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ITEPIAHYH

H mapodoa epyasio mpoPdier ) Onpovpyia evog Pivreomaryvidtol, GUYKEKPLUEVA €VOG
TPIGOLAGTATOV, LE TPAOTOV TPOCHOTOV KAUEPQ, LE YPIPOVG Kol UNYAVIGLOVS £EpEHVIONG, OO
TO TPOTOPYIKO GTASI0 TOV UEXPL KOl TNV TANPT OAOKANpwon Tov. Apykd Bo emeénynbovv
optopoil 660 avaopd To €100¢ TOL PVTEOTOLYVIOOD KOl T GUVIEST TOV GTOWEI®V UE TOV
TPOYUATIKO KOGHO, KAODG Kot TNV £VOOT QOVIOCTIK®OV LN PEAAMCTIK®OV oTolXElmv Héca o€
avtdv. ‘'Yotepa, mapatiBetor 1 pebodoroyio kot ta teXVIKA epyaAeia OV ypnoipomomonKay
Yo TNV TAIPN LAOTOINGCT TOL £pYOv, KOTOLEG 1OTOPIKES TANPOPOPIES, Ol AOYOL 7OV
YpPNoLoTOmONKaAY, 01 TPOTOL TOL YPNCLUOTOMONKAY, TPOCOTIKES EPOUPLOYES KOl SVCKOATIEG
OV aVEKLY OV GTNV Topeia, KaBDS Kot TPOTOVG EMIALGNS AVTOV TV duokoMdv. Télog, oTov
enihoyo Ba avapepBovV mMOAVEG TPOEKTAGELS TOL £PYOV KOl YVAGELS TOV AmOKTHONKAY TNV

mopeio TG LAOTOINOoMG TOL.

ABSTRACT

The current thesis projects the creation of a video game, specifically a 3D, with first person
camera, full of puzzles and exploration mechanisms, from the start to its full completion. At
first, definitions will be explained as to the genre of the video game’s connection with the real
world, as well as the connection of fantasy and unrealistic features within it. Then, the
methodology and the technical tools used will be listen and observed, some historical
information, the reasons used, the ways used, personal applications and difficulties
encountered along the way, as well as ways to solve those difficulties. In the end, the epilogue
will be full of possible extensions of the project and the knowledge gained along the way to

the creation of it.
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EZATQI'H

Ta Bwteomayvidla ta tehevtaio ypdvia KEvovy TV mapovcio Tovg OAO Kot LEYOADTEPT] GTOV
topéo G yuyayoyiog. Ot mpocomikol MAEKTPOVIKOL VTOAOYIGTEG Yivoviol GLVEX®MG
TEPLOGOTEPO TPOGPAGILOL KOl 01 TEYVOLOYiEG e€eMacovTat 6€ TETO0 Pabid Tov 1 ayopd VO
VTOAOYIOTN UE 6TOYO TO TAELO 0TO10VONTOTE PLvTEOTALYVISIOU VAL YIVETOL OAO KO TTO EPIKTN.
Evd n Brounyoavia Eexivnoe pe titAovg mov ¥pnoyorolovcay SieodoTate Ypoekd A0Y® TV
TEPLOPICUEVAOV SVVATOTNTOV TOV TOTE GLGTNUATOV, cOvTopa NpBav oty e&icmon kol Ta
TPIGOLACTOTA YPOPIKA, EVD UEXPL KOl CIUEPO VTAPYOLY TPOPALATA GTNV ONUIovpYio TOV
Bwteomayvididv ta omoio n KAOe opdda To avTHeTOMICEL Ko To EMAVEL PE TOV dKO NG

Eexoprotd TpOTO.

H embopia tov vo onpovpynow éva Pvteomaryvior €5’ olokAnpov mydlel amd ta veapd
ypovio TG nAkiog pov. ITavia Bovpala t1g dovieieg peydAwv oTobVTIO TOLYVIOUOV Kol TO
TG cuVOEovTat OAa Ta €10M TE(VNG Héca o€ éva €1d0g yuyaywyioc. [a tov mapardve Adyo, o
oKOTOG Lov NTav va Labw £yd o 1610¢ ) dadikacio TG dnpovpyiag evog T€To10V £pyou Kot
VO LOPOOT® TIG YVAOGCELS LoV HEGH OVTNG NG epyacioc. 'Etol, amopdcica mmg 1 mruyloK|
avT epyacia elxe ¢ otOYO TNV dNUovpyia evog Pvteomaryvidiov amd ta Bepédio Tov, OTWS
eMioNG KOl TO UHOIPACHO TOV YVOGEMV TOL améktnoo Kotd T owdpkew. To &€idog tov
oy Voo gival enmpeacuévo and dAla Prvteomayviown etaupldv dmwg g Capcom pe TOVG
tithovg “Resident Evil”, kabd¢ emiong kot omd o mpoyotikd doUATIo S10QpUYNS, YVOGTH Kot
o¢ “Escape Rooms”. H 18éa tov épyov agpopd éva Prvteomaryvidl ypipmv pe unyoviopovg
e€epelivnong TV TPLOIUCTOTOV OVTIKELEVOV KOL TOL XDPOL, KoODS Kot piog eAa@pldg

horror atpdéc@arpog yro v eupudion tov xpnoT GTOV XDPO.

Enopévmg, n mroyokn oavt) gpyocio agopd tnv dwdwkocio g onpovpyiog €vog
TPIGOLAGTATOV PLVTEOMALYVIOOD Atd TNV 0Py TOV €MG TO TEAOC. AVTO cvumepAaUPavel Tig
pedddovg mov mpocwmikd ypnoipomoinca ywoo va €€dym to amotélecpa mov Nbelo. Oa
VIapEEL TOPAdELY L0 TOV TPOTOL TG ONovpyiag Tov concept art KaOdc Kot pio emidelén tov
gpYOAEi®V OV YpnopomodnKay yio v dNpovpyio TOV TPLGOEcTUTOV OVTIKEILEVOVY. O
avaAvfel 1 Sadikocio Tov TPOTOV TOL  VIVGIHOATOG TMOV AVIIKEWWEVOV HE VAKE Kol 1)
EICOYMYN TOV OVIIKEWWEVOV HECH GE pio pnyovn Prvteomoyvididv, 6mov kot 8o d00ovv

dpopa Tapadeiypata TV punyovicpov mov £xovv onuovpyndel exel. Télog, Ba vmapet



avaPopd 6TOVG TPOTOVS OV O1 EMBOGELS VOGS PVTEOTOLYVIOOD UTOPOVV VO, EMNPEACTOVV KOl

avtictoyo T Aoelg mov akorovOnoa oto “Davy Jones’” Locker” avtictouya.

OEQPHTIKO YIIOBA®PO

1. Bwreomayviow

H mapovca mruylokn epyacio apopd T dnuovpyia evog Prvteomatyvidlon, ETOUEVOS eivat
Aoy1Kd va avaivbet TL onpaivel o 6pog Prvteomaryviol 1 Kot nAektpovikd matyviol. Eriong Oa
e€etaoTolV KATOwWL 10TOPKa yeyovota, Ta €10n Prviteomayvididv, T0 TS 0l GLVIVAGUOL
SPOPETIKOV EWOOV UTOPOVV VAL dNUOVPYNGOLV EEYMPIOTA OMOTEAEGLOTO KOL O GLVOLOGHOG
oL YpnowomomnKe Yy TN eKTEAECN NG TMOPOVGOS TTUYKNG epyaciag. Téhog, Ba

e€etaotel Kol 0 POLOG TOV GYEIOGTN TOY VIOV CALA KOt TNG EVVOLOAOYIKNG TEXVIG.

1.1 T glvon éva Brvteomaryviot - nAeKTPOVIKO oy vidy; kot mota i0n vdpyovv;

H Aé&n Prvteomaryvidr épyetar amd Tig AéEelg Pivieo ko maryvior. H AéEn Pivieo eivon m
KOTaypoen OlkeKOUUEVOV 6Tafepdv elkdvov Yo TV onuovpyio piog eviaiog GuAAOYNG
EIKOVOV OV £0VV O¢ amoTéAeca THY yevdaicOnon g cvveync kivnong oe pia 006vn!. H
AEEN oy vidl NTov mavto pio dyraopuévn AEEn pe moAlé €vvolec. Eva motyvidl £xel Kavoveg
7OV TTPEMEL VAL YVOPILovV Kot 01 VO TOUKTEC, Ol TOIKTEG TPEMEL VO, EXOLV 1018¢ SOLVOUTOTNTES KO
Vo LTOKOVGOLV  QLGTNPE GTOVG KOVOVEG LHE  OMOTEAEGUO VO OAOKANPMOGOLV TNV
dpactnploTTa. LTdY0G £VOG Tat)vidwoD gtvar to va Pyet évag vikntigc. 'Eva motyvior cuvinbmg
Exel ¢ EMITALOV GTOYO TNV JCKEOGT 1 TNV Youyaywyio, cuvapa, umopel vo Exel SOGKOAES
TPOKANoES Kol TOMEG Qopéc umopet vo ypnowomoteitar yioo Adyovg ekpdfnong?. e
oLVOLOCUO TV 000 AéEemv Pivieo kot mayviol, Byaiver n AEEN Prvreomaryvidl, To omoio &xet
TOVG GKOTOVG €VOG TOYVIOD HE HEGM TNG O1OpacS TOV TUKTAOV TOve 610 Pivieo piog

006vn. Avtioctorya ovoudleTot Kot NAEKTPOVIKO TToryvidl, KaOMG NAEKTPOVIKO CMUOIVEL TWG

1 Huang, D. A., Ramanathan, V., Mahajan, D., Torresani, L., Paluri, M., Fei-Fei, L., & Niebles, J. C. (2018b). What Makes a
Video a Video: Analyzing Temporal Information in Video Understanding Models and Datasets. 2018 IEEE/CVF

Conference on Computer Vision and Pattern Recognition. 7366 - 7373

2 Suits, B. (1967). What Is a Game? Philosophy of Science, 34(2), 148—156.



yivetor ypnomn KAmowov MAEKTpovViKOD HEGOL Yol TO OISO aVTOD TOL TOLXVIOLV. TNV
TPOYUATIKOTNTO OU®S, Eva Pvteomatyviol 0V agopd LOvo TNV téxvn ToL Pivteo og yneokn
popon. H dnuovpyia evog Pvteomaryvidiov sivor n peién OAmv TV Te(VOV Kol 1] OOOTN

duadpaon HeTa&D TOVG, MGTE VO LTOPEGEL va, YEVVNOEL Eva APTIO OMOTEAEG L.

H avéyxn tov avBpdmov vo yoyoywyeitor ntov Tavia 610 emikevipo e vong tov. [a
avtdv TovV AOGY0 avd To ¥povia. dNUIOVPYOLGE TTAVTO ToyViolo SOPOPETIKAOV KATATAEEWV.
Mepikd oy vidlo NTay EMKEVIPOUEVO GE VEAPES NAIKIES, OTWG Y10 TAPAIELY O TO KPLOTO Ko
0 KuvNYNTo, kaBmg pepwcd moyvidle eotialov otnv yuyxoyomyioa €pnpov Kot evilMkov
aTOH®V, OTMG Yo TOPAdEypa T emTpanélia moryvioe Ko T oy vidw pe tpémovies. Otav
Eexivnoe M YNELOKY €0y, 0EV APYNCOV VO LIAPYOLV KOl TEPAUOTIGHOT 6TOV PBoud TG
YOYoymylog e T onpovpyio Tov Tpodtev Prvteomatyvidiov e tithovg “Galaxy Game” kot
“Pong” 115 ypovoroyiec 1971 kon 1972 avtictoyo. And v oapyn PAEmovue T0 €vOlAPEPOV
g dnpovpyiag dtbpopwv WGV 6tov Topén TV Prvteonaryvidtwv. To “Galaxy Game” Ntav
éva oy vidl emoTNUOVIKNG GovTacioc, pe tn Pondeia g eavtaciog o ypnotg Pplokdtav
07O JAoTNUO KOl TVPOPOAOVCE AVTIKEILEVO [LE GTOXO TNV GLAAOYN TOVI®V Kol TNV advénom
¢ PBabuoroyiag Tov. Evad 1o “Pong” ftav éva maryvidl mapéag, 6to onoio avtaywovilotav 600
naikteg petald Tovg og pio avapeéTpnotn vog 01601A6TUTOL YNELaKOD VYK TovyK. ATO TOTE,
LE TO TTEPAGLLOL TV XPOVAOV £XOVV OMovpynBel ToAAE Sekddeg SLOPOPETIKE U1 TUTOTOMUEVA,
€idn Y100 OAEC TIC BPOPETIKEG TPOTIUAGELS TOL KAOe avOpdmov’. o mopdderypo, Kamolo,
ToAD yvootd €idn eivar ta maryvidia dpdomng, puotmpiov, poOA®V, TPOLOV, avorToD KOGHOVL,

TOAAOTADV TOUKTAOV KOl TOAAL aKOpLaL.

3 Rollings, A., & Adams, E. W. (2003). Andrew Rollings and Ernest Adams on Game Design. New Riders.
& Wolf, M. J. P. (2012). Encyclopedia of Video Games: M-Z: The Culture, Technology and Art of Gaming (Vol. 1).
Greenwood. 543.



Ewova 1. “Pong” 1972.

1.2 O pdAog TG KAUEPOS KOL TOVL YDPOV.

Yt €idn tov Prvteomaryvidudy oviKOLV Kot 0poioyieg mov kaBieTovV TNV TomoBETnon g
Kauepag otov yopo. H xépepa prnopet va tonobemOel oo patio Tov yopaktipa mTov eAEYYEL
0 ToiKTNG, KATL TOv TO TPOoOpilel ¢ mouyviolt mpwtov mpocwmov. Edv 1 kduepa
tomofeBel mhvew omd TOv yopaktnpo kot PAETOVUE TIC KIWVNGELS TOV, WUmOpPel vo
YOPAKTNPLOTEL OC TPITOL TPOCOTOL 1 Oyn amd mAve Tpog Ta Katw. H kdpepa pmopet va
tonofetn el oTa TAGYLO, QPVOVTOG TOV XOpaKTHPO Vo Kiveitar pdvo aplotepd kot de&ld Tov
yopov. H tomoBétnon ¢ kdupepoc ocvvnbog oyetieton €upeca kol pE TOV YOPO TOV
matyviowov. Ta Prvteomaryvidw, emiong, yapaktnpiloviar @g TPIoddoTaTe, O1GOIUGTATO KOl
pio gvdigpeon katnyopio, to moryvidiw tov duOUoN dCTAGEDV OV GLVOVALOLY Ta dVO
napandve. OAlo ta mopamdve mailovv  kabopiotikd poOlo otov  oxedlcud  Tov

Bvteomatyviorov kot o cuvaicOnua mov BEA0VV Vo amoddGoVY 01 GYESUGTES.

Avdroya pe To Prvteomaryviol, o xpnos avtilapupdvetat amd dvo Emg Tpels d1aoTdoels. Ao
JoTAGELS gvvogital Tmg 0 Taiktng PAEmeL povo v oplovtia X kot v kabet Y dibotoon
TOV YOPOL. Zg &va TETOW0 Tayvidl o yapaktnpag pmopel va kwvnbel pdévo mpog tovg 6H0

avtohg agoveg. Avtd To TOLVIO OTOTEAOVV TN YEVVNoM NG OopYNG TOV KOGUOL T®V
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Brteomayvidrdv, kabmg yio va Agttovpyncouvv ypealdtav povo {oypaplég TV oTotyeimv
KOl TOV OPOKTNPOV, TPALO TOL T EKOVE TPOGITA Y10 VO KATAPEPOLV VO AELTOVPYGOLV

YOPIC EMTAOKEG GTO TOTE GUGTILLOTOL.

Ewodva, 2. diodidotato moyvidl "Super Mario" 1985.

21 ocvvéxela vdpyovv ta tpiodidotato Prvreomaryvidwa. Oco eEglocdtay 1 TevoAOYia TOV
NAEKTPOVIKAOV DTOAOYIGTMV, Ol UNYOVES TOLYVIOUDY KOl TO GUGTHUOTO TOV UTOPOVGOHV VO
nai&ovv moyvidia ywvétav 6Ao kot mo dvvotd. Me avtdév tov Tpomo, ot dekaetio Tov 90,
NpBav 610 TPOGKNVIO 01 TPLEIACTOTOL YAPTEG VPTG, LE TV AYYAKN ovouacio “texture maps”
6T0VG 0moiovg Ba VITAPEEL OVAAVOT] GTO KOPLO HEPOG TNG TTVYLOKNG EpYaciag, KaBg ival éva
oo To. oNUOVTIKOTEPO gpyaAeia TOv KOGHOL TV Prvieomoryvididy akoun kot onuepa. To
TPAOTO Toyviol Le Tpiodtdotato ototyeio NTav to moyvidl poilwv “Ultima Underworld- The
Stygian Abyss™*, émov pmopovoe o maiktng va det kot toug tpelg GEoveg (X, Y, Z) oty 006vn

KaOd¢ kot va kivnbel Tpog avtovc.

4 Lampton, C. (2018, April 7). The Birth of 3D Gaming. Sublime Confusion.

11



Ewova 4. Tpiodidotaro mayvidr "God of War Ragnarok™ 2022.
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Téhog vmépyovv kot to moryvidl tov dvdpon doTdcemv, YVvootd koat og “2.5D”. Ot
ovykekpipévol tithot eivor cuvnBog tprodidotatol ydpor e O16014cTOTO GTOLNElR KO
ovvNBm¢ 516814.6TATOVE YOPAKTAPES. XE OVTA T TOLYVISLo 0 XPNOTNS KATA KOPLo Adyo pmopel
VO KIWWAOEL TOV YOpokTpa o€ Ovo katevbivoelg, Oivoviag v  wevdaicOnon Tov
TPLGOLAGTATOL YDPOL AdY® NG ¥PNoNS TPLeodcstatov eovtov. TIoAld TANpwg TprodidcTata
Brvteomayvidla yo va unv katoAappdvovy ToAdoOs mOpovs, pe otodxo TV PeAticTonoinon
TOV EMOOCEMV TOV TOYVIOOD, YPNCILOTOIOVV dIGOAGTATA GTOLYEID aVTi TPIGOIACTUT®VY Yo
™ onuovpyio moOA@V omtikdv €pé. Oco avapopd To TU Bewpeital dioddoTato M
TPLGOLAGTATO GTOYELD KoL YOPOKTPOGC, KOl TO TG ennpedletat 1 nidoot Tov matyvidrov, Ba
avaAvOel 610 KOPLO HEPOG NG ePYACIG [LE TOALEG TEPLGGOTEPES AEMTOUEPELES, GTO KEQPAAOLO
™G TPLEOACTATNG LOVIEAOTOINGONG KOl TO OVTIOTOLX0 KEQAANO NG PeAtiotonoinong twmv

EMSOCEMY TOV PLvTEOTALY VIS0V,

Ewova 5. "Don't Starve" 2013. Kivnon e diodidototovg a&oveg, pe 0160140TaTo GTOLYElN Kot

ouvBEcElS TAV® o€ £vol TPLOOIACTATO EMIMEDO Y1 TATOLO.

13



Ewova 6. "League of Legends" 2009. Tpiodidototo maryvidl e ToAdd 51601406 TaTo ONTIKA EQE.

1.3 H téyvn tov 6%ed100100 Tay ViSOV, TG OTTIKOTOINONG 1MV KOl TOV GYEOIUGLLOV

YOPOKTPOV.

H 1téyvn 100 oyedoopod evog maryvidov sivor pio téyxvn KOAMTEXVIKN OAAL KOl TEYVIKN.
Kdémrowog mov dovievetl 6tov oyedtacpd evoc moyvidov Tpénet va yvopilel Kot vo TETVYOIVEL
HEYAAOVG KOAMTEYVIKOVG GTOYOVGS, EVGD TAVTOYPOVa Vo, Yvopilet Tt gival epiktd vo vAomon el
otov teyvikd topéa ¢ dnuovpyiag®. O oyedootic evog Prvieomayvidiod ival owtdg mTov
&xel Tov A0yo Yo To ot Ba gtvon n €£EMEN Tov Prvreomaryvidrod. AapPdavel Tig amo@doelg
Yoo TV 0OAOKANPOUEVT gumelpios TOL TOUKTN, OM®G Yo TAPAdEyUa TV TOTOBETNON NG
KAUEPAS, TNV OLGKOAIN TOV TOLYVIOOV, TNV SVCKOAMA Kot TV TomoHETNOT TV YPIP®V Kot OAo
TOL GLVOPN. ZTN GLVEXELN, O “concept artist” €ivar 0 oYedlOGTAG TOL dNUIOVPYEL TEYVN OF
xopti N o€ Ynewkn popen, 1 omoio TEYVN ameikovilel ta OMpovpykd otoyyeion Kot
YOPOKTNPLOTIKAE TV YOUPOKTPOV 1] TOV AVTIKELEVOV EVOG TOLYVIOL0V. XTH GUVEXELX VTE T
o010 divovtol GTOVG HOVIEMOTEG HE OKOTO TNV ETOUACIO TOLG Yo YPNoN HECH OTO

Brvteomaryvidt®.

> Crawford, C., & Crawford, C. (1984). The Art of Computer Game Design: Reflections of a Master Game Designer-.
McGraw-Hill Education, 51.
& Concept Art Empire. (2018, February 14). What is a Concept Artist? Concept Art Empire, 1.
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O concept artist cuvepydletar dpeca pe Tov oxedlaot) Tov moayvidd. Kabmg o dedtepog
dtvel to €yypapo GYESAGUOD TOV OVTIKEWEVOD GTOV TPMTO, KOl O concept artist cuveyilet
OTNV EIKOVOYPAPN OGN TOL, GLUPAALOVTOG 6TO VPO TOV TToy VIS0V Kot TNG YEVIKNG 1W0éac. [
avtdv tov Adyo, o concept artist givar évag amd Tovg KLPLOLS VITEVOVLVOLG Yo TO TG Ha
LOWICEL I EUOAVIOT] VOGS oAokANpoUEVOL Prvieomaryvidtod. Avtictotya, ot onpovpyol TV
YOPOKTNPOV GE 6KiTG0, Yvmotol kot mg “character designers”, onuovpyodv To VOOG Kot TO
OTUA TGOV YOPOKTNP®V TOV Prvieomoryvidlod mpv koToAnEel ota y€Plo TOL HOVIEMGTN

YOPOKTPOV.

(0

AUNTIE

Overall Auntie Cleo
green color, but has some
color variances

thing shing... I'm open
0 any suggestions you
ave.

varkance, has the same.
Tuminasity as the spout

Ewova 7. Concept art 6mhov 610 Prvreomaryvidt “The Outer Worlds™ 2019.
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Ewova 8. Eyedrooudg tov mpotaymviet) oto Prvteomatyviol “Disco Elysium” 2019.

1.4 O oyeduoopodg tov “Davy Jones’ Locker”.

To Pwvreomoryvidlt g mruyokng epyaciog eivor tomobetmuévo ota péso Tov dekdtov
efOOLOL audva, TNV YPLOoT enoyn TV TEWPaT®V. To €l00g 6To0 0moio GLYKATUAEYETOL Elvat,
éva Tp1odldotato Pvteomatyviol Ypip®V TPMOTOL TPOSHTOV e UNYovIcHovs e&epevvnong. To
ocuvaicOnuo mov tpoomabel vo PLeTAdDOEL Elval GKOTEWVO, HOVAYIKO Kot Aly0 OvaTPL(LOGTIKO.
Evd o1 ypipot Bupifouv ta povtépva dmpdtia d10puyns, YvmoTd og “escape rooms”, [e Un
peoAoTiKd oTotyeia mov KaBodnyodv Tov maikin ot AOom Tov YpiPov Kot Ol GTNV

TPOUAKTIKTY SVGKOALD KOl ATOUAKPVVGT] TOL.

O tithog “The Davy Jones’ Locker” Aéyetar mmg fitav pio TepatiKy] @pdon mov tpdtn eopd

TN GLVOVTAE YporTd amd Tov cvyypagéa Daniel Defoe to 1726 “...for he would toss them all
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into Davy Jones’ Locker if they did.”’. Davy Jones’ Locker otnv ovcio ovopaldtov o pubog
¢ 0dAaccag. H opdon avt evémvevse to moyvidl g mTuylokng epyasiog, Kabdg otnv
totopio 0 waikTNG €ivol PLAAKIGUEVOS GTO OUTTAPL EVOG HEYAAOL TTEWPOTIKOV TAOTIOL, EVTTVAEL
KOl GUVELINTOTOLEL TG OAOL EYOVV EEAPAVIOTEL, e ATOTEAEGLO VO TPOCTAOEL VO SPATETEVGEL
npwv tov kotamiel o fuBog g Bdhaccas. O tpodTOg ToL SoVAEW GTOV TOUEN TOV concept art,
Nntav N évoon tomov “moodboard” ekévVOV amd TO SLOSGIKTLO TOL NTOV TOPUTANGCLY GTO
amotélecpo Tov NOeA Vo TETOY® KoL 1 OMovpYic EVOC YPNYOPOL GKITGOL TOL OVTIKELEVOL

OV EMITIMKO VO LOVTEAOTON |G .

Ewova 9. Xxnvi tov Brvteomatyvidtov "Davy Jones' Locker".

7 Defoe, Daniel (1726). The four years of voyages of capt. George Roberts. P. 89.
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https://books.google.gr/books?id=OWsBAAAAQAAJ&pg=PA89&redir_esc=y

Ewova 10. Concept art poyoiptod [e To TpIodtioToTo OTOTEAEGHO GTNV KAT® g1KOva "Davy Jones'

Locker".
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KYPIO MEPOX

2. Ta €ldn TV YpOQIKOV, LOVTEMGUOG KO VOES.

210V KOGHO TOV PVTEOTOLYVIOUDY VITAPYOLY TOAAG SLOUPOPETIKA KOAATEYVIKA GTUA, TOALY
SLPOPETIKA. TPOYPAUUOTO HOVIEMGUOD KOl TEYVIKEG TOL TPOCPEPOVY AEMTOUEPELES OTOL
YPAPKA. To KOAMTEYVIKO GTUA GUVOEETOL AUECH LE TIC VOES 1| TIC O10dUoTUTES LOYPOUPLES
7ov Ba ypnoomoinfovv oTo HOVTEAL, KAODS GNUOVTIKO POAO TPOCOEPEL Kol O TPOTOG TOL
éxel  povtelomomBel €va  avtikeipevo. Ot Vo  peyohdtepeg Kotnyopiec eivar  ta
oTOMEOPIoUEVE KOl TOL PEOAICTIKA  YPaPIKA, €V TOvTOYpOVA 0VTA  Yopilovtal o€
vrokatnyopieg. OvopacTiKd, To To YvOoTd ctoMiapicpéva ypaeikd mov cuvnbilovpe va
BAémovpe oe Oiodidotato moryvidw sivor to mEgMaotd, vector, cutout, cell shading ko
Coypoiopéva 610 ¥épL Ypaewkd. Xuvaupa Ppiokovpe mEeiaotd, vector, cell shading ot
CoypaQIGUEVE GTO YEPL TOAD GLYVA GE TPLEIICTATO oK Vidwo. ATd TV GAAN, To PEAAMCTIKG
YpapKd yopiloviar o Tpelg vrokatnyopies. Ta amid peaoTikd Yopig amapaitnTn ovaykn
(POTOPEAMGUOD, TO PEUAGTIKA QAVTOCIOG TOV OPOPOLY TO oY VIOl PavTaciog e otolyeio
IOV OEV VTLAPYOVY GTOV TPUYUOTIKO KOGHO, KOl TO, QOTOPENAGTIKA TOV €IvVOl QTIOYHEVO Yo

va gtvat 060 o KOVTd 6TV TpaypatikotnTa yiveTot.

Ewcova 11. Aodidotoro mouyvidl Loypoapioévo 6Tto xEpt o€ 6TUA ToL Bupilet To maAd Kivodpeva

oyédo g Disney. "Cuphead" 2017.
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Amogaciopévog, Aomdv, vo otidEer kavelg éva Prvteomaryvidl, €yovtag ovagipsl To
TOPATAV®, EVO £xEl KOTAANEEL o€ mo10 €100¢ Ba suyKaTaAéyeTatl, mpénel Tdpa vo anoPel 610
VQOG TOV YPAPIKAOV oV Ba ypnoipomombovv kot to moco Aemtopepeic Oa eivar. Ola avtd

SLUPBAALOVY GNUOVTIKG GTO OTOTEAEGIO KOl GTIC SUVATOTNTES YPNONG TOV PrvTeomatyvidtov.

2.1 Ta ypagikd oto “Davy Jones’ Locker”.

H ondépaon pov avty g mruoyxokng epyoaciog va yivel pe omld peaAIGTIKA Ypopukd
QovTOciog NTay EXNPEAGUEVN amd TOAAATAOVG AOYOVG. 'Evag kuptog ntav 1 e£otkimon pov pe
TN CLYKEKPIEVN pon| epyactdv. Ta tpiedidctata Ypapkd mov yvopilo va dNUovpy®, Kotd
KOPL0 AOYO apopovcay TOV PEUAICUO, EVA Ol YVMGELS LOV Y10 KATO10 oTOMEAPIGUEVO €100G
ntav wepropopéves. H epuPfodion evog maikt péoa o€ évav KOGUO OTIOYUEVO LE PEOMOTIKA
Ypapikd elvar emmpdcobeta dvokodn dSwdwkacio. Eivar avaykaio va dobel dyoyn mpocoyn
oV Aemtopépela, kabmg oTdNToTe Unopel va eavel ataiplacto agalpel and Tov peaMcuo
kot vroPabpilel o amotéhespa. ‘Evimca €161 10 cuvaicOnua g mpdkAnong, Tpdpo mov pe

EVETVEVGE OPKETA VO LEAETNGM TOV TPAYLOTIKO KOGLO KB’ OAN TN SLdpKEL TG EPYACIOG.

Ewova 12. Tpodudotato peariotikd aviikeipevo oto "Davy Jones' Locker".

Kdétt mov pe amacyoinoce dwaitepa dtav Eekivnoa vo mpoeTotndlopor fTav 1n YPOUOTIKN

naAéta mov Ba émpene va ypnoyoromcw. 'Eva okotevd melpatikd kapdPt Oa émpene va £xet
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TOAAEG OKOTEWVEG YmVies, Ba Kuplapyohoe TO YpOUA TOL KAPE amd TO ELAO KOl TOL OEPUATOG
TOV YPNOLOTOLOVTAV GLYVA GOV VAIKE, KaBMG Kol TO0 KOKKIVO TG QTIAG omd ta Kepid. 'Eva
OKOUOL XPOUO TTOV YPNCLUOTOINCH NTAV TO UTAE YA TO YPAOUO TOL EEMTEPIKOD YDPOL TOV
BAémovpe amd ta mopdbvpo ®oTE 0 TOUKTNG v kKataloPaivel T Pplokdpacte og pia
voytepvi] ®po. ‘HOgha Opmg va mpochécwm Aemtopépeleg GAA®V YpOUITOV GE KAmolo
emmAéov aviikeipeva. [a mapddetypa, Katd ™ ddpkela g eEepevvnong Ppiockovpe oe pio
yYovia £vo TEWPATIKO GEVIOVKL LLE YPVOEG AETTOUEPELES, EMELDN| EMOVUOVGA OUMG TO YPDU VO
YPNOUYLOTOIEITOL KOl GOV OTOWXEI0 GE UEPIKEG TEPIMTMGELS, TO KAEWL TOL EEKAEWOMVEL TO

0EVTOUKL VTO, £(EL TAV® TO 1310 YPLGO YPOUAL.

Ewova 13. To oevrovkt pe to kKAewdi mov to avoiyet. "Davy Jones' Locker".

Me moapdo1o TpOmo YPMNGIUOTOINGA Kot KATOEG TIVEALEG OLLATOG GTY GKNVI LE aptBodg Kot
voopepa. H ypnon tov kOKKIvoL Kot TOV GKOVPOL KOKKIVOL aipatog Nleda va eAkOGouV To
BAEUHO TOV TOUKTN, (OOTE VO GLVEIWNTOMOUWCEL MG TO oTowyEion avtd sivor AGueca
ouvoedeéva e TOVG Ypipovs. AAA®GTE, M YPNON TOL OILOTOC GE HOVOTATIOL EYEL
ypnowonomBel oe moAdd Prvteomayvidwn, pe tov okomd va deiel 0Tt kATl €xel cvuPet
TPONYOLUEVMOS GTNV GKNVI], VO TPOETOAGEL TOV TOIKTN Y10 KATL TOL TTPOKELTOL v, GLUPel N
QKOO KOL Y10l VO TOV 0ONYNOEL GTO GMOOTO Hovomdtt. Avtiototya oe Ampdtio AlaQuyng
(Escape Rooms) pmopodpe va dodpe oyé€dio 6tovg Toiyovg amd WwedTko aipd, KATL Tov

XPNOLOTOEITOL TOAD GLYVE GE YpiPovC.

21



Ewova 14. Zxovpo koéxKivo onpadt oo aipa. "Davy Jones' Locker".

To otoyeio ¢ eavtaciog oto “Davy Jones’ Locker”, sivon n telkn mopta pe didpopovg
KPLOTAALOVS TAV® NG, Ol omoiot givor Koppdtt gvog ypipov mov mpémet va Avbel yuo vo
KATaQEPEL 0 ToUkTNG va dtapvyel and to KopdPt. Ta EEva potevd ypdpaTe TOV UTAE, TOV
KOKKIVOL Kot ToL Tpacstvov Mfeia va cupforilovyv g mom amd autn TV TOPTO VIAPYEL
Kt drapopetikd. HOeha va vdpyer n amopia tov Tt cupPaivel dtav o Taiktng avoiyel avtnv

TNV TOAN KOl OAOKANPMVEL TNV EUTELPTIO. TOL TOLYVIOLOV.
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Ewova 15. H tehevtaio mopta pe toug kpvotarrove. "Davy Jones' Locker".

2.2 MovteMopog Kot ToADY®VaL.

Ta mepiocdtepa Aoylopikd moOv ypnolwomoovvVToL Yot TN OnNUovpyia TPLGOECTOTMOV
AVTIKEWPEVOV Exovv mopopoteg apyéc. Otav pabet kaveic ™ Aoywn mico omd to €idn
HOVTEMGHOV, TAEOV TO VO KOTOVONOCEL £vOL Kovouplo mpoypappa givor B€pa ypovov Ko
ovvnfewoc. Ta dVo €10M povieMopov eivon to “hard surface” won “organic”. Hard surface
TeEPLOUPEVEL TOV LOVTEAMGHO OVTIKELEVOV e AElEG KOl OTUTIKEG EMPAVELEG TTOL TOAD GLYVA
YPNOUOTOOVVTOL KOl EPYOAEI TOV KPATAVE TO OVTIKEILEVO OUOIOHOPPO Omd OAOVLG TOVG
GEoveg, TapOUOL0 e £V OVTIKEIIEVO TTOVL €xEL dnpovpynbel amd epyootdoto. Eve avtibétmg,
organic oNUOiVEL 1| LOVTEAOTTOINGT OVTIKELEVOV TTOV €ivat o AeVBEPQ YMPIC TEPLOPIGLOVG.
H dnpovpyia evog poundt M piog unyoavikng moptag axorlovdei ta Bgpéiia tov hard surface
LOVTEAIGHOD, EVM 1) dNUIovPYio €VOG UNAOL 1 €VOG avOpOTIVOU GMUATOG, EVA 0KOAOLOOVY
EVa YEVIKO GYNUOL OVOTOUIOG TOV OVTIKEEVOD, glvar eAehBepo ywpic mOAAOVS TEPLOPIGHOVS

Y10l 1) VAOTTOINGT| €VOC GOGTOV OTOTEAEGLLOTOG.
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Ewova 17. Organic povteromoinom evog 1€pactog amd to otovvtio 3D-Ace.

Evéd 1o tumkd Aoyiopikd pmopodv va ypnoiponomBodv v onowadnmote epyacia o€ hard

surface ko organic poviehomoinomg, VLapyovV AoYIGHIKE Tov Tpoosmadovv va piundovv tnv




TEYVN NG YALMTIKNG G€  ynowokn Hopen. Avtd ta Aoyiopukd Kotd kOplo  Adyo
YPNOLOTO0VVTOL Yo TNV OMpovpyio organic THmOV HOVTEA®V, VA HePKol Ta TpocBétovv
oTn pon epyaciog Tovg akoun kot otov hard surface povieMopd yio vo amod®covy KAmotleg
EMMAEOV AETTOUEPELEG GTO LOVTEAQ. Tl TTO YVOGTE AOYIGUIKA KAAGGIKOV TUTTOV LOVTEAGLOV
OV PNGLUOTOLOVVTAL €0M KOt TOAAA ypdvia eivor To 3DS Max kot To Maya 3D g etaupiog
Autodesk, k00D 10 TO S1OEOOUEVO TPOYPOLLLL YNOLOKNG YAVTTIKNG elvan To ZBrush g
etapiog Pixologic. To k06T0G TV TOPATAVE® AOYIGUIK®V €ival TOAD LYNAO Kot To. Koot
anpdoITa 6€ aveEAPTNTOVS SNUIOVPYOVG KOL UIKPE GTOVVTLO, YEYOVOG TTOL £XEL OVUYKAGEL VO,
EULPAVIOTEL GTO TPOCKNVIO £VO EMITALOV TPOYPALLLA TPIGOAGTATOV Ypaek®V, To Blender 3D.
To Blender 3D elvar éva ovoytod KMOKO AOYIGHIKO e EVOOUATOUEVE gPYOAEia Yo
YNOWIKY YALTTIKY, KOODC Kol TOAA®Y OKOHO €PYOCIOV TOL OTNV  TPUYUOTIKOTNTO
yperdlovion emmAéov Aoyopkd vy vo, e€acpoMotel Eva oAoKANpouévo amotédecuo. Me
AMya Aoya givar évo moAD wavd epyoleio mov ADVEL TOL XEPLOL TOALDY ONULOLPYADV Yol Vo
umop€covv va, e1I6EABOVY GTOV KOGLO NG avamtuéng Prvteomoryvidudy pe pndopvd k6G6Tog,

Y10 TOLG TOPOATAVEO AOYOVGS, EVEOUATMOGO GTN poN EpYacidv pov to Blender 3D.

o A B

Ewova 18. H apywn demapn xpnotn tov Aoyispukov Blender 3D.

AoV gEnynoape ot eivat To €101 povteAomoinong Taparave, Topo Ba avaldcove Kot Tt
ovouPaiver katd T Oodpkewn avty. Ta Tpiodidotota povtéda amoteAodvIal amd Oldpopa

TOADY®VA, HOVIEAOTOINGOT] €VVOOUUE TOV YEWPIOUO Kol TOAAATANGIOCUO OVTOV  TOV
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TOAVYOVOV LE GKOTO TN TAAGT] TOVS G€ £V OAOKANPOUEVO TPIGOLAGTATO LOVTEAD HEGO GTOV
YOPO TOL AoYGHIKOD. ATO OGO TEPIGGOTEPO TOAVYWOVO, OMOTEAEITOL £va TPLGOIAGTOTO
avtikeipevo, Bempntikd 1000 mO OpoAEg Oa glval 01 EMPAVEIEG TOL YWPIC OKANPES YOVIES.
Otav éva moyviol arotedeiton amd poviéda pe younid aptBpd moAvydvemv, To aToKoAOVIE
o¢ “low poly” 1 “low polygon mesh”. Avtictorya ta moyvidlew mov GTOXEVOLYV GTNV
OnNuovpylot MO OUOAMY EMPAVELOV KOl YPNOWLOTOWOLV HOVTEAD HE HEYOAO aplBuo
moAvyovov, Aéyovtar “high poly” © “high polygon mesh”. I'vopiCovtoc avtég tig 600
Katnyopieg, Kamorog pumopet va avoptn el Yoo oo Adyo Kamolog va emAEEeL va @TIAEEL Eval
Brvteomayvior pe low poly povtéda. Yrdpyovv 600 AOyotl Tov PUTopovV va AIOVTIIGOVY OUTY
mv gpoton. [lpdTov ta toAdywva ennpedlovy v €midoomn Tov T Voo GTe GLGTHLATO
Bteomoyvidldy, pHe OmOTEAEOUO. KOTOW oOOVOUO GUCGTAUOTO VO UNV  Umopohv  va
eKTELEGOVV TO apyeio oe wovoromtikd Pabud yua tov ypnom. I'a avtodv T0Vv AdY0 pEpkd
OTOLVTIO GTOYELOLY oTo Vo glvar Owbéopwo 10 Prvteomaryvidol Tovg o€ mEPLOCOHTEPO
cvoTnuate omd To Vo akoAovBncovv pio aoBnTikn mOAA®V moAvydvev. Ot mpdTol
TPIGOLAGTATOL TITAOL NTOV HE TOL AYOTEPO SLVATA TOADYWVO Y10, AVTOV aKPBOS Tov Adyo, M
TEYVOLOYIDL TOV TPOCOAIKOV VROAOYIOTOV Ogv &lxe T Odvvordmta Tov Vo avtéset
neplocoTeEPa moAvYwva. To 1010 oakpiBdc ovpPaiver axdpo pe to Prvrteomaryvidlo mov
avamTOGGOVTOL KOl amevBivovTal 6€ HKPES POPNTEG KOVOOAES OTMG TO. KvnTd ThAEPmva. O
debteEPOg AOYog mov kdmolog umopet va emidé€el to low poly ypagikd sivor o Adyog g
aleOnTikng Tovg. H aisntikny avtdv tov oy vididv eivar katd Bdon otoMlopiopév, mote
o TOADY@VOL £PYOVTOL OEVTEPA GTOV TOUEN TNG OUOPPLAS, KaBDS TP®MTO £ival T0 GTLA TV
VOOV TTOL EYovV ypnotiponombel. Yndpyovv moAlol dvOpwomol Tov TPOTYHOVV TOVS TITAOVS pE
Eexmplotd Ypaekd amd Tovg TitAovg mov gival pmtopeaiioTikol Kot ekBappwtikol. ‘Evag
neydrog aptBpdc tithwv tpoomadodv va TeThHYovy KATL Evoldpeso. Oco 10 duvatdv Atydtepa
TOADY@VA YOPIG OVTO VO POIVETOL GTO TEAIKO OMOTEAEGHA. AVTN N TOKTIKY] TPOGPEPEL KAAEG
EMOOCELS TOVTOYPOVO. LE OUOAEC EMPAVEIEG OTO HOVIEAN KOl €lvol 1M TOKTIKY 7OV

aKoAlovONGa YD 6TO TOYVIOL TNG TTVYLUKNG EPYOCIOG.
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Ewova 19. Iapdderypa tov tpuiodv emmédov molvydvov arnd t cerida domestika.org.

Ewova 20. [ToAbymva og motoAl péca oto "Davy Jones' Locker".

27


https://www.domestika.org/en/blog/6206-what-is-low-poly-learn-about-polygon-art-for-video-games-and-more

Ewova 21. "Tomb Raider" 1996 evévtio tov 2017.

H avoloyio tov molvydvev oto poviédla o€ pio oknvh pmopel opmg va drapépet. Otav va
AVTIKEIIEVO glvo TO ETIKEVTPO TNG TPOGOYNG TOL TAIKTNG, KOTA KOPLo AdY0 TO povtéro tov Ha
elval QTIOYHEVO pE TEPLOCOTEPT TPOGOYN OTN AEMTOUEPELD. AvTioToryo €Qv  KAmTOl
OVTIKEILEVO VTTAPYOVY LOVO Y1 VO, YEUICOVV T1 OKNVI] AGTE VoL UV Qaivetot Gog0 10 Tomio,
aVTE TO AVTIKEILEVA TTOV OV ONUIOVPYOLV Auecn O140pacTn UE TOV TOUKTN amoTeLovVTOL OO
T gAdyota duvatd molvywva. [Hapadeiypotog yopn 10 MOTOM otV TOPUTdvVe OV EXEL
évav aplpod moAvydvav Tov divel v aichnon tov opakov ETITESOL TOV LOVTEAOD, EVM GTNV
TOPOKAT® EKOVO TOL KEPLOV, EYOLV YpNoomoindel oAy Aydtepa mTOADYy®VA divovtag TIC
AEMTOUEPELEG OTO HOVTEAD HEG® TNG EKOVOS TNG VONG TOL Kot Oyl péow yewopetpiag. Tn
dwdkacio avtn Ba v avantiEovpe TeplocdTEPO 610 KEPAAao “Y pég - Textures”. IIpog T0
Tapov, otn cvvéxeln Oa eEnyndel pe meplocOTEPEC AETTOUEPELES 1 JLAOIKOGIO POTG EPYOUCIDV

OV aKOAOLONONKE Yo TNV OVATTTLEN AWV TOV TPIGOACTUTM®V LOVIEAMV.
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Ewova 22. Kepi yia 1o "Davy Jones' Locker".

[Tpwv &ekviom TN HOVIELOTOINGCT] TOVL OVIIKEWWEVOL TOV TPOKELTE Vo acyoAnbd otnv
TPOKEWEVT TTEPITTOGT, 1| TPMTN EPMTNOT TOL KAV® GTOV €0VTO HOL gival To €dv BEA® TO
avtikeipevo va gtvor Koppdtt g dwadpaong pe tov moiktn. Otov amaviico ovt v
gpwtnomn, ocvveyilow otV VAOTOINGN TOL HOVTEAOL. TNV OpYN, QTIAXV® £vo TPOYEPO

TPLEO1ACTATO HOVTELD XWPIG AETTOUEPELEG PE ATy TOADY®VAL.

Ewova 23. TIpoyepn yeouetpio Tp1od1doTATON HOVTELOV.
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21 ovvéxeln TPocHET® KAMOEG TPOTAPYIKESG EUPAVIG AemTopépele mov  kobopilovv
TEPIGCOTEPO TO OYNUO TOV OVTIIKEWWEVOL. TNV TPOKEWEVN Tepimtmoon, kOPw peydia
KOUUATIOL TOV GOVIO®mV Y10 VO SNULIOVPYNO® TTEPIGGOTEPT] TOKIAOUOPPio 6TO HovTéLo. Metd
B0él® va yopioo T1g cavideg Alyo otov évav dEova yia va punv eivan Oleg eminedeg oty idwo
gvbeio ko TpocBétm Ayn yeopetpia kdtw omd 1o Tpanélt dote va Pydlel meptocodTepo vomua
N tomofETnomn Tovg o€ YloTl. e AVTO TO GTASI0 TPOGHET® YEMUETPIO KOl GTO OVTIKEIUEVO
v amd TG cavideg kol Tov dived oyNuo vo TEQTEL ota TAAY Tov Tparellod cav mavi,

KaBdS avtd mpoopiletal yia va yivet Eva mavi dEppoToc.

Ewova 24. Agbtepn @domn tng povtehonoinong.

Téhog, ovvnBwg Pochétm emmAéov KpEC Aemtopépeieg Yoo vo. dobel Alyo meplocoTePN
QLOIKOTNTO GTO HOVTEAD, €V OUMOC TPochécm peydho aplud TETOIWV AETTOUEPEIDV,
TPooTafd Vo TOV PETAPPAC® G YEOUETpiH HECH TV VOOV - textures, kdTlt mov Oa
eMeENYNOOLVLE GTO EMOUEVO KEPAANIO TG Agttovpyel Kol Tr SOOIKAGIN TOV AKOAOVOOVLLE.
YV mpokeévn mepintmon Nbeka amhd vo eEapavicm T YOVieg EVEVIVTA LOPAOV, KOOMG
TOPOTNPDOVTOG TOV TPAYLOTIKO KOGUO TImOTO OeV €YEL TPAYUOATIKA OmOAVTEG YWVieS, Tpdpa
oV av 10 doVUE o€ €va Prvteomaryviol emnpedlel opyNTIKA TO VTOGLVEIONTO TOL YPNOTN

Yopic va 1o KataiaPaivet.
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Eucova 25. Tehevtaio Pripa g povrehoroinong tov tpomeltov.

Ewova 26. To mpotapyikod [e TO TEAIKO GTAGI0 OO TO TIGTOAL




Ewova 27. Emutho pe d18popeg eMMAEOV KPEG AETTOUEPELEG - LOXOLPIEG EPOPLOGUEVES OTN

YEDOUETPIO TOV HOVTELOV.

Ooc0o avaeopd TV Yyneokn YALTTIKN Kot TNV EQOPLOYN THG G€ VO LOVTELO PBLvTEomatyvidlon,
elvar Myo mwo mepimiokn. o apyn Ba dovue €éva mopdderypo Tov TPOPAUATOS TOV
onpovpyeitol  YPNOWOTOIOVTAG TN TEYVIKN 1TNG YALWTIKAG Kot TNV AOCN  TOV.
XpNOWOToOWOVTOG TO €PYOAEion TG WYNOuKNg YAuvmtikng Oivetan 1M elevbepion g
LOVTEAOTTOINONG €VOG OVTIKEWWEVOL GE TOAD YPYYOPOoLG PLuOUOVC HE TOALEC AEmTOMEPELES
Bvucualovtog Opwg TiIg emdocels Tov Prvreomouyvidroy. Otav éva poviého enefepyacbet
YNOWIKE Pe YALTITIKY, ONUIOVPYOUVTOL YIMASES EMTAEOV TOAVY®OVA GTNV EMLPAVELQ, TPALQ
7OV KOOGTA TO AVTIKEILEVO GYPNOTO GTNV TPOTAPYIKY TOV avT Hope1|. ['la Tov Topamdvem
AOYO, TPOYWPAUE OTN GLVEXEIWL o€ piol TEYVIKN Tov Aéyetor “retopology”. Me avtny v
TEYVIKN Onuovpyovpe €va low poly avrtikeipevo yovdpwd oto oynue tov high poly

aVTIKEEVOL Kol cuveyilovpe otnv ypnon tov high poly avtikeipévov pe okond va ddcovpe
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yebTikn veopetpia oto low poly avtikeipevo. Oa gufobivovpe oty TEYVIKN 0V GTO

emopevo ke@aiato “Y@ég - Textures”.

Eucova 28. Iapdderypo epopproyns e ynelokng YALTTIKYG o€ £va ToOPAO yia T dnpovpyio

AEMTOUEPELDV, IUE OUMOTELEGLO VM OO EKATO YIMADES TOADYWOVA.

"Exovtag Tic Tapamave YEVIKES YVAGELS, TO EXOUEVO o eival 1 Katavonon tov epyaieinv

péoa ota Aoyiopkd povieMopot. I'vopilovrog erdyiota Pacwkd epyodeia, umopei o kabévag
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LLE LTTOLOV VO, LOVTEAOTOWGEL TO BEUEMO EVOC AVTIKEILEVODL OV GTI GUVEYEWD UTOPEl va
TPOYWPNOEL OTNV TEMKN Hopen Tov. Ovopootikd to Pacwd epyoireio eivor ta €&nc. Ta
EPYOAELD LETAGYNUATIOUOD, LE GKOTO TNV UETOKIVIOT TOV OVTIKEILEVOD KO TOV TOAVYDV®V
tov. Ta gpyodeia emEKTOONG LE GKOTO TNV EMEKTACT Kol TN Yévvnon vEwv moAvyovav. To
gpyadeio évoong pe okomd Vv éveor moAvyovev. To gpyaieio avtioTpoPng [Le OKOTO NG
ONUIOVPYIOG TOAVYDOVOV TPOG TO EGMTEPIKO TOV EMAEYUEVOL TOAVYwvVov. Kot To gpyaieio
TEPIKOTNG e GKOTTO TOV YOPIGHO 10N VIAPYOVTIOV TOADYDVOVS. Apyikd, néco 6To AOYIoHIKO
tov Blender 3D, motdviag to kovumi cvvidopevong “Tab”, umaivelr 10 TPOYpOpL GE
Aertovpyio emeepyaciag, 6 AT THV KOTAGTACT POIVOVTOL TO TOADYMVO TOV OVTIKEWULEVOL

Kot propovv va vTosTovV enegepyacia.

Ta epyareia petasynuatiopod stvon tpia. Tng xivnong (pe 1o kovuni cuvtopevong “G”), g
neplotpoPn (He 1o kovumi ocvvtopevong “R7) kor g peyébuvong (pe 1o Kovumi
ovvtopevong “S”). Ta egpyareia avtd elvar ta mo Pacikd epyoireio yio v petafoln tov
HOVTEAOL HECOH OTOV YMPO, KOOMG pmopodv va to ypnoipomomnfodv yio v HETOPOAN
OAOKANPOV TOL OVTIKEEVOL M Kol LOVO €VOG aplfod moAvydvmy mov £xovv emheyfel amd
tov ypnom. Emmiéov onuavtikd epyoreio givar ko m ypnon avaroywkng enegepyaciog, pe

oKomd va, ennpedlovtol TOAATAG TapePeP] TOADY®VA e TNV KIvoT €VOG LOVO TOAVYDVOV.

8 Modeling — Blender Manual. (n.d.-b). https://docs.blender.org/manual/en/latest/modeling/index.html
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Ewodva 29. To kovuni tng avaroyikng eneéepyaciog oto Aoyiopkod Blender 3D.

Ta epyoieion eméktoong Aettovpyovv pe okomd TN Onuovpyio Kovovplog yemuetpiog
emekteivovtag to MO vrapyovia moAvywva. Emiléyovtag mpmdto To mOAODY®VO GTNV
Aertovpyia emegepyaciog, TATOVTOG TO KOVUTL cuvtopevong “E” kol peTakivedvtog 10 movTikt
OTOV YMPO, OTOV EILACTE GIYOUPOL Y10l TO CYNUO TNG VENG YEOUETPIAG, LE TO aploTEPO KAIK
emPefordvovpe v kivnon avt. Avtd 10 epyoieio 6€ GLVOLAGUO e TO EPYOAEin

LETAGYNUOTIGLOV YpNciponotovvtat ko’ dAn ) didpkela TG povielomoinong.
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Ewova 30. To epyareio eméxtacng ev mpo Aettovpyiog.

To epyoieio €voong €xel oG OKOMO TNV €VMON TOADYOV®V 7oV OV ypelalovtal, Tov
KOOAPIGHO TOV OVTIKEWWEVOL amd TOV PEYOAO aplBud TOALYOV®V 1| TN dnuovpyio yovidv.
Boowkog kKavovag oty TpiodldoTtatn LOVIEAOTOINOT VOl 1) GLUVTIHPNOT TEGGAP®YV TAELPOV
o€ OA0 TO. TOAVY®VO, TOVAJYIOTOV GTO TPOTOPYIKE oTddwo TG emelepyaciog. Kabng ehv
dNpovpyNBovy TOAVY®VA UE TPELG TAEVPES, GTI| GLVEXEWD YEVVIOUVTOL TOAAL TPOPANLaTO.
o Swdkacio, ovayKalovtag GuVA TOV KOAMTEXVN GTNV AVOONUIOLPYIo TOV AVTIKEWEVOD
amd Vv apyn. Emopévmg, 1o epyaieio avtd TPETEL VO YPNGIUOTTOLEITOL e TPOGOYN, KAOMS
eqv evwbovv moAvymva kat dnpovpyndodv yovieg, Bo Eexvinoet £vag PHOG TPOPANUATOV.

To TANKTpo cuvtOUELOTG TOL epyaleiov ivat To “M” apov £yovv oM emdeybel ta moAVY®Va.
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Ewova 31. Epyoleio évaoong kot aAlayr] TOAYOVOV GE TPELG TAEVPEC.

To epyareio avTioTpoEng ypnoomoteitar cuvnB®G Yoo TV OMUoLPYia. Kot GTr GLVEXELL
eneepyacio TV TOAYOVOV 610 e0wTePIKO. [ Tapdderypo pe avtd 10 epyareio pmopel va
dnpovpynOet kdmolo mapdbvpo 1 £va TAaicLo avaddyms TV tepintwon. Elvar éva amd ta mo
ocvovnbopévo  epyodieion Kol YPNOLUOMOLEITOL GLVEXDS OTN PON EPYOCIOV OA®OV  TOV
KaAlTeyvodv Tov Topéa. To kovuni cuvtopevong tov gival to “I7, epdoov €xet 101 emtheyOet

TNV TAELPA TOV GTOYEVETAL TPOG EMEEEPYATTIOL.
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Ewova 32. Epyoleio avtiotpo@n|g Le cuvéyelo To pyaieio ETEKTOONG.

To epyadeio mepwomng ywpiler T MOADY®OVO ©E TOAAATAEG €vOTNTEG. XPTMoLomoteiTot
ocuvnbw¢ Yo TOV TOAAOTANGLOGUO TOAVYOVOV GUVOESEUEVOV GE GEPO UE OKOTMO TNV
eneCepyoocio tovg otn cuvexew. H xpnon tov yivetan pe ta kovpmid cvvropevong “Ctrl + R”,

£YOVTOG TO TOVTIKL TAV® TN GEPA TOAVYDOVOV OV XPEELOVTOL TEPKOT.
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Ewova 33. Epyoleio mepucomng pe cuvéyela to epyareio emékTaonc.

Ye Oho ouTd TO AOYICHIKO VLTAPYOVV TOAAL OeKAdEG akOuUN amopoitnTo  epydAeia.
Onowoonmote povtédo pmopel va dnpovpyndet e ToAhamiovg dtopopeTkods TPOTOVG, EAV TO

ATOTEAES O, EIVOL TKOWVOTTOMTIKO, TimoTa deV Bempeiton amdivTa Adboc.

2.3 Yopéc - Textures.

Otov 0 KOAMTEYVNG £XEL OAOKANPDOGEL TO TPIGIACTOTO HOVTELD, gival TAEOV TO GTASI0 TOV
VTUGIHOTOG TOV HE VAIKE, YVmoTd Kot o¢ “materials”. Ta vAkd amoteAodviot amd didpopeg
VOEC, YVOOTA ota Kot g “textures”. Ot eioOveg avnTég divouy dapoOp®mV OOV TANPOPOPIES

0TO AOYIGHIKO OMovpyiog TPIGOUCTATOV YPUPIK®V Kol TN unyovy Prvteomayvioiwdv. H
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pon epyocidv pe avtés TG ewkoveg Aéyeton “Physically Based Rendering (PBR)”, kot ot
ewoveg yopilovrar oe mévte €idn. To mpdTo €1d0g eivan yvwotd o¢ “diffuse map” 11 “base
color map”, 1o devtepo ¢ “metalness map”, 10 Tpito WG “normal map”, 10 TETAPTO MG
“height map” kot to TeEAevtaio wg “roughness map” 1 “smoothness”. Ta €161 avtd propovv
va eEayxfoiv pécm Sapdpwv AOYIGHIK®V, TO o Yvootd pe dvoupa “Substance Designer”,
KaOADG OLmG Yo TNV TTLYLOKY Xpnoomomnke 1o dwpedv Aoyoukd “Materialize”, kabmg

KOLL Y10l T ONUIOVPYIo KATOLMV SadTIKOGTIKA dNUIOVPYNUEVOV VPGV HEcm Tov Blender 3D.

Diffuse map givat Lovo o ypde TOL OVTIKEWEVOD. ZoV YPDOLLOL, Y10l TUPASELY AL, LTOPOVV VoL
Bewpnbolv ta ypodpata evog EOAOL pe TG AemTOUEPELEG TOV, KAOMS dev gival avaykaio vo
elvar povo éva povo ypopa. Balovtag to ypduo avtd 6to avtikeipevo, eivatl mapopoto cav va,
Exel TpaxtTikd (oypapicel kamolog To avtikeipevo, pdévo opmc pe to diffuse map to pwg mwov
ooTilel 10 aviikeipevo dgv potdlel cav va €xel poticel Yo mapdostypa évo Ao, aAld

TEPLGGOTEPO oV Vo EXEL POTIGEL P poToypapio gvog EHAOL.

Ewova 34.'Eva eninedo pdvo pe v ewdva evog Diffuse map.

Metalness map sivor pio €kdvo mov Asrtovpyel ®¢ YApTNG Yoo TO O ONUElD TOL
AVTIKELEVOL Ba Exovv TV yevdaichnon g petaAlkdtrac. Avtog o xaptng potdlet pe pio
acmpopovpn ekéva, ta dompo onueion 0o aALGlovv T0 VAIKO Ge PETAAMKO EVD TO LOOPOL
onueia Bo aparpodv ™ PETOAMKOTNTA TOV. X& EVa LAIKO OTmg 10 EOA0 1 eikdva Oa potdlet
TeEAelmG povpn, kabmg dev vTapyel kKaBOAOL PETOAMKOTNTA G pio SOV EMEAVELD, Y100 QVTO
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ovvnBm¢ 10 TEdI0 AVTO aPNVETAL KEVO. XTNV TPOKEWEVT TEPIMTOOTN, TO Tapdostypa Ba ivor
pio emedavelo ypuGov AAOLHVOYOPTOL.

Perspective
(1) Collection | Plane

Ewova 35.'Eva eninedo pe diffuse kot metalness maps. To dompo onpaivel mog kotd Koplo AdYo

O0AOKANPO TO QVTIKEILEVO EIVOL LETAAAIKO.

Normal map powdler pe pio ewdvo pe UmAE AEMTOUEPELEG, Ol OMOIEC OTO AOYICUIKA
uetappaletor g pio yedtikn yeopetpio. H normal yoaptoypdenon diver mAnpoopieg pe
OKOTO TNV TOPOTOINCT TOV POTIGHOD GTOV XDPO, SIvOVTag TO amoTéEAEGHA BabovAmpdTOY
Kol onpadldv méve 6to tpiodidotato aviikeipevo. To €idog avtd givar moAd onuaviikd, n
yebTikn yeouetpio omehevbepdvel mOpovg oamd T0 cvotnue mov Ba  ypewaldTav  vo
ypnoworomBodv amd 10 cvotnue, Kabdc dwfalovrag povo pion €KOVO 0QOPOVUE TO

YIMAdec ToAbYymva Tov Ba xpelaloTav Yio vo TpocHEGOVUE TIG GUYKEKPIUEVEG AETTOUEPELEC.

41



Ewodva 36. [IpocOnkn Tov normal map 6to enimedo Tov EHAOV.

Height map ovopdletor m mAnpogopio. mov pmopel vo EMNPEACEL TO. TOAVY®VA TOV
avrikelpnévov. H  ovykekpévn yoptoypaenon eivor pio ewova oty kA{poko Tov
acpdLovpov M omoio Aéel 610 Aoyiopkd to mowo onpeio Ba petakviioovy T yempetpio
oToV Kotakopueo agova. H yaptoypdonon avty HeEPKEG pOPEC UTOPEL Vo AELTOVPYNOEL Kol
¢ emmpochetn Aemtopépela pall pe To normal map, mpdpo TOL ATOPPOPA TEPIGGOTEPOVG
TOPOLG Y1 £V WPALOTEPO AMOTEAEGUA, 1| GLYNOIGUEVN TNG HLOPPT ORMG etvar 1 emelepyacia
TOV TOAVYOVOV. Mia tétola yaptoypdenon ypnoonoteitor cuovilwg and ta Prvteomoayviola
Yoo TN YPNRYopn ONUIOVPYio TOL EMITESOV NG YNG Kol TOV POuvav og €vav peydlo xaptm

VoL ToL KOGLOV.
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Ewova 37. EmmpocOetn n yprion tov height map yopic v eneéepyacio TOAYOVOV amd ovTo.

Roughness 1 smoothness map &ivatr n TAnpoeopia wov Bo dMGEL 1 KOV GTO OVTIKEILEVO
Y. To mota. onueia Tov Ba givor o Tpayld amd o vVIOAOUTA. AVTEG Ol YOPTOYPUPNCELS Etvat
OTTOPOATNTES Y10 TOV PEAMOUO EVOC OVTIKELEVOL, KOODS LE QVTOV TOV TPOTO UTOPOLV VoL
pootefovy povtlovpeg Kot KNAdES TV Ge avTIKEIEVa, OTMG Kat YpatlovviEg 1 BoAovpec.
Tétoteg yaptoypagnoelg GuVHO®S YPNOYLOTOIOVVIOL CLUVEXDS TAVM G KaOpEPTES, Tapdbupa
Kot petadAikd ovtikeipeva. H roughness yaptoypdenon avtictoyo Aéyetat Kot smoothness, 1
opoAoyia vt Op®G evvoel akplPdg to avtifeto, Yoo avTOV ToV AOY0 €4V KATO10 AOYIGUIKO
{ntéet Yo smoothness map, cuviiOmg VTAPYEL KoL 1 EMAOYN TG UETATPOTNG TOL roughness
map o€ smoothness avtopoto. TV Topardve eikovo dev Bo moapatnpnbovv peydieg
aAlayég pe v ypnom evog roughness map, yio avtd 1 emOUEVN €KOVO aPopd Hic Yynelokm

EMPAvVELD TOL LO1AleL pe KaBpEptn 1| KAmolo péTaAlro.
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Ewova 38. Xpnon hov tov yoptoypagnoemv ce £va VAIKO mov potdlel pe Kabpéptn N Kamolo

WETAANO.

Ot mapamdve veEg ivar o1 BacKOTEPES VOES TOL YPNGILOTOLOVVTOL ATO TOVG KAAMTEYVES Yo
m onuovpyle TV ypapikdv oe éva  Pivteomaryvior. Xto “Davy Jones’ Locker”
¥PNOOTOMONKAY OAQ AVTA T €101 XOPTOV, KOOMG Yoo TNV emitevén g PEATIOTNG EMidooNC
oV PvTeomatyvidloh OOTE VO UTOPECEL VO EKTEAEGTEL OTO TEPLGGOTEPO GLGTILLOTA, TOAAG

OVTIKEILEVOL OEV YPTGLULOTOLOVV 0L TOL €101 TALTOHYPOVOL.
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Ewova 39. To cevtodkt Tov “Davy Jones’ Locker” ypnoipomowdvrag tig yoptoypagnoets "diffuse"”,

"normal" ko "roughness".

Otav o kaAltéxvng €xet Ppet Ta VAKE To ool BEAEL VoL YPNGILOTOGEL Y10t TO VTGO TOV
TPLGOLACTATOV OVTIIKEIUEVOV, TPEMEL VO TAL €QOPUOGEL LE TOV GMOTO TPOTO TAV® GTO
avtikeipevo. Avtr| 1 dovAeld etvan pia emmAéov teyvikn pe ovopaocia “UV unwrap”. Oco mo

nepimloko €ival To avtikeipevo avti n teyvikn yivetar dvokoAdtepn. E&nyovtog to UV
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unwrapping pe Atyo Adylo, €ivor To KOWYYLO TOL OVTIKEWEVOL GE GUYKEKPIUEVO TPOTO KOt M
TomofETnom oL TAVE GTNV E1KOVA TNGS VENS. AVTO TAVM GE pia EMTUTEOT EMPAVELL ELVOL TTOAD
€0KoAO, 0AAG TTAve o€ £va povtédo evac avBpmmov 1 {dov eivar pio ypovofopa epyacio mwov
xpELETAL EMAYYEAUATIKES YVOGELS ammd TOV KOAATEXVT. ['a va kataddpel kavelg kaddtepa Tt
evvoeltonr Aéyovtag “kOyipo evog avtikelévov”, iowg Ba eivar mo katavontd ce éva
TAPASELY L EVOG TPOYUATIKOD avTikenévov. Edv 0éhovpe va gTidEovpie éva tetpdymvo Kouti

He OAec TIC emeaveleg (o€, N TOPUKAT® €KOVe gival 1o ¢ Ba poldlel 10 Tatpdv TOL

KOVLTLOV.

Ewova 40. Hatpodv dnpovpyiag vog TETPAY®VOL KOLTIOD.

Avrtiotoya, 10 EeTOMYUO EVOG KOVTIOD GTO AOYIGHIKO TPIGOACTATOV HOVTEA®Y Oa potdlet

nmopoporo. 'voot) ovopacio tov Koyipatog ovtob givot To “seam”.
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Ewova 41. UV unwrap evdg KovTioh HEGO GTOV TPLGOLAGTUTO XD PO.

[Mopatmpodvtag v Tapardve eikovo etvar opatd 10 mTmg Exet EeTviyBel o KOPog v 610
VAKO, givar OPMG 0paTod Kol TO TS 6TV KAOe peptd Tov kKOPov tar LA Exovv dopopeTIKN
Katevbvvorn. Avto gival 1 GUVETELD TOV KOWIHOTOG, Yo 0uTOV TOV AOY0 GE MO TEPITAOKO
HOVTEAQ UTTOPEL O KOAALTEXVNG VO OpicEL To TOADY®VE 6T 0ol B0l KOTEL TO AVTIKEIUEVO UE
OKOTO VO YEPOUYWYNCEL TO T®G Ba paivoviot ta LVAMKA Téve Tov. XuviBmg 10 KOYLo avtd
YIVETOL GE LEPLEC TOV AVTIKELLEVOL TTOL £fvol SVGKOAN 0pATEG OO TOV TOKTY, €AV OULMG Yivel
ue Adbog tpomo N 0 maikTng Yagel Yoo To seam, umopel vkoia vo mapatnpnoel n aAloyn.
[ToAd cuyvd eavopevo awtol eivar peydiot Bpdyot oe Prvieomaryvidlo Tov ivol cuyva opatn

ot M oAloyn.
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Ewova 42. Opotd kOyipo (seam) mhve og TETPO.

"Exovtag tpomoromoet to UV gvog HovTELOL Kot £X0VTOC TOTOOETNOEL TIC VYEG UE TOV TPOTTO
G aPECKEING TOV KUAMTEXVN, Uio KOvoUpLlo TEYVIKY £PYETOL GTO TPOGKNVIO Y10 v 50000V
TEPIGCOTEPES  AEMTOUEPEIEG KOl  PEOMOUOG o©T0  avtikeipevo. Ot mo ovvnbiopéveg
Aentopépeleg mov mpootifeviar 6 avTd TO oTAO0 givan d1dpopeg POBopég ota onueio Tov
AVTIKEEVOL oV Ba lyav Oapel oTNV TPAYUATIKOTNTO, OTMG Y10, TOPAOELYLLOL Ol YMVIES TOV.
EmumAéov mAnpogopio Ba pmopovoe va eivar pio {oypapid, £€vo ovToKOAANTO, 1| OKOUO KOt
yevtika Baboviompata kot Pideg pécm TV Tapandave veav. O TpOTOg mov diveTol 1) EMTAEOV
Aentopépetla gival m tomoBétnomn Tovg oTIc mapandve yaptoypapnoes. Edv ypeidleTon vo
npootebel amld pio (oypagld TAved 61O aVTIKEINEVO, YOPIC TV oAAay] TOL LAKOD GTO

oLYKEKPIIEVO onueio, emmpedlovpe povo to diffuse map.
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Ewova 43. EneEepyacio tov diffuse map.

Avrtioctoyya avtd pmopetl va ypnotpomomBet kot yio Tic VTOAOUTES YAPTOYPAPNCELS dIvOVTOGg
nepLocotepes dvvatotntes. Emmpedlovroc to normal map yio mopddetrypo, pmopodue vo
AQUIPECOVUE YELOT YEMUETPIO 1 VO TPocsOEésove emmAéoV, OT®G Yo Topdderypo Pideg M

BabovAdpara.

few image  []v metal_ledges 26_61_normaljpg K01 {C 1K ®-® N
*  TeDraw Mix v PRadis 50 ¢ | Strengeh 1000 @@ acvarced

1000 @ o

o)

Ewova 44. EneEepyacia Tov normal map.
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Otav mAéov €xet emtevyBel o emBuuntd amotéAecpa, 0 KOAMTEYVNG TPOYMPAEL GTO EMOUEVO
otadw0, to onueio tov “Texture Baking”. Texture baking eivor n cvAloyn kot peTdepoon
OAOV TOV VO®V EVOC OVTIKEWEVOD o€ pia ekdvo e okomd TV pelwon Tov Topmv Tov Ha

YpEWLETAL TO GUOTNA Y10 VO, EKTEAECEL TO PrvTeomoaryviot.

(1) Collection | Cube

Ewova 45. Metdepaon 0rlav tav vlikav o€ pia sikova. Diffuse.

Mia emumdéov ypnon tov baking eivar n petapopd TAnpoeopiag and Eva aviikeipevo o€ éval
dAro. Onog avaeépOnke 610 KeAAao pe Ta ToAdywva, ta high poly avtikeipeva mov £xovv
emeepyachel pe ynowokn yAvmtikn cvvovalovtag v TeYViK tov baking pumopovv va
petagpactovv o€ normal map mwéve ce éva aviikeipevo low poly. Me avtdv tov 1podmo
amofnkevetar n mAnpogopio. Tov high poly aviikeipévov pe tig emdooelg tov low poly

OVTIKEUEVOD.
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Ewova 46. Metdopoon g Ye®UeTptkng Tinpogopiog amd high poly o eikdva normal map.

Téhog, pila teyvikn mov pmopel va eumAovticetl ta ypoeikd evog Pvteomoyvidlov eivor m
xpnon tov Aeyopevov “Decals”. Ta decals givon diodidotarteg eikdveg, katd kOplo Adyo og
“png” popen pe okomd v emmpdcobetn mAnpoeopia otn oknvh. Ta decals cvvnBwg
YLPNOILOTOLOVVTAL Y10, OVTIKEILEVA TTOV dEV Ypelaletal va Ppiokovial 6 TPIoIACTOTN LOPPN
péca otn oknvi. Ta avtikeipeva avtd propet va stvorn pia apica og kamolov toiyo, aipota oe
TOLYOLG KOl TOTMOWUATE N AKOUN Kol KATOW ONTIKA Q€ OMMOC POTIES KEPLDV, EKPNEELS KO

dAAo IOV 0 TaikTNG eV T PAETEL O GAOVG TOVG AEOVES LLE TNV KAUEPD TOV.
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Ewodva 47. Decals aipotog oto "Davy Jones' Locker".

2.4 Zyediaon g Slemapng Ko eumelpiog ypnot.

"Eva ToA0 onpavtikd pHépog g avamtuéng evog Prvteomatyvidlov ival ta ypapikd Tmv Hevow
nmov PBAEmel 0 moikING WP kKou katd TN dbpkewd Tov Toryvidv. O oYedACUOS oVTOC
ovopdletot demapn yPNoTN Kot TEPIAAUPAVETOL OO JIGIACTATEG EIKOVES Kol TIG OLUOPACELS
toug. o mapddetypa, TatdvTag To Kovumi “settings”, gpeaviletat £va Katvovplo Hevov 6To

omoio umopet o maikTng va ahAdEet Tig puOuicelg Tov frvreomaryvidrov.
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PICK UP/DROP

MOVE

CROUCH

Ewova 48. Apyikd Mevod tov "Davy Jones' Locker".

I to “Davy Jones’ Locker” Loypdoica mpoconucd ta ctoyyeia, OEAovioc va dOcwm pio mo
KoAMTeYViK) Kot Coypoeikn aicOnon oe avtiBeon pe tov peoMOUO TOL TPOYUOTIKOD
Ty violon. Méca oto Prvteomayvidt, 0tav o maiktng Uropel va S1odpAacEL e T OVTIKEILEVA,
enpaviovtol Kamoleg mANpoPopieg oTNV KOV TOV PE OKOTO TNV EVIIEP®OT T®V SLVOTOV

KLVIGEMV TOV UTOPEL VL KAVEL TNV GTIYUN EKEV.

E TO EXAMINE.

E TO USE

Ewova 49. Ztoyeia diemang epnepiag ypnotn. Keipeva kot yavrloc.

3. Mnyovég Toyvididy Kot TPOYPOLULUATIGHOG.

Mnyovi] oy vididv ovopdlovpe To AOYICUIKO GTO 0moio TPOGHETOVE TOL LOVTEAL KO TO
oTOlEll TOV £YOVUE OQTIAEEL TPOTIOTOC, MOTE VO TPOYMPNCOLUE GTNV  Onpovpyio
dwdpdoemv TOVG pe TOV maiKTn. XtV ovcia Asttovpyel ®g to gpyoieio 6T0 omoio

Kataokevaletot To Prvreomoryvidt kot ot unyovicpot tov. Tavtdypova, ot unyoveg Tayvidldv
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TAEoV dev elvar meplopiopéves povo otn Propnyovia tov Prvreomaryvioiwv. To anotedécpata
OV UTOPOVV VA TPOKOLWYOLV givar Tpoympnuéva o€ Eva a&tofadacTto eninedo, TPALLO TOL TIG
KAvel epyaieio TAEOV Yo TN Snpovpyic. TOVIGOV 1 TPLOSIACTOTOV KIVOUUEVOVY GYESI®V, OTMG
oLVEPT pe Tig Tavieg “Westworld” g HBO xon “Mandalorian” tng Disney pe ) forfeia g
Unreal Engine (unyovig mayvididov)’. Ev katokkeidt, n punyavi moyvididv éxel og podro va
TPOCOEPEL Pio dlEmaPn ¥PNOTN AOYICUIKOV, KaOADG gival vrevBuvn Kot yuoo T QUOIKN TOL
ALY VIS0, TPOCPEPOVTOS CLUVALO Kol TNV €AeLOEPiOL TOV VO TPOYPOUUOTICES HE KATOLN
YADOOO TPOYPOUUOTIGHOD OAEG TIG O10OPACELS TTOV EMPOKELTO VO TPOGHEGOLY GTNV EUTEIPIN

TOL oK TY).

REAL-TIME EN

Ewovo 50. Zknvn yopiopévn og mepipdrrov péoa oty punyovny moyyvidiov Unreal Engine'®.
"Mandalorian" 2019.

% Statt, N., & Roettgers, J. (2022, April 6). With Unreal Engine 5, Epic wants to transform how games and movies get made.
Protocol. https://www.protocol.com/newsletters/entertainment/epic-unreal-engine-5

10Yeo, A. (2022, March 1). The secret to the incredible landscapes of “The Mandalorian”: Epic Games’ Unreal Engine.

Mashable. https://mashable.com/video/the-mandalorian-epic-games-unreal-engine-set-landscape
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3.1 Unity, Unreal Engine kot YAOGGEC TPOYPAUHOTIGHLOD.

Ot 000 Mo oNUOVTIKEG KOl YVOOTES Unyaveg Prvteomayvididv givar n Unity kou m Unreal
Engine. Kot ot 600 givatl dwpedv mpog OA0VS e Lovadikd KOGTOG £vVo TOG0GTO £600MV o TO.
KEPON TOL Prvreomaryvidoy petd TN Onpocicvon tov. Ot deopés TtV dV0 UNYavOv
KPOPOVTOL G AEMTOUEPELEG GTO YPAPIKE TOL PVTEOTOLYVIOOD KOl GTOV QOTICUO, GTI QUGIKN
oW amd TN PNyovy, oIV YPNon YAMGGCHS TPOYPOUUATIGHOD KOl GE TOAAL EpyaAeia oL
aPopovV dAPOPOLS TopElc, OTwS Kot oty PEATIOT €MIG0GN TOL TITAOL YWPIg VO ATOPPOPd.
TOAALOVG TOPOLG Ad TO GLGTNO GTO 0Toi0 Bal EKTEAEITAL. TNV TPOYLOTIKOTNTA KOl GTIS OVO
aTEG Unyavég umopel kavelg va dnpiovpynocel mapopow amoteléopato oto {NTnuo TV
YPAPIKOV Kot TG otontikne. H yAdooa mpoypappatiocpod mov ypnoyonoteital otnv Unreal
Engine givon 1 C++, eved oty Unity givon 1 C#. H C# givon pia e£€Mén g C++ ko eivon
TOAD To €UKOAN va TNV pabet évag apydplog mpoypoppatiots. H C++ ouwg eivon mo
eMaepld otn ypnon g, mpdua mov Ponbder ommv Pertictomoinon g €midOoNS TOL
Bwteomayvidiov!'!. Inuoavtikd emiong eivor nog o kddikag g CH+ eivar aveEapnrog
TAOTQOpLOC, VD 0 KOdKag T CH# eivon ovykekpuévog yia ta Windows!'2, yopic dumg avtd
va mepropilel m ypnon tov o€ ddpopa Aoyiopikd 6ntwg MAC kot Linux, eved propel va yivel

export Kot y1o. S1popES TAUTPOPLLES.

! Shiotsu, Y. (2021). C# vs. C++: Which Language is Right for Your Software Project? Upwork.
https://www.upwork.com/resources/c-sharp-vs-c-plus-

plus#:~:text=C%2B%2B %20is%20much%20more%20lightweight,applications%20where%20performance%20is%20import

ant.
12 Great Learning. (2022, July 11). C# vs C++: Differences and Similarities Between C# & C++ - Great Learning. Great

Learning Blog: Free Resources What Matters to Shape Your Career! https://www.mygreatlearning.com/blog/c-sharp-vs-cpp/
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A Minimal_Default

L & chair (Instance)

Point Light

Player Start

Ewova 52. Aemogn ypnotn tov "Unreal Engine".

[Tépav tv dV0 mapaTdvd AOYICUIK®OV, TOAAG HEeYOAD GTOVVTIO ONUIoVPYOHV TO O1KO TOLG &5’
OAOKAN POV Yl TN dnpovpyio TV Prvteomaryvididv tovg. H mpdén avt evd sivor pio moid
OUOKOAN Kol ypovoPopo  dwdikacia, &V TEAEL TPOCOEPEL TEPLGGOTEPT  eAgvbepia
TPOTOTOINGNG TOV AOYICUIKOD GTO. OIKG TOLG TPOTLTA KOl TEPIGCOTEPO KEPON KATA TN
onupocigvon v Pvteomayvididv tovg, kabmg dev deopevovial mAEOV otV emmpoOchet

mnpoun evog tpitov Aoyiopkov. Tlapadelypatog ybpn, tpelg kKohooool g Prounyovicg
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onwc n Bethesda kot n Ubisoft éyouv ta dwé tovg Aoyiopkd. Tng Bethesda ovopdleton
“Creation Engine”!3 kot tng Ubisoft “AnvilNext”!*. Avtd opwg dev onupaivel g ol to
oTOLVTIO Pvteomayvididv Tpénel va QTIdEovy 10 01Kd Tovg Aoyopkd. Edv éva pkpotepo
OTOVVTIO OEV £XEL TO EPYATIKO SLUVOUIKO KOl TO XPIUATO Y10 TV ETEVOLON HOG VENG UNXOVIG
Brvteomoyvidldy, omeDdEL 6T 1O VIAPYOVTIO KOl TOAD OTOTEAECUATIKA AOYICUIKA, KAO®DG
etvar mpotdtEpO var mpoympnoet gvhvg ot onovpyio. o to “Davy Jones’ Locker”
ypnowonoinoa 1t unxovny Pwvteomayyvidiwv Unity, kabBdg Mtav éva AOYIGHIKO 7OV
YPNOLUOTO0VGA GLYVE KOTA TN OdpKeELD TNG POITNTIKNG Hov (MNG KOt MUOVV TEPIGGOTEPO

otketog pe avtod kot ) yrwooo CH.

3.2 Tlpoypappatiopog tov “Davy Jones’ Locker”.

O 1pdmoc mov d0VAEYA GTO KOUUATL TOV TPOYPOUUATIGHOV givat 0 €ENG. Apyikd onpeimoa Tt
punyovicpovg Nlela vor £xel 1o oy viol Kot TV OAANAETIOPOCT) HETAED TOLG. XTN GUVEXELL
Eypaya To apyIkd oTadlo TOV KMOKN Kot pe Tn Bondeta Tov d1adktdov eniAvcso TpoPAnpaTa
mov éPpioka kot T ddpkela. Otov mAéov NUOLV TTEPIGGOHTEPO OIKEIOG LE TIC EVIOAEG, Ol
Moelg mov £Pproka NTOV OKES OV TANPMG KOl TPOYDPNGO GTNV EXIAVCT TPOPANUATOV TOV
npotiotog dev elya Ppet Aoelg. Otav mAéov pdproca OAOVS TOVG KMOIKES GT OVTIGTOLY O
avtikeipevo péco oto Unity, €kovo mOAAATAES SOKIUES Y10, TO TG OAANAETIOPOVV peTalhd
TOVG Kol Tpoympnoo. otV emilvon  emmAéov  mpoPAnudtov Kol Sloppodv oV
onpovpyndnkav otv mopeia. Emiong, enedn dev yvopila €5 apyng moALoLS UNYOVIGLOVG
nmov Ba ypewloTov éva oAoKANpouévo Prvteomoryvidl, moAlol pnyoviopol yevvinOnkav M

dAra&ov Kotd T Sdpketa.

H apym tov Brvreomaryvidoron Eekivnoe pe ) dnuovpyio e Kivnong Tov xapoKTinpo Kot Tng
Kéuepag. H apywm wéa tav n apyn kivnomn e Toy0TNTo TEPTATHLATOS, YMOPIS VoL VITAPYEL N
duvatdHTNTO TOL AAROTOG Kot Tov Kabiopatoc. Otav dpmg dnUovpynco 10 TpdTo HEPOC, KATA
™ OldpKEI TV SOKIUADV TOPOTAPNCO TOG VINPYXE N CLVEYNG emBvpion TOv va umopet o
YOPOKTNPOG VO OKOWEL Kot vor Tonéetl yuoo va eavel kTt kaAvtepo otnv kapepa. [a tov

TOPATAV® AOYO, €V TEAEL GUUTANPMOGCO KO TOV KOJIKA TOL GKLWILOTOG Kot Tov dApatos. [a

13 “The Graphics Technology of Fallout 4”. Bethesda Softworks. November 4, 2015.
https://bethesda.net/en/article/2Y37xeRPeUWOEgkgaKW80A/the-graphics-technology-of-fallout-4

14 Osborn, A. (2017, September 16). Why Ubisoft Ditched Unreal in Favor of Its Own Proprietary Tech. /GN.

https://www.ign.com/articles/2017/09/15/why-ubisoft-ditched-unreal-in-favor-of-its-own-proprietary-tech
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v viomoinon g kivnong Eekivnoa pe 1o va dniodvetar o yopokmmpoag og “isGrounded”
otav axkovpumdel oe kdmoto eninedo mov eivor dMiwpévo oe layer “whatlsGround”, ®ote dtav
o yapaxktpog Ba PBpioketar oe avtv ™V Katdotoon vo pmopel va dexbel Kamoleg evtoég
7ov Oa Tov ddoovpe. T Tapddetypa, edv 0 YapoKTNPOS eV PPLoKdTAV TOTE GE QT TNV
Katdotoomn, Oo propovce 0 TaikING va TaTéEL TO KOVUTE TOV GALATOS OTOV O YOPUKTNPOS Ba
Bpioketon akdpo GTOV AEPQ, [LE ATOTELECLLO VO UTOPEL VO TNOGEL GLVEXDG GOV VO TETAEL GTNV
YDOPO, £TGL AEYOVTOG GTO GUOTNUO TS UTOPEL 0 YapoKTNpog vo. Tdast povo otav sivon
“isGrounded”, meplopifovror tétola AGOM. XN cvvéxeln OMAWGO TO. Kovumd mov Oa
ypewloTav va matnoel o maiktng yro. v kivnon kot pe évav koodwo “if()” v kardotoon
nov Ba Bprokdtay o moikTng Katd ™ dtgpkeld g kivnong, Omwe Yo TopAdELy Lo, TUTMOVTOG
10 kovuni “Ctrl” o yapaktipog Oa Ppioketon oe BEon “crouching”, ondte Ba oxvPel Ko Oa
HEWOVETAL M TOLTNTO TOL Omd TNV Tpokabopiopuévn oty katdotacn “walking”. ‘Oco
avagopd v kivnom g KAapepas, xpeotnke va OnAwBovv ot petafintés X kot Y otnv
kivnon tov moviikiov péow G evioAng “Input.GetAxisRaw()” kor omn ocuvvéyeln o
moAlomAactacpudg avtov pe “Time.fixedDeltaTime” kot pe éva voduepo yuo Tnv oplofétnon
Mg evaucncioc, ®oTe 0 TaikTNG Vo pmopet va meplopicel 10 OGO ypryopa Bo kovviétal M
Kauepa OTav KOLVIETOL TO TOVTIKL. XTNV GLVEXEL, TapatnpnOnke Eva mpdPAnUa, o maikTng
UTTOPOVGE VO YUPIGEL TNV KAULEPA YMOPIS TEPLOPIOUO, LE ATOTEAEGUA OTAV O TOIKTNG KO1TOVGE
GTOV 0LPOVO VO LTTOPOVGE VO YUPIGEL TNV KAUEPO KOl VO, GLVEYIGEL VO KOITAEL TPOS TA TGM®
TOV, aVTO AVONKE ypnoyorotdvtag v evtoAr “Mathf.Clamp()” pe okond va meplopiotel 10

1660 YNAL N xaumAd Ba pmopel va Kottdel o yopaKTnpogs.

public void Update()
{ float mouseX = Input.GetAxisRaw("Mouse X") * Time.fixedDeltaTime * sensX;
float mouseY = Input.GetAxisRaw("Mouse Y") * Time.fixedDeltaTime * sensY;

yRotation += mouseX;
xRotation -= mouseY;

xRotation = Mathf.Clamp(xRotation, -90f, 90f);

//rotate cam and orientation
transform.rotation = Quaternion.Euler(xRotation, yRotation, 0);

orientation.rotation = Quaternion.Euler(0, yRotation, 0); }

[Tivakag 1. Kivnon g xépepag.
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Otav oAokANp®Ga TV Kivnon Tov XopaKTHPo oToPAcica Vo OTIAE® TO apyKO LEVOD TOV
AL VIolo0. Xto apykd pevov nhela va cvopmeptrapPdvetarl To kovumi yio v évapén (Start)
TOV TToy VIOV, T0 Kovumi Tov pvbuicewv (Settings) kol KAT® KAT® TO KOLmi TG €£000V
(Quit). IMatovtag 10  Kovumi g évopéng  ypnolpomoteiton  pio  EVTOAN
“SceneManager.LoadScene()” pe okomd va QOpTOCEL TNV EMAEYUEVT] GKNVI] TOV TTOLYVIOLO00
Kot va EeKivioel o ypnotg va mailel. Avtiototya, pe to kovuni tng €660V 0 ¥pNoTNg KAEivel
10 moyvior pe v eviodn “Application.Quit();”. Oco avoaeopd OU®S TO KOLUT TV
pvOuicewv ypnoomoteitanr Al 1 EVTIOAN mov ypnoyomomdnke yo v évapén, ovtifeta
OUmG avtl va Eextvinoel To oy vidl, avoiyel amAd éva véo mapdbupo pe TG pubuicels. ZTig
pvOuicelg vapyovv ohMcntég yio v pHOUon ™G evocOnciag TOv TOVTIKIOL KOl TNV
avéopeimon Tov Myov, kdtt mov Bo avarvBel apyotepa. o va pmopodv va Aertovpyovv ot
aALoYEG 6TOVG OAMGONTEG e amoTEAEGHA VO EMOPOVV GTO o Vidl Kot v, amodnkevovtal yo
mv endpevn @opd, ypnowomomOnke mn tdén “PlayerPrefs”. Méocw g “PlayerPrefs”
amofnkevovtal oto ocvotnua ot pubuicelg, ®oTE OTAV 0 YPNOTNG AVOiyeEl KOl TOAL TO

mpdypappo dev yperaletor va tig Eova aArdEet.

public void Save()
{ PlayerPrefs.SetFloat("Sensitivity", mouseSensitivitySlider.value); }

private void Load()
{ mouseSensitivitySlider.value = PlayerPrefs.GetFloat("Sensitivity"); }

[Mivakog 2. Amobfkevon kot OPTIoT TV TPONYOOUEVOY pLOUIcE®V.

Kdétt xavovpio yo epéva o 0tov YpelicTnKe va acyoAndd pe tov o HEca oty dlemapn
tov Unity. Wéyvovtog épnabo nog yio v propodv va vapyovy emroyes otig pubuicels yo
mv  avéopeioon Ttov MNyov Oa Empeme vo dnuovpyndel évag “AudioManager”. O
AudioManager elvar évag K®OOWKOC TOL  ¥PNOWOTOlEiTal  ywoo TNV dlaygipion  ToL
NxoovotHaTog o€ éva £pyo TG Unity. Me avtd diveton 1 dSuvatdTnTo TOV Vo TOPEYETOL £VaL
KEVIPIKO GVGTNUO MOV Y10 TOV YEPICUO TOV GE€ OAOVLG TOVG TOUEIS TOV TOYVIOWOV. XTNV
TPOKEWEVT TEPImTmOT, Nk vo ywpiow Tovg NYovg o€ dvo Katnyopiec. ‘Eva, otovg yovg
@OVTOL OTMC 1 LOLGIKN KoL ToL KOppota g 0dAaccog Kot dVo, oo NYNTIKA €PE Tov gival ot
NYot g O1dpacNS TOL TALXVIOOD KOl TOV HEVOL. AvTd emtevydn YPNOLLOTOLOVTIOS T

“Switch Statements” tov Unity C#. Ta “Switch Statements™ eivar dopég eAEyyov mov pPnopovv
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VoL (PNGIULOTOMBOVV Y10 TNV EMAOYT EVOS OO TOAAMV KOUUATIOV KOOTKA Y10, VO EKTEAEGTOVV
pe Baon piog tung petafAn. Me Alya Adywa elvan évog peydlog kadkag “if/else” aArd ovti
va eA&yyel ToAamAEC cuvOnKeg, eAéyyel povo pia. Me avtdv Tov TPOTO, GTIV TPOKEEVT
nepintmon divetor 1 dSuvaTOHTNTO VO YOPIGTOLY Ol oL o€ OVO “case” Yyl TOV €VKOAOTEPN
xepoydynon tovg. Otav mAov ot Mol NTOV YOPIGUEVOL, DINPYXE M SVVATOTNTO TOL VO

tomofetnBohv o1 véot ot mov Ba TpoctiBeviat 610 Tayvidl, péca oe Eva amd o dVo “case’.

switch (s.audioType)
{ case Sound.AudioTypes.soundEffect:
s.source.outputAudioMixerGroup = soundEffectsMixerGroup;

break;

case Sound.AudioTypes.music:
s.source.outputAudioMixerGroup = musicMixerGroup;

break; }

[Tivakoag 3. Xoptopodg tav nyov g 00 KoTnyopies.

Ortav mAéov Eekivnoa vo dNUOVPYD TOVG PAGIKOVS UNYOVIGUOVS TOV Ty VIO0D, 0 TPADTOG
unyavicpog wov el vo emToy® MoV 1 010paoT LE TO AVTIKEIHEVA TNG OKNVIG HECW EVOC
unyavicpot emfedpnong Kot ) petagopd toug. ‘HBeha o maiktng va pmopel va onkovel ta
TEPLGGOTEPOL OVTIKEIPEVO TNG GKNVNG Kot vo. uropel matwvtos To kovpnt “E” va gépvet 10
OVTIKEILEVO KOVTA GTNV KAUEPO Yo EMBEDPNON OA®V TV TAELP®OV TOL. [0 va kaTapEépw 10
amotéleopo avtd ypnowomoinca pio dopn “RaycastHit”. To “RaycastHit” ypnoiponotel
VIOTVTTOING OKTIveS 6To TTPOYpoappa ¢ Unity kot ywayvel yia ta colliders Tov aviikeipuévoy.
Me avtdv tov 1podmo opilovtag eTikéteg (tags) ota avTikeiteva TG GKNVNG, Umopel kavelg v
ypnowonomoel to RaycastHit dote va onpovpyncel S10pAGELS e TO. AVTIKEILEVA AVTA.
XPNOIHOTODVTOG QLTHV TNV TEYXVIKN £Xm 0cel pepkd avtikeipeva pe v etikéta “Object”.
2 OULVEYEW, TOTAOVIOG TO OPOTEPO KAK TOL TOVTIKION, £X® YPAWEL KOO0,
YpNoonotmvTag v tdén “transform”, mov petaeépel 1o avtikeipevo og éva kevd (empty)
OVTIKEILEVO UTTPOCTA GTNV KAPEPOA. XTN GLVEXEW, TAPATNPNONKE MG OTOV TO OVTIKEILEVO
yxTumovce o€ collisions ALV avTIKEEVOVY, EEPEVYE OO TO KEVO OVTIKEIEVO OV &iye Tebel
mpotiotoc. To TpofAnua avtd AHOnke ypnoyomoidvtag pio péBodo “Vector3.Distance”, to
omoio vroloyilel v amdéctacn Vo onuelov pEca GToV TPLEddcTATO YMOPo. Me avtd,

MAwca TG OTaV TO OVTIKEIPHEVO (eDyeL og pio amOoTOoT ond TO KEVO OVTIKEIpEVO, va
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emotpépel micw oe avtd. Emiong, kouvidvtog avtikeipeva mov Bo énpeme va dtvouv v
aicOnom Tov Bapovg pnéca ot oknvi, OT®G Kamota Papéiia, cHVOESH TOV TAPATAVED KOO,
HE TOV KMOJOIKO TNG Kiviong Tov yopoaktpa, kot pe éva bool meptdopica v ToydTNTo TOL

YOPOKTAPO KOL TNV KV TOV TOVTIKLOV.

if (heldObj == null)
{
RaycastHit hit;
if (Physics.Raycast(transform.position, transform. TransformDirection(Vector3.forward), out
hit, pickupRange))
{ PickupObject(hit.transform.gameObject);
DragObject(hit.transform.gameObject); }

[Tivaxog 4. To RaycastHit og yprion.

if (heldObj != null && moveBack) //moveBack so the item will move back to holdArea only if

its true

{
if(Vector3.Distance(heldObj.transform.position, holdArea.position) > 0.1f)

{

Vector3 moveDirection = (holdArea.position - heldObj.transform.position);

heldObjRB.AddForce(moveDirection * pickupForce);

[Tivakag 5. To Vector3.Distance ple 10 cOGTNUA ETIGTPOPNG GE YPNON.

To RaycastHit eniong ypnoomoteitar Kot Yoo T0 GOGTNHO EMOEDPNONG TOV OVTIKEUEVOV.
Me tov 1610¢ mopamdve TpOTO, LETAPEPEL TO OVTIKEILEVO GE £vol KEVO OVTIKEILEVO UTPOCTA
otV Kdpepa, e povn 010popd Tov va meptopilet Ty Kivinon Tov yopaKkTipa Kot TG KAUEPOS
TANP®G, Vo, aroOnNKedEL TNV aPYIKT] KOTAGTOGT TOV OVTIKELUEVOD KO VO ETLTPETEL GTOV TOLKTN
va yopilel 10 avtikeipevo pe m xpnon tov moviikiov. Otav o moiktng TEAEW®VEL PE TNV
embempnon, £xel T SLVATOTNTO VO EMGTPEYEL TO OVTIKEIUEVO TIGM GTNV OPYIKY KATAGTOON

KOl VO EVEPYOTOMGEL EAVA OAEG TIG KIVI|GELG TOV YOPOUKTIPOL KO TNG KAUEPUC.
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Otov mAéov OAOKANP®GO KOl TOV TPMOTO HNYOVICUO TOL Totyviolov, neia va divovrtal
oTOl(El0 OTOV YPNOTN MGTE Vo KaTohafaivel HECH TG SLEMAPNS TOV TTOLYVIOOV Tl UTOPEL v,
petagepbel ko T pmopel vo embBewpndel. Mo mapdderypa, OTOV 0 TOIKTNG KOLTAEL
avtikeipeva pe etikéto “Object”, tote ypnoomoteital  néBodog “gameObject.SetActive()”,
Kol €Yoviog ONA®UEVES O1001A0TOTEG €KOVES OOV  OVTIKEIHEVO HECH OTOV  KOOKO,
EVEPYOTTOLOVVTOL KOl OEVEPYOTOLOVVTOL avticTorya. [ mopdderypo, to mpokabopiopévo
OTOVPOVILOL TOV ToyvVIdloy &ivor pion peyaAn PBovia oto Kkévipo TG 0006vng, Otav
onUadeVETOL £VOL AVTIKEIIEVO TTOL UIopEl 0 TaikTNG va dtadpacet poli Tov, Tote 1 KOV TOV
GTOVPOVILOTOG OVTOV OTEVEPYOTOLELTAL KOL EVEPYOTOLEITAL TO GTALPOVNUA TOL €xel pia

gwova evog Loypagiopuévon yavtlov.

crosshair.gameObject.SetActive(true);

crosshair2.gameObject.SetActive(false);

[Tivaxag 6. H yprion tov SetActive 6To GTOmpOVILQ.

A@ov mhéov o T BAon TOL TOYVISOV, CKEPTOUOVY TO TG B pmopovoa vo EUTAOLTIon
™ oknvn ue ypipovg. 'HBgha va vdpyet | yevikn 10€a TG XPNOMNG TOV AVTIKELEVOV OIS TOV
TPOYUATIKO KOGHO. XTOVG Ypipovg mov Ba mpémet o maiktng va tomobetel éva avtikeipevo ya
va dnovpynBel pio aAAnienidopacn, nOela va LIGPYEL Kot 1 ETIAOYN TOV TOIKTN VO TAPEL TO
avtikeipevo miow ota yépa Tov. Eved avtd elvar peoaiiotikd kot Oupiler pio mpaypoatikn
oknv 0mwg Bo cuvéPave oe éva dwUATIO O10QPLYNG, otV TPAEN GE LEPIKOVS Ypipoug M
YPNOMN OLTNG TNG AOYIKNG NTOV AOEEL0 LLE AMOTEAECUATO TTOV OEV LE APNVAV IKAVOTOUUEVO.
[Ma avtov Tov AOY0, amopdacica Twg Oa ¥pNCIUOTOMoc® VT TNV TEXVIKY GE YPIPOVS oV
taipale, evod oe GAAovg ypipovg Ba émpene va Bpo pio dAAN Avor. H Aoy ouwg otov
TOUEQ TOV TPOYPOUUATIGHOV TTapEUEVE 1010, aALalovTtag Lovo dtdpopeg eviorés. Katd kbplo
AOyo ypnotpomombnke n oniwon “if()”. Méow tov “if()” oe kébe KoTdoTAON O KAOJKAG
elEyxel av mAnpovvtor ot mpovimobécelg yiu va gvepyomomBel Kdmola kivnon M yw va
oAoxkAnpwBel pia Swdwacio. Mo mapdderypa, otov ypewlotov va avoifel n mOpTa TOV
KEVIPIKOU dwpatiov, ot mpodmobécelg mov Ba Empene va mAnpodvtat yio va gvepyomondel n
kivnon g moptag eivan téooepis. Tlpéner dnhadn téocepa avtikeipeva vo PBpickoviar e
1é66€pa ovYKeKpuEva onueia. Avtég ol mpobmobécelg ypnoiponoovsay bool, ta omoio
EVEPYOTOLOLVTOV OTOV TO OVTIOTOLYO avTikeipevo Pplokdtav otnv aviictoyyn cwotn Oéom.
Otav ta téocepa bool Tov ypipov Ntav mAéov evepyomompéva, pia OMAwon “if()” epyotav oe

YPNON Kot £JVE TO AMOTEAEGLLA TNG ADGONG TOV Ypipov.
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if (gunCanOpen && knifeCanOpen && pipeCanOpen && hookCanOpen)

{
impactFirstDoor.Play(); //plays a sound

firstDoorAnim.Play(“firstdoorrotation”, 0, 0f); //door animation

[Mivaxog 7. Ta téooepa evepyomompévo bool mailovy Evav Mo kat Tnv Kivnon g TopToC.

[Topdpola ypnom tov mMOpOTAve YIVETOL KOlU GTN OKOAQ TOVL OEVLTEPOL OMUATIOL TOL
o vIolo0. Xtov ypieo avtdv npénet va tomofenBovv Vo cavideg mov Ppickovion péca 6to
oy viol mive otnv okdAo Yoo vo. pumopel 0 moiktng vo okapeaimcel. Ot cavideg oy
TPOKEWEVT TEPINT®ON Ogv TOTOOETOVVTAL OMMG TO OVTIKEIPEVO NG TPMOTNG TEPIMTOONC,
avtifétog yivovrat “Destroy()” ko gvepyomotovvtat pe “SetActive” dVo adpates cavideg mov
Bpiokovior MO whve oty okdia, poll Opumg pe to “SetActive” evepyomolovvTol Kot To.

avtiototya bool N} avtikeipeva mov vBHvovTaL TNV AVGT TOL YpiPov.

Mo mv amoeuyn ™ YPNONG TG CLVEYNG KATAGTPOPNG OVTIKEWEVEOV, KOTA KOPLo AdYO
ypnooromdnkav ddpopa “animations” mov OMpovVPYNONKAV HECA GTO TPOYPULLLLO TOV
Unity. Onwg @aivetar oty mopamdve eikoéva 59, n ypon Tov KIVACEOV Kol TOV MOV

yivetan pe v evroAn “.Play();”.

210 T€M0G, Y10 VO VILAPYEL Hia TPOKANGON G€ OAN TV gumelpio dnpUovpyHONKe Eva YPOVOLETPO
ov peTpdiel avtiotpopa. Méow g eviolng “Time.deltaTime” oto “Update()” tov K®dSKO
pewwvetar o ypoévoc kabe devteporento, eved oty puéBodo “DisplayTime()” mov
onpovpynOnke apydtepa, SIOUOPPAOVETOL TO OTTIKO KOUUATL Y10 VO QOIVETOL TO YPOVOLETPO
otnv 006vn og Aemtd Kot devtepOAenTa. AVTO yivetan pe 10 Opiopa “timeToDisplay”, kabwmg
uetafipalel Tov ypdvo mov Ba gaivetar otnv 006vn. Edv 1o “timeToDisplay” givot pikpotepo
tov 0 opiler 10 “timeToDisplay” oe 0, Sapopetikd €dv eivar peyoldtepo avédvel 1o
“timeToDisplay” katd 1. H petapint vmooyiletar dwpmdvtag pe to voouepo 60 yo ta
Aentd ko aAAa 60 yio o dgvtepdienta. Apydtepa pe pio widtrta “timerText.text” opiletan
N EUPAVIOT TV AETTOV Kot dgvteporéntwv oe popen {0:00}:{1:00}. Xt cvvéyewa, 6Tav o
¥POVOG @Tdvel oTo UNdév 10Te eppaviCeton pior ewdva pe kovumd mov Aéel “GameOver”,

dtvovtog TV EmA0YN va EMOTPEYELS GTO LEVOD N Vo KAEloEIS TeAeimg To Prvteomatyviot.
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void DisplayTime(float timeToDisplay)
{

/*if (timeToDisplay < 0) //this if is for miliseconds too

{
timeToDisplay = 0;

3/

if(timeToDisplay < 0)
{
timeToDisplay = 0;
}
else if (timeToDisplay > 0)

{
timeToDisplay += 1;

float minutes = Mathf.FloorTolnt(timeToDisplay / 60);
float seconds = Mathf.FloorTolnt(timeToDisplay % 60);
//float milliseconds = timeToDisplay % 1 * 1000; //this if is for miliseconds too

timerText.text = string.Format(" {0:00}:{1:00}", minutes, seconds/*milliseconds*/);

//this if is for miliseconds too ADD :{2:000} too

[Tivaxog 8. O kddkag TG ELEAVIONS TOV XPOVOUETPOV.

4.’Hyog ko n oyediacn Nyov.

Onwg og pio Kvnuatoypoeikn M o€ pio Koupévev oyediov tawvia o Myog sivoar mAéov
amOPoiTNTOS Yoo éve OMOTO OMOTEAEGHA, £Tol Kot ot Prvreomoryvidw elvar e&icov
ONUOVTIKOC. AEYOVTOG NYO, TEPO OO TOV LOVGIKO TOUEN, EVVOOVUE KOl TOL NYNTIKA EPE TOL
Ba ypnoponomBovv péca oto £pyo Tov dnpovpyod. H ewdva kot o fyog eival cuvoedeuéva
peta&d toug o€ pia déoun mov potalet pe yopo. Mepikéc @opég elvar amapaitnto avtd ta 600

va myaivouv poll, eved ToAAEG EOpEG UTopel Kot Ta dVO Vo “yopéyouv” Alyo Eexwplotd Tpv

64




Eova evmboov!s. Ze éva Brvteomaryvidt o fyog mailel cuveyme, cuvdéovtag ™ Sidpoocn Tov
naiktn pe to mepPdriov. Otav Bpiokecsar ce éva mhoio, 0 NY0g TG ATULOCPOIPOS KOl O
00pvPoc mpénel va og mpodiabétel Yo To cuvaicOnuo Tov cvykekpyéEvoy emmédov. Otav o
moikIng mpoywpd, mpémel vo axkovyovtal to Prpota tov. Otov mpoodeder péca Gto
Bvteomayviot, mpémet 0 Nyog va dei&et pe éva cvuvinua mv emPpdPfevon tov. Otav pio TopTO
pokpld Exel avoilet, mpémetl va 500el 10 cmwoTd cHVONUE TOV GTA AVTLA TOL TTaikTn B Bopilet
TO AQvolypo NG moptog 1 pog moAng. o tovg mopamdve Adyovg, ympig Mo £va
Bvteomayvidl, 660 ayeyadlooTeg Kot va gival ot vtdAouteg T€xves, Bempeitar picod, yeyovog

nov pmopel oxedov va mapaPreOet e TIC VTOLOITES TEYVEC.

4.1 O yog oto “Davy Jones’ Locker.

Ot yvooelg pov oto Bépa tov Myov eivor moAd Paocikes, yvopiloviag TS vo TOLG
EMEEEPYOOTM KOl TO TMG VO KAVE KATOLEG AAAAYES Yo TNV KOADTEPT EUTEPIO TOV TOUKTOV.
>t0 “Davy Jones’ Locker” dovleya otov N0 YpNOLOTOI®OVTAG TO TPOYpoupe “Reaper”.
‘Exoya kot évoco MYovs, o€ KAmolEg TEPUITOCELS NYXOYPAPNCH OKODS LoV MNYOVLS, TOVG
Kafdpioa kol GAAaE TG EVTACELS [le oKomO OAOL va. glvan g éva Tapdpolo eminedo. Xe Kabe
dadpacn mpdcshesa NYOVG TOV AVTOUEIBOLY TIC KIVIIOEL TOL TOIKTN UE GKOTO VO, KOTAVOEL
oG £EAVGE TOV YPipo M Tog ékave pia kivnon cwotd. Katd t didpkela g eEepevvnong £xo
eTIdEEL KOl XPNOLOTOMGEL YOV Pnudtmv mov mailovy o€ Tuyaio GEPE OGO 0 YUPUKTNPOG
Kiveitar otov yopo. Emiong, mpdcbeca éva nyotémio oto Pdabog evdc ecmtepucod mioiov
aKOVYOVTOG TOV 0€pa omd To €E®TEPIKO TOL Kou kdmowovg Bopvfovg tpi&ipartog, Kabang to
ocuvaicOnuo Tov HBela vo TETHY® NTaV Eva KO Kol 6KOTEWO TTepIBaiiov. Tnv tepiocdTeP
emeEepyacio vIEGTN 0 N}0G TOV NYOTOMIOL AVTOV, KABMG 0 BEPAS Kot ot ToAroi Nyot dpylav
va yivovior kovpaotikol PeTd omd kdmola dpa mon&ipartos. H kdpa emeepyacio frav
ypron evog “Equalizer” pe okomd tnv oc®OTH 100ppOTNGN TOV YOUNADV UE TOV VYNAGDV
ocvyvotntov. Kabdc eniong, emedn éheme pio yapmAn ovyvotnto aote vo Eexkovpdlel ta

avTid tov moaiktn, Tpdcsbeca Eva fountd pumdoag votag Kab® OAN TN dbpKELR TOV NYOTOTIOV.

15 Murch, W., & Paine, F. (1981). Sound Design. Journal of the University Film Association, 33(4), 15-20.
http://www.jstor.org/stable/20687577
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5. BeAtiotonoinon tov emdo6cemv T0V Bvteomatyviolov.

‘Evag moAd onpovtikde topéag oty onpovpyio evog Prvreomaryviolov, €0KE otnv
TEPIMTOON TOV TPIOOUCTOTOV YPAPIKAOV, €lvarl 1 €MOOGN TOV TITAOV GTIG TAUTPOPLES
Bvteomoyvidrov. Xtic apyés g Prounyoviog tov Prvteomoyvioldv to tpofAnuoto MoV
JPOPETIKA amd TNV CNUEPIVY €MOYN Kot wBovGav Tovg dnpovpyods vo fpiokovv AVoELg
CLVEXMDC OV GTOV TOopEN TAEOV efvar Avpéva €€ apyMg, CLVALD, GTN CNUEPLVY] ETOYN EXOVLV
onpovpynBet celpég MOADOY GAA®V oL £yovv Tapdyel TOAAEG emmAéov Eeymplotég BEoelg
gpyaociag og dropa mov dovAevovv mave oty Propnyavia. apadelypartog xapr, ot ckAnpol
dioKOL TNG EMOYNG TOV TPOTO®V PIVTEOTOLYVIOIDV glyav EAGYIOTN XOPNTIKOTNTO GE GYEON E
TOVG GNUEPIVOVG HIGKOVG TOV OIKIOK®MY VITOAOYIGTAOV. AVTO, € GLVOLAGHUO KOl LE TNV TOTE
teyvoroyia TepLdpile TOVG dNUIOVPYOVG OVAYKALOVTAG TOVG VO YPNGULOTOLOVV EIKOVEG IIKPNG
avAALONG KOl HOVGIKEG-NYOVS AMAOTKOVG He Afyo bit dGTE Vo voo Unv vrepmAnpovv
dbéoun yopnTKdéTTO TOV dioKOV TG T0TE €noyns. Eva mapddo&o mapddetypa eivar 1o
Buvteomayvidt “Space Invaders” tov 1978, 610 omoio 660 mEPIGGOTEPO TPOAIELE KOl GKOTWOVE
e€OYNVOVG 0 TaikTNG, 1000 MEPIGGATEPA dedopéva daypaotay and Tov SioKo KOTA TN
OUIPKELD TOV TTALYVIOOV, E OMOTEAEGLLA 1] TAATOOPLLO VAL KOTAANYEL VO EKTEAEL TO TTOY VIOl OE
TOYVTEPOVG PLOUOVS, KAVOVTAG TO OTOOWKA OVOKOAATEPO, YWPIC OLTO VO NTOV OTo
TPOTOPYIKA TAGVOL TV dnuovpydv. To mapomdve moapdderypo TAéov dev e@apuoletol o
1660 peydrio Babud ota twpvd dedopéva, 060 Oumg eEeMoceTal I TE(VOAOYio TOV KOPTOV
YPAPIKOV, ot 006vec avefaivouv o€ OVAALOT KOU Ol OTOUTHOELS TOV KOTOVOADTOV
LEYOAMVOLY, OMUOVPYEITOL 1 avaykn NG avénong g ovOiAvong TovV EKOVOV TOov
YPNOOTOOVVTOL Yok TO YpoeKd o€ peydro Pabud, pe amotédecpa véEol  TiTAOL
Brvteomoyvidldv va. KOTOAYOLV VO YPNGLLOTO0UV TEPAGTIONS OYKOLG YwpnTikoTnTag. Ot
Oykot avtol ypeldletor o1 CLVEXEIL O KOTOVOAMTNG VO TOLG KOTEPACEL Kol Vo TOLG
EYKOTACTNGEL Y10 VO, umopecel va maigel tov titho. To yeyovog avtd amoBappivel ToAALOVG
KATOVOAWTEG 0O TO VO, 0yOpAGOLY Kot Vo ToiEoVV KAmolovg TiTAOVG, e OmoTELETHO VO Efvat
OTOPOATNTN 1 YVAOOT TNG YPLONG TOUNG WTOD TOV TPOPANUOTOS amd TOVG dNUOLPYOVS TOV

Brvteomoyvidldy e Twpvig EMOYNG.
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Ewova 53. “Space Invaders” 1978.

Ao Vv gmoyn mov Eekivnoe 1N Plopnyovio TOV TPIGOACTATOV YPUPIK®OV, Ol ATOUTHOELS TOV
cuoTNHdTOV LENONKAY Y10 VoL LTOPEGOLVV VO EKTEAEGOLV T KOvoLpLo. aLTd Prvteomortyvidta.
Q¢ topa £xel Tapatnpndel TOS 01 ATOUTNCELS TOV PVTEOTOLYVIOUDV, Y10 TIG COGTEG EMOOCELG
oto ovotnuate Prvteomaryvidwdyv, avefaivouv cvveymc. [oAld otovvtio mpoomabovv va
EMTOYOVV PUVTAGLAYOPIKE OTOTEAEGILATO LEGO GE GUVTOLO YPOVIKA SLACTILOTO GTOVG VEOLG
TITAOLG TOV dNULOVPYOVV, LE ATOTEALEGILA VL OyVOOUV TO TPOPANUA TG €TIO00NG TOVG KoL TO
moyvidl vo ONUOGLEVETOL MUITEAEG Kot pe mpoPAnuota wov 10 kafiotodv addvoto vo
oAokANpwOel. Ot onuovTIKOTEPOL TAPAYOVIEG TOL eMNPedlovy TIG €mdOcES €VOG
Bvteomayvioov eivar ot €€ng. Ta moAby®va TV TPIGIICTATOV HOVIEA®Y, Ol YNOLOKES
OVOADGELS TOV EIKOVOV TTOV YPTGLLOTOLOVVTOL Y1 TIG VPEG TV OVTIKEWEVOVY, To. draw calls
OV XPNOIUOTOLEL N KApepa KOTA Tn Oldpkeldr mov eKteAeitar to Prvreomaryvidl Kot o
TPOYPUUUATIGUOS TOV KOOWKO Yol TOLG UNxaviopovg tov tithov. Oha to mopomdve Ha

avaAVOOVV oTO ETEPYOLEVO VTTOKEPAAOLLOL.
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Ewoéva 54. "Cyberpunk 2077" 2020. Eva motyvidt Tov denoe 16topio 0G0 avapopd Tig KOKES

€MOAGELG TOV KOTA TN SIIPKELD TOL TPDOTOV KAPOD TNE dNUOGIELGNE TOV.
5.1 HoAbywva - Yoég - Levels of Details.

To mpmTO TPAUO TOL £PYETOL OTO HLOAO Kamowov Otav €va Prvteomoryvidlr €xel TOAD
PEOAMOTIKA YPAPIKA, ival TO TS o ypelactel £vo TOAD 1GYVPO GUGTNUA Y10 VO UTOPEGEL VO,
TO EKTEAEGEL KO VOL £YEL IKOVOTOINTIKES EMOMCELS Y10, TNV EVYOPioTNOoT TOL TTaikTn. Evd avtd
Bewpntikd eumepiéyel pia doom aAndelag, dev eivor to mov 660 avagopd ta ypapkd. Eva
ONUOVTIKO KOUUATL TOV TPIGOICTOTOV HOVIEA®V glval To moAvymva Tovs. Ta moAvywva
emnpedlovy TG eMOOCELG TOV EMEEEPYONOTN KOL GTY] CLUVEXELD TG KAPTAS YPOUPIKAOV KOl TNG
pvnung tg. H doviewd tov emelepyaotn eival va maipvel Ty TANPOQOPIN TOV OVTIKELLEVOV
HE TO TOADY®VO Kol VO TN UETOQEPEL OTNV KAPTA YpAPIKAOV Omov Bo yivovv Kot ot
mePLocoTEPEC emeEepyaoieg kot Oa amobnkevbel to avtikeipevo oty pvAun ™G UEXPL va
Stoypaget!s. Me Bdon ta mapamdvem, EA0IGTOTOLOVIAG TO TOADYMOVO TOV GVTIKEIEVOV Kol
YEVIKA TNG OKNVNG ameAevfepmvelg PApog otn ypfon Tov EMEEEPYOOTN KOl TNG KAPTOGC
YPAPIKOV TovTOYpova. Evd to cvotiuata tv onuepwvy emoyr] pmopodv va avtéEouvv
EKOTOULLOPLO TOADY®VA, aQap®dVTAG Alyd YIAAdes ToADYwve, arnd Kabe avtikeipevo, ev TéAeL

N SPOPA UTOPEL Vo PEPEL TEPAGTIO dLOPOPA GTO amoTEAESHA. [0l awTOV akpipdg Tov AdYo

16 Caulfield, B. (2009, December 16). What’s the Difference Between a CPU and a GPU? Nvidia Blog.
https://blogs.nvidia.com/blog/2009/12/16/whats-the-difference-between-a-cpu-and-a-gpu/
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ot dnuovpyia Tov “Davy Jones’ Locker” ta poviéla dnpiovpyndnkav €16t ®cte va £xouv
T Atyotepa TBava moAVvyva xwpig OLMS avTo va Yivetal avTIANTTo oo TO LATL TOV TOUKTN.
Evd moldymva avtikelpnévov mov dev Ppiokoviar €0KOAO 6TO ONTIKO TEGI0 NG KAUEPOC,
amotelovvTaL amd AyoTEPO TOADY®VA Yoo vo unv emPapvvovv o €EQPTAUOTO  TOV

VTOAOYIOTN.

Oco avagopd Vv avdivon TV €KOVOV TOL YPNCLUOTO0VVTOL Yo TIG VLOEG TOV
avTIKEWWEVOV yiveton 1 10w dodikacio. O enelepyactig LETAPEPEL TNV TANPOQOPiD. TNV
KAPTA YPOPIKAOV KOL GTI GLUVEXELN 1] KAPTO YPAPIKAOV TNV eme&epydleTat kol v amodnKevet.
H d109opdé 611 cvykekpipévn mepintmon etvan mmg 060 peyoldtepn avdivon 1 eiova, TG0
TEPLEGOTEPO YPOVO Ba ypelaotel N KApTa YpaPikdV vo eneepyoastel TNV TANpopopio, TPALQ
oV eAaPPOVEL TOV eMeEePynoT OAAG Popaivel aKOUN TEPIGGOTEPO TNV KAPTO YPOPIKMV.
EmmAéov, ta peyoundut tov edvov ovtdv amobnkevovioar kot otnv puviun RAM tov
vroAoyiot. H pviun RAM omv ovoia amoBnkevel mpocwpivd peydieg mAnpopopieg and
TOV oKANPO SioK0o €VOC VTTOAOYIGTH LE GKOTO TNV GUECT] ¥PNON TOVS, OTAV GTI GLUVEXELL OEV
yperdlovion mALOV avTtég Ol mANpoopiec dwypdeoviar oamd T pviun RAM ko
amelevfepmdveTon yOPOG Yo T1g emdueveg TANpogopiec. Otav n epyacia exeivng e oTIyUNS
Exel ovayKn HEYAA®V TOGOCTMV UVIUNG X®OPIS VO DTLAPYEL AVTO TO TOGOGTO GTOV VITOAOYIOTH,
t61e B0 emPBpaddveTon n extéheon g epyaciog pExpt va amelevfepwbet Eava pviun and
RAM. TI'a tov mopandveo Adyo, 6TV £vag VITOAOYIGTHG eV £xel TALOV YOpo ot wviun RAM
Tov, cvvipifetar ko oty mepintwon Tov windows PAémovpe pio pmie 006vn pe pnvopa
CQAUALOTOG KO GTT) GLVEXELX TO KAEIGIHO 1) TG emoveKKivnomng Tov vroloyiotr). Oco avagpopd
1§ ovoAvoelg Tov eikévov oto “Davy Jones’ Locker”, akolovOnOnke n idwo Aoy pe to
moAvyova. To avtikeipeva mov Ppiokovtal KOvid oty KAUEPA Kot 0 xpNotng Ppioketan o
ovveyn O1adpact HeTaEd TOVg £XOVV UEYAADTEPT OVAAVLOT| OO €KOVEG TOL O XPNOTNG OEV
dtvel peyddn onuocio KoTd TN OEPKEL TOL TOYVIOOV, OTMG Yo TOPAOEYUO KATOL0
OVTIKEILEVO €VOC YPIPOV £YEl TEPIGCOTEPA TOAVYWOVO, KOl UEYOADTEPT avAALOT amd OTL TO.

KePLA TOV glval ToroBetnuéva GToV YDPO.

["a toug mapoandve AOYous, 6Ta TEPIGCOTEPO LAY VIO Ol dNULOVPYOL ETIGXVOLV TOL AEYOUEVOL
“Levels of Details”, yvwotd koar cav “LOD”. Ztnv ovcia e&dyovv moAAEG e€kOOYEG TV
OVTIKEILEVOV KL TOV VOOV TOVG. ATO €KOOYEG TOAMY TOADYOV®V KAl VYNADY OVOADCEDV
péxpt ko ekdoyés Alyov kon yapniov. H emioyn tovg yiveton gite and tov maiktn otig

pvOuicelc tov Prvteomayvidlon, ite amd Tovg OMUOVPYOHS avOAOYA pE TO TOGO KOVTIA 1)
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pnokpid oto avtikeipevo Ppioketon M kapepa. Xto “Davy Jones’ Locker” dev €xet
ypnoworomBel avtn 1 dwdikacio, Kabdg eivor ypovoBopa kol moAlamiactalel T dovAeld

7ov Ba ypealoTav Yo va oAokAnpwbei 1o amotéleoya.

Ewova 55. Topaderypa khipokag LOD and forum tng Unity!”.

5.2 Draw Calls kot Performance Jumps.

“Draw Calls” elvar 0 apBudg vAkdv mov Tpafdel 0 eneEepyactg KOTA TN OdpKeEd TG
Aertovpyiog Tov 610 Prvteomaryviol. O apOpog twv draw calls moAlamiacialeTor Kot avaroyo
HE TO. GMTO Kot TG oK1EG péoa otn oknvh. Edv éva avtikeipevo yio mopadetypo €xel mévte
VMKE emdveo Tov, avtd avtictolyovv oe mévte draw calls uoévo yio t0 GLYKEKPUEVO

avtikeipevo. Ymépyovv didgpopot tpomol mov Ponbovv ot peiwon avtdv tov oploudv.

17 calpolican. (2018). To understand LOD, imagine you have a very detailed city in your game. There’s a huge building in it
and [Comment on “what is Lod(Level Of Detail)? why we us it?”].
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Emiong ta “Performance Jumps” elvar ot pikpég amdOTOUES UEUDCES TOV EMOOCEMY TOV
moy Voo, ot omoieg oyxetiCovror  dueco pe TOV  TPOMO  TPOYPOUUUOTIGLOD  TOV

Bwvteomayvidion'd.

INa ™ peiowon tov apBuov Tov draw calls givar kaAd va axolovBovvtor ot £1g KavOvec.
Otav moAAd avTikeipeva ¥pNOUOTOOVYV To. 10100 VAIKA HECOH GTO AOYIGUIKO, TPEMEL VL
EVOVOVTOL HEGH GE TOPTIOES YVWoTéG ¢ “batches” dote va dafdlet To £va vAKO pio opd
Kol Oyt moAAamAEG popéc. Ta diodidoTata Ypaplkd TV LAIKOV vo petaepdloviol o€ pia
EWOVO OTMOC OVOPEPULLE GE TPONYOVUEVO KEQPAAOO HEGm TG TeYVIKNG “‘baking” ot 610
napadetypa g ewovag 45. Ta ovikeipeva pe SoQOpeTikd LAMKO 0gv TPEMEL VL
EMKOAOTTOVV TO €val 610 GAAO. Now unv aAralel n kAipoko evog avrikelpnévov. Kot téhog va
YPNOYLOTOLOVVTOL OGO TO SLVATOV AYOTEPU COUOTION OTA TPLGOAGTATO ONTIKA £QE, KOOMG
éva copatidr avtiotoryel o éva draw call. Xto “Davy Jones’ Locker, 6Aa ta avtikeipeva
OV ¥PNGLOTOOVV TaL {10 VAKE Ko givor cvveydg otdotpa xovv cuykevipoBel poll Kot
EYOLV YOPOKTNPIOTEL MG OTATIKA HEGO TNV TAATEOppo Tov Unity, pe okomd vo pnv dtoPdlet
10 TPOYPOUUO EEYMPLOTA TO 1610 VAIKO Yo TNV KAOe empdvelo. Xopatidlo Kot E01KE e@é dev
ypnooromdnkav, kabdg to pévo P mov €xel xpnoomondel oTov YOPO eivar ot EMOTIES
arnd 1o “Unity Assets Store” pe titho “Modular Medieval Lanterns™®, to omoio givar
dodidotata ypagkd pe animations. Télog, ypnoyomoinca v texvikn “baking” oto pmta

™G GKNVNG, TP Tov peimoe ta batches.

Ooco avaeopd ta performance jumps 6Tov KOOKO TOV TOLYVIOLOV, TPENEL KATA KOPLO AHYO va.
¥PNoomoovvIol 660 0 duvatdv Alydtepo ot evtoAég “Instantiate()”, €0kl oe mepimloko
avtikeipevo,  kor  to.  functions  “Destroy()”, “gameObject.SetActiveRecusively()”,
“Object.Find()”, “Resources.UnloadUnusedAssets()” kot “GC.Collect()”. Xto “Davy Jones’
Locker” anépuyo v ypnon tov mopandve functions, pe povn e&aipeon to “Destroy()” yia
™ Abon Kamolwv mpoPAnudtov Kot Yoo TNV aneAevBiépwon ydpov, ywpig dpm avtd vo

YIVETOL GE TOALG OVTIKEILEVO TOVTOYPOVA Y10 VAL UMV EMPAPVVETAL TO GOGTNLLO.

18 Karpovich, A. (2019). Improving the Performance of Unity 3d Mobile Games. Elib.Psu.By.
https://elib.psu.by/handle/123456789/31515

¥ Voevodov, A. (2018). Modular Medieval Lanterns. Unity Asset Store.
https://assetstore.unity.com/packages/3d/environments/historic/modular-medieval-lanterns-85527
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5.3 Ipoypappoticpdg Kot nxoG.

O 7POYPAUHOTIGUOC eVOC Pvteomayvidlov givarl mavta pio woAd ypovoPopa dadwacio. O
KOOKOG TPEMEL VAL EIVOIL OTOTELEGUOTIKOC, YOPIG TOALES EMAVAANYELS, XOPIG SLOPPOLES TOPWYV,
KO YPOUUEVOG £TCL DGTE VO YPNGLOTOLOVVTOL EVTIOAES OV ypetalovtar TV Aryotepn mhovn
TPOYPOUUATIOTIKN 16YV. Q0T060, KAODS amd T PHGN TOL 0 TPOYPAUUATIGUAS givor pio TOAD
xpovoPopa dtodikacia, 1 KaAVTEPN €MAOYN GLVNO®G gival TO Vo TPOYWPNGEL 1 OvVATTLEN
Bvteomayvidlon mpoypappatiCoviag 10 €TI0l MOTE VO AELTOVPYEl, KOL GTNV GLVEXEWD V.
TPOYWPAVE Ol TPOYPOALUATICTES 6TO Vo, KaBapoypapovv kot va Kabapilovv Tov KOdKA Tovg
amo To mapondve tpoPAnuata. H eumeipio evog mpoypappatiot pmopel va fondnocetl oto va
TEPLOPLOTEL M YpNon Kamolwv PAapepdv cuvnOE®Y GTOV KOJIKA, OTMS Y10 TOPAOELYLO TIC
EVIOAEG Tov gldape TPOTIOTOS mOL Onovpyovdv performance jumps, oAAd mavta o
ypewletar n 010pBwon ot1o téhoc. 'Etot, Aowmdv, oto “Davy Jones’ Locker” katdeepa va
eCodelym TANPOSC KOUUATIL TOL glyav Ol0PPOEG TOP®V KOl GTO TEAELTOIO OTAOO NG
OAOKANPOOTNG, OvTIKOTESTNOO €VIOAEC “Destroy()” kot “SetActive” pe animations mwov

onpovpynnkav pésa oto Unity.

Oco avagopd Tov Topéa ToL NYov, N YPNON NYWOV ToL YPeLalovTal LEYOAO TOGOGTO UVAUNG
APNOLUOTOLOVV TEPIGGOTEPOVG TOPOVG Atd TO AOYIGHIKO. [t avtdv TOV AdY0, 01 YOl TPETEL
va €€dyoviol 6e HOPPES TOL OOTNPOVY Uio IKOVOTONTIKY TOWOTNTA Yo TNV EUREPIO TOV
ToikTn, oAAG Kot TV peiwon g pviung mov Ba yperaletan va ypnoomrondel and ovtovc.
o tovg Nyovg tov “Davy Jones’ Locker” ypnowyomomnke n popen .mp3 mov eivan

EMEEEPYOAGUEVOL TYOL LLE TTOAD LIKPT] XOPNTIKOTNTA KO TKAVOTOTIKO OTOTEAEGLLATA.

5.4 Eheyyog TV €mdOGEMV.

["oa tov éheyyo TV eMOOGE®V AVOlEN TO TotyVidL pe SV0 SPOPETIKOVS LETPNTES YOl TO KOPE
avé Odevtepoiento. To €va Mrav tov mpoypdupatog “Steam” kot TO OELTEPO TOV
npoypappatos v Windows mov vdpyet o1 LEGO GTO GUGTILO TATMOVTAG To KOvumd “Win
+ G”. To mayvidl Aettovpyovoe KAEWOUEVO 6TIg 144 gikdveg ovd devTepOLENTO Kot GTIG 0VO
TEPIMTAOGELS, KOOMG avTd givor to Opro ota Hz g 006vng pov. Eniong, dev mapatnprnroy
AYUES AVEOUEIDOELS TOV amoddcemV TV e£opTNUdT®V TOV VITOAOYIoTH. Ot TPodiaypapég

TOV TTPOCOTIKOD LoV NAEKTPOVIKOL vmoAoyloth eivan ot €€ng. Kapta ypapwov “GeForce
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GTX 1080 8gb”, emefepyactng “Ryzen 5600x”, 32gb RAM otig cvyvotreg 2133Hz ko
oKANpo dloko SSD M.2 NVMe.

CPU 1&6%

GPU TI% 144
VRAM 36% AVG FPS 144
RAM &1%

FPS 144

Ewova 56. O petpntig 10V kapé avd devtepdrento tov Windows.

- Ewova 57. O petpnig tov Kopé ava devutepdrento Tov “Steam”.
HETPNTNG p P
6. To amotéheospo Tov “Davy Jones’ Locker”.
H xivnon tov maiktn otov y®po yivetan pe to kovpma “W7, “A” “S” kot “D”, eve pnopet vo

TPOYULOTOTOWGEL PKPA GApOTO pe To kovumt “Space” kot vo oxdyet pe to koopni “Ctrl”. O

0TOY0G TOL T VIS0V gival 1 eEepebivon GTOV YMPO KL 1 ETIAVGT TV YPIQ®V.
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Ewova 58. To mpdto peydro dopdrio. Davy Jones' Locker.

Otav gppaviCeton o (oypaeiopévog yaviCog oty 006vn tov maiktn avti g teheiag, avtod
onpaivel mwg o maiktng umopel pe TO OPLOTEPO KAIK TOV TOVIIKIOD VO GNKOGEL 1 val
LLETAKIVIIOEL TO. OVTIKEILEVOL TOV YDPOV, EVA LE TO TATNLO TOV OPLGTEPOV KAK Yl de0TEPT

(QOpaL, TETAEL 1] TAPATAEL TO OVTIKEILEVO TOL KPATAEL GTA YEPLXL TOV.

Ewova 59. O deiktng "yavtlog". Davy Jones' Locker.
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Atbpopeg evdeiEelg mov pumopohv vo ePeavicTodv oty 000vn tov maiktn givar keipeva mov
epeavifovtot yia vo €mOEiEOVV GTOV TTAIKTN TIC EMTALOV ETIAOYEG KIVIIGE®V TOV £XEL GTNV
mpokeévn mepintwon. o mapdderypa, dtav 0 Toiktng Kortdel £va aVTIKEILEVO TOV Hmopet
va e€etactel, Tov eppaviCetoan n évoelEn “E to Examine”, mov onpaiver mwg pmopel va

natnoetl To kovuni “E” yuo va egtdoet To avtikeipevo.

E TO EXAMINE.

Ewova 60. To kovpni eEéraong avtikeipévov. Davy Jones' Locker.

Ot ypipot Tov mayvidlov puropoHv va AvBovv pe dtdpopovg tpdmovg. Eite matdvtag 1o kovpmi
mov {nteitar omv 000vn Otav o maikng Ppioketoar 6t0 cwoTd onueio pe TO SMOGTO

OVTIKEIIEVO, EITE APTVOVTAG TO COOTA AVTIKEILEVA 6TV 6mGTH TomobeciaL.

Ewova 61. Tonobémon avrtikepévo otn oot torobecia. Davy Jones' Locker.
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Edv o maiktng embBopet va kdvet pio pikpn modon tov moryvidtod, LTopel TaT®VTEG TO KOV
“Escape” va ovoifet 10 pevod Tov mayvioloy. Xto pevold ovtd méPO amd TO TAYMUO TOV

xpOVoL, pmopel o maiktng va aALdEeL Tig pubuicelg Tov oy vidlov N kat vo Pyel teheimg and

TNV EQOPLOYN.

SENSITIVITY

Huplio

BACKGROUND: @

EFrFECTS: Pr=—

Ewova 62. To pevod katd tn S1apKeLe Tov oty vidlov.

Me 11¢ mapandve yvaoeLs, umopel mhéov o maiktng va tepnyn et otov yopo tov “Davy Jones’
Locker” wo1 va emAbdoer tovg ypipovg, pe povo meplopicpd to Tplévto Aemtd tov

YPOVOUETPOL TTOV TOL UEVOLV.

O obHvdeopog Tov “Davy Jones’ Locker”.

https://www.dropbox.com/sh/31gwzog5b6k7k06/AAACo HOhMegJImudgbDRxz4a
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https://www.dropbox.com/sh/3lqwzog5b6k7k06/AAACo_H0hMegJImudqbDRxz4a

EITIAOI'OZ

7. H e&éMén tov “Davy Jones’ Locker”, ot yv®dGEIS OV 0mEKTNGO KOt TO HEALOV.

To “Davy Jones’ Locker” givon pio epyacio mov oKeTOUOVY TOAAG ¥poVIa TG NOeAa va
OAOKANPOC®, KAODS €xm mhBog amd HiKkpog Yo o Prvreomaryviow Kot gipot AdTpng tov
npaypatikdv “Escape Rooms”. Méow g dnuovpyiag tov anéktnoo ndpo TOAAEG YVAGCELS
TV OTOV TOpEN NG avamtuéng evog Prvieomoryvidlohd mov TPOTIGTOS Oev giyo TV
mapopkpn Wéa. H teyvikn pov g onuovpylog TOV OVIIKEWWEVOV UEXPL KOL TOV
TPOYPOUUATIGUO TOV UNYOVICUOV GAAaEE Pikd oo TNV opyn TNG TTLYLOKNG QLTS EPYOCTIOG
péypt Kot v odokAnpwon tg. To amotélecpa dpmg pe €xel aeNoel VIEPNPAVO, KAOADS M
dnuovpyia evog Prvreomoryvidloh amd o undév puéypt kot To TEA0G ToL ivar pio mwhpo TOAD

dVoKOAN dtadtkacio Kot ypovofdpa, apnvovtag Eva cuvaicOnua TAnpdTnTac.

[No 1o pélhov tov “Davy Jones’ Locker” ciyovpa Bo dovAéym oTov €KGLYYPOVIGUO OAW®V
6cov & Khvel. O® Vo  avadMUOVPYNo® KATOlOL  OVTIKEIUEVO Kol 16MG Vv
AVOTTPOYPOULOTICN KATO0 KOUUATIO KOO, 6€ pio o kaboapr popon. Oa n0ela emiong va
npocBécw emineda ypapikdv ce poper] LOD, 6nmg emiong kot mepiocodtepa dmpdrtio M
emineda pe emMmALOV SUPOPETIKES 10€eC Ypipmv. TENog, BEA® Vo TEPAUATIOT® Kol e TO €100G
TOV TTOYVISL0V, 160C va TPocBEcm KivdHvoug Kat TePIEGHTEPES SLOOPAGELS TOV VO, KAVOLV TO

T viol o evOlPEPOV Y1oL va TO TaU&el £va ATOUO LOVO TOV 1 Kot [LE TOPEQ.
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