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Befoidovar on siuor o ovyypagéas avtig g epyaciag kor ot kale fonbeio v omoio giyo yio. v
TPOETOIUATTIO, THE EIVAL TANPWS OVAYVWPLOUEVY KOl GVOYEPETOL oTny gpyaoia. Emions, éxw rxataypawer tig
OTOLES TTNYES OO TIG OTOLEG EKOVA. YPTIOT OEOOUEV®YV, 108V, EIKOVWY KOl KEUEVOD, EITE AVTES AVOPEPOVTAL
okp1fa¢ eite mapappaocuéves. Emmiéov, Pefoidvm 6tL avt n pyacio mposToLudoTKe amo EUEVA TPOTWTIKG,
e101kd, ¢ mroyiokn epyooia, oto Tunuo Mnyovikwv [IAnpogopikns ko HAektpovikav Zvotnudtwv tov
ALTIAE.

H rmoapodoo epyoocio amotelei mvevuotixy 10ioxtnoio. tov goitnty Acomopvit Mapkov Aviaviov mwov v
EKTOVNOE. XT0 TAQLIOI0 TG TOMTIKIG OVOIKTHE TPOGHACHS, 0 GUYYPOPENS/ONuULovpYos ekywpel oto A1ebveg
Havemotiuio g EALGOOG doeLa yprons Tov OIKoIMUATOS OVOTOPOYWYHS, OGAVEICLOD, TOPOVGLOCHS OTO KOIVO
Kol WHELOKNS OLOYDONS THG EPYacios Oledvag, o€ NAEKTPOVIKY HOPPH KOL GE OWOLOONTOTE HECO, YIO.
O100KTIKODG KO EPEVVNTIKODS TGKOTOVGS, Ve aviaildyuaros. H avoikty mpoofocy oto mANpes Keiuevo e
gpyooiog, Oev onuaiver Ko’ 010VONTOTE TPOTO TOPOYWDPNON OIKOIWUATWV OLOVONTIKHS 1010KTHOIOS TOD
OVYYPAPEQ/ONULOVPYOD, OVTE ETITPETEL TV QVOTOPOYWYH, OVOOHUOTIEVGY, OVIIYPOPY, TWANCH, EUTOPIKH
xpron, oovoun, éxdoon, uetapoptwon (downloading), avdptyon (uploading), ustappoon, oromoinon ue
OTOLOVONTOTE TPOTO, TUNUATIKG. 1] TEPIANTTIKG. THS EPYOTIAS, YWPIS TH PHTH TPONYOVUEVH EYYPAPH GOVOIVETH
TOD OVYYPAPEQ/OHUIOVPYOD.

H éyxpion g mroypokng epyaciog and 1o Tpquo Mnyavikedv ITAnpogopikng xor HAektpovikdv
Yvompdtov tov Atebvoig [Havemotnpiov g EAAGSOG, dev vTOONADVEL OMOPOITTOG KOl ATOS0YN TMV
ATOYEMV TOL GLYYPAPED, EK LEPOVS ToL TunpoTos.



IIpoioyog

AT6 apretd pikpn nAikio, kotadapa 6Tt TEpa omd To omAd va Toilm, acLVEIDNTO CKEQPTOLOVY TNV AOYIKN
7OV UTOPOVGE VO, VITAPYEL TO® amd avTo. Me o TEPAcUA TOV ¥PAVOL Kot Ta. Prvteomaryviota va, yivovtot
OAOEVOL KOL TTLO OLLOP@, YONTEVOLOVY GTNV 10£0 TOV Vo SNULOVPYNO® KoL EYD EVOL KO [LOV.

ATO(QAG160, £TG1 VO GTTOVIACH TATPOPOPIKT] KOl VO EKTOVHCM L0 TTUYLOKT TTOL B0, Lov dDGEL TV gvKatpia,
va gufabive oy avantoén Pvteonatyvidimy.

To mp®@TO TPOPANUE TOV OVTIUETOTIGO NTAV 1 ETIAOYT TNG UNYOVAG, LE TNV omoia NOgla va aoyoAndm.
Yayvovtag katédn&a otig 2 emdoyég Unity kot Unreal Engine. Ot 2 o duvatég kot Sopedv punyaveg yio
TOAG ¥povia. Kat mdAl opmg peta&d tov 2, n exthoyn oy SOGKOAT, Y®pig va vrdpyetl Kamotog Eekabapog
VIKNTAC. 2TV ava{Tnon KoV, TapaTt)pnod 0Tl oL Aoy ElS StoTavTol. AALOL YPNGYLOTOLODGAV TV U0, EVD
GALOL TV GAAN.

Eppabiovovtag, kotdhapa 6t moAlol moapdyovieg mailovv poAo oV EMAOYN TG UNyovhg mov Oa
YPNOOTOMGEL KATO10G. ATO TNV TAATQOPLL TTOL GTOYEVEL, TNV TOLOTITO TOV YPAPIKDV, TNV EVYEPELN TOV
dNUIoVPYDV € KMdIKa, TO péEYeDoc T opnddag Kot ToAAODS akduo, AOYOoLG.

H emnloyn tov 0épatog £yve Kot yio TV TPOCOTIKY OVATTLEN TV OeE10THTOV LoV OTIC 2 UNYXOVES AALG
KOl TNV OLYKEVTPMOT] TANPOPOPLOY Kol AVAALGY] TOVS, DCTE VO UTOPEL Vo Yivel o €OKOAN M EMAOYN
unyavng oe kamotov mov BéAel va. evtaybei otov kéouo tov game development, kat dev E€pet amd mov va
EeKvnoet.



Iepiinyn

Avt 1 epyacio el ®C 6KOMO TS, TV avaAvon kat £metto Ty ovykpton g Unreal Engine kot g Unity
ue Paon Tig mopakdto TTVYEG, ue otoyo v Ponbelo. kdmoov véov Developer va kotovonoet Tig
dUVATOTTEG TOVG OTNV KOADTEPT ANYT aTdOPOGTC TOV, OG TPOG TNV EMAOYN UNYOVAG TOL ol KAVEL, yio TNV
avantuén evog dikod Tov project:

o  Evko)ria Xpiiong kot Expadnong: Avaivon kat e£€toom T KOUTOANG EKUAONoNG TV 2 UNYavaoy,
™G XPNOTIKOTNTOS TOV TEYVOAOYLDV KOl EPYUAEimV Kol TV BIPAI0ONKOV TOL TPOGPEPOLY Yio TV
avATTUEN oG TETONG EPAPUOYNC.

o [lowmra xar Peolotikétata Ipogikdv: A&AdGYyNon g modTNToS YPAPIKOV KOl TOV
PEOAMOUOD TOL OMUOVPYNUEVOL TEPPAALOVTOC Kol TOV HOVIEA®MY OONYNOTG TOL WITOPOVY Vo
napoyfovv oty Kabe pnyovi.

o  Am600061 KOl ATOTEAECHATIKOTNTO: ZVYKPION TNG ALOS00NG TOV TOLVISIDY 00NYNGNGC, £XOVTOS
VIOYT TAPAYOVTEC OTIMG PLOUOC KapE KaL TV XPToN TOP®V.

o YmootipiEn kor Kowétnra: A&oAdynon g Pondetag mov vadpyetl omd Ty KOwoTTo Kol TOVG
1010V¢ TOVG KATAGKEVLOGTEC (G TPOG TOVG O1AOEGILOVE TOPOVG, EKTALOEVTIKO VAIKO Kot Bonnudtmv.

H mopoandveo avalvon ko cdykpion, 0o covodevtel amd v avamtuén evog moyvidlod Kot oTig 2
mhoteopuec. Ta telkd mpoidvio Oa ypnoipomombody yo TV EKTIUNGCN TOV TPOoavaEepOLivImV
TOPAYOVI®MV KOl TNV KOADTEPN KOl OW®OTOTEPT €E0Y®YN OCULUTEPACUATOV GCYETIKO WHE TNV
KOATOAANAOAN T KABE Unyavig Yo TNV avamTuén TETo1mVv Epymv.



Abstract

Comparative Study of Unreal Engine and Unity: Capabilities, Game

Implementation, and Guidance for New Developers This project aims to analyze
and subsequently compare Unreal Engine and Unity based on the following aspects, with the goal of helping
a new developer understand their capabilities and make a more informed decision regarding the engine to
choose for developing their own project:

e Ease of Use and Learning Curve: An analysis and evaluation of each engine's learning curve,
usability of tools and technologies, and the libraries provided for the development of such an
application.

e Graphics Quality and Realism: An assessment of the visual quality and the realism of the created
environments and driving models that can be produced within each engine.

e Performance and Efficiency: A comparison of the performance of driving games developed with
each engine, considering factors such as frame rate and resource usage.

e Support and Community: An evaluation of the available assistance from both the community and
the engine developers, including resources, documentation, tutorials, and learning materials.

This analysis and comparison will be accompanied by the development of a game in both platforms. The
final products will be used to assess the aforementioned factors and to draw more accurate conclusions
regarding the suitability of each engine for developing such projects.
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Ewcayoyn

Kegpdrono 1o Ewsayoy

H Bropnyovia g avantoéng ynoakov oy vididv to TeEAgutaio ypovia yvopilel aAuatddn Tpododo kol
amotelel Evav amd TOLE TaYDTEPA AVATTUCCOUEVOVG TOEIG GTOV YMPO TNG TEXVOAOYIOG KOl TN WYOYAYOYING.
Ta ynoaxd moyvidlo dev amotelobV TAEOV ATAMG HEGO JUGKEDACTG, GALL GUVIGTOVV £VO TTOAVGVUVOETO
TPOIOV TOV GLVOLALEL TE(VES, EMOTNES VITOAOYIGTAV, TEYVITI VONUOGUVT|, GYESINOT] CAANAETIOPACTIKMV
TEPIPOALOVTOV KOl OPNYNOT 1GTOPIDV. LTO TAAIGIO OVTO, Ol GUYYXPOVEG UNYAVES aVATTLENG T VIOIDV
(game engines) amoTELOVV TOV 0KPOY®VINiO AlBo Tng dnuovpykng dwadtkaciog, kabdg Tpoceépovy GTov
TPOYPOUUOTIOT KOL TOV GYEOINOTI WO OAOKANP®UEV €pyorelodnkm ywo. v vAomoinorn ocbvvOetmv
EIKOVIKDV KOCU®OV UE DYNASG Babpd peaiopnod kot oAANAeTidpaonc.

Meta&h tov dubéciumy game engines, dV0 TAATPOPUES EXOVV KVPLOPYNCEL Ta TEAeVTaia ¥povia: | Unreal
Engine, mov avamtdyOnke amnd v Epic Games, kai n Unity, mov amoterel To kOplo mpotdév ¢ Unity
Technologies. Kat ot 800 unyovéc mpooeipovy eEapeTikd TponyUEVES duVaTOTNTEG Kol vrtootnpilovtal
00 TOATANOEIC KOWOTNTEG YPNOTAOV Kol TPOYPAUUOTIOTOV, KAOIGTOVTIG TEG EPYOAEID TPMTNG ETIAOYNG
v emoryyeApotiec g Prounyaviag oAAdG kot yio véoug dnuovpyovc. H emhoyn peta&d Unreal Engine kot
Unity dgv eivan mdvtote gokoAn, kobmdg 1 kabepio S100étel TAEOVEKTNUOTO KO 1O1TEPOTNTEC TOV
OVTOTTOKPIVOVTOL GE SUPOPETIKEG AVAYKES KOl TTPOTEPAUOTNTEG AVATTUENC.

H mapovca nroylokn epyacio £xel mg KEVIPIKO okomod T cvuykpitikny ueAétn tov Unreal Engine kot Unity,
UE EUQOOT) TOGO GTIC TEYVIKES TOVG dVVOTOTNTEG OGO KOl OTIC TPOUKTIKEC eQapUOYEG Tove. Edwdtepa, n
gpyocio oTOYEVEL OTIV OVOAVLTIKY TOPOVCINoT) TV dV0 UNXOVAV, GTI] GLGTNLOTIKY JEPEVVNOTN TV
YOPOKTNPICTIKMDY TOVG, OTN KEAETN TV PeBOdwV eyKatdoTaong kal pOHORIons Tov TepPAAALOVTOS TOLG,
KaBMG Kol oTNV TPOAKTIKY vAomoinon evog épyov o€ kabepio amd avtés. Méoa amd avth T dadikocio
emepeital n eEaymyn acQUADY GUUTEPUCUATMV AVOPOPIKA LE TO, TAEOVEKTILOTO KOL TO LLELOVEKTILLOTOL
KGOe pNyovhg, VO TAPAAANAO SOTLTOVOVTOL KATEVOVVGEIC KOl TPOTAGEIS OV UTOPOLV VO (OVOLYV
¥pNoLeg o€ véoug developers ot 0moiot Kvouv Ta TPATA TOVG PrILLATO GTOV XMPO TNG AVATTLENG TOLYVIOLDV.

To mapadotéa g epyaciog cuvictavtol o€ Tpia dwukprtd emnineda. [IpdTov, mepthapPdvetor pio Bewpntikn
avEALGT TOV SVVATOTHTOV, TV TEYVOLOYLDV KU1 TOV ELEKTAGEWDY TOV TPOGPEPEL | KAOE punyovi. Agdtepov,
TapoLCIALETAL 1] TPOKTIKT EQAPLOYN LEG® TG ONHovpyiog S0 EPymV LE OVTIGTOLYO YOUPOKTPIGTIKE, £val
otnv Unreal Engine kot éva otnv Unity, ta omoio vAomomOnKav pe otoyo v avAadelsn tov dSlopopdyv GTnyV
avamtoén. Tpitov, emnyepeiton 1 TeAKN cvykpitiky agloldynon tov onotelecudtov, dote va e&aybovv
YPNOUWLO KOl TEKUNPIOUEVO GUUTEPAGUATO TOV HUTOPOLV VO OTMOTEAEGOUV O0ONYO Yl TN UEAAOVTIKY|
EVOGYOANGN VEOV SNUIOVPYADV LE TIG CLYKEKPILEVES TAATQOPLLES.

H dopn g epyaciog etvar opyavepévn pe tpomo mov va eEuanpetel ) otadiokn Tapovsiocn e Bewplog
KOLL TNV TPOKTIKY TNG EPAPUOYT. ZTO 0€VTEPO KEPAANLO TAPOVGIALOVTAL GUVORTIKG Ol PNYAVES OVATTUENG
Kol 1 onuacio Touvg ot ovuyypovn Plopnyavio Yyneuwkov Toyvidudyv. XT0 TPito KEPAAUO0 avoAvEeTl
ektevadg 1 Unreal Engine, pe avoagopd 6Ny 10T0p1KT ¢ TopEia, TG TEXVIKES TPOIYPAPES, TO TEPIPAALOV
¥pong Ko Tig Pacikés texvoAoyieg mov T yopaktpifovv, koB®OG Kol OTO. TAEOVEKTHHOTH Kot
peovekmpatd me. Avtiototya, To TETapto KeQaralo etvor apiepmpévo oty Unity, 1 orola e&gtdletan pe
Baon v wotopikn G EEMEN, T TEXVIKA TNG YOPOKTNPIGTIKA, TO TEPPAALOV aVATTLENG KOl TIG EMUEPOVG
TEYVOLOYiEG TOL TNV KaB1GTOVV 1310iTEPO SNUOPIAN.
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Y10 TEPTTO KEPAAOLO TOLPOVCIALETOL AVOAVTIKG 1 dlodikacion VAomoinong evog épyov oty Unreal Engine,
EEKIVOVTOG OO TNV ECAYOYT TOV assets Kol TNV opyavwor Tov project Kot KOToAyovTag ot dnuovpyia,
TOL EIKOVIKOV KOGLLOL, 6T pUOUIOT| TG TAONYNOTG, TNV OVATTLEN TNG SIETAPTC XPTOT KOl GTNV EKTEAECT
Tov tehMkov build. 1o éxto Ke@AAulo akolovbel n avtioToyyn viomoinon épyov oty Unity, ®ote va
KOTOGTEL EQPIKTN 1) GLYKPITIKN HeAETn vad moapouoleg cvuvinies. To EBdopo kat tedevtaio kKePAAoLo
GUYKEVTPMVEL TOL GUUTEPAGUOTO TNG EPEVVAG KO EMLYEPEL TN GLYKPITIKN OTOTIUNGN TOV 600 UNYavav,
a10A0YOVTOC TNV OOSOTIKOTNTA, TI AEITOVPYIKOTNTA, TNV EVKOAIN ¥PNOTG KOl TNV TPOOTTIKY TOLG Yo
UEAAOVTIKY avamTuén).

Ev kataxkeiol, n epyacio auti @rlodolel va TpoceEpel o OAOKANP®UEVT KOV, T@V 0D0 KLPLOTEPMOV
game engines Tov Kuplopyovuy 6TV ToyKOGuio Bopnyovio avartuéng moyvididv. Méoa amd ) Bewpntikn
KO TPOKTIKY TPOGEYYIOT], EMOLMKEL O)L LOVO VO GUYKPIVEL OVTIKEUEVIKG, TIG SOUVOLTOTITEG KO TIG AOVVOLIES
tov Unreal Engine kot Unity, oAAG Kot vo omotedéaet Evay yprioo 0dnyo yuo véoug developers, fonfdvtag
TOVG VOL ETAEEOVV TO KATAAANAO EPYOAELD VIOl TNV AVATTVEN TOV LEALOVTIKDV TOVG EPYMV.

Aééarc-kherdra: Unity, Unreal Engine, Ilpocopoiwtig Odnynong, Avamtoén IMoayvidiov, Zdykpion
Mnyovov Hoyviduov.

-2-



Awdwacio Avartoéng [oyvidiov kot
Polog twv Game Engines

Kepdrawo 20  Awowkacio Avamtving Hoyviowov kar Polrog
tov Game Engines

Olot pag égovue mai&el kamolo otiyun oty {oN Hog KAmolo motyviol, iTe 0VTO NTUV GE VITOAOYIGTY, O
KoveOAd 1 670 KivnTto. Oumg mic® amd avtd 1o TOAD OLoPPO Kot S100KESASTIKO ToLyViol, PpickeTal £vag
TOAD TOADTAOKOG KMOIKAG, TOV GLVOLEL TNV TEYVN ONMOG HOLGIKN Kol YPOQEIKE, UE TNV AOYIKN Kol TNV
TANPOPOPIKN. Me T0 TEPUTUO TOV YPOVOV, EYOVUE KOTAPEPEL VO PTACOVIE PEPIKES TTTUYEG TNG OVATTUENS
TOLYVIOLUDY GE OVTOUOTOTOUEVE ETITESD 1) GE OTEiO TTOL 1) 1d10L 1| UV AVATTTLENG TTOL YPTCLOTTOLEITOL
VoL 6oV divel £TolEeC ADGELG, LEIDMVOVTOG TOV YPOVO Y10, TV OAOKANP®GCT] EVOG TOLYVIOL0D.

H avdamroén (Production) duwmc épyetor apydtepa Kot dev gival 1o Tpdto Pripa mov akolovbeitat. ITpv amd
avTn vdpyel n cOANYT g 16€ag (Concept) kain Tpoepyacio (Pre-Production), evd vidpyet Kot 10 «UeTd»
(Post-Production).

2.1 Concept

H cOAANyn ¢ 18€ag gival to mpdTo frpa dnuovpyiag moryvididv. Eivol n arogacr tov €idovg motyvidion
(omw¢ Racing, First-Person Shooter), av 6a givar yio kovedla, yio. VTOAOYIGTH, Yo Kvntd i yuo Oha, 1
unyovn mov Bo ypnoonombel, kabhg emione, o€ avTd TO GTASI0 Bol ATOPUCIGTOVY KOl TPAYLLATO OTTMS TO
av Bo eivan Paciopéva o alndwvd yeyovoto M| og kdmolo Pipiio N touvia, av Oa cvveyilel kdmolov Mon
VIAPY®V TITAO 1 v O TPOCOUOIDOVEL PE KATOLOV TPOTO TNV TparyroTtkoTnTa. [1]

2.2 Pre-Production

To emopevo Prjna eivor Kol 7o mo oNUAVTIKO. € avTd, B GLUUETAGYOVY OAot doot Ba Thpovy PEPOG TNV
dnuovpyia tov maryvidon, peta&d GAwv mpoypappatiotég (Programmers), cevoploypaeot, KoOAMTEXVES
(Artists) ko mapaywyoi. Orot pali Ba korackevdoovy 6To YapTi To TorKVidl. Oa yYpaeTei 1 1otopia (v Exel
pa), ta Booikd onueio owtg, Oo dapopewhovv to kovumid (iNPuUts) amd TOLg TPOYPAUUATIOTEG Kot Oa
dnuovpynBet kot to €kacTIKO TPooKESL0 Tov maryvidov (Concept Art), mavta pe yvodpova to Concept mov
£Yel amoPaGIoTEL 6TO TPONYoLHEVO Pripa. [1]

2.3 Production

To 1pito ko mpoterevtaio 6tad0 givor 1 avdmtuén. Xe avtd TO OTAdD, AVAPEPOLOCTE TAEOV GTN
onpovpyia Tov dov Tov TaVdY kabavtod. Ot mpoypoppatiotés yriCovv ta Pacikd otoryeio Tov
T VIS, 6mme v Piprodnkn kot v teyvn vonuoovvn (Al), evéd dirot ytiovv ot ypetdleTat yio ta
YPOPIKA, E01KA €€, poTiopd. Ot artists aoyorobvrar pe to KOAMTEYVIKG KOppdtie, OT®G 1 LOVGIKN, M
€IKOVOYPAQNoN Kat TV kivnon (animation).

Aol oAokAnpmBovv kat evomomBovv 6da pali Oa yivel évag moloTikdg EAeyy0g TOV TEAKOD TPOIOVTOG, Yo
X6V oAhayéG mov mpémel vo yivouv. o mopdderypa, pmopei o otoyog v givor to 60 Kapé ovd
devteporento (fps), aAAd va vapyovy oTIypéEG TTOV TO AVl Vo TEPTEL KAT® amd avTd, YUADVTOG TV

-3-
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eumelpia. Omote Bo Tpémel o€ aVTO TO GTASIO VO ATOPAGIGTOLY TUYMV OAAAYEG Yio TNV PelTioTonOinoT
(optimization) Tov moyvidio0 mpog dravoun. [1]

2.4 Post-Production

‘Emerta Tov optimization og éva onueio mov va. givol kavomomuévor ot dnpovpyol, £pyetar 1o 4° Kot
TeleVTOio 0TGO10. Eekvd pe ™V dlavoun tov moyvidlod ot mpown ekdoyn (Alpha Version) oe
TEPLOPICUEVO KOO, e okomd va Bpefodv kot va d1opBmBodv Addn (errors) kat opdiuata (bugs), Tpv mv
emionun Kvklopopia.

Me v ohokAfpwon kot Tov 4°° 6Tadiov, To oty vidl KukAopopel exionua. TNV TEPITTOOT TOV KOVGOA®V,
TO 1o viol Oo 6TOAEL Kol OTOV KOTOUGKELUOTN TNG EKAGTOTE KOVGOANS YLOL TNV TTOLOTIKO EAEYYO, TPV TNV
KukAogopia. [1]

310 TPOTO GTASL0, 1 EMAOYN TNG UNYAVIS OVATTUENG EIVaL OTO TIC TTO CMUAVTIKEG. Me TOV Opo PNy avi)
avartoéng moyvidtdvy (game engines) evvoolbue &va, TPOYPAUUOTIOTIKO TEPPAAAOY, YVMOTO KOl OC
COPYLTEKTOVIKY ToVIo00», LE TO OmOi0 KAMOl0g umopel va onuovpyncel dwoddototo (2D) 7
tprodtdototo (3D) mepiPdirovta, PaciOpuevog oe pLOUICELS Kot TEXVIKES TOV OTAOVGTEVOLV T1) SL0dIKAGi0,
YPNOOTOLDVTOG d1dpopec YAhooeg Tpoypappotiopnod. [2] TIpokettol ovolaotikd Yo £vo 6OVolo amod
gpyaleio Ko VTOcVLOTANATO OTMG 1 arddoon ypaeikav (rendering), n euoikn mpocopoimon (physics),
dayeipton Mov Kot €€, N eV vonuooHvy, To animation kot 1 VrooTHPIEN TOAAATADY TAATQOPUGOV,
OV CLYKEVIPMOVOVTUL GE Wi EVIOi0 KOl OpYOVmEILEVT LOPOT.

Ot unyovég owTég EMTPEMOVY GTOVG TPOYPOLUUATIOTES, CYESINOTEG KOl KOAMTEYVEG v cuvepydlovTon
OTOTEAEGLOTIKA GE VA KOO Yyne1oko meptBdilov, KafiotdvTag T d1adtKacio Tapaywyns evog Totyviolon
7O ATOSOTIKT, TPOPAEYIUN Kot GUOTNUOTIKY. O1 TEPIOCOTEPEC GVYYPOVEG UNYOVES OVATTUENG TPOGPEPOLY
Ypopwd mepPdAlov epyaciog, OmTIKO TPOYPAUUATIONS, EMEKTACELS TPpitwV, KAODC KAl VTOSTAPIEN Yo
mAn00¢ mhatepopumv onmg PC, kovedieg, kivntég ouokevéc kat VRIAR teyvoroyiec.

Epyopevol 610 20 otddlo, mpénetl va amopooiotel moa pnyavh Ba ypnoonomBel yo v mTopaywyn Tov
oy Voo, Mia moAd Kpioun amdeacn, kabng Ba mpénet va a&loloynBobv OAec ot mBaves Yo vo emheyOel
N koAdtepn pe Paon doeopov mapaydviov, petold GAAOV TS TeYVIKEG yvaoelg tov developer, tov
TEYVIKOV TPodiaypap®v mov Béhovue va €xel To telkd mpoidv. Aev pmopel va yivel SU®G o GOOTH Kot
OVTIKELEVIKT] GUYKPIOT] AV OV £YOVUE TNV KATAAANAN TPOGOMIKN eUmEpia KOL YVAOGT 0O TN XPNOT| TOV
UNYOVAV oL £yovpe dtabEcIES oV ETAOYEG.

Ooov apopd TIg VILAPYOLOES UNYAVES, 0TEG eivar ToAAéC. Eite cav vinpeoieg tpitwv (Unity, Unreal), site
110kTeg punyovég (Frostbite g EA, Rage g Rockstar). Me ) 21 kotnyopio vo givat KAEIGTOD KMSKO,
GUVETMG VAL XPELALoVTOL AOELD YPTONG N KOl GE KATOLEG TEPIMTAOGELS VO £IvaLl KOt LOVO Y10l TPOSMOTIKY| (PTIoM
™G 1610, ™G ETOPEING TOL TNV KOTACKEDAGE, Ol TEPLGCOTEPES UIKPES ETatpeies kot aveEaptnrot developers
GTPEPOVV TO PAEULLA TOVG OTIG OWPEAYV UNYAVEG TPITOV.

e Kopio mepinTmon Opms, oviag dmpedv dev Tic kKafioTd Kol KoT®dTePEG. MAMGOTA, 0L O SLUOESOUEVES
gtvar n Unreal ka1 i Unity. Kvpuapyodv 6tov xdpo ¢ avamtuéng mayvididv oAld Kot oyt povo, kabmg
TPocPEPOVY eEapeTKA gpyalela kar duvorotmrtes. Onwg eivar yvmotd, Kot ot 2 pnyavég €ovv tnv
KOVOTITO VO SNUOVPYHOOVV L0 DYNANG TOLOTN TG EPAPLLOYT, TPOGPEPOVTOS SLOPOPETIKT EUTELPIO GTOV
¥pNoTN M KAbe pa.
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KaTtavourpf Game Engines oz lNMaoawyvidlia tTouv Steam

AAANEG / 1BLOKTNTEG Godot

Source / Source 2

GameMaker

18.0% 2.0%
5.0%

5.0%

20.0% )
° Unreal Engine

50.0%

Unity

2.1) Katavourj Game Engines oe waryvidia tov Steam uéypt ko tov Iovovapio 2025 [5]

H Unity napéyovtag otov ypiotn éva gupd edcpo Etounv Bilodnkdv kot assets, po @iiky mpog tov
ypNotn diemapr], ToALd dwpedv online pobnuata kot pio peydin kowdmnto, Bempeitar omd ToAAoVG oTOV
YOPO MG TNV WAVIKN UNYOVN Y10 0pYEplovg TPOYPUUUATIOTEG N Ko puKkpoTepeg opddeg avamtuéne. [3]
Ynootmpilel YAdooeg 6mwg C#, emttpénel v avantuén o€ TA00¢ TAaTQopprdv kot Sivel HeYaAn svel&ia
otov oyedlacpd 2D 1 3D moyvidiov. Eivow emiong witepa yprioyn o€ €papUoyés eKmaidevong,
TPOGOLOIMOTG KOl OPYLTEKTOVIKIG ATEIKOVIGTG.

H Unreal, o avrtifeon, Oswpeitor dvokolotepn oty ekpdabnon g, oAld TPocQEPEL PEYOADTEPES
ovvatomreg. [Hopéyel otov ypnom pio Pipiodnkn pe €topa epyoleio, assets vyming evkpivelog kot
TOAAEG TEYVOLOYIES Y10 TN SlevkOAvVeT dnovpyiag mayvidiwy. Evoopatmvel to cvotua Blueprint, éva
ontikd ovotua SCripting mov emTpénel TOV TPOYPAUUOTIGHO X®PIg Ypaen Kddka, kot vrooTnpilel
nponyuéveg teyvoloyieg omwg Lumen (dvvapkos eotiopds), Nanite (swovikn yeopetpic vyning
motomTog) Kot real-time rendering, kabiotdvtag v Wavikn yio AAA Tapay®yEég 1 €pya TOV AmaLtovv
VYNAO eMinedo peaAGLOV.

A&iler va onueiwdei 0t téco n Unity 6co kar np Unreal ypnoonotobvrol onpepa mépo amd ™ Bropunyavio
TOU gaming — og Topelc OmmMG M TNAEGPAS] KoL O KIVNUOTOYPAPOS, 1) OPYLTEKTOVIKY, N
QVTOKIVI|TOPropnyavia Kot 1 EKTAIOEV6T], ATOdEKVOOVTAG TNV eveMEia Kol T dVVAUN TOLG WG EpYUieia
Yneokmg dnpovpyiag.
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Hopakdto Oo avaivBobv OLeg o1 TEYVOLOYIEG TOV TPOGPEPEL 1) KAOE pnyov), KaBmG Kot Evag pikpog 0dnyog
Yo v Ka0e pia, eENYOvVToc ThS va xpnoiponotnfody oe Pactkd Eninedo e YVOUOVA TN YPHOT| TOVG OTIG
EPUPLOYEC TOL GVVOSIELOLV TO KEIPEVO.
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H Unreal Engine, pio 016 Tig 710 16%0p£G Kot S10e00UEVEG UNYOVES YPOPIKDVY TOYKOGUIMG, dNiovpyndnke
amd v Epic Games 1o 1995 yio va kaADYEL TV OvAyKN) TOV SNUOVPYOV TOLVISIOV Y10 PEAIGTIKY|
OTEKOVIOT] KOL TAOVCLO0 TEPIEXOUEVO. EEKIVOVTOG O¢ €PYoAsio yio TN dnuovpyio TPLodidoTaTmV
Bvteomayvididv, eEeliyOnke e Ta YpOVIa GE L0, TOAVLOPPIKT TANTEOPLO OV VItocTnpilel TV avamTuén
0100 pUCTIKAOV EPUPROYOV, TAWVIAOV, YNOLoKAV TpSthep, VR/AR gumeipidv, akopo Kol Tpocopotdeemy
Y0, OPYLTEKTOVIKT KOl EKTOidEVGN. XNuepa, tithol omwe to Fortnite kot to Rocket League, oAld kot
dnuoprels mAeomtikég mapaywyés 6mwg The Mandalorian, o&omolobv Tig duvatdmTég ™C Yoo T
dNuUoLPYia. EVILIMCIOKOY YPAPIKOV Kot TepIPaildviov vyning motdmrag [4] [5].

H Unreal Engine diatifetat dwpedy yio yprion, Ue EVEMKTOVS 6povg ddeLag avaloya pe To £id0g Tov £pyov
Kot 1o epmoptkd tov uéyeboc. Tapdro mov o TNYHiog KAOdIKAG TS gival TpocPdocipos péow tov GitHub
Y10, GKOTTOVG KOTOVONONG KOl OMUGQUAUATOCNG, 1 Gdew Xpong g mopopével Kheetod tomov [30].
Ynootmpilel Aerrovpywkd cvotipare Windows, Mac kou Linux, eved cuvepyaletot dpiota pue epyoieio
avantvéng omwg to Visual Studio (2015 kat petayevéotepa), pe entmiéov vrootpién néow tmv Unreal
Engine Visual Studio Tools, mov emitpémovy v KoAdTepT dlayeipion Tov KMSIKE KOl TNV OT000TIKY
petoyAdttion [5] [6].

H Unreal Baciletar katd kopto Adyo ot yA®oea C++, odldhd vrootpilel Kol OTTIKO TPOYPOUUOTIGHO
puéow tov ovotnuatog Blueprints — éva gpyaieio mov emtpémel v avamtvén Aoyikng xmpic ypopun
K®OOWKO. Avtd TO GUGTNO YPNOLOTOLELTAL EVPEMG Yol TN OMLIoVPYi TPMOTOTLT®Y, GAAL O GLVOLAGLOC
Blueprints kot C++ givor 1) mpotetvopevn Tpocsyyion Yo OAOKANPOUEVE. £pY0l, KOODC EKUETAAAEDETOL TA,
TAEOVEKTILOTO, KOl TV 600 TeXvoAoyIdV [7].

H Epic Games mapéyst ektevi) Tekunpioen, odnyoic, fivieopabnuata (Sopedv kal eni mAnpoUn), Kot
Baoukd assets (Loviéla, LAIKA, €9€), KAAoTOVTOG EQIKTN TNV dueot Evapén dnuovpyiag. EmmAéov, pe myv
mAoteoppo Unreal Marketplace, ot yprioteg pmopovv va amoKToovy ETOO TEPLEXOUEVO (NYOVG, SCripts,
animations, tomio, oKOMA KOl OMOKANPOUEVO £PYQL), TO OTOI0 UTOPOVV VO EVOOUOTOCOVV GTIG OIKEG TOVG
dnuovpyies, perdvovtag to xpovo avantuéng [8].

3.1 Iotopia

To 1995 o Tim Sweeney, Wpvtig ¢ Epic Games, dnpovpynoe Ty punyavn yuo 1K1 Tov ypnon, eve Ay
xpovia apyotepa (1998) v 81€bece kot oe GAAO GTOOVIIO TOL AVOYVAPLGAV TIS OLVOTOTNTEG TNG.
Exuetodievotav povo tov enefepyaoti kaBmg ypnoYLonolodce OTOKAEIGTIKG ondd0on HEGH AOYIGLULKOV
(Software Rendering). ‘Epepe oty empdvela teyvoloyieg onwg to Xvotquo Aviyvevons Zvykpovoewv
(Collision Detection). [9]

Me 11g suveyéc avoPabdpioelc mov dExTNKe Ta EMOUEVO YpoOVIa, 1) 2" EKEOOT] TG UNYXOVIG EKOVE TV ELGAVION
™G (2002). Mol pe v punyoavi £KAVe TV ELOAVICT) TOL KOt TO TToyvidl «America’s Armyy, £vo Toyviot
0€ GLVEPYOOCIO LE TOV OUEPIKAVIKO GTPATO YO TNV TANPOPOPNON, EKTAIOELON KOl TNV GTPATOAOYNON
mbovov otpatiotov. H unyavy mAéov dev ypnowomolovoe Software Rendering, aAAd mAéov
YPNOWOTOOVGE Kol TIS duvATOTNTEG TNG KAPTUG YPOPIK®V, aLEAVOVTOS TNV TOWOTNTO TOV YPUPIKOV
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katakdpvea. [Ipdcbeoe Aertovpyieg omwe 10 Lvotqua Aneikovions/Tlpooouoiwong Zwuotidiowy (Particle
System). [9]

To 2006 xvkhopopnoe n 3" éxdoon ¢ unyavig (UE3). Acitovpyiec énwg 10 Zdotquo ITlpocouoiwons
Dovoikng (Physics System) kot to Zdotqua Hyov (Sound System) éxavo tv eu@dvion tovc. Towg 1
UEYOADTEPT] OAALYT] OLLOG TTOV EPEPE, NTAV OTL Y10l TOVG VITOAOYIGLOVG TAEOV OEV YPTGLOTO00VTAY KOPUPEG
(Vertexes) aiia ewovootoryeia (Pixels), avafaduifovtog axdue mepiocotepo ta ypoeikd. To 2010, n
unyavny Kaioye tig ovaykec tov developer otov topéa TV Kvntdv, Sivovtag Toug TV duvatdTnTo, Yio
avantuén moyvididy i0S kot Android. Tnv UE3 vioBétnoav ota matyvidia toug peydieg stoipeieg, dmmg n
Disney, n Atari xou 1 Ubisoft. [9]

INa 8 ypdvia uéypt o 2014, frav Kopiapyn 6Tov ¥HPo, £0¢ 6Tov TV BEcN g TPE N Kavohpylo €KO0oM
(UE4). Evd n unyavn £pepe ToAAEG véeg Kovotopiee, GAAae kat pilikd tov Tpdmo He Tov 0moio ot ypioTeg
NG LTOPOVGAV VO, STUovpynoovy ta oy vidw tovg. H punyavh népace amd amid mpoypappoticpd C++ oe
Ortrd Tpoypouuatioud (Blueprint Visual Scripting). ®vowd, £vac developer propotoe axopa va. ypdyet
™mv A0YIK) mov Nbeke ue v mokd uébodo, pe to visual scripting opme amlovotevotay KoTd TOAD M
dradkacio ONUIoVPYiog PaCIKOV AEITOLPYIDOV EVOS TALYVIOIOD. X€ VTN TNV K00, TPOTOEUPOVIGTNKE KOl
10 Zvotnua Iaykdouiov Pwticuod (Global lllumination System). [9]

To 2020 avakowvddnke kot kukhopdpnoe n UES. Avty n ékdoon avafaduice malég teyvoroyieg mov
vnpyav oty unyovn (to Global IHlumination System, nAéov Lumen) kai épepe kovobpyleg, pepikés amd
avtéc va givar 10 Zvotnua Yynine Ihotétnrac Mixpoyewuetpiog (Nanites) ko 1o Zdotnua Avvouixic
Kazovourc ko @dprwone tov Hoayxdouiov Xopty (World Partition). [10]

3.2 Teyvucéc Tpodiaypapéc

H Unreal Engine 5.6 vrootnpileton and Asttovpyikd cvotiuoze Windows, Eskivaviog amd v ékdoor 10
KOl peTayevéoTepa, pe mpotewouevn m ypnon tov Windows 11 ya Bédtiom amddoon. Ocov apopd tov
ene&epyaotn, Tpoteivetor n yprion evog egamvpnvov (1 KoAvtepov) poviéhov g Intel  mg AMD, pe
eAqyoTn ovyvotnTa Agrtovpyiag ta 3.4 GHz, mpokeyévon va alomomBodv TANp®S ot SVVATOTNTES TNG
UNYOVIG KOL TV TTOALVILATIKOV AELTOVPYLADV TNG.

Tao ta ypagikd, omorteitor kKapto ypaeikov cvopfotn pe DirectX 12, pe ehdyomn VRAM 1a 8 GB kot
vrootpién v Hardware Ray Tracing, dote vo givar duvoty n xprion tov Lumen kot tov Nanite og
Tpoyuatikd xpovo. Evdewrticd, kapteg onmg 1 NVIDIA RTX 2080 SUPER 1 vedtepeg amotelobv
GUVIGTAOUEVN EMAOYN Yl 6TaOEPT] AmdOOCT GE QMOLTNTIKA £PYO.

Ye 0,TL apopd Tov amobnkevtikd ydpo, n Unreal Engine 5.6 amattel onpovtikn yopntikdTta 1060 yio v
apykn eykatdotaon 6co Kot yuo v amobrkevon mpochetov mepleyopévon. Mo Bacikr| eykatdotaon
kataiapPaver mepinov 40 GB, evd £pya mov mepthapfavovy peydio GyKo Tplod1doTaTon TEPIEYOUEVOD —
OMMOG OPYITEKTOVIKEG LOKETEG, LOVTEAD YOPOKTHP®V 1 NYNTIKW/ QOTIOTIKE €QE — UTOPElL v dvENCOVY TIG
avéykeg anobnkevong oe 100 GB 1 kau mepiocdtepo. Ewdikd oty avamtvuén pe ypnon C++, 1o cdpfora
OTOCQAALATOONS, T0. omoio, glval amapaitnTa Yo v opb mopakorovdnon kot ddyvmon Tov KMo,
umopel va kataiappdvovv emmiéov 25-30 GB.
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SOpeova pe SOKIHEG TTOL TPOYUATOTOMONKAY GTO TAMIGIO TNG TOPOLGAS EPYOTing, aAAd Kal PAcel TV
enionuev ocvotdoswv g Epic Games, n ypnon evog ypnyopov SSD diokov tdomov NVMe gival
KaboploTikng onuociog. Avtog eEac@arilel ypnyopn @OpTOOT GKNVAV, OmoTEAECHOTIKO Streaming
dedopévav Kot opaAn Asttovpyia tov mepiPaiiovtog avamoéng. [11]

* Performance Notes

The spec below represents a typical system used at Epic Games (a Lenovo P620 Content Creation Workstation, standard version). This provides a
reasonable guideline for developing games with Unreal Engine 5:

Operating System: Windows 10 22H2

Power Supply: 1000W power supply unit

RAM: 128GB DDR4-3200

Processor: AMD Ryzen Threadripper Pro 3975WX Processor - 128MB Cache, 3.5 GHz base / 4.2 GHz turbo, 32 Cores / 64 Threads, 280w TDP
OS Drive: 1 TB M.2 NVMe3 x4 PCl-e SSD

DATA Drive: 4 TB Raid Array - 2 x 2TB NVMe3 x4 PCl-e SSD in Raid 0

GPU: Nvidia RTX 3080 - 10GB

NIC 1GBPS on-board + Intel X550-T1 10G PCl-e Ethernet adapter

TPM Compliant

3.1) Specs Yroloyiotij tne Epic

3.3 Eyxoatdotaomn ko [epipaiiov
3.3.1 Eyxoatdotoom

INo v eykatdotoon g Unreal, ypeialeton va katefdoovue to Epic Games Launcher, 1o onoio pmopobdpue
va, Bpovpe 610 d1adiktvo, otnv enionun oehida g Epic. Apov kaveig katefdoetl to Epic Games Launcher
KOl KAVEL GUVIEGT] GTOV AOYaPLOoHO TOV, 6Ta oplotepd Ba Bpet Eva tab pe titho “Unreal Engine”. TTotdvtog
10, Ko Tnyaivovtog oto tab “Biiodnkn (Library)” oto endve pépog tov launcher, 8a tov sppaviorei pio
nepoyn ne dvopa “Engine Versions”. Exel kdvovtog KAk oto “+”, Ba tov gppoaviotel éva ykpilopiopévo
KOLTAKL pe TV €kdoon G unyeving Kot éva Kovuri “Eykatdotaocn”. Tatdviog mive otov apBpo g
ékdoong, Eva dropdown pe OAeg Tig ekdOoEIg oL givar dlobéoues Ba eppavioTel, divoviag otov xpHoTn v
emAOYN va emAéEel. MeTd TV £YKOTAGTOGT TG UNYOVIG, TO KouTdikt Ba yivel pmie kot 1o kovuni TAéov Oa
ypaopet “Exxivnon (Launch)”.
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o Launch
@ Epic Games Library @ 2 Unreal Engine 5.5.4 n

ENGINE VERSIONS (@) <j 3
GITHUB SOURCE RELEASE NOTES

5.5.4 5.6.0-<, 14

Unreal Engine n n

¢ ... @

MY PROJECTS

1

Fab Library

3.2)Brjuaza Eykotacroons Miyovig

3.3.2 PvOuiceigc Mnyoavnic

Av 10 mayvidl wpog dnuovpyia Oo otoyever Android, i0S, Linux 1 Aoyiopkd thiedpaonc, Ba ypelaotel
péoa omd T pLOUIoELS TG EYKAUTESTNULEVNG LINYXOVIS, VO EYKOTAGTICOVLE TO avTioTOLo mokéTo. Mo va
KOTOPEPOVLLE VO ELTAOVTIGOVLLE TV U0V LLE TO avayKaio avtd tokéta, matdpe to feldkt dimia ond to
kovuni Exxivnon, kot thonyobuacte oty emthoyn PvBuiceig (Options). Exel Oa Bpodue OAec Tig emhoyég
OV EVOEYOUEVMG VA ypelaldpacte. o mopatnprcovpe 0Tt Oa €xel mpoemieypéves Kamoteg emloyéc. To
“Starter Content” ko1 to Templates and Feature Pack” givatl o dvo makéto mov kKGvovv TV ekkivnon
dnuovpyiag modd evkoln, TpochEToviag EToo Tpog ypron meplexopevo oto £pyo. To “Engine Source”
detyver mv mpoéhevon g unyavig (Epic Games Launcher 1 mnyaio k®dka) kot kabopilel i ahroyég mov
UTOpOvV Vo Yivouv otov muprva g unyovie. Emiong, vmdpyet ko m emioyn “Editor Symbols for
Debugging”, n omoia dgv givorl TPOETAEYHEVT, KL 1| YPNCIUOTNTA THG EIVOL Y10 KOTOGTHOEL TTLO EVKOAT TNV
anacQoUALAT®OT Tov Kddika C++. X mepintwon mov to £pyo givor eEolokApov etiaypévo pe Blueprints,
1 TeAgvtaio emAoyY| pumopet va unv evepyomoinOet.

-10 -
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3.3.3 Anovpyia 'Epyov

Me v dnpovpyia evog £€pyov Ko TV ETIA0YN TOL KatdAAnlov template, coppova pe Tig avayKeg Lag, 1
unyovn Bo Eexvnoel va petaylottilel ta apyeio Kodika mwov o Tpodimapyovy oto Epyo pag. O ypdvog
UETAYAMDTTIONG €IVOL OVAAOYOC TNG 10YV0C TOV €me&epynoTn Kal TNG TOXDTNTOS OVAYVAOPIGNE TOV GKANPOD
diokov. Evdeikvutar o dickog va. eivar tovddyiotov tomov Solid State Drive (SSD), evd évag dickog TOmov
SSD M.2 NVMe 0o peimve axopo Tepiocotepo Tov YpOvo LETAYADTTIONC.

Unreal Editor

3.3)[opacbvpo Metaylorrions

AoV ohokAnpwbei n petayrdttion, n Unreal 6o mpotpéyet Tov ypnotn vo emAEEEL KOl VO YPNGILOTOGEL
mv ypnon kanowov Illpdwwmov Epyov (Template). To kabe template eivar eumlovticpévo, pe Pooikd
npypato wov Ha yperactodv otov developer evd emiong e To avorypa Tov KatIAAA0L, UTOpEl Vo, £XEL KOt
étoylo. COMpoNeNts yia tmv xpNon Tove, 1ot doTE va unv ypetaieTal va dnpovpynodv and v apyn.

Me v ekkivnon g eykateotnuévng ékdoong g Unreal, epepaviletot £va TopdBupo yio thv Aoy Tov
project wov BEAovE VO YPNCLOTOWGOVLE.

-11 -
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Unreal Pr

RECENT PROJECTS Q‘

Blank

GAMES : a.‘ (’

% < « -
FILM / VID} A - Handheld AR Virtual Reality Vehicle

LIVEEVENTS: . A ¢ )

PRODUCT DESIGN &
MANUFACTURING

tion C:\Users\Marcos\Documents\Unreal Projects ProjectName = MyProject

Create Cancel

3. D)apdbvpo Ayovpyiog Project Unreal

Y10 0p1oTEPA VIAPYOVY Ol KATIYOPIES TMV £pYmV, Yia Tig onoieg ypnoyoroteital n Unreal. Kabe kotnyopioa,
éxel ta dka g templates, 6mmwg @aivetatl 6To KEVTPO TOL TAPAHVLPOL, OTTMG Yo TOPASELY LD 1) KOTHyopia
Games, éyst templates ywo v dnpovpyio moyviduov Ipatov/Tpitov Ilposwmov (First/Third Person),
Eixovikng Ipayuonixne (Virtual Reality), Auaciod (Vehicle) kot dAla. Zta de&id, vdapyet pa Tepilnym yo
10 TL TpocPépeL To template, dote va kotaAdPer o developer mote va o ¥PNGYOTOMOEL KOl OV TOV
e€umnpetel yuo to tehkO Tpoiov mov BEAeL va dnpovpynoetl. Kdtw and v meptypoaen, VTapXovv HEPIKES
puOuioelg ya to project, ommg 1o av Oeg va ypnoonotei Blueprints n C++ (n emloyn kdmotlov, dev onpoaivet
ot dgv pumopel va ypnopomombei to GALO) Kot av oTOYgVEL SPECS KvnTov 1) VITOAOY1oTH. TEA0g 6T0 KATM
HEPOG TOL TapabvPoL, uropeig va dorééelg Ty tomobesio amobnkevong Tov project kabmg kat to dvopa
TOV.

I o 61k6 pov €pyo, emdéynke to Vehicle Template.

Metd v emioyn tov katdAiniov template, Oa yiver axdpa po petayldttion and mv punyovn. O xpovog
™¢ e&optdton mdAL amd Tig ToyvTNTEG ENeEepynot Kot diokov, kabdg Kot amd to apyeio Tov TPEmel va
petaylottiotovv. a mapdadetypa, Eva adeto (blank) épyo, Oa ypelaotei Ayotepo xpdvo amd to First Person
template.

-12 -
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3.3.4 IlepiBarrov — Editor

Me 10 TEAOC TNG UETAYADTTIONG, O ¥PNoTNG Ba glvar o Béom va Eexvioet va divel Lo oto Tayyvidl Tov.
AvT6 Oa pTopEcEL Vo TO KAVEL LEGM TOL KOTOAANA®G Stapoppopévov nepipdiiovtog (Editor).

Toolbar & Main Menu

‘E@ Outliner

& \
(&)

u

3.5) doun Editor Unreal

210 kGt pépog Tov Tapabvpov PAEToLLE TO TOpabvpo drayeptoTh apyeiov (Content Browser), oto omoio
propoduE vo, Sovpe OAa To apyeia Tov vidpyovv oto épyo (Scripts, Blueprints, T'pagukd, Apyeioa Hyov kot
611 Ba ypelosTodLLE Yo TNV dNUoVPYie TOL TALYVIOLOL).

Y10 péon Brénovpe to Topabupo mpoPorng tpicdidctatmv (Viewport), péca 6to omoio o pmopovpe 1060
vo, tomobgTovpe to. otoyeio mov ypelalopacte pe andd Drag and Drop, va BAémovpe mog Oa poalet to
TeEMKO TPoidv aAld kot va emeepyalopoote ta Tomodetnpéva otoryeia e Paon g £KOVaG TOL TEAMKOV
TPOIOVTOG TOL £YOVUE GTO HVOAO LLOC.

Yo 0e&1q Oa dovpe dvo mapdbvpa. To endve givor to Tapabvpo doung oknvnig (Outliner), kot Tepiéyel Oha
10, 6TOLYKE LD TTOV £)ovpE TomobETOEL 6T0 Viewport g iepapyikn| didtaén. ZTnv Kopuen ™G Eepapyiog Tdvto
Ba Bpioketon o Level apyeio kot and kdtm pumopodpe vo EYOVHE YOPICOVUE TO TEPLEXOUEVO GE PAKELOVG,
avéioya v xpnon tove. ' mapddetypa, o puropovoape va Egovpe dvo PakéAovs, Evay Yo OAa To apyEiol
mov ypnowonotei o maiktmg (Player Component) kat évav pe OA0 T0 TEPIEXOUEVOL TOV YPNCILOTOCUUE
Yoo v dnpovpyior Tov kdcpov (Landscape Component). Méoa og avtohg PmopodUE Vo, EYOVUE Kot
VITOPOKELOLG YIOL TNV OKOUN KOADTEPN 1EPGPYNOT Kol doUn Tov TEPLEXOUEVOL. AKPIPdg KAT® omd TO
Outliner, Bpioketar évo pevod tpudv emhoymv, Aemtouépeieg (Details), World partition kot pvBuioceig
koopov (World Settings). Xtic Aemtouépeieg 0o sppaviCovtor pubuioelg kat d1apopa ene&epyaotpo oToryeio
TOV TTEPLEXOUEVOL oL Ba Eyovpe emdéert eite amd o Viewport gite amd To Outliner. Ta mapddetypa, péca
07tO TO GLYKEKPIUEVO PEVOL Ba UmopovLe va TPocHEGOVLE YPAPIKA GTO EMAEYIEVO TEPIEYOLUEVO 1) VO, TOV
aAldEovpe daotdoelg (yiveton kou péom tov Viewport). To 3° pevod, World Settings, emitpémer v

-13 -
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TOYKOGHL0, SIOUOPP®OT TopausTpmv Tov entédov Level kot tov koopov. o mapddetypo, propovus vo.
dapopemoovpe to yevika physics, omwg mv Papdtnta, Kot va emhé€elg av otov KOGpo Ba givar cuveyeia
OO TTEPIEYOUEVO POPTOUEVO T} B POPTMOVETOL SLVOULKE LE BAcT TNV amdoTaoT oo Tov Taiktn. To 2° pevov,
World Partition, 6o, avolvbei oe enduevo ke@alaio.

TéMog, oto endvm pépog tov Editor Ba dodpe To KEVTIPIKO pevoD, amd KAT® TO EXITESO TOL £XOVUE AVOLYTO
(dev pmopovpe va £xovue Topamdve amd éva) kot votepa To pevod epyareimv (Toolbar). To toolbar mepiéyet
Kkovuni amoBnkevong, “Selection Mode” yia v evailoyn peTa&d S1POPETIKMOV EPYOLEI®Y KO AELTOLPYLDV
(“Select”, “Landscape”, “Foliage”, “Geometry” kot GAAQ), TPOGHNKN OVIIKEWEVOL ©TO €mimEdO, SVO
Kouumd yio v ypiyopn mpoodnkn Blueprint ka1 Cinematic, éva pevov “Play / Pause / Stop”, ywo évapén
Kot TEAOG TPOEMGKONToNG oy vidto, to “Platforms”, yia to maxetdpiopo (Packaging) tov moyvidion otig
didpopec MAateOpuEeS, Ko otny Grpn deE1d to “Settings”, an’ 6mov PUTOPOVUE VA, EVEPYOTOICOVUE KO VO
OTEVEPYOTIOLCOVIE UEPTKEC YEVIKEG pLOLicELg aTo £pyo.

3.4 Pvbuiceic Epyov — Project Settings

Kotd v dnuiovpyia gvog €pyov, umopei va ypelootel va arddEovpe pepikéc pubuicelg tov. Mmopovpue va
avoiovpe Tig puOuicelg and to kevipkd pevod (Edit — Project Settings) v and toolbar (Settings — Project
Settings).

Katnyoplieg PuBuicswv

.PUBMI'.UEI.C;"'

3.6) Iopdbupo Project Settings Unity

Ot pubuiceg avtég, yopitovtar oe €€ Pacwég katnyopieg Project, Game, Engine, Editor, Platforms ot
Plugins.

H xatnyopia Project nepiéyet yevikég pubuioeic. Méoo omd owtég pmopeis vor aAAGEES Gvopa 6To £pYo, Vo
npocbécelg meptypaon, Ovoua etarpeiog (av vadpyer), Odwaimdpoto (Copyrights), emimedo mov Ba

-14 -
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eppavileton kot v ekkivnon tov Editor, pvbuiceig mov éxovv va KAvoLV pHE TNV TAATQOPUO TTOV
mpoopiletal To moyvidl, pLOUIGEIC TOVIOV Kol TUKETAPIGUOTOS.

H Game meprhoppavet puOuicelc yio tov Ipomo eopTmons TV S16popmv apyeimv, Toug KaTaAdyovg mov Oa
yivetal avalntnon yo apyeio kot Tic KAAGELS Tov Oo ypnouonomBodv yio. 1o TPOTEVOVTO TOTOV aPYEI®V.
Yvvictaton ovTég TIC pubuicelg va unv Tig aAAALOVLE KoL VO YPTCLOTOLOVVTOL Ol TPOKOOOPIGUEVES, EKTOG
07t TOAD EWDIKDV TEPITTOCEDV.

H Engine pvBuilet mv copmepipopd v punyavie odueovae e 1o mpofAnua mov £xsl vo, mADGEL
Xopiletor oe vrokatnyopieg mov €Yovv vo KOAVOLV LE TNV TEXVNTH VONUOCULVY, UE TOV YO, UE TIG
ovykpovoelg (Collisions), pe tov 1610 tov Editor kot dAia. T axdun pio @opd, cuVIeTATAL N XPHON TOV
npokafopiopuévaov puduicemv, pe v mbovy TPOTOTOINGN TOVE KATA TNV OLUPKEIN dNUIOLPYING TOV
ToLVIO100.

H Editor agopd pvOuiceic mov £xovv va kavovv pe v demoen. AAAGLeEL Tov Tpdmo ov eugoviCovtor 1
AEITOLPYOVV KATTOL0, GLGTUTIKG TNG UNYOVIG, KOOMS Kol TNV GTAOTOINGT TV AVTIKEWEV®Y TOV EIGAYOVTOL.

Méoa and v Platform, propodue vo mopopetponoincovie Tig TeyvIkEég AETTOUEPEIES TG EPAPUOYNG aVA
TAateoppo. Mmopobpe yio Topddetypa va emthéovue av o yperaletor DirectX kot molog éxdoong, av Oa
amaitel Tpocopoinon tov DirectX oe kivnrd, av Oo kavel yprion tov Shader Model 5 axopo kot to ikovidio

™G EQAPUOYNG.

Televtaio katnyopia sivar to Plugins. Tlepiéyel pvbuicelg yio. Pacikd €neKTAGIUA TOV XPTCILOTOIEL 1)
unyavn. T wapddetypo pwopodue vo pubuicovps Ty unyovi yo v xpion script oe yAdooa Python.

3.5 Emextdowa - Plugins

Extég and tig pubuicelc evog épyov, kaveilg Tpémel va LTOPEL VoL EVEPYOTOMGEL 1] KOl VITOTEPUTTMOGELS VL
anevepyomomoet ta plugins. Mg tov 6po plugins evvoovpe Koppdtior Aoyiopikod mov 6tav Tpoctedovy og
éva Pacikd mpdypaplLo, ETEKTEIVOVY TIC SOLVATATNTES TOV, dIvOVTag TOL EMUTAEOV AELTOVPYiES Kat YmPic va
aAAGCEL 0 TUPAVOG TOV TTPOYPapaTOS. 10 va avoi&ove To mapdbvpo twv plugins, HTopovLE VoL TO KAVOLLE
LLE TOVG 1610VG dVO TPOTOLS OTMS TO Gvotypa TV puBuicewv épyov. Eite péow tov kevrpikov pevov (Edit —
Plugins) eite péow tov toolbar (Settings — Plugins).

H Unreal dwafétel and povn g 631 dwpopetikd plugins. Emedn o 6ykog givol ToAd peyddog, oto de&1d
Tov apdBupov, ywpilovtar avd katnyopies. ' mapdderypa, n Kotmyopio TexvnTiNg vonuoovvng Al
nepéyel Oha to. plugins mov £xovv va KAVOLV HE VTV, EVO 1| KATNYOPia EIKOVIKAG TPOYUATIKOTNTOG
(Virtual Reality) mepiéyet 6Ao ta plugins mov mbavdg vo xpelactel KAmolog yio Ty dnpovpyio evog 1€To1o
oLy Vid100.

Av E€povpe oo plugin Bédovpe vor ypNOYOTOIMGOLLE, TOTE OO TO EXAVED UEPOG UTOPOVUE VO, YAEOLUE
avtd Tov Béhovpe. Apilotepd amd v ypouun avalntnong Oa fpovpe 2 kovumd yo Tpochnkmn dukod pag,
Kotd mapoyyedion plugin, kot yio mpocbnkn véov @akélov, otov omoio n Unreal Oo pmopei vo yiyvel
emmAéov plugin. Zto 6e€16 ¢ ypopung ovalitnong, vdpyet To kovpni Setting, amd to omoio pmopodue vo
eutpapovpe ta plugin dote vo epgavifovtot povo to. evepyomompuéva 1 HOVO Ta GIEVEPYOTOUUEVL.

- 15 -
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Kerenyopisc

Actoe Sequence (Expenmenta) D

AtaBsoua
Plugins

3.7) Hopdbopo Plugins Unreal

3.6 Avaivon Teyvoloyidv kou Enektaoiuwv (Plugin)

Onwg 1M avaeépbnke, n Unreal tpoceépet po minbdpo texvoloyidv yia v dievkdivven twv developer
otV onuovpyia moyvidwwy. Iapakdto Oa avalvBodv pepikéc amd avTég mov, KATA TV YVOUN LoV, €iTE
101 mailovv onpavTikd pOAo STV dNUoLVPYia TaVISLDVY, €ite Ba ATOTELEGOLY GTO PEALOV OVOTOGTOGTO
KOULULATL.

Meté v avdAivon g kdbe teyvoroyiog, Ba mapateBoiv ewdveg kabdg kot emegnynon oty xpnon 6oV
¥pnoorombnkay, pe BAcn TV TPOSHOTIKT LoV EUTELPIN GE OVTES KATA TNV ONUIOVPYin TOL TALYVISIO00 TOV
oLVOJEVEL TO Keipevo,

3.6.1 Blueprints

To 2014 n Epic napovoiooe ta Blueprints. Apéowg anotéhecav €va omd o TO 1GYLPA KOUUATIO THG
oOyypovng ovamtuéng moyvidod pe Unreal, apod divel v dvvatdmro avamntuéng AOYIKNAG Toyvidloh
xopic Vv ypnon kodika. Méow avtov, developers kar oyt (Game Designers 1 Artists) umopoov vo
ONUIOVPYNCOLY S1APOPES AEITOVPYIES, VO KATAGKEVAGOVY UNYOVIGLOVG 1] KOl VO 0picouV AAANAETIOPAGELS
peta&d component, ontikd, cuvdsovtag peta&d tovg toug Koppoug (Nodes).

Ta Blueprints Oewpovvtor KAAGEG OVTIKEWEVOV EUTAOVTICUEVA LE YPAPIKE YOPAKTNPIOTIKA, METOPANTEG
Kot AEltovpyieg, yu TNV S1EVPVVOT] TOV IKOVOTATOV TOV OVIIKEWEVOV TOL TalyVidloL. Mécw avutdv,
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UITOPOOUE VO £XOVUE TNV KATOYDPNOT EVIOA®V amd Tov maiktn, oAlnienidpoon pe dAia blueprint, adid
Kot TNV aAMAnAentidpacn peta&d 2 N teplocotep®mv dAmV KOpPwv péca oto idto To Blueprint.

[Mopdtt dume, N xpNOo”M TOVG, TPOCPEPEL Uid. YpNyopr avamTuén Kot oK AOYIKNG, O1EVKOALVGT GTNV
Amoceaiudtoon (Debugging), svkolia oty cuvepyoaoio puetad dtupdpmv pOL®Y G6To £pYo, YWpic avToi
va ¥PELalETOL Vo £X0VV KOAN YVOOT KOSIKO, Kol TNV EVKOALD emavaypnoiponoinong tovg, 1 ida  Epic
evBappovvel v VPPN avartvén (cuvdvacud Blueprints pe C++). [12]

3.6.2 Global lllumination System - Lumen

To Lumen givat to cvotua ¢oticpod mov el UES. [pocdidetl éva véo eninedo peaAlopod, apapmvtog
™V avaykr, Kamolog va €xel amodnkevpuévo mpokatafolikd tov eoTicpd oe Ypée (Lightmaps). Mg tov
éuueoo pwtioud (Global Illumination) kot v, Paciopévn oty Iyvyldtnon Axtvofoliac (Ray-tracing),
Aviavirxlaon Xopov O8évye (Screen Space Reflection (SSR)), to cbotnua avaidel tig petaporic mov
yivovtat Kot ovarpocapolel TOV QOTIOUO Kol TS OVTOUVOKAUGELS TOV TALXVIOOD KATUAANAN GE TPy LOTIKO
xPOVO.

INo ™mv evepyomoinon tov, 0 ypNotne npénel va petapepbei oto mapdbupo pvbuicewv Tov épyov kot va
yaEer tig pubuiceig Global IHlumination oto tab, Rendering (Project Settings — Engine — Rendering — Global
IHlumination) kot va emAéEer Lumen and to Dropdown Menu. [13]

'i')bropdown yla
oAAayn o€ Lumen

— 1)Rendering Tab

3.8)Pvbuiceig Evepyomoinong Lumen
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3.6.3 Splines — Kaumoieg EAEyyov TTepipaiiovtog

Ta Splines givatl koumdAec, Tomobetuéve Le TETOL0 TPOTO OV EMLTPEMOLY TNV TOmoBETON dldpopmv
OVTIKEWEVOV UE TOPAUETPIKO TpOTo. Kavelg umopel va to, ypnGLoTomcet yio vo dnNpiovpynoEl SpOoVG,
moTapa, epdrteg ) kot animated povondrtio. TTépa amd to amhd Spline mov umopei vo, dnpovpyndet, vidpyst
kot o Landscape Spline, 1o onoio e&umnpetel mepiocdTEPO Y10, TOTOYPAPIKY Hoviehomoinot. Onolodnmote
idog Spline ko vo, emdeydei, umopovv va xpnoonoinfodv MOTE £V AVTIKEIUEVO VOl KIVEITE KOTA UNKOG
TOVG, oav Vo, akolovBei i dtodpouny. [14]

Yuvnbwmg dev ypetdlovtal Evepyomoinot). TV TEPITT®OON OUMG TToL deVv gival dabéoua yuo xpiomn and v
apyn, Koveic pmopel va. evepyomomoet to plugin amd to avtictoryo mapdbvpo. To v dnuovpyio evog
amlov Spline, Oa ypeaotel va Tonobetnoovue éva Spline Mesh Actor. Avtd Ba 1o Bpodue gvkolo 610
Kovuni ypryopng mpoctnkng (aptotepod Perdxt oty 3.5). Me v npocdikn avtr Ba eupavictodv 2 Points
evouévo pe o ypapun. O ypnomg umopet va mpochécel emmAéov KopvPEG, KAVOVTOG OTL GYNUA EXEL
AVAYKN Y100 TO €PYO TOV, EVAD VILAPYEL KoL 1] ETAOYN Bpdyog (LOOP) doTE Vo, evmbodv Ue Ypapun 1o TEAELTLO
ue 1o Tpdro point tov Spline.

Ipocwmrikd, yperdotnka to. Splines yio 2 Aettovpyieg. H 1" fjrav yia va 10 ¥pnGILOTONGH GOV OTUE0
avapopdg oto PCG Graph (Ba avaAivdel oto emdpevo kepdlaio) tov ddoovg yopwm yopw amnd to xaptn. H
2" TepinTmON XPNOT TOLG, NTAV YU VO, 0PIoTEL 1| KartevBvuvon kal 1) Torobesio. Kiviong TV aVTOKIVIT®V Un
eheyyoueva omd moikt (NPC — Non-Playable Character). Oa avolvbei o tpdmog yp1ong Toug 6To KEPAANLO

Koupuni

yprivopng
npooOnk

3.9) Ilpoctixy Aot Spline
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3.10) Spline Blueprint

3.6.4 Tlpoypappaticuévn Anuovpyia Iepieyopévov (PCG - Procedural Content
Generation)

To PCG &ivar pia kovotdpog teyvoAroyia yio Tnv Suvapikn dnuovpyia tepieyopévov. Enttpénetl to ypriyopn
dnpovpyia TepPEAlovTog e TV XPHoN TAPOUETPOTOMUEVAOV KavOvay Kot odyopiBuwmv. Xxornde eival va
OVTOUATOTOLEL EVOL LEYOAO LEPOG TNG KOAMTEYVIKTG TOPAYWYNG EVOS TOLYVIOLOV. ZTO YPAPT|LL ONpLiovpyiog
Aoywng tov, Ba Bpovpe NOdes yio GuyyPOVIGHO pE S1APOopa GTOYEIN EVOMUATOUEVO 6TO TatyVidt, peta&hd
aAAov ko Ta Splines. H yprion tov mpotipdrot yio moyvidio Avowkrod Koouov (Open World Games), tov
omoimv N yepoxivnn dnuovpyia Ba NTav xpovofdpa 1 Kot advvarrn avaroya pe o puéyedog Tov KOGHOV.
[15]

Y10 ke@aioto 5 Oa avaivbei o Tpdmog ypnong tov plugin péco amd v ypHon Tov Ekava otV avartuén
™G OIKIAG LoV EPAPUOYNG. Xpnoyonomdnke 2 popég oty dnuiovpyio KOGHOoV.

3.11) Nodes dnuovpyiac PCG Opiwv
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3.12)Anotéleouo PCG eiovag 3.7

3.6.5 Nanite — Ewkovikn I'eopetpio Yyning [Motomrtag

Nanites eivat n Tegvoloyio yior TV AVTYETOTION TOV TEPIOPICUOD GTOV aPlOd TOAYOVEOV TOV UITOPOVV
vo. 0od00obv o€ Tpaypatikod ypovo. Avtikadiotodv 10 otatikd Level of Detail (LOD), pe xpfion Kovikng
veopetpiag, kot Pocilopevo oty amocTooTn Kol TNV yovio 0éoong mpocappuoélovv Tov duvapikd
apoPAnbévia aplBpd moALYOV@V. ALELKOAOVETOL HE avTO TOV TPOTO, M EI00YMYN KIVNLOTOYPOUPIKNG
TOLOTNTOG TEPLEXOUEVOD, Kol EMTPENEL PEOMOTIKG TEPIPAALOVTA pHeyding khipakog. [16]

I vo xticovpe ta Nanites kamolov mepieyopévov, Tpénel vo kavovpe de&i KMk oto Moviédo (Skeletal
Mesh) otov Tlepmyntmg Iepieyopévov (Content Browser) mov BEAovpe Kot Vo TO. EVEPYOTOWGOVLE.
IMpoteivetal, agov ytiotovv to. Nanites yio 6Ao 10 mepeyopevo mov BElovpe, va yivel amobnkevon tov
€pYyov Kol ETAVEKKIVNOT TNG UNYOVIS.
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» UV Edwior
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Import LOD
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Save
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T Delete
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che .
M. Soort Show in Explorer
Lar
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3.13) Evepyomoinon Nanite zepieyouévon

3.6.6 Zone Graph — Zovomoinor [TAorynong

To Zone Graph givat to O e TO 00i0 pUropove va kabopicovpe (OVEG TAONYNONG Kot KUKAOQOPIOG.
H wopa yprion tov givor yuo v dmpovpyia cueTUaTeV KAbe £1000G LETAPOPDOV, Y10 TAPAOELY LA 001KO
otktvo kot Al mhonynon. Emiong eléyyet 1o mAn0og tov NPC yopaktipov kot oynudtov. Me ta Zone
Graphs pmopodv vo. dnpovpynbovv cdvleto mAéypota peta&d kopPov, emttpénoviag v TPocHnkn
AOYIKN G TAONYNOMG GE [l LeYAAN mowKidia cevapimy.

[Tpocdopilovron pe Ioivywvikovs Oykovg (Polygonal Volumes) kot odnynoeig pe v xprion Splines. [17]

Ta Zone Graph givar axopa oe Experimental eninedo, ondte xaveic pmopei va Ppe opdipoto. I' avtd
KLOAOG, Kaveig mpémel va avoi&et o mapdOupo pe ta Plugins kat va to evepyomomoet, kot givat ko 0 Aoyog
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7oL dev ypnoponombnkay oto project pov. Qotodco, o amoteAécovv Evo TOAD duvatd gpyoleio otnv
dnuovpyio ocHvOeTOV 03IKOV TAEYUATOV.

3.14) AwAé Zone Graph pe ywvieg 90 Mopdv

3.6.7 NavMesh — IThorynon Teyvntc Nonpoosvvng

To NavMesh givar axopo éva gpyodeio v tnv mhonynon Al yopaxtpov. Me to NavMesh kabopilovpe
£vol Y®PO OTOV KOGHO MG HEGO 6TOV omoio pmopovv vo. kivnBoov ot NPC yapaxtpes. Xpeidleton vo
tomobetn0ei évo. NavMeshBoundsVolume, kot va to torofetoovpe e T1g KatdAANAeS S106TAGELS, EKEL TOV
Béhovpe. Me to yticipo tov, 1 punyavy o SMUIOLPYNGEL e TPACIVY EMPAVELD, LOVO HEGO GTNV ool
pmopovv va. kivnBovv ot yapaktipes mov Ha Bécovpe. [18]

To NavMesh givatr KotdAANA0 Yo oy vidlo 6mov ot yapakTipeg xpeldletatl va £xovv pio o “€&vmvn”
mAONYNO™ Héca og Eva TePIPAALOV, TOV UTOPEL VO TEPLEYEL EUTOOIN KOl S1OPOPETIKA EMITESA ESAPOVG.

Onog kot oty tpocbnkn amhov Spline, péca and to Kovumi ypryopns npoodnkng (apiotepd Perdxt otnv
gwova 3.5) , Oo mpénet vo Ppedei ko vo tonoBetOel otov kdopo pag Eva NavMeshBoundsVolume, kot
OTNV GUVEXELD VO TPOGOPUOGOVUE TG OGTAGES TOL KOOV, £T61 MGTE Vo KOADTTEL TNV TEPLOYN| TOL
Béhovpe. Téhog, mpémer va yiver Build («Build» Tab — Build Paths) kot va mpootebet | katdAAnin Aoywn
GTOV YOPOKTNPO LLOG.
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3.15) Oy Xriouévoo NavMesh

3.6.8 Sequencer

To Sequencer givat éva 1xvpo epyaieio Kivnpatoypagikng oknvobecsiog g Unreal Engine to omoio €xet
oxedotel va ekyopel ™V onTiKomoinon amd TOALEG TNYES o€ TPAYHOTIKO ¥povo. O ypnotng pmopel va
owodounoet ko va eneepyactel sequences “Level Sequences” pe time lines mov mepiéyovv tracks yio
animation, kivnong kdpepag, nyntikd epé ko scripted events. To mepipdArov exe Sequencer powdlet pe éva
epyodeio emefepyaciag Pivteo, farming keyframing, nesting molhomhmdv scowls, «ou real-time
npoemiokonnon. Eivor mipog vrootmpiletal omd to Blueprint System kot C ++ ko m dvvorodmTa
oOvdeong oe trigger events kabiotd mo EVKOAN TV EVOOUATOOT THG KIVIUOTOYPOPIKNG S10dIKOGI0G LE TO
gameplay. Xpnowo oty kotdtaén cutscenes, dwdpactikd trailer, kou scripted gameplay oAAnAemidpdoeis,
to Sequencer prep Int éva eninedo 0dNynong mov anhadg eovotdlel v avaykn vy éva external cinematic
t0 gpyaieio. [19]

3.6.9 World Partition

To World Partition eivar éva ovompa mov avtikabiotd to napadociaxd World Composition g Unreal
Engine, emtpémovtag v avtopatn dSwyeipon Kot Streaming peydhmv avorytdv kocumv. Avii va
dnuovpyel o yprotng yxepokivnto sub-levels kat va opiCer visibility ranges, to World Partition dwaupei tov
xéptn o€ grid cells, Tov poptdvovtal duvapkd avdioyo pe t B€on tov Npwa. Kabe cell neprappaver to
QOLTOVUEVO OEDOUEVO GYNUOTIKAG OMEKOVIONS, QOTIoMOD Kot SCripting, mpoceépovtag Pedtiopévn
amodoon kol opyavmon. Yrmootnpiler Data Layers, yio evolhoktikég ekdoyéc tov idov koéopov (T.y.
HEPA/VOYTOL 1] KOTESTPAUUEVO/aKEPOLO TePIPArAov), evd Acttovpyel kou pe One File Per Actor cvotpa,
EVVOMVTOG TN GLVEPYOTia o8 opadeg avantuéng. [20]
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3.7 Mewovektuata Teyvoroyidv

Onwg eidapie, vVIAPYOVY TEXVOLOYIEC TTOV UELDVOLV SPOUATIKE TOV YpOVO dMUIoVPYiag VO oy vidlon, Kot
GAAec mov av&dvouv v modtra Tov. Opmg dev Epyovtal ywpig To dikd Tovg pelovektpoto. Oco amid
KO 0V QAiVOVTOL GTHV YPNON, £VOG TOV TOPU UTAIVEL GTOV YDPO Kol 0V YVoPIlel KaAd akdua, uropel oAl
gvkola va, yabel. H kapmoin ekuddnong toug, motkilel amd v eUTEPioL Kot TIC 10N VTAPYOVGEG TEYVIKES
yvooegg tov developer.

TNo mapdderypa, kotd v dnuovpyio evog Blueprint, Oa mpocééel kaveic, 6t vdpyovv moAAd nodes ta
onoio potalovv petad Tovg, UE SPOPETIKES Aettovpyieg dumc. Omote koo Bo tav, va yivel TpdTo o
otolelmon egokelmnosl pe ta dbéoyua epyaieio mov mpooeéper n Unreal, yio kakn xpron toug

‘Eva, 6AA0 petovéktmuo, eivat 1 ¢pnon mop@v NG UNyovig Kot £TELTo ToL 910V Tov moyvidlov. Me v
TAP0S0 TOL YPOVOL KOl LE TNV TPOGONKN TEYVOLOYIOV GTO T VIdL, TaPATNPOVCa OTL 1) XPTOT UVALTG TOV
éxave o editor, amAd kot pdvo og idle kotdotaon, avgavotay. 1o TeEMKO 6TAd10 TOV Project pov, pe Tov
editor amld avowktd ko og kotdotacn adpavelag (idle), ypnowonotovviay ~25% g pviung RAM. X¢
avtifeon, 1o avorypo Tov moyvidlov avéfale To Tocoatd ypnong RAM katd ~10% kat EépTove ta T0600TA
CPU xor GPU 610 100%, TovAd)10TOV LEYPL VL pOpTBOLV OAN T YpopiKd. Metd otabepomolohvioy 6To
~40% o CPU, evid g GPU énepte oyedov 610 0%. XtV mepintmon enoveKKivnong Tov KOGLOL UETE omd
TPOKAPIGLA, TO TOLYVIOL KOAAOVGE Y1 Alyo dEVTEPOAETTO, MG GTOV EOVaPOPT®HOVV Ta YPUPIKA.

Oa. LoV enLTpaTEl Vo ETONUAVE, OTL KaTd TV d1GpKEL TG SNUIOVPYING TOL TaLVISLoV, £Yve avafaduion
tov hardware Tov vroAoyloTi pov. Mg Ta TPONYOoVLEVE, Vo SOVAEDOVY GYedOV 6T0 100% axdua kot ot idle
Katdotoor o editor. To Gvoryua Tov mayvidiod péco omd Tov editor yio mpoemiokdnnor (preview) ywpic vo.
yiver Build kou Packaging, suepdvile upvopa Aabovg oto Viewport tov moiktn, yio Ty averipKeld Lviung
7oV J1EDETA Y10 TNV CWGTN AgtTovpyia.

3.8 Ymootmpi&n ko Kowodtnta,

Katd v vlomoinon tov project pov, xpeldotnke apketég opég va avatpéém yio kdmoto Ponbeta. To
Documentation wov mapéyelt 1 Epic, dvotuymg koddmtel Eva pikpd KOppdtt, Kot SVGKOAN KAmolog Oo
uropéoet va fpet Ao ekel.

Orav dev Ppébnke Ao ekel, otpagnka oto Forum g Unreal. Zexivnoa £To1 va yayve Tig 10m VIapyovoes
EPWTAOELG, Le 6KOTO va Bpm avtd Tov yperalopovy o aravimuévo. Kamoteg katdpepa va tig fpo Kot va
™G anavtno®. AAleg dUwg Oyl

'Etot, tedevtaio pov oy, HTav vo Kave o id10g Ty epdtnon, 1060 6to Forum 6co kat og évav Discord
Server yio Tnv Unreal. Me tig evotteg Tov Forum va unv givat anoAdtog KoTavonTtég, avapmTiOpovy Kabe
Qopa av £€0eta TV epdTNOY otV oot opdda. Kanoleg popég eiya Porfetn, pe amotélespo va gy Kot
Adon M TovAdyiotov kaBodnynon. Tig mepiocdTepeg Popég OUMG, dev Emalpva amdvnor, cuveyifovtag €161
va gipo Hovog Lov, 6To YAEIHO Yo AVGT TOV TPOPANLOTOG TOV OVTILETOTL0. TNV TEPITTMGT TOL EMALPVOL
OmAVTNOT, LTI EPYOTOV OPKETA OPYOTEPL, IGMC KOl L0 LEPO UETAL.
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3.9 Kardomua — Marketplace (Fab)

To v amdkton étopwov mepieyopévov, 1 Epic mopéyer otoug ypnoteg to Marketplace () Fab énwmg
petovopdomxke). To Fab eivan évag ydpog mov pmopeic va emtokepteig péoo amd to project cov, divovtag
ooV TNV dLVOTOTNTO VO KATERAUCELS KAl VO EVOOUATMOGELS Kotevbeiov To mepieyduevo mov ypetdlecalt.
Yrapyer owbécio kol oto dadiktvo. Exel pmopeic va 0€1g avoAvTiKOTEPO, KATOLO TEPLEYOUEVO,
aflohoydviog mbavmg kelvtepa av oe evolopépel 1 Oyt Kdabe unva n Epic Games, diver dwpedv 3
nepeyduevo, and to marketplace.

H dwpopd etvon 611 amd 10 drodiktvo, Oa cuvdebdel pe tov Aoyaplacud cov, Kol O mtpémetl va avorytel to
project pe tov i610 Aoyapracpd. Kat og avth v nepintoon, 1o Topabupo tov Fab mpénet vo avorytel, yia
va kotefel kot va, yiver etoayoyn (import) tov plugin 1 tepieyouévon ato project.

To peyoldtepo uépog tov mepieyouévov mov dabétel to Fab, eivar enl minpoun aAld sivar vynming
oL TNTOG.
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Ke@dlaro 40 Unity

H Unity sivar kou ovt, pio omd Tig 7o OMUOQIAg Unyovés ovamtuéng moyvididv Kot Oyt Hovo.
Anuovpyndnke g v ADON OTNV OVAYKN 7OV VTPYE, YO L0 TO TPOGITH, GE TPOYPOULULOTIOTESG
ave&aptnTov vadPabpov, unyavn avémrtuéne. Evad n etaupeion Unity Technologies 15pbonke to 2004, n 17
€Kkdoom g Unyovng kukkoeopnoe éva xpovo petd, to 2005. H svehi&io mov mapéyel 6Toug ¥pnoTeg e, M
vrootpién tov 2D kot 3D ypopikdv, v kafiotd Wavikn Yo avamtuén moryvidlov oe kdbe gidovg
TATEOP O (VTOAOYIOTH, KIVITA ,KOVOOAN KOl GUOKEVEG EMOLENUEVIY/EIKOVIKNG TpaypoTikotTTag). Extog
amd moyvidw pmopel va ypnouonombel oe £pya OV €YoV VO GYECT| WE TOV KIVIUATOYPA(PO, GTNV
ovToKivTO-Propnyovia kot v apyrtektovikr. TToAlol dtdonuot TiTAol ¥PNGYLOTOLOVY TIG OVVOTOTNTEG
avTAG TG unyavng, omwe to “Hollow Knight”, to AR matyvidt kivntov “Pokémon Go”, kot tawvieg dmme
“0O Baoiudg tov Atovtapiov” tov 2019.

4.1 Iotopia

H 18¢0 g Unity yevviOnke to 2004, détav 3 Aavoi @ilot, Eekivnoay Tnv dnuiovpyio Tng og TV ovaykn yio
L0 OLKOVOWLIKT], E0KOAN TTpOg TNV y¥pNon TG kot molvmhotpopuikn (cross-platform) punyavn avémroéng
TOYVIOLDY. ZeKivnoov €161 TV KATAOKEDT TG, Kal Eva xpovo apyotepa, to 2005, Adveapav TV TpdT
éxdoomn g yo. Mac OS oo Apple Worldwide Developers Conference. [21]

H emoyio g unyovig Poociotke katd kopto Adyo otovg aveEdptnrovg mpoypappotiotég (indie
developers) mov dev giyav TV OIKOVOUIKT SVVATOTNTO VO, ATOKTHGOVY TLO EUTOPLKES KOl OKPPES unyavEig
avantvéng. T v kodotepn eEétacn Tmv SuvatoTHTeV oA Kot TV amoddoon g unyavie, n Over The
Edge Entertainment (OTEE), n etaupeia mov 18pHbnke amd tovg dnuovpyods g Unity, E6deye tovg 5
TELEVTOIOVG UAVES TPV TO AUVGAPIGHO TG UNYOVHS, OnuovpydvTag To matyvidt “GooBall”. Méca amd to
GO0 KO TNG TOPATNPNCELS, avaPadiicay TIc TTuyég TS UINYOVIG Tov dgv dovdgvay Omtm¢ Ba By, Kot
Bertiomoav Tig Aertovpyieg g H Unity éywve didonun oe indie developers, gidwkd yo i0OS xor Android

gpappoyéc. [21]

To 2007, exd60nke n Unity 2.0. Ewonydnocav véeg Aettovpyieg, peta&d avtov dvvouikés Zxiée (Dynamic
Shadow) kot to Xvomquo Ameixovions Edapovg (Terrain Engine). H punyovi anéktnoe o peyoldtepn
eveMéia, otav mpootébnke vrooPiEn yioo Windows kot tpoypdappota tepmynong (Web Browsers), oty
d10 éxdoon.

Tpia xpovia petd, to 2010, éptace n Unity 3.0. Avénce Tig ypopikég dSuvatdTNTES TG, EMITPETOVTOG £TCL
KOAOTEPO YPOOIKE Yo oyvidle vIoAoylot) Kot kOvook®v. Evooudtwoe Aeitovpyieg omwg Epyaleio
Lightmap, Avaefabuiouévn KobOvotepnuévy Amddoon (Deferred Rendering), Avtouorn ameikovion
Yreprawdovg Axtivofoliog (Automatic UV Mapping). Ot ddeig ypnoeig yopiotkay o€ 2 e10mV: dmpedv dgia
Y10 TPOGMTIKT 1| EKTOIOEVTIKT] PO KoL EMAANPOUN ASEL0L Yo ETOyYEALATIKY ypnon. [21]

To 2012, n unyavn avofobuiotnke oty 4" ékdoon tng, Unity 4.0. 'Exdoon opdonuo, apod pali me npde
Kot to “Mecanim”, évo, GOGTNUA TPONYUEVNG GMEIKOVIONG KIVIONG, MOV EMETPENE GTOV YOPUKTNPA VO
TPOYUATOTOWOEL O PEOMOTIKEG Kat oVvOeTeg kKivioels. EmmAéov. TIpootébnke vrootpiEn yioo Linux
Aertovpyko, kabmg Kor yioo kovooreg omwg Xbox360, Nintendo Wii U kou PlayStation 3. Xtnv
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OULYKEKPIUEVT] €KOOOT, EKOVE TNV TPMTN TOL guPdvion 10 katdomua tng Unity (Unity Asset Store),
EMTPEMOVTOG TV 0yOpd KoL TNV TOANGT mepteyoprévov. [21]

To 2015, n Unity népace otnv endpevn edon g, Unity 5.0. And avtd to onpeio, n Unity otabepomnoinoce
mv 0éom ™¢ g o and T1¢ duvatdtepeg unyavig avamntuéng. ITaéov, mapéyel otovg developers mpdcPacn
og . gupvtepn Aota vrootplouevmy TAATEopUGOY, HE Kamoleg amd avtég va ivar ta PlayStation 4,
Xbox One, Nintendo Switch kabmg ka1 Hardware VR. TlpocOeoe emiong Asttovpyiec omwc to Global
Ilumination, Avaxidoeic Tpoyuatikod Xpoévov (Real-Time Reflections) kot n Awédoon fdoer Pvoikdy
Ioomtewv (Physically Based Rendering — PBR). [21]

ATd 10 2017 péyprto 2021, ke ypdvo KuKAOPOPOLGE 10, VED, £KO00T, KAOE uia TaipvovTag To GVopa g
YPOVIAG TTOV KVKAOQOpNoE, yio Topadetypo Unity 2019. Tatdvrag néve oty Unity 5, n Unity 2017 kot
2018 npdo@epe TOANG epyareia Kivnuatoypagikod evdtapépovtog (Cinemachine ko Timeline), avolyovtag
TOV SPOUO Y10 TTLO OLOPPEG GKNVEG apnynong (cutscenes). Xwpic va oTopatdel 1 TpochnKn Kavoupylmv
TEYVOLOYLDV, LEGH GE QVTA TO, YPOVIL TPOCTEONKAV TOAAEC VEEG AELTOVPYIES Y100 TNV dMLoLPYioL TEXVNTNS
vonuoovvng (Machine Learning Agents — ML Agents), ywa tqv avapdaduon g anddoong (High Definition
Render Pipeline — HDPR, Universal Render Pipeline — URP, Data Oriented Technology Stack - DOTS), yia
™mv avilvon kot Beltiotonoinom tov kadwa (Burst Compiler , Incremental Garbage Collection — IGC)
Kot ToALEG akopa. [21]

H tehevtaio kot tpéyovoa £xdoomn, kvkhoedpnoe tov Oktdfpro tov 2024, Unity 6. Meyddeg
Beltiotomomoelg yivav o€ mOAAEC Aertovpyieg ™G unyavhis. Evieydbnke n dwdikocio amddoong,
amlovotevon ¢ dnuovpyiag morviduovy wolov moktodv (multiplayer), dvvatdmto emitevéng mo
peadioTikdV ypagikav (Adaptive Probe Volumes — APV) kot toAAd axodua. [22]

4.2 Teyvucég Tpodiaypapéc

Onwg ko otnv Unreal, n ypnon g Unity npotmodétel kdmotleg eAdy1oTeg 0montioels cuothpuatoc. Béata,
Ol aVaPOPE CVTM TMOV OTOLTCEMV EIVOL TTIO YEVIKEVUEVEG. LVYKEKPILEVO OVOPEPOVTIOL TO AELTOLPYIKO, M
EMALYLOTN OPYLTEKTOVIKT TOV eneEepyaoTth Kol Ta vtootnpiopeva APl g kdptag ypapikdv. Oco avagopd
mv RAM, o eldyrotn pviun tov 8GB gival arapaitnm povo ya v gpnon tov Editor. [23]

Unity Editor system requirements

Windows

;;;;;

Notes.

RAM recommendations for the Unity Editor

4.1) Aroutijoerg Zvotijuatoc Unity Editor

Evd ot Ttopomdve givarl ol EAAyloteg amattnoels yio va, uopel Koveic va ypnotponomoet tov Editor, dev
onpaivel 6Tt kot To moyviol Tov Bo dnovpynoet Bo amortel Tig 1d1eg. AvdAoyo pe TNV TAATEOPUO GTNV
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onoio BEAeL va Tpé€et To Tayvidl, To péyebog, TNV TOLOTNTA KOl TNV TOAVTAOKATNTO TOV TOLYVIOIO00, VITAPYEL
TOOVOTNTA VO YPEICTOVY TEPIGGOTEPOL TOPOL 1) KO ALYOTEPOL.

4.3 Eyxoatdotaomn kot [epifaiiov
4.3.1 Eykatdotoaon

Io v eykatdotoon g Unity, 6o yperactel va katefdoovue amd 1o dadiktvo to Unity Hub. Me to téhog
™G eykatdotacng tov Unity HUb kot agod kédvovpe chivegon 6Tov Aoyaplacud Hog, TPEMEL Vo KUTEBAcovuE
Kot vo, gykotaothoovue évay editor, péoa amd tov omoio Oa doviéyoupe. T'a va o kavovue owtd, and 1o
uevov ota aplotepd Bo tamoovpe 10 “Eykotactdoeic (Installs)” kot oto ndvem 6e€14 onueio tov mapaddpov
0o dovue éva kovumi “Eykoatdotacn Iepiddrovrog (Install Editor)”. Tatdviog to éva avoadvouevo
napabvpo (Pop-Up) Ba eppaviotel pe oieg g dabioiueg xdooels. Ot ekd0OGELS EKTOC amd ToV aplOpod
£KO00NG TOVG €YOLV KOl [a weptypoen, “Supported”, mov onuaiver 6t Aoufdvel eni ToL TOPOVTOC
evnuepooelg, ko “LTS (Long-Term Support)”, yua va deiovv o1t pia £kdoon givor mo otadepn alhd dev
AopPdvel véec evnuepOOEIC.

Ao emiéEovpe TV €kdoom oV BELOVLE VO YPTCLLOTTONGOVLE, TO TEPIEYOUEVO TOV POP-UP Oa aALGEEL.
[M\éov Ba. eppaviCovrat kdmoteg pvBuiceic. Emiéyovue avtéc mov ypetaldpoote kot Bo Egkivioet va yivetan
N eykatdotoon tov Editor.

Install Unity Editca

Official releases,

Install

Unity 6.0 LT Install

Install

Install

Install

Beta program webpage

4.2) Brjuara Eyxotactaons Munyovig

4.3.2 PvBpiceic Mnyovig

Ye avtibeon pe v Unreal, ot puBpuicelg yio v npochnkn 10popmv TaKET®V GTNV U0V YiVETOL KOTd

™V €YKOTAoTaoNn. AQod emiAéovpe TV €KOOGT TNG UNYOVIG oL BEAOVLUE VO EYKOTUGTIGOVLE, TO VEO
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TEPIEYOUEVO TOL POP-UP, Ba TEPIEYEL TAL TOKETA LE TO, OTTOI0L TOV UTOPOVLE VO EUTAOVTIGOVUE TNV UNYOVT.
AvTa TepEyovy TV VIOoTNPIEN KATOWG TAATPOPLOC 1| AELTOVPYIKOD, OTmg Yo mapddetyua i0OS, Mac,
Web ko visionOS, v aliayn yAddooag tov Editor, dnmg kivelikd, 10mmviKd, YEPLOVIKE, Kol IGTTUVIKE, Kot
to Documentation mov map£yel GTOV TPOYPAUUOTIOTH AP TEKUNPIOOT Y10, TIG KAAGELS, TIG CUVOPTHGELS
KOl TO, GUGTHLOTO U YOVIG.

Av otV mopeia g dnuovpyiag tov Epyov, katoldfovpe TG ¥PelolOUACTE KOTOW0 OTd TO TOPATAVED
TOKETA, LLTOPOVLLE TOAD EDKOAN VoL TO TPocHécovpe. Ymdpyovv 2 TpomoL.

O npdtog TpdmOG givar amd to 1610 tab “Installs”. Exei Oa eupaviloviol OAec ot eyKaTESTUEVES EKOOCELC
Unity. Bpickovue owt) oL YPNOOTOI0VUE Kol TATOVTAS TO YPovall 610 mavm de€1d uépog g £kdoonc,
Ba dovue Eva dropdown. Méco, amd avtd propodue va tpoodicovpe Tokéto, pe Ty emioyn “Add Modules”,
va avoiovue TOV QAKEAO PE TO OpYEiR TNG EYKATESTNUEVNG UNYOVIG 6TOV LITOAOYoT) pag (“Show in
Explorer”) | va ameykatactoovpe v punyxoavy (“Uninstall”).

O devtepog TpomOg eival omd to tab “Projects” oto pevod ota apiotepd. XT0 TEA0C TNE YPOUUUNS TOL £PYOL
pag, 0o dovue v €xdoon pe v omoia sivor ytiopévo. Iatdvtag Tov apBuo, évo pop-up Ba speavicTsl.
e autd To pop-up Ba sppavifovtor 6Aeg o1 ekdooelg Unity mov éyovue eykateotnuévec. Méoa amd avtd 1o
pop-up umopovue vo aArdEovue v £xdoon pe v omoia Ba avoiyel To £pyo N ToTmdvVTOC TO Kovuni “Add
platform” oo téhog g ékdoomg, vo. dovue To POP-UP pe OAa To dtabéctua TaKéTo.

4.3.3 Anuovpyia Epyov

AoV gykatactioovpe tov Editor, mpémetl va dnuovpyrioovue 1o £pyo. T'a vo 10 KAVovpE anTd, TPETEL VA
naue oto tab “Projects”. Xto mévm de&1d uépog tov mapabvpov tov Unity Hub, Ba vrdpyer éva kovpni Néo
"Epyo (New Project) kot dimho tov éva kovuni “Add”. Me 1o kovuni “Add” uropodue va tpocbécovue éva
NN vadpywv épyo eite awtd vedpyel otov dicko pog (“Add from disk™) gite avtd vapyel amobnkevpuivo
o€ Kamoa repository, ommg yuo tapaderypa oto GitHub. v nepintmon mov BELovpe va dnpiovpyHcovpe
éva, Kovovpylo €pyo, M dadikooio givor mopopowa pe v Unreal. Mg to matnpo tov kovumod “New
Project”, to mepieydpevo tov mopaddpov Oa aAraéet. ITAfov Oa vrapyovv didpopa templates.
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Unity Hub 3121

New project
Editor Version: 6000.0.47f1 [i7s

All templates

Core

Uni 12D o
niversa Universal 3D

This template includes the settings and assets
you need to start creating with the Universal

Learning Render Pipeline (URP).
Universal 3D

Core i Read more

Sample Core

High Definition 3D

Core
Project name

My project

Location
C:\Users\Marcos\Unity

Essentials Pathway Unity Organization
Learning markleoleo

3 | Connect to Unity Cloud
Universal 3D sample o o y Clot

Sample Use Unity Version Control

High Definition 3D sample
Sample

3D Mobile
Core

2D Mobile
Core

Mixed Reality (MR)

Cora

Create project

4.3) HopaOvpo Anovpyiog Project Unity
Zta aprotepd Oa dodue TIC TEooePIc Katnyopieg eiltpapicpatog template mov vrdpyovv.

e H “All templates” mepiéyel 6ia to template. Me v emihoyn spaviovtor ola to dabéoiua
templates.

e H“Core” nepiéyet templates ta omoia givor ddgio 1 pe ToAd amAég Aettovpyiec. Xpnoyonolodvral
Yo TNV dnpovpyio oy viddv and 1o undév, apob dev Eyovv ToAA TpopvBucuéva ototyeia.

e H “Sample” nepiéyet avtd pe mpokabopiopéveg Aettovpyies yio Ty Porbgio Tov TPOYPAUUATIOT
vo, dnpovpynoet 1o Toyvidt mov extbvpeil IeplapPavouy ETOOVG UNXOVIGHOVG Kot AELTOVPYIES.

e H “Learning” mepiéyel étolpna mapadeiypato, o omoio. kabodnyodv tov mpoypoppotiot Pruo-

Pripa yio Ty ekpdbnon me pnyavig.

Y10 kévtpo Ba dovpe ta dwbéoo templates, copewva pe v Katnyopio mov giyape emiéel. Yndapyovv
templates yio VR, yio mayvidio kivntov, moryvidie tolomiadv maktodv (multiplayer), magvidio vyming
nowdtntag (High Definition 3D) yw enséepyocio kot dmuiovpyion toawvidv, ogpdv kot animated
TEPLEYOUEVOL.

Y10 0e€16 Ba dobEe 0TO TAVO PEPOG piot PIKPY| €MEENYNOT TOV TEPIEXOUEVOD KOl TOV SVUVOTOTHTMOV TOV
emheypévou template, ywo v mo €dkokn emhoyn tov katoAniotepov. ITwo kdtm sivar ot Bacikég
pvOpuicelg Tov £pyov, OT®G N MAOYN OVOUATOG KOt 1] TOToBeGio amobnKevoTg Tov £pyou.
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Apketd template, ypeidlovian eykatdotacn. Ta poéve mov givar mpo eykateotuéva eivar to VR, 1o
Universal 2D, to Universal 3D «a1 to High Definition 3D. Eiva1 “Core” templates yio trv onpovpyia épyov
EIKOVIKNG TpayLoTikoTnTag, €pyov 2D, elappiod épyov 3D kot épya TPOGOWOIMONG, OPYITEKTOVIKNG T
TOLVION PEOAGTIKDV YPUPIKDOV OVTIGTOLYO.

4.3.4 Tlepiparrov — Editor

Me v emhoyn Tov cmotob template Ba Eexvioel 1 LETAYADTTION TOV OpYEi®V OV TEPIEXOVTAL GTO
dnuovpynuévo épyo. H dadikacio v mpdt @opd, Ba mapel Aiyn dpa. Enerta Oa avoilel o editor otov
onoio Oa dnpovpyNGovUE TO TOLYVIOL.

Hierachy LIEEERIa E>
— Toolbar&Main Menu————

Content Brower

Viewport

4.4) Aowsj Editor Unity

Y10 KG1® pépog tov editor BAémovpe To mapdbvpo tov Project (avtictoryo Content Browser g Unreal).
Méoa og avtd eppaviCovral Ola ta apyeio Kot ot pakehol Tov TepEyeL To épyo. Baoikol pdielol ommg
Scripts, Materials, Prefabs ka1 Maps, 6o vapyovv 16m dnpovpynpévort, eve peopodv vo. avadiopyavmbody
Yy gvkodion Tov mpoypappotiot. H doun tov eoaxéhov eival epapyiki, Kol GTnV KOPLEN OVTAG TNG
epopyiog vrapyovv 2 Pacikoi @dielotr, o “Assets” mov mepiEyel OAa Ta apyeio Yo TNV dnpovpyic Tov
Tovidtov, Kot o “Packages” mov mepiéxet OAa tor apyeio Tov xpetd{ovTal To. ETEKTAGIUN KOl Ol AEITOVPYiEg
Yo va dovAéyovv cmotd. Tuvifmg tov pdkelo pe “Packages” dev tov alhdalovpe. Mali pe to “Project”
vrapyel kot o “Console” oto omoio Oa epgavifovrar AN Kot TPOEWBOTOMGES KATA TNV EKTEAECT] TOVL
oy VIS100 1 TNV EKTEAEST TOL KOJIKA.

Y10 aplotepd vapyet to Tapddvpo epapyiog (Hierarchy). Exel 0o propodpe va dovpe 6Aa ta GameObjects
oL €Yovpe TOmoDETNOEL OTNV oKV pag. Mmopovpe va dovpe v doumn TG oKNnvig Kot vo TpocHécovpie
KOvoOPYLoL OVTIKEIEVO. XTNV TEPIMTMON OV EIGAYOVUE £VO OVTIKEILEVO KatevBeiov otnv oKNnvn, 10
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avtikeipevo avtd Bo gueoaviotel avToOpOTO KOl 6 owtd To Topdbvpo. Mo koA wpokTikn, sival va
OPYOVAOGOVLLE TO. AVTIKEILEVA TOV QaivovTal 0 o€ Katnyopieg Palovtag éva kevd GameObject (Separator).
INo mapadetypa, dnpovpyodue éva kevd GameObject pe to ovoua “Player” kot éva pe o dvoua “World”
KoL 070 KAT® €(0VUE OA TO OVTIOTOLYO OVTIKEIUEVA TOV EYOVUE TOTODETNGEL GTNV GKNVI UaG. YTapyet
TOAD ETOLLO TEPIEYOUEVO GTO KATASTNILA Y10, TV KOADTEPT ONTIKOTOINGT TV “Separator”.

Y10 kevTpikod TapdOvpo vadpyovy 2 vromapabupa, To “Scene” kot to “Game”. To “Scene” Aertovpyel Gov
0 “Viewport” omv Unreal. Eivor 10 mapdbvpo oto omoio 0o tomobetodpe, UETOKIVOOUE KOl
eneePYNOTOOLLE TO AVTIKEILEVO TOV TTayvIdloD. 1o “Game” gaivetal to g Oa potdlel To mayvidl oTov
telMkd moikt Otov motnOei to “Play”.

Yta de€1d vmapyet To “Inspector”. EmAéyovtag éva GameObject, g awtd 1o mapabupo Ba gppavifovral
OAeg o1 1010TNTéEC TOL. MTopobue €1ol vo mpocBicovpe N vo eneepyactodiue avtég Tic 1otnTeg. [
TOPASELYLLO, UTOPOVUE VO, EVOMUOTOoOVUE £va SCript apyeio, eumhovtiloviog to GameObject pe Aoywn.
'H pmopovpe va oAld&ovue TV gUQOVIoT TOL HECH OlapOpmv component. Xpnolonoleital yio v
TOPOUETPOTOINGT KAOE AVTIKEEVOV.

2y Kopuen Tov TapadvPov VTAPYEL TO KEVIPIKO uevoL. Amd ekel &yovue mpocfooct oe Paotkég
Aertovpyiec, omwg Edit, Assets, GameObject ka1 Window, kéfe pia mapéyovrag Baoikég Aettovpyieg 6mmg
dvorypo Twv Project Settings, amobrikevon tov project, dnuiovpyion GameObject kot mpocHnikn étotpov
nepleyopévon 6to épyo. Katm amnd avtd vrapyet £va toolbar ue xovpma Play/Pause/Stop, kovumid yio
Gvorypo Tov Topafipov TOV ETEKTAGIL®Y, TOV AOYUPLUCUOD KOl TOV TEPIEXOUEVOD, EVM VITUPYOVV KOl
Kovumd ywo avalitnon kot Stapopewon tov tapadopov tov Editor copeova pe Tig mpotiuioelg tov

TPOYPOLLLOTIOTN.

4.4 PvbBuiceic Epyov — Project Settings

Yuyva pmopel va mopovstacTel 1) avéykn Yo TV aAdayn| Bactk®@v puBuicewy tov épyov. Avtd yivetal pécm
twv Project Settings, Tig omoieg pmopovue vo avoi&ovpe omd to kevipikd pevov (Edit — Project Settings),
gite péow tov toolbar.

Ot pvBuicelg owtég opyavmvovtal o€ dapopeg evotteg ommg Player, Quality, Input Manager, Time,
Physics, Tags and Layers, Graphics, Audio, Scripting kot GA\eg.

H xatmyopia Player mepilapfavel onuavtikég yevikég puOpicelg Tov £pyov 0mwmg o Gvopo Thg EQAPIOYNS,
mv etoupeio, T TAatedppeg otdyevong (m.x. Android, i0S, Windows), kabdg kot mapapétpovg Onme
avalvon, gwcovidlo, splash screen, dwonmpara, backend scripting kot aiia.

H evémta Quality emupénel thv Sapopeoon Tov enumédov notdtntag avé mlateopua, w.y. moéoa anti-
aliasing enineda va ypnoyoroovvtat, av Oa vedpyovv shadows, LOD pvbuiceis k.d.

H Input Manager smtpénet tn dwyeipion TV TANKIPOV Kol 1600wV and To ypnot (T.). movtiki,
TANKTPOAOYL0, YEPIOTAPIR), eV 1 Time kabopilel T mapapétpovg tov ypovov mayvidiod ommg fixed
timestep kou time scale.

Ytmv Physics propovpe va opicovpe mapapétpovg 6mmg 1 apdtnta, to péytoto apbud iterations yio tig
(PVOIKEG GLYKPOVGELG K.AT.
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O1 Tags and Layers kafopilovv ™ 6vvatdTNTO. KOTYOPLOTOINGNG GVTIKEWWEV®V Y10, GIATPAPIGLO. KoL
collision detection.

H xotnyopio. Graphics eréyyst v anddoon Kol ELEAvVIeT TOV YpopiKoy cuathiuatog (.. render pipeline
settings), v n Audio emtpénet ™ dayeipion Nyov, spatialization ko output pvBuicewv.

Téhog, to Scripting mepthappavel pvbuioceic mov oyetiCovran pe v éxdoon tov .NET framework, to
backend scripting engine (w.y. IL2CPP 1| Mono), kot GAAEG EMAOYEG OYETIKEG UE TNV UETOYADTTION Kot
EKTEAECT] TOV KMOKOA.

Ot weplocdTeEpES 0md aVTEG TIG pLOUGEIS £x0VV TPOKAOOPIGUEVEG TIUEG TTOV AELITOVPYOVV GTIC TEPIGGOTEPEC
TEPITTAOCELS, AAAG glvarl oNUOVTIKO va YiVOuV KOTAAANAEG TPOTOTOUGEIS OVOAOYO UE TIG OTOLTHGELS TOV
£PYOV KoL TNV TAUTOOPUA GTOYELGTC.

4.5 Emnextdowa — Plugins

v Unity, ta plugins (1 assemblies) cuvnbwc avaepépovtor o Biprtobnkeg (.dIl apysia) 1y eyyeveic (native)
nopovg oe C++ mov evowuatdvoviol otov pakeho Assets/Plugins tov project. Mropei vo gival 2 €180V,
Managed (dnAadn assemblies mov ektedobvior oe .NET runtime tng Unity), site native (amatteiton
ocvppoatotnTa pe TV TAATEOpLO IOV 6TOYEVEL TO project)[27-24]. H npocsbikn tovg pmopel va yiver pe drag
and drop 1 néow tov Unity Package Manager. [24]

Méow tov Package Manager (Window — Package Manager), n Unity emitpénetl avalitnon, eykotdotaon,
evnuépmon 1 ko agaipeon plugins. Exel dwaympilovtar oe xatnyopisc: “Unity Registry” yio ta emionua
nakéro g Unity Technologies, “In Project” yio éca ypnoionotovvtat 116m, kot “My Assets” yia doa Exovv
ayopaotel M| amobnkevtel amd to Asset Store [24]. Emumhéov, o yxpfotng WIOpel va €VEPYOTOL|OEL
TEPOUATIKG ) preview maxéta péow tov advanced filter. T'o npoywpnuéveg ypnoeic, ta plugins propodv
va puBpictovy va givat opatd 1 evepyd LOVO Y10 GUYKEKPILEVES TAATPOPLEG 1] OPYLTEKTOVIKES, LECH TV
import settings oto Inspector. [25]

Emm\éov, otav ypnoyorolodvral custom plugins, eivar onpaviikny n oot dwyeipion ™mg eEaptnong
peta&o assemblies (assembly definitions), dote vo pewdvetor o ypdvog compile ko vo dwatnpeiton
modularity otov k®dwo. [25] Etot, ta plugins omv Unity e&umnpetodv Oyt povo v eméKTocn g
AELTOLPYIKOTNTOG EVOG Project, oAl Kot TV opyavmon Tov KOJIKO 68 Gap®S 0pLobETNUEVEG LOVADES.
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Accessibility

AwaBoipa Plugins
Katnyoplac

Katnyoplec

4.5) Unity Package Manager

4.6 Avdéivon Teyvoloyiwv ko Erektaoiuwv (Plugins)

Onwg kKo 010 Tponyobuevo KedAato, mapakdt® Oo avolvBobv pepikés Pacikés teXVOAOYieG TOL
npoo@épel n Unity.

4.6.1 Scripting

H Unity ypnowonotel ) yAdooa C# o¢ Pacikn mAatdppa scripting, EMTPETOVIOG GTOLS OTULLOVPYOVS VL
wpoypappatiCovv interactive cvumepupopéc ywo avrtikeipeva, €Aéyyovs, animations, Ul, ¢vown Kot
rendering péca 6to mepPdilov Tov game engine. Méow g dourg MonoBehaviour, ke script pmwopet va
ovvdebel pe éva GameObject, katt mov vootnpilelt modular, avtikeyevootpoen oyedloopd pe delegates,
events kot LINQ ywo vynArn avayvoootta kot exektaciotta. H C# sivar emloyn pe olokAnpopévn
tekunpioon and to Unity Manual kot evepyn vroot)pién kowdmntog pécw API Reference, tutorials won
guides.

4.6.2 Prefabs

Ta Prefabs etvon emavaypnowonomoio zmpdétome GameObjects mov mepilapfdvovv component
configuration, scripts, child objects kot vVAKA. AevkoAdvovv TV emavatomofETnon Kot evnuépwon
TOAOTA®YV instances LEGH 0€ OKNVEG LECH LG eviaiog oAlayng otny prefab asset. To system twv Prefab
Variants enttpénel v KoTO.oKELN TOPAALAYDOV evd dotnpel TNV apykn doun, vrootpilovtag modular
avamtoén kat cvvepyacio o opddeg pe Ayotepa conflicts oto version control. [26]
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4.6.3 Forward & Deferred Rendering

H Unity vrootmpilel dbo Paoikd rendering paths: to Forward Rendering (pepovopéva passes yio kade
potiotikd o kdOe avtikeipevo) kar to Deferred Rendering (amofrkevon dedouévov yemuetpiog oe
G-buffers, pe petayevéotepovg vroroylouovs potiopo yio kabe pixel). To Forward sivor katdAinio yia
EQaPUOYEC Ue My edTa M) avéykn yio transparency, eva to Deferred npoc@épet anodotikdtepn dayeipion
TOAAOTAGDV POTIGTIK®V TNy®v Kot advanced shading. [27]

4.6.4 Render Pipelines

H Unity npocéper 2 dropopetikig poéc eneEepyaciag (pipelines). Tnv legacy Built-In pipeline, Universal
Render Pipeline (URP) yio Beltiotonoinon molamidv mhoteopudv, kol tnv High Definition Render
Pipeline (HDRP) yia high-end potopeaiiotikd ypagpwd pe volumetric lighting, PBR, screen-space effects
ko advanced post-processing. O ypiotng umopei va emdéEgt v pipeline mov tapiélet oto target hardware
KO TV OTTIKY TOLOTNTA TNG EQAPUOYNC, EVD N xpion Scriptable Render Pipelines (SRP) emtpéner custom
pvBuiceig kou workflows. [28]

4.6.5 Data Oriented Technology Stack — DOTS

H apyrtektovikny DOTS (Data-Oriented Technology Stack) ¢ Unity anoteAei éva véo poviélo
avATTLENG AOYIGUIKOD IOV €16AYEL Evay PLLIKE d10POPETIKO TPOTO TPOCEYYIOTG TOL GYEINGLOD KOl TG
extédeong game logic. [29] O muprvag tov DOTS Pacietar oto Entity Component System (ECS), to
onoio avtikadiotd v Tapadoctokn avtikeevootpaen (object-oriented) tpocéyyion pe pia doun
Baciopévn og dedopéva (data-oriented design). Avti kdBe avtikeipevo (.. YOPAKTAPOC, AVTIKEIIUEVO GTO
TEPPAALOV) VO AVOTOPIGTOTOL (OG L0 TOADTAOKT tEpapyict KAAGE®V HE 1310tNTeS Ko pebodovg, 1o ECS
yopiletl ta dedopéva (components) and ) cvumepipopd (Systems), enttpémovtag eEapetiKd
Bertiotomompévn tpdcPacn ot pviun. [30]

Sopminpopotikd, o C# Job System exitpénet v aglomoinon molvrdpnvov eneéepynotdv HEc®
aGVYYPOVOV, TOPOANA®VY SlEpyoci®V. Avti 01 VIOAOYIoUOL Vo EKTEAODVTAL OEIPLOKE péGE 6TO Main
thread, umopovv va katavépovol e ToAAamAd threads pe acedleio kot GLYYPOVIoUO, HEWBVOVTAS £TCL TO
computational load ko to frame drops. [31] Téhog, o Burst Compiler amote)ei évav compiler yapniod
EMIESOV MOV PETAPPALEL TOV KMIKO TV jobS o€ Bedtiotomompuévo punyovikd kodka (assembly) yio
eEapeTikd VYNAEG emdOoELS, cuYKpioyles pe native C++ extédeon. [32]

O 6VVILACHOGC AVTOV TOV TPLOV TEXVOLOYIDV KaboTtd To DOTS 1davikd yia real-time tpocopoidosis,

evotkég alMniemdpdoeic, Al swarms, kabmg kot yo Toyvidta pe peyalo apduod entities, omwg MMOS 1)
RTS.

-35-



Kepdiawo 40

4.6.6 Unity ML-Agents

To ML-Agents Toolkit (Machine Learning Agents Toolkit) tng Unity eivat éva avorktod kddwo
framework ov yepup®veL TOV KOGLO TNG TEXVNTAG VONUOcHVNG Ue TV ovamtuén dadpactikdv 3D
nepParroviov. H Baocikn tov Aettovpyia givar vo petatpénet tig Unity oknvég o€ mpocapuociuo
nepfaiiovia ekmaidevong yio agents ot oroiot Pwopovv vo nabovv HEGm evieyLTIKNG Libnong
(reinforcement learning), wuntikng pédnong (imitation learning), xafmg kol AoV popedv machine
learning. Ot agents avtoi dpovv PEGH GTOV EIKOVIKO YMPO CAANAETISPOVTOS LUE TO TEPIBAALOV TOVG,
houPavovtog Topotnproeic (observations), ektehmvrtog evépyeleg Kot cVAAEYovTaG avtapolBég (rewards),
070 TAQIG10 £VOG dlapkovg KOKAOL BedtioTomoinong. [33]

H oOvdeon tov ML-Agents pe Python péow API emtpénetl ™ ypnon woyvpdv Pprodnkdv émwg PyTorch
1 TensorFlow yio, v exmtaidgvomn vevpovikdv Siktvmv mov Kabopilovv T cuuneplpopd Tev agents.
IMapdAinia, Tpooeipel vrootpiEn yio training scripts, imitation trainers, curriculum learning (Bafuaio
ekmaidevon) ko multi-agent epiBdriovta. ‘Eva onpovtikd mleovéKTnua eivor 0Tt OAN 1 EKTOOEVTIKY
dwadikacio umopei va wpayporonomdei evtog Unity, pe duvatdtnto, visual debugging ko real-time

agodoynong mg padnong.

To ML-Agents givar 1doviko yia avamtoén éEvmvov NPCs (non-player characters) mov npocapudlovot
OTN GLUTEPLPOPE TOV TOUKTN, £PEVVA GE TOUELG OTWE 1 POUTOTIKY| 1] 1] OLKOVOUUIKT] TPOGOLLOIMGT), Kot
ekmondevtikd simulations 6mov 1 TpocapuootikdTTa givan Kpiotun. H kowvotnta yopom and 1o epyaieio
giva evepyn, pe Thovoto mepleyouevo oto GitHUb kot enionun tekunpimon, yeyovog mov dievkoAdvel TNy
EVOOUATOOT TOL o€ Tolkila £pya. [34]

4.6.7 Cinemachine & Timeline

To Cinemachine sivat éva Tponyuévo ohoTno EAEYXOV KAUEPAS OV TAPEYETAL WC TAKETO omd Tn Unity
Kot £xel oxedlaotel Yo vo BeATioTomotel TNV KAADYT GKNVOV HECH SLUVOUIKOD KO CUTOLLOTOTOMUEVOL
framing, TopaxorovOnong (follow) kar petafaong (transitioning). Xwpig tv avaykn ektevovg scripting,
TPOcPEPEL Asttovpyieg Omwg auto-dolly tracking, procedural camera behaviors, composer-based framing
Ko noise simulation, emtpémovtog otov dnpovpyd va emikevipwbei teplocdtepo ot oknvobeoio Kot
Mydtepo otov teyvikd éleyyo. [35] EmumAiéov, n Asrtovpywdtnta blending peta&d kapepdv mopéyst
(QUOIKES, OLOAEG LETAPACELS, KATL TOL etvat WaviKO yuo dpdion e Tpaypatiko ypovo 1 cutscenes.

To Timeline, and v GAAn Thevpd, givor éva non-linear sequence editor mov emitpénel TNV EVOPYNOTPOON
animation, 1xov, gvepyeldv Kat EVOALay®V 6€ pia gviaio ypovoloyikn ypouun. Méow tov Timeline, ot
onpovpyoi pmopodv va cuvtovilouv S1AA0YO0, KIVIGELS YOPOKTIPMV, YEPOVOUIES KOl EVOAANYEG KALEPOC,
XOPIg vo ypdyouvv ovte ua ypouun kodika. Tapéyet multi-track control ywo animation clips, audio
sources kau signals, divovtog andlvto Eleyyxo 6To GLYYPOVIGHO oTotKEiwV. [36]

Orav avtd ta 600 gpyarein cuvovaoTOHV, SNUIOLPYEITOL £Va IGYVPO GVCTNLLA Y10 KIVILLOTOYPOPIKT|
a@ynon kot aAANAemdpactikd oknvikd. Méow g ypnong Virtual Cameras (VCams) kot sequencing pe
10 Timeline, umopovv va dnuiovpynodv duvopikég oknvEg e Cutscenes vyning motdtnTag, Tov
nododTEPa amortovoay custom scripts kot animations. O cvyypoviopog peta&h MoV, KvodpeVOV
OVTIKEWWEVOV Kol AYE®V KAPEPAG ETLTLYYAVETAL €€ OAOKANPOL pécm tov editor, dievkolbvovtag T
€PYACiO TOV OMOVPYIKOV OUAS®MV KOl EVIGYDOVTAG TOV KIVILATOYPAPIKO YOPUKTAPO TG TOPAYOYNG.
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Kat o1 2 teyvoloyieg umopovv vo gykotactadovv amod to mapdbupo encktaoiuwv, Unity Package Manager.

4.6.8 Incremental Garbage Collection — IGC

H Incremental Garbage Collection (IGC) tng Unity amotedei pio onpovtikn texvoroyikn tpocOnKn otov
topéa g BedtioTomoinong anddoong yio real-time spappoyés, €1d1kd oe moyvidlo 6ToL 1 GUVENC,
ouaAr por kapé givor kpiowun. Xe avtibeon pe v mapadoociakn stop-the-world garbage collection, n
omoia pmopel vor 00NyNoeL o€ peyaing didpkelag mavoelg (SPikes) kotd tnv exkkabapion g un
ypnoworoovpuevng uvpung, n 1GC dapei ™ dwdikacio oe LKpOTEPES, KATAVEUNUEVES PAGELS, Ol OTTOIEG
ekTeLoVVTOL o€ dradoykd frames. Avth | otpoatnyiky entpéncl T peimon Tov ampofrentOv
kabvoteprioewv (GC spikes), diatmpavtag éva wo otabepd frame rate, kdti wov eivor 1diaitepo, onuavTiKd
v gumelpiec o VR, mobile gaming kot tpocopoidoeic vyming axpipetag. [37]

H IGC evepyonoteitar amd mpoemhoyn amd v ékdoor Unity 2023 kot émertol, Kal 1) GOUTEPIPOPE TNG
umopei va puButotel péom Tov pevod Player Settings, kdtw and o Memory Management tab (Unity Docs,
Player Settings). [37] Exei, ot developers umopovv vo, emiéEovy peta&d incremental ko hon-incremental
modes, avdioya pe Tig avaykeg tov épyov. Av kor 1 IGC gvdéyetat vo Topoteivel GuvolKa T S1GpKeLa
NG GLAAOYNG QITOPPILUATMV, TO YEYOVOS OTL 1 EMPAPLVOT| KATAVEUETOL OUOAN LEGO, GTO YPOVO UTOTENEL
KaboploTikd mieovékTnua og mepPdAiovo 6mov 1 responsiveness ko n otabepdtma eivat
npoteporotra. [38] [39]

Emumdéov, n ypnomn g IGC evdeikvutar o€ cevapio pe cuyveS SuvapKeg 0eGUEDGELS UVAUNG, OTOC TT.Y. M
runtime dmpuovpyia. OVIIKEWEV®Y, EVOALOYT oKNVOV, 1) YpTyopn ¥pnon SCripts mov dayeipiCovtar peydlo
oyko dedopévav. H texunpinon e Unity npooeipetl emmAéov 0dnyieg yio fedtiotonoinon tmv
OVTIKEWWEVOV DOTE VO EAAYICTOTTOLEITAL 1] EMPAPLVON GTOV GUAAEKTT, EVIGYDOVTOS £TCL TN
poakporpdOeoun 0modoTIKOTNTO TOV GVOTAOTOS Lviune. [37]

Qotéoo, n ypnon mg IGC sicdyer overhead and write barriers, kafdg otov petafailovior ovapopés
peta&y objects katd ™ Swdpkewn g cvAloyIG, o GC mpénel va emaveEeTAoEL AVTA TO. AVTIKEIEVA. L€
nepurtdoelg 6mov  marking phase dgv ohokAnpmvetat Adym cuyvav petoformv, o0 GC propei vo emavérdet
og non-incremental Agitovpyio yua vo amopevyei deadlock. [37]

4.6.9 Adaptive Probe Volumes — APV

To ovotua Adaptive Probe Volumes (APV) ot Unity amotelet éva kawvotopo gpyoaleio ya global
illumination to oroio avtikabiotd Ta takod Light Probe Groups, mpoc@épovtag ouTopatomomuévn
tonoBétnon light probes Baocet Thg TukvoOTNTOG TG YEMUETPING GE Hiot OKNVN. AVTO EMTPENEL TV
dnovpyia evog 3D adaptive grid, 6mov kaBe "brick" mepiéyet 64 light probes og didtoén 4x4x4, ue
petafaiiopevn Tokvotnta avaloya pe v tolvmiokotta e neproxns (URP). [40] To amotéleopa
etvau per-pixel sampling eotiopod avti Tov Tponyoduevov per-object povtélov, odnNymdVTOG G To
opotoyevy potiopd kat peiowon seam artifacts. [40]

Ta APV Agtrtovpyodv amokietotikd eviog tmv Scriptable Render Pipelines (URP kot HDRP), kot
TpocPépovy vrooTHPIEN Yo real-time streaming tov 6£dopévoV OTIGHOV, ETLTPETOVTOS TNV
QTTOTELEGLOTIKT] SLO(EIPIOT LEYAAMY, OVOIKT®V KOGU®V Yopic ototikd baking lightmaps. [41] Kabmg to

-37 -



Kepdiawo 40

ocvomua TPposapprolel duvapikd Ty TokvoTTo TV Probes, emttuyydvetor opaAdtepn uetdfoon
QOTICUOV HETAED TEPLOYDV Kot BEATIOUEVT TOLOTNTO, EIKOVOC YOPIG TNV AVAYKT] YELPOKIVITNIG
dapopemong M tpocbetwv reflection probes. [42]

[Mopd o TAeovektRuaTd Tovg, To. APV €r0uv Ko OpIGUEVEG TEPLOPIOTIKEG GUVONKES: OEV EMTPEMETOL 1|
YEWPOKIvITN TomoBETnon Twv Probes péoca otov 6yko Kot 1 Kabe aldoyn oty andotacn i TV ToKvOTnTOo
amoitet véo bake, kdti mov pmopel vo mpokaléost errors av dev yivel oot enavagopd tov editor. [43]
Emm\éov, og epappoyéc mov ypnoiponoiovy SSGI 1 SSAO oe suvdvaoud pe APV oe HDRP, propei va
ennpeootel to framerate, 1dwaitepa o€ ovotpato pe younAdtepo performance

4.7 Meovekmpata Teyvoroyimv

Iapolo mov ot TeyvoroYies Ko Ta GVGTHOTO 1oV TpooPépel 1 Unity —ommg ta DOTS, ML-Agents,
Adaptive Probe Volumes, Cinemachine kot Timeline— amotehobv 1oyvpd epyodeio yio thv avémtoén
GUYYPOVAOV KO OTTOSOTIKMV TTOLYVIOUDY, GUVOOELOVTOL OO CTUOVTIKA LEIOVEKTNLOTO KO TPOKATGELS,
10img 6oov 0popa TN LaONGLOKT KAUTOAT, TN dlayeipion TOp®V Kal T YEVIKTY ToAvTAokotTa. 'Eva
Bookd mpoPAnua ivar 0Tt TOAEC 0 AVTEC TIG TEXVOAOYIES £0VV AKOUN MUTEAN 1| TTEPOUOTIKN
vAOTOINGN, He GLYVEG OALYEG HETAED EKOOGEMV Kol TEPLOPLGUEVT] TEKUNPIWGT), KATL TOL KAO1GTA
SVGKOATN TNV EKUAONGT TOVG, aKOUN Kot V1o EUTEPOLE Tpoypaupatiotés. To DOTS, yu mopddetryua,
amottet e€okeimon pe To ECS paradigm mov drapépet OepeMmdme omd TO AVTIKEILEVOSTPOPEG LOVTELD —
0VTO GUVETAYETAL TAN PN OAAXYT PIAOGOPIOG GTOV GYESOGUO TOL KOSIKA, YEYOVOC OV UTopel vo. amoPel
OTOTPENTIKO G€ UIKPEG 1| Leoaieg OLAdEC.

EmumAéov, apketd and ta cvotipoze thg Unity katavaAdvouy onuoviikodg vroloylotikovg mopove. Ot
Adaptive Probe Volumes, av kot gvéliktot yio dynamic lighting, avEavouy tn yprion uvAung Kot omottody
enelepyaotikn woyd yio real-time streaming, sidicé og peydiec oxnvéc. Ouoing, o ML-Agents Toolkit
amoitel eEmtepikd epyaieio kar Python mepiBddiovta, evd 1 exnaidevon agents umopei va ivat ypovika
Ko VIToOAoYoTIKA KootoPopa. TTapdAinia, akdun Kot povouevikd amid epyoieio énmg to Timeline kot
1o Cinemachine umopei va mpokarécovv emiBdpvvon oto editor, eidikd oe £pya pe ToADTAOKO CUtSCENES
ko layers. Télog, 10 yeyovog 0Tt ToAAEG amd avTés Tig Te)voloyieg eivar tightly coupled pe cuykekpuuéveg
render pipelines (URP/HDRP) mepiopilet ) ovppatdtnta kot amortei emmAéov pubuioeig kot debugging
oe multi-platform nepipdiiovro.

4.8 YmoompiEn kal Kowvotnra

Ye avtifeon pe v Unreal, katd tnv didpketa Thg vA0moinong tov project pov dev ypeldotnke va avatpéém
106€G PopéC o Poribeta. Tig mepiocotepeg popéc, To Documentation kot ta Tutorial Bivreo mov mapéyovron
otV enionun oeAida g Unity, ftav exopkn yio vo pe Bondnocovy va Eemepdom to TpofAna mov eiya.

Kot Eava emopevo Prpo pov frov va oo oto Forum g Unity kot va waE® epoTnoELg YpNoTdV UE
TapOpoto M Kot 1o 1810 axpPdg TpdPANLa. AveTUXDG Y10 TaL SIKA LoV TPOPANUAT, dEV PpKa KATL OTOTE
YPEWCTNKE VAL KAV® 0 1010 TNV £pMOTNON. Xe kapia Suotuyds dev EAafa amdvTno, av Kol HoVV Giyovpog
€0 OTL TNV £€0€T0L OTNV GMOOTH EVOTNTO.
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Téhog, mpoomdOnoo Kol e6M pe KAmolo o averionuo tpdmo, énwg uécw Discord. Evtuydg, e6d vanpyav
dropo €umelpo Kot pn. Me Bonnoav N pe katevBuvay Tpog TV omGTH TopEin, KATAPEPVOVTIS ETGL VA
MGm o TPOPANLOTO OV KOl VO SMIoVPYRG® TO Project pov.

4.9 Katdomuo — Marketplace

Io v amdkmon £toov mepieyouévov, n Unity moapéyel otovg ypnoteg to Asset Store. To Asset Store
gtva £vag ynoeokdg xmpog otov omoio umopeic va mepmyndeis site uéoa and to Unity Editor gite uéow tov
S1d1KTOOV, MOTE VO AvalNTACEIS KOl VO OTOKTHGEIS TAKETO, TEPLEYOUEVOD TOV KAADTTOVV TIC OVAYKEC TOV
project cov. Exei pmopeic va deig ovaAvtikéc mAnpogopiec, swdveg N kot PBivieo, TPOKEWEVOL va
aE10LOYNGELG av GE EVOlAPEPEL KGO0 asset.

[ToAAG amtd To S1a0éota assets eivar et TANpoUN, ®GTOGO LLAPYEL KAl SWPEAY TEPLEYOUEVO, KOL T) TOLOTNTE,
TOVG TMOIKIAEL, LE APKETA VO TPOCPOEPOLY EMOYYEALOTIKO amotédespa. [a va ypnoiporomaoelg éva asset,
npémet va gioat cuvdedeuévog pe tov Aoyaplacud Unity kot va to korefdoeig péow tov Unity Editor, dote
va glooyBei amevbeiog oo project cov.
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Kepalow S0  Yhomoinon 'Epyov og Unreal Engine

Ipw amd v évapén dnovpyiag Tov kKabe Epyov, &yve o ektevic épevva oto marketplace yuo to asset
mov Ba ypnoipononbovv, tpocrtabddviog vo eivol dwpedv.

Avtd mov mapatipnoo frav 6t to Fab (Unreal Marketplace) 61é0ete oAb Adyo o€ apiBud asset am’ ot
avtd. Emiong, dev 01é0ete peydho apBpuo dwpedyv asset N ta dwpedy asset nrav dueiertovpykd. Metd and
apketod Ya&o, katéin&a ota asset kot propovos mAEov vo, Egkviioet 1 dnpovpyia Tov project. To asset
aVaPEPOVTOL GTO TPAOTO VITOKEPAALO.

To project otnv Unreal Engine Egkivioe og ékdoon 5.3 kou otny mopeia. avaBoduiotnke oty 5.5.4. Metd
T0 TEA0G OVATTTLENC KO KOTA TNV TTEPI0S0 GLYYPOUPNG TOV KEWEVOD, KUKAOQOPNGE Kot 1 5.6 otnv onoia dev
&ywve avapaduion.

5.1 Assets

O mopokdrto mivakog Tapovctdlel Ta assets mov ypnoonomdnkay oty avamtuén. Ta nepiocdTepa assets
amokTHONKay dwpedv, ite péom marketplace eite péow tov template wov ypnoipomombnke, evd yio TV
KoAOTEPT] KATAVONOT] TOV TPOTOL AEITOLPYING KOl OTLOVPYING, OYOPAGTNKE KOl EVOL TOKETO TEPLEYOUEVO.

Ovopa IInynm ITeprypaon T Fab Ty Ardktnong
Modular Urban houses | Fab Kripa Awpedv Awpedv

Traffic Al System Fab Apduog, Al 40€ 40€

Crossroad Generator Fab Apbuog 50€ Awpedv

Vehicle UE Template | Avtokivnto maiktn Awpedv Awpedv
Temperate Vegetation: | Fab doon Awpedv Awpedv

Spruce Forest

1) Ta assets wov ypnoyworouinkay aryyv Unreal.

5.2 Opydvoon Project

2mv ewova 5.1, PAénovpe v opydvooT TOV OVTIKEWEVEOVY oL gival Tomofetnuéva 6TV GKNVI LAG.
Anpovpyndnkav ot KaTAAANAOL AKELOL KOl DTOQAKEAOL Y10 TV KOADTEPN dtoydpion TV ototyeimv. Ot
Baowoi gdaxehot givar ot Al, Landscape, Lighting kot Player, péco otovg omoiovg mepiéyoviar OAa To
TEPLEYOUEVO, YOPIGUEVO GE EMUEPOVS PAKEALOVG, OOV aVTO Kpifnke amapaitnto. O edkelog Al mepiéyet
Oha ta Splines mov givor vedbBuva yio T kivnon kot mv dnuovpyio twv NPC avtokwvitmv. O Landscape
nePEYEL T0 apyko Edapog (Landscape), to PCG Blueprints kot to. meshes mwov dnpovpyndnkav pe to PCG,
ta. Blueprints yu tovg dpdpovg kabmg kot to Spline ywa ta épra Tov ydptm. O Lighting nepiéyet 6ha ta
oTolEin Y10 T0 POTICUO TOL XapTN, kat o Player o Blueprint tov awtokvitov tov mtaiktn. Ta 3 tedevtaio
otolyeia eivol oTorygio SNUIOVPYNUEVO CVTOLOTO OO TV UNYOV KoL TPOTEIVETOL VO, NV TTEPOAYTOVV.
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ki VehicleExampleMap (Editor)

*"";. MCG_Town

@ Town_Outside_Spline

Lighting

Player

=| :3'
& WorldPartitionMiniMap

5.1) Opydvawon Avuxeipévav Xxnviic Unreal

5.3 Anuovpyio k6cuov

H dnpovpyia tov K6GHOL NTav To TpdTO Koppdtt 6to onoio Eekivinoa va epydlopat. 'Hrav to peyaldtepo
TO 7O OMOUTNTIKO Kol TO OLOKOAOTEPO WEPOG otnv avamtvuén. Avetuydg to Vehicle template mov
¥pnoonoinca, dev gixe K&t mov va pe fondnoe oty dnuovpyio Tov KOGHLOL.

EeKivavtag Siéypayo 0L o otolyeion mov dgv ypetalopovy amd to apykd Level, apnvovtag povo to
avtokivnto Tov maiktn kot o Landscape. ‘Enerta peydAmoa to Landscape oe péyebog dote va givat opketd
LeYAAo Y10 GAO TO TEPIEYOLEVO.

‘Eptaca oto onueio va apyilo va torobetd 10 Tepieydpevo otov koouo pov. Evepyormoinca 1o PCG amod
10 TOPGOVpo TV plugin Kot apov Eywve n exovekkivnon tov editor wov yperdotke, dnpovpynoa éve PCG
Graph (A&l KAk oto Content Browser otov ¢pakelo mov Béhovpe va dnuiovpyndei — PCG — PCG Graph).
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Import to /Game/VehicleTemplate/PCG...
Add Feature or Content Pack...

Add Quixel Content

Fab

MNew Folder

Blueprint C
Level

Material

*

al Miagara System

Animation 1) aagi_ Kth

Artificial Intelligence

Audio
Blueprint
Cinematics

r
ﬂ'rl MLOUerI MEVCL Editor Utilities
G ra p h S Foliage

Fx

Gameplay
Input
Interchange
Live Link
Material
Media
Miscellaneous
PaperzD
PCG e
Physi ?‘; PCG Graph
Texture —
Tool Presets “-“* PCG Graph Instance
User Interface
World Advanced

5.2) Anuovpyio. PCG Graph

To mpdro mov dnuodpynoa rav PCG_Bounds ov ftav vevBuvo yua v dnuiovpyia Tov ddcovg wov Oo
VIAPYE GOV Opra XopTId Yo vor unv pmopet va Byet o maikme. Tomofétoo to Graph pe drag and drop oto
Viewport pov, to petokivioa Kot 1o enekepydotnka, £T61 MoTE va kaAdmtel 0Ao to landscape. Avoi&a to
Graph ka1 (pbo avtipétonog pe éva mapopoto mtapadvpo oav ta Blueprints. Apéowg Eexivnoa vo yayvo
Ko va torofetd ta Nodes mov Ba Eptioyvoy 10 TeMKO OTOTELEG LA TTOV iYL 6TO LVAAD LoV, e TV BonBeta
dapopwv tutorial mov Pprika oto dradikTvo.
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GetLandscape Data

Oifference

5.3) Nodes PCG_Bounds

To mpcdro Node frav 1o <Get Landscape Data>, ue 1o onoio didfale to péyebog katl v tonobecio Tov
€0Gpove oL mepteydTav uéco oto Graph oto Viewport. Xe nepintwon mov onueio tov Landscape dev ftav
uéoa otov k0Po (bounding box) mov £deryve to Graph, tote ekeiva ta onueio dev Oa dapaloviay Ko dev
0o Aoppavovtay vaoy.

A@o0 giyo Olo ta oTotKElD TOV £AQOLE, EMpEnE VA, SNUIOLPYNCH GE TVYOI0 GNUEIN TNV EMPAVELD TOV
eiya, copotidwo (particles), ®ote va éy® MO OTTIKY EKOVA TNG KOTAVOUNG TOVG, KoM Kol 6mOTAG
Aertovpyiag tov PCG. T'v’ avtd tov Adyo ovvdeosa to <Get Landscape Data> e éva <Surface Sampler>. Xto
ovykekpipuévo node pmopodue va odArla&ovpe ta cmpotidla ava tetpaymvikd (Points per Square Meter),
oNAodn tov aplud T@V GLVOAIKOV COUATIOIMY Kol otV TEPITT®oN 7oL N d1dtaén TV onueinv dev nag
apéoel, vdpyel n poOuon “Seed” wov Eava dnpovpyel o onueio pe GAAN Toyaio didtaln. Télog, vdpyet
n emioyn “Unbounded”, ue v onoia dev nepropilovpe v dnuovpyio copoatdiov otov bounding box
tov Graph. Ztnv dikn pHov gQoppoyn yio. Heyoldtepn ao@dAeia, kot evepyonoinoo to Unbounded ko

k@ivya to Landscape pe to bounding box.

Emedn opmg onpiovpyodvtay mhpa moAAL coUoTid 6ToV KOGHO, EnpEne va. To meplopic®. Emopévac,
ypnowonoinca to node <Density Filter> e to onoio mepiopioa 1o amotérespa tov <Surface Sampler> pe
Baon g TuKvOTNTOS TOVG.

Otov HoVY gVYAPIETNUEVOS LE TO AmOTEAECSHA, TO oUVOEGH pe to <Transform> node, péoa and to onoio
pumopovdoa avl Taco oTiypr] vo aAAGE® v Béom, TNV mEPIGTPORY| Kot TV KAILOKO TOV COUOTIOI®V.
OpiCovtag £va min kot éva Max, to kabe copatiolo Bo éralpve pa Toyaio Tipn péoo og avTd TO €0POC,
dtvovtag pio motiAia.

Efya étopa €101 0 copatidw ota onoia apydtepa Ba Edva Ypoapukd.

Emépevo Pripa sivar va «koym» ta onpeio tov landscape ota oroio dev 10l va dnpovpynbodv copatidia,
Gpa kot vo punv vidpyovy dévrpa. o va to Tethy® avtd, dnuodpynoa Eve Spline (Town_Outside_Spline).

Enéktewva to spline étol dote va el 4 kopveéc (points) kot evepyomoinoa tnv pvduon Closed Loop oto
televtaio point kieivovtag to spline kat dnuiovpydvrag évo KAEGTO Gy, TNV CUVEXELN LETEPEPO, TNG
KOPLPEG TOL €161 MOTE Vo, oynuatiotel €va TeTpdywvo Kovid otnv dxpn tov yoptn. Kor apov eiyo
oynuaticsl Ko Tov ydpo wov dev nNhsia va dnuovpynBodyv dévipa, Enpene va TpocHEcm TNV AOYIKT GTO
PCG_Bounds.
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INa va «kdyo» to onpeio péoa amd to spline, oto Blueprint PCG_Bounds (ewova 5.3), tpdcbeca to <Get
Spline Data>. Mg 1ig mpoxabopiopéveg puouicelg Opwme, dev émarpva to dedopéva tov spline (ta 4 points).
I'” owtd ypetdotke vo. tpochécnm kdmoro tag oto 610 to spline avtikeipevo otov editor (ewdva 5.4). 'Encro,
ot1g pvbuioeic Tov <Get Spline Data> oto mapdBupo tov blueprint, dAlo&a to nedio Actor Filter oty
emhoyn “All World Actors” kot to nedio Actor Selection oty “By Tag”. ‘Etot 6tov 610 apécme enduevo
nedio Actor Selection Tag, éypayo. to tag mov eiya mponyovpévag dmaoet oto spline pov, avtd Eexivnoe va
dwafaletl ta 4 points (swdva 5.5).

& Details x E® world Partition ® world Settings
Outside_Spline -+ Add

Dutside_Spline (Instance)

Tag search

Streaming All

1 Array element

Tow

Oplopog Tag

5.4) Opioude Tag orov Editor
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v

PuBpiceic Node

Output ertheypévou Node

PCG_Bounds
“# PCG Component - PCG_Bounds

5.5) Pvfuioeic Spline Data

AoV 10 Blueprint pov émaipve dedopéva amd 1o spline, ocbhvdesa oto Node tov spline pov to <Spline
Sampler>. H poévn pdbuion mov ypeidotke va kdvo o€ avtd to node, ftav vo opico to medio Dimension
otV emhoyn “On Interior”, emainfevovtag kot and to Output 6tL TAéov drafaléviovcay Ol Ta. onueio
nov Bpickovtav ecwtepikd Tov spline.

Téhog £ueve va evdom Tig 2 cuvdeouoloyieg mov siyo <Get Landscape Data> kou <Get Spline Data>, ue
T£T010 TPOTO Mote omd Oho To. onueio mov vrdpyovv oto landscape, vo agapodvior o onueia 610
eo@TEPLKO TOL Spline. Avtnv v dovAeld pov v ékave to node <Difference>. Zvvdéovtag to <Transform>
node oto pin “Source” tov <Difference> kou 1o <Spline Sampler> oto “Differences” pin, katdpepa vo
ONUOVPYNo® TO TEMKO omoTéAES LA OV MBeAa, Kot TAEOV glya Ta dpla TOL KOGUOV pLOv.

[Tp6oBeca axopa Eva <Transform> node yio d1kn pov acParelo. 0Tt o LINPYE IO TLYALOTNTO. GTOV TPOTO
7ov Oa epeavifovtav Ta ypoapucd pov, kat teieimoca to Blueprint pe to node <Spawn Actor>, divovtag oav
petafint oto nedio “Template Actor Class”, to Blueprint ywa to dévtpo mov ek vo epappootel. ‘Etot
elyo éroa To GpLo TOL PIOPOLGE Vo peTakivnOel o TaikTnG.

Enmdpevo Pripa pov, frav va dnpovpynco to Ktiplo mov Bo amotehovcay v moAr. AkolovOnca v 161
dadwooio pe v dnuiovpyioc twv opiov. Ta ktipuo TtomoBemOnkav pe éva devtepo PCG Graph
(PCG_Town) oto gomtepikd Tov Spline mov giyo 116n dnpiovpynoet.
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Get Spline Data

5.6) Nodes PCG_Town

INo va dnuovpynowm to particles, mpoto mpo 100 onueion ecwtepikd tov Spline mov eiya 1oM.
Xpnowomoinoa wah ta 2 nodes <Get Spline Data> xai <Spline Sampler> pe v poévn dapopd otig
pvBuiceig va givor 6t1 oto <Spline Sampler>, oto medio “Interior Sample Spacing” va oALdEw v Tun yio
va unv dnpovpyovvtar téoa oAl particles. ‘Enetrta ta ovvdeoa malt pe ta 2 hodes <Bounds Modifier>
<Transform Points> kot oto “Source” pin gvog <Difference> node, apod wdA1 Ba éxpene va apapécm ta
particles endvm 0md o TOVG dPOUOVE HOV.

T'o v dnuovpyia tov dpduwv ypnoonoinca étoo meplexduevo and to marketplace. To cuykekpiuévo
nepieyduevo, Crossroad Generator (sugaviletar cav Ghost_ Town VOL8 péca oto project), mepiéyet
blueprints ywa v avtopatn dnpovpyia dpduwv. Iepiéyer 2 blueprints, éva givar yio tov dpdpo kat 1o dAlo
v otavpodpouo. (BP_Road_Generator kou BP_Crossroad_Generator). T tnv ypfion Tovg mpémnet amid
va yivouv Drag and Drop péoa oto Viewport. Mg v évtaén toug 6o yaptn, dnNpovpyodvIol ToAD amid
meshes yopic ToAd ypagikd. Méom tov Details Panel éuwg umopovv va tpocteboiv kot vo yivouy akdua
O PEAMOTIKA. YTApYovv d1dpopec puOUicELS Vo Evepyomomoelg Onwe Tooeg Awpideg Beg va vdpyovv
oToV dpopo, av Ba vdpyovv TeCodpouLL, EAVAPL, YPALLES GTOV dPOLLO, Tl €id0VG aTavPodpdit Ba sivor (X
Crossroad , T Crossroad, Y Crossroad, Kk 7 oamAr difoocn neldv).

TonoBétnoo mpdTa To. 5 oTtawpodpduia Tov ypewlopovy, 1 oty péon (X Crossroad) kat 4 otnv péon ke
migvpag (T Crossroad). ‘Emerto. omd 1 pubuiceg kébe otavpodpopod, eméreéo vo dnpovpyndovv
avtopato dpopot. ‘Etor ta blueprints towv dpduwv oto Outliner dnpuovpyndnkav cov modid oe avtd tov
GTOVPOOPOLL®V, OOTE NTaV To opyavouéva. Télog, émpene va enexteived Tovg dpdLovVG MGTE Vo evebovv
KatdAA Ao Yo va dtapopewbodv omwme Beka.

Ta blueprints twv dpopwv, dnuovpyovv splines. Avtd ta splines £xovv v Aoyikn dote o kGbs segment
(évwon point pe point), va dnpovpyeitar éva mesh. ‘Etot tpdcbeta points kot o emelepyalopovyv 6mov
ypeotav, puéxpt va yivouy snap oto tekgvtaio point evog aAlov spline dpopov. I'a va gaivetal  otpoen
TO PEAAMOTIKY, XPEGOTNKO APKET DPO VO EXEEEPYAGT® TO. POINES TOV dNUIoLPYOLGAY TV GTPOPN OTIS 4
GKpeg Tov eEMTEPIKOD SPOLLOV.
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- BFP_Road_Generator

- BP_R enerator (Self)

PuBbpiocswg ApoOpLww

CROSSROAD GEMERATOR

) TYPE

FIC LIGHTS
GROUPING

WHNING ROADS

Anuwovupyla Spopou

Delete Selected Road Reset

Delete All Roads

Spawn All Roads Spawn Selected Road

5.8) Pipuon yra aldoyn tomov orovpodpouioo
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"Etot elyo €Topa Tovg popovg Kot T KTipio, Kol To LOVOo ToL LoV EUEVE eival va apapodoo Ta onpeio Tov
KTIpiov mov Bpickoviay 6To y®Po ToL LINPYY dpodpot. Avtd to ékava pécw tov PCG_Town. Xto blueprint
npocbeca to. nodes <Get Spline Data>, <Spline Sampler> kot apydtepa mpoécheoa ko to <Bounds
Modifier>. 'EBoa)a. to {610 tag oe 6Aa ta blueprints dpopmv kot epdppoca v ida. Aoy yio diéfocua
onNUeinV, OTOC 6€ OAN TO. TPOT YOV pEVE. 1610, NOdeE.

Y10 <Spline Sampler> avt v eopd ypnoonoinca to “On Spline” evd oto medio Mode, “Subdivision”.
Onwc ko oo PCG_Bounds, civdesa avtrv v cuvdecporoyia oto Differences pin tov <Difference> o
agaipeca o, Ktipla Tov dev NBeha. Eava, cvvdeoa to <Difference> ue éva <Transform> ko évo <Spawn
Actor>, kot dtdéyovtag to blueprint tov ktipiov mov 0eka, eppavicTniay LOVo To KTipLo ToL ¥PECOULOLV.

AVeTUY®G, TO YPOPIKE TOV KTIPI®V NTOV OPKETH LEYIAN KOl € KOTOL0 ONUEIN ETEQTAV TAV® GTOV OPOLLO.
ITpocOétovtag to <Bounds Modifier> oto <Get Spline Data> twv dpduwv, kot arralovtag ta Bounds Min
kaw Max, pdobeta opla yo. To wéoo poxpld amd 1o Packd spline Ba dapaler onpeia. ‘Etor kopovrog
neplocotepa particles amd avtd mov Oa sugavifovov, eiya kot o emBountd arotédecua. BéPato ovt n

1éEB0dOG giye ooV AmMOTEAEG LN VO, VTTAPYEL LEYAAO KEVO LETOED TOL OPOLOL KoL TO TPMTO KTipLa.

5.9) Top Down View t7¢ méing
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5.4 Paths

Ta Paths tov vIoAommy aVTOKIVIT®V 6TOV KOGUO, £YIVE HECH TOV AOKTNUEVOL mepleyopnévov Traffic Al
System. To Traffic Al System gival 0 pHovo amd To TEPIEYOUEVO OV OMEKTNGO UE TANPOUY, OAAG
TPOYMPNOE TNV dNUovpyic Tov Taryvidlod ToAD. To GUYKEKPILEVO TTEPIEYOUEVO TEPIEYEL 1APOPO. ASSELS,
aVTOKIVNTA, YOPOKTHPQ, PavapLa, dpopovg kat Splines yio v kiviion kot To TapKAPIGUA TOV OVTOKIVATOV.

INo 6l ta mapamdve £xer blueprint pe moAdmAokn Loyikr|, TOL ¥PEAGTNKE OPKETH TPOGOYN Kol SdPacio.
v TV Katovonon . To blueprint wov ypetdotnka eyd frav o BP_Spline_Road to omoio tav vrevbuvo
yio v dnovpyia ko kiviien tov ovtokvitev Al. ‘Expere va torofetown apketd tétola blueprints otov
YOPTN LOV KOl VO, TO TPOSUPUOc®, KOOMG KaOe Eva ftay apuddio yia pia Aopida. ['a mapdderypa, yio kade
dpouo oty diKd pov mepintmon, ypeidomrka 2 tétoto blueprints, agod ot dpdpotl amotedodvtoy amd pia
Aopida yio kKaOe kKatevBuven. Zuvolo ypnoiponoinca 24, vd Yo mo HLEYEA0 YGpTN Kol Yio LEYOADTEPOLS
dpOUOVE, AVTOG 0 aPlOUOG UTOPEL TOAD EVKOAN VO YIVEL TOAD HeYaADTEPOC.

Yta Oetikd, péoa and avtd ta blueprints umopeic va puOuicelc Thv TodTNTA TOV AVTOKIVHT®Y IOV KIVOOVTaL
nave oe kaBe spline. Xto Details Panel, vmapyst n pvOuon “Speed Limit”. Emiong, umopeic va
gvepyonomoelg pubuioelg yioo alhoyn Awpidag, Kol GLUTEPIPOPA AVTOKIVITOL o610 TEA0VG Tov Spline
(droypaen awtokvitov 1 emavdAnym). H mo onuavtiky poduion duwg eivar n “Next Road Spline”, péoa
amd Vv onoia pocbeta ta exdpeva spline mov umopei va petokvnBel To awtokivnTo Kabmg Kot TV pepld
oV onoio Oo oTpiyel, Yo va ovAWEL TO KOTUAANAO QANG.

Mropeic vo tpoobiceig molhamid spline ko eite va dahéeig amd to dropdown to enduevo spline gite va
draAéEelg to otvAd ota de€ld Tov dropdown kot va kavelg KAk oto Viewport oto spline mov 0éieic. e
nepinTmon mov evepyomoin el n alhayn Awpidag, n dladtkacia yio TV emAoyn Ampidag otnyv omoia pmwopel
va oAMGEel, eivar ) idto pe v emthoyn emoduevou spline.

Aoy perétmoo apketd to blueprint kou to mepieyoduevo, katdAafa OTL pE KATOES SLOPOPPDOELS GTA
blueprint, propodv vo ypnoyonomBovv yio Ty Kivioen Oyt HOVO aVTOKVATOV 0AAG Kot OTIONTOTE GALO
Béler kaveic, Omwg meLoS Yo TOPAdELYLLAL.
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& Details B® world Partition
@ BP_SplineRoad20

@ BP_splineRoadz0 (Self)

St ming

r

KN ETTOLEVOU

Ermdoyn
, ETMMOMUEVOU |
Emnmopevo

; - KALK -
Spline [ ~ rertreesss Q
-

G
> My

G
> My

Zuuneprdpopct
oto TEhocg
Apopou

Rendering

5.10) Pvfuiceic BP_SplineRoad

5.5 Vehicle

Ta avtokivta emiong dnpovpyndnkav péca and to Traffic Al System. O gdxehog Cars nepiéyet 6 £topo
blueprints ywa dtapopetikd awtokivnta. Ola ta blueprint £xovv Aoykn yio pdTO PPEVOV KOt GAGGS, TOL 0TToia
EVEPYOTOLOVVTOL [E Bdomn TV amdGTAoT Ao KATolo apdél HTPOsTA Yo TV oLy TPOKAPIGHOTOS Kot
T1¢ puOuioelg yio kaOe gidog aAlayng spline ndve 6to omoio KvovvToL.

OMa to blueprints éyovv opiotei cav dedopéva oo DT_Car Data Table. To Data Table Aertovpyei cav
Tivakag e OEOUEVA TG DOTE GALN TEPLEYOLEVE VO, LTTOPOVV VO Ta S1ofdcovy OAa Kot va ETAEEOLY KO0

and owtd. Data Table propovue va dnpovpynoovpe pe de&i kKhk oto content browser kot vo to emidéEovpe
and to pevod Miscellaneous.
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MNpooBnkn ypappng dedopevou

Aebopéva TIou £X0UV OPLOTEL

Row Editor x

Eloaywyn Asdopévwv oe ypappn => BPvehick1z Cor v | @ Bp @ X

i

1810TNTa TToU EXEL OPLOTEL
oto Blueprint mou kael
To Data Table

5.11) Hopabopo DT_Car

Av16 10 Kortohafoivovps péca amd v ypfon tov oto BP_SplineRoad, to onoio ypnoyonoiel avto to Data
Table dote vo dnpovpynoet Toyeio avtokivnta. Méca and tig puBuicelg Tov spline, o yprotng umopei va
emré€el Tov apBpd tov awtokiviitav mov Béhel vo dnuovpynbodv (medio “Amount Spawn” kdtw and to
nedio emduevov Spline). ‘Eyxovtag tov embountd apBud kot to Data Table, to blueprint dnpovpyei toyaio
60 avtokivita Béhovpe amd avtd mov €yovpe Béoel cav dedopéva. Ta idw avtokivnta pmopovdv va
onpovpynBovv mapondve and 1 eopd. Meyddn mpocoyr Bélel o emBountog apBpdc. O apBuds mov
opifovpe o710 MEdio givar 0 ap1BUdg TV cvToKIVITOV oL Bal gpPavicTodv o kaOe spline. T Tapaderypa,
av otov koopo Barovpe 10 splines kou Barovpe v tiun 10 oo “Amount Spawn” e OAa, TOTE KOTA TNV
évapén tov maryvidov Ba eppavictovv 10*¥10=100 avtokivnra, to onoio propel va unv 1o Bélovpe. Emiong
060 TEPLEGOTEP avTOKiviiTa BEcovE Vo dnpovpynBovy kKotd TV Evapén, 1060 peyaldtepog Ba givar Kot
0 POpTOg oV B0 EYEL O LTTOAOYIOTHG Y1 VO KAveL render To mayvidl, dpa peyaAdTepn damdvn TOpwV.

5.6 Aemaen Xpno

[Mo v KeAvTepn aAANAemidpaon e Tov ¥pNoTn, dnovpynca peptkd pevov (Start Menu, Pause Menu kot
Collision Menu). T'a v dnpovpyia tovg, éptin&a 3 Widget Blueprint, to kabéva pe v dikn tov Aoy,
vy o wote Ba eppaviCovral kot Tic Asttovpyieg mov Ba xovv. v apyn dnuovpynoa Evav Eexwplotd
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eaxelo Widgets mov Ba to. amobikevo 0Aa, kat énerta de&i KAk oto Content Browser kot omd 1o pevow
User Interface, v emioyn Widget Blueprint.

IMpota éptiaéo to Pause Menu. Avoi&o to widget blueprint, kot eppaviotnke to mapdbvpo 1o omoio
yopiletor og 4 pépn. Xto aplotepd uépog, vdpyovv to Library, mov mepiéyel 6ia o, Components mov
umopodv vo. evtaybolv yia va dnuiovpyndel éva Widget 6mog xovumid, Texts kor Dropdown Lists, kot to
Hierarchy, mov mepiéyet 6Aa o, Components mov ypnoyonotovvtal. 1o kEvipo vadpyet Eva Viewport
(Designer panel) oto omoio gugoviCovtor Ta. components omwg Bo epeaviCovior otov moikt. Xto de&1d,
vrapyet to Details, péow tov omoiov pmopeic va ene€epyaoteic o components tov Widget.

'#. Designer

AUDIO

AUDIOMATERIAL

e <: Components Details Panel I:>

] Paused
8 Continue

8 Quit
] optionshenu

Component

e
e
e
e
e
e
e
-
X
-
e
-
e

A
g
g
2
+

Designer Panel

5.12) Iopabopo Widget Blueprint

Hekivnoa pe 1o va torobetd £va Canvas to omoio o mepiéyel OAa Ta vTOAOITE components. Méoa 6e anTo
tonobétoa éva Text oto Tave népog Tov canvas pe v Aéén “Paused” yia va EEpet o Ttaiiktng OTi T0 oy vidt
éxel otapatnoetl. Eniong oto canvas tpocbeca 2 vertical boxes, éva e ta apyikd kovpmid Tov Ha @aivovron
6tav avoiyet to pevov (Paused) kou éva pe Tig pubpioeig Tov woryvidtov (Options Menu).

Yto Paused ypeidotmka 4 kovumid ko 4 Text y kabe kovumi. To mpdTO fHTOV TO KOLUTL GUVEXELNS
noyvidtov (Continue), to emdpevo fTav to kovpnri emavekkiviong mayvidov (Restart), to tpito frav 1o
kovumi puBuicewv (Options) kot televtaio To kKovumi apykov pevov (Main Menu) yio emotpogn oto Start
Menu. Xto Options ypeidotko £va kovuni emotpoenic (Back), yio emotpoen oto Paused, éva. Combo Box
Yo TG EMA0YEG TOL Ba €l 0 TOUKTNG Y10 0AAAYN TOLOTNTOG YPUPIKDV Kol €va, Text pe v meptypoaen Tov
Combo Box.

H enefepyooio tov puBpicenv yio va gpeaviletor To pevol 0mmg T0 GKEPTOLOLY NTAV APKETA amAt. Agv
YPEWOTNKOV TOAAEC OAAOYEG TEPO. amd TNV HETOKIVION Twv component oto onueiov mov MBera va
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eupaviCovral, oAlayn 6Amv tv component wov Ba giyav kdmowo Asitovpyio o HETOPANTEG (EvEpYOmOINGT
i emAoyng “Is Variable” otv xopven tov Details) kot tqv aAlayn tov “Visibility” nediov tov Options
Vertical Box o€ Collapsed, ®ote vo unv speovifeton 6tav avoiyest To o ¥piotng To Levov.

Details

OptionsMenu s Variable

r

Slot (Canvas Panel Slot) MET&Tponﬁ O&E
Minimum MIET&BAI’II‘“

Maximum 1.0 1.0

Offset Left

Offset Bottom
Alignment

Size To Content
Z0rder
Behavior

Tool Tip Text
Is Enabled

Wisibility

Advanced ﬁ
Accessibility

Override £ ible Defaults VISib”ity

5.13) Pvfuiceic Component

Aol TO PEVOD MTAV IKOVOTOMTIKO, UETA ENPENE VA TPOcHECH TIg Asrtovpyies. Ao to mhve deEd pépog,
mAonyfHOnka oto Graph yw v tpocOnkn nodes. T'a kdbe kovumi ypnoponoinca to node <On Clicked>,
eved Yo, to Combo Box ypnoiponoinca to <On Selection Changed>.

' to xovumi Continue tpocbeco to. <Remove All Widgets> kon <Set Game Paused> (False tiun) nodes
oote va &apaviCovtor OAa Ta Widget otnv 006vn kat va cuveyiet To moryvidt and kel mov otopdmos.

I to kovpni Restart mpocbeca ta nodes <Get Current Level Name> ka1 <Open Level (by Name)> ®ote
va dwfaletar to Level mov givar avorktd kot va Eavavoiyel amd v apyn, Kivovtag reset.
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T'o to kovumi Options tpdcBeca 2 <Set Visibility> nodes, ue target to vertical boxes mov &iyo. Xto node
ue target To Paused é8eca 1o Visibility oe Collapsed ywo vo e€agpaviotel amd v 006vn, kot to hode pe
target To Options Menu ot Visible yio va eppovietel. "'Yotepo npdobeca ko Eva <Set Focus> pe target to
Combo Box, ®ote va. pumopel va yivelt TAonynomn e T0 YEPIOTAPLO YT 68 S10QOPETIKT TepinTtmon gv Ha
ywoTavy.

I'o to kovuni Main Menu npdobeca to node <Open Level (by Name)> ue petafint to Level tov Start
Menu, agov to Start Menu ftav dnpiovpynuévo e dtapopetikd Map.

I'o 1o xovuni Back akolovBnca v idia axpiPmg cvvdeoporoyia pue to Options, pe v dwapopd ot
Visibility tav Visible yio o Paused a1 Collapsed yio to Options Menu.

>to Combo Box ftav o modlvmhokn dwdikacio. Xto <On Selection Changed> node cvvdeca éva <Switch
on String> oto omoio pmopovoa vo, BEcwm TES Kol VoL TIG GLYKPIvel pe Tig TiuéC mov Ba Adufove amd 1o
Combo Box. ITpocheca tic Low, Medium kou High, og kdbe cdvdeoa éva <Get Game User Settings> to
onoio ovvdeotav oto <Set Overall Scalability Level>. To Scalability opwmg petpiétor og integer tuég amod
10 0-4 yio. Low, Medium, High, Epic, Cinematic. Apo¥ eyd ffeka ta tpdta 3 eninedo énpene va, Oéow TIC
Tnég oto avtiotorya <Set Overall Scalability Level> w¢ 0-2. Me avtd tov 1poémo o maiktng 6o prnopovos
va 0€G€L TaL YPAPTKA TOV T VIGO0 Y10 KAADTEP OTOS0GT 1) KOAVTEPT) OTTIKY TOLOTNTA.
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On Click Events
< Clicked F SetVisibilty F Set Vigibility

F Open Level [by Name)

Game Paused

Set Quality

F SetOverall Scalabilty Level
lection Changed [0 Box) s - GetGame User Settings

f Sat Overall Scalability Level
J GetGame User Settings

F SetOverall Scalability Level
J Get Game User Settings

5.14) Pause Menu Graph

Towo apipmdg Aoykn axorovdnOnke kot ya o Collision Menu. Eskivnoa pe évo Canvas kot 610 E6MTEPIKO
éva, Text yio to ppvopo tpakapiopatog ko 2 kovumid Restart kot Main Menu yo enavekkivnorn tov
o VIS100 KoL Y10 ETGTPOPT GTO OPYIKO LEVOD OVTIGTOLYO.
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TeAevtaio éptiaéo to Start Menu. T va 70 KGvo owtd TpdTo dnpovpynca éva kowvovpylo Level (Ag&l
KAk oto Content Browser kot Level), éva Game Mode Base Blueprint (5e&i kuik oto Content Browser,
Blueprint kot Game Mode Base tomo blueprint) ko éve, Widget Blueprint.

To Level avto givar adeto, yopic Landscape kat ympig kavéva ahho avtikeipevo. H euedvion tov Widget
oto Level, yivetar péow tov Game Mode mov dnpovpynoape. to World Settings Panel tov Level vrdpyet
10 medio “GameMode Override”. Xe avtd mpémel va. ddoovpe v emhoyn tov Game Mode mov
ONUIOVPYNCOLLE.

0 actors

# Details ER World Partition ® World Settings

Precomputed Visibility
Precompute Visibility

Advanced

Gameh Iverride MainMenuGameNl s
Selected GameMode
Default Pawn Class DefaultPawn
HUD
Player Controller Class VehiclePlayerConm w

Game State Class GameStateBase

5.15) PoOuion GameMode

Ymv ovvéyela, Bo dnpovpynoovue to Widget. T to ytiowo tov, akoAohOnco v id1o Aoyikn pe o
TPONYOLLEVA LEVOD pe TNV emmAéov TpocsOnkn Tov Image Component, yio v €16V, 6TO IO PEPOG TOV
pevov. T'o myv eilcayoyn swdvag oto project pag, dev apkei éva amhd Drag and Drop otov @dkelo mov
Béhovpe. TIpémer and to toolbar Tov Content Browser vo yiver Import.

Apob 1N gLEAavIoN TOV apyKoh LEVOD OV NTAV ETOHO, EUEVE VO TOL dMO® TIG AITovpyieg Tov énpeme. [
T KOLUTLA akoAoLONGa Eava TV 1510 AOYIKT) LLE TO TPOTYOVUEVA LLEVOD, BPOV O1 AELTOVPYIES TMV KOLUTIDY
Nrav idieg (NoCrashMap «at SurvivalMap ta 2 Levels, Options to pevod pvBuicewv kot EXit to kieioo
™G EQAPHOYNG)-

"Exovtag to Widget étoo, énpene va to gpoaviCo pe to dvorypa tov Level. Avtd éywve péoa and to Game
Mode. Xto node <Event BeginPlay> civdeca tpmdta to <Create Widget> pe emleyuévn khdon to Start
Menu widget. 'Enetta avtd 1o oOvdeoa pe o <Add to Viewport> yio va spgaviCetat otnv 086vn tov maik.

Télog, mpocbeca kot éva <Set Focus> pe target to mpdTo katd cepd Kovuni Tov giya 61O OPYIKO LEVOD
pov (No Crash Map).
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F Set Focus

JF Addto Viewport

& Event BeginPlay (I Create Start Menu Widget
b ]

Class Return Value Target
Start Menu w

Target

Owning Player

Target No Crashmap

5.16) Game Mode Graph

5.7 Vehicle Ioiktn

5.17)Blueprint Avroxivijrov

H napoandve ewdva [3.3], avtiotoyel oty Aoyikn] mov £6mca 610 apdél TG EPOPUOYNS HOL YLl TIG
nepTOOELS Tpakapiouatog pe dAia Blueprints mov vrdpyovv otov yapt. Otav to dynua Eekvioetl va
“népter” (On Component Begin Overlap) ndveo og kdmowo dAlo avtikeipevo (Cast to “Blueprint” tov
AVTIKEPEVOL), TOTE KAvel Todon To Toryvidl (Set Game Paused), dnpovpyel ko epeaviCel 6to yprot Eva
ypagikd otoryeio (Widget) pe to korddinio pnqvopo (<Create ““ Ovopo Widget”> ka1 <Add to Viewport>
avTioTola), evéd TOpPGAANAO. GTNV TEPITT®ON TOL O YPNoTNG ypnolponolet yepotpo (Gamepad),
gpoppolel pua pkpn d6vnon (Client Play Force Feedback).

5.8 Build kot Extéleon

"Exovtog viomomoetl 6Aa Ta empépous ototyeia mov N0gia, Epeve mAéov va puOpicm TV TEAIKT LOPPT TOV
TOLVISLO0 KoL VoL T0 S0Kdom TANpms. T va yivel avtd cmotd, Enpene va kabopiotodv ot oknvég (levels)
7ov Oa TepLapPavovtal 6To Tayviol kot va opotel To apykd eminedo (level) exkivnong.

Avtég ot puBuicelg yivovar péca omd to Project Settings. Zvykekpipéva, ommd To KEVIPIKO HEVOD EMAEYOVE
Edit — Project Settings xat 610 apiotepd peEVoOD Tov TapadHPOL TOV AVOiYEL, TAONYODHOOTE GTNV EVOTNTOL
Maps & Modes. Ekei pmopovpe vo opicovue to Edit Startup Map, 1o eninedo mov @optdveral otav
avoiyovpe tov Editor, ka1 to Game Default Map, 1o eninedo o6 to omoio Oélovpe vo Eekvaet To maryvidl

Lo,

EnéheEa Aowndv oto Game Default Map 1o eninedo tov apyikon pevoo (StartMenu), £tot dote owtd va givat
TO TPMTO TOL POPTMVETOL OTAV TPEYEL 1] EQAPLLOYT.
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Io va dwcearicon 6Tt 6Aa ta amapaitnta levels o copmepineBodv cto tedkd build, mya oto File -
Package Project - Packaging Settings, ka1 BeBoiddnka 6t1 oto tpuqua List of Maps to Include in a Packaged
Build, mephoufavovior 6ra 1o facikd eminedo. Av kdmolo AEinEl, Umop®d vo 10 TPocbicwm yeipokiviTa
HEG® TNG EMAOYNG +.

¥ listof maps|

Project - Packaging
"Nota Eneedwy MpocBnkn emutedou

Emimeda

5.18) IlpooOikn Emimédwv

Metd TV 0AOKAT p®GT avTdV TV pubuicewv, propovsa va kéve build kat va tpé€m to maryvidl. H Unreal
TPOCEEPEL TNV EMAOYN Vo, Kavew Package to project pov amd to toolbar (Platforms) , émov pnopd va emhéEwm
™mv TAoTEOpLO. oty onoia B A va kave export (m.y. Windows, Linux, Android k.Ax.).

‘,? Platforms v @

GAZA_NIK_AS

e File  Edit ¥ Tools  Build  Select
L)
L MainMenul

Enable cooking on the fly
/A android

Naketapiopa MayviSiov
Ertthoyn mAatdoppog

Refresh platform status Package Project

Cook Content
= Project Launcher..
Device Manager. Use Project Setting (Shipping)
DebugGame
Development
Supported Platforms... shipping

Packaging Settings...

u GAZA_NIK_AS

5.19) Package Project

To mpmro build propei va mapet TepiocdTEPO YPOVO, KaOME dNpovpyodvTaL OO To amapaiTnT apyEio Ko
yivetol apykn HETayAdTTION TEPIEXOUEVOL. MOAG olokinpwbel N dudikacia, o eakehog eEaywyng Oa
TEPLEYEL TO EKTEAEGILO OPYEIO TOV TTOLYVIO10V.
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Mia Ko TAKTIKY givatl o yprotg va kavel taktikd Build kot va doxyudler v epoppoyn, yo va givot
olyovpog 6TL 1 aALOYEG IOV EYOVV YIVEL EIVOL CMGTEC KOl AEITOLPYOVV OTtmg OEAEL
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Kepalow 60  Yhomoinon 'Epyov og Unity

Kot €6 mpwv v évapén g onovpyiog tov kdbe épyov, €ytve po épevva yio to asset mov Oa
¥pnoyorombobv, ndAl Tpootadmvtag va ival dwpedv. Ta asset wov Ppédniav otnv Unity eved cav 0ykog
NTOV IKOVOTTOUTIKOG Kot ToL dWPEGY HTaV 0pKETA AELTOLPYIKA, 1 TotdtnTa Tovg NTav yaunin (Low-Poly),
Ue ovvémeln to €pyo va potdlel apketd «moudiko». o OAo To aVTIKEIEVO TG EQPAPUOYNG £XOLV
dnuovpynOel prefabs kot Bpickovtal 6Tov avtioToryo pAaKeLO.

To project oty Unity Eexivinoe pe mv éxdoon 2022.3 kor dAra&e oty €kdoon 6.0.5 mov ftav Kot o
otofepn. Ymnpye ko 1 ékdoom 6.1, kabdg Oumg UOAG glye KUKAOQOPNGEL, OTOPACICO VO, PNV TV
YPNOYOTOMO®, 0pov dev Néepa mOG0 atabepn sivat.

6.1 Assets

O mopoakdto wivakag mopovcotalel to assets mov ypnoipomomdnkav oty epapuoyn. Ola ta assets
amokTHONKay dwpedv amd o Unity Asset Store 1 amd dradictvaxd amobetipio.

Ovopa IInyn Heprypagn

SimplePoly City Unity Asset Store Kripta, Oyfuatoa ko Apopot.
Prometeo Unity Asset Store Oynua tov maiktn ko controller
Skybox Cubemap Extended Unity Asset Store Skybox (animated)

2) To Assets wov ypnoipomornnray otny epoppoyy.

6.2 Opydvoon Project

Onwg paivetar kol oty €IKOva 5.2 , 1 0pyavmoT TV OVTIKEWEVOV GTNV KEVIPIKT OKNVI| TNG EPOPLOYNG
éywe pe T€T010 TPOMO MOTE Vo, givor opketd Eekabapo. Ta yovikd avtikeipeva City, Walls ko Roads
TEPLEYOLV TO EMUEPOVLS AVTIKEILEVA Y10 TOL KTiple, TNV eEmTepIK mepippaln Kot Tovg OpOUOLS TOV
anaptiCovv mv TOAN. To yovikd avtikeipevo Vehicles mepihapfdvel OAa to oxfLATO TOV KIVOUVTOL GTOVG
dpopovg, evd to PathNodes mepiéyet 6Aovg Tovg KOUPOLE OV AMOTEAOVV TO dikTVLO TV dSlabécumV
SLOPOUDY TOL PTOPOHV VO AKOAOLOTGOLV TOL OYT AT
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6.1) Opydvawon Avuxepévaov Zxnviig Unity

OAa T0. QVTIKEILEVO, TG OKNVIG TTOV Tapopévovy otafepd Exovv dnimbel g static, dote va evioyvbel 1
amddoon g epoppoyns. Emumdiéov, ypnowomoeitar NavMesh, to omoio £yer yiver bake dote va
TEPIAOUPAVEL OTOKAEIGTIKA LOVO TOVG SPOUOVE TNG TOANG.

6.3 Anuovpyio Koopov

H dnpovpyio Tov k6cpov Hrav kot oty Unity to SuekoAdTEPO KL 10 oot Tikd Kopudtt TG vAoToinong.
Xwpic kamolov Topodpoto tpomo pe to PCG e Unreal, kot petd and apketd ya&o, katéinéa o€ 2 1pomovg
IOV UTOPOVCA, VO, EPAPLOCH.

O mpmtog kol o mo ypovoPopoc Nrav va tov eTdEm yepokivnta. ‘Exovtag ta prefab xor £yovtag 1o
TPooyESL0 610 PVaAd pov, éxava Drag and Drop 6t ypelaldpovv otnv 6Knvi Kot to Tonobetodon 6ty
ocwaotn Béon.

Eekivnoo TpdTa 0md TouS SPOUOLS KOl TO GTAVPOIPOLLL GTNV HECT) TOV YEPTN, Kol GUVENICA e TIG VBeieg
ov eevyov and avtd. Otav Eyvay Kavomomtikd peydies yio epéva, mpdcheca pio TpUTAn dSoeTavp®GN
Kot Eavd gvbBeieg Eekvavtag amd v kabe mhevpd ¢ dStuotavpmonc. Télog, Evmca Toug 2 dpdpovg pe éva
prefab otpoe1ic, PTIdyvoVTag £T01 TOVG SPOUOVG, LE TYNUA EVOL TETPAYMVO EEDTEPIKE KO £VOG GTAVPOS GTO
KEVTPO TOV, OV ENEKTEWVOTAV OO TNV PEGT KABE TAEVPAG TOL TETPAYMDVOL £WG TNV OTEVOVTL.

Y10 4 keva onpeio avapesa omd Tovg dpdpove, Tpdcheca amd Eva 3D Object “Plane” kot endvo tonobéoa
éAL xewpokivinTa To KTipio, eved ota mefodpopo Tomofétnoa S1apopa avTiKeipeva SpOHov, OTMG PMOTA Ko
TupooPectikods kpovvovs. ‘Etot giya £topo to Pacikd layout g moAng pov.

IMpo amd tov eEmtepiko dpopo, torobétnoa akoua 4 plane, oto omoia o Torobetovon dévipa cav Ta dpla
TOL YEPTN.
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6.2) Top-Down View z5¢ wéing

X avtd T0 oNpeio Op®S M dpovpyio ™G TOANG KOAANGE, 0oL dev elya TPOTO VoL TOTOBETHOM Ta SEVTPaL
oto e&wtepkd onpelo tov yapt. Xepokivnta Bo émapve mapa mOAd xpdvo, kor ciyovpa Ba veipye
KoAvtepog Tpomoc. ‘Etol otpdonke oty dnpovpyior script. Metd amd molég SOKIHES, KATAPEPD Vo
dnpovpynom to BoundsScript.cs, mov pov enétpene va divw amd tov Inspector 4 GameObjects kat 1 Prefab
nov NBera. To script diaPale to péyebog ko v Tomobesia v 4 GameObject kot oty emedvela Tov
tomobetovoe to prefab doec popég NOera. Avapaduica to script dote otov Inspector va vedpyet éva slider,
70 omoio €0ete TNV TN Yo to moca prefabs nbeda va tomoBetnOovv. Aev yperalotov £t va oALGE® TN
Katevbeiov oo script.
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O debdtepog Tpomog amrlovotevae Aiyo v dwdikacia. [TaA tomobémaoa Toug dpdovg YEpOKivTO Kot Ta,
planes avdpeca otovg dpopove. Avti v eopd dnuovpynca. Eva prefab yia to ecwtepiicd plane pe didpopa
omnueia (Spawners). Apov ta TonobEtnoa 6ta coTA onueia, etoipaca Eva script (Spawner.cs) e 1o onoio
daPalo v tonobecio kGOe onueiov spawner, kot torofetmvtac 3 prefabs cav dedopéva yia to script otov
Inspector, o script didAeye Toyoio éva amd avtd pe v uébodo SpawnRandom(), kot to Tpdobete oV
GKMV1 670 €KdoTOTE oMEio.

public void SpawnRandom()
{
if (prefabs == null || prefabs.Count == 0)

return;

int index = Random.Range(0, prefabs.Count);

GameObject prefabToSpawn = Instantiate(prefabs[index], transform.position,
transform.rotation);

//Set the parent of the spawned object

prefabToSpawn.transform.SetParent(transform);

Spawnér E>

6.3)Prefab Ecwrepixod plane ue Spawners

Me v Tomofétnon Tov cmcT®V SPAWNEr 6TV oKNvi), To SPAWNEr.CS pmopel va eravaypnotponoindet yuo
GAAo avTiKeipeva, 0TS oLTOKIVITA Kol Props.
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To o, 8évtpa yOpw omd v TOAN ypnoporoinoa to 610 script BoundsScript.cs.

6.4 Paths

To avtikeipevo PathNode avtimpocmredet évav kOpPo, 0 omoiog omotedel TURUA VOGS S1KTVOV KOUP®V TTOV
TePLYpapovy Tig d10béoipeg dadpoués oTovug dpopovg g moAng. O mesh renderer tov avtikelévou €xst
ameEVEPYOTO el KOTA TNV EKTELEGN TNG EPAPUOYNG Ko evepyomoteiton povo otov editor, dote va givat mo
€OKoAN N petafoin g 0éong tov. To avtikeipevo mepiéyet To script PathNode.cs, to omoio datmpei o
Svvapkn Alota pe Nodes Tov avTimPocOIENOVY TOLG S10OEGIOVE TBOVOVG ETOUEVOVG KOUPOLG.

[SerializeField] private List<PathNode> pathNodes = new List<PathNode>();

H Ewoéva 5.3 mapovcidlerl £va oevapilo katd to omoio to oynua A kweital mpog tov kopfo 1. H Aiota
pathNodes tov koppov 1 mepiéyet Toug kKOpPovg 2 kot 3. Otav 0 OYNUe PTAGEL GTOV TPOOPIGHO TOV, TOTE
emA&yeTon Tuyaio o ETOUEVOS TPOOPIGHOG e PAon To mepieydpevo g Aiotag (dniadn, koppor 2 1 3). Mg
aVTOV TOV TPOTO UTOPOLV VO, dNpovpynBovv cvvleteg 1 amAEG SLOPOUES, AVALOYO LE TO OV O OPOLOG

amoteLel GTAVPOSPOLLL 1] OYL.

6.4)2evapio Asitovpyiog KéufPwv (PathNodes)

H entloyn tov endpevov kdufov npaypatoroteitar koddvrag ™ nébodo GetNextPathNode:
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/I Returns a random PathNode from the pathNodes list
public PathNode GetNextPathNode() {
if (pathNodes == null || pathNodes.Count == Q)

return null;

/I Ensure the index is within the bounds of the pathNodes list

int index = Random.Range(0, pathNodes.Count);
// Return the position of the randomly selected PathNode

return pathNodes[index];

6.5 Vehicle

To avtikeipevo Vvehicle avtmpoownedel éva dynuo otnv eeopuoyn. Eumepiéyer 1o components
NavMeshAgent, BoxCollider kabmg xat to script carAl.cs (Ewova 5.5).
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Q0 @
ey

Eestaumnt =

RARNW

Walkable

6.5) To Oynua ue Ta Components oo to. omoio. omaptiletou

To component NavMesh emitpénel 610 Oynuo. vo KIveital 6TIG TEPIOYES TOL EYOVV YOPAKTNPIGTEL MG
Walkable katd ™ dwdicacio tov bake. Kabe dynua kotd v ekkivinon g epappoyns opilel tov apyikod
TOV TPOOPIGHO, TTov amoterel Evo PathNode, péow g kinong g pnebddov SetDestination tov component
NavMeshAgent.

void Start() {
/I check if navmesh agent is attached and then assign it
if (GetComponent<NavMeshAgent>() == null) {
Debug.LogError("NavMeshAgent component is missing on this GameObject.");
return;
}else {
navMeshAgent = GetComponent<NavMeshAgent>();

navMeshAgent.isStopped = false;
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if (targetNode == null) {
Debug.LogError("Missing starting PathNode!.");
return;
} else {
/I Set the initial destination to the target node's position

navMeshAgent.SetDestination(targetNode.transform.position);

Kotd v apyikomoinon tov aviiKewévov TPoyUaTomolovvTal EAEYXOL Yoo To av givar dtabéotuoc o
navMeshAgent, kafd¢ kot yio to av &gl oplotei apykdg koéuPog (PathNode). e avrtifetn mepintoon
enpaviCetor 10 avtiotoyo pnvopo Adbovg. Xtov editor, uéow tov yopoakmplotikov Speed, Steering,
Acceleration kAm. Tov navMeshAgent, umopobv va opiotodv to 1diaitepa yopakmploTikd kébe oynuatoc,
KaO1GTOVTOG Yoo TOPASELYILO. TO AE@@OPEio To apyd amd Eva emPatikd Oynuo. Ymapyovv cuvorkd 12
OYNHOTO TOL KYOUVTIOL GTNV TOAN, TO OOio O10pOPOTOLOVVTAL O TPOC TO HOVIEAO TOLG (0GTLVOLLA,
QOPTNYO, UYOVIGTIKO, Ae®POPELD, 0GOEVOPOPO KAT.) KoL TO, TPOUVAPEPOEVTA ETUEPOVS YOUPAKTPLOTIKAL.

O\a ta oyfroo. e epopproyng epiiapupavovy eniong box collider, ot diaotdoeig tov onoiov &xovv opiotei
€161 OOTE VO KOAOTTOLV T0 p1a Tov KABe Eeymplotod LOVTEAOL amd TOLG S10BEGILOVG THTOVE OYNUATMV.
Ola ta oyfuota avikovy eniong oto Layer Vehicle, dote va pnopel va yivel n avayvdpion 1oug Katd ™
dwdwacio ¢ mpockpovong kot amouyne. O éleyyog mpaypotomoleitar pe kAnon g pebddov
CheckForVehiclelnFront(), xatd v omoio pécm raycast ehéyyetor ebv vdpyel unpootd omd to dynuo
Ao avtikeipevo mov avikel oto Layer Vehicle. O éleyyog mpaypotonoteital TOGO Yoo o OYALLOTO TOV
Kwvovvtotl pécm navMeshAgent 660 Kot yio To OxnpLo Tov ToikT.

bool CheckForVehiclelnFront() {
Ray ray = new Ray(transform.position + offset, transform.forward);

RaycastHit hit;

/I Perform the raycast using the vehicleLayer mask

if (Physics.Raycast(ray, out hit, detectionDistance, vehicleLayer)) {

return true; // Vehicle detected
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return false; // No vehicle detected

O kevtpkoe Ppoyog emavAANYNG TOV KAOE OYNUOTOC TPOYIOTOTOLEL EAEYYO Y10 TO OV VTAPYEL EUTOOLO
UTPOGTA atd TO YN0 KoL TO OKIVNTOTOLEL €0V ot 1oy vEL. Edv 0 popog oev €xet eumdd10, TPOyUATOTOLEL
EