Foliage Spawner kot ywo Tig

éTpeg Ko ta. Ppdryia Tov Ppickovrtal dtdomapto LEGH 6T OTNALYL 6TO EMimedO Tpia.
45  Emnineoa
Erinedo 0, ercaymyko

To swooywywd emimedo, tomobetel 10 maiktn otnv totopio. Tov divovror kdmoieg
TANPOPOPIES GYETIKA LLE TNV TAOKT TNG 10TOpiag, Kot EEKIVA amd TO KATTAPVY10, OOV deV Ba £xel
aKOUN KAmola oAAnAEmiopacn pe KAmowo €xfpd M punyoviopud tov maryvidwov. Tov divoviot
00MYieC Y1 TOVG XEPIOUOVG TOL TTOLYVIOLOD KOl VO KAAEGLLO VO, (KOAOVONGEL TO LOVOTATL TOV

Ba Tov 0dnynoetl péca 6To 04G0GC Yo Vo EEKIVIGEL 1) OpdoT).
Exinedo 1 “Meet the Light” :

210 TPMOTO €MIMEDO, 1 CYEOIOOT EMIKEVIPOVETOL OTN YVOPUIO TOL TOIKTN HE TIG KAKEG

ovtoTNnTEG TOL MoK VIdv. O maiktng, e€omAiopuévog e Eva ok, TPENEL va eMPLOGEL Yo dVO
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Aemtd amopevyovtag Tig exfpikég ovtotntes. H ypnion tov @pakod wg epyareio yio TV amoTpony

eMOEcEDV TAPEYEL LI OIUOPACTIKY EUTEPIN, EVIGYVOVTOG TNV Evvola TG EMPiwonc.
Erineoo 2 “Follow the Light”

Y10 devTEPO eMimedo, 0 POKOG YPNOYLOTOlEiTOL ¢ KAEWT Yo TV eniAvon Tov walA Tov
Oa emtpéyel 610 maikTn va wpoywpnoet. Ot pumhe Aquypelg pe hints amd HOLGIKN Kol YPOLOL
kafoonyodv 1oV moikTn vo oKoAoOvONGEL CLYKEKPUEVT] Oladpoun. Avtd Ompuovpyel Evav
SadPpaoTIKO oA TOV GLVOLALEL TN LOVGIKY, TO XPMUATO KOL TN XPNON TOV PaK0V. X& avTO TO

eminedo o maiktng dev anetleitor.
Erineoo 3 “Trapped”

>0 tpito eninedo, 0 TaIKTNG avVTILETOTILEL Evay eVTIEANDS d10popeTIKd KOouo. To kOKKIvo
Kot KokO mepPdriov, poll pe 11g kOkKves mo emBeTikég AQUyEeLS, dnuovpyodv po aicOnon
évtaomng Kot Kivduvov. To KevIpikd opOCNO, TO PEYOAO KOKKIVO 0EVOPO OTN péoT TNG ToTOC,
AVTITPOCSMOTEVEL TNV TNYN TOL Kakov. H mpdkAnon yia 1o maiytn eivor va Bpet tov 6poOpo Tpog 1o
KEVIPO TOL OAGOVLG, OV VTOWVICCETOL UE oTOLEll TOL TEPPAALOVTOS KOl TOV MYO KOl Vo

avaKaADYEL TN TOAN TOV 00N YEL GTO EGMTEPIKO TOV SEVOPOV.
Yno-eminedo “Inside Tree”

Ye outd T0 emimedo o maiktng Ppickeror o pio omnAd mov Exet ™ popen Aafupiviov.
INo va monynBet ko va Bpet v é€odo, cvpPovievetar kdmoleg emtypagéc mov PBpickel 6to
OpOUO TOVL, OVTEG TOL SIVOLV KATOW UNVOUOTO GYETIKE LE TO OVTIOTOLXO OTAO0 Om®G EYEL
avorvBel mopamdve Kot Tov divouy 10 cOUPoAD OV TTPETEL Vo akoAovOnceL, katevduvovTag Tov
pog avtd. O maikTng TPEMEL va evepyomomacel OAa To. GOUPBOAN e T GEpd, Yo vo Byel amd

OTNALYL KoL VoL ThEL 6TO ETOUEVO ETTEDO.
Eninedo 4 “Searching for a Home”

Av16 oL Vtovoet o TiTAog etvar 1 AvdyKn TOL TPOTUYWVISTY HeTd and 0ca Elnoe va Bpet
YOAN VT TOL OT®OG ovTN Tapouoldletanr pésa and 1 Buinwpn evdg omitiov. 'Etol 610 kévipo
aVTOD TOL EMMEOOL VTAPYEL £VO. VOOTAAYIKO oTitt T0 omoio 660 mANcldlel o maiktng avtd
amopaxpvvetal. Kotd m meputhdvnon tov o maiktng Ppiokel ddQopo avIiKeEipeva, ovtd

eupavitouv po ceAida amd T MUEPOAOYIO TOL TOIKTN OV OAVOEEPETAL GE OVTH, OAo gival
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OVTIKEILEVO aTO TN HEPO TOL OTLYNUOTOG, O TTaiKTNG KoAsital va @TidEel éva TAlh pe ta mévte
avtikeipeva mov PBpiokel Palovtag Ta otn oepd. Otav Palet Eva avtikeipevo ot cwotn Béon
0V TTACA, aVTO eu@OVICel pia SIOPOPETIKTY 1GTOPIRL GTO NMUEPOAOYIO TOV TTAIKTY TOV TAPOLGIALEL
TO TPAYLOTIKO YEYOVOG TOL Bavdtov g adepeng tov. Otav avakoAdyel OAEG TIC GEAIDES LE TN
OMOTN GEPA KOl EMAVUPEPEL TNV AVAUVTOT TNG TPOYUOTIKOTNTAG, TO GMiTL LEVEL 0TaOEPO KOl O
TOIKTNG WITopel Vo umel o€ avtd, Kot £Tol epeavileTon T otV apyn, ££® amd 10 Katapvylo,

£YOVToG PTAoEL 6TO TEAOG TOV TS0V,
4.6 DPoTiopog

o tov poticpnd tov mayvidoy emédeCo T ¥pNoN MG KOWNG cvvtayng mov Oa
popdletor ca faon oe OAa Ta emineda pe GTOXO TNV OMTIKY GLVOYY|, KOl TNV OAAXYT EMUEPOVS
napoydvtov mov o eEumnpetovv ) kabe oknvn. Kabopiotikd poro mailert n ypnon g Unreal
Engine 5 kaBd¢ diver ) dvvotdmTo eKPETAAAELONG NG VEAG TEXVoAoyiog Tov Lumen. To
Lumen eivor éva televtaiog teyvoloyiog HOVIEAO TPOGOUOIMONG QOTIGUOV TOV TPOCPEPEL
TANPOG duvokd eotiopd ce avtifeon pe to mponyovpevo poviédo tov Ray Tracing mov
OOLTOVGE TOV TPOYEVEGTEPO VIOAOYIGUO TOL PMTAS Yia T kdOe oxmvy. [Topdiinia to Lumen
OYEOIOTNKE (DOTE VO  OmoLTEL ALYyOTEPT VLTOAOYIOTIKY] 10YD Yl OVTIGTOLYOV EMTESOV
amoteAéopoTo pe To TpoimoAoyopéva poviéla ewtiopov Baked Lighting. (Lumen VS Ray
Tracing: Choosing Lighting thecnology for photorealistic 3D renders y.x.) (Lumen Global
[Mlumination and Reflections x.x.) BéPaia €xel ko kdmola pelovektnuato OGOV AQOPO T.Y. TNV
aduvapio aToTOHTOONS AVAKAACE®V 1 TN ToldTNTo TV oK®V. [Topdia ta pelovektiuata, £ywve
TO HOVTEAO ETAOYNG, Yol TV €VEMEID TOV TPOCPEPEL, VIO TO SUVAUIKO TOV YOPUKTPA, GE EVA
oy vidl e TOAAG KIVOUUEVO POTEWVA AVTIKEILEVA, Y10 TN dSVVATOHTNTA ATOS0GNC GE YAUNADTEPNG
WOYLG UNYOVNHOTO HE TIC KATOAANAEG pvOuicelg ot PéPota yoo T0 TEPOUATIOUO HE TIC

KOLVOUPLEG TEYVOAOYIEC.
210 oy vidl vdpyovv Tpeic THTOL POTIGUOV:

o) Pwg wePPaArovTog TOV TPOGOUOLALEL TO YEVIKO QOTIGUO TOVL YDOPOL OITd TOV 0OVPAVO

TIC OVOKAAGES KOU TNV OoTtHOoQopo. 210 Q¢ mepBdiiovtog mepthapfavovtor:  Eva
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DirectionalLight Component'®> mov Tpocopotdlel T0 PMS TOL PEYYOPLOD KoL TPOEPYETOL OO TN

t'® ov mposopoldlel To Pmg

tomofecio Tov Peyyaplov oe Kabe eminedo, Eva Skylight Componen
OV TTPOEPYETAL OO TOV OVPAVIO BOAO GUVOAIKA, TPOGHIOOVTOG PEVAICTIKEG OMOYPMOOELS KOt
(MTOOKIICEL; OTO.  OVTIKEIHEVA TOL  Toyvdwov.  Emmpdcbeta  ypnowomoinca  éva
ExpotentialHeightFog!” Component pie moAamhéc xpnoOTNTES: 0pyikd Tpocdidel Padog oto
YDOPO, KOOGS KAVEL TOL aVTIKEIPEVO TOV PBpioKoviol HoKPld KAADTTOVTIOL e OAO KOl TO TUKVN
OUYAN avaroya pe TIG pLOUIcELS, TAPAAANAQ, XPNOIULOTTOLEITOL MG PACIKY OTICTIKY TNYH TOL
YOPOL PEGH amd TNV EMAOYY TNG OYKOUETPIKNS opiyng (Volumetric Fog!'®) n omoia pmopei va
ekméunetl oc. Télog, ypnoipomoinca évo PostProcessVolume!'® Component, og 6An tv éktoon
TOV YMPOV TOL TAONYELTE 0 TTAKTNG Y10 VO EKUETOAAELTGD TNV emthoyi] Tov Bloom?° £¢é mov sivan
emt ™G ovsiog N BoAn meployn mov mpokaAeital oV Opacn TEPYETPIKE amd KATL TOAD POTEWVO
O0tav 10 KOltdue o€ €va Mo oKoTEWO mepPdriov. PuBuica e mopapétpovg tov Bloom pe
TETOL0 TPOTO DGTE Vo £XEL TOAD £VIOVI EMIOPUCT GTO KOGUO TOL TaLXVIOo0 amd o £VIOoN
QOTOG Kl EMAVE, TPOGIOOVTOS EVOL OVELPIKO KOl DITEPPENAGTIKO GTOXELD GTIG «Adpyeoy otav
TIG KO1Talel 0 maikTng, aAAd Kot &va PKpATEPNS EVIOONG TAPOUO0 EPE LE GTOXO TO OVELPIKO

oTol(El0 6T0 GVUVOAO TOL TEPIPAAAovVTOg Tov emmpedletal Pdon €viaong Tov  EOTOS G€ TOAD

ppotepo Pabuod and to v Adyo Q.

B) KatevBuvtikd @oog: To ¢o¢ mov ekmEUmMEL 0 GAKOS TOV TAIKTN TOL KLPLOPYEL OTIG
nePLocdTeEPEC TEPIOTAGELS. Agttovpyel pe T yprom evog Spot Light. e avto €xel evepyomomBel
N emioyn Tov Volumetric Scattering, evO¢ UnNyovVIGLOL TOV TPOGOUOLDVEL TO POIVOUEVO EKEIVO
KOTé TO OTO{0 TO PMC OO LU0 POTICTIKN TNYH TPOCKPOVEL GE LOPLOL TOV HEGOL LETAOOONS TOV,
OTN TPOKEEVT TNG OUiYANG T omoia avtavakAovy ewg, (What is Light Scattering and how does
it work? y.x.) He amotéAecua vo ELEOVICEL TN YOPOKINPIOTIKN OKTiVeL QOTOS GTO POKO TOL
Aertovpyel mpocodidovtag peaMoTikdTTe, ATUOGPAPA, OAAG Kot Ponbdvtag 1o yxpnot va

avayvopicel Eqv KatevBivel To pakd Tov o€ KAmoo ex0po.

