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1. Evoayoyn ota video games

1.1 Ewcoyoyn

Ta televtaia xpovia, ta Prvteomaryviola £xovv e10éA0eL Yo Ta kKoAd otn {on
HOG, TPOGPEPOVTOS OVVATEC GLYKIVIGELS Kot €vOOLCIOoUO 08 TToudld Kot epnBoug.
[ToAAég popéc BEPata Ta “mondid” avtd TLYYAvEL Vo givon Kot peyahbtepns nAkiog.
Ta video games eivar po oyetikd véo kowvotopio. Eyxovv vmdpéer oe didpopeg
poppég amd v Evapén TV NAEKTPOVIKOV VTOAOYIGTOV KOl HE TOAAOVS TPOTOLG
Ntav  omapoitnTo ot Odpouy mov  akoAovOncov ot VTOAOYIOTEC. Zuyvd
gvoyomoovvton Yoo tn Pioe tovg M ™ OOvaun Tov €0GHOV TOVE, WOTOGO TO
NAEKTPOVIKE TOLYVIOD LWITOPOVV EMIGNG, COUPMOVO LE EPEVVNTEG KO TOVG EUTVEVGTEG
TOV PBVTEOTAYVIOIDV, VAL £YOVV EVEPYETIKEG CLUVENELES GTNV VYElD, TNV eKmaidgvon
K0l 6€ AALO KOWVOVIKE TpOoPARLATOL.

1.2 Opwopog tov video game

Téoo oty BProypaeio 660 Kot 6To dtadikTvo LVILdpPyovY ToALOL OptGHOl Yol
ta video games. O 710 OKILOG KOTA TNV YVOUN HOL £ival 0 TopaKAT®:

«0 dpog video game avapépetar ce KdlOe €id0vS NAEKTPOVIKO TaLYVIOl TO 0TOi0
mepllopfaver ™y avOpomivy aliniemiopacy ue pio owemapl ypyoty (user
interface), yia TRV TOPAYWOYI] OXTIKIS AVAOIPACHS G HI0 GVGKEDY OTEIKOVIGIG. »

1.3 Ocmpio TOL OL0OKEOAGTIKOD

Ta Toyvidle VTOAOYIGTAOV HTopoLV va TaEIVOUNBoVV Ge d1pOpES KaTnyopie,
OMWG TEPIMETELOS, OPACNC, TPOLOL KTA, OL®G Oha Kotd Bdon £xovv éva kKowvd 6TdHYO,
va dokeddcovv Tov ypnotn. Tt givor dpwg avtd mov kdver pio dpactnplotnTa
oKESUGTIKY;

Ot avBpomol amd v @UON HOG, EIUACTE KOTATANKTIKEG UNYOVES EVPECNC
mpotOnwv (patterns). Kadnuepwva yéyvovpue va Bpovue cuvéyeia té€toto Tpdtumo gite
o€ avOpOTIVEC GLUTEPLPOPES, EITE GE PLGIKA POVOUEVO 1) YEVIKOTEPO GE OTIONTOTE
VIapyEL YOP® HOG, OKOUA KOl oV LT To TPATLTO OV VTEAPYOLY. OtV TO TPAYHOTOL
KOl Ol KOTOOTAGELS YivovTol TOAD TEPIMAOKEG Kol OgV UTOPOLUE Vo Bpovpe 1 va
etid&ovpe tétotn TpOTLTTO EKVELPILONACTE Kol TO Topatdpe. Otav Ta eviomicovpe



LOG 0pEGEL VO TOL OTOKPVTTOYPAPOVE Kot va To. PAETovpE va cupPaivouv avd kot
Eavd.

To vo exmandevovpe 0 puodod pog etvol Katt dtaokedaotikd. To moyvidlo pog
TPOGPEPOLY QTN TNV dVVATOTNTO HEGH amd TNV emiAvon Ypipwv, KATL TO 0moio
amoutel okéyn Ko exkmaidevon oto va avoaivovpe mpotvma. Iailovpe éva maryvidt
HEYPL VO TO KOTAVONGOVUE G€ PeYdAo Pabud kal va yivoope moAd koioi oe avto.
Koatavodvtag to mpoéTLIIOL Kot ONHOVPYOVTOS €vav 10avikd tpomo moi&ipotoc,
Kévovpe To oy vidl 660 T0 SVVATOV O TPOPAEYIHO KATL TO OTOT0 TEMKA oG KAVEL
va 1o Papebovpe Kot vo unv to Ppiokovpe TALOV SACKEIUCTIKO. LTOV TPOYHOTIKO
KOocpo avtd 1o ovopdlovpe “acepaieln”’, “otabepn dovield” N “povtiva’”, ywoti o
EYKEPAAOG, Gpa KoL KOT EMEKTOON O AvOpwmog, Tévta Ba tpocmadel va Pedticotomotet,
vo amAomotel Kot v TpoypoUatiCel TIC EVEPYELES TOV TPOKEYEVOD VAL KAADYEL TOVG

GTOYOVG TOV KOl TIS OVAYKES TOV OGO TO dLVATOV GE PEYOADTEPO PaBo.

To oxdkt yio mapdostypa eivor €va moyvior mov vrdpyer mwveo ond 1500
rPOVIO Kot TopOAa avTé cuVaPTALEL PIKPOVS Kot LEYAAOVS HEXPL CUEPE AOY® TNG
TOAVTAOKOTNTAG KOl TOL TANOOVG TV Ypip®V Tov pmopel vo mpoceépel. Me dAra
MOyl 6TO0 OKAKL HTOPOVUE Vo, BPOovpE KATOWL TPOTUTTOL MG TPOG TIG KIVIGELS OV
TPEMEL VO KAVOVUE GE OPICUEVEG TTEPIMTMGELS, OAAG glval advvatov va PBpodue Eva
wWavikd tpémo mon&iparog yio OAeg 11g mbavég exPfaoelg Tov maryvidd. 't avtd to
Adyo gtvan éva maryvidt to onoio 1 Ba Aatpéwet kAmolog OTav TO Katavoncet 1 Ba Tov
eovel ovoOolo Kot Papetd, emedN dev UTOPECE TOTE VO KOTOAAPEL TNV AOYIKY| TOL
oy VIOV, AV PUTOPOLGAE VO, dDGOLUE €vay Oplopd GTo TL glval SOKEIACTIKO
avtdg Oa NTav:

«Alaokedaoctiky &voar B OlOOIKOGIA OVOKAAVWHS TEPIOYDY GE EVAY
mOavoTiKo ywpo.»

O ot6x0¢ Aowmdv TV OYESCTAOV TOYVIOIDV &ivar va ovéfoovv Ttov
TOAVOTIKO YDPO EEEPEVVIONG 0VTOG MGTE VO KPOATHCOLV TO EVOLPEPOV TOV YPTOTN
apeioto. 'tivovtor Aowmdv moALéC mpoondbeieg eite pe avadvopevo gameplay, eite pe
un ypopkn €£EMEN ¢ otopiag TOL TALXVIOOD TPOKEWEVOL VO YPIipOol 7OV
enpaviCovroar va givar kabe popd drapopetikoi. [Ipoomdbeieg yia maryvidio ot onoio
ot ypipot Ba emdéyovtal mapandved amd pio Aom, Ypipot ot omoiol TPocPEpovTaL
npog epunveio. Tote Aépe OtL éva moryvior etvar téyvn, 6tav dnAadr ovtd yiveton
OVTIKEIEVO TTPOC epunVeiaL.



2. Xyeotaon evog Video Game

1.1 Evoayoyn

‘Eva video game givat k4Tl TEPIGGOTEPO OO TOV GLVIVAGUO TOV ETUEPOVG
KOUHOTIOV Tov. Eivol pia cuvietapévn evepyeidv Kot OpAcGE®V, TOv OTOV TO oty Vidtl
oAoKkANpwBel To Kdvel kATl povadikd. H dnpiovpyia avtig g cLVEPYELOG amottel
TEYVOYVOoia, Kabmg kol pia aicOnon oyedacpov kot g téxvns. O oyedlacuog evog
oy vioov opiletar ¢ 1 ddtkacio g dnuovpyiag g SoUNg Kot TS LONG TOL
oy VOoL KoBmG Kot 0 TPOTOG e TOV omoio Agrtovpyel. Avtd meptAapPavel Tovg
KOVOVEG Kot TOVG aAYOPIOLLOVG TTOL OOTEAOVY TO OEUEAO TOV GYESIAGLLOV TOLYVIOLDV,
OALG KOl IO ATOKPLPA YOPOUKTNPIOTIKA, OTMG 1| JETAPT) TOV TEPLYPAPEL TO TAOS O
TOAKTNG TOV TOLYVIOD EMKOW®MVEL HE TO Touyvidl OAAG Kol TO TG TO TOLYVidt
EMKOVOVEL LE TO TTOAKTY.

XPNGLOTOUDVTAG TO TPONYOVUEVO TAPASELYILO, GTO GKAKL Ol TPOTOL LE TOVG
omoiovg ta KOUUATIo KvoOvTol, 1 eVAAAOooOpEVN oepd mov mailovv ot 6vo
avTITAAOL, Ol KAVOVEG GYETIKA e TNV KIVIOT KOl TNV OLULOADTION TOV TOVIOV, 1
duvatodtta dnuovpyiag véag Pacidiooag amd amdd mdvia kot 1 ANEN Tov Ty vidton
(checkmate), eivar O6Aa pépog tov oyedlacpov. EmmAéov, m 8x8 dwdtaén 1ng
OKOKIEPAG EIVOL KO VTN HEPOG TOL GYEOAGHOD, KOOMDS KO TO GYN O TOV TLOVUDV KOt
N ovopocio Tovg. Ta ototyeia VT ATOTEAOVY OVATOCTAGTO KOUUATL TOV TTOLYVIOO0
KaBmg yopic avtd TNV ovGia SV VITAPYEL TOLYVIOL.

Ye TpOTN PAoT, 0 oYESUGHOG VO ALY VOO0 ivar pia Tipa TOAD cuvlet
dpacTNPOTNTO Yot VO UTOPECEL Vo avoydel ce pio poviehomompévn dodkacioL.
EmumAéov, n mpocomKOTNTO TOL GYEONGTH TOV TouyVidoL, emnpedlel €K TV
npaypdTov Tic pedddovg mov avtdc ypnoponotel. ‘Etot n dadkosio Tov oxedacpod
umopel vo akolovOnoel KAmoleg yevikég katevBuvinpleg YPOUUES, OAAG o€ Kopio
nepinTon dev Umopel va amoTeAEGEL POl VTOUATOTOMUEVT] KOL TUTIKT) POPLOVACL.



2.2 Emoyn 10€0¢ Kot 6TOY OV

[Tpwv Eexkwvnoovpe v dadikacioo dnpovpyiog evog mayvidlon, Bo mpémet
TPMOTO, VoL BPOVUE TPAOTO [Lol 10€0L, Lo 1oTopia, EUTVEVLCUEVN Y10 KATL TPOTOTLTO KATL
povodikd. H 18éa tov mouyvidlov elvarl pior  cLYKEKPIUEVT] GLAAOYN KOVOVOV KOl
YEYOVOT®V HEG® TV omoiwv Ba 0p1obel o mpwTapyKods 6TOHYOC.

"Eva mayvidr mpémetl va £xel €va oo kKaBopiopévo otodyo. Avtdg o 6TOY0G
pEmeL vo opileTon Kol va TEPLYPAPETAL GE GYEON UE TNV eMidpacn mov Bo Exel oTOV
naikt). O TpoOTOPYIKol GTOYOl TOV TOLYVIOIMV TOIKIAOLY Kol UTOopel va givor m
péytotn ovAroyn moviov (high score) 1 1 e€epedivnon evdc tomov ywpic va Eepeivetl o
naiytng amd (wéc. Emiong dev elvar oamapaimnto va vrapyst €vag Kot povodikog
o0T10Y0G 6TO Ty Vidl, umopel 0 oyedootg va Béoel Evav GuVOLAGHO and GTOYOVC.
[ToAol oyedlaotéc Mo VISV UTOpEl Vo 0KOAOVONGOLV Kol TNV  OvVTIGTPOON
dwdkacio oyediaong. Na Eekiviicouv OMANOT He TNV EMAOYN TV GTOY®V KOl TO
Bépa Tov Taryvidod vo e&aptdtot omd avTovG.

"Evag and tovg KaAdTepovg TpOTOVG Yo va EEKviiGovpe TV dnpovpyio evog
oy vidlov givar vo eTIaEovE €va storyboard, va dnpuovpyncovpe dniadn o Gelpd
amd oyédw kot ewkdvec mov Bo delyvouv tTa emimeda TOL TOXVIOOD KOl TIG
SLPOPETIKEG GKNVES KOl TIG OTOGTOAEG TTOV KOAEITOL O TOHKTNG VO PEPEL E1C TEPOG.
Kabe storyboard wdio elvor va mepiloupdvel pio mopdypoapo 1M HEPIKA
OTOCTOGLOTIKG GYOAMa Tov Tt cvuPaivel oe kdbe oknvi Tov TOLYKVISD £TGL OCTE
avto va yiveton avtiinmtd Kot EekdBopo Kot 6To vTOAOITO LEAN TNG ORASOC.

2.3 'Epevvo ka1 TpogToipocio

Me v kOpua 10€a kol To o1oyo Eexabapiopévo Kot torobetnuéva Kohd 6To
HOoAd poc, To emopevo Prpa givor mn oavamntvén tov Bépatog. To mpdrto Prua
TEPIAAUPAVEL TNV GLYKEVTP®OGT OGO TO SLVATOV TEPIGGOTEPMV GTOVYEIMV CYETIKA LE
10 0épa. v cvvéyelo akolovdel  HEAETN OAWV TV TPOTYOVUEV®V CGKEYEMV Kot
10E®V TOV GYEGNGTY| TOV GLVOEOVTOL LLE TOV 6TOYO N} TO B Tov oy vidov. TEXog, o
Oa pémetl va Peforwbovpe OTL VIAPYEL APIGTN KATAVONGT GO LEPOVG TOV, GYETIKA LLE
10 mepPdArov mov to moyvidt Bo Tpoomabncel va avarapactiosl. To matyviol Oa
npénel va. Olvel por aicOnon ovfevtikdmrtag Kot vo. HETAdIdEL TNV LEN TOL
TPOYLOTIKOV KOGLOV, 0VO GUVIGTOUEVEG TOV UTOPOVV VO EMITEVLYOOVV HOVO pE TNV
KOAN KATOVONOT TOL TEPIPAAALOVTOG TOL Tt VIS0V,



2.4 Kvpieg dopég 100 Ty viotov

[Mpotoapyikdg o©10X0C otV (Ao ToL oYedlGHOL glvar 1 dnpuovpyio
SYPAUUOTOS TOV TPIOV OAANAOEEQPTOUEVOY SOUDV TOL TOLYVIdLoD, OMAMdN NG
dtemapng 1 oAAwg 1/O structure, g Sopng tov moyvidolol cav 100 Kot KOVOVEG,
yvootd kot g Game structure kol g OOUNG TOV TALYVIOOD GOV VTOAOYICTIKO
npdypappa, Program structure. To I/O structure givon 1o cOGTNUO HEG® TOL OTOIOV
LETOQEPOVTOL TANPOPOPIES OO TOV TN GTOV LIOAOYICTH Kol aviioTpopa. Game
structure eivo 1) ECOTEPIKT OPYLTEKTOVIKT TOV UTIOODV GYEGEMV OV KoBopilovv ta
EUMOOI0L TOV O TOUKTNG TPEmeEL vo. EemepAcel Katd Tn OpKEW TOL TALYVISLOV.
Program structure, &ivai 1 opydvmorn TOL TPOYPOUUOTIOTIKOD KOOIKO KOl TOV
alyopiBpmv ekeivev Tov GVVOETOLY TO GUVOAO TOL TPOYPAUpaTOc. Kot ot tpelg dopég
pENEL Vo, dnpovpyndodv Tantdypova, Kabmg mpémel va avamtuyfovy and Kowoo.
ATOQAGEIS TOL aPOPOVY TNV pio dOUN TPETEL VAL EAEYXOVTOL Y10 TIG EMUTTAOGELS TOV
umopetl va €xovv otig GAAeg dopec. Ot aArnloelaptdueveg OOUEG TOL TOLXVIOLOV
TEPLYPAPOVTOL OVOAVTIKOTEPO TTOPOUKATO.

e |/O structure

Amoteleital omd dedopéva 16600V Katl €600V, Xe avtiBeon pe Tig avOpmdTIvVEG
YADGGEG, 1 GYE0M TOV TOPATAVE 000 dev givor cuppetpikn. O vToloylotig dtobETer
00 péca TOPAYWYNG AMOTEAECUATOV Y100 TOV AvBpwmo, Ta Ypapikd g 000vng Kot
tov NY0. Ta ypaewkd Oa Tpémel vo ETKOVOVODV SUVAIIKA Kol Le cuvoaicOnua pe tov
xpNoTN Kot va givarl Katd koplo Adyo koraicOnta. O oyxedlacHog TV Ypapikav o
TPENEL Vo, €fvol AEITOVPYIKOG Kot e VONUO £€TGL DOTE VO LETAPEPOVY TIG KPIGULES
TANPOQOPiec TOv TaLXVIdD vrootnpiloviag TavTtdypove KOl TNV QOVTOGio TOV
TN,

H odoun ec6d0v dedopévov Ppioketor o610 emikevipo €vog Oepelmdoovg
SUAUUOTOC TTov OAOL Ol OYESNOTEG TOYVIOI®Y TPEMEL Vo ovTipeTonicovy. Eva
eEAPETIKO TTay VIOl EMTPENEL GTOV TOUKTY VoL AAANAETOPA GE peydio Pabud pe tov
OVTITOAO TOV Kol VO EMEVOVGEL Eval LEYAAD PEPOG TNG TPOCOTIKOTNTAS TOL UECH GTO
oy viol. Avtd mpodmobétel 4Tt T0 ToyVidL TPOCEEPEL GTOV TOKTN €vov PEYOAO
aplOpd OVGLICTIKAOV EMAOYMOV HECH TOV OMOIMV UTOpel VO EKQEPACEL O TOUKTNG TNV
TPOCHOTIKOTNTA TOV. 26TOCO, 01 AMOPAGES TPEMEL VA 10 00UV PHEGA GTO Ty Vidt,
Kol 0 HeyOrog oplOudg TV EMAOYOV QOIVETOL VO OTOITOLV [0l EKTETOUEVT] KOl
nepimAokn doun| €16000V 1 omoia Oa propovce KAAAGTA va Elval EKQOPIGTIKN Y10 TOV
naiktn. H tpdxinon Aoutov, eitvar 6t éva eEanpetikd maryvidtl eaivetor vo amontel puo
0oYK®MON Ooun €16600V mov OpMS dev Bo TPEmel va UmePAEVEL N VoL KOVPALEL TOV
moyTn.

