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>vvontikn Iepiinyn

H mopovca gpyacio amotuvndvel OAn Ta 6Tdd0 ToL 0ol Y¥PEIdlovToL Yo TNV K500
evog Pwteomayvidiov. H oapyn yivetor pe 1w mopovsioon ToV  KATNYOPLOV
Bvteomayvididv OV VITAPYOVV QVTH TN GTIYUN GTNV 0yopd Kot akoAovOel To KOUUATL
NG VAOTTOINGNG, OO TNV aPYIKN 10EA LEYPL TNV O1dOECT) TOV ALY VIS0V GTO OLyOPACTIKO
KOWO. Ava@Epovtol Ol TEYVIKES KOl TO PEGO OV OOLTOVVTIOL, Ol QLGKOAIEG TTOV
TPOKVTTOVV Kol TPOTOL OVIYUETOMIONG €VOC TETOOL €idovg eyyelpruatos. Télog
Tapovctdlovtal ol aEOA0YNOELS SPOP®V ¥PNOTOV Tov £man&ay To PvTeomatyviol,
TPOTAGELS Y10 TEPETALP® AVATTVLEN KO TOPAPTIUOTO LLE TO KOOIKO Kol To apyEia. Tov

YPNOLOTOON KAV Y10, TNV LAOTOINGT TOV.

Abstract

This thesis captures all the steps needed to make a video game. The beginning is with
the presentation of the video game categories that currently exist in the market and
follows the part of the implementation, from the initial idea to the availability of the
game to the buying public. The techniques and means required, the difficulties that arise
and ways to deal with such an endeavor are mentioned. Finally, the evaluations of
various users who played the video game, suggestions for further development and

appendices with the code and the files used for its implementation are presented.



[Tepiinyn

H mroyoxn epyacio exmovnOnke oto tunua Texvav, Hyov kot Ewkdvag tov
Ioviov IMoavemomnuiov vd v enifreyn tov kabnynt Ioavaydmoviov MiyonA. To
0épa g epyaciog ivol o oyedacnds, n avartuén Kot 1 £€K600n £vog AvGOAGTATOV
Bwrteomayvidiov to omoio mépa amd To KOUUATL TG dlackédaong Ba Aettovpyetl Kot g
TOVPLOTIKOG 00M YOG Yo 10 Vol g Képkvpag. To maryvidl, av kot tpoopildtav apyikd
Y10, VTOAOYIOTEG, KATO TNV OAOKANP®OT TOL £kd0ONKeE Kot Yo Kivntd smartphone vrd
™V Hope1| €papproyns. To mayvidl cuvodedeTOL amd TNV ENIGN N 1IGTOGEAMI TOV OTTOV
LITOpEL KOVELS va, To katefdoet ite yio vtoloylot gite o kivntd kou tablet. H oelida,
N omoio. cvuvdéetan Gueco pe To Prvreomoaryvidl, Snmpovpyndnke ywoo TV TOPOYN
TANPOPOPLOV KOl OTTIKOOKOVGTIKOD VAIKOV, OTMG T0  dopnmotikd Pivteo to onoio
npoPailetor avtdpota pe v €icodo tov emokéntn. Télog dnpiovpyndnkay Ko ot
avtiotoyyeg oeAideg ota Kovmvikd diktva Facebook kot Instagram yio v npomdnon

KoL TNV OAANAETIOpaoT) TOV ¥PNOTAOV TOL PrvTeomartyvidtov.

To mayvior Sradpapatiletar ot Képrupa kot akolovbel Tov npma pe o dvoua
Xmopog oty mpoontadeia Tov va egpevvioet Tonobeaieg Tov voov. [Ma va eépet e1g
TEPAG TNV KAOE amocTOAN KAAEITOL VO TPOGTEPAGEL SLAPOPQ EUTOHOLA, VO ATOPVYEL 1
va eEovdetepmdaet x0povg, maryideg Kot Kivohvoug, vor GLAAEEEL Ta xpvod vopuiouata
Kol OAa QVTA 6€ OGO TO SLVVATOV AyOTEPO Y¥PdVO. Me o pumdpo vo delyvel GuVEYELD TO
vrdAouTo TG LMNG TOL TOL ATOUEVEL, EEKIVAEL TN TEPUTETELD TOV, OOV 6T TTopeia Oa
OVOKOADWEL KO LTOVKAALN 0T TO TALPOOOCLOKO AIKEP KOVUKOLAT VO TOL TPOGPEPOLV
mv xopévn evépyewa. H kdBe micta sivor apiepopévn kot o€ poa tonobesio Tov volov
pe v apyn va yivetor amd ) tapario g [apitcag, va akorovbel to maratd Opovpilo
Kol TO TPiTo EMIMEdO Vo PEPVEL TOV NPp®A G€ i Tapaiio 6mov Ba £xel T dvvatdtnTa

VoL oVOKAADWEL Kot TO B0AGoG10 KOGLO.

IMa v viomoinom kdéBe mTLYNG TOL TOYVIOLOD YPELAGTNKE KOl TO OVTIGTOLYO
Aoyiopkd. H xopla mhateopuo 6mov othnke 1o mouyvidr eivar m Unity omov
npaypotonomdnke o oyxedoopdc OAMV TV emmédmv, To, animation kot n cvvdeon
6LV TeV ototyeimv peta&d tovg. O kddkog ypaetnke oto Visual Studio oe yYAdooa
C# ka1 ot ovvéyeln eVTAGOETAL TAVM GTO YPOPIKA YLO. VO OTOKTHGOVY Kol TNV

avéroyn wwmra. Ta ypapwkd yopiovtar oe Vo kotnyopieg, TO YPOPIKA
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wepPAAALOVTOC KOl TO. YpaPikd yapoktipwv. H mpd™ xotnyopio amoteleiton amod
QOTOYpaPiec ol omoieg Tpafrytnkav oamd T wOAN g Képkuvpog evd m debtepn
katnyopia kuping and dadiktvakéc nnyés. OAa enelepydoTnkay 6T0 AOYIGHIKO TOV
Photoshop péypt va @tdcovv otn tehki tovg popen. Ot fyot Tov moyvidton
eneEepydotnkov oto Reaper kot to Wavelab evd to Bivieo yia to dtapnuotiko trailer
oto Adobe After Effect. H celida tov mayvidiov dmuovpynbnke otnv online

TAateoppo. WiX 61ov o xpnotng uropel vo KateBAceL To oty viol ava mioa GTryur.

21 ovvEéyeln aKoAovONGE TO KOUUATL TNG TPomONong Ko g dtoprong. To
oy vidl elye ®g oTOY0 TV SloKESAGN TOL XPNOTN Kot TV dtenon g Képrupag
péoa amd avto. Eivar katdAAnio yio OAeg Tic nAkieg kabmg dev meptéyetl axotdAANA0
TEPLEXOUEVO eV axoOpa Kot ot €xBpoi mov gppavifovral lvar oyedlaGUEVOL LE TETOL0
TPOTO MOTE VA €ival amodektol Kot amd ta moudld diymg va mpokarovv ofo. To mo
dVGKOAO KOUUATL, OTOTEAEGE O TPOYPOLUUATIGHLOG TTOV OTOV OAOKANPOOTKE, TO KOUULATL

tov Level design amotélece T0 T0 S106KESAGTIKO TUN A TOV TOLYVISLOV.
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Kepdiawo 1: Etcaymyn

ITedio "Epevvac

H epyoaoia amoteiel avTikeipevo HeEAETNG TOAADY Kot SLOPOPETIKMY TUNUATOV.
To mpdto €lvor n petaTpony| pog 10€ag 6€ oevdplo tKavd va vAomombel yla
Bwvteomaryvidtl. To devtepo glval ) vAOTOINGT TOL GEVOPIOV HEGH OO KMOTKO,
YPOPLKG Kot animation. Xto wedio Tov TPOYPOUUATIGHOD 1) EPEVVA APOPOVGE TNV
ONUovpyio KOSIKO GTOV 0010 EUTEPLEYOVTOL LETAPANTEG, GLUVOPTNCELS, TIVOKES Kot
alyopifpot pe okomd vo dmcovy {on ot Ypapikd Kot va ta Kafiotovv. Ta ypagikd
etvat €101Kd GYedOCUEVA DGTE VO TPOGPEPOLV TNV oleONTIKY oL amorteital. Ta
YPOLOTA TOL TEPPAAAOVTOC, TA GKITCO, Ol YOPAKTIPES KOO KO Ol EKPPAGELS TV
NPO®V OTOTEAOVV TPOTOV HEAETNG KOl GE GUVIVOAGHO LE TOV X0 SNUIOVPYOVV TO
emBuunTo onTikookovoTikd ePBaAlov. Idwaitepn Tpocoyn d0ONKe Kot 6TO
animation tov Npwa. apov pereTHONKoV mapadeiypoto Kiviiong Tov ovhpmTIVoL

OOUOTOC Y10 £VOL OGO TO SLVATOV O PEAAGTIKO OTOTEALEGHLAL.

H éxdoon yuo kivntég cuokevég amotédece £va ukpd Tapap T GTO 0010
TpoypaToromOnke épevva dcte va gtval copfatn 1 €kK60om TOL TAKVIOLD GE OGO TO
duvatdv TePLoc0TEPEG GLOKEVEG. [1€pa amd ) cvpPoatdTnTa TG EKdOONS KOt TOV
YPOPIK®V TPOKANGCT AMOTEAEGE Kot 1] 0pO1 AmeKOVIoN AOY® TNG TEPACTING TOIKIALOG
TOL VTLAPYEL OTIC S10TAGELS 0BoVAV TV KivnTdv TAepdvov kot tablet. Téhog yio
TPODONGN TOL ALY VIS0V TPAYLATOTOMONKE LEAETN Y10 TV ETAOYY| TOV
KATAAANA®OV HECOV KOWVOVIKNG OIKTVMOONS SOUPOVO LE TO amgvfuvopuevo Kowo. T
TIG EMMAEOV S0P UICELS TpaypaToTOOnKe Epevva PaCIGUEVN OTIG NAMKIOKES
OULAOES, TO PUAAO OAAG KOL TN YEWYPOPIKN TEPLOYN TMOV YPNOTMOV GTOVG OTOI0VG

amgvBHveTaL TO TOLYVIOL.



21606 ¢ Epyaciog

Baowoc o10y0g g epyaciag ivor 0 oyedlacpdc, 1 avdmtuén Kot n €kdoon
evog Pvteomayvidolod mov o TPooeEpPeEl oTIYHES dlaoKkEdaoNG Kol Ba Asttovpyet
ToPIAANAL O TASOIOTIKOS 00NYOG TOPAKIVOVTOS TO XPNOTN VO YVOPIcEL LEPT Kot
tonobecieg g Képkupag. Av o yprotng dev €xel emokepBel T1g Tomobecieg avtég,
péoa amd To oy vidl KaTd TV OAOKANpmoT TG Kabe Tiotag Ba £yl T duvaTdTTa Vo
TOV TOPEXOVTOL TTANPOPOPIES Yio VO OEL LT TO. LEPT OO KOVTA, EVM 6TV avtifetn
nepintoon Oo PAETEL TOTLOL YVOPIUO [LE L0 SIOPOPETIKT| OTTIKN, LEGA OO TOV KOGLLO

TOV TTOLLYVIOL0V.

Opopol
Rigging: Ovouddetat n dadikacio katd v omoia 1 opddo tov animation epapudlet

EVOL YNOLOKO GKEAETIKO GUGTNLLO ETAVD GTO LOVTELO.

FPS (Frame per Second): Eivat 1 cuvtopoypagio yio ta moca kapé, dnAadn eikOVeg,
eppaviCovtor ava devtepdrento. Av yio mapdadetypo o puOpudg petddoong eivan 50 FPS,
oavtd mpakTikd onuaiver 0t 50 ekdveg evorAdoocOovVTal GE  SAGTNUO  €VOG

OEVTEPOAETTOV.



Kepdloo 2: T'evikég €vvoleg kou katnyopieg [ayvioimv

H évvowa tov [Tayvioron

Ta moyvidw amotehovv BepeAiddec otoyeio g avBpdmivng eoong. Av Kot
oV gmoyn Hag yopaktnpiletar ToAAEG OpPEC MG KATL TO 0vOVG10 1) EMTOANLO KoL M
oKEYN TAEL OTIC VEAPEG NAKIEG 1| TPAYHOTIKOTNTO Eivan OTL amoTeAEL éva omd Ta KOpLa
oTotyela TG avOpdTIVNG VoG, AKOpa Kot 0d TNV EMOYN T®V 6TnAainv ot dvOpwmot
émonlov moryvidl. AnAadn mPOAyHOTOTOWOVGAV OPACTNPOTNTEG GE ATOMKO gite
opadko eminedo pe okomd T duokédaon Tove. o v €vvola Tov oty vidod Exovv
do0el molhol opiopol aAld dev vmbpyer Kamowo emionun exdoyn. Mio oapket
EMOTNUOVIKY TPOGEYYIoN €ivarl ot mov wpoondbnoav va dwcovv ot Elliot Avedon
kot Brian Sutton-Smith meprypdopovtog to moyvidt wg “ pio doknon efehoviikdv
ocvoTNUatOV eAEYXOV, Omov vEhpyel évag Olayviopdg petald Suvdpemv  mov
nepropiletal amd KavOVEG MPOKEWEVOL VO LIAPYEL OTO TEAOG €VO OMOTEAEGHA”.
Yuvenmg éva mayviot yia vo onpovpyn el ypetdleton apytcd T GLUUETOYY| TOKTOV 1
omoia yiveton pe ™ BAnomn toug Kot Oyt €€ avaykaotikd. EmmAéov éva moyvidl mpémnet

VoL £YEL GTOYOVC, GVYKPOVGT], KOVOVES Kal £vVaL TEMKO omotédeopa.

20EE .

AN SN '6'5

Ewdva 1.1 AvBporor mailovv moyvidt otnv Mecomotapio mpv and 3500 xpdvia.

1 Jesse Schell. The Art of Game Design 2" Edition. (US: CRC Press, 2015), 41.



Katnyopieg Bivteomaryvioiwv
LHawyviowo Hepiréreiog

Ta moyviow mepunételag Pacilovral Katd KHplo Adyo Tavem G€ pia totopio Kot
éva oevaplo. Ipdxerton yroo Toyvidla 0mov o ¥pNotne KaAeiton vo AVoeL Ypipovg Kot
Kovil Yo va mpoywpnoel oto EMOUEVO, 0TAO. Ta TPpMOTO TOrvidl 6 oV N
Katnyopio amoteAoOVIay HOVO omd KEILEVO LE TO YPNOTH Vo TANKTPOAOYEL TNV dpdion
mov €yl emAEEEL va KAvel. Xtn ovvéyewn e€ediydnkov o mayviolo ypoeikdv 500
OlOTACEMV KOl TAEOV OKOUO TEPIGGOTEPO UE TNV EAELON TOV TPLGOECTATOV
YPAPIKAOV, OTOL 01 dpAcelg TAEOV YIvOVTaL YPTGILOTOUDVTOG TO TOVTIKL, diymg OU®S vol
eEapavicovy amapaitnto TG TPOTAPYIKEG LOPPES O1 0TToieg Kat avtég e€eMyOnkay pe
™ Tapodo TV xpoévov. Ievikd to moryvidl avtg g Katnyopiog dev amotelobv
TOLVIOLo TPAYLOTIKOD XpOVOoV, KaOMDG 0 ypnotng cuvnbmg £xel 660 ypdvo ypetdleTon
va AGeL To Ypipo PExpt va Tpoympnoel 6to emdpevo otadio. Ilpdkettan yia moryvido
ov oamevBivovtal 6e KOO OV TOL apPEcEL Vo eEgpeuvdel peyOleG TOTEG, VA
OAANAETIOPE E YOPOKTAPEG, VO CLAAEYEL OVTIKEIPEVO KOl TANPOPOpPiEG UEXPL VO
@TaoEl 6T0 TEMKO 0TOYXO pe OAa To Tapamdve va PBacifovion oe pio kohoypappévn

oTopia. 2

H 1otopia og éva mayvidr teputételog amotelel 10 TpoTapyKd otoryeio amd To
omoio Ba g&aptnBei 10 MOGO KOAO Ba givor TO TEMKO amMOTEAEGUO e TO XPNOTN VO
TonTileTon 0G0 TO SLVATOHV TEPIGGOTEPO [LE TOV NPWO. TOV TTayvidlov. Aeov 1 otopia
EXELYPOOTEL, 01 OYEOACTEG KAAOVVTOL VO LETAPEPOVY T EUTAOLN KOl TOVS YPIPOLS oo
10 yapti oto kO6cpo Tov TayvidwL. Kdébe ypipog mpémer va eppavifetor yio
OLYKEKPIUEVO AOYO KATA TN SLOPKELD TOV Ty VIdoL Kot Vo armotedel pio svkanpia yuo
nepeTaipm aenynomn kot eEEMEN g woTopiag, Olymg va YoV 6KOTd Vo TPOSPEPOLY
am\é ovovoteg Tepetaipm mpeg gameplay. Kotd tn didpkeia tov moryvidod o Toikmg
KaAgiton vo AVGEL Ypipovg ot omoiot gite eivan owtOVOpOL £iTe GLVOLALOVY GTOLYEID OO
TPONYOVUEVOLS YPLPOLE TOV AvGE 0 Npwoc. o avtd To Adyo, 0 YpNotng Ba Tpémet va
€xel mAVTOL TO. OmOPaAiTNTO GTOLXElDL Yol VO TOVG AVCEL, e TO Minedo OLOKOAING vV

KMpoK®VETOL avdAoyo kot pe tn mpododo Tov Toryvidoy, VA TAVTO TPEMEL Vo

2 Crawford Cris. The Art of Computer Game Design. (Washington:Washington State University, 1997), 31.

10



AopPavetar vroOYY Ko To Kowvd 6to omoio amevBhvetar to moryvidl. ‘Eva mworyvidol
TEPWETELNG Y10 TodLd akoAovBel GAla TpoTLTTA e dlaopeTikd Pabud dvokoriog o
oxéon pe éva moyvidl mov omevBuvetar oe evidikec. o avtd T0 AdYo B Tpémel ot
doKlpacieg va elval TETO10V ETUTESOV MGTE TO. TOSLA VoL NV omoBappivovtal amd TuxoV
vrepPoikd Pabpd dvokorag kot ot EVAIKES val un to Bempov edkoro Kot Bapetd o€

TEPIMTmOON ATAOTKGOV Ypipmv.

Ewodva 2.1 Ztypdtumo and to moryviol neputétetag “Monster Hunter World” .

3 Bob Bates. Game Design, 2" Edition. (Boston: Thomson Course Technology, 2004), 49.
11



Layviowo Apcong

[Ipoxerton ywo ™ mO OMUOEIA] KoOTNyopio. 7OLYVIOIOV Kol UE TOVG
TEPLGGATEPOVG TITAOVG LE TO KVUPLO YUPOUKTNPIOTIKO TOVG Elval 1| OpACT) G TPAYLATIKO
xpOVO HE TO YPNoTN Vo SOKUALEL TOL YPYopo avTavAKAQGSTIKA Tov. Ot Kipieg
de€16TNTEG TOV AMOTOLVTAL €Vt 0 GGO TO JVVATOV LUKPATEPOG XPOVOG AVTIOPAONG OE
Ot omTIk6 gpEBIopa TapovstdleTon 6TV 006V Kol 0 GOGTOC GUVTOVICUOG LOTIDV KOl
xeprov. H adpevarivn otdver ota Oym kabBog Idwitepn Eugoaon divouv ot
KOTOGKELOOTEG GTOV MO KO TAL YPOPIKA Yio OGO TO SLVATOV TEPIGGOTEPO PEOMOTIKO
ATOTEAEG O, EVA M XPNOT XEPLETNPI®V 1 LOYADV givor Tov £xel TPOPASIGLO EVOVTL TOV
KAoowoh mAnktpoAoyiov. Av kot cav katnyopia, pumopel va eviayfel mAnBog
ToVIOLOV, amd afANTIKA, TPOGOUOIWoNS, ToTOS K.0. LE TOV OPO oy vidld OpAcNS
avaPEPOLACTE KUPLMG GE mayvidta Loymg Kot EVTovng OpacTnpdtTnTag Ue Tn KAUEPQ
KaTA KOPLO AOY0 € TPMOTO M TPITO TPOGMOTO, TOL £YOVV MG CKOTO VA O TOIKTNG Vo

Bpioketon SopkmdG o€ Kivnon kot va egdicoetatl Kad’ oAn ) SidpKelo Tov moyvidlov.
4

H tonofétnon ¢ kdpepog anoterel facikd Tapdyovia Yo TV EUTEPIO TOV
0o Puwoel o maiytng mailovtog to mayvidl. Otoav 1 kdpepa Ppioketar 6e mpmTO,
TPOCHOTO, £ival TOTOOETNUEVT GTO KEPAAL TOV YOPAKTH PO, LLE TO YPNOTH Vo PAETEL 6TV
006vn 1oL péca amd o LATIL TOV NP®O TOV EAEYYEL. AVTO £)El GOV ATOTELEGUA TO
mwayviot va givon mo ypnyopo, kabmdg o moiktng yivetar éva pe tov KOGUO TOV
mayviowL. Avrtifeta, To moyvidww Tpitov mpoosdmov, Omov M Kapepo eivol
tonofetnuévn mhveo omd 1o TaikTn, Otvouv TN dvVUTOHTNTA GTO YPNOTN VO OEL TO
YOPOKTIPO TOL €V OpAom HEGO amd o mo APtk onTikn yovia. [Iépa and v
omTiKN Yovia, N kabe pio mepintwon £xel Ta BTIKA Kot TO APVNTIKA XUPOKTNPICTIKA
™mG. Zto moyvidl Tpitov TPOGAOTOV O YPNOTNG EXEL GTPOUUUEV TN TPOCOYN] TOV
oLVEYMG GTOV PO OV KIVEL, 0V TO AmoTel £VaL LOVTEAO LLE TEPIGGOTEPO TOADYOVA KO
EVTLTIOG0KEG animation, pe amotée o, 0 VITOAOITOG KOGHLOG TOL Ty VIS0 VoL, VOTEPEL

GE YPAPIKE, KATLTOV GTOL oLy vidia TpOTOL TPOcATOL GupPaivel akpipmg To ovtifeto.

[Tépa amd TN Kapepa Kot v Evrovn pom, £va amd Toug KOPLOVS LOYAOVG GE Eval

oy vidl dpdong amoteAovV Ta OmAa Kot 0 €E0MMGUOG TOVv ekdotote yapaktipa. O

4 Crawford Cris. The Art of Computer Game Design. (Washington:Washington State University, 1997), 26.

5 Feil John, Scattergood Marc. Beginning Game Level Design. (Boston: Thomson Course Technology, 2005), 178.
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NP®OG EEKIVAEL TIC TEPIGCOTEPES POPES LLE EVAL OTAO OVTIKEILEVO Y10 OTTAO 1) OKOLLOL KO
pe yopuva yépro mote va pabet oryd oryd tov tpomo e tov onoio Ba ta xepiletar. To
oLGTNUO TOV OTA®V omottel HEYAAN TPOGOYN 6TO TPOTO dOUNGNG TOV KAOMS oPeilel
va eEedlooetan TapdAAnAa pe T TPOOSO TOL TTOLYTN MGTE VO ATOTEAEL KIVITPO Y1 TOV
1010 va Eexhedmoetl 6ca mepiocotepa pmopel. 'Eva 6mho to omoio eEoroBpedet dueca
évav gxfp6 xabotd 10 Toyvidl €0KOAO e OMOTEAEGHO O TOUKTNG Vo YGoel TO
EVOLAPEPOV TOV OTMG Kol TO aKPPAOG avtifeto 6oL Eva advuvapo 6mho dev elvar tkavd
va vikioet tov €x0pd. Oco mpoympdet To mayvidl 0 waikTng KoAeitar vo dSNUovpynoet
TO KOTOAANAO cvvdvLACUO OTAMV Kol €E0TAIGHOV Yo Vo QEPEL €1G TEPAG TN KaOe
OmOCTOA] KaOMDC Kol TN OWOTH YPNOoN TOvg Ocov agopd v eotkovounon
TUPOLOYIKAOV Kol OTOoV GAA®V ovTikeévoy dtabétouv poli tovg. Ilépa amd to
oed100TIKO Koppdtt 6mov divetal Wiaitepn ERPacn oV ELPAvIoTn Tov Kabe dmAov
e&loov onuovtkd gtvor Kot to LVITOAOUTA EO01KE EPE OTMG KO O MO TOV TO GLVOOEVEL
KatL mov amortel T ovvepyasio TOAAGV TUNUATOV oG €Tonpeiag mTapoywyng

Brvteomoyvidihv yio Evo ook PopEVO omoTédeoia.®

TILLO. (8

[ CF

JERDE

CAPTURE THE FLAG

1

Ewoéva 2.2 Ztrypudromo and to moryvidl dpaong “Call of Duty: Black Ops”

6 Bob Bates. Game Design, 2" Edition. (Boston: Thomson Course Technology, 2004), 41.
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Towyvioia Polwv (RPG)

Yta woyvidle poA®V oKomdg Tov TodkTN £ivol Vo OMHOVPYNoEL TO d1KO TOL
xopokTnpa amd 1o undév. ['a va 1o metdyel avtd KoAeitar vo OAOKANPOGEL SIAPOPES
amOCTOAEG, Vo AVGEL Ypipovg kot vo TaSéyel oe éva tepdotio xaptn. ‘Exet
duvatodHTNTO VoL GUAAEEEL OTTAN KO TTOVOTIAES Yot KAOE LEPOG TOL CAOOTOS TOV, TO OTTOLN
KoAeitor vo avaPadpuilel cvuveyde. Lta mouyvidi poAmv 0 ¥pNoTNG KATA TO apyIKd
otado Koiettor cvvnbog va emAélel pe mola LAY BéAer vo mopevbel (avBpwmot,
EMTIKA, VAVOL KTAT) Kot 6T GLVEXELX VO StaAéEeL TV 10Tt oL Bar akoAovOnceL 0
YOPOKTNPOG TOV (LAYOG, TOEOTNG, LOVOrAyog). Avaloya pe TIC emA0YEG Tov o kdvel
Oa €xel otn d1dbeon TOL TIC AVAAOYEG MOYIKES 1010TNTEG Kol QLVAUELS OV Oa Tig
YPNOOTOEL Y10 VO QEPEL €1G TEPOAG TIG ATOCTOAES TOv. 'Eval akopa yopaktnpiotikd
tov RPG moayvidiov elvar 10 chotua moviov, owovopiog kot avafabuicemv mov
dwbétouv. O ypnomc, kaAeitor péco amd T omoTH OSlayeiplon TOV TOPMV TOV
dwab€Tel, va emiééel pebodikd avapesa o€ S1POPESG TAPAUETPOVS DOTE VAL ENLTOYEL TO
péytoto dvvatd amotérecpa. ['a mapddetypa o ypelactel va GLALEEEL avTikeipeva yo
V0L TOL TOVATGEL MOTE VO OMOKTNOEL KATL TOL €€l ovarykm 1 va avafabuicet éva amd to

VIEPYOVTO KOLLUATLO TOV TOAEUIKOD TOV £E0mMG0Y.

by

. 3,3555,358
.

i \
4 \ R 09
\Y,; "‘, # LVL 50
N @ MightyMage . ey
1

e

Ewdva 2.3 To mayvidr Evil Lands dwaBéter mhovoio Ul kon éxet exdobel yia kivntd

7 Bob Bates. Game Design, 2" Edition. (Boston: Thomson Course Technology, 2004), 7.

14



Oocov apopd 10 oYeNOTIKO KOUUATL T Toy Vil pOA®V amoteAobV pio omd
TIG Mo cLVOETEC KaTyopiec ToyVIdIdV OOV Yl TN ONUoVPYiot TOVG amoTovVTOL
owvNO®C peyOreG opadES GYESIOTMOV, TPOYPAULOTIOTOV, animators ktAn Ady® Tov
TEPAGTION OYKOV SESOUEVAOV KOl TV ateleintov wpov gameplay. E&icov amattntiko
poLo €yovv Ko ot game designers kabm¢ o o onuavtikodg Tapayovtag o évo RPPG
mayviot eival to oevaplo. Ol avtd yivovtol aKOpa To amottnTikd 6tov To teElevTaio
xpovia 1 epeavion tov MMORPG (Massively Multiplayer Online RPG) yivetou akopa.
mo owoedopuév. Ta MMORPG eivar o RPG mowyvidie to omoia givor mAéov
SladIKTLOKA Ko 0 KGBe ypNotng umopel va aAANAETOPA pe AAAOVG péEG omd TOV
kOGO ToL Ty vidov. [TAEOV 01 AmOGTOAEG LITOPOVV VAL YIVOUV Kol OLOOIKES TTEPOL OO
OTOUIKEG YOl TNV EMUTELEN TOV GTOY®V, EVO 0 YPNOTNG KAAEITOL VO OVTOYOVIGTEL TOVG
dAAovg ypnoteg pésa amd cvotnuota pdyns. [épa and to chotnua pdyng vapyet
aAANAemidpaon HETAED TV XPNOTOV Kot 6€ BERaTa TOANONG 1] AYOPAS AVIIKEIUEV®V,

OALGL KOIL 1] GUULETOYN GE TOVPVOVE 1} OpadeC cuppayiag. 8

Ewova 2.4 Ztypdtomo and to MMORPG mouyviot Lineage 2

8 Feil John, Scattergood Marc. Beginning Game Level Design. (Boston: Thomson Course Technology, 2005), 188.
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Howyvioio Xtponyixng

O 7o oNUaVTIKOS TapAyovTaG GTO oL Viol GTPaTNYIKNG glval 1 1GoppoTia.
OMlo mpémer va givor peletnuéva Kol GYEOGUEVO (MOTE VO LIAPYEL M ATOALT
ooppomia péca 6To oy vidl petald tov avimdiwy. O kabe maiktng aveEapnra and
TO TL HOVAdEG €xel emA&Eet Yoo va EEKIVIIGEL TO Ty vidl TOL TTPEMEL VoL EXEL TIG 1O1EC
mBovOTNTES ViKT G amévavtt 6Tov avtitaio Tov. Ocov apopd Ta cevdpla ot moryvidwo
OTPATNYIKNG, avapEépovtal cLVNOMG gite o€ TpayUATIKES Lbyes Tov mapelBdvtoc, site
og wotopieg pobomAaciog pe ocvykpoLoElS avdipeso o dvo oTpatovs. O xpNoTNG
emiéyel pe mo otpatd Ba mapatoybel kot ot cvvéyeln Kaleitor vo GVAAEEEL TOPOVG
Yy T dnpovpyia ToV pHovadmv Tov Kot tov Pacewv tov. Kdabe povéoa €xet ta
TAEOVEKTILLOLTO, KO TOL LELOVEKTNLLOTOL TG TOL OTToia TPEMEL VAL YV pileL 0 ypNoTnS OOTE
va enoeendet ylo vo eEovdetepmdaoet To anévavtt otpdtevpa. Extog amd ta moryvidw
OTPATNYIKNG TOL S0 dpapatilovTal GE TPOYHOTIKO ¥POVO VITAPYOVV KOl CVTH GTO OTTOiN

0 YPNOTNG EMALYEL TO GUVOAO TMV LOVAS®MV TOV TPV TN HAYN Kot Ogv TIS dnpovpyet

KoTd T Sdpreta ovtic.®

Ewova 2.5 Xopoaktnplotikod ot oy vidlo oTpoTnyikng eivol n mavopapuks 0€a tov xapt

9 Feil John, Scattergood Marc. Beginning Game Level Design. (Boston: Thomson Course Technology, 2005), 182.
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[Tépa amd ™V 1oppomio pHeTa&h TV OUAd®MY O GYESINGTIG TOV TOLY VIS0V £XEL
GAAEG OVO eVOTNTEC OTIG OMOlEg MPEMEL VoL KAAVWEL e amOAVTY aKpifela, avty TG
TEYVITHG voMocvng kat tov Interface. Tt teyvnt vonuoosvvn amatteiton pio dpiot
ovvepyacio petald TOL TPOYPUUUATIOTH Kot Tov game designer ywu vo fyet to
emBountod amotédecua. O TPOYPOUUOTIOTNG £XEL MO €VKOAO €pyo vo. Tov 0000V
AEMTOUEPDS OAEC OL TANPOPOPIES Yo TO TG B avTIOPOLV 01 EKAGTOTE LOVADEG GE
duapopeg ovvOnkeg. [Mapdia avtd o TPOypPAUUATIOUOS TOV HOVAS®OV amotTtel Leyain
axpifelo ®oTe TO TOLYVIdL VO Efvar EmTUYNUEVO. AV O AVTITAAEG LOVASEG XEVOLY TTOAD
evbkolo o maiktng Ba Poapedel evad av eivor e€oupetikd dVGKOAO va TIG Kepdicel Ha
amoyontevtel. EKTOC amd tnv emAoyr 1oV EKAGTOTE GTPATELLOTOS, EEIGOV CTPATNYIKNG
onupaciog eivar kot o y®pog mov AauPdvels xopa n dpdon. Adeot, Totaue, Bouvd,
daom ko AMpveg elvan kabopirotikol mapdyovteg otnv €EEMEN TG HOYNS KO O TO{KTNG

opsilet va ta skpeTodAevTel. 0

Lawyviowa Ilpooouoiwong

Ta moyvidle mpocopoiwong cuvovalovy tn SckEdAoN LE EUTEPiES OV
TPOGPEPOVTOL TNV TTpary otk {on aAld mopdia avtd ivor SOGKOAO Yol TOAAOVS va.
11 {noovv. TTayvida pe Opa to free running, to yapepa, to paintball péypt kot to va
Bpiokeosol 010 TAOTAPLO £VOG 0EPOCKAPOLS ivar pepukol titAot Tov Bo cuvavTicet
Kavelg 6€ oVt TNV avepyouevn Katnyopia Tov tedevtaiov etov. [a mapddetypa o
L0, TPOGOUOIMON CVTOKIVATOV, 1 OpAdd Gyedlacpov oivel Pdon otn pHeTAopd
OedOUEVOV TOV TPAYUATIKOD KOGHOV, T®V VOU®V TNG (QUGIKNG Kol TOV VAK®OV
KOTOGKELNG TOV OXNLOTOG GTO TPOYPOUUUATIGUO TOV oY VIdo0. ZUVETMS Ol KOIPIKES
oLVONKeS Yo Tapddelypa umopovy ka kabopicovv v olsOnpdtnta Tov dpdlov ot
nepintoon Ppoyns, To €100G TV EAACTIKMOV, Ol 0EPOTOUES, TO KAVGILO 1 O KIVNTHPOG
NV ardO0GT TOV OWTOKIVITOV KOl TO TEPEV NG TIOTAG av €ival AoQAATOS 1] YOUO TO
OGS avtdpdetl To dymuo o€ avtd. Ola owtd elvan ototyeio mov mpémet va peAeTnOovV

Y10 TNV 0pOOTEPT KOl PEAMOTIKOTEPY adS00™ TOL Toyvidton. 1

10 Bob Bates. Game Design, 2" Edition. (Boston: Thomson Course Technology, 2004), 54.
11 Bethke Erik, Game Development and Production (Texas: Wordware Publishing,2003) 10.
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210 oy vidl TPOCOUOIMoNG TO GEVAPLO OEV AMOTEAEL TPOTEPOUATNTO KoL
Kupimg mepvdel og devTepn poipa. H 1otopia cuvibmg petapépetan oto maiytn Héow
oplopévav cutscenes mov tomofetovvTol Katd T SAPKELD 1| 6TO TEAOG EVOG EMTESOL.
O K0Op1og erBpOG OV EYEL VAL AVTIETOTIGEL 0 TOUKTNG €ivol 0 ¥pOVOC TOV 0Toi0 Ko
avTilopBdveton gite dueco péoa amd U0 avIioTpoEn UETPNOT Yo OAOKANP®GT TNG
miotog eite Eppeca Otov Bo TPEMEL VoL EMTOHYEL KAADTEPOVS YPOVOVS Otd TOVE THAVOLG
avtumdAovg tov. ['a va 1o metvyel owtd mépa and Tig deEIOTNTEG TOV OTOLTOVVTIAL, O
naiytng palevovrag TovTovg pmopet va avafaduicel Tov vdpyovio e£0TAIGUO TOL 1
va 0yopacel KaAOTePo 060 avePaivel to enimedo dvokoriog. [ToAAES popéc M kaTavoun
TOV TOLVIOIDV TPOCOUOIMONG COUTITTEL KOl [LE GAAEG KOTNYOPIES OTMOC ALTH TWV GTOP
KO TNG EKTAI0ELONG KOOGS TOAAE TTouyvidia Exovv £vTovo To aOANTIKO GTotyeio evd ot
GALEC TTEPIMTAOGELG TO. YPNOLULOTOLOVV OKOUO KOl 6 TAOGTOVG KOTA T O1dpKeLoL TG
ekmaidevong. nuoviikd otoyeio mov €pyetan va mpootebel eivar mn emavénpévn
TPOYUATIKOTNTO OOV UE TN XPNOT CLYKEKPYEVOL €EOTAIGLOD O XPNOTNG Umopel va

(o€t TV epmelpia TG TPOCOUOIMONG GE AKOMO LeYOA)TEPO emimedo.

Ewdva 2.6 TIpocopotwtg motyvidtod auToKIviTOV

12 Feil John, Scattergood Marc. Beginning Game Level Design. (Boston: Thomson Course Technology, 2005), 191
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Houyviowo AO/ntiouod

Eivon pia katnyopio moyvididv yio 1oug AATpels Tov abAnudtoy Kot TV omop.
[Ipoxertan yloo Touyvidowe ot 0 ¥PNOTNG OV TOPOKOAOVOEL AmAd TO ayomnUEVO TOV
GOAnpo dAha yiveton £va pe avto gite amd T B€om Tov pavatlep, eite Tov TPOmTOVNTNH
aALG KVpimg amd T B€om ToL 1010V TOV ABANTY. ZTO TOLYVISLO TOV APOPOVY TO OLLASTKA
abAquato o ypnomng €xer ocvvnbwg o movopoaukn B€aomn Tov YNTEOOL TOL
eEeMoocoviol v 0TO. ATOUIKA 1 Kdpepo eival oe TpdOTO N Tpito TpoOcwmo. Kvplo
YVOPICUO OVTOV TOV TOLVIOIOV Eival 1 pEOMOTIKOTNTA TOV TOPOVGLALEGAL OTIG
KIVAGEIS KOl TO, GOUATO TOV 0OANTOV Kol OTDTEPOG GKOTOG €lval vo evidEouy To
XPNOTN OGO TO HLVOTOV TEPIGGOTEPO UEGO GTO 1010 TO TTaryvidtl. Extdc amod ta oy vidia
nov Pacilovtol 6 TPOYUATIKO GTATICTIKE aOANUAT®OV LTEPYOVV Kol OVTE OTOL Yo
AOYOVC TEPAUITEP® SACKESUONG 0 AOANTNC S100ETEL VITEPPVOIKES SLVATOTNTES KOl Ot

aydVeC yivovral oyt ota YRmeda oAAG o€ PovTacTIKG 1] acuvidioTa pépn. L3

Ot mpoypappatiotés tov mayvidod o mpener vo yvopilovy OAOLG TOVG
KOVOVEG KOl TIC TOPAUETPOVG TOV 0OANUATOG Yo TNV 0pB amdS0GT TOV oV Kot LITdpyEL
1N dLVVATOTNTO GTO TEPLGGOTEP TAEOV Ty Vidla va SIveTal 1 ETAOYT GTO XPNOTN Vo
pmopei va tpomomotel Tovg KavOveg ToL oty vidlod ota 01K Tov BE . Tétoeg aAlayég
UTOPOLV VO, YIVOUV Y1o TAPASELY L GTO YPOVO TOV AYDV®V, GTOVG TOVTOUS KTAT. AOY®
OTL ta. TEPLoGOTEP. TTayvidw oyetiCovtan dpeca pe emionuovg afAnTiKovg Qopeic
wiaitepn mpocoyn mpémel vo. 000l amd TtV opada avATTLENG GTO TVELLOTIKA
JKoLOUATO TOV OPAd®V Kot TV afAnTdv mov epgavifoviot 6to moyviol. Télog aArd
e&loov onuavtikd etvat n KATGAAANAN ETAO0YN TOL NYNTIKOL VAIKOV OV Uiopel va yivet
péca amd NYOYPUPNGELS GTUNIMV MGTE VO AKOVYOVTOL TO. KATAAANAN EMPOVILOTA T
amodokipacieg avaroyo Ty eEEAEN TOL oL VIGO0V KL TNV rOd00T TG OUAS0S 1) TOL

- 14
afAnTY. . : : ST ST

1 =
FiFh l!il*‘_'lll_ %T;._Tﬁ‘!u‘

Ewova 2.7 Zrrypudtomo omd to maryviot modoopaipov FIFA 10

13 Feil John, Scattergood Marc. Beginning Game Level Design. (Boston: Thomson Course Technology, 2005), 190
14 Bob Bates. Game Design, 2" Edition. (Boston: Thomson Course Technology, 2004), 62.
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Howyvioio Exraiosvons

O 616106 £VOG EKTOOELTIKOV TToy VIS0V Eivart va dmaoel epebicpata 6To ¥pHot
Kot voL Tov d186Eel To mePleOUEVO Yo TO omoio €xetl dnpovpyndei. O Game Designer
Oa mpémel va etvar o€ TANPN EMKOIVOVION LE EVOV E01KO MOTE VAL TOV KATELOVVEL KoL VoL
0V oLUPoVLAEVEL 08 BEHOTO EKTALOELTIKOD TEPLEYOUEVOL OAAG KOl TNG EKAGTOTE
evotrag. Exmodeutikd mayviowa pmwopodv va ypnopomombovy yio 6Aeg Tig nikieg
KOl Y10, SLOPOPETIKEG TEPLOTAGELS OlYG va. TpoopilovTol OMOKAEIGTIKA Kot LOVO Yia
ool Mo etoupeion pmopel va xpnolomomacetl €va TETolo €i00vg oy viol yio va
EKTTALOEVOEL TOVG VITOAANAOVG TNG, £va oy vidl umopet va amotedel HEGO SOPNUIONG
eVOG TPOIOVTOG N LECO EVIUEPMOTG Y10 £VOL KOVOVIKO (TN eV PEXPL KL O GTPATOS

TOL YPNGIULOTOLEL Y10 TPOGOLOIMOT OGKHGEMY GTOVG GTPUTIMOTEG.

H dopn evog ekmoundentikon moyvidton opeidet va eivar EexdBopn Oyt LOVO 6TO
EKTAOEVTIKO VAIKO OAAL Kot 6T0 TpOTO Asttovpyiog te. Ta kovumid mpémet va eivon
LEYAAQ KOl O XEPIOUOG EVKOAOG. AV TO Ay Vidl amevBHVETOL GE TOdLd LKp1|g NAKioG,
161€ 10 TEPIPAALOV TPEMEL VAL glvar £TG1 OLOUOPPOUEVO DGTE VA VidBovy acilela,
OVTO EMTLYYAVETAL LE TN (PT|OT] TOV KATAAANA®V XpoOUATOV Kot povcikng. EmmAéov,
0 dnpovpyds, eivot TOAD GTUAVTIKO TPV TNV EKO0CT) TOL ToY VIS0 Vo OEL 0md KOVTA
TOC OAANAOETOPOVV TO OO HE TO Toyvidl, dote va PydAer to amapoitnto
coumepdopato Kot va mpoPel otig avaykaieg dopBmaoelc. e ovtd To moyviow To
oVOTNUO TTOVTIOV OV €xel TOon peyaAn oéio. Eivar mpotipndtepo n emPBpdfevon va

yivetar péoo omd evoeiEelg pe oLUPOLAEG Kol YPNOUES TANPOPOPiEG eV OV

6

gvdeiicvutan 6ta AN Vo Tov TiHopel 0AAG va Tov evOapphvel va cuveyicet.

Ewéva 2.8
Exmoidevtikd moryvidt

o€ oyoMkn aibovoa

15 Feil John, Scattergood Marc. Beginning Game Level Design. (Boston: Thomson Course Technology, 2005), 194
16 Bob Bates. Game Design, 2" Edition. (Boston: Thomson Course Technology, 2004), 82.
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Houyviowo Aradiktdov

Me tov 6po Online Games ava@epOUaoTE OTI KATyopio matyvidimy Omov ot
YPNOTEC GLVOEOVTOL HETAED TOVG LEC® SLOOIKTOOV At TN KOVGOAL 1) TOV LITOAOYIOTY|
toug. [Ipokerton meplocdTEPO Yoo TPOTO GVUVIESNG TOPA Yo KOTNyopio Toryvidumy,
xopokTnpilel OAadT pe oo PHEGO O YPNOTES OAANAOETIOPOVY UETAED TOVG Kol gV
avaeépeton oto Gameplay tov mayvidon kabde avtd pmopel va givar 1o 0TIONTOTE,
and mayvidwn otpatnyikng, RPG péypt ko mpocopoioong. Xe ooty ™ kotnyopio
EVTOCOOVTOL KO TO Loy VIO TOTTKOD SIKTOOV LE Tr) GUVIEST] QLT VA Eival YVOGOTY|
otoug ypnoteg g LAN (Local Area Network). A&ilel va onuewwbei 611 0 Topomdve
Opog dev €xel Kapia oyéom pe ta moryviowe émov moAAdol maiyteg eivar cuvdedepévor
omv i ovokevn Kot mopakolovBovv v 1dw 006vn SAor pali. “Ola avtd
SUOPPOVOVY OPIoHEVA BETIKA KOt apVNTIKA YOPOKTNPLOTIKA Y10, TOLG OMovPYons

TOV TArVISIOV £iTe yio Tovg yproteg.

Ewdva 2.9 Eto Lord of the Rings Online o ypriotng éxet chat box ko pua oepd and epyaleio ko viorég

Ue T1g omoieg pmopel vo alAnremdpd pe dAlovg ypnoteg mov Ppickovron online.

17 Adams Ernest. Fundamentals of Game Design, 2" Edition. (Berkeley, CA: Pearson Education Inc, 2010), 591
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‘Eva amd to TAEOVEKTUOTO TTOV TPOGPEPOLY TO TTALY VIS O1dIKTVOL Elval ot
evkapieg ylo Kovovikomoinon petad tov ypnotov. H emikotvaovio mpaypotonoteitot
LE TOKIAOVG TPOTOVG VALY TO €I00G TOL ALYV OAAG Kot TNV NAKIOKT Opdd
otV omoia amevBHvetar. XTI LIKPEC NAKIEG 1) EMKOIV@VIN YIVETOL [LE TPOETIAEYLEVQL
UNVOLLOTO, OTTADY YOPETICU®V Kol EKPPAGEMV YL Vo armopevyBel to evoeydevo va
ypnowonomBodv ompeneic yopokmpiopol. Xe moryvidi peyaArdtepng Svokoiiog
VILAPYEL TTOL ATALTOVV KOl TEPLOCOTEPT) GLVEPYAGTN LETAED TOV YPNOTAOV 1] ETKOVOViaL
yivetar og ypamtd AOyo péow chat, eite akdua kou pe ™ ypHon kauepoag Kot
UIKPOQ®OVOL Y10 LEYOADTEPT EVKOAMA KOOMDG EVOEYETOL O YPNOTNG VO UV EXEL TN
duvatdTTo Vo TANKTpoAoyel kot vo moilel cuyypovems, E0IKA og Taryvidlo Opacng
omov M tayvNTa amoterel kaboploTikd Tapdyovia. Avti 1 dvvaTOTNTO ATOTEAEL KOt
évay amd TOVG KOPLOVG TAPAYOVTEG OOV 0L Yuvaikeg mpotipdve ta online Games évavtt
v AoV single player moyviduov. T'a tovg oyediootés tmv online Game 1 doun Tov
OUCTNUOTOG EMKOWVOVIOG TOV YPNOTOV amoteAel 160510 KOUUATL HE OVTO TV

YPOPIKOV, TOV TPOYPOULOTIGHOD KAl TG TEXVNTAG vonpoovvig. 18

H teyynm vonuoosvvn tov online Games ovtikabiototol oTig mTeEPIGeOTEPES
TEPWTAOGELS AO TOVG 1010V¢ TOVG TatyTEG KAOMG £xovv va avapetpnfodv petald tovg
Kol Oyl LE TO GVt OTTMG Yivetal ota moyviowa yua Eva ypnot. EE aipeon amotelovv
ot Non Player Characters (NPC), oniadf| xopoktipes mov €AEyyOvIoL Omd TOV
VTOAOYIOTN KOl VOt TOTOOETUEVOL Y10 VO TAPEXOVY VIINPEGTES Kot VoL KoBodnyov To
TOiKT Kotd T O1dpKeld Tov moyviolov. TToAAES opég apaKTPES TOV VTTOAOYIGTN
avaAapupavouv Kot To pOAO ToL £xfpov OOV Ol XPNGTEG KAAOVVTOL VO GLVEPYAGTOVYV,
Vo avTIAAGEOLV AVTIKEILEVA KO VO KATAGTPDOGOVY GTPUTIYIKA GYESN LETAED TOVG Y1l
va Tovg Kepdicovv. Me avtd tov Tpdmo avamtHGGETAL 1| GLVEPYATia, 1 OLAIKOTHTO
Kol 1 GLAAOYIKN TTpooTdBela yio TV enitevén ooV, 0 Kbe YpNotng £xel To pOAO
TOV Kot GUUPAAEL S1APOPETIKA GTNV OAOKANP®OT TOV OTOGTOAMV. TEAOC, 0aAAd e&icov
OoNUAVTIKO givart OTL 6€ oty vidle TOV VILOGTNPILOVV TV CLUUETOYN AKOLLA Kot XIAAO®V
TOKTAOV 0VA TOV KOGLO 0 ¥PNOTNG £XEL TN SVVATOTNTO OTOLOONTOTE GTIYUT| TNG NUEPOS

embvpel va cuvdedsi va Bpst dropo cuvdedepéva. 2

18 Bob Bates. Game Design, 2" Edition. (Boston: Thomson Course Technology, 2004), 89.
19 Bob Bates. Game Design, 2" Edition. (Boston: Thomson Course Technology, 2004), 90.
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Mo mv enitevén OAwv owT®OV 1 OpAdL OVATTLENG Kol GYEOOGHOD EPYETOL
OVTILETOT HE OEKAOEC TPOPANLATA TTOV TPETEL VAL AVTILETOTIGEL 'Eval amd avtd ivat
0L TOYVTNTES SIKTVOV TTOL £XOLV 01 YPNOTES, KABMS KABE ¥pNoTNG avdAoya TN XDPO Kot
10 TOKETO oHVOESNC OV StabETEL £xEL KOt TNV ovaloyn TayvTnTa. Avtd petaepdleTot
®G TOLTEPN UETOPOPE OEOOUEVOV KOl TANPOQOPIDV. XVVETMDC 1 KOTAAANAN
K®OKomoinon, 1 cvpumieon apyeiov Kot 1 dnuovpyio 1oyvpov Server aroteAel onueio
avopOpPas Yo TV dnuovpyio Tov motyvidod. Xe online motyvidia mov o kébe maiktng
TEPUEVEL TN GEPA TOoV Yo va Tai&etl dev amoteAel mpdPAnua, dev cvpPaivel o d10
OUMC Kol oto. Touyvidle dpdomng, pOA®V KTA, 6mov M TayxhTNTO £ivOl CMUOVTIKOC
TOPAYOVTOG EVAVTIIOL GTOLG OVTITAAOVG. ALGKOMEC OU®G avTiLeET®OTILOVV KOl Ol
YPNOTES, KON OTWS GUVOEOVTOL GTO oY ViIdl oVl TAGH OTLYU £TGL UTOPOVV KOl VO
e€apaviotodv. Mia toyov dtakom Tng ocvvdeong dev amoteAel peydio mpdfAnpa o
éva, online mayvidt aydvov taydmmrog kabdg o dynuo tov ypnotn amhd 0o apapedel
a6  miota. Agv ovpPaivel OGS To 1310 6tav 0 TalkTNG amoteAel PEPOG Opadag Kot

sEAQAVIGTEL OTPOGUEVO OPTVOVTAC ETGL TV OUASA TOV G€ petovekTikh Oéon. 20

20 Adams Ernest. Fundamentals of Game Design, 2" Edition. (Berkeley, CA: Pearson Education Inc, 2010), 598.
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Kepdharo 3: Ipo-ITapaymyn

loéo

O oyedoopog evog Bivteomaryvidod elvarl €vog cuvovaopog d00 EVIEADG
JSPOPETIKMV KOGUMOV, OVTAOV TNG TEXVNG KOl TNG TEXVOAOYIOG OOV EVAOVOVTAL Y1l TV
vAomoinom g KevIptkng wéas. Kvplog 6tox0g Tov oyediaoty| Pvteomaryvidldv givor
Vo LETATPEYEL Lol 1O€N o€ £va PrvTeomaryviot divovtag tng LopeT|, TAOKY, GTOYOVG, poN
KOl TPOKOADVTOS cLyypoévmg éviova cuvoloOnuota otov maiktn. H kevipikn 10éa
umopetl va gtvor gpmvevopévn amd 1o otdnmote. [pocwmikd Piopato tov oyxedooty,
16TOPIKA yeyovota, Pifiio 1 akdpo Kol 16TOpleg POVTAGTIKOV TEPLEXOUEVOL glvar
LEPIKA TOpadEly LT TTOV TEIVOVV VO KUPLOPYOVV GE TOAAOVS TITAOVS PrvTeomatyvididv

¢ TOPYVAG TS 16Topiac mov Stadpapatiletar péoa omd avté. 2

AoV 0 oYed0OTNG EYEL TN KEVIPIKN 10£0 GTO HVLOAD TOV, TO EMOUEVO GTAO10
etvat va v avamtvget Yo vo, S10moTMGEL KOTA TOG0 elvat epiktd va dnpovpyndet Eva
Bteomayvidl péoa amd avtr. ['a va yivel avtod, To Tp®dTo Prjpa lvar vo cuvtdéel Eva
Keipevo 0mov Oa mapovctdlel pe Ypamntd AOY0 TOV NPma TOV ToLVIdo, TO YOPO OTOL
dradpapatifeTor KabmG Kot [ YEVIKT TEPypar| amd 10 TePPAALOV OTOL EMPOKELTO
va cuvavtioet (€x0povg, dLGKOAIEG). e aVTO TO TPOTAPYIKO GTAO0, o GLUBOVAR
amd KOvTvé dtopa eival mavto YpNoun 6To SMUovPYo Yo, vo. AGPeL TG TpmTES
EVTLTIOGELS, OeTIKEG gite apvnTiké. E@ocov éxet dounbei 1o foacikd okéLog Kot umopet
va BewpnBei vAoTOM G0, aKoAOVOEL TO GEVEPLO OOV 1 10€0 OMOKTAEL pOT|, APy, LEGT

Ko Téhog. 22

Ewova 3.1
Oha Eexvdve pe pio 10éa

KO TV omoTOTWGOT TG GTO XoPTi

2L Scott Rogers. Level Up. The Guide to great video Game Design. (United Kingdom: Wiley, 2014), 30.

22 Feil John, Scattergood Marc. Beginning Game Level Design. (Boston: Thomson Course Technology, 2005), 26.
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2evapio

To ceviplo Epyetan va ToPOLGLAGEL Kol VO AVOADGEL TNV 10£0. LE LEYUAVTEPT
capnvewa. [1pocdidel to Pactkd poro Tov yopakTipa, Ywpilel To Toyvidl 6e EMUEPOVS
emineda, mopovclalel avaALTIKA TOVG €xOpovg Kot TIg dVOKOAEG OV KOAElTOL VO
AVTIHETOTIGEL 0 TaUKTNG Ko yopiletot o€ 3 mpacels. Zoupmva pe to Pipiio Tov Joseph
Campbell, To zalior ov Hpwa, ot mpdn mpa&n yiveror 1 avoydpnon yi
TEPUTETELD, [LE TOV MPOA VO EIVOL OVTILETOTOC UE Lo TPOKANOT M éva TPOPANUA TOV
npénel va Aoet. H mpdtn mpdén amottel v Gueon mopovsioon g KatdoToong ol
HEYAAN elcaymyN He TN dpdom va Eekvael oyedov aueoa. AkoAovBel n devtepn mpdsén
OOV 0 NPWAG EYOVTOS APNCEL TIG® TN TPoNyoVUEVT) L®T| TOVL praivel o€ Eva VEO KOGHO
omov AapPavel dpdor, 6e OLTO PTAVEL GTO KOTAOTEPO onpeio oAAd Katapépvel va
AVOKAUYEL Kot VoL EETEPATEL OAOL TOL EUTOSL0L TOV O TOV TAPOVGIACTOVY. ZNUAVTIKO GE
avtd T0 6TAd10 glvar va @avel  oAAayn Tov Exel TPOKANOEL GTO YOPAKTPA LEGH OO
™ mpOOd0 TOL, Yl VO akoAovONGEL M TPl Kot TeEAevTaio. TPAEN OTOL O MP®OG
avTieTonilel v Votatn Kot SVOKOAOTEPN TPOKANCT KOl AoV T KOTOQEPEL
EMGTPEPEL GT TPOTOPYIKN TOV KOTAGTOGCT, TEAEIWS SUPOPETIKOG OU®G omd OTL TV

otov Egkivnoe To Tafidt Tov. 2

Y10 moryvidy, to omoio JSwdpapatiCetoar ot Képkvpag vmapyovv Tpia
dlapopeTikd eminedo 6mov 10 Kabéva mTpoPaiiel Kou o Egxwproth tomobesio Tov
vnowov. To tpmdto otddio Eekvdel pe to maiktn ot mepoyn g [apitcag, 6mov mg
TPMT KO OVOYVOPIGTIKN TioTa lval pikpng OVGKOALaS, [Le TOVG £xOpovg va ivon gite
01 TEPACTIKOL TOV dPOUOL €lTE TPLOVIA TOL AVAOVOVTOL OO TO £00UPOG EVED GTO TEAOG
VILAPYEL Kot €va KPS Kavovil. ZKomd €xel vou E10AYEL TO maiytn oto TePPEALOV TOV
TOLVIOOL UE JUKPNG SOVGKOATNG EUTOOLN KOl EDKOAO LOVOTATL OGTE VO E0IKEMOET pe
10 gameplay tov maryvidiob. Ta aviikeipeva Tov propel va cLAAEEEL eivar pukpd xpoced
vopiopata Yo tOvTous Kabdg Kot £vo LTOVKAAL KOLUKOLAT Yo TV pmdpa vyeiog. [a
VoL QTACEL OG TO TEAOG EKTOG 0O TOVG £YXOPpOoVG Kot TaL EUTOOLN TOV KAAEITE VO, OTOPVYEL,

0 maiytng Oa TpEmEL Vo TOPAUEIVEL TTAV® GTN OTEPLE Ko va unv €pPel o€ emaQn e N

23 |_ee Sheldon. Character development and storytelling. (Boston: Thomson Course Technology, 2004), 25.
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Odrlacoa kol Tepuatilel OTOV AKOVUTNOEL TO PEYAAO YpLGO VoG Tov Ppioketon

GTOV OVEUOUVAO.

H debtepn micta mov eivar ko vynAdtepng dvokoriog Aappdver yopa ot
neproyn Tov [laiaiov Ppovpiov katd ™ d1dpketa TG viytac. H dtadpoun Eexvbiet amod
TO0 VYNAOTEPO omueio Tov Ppovpiov Kot katoAnyel oto vad tov Ayiov I'ewpyiov.
[TeprocdTepa kavovia, VoXTEPIOES, PAVTACUATO Kot KOPPLd £04PoVS eivat ot £xOpoi Tov
KOAELTOL VO OVTIUETOTIGEL TAEOV O NPOAG, EVO TO LOVOTATL TAEOV amortel peyaAdTepn
axpifela oto 611G Ktvoeglg tov. Ta vopicpato kot To Kovpkovdat epeovifoviotl 6g ovtod
OTWG KoL 6TA VIOAOUTO, ETITED, HIVOVTAG TOVTOVS KOl EVEPYELN GTO TTAKTY G€ KOUPIKA
onueta. Xtn Tpitn ko tehevtoio miota o maiktng epeoviletal o€ po amd TIc TopoAies
TOV VNGOV, VA GE OvTIfESN LE TN TPATN, VLAPYEL O TPOTOTOINGT GTOVG KOVOVES
TOV Y®OPOV, KAODS TAEOV TOV divetar 1 dSuvATOTNTA VO KOAVUTNGEL Kot 6T OdAacod.
O1 véor gyBpot av ™ @opd givar yapila tov PuBov Kot VToBordcsieg VapKES OV Oa
TPOCTAHGOLY VO TOV EUTOSIGOVY VO OTAGEL GTO TPITO KOl TEAELTAIO PEYAAO YPLGO

VOGO

-~

Ewdva 3.2 Zrypidtono and 1o TpodTo eninedo Tov oLy vidion
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2T0Y0G

[Tépa amd 10 Pocikd oTOYO O OMOIOC EMKEVIPMOVETOL OTNV OVOKOALYN
TOVPIOTIK®V Kol Oyl uovo mpoopicudv g Képkupog to maryvidr ywpiletor ko og
EMUEPOVG GTOYOVG. AVTOL €lval 0 ¥PNOTNG VO TEPULOTIGEL TN TOTA, €ITE GLAAEYOVTOG
0G0 TEPLOCOTEPO VOLUGHOTO UTOPEl, ite aTO YpnyopdTEPO duvatd ypdvo, glte Evav
oLVOLACUO TV OVO TAPUTAVE® OTov B TOL OmMOEEPEL TO peyaAbTEPO GBpoIGua
noviov. EmmAéov Oa mpénet va ovakaAvyeL T TIvoKioo [LE TOV ovVoypapOUEVO KWOIKO,
®ote v EEKAEIOMOEL TIG TANPOPOPIES OV YPElGleTal 0TV EMIONUN 1GTOGEAMSA TOL
oy VIOo0 Kot vo EEKAEOMGEL TANPOQOPieS Yo TN Tomobesion TG TOTAG TOV HOAS

Emonce.
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Keparato 4: ITapaymyn (Production)

2edAOUOG

Game Design Document

To @vAlo oyedacpod tov Prvreomaryvidiov (GDD-Game Design Document)

TPOKEITOL YioL CNUEID avaPOPEg oL avatpEéyovy OAa T HEAN TOV oudd®V Tov Oa

€PYAOTOLV Y10, TN dNUIOVPYiR TOV PvTeoTay VIS0 VM TaPAAANAL amoTeLel epyaleio

pvnung kKo emucotvaviog. [ToArot givar avtol mov Oa wd&ovv va Bpovv edpueg Yo TO

nmg dopeitan Eva Design Document aAAd 1 mpaypotikOTnTa £ivat 0Tl KATL TETO0 OEV

vrapyel. Onwg kdbe moyvidt €xel SUPOPETIKA YOPAKTNPIOTIKE KOl OLOPOPETIKES

ATOITAOELS TO 1010 cupPaivel Kot Yo TOo £yYpPOopO TOL TO SOUEL e OMOTEAEGLLOL VO UMV

VILAPYOLV OVTOUATOTOMNUEVEG POPLES Yo KATL TETO10. DVOIKA KOl VIAPYOLVV Koo

dopkd otoryeior mov cupuPadilovv e TIG TEPIGGATEPES TEPIMTMGELS diymG OU®S OVTO

va B€tet opla ko Tepropiopovs. Evdectikd éva Design Document aroteleitan omo:

Lepigyoueva: TloMéc @opéc ka1t mov BOewpeitor amdhd Kot OEOOUEVO
napadeinete. ‘Evag mivakag mepeyopévov, €0k av 1o ®OAL0 oyedacpod
amotedeitan omd TOAAEG GEAIDES, Elval AKP®G AMOPOITNTOG MGTE VO UTOPEL O
KaBévag va avatpéyel 6To onueio mov Tov eVIPEPEL AUETH, Kupiwg OTav 0
xpOVOg mECEL.

Lepiinyn: lpénel va mepropiletar o€ pia GEAMO Kl VO TOPOLGLALEL LULaL YEVIKT
€IKOVO TOL TTayVidoL. XpNoun yo 6motov BéAel va Katavonoetl Ta BEA® Tov
oXe0100TH, LEGO GE Alyo AETTO MGTE VO UTEL AUEGO GTO KA TOL oY ViSLoV.
AmoteAeital amd pia GUVTOUT TEPLYPOUEN TNG 1GTOPING TOL dradpapatifeTar Kot
TOV KOGU®OV oL O eegpevvnoel 0 MP®AG, TOV PACIKODG UNYOVIGLOVS TOV
Gameplay kot kAeivel pe tpdmo duvopkd Kot evOoLoLDdES MOTE Vo OmoTENEL
Kivntpo v omotodNmote PEAOG TG opddas o duPdoel doTe Vo dMGEL TO
KOADTEPO TOV E0VTO.

Hopoywyn: Tlapovctdletol Eva apykd ypovodidypappio, to dbéoo budget

Kot ot 6TOYol Tov €xovv avartedel oe KAOe opdda va pépet €1 Tépag. AdY® TO
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ot otn dnuovpyio. evog tOc0 moAvdidotatov Project cuvribmg vmhpyovv
OmPOONTEG OAAAYEG, TO OPYIKO YPOVOOLAYPOUUO TOAVOV VO EVIUEPDOVETL
ouveyms 6mov PploKeTon AVAPTUEVO.

Gameplay: Anotelei iomg To KVPLOTEPO dopukd otoryeio Tov Design Document
Ko TEPLYpAPel TG ToileTon TO O Viol Kot TL EXTPENETAL GTOV TOUKTN VO KAVEL.
e T moteoppa Ba Aettovpyel, TOcmV dtocTdoemy Ba gival, TEPLOPIGLOVG Kol
0pPLODETNGELS TOV YPOPIK®DVY, TMOC KIVEITAL O YOUPOKTPOS, HE TL KOV, TG
yéver Ko kepdilel evépyela Kat TOVTOGS, Tt £x0po¢ ETPOKELTO VO OVTILETOTIGEL
Kot TG pumopel va toug eEorobpevoet.

Teyvntiy Nonuoobvy: Av katd 1o mponyoduevo kepdiaio tov Gameplay yivetat
N TEPLYPAPN YO TO MG O TAIKTNG OAANAETOPA LE TOV KOGUO, GE AVTO TO
KEPAAAIO TePLYpdPeTol TS 0 KOGUOG KOl TO TEPPAALOV TOL TOLYVIOLOD
avTpovV oTig evépyeleg Tov maiktn. [log avidpdel o exfpog 6tav AapPavet
enibeon amd 10 maikTN, T cvuPaivel 6TO0 KOGHO OTAV O YOPUKTNPOS LG OEV
Kettar kaborov

2roryeio tov Toryvidiod: e auth TV VOTNTA TOPOLGIALOVTOL TO GTOLYEIN TOV
dopovV To TayViol Kot xwpiloviol og TPEIS KATNYOPIEG: TOVG XOPAUKTHPES, TO
OVTIKEIHLEVOL KOL TOVG UNYOVIGHOLG TOL TOLYVIOOV. XTOVG YOPUKTNPESG
coumepthappdvovtar 6Aot ot exfpol aALAL Kot Ol TPOCOTIKOTNTES LE TIG OTOlES
Ba épbel oe emagn o Mpwag diymg OUWS va pmropovv va, greyyfodv amd to
YPNOTN. XTO AVTIKEILEVO KOTATAGGOVTAL OA TO. oTOLYElD T OTToio O TTOKTNG
umopel vor GLAAEEEL, VO POPESEL 1] VAL XPTCLLOTOGEL YEVIKOTEPQ, EVA TEAOG
GTOLG UNYAVIGLLOVG TOV TOLLYVIOLO0 OVOQEPOVTOL GTOLXELN LLE TOL OTTOT0L O TTOIKTNG
umopetl va aAAniemdpdoet poall tovg pe Kamoleg evépyeles, Onwg TpapTova,
TOPTEG KTAT, 0AAG Oev ivan O100€o1a Yo Vo TO ATOKTNGEL

Ilpoodog tov Toayvidod: Le éva maryvidl TPETEL GLVEXDSG O YOPUKTPOS VO
eEelooeTon Péca amd T POt} TOL TOLYVIOLOV. L€ VTN TNV EVOTNTA TEPTYPAPETOL
v K60 mioTo EeY®PLoTA OAEG O TPOKANGELS TOL TPOKELTAL VAL OVTLLETOTIGEL
0 YOPOKTNPOS, MG OUOPPAOVETOL TO TEPPAAAOV YOp® TOV, TL €XBPOVG
TPOKELTOL VO AVTILETOTICEL, e TLYopakTipeS Ba £pBet o€ emapn, Tt avTiKeipeva
TPOKELTOL VO GLAAEEEL, o€ oo onueio Ba ta evtomicel Kou Tmg O Ta ATOKTNOEL.
T1 puBuod Ba €xet n miota, Bo TpdKeLTAL Y10 TOTA AVAYVOPIGTIKN 1} LE EVTOVO

ovveXOUEVOo TtepileyOuevo; TIpoKeLtal yio 1o To pakpockeAEs Tunqpa tov Design
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Document 6mov meptypapel mwg To 6eVAplo kot 1 wotopio {oviavedhouv péca
amo 1o Prvreomaryvidl, evad divetar Waitepn PapvTnTa 6TOL GCLVAUGON LT TOV
0o TpEmeL va TEPAGOLY GTO YPOTH), OL OLADES YPOUPIKDV KO TPOYPUUUOTIG OV,
OGS oL EYEL PAVTOOTEL 0 dMovPYO.

2botnua-Mevod: Amotelel pior evotnto. OTOL avaEEPETAL 1 Agttovpyio. TOV
Mevov, 1o Interface 6rwg kot to cvote TAoRYNoNG o€ avto. [leprypapet Tmg
o moiktng pmopel va amodnkevoet To moyviol 1 va KAVEL avAKTNoN TOV amo
TPONYOVLEV QOO KELGN, TWG UTOPEL VAL AALAEEL TIG PLOUIGELS TOV YPAPIKDV,
TOV YOV K0l OTOLOINTOTE AAAWV S100EGIH®VY pLOpicewV. ATotelel pia evotnTa
N onoia pumopel va onpovpyn el kot oe £va Egxwploto £Yypoeo, Eexwplotd and

7o Design Document.

Programming Start

Writer/ World
Designer

Audio Designer
Gameplay
Programmer
—~
e ‘E‘
SFX/ Music I i
Audio Programmer ¢ |

I

Technology/ Porting
Programmer

l—‘

Shader F

i —

Gameplay Designer

Designer

Ul Input Programmer’

Environment
Character Designer Designer

—

Network Programmer

Level Designer

Ewova 4.1 Yroderypo evog and to modrd Game Design Documents mov pmopei va 6uvavtioet Kaveig
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2yeoraouog Emmédwv

Tov oyedaopd Tov emmédwv o€ évo Prvteomayvidl tov avaropfaver o Level
Designer. KbHpto kabnkov tov og k@O eminedo €ivor n dnpovpyic LG YEQYPUPIKNIG
nepoyng o€ ota 3D moryvidwn 1 pag Covng kvAtong ota 2D moyvidw. [Iépa and to
YEQYPAPIKO oyedlacud givarl vevBuvog otnv Tonobétnon tv NPC, tov gxbpdv, Tov
Knpiov, g YAopidag kot ¢ mavidas. Avdioya to maryviol kdbe miota £yl Kot Evav
dkd g Eeyoprotd poro. Ov mpotapyikéc mioteg eivar oxedlOOUEVES DGTE VO
gykMpoticovv 1o maiktn oto mePPAALOV TOL TAXVISOD KOlL OTN) GLVEXELD VO
eCokelmbel pe 1o yepopd kot ta epyoieion mov Sabétel. Ta emdueva enimeda eitvon
OYEOLOGLLEVO. LLE TETOLO TPOTO MGTE O YPNGTNG VO TPOGTAONGEL VO AVOTTOEEL TEPETALP®
TIG 0eE10TNTES TOL HECO AmO OAPOPES AMOGTOAES. L& EVa TOLYVIOL OLTOKIVITMV Lo
ot £Y€L 6TOYO O TAIKTNG VO TEPUOTIGEL PE TO KAADTEPO YPOVO VA o GAAN va
TPOoTEPAGEL OAOVG TOVC VTOAOITOVG AVTITAAOVS TOV. Xg €va Tayvidl dpaong €va
eninedo pmopel vo amotedeiton omd amoevYN mayldwV, TO EMOUEVO OAmMO TO VO
e€ohoBpedoel 0 NPwOG GAOVG TOVG OVTITAAOLS KOt £va TPITO VO TPETEL VO KOTAKTIGEL
pe v opdda Tov Eva oyvpod. Xvvenmg kdbe eninedo, To omoio gival facicuévo mhvo
070 0evaplo, oyedaletal avaloyo HE TIC TPOSINYPOPES TTOV AOLTOVLVTOL DGTE VO

VIAPYEL | KATAAANAN pon} péca oTo manyvidt. 24

O oyedlaopog tov emmédwv oto Corfu Runner Boacileton otig mopomndvm
teyvikés. H mpotn miota sivor pukpng ovokoAiag, €lvar oyedlaopévn HE amhovg
avTmdAovg kol dev givar peydAov Pabpov dvokoiiag. Xto Oe0TEPO EMIMESO O
oxeO10GUOG divel ERpacn otV mopovciacn VEOV £x0pdv evd Ta LOVOTTATIO YivovTot
KoL O JVGKOAN. XTO Tpito Kot TeEAevtaio emimedo eiodyeton €vo véo €idog
mepMyNoNg avto g BdAaccag 6mov dtav 0 TAIKTNG EGEPYETAL LEGA EXEL AALALOVY Ol

KOVOVEG KIvnong e oKOmd va Tetvel TePIoGHTEPO GTO KOADUTIL.

Ewova 4.2

ZTypoTumo 0omd

10 eninedo Tpia

24 Bethke Erik, Game Development and Production (Texas: Wordware Publishing,2003), 40.
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[Ipoypappatic uog

Kaoikog

[Ipoypappatiopnds 1M oAMGOG K®OKOTOINGCT TOL 7oy VioloD ovoudletor 1
dwdwacio n omoio givor vwevBVVY Yoo TV €vomoinon OA®V TV GTOEI®Y TOV
TOLVIOL0V. L€ 0VTO TO GTAOL0 ONULIOVPYOVVTAL OAC T GTOLYEID Kol 01 BAoelg dedopEVMV
01 0TO{EC TPEYOLVV GTO GVGTN A TOV TToyVidlov. To kdbe ti mov eppaviletar oTo Touyvio
YpEWLETAL TPOYPOUUATIOHO. ATO TIG QLOIKEG WOTNTEG TOV YOPAKTHP®Y Kol TOV
nePPAALOVTOG, TO GVGTNUA VYElOG TOV TOiKTN UEYPL TO TAOG Kot TOTE AKOVYOVTOL TO
nTkd €, 6Aa avtd yperalovior kmowa. [Ipodxettor yioo to onueio d6mov OTL el
napovctlootel oto yopti omd to game designer amoktdelr (N péoa omd TO
TPOYPOUUATIGHO. To T e TOL TpoYpappaTIoHOD Kaodnyeital and ToV TPOiGTAUEVO
TOL OV avaypapetatl cuvNOms pe Tov 6po Lead Programmer ko et vid v emonteio

TOV OAEC TIC VTOOUASES TPOYPOLUATIGHOD. 2

O vrevBuvog mov eival Kol 0 WO EUMELPOC TPOYPOLUATICTNS TNG OUAOAG,
KoAgital va givar cuvéyeln o €maQn HE TOLS AvVTIOTOYXOVS OPUOOIOVG TOV GAA®Y
TUNUATOV, Vo cLVTOVILEL OAES TIC OPAOES TOV TUNUOTOS TOV KO OVOALUPAVEL T O
OTOLTNTIKA KOUPATIO TOL Tty vidtov. Kabe opdda eitvar appodia yio £vo cuyKeKPIUEVO
KOUWATL TOL oy violov. [Ma mapaderypa, o opdoa eivol vrevBovn yio ToV KOOTKO TV
EQE, AN Y10 TIG TOPAPETPOVS PVGIKNG, GAAN Yo TOV 10, GAAN Y10 To animation koxk.
Mo kabe moyvidr ypnoipomoteitor Kot N ovAAOYN YADGGO TPOYPUUUOTIGULOD TOV
KOAVDTITEL TIG OVAYKEG TOL KOl €fvol KON Yoo OAES TIG OUAOEG €KTOC OO KAMOLES
eEapéoelc  yio  Adyovg  Asrtovpywomnrag.  Or  emkpatéotepeg  YAMOGECG

Tpoypoppaticpod sivarn C++, C#, Java, HTML5, JavaScript SQL xat Python. 2

Katé ™ onmovpyio tov Corfu Runner o mpoypoppaticpog anotéAece 10
KOUWATL PE TN PEYAAVTEPT) OuGKOAlN. ATEAelTEG DPEG APLEpDOMKAV Y10 TN GLYYPOPN
TOL KOJOIKO TOV amoteAeitatl amd 35 apyeia oe ovvoro 60 ceridwv. Kabe script éyet
évav Eeyopotd podo kot Ol eivor amapoitmto yioo TV OpOAN Aettovpyic TOL

TALVIOL0L. Xg TEPITTMOON AABOVG GTO KMAKA TO O VIOl GTANATAEL VAL TPEYEL LEXPL VO,

% Meigs Tom. Ultimate Game Design: building game worlds. (Emeryville, CA: McGraw-Hill, 2003), 253.
2 Bethke Erik. Game development and Production. (Texas: Wordware Publishing Inc, 2003), 43.
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Bpebei n emidvon tov. O KOO TOL Toy VoL Ywpiletal oe 600 KatNnyopies, TOV
KOOIKO GLGTNUATOC KoL TOV KMOKA dpdoemv. O KOOKOS TOV 0popdl TO GUGTNLLOL KOl
N AETovpYict TOL TOYVIOOV deV YiveTal EYEL KATOLO OMTIKO OMOTEAEGHO TV 006V
TOV YPNOTN OAAG €lvol OmopaitnTog Yoo vo TPAyHATOToBohy devTeEPELOVTES
evépyetec. TETolov €idovg KMdko amotelel To SCript mov oprobetel ta onueio kivnong
TOL TOiKTN, 1 Képepa TOL TOV aKOAOVOEL GuveXDS 1 TO onueio petafaocng amd 1o Eva
eninedo 6to AAL0. Ocov apopd To kddKe Tov oyeTileTar e TIg OpAcElg Tov AapPavouv
HéEPOG, TomobeTEITAL TAV® GTO AVTIKEIUEVO KOl GTOVG NPWEG DOTE VO ATOKTHGOLV TIG
1010tTeC mov embopovue OT®G Yo To ov Ba metdel ocpaipeg Evav €xBpds, av OBa
ypeldleTon Eva YTOMMUA 1 TEPLOGOTEPO Yoo v eEOVTMOEL M| av 1 TAATPOPLO TOV
Bpioketon Tave o moiktng eivar avammonong, petakvovpuevn 1 Kot to Vo pali. (PA.

[Mapdptnua A.)

4.3 dotoypaeio omd TV opuade tpoypoppotiotdv g Ubisoft
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User Interface

Ovoudlovpe 10 AoYIGUIKO Kot TOV €E0MMGUO TOV YPNGIUOTOLEL O ¥PNOTNG Vi
VoL OAANAOETIOPACEL e TO oY VioLl. XTOV EEOMACUO EVTACCOVTOL TAL TANKTPOAOYLA, TO
TovTiKt, To Joystick, Ta yeiptotipia ] oAOKAN PO T0 KivnTo Kot to tablet dtav to moryvidl
npoPdAretor o€ owtd. To HEPOG TOV AOYIGHIKOD TTOVL Y¥pMoiLomoteiton yio, o interface
elval ta cvpPora oy 006V, T gKoVidla Kot ooladnToTe dAAa onueia TG 006vIG
T0L OTTO10L YPTCUOTOIOVVTOL Y10 VO, TTPOLYLLOTOTOIGEL O TOLKTNG OAEC TIG EVEPYEIEC TTOV
amattovvtol. TO interface dwapopomnoleital avaioyo e T GLGKELT] AVOTAPAYDYNG
KOODG KOt LLE TIC ATOTNOELS TOL TOLYVIOL00. ALPOPETIKES AVAYKEG EYEL Y10 TAPADELYLLOL
éva oy vidr tomov puzzle ko drapopetikég Eva MMRPG mov tepihapfavet kivion g
Kauepag kot to maiktn,embéoelg, chat, quest xtAn. T'a avtd tO0 AdYO KOl TO 710
QTOLTNTIKA Touyvidle €ivol o SNUOPIAN Y10, KOVOOAEG KOl VTTOAOYIGTH Kot O)l TOGO

OTIC KIVITEC GLOKEVEC.?

To Interface npénet va givan £101 oESAGHEVO BOTE Va Eivat G0 TO SUVUTOV TTLO
EexdBopo Kot kaTovonto kot ywpiletan og dvo kotnyopiec. Ta mpwtevovta cToryein Ta
omoia kaBopilovv tn kivnorn tov moikTn Kot TIC OPAcEL TIG Omoieg exTEAEl Kot Ta
devtepebovia. To omoio. KAvouv TO TOyvidl MO OCKESUGTIKO TPOCPEPOVTOG
TePIoe0TEPEG MANPOQOpieg N emhoyég. 'Eva interface Oewpeitar metvympévo dtav eivon
SlKPITIKO Kol TTEPVAEL GYEOOV AmOPATPNTO GTO YPNOTN KOTA TN SIPKEW TOL
TALVIOOL OALL CLYYXPOVEOS Elval GUVEXELD 0paTO, EVKOAN TPOGPACIHO KOt dloKPLTO.
Mo va tethyel avtd mpémet To otoyeia oto interface g 086vng va givor torobetnuéva
oTN KOTAAANAN Béom doTe va punv eumodilovy T pon Tov ToyVido, v £XOVV To
KaTAAANAa ypopota Tov Ba ta kdvel va Egxwpilovy oto mepBAiiov Kot To KOTAAANAL

amAoiké cOUPoAN TV Spdcemy Tov avapépovrat. 28

Y7o moyvidr Corfu Runner to hardware interface givat to mAnktpoAdylo Tov
VTOAOYLOTN KOl TO TOVTiKL Omov pe to TAnkTpa ‘A’ ko ‘D’ 0 maiktng petokiveiton
aploTePd Ko SEEIQ AVTIOTOLY(M, LLE TO TANKTPO SPace mnodet kot pe To 0e&l KAIK amd To
novtikt mopoPfolrdel. To software interface mov agopd T TANpoQopieg moOV

napovstaloviol otnv 006vn gival ol TOVTOL TAVE® aploTePE OV £YovE GLAAEEEL, O

27 Marx Christy. Writing for Animation, Comics and Games. (Burlingtn, MA: Focal Press, 2007), 172.

28 Jesse Schell. The Art of Game Design 2™ Edition. (US: CRC Press, 2015), 322.
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pHeTpNTNG YPOVOL KOl M Umdpo eVEPYENG TOL PploKeTal GLVEXDS TOV® Omd TO
YOpOKTAPO pag. Xtnv £kdoon yio Smartphones o yelpiopdg yivetol pe KOLUTLO O
enpaviCovtor otnv 006vn pe 1o avtiotoyyo cOUPoOAX Yo TNV EVEPYEWL TTOV
npaypatorolovv. Ta mpdotva BEAN cupforilovv Ty kivnon Tov Hpoa Kot To KOKKIVO
oV TVPOPOMGHd. Xe TPdTN PAcn OAa Ta cOUPoA peTaKivnong TomofeTOnKay otV
aplotep] mMAELPE Kol 0 TLPOPoAlouOg 0e€id, ot mopeiot OU®G amodElyOnke OTL
JVOKOLELE TOVG YPNOTES KOl TO GALLOL LETAKIVIONKE GTNV 0p1oTeEPN TAEVPA TG 006V
TGl amd 10 Kovumi tov mupofoiopod. Emdve deid tomobetOnie to kovumi g
TaHong 0oV 0dNYEL TO YPNOTN Kol GTO OVOSVOUEVO LEVOD TTOL TOV TTOPEYEL EMIAOYEC
OYETIKA LE TNV GLYAOT TOV MOV, TNV EMAVEKKIVIION TG TTioTag Kot TV €£000 Tov 0md
TO oY VIOl XT0 aplotepd HEPOG TS 000VNG TaPOVGIALETOL O GLVOAKOS XPOVOS KOl OL

TOVTOL amd T VOUUGHOTO TTOV £YEL GLAAEEEL.

Ewdva 4.4 Zrypidtomo tov mayvidiod 0mov dakpiveral oxedov 6io to User Interface
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Lpoypouuatiorns Hyov

O TPOYPAUUOTIGTHS YOV ONLOVPYEL TO KOSIKO Y10l VO DTOSTNPIEEL TIG NYNTIKES
AMOLTAGELS TOL oy vVidlov. I'a mapdderypa 1 povotkn wov akovyetol oto Background,
0 MYOG mov axkovyeTol OTOV 0 maiktng mupoPorel M mebaivel 1 akdpo kot dtav o
KEPOOPOAG TOV TOVTIKION PpiokeTon TV o€ (ol EMAOYN KOL OKODYETOL 1 MYNTIKN
EVOELEN, OAQL OV TA OTTOLTOVY TO OVAAOYO KMOTKO Y10 VO, 0KOVGTOVV OTAV TPETEL KOl OTMOGC
npénel. Mnopel ek mpdTNG dyemg va unv eoiveton 1060 onuoavtikd aAAd givor pio
KOO TIVEALL GTN PEOAGTIKOTNTO TOL TToyvidlov. Agv Ba NTav o 1610 av 0 TaikTng
axovel Evav Mo otny dwa évtaon eite givarl kovtd gite paxkpld amd T wyn TOv TOV
EKTTEUTEL, KATL TETO0 Bo povoTav YeLTIKO Kot dgv Ba €01ve To BABoc mov amatteitot.
Otav dpmg vdpyel 0 KATAAANAOG TPOYPAUUATIGUOG KOl O YOG OTASOKE ovEAvETOL
060 0 maiktng mAncwalel ot YN 1660 KaAvTEPA Umopel va £xel v aicOnom tov

YDOPOL KAOMG KO VAL TPOETOOGTEL KATAAANAQ Y10, puo emikeipevn eniBeon tov £x0pov.
29

Aoyioiko Ipoypoyotiouod

Mo v cuyypaen KOSKA VITAPYEL L0 TEPAGTLO VKON AOYICUIK®V LE TO
KkaBéva amd avTd v aroTeAeitol amd To O1KA Tov EEXWPIOTA GTOLXEIR TOV TO
dtapopomotovy and to vworora. O kdbe TPOYPOUUATIOTNG VOOV LE TIG
OTOLTOELS TOV £KAoTOTE TPOTLEKT KO KATA KVUPLO AGYO TN YADGGO TPOYPOLLUATIGHLOD
TOV EMPOKELTO VO, PN OLLOTOMGEL EMAEYEL KOl AOYIGHKO TO 01010 £QopuOlet
KOADTEPO OTIC ATOTNOELS Kal Ta 0EA® Tov. Ta 1o dnpoeiin ivor ta. Microsoft
Visual Studio, Notepad ++, Brackets, Atom, Bluefish ka1 Sublime Text. Opiouéva
dwtifevtan dwpedv evd dALa etvat LOVO He TANPOUY. ZNUOVTIKOS TapdyovTag eivor
KOl TO AELITOVPYIKO GVGTNLLOL OV YPNOOTOLEL O TPOYPAUUATIOTHS KabmG Yo Linux

ko MacOS TpokOTTOVY S10POPETIKES AMOUTNGELC. O

29 Meigs Tom. Ultimate Game Design: building game worlds. (Emeryville, CA: McGraw-Hill, 2003) 281.
30 Dan Irish. The Game Producer’s Handbook. (Boston: Thomson Course Technology, 2005), 170.
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I ) wooylakn epyocio o kddkag cuvtdydnke oto Microsoft Visual Studio.
Koatd v odokAnpwon m epyaciog amodeiydnke 6tL oy n kaAvtepn emthoyn Ady®
™G HeYOANG YKApag epyaieiv mov SlabéTel, TG EDKOANG YPNONS TOV KOL TNG
YPNYOPNS Attovpyiag Tov diywg va emPapvvel wiaitepa to cvotua. To ev Adyo
AOYIG KO TTPoodtopilel KAOE OLAd EVIOADV e £V GUYKEKPILEVO YPDUN DCTE VO
elvar evkoAa dtakprtég Kot va Eeympilovv N pio amd v aAAN. Kabe cuvtoktikd
AGBoc emonpaivetot pe po KOKKIv voypdppuon kot evoeiEelg eppavifovrotl 6to
KAT® PEPOG TNG 000VNG KOl LITOSEIKVOOVV T1) YPOALUT 1] omoia ypetdletal emdtOpOmon.
EmnAéov cov emtpénet tnv evaidayn HETAED TOAADY TapabOpmv Yo TNV GUYYPLen

TOALDV KEWWEVOV KOIKO G TOPAAANAO YPOVO.

) File Edit View Project Build Debug Test Analyze Tools ensi P ProductivityFeatures

Qe - BD-a @ 9-C - Debug - AnycPu ProductivityFeatures ~ P ProductivityFeatures ~

Update160P1cs # X Update160P2.cs

ProductivityFeatures - *3 ProductivityFeatures.Update160P1 - @ ForeachLoopTolingMethod() - & B g@ K=

ctivityFeatures' (2 projects)
ivityFeatures
ForeachLoopToLingMethod() s

€* Update160P2.cs
+[€ XUnitTestProject1

\

UsingRefAddedCopyPaste()

Col 16 20 #5 @ Productivity-158 VY 1ES- A

Ewédva 4.5 To mepifdirov tov Microsoft Visual Studio émov dnpiovpynfnke o kdSkag Tov maryvidioh
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['papikd

Tunuo I papixov

Kotd v éxdoon tov tpdtev frvteomotyvidumv, vtévbuvog Yo To
TPOYPOUUOTICUO, TO YPAPIKA Kot To. Animation ftav éva dtopo. Apydtepa OUmG
AOY® ™G peydAng avamtuéng kot {tnong n onpovpyio EEXOPIOTON TUNLO YPOPIKOV
NTAV EMTAKTIKY] KO ATOTEAOVTAY OTO UIKPEC OUADES TTEPITOV TOV TPLOV ATOUMV.
[TAéov to TN YPoEIK®OV YopileTal 6 TOAAEG LITOKOTYOPIES OVAAOYQ TIG
OTOLTOELS, TOV TPOVTOAOYIoUO Kat To PEYEBOG TOV Tatyvidov £xovtag pOAO LYMANG
Bapvtnrag oy oyediaom tov moryvidrol. Aroterel T Prrpiva Tov moyvioroD Kabmg
gtvat ovtd mov eaivetor oto eE®@ELALO, Gg screenshot kat dloenuoTIKA Bivieo
AOKAOVTAG LEYAAN EMPPON GTO YPNOTN YL TV OTOKTIOT TOL OO TO TPMTO YPOHVIN
ékdoong Prvteomaryvidtdv péxpt onpepa. [TAéov dev vapyeL ¥pHOTNG TOL VAL UNV
EKTIUA TOL OAO KOl KOADTEPQ YPOPIKA aveEapTnTOL KaTnyopiog moyvioov. O
peOMGLOG elvat OA0 Kol o€ VYNAOTEPQ ETITEDQ YPOVO LLE TO YPOVO LE TA YPAPIKA VoL
EYOLV OTACEL G€ onpelo TOAAES POPEG vaL UV UTopet va, Slakpivel 0 LEGOG YPNOTNG OV

owtd o PATel amotelei Pivreo 1 animation. 3

Art Director

YrehBvvog cuVTOVIGTG Yo OAEG TIG opddeg etvar o Kailrteyvikdg AtevBuving, va
dropo pe TAOVGL0 PLOYPAPIKO, NYETIKES IKOVOTNTES KOl [LE TPOVTNPEGIA OGO TO
dVVATOV TTO KOVTA GTO £100C KOl TIG ATOLTIOELS TOV TOLYVIO00. ZVVETMOS OV TO
mayviol To onoio oyxedtaletor ivar aOANTIKOV TEPLEXOUEVOL O KOAMTEYVIKOG
O1ELOLVTIG £YEL OTIC TEPICTOTEPES TEPIMTMOGELS EPYOCTEL GE £va TOPONLO10 TPOTLEKT.
OAot 6601 ETPOKELTO VO OMOTEAEGOVV TIG KAAMTEYVIKES OUAOEG TPETEL TPATAL VOL
eyKpBovV amd avtdv VoTEPA Amd TV VLOOEIEN PLOYPOPIKOD Kot LG CUVTOUNG
ovvévtevéng. EvBivn tov elvat to telkd amotédecua va £xel 660 10 duvaTdv

KOADTEPT TTOOTNTA KO VO, UV eP@ovileTon StopopeTikod THTOV acONTIKY HETAED

31 Meigs Tom. Ultimate Game Design: building game worlds. (Emeryville, CA: McGraw-Hill, 2003), 268.
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TOV KOAATEYVIKOV ORAd®V 0AAL Vo KtvoovTol OO0l YOp® amd Tov Bacikd dEova mov
&xel oyedtaotel. Ot opadeg 01 0TOlEC EVTACCOVTOL GTO TUNUO YPOPIKAOV Kot
KOAMTEYVIKGOV givorl avtég Tov 2D kallteyvav, 3D kaAlteyvaov kot Animators e

TIC AVTIOTOLYEC VTOOUASES TOVG 1 kKADE pia Egympiotd. 2

2D Artist

O1 2D koAMTéYveg €101KEDOVTOL 6TO GYES10 Kot T {OYpaPIKn Kot elval dKkpmg
OTOPOITNTOL OO0, KO GE TTaViolo TPLDV SI0CTACEMV. XTa, TAAICLO T®V KOONKOVI®OV
TOVG AVOALUPAVOLY VO, GYESLAGOVV OO YOPOUKTAPES Kot oToyEia mePPAAlovTog
uéypt kou to user interface. H dvokolio mov avtipetonilovv givat n 660 10 dvvatdv
KOADTEPT OMEIKOVIOT] AVTIKELEVOV KOl XOUPOKTIPOV TOL TPAYLATIKOV KOGLOV GTIG
dV0 SLGTAGELS e TIC AMyOTEPEG AemTOpEPELEG. ZTa Ty vidle 3D KaAdmTovv 10
KOUUATL TOV HevoD, CUUPOAMV Kot YPOENUATOV TOV R@avifovTal KaTd TN SLdpKELL

TOV TOLYVIOLO0 KOl GTT] GUVEYELN GUUUETEXOVV GTA EEMPLAAN 1] KOO, KOl 5T

Ypapiké ototyeia ™G 16ToceMdag. 33

Ewdva 4.6 H ypaoida omoterel facikd epyareio yio évav 2D/3D Artist

32 Bethke Erik. Game development and Production. (Texas: Wordware Publishing Inc, 2003), 46.
33 Bethke Erik. Game development and Production. (Texas: Wordware Publishing Inc, 2003), 47.
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Animation

H opdda tov Animation divel (o1 og otidNmote £xel oYedOOTEL ad TIG
opdoes Tv 2D kot 3D ypapikdv. ['VOGELS avaTopiog oYeTIKE e TO HUTKO GVGTNO
KOl TO OKEAETO €ivor amapaitnTeg yio v ophn amekdvion g kivnone. Ta animation
yopilovior o Vo katnyopiec. H mpdtn katnyopio mepthapPfaver Tig KWAGELS TOV
YOPOKTAPOV, TOV (OOV Kol TOV TEPATOV KOl 1) AN Kot yopia TIC KIVGES OAMV TOV
ALV oToyEiwv, OTmG avtikeipeva katl ototyeio T evonc. H opdda animation agov
AGPet T oYETIKN AMOTO UE TIC KIVIGELS TOV GTOLTOVVTOL Y10 TO KAOE YapoaKTipa
Eexvael mpdTa, pe T dadikacio Tov Rigging Kot ot cuvéyela Le TIg KIVAGELS TOV

yapaktipmv. 34

H xivnon evég pma mépa amd T petokivnon Tov HEG 6To YMPO
TPocdopilel T0 VYOG, TOL YAPAKTNPO Kt TIG TPOOEGELS TOV. ALAPOPETIKA TEPTATAEL
£vag NPpwog OTaV etvat NPENOG, SLAPOPETIKE OTav glval VELPLOGUEVOS, AAAO
PBnuotiopd éxet évog oTpatioTikdg mov tdel oty Péon kot aAdo £vag pabnge mov
TAEL ALTVOG 6TO OXOAEl0. Zvvenmg ot animators mépa and v opHn otdon Tov
OKEAETOV KOl TOV KIVAGEMV KOAODVTOL VO ATOdMGOVY HESO OO T YADCGCO TOV
OOUOTOC KoL TO YVYOAOYIKO TPodid Tov ekdotote yopaktipa. ['a avtov akpPmg o
Adyo glvar ko o TEPITAOKES Ol KIVIGELS avBpdTTV Kot OV 68 GYECT UE QVTEG TOV

OVTIKEWEVMVY IOV £XOVV L0 TTLO oTpOGmY Kivion. >

It dnpovpyia animation vrdpyovv tpeig Pacikoi pébodot. H mpdTn pe
v omnoia kot Eekivnoe to animation givat n dnuovpyio g Kivnong kapé kapé,
onradn oe kébe FPS oyedidletor kou n kivnon tov maikt. Eivon pio apketd
xpovoPopa dtadikacio kot TAEOV PapUOLETOL LOVO TEPLOPIGUEVES TEPIMTMOCEIS AOY®
TV VE®V gpyoleimv Tov Exovv tebel ota xEpra tv animators. H dgbtepn teyvikn mov
etvat TAéov ko 1 o dnpoeiing oyetileton pe Ta kayframes. O animator dnpovpyel
dv0 onueia 6T pUdpa Tov YPOVOL OTOL GTO TPADTO GYEINALEL TNV OPYIKN Kivion Ko
07O OEVTEPO TNV TEAIKT], LE TO AOYIGUIKO VO TPOLYLOTOTOLEL VTOMOITOL OAOL TOL

gvOLaEO Kapé omd To éva onueio 6to dAko. ¥

34 Bob Bates. Game Design, 2" Edition. (Boston: Thomson Course Technology, 2004), 175.

3% Bethke Erik. Game development and Production. (Texas: Wordware Publishing Inc, 2003), 48.

3% Franson David & Thomas Eric. Game Character Design Complete. (Boston: Thomson Course Technology,
2007), 15.
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H tpitn teyvikn av Kot apketd dSNUOEIANG omawtel peyaAidtepo budget ko
YHPO Y10 VL EQOPUOCTEL KO VO YVOGTH LE TNV ovouacio motion capture. Xe avtn
™m mepintoon yperaletan Eva studio kapepec kot nBomotoi. H dradikacio Eexvdet pe
NV Katoypoen g kKivnong tov n0omotod o€ £va cHOTNH TPLOV 0EOVOV KOl 6T
OLVEXELN YIVETOUL LETATPOTN TOV aPYEIOV Kot EPAPUOLETOL GTO OKEAETO TOV
TP1eotdoTatov poviéhov. Eivar pia mo mepimhoxn teyxvikn Kon epappoletol o
TEPIMTMOGELS OOV €lvat o SVGKOAN 1| KaTtaypapn TS Kivnong 0nwe o€ afAntucd
moyvidla. To amotédespa eivatl okOpo TO PEAMOTIKO, VD EQOPUOLETAL KOl GTO

Kwnuatoypaeo ota mhaicw tov Visual Effect. 37

Ta animation ftov avondomTacTo KOUUATL Kot TG TTUYLOKNG epyaciac. Ta
animation t@v ovTIKEWWEVOVY Kol GE QVTH TNV TEPITTOON deV HTav 1310iTEPO SVOKOAN
va dnpovpynBovv Adym tov erovaropfovopevov puhpov tov dautnpovv. e avtn ™
Katnyopio aviKouy o VOUUGLOTO TOV TEPIGTPEPOVTAL, TO BPANLLOTA TTOV
exto&evovtat, o1 moryideg dmwg Kot opiopévor £xBpol mov ivat TpoypAUUATIGUEVOL VO
aKoAovBovv o cuykekpuévn mopeia. AvtiBeta 1 kivnon tov Pacukcod npma
YPNOLOTOEl o TEPITAOKA, GE GYEOT LLE TOL LTOAOUTO GTOLXEID TOVL TTALY VOO0V,
animation, kafm¢ £yt 600ei Eppoon MOTE TO TEPTATNUA VAL EYEL OGO TO SLVATOV TLO

peOMOTIKN Kivnon 6mwg kot dtav avoammdast Kot TupoPoAet.

V' aud

- A

Ewéva 4.7 Dotoypaeio onod studio tng Ubisoft katd tn didpkeia evog motion capture

37 Franson David & Thomas Eric. Game Character Design Complete. (Boston: Thomson Course Technology,
2007), 15.
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Aoyiouka I pogpikawv

To Aoylopkod mov ypnooromdnke yio v eneepyocio TV YPUPIKOV givor
10 Adobe Photoshop. TTapéyet 6La ta epyareio mov yperdletor o 2D oyedootig Omme
YOUES , LOADPLO, TIVELD YMOLOKNG LOPONS Kot OTL GALO ypetdleTal yio TV ene&epyacio
™mg ewovag. Aeod mpaypoTomomdnke @Toypdelon TV otoyeiov To omoia
YPEWLOTNKAY Yol TN ONUIoVPYio TOL ToyVidos amd To vnoi g Képkupag otn cuvéyea
éywe eloaymyn tovg oto Photoshop yia eme€epyoocia. Or potoypopicg d&xOMKay
TOPOLETPOTOINGCT OTN POTEWVOTNTA, TNV aVTIOEST, TIG YPOUATIKES OTOYPDCELS Kot
tonofethOniKe €101k PilTpo dote va Bopilovv kaptovV Kot OAQ aVTAE PLEYPL VA PTAGOVY
010 TEMKO emBuunto omotédeoua. 1o Photoshop dnuiovpyndnkav kot to Interface
OM®G KoM, Hevod aAAd Kot ototyeia TG wotoceAidag. Emmiéov €dd éywve kou
Baoikn eneEepyacio TOV YOPUKTNPO 6TO KAOE KOUUATL TOV GOUATOG TOV EEXPloTd. Ot
QOTOYPUPIES OOV aPOoPOVV TO TEPIPAALOV KO TO EMIMEdO 6TO omoio Padilel o Npwog
&ywav oe popen mhokdiov. Avtd onpaivel 0Tt glvarl €161 GYeESOCUEVA DOTE OTAV
evavovtal Hetald Tovg va pnv epeavifovtot dtapopés Leta&d Toug aAAd va paivovTot

o éva eviaio eminedo. 8
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Ewova 4.8 Ztiyudtomo amd to hoyiouikd Adobe Photoshop

38 Cairs George. Teach yourself Photoshop. (London: Future Publishing, 2014), 12.
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Ta animation dnuovpyndnkov evtdc e epapuoyne Unity. H pia katnyopio
oyetiCetar pe otoyela o omoia dev €xovv otabepd GYNUA KoL LOPPY| KOl 0popd
otoyeia OTmg N EWTIA, M Bpoyn, TO Y1OVL, ot omtibec ktAn. H dnuiovpyia animation yia
avtd to otoweio ovoudletar particle system animation kot pe €01KEG UTAPES
pvOuilovrtar Ta 01 S1OCTAGELS, TO OPLOL KOL 1] GLYVOTNTA OOV EVIOS ALTAOV TOV TIL®V Ba
eneaviCovtor o ototyeio pe tuyaio oelpd. H exodpevn katnyopio apopd ta Sprites 6mov
éva. oOVOLO amd TPocyedlacpUéva Kapé evavovtal HETaED TOLG Yo T dnuovpyia
eviaiog kivnone. Eivor pio teyvikn mn omoio eivor kotdAAnAn yuo mouyvidioe ovO
JLOTAGEWMV KOl KOO, TTLO GLYKEKPULEVE KATNYOpiog TAATOOPLLAG OTMG TO TToyvidl TG
nToyloknG. Me auth ™ TEXVIKY dmuiovpyndnkav oyeddv Oho To animation twv

YOUPAKTHPOV TOV TatyVidion.

s G R O lnspector Cem
ayers || Parzmesers Ao Uve Lisk Crouching -> Airborne o, -
1 AmimatorTrassitionBase |

Transitions

Crouching -> Airborne
Has Ext Time ()

» Sextings

£0 010 020 180

4 Assets » Stascard Assets + Characters » ThirdPersceCharacter » Asimator

ThirgPersan

d
v 8 ‘ontroller controfier

Ewcdva 4.9 To mepifdAlov yio animation mov mpoceépetar oto Unity3D

39 Thorn Alan. Unity Animation Essentials. (Birmingham: Packt Publishing, 2015), 33.
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"Hyog

Voice Over

Ye éva moryvidl ol MMTIKES AMOITNOELS TOIKIALOVY Kol S1apEPOLY AOY® TNG
TANOOPAG TOV ONTIKOV gpedicpudTov Tov oeeilovy Vo GLVOSEHOVTOL KOl OO TO
avTioTOL0 aKOVOTIKO 0TolXEl0. MéGO 0d TO VOICE OVEr 0 GYESGTHG TOL ALY VIS0
EMOIDKEL VO, SDGEL PMVY] GTOVG OOAOGYOVG TOL £YEL AMOTLVTMGEL GTO XUPTI, EVA Y10l TN
owoTh amdd0oT TOVg 0PeiAel Vo Bpet Ta KATAAANA dTopa Kot Ol EPACITEXVES OO TO
ek tov mepPaiiov. Avt 1 dwdikacio avatifetar otov voice director o omoiog
a0l Tov 000el TO GEVAPLO Kot To PEPN HE TOVG JAOYOVG KaAgitar va Bpet Tovg
avtiotoryovg nbomolovg yw to kdbe poéAo. H nyoypdenon mpaypatomoteiton og
OTOVVTIO OGEG POPEC YPELNCTEL LEYPL VAL VTTAPYEL TO EMBOVUNTO OTOTEAEG LA EVA Y10, TOV
1010 pOAO TOALEC POPEC KAAOVVTOL KO TOPATAVED Ao £vag N00To101 OOTE VA VITAPYOLV

TEPIGOTEPEC SBEGIUEC EMAOYEC KOTA TNV TOPAS0oT TOV NYNTIK®Y apyeiov. 0

Y10 ovykekpuévo maryviol to Voice Over ftav avaykaio yio v amddoot Tov
NYNTIKOD EMMPOVNUOTOG, TOL OKOVYETOL OTIS MEPMTMGEIS OOV O TAIKTNG OEYETOL
eniBeon amd kdmolo £x0p0, e AMOTEAEGLOL VO LELDVETOL 1] EVEPYELDL GTT) UTAPA VYELOGC.
H Aé&n ‘opé’, elvar yapoktnpiotikd yvopiope s Kepkvpaikng oaAéktov mov
akovyetol oe KéBe tpovpaticpd tov maiktn. o v dnuovpyio g kpidnke
amopoitnTo va nyoypaen el mymrikd VAKO amd v apyn AOY® TG 101UTEPHTNTOS Ko
™G mpopopds mov omouteitarl. o to teAkd amotélecpa emA&yOnke 10 MYMTIKO

KOUUATL TOV Taiplale TEPIGGOTEPO GTIC UTOLTHGELS TOV TTOLYVIOLOV.

Ewova 4.10

Dwtoypopio amd To

Studio fyov g Ubisoft

40 Bob Bates. Game Design, 2" Edition. (Boston: Thomson Course Technology, 2004), 185.
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Hyntixo Epé

Onwg oto mpaypoatikd ko6cpo meptPoarldpocte amd MYovg ot omoiot
dMUoLPYOLV TO NYNTIKO TEPPAALOV TO 0Toi0 PplrokdOpacTE, akpIP®G To 1010 cvuPaivel
KOl GTOV EIKOVIKO KOGHO TOV Prvteomatyvioton. Ot ot Tov aKOVEL 0 TOUKTNG KOTA TN
dbpkelo, ¢ TioTag cuvhETovy TV atudseapa Tov BEAEL o game designer va ddoet
KAVOVTOG TO Oty Vidl aKOUOL TTO PEAAOTIKO. AV Kol €Ivoi Y01 TOL 0 TaiKTNG Katd KOPLo
AOYO0 dev €oTIdlEL T TPOGOYN TOL GE AVTOVS, 1 TVYXOV EAAEIYT TOLG Bl MTav KATL TO
omoio dev Ba pumopoHoe va TEPAGEL AMAPATPNTO KAVOVTOS TO TToLY VIOl o ‘OTwYO’.
[Tépa amd T dnpovpyia Tov TEPPAAAOVTOG, Ta NYNTIKAE £0€ TailovV dPacTIKO POLO
Kot oto gameplay tov moyvidrov. IIpogtdomolodv 1o maiktn and TvYXOV KivdhHvoug Tov
TPOKELTOL VO ELPOVIGTOVY KOl GUUTANPADOVOLV 1| OVOOELKVOOVY KOO TEPLGGATEPO TOL
ontikd epebiopata. Ztnv OAN JOIKAGIN OTOLTEITOL COGTOC GLYXPOVICUOS TOV
dpboev TOv amelkovifoviol 6g GYEGN UE TOLG NYOLS Yo £vol akOua o 0pBoAOYIKO
OmOTEAEC . ZNUAVTIKY onueiwon amotelel To yeyovog OTL KATA TNV TPOCSONKN TV
NYNTIKE €PE, TO TEAKO omotéAespa mov Ba Aappdvel o xpnog dev Ba Tov mpokaAet
oLYYLOT] KOl OTOGVVTOVICUO amd TO Ty Vidl KOt TOVG GTOYOVG TOL, GUVETMG 1) ¥PON

TOVC 0QEiAEL VO yiveTal LOVO OTOL Kpivetal omapaitnt diyme meptrrovg Ryove.

Movaoikn — Soundtrack

Av 1o MMTkd €€ cvvBétouv to mEPPAALOV TOL TOKVIdD, 1N LOVGIKN
onpovpyet o cvvaicOnua. Eival o kOplog LoyAdg @CTE 0 GYESIAGTNG TOL TALYVIOLOD
va kotevfivel vroouveionTa To cuvalcHuata Ko ) ddfeon Tov moiKTN MOTE Vo
EVOOUOTOVEL 0G0 TO OLVOTOV TTEPIGGOTEPO UECOH GTO KOGHO TOL PvTeomatyvidlov.
YnevBuvog v T0 CLYKEKPIUEVO KOUUATL €ivol 0 HOVOIKOGLVOETNG  pe TOV Omoio
épyeton og emkowvavia o game designer. “Otav mhéov Oa dlabétel OAeg TIg amapaitnTeg
TANPOPOPIES TOL TaLYVISOL GLVOETEL TOL LOVGIKE KOPUATIO ToL oToia Ba To amapTilovy.
Kabe eninedo umopel vo 01a0étel gite éva cuykekplévo Koppdt, gite meplocoOTEPA
avaroya pe tn opdomn mov eEglocetal dOmmg LOVGIKT Kdyng M dpdong, mteptPdAiovtog,

LEVOL, TITA®V TEAOVG, EMITEVENG GTOY®V 1 KOl OmOTVYi0G OMOGTOANG. [ T TP

41 Bob Bates. Game Design, 2"@ Edition. (Boston: Thomson Course Technology, 2004), 191.
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TGTA TOV TOLY VIOV XPNOILOTOMONKE LOVGIKY| TTOV 1Y€ OC OKOTO TNV E1GAYMYN TOV
YPNOTN GTO KAILLOL TOV TToLy VIS0V e eVO1A0ETN Kot peun peAmdia. X1 devTEpn TGTO
1 LOVGIKT EPYETOL VO, TOVIGEL TO VOYTEPIVO TTEPIPAAAOV, TO PPOVPLO KOl TOL GTOLYEUDUEVOL
LLOVOTIATLO TPOKAAMVTAG VITOCLVEIONTA aywvia Kol eOPo evd ot Tpitn Ko teAevTaio
o01dY0¢ €lval va Tapovolaotel 1 kolokalpvn dtdbeon katl Eeyvolaotd Tov GLVOVTA

Kavelg oTic axpoytoléc e Képrupac. 42

Aoyouiro Hyov

O)o to NyNTIKd VAIKS TpomomoOnke 6e dV0 AOYIoUIKA emeCepyaciag oV, TO
Wavelab ka1 o Reaper. £to Wavelab e 1o omoio sovAedtnKay Kupimg ta nynTika eE,
TPOYUATOTOMONKAV OAEC Ol MYNTIKES TOPAUOPPDOCES OMMOS TOVIKEG OAAOYEC Kot
TPOTOTOINGT) GLYVOTHTMOV TOV VAIKOV TTOL NYOYPAPT|OnKe 1 TOL TPONADE 0md TNYEG TOV
dwdiktoov, ®ote vo. cvopPadifel pe TIg amortioelg tov moyvidwov. To Reaper
YPNOLOTOONKE KaTd KOPLO AGYO yiow TN dNUIOVPYIN TOV TEAKOV 0pyelov LOVGIKNG
OmoVv e TNV amopoitnTn eneEepyacia emavaAdpPaveTor cuveyms diywg va divel 6To

YPNOTN TNV EVIVTTMOOT OTL VIAPYEL OPYN KO TEAOS TOL KOUUOTION, LE OTOTEAEGLLOL L0

ouvveyn pon yuo 660 ypetdleTol Péyptl va TEpUATICEL TO EKAGTOTE EMIMEDO.

Ewova 4.11 To Aoywopikd Reaper 6mov €yve évag pépog g nyntikng Eneéepyaciog

42 Dan Irish. The Game Producer’s Handbook. (Boston: Thomson Course Technology, 2005), 245-46.
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Keparato 5: Meta-ITapaymyn (Post Production)

Aoxipég

Eleyyoc Aertovpyikotnrac (Debugging)

e 0wt TO 6TAS10 EAEYYOVTOL OAOL TOL TEYVIKA HEPT TOV oY VIS0V OGOV apopd
10 0Béua  Aertovpywomtoc. Toyxdov  Aabn  mpoypoppaticpod  dtopbdvovral,
emavegetdlovror petafAnNTéC ot omoieg mBavOv va TPOKAAODY GUYYVOT GTNV EUTEPia
TOV oK T Kot EAEYXOVTOL To OPLOL TAOYTONG MGTE VAL LTV VITAPYOLY KEVA GTLELD TTOVL
odnyovv £ amd ta Oplol dPACNS TOV TALXVIOD. AV KOl TO GUYKEKPLUEVO GTAOLO
amotedel KUPIOG KOUUATL €pyaciog Yyl TNV OUAON TPOYPOUUOTIGHOD VLTAPYOLV
TEPIMTMOGELS OOV TA YPUPIKA cLuyyéovtal, Tpeponailovv 1 potdlovv acLVOET, OVTO
éxel og KatdAnén va emavacyeddlovtal amd T0 TUUL YPAPIGTIKNG MOCTE TO TEMKO

amoTéLeopa va sivar TApnC Asttovpycd. *

Playtesting

[Ipoxertan yoo ™ OadKaciocn OTOV TO ToUYVIOL €El MAEOV GE TPMTN PACN
oAoxkANpmBel Kot divetar 1 gukapio 6€ SAPOPOVS YPNOTEG Vo TO TOIEOLV Kot Vol
LOpacToOV TIG EUTEPIEG TOL TOVG TPOGEQPEPE, OeTikéc eite apvnTikég, MOGTE Vv
terelomonBel mpv ™ tEMKT TOL €KOOOMN. AV KOl TOAEG POPEG M dlodKAGIo VT
ovyyéeton pe to debugging, n mpayuaTikn TPooéyylon mov mPEmEL va. o0l givar
EVIEADG  Ol0POPETIKY], KaODS okomdg 1tng eivar Ot n  06pbwon  TuydV
TPOYPOUUATICTIK®OV AaB®V 0ALG va damiotwbel av o ypnotng dlackeddlel péca amd
avTto, av To PpioKel evolapEPOV, v 6TO KOvO TO omoio amevBiveton Bewpeiton Kavod
va 10 ol Kol TOAAEG aKOUO. EPMTIGELS TOV KAAOVVTOL Ol OMUIOVPYOL Vi dMDGOVV

Moelg 6mov ypetactel. 44

43 Richard Rouse. Game Design: Theory & Practise. (Texas: Wordware Publishing Inc, 2005), 484.
4 Richard Rouse. Game Design: Theory & Practise. (Texas: Wordware Publishing Inc, 2005), 485-6.
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O pdTOL ¥pfoTeC mov Oa SoKAGOLY TN TPMTN £KOOGN TOL TALYVIOLOV
ouvNB®G amoteloVVTOL OO EmAyyEALOTIEG JamErS, eiAovg, ayvmdOTOVG N KOO Kot
a6 ToVG 1310VG TOVE KATACKELOOTEG e TN KABe Katnyopio va £xel To OeTIKA Kot Ta
apvnTikd 6. Ot kataokevaotég mov yvopilovv 1o moryvidr g Pdbog mapéyouvv
ypnowo feedback oe cuykekpiévec mepmt®cElg 0ALL AOY®D TOV ATEAEIOTOV ®POV
gpyaciog Tavm og avtd Bempeitonr cuvnBmE 6VGKOAD Vo fyovV KATOLN GUUTEPACLOTOL.
O1 @idot Tov Ba doxidoovy va TaiEovy To Toyvidl, AOYm 01KeEOTNTOS Ool LUAGOVVY TTLo
avolyTd OUMG VIAPYEL KOl 1 TEPIMTMOON VO OTOKPLYOLV OPVITIKO GTOLXEID TTOL
napatnpnoav. Ot emayyeApotieg gamers pmopovv vo. Gov TopPEYOLV o TANPN
a&0AOYN O TOPATNPOVTOS OKOUO Kol UIKPEC AETTOUEPELEG, EMELDN OUMG TEIVOLV Va
elval meplocdTeEPO €COIKEIOUEVOL PE TOAD TEPITAOKA GUGTNUATO T EUTEPIN TOVG
dpépel omd 10 PECO YPNOTN O OMOI0G OMOTEAEL KOl TO HEYOAVTEPO TOGOGTO TNG

ayopéc.

Ewodva 5.1 Ddotoypapio evog xprot katd ) ddpkea Playtesting e studio g Ubisoft

45 Jesse Schell. The Art of Game Design 2™ Edition. (US: CRC Press, 2015), 436.
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ACroroynon

Koatd v a&loAdynon tov matyvidlov ot TpMTOL ¥PNOTES TOL TO dOKILAcHV
OTAVTINOOV GE U0 GEPA A0 EPMTNGELC. Agv £QTOCOV OAOL O YPNOTES LEYPL TO
TEPUATIOUO GLVETMG 0 KaBEvas To a&loAdynoe avaroya pe T TpoOodo Tov gixe. XT0
EPOTNUATOAOYIO GUUUETEIYAV ATOMO KOl TOV 600 PUAMV KoL TO NAKLUKAE Oplol
Kopaivovtay and 10 £wg 50 etmv pe dopopeTikn eunelpio ota mworyvidlo o Kabévag.
O1 TPpMOTEC EPOTNOELS TV YEVIKOD TEPIEYOUEVOD Y10 VO TPOGOIOPIGTEL TO PVAO, M
nAia Kot 1 oy€omn Tov xpNnotn pe o moryvidto. Ot epoToELg TNG 0e0TEPTG EVOTNTOG
elyov amokAeloTikd oKomd TNV 0EI0AOYNON TG EUTELPIOG TOV YPNOTOV UE TO
ovykekppévo mayvidl. Oleg ot epooelg eivat amoTLTOUEVES GTOVG VO TOPAKAT®

ivokeg Tov akoAovBovv. 46

I'evikég Epomoeig

No.1 Taileic Bwvteomayviow ;

No.2 Taileig moryvidwa 2D (dvo dwactdoewv) ;

No.3 Eiocat Avtpagn I'vvaika ;

No.4 Ildco ypovav giocar ;

No.5 Towa glvan ) ayamnpévn cov katnyopio Bivteomayvidiwv;
No.6 Tldceg popég ™ Poopdda mailelg Bivteomaryviow,

No.7 Tt ovokevn ypnoiponoteic teptocdTEPO Yo To Bivteomayviow ;

Epwtnoeic ACioAoynons Corfu Runner

Oepotikn Evotnro No Epotmoseg

Xelptopog 1  "Hrav g€0xoAog 0 xepiopdg Tov moiktn;

Avckolia 2 | TI6co dvokoro Ba yapoaktnpleg To moryviot;
Yoyayoyio 3 | 'Hrov drookedaotiko;

I'pagika 4 | Xov Gpecav To YPOEIKA Kol Ol YOPUKTHPES;

[TpéxAnon 5 | 'HOegheg va mailelg to monyviol Eava yio kaADTEPO oKOp;
E&oweimon 6 | 'Hrav to mepiBdArov Tov moyvidlov otkeio yio céva,
Ixavomoinon 7 | Oo TPOTEWVES TO TOLYVIOL GE KATOLOV (PIAO GOV;

46 Meigs Tom. Ultimate Game Design: building game worlds. (Emeryville, CA: McGraw-Hill, 2003), 319.
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Amoteréouoza Aci0Adynong ue Aaypduyoto:

Xe1pIOHOG - 'HTav EUKOAOG O XEIPICHOG TOU NAiKTN;

KaBoAou: 5.0%

Aiyo: 5.0%

/ Meétpio: 5.0%

Ewova 5.2  I'pbonua 1 — Anotedéopata aEoAdynong

AuockoAia - NMooco d3UckoAo 8a XapakTNPIJeEG To NAIXVidl;

KaBo6Aou: 5.0%

Aiyo: 15.0%

Ewéva 5.3  I'papnua 2 — AroteAéopato aSloAdynong
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Yuxaywyia - ‘'HTav S1a0KeSACTIKO;

KaBo6Aou: 0.0%
Aiyo: 5.0%
——
Métpio: 5.0%

MoAu: 90.0%

Ewéva 5.4 TI'papnua 3 — AnoteAéopato a&loAdynong

Fpa@Iika - 20U dpecav Td YpAaPIKAd Kdl ol XapAaKTNPEG;

KaBo6Aou: 5.0%

Aiyo: 5.0%

o Métpio: 10.0%

A

Ewéva 5.5  TI'pagnua 4 — AnoteAéopato aSloAdynong
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MpokAnon - 'HBeA&eg va nai&eig To naixvidi Eava yia KaAUTEPO OKop;

KaB6Aou: 10.0%

MoAu: 20.0%

Aiyo: 40.0%

MéTpio: 30.0%

Ewéva 5.6  I'pagnua 5 — AnoteAéopata a&loAdynong

EZoikeimon - 'HTav To nepifaAAov Tou naiyXvidioU olKeEio yia oEva;

KaBo6Aou: 5.0%

Aiyo: 15.0%

MoAu: 45.0%

Mértpio: 35.0%

Ewéva 5.7  TI'pagnua 6 — AroteAéopato aSloAdynong
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Ikxavonoinon - ®a NPoTEIVEG TO NAIXVidl 0 Kanoiov piAo cou;

KaBo6Aou: 0.0%

\ Aiyo: 0.0%

Mérpio: 5.0%

MoAv: 95.0%

Ewéva 5.8  I'pagnua 7 — AroteAéoparto aSloAdynong

Avaivon & Lourepaouoro ASi0l0ynons

To yevikd ovumépacpo mov TPOKLTTEL VoTEPO Oamd TNV avdAvon g
a&loAdynong ivar 6T 10 oy viol Aenoe BETIKES EVIVTDGELS GTO PEYAADTEPO GUVOAO
Tov xpnotov. O yeplopog kpibnke €OkoAog KaTh YEVIKEG YPOUUES €KTOG omd TIg
TEPIMTMOGELS OOV LIKPOTEPES NAIKIES, KLUPIWG KAT® TOV dMOEKA ETOV, OVGKOAELTNKOV
av 1o péco avomopoyoyne frav tablet Adyom tov aroctdoenv peta&d tov TANKTP@V.
O Babudg duokoAing TPOKVTTEL OTL NTAV APKETA AT TIKOG KOOMS 01 ool yp1oTeg
YOPOKTAPIGOV TO TOLyViol ¢ 0Vokoro. Avtd sivar €va ototyeio Olywg amopaitnTa
apVNTIKO TPOSN O KABDG 00TE AMOTPENEL TO XPNGTN OO TO Vo Guveyicel vo mailel 0vte

etvat ToAD €0KOAO MGTE VOl TO TEPULOTIGEL AUECMG.

H dwaoxédaon frav pio mapdpetpog n omoia Stopopemdnke amnd to ypoetkd
KOLL TOL (LOVLOPIOTIKG NYNTIKA £QE Kot €1y £va AKPOS IKOVOTONTIKO OMOTEAEG LA KAODS
N TAEOYMOIi0 TOV YPNOTOV JCKEIOCAV LE TO TOLYVIdl OOV MTOV KOl O OTDTEPOG
OKOTOG KOTA TN ONUovPYio TOL. ZNUAVTIKO pOAO EmOIEAY KOl TO YPOPIKA Y10 0VTO TO
KOUWATL To. omtoio yopaKTNpioTnKay TOAD KOAG oV Kol €vo pukpd mocootd o to
TPOTOVGE Alyo MO PeOMOTIKA Kot Oyt T060 NG Hopeng Kopks. Oco apopd tnv
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ePMTNON 7oV TEOMKE Y10 KOADTEPO OKOP Ol OAVINGEIS NTOV CYETIKO LOPUGUEVES
kabmg Ommc eénynoav  oplouévol YPNOTEG TOVG EVOLEPEPE  TEPLGGOTEPO VO
e€epevvioovy Tig mioTeS Kot va EEKAEIOMOOVY VEQ EMIMEdA Y10 VO SOVV VEQ LEPT TOV

VNG1oL Tapd Vo GVAAEEOLV VOUIGHATO KO VO KAVOVY KOADTEPO YPOVO.

To mepidiiov tov maryvidoh eavnke vo gival okelio o€ €vo apkeTd peydlo
TOGOGTO YPNOTOV AOY® TNG SAOEOOUEVIG KATYopiag Tayvidldv TAATEOPUAG OAAG
Kot Tov €0KoAoL Kot dtokprrikov interface. Xtnv televtaio ep®TNON TOV APOPOVCE TV
1KOVOTIOiN o™ TV XPNOTOV Kol oV avTol o To TPATEWVAY GE KATOL0V PIA0 TOLG LI PYE
éva oLVTPWTIKO AmOTELECUO, OOV GYedOV OAoL o1 ypnoteg Ba mpdtewvav 1 eiyov
npoteivel NN To oy vidl oe eilovg tove. ‘Eva otoygio dkpmg evBappuviikd kabdg
£VOG IKOVOTIOINUEVOG YPNOTNG Elvar Oyl LOVO TO OmOTEAEGHA TNG OOVAELAG TOVL game

designer oAld kot m kaADTEPM dapnuion Yo TOo 810 TO  mOyvidl.

‘Exooon
Pnoroxn Mopen

H éxdoomn tov mayvidiov apaypotonomdnke HEG® TG 16TOGEMING KOl TOV
Playstore. O ypnotg Oa pmopei va kotefdoet To kKatdAAnio apyeio yio vo to maifel og
VIOAOYIOT OAAG kot To avtiotoyo application av eivor kdtoxog Smartphone pe
Aoyiopukd Android. T'a ypnon og vroloyioth o xpnotng AapuPdavel Eva apyeio THmov
.exe kot ool mpaypatorombel n eykatdotacn Tov gpeaviletal 1 Topakdtom 00ovn
omov pmopet va pubuicet Tig S106TdceS TPOPOANG TOV TaYVIdOD aAAG Kot 1) pOOLoN

TOV TANKTPOV Y10, TIG EVEPYELEG TTOV OTALTOVVTOL.

Corfu Runner Configuration - Corfu Runner Configuration |

Lpar | [ ou | Pay Qut

Ewova 5.9 H’Evopén tov mayvidiod yio VToAoyioTy.
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Eyyepioro Xpnong

Kabe maryvidr mov mapéyeton pe mm poper; CD cvuvodedeton and €vo pikpo
eYYXEPIOI0 YpNoNS Tov €Yl OKOMO VO EENYNOEL TO XPNOTN TS PacIKEG AelTovPYies TOV
oy vidlov. Ot Tpdteg 600 GEASES elval AmapaiTnTO VO AVAPEPOLV TO TEPLEYOUEVO TOV
oy vid1ov dNAadn av avtd Yo TapAdELypa mapovctalel otoryeio Plag, vopKoTK, oV
ypewdletor online olhvdeon kor 1o yovikd €Aeyxo mov omouteitor. EmumAéov
avaypA@OVTIOL AEMTOUEPELEG OYETIKGL PE TN XPNON TOL OioKOL KOl TNG KOVOOAOC,
TVEVUATIKOV SIKOLOUATOV OTMG KOl GUOTAGEL; OpONG YPNONG Yo TNV OTOTPOTY|
npoPAnudrov vyeiac. Xtn tedevtaio celida vdpyel To CUStOMer service g etaipeiog
Kot TPOTOVS EMKOVOVING LLE TO EKAGTOTE Ypopeio avdAoya ) ydpa mov Ppicketal o
xpPNotG. Xe mepintworn Omov 1 ddbeon Tov moryvidloh yivetow uodévo online to
eyxelpido pmopel vo mepthapPavetor e o amd TG LTOGEAIdEC NG emionUNG

1otocelidac 4’

AOY® 011 01 ONKeg TV dioKwV yivovtor OA0 Kol LKPOTEPES TO 1010 1oYVEL KOt
Yo T €YXEPIdLo OTTOV 01 TANPOPOpies TpEmet va givar EekdBapeg KoL GLPPIKVOVLEVEG
tavtoypova. Onmg to TepIocdTEPO EVIVTA, £TCL KOl GE QT TN TEPIMTOGT akoAovOel
0 TVOKOG TEPIEYOUEVOV OOV 0 XPNOTNG Uopel va avatpéEet Yo va fpel avtd mov
emBopel. Av 1 €yKatdoTooT TOL TorVIdoD glval apKETA TEPITAOKT Ol TPMOTY EVOTNTA
TOPEYEL TANPOPOPIEG Y10l TNV OAOKANP®OT TNG. TN CLVEXEWNL OV T TTatyviow eivan
Baciopéva og o 16Topio VILEPYEL Lot GOVTOUN TEPIANYT Yo TO Tt ExEl TponynOel Yl
va Yvopilel 0 xpnoTng YeVIKES TANPoPopieg Tov KOGHOL 0oL Ba e16éADeL. AkorovBel
1N EVOTNTA OV APOPE TO XEPIGUO KOl GUVOOEVETAL LE TO OVAAOYO GYEOLAYPOLULO GTO
omoio avaypdpetar 1 dpdon Tov kdbe TANKTPOL Ko LoyA0D. AkoAovBel 1| evdtnTa TOL
uevov, tov Gameplay ko avtéc tov multiplayer xai tg online cdvdeong o6mov
vrapyovv. H mapomdve ta&ivopnon sivor evOekTiky Kot 1 6epd pnopet vo aAraEet

ovaAoYo TOV EKSOTN Kot TO oy vidt Tov. 48

47 Marx Christy. Writing for Animation, Comics and Games. (Burlingtn, MA: Focal Press, 2007), 190
“8 Bob Bates. Game Design, 2"@ Edition. (Boston: Thomson Course Technology, 2004), 197.

55



> ovykekpévn mepintwon O6mov to moryviol eivon dwwbéciuo kol oTo

Playstore o k0ta.oKEVAGTNG GCLUTANPOVEL VO, EPOTNUOTOAIYIO HOTE VO dNpovpyn et

évag mIVOKOG HE TO YOPOKTINPIOTIKA TOL moyvidloh. Avtég Ol TANPOQOpies

npoPdAlovtol o¢ €ENG:

AenTopEpeleg BadBpoloyiag
MAIXNIAI
m H s@appoyn sivat mayvist.

Zuotnua aglohoynong

Australian Classification Board (ACB)
AvoTtpalia

Classificacao Indicativa (Classind)
BpaZihia

Entertainment Software Rating Board (ESRB)
Bopeia Apepikn

Game Rating and Administration Committee (GRAC)
Notia Kopea

Pan-European Game Information (PEGI)
Evpwnn

Unterhaltungssoftware Selbstkontrolle (USK)
leppavia

IARC Generic
YTOAOLTIOG KOOHOG

Google Play
Pwoia

Katnyopia agtoAoynong Meplypageig

Ma oAoug

o
=
o

KatahAnAo yia cAeg Tig NAIKIES

KataAAnAo yua ohoug

=

KatahAnAo yia oAsg TiG nAkieg

PEGI 3

USK: KataAAnAo yia OAeg TiG nALKIES

IARC

3+

AfohoyRBnke WS KatalAnAo yia nALKIES v TwWv 3 ETWY

<

AgtohoynBnks weg KataAANAC yia NAKIES AV TwWV 3 ETWV

Ewéva 5.10 Ta arotelécpoto a&loAdynoNng Yo TIg KOTNYOPIEG OTIC OMOIEG EVIAGGETAL TO TTOLYVidL.
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[Ipombnon

Anuiovpyio lotooerioog (Web Design)

Awovboope ™V ynolokn emoyny 6mov oxeddv kdabe vmnpecio Kot TPOidV
YPEBLETOL TNV EMIONUN 1GTOGEAIDO TOV OTOV 0 YPNOTNG UTOPEL Vo avaTpEEEL Yo OTL
mAnpogopia yperaletar. AKOpo HeEYOADTEPT vl 1 ovAYKT OTOV TO TPOTOV eivar Eva
Bwrteomayvidl to omoio amoteAel péco ynolokng otackédaons. H 1otoceridon evog
Brvteomayvidlon £xet Oha 6ca YpedleTOL O YPNOTNG KOl TOV TAPEYEL OVEL TAGO GTUYUN
TANPOPOPIES, OMTIKOAKOVGTIKO LAMKO OAAG KOl AVGES o€ MOAVES EPOTNCELS Kot
npoPAnuata. [TiBavn evotnta n omoia epeaviletal 6Ao Kot TEPIGGHTEPO GTA ALY VIO
To TeEAevTaia ypovia givor ta online-stores émov o ¥pNoTNG UTOPEL VO ayOpAcEL TO
oy vidl o ynowakny poper kabwg ta CD Ppickovtal og mtwTiKN Topeion OA0 Kot

nepiocoTepo. ¥

Mio 1otoceAida yio vo Bewpeital emiuynuévn mEPA omd TO KOAMTEYVIKO
Koppdtt opeidel va elval kot wApmg Asttovpyikr. No Qopt®dveL Ypryopo. GTOV
TEPUYNTI TOV YPNOTH Kol va amotereiton and pio doun EekdBapn yio v 660 dvvatdv
KaAOTEPN mAonynomn tov ypnotn. H povown dev mpoteiveror KabdG mOAAEG QOpES
amoGVVTOVILEL TO XpNoTn KaTA TNV avalntnon tov mepieyopévov mov embopet. H khpa
YADGGO TPOYPAUUATIGHOV oL anorteiton etvor n HTML yo pia Baocikr| iotoceAidn pe
OmAG YOPOKTNPIOTIKA EVO Y10 TEPETAIP® dVVATOTNTES YpNolonoovvtar ot CSS,
Javascript, Java, PHP ka1 MySQL. TTAéov vrdpyovv €1d1kég mAat@Opues 6mov o
YPNOTNG Uopel va SNUOVPYNGEL TN O1KY| TOV 16TOGEAIDN diYwg Va Yvopilel kdmoto amd
TIG TAPUTAVED YADGGES, ypnoonowwvtag t uébodo Drag n Drop o6mov cépvel ta
ototyeio mov embupel kot ta Tpomomolel. Mo amd avtég eivar kot 1 TAateoppo Wix

GV 0moio. GTHONKE Kal 1) 16TOGEAISO TOV Touyv1d109. *°

49 Marx Christy. Writing for Animation, Comics and Games. (Burlingtn, MA: Focal Press, 2007), 190.
50 Rollings Andrew & Morris Dave. Game Architecture and Design: A New Edition. (Indianapolis IN: New Riders,

2004), 713.
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KEV FERTURES SCREENSHOTS

¥ Explore.
* Fight with different enemies in every stage.
“Try fo find the Signs with the 3-digit Codes.
to Unlock map's Information.

000w

Ewova 5.11

H 161006€Xida TOL TOyVId10H GTHV £K300T Yo KIvNTA.
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Digital Marketing

Awvoovpe poe €moyn Omov To HEGO KOWMVIKAG OIKTOMONG OTOTEAOVV
OVOTOOTOOTO KOUUATL Y10 TO UEYOAVTEPO UEPOC TNG KOWMVING pHag. Xxeddv OAot
KaOnpepvd cuvdéovtal oe o omd Tig TAEOV INUOPIAEIS TAATQOPUES e OKOTTO TNV
aAAnAemidpaon pe GAAOVLG ¥PNOTEG. AVTN TN OTIYUN GTO SadIKTLO Popel Kaveig va
OVOKOADYEL TAATOOPUEG LE OLOPOPETIKA YOPAKTNPIOTIKA 1| piot omd TV GAAT, TPELG
OUMG €lvol OVTEG e TOVG TTEPIOCCOTEPOVS YPNOTEC Kol Ol TAEOV JLUOEOOUEVESG . XN
TpOT™ BEoM KO LE TOVG TEPIGGOTEPOVS YPNOTEG TayKOGHimg Ppioketan to Facebook
LLE TO GLVOAMKO aplBpd TV xpNoT®V va. oyyilet Ta dudpon dicekatoppdpio. [Ipoxetto
v pee That@oppo Omov dabétet epyaieio e ta omoia 0 xpNons umopel va cuvoedel
pe xpnotes amd OAo Tov KOGUO, v avaptioel eotoypapies, Pivieo, keipeva, va
GUVOLUIANGEL HEGO amd ATOUIKA Ko opadiikd chat room, va coppetéyetl oe opnadeg kabmg

Ko TOAAES GALEC AEITOVPYIEC Ol OTOTEC AVOVEDVOVTOL GUVEXMOC e KOvopyLec. O

To enduevo 6€ oEPA XPNOTOV PECH KOWMOVIKNG dikThmwong givor to Youtube
He To mEPLEXOUEVO va eival Baciopévo mive ota Bivieo. O kdbe ypnotng pmopet va
ONUIOVPYNGEL TO S1KO TOL KavaAL ko vo avePaletl ta Pivteo mov dnpovpyei N akdpa
va mpofdrel Ko mepiexdpevo og (ovtavn avapuetdadoot). Kdtw and kabe Bivieo vmhpyet
0 ap1Ouog Tpofordv, TANPOEOpieg TOL dNUOVPYOL GYETIKA pe To Pivieo kaBmG Kot
KOLUTTIG 0AANAETIOpOONG LE TO. OTTOi0L Ol YPNOTEC UTOPOVV VO ONADMGOVY €6V TOVLG
apécel 1o Pivteo N Oyt Kabmg Kot va apriocovv kdmoto oydAtlo. To tpito diktvo Kot avtd
pe move oamd évo dsekatoppdplo ypnoteg eivar to Instagram. Ilpdkerton yu
TAATEOPLL 1) oTtotol apykd NTOV PAGIGUEVT OTIS PMTOYPAPIES OAAG TAEOV O XPTOTES
umopovv va aveBdcovy Kot Bivteo oto Tpodid Tovg. O ypnotng £xel T dSvVATOTNTO VO
avePdoel o gwova Tpoeid, va yphyel Eva cuVToHo Bloypaeiko, vo avePdlel 00eg
QoToYpopies emBupel 6TV GLALOYN TOL KOl Vo 0KOAOLOEL AAAOVG YPNOTEG DOTE VOl
oV gpeoavioviol onv apykn ceAlda Tov To TPOSPUTO TEPLEXOUEVO TOVG. O avTd
Ta OlKTVLO TTEPAL AO TNV CAANAETIOPOOT KOL TNV YLYOY®Yio TOV TPOCSPEPOVYV GTO
ypnotn omotehobv kot epyodreia marketing ta omoion pmopei o kobBévac va

EKUETOAAEVTEL

51 Humphreys Ashlee. Social Media. (New York: Oxford University Press, 2016), 84.
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"Eva mpoidv pmopet vo Stopnpiotel 1o LEGO KOWVMVIKNG OIKTOMONG E1TE Qe
amd TV 101 T TAATEOpUO Eite EPUECH OC TEPLEYOUEVO OV OvePAlel o ypnotns. H
dpeon Staenuion yio va Tpoypatoronel, yperaletat va opicel 0 ypNoTng T0 TOGO TOLV
emBopel va dabéoet kot 6t cvvEXELD 1] TAATEOPLO TPOPBAAEL TO TPOTOV e Paon TV
Tiun mov €xet oprotel. [I€pa amd 10 TOGO 0 YPNOTNG UTOPEL VO OPIGEL TN YEOYPAPIKN
TEPLOYN TOV XPNOTOV oL O TpoPdAieTan 1 dlapnon, To VA0, TNV NAKia, THV OGP
TPOPOANG evd M emAoyN Umopel va Yivetatl akdpo Kot Pe BAcn TG dpacTnplOTNTES Kot
115 avalntioelg Tovg. Xto Facebook kot oto Instagram ot dwoupnuiceig TpoPdirovran
OVAUESH OTIS OVOPTNOCELS TOV YPNOTOV TOL gueavilovtal otnv oapylkn] ceAlda 1M
avaueoa oo, stories, evad Youtube n dtapnuion eppaviletat eite otnv apyn tov Pivieo

gite o evdiGpeco onusio av £xst peyddn diapketa. >

H &AAn xatnyopia pe v omoio pumopel va dnuovpyndel po StoenUioTikn
Koumavia givor 1 éupeon 1 odwg Word of mouth. TIpdkettar yio v évo €idog
EMKOWVMVIOG KOl SLOPNENG OTTOV TO TPOTOV HETANIOETAL OO GTOUN GE GTOWO HETAED
tov ypnotav. Eivar o teyvikn n omola eumvéet peyoaldtepn eumotocvn kabmg o
YPNOTNG-KOTAVOAMTNG pabaivel Yoo To mpoidv amd évav GAAO ypfotn o omoiog To
npoteivel Kot mBavov va to £xel dokipdost Kiodag. Avti 1 texvikn Paciletat oto OTL
Oa mpémet To droupnuildpevo ayadd va epeavileTon GTIG AVOPTNGELS TV XPNOTOV. AVTO
EPYETOL MG OMOTEAEGHO OlAPOp®V TEYVIKOV Kot peBddwv mov akolovBodv dcot
acyolovvton pe to Digital Marketing. H ypnon tov Hashtags, online dioyoviopoi kat
n onuovpyia opddwv oAAniemidpaong elvar pHOVo HEPIKES amd TIC TEXVIKEG TOV
YPNOUOTOLOVVTOL Y10, TNV TPOPOAT Kot avadelEn TV Tpoidvimv HEGa amd Tovg 10100

TOVG YPNOTEG. >

[t TpomOnon tov maryvidov pe ™ xpnon tov Social Media dnpovpynonke
uio oehida oto Facebook, éva mpo@id oto Instagram kot €va Bivteo yio to Youtube.
2115 000 TPMOTEG TAUTPOPUES OVEPNKOV EKOVES LE TEPIEXOUEVO TOV TTOLYVIOOV KOl
ONpovpyNONKaY TEPYPUPES GYETIKA LE TO TL TPOPAAAETAL SLOSPACTIKOD YOPUKTNPCL.
"Eywe épgvva yio ta katdAAnia hashtag omwg eniong kot yo to Kowvd mov amevfvveTon

10 Prvreomanyviot.

52 Humphreys Ashlee. Social Media. (New York: Oxford University Press, 2016), 195.
53 Humphreys Ashlee. Social Media. (New York: Oxford University Press, 2016), 196.

60



10:56 MM we @ all B

corfurunnergame v ¢

12 i 10

Anpootevo... AkohovBol  AkoAouBei

()

Corfu Runner

The best platform game about Corfu
Download the APP from Official website
Available on Playstore Soon
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Ewcova 5.12 H cg)kida Tov moyvidlov oto Instagram.
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Mpowbdnote tn ZeAida oag yia 2 €

MoooeAKVOTE MENLOCOTENA ATOUA ATIO TNV TomoBeoia

Ewova 5.13 H cg)lida tov mayvidiov oto Facebook.
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Kepdaiao 6: Zvunepdopata

H epyoacio apod olokAnpmOnke eixe ekmAnpm®oel OAEC TIC OMOLTOVUEVEG
npocookies. To maryviol etvar TANP®G Ae1Tovpy1Kd OTTMC Kot 1) 16ToGEAIdN. O ¥p1|OTEC
7oV T0 doKipacav denoav BETIKEG KPLTIKEG TOGO Y10 TOV EDKOAO YEPIGHO OGO Kot Yo
™ Jwokédaon mov mpocPépel. E&locov onuoviikd eivar 6tL 6cot givar yoveig Oa
EMETPENAY GTO. TOOLE TOVG Vo TO Taovy AOY® TOL KATAAANAOL TEPIPAAAOVTOC.
INUOVTIKO OTOLEI0 TO OMolo OEV TEPUCE AMAPATHPNTO OO TOLG YPNOTEG NTAV M
KMpoko) avénon duckoAiag 6to Kabe eminedo mpospépovtag eotkeimon TG0 GTo

YEPLOUO 0G0 Kol 6TO TEPPAALOV TOL Ty VIS0V,

Ex mpdtng Oyemg to maryvidt @aivetal kATt omAoikd, AOY® NG TEPAOTIOG
AVATTUENG TV YPOPIKMV KoL TOV TOLYVIOIDV TV TeEAEVTAimV €TV, Oumg dev madel va
YPELovToL TOAAEG MPEG QKOO KO Y0l TN TOPUUIKPT) AETTOUEPELD TTOV UTOPEL Vo
powalet aonpavin. Kabe apyeio kddka amoterel kon pio mpdxinon kabaog pmopei va
EULPAVICTOVV O14popa TPOPANLOTO AELTOVPYIKOTNTOG. AV KoL 1 apyIKN EKTiUNoN NTav
TG TO oy viol O Tpoop1{dTay amOKAEIGTIKA Y10, VTOAOYIOTY], KATH TNV OAOKANP®GN
AmTOPOCIoTNKE 1 £€KOOON TOL KOl Yo KWNTEG GLOKEVEG OMOL T Touyvidi SVO
JdoTAcE®V gtvat 1dtaitepa SNUOPIAY AOY® TOV YOUNADY OTOITHOEOV OV XpetdlovTat
Yol TV EKTEAECT] TOVG QAL KOl Y10 TOV EDKOAO XEPIoUO TOVG. Onwg amodelydnke ftav
pio coot andeacn OTwg PAvVNKE amd TIG ASLOAOYNGELS TOV YPNOTAOV GTO OVTIGTOL(O

EPMTNUO TOV TOVG TEOMKE.

H ypfion g otocelidag kat tmv social media tpdopepav tn dvvatdmTa 6To
mayviol va otado0el pe peyardtepn €ukoAMa oALA VO OTOTEAODV KOl GUYXPOVMG Lo
YN TANPOPOPIOV Kol Oyl LOVO, TPOGPEPOVTAS TN OLVATOTNTA GTO YPNOTN VO TO
KateRACEL 1] VoL TO HOPOCTEL e TOVG PIAOVS TOL ava Tdca dpa kot oTyun. Emumiéov
EPA amd TO SUPNUICTIKG OQEAN ATOTEAOVV £vay dlowAo EmKOVOVIONG AVAIESO GTO
YPNOTN Kol TOV KATACKEVAOTH OOV 0 TpdTog propei va aprioet feedback, va avagépet

TEXVIKA TpOoPALaTa 1] KOl BEATIOCELC.
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Kepdiaro 7: IIpotdoelg

Y éva 1000 moAvdidotato TpoOTiekT vdpyovv TepBmpla PerTimong oe KAbe
empepovg Katnyopio. Ocov a@opd to KOUUATL TNG 10TOPIRG Kol TOV Gevapiov, TO
oy viol TEpa amd emmAéov mioteg amd 1o vnot g Képrupag pumopet va yivel dabéoipo
ooV TaLyviol-TOVPIoTIKOG 00NYOS Kot Yoo AAAo péEpn ¢ EALGSaG 1 kol Tov KOGHOL
OOV 0 YPNOTNG VO Lopel va emAEYEL TN TOAN TOL emtBLE] Ko va TV €gpevvaet Léca
a6 ToV TOmKO TG Npwa/yapaktnpa. AAAayEC Lmopodv va VTAPEOVY KoL 5T POT) TOV
TOLVIOOD MGTE VO UMV VILEPYEL L0 CLYKEKPIULEVN POT] OO TO £Va LEPOG TOV VIGLOV
0TO GALO OAAG HEGO QIO 0L U1 YPOULUKT O100pOUN O TOHKTNG VO LTOPEl Vo EMAEYEL

avapeco g SLKAOOMGELS Y10 TOV EMOUEVO GTAOUO OTTOV ETPOKELTO VAL EMGKEPDEL.

To Gameplay pmopei va yiver akOpo mo EVILAMGIOKO Kot peoiotiko. H
TPOoONKN VE®V YOPOKTHPOV, TEPIOGOTEP®V animation, n dvvatdtmro GLALOYNG
TEPETOUP® OAVTIKEWEVOV TEPA OO TO. VOUIoHOTO, 1 XPNoN emmALov OMAMV 1
KOVOTHTOV Omm¢ Kot 1 gupdvion evog Big-Boss avd tpio pe mévte emineda Oa
TPOCPEPAV  GTO  YPNOTN TEPLOCOTEPT  OOKEDNUGT).  ZVYKEKPIUEVOS  oplOudg
TUPOLOYIKAOV Oa £dtve Evay emmAéov abod dvoKoAing 6To TayVidl MGTE 0 TAiKTNG VoL
T Ypnoponmotel povo 6tav kpivetar omapaitnto. TELOS N EUEAVIOT TOV YAPTN TOL
VNG00 KOl 1 HETOKIVNOT a0 TO éva UEPOC GTO GAAO OVAUECO GTNV EVOAAAYT TOV
emmédv Ba £dve 61O YPNoTH pid MO OAOKANPOUEVT €KOVA YO TO GOVOAO TV

EMMEOMV KO TOV KOGLO TOV ALY VIS0V,

Y10 KoppaTt TG dtapnuong kot tov Marketing, couemva pe tn torobecio mov
avtiotoryel o Kabe miota, O puropohv va epeavifovtol Kot ot avOAOYES EMYEPNCELS
NG TEPLOYNG LEGO GTY| TGTO TOV TOLYVIOL0D TANPAOVOVTAG TO AVAAOYO OVTITILO Yl VO
dapnotovy. Ocov agopd ta social Media o ypriotng Oa propodce vo cuvdsetat Kat
va potpaletot Ta ototyeio Tov amd To PECH KOWVOVIKNG SIKTHMONG Kot VoL QoiveTon M
TPO0OOG TOV GTO XAPTN EVAVTL OVTH TOV GIA®V TOV Kol Vo avTaAldlovy avTikeipeva To
omoia €xovv GLAAEEEL KT T SLUPKELDL TOV OTOGTOADV Y10 VO EEKAELODGOVV VEES
SLadPopES, avTIKEIpEVA Kol GTOAEC MOTE VAL AAALALOVY TNV ELPAVIOT] TOV YOPUKTNPO GE
povya, aEecovdp kal OmAa. TéAog ta TpLodidoTatn £K600T TOL Toy VoD ciyovpa Oa
nrav pe TpdkAnon oAid eivol KGTL TOVL Yoo TNV LAOTOINGT TOL amotteiton 1
oLYKPOTNON piog opddag e E0TKEVIEVA GTEAEYT KLplwg 6T0 BN TV TpLodidotatmv

YPOPIK®VY KOl TOV TPOYPOUUUATICHOD AOY® TMV HEYOADTEPMV ATOLTICEWMV.
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[Tapaptiuato

Lapdptnuo A: Lpoypoupotiouds
Y10 Ilopoxdto mapdptnuo mopovcidlovtar OAa To apyeion KOSKo To omoio
YPNOLOTOMONKAY KOTA TN S1APKELD TNG AvATTLENG TOL TToyVidlov. To dvoua Tov kdbe

apyeiov Tpocsdlopilet Ko T AEITOLPYIKOTNTO TOV KOOIKO TOV EUTEPLEYEL.

Al. Auto Destroy Particle System

using UnityEngine;

class AutoDestroyParticleSystem : MonoBehaviour

{

private ParticleSystem _particleSystem;

public void Start()
{

_particleSystem = GetComponent<ParticleSystem>();

public void Update()

{
if (_particleSystem.isPlaying)

return;

Destroy(gameObject);
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using UnityEngine;
public class BackgroundParallax : MonoBehaviour
{

public Transform[] Backgrounds;

public float ParallaxScale;

public float ParallaxReductionFactor;

public float Smoothing;

private Vector3 _lastPosition;

public void Start()

{
_lastPosition = transform.position;
}
public void Update()
{

var parallax = (_lastPosition.x - transform.position.x) * ParallaxScale;

for (var i = 0; i < Backgrounds.Length; i++)

{

var backgroundTargetPosition = Backgrounds[i].position.x + parallax * (i *
ParallaxReductionFactor + 1);

Backgrounds[i].position = Vector3.Lerp(
Backgrounds[i].position,

new Vector3(backgroundTargetPosition, Backgrounds[i].position.y,
Backgrounds[i].position.z),

Smoothing * Time.deltaTime);

_lastPosition = transform.position;
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using UnityEngine;

using System.Collections;

public class CameraController : MonoBehaviour

{

public Transform Player;

public Vector2
Margin,

Smoothing;

public BoxCollider2D Bounds;

public Camera camera;

private Vector3
min,

max;

public bool IsFollowing { get; set; }

public void Start()

{
_min = Bounds.bounds.min;
_max = Bounds.bounds.max;
IsFollowing = true;

camera = GetComponent<Camera>();

public void Update()
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var x = transform.position.x;

var y = transform.position.y;

if (IsFollowing)

{
if (Mathf.Abs(x - Player.position.x) > Margin.x)

{

x = Mathf.Lerp(x, Player.position.x, Smoothing.x * Time.deltaTime);

if (Mathf.Abs(y - Player.position.y) > Margin.x)

{
y = Mathf.Lerp(y, Player.position.y, Smoothing.y * Time.deltaTime);

var cameraHalfWidth = camera.orthographicSize * ((float)Screen.width /
Screen.height);

x = Mathf.Clamp(x, _min.x + cameraHalfWidth, _max.x - cameraHalfWidth);

y = Mathf.Clamp(y, _min.y + camera.orthographicSize, _max.y -
camera.orthographicSize);

transform.position = new Vector3(x, y, transform.position.z);
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using UnityEngine;

public class CenteredTextPositioner : IFloatingTextPositioner

{

private readonly float _speed;

private float _textPosition;

public CenteredTextPositioner (float speed)

{

_speed = speed,;

}

public bool GetPosition(ref Vector2 position, GUIContent content, Vector2 size)

{

_textPosition += Time.deltaTime * _speed,
if (_textPosition > 1)

return false;

position = new Vector2(Screen.width / 2f - size.x / 2f, Mathf.Lerp(Screen.height
| 2f + size.y, 0, _textPosition));

return true;
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using System.Collections;

using UnityEngine;

public class CharacterController2D : MonoBehaviour
{

private const float SkinWidth = .02f;

private const int TotalHorizontalRays = 8;

private const int TotalVerticalRays = 4;

private static readonly float SlopeLimitTangant = Mathf.Tan(75 *
Mathf.Deg2Rad);

public LayerMask PlatformMask;

public ControllerParameters2D DefaultParameters;

public ControllerState2D State { get; private set; }
public Vector2 Velocity { get { return _velocity; } }
public bool HandleCollisions { get; set; }

public ControllerParameters2D Parameters { get { return _overrideParameters ??
DefaultParameters; } }

public GameObject StandingOn { get; private set; }
public Vector3 PlatformVelocity { get; private set; }

public bool CanJump

{
get

{

if (Parameters.JumpRestrictions ==
ControllerParameters2D.JumpBehavior.CanJumpAnywhere)

return _jumplin <=0;
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if (Parameters.JumpRestrictions ==

ControllerParameters2D.JumpBehavior.CanJumpOnGround)

return State.lsGrounded;

return false;

ks

private Vector2 _velocity;

private Transform _transform;

private Vector3 _localScale;

private BoxCollider2D _boxCollider;

private ControllerParameters2D _overrideParameters;
private float _jumpln;

private GameObject _lastStandingOn;

private Vector3
_activeGlobalPlatformPoint,

_activeLocalPlatformPoint;

private Vector3
_raycastTopLeft,
_raycastBottomRight,

_raycastBottomLeft;

private float
_verticalDistanceBetweenRays,

_horizontalDistanceBetweenRays;

public void Awake()
{

HandleCollisions = true;

73



State = new ControllerState2D();
_transform = transform;
_localScale = transform.localScale;

_boxCollider = GetComponent<BoxCollider2D>();

var colliderwWidth = _boxCollider.size.x * Mathf.Abs(transform.localScale.x) -
(2 * Skinwidth);

_horizontalDistanceBetweenRays = colliderWidth / (TotalVerticalRays - 1);

var colliderHeight = boxCollider.size.y * Mathf.Abs(transform.localScale.y) -

(2 * Skinwidth);
_verticalDistanceBetweenRays = colliderHeight / (TotalHorizontalRays - 1);

public void AddForce(Vector2 force)
{

_velocity = force;

public void SetForce(Vector2 force)

{

_velocity += force;

public void SetHorizontalForce(float x)

{

_velocity.x = x;

public void SetVerticalForce(float y)
{
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_velocity.y = y;

public void Jump()

{
/[TODO: Moving Platform Support

AddForce(new Vector2(0, Parameters.JumpMagnitude));

_jumpln = Parameters.JumpFrequency;

public void LateUpdate()
{

_jumpln -= Time.deltaTime;
_velocity.y += Parameters.Gravity * Time.deltaTime;

Move(Velocity * Time.deltaTime);

private void Move(Vector2 deltaMovement)

{

var wasGrounded = State.IsCollidingBelow;

State.Reset();

if (HandleCollisions)

{
HandlePlatforms();

CalculateRayOrigins();

if (deltaMovement.y < 0 && wasGrounded)

HandleVerticalSlope(ref deltaMovement);
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if (Mathf.Abs(deltaMovement.x) > .001f)

MoveHorizontally(ref deltaMovement);

MoveVertically(ref deltaMovement);

CorrectHorizontalPlacement(ref deltaMovement, true);

CorrectHorizontalPlacement(ref deltaMovement, false);

_transform.Translate(deltaMovement, Space.World);

if (Time.deltaTime > 0)

_velocity = deltaMovement / Time.deltaTime;

_velocity.x = Mathf.Min(_velocity.x, Parameters.MaxVelocity.x);

_velocity.y = Mathf.Min(_velocity.y, Parameters.MaxVelocity.y);

if (State.IsMovingUpSlope)
_velocity.y = 0;

if (StandingOn != null)
{
_activeGlobalPlatformPoint = transform.position;

_activeLocalPlatformPoint =
StandingOn.transform.InverseTransformPoint(transform.position);

if (_lastStandingOn != StandingOn)
{
if (_lastStandingOn != null)

_lastStandingOn.SendMessage("ControllerExit2D", this,
SendMessageOptions.DontRequireReceiver);
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StandingOn.SendMessage(""ControllerEnter2D", this,
SendMessageOptions.DontRequireReceiver);

_lastStandingOn = StandingOn;
}
else if (StandingOn != null)

StandingOn.SendMessage(**ControllerStay2D", this,
SendMessageOptions.DontRequireReceiver);

}
else if (_lastStandingOn != null)

{

_lastStandingOn.SendMessage(*"'ControllerExit2D", this,
SendMessageOptions.DontRequireReceiver);

_lastStandingOn = null;

private void HandlePlatforms()
{

if (StandingOn != null)

{

var newGlobalPlatformPoint =
StandingOn.transform.TransformPoint(_activeLocalPlatformPoint);

var moveDistance = newGlobalPlatformPoint - _activeGlobalPlatformPoint;

if (moveDistance != Vector3.zero)

transform. Translate(moveDistance, Space.World);

PlatformVelocity = (newGlobalPlatformPoint - _activeGlobalPlatformPoint) /
Time.deltaTime;

¥

else
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PlatformVelocity = Vector3.zero;

StandingOn = null;

private void CorrectHorizontalPlacement(ref Vector2 deltaMovement, bool
isRight)

{
var halfWidth = (_boxCollider.size.x * _localScale.x) / 2f;
var rayOrigin = isRight ? _raycastBottomRight : _raycastBottomLeft;

if (isRight)
rayOrigin.x -= (halfWidth - SkinWidth);
else

rayOrigin.x += (halfWidth - SkinwWidth);

var rayDirection = isRight ? Vector2.right : -Vector2.right;

var offset = Of;

for (var i = 1; i < TotalHorizontalRays - 1; i++)

{

var rayVector = new Vector2(deltaMovement.x + rayOrigin.x,
deltaMovement.y + rayOrigin.y + (i * _verticalDistanceBetweenRays));

I Debug.DrawRay(rayVector, rayDirection * halfWidth, isRight ?
Color.cyan : Color.magenta);

var raycastHit = Physics2D.Raycast(rayVector, rayDirection, halfWidth,
PlatformMask);

if ('raycastHit)

continue;
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offset = isRight ? ((raycastHit.point.x - _transform.position.x) - halfWidth) :
(halfWidth - (_transform.position.x - raycastHit.point.x));

}

deltaMovement.x += offset;

private void CalculateRayOrigins()
{

var size = new Vector2(_boxCollider.size.x * Mathf.Abs(_localScale.x),
_boxCollider.size.y * Mathf.Abs(_localScale.y)) / 2;

var center = new Vector2(_boxCollider.offset.x * _localScale.x,
_boxCollider.offset.y * _localScale.y);

_raycastTopLeft = _transform.position + new Vector3(center.x - size.X +
SkinWidth, center.y + size.y - SkinWidth);

_raycastBottomRight = _transform.position + new Vector3(center.x + size.x -
SkinWidth, center.y - size.y + SkinWidth);

_raycastBottomLeft = _transform.position + new Vector3(center.x - size.x +
SkinWidth, center.y - size.y + SkinWidth);

}

private void MoveHorizontally(ref Vector2 deltaMovement)

{

var isGoingRight = deltaMovement.x > 0;

var rayDistance = Mathf.Abs(deltaMovement.x) + SkinWidth;

var rayDirection = isGoingRight ? VVector2.right : -Vector2.right;

var rayOrigin = isGoingRight ? _raycastBottomRight : _raycastBottomLeft;

for (var i = 0; i < TotalHorizontalRays; i++)

{

var rayVector = new Vector2(rayOrigin.x, rayOrigin.y + (i *
_verticalDistanceBetweenRays));
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Debug.DrawRay(rayVector, rayDirection * rayDistance, Color.red);

var rayCastHit = Physics2D.Raycast(rayVector, rayDirection, rayDistance,
PlatformMask);

if (frayCastHit)

continue;

if (i == 0 && HandleHorizontalSlope(ref deltaMovement,
Vector2.Angle(rayCastHit.normal, Vector2.up), isGoingRight))

break;

deltaMovement.x = rayCastHit.point.x - rayVector.x;

rayDistance = Mathf.Abs(deltaMovement.x);

if (isGoingRight)

{
deltaMovement.x -= SkinwWidth;
State.IsCollidingRight = true;

ky

else

{
deltaMovement.x += SkinWidth;

State.IsCollidingLeft = true;

if (rayDistance < SkinWidth + .0001f)

break;

private void MoveVertically(ref Vector2 deltaMovement)
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var isGoingUp = deltaMovement.y > 0;
var rayDistance = Mathf.Abs(deltaMovement.y) + SkinWidth;
var rayDirection = isGoingUp ? Vector2.up : -Vector2.up;

var rayOrigin = isGoingUp ? _raycastTopLeft : _raycastBottomLeft;

rayOrigin.x += deltaMovement.x;

var standingOnDistance = float. MaxValue;
for (var i = 0; i < TotalVerticalRays; i++)

{

var rayVector = new Vector2(rayOrigin.x + (i *
_horizontalDistanceBetweenRays), rayOrigin.y);

Debug.DrawRay(rayVector, rayDirection * rayDistance, Color.red);

var raycastHit = Physics2D.Raycast(rayVector, rayDirection, rayDistance,
PlatformMask);

if (IraycastHit)

continue;

if (isGoingUp)
{

var verticalDistanceToHit = _transform.position.y - raycastHit.point.y;

if (verticalDistanceToHit < standingOnDistance)

{

standingOnDistance = verticalDistanceToHit;

StandingOn = raycastHit.collider.gameObiject;

deltaMovement.y = raycastHit.point.y - rayVector.y;
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rayDistance = Mathf.Abs(deltaMovement.y);

if (isGoingUp)

{
deltaMovement.y -= SkinWidth;

State.IsCollidingAbove = true;
}

else

{
deltaMovement.y += SkinWidth;

State.IsCollidingBelow = true;

if (isGoingUp && deltaMovement.y > .0001f)
State.IsMovingUpSlope = true;

if (rayDistance < SkinWidth + .0001f)
break;

private void HandleVerticalSlope(ref Vector2 deltaMovement)

{

var center = (_raycastBottomLeft.x + _raycastBottomRight.x) / 2;

var direction = -Vector2.up;

var slopeDistance = SlopeLimitTangant * (_raycastBottomRight.x - center);

var slopeRayVector = new Vector2(center, _raycastBottomLeft.y);

Debug.DrawRay(slopeRayVector, direction * slopeDistance, Color.yellow);
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var raycastHit = Physics2D.Raycast(slopeRayVector, direction, slopeDistance,
PlatformMask);

if (raycastHit)

return;

/I ReSharper disable CompareOfFloatsByEqualityOperator

var isMovingDownSlope = Mathf.Sign(raycastHit.normal.x) ==
Mathf.Sign(deltaMovement.x);

if (lisMovingDownSlope)

return;

var angle = Vector2.Angle(raycastHit.normal, Vector2.up);
if (Mathf.Abs(angle) < .0001f)

return;

State.IsMovingDownSlope = true;
State.SlopeAngle = angle;
deltaMovement.y = raycastHit.point.y - slopeRayVector.y;

private bool HandleHorizontalSlope(ref Vector2 deltaMovement, float angle, bool
isGoingRight)

{
if (Mathf.RoundTolnt(angle) == 90)
return false;
if (angle > Parameters.SlopeLimit)
{

deltaMovement.x = 0;
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return true;

if (deltaMovement.y > .07f)

return true;

deltaMovement.x += isGoingRight ? -SkinWidth : SkinWidth;

deltaMovement.y = Mathf.Abs(Mathf.Tan(angle * Mathf.Deg2Rad) *

deltaMovement.x);
State.IsMovingUpSlope = true;
State.IsCollidingBelow = true;

return true;

public void OnTriggerEnter2D(Collider2D other)
{

var parameters =
other.gameObject.GetComponent<ControllerPhysicsVolume2D>();

if (parameters == null)
return;
_overrideParameters = parameters.Parameters;

}
public void OnTriggerExit2D(Collider2D other)

{

var parameters =
other.gameObject.GetComponent<ControllerPhysicsVolume2D>();

if (parameters == null)
return;

_overrideParameters = null;
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using UnityEngine;
using System.Collections;

using System.Collections.Generic;

public class Checkpoint : MonoBehaviour

{

private List<IPlayerRespawnListener> _listeners;

public void Awake()
{

_listeners = new List<IPlayerRespawnListener>();

public void PlayerHitCheckpoint()
{

StartCoroutine(PlayerHitCheckpointCo(LevelManager.Instance.CurrentTimeBonus));

ky

private IEnumerator PlayerHitCheckpointCo(int bonus)

{

FloatingText.Show("Checkpoint!", "CheckpointText", new
CenteredTextPositioner(.30f));

yield return new WaitForSeconds(.30f);

FloatingText.Show(string.Format("+{0} time bonus!", bonus),
"CheckpointText", new CenteredTextPositioner(.30f));

¥

public void PlayerLeftCheckpoint()

{
¥
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public void SpawnPlayer (Player player)
{

player.RespawnAt(transform);

foreach (var listener in _listeners)

listener.OnPlayerRespawnInThisCheckpoint(this, player);

public void AssignObjectToCheckpoint(IPlayerRespawnListener listener )
{

_listeners.Add(listener);
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using System.Collections;
using UnityEngine;

using System;

[Serializable]

public class ControllerParameters2D

{

public enum JumpBehavior

{
CanJumpOnGround,

CanJumpAnywhere,

Cantdump

public Vector2 MaxVelocity = new Vector2(float.MaxValue, float. MaxValue);

[Range(0, 90)]
public float SlopeLimit = 30;

public float Gravity = -25f;

public JumpBehavior JumpRestrictions;

public float JumpFrequency = .25f;

public float JumpMagnitude = 12;
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using System.Collections;

using UnityEngine;

public class ControllerPhysicsVolume2D : MonoBehaviour

{

public ControllerParameters2D Parameters;

using System.Collections;

using UnityEngine;

public class ControllerState2D
{
public bool IsCollidingRight { get; set; }
public bool IsCollidingLeft { get; set; }
public bool IsCollidingAbove { get; set; }
public bool IsCollidingBelow { get; set; }
public bool IsMovingDownSlope { get; set; }
public bool IsMovingUpSlope { get; set; }
public bool IsGrounded { get { return IsCollidingBelow; } }
public float SlopeAngle { get; set; }

public bool HasCollisions { get { return IsCollidingRight || IsCollidingLeft ||
IsCollidingAbove || IsCollidingBelow; } }

public void Reset()

{
IsMovingUpSlope =
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IsMovingDownSlope =
IsCollidingLeft =
IsCollidingRight =
IsCollidingAbove =

IsCollidingBelow = false;

SlopeAngle = 0;

public override string ToString()
{

return string.Format("(controller
angle: {6}",
IsCollidingRight,
IsCollidingLeft,
IsCollidingAbove,
IsCollidingBelow,
IsMovingDownSlope,
IsMovingUpSlope,
SlopeAngle);

{0} 1:{1} a:{2} b:{3} down-slope: {5}
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using UnityEngine;
public class FinishLevel : MonoBehaviour
{

public string LevelName;

public void OnTriggerEnter2D(Collider2D other)

{
if (other.GetComponent<Player>() == null)
return;
LevelManager.Instance.GotoNextLevel(LevelName);
}
}

using UnityEngine;

public class FloatingText : MonoBehaviour

{
private static readonly GUISkin Skin = Resources.Load<GUISkin>("GameSkin");

public static FloatingText Show(string text, string style, IFloatingTextPositioner
positioner)

{
var go = new GameObject("Floating Text");
var floatingText = go.AddComponent<FloatingText>();
floatingText.Style = Skin.GetStyle(style);

floatingText._positioner = positioner;

90



floatingText._content = new GUIContent(text);

return floatingText;

private GUIContent _content;

private IFloatingTextPositioner _positioner;

public string Text { get { return _content.text; } set { _content.text = value; } }

public GUIStyle Style { get; set; }

public void OnGUI()
{
var position = new Vector2();
var contentSize = Style.CalcSize(_content);
if (_positioner.GetPosition(ref position, _content, Style.CalcSize(_content)))
{
Destroy(gameObject);

return;

GUI.Label(new Rect(position.x, position.y, contentSize.x, contentSize.y),
_content, Style);

ky
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using UnityEngine;

public class FollowObject : MonoBehaviour
{
public Vector2 Offset;

public Transform Following;

public void Update()
{

transform.position = Following.transform.position + (Vector3) Offset;

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class FollowPath : MonoBehaviour
{
/[This is where we create the two types of Movements that we want.

//Fun fact, this is also EXACTLY the code that has the options show up in the
Unity editor itself.

/Nf you were to make this private, the options 'lerp' and 'movetowards' would not
show up in Unity's Inspector.

public enum FollowType

{

MoveTowards,

Lerp
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/[This creates an INSTANCE of FollowType. Instances are a BIG deal in C#, so if
you're new,

//Understanding them more in depth is paramount to moving past the beginner
stages.

public FollowType Type = FollowType.MoveTowards;

/[This answers the question 'What Path do I need to follow, mr/mrs game developer
person?'

/[This is where we will click and drag out path to in the Unity Inspector.
public PathDefinition Path;

/[This is a PUBLIC variable, therefore it shows up in the Unity Inspector.
public float speed = 1; // How fast the platform will move.

/Nf we are within a .1f radius of the point, we cool. Let's move to the next one.

/[This way, if for some reason our platform doesn't hit the target exactly on the dot,
it won't break the whole game.

/IAn example might be, if we have a lot of physics in our game, and our platform
somehow gets hit out of alignment unexpectedly.

public float MaxDistanceToGoal = .1f;

/INotice that this is a PRIVATE variable, so it will not show up in the Unity Editor.

private IEnumerator<Transform> _currentPoint; //_currentPoint is of TYPE
IEnumerator

public void Start()

{

/[This if statement says 'If There isn't a Path, Yell at the developer (or player)
that something went wrong

//So that they know Why something is going wrong, rather than stuff just not
working and nobody understands why

/land everyone cries.
if (Path == null)
{
Debug.LogError(*Path Cannot be null*, gameObiject);

return;
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/I[Remember, _currentPoint is of TYPE 'IEnumerator’. GetPathEnumerator()
returns an Enumerator.

//Let me take a sec to make sure you got this.

//n the while (true) loop, it says 'yield return Points[index];'

/Il emphasized over there that this stops the code and waits, which is true. BUT!
/Nt also returns 'Points[index]".

/[This is where this is important.

//We are taking the result of that loop, and setting it to _currentPoint.

[lcurrentPoint = Path.GetPathEnumerator() is essentially doing the same thing as
/l_currentPoint = Points[index].

/[This is HOW we know for sure that _currentPoint is actually what it says... The
current point.

//Because if you look at the function GetPathEnumerator, figuring out what our
current point is, and where we go

[/[from there is its entire job!
/[The Path part tells the GetPathEnumerator function how many points there are.
//GetPathEnumerator uses that number that the path tells it,

/land gets an enumerator(a point), and determines if the object should be going
forwards or backwards from that point.

_currentPoint = Path.GetPathEnumerator();

/[Remember in that while(true) loop, where we had a line of code that said STOP
UNTIL WE GET TO THE NEXT POINT?

/[This is the 'Alright, we're here, now move along you slackers.'
_currentPoint. MoveNext();
/[Just another 'if things aint the way they're supposed to be, then run awaaaayyyy'
if (_currentPoint.Current == null)
return;

//Sets our position to the Start (Remember, currentPoint = Points[index]. Our
index starts at 0, so we are at the start.

/Nf we don't have this, we can't do any of the fancy stuff down below.

transform.position = _currentPoint.Current.position;
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}
public void Update()

{

if (_currentPoint == null || _currentPoint.Current == null) //if object has no path
or no points:

return; /learly exit out of update: There is
nothing to do here.

/IFor Clearity, Here are 2 different explenations of the following code:
/Nf Type == Move Towards
/(transform.position) Move Towards the object

/IVector3.MoveTowards (1st paramater == CURRENT position, 2nd paramater
== TARGET position, 3rd paramater = MAX distance)

/[deltaTime helps make animation smooth

/l_currentPoint.Current.position references the current point that we are
LOOKING at

/[This if statement basically says:
/it (The user picks 'MoveTowards' from the options in the Unity interface
//Run this code

/[To emphasize this point, That one line of code following the if statement
Moves an object from a position,

/[Towards another position, at a certain distance, in a certain way (The
'‘MoveTowardsy' Way.) Pretty cool.

if (Type == FollowType.MoveTowards)
{

transform.position = Vector3.MoveTowards(transform.position,
_currentPoint.Current.position, Time.deltaTime * speed);

}

/[For Clearity, Here are 2 different explenations of the following code:
INf Type == Lerp

//(transform.position) Move Towards the object

/[Everything is the same, but is instead in a linear interpolation method rather
than a move towards method.

/[This if statement basically says:
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[lif (The user picks 'Lerp' from the options in the Unity interface
//Run this code

else if (Type == FollowType.Lerp)

{

transform.position = Vector3.Lerp(transform.position,
_currentPoint.Current.position, Time.deltaTime * speed);

}
[IAlso, if you're consfused about Vector 3:

/Vector 3 = 3 coordinates. X, Y, Z. He could have probably used Vector 2 and
have been fine, but there ya go.

/[Although I've seen a few other people do it this way in 2D, so maybe there's
something to it.

/[There's more to it, but just understand that fundamental element and you should
be okay for now.

/IYeah, this is where he lost me. But if you're new (like me), and grasp all the
other stuff, i'd call this a win.

var distanceSquared = (transform.position -
_currentPoint.Current.position).sqrMagnitude;

if (distanceSquared < MaxDistanceToGoal * MaxDistanceToGoal)

_currentPoint.MoveNext(); //runs the while(true) block again.
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using UnityEngine;

public class FromWorldPointTextPositioner : IFloatingTextPositioner
{

private readonly Camera _camera;

private readonly Vector3 _worldPosition;

private readonly float _speed;

private float _timeToL.ive;

private float _yOffset;

public FromWorldPointTextPositioner(Camera camera, Vector3 worldPosition,
float timeToL.ive, float speed)

{
_camera = camera;
_worldPosition = worldPosition;
_timeToLive = timeToLive;

_speed = speed,;

public bool GetPosition(ref Vector2 position, GUIContent content, Vector2 size)

{
if ((_timeToLive -= Time.deltaTime) <= 0)

return false;

var screenPosition = _camera.WorldToScreenPoint(_worldPosition);
position.x = screenPosition.x - (size.x / 2);

position.y = Screen.height - screenPosition.y - _yOffset;

_yOffset += Time.deltaTime * _speed;

return true;
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using UnityEngine;

public class GameHud : MonoBehaviour

{
public GUISKin Skin;

public void OnGUI()

{
GUI.skin = Skin;

GUILayout.BeginArea(new Rect(0, 0, Screen.width, Screen.height));
{
GUILayout.BeginVertical(Skin.GetStyle("GameHud"));

{

GUILayout.Label(string.Format("Points: {0}",
GameManager.Instance.Points), Skin.GetStyle("PointsText"));

var time = LevelManager.Instance.RunningTime;
GUILayout.Label(string.Format(
"{0:00}:{1:00} with {2} bonus",
time.Minutes + (time.Hours * 60),
time.Seconds,

LevelManager.Instance.CurrentTimeBonus),
Skin.GetStyle("TimeText"));

k
GUILayout.EndVertical();

k
GUILayout.EndArea();
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using UnityEngine;

public class GameManager

{

private static GameManager _instance;

public static GameManager Instance { get { return _instance ?? (_instance = new
GameManager()); }}

public int Points { get; private set; }

private GameManager()

{
k

public void Reset()

{
Points = 0;
}
public void ResetPoints(int points)
{
Points = points;
}
public void AddPoints(int pointsToAdd)
{
Points += pointsToAdd,;
}
}
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using UnityEngine;

public class GiveDamageToPlayer : MonoBehaviour

{
public int DamageToGive = 10;

private Vector2
_lastPosition,
_velocity;

public void LateUpdate()

{
_velocity = (_lastPosition - (Vector2) transform.position) / Time.deltaTime;
_lastPosition = transform.position;

}

public void OnTriggerEnter2D(Collider2D other)

{

var player = other.GetComponent<Player>();
if (player == null)
return;
player.TakeDamage(DamageToGive, gameObject);
var controller = player.GetComponent<CharacterController2D>();

var totalVelocity = controller.Velocity + _velocity;

controller.SetForce(new Vector2(

-1 * Mathf.Sign(totalVVelocity.x) * Mathf.Clamp(Mathf.Abs(totalVelocity.x) *
6, 10, 40),

-1 * Mathf.Sign(totalVelocity.y) * Mathf.Clamp(Mathf.Abs(totalVelocity.y) *
6, 5, 30)));

¥
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using UnityEngine;

public class GiveHealth : MonoBehaviour, IPlayerRespawnL.istener
{

public GameObject Effect;

public int HealthToGive;

public void OnTriggerEnter2D(Collider2D other)
{

var player = other.GetComponent<Player>();
if (player == null)

return;

player.GiveHealth(HealthToGive, gameObject);

Instantiate(Effect, transform.position, transform.rotation);

gameObject.SetActive(false);

public void OnPlayerRespawnInThisCheckpoint(Checkpoint checkpoint, Player
player)

{
gameObject.SetActive(true);
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using UnityEngine;

public class HealthBar : MonoBehaviour

{
public Player Player;

public Transform ForegroundSprite;

public SpriteRenderer ForegroundRenderer;

public Color MaxHealthColor = new Color(255 / 255f, 63 / 255f, 63 / 255f);
public Color MinHealthColor = new Color(64 / 255f, 137 / 255f, 255 / 255f);

public void Update()

{
var healthPercent = Player.Health / (float)Player.MaxHealth;

ForegroundSprite.localScale = new Vector3(healthPercent, 1, 1);

ForegroundRenderer.color = Color.Lerp(MaxHealthColor, MinHealthColor,
healthPercent);

using UnityEngine;

public interface IFloatingTextPositioner

{

bool GetPosition(ref Vector2 position, GUIContent content, Vector2 size);
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using UnityEngine;

public class InstaKill : MonoBehaviour

{
public void OnTriggerEnter2D(Collider2D other)

{

var player = other.GetComponent<Player>();
if (player == null)

return;

LevelManager.Instance.KillPlayer();

public interface IPlayerRespawnL.istener

{
void OnPlayerRespawnInThisCheckpoint(Checkpoint checkpoint, Player player);

using UnityEngine;

public interface ITakeDamage

{

void TakeDamage(int damge, GameObject instigator);
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using System.Collections;

using UnityEngine;

public class JumpPlatform : MonoBehaviour

{
public float JumpMagnitude = 20;

public AudioClip JumpSound,;

public void ControllerEnter2D(CharacterController2D controller)

{
if (JumpSound != null)

AudioSource.PlayClipAtPoint(JumpSound, transform.position);

controller.SetVerticalForce(JumpMagnitude);

using UnityEngine;

using System;

using System.Collections;

using System.Collections.Generic;

using System.Ling;
public class LevelManager : MonoBehaviour
{

public static LevelManager Instance { get; private set; }

public Player Player { get; private set; }
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public CameraController Camera { get; private set; }

public TimeSpan RunningTime { get { return DateTime.UtcNow - _started; } }

public int CurrentTimeBonus
{

get

{

var secondDifference = (int)(BonusCutoffSeconds -
RunningTime.TotalSeconds);

return Mathf.Max(0, secondDifference) * BonusSecondMultiplier;

private List<Checkpoint> _checkpoints;
private int _currentCheckpointindex;
private DateTime _started;

private int _savedPoints;

public Checkpoint DebugSpawn;
public int BonusCutoffSeconds;

public int BonusSecondMultiplier;

public void Awake()
{

_savedPoints = GameManager.Instance.Points;

Instance = this;

public void Start()
{
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_checkpoints = FindObjectsOfType<Checkpoint>().OrderBy(t =>
t.transform.position.x). ToList();

_currentCheckpointindex = _checkpoints.Count>07?0: -1;

Player = FindObjectOfType<Player>();
Camera = FindObjectOfType<CameraController>();

_started = DateTime.UtcNow;

var listeners =
FindObjectsOfType<MonoBehaviour>().OfType<IPlayerRespawnListener>();

foreach (var listener in listeners)
{
for (var i = _checkpoints.Count - 1; i >=0; i--)

{

var distance = ((MonoBehaviour)listener).transform.position.x -
_checkpoints[i].transform.position.x;

if (distance < 0)

continue;

_checkpoints[i].AssignObjectToCheckpoint(listener);

break;

#if UNITY_EDITOR
if (DebugSpawn != null)
DebugSpawn.SpawnPlayer(Player);
else if (_currentCheckpointindex !=-1)
_checkpoints[_currentCheckpointindex].SpawnPlayer(Player);

#else
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if (_currentCheckpointindex !=-1)
_checkpoints[_currentCheckpointindex].SpawnPlayer(Player);
#endif

¥

public void Update()

{
var isAtLastCheckpoint = _currentCheckpointindex + 1 >= _checkpoints.Count;
if (isAtLastCheckpoint)

return;

var distanceToNextCheckpoint = _checkpoints[ _currentCheckpointindex +
1].transform.position.x - Player.transform.position.x;

if (distanceToNextCheckpoint >= 0)

return;

_checkpoints[_currentCheckpointindex].PlayerLeftCheckpoint();
_currentCheckpointindex++;

_checkpoints[_currentCheckpointindex].PlayerHitCheckpoint();

GameManager.Instance.AddPoints(CurrentTimeBonus);
_savedPoints = GameManager.Instance.Points;

_started = DateTime.UtcNow;

public void GotoNextLevel(string levelName)

{

StartCoroutine(GotoNextLevelCo(levelName));

private IEnumerator GotoNextLevelCo(string levelName)
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Player.FinishLevel();

GameManager.Instance.AddPoints(CurrentTimeBonus);

FloatingText.Show("Level Complete!”, "CheckpointText", new
CenteredTextPositioner(.2f));

yield return new WaitForSeconds(1);

FloatingText.Show(string.Format("{0} points!",
GameManager.Instance.Points), "CheckpointText", new
CenteredTextPositioner(.1f));

yield return new WaitForSeconds(5f);

if (string.IsSNullOrEmpty(levelName))
Application.LoadLevel("StartScreen™);
else

Application.LoadLevel(levelName);

public void KillPlayer()

{
StartCoroutine(KillPlayerCo());

private IEnumerator KillPlayerCo()
{
Player.Kill();
Camera.IsFollowing = false;

yield return new WaitForSeconds(2f);
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Camera.IsFollowing = true;

if (_currentCheckpointindex !=-1)

_checkpoints[_currentCheckpointindex].SpawnPlayer(Player);

_started = DateTime.UtcNow;

GameManager.Instance.ResetPoints(_savedPoints);

using UnityEngine;

using System;

using System.Collections;

using System.Collections.Generic;

using System.Ling;

public class PathDefinition : MonoBehaviour

{

public Transform[] Points;

public IEnumerator<Transform> GetPathEnumerator()

{
if (Points == null || Points.Length < 1)
yield break;

var index = 0;
var direction = 1;

while (true)

{
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yield return Points[index];

if (Points.Length == 1)

continue;
if (index <=0)
direction = 1;

else if (index >= Points.Length - 1)

direction = -1;

index = index + direction;

public void OnDrawGizmos()

{
if (Points == null || Points.Length < 2)

return;

var points = Points.Where(t => t I= null).ToList();
if (points.Count < 2)

return;

for (var i = 1; i < points.Count; i++)

{

Gizmos.DrawLine(points[i - 1].position, points[i].position);
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using UnityEngine;

public class PathedProjectile : MonoBehaviour, ITakeDamage
{
private Transform _destination;

private float _speed,

public GameObject DestroyEffect;
public int PointsToGivePlayer;
public AudioClip DestroySound;

public void Initalize(Transform destination, float speed)

{

_destination = destination;

_speed = speed,;

public void Update()
{

transform.position = Vector3.MoveTowards(transform.position,
_destination.position, Time.deltaTime * _speed);

var distanceSquared = (_destination.transform.position -
transform.position).sqrMagnitude;

if (distanceSquared > .01f * .01f)

return;

if (DestroyEffect != null)

Instantiate(DestroyEffect, transform.position, transform.rotation);
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if (DestroySound != null)
AudioSource.PlayClipAtPoint(DestroySound, transform.position);

Destroy(gameObject);

public void TakeDamage(int damage, GameObject instigator)
{
if (DestroyEffect = null)

Instantiate(DestroyEffect, transform.position, transform.rotation);

Destroy(gameQObject);

var projectile = instigator.GetComponent<Projectile>();

if (projectile != null && projectile.Owner.GetComponent<Player>() != null &&
PointsToGivePlayer = 0)

{
GameManager.Instance.AddPoints(PointsToGivePlayer);

FloatingText.Show(string.Format("+{0}!", PointsToGivePlayer),
"PointStarText", new FromWorldPointTextPositioner(Camera.main,
transform.position, 1.5f, 50));

}
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using UnityEngine;

public class PathedProjectileSpawner : MonoBehaviour
{
public Transform Destination;

public PathedProjectile Projectile;

public GameObject SpawnEffect;

public float Speed,

public float FireRate;

public AudioClip SpawnProjectileSound;

public Animator Animator;

private float _nextShotInSeconds;

public void Start()
{

_nextShotInSeconds = FireRate;

public void Update()

{
if ((_nextShotInSeconds -= Time.deltaTime) > 0)

return;

_nextShotInSeconds = FireRate;

var projectile = (PathedProjectile)Instantiate(Projectile, transform.position,
transform.rotation);

projectile.Initalize(Destination, Speed);

113



if (SpawnEffect = null)

Instantiate(SpawnEffect, transform.position, transform.rotation);

if (SpawnProjectileSound != null)

AudioSource.PlayClipAtPoint(SpawnProjectileSound, transform.position);

if (Animator !'= null)

Animator.SetTrigger("Fire");

public void OnDrawGizmos()

{
if (Destination == null)

return;

Gizmos.color = Color.red;

Gizmos.DrawLine(transform.position, Destination.position);

using System.Collections;

using UnityEngine;

public class Player : MonoBehaviour, ITakeDamage

{
private bool _isFacingRight;
private CharacterController2D _controller;

private float _normalizedHorizontalSpeed;
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public float MaxSpeed = 8;

public float SpeedAccelerationOnGround = 10f;

public float SpeedAccelerationInAir = 5f;
public int MaxHealth = 100;

public GameObject OuchEffect;

public Projectile Projectile;

public float FireRate;

public Transform ProjectileFireLocation;
public GameObject FireProjectileEffect;
public AudioClip PlayerHitSound;

public AudioClip PlayerShootSound;
public AudioClip PlayerHealthSound:;

public Animator Animator;

public int Health { get; private set; }
public bool IsDead { get; private set; }

public float _canFireln;

public void Awake()
{

_controller = GetComponent<CharacterController2D>();

_isFacingRight = transform.localScale.x > 0;

Health = MaxHealth;

public void Update()
{

_canFireln -= Time.deltaTime;
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if ("IsDead)
Handlelnput();

var movementFactor = _controller.State.IsGrounded ?
SpeedAccelerationOnGround : SpeedAccelerationInAir;

if (IsDead)
_controller.SetHorizontalForce(0);
else

_controller.SetHorizontalForce(Mathf.Lerp(_controller.Velocity.x,
_normalizedHorizontalSpeed * MaxSpeed, Time.deltaTime * movementFactor));

Animator.SetBool("I1sGrounded", _controller.State.IsGrounded);
Animator.SetBool("IsDead", IsDead);
Animator.SetFloat("Speed"”, Mathf.Abs(_controller.Velocity.x) / MaxSpeed);

public void FinishLevel()

{
enabled = false;
_controller.enabled = false;

this.gameObject. GetComponent<Collider2D>().enabled = false;

public void Kill()

{
_controller.HandleCollisions = false;
this.gameObject.GetComponent<Collider2D>().enabled = false;
IsDead = true;

Health = 0;

116



_controller.SetForce(new Vector2(0, 20));

public void RespawnAt(Transform spawnPoint)

{
if (!_isFacingRight)

Flip();

IsDead = false;
this.gameObject. GetComponent<Collider2D>().enabled = true;
_controller.HandleCollisions = true;

Health = MaxHealth;

transform.position = spawnPoint.position;

public void TakeDamage(int damage, GameObject instagator)

{
AudioSource.PlayClipAtPoint(PlayerHitSound, transform.position);

FloatingText.Show(string.Format("-{0}", damage), "PlayerTakeDamageText",
new FromWorldPointTextPositioner(Camera.main, transform.position, 2f, 60f));

Instantiate(OuchEffect, transform.position, transform.rotation);

Health -= damage;
if (Health <=0)

LevelManager.Instance.KillPlayer();

public void GiveHealth(int health, GameObject instagator)
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AudioSource.PlayClipAtPoint(PlayerHealthSound, transform.position);

FloatingText.Show(string.Format("+{0}", health), "PlayerGotHealthText", new
FromWorldPointTextPositioner(Camera.main, transform.position, 2f, 60f));

Health = Mathf.Min(Health + health, MaxHealth);

private void Handlelnput()

{
if (Input.GetKey(KeyCode.D))

{

_normalizedHorizontalSpeed = 1;
if (!_isFacingRight)
Flip();

¥
else if (Input.GetKey(KeyCode.A))

{

_normalizedHorizontalSpeed = -1;
if (_isFacingRight)
Flip();

else

_normalizedHorizontalSpeed = 0;

if (_controller.CanJump && Input.GetKeyDown(KeyCode.Space))
{

_controller.Jump();
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if (Input.GetMouseButtonDown(0))

FireProjectile();

private void FireProjectile()
{
if (_canFireln > 0)

return;

if (FireProjectileEffect I= null)
{

var effect = (GameObject)Instantiate(FireProjectileEffect,
ProjectileFireLocation.position, ProjectileFireLocation.rotation);

effect.transform.parent = transform;
}
var direction = _isFacingRight ? Vector2.right : -Vector2.right;

var projectile = (Projectile)Instantiate(Projectile, ProjectileFireLocation.position,
ProjectileFireLocation.rotation);

projectile.Initialize(gameQObject, direction, _controller.Velocity);
_canFireln = FireRate;
AudioSource.PlayClipAtPoint(PlayerShootSound, transform.position);
Animator.SetTrigger("Fire");

}
private void Flip()

{

transform.localScale = new Vector3(-transform.localScale.x,
transform.localScale.y, transform.localScale.z);

_isFacingRight = transform.localScale.x > 0;
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using UnityEngine;

public class PlayerBounds : MonoBehaviour

{

public enum BoundsBehavior
{

Nothing,

Constrain,

Kill

public BoxCollider2D Bounds;
public BoundsBehavior Above;
public BoundsBehavior Below;
public BoundsBehavior Left;
public BoundsBehavior Right;

private Player _player;

private BoxCollider2D _boxCollider;

public void Start()

{
_player = GetComponent<Player>();

_boxCollider = GetComponent<BoxCollider2D>();

public void Update()

{
if (_player.IsDead)

return;
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var colliderSize = new Vector2(
_boxCollider.size.x * Mathf.Abs(transform.localScale.x),

_boxCollider.size.y * Mathf.Abs(transform.localScale.y)) / 2;

if (Above != BoundsBehavior.Nothing && transform.position.y + colliderSize.y
> Bounds.bounds.max.y)

ApplyBoundsBehavior(Above, new Vector2(transform.position.x,
Bounds.bounds.max.y - colliderSize.y));

if (Below !'= BoundsBehavior.Nothing && transform.position.y - colliderSize.y
< Bounds.bounds.min.y)

ApplyBoundsBehavior(Below, new Vector2(transform.position.x,
Bounds.bounds.min.y + colliderSize.y));

if (Right = BoundsBehavior.Nothing && transform.position.x + colliderSize.x
> Bounds.bounds.max.x)

ApplyBoundsBehavior(Right, new Vector2(Bounds.bounds.max.x -
colliderSize.x, transform.position.y));

if (Left 1= BoundsBehavior.Nothing && transform.position.x - colliderSize.x <
Bounds.bounds.min.x)

ApplyBoundsBehavior(Left, new Vector2(Bounds.bounds.min.x +
colliderSize.x, transform.position.y));

}

private void ApplyBoundsBehavior(BoundsBehavior behavior, Vector2
constrainedPosition)

{

if (behavior == BoundsBehavior.Kill)

{

LevelManager.Instance.KillPlayer();

return;

¥

transform.position = constrainedPosition;
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using UnityEngine;

public class PointStar : MonoBehaviour, IPlayerRespawnListener

{
public GameObject Effect;

public int PointsToAdd = 10;
public AudioClip HitStarSound,

public Animator Animator;

private bool _isCollected:;

public void OnTriggerEnter2D(Collider2D other)

{
if (_isCollected)

return;

if (other.GetComponent<Player>() == null)

return;

if (HitStarSound != null)

AudioSource.PlayClipAtPoint(HitStarSound, transform.position);

GameManager.Instance.AddPoints(PointsToAdd);
Instantiate(Effect, transform.position, transform.rotation);

FloatingText.Show(string.Format("+{0}!", PointsToAdd), "PointStarText", new
FromWorldPointTextPositioner(Camera.main, transform.position, 1.5f, 50));

_isCollected = true;

gameObject.SetActive(false);
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public void OnPlayerRespawnInThisCheckpoint(Checkpoint checkpoint, Player
player)

{
_isCollected = false;

gameObject.SetActive(true);

using UnityEngine;

public abstract class Projectile : MonoBehaviour
{

public float Speed;

public LayerMask CollisionMask;

public GameObject Owner { get; private set; }
public Vector2 Direction { get; private set; }
public Vector2 InitialVelocity { get; private set; }

public void Initialize(GameObject owner, Vector2 direction, Vector2
initialVelocity)

{

transform.right = direction;

Owner = owner:;
Direction = direction;

Initial Velocity = initialVelocity;
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Onlnitialized();

protected virtual void Onlnitialized()

{
ki

public virtual void OnTriggerEnter2D(Collider2D other)
{

if ((CollisionMask.value & (1 << other.gameObject.layer)) == 0)
{
OnNotCollideWith(other);

return;

var isOwner = other.gameODbject == Owner,
if (isOwner)
{

OnColliderOwner();

return;

var takeDamage = (ITakeDamage)other.GetComponent(typeof(ITakeDamage));

if (takeDamage != null)

{
OnCollideTakeDamage(other, takeDamage);

return;
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OnCollideOther(other);

protected virtual void OnNotCollideWith(Collider2D other)

{
ki

protected virtual void OnColliderOwner()

{
¥

protected virtual void OnCollideTakeDamage(Collider2D other, ITakeDamage
takeDamage)

{
k

protected virtual void OnCollideOther(Collider2D other)

{
¥

using UnityEngine;

public class SimpleEnemyAi : MonoBehaviour, ITakeDamage,
IPlayerRespawnL.istener

{
public float Speed,
public float FireRate = 1,
public Projectile Projectile;

public GameObject DestroyedEffect;
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public int PointsToGivePlayer;
public AudioClip ShootSound;

private CharacterController2D _controller;
private Vector2 _direction;
private Vector2 _startPosition;

private float _canFireln;

public void Start()

{
_controller = GetComponent<CharacterController2D>();
_direction = new Vector2(-1, 0);
_startPosition = transform.position;

}
public void Update()

{
_controller.SetHorizontalForce(_direction.x * Speed);

if ((_direction.x <0 && _controller.State.IsCollidingLeft) || (_direction.x >0
&& _controller.State.IsCollidingRight))

{
_direction = -_direction;

transform.localScale = new Vector3(-transform.localScale.x,
transform.localScale.y, transform.localScale.z);

}
if ((_canFireln -= Time.deltaTime) > 0)

return;

var raycast = Physics2D.Raycast(transform.position, _direction, 10, 1 <<
LayerMask.NameToLayer("Player"));

if (raycast)

return;
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var projectile = (Projectile)Instantiate(Projectile, transform.position,
transform.rotation);

projectile.Initialize(gameQObject, _direction, _controller.Velocity);
_canFireln = FireRate;
if (ShootSound != null)
AudioSource.PlayClipAtPoint(ShootSound, transform.position);
}

public void TakeDamage(int damage, GameObject instigator)

{
if (PointsToGivePlayer !'=0)

{
var projectile = instigator.GetComponent<Projectile>();
if (projectile != null && projectile.Owner.GetComponent<Player>() != nul
{
GameManager.Instance.AddPoints(PointsToGivePlayer);

FloatingText.Show(string.Format("+{0}!", PointsToGivePlayer),
"PointStarText", new FromWorldPointTextPositioner(Camera.main,
transform.position, 1.5f, 50));

k
k

Instantiate(DestroyedEffect, transform.position, transform.rotation);
gameObject.SetActive(false);

}

public void OnPlayerRespawnInThisCheckpoint(Checkpoint checkpoint, Player
player)

{
_direction = new Vector2(-1, 0);
transform.localScale = new Vector3(1, 1, 1);
transform.position = _startPosition;

gameObject.SetActive(true);

)
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using UnityEngine;

public class SimpleProjectile : Projectile, ITakeDamage
{

public int Damage;

public GameObject DestroyedEffect;

public int PointsToGiveToPlayer;

public float TimeToLive;

public AudioClip DestroySound,;

public void Update()

{
if ((TimeToLive -= Time.deltaTime) <= 0)
{
DestroyProjectile();
return;
}

transform.Translate(Direction * ((Mathf.Abs(InitialVelocity.x) + Speed) *
Time.deltaTime), Space.World);

ky

public void TakeDamage(int damage, GameObject instigator)

{
if (PointsToGiveToPlayer !'=0)

{

var projectile = instigator.GetComponent<Projectile>();

if (projectile = null && projectile.Owner.GetComponent<Player>() != null)

{

GameManager.Instance.AddPoints(PointsToGiveToPlayer);
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FloatingText.Show(string.Format("+{0}!", PointsToGiveToPlayer),
"PointStarText", new FromWorldPointTextPositioner(Camera.main,
transform.position, 1.5f, 50));

}

DestroyProjectile();

protected override void OnCollideOther(Collider2D other)

{
DestroyProjectile();

protected override void OnCollideTakeDamage(Collider2D other, ITakeDamage
takeDamage)

{
takeDamage.TakeDamage(Damage, gameQObject);

DestroyProjectile();

private void DestroyProjectile()

{
if (DestroyedEffect I= null)

Instantiate(DestroyedEffect, transform.position, transform.rotation);

if (DestroySound != null)

AudioSource.PlayClipAtPoint(DestroySound, transform.position);
Destroy(gameObiject);
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using UnityEngine;

public class StartScreen : MonoBehaviour

{

public string FirstLevel;

public void Update()

{
if ("Input.GetMouseButtonDown(0))

return;

Application.LoadLevel(FirstLevel);
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