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IIpoioyog

H dnovpyio evog maryvidtod omotelel mavta pio TpdKANen mov cuvovalel teyxvikég deE10TnNTe e
onuovpywdémto. H mopodoa epyacio amotéAece yio LEVOL oL LOVASTKT evkanpio vo eufabive otic
Booikég teyvoloyieg Tov Web kol va €papuocm TG YVOOES LoV oTn onuovpyio evog mANpC
AEITOLPYIKOD TO VIS0V, Méoa amd avt TN dtdikacia, Oyl LOVO KOTAPEPQ VO, KATAVONcm o€ Pabog
Tov Tpdmo Aertovpyiag Tov browser kor ™ Swxeipion TV 6£d0UEVOV KOl TOV GUUPBAVI®V, OAAG
OTEKTIO0 KOl EUTELPIO OT GYESIAOT OPYITEKTOVIKMDV TPOTOTTOV TOL S10c@oAilovv TN cuvTnpNodT T
KOl TNV EMEKTACILOTNTA EVOG EPYOV.

O&Am VO ELYOPLOTHCM OAOVG OGOVG e GTNPIEAY GE aVTH TNV TPOCTADELN, Kol EOTKA TOVG KoONYNTEG
LLOL Y10, TIC TOAVTIUEG KOTELODVGELG KO T YVAOOT] TOV [LOV TPOGEPEPUV.



Iepiinyn

H mapovoa mruylokn epyacio €0TIdlEl oTNV avaAivoTn Kal TeKUnpioon e avamtuéng evog browser-
based turn-based moyvidion, viomomuévov amokielotikd pe ™ ypnon HTML, CSS kot Vanilla
JavaScript. Zt030g €lvar 1 mapovoioon TG APYITEKTOVIKNAG, TV POCIKOV GUOTOTIKGOV KOl TOV
UNYoVIocU®v ov otnpilovv Tn Asttovpyia Tov Toyvidlod, Omwe To game loop, 0 ¥eplopdc cuuPavioy
Kot 1 olaeipton Tov game state. EmmAéov, avadgicvoovTol ot TEXVIKEG SLGKOMEG TOV TPOEKLY OV KUTA
TNV vAozoinon, kabmg Kat o1 duvatdtnteg enéktacng Kot feitioong tov Epyov. H epyacio vroypoppilet
TN onpacio ¢ Kabapng apyItEKTOVIKNG Kot TG 0pONg opyavmonc Tov KOJIKA, OTOSEIKVOOVTOC OTL 1|
dnuovpyic. AEITOVPYIKOV KOl ETEKTACILMY TOLYVIOIDV Eivol EPIKTN ¥w@pig ™ ¥pNo1 eEEOIKELUEVDV
gpyareiov 1 frameworks.



«Development of an Electronic RPG Game»

«Christodoulos Kestelidis»

Abstract

This thesis focuses on the analysis and documentation of the development of a browser-based turn-based
game, implemented solely using HTML, CSS, and Vanilla JavaScript. The main objective is to present
the architecture, key components, and mechanisms underlying the game's functionality, including the
game loop, event handling, and game state management. Furthermore, the technical challenges
encountered during development, as well as the possibilities for future expansion and improvement, are
highlighted. This work emphasizes the importance of clean architecture and proper code organization,
demonstrating that the creation of functional and scalable games is feasible without the use of
specialized tools or frameworks.



Evyaprotieg

AQlep@VO 0VTH TNV EPYAGIN GTNV OIKOYEVELY OV, TOV e oTNPIEE adtdkoma kad’ OAn T didpKeln TV
oTOVOMV HOoV, KAOMC Kol 6TOVG KaBNYNTEG oL oV pe evémvevcav Ko pe kabodniynoav. Emiong,
APIEPDV® OVTO TO £PY0 GE OAOVG OGOVG AYUTOLV VA, SNUIOLPYOVV Kot va, pafaivovv, yloti 1 yvaoon etvat
TO peyoAnTePo Ta&iot.
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Ewcayayn

Kepaiawo 1o: Ewsayom)

H paydaio avantoén g texvoroyiog Tig TeAevTaies deKaeTies £xel emnpedoetl kKaboploTiKd ToV
YDOPO TNG Yuyoywyiog, 1e To NAEKTPOVIKA Ttaryvida (video games) va amotelohv Evav amd Tovg
ONUOVTIKOTEPOVS TOUEIG TNG WNOLOKNG KOVATOUPOS. ATO omAég HOPPEG O100KESAONG TIOV
Eexivnoav t dekoetioo tov 1970, Ta video games £yovv e&glyel o€ TOADTAOKES, S1OOPACTIKES
eumelpieg mov ovvovalovv otoryelon aEYNong, TEXVOAOYIaG, TEXVNG KOl KOWMVIKNG
oAANAETIOpaoTG.

Nuepo, n Pounyovie tov video games dev meplopileron pdévo ot SokENGT, OAAA
enekTeiVETOL G€ TOUEIS OTMG 1 EKTTAIOELOT, 1] TPOGOUOIWGT, 1| KOWVMVIKT SIKTOMOT KOt KON
KO 1] ETOYYEALOTIKTY EVOCYOANOT HEC® TWV €SPOTts.

H napovca epyacio evtdooseton o avtd 10 TAAiG10, E6TIALOVTOC TOGO GTNV ovAvoT TV video
games MG PoVOLEVO, OGO Kal 6T dnpovpyia evog 0kov pog watyvidov RPG, pe otoyo v
KATOVON G TV TEYVOAOYIDV, TWV UIYOVIGUAOV KOl TWV TPOKANGEMV TOL EUTEPLEYELT OVATTVEN
€VOG TETOL0V €PYOV.

1.1 Video Games

Ta niextpovikd moryvidlo (Video games) amoteAovv d1adpacTikd Ynelokd péoa yoyoywyiog,
oto. omoio. 0 YPNOTNG OAANAEMOPAE pe €va €KOVIKO TEPPAAAOV UEC® VTOAOYIGTIKDOV
CLOTNUATOV, KOVGOADY 1 popnT®V cvokev®v. H Bacikr] tovg dapopd amd GALEC HOPPEG
YNOWKNG YOYoayoyiag €yKETol 610 YEYOVOS OTL GmOUTOVV T GLVEXN GUUUETOYN] KOl TIG
ATOPACELS TOV TaiKTN, 01 omoieg emnpedlovv aueco v e£EMEN g epumepiag [3].

H 1otopia tmv video games Eekvd tn dekoaetio Tov 1950, 6TOV 6€ TAVETIGTIUOKA EPYOOTHPLO
VIOAOYIGTMOV SMUIOVPYNONKOV Ol TPATEC OMAEC TPOCOUOLDOEL;, Onwg o Tennis for Two
(1958) Tov William Higinbotham kot to Spacewar! (1962) an6 tovg Steve Russell kot v
oudda tov oto MIT. Ztn dekaetia Tov 1970, pe v xvkAogopia tov Pong (1972) and v
Atari, ta video games Gpytoav vo, 0rokTovy EUTOPIKO YOPaKTHPO. Kot va KafioTavTol SnUopiAn
070 €vpv kowod. H mepiodoc avty onuatoddtnoe t yévvnon g Propnyaviag tmv video games,
N omoia yvopioe paydaio avamtuén ta emopeva xpovia [2]/[1].

Katd ™ dexaetia tov 1980 mapatnpndnke onpavtik tpdodog 1060 610 oyedoid 660 Kot
OTNV TEXVOAOYIOD TV TOLVIOUDV, LE TNV EI0AYNOYT TPOCOTIKMOV VITOAOYIGTOV KUl GOPNTAOV
oLOKEL®V, gvd M dekaeTio Tov 1990 onuatoddtnoe TV KaOEPOON TOV TPIGOECTUTMOV
YPOPIKMV KOl TOV KOVEOAMV VES YEVIAC, 0Ttw¢ to PlayStation kot to Nintendo 64. Xtov 210
alova, 1 ovATTLEN TOL OUOIKTOOL KOl TOV YNELIKAOV ayopdv UETEROAE €k VEOV TO TOTiO,
Kabotovtag duvartn 1Tr OWdIKTLOKY ovuvepyacio Kot aviuapdfeon HETOED TOUKTOV
(multiplayer online gaming), evé tavtdoypova GvolEe Tov SpOUO Yoo THV Gvodo TMV
aveEaptntov (indie) dnpuovpydv Kot TG SVOUNG TOVISIDV HEGH TAATPOPUOV OTMS TO
Steam [2].

To video games, Tépav 10V POLOV TOVG MG HOPPT] YLYAYDYIOS, EXOVV TALOV OVAYVOPIGTEL KoL
®G TOMTIOTIKO Kol KOAMTEXVIKO HEGO. ATOTEAOVLV €PYOAEID AQPNYNONG, TPOGOUOIMONG
KOW®VIKOV KOTUOGTAGE®V Kot avanTuéng kpttikng okéync. EmmAéov, n frounyovia tov video
games cuyKataAEyeTol TAEOV OVALEGO OTIG TO KEPOOPOPES GTOV TOUEN TNG Yuyaymyiag,
EEMEPVMOVTOG G€ TAYKOGLO £5000 TN LOVGIKN KO TOV KIVILOTOYPAPO.
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H cvveymg e€EMEN Tovg Guvdéetar e TV TPOodo NG TEXVOAOYING: amd TNV TEXVNTH VONUooHvy
Kol T QUoIkn aAAniemidpacn (mMotion sensing) péypt v E€KOVIKA Kot emowénuévn
npaypotikdétTa, To Video games mpocapudlovior otig véeg cuvinkeg kot TpomOovv
Kovotopeg eumelpieg. Qg ek T00HTOV, 1 HEAETN TOVG OV APOPE HOVO TNV Yuyxoymyio, oAl
ayyilel media OTwe 1 EKTAIdEVOT, N EMGTILOVIKY EPELVA KOl 1] KOWVMVIKT OVATTUE.

Extoc and v teyvoroykn toug e£EMEN Kat Tov moMTIoTIKO TOVE avTikTumo, ta Video games
PO POTOLOVVTAL KL GE GYECT UE TO TTEPLEYOUEVO, TOV GTOYO KoL T HOPPT| AAANAETIOpOCNC
TOL TPOGPEPOLV  6TOVG  Toiktec. Xt PifAoypagio. cvvavtdpe Sdpopa  GyfuoTO
KOTNYOPlOTOiNnoMg, LE TIC O GLYVES Katnyopieg va teptlapupdvouy [9]:

e Action games: mayvidia mov Pacilovol otny TaydTNTO, TNV OVTOVOKALGTIKOTNTO, KOl
TOV GUVTOVIGUO TOV TTOAKTY.

e Role-Playing Games (RPGS): maiyvidio 6mov o moiktg ovalappdvel tov polo evog
yopaxtnpa kot eEehicoeton p€oa o VOV QOVIOOTIKO KOGLO.

e Strategy games: eotidlovv oTOV GYESGUO KOl TN ANYN OTOQAGE®V, GLYVA GE

TPOAYLOTIKO ¥pOVO M LE TN HOPOT YOP®V.
e Simulation games: avamapdyovv mruxég g Tpayuatikng (ong, Omwc n TTHoN, M

odnynon N N dwayeipion TOPwV.
e Sports & Racing games: avomopaoTaoels aOANUAT®OVY 1} ay®VIGUATOV ToOTNTOC.

e Adventure games: maiyvidio Tov divovv Eueoocn otny €EpElivNo Kal TV APHyNo.

H mopoamdve ta&ivounon Aettovpyel o¢ poe mpodtn €VOEEN NG MOIKIAOUOPOING T®V
NAEKTPOVIK®OV oty violmv. H avaAivtikh mapovsioon Kot Siepedvinon TV PaciK®V KOTyopidv
Bo mpaypotonmombei ektevidg oto Kepaharwo 2 — Katnyopieg Video Games, 6mov 6Oa
emyepnOel kot po ovvoeon pe 1o €idog Tov RPG mov avortiybnke 6to mAaicto g mapovoog
gpyaciog.

1.2 Kivntpo kot Zvveto@opa

H avéntuén evdg niektpovikod moyvidlo 610 TAOIGLO LG TTUYLOKNG EpYaciog OV amoTeAel
LOVO ol OMHoVPYIKN O1e01KOGTo OAAG KoL Lo OVGLOGTIKT oK LaikT) TpoKkAnon. To kivntpo
Tiow® amd v Tapovoa epyacio nnydlel amd v avavopevn onuacio mov katéyovy ta Video
games o1t o0yyxpovn Kowwvie, TG0 O HOPPT YuYoymyios 0G0 Kot ¢ TESIO TEYVOAOYIKNG
kowvotoptog. Ta mayvidw Exovv eEehybel oe évav amd Tovg To KEPIOPOPOLS KAAOOVS TNg
naykoopog fropunyoviog tov pécmv, e £60d0 mov Eemepvolv TALOV TOV KIVIILATOYPAPO Kot
™ HOVGIKT Bropmyavia.

g IPOCOMIKO €MimedO, TO KIvNTPO Yoo TNV EMAOYN ToL BEpatog cvvdéetar pe v embopio
eupabouvong omv avamntvén SdPACTIKOV EPAPLOYDV TOL GLVOLALOLY TPOYPUUUATIGUO,
ypopkd kot aenynon. H viomoinon evog RPG (Role-Playing Game) amotelei wbovikn
TPOKANGT|, KOOMG TO CLYKEKPIUEVO €100G amattel GLVOLACUO UNYOVICUOV PAYNGS, dlayeiplong
nopwv Kot cevaplakng e&EMEnc. 'Etot, ) epyacia dev meplopiletot oty T)VIKN 0140TACT, QALY
ayyilel kot 10 medio TG GYESCTIKNG OKEYNG KoL TNG QPN YNLUATIKNG EUTEIPIOG, GTOLKEIR TTOV
avayvopifovral og koppucd otn Oempia tov game design [11].
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H ovvelspopd g epyaciog evtomiletat € dVO KOPLEG S10GTACELS:

1. Axkadonpoikn ocvvero@opd: Méca amd v avéAlvon Kot TV vAoToinon topovctaletol
éva TaPAdEyO KATAGKEVHG NAEKTPOVIKOD Toyvidlon pe ypnon web technologies
(HTML, CSS, JavaScript) yopig v a&lomoinon ewtepikdv frameworks. Me avtdv
TOV TPOTO EMOEIKVOETOL TOG UTOPOLV Vo a&lomombovv ot Bacikég Teyvoroyieg Tov
10TOD Yoo TNV OVOATTUEN TANPOS AEITOLPYIKOV KOl OlOSPUCTIKOV  EQUPLOYDV,
TPOGPEPOVTAG L0l SOAKTIKN PAOT Y10 QOITNTEG KoL EPEVVNTEG.

2. TIpoaxtui ovvero@opd: H epyacio mapéyet Evayv oLokANp®pUEVO 00MYO-TpOTLTO Y10, TN
dnuovpyia evog RPG mayvidio, mtapovstdlovtag tn SO apyeimv, TNV opYLITEKTOVIKY,
TOVG UNYOVICUOVS UdyMG Kol TIG TEXVIKEG Olayeipiong Koataoctacewv. EmumAéov, n
eumepio avVATTLENG KOTAYPAPEL TA EUTOSIOL KOl TIG AVGELS TOV VoBeTONKAV, YEYOVOG

oL Umopel var pavel ¥pGIUO 6€ HEAAOVTIKOVS O1)HOVPYOVS TTALYVIOUDV.

TéNoc, n epguvntik a&la TG mopovcag epyaciag £yKettal ot cvvdeon Bewpiag kot Tpaéng:
amd Vv mapovciaon Tov Bempntikod vdfabpov yio Ta Video games kat Tig Kot yopieg Tovg,
€m0C TNV 0VOALGT TOL TPOTOL LE TOV OTTOI10 TOL TEXVIKA EPYAAEID KOl O1 UNYOVIGHOT ToLyVIO100
umopohv va amod®covy po. oAokANpouévn sumelpio xpnot. ‘Etol, n epyacio cuvelopépet
oTNV OKOONUOIKT cu{HTNoT YOP® amd TNV 0E0TOINoT TOV TEYVOAOYIDV 16TOV GTN ONUIoVPYia
SOPUCTIKOV  eumelptdv Kot  emPefordvel 1oV moudoymyikd poAo Tov  Umopovv  va
SO PALOTICOVV Ta TOLYVIOO GTNV EKTOOEVTIKT] SLOOIKOGIOL.

1.3 Ileprypa@n Tov TOLVIOL0D

To mayvidl Tov avolvetor otnv Tapovoa epyacio amotelel évav 2D browser-based titho
STPUTNYIKNG N pnNyovicpo pnayns mov Pacilerar o€ yopovg (turn-based combat system).
O maikng avorapPaver Tov EAeyxo U0G ORAONG OO POVTACTIKA “TITGOpoppa” TAdCUATO
(Yvootd kot og pizzas) kot KeAeital vo ovVTIHETOTIGEL OVTITAAES OUAOES O OL0DOYIKES LAXES,
ot onoieg ektvdicoovtat og TepPariiov HTML canvas kou JavaScript DOM rendering.

Omntikd, To matyvidl viobetel pa aodntikn tomov pixel-art, pe yapaktipeg kot TepPaiiovo
7oL £yovv dnuovpynOel oe popen sprites. H diemapn ypfot €ivor amin Kot AEITovpyiky, 1e
10, Paowkd otoyeion Tov gameplay va mapovotdlovror kabopd oTov maiKTn: O100£01UEG
evépyeteg, katdotoon Long (HP), evepyda status effects ko turn order.

Katd ) odpkelo kdOe pdyng, o maiktg Kot 0 avtinaAog evoAAdccovVTal GTov pOAO TOV
emtifépevov. O maikg emhéyet pia omod Tic dobéoeg evépyeteg (attacks 1 abilities), o omoieg
umopet va mpokarécovv {nuid otov €x0pd, va emnpedcovy TV KATAGTOoN TOL (.. Status
effects onwg “clumsy” 1 “saucy”) 1 va Tpoceépovv vootpiEn oty opddae tov (1t.y. healing
1N status recovery). H otpatnywn éykertar otnv €Eumvn (pnon TV EVEPYEIDY, GTNV GAAXYN
HEADV TNG OUAd0G (T, OVTIKATAGTAON EVOC TPOVUOTICUEVOD Pizza), oALd Kot 6T dlayeipion
avtikelévoy (items) to omoior 0 maikTNG UTOPEL VO XPNOULOTOUGEL KOTO T SLAPKELL TNG
Hayne.
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H «d0¢ mitoa (povada pdync) dbétet Ta €€N1G YopaKTNPIoTIKA:
e HP (Health Points): H {on ™™g povdadac, n omoia petdveton 6tav déxetan enibeon.
e Level & XP: To eninedo eumepiog kat 1 1pdodd¢ TG TPOS T0 ENOUEVO EMIMEDO.

e Type: O tonog ¢ mitoog (.. Spicy, veggie, fungi) mov Bo propovoe o€ LEAAOVTIKN
avantuén va £xel pOAo 6€ GuoTHATA TOTTOL “TOCK-paper-scissors”.

e Available Actions: O emBéoeig/evépyeleg mov £xel otn d1dbeon ™G,

H pon tov mayvidiod kabopiletor amd Evav punyaviepod “TurnCycle”, o onoiog dwayepileton
eVOANGE TIC evépyeleg TOL TOIKTN Kol TOL AVIUTOAOL, TOPOKOAOLOEL TNV Katdotaon KAOe
Hovadag Kol aviyveLEL TOTE Pidt OpLAda YAvel OA Ta EvePYd LEAN TNG. X€ QTN TNV TEPIMTWOON,
N Haym AYEL Kot TPOKVTTEL EVAG VIKNTNG.

Ot avtitaAol (enemies) eivor TPOEYKOTESTNUEVOL YOPOUKTNPEG UE OLYKEKPIUEVO SPrites,
oTaTIoTIKA Ko cuvBEoelg opadwv. Kabe pdym cvvoéetan pe éva yeyovog (m.y. 1 €l00d0¢ o€ évav
x®po N N ovvavinon pe évoav NPC), kdtt mtov mpocdidel 610 Tayvidl T HLOPPY] GEVOPIUKNG
eEEMENG.

H vAomoinon tov moyvidov £xet yivel e 6TOYO TN CUPNVELL, TNV ETEKTUCLUHOTNTO KO TNV
eknadevtiky ofio. O kddwkog sivor modular, ko kabe empépovg koupdtt (m.y. Menus,
combat mechanics, player state, enemies, actions) Bpicketon o€ Egxmpiotd apyeio. Mg avtdv
TOV TPOTO, OIEVKOAVVETAL TOGO 1] GLVTHPNON OGO KOl 1) LEALOVTIKY EMEKTACT) TOV TOLYVIOLOV,
elte pe mpooOnkm véwv Asrtovpyldv eite pe ooy g Soung yYmpic vo emnpedletol to
VTOAOUTO GLGTN O

SVVOMKGE, TO TayVvidl amotelel £va TANP®G Asrtovpykd mapdderypa pnyoviepoo turn-based
payms, Pacicpévo eE0AOKANPOL GE TEXVOAOYIES 10TOV KOl EVOEIKTIKO TMV OVVOATOTHTMOV TOL
npooPépel M JavaScript oty Kataokevr] SldpOoTIKOV £QUPUOYOV Ympic eEmTepikég
BipAoOnkec 1 game engines.

1.4 MeBodolroyio avaivong

H mpocéyyion mov axorovbnbnke yio v avaivon e tapovoag epyaciog eivor ok Kot
AgrTovpyIKY, He GTOYO TNV WANPN KOTOVONOT] TOL TPOTOL WE TOV OmMoio avamtvydnke To
oy Vidl, TOV TEYVOAOYLDV TOL YpNoomomdnKay, Kab®G Kot Tov TPOTOL WE TOV ONOi0
ouvepydlovtal To EMPUEPOVS UEPT TNG EPAPUOYNG.

H avéivon Paciotnke otig mapakdto peBodoroykés apyés:

Avayvoon Kot opyavmon Tov aNyeiov KOOKa

Apywcd, oAOKANPN M doun Tov £pyov eEETAOTNKE OGTE VO KATOVONOEL 11 APYLTEKTOVIKIY] TOV
GUGTILOTOG: ol gival T Bacikd apyeio, Tdg avTd dlacvVdLovTal, Kot Toog ivol 0 pOAOG
T0V¢ 610 TEMKO amotéreopa. Eywve cuotnuatikny pekétn tov JavaScript apyeiov, g HTML
KO TOV GTOTIKOV TOP®V (€1KOVES, sprites, icons KTA).

ALGKPLOT] AOYIK®V EVOTHTOV
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O myaiog KMOKAG doympiotnke o€ AMOYIKES EVOTNTES OTTMG:
o Koartdotaon maiktn (PlayerState)
e Awyeipion avriraimv (Enemies)
e  Movtéha mitoag (Pizzas)
e  Xvotnuo evepyel@v (Actions)
e Game loop (TurnCycle & Battle flow)
o Ul Xtoyygia ko1 Animation

Mo xabe plo amd avtég Tig evotnteg, evromiotnkav to Pacikd onueion Asttovpyiog wot
OAANAETIOPOOTG LE TOL VITOAOUTA LLEPT] TNG EPAPLOYTG.

MMoapaxorovOnon g pong ektéreons (execution flow)

MeletOnke n pof} TOV YEYOVOTMV 0O TN GTIYUN TOL EEKVA oL pdym g ) AMEN TS, u1e
OKOTO VO YIVEL KATOVONTOC O UNYOVIGHOG EVOALUYNG YOP®V, EKTEAEGNC EVEPYELDV, OOXEIPIONG
Kataotaoewv (Status effects), epappoyng (nudc ko evnuépwong tov interface.

[dwaitepn mpocoyn 06ONKe GTOV PNYAVIGHO EveEPyomOinong TOV EVENts, onwg eppavifovrot
oto. avtikeipevo tomov textMessage, stateChange, animation, kot otov Tpdmo pe tov omoio
avtoi "aAvcdwTtd" dnovpyovv TV eumelpia Layng.

Avalvon g Aoyikng yopis eEmtepikéc Prpiodnkeg

Kabog to moyvidt eivon viomompévo amokisiotikd pe Vanilla JavaScript, yopic ™ ypnon
frameworks 7 engines, 660nke éupacn 6to TMOG EMTEVYONKE OLTH 1 AEITOVPYIKOTNTOL:

e Anuovpyia kot dwyeipion DOM otoryeiowv pe document.createElement
e  Evnuépoon Ul pe Bdon v katdotaon ToV avIIKEIWEVOY
e Xpnon khooikng OOP mpocéyyiong (ue class) koar modular apyrtektovikng

e Xyedwopoc wkpov helper functions omwc to utils.emitEvent() yw avtadiioyn
dedoéVmV HETAED HOVAd®V

Kotaypa@1] TexViKOV TpoKAMGE®V KUl GYEOLUCTIKAV EMAOYAOV
Téhog, emonuavOnkay To onueior TOL KOJKO OOV EVIOTIGTNKOV TEYVIKES TPOKATCELS, OTMC:
e H dwoyeipion tov ypdvov kot tov animations (pe await kou custom event systems)

e H ovvbeon tov avrikewévov Combatant, Team, Battle, mov dayepilovrar moAlég
evBvveg TV TOYPOVA

e O 1pémog pe tov omoio viomowbnkav ta custom behaviors péocw JSON-like
avTiKeWEVeV (.. actions, events), amopehyovtag emavaAnym KOS

H peBodoroyia avtn emtpémer Oyt pOVO TV KOTAVONGN TOL TPOTOL AELTOVPYIOGS TNG
EPAPLOYNG, CALA KOL TNV TEKUNPIMOCT TOV 6X€OLAGH0V, KAODS Kot TNV anoTOT®mon Tlavev
BEATIOGEMV 1] TPOEKTAGEWDV GE LEAAOVTIKES EKOOGELG.
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1.5 Aopn tov gyypagov

H moapovoa wtoylakn epyoacio eivor opyavopévn pe t€totov Tpdémo wote vo, kabodnyet tov
avayvmoTnN omd TN YEVIKY] TEPLYPOUPY] TOL £pyov £m¢g TV €15 Pdbog texvikn avaivon tov
emuépovg otoyyeiov. H doun g epyaciog akolovbel Loyikn Kot otadiokn Tpododo, ®ote Kabe
KEQPAAALO VO O1KOSOUEL TAV® GTIG EVVOIEG KO TOL GUUTEPACUOTO TMV TPONYOOUEVOV.

Xvuykekpyéva, n epyocio aroteleiton omd ta ENg Pacikd kepaiaio:

Kepdaimo 1: Evocoyoyn

[Mapovoidleton 0 avtikeipevo, To Kivntpa Kot ot otdyolr NG mruyokns. Emmiéov,
TEPLYPAPETAL | OO TOL EYYPAPOV MOTE VO SIELKOALVOEL M AvAyv®OT Kot KoTtavonon g
mopeiag TG aveAvonc.

Kepaimo 2: Katnyopieg Video Games

IMveton avaeopd otig Kupdtepeg kotnyopieg Pwvteomaryvidoidv (RPG, Action, Strategy,
Simulation, Adventure x.d.) kot e€etdlovtor ta 1Wwitepa YOPAKTNPIOTIKA TOLS. Afveton
Waitepn éueaon ota RPGs, ta onoia oyetiCovtan e 10 avtikeipevo g epyaciog.

Kepaioo 3: Teyvoroyieg mov Xpnoipomorovvron yio Ty Avdrtoén Video Games

[Tapovcialovion o1 TeyvoAOYiEG TOV YPNOUOTOOVVTAL Y10, TNV OVATTLEN TALYVIOU®Y, OO TO
game engines (Unity, Unreal Engine, Godot) émg 115 te)voA0Yiec dradiktoov (HTML, CSS,
JavaScript). Edw1| avagopd yivetar oty xpnon Vanilla JS ko oty enthoyn npocéyyiong “no-
framework”.

Kepaiorwo 4: Teyvoroyiko Ynofadpo

€ avTO TO KEPAAOLO OVOADOVTOL O1 TEYVOAOYIES TTOL YPNCLOTOON KAV Y10l TNV KOTOUGKELT] TOV
nayvidlon, ue éueoon otn ypnon Vanilla JavaScript, HTML kot CSS, kabdg ko otn
erooopia Tov "no-framework™ development. E&etaleton ) onuacio g anovoiog eEwtepikdv
BAoONKOV Ko M emidpacn aVTNG TNG EMAOYNG GTNV OPYLTEKTOVIKY KOl TN GUVTHPNGCT TOL
épyov

Kegpdraro 5: Apyprektoviki Tov K@dwka

[Topovo1dleTor 1 GUVOAKT APYITEKTOVIKN TNG EPUPLOYNG, LE AVAPOPA 6TIS BacIKEG KaTnyopleg
apyeimv (State, Content, Battle, Ul xt)), otov poro kéOe apyeiov kat 6Ttov TpdTo (e Tov 0moio
avtd emkovaovoLv. [apéyovror oynpoTe Kot StoypaIaTo Yo TNV OTTIKOTOINGT TS OOUNG.

Kepaiao 6: Mnyaviepoc Mayng & Game Loop

Eppaddvoovpe otov tpémO mov vAomoteiton n "kapdid" Tov mayvidloh — 10 GVGTNHO LAyNG.
[Teprypdpetar n celpd evePYELDV, O YEPIGUOS TV YEYOVOT®V (EVENLS), ot evarrayég yopmv, N
dwyeipon evepyewdv (Skills, animations, aAlayég katdotaong), Kot 1 xpNion ™G KAAoNG
TurnCycle.

Kepahiaro 7: Xpijon Ul & DOM Manipulation
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E&etdleton mmg vA0TO100VTOL TO OTTTIKG GTOLYEID TOV oY VIO00, TAS evnuepmvetal To DOM
KOTO TN SIIPKELN TOV HOXDV, KOl TOS OTOTLITMVOVTOL Ol KOTOOTAGES TOV TOLYVISOD GTOV
¥PNoTN Ke T xpnomn KAdoewv 6nwg Team, Combatant, Battle, «.d.

Kepaimo 8: To Mérhhov Tov Video Games

E&etalovton o1 o0yypoveg TAGELS Kot LEAAOVTIKEG TTPOOTTIKES TG Plopmyaviag TV oy vidudy,
o6mwg 10 cloud gaming, ot teyvoroyiegc VR/AR, 1 evompdtwon teyvnTig vonHosvuvng Kot ot
KOWOVIKES d100TAGELS Tov gaming. To ke@dAaio avtd Aertovpyel oG TeYVOA0YIKS VITOPO po
YL TV KoTavonon g Epyaciog.