To T/O structure eival icwg amd 1 MO CNUAVTIKY OO TIS TPELS OOUES OE Eval



oy Vidl VTOAOYIOTN, KOOMG ATOTEAEL TO TPOGMTO TOL TOYVIOOL OV PAETEL O
naiktg. Eivor 1o oynua tg oAAnAenidpaong ywo to moyvidl. Efvor emiong n mo
dVoKOAN amd TG TPES OOUEG OTOV GYedoUd TG, Kabdg amartel 1650 avOpmmivn
gvacOncio 660 Kol TANPTM TEXVIKY YVAOOT) TOV VTOAOYLOTY).

e Game structure

To xevipikd mpOPANUE 0TO GYESAGUO TNG OOUNG TOL TOLYVIOOV &lvar 1
&vtaén g eavtaciog Tov 6TdYoL Kot ToL BEUATOC LEGH O VO AEITOVPYIKO GUGTILLOL.
O oyedootc Tov oy VIdY TPEMEL Vo vTomicel évo Pacikd otoreio amd TO
TEPIPAALOV KOt VO OIKOSOUNGEL TO TToyvidl YOpw amd ovtd 10 Pacikd ctotyeio. Avtd
10 Poowkd otoyelo mpémer vo  elval  Kevipikng onuaociog yw to  0éua,
AVTITPOCHOTEVTIKO Kol GVUPBOAMKO TV Bepdtov Tov e&gtalovtal 6 avTd TO MO ViolL,
gdypnoto kot Kotavontd. IoAld mayvidia ypnoipomolovy mtolhamdd tétola otoyeia,
xopic avtd va eivor amopaitnto kokd, KoOOG €va moyvidl pmopel va etvon
EMTLYNUEVO, apKel OAO TOL KUPLOL GTOLXEID TOL VO dEVOLV apUOVIKA HETAED TOVG Kot
vo unv épyovtal o€ ovykpovor. Qotdco, 1 VmapEn mMOAADY POCIKOV CTOKEI®V
avédvouv v mlavotnTa vo TopoaPlacTovV KATOEG amd TIS 0PYEG TOL TTALYVISLOL,
KATL TOL TOAAES POPEC UTOPEL VO OTOTPOCAVATOAIGEL TOV GYESLOGTH dNUOVPYADVTOG
éva oy viol apkeTd TOAVTAOKO Kol Y®pic cLVOYN TOL 1GMC APYOTEP VO UTEPIEYOLV
TOV oy Tn.

To kOp1o TpoOPANUa katd v onpovpyio Tov /O structure givar n eEdietyn
TOV EUTOdIWV AEITOVPYIKOTNTAG EVED TO KOPLOo TPOPANLA Le TV dnovpyio Tov game
structure etvor 1 Katavonon TOV AEITOLPYIOV OV Bo TPOsEEPOVTAL HEGH OO TO
noyviol. Eniong o1 oyedtaotéc Ba mpémetl va emkevipmBodv 6Tov VoL 0DGOVV apKETO
“ypOpo” Kol eovtacio 6To moyviol Toug, £T61 OGTE VO UETOPEPEL GTOV YPNOTN L
avfevtikn aicOnon g mpayuatikodtas. ‘Eva moAd kowvd AdBog mov Kdvovv ot
TEPLGGOTEPOL OYESOCTEG OTNV TPOOTADEIL TOVG VO KAVOLV TO EVOLOPEPOV TO
Ty vidl Toug, €ival vo T0 OPTAOVOLY LE AP0 TTOAAE YOPOUKTNPIOTIKA KOl AEITOVPYIES,
ONUIOVPYOVTOS £TOL €vol YOOTIKO Kol TePImAoKo moatyvidt To omoio dvokoAd Oa
KPOTNGOEL TO KOO 610 omoio amegvhvveTat.

e Program structure

To Program structure eival to tpito avtikeipevo oto omoio Oa mpémel va dobei
TPOcOoYN KATd TNV dtadikacio Tov oyedlacpov. Avt 1 doun givar to dymuo Le To
omoio petappdleton to I/O structure kot To game structure 6g £va TPOYLOTIKO TPOIOV.
"Eva. amd to To onpoavtikd ototyeio TG SoUnG TOL TPOYPAUUATOS Eival TO YVOOTO Kot
®¢ “memory mapping”. Oa mpénet onAadn va oyedacbel to mhg o draveundei
KaTaAANAa 1 dwbBéoun pvnun oe kdBe otoryeio Kol AErTovpyiot TOL TALYVIOLOV,
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TPOKEUEVOD TO TPOYPOUUG LOG Vo ekTEAEiTaL OpaAd kot xwpig va koAldel. Edv dev
dmoovUE pHeYOAN TPocoyy otn olayeipion g puvaung, eivor mwoAd mboavoe va
KataAnEovpe 6To onpeio vo damavmvTol VTEPPOAMKA HEYOAEG TOCOTNTES UVALNG YO
LIKPNG Oonpaciog Aettovpyieg kot va pével eadylot) i kaBOlov pviun yo Tig mo
onpovtikéc. Téhog, TOAD onuavtikn eivar ) TeKUNPimon TG PONS TOV TPOYPELUATOC,
oNAadn 6t 6Aa AEITOVPYOVV OTIMG AKPPDG CYESIATTIKOLV.

2.5 Kataokevn] Tov Game Design Document (GDD)

AoV teheudoovpe pe to storyboards wor pe Oheg TG AemTouépeleg TOL
TOLYVIOOV, TPEMEL VAL ONUIOVPYNGOVUE Eva EYYPAPO GYEOAGHOV 1) aAldg Game
Design Document (GDD). O 616)0¢ T0VL £yypapov ival vo Kataypiyel OAES TIC 106G
KOL TIG AELTOVPYIEC TOV oy VIOV Yo va gival cap®g optopéva kot Eexdbopa amod
v apyn avtd mov BEAoVE VoL VAOTOCOLLE, Elval kATl TOL O pHTopOVCaLE VA TO
TOPOUOLICOVE pE oevaplo tawviag. H dnuovpyia tov yypdeov eivor pio ducheida
ac@oieiog Kot €vog 0dNyog Yo TIC EMOUEVEG PAGELS KATOOKELTG TOL matyvidorov. To
OMOTEAECUO. TNG AVATTLENG TOL EYYPAPOL GYEOAGUOV gival OTL 0 QAVTOCTIKOG
KOGHOG Yivetan o évrovog kot mo Eekdbapog otovg viomomtés. H dnuovpyia piog
COPNG EKOVOS TOL KOGHOL TOV TTouyvidtov givar évo omd to mo onpovTikd {ntipoto
0TO GYESOGO TOV TTOLYVIOL0V.

Epdcov vrapyetl éva €yypapo oyedlacpov, sivar mo ePiktod vo dnpovpyndet
éva otafepd ko opyo moryviol. Kotd tnv didpkelo g KATAGKELNG TOV TOLYVIO00
dev Ba mpémetl va groayBodv avBopunta otoryeia mov givor £ amd Tov KOGUO TOV
oy vidov mov meptypdeet o GDD. Ola ta ototyeio kKo o pépn tov maryvidod Ha
TPEMEL VAL AELTOVPYOVV OPLOVIKA HETAED TOVG, £TGL DGTE 1 TPOGOYN TOV TOUKTAOV VO
unv amoomdrol amd avokoAovdieg 6Tov KOGHO Tov ToL VidL0V.

Eniong to game design document pmopel vo Owouympilotel 6e empPEPOLS
Eyypapa, KTl T0 omoio kpiveTat amapaitnTo dv T0 Touyviol elvarl TOAD TePIMAOKO Kot
oAy peydro. Ta empépovg €yypapa oto omoia umopel vo ympiotel game design
document gtvon To axdAovOa:

. Conceptual design phase: Game Overview Document (GOD)
. Initial Design Phase: Initial Design Document (IDD)
. Expanded design Phase: Expanded Design Document (EDD)

. Final Design Phase: Final Design Document (FDD)
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2.6 X1G010 vVA0TTOIN 061G TOV TTALYVIOL0D

Aoy tedetwoovpe pe to BEpa Tov T VIS0, TG YeVIKOTEPEG 10éeC OV Ba TO
aroptiCouv kot pe Vv Kotackevny tov game design document pmopovue vo
TPOYWPNOOLUE OTO EMOUEVY] QPAOT OAVATTLENG TOV TOYVISOL, TO OTASI0 TNG
vAomoinong, dnAadn 10 Koppdtt 6to omoio N Wéa pog Ba apyicel vo maipvel chpko
KOl 00TA.

o Xt1a4ow0 aflohdynong tov oyxedlacpov (Evaluation of Design Phase)

Metd v olokANpwon OA®V TOV TPONYOVUEVAOV (QPACEDV TOL TEPLYPAPOVUE
TOPOTAV®, aKoAoVOEl 1 a&OAOYNON TOV GLVOAMKOD GYESOGLOD YO TOV EVIOTIGUO
TOV TO KOWAOV GYESCTIKAOV EAATTOUATOV OV pootilovv ta maryvidwa. To mpdto
KOl O SNUAVTIKO ep@OTNUA €ivol av ovTd TO GYE00 IKAVOTOLEL TOVG GTOXOLS TOV
oyxedlacpov. Edqv eipaocte wavomompévol kot o oxedlacpog €xel mEPAGEL AVLTO TO
KPIGYO TECT, UMOPOVUE VA TPOYWPNOOLUE OTNV €nOueVN (Ao vAomoinong. H
a&loAOYNo™ TOL OYESOGHOV gfvar TOAD GNUOVTIKY, YTl To enduevo Prpa gival o
TPOYPOUUATIOHOG TOL  Toyvidlov. 'Etol, mpwv  amd 1t Oéopevon vy tov
TPOYPOUUATIGHO, Ba Tpémel TpmTa Vo agloloyn0el To oy€d10 Kol KOTG TOCO AVTA TO
omoia &yovpe oKePTEL Eivol VAOTOMGIULAL.

e X1Gd10 mpoypappaTicTIKAG TposTotpaciog (Pre-Programming Phase)

Av 10 Tayvidr £xel eTacel pExPL €0M elpacte TAEOV £TOLOL v EEKIVIIGOVUE TNV
TeEKUNPiwon Tov ToLVIOloD cav cOVOAO. Apywkd Oo TPEmEL VA ATOTLTMOGOVLE
YPOUMTAOS TO GUVOAO TMOV OMOTEAECUAT®V TNG LEAETNG OO TNV TTPoNYOVUEVT PAoM Kol
va opicovpe TAEOV amd teVIKNg mhevpds To I/O structure kot v adyopBpukn doun
oV mayviowy. O otdyog avtng ¢ tekunpioong sivar va gvtomcoBodv Eykaipa
mbavd wpoPAnpata kol Svokorieg otnplopevol o piog LOPENS WELSOKMOTKO Kot
Oyt oe TeYVIKEG ekTynoels. TEhog yivetar oOykplon avTtdV TOV €YYPAO®V UE TO
OPYIKO TOL TEPTYPAPOLYV TNV TPOYPOUUOTICTIKT] OOUN TOL TOLYVIOlo0, £TCL MOTE VA
TPOGOPUOGTOVV T SEVTEPQ GE TTEPITT®OT oL KP1Bel amapaitnro.

e  XtG4dw0 mpoypoppatiopoV (Programming Phase)

Y& auTn TNV AT ATOTLTMOVOVTAL Ol IOEEC TOL TOLYVIOIOD GE TPAYLOATIKO KAOOUKO.
Eivor moAd onuavtikd 6Aot ot akydpiBuotl mov Ba vAomonBodv vor dovAgvovY TOGO
oMOTA 00O KOl OITOSOTIK(, TPOKEYEVOL TO TPOYPOUUE LG Vo £xEl OGO TO SVVATOV
YOUNAOTEPEG amOITN|OELS GLGTHIATOS. O1 alyop1Oot Kot o1 TEYVIKEG LAOTOIN GG EVOG
video game meptypdoovtal TopaKkdT® ovaAVTIKOTEPO.
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e 210610 EAéyyov (Testing Phase)

Ye vk mePInTmon, T0 oThd0 eAéyyov elvar o Sadkacion Tov mTapAyEL
TANPOPOPIEC TOL YPNGULOTOOVVTIOL Yl TNV PEATI®ON TOL ToyVidov. XNV Tpaén
OUMC, amoKaAVTTEL TTPpoPANUaTe TOG0 oTov BegpeMmdon oyedlacud 0G0 Kol oTnV
TPOYPOUUUATIOTIKY] VAOTOINGY TOL ToVIOOV, TO. ONOI0 OOLTOVV  CNUOVTIKEG
npoondBeleg ywu T S0pbwon tovs. ‘Etor m @don tov eAéyyov eivar cuvyva
GUVLQOCUEVT] UE TOV TPOYPOUUOTIOHO KOl €lval YVOOTH Kol MG EVIOMIGUOS KOl
dopbwon ceaiudrov (debugging).

Mepikég popég To 0TASI0 EAEYXOV AMOKAAVTTEL OTL TO TToY VIOl XL TOAD GoPapd
ehattopato v va cmbel. H dmapén evog tétoov “Oavatnedpov” eAdTTdUATOS
pmopel va onpaiver avabempnon kot oyediccn OAov Tov TorVdD amd TV apyn.
‘Eva “Oavatneopo” ehdttopo mpokimtel ond o Oepeddn cdykpovon petad dvo
OMNUOVTIKOV oToyeimv Tov mayvidolon, 1 acvpuPatdtmto tov omoiwv dev &lye
npoPAreeBel kot n Tpomomoinon HeTd TO 0TASI0 LAOTOINGCNG TOL TOLYVIOOL VO, UNV
etvat QKT AOY® TOL OTL TO TPOYPUUUA HOG EIVOL GYESOUCUEVO AVETTOPKDG,.

Mw oamd T1g televtaieg epyacie mOL TPEMEL VO, EKTEAEGTEL TPWV amd TNV
amelevfépwon G TEMKNG £€KO0OMC TOL ToYVIOOL Elval 1 TPOETOWLOGIO. TOV
gyxepidoton tov moyvidolov (manual). H onpovpyio tov eyyepdiov yiveton
TopAAANAL Le TO O0TAd0 €Aéyyov KoBMG oe avtd 10 otdolo egetdlovror OAa To
EMUEPOVS KOUUATLO TOV T VIOo0, KATL Tov pog Bonddel oto vo punv mapoieiyovpe
KAmolo. onuavTiky mAnpogopic amd 1o £yxepido. Meydho HEPOS TOV CTATIKOV
TANPOPOPLOV OV GYETILOVTOL [LE TO TTOUY VIOl TPEMEL VO TOPOVSIALOVTOL GE QT TO
eyxepioro. To eyyepido eivon emiong to KatdAAnAo pépog vy va gcaybodv
(QOVTOOTIKA GTOLXELN, OTMG EIKOVESG Kol 1oTopieg. TENOG, £va KOAOYPAUUEVO EYYXEPIO0
EexaBapilel MOAAEG amd TIG MOPAVONGELS TOL GLYVE TPOKLITOLV KATH TN SLUPKELN
7oV 0 ¥PNoTNG mailet To Taryvidt.
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2.7 Avagopd oto. Game Engines

‘Eva. game engine eivar éva oOotnUo. AOYIOUIKOD GYESIOCUEVO Y10, TN
onuovpyion kot MV avantuén  Prvteomoyvidoudy. YTAPYouv TOAAEG  UNYOVEG
TOLVIOUDY 01 OTOIEC E1val GYESUGUEVES VO OOVAEVOVV GE KOVGOAEC PLVTEOTOUYVIOIDV
KOl AEITOVPYIKA GLOTHHOTO EMTPATELIOV VTTOAOYICT®V Onw¢ Ta Microsoft Windows,
10 Linux, kot to Mac OS X. H kevtpikr] Aettovpykdtnto Tov mopEYETOL TUTIKE omd
po pnyxovi oy violov tepthapPdvet por pnyovn eotoomddoong ("renderer") yio 2D
N 3D ypagikd, évo physics engine 11 oAMmg pnyovn €VIOMIGUOD GLYKPOVGEMV
(collision detection, kaOdg kou collision response), 1Myo, Scripting, animation,
TEYVNTN VONHooHvY, dIkTOmon, streaming, dtoyeipion uviung kot vijpata (threading).
‘Etotl 1 dadwocion g avantugng evog moyvidov e€otkovopeital av oKeEPTOVUE OTL
pio TéTolo Pnyovn ETOVoPNGULOTOLELTAL Yo Vo, ONpovpynBodv kot GAda oty vidto.

Ot unyovég moyvidtdv TopEYouV Kol TAKETO ONTIKAOV ePYUAEiV avamTTvENG
eKTOC amd €vo  EMAVOYPNOUYLOTOUWCIUO AOYIGUIKO. AVTA To €PYOAEin YEVIKA
TapEXOVTaL 6€ £va OLOKANPOUEVO TEPPAALOV avATTLENG MGTE VO KOBIGTOOV EPIKTY
TV amAn Kol ypryopn ovamtuln moryvidudv. AVTéG ol UNYovES TovVidldV Guyva
kaAovvton "game middleware" emedn, OmWG pE TNV EUTOPIKY] £VVOlXL TOL OPOUL,
TOPEYOLV UL EVEMKTY] KO ETOVOYPNCLUOTOU U TAATEOPLO AOYIGHIKOD 1 OToin
TOPEYEL OAN TNV KEVIPIKY] AETOVPYIKOTNTO TOV OMOLTEITOL YLOL TNV OVOATTUEN HLOG
EQOPUOYNG TOLYVIOOD EVA TOVTOYPOVO, LELOVEL TOL KOOTY|, TIG TOAVTAOKOTNTES KOl TO
XPOVO UEYPL TO TEMKO TPOidV va Pyel oty ayopd (time-to-market), mapdyovteg mov
Bempovvtat ToAD onuavtikoi oty Prounyavio tov video games.

Onwg o1 meprocotepeg Aoelg middleware, or pnyovéc moyvidudv eivon
ocuvnBwg aveEdptnreg amd TS S1APOPES TAATPOPUES, EMTPEMOVTAG £TGL GTO TALYVIOL
Vo TPEYEL GE O1APOPES UNYAVES, CUUTEPIAOUPBOVOUEVAOV TOV KOVGOA®V TOLYVIOUDY KOl
TOV TPOCOTIKAOV VITOAOYIGTOV, LE €Adyloteg €mG KaBOAOL aAlayég oTov mnyaio
KOOk Tov moayvidov. Xvyva pioa middleware engine oyedidleton Paocilopevn oe
QPYITEKTOVIKEG Ol 0Toleg eival cvuPatéc pe ovykekpipéva cvotiuata hardware mov
umopetl oto péALOV va avtikataotabobv 1 va exextabodv pe mo egedikevuéva (Kot
ovyvd mo axpiPd) otoryeioo middleware dmwg to Havok yia guokr), to FMOD yw
nyo, 1 1o Scaleform ywo Ul xou Bivieo. Mepikég unyavég mouyvioudv Omwg m
RenderWare givar oyediacpéves og o oelpd “yorlapdv cvvoedepévov ototyeimv”
middleware ta onoio pTOpPoOvV va GLVIVAGTOVY KoTd fOVANGT Y TN ONovpyio LG
70 EEEIOIKEVUEVIC UNYOVIG, OE aVTIOEST] LLE TNV TLO KOV TPOGEYYIOT TG EMEKTUGNG
N ™G TPOGUPUOYNG oG EVEMKTNG game engine. Mg omolodnqmote TPOTO Kot oV
EMITLYYAVETOL 1) EMEKTOGILATNTO, TOPUUEVEL L0 DYNAT] TPOTEPOUATNTO OTIG UNYOVES
TALVIOUDV AOY® TNG EVPELNG TOKIATNG XPNOEDV GTIC OTOIEG OVTES YPTCLOTOIOVVTOL.
[Tapd TOL OVOUATOC TOVG, Ol HNYOVES TALYVIOUDV GLYVA YPNCULOTOOVVTOL KOl GE
GAlov eidovg real time SlOPUCTIKEG EQPUPUOYEC WE YPOPIKEC OMOUTACELS OmMMG
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TOPOVCIACEL  WAPKETIVYK,  OPYTEKTOVIKEG — OVOTOPOCTACELS,  EKTOLOEVTIKEG
eEOLOLMOELS Kot TEPIPAALOVTO LOVTEAOTOINOTC.

Mepikég punyavig matyvidiov Exovv pnovo dvvatotnteg real time 3D rendering,
avtl yio pio gvpeion yképo AEITOVPYIOV 7OV OTOUTOOVTOL Y10, TNV OAOKANPOUEVN
KOTOGKELT TOLVIOIDV. AVTEG O UNYOVES APTIVOLY TOV ONUIOLPYO TOL ToYVIOD EiTE
Vo DAOTOMGEL LOVOG TOV TIG AETOVPYieg avTéG, €ite va TG ovvhécel amd GAAeg
middleware engines. Avtov tov TOHTOL Ol PUNYAVEC Eival YEVIKOTEPH YVMOTEG MG
«graphic enginesy», «rendering engine» 1} «3D engine» avti Tov yevikdTEPOL OVOUATOG
«game engine». Qot660, VT 1| 0poroYia TOAAEC POPEC ypNoonoteital Aaviacuéva
Kabmdg moAAG engines 3D mayvididv, mov vrootnpilovv pio TANOGPO Aettovpylodv,
avoagépovtor anid og «3D engines». Mepwkd mapadeiypata tétowwv graphic engine
etvan Ta e€ng: RealmForge, Truevision3D, OGRE, Crystal Space, Genesis3D, Irrlicht
kot JMonkey Engine. Ot povtépveg game engines 1 graphic yevikd mopéyovv éva
scene graph, to omoio gival KATL GOV AVTIKEWEVOSTPAPNS avamapdotacn tov 3D
KOGLOL TOV TToyvidlov, 1 omoio GVYVE amAomolel TOV GYXESOGHO TOL T VIOV Kot
umopel va ypnoiponombet yio o omodotikd rendering TEPAGTIOV EIKOVIKMOV KOGUMOV.

[T ovyvd, ot 3D punyavég N Ta cvotiuota rendering 6T UNYOVES TOLYVIOLOV
katackevalovral Tave o éva API ypapikmv, 6nwg ta Direct3D 11 OpenGL, 1o onoio
dtver pila aveEaptnoio tov Aoyiopkod amd tic GPU 1 yvootéc ko og kapTeg
ypoewmv. Bipiodnkeg yoapniod emmédov 6mwg ov DirectX, SDL kot OpenAL
YPNOUOTO0VVTAL GLYVA oE Tatyvidw Kabdg mapsyovv avesoptnoio omd VAKO og
VAKO €VOG VTTOAOYIOTI], OTMG VoL Ol GLGKEVEG €1GOJ0V, Ol KAPTEG SIKTVOV Kol Ol
Kapteg Nyov. Extog amd ta 3D accelerated graphics moAléc popég ypnoipomolodvon
ko software renderers. To software rendering ypnoiponoteitol og kémoto, EpyaAEiol
povtehomoinong 1Ny rendering @oTOypaQIOV Kol €KOVOV, OTtav  divetat
TPOTEPALOTNTOL TNV OTTIKY oKpifeia og oxéon pe v real time exidoon (FPS) 1 6tav
TO VAKO TOV DTOAOYIOTN OgV €XEL TANPT TIC EAAYLIOTEG OMOUTNGES GUGTILATOG 1) OEV
vrootnpilel texvoloyieg 6mwe shader 2.0 ) Direct3D 10.

Me v avartvoén tov 3D accelerated graphics kot tov physics proccessing,
ddpopa physics API 6mwg to PAL xon ot enektdoeic tov (COLLADA), wo punyovni
eVOAAOKTIKNG anelkoviong 3D otoyeiwv, Eywvav dtabécipa Tpog yp1omn TapEXoVToS
EVOV aQALPETIKO TPOTO avAamTLENG AoYioHKoD dcov agopd to physics processing,
ave&apttog Tov middleware engine Kot g TAATEOPUAG TTOV XPTGLLOTOLEITAL.

[Ipwv amd TiIc unyovég moyvidlmv, To Totyvidl TLTIKA VAOTOOLVIOV G
HOVOOIKEG ovTOTNTEG, Yoo Tapaderypa €va moryviolr yio 1o Atari 2600, énpemne va
oyedlootel and to PUNdév yuo va kavel Bédtiotn ypnom tov hardware, kdtt to omoio
ONUEPO EMTLYYAVETAL OO TNV KEVIPIKN povTiva gpedviong mov Afyetal retro core.
Metayevéotepeg TAATQOPUES ElX0V TEPIOCOTEPEG SOLVATOTNTESG, OAAGL OKOMO KO OTOV
To. YPOQWKG Ogv giyov vVYNAEG amoutnoEl, Ol mEPOPIOUOl g pviun cuvhimg
00MNYyovcOV G€ OmOTLYIO TIC TPOOTADEIES Yo TN dNUovPYiol EVOG TTALYVIOOL TTOL
aroutovoe TV enelepyacio TEPICCOTEPOV OEOOUEVMOV. AKOUO KO OTIC O PUMKES
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TAOTQOPUES amd dmoymn oyediaomng, Alyo MTov To Toyvidole TOL HITOPOVCHV V.
vrootnpifovv, TEPavV ekelvov TOL TALYVISOL Yo, TO omoio giyov apykd etioytel. H
avantoén Tov VAo yio arcade maryvidia, o akpoymviaiog AiBog tng ayopdc exeiva
To POV, CNUOVE OTL TO UEYOAVTEPO WEPOC TOL KMOKO Oo €mpeme vo meToyTel
apyoTeEP, 0POV TO, EMOUEVA ToLyVidlo Bo XPNOUYOTO0VcHV TEAEIMG JLOPOPETIKEG
TEYVIKEG OYEOIAONG, O1 OTTO1EC EKUETOAAEVOVTOVGAY EMTALOV TOPOLG. ToloVTOTPOTMC
0l TEPIOCOTEPES GYEIACELG TToy VSOV TN dekaeTia Tov 1980, anaptiloviovcav amd
éva hard coded chvolro, pe pa pikpr ToodTTA SESOUEVOV KOl ATAOTKOV YPOUPIKDV.

H npd yevid tov graphic engines 1 renderers, kabmg Kot ot Tpdyovol avTt@dv,
Kuplapyovtav omd Tpion Aoyiopkd mpoypdupata: to BRender amd v Argonaut
Software, to Renderware and v Criterion Software Limited kot to Reality Lab g
RenderMorphics. To Reality Lab ftav 1o todtepn omd to Tpice Kot yopakTnpioTnKe
o¢ plo and T mo embeTicég Kvnoelg g Microsoft exetvn v emoyn. H opdda g
RenderMorphics, Servan Keondjian, Kate Seekings kot Doug Rabson axoio08wg
TpocYdpPNCoaV 6To £yxeipnua ¢ Microsoft to omoio petétpeye 1o Reality Lab oto
Direct3D. To Renderware apydtepa ayopdotnke omd v EA, oAAad tehid 1 etoupeion
yiyavtag towv Video games otapdnoe vo 1o vtootnpilel Kot va T0 avorTOeoEL.

O 6poc «game engine» fpbe otnv emipdveln. oTo HECH TNG OEKOETIOG TOV
1990, pe agpopun To 3D mayvidia TG EMOYNG KO KUPIMG OVAPEPOUAGTE GTA, TOLYVIdLoL
okomevong mpdTov mpoommov (first person shooting). H dnuotikotnto oV
mayvidowwy Doom kot Quake Mrav 1060 peydAn exeivn v emoyn, mov avii va
Kkataokevalovral moyviow and undevikn Paor, ot oxedlactég aydpalav Tig doeteg
YPAONG TOV TOPATAVE® TITA®V Yot TO OOMK(E GTOLEl TOL TOLYVIOOL TOLG Kot
oxedlacav apydtepa To OO TOLG YPOPIKA, YOPOKTNPES, OmMAd Kot emimeda O
S ®PIGUOG TETOLMVY EWIKAOV AEITOVPYLOV Kol 0£doUEVOV and Bacikég EVvoleg, OTmG
0 éLeyyog oOyKpovong katl 1 omddoon 3D ovToTHTOV GTO YMPO, CNUOLVE OTL Ol OLASES
vAomoinong Pwreomoryvidoldvy  umopovoav  TALOV VO UEYOAMGOLY KOl Vol
eEedikevtovy. Metayevéotepa mouyviowa, 6mwg to Quake IIT Arena xor to Unreal
Tournament tov 1998 g Epic Games oyedialovtav pe T TNV TPOGEYYION GTO
pnoodd, pe to engine kot to content avomtvyuévo Eeyopiotd. H mpoktikn g
a0€1000TNoNG TETOG TEXVOAOYIOG €xel amoderyfel OTL eivor o mOAD KOAY Kot
YPNOUN TPOKTIKY ovebpeong BonONTIKNAG TNYNS €500V Y10 TIG £ToupEieg onpovpyiog
Bwteomayvidldy, kobmg por Tétot dost yioo T xpion Hog vyning moldtntog
eUTOPIKNG game engine pmopei va kopavOei and $10,000 péypt pepkd ekatoppvplol
doAdpla. Emiong, ta emavoypnoponomoipo game engines kévovv v avamtuén
TOLVIOUDV GEPAS YPNYOPOTEPT KOl EVKOAOTEPT], TO OTOI0 Elval Eval TOAD OMUAVTIKO
TAEOVEKTNLO GTNV OVTAYWOVIGTIKY] Bropunyavio BvTeomatyvioimv.

‘Eva o0yypovo game engine gival icog pio amd Tig o TOAVTAOKES EQOPUOYES
OV UTOPElL VO VAOTOMGEL KOVEIG KOl ovTO YTl cvyvd dtabéTovy TeEAelomoUéva
OLOTAHOTA  OAANAETIOPOONG, TPOKEWWEVOD VO €YYVAOVTOL GTOV YPNOTNH OoKpiPn
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epopd ko povadikég eumelpiec. H ovveyng €€éMEn tov game engines &yet
duovpynoet éva 1oyVPO dlaympiopd avaueca oto rendering, to scripting, To graphic
design xou to level design. Eivon mAéov oovnbec @oaivopevo, yio mopadstypo o
OLLAdO OVATTTUENG ALY VIOV VO EXEL TTOAAEC POPEC TTEPIGGATEPOVG GYEONOTEG KAADY
TeEYvOV on' 0Tt Tpoypoaupotiotés. Ta moyvidin okdmELONG TPDOTOV TPOGMTOL
TOPAUEVOVY Ol KLPLopYol YPNOTES TV game engines amd Tpitovg, av Kot TAEOV
YPNOUOTOLOVVTOL Kot 6€ GAAoL €(0M Toryvididv. Onwg yio mapdderypo to RPG The
Elder Scrolls III: Morrowind ko1 to MMORPG Dark Age of Camelot, to omoia
BaoiCovtar ot Gamebryo engine kow to MMORPG Lineage 11 Bacileton otnv Unreal
Engine. Axoun ot unyovég moryvididv ypnoluonomdnkoy Kot yio moryvidlo wov
OPYIKE NTOV OVETTUYUEVO Y10, OIKIOKES KOVGOAES OMMG Y10 TOPASELYHO 1) UNYOvN
RenderWare mov ypnoponomdnke otig oepég maryvidiwv Grand Theft Auto xot
Burnout.

O mpoypopUaTIGHOG He vipaTo YIVETOL OAO KO 7O CMUOVTIKOS AOY® TMV
HOVTEPVAOV TOAVTOPNVEV cvothpdtov (. o Cell g Sony kot tov avEnpévev
amaitnoemv o€ peoiopd. Xovnboc Eeywplotd vipato avaiapupdvovv to rendering,
10 streaming, tov Myo kot ta physics. Ta ayoviotikd mayvidw Bpickovial otny
TPOTN YPOUUT TOV TPOYPOUUATIONOD pe viuata, pue th Physics engine va tpéyet éva
Eexmplotd VoL GTOV TUPNVO GE GYEoT LE AALEG dlepyaocieg dmmg Yo TopddetyLo. o
rendering kot oyeTikéG dlepyacieg mov amattovy poévo evnuépmwon ota 30-60 Hz kot
emopévemg pmopduv va popdlovtal tov mupnva Ady® youniov oamoitnosov. o
nopaderypa, to Need For Speed oto Playstation tpéyet ta Physics tov ota 100 Hz o€
oyéon pe to Forza Motorsport 2 mov tpéyet tn @vowkn tov ota 360 Hz. Av ko 0 6pog
apykd ypnooromdnke ot dekaetia Tov 1990, vdpyovv Kot KAmTOl0 TPOYEVESTEPQL
ocvotnuata otn dekaetio tov 1980 ta omoia emiong Bewpovvtor UNyaveég ToyvVidmV,
onwg ta cvotnuata AGI kot SCI ¢ Sierra, to cvotua SCUMM g LucasArts kot
n unyovn Freescape g Incentive Software. Qotdco, avtifeta pe Tig pOVTEpveg
UNYOVEG Toy VIOV, OVTE TO GLGTHUOTO OEV Y¥PNCLOTOWONKAY TOTE G MPOTOVTO
TpitoV.

Kobnhg 1 teyvoroyio tov pnyoavodv moryvidimv optdlel Kot yivetot o euuky
TPOG TO YPNOTI, 1| EQAPLOYY] TOV UNYOVOV TotyvVidmV £yl dtevpuviel oe péyebog ko
TAEOV ypnoylomoteitol Kol 6€ mo coPapd project, émwg eivor M omTiKomoinom
OVTIKEWUEVOV, 1N EKTTOIOELOT, N WOIPIKN Kol 1) OTPOTIOTIKAG &opoimon. o va
SLELKOADVOLY QTN TNV TPOCPAGIHOTNTA, VEEG TAATPOPUES VAIKOL vrootnpiloviot
ONUEPQ OO TIG GUYYPOVES UNYXAVEG TTALYVIOUDV, CUUTEPIAAUPOVOUEVOD TOV KIVITAOV
mAepodvov kot Tov internet browsers. Emiong, mepliocdtepec unyoveég moyvidumy
KataokeLalovial Tave o€ Y YynAol emmédon YAOCGES TPOYPOUUOTICHOD OTTm¢ 1 Java
kow n C#/.NET, 6mwg m TorqueX, n Blade3D kot Visual3D.NET. Kabmhg ta
TEPLOCOTEPO. OO TO TTOLY VIO LVYNMADY YPaPIK®OV Tepropiloviarl o¢ i To mMAgioTOV
aro v GPU, ot evdeydpeveg kabvotepnoelg and Tic YAOGGES TPOYPULLUATIGHOD
VYNAOD  emumédov  yivovtor OUEANTEEG, EVA TO OQEAN  TOPAY®YIKOTNTOS 7OV
TPOCPEPOVTOL OO OVTEG TIG YADOOEG GTOLG ONUIOVPYOVS UNYOVOV TOLYVISUDY givor
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TOAD TEPLGGOTEPA. AVTEC Ol TPOGPATEC TACELS TPomBoHvTal Kuplwg amd eTopeieg
omwg eivan 1 Microsoft, mpokepévov va pmopovv vo vroompiEovv v avantuén
Ty VoY aveCdptnto amd TV TAATEOpUO Yo TNV omoio. mpoopilovial, OTMC
ovpPaivel pe to Xbox360 kot to Zune, ta omoia ypnoiporotovy o .NET Framework
ko 7o XNA yia to rendering tov ypaeik®v Kot Tov qyov. ‘Etot yivetal gukoAdtepn
Kot eONvoTEPN amd moté N dnpovpyio Twv game engines yio TAATQOPUES Ol OTOIES
vrootpiCouv kot popalovrar to dw API’S axodpo kot 6tov ovtd Tpéyovv oe
dwapopetiko hardware.

Kdamoeg etoupeieg e€edikedovior oty avantuEn TOKETOV  AOYIGHIKOD
middleware mov avagépape monyovpévac. Ot dnuovpyoi tov middleware’s
OOTEPAOVTIOL VO, ~EavaovaKaAOWYouV Tov Tpoyd” pHe TNV OVATTLEN TOKETOV
Aoylopikov ot omoieg mepthapuPdvovv  gupelag YKALOS €pYOAEin KOl TOAAGDV
SPOPETIKMV GTOLKEIV TOV €vag OMoVPYOS Toyvidol umopel va ypelactel yio vo
kataokevdoet éva moryviol. Ta mepiocodtepa mpoypappota middleware mopéyovv
doUEG TTOV KAVOLV €VKOADTEPN TNV OVATTLEN, OGS AETOVPYIES YPOUPIK®V, MNYOVL,
Physics kot teyvntig vonuoovvne. H Gamebryo kot 1 RenderWare pepikd and ta mo
dwadedouévo middleware Aoyiopikd. Yrdpkovv pepikd middleware wov pmopovv va
KAVOLV HOVO €va TOAD GLYKEKPIUEVO TPAYUO, OAAG TO KAVOLV TOGO KOAG Kot TOGO
OmOd0TIKA GE GYEOT UE TIG UNYAVES YEVIKOD GKOmOoV, Y1 avtd Kot mpotipovvrat. [a
nopadetypa, n SpeedTree ypnowonomnke yuo va Kavel pealotikd rendering oto
dévtpa kol otn PAdotnon oto maryvidlr poiAwv The Elder Scrolls 1V: Oblivion. Ta
TEGGEPU TO EVPEMG Ypnoomomuéve takéta middleware, mapéyovv vrocvoTiHOTA
Aertovpykdtrog 6mwg to Bink g RAD Game Tools, to Firelight FMOD, to
Havok, kot to Scaleform GFx. H RAD Game Tools avantdccetl to Bink ywo Bocikd
video renderer, poli pe to Miles audio kot to Granny 3D rendering. To Firelight
FMOD eivar pa yopmAod koéctoug PipAtodnkn fyov kot mapopoiwv epyoreimv. To
Havok mapéyet éva edpmoto ovotnua eéopoimong, pali pe pio covita yio animation
Kot teyvnT vonuoovvn. To Scaleform mopéyer GFx yio vymAng anddoong Flash Ul
pali pe epyodeio avoamapoywyng vyning mowdtntag Pivieo kor évav mpdcheTo
Ene&epyaocty Mebodov Eicodov (IME) yua v vroompién chat péca oto mayviot.
Mepwd middleware mepiéyovv mAnpn myaio KddKa, GAAo amdd Tapéyxovv éva APl
vy ™ BprAodnkn tov petayiwrttiot). Eniong oe kdmowo mpoypduparta middleware
VIdpyel M SVVATOTNTO AOEOOTNONG HE TOV TANPN TNYOI0 KOOKA TANPOVOVTOG
BéParta TavTa KATL TOPATAVO.

‘Eva moAd yvootd vmochvoro ToV Unyovov Toyvioudv givol ot pnyoveég
oy viduv Tov 3D mayvidiwv okdnevong tpotov tpocwmov (FPS). H avdntuén tov
omoiwv o€ 0povg omTiKNG moldtnNTog eivonr pnéucérevdn ko yiveton oe avOpomTIvn
KMpoka. Eved ot e€opoiwtég mtong Kot 00nynong Kot To Toyviolo GTPOTNYIKNG
npaypatikov xpoévov (RTS) mapéyovv vyniod kot cuveyds av&avopevo peaiiouod, to
oy vidle GKOTEVONG TPMTOL TPOCOMOL Ppickovial TAPOAO OVTH GTNV TPATN
YPOUU TOV amoltHoe®V o€ Ypoewkd. H avdmtuén tov unyavov ypaeikdv FPS ot
omoieg gppavifovrotl oto Toyvidlo propel va yopakmplotel amd pia otabepn avénon
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TOV TEYVOAOYIOV Kol TV kawvotopidv. [Ipoondbeieg 6to vo 0ptotovvV OloKPITES
YeVIEC, odnyobv oe awbaipeteg emAOYEG TOV TL amotelel por Papld Tpomomoinpévn
ékdoon po 'ToALdG unyovig' Kot tov Tt gival pa kavovpyo pumyovr. H xoatdraén
elvar TOAOTAOKT KOOADG oL UNyYoveS Torvidldv cuvovalovy TOAEG Kol VEEG
TEYVOLOYieC. XaPOUKTNPIGTIKA TOL Bewpoivion Tpoympnuéva og £va vEo oy vidl Tov
éva xpdvo, yivovtal avapevopevo kol avaykoio tov endpevo ypovo. H vopua givar
mAéov Toyvidlo pe plo piEn xopaxTnplioTik®v véag Kot moAodtepng yevidc. [a
napadetypo to Jurassic Park: Trespasser (1998) eionyaye tnv ®voikn oto matyvidw
FPS, oAAd ovtd dev €ywve yvootd péypt 1o 2002. To Red Faction (2001)
YOPAKTNPLOTOV amd TANP®G KOTASTPEYIILO TEPPAALOV, TOlYOVE Kot £00.(pOC, KATL
OV OKOUO KOl CNUEPWVEG UNYavES TOoH YpoOvia petd oev dtabétovv. Emiong to
Battlezone (1998) ka1 to Battlezone II: Combat Commander (1999) ftav ta tpdta
oy vidle wov pochecav payn Paciopévn Ge OYUOTO GTO TOLYVIO OKOTEVCEMG
TPMTOV TPOGAOTOL, KATL TO OTTOI0 OV NTAV ONUOPIAEC HEXPL TPOCPATAL.

2.8 Avag@opad otovg Level Editors

Otav dpyoav vo mpotoeppaviCovrat to frvteomaryvidla, cuvnbwg Eva dTopo
Nrav vrevhuvo Yo TNV KOTOGKELT] OAOL TOL TALYVIOOV, ONANOT Vo dNUOVPYNGEL
1060 TOV KMOIKA OGO Kol To ypapikd mov Ba vrootpile Kot avtd Yol dev eiye
TPOKLYEL OKOUT 1) avAyKN Yo (ol W0KOTNTA 1) omoia Bo 0GYOMATOY ATOKAEIGTIKA
Kol povo pe to level design tov moyvidlov. ‘Etol Aowtdv ota mpdta moyviot kabng
T0 GeVAPL0 €EEAMOCOTOV ATAQ TO TTOYVidl YvOTaV OAO KoL T SVGKOAO, ELQavIovTay
TOPASEYLLATOG YAPLY TTO TOAAG EUTOSIOL 1 ALEAVOTOV 1 TOYVTNTO TOV OVTIIKEIUEVDV.
Ta mpdta moryvidlw mov ypeldoTKay TOAD HEYHAO YXPOVIKO OAGTNUO Yol VO
oyxedlaotovv Nrov To Agyopeva text-based. Exel Adym tig apboviog tov emAoydv,
dvoTaV M SLVOTOTNTA GTOLG YPNOTEG VO GYESLAGOLV Ol 10101 KATO0, EMIMEdD, OTWG
KAvoOpYlovg dpOLOVG, KOvoUPYylo OMUATIO. aKOUN Kol KOvovpylo €EOTAICUO €T
®oTE Vo eVeOUAT®BohV 6TO NON VIAPY®V GEVAPLO TOL EKAGTOL Tty viowov. Etot pe
™MV TEpodo TOv YPOVOL, OVOTTOYTNKE £€vog UEYOAOG KAAOOG mOoL  aoyoAeiTon
OMTOKAEIGTIKA [LE OLTO TO KOUUATL TO®V TOyVIOLdV Kot ovoudleton level design.

O level editor eivar éva epyoreio software, to omoio ypnowomoleitor ywo vo
onpovpyel ybpteg N aAlmg eminedo péco o €vo moryvidn o va yivoope mo
Katavontol o€ dropa To omoio. dev €youvv acyoinfei pe v Propunyovio tov
oy vidwwv Ba eEnynoovpe Ayo mpdypata YOp® amd thv Grhoco@ic Tov aKkolovhovv
oxedov Oha ta maryviown. Otav teMkd amopocicovpe molo Ba eival to ceviplo Ha
TPETEL VO, ONULOVPYHCOVLLE Kol TOV KOGHO 6TOV 0010 O ekTUAMOCETE TO T VidL LG,

19



Ed® épyeton ko avaraper poro o level editor. Me avtd t0 gpyaheio pmopovue vo
KOTOGKEVAGOVIE XAPTEG TOV TTALYVISLOV, TOLG 0Toiovg ovopdlovpe “mioteg” 1 AAMOC
eninedo. Emiong pmopodpe vo dnpiovpyncovpe oAOKANpa GEVAPLL. LEGO GTOL OO0, O
noiye Oa TPEMEL VO TPOYUATOTOWOEL KATOLES evEPYELES Kot puotkd otav vrdpyet
oevaplo kmolog Ba mpémet va eivarl kot o oknvoBETng, dNAadN va opicel Toleg Yovieg
Muwyelg BéAet, m6so Kovtd N pakpld Ba paivovtol Ta aviikeipeva, Tog Oo Tpénel va
yivovtol ot eVOALYEG TNG KAUEPOS £TCL DGTE VO GOIVETOL oGONTIKA €vo TTO ®paio
arotéleoua. Edd épyetan o game level editor, o omoiog divel duvaTdtnTEG YEPIGUOD
™G KApepag Kavovtog tov moaiytn va vioder 6Tt glval pépog evog cevapiov mov
extuAiooetal, kaBmg mailer 10 moyviol. Ymhpyovv mapdAAnio Kot TOAAEG GAAEG
AglTtovpyieg mov UmOPoVUE VO Evoouatd®covpe otov editor pog mov Umopoldv va
KGvouv Tmolo  eEeldkevuéveg  epyacieg OM®G Vo OMUIOVPYOVUE  KOIVOVPYLOVG
AVTUTAAOVEC KO OVTIKEIUEVO KOL VO TOLG OIVOLUE HOVASIKA YOPOKTNPIOTIKG GTO
kaBéva, dnwg to oynua mov Ba £ovv, TV SvokoMMa Tov ypelaleTal o maiyng vo
OKOTMOEL VAV OVTITOAO KTA.. AkOun umopovpe va oAddlovpe 1o background tov
oy Vid100 TPocHETovTag Katvovpyles eikoves. o va KAVOLLLE TO oy viol Hog akOun
TOW0 EVIVTIOGCLOKO, £xovpe TV duvatdtta va Bdiovpe ko Parallax, to omoio pog
dtver v aioBnon tov PdBovg oARd Ko TS TodTNTOS. AKOUN KOl 1) LOVGIKY TOV
oy VoL elvar e0KOAO va aALAEEL Kot KABe @opd va pumopel 0 dnpovpyds va dmacet
v évtacn kot tov tovo mov ypswaletal. Eqv mape o moo oOvOeteg pnyoavég
Toyvidly, pmopoOue va  kataokevdoovpe level editors wov  dnpiovpyodv
KOvoUPYlovg KOGHOVGS, HE W010UTEP EVIVTTOOIOKEG Asttovpyies. [a mapaderypa, o
mayvidw wov givor 3d ko dtadpapatiCovtal oe KATO0 EKOVIKO KOGHO, £XOVUE TNV
duvaTdTTo Vo TPOGHEGOLE KOVOUPYLOL OVTIKEIPEVD, VO KTIGOLUE €vay KavoOpylo
KOopo epeig ot 10101 6nwg omitia, 6dom, motdpa, Povvd. Ot dvvatdmreg eivon
AmiGTEVTES Kot EEAPTAOVTOL OO TIG AMALTNGEL TOV EKAGTOTE TTALYVIOLOV.

O polog mov emtedel évag game level designer sivor 1dtaitepa onpovTiKOg
ywti yepupovel 10 ydopa mov cvvifwg vrdpyel petald evog ypoeioto Kot evog
mpoypappatioty). 'Eva moyvidl to omoio BEAovpe va £xel KAmolo ypopiko meptBdAiov,
amoutel TIG TEPLOGOTEPES POPEC Ko TNV ovuPoAn &vdg ypagiota 1 KATO0V
KaAAMTEYVN 0 omoiog Oa emueAnOel ta ypoaikd-animation tov moyvidowov. ‘Etot divel
XPOUA OAAG Kot pict 00T 0ANBOQAVELNG KOl KAVEL TO GEVAPLO TLO EVYAPLOTO KOl TTLO
kaAaicOnto. I't avtd to mpdypapupa pog Ba mpémel va divel v duvatOTNTO GTOV
YPOPIGTO VO ATOTVITMGEL TV 10£0 TOV LE ATAEG EVIOAEG 1} AKOUT KOAVTEPQ [LE KATOLN
Kovumd. Puotkd avaddymg Tig EMAOYEG TOV BEAOVLE VO TOV SMCOVE, UTOPOVUE VO
npocOécovpe Aettovpyieg, Y1 avtd KaAd Ba ivorl v vdpyel po ExtKovmvio Yo To Tt
akpPog Bo NTav GKOTIHO VO EVOOUAT®OEL TAV®D GTO TPOYPULLLLAL.

Yrdpyovv apketroi tpoOmor vo onuovpyndet évag editor, avaloyo pe TIC
dvvatdtTeg oL BEAoLE VO TOV dMCOVUE. B KAVOLLE TOPAKAT® o avAALCY GE
peBdd0vg TOL VITAPYOLY Kot T AKPIPDOG TPocPEPEL N Kabepd. Na toviotel 0Tt gpelg
Ba acyoinBovpe Kupiog pe 2d TAUTPOPUES TOLYVIOLDV.
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Tile-based(pure)

H xivnon tov yopaxtipo givar Teplopiopévn oe «mhakdKioy, €161 MOTE Vo
unv umopet va otabel oto picd Tov dpopov avdpecso ce dvo mAakiowa. Kivodueva
o010 LTOPOVV VoL YPNGLULOTOMOOLV Yoo Vo SNUOVPYHGOVY TV yevdaichnon g
OHOANG Kivnong, oAAd 6Gov agopd TNV AOYIKY TOVL TOLYVIOOV, O TOUKTNG TPEMEL VO
elval Tve amd £va GLYKEKPIUEVO «TAOKIOI0». AVTOG €ival 0 EVKOAATEPOG TPOTOG YU
Vo €QOPUOGEL EVOL TOLYVIOL TAATQOPUAG, OAAG ETPAALEL HEYAAOVS TEPLOPIGLOVS
OYETIKA LE TOV EAEYYO TOL YOPOKTNPM, KOOIGTMOVTOG TO AKATAAANAO Y10 Toyvidlo Tov
BasiCovtar oty dpdon. Eivar dpmg onpoeidng yo oy vidwo tumov mdlh .

