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Befoiwova ot eipor o ovyypopéas avtis ¢ epyaciog kar ot kabe Ponbsia tnv omoio giyo yio TV
TPOETOLUATIO, THG EIVAL TANPWS OVOYVWPLOUEV KOL QVOPEPETOL OTHV Epyooia. Emions, Exw kotaypawel
TG OTOIES THYES QmO TIG OMOLES EKOVO, YPHON OEOOUEVV, 10DV, EIKOVWV KOI KELUEVOD, EITE OVTEG
avapépoviar oxpifas eite mopoppacusves. Emmléov, fefoicove ot avtn n epyooio mpoeToiudotyke
OO EUEVO. TPOOWTIKG, EIOIKG (WS OlmAwuatiky epyoaocia, oo Tunuo Mnyovikwv IIAnpopopikns Kol
Hiexrpovikav 2votnudrawv tov ALIIA.E.

H ropovoa epyacio amotelel mvevuatiy 1010ktnoio tov @ortnty Owuc. Patliyo mwov v exmovnae/ow.
210 mlaloio TG WOMTIKNG OVOIKTHG TPOGHATHS, O GUYYPOPENS/ONUIOVPYOS ekywpel ato Aidvég
Tavemortiuio e EAGdog adera ypHong tov OIKa1mUATOS OVOTOPAYWOYHS, OOVELTUOD, TOPOVGLOAOHS OTO
KOWVO K01 WHPIOKNG Ol DONG THS EPYOTLAS O1E0VC, 0 NAEKTPOVIKN UOPP KOI G OTOLOONTOTE UECO,
VIO, OLOGKTIKOUG KOl EPEVVHTIKOVS OKOTOVS, avev aviolioyuotos. H ovoiktn mpocfocn oto mAnpeg
KELUEVO THG €pyaciag, dev onuaivel kal’ 010VONmoTeE TPOTO TOPOYDPNCH OLKOIWUCTWV OLOVONTIKHG
1010KTNOIOG TOD GUYYPOPER/ONUIOVPYOD, 00TE ETITPETEL TV OVATOPOYWYY, AVOOHNUOTIEVTH], AVILYPAPH,
Ao, eumopixy ypnon, olavoun, Exooorn, uctopoptwon (downloading), avaptnon (uploading),
UETCQYPAOH, TPOTOTOINGH UE OTOIOVONTOTE TPOTO, TUNUOTIKG, 1] TEPIANTTIKG, THS EPYACIOGS, XWPIS TH PHTH
TPONYOVUEVH] EYYPOPH TOVOIVEGH TOV GVYYPOPEQ/ONULOVPYOD.

H ¢éykpion g dumhopatikng epyasiog amd to Tpuquo Mnyavikdv ITIAnpogopikng kot HAektpovikdv
Yvotudatev Tov Atebvoic ITavemotuiov g EALES0G, dev vmodnAdVEL amapatTiTOS Kol amodoyn
TOV ATOYEDV TOL GLYYPAPEN, €K LEPOVG TOL T HOTOG.



1 TIIpéroyog

H avértoén Pwvteomaryvididv elval por moAOTAOKT Sadikacion oty omoio sUmAEKoVTaL TOAAEG
SLOQOPETIKEG OUAOEG Yo KAOE SLOPOPETIKO KOUUATL TOL oy vVidov (YPOQIKd, LOVGIKY, AEITOVPYIES).
2KOTOG TNG WTVYLOKNG AVTNG €lvar vo dnpovpyndel Eva mayvidlt omd £va GTOUO YPNOLUOTOLDVTOG
dapopa drabéoipa Aoyiopka (Unity, Aseprite, Tilesetter) kot vo eEnynoovpie Tig 13101TEPHTNTEG TOV
umopet va éxet ) dadikacio avtr. Méoa and avtiv v Iltuyaxn Epyoacio o avayvdotng pmopet va
pnébel g pe TV ¥PNoN KATOI®V TOPOTAVE® TPOYPOUUATOV EVIGYVOVUE TNV AELTOVPYIKOTNTO TOL
Unity kot k@vovpe v dtadtkacio vAoroinong mo gvkoAn. Emiong pe pkpég mopopueTponocels, 1o
script yia v dnuovpyio Toyoiov eTES®V HECH KLTTOPIKOD QLTOLOTOV UTOPEl Vo ypnotpomoin el
omd TOV OTOLOVONTOTE Y10l VO, KOADWEL TIG OVAYKEG TOV TTOLYVIO0D TOV.



2  Tepiimyn

H mopodoa mruylokn epyocio aoyoleitor pe Tov oYedOOUO Kol TNV avamtuén o1od1dceTATOL
ToyVISlo  dpAoNg  ME TPOOMTIKN, ME YPAON NG unyovig avamtuéng moyvioiov  Unity.
Xpnowonoteitor 1 YA®ooo mpoypappatiopod C# kot to Aoyispukd Unity, Aseprite ko Tilesetter. H
gpyacio EeKvdiel [l o 1IOTOPIKN ovadpopn] Yo T BrvTeomaryvidla, ToOLg TUTOVS TOVG KaOMS Kol Tig
0loutepoTNTEG OoTNY  dtadkocion Onpuovpyiog Tovg pHe Alyeg AemTOuEpEle Tepl TOV TEXVIKOV
TEPLOPIOUAOY avd Tig dekaetieg. “Emerta avolvovtal To AOYIGUIKA T OToio Xp1oILoTotdnKoy oty
onuovpyio Tov TOYVIOOL HE HEPIKEG TANPOQOpiec Yoo TO mEPPAAAOV  ypnomg Kol TNV
AertovpykdtnTa Tove. To maryvidl akohovBel Evav cLYKEKPLUEVO YOPAKTNPA 0 0Tol0g 0éyeTan £{0000
ond TANKTPOAGYl0 Yoo TNV kivinon tov kot TV emifeon mpo¢ Tovg avtimdAiove. Ilapdiinia,
eKpeTOAAEVETAL TOV 0AYOp1Buo Game of Life tov Conway yio trv dnpovpyio toyoio Kot Suvopcd
eEeMoooueEVOVY YOPTOV. AVOAVETAL 1| dNUOVPYio TOV ToLYVIO0D Kol O GUYKEKPIUEVO Ol EEXWOPIOTES
Aertovpyieg, divovtag meptosdtepn Pdorn otnv LVAOTOINGM TOL KLTTAPIKOD avtopatov Game of Life
tov Conway Kot TEPLypAPOVTaS TIG VITOAOUTEG SLOOIKUGIEC Kol TPOGONKEC.



Design and development of a 2D Top-Down perspective video game
using Unity environment.

Thomas Ratzicha

3 Abstract

This thesis focuses on the design and development of a 2D Top-Down perspective action video game
using the Unity environment. C# is used as a programming language along with Unity, Aseprite and
Tilesetter software tools. The thesis begins with a historical overview of video games, their genres and
the peculiarities of the process of their creation with a few details about the technical limitations over
the decades. Then, the software used to create the game is analyzed with some information about the
user interface and their functionality. The game follows a specific character who receives input from
the keyboard regarding his movement and attack on opponents. At the same time, it utilizes Conway's
Game of Life algorithm to create random and dynamic evolving dungeon maps. The creation of the
game and more specifically the individual functions are analyzed, further focusing on the
implementation of Conway's cellular automata Game of Life as well as the other functions and
additions to the game.
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Kepdhiao lo:  Ewsoyoyn

H mapovoa wtuylokn €xel g 6KOTO Vo avOADGEL TOVG TPOTOVE, TIG WONTEPOTNTES KOl TIC SUGKOAIEG
dnuovpyiog evog moryvidlod amnd £vo ATopo To omoio givol vVIELBVYVO TOGO Y10 TO KOUUATL TOL KMOOUKA
KOl TOV AEITOVPYIDV 0G0 KOl Y10 TO KOUUATL TOV YPOPIKDV.

Eekivavtag, yivetar pia avdilvon mopeiag g Propnyoaviag tov Prvteomayvididv oto ypoévo (ovd
deK0eTio) aVAPEPOVTOC OMUOVIIKA YEYOVOTO HEGO GTO YPOVOOTmG &ival onuepo. Akolovbel pua
e€nNynon Tov S0pOpOV THTOV TALYVIOIOV TOL VIAPYOLY OIVOVTOC UEPLKE TOPASEIYUATO, VIO TO TTO10
glvor To KOP1o oToLYElD TOVG KABMG KOl LEPIKOVS OVTITPOCOTEVTIKOVS TITAOVG TaLYVIOIDV.

To emduevo ke@dAaio dlvel Bdon otV avAALON TOV TPOYPOUUAT®V T OOl ¥PNCLOTO KoY
(Unity, Aseprite, Tilesetter) yia tqv dnuiovpyio tov maryvidiov. Meyadvtepn Baon divetar oto Unity
KkaBdg elvar Kol To AOYIGUIKO oL Ypnotponombnke extevéatepa. Atvetar fabog oto mepiPdiiov Kot
TIC A&1TOoVPYiEg OV TOPEYEL. AVTIOTOIYMC OAAL e AydTEPT EULPACT) OVOADETOL KOl 1] AELTOLPYiD, TOV
Aseprite xai tov Tilesetter, kvpimg yio Tig Agttovpyieg Yo TIC 0mOiES YpNGILOTO ONKAY.

To 40 kepdrato gpPabivel oty dnuovpyic Tov 1010V TOL TALYVISIOV. AtveTar Eva dSIAyPOLE PO TOV
o violoy poall pe po aviAvuor Tov GKOToU KOl T®V TEPLOXDV OV LRApyovv. AvaAidovial otnv
GLVEYELN Ol KOPLEG AELTOVPYIEG TOVL TOLYVIOOV LE KUPLOL EUPOCT GTO KOUUATL TG Onuovpyiog Tuyaiov
oMV pe v xpnon tov aiyopibpov Game of Life tov Conway. E&nyeitar n mtapapetpomroinomn g
Aertovpyiog Tov aAyopiBuov yio va emtevyfel 0 oKomdg Kol VoTEPA YivETAL AVAAVOT TV VTOAOITWOV
Aertovpyldv kaBdg Kot To T vAoromOnkay. ‘Eva akdpa onpovtikd Koppdtt ivar n aviilvon g
YPNONG TOV YPAPIKDOV KOl TOV EVIGYVOEMY OV EPUPLOGTNKOV LE TNV XPNON TOV AELTOVPYLDOV TOL
Unity.

Téhog yivovtol mpotdoelg yo mepottépm PeAitimon, avoivovtag T pmopel va emektofel, 6mwg o
SlPOPETIKOG TPOTOG dNOLPYING YOPTMOV, TPONYUEVI] VONUOCULVI] Yo TOVG OVTWAAOVLG 1 Kol
TPocONKN 1oTopiog Kot StoAdY®V yio TV dnpovpyio evOg TPy HOTké OLOKANPOUEVOL ALY VIOL0V.



Iotopia twv Bivteomoayvididv

Kepaiao 20: Iotopia Tov Bivrteomaryviorov

2.1 Ewoayoym

H Buounyavio tov Brvteomaiyvidiov sivol adappiofrimmra évag topéag tov omoiov 1 eEEMEN eivat
ekBeticn péoa oto ¥povo. Ao T yévvnon Toug, T dekoetior Tov 1950 mov ftav anid éva xbepo o
L0, EMGTNOVIKY €k0eon, LE TN xpnon VO KaBodkoh cmAnva Kot EvOg TaAockoTiov, £xel e&elybel
otV o KePooPdpa Propnyavia dtuokeédaong (Xynua 2.1). Eekivavtog amd 10 mohd yvootd Pong to
1972 ka1 KOTOAYovTog OTIV OMLIoVPYio TOLVISIDV OPKETO PEUAMOTIKAOV MOTE VO UV avoyvopilet
KATO10G oV o TO oL PAETEL Elvan oy vidl 1 TpaypuaTikoTTo. Apyioe TV dekaetio Tov 1950 cav 16éa
OAAG Oev €ytve YvOGTO Yo SLAPOPOVE AOYOVC- Kuplwg BEpoTo PAPKETIVYK KOl TO Yeyovog OTL M
gvaoyoanon pe Pvreomaryvidloe Aoy o EEvn évvola Yoo EKetv TV emoyn- HEXPL TIS OpYES TNG
dekaetiog Tov 1970 mov dnuovpynbnke 1o Pong and v Magnavox kot akoAovOnoce mn Atari wov
dnuovpynoe 10 TpdTo Pong Arcade (dniadn v dnuiovpyio unyovinuatog € oAOKANPOV QTIOYUEVO
yio vo aigetl kdmolog Eva oty vidt), Tov NTav Kot 1) apopun yio TV dvodo g Prounyaviog.

Gaming: The Most Lucrative
Entertainment Industry By Far

Global revenue of selected entertainment
industy sectors in 2019

$145.7b

Mobile: 45% L

$20.2b

Gaming Box Office Music

Sources: Newzoo, Comscore, IFPI

©@®06 statista %a

2ynue 1: Richter F 2020, Gaming: The Most Lucrative Entertainment Industry By Far.

<https://www.statista.com/chart/22392/global-revenue-of-selected-entertainment-industry-sectors/>

2.2  lotopwki] Avadpopun

2.2.1 Asgkogtio tov 1970

H apyn g Pounyaviog - | TovAdyiotov g avodikng mopeiag tng - evromiletanr to 1972 pe v
KuKlogopia Tov moryvidlov Pong (Eynua 2) and v Atari. Epnvevopévo amd 10 avtiotoyo moryviol
7oV &iye onovpyndel yio v Tp®TN oKloKT Koveore Magnavox Odyssey, o Pong.


https://www.statista.com/chart/22392/global-revenue-of-selected-entertainment-industry-sectors/

Kepdrato 2

"Hrov n mpdn epmopikn emttvyio yio v Bropnyavia [1], avoiyoviog tov dpdpo yio v ykadidpvon
Tov topéa. H emtuyio tov Tov 1000 S100€d0UEVT] TOV VINPYE KOCUOG OV TYyove o€ uayalld, pmap
KoL EUTOPIKA KEVTPA, PLOVO Y10 VO, ToHEEL TO TTayvidl ovTd. AdYm TG EMTUYING AVTAG, 1 oyopd YEHGE
pe KAmvoug tov Pong, ka1 og amotélecua to 1977 ot dnpovpyol T@V KAGVOV QUTOV TOOANCOV TIC
TOAQLOTEPEG OLOKELEG TOVG GE WIKPOTEPN TN Yy va adeldoovv to amdbepo tovg [2]. Avtd
TPOKALECE TOV KOPEGUO OTNV Oyopd LEWDVOVTAG TA KEPON TNG Plounyaviag aeivovtag GTnv ayopd
puévo v Atari ko tnv Magnavox. H emitoyia tov Space Invaders, moyvidt tng Taito, to 1978 ftav
avtd mov €0ece Tov dpouo Yoo TNV ypvon emoyn TV Prvteomoryvidiwv. To Atari VCS (Video
Computer System), votepa yvootd ¢ Atari 2600, mpe to. dikonmdparta Yo, o Space Invaders kot
£€ywve €101 1 emOueEVn ULEYEAN emituyia og Pabud mov teTpamiaciace T kEPON NG KOveoras. Avto
Bonbnoe tnv Atari vo, avokKGUWEL Ao TIC TPOTYOLUEVEG AMMAEIEC Kol €V cuveyeia to Atari 2600
avafince v Bounyovio T@v KOVGOA®DV Y10 TO OTiTL.

Zynuo. 2: Pong Arcade Machine

<https://artsandculture.google.com/asset/pong-arcade-game-atari/5QGMET _i-9QIww>

2.2.2 Asgkoegtia Tov 1980

H dexaetia tov 1980 Bempeiton n ypvon emoyn TV Prvteomaryvididv Kabdg kot To (evib g ayopdc.
O toMoelg tov Arcade giyav avénbei omd 50 ekatoppvpro to 1978, g 900 ekatoppdplo o 1982 pe
TNV peyaAvtepn emruyio va gival to Pac-Man tng Namco mov o1 towinocelg tov éptacay mive amd 350
YAGOEC pnyovipaTa KaBmg Kot Ty €16popd 1 dioekatoppvpiov og vopicpata. To amokopOQ®pLa TG
ayopdc NrTov to 1982 dmov ta £60da ¢ Propnyaviag pracoy to 8 JIGEKATOUNOPLY GE VOUICUATO
(avtictoryo pe 21,6 dwoexatoppudpia to 2020). Eiyxe peyorvtepn emttvyio amd v Propnyoavic tov
Hollywood «ot tg Pop povoug padi (3 kot 4 dioekatoppdpia ovtictorya).
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To 1983 Ntav n ypovid mov &ywve m O0eVTEPN HEYAAN KATAPPELGON TNG AYOPAG TOLYVISOUNYOAVAY,
peyodvtepn omd avtiv tov 1977, kabmdg vanpye évag vrepkopeouds Prvteomaryvididv apeipoiov
TOLOTNTOG EMEWON T TOPAYWOYN TOLG NTOV omAl. To yeyovog avtd o€ cuvovacud pe TV vodo TV
TPOCOTIKMOV VITOAOYIOTAOV gixe MG amotélecpa TV EAAEWT TOG0 €600V OGO Kol TNG EUTIGTOGOVIG
oo TOVG KOTAVOAMTEG Ol omoiol Bedpnoav OTL 1| TPocoyr Tovg Ba Empene va eitvat GTPapIEVY] GTOVG
TPOCOTIKOVS VTOALOYIGTES Kol OTL 01 KOVGOAES TV akOpa e poda. Avtd dalate pe v Kukiopopio
g kovoohag Famicom (evpéwg yvwot og Nintendo Entertainment System, NES), mov avafioce v
Brounyavia Tov k6veormv to 1985. H koveora avt épepe peydin avamtuén kobmg moAhd and ta
moyvidle mov €yovv onuovpyndel yw vtV €Yovv  INUIOVPYNOEL TOYKOGHIOG YVOOTES Kot
emTuynpéves oepég maryvidlwv ewg ko onuepoFinal Fantasy, Dragon Quest, Legend of Zelda).
Méypt 1o 1989 10 £0060 TV TOLVIOIOV KaGETS iyav avénbel ota 2 dioekotoppdplo o€ avtiBeon pe
To. o viole OioKov QETIOYHEVE YlOL TPOCMTIKOVG VLTOAOYIGTEG 7oL giyov Aryotepo amd 300
EKOTOUPOPLL GE £5000.

210 TEAN NG deKoeTiag apyloe katl 1 KukAogopia twv MUD(Multi User Dungeon) motyvididv wov
ntav ocovnbmg moryviow Pacicuévo o€ KEIUEVO OV EIGNYAYOV YO TPOT POPE TNV £VVOld, TOV
Multiplayer Online Game enttpénovtog o€ kOG0 va mai&el peta&y Touvg pe v ypnon telnet clients 1
€101k etiaypévov MUD clients mov tav @tiaypévo, pe okomd v Bedtioon Tng eumelpiog yio Tov

xpPHoT.

2ynue 3: Nintendo Entertainment System, NES

<https://en.wikipedia.org/wiki/Nintendo_Entertainment_System>

2.2.3 Asgkogtio Tov 1990

H dexaetia Tov 1990 onpatoddtoe a&loonuelmTeg KOVOTOiEG GTOV TOpEN TV Prvteomalyvidiwy. H
oTPOQN amd ypapikd THmov pactep o€ 3D NTav o amd avtég Kot £dmGE TATNLLO Yo TV dnuovpyio
TEPLOCOTEPOV E0MV TTovidtwv émw¢ to. FPS(First Person Shooter), RTS(Real Time Strategy) kabmg
Kol A0y 1Tng €16000v TOv {VIEPVET OTO OTiTI €VPEMG opyicav vo €ovv Gvodo Kol To
MMOG(Massive Multiplayer Online games), 1 €£éMén tov MUD, pe v xvklogopio moyvioidv
onwg Underlight, EverQuest, Meridian 59.

Aoy ¢ kukhopopiag Tov GameBoy to 1989 amd v Nintendo, to mayvidio xelpdg idav peydin
&vodo tnv odekaetion Tov 90 emitpémovtag oTov ¥pnotn vo mailel 6mov ovtdg BéXel. Tlapodio mov
mapépevoy dtaonuo, to Arcade glyav pia TTdoN oLTH T OEKOETIO KOOBMG 0 KOGUOG CTPEPETAL OLO K
TEPIOCOTEPO OTIC KOVOOAEG KOl TOLG MAEKTPOVIKOVS LOAOYoTéG. H Gvodog avt mpokdiece tov
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Topén TV Bivteomoryvididv va yivel SNUOQIANG Kol ETTUYNUEVOS TOUENS TOYKOGUIWG omofdAAovTog
mv évvolr ™G Podog amd tov oplopd Tovc. Avtd 0dNynoe oIV ONOLPYIo AKOUO TEPLGCOTEPMV
ETOPEIDV e UEYOADTEPEG OUAOEC TOPOYMYNG KOU GCLVEPYOSIO HE TOVUG TOMEIG TOGO TOL
KIVIILOTOYPAPOV 0G0 KOl TG LOVOIKNG. Mia akOpo onuovTikny dnpiovpyia fTav 1 yévvnon tov Sim
(Simulation Games) OV TPOGOUOLDOVOLY TTVYEG TOV TPAYLOTIKOD KOGHOL Egkvmvtag pe tv Maxis
mov dnpovpynoe apykd to SimCity o 1989 kot amoxopvedbnke pe to The Sims mov KvkAo@dpMcE
70 2000 Tov lvar €4V amd oL TOLY VIO LE TIG KAADTEPEG TOANCEIS PEYPL KOl CT|LLEPTL.

Tn dekaetia Tov 90 &ywve ko M otpoer] amd Koacéteg oe CD, wvpimg Adym g peltopévng
TOAVTAOKOTNTOC, KOGTOVG TOPAYy®MYNS Kot gukoiiag kabdg ol kacéteg eiyov péoa €dv oAdkAnpo
NAekTpikd kouKAmpa og avtifeon pe ta CD mov oy ankd éva péco amodnkevonc. Avtd enétpeye v
dnuovpyio CUOVTIKG PEYOADTEPMVY KO TTLO TEPITAOK®V TOYYVIOIDOV POV TO LEYOADTEPO UEYEDOG TTOL
umopovce va, vmootnpitet o kacéta yro Ty kovooia Nintendo 64 tav 64mb og avtiBeon pe ta CD
oV amd TNV apyN Tovg vrootnpilovy 650mb, 10 Popég onradn peyardtepn yopnTkdTTae. [Hopdin
TN UEYAAN JPOpd OTNV YWOPNTIKOTNTO OU®G TO TOLYVIO Kol ToV dvo KOVGOA®MV NTav e&icov
TOLOTIKG AGY® TEYVIKMOV TOV YPNCUOTOI00GOV Y10 VO, LEIMGOLY TOVG TEXVIKOVG TEPLOPIGLOVG TNG KAOE
KoOvoOAaG avtiotolyo. Zto TEAN NG OekoeTiog ol Kupiapyes kovadieg tav 1o Playstation 1 kat to
Nintendo 64.

2.2.4 Asgkogtio Tov 2000

Me 115 apyég TG VNG YIAMETIOG EpYETOl Ko 1) HOVTEPVO €m0y TV Pivteomayvididv. Adyw® Twv
POYSOi®V TEYVOLOYIKOV OAAY®DV KOl TNV ELGOY®OYH TOL S1001KTOOV GTOV TEPIGGOTEPO KOG, EPYETOL
pia véa Yevid KO6VGOAMY oL OUECHOC KAVEL TNV TPONYOLUEVT Vo eaivetal amapyotopévn. H Sony pe
v KukKAogopio. Tov Playstation 2 ypnowomoiei DVD vy ta moryvidw ektofgbovioag tnv
yopntikdétTa and 650MB ce 4.7 GB kot faloviag Asttovpyieg avamopaymyns Toviog Kot LOVGIKNAG
Kkévovtag to Playstation 2 €dv OAOKANPOUEVO GUOTNUO YLYOYOYIOG. X€ OLTAV TNV EKTN YEVIA
Kéveolmv vrapyel emiong 1o Microsoft Xbox, to Sega Dreamcast kot to Nintendo Gamecube. H
otpoen] oto 3D mAéov apyiler va givor HOvOSPOHOG Kal €16AYEL G€ TOAG €101 Ty vididv €vav
VEOGUGTATO pPEOMGUO.

2ynuo 4: 2oyrpion petolo Final Fantasy VII(1998, PS1) xou Final Fantasy X(2001,PS2)

AdY® ™G TPOOSOV TNG TEXVOAOYING, KOl O GUYKEKPIUEVA, TNV PedTimon Tov eneiepyaoTtdVv Kol TNG
advénong dLVVOTOTHT®Y TOL JdKTOOV, apyleav va avlilovv ta online KOTAGTAWONTO GTIC KOVOOAES

onmwg to Playstation Network 1o Microsoft Store kot to Wii Shop Channel. Mg tv kvklogopia, Tov
5
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Playstation 3 tov Xbox 360 kot tov Wii to 2006 &yovv apyicel vo Tapdyovtol motyvidle VYnAng
evkpivelag (HD kou Full-HD),emnpocBétac ,evoopatdvoviar 6tig i91eg TiG KOVGOAES I duvatdTN T
GUVOEGTC GTO O10dTKTLO KAOME Kol TO OVTICTOLO KOTOGTNUOTO TOVS, aAAGLoVTaG £TGL TOV TPOTO e
TOV OTO{0 EMKOWVMOVOVV Ol ToiKTEC KaBMG Kol Tov TpdmO pE TOV omoio AapPdvovv mouyvidlo Kot
ovoPaduicelg Yo TIg KOVOOAES TOVG.

IIpog ta TéAn tng dekaetiag €ide peyddn avénon kot o touéag tov mobile gaming Adyw® NG
KuKAogopiag avtiotolywv online KOTOGTNUAT®OV OTT®OG OLTE TOV KOVGOA®V, 6T Kivrtd. To 2008 pe 10
t6te Android Market xou mAéov Google Play Store xobmg ko to App Store tng Apple dpyioe n
dnuovpyio kot Stovoun o violdV o€ Kivntd yopic avdykn yu e£mtepikd Topdyovto LE TO TLO
dudonpo t6te va glvar to Angry Birds mov kukhopopnoe to 2009.

2.2.5 Asgkogria tov 2010

Yrdpyovv didpopot Adyot ot omoiot kKabiotovv v dekaetia Tov 2010 avtrv mov £épepe To gaming GTO
pooknvio. Ot TPOCOTIKOT VITOAOYIGTES KOl Ol KOVOOAES, TAEOV 1KOVEG VA, TPOPAALlovY amapdiAlo
peoMopd Ko Podion ota moryvidle Toug apyilovy va mpoceikbovv TALOV Evav TePAOTIO aplOpo
Kotvov. Me v kukAopopia Tov Playstation 4 kot Xbox One to 2013 kot £yovtoc mAéov to Full-HD
®G HOVOSPOLO Ol KOVGOLEG YIVOVTOL O TO YPYOPOS KOl TOLTOYPOVO TPOGITOC TPOTOG Y10, VO WTTEL
KATO10¢ 6TOV KOGUO TV oy vidlov. Ta €idn tov moyvididv, apov &yl eEaielpbel To peyodvtepo
TOGOGTO TEYVOAOYIKOV TEPLOPICU®Y, Exovv avéndel kot Tavtdypova eelybel Yoo TpocPépovy o
TOAD TLO OAOKANPOUEVT] EUTELPIOL OVOTYOVTAG TOV SPOLO Y10 TNV SNULOLPYI TOLYVIOLDV.

210 Méoa g dekaetiog Tov 2010 dpyioe va £xel avamTuén Kot 1) EIKOVIKY| TPOYUOTIKOTNTO EPOGOV
@eVYOLV 01 TEYVOLOYIKOL TEpopiopol. ‘Exave trnv apyn tov pe v kukiopopia tov Oculus Rift yio tov
VTOAOYLIGTH TPOCPEPOVTAG OGVYKPLTN TOLHTNTO OE OYECT LLE OTOLONTTOTE AAAN TpoomdBela. Ao Tote
£€yovv KuKlopopnoet Kot GAla poviéla 6mtme o HTC Vive i1 to PSVR, 10 kaBéva pe ta Betikd kot
APVNTIKA TTOV TO SLPOPOTOLOVV OVUUETAED TOVC.

'Evag axopo topéag mov €ide tepdotia avénon og autiv TV dekaetia givol To mobile gaming. Me ta
KIVIITA TAEOV Vo X0V TTOAD duvatd yopaKTNPLoTiKd aAld Kot pe e€erilelg oto software 1000 TV
KWWNTOV 0G0 KOl T®V EPYOAEIOV AVATTUENG EQPOPULOYDV Yio KIVITA, TO Toyvidlo 6To Kvntd £youvv
eEehMyBel ka1 cvpumepiapfdvovy oyedov OAa Ta £i0M TOUYVIOLDY TOV VITAPYOVY GTOVG VTOAOYICTEG KoL
TIg Kovooreg. 'Evag and toug Adyoug mov €yovv yivel OG0 ddonue gival kol To OTL €vo PeYEAO
TOGOGTO AVTMV vt dwpedy divovTag TV EMAOYH GTOV OTOLOVONTOTE VO UTOPEL VoL To TaiEet.

‘Evog amd avtodg givar to twitch, pio mlot@dpuo Tov EXITPEREL GE OTOOVONTOTE VO KAvEL {ovTavn
HETAd00M Kal Sivel GTOVLE ¥PNOTEG TOL TNV EMIAOYY VO TOPUKOAOVONGOLY 0mO10VONTOTE ETOVLOVV.
Av16 og cvvdvacuod pe v kukhoeopio Tov DOTA 2(Defence Of The Ancients) kot tov League of
Legends, moyvidioa tomov M.O.B.A. (Multiplayer Online Battle Arena), é0ece ta Ogpéhia yio v
gdpaimon g oknvng TV e-sport. Ta e-sports OTme eaiveTol Kot amd T0 OVOLO TOV VOl NAEKTPOVIKY
abAnuato oto omoio €ite pepovopéva artopo oAAd Kot opddeg moilovv avIOy®VIOTIKG G©F
mpotodiipota pe to Emadro va givar cuvimg Eva ypnuatikd Toco.

2.3  Tomow maryyviormv

Ot 1ol TV OISOV TTOV VAGPYOLVY €ival TOAVAPIOUOL, OAAG Ol UEYOAVTEPEG KATNYOPlEG TTOL
umopovv vo, dtakpiBovv givar ot e€ng [3]:
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2.3.1 MHoyyviowe Apaong

Ta moyvido dpdong £xovv To YOPUKTNPICTIKO OTL O YOPUKTNPAG £XEL KATOLEC PLGIKEC TPOKANGELS KOl
divel £UQaon GTOV GUVTOVIGUO XEPLOV-LATION KABMG Kot 6Tov Ypovo avtiopaons. Eivol apketd eukoid
v vo EEKIVIGEL KATO10G Vo, Tailel apécmg Kot yio ovtd ovvnbog givar kat ta o didonua. Opiopéveg
UEYAAEC VTTOKOTYOPiEG Etva:

o INhot@éppog

Ta wayvidlo mAatedpuag maipvovy To GVOLO TOVE Ao TV SIUUOPPOCN TS TOTOC 1) 0Tl GVVHB®G
eptAapPavel TAATPOPUES OTIG OToleg 0 YopakTipag TPEXEL nddel n néptel. Kanown omd ta mo
dudonpa moyvidlo TAaTeoppog eivar 1 oelpd Toyvidimy Mario

e Shooter

Ta Shooter moyvidlo eTTPEMOVY GTOV YOPAKTNPA VO ¥PNOLULOTOIEL OTAO Y10 VO OVTIUETMTIOEL
avTudAoug 1 aAlovg maikteg. Xwpilovtar oe Shooter TpOTOL TPOGMTOL, TPITOV TPOGHOTOV KOL ATO
TV TPOG TAL KATM OVAAOYO [LE TO 7O OTTIKY TOV YOPOKTAPO £XEL O TAUKTNG. Aldonuo mToyvidw
nepthappavovv Call of Duty, Fortnite

e Fighting

Ta Fighting moyvidio divouv Epeacn oty Hiyn Kot 6TIG TEPIGCOTEPEG POPES TNV GOTAT LLiyN UETAED
2 yopoktnpov. Q¢ eni 10 TAeloTOV TEPIAAUPAVOVY UKL YKAUO OTO GUYKEKPIUEVOLS YUPUKTIPEG LE
GUYKEKPIUEVEC KIVACELS 0 KaBEvaG OOV £pyovTal avIIHETOTOL 0 §vag e Tov dAlov. Ta mo yvootd
otV Katnyopia avt eivon Street Fighter, Mortal Kombat, Tekken.

o Empimong

Ta mouyvido emiPimong cuvnbmg £xovv Evav GYETIKA 0voLyTO KOGHO GTOV OTOI0 O TOIKTNG TPETEL VAL
avtégel 660 mePLGGHTEPO YiveTOl amd EEMTEPIKOVE TOPAYOVTEC N OVTITAAOVG SIVOVTOC TOV dlapopd
OVTIKEILEVA, PLEGO GTOV YAPTN OV UTOPOoVV vo Tov Ponbricovy va eTidEel 0TIONTOTE ATOPAITTO Y10
v emBiowon Tov.

e Beat-em Up

Ta Beat-em up moryvidwa potdlovv pe ta Fighting aAAd 1 dtopopd toug givarl 6Tl 0 Taiktng £xel TOV
EAEYYO €VOC YOPOKTNPO KOl TOAEVEL OPOEC OMO AVTITAAOVG aVTL YO VOV GUYKEKPULEVO TNV QOpd.
Avdonpa moyvidwe meptiappavovy God of War, Bayonetta, Double Dragon.

e Rhythm

Ta wayvidio puOpov Eepedyovy amd TV KAUGIKN €vvola Tng 0pacng Kot divouv TePIocOTEPO EUPACT
OTO OVTOVOKANGTIKA TOL okt PBAlOVTOC TOV VO TTOTHOEL CUYKEKPIUEVO, KOVUTLE GE GUYKEKPILEVN
YPOVIKY| oTiyun axolovBmvtag tov puBud evog tpayovdo. Iapadelypata meptiappdvovy Guitar
Hero, Dance Dane Revolution, Osu.

2.3.2 TMoyviow Apaonc-Ileputéterog

Ta moyvidwe Apdaong-Tlepiéteiog cuvnbmg cuvdvalovy GueTATIKA GToKElD KAl ad TOVg dvo TOHTOVG,
MO OCLYKEKPLUEVA €YOLV O HEYOAN OTOGTOAN 7oL TPEMEL va. oAokAnpwbel. Aivovv cvvnbwg
TEPLGGOTEPT ERQOOT OTNV €EEPEDVIOT TOV YAPTN, XPNOLOTOIDVTOG Y0 TAPASELYUO, OVTIKEILEVO TOVL
Bpiokovtonr otov yaptn mov eival omopaitnta Yo TV TPdodo, OnmMG KAEWW OmAa KAT. Ot
VIOKATIYOPieS TOV givan o1 e&NG:
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e Metroidvania

Ta Metroidvania moyvidwo €govv o¢ mnyn Eunvevong to moryvidte Metroid kai Castlevania. Avtdg o
TOTOG oY VIOL00 HoldLEL LE TO TOLY VIO TAATQOPHOG KOl TO, YEVIKOTEPA TOLYVIOW OPACTG TEPITETELNG
HE T1G S10pOpEG va. lvar OTL v cuvBmG glvar apkeTd Ypappkd To emineda tovg, ota Metroidvania
glvol amapaitnn mOAAEG POPEG M LITAVAXDPTCT O TPONYOUUEV onUeia apod Exouv oAokANpwOEel
Kémolec mpodmobécelg v v mPpdodo oTo moVIdL Ty KAMOlo KAEWL M KATOW0 OmopaitnTo
avtikeipevo. Eniong dtapopomolovvtol omd To vToAoto Kabdg divouy TEPIGGOTEPN EUPACT] KOl GTNV
uéyn. Mapadeiypozo dAhov Metroidvania moyvidiov tepihapfavovy ta, Hollow Knight, Ori and the
Blind Forest, Dead Cells.

o Empiowong Tpopov.

Ta moyvidw empPioong tpopov £rovv cuvibmg cvvBeon mov eivar O KATUAANAN YLO. EVAAIKOLG
delyvovtag 6Tov maikTn TOAAEG popEG oknVEG Plag Kot TPOLOL Kol £xovy G okomd TNV emPiwon Tov
YOPOKTAPO HE TEPLOPIOUEVOVE TOpoVG Tov Ppiokovv otov ybptrn. Ilapadsiypoto moyvididv
nepropfdavouv ta Resident Evil, Silent Hill, Outlast, Amnesia

2.3.3 TMoyyviow Ieprréterog

Ta moyvidia wepimételog opiloviar wg maryvidla o omoia dgv EYovv oTolXEin dpACNG LESH TOLG KOl
oKomdg glvar 1 aAANAemidpacT pe TO TEPPAAAOV KOl TOVG YOPOKTAPES N M EMIAVCT] OPICUEVOVY TOLA
vy TV Tpoodo ¢ totopiag. Eivar tomoc mouyvidoiod mov dev €xel eEedybel moAd oamd 1OTE TOL
dMovpyndnke mov 1o KAveL Kol AyOTEPO dLAGN O Gav €IS0C.

Opiopéveg vokatnyopieg givar o1 €€ng:
o Ilepumétereg keypuévoo

O mepunételeg kelévov 6mmg deiyvel Ko o dvopo toug Pacilovral amid oy avayvmor KEWEVOD
KOl TNV ¥PNON TANKTPOAOYIOL Yo TV €yypaen eVIOA®V OTm¢ Yo mapddetypo “TIqyowve Bopewa”,
“Avoige v mopta”. MeydAog YpOVOG GTIV TOPUYDYTN TOVUG OPIEPOVETAL OTIS JIAPOPEG OMAVTNOELS
7ov pmopel va dwael o maiktng. [apadeiypoto maryvidiwv etvan Zork, The Dreamhold.

o I'poagikég IlepunéTereg

Me v e£€MEN T®V VTTOAOYIGTAOV Ol TEPIMETELES KEWWEVOL eEehlyBnKay Kol €101 YayoV EIKOVEG KUPIMG
HE TIG Omoieg 0 ¥pNoTNG OAANAOEmdPA pe TNV Ypnorn tov moviikiov. [lapadsiypato moaryvidiov
nepthopPdavovy ta Broken Sword, Agatha Christie: And then there were none.

o Tprwodwdotara Ilpaypatikov Xpdovov

H tehevtaio eEEMEN oto €idoc avTd EgPevyel amd TNV (PN o1 TPOKABOPIGUEVDV EIKOVOV MG YPOOIKA
KOl €YEL TOV YOPAKTAPO VO EEEPELVA Evav aVOLYTO YAPTN KOl GTOlXElD LECH GE VTOV Yo TNV TPOOSO
g wotopiag. Katd kdpov ot emthoyéc mov maipvel o maiktng oto moyvidl ennpedlovv dpacTiKd TV
e€EMEN ko v €kPaocm ¢ otopioc. Mepkd mapadeiypota titAwv eivor Detroit Become Human,
Heavy Rain,

2.3.4 MHoyviowe Porov

Ta moyvide PéAwv (RPG) eivar éva amd ta peyoddtepa Kot o dtdaonpo €i0n moryvidiov. Zovinbng
Stodpapatilovtol 68 LECAIOVIKT ETOYN KOl £(0VV £VIOVO TO GTOLKEIO TNG POVTIOCIOG. XKOTOG TOLG
glvar ovvBwg M exkmovnon og 1otopiog Kabdg Kot GAADV TOPATAEVP®V OTOGTOA®Y 7oL Bonbovv
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oTNV aVATTLEN TOV YOPOKTNPM, TOV IKAVOTHTMOV 1) KO KOl TNG 10TOPIaG TOV Tayvidlon. Zuvinbwng o
cvotnua péymg eivorl taktikd kot yivetol pe evolAayn oelpdg moiktn kot oviuwdAov. Xe TOAAL
oy viole poOA®v emiong, dolvetal 1 SLVOTOTNTA Vo £XEL O TOUKTNG EMOPAON GTNV 10TOPiL UE TIG
EMAOYEG TOV, YEYOVOG TTOL KAVEL TNV gUmEIpia mo KabnAotikr. ['vootég vrokatnyopieg Tov gidovg
glvo ot €€NG:

e RPG Apdong

Ta RPG dpdong €xovv To apaKTnpIioTikd 0Tl TO GOGTNHO LAYNS OAAGLEL 0O TOKTIKY| GE TP LOTIKOD
xPOVOVL, omOTE SivEL TEPIGTOTEPT EUPOCT] OTNV IKAVOTNTO KOL TO OVTOVAKANGTIKG TOV 1510V TOV oK
AP0 T GTOTIOTIKE TOV EKAGTOTE YOPAKTIPA.

e MMORPG

Ta MMORPG (Massively Multiplayer Online Role Playing Games) eivor motyvidia moAAOTAGDY
TOKTOV UE TNV ¥PNoN ToL vTepVET. O Kabe TaikTNg £XEL TOV S1KO TOL YOPOKTAPO LE OPKETEG TLUVIO®G
EMAOYEG amd €EMTEPIKN EUPAVION KOl KOVOTNTEG, Olvovtag Hio Hovadlkoétnto otov kdbe moiktn
Eexopotd. Eivor n e&éMén tov Multi User Dungeon mayvididv mov elyav KLUKAOQOPNGEL TNV
dekaetio Tov 1970. O maiktng pumopel vo 0AOKAPMGEL TO TEPIEYOUEVO TOL TTALYVIOOD HOVOG, LE TOPEQ
N HE 0yvVAOOTOLS Kal £xel 0 kaBévag tnv Skl Tov EeYmPlotn TPOOJO GTNV IGTOPIN TOL TTOLYVISLOD.

o Roguelikes

Ta Roguelikes eivan éva €idog Tov omoiov o tithog gival eumvevouévog and 1o matyviolr Rogue. Kopio
YOPOKTINPIOTIKO TOVG €ivol 1 EXAVAANYT €vOG EMmESOV 7OV €lvar Tvyaio kdbe Qopd pe oKOmO TNV
avafAadon TV GTOTISTIKOV TOV YOPUKTPO TPOYWOPMOVING GTASOKE TEPICGHTEPO UEXPL TNV VIKN
gvavtiov Tov Tedgvtaiov avtimaiov.

e Sandbox RPG

Ta Sandbox RPG givan moryvidio ta. omoio £4ovv avorytd KOGHO KOl PVOLV TOV TOIKT VoL EMAEEEL TL
0o kavetl. ‘Exyovv mpopavmg po kOplo amootodn aAld dev givar deopevpévol oe avtrv. H ghevbepia
ovti PBydler to otoryeio T™C YPOUUKOTNTOG TOV £XOVV T TEPICCOTEPU TOLYVIOL KOL OPTVEL TOV
moiktn va egpeuviioel e ToV TPOTO ToL BEAEL OVTOC KAl TOLG ONHIOVPYOVS TOL TALYVIOOD VO
QTIdyvoLY TToryvidla pe peydAo eninedo (wviaviag. Tapadsiypata teproapfdavovov The Elder Scrolls:
Skyrim, Grand Theft Auto, Borderlands.

2.3.5 MHayviowe [pocopoicvong

Ta moyvidl Tpocopoimong &xovv €vav KOO TAPAyovIa, TNV TPOGOUOIMCN TNG TPAYHATIKAG N
10eotg Cong. Ta €idn Tayvididv TPocooimong Tov VITdpyoLvY givol Ta EENG:

o Ilpocopoioon Zmig

Ta moyvidio TG KaTyopiag oUTNG EMLTPETOVY TOV YEPICUO TV ETAOYDV, YOPOKTNPIOTIKOV UEYPL
Kol OVTIOPACE®MY TOV YOpuKTApa. Atvouv éupacr oty dayeipion TOpov, GYEcemv, YPNUATOV Kot
glvolr por yevikotepn mpocsopoioon g mpayuatikng {one. To mo ddonuo Kot yopoKTnploTiKo
oy vior oty kornyopia avtn gival to The Sims

e Ilpocopoiven Oynpatov.

Ot TPOGOUOIOTEG OYNUAT®V TTEPIAaUPAvVOVY Ola To oy Vidlo TO OTToia, £X0VV MG GKOTO TOV YEPIGUO

€VOG OYNLOTOG POCIGUEVOL GTNV TPAYLOTIKOTNTO OTW¢ Yo Tapddetypo apasiov 1 agpomidvov. O

YEPLOUOG TOoVuG Eepedyel oLVNOWC amd Tov amAd €AeYY0 LE TO TANKTPOADYLO Kol divel TeplocOTEPN
9
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£UQOON OTNV TOAVTAOKOTNTO TOV KABE oynpatoc Eeywprotd. Mmopel va €xel péoa Kot cOGTNUA LayNG
oTNV TEPITTO®ON MOV €ivol TPOGOUOWMTNG TOAEMK®MV agpookKapdv. Tlapadetypota mepthappdvovv
Microsoft Flight Simulator, Gran Turismo.

2.3.6 TMoyviow Xtpatnykig

Ta oy vidia 6TpaTNYIKNG YPEILOVTOL TEPIGGOTEPN OKEWYT] Y10, TO TG B PEPOVV TOV TTOUKTN GTNV VIKN
Kol OA0 TO TTaLyviol EaPTATOL ad TNV GMOOTN ¥PNOoT Kot dtaryeipton twv mopwv Tov maiktr (Movdadec,
TPADTEG VAEG KAT.). XTIC apy€c TounloOToV LE YPpNoT CEPAS TOUKTY AvTUTOAOL 0AAG T TEAevTain Ypdvia
HETA amd AMOLTH|GELS TOV TOKTMV £XOVV GTPOUPEL GE GTPATNYIKY TTparyaTikoD ypdvov. Mepikd and ta
€101 ALY VIOV GTPATIYIKNG Elvan To EENG:

o Yrpatnywknig paypoatikov Xpdévov

210 oy vidl TPAYLOTIKOD ¥POVOL OKOTOG givol va GLAAEEOLY KOl va, S10TNPHOOVY TOPOLS OTMG
Baoeig eved Tavtopove TPo®OOLV Kol AVOTTOGGOVY TOGO TOVG TOPOLSG CVTOVE OGO KOl TMV UOVAS®V
péymg Tovg. Atdonpa moapadeiypata teptiapfdavoov: Age of Empires, Command and Conquer.

e 4X

X LTV TNV VTOKOTNYOPio, KOTATACOOVTOL TO TOLXVidl TV omoimv ol oTdyol givar ot e&ng 4:
E&epedvnon, Eméxtaon, Expetdilevon, EEoAdOpevon. IHayyvidia oavthg g katnyopiog cuvinbog
OQNVOUV TOV TAIKTI] GE L0 EXOYN OTNV OTOia £XOVV TEPLOPIGUEVOLS TOPOLS KOl CTPUTEVLLOTO KOl
OKOTOG TOVG lvar 1 e€epehivnon Tov VITOAOLTOV YAPTN LE GKOTO VO EKUETUAAEVTOVY TOVG TOPOLS TOV
Bpiokovtor ce avtdov KaBDC kol Tov TPoPiPacud o emOUEVY €MOYN ME OLVEXDG EEEAICGOUEVT|
TEYVOLOYIO KOl GTPATEDUATOL.

e Tower Defense ITovyviowa

Yta Tower Defense matyvidio, ot moikteg TPEMEL VO OMOKPOVLGOVY OPOEC GO OVTIMAAOVLE OV
mnocdlovv amd TPOoKaOOPIGUEVE HOVOTTATIO Y10, VO KOTAGTPEWYOLY TNV PAct, TAoicidvovtag HEsa
GTOV XAPTN YOPOKTAPEG N KTIGLOTO TOV XTUTAVE TOVG OVTITAAOVG OTAV TEPAGOLY amd TNV EUPELEL
tovc. Ot avtimalol £pyovtal og KOUATO KOl 6TO TEAOC KAOE KOIATOG O TTOUKTNG ovTapeifeTon pe ypucd
TOV 0T0{0 UTOPEL VA YPNGILOTOMGEL Yol Vo avaPadiuctel 1 va mpocicel TepIocdTEPOVS YUPUKTIPES
vy v gpxouevn emibeomn. Atdonpo moyvidie meptiappdvouvv: Orcs must Die, Plants vs Zombies,
Dungeon Defenders.

e MOBA

Ta MOBA (Multiplayer Online Battle Arena) motyvidwo, cvvdvalovv matyviola dpdong, poOAmv Kot
otpatnyikng poli. O maikng eréyyetl Evov yapoktipa o€ Evav xapt pali e aAiovg 9 maikteg uécm
StodkTuov. XmplopEvol o€ 2 OHAdEC €YOVV MG OKOTO TNV KOTAoTPO®N Tng avtimaing Pdong. O
ikt ovoPaduilel Tig IKovOTNTEG KOl TO OVTIKEIUEVO TTOL £XEL O YOPOKTAPOG TOV UE YPLCO TOV
OTOKTA amd TNV €£OVIMOTN TOV aVTIMUA®V TUIKTOV KaOdg Kol TepdTmv mov Ppickoviol pHEs GTov
YAPTN EAEYYOUEVA OO TOV VITOAOYIOTY.

2.3.7 Toayviow AOAnpdaTmv

Ta moyvidte AOANUATOV Elval TPOGOUOIMTES TPAYLOTIKGOV 0OANUATOV OT®MG UTACKET, TOSOGPAIPOV,
YioAQ Kot UTEUTOA N Ko afANUATOV QTIHYHEVAOVY Yo TO oy vidl cuykekpuéva. O maiktng pmopet
v givol avTETONOC e GAAOVG TOUKTEG N UE OVTITOAO TOV VTOAOYIOTH| G€ O1popovg Pabpovc
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dvokoriag. Ta moyvidia avtd propei va givol akpiPn pipno”n Tov TpayUaTtiKdV OLOAOY®V TOVG 1 Vo
SPOPOTOoVY  TPOGHETOVTOG 1| APALPDOVTG XOPAKTNPIOTIKE Kol KOvOVeES omd 1o Toyvidl. Atdonpa
napoadeiypata teptropfavoovv: FIFA, NBA, Madden NFL, WWE.
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Kepaiaro 3o: Epyoieio mov XpnopomomOnkayv

3.1 Unity

To Unity (Zyfue 5) avamtoybnke omd tnv Unity Technologies koi mTpOKELTOL Yo, UIoL HN)OVH
dnuovpylog moyvidldV Yo SAPOPETIKEG TAATQOPUEG. H mpdtn avakoivwon kol kvukAoeopio Tng
&ywve tov lobvio Tov 2005 oto Worldwide Developers Conference tg Apple Inc. wg amoxielotikn
unyovn oyviotwv Mac OS X. Ano 1o 2018, €xet emextabel yio va vrootnpi&el mepiocotepeg omd 25
TAOTQOpUES Kot Exel vioBetnBel amd Propnyaviec ektdc Prvteomaryvidimy, OTWS QIAL, CLTOKIVITA,
OPYLTEKTOVIKT, UNYXAVIKT] KOl KOTOAGKEVEC.

Kot ™ ddpkela tov mpdtov 06K ETMV TNG KUKAOPOPING TOV TPOTOVTOC, Ol TANPWOUEVES EKOOCELS
tov Unity moAnOnkav evieAdg ko o 2016, 1 etoipeion GALAEE TNV TOAITIKY TG LETATPETOVTNG TO GE
povtého cuvopopunc.[1] H Unity éxer dwpedv kot ent mAnpopnq emioyég adeodotnong. H dwpedv
aodeto. TpoopileTal yio TpocOTIKY ypon N Mikpotepeg etarpeieg pe Myodtepa omd 100.000$ etnoimg
KoL ot ouvopouES Paciloviol og £6000 TOV dNUOVPYOVVTOL OO TO TOLYVIOLD TTOL YPTCUOTOOVV TO
Unity.

& unity

Sy 5: To Aoydromo tov Unity

<https://commons.wikimedia.org/wiki/File:Unity Technologies logo.svg >

To Unity divel 6Tovg YpfoTeg T SuvoTOTNTA Yo OMjovpyia 3D, 2D, eucovikig TpoyoTIKOTITAG Kot
TOLYVIOIOV EXOVENUEVTG TPOYUATIKOTNTOG, KOOMG Kol TPOGOUOIDGE®V Kol GAA®V gutelplmv. Emiong,
mpoceépel éva mpmtapytkd API déounc evepyeiwv oe C#, 1600 yia tov enelepyactny Unity pe
uopef Tpoobnkmv, 6co Kol ywo ta idwo ta mworyvidlo, kabdg kot T Asrtovpyia drag and drop.
[Mapaiinia, vrootnpilet scripts kot 0TI YAOOGEG Tpoypappaticpov C++ kot Java, evad mopéyel 6To
¥PNOTN EVO GNUAVTIKO apBpd ETolumy materials Tov wpocdiopilovy mhg Ba paivetal éva 3D poviého
otV 006vn, KafoTOVTOS T0 AOYIGHIKO TPAKTIKA 7o €0ypnoto. TEAOC, o evdlapepouevos €xel
dvvatdtro vo mpooBiécer Swkovg tov shaders oe Cg wor GLSL vy minpn éAieyyo tov
LETOGYNUOTIGLLOV KO TNG TOPOVGINOTG 1) ATEIKOVIONG avTioToya. [2]

O ene€epyonotc Unity vroompiletor o Windows, macOS kot oty mAatedpuo Linux, eved 1 id1a m
pnyovn vrootnpilel TNV KOTOOKELT] TOLYVIOIDV Y10, TEPIGGOTEPES Omd 25 SlOPOPETIKEG TAUTPOPLEG,
O POPNTEG GUOKEVEG, EMTPUTECIOVG VTOAOYIOTEG, KOVOOAEG KO EIKOVIKT] TPAYLOTIKOTNTO. XTOV
Kotahoyo ue Tig mepthapPdavovror ot iOS, Android, Tizen, Windows, Universal Windows Platform,
Mac, Linux, WebGL, PlayStation 4, PlayStation Vita, Xbox One, 3DS, Oculus Rift, Google
Cardboard, Steam VR, PlayStation VR, Gear VR, Windows Mixed Reality , Daydream, Android TV,

12


https://commons.wikimedia.org/wiki/File:Unity_Technologies_logo.svg

Awdikacio Avartuéng

Samsung Smart TV, tvOS, Nintendo Switch, Fire OS, Facebook Gameroom, Apple ARKit, ARCore
¢ Google, Vuforia, ka1 Magic Leap.

3.1.1 IMieovektipato tov Unity

To Unity amotelel pion pmyovn dnpovpyiog mouyvidldv pe TOAAL TAEOVEKTNUOTO KU aLTOC €ival O
KOPL0G AOYOG TTOV KATEYEL £VOL LEYOAO LEPIOIO GTNV OYOPH TV UNYXOVAV OVATTUENG TOLVIOUDV.

GLOBAL GAME ENGINE MARKET SHARE

Unity Closest competitor Others

2y 6: To Unity otnv moykdouia ayopa unyavav moayvidimy (2019) [4]
Moapaxdto mapatifevior ot facikoi Aoyot ETAOYNG TG CLYKEKPUEVIG TAaTEOpaS [4]:

o To mepPdAhov Tov givarl dyPNOTO TPOC TO ¥PNOTN Kol EENPETIKA OMOTEAECUATIKO KOTA TNV
anodoon 2D ko 3D oxknvov. H modtrta mov wpoceépetar givol emiong moAd KaAr o€
oUYKPLON UE OAAES EQUPLOYEGS.

e To Unity eivon e€oupetikd vyia cross-platform moyvidia. H avémtoén moyvidiov ya
SOPOPETIKEG TAATPOPUEG €ivol TOAD dNUOPIANG TAEOV, ®GTOGO T OMpovpyio Tovg givol
TPOYUATIKA  ypovoPopa Kot amoitel mOAAEC mpoomdfelec Yy TV avamtuén  eyyEVaV
gpapuoy®mv. Mnyavég dnwg to Unity €yovv kdvel T dodikacio apKeETA OTAY Kot E0YPNOTY GE
GUYKPLOT LUE TPONYOVUEVEG ETOYEG.

e H teyvikn vmootpién o o Unity elvar amotedespotikn. To péAn g texvikng vrootnpi&ng
glvor oAy e€edikevpéva KoL ot ypnoteg Umopolv va amevBovovtal ekel oe mepimTon
TEYVIKOV (TNnpdtov.

e To Asset-Store Tov TOPEXETAL TPOCPEPEL SMPEAY OPICUEVE YPaPLKE povTéLa-Scipting code.

o T[lapd to yeyovog 0Tl gV €lval ovoLyTOD KMOTKO, TO KOGTOG Eival TOAD HKPOTEPO GE GUYKPLION
LE TOVG avTay@VIoTEG Tov. H amodotikdtnto k66Toug £ivan £va amd To KOPLo, TAEOVEKTILLOTO
™G xpnong Tov Unity.

3.1.2 To negpipairrov Tov Unity

Onoc éxet avagepbet 101, o Unity Tpooc@épel 610 ¥poTn ApPKETES SVVOTOTNTEG MOTE VO KOTAGTEL
guKoAOTEPT M Onuovpyio ToL ToYVIdD. ZTIG MOPOKATO €VOTNTEG Tapovoldlovtal to Pocikd
gpyareio mov cuvavtape oto mepPditov tov Unity(Zynuo 7).
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Bty L s B ot i ity Pt T B Ut B b Stantdin <1 - I 4

2ynuo. 1: Iepifdailov rov Unity
Scene View

To Scene View (Zynuo 8) givar 1 3o dpactikny TPoBoAr] TOv ¥pNoTn 6ToV KOGUO TOV dMUOVPYEL.
Mmropel va yp1olLoTotEiTal Yio Vo ETIAEYODV Kot va tomofetnfovv Tomia, YapouKTiPES, KAUEPES, PMTO
Kot 6A0L ot dAlol Tomor GameObjects. H gmloyn, o yepiopdg kot 1 tporomoinot tov GameObjects
oto Scene View givar pepikég and tig mpmteg de€10tnteg mov mpémel vo uabel omotog embopel va
epyaotei oto Unity.

2ynuo 8: Scene View

Game View

H emoyn Game View (Zynpa 9) mpofdidlel v ewodva tov moiyvidov amd v Kapepa (sg) oty
EPAPLOYN. AVIITPOCHOTEVEL TV TEMKT, &V SUVALEL, dnuoctedolun ékdoon g epaproyne. Ia va
glvarl duvoTog 0 €leyyoc TV 00wV PAETEL 0 moiktng Otav ypnopomolel 6ca £yovv dnuiovpynOel
TPEMEL VAL YPNCLOTOI0VVTAL Pia 1) TEPIOCOTEPES KAEPEC.

14
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@ Scene  om Game

Maximize On Flay | Mule Autio | Stats | Gizmos | =

2ynua 9 Game View

Xpnowonowwvtog to. kKovumd ot [poppun epyoieiov eivor dvvatdc o €heyyog g Aettovpyliog
«Emeepyacio avamapaywyney doTe 0 YpNOTNG VO UTopel va Ol T mailel n epaployn mov xel
avamtOEEL. XT1 AEITOVPYin 0VTH, Ol OTOLEG AAAAYES EIVOIL TPOCMPIVEG KO ETAVOQEPOVTUL LE TNV ££000
a6 avt. To Ul Tov mpoypdppatog eneéepyaciog okovpaivel g vrevOvo.

Hierarchy window

To Hierarchy window mepiéyet o Alota pe kdBe GameObject oty tpéyovoa oxknvi. Opiopéveg amod
avTtég etvan duecec mapovaieg apyeimv Asset (0nmg povtéda 3D) kot dhdeg etvan mepintdoelg Prefabs,
ta omoia eivon Tpocsappoouéve GameObjects Tov AmoTELODYV TO LEYOAVTEPO PEPOG TOV ALY VIS0V, Me
v wpoctnkn 1 katdpynon GameObjects, avtd eupaviCovror kot eéapaviovtar emiong and T0
Hierarchy window.

Am6 mpoemiloyn, to Hierarchy window mopabétel ta GameObjects katd celpd dnovpyiog, e TO IO
wpoceoto  Onuovpynuéva  GameObjects oto katw pépog. Ta GameObjects upmopodv va
avodlatayBodv cOpovtde ta TPog To WAV M MPOG To KAT® 1M kdvovtdg to "mawdl" 1 "yovéa"
GameObijects.

= Higrarchy =
Create = | (TmA )
¥ £ Untitled® =
Main Camera
Directianal Light
[ TObjecr 1 N ]
Dbject 2 L

DDEIE

2ynua 10: poxabopiouévo HopaOovpo lepopyiog

Y10 Xynuo 11, to Child kon Child 2 givar moudid oo GameObjects Parent. To Child 3 eivot éva mondi
GameObiject tov Child 2 ka1 £vag andyovog tov GameObject Parent.
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Inspector window

=Hierarchy [ A

4+ [a Al

0 Main Camera
) Directional Light
¥ [0 Parent
7 Child
w ) Child 2
7 Child 3

2ynuo 11:Avaropdotacn Parenting

Kepdiaro 4

Ta project oto mpdypoppa enefepyaciog tov Unity amotelodvion and moArd GameObjects mov

TEPEYOVLV GEVAPL, Myovg kal Ao ypagikd otoyeio. To Inspector window (pepikéc @opég

avapépetor ¢ "The Inspector") gpeavilel Aemtopepeig TANPOPOpPieg OYETIKA UE TO TPEYOV EMAEYUEVO

GameODbject, copumepAdpuPovopévev OADY TOV GUVNUUEVOV GTOEIOV KOl TOV 1010TNTOV TOVG, KOl

EMTPEMEL TNV TPOTOTOINGN TG Aettovpyikotntag tov GameObjects 6T oKV C6OG.

1w o @ (Gupws -

ﬁ «| Character
" Tag Untagged ~ | Layer Player ~

Prefab| Open Select Ovarrides =

Static =

Position

Rotation
Scale

v M Transform
X773 Y 0737|Z-7.53

e

Y -39.11 2 0
¥ 1 &l

|» £ capsule (Mesh Filter)

script
Main Camera

Flayer Speed

Jump Speed

o
» B ~ MeshRenderer [ BraH
|v ¢ - Controller (Seript) (']

| mWeaponCamera (Cz @
| ACharacterRoot (Trar &

Weapoh Camera

Camera Position

Weapon Position
I Starting Weapons
» Starting Ammo

Mouse Sensitivity
{5
Running Speed

Confroller o
m Main Camera (Camk @

A WeaponPlace {Tran @

2.4

10
5

2ynuo. 12 Inspector window
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9 Inspector - i
&= | Main Camera ic-
." Static
Tag MainCamera ~  Layer Player -
v N Transform o 3+
Position X0 ¥ |0 Z|0
Rotation X0 Y0
Scale x1 Y1 1
v mt | Camera o
Clear Flags Skybox -
Background Pl
Culling Mask Mixed... -
Projection Perspective -
FOV Axis Vertical -
Field of View L 60
Physical Camera
Clipping Planes MNear 0.3
Far 1000
Viewport Rect X0 ¥ 0
w1 H 1
Depth -1
Rendering Path Deferred -
Target Texture Mone (Render Texture)
Occlusion Culling e
HDR Use Graphics Settings -
MSAA Use Graphics Settings -

Allow Dynamic Resolution

1 Deferred and MultisampleAntiAliasing is not supported. This camera will render without
- MSAA buffers. Disable Deferred if you want to use MSAA.

Target Display Display 1
¥ 4 command buffers
BeforeLighting: Deferred Ambient Occlusion (0 B)
BeforelmageEffectsOpague: Opaque Only Post-processing (0 B)
BeforelmageEffects: Post-processing (0 B)
BeforeReflections: Deferred Ambient Occlusion (0 B) =
Remove all

~ Audio Listener o

2ynua 13: Inspector window yio. éva, GameObject

Animator view

Ot Animation Aettovpyieg g Unity mepthappdvouv emavorlapBovopevo KIVOOUEVO GYEOLD, TANPN
éleyyo tov animation weights Kotd to ¥povo ektéreonc, kKANon cuUPaviev and TNV avamapoyyn
animation, eEelMypéveg tepapyiec kai petafdaceic State Machine kot ToAAG GAAaL.

Animations

To animation cvotpa g Unity Baciletar omv évvola twv Animation Clips, ta omoia mepiéyovv
TANPOQOPIeC OYETIKE pPe TO DG oplopéva avtikeipeva mpénet vo oAhdEovv 1t Béom tovg, v
TEPIGTPOPT] TOVG 1 GALES 1O10TNTEG PE TNV TAPOdO TOL Ypovov. Kabe clip pumopet va Bewpnbel og pia
YPOUMIKY EYYPOPT KOl OPYOVAOVOVTOL GE £€VO SOUNUEVO cOGTNHO pong Tov ovopdaletor Animator
Controller. O Animator Controller evepyel wg "State Machine" mov mapaxorlovBel moto clip mpénet va
mailel LTV TN oTIYUN Kol TOTE 01 KIVOVLEVEG E1KOVEG TTpEmel v aAAdlovv 1| va cuvovdlovton petasn
Tovg. [5]
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] 0 lnspecor ]
Crouthing - Airbarne
1 AnimanorTrams tionBase

& Avsets » Standird Aviets - Chisacters - Th

vr
[ %
ThirdPeran.

Zynuo 14: Animator window

"Evag modd amhdg eheyktng Animator pmopei vo mepiéyetl povo €va 1 600 clips, yia mopdderypa yio Tov
EAEYYO NG MEPIGTPOPNG KOL TNG OVATAONGNG TOV powerup, 1 yio TV Kiviorn €vog ovoiylaTtog Kot
KAeloipatog pog moptag T omoty otiyun. ‘Evog mo mponyuévog eheyktig Animator pmopei vo
TEPIEYEL OEKAOEG KIVOUUEVEG EIKOVEG aVOPOTOEIOMV Y10 OAES TIG EVEPYELES TOL KVUPLOL YOPOKTNPO KOl
umopel va, cuvovdaletot petald molhamlmy clips TanTdypova Yo vo TapEYEL Lo PEVLOTN Kivion Ko
1] GLGKELT] AVOTAPAYMYNG Kveltar YOP® Ao T GKNvY.

To ovomnua Animation g Unity S100étel emiong moAAEC €101KEG SUVATOTNTES YO TO YEPIGUO
avOPOTOEIODV YOPOUKTHPOV TOV EMTPETOVY TOV ENXOVATPOGOIOPIGUO TNG 0VOP®TOEIBO0VG KIVOVUEVTG
€IKovVoG amd omowdnmote YN (Yoo mapdderypa: Kiviion Aqyme, to Asset Store 1 Kamowd GAAN
Biprobnkn kivodpevov oyxedimv Tpitdv) G6TO HOVIEAO YXOPOKTHP®V TOL ¥PNOTH, KoOMDG Kol TNV
TPOCAPLOYN TOV OPICUDV TOV HVAV. AVTEC 01 EI0KEG AELTOVPYIEG EVEPYOTOLOVVTAL OO TO GUOTNO
Avatar tng Unity, 6mov ot avOpmmogldeic yopakTnpec avTIoTO iLOVTIOL GE Lo KOV ECMTEPIKT LOPPN.

 Scene

 wirefiams
@ Project

s1i20] & |sh] & ] Gimes ) GATY

» i Die
¥ h\Jog Backward
(|Referance
Jog Backward
¥ 4riJog Forwards
({Reference
Jog Forwards
¥ i Jog Left and Right

Reference
Jog Left
Jog Right
Animators
A H Player Animator  s—
Y Astrella
¥ Materials - &
:EI:;:‘I:‘ O Inspector || ______,!
\rychar_astrella Y i 2
A char_astrella_skeleton Controller lﬁilx‘_rar Animator —| ]
il char_astrella_body Avatar | & AstrellaAvatar le
] char_astrella_helmet Apply Root Motion  [¥
e Astrellafvater Update Mode

Culling Mode Cull Update Transforms [

Zyiuo 15: Animation System
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Kdabe éva omd ovtd to woppdtio (Animation Clips, Animator Controller a1 Avatar),
ovykevipovovior o éva GameObject pécw tov Animator Component. Avtd To otoryeio €yel
avagopd oe évav Animator Controller ot (€dv omowteitar) To Avatar yio ovtd 10 povtého. O
Animator Controller, pe T ogipd Tov, TePLEYEL TIC avapopis ota Animation Clips mov ypnoIUonotEL.

Sprite Editor 2D

Ta sprites eivar 2D ypagikd avticeipeva. ['a ) dnpiovpyio kou dayeipion tovg  Unity mapéyet Eva
placeholder Sprite Creator, évav evompatouévo Sprite Editor, éva Sprite Renderer kot éva Sprite
Packer. [6]

e Sprite Creator: Emtpénetl ™ dnpovpyia sprite placeholder oty epappoyn.

e Sprite Editor: Emutpénel v e€aywyn sprite graphics and o peyoldtepn £kdve, Kot v
ene&epyacio evog aplBRoy EIKOVOV CLVIGTOCHOV GE Uia texture GTov ENEEEPYAOTI EIKOV@V.

e Sprite Renderer: Ta Sprites amodidovtal ue £va ototyeio Sprite Renderer kot oyt pe to Mesh
Renderer mov ypnoyomoteiton pe avrikeipeva 3D. Me avtd o ypromg pnopet vo epoavicet
€1KOVEG G Sprites yia ypnon o€ oknveg 2D kot 3D.

e Sprite Packer: Xpnowomoteitotl yio ™ PeAtioTomoinon e xpnong Kot g amddoong g
pvnung PBivteo oo project.

Assets

Create > Folder Unity Project - V
Reveal in Finder
Open C# Script

| delete Javascript

Editor Test C# Script
Open Scene Additive Shader i~
Import New Asset... Scene
Import Package > Prefab
Export Package...
-ind References In Scene Audio Mixer

Select Dependencies
L Material

Refresh ¥R Lens Flare
Reimport Render Texture
Lightmap Parameters
Reimport All
. Sprites > Square
Run APl Updater... = Triangle
. Animator Controller Diamond
Open C# Project Animation Hexagon
Animator Override Controller ctrdaeg

Avatar Mask Polygon

Physic Material
Physics2D Material
GUI Skin

Custom Font
Shader Variant Collection

Legacy >

2oyiuo 16: Mevov dnuuovpyio Sprites

IMa ™ dnuovpyia sprites emAéyovue Assets>Create>Sprites kai, 6T cvvéyeln, to sprite placeholder
7ov Béhovpe va Kavoupe (TeTpdywvo, Tpiywvo, dtapdvtl, e&dywvo 1 Toldywvo). (Zynua 16) To véo
sprite placeholder gpeaviletor g Aevkd oynuo 6To PakeL0 oTolyeimV Tov Exovpe avoilel. To dvopa
TOoL VEOL sprite eival amd TPoeMAOY 6TO GVOUN TOV CYNUATOS, OAAG €YOVUE TNV ETAOYN VO TO
UETOVOULAGOVLE OTOV ONULOVPYELTOL Y10 TPDTT POPA.
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Animation Rigging

To Animation Rigging emttpénel 6to ¥prnotn vo SNUOVPYEL KOl VO OPYOVAOVEL SIUPOPETIKE TOKETA
YOPOKTNPLOTIKOV TOL €QoPUOLoVTOL GTO project Tov pe GTdyo T dnpovpyia o1 SPACTIK®V SPrites.

To Rig Builder Aettovpyel mopdAinio pe to Animator Kot dSnuovpyel Eva ypdonua pe duvatodTnta
AVATOPUY®YNG OV EMGVVATTETOL 6TO LVIdpyov Animator State Machine. Xpnoyomoiwvtog to Rig
Layers, to Rig Builder emutpéner ™ ot0ifaén mollamidv Rigs, ta omoia pmopoldv va
evepyomomBovv/amevepyonomboiv ava mhoo otryun. [7]

Add Component

2oyfuo 17: Rig Mevod

Méow tov Bone Renderer emitpémetor 610 YpioTn Vo TPOY®PNCEL GTO GYESIACUO OCTOV Yo
OTITIKOTTOINGT KOl EMAOYN KATA Tr dldpKeELD TOL rigging. Avtd to, 00Tl dev ivar opatd oto Game
view, 1 glLEavioTn Tovg Hmopel va TpocaplooTel Kot 1o PEYefog, To oYL Kol TO YPDOUO TOV 0GTMV
umopobvv va tpomomombovv. Emiong, pmopovv va gupoviotodv Tpinodo TomKOV 0EOVOV Kol TO
LEYeBOG TOVG VO TPOGOPUOLETOL MOTE VO, VTOTOKPIVETOL OTIS TPOTIUNOELS TOV (pnoT®dv. O xpnong
umopel va emAéEet pia omd T1g mpoemheyuéveg eppavicelc: Pyramid, Line or Box.
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L}

2o 18: Bone Renderer

Animation Parameters

Ot Animation Pararemeters givon petofintég mov opioviar e évav Animator Controller, 6Tig omoieg
0 xpNog &xel TpocPaon kol Umopel vo ekympnoel TIEG amd scripts. o mapddetypa, n T pog
TOPALETPOL Lmopel var evruepwBet pe piar animation curve Kol 6T CUVEYELD VO TPOGTEANGTEL ammd Eval
script €161 doTE, TO Pripo evOg MyNTKoL €PE va pmopel va peTaPdAleTon Gov va MoV Vo KOUPIATL
animation. Mmopei va Tapet £vay amd Tovg TE6oePLg factkong TOmOVG TapapsTpov: [8]

e Integer: évag axképatog apOuog
e Float : évag apiBudc pe KAaouatikd pHépog
e Bool: mpaypatikn f weudng tipn (ovTimpoos®nedeTol and £vo TAaiclo A&y ov)

e Trigger: wa boolean mopdueTpog Tov enavopipeTal amd Tov controller dtov KATAVOAMDVETOL
omd po petdpaon.

Blend Trees

‘Eva kowo task oto animation evdg mouyvidod givor o cuvovaoudg peta&d 000 1 meplocdTEpOV
napopolwv kwvnoemv. Ta Blend Trees ypnoilomolovviol yioo vo ETITPETOVY TNV OUAAY OVAUEEN
TOAADV KIVOOUEV®V GYESIOV EVEMUATOVOVTAG TUNUATO OADV aVT®V 6& dlopopeTikovg Paduovg. To
T0G00TO oL KABE pia amd TG Kvoels GUUPAAAEL 0TO TEMKO amoTéAeC EAEYYETOL XPTCLLOTOUDVTOG
pa blending parameter. [ va éyet vonpa 1 avapeiln, ot KIviiGELS TOV avVaLyVOOVTOL TTPETEL VAL EXOVV
mapdpoto pHon kat ypovicpo. [9]

210 Zynpa 19 eaivetor to Animator window mov dgiyvetl éva ypaenua oAdkAnpov tov Blend Tree.
210 apotepd Ppioxerar éva Blend Tree pe pdvo tov root Blend Node (dev éyovv mpootebel axdun
Buyatpwcoi kopPor). Zta de&id Ppioketon éva Blend Tree pe pifo Blend Node xon tpio Animation
Clips wg Bvyatpucoi koppot.
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2ynue 19: Blend Tree

Y10 Zynpo 20 mopovoidletar To pevod mepiPaiiovtog 6tav Kavovpe oe&l kK og évav kopfo Blend
Tree.

Add Motion [%
Add Blend Tree

2ynua 20: Mevod kéufwv Blend Tree

210 Zyfuo 21 éyovue éva 2D Blend Tree mov €yer dnuovpynOel pe mévte animation clips, pe
TPOEMGKOTNON GTOV inspector.

@ Inspector
.

[Blend Tree

Blend Type

e
Parameters Strafe |~ |[Forware -

E [ <
<«
Motion  Posx PosY g
=MEe Je @ B [ =
=@run Je @ JE JE 103
=[HiogBgd o [0 |[-T [T | O
=0eaid e (1 I8 |1 10
=[0egri] e T J[8 |[T [}
E =
Blend Tree—— IK -

2ynuo 212 2D Blend Tree

22



1. Tilemaps
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To Tilemap eivon évo cvotnuo mov amobnkedel kot otayepiletor Tile Assets yio tn dnpovpyio

emmédov 2D. Katd ™ dnuiovpyio evog Tilemap (pevov: GameObject> 2D Object> Tilemap), 1o

Unity onuovpyet avtopata éva Grid GameObject kot to opilel @g yovéa evog modtov Tilemap

GameObject. "o tpomomoinomn ko tomwobétnon Tiles o yaptn Tilemap, emiéyetar to Tile Palette
(uevov: Window> 2D> Tile Palette). (Zynua 22) [10]

Sprite

Sprite Mask

Tilernap

Hexagonal Point Top Tilemap
Hexagonal Flat Top Tilernap
lsemetric Tilemap

lsometric £ As Y Tilernap

= Hierarchy |

Create 7| (aAll

v ) untitled*
Main Camera

¥ Grid
Tilemap

2ynuo. 22: Aquuovpyio Tilemap

210 Zynua 23 eaivovtor ot didpopeg 1010TNTEG TV Tilemaps mov pmopovv va TpomomomBovy amd 10

ypnotn. £10 Animation Frame Rate pmopovpe vo aAla&ovpe to puBuod pe tov onoio n Unity mwailetl ta

Tiles animation (m.y. n emAoyn 2 opilel dumAdoia tayvtra). 1o Color yiveton 0 YpOUATICUOS TOV

x0ptn pe To emAgypévo ypodpa, evd oto Tile Anchor divovronr ov cvvietaypéves Béong dote va

avtiotorynOet n B¢om tov kelov tov Tile pe 1o avtiotoyo Grid. Télog, To Orientation kaBopilel Tov

npocavatoMcouod tov Tiles oto Tilemap.

v & M Tilemap
Animation Frame Rate
Caolar
Tile Anchor
Orientation
Fosition
Rotation
Scale

@ = %
1
| |
®[0.5 Y 0.5
[ xy al
4[] ¥ 0
%[0 ¥ 0
X[1 B

Sy, 23: Tilemap window

1. Grid

To Grid eivai évag 0dnyoc mov Pondd oy evbuypdyucn twv GameObjects, 0nwg ta Tiles, pe faon

po emdeypévn odralr. Metatpénet Tig 0€0€1g TOL TAEYLOTOC GTIG AVTIOTOLYEG TOMIKEG GUVTETOYUEVEG

tov GameObject. Ztn ovvéyeln 1o Transform petatpénel OLTEG TIG TOMIKEG GULVIETAYUEVEG GE

TAYKOOLULO XMPO 1 G TAYKOOUEC cLVTETOYUEVEC. [11]

v [« Grid
Cell Size
Cell Gap
Cell Layout
Cell Swizzle

X1

¥ 0.5

X0

¥ 0

| Rectangle

[xvz

2ynuo. 24: Grid window
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210 Zynua 24 pmopovpe vo dovue Tig 1010tNTES Tov Grid mov pmopel vo TPOTOTOMGEL 0 YPNOTIG DCTE
va to mpocappocel oto project Tov. To Cell Size opilet to péyebog tov kabe kediov oto Grid, To Cell
Gap 10 KeVO PETOED TV KEMMDV Kot deV UTOPEL va TapeL apvnTikn T pikpotepn tov Cell Size, 1o
Cell Layout to oyfqua kor tn didraén tov kemmv kot 6to Cell Swizzle n Unity avodiatdoocetl Tig
GUVTETAYLEVEG TOV KEMMDV.

1. Painting

¥’ autv TV evoTNTO. TEPLYPAPOVTOL Ta Pfpata kol To. gpyoreia yuo ™ (oypaeum tov Tiles 610
Tilemap. T'oa va Eexwvioovue, emdéyoovpe to Tilemap mov 0Oéhovpe va Payovpe omd 10
avamtvooopevo pevod  Active Tilemap oto mopdbvpo Tilemap Palette. Ta Tilemap wov
dovpyodvtor 6to Scene s hierarchy mpootiBevion aVTOUOTO GTO AVATTUGGOUEVO HeEVOD. Mbvo ta
tpéyovto emheypéva Active Tilemap ennpealovton oo to epyareio (oypaeikng Tile Palette. [12]

Ta epyoreia {oypagikng Tilemap Ppickovrar ot 6€1pd 610 TV PEPOG Tov mapabvpov Tile Palette.
(Zxnpoa 25) To Active Brush Inspector Bpicketon 610 Kdteo pépog Tov mapadvpov tov Tile Palette kou
EMTPEMEL TNV OAAAYT TOL TPEYOVTOC EVEPYOD TIVELOL KL TOV 1310THTOV TOV. (Zynuo 26)

“Tile Paletie |

B -0~ e

Active Tilemap Tilemap ~

Default Brush

2yniue 25: Tile Palette window

Default Brush -

Script GridBrush
Can Change Z Position
Z Position ] Reset

2yniue 26: Active Brush Inspector
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1. Scriptable Brushes

Me 1 ypnon scipt, 0 dpovpyds Tov project propel SNUIOLVPYNOEL TVEAD Yol VoL BAWEL OVTIKEILEVA [E
Baon ™ 0Béom kou TIg cvvONKeC Tov KeAlOV. H cupmepipopd tov mvélov umopel va tpomomoinOet
nepartépm omd to emheypévo Epyadeio eneéepyaciog, 0mws to Erase 1 to Floodfill. [13]

Ta €idn Tvérlov Tov puropovpe va avoartHEove HECH scipt givar:

e GameObject Brush: Eueavilel, tomobetsi ot yepiCeton to GameObjects otn oknvn.
Mmopei, eniong, va ypnoyonombel w¢ mapdderypo yio T onpovpyio custom TVEA®V TOL
UTOPOvV VO GTOYELGOLVV Kot Vo, xelptotovv aiia GameObjects avdpecsa ota Tiles.

e Group Brush: Xpnowonotweiton yo v emidoyn Tiles mov opadomorovvrar ava Béom.
Opilovtag to Gap value npocdiopiletar mota Tiles avrikovv ce kdBe opdda ko to Limit value
KOTOYVPMVEL OTL 1] EMAEYUEVT] OPLASA TOPAUEVEL EVTOC TOL EMBLUNTOD peyEBovg.

e Line Brush: ®épel o ypapun mwéve og Tiles oto Tilemap.
e Random Brush: Tomobgtei tuyaia Tiles névew oto Tilemap.
1. Rule Tiles

To Rule Tile Asset givar €vag OmOTELECUATIKOG Kol TPOGOPUOcTIKOS Tpomog Papng Tiles oe éva
Scene. Zuvnbwg, dtav ypnowonoteitan Tilemap, n Pagpn Tov avtictoywy Tiles eivar oyetikd ypryopn.
Qc1000, KAMOLEg POPEG M Stodikacio, avTh propel va givatl exavaiapuPovopevn kot SuokivTn, €01Kd
€qv mpénet va yivovion odhayég 6” avtd. Ta Rule Tiles pmopodv va taptd&ovy kat vo TpocaplosTouy
ota Tiles mov ta mepPdrdovv, mpoceipoviag Evav ypnyopo, PoAKd TpOmO TPocoHNKNg 1
tpomonoinong tove. ['a mapadetyua, otav Loypagiletar éva Rule Tile oto Scene dimAa cg vdpyovto
Tiles, ta tehevtaio Bo evnuepdvovTot ovtopata. Tavtdypova, pmopel va pubuiotel yia va yepileton
animating Tiles, O0plo Kol GLYKPOUGEIS €V KIVAGEL, YeEYovog mov Ponbd otnv emrdyvven g
dwadikaciog dnuovpyiog. [14]

IMa ™ dnovpyia evog Rule Tile emdéyovpe and to pevov Animating Assets > Create > Tiles > Rule
Tile. Ztn ovvéyela emréyovpue New Rule Tile yio va tpomomomcovpie Tig 1010tNTéG TOL 6T0 Tapdbupo
Inspector. Ot b0t teg (Zynua 27) mephapPdvovov to Default Sprite dote vo opiotel 1o
nmpoemieypévo Sprite oe éva amod ta Tiles mov Ba emnpedoet to Rule Tile, to Default Game Object 1o
omoio umopei va mopapeivel kevo, kabamg ta Rule Tiles Ba opiotodv apyotepa, o Default Collider mov
kaBopilel Tic puokéc aAinAemdpdoelg Twv Tiles kou 1o Tilling Rules 6mov o yprotng pmopel va
Tpocbécel TOoOVE Kavoveg 0o gival kat ta vapyovta Tiles oto tileset.
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2 None (Game Object)
Sprite

Zynua 27: 10i6tntes tov Rule Tiles

Animated Tiles

Toa Animated Tiles eivon Tiles, ta omoia éyovv e€opyng animation. X’ ovtd vdpyel pio Aoto omd

sprites oV uIopovV va, tporomomBovy, OTWS Gaivovtol 6to Zynuo 28: [15]

ApOpog animated sprites: ApiOuodg animated sprites oto Animated Tile.
Sprite: To Sprite set yio. to Animated Tile, to omoio Oa wai&et dtadoyikd.