15 https://docs.unrealengine.com/4.27/en-US/BuildingWorlds/LightingAndShadows/LightTypes/Directional/
16 https://docs.unrealengine.com/4.26/en-US/BuildingWorlds/LightingAndShadows/LightTypes/SkyLight/
17 https://docs.unrealengine.com/4.27/en-US/BuildingWorlds/FogEffects/HeightFog/

18 https://docs.unrealengine.com/4.27/en-US/BuildingWorlds/FogEffects/VolumetricFog/

19 https://docs.unrealengine.com/4.27/en-US/Rendering AndGraphics/PostProcessEffects/

20 https://docs.unrealengine.com/4.27/en-US/RenderingAndGraphics/PostProcessEffects/Bloom/
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Y) POTEWVE avTiKEipeva: AVTIKEILEVO TOV EKTEUTOLY OO UOVA TOLG QMG PAcT TOV
VAMKOU TOVG Kol pMTILOVY Kot aVTd TO YMPO, EMNPeClovTag TV oTHOGPALPa. XTO oy Vviol facikn
YPNOM QVTNG TNG TEXVIKNG YiveTOl 0md TIC K AGUWYELG) TO LOVTELD TV OTOIMV PEPOVY VAIKE TOL
amotelovvTon povo amd eac (Emissive Light?!), oAAé kot amd moAAG GALG ovTIKEIIEVE OTTOC O
TOAEG Y00 TNV petdPaocr oto eninedo 3 kol 4 aviictoryo, eELANPETOVTOC TN ONovpyio EvOg
QOTEWVOV KEVIPIKOV ONUEIOV avapopdg Yo To TaikTn, To COUPOAN €VIOC TNG OTNALAC TOL
KOAELTOL VO EVTOTIGEL O TAIKTNG KOt TEAOG Ol EMYPOAPES TOV YPNOUYLOTOOVV Eva €PE POTOG Yo
NV €VEPYOTOINGN, OTMC Kol ovTOPOLV GTO PG, KABDS OLGKOAELOVY TNV AVAYVOGCT OGO TIC

QEYYEL O TALKTNG LLE TO POKO.
4.7  Mnyoviopoi Toyyviorv
4.7.1 O maiktng

INo to yepopd tov maiktn emédeéo va ypnopwonomo® to First Person Blueprint
Template?? mov mopéyet 1 Unreal. To cuykekpiuévo blueprint mapéyet o kdduko Yo t0 Poctkd
YEPIGUO TOV TOIKTN G€ TEPTATNUA, TPEELLO, GALLO, KOADUML, TTNON KOl TTAOCT UE TO TANKTPA
WASD «on Shift, evd yio to xepiopd g TEPIGTPOPIKNG KivoNG TOV TTaUKTN ¥PNOLUOTOoLEiTaL TO
movtikt. [ToapdAinia Tapéyel Kot ™ «puoikn ovtotTnToy Tov Taiktn, pe éva Capsule Collision g
peolotikd péyebog kot ) kapepa péow g onoiog Ba PAEREL 0 ypNoTNG. XTN GLVEKELN evETata
po TAnfdpa GAA@V pnyovicpov oto blueprint Tov maiktn, OCTE VoL KOAOW® OAEG TIG AVAYKES

Tov oy viowo. [apaxkdtw Bo Tovg TaPOVGLAG® AVOALTIKA:

AlMienidpaon: Q¢ TANKTpo aAAnAenidpaong yio Tov moaiktn €y opicel 10 “E” o610

TANKTPOADY10, OTOTE OTOTE O YPNOTNG TATAEL AVTO TO KoVt Tp€yet To event “Interact”

Havon: O maikng @épet ) Boolean petafintn “IsPaused” n omoio aAAdler 6tav o
YPNOTNG KoAel KGmowo menu 7 to inventory. H petafinty avty efumnpetel v amopuyn

KIVIGE®V 1] VTOAOYIGU®V oL d€ Ba Empeme va yivovtot 6tav To oy viol eivon og movon.

Zovtavog: O maiktng eépet ) Boolean petafint) “IsDead” n omoia petapdiieton 6tav

ydoer OAovg Tov TdvTovg Lwng N kével Respawn avtictoyo Kot ypnoylonoleitol oe S14popovg

2! https://docs.unrealengine.com/4.27/en-US/RenderingAndGraphics/Materials/How To/EmissiveGlow/
22 https://docs.unrealengine.com/4.27/en-US/Resources/Templates/FirstPerson/
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VTOAOYIGHOVE OTTMG Y10 TAPASELYLAL Y10 TNV OmOTPOTN MBEcE®V amd exBpovg 660 givar vekpodg

KoL Y10 KATolo SEVTEPOAETTA, LETEL TO TESPawn.

®akég: o ™ onovpyio Tov pnyaviopod tov Eakod mpocsédeca oto Blueprint tov

naiktn o¢ Child tov FirstPersonCamera évo SpringArmComponent?

, €va. component 7oL
Aertovpyel 0VGLOOTIKG MG EVOLAUESOG Yoo piot EVEMKTN chVoeon 000 GAA®V components, GTN|
TPOKEEVT] TNG KAUEPOS KOL TOL (PAKOV, TPOGPEPOVTING Kivnorm mov mopopoldletor e &va
elatnpro (spring) kot ivol TAP®G TOPAUETPOTOMGIHO. AVTO TPOGOHIOEL TO PUVGIKT Kivnorn 610
TPOTO OV 0 PuKOG aKolovbel g aAlayéc katevBvvong tov maiktn. g Child tov SpringArm
TPooTétnke 10 HovTéLO TOv Eakoy Kot ot cvvéyelo g Child tov poviélov, mpocsébeca Eva
SpotLight**, o mnyf ewtog SnAady onuetaky, mov ekKTéUmel POS 68 GYNa KOVOV, Onwg O
gkave OMAadn éva OOG oknvng M otn mpokewévn évag eakdc. Emiong mpootébnke o
peTofAnT) 610 oAk HE HOPON deKadKOV Tov Oa peTpd 10 amdBepa pratapiog mov £yel o
QoKOG pe éva gupog tiung 0-1000. Télog Tpootédnke Eva adpato LovTELD EVOG KOVOL e PNKOG
TOPEUPEPES LE ALTO TOV PAOTOG TOV EKTEUTEL O PAKOG, TOL Ba Aettovpyel ¢ EAeYXOG Yol TO €GV
TO (MG TOV POKOV PTAVEL GE KATOL0 YOPpaKTHPO EXOPOV, DOTE VO EVEPYOTOMGEL KATOLN O1KT TOV

AertovpykdTNTOL.

o v evepyomoinon/amevepyomoinoen tov okov apkel 1 yp1MoT £VOG LOVO TANKTPOL
oV ot TPokeWEVN etvar o “F” 610 mAnktpoAdylo. Me 1o mltnpo Tov TANKTPOL YiveTal £vog
éleyyog OTL M pmatopio glvon peyoddtepn amd to 2/1000 émerta yiveror évag €heyyog €dv T0
maryvidt sivar oe oo kar edv dev sivar ote pe éva FlipFlopSwitch? excicivovvion evadlaé o
Ké0e TN 01 TOPAKATO 0VO AEITOVPYIEC. TO TPADTO TATNIA AKOVYETOL O NXOG EVEPYOTOINGNG
TOV POKOL, gvepyomoleiTal 1 opatoHTNTA ToV SpotLight, evepyomoreitan to Overlap Collision
0V K®VOoL-gAeykTn kot opileton og True n Boolean “IsFlaslightOn”. Xt cvvéyeia aparpeiton
0.1 amdé ™ TN ™G peTtaPfAnTg Tov amobépatog uratapiog, Kot Emelta amd po. Kabvotépnon
0.01 devteporéntov pe éva Delay Node?®, ehéyyeton ) Ty Tng “IsFlaslightOn” xou av eivon True
emavorapfPaveral n aeoaipeon mov pe T oEpd g odnyet Eavd oto Delay, onpiovpydvrag €161

po Aovma wov ehéyyel v €€dviAnon g umatapiog. X1o 2° mATNUe ovVTIGTPEPOVTOL OAEG Ol

23 https://docs.unrealengine.com/4.27/en-US/InteractiveExperiences/UsingCameras/SpringArmComponents/

24 https://docs.unrealengine.com/4.27/en-US/Building Worlds/LightingAndShadows/LightTypes/Spot/
Zhttps://docs.unrealengine.com/4.27/enUS/Programming AndScripting/Blueprints/UserGuide/FlowControl/#flipflop
26 https://docs.unrealengine.com/4.26/en-US/BlueprintAPI/Utilities/FlowControl/Delay/
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mopomdve owdikacieg kol tifeton g False n “IsFlaslightOn” xieivoviag ™ Aodma g

eEavtAnong uratapiog.

Tpé&rpo - Avroyny/Stamina: O maiktng eépet o petafintn pe tipég amo 1 uéypt 1000
TOL ATOTEAOVV TOVG TOVTOUS avtoyns. H avtoyn tov mpémetl va givarl mave and 1 yio vo pmopet
va tpé€et. 'Etol, 6tav o ypnomg matioet to mAnktpo Shift Eexvdel o Aovma, idtog Sopung pe
vt ™G pumatapiog tov eoakov omov kabe 0.01 devtepdiento agaipeiton 1 mTOVTOC avToynS.
MoOMG 0 maikTnG aPNCEL TO TANKTPO, ekkiveite N mpocbeon 0.3 moviov avioyne ava 0.01
OEVTEPOAETTO. GTA EMIMEDD TTOL EYOVUE CAANAETIOPAOT LE EXOPOVG DOTE VO EXOVUE U0 TTO OPYN
EMOVAPOPTION TNG OVIOYNG TOV TOUKTN 0G0 0LTOG Og TPEYXEL. AvTi 1M dtodikacion ETTOYHVETE
npocBétovtag 0.8 THVToug avToyng oTo 1610 dtdoTnia oTo GALN ETimeda, KaBMS 0 TaikTNG TPEMEL
VO KOADYEL TO UEYAAES OMOCTAGELS KOl TOV OLEVKOAVVEL TO TPEEWWO YwPiG Vo yoAdel TNV
wooppomio 6€ Kamola d1dopacn e £x8povg. Guoikd ka ot dVo dadikacieg mepiEyovy va Clamp

Node?” mov Sev emtpémet 6TIC TYES VoL TAGOVY Thve amd 1000 Kot kéto amd 0.

Xovompo nuide: O maiktng @éper o petafint pe tipég amod 1 péyprt 100 mov
amoTeEAOVV TOoVG TOVTOLG (onG. To chotnua (Nuibg eKHeTOAAEDETOL TV £TOLUN AELTOLPYIKOTNTO

“Event AnyDamage”?®

OV OLGLOGTIKG EVTOTILEL €4V €)xel oTOAEL b 0MO100MTOTE actor KAmTolo
pnvopo (npidg og mpog to maiktn. Otav 1o evromicel, OnAadn Hetd and v enifeon and kdmolo
ex0p0, petd and évav Eheyyo oty “IsDead” petafintm, aviiodpe tovg mévtovg e {npdg omo
10 Event AnyDamage kot Toug agaipodpe and toug mdviovg {ong tov maiktn. Edv avtol eivan
pikpotepor 1 ion pe undév, tote Bétovue True  perPinty “IsDead” ko kohovpe T0
“RespawnMenu” Ul Edv 6y, t0te Kadeite To NyMTIKO £0€ TG KPALYNS TOVOL TOL TOIKTN KOl TO
event “HealthPostProcess”. To cvykekpyiévo event kdver tov éheyyo €av ot moévrol Long eivan
Katw and 670,50 xor 30 kon B€ter og Ty 5, 10 xon 20 avtictoyo T Ty tov “Convolution
Scatter Dispersion” o610 PostProcessVolume tov emmédov. H ev Adyo pubuion mpocodidel 1o

effect «Borlovpacy kol mo €vtovng aviidopaong 610 MG TOV ONTIKOV Tediov Tov malyTn, 66O

néptel | Lo Tov.

27 https://docs.unrealengine.com/5.0/en-US/BlueprintAPI/Math/Float/Clamp_float/
28 https://docs.unrealengine.com/5.0/en-US/BlueprintAPI/AddEvent/Game/Damage/EventAnyDamage/
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Yvirhoyn ovrikelpévay yia Inventory: I'o ™ A0y avTIKEWEVOV 0O T TAELPA TOV
okt HOMG evtomiotel i ypnon tov Interact Button mov avoaeépbnke mapomdvo, yiveton £vog
éleyyog edv Pprokoduacte oto Leveld (kabmdg eivar 1o pévo mov mepléyel OovTIKEIpeva Yo
ocvMoyf] oto Inventory) kat ot ocvvéxswa koAeite to node GetOverlappingActors® mov
emotpépel Eva Array and Actors, oto omoio tpéyw éva ForEachLoop mov eléyyel av 1o Actor
nepiéyel to Interface “Pickup” to omoio €yovpe evidéel 6t0 KEVIPIKO Actor TOV OVTIKEWUEVOL
“bp_Item”. Edqv 1oyvel avtd tote maipvoovpe ™ petofant) “ItemName” and to actor mov pog
eMOTPEQPEL 0 €Leyyog kol Kahovpe to functions “PickUpltem” ko “AddItemTolnventory” mov
Bpiokovtor oo Blueprints tov “bpltem” Actor kot Inventory avtictowya kot 6a avoivBodv oto
avtiotora kKedAaia. Xe autd dlvovpe ™ Tun tov Actor mov «paleye» o maiktng Kot Tov Item
Name avtiototyo amd to 610 actor. Téhoc kahovue éva ppvopo oto Ul mov emPeformdvel

GLAAOYN TOV AVTIKELEVOV.

Yviloyn ovTiKEpEvev avomripoong: O moaiktng mepéyet Vo ddKacies mTov
eCoptdvtar amd To avtikeipeva avaninpoong. H pio eivor 1o “Healing”, n mpocsOrkn dniadn
ToOvVIov (ONg 01O YPNOTN, Kol 1 GAAN N AVOTANP®OGON TOV TOVI®V NG Uratopiag. Avtd oto
KOGUO TOL Toyvidol ovImposmnrevovior and €vo Aapmvpilovv @utd kol po pmotapio
avtictorya mov Ppickovian ddomapta oto ybptr. ' to Healing, apov o maiking moatoet to
InteractButton (E) eAéyyxetar n Boolean petafint “CanHeal?” kot to €dv ot movtor {mng eivan
Mybtepot amd 95/100 ko €dv elvar kat ta dvo True tote TpootiBevtar oévrol {wng ot Lon Tov
Tk, émelto TPEYEL TO AVTIGTOLO animation kou 6T Guvéxsla, Kaieiton o “DestroyActor’™?
Node, ctoysvovtag oto Actor tov Healing ovtikeipévov 10 omoio €xel amobnkevtel oe pia

petaPAn potg evromiomke to Collision petaéd ovtod kou tov CapsuleComponent?!

OV
noiktn. Me akpifdg v 10w Aoywkn Aettovpyel kor to “BatteryRefill” avtikeipevo, amhd

npocHéTel TOVTOLG pmatapiog.

Respawning: T'ia t owdwkacio tov Respawn mn omoio kaAeite kaBe @opd mov

QOPTMOVOLUE €V KOWVOUPLO emimedo M o waiktng emidéyel to Respawn Button ond to

“RespawnMenu” Ul, £y dnpiovpynoet éva function mov kdvet T1g TopakdTo d1001Kocies.