Kepaiaro 9: Zopnepaopoto Kor TpoonTikeg
To televtaio keQAAMO TEPIAAUPAVEL T GUVOAIKY] OTOTIUNGN TOV €PYOV, KaODG Kot TOOVES

TPOEKTAGELS Kot BEATIOGELS 6TO PEAAOV — OT(OG 1| TpocHnkn 1yov, multiplayer dvvatdTNTEg,
ypnon canvas/ WebGL 1] vioBétnon frameworks.



Kamyopieg Video Games

Keparawo 20: Katnyopieg Video Games

H ta&ivépunon tov nAeKTpoviKdV motyvioudmv amotelel Oepeddes frina yio v Katavonon g
e&EMENC Kot ¢ MowAiag Tovg. Méca amd TNV KOTNyoplomoinon avadeikvhioviol ot
OPOPETIKEG EUTELPIEG TOV TTPOGPEPOLV, Ol GYESWCTIKES PLAOCOPie OV akolovbohv ot
dNovpyoi Kot 01 TPOTOL LE TOLG OTOIOVE 01 TOUKTEG AAANAETIOPOVV LE TOV YNOPLOKO KOGUO.

Xm Biproypagio Exovv mpotabel moivapiOueg mpooceyyioelg tagivounons, omd amhovg
S ®PIGHOVE GE «action» Kat «strategy» £m¢ mo ToAVTAOKA GYNUate Tov AaUPdvouy vdyn
KOWMVIKEG, TEYVOLOYIKEG Kol apnynuatikég owotdoelg (Apperley, 2006- Wolf, 2001). Xto
TapoOv ke@aioto viobeteitan pio Asttovpykn tagvounon Paciopévn Kupimg oto gameplay kot
TOVG 6TOYOVS TOV KAOE £100VG.

E&etalovtar €& Pacikéc kotnyopieg — Action Games, Role-Playing Games (RPGs), Strategy
Games, Simulation Games, Sports & Racing Games ko1r Adventure Games — o1 omoieg
OTOTLTIMOVOLY TNV gvpein YKAUO EUTEPIOV OV umopel va mpooeépel éva video game. H
avaAVoN VT AmoTEAEL TO EVVOI0A0YIKO LTOPaBPO TG epyaciog, KaODS To VIO PeEAETN ToyVidl
OVIKEL 6T oLYKEKPUEVT owkoyévela twv RPGs [10].

2.1 Action Games

Ta Action Games amoteAovv €va, amd Ta To SloPOVIKA Kot SNUOPIAT €101 NAEKTPOVIKOV
mayviowwyv. H PBacwkn tovg apyn otpileton oy KOvVOTNTO TOL TOUKTN VO OVTATOKPIVETOL
dueoca oe epebicparta, yeyovdg mov to Kabotd moryvidw £vtovov puvOuol, amaitnTikd o€
OVTOVOKAUGTIKG, GUVTOVIGHO KIVI|oE®V Kol ypoviepno. H mhokr, mapodtt o€ opiopéveg
TEPUTTMOELG £XEL CNUAVTIKO POXO, GUYVA TOPUUEVEL DEVTEPELOVGO. OE GYEOT Le To gameplay,
TO OTOI0 EMIKEVIPMVETOL GE LAYES, YPNYOPES ATOPAGELS KOL UNYOVIGHLOVG TOV EVIGYVOLV TNV
&vtoon Kol TV adpevorivn [9].

Xapoktnplotikd Tmv action games neptappdvoov:

o Apeoo £reyyo Tov yopaktpo: O moiktne eAEYYEL TIG KIVIGELS O TPOYUATIKO YPOVO.

e Yvomipoato payns: XZvyva mepropfdvovov melee 1 ranged combat, pe épupoaocn otnv
TOYVTNTO EKTEAECTC.

e Aoxwyuooieg ToyvTnrag Kou avriopaons: Onwg amoeuyr eumodimv, ypryopn
oTOYELON, N OKPPNG XEPICUAG.

o Erineda (levels) | wioteg pe av&oavopevn dvokoiio, mov S1ATnPovY T0 EVOLOPEPOV KO

TPOGPEPOVY TPOKANOT).

Iotopud, Ta action games £xovv 11 pileg tovg 116 amd ta TpdTa arcade games tng dexaetiog
oV 1970, 6nwg to Space Invaders kot to Pac-Man, to onoio kaBopioav v aicOnon g
TpoOKANoNg kol g emPpdpevong péowm okop. Xt dekaetio Tov 1980 wor 1990, pe v
avanTuén TOV KOVGOAMY KOl TOV TPOCOTIKOV DTOAOYIGTOV, €101 6nwg to. platformers (Super
Mario Bros., 1985) kot to beat em ups (Streets of Rage, 1991) kafiépwoav Tovg UNYOVIGHOVG
nov e&akoAovBov va amotelovv Baon Tov gidovg [22].
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Y0yypova action games weptiapPdvovy TAéov mo cOVOETOVE UNYaVIGHOVE, LLE TPLGOLAGTATA
Ypo@wkd, eEelypéva physics engines kot ototyeio mov daveilovrat amd dAla €ion, 6nwg RPGS
ko open-world adventures (Assassin’s Creed, Devil May Cry, Dark Souls). H cuveyng e£éMén
tov hardware emttpémel v vAomoinon peaMoTiK®V TEPIPAALOVI®OV Kol TOVTOYPOVE TNV
avamTuén mo TEPITAOK®OV GUOTNUATOV LAYNS KOt TEYVNTNG VONUocHVNG avTutdimy [3].

A&iler emiong va onuewwbei 6Ti ta action games amotedovv ) «Bdon» yio moALd vBp1dikd €ion.
INo mapdaderyua, ta Action RPGs (The Witcher 3, Elden Ring) cuvdvalovv v toydnro kot
Vv évtaon TV action games pe tnv aQnynuUaTiKy Kot unyoviotikn tolvmiokotnto tov RPGS.
Avtd emPePordverl T onuacio Tov action mechanics wg Ospemdeg oToyElo TV TYESAGHOD
TOLYVIOUDV.

Yvvoyilovtog, To action games aviumpocmrehovy £va, £1060¢ Tov cuveyilel Vo Tp®TAY®VIOTEL
ot Prounyavio, €£eEMOCOUEVO TEXVOAOYIKA Kol GYEOOTIKA, TOPOUEVOVTOS TOPUAANAQ
AppNKTO GUVOEIEUEVO LE TV OVGTO TNG OO PACTIKNG Yuyaywyiog: TNV dueon opdon Kol tnv
APOKANON TOV H£EL0TNTOV TOV TAIKTY.

2.2 Role-Playing Games (RPGS)

Ta Role-Playing Games (RPGS) amotelobv pia. amd TI¢ w0 TOAVSIAOTATEG KOt EMOPACTIKEG
KOTNYopieg NAEKTPOVIK®OV ToyVidolmV, Kabmg cuvovalovy ototyeion apnynons, oTpoatnyikng,
e€epebivnong Kot 6TadloKNG avanTuENS yopaktnpov. H Bactkn wéa mov ta yapaktnpilel eival
OTL 0 TToKTNG OVOAOUPAVEL TOV POXO EVOC 1 TEPIGCOTEP®V YAPUKTNPWV GE £VOV PUVTUCTIKO
KOO0, GUUUETEYOVTOG EVEPYH OTNV £EEMEN TNG 10TOPIOG KO GTNV TOPELD TOV TTOLY VIS0V,

‘Eva amd ta kopia yvopicpato tov RPGS givor ) €€€MEN Tov yapaktipa. Ot taikteg £yovv
duVOTOTNTO VO BEATIOVOVV TIG IKOVOTNTES, TO CTOTIOTIKE Kol TOV EE0TAGUO TWV YOPOUKTIPOV
TOVG PEc® £vOG oveTipotos emaédwv (leveling system) 1 unyavioudv eumepioc. Avtd
onovpyet éva aicOnuo Tpoddov kat enévovong ypdvov, mov dtapopomotel Ta RPGS amd mo
"otaTikd" €101 O VIOIOV.

[MapdAinia, ta RPGS divovv daitepn Paputnta oty a@iynon kKor TNV TAOKN. Xvyvd
dlbétovv mepimAokeg 16Topiec, e TapakAddlo Kot eTAoyEG Tov emmpedlovy v EKPacn g
TAOKNG, EVioyovTag £Tot TV aicnon eufobiong (immersion). H edevBepia emthoync, Onmg 1o
va ano@acicel 0 maikng av Ba dpdcel nBwd N avnoika, arotedel Bepelddeg otoryeio Tov
gldovg [12].

Ynoxamnyopieg tov RPGs mepihappdvovv:

e Turn-Based RPGs: Ot payeg die&dyovtat o€ yOPovS, He ELOoon ot oTpatnyikn (1T.y.
Final Fantasy).

e Action RPGs: Xvvévalovv ta otoryeia dpaong pe RPG unyaviopovg, pe poyeg o€
npaypotikd ypovo (m.y. Dark Souls, The Witcher 3).

e MMORPGs (Massively Multiplayer Online RPGS): Avowtd dtodiktuokd
TEPPAAAOVTO e YIMASEG TAIKTEG TTOL GAANAEmdpovV TavTOYpova (m.y. World of
Warcraft).

H 1otopia tov RPGs &exwva and ta tabletop role-playing games, 6mwc to Dungeons &
Dragons (1974), mov eonyoyov TOLG KOVOVEG Yo TNV OVATTLEN YOPOKTNPOV Kol TIG
aAANAETOPAacELS LEsa o PavTacTikovs koopovg (Fine, 2002). Me v yneomoinon avtig tng
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eunepiog, ta tpdta RPGS 6tov ydpo tov video games eppavictnkav ot dekaetio tov 1980,
ue titAovg 6mwg to Ultima kot to Dragon Quest.

Y1ic pépeg pag, ta RPGS éyovv e&elyBel og vp1dd cusTAHOTO TOV GLVOLALOVY SLOPOPETIKA
€idn, onwg RPG-shooters (Mass Effect), RPG-strategy hybrids (Fire Emblem), kou sandbox
RPGs (Skyrim), emBepoidvovrtag tnv sveléia kot v avBektikdtnta tov gidovg. Emmiéov, 1
xpnon véwv texvoloyudv, 6nmg to cloud gaming kot n ewkoviky apaypatikotnte (VR),
aVOTlyOLV VEEG SLVATOTNTES Y10 OKOUO Tl EUPLOICTIKEG EUTmEIpieC.

Yvvolikd, to. RPGS amotehovv éva €idog mov dev meplopiletarl amAdg otn d10oKEIOOT), OAAL
oLYVE TPOGPEPEL GTOV TOLKTN TNV ELVKAIPIN Y10 GVTOEKPPUGT], KOIVOVIKT aAINAeTiOpaon
Kol olgpevvnon N0V dSiknuudtev, Kobiotdvtog To omd To TO OAOKANPOUEVO Kot
EMOPOOTIKA €101 Video games.

2.3 Strategy Games

Ta Strategy Games omoteAoOv pio amd TIC ONUOVTIKOTEPES KOTNYOPIEC MAEKTPOVIKMOV
oy viowv, kabng Pacilovial kupimg 6TNV IKAVOTNTE TOL TAIKT VO 6YEOLALEL, VA OVAADEL
Kol vo Aappavel amo@acelg oe S1opopeTIkd enimedo moAvTAokdTNTaS. O TPOTAPYIKOS TOVG
o1oY0¢ givan 1 avdmtuén oTpatnyikng okéymg, n dwyeipion TOpwv Kot 1 aEl0moinon ToOKTIKOV
Yo TV €mitevEn Vikng Evavtt ovTmdAov, gite avtoi sival vroloyietikoi alyopiOpor (Al) site
Aot aikteg [13].

e avtifeon pe ta moyviowa 0pdaomng, OOV KupLapyovV 1 TOLTNTA KOl TO. AVTOVOKAOGTIKA, GTO
strategy games 1 TvELHOTIKY ETONOTNTO KOl 1] IKAVOTNTO TPOYPUUUATIGHOD KIVIGEDV
nailovv Tov onUavTIKOTEPO POAD. ALTN 1 dLPOPOTOINCT £XEL KOTAGTNOEL TO £100G 1010i{TEPA
ONUoQéG o€ maikteg mov amoAaUPAvovy TOV GLVOVLOOUO AOYIKNG, OVAALONG KOl
mpovontTikoOtTTog [14].

Ynokatnyopicg Strategy Games

1. Turn-Based Strategy (TBS): O maiktng Kot ot ovTizolot EKTEAOVV TIC KIVIOELS TOVG
o€ d1000Y1KoVS YOpove. H popen awtr mpocpépet ypOVo yio 6TOYAGHO KOl TPOGEKTIKY|
Mym amoedoemv. Khaoikd mapadeiypoto arotedovv ta Civilization kow XCOM.

2. Real-Time Strategy (RTS): Ot evépyeleg Tpaylatono00VToL 68 TPAYUATIKO YpOVO,
OTOTOVTOS TAVTOYPOVN ANYN ATOPACEDY KOl TOKTIKY] OKEYN GE LYNAN TOYLTNTO.
Ynuavtikoi tithot g katnyopiog eivar to StarCraft ko Age of Empires.

3. 4X Games (Explore, Expand, Exploit, Exterminate): Xtpatnyud moyvidto peyang
KApaxkog mov eotialovy oty €EpedvVIOT), TNV EXEKTOCT), TNV EKUETAAAEVOT] TOPOV KOl
mv g&dvtmon avtmdrmv. To Master of Orion kau to Stellaris aviikovv o€ avti v
KaTnyopio.

4. Tower Defense & Hybrid Strategy: IMapoilayés mov cuvdvalovy GTPATNYIKY LE
ototyeio dpdong, 6mwe o Plants vs Zombies, deiyvouv ) cvveyn eEEMEN Tov €idovg
KOl TNV TPOGOPHOYN TOV GE SLUPOPETIKH KOVA.

Exmoidgutiki) Ko Kowvoviki dwdetaon
Ta strategy games €yovv peietnel eKTEVOG Kot 00 TOUdAy®YIKY GKOTLY, KOUOMG GUUPAAAOVY

oTNV aVAnTTVEN YVOOTIK®OV deEI0TNTOV OTWG 1) €milvon Tpofinpuatoy, n ol eipion ToOp®V
Kol | Myn omo@dcsmv vo wieon. Emmiéov, to multiplayer strategy games evioyvovv v

10
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KOLVOVIKY] GUVEPYUGIO KOl TOV OVTOYOVIGHO, 0OV 01 TOIKTEG KOAOVVTOAL VO GUVTOVIGTOLV,
VO GUUUAYNCOLV 1| VO avOUETPN B0V Gg duvapukd TeptBailovia.

Iotopuc) e€€MEN kon onpocia

H xotayoyn tov strategy games evromileton o€ mapadoctakd woyvidl, OTMS T0 GKAKL Kol TO
Go, 1o omoio amotédecav TPOTLTO YO TV OVATTLEN TOV TPATOV YNELUKOV GTPOTNYIKMOV
oy VOOV Katd Tig dekoetieg Tov 1970 ko 1980. Znuepa, ta strategy games dev meplopilovion
poévo oty yoyayoyio, OAAG YPNOOTOOVVIOL KOl GE OTPUTIOTIKES TPOCOUOLAOGELS,
EKTOOEVTIKG TEPIPAALOVTO Kot £pEVVva TEYVTIS VONUOGUVIG, KAODS OmoTELOVV 100VIKO
nedio yia v aloAdynon aiyopiBuwv AMyng aropdcemy.

Yvvoyilovtag, Ta strategy games cuvovdlovy Tn AOYIKN LE T1 OOV PYIKOTNTO, TPOGPEPOVTOS
OTOVG TOUKTEG £vOL TAOUG10 OOV 1 GKEWYT, 1] VTOROVI] KOL 1] O10PATIKOTNTA £ival To factKd
epyoareia emtvyiog. H ovveyng toug e€EMEN, oe cuvdLAGUO LE TNV TPOCOPUOYN TOVG GE VEEG
TEYVOAOYIES, Ta KOOIOTA Eval ammd Ta T AVOEKTIKA Ko dLaypovika £idn ctov YOpo TtV Video
games.

2.4 Simulation Games

Ta Simulation Games amoteAoVv o WOOHTEPO CNUOVTIIKY KOTyopio. NAEKTPOVIKMOV
Ty VoWV, Kabmdg otdX0g TOVG €lval 1 OVOTOPAGTOCT TPUYHRATIKOV OLUOIKOCLAV,
GUGTIUATOV 1] EUAEPLAOV PEGA OE Eva EIKOVIKO TepIBarlov. e avtifeon pe dAla €idn video
games mov £otdlovv Kupimg otV aefynon, ™ dpdon i T otpotnyiky, To Simulation games
EMYEPOVV VO ONUIOLPYNOOLYV L0 PECAMOTIKT] TPOGOROIMON 7OV Oivel GTOV TOKTN TN
SVVOTOTNTO VO CAANAETIOPEL LLE KATOOTAGELS TOPOLOLES LLE AVTEG TOV TPOYUOTIKOD KOGHOV [7].

Katnyopieg Simulation Games

1. Life Simulation: TToyvidie mov eoti@lovv o©THV TPOGOUOIMOT KOWMVIKOV 1
Broroyikadv wroymv g {ong. Eviewtikod mapdderyua amoterel to The Sims, to omoio
OVOTOPIOTE TNV KOOMUEPIVOTNTO TOV YOPOKTHP®V, ETITPEMOVING OGTOV TOIKTN Vo
Srayepiletar mTLYEC OMMG 01 GYEGELS, 1 EPYOACIN KO O1 OPOGTNPLOTNTEC.

2. Vehicle Simulation: Ectidlovv omv mpocouoimon odnynong N wmong, Onme ta.
Microsoft Flight Simulator kot Gran Turismo. H oxpifeia ¢ @uowkng, tov
LUNYOVIGL®V Kot TOV TEPPAAAOVTOG amoTeAEL KPIGILO TapdyovTa Y10, TNV EMLTLYI0 TOVG.

3. Construction & Management Simulation (CMS): IMayvidie 6mov 0 7AIKTNG
dayepiletar mOPovg, okovopkd cvotiuoto kot vrodopés. To SimCity ot to
RollerCoaster Tycoon givoi yapakInpioTiKa Topadeiypota.

4. Medical & Professional Simulation: Xpnoyomotovvtot oyt Hovo yio yoyoywyio oAld
Kot yoo gkmaidgvon, Ommg to Surgery Simulator 1 mpoypdppote TPOcOUOImong
OTPOTIOTIKOV EMLYEPT|CEMV.

Exmardgvtiki) ko emayyeApatiki) ypfion
Ta simulation games dadpapatiCovv onuavtikd poAo Kot EKTOC TG Yuyaymyiag, Kabmg Exovv
EKTOLOEVTIKEG KO ETAYYEAMUATIKEG EQUPUOYES. ZTNV AlePOTOPTaL, Y10 TOPAGELY LA, O1 TTNTIKOT

TPOGOUOIWTES YPTCLOTOLOVVTOL EKTEVAOS Y10 TNV EKTAIOELON TAOTOV, TPOGPEPOVTOS AGPOAN
KOl OIKOVOUIKG amodotikn e&doknon. [Mapopoing, otov ydpo g wtpikng, to Simulation
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games mpocspEPOVV TNV gVKALPI0 Y10 EKTAIOEVOT) 08 TOAVTAOKES SL0dIKAGIES YWPig va TiBeTon
og kivovvo 1 avBpomvn Lon.

Axodnuoikég épevveg delyvouv OTL M| XPNOT TPOCOUODGEMV TN Habnon Peitidvel v
KOTOVONOT, TV KPLTIKI] OKEYT KOl TNV IKEVOTNTO AYNS omo@dcemv. [0 tov Adyo avTto,
T simulation games Bewpovvtar epyaieio. Tov GuVOLALOVY TV EKTOLBEVTIKY] SLAGTUGT 1E
™mv Yyoyoyoyia, kafiotovtog to £vo arnd To To ToAvddoTtata £idn Toyvidiov [8].

Yyéomn pe Tov peaopnd kol v ainfogdavera

Kpicwo otoyeio ota simulation games eivar o Pabudc peaiopov. H ainboedveln tov
YPOPIK®V, M axpifela TG LOIKNG Kot 1 TOTOTNTO TOV UNYavVIcRaV kabopilovv v eunepia
tov maiktn. [MapdAinia, ta simulation games dev meplopilovtar povo oty "avtrypagn" g
TPAYLOTIKOTNTOS, OAAG cuyvh €l0dyovy mapoilayés Kol oevapra mov evBapphvouy Tn
OMUOVPYIKOTNTA KOl TN OOKIUT VEDV GTPOATNYIKAOV OO TOV TOiKTH).

Iotopuc e€éhén

O1 npmteg popeéc simulation games epgaviotnkay Non and ) dekaetioo Tov 1960 ue amiég
avamapactdoelc, 6mmg to Spacewar! (1962), evad katd tic dekaetieg 1980 kot 1990 1o €idog
yvopioe tepdotia avantuén e tithovg 6mmg to SimCity kou to Flight Simulator. Znuepa, ta
simulation games cuveyiCovv va e€elicoovtar pe ™ ypnon texvoroyiov VR (Virtual Reality)
kat AR (Augmented Reality), mov evioybovy akoua nepiocdtepo TV oicOnon eppvoionc.

Yvvoyilovtog, ta simulation games amotedovv évo €idoc mov ocuvovalel yuyoyoyia,
EKTOIOEVOT KOU ETAYYEAROTIKY] OovATTUEY, LE €QUpUOYEG oL Eemepvovv To. OpLoL NG
Brounyaviag tov gaming kot ekteivovton otny mpayuatiky on. H eEEMEN tovg avapévetal vo
oLveEYIOTEL SLVOUIKE, O1aiTEPA LE TNV TPAOSO TNG TEYVNTIG VONLOCUVNG KO TMV TEYVOAOYIDV
EKOVIKNG TPOYLOTIKOTNTOC.

2.5 Sports & Racing Games

Ta Sports ka Racing Games oamotelobv 800 omd TIC MO SloPOVIKEG KOl SNUOPIAELS
KaTNyopieg MAEKTPOVIK®OV Toyvidldv. Boaowodc tovg otdyog eivar m  avamoepdotoacn
0O TIKAV dPaoTNPLOTHTOV 1] AYOVOV TAYVTNTOS, TPOGPEPOVTAS GTOV TOUKTN TNV EUmElpia.
GUUUETOYNG G€ &va AOANTIKO YEYOVOGS 1) OE £VOV AVTAYOVIGTIKO ay®va 0dNynongs. e avtifeon
ue ta simulation games mov enikevipdvovtol 6Tov peaMopd og moikila media, ta SPOrts kot
racing games é£yovv mwo &feldikevpuévn eotiaon, Oivoviog Eugacn gite otV mOT
AVATOPAGTACT VIAPKTMOV 0OANUATOV gite 0TI dNUoLPYIo EVTOVOV EUTEIPLOV OVTOYMVIGLOV
Kot de&lotnTov [6].

Sports Games

Ta afAnTkd moryvidw Kaidntouy pa gupeia ykdpo afAnpdtov, 6tmg TodOcEUPO, UTACKET,
TEVIC, YKOAD, Tuypayio K.0. Mepukd and to TAEOV YapaKTNPIoTIKG Topadstypoata eivar  cepd
FIFA kot o NBA 2K, mov cuvovdalovv peaMotikd ypagiKd, TPOGOUOimoTn KavOvmv Kot

afAnTKoV TePPAAAOVTOC, KaBMS Kot oTotyeln dtoyelptong opddwmy.

Ta sports games dev mepropifovior HOVO 6NV OAY] OVOTOPAGTOCT) TOL OOAUATOS, OAAL
EVOOUATMOVOVV KOl GTOXELD GTPATYIKIG KOl TPOGOUOIMOG, OTTMC 1) dtoyelpion oG opadog
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(manager mode),  avartuén TUKTOVY Kot 1) AYN ano@acemy o eninedo TakTikng. Emmiéov,
1N Gvod0¢ TOL SLASIKTLAKOD gaming £xel EVIGYVOEL T SLAIPUGTIKOTITO KOl TOV OVIOYOVIGUO,
KaOdG o1 TaikTeG UTOpPovV va aywvilovtal o€ TayKOGHo eminedo.

Racing Games

Ta racing games mikevtp®VoOVTOL GTHY 001 yNoT OYNUATOV, GLVHOME G OYOVIGTIKEG THOTEC 1)
avoytd mepiBdArovta. To €id0g avtd TEPIAAUPAVEL S10POPETIKEG LTOKATNYOPIES, OTWC:

e Arcade racing games, to omoio 6ivouv EUEocT) GV ToOTNTO Kot TNV AOPEVOAIVY, LE
My6TEPO pealoTikovg unyoviopovg (m.y. Need for Speed).

e Simulation racing games, to. omoio TpoomTaHOVV VO AVATAPOCTHCOVY UE OKPIPEL TIG
QLOIKEG OLVALELS, TOV XEPIOUO Ko T pnyavoroyio tov oynudtov (.x. Gran Turismo,
Forza Motorsport).

H teyvoroyia tov racing games éyxet eEelyybel onuavtikd, QTavVovVTag CNUEPO OE EMimedn
vyniov pearopot pécm VR (Virtual Reality) kot aeprepelok®@y 6voKEVOV OTMG TIUOVIO,
nevtah kot COCkpit simulators, Tov Tpoc@épovy 6ToV TAIKTY po KOONA®TIKY eumepio.

Kowovikn kot toAtiopiki] owaotoon

H dnpotikdtta tov Sports kat racing games dev mepilopiletor povo oty yoyoywyio. Ta
oy viow T CLUPAALOVY GTN SIUUOPPMOT| LG YNPLEKNS AOANTIKIGS KOVATOVPOS, KOOMG
EMTPEMOVV GTOVG TOIKTEG VO, GUUUETEXOVV GE TOVPVOLE ESPOItS, e Kopveaio ToPAdELYHOTO
ta FIFA eWorld Cup xou Formula 1 Esports Series. H avantoén tov eSports éyet avadeifet
To SpOrts kai racing games oe avtay®vioTikd medio pe OEbvi) avayvdpion, OKOVOUIKEG
OTOAPEC KO TOYKOG L0 KOWVOTNTO BTV,

Iotopucy e€éhén

Ot pilec TV sports games pmwopovv va aviyvevBovv 1on amd ) dekaetio Tov 1970 pe to Pong
(1972), mov mpocopoimve TO TEVIG, VD TO Facing games eppaviotnkav Aiyo apyotepo. He TO
Gran Trak 10 (1974) ko1 to Pole Position (1982). And tote, 1 tevOAOYIKY TPOOBOC 01 YNOE
0€ OAO KOl 7O PEUMOTIKA YPUPLKE, PNYOVIGHOVS PUOLKIG KOl TEYVITIS VONMOGVVIG, LE
OOTELEGLOL T GLVEYT AVOO0 TNG TOWOTNTOS Kol TG dAANAEmidopaong [22].

XopmEépucpa.

Ta Sports kar Racing Games omotelovv €i61 oL cLVILALOVY HEELOTNTES, CTPATNYIKI KoL
OVTAYOVIGRO, OVTOVOKAMVTOG TNV aOANTIKY KOLATOVPO TNG KOW®VING Kol EVIGYDOVIOS TN
duvapukn tov eSports. O porog Tovg dev meplopileTar amid oTnV Yyouyaywyio oAAd erekteiveTal
o€ medio OTMG 1 YNOLUKT] KOIVAOVIKOTOINGT, 1] EKTaidgVo deE10TNTOV KOl | KOAMEPYELL.
TIVED O TOS OVTUYOVIGHOU KOl 6UVEPYOSiaS. Me TV Tepattépm® avamTuén g T€XVOA0YinG, TO
HEAOV TV SPOrts kat racing games avapévetor va ouvoedel appnita pe v emavénuévn Kot
EIKOVIKT] TparypotikdTnTa, Kafdg Kot pe v e&éMén g Propnyaviog tmv eSports.

2.6 Adventure Games

Ta Adventure Games omoteloOv po omd TiG WO EUPANUOTIKEG KATIYOPIEG NAEKTPOVIKDV
oy VOOV, kabmg £€0ecav Tic PAGELS Yo TNV avATTLEN TG APNYNONG, TNG EEEPEDVIIONG KOL TG
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aAAnAenidpaong oTov ¥dpo Tov ynelokol oy vidlov. O Pacikdc tovg mupnvag evtomiletan
otV €€gpevvnon), TNV emidvon YPIPOV Kol TNV 0AANAETIOPAGT NE TOV KOGUO KOl TOVG
YOPUKTAPES OV Tapovotalovial. Xe avtifeon pe dllo €idn, ta adventure games divovv
peyoAvTEPN PopdTnTa 6TV 16TOPLA KOL TNV ATROGPaLPa Topd 5T SPACT 1] TOV OVTUYOVIGHO.

XopaKTnpLoTIKa yvopiopato
Ta adventure games yopoxtnpiCovtotl and:

o Ioyvpn aeiynon: n wotopia amoterel TOV TLUPHVA TOV TTOLYVISOV Kol KoBodnyel Tov
okt péca amd oevapla, S1AA0YOVS Kol YEYOVOTA.

o I'pipovg ko wpoxkioelg Aoykng: o moaiktng KoAeitor va Adcel TpoPfAnuota mov
amottoHV GKEYN KoL TOpaTNPNTIKOTNTA.

o Elepedvnon: £upaocmn ot SdpacTikOTNTO UE TOV KOGUO, UECH OVTIKEILEVOV,
YOPAKTP®V Kot TEPPAAAOVIOV.

o Almienidopaon pe NPCs (Non-Playable Characters): didAoyot kot amo@dcelg mov
emmpedlovv v mopeia TS woTopiag.

Y& moAAG oy vidwa, M emtuyio dev peTpréTon pe Paon t "vikn" N myv "MrTa”, AL pe 10 TOGO
Babid propel 0 TOAKTNG VO KATOVONGEL KO VO, ATOAQVGEL TNV 01 YNON.

Iotopuc e€éhién

H 1otopia tov adventure games Eexwvd tn dekoetio tov 1970 pe to text-based adventures,
6mwc to Colossal Cave Adventure (1976), mov Pocilovtav OTOKAEIOTIKA GE TEPTYPUPES
KEWWEVOL KOl EVIOAEG TOV TTaikTr. Apydtepa, LE TNV TEYVOAOYIKY] TPO0OO, ELPAVICTNKOV TO
graphic adventures, pe yapaktnprotikd topadsiyuata ) ospd King’s Quest (1984) kat to
nayvioa g LucasArts 6mmg The Secret of Monkey Island (1990) [22].

Katd ) dekaetio tov 1990, 10 €idog £@tace 610 amdyed Tov pe Tithovg dnwe to Myst (1993),
OV GLVOVALE TPONYUEVA YPAPIKA e KOVOTOUOVG Ypipovg, kot to Gabriel Knight (1993), mov
£0MOE 10101TEPN EUPAOT) GTNV QPN YNON KOl TN OPOLATOTOINGN.

1 o0yypovn emoyn, To adventure games £yovv avavewbei péow interactive storytelling o
emA0YdV oL oAAaLovv Vv eEEMEN TG 1oTopiag, pe mapadsiypoto Omog Life is Strange (2015)
kot The Walking Dead (2012) tng Telltale Games. H petaBoon ovty evioyddnke omd ™
3146001 TOV KIVITOV GLCKEVAVY KOL TV YNOLUK®V TAATQopUGVY dtavoung (Steam, Epic Games
Store), mov emétpeyav e oveEApTNTOVG OMUOLPYOVS Vo AVATTOEOLY VEN QPN YNULOTIKE
oy vio.

Kowoviki kot toAtiopikn owactaon)

To adventure games £yovv copPdiel onpovtikd oty avartuén g aENPNRETIKNG 6KEYNG,
NG ONUIOVPYIKOTNTOG KL TG KaAMEPYEag TS avTacios. Emmiéov, cuyva mpoceyyilovv
PLAOGO0PIKE Kot N0IKE SIANPIPOTE, TPOGPEPOVTOS GTOV TOIKTN TN OLVATOTNTA VO GKEPTEL
Babvtepa Yo TIC TPAEELG TOV KO TIC GUVETELES TOVG.

Y& moMtiopkd eminedo, ta adventure games £yovv AELITOVPYNOEL OG YEQUPO. AVANESH GTN

Aoyoteyvia, TOV KIVI|HOTOYPAQO KOl TO OLdPaoTIKO péGo, £164yovToc £vvoleg OTMG M
"interactive fiction" ka1 emnpedlovtog v e£EMEN Kot GAL®V 0DV T VIOIDV.
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20y POVES TAGELS

Ynuepa, to adventure games teivouv va cuvovalovtar pe dAia €idn (action-adventure, RPG-
adventure), onpovpyovrag vPpdwkég eunepieg. Mopdiinia, n avartvén g VR (Virtual
Reality) teyvoAoyiag divel véa didotaon oty e€gpebvnon kat TV apnynomn, kabdg o moikg
umopet va "Pubiotel” KUPLOAEKTIKA HEGH GTOV KOGHO TOV TTOLYVISLOV.

Yopnépocuo.

Ta Adventure Games amotelolv Oepelddeg €idoc ¢ Prounyoviag, kabng avédei&av
onuoacio TG aerynong kat g e&epebivnong otov oyedcud mayviduwy. H poakpoypdvia
eMOPOOT TOVS €lvar euPavig Oyl Lovo ot doudpemon g Prounyaviag towv video games,
OAAG KO 6T CUYKMOT HE GAAEC HOpPEC TEXVNG Ko moAtiopov. [Tapd v mpocmpivy toug
Képymn Katd ) oekaetio Tov 2000, to £100g £xel emavEADeL SOLVAIKA, e VEEG TEXVOAOYIES Ko
INovpykég mpooeyyioels va eEacpaiilovy T cuveyr| Tov eEEMEN.
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Kepdarawo 30: Teyvoroyieg mov Xpnowomowovvror Yo TNV
Avantogn Video Games

H avdmtuén nAekTpoviK®V Toyvidumy amoTeAel £Va 0o TO O OTOLTNTIKA Kot TOAVGLVOETL
nedio TG TANPOPOPIKNG, KABMS cLVOVALEL TPOYPAUUATIOUO, YPAPIKA, NYO, OIKTVMOOTN Kot
ddpactikdTTa 68 £va evinio suotnua. Ot texvoloyieg mov a&lomolovvTat yio T dnpovpyio
evog Tayvidov kabopilovv 1060 TIC TEYVIKES TOV SVVATOTNTES OGO KOL TNV EUTELPIN TOV TOIKTY).

210 KePdAowo ovtd moapovolalovior cuvomTikd ol Pacikoi dEoveg mov cuvvBétovv 1O
TEYVOAOYIKO VITOPabpo ¢ avantuéng video games: omd T YADGGES TPOYPOUUATIGHOD TOV
amoTeEAOVV TN fACT TOL KMOOTKOL, PLEXPL TIG UNYOVES TOLYVIOIDV TTOV TPOGPEPOLV ETOLA EPYOAELN
Yo T OOXEIPIOT] YPAPIKDV Kol QUGIKNG, OAAN KOl TIG CUYYPOVESG TEXVOAOYIKES TAGELS OTTMG M
EIKOVIKT] KO ETOVENUEVT] TPOYUOTIKOTNTO 1) 1] XPTNOT TEXVNTIG VOTLOGVUVIC.

H mopovcioon avtr dev amookomel o€ €EAVIANTIKY OVAALGN, OAAQ GE IO GOOIPIKN Kol
TEKUNPLOUEVT] EIKOVO TOV POCIKOV EPYOAEIOV TOL SOUOPPDOVOVY TN GVYYpovN Prounyavia
TOLYVIOUDV KO TAPEYOLV TO TANIGI0 KOTovONnong v TV epyocio mov akolovdei [4].

3.1 Tloooeg [Ipoypoppaticpod

H emioyn yYA®ooOG TPOYPOUUATIGHOD AmOTEAEL Evay amd TOVE CUAVTIKOTEPOVS TAPAYOVTES
omv avdamtuén video games, kabmng emnpedlel dueca v amdd0CT, TN EOPNTOTNTA, TNV
EMEKTUGILOTNTO KO TV ELKOALD VAOTIOINGONC TOV INYOVIGUAOV TOV oty vidlov. O1 YADCGCEG Tov
YPNOOTOOVVTIOL GE OLTOV TOV TOUEN KOADMTOLV £va €upy QACUO. OVOYK®V, OmTd TNV
VAOTOINGT GLOTNUATOV YOUNAOV ETTEOOV OV CYeTILOVTOL PE TN SloyEpIoT HVIAUNG KoL TNV
ambddoo, HExPL SCripting yAdooeg mov S1EVKOAVVOLV TN dNUIOVPYIo GEVAPI®Y KoL TN YPHYopN
avamntuén tpwtotomwv [16].

Xapniov emmrédov yhwooes: C ko C++

H C++ Oeswpeitan 1 xvpiapyn vAdooa otov yopo tov game development, kobog
YPNOOTOIEITOL EKTEVMOG O gUmOpIkég unyavég ommg n Unreal Engine. O Adyog givor 1
duvatdHTNTO AUESTG TPOGPACNS GTN UV KoL 1) LYNAY anddoon, Tov gival kpicylo ototyeio
Yo TN OMUoLvPYie TOYVIOUDV [LE TOADTAOKO YPOPIKE KOl AOTNTIKOVG UNYOVIGHOVS PUGTKNG.
H C, moloidtepn aArd €€ic0v oNUOVTIKT, YPTCLOTTOLEITOL Yo BaciKd GLUGTHLOTO Kol game
engines mov ypealovtol omdAvTo EAEYYO o€ eminedo hardware.

Yynroo emrédov yhdoosg: C#, Java ko Python

H C# éyer amoktmoetr peyddn dmupotwcomro xapn ot Unity Engine, pic omd tig mo
drdedopéves unyovég Toyviddv taykooping. Ilpoceépet evkoia ot chvtadn, vmootnpilet
OVTIKEYLEVOOTPAPT] TPOYPOUUUOTIGHO Kot Tapéyet EToles PipAodnkeg v avémtvuén 2D ko 3D
noyviowwv. H Java ypnowomoweiton kvpimg yioo mobile game development, Wwitepa oe
epoppoyéc Android, kabmg Tpooeépet popntotTa pécm g Java Virtual Machine (JVM). H
Python, mapdti dev eivar Wwitepa dadedopévn oe AAA mopaywyés, alomoleitar e scripting,
gpyoreio avATTLENG Kot EKTOOEVTIKA TToyVidlo AOY® TNG AmAOTNTOG KO TNG OVOYVOGLOTNTOG
oV K®OOWwKA ™ [19]/[18].
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Web-based yAdoceg: JavaScript kou TypeScript

H avdmtuén browser-based mayvidiov Baciletat kupimg otn JavaScript, cuyva oe cuvdvacud
pe HTML5 ka1 CSS3, mov emrpémovv 11 dnpiovpyio S1odpacTikdV EQUPUOYOV XOPIg TV
avaykn eykatdotaonc npocetwv. Ta televtaio xpoévia, n TypeScript, mg vrepcivoro g
JavaScript pe otatiko éreyyo TOT®V, £XEL KEPOIGEL £30POG GTNV AVATTLEN TALVISIOV UEYOANG
KAMpaxog, Adym g KaAvTepng dayeipiong cHvOETOV dOUDY dESOUEVMV.

Scripting yYA@oosgg kat eEgidikevpéva Tepifailovro

[Tépav tov KOpwv yAwoodv, onuoviikd poro mailovv kot ot scripting yA®eoes mov
EVOMUOTOVOVTOL G€ game engines, émwc 1 Lua (ypnoonoteitar otn Roblox kot 6e unyovég
o6mwc CryEngine) kot n GDScript g Godot Engine. Ot yAdooeg avtég d16VKOAHVOLY TOV
OPIGUO CLUTEPLPOPDOV YOPOUKTHP®YV, EVENt triggers Kot unyoviouov Toyvidlon, TPOGPEPOVTOG
eveMéiloa otovg oyedwotég yoplg va  amatteiton  Pabdid  yvoon  xoapnAov  emumedov
TPOYPOUUATIGLOV.

Yopnépoocpo.

YUVOAIKA, M EMAOYYT] YADGGOS TPOYPOUUATIOHOD eEapTdTor omd T0 €100G TOV TOLYVIOOV, TIG
TEYVOAOYIKEG AMOUTNOELS KOt TNV TAaTedpua. otoyevons. Ot C++ kv C# xvpapyodv og
EMAYYEMIATIKEG TTOpay®YEC, 1 JavaScript kvpimg oto Web gaming, evd ot scripting yAdooceg
TapEYoLVV gveMEla Ko ToyLTNTA TNV AVATTLEN. TNV TPAEN, Ta TEPIGGOTEPO £pYa. A&LOTOOVY
oLVOVACUO YAMGOMV, MOTE VO, EMTLYYAVETAL 1| PEATIOTN 100ppoTion HETAED amdOooMg Kot
TOPAYDOYIKOTNTOG.

3.2 Game Engines (Mnyovég [ayviormv)

Ot unyavég moyyviduwy (game engines) omotelobv Tov Tupnva e oOyypovng Pounyoaviog
avantuéng video games, kafd¢ TpoopEPoVV Eva OAOKANP®UEVO TEPPBAALOV Yo T dnpovpyia,
TN SOKIUN Kot T dtovoun oy vidlov. Mio unyavn moyvidov tapéyet EToyes fipAtodnkeg Kot
ePYOAElDl TOV KOAOTTTOVV KPIGIUES AELTOVPYIEG, OTMOC 1 GTELKOVIGT] YPO.QIKAV, 1) Ol EipLlon
QUGIKNG, 0 NY0G, M TEXVNTH vonpoosvvy, to Mmultiplayer networking kot n vrostipién
TOALATTADV TAOTQOPU®OV. Me 00TOV TOV TPOTO, PEIDOVETAL TO KOGTOS Kol 0 XpOVOG avATTLENG,
EV(D 01 dNOVPYOL PLTOPovV va ETKEVIpmOOLV 6T oyediacn Tov gameplay kot g eumepiog
Tov ypnot [231/[17].

Kopua yopaktnprotikd Tev game engines

Ot oVvyypoves unyovég moyvidudy cuvovdlovv teyvoloyieg mov eELANPETOVY SUPOPETIKES
TTUYEG TG avamtuéng [25]:
e Graphics Rendering: Yrnootpi&n 2D ka1 3D ypagkdv, cuyva pe evooudtoon APIS
onwg DirectX, OpenGL ka1 Vulkan.
e Physics Engines: IIpocopoinon kivnong, Bapvtnrag Kot cuykpovsewmy pe Biflodnkeg
o6mwc Havok kot PhysX.
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Scripting Systems: Evooudtwon scripting yw\wooov (m.y. Lua, Python, C#) mov
EMTPETOVY TNV EVKOAN TOPUUETPOTOINGT| TNG CLUTEPLPOPAS TOV TOLYVISL0V.
Cross-Platform Development: Avvatotnto avantoéng morvididv Yo S1opopeETIKEG
mhateopueg (PC, kovodres, kivntd).

Editor Tools: Ontikoi editors mov exttpénovy 6e TPOYPUUUATIOTES KOl OXEOIOOTES VL

dNUovpyoLvV assets, enineda kot GevapLo Y®PIG VoL YPAPOLV OTOKAEIGTIKA KOOIKOL.

ANRoPLAgig uNYOVES TALYVIOLDV

H Bopnyavia &xet viobetmoel ovykekpuéveg unyovég mov kabdpicov v avdamtuén video
games ta teAevtaio ypovia [25]:

Unreal Engine (Epic Games): Mia am6 Tig 10 1oYLPES UNXOVES TTOLYVIOIOV, YPOUUEV
oe C++. [Ipoopépet pealotikd ypapikd péom tov Unreal Engine 5 kot tov cvotiuatog
Nanite, kaBd¢ kot To LUmen yio goTiopd 6€ mpayuatikod ypovo. Xpnoiponoleitotl 1oco
oe AAA TiTAOVC 0G0 KOl GE TPOGOUOUDGELS KO KIVILOITOYPOPIKES TOPOYWOYEG.

Unity Engine (Unity Technologies): Anuo@iing ywo v €vkoiio, ypriong Kot tnv
evpeia kowvotnta vroompPiENS. Baoiletan kupimg otn YA®ooa C# kon ypnoyomoteitol
ekteTouéva og indie Tapaywyég, mobile games kot VR/AR gpappoyés. Awabétet asset
store mov digvkoAvvel TV TpdGPacn o Etoyua. povtéda, textures ko Scripts.

Godot Engine: Avotytod k®diko, unyoavi mov £xel avEnOel oNUOVTIKA 6€ SNUOTIKOTNTO
Loyo ¢ eveMéiog . Ymootnpilel scripting péom e GDScript, pog yAdooog mov
potdler ue v Python, aAld ko C#. H ¢ilocogia tng Godot diver éupaon otnv
elevbepia TV ONUIOVPYDV Y®PIC KOGTOG 0OE0OOTNONG.

CryEngine (Crytek): Ioyvpn unyoaviy mov £ywve yvootn pe ) oepd Crysis, xapn ot
PEAMOTIKTY amedVion TEPPAAAOVTOV Kot TOV TPONYREVO GOTIGHO. [Tapdtt AydTtepo
duong onuepa og oyéon pe Unity kou Unreal, mapapéver onpavtikny yo high-end
TOPUYMYES.

Custom Engines: MegydAec etaipeieg avamtuéng morvididv ocvyvd dnpovpyodv
EC0MTEPIKEG  UNYAVEG, €OIKO TPOCUPUOGHEVEG OTIG OVAYKEG TOV £PY®V  TOVC.
IMapadeiypoto arotelovv n RAGE Engine tng Rockstar Games (Grand Theft Auto V,
Red Dead Redemption 2) ka1 n Anvil Engine g Ubisoft (4ssassin’s Creed Series).
Avtég o1 unyavég mpoospépovy e€aipetikn PeAtiotomoinon oAAG amaitodv VYNAO

KO6TOC GuvTpnong [24].

Inpooio Tov game engines etnyv e£€Mén Tov gaming
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H duddoon twv unyovov moryvioldv cuvéEPaAe ONUOVTIKG GTN ONUOKPOTIKOTOINGY TNG
avanTLENG, SivovTag TN SuVATOTNTO OKOLO KO GE JUKPES OLAOES 1 LELOVMOLEVOLG OOV PYOVS
va Tapdyovy oy vidi vymiAng mowtog. [apdAinia, 1 cVVEXNS EVOOUATMOON TEXVOAOYIDV
o6mwc VR/AR, machine learning ka1 procedural content generation deiyvel mmg ot game
engines dgv meplopilovrar mAéov otV KAUGIKN avantuén moyvididv, oAld ¥pNCIHoTotovVTIL
0€ TOUEIC OTMG 1) EKTOIOELGN, 1) APYLITEKTOVIKT] KOl O1 KIVLOTOYPUPIKES TAPOYWYEG.

Yopnépocuo.

Ot unyavég mayvididv omotelovy tov Bgpuédo Aibo g odyypovng avamtuéng video games.
Ao gumop1kove TITAOVG VYNADOV amatthoemv £m¢ aveEaptnteg dnuovpyieg, ol game engines
kaBopiovv Vv moWOTNTO, TNV OTOOOTIKOTNTO KOl TIS TEYVOAOYIKEG OLVOATOTNTES TMOV
wayviowwy. H yvoon kot 1 oot emthoyn unyovig amoteAel Kpioyo moapdyovta yuo K40
project, ennpedlovtag 6L LOVO TNV TEXVIKN VAOTOINGN aAAG Kot T Proctudtnta Tov £pyov 6To
avTOyOVIoTIKO TepBdAiov g Propnyaviag [5].

3.3 TI'pagukd ko "Hyog

H gumepio tov maiktn og éva video game eEaptdton og peydro Podbud amd v modvnta TV
YPOQIK®V KOl TOV MOV, Ol 07oiol amoTeEAOVV 10 POCIKA UECOH EMKOWVOVING HETOED TOL
TOLVIO0L Kol Tov xpnotr. Ta ypagikd kot 0 Nxo¢ oev meplopiloviot amAdg oty aeOnTiKy,
OAAG emmpedlovv GuecH TN VOPETAYNOTN, TNV CAANAETIOPOON KOl T1] ovvoloONpaTIKY
gumhok] tov maiktn. H avdntuén tovg amortel GuVOLOGUO TEXVOAOYIK®V YVOGEMV Kol
OMNUOVPYIKNE TPOGEYYIONG, LLE GTOYO TNV OPUOVIKN Evomudtmon oto gameplay [21]/[20].

I'pagwké
Ta ypaeud evog Taryvidot tepthapfavovy 600 PBacikég katnyopiec: 2D kot 3D ypapikd [16].

e 2D ypagwkd: Xpnoipomolovvtal Kupimg oe moryvidlo TAateopuog, puzzle f kivntov
ovokevav. [leplapPdvovv sprites, tilesets kar vector-based otoryeio. H avamtuén toug
amottel Kotavonon texvikov Omm¢ Sprite animation, texture mapping o parallax
scrolling.

e 3D ypagwd: Ilapéyouv 1tpodidotarn omeKOVIoN KOCU®V, YOPOKTHPOV Kot
avtikewévov. H avamtoén tovg otnpiletar o€ teyvoroyieg rendering, shaders, lighting
ko particle systems. H pegaAiotiki ameikdvion exttvyydvetan pe texvikés dmwg normal
mapping, ambient occlusion «ot global illumination. Ot oOyypoveg pnyavég
oy vidwwy, 6mwg 1 Unreal Engine kot i Unity, tpoceépovy evoopatopéva epyoleio

v ™ dnpovpyia pealotik®dv 3D nepiPaiidviov.

Animation: H kivoduevn eikdva anotelel kpioio otoyeio yio Ty aichnon peolicpon kot v
EAKVGTIKOTNTO TOL TTayVidloD. XPpnoomolovvtal oKEAETIKEG Kivioelg (rigging), keyframe
animation kot motion capture yio puGIKO OTOTELEGLO.
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Epyaieio ypagikov: Photoshop, Illustrator, Blender, Maya kot 3ds Max givat pepikd amd to
mo dadedopéva epyadeio mov emitpémovy T dnovpyio kou enelepyacio assets, textures ko
animations.

"Hyog

O 1yog oto gaming mepthapfavel povoucny, pmrka €9é (SFX) kot vtk kadodiynen
(voice-over), couBaiiovtag oTNV EVIGYVOT TG OTHOCPULPOS, TNG GAANAETIOPACNG KLl TNG
YUYOAOYIKNG EUTAOKNG TOV TTOUKTY .

e Movowkn: [Ipocdopilel 0 cvuvousOnuatikd wAaico kol vroypappilel yeyovota 1
oknvés. H dvvapkn M adaptive povoikr mpocapproletor 6€ mpoyUatikd ypovo oTIC
EVEPYELEG TOV TTOUKTY), avEdvovTag TV eUPvdion.

o  Hymmiké g@é: Kalvmrovv kd0e yeyovag 6to monyviol, amd Pripato kot Omio £0¢ UGIKE
eowopeva. H ocwoth dwayeipion g yopikng axovotikni (3D sound positioning)
EVIoYVEL TNV aicOnon mapovciog 6Tov Yyneakod KOGLO.

e DOovnTIKN KaBodynon: XpnooToleiTol Y10 SIAAOYOVS YOUPAKTP®V 1] EWOOTOMGELS,
Behtiovovtag v aAAnAemidpoon kot v aerynorn. H emefepyacia povig kot n
EVOOUATOON 6& unyavec fov 0mmwg FMOD 1 Wwise eivor onuavtikni yio. TV OpoAn

Aertovpyio oto gameplay.

H omoteleopotikny eVOOUATOON YPOPIKOV Kol 10V amottel epyoreio Kol texvoloyieg mTov
oLVOEOLV aSSets pe ToV KAOOIKO TOV ToyVidlo:
e Rendering Pipelines: Xvotiuata mov dwoepilovial TNy anekOvion YPUPIKOV GE
TPAYUOTIKO XPOVO.
e Audio Middleware: Aoyiouikd énwg FMOD 1 Wwise ov mapéyovv duvopuikn wién
Nyov, spatial audio kat cvyypovioud pe YeyovoTa TOV TOLYVISLOV.
e Optimization Techniques: Level of Detail (LOD), occlusion culling ka1 compression

formats yw Bektioon anddoong Ko peimon amartioemy Wviung kot eneéepyact.

XopmEpucpa.

H appoviky cuvinapén ypoeikdv Kot 1xov amotelel kaBoploTikd mapdyovta yio TNV emTuyio
evog video game. H vynin moldtnta tov assets, e cuvovacud pe v opboroyikn ypfon tov
texvoroywdv rendering kot audio middleware, emnpedlet v oeOntiky, v oAANAemidopaon
Kot TN cvvarsOnpatikny epmioxn tov maiktn. Katd cvvéneta, n yvoon autdv tov ototyeiov
etvat amopaitnn Yo TNV OTOTELECUATIKN OVATTLEN KOt TOV GYESIOGLO TTOLYVIOUDV.
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3.4 Awrtvmon ko Multiplayer

H dwktdmon ota video games amoterel kpioylo 6ToLyelo yio T dNUovpyio TOAVTOIKTIKMOV
eunelpiwv  (multiplayer), emtpémoviag o€ maikteg amd OlpOPeTIKEG ToTOoOesie va
aAAnAemidpovv o€ Tpayuatikd ypoévo. H viomoinon multiplayer amattei cuvdvacud texvikmv
YVOCEWV GE OKTVMO1, GLYYPOVICHO doedopuévmyv, latency management kot ac@dieid,
TPOKEWEVOD VAL SIUGPAAIGTEL | OUOAT KoL diKoun eUmelpior Yoo OAOVG TOVG GUUUETEXOVTEC.

Tomor Multiplayer

Ta mayyvida pmopovv va viomombovv oe dtdpopa cevapia multiplayer:

Local Multiplayer: Taikteg ypnoponoodv v idio cvokev 1 koveora (split-screen
N shared-screen). H viomoinon sival oyetikd omdn, xobdc dev amattei ovvOeTn
diktdmon, aAAd propei va meplopiletar omd to hardware kot v 006vn.

Online Multiplayer: Enupénet oe maikteg vo ovvdéebodv péom  S10d1KTOOL,
ypnoonowdvtag Servers 1 peer-to-peer (P2P) povtéla. Ot KOPLEg OPYITEKTOVIKES
wepAapPavouv:

o Client-Server Architecture: Olot o1 maikteg GuVOEOVTOL GE £EVOV KEVTPIKO
server mov dtayelpiletorl T AOYIKN TOL ALY VIS0V Kol cuyypovilel ta dedouéva.
[Tpoo@éperl kahbtepo Ereyyo, peiwpévn andrn (cheating) kot otabepotnro.

o Peer-to-Peer (P2P): Ot meldteg emkowvmvovv dueoa peta&d Tovg yopic
KeEVIPIKO Server. Meidvel 1o k66To¢ Server aAld av&avel Ty moAvTAoKOT T

OT1 OLLYEIPIOT] GLYYPOVIGLOV KOl ACPAAELNG.

AKTLOKT] APYLITEKTOVIKI] KOl X0y POVICHOG

H amoteleopatikn diktvmon amoutel:

Yuyypoviepé kataotoong (State Synchronization): To dedopéva tov Tor ViS00
TPEMEL VAL TAPOUEVOVY GUVETN HETAED OADV T®V TEAUTAOV. AVTO YiveTol HECH TEYVIKOV
6nwg client-side prediction, server reconciliation kot lag compensation.

Latency Management: H kabvotépnon (latency) kou n andieio takétmv (packet loss)
umopovv vo. emmpedoovv apvntikd v eumepio. Teyvikég Omwg interpolation,
extrapolation kot network smoothing ypnoyomowvvtor yo v avtiotdduion tomv
KaBvoTEPTOEMV.

Data Serialization & Compression: Ta dedopévo mov PETAPEPOVTAL TPETEL VAL EIVOIL
Bertiotomompéva yoo pikpotepo bandwidth ko ypnyopdtepn avtomokpion. Tvmkd

ypnopomoovvton popeés onmg JSON, Protocol Buffers 1§ custom binary formats.
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Teyvohoyieg kon IThat@oppeg
H avantoén multiplayer moyvidiov Baciletar o€ didpopa epyadeio Kot texvoroyieg [S]:

e Networking Libraries: Socket.1O, WebRTC, Photon, Mirror (Unity) mop&yovv £Toleg
Moelg yia real-time emkotvavia.

e Servers & Cloud: Amazon GameLift, Microsoft Azure PlayFab kot Google Cloud
npoc@Epovy scalable server hosting yia online wouyvidio peyding KAipokog.

e Security Mechanisms: Avfevtikomoinon ypnotdv, KPLITOYPAPNoN TOKET®Y Ko anti-
cheat cuothpoTa gival amapoitnTo Yo, TV TPOCTACIN TV TOIKTMOV Kol T dloThpnon

NG OKEPALOTNTAG TOV TOYVIO100.

IIpoxinoels otnv Avantoén Multiplayer

H avéartoén multiplayer mogvididv aviipetonilel opketés TeXVIKEG KOl GYEOIOOTIKEG
npoxinocelg [15]:
e Awoyeipion KoOVGTEPNOCEMV KOl GLYYPOVICHOV Yo Tr OTHpNon NS OUOANG
eumepiag.
e  Klipoxka ko empapovon server 6tav moArol TaikTeG GUUUETEYOVY TOVTOYPOVOL.
e Aoc@dlela km mpootacio omd omdrtes (cheating), Wwitepa oe avtaywvioTikd
nepPdAiovia.
e Cross-platform evpfatéotnra, mov amoitel GLVTOVICUO SUPOPETIKOV CUOGKELMOV KO

AEITOVPYIKADOV GUOTNUATOV.

Yopnépoocuo.

H dwrtdwon kot to multiplayer amotelodv kpicio mopdyovio yioo T HOVTEPVO EUTEPIOL
gaming, emnpealoviag OG0 TNV TEYVIKN LAOTOINoT OGO KOl TNV KOW®VIKY 0100T0CT TOV
noyvidwwv. H cwot dwyeipion latency, cuyypoviopod kot acedareiog givar kaboplotikn yio,
mv enrtvyion Kot v amodoyr evog online mayvidiov. H ypnon odyypoveov epyaleinv kot
TAQTQOPUDV EMTPENEL TNV avOTTLEN otabepdv, 0oPaA®V kol emektdotumv multiplayer
EUTEPLOV.

3.5 ZXoyypoveg Taoerg

H Bopnyavia tov video games sfehicoston paydaio, pe TEXVOAOYIKEG KOWVOTOMIEG TTOV
emnpealovy 1oV TPOTO OVATTLENC, O10VOUNG KoL EUTTELPTaG TV Ay VIOLdV. Ot 6OYYPOVES TACELS
neptAapBdvouv texvoroyiec mov av&davouy TV aAAnAenidpacn TV ToKTOV, BEATIOVOLY TV
OTLTIKY] KO OKOVGTIKT EUTELPI, Kot SIELPVVOVY TO KOWMVIKO KOl O1KOVOUKS TePBAALoV TV
TOLYVIOLOV.

Cloud Gaming
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To cloud gaming emtpénel otovg ¥pNoteg vo mailovv amoTnTIKG Ty vidle ympic 1oyvpod
hardware, apov 1 eneepyocio kot To rendering mpoyuatomoloHVIOL GE GO UOKPVGUEVOVG
servers. Ot naikteg AapPavovv to Bivieo Tov Toryvidlov péow internet, evd ot eVIoAEg TOVG
petadidovrol og Tpaypatikd ypdvo ctov server. Oeéin teptlapfavouv:

o Ameldptnon and 1oxvVPEG KOVOOAEG 1] VTOAOYICTEC.
e Apeon npodcPaon og vEoLg TITAOVG YwPIC EYKATAGTOON.
e Avvatdtnra cross-platform gaming.

Ewovicn ko Eravénpévn Hpaypotikotyra (VR/AR)
H VR ko1 n AR g16dyovv véeg 0100TAGES GTNV EUTELPia TOLYVIO0D:

¢ VR (Virtual Reality): TTaikteg BubBiCovion € TApOS yneLoKa teptBarlova pe yprion
headset xor awebnmpov kivnong. Amoutei mponyuéva rendering techniques Kot
BeAltiotomoinon v petwpévo latency.

e AR (Augmented Reality): Evoopatdver yneuokd ovTIKEILEVO GTO TPOYUATIKO
nepiPdAlov péow smartphones 1 AR glasses, 6rwg oto dnuoeiréc Pokémon Go.