Minimum Speed: H eAdyiot dvvar tayvmro pe v omoio Oo mailetor To Animation 6to
Tile. Mw toyaio Ty tayvtrog Oo emdeyel peta&d tng €AdyloTNng Kol TG UEYLOTNG
TaXOTNTOG.

Maximum Speed: H péyiot dvvati tayvtro pe v omoia 0o maileton to Animation oto
Tile.

Start Time: H dpa évapéng owtod tov Animated Tile.

Start Frame: To apywé frame tov cuykekpipuévov Animated Tile. H emAoyn avtn emtpénel
070 Ypnotn va Eekvioel To Animation and £va cuykekpipévo Sprite ot Alota tov Animated
Sprites.

Collider Type: To Collider Shape dnpovpyeiton omo6 to Tile.
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6) Waterfall Splash (Animated Tile) [7 -
{}

MNumber of Animated Sprites 5
Place sprites shown based on the order of animation.
= Sprite 1

— Sprite 2

~ Sprite 3

= Sprite 4

= Sprite 5

Minimum Speed
Maximum Speed
Start Time

Start Frame
Collider Type None v

alall=]-

Zynuo 28: Animated Tile

3.2 Aseprite

To Aseprite givor éva TPOYPOUO TOL EMITPEMEL GTOV YPNOTNH TNV Onovpyia 2D ypoaeikdv Kot
Animation yw fvteomatyvidia. And sprites péypt kot pixel-art, KOAOTTEL TO TAVTO OO TV ETOYN TOV
8 ka1 16 bit. H ypion tov oy wroylok auth oy yio Ty Snuiovpyio Tov Ypaeikov TepiBAAlovioc
TOV TaLYVIO00, KoOMG Kol o cuykekpipéve, Ty Pdon tov tiles mov Oo ypnoipworomBodv yia v
autopotn onpovpyia motov. Eveo vrdpyovv Sudeopa GALD TpoypAupoTo Yio TNV Onpiovpyi
vpooikov Pixel art, To Aseprite givor e£€101KELUEVO TAVD GE QVTO KOl TOPEYEL CUYKEVTIPOUEVA OAEC
TIC A&LTovpYyieg Tov Umopel va YPECTEL KATO10G GE £va TPOYPULLLLAL.

3.2.1 Awdwkacio oyedlacpov

Avolyovtag 10 TPOYPOLUN EPYOUACTE AVTILETOTOL UE TNV apyIkN ceAida tou(Zynua 29), amd démov
dAéyovpe and to Menu Bar: File->New yia tnv dnuiovpyio kovodpylov sprite Kol EIGAYOVUE TIG
TapapUETPOLS oL BEAoVpE Yo TO apyeio pog(Zynua 30).
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Menu Bar— File Edit

Documents—[ &

Color Eat —
Falette

Sprite Lader Frame Palette Select Uiew Help

Spile-0001 - aeprite vl 05 - TN

|—rontext Bar

3l —Tool Bar

Heiaht: [52 ]
~Calor Modes---mmmoesmeeemeeaaeeee-
PCER Lrayscalc Indexed
“ | = &
-Backaround:------es e

Transearent LIhite Elack

L[ ol

[ akK |[ cancer |

2oy 30: Eicaywyn ropouétpamv Néov Sprite

Kepdiaro 4

Xpnoomoidvtog TV ToAETo epyoleimv mov pag dtvetor deEd mPOoY®PAUE GTOV GYESIUGUO TOL

ypaokov poc. Ta epyadein ta omola pog Tapéyovor eival o eENg:

Pencil

Line

Curve

= Rectangle
[ Ellipse

[®) countour
(&) Polygon

[@) Eraser
Eyedropper
Rectangular Marquee
B Move Cel
Slice
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3.2.2 Animation

To animation eivor 1 yevdaicOnon kivnong mov Omovpyeitor OtaV evAAAAGGOVTOL HE ol
GUYKEKPIUEVT] GEPAE EIKOVEG OV AVOTAPIGTOVV TIG TPOOJEVTIKEG (GACELS TNG Kivnong avthg. To
Aseprite 10 metvyoivel autd pe TNV ypnon tov frames mov gival Egxmpiotd sprites oto 1010 apyeio
uéoa. Tov éEleyyo avtdv Tov TETVYAIvOLUE HE TNV ¥prion Tov timeline (Zynua 31) And kel pmopovue
va StohéEovpe TNV GEPE Kot TNV TayHTNTO avoamapay®yng Tov kdbe frame kabmg kot Tov Stoy®piopod
TOVG o€ KAOe SLopopeTIKn Kivnon.

EIENENINEN Lalk [ Fun

& in *e 0 O DI & ] Frames

e I we Layer i
& i = Backaround

Layers:

- )
Cel with Content | Linked Celz
Empty Cal

2y 31: Aseprite Timeline

3.2.3 AmoOnkevon ko aymyn

AoV ptdoovpe 610 EMBLUNTO OTOTEAEGUA 1] aTOOKELOT) TOV apyEiov Hopel Vo Yivel pe d1popeg
uebddove. H amobnkevon oe tOmo .ase mov eivar apyeio povo ovayvopicluo amd To aseprite [og
EMUTPEMEL VO KPOUTNOOVUE TANPOPOpies Om¢ animation, layers kai S10QOpeC AAAEC TAPAUETPOVS TOV
EMTPEMOVY TNV GLVEYION TG Eneéepyaoiag. Xe mepintmon mov Bédovue va e€dyovpe 10 apyeio oe
Kamolo GAAo mpdypappa, givar dvvatn 1 amobnkevon g jpg M png kot o¢ gif yio T animations
(EymMuo 32). Amobnkedovtog o pe KAmolov omd auTode Tovg TOTOVG eivar duvarh 1 eneepyocia Tovg
07O aseprite PETH, AALA YAVOVTOL O1 TEPUITEP® TAT|POPOPIEC.

Expart File
Qukput File: "EH':IE'I".Q” "

Resize: B

Layers: |Ui$ib|E‘ layers

Frames: [AIl frames

Animation Direction: |Forward

I APpIY pixel ratio
I Export for Twitker

[ Export || cancel

2ynua 321 Amobnkevon apyeiov
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3.3 Tilesetter

To Tilesetter meprypdpetor o¢ «éva epyaieio dnuovpyiog cuvorov Thokdiny Kol eneepyaciog
YOPTAOVY», KAO®DG 0 YPNOTNG TOV AOYIGUIKOD UTOPEL VO SNUIOVPYRCEL YPIYOPO KOl EDKOAN OAOKATPO TO
oUVOAO TAOKIOI®V 7OV YPEWGLETOL 1| OAOKANP®UEVO 0T TAOKIIOV amd ekoveg Paonc. Ta oet
umopotv va e&aybovv amevbeiog ota Unity, Godot xar GameMaker Studio 2, evd mapdiinia
npokeltal Ko ywo. éva mpoypappoe eneepyooiog ewovog. [16] TTopokdto mopovstdlovtal ot
Aertovpyieg yia v €kdoo] 2.0.0 Tov LoyiopkoD aALE TOAAEG At AVTEC IGYVOVY KOl Y10 TOAALOTEPEG
€KOO0ELG.

3.3.1 Tiles kon Sources

Tao mAaxidio kot ou mnyég ivon to Bepéio tov Tilesetter. Av kou 1 Pacikn 10€a Twv TAakdiov sival
avtovontn, to Tilesetter da0étet emiong v évvola twv IInydv, o1 omoieg dadpapatilovy onuavTiKd
polo otn dnuiovpyio. CLVOA®Y TAUKIOIMV. YAPYEL ONUOVTIKY SIAKPIoT HETAED OUTOV TOV dVO Kol
oV TpdTOL oL cuvepydlovton (Zynua 33). [17]

2oyua 33: Aakpion kot ovvepyooio twv Tiles koau Sources

210 Tilesetter, n epeavion evog TAakidiov dgv givar kATl eyyevég 6To mAakiolo. Avtibeta, Ta dedopéva
gwovag amodnkevovror otig [Inyég, o1 omoieg 0T GUVEKELX YPNOUYLOTOLOVVTOL Y10 VO dTULOVPYTICOVV
TNV TEMKN EUEAVIOT €VOG TAOKIOI0V. AVTH 1| OTOKOAANGT| EMTPETEL TV EMAVAYPTCLLOTOINGT TNG
1010¢ e1kdvag o€ dAPOPETIKA TAAKIOL, KOOMDEC TOAAG O’ OVTA LITOPOVV VO AVOPEPOLY TNV 1O TN
Y10 TO, YPOQIKA TOVG. AvTd glvat 1d1aitepa YPIOUO OTAV ONLLOVPYEITE GET TAUKIOIWV.

F F . l-—-r ¥ J-r r]

JIE O TTE Los

2ynuo. 34: Acitovpyio Tiles kar Sources oty dnuiovpyia oet Thokidiwy

Ta mAoakidw eivol Ta dopikd ototyeia Yo tepipdilovta mov Pacifovral oe TAAKION Kol OTOTEAOVV TO
emikevrpo tov Tilesetter. H gugdvion tovg cuvtifetar amd o cvirioyn Inyov. ‘Eva Bacikd mhakidio
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Ba ypnowomotel pia péVoO YN Yo TV €IKOVA TOV, OGTOGO, TA TAUKIOWO TOV ONLLLOVPYOVVTOL LITOPEL
v oLvOVALovy TOANATAEG TNYEC YO VO, ETTOYOLY TNV EUEAVICT TOVG. ExTdg amd ta ypoapikd, to
TAOKIO10L UmopovV emiong va EYOVV KOOOPIGUEVT] GUUTEPLPOPE TTOL YPNCULOTOLEITAL Y10 QLTOUATT
tonoféTnon TAaKidimy.

3.3.2 Emnelepyacio mhoxkidimv

O\a o TAakidia o £va £pyo Tilesetter Bpiokovton oto Set View. ITpokeitar yia £va teptpdiiov mov
Pacileton oe mAéypa, 6mov ta. TAoKid pmopodv va tomoBetnBolv ehevBepa ko eivar edkoAw
wpocPaciue yoo enetepyacio. Bpioketoar oty emdvo apiotepn meployn ™ oBovng ko ekel
TpoypaTomoleital 0 peyoAvtepo uépog NG epyaciag. To oplotepd TANKTIPO TOV TOVTIKIOD
YPNOUOTOLEITOL Y10l TV EMAOYN KEM®DY GTO TAEYUOL KOl TOAAG KEALH UTOPOVV VO EMAEYOVV KAVOVTOG
KMK Kot o0povtag. Me to de&l Kk epgaviletor to pevov neptPaALovTog, EMITPETOVTOC TNV EKTEAECT
TOAMOV AEITOVPYIOV GTa EMAEYIEVA KeAA. [18]

O1 Baoikég Aettovpyieg eivar:

e  Emioyn. Mnopei va mpaypatomon0el 1 kdvovtog KAK 610 0p1oTEPd KOLUTL TOV TOVTIKION 1
KAVOVTOG KAMK KOl GUPOVTOG GE €vol U1 EMAEYUEVO KEM Yo VO ETAEYOUV TOAAL KEALG M
KpoTOVTOG TatnuéVo To Shift Yo mpocBnkn otnv Tpéyovca emiioyn.

e  Metokivnon. Mnopel va mpaypatorombel chpovtag 10 aplotepd KOVUML TOL TOVTIKIO GE
éva EMAEYUEVO KEM.

o Awypagr]. Alypaern KAEWO100.

e  Metatomorn. Mnopel va mpaypatorombel cupoviag 10 HecHio Kovumi Tov TOVTIIKIOD N
GLPOVTAG TO UPLOTEPO KOVUTL TOL TOVTIKIO KPATOVTOG TATNIEVO TO Alt.

o Zovp. Tpoydg movtikiov 1 Ctrl++/Ctrl+- (Command++/Command+- oe macOS).

o Aviiypa@n. Ymhpyovv 600 SlopOopETIKEG AELTOLPYIEG AVTILYPAPTG Y10, TAKIO TNV TPOPOAN
GLVOLOV.

o 'Elvnvn avuypaen. Xpnowonowwvrag Ctrl+C (Command+C oe macOS) 7 kdvovtag
Oe&l KMk kot emAEyovTag «Avitypagn» 0o avTypa@ovv To TAAKISI e TETOL0 TPOTO
MOTE TO TAOKIOW OV EMKOANONKaY apydtepa va avapépovv Tig 101eg [Inyéc pe ta
apywd. Avti 1 Astrtovpyio Oev OvVTIYpA@EL OdOUEVO EIKOVOG KOl EMOUEVAC OgV
EMTPEMEL TNV EMKOAANON €kTOG TOL Tilesetter.

e Raw Copy. Xpnowomoiwvtoc Ctrl+Shift+C (Command+Shift+C e macOS) 7
Kévovtag de&l KAk ko emiéyovrag «Copy Raw» Oa aviypagovv to akatépyacto
dedopéva elkdvoc TV TAaKLOIOV Yo emtkdAAN o™ evtog 1 ektodg Tilesetter.

o Awygipion £pyov. 1o endvm 0ploTtePd UEPOG ToL Set View vIapyovV KOLUTLA Y TN
@OPTMOT, TNV 0mOONKEVO™ 1) TNV TPOETOAGIN EVOG EPYOU.
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3.3.3 Anmovpyio TAAKIOI®V

H moapadoociaxn dtadikacio dSnpovpyiog evdg oet mAakdiov cuvnbwg umopet va givor pua ypovofopa
gpyacio 6tav yiveton pe 10 ¥€pL, aAld to Tilesetter amlomolel TOAD TN OOVAEWL pEe TIC dVVATOTNTESG
nmapaywyng tileset. Kabopifovtag tovidyiotov pio swodva Paong kot pio icova dkpng, to Tilesetter
glvar og Béom va dnuiovpyncel ypriyopa €vo TANPEG GUVOAO TAAKISI®V omd avtd to otoyyeia. Ta
mhaxidia dnuovpyovvtar amd Eva 1 TeplocoOTEP KEVIPLKE mAaKidia. [19]

Kavovtag 0e&i KAk oe éva mAakidlo Pdaong kot emiéyovtag «Anpiovpyio meptypoppdtov», Oo
onuovpynBodv Oho TO KOUUATIOL TEPLYPAUUOTOC Yoo TO emAEYMEVO TAaKido. Ot Aevkég
SLoKEKOUUEVES YPOoUUES (Zynua 35) eivar copPoro kpdtnong Béomg yio veéc dxpov mov Ba kabopicel
0 ypHotne. Avtf eivar M TPoeMAEYUEVN KOTAGTOOT €VOG GUVOAOL TAOKLISI®V OV OMpovPYNHONKE
mpdoeato kol omd €dm Ba SapopemBel To ThG Bo PaivovTol To TEPIYPAUUOTO TOV, €0V B xel
TPOCUPUOCUEVEG YOVIEG KOl AAAEG AETTOUEPELES.

Zynua 358 Anuiovpyio wl.okidiwv

3.3.4 Zoumeprpopa TAoKIdi®V

Ta mlokidlo €govv cuyvd ol appntn oxéon UeTaED TOLg 6TO MANIGLo TNG enelepyaciag Kol Tng
nuovpyiog yaptov. o mopddetypo, mOAAG TAoKidw pmopel vo, AmOTEAOVV &va LELOVOUEVO
OVTIKEILEVO KATA TN oYedloT YOPT®V, EVD HELOVOUEVE, TAUKIOIW GE AVTAV TV OUAdN UTOPEL VoL unv
£xovv vonua otav oyedrdlovtor uova tovg. [20]

1o Tilesetter, ta Relations ypnoiponoovvtar yio vo teprypiyovy md¢ oyetilovial o mAakido pe
aAha. Avtiotoryifovior og TAoKidlo HEGM AELITOVPYLUDY OV EKTELOVVTOL GE OVTA, EVD OPICUEVOL TUTTOL
Relations cuvdéovv mhakidio t0c0 e mEPPAAAoV Topoy®YNS 060 Kot o€ TEPIParAov emelepyaciog
YOPTN, EVO GALOL YpNoLUOTOLoHVTOL HOVO Yo To Televtaio. Ta Relations evog miakidiov pmopodv va
poPAnbodv oty mpoforn Idtotitov mhaxkidiov oty koptéia «Relationsy.

Emléyoviog éva kevipikd mloxidlo oto oet, supavifovior ov Asmrouépeieg twv Relations otnv
IIpoforn Idomtev mhakidiov. 1o Zynua 36, n aplotepn TAELPA Oeiyvel OAN T YEITOVIKA TAMKISLO
oT0 01010 TO OET £YEL TEPOMPLO VIO GVUVOEST KO 1) 6518 TAEVPE OELYVEL TTO10 TAOKIOIO TEPTYPAUUATOS
YPNOUOTOL0VVTAL Y10 KAOE GYNUATIOUO YELTOV®V.
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2ynuo 36. Agitovpyia Relations

Kavovtag khx otig pkpdtepeg vmodoyéc YOpw amd v Kevipikny 006vn ota delid, sivar duvatny n
mEPMYNON o€ MOAVOVG YeiToveg, KAVOVTOG 1 KEVIPIKY LWodoyr| va eupovilel 10 mAokidio mwov
YPNOUEVEL OG TTEPTYPOLLULO Y10 AVTO TO GeEVApLo. (Zynua 37)

2ynuo 31: Agirovpyio Relations 2

Kdavovrtog khik oty KevIpikn vmodoyn, Umopel va 0AAAEEL TO GUYKEKPIUEVO TAOKIOO TEPTYPAUUATOG
e omolo0NmoTE GAAO. AVTO emTPEMEL TN YPNON NPOGYESCUEVOV TAOKIOIOV Y10, CUTOLOT
tonobétnon mhokidimv oto npdypapua encEepyociog yaptmv. (Zynqua 38)
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2ynuo 38: Agirovpyio Relations 3
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3.3.5 Emnelepyacia yapt

H «Opia Aettovpyia tov Tilesetter eivor va, onpuovpyet ypriyopo chvoro TAaKISi®V, ®GTOGO, UTOpEL Vo
glvol ypioun 1 Tpofoin tovg og mpaypatikd mepiaiiov. EEoutiag avtov, to Tilesetter meptiapfavet
eniong éva mpoypappa enetepyaciog yoptdv 6mov ta TAaKido Tov £xovv dnuovpyndel uropodv va
dokiactovy gv Kivioet. [21]

Ta vapyovro TAOKIO GTO £pY0 UTOPOVV VO, GYESOCTOVV eAevBepa oty mpoPfoir Sandbox pe 1o
gpyoleio porvfrov. Avtr n Aertovpyia enelepyaciog prnopet va entheyel péocw tov pesaiov ewovidiov
EMOVO OPIOTEPA 1] TOTOVTOG TO €KOVIO0 pe to HoAOPL. To polvft emitpénel 10 GYESIOGUO TOV
TAOKISI®V 10V VTLAPYOVY GTO EPYO EMAEYOVTAC TO. TpMTA 670 Set View.

Mohic emieyel éva emBountd mAakido, 0 ¥PNOTNG UTOPEL VOL YPIGLLOTOMGEL TO APLOTEPO KOLUTL TOV
TOVTIKIOD Y10, VO KAVEL KAK Kot v oVpeL yopm amd to Sandbox View yio va 6yedtdoel 10 eTAeyHEVO

mhoxkido (Zynua 39). Av ypnolonomost o de&i Kovpumi Tov TovTIKIoD, Ba daypagoldv To TAaKIdI
OV VTAPYOLV oToV YApTN. EmAéyovtag moAdd mAakidie mopamdve, to gpyoieio Ba copayicet
0AOKANPY TNV EMAOYT, Stoc@oAilovtag OTt 01 S10d0)IKES GEPayideg dev emkaADTTOVTOL.

2ynua 39: Exeéepyooio yaptn

3.3.6 E&aymyn project

To Tilesetter ivar dvvaty n e€ayoyn TOV TAAKISIOV Kol YopTdV TOL £)ovv dnuovpyndei 6” avtd g
Lo TOIKIALOL SLOPOPETIKDV HOPPDV, LE UEPTIKE 0O OVTA VO LITopovv 0KOAN Vo 1Gay000V G PNy ovES
TOLYVIOIOV. e MEPIMTOON TOL 1 Hopen Tov avainteitonr dgv vrootnpiletal, umopei va mpootebel
opiovtag mpocapprocuéves Lopeés. [22]

H e€aywyn mpayuatomoleiton €ite o pepovouéva miakiow yio eneepyacio yoptov oe e£0Teptkd
AOYIOUIKO €lT€ GE TPOKATAGKEVOGUEVOLS YAPTES OV £Y0VV GYedGTEL 6TO TPdYpappe eneEepyociog
yoptov. T vo, e€ayBoldv pepovopéva mhakiow, emdéyetor pio mepoyn oto Set View, de&i khik kot
omotladnmote emdoyn oto «EEayoyiy». (Eymua 40) H e&aywnyn mlokidiov pe autoév tov tpomo Bo Adfet
voyn 1o Relations, diatnpdvtag T cuuneplPopd avTéHTNG ToTofETNONG TAUKISI®mVY avaloya pe TV
EMAEYUEVT] LOPOPT.
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2oyuo 40 ECayayi Tiles

Ot xaptec umopotv va e&aybovv kdvovtag to 010 otnv mtpofoir Sandbox. Xe avtiv Vv mepinTmon,
puévo ta mhakidwe mov epgavifovral oty emioyn 0o copmepinebodv oty e€aymyn Kot Kopio amd
TIG GLUTEPLPOPEG TOV TAAKLOI®V dev O AneOei vtoym. (Zyxnpo 41)

2ynpa 41: ESayowyn Maps
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4.1 Ene&nynon Hoyviowov

Awdkacio AvanToéng

Kepdiaro 4

Aoy avaAbnkay to BepnTIKA KOUUATIO TOV TPOYPOUUAT®V TOV YPNCILOTO KAy, GE aVTO TO
KEPAAOL0 B0 AVOADGOVLE TO TTPAKTIKO HEPOG, TV SNUIoVPYia TOL 1610V ToL Tayvidoy (Zyua 43). To
moyvidl To omoio dnpovpyndnke eivor to Top-Down 2D RPG mouyvidt 6t0 0moio 6Komog Tov maiktn

givan va el oty omnMd pe ta Tépata, Kot va to Eovidcel. Avtd yivetol o€ 3 SlopopeTiKEG OTNAESG

07OV UE TNV OAOKANPpmoN Tovg 0 Taiktng kepdiler (Zynua 42). Extog and ta otoryeia Tov id1ov tov
Unity, vtdpyovv ToAAG KOUUATIO KOSIKA TO, 0010, SOVAELOVY TAVTOYPOVA Y10, VO AELITOVPYNGEL OO
a1, Ta omoia Ho avalvBovv 6e 0VTO TO KEQGAAALO.
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Buit

2ynua 43 Apyikn 00ovy mworyvidiod

4.2 Avaivon Aertovpylov

421 Kovottapiké Avtopato

Meydrio xoppdtt Tov moryvidroy Paciletal oto Kutrapikd Avtopato. Ta kuttopikd avtopato, eivot
OOUEG TTOV HOVTEAOTOOUV TN GUUTEPLPOPO KOTAVEUNUEVOV GUGTNUATOV LE GUYKEKPLUEVT] YOPIKN
(veopetpikn) ddragn. Ovopdlovton "KuTTopikd" emeldn givor EUTVELCUEVA Amd KUTTOUPIKEG SL0TAEELS
OmoL KGO KVTTOPO OAANAOETIOPA HE TO YETOVIKA TOL GTO YMPO Kot givol "owtopoata” €mewdn 1
GUUTEPLPOPA KaBE KuTTAPOL givarl TANP®G KaBOoPIGUEVT 0O TO avTioTOYO HoVTELD, Gpa "ovTtopatn"”
[23]. To Script awtd dnpovpyei évav yaptn Toyoic Baon Twv kavoveyv Tov Game of Life tov Conway.
To Game of Life givar éva kuttapikd avtopoto 10 onoio gTudytnke and tov Bpetavd pabnpotikd
John Horton Conway 10 1970 pe cKomd TNV Tpocouoimen opyavik®v doudv. Agttovpyel mive oe éva
mAéypa 610 omoio opilel éva otoryeio Tov wg {ovtavo yepilovtog To N vekpd aprnvovtag to Kevo. H
KOTAOGTAGT £VOG KEAOV 0pileTal omd TNV KOTACTOGN TMV YEITOVIKAOV TOV KEAMADV KOl £VOL GET KOVOVOV
t0 omoio giva:

1. Omnoodnmote {ovTavo keAl pe dVo 1 Tpeig Lovtavovg yeitoveg, mopapével {oviovo

2. Omowodnmote vekpod kel e tpelg {ovtavoig yeitoveg aArdlel og Lovtavo

3. Oia ta vaorowto (@viovd keAMd TeBaivouv otV €mOUEVT] EXOVAANYT Kol opoing oo To

VIOAOUTO VEKPA KEALG TOPOUEVOVY VEKPEL

XpNOIHOTOIDOVTOG OVTH TN AOYIKN KOl TAPOUETPOTOIOVTAG TNV, ONovpyHOnKe Eva script Tov Tapdayst
Toyaiovg yaptec Bhon TV mapapsTpov mov gicdyovpe (Zynua 44) , mov Ba givon ) Bdorn g oAb
oL Tayvidlov. ITo cvykekpiuéva Exovyle:
Automation Options: Ot pvBuicelc 660V aPopd T0 KLTTOPIKO aVTOUNTO. AANALOVTOG AVTEG O XAPTNG
7oL Tapdyetat aAAGCE dpacTikd (Zynuo 45):
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+ Tile Automator (Script)

Automation Options

cter (Transform)

Add Compenent

2ynuo 44 Tlopauetpor rov Tile Automator

e Ini Chance: H apyikn mbovotnta evog KeAov va, givat vekpo 1 {ovtovo.
e Birth Limit:To 6p1o tov {oviavdv keMdv Tov Tpénel va £XEl Evo VEKPO KEM Y10 va UTopEcet
Vo GAALIEEL KOTAGTOOT OTNV EXOUEVT ETAVAANYT TN TPOGOUOIMOTC.
o Death Limit: To 6po twv vekpdv keMdV Tov mpémel va €xel éva {ovtavo keAl yia vo
UTOPEGEL VO 0ALAEEL KATAGTOOT] GTNV ETOUEVT] ETMAVAANYN TNG TPOGOUOIMOTG.
e Num R:O apBudg tev emovolyemV OV YIVETAL [LE TNV EVIOAN 7OV yivetal péco amd 1O
Script.
e Tmp Size: To péyebog oe pixel Tov mapayBévtog xaptn.
Tilemap Options: Ot pvBuiceig Tov aPopovV Ta YPAPIKA oL Ba xpnooTomBovV Yo THY TapAymYY
TOoV YbpTN:
e Top/Bot Map: Ta tilemaps mov vrapyovv otnv oknvi og Grid mov Ba dnpovpyndei to o
YOPTNG TOL T VISL0D.
e Top/Bot Tile: Ta rule Tiles pe ta omoia Oa oyediaotovv ta mapandve Tilemaps. AALGLovTog
TO, LITOPoLvV Vo, O1povpyndovv didpopa 101 TIGTOV OTTMG Yo TAPAdELY O TETPO. Kot AdPa, 1
ypaoiol kot OdAacca, divovtag 1ol 6To ToyVidl TotKIAlL Y®PiG TEPIGGOTEPT dVGKOAIM.
e Spawn Tile: Xpnowonoigitar yia Adyovg cuvinpnong kvpimg, mov Ba e€nynbodv napakdtom
GTNV aVAALGT TOL KOJIKA.
Spawner Options: PuvBuicelg mov a@opodv v mpocHnkn OvTIKEWEVOY 6ToV ¥GpTn 7ov EXEl
mapoyOel.
e Player Pos: MetafAnti oyetikf pue v 066 10V YapaKIHPO 6TOV YAPTH. XPNOIUOTOLETOL
Yo TNV LETAPOPE TOV TOIKTY G TV 0o onueio Tov xaptn otav mapoyDei.
e Spawn/ltem Num: O apiBpdg TV avTITGA®V Kol TOV OVIIKEWEVOV Tov Oa epueavicTody
GTOV YAPT.
e Monster/Items To Spawn: M Aioto pe gameobjects péoa amd tnv onoia Ba emideybodv
TUYOio, TO. AVTIKEIUEVO KOl TEPATO TOV Omoimv o apludg éxel opiotel and 1o Spawn/Item
Num.
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o Monster/ltems Spawned: Mo Aioto pe To SMUIOVPYNUEVE QVTIKEIHEVO GTOV YAPTN,
YPTCULOTOLELTAL Y10 TNV S1AYPAPT] TOVG OE KAOE EXAVIAYT TNG TPOCOUOIWGCTC.
XpNOIHOTOIDVTOG TIG TAPOTAvVe pvOuicelg pmopetl va Pyst o mAn0dpo amoTEAECUATOV UE UIKPEG
OAAOYEG.

2ynuo 45: Hapaderyuo yaprn pe Ini Chance 30, Birth 3 Death 3 kot 7 eravaliyeig(Apiotepa) kou Ini chance 50, Birth 4,
Death 3 ko 3 eravalijperg(deia)

270 KOUUATL TOV KOJKO EEKIVAE 0l TNV dONA®ON OA®V T®V TOPATAved cov PETAPANTEG poll Kot 1E
KAmo1EG 1010TIKEG LETAPANTES 01 0T0iEg dev ypnLovv aidlayn and to mepipdAiiov Tov Unity.

To width kou height opilel To TAdToC KAt To Vyog Tov ¥aptn Ta. onoia eEdyel amd to Vector3 tmpSize
mov Pdalovpe oto editor. Ta xRand kou yRand eivon tuyaieg petafintég mov 6o ypnopomonBotdv
apyoTepa Yo TNV Tuyaio dnuovpyio avtikeWéveoy mhve otov yaptn. To terrainMap eivon évag
wivaxog wov €xel péyebog doeg Ko Tig B€c€1g Tov YaApTN Kot 2 Kataotdoels, 0 yio vekpd kel kot 1 yuo
{ovtavo keld.

H Paocwkn puébodog tov TileAutomator ivor 1 doSim(int num) 7ov TPEXEL TNV TPOGOUOIMGT OGEC
@opéc opilel To num. Apyilel ehéyyovtag dua £xel apykoroindel to terrainMap kol 6€ TEPITT®ON TOL
dev el apyucomoindet dnpiovpyel véo mwivaxa int 2 dtuotdoewv e opiopata to width kot To height
Kot KoAel tnv pébodo initPos()

210 initPos() vépyel LOVO Lo ELPOAELIEVT] ETOVAANYN TTOV TTEPVAEL 0O OAO TO. GTOLYELD TOV TTivaKa
terrainMap[x,y] ko divet pua tipn 0 1 1 Béon tov iniChance mov éyovpe opicel otov editor

e A@ov¥ opiotel 0 mivakag To emduevo Prua givor n eKTéAEON NG TPooouoinong Pacn Tov
numR wov €yovpe dnAdocel otov editor, omdTe dnuovpyodue o for emovainym mov Kohel
v pébodo genTilePos oto terrainMap e dpioua 1o 1010 To terrainMap, avave®VOVTOC GE
Kd0e PrIHa TIG KOTOOTAGELG TOV KEALDV.

e Xmv genTilePos onpovpyeitor n kowvobpyle katdoToon Tov ¥aptn €xoviag og Pdon v
wponyovuevn emavainym. Opilovue dvo petafintéc, v neighb tomov int wov Oa eivar M
KOTAGTAOT TOV YEITOVIKOV KEMOV Kot TV myB tomov BoundsInt pe v omoia 6a opicovpe
éva 10010 0pHoYDOVIO YOP® 0o TO KEAL LOG Yol VoL £XOVUE TPOGPOOT| GTO YEITOVIKG KEALA.

o Me o gppoievpevn for emavainyn mepvape and Ol o oTotyeio ToL XAPTN(X,Y). ApyiKd
yivetol EAeyyo¢ Yo TO av Ta YEITOVIKE ototyeio Bpiokovion péca ota OpLo TOL YAPTN HOG. €
nepintoon mwov dgv Ppiokovtor toéte Ta Bewpovue Lovtavd, oAlMmd mpocBitovpe TV
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avVTIGTOLYN TIUN TOV YELTOVIKOV GTolyEiov 610 neighb. 'Yotepa agov cuykpivovue pe to death

limit av eivar {ovtavd 1o keM 1 To birth limit av eivar vekpd, evnuepdvovE avaAdYmS TOV
véo ybptn.

AoV emoTpéyel Tov kavovpylo xapt n péBodog, yivetan yéuopo pe to avtiotoryo tileset avdioya
av gtval {ovtavo N vekpo To KeA.

"Yotepa yivetar 1 kAon tov tpiov uebddwv ItemSpawner, MonsterSpawner kot PlayerSpawner mov
Tapdyovy Tuyaieg BE0Elg GTOV YAPTN Y10 TO OVTIKEILEVO, TOVG OVTUTAAOLS Kol Tov Taiktn pog. [a ta
OVTIKEIPEVA KOl TO. TEpata 1 Agrtovpyia givon idwa, maipvovpe €va Tuyoio onueio otov yaptn Kol
eléyyouvpe edv givor vekpd (OnAadn av eivorl TAtOUo Kol Ol TOYOC OTNV MEPIMTO®ON HAG). XTNV
nepinT®on mov givar vekpd dtudéyovue tuyaia Eva omd to GameObjects mov éxovpie opicel otov editor
(MonstersToSpawn,ItemsToSpawn) kot ta dnpovpyovpe ®¢ avtikeipeva otov xdpt. [Ipochétovpe
TO OVTIKEILEVO IOV TTapTyope otov avtiotowyo mivako(MonsterSpawned,ltemSpawned) kot peimvoope
Katd éva v petafinty mov opilel moca avtikeipevo/tépata Bo vadpyovy GTOV  YOPTN
poc(numOfSpawn,numOfltems). e mepintwon mov dev eival vekpd Eavomaipvovpe toyaio onueio
oTOV YOPTN. AVTO emavalapPdvetal HEYPL 0 APBIOG TOV AVTIKEUEV®V VO PTACEL GE QLTO TOV EYOVE
opioet.

Oocov apopd tov maiktn 1 dladikacio eivat mo amAn, taipvovpe Eva Tuyaio onpeio otov Yaptn HéEypL
va, fpovpe KATO10 ToL £ivol VEKPO KOl LETAPEPOVLE TOV YOPAKTHPO LOG OE EKEIVO TO ONUETD.

Ot tedevtaieg pébodot mov vapyovv givar To Despawner kot to clearMap Ta ool kaTaoTPEPOVY OTL
avTiKeipeva €yovv onpovpynbel oty mpocopoimon mov vrapyel kol Kabapilel ta tiles M/xor to
terrain map, ovVTIGTOLY®G.

4.2.2 Kivnon yopoxtipo

H «ivnon tov yapaktipa yiveton pe TNy ¥pnon tov cvetipatoc tov Unity. Amapaitntec mpodmobicelg
glval to sprite Tov yopoaktNpo va €xel wiveo tov évo otolyeio Collider mov givor awtd mwov Oa
oAANAOETOPA He Ta GAAO VTOPKTA oTolElo oToV XApTN Kou €va ototyeio Rigidbody to omoio givon
avTd OV O EPUPUOGOVUE TNV PLGIKT EXAV® TOV. OTO10dNTOTE AVTIKEIEVO EYEl Thve Tov Rigidbody
otoyyeio oTapatd va etval pio amAn eikovae Kot epoppolovrol v Tov KavOveS QUOIKNG OT®S Yo
mopdadetypo Bapvnta 1| TP pe avtd mov opilovpe ¢ £d0pog. Xtnv kN pog mepintmon opilovpue
Kot el LEToANTA TOTOL enum pe OAEG TIG KOTAGTAGELS oL pmopel va gival o yapoktipog pag(idle,
KWVOOUEVOG, GE Uy KAT.)

XpNOILOTOIDVTOG TO TOPATAV®, Yo TV KIVIOT TOL YOPUKTNPO GTO Ty Vidl pag, dnpovpynonke éva
script 1o omoio epaprdleTOL TAVMD GTO GTOLXELO TOV YOPAKTAPO LOG KOl AEITOVPYEL ¢ EENG:

o Tlaipvovue v Tiun tov a&ovov amd ta Input (Apiotepd/Agkl Beldxt yia Horizontal Axis kot
IMavew/Kdato Perdxt yioo Vertical Axis) oe kdfe frame kor to ypnoipomolovue yio v
onovpyia pog Vector3 petafintig

e Av n ) g peToPAntig otov déova x kot y egivar 0, aAlalovpe TV KOTACTOCT TOL
yopaktipa o€ Idle péow tov enum mov £yovpe opicet kot Votepa undevifovue to velocity tov
rigid body. Avto &yl m¢ amotéleoua Oty OV VITAPYEL input KIvnoNg 0 YOPUKTNPOS LOC VO
OTAPATAEL VO KIVEITAL.
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e Av 1 T g petaPinmg sivor  owdpopn Ttov 0 TOTE KOAOOPE TO  script
UpdateAnimationAndMove 10 omoio 0ALGLEL TNV KOTAGTAGT] TOL YOPUKTPO UoG KaBdG Kot
7O animation.

4.2.3 Animation yopaxTtijpo

To animation otnv mepintoon poag yiveton pe v ypnon blend tree. ‘Exovv dnuiovpyndei 3
dlopopetikd blend trees, €va ywo v kivnon, éva ya to idle, kol éva ywo v emibeon tov
yopoktipa. Avtd oto omoio efumnpetei to Blend Tree eivan m avtdpatn oavoayvopion g
katevBovong Baon tov petafAntdv mov Exovpe (Zynua 46). Atvovtog tig Tuég Tov £xovue AdPet
amo Tovg A&oveg, oTIg HeTaPANTEG oL opilovtal 6Tov Animator Tov YopaKTipa. SaAEYEL TO 1610 TO
Unity oo animation Qo moi&et.

2D Simple Directional

ey Blend Tree
Parameters moveX

IdleSide

Blend Tree -— - Blend Tree

— « Blend Tree

Idle Up

)
|dleUp
]
Blend Tree

2ynuo 46: Idle Blend Tree Rules

424 Avrtinolor

Ot avtimodot 6to oy vidl eivar 2 (Zynqua 47) kot eivar £vag dapopeTiKOC Yio KaOe oAl KTOC amd
mv tpitn mov vrdpyel cuvdvoouds and Ta dvo. H aviyvevon tov yapoxtipo pog eivol aminy Kot
yiveton omAd péom pog aKTivag YOpm amd Tov avtinaAo oty omoio dua Ppebel o yapoKTHpOg Hog
apyilel va xveital mpog avtdv. vdapyet Eva petafantd puéyebog to omoio ovoudleton attack distance
KO (PN CILOTTOLEITAL Y10 VO SNADGCEL GE O ATOGTOCT) CTOLATAEL VO KUVIYAEL O avTITOAOG Kot apyilet
va emtifetar. Ot mAnpogopieg avtég eivar amodnkevpéveg Tavam ce €va script To onoio pnaivel og KGO
avtimado kor £yl mAnpoeopieg 6mwg 1 (N Tov avtimdiov, N TadTNTA Kivnong tov, To Toon (nuid
Cong kdvel avd emiBeon otov YOpaKTAPO HOC KOOMG KOl TIG OTOGTAGELS GTIG OTOiEg OV VEDEL Kol
yrumder Tov yopakmpa poc. Ot avrtitolol 6mmg Kot o yopaktipag éxovv évav Collider 2D ya v
aviyveuorn GOYKPOLONG LE TOV XOPAKTIPA KOl TOVG Toiyovc. Avtictoya éxovv mdve touvg kot Blend
Trees ywo xivnon enifeon ko idle. Edv n {01 toug @tdoel oto 0 tdte mailer évo animation Bavdtov
Kot e&apaviCovrol petd amod Atyo.
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2ynpa 47 Aviirolor

425 Tootnuo péymg

To ovotuo pdyng tov mayvidoy ypnoonotei colliders mwov avoiyovv kot kAeivouv avdrioya v
Katdotacn Tov yoepoaktipa (Zxnua 48). O yapaktipog puropei vo Kavet pio 1 6vo embéoeig (combo).
Av degv maTNoEL G€ EMAPKN YPOVO TO KOLUTL TG EMOECNC O YOPAKTPOG EAVAUKAVEL TNV TPAOTN Kivnon
Yopic vo mpoywpnoel oty devtepn. Me v emifeon apyiler to animation g emibeong tov
yopokTipa Kot oo wicw gvepyomoteitat o collider o omoiog otpépetar Tpog v pHePLd OV KolTdel O
yopoktpag, €dv aviyvedoetl éva Ao collider to omoio €xel emdve tov to tag “Enemy” mpoympdet
ot0 vo pewwoet v {on TOoL ovTImdAODL, OAAMMDG EMGTPEQPEL OTNV dapylkn Tov 0éon Kot
omevepyomoleital.

2ynuo 48: Apiotepd, kleroto collider kevipapiouévo atov yoparctipa, Aeéic ovopuévo collider we popa mpog v popa
enibeong

426 TI'pagwke

Ta  ypopwd €KTOC Amd TOV YOPOKTHPO KOl TOVS OVTITAAOLS EXouV Onovpyndet and guéva pe tnv
xpron Kupimg tov Aseprite. T v dnuovpyio tov avtopatev tiles mov ypnopworomdnkav otig
omMEG Tov Toyvidlod ypnowonomnke koi to Tilesetter. Avalvetar mapakdte 1 Sodikaciol
dnovpyiog Tovg :
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A@ob dnovpynoovpe to Pacikd pag tileset oto Aseprite, dniadn to Twg O£ ovue KGO peptd
va givonr (Kevipiko, dxpeg kot yovieg [Zynuo 49]), to emiAéyovus 610 TPOYPOUUO KOl TO

KOVOLLLE avTLYpaOn

2ynuo. 49 Aseprite tiles

Avoiyovtag to Tilesetter kdvovue v emdoyn New Project kot opilovpue to péyebog tov kabe
Tile o¢ pixel oty emhoyn Tile Size (otnv dikid pog tepintwon 32px)

Kdavovpe emtkdAinon 6vo gopég TV ETA0YN LOG, Lo POPA GE £va, OTUEI0 Kot o KOO TTL0
KAT® 1 TV 0md TO TPOTYOVLEVO.

Awohéyovtag o kevipkod koppdtt motdpe de&l ki kou Build Borders(Wang)(Zynua 50).

2ynuo 50 Tilesetter setup

Amo 10 amotéhecpa mov poc ERyaie maipvouvpe TNV kdBe TAELPA TOV £xEl ASVKEC YPOLLES
(oynua 51),xon agov v emiééovpe, 6e€1d 6TO COMPOSItIoN KAvoLpE TNV ETAOYT SOUrCe Kat
Srodéyovpe TV avtictoryn TAEVPE oo To oyfua pag (Zxnua 52).
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2ynuo 51 Arodwcacio Tilesetter

e AoV olokAnpacovpe Ty drodikacio oo kdBe TAgvpd emALyovE OAO TO OTOTEAECLO KO
Kkavovtag de&l kKhik Stadéyovpe v emdoyn Export->Unity(Zymua 53)

o 52 Madikaoio Tilesetter 2

2ynua 53 Eéoywyn oe Unity

e Avoiyovue 10 apyeio mov Onuovpyndnke kol yiveror import tov opyiwv oto Unity,
KOTOANYOVTAG £TG1 [E €va, apyeio mov €Yl LEGO TOVE ATAPOLTTOVG KAVOVES Y10l TV CVTOLOTY
dnuovpyio.(Zynua 54)
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2yuo 54 Telikol avtduazor kavéveg Tiles

To Unity emong mpocpépet po mAnbodpo omd epé Omwg GdTo, POSt processing, Kot GLGTAUATO,
ocopatidiov (particle effects). H ypiion tovg yivetor yia vo evioyboel v aieOntikn tov moiyvidion
KOO KoL 0V TOL 10100 TOL YPOPLIKA OEV TO TTETLYAIVOLY Gg peydAo Pabpo. 1o maryviot £yve n ypnomn Kot
TOV TPLOV TEYVIKOV Y10 VoL arodoodv Ta Ypagikd pe 060 T0 duvatdv kalvtepo tpdmo (Zyfua 55,56)

2ynua 55 Iioto ywpic evioyboeis ypopikoy
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2ynua 56 Iioto ue evioyvoeis ypopixoy

ENUOVTIKO KOUUATL TV EVIGYVLGE®V gival emiong 1 xprion twv Normal Maps. Ta Normal Maps(oymua
57) givar pior dgvtepedovoa lkdva 1 0Ol YPNCULOTOLEITOL OOV HACKA TAV®D 0tO TNV KOVOVIKY Kol
€Yl ®G OKOTO Vo dMGEL TNV aicHnor Tov TPIoddoTAToV 0TV EPYETAL GE EMAPN UE TO QG o va
dnuovpynOei, dvovpe YPOUO. OTIV OPYIKT EIKOVE TTOV VO, OVTIGTOWEL otnv katévbnvon mov Oa
yTomdel o eo¢ Paon pag normal ceaipag (Zyxnue 58). Avtd petd petappdaleton and o Unity o
dnuovpyei to embovunto E(ZyMua 59).

2ynuo. 57 Mia eixovo pali ue to aviiororyo normal map ¢
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2ynuo 58 Normal Sphere

T v xpnon tovg oto Unity Oa mpémet va yiver n avtictoyn emhoyn(Use Normal Maps) oto kdfe
(MG 0010 VILAPYEL GTO TALYVIOL.

2yijua 59 Xwpic ypiion Normal Maps (4pietepd), Me ypiion normal maps (4eéid)
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6 YopmEPAGNATO KOl TPOTAGELS Y10 PEATiOON

H dnuovpyion evog Pvteomaryvidov eivol o mepimAokn oadikacio, oAAE pe v ypnon Twov
KOTAAMNAOV gpyoleiov pmopel vo peliwbel o ypdvoc dnuovpyiog kabmdg Kol 1 TOAVTAOKOTNTA.
Eniong mopatnpovpe 0tL pe v ¥pnor eEOTEPIKOV TPOYPOUUATOV 0AAG Kot 1dedv (Xpnon Aoyikng
KUTTOPIKOD OUTOUATOL Yo TNV OMuiovpyia tuyaiov Totdv) 1 dadikacio avimtuéng yivetoar mo
€OKOAN, OAAG TOVTOYPOVO TPOGOHETOVHE TOALTAOKOTNTO GTO ToyViol ywpic va emPpaddvel v
dradkasio dnpovpyiog Tov.

Ymv katevBovon PeAtioong tov moyvidov, Bo umopohoe va PEYOADMGEL TOAD TO TOLYVIOl
EKUETOAAEVOUEVOL AAAEG TEYVIKES VIO ONUIOVPYIN TVUYAIOV YOPTOV (OTWS Y10 TOPASEIYLO TOPUYDYN
uéow Perlin Noise) kdvovtog £tol ToAd Mo TepimAokeg dOUEG HE TNV YPNON TOV TEXVIKOV TTOL
TOPOVGLACHUE TNV gpyocia (Anwovpyia ypagikdv oto Aseprite, kot ypriion tov Tilesetter yio v
eEayoyn Tov enegepyacpévov ypaeikdv oto Unity). TO koppdtt kd@dka mov aeopd Ty dnpovpyia
TOV YOPTOV, UTopel va ypnoipomombeil avtdvopo amd GAAOVG TPOYPUUUATIOTEG dAAALOVTOC LOVO TIG
napapusTpovg otov editor. Mmopei eniong BeAtiwbel 1 AertovpykdOTNTO, HE OPIGUEVEC OAAAYEC GTOV
KOOKA Y10l VoL EELTNPETAGEL SLAPOPOVE GKOTOVG OTMG TTOY VIOl TOAAATADY YPNOTOV 1 aENCT XPHONG
TEYVNTNG VOMLOGHVNG Y10 TOVS OVTUTAAOVG.

Mo axopo Bertioon givar n TpocHNKN TEPATEP® GUGTNUATOV OO COGTN IO ATOONKEVLTIKOD YDPOV
Y10 AVTIKEIPEVO, GUGTILO O10AOY®V, KOOMOC Kol GOGTNLLO TPAOSOL YOPUKTPA.
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