29 https://docs.unrealengine.com/5.1/en-US/BlueprintAPI/Collision/GetOverlappingActors/
30 https://docs.unrealengine.com/4.26/en-US/BlueprintAPI/EditorScripting/LevelUtility/DestroyActor/
31 https://docs.unrealengine.com/5.1/en-US/API/Runtime/Engine/Components/UCapsuleComponent/
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o Apywomolel OAeC TIC TIWES TV TOVTOV (NG, AVIOYNG Kol pmotopiog, KAvel Eva
SphereTrace®? oe o axtivo YOpw and To maiktn kot evromilel Actors ExOpov 1
Healing avtikeiplévov Kol to. KOTOGTPEPEL, OOTE VO ATOPVYOVUE TN GLAAOYN
TOAA®V TETOL®V OVTIKEWEVOV OO TponyoOUEVT Tpoomdbelo Tov moikTn GTO
onpeto 6mov Eava-Eekivd to mayvidt Tov.

e  O¢tel o véa tomobeoia yio to Actor Tov maiktn 1 omoia eivon 1 Tomobecia Tov
“PlayerStart™ Actor mov &xet tomofetndei oto emBopuntd onueio EvapEng tov
kdOe emmédov (ne efaipeon to emimedo tpia mov pmopel va kdvel respawn o
naikTng Kot o€ dAheg tomobeoieg)

o KoaAel to “WakeUp” event, mov ovclactikd givor éva CustomEvent mov tpéyet €va
animation povpicpotog ™G 000vNg Gov TPOGOUOI®MGT TOVL AVOIYHOTOS TMOV
patidv Kot 0ételt oty apykn Ty ™ petaPAnt Convolution Scatter Dispersion
tov PostProcessVolume mov avapépOnie topamdvo.

{34

e Opilet To mode tov Character Movement Component™ ce Walking.

4.7.2 H Aapyn

H Aépym, dniadh ta NPCs - gxfpoi tov moyvidion, Bacilovtot og éva Character Actor™,
H dopn tov and mievpdc components TOPOLGIAGTNKE TOPATAV® GTNV OVAALGT TNG ELPAVIONG
tov yapoxtipa. H cvpmepipopd tov yapaxtpo kabopiletar and éva Behaviour Tree®® ko n
kivnon tov omd éva Al Controller’’. T mapovca éxdoon tov morvidiod 1 Aduym amhd
TEPLPEPETAL GTO YMPO KoL EGV £pOEL GE OMTIKN EMAPT| 1] AKOVGEL TOV TTAKTY, TOTE EvEPYOTOLEiTAL,
EKTEUTEL TEPLGGOTEPO PG Ko apyilel va Tov kuvnyd. Edv @tdoet oe emaen pali Tov tote TOL
Kkéver pa eniBeomn, n omoia emavalappdveron kabe Alya dévtepa 660 eivar kKovtd. Edv o maiktng

QEEEL TNV Ay e Tov eoko v evpyomotel. [ 660 o paxdg Ppioketon oTpappévog endve ot

32 https://docs.unrealengine.com/5.0/en-US/BlueprintAPI/Collision/Sphere TraceForObjects/

33 https://docs.unrealengine.com/4.26/en-US/Basics/Actors/PlayerStart/

34 https://docs.unrealengine.com/4.27/en-US/InteractiveExperiences/Networking/CharacterMovementComponent/
33 https://docs.unrealengine.com/4.27/en-US/InteractiveExperiences/Framework/Pawn/Character/
3https://docs.unrealengine.com/4.27/en-US/InteractiveExperiences/ArtificialIntelligence/BehaviorTrees/

37 https://docs.unrealengine.com/5.0/en-US/ai-controllers-in-unreal-engine/
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Adpyn oot akwvntomoleitol, HOMS 0 moikING OTPEYEL TO PAKO TPog GAAo onueio avt) Oa

apyioet va tov kovnyd. H Adpyn mepiéyetl tovg mapaxdto unyaviocpots oe blueprint:

Pawn sensing: To Pawn Sensing &ivot évag érolpog punyaviopog g Unreal mov

gvtomilel edv o yapaktipoc mov @épst to PawnSensing Component®

£xet
avtiineBsi ™ mapovsio kamoov Actor Tng katnyopiag Pawn’’, yapaxtipa
oniaodn mov eAéyyeton amd To maiktn M and Al péca oto gdpog mov pvOuileTon
amd TO TPOYPOUUOTIOTH YO TV «OPOGT» KOl TNV «OKO» TOV. T TPOKEYLEVT O
YOUPOKTNPOS TNG AAUYNG €XEL EVOL OPKETA HeYGAo €0pog dpaomg, Tov opiletot amd
éva kvo, kot akong mov opiletar amd pa ceaipa. Edv kdmotog dALog yapoktipa
Bpicketan eVTAC TOV KOVOV, 1| KATOL0G YapaKTipe mov pépet vo, Noise Emitter*
Component Bpicketat evtog TG opaipag g akong, Tote evepyonoteitan To Pawn
Sensing Event, mov exkivel puo oglpd nodes péca oto Blueprint. To Blackboard
nmov mepi€yxetar oto Behavior tree tov yopokmipo ™G Aduyng mepiéyel pio
Boolean petafint) “HasSeenPlayer” n omoia yiveron True 6tav evepyomowmOel
Kamowo amd to dvo Pawn Sensing, emiong ov&dvetor m TR ™S HETOPANTNAG
LightEmission mov Bpioketor 6to Material g Aduyng, ®oté va evepyomomnei n
exmouny| POTOC.

Enagn pe v axtive tov @oaxov: H Adupyn mepiéyxer éva Sphere Collision
Component, Aiyo peyaAdtepo amd T0 GO TOL YOPOKTNPA, YL TOV EVIOTIGHUO TNG
EMOPNG LE TNV OKTIVOL TOV (OKOV TOL Taiktn, onAadn to Component e Gynpo
KAOVOL TOV QEPEL O TAIKTNG KO YLoL OVTY TN XPNON Kol EKTEIVETOL AO TO PUKO
HEXPL Lol LEYAAN amOoTOoT UTPOoTd amd avtdv. Otav gviomiotel auty 1 emoen
(OnComponentBeginOverlap), 10te petorpémetor oe True m  petafint
“IsStunned” tov Blackboard ka1 To Material g Aapyng aAlalel 6To ¥pdLUAL TOV
VTOOEIKVOEL OTL €lvol OKIVNTOTOMUEVY]. TN CUVEXEWL OTOV TAWEL 1) ETOON
(OnComponentEndOverlap) t6te yiveton True m “HasSeenPlayer” ®ote ot

AApyELS Vo apyicovV va KoV yOave ToV ToiKT).

38 https://docs.unrealengine.com/4.26/en-US/BlueprintAPI/AI/Components/PawnSensing/
3 https://docs.unrealengine.com/4.27/en-US/InteractiveExperiences/Framework/Pawn/
0 https://docs.unrealengine.com/4.26/en-US/BlueprintAPI/Al/PawnMakeNoise/
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Behavior Tree:
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21. 1Screenshot amo o Behaviour Tree tov Al mov kwvet To yapaktipa "Aapyn™ péoa oto mepipdirov tng Unreal Engine.

> napoandveo edva mopovcstaletor 1 doun tov Behavior Tree mov eAéyyetl ™ cvumepipopd
g Aduyng. Ta Behavior Trees givatl ypoppukd, dniadn AEITovpyovy amd aplotepd Tpog 0e&id
Kot pémel ite va Exel ohokAnpmBel n mponyoduevn dpdomn N va advvatel vo cuuPet yo va
TPOYWPNCEL 6TV €MOUeV. e KABe Prpa yivetor éleyyog oe O1dpopeg cuvinkes (ota pmAé
TAOIG10) Kot LOVO €6V GLVTPEXOLV OAEG Ol OalTNOELS oL opilovtar oe avtd Ba yivel n dpdon
(Lo TAaiocro). MoAg odokAnpwBel n Tpdtn dpdon (apiotepd) Oa cvpuPel n enduevn. Etot, ya
napadetypa, oto Tpito KAadi, n Adpyn kovvnydet to moiktn (BTTask ChasePlayer) ot m dpdon
LT TEAEIDVEL OTAV QTAGEL dimAo TOv, OMMG QaiveTol kol oTn TopaKato wova. Etor o

YopokTpo EEKva T dradikacio g eniBeong, a@ov £xel TAGEL TO TAIKTY).
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[N ™ xivmon g Adpyng mpog ™ tomobecia tov maiktn (BTTask ChasePlayer)
ypnowomositon éva “MoveTo™! node, 1o omoio aélomotel 10 ocvomua tng Unreal yio T
mhonynon Al yapaktipov (Navigation System*?). To cvompa avtd mapéyet éva “NavMesh”
Actor, éva avtikeipevo OonAadn mov tomobeteitar oto emimedo Kot LwOAOYilel Oheg TIG
TAONYNOES TEPLOYES TOL eMmEOOV, AapPdvovtag voyy ta Collision T®V AVTIKEWWEVOV, Kl TIG
pvOuicelg mov tov &yovve dobel doov agopd 1o HEyeBog TOL YOpOKTNPA, TN SvvaTdTNTA
mlonynong oe kAion k.a. 'Etotl og kdOe kapé, vmoroyiletar | véa B€om tov yopakTipa TG Kabe

AGpyMG oV PEPEL AT TN AELITOVPYIKOTNTA, LE YOUMVO TN TPOGEYYIOT TG 001G TOL TTOKTY).

INo mmv meputhdvnon ¢ Aduyng (BTTask RoamAround), aélomoidvtag to 1510
ocvoTnua, emAEyeTol por toyoio Béon oe o mepipeTpo YOpw amd avtr, Kot TAoNyeite ekel.
MoMc avtd tedeudoet, Tpéxet To “Wait” task, 0mov amAd n Adpyn otpéeetor deE1d Kot aplotepd
v 2 devtepdrenta kot Eavatpéyet To task g mepumAdvnong pe pio véa Béon avtm ™ eopd wg

610Y0.

o ™ Aettovpyia g emiBeong (BTTask AttackPlayer), 6tov avt koAeitor ond t0
Behavior Tree, xaAel éva Sphere Trace mov evtomiler Pawns kot €bv To pawn givor o maikng,
1o1E, avomapdyetal 0 NYo¢ ¢ emibeong, kaAeitor to “Attack Anim” CustomEvent yw to

Animation ¢ enifeonc, kat to node “ApplyDamage”™*

otélvovtog éva Damage 10 moviov
oTOV TToiKTN. 210 TéAOG, AapPavetor | Tyun g “IsDead” petafAntg and tov maiktn otov omoio
K@vape cast mponyovpévoug kot glcdyeton oty “IsPlayerDead” petafint) tov blackboard m
omoio eAEyyeTon mpv amd Kabe emiBeom yia vo amopevyfel va kdver eniBeomn n Aduyn og Kamwolo

ToKTn OV €ivon oM veKpOC.
4.7.3 Avtikeipevo Avamipoong

To mayvidr mpoceépel dvo dupopetikd avtikeipeva avaniipowons. To éva givor éva
@LTO 1oL O TaikTNg To polevetl kol Kepdiler mévrovg (ong kot o dALo eivor pmotapio mov o
naiktng ™ poaleder ko Kepdiler mdévtoug ot umatapio Tov @akov. To aviikeipevo avtd
neptEyovv éva Sphere Overlap oe o 01dpeTpo YOp® TOVG TO 0MO10 HOALG EVTOTIGEL ETAPN LLE TO

actor Tov maiytn ekkivel To animation tov gpeavifel to unvopa oto Ul 611 0 maiktng pmopel va

41 https://docs.unrealengine.com/4.26/en-US/BlueprintAPI/Al/AIMoveTo/
42 https://docs.unrealengine.com/4.27/en-US/InteractiveExperiences/ArtificialIntelligence/NavigationSystem/
4 https://docs.unrealengine.com/4.27/en-US/BlueprintAPI/Game/Damage/ApplyDamage/
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T poaléyet ko B€tel og true v avtiotoyn petaPfAntn oto actor tov maiktn. Amd kel ko Emetta

0 K®OKOG Yo To av Oa T paléyet Bpioketon 6To okt Kol EXEl ovoAvOel Tapamdve.

Mo v epueavion tov aviikelwévov autav £yel dnuovpyndet o Aodvma oto Blueprint
oV KABe emmédov 1 omoia, mpdta Ppiokel mOco aviikeipevo Ppiokoviol VIO Hag aKTivog
YOp® amd To Taiktn Kot opilet tn petaPAnt “ItemsInRadius”, otn cvvéyeio eAéyyet va umv eivan
pueyoAvtepn amd “MaxItemsInRadius”, kot ot ovvéyswo kdver Spawn évo Actor omd 10
exaotote Item og o tvyaio Tomobecio eviog (oG axtivoag, o€ pio amdoTac UTPoosTd amd 1o
noiktn. ‘Enerto omd kamola devtepdienta undeviCetor  tun “ItemsInRadius” (kabmdg 0 maiking
Kvelta, Kot TpEnel va eAEYxeTon Thvta 1 tpéyovca tortobecia) ko enavekkivel. ‘Etot govpe
duvatdtto. vo  powpdlovpe duVOIKG TO OVTIKEILEVO, OTO YAPTN, KOl OHOLOHOPQO KOl
wwoppomnpéva Yopw and to maiktrn. Emiong pe t1g petaPfAntéc pmopovpe emiééovpe 10 moOGA
avtikeipeva and kKabe kotmyopia Ba epeavifoviar oe Kabe eminedo Kol OGO GLYVA, MGTE Vo
ouvadovv pe v emBountn dvokoAia Tov KaOe emmédov. o Tapddetypa, oTo OVTIKEILEVL TOV
dev vmhpyet paym, Oev epeavifovior kaboOAovL oaviikeipeva ovomAnpmong {ong, kot To
avtikeipeva yuoo ) pumatopion epeoaviovior Hovo 0Tav TEAEUDOEL 0 GOKOG, OAAG TOAD cuyva
UTPOGTE amd TO ToUKTN MOTE va Yivel Giyovpo mwg Ba €xel o Pakd og enineda mov ToL givor
OTOPOATNTO Y10 TIG UNYAVIKES , OT®G ). 0T0 enimedo “InsideTree” mov yperdletor va eyyet Tig

EMLYPOPES Y1 VO TAPEL TAL GOUPOAAL.
4.7.4 Inventory

Y10 eminedo 4 “Searching For A Home” o maiktng paledel kdmowo aviikeipeva Kot to
amofnkevel o éva Inventory, pe okomd dtav T EVIOTIGEL OAM, VO TO BAAEL 6T 6ot oepd. [
va emtevyBel avt 1 ddwacia dnpovpyndnke éva chvBeto cuoTNUA TOV amOTEAEITOL OO TOL

TOPOKATO GTOKE .

Bpc_Inventory: To Blueprint Actor mov Aettovpyel cav amoONKELTIKOG YDPOS Y10 TO GUCTNLLA.
Déper éva Array pe to 6vopo “Inventory” wor epmepiéyet évo Custom Event “Add Item to
Inventory” mov £yetl cav input tnv String petofAnt “New Item”. MoOAg avtd 10 Event kaieiton,
npocBétel 1o “New Item” mov €xel AdPet oto String Array “Inventory”, aAld kot oto Input “Item
Name” tov “Add Item to List UI” tov Inventory Widget. Emiong mepiéyer 1o CustomEvent

“IsPuzzleSolved” mov kdvet évav éleyyo edv Oha T avtikeipeva ivol oTic cwotég Bécelg otav
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KkaAgitat. Avto to event KaAgite amd to onitt (homeSpawner), 6tav 10 TANGLALEL 0 TOTKTNG £TGL

wote eav £xel Abel o malh, avto va mopapeivel otn B€om Tov.

Inventory Widget: Eivor to tpufpa tov punyaviopov mov €xet ™ popen Ul (ypapikd otoryeio
oL gpeavifeTon otnv 006vn) Ko TEPIEXEL OAL TOL VITOAOUTO GTOLYEID TOV PEPOLV TIC OTOPOLTITES
UNYOVIKES YlO0L VO AELITOVPYNGEL TO GVOTNHO, KABMG Kol KATolEG Asrtovpyieg Okég Tov. AvTég
etvat: H mpocsOnkmn avtikeyévov ot Alota (“Add Item to List UT” CustomEvent), To omoio 6tav
KaAgiton Onpovpyet €va ypapikd otoryeio g kAdong “Item Slot” kot to wpocsHéter oto UL
Avéroyo to “ItemName” mov €yst AdPet and o mpornyoduevo PAua, pe évo Switch on String*
node, 0€tel Kot T KATAOAANAN EIKOVO KO OVOLOL OVTIKEUEVOD GTIG OVTIGTOLYES TOPAUETPOVS TOL
“Item Slot”. 'Etot omovpyovpe éva mapabvpdkt oty 006vn mov avTimpoownedel 10 KAOE

avtikeipevo mov €xet paléyet o moikTnge.

Item: To Actor Tov aviikelpévov dev eivar otolyeio mov mpokvmtel péca and 1o Inventory
Widget, aALd gival amopaitnto yio T Agttovpyio Tov. Avtd glvan éva Actor mov mepthapPdvet
éva kevo StaticMeshActor®® kon wo String petafint) “ItemName”, ta omoia &xovv oploTel
KOTAAANAQ Yoo K60 Eva and ta mévte avtikéipeva Tov emmédov. O KOKIS Yo T GLALOYT TOV
QVTIKEWEVOL amd TO ToiKTn, Asttovpyel ¢ €€ng. MOMG o maiktng matnoel 1o mAnktpo “E”
TpEYEL poL Aovma dmov ypnoponoleiton to Node “Get Overlapping Actors” ylo Tov ToikTY, LE TO
oiktpo ta&ng “bp_Item” Edv to Actor tov maiktn eivan o€ emapn pe 1o Actor kdmowov Item, tote
amd ovtd 10 Guykekpluévo item tpéyel to “Add Item to List UI” Aapfdvovtoag cav input 6to
“Newltem” to Ovopa mov tov diver to “bp Item” actor mov exkkivinoe tn dadIKacio Kot
nmpootifetanr ko +1 oty aképora petafint “Items Picked” dote poig @tdoet ota mévie va
EUPAVIOTEL TO pUNvupo oL KaAel Tov Taiktn va ta BaAel 6T 6ot oepd, dnwg Kot to timeline

OV EUPAVILEL GTAOIOKA TO VUL 6TV 000V OTL TO OVTIKEILEVO GUVELEYT).

Item Slot: Anote)lel 10 Paocikd Ul otoryeio mov eppavilel ta avtikeipeva otn AMlota 610 KAT®
pépog g 0Bovng. Avtd meprhopPdaver ta Mouse Functions: OnMouseButtonDown,
OnMouseButtonUp xat to. DragDrop*® Functions OnDragDetected xat OnDrop. To ItemSlot mov

Bpioketar oty 006vn £xel onuovpyndel Katd T Tponyodhuevn GLALOYN AVTIKEUEVOD, Gpa PEPEL

4 https://docs.unrealengine.com/4.26/en-US/BlueprintAP1/Utilities/FlowControl/Switch/SwitchonString/
4 https://docs.unrealengine.com/5.0/en-US/static-mesh-actors-in-unreal-engine/
46 https://docs.unrealengine.com/4.27/en-US/API/Runtime/UMG/Blueprint/UUserWidget/
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10 Ovopa Kot TNV €kova, Tov aviikeipévon. To OnMouseButtonUp kodeitatl 0tav o maiktng £xet
Kével kMK oto widget kat £xel apnoEL TO TANKTPO, o€ avTifeon pe To on mouse button down mov
KoAettol poOAG kKhkdpel, avedpmta amd 1o ov 0o to agnost. Xto OnMouseButtonUp pe éva
SwitchOnString, avdAoyo 10 GvOUO TOV GVTIKEILEVOL (POPTMOVETOL KOl TO OVTIGTOL(O HOVTELO
avtov oto StaticMeshActor Tov “ItemTolnspect” actor mov BpickeTon 6TO TAIKTN Y100 TO GVOCTN A
TOPOATAPNONG OVTIKEILEVOV. TN CLUVEYEL POPTMVETOL N avTicTolyn ekdéva oto ImageDisplay
Widget tov Inventory, kot KoAeiton va epeaviotel oty 006vn 1oL TaiKTn Yo Vo TOPOVCIAGEL TN
oeAida amd TO NUEPOAHYIO TOV TPOTAYMVIGTI TOV GLVOEETOL LUE OVTO TO OVTIKELLEVO, KOOGS Kot
KpvPovtar ta vrorowma ctotyeio Tov Inventory Ul Xto OnMouseButtonDown ago® yivet évog
éheyyog oti AEN PBpioketar omn ocwot) Béon tov puzzle ko 01t t0 puzzle AEN gyet Avbei,
koAeitar to “DetectDraglfPressed” Function. 'Etot omn ocuvvéyela oto “OnDragDetected”
onuovpyeitan éva véo “ItemSlot” Widget yio v €u@dvion Tov OVTIKEWEVOL OV GUPEL O
xpotg kot to “ItemDragDrop” blueprint mov amoBnkevel Ta croyeiot TOL AVTIKEWEVOL TOL
ovpetatl. Téhog aparpeitan amd v 000vn 10 avtikeipevo mov ekkivnoe T ddtkasio (apod pa
Kavovpla €kdoyn Ppioketor KOT® ond TOV KEPGOPO TOL TOIKTN) KOl EMIGTPEPETOL TO
“ItemDragDrop” cav operation. Téhoc, 6to OnDrop Function kaieiton Eava to “Add Item To
List UI” Event kot cav Input oto Item Name maipvel to dvopa mov ¢épet 1o “ItemDragDrop”
®ote Vo TPOchEcEL €K VEOU 6T MoTO 6TO KAT® HEPOS TNG 000VNGg TO avTiKeipevo, €dv avtd

apedel Thvo o€ Kamolo and avtd mov Ppiokovion o€ avty o€ avtiBeon pe kamolo Puzzle Slot.

Puzzle Slots: OvclooTikd anoteAovv T1g TéVTe BE0ELS Y10 TOL OVTIKEILEVO GTO TAV® WEPOS TNG
006vnc, mote khBe pio amd avtég va eAéyyet edv Ppiockoviar 61N oot oepd. [lepiéyovv ta idwa
Functions kot Interfaces pe to Item Slot pe PBacikn dwdkpion oto OnDrop Function. e a1,
TP Kivnon eivon va eleyyBet edv elvar o cwot B€om to avtikeipevo mwov Bpioketal og avtd
10 Slot, €bdv avtd 16Y0eL, TOTE TO AVTIKEILEVO OV €p1EE O YPNOTNG EMAVM TOV EMGTPEPEL GTN
Mota pe ) dwdwaocio mwov meprypdonke mopamdve. Edv dev elvan o1 cwotn 6éom, tote
onuovpyeiton éva ItemSlot dote va Ppebel oe avty ™ 0€on ko eAEyyeTon edv vapyEL NOM
kamowo ekel. Edv vmapyel 16te emotpépetan otn Alota, €dv Oyl 10te PEVEL €KEl TO KOVOOPLO
ItemSlot kot edéyyetor oo pécm tov String TOL OVOUATOG TOL PEPEL €0V PpiokeTal AVTO OTN
ocwot Béon yo va amoBnkevtel avtn | TANpoopia oty avtictoryn petafAnty. Edv éxel néoet
o1 oot 0éon toTe gpPavilel apuécsmg TNV aAlayuévn ceAida Tov MUEPOAOYiOL Gav VITOOEIEN

Yo TO TTaiKTn OTL €KOVE TN oot emA0YT. Emiong amodnkevel kon pio petafintn yuo to av €xet
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EUQAVIOTEL 1] GEMOO TOV NUEPOLOYIOV £0TM LU POPA, £TCL MGTE VO TO gRPavilel pdvo tn TpmTN
QOpPE TOV APNVEL O TOUKTNG TO EKACTOTE OVTIKEILEVO (KO por eopd 6tav glval cwaoth) Kot Oyl

KGOe popd.
4.7.5 Avemtapn ypnotn

To kevtpwd otoryeio demapng ypnot (User Interface, mopaxdrtom Ul) tov moryvidiod mepiéyet
tpia Pacikd otoryeio. Tn pumdpa (oNg Tov maikTn, T UIdpo oVTOXNG TOL TOiKTN Kot TN Umdpo
umoatopiog Tov eakov. Avtd speavifovior kaboAn n Oldpkelld TOL TALVIOOL OTN TAVE
aplotepn Yovia. Exktog and avtd epgavifovral Kot Sidpopo unvopaTe. Tpog T0 ToUKTY, 6 LOPON
KEWEVOL 7oV glvar Kot ovtd Koppdtt tov keviptkov UL Télog oto eminedo 3, étav o moiktng

Bpioketon péoa ot ommAd epgavifovtal oty Kdte aplotepn TAevpd ™G 006vns ta cuUPola,

ta omoia yepilovv avdioya pe TV omdoTaoN TOV EYEL O TOUKTNG Od OVTAL.

22. To Kevtpwod Ul Component pe KAmOL0: TOPpOSELYLOTO OTO TO. LVOLLOITOL.

Ov prmapes: Ov tpeig umdpec mov epeaviCovron kaf’ OAN ™ Odpkeld TOL TALYVIOOV,

2947

amotelovvtol and “Progress Bars”™’ tng unreal. Avtd to components divouv ) duvatdtTnTo Vo

47 https://docs.unrealengine.com/4.27/en-US/API/Runtime/UMG/Components/UProgressBar/
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AapPaver mocootd emt g exotd amd pio float petafAnt ko va to gppavifovv otn popen
umdpoc (1 GALOV GYNUOTOG) TOV POPTAOVEL e KAOe pio amd T1g dtodikacieg mov opilel ™ TN
mg Mg, avioyns kot pmatoapiog mov mepleypdonkay mopandve, opiletor kot 1 avtictoym

petafintn oto Ul blueprint yia tn Agttovpyio g pedpoc.

Ta pnvopara: To unvopata tepéyovtor amd v apyn 6Aa oto Ul pe undevikd Opacity oote va
unv gtvor opotd, kot kabe popd mov ypetdletol va eppoviotel £va, avtd yivetor pe éva Timeline

oL eAEYyeL To Opacity ylo 6Tad10KT ELPAVIOT) Kot EELPAVIOT) TOV UNVOLOTOG OTOV TPETEL.

Ta oOppora — Hints: To mévie cOpPora hints amotelodve kot avtd ovcslactikd Progress Bars,
ol TIHEC TV omoiwv kabopiloviot amd o HetafANT TOv TEPIEYXEL TNV ATOGTACT] TOL EKACTOTE
ouuporov amd 1o maiktn. MOMg o maiktng Ppioketar apketd kovtd 6to cOUPoAO ovTd Gav
VrodelEn, eotilel éviova. To mwg Ppioketor avty 1 andotacn Ba meptypopel TapakdT® 61O

KEQPAAOL0 Y100 T0. GOUPOACL.
4.7.6 Zopfoira

Ta oOppora, onwg kot ta Items, Pacilovior OAa og £va Koo Actor 6oV petafaAleTon
10 StaticMesh (to povtélo) kot to “SymbolName” String Variable. Ilepiéyovv €va Sphere
Collision ®cte vo evtomicovv mOTE 0 TOIKTNG PPIoKETAL GE AMOGTAGT Yot VO AAANAOETIOPACEL
padi Toug Kot va epgavicovv To punvopo. Molg o maiktng evepyomooet To kaOe cvpfolro, avtd
amofnkevetor oe pion Boolean petafAnt yw to xobéva mote vo eleyybel petd vy va

petafAnBovv dAlol TapdpueTpot.

H andotaon tov maikt and 10 kdbe cOpforo vroroyiletoan a&omormvrog to “Get Path
Length” node 10 omoio pog emotpépet Tipég mov pumopet va pracovv ko o 1.000.000. Emedn n
T 0VTH TS OmOGTACNG XPNOUOTOLEITAL EKTOG OO TN CLUTANPWGCT NG UTAPOS — GLUPOAOV
Kot yuo va. eheyyBel o potiopdg mov exméumel 1o kibe cOUPoAo ypelalONACTE TYEG TOV VAL Un
Eemepvave 10 gVpog 0.1 — 1.0. 'Etot €yve kavovikomoinon tov Tipdv pe v e&iocwon: [ Néa tiun
= 1 - ((Apyixn riun — Katwtepo Evpog apyixng tyung) / (Avatepo dpogs apyikns tyuns — Katwtepo
evpog apyixng tung)) * (1 - 0.1) ] yia 1o kéBe souPoro. Téhog poAg avtn n T Eemepvd 1o 0.9
v 10 Ka0e cvpPolro, eppaviCetar £va véo ototyeio tov Ul mov givor pia évrova gotevy exdoym

0V GLUPOAOV OV LTOJEKVOEL OTL 0 TOUKTNG PPICKETOL APKETE KOVTAL.
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To npdto cvpPoro (Apvnon) 6tav evepyomomndei, otédvel To unvopo ce €va actor pe
Bpdylo mov PpiokeTon otV €16000 KO 0EV EMITPEMEL GTOV TOIKTN VO TPOYWPNOEL TPOG 1oL
Katevbvuvon yo vo Kotaotpapsl Kot mapdAAnia moilel kKot Tov Nx0 KatoAicOnong ywa va to

avtiinedel o mTaiknge.

To devtepo cvopuporo (Opyn) 6tav evepyomoindel petafdirer tig Density kot ypoUATIKEG
napopétpovg tov Volumetric Fog dote va okotewidost 10 enimedo kot va gueoviletal mo

KOKKIVT 1] OpiyAN.

To tpito ovpPoro (Awampayudtevon) oOtav evepyomonbei, opiler tn Tomobesio tov
naiktn ot tomobecio evog actor mov Ppioketor oe apywd onueio g miotac. Emiong m
TAnNpoopia ™G gvepyomoinong tov GuUPOrov avaktdtar amd actor mov PpiokeTarl e KOVTIVO
onpeio tov AafopwvBov , petald tov Tpitov Kol Tov TETAPTOV GLUBOAOL KOt OEV EMTPENEL GTOV

ToiKTN VO TEPAGEL AmO €KEL €AV OEV £XEL EVEPYOTOIGEL TA TPOTYOVLEVO GOUPOALL.

To tétapto ocvpuporo (Katabiwym) otav evepyomomBei, emnpedlovrog tic Density kot

YPOUATIKES TopapeéTpovs Tov Volumetric Fog, okotevialet 1o xdpo.

To méunto ko tedevtaio ovpPoro (amodoyn) Otov evepyomoinbel, mopduolo pe To
Tponyovpevo eotilel éviova 10 Y®po, kot dmuovpyet dvo Actors «Kolov Adpyemv» mov
KkaBodnyobv tov maiktn mpog v £€0d0. Emiong pe v evepyonoinon avtod tov cuporov Kot
NV avAKTNON OVTNG TNG TANpogopiag, amevepyomoteiton to collision actor mwov vmépyel 6ToO
AafopivBo Ko 0ev emTPENEL GTOV TOUKTN VO TANGLAGEL 6TV ££000 €0V OV £XEL EVEPYOTOIGEL

Kot 10 tehevtaio cvpuforo.
4.7.7 Home Spawner

H pnyoavikn tov omitiod mov oamopokpvvetor omd tov maiktn 660 avtdc to mAncldlet
Bacileton oe 0v0 otoryeio. To Actor tov mov mepi€yel 10 POVTELO TOov omitov, €va Sphere
collision pe peydio €0poc mepueTpikd Ko tov Kmdka, kol éva Box Collision Actor apketd
LEYAAO, OTO EMIMEDO, MGTE VAL AgLTOVPYEl Gav Ta Opla VIO TV omoimv pmopel va epgavileTot

10 onitt (Spawning Volume).

O kddwoc: Moag o maiktng Ppebel eviog tov Sphere Overlap Collision mov Bpioketon

TEPILETPIKA TOV OTLTION, POV yivel évag €heyyog otnv Boolean petafint “IsPuzzleSolved”,
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edv avtn eivon False, tote opilovror to X kot to Y g Vector petafAinmg “SpawnLocation” (1o
Z Ba oprotel apyodtepa). H petafAnt avtn omoterei ) véa tomobesio otnv onoia Oa Bpebel 0
oTtiTL évo TEPATEL OAOVS TOVG EAEYYOVG Yo VoL eivat evtog opimv, Kot va un Bpebel Adyov yapuy,
HécO 6TO TOTAL, 1 TAve 6to Povvo. o va Bpebodv avtég ot Tpée, evromilovpe TPog T Tov
Koltdel o maikTne, TpocOitovtag T T mov poag diver éva GetWorldLocation*® pe ) Ty mov
pnog diver éva GetForwardVector® tov Rotation (moAAGmAGGIO{OUEVO E TNV OMAGTAGT] TTOV £YEL
opotel yuoo v gpedvion otn véa 0éon) tov Camera Actor Tov mOiKTI. XT1 GLVEXEWML M
“SpawnLocation” petafint opiletor og tomobecia oe éva SphereTraceForObjects Tov tomov
WorldStatic. 'Eneita ehéyxeton €bv 1o amotéiespo tov Out Hit Actor wcodton pe 10
“SpawningVolumeReference” mov &yovpe opicel cav avapopd tov Box Collision Actor twv
opilmv kot €6v avTo 1oYvEL TOTE ONUAIVEL TOG PPIOKOUOCTE EVIOS TV OpimV, OTOTE TN yaivovue
ot0 endpevo Prua mov eivar éva Line Trace For Objects, maA WorldStatic, aALd avt T @opd
avalntovpe to Landscape Component, ondte o¢ Start kot End X kot Y opilovton ot tipéc and
“SpawnLocation”, evdd wg Start Z 1o 6000 ko wg End Z to -200 (yw va givan ciyovpo 01t Oa
netvyel to Trace to Landscape. ‘Etot, maipvovpe to Out Hit Impact Point mov pog divel to trace,
kot pe éva Break Vector maipvoope 1o Z. Oétovpe avtd tov oplfuo oto Z and 1 véa tonobecia
omv omoio Ba petokivnBel to Actor tov omrtod Kot T X Kot Y Tpoépyovior omd
“SpawnLocation” petafAnm. Eqv 6pumg oto mponyoduevo €reyyo, dev PBpebel amd to Sphere
Trace emagn pe to “SpawningVolumeReference” mov onuaiver 611 to omitt Oa Ppebel ektog
opimv edv maegl oe avtn ™ 0éom, 161 Ta X ko Y opilovron AapPavovtag v KatehBvvon mpog
To. eUPOS TOv 1010V TOV Actor TOV GMITIOV Kol TOAAMTAAGLALOVTAG T UE TNV OTOGTUGT OV
YPNOOTOOVE Kol TPV Yoo 10 Spawn, @ote va Ppebel kdmowo pETpa UmpooTtd amd N
wponyovuevn Béon tov, kol wiow ond 1o maikTn, KATL MOV Oa KATOGTNOEL Giyovpo TS Oa
Bpioketar evidg opimv, kab®OG petd amd Kabe petakivnon tov Actor, ol TIES TEPIGTPOPT| TOL
opifovtor Tévta doTE Vo Kottdel TPOS TO TaiKT, KOOMG, avtd Kortdel TAvTo TPOG TO KEVIPO TOV
SpawningVolume an6 to omoio ekivnoe Tig LETAKIVIGELG TOV, PéEYPL va KoTaAnEet va Pyel extdg

opimv.

8 https://docs.unrealengine.com/4.26/en-US/BlueprintAPI/Utilities/Transformation/GetForward Vector/
4 https://docs.unrealengine.com/4.26/en-US/BlueprintAPI/Utilities/Transformation/GetForward Vector/
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4.7.8 Toyoio en@avion avTIKEIPEVOVY

INo ™ TuYoio EPPEAVIOT) TOV OVTIKEWEV®VY TOL TPETEL VO, GLAAEEEL O TTOKTNG OTO Minedo
4 &yer dmuovpynOet péca oto Blueprint Tov enmédov 0 KMIKAG 0 0T010¢ OGOV APOPd TO TPOTO
pe tov omoio ta avtikeipeva eppavifovtal ot véa tomobecio UTPooTd amd To TaikTY, givat 010G
He TOV K®OWKo, Tov mopdyel v dwo Asrtovpyikotnta Kot oto HomeSpawner. ‘Exst yiver 0
EMAOYN TO QVTIKEILEVA VO ERLPAVIfOVTAL UTPOGTA OO TO TOIKTY), GE L0 OTOGTOCT HEV OPKETN
Yo vo. Uy gtvon autd avTIANTTO Kol omodLVOU®OVEL TV euPibvon, oAb tétola doTE Vo eivan

€0KOAO GTOV TTOUKTN VO Ta BPEL, 0G0 PETOKIVEITOL GTO EMIMEDO.

To wévte Actors Tov avtikewévov, Ppickovtol oe £va onueio kKdtw amd to Landscape,
NN poptmpéva Kot petaktvodvior kdbe popd Paon Tov kddwd yia va Bpebodv unpootd omd to
naiktn. Ze dtopopd Opmg e to HomeSpawner avtd 6 cupfaivel pe Kamowo exan| e TO ToikTn

oAAG ava TakTé xpovikd dtootipota (‘Set Timer By Event >

Function). I1épa amd tov éheyyo
nov yivetal péow Trace yuo va Bpickoviot vidc to Spawning Volume, yiveton Kot £vog 6e0TEPOC
éleyyog, otn tonobecio mov mpdxettal va Ppebet o aviikeipevo, Tpotod avtd petaxivnOel exel,
eqv Ppioketar kdmolo dALo oe P ceaipa amdsTacns Yop® amd avtd. Edv avtd oyvetl 10t
tifeton ¢ True n petafint “ItemsInRangeOfSpawn” 1 omoio kot EAEyyeTOL GTNV OPYY| TOL
Kodwo ko wpémel vo eivar False yuo va mpoywpnoet. Avtd copfaivel yoti katd TG TPAOTES
OOKIEG TOV TOYVISD TOPATNPNONKE TG 0V 0 TOIKTNG APNVE TO TOLKVIoL Vo TPEYEL Kot OgV
KIVOUOE TO Yopaktipa (kabdg dev vapyel KAtt mov va méCel ypovikd og avtd 10 eminedo) yio
KAmolo 0o, TOTE GLYKEVIPOVOVTAY OAQ TO OVTIKEILEVH 6TO 1010 HEPOG, EVA HE OLTN TN

TpocsOnKm, £xovv pa Aot andotacT, avdioya and to mdco £xel opiotel to Sphere Trace

TOV EAEYYEL Y10 AVTIKETILEV QL.
4.7.9 Emvypogéc

210 VO-eMiNEdO TNG OTNALAG TOV EMMEIOL 3 0 TOUKTNG GLVAVTH KATOEG EMLYPAPES TOV
TOV O1vouV PUNMVOUOTO GYETIKE [E TNV 16TOPI0. TOL TTOLY VIOV, OAAG TOL VTOOEIKVOOLV KOl TO
ovpPolra to omoia Tpémetl va evtomicel. O maikTng QEYYEL TIC EMYPAPES LLE TO PAKO TOV KO OVTEG
gvepyomotovvtal, otilovv évrova, Kot Tov divovv 10 cOuPoro mov pémetl va Bpet, oav hint 6to

UL Avtég Pacilovrar oe éva kowd Actor (“Note Rock”) kot amotedovvioar amd to €€Mg

50 https://docs.unrealengine.com/4.26/en-US/Blueprint API/Utilities/ Time/Set Timerby Event/
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components. 'Eva Static Mesh Actor, dwapopetikd v to kabéva, pe to povtého g Kabe
L N » , . .
emypaons, éva Box Collision (“SensePlayer”) mov ekteiveton e o amdGTOCT UIPOSTA OO TO
Actor Kot ypnoylomotleital yio va gviomicel €av o maiktng Ppioketon Umpootd and ovtd, Eva
pikpoétepo Box Collision (“SenseLooking”) mov Bpicketol ovolactikd 6t 0éom mov Ppicketol
KOl TO €EKACTOTE LOVIEAO TNG EMYPAPNC KO YPNCLLOTOLEITOL Yo VO EVTOTIGEL TOTE O TOIKTNG
Kourtd mpog Vv emypagy, kor to Audio Component’! mov ypnoipomoteitor yioo Tov Mx0 TG

EMLYPOONG OTOV EVEPYOTOLEITOL.