Ymv ewovo 1 BAémovpe por oAy VAOTOINGT TOL Ypopikoy mePPAALovTOg
TOTOL TAOKLO{V.

gwova 1
I®g Aevtovpyei:

O yGptmg eivan éva mAéypo mAaKwiov mov oto kobéva amd avtd
amofnkevovtal TANpoPopieg, OTMG TO av givorl Eva eUmodio N OyL, mold EIKOVA TPETEL
va ypnotpomomBet, Tt eldovg Myog Oa mapaybet edv yiver Eva Pripa Téveo ce avtd, Kot
o0t Kabelne. O maikng 1 dALOL YOPOKTNPES AVIUTPOCOTEVOVTOL OO £VO, GUVOAO
evog M meprocotépmv mAakdiov mov kivovvton poli. [MAgovektiuota avtod Tov
ocvotpatog mephapupdvoov v amdotnta Ko v akpifeia. Agdopévov OTL TO
moyvidl elval MO VIETEPUIVIOTIKA, OLGAEITOVPYieg €lvor Aryotepo mbavov va
ovpPovv, ko n eumepia (gameplay) eivan mo ereyyduevn.
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Tile-based(smooth)

H ovykpovon efakorovBel va xobopiletor amd éva tilemap, oArd ot
YOPOKTAPES LTOPOVV VO, KUKAOPOPOUV EAeVBEP G€ OAO TOV KOGHO. AvTth €ivor 1 To
Kown Hopen TG epappoyns platformers otig kovodieg 8- bit ko 16- bit, ko
TOPAUEVEL ONUOPIANG oNepa, 010TL eEakolovbel va elval EDKOAO Vo EQOPLOCTEL Ko
Kével v emeEepyacio eMimedov amAovoTEP O OTL MO eEeMYUEVEG TEXVIKEC.
Emutpénel, emiong, opoAd GApoto Kot €ivor KOTGAANAO Yoo mwoyviow dpdong mov
ATOLTOVV 7o GVVOETN Kivnon.

gwova 2
Iwg Aevtovpyei:

O mAnpogopieg ybptn eivor amodnkevpéveg Katd tov 1010 TpOTO OTMOS Kot
TP, UE TNV LOVN S1aPopd OTL O1 YOPOKTNPES OAANAETOPOVV e TO POVTO. Me avtiv
NV TEYVIKN €xovpe Eva kaAvtepo gameplay kot peyoldtepns akpipfelag, kavoviag to
mo dikoo yo Tov maiytn. Edd eppavifoviar kKAloelg £161 ®OTE v KAvVOLV TNV TTioTA
o010 OVOKOAT, GKAAEG OOTE Vo pumopel o maiytng va avePel oe éva mo ynio onueio
TIG TOTOG, OKOUN Kol GKOAOTTATIO SIvOVTaG TEPIGGOTEPT £VTAOT] GTO TOYViol. TELOG
UTOPOLUE VO TPOGOHEGOVIE KO GAAO YOPOKTNPIOTIKA GTO GCEVAPLO HOG OTMG
petaxvovpe mAakidw, akdun Kot wolo cvvleta, Ta omoia OpmG Eepevyovy amd TV
peAétn poc. [opdaderypo t€10100 TOHTOL TOY VOOV PAETOVIE OTIC EIKOVEG 2 Ko 3.

gwova 3
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Bitmask

[Topdpota texvikn pe TV TPonyoOUEVT), OAAG aVTi VO, XPNCILOTOIOVE HEYAA
TAOKAKLOL , [0 EIKOVO YPNCUYLOTOLEITAL Y10, TOV TPOGOOPIGHO GUYKPOVOTG Yo KAOE
pixel. Avtd emtpénel meEPIGGOTEPEG AEMTOUEPEIEC, OAAGL OLEAVEL CMUOVIIKA TNV
TOAVTAOKOTNTA , TNV XPNON UVAUNG , KOl omontel KATL 1OV POLAlEL P Eva TPOYPOLLLLLOL
eneéepyaciag ekovag yoo vo dnuovpyncovpe emineda . Emiong amouteiton moAAég
QOpEC vo. oyedtalovTot peyalo KOPUATIO YPaPIKOV, To. omtoia Oa eitvar Eexmpilotd yio
K60 eninedo. Ady® ovTOV TOV NTNUATOV , VTV VO [0 GYETIKO GTTAVIOL TEYVIKY ,
oAAG  umopel  Kor  mOPAyEl  LYNAOTEPO TOWOTIKEL  OMOTEAEGUOTO OO TIG
npoavapepBéviec Aoelc. Elvan emiong katdAAnAn yio dSuvapikd tepiaiiovra.

gwova 4
I®g Aevtovpyei:

H Baowkn| 10éa ivar id1a pe t1g Tponyodueves, omid €00 aALALEL 0 akydp1Opog
kol yivete mo mepimiokog. Edd mailovpe 1dwitepo pe kAMoelg kot avtd KAvel o
TPAYLOTO aKOUN O OVCKOAM. XE YEVIKEC YPOUUES , OLTH 1) TEXVIKY OTOLTEL TOAD
Aemtopuépelo Kol stvor gUEOVAOC AlyOTEPO oTOOEPT QMO TIC TPONYOVUEVEG TOL
Bacilovtar ota mAokidwa. Xvotivete pOvo  yuoo  KOmMOWLS Tov  BEhovv  va
EVOOUATOGOVY AEMTOUEPEIEG TAV®D ©TO £00POG TOL ToLyVidD. Xtnv ewova 4
BAémovpe éva otiypdtomo tov moyvidov WORMS, to omoio kdver ypron tov
TOPATAVE® AELTOVPYLDV.

Vectorial

H teyvuc avt ypnowyomotet vectorial dedopéva ( ypappég 1 moAdymva ) yio
va kafoptoTovv o Opla. TV TEPLOYDV GVYKpovot . TToAd d0okoro va epappootel
owoTd, MGTOGO, glval ohoéva Kol O ONUOPIANG AOY® TNG ALEAVOUEVIC TOPOLGTaG
TV physics engines, 6nmg 10 Box2D , ta omoia givol KotdAANAQ Yo TNV €QapLoyn
avtg TG TeXVIKNG . [Tapéyel opéAn mapopowo pe v texvikn bitmask, aAld yopic
ONUOVTIKT KOTOVAA®GN UVAUNG , KOL XPNCILOTOLOVTAG £VOV TTOAD SLOPOPETIKO TPOTO
and to enineda enelepyaciog .
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2myv ekoévo 5 PAEmovpe Tmg
dopeiton évog vectorial level
editor kou mog opiletar 1
AOYIKT TOVL TOLYVIOL0V.

Ewova 5
Kot oty gikdva 6 £ovpe v
TEMKN HOpON, OmOv £yovv
npootebel ypodpaTo Kol To
SAPOoPa YPOPLKA.

Ewova 6

I®g Aevtovpyei:

Ed® 6mwg eimope ko mopamdve, kOpto AOyo €yovv ot physics engines ot
omoieg mapéyovv otov ¥pNot| Eva duvatd epyoreio yuoo Tov oxedlcUd TG THOTOG.
BéBaia Béhel 101aitepn mpocoyn yio va unv topacvpBolpe Kol OMpovpyncovpe Eva
neptPdAlov mov Ba etvar «mAactikd» Kot Oa otepeiton gavtociog Kol TOAVLOPELOG.
Eniong o ypnomg pmopel vo EVOOUATOOEL TEPICCOTEPA YOUPUKTNPIOTIKE, OO TNV
PN mov Ba €xel 0 yopakTpag Tov Odtav o mEPITATAEL, HUEYPL KAl TNV EMTAYVVON
T0V. AGY0 TNG PLOIKNG TOL UTOIVEL TAEOV OTO HOVTEAD TTOLYVIO00, 1] OtOd00T YIveTE
OKOUN 7O PEQMOTIKY KOl TO YOPOUKTNPIOTIKA TNG HETOTPEMOVTAL GE TAEOVEKTILLOTOL
TOV OTOYEUDVOLV TO gameplay.

Amod 10 mOpOmAVE® oYNUOTIOLHE oL QmoyTm Yo TIS TEYVIKEG OV
ypnoporoovvtal yoo vo dnuovpynbovv ot game level editors oAAd Kou tO TU
YOPOKTNPIOTIKAE Uopohv avTol va eveoUAT®@VoLy. O TPOYPOULATIOTHG 0Qeilel KAvel
10 TTPOYPOapp OGO o amAd Yivete Yo va pmopel o ypagiotag 1 Kamolog GAAOG oV
0élel va aoyolnOet pe to design tov moyvidlov, va mapipuPet evkola. ‘Etol pmopet va
oxedldoel Oyt puovo mioteg, OAAG Kol EMPUEPOLS yOpaKINPoTIKAE. [daitepa o
terevtaia ypoVIa Tapatnpeital dtopa to omoio £yovv cav hobby 1o gaming, va
dtvouv 1310iTEPO EVOLAPEPOV Y10l TPOTOTOMNUEVEG EKOOGELS TMV TOLYVIOIDV, Ol OTOIES
EVOOUOTMOVOVY KOWVOVPYIEG TIOTEC, KPLUUEVO YOPAKTNPIOTIKA, To. omoia aveRalovv
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TO0 TOVidol o€ GAAO emimedo. Avtoi Aowmdv ot ypnoteg ot omoiol Bempovviat
ePUCITEYVES, elvar g BEom va dnpiovpynoovy pécm tov game level editors d1kég ToVG
EKQPAVOELG TOVL TOYVIOO, HEPIKEG Omd TIC omoieg yivovion 1d1aitepa SNUOPIANG OTIG
KOWOTNTES TOV gamers Kot LAAIoTO TOAAES (OPEG TO OTAVIOP TOVG Eivar dtaitepa
vynAd. 't ovtd ko ot Propnyavio moyviddv emnevodel peydlo mocd mTave otV
avamtuén kot viomoinomn tétolwv mpoypappdtov. To level design eivor amapaitnto
v 000 akopa Bactkods Adyous - divel 6ToVG TAIKTEG Evav 0TOY0 HECH GTO Ty Vidl
KOl TOVG TOPEYEL U0, TTOL0 OTOACVOTIKTY eUmELpia aryvidov. [dwitepa ota maryvidw
nmov Pacilovtolr oe po wotopio, €ival KoOOPIGTIKO GTO Vo LIAPYEL O COGT Kol
opaAn pon. Ta textures Kot 0 N(0G GCLVTEAOVV GE £Vl APTIO OTTOTEAEGLOL.

M gvpeio mowiMa epyadeiov pumopel va ypnoiponombel and kdmoov yo
TOV YOG O piog miotoc. Av kot glvat To €0KOAO Vo GXEOIAGOVUE TOL LOVTEAD KO
TIG VOEG Ue epyaieio YEVIKOD GKOTOL ONUIOVPYING TOAVUEG®V, TO TOLY VIO ATOLTOVV
ocuvnBmg o dedopéva va gival Ge o LOVOSTKY] LOPON KOTOAANAN Yot TNV UNYOVY
oV Toyvdov (game engine). [a 10 okomd avtd vmdpyovv kol compilers.
Evdewtikd avagépovpe xkdmown amd avtd to €PYOAEID YVOOGTOV ETOUPLOV OTMOG
Bethesda Softworks's Construction Set, Valve's Hammer Editor, Epic's UnrealEd kot
UDK, Leadwerks 3D World Studio, BioWare's Aurora Toolset, id Software's
Q3Radiant, Unity 3D «tA.

25



3. Ewoayoyn omnv C# kot 610 XNA

3.1 Ewcayoym

H avémrtuén evoc Brvteomaryvidiod pmopel va givar oAb anin 1 mold SHOGKOAN
vdbeon oavdioyo pe 1O €100¢ TOL ToVIOOV OAAG Kot TO. gpyoieion mov Oa
ypnooromBodv. e avtd 10 KePIAao Ba avapipovpe To KOpLo gpyaieio mov Oa
YPELOLGTOVY Y10 TNV DAOTOINOT EVOG ToyVIS00 TAVM o1 TAATQOpuUES TG Microsoft,
o6mog eivan ta Windows, to Xbox 360 kow to windows phone. Ot Adyotr mov
EMAEYONKAY Ol TAATQOPUES TNG GLYKEKPWEVNG etopiag eivan yuwri o Poacukd
epyoreia TapEyovIol dWPEAV Kol YTt Ot KOWOTNTEG Kol TO VAKO OV TPOGPEPOLV
vrapyovv og apbovio 6To d1adiKTLO.

3.2 Avagopd ot YAOcoo tpoypoppaticpov C#

H C# stvon o oyetikd véa avTiKELEVOGTPUPNG YADOGTO TPOYPOUUOTIGHOD 1|
omoio. dmuovpyndnke amd tnv Microsoft. Aaveiletor moAAd otoyeio, Kot €yxet
nopopola ovvraln, pe mv CH kou v Java, kévovtog v ekpudnon g oxetikd
eOkoAn. Elvar ploa yAdooo ewdwd oxedacpévn vy va vrootnpiler to NET
framework ¢ 100G etaupeiog. Baowkd yopakmmpiotikd g eivor 0Tt dev mopdyet
amevBeiog kKO unyavng omwg n C++, GAlo £vo EVOLAUEGO KOOKO TOV GTOYEVEL TO
.NET.

To NET &ivan o véa mhat@dppo avamtuéng epappoymv ce mepifaiiovia
Windows. Zopewva pe tnv Microsoft, éxet g okomd v aniomroinomn e avantuéng
EPAPLOYADV «KPVPOVTOCH TIC TEYVIKES AETTOUEPELES VAOTOINGNG TOAADY AEITOVPYIDV,
Omwg dlayeipion Pvnung, emtkovmvia PG OIKTHOV, £16000/6£000 OO GLOKEVES Kol
aQNVOVTAG TO TPOYPOUUATIOTY] €AELOEPO Vo eMKEVIPOOEL OV «AOYIKN» TOV
npoypduparoc. To NET yoapaxtnpileton ¢ managed mAat@Oppa pe v €vvola 0Tt
onuovpyet Eva ereyyduevo Kot ac@arég TepBdAiov péca 6to omoio pmopet va tpéLet
po epappoyn. H acedieia £yketton yioo mapdoetypo otov EAEYX0 oIV OEGLEVCT Kot
TPOooTELAGT TG UVIUNG (deV VIApyovV pointers, eV UTOPEIS VO TPOGTEAAGELS Lo
0éon pvnung ektog mivaka), 6To TOTO TOV HETAPANTOV Kot dedopévev (dev pmopelg
va Béoeic o float Tiun og por aképoto PLETAPANTN) 1 6NV oLTOHOT LAOTOINOT
dudeidwv acpaleiag. To .NET vrootnpilelt tAnbopa YAOCOHV TPOYPUUUATIGHOD Ol
omoieg elvar edkd oyedopéveg yoo awtd, onwg C#, Visual Basic.NET, J++ kot
managed C++. Ztnv zmpoaypatikdémra, 1o NET xatorofaiver pdévo po yadooo
TpoypappatTicpov v Microsoft Intermediate Language (MSIL). Xvvenag,
OTOLONTTOTE YADGGO TPOYPUUUATIOHOD umopel vo petaylottiotei e MSIL pmopei
va tpééel otnv mAateopua NET. O ypriiotng umopel axodpa va ypayet ancvbeiog Eva
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npoypoppo o€ MSIL oto Notepad va 1o kével compile kot va to 1pé€et oto .NET. H
kapdd tov NET amotedeiton Aeydpevo Common Language Runtime (CLR). H
ovtotto avty givol To managed mepAAAov HEGO GTO OTOI0 TPEXOLV Ol EPUPLOYES
NET. Katd po évvotla kpoPet to dvoypnoto Win32 API mov ypnoylomoteital cuyvd
Yoo TPOYPOUUATIOHO epapuoydv Windows kot mopovotdlel oto ypnotn Eva
AmTAOVGTEPO KO TEPLGGATEPO EVYPNOTO.

Emiong to .NET mapéyet kot po tAn0opa fipAodnkadv pe £toueg Aettovpyieg
OV UTOPEL VO YPNOLOTOMGEL O YPNOTNG Yo TNV avdrTuén tov gpappoymv. O
Kdowog mov ektereitan oto CLR €pyetarl vd popoen assemblies, pe enéktoon .dil 1
.exe (dev &yovv oyéon pe to Khaoowd .dll apyeia tov Windows). To .NET, 6nwg ko
n Java yopaxmmpilovior amd v Aeydpevn Just in Time petayAdttion. O K®OKAC,
OTN YADGGO TPOYPUULOTIGUOD TOV ¥PNGLOTOLEL 0 ¥pNotng, Letaylottiletol apyucd
oe MSIL n omola anobnkedetar oe €va exteAéoipo .exe apyeio | oe pia Ppiodnin
dll. Otav o ypnomc tpé€et 10 mpdypappa mov avéntvée, 1o CLR dwofalert to MSIL
kddwa tov apyeio kot Just In Time (JIT) to petayrwtrtilel oe kddka Windows
(native) £T01UO TPOG EKTEAEDT, KOl GTNV GLUVEYELD TOV EKTEAEL. AVTO TO emmAEOV Py
TPV TNV EKTELECT] TOVL KOIKA dtapopomotet po managed epappoyn oe .NET and o
unmanaged oe CH++ vy mopaderypo. To mpoypappo oe C++  glvar 1Mom
petayAotticpévo og native Windows Kddka kot tpEyet ameveiog.

‘Eva. aképa yapaktnpiotikd tov CLR eivor 1 avtopatomompévn dwayeipion
LVIUNG. X& KAOOGIKEG YADGGEG Tpoypappatiopoy (unmanaged) onwg n C++, dtav o
YPNOTNG OEGUEVGEL [0 TOGOTNTO LVIUNG Y10 VAL amoOnKeEVLGEL £vaL OVTIKEILEVO TTPETEL
va gtvot TOAD TPOGEKTIKOG GTO VO, TV ATOOECUEVGEL, VO TNV EXIOTPEYEL GTO GUGTNILAL
oniadn, otav oev v ypewdletal. Av TOo 0yvonocel oWTO CLOTNUOTIKA, TOTE Oa
onuovpynBet 1o emovopaldpevo memory leak, omAadn n oOwbéoyun pviun Tov
oLOTNHOTOG B EAATTAOVETOL dOPKMG Kol 6€ KAmolo onpeio ta Windows otepéyouv
and elevbepn pvnun. Avtifétog to CLR mpooeéper éva pnyovicpnd Garbage
Collection. O yprotng umopel va {noet 6on pviun ypeldletal ond 1o GHOTNUO Kot
va punv acyoAnfel pe v omeievbépwon g O Garbage Collector viomotel
UNYOVIGHOVE OV TOV EMITPEMOVLY VO «KATAAGPEY TOTE Uid OEGUEVUEVT TOGOTNTA
LVAUNG OgV XPNOLOTOLEITAL TAEOV KOl QLTOUOTA TNV OMEAEVOEPMVEL Y10l LETEMELTA

xpron.
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Mieovektipato tTov .NET

To .NET £ye1 moAAd mAeoveKTRLOTA Y10 TNV AVATTUEY EQAPLOYDV:

e Eivot eyyevdg avTikellevostpaens TAot@opua.

e Eivar avefdptto ond YA®GOO TPOYPOUUATIGHOV. ZE UL EQPAPUOYN EVaG
TPOYPOUUATIOTHS Umopel va ypapel kmdwko oe C#, dilog oe VB.NET kot
dAog oe managed C++ kot To TUNUOTO TTOV OVOTTOGGEL O KoOEvag va
ovvepyalovtat peta&d Touvg ympic mpoPAnuata.

e H ypnon Piprodnkdv (assemblies) «déver mOAD  €0kOAn Vv
ETOVOYPTOLOTOINGT KOOKA.

o Tlapéyer mold ebkoAn eykatacTact. ApKel va avIlypOWYOLUE TO KATAAOYO TNG
EPAPLOYNG OE €va AAAO VTOAOYIOTN Kot avTn Ba Ttpééet dueca. Agv vrdpyet
installation, dev mepalet to registry.

o Tlopéyer mMAnBdpa OOV AEITOLPYIDOV TOL KAVOLV TNV AVATTLEN KOOUKO
TOAD EVKOAN.

e Avtopatomomuévn Olayeipion pviung, o ypnotng oev  ypswaletanr  vo
aoyoAnOei pe amodécevon Lvnungs.

Mewvektipora tov .NET (Yo avéntoén nayviord@v)

To .NET £yet 2 petovekmpuoto mTov apopovy eWKA TNV avaTTuén Pvteomatyvididv
KoL Oyl TNV YEVIKN avATTUEN EQAPLOYDV:

e Avtopatomomuévn Olayeipion pvaung, o ypnotng oev  ypswaletanr  vo
aoyoAnOsi pe amodéspevon Lvnung.

e To CLR s&wdyer po (ukph iowg) kabvotépnon oty ekTédeon TG
EPAPUOYNG.

To m@pwdto, ov Kor eivor TOAD YPNOWO  YOPOKINPIOTIKO Yoo YEVIKO
TPOYPOUUATIGHO, o€ &vo Pivteomaryvidt pmopel va dnpiovpyncet mpofinua. H
amelevfépwon pviung mov dev ypnoponoteitor TAEov givar o axpiPn epyacia (amd
mAevpds yxpdvov), M omoio emmAEOV €lval UN-VIETEPUIVIOTIKY, MUmopel vo cvpPel
Onradn omotedNmote. Avtd pmopel va £xel Gav amOTEAEGHA £va oL VidL TOV TPEYEL
o€ éva otabepd puBuod 60 Kapé 10 OELTEPOLETTO, VO OEL U0 OPOUOTIKY TTTMOCT GTO
pLOud avavémong yuwr 1 dgvTEPOAEMTO, TPAYHO OVETITPENTO OTNV  OVATTLEN
Bvteomaryvioldv.

To devtepo apopd ™ Just in Time petayrottion mov vrootnpiler 1o CLR. And
™ pia €10dyel o KoBuoTépnon otV EKKIVIGT TOV ALY VIOOD HOG Kot TPETEL VO
LETAYAWOTTIOTEL 0 KOOKOG amd TNV GAAN 0 HETAYAMTTIOTNG O 10106 dev eivan BEATIOTOG
pe v €vvola 0Tt dev mapdyetl To KaAvtepo dvvatd native kKddika yioo Windows. Kot
10 6VO TPOPANUOTO CVTE UTOPOVV VO OVTLLETOTICTOLY OV T AGBOLLE VTTOYT KOTA

™V avantuén g EQapUOYNG.

28



3.3 Ava@opd oto XNA development framework

XNA yevikd ovopaletar OA0 T0 GET TV PYUrEi®wV oL Tapéyel | Microsoft yia
mv avantuén moyvidiwv ce Windows, Xbox360 kot windows phone. Tlepiiapfdvet
epyareia 6mmg to PIX yia ypagikd, 10 XACT yia yo, T0 Xbox Development Kit, to
Visual Studio kAn. To XNA Game Studio givotl £va vToGHVOAO TV EPYOAEIOV ALTOV
OV OTOYEVEL OMOKAEIOTIKO otV ovamtuén mayvioldv oe Windows, Xbox360 kot
windows phone ypnoiponowwvrag ) texvoroyio NET g 1d1ag etopiag. Bacileton
néveo oto mepBdAlov avamtuéng Visual Studio, v yAdooo wpoypappoticpod C#,
o€ o €0kn €kdoomn tov DirectX ko euowkd oto .NET. To XNA Game Studio €yxet
etdoet oty ékdoon 4.0 ko givor draBéoipo dmpedv oe GAOVG.

H ypnon tov mepipdrriovtog avdmtvuéng tov XNA Game Studio €xet moArd
TAEOVEKTNLATO EOIKA Yoo ekpdOnon mpoypappatiopod Prvreomaryvioiwv. Kotapydg
&xel drapopa eminedo dSvokoroag. Av kamowog embupei vo avartHéel Eva d1ddotato
oy vidl 10te dev yperaletal vo aoyoAndel KaBOAOL pE HETAGYNUOTIGUOVG TIVAK®V,
shaders kot tpdidotato poviéha. Av kdmolog 0éhel va SoKipudoel pe KOTO0
tptdctato moryvidlt tote to XNA Game Studio tov 01€UKOAOVEL CMUAVTIKA e
apketég £toleg Pipriodnkec mov avarapPavovv vo optdGovV To. LovTEAD omd TO
dloko Kot vo To amelkovicovv ypnoyoroidvag Etowovg shaders. Kot av kémotog
a1c0dvetal £TOOC va TAPEL TOV EAEYYO TOV GLGTNLOTOG UTOPEL Vo Tapakdpyel kiBe
éroun Aertovpyia tov XNA Game Studio ko vo v vAomowmjoel eapyng OmmG
emBopet avtdg. To moo onuavtikd sivoar 61t XNA Game Studio pog mapéyet éva
YPNYOPO TPOTO VO POPTDOGOLVLE KO VO ATEIKOVICOVE TEPIEXOUEVO GTO TOLYVIOL LLOG,
10 omoio &lval apketd OVOKOAO VO TO VAOTOMGELS eE0pyNG Kot v KAAOQTIOYUEVO
game loop to omoio UTOPOVLE VO YPNCILOTOGOVUE EVKOAN KOl Apesa. EmmAcov to
oy vidl Tov avanTOocoVUE pmopel va Tpécet pe eldyioteg alhayéc kot o Windows
kot o€ Xbox360 kot oe windows phone.

3.4 Avagopd oto Mercury Particle Engine 3.1

To Mercury Particle Engine eivor éva open source game engine to omoio
avantoydnke amd tov Matthew Davey pe okomd v onpovpyio diodidotat®v
edkov e@é. To Aoyiouikod givar ypouuévo oe C# kot eivar copPatod pe to XNA 4 g
Microsoft. H gpapupoyn eivon miéov oe stable version kot givor mold €OKoAn yia
Kémowov va padel vo v ypnotipomotel Kot var eTiagel o dikd tov €10wd £pé. H
epapuoyn owbétel mapabupkd MENU Kot 0 YEPIoUOG TNG YIVETAL LE TO TOVTIKL KOl TO
TANKTPOAOY10. YThpyovv €idn kdmola ETola Q€ To 0ol LTOpEl vaL YPp1 GYLOTOU|CEL
0 YPNOTNG KOl VO, TO, TOPOUUETPOTOMGEL KOTA TO SOKOVV 1) UTOopel vo OTIAEEL omd TNV
apyn éva Skd Tov €PE. XNV €1KOVA 7 TOPAKATO PAETOVIE PEPIKA GTIYLOTVTIO Od
Vv xpnomn Tov mercury particle engine.
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gwkovo. 7

To emdpevo mpdypa mov Ba kévovpe gival va avoAVGOVUE TO TOG AEITOLPYEL

évo particle engine koi moia to KOplo yopoktnplotikd tov. ‘Evo particle effect
owvnBw¢ anoteleitol and tpio Paoikd uépn: 10 copatidlo (particle), tov extoéevm
copotdiov (particles emitter) kot t unyavn (engine).

To coparidro (Particle)

Elvan éva pkpo onpeio omv 006vn to onoio kdmowa otiypr| oto péAiov Ba
Coypapiotel pe pia ewova. Tig meplocdTEPEG POPES £xEL GLYKEKPLUEVN BEom
puéco oto mayvidl, kabog emiong ko tayvtnto (velocity), yovia (angle)
oOLEOVA LLE TNV omoio TEPLOTPEPETAL, YVIoKN TayvTnTa. (angular velocity) 1
omoio kafopilel OG0 ypNyopa TEPIGTPEPETOL TO COUATIOW, EKOVa (texture)
kot ypoua (color). To epé pag amoteheiton omd TOAG TETOW COUATIOW TO,
omoia OAa pali cuvBétovy éva TOAD evolapépov ontikd amotédespa. Emiong
0. copatiol cvvnbmg éxovv kot vav mpokabopiopévo ypovo Lwng (life
time) cOupva e TOV 01010 YEVVIOUVTOL KOl GPOLPOVVTOL Y10l VO SMGOVY THV
Béom tovg 6e dALa Kavovpyla

O ektoéevtic copoaTdiov (Particles Emitter)

KaBopilet enl g ovsiog v B€om kot Tov 1pdmo e Tov omoio Oa mapdyovrol
o copatid kabmg emiong Kot To HEYIGTO Kol €Ad)loTO TAN00G TV
COUOTOIOV TOL Propel va vdpyovy Kdbe oTiyun|.

H pnyovn (Engine)

H pnyovn omv ovoia amotedel 10 dopukd otoyeio tov €pé KabBMOG eivan
VIEVOVVO Y10 TNV KATAGTAGT TOV TPONYOVUEVOV dVO GUCTOTIKMOV LEPDV.

To Mercury Particle engine lowmov pog diver v  dvvatdtmra  va

onpovpynoovpe, péca amd ewoveg (textures) kot aAraloviag Tig WOOTNTEG TOV
nopandveo Koplov otoxeiov evog special effect, to dikd pog edkd epé dnwg o
Eyovpe QOVTAOTEL. XT1 GLVEXELNL LTOPOVUE VO TO amobnkevcovpe og popen “XML”
KOl VO TO POPTAOGOVUE UECH GTO TOLYVIOL LOG, OOV KOl LWTOPOVLE VO TO GUVOECOVLE
LLE KOO0 YEYOVOGS KOl VO, TO EVEPYOTOUCOVLLE.
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4. Baowkég teyvikég viomoinong evog 2D Video Game

4.1 Evocaymyn otnv kvpra dour evog XNA project

A@o0 &yovpe TEAEUDOEL LE TOV GYEOIOCUO TOV TTOLYVIOOV Kol £XOVTOS KAVEL
plo pikpn ovoeopd omv yAd®coco mpoypoppotiopod C# kot oto gpyoreio XNA
UTOPOLUE TAEOV VO TPOYWPNOGOLUE OTO OTAO0 1TNG VAOTOINOT KOl TOV
npoypoppaticpod. Av piovpe pia potid oty doun evog XNA project Ba dodpe 0Tt
amoteleiton omd mévte Pacikd pépn: to initialisation, to content loading, to content
unloading, to updating kot to drawing. KobBéva amd ovtd vAomoigiton cav pio
oLVAPTNOT €VOG OVTIKELEVOL TOUTTOL game (game object class) kot avtéc ot pébodot
TIG TEPLGGOTEPES POPEG Kaaovvtal avtopato ond to XNA. Emiong sivor kohd og
LOVTEAO TPOYPOUUOTIGHOD VO KPOTAUE ovTR TNV doun Kot yo kdbe Kowvovpylo
KAAGN TOV LAOTOOVLE.

M£0oooc¢ Initialize

KoAeitar otnv apyr| g EKTEAEGNG TOV TPOYPAULOTOS KO XPTCLLOTOLEITOL Y10
VO APYIKOTOMGEL TIG EKACTOTE HETAPANTES HE TIG TIUEG OV €YOVV OPloTEl amd TOV
npoypappotiot. H pébodog initialize kakel kou tnv LoadContent y1 avtd won moArég
@opég m Initialize dev ypnoipomoleitor AUEGH, OQOV TOAAOT TPOYPOUUOTIOTEG
TPOTILOVV VO apyIKoTolovV TIg UETOPANTEG pall PE TNV OPTMOT TOV TEPIEXOUEVOL
péoa and v LoadContent.

M<£00o0g LoadContent

Avt) N n€B0d0G YPNOYLOTOIEITOL TPOKEWEVOD VO, POPTMGOVUE GTNV UVIAUT| TO
TEPLEYOUEVO TOL TTOYVIOOV (YPOPIKA, NYOLS KTA.) Kot va. gival £TOO TPOS yp1on
otav ovtd (nmbel. Ze yevikéc Ypoupés, UTOPOVUE VO QOPTOCOVLUE OAO TO
nepleyopevo ot pébodo LoadContent mov €yovpe OMUIOLPYNCEL KOl Vo
Eeumepdevovpe €101 amAd, 0AAG GE PLEYOADTEPO pProjects oL Ol AMOITHGEL GE UVIUN
elval akoun peyohdtepec, KoAd eivor vo vAOTOMCOLUE KATL MO KOpywd Omov M
@oOptmon Tov K& mepieyopévou Ba yiveror povo Otav avtd Kpiveron amopaitnto
péoa and kamowo load screen. To XNA kaAel avtopata ™ pébodo LoadContent tnv
KOATAAANAN OTIYUN] KATA TNV Evapén TOL ToLXVISLO Y10 VO POPTMCEL TO apyIKO 1| OAO
TO TTEPLEYOLEVO.
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M£60060c UnloadContent

H ekpoptwon tov mepleyopévon katd kupto Adyo umopet va ayvonbei, kabmg
o content manager Tov XNA avoAapBAaveL Vo, OTOUOKPVUVEL OO TNV UV QVTOUATOL
TO TTEPLEYOUEVO KT TOV TEPUOTIGUO TNG EPOPUOYNG. X€ TO EIKEG TEPUTTOCELS OTTOV
0éhovpe vo  KPOTHOOVLUE GOLYKEKPIUEVA OEOOUEVO, OTY] UVAUN Kol Vo, Unv
avTikotaotafovv  Otav ot  YEWGEL KOAO  €ival  vo  PNGLULOTOIOVUE TNV
UnloadContent 6tav t0 mepleyopevo dev mpdkeLTon va ypnotporomdei cuviopa.

Mé£0ooog Update

H pébodoc Update eivar exel mov n Aoyikn tov moyvidol maipvel chpka Kot
00Té. ATO €d® gvepyomolovvTatl ot Nyot, Aaupdvetal n €l6000¢ TOV YXEPICUOD KOt
aAANAETIOPOVV Ta avTiKEipeEVa TOL ayvioroV. [aipvel og mapdpetpo v petafanti
GameTime, 1 omoia €ival KOAO Vo YPNGILOTOLEITOL OO TOV KMOIKO TOL EKACTOTE
TPOYPAUUATIOT] KOODG €Tl TO AEITOVPYIKO KOUUATL TOL TouyvidwoL Ba sivat
aveEdptro and 10 frame rate. Avtd Oa eEacparioel P opoAn Asttovpyio oty
ATEIKOVIOT] TOV TOYVIS0V, 0POV Ol KIVIGELS TV AVTIKEWEVAOV Oa Exouv TpofAéyiun
ooumepLpopd oe Oheg Tig TayvTNTES Kapé. To XNA kaAel avtopata avtn ™ pébodo
o€ K@Oe KOKAO EKTEAEGNC TOV TPOYPEULATOC.

Mé£0060g Draw

H péBodoc Draw eivar vmehBovn yioo v amekOVIon TOV OVTIKEILEVOV TOL
wavidL oty 08ovn. Avtiy n pébodog vtd Puoloroyikég cuvOnkeg kaieitor 30
QOPES ava OeVTEPOLENTO, OGO OMNAOT Kot To frame rate mov vrootnpilel to XNA. To
XNA mpoonabel va kpatnoet 6tabepd to frame rate aAld dtav avtd dev glvar EQIKTO,
n pébodog avtn mpoomepviéTan (frame skipping).

4.2 I'pogwkad 2D

To mpdto 6TAd610 VAOTOINOoNG €vdg video game eival va epgavicovpe oty
006vn pia dwwdidotatn swodva. Apywd OBo mpémer va yiver avtinmtd ond TOV
TPOYPOUUATIOTY] TO SIGOLAGTATO GVGTNIO GUVIETAUEV®V IOV XpNoipomolel 1o XNA.

2y eixova. 8 mopatnpodue ot 1o onueio (0, 0)
Ppioketor movew opiotepa, eva to width ko to height
glvar n avdivan mwov Eyovue opicel ott Ga tpéxel T0
oLy viol.

glKova 8
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Méoa 6e avtdv oV 0160146T0TO KOGHO givar mov Ba AdPet xdpo Kot To oy vio
pag. Ot dodidotateg €KOveg eival yvootég kot ¢ Sprites. Ta spites umopet va
OVKOUV GTOV O1001006TATO YMOPO OAAL £XOVV EQUPUOYEG KOl GTOV TPLOOIACTATO.
[Mopaxdto akoAovBovv ta Bacikd Pripoto wov ypeldloviot ylo vo. ELPOVIoTEL Eva
sprite otnv 006v1.

1. ApykomoloOpe TNV GLGKELT] HOG KOL POPTMVOLLE TO SPrite otnv puvnun.
SpriteBatch spriteBatch = new SpriteBatch(GraphicsDevice);
private Texture2D aSprite = Content.Load<Texture2D>("sprite.jpg");

2. EpgaviCovpe to sprite pag otnv 086vn pécm g pebddov Draw.
spriteBatch.Begin();

spriteBatch.Draw(aSprite, new Rectangle(0, 0, 128, 128), Color.White);
spriteBatch.End();

Avtd mov o&iler va mpocéEovpe amd TOV TMOPATAVEO KOIKA £ivor TO TG
ovvtdooetar 1 péBodoc Draw, va onueiwbet 011 avt givor | o ankn g popen. Ot
TopApeETpol mov Ofyeton v to sprite tomov Texture2D mov Oéhovupe va
AmEKOVICOVE, Eva avTikeipevo TOmov Rectangle 6mov péca og avtd Oa eppaviotei )
ewova pog kot 1 amdypwon mov Bélovpe va tov dwcovpe. To avtikeipevo TOTOV
Rectangle givar vrevBuvo 1660 yio v Béon 600 kar yro to péyebog g ewkovoc. o
TOPASELYLOL GTOV TOPATAV® KOO 1 €kOva pog Ba gppavictel oto onueio (0,0)
(mhve aprotepd drkpo g ewovag) kot Ba Exel dwaotdoelg 128x128. Apéowg Aomodv
yivetor avtiinmtd Ot €dv Béhovpe va ddcovpe kivnon 1 vo oEOUEIDCOVUE TNV
ewova pog 0tL Ba mpémel péom g pebodov update vo aAralovpe TG 1O1OTNTEG TOV
opBoywviov. Topa ebv Bélovpe vo TEPIGTPEPOLUE TNV EKOVO, OGS, TO HOVO TTOV
npénel va tpochécovpe oty Draw eivol 1o onpeio kot T1g poipeg meptotpons. 'Eva
TOPAOELYLLOL LTTOPOVLE VO OOVUE TTOPAKATD GTNV EKOVA. 9.

gKkOva 9
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Emiong n pébodog Draw pag diver v dvvatdtra mpocshiétoviag dAlo éva
avtikeipevo tomov Rectangle ¢ mopdpetpo, va eueovicovpe oty oBovn éva
KOUpdTL Tov sprite. Avt M Aertovpyia givor TOAD onuovtiky kKabmg pe avtdv Tov
TPOTO UTOPOVLE VO ONUOVPYNGOLLE animation.

gwova 10

Yty ewdva 10 PAémovpe kATl TO 0oi0 givar YVvmotd Ko mg Sprite sheet kot oty ovoia
eumepléxel OAa ta Kapé o ohokAnpouévng kivinone. O TpoypopUaTIioT g ETAEYOVTAG KOl
EVOAALACOOVTOG TNV EIKOVA UE TO EMOUEVO KOPE TOAD YPNYOPO EMTVYYXAVEL TNV OUOAN
TPOoPoAn TG KivoNG, OTO GUYKEKPLUEVO TAPASELYLO TO QTEPOVYIGHO EVOG KOKKIVOAILN.
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4.3 Xeipropog

O yepopog evdg emTuynuévov mayvidlov Bo mpémel vo eivar axpPpng kot
npoPAréyipoc. To yeprotpro mov pog mapéyet n Microsoft (xbox 360 controller) eivou
olyovpa éva moAD KOAO epyaieio, aAAG avTO omd pOvVo TOL dev KAvel Timota. O
TPOTOG OV Oa TPOYPAUUATIGOVUE TO TAYVIOL Yo Vo, akoVEL TNG EVTOAEG oV Bal Tov
dtvet 0 ypnotg lvar icwg To mo onuavtikod Koppdatt. Me to XNA 1 Microsoft enti tng
ovciog oNuvPYNoE o TAOTPOPUO OV KaBoTd TOAD €0KOAO G€ KATOOV Vo
onuovpynoet éva moryviolr yio PC ko yuo Xbox 360 towtoypova. Avtd copPaivet
yioti to XNA moapéyet moAd mio e0koAn mpdcPacn oto hardware amd Ot 0
poKkatoyog Tov DirectX. Avtd cuppaivel ko pe to Xbox 360 controller, agol pécw
700 XNA 11 SOVAELY TOL TPOYPOUUATIOTY] YIVETOL TOAD TTLO EVKOAN.

Jtnv ewova 11
BAémoupe 1O
XELPLOTAPLO TOU
Xbox 360.

swkova 11

O1 eloodot mov déxetan To xeplotplo givar eite ynoerokés site avaroykég. Ot
ynowkég €icodor €xovv dVO KOTAGTACELS YL VO GNUOTOOOTHOOVV €0V €YOLV
evepyomomBel M Oy ButtonState.Pressed n ButtonState.Released. Ot ynooxécg
gloodotl o010 Yepotipro eivor ta kovumd A, B, X, Y, LB , RB, Back, Start, ta
KOLUTTA KAT® omd Tovg poyAovs (Thumbsticks) kot o otavpdg (D-Pad). H katdotaon
OTIG OVOAOYIKEG €1G0O0VG avamopioTaTol om0 HETAPANTES KIVNTHG LTOOIOGTOANG
(float). Ot okavdaieg (triggers) oto yeprotpro mopdyovv TéS and 0.0 (Kavovikn
katdotoon) éog 1.0 (matuéveg mAnpmg). Ot 600 poyroi (thumbsticks) amd v dAin
napdyovv TéG amd -1.0 g +1.0 yo toug dEoveg X kot Y, émov 0 to kévipo tav
atoévov. To kevipikd kovuni pe 10 “X” givor mpooPaciyto poévo amd 10 AEIToVpyIKd
cvotnpo kot dgv givar dbéoio otov mpoypappatiot). O YePGHOg TV 1600wV
yiveton Ka0e eopd otnv cuvdptnon Update.

H «oatdotaon tov yeprompiov eivor mpooPdoiun oamd v KAdon
Microsoft. XNA.Framework.Input. GamePad. Avtq n xAdon owbéter pormg tpeig
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nebddovg, v GetCapabilities, v GetState, kot tnv SetVibration kot Osopd 611 amd
To. OVOLOTO TOLG KOl HOVo OTL givar avtovontn 1 Asttovpyio tovg. Kot ot tpeic
péBodot déxovtar ¢ mapapetpo pio petafAnty tomov Playerlndex, cOppova pe v
omoio KaBioTtoTon caMéG Yo TOwvoD TOiyTn TO YEPLOTHPLO KANONKE M ekdoTOTE
ovvdaptnong. O mapakdtem Kodwkos aAlalel Ty Tiun ¢ Boolean petapintig oe true
av 1o Kovuni A eivon matnuévo 1 oe false otnv dAAn mepintwon.

this.gamePadState = GamePad.GetState(this.playerindex);

boolean buttonAState = (this.gamePadState.Buttons.A == Input.ButtonState.Pressed);

To yeprotipro tov Xbox 360 eivar e£0mMGUEVO pe 6VO HKPOVG KIVITHPES VoL
va gmroyyxdver 06vnon. O oplotepds KvnTnpag TPoKaAel apyn Kot éviovn 66vnon,
EVO 0 0e&Ng mo kpn Kot amotoun. Onwg avaeépape Kot mponyovpéveg 1 dovnon
evepyomoteiton péom ¢ pebodov SetVibration éyovtac o¢ opicpoto, KTOG 0O TO
PlayerIndex, kot 600 float petapAntéc mov opifouvv v évtaom tov kdbe kivnipa. O
KOOKAG TOL 0KOAOVOEL evepyomolel ToV aploTePOd KvnTpa 6€ PETPLa dOVN o).

GamePad.SetVibration(playerindex, 0.5f, 0.0f);

4.4 Aviyvevon 6uYKPOUGEMV

Ye autd 10 Ke@AAao Ba avopepboldpe oTIC POCIKEG TEYVIKES avixvevomg
OLYKPOVGEMV AVTIKEWEVOV 1 aAAdg Sprite. H mpdtn ko 1 wo Poacikr| teyvikng eivon
avt tov mepPdArlovioc oyfuatos. H Aoywm eivor amAn, yo xdbe ovtikeipevo
Bpiokovpue éva Paocikd oynua mov va to gumepiéyel. H aviyvevon ovykpovoemv
Bacileton oe akyopiBupovg mov evtomilovv moHTE TEUVOVTOL 0VO POCIKE YE®UETPIKA
oynuotTo Kot pmopovv vo PpeBovv modd edkoAia ot PipAoypoaeic. Toa Paciukd
oynuata ovvnbog sivar teTpdywvo, opboydvia, tpiyova 1 kOkiol. H ewdvo 12
delyvel mog pmopel vo emrevydel avto.

gwkova 12
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H pébodog avtn eivor mapa moAd ypryopn Kot dev ¥peldleTon TOADTAOKOVG
VTOAOYICHOVG, TOPOAO. ovTO OTtmg eivar @avepd votepel oe axpifea. o va
TETOYOVLE TTEPIGGOTEPT] OKPIPELD LTOPOVLE VO KAVOLLE SVO TPAYLLOLTOL:

e No ¥pNOUYOTOCOVLE TAPOUTAV® Ao Eva Pacikd oyfua yio va meptBdiilovpe
TO OVTIKEILEVO LOG.

e Na ypnowonmomacovue éva Bactkd oynue mTov vo teptBEAel TO AVTIKEILEVO ag
Kot 0ToV dmoTt®whel cLYKPOVOT| VO XPNCILOTOGOVE per-pixel aviyvevon.

swkova 13

210 moapddstypo g ewovag 13, apyukd o akydpiBpog erEyyet katd TOG0 VIhPYEL
oVYKPOLON HETOED TV OVO TeETpay®dvev. Eqv vrapyel (0nmg otnv mepintmon Hog)
tote Oa KANOel va Tpé&et o per-pixel ahydptOpdc pdvo yio 10 EMKAAVTTOUEVO KOUUATL
(umhe opBoydvio oto mopdderypo pog). Edv kdamowo pixel amd v pia ewdva
emukoAOTTEL Kamowo pixel g GAANG €kdvag, TOTE 0 OAYOPIOUOG EMOTPEPEL true
aviyvevovtag €Tl TV 6OyKpovon. Aev mpémetl va Eeyvape PEPota OTL akdpa Kot pe
avt Vv Peitioon o per-pixel oiyopiBupog eivor moAd apydc kot Bo mpémer va
YPNOLOTOEITOL QVOTNPE LOVO GE TEPIMTAGELS TOL XPedleTor amdALT akpifeto Ko
etvar moAD OVOKOAO Vo EMKOADWOULLE TO OVTIKEIHEVO HOG pe HiKpOTEPO Pooikd

oYNUOTO.

4.5 Movowkn| Kot NYNTIKG €0

Onwg o pio Kvnpotoypaeikn towvic, €161 Kol o€ €va motyviot 1 LOVGIKN
evBivetol oe éva MOAD peEYAAO KOUUATL Yio TNV €mTLYiot Kot TO avtiktumo mov Oa
TPOKUAEGEL 6TO KOO TO omoio amevBivetal. Aev E€pw av Ba yvopilape ofuepa Tig
touvieg tov Quentin Tarantino 7 Brvteomaryviown 6mwg to Medal Gear Solid av dev
elyav 1060 dVVATN LOVGCIKY| KO NYNTIKA £QE. XTO KEPAAOO ovTO dev Oa aoyoAnBodpue
LE TO TG QTIdVEL KAmolog €va koo soundtrack, avtd Eepeldyel katd TOAD amd v
EMOTAUN TOV VTOAOYIOT®V 0AAG dev E€pm Kot katd mOGo €xel Ppebel n pvoTiky
QOPLOLAX YloL TV OMpovpyio EVOG EMTLYNUEVOD HOVGIKOL Koppatiov. Exel mov Oa
eMKeEVIPp®OOHLE EIVOL OGTO TWG POPTMVOVUE KO TOG AVATOPAYOVLE TN LOVGIKN Kol TO
MMTIKA €QE TOV BELOVLE VO YPTCLOTOGOVLE GTO TOLYVIOL O,
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Ia va mpocBécovpe Aowmodv apyeia Myov oto project pog oakoAovBovue
akpifog v 101 dwdkacio mov O exteAovoape av Bélape vo mpocBécouvpe
omolovdnote dAlov gidovg Content (Ewkdveg, ypappotooelpés kth.). H poptmon ot
Uvnun yivetor Aomdv e TV TopaKat® EVIOAN:

SoundEffect effect = Content.Load<SoundEffect>("testSound");

Topa éva Béhovpe vo ovomoapdyovpe ovtd To opyeio MYov Tov HOALG
QOPTOGOE OPKEL VO KOAEGOVLE OTO KOTAAANLO onueio pésa amd v uébodo Update
v evtoAn effect.Play(). Avtictoya edv BéAovpe va kdvoovpe Tadhon oTov Yo 1 va
TOV OTOMOTNOOVHE TeAeimwg apkel vo KoAéoovpe Tig evtoAég effect.Pause() ko
effect.Stop() avrtioctorya. Ta avtikeipeva tomov SoundEffect €yovv mhpo moAAEg
WO0TNTEG TOV UTOPOVUE VO, YPNGLLOTOW|COVLE Y10 VO AAAGEOVE TNV €VOTAOT TOL
nyov, to pitch, to pan xtA. 'l va to emtvyovpe avtd apkel va aAAdEovpe Tig TIES
TOV AVTIOTOL(®V LETOPANTOV OTMG TOPUKATO:

effect.Volume = 0.5f;
effect.Pan = -0.5f;

effect.Pitch = 0.5f;

Amd tov TpOTO e TOV 0Toi0 XEPILOUAGTE TOV YO UTOPOVLE VA, KoTaAdBovue
oVTO OV AEYOUE GE TpoNyovpeva Kepdlowo, 0Tt To XNA pag 01EVKOAVVEL GE TOAD
peydio Pabud oto va viomomocovpe €va video game ywpig vo (oG TEPUTAEKEL UE
noAOTAoKeG €VToAég kou pubuicelg, divoviag pog mavio TV duvatdtnTo Vo
TOPUUETPOTOMGOVIE TO Toyvidl pog kot vo To OTidEovpe €tol Ommg 1O £XOVUE
eavtoaotel. Avt givon kKot 1 0vvaun tov XNA kot o Adyog yuo Tov omoio €xet yiver pia
oo TIC O SNUOPIANG TAATPOPUES OVATTVENS PLVTEOTOLYVIOUDV.

4.6 E101ka ¢

e auTo 10 KePdAao Ba dovpe A epPaviCovpLe Kot EVEPYOTOLOVE TOL EOIKAL
€PE TOL £YOVUE ONUOVPYNOEL LUE TO EPYOAEID TOV EYOVILE AVAPEPEL TTLO TTAV®, ONAOON
10 Mercury Particle Engine. Apo Oswpovpe O6tL Exovpe €idn oxedACEL TO EQE PG Kot
10 éyovpe og popoen “XML”.

To mpdto TMPAypa mov TPémel va kdvovpe Aowmdv glvarl Vo QOPTAOGOVIE TO
XML apyeio kou ta avtiotorya textures tov €wdkov £pé péoca oto “Content” tov
XNA project pag, dnAadn péca 6to maryvidl Tov avoarticcovpe kKabdg eniong kat va
npocbécovue 10 apyeio “MercuryProject.dll” péco oto “Reference” tov project.
ovvéyeln. mpoohétovpe T akOlovbeg PiPiiodnkeg ypnolwomoidvag To “using
statement” onwg mapaxdTo:
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using ProjectMercury;

using ProjectMercury.Emitters;
using ProjectMercury.Modifiers;
using ProjectMercury.Renderers;

2y KAdon tpocOEétovpie TG LETOPANTES:

/I Renderer that draws particles to screen

Renderer myRenderer;

/I Particle effect object to store the info about particle
ParticleEffect myEffect;

["a va apyikomomocovpe To @€ TpocHéTovie GTov Constructor:

/I Create new renderer and set its graphics devide to "this" device
myRenderer = new SpriteBatchRenderer { GraphicsDeviceService = graphics };
myEffect = new ParticleEffect();

1 ovvéyeto péca ot pébodo LoadContent ypdopovpe:

myEffect = Content.Load("'BasicExplosion");
myEffect.LoadContent(Content);
myEffect.Initialise();
myRenderer.LoadContent(Content);

"o va 1o evepyomomoovpe totobetovpue otnv puébodo Update:

/I get the latest mouse state
MouseState ms = Mouse.GetState();

/I Check if mouse left button was presed
if (ms.LeftButton == ButtonState.Pressed){

/I Add new particle effect to mouse coordinates
myEffect. Trigger(new Vector2(ms.X, ms.Y));

}

// "Deltatime" ie, time since last update call

float SecondsPassed = (float)gameTime.ElapsedGameTime.TotalSeconds;
myEffect.Update(SecondsPassed);

TéMog ywo va epgavicovpe 1o @€ ot pébodo Draw mpocsOétovye:

myRenderer.RenderEffect(myEffect);
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5. Ilapovociacn Tov waryviorov Bong

5.1 H apyui] 10€0 Kol | TEMKI pop@1n Tov

To Bong eivatr éva mouyvidt to omoio oyedidotnke Kot vVAOTOMONKE Yo TO
Xbox 360 tng Microsoft. H 1d6éa yia tnqv dnuovpyia tov Bong Baciotnke ndvo ota
moA) yvwotd Arcade moyvidwe Pong wou Brick, to omoia pmopovue va dovpe
TOPUKATO OTIG EKOveG 14 o 15.

swova 14 gwkova 15

Apywcd 1 10éa Tov maryvidov Bong Ntov 1 €€Ng: 0 maiytng gixe ©g otd)0 Vo
paléyel OAeg TG “@uooAideg” mov Ppiockovior oto Ké€vipo g 006vng mpwv TOv
TEAELOGOLY T KIVOLHEVO KOLTIQ 7ov Ttov mepBdiovv. T va yiver xoaAdtepa
avTIANTTO TNV €kova 16 BAETOLUE va GTIYHOTLTTO TOV ALY VIS0V,

gwKova 16
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Yy mopeio N apyikn 0L EUTAOVTIOCTNKE A0 AAAEG KOADTEPES LLE OMAOTEPO GTOYO
TO TOYViOL va. YIVEL O TEPIMETEIMIES KOl O1OKEDAGTIKO Yia Tov ¥pnotn. 'Etol mAéov o
nailyg Ppiloketon 6e £vo KIVOOUEVO YDPO Kol KOAEITOl va @Tdoel puéxpt to TEAOG TNG
ToTOG, XPNOWOTOIDOVTIOG TO, KIVOOUEVH KOVTLY TOL TOV TEPPAAAOVY TPOKELUEVOL VO
TopapEivel viog Tov opiov kabmg Kot va emPidcel amd Tovg x0podc mov Ba cuvavinoet
oG Oelyvel To oTIyUdTLTO TG ekOVag 17.

swova 17

To Bong &ivar éva mouyvidl To omoio mailetan amd vav péypt Kot T€60EPIS ALY TES.
Ka0e maiytng avorappavel tov édeyyo evog “Tear”. H potn tov Tear ypnowonoteital and
TOV oy Yo vo emAEEEL TNV TTopeia Tov BEAEL val dtoypayeL, EVD TO oW PEPOG TOV EXEL
™V 110Nt va. dtvel taydtnta oto Tear avarnd®vTog TAVe GTo KIVOUUEVH KOVTI TTOV TO
nepPdrovy. To Tear eivar eEomhopéva pe “Boost”, pa 1016tnta 1 onoio emTpénel GTov
naiytn vo 010pbwon v mopeia Tov. Ta moAVYp®UO KOLTIE To OToio £PTOVV KATH UNKOG
g mictag, fonbovv tov maiyt va mapapeivel evidg e 006vng ko e&apavifovral poAG
épBovv oe emapn pe 1o Tear divovtag tov pio pikpn mocodtnto “Boost”. Téhog ot
(QLVOOAIDES TTOV VTLAPYOVY GTO KEVTPO TNG MIOTAG OMOTEAOVV KOl TOV GTOYO TMV TOLYTOV
KaBmG TpEmeL vor GVALEEOVY OCEG TEPIGGATEPEG UTOPOVV TPOKEYEVOL VO CTUELDGOLY EVOL
vynAS score.
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Onmg avaeépape Kot mopamave o Toiytne KOAEIToL Vo aVTILETOTICEL Kol KAmoo
eunddio dmmg eivan ta echofishes kot o optagons. To echofish dev amotelel onuavikn
OmELEL Y100 TOVG TTalYTES, OAAG EXEL MG GTOYO VO TOLG OVGKOAEYEL GTNV GLAAOYYT TOVI®V
eqv dev 10 eEohoBpedicovv Eykaipa, aeov Tpépetar pe uoaAidec. 'Eva optagon amnd v
AN pmopet vo okotmoet Eva maiytn axoploio. ‘Eva Tear Aowtdv pmopel va mebdver edv
épbel og emaen pe éva optagon, ektog Kot oV TPOAAPEL VAL TO GKOTMGEL TPMTO YTVTLAOVTOG
TO LLE TNV HWOTN TOV.

2y ewova 18 mov axorovbel PAETOLUE Kot TG 000vEG TOL O VIdLOD KaBDS Kot
NV GEPA ELPAVIGNG TOVG.

swova 18
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5.2 Ta xvpro oToLyEld TOV TALYVIOLOD

e autd 10 onpeio mapovoidlovral To facikd cToryeio TOL TOUYVIOOV
KaB®G Kot pio GOVTOUN TEPLYPAPN Y10 TIG WOLOTNTEG TTOV TOL SIETOVV Kol TOV TPOTO

LE TOV omoio evopynotpmdnkav péca 6to project.

To Tear (ewova 19)

H @voarida (eicdva 20)

H o¢uoolida amotereitan amd pikpéc kovkidec o1 omoieg Ppiokovton

TOTOOETNUEVEG TTEPIUETPIKA P0G KUPLOG KO TTO £VTOVTG KOVKIOOG,
TOV TUPVOL.

O maiymg avropeifetor pe TIG KOVKIOEG e TIG omoieg £pyeTal oe
emapn. Eqv €pBel oe emapn pe tov mopnva tote aviopeifeton pe
OAEG TIG KOVKIOEG YO TNV EVOTOYIO TOL.

Ka0e xovkida dvvator va aAAAEEL TNV 0mOGTOCT TNG ATt TOV
TLPNVO KAOLODVTAG TNV LOVGIKT TOL TTALYVIOL0V, ONLLOVPYDVTOG
£TG1 TLY0LOVG GYNUOTICHOVG,.
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To kovti (e1kdva 21)

To xovti Kataokevaletal and
NV TOPAUOPPMOGT EVOG AEVKOV
TETPOLYDVOV.

Ewdva yua 10 mepiypappo tov
kouToV. (T'wviog kot TAeLPAC)

To kovti avéopermvetl To puéyeddS Tov KOTA TOVG
a&oveg X kar y, divovtag v aicOnon o6t épretTon.

H xOpia 006vn Tov mayvidrov. H padpn
nepoyn elvonr 10 mhaico péoa o©TO
omoio KvoOvtal To KOUTWE GTIS TIGTESG
bonus 1 axoAovBovv v dadpoun mov
éyel oplotet and tov level editor.

swova 21

To Echofish (ewdva 22)

Ta echofishes sivat Vo TUTWV Kot givat
auta to ortola BAEmou e Se€La.

Toc0 autd 600 KoL TO TEPLYPAUUATA TOUG
£€XOUV AEUKO XpWHOL KOL YLOL VO UTTOPOUV Val
aAAdalouv amno tov level editor

Ta echofishes kwvouvtal o opadeg

otov opllovtio atova. H Taxutnta Toug
Kal n anootacn nou Ba Stavuoouv
opiletal ano tov level editor. Tpédpovtat
pe duoalideg kat mebaivouv v €pBouv
oe enadn He kamoto Tear.
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To Optagon (swdva 23)

Ta optagons OMwG KoL TA TTEPLOCOTEPQ OTOLKELD
TOU TtaXVLSLoU €lval AEUKA yLa va Umopouv
0pPYyOTEPA VA TIAPOUV OTIOLOSHTIOTE XPWHA KAl
amoteAouvTal anod To KUPLO XA TOUG, TO LATL
KOl TO TEPiypaUA TOUG.

KaBe optagon €xel kal €va target, éva onueio
6nAadn to omnoio pall pe tnv apxikn tou B€on
opileL TNV euBLYpaUN TTOopEia TNV omola Ba
okoAouBnoeL.

Toa optagons kolta{ouv TAVTA TO TIOLO KOVTLVO
Tou¢ Tear kal yivovtat 6Ao Kol o GwTeva
000 1o Anolalouv. Emiong anoteAovv aneln
yla ta Tears €KTOC Kal av Ta SeUTtepa
TIPOAGBOUV VA TA OKOTWOOUV XTUTIWVTOC TO
LE TNV HUTN TOUG.

eKkOva 23

5.3 Xepropog

O xepiopdg Tov TaryVIdoL gival TOAD amAOg Kot GOIVETOL TAPAKATO GTNV EIKOVA 24,

gwKova 24
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6. Ilapovcioon tov Level Editor ywe to “Bong”

6.1 H w0éa ko 0 Aoyog vmapéng tov Editor

O Level Editor avtod tov mayvidiod viomombnke oe C# ypnoiuonoimvrog
mv PBprlodnkn g Microsoft yio video games XNA 4.0, éno¢ kat to 1610 10 moryvidt
A wote. Xxomdg g VvmopéNg Tov elval 1 dnUovpyio TOTOV Kol 1 oknvobecia
aVTAOV, KATL T0 omoio Ba pmopovice va oKePTel KAmTOl0g OTL Umopel va yivel Kot péca
a6 ToV TNYaio KM TOL oy vidlov Kot dgv Ba elye Kot aduko. Anpovpyodvton 500
TOAD onuavtikd Oépata Ouwme pe awtd tov Tpomo. [pwtov dev Ba mpémel va Bewpeiton
dedopEVO OTL aVTOG 0 0TO10¢ KaAgital v oxedldoet TIg TOTES TOV T Vo0, 0Tt Ba
va yvopilel ond TpoypouHaTIopd Kot dgvutepov Ba ftav eEmepevikd dVGKOAO Kot
TOAD KOvpaoTiKOd KABe popd mov Oa dAlale £va aviikeipnevo ¢ moTOg, Vo TPEMEL Vo
LETAYAWDTTICOVE Kot Vo TPEEOLUE TO TPOHYPOUUA OGS amd TNV opy] Yio v dSOVUE TV
aAdayn. Etvar mo g0koAo Aomov Y10 TV GYESINOTY TV TIGTMV VO YPNCLOTOLEL va
TPOYpPOLLLL TO 01oio Ba Tov divel TV duvatdTnTa vo PAETEL TIG OAAXYEC TTOL KAVEL GE
TPOYUATIKO ¥pOVO Kot va oxedtdlel xwpig 1d1aitepo KOTO avTd OV EYEL POVIAGTEL.

Boowkd Lomdv otoryetd evog moyvidov eivar ko o game design editor. Eivat
oavtdg mov Bo amoTLVTAGEL otV 000V TG OKEYES KOU TNV QOVTOGIO TOL
oEVAPLOYPAPOL TOV €KAGTOTE TOYVIOoV. [t avtd eivor mOAD onpavtikd vo 600el
loitepn ERPACT] GTOV GYESUGHUO KOl GTNV DAOTTOINGT TOV, £TGL OGTE VO WTOPOVLE
Vo £YOVUE €VOL OTOTEAEGUO EQAIALO TOV TPOGOOKIOV poc. Oa mpémel va Adfovpe
VIOYN HOG TIG TEYVIKEG TOL UTOPOVUE VO YPNCLUOTOMCOVUE KaODG Kol TIg
SVVATOTNTEG OV [OG TPOGPEPEL 1| game engine mov ypnoipomotovpe. 'Eva kaid level
og €va moryvidl, dev gival HOVO TO YPOEIKA KOl Ol KIVIGELS TOL KAVEL O YOPUKTPOG
pog, oAAd kol €qv vmhpyovv AdOn-bugs mAved GTOV YOAPTN TOL UTOPOLV VO
ONUIOVPYNGOLVV TPUTES GTO Ty VioL, ta Aeydpeva cheats. I't avtd dev mpémet va divete
gupaon povo oty oentikn mAsvpd AL Ko GTNV TPOKTIKY|, £T61 OGTE 1 oicOnon
mov o aervel oTov TaikTn va givor 1 KaAdtepn dvvar.

2y ewova 25 ol
BAémovpe éva screenshot
tov level editor ko pia
T{oTO TOL GYESAGTNKE Yo
t0 oy vior Bong.

gwova 25
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6.2 Ta xkvpra otoryeia Level Editor

Xe avTO TO KEPAAOLO AOUTOV OVOADOVTOL O AETTOUEPDS TO, KUPLOL CTOLYEL
tov apandve level editor kabmg kot 01 SUVUTOTNTES TOL TAPEYOVTOL GTOV GYESINOTH.
Ot Aettovpyieg Tov givar o1 akOAoLOEG:

Xepwopog tng Cameras (Viewport)

To mapdBvpo Béaong tov maiyn (Viewport) eivarl oyedocpévo €161 OGTE va
axolovbBel pio cepd amd apOunuévovg koéppovs. H scaywyn evog véov koOpfou
yivetal pe 1o kovuni Y amd 1o YePotnplo, ved 1 BEon Tov emAEyETOL LE TO KOV
A. Zg kaBe kopPo odtvetan éva povadwkd ID mpokeévon va tavtomoleitan kol va
axolovBeitar to emBountd povomdrt, druTpéyovtag Tovg pe avéovoa oelpd. Kdbe
Koppog éxetl tpeic petofintég to Node ID mov avapépope mpv kot To TG akolovdeg
dvo:

Zoom: Eivat 10 m060010 g £1kdvog mov PAEmeL o maiytng dtav n camera Ppioketon

o€ aVTO TOoV KOUPO.

Speed: Eivatr n toydnto mov Ba mpémel vo éxel n camera o6tav Ppebei og owtd TOV
kopupo. H taydmra and xoéupo oe koéppo pumopel va dwpépet, divovrag £tot v
aicOnon g emtdyvvong 1 g emPpadvvong avtictorya.

Ta mapandve xopaKTNPIoTIKA £X0VV OG OMOTEAEGHO HiOG TO OPLOVIKNG Kot
KWVNUOTOYPAPIKNG EUTEPLOC.

glKOVa 26

v ewova 26 PAEmovpe dV0 KOUPOLE Kot TIG TIHEG OV EYOVUE OMGEL OTIC
HETOPANTEG TOVG. Xe auTn TNV Tepintwon 1 camera Béaong Ba Eekvnoel and tov
kouPo pe ID 4, Zoom 1 won Speed 1,36 ko ypoppikd Oa katadnéer otov képpo pe
ID 5, Zoom 1,23 kot Speed 1,3.
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Opro0éton g mictog (BoxFlow)

Ytov ypnotn diveton 1 duvatdtnTo uécw tov level editor va katackevdoet
Tpiyova 1 TeTpdmievpa péca ota onoia Ba kKivovvrotl Ta “kovtid”. Ta tplywva avtd
OTN CLVEXEWL UTOPOVV VO YPOUOTICTOVV LE OTOLOONTOTE YPMOU, OAAALOVTOG TNV
RGB petafAintm tovs. IN'a kdbe opdda tprydveov mov opilel Eva povomdrt, o mpémet
va dnovpynBet pia por|. O ypNoTNG TO HOVO TOL TTPEMEL VoL KAVEL lval va opioetl TNV
apetnpic and O6mov Oa Eekvave ta kovTid Kot va emAééel v emioyn “Make
BoxFlow”. Avtopdtmg péca og kabe oudda tprydvov Oa dnuovpyndodv ta Kovtid
uTpeg To omoia eivat vtevhvvVA Yo TV TaPAy®YN VE®V KOLTIOV. Emiong ektedmvtog
mv enthoyn “Make BoxFlow” kdbe tpiymvo mhéov amoktd £va fEAOG TO 0moio deiyvel
Tt KatevBuvon v omoia Ba mpémer va axkorlovOncet éva kovuti av yevvnbet ekel. O
OoYEOLOOTNG £XEL TAVTA TOV TEAEVLTOIO0 AOY® MG TPOG TNV KATeEHOBLVGT TV BEADV 0POV
avd maoo otiypr] umopel va v oAAGEEL EMALYOVTOG TO GUYKEKPYEVO TPIy®OVO Kot
ypnowomowwvtog to D-Pad. Ta kovtid and tnv otyuny mov Oa dnpovpynbovve
épmovtat omd TPiywvo og Tpiywvo Kot 0AAALOVY TO YPOO TOVS GOUPMOVOL LE TO YPDLLOL
TOV TPLY®VOL 6T0 0Toio BpioKovtal Ko aAAALOVV TNV TopEin TOVG OTAV KATOL0 Y®Via
TOVG Pyel eKTOG TOL povoratiov. AkolovBobv dvo screenshots to omoia deiyvouv TG
katackevdletar to BoxFlow otov editor (swkova 27) kot mowg owtd delyvel kotd v
duprela Tov moryvids (swova 28).

gwkova 27

glKOvVa 28
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Ewaymyn avrikeipévov

XPNOWOTOUDVTOG TNV KATAAANAN €MA0YN omd TO HEVOL ToL euaviletal
natOvtog to mAnKtpo B oto controller, o ypfiotng umopei vo. gicdyel didpopa
avtikeipevo oty mioto, 6nmg echofishes, optagones kot biteNotes. O ypfiotng pmopet
va aALGEeL TO ypopa KaOe avtikelpévou arridlovtag To avtictotyo RGB property, mv
0éom tov kaBmg Kot TV Kivnon v omoia BéAel va ektelel To avtikeipevo. Emiong
otov oyedlootel dlvetar | emdoyn va dwaypdyet éva avtikeipevo. 'Eva otiypiotumo
tov level editor kotd v didpKela TOV E1GAYOVUE AVTIKEINEVO UTOPODUE VO dovuE
TOPUKATO oTNV £1KOVA 29.

gKova 29

Ewayoyn ewdwkav epé (Special Effects)

Aol mpdTo KaTOoKELACOVUE TO €W0KO €€ mov Béhovue pe to Mercury
Particle Engine kot 1o amobnkevcovpe oe popery XML pmopovpe mAéov vo TO
nepacovpe otov level editor. Amapaitntn mpodmdOeon yio vo pmopécovps va
AVOTOPAYOVUE TO €QE UG eivol TPpAOTH v Egovpe @optdcel v Pifiodnkn tov
Mercury Particle Engine.

[Matdvtoag to mnktpo A kot emidéyovtog omd to pevov “add smoke effect”,
eupaviCetoar onv 006vn pia wkdva pe Eva cOHVVEQEO, TO 0ol PTopovpE av BEAoVLLE
va 10 aAAdEovpe Béon M va to offoovpe. Ao avtd T0 cOvvepo Ba dnurovpynOei
apyoTtepPa £voL EQPE KOmVOL TO OTTO10 £YEL MG 0TOYO Vo KpOWEL gite xBpovg eite KovTIA
KOl YEVIKOTEPO VO OVGKOAEWEL TNV OPOTATNTO TOL TTALYTN. LTIC TapaKdT®m ekoveg 30
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— 31 PAémovpe TV OadIKOGIOL EIGOYMYNG TOL EWOIKOV €€ KOOMC Kol TO TEMKO
amotélecuo Tov PAETEL oV 000V TOL O ¥PNOTNG.

swova 30

gwova 31
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7. Arnartioeig Xvompatos - Eykatdotaon

7.1 Aratogic Lvotuoatog - Eykatdotaon

INo vo ektedécovue 1060 TO TOLYVidL, Oco koi tov level editor eivon
OTOPOATNTO O VITOAOYLOTHG LaG Vo O100ETEL TA TOPUKAT®:

e Acttovpyko Xvotnpo Windows XP Service Pack 2, 1 vedtepn ékdoon.
o Kapta ypagpikdv 1 onoio va vrootpilel to Arydtepo Shader Model 1.1.
o Xepiotypro USB Microsoft Xbox 360.

Ocov agopd v £ykatdotacn TO HOVO MOV TPEMEL VO KAVOLUE Eglval va
exteAéoovpe 10 apyeio “Bong.application” ywo to moryvidt Kot tO opyeio
“BongPathBoxEditor.application” ywo. tov level Editor. Metd v eykatdotaon ta
O apyeio O YPNCIULOTOLOVLLE KO Y10 TV EKTEALECT) TV AVTIGTOLY MV EQOUPLOYDV.
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