Teyvnty Nonpoosvvn (Al) kor Mnyoavikn MaOdnon
H Al ypnowomoeiton yo:
e Ilpoypappatiopnd svpuov NPCs (non-player characters) mov mpocapuolovv
GUUTTEPLPOPA TOVS GTOVG TTOTKTEG.
e Anuovpyia procedural mepieyopévov, Onm¢ emineda 1| AMOGTOAES, UEIDVOVTOS TOV
YPOVO aVATTLENC.
e Avdivon dedouévav ypnotov yio. personalization ko fedtimon epmepiog.
Kowovikég ko IoMmtiopkég Tdoerg
Ta cOyypova Toryvidlo EVEOUATOVOLY KOWVOVIKH YOPOKTPIOTIKA:
e Multiplayer ka1 co-op modes yia 6108pacTIKOTNTO, KOl GUVEPYUGIAL.
e Integration pe social media yi kowomoinom EMTELYUAT®V KOL GUUUETOXN) OF
KOWOTNTEG.
e E-sports, mov &xovv dnpiovpyncel EmayyEALATIKO KO OIKOVOUKO OIKOGVGTIUA YOP®
oo To oy vida.
Mobile Gaming ko Cross-Platform Epnsipio
H avénon towv smartphones kot tablets éyet aAldEet to tomtio Tov gaming:
e Ta mobile games cuvnbwg PaciCovtar oe pikpéc cuvedpies, free-to-play povtéla pe in-
app purchases.
e H cross-platform avantuén enurpénet otov 1610 Titho va Aertovpyei og PC, kovedro kot

KN td, 01evphvovTag T0 KOwo.

Xopnépoacpuo
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Ot clOyypoveg TAGELS aVAOEIKVOOLV TNV TOAVTAOKOTNTO KOl TN SUVOUIKY] TOV GUYXPOVOL
gaming. Cloud gaming, VR/AR, Al, kowovikéc dtacuvoéoelg kot cross-platform avantvén
dNUovpyoLV pia epmelpion Toyvidlov mov dev meplopiletal o pie cvokevn N €vav THTO
moyvidon. Ot teyvoroyikég e€erilelg emmpedlovv queca v ovamtuén, 1o design kot
S PO TOV TOKTOV, KAHIGTOVTOS TO TOLVIOLO EVOV GNUOVTIKO TOPEYOVTO TEXVOAOYIKNG Kot
TOMTIGUIKNG KOVOTOUING.
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Ke@darawo 40:  Teyvoroyko vrofadpo

H vAomoinon tov mayvidiov Pacictnke ce Evay mopnva texvoroyudv tov Web stack — HTML,
CSS «ou JavaScript — ywopig ) xpnon e&mtepikmdv Piprodnkadv 1 framework. Avth n emthoyn
NTaV CLVENTY, e OKOTO TNV TANPN KATOVON O Kot EAEYY0 OA®V T®V EMTESMV TOV KMOKO,
KaOdC Kot TNV €6Tioen otV EKTAdEVTIKN o&io TG avATTLENG VO TTaYVISIOL amd TNV APy
(from scratch).

H mpocéyyion mov akolovbnOnke kabiotd to £pyo éva yapoktnpiotikd mopadetypo Vanilla
JavaScript epappoyng, otv omoia 1 dwayeipton tov DOM, ) povtehomoinon g Katdotaong
(state), ot unyavicpoi eAéyyov Pong Kot Ol UNYOVIGHOT OIOKPIONG GE EVEPYEIEG TOV XPNOTN
vAomolovVTaL amokAEloTiKG péom "kabapng" JavaScript. To épyo givat dounpévo e TpOTO O
Bupiler Single Page Application (SPA), yopic dumg va Baciletan oe Pipiodnkeg dmwe React
N Vue.

H mapovoa evotnra avaidel Tig te)vVOlOYIKES MAOYEG TOV €pyov Ko eényel MG oVTEG
a&romomOnkay yia va dnuovpyndei éva TAnpwc Aettovpykd turn-based moyvior meputéteiag
o710 mePBaAiiov Tov browser.

4.1 Emdoy yhowooov (HTML, CSS, JavaScript)

H emoyn tov teyvoroyiwv HTML, CSS kot JavaScript yio tnv avamtuén tov moyviood dgv
nrav toyaio, aAAd facictnike oTnVv gupeia 0modoyT|, LTOGTNPIEN Kol KATAAANAOTNTA QLTOV TOV
TEYVOAOYLOV Y10 EQUPUOYEG 6TO TTEPPAALOV Tov PLALoueTpnT (browser). IIpdxerton Yo tov
Aeyouevo ""mopnva Tov 16tov" (core web stack), o omoiog emtpémel T dNUIOLPYIN SLVAUIKOV,
SLOPUCTIKOV Kol OTTIKO EAKVGTIKOV £QAPUOYDV YOpig TV avdykn mpocOetwv plugins 1
EYKATOGTAGEMV OO TOV YPNOTN.

4.1.1 HTML (HyperText Markup Language)

H HTML (HyperText Markup Language) arotelei Tov Ogpélo Aibo kdbe epappoyng mov
exteleiton og mepiPdAiov puiiopetpntn (browser), kaBmg eival vebBuvn Yo TV opydvmon,
00N 61 KoL TEPLYPAPT TOV TEPLEYOUEVOD TTOV ELOAVILETOL GTOV YPNOTN. TNV TEPIMTOOT TG
ovykekpipévns epapuoyns, 1 HTML ypnowyomombnke og o Pacikdg okeAeTdC Thve oTOV
omoio yTiotnke OAN N eumelpio TOL TOLYVIOOV.

Aépnon km Iepapyio Tov Ilgpreyopévov
H HTML enupéner otov mpoypoppiatior] vo opicel Le Ga@Nvewl T OOUn NG ceAidog,
yopilovtag ta empépouvg oTotyeia 6 vontd kot Aoywd tunpato. o éva mayvior faciopévo
otov browser, avtd petappaleton og Eekdbapn S1dKkpion ovapesa oe:
o Tleployéc gameplay (6mov mpoBdiietar m dpdon Tov TOYKVISWD, OTWEC UECH TOV
<canvas> 1 meploy®v e animation),
e Awdpaotikd otoryein Ul (6mwg pevod emloydv, Kovumid, pmop vyeiog, midico
dAOY0oV),

25



Teyvoloyikd vopadpo

o IIAnpoeoplokég evoOtNTeg (). TPEYOLGO KOTAGTAGN TOL YOPOKTHPO, Olobécyo
avtikeipeva K.4.).

H yprion HTML tags 6nwg:
e <div> yia Sopukd pumhox,
e <iM@> y10 OTEKOVIOT YOPOKTHPOV KOl AVTIKEIUEVADV,
e <button> yia emhoyEg TOV XPNOTN KATA TN SIAPKELD TOV LAY DV,

e <canvas> yia animation 1 rendering ypaikav (edv ypnoipomomei),
mapeiye OA0 TO amOPOITNTO EPYOAEID YlOU TNV OTTIKY] OTOTOTMGT] TOV TOLYVIOLOV,
Yopic va amorteital kamolo eEmTeptkn TeVOAOYia 1| game engine.

AVayvOSLEOTNTO KOl Z0vTpiopétyta

H HTML givon pia dnhotikn (declarative) yhd@ooa. Avtd onuaivel Tmg 0 TPOYPUUUOTIOTNG
TePLYpAPeL TO «Ty BEAEL VO eppavicet kol Oyt To «tdS» B vAomomOel awtd Pripa-Prpna (6Tmg
0€ TPOYPUUUOTIOTIKEG YAMGOEC TOTOL imperative). Avty n ¢don g HTML kabiotd tov
KOOIKA To:

e AvVayvaolpo: ivol EDKOAOTEPO VO EVIOTIGTOVV TO UEPT TNS EPUPLOYNS TTOV CLPOPOVV
KkéBe Aertovpyia.

o Xuvinpnolpno: oAlayég N PEATIOCELS GTN OUN WITOPOVV VO, EPUPUOCTOVV LE UIKPECS,
TOMKEG TAPEUPACELS YWPIC VO eTNPeAleTOL 1] CUVOAIKT AELTTOVPYIKOTITO.

Avto etvan €€apeTIKA ONUOVTIKO Yoo €pya. OGS awTd, Omov M gveMéia kot 1 ToxHTNTA
avamtuéng eivon Kpioylec.

Yopparotnra ko [posfacipotnra

H HTML éye1 oyedootel dote va givor aapos copfatiy pe 60Aovg TOVS GUYYPOVOLS
browsers, kot vrootnpiletar and epyareio avamTvéng ko ovéAvong, 6nmg ta Developer Tools
tov Chrome, Firefox, Safari ka1 Edge. EmumAéov, n owoty yprion semantic tags (6mwg
<section>, <header>, <main>, <nav> — av kot dgv amortnOnKov oe avth ™ fociky vAomoinomn)
evVioyVeL TV TTPooPacipdTNTe TG EQUPLOYNG KoL TN dLVOTOTNTA XPNONG TNG OO ATOUN LE
avomnpieg N SO PETIKEG cLOKEVES (Screen readers, tablets, kvntd).

Onwg avagépet ko o W3C:

«H HTML emupémnel 6100 TPOYPOUUATIOTEG Vo EKOPAlovv TN onpacio kot T dopr| Tov
TEPLEYOUEVOD, EVIGYVOVTOG T1) OLVATATNTA TPOGPAoNG KOl ETAVAYPNCLOTONON S
— W3C, 2023

Xpnon oto Hoyvior
Y10 mhaicto ¢ mapovoag epyasiog, 1 HTML amotéleoe:

e Tn Bdon yo Tov apyiKd opTtOT TOL TALX VIS0V (E10ay®YIKTY 006vT),
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e Tn «oKoA®CE» TOV® OGNV OTOl0 EUPOAELOVY OAO TO. GUGTHUOTO OETAPNG LUE TOV
xpfhom (UI),
e To péoo yio v gpeadvion dwrdyov (ue HTML containers),

e Tn Pdon mave oty onoio cuvOEOMKaY duvapkd ta ototyeio péow DOM manipulation
(néow JavaScript),

e Tnv vmodoun yio TPOGaPUOYES Ko FeSponsive oyedlaoud (av ypelaotel HEALOVTIKA).

H HTML Aertovpynoce, emopévmg, oG 1o Oguédo OAMV TV OMTIKAOV KOl AETOVPYIK®V
OTOYEI®V NG EQUPUOYNG, EMTPEMOVTOG UE AMAO KOl dopunuévo TPOmo TV avdmtuén evog
Aertovpy1kov TePPAALOVTOG TOLY VIS0V GTOV PLAAOUETPNTY).

4.1.2 CSS (Cascading Style Sheets)

H CSS (Cascading Style Sheets) amotedei pio omd Tic OspeMddelg texvoloyieg TOL
[Maykdouiov Iotov, vetBovvn yio T pop@omoinoen, arcONTIKN Kot StdTaly TOL TEPLEYOUEVOD
nov meptypagetol pésm HTML. H kOpia Asttovpyio g ivor va amocuvoEceL Ty Tapovciacn
amd TN oopun, 61lvovtog GTOVS TPOYPAUUATIOTEG TN OLVOTOTNTA VO SLXEPIGTOVV aveEEAPTNTA
TNV ELPAVIOT LIS EPOPUOYNG Y®PIS Va EMEUPOIVOVY GTN AOYIKN 1] OTN AELTOVPYIKOTNTO.

Pérog Tng CSS o710 oy vion

Y10 mhaicto Tov Tapdvtog browser-based moryvidiov, n CSS dwdpapdrios onuavtikd poAo oe
ToALOTAG emimeda:

e Awpépomon tov mepifailovrog moryvidrov (game layout): O kabopiopdg tov
KevTpkoy koufd (game container) kot 1 otoiylon TOV 610 KEVTPO TNG GEMSOC Eytvay
péow CSS, dwaoparilovtoc 0Tl T0 oy vidl TOPAUEVEL EVAVAYVMOGTO Kol o1cHNTIKA
EVYAPIOTO GE SLAPOPES OVOADGEIC 000VDV.

e Awkéounon tov Ul (User Interface): Xpnowonomdnkav kavoveg CSS ya v
EUGAVION TOV KOVUTLMOV, PEVOD ETAOYAV, Tapadipmv dwoidyov, prap {ons (HP
bars), etkovidiov kot GAlwV Bacikdv Asttovpyik®dv otoyeimv. H oucOntikh oyediaon
TOV OVTIKEWEVOV aVTOV gtvat kpion yio v gurepia xpnom (UX), ewdwd oe turn-
based nepipdrrovroa.

o Xpopata ko Toroypagio: O opiopdc ypoudtov yo v onddoon tHnwv mitcog (1.y.
spicy, veggie, fungi) kot 1 xpHomN TLTOYPUPIKMOV YOUPOKTNPIOTIKOV (YPOUUATOCEIPES,
pey€tm, okiéc) Bondnoav otnv evicyvon g ATHOGPALPAS TOV TOLYVIS10D.

e TomoBétnon km gvBvypapmen (layouting): Méow tg CSS ypnoomonidnkov
povtéra duataéng onwg flexbox kow absolute positioning dote va emttevydei n oot

TOTM00ETNOT TOV AVTIKEWEVOV EVTOG TOV TTOXVIOWOL (TT.). KOLUTE HéyNS 610 KAT®
LEPOG, 01A0YOL GTO TAV® LEPOG, KEVIPIKOTL XOPAKTPEG GTO LEGO NG 006VNG KTA.).

Animations ko1 Keyframes
Av K01 TO HEYOADTEPO HEPOG TNG KIVIONG 6TO Ty Vvidl Tpoypappatiotnke péocw JavaScript, n

CSS cvvéPaie eniong 6Tov OMTIKO EUTAOVTIGUO TOL ALY VIOOD LE TN YPNON EPE OTMG:
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o Fade-in/Fade-out evaAlayéc mapabipmv 1 otoygiov,
e Mertaxkwnoelg (transform, translateX/Y) yapaktpmv 1§ avTiKeEWEVOY,

e [loAlouevec kivioelg (my. @keyframes shake) yio v vroypaupion cuyKekpUEVOV
ocupPavtov (0nwg Eva ytdmnua 1 ETA0YN).
Avtéc o1 CSS animations mpoc@épovv amAég aALG OmOTELEGUOTIKEG AVGELS Y10, TN PerTioon
NG OTTIKNG POTG, Y®PIG TNV OvAyKN Yo TOADTAOKO AoYioKd animation.
Responsive IIpocappoyn
Av K01 TO oLYKEKPIUEVO TOyVidL £xEl TpoTioT®G oyedluotel yuo desktop mepiPariovta,
ypron CSS kavovav responsive eyedracpod (6nmg media queries) exitpénet EALOVTIKA TNV
€0KOAN TPOGUPLOYN TOV GE HIKPOTEPEC GLOKEVES, OTtmg tablets 1§ smartphones. H duvatdtra
ot elvat 110TEPO GNUAVTIKT] GTNV EXOYN TNG TOAVGVGKELNG KOl TG (POPNTOTNTAG.
O0¢pén am6 ™) ypion CSS
H CSS, wg teyvoloyia, Tpoc@épel ToALAPIOO TAEOVEKTILLOTOL:
e Emavaypnowonoinoen otuvk péco class-based kovovov,
o Xa@NGg OLY®PIGUOS TOV UPROSLOTHTOV UETOED TPOYPOUUOTIGHOD KOl 0oONTIKNG
(ovuewvo pe v apyn Separation of Concerns),

e  Kohvtepn ovvripnon kot €ukoAOTEPEG OAAAYEG OE EMIMEOD EUPAVIONG Y®PIG
eneuPdoeic otn JavaScript | otnvy HTML,

e Yynij amodoon kar copfatotntoe pe 6AovE Toug povtépvoug browsers.

H mpocéyyion avtn elval cOpemvn HE TIG TPOKTIKES TNG HOVIEPVAG OVATTUENS EPOPUOYDYV,
6mov n HTML ypnowomoteitot yio tn dourj, n CSS yia ) popen ko 1 JavaScript yia tn Aoy
KOLL 1) GUUTEPLPOPA.

4.1.3 JavaScript (Vanilla JS)

H JavaScript omotélece tov akpoyoviaio Aifo yio T AertovpykdTTa Kot 1 SUVOUIKA
oLUTEPIPOPE TOV oy VIS0V, TTpdKetTal Yo o SUVapLKY], AVTIKEIPHEVOGTPAPT], event-driven
YAOOOO TPOYPURPATIGROD TOV VITOSTNPILETAUL EYYEVAOCS atO GAOVS TOLG GLYYPOVOLG browsers.
2tV moapovoa gpyacia, ypnoyomomdnke kabapn JavaScript (Vanilla JS), onladn yopig
pecorapnon efotepikdv PProdnkaov 1 frameworks, mpoceépovtag mAnpn €Aeyxo otov
TPOYPOUULOTIOTY KOl EVicyvovTag T Babitepn katavonon g Aettovpyiog Tov KOOKA.

Kvpuor poior g JavaScript oto mavyvior
H JavaScript a&lomomdnke oe ToAOmAG eninedo TG avATTLENG TOV TOLYVISIOV:

e Awycipion avrikepévov Tayvidrov (game entities):
Méow Khdcewv 6mmg Combatant, Battle, Team, ReplacementMenu «.d., opilovtot ta.
duvapikd oTotyelo Tov ToyVdoy, 0TS ol Titoeg (Mpwes kot €xBpol), o1 KVNoELg
(actions), to status effects xoi To avtikeipeva (items). Avti n dopn emétpeye ™
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onuovpyio €vog HOVTEAOV POGIGUEVOL GE GVTIKELUEVOSTPUPT] TPOYPOUUNUTICNO
(OOP), 10 omoio €ival EMEKTAGIUO KoL EVOVAYVMOGTO.

Ylomoinen Tov game loop:

‘Eva and 1o mo kpiowo onueion kdbe Sadpactikod moryvidod eivar o Ppoyog

oLy viorov (game loop) — évag emavolopufovopevog KOKAOG oV EAEYYEL TV EVOALOYT
QAcE®V (TOUKTNC—OVTITAAOG), TNV KOTAGTACN TOV HOVAS®V, TNV amdd006N KIVIGE®YV,
TIG KaBVoTEPNOELS UETOED EVEPYEIDV KOl TNV EUPAVIOT] TOV OTOTEAEGUAT®V GTNV
006vn. Ztnv viomoinon avtn, ypnowomomdnke o custom kidon TurnCycle mov
eléyyxel TV akolovBia TV evepyeldv Kot TNV mtpotepadTNTA (TT.)., TOW0G emTifeTON
TPAOTOG).

Avtamékpion cg alinlemdpaocsis ypnoty (event handling):

O yepiopdc yeyovotmv, 0nmg to matnua TAKTpov (Keydown) kot to KAIK KOUUTLDV
(click), givon Baocikd otoryeio g epmepiog ypot. Xapn ot Javascript, n epappoyn
UTOPEL VO VTOTOKPIVETOL SOLVOUIKE GTIG EMAOYEC TOL TTOUKTY, VA eUQavilel pevov, va
oAAGCel 000VEG Kot Vo EKTEAEL TIG EMAEYUEVES EVEPYELEG OE TPAYUATIKO YPOVO.

Custom Events kot emikowvovia peta&o modules:

H ypion mpocapuocuévev ovppavtov (my. utils.emitEvent("LineupChanged™))
dtevkOAvve ) yorapn) ovievén petold tov evotitov. Etol, yuo mopddstyua, po
aAlayn oto lineup tov moiktn dev amoutei dpeon yvoon tov ol Kot TG Oo amrodobel
otV 006v — 10 cvuPdv avaKOIVOVETOL, Kot OTO10G £XEL EVOLAPEPOV Y10, ALTO TO
yeYovog pumopet vo, 1o "akovoel" ko va dpdoet avaloya (observer pattern).

INoti emAgyOnke Vanilla JS;

H andpaon va ypnoomombei Vanilla JavaScript, avti yio éva framework 6nmg React, Vue
1N Svelte, Paciotnke g EKTAUOEVLTIKG KO TEYVIKA KPUTHpLoL:

Elaylotomoinen eEaptijocov (dependencies):

Aev amorteiton kovéva build tool (webpack, vite), kavéva npm package, ovte runtime
petoyAottiotés. To amotédeopa givor éva omAd, eopntd kot dwapavég project mov
Aertovpyel pe amdd avorypa apysiov HTML.

Ave€apTtnoio amwd TPoKaOOPLOPEVES UPYLITEKTOVIKEG:

Evo ta frameworks mapéyovv cageic 0dnyieg kot dopéc, n ypron Vanilla JS exétpeye
TOV TANPN ELEYYO TNG GPYLTEKTOVIKIG, KATL TOL EVIGYLGE TNV KATOVON oM BEEM®OIDV
EVVOLDV OTIOC:

o rendering yewpoxkivntov Ul ctoyeiov,
o state management e avtikeipeva JavaScript,
o routing kot 006veg ywpic xpron router.

ExmoidgvTikog (opoKTipos:
H vlomoinon tov mayvidwd €& apyng pe Vanilla JS amoitei and tov dnuovpyd va
KOTOVONGEL KO VO, VAOTIOWGEL 0t TNV apy] UNYOVIGLOVG OTTwG:
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o DOM Manipulation,

o Queue-based event cycles,

o E0MTEPIKY OlaEiplon Katdotaong (state),

o OLVOPTNGELS LYNAOTEPTG TAENG,

o Kabvotépnon extédeong (async/await, setTimeout).

AvtoG 0 TPOTOC TPOGEYYIoNG dev gival UOVO AETOVPYIKOG OAAG KOl 1OLOITEPD. OLOUKTIKOC,
kafotdvtag ™V gpyocios KATAAANAN Y0 TOPOLGINGT TOCO TEYVIKMOV YVAOGE®V OGO Kol
OPYITEKTOVIKAOV ETAOYDV.

4.2 DOM Manipulation kex Vanilla JS

H owygipion tov DOM (Document Object Model) amotedel pia amd Tig oNUOVTIKOTEPES
TTUYéG KABe epapuoyng mov viomoleiton oe mepPdiiov browser. To DOM Aettovpyel wg
evolapecog peta&y tov HTML eyypdoov ko g JavaScript, emtpémovtag tnv aAAnAeniopacn
TOV KOSIKA LE TO, oToryein TG oelidac. Méow tng Vanilla JavaScript — dniadn g xpnong
kaBopng IS yopic Bprodnkeg o6mwe jQuery 1 React — emtvyydveton mAnpng EAeyyog otnv
Tpomomoinot, onpovpyia kot dtypaen otoyeiov DOM pe undeviko eEmtepikd k6GTOC.

T givar To DOM;

To DOM etvan pia dopn dedopévmv oe popen dévtpou (tree structure), otnv omoia kb kOUPOG
(node) avtiotoyel oe éva HTML otoyeio. H JavaScript emtpéner v mpdcfaocn kot
eneéepyacio aVTOV TOV KOUP®V o€ Tpaypatikd ypdévo. Na mapdoetypa:

const button = document.querySelector("#startButton");

button.textContent = "ZEexivaue!”;

310 TOpOTAvVe TopdadElypo, o mpoypoupatiotc  evtomiler éva kovumi  (<button
id="startButton">) kot aAAGLeL TO MEPLEXOHEVO TOV. ALTH Elvan pio oA oALG 1GYVPT LOPEN
DOM manipulation.

Xpiion DOM 611V vA070iN 01 TOV TALYVIOL0V

H xartoaokevr| tov moyyvidowd Paciotnke éviova ot yewpokivntn dnpovpyio kot dayeipion
ototyeiov DOM. Kdanoieg yopaktnpiotikés nepintdoels neptlopavouy:

1. Anpovpyia Ul components péow JavaScript

Avti va vdpyovv OAa ta ypapkd ototyeion mpokabopiopéva oto HTML, dnpovpyodvion
duvapukd pe JavaScript. T'a mapaderypa, n KeyboardMenu dnpovpyel kovpmid emAoydv pe
Baom to context tov maryvidov (Tig SubEcEG KIVAGELS):

const button = document.createElement(""button™);

button.innerText = option.label;
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button.addEventListener("click", option.handler);
container.appendChild(button);

H napandve npocéyyion eivar kpioun yu v gveMéio g epaproyns, kabmg kdbe paym 1
avtikeipevo &yet dapopetikd Ul mov mpémet vor amodideTot Suvapukd.

2. AvtiopaoTtikotnTa pe event listeners

H ypnon addEventListener() emitpénel 610 Toryvidl Vo GVTOTOKPIVETOL GE EVEPYELEC TOL
YPNOTN, OTTMG KAIK, Thtnpa TANKTpv 1 hover. TTapdderypa amd 10 GOGTNO ETAOYDV:

document.addEventListener(""keydown", (e) => {
if (e.key === "ArrowUp") this.navigate(-1);
;

Avto emitpémel 610 cvoTNUO HEVOD Vo vrootnpilel ANKTPOAOYIKY] AN YNGT, PaciKn
Aerrovpywkdtnta yio. turn-based RPG nepiffdirovro.

3. Empépoon g oerapis (UI) pe Baon to state

To moyvidl cvvinpel ecotepikn katdotaon (m.y. moleg mitoeg eival Coviavég, Tt Lon Exouv,
mola givon M TpEYOLG PACT)) KOl OTOTVTOVEL OVTE To. dedopéva, oty 000vn péocw DOM
manipulation. [Tapaderypa:

this.hpFills.forEach(el => {
el.style.width = "${percent}%;
b;

Avtd odlhalel To punkog tov health bars pe Baon to vedromo HP, tpoceipoviag otov maikt
OTLTIKY] AVOTPOPOOOTNON GE TPAYUATIKO YPOVO.

Mieovexktipata g ypNiong Vanilla JS yio DOM
H ypnon kabaprig JavaScript yio v aAinieniopaon pe 1o DOM mpoceépst:

e Exnmaidesvon kor dww@dvero: O mpoypoppHaTIoT G KOTOVOEL TANP®G TOV TPOTO
Aertovpyiog tov Ul kot tng pong dedopévamv, xopig "pnavpa kovtid".

o Evehiio: Aev vndpyovv mepropiopoi and abstractions 1 state management libraries. O

TPOYPOUUATIOTNG AmoPacilel TG va xelptotel to rendering kot tig peToffoAéc Tov
DOM.

e Amndédoon: To DOM gvnuepdvetor povo 6tav kot 0rtmg to kabopilet o onpovpyds. Agv
VIGPYOVV AVTOUOTEG OVAVEDGELG 1| EKOVIKOL pnyovicpoi (virtual DOM), kdtt mov og
LIKPES EPAPUOYES TPOGPEPEL KAADTEPT] EMIDOCT).

Iepropropoi g yerpokivtiigc DOM dwayeipiong

Qo1660, N amevbeiog drayeipion Tov DOM €yet kot petovekTipoTos:
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e Tlolvmhokétnra: Kabnhg n epapproyn LEYOADVEL, 0 YEPOKIvVITOG XEpIopdg tov DOM
umopet va yivel S0GKOAOG Kot EDGAMTOG GE GOAALLOTOL.

e Amovcia "state-driven Ul'": Xg contrast pe frameworks 6nmg React, ed® dev vrdpyet
aVTOMATN OvVTIoTOlYloN ToL State pe v amddoon (rendering) tov Ul. Ola mpénet va,
eAEYYOVTOUL YEPOKIVITAL.

e Avokolrio testing & debugging: Adyw amovciog dopmv OT®G component trees Ko
declarative rendering, amotteitot avénuévn Tpocoyn otov Eleyyxo aliaymv tov UL

YopUTEPAONOTO KUl CTIHAGi

H emioyn va ypnooromBei Vanilla JS yio DOM manipulation rjtav otpatnywr|. [Hoapdtt
emPapOVeL TOV TPOYPOUUOATIOT] LE TEPIGGOTEPES EVOVVES, TPOCPEPEL EVa EEUPETIKO TTESTIO
ekmaidevong otig Pacikég apyés g web avamtuéng. [HopdAinia, amrodetkviel OTL aKO UL Kot
yopis framework, pmopei va viomomBel éva mAnpec kor Aertovpywkd browser game,
Bac1lopéEVO amOKAEISTIKA 6T dVVOUN TNG £yyEvoLg JavaScript kot tov DOM API.

4.3 Xeapwopog cvppavrov (Event Handling)

O yepopdc cvpPavtov (event handling) omotelel wa kpiown cvvioT®oo oty avamrTvén
SO POOTIKOV £PAPUOYDY 6T0 TTEPIPdAlov Tov @uAlopetpnty (browser). Xto mlaicio tov
TALVIO0V, To GUUPAVTO Eivol O UNYOVIGUOG HECH TOL OTTO10V O YPNOTNG OAANAETIOPA LE TOV
KOGLO TOVL TToyVOl00 — €iTe HEGM TOV TANKTPOAOYIOV it PHEGM KAIK €iTE HECH YPOVIGUEVOV
AVTIOPAGEMY EVTOS TOV TOLYVIO0V.

H katavonon kot n cwot spoappoyn tov event handling sival amopaitnt yo ™ pon Tov
Tayvidlo0, TV evepyomoinon animations, tv avtamdkpion o€ EVIOAEC TOV TOUKTN KOl TNV
EKKIVIION 0AVCIOMTOV EVEPYELDV HETAED TOV ETUEPOVS VITOCVOTILATWOV.

Baowkéc apyés Event Handling etnv JavaScript

H JavaScript mapéyet pio oelpd amd eVoOUATOUEVES OLVATOTNTEG Y10 TOV XEPICUO CLUPAVTIOV.
O mo ovyvég nébodot mov ypnoipomolovvTon ivart:

element.addEventListener("click", function(event) {
// k@okag mov exteleitar otav yiver click
b
H nopondve pédodog etvar evéhktn kot woyvpn, kadog:
e Emurpénel v mpocdnkn nolhomhodv akpoatdv (listeners) oto id1o otoyeio

e Tlpocoépel mpdcoPaom o avtikeipeva tomov Event pe minpogopieg yia 1o coppéy (m.y.
TO10 TANKTPO TATHONKE, GE MO0 GNUEID EYVE TO KAIK)

e Awpel v mpocéyyion separation of concerns (dtouympiopdc e AoyiKng and v
EUGAVIOT))
Xepopog minkrporoyiov (Keyboard Input)
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‘Eva Bacwkd pépog g AettovpywkdOmntog tov moyvidlov Pociletor ot xpnomn tov
TANKTpOoAOYiov, KOOMG 0 TaikING emAéyel Kwnoelg | mhonyeitor oto Ul ypnoiponowwvrog
mktpa 6tmg ArrowUp, ArrowDown, Enter «.4.

[Tapdderypa amd 10 GOGTNHA HEVOD:
document.addEventListener(*"keydown", (e) => {
if (e.key === "ArrowUp") {

this.navigate(-1);

} else if (e.key === "ArrowDown") {

this.navigate(1);

} else if (e.key === "Enter") {
this.confirmSelection();

}

b

Avtd gmitpénel ) Aerrovpyio Tomov console RPG, émov n mhonynon oto Ul dev yiveton pe
TOVTIKL, 0AAG e TANKTPO, OTVOVTOG GTOV TTAUKTY GUEST ATOKPIoT Kot EAEYYO.

Yoppavra payns & custom events

[Tépa. amd T eyyevn (native) cvuPavto tov DOM, to moryvidl a&lomotei custom events yio tnv
EMKOWVOVIO LETAED OULPOPETIKAOV LOVAd®V AOYIKNG. o mapddetrypo, OTov oOAoKANpOVETOL pLia,
evépyela (0mwg emiBeon), éva CustomEvent umopel va evnuepmoet AGAAeG KAAOELS OTL TPETEL VOl
TPOYWPNGOVV GTNV ETOUEVT] QPACT).

[Mapdderypa:

const event = new CustomEvent("BattleActionComplete”, { detail: { who: "player” } });
document.dispatchEvent(event);

Kot og dAAn kAdon:

document.addEventListener(*'BattleActionComplete™, (e) => {

this.nextTurn();

b;

Avt n teyvikn datnpei ) xorapr) o0igvén (loose coupling) peta&d twv modules. ‘Etot, 1

Aoyuc g péymg oev e€aptaton dpeca omd to Ul M omd dhheg povédes.

Alvoideg yeyovoTov (event chains)

‘Eva onpovtikd kot dlaitepo yopaktpioTikd Tov mayvidlon eivor n Ymapén aiveidowv
veyovotov, Omov 1 ektédeon plag evépyslog odmyel pe ypoviky kabvotéprnon oty
evepyomoinon g emopevns. Avtd viomoteiton kvping péow setTimeout() kot Promise-based
UNYOVIGUOV.
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[Mopaderypa:

await this.showMessage("${caster.name} used ${action.name}!’);
await action.doAction(this);

await this.wait(500);

utils.emitEvent(*'BattleActionComplete™);

H mopandve akorovbia givar aviumrpoocwmevtiky evog game loop, émov kabe @domn givan
SO0 IKT Ko TPEMEL VO, TEPUEVEL TNV OAOKANPMOT] TNG TPONYOVLEVTG.

YAEOLUGTIKG 0QEAT TNG TPOCEYYIONG
O ovvdvaoudg native kot custom events Tpoo@épel TOAATAG OPEAN:

o Emexktaocwpotnra: H mpocHnkn vémv Aertovpyldv propel va yivel xopic ahlayég otov
Bacikd Kopud TOL TOLYVIO0V.

e  Emavoypnowypomoinen: IolhanAd cuotiuata propodv vo aviamokpivovior 6to 1o
yeyovog (m.y. evnuépwon Ul, fyyot, animation).

e Aovyypovia: O event-driven Tpoypappoticpods SIEDVKOADVEL THY acDYXPOVN EKTEAECT
EVEPYELDV, 10aviKn yia turn-based RPG.

IIpoxinoels Ko EMTAOKEG
[Tapdro mov N ypNoM TOV YEYOVOT®V E1VOL 1O10ATEPO OTOTEAEGLLATIKY, EVEXEL KOl SVOKOAIES:

e Avokolio. 61OV evromiopd oc@oipdtov (debugging): Otav moAAd ocvothiuoTo
avTOmoKpivovtal g yeyovota, eitvar 0vokoro va Bpebel morog "amavtd" o€ TL.

o Kpvpn ponp roywng: H Aoy pon tov moyvidlov yivetol mo OVGKOAN OTNnV
avayvoor, kabmg m oelpd evepyslwv egoptdtar omd To cvpPdvta kot Oyl amd

€LOVLYPOULO KOOTKOL.

e IMolramhoi axpoatig (listeners): Ymdpyetl o xivduvoc va dnuiovpynfodv moAlamiol
listeners yio to id10 event, TpokaAdvTag anpOPAETT GLUTEPLPOPA.

YopmepacpaTo.

O yepopdg cvppavimv pe ™ xpnon toco hative DOM events 6co kot custom events givot
aTOPOITNTOS Yo T Agttovpyio evOg d100pacTikoD Tayvidov. H mpocséyyion mov viobethOnke
otV mapovoa vAoroinon Paciletar oe TeyviKég event-driven programming, ot omoieg givat
aitepa amodoTikéG o turn-based punyoviopovg kot cuetipota real-time aAAnienidopacng.

H mpoocextiky opydvoon twv event handlers, n amocvlevypévn opyltekTtoviky Kot 1 xpion
custom yeyovotmv gvicyvoav tn modular Aoykn Kot v eXeKTacLOTNTO TG EPOPUOYTC.

4.4 TIpooéyywon SPA yopic framework

H avantuén evog Single Page Application (SPA) xmpig ™ ypnon kanoov framework (6mwg
React, Vue 1 Angular) amotedei pio mpdkAnom, oArd tavtdypova pio evkopio Pabdtepnc
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Kotavonong tov epeMmdov unyavioudv tov Web. v topovca epapuoyn, eniéxdnke n
npocéyyion “Vanilla SPA”, dniadn n katackev e epapproyng & oAokAnpov e Javascript,
HTML xor CSS, yopic kapio eEotepikn PpAodnk.

H andpaon avt ntav otpatnykn, Kabang eEunnpetel Tov 6KOTO TG TTUYIOKNG: TNV AvASEIEN
TOV TPOTOV UE TOV OO0 UITOPOVUE VO, KOTOOKEVAGOVLE AEITOVPYIKES, LovTEPVES kot modular
web epapuoyéc, facilOuevol amoKAEIGTIKA GE EYYEVT XOPAKTNPIOTIKA Tov browser kot otnv
kabapn| JavaScript.

Tu eivon SPA;

Mia Single Page Application (SPA) givot pia web epapuoyn n omoio poptdvetatl pia popd,
KOl OAANAETIOPA LLE TOV YPNOTN OVVAMLKE, YOPis va amatteiton avavEémaon g oeridag. Ola Ta
EMUEPOVG oTotyeinl kat ot aAlayéc ot demaen (Ul) mpoxdnrovv pécw JavaScript ko DOM
manipulation.

Avtifeta pe t1g mapadociakés Web epapuoyég (Multi-Page Applications — MPA), 6mov kéfe
oeMda amattel véo request otov server kat avavémon tov HTML, to SPA povtélo Peltidvel
v gumepio ypnot (UX) péowm:

o Tayvtepov amokpicemv

o Opodng mhorynong

e Aryotepng kukhopopiog 0e00UEVOV

e Evwiov state katd ™ didpkela g ¥pnong
Iog viomomOnke SPA yopig framework
1. Movoo£Mon apyLTEKTOVIKI

To moryvidl otpileton o€ pio ko poévo HTML ogrida (index.html), n omoia neptiappdvet éva
Baciké DOM container:

<div id="game-container"></div>

Olo T ypopikd, HeVOD, Kol UNVOLATO TOL TTOLXVIOOD EYYXEOVTOL OUVOUKE HEGO GE QVTO TO
container péow JavaScript. Aev vadpyovv links tov odnyodv ce dhhec HTML oghideg, obte
enavaPOPT®GT TOL £yypapov (page reload).

2. Avvopikn] @OpTMOT TEPLEYONEVOD

H Aoywn g epappoyng eivor oxedwcpuévn dote ke kotdotaon tov maryvidot (battle,
overworld, cutscene) va dioyepiletar tov DOM péow JavaScript:

this.element = document.createElement("div");
this.element.classList.add(""Battle");
this.container.appendChild(this.element);

Ka6e module givar vtebbvvo yuo T dikr| Tov amddoor mePEXOUEVOD, aKOAOVODVTOS apPYES
modular Ul rendering.
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3. Avtikatdotoon views péoe» DOM manipulation

H evoiiayn “oBovov’ 1 kotaotdoewv (.. amd ToV KOGHO TOV oy vidlov ot pdyn) yivetot
ue v agaipesn/aposdnkn DOM otoyysimv:

this.element.remove(), // kaBopiouog mponyodusvov view
container.appendChild(newView); // véa pdon 1 uevod

'Etot, emtvyydveron n eumepio SPA — 6Xo 1o Ul “Cel” o pia oeida.
4. Awayeipron kataotaong (state management)

Avti vo ypnoyomombei kdmowog State management unyoviopoc 6nmg Redux 1 Vuex, 1o
mayviol datnpei to state oe JavaScript objects:

e playerState — mAnpoopieg maiktn
e Dbattle — evepyn poym

e overworld — maykdopia kivnon

o eventHandlers — gvepyd coppdvra

H Moywn tov state evnuepmvel anegvbeiog to Ul, péom custom events kauw DOM updates.
[Mapdaderypa:

utils.emitEvent(*"LineupChanged™);

Kot ot ovvéyeia 1o Ul axovet:
document.addEventListener("LineupChanged”, () => {
this.updateHud();

;

5. Andn mhofynon péc® AoyIkNG avti yio routes

Ye évo framework, ot “routes” yepilovtar oo View mpoPdidetal. Edm, kabe @don (m.y.
cutscene, pdym, kivnon oto xaptn) vAomoleitan pécm game state transitions, ywpic ™ ypnon
URLSs.

H pon xobBopiletar and SceneTransitions, EventChains, kot StoryFlags mov eléyyouv ™
petdPfoon petald KoTaoTdcEMV.

ITAgovekTipoTo TS TPOGEYYIONG
o  Mnosvikég sEaptiosig (0 dependencies)
Agv oamouteiton gykotdotaon npm packages M petayiottion. To mayvidt tpéyet
eEohoxAnpov and Eva amAd Server.
e AmolvTtog £LeYYOG TNG PONS
O dnpovpydc kabopilel €&’ ohokAnpov ™ por|, xwpic va mepropileton amd abstraction

layers tov frameworks.
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e Exknmawdevtikn ofia
H amoveia abstraction avaykalet v minpn katavonon tov DOM, tov JavaScript event
model, ka1 g doung evog SPA.

¢  Xopnidé K606T0g CLVTIPNONG
Aryotepoc kmOwKas-PiModnKec onuaivel Aydtepec mbavotnteg vy mpoPAnuato

oupPatdTNTaG 6TO HEAAOV.

IIpoxinoels kKo TEPLOPLONOL
e Xeapokivntn owoyeipion DOM/UI state: e peydia £pya, avti 1 Tpocéyyion yivetal
YPYOPO TEPITAOKT Kol EMPPETNG GE bugs.
e ’'EMhewyn abstraction layers: Xpewaletor vo ypayovpe Hovol pog GLGTAUOTO OTMmG
component rendering, state diffs, virtual DOM, «k.Ax.
o AVGKOLOTEPY] EMEKTOOINOTNTO: AV TO mouyvidor emektafel pe meploocdTepeg

Aerrovpyieg, n avdykn yuo abstraction 6o yivel emitoktik.

Yoprepdopata

H mpocéyyion evog SPA yopig framework, av kot Atydtepo cvovnBiopévn ofuepa, mopapével
eMiKaPY G€ £pya LUKPNG N pecaiog KAIpoKag, 101KE dtav 0 6TdY0¢ ival 1) TANPNG Katavonon
TV OepeMwdmv epyaieiov tov Web. Xty napodoa vAomoinor, anédeiée mmg ivat QKTo va
dnuovpynBei éva Aertovpykd katr dwadpootikd turn-based RPG mayvidt omokAeiotikd pe
Vanilla JS, dwmpovrag modularity, emextooudétnto. Ko 7ARPN EAEyY0 ©TN PON TOL
nepPdAiovToc.

H xotovonon tov nadg va dnuiovpyndei va SPA ympic “crutches” fonda tov mpoypoppatior
va  ektipunoet  Pabdtepa Tic évvoleg miow oand  frameworks kar  PipAiobrkeg  mov
YPNOOTOOVVTOL KATH KOPOV GTI GUYYPOVT OVATTUEN EQUPLOYDV.
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Kepdarawo S0:  Apyrrektoviki] Tov [oyviowov

H emtuyng avamtoén wog web-based epoappoyng moryvidion, dlaitepa 6tov vAomoteital €&
oAokAnpov pe JavaScript yopic frameworks, mpotimoféter pio kKold oyedlacuévn Kot
opYOVOUEVT apyttekToVIKT. H apyttektovikn avtf dev a@opd Ldvo TNV KaTavoun Tov apyeimv
KOl TOV QOKEA®V, OAAQ KOl TOV TPOTO L€ TOV OTOI0 OPYOVMVETOL O KOOKOS, 1| pON NG
extéleongc, N dwayeipiomn Tov game state, kot 1 emkowvovio LETOED TV ETUEPOVS EVOTITOV.

>10 cvyKekpévo £pyo, to onoio Paciletor o pia SPA (Single Page Application) mpocéyyion,
N opyrrektoviky akoAovBei po. modular ko event-driven @ilocogia. Kabe Asttovpykn
evomta (m.y. pbym, maiktmg, Ul unyoviopog otopiag) dwmnpel t ownm g €vBovn kot
avtovopio, eved 1 emkowvmvia peta&d TOLG EMTLYYAVETAL HUECH €VOG KEVIPIKOD Ppdyov
naryvidlov (game loop) kar custom events. H ypion global avrikeyuévev péco tov window
TapEYEL £VOL OTAO OAAG ATTOTEAECUATIKO GUOTNUO OLOUOIPACUOD TANPOPOPING, STNPOVTOG
napdAinia to modularity tov épyov.

210 apov Kepdroo Ba eEetdoovpe d1eodkd:
e Tn dom] TOV QUKEL®V KOL TOV 0.PYEI®V TOL GLVOETOVY TNV EQUPLOYT
e Tn Aoywki] pon} EKTELEGTS TOV TALYVISLOD LEGH 0O TOV unyovicpd game loop

e Tov tpémo mov vAomolovVTal Kot ypnoiporoovvtal global avrikeipeva yo v
amoOnKevon Kot TPOSTELUGT TOV PACIKMOV HOVAS®V TOV TOYVIOI00

e To povtélo paymg kot o g 1 KevIpikn kKAGon TurnCycle dwoyepiCeton v evarliayn
EMOECEMV KOl EVEPYELDV OVAUESOH GTOV TOUKTY) KOl TOV £YOPO

H amotommon avtig g apyIteKTOVIKNAG 6TO TANIGIO TNG TTLYLOKNG EPYOCING OEV OTOCKOTEL
UOVo 611 BempPNTIKN TNG TEPLYPOPT], GAAL KOl GTNV KATOVONOT] TOV ATOPHCEMV GYEOLAGIOV,
TOV TAEOVEKTNUATOV Kot TOV THOVOV PBEATIOGEMY, AEITOVPYDOVTOS WG 0ONYOS Y10l TAPOUOL0L
EYXEPNUOTO GTO UEALOV.

5.1 Aopn apysiov kot @oxérov

H owot] opydvoon 7tov project structure amotedel kpioyo mopdyovio ywo 1T
GUVTNPNGLOTNTA, TNV EMEKTAGLOTNTO KOL TV KATAVONON £VOG £PYOV, E0IKA OTOV TPOKELTAL
vy éva mayvior yopig ™ ypnon framework 1| game engine. Xtnv mepintwon g mopovoag
vAomoinong, 1 doun Tev apyeiov £xel opyavmbel pe tpdmo mov daywpiletl T AsttovpykdTnTa
oe oageic, Ogpotikég evoTnTES, OlevKOAVVOVTOG TOGO TNV avamTvEn 060 Kol TNV
avayvootndtto ov Kodwka. [opakdto PAETovuE avaivtikd v doun:
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v PIZZA-LEGENDS

Ml Battle
Content
images
State

styles
.gitignore

VOV VNV WV

CraftingMenu.js
Directionlnput.js
favicon.ico
GameObject.js
Hud,js

index.html

init.js
KeyboardMenu.js
KeyPressListener.js
Overworld.js
OverworldEvent,js
OverworldMap.js
PauseMenu.js
Person.js
PizzaStone,js
Progress s

RevealingText,js

SceneTransition.js

Spritejs

TextMessage.js
TitleScreen.js

utilsjs

Pilikog katdroyog (/project-root)
O kvp1og pareroc mepiéyet ta Pacika entry-point apysio:

e index.html — To Bacwké HTML &yypapo mov gpopt®dveL TO Tatyvidl Kot Snutovpyei o
nepPailov yia to canvas, menus, HUD «.Am.

e init.Js — To apyeio ekkivnong tov Toyvidov: ed® apykoroteiton n Overworld.
e utils.js — BonOntikég cvvaptroeig, m.y. v randomness, delays, x.a.
« favicon.ico, .gitignore — Awaygpiotikd apyeio yio branding ko version control.

e ITA00g avtévopmv JS modules — 61wg PizzaStone.js, PauseMenu. js, TextMessage.js,
1oV eEVTNPETOVY CLYKEKPYEVEG AEITOVPYIES.

/Battle/
[Mepiéyet OAN T AOYIKT TOL APOPA TO GVGTNHA pdyneS, dopnpévo ue modular tpomo:
o Battle.js — Kevtpum ovtomta yo ) dnpovpyio tov battle scene.

e TurnCycle.js — O unyoviopog evaiiayng yopov HeTa&d LaynTdv.
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o Combatant.js — KAGon mov avamapiotd évay yopokthpa-poyntn (Taiktn 1 ex0po).
e SubmissionMenu.js, ReplacementMenu.js — Mevov emhoy®v péca ot poym.

o BattleEvent.js, BattleAnimations.js — Awygipion animation Kot event sequence yio
kd0Oe action.

e Team.js — Aoywn dayeiptong opddwv (player / enemy team).
H dmopén vrocuomnuidtov eviog e Hayns emtpénel v aveoptnoio Kol ENEKTOGILOTNTO.
/Content/
Apyeio mepieyopuévou (content-driven architecture):

e pizzas.js — Katdloyoc 0hwv tov dobécipumv "povadov" (m.y. c001, f001 «.Ax.), ue
ototoTikd kou abilities.

e enemies.js — Opiopoi avtimdimy, team setups, boss compositions.
e actions.js — Evépyeiec (attacks, buffs, heals), pe animation references kot emntdoels.

O\a to mapamdve sivar externalized wg JSON-like JS apygio, dote va pmopovv va enektadovv
evKola YopPic va aALALeL N AoyiKT).

/Images/
O @dxelog TV assets ywpiletar 6 VIOPAKELOVG:
e characters/ — Sprites yia avtikeipeva kot NPCs.
e characters/people/ — ITAn00¢ NPC sprites (hero, npc1-npc8, bosses).
e characters/pizzas/ — Ewovidio yia t1¢ povadec-pizza (f001, c002 «.d.).
e icons/ — Icons yia €idn/1010tteg (chill, spicy, fungi k.Ax.).
e maps/ — Layers yoptov: Lower, Upper, Battle, k.Ax.
e Ui/ — Ul assets énw¢ mhaicio minpogopiog (combatant plates).
H dopn avtn devkoAidvel v avalnnomn Kot avovE®GT OTTKoD VAIKO.
/State/

e PlayerState.js — Avoropiotd t Aoyikn kKataotaong Tov weiktn (lineup, avrikeipeva,
story flags, k.d.).

e Eivar kevipwd onueio v v eopoimon pviung petad oknvov, Hayng Kot
overworld.

/Styles/
Kabe otorygio tov Ul | vmocvotua £xet to dikd tov CSS module:
o global.css — Baowoi kavoveg yio o oopa, resets, canvas, x.4.

o Battle.css, Hud.css, Menus.css, TextMessage.css, k.a. — Modular styles yw
GLYKEKPLLEVO COMponents.

40



Apyrrextovikn tov Ioyvidion

Axolovbeiton 1 mpoktiky Tov Sscoped styling per component, evioydovtag TV
avayvooudtnta kot aropuyn conflicts.

AveEaptnto apyeio (modules)
[ToAAG JS apyeio vVGPYOVV MG FVTOVOUES KAAGELS:
o DirectionInput.js, KeyPressListener.js — XepiCovtot input devices.
e Hud.js, KeyboardMenu.js — AayepiCovton user interface.
e Overworld.js, OverworldMap.js, OverworldEvent.js - Opyavovoov 1
YOPTOYPAPNON Kot TNV TAOTYN o).
e SceneTransition.js, TitleScreen.js, RevealingText.js — Zroyeio guneipiog (UX).
H ypnon module-per-class mpowbei v emovaypnoyomoincn Kot TV OVTIKELNEVOSTPUPN
opyavoon.
5.2  Kevrpwi] pon maryviorov (Game Loop)

H po1 tov mayviorov, e éva browser-based RPG ywpig yprion game engine, otnpileton og
wo Oepeldon évvolo: tov game loop. Tpoxeital yio Tov KUKAMKO Unyovicpid EKTEAECNG OV
St pel 1o mayviot “Covtavo”, avavedVovTog TNV 1KOVa, TOV EAEYYX0 Kol TNV OAANAETIOpO.oN
TOV ¥PNoTN UE TO TEPPAALOV o€ KOs frame.

Tv eivar To Game Loop
O game loop &ivau évac cuveyng kKbKAog mov:
1. Awfalel elcodo ypnot (input),
2. Evnuepovel tnv kotdotoot tov moyvidov (State),
3. Amodidel ontikd TNV TpEYovca Kotdotoot (rendering),
4. Emavoloppdverar, cuvnbmg péow requestAnimationFrame().

Avt 1 dadkacio dStuc@aiilel 0TL TO oy vidl avTamokpiveTal o KAOE vEPYELD TOV TOAKTN KO
TPOPAALEL GUVEXDGS [0l ETMKOUPOTOUEVT] EIKOVA TOV KOGLLOV.

YAomoinon 6to mraiclo Tov £pyov

H xopa pon moyvidod Eekwvd péow tov apygiov Init.js, 6mov apykonoleitoar 10 Pacikd
avtikeipevo Overworld. Exei, opiCetar n pacikn game loop:

startGameLoop() {
const step = () => {
this.update(), // Eviquépwon Géocwv, collision, x.Ax.
this.render(); // Zoypogpikn canvas koi sprites
requestAnimationFrame(() => {

step(), // Avadpouikn kinon tov loop

41



Apyrrextovikn tov Ioyvidion

b
b
step();
}

H pébodoc avtn xadeitar 0tav eoptwbet o kdopog (Overworld), EeKivdvTog ovslaoTIKE TNV
eumelpio Tov oL VIS0V,

Ka0nkovra Tov Loop ava kvkio
O «déBe kOxhog tov loop emtedel o oepd and evépyeiec:
1. Evpépmon (update)
e Evnuepaver m 0éon tov fpwa (Pacel Directionlnput)
e Aviyvevel collisions pe avtikeipeva 1 NPCs
o EAéyyer av mupodotovvtar yeyovota (m.y. Evapén naync)
e Awyepiletar animations mov givar og eEEMEN
2. An6ooon (render)
o KaBapiletl xon emavacyedialel To canvas
o Zoypoeilel o kaTm layer (w.y. £30.p0g)
e TomoBetei kou amewkovilet sprites tov maiktn kot NPCs
e Zoypoeilel to mavo layer (w.y. tolyovg, aviikeipeva)
e EpgaviCert HUD otoygia (6w menus, text boxes)
H ypnon tov canvas.getContext(""2d") eivar kpiociun yio tnv anddoon twv frames.
Alndenidopaon pe tov IHaiktn

O ypnotng dev “otapatd” to game loop. O evépyeieg Tov (Keypress, emloyég 6e menus K.Am.)
TpomomolovV TV Katdotaon (State), n omoia avtavakidtor otov emduevo kvkio tov loop.
AVT0 Kdvel TNV eumepio 100 PACTIKT KOl PEVOTY).

Emmiéov, otoyeia Omwg KeyPressListener, Directionlnput «oa1 KeyboardMenu
EVOOUATMOVOVTAL AEITOVPYIKE GTN PON, 0POL avoAlvovv v €icodo kar emnpedlovv TV
EVNUEPMOT) TOL KOGLOV 1) T®V MENUS.

Xpoviopog Kar Awodoon

To requestAnimationFrame() eivor n mpotdpevn pnébodog yio browser game loops, kabog:
e TIpocopudletar duvapukd otov puiuod avaviémong g 006vng (~60fps)
e Beltiotonmoteitan omd tov browser (oe idle tabs dev ekteleiton)

o Tlopéyel kolvtepn eumelpio e oxéon pe setinterval v setTimeout

42



Apyrrextovikn tov Ioyvidion

Avti 1 €mMAOYN EVIGYVEL TNV GTOSOTIKOTITO KOl PEVGTOTITA TOL TOLYVIOOV, 1010{TEPO GE
neppdAlov ympic framework 1 engine.

Awyeipron Kataotdoemv — IlapepPoréc otn Pon

[aporo mov to game loop exteleitol cuvEX®S, VIAPYOVY TEPITTOGELS OOV 1 pon "'Taydver"
N TPOTOTOLEITOL TPOGSMPLVE, OTTOG:

e Epedvion menus (PauseMenu, KeyboardMenu)
e AwAdyov (TextMessage, RevealingText)

e Evoliayn oxnvaov (SceneTransition)

e Exxivnon péymg (OverworldEvent — Battle)

Avto emtvyyavetar péow flags 1 pnyeviopdv promise/await, ®ote va dloxomTeToL 1) £16000G
N M eVNUEP®OT UEXPL TNV OAOKANP®GT TOV GLUPAVTOG.

Yyéon pe airho YaAoovoTipnoto
To game loop cvvepyaletat dpeoa. pe:
e Sprite.js yio v ameikdvion yapaktnpmv kot animation frames
e Person.js ywo v evnuépwon 0écewv NPCs
e OverworldMap.js yia tn Aoyikn tov layers kot tov aviikeipévmv
e OverworldEvent.js yio to. yeyovoTo IOV EVOMUOTMOVOVTOL GTI PO

Avtd 10 eminedo ovvepyaociog dwatnpel ™ Aoywkn "component-based", divovtag modular
YOPOKTPO GTN POT).
Yopnépoocuo.
O game loop 610 cVYKEKPIUEVO £PYO:
e Ylomoteitan pe requestAnimationFrame() ywo anddoomn kot veMéia
e Awyepiletar evnuépmon katdotaong kat amrddoon ypapikmv og kKabe frame
e Evoopoatdverl diadpactikd otoryeio (input, events, Ul) og mpaypatikd ypoévo
e Alatmpei tov TANpN ELEYYO TNG EQAPUOYNS, XWPIG TN xpnon engine 1 framework
H wovn ko kabopn vionoinon owtod tov loop arnotelei tov Ogpéiio Aibo yio OAN T duvapukn

TOV TTOLYVIOL0V.

5.3 Opydvoon oc "window" global avtikeipeva

H emdoyn opydvoong g epappoyng péowo global perapintdv km avrikeipévov 6to
window object amotélece Evav cuveldNTd oYESNGTIKO GLUPIPBOCHO, HE GTOYXO TNV EVKOALN
npoGPacng Kot T S106VVOIEST VTOCLOTNUATOV Gg éva mAaiclo ywpic ypnom framework 7
module system.
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Ye éva mepiParrov Vanilla JavaScript yopig ES Modules 1 bundler (6mwg Webpack/Vite), n
¥poN 10V window G KOWOG YOPog amofnKevons TayKOGua TPOSHAGIH®Y 0VTOTHTOV
NTOV TPAKTIKY ADON Yo TNV OTOS0TIKY SLXEIPIOT TNG KATAGTOONG KOl T®V UNYAVIGUAOV TOV
oL VIOL0V.

INaati xpnowporon|Onkav window avrikeipeva;
21001 TNG TPOGEYYIONG:

e AlOpolpaopldg 0€00UEVOV KOl OVTIKEREVOV HETASD oveEdpTnTOV apyeiov ympig
import/export

e Opatémnra kot debugging o nepifdirov browser (6Aa dabéciua and to DevTools
console)

e Extéheon logic-driven triggers amd omolodnmote omnueio ™G epapuoyng (m.y.
gvepyomoinon puayng, TpocBoor 6ToV ToikT, avaeopa e assets)

[Tapoéro mov avT N TPOGEYYIoT OEV EVOEIKVUTOL Y10, PHEYAANS KAipaKag epappoyés (AOyw
oV Kwdvvov namespace pollution kot dappodv), oty Tapovoo TepinTmon e&vmnpétnoe
EKTTOOEVTIKO KOl TEWPOUATIKO CKOTO.

Mopadeiypata window avTIKEINEVOV 6TO TOLYVioL
Ag dobpe kamoto Baoikd global avtikeipeva mov égovv deopevtei oto window:
window.PizzaTypes:

Avtikeipevo mov mepiéyel OAa ta drbéoiuo Pizzas tov moryvidlon, He W10TNTEG OTmG Name,
type, src, actions.

Anovpyeiton Baoet Tov mepieyopévov tov Content/pizzas.js.
window.Actions:

[Mepiéyel ToVg 0pLoUOVG OAWV TOV SVVATOV ETOETIKAY, opvvTIKOV 1 Utility gvepyardv mov
umopel va exteléoetl o mitoo og pdyrn. Ot actions avtég ypnowomoodvtar and to Battle
System ko to SubmissionMenu.

window.Enemies:
[Meptrapfaver GAovg tovg avtimarovg (NPCs 1 bosses) e minpoopieg 6Twc:
e Tloweg mitoeg £xovv otV OpAdA TOVG
e Tlow ta attributes Tovg
e Tloteg o1 d100é011EG KIVIAGELS
window.playerState:
To onpoavtkdtepo icmg global avtikeipevo, vrevbvvo yio v amobfkevon:
e Tng obvBeong g opddog Tov oKt

e Tov inventory (avtikeipeva, viucd crafting)
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e Tng mpoddov oto Moy vidt (w.y. viknuévot exbpot)

H Yvmopén tov emitpémet Ty KEVIPIKNY OLaEIPLOT TG KOTAGTAGNG OO OTO100MTTOTE GNUEIO,
Yopig TNV avaykn yuo context providers 1 state management libraries.

window.Utils:
[Tepiéyel yproes Pondntikéc cuVOPTHCELS OTTMOC:
e wait(ms) yio kaBvoTepNOELS
e randomFromArray() yio RNG Aoy
o emitEvent() yioa custom DOM events
Yyéon pe GALo CLGTHNOTA
H ypnon avtodv tov global aviikepévov dtacvvoéetol aueca pe tn doun Tov Tty vidlov:

e To Overworld tpapdet a6 to window.playerState yio vo opicetl mowog yapoxtipag o
EUPAVIOTEL GTOV YAPTN

e To Battle.js poptdvel mAnpoopieg and PizzaTypes kot Actions yia tqv amddoon g
uégmg

e Ta pevod (KeyboardMenu, CraftingMenu) dwfalovv 1 ennpedlovv v KoTAoTOOT
uéow playerState

Ipopinpoatiopoi ko Iepropropoi

[Mapott TpakTiKn, N ¥pNon Tov WIndow OVTIKEWWEVOV GLUVOOEVETOL A0 KATO10 GNUOVTIKE

LELOVEKTLLOTOL:

Ipopinpa Heprypooiy

Ovopatodocio/cvykpovon O)a etvar oo 1d10 namespace — whavotnTa GHYKPOLoTg
ue dArec global petafintég

Avokoria cuvTipnong Ag @aiveron EexdBopa amd mTOH TPOEPYOVTIAL 1| TOL0G
e€aptatot amd T

Anoiero modularity Ta scripts dgv givar TANpmg ave&aptmro

Kivovvog Ono1odNToTE HEPOS TNG EPAPLOYNG Utopel var LeTAPAAEL

Swappodv/Tpomomoncemv v global katdotaon

Qo01060, 6TO TAAIGLOL TOV GLYKEKPEVOL Project, ol apvnTIKEG CUVETELEG NTAV EAEYYOUEVES
YGPM GTN GOPN OVOLOGIO, TV OPYUVOUEVT SO Kot TO LKpd péyedog e EQapuroyns.
Xopnépoacpuo

H ypnon tov global window avtikewévov anotélece pio Guveldnty omodQacn Yy vo
dtevkoAvvOet:
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e H ypnyopn viomoinon ywpig module loader

e H dqueon mposPacipudtra dedopévav

e H evomta peta&d aveEdpmrov scripts
[Mapoti avth N Tpocéyyion o€y amoteLE best practice 6g peyaing KAipokog epappoyés, otnv
EKTTOLOEVTIKT] PVGT TOL £PYOV NTAV ETOPKNG Kot Asrtovpyikn. H avoetnpn ovopatodocio kot 1
¥PNOMN KaBap®dV SoU®V OTETPEYE TAYidEg CLVTIHPNONG KO AVENGE TNV OVOYVOGILOTNTA.
5.4  Movtého payng kou pnyoavicpos TurnCycle

H péym amotelel tov mo odvOeto kot duvopkd unyovicpd tov moyvidov. To cvotnuo ivar
dounpévo pe tpomo wote va vrrootnpilet:

e turn-based otpatnywkr odinienidpaon (tomov JRPG),
e modular eréktacn vEmv EVEPYELDY KOl AVTITOA®V,
e kabapd dywpopd peta&h game state, Ul rendering, kou battle logic.

H xopdid ¢ Aertovpyiog Ppioketor otnv khdon TurnCycle, n oroia dwoyepiletar tn pon tov
YOPOV KOl TOV EVEPYEIDMV KAOE GLUUUETEXOVTO, LE YVOUOVO TOV KOVOVO, EVOALOYNG Kol TNV
EKTELECT] EVEPYELDV.

ApPYLTEKTOVIKO HOVTELO TNG HAYMS

H péym viomoteiton péoa and to apysio Battle/Battle.js kot tic vrootnpiktikég Tov KAGGEIC:

K\aon / Movéda Péiog

Battle.js Apywonotei to battle context (opddec, Ul, DOM)
Combatant.js Opiler tig povadeg payng (maikmc/exdpoc), e stats, status effects «.a.
BattleEvent.js Extelei atomic events (emiféoelc, status updates, oAlay£c)

SubmissionMenu.js = YmevBuvo yia v €i6080 Tov KT (ETAOYN EVEPYELNG)
ReplacementMenu.js = Ylomotei unyaviopod aAlayng witcog

TurnCycle.js Awygpiletor ) pon tv yopwv, Ty evorliayn kot Tnv axolovdio twv
EVEPYELDV

AVTOG 0 1 WPIGUAG KAOIGTA EDKOAN TNV KATOVONGT), ETAVOYPTCLLOTOINGT KOl ETEKTAGT) TOV
GLGTNLOTOG.

Mnyoaviepoc TurnCycle — Ilog Aertovpyei;

O TurnCycle givar vrebbuvog yio T GUVTOVIGHEVI] EKTELEGT EVEPYELDV avd YOpo,
aKOAOLODVTOG TNV TOPAKAT® PON:

1. KaBopropdg evepyod combatant (] maiktn)
Opilel mo1og €xel oepd: maiktng 1 £x0poG.

2. IIpoomaBsero vrofoing evépyerog

o Av givar o Taiktng — avoiyelr SubmissionMenu
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o Av givar o ggbpdc — avtouarn amopaot (Al)

3. Anuovpyio ko extéleon BattleEvent
To event apopd v enibeon, heal, status effect k.

4. "Eleyyoc amoTeLEORATOS KOl KOTAGTAONS MAYMS
Av kdmolog combatant téoel kdtm, Tvpodoteiton defeat logic.

5. Evaliayn oepdc / cuvéyero 6Tov ETOPUEVO YOPO

Ovowotikd, n TurnCycle eivar éva loop evrog g pdyng mov mepéver input 1 Al,
enefepyaleTol GUVETEIES KO AVAVEDVEL TNV KOTAGTAOT).

Aopn kKAdong TurnCycle (mepiinym)

class TurnCycle {
constructor({ battle, onNewEvent }) {
this.battle = battle;
this.onNewEvent = onNewEvent;
this.currentTeam = “"player";

}
async turn() {

const caster = this.battle.activeCombatants[this.currentTeam];

const submission = await this.getSubmission(caster);

const event = new BattleEvent({ submission, battle: this.battle });

await event.init();

this.currentTeam = this.currentTeam === "player™ ? “enemy" : "player”;
this.turn();

}

Av16 70 loop givar astyypovo (ypnon await) dote va Tepuével i vroPorég kat Ta animation
delays.

To povrého Combatant — Agdopéva povadag payns
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KéBe povada paymg (m.y. witoo Tov maiktn 1 1ov €x0pov) eknpocmneitol amd Eva ovVTIKEIpEVO

Combatant pe ta e&€ng dedopéva:
e hp, maxHp

e xp, level, status (m.y. burned, saucy)

e actions TOV UTOPEL VO YPTCYLOTOCEL

e team: player 1| enemy

e iSActive: av givor 1 Tpéyovca evepyn Hovadol

H doun avt emtpéner to stateful rendering kot v ameidvion kotdotoong oto Hud.js.

class Combatant {
constructor(config, battle) {
Object .keys(config).forEach(key => {
this[key] = config[key];
h

this.hp = typeof(this.hp) “undefined” ? this.maxHp :

this.battle = battle;
T

get hpPercent() {
const percent = this.hp / this.maxHp *
return percent > @ ? percent :

i

get xpPercent() {

return this.xp / this.maxxp * 1

}

get isdctive() {
return this.battle?.activeCombatants[this.team] =:

}

get givesxp() {
return this, level * 20;

o
}

createElement() {
this.hudElement = document.createELement("div");
‘this.hudElement. classList.add("Combatant");

this.hudElement.setAttribute("data-combatant”, this.id);

hudElement.setAttribute( "data-team”, this.team);
th hudElement. innerHTML = (°
<p c "Combatant_name">${this.name}</p>
< “Combatant_level"></p>
<div class="Combatant_character_crop”>

<img class="Combatant_character" alt="${this.name}"

class="Combatant_statu

zaElement = document.createElement("img");
.pizzaElement.classList.add("Pizza");

is.pizzaElement.setdttribute("src”, this.src );

is.pizzaElement.setAttribute("alt”, this.name );

is.pizzaElement.setAttribute("data-tean”, this.team );

‘this.hpFills .hudElement.querySelectorALL(".Combatant_life-container > rect”);
this.xpFills .hudElement . gquerySelectorAlL(" .Combatant_xp-container > rect");

this.hp;

"${this.src}" />
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update(changes={}) {

Object.keys(changes).forEach(key => {
this[key] = changes[key]

this.hudElement.setAttribute{"data-active”, th Active);
this.pizzaElement.setAtfribute("data-active”, this.isActive);

this.hpFills.forEach(rect => rect.style.width = ~${this.hpPercent}¥ )
this.xpFills.forEach(rect => rect.style.width ${this.xpPercent}% )

this.hudElement.gueryselector(”.Combatant_level").innerText = this.level;

const statusElement = this.hudElement.querySelector(".Combatant_status");
if (this.status) {
statusElement.innerText = this.status.type;
statusElement.style.display
else {
statusElement.innerText =
statusElement.style.display

getReplacedEvents(originalEvents) {

if (this.status?.type === "clumsy” && utils.randomFromArray([true, false, false])) {
return [

{ “textMessage", text: “${this.name} flops over!™ },

getPostEvents() {
if (this.status?.type
return [
extMessage Feelin® sauc:

{ type: “stateChange", : 5, onCaster:

}

return [];

decrementStatus() {
if (this.status?.expiresIn > @) {
this.status.expiresIn -= 1;
if (this.status.expiresIn
this.update({

extMessage”,
tatus expired!™

return null;

¥

init(container) {
this.createElement(
container.appendChild(this.hudElement);
container.appendChild(this.pizzaElement);
update () ;

Al povtéhov Yo Tov gr0po
H vroPoin evépyerog yuo tov gxp6 yivetan avtdpata pe Aoy RNG:
getSubmission(caster) {
if (caster.team === "enemy") {

return {
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action: randomFromArray(caster.actions),

target: playerActiveCombatant

}
}

// AAwg, SubmissionMenu yia tov maikty

}

H ocvumeprpopd avty umopei vo e&elydet pe prioritization logic 1 adaptive Al.
Ontkomoinon / Animation cvoTpOTOS PaYNS

Ta animations (m.y. embéoeig, nuiéc, aAlayéc sprite) yivovtor uéom BattleAnimations. js mov
opilel ypovika block Baciopéve ce DOM manipulation kot CSS classes.

window.BattleAnimations = {

async spin(event, onComplete) {
const element = event.caster.pizzaElement;
const animationClassName = event.caster.team === "player" ? "battle-spin-right" : "battle-spin-left";

element.classList.add(animationClassName);

element.addEventListener( animationend”, () => {
element.classList.remove(animationClassName);
}, { once:true }):

await utils.wait(180);
onComplete();
b

async glob(event, onComplete) {
const {caster} = event;
let div = document,createElement("div");
div.classList.add("glob-orb");
div.classList.add(caster.team === “"player” ? "battle-glob-right" : "battle-glob-left");

div.innerHTML = (
<svg viewBox 32 32" wid 2" height="32">
<circle cx="16" cy="16" r= fill="¢{event.color}" />
</svg>

pH

div.addEventListener("animationend", () => {
div.remove();

s

document .querySelector(".Battle").appendChild(div);

await utils.wait(820);
onComplete();
¥
}

MAeovekTpata TS TPOGEYYIONS
e KabBapdg drywpiopdg evbuvov
e Avvatdmra enektacyotntog (7). véa abilities, ditapopetikoi kavoveq)

e KoAr vrootpi&n debugging
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e EvkoAn mpocappoyn o€ dapopetikd Ul
Mpoxinoeis / llgpropiopoi
e Agv vmootnpileton axdpa queue yio topaiinio effects
e Ta status effects yperdlovratl axdépa workarounds (m.y. cooldowns, debuffs)

e Agv umapyel apyrtektovikn yio. multiplayer 1 mpaypotikd ypdvo

Yopnépocuo.

To ovomuo udyne Paciopévo oe TurnCycle mpooeépet évo AEITOVPYIKO, EMEKTAGIUO KoL
kabapd optopuévo combat model. Topd v anddmra, Tpocopoidvel pe emttvyio turn-based
pON Kol KOOIGTA TOV KOOTKO OVOYVAOGLO KOl EDVEMKTO.

H andpoon va ytiotel yopig framework evioyvoe v katavonon tov tpémov Aettovpyiog kabe
EMUEPOVG GTOLYEIOV Ko Tapeiye onuavtiky eunepio oe game logic oyxediooud.
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Kepdarawo 60: Baowkd Xvotatikd & Game Entities

FIZZRA

LELENDS

!

-

Continue Game

Start,a new pizza adyepture.

ve. Luter to pri

Ye kaBe maryviol podwv (RPG) 1) adventure-based cbotnua, o mopnvag g epneipiog Paciletan
oV Ymoapén Kot T CLUTEPIPOPE TOV Pacikdv ovtothtev (entities) Tov dapopedvovy ToVv
KOGUO TOV TayVIdov. XTNV mopovco VAomoinomn, ot "ovtdtntes" avtég eivol TPOCEKTIKA
OYEQOUEVEC MOTE VO LITOSTNPILoVV:

o UMYOVIGROVS payms (0w mitoeg kot exHpot),

e TPOGOPLVES | HOVINES KaTaoTAGELS (O Status effects),

o gvepPYES amoQaosels amd Tov maikty (uéowm actions N aviikelévmy),
e kot Koraypagn g &EMmEng (PlayerState, XP, avtikeipeva).

To ovotua eivon TApog modular kot PaciCetan og dedopéve, ISON/IS mov kabopilovv Tig
1810TNTEG KAOE entity. Avto emttpémetl TNV 0KOAN TPOGONKN VEWV TOTOV HOVAS®VY, EVEPYEIDV
N KOTAoTACE®V YOPIg TNV avaykT enepPdoemv otov Pacikd KMOKO.

H vhomoinon Pacileton oe apyég composition over inheritance, eotidlovtag otnv
exkppooTikdTTa Kot TNV gueMéia. Orovtdtnteg dev givar amAd "ewovidla" oe pia canvas, oAld
£xouv 0gd0opéva KUTAGTAUONG, CUUTEPLPOPAS KU OPEoNS T 0TTOi0 EVEPYOTOIOVVTOL LECH OO
10 battle logic 1| to world exploration.
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H evétrta avt avadvet ta Pacikd ototyeior Tov moyvidiov:
e Pizzas: Ot Paowéc "povadeg payng" tov moiktn, pe Stats, tomovg Ko evepyég
KAVOTNTEG,.
e Eyx0poi (Enemies): TIpokaBopiopévol YopakTnpes e HOVASIKA YOpOKTNPIOTIKG KoL
OTPOUTNYIKEC.
o PlayerState: To avtikeipevo mov datnpel ta dedopéva tov maiktn (mitoeg, XP,

inventory).

e Kotootacerg & Items: Ewwég emdpdoec (burned, saucy «x.é.) wor ypnonm
avtikeévov (m.y. healing).

YvvoAikd, ta entities Tov wayvidod Asrtovpyovv g Bepého Tov game logic kot Tpoceépovy
£V0L GUVEKTIKO, EMEKTAGLUO Kol TAMPOS TAPUNETPOTOLSLN0 TAaiclo gameplay.

6.1 Pizzas: Io16tnTeg, Tomor & Evépyereg

¥10 TAIG10 TOVL TTayVidlov, ot Pizzas Aettovpyodv mg ot facikég "uovadeg puayng" tov moik.
[Tapott oe Bepotikd eminedo mPOKETOL Y0 POVTOCTIKEG TTGEC HE OVOUATO KOl 1O104TEPQ
YOPOKTNPLOTIKA, OE EMIMEGO AOYIKNG AVTIOTOLYOVV O RAYLMOVS YopoKTpeS (Combatants), pe
OTOTIOTIKA, EVEPYELEC, TOTOLG Ko dSuvaTdTNTES EEEMENC.

Create a Pizza
Archie Artichoke

Say Shitake

Pizza desc here
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O1 minpogopieg mov apopovv Tig Titoeg opilovtal oto apyeio Content/pizzas.js, o¢
popon ovtikewévoy JavaScript. Kabe pizza éyet tig dikég g 1010TNTEG, TOV TEPLYPAPOVTOL
TOPUKAT.

window.PizzaTypes = {

normal: "normal”,
spicy picy”,
veggie: “"veggie",
fungi

chill:

window.Pizzas = {
"'500 {

name: "Slice Samurai”,

description: "Pizza desc here",

type: PizzaTypes.spicy,

images/characters/pizzas/seel.png",

images/icons/spicy.png"”,
[ "saucyStatus", "clumsyStatus", "damagel" ],

Bacon Brigade",
description: "A salty warrior who fears nothing”,
type: PizzaTypes.spicy,
src images/characters/pizzas/s@e2.png",
icon: "/images/icons/spicy.png",
actions: [ "damagel”, "saucyStatus”, "clumsyStatus"” ],

Call Me Kale",
description: "Pizza desc here",
type: PizzaTypes.veggie,
src: “/images/characters/pizzas/veel.png",
icon: "/images/icons/veggie.png”,
actions: [ "damagel" ],

'‘Archie Artichoke",
description: "Pizza desc here",
type: PizzaTypes.veggie,
images/characters/pizzas/veel.png",
images/icons/veggie.png",
: [ "damagel” ],

name: "Portobello Express"”,
description: "Pizza desc here",
PizzaTypes.fungi,
images/characters/pizzas/f@el.png",
J/images/icons/fungi.png”,

actions: [ "damagel” ],

name: “"Say Shitake",

description: "Pizza desc here”,

type: PizzaTypes.fungi,

src: “/images/characters/pizzas/feel.png",
icon: "/images/icons/fungi.png”,

actions: [ "damagel" ],

Iow0tnteg Pizza (Attributes)
Ka0e Pizza opiletar omd T1¢ €€1¢ Paciké 1010TNTEG:

e name: To ovopa g mitoag (w.y. "Slice Samurai*, "Saucy Dog").
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e description: Mwpn meprypaon (ywo to Ul).

e type: O "tomog" g witoag (w.y. Spicy, veggie, chill).

e src: H ewdva mov gpoavifetoan oto Ul kot otig pdiyes.

e icon: To ewovido tHmov (1.y. ewcovidio chili yia tig spicy mitoeg).
e actions: ITivakag evepyeldv OV PUTOPEL VL EKTEAECEL.

e maxHp: To péyioto HP g mitcac.

e Xp: To tpéyov eminedo eumeipiog g mitoag (ywa level up).

AV 1 TPOGEYYION EMTPENEL TNV EVKOAN EXEKTAGT] TOV GLOTNLOTOG: Y10l VoL TPOoTeDEl Lo véa
nitoa, apkel vo dnpovpyndet Eva véo entry e Ta avAaAoYo YOPOKTPIGTIKA.

TYmow Pizza (Types)

O1 10mot mitoag Asrtovpyovv mapopota ue to elemental types oe dAla RPGS (60mmg ta
Fire/Water/Grass ota Pokémon). Yrdapyovv tpeig facikoi tomot:

e Spicy #
‘Exouv mo embetikd mpoil, eotialoviog oto damage. Zvvnbwg ypnoipuomolovv
KIVNoELS oL TTpokaAovy burn 1 debuffs.

e Veggie O
[T 1ooppomnuéveg TiToeg, e ELPOCT OTNV VTOGTHPIEN KOL GTY| YPTOT OVTIKEIEVOV )
buffs.

« Chill €3
ApovTikég mitoeg, Pe KIVIOELS ToV EMPPadOVOLY 1) TOy®VOLV ToV avTimodo. [davikég
Y10l GTPOTNYIKO Ty viot.

O tomo¢ mitoag ennpedlel TOGO T GCVUPATOTNTA LE TIS KIVIOELS, OGO KOl TN GTPATIYIKI TG
uéyng (m.y. pia spicy mitoa umopei va ivar mo gevdhlmtn o€ chill embéoeic).

Evépyereg (Actions)
Kabe Pizza d100étet évo chvoro dobéciumv evepyeidv, Omog:
o damagel: Kivnon nov npokairei facikn Cnud.
e saucyStatus: Kivnon mov mpocBétel v katdotacn "saucy" otov £x0po.
e clumsyStatus: Kivnon mov peidvel tny axpipeia tov £x0pov.
o healStatus: Evépyeio mov apapet apvnrcd effects.
o item_recoverHp: Xpnon avtieipévov v ovaktmon HP.

Avtég o1 Kivnoelg givar opropéveg oto Content/actions.js kot avatifevtol otny kabe pizza pe
Baon tic otpatnykég ™. To kdbe action Exet:

o type: To €idog tng evépyetag (m.x. damage, status, item).

e success: Aoyikn mov meptypdeet Tt cupPaivel Otav metdyel (m.y. Téon Inud yivetan).
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o targetType: Av ctoyevet €x0pd 1 TOoV £0VTO.
e status: [TpocOHnkn eWdikodv emmtdoewv (w.y. burned, saucy, clumsy).

H dopn evepyardv eivan data-driven, emtpénovtag tov Kabopiopd vEmv KIvHGEDV YmPIG
aAlayn oto engine tov mayvidtoo.

Evoopdtmon Pizzas otov Kodwka

H ¢6ptwon tov Pizzas otov maiktn yiveron péow tov PlayerState.js, 6mov kabopilovror moteg
mitoeg drnbétet o maiktng, pali pe ta stats toug (HP, XP, level k.Am). Avtd ta dedopéva mepvovv
o710 battle cvouo péow twv Combatant.js kKo Team.js, TOV LETATPENTOVV TIG PiZZa-OVTOTNTES
o€ eVEPYOVS LaYNTEG OTO TTESTO TNG LAYNG.

E&énén Pizzas (Level Up & XP)

Kotd ) d1dpkeia tov poymv, ot titoeg kepdilovv XP. Me v enitevén cuykekpuévov opiov,
ot itoeg avePaivovv eninedo (levelUp) kot avédvovv:

e 7o maxHp,
e 10 strength,
e KO EVOEYOUEVMG EEKAEIOMVOVV VEEG EVEPYELEG.

H g&éMén yivetau eite avtopata, cite pe Paon triggers mov kabopilovron oto PlayerState.

.

* The competition is fierce! You should spend some time leveling
up your Pizza lineup and skills. *

Next
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class PlayerState {
constructor() {
this.pizzas = {
"pl": {
pizzald: “"see1l",

maxXp: 108,
Level: 1,
status: null,
H
¥
this.lineup = ["p1"];
this.items = [
{ actionid: "item_recoverHp", instanceId: "iteml" },
{ actionId: "item_recoverHp", instanceId: "item2" },
{ actionId: "item_recoverHp”, instanceId: "item3" },
]
this.storyFlags = {
b
}

addPizza(pizzald) {
const newId = “p${Date.now()} +Math.floor(Math.random() *
this.pizzas[newId] = {
pizzald,
hp: 58,

maxHp: 5@,

}
if (this.lineup.length < 3) {
this.lineup.push(newId)
¥
utils.emitEvent("LineupChanged”);
¥

swaplineup(oldId, incomingId) {
const oldIndex = this.lineup.indexOf(oldId);
this.lineup[oldIndex] = incomingld;
utils.emitEvent("LineupChanged”);

}

moveToFront(futureFrontId) {
this.lineup = this.lineup.filter(id => id !== futureFrontId);
this.lineup.unshift(futureFrontId);
utils.emitEvent("LineupChanged");

}

¥

window.playerState = new PlayerState();

YopmepacpaTo.

To ovomua Pizzas sivar eEapetikd mopapeTpomoM|oLHo, €0KOAO GTI GLVTHPNGCN Kot
KoTtoAMNo yoo eméktaon pe véa otoyeion gameplay. Xapn oy data-first Aoywi tov,
daywpilel Tnv meptypapn Tov entities amd v vAomoinom, Kot Tapéxel Evay omhd oALd 1XVPO
TPOTO dMNUIOVPYIOG TOWKIAMOG OTIG HALXES.

Méow avtdv Tov pHovadwv, To moryvidol amoktd otpoatnykd Pdabog, mpocommkdtnTa, Kot
GUVEKTIKOTNTO.
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6.2 EyBpoi (Enemies)

O1 Ex0poi (Enemies) oto maiyvidl Aettovpyodv ®g ot avTitolol TV TTeOG TOV TOIKT G
uayeg tomov turn-based RPG. Amotehovv éva Pacikd GLGTATIKO TOV GUOTHUATOS LOXNG, LE
pOLO TOPOLOL0 pE aVTOV TV Pizzas, aAld pe 1810TNTES KOl TPOYPUUUOTIGUEVT] CUUTEPLPOPA
nov e&umnpetel TOV GYEdGHO KAOE cEVapiov.

Slice Samurai

G

Choose an attack

H meprypaen kot dwyeipion tov exfpav yivetar pécm tov apyeiov Content/enemies. js, T0
omoio meplapPaverl avtikeipeva JavaScript mov meptypdeovv Kabe avtinolo, Tig KIVI)GELS TOV,
T1¢ 0100€01pEG TTOES TOV, Kol AALEC TANPOPOPIES.

Aopn Agdopévav Ex0pov

Ka0e ex0p6¢g opileton oto enemies.js mg e&ng:

window.Enemies = { "chefRootie": {

merio™: { ia
o=y Rootie"”,
mages/characters/people/erio.png”, “/images/characters/people/secondBoss.png”,

}

“streetNorthBattle": {

"Pizza Thug",

"/images/characters/people/npc8.png"”,

58



Baowd Zvotatikd & Game Entities

s q
Thug",
s/characters/people/npc8.png",

ages/characters/people/npc8.png",

Kvpuo yopoxtyprotika:

name: To dévopa Tov gxBpov mov epeaviCetan oto Ul.
description: ITeptyparn Tov YOPOKTHPA.
src: Ewovo/gikovioto tov €y0po0.

pizzas: Avtikeipevo mov TEPIEXEL TIC TTiToeg TOV £xBpoV (OTME Kol 0 TAUKTNG).
o T kéBe mitoa kabopiCovron stats dnwg hp, maxHp, level, status, Xp «.d.

team (mpoapetikd): Mmopel va mpootebel oe oOvOeteg pdyeg ywoo vo dgi&el v

TAVTOTNTO TG OUAOOC TOV AVTUTOAOV.

Xp1on oto cvoTNNHA PaEYNS

Otav Eexvd o pdym, n oknvn (Battle.js) poptavel ta dedopéva tov gxfpov pe Baon 1o ID
nov £xel oplotel oto event tng OverworldMap:
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ent() {
this.element = document.createElement("div");

attle { th lement.cl, d("Battle

onstructor({ enemy, onComplete, arena }) {

this.enemy = enemy;
this.arena) {
this.onComplete = onComplete;

% .element.classList.add(this.arena);
this.arena = arena;

this.combatants = {

this.element. innerHTML = (

activeCombatants = {

Layer: null,

null, g src= my.src} alt=${thi emy .name} />

}

window.playerState.lineup.forfach(id => {
this.addCombatant(id, “player”, window.playerState.pizzas[id]) init(container) {

this.c ement();

container.appendChild(t!
Each(key => {

this.enemy.pizzas[key]) A h (s plaverTeam =

this.enemyTean =

ob, s(this.combatants).forfach(key => {
t combatant = this.combatants(key];
combatant.id = key;
combatant. init(this.elesent)
window.playerstate.items.forfach(item => {
this.items.push({
if (combatant.tea
this.playerTean. combatants.push(combatant);
} else if (combatant.team nemy”) {
this.enemyTeam. combatants. push(combatant);

this.usedInstancelds = {}; b

this.playerTeam. init(this.element);
this.enemyTe:

tant(id, team, config) {
.combatants[id] = new Combatant({ urnCycle
[config.pizzald],

this.activeCombatants[team] = this.activeCombatants{team] || id S dher a5

if (winner === "player") {
t playerState = window.playerState;
Object.keys(playerState.pizzas).forfach(id => {
playerStatePizza = playerState.pizzas[id];

const combatant = this.combatants[id];

if (combatant) {
playerStatePizza.hp = combatant.hp;
playerStatePizza.xp = combatant.xp;
playerStatePizza.maxXp = combatant.maxXp;
playerStatePizza.level = combatant.level;

utils.emitEvent(“PlayerStateUpdated”);

this.element.remove();
this.onComplete(winner === “player”);
}
D
this.turnCycle.init();

Amnd exei, ) Battle dnpovpyei to Team tov gxfpov, apykonoidvrag too Combatant instances
(OnAadn T1g witoeg Tov gxOpoV) pe Paon ta dedopéva Tov enemies.js.

H apyurektovikny aut emtpénel €0koAn avamapaywyn 0pa@v ce d1popeTikd onueio Tov
TOLVIO0V, YOPIG avAyKn oAAOYNS TOV KMOOKO LAyMG.
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Xopreprpopd ExOpav kar Teyvnt Nonpooivy

O gxBpoi ot0 cvykekpyévo moryvior dgv £xovv mepimhokn Al, aAdd axoilovBovv pia
predefined Loywkn yio TV €TI0V EVEPYEIDV. ZVYKEKPIUEVAL:

e Eméyovv pio omd tig Stobéoipeg evépyeieg amd to actions.js, tuyaio 1 pe Phon kamoleg
TPOTEPAUOTNTEG.

: "Pillowy punch of dough”,

STER} uses {ACTION}!"},
n"},

{CASTER} uses a {ACTION}!"},
null },
Feeling fresh!", },

{
“parmesan”,
“friendly",

Mes TER} sprinkles on some {ACTION}L", },
tateChang 1e, }
:"textMessage”, {CASTE

R} recovers HP!", },

e Avdloyo pe tov tOmo tng mitoag (Spicy, veggie, chill), n pdym pmopei va mapet
OLLPOPETIKN TPOTY].

e To TurnCycle.js eivor vevBvuvo yoo v evepyomoinomn tng enemySubmission —
ONAadN TG EMAOYNG EVEPYELNG Y10L TOV AVTITOAO.

Av Kot amAd, 10 cOoTH 0T £ivol EMEKTAGLNO, EMTPEMOVTOS LEAAOVTIKA TN dNUOVPYia T
eehypévov cvotnuatov Al (.y. adaptive strategies, buffs/debuffs prioritization k.Ax.).

Ontikn) Tovtotnra Ex0pov
H gppdvion tov gxfpdv Pacileton og sprite images mov Bpickovol 6tov eakelo:

/images/characters/people/
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Avtdc 0 omtikdg Soywpiopog Pondast tov moiktn va Egympioer kabe boss 1 NPC mov
eumiéketor oe paym. Kdmowor gxfpoi éxovv kor €dwkég animated epg@avicelg koatd
Hetapacn Tovg otn Udym, EAEYXOVTOC TO IMMErsion Kot TV aeiynon.

Yovleon ExOpdv (Enemy Teams)

Av kor otV TAsoyneio Tov poxdv ypnowonoeitor évag povo €x0pdg pe pio witoa, to
ocvotnua givor £Too vo vTootnpiel moALamAEG TiToES AVE £X0OPO, OTTOC:

"secondBoss": {
name: "Big Tony",
description: "O ueyalivtepog oep tne moing",
src: "/images/characters/people/secondBoss.png”,
pizzas: {
"a": { pizzald: "f003", hp: 60, maxHp: 60, ... },
"b": { pizzald: "v002", hp: 45, maxHp: 45, ... }
}
}

AVTO TPOGPEPEL HVVATOTITO KMPAKOONS T1)G OVGKOAIOG OAAG Kot ovEavOLEVN TOIKIALAL.
Yopmepaopata

To cvotua ExBpav eivor ytiopévo yopm amd v id1o AOYIKT UE aVTY) TOV TTCOG TOV TOAKTY,
TPOCPEPOVTOC:

e  Xvppetpio otn payn (Oporol pnyoavicpol yo waiktn kot £x0p0),
e Amlotnto ot dwoycipion mepreyopnévov (data-driven),
o  EveMéio otnv mpocOkn véov cevapiov.

Ot avtinaAot, maporo mov teyviKa eivar «aviikeipeva JISON», divovv yapaktinpa 6To moyviol
Kot vrootnpifovy tdco To gameplay 6Go kot v aeniynon.

6.3 Iaiktng (PlayerState) & avtikeipeva

O maiktng amoteAel 10 Kevpkd vrokeipevo g epmelpiog moryviorov, TG0 KaTd TV TAONYNoN
otov kOopo (Overworld) 660 Kot KoTd T ddpken tov poyov (Battle). H katdotacn tov
(mitoeg, avtikeipeva, mpododoc) mapakorovbeitonr kol eAéyyetor péca omd TO OVTIKEIUEVO
PlayerState, to omoio Bpicketal 6Tov @dKeLO:

/State/PlayerState.js
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. Enter to proipt/talk.

To cvotpa avtd avorapupdvel Tov poro tov state manager tov maiktn — eAEyyel Mo mitoo
elvat evepyn|, mota £ivol To GTATICTIKA TOVS, TOL0 OVTIKEILEVO EYEL OTNV KATOYN TOV, KOOMS Ko
™V TPO0d0 GTNV 16TOoPia.

Aopn Tov PlayerState

To apyeio PlayerState.js opiletl o JavaScript class mov vAomolel Ty €0MTEPIKT KATAGTOON
TOVL KT, M 0moia puwopel va TepAapPavet:

class PlayerState {
constructor() {
this.pizzas = {

"pl1": { pizzald: "s001", hp: 50, maxHp: 50, xp: 75, maxXp: 100,
level: 2, status: null },

"p2": { pizzald: "v001", hp: 30, maxHp: 40, xp: 20, maxXp: 100,
level: 1, status: null },

}

this.lineup = ["p1", "p2"];

this.items = [
{ actionld: "item_recoverHp", instanceld: "item1" },
{ actionld: "item_statusCleanse", instanceld: "item2" },
I;
}
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¥

e pizzas: Alota 6A®V TV TiTcog OV aviKovy otov maiktn. H kabepia éxel ototiotikd
uayns (hp, xp, level, status).
e lineup: IMow witoo eivorl evepyn ot HoyM Kot 6€ Ol GEPA.
e items: Avtikeipeva mov pumopel vo xpnoIHOTOGEL KaTd T S1apKeLo Ldyme.
e instanceld: Kafe avtikeipevo €xer povadiko 1D yio vo pmopet vo, apotpedel petd m
xp1oN.
Awtipnon kot Avaktnon State
To PlayerState Acttovpyei aveEaptnta 0o TV epedvion 1t udyn. Avtd onuaivel 6t 1o state:
e DopTOVETAL KO EVIUEPDOVETOL GVVEYXDG Katd tnv Thonynon (Overworld)
e Amootéletor oto cvothua udyng (Battle) yia va dnpovpyndei n opddo tov okt
e Evnuepaveton petd and xdbe poym, pne ahlayég oe:
o Tloévrovug Lomg
o Iloévrovug eumepiag (XP)
o Avafdaduion emmédowv (level up)
o Agaipeon/Katavalmon oaVIIKEEVOV

AVTO emTPEMEL HOVIHOTNTO GTOV KOGUO TOV TOYVIO00, UETOPEPOVTOG TIC GUVETEIEG KAOE
payme.

Avtikeipevo (Items)

To oavtikeipeva elvor onpovtikd HEPOC TNG OTPATNYIKNG, EMITPEMOVING GTOV TOIKTN Vo
Oepamevoet mitoeg 1 va Kabapicel apvnticd status.

@ %

. @

undefined Go Back

Parmesan

Opilovtar oto apyeio:
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/Content/actions.js
"Eva mapdderypo:
"item_recoverHp": {
name: "Healing Sauce",
description: "Avarinpaver 20 HP”,
targetType: "friendly"”,
success: [

{ type: "textMessage", text: "{CASTER)} épie odltoa mavw oe
{TARGET}" },

{ type: "stateChange", recover: 20 },
1
}

e actionld cuvdéel To AVTIKEIUEVO PE TNV EVEPYELN IOV EKTEAEL
e SUCCESS eptypapel TNV akoAovbia TV omoTEAECUATMOV
Koatd m xpnon:
e To avtikeipevo emAéyetarl pécm SubmissionMenu
e  Eoeapuoleran 1o effect
e To avtictoryo instance agatpeital and to PlayerState.items
Alndemidopaon pe ™ Maynm
Otav Eexvd pdym:
1. To PlayerState dnuwovpyei o opdda Combatant yio tov okt
2. Opiletorn tpéyovoa lineup (mowa witoa eivar evepyn)
3. O ypnomg pmopel va:
o Emrebel pe evépyeta (action)
o Xpnolpomomoet avtikeipevo (item)
o Avtikataotmoet witoa (replacement)

4. Metd ) paym, to PlayerState evnuepdvetan pe to amoteréopoto (w.y. peiopévo HP)

Enékraon ko AmoOnkevon
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To PlayerState pnopei edvkola vo enektabel pe véa dedopéva OTmg:

e YvAroyn XP yia tov moiktn (01 Hovo yia Tig miteEq)

e IIpocHnkn vopcpdtwv (currency)

o Koataypaon avaxelvgpbéviov NPC 1 neploymv

e AmoOnkevon/eoptwon and localStorage 1 amopakpvouévo backend
Xovoyn

To PlayerState Aeitovpyei ¢ mupfvoc TG KOTAGTOONG TOV TaikTn, dtaympilovtag mANpms ™
Aoywn amd v moapovcioon. Kopla mieovextiparto:

o KoOap1) dwaycipion dedopévov (data-driven model)
o Evkoln cuvmipnon (centralized structure)
o Xvuvénewn oto gameplay (emBioon, level up, item usage)

e Avvatétnro erikTaong yo peAloviikn amodnkevon 1 cloud sync

6.4 Kotaotaosg (Status Effects) kou Items

210 TAOICI0 TOV GULOGTHUATOS HAYNS, M Eloay®yn Katootdoemv (status effects) ot
ovTikelpévay (items) eumlovtilel 1 otpotnyikny Owdotacn Tov Toyvidowv. I[lapéyouvv
unyoavicpovg emPpddvvong, evioyvons, Oepomeiog 1 eAEYYOV, LETATPEMOVTOG TIG MAYES Omd
OmAEG OVTAAAQYEC EMBECEDV GE TOAVTAEVPEG TAKTIKES OVOUETPNOELC.

1. Koraotaoeig (Status Effects)

Ol KOTAOTACELS OVTITPOGMTEVOVY TPOGMPIVEG EMOPAGEIS TOV UTOPOVV VO EMNPEAGOVY £V
Combatant (gite iAko6 eite exBpko), ennpedlovtag T GLUTEPLPOPA 1} TO GTATIGTIKA TOV.

Slice Samurai

;@

t[‘eelin‘ saucy!

Opiopog:
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Kartaotdoeig opilovrar mg status properties oe kdfe mitoo péoo amd to PlayerState 1 tovg
ex0povg.

[Mopaderypa:
"pl":{
pizzald: "s001",
hp: 50,
maxHp: 50,
status: {
type: "saucy",
expiresin: 3,
}
}
Agrrovpyia:

H xatdotaon neprypapetol amd 600 Pacikég 1010t TEC:
e type: 1o €idog g kaTdotaong (w.y. saucy, clumsy, spicy)
e expiresin: mocol yopot amouévouv £mg 0Tov ANEet
E@appo:

Kotaotdoeig ennpedlovv ™ pon g Hayns Ue evépyeleg mov pootifeviol otnv akoiovdia
events péoa oto BattleEvent.js.

IT.y. yw to status clumsy, unopei va sicaydei Aoyikn Tomov:
o IIBavétnTe amotvyiog eniOeong
e Meioon damage
o  KoaOBvotépnon evépysrog

Evnpépoon og ka0 yopo:

Me 1o mépag kabe yopov, 1o expiresin pewwvetar katd 1. Otav etdoet oto 0, | Katdotoon
agapeitot ovtopata kot peavifeton avtiotoryo TextMessage Tomov:

{ type: "textMessage", text: "{TARGET} dev eivau miéov clumsy!™ }

2. Avtikeipeva (Items)
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Ta avrikeipevo (items) eivar evepyomolovpeva. GToLyelo. TOLV O TOUKTNG Wmopel vo
YPNOYOTOMGEL KATA T SLIPKELD TNG LAYNGS, TPOCPEPOVTOS TAEOVEKTNUATO, OTWGC:

e Ogpancia HP
o  KoaBopiopoc kotactdoewv

e Bpayvypovw evioyvon

Opopog:
Ta items elvar kotayeypappévo 6To:
/Content/actions.js
Hoapddsrypa:
"item_statusCleanse™: {
name: "Bubble Tea",
description: "Apaipei apvytikés kataotdoelg”,
targetType: "friendly”,
success: [

{ type: "textMessage"”, text: "{CASTER} édwoe Bubble Tea
otov {TARGET}" },

{ type: "stateChange", status: null },

Kvpua yopoxtyprotika:
e actionld: povadko id g evépyetog Tov item
® suUCCesS: Mota eveEPYEIDV TTOV EKTEAOVVTOL OTOV YPNCYLOTOLEITOL

e targetType: koBopilel av epappdletar oe eilovg 1| £xBpovg

Xpnon:
e O naiktng emréyel "Xpron Avtikeluévon" oto SubmissionMenu
e Epoeavifetar Mota dwbéoumv items (Baoet tov PlayerState.items)
e To item epappodlet to success event

e To instance agotpeitor o6 to inventory tov moiktn

Hapadeiypato airov Items:
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"item_recoverHp™": {
name: "Healing Sauce",
description: "Avarinpaver 20 HP",
success: [

{ type: "textMessage", text: "{CASTER} épile odlroa mavew
orov {TARGET}" },

{ type: "stateChange", recover: 20 }

]
}

3. XovovaoTtiki) Avvaun Status + Items

H dvvapukn tov mayvidiod evioyvetar diaitepo otav ta status effects cuvévdalovror pe ta
items:

e ’Eva item_statusCleanse yivetat yprioo pdévo av vrapyet apvntiko status.

e M mkdvtikn enibeon umopei vo mpokaiei burning status, odnydvtag o avaykn yio
OVTIKEIPLEVO KATAGTOONG.

e To obomuo avtd Oomovpyel oTpOETNYIKY] ooppomio avapeco o€ emibeomn kot
vrootnPdn.

Yovtipnon ko Eréktaon

To povtélo status kau items eivor dedopevokevrpiké (data-driven), emrpémovtag e0KoAN
EMEKTAON:

o IlpocOnkm véwv status effects pe amdAd JSON schema

e Anuovpyia cvvbetwv items pe akolovBieg mollomimv StateChange kot animation
events

e Xvvdeon ue buffs/debuffs 1 e1dkég cuvOKeg vikng
ovoyn

H vlomoinon tov katactdsewmy (status effects) kot tov avrikeipévav (items) Aettovpysi og
Kpioyog muAdvag BaBovg Kot oTpatnykng 6to cuotnua pdyns. Méow evog data-driven kot
modular cuetpaTog:

o Tlapéyetar evkodia drayeipiong ko TpocHNKNS VEOL TEPLEYOUEVOL
e O maiktng evBappOvetar va TpocapUdletl TAKTIKEG avAAOYA [LE TNV KATAGTAO

e Anuovpyeitar éva o mhovcio, engaging gameplay loop
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Kepdarawo 70:  Mnyoviopoi Ul & Xpfotn

H demapn yprot (User Interface - Ul) amotelel kpiowo tpunqua g epmepiog tov moikn,
KkaBmg Aettovpyet o¢ 10 Pacikd onpeio emtkovmviag LeETaED TOV avOp®TOL Kot TOL AOYIGUIKOD.
2V mopovca EQapproyn, n oxediaon tov Ul divel dwaitepn pugaon ot 0100pacTIKOTNTA,
™ Ga@NVELN EMAOYAOV Kol TV onTikl avadpacn (feedback), ue otdéyo v evioyvon g
KOTOVONGNG TV UNYOVIGUAV KOl TN GTPATNYIKNG ANYNS ATOPAGEMY TOVL TOIKTY.

H vAomoinom tev otoyeimv Ul yiveton kupimg pe ) yprion Vanilla JavaScript kot CSS, yopig
™ pecordfnon kdémotov framework. Ot unyaviopol eAéyyov tov maiktn Kol 1 ALOI06N NG
TANpoPopiag opyavavovtal o€ modular kAaeels, o1 0Toieg TOPEXOVY OPOIPETIKA ETITES YO
KOWd potifa, Ommg eMAOYEC LEVOD, ELPaVIcELS Kelévav Kot animation feedback.

O xOpieg meproyég tov Ul meptrappdvouv:
e Aopég nevov Yo ETIAOYY] EVEPYELDV, OAANYT] LOXNTAOV 1] YPTOT OVTIKEUEVOV.
e Kuwvovpeva pnvoparta (TextMessages) mov kabodnyohv 1 EVILEPDVOLV TOV TAIKTY).

e Xvotnua animation feedback, to onoio evnuepdverl ontikd yio v emituyio., amotoyio
1N eMOpOON LOG EVEPYELNG.

o XePropdg TANKTPOAOYiOV Y10 EMAOYEC YWPIG ¥P1ON TOVTIKIOD, EVICYVOVTOGS TN PETPO
RPG eumepia.

H Aertovpyio Tov Ul givor 61evd 6uvoedepévn pe Tov pnyavicpo payms, Koabmg to Levoy Kot
ot gvépyeteg kabopilovv v eicodo tov maiktn oto TurnCycle. Emmiéov, to feedback mov
EMOTPEQETOL oTOV maiktn (uéom animations 1 punvopdtmv) evVioyDeL TNV OVTIANTTIKY
Katavonon e uéyne kot t por tov gameplay.

e autd 10 KePGAoo, Ba eetdoovpe avaALTIKA TOVG ETUEPOVG Unyaviopovg Tov Ul kot
HETOED TOVG OLCVLVOEDT):

e 5.1 T Pacikés KAAOELS PLevoD Kal TIG SVVATOTNTES TOV TPOGPEPOLV.

e 5.2 To chotnpo unvopdtov kot animations yio kabodiynon tov moikt.

e 5.3 Tov yepiopd emhoy®dV TOL TaiKTn Kot T dochvdeon pe to game logic.
e 5.4 Tnv enowvwvia tov Ul pe 1o obotnua animation kot tig péyes.

H oyedwotikn mpooéyywon Oivel €upacm oty apuesédTNTE Kol T OLOQAVEWL —
YOPOKTNPIOTIKA OTOPOAiTNTO G ToyvIdlol GTPATNYIKNG Kol TOKTIKNG, OTOL 1N AYN COGTNG
amoeaons e€aptdtal and TV TOWOTNTA THG TANPOPOPIaS TOV ERPAVILETOL GTOV YPNOTT.

7.1 Khaoeig ywo pevov (KeyboardMenu, ReplacementMenu)
210 mAOIGIO NG OAANAETIOPAONG TOL TOIKTN HE TO GUGTNUO WAYNG KoLl YEVIKOTEPO LE TO

Toyvidl, Pacikog poAog amodidetor otic dopég pevov. Ot KAAGE KeyboardMenu Kot
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ReplacementMenu EMITEAOVV OVTOV TOV GKOMO, EMITPEMOVIOG TNV MTAONYNOY] HEG®
AANKTPOLOYIOV, TNV EMAOYT] EVEPYELAV, KOOMG KO T1] OLUYEIPLON OPEAOOS KOL OVTIKELPEVOV.

Ac dovue kdbe pio EexmploTd:

KeyboardMenu

H KeyboardMenu &ivat o yevikod okomol KAAoT HEVOD, 1 07010 AEITOVPYEL OC EVEMKTY
Bdon Yo Ow@OPETIKG PEVOD £MAOYAOV. XpNOUYOTOlEiTal ETAVEUUEVE GE SLAPOPES
KOTOOTAGELS, OTMG:

Eniloyn evépyelag (emiBeon, avtikeipevo, aAloyn poynt)

[TAorynon o€ vopevol (dmmg EMAOYN AVTIKEWEVOL 1) GTOYOVL)

Emloyn oe context-sensitive mepiBailovta (m.y. katd t Sibpkew 1 petd omd €va,
event)

Kvpra yopaxtnprotikd tge:

Aopi) HTML: Anpovpyel duvapukd éva DOM otoryeio pe ul > li, pe kébe otoyyeio va
avtiotoyel og pio emAoyn.

Yrootipién yw custom callbacks: Kabe emloyn cvvodeveton amd action handler
(handler) mov ekteheitan 6tav o ToikTNG TNV EMALEEL.

Avtamokpien 6 minkTpordyro: Xpnowomotei v khdon KeyPressListener yio vo
Kkataypaeet ArrowUp, ArrowDown, Enter kot Escape.

Ontuc] avadpaon: O gvepyog deiktng (active index) evnuepmvETOL Kot ETIOUAIVETOL
Kd0e popd mov aAAAlEL emAOY.

Yrootipién vropevov: EvkoAn eveopdtoon vro-enthoydv yio nested Aettovpyieg.

[Mopaderypa xpnong:
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this.keyboardMenu.setOptions([
{ label: "Attack", handler: ) =>{ ...} },
{ label: "Use Item", handler: () =>{... } },
{ label: "Switch", handler: () =>{ ... } },

1);

O modular oyedacpog TG EMTPENEL VOL YPNCILOTOLEITOL TOCO GE UAYXES OGO KOl EKTOG OLTOV
(m.x. o€ crafting pevob 1 pause screens).

ReplacementMenu

H ReplacementMenu eivar poe mo  eedwcevpévn kAdorn, mn omoia ypnolomoleiton
OTOKAELGTIKG ©T1] paym, Otav O TOiKTNG KOAEITAL VO OVTIKATOOTIGEL VOV ROYNTY] 7TOV
nttOnke 1 dtav BEAEL va Kdvel aAloyn TPOANTTIKA.

class ReplacementMenu {
constructor({ replacements, onComplete }) {
this.replacements = replacements;
this.onComplete = onComplete;

¥

decide() {
this.menuSubmit(this.replacements[@])

T

menuSubmit(replacement) {
this.keyboardMenu?.end();
this.onComplete(replacement)

}

showMenu(container) {
this.keyboardMenu = new KeyboardMenu();
this.keyboardMenu.init(container);

this.keyboardMenu.setOptions(this.replacements.map(c => {

return {

Label: c.name,
description: c.description,
handler: () => {
this.menuSubmit(c);
1
¥
)
by

init(container) {

if (this.replacements[©].isPlayerControlled) {
this.showMenu(container);

} else {
this.decide();

XopoKTnproTika:

o Dutpapropéves emroyéc: EppaviCel povo tig povadeg tov maiktn mov dev givar on
evepyég kau ogv givar K.O..

e Ontucn winpoeopnon: ['a kabe emhoyn eppaviCeton To Ovopa g mitoag, to HP g,
Ko evogyopévas kamoto Status effect.

e Emavaypnowomnoiei tnv KeyboardMenu og Baon**, aAld eiodyet custom Aoyn yuo
7o filtering wou rendering Tov S00éoipumv povadwv.

[Mopaderypa onpovpyiog:
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new ReplacementMenu({
team: playerTeam,
onComplete: resolveReplacement

D;

Avto 10 pevol mpoPardet Tic Sabéoyeg "Titoeg" TOV TOIKTN Kot EMTPENEL TV QUECT) QAAAYT
yopaxtpa péca otov TurnCycle.

Yyéon pe to TurnCycle kan to BattleEvents
Kot ta 600 avtd pevod covoéovror aueco pe Tov kKokio payms (TurnCycle). Zvykexpiéva:

e O maiktng KoAeitor vor aAANAETIOPAGEL HE OVTA KATA TO YOPO TOV, OOTE VO EMAEEEL
evépyela.

e Tao SubmissionMenus (mov eivar composite Jdopég) ouvyva  YPNOIUOTOOVY
KeyboardMenu ka1 ReplacementMenu mg pépn g dwadikaciog cuAhoyng input.

e H emloyn mov emotpépovv TPoPodoTel To event queue, to omoio eKTEAEL TN GYETIKN
evépyela péocm tov BattleEvent instances.

Ynpoocio oty gumelpio Tov YpoTn
H vlomoinon avtdv tov KAdcemv:
e Awyopiler minpoc to Ul logic ard o game logic.
o Emutpénel v €d0koin eméktaon pe véeg EMAOYEC | TAPUALAYEG LEVOD.

o Awmpel v gumelpio AANKTPOLOYIOKEVTPIKIT], EVIGYDOVTAG TOV PETPO YOPUKTHPO TOV
TOLVIOL0V.

7.2 TextMessage & animation feedback

H evomra TextMessage & animation feedback agopd tn dayeipion tov punyovicpdv
OTTTIKNG KOl AEKTIKNG OVATPOPOIOTIONG TPOG TOV TOIKTY, KUPIME HECH amd O1AOYOVS Kot
Kwvovpeveg evoeifelg (animations). Ot unyoviopoi avtol emtehodv SmMAO pOrO: aPeVOG
eVLEP®OVOLY TOV Tk Yo 6ca cvpPaivovy 6to maryviol (oe piyes, events, e€epevvnon), Kot
aQeTépov gumrovtifovy TV aweOnTikn gumepia, tpocdidovtag yopaktpa kot BdOog 6to
gameplay.

KXLdon: TextMessage
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X
class TextMessage {
constructor({ text, onComplete }) {
this.text = text;
this.onComplete = onComplete;
this.element = null;

¥

createElement() {

this.element = document.createElement("div");
this.element.classlList.add("TextMessage");

this.element.innerHTML = (~
<p class="TextMessage_p"></p>
<button class="TextMessage_button">Next</button>

)

this.revealingText = new RevealingText({
element: this.element.querySelector(".TextMessage_p"),
text: this.text

b

this.element.querySelector("button").addEventListener("click"”, () => {

this.done();
1s

this.actionListener = new KeyPressListener("Enter", () => {
this.done();
H)

}

done() {

if (this.revealingText.isDone) {
this.element.remove();
this.actionListener.unbind();
this.onComplete();

} else {
this.revealingText.warpToDone();

}

}

init(container) {
this.createELement();
container.appendChild(this.element);
this.revealingText.init();

}

H TextMessage stvat pio avtdvoun KAGo™M Tov ¥pnoomoteitat Yo TNV ELEAVICN UVORETEOV
KEPEVOL 61NV 006vN, Kuping KoTA T S1dpKELd:

e Maoyodv (n.y. "O Erio e£omélvoe ™ Spicy Blast!™)

e Cutscenes (m.y. "Evag dyvootog eppaviCetor pmpootd cov...")
e AlMremdpaocemv pe NPCs

e  Koatdotaong maryviowo? (m.y. “To mayvidl amodnkevnKe”)

XopoakTnproTika:
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e Anuiovpyel dvvapkd éva DOM ortoyeio ne HTML markup, pe styling mov opiCeton
pnéom CSS.

e Epoeavilel to keipevo pe @€ ypagounyovig (typewriter effect), to omoio viomoteitot
uéow ¢ kA dong RevealingText.

o Tlopéyer omtikn moapdTpLVON O©TOV TaKTn va mpoywpnoel (my. “Press Enter to

continue...”).
e  Ynoompilel callback o6tov ohoxkAnpwOei m mpofoln, yw Guvéyion ™S PONg TOV
oL VIOL00.
Moapdderypa ypiong:

new TextMessage({
text: "O avtiraldog pizza ninja gupoviietor!”,
onComplete: () => {

// Tpoywpao. aTo ETOUEVO event

}

}-init(container);

RevealingText: I'pagounyoaviy e@é
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class RevealingText {
constructor(config) {
this.element = config.element;
this.text = config.text;

this.speed = config.speed || 60;

this.timeout = null;
this.isDone = false;

)

revealOneCharacter(list) {
const next = list.splice(8,1)[@];
next.span.classlist.add("revealed");

if (list.length > @) {

this.timeout = setTimeout({) => {
this.revealOneCharacter(list)

}, next.delayAfter)

} else {
this.isDone = true;

}

}

warpToDone() {
clearTimeout(this.timeout);
this.isDone = true;
this.element.querySelectorALL("span").forEach(s => {
s.classList.add("revealed");
1
}

init() {
let characters = [];
this.text.split("").forEach(character => {

let span = document.createElement("span”);
span.textContent = character;

this.element.appendChild{span);

characters.push({
EEL
delayAfter: character === " " ? @ : this.speed
H
1

this.revealOneCharacter(characters);

H «Adon RevealingText yepiletor ) prpe-pipa aroxarivyn yapaxtipov (typing effect).
Kabe yopoktipag supaviCeton pe kobvotépnon pepikdv milliseconds, divovtag o mwo
Covtavn aicOnom apriynong.

Hapdaperpor:
e text: To mAnpeg Wvopa TPOS EUPAVIOT).
e element: To HTML octoygio oto onoio Ba tomoBemBei to keipevo.
e speed: KaBopilel tov puOud amorxdioyng (yaunidtepo = mo apyo).

Avt) 1 vAomoinon eumiovtilel ™V gumelpia, dMUIOVPYOVTOS TPocdokio Kot puOud oty
ToPOVGiaoT).
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Ontwké animation feedback (mépa amé to keipevo)

Ext6g amd ta pmvopata kelpévov, 1o motyviot aglomolel moikileg onTIKES EVOEIEEIS MaTE VO
VIOGTNPIEEL TIG OPAGEIS TV TOUUKTMV 1 TOV EXOpDV:

Hopadeiypata:
e Advnon paynti) 6tav déxetar enibeon (shake effect).
e Avolopmi ypopatog katd t AMyn Cnwadg (ypnyopo flash e Aevkd i kdkKvo).
o Fade in/out yw transitions 1} aAlayéc oknvov (SceneTransition).
e Opacity ko scaling transitions yio. menus 1 overlays.

e Allayn sprites N frames 6tav o poayntig Ppioketon vd status effect (w.y. “spicy”
animation).

Avtéc o1 Kwnoelc vAomorovvronr Kupimg pe JavaScript (ce canvas 1 DOM) «kau
copuminpopotikd pe CSS yio amAd transitions (.. fade-in/out oe keipevo i overlays).

Ynpooia tov feedback oty gpmepio ypnotn
H avatpopodotnon (feedback), site pe keipevo gite pe kvodueva ypagikd, sivat kpiowun yo:

e Tnv katavonon tov yeyovotmv omd tov moiktn (Tt €yve, amd MO0V, HE TO10
amoTéELECLLAL).

e Tnv cvvaleOnpotiki epmhoxkn (.. ayovia, EkTAnEn).
o Tnv onrtiki] IKaVOTOiN 61 TOL KAVEL TO O VidL WO gvydpioTo Ko "CovTavo".

H ocvvdvaocuévn ypnon TextMessage, RevealingText, koaw animation effects metvyaiver éva
KOVOTTOMTIKO eMinedo gumelpiog, axoun Kot xopic tn yprion framework 1 graphic libraries.

7.3 Xepiopog emAoydv mTaikT

O xe1p1oHOC TOV EMAOYOV TOV TOLKTN £tvat £voL amd To O KPIGILO GTOLXELN SLOOPUCTIKOTITOGC
og KaBe Toryvidl. 1o cvyKeKpyéVo £pyo, 1 Tpocéyyion Paciletar oe DOM-based Ul menus,
input listeners ka1 éva ocvotpo callback-driven yeipiopod emroydv, mov emitpénel oTov
otk vo AopPAvel AmoQAGELS OTIS LAYES, OTO LEVOD KO OTIC O10OPOUCTIKEG CKNVEC.

Kevtpikog otoy0g
Na 600¢l otov maiktn €éheyyog movem o€ KAbe evépyela, LEGA Omo:
o AmhG ko KaOapa pevod emAoy®V
e  Kovpma ntinktporoyiov (keyboard input)
o Tlpocappiéoipses evépysieg 6€ mpoypatiko ypovo (turn-based Loyikn)
Input Handling pe KeyPressListener & DirectionInput
O maikng yepiletor Tig eMA0YEG TOV pEC® TOL TANKTpoAoyiov (Beldxia, Enter, ESC).

DirectionInput.js:
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e Xpnowonotital kuping otnv e&gpedvnen tov overworld.

e Evrtomilel matpata tov Beddv (ArrowUp, ArrowDown, K.Am.)

o Tlopéyel katevOvvon otov yapakTpa.
KeyPressListener.js:

e FEidikeveton 6t0 aviyvevon evroi®v tOomov "EmPePainon", "Axdpwon".

o Yuvnfog mepuéver Eva Enter, Escape, 1 custom mAnktpo kot topodotei callback.
Emioyn péoo pevov — Xvotipato UL
H diemaen ypnot eivon Baciopévn oe menu components, 6rtmg:

o KeyboardMenu

e SubmissionMenu

e ReplacementMenu
Avtd T pevo:

e Epoeavifovv emoyéc oe AMota (actions, avtikeipeva, allies).

o Emutpémovv v mhonynon pe Perdxia kon emPePoioon pe Enter.

e Emotpépovv callback pe tqv emhoyn tov ypnotn, dote T0 TOyVidl va TpoymPHoEL.
Moapddsrypa ypiong:

const menu = new KeyboardMenu();
menu.init({
options: [
{ label: "Attack™, description: "Kdve emifcon”, handler: () =>{... } },

{ label: "Item", description: "Xpnoworoinoe avureiuevo", handler: ()

=>{..}}
1
D;

H oyediaon axorovbei potifo maparnpnty (observer pattern): n emloyn mopodotel yeyovog
Ko To ovotua mapakorovdei to callback yio va cuveyioet.

Xy wpaln: Battle Turn emhoyég
Katd ™ dudpxeta tov poydv:
1. O TurnCycle gvnuepmver 6Tt givat 1 GEPE TOL TAIKTT.
2. To SubmissionMenu avoiyet kot Tepévet input.
3. O maiktng emhéyer .. "Spicy Kick" kot ot6y0.
4

To amotéAeoo ATOGTEAAETOL OG OVTIKEIUEVO:
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{

action: selectedAction,
target: selectedTarget,
}
5. To BattleEvent epunvedetl v emloyn| Kot eKTELEL TO OTOTEAEG LA

Avto 10 oyfua dttnpel Tov Eheyyo oTa XEPro. TOL TaikTN o KABe YOHPO, EVAD TO GHOTNUA
napoapével modular kot ETEKTAGLO.

[MigovekTPOTO TG OPYLTEKTOVIKNG
e Amoovoyéition Ul ko game logic: Ta pevod dev yvopilovv Tt Oa yiver petd —
GTEAVOLV HOVO TNV ETIAOYT).
e Evkolia mpocOkng vémv evepyarmv: Kabe handler eivan Eeywpioth cuvdptnon.
e Ymootipin morlhami@v €16@Vv input (nehlovrikad gamepad, touch).
UX napoatnpioeis
e Otiemioyég eppavifovtan ue orrikn vroypappien (highlight).
e Xpnowonoieitar animation étav o ypretns kavel focus oe emhoym.

e To Enter emPePardvel, evd To ESCape axvpadvel kot ETIGTPEPEL GTO TPOTNYOVUEVO LEVOD

(.. omo emAoyn item og emdoyn action).

Yvovoyilovrog
O yep1opdg TV EMAOYOV TOV TOIKTN 0TO TTatyViol otnpileTon GE:

o KaBapd keyboard input system (pe custom listeners)

e Modular menu components pe Aoyikn callbacks

o X00n anoTHTOCN TOV OUOECIUMV EVEPYELDV
Avtd eoocpaiilel gvkoMa yprong, kabopn OPYLTEKTOVIKY, Kol €va SodpacTikd Kol
npoPréyiuo gameplay loop.

7.4 Emxowaovia pe BattleAnimation & Animations

H aicOntikn avatpopoddtnon (visual feedback) amoterei Ospuehddn cuviotd®oa ¢ epmelpiog
evog maiktn. Xt0 MANIC0 TNg TOPOVCAS €QPAPUOYNG, M OAANAemidpaon petacd Ttov Ul
PNYOVIGHOV Kot TOV animation svetnpatov dwadpopotilel kpicyo polo oty evicyvuon g
AVTUANTTNG EMIOPAGCTC TOV EVEPYELDY KOl GTNV KATAVONGT TNG KATAGTOONG TNG LAYMC.

Avtd  emrvyybveton péow TG emkowoviog petafd tov  otoyeiov  BattleEvent,
BattleAnimation, kou DOM-based CSS animations.

Ykomog Tov BattleAnimations
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H «\don BattleAnimations.js mepiéyxer animation wpotimv (presets), mov extehovvton kdbe
(Qopd mov mpaypatonoteiton pia evépyeta, m.y. enifeon, Anyn Cnuids, &apdvion, K.4.

O Baowkdg ¢ 6TtO)0g eivor va:
e  Ewvioyvoel v otk Katavonen tov Tt cuvEPT ot pdym
o XUVOEOEL YPOVIKA TNV EVEPYELN IE TO UTOTEAEGNA TNG
e Awmocel aicOnon pog ko dpaong
Emxowmvia BattleEvent — BattleAnimation
H otOvdeon Eexvd amd tnv BattleEvent, n onoia::
1. AapBdver v evépyeia tov maiktn (m.y. "Spicy Kick™).
2. Extekel ™ Aoy epappoyng (m.y. pueiwon HP tov otdyov).
3. Evepyomotel to kordAinio animation, m.y.:
await BattleAnimations.spin(event);
Ot animation functions ivat async, mote vo umopEécovy va cuvdebovv e v akoiovdia twv
BattleEvents. 'Etot, dwogoliletoar 6Tt 1 ektéheon ™G emduevne @aong dev Eekwvd mpv
oAokANpwOei To animation.
Eidon Animations
1. Attack Animation
Yuvnwg teptlappdvet:

e Kivnon sprite mpog tov avtimaro
e Avoamonom Tov otoyov (delyvel «yTOTNUO)
o Flash 1 shake effect
static async spin(event, onComplete) {
const element = event.caster.pizzaElement;
element.classList.add("battle-spin™);
await utils.wait(1000);
element.classList.remove("battle-spin™);
onComplete();

}

2. Damage Feedback
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IIpootiBetar CSS class (w.y. damage-blink) otov combatant:

e Avafoopnvet Kokkivo

o Tpéuet otrypaio
3. Status Effects

e Mmopei va gpeaviletal £évo 1kovioto 1| Ypoua

e IlLy. "spicy" umopei va divet pio TopTokaAl moAuKy Kivon
4. Fade-out / KO Animation

Otav o yapaktpoc TEQTEL:

e Xtodwokn e€apdvion

Autin pon: Animation — Game Logic

Av Ko ovyva n Aoyikn Tponyeitat tov animation (damage — visual), o€ opiopéveg TepuTtOGELS
vdpyel To avtifeto:

e To animation mpoeroydler pio evépyela, kat n AOyikn akolovOei (my. dpdon
PopTIoNG)
e ’‘Evo animation umopel va kabBvoteprioel | v okvupdcel (o evépyewol (m.y. Stun pe
animation mov otapotd v Kivnon)
Yvvoeon pe DOM & CSS

Ta animations vAomotovvtar pe:

e CSS classes (m.y. .battle-spin, .battle-blink)
o @keyframes (yio ktvoOpevo onTikd £QE)
e JavasScript timers pe setTimeout/await utils.wait() yio cuyypovioud

Avt6 emtpénet:

e Elappid viomoinon ywpig Canvas
e EBvel&la kon eméktaon pe véa e@é

e Emavoypnoponoinon animation patterns (DRY)

Debugging ko Testing

Katd v avamtoén tov animations:

81



Mnyoviopol Ul & Xpfot

e TIpootébnkav console.log() evtdg twv animation functions yio édeyyo pong
e O1CSS 16&e1c eléyyOnkav pécm dev tools

e To await e£ocdMoav GEPLOKT EKTEAEST) — GNUOVTIKO Yoo 6TadEPOTNTO GTN PO
Hégmg
Yvvoyilovrag
H emkowovia peta&d tov BattleAnimations kot tov unyaviopov Ul:
e Emrtuyydvel cvyypoviopd petalo opaong Kol amoTeA{GRATOG
o Tlpocpépetl onTIK AVETPOPOIOGTNG VYNANG TOOTNTAG
e Evioyvel v aicOnon emppor)g Tov maiktn 6to moryviot
e  Xpnowomoiei acvyypoves poég (async/await) kar DOM animation patterns yuw

OTOTELECLOTIKOTITOL

Amotelel éva amd to TAéov Kpiowwo onueion 6mov M Aoy (logic) ko n mopovcioon
(presentation) cuvepydlovtotl 6TEVA Y10, [0l VIO EUTELPiQ XPHOTT.
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Kepdarawo 80o: To Méihov Towv Video Games

H &&éMEn tov video games degv mepopiletar poévo oty teyvoAoyio. Ko to gameplay:
EMEKTEIVETOL KOl OTIS KOWMOVIKES, NOKESG KOl TOMTICUIKEG TTUYEG TOV GLVOLOVTOL PE TNV
OAANAETIOPOOTN TOV TOUKTMV Kol TO TEPIEYOUEVO TV ToVIdIOV. Avtd 10 ke@dAalo eEetdlet
TG To Toyvidw exnpedlovv kot exnpedloviot omd TNV Kowwvia, avaAdOVTOG TV KOWOVIKN
duotaon, v évvola tov multiplayer kot Tig NOKég Ko TOMTIGUIKEG TPOEKTAGEIS TNG
dnuovpyiag kot Kotavaimong moyviolwv. H mpocéyyion avty Bondd oty katavonon g
eupuTEPNG emidpaong Twv video games mépa amd TNV oA Yuxaywyio, ETIGNUOIVOVTOG
TV TOYPOVO TNV EVOHVT TOV ONOVPYDV KoL TV KOVOTHTMOV TOUKTAOV.

8.1 Teyvohoywkéc Taoserg

H o0yypovn Bropunyavia tov Prvteomoryvidiov eEediooeton paydaio, pe tnv TeXVOA0Yiol Vol
SO PPDOVEL GUVEXDS TOV TPOTO TOV ONILLOVPYOVVTOL, SLOVELOVTOL Kol BidvovTol To TotyviotoL.
Mio and T mAéov gppaveig Tacelg eivar m vVOBETMON TG EIKOVIKNG Kol emavEnuéving
apaypotikétnrag (VR/AR), n omoia Tpocpépel 6ToVG TOIKTEC Hiot KAONA®TIKY gumeipio. Xtol
VR mayvidwa, o1 Toikteg €16€pYOVTOL 6€ TANPOS TPLGOAGTUTOVS KOGHOVS OOV 1| Kivnor Kot
01 PUOIKEG OAANAEMOpAcELS elval Kpioyeg, evd Ta AR mayvidio eveopotdvouy ototyeio Tov
TPAYLOTIKOD  TEPIPAAAOVTOC, ONUIOLPYDOVTOS o cOVOEST YNEOKNG Kol TPOYUOTIKNG
TPAYLOTIKOTITOG.

Mia de0tepn onpavtikn téon gival to cloud gaming, mov enttpénet Ty eKTELEO TALYVISIOV
0€ OMOUOKPLGUEVOVG SErvers ovti 6€ TOMIKEG KOVGOAEG 1 LIOAOYIOTEG. Avtd apopel
TEPLOPICUOVES GYETIKA UE TOV VTOAOYIOTIKO €EOMMOUO TOVL YPNOTH, EVO EMITPEMEL GUECT
npocPacn oe Tithovg ywpic eykatdotacn. ITapdiinia, to cloud gaming evioyder v
aAANAemidpacn Kot TV ouadikn epmelpia, kabmg n dwyeipion multiplayer kot n amobfkevon
TPOOAOL LITOPOVV VAL YIVOVTOL KEVTPIKA KOl GUYYPOVICUEVAL.

H teyvnt vonuoovvy (Al) sivar GAAn po texvoloyikn téon mov ennpedlel to oyedlooud
wayviowyv. H Al ypnowomoteitar yioo ™ onuovpyios O PEOMOTIKOV KOl OVVOLIK®OV
YOPOKTP®Y, TNV TPOCUPUOYN TNS SVOKOMOG OTO €MIMESO TOL TAIKTN KOl TNV CLTOUOTN
onpovpyia mepieyopévon, dmmg véor yapteg 1 amoctoréc. H evoopdtmon g Al emexteivel )
duwpkelor CoNg Tov TOYVIOWD KOl TPOGPEPEL EENTOUKEVUEVES EUTEIPIES, KPATMOVTOG TO
EVOLOPEPOV TOV TOUUKTOV GE VYNAA emineda.

Téhog, N Tho™M TPOG SLASPACTIKI] APy OT KUl EEEMYUEVE. GUGTIRATA ETAOY®V OIVEL GTOVG
noikTeg peyaAvTEPN aicOnon eievBepiag Kot CLUUETOYNG GTNV TAOKT TOL Toyvidov. Méocw
unxovicpodv branching kot adaptive storytelling, ot amo@doeilg Tov ¥pRoT™ SOUOPEDOVOVY TNV
e&EMEN ™S woTopiag, INUIOVPYOVTOS HOVAOIKES EUTEIPiEG G KAOE TTatyvidt.

Yuvolikd, ot texvoloYIKEG TaoES ota Video games vroypoppilovv po coen petdfocn amd

OTOTIKG Lo VIO 6€ SVVAIKA, EEATOUIKEVUEVO KOl KOWVOVIKA dlacvvdedepéva tepifaiiovta,
Bétovtag ta BepéMa yo Tig emOpEVES dekaeTieg TG Propnyaviog.
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8.2 Kowaoviki Avdotaon ko Multiplayer

Ta multiplayer moyvidio €xovv petapopemcel plikd v eumepio TOV PVTEOTALYVISUDV,
Kaf1oTAOVTOG TNV £VVold TNG KOWMOVIKNG CAANAETIOPOONG KEVTIPIKY Y10 TOV GUYXPOVO gamer.
Yto moryviole ovtd, ot moikTteG UMOPOVV VO GUUUETEXOLV GE KOWOLG KOGHOLS, V.
ovvepydlovtor 1 vo avtoyovilovtor peta&d Toug oe TPAyUaTIKO ¥pOvo, ONHIoOLPYDVTAG
deopovg kol aicOnon kowotroc. H xowvovikn) dudctacrm dev mepopileton povo otnv
yoyoyoyio, oAld meptlopfdver kot Ty avamntuén 0eloTTOV GLUVEPYAGING, GTPOTNYIKNG
OKEYNG KO EMKOVOVING.

H vio0étmon nhateopudv 6nmg ta MMORPGs (Massively Multiplayer Online Role-Playing
Games) kot ta battle royale mayvidwa exitpénetl 6tovg naikteg vo cuvdedodv aveEdptnto omd
YE@YPOUPIKOVS TEPIOPIGHOVG. ZE OVTA T TEPPAALOVTA, 1| CAANAETIOpaoT He GAAOVS TTaKTEG
dev mepopileton otV €KTEAEON MOy VIOV, OAAG ekTeiveTOw GTN OMpuovpyio opddwv,
GUUUETOYN GE KOWOTNTES, TNV OPYAVOGT] YEYOVOT®OV Kot TNV avtaAdayn otpatnykov. Etot, ta
oy vidow AEITovpYoHV TAPAANAN MG KOWMVIKA JIKTLO, EVICYVOVTOS TN GUVEPYOGIN Kol TNV
aiocOnon tov aviKew.

H avarntoén multiplayer epmeipidv amottel teyvik vwodoun Yo GuyypovicUO OES0UEVOV,
yepiopod latency ko dwayeipion server, stac@aiifovtag 6Tt ot maikTteg PidvoOVY o opain Kot
ovvenn eunepia. EmmAéov, n kowwvikn didotacn enekteivetal péow e evooudtwong chat,
voice communication ka1 leaderboard cvotnudtev, Tov enttpénovy v aAAnAenidpacn Kot
TOV OVTOY®OVIGUO GE TOALOTAN EMITED QL.

Ta multiplayer motyvidia £xovv eniong emmtdoelg oTNV Yoyoloyio TV Toktdv. [Ipodyovv v
avATTLEN KOWVOVIKOV dEEI0TATOV, TNV OLOOIKT] CUVEPYACTO Kot TV ETIALGT TPOoPANUdT®V og
TPAyLatiko xpovo. [lapdiinia, dnpuiovpyodv TepBAAAOVTA OTTOV 1) EXKOWVOVIO, 1] GTPATNYIKN
KOl 1] TPOGOPUOCTIKOTNTA €lval Kpiowa ototyeia emrvyiog, Kahotdvtag to Oyl Lovo péca
Yyoyayoyiog, oAl Kot TAATQOPUEG LABNOTG Kol KOWVOVIKNG OAANAETIOpOoNC.

YVVOAIKG, 1 KovmVviKn didotaot tov multiplayer moyvidiov katadeikvioel 0Tt o Video games
VEPPaivovy TNV OTOUIKT YOYOy®Yio, SIOUOPPDOVOVTAG KOWVOTIKEG EUTMEIPIEG KOl EVIGYDOVTOG
de&10TNTEG TOV £YOLV EQOPUOYN TEPA amd TO TOYVvidl, emnpedlovtag T060 TNV TPOCMIIKN
avamTuEn 66O Kot T GLALOYIKT] OLUVOLIKT TOV TOIKTOV.

8.3 HOwa ko Holtiopkd Zytipota

Ta Pwreomayvidin dev amotehobv pHOvVo PEGO yoyoywyiog, oAAd Kot €vov KaBpeéetn Tmv
KOWOVIKOV, Nokov kot moMtwopkov oafiwv. H avantoén mepieyopévov o€ avtd to
TEPPAAALOVTO OTOLTEl TPOGEKTIKT TPOGEYYIGT), KAOMDS 01 EMAOYEG TV dNUOVPYDV ETNPEALOVY
TV aVTIANYT TOV TOKTOV Yo NOKA SIMULOTO, KOWOVIKES GCUUTEPLPOPES Kol TOMTIGHUIKE,
otepeotuma. [oyvido pe Pio, cefovolkd TEPEXOUEVO 1) OVOTAPOCTAGEL; CLYKEKPUEVOV
KOWOVIKOV OpAd®V Umopel va Onpovpynocovy culnmoelg yw. v vrevbuvotnta g
YOYOY®YILOG KoL TIG EMATMOCELS TG GTNV YUXOAOYIN TV TOUKTOV.

H n0um didotaon enekteivetan kat ot dayeipion S£S0UEVOV KOl TPOCOTIKMV TANPOPOPLADY,
wWwitepa ota online ko multiplayer moyvidio. H mpoctacio g 0o TikdTTOG, 1| ATOPLYN
EKUETOALEVONG TOUKTOV HECH [IKpOoTANpmumv (microtransactions) i loot boxes, kot m
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TpOANYM G e&aptnong amotelobv Kpioua {NTHpaTe Tov amaitovy vVevhvvn cyediaon Kot
emonteia.

ATd TOMTIGUIKY GKOTEL, T, TALY VIOl ovTOVaKAOUY 1 SO pe®mvovy aéieg Kot TontdtnTes. Ot
onuovpyoi cuyva eumvéovtar amd pvBoroyies, 10TOPIKA YEYOVOTA 1 KOWMOVIKE QUVOUEVA,
aAAG etvar onpavtikd va mapovstdloviot pe oefacud kot akpifeto. H maykdcua diddoon tov
video games onuaivel 0Tl To. TOMTICUIKG UNVOUOTO TOV UETASIOOVTIOL EYOVV OMNYNON O
TOWKIAQ oKpoaT PO, KOOIGTOVTIOG TNV TOAMTIGHIKY gvoicOncio Kpioun yw v omo@uyn
TOPEENYNOEDV 1| OPVNTIKAOV GTEPEOTOTTMV.

Ta O Ko moAticpikd Cntrpato dev mepropilovtal HOVo G6To TEPIEXOUEVO, OALL APOPOVY
Ko TG oyéoerg petad moktdv. H ovumepipopd oe online xowdtnreg umopei va
avTIKOTOTPileEl M va. eVIoYVEL KOWOVIKA TPOTLTTA, &V 1 evBdppuvon g OeTikng
OAANAETIOpaoTG KOl TG GLVEPYAGING GUUPBAALEL TN ONUIOVLPYIO ACPAADY KO PIAMKADV YDPOV.

Yuvoyilovtag, 1 KaTovOnon TV NOIKOV Kot TOMTIGHUK®V TTUXOV TOV BVTEOTALVIOUDY Eival
amopaitnTn TG0 Yo TOVG dNUOVPYOLS OGO Kal Yo Tovg maiktec. H vrevBuvn avamtuén ko n
evacOnronoinon oyeTIKd pE TO TEPEYOUEVO, TN CLUTEPLPOPA KOl TNV TOMTICUIKN
avOTopAoTacT] Jo@OAIlovV OTL T Tavidw WHITopovV vo amoTteAécovy éva OeTiko,
EKTOOEVTIKO KOl KOWOVIKG vevduvo pEco yoyoywyiog.
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Kepararwo 90: Xoumepacpoto ko [lpotacerg

To mapdv kepdrawo emyelpel va cuvoyicetl ta Pacikd courmepdcpata omd Ty avantuén Tov
TOLYVIO0V, VO, EVIOTICEL TIG TEYVIKEG OVGKOAIEG TOV TPOEKLYAV KOt VO TTPoTEivel TOOVES
KateLOVVOELS Yo peAlOVTIKN eméktaom 1 PeAtioon Tov €pyov. Méca amd v gumelpio TG
vAomoinong evog mAnpmg Aettovpykod browser-based turn-based mayvidiod ywpic ) ypron
framework 1 game engine, avadeiydnkav 1660 o1 dvvatdtnrteg g Vanilla JavaScript 6o kat
ta 6pud TG. Emumiéov, kataypdonkav pobnuata mov pumopovv va a&lomombovv 6e TapOUO1ES
avomTUEELS 6TO HEAAOV.

H evémta mov akoAovbel kataypdeel pe GLOTNUOTIKO TPOTO TIS TEXVIKEG TPOKANCELS, TI
mhavic PeATIOGES KOt TV TPOoo®TIKY| atoAdynon g dudkaciog.

9.1 Teyvikég OVOKOMES KUl OVTIUETOTLON TOVG

Kotd v avémtoén tov mouyvidwod, ovoadeiydnkov opketés TeEXVIKEG TPOKANGELS TOV
apOPOVGAV TOGO TNV OPYITEKTOVIKT TOL KOJIKO OGO KOl TOV TPOTO e TOV 0Toio daryelpilovTon
N A0y TOL WOVIdOy Ko 1M eumepia tov ypnot. Ioapoxkdtw mapovoidlovtal ot
ONUOVTIKOTEPEG OO avTéG, Hall HE TIG OTPOTNYIKEC TOL Yypnolomomobnkayv ywo v
OVTILETOTICT TOVG:

1. Amovoia Framework kol avaykn yio apyLTEKTOVIKI] 0pYAVOGT]

H omopoaon va ypnowomombei amoxieotikd Vanilla JavaScript yopic Pipriobnkec 1
frameworks, av kot gvioyvoe ) da@avel o0V £pyov, KOTEGTNOE avoykaio TNy vAoToinon
UNYOVICU®V 0L GVVROmC Tapéyovion «Etotom. Mo mapdostypa:

e Agv umipye unyovicpdg state management, omote dnovpynOnKav custom AVGeLS (m.y.
PlayerState, TurnCycle, custom event buses).

e To routing ka1 m oAlayn «celidmv» (Levov, oknveée, uaym) éywve pécw SPA-opydvmong
ue custom handlers.

Avtipet@mon: Tyedidotnkoav global namespaces péow tov window object dote va emitevyBel
capng dwympiopog svbvovav. H modular mpocéyyion tov apyeiov kot n yprion kidoswv
Bonbnoav onuavtikd oty opydvoon.

2. Xvoyypoviopnoc animations ko game logic

O ovvtoVIGHOG HETAEL TG AOYIKNG NG Méyms (m.y. {nuéc, oAhayn YopoKTHp®V) Kol TOV
animations (6nwg epé enibeonc N petdPoong) Nrav kpicoc. Xwpic cwotd cuyxpovioud, o
oy Vil £3ve TNV EVILTIMOGN ACLVERELNS 1] KaBLGTEPNONG.

Avriypetdmon: Katookevdotnke &vo punyoviopoc await/Promise dote kabe animation vo
OAOKANPMVETOL TPV TPOYWPNOEL 1 AoYiKn Tov maryvidlod. Ot khdoelg BattleAnimation kot
TextMessage a&lomomOnkay ®¢ povadeg mov  emoTpé@ovy  vmooyéoelg (Promises),
EMTPEMOVTOG TNV OAANAOLYIO EVEPYELDV.

3. Avaykn 7o drayeipion ToOALAOV PEVOD KOl EMAOYOV Yp1|6TN
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To moyvior dbétel TANOmPo SdPacTIKOV HeVOD (ETAOYN EVEPYELNS, OAAAYT XOPAKTIPO,
unvopata, K.6.). H dwayeipion toug yopig framework amotédece mpdxkinon, kupimg 6Gov apopd
TN GLVTIPNOT KOl TNV EXEKTAGIUOTNTOL.

AvTipetdmon: Xyedidotnkay yevikég khdoelg pevov (KeyboardMenu, ReplacementMenu,
SubmissionMenu) mov pmopovv vo emavaypnoonombody pe mapapeTponoinon. Avtd
enétpeye Tov daympiopd peta&y Ul ko business logic.

4. Opyavoon assets Kol 00AOV TEPLEYONEVOV

H evooupdtoon tov sprites, maps, audio kot dedopévov exbpmv/evepyeidv omoitohoe
EexaBapn doun apyeimv doTe va givol EDAVAYVOOTN Kol EDKOAN ETEKTACIUT).

Avtipetdmon: Xpnopwonomdnkay edxerot dnwg Content/, images/, Battle/, kot ta dedopéva
opiotnkav og eEmtepikd .jS apyeia (actions.js, enemies.js, pizzas.js) yio KaAOTEPN GCLVTHPNON.

5. Debugging yopic gpyaireio vynrod emasdov

H amovcia framework onuaive koaw v omovocio developer tooling (w.x. hot reload, error
boundaries, component trees). Avtd SVGKOAEYE TOV EVIOTIGHO GOPAAUATOV, EOIKA 68 GVOVOETEG
aAAnAovyieg (0w oTOV UNYAVICUO TNG LAYNG).

Avtipetdmon: Xpnowomombnkav amioi unyavicpoi logging (m.y. console.log, custom debug
flags) ko pikpéc, emavoypnNoUOTOGIUES LOVADEG DOTE VAL EIVOL IO EAEYXOUEVT 1| POT).

YOVORTIKA, 0V KoL Ol TEXVIKES TPOKANGELS NTAV OPKETEG, 1) AVTILETMMICT TOVS GUVEPAAE Ot
UOVO otV EMTLYN OAOKANP®OON TOL €pyov, OAAG ko otnv eupdbovvorn g kKatavonong
Baocwov apydv avamtuéng Aoyliopikov, Ommg o Olaywpiopds evbuvav, 1 dwyeipion
KOTAGTAOTG KOl 1] GUYYPOVICUEVT] EKTEAEDT.

9.2  AvvatéTNTES EMEKTOONG TALYVIOLOV

To monyviol, 6mwg viomombnke, Tapéyel o otadepn PAon Yoo GNUAVTIKY ETEKTACT] TOGO GE
EMIMEDO TEPLEYOUEVOL OGO KO G€ MIMESO UNYAVICUOV. ATO TN oKOTd Tov gameplay, puropotdv
g0KoAl va TpooTeBohv vEoL TOTOL «pizzasy, E01KES IKavOTNTES, TeplocdTepa status effects ko
povadwol gyxfpol pe Eexwpiotég taxtikés, epumiovtilovrag tn otpatnywkn g puéyms. H
VILAPYOVCO OOLT EMTPENEL TNV EVEOUATOON O10AdYmV pe emAoyég (branching dialogue), quest
systems kot RPG-like progression (6nwg leveling, experience points), yopic va yperdleton
plin avaxotackevy). EmmAéov, o eninedo UL, ) vrootpi&n yio mobile mepiBdAlov 1| xprion
gamepad controllers pmopei va BEATUOGEL GNUAVTIKA TN 100 PAGTIKOTNTO. ATO OPYITEKTOVIKNG
nmievpds, n modular dpOHp®OTN TOV KOJKA Kot 1| OpyAveoT og aveEApTNTEG KAAGES Kot
QOKEAOVS O1EVKOADVOLV TNV EMEKTAGIUOTNTO KOL TNV EVOOUATOOT VEOV GKNVOV, YOPTOV Kot
animations. TéAoc, n perdovtikn tpocsOnkn multiplayer dSvvatotitov (w.y. pécw WebSockets)
N armofnkevong mpoddov oto cloud Ba pmopovoe va petatpéyel 10 £pyo GE U0 TANP®G
Aertovpyikr browser-based mlotpdppa RPG.

9.3 Tehkéc okéyerg

H viomoinon evog turn-based browser mayvidiov anoxieiotikd pe yprion Vanilla JavaScript,
HTML kot CSS anédeiEe 0Tt glvan epiktd va dnpovpynel éva AEITovpyiKod Kot ETEKTAGLLO
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mayviol yopic t Pondeia eEmtepikmv PipAoOnkdv | game engines. Méoa omd ) dradikocio
avamtuéng avadeiynke mn onuacio ™G KOANG OPYITEKTOVIKNG, NG Kabapng opydvmong
apyelov Kol TS oG dwyeiptong Tov game state kot twv yeyovotwv. Tapd T1g TeYVIKEG
TPOKANGELS, M EUTELPIN NTAV 1O10UTEPO EKTOUOEVTIKT KOl EVIGYLOE TNV KATOVON oM BepeMmOdV
evvolmv 6mwg to DOM manipulation, to event handling kot n Aoywm tov game loop.

EmumAéov, to £pyo avédel&e T duvatdTnTa XPNong TV «KaBapdv» TEXVOAOYLDY TOV 16TV Y1a.
™ Onuovpyio cOHVOETOV €QUPUOYADYV, EVD TOVTOYPOVO TPOoOONGE TNV TPOGEYYIoN NG
AmAOTNTOG KOl TOL OOAVTOV EAEYYOL 6TOV KMOWKa. To TeEMKd amotélecpa dev amoteAel povo
po amdOEIEN TEYVIKNG KOVOTNTAG, 0AAA Kot po fdon Tave otny omoia Propoby va yTieTovV
o oVvOeTEG 10€eg Ko Aettovpyiec oto péALov. To épyo emPefaidvel 6T 1 dONoOVPYIKOTHTA
Kol 1 peBodOTTO. UITOPOVV VO, 00N YNGOVV GE TOLOTIKES VAOTOMGELS OKOUTN KOl HE OmAQ
epyaAEia.
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