MoAig to Actor tov maiktn €oépyetan oto “SensePlayer” collision box yivetor True m
petafint) “PlayerInRange”. Xtdyog elvar vo omo@OyoLUE TO QAIVOUEVO TNG OKOVOLOG
EVEPYOTOINONG HOG ETYPAPNS OTOV T.Y. O TAIKTNG TN QEYYEL amd Tow, PEco amd £vo ToiYO.
Oocov apopd to “SenseLooking” Collision Box, avtd €yxet tpia otddwa. To npdTo otddo givar
otav €pbel oe emoEN HE TO KOVO TOL QEPEL O TOIKTNG KOl EKTEIVETOL GE PEYOAN amOGTOON
Umpoctd Tov (To component pe To onoto evepyomotel TIg «Adpyelg») mov onuaivel 6Tt o maikTng
kortalel amd pokpld v emtypoen. Tote yiveton po ToAd pikpn avénon oto Emission Value mov
@épel To material ota YpApupoTo Kot T0 cOUPOAO TNG EMYPAPNG, DGTE VO EIVOL TLO OPATH OO TO
okt omd pokpld, KOTL Tov TavEL OTOV O TAIKTNG TOVEL VAL TNV KOLTAEL XTI GLVEXELD €AV TO
“SensePlayer” Collsion givat o€ emagn kol pe avtd T0 KOVO ALY KOl pe Evav GAAO LKPOTEPO
TOL PEPEL 0 TTATKTNG KO OVOTTAPLOTA TO OTTTIKO TOL Tedio, TOTE apyilel o oTadtoKky avénon tov
Emission Value mov mpoxoAiel peydin Adpyn ond v emypaer). H otadokn avt avénon
yivetow pe m ypnon Timelines ta omoia, poéAMG mavovv vo GyxdovV ol Tapoamdve GuVONKEC,
KaAgitan To Reverse input Tovg Kot exava@Eépovtot 6to apytko (6tav o maiktng o€ 1o Koitd). Eav
1oy0oLVV OAEG Ol Topamave Tpovimobécelg, ko eivar koan True n petafint “PlayerInRange” tote
aeov 1o Timeline @tdcel 6to T€A0G TOL (3 O€LT.) KO M EMYPOPY] £XEL PTACEL GTN UEYIOTN
QOTEWVOTNTO, OKOVYETOL O MYOG TNG EVEPYOMOINONG KOl COUPMOVO e TO Ovopo Tng Kabe
enypagng pe évo Switch On String, petafdiietor 1o Opacity Tov avtiGTOrOVL YPAPIKOD
otoyeiov tov avtictoryov cvuPorov oto Ul yia va katevBovel 1o maiktn mpog v €DPECT TOL

ovpPorov, dnwg mepleypaenke tapordve ( 3.8.5 Ul, ta souPora — hints)

3! https://docs.unrealengine.com/4.27/en-US/Basics/Components/Audio/
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4.8  Hymmkog oyeoraopnog
Ot 101 TOL YPNGYLOTOLOVVTOL Y10 TO TTALY VIOl TPOEPYOVTAL Ao TIC EENG TPELG TNYEG:

A) 'Hyot avaxtmuévor amd PBipiobnkec: Zvykekpuéva nyot and tov 1otdétomo Freesound.org,

omov ypnoteg avePalovv ehevBepa omolodNTOTE MO EMOLUOLV Kol TPOoopileTol KLPILG Yo

YPNOM € MYNTIKE £QE (KIVNUOTOYPAPOC, TaLyVidlo, EQOPLOYES K.AT)
B) 'Hyot amd nyoypagpncelg mov £yva yio TG avayKes TOL Tayvidlon
I') 2OvBeon TpoTOTLANG LOVGIKNG GE GLUVEPYUGiN LE EEMTEPIKO GUVEPYATT

Ot meplocdTEPOL NYOL OE YPNOLOTOOVVTOL OVTOVGIOL, £XOVV VTOGTEL HKPOTEPOL 1)
peyoAvtepov Pabupod emelepyacio, eite yio va topldEovy KOADTEPO OTO TEPLEYXOUEVO, ElTE
YPNOLOTOMONKAV ™G TPAOTN VAN Yo TN Onovpyia vémv nyntikav €. To mpoyplppato mov
xpnoonoindnkav yo t onpovpyio nyntikeov €eé etvar to PaulXStretch yia ) dnpovpyia
drones Kot TN TOPAUOPP®ON YOV Kal TO TPOYpaupo exeéepyosio ynetokod yov Fl Studio y

v eneéepyocio pe epé onwg Equalising, Delay, Reverb, Compression k.Am.

[MopdAinia, n dnpovpyio. LOVGIKNG OAOKANPOONKE OO TOV EEMTEPIKO GLVEPYATN GTOV
omol0 TOPELYO TIG OYEOOTIKEG TTPOOLOYPOPES Kol TN KatevOvuvorn oyeTikd pe t0 emBountd
TEPLEYOUEVO KO TNV oucOnTikn Tov povotkov Bépatog kabe emmédov, kot avérafe va cuvBEcet
éva Lovotkd Bépa yio Kabe emimedo tov moyvidlov, LE TO GUVOAO AVTAOV Vo Hopaloviol Kowvd
NYNTIKE Kot LeAIKE oTotyEln, £T61 MOTE Vo divouv TV aicOnom g GUVEKELNG KOt TG GLVOYNG,

oVVodEVOVTOG TNV 16TOpPia.

H tehuen pién tov Nyov odokAnpodnke eviog tov mepifdiiovtog e Unreal Engine
omov gonyOnoav OAa ta apyeia NYOL 6 LopEN .wav Kat dnpovpyndnkay ta avtictoryo Sound
Cues’? mov meplopPavovy &ite HEPOVOUEVOLG NYOVG (KO YPNGILOTOIOVVIOL Vil TH XPYOT TOV
Loop epyaieiov ko tov Attenuation gpyolsiov®®) allé kon opddes NynTKOV £9é pe TV 110
Aertovpyia yro TNV TuYaio emloyr apyeiov kdBe popd mov KaAgitar To cvykekpuévo Sound Cue

pe  xpron tov Random node.

32 https://docs.unrealengine.com/4.27/en-US/WorkingWithAudio/SoundCues/Editor/
33 https://docs.unrealengine.com/4.27/en-US/WorkingWithAudio/DistanceModel Attenuation/
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https://docs.unrealengine.com/4.27/en-US/WorkingWithAudio/SoundCues/Editor/
https://docs.unrealengine.com/4.27/en-US/WorkingWithAudio/DistanceModelAttenuation/

[owitepa onUOVTIKY] 6TO0 TEMKO OmOTEAEGUO TOL TMYOL ddpapatilel n ypfon TOV

Attenuation epyaAei®mV KOl GUYKEKPIULEVOL:

e Volume attenuation: Xpnowponmoier aAyopiBpo efocbévnong g €vioone Tov MYov
COLPMOVO. e TNV OomdoTOoNG Tov €yl amd To moiktn. EmAéyOnkav pubuicelg mov
wpocopoldlovv 660 TO SVVATOV TEPIGCOTEPO TN QLOIKN &EacBévion Y o o
PEAAMOTIKY eumelpia.

e Spatial attenuation: Apopd TV TOTOOETNGN TOL YOV GTO YMPO TOL TALYVIOOV GE EMIMESO
POV dotdoewy, ennpedloviag alyoplBukd v évtaocn Tov oto Oe&l kol aplotepd
KOvaA oty omAn pébodo tov Panning eved mapdAAnio €ywve kot m xpnon TOL O
aventuyuévou aAyopipov Binaural mov epoppoler poviélo WYuYOOKOVGTIKAG Y10, VO
tonofeTnoeL ToV Y0 Ko 6tov GEova UTPOGTA-Tic®m TOL akpoaTy, emmpdsdeta amd 10
aplotepd-oe&ia.

e Occlusion: TIIpocopotdlel ™ TaPeUTOIION TNG UETAPOPAS EVOG NYOL OO TO. PUVOIKA
avtikeipeva tov mepPdAiovtog, petofdAiovrag ™ éviaon oAAd Kol TO GLYVOTIKO
TEPLEYOUEVO TOV, €0V UETOED TNG TNYNG KOl TOL OKPOOTH LOIGTOVTOL OVTIKEILEVO TOV
@épovv collisions.

e Reverb: [Ipoxettat yoo Tqv TPosopoimon TG PLGIKNG AVTNYNONG EVOS XDPOL, GTOLYELD
OV EVIGYVEL 1OYLPE TN YOPWKN OvTIANYM. Anuovpyndnkav owapopetikés (OVeg
aVTNYNONG, KATOAANAEG Yo KOOE YMDPO, HE OMNUOVTIKOTEPT OVTH TOL EMTEOOV 1TNG

OTNALIG TTOV EVIOYVETAL KOl GE PECAICTIKOTNTO OAAG KOl OQNYNUOTIKE pHe TN Ypiom

EVTOVIG OVTIYTOMG.

[MopdAinia, mopduetpol tov Myov petofdArovior ko péco omd Blueprints onwg yuo
nmapadetypo and avtd tov NPC g Aapyng, 6mov 6tav 0 moiktng GEYYeEL LE TO PAKO TOL OVTY|

axKwmnronroleitol, TapdAinia petafdAietal kot to Pitch tov yov mov avamapdyst 6co Kiveitat.

4.9 Aoxipég

21 TopoKAT® eVOTNTO TTEPLYPAPETAL 1| TOAD CMUAVTIKY SL0OKOGIO TOV OOKIUMY TOL

TOYVIOL amd YPNOTEG. ZEKIVOVTOS Omd TN TPAOTN QAT OOKIU®V, TPMOTOL TO TOYViol
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OAOKANP®OEL, Kot KATOAMYOVTAG OTN TEMKN GACT OOKIUOV UETE TN KLKAOQOpio TOL Kol ThV

aEOAOYNOT LE TN XPNON EPMTNUATOAOYION Y10 AVATPOPOSOTNON OO TOVG TTOTKTEG.
4.9.1 Alpha Testing

H mpot @don dokipdv érafe yopo HOAMG olokAnpdbnke m Pacikn avamntvén tov
Ty vViolo0, Otav dnAadr] OAOL Ol OTOPAIiTHTOL Yo T AELITOVPYIiO UNXOVIGHOTL TAY ETOLOL, TPADOTOV
YIVOUV TEMKEC aALOYEC, TPOGOHNKES KO O MYNTIKOC OYedACUOG. Xe avTh, Toi&ove To oy viol 6
dwapopetikol ypnotes. Ta mpoPAnuota wov mapatnpnonkoy NTav: X10 enimedo pe Tn omnMd,
ntav advvato va PBpedel n é€odog, omote mpootédnkav Hints mwov evepyomolovvrol petd amd
KOO0 PO TOL 0 ¥PNOTNG PPIoKETOL OTO EMIMEDO KOL SEV £XEL KATAPEPEL VAL ONUEUDGEL TPHODO.
Eniong, evtomiomkav mpofAnpato oto Inventory cvommuo tov teAevtoiov emimédov, OTOL
avtikeipeva yovovrovsov and to Ul mod éxer mpdsPaocn o ypnomg, Katt to omoio dtoplddnke,
agapenkay Actors doyeta pe To gameplay mov elyov peiver péoa ota Levels and @doelg tig
avamtuéng kou puBuiotnke N ToLINTA CAAG Kot 0 pLOUOS EPPAVIONS TV £XOP®OV COUPOVO LE

v owénuévn duskoa Tov gpEaviCay o1 xpNoTeS vo EePiyouv.
Hints :

Aedopévng g olopopetikig eEotkeimong Tov Kabe maiktn pe to Prvreomaryviote, Tov
SPOPETIKOD YPOVOL TPOGAPLOYNG TOL Ypetaletal, aAld Kot TG mhovoTNTOaS Vo unv yivouv
EexABapeg Ol QMOITAGELS TOL TALYVIOOV, OTMOC PAVNKE OO TIC TPAOTEG OOKUUES LE YPNOTEG
(Alpha Testing), dt0pOpeTIKOL YPNOTEG KKOAAAVE» GE SOPOPETIKA EMIMEON KOl OE HITOPOVV VOl
npoywpnoovv. o vo amoevyel to moryvidt va yivel ducdpecto pHEcm G mOAL ypovoPopag
dradkaciog e£600V amd £va TET010 adEEND0, KOl VO KOTAPEPEL VO LOPACTEL LE TOVS TTaikTeg OAO
TO GUVOAO NG 1oToping, £X® evtdéel (o oelpd and Hints og kdOe enimedo. Mnyovikdv dniaon,
TOL HETA O KATOL AETTA TOV O YPNOTNG OE KATAPEPVEL VO TPOYMPNGEL £MimEdO, epavifovTon
KOl TOV KAVOLV 7O EVKOAN TNV eUmelpia 1 To EEKABOPES TIG AMUITGELS TOV TToyvidlov. Avtd o

Hints givot:

o  «Korég Adpyeigy: Ot karéc Aapyelg eivon éva Character Actor mov @épet to 1010
HOVTELO TIC Adpyelg aAld odnyeitar and dwapopetikd Behavior Tree. Avtd dev
KOV Y& TO okt oAAG KatevBivetal omAd Tpog 10 6TdY0, Eva actor dNAAdT Tov

éxel tomoBenBel oto embBouuntd onueio oe kdbe emimedo. Otav tov @TdoEL

75



eCapaviCetar. Otav épyetoan oe emapn HE &va YOPAKTNPO «AGUYNG» TOV
katootpépel. Or «Korég Aduyeiy sivar n Poacikn punyovikn tov emumédov 2,
omote 0 moikTng eivor eokelUEVOS e TN oVUTEPLPOoPd Tovg Otav ovtd Oa
enpaviCovrat apydtepa g hint.

Eninedo 3: Metd and 4 Aentd mov 0 ypNoTtng OEV £XEL KOTAPEPEL VO PTAGEL OTN
TOAN Y T0 enduevo eminedo gppaviCetal to unvopa “Look At The Sky” oto U,
®OoTE Vo KaTELOVVEL TN TPOocoy” 6ToV ovpavd mov PBonbdel T mAonqynon tov
KT TPOG TO GTOYO, KATL TOAD TOAVO VoL unv €xEL 0L SEOOUEVOD TOL GKOTELVOV
Kot EmBETIKOV TEPPAAAOVTOG TOV dAGOVG. X1 GLVEYELD, €4V PTdoEL 610 7° AemTO
Kol 0gV €XEL KOTOQEPEL Vo OTAGEL 6TO TEAOC, gnpavifetor (pe v avtioToym
dwdkacio pe Tovg x8povc) avd ced Aentd éva Actor amd TG KAAEG AAUWELG TOV
KatevhOHVETAL TPOG TO GTOYO KO TPOGTATEVEL TO TaikTN OG0 PpiokeTor KOVIA TOL
KATOGTPEPOVTOS KATOlEG amd TIG « Aduyelc» mov Ba tov mAncidoovve. ‘Etot eivan
oxeddV Giyovpo mmwg o Taiktng Oa Kotapépel va Bpel 1o dpOHO TPOG TO GTOYO TOL
EMTESOV, QPOV UEIDHONKE TOAD 1) SLGKOALAL.

Eninedo 3.1 “InsideTree”: Metd and 7 Aemtd mov o ypnotng dev €xel Ppel v
€000 amd 10 LafOpvBo eppaviCetor po «Koin Adpyn» mov Tov Katevbovel 6to
endpevo ovpPoro, to Actor otdyog Eexva va Ppioketan 6to Tp®dTO GVUPOAO,
otav oG avTo evepyomomel, 0 0TOYOG LETAKIVEITOL GTNV ETLYPOPT) TTOV SIVEL TO
emopevo cvpuPoro mov mpénel va Ppel o maikng. Otav evepyomomBel Kot t0
tehevTaio o otdy0g Tomobeteitan oty €000 Kot gpeavifovtot emtomov 2 «Korég
Adpyegy Hints mov katevBovovron mpog to exel.

Eninedo 4: Otav o maikng tomobetnoel o €kdéva omd To OVTIKEIPLEVO OTN
ocwot) Béon oto puzzle tov Inventory, gpgoavifetor oty 006vn amevbeiog 1
oeMO amd TO MUEPOADYLO TOVL YOPOKTPO TOV gpeaviletal pdvo otav Ppicketon
om owot 0éon (cAlwg eppaviletonr pévo edv motmBelt m swdvo TOL
OVTIKEYEVOD), KOL TO OVTIKEILEVO KAEWMVEL GTN 0MOTH B€oT, OCTE Vo VILAPYEL
KOO0 avaTpapoddTNOY OV VTOOEIKVVEL TN CMOTH GEPA, KOl VO UV EYOVUE
OTOVOTEG OTOTVYNUEVES TPOCTADEIEG AO TO TOUKTN OV Ogv Y€l KOTAAGPEL TN

UNYOVIKY| TOVL puzzle.

76



Mkpdtepnc Bapvntag hints eppaviCovion kot oto eninedo 1, 6tav emtiboviol o1 TpMOTEG

Adpyets, omov gpgaviCoviar oto Ul €va kelplevo mov DTodNAMVEL TIG CKEWYELS TOV YOPOKTNPO KoL

vrowvicoeTon 6Tt TPEMEL va peivel {mvtovog, Tov gival Kot 0 6TOY0G TOV EMTEOV 1.

4.9.2 Epotpatoiroyto:

Metd amd T GLUTANP®GN TOL EPWTNUATOAOYIOL amd TOV aplud OEKO YPNOTOV TOL

0AOKAN POV TO Toyviotl , eEnydnoav ta mapokdto aroteAéouata atovg dEovec Tov GEQ. Ola

To. amoteAéopato agopovv kAMpako amd 0 €wg 4. To 0 ®g emloyn oTO0 EPMOINUATOAOYIO

TapoLGLaLeTal MG «KaBOA0VY Kot TO 4 MG «TTAP TOAD»:

Ymv kAiipoxo «Competence / IkavotTntac» o HECOG OPOG TV  AMOVINGEMV
ovykévipooe 2.8. Avtd umopet va gpunvevbel ¢ por yevikdtepn aicOnonm
IKOVOTIOUTIKNG OOd00TG amd UEPLAS TOV TOUKTOV MG TPOG TN UNYOVIKY] KOl TOVG
oTOYOVG TOL TToLYVISLOL, KATL ToV gival embountd. Eivor évag tkavomomtikd vyniog
HEGOG OPOC G £va SETYLOL YPNOTMOV TOL SLOPEPEL KOl WG TTPOG TNV eE0tkeimon [ekdva
26] tov pe ta Prvreomoryvidlo Kot g mTPog TNV EMTELEN TOV GTOYMV TOV TOLYVISLOD

[ewoOva 27]:

Mot elval n epneipia cou Pe Ta P Teamayvidna 21. METuxa ypryopa TeUE GTOXOUS TaL Ialvibiou
10 anavTAoEIC 10 anavTnaets

a

4 (40%)

24, Awypoppo amd To OTOTEAEGILOTO. TOV
EPOTNUOTOLOYIOV - gpdTNON 21

23, AWypappo amd 10, ATOTEAEGLLOTO TOV
EPOTNUATOAOYIOV — EUTELPIQ, YPNOTOV

v kMpoxo «Flow / Ponl » o pécog 6pog tov amavinoemv cvykévipooe 2.58.
[Ipdkertan yioo £€vo, TOGOGTO TOL VTOSEIKVVEL UETPLOL TPOS VYNAN CLYKEVTPMOT| Kot
apocimon otn monyvidkn gumepia. O mopdyovtag TG poNg moTEAEL TOAD GNLOVTIKO
KOppatt ¢ euPobong,  ovoeepOUEVOS  MEPIOCOTEPO  OTIG  OLOOIKOGIES
avaTPOPOSOTNONG OO TNV EUTELPIO KOL TNV OUOATN POT| TOV OTOITOVUEVOV TPAEEDV
OV Tovidwly Tapd otnv obvdeon pe to yopo ko T gpebicpata (Weibel won

Wissmath 2011). Xwpic n armoppdenon va £ptace 610 HEYIGTO ONUEID OTTMOC VO, YAoEL
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0 moikng TV aicOnomn Tov ypovov N 11 GHVOESN LE TO TPAYUATIKO KOGHO [e1kdVeEC

28,29], paivetal Tog vApEE EMOPKNG CLYKEVTP®OT 6TO Ty viol [ekdva 30]:

25. Exaoa thy algBnan tou xpdvow 31.'Exacn 1 olvbean pe Tov €5w KOoPo
10 emavTiaEe 10 anavrieeg

26. Adypoppio ol To amoTEAEGHLOTO TOV
EPOTNUATOAOYI0V — gpdTNON 31

25. Adypoppo 0md To OTOTEAEGHOTO TOV
£POTNUATOLOYIOV — EpdTNON 25

28. Hpouy BaBid ouykevTpwpeévac/n oTo nawyvidl
10 anavThoEl;

a
3
2
1

0(0%) 0(0%)
0

27. AWypappo omd 1o aTOTEAEGLLOTO. TOV
EPOTNUATOAOYIOV — epdTNON 28

>mv kAipoka «Tension- Annoyance / 'Evracn/Evoyinon» o pécog 0pog tmv
anavtnoewv ovykévipmoe 1.56. To cLYKeKPUEVO OTOTEAEGUO OTOTVTAOVEL 0L
YOUUMAY] TTPpOG HETPLO. TPOKANGCT £VIOoNG Kot €VOYANGCNG OTOLG TOUKTEG KATO TN
SLIPKELD TOV O VIS0V,
Xmv xkMpoxa «Sensory and imaginative immersion </ ®avtooTiki] ko
awoOnnproxy epupodion» o pécog Opog twv amavtnoewv cvykévipmoe 3.4. H
ovykekplévn Pabporoyia eivar 1dwitepo kavoromtikn, kabmg vrodnAmvel &va
peydro Babud epPvbiong tov maiktn PePordvoviag mwg emttedynkayv ot GTOYOL TNG
oyedlaong. Ot gpotdpevol Padpordoyncav katd kopo Adyo 3 1 4 / 4 oe Pabud
CLLPOVING TIG TOPAKAT® ONADGELS:

1. Me gvoiépepe n 10T0pin. TOL TOLYVIOOV

2. "Hrtav aicOntkd evydpioto

3. 'Eviwba 611 propovoa va eEgpeuviom TpaypoTa
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4. To PBpnka eviummoloKo

5. To éviwoa oo pua mhovoio epmepio

Yy «Mpoka «Positive Affect / @etikn exidpacn» o pHEcog OPOg TV ATAVTCEDV

oLYkéVTpwoe 3,26, VTOJEIKVOOVTOG MG 1 EUTEPIO. TOL TOLYVIOOD TPOKAAESE GE

peydro Pabud Betikd cuvalcHUATO GTOVS YPNOTES.

v kMpoko «Negative Affect / Apvntikn emidpaon» o pécog Opoc TV

arovioewv ovykévipwoe 0,92. Enusidvovtog younin Pabuoioyio otn TpoKANnon

APVNTIKOV GUVAICOMUATOV

2t kMpoka «Challenge — IIpékinon» o HEGOS OPOG TOV OMAVINGE®Y ONUEIDGE

1,48, w1t mov dnAdvel €va GYeTIKE YapunAd TOGOoTO OMovpyiog cuvalsONUATOV

TPOKANONG. AVTO avaPEPETAL KUPIMG 0T YauUNAdTEPT TPOKANGN eOnudtov Ttieong

oto maiktn [ewoveg 31,32] evdd 6cov agopd TN OLGKOAID, Ol OTOVTNGELS NTOV

soppomnpéveg [ewdva 33]

23. Evuwoa méan
11 anavtAoels

4(364%)

28.  Auwypappo amd To OTOTEAEGIOTO TOV
£pOTNUATOLOYIOV — EpdTNON 23

32 Eviwod miEon Ypovou
1 s

29.  Awypappo amd To OTOTEAEGILOTO. TOV
EPOTNUATOAOYIOV — EpOTNON 32

11. Nopwa o1t fray Sookoho
11 anavTioel

30. Awypoppo amd To 0ToTELEGHLOTO TOV
epOTNUOTOAOYIOL — gpdTnon 11
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5. Xvoumepdopota

H oloxApwon avtig g epyaciog onpatodoteitar and v tapddoon Kot KukAogopio
tov mayvidwy “Follow The Light”. H ektevig dadikacio oyediacpuod kot avamntuéng tov
TOLVIOOD OTTOTEAEGE O OLOOKTIKY EUMELPIO. TOCO OVOPOPIKA UE TN ONUIOVPYIL TOVIOIDV GE
TEYVIKO EMMEDO OCO KO GE GYECT HE TNV OMOTEAEGUATIKOTITO OLTMOV GTNV EMKOWVOVIOL U0G

wotopiog Le Toug moiKTeC.

Ta otoyeio a@ynong, o€ GLVOLOGUO HE TN OOUN TOV TOUYVIOD EMYEPOVYV OVTO V.
Aertovpyel ¢ o oAAnyopia yioo To Tpadpa Kot T ddikacio Tov mEVOoUSG g T0 HEGO Yo Vo
emtevyBel n yoywn npepia. o vo Katapépel 0 GYeSACTNG VO LETAOMGEL TOL TEPIEXOUEVA TNG

otopiag, Tpémel va cuvoebel pe To TaikTn, Yo aVTo PacGIKY GTOYEVOT OO TNV OPYN OTOTEAOVCE

N eupobion tov ypno.

MelemnOnkav TteYVIKES TEPIPAALOVTIIKOD Kot MYNTIKOL oXeS10GHOL Yio TN Onpovpyio
pwog eumepioc mwov Ba eivon oe Béon va emrdyel v euPvbion oe ocOnplokd Kot
pubiestopnpatikd enimedo. Ta amoTeAECUATA TOV EPOTNUATOALOYIOV TOV GUUTANPMOCAVE YPNOTES
KT TN OPKELD TOV TEAIK®OV OOKIUADV DITOOEIKVOOLV TS Ol GYENUCTIKEG EMAOYEG OV Yivave
O0TOVG &V AOY® TopElg anédmoay Kabmg ot ypnoteg onueiwcav peydio mocsootd gufvdiong. H
gupaon oe dvvapukég texvikég piEne g Cwvtavig pong tov fxov kar m ypnion Binaural
aAYOPIOU®V YOPIKNG KOTOVOUNG, GE GLVOLOGUO HE TN Onpovpyio evog meptPAALovTog e
duvatodtteg e€epedivong, UOIKOTNTO MG TPOG TN OOUN TMOV YOP®V UE TN XPNON E€PYUArEiwV
SLOIKOGTIKNG OMovpyia Teplexopévon, HeydAo Babud peailoTIKOTNTOG OE EMIMEDO YPAPIKDV
Kol TN xpnom terevtoimv TeYVOAOYI®V o (NTNUOTO QOTIGHOV &0V ¢ OTOTEAECUO TN

TAPOYWYN VOGS KOGLOL TTOV EAKEL IGYVPA TV TPOCOYN TOL PN OTH.

Koatd ™ ddpkela 1oV TpdTOV SOKIUOV ep@aviotnke to (RN tov Badpod dvokoiiog
oL eREaviel To Tayvidl kol TapoaTPNONKE TOC €AV YiveTan 1d10iTEPA SVGKOAO Y10 TOVS TOIKTES
VO TPOYWPNGOLV, OVTO LEUDVEL TO EVOLOPEPOV TOVG KO EVOEXETOL VO, TOVS OMOTPEYEL OO TO VO
acyoinfovv mepartépw pe 1o moryvidl. ‘Etot éywvoav aAlayég oTOLG PUNYOVICHOVS KOl GTOVG
oTOYOVG TOV EMMEOMV, ONMG KOl 1 TPOocONkn pnyoavicpudv Pondewog, yioo vo emrevydel o

ooppomicc. doTe Vo, TPOoTATELOEL O YLYUY®YIKOS TOPAyovToS TG eUmEpiog KoL Vo pnv
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eEMMPENCTEL N PpON. XTIG TEMKEG OOKIUEG O TAPAYOVTIOG TNG TPOKANOMG onueiwoe péTpla
Babuoroyia, moTd6c0 01 Ypnoteg Oev avépepay ovvousOnuato TAnéns. H younAnq mpoxkinon
arotelel T Pacikn advvopio Tov Torvidh 1 omoilo o€ TEPATEP® UEAAOVTIKY] avATTLEN
oyxedidletor va eEarelpBel pe v évtaén mepLocOTEPO GUVOETOV UNYAVICUOV GUUTEPLPOPAS TOV

eXOpdV Kal TNV ¥pN oM oo AVTOVE TOL GTOLXEIOV TNG EKTANENG.
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6. Iopaptnpo

6.1 IN'woodapr

“Zon” : Me tov 0po “Lon” oto Pvteomayvioln avoPEPOLOCTE GE U0 OLOKPLTH TOLYVIOIKY|
TPOoTADELD TOL EKKIVEL LOAG O TOIKTNG QTOKTA TO YEPICUO TOV YOPOUKTNPO, KOl CTOUOTAEL LE
10 Odavoto tov yopoktpa, (Orland, Thomas and Steinberg 2007). Xe kd0e maryvidor o
YOPOKTPOG ExEl TEPLOPIOUEVO apBud (wmv, Tov cuvB®G VTOdNA®VOVTOL LE TO GOUPBOAD TNG

kapdiog, eite o mocootwoia petaforidpevn pumdpo Long.

Game-Over: O 0poc game-over, 6T KOLATOUPO T®V PVTEOMALYVIOIDV, OVOQEPETAL OTN
ouvOnKn Omov M Toyvdwk eumepio TeppatiCeTan mpdwpa, eite yati o maiktng eEGvtAnce 1o
anoBepa Codv mov €xel, gite Yol VIENEGE GE KAMTOLO GOAALLO OTOYOPEVTIKO Y10 TOVG KOVOVEG
TOV TTOLYVIOL00, AOYOUL YAPLV, £X0CE KATOL0 GNUOVTIKO OVTIKEILEVO TOV TTayVidlov N eEAVTANGE Ta
amobéuata ypovov g kdmola ypovopetpnuévn dokpacio. Otav €yovpe game-over, 0 moiKTNG
oLVNOMC EMAVAPEPETAL GTNV OPYN TNG OOKILAGING OV EMLYEPOVTE, 1| KON KOl GTNV 0pYT| TOL

ALY VIOL00.

Avoytog KOoPog moryviowov: Amotedel Pactkn) emloyn Katd ) oyedioon evog moryvidlod o
Babuoc ehevbepiog mov divetar oto ¥pNoT v £EEPEVLVIGEL TO KOGLO TOVL TOLYVIOLOD KOl GTHV
aVGTNPOTNTO HE TNV omoie Tnpeitol 1 GEPA TPOCEYYIoNG TV GTOY®V TOL Toryvidov. Ta
o vidl ovoryToV-KOGUOL TopEXOLV Heyaro Badud ehevbepiag oto maiktm va meputiavnel oto
KOGLO TOV TOYVIO00 KOl AOPEVYOLV TIG TEYVIKES YPUUUIKNG apnynons kabmg emtpEmovy TV
eMITEVEN TOV OTOYWOV LLE TOPATAVE® Ao ic GePd Kot dpa T SapopeTikn eEEMEN TG 1oTopiag,

avaAoyQ LE TIG EMAOYES TOV TTOIKTY).

NPC (Non-Playable-Character): Q¢ «NPC», o10 ydpo twv Prvteomaryviduov opileton
OTOL0GONTTOTE YOPOUKTNPOG TOL T VIOV OV kaTevhhveTan amo tov maiktn. H mpoéievon tov
O6pov mpoépyetan amd to emtponcélio moryviowe poiwov (NEXT Generation Issue #15 1996) onwg
10 DnD (dungeons and dragons) 6mov ot yapaktipec avtol KotevBhvovion amd Tov aenynty Tov
TOVIO0V, GE avTIOEST LE TOVG YOPOKTIPES TOV TAIKTOV Kol S1adpapatilOvV LIOGTNPIKTIKO
poOLo otV totopic, OAAG €(OVV TMEPLOPIGUEVN OVATTVEN GE GYECN LE TOVG TPOTAYMVICTEG.

(SlavicseK and Baker 2005) Etot kot ota frvteomaryvidwn, to NPCs mailovv Pacikd péAo otnv
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eEEMEN TG 1oToplag eite amoteAdVTAG €YpBOVE 1 OVIAYOVIOTEG TOL TPOTUYMVIOTY| €lTE
GUUUAYOVG KOl DTTOGTNPIKTIKOVG YOPOKTPES | AKOUN Kol Yo VoL YEUIGOUV TO YDPO GTO, ToLyViolo
TOV OVOLYTOL KOGHOV, UMV OAANAETOPOVTOG HE TNV 1oTopict OAAL TPOCEOEPOVTAS £TGL GTO
peoAopd (my. ot mEPAUCTIKOL 7OV OAANAEmOpovV peTaEhL TOvg of €va TOryvidl oV
dwdpapoatiCetan og pia mOAN) Ot porot awtol katevBuvovtol €iTe 00 TO KOOIKA TOV EXEL YPAYEL

0 TPOYPOAUOTIGTNG 1] OTTO KATOLO GUGTTLLO, TEYVNTNG VONLOGVVIG,

Actor: «To moyvidlo etvar yepdro avtikeipeva mov {oviavevovy Tov kOGHo Tovs. 'Eva mayviot
tov B' Ilaykoouiov IloAépov umopel va elvor yepdto Tovkg Kol OEPOMAGVA, &vd &va
(POLTOVPIOTIKO TOLYVIOL EMGTNUOVIKAG QOVTAGIaG UTOopel vo Xl POUTOT KOl SLOCTNUOTAOL.
Onwg ot nbomotoi (Actors) oe o oknvr], ovTd To ovTiKEipevo Ppiockovtal oty Kapdld Tov
noyvidov. daivetal tarpractd vo Toug anokorodpe «Game Actors» yotl avtd akpiog eivar.
"Evag nBomo1dg mayvidorol gival éva avTIKEILEVO TOV AVTITPOCHOTEVEL [0l VOO OVIOTNTA GTOV
KOGUO TOL oy violoL coc. o propovoe va etvar éva pick-up mopopoykdv, po deEopevn, vag
kavanég, €vo NPC 1 otidnmote pmopeite vo okepreite. ... Yrmdpyovv 10601 TPOTOL Yo, va

opicovpe éva game actor, 6ca kot oy viole.» (McShaffry kot Graham 2012)

‘Etot, ko oty Unreal, éva Actor elvar pia evioio ovidtmto mov umopel va meptlapPavet,
tpldotata poviéAa, collisions, kddwa, blueprints k.o otn poper) components. Mmopei va

nephapPévovtol ToAld instances tov id1ov Actor péco oe éva monyvidt. >4

Component: Q¢ Components opilovtor OAo ekeivo o SOKPITA KO OVTOVOUO, GTOLEIDL TOL
EKTEAOVV 0L GLYKEKPIUEVT] Agttovpyion Ko meprhapPdvovtor oe éva Actor, Onwg avtd TOL

avaQépnKay Tapondve.

Collision: Xto mhaicio tov Pwvteomaryviorwv, wg “Collision” avagépetal por aAAnAeniopaon
HETOED OVO EIKOVIKAOV AVTIKEWUEVOV GTOV KOGLOV TOL TTAYVIOOV GE GYECT LE TNV EXAPN 1 TNV
emwcdAvyn (overlap) ovtov. Efvor xoppdtt g mPocopoimwong @UOIKNG Tov  eKACTOTE
ovoTHHaTOG dnuovpyiag Pivreomaryvidudv Kot TeEPAaUPAvVEL TOAAEG KOTIYOPIleg KOl TEXVIKEG
evromiopoV. Baowéc katnyopieg evtomopov cuykpovcewv mov Ho eppovictodv GE avT TV

epyacia givor 1o “Block” 6mov omn ovykpovon 000 aviikeévov pe ooty t pvduion oe

S4https://docs.unrealengine.com/4.26/en-
US/ProgrammingAndScripting/Programming WithCPP/Unreal Architecture/Actors/

&3


https://docs.unrealengine.com/4.26/en-US/ProgrammingAndScripting/ProgrammingWithCPP/UnrealArchitecture/Actors/
https://docs.unrealengine.com/4.26/en-US/ProgrammingAndScripting/ProgrammingWithCPP/UnrealArchitecture/Actors/

dlamepva 1o éva to AL, kot to “Overlap” 6mov ot cVYKPOLGN dVO TETOIWV AVTIKEWEV®V, TO

éva damepva 10 GAAO, OALG 1| GHYKPOVOT] KOTAYPAPETOL KOVOVIKL.

Ul: IT\poc: “User Interface” avagépetar oty o06vn ekeivi, oto moyviolo Kot YeVIKOTEPQ
OTOVG VLTOAOYIOTEG TOL  TeEPLAUPAvEL Ypapikd otoryeion OmmG KelUeVOo €KOVEG K.00 KOl
YPNOOTOIEITOL YO, TNV OAANAETIOPOOT TOL TOIKTN HE TO TPOYPOpO/TOLKVIOL, 7/Kot Yo vo
napéxel ovatpo@odoton oto ypnot. Eva Ul pmopel va mepiroapPdver pevov, ydptec,

TANpoPopiec, umopég Long KA.

Spawning: To Spawning ava@EépeTol 6To YEYOVOS TNG ELPAVIOTG EVOC YOPOKTIPA 1] OVTIKEWEVOD
o€ po dedopévn tomobecia, evtdg Tov KOGHOL TOV ToyVIdlov. Mmopel va avaeépetal otnv
eupdvion NPCs oe pia torobecio, Tov yopaktpo tov maiktn oy £vapén g mictog, 1 6To

onpeio mov £ytve N telgvtaio omoONKEVOT KOTAGTACNG, GTIV ELOAVICT) EVOS OVTIKELLEVOL K.AT.

Jump-Scare: Avoeépetarl e pio amdToUn aAAayn 6TV KOV TOV GLVOSEVETUL GLVIOWS amd
duvatd NYO Kol 6T TAELOYNOIN TOV TEPIMTOGE®V TOPOVCIALEL KATOL TPOUAYTIKY Pryovpo Kot

oKomo &xel va tpopdéet To Beatn 1 1O TOUKTN.

Pixel Art: Apopd T dnpovpyio YNEOKOV YPAPIKOV LE TN YPNOT ELPAVAOV EIKOVOGTOLYEI®V
Kot oUVNOMC TEPOPICUEVNG YPOUOTIKNIG TOAETAG MOV  TOPOMEUTEL GTOL  YPOUPIKO  TOL
YPNOLOTO0VGOV 01 TPATEG KOVGOAES, e TO €100 NG pixel-art va yivetar OA0 Kot o SNUOPIAES

T TEAELTOLO YpOVLaL

6.2 ATOTEALEGPNATO EPOTNNATOAOYIOV:

HAukia Mota eival n epneipia cou pe 1a fvteonargyvidia;
10 onavTgsle 10 amavtigsg

® =13 &
® 1624

25.34
® 3544 4
® 4554

® 5564
® 85
2
1{10%)

5(50%)
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1. Naigovtag To mayvibi, Eviwaea wavonotnpévn/og. 2. NaiZovrag 1o mayvidi, eviwoa oti €xw enapkeic defdTnTE

10 anavTiges 10 anavriges
&
* 4 (400%)
3
4
2
2
f
0(0%) 0(0%) 0 (0%) 0(0%) 0 (0%
o | | | o |
[ 1 2 3 4 o )
3. Me evBiggepe n wotopia Tou naywibiod 4. Eviwoa OTLATav laoKedaoTIKe
10 anavtioss 10 anavTAgsLs
& 6
& 5(50%)
4
4
2
2
o (ﬂl%) 0 E’i%j 0 (u‘%) 00%) 010%)
0 |
) 1 2 3 4 0 o 1
5.'Hpouv mAfpwe anacyoAnpévog/n Pe To margvidl 6. Eviwoa yapolpevn/og
10 anavtrijoeg 10 anevTAoELS
8 3
[
F
4
f
2
0(0%) 0(0%)
0
0 1 2 3 4 o
7. Mov £6woE pia kakn 61adecn 8. ZKEPTOPOUY GhAA TIpAYHATA
10 anavinoes 10 anavTiosig
8 8
) 4
2 2
1{10%) 1110%) 010%) - (i1 010%)
o a |
0 1 2 3 4 o 1 2 3 )
9. To BpfKa KOUPATTIKG 10. Eviwoa tkavn/ ikavog
10 anayTioeg 10 anavtioee
& 4
3
)
2
2
1
0(0%) 0 (0%} 0(0%) 0(0%) 0(0%)
o 1 | ¢ | |
0 1 2 3 4 ] 1
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11. Nopia 6Tt frav SUgKoho
10 anavticsc

12. Htav algénTikad EvyapLoto
10 anavTraes

8 [
5 (50%) 6
4
4
2
2
0 (0%) 0(0%) 0(0%) 0 (0%)
o | o | 1 1
4 o 1 2

13. ZExaca Ta navTa yopw pou
10 anavtAoes

14. Eviwea Kakd
10 anavthozg

G
4
2
0 (0%} 0 (0%}
o |
o 1

15.'Hpouy kahde/r) oe autd
10 anaviesi

16. Eviwoa Bapleotnpgvn/og
10 anavtioets

8 %)

0 %)

17. Evuwon emtuxnpévos/n
10 anavTAgEs

2 (20%)

19."Eviwon 0Tt priopoloa va eEepeuviiow Tipaypata

10 anavtioeig

20. To anoAavod
10 anavtioe;

8
8
4
2
o g% o 1 (10%)
0
0 1 2 3 4

21. NETuxa ypryepa TOUG OTAXO0US TOL TIALXvLGLo0

10 anavrioss

0 (%)

1(10%)

2 (20%)
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22 Eviwaoa svoxAnon

10 anevrrioste

o(ul%) 1 0 tti%)

2 3 4

23. Eviwoa reorn

10 anavriicel

24 Eviwoa evepeBiototnta

10 anavtiasie

25. Exaca tnv aiolnorn Tov xpovou
10 anaveiei

1(10%)

26. Eviwoa mpokAnon

10 anavigsic

27. To BprKa EVTUMWOIAKO
10 anavTigele

[
4
2
0(0%) 0 (0%}
o | I
o 1

6 (80%)

28.'Huouv BaBid CUYKEVTPWHEVOG/N OTO MatyvisL

10 anavtrisic

3
2
|
0 (a%) 0{0%)
a
0 1

29 'Eviwaa anoyoiTeuon
10 anaveioeig

n(n‘%)

omlv..)

30. To éviwoa cav pla mholola EPTELpla

10 anavtiasic

4
3
2
|
0 (0%) 0 {0%)
a
0 1

31. Exaca tn gbvdeon pe Tov £Ew Koopo
10 anavthoelg

2 (20%)
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32. Eviwoa Tiiean xpavou 33. Enpene va katapdAw peydAn mpoonddela e auto
10 anavTrosig 11 anavenosig
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