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ITepiAnym

It mAalowx TNG OVYKEKQLUEVTS eQYaoiag, agol meaypatoromOnke 1 avtiotolxn
BpAoYoa@IKn HeA€T OO0 aPOoEA TNV NAEKTQOVIKY] HAONOT) Kol TO OUYKEKQLUEVA
TV aoVyxXovn NAEKTQOVIKTY] HAONOoN, dNUovEYNONnKe TO AVTIOTOLXO EKTIALOEVTIKO
VALKO Yiox dV0 akeTd dNUOQIAT] egyadela dnpovgyiag yoaguwwyv: to 3ds Max kat to
Unity. [Tio ovykekQuuéva, magovotdotnkav ta duvatd Kat adVVapa onueix Toug,
AETITOUEQELEG TNG AELTOVQYIKOTNTAG TOVG, KAOWS Kal HEAAOVTIKES TIQOKANOELS KAl
oUYXQ0VEG TATELS TIOL Aa@OooLV TNV Xonon tovs. Kowr dantiotwon amoteAel to
YeYovog 0TL TpoKeLTaL Yio dvo avioxvoa egyalela, Ta omola pe v vrtoor)Onom g

Texvntrc Nonuootvng, umopovv va eEeAtx0ovv arxodun mepoocdTeQo.
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KEDAAAIO 1: ALXYYTXPONH HAEKTPONIKH MAGHXH

Etvat adiaxppropnnto 1o yeyovog 0tL n gaydaia avamtuén) g teXxvoAoyiag, Kot 1o
OUYKEKQLUEVA TV OIKTVWV KAL TWV TNAETUKOWVWVIWOV EXEL ONULOVQYTOEL HEYAAES
TIQOOOOKLEG KL €XEL ETPEQEL TTOAAES aAAaryéc otV kaOnpeowvr) Con. O Taykdouiog
lotog amotedel pax tepAoTIx TYN TANQOQOQLWV, 0TV omola HTtoQel vor €xet
TEOOPBACT O OTOWCONTOTE XONOTNG ATOUAKQUOUEVA e TEOTO AHECO KAl
amoteAeopatikd. Ilpog v ovykekouuévn katevOvvon éxet ovuPdAAel kat 1
BeAtiwon twv ovvOnkwv mEOoPaocnc oto Awxdiktvo, He TNV avinomn g
XWONTIKOTITAG TWV YOAUUWV dlacvvdeonc. H avantuén véwv texvoAoywwv dev Oa
HUTIOQOVOE VA APT)OEL AVETIOEAOTO Kol TOV TOMéa TG ekmaidevong, kabwg éxet
ONULOVEYTOEL ULt VEX TIQAY LATUKOTITA, 1) OTIOLot £XEL EKOVYXQOVIOEL TOV TQOTIO LLE TOV

OTIOl0 TTEAYUATOTIOLELTAL 1] EKTIALDEVLTLKT) dladikaoia.

1.1. Ogropog HAektoovikrigc Mabnong
O 600¢ NAexToViKT) udOnon [1] avagépetal otnv dadkaoia, N omola Aapavet xwoa

0oe éva EKOVIKO TEQLRAAAOV TAlng, aflomowvtag tovg dabéoovg mdeovg Tov
OKTVOV Kol YEVIKOTEQA TIC OLVATOTITEG TWV NAEKTQOVIKWV VTIOAOYLOTWV. XINV

dtaducaoior auTr) CUUHETEXOVV VO LEQET):

e O ekmawevtikdg, 0 omolog mEoomabel va XQNOLUOTOW|OEL dDAPOQETIKES
OTQATIYIKEG €TOL WOTE VA HUETAPEQEL TO ETUOVUNTO EKTIALOEVTIKO TIEQLEXOUEVO
TIOOG TNV AAAN TtAgLOA.

e O exmadevouevog, 0 omolog mEoomabel va amogoProel OO0 TO dLVATOV
HEYAAVTEQO OYKO TTATIQOPOQLWV, OL 0Ttoleg Bax Tov BonOrjcovV OTNV KATAVOT|OT)

NG EKTTADEVTIKNG dxdikaoiag.



[Tépax amd TOV TMAQATAVW OQLOHO, HAS &VOLX@EQEL 1) Paoikr] dAKQLOT TNg

NAEKTOOVIKT|G HAONONG o€ dVO eMIUEQOVS PAOIKES KATYOQLES:

® TNV OVUYXQO0VT) NAEKTQOVIKT) HAOTOoT)
® TNV aoVYXQO0VT] NAEKTEOVIKT) pAOmoT

Ooo agopd tnv ovyxeovn nAektoovikr) uadnon [2] [3], amoteAel tov TUMO
NAEKTEOVIKT)G pAONong, mov vmootnolletat and péoa OmMws tnAedidokeymn 1)
OULVOHIALX KAl  €XeL TN duVATOTNTA VA VTIOOTNELEEL TOVG EKTIADEVOUEVOVS OTNV
AVATITUEN  KOWOTNTWV HAONong. Baowod g  xapaktnootikd amoteAel N
AANAETOOAOT) O€ TEAYUATIKO XOOVO, TQEOOeYYILOVTAg e TOV TEOTO QLT

TLEQLOTOTEQO TOV TAQAdOOLAKO dlx LWONG TEOTIO DDATKAALAG.

ATO ™V AAAN MAELEA, 1) a0VYXQOVT) NAgkTEOVIKN HAON oM [2] [3], dev eumegiéxet
TO XAQAKTNOLOTIKO TNG aAANAemidoaons oe mEAyHatko Xovo.  YTdoxet
TIEOKAOO0QLOUEVO XQOVOILAYQAUUA, e BAOT) TO OO0 TTOAY LATOTIOLELTAL T AAVTIOTOLXT)
AAANAETIO0OT] HETALD EKTIAWEVTIKWV KAl EKTIADEVOUEVWVY. XAQAKTNOLOTIKA
eQyaldeia, ta omola XONOLHOTOLOVVTOL OTIV OUYKEKQLUEVT TEQLTTwWOoN amoteAel 1)
XoNon NAekTEovViKoL taxvdoopeiov, mivaka cvlntioewy, Pivteo dwaockaAlac kat
pooovu. Emopévwg, xonowomoovviat MAEKTOOVIKEG TAEES, oL omoleg Oev
EUTTIEQLEXOVV OHWGS TO oTtolxeio g aAAnAemidpoaong oe mpaypatikd xeovo. Tétowov
TOTIOL HAONOoT elvar avToEELOUILOEVN KAl TTaRéx el peYaAUTeQo eTtiTedo eveAlElag,
kabwg oL exmadevopEVOoL TTaRakoAovBoLV TNV ekmadevTIKY) ddikaoia pe Baon Tig

OUKéG TOUG AVAYKEG KAl TOV DLKO TOVG TTROTWTILKO XQOVO.

Ooco agopd v oUykELoT petald Twv dV0 TAQPATIAVW KATNYOQLWV NAEKTQOVIKTS
H&abnong, o kabe évag maQoLOLALeL Tt OKA TOL TMAEOVEKTIUATA, AVAAOYQ e TOUG
eTOLWKOMEVOVS 0TOXovs. H mpwtn mepinmtwor (ovyyxoovn nAektoovikny uadnon)

XONOLUOTIOLEITAL O& TEQLMTWOELS TIOV TQOTIUATAL ApECT) aAAnAemidoaon watl



avatEo@odOTNOT, Kabws OTWS AvVAPEQAE KAL TOWV  TOXYHATOTIOLElTAL o€
noaypatuko xoovo. H devteon meginmtwon (acvyxeovn nAektQoviky) padnon)
TIQOTIUATAL O€ TEQLMTWOELS, TOL OL dabéouor xedvol elval TEQLOQLOUEVOL Kal
OLAPOQETIKOL AV  OUUHETEXOVTIA, ETMOUEVWS TIAQEXETAL MEYAAVTEQO  ETUTIEDO

eveAléiac.

Aev Oa mpémel emtlong va TaaBAETIOVIE OTL LTTAQXOVV KAL TLEQLTITWOELS, OTIC OTIOLEG
akoAovBovvtal piktéc mooeyyioels [5], mpoomabwvtag va ovvdvaoTtovv Ta

TAEOVEKTIHUATA KAL TV dVO TUTIWV NAEKTQOVIKTG HAONoNG.

Yo mAalow TG OLYKEKQLUEVNC eoyaoiag, Ba eMIKEVTOWOOUE TNV AVAALOT] HAG
OTNV TEQIMTWOT] TV TAATPOQHWY acvyxoovng tnAekmaldevong, Eekvavtag amnd
TNV TAQOLOLAOT TWV XAQAKTIOLOTIKWV TOUG, TV AVAPOQA ONUOPADV TTAXTOOQUWV
aovUyxeovng tAekmaidevong, kabwg Kat ototyeiwv mov oxetiCovtat pe v eEEALEN

TOULC.

1.2. XaakTnoLoOTIKA& MAATPOQUWY A0VYXQ0VTG NAEKTQOVIKNG pabnong
LNV OUYKEKQLUEVT] EVOTNTa, O TTAQOVOLACOVHE KATIOLX KOV XOQAKTIOLOTIKA TWV

TIAXTPOQHUWV aoVYXQ0VNG NAeKkTEOVIKNG pabnong [4], ta omola vrtoBonBovv otnv

TIOAYHATOTIONOT) ETUTEVENG TWV OTOXWV TOVG:

®  Auxxeiglon paOnuUATwV KAl TMEQLEXOUEVOL: LTIV OUYKEKQLUEVT] TEQITITWOT)
nagéxovtal eQyaldeia, péow TOV omolwv umoEel pe €UkOAO TEOTIO Vo
dnuoveynOel kat ogyavwOel to ekmawevtikd LA, ErumAéov, aliCet va
ava@epOel OTL TO eKTAdEVTIKO VAIKO pmogel va AaBet TOAAEC LoQ@pES, OTIWC:
kelpevo, magovoiaor, ewova, Pivreo kat nxoyeapnon. H pooen tov
EKTIALOEVTIKOV VAIKOU €EXQTATAL ATO TOV OKOTO TOU ETUOWOKEL O EKATTOTE

EKTIALOEVTIKOG.



Anpovgyia dadgactikov meglexopévov: Tétoov TOMOL TAATEOQUES,
MEOOTIABWVTAG V& ALENOOLV TO TOOO0O0TO aAANAeTdAONG, TaEéxovv TNV
duvatdtnta  dnUoLEYLAG — TEQLOOOTEQWY  ddQAOCTIKWY  OTOLXEIWV.
XaQaKTNOLOTIKA TTAQAdely Hata amtote AoV Tat NAeKTEOVIKA KOV, Prjgopopieg
KAL (POQOVU. ATIWTEQOS OTOXOS TOVG €lval 1) eVIOXVLOT TG TMEOTEAKVLONG TWV
EKTIADEVOUEVWY  Kal 1] av&noT OULPUETOXNG TOUG OTNV  EKTIALOEVTIKT)

O dwaoio.

Avvatotnta afloAoynone: To ovyKeKQIHEVO XAQAKTNELOTLKO LTTOBoNOd& Toug
EKTIALDEVTIKOVS VA KATAVOT)OOLV e TTATQEOTEQO TEOTIO TNV HaBnolakn) togeia
Twv  ekmaevopevoy. ' tov Adyo auvtd, mapgéxetar 1 duvatotnta
dnuoveylag online durywviopatwv afloAdynong, ta omola amoteAovv

OTOLXELO AVATEOPODOTIONG TIROG TOVG EKTIADEVTIKOVG.

Avantuén emkowvwviag kat ovvepyaoiag: Ov mAat@ooues avtig g
KaTnyoolag Tmapéxouvv eQyadela ywx evioxvon NG emKOwVIag Ko
ovveQyaolag HETaED OAwV TV OUVUHUETEXOVIWV OTNV  EKTIALDEVTIKT)
dducaoio.  Xapaxktnootika  magadelypata  amoteAovv  ta  QOQOULU

ov(NToewV, T DWUATIX CLVORIALAG, kKaOwWS Kt TO NAEKTEOVIKO TAXLOQOLLELO.

IMagoxny efatopixevons: Ilapéxetar duLVATOTNTA TEOOAQUOYTS  TOU
TLEQLEXOUEVOL HE PAOT TO XAQAKTNOLOTIKA TOV €KTALOEVOUEVOL (ETOOOTELG,

eKTTALOELTIKN dldIKAT o TTOL TOL TAQLALEL TTEQLOOOTEQO).

Anpovgyla  avadvoewv: LIV OUYKEKQIHEVT]  TEQIMTWON —TaQéxXeTal
AETITOUEQT)G TTATIQOPOENOT KAt avaAvon dedopévwy, Ta omola oxetiCovtat pe
T emdooelc Twv  ekmadevopevwy. Ta dedopéva avta Ponbodv  Toug
EKTTALOEVTIKOVG 0TIV  KAAUTEQN  TaQAKOAOVOMN O  TNG  EKTADEVTIKYG

ddwaotag katL TNy BeAtiotonoinon g epmeplag xoro.



o Efao@daAlon mgooPacipotnTag: Amd TIC TAXTEOQUES TETOOL TUTIOU
TAQEXOVTAL XAQAKTNOWOTIKA, Ta omola devkoAvvovv tnv meooPaocn. INa
TIAQADELY X AVAPEQOVHE TNV XOTON TOAVYAWOOIKOV TEQLEXOUEVOL KAl TNV
HEQLUVA YA ATOUA [Le TIOOPAT|HATA GRAOTG.

o ITawxvidomoinomn: To XaQaKTNOLOTIKO AULTO UETATOEMEL TV EKTADEVTIKN
dadwkaoia oe pia evxaglotn eumeRia, N omoia MEOoeAKVEL TOLG HAONTéG —

XOTOTES VA OUHHUETATXOVV HE TILO EVEQYO TEOTIO.

1.3. Anpogideic IMlat@ogues Aovyxoovne HAektoovikric Mabnong
Etvat moopavéc To yeyovog OTL UTIAQXOLV QQKETEC TAATPOQUES AOVYXQ0VNG

TNAEKTIAdEVOTC, OL OTIOLEG XONOLHOTIOLOVVTIAL ATO EKTIALOEVTIKOVG Kol EKTIALDEVTIKA

WwOLHATA. TNV OVVEXELX, AVAPEQOVUE KATIOLX ATIO TA TILO ONUOPIAT:

1.3.1. Moodle
H mAatpoopa Moodle [6] amoteAel éva dwoedv dadiktuakd cvotnua dlayelolong

aOVYX00VTG HABONOTG, OV ETUTEETIEL O EKTIALDEVTIKOVG Vot ONULOVQYNTOLV TOV DO
TOUG TIQOOWTIKO LOTOTOTO YEUATO HE dUVAHIKA paOnuata mov emektelvouv N
HAOnoT) oe 0TOLOdTTIOTE HEQOG KAl OTIOLADTIOTE XQOVIKY) OTryun). Me évav eEatpetikd
TIQOCAQUOCLIHO TTLENVAL AELTOVQYLWY, 1] OUYKEKQLUEVN TIAQTPOQUA amoteAel pio

a&l0TIoTN AVOT) YIX TAVETUOTI LY, WIWTUKA OXOAELX KAL EKTIADEVTIKA KEVTOAL.
Avagépovue evOelKTIKEG AElTOLQYLEG, TOUL TIAREXOVTAL ATIO TNV OUYKEKQLUEVN
TAXTPOQUA:

e Efatoukevpévog mivakag daotnoloTTwyV

e EpyalAeia vtootrolEng ovvepyatikoOTnTAg



e HpuepoAdyo

e EvkoAnN duxxelolon apxelwv

e Evxonoto medyoappa emeEepyaoiag kKeluévou
e Ymootrolen e0MOU)oEWV TEOG TOVG XOT|OTES

o TlapaxkoAovOnon eEEALENG TG EXTTADEVTIKNG OLADIKATIAG

1.3.2. Open E-Class
H ntAatpogpa Open eClass [7] €xet oxediaotel wote maQéxet Evav eVAAAAKTIKO TQOTIO

dwaokaAlag kot padnolaxng dxdikaotac. Ot exmadevtikol £xovv v duvatotnta
HEOW TNG OUYKEKQLUEVTG TTAATPOQHAGS, VA 0QYAVWVOLYV LLE YOT]YOQO TOOTIO Ot
on-line, XONOWHOTOLWVTAG VTTAQXOV EKTIAOEVTIKO VAWKO, OTWG: Kelpeva, £yyoapq,
TIAQOVOLAOELS, €KOVEG, Blvteo, aokrjoels kKA. Ot dot ot pabntég pmogovv va €xovv

TIEOOBACT OTO TAQEXOUEVO VALKO HECW EVOG EVAAAAKTIKOV KAVAALOV.

EruntAéov, N mAat@odoua Open eClass etvat dia@£oun wg AOYIOUIKO VoL TOU KWOLKA.
Ot apxéc oxedxopov g meQIAAUPBAVOLY TNV €VKOALX XQT)OTIG ATIO  TOLG TEALKOUG
XONOTEC XWOIC va amouteltal and avtovg va dOETovy e€elOIKEVUEVES TEXVIKES
deflotnreg, TV MOAVYAwOOKN LTTOOTHELET, TNV TIEOOAQUOOTIKOTNTA OTIS TOEXOVOEG
KAl HEAAOVTIKEG amtaltNoeLs, Kabws KaL v amAomomnuevn dxdikaoia avaaOuong

TOL AOYLOULKOV.
Oco agopa evdelkTKéG A€LTOVQYIEG TOL TAQEXEL, AVAEPEQOVLE OLVOTTIKX T

TIXQAKATCW:

e Awxyeiplomn nuegoAoyiov

e TlpooBaom oe VAIKO Twv padnudtwv



® AVAKOWWOELS

e Anuooiec ovntroelg

o Awxxelolon opadwv XeNnoTwv

e Avvatotnta avaBeong kot VTOBOANG EQYATLWV
e Aoknoelg avtoa&loAdynong

e EUKOA™N dlxxelplon MOAVHETIKWVY TUTIWV AQX €WV
e Ymootolen egwtnUatoAoyiwv

e Ymootolén Padporoywv

e Awxyeiplon amovoloAoyiov

A&tlet va onuewBel emiong OtL oL TUTIOL XONOTWV, TIOL vLTOoTNEllovTatl otV

OLYKEKQLUEVT) TTAQTPOQHA elvaL:

o Exmawevouevog
o Exmawevtikdg

e Awxxeolotrg

1.3.3. Coursera
H mtAat@ooua Coursera [8] amoteAel pia emmA£ov ekmadeLTIKT) TAXTEOQUA, T) OTIOlX

akoAovOel v Aoy Twv pallkwv avolktwyv dadiktvakwy padnudtwv (MOOCS).
Avvato g XaQAKTNELOTIKO ATIOTEAEL 1) CLUVEQYAOIA TNG HE KOQUPALX TIAVETILOTI| Lo
omwc: Columbia University, Carnegie Mellon University kat  Duke University.
EmumAéov ovvepyaletat pe etaeteg 0mwg: Cisco, Intel kot IBM. H Aoywkr) otnv ool

Baoiletal etvar 1) dnuLovEYia eVOG €VEE0G PATUATOS TTOAVILEOKOV TTEQLEXOUEVOL KAL



dLdQAOTIKWY  dQACTNELOTITWY. LUYKEVIQWTIKA OTNV OULVEXELX AVAPEQOVHE T

TIAEOVEKTNHUATA XONONG TNG CLYKEKQLUEVNS TAXTPOQUAG:

e YuveQyaoia e eEKTAOEVTIKOVS OQYAVIOHOUG
e MeyaAog evpog pabnuatwv
o AmodekTéc TIHES (TTéQa aTtO T dwEeAV pHadnuata)

o EueAllia otnv xoron Tov mepteXopévou

1.3.4. Mathesis
H ovyxekopévn mAateoopa [9] amoteAet pia eAANvikr mpoomdOelx, 1 omola Kiveltat

TEOG TNV KatevOLVON TS acVYXEoVNG ThAekTtadevonc. Baowkd e xapaktnolotiko
elval OTL 0 OTOLOOONTIOTE UTIOEEL Vot £XEL TEOOPAOT) OTO TLEQLEXOUEVO TNG, XWOIS va
amalteltat onodNmoTe TEONYOUeVT) Yvwon 1] epmepia. Ooo agpopd To tepleXopevo
MG, Ta MEOOPEQOHeVA padnuata megulapBdvouy TOO0 dAdEACTIKO 000 KAl

TIOAVUEOLKO TTEQLEXOLEVO. XAQAKTNOLOTUKA TIAQADELY AT ATIOTEAOVV:

e Ilapoxn Btvteo
e Kovull
e Efetaoelg
e [lxpoxr MOTOTOWTIKOV HETA TNV OAOKATIQWOT)
o  AxdaoTikéG TROOOUOLWTELS
TéAog, a&iCel va avagepOel OTL yix TNV dnpoveyia TG MAQATAVW TAXTPOQUAG

xonowporomOnke wg Baon 1 mAateooua edX, n omola €xet dnuovEynOel ano T«

ntaveruotua Harvard kot MIT v tnv magoxr) online pabnuatwv. Emopévawg, 1



nAat@ooua Mathesis amoteAel tnv eAAN ViKY exdoXM] TG, 1 oTtolar €xel oTte@Oel pe

amdAvtn emtvyia.

1.4. H e&€A1En Twv MAAT@OQUWV a0VYXQ0VT|G NAEKTQOVIKTG HdOnoNg
Etvar aduap@oprmro 1o yeyovog 0Tt kaBoQlotikd QOAo oty eféAEn twv

TIAQTPOQHUWYV ACVYXQ0VTG NAEKTQOVIKNG HAONOTG DADQAUATIONV Ol TEXVOAOYKES
eEeAl&elg, oLoTOleg EMNOEATAV TNV TIOAYUATOTIONON TG EKTIAOEVTIKT)S dladikaoiag.
MeAetwvtac v mogeiar eEEALENG TV TAATPOQUWY, dATIOTOOAUE OTL O AQXLKOG
OKOTIOG XOT)OTG TOUS APOQOVTE TNV TAQOXT] KAL 0QYAVWOT] ATIATIG LOQPT]S DOAKTIKOU
Tieplexopévov. Emopévawg vmmoxav agkeTol meQLOQLOHOL TOOO WS TIEOG TNV HOQET) 000

KAL WG TIQOG TOV OYKO TOV TLEQLEXOUEVOU.

Qo1600, 0L TAATPOQHES AVTOV TOL TUTIOL DEV UTTIOQOVOAV VX TIAQAEIVOUV OTAOUES,
kaOwg vExe TMOAD HeYAAN avdykn Y av&non e aAAnAenidoaong petalV twv
OULUHETEXOVTWV OTNV eKTTAdELTIKN daxdkaoia. I'iax tov Adyo avtd avamtoxOnrav ta
KATAAANAQ egyaAela VTTOOTHOLENG DLADOAOTIKWV AELTOVOY LWV Kol aELOAOYT|TEWV TG
EKTIADEVTIKNG dladkaolag. Ynuavtikd QOA0 TEOG TNV CLYKEKQLLEVT]) KatevOLvoT)
dradpapatioe katn eppavior) tov Web 2.0, to omtolo mapeixe epaguoyég, Omws: péoa
KOLVWVIKTG dKTOWOTG KAl L0TOAOYIx. Me tov To0T0o avutod petafAnOnke n oo twv
OUYKEKQLUEVWY  TAATPOQUWY, OL O0moleg TAEOV  HETATOATINKAV O  XWEOLG
AAANAETOOAONC KAl MTAQOXTS OVYX00OVWV EKTADEVTIKWV VTINEECLWV. LTO OTUelo
avtd dev Oa mEémeL va EeXATOVILE TNV TEQIMTWON TWV EAANVIKWV TTAVETIOTNUIWY Kot
TIC TAATPOQUES TTOV TAEOV XQTOLUOTIOLOVV YL TNV EPAQUOYT) AOVYX00VWYV eB0dwv

daoKAALAG.

Inuoavtikn emtiong Ntav kat N ouUPoAN e eEEALENG TWV OLVATOTNTWY TWV KIVITWV

mAepavwy  [16], péow Twv omolwv elaopallotnke vPnAotepos Pabuog



nigooBaotpotntac. OL TeQLooOTEQES TAATPOQHES — TAREXOLV TNV duvaToTNTA
TEOOPBAONG e PALKO TEOTIO Kol aTtd KIvNTEG OLOKeVES (responsive design). H e£EALEN
avtn) €xel OVUPAAAeL pe Betikd TEOTIO OTNV dLAdOOT] TNG XOENONG TOvg, Kabwg

dtevkOAvVE o€ peydAo Babuo v MEOoRACIUOTNTA TWV XONOTWV.

TéAog, onuavtikny otnv eEEALEN TV TAATPOQUWV ACVYXQ0VTG TNAeKTTaldevong NTay
Kat 1) oLUPOAT g dabeooTnTac avolkTwV ekmadevTikwy Togwv [17]. Tétowov
TUTtoL TtOEOL elvat dxOéoipol oTig TAATPEOQUES AVTEG, DIVOVTAG HE TOV TQOTIO ALTO

(0&G eKMADEVTIKES EVKALQLEG T8 O00UVG OEAOVV VA EKTIALOEVLTOVV.

1.5. Ot MAatOQUES AOVYXQOVTG NAEKTQOVIKT)G PO ONG O1uega
Etvat adiap@ofr)nto to yeyovog OTL ot TMAATPOQHES aoUYXQOVNG NAEKTQOVIKNG

nabnong ovvextoovv va efeAlooovtal AapBavoviag vmoPn OAeg TIC TAQATIAVW

oUYXQ0VeG TEXVOAOYIKES e€eAlEels:

e Av&nomn aAAnAemidoaonc péow twv texvoAoyuwwv Web 2.0

® ALAdOOM TNG XOTOTS TWV KIVITWV OLOKEVWV KL AVENOT TNG TTEOOBACUOTNTOG

HEOW AVTWV
e  XQMoT aVOoIKTWV EKTIADEVTIKWY TIOQWV

Ye 0Aa ta mapamavw €oxetal va mpootedel kat 1 xorjon g Texvntic Nonuoouvvng
[18], n omola péow Twv peBOdwv mov Tagéxel ovuPaAAel otnv dMULOLEYLX
TLEQLEXOUEVOVL EEATOUIKEVHEVOVL WG TOOG TOV XQOT|OTT, TQOTAQHOTHEVO OTIS AVAYKES
tov. EminmAéov mpooaguoletat kat 0 QOGS eEEALENG TG eKTIADEVTIKTS dladikaTing
He Baon TIg eTOO0ELS TV eKTtadevopevwy. Aev Ba tpémel emtiong va tagaBA&povpe
Vv xonon dwxAoykwv ocvotnuatwv (chatbots), T omoiax umogovv va evioxvoovv
QAKOUT TEQLOOATEQO TOVG HaBnolakovg oToxove, Héow Twv Hebddwv emefepyaoiag

PLOIKNG YAWoOoAag Tov daBéTouv.



TéAog, a&iCet va avapepOel ) tdon maxvidomolnNong Twv TAATPOQUWY, 1 0TIl Ty
OTOXO £€XEL TNV TQEOOEAKULOT QaKOUN HeEYAAUTEQONG MHeQWAS XONoTwv, kabwg
HETATOEMEL TNV eKTTADEVTIKT) dDladIKaTlx kKt o€ Ppuxaywykr) vTTOOEOT), XWEIS WOTOCO

va Xavetatn ovola e pddnong.

OAot oL mapamdvw MAQEAYOVTEG OAXHOQPWVOLV €va EVVOIKO TEd0 Y akoun
TLEQLOOOTEQEG eEEALEELS OTNV DAUOQPWOT TWV TAATPOQUWYV HE TETOLO TEOTIO TIOL V&
neooeYYICel Kal oe MOAAES TEQIMTWOELS VA VTIEQTEQEL EVAVTL TWV TIAQADOOLAKWYV

HeBOdwWV daokaAilag.

1.6. Ilwg emnEéace n mavdnuia Covid - 19 TG MAatEOQUes AOVYXQOVNG
nNAexTEOVIKNG HAONONG
[Téoa amd tic magamdvw texvoAoywés eeAllels, oL omoleg éxouv OLUPAAAEL pe

OeTtuco mEodonpo oty eEEALEN KaL avENOT) TG XONONG TWV TAATPOQUWV XCVYXQOVNG
NAEKTOOVIKTG HAONOoNG, LTNEEE KAl £€va ATIEOODOKNTO YEYOVOS, TO OTOl0 €matée

kaOoplotikd p0Ao, 1) tavonuia Covid - 19 [15].

Ye maykOOUlo emimedo, OAx Ta EKTAOEVTIKA WQUHATA OAVAYKACTNKAV Vo
HETAPAAAOLY TOV TOOTIO TTOL TIOAYLATOTIOLOVOAV TNV EKTIALOEVTLKT] TOUG dlaxdikaoia,
epappolovtag oLyXoovn Kat aolUyxeovr) mnAektoovikny pdOnon. Emopévag,
AVOYKAOTI KAV €(TE v XONOLUOTIO)00LV TTAATPOQUES NAEKTQOVIKTG HaBnoTg eite va

eEeAlEovV T xaQAKTNOLOTUKA TV 1JON LTTAPXOVTWV.

XapakTnoloTikY) etval 1 meplimtwor Twv EAANVIKWV Ttavemotnpioy, ta omoix HeTa
QATIO AVAOKOTINOT TOV TIOXYUATOTOW)OAME, OTNV TAELOVOTITA TOUG OTnEixOnkav

otnv xenon g tAatoouag Open E-class, tnv omola magovoidoapie o youLHEVQS.

Emopévwe, 1 eppavion tne mavonuiag, ovvéBade pe Betikd meoonuo, kabwg ot

TAQTQOQHES avTtés €xouvv magapelver, €xovv efeAxOel kar ovveyxiCouv va



XONOLHOTIOLOVVTAL AKOT KAL OTUEQR, TV EVAAAAKTIKOG KL EVIOXVTIKOG TQOTIOG

OWATKAALXG.

MeyaAUTeQOS OYKOG XONOTWV ONHUALVEL TAVTOXQOVA KAL UEYAAVTEQES ATIALTNOELS OO0
aPod TNV oLAAOYT) TV dedopévwy. Emopévwg kaboplotikdg oto onuelo avto eltvatl
o pdAog g Texvnmc Nonupoovvng, 6co agopd Vv emefegyaoia, avdAvon xat
efaywyn XONOWwWV OLUTEQAOUATWY, Tov Oa  Pondnoovv v eEEALEN T

exTadevTIKNG dtadikaoiag.

1.7. Ata@Opwomn vmoéAolnng egyaoing
Y1OX0G TNG OUYKEKQIUEVNG TITUXLAKIG EQYAOIAG elval 1) dNUIOVEYIA EKTIADEVTIKOV

VAoV, mov Oa umoovoe TMOAV eVKOAa va HETa@oQTwOel o Hx mMAaT@OQUA
aoUyxXeovne tnAeknatdevong oxetikd pe ta Aoywopika 3ds Max kat Unity. H
dudpOpwor Tov vtoAoLToL HéQPOVE TNG epYaOiag éxeL WG e&NG:

e Y10 Kegpalaro 2 Oa moaypatomomOetl mapovoiaon tov egyadeiov 3ds Max.

o Y10 Kegpalaro 3 Oa moaypatomom0etl mapovoiaon g mAateoouac Unity.

e Y10 Kepalaio 4 Oa magovolxotovVv OVYXQ0VES TACELS Kol HEAAOVTIKEG

TIQOOTITIKEG OXETIKA UE TNV XONOoN TwV 2 e0yalelwv

e Y10 Kegpadaio 5 0a eEaxOovv ta teAkd ovumepdouata.



KEDAAAIO 2: ITTIAPOYZXZIAXH TOY 3ds MAX

LTO OUYKEKQLUEVO KEPAAXLO Ot TTAROVOLATOVUE TNV AELTOVQYIKOTITA TOV €QYaAE(OV
3ds Max (Oa aoxoAnOovue pe v €kdoon 3ds Max 2016, 1 omola amoteAel puax
OepeAwdn  €xkdoon ToOv  OLYKEKQUUEVT)  eQyaAeiov). H  magovoiaon  Oa
noaypatomomOel péow twv screenshots [14] [21], kat twv emenynoewv. Xto onueio
avto alllel va ava@épovpe 0Tt B XONOLWMOTOOVHE 08 TIOAAES TEQLNTWOELS TNV

aYYALK} 000A0YI 600 APOQA DLAPOQA XAQAKTNOLOTIKA TOL EQYAAELOL.

2.1. Eloaywyr) oto 3ds Max
To 3ds Max (Autodesk 3ds Max) [10] amoteAel éva emayyeApaTikO TOOYQAMUX

oxedlaong TELOdAOTATWY YOAPIKWY UTIOAOYLOTI] TIOU XOTNOLUOTIOLE(TAL Y TN
ONUoLEYIX TELOdAOTATWY KLVOUHEVWYV EKOVWY, HOVTEAWYV, €0YwV TEXVNG KAl
i vidwwv. AvamtoxOnke kot mapdyetat ano v Autodesk Media and Entertainment

KQL OL TIo oLV OLOHEVOL TOOTIOL XON)OTNG TOL ApOQOVV:

e Avdmntuln BrvteomaLyvioLwyv
e Anuovgyila otV e@E Yo Tavieg Kat TnAeooaon

e AmOd00T) AQXLTEKTOVIKOU OX DOV
EmumAéov, meoo@epeL QO YHEVA XAQAKTNQLOTIKA OTIWG:
e YuoTHATa CWHATOWV

e Kuwovueva oxéda xapaktrowv

o [lpooOeta KaL oevAQLX YIX TTAQOXT] ETUTIAEOV AELTOVQY LKOTITAG



2.2. Iotogika Xtoixeia Tov 3ds Max
v ouvvéxewr, maQaOEToOvE CUVOTITIKA OTOV TAQAKATW TIvaKa TNV 1oTtoolx

eEEALENG [10] Tov OLYKEKQUEVOL AOYLOHLKOD:

‘Etog I'eyovog

1990 KvkAogpoopia g ékdoong 1.0 yix MS —
DOS
1994 KvkAogpopia g ékdoong 2.0 yx
Windows NT
1996 KukAogopia tng éxdoong 3.0 pe véa

xaoaxtnolotikd (NURBS, radiosity kat
vrootroLén plug-in)

1999 KukAogopia g éxdoong 4.0 pe véa
xapaktnolotikd (bones, skinning,

renderer mental ray)

2000 KukAogopia g éxdoong 4.2 (eloaywyr)
Character Studio)
2002 KvukAogopia g éxdoong 5.0 (eloaywyn

¢ MAXScript kat tov Particle Flow)

2005 KvkAogopia tg ékdoong 8.0
(evnuepwoelg oto meQPAAAOV egyaoing

xonoTn kat unxavr) Reactor)

2009 KvkAogoopla tng éxdoong 2009 (unxavn
Yoagpwwv Nitrous kat Autodesk

Backburner)

2010 Metovopaoia oe Autodesk 3ds Max




2013 KvkAogoopla tng éxdoong Autodesk 3ds
Max 2013 (dvvatotnta anodoong
ActiveShade kat xorjon UV)
2018 KvkAogoola tng éxdoong Autodesk 3ds
Max 2018 (véa xapaxtnolotukd: renderer
Arnold, OpenSubdiv kat MAXtoA)
2020 KvkAogooia tng éxdoong Autodesk 3ds
Max 2020 (véa xaxQaKTNnOLOTUKA:
ovotnua 1xov ProSound kat Substance)
2022 KukAogopia tng éxdoone Autodesk 3ds
Max 2022 (eV0oAn e€aywyn
TOLODLAOTATWV HOVTEAWYV OTOV renderer

Arnold)

Mivakag 1: lotopika Stotyeia 3ds Max

2.3. Baowka xapgaxktnoiotikd tov 3ds Max
Znv ovvéxela, mapabEétovpe ovvomTika ta Xapaktnolotika [10] tov ovykexgiuévov

AOYLOULKOV:

e Movtedonoinon: AixOétet éva evpL paoua egyaleiwv povteAomoinong, 0Twe
MoAvYwVIK) povteAomnoinon, povrteAdomoinon NURBS kat povteAomoinon
spline, yiax tn dnuovyior AeMTOUEQWYV KL AKQOLBWV TOLODAOTATWY HOVTEAWV

AVTIKELLEVWV KAl TEQBAAAOVTWV.



e Ypn kat vAka: ITeollapBaver woxvod eoyadelo dnuovEylag verns kat
VALKV, T OTIOLX ETUTEETOVY OTOVG XOT)OTES VA ONULOVQYOVV QEAALOTIKA VAKX

KAL Vo Ta eQagUOCouv ot HOVTEAQ TOVG.

o Dwtopds kat anmddoon: IMeohapPdvel pa oelpd and emAOYES POTIOUOV
KaL amodoomg Yl T dNUOvQYin QEAALOTIKWV €kOVWV VYNANS eVKQIVELAS TV

XONOLHOTIOLOVUEVWY HOVTEAWV.

e Kivnon: IepAapPaver moonypeéva eoyadeia kivovpevwyv oxedlwv yia 1)

dNHLoLEY I CVVOETWV KIVOUHEVWY OXEDIWV XAQAKTIOWV KAL AVTIKELHUEVWV.

e Xvomuata cwpatdiwv: IleglapBavel cvotuata cwpatdiwv Yy

ONULOLEY (X DUVAULIKWV KL QEXALOTIKWV EQE.

e Evowpatwpévn vyAwooa MAXScript: Erutoémer otouvg  xorotes va
ONULOVEYOVV TIQOCAQUOOUEVA TEVAQLA KAL HAKQOEVTOAES. AxtiOetal emiong
éva evoV @dopa plugins yix TV emMEKTAOT TG AELTOVQYIKOTNTAS TOL
TIOOYQAHUATOG

o Moogéc Apxelwv: Yootnoiletl dLPOQES HOQPES AQXEIWV VI TNV ELOAYWYT)

KAt eEaywyr] TOLOdAOTATWY HOVTEAWV.

2.4. Towta onueia tov 3ds Max
TéAoc, magovotdlovpe Towtd Tov onuela [11], ov eyelEOLV EVOOLATUOVS OO0 APORA

TNV XQ1)0M TOU:

e Amodtoun dtakonn AertovEyiag: Mmogel va KATapQeVOEL 1) V& TIYWOEL
aTEOCOOKNTA. AULTO HUTIOREL Vo OpeideTal 0 DLAPOQOVS TTARAYOVTES, OTIWS
EAAenpn MOQWV OLOTNUATOG, EETMEQAOHUEVA TIQOYQAUHUATA 0d1ynong M

KATEOTQAUUEVA aQ)ela.



e Apyn amodoon: Mmopgel va elvat agyo 11 va unv avtamokgivetat. Avtd
umoget va ogeidetal oe éAAenpn MOEWV TOL CLOTIUATOC, 08 TAALO VAWKO 1)

o€ HeYAAEG 1] TOAVTIAOKES OKNVEC.

o IlgoPAnuata ovppatotnras: Evdéxetar va vmdoxovv mooPArjpata
ovuPaTOTNTAG HE OQLOUEVO VAKO, AegltovQykd ovotipata 1) &AAo
AOYLOUIKO, Tt oMol oel va 0dnNynoovv e dLOAELTOVQY(ES, TPAApATA

Kat AAAa oA HaTA.

o TlpoBAnpata eykataotaons: Kata v eykatdotaon evdéxetar va
TAQOLOIXOTOVY  TEOPAN|UATA, OMws  eAAl)  apxela, Oo@AApata M

TIEOPATHATA ACLUPATOTNTAGS HLE TO AELTOVOYIKO CUOTNUA.

o TIgoBAnpata adetodotnonge: Evdoéxetal va vtdoouvv mEoPANUaTa pe TIg
Aadeleg  xoNong Aoywopwkov, OmMws 1 advvapla  eVeQYOTOINONG TOL
AoYLopkov 1) 1 A1)En g &delag X1onge.

o TIpoBAnpata etloaywyrc kat eEaywyns agxeiwv: Mmopel va mookvpouv
TEOPATHATA KATA TNV el0aYwYN 1] eEaywYr] OQLOUEVWY HOQPWV aQXelwV,
OTIwWG OPAApATA 1) EAALTIT) dedopévar.

o TlpoBAnuata pe mEooOeta (plugins): Ta mEooOeta pmopel va
MEOKAAEOoOVY  MEOPAT|UATA  OTOLG  XONOTES, OMWG  TMEOPANUATA

CLUPATOTNTAG 1] CPAAUATA EYKATATTAOTG.

2.5. Baowko ITegifaArrov Egyaoiag
Zanv ovykekQuuevn evotnta Oa mapovolacovpie To Baotko teQBAAAoV egyaotiag tov

EQYAAEIOV, TOAYHATOTOLWVTAG [E TOV TQOTIO AVTO UK ELOAYWYT] OTOV AVAXYVOOTH).
Oa Eexvrjoovpe apovatdlovtag v 006vn kaAwooplopuatog, 1 omola epaviCeTo

pe v €l00do OTNV ePaQUOYN:



Sample =
Architectural
Outdoor 3PM

Original Start Up
(default)

Sample - Outdoor
HDRI Courtyard

Samp! tdio Sample a2 >

Undmw.ulm‘;ﬂ

Ewova 1: 090vn kaAwoopiouatog 3ds Max

H 006vn avt megiéxet tola maveA:

e Start Panel
o Learn Panel

o [Extend Panel

Ornwe patvetar ano v maganavw etkova, to Start Panel eival mooemideypévo katd

TNV €KKIVNON TNG EQAQHOYTIS, KaL TLEQLEXEL OVO TUNHATA:

o Tlpdopata apxeia mov éxovv xonotpomomOet

e Start-up templates kat oUVOeopOG Yix ekkivnion tov Template Manager

Ooco a@ood 1o Learn Panel, mapgéxet v duvvatot)ta magakoAovOnong

EKTIADEVTIKAWV PLVTEO Y TNV eKHAONON TG AELTOLOYIKOTNTAS TNG TTAATPOQUAG:



You Tube

Ewova 2: Learn Panel

Amd v mAevpd to, to Extend Panel, mapéyxel todmoOLg Y TNV eTéKTAOT TWV
duvatot)twv tov 3ds Max. ITio ovykexoipéva, eppaviCet epaguoyéc ano to Autodesk

Exchange Store. EmumAéov napéxet Alota xonowpwv Autodesk rtoowv:

Ewova 3: Extend Panel



YuvexlCovue pe v magovoiaon g Paoctkr|g demagrc tov 3ds Max:

[+][Front] [Weeframe]

"

[+] [Perspective ] [Clay + Edged Faces ]

JaReRrwR L

el e D e
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Ewova 4: Baotkn Siemacpn 3ds Max

LIV ToQATAV® EKOVA, TA €MUEQOVG OTOLXElA TNG dlema@r|g elval aplOunuéva Kot

OTOV MAQAKATW Ttivaka Ttaéxetal emeENynon ya to Tt agopd to k&Oe éva:

A@1Opog AvTikeipevo ITegrygapm
1 Application Button Me to matnua tov
KOUUTTLOV auTov,
gupaviCetal To
Application menu.

2 Quick Access Toolbar Atver moooBaom otnv
dlxxelpolon agxelwv kat
EVTOAEC avaipeomn.
EmimAéov meptéxel éva
drop-down, To omtolo




Main Toolbar

Ribbon

Scene Explorer

Status Bar

Viewport Label Menus

Time Slider

Viewports

ETUTQETEL TNV EVAAAXYT
TEQIRAAAOVTWV eQYATIAG
(workspaces).
[Teptéx et TOAAK KOLVA
XONOLLOTIOLOVEVA
eoyaldela.
[Teptéxet epyadela yx
pHovteAomoinon kat
oxedlaon otnv oKNVI).
EmumAéov erutoémet tnv
oo ONKN ATOUWV OTNV
oK.
Emtoémet tnv mooBoAr),
TaELVOUNOT), PUATOAQLOUO
KAt eTTAOYT)
AVTIKELUEVWV OTNV
oknvr). EmmnAéov pmooet
va xonotporomOet yx
TNV HeTovopaoia,
dlarypary, amtdrpun Kat
TIAYWHA AVTUKELLEVWV.
TéAoc dnpovoyetl
LEQAQX LA AVTIKELUEVWV.
Awxtnoet mAngogooteg
KATAOTAONG YLt TNV
oKnv1.
Emtpémovv v aAdayn
okiaong tov viewport
(6Voac TEoPoATC).
Emtoémel tnv mAorynon
o€ XOVIKO opllovTa.
Emtpémouvv v meoBoAr)
TNG OKM VTG Ao
dlapopeTikég Ywviec.
EmumAéov, emitpémovy
TNV TEOETUOKOTINOT TWV
PWTIOUWV, OKIXOEWV KAl
AAAWV e@é.



10 Command Panel AmoteAel kKopPuco onueio
oL epyaAeiov. ITeoiéxel 6
panels, ta omola
XONOLLOTIOLOVVTAL Yot
™V dnpovEyia Kat
TEOTIOTON O
AVTIKELLEVWV.
11 Create and Play Back Emnoealovv tnv kivnon
Animation (animation).
12 Viewport Navigation Ta kxovpma avta
ETUTQEMOLY TNV
TLAOT| Y101 0TIV oKNVvy.
13 Rollout Xonowomoovvtal yia
™V HeTaBoAr] Twv
LOLOTHTWV TOL

QAVTIKELLEVOL
Mivakag 2: Ztotyeia Aiemacpr¢ 3ds Max

2.6. Viewports
v evomnma avty, Oa magovoikoovue T viewports, kaOwg amoteAovv €va

ONUAVTIKO TUNHA 600 agod TNV Agttoveywotnta Tov 3ds Max. Mia Ovpa mpoBoAr|g
(viewport) avamaglotd ToV TOLOOIAOTATO XWEO XONOLOTIOOVTAS TO KAQTECLXVO
ovotnua ovvtetaypévay. Ot ovvtetaynéves avamaplotavtal oav ta Tolda (X,y,z)
KaL 11 Toidda avtr] amoteAel éva onuelo otov TELOdXOTATO XWEO, AapBavovtag
iavta oav agxn twv afévwv 1o onueio (0,0,0). H mAatpoopa magéxel téooeQig
duxpopetikéc mpoBoAéc : Top, Front, Left ko Perspective. Outoeic mowtec ovoudlovto
emlong opboypa@ikéc mEOPOAEC. XNV mMagamavw eoOva mapabétovue  €va

naQAadelyax 0000YQa UV TIEOBOAWV:



Ewova 5: Mapadetyua OpBoypapikwy MpoBoAwv

H mooomtikyy mEoPoAr] (perspective view) powdlet pe tnv avOQ@TIvVn OTTIK).

YTagxovv TEels d@oPeTIKOl TOOTIOL Yix TNV dnuiovoyla evog perspective view:

perspective view, camera view kot light view. Xagaktnolotiko eival to magakatw

TAQAdELY HA:

[+][Top] [Wireframe ]

2

[+ ] [Right ] [Wireframe ] é i E

[+ ] [Left ] [Wireframe

[+][Perspective ] [Shaded )

Ewova 6: Mpoontikr MpoBoAn

To egyaAeio 3ds Max emitoémel TNV evaAdayr) petald viewports, maQéxovtag Tig

avTloToLXEG CLVTOUEVOELS, OTIWS PAIVOVTAL OTOV TIAQAKATW Tivaka:



ITgoBoAn (View) Luvtopevan

Top T
Bottom
Front
Left
Camera

Orthographic

g CcC N - dow

Perspective

Mivakag 3: Zuvtouevoeis MpoBoAwv

Onwg etvat meopavég, emedn vmagxovv MoAA& viewports, Tavta éva Oa etvat to
evepyo. To evepyd viewport elval avtd, 0to 0mMOlO TEAYUATOTIOLOVVTAL OAES OL
evépyeLeg. Ymaoyxel n dvvatotnta evaAdayng petal twv viewports yiax v emAoyn

TOV €VEQYOU, XONOLHOTIOLWVTAG TOoV oLvdvaouo Windows + Shift:

Ewova 7: EvaAdayn uetaév viewports

EmumAéov, otnv mepinmtworn tov viewport mapéxetal n duvatot)ta HeETABOANG TOL

Layout péow tov Viewport Configuration:



Ewova 8: Viewport Configuration

2.7. Anjpovgyia Avtikelpévwv oTnV OKNvr)
v evotnta avt), Oa aoxoAnOovpe e v dNUIOLEYIXt AVTIKELUEVWY TNV OKNVT).

To eoyaAeio 3ds Max mooo@épet éva peyaAo VoG avtikelnévwy. Oa Eekivrjoovue

TV TAQOLOLAON e TNV dNULOVEYIX YEWHETOIKWY AVTIKELUEVWV.

L1to ovykekQlpévo onueto avagépovpe ott Oa xonowomnomOel and to Command
Panel, to Create Panel. ErunmAéov oav Paown katnyoola Oa xonoipomomnOel 1:

Geometry. XaQakTnoLOTIKY] £VAL 1] TTHQAKATW EKOVAL:



ErmumAéov, oav object type éxet emiAeyet to Box kat emiong magéyxetat n duvatotnta
0QLOUOV TV dlaotdoewv Tov Box. @étovtac tuxales tipés yia to Length, Width ko

Height, oAokAnpwvovue Tnv dnpoveyio TOL TEWTOL HAC AVTIKELLEVOU:

T ARDEE

Ewova 9: Create Panel

[+1[Top ] {Weeframe |

L

Y

[+](Front ) (Wireframe ]

-

[

—
(#][Left] (Wreframe )

[+][Perspactve ] (Resksk |

e

Ewkéva 10: Anutoupyia AVTiKEIUEVOU




EmimtAéov, pe Tov 10070 oL ava@EéQaie TTQON YOUEVWS UTTOQOVHE VA peTaBaAAovue
ta viewports, ta omola emiBvpovue va eppaviCovtal. Emopévewg, kavovtag Tig

amapaitnteg aAdayég néow tov Configure Viewports:

Ewova 11: Configure Viewports

[TA¢ov, ta dOéopa viewports elvat Ta magakATw:



[+1(Top] [Wireframe ]

| [+][Perspective] [Realistic ]

e

i

b
[+][Front ] [Wireframe ] S
|
] [ Y
2
L
[+1[Left ] [Wireframe ] et

Ewova 12: A€o viewports avtIKELUEVOU

2.8. EmiAoyn avtikelpévwv

H

TIOAY LATOTIO O

™me

emiAoyn  avikelwévwy  amoteAel

oTIoLXOdNTTOTE

HlX  OTHAVTIKT)

EVEQYELAG.

AVTIKELUEVWV TTAQEX ETAL OTIS TTAQAKATW TTEQLOXEG:

Main toolbar
Edit Menu
Tools Menu
Track View
Display Panel
Modify Panel
Ribbon
Schematic View

Scene Explorer

H

dxdkaoia T

duvatotnta

mv

eTUAOYTG



EmmAéov, ta OxOéoua kovpmid yiax emiAoyr) etvat:

Select Object
Select by Name
Select and Move
Select and Rotate
Select and Scale

Select and Manipulate

ITooxewpévouv va emideyel éva avtwkeipevo, amatteitat n emAoyn evog amo

TAEATAV® Kol 1) TOTOOETNOT TOL TIOVTIKIOU OTO AVTIKE(EVO TEOG eTAOYT. LTO

onueto avtd aliCet va onuewdel otL vmooTnEiletatl Kat 1 emMAOYT] TEQLOXWV.

XaQakTnoLoTIKY VAl 1] THQAKATW eKOVA:

Ewova 13: Emtidoyn Meploywv



‘Onweg emiong XaQakTNELOTIKY elvat kat 1) duvatdtTa eMAOYNS AVTIKEHEVWVY HE

Baon to ovoua:

Ewova 14: Emtidoyn avtikeluevwy Ue Baon to ovoua

2.9. ITowtagxkol TUTOL AVTIKELUEVWY
[Tookertal  yix MEWTAQXIKOVS TUTIOUG  AVTIKEUEVWY, TOL LTOOoTNEIleL  TO

OLYKEKQLUEVO eQyaAelo, Toug oToiovg kKat Ba magabéoovpe otnv ovvéxeta:

Box:



-

Ewova 15: Box

DA A

Cone:

Ewova 16: Cone

Sphere:

Ewova 17: Sphere

Geosphere:



Ewova 18: Geosphere

Tube:

Ewova 19: Tube

Torus:

TH

Ewova 20: Torus



Pyramid:

Ewova 21: Pyramid

Plane:

Ewova 22: Plane

2.10. AQXLTEKTOVIKA AVTIKELPEVA

To epyaAeio 3ds Max magéyet eTlong dLAPOQX AQXITEKTOVIKA AVTIKEIHEVA, T OTIOlX
pHogovv  va  xenowpormomBOovv ocav PBactkd DOUKA OTOLXEIX AQXLTEKTOVIKWOV
HOVTEéA@V. Ot TOTOL AEXLTEKTOVIKWYV AVTIKEUEVWY TOL vrootneilovtal elval ot

TIAQAKATW:

Doors:



o ) [Perectve | [l 4 Eged Pacen | # ) [Prcectve | [Cho + Edgnd Pacen ) [#)[Perscacive ) (Cier + Edgnd Paces )

g nn

[+ ] (Perspective ] [Clay + Edged Faces ] [+ ] [Perspective ] [Clay + Edged Faces ]

Ewova 23: Doors

Z.P

[+ ] [Perspactive ] [Clay + Edgad Faces | [+ 1[Perspactive | [Clay + Edged Faces ]

A N

Ewova 24: Windowg

Windows:

Stairs:



o) [ mersemetive | [ Cimr + tiiged Paces | 14 1[Permpactive ) [y  Edged Faces | 3 Parsoectve | {Clwy + Coged P |

5 N\

Ewova 25: Stairs

AEC (Architecture Engineer Construction) Objects:

[TapaBétovpe éva maQAdely ot AVTIKELHEVWY TNG OVYKEKQLUEVTG KATNYOQRLAG:

[+ ] [Perspectiva ] [Realstic + Edged Faces ] [+ ] [Perspactive ] [Realstic + Edged Faces

Ewova 26: AEC Objects



2.11. Xorjon Modifiers

H xonon modifiers otnv mepotnmtwon tov 3ds Max emitpémel v emeeQyaoia
AVTIKELUEVWV XWOIS va tpomtoTomnBel 1 Baowkr) Tovg dour). Ot modifiers pmogovv va

TQOTIOTIO)OOVV TNV YEWHETOIAX TWV AVTIKELHEVWY OTWS KAl TIG WOOTNTEC TOvG. Me

AAAx A0V, TEOTOETOVV MAQAUETOOUS OTA AVTIKELUEVAL.

ITookewévou va epapgpootel évag modifier oe éva avtikeipevo, mEETeL apXIk& va
eTUAEYEL TO AVTUKEIPEVO OTNV OKNVT] KAL OTNV OLVEXELX O XOT|OTNG va tAonynOel oto

Modify Panel. Xapaktnowotikn etvat N mMaQakATw eova 000 aQopa TNV emIA0YT)

modifier:

R

| Selection Modifiers -

Soe | Ocete |
TotalButtons: [& 2]
Mesh Select |  Patch Select | ]
SpineSclect | Poly Sckect |
Vol.Select |  FFDSelect |

| surface Select!

Ewova 27: Emidoyny modifier

IV OuvéXElxr TAQATIIQOVHE TA ATOTEALOUATA €PAQUOYTG €vOc modifier mov

vrtootoiCetat, tov Camera Map Modifier:




Ewdva 28: Camera Map Modifier

AxoAovOel mapdderypa xonong evog devtepov, tov Displace Mesh Modifier:

[+ ] [P pective ] [Clay )

[+](Parsgmcive ] [Clar ]

Ewova 29: Displace Mesh Modifier

Kat éva teAevtaio mapdderypa xonong mov agopad, tov MapScalar Modifier:



[+ ] [Perspective ] [Realistic ]

i

Ewova 30: MapScalar Modifier



KEDAAAIO 3: ITAPOYXIAXH THX ITAAT®OPMAX UNITY

LTO OUYKEKQIHEVO Ke@AAaO Oa TMAQOLOIXOOVHE TNV AELTOLEYLKOTNTA TNG
niAat@oouag Unity. H mapovotaon Oa moaypatomomOel péow twv screenshots [19]
[22], kat twv emefnynoewv. Xto onuelo avtd aliCet va avagégovpe otL Oa
XONOLHOTIOLOVE O& TIOAAEG TLEQLTITWOELS TNV AYYALKT) 000A0Yia 600 Ao dLAPoa

XXQAKTNOLOTIKA TOV €QYAAE(OL.

3.1. Eloaywyr) otnv Unity
H Unity [12] amoteAel piax pnxovr] marxviolwv TOAAARTIAQOV TAATPOQUWV TOU

avantoxOnke and v Unity Technologies. Xonowomoteitar yix v avamtuén
Prvteomatyvidwv yiax dudgopec mAatpopoues 0mwe Windows, Mac, Linux, iOS, xat
Android. H Unity mooo@épet éva 1oxvod oLVOAO eQyaleiwv Yl Tn OnpLoveyia
rtarxvidwwv 2D kot 3D. To ovvoAo avto evdekTicd meQAapBavet:

® OTTIKOUG EMEEEQYAOTES

e scripting, puok)

® Kwvovpeva oxXEdx
Xonowomoteital emiong eVEEWS yx TN dMUIOLEYIX EPAQUOYWYV TIOL deEV APOEOVV
T vidL, OTwc:

® QQXLTEKTOVIKT) ATtOdOO0T

® [Blounxavikog oxedxouog

® dLAXdOAOTIKY) TTEOTOMOLWOT



3.2. Iotogika otorxeia tng Unity
H ovyxekoupuévn unxavr) dnuovoylag matxvidlwy KUKAOQOQNOE Yot TEWTI) QOO TO

2005. ExtoTe £€XOUV TIOAYHATOTOW|OEL TNV EUPAVIOT] TOUG dLAPOQES €KOOTELS LE TIG

avtiotolyes BeATiwoels, TG omoleg PO ETOVHE OTOV TTapaKATwW Ttivaka [12]:

‘Etog I'eyovog

2009 KukAogopia g éxdoornc Unity 3,
(Onuoveyia 2D mayvidiwv Kat

eloaywyr) tov Unity Asset Store)

2013 KvkAogopia g éxdoong Unity 4
(vrtootoén Windows Store ko véeg

duvatotnteg OTws Mecanim kat Unity

Cloud Build)

2015 KvkAogogia g éxdoomng Unity 5
(moooOnkn PBR, Unity Networking, AR,
VR)

2017 KvkAogopia g éxdoong Unity 2017
(véo meopdAAov dounc evepyelv,
uetayAwttiotrg Burst, yoapuak

OTITIKWYV EQE)

2018 KvkAogopia tg ékdoong Unity 2018
(PeAtiwpévn 2D kat 3A guotkr), Shader
Graph, VEX Graph)

2019 KvkAogoola tng éxdoong Unity 2019
(DOTS, Entity, Job)




2020 KvkAogoola tng éxdoonc Unity 2020
(Universal Render Pipeline, High —
Resolution Render Pipeline)
2021 KvkAogoopia tng éxdoong Unity 2021
(Unity Physics, Visual Scripting)
2021 KvkAogoopia tng éxdoong Unity 2021.2

Mivakag 4: lotopika otowyeia Unity

3.3. Xapaxktnoiotika tng Unity
Ooo agopd ta xapaxtnototcd g Unity:

e Visual Editor: ITapéyel éva omtikd mEoyQapua emeEeQyaoiag moOv eMITOEMEL
OTOVG TEOYQAUUATIOTEG VA OTULOVQYOVV, Vo TOOTIOTIOLOVY Kol Vo dokiudlovv

OKNVEG Kal eTUTEdA TTALX VIOV XWOIG VO YOAPOLY KWOLKA.

e Scripting: YmootnpiCet TOAAEG YAwooeg TIQOYQAUUATIOUOV,
ovumeoAapPavopévov twv C#, UnityScript (L maoaAAayr| JavaScript) wo
Boo. Et0l, emitoemel 0TOUG MEOYQAUUATIOTES VA dNHLOVOYTOOUV TN OLKT) TOUG

AOYIKT) KAXL OUUTTEQLPOQA TIALXVIDLOV.

o Duowkr): Ilegdapfdvel Hx  EVOWHATOUEVT]  HUNXAVI]  QUOLKNG  TOV
TIQOCOHOLWVEL QEAALOTIKT] PULOLKT] OTIWS 1] PaeUTNTa, N avixVELOT] CUYKQOVOT|S
KAL) DUVAULIKT] TOV AKAUTITOV OWHUATOG.

e Animation: ITeollapBaver éva 1oxvod cvotnua kivnong mov ovopaletat
Mecanim 7OU eTUITEETEL OTOVG TIQOYQAUUATIOTEG VA OTULOVQYOVV KAL VOt

xeiovtat TOAVTIAOKA KIVOUHEVA OXEDLX VIt XXQAKTIQEG KAL AVTUKE(pEVA.

e Dwtiopos kat okiaon: [eglapPdvel evowpatwpéves ovokevEG amOdOOTG

mov  vmootnEllovv  ddkPooa  HOVTEAa  QWTIOMOU  Kat  oklaong,



ovumeoAappPavopévwv  twv Phong, Blinn-Phong «at Physically Based
Rendering (PBR).

e 'Hxog: AwOétel pmax evowpatwpévn unxavy 1xov mov  vmootneilet
avamaQaywyn Kat HEn xov Kat Hmoel va AeltovQyroel e MOAAEG TyEg

X0V KAl E@E.

e TToAAamAoi maiktes kKot dikTvwon: ITagéxel evowpatwpévn vrtootoen v
TMOAAOVG TtalKTES KAl dKTUWOT), EMITEETIOVTIAG OTOUS TIQOYQAUMATIOTES Vo

dnuoveyovy Tatxvidwx online kat yio TOAAOVG TtalkTeC.

e Asset Store: To Unity Asset Store elval pia ayood vy otolxelar oty vidwwy,
eQyaAelwVv Kol AAAWV OToLKElwV IOV UTTOEOVV va XENottoromOovy yx v

dNHLoLEY X TOL £QYOU.

e Ymootnoién mAareoguag: Ymootnoilel éva evoly QAU TIAATEOQUWY,
ovumeoAapPavopévav twv Windows, Mac, Linux, iOS, Android, WebGL, AR
kol VR.

e Ymootnoién mpooOnkwv(plugins): Ilapéxel vtootELEN Yix TEOOOTKES TTOV

HUTTOQOVV Vot XONOLHOTIOm 00UV Yt TQO XN ETUTAEOV AELTOVQYIKOTNTAG.

3.4. Towta onueia tng Unity
Ooco agooa ta towtd onuela [13] g ovykekoévng pnxavng, magadétovpe

TIXQAKATCW:
o Zntnuata anodoone: Evdéxetal va avtipetwnioel mooPANpata anddoong oe
OQLOHEVES TTAATPOQLLES, €DK O€ KIVITEG OLOKEVES KAL TAAKLOTEQO VAIKO.

e AwaxeigLomn pvrune: Xonotpomotel ToAAN pvrjun, n omola pmoel vor odnyrjoet

o€ dLHPEOES IVTUNG KL OPAApaTA €AV eV dlxxepiletal CwoTa.



IMoAvmAokotnta: To ovvoAo xapaktnowotikwv tne Unity etvar oAy
EKTETAUEVO Kal OVOKOAR DAXEWIOIHO ATIO TEOYQAUUATIOTEG TIOL dev elvat

EUTTELQOL.

EAAendn tekpnoiwone: Oplopéves duvatotnrteg g Unity evdéxetal va unv
é¢xouv Tekunolwon 1 odnyovsg, YEYOVOS mMOUL HToQel va duokoAéPel Toug

TIEOYQAHUHUATIOTEG VA KATAVOT)OOLV TOV TQOTIO XOT)0T)S TOVG.

Lpaipata kot duoAettovgyies: Eival duvatov va mookvpouvv opdAuata, ta

omola eltvat dvoKkoAa otV dlaxelpLor) Toug.

Third-party assets and plugins: To Asset Store etvat évag eEatpeTiog mMOEOS yix
TIOOYQAUUATIOTES, AAAK dev elval OAa ta oTolxela kKat ot oo keg LYMATG

TOLOTNTAG KAl OVUBATA.

MéyeOog kataokevr)s: To péyebog amobrjkevong umopel va elval aQkeTd
HeyaAo, yeyovog mov umopel va mpokaAéoet mpoPArjuata amodrkevong Kat

POOTWOTG, EWIKA Yl ALY VIOLX YA KIVTA.

‘EAAenn vmootroiéne yia ogiopéves mAatgogues: H Unity evdéxetal va
U1V VTTO0TNELLEL OQLOEVES TTAATPOQLES 1] UTTOQEL VA NV LTTOOTNEICEL TAT|OWS
OQLOUEVES DLVATOTITES OQLOUEVWV TTAXTPOQHWV.

‘EAAen)m visual scripting: Aev magéxet v dvvatotnta visual scripting,
YEYOVOS 1oL pTtogel va SuokoAéPeL 0o0UG dev €XOUV OLALTEQN ETTAPT] HE TOV
TIOOYQAXUUATIOUO.

IMegrogropévn vmootnoién 2D: H Unity etvat katd ko Adyo pa unxavr 3D
He vrtooT)oEn vy matxvidwx 2D, aAA& dev duaOéTel OAa Tat XXQAKTNQOLOTIKA

KAl T eQyaAeia puag amokAelotikng pnxavng 2D.



3.5. Anuovgyia evog véov Project
H mAat@ooua Unity elvar katdAAnAn yix v dnuovgyla dlodidotatwy kot

tooddotatwy  matxvwdwwv. H dnuoveyla twv maxyvdwwv  extvdel and v

dnuovEYla evog véog project, 0TS PALVETAL OTNV TAQAKATW EKOVA:

Projects

In the Cloud

Ewova 31: Anuoupyia véou project

v nagamndvw 000vn epupaviCovtat OAa ta projects, Ta omota €xovv dnuoveynOel
npooata. EmAéyovtag v emidoyn “New”, mapéxetal n duvatotnta dnuiovoylag
€VOC VEOU project. tnv ovvexewx, umoet va d00el Ovoua oto project kat va emiAeyel

o tomoug tov (2D 1) 3D):



’ Hello World!|

C:\Users\Public\Documents\Unity Projects

0@ 20 (Rrmareser

Ewova 32: Ovoua kat TUmog project

Me v emidoyr) “Create Project”, dnuiovgyeital to project kot aQXKOTOLOVVTAL T

Paokd VTTOOTNEIKTIKA TOL AQXELA.

3.6. Baowco ITegipaArov Atemapng
Me v dnpuoveyia evog véou project, magovolaletal €vo eQIBAAAOV dLETIAPTIS, OTIWS

QUTO TIOV PALVETAL OTNV TIAQAKATW EKOVOL:

Fle Fdit Ameh GemeObjest Component Window  Hele

L& colab - ] & W sccount - M Lavers - [ Laraut__- |

o Project
| Cruace - |
T Faverites  Ausets

Al Matwriah _

Al Models This faldar is srpty
Al Prefabs

. all Seripts

Ewova 33: Baowko MeptBaAlov Aemtapric Unity



Ac ovveyxloovpe e TNV TAQOLOIAOT TWV TECOAQWYV PACIKWV TUNUATWY, TOL elvat

OQATA 0TIV OCLYKEKQLUEVT) 006V,

To tunua mov elvat xowpatiopévo pe MEACWVO, armoteAel TO0 UEQOG OTO OTOLO
onuoveyovvtar ot oknvés. Ou oxknvéc elvar emimeda  (levels), ota omoia
dudpapatiCetat OAN 1 dEAOT) TOL TTALXVIDLOV. X TEQIMTWOT) ETUAOYTS TG KAQTEANS
“Game”, Olvetar 1n duvvatdOTNTA TMQEOETMIOKOTNONG TOL TALXVIOOD, Tov  €XEeL

onuovEynOet.

Fle Bt Assebr  Gomelbject  Component  Window  Help

Ewova 34: Zknvn

To Tunua, mov eivat xpwpatiopévo pe kitowvo, ovopdletat Inspector:



File Edit Assetn GameObmct Component  Window Help

FIE IR G | O
= Hmrarchy

LN
# Scane |
Crewiw v BT Shaged
* o) untitied -

i Callsb = E Acoount = Layers - | Lagout -

B D Inipack

8 Project | Ccanssin L
Cruate = ! |||
¥ . Favaerites Asseis
i :: ::‘:dr:h Thex foldar in armpty
All Prefabs
“nll Seripts

Ewova 35: Inspector

EmumtAéov, n mepoxr) n omola eivat xowpatiopévn pe ol ovopdaletar lepapyia
Zxnvng (Scene Hierarchy). ITegidapBavel tnv Alota Twv avTikelpévwy otV ToéXovoa

oKkNVY), KaBwg kat v tegagyla ov oxnuatiCetal petalv Toug:

File Edit Assets GameObject Compoment  Window  Help

= Hesrarchy - # Boeme € Game
Creatn 7| ford 2} X

| &caitan - | & [N accowne - I Layers - | Layaut - |
& Agset Store om | O [rspector .
dhaded IS - e ~ | Tl
&) Umtithed -

i Project [ Coreode am
Crmazs * T A% * ()
¥ Faworites  Masets
All Material:
All Hodeks This falder s empty
.l Prefabs
- mll scripts

Ewova 36: lepapyio Zknvig



TéAog, 010 k&t péQoc Tng 006vng, vmApxel To TUNHa Twv Project Assets. Xto
OUYKEKQLUEVO TUTHA DLATNEOVVTAL OAd T assets TOL TEEXOVTOG project, kaOwg Kot ta

eEwteQud assets, Ta oot éxovv eloaxOel oto project.

i Project Im“ R ]
Crnane - | 2 ANE T8 TN
¥ Favorites Anumis
LAl Hateriah
All Hodels Thii felder o emply
= all Prefabs
all Seripte:
ST

Ewova 37: Project Assets

3.7. Illwg Aertovgyel 1 Unity

Onwg avagépbnie kat mTEONYOLUEVWS, TO TatXVidtl dadoapatiCetal oe oknvéc. Ot
OKNVEG elvat eTtimeda, ota omola OAEG oL TTLUYXEG TOL T VIdOL AapBdvouv pégoc. EE’
opLopov, px véa oknvr) oty Unity Oa éxet éva avtucelpevo kapepag (Camera Object),
rtov ovopdletatr Kvpia Kapepa (Main Camera). Yrtapxet n duvatot)ta meooOrkng
TOAAATIAWV KAEQWY OTNV OKNVT), AAA& 0T TAAiOI TOL CUYKEKQLUEVOL KePaAalov
Oa aoxoAnBovpe puévo pe TV kvowx kdpepa. H kool kapeoa amodidet otdnmote
PAETEL 1) KATAYQAPEL O UX OUYKEKQIHEVT] TteQLOXT] oL ovopaletar Viewport (

ntagdpowx évvola elxe ovvavtnOel kat otV TeQinTwon tov 3ds Max).

v € Untitled
Main Camera

L]

Ewova 38: Viewport



H oxnvr dnuovgyeitatr and avtkelpeva, ta onoia ovopdlovtat GameObjects. Ta
GameObjects pe v oe10d TOUG DO ETOVV CLOTATIKA OTOLXELX, TAX OTIOLA TTEQLYQAPOLY
TO TIWG OULUTEQLPEQOVTAL 0TIV OKNVI), KaBWS Kal To WS aAANAeTdQOVV pe dAAx

OTNV avTIKelpeEVa OTNV OKNVN.

LInv ouvéxelr, TaQoLatdleTal 0 YOapko teQBdAAov diemtapris tov Inspector:

@ [Main Camera | [ static «

Tag HM Layer M

Ewova 39: Mpaikd neptBarov Inspector
To mo onuavteo cvotatiko v kdBe GameObject, amtoteAel to ovotatikd Transform.
Ka&Oe avtwkeipevo to omolo Poiloketar otnv oknvr, Oa dwxOéter éva Transform

OLOTATLKO, TO OTIOIO TTEOTOLORILEL Tt TTAQAKATW:



e 0Oéon
® TEQLOTOOWT)
o KAlpaxa

Ta emmAéov ovotatikd UTOEOUV va MEOOKOAANOOVV 0TO avtikelpevo, Héow NG
emtiAoync “Add Component”. Xtnv ovvéxelx ava@éoovpe KATOLX EVOEIKTIKA

TAQADELY HATA CLOTATIKWV:

e Renderer

e Collider

e Rigidbody

e Audio Source
e Audio Listener
e Animator

e Light

Evdetikn Twv 00wV ava@éQape magamavw elvat 1 mTagakdtw tegagyia:



Game

= 1

Scene Scene \Scene
GameObject Aneom'ect GameObject
GameObject GameObject

/ Components
Transform / Audio
Physics

etc.

Ewova 40: lepapyio SuoTatikwy

3.8. Anuovgyia Sprites
Ta Sprites amoteAovv amAd dodlaoTata avTikeipeva, Tar OTOlt €XOLV YOXPLKEG

eucoveg (mov ovopalovrat textures). H mAatpoopa Unity xonowpomotet ta sprites €&’

0QLOHOV Otay BolokeTal og dLodLAoTATN AELTOLQY AL,

v ovvéxewn, mapovolaletal Tapdderypa mEOBoANG evog sprite og dlodLxOTATO

XWQO:



Shaded |20 || % | <3| & I7 Gizmos *| (arAll

Ewova 41: Napadetyua mpoBoArc Sprite (2D)

Kat napdderypa mpoBoArg tov dlov sprite oe T0L001A0TATO XWQO:

Shaded (12D || % | <) | BdIT Gizmos ~| (Al

Ewova 42: Mapadetyuo mpoBoArig Sprite (3D)

Omortednmote dnuovgyeltal éva véo sprite, xonotpomotet texture (ver)). To texture
avto  e@aguoletat oto véo GameObject, kar éva ocvotatuco Sprite Renderer

TIEOOKOAAATAL 08 avTO. XAQAKTNELOTIKO Elval to screenshot, To omolo magatiOetat

OTNV OLVEXELX:



@ [RCCOI.II'It .4 ] [Layers ¥ ] [LdYDUt x ]

.= O Inspector | e
3 & mariojump (] Static =
Tag | Untagged | Layer | Default 4
¥ .~ Transform (WK
Position X 40.5 Y |2.65 Z\0
Rotation X|0 Y0 Z 0
Scale X 0.,6186085 Y |0.6186085 Z 0.6186085
v .| |¥ sprite Renderer @
Sprite _“.mariojump €
Color [ |2
Flip LxQOY
Material W Sprites-Default [
Draw Mode | Simple t
Sorting Layer | Default
Order in Layer 0
Mask Interaction | None
Sprites-Default @ =
[ Shader | Sprites/Default =
Add Component ]

Ewova 43: Texture

[N v dnuoveyia evog véou texture, amatteltal n) Xe1on evog apxeiov ewovac (PNG

N JPG yiax magaderypa) Kot ) toto0£€tnot) Tov oty TEQLOXT) TwV assets:

B Project | O censole
Create ~
¥ | Favorites Assets
(. All Materials
(1 all Madels
(Al Prefabs
(2 ANl Seripts

marigjump S Assets

This folder is empty

Ewkova 44: Asset yLa tnv dnutoupyia texture

v ovvéxeln, Oa mEemeL va ooy Hatomon el HeTaopAa TS etkOvag amo ta Assets

oto TuNua Scene Hierarchy



Create ~| oAl )

r €} untitled*
Main Camera

Shaded

@ Project O console
Create ~ | Q
ry Favorites Assets

| Al Materials

All Medels
= All Prefabs
(2 ANl Seripts

BT e

Ewova 45: Metapopa eikovac ato Scene Hierarchy

3.9. MeTtaoXnNUATIONOL KAL KAT)QOVOULKOTITA AVTIKELUEVWV
Ot petaoxnuatiopol dixOéTovy TeeLS 0T TEG:

e 0éom

® TIEQLOTEOPN

o KAlpaka
Kd&Oe pla amd tic womteg avtés dabétel toelg TS Y Toug el afoves. Ooo
QAPOQA TNV WIOTNTA TG TEQLOTQOPT]G, EKPOALEL TO TTOCO TNG TEQLOTQOPNG (0€ HOLDES)
ue Paorm TO OO0 €va AVTIKE(EVO TEQLOTEEPETAL 08 OXEOT HE TOV KOOUO TOU

T VIdLoL 1 o avtikeipevo — yovéa. EmimAéov, n wwdmta e kAlpaxag kaboilet

OO0 HEYAAO elvAL TO AVTIKEIUEVO OTAV OUYKQIVETAL LE TO TIOAYHATIKO AVTIKELUEVO.

Onwg emiong avagépOnke oe EONYOUHEVN] eVOTNTA, T avTikeipeva oxnuatiCovv

éva ovotnua tepagyiag. Xenotwpomowwvtag to ovotnua avtd, ta GameObjects



vivovtat yoveic dAAwv GameObjects. Otav éva GameObiject éxel évav yovéa, tote Oa
TIOAYHATOTOMOEL OAEC TIC AAAAYEC HETAOXNUATIOHWV Oe oxéorn He éva dAAo

GameObject kat 0L pe TOV KOOUO TOL TTALXVIOLOV.

INa mapdderypa, éva avtikeipevo ov dev éxetyovéa kat oloketat otnv 0¢or) (10,0,0),

Oa éxeL amdoTaon déra HOVADWV ATtd KEVTQO TOL KOOHOU TOU TIALXVIOLOU:

Ewkova 46: AVTIKEIUEVO XWPIG yoVEX
Evw éva avtikeipevo otnv da 0£or), To omolo Opws dixbétet yovéa, Oewoel we kévtoo

Vv Teéxovoa Béom tov yovéa:

Ewkova 47: AVTIKEILUEVO UE YOVEN



Ta GameObjects pmogovv va kAngovopnovv, tormodetwvtag otov KatdAAnAo yovéa.
To avtwkelpevo «mad» ovvdéetal pe éva pkeo BéAog to omolo deiyvel mEOG ToO

QAVTIKELUEVO «YOVEQ» UE TOOTIO OTIWGS PALVETAL OTNV TTAQAKATW ELKOVA:

Ewkova 48: KAnpovoutkotnta AVTIKELUEVWY

H xAngovouucotnta GameObjects éxelL moAAamAég xonoelc. I'ia mapdderypa, dAa ta
dlapopetikd TUNHata &vog tank Oa pmogovoav va  amoteAovv  EexwoloTa
GameObjects, Ta omola va foiokovtat otV tegagyia kKdtw amno éva GameObject, e to
ovopa “tank”. Me tov TQOTIO ALTO OTAV TO YOVIKO AVTIKEIHEVO KLvElTal AAAa ta

avTIKelpeVa — madL& Tov Ba €éxouvv TNV Ol CLUTTEQLPOQA:



-

Main Camera
¥ Tank

¥ Wheels
Wheel
Wheel 2
Wheel 3

¥ Gun
Base
Shaft

¥ Body
Base
Top

Ewova 49: KAnpovoukotnta AVTIKELUEVWY - 2

3.10. Eowtegika Assets (Internal Assets)

ITooxertal Y ototyeia T oMol HoQovV var dNUovEyYNBovV evtdg TG MTAATPOQUAG

Unity xat dev amartovv v OMaln KATOOL €EWTEQKOV TEOYQAHUMATOS YIX TNV

dnuLovEYLA 1) TNV TEOTIOTOINOT| TOVG.

Meowed magadetypata internal assets etvat T magakdtw:

e Scenes

e Animations

e Materials

e Scripts

o DPrefabs

Ia v dnuovoyila evog internal assets, otov @axeAo twv Assets, emiAéyetal 1

duvvatotnta “Create”, 0ws @alveTal OTNV TAQAKATW EKOVA:



Show in Explorer
Open Prefab
D Audic Mixer
Open Scene Additive Material
Import New Asset... Lens Flare
Import Package » Render Texture
Export Package... Lightmap Parameters
Find References In Scene Custorn Render Texture
Select Dependencies Sprite A
Refresh Ctrl+R Sprites >
Reimport Tile
Reimport All Animator Controller
Extract From Prefab Animation
R Animator Override Controller
— FEE Avatar Mask
QOpen C# Proj;
pen roject Timeline
Physic Material
Physics Material 2D
GUI Skin
Custom Font
Legacy 2

Ewova 50: Anuoupyia Internal Assets
Yanv ovykekQuuévn negintwot), Oa dnuiovgyndovv éva Tolywvo kat éva TETEAYWVO

e TIavopoLOTUTIN dladikaola:



Ewova 51: Anutoupyia TpLywvou Kot TETPAYWVOU

Enopévwg, 1o amotéAeoua g dnuioveyiag aivetatl otov @akeAo twv Assets:

i@ Project

Assets

Ewkova 52: Amtotédeaua AnuLoupyiog TpLlywvou Kat TETPAYwWVoU



3.11. Anpovyia Script otnv mAateogua Unity
H dnuwovoyla scripts elvat amagaitnt yix v dnuovgyia maxvidwwv otnv

nAat@ooua Unity. AmoteAel tnv dadwcaocion ovyyoaens TUNHATWV KWOKX, TIOU
TEOOKOAAWVTAL oav ovotatikax ota GameObjects g oknvrs. H dixdkaoia avr)
umopet va moaypatoromOel péow g YAwooag C# 1 tng vAomoinong g Unity yix
JavaScript, yvwortrc kat wg UnityScript. I'a tnv dnpuoveyia evog véou script, mpémet

va akoAovOnOel 1 ddikaoia N oTola PalveTal 0TV TAQAKATW EKOVAL:

File Edit Assets GameObject Component Window Help
Create > Folder
Show in Explorer C# Script I}
Cpen Shader »
Delete Testing N
Open Scene Additive Playables >
e Assembly Definition

Ewova 53: Anuoupyia script

Me 1o mov oAokAnpwOel 1 magamdvw dwdkaoia, ep@aviCetal 0 XWEOS YL TNV

oLYYQaPN TOL script:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class NewBehaviourScript : MonoBehaviour {
/[ Use this for initialization

void Start() {

}

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

)

)



Onwg @atvetal kKat amo ToV MaQATAV® KWK, 1] VEa KA&om 1) omtola dnpoveyeltat
elvat vmtokAdon g MonoBehaviour,  onota amoteAel TNV vTTEQKAAOT OAWV TV
KAdoewv otnv meplntwon g mAateoouag Unity. H kAdon avt mepiéxer dvo

onuavtucés ueBodoug (Aettovpyieg):

e Start(): KaAeital katd v mEWTN QOQA& TIOL TO AVTIKEIUEVO XQNOLHOTIOLE(TAL

oTNV OKNV.

e Update(): Xpnopomoteltat yix TNV avavéwon TOL AVTIKELLEVOU.

3.12. Scripting yia dnuovgyia kivnong
Lra mAalowx TG OLYKEKQLUEVTS evotnTag Oa vAoTomOel script Yo v dnpoveyia

kivnone. To ovopa tov script Oa etvatr “Movement” kot agxikd Oa meQLéxet pa

petaBAnT) mov Oa agopd TV TaxvTTA:

public class Movement : MonoBehaviour

{
public float speed;

}

Zanv ovvéxewr, 1o ovykekQLUEVO script Oa petakivnOel amo v megloxn twv Assets
oto avtiotoryo GameObject. Emopévwe 1o anoteAéopata Oa elval avtd to omolo

paivetal otnv ovvéxela:



¥ [GameObject 1] static v

Tag|Untagged  t|layer|Defau ¢

Ewova 54: Metagopa Script

Yanv ovvéxewn umogel va vAormomOel puébodoc Update() puéoa oto script yia v

petaPoAr) tng B€ong Tov avTikKelévou pe BAor) TNV TaxUTNTA TOL:

void Update() {

float h = Input.GetAxisRaw(“Horizontal”);

float v = Input.GetAxisRaw(“Vertical”);

gameObject.transform.position = new Vector2 (transform.position.x + (h *

speed), transform.position.y + (v * speed));

Enopévwg, petd amnd tv mpooOrjkn tng ouykekopévng nebddov kat aAAdlovtag v

TIUN TNG TAXVTNTAS, TAQATIQOVLLE TNV HETAKIVIOT) TOL AVTUKELUEVOD:



Pasition x7.88 v[-0.03 zia

Rotation Xxa ¥a Zo
Scale X1 Y1 |
w . o Sprite Renderer [FE-S
Sprite LlSguare =]
Celor | ]
Flip Ox O
Material |6 Sprites-Default -]
Draw Mode | Simple 4
Sarting Layer | Dafauk n|
Order in Layer 1]
Mask Interaction | ligne 1
T ) o Mavement (Script) [+E-S
Seript Mavement o
Spaad 0.8
Sprites-Default [ 7%
| Shader Sgritis/Dafawit .

[ Add Component I

Ewova 55: Metakivnon Avtikeyuévou - 1

CIIET
| #Scene | € Game 5 Asset = 0

Shadad = || | Eirmea - | (E-Al

Ewkova 56: Metakivnon AvTikelugvou - 2

3.13. Collisions
Ot ovykpovoeig (collisions) otnv mAatpogua Unity diaywotlovtal amod ta sprites, ta

OTIOLX TAQOVOLACTIKAV O& TIQOT)YOVHEVT] €VOTNTA. Lav tagaderypa Oa mapabéoovpe
Vv dnuoveyia evog tolxov, mavw otov omolo O cuykEovETAL €Vag XOOAKTIIONG

TiakTn):



Tag | Untapyed & Laer |Dsismb i

T Trawidae e
P i LIETE] ¥ 4 za
Faldias L] ¥a Ia
Hedle HEITES ¥ 7 S 21
= . o Sprae Renderer ge
Sari - Souers L
Lol | *
Fip WY
Matarial i oDt
Drarm M Tawln i
Bartng Laper Dk '
Crde in Larpar I
sl Inteacian Linems
Sprives-Durtaisit Lo
Adkd Companar

Ewova 57: Anuoupyia toixou yia collision

EmtiAéyovtac “Add Component” otov Inspector, dnpoveyovpe Tov TolXo L To OVopa

Box Collider 2D. Xapaxtnolotikr] eival N maQakatw eKova:

v M ¥ Box Collider 2D [ &
Edit Collider

Material None (Physics Material 2D) o

Is Trigger L

Used By Effector LJ

Used By Composite L

Auto Tiling L

Offset X0 Yo |

Size X|1 Yl |

Edge Radius 0 |
» Info

Sprites-Default @,

» Shader | Sprites/Default =

Add Component

Ewova 58: Anuoupyia toixou yia collision - 2
Meta v dnuoveyia, UTOQEOUHE VA TIAQATNQEICOVUE UL TIQACLVT] YOALUT] OTNV

TLEQIUETQO TOL avTIKeUEVOL. ATtoTeAEl Tt OQLx OUYKQOLOT|G:



Ewova 59: Anutoupyia toiyou yua collision - 3

210 onuelo avto MEETEL Vo DLEVKQLVIOTEL OTL 1] dNULOLEY It CLYKQOVOEWV UTIOQEL Vax
vrtootneixOel oe pla peydAn mowdia oxnuatwy kat peyedwyv, kat OxL Hovo oe anAd

opOoywvia. XagakTnoloTiko etvat To Taddery o Tov akoAOLOEL:

Ewova 60: Mapadetyua avtikeiuévou yia collision

3.14. Materials kot Shaders
v mAateoppa Unity, éva Material etvat éva agyelo to omolo mepLéx et mAnogooteg

OXETIKA HE TOV PWTIOMO EVOG AVTIKELUEVOL He TO OVUYkekQUévo material. Aev Oa



TIOETIEL VA VTIAQXEL OUYXVOT] UE TO OVOUA TNG €VVOLAG, TIOV TIAQATIEUTIEL O OQOVG

(PUOLKT|C.

[N v dnuoveyta evog véov Material, otnv meploxn twv Assets, mpémet va emtideyel

Create -> Material:

Ewova 61: Anuoupyio Material

Amo v dAAN mAevpd, o Shader eivat éva mEdypappa to omolo kabopilel To mMwg
oxedudletat kaOe dapopetikd pixel otnv 006vn. Ot shaders mpoyoappatiCovtat oe
pia YAwooa meoyoappatiopov, ov potdlet pe v C, n ortoia ovopaletar GLSL xat

pmogetl va dwoet amevBeiag 0dnyteg otnv GPU vy Adyoug yoryoong emefepyaoiag.



3.15. Xonorn tov Asset Store
To Asset Store amoteAel éva amd ta MO dLVATA XAQAKTIOLOTIKA TNG TAATPOQHUAG

Unity, kaOwc¢ dixOétet peyaAo aplouo:
® assets
e tools
® scripts
® projects

ITookewévov va pmoéoet va yivel xonjon tov Asset Store, amawteitat 1) xorjon evog

éyrvpov Unity ID, étol wote va umopet va yivel Xorom twv vmneeotwv tov Asset Store:

& scene. € Game @ Asset Store | - 5 om

Experience the new Asset Store beta Take me there §e

Flve-star
puzzler assets

‘ Search now l
L

Ewova 62: Asset Store

FNa magaderypa, 0TV MAQAKATW €OV Yivetat avaln)tnong Kat HETa@OQTwaoT

(downloading) evog tutorial:



[Sene | €Game | 8 asset Store | o =

“« ] Language Engliah »  Create Accoant | Login

Ewova 63: Mapadetyua avalntnong tutorial

A@ov oAokANEwOel 1) peTapootwor), To ontoodrjtote Asset propel va xonotporomOet

pnéow g emiAoyng Import.

3.16. IIapadeiypata Kwdika oe Unity
Zta mAaloa g OUYKEKQLUEVNG EVOTNTAG, O TAQOLOLXOTOUV TTAQADE LY AT KWK

[20], T omola vAoTOWVV KAQ&OELS, OL omoleg oxeTllovtal He €va amAOTIOUUEVO
ntaxvidt, oto onolo vagyel évag maiktng (player) kot évag ex000¢ (enemy), ot omolot
petakivovvrat. O mailktng pmoet va mvgoPoAnoet tov ex000, kat o deUTEQOS Vo
vrtootel ATy 0tV vyeia Tov. LTy ovvéx el emMoUéVws, Tapatifevtal ot KAAoeLS,

TIOL LAOTIOLOVV T 00X AVAPEQONKAV TTAQATIAV®.

[Mapaderypa 1: Metaxivnon maiktn



using UnityEngine;
using UnityEngine.SceneManagement;

using System.Collections;

public class PlayerMovement : MonoBehaviour {
floath, v;
Rigidbody rb;
public float speed;
// Use this for initialization
void Start () {
rb = GetComponent<Rigidbody> ();
}
// Update is called once per frame
void FixedUpdate () {
h = Input.GetAxis ("Horizontal");
v = Input.GetAxis ("Vertical");

/[pass this input to a function that changes our position

rb.MovePosition (transform.position + (new Vector3 (h, 0, v) * speed *
Time.deltaTime));

}

[Topdaderypa 2: ITvgoPoAiouog Iadiktn



using UnityEngine;

using System.Collections;

public class PlayerShooting : MonoBehaviour {
Ray shootRay;
RaycastHit shootHit;
ParticleSystem shotParticles;

EnemyHealth eH;

// Use this for initialization
void Start () {

shotParticles = GetComponent<ParticleSystem> ();

// Update is called once per frame
void Update () {
if(Input.GetButtonDown("Firel")){
Shoot ();

void Shoot() {
shootRay.origin = transform.position;
shootRay.direction = transform.forward;
shotParticles.Play ();
if (Physics.Raycast (shootRay, out shootHit, Mathf.Infinity)) {



eH
shootHit.collider.gameObject. GetComponent<EnemyHealth> ();
if (eH = null) {

eH.TakeDamage (5);

ITopdderypa 3: EmiOeon oe ex000

using UnityEngine;

using System.Collections;

public class EnemyAttack : MonoBehaviour {

PlayerHealth pH;

// Use this for initialization

void Start () {

/] Update is called once per frame

void Update () {



void OnTriggerEnter(Collider other) {
if(other.CompareTag("Player")){
pH = other.GetComponent<PlayerHealth> ();
pH.TakeDamage (5);

[Tapdderypa 4: MetaBoAr) Yyelag ExOoov

using UnityEngine;

using System.Collections;

public class EnemyHealth : MonoBehaviour {
public int currentHealth = 10;
int maxHealth = 10;
EnemyMovement enemyMovement;

EnemyAttack enemyAttack;

// Use this for initialization
void Start () {
currentHealth = maxHealth;
enemyMovement = GetComponent<EnemyMovement> ();

enemyAttack = GetComponent<EnemyAttack> ();



// Update is called once per frame

void Update () {

}

public void TakeDamage(int amount) {
currentHealth -= amount;
if (currentHealth <= 0) {

Die ();

void Die() {
enemyMovement.enabled = false;
enemyAttack.enabled = false;
transform.Translate (Vector3.down);

Destroy (gameObject, 1f);



IMapaderypa 5: Metaxivnon Ex0oov

using UnityEngine;
using UnityEngine;

using System.Collections;

public class EnemyMovement : MonoBehaviour {
NavMeshAgent agent;
GameObject player;

Transform target;

// Use this for initialization
void Start () {
player = GameObject. FindGameObjectWithTag ("Player");

agent = GetComponent<NavMeshAgent> ();

// Update is called once per frame
void Update () {
target = player.transform;

agent.SetDestination (target.position);



IMapaderypa 6: AkoAovOnoN KApEQAS

using UnityEngine;

using System.Collections;

public class CameraFollow : MonoBehaviour {
Vector3 offset;
Transform target;
GameObject player;

public float smoothing = 4f;

/[ Use this for initialization

void Start () {
player = GameObject. FindGameObjectWithTag ("Player");
target = player.transform;

offset = transform.position - target.position;

// Update is called once per frame
void Update () {
transform.position = Vector3.Lerp(transform.position, target.position +

offset, smoothing * Time.deltaTime);

}



KEDAAAIO 4: MEAAONTIKEX ITPOOIITIKEX

LTO OUYKEKQLUEVO KePAAaLO, O TaQOLOIXCTOVV OUYXQOVES TAOELS OV OoxeTilovTal
e v xornomn toco tov 3ds Max 6co kat ¢ Unity, kaOwg kat peAdovtucég

TIQOKANTELG.

4.1. LUyxooveg Taoelg otnv Xonon tov 3ds Max
LTV oUYKeEKQLUEVT] eVOTITA TapaBéTovpe oUYXQ0VES TAOELS, TTOL OoxeTICovVTaL pe

Vv Xonon tov 3ds Max:

e Ewovikn xat Emavénuévn Ilgaypatikotnta (VR/AR): To 3ds Max
XONOHUOTIOLEITAL OAO KAl TEQLOOOTEQO Yot TN ONUIOLVOYIXt TEQLEXOUEVOL
ELKOVIKNG KAL ETIAVENHEVTG TIOAY HATIKOTITAG, kaOwg pmogel va dnuiovpyroet

LYMATC TOLOTNTAC TELODLAOTATA HOVTEAX KAL KIVOUUEVA OX£DLL.

e ATEeIKOVLOT) O€ MQAYUATIKO X00VO: Me T15 BeAtiwoels otig emdooels g GPU
(Movada Ente€epyaoiag I'oagpuawv) kat Ty avamtuén unxavaov anodoong oe
TIOAYHATIKO X00VO, T0 3ds Max xenotpomoteital OA0 KAl TEQLOOOTEQO YL TN
ONULOVEYIX TOLODAOTATOV TEQLEXOUEVOL O€ TRAYHATIKO XQOVO, €& 000

QPOOA TNV dNULOVEY X BLVTEOTIALXVIOLWV.

® AQXITEKTOVIKT] KAl OXEDAONOG: AToTeAel éva ONUOPIAEC eQoyalelo Y TV
QXOXLTEKTOVIKT] ATIEWKOVIOT, YEYOVOG TIOU ETUTEETIEL OTOVUG QAQXLTEKTOVES KAl
TOUG  OXedOTEG v ONUIOVEYOUV  efaIQeTikd  AETTOMEQN) Kol  axQLp)

TOLOOLAOTATA HOVTEAN KTIQIWV, E0WTEQKWV XWOWV KAL TOTWV.

e Kiwvovpeva yoapikd: Xonoomnoteitat emiong yix YOa@k& kivnong pe .oxvoi

XAQAKTNOLOTIKA  OTIWS  CLOTNUATA  CWHATIWY, TEONYHEVA  eQyaleln



KLVOUHEVTG ELKOVAG KAl Ll TOKIALX €€, TTOL HTTOQOVV VA XQNOLHoTIom 0oV

Y T dNULovEYiot SLVAHULKOD KAl EAKVOTIKOU OTITIKOV TIEQLEXOUEVOU.

e Biounxavikn evowpatworn): Evoopatwvetal ouxvd pe dAAx Aoylopd kat
gQyaAelar IOV XENOHOTOOVVTAL 0TI PLOPNXAVIA TAWVIOV KAL TTAX VIOV,
omws ta Autodesk Maya, Unity (mov Oa peAetrioovpe otnv ovvéxela) xat
Unreal Engine, pe otoxo t PeAtioon twv dxdkaowwv eQyaoiag kol tng

OULVOAILKT|G TTOLOTITAG TOV TEALKOV TIQOIOVTOC.

4.2. LUyx00veg Tadoelg otnv xonon tov Unity
Onwg kat omv mepintwon tov 3ds Max, magovotdlovple TIc OUYXQ0VEG TATELS OTNV

ntepimtwon g Unity:

e Xgnon otnv avantuén naxvidtwv yia kivnta: Exetyiver pia dnuogiArg
ETIAOYN VLA TNV AVATITLETN ALY VDLWV YIX KIVITA AOYW TwV dLVATOTHTWV

G 0& MOAAATAEG TAATPOQUES KoL TNG EVKOALXG XON|ONG TNG.

e Avéavopevo evdiagépov yia VR kar AR: Exet mpooOéoel vtootolEn yx
nAat@oopes VR kat AR kat moAAol TQOYQAUUATIOTES XQNOLLOTIOOUV T
U)XV Yt va OTULOVQYT)O0VV OUYXQOVEG EPAQHOYES YIX TIG OUYKEKQLUEVEG
TeXVOAOYLEG.

e Eméktaon oe Popunxavieg ektog maryxvidwwv: XONOHOTOLEITAL Y T
ONuoLEYlx €vOg €VEEOC PATUATOS EPAQHOYWV TIOU OEV APOQEOVV  HOVO
maXvidlx, ovuTEQLAAUBAVOUEVIG  TNG  AQXLTEKTOVIKNG amodoong, Tov

Bropmxavucov oxedxropov kat e ddEACTIKT)G TTEOCOUOIWOTC.

o Avamtuén Tov MeEQLEXOUEVOVL MOV dnUovEYeital and Tovg xernortes: To

Unity Asset Store, emiTQémel OTOVE TMEOYQAHUATIOTEG VA ayoQAlovv KAt va



mMOVAOUV  €tolua otolxela, amoteAwvtag Paowkny Tyr)  Yux  1oAAovg
TIQOYQAUUATIOTEG.

e Eotiaon omnv anédoon kat tn feAtiotonoinon: Egyaletat ouvexws yx )
BeAtiwon TG amddoong, MEOoOETOVTAS VEES dLVATOTNTES Kol eQYaAela, OTIwWS

0 ovoTNua eQyaotwv C#, tov petayAwrttiotr) Burst kat to mAaioo DOTS.

e MetaPaon oe vinpeeoieg cloud: Ilapovoiaoe tnv vrneeoia Unity Cloud Build.
H vmneeoia avt) emtoémel OTOUC TQOYQAMHATIOTES Vo ONULOLQYOUVV

ntarxvidwx oto cloud kat va BeATiovouy dixpkwg 1 dadukaoia avAaTTuENG.

e Bedtiwpévn avantuén 2D naxvidwwv: H vtootroén ya tnv avamntvén 2D
ntaxvdwwv  éxet mpootedel omnv Unity kat moAAol mEOYQARUATIOTEG
XONOLOTIOLOVY LTV T HNXAVH] YIX V& ONHIOLEYT)OOUV TETOOL TUTIOU

Ty viola.

e Xgnon pnxavikne puadnong kat texvnrtrg vonuoovvng: Ewornyaye véeg
duvatdTNTeG Kal €QYaAElx TOL ETMITEETMOVV OTOUG TQOYQAUUATIOTES Vo

XONOHOTIOOVY UNXAVIKT) HAONOoT] KAl TEXVNTI] VOTHOOUV] 0T Ttay VIO Kot

TIC EQPAQUOYEG TOUG.

4.3. MeAdovtikég IgokAnoelg kat Avvatotnteg
Etvat adiap@ofr)tnto to yeyovog 0Tt He TNV mAQodo TOL XEOVOL aLEAVOVTAL KAL OL

ATIALTNOELS OXETIKA HE TNV AVATIAQACTACT] AVTIKEUEVWVY ElTE 000 APOQX TOV
dLodlkotaTo elte GO0 APOEA TOV TELOOLXOTATO XwWEO. Emtiong Oewpeitat dedopévo to
YEYOVOS  OTL  ONUIOLEYOUVTIAL  QVIAYWVIOTIKA  AOYIOHIKA, TIAQOUOLAG
AELTOVQYIKOTNTAG HE AUTA TIOL TAQOVOLACTNKAV OTA TAQLOL TNG OLYKEKQLUEVTC

eoyaoiac. Emopévwg, Oa meémel va moorypartomtomOel TQOOEKTIKT) CUYKQLTLKN LEAET)



KL AVAALOT, €TOL WOTE VA EEETACTOVV TA TIAEOVEKTIIHUATA TOVUS KAL V& yivouv ot

avtiotolyeg BeAtiototomoelgs.

[daiteon éupaon emiong Oa mEémet va doOel OTNV EMEKTAOT] TWV OLVATOTI|TWV KL
Twv dBéouwy  eMAOYWV TOUL  TAREXOLV, £TOL WOTE VA  HUTOQECOLV VA
avTamokQlOoUV 0TI OUYXQOVES AVAYKEG TNG €MOXI)S, OTNV OTOX O KOOHUOG TWV
Yoapkwv dradoapatiCet MOAV ONUAVTIKO QOAO OTNV emITLXiX TWV €KAOTOTE
EPAQUOYWV. ZUVEXELX £QXOVTAL OTO PWGS VEX DEDOUEVA KAL ATIALTNOELS (AVTIKE(pEVA
KAl YEWHETOKEG AVATIAQAOTACELS), OL omoleg Oa mpémel va Aapdvovtal cofaod

LTTOYT ATO TIG OUADEG AVATITLENG AVTWYV TWV AOYLIOUKWV.

[Tépa Opwe amd TV TOTOTNTA TG AVATIAQACTAOTG, TOAD ONUAVTIKY] TTOOKANOT)
ATOTEAEL KL O TAQAYOVTAG TNG KATAVAAWOTG TTOEWYV TOL OLOTHHUATOC. AgV LTIAQXEL
ap@BoAia we 1 X101 AOYLOUKOV IOV KATAVAAWDVOLY HEYAAO HEQOG TWV TOQWV
EVOG VTIOAOYLOTIKOU OUOTHUATOS (VTN KAL KEVTIOWKY] HOVAda emeEeQyaolag),
TIQOKELEVOL VA LIKAVOTIOMOOLV TIG AVAYKES TOU XOT|0TN, TOAAES OEG 001 YyOUV OTO
amotéAeopa TG apvnTikng eumepiag. Emouévawg, Oa moémel va Poloketat 11 cwot)
loopEoTa HETAEL TG XONONG TOQWV KAL TNG amaltnTiki)c dadikaolag Tng

dnuoveYylag Kot emeeQyaoiag yoaQIKwy OTOLXEWV KAL TTALXVIOLWV.

Ot duvvatotteg Twv dVO eQYaAelwV TTAQOVOLACTNKAV [LE CUVOTITIKO Kol 0ot TOTO
OTA TIEOTYOVHEVA KEPAAQALX Kal OTws elval TEOQavES, aATOTEAOVV AOYLOUIKA, TX
oTtolat LTTOEOVV VA LTIOBOTONCOLY CNUAVTIKK ETTAYYEAUATIEG OTOV XWQEO ONLOLEYIAG

YOAPUKOV KAL TALX VDLWV TIQOG TNV EMITEVETN TWV OTOXWV TOVG.

Inuela - kAex amoteAoVV oL €VVOLEG TNG  EWKOVIKIG KAl eMavEnuévng
TOAYHATIKOTNTAG, Ol omoleg péow tov 3ds Max war tnc Unity umopovv va

EPAQUOOTOVV kKl O KLELAEXTOOVY OTO AUETO HUEAAOV.



ZNUavTikog Opws avapévetat va etvat o goAog tn¢ Texvntmc Nonuoovvng 6oo agooa
™V emtuxia Tovg, kaBws Héow TwV aAYoRLlOpwY unxavikne padnong mov diadetel
OTO OMAOOTACLO TNG AVAUEVETAL VA EVIOXVOEL TV €LPLIA KAL TNV ATIOTEAETUATIKT
Agttovpyia Tovg. Ag okepTovpe éva TOAL amAd, aAA& XaQAKTNOLOTIKO TTAQADELY AL
éva Ly vidL, To omolo Héow TV avTiotolxwv aAyoolOuwyv Oa exkmadevetal pe Baorn
TO LOTOQLKO TWV KIVIOEWV TOL Talktr), kat Oa pumopel va mEOPAETeL TIC emMOpEVES
KWWIOELS 1] XONOHOTIOOVHEVES otoatnYikéS. Eva tétolov tomov mtaxvidy, Oa pmoeetl
va TEOPAETEL TIC OKNVEG OL oTtoteg Bax POETWVOVTAL dNUOVEYWVTAS UE TOV TEOTO
avTto pax aAvoda BeAtiotononjoewv. H texvntr) vonuoovvn Oa pnogovoe emiong oe
HeAAovTikég ekdOOELS va LTtoonONoEL KAt TOV XONOTN — TEOYQAULUATIOT KATA TNV
egyaoila tov ota avriotolxa meQPdAAovia (Yneuakog Bondog, avtopatoToinom
dnuoveylag yoapkwy), BEATIOTOTOWOVTIAG TNV TOWOTNTA Kol TNV TAxLTNTA

dNULoOLVEYIAG TWV EKAOTOTE ATOTEAETUATWY.



KEDAAAIO 5: XYMIIEPAXMATA

H ovykexolpévn mruxwakn eoyaocia oav Packd otoxo elxe v Omnuoveyia
EKTIADEVTIKOV VAWKOU, TO omolo Oa pumogovoe va @ulofevnOel oe mMAaTEOQUA

AoVYX00VNG NAEKTQOVIKTG p&Onong.

Emopévwg, agxwd moayuatorom)Onke 1 avtiotoxn PpAoyoagikr) peAétn 0oo
QAPOPA TNV NAEKTQOVLKT] HAONOT) KaL TIO CLYKEKQLUEVA TNV ACUYXQ0VT] NAEKTQOVIKN
HAaOnoT), mMaEovoldlovTag Ta XAQAKTNELOTIKA TG, ONUOPAELS TTAATPOQLEG TIOV TNV
vrtootnEiCovv, kabwe Kkatl TV eEEALEN NG WA KATA TNV EMOXT] TG TAVONHiag

Covid - 19.

Yo Vo eMOpEVA Ke@AAalx TOL akoAovONoAV, TAEOLOLAOTNKAV HE AETTOMEON
T0T0 Tt eQyaAela dnuoveyiag yoagpikwv 3ds Max kat Unity, mapovoialovtac ta
XXQAKTNOLOTIKA TOVG, T duvatd kal advvapua onuela TOUg, LOTOQKA OToLXelar TOUG,

ka0wg kat AeTtTopeQels TEOdLYQAPES TNG AELTOVQY LKOTITAG TOVG.

Yto teAevtalo ke@aAalo ava@égbnkav oL oUyXeoves Taoels touvg, kabwg Kot
HEAAOVTIKEG TTOOKANOELS TTIOV POoEOLV TNV XEnon tove. Kowvn duamiotwon etvat ot n
Texvntm Nonupoovvn avapévetat va dladoapatioel onuavTio QOA0 600 aPOEA TNV

AELTOVQYIKOTNTA TOLG.

To avtiotorxo vAKO, To omolo TaRatéOnke O LmoOEOVOE e TOAD UIKQEG UETATQOTIEG

va @udo&evnOetl oe pia mTAaTEOQUA acvy X0V NAEKTEOVIKNG u&kOnong.

TeAwod pag ovumépaoua etvat 6Tl EokeltaL Y dvo mavioxvoa egyadeia, Ta omola

He TIs kKatdAANAeg BeAtiotonomoels 0to HEAAOV, Ba dxdwooLvV aKOUT) TTEQLOTOTEQO



mv  eEATTAWOT] TOvG, AMOTEAWVTAS KAOOQLOTIKOUG Talkteg OtV  dnuoveyia

YOXPIKWV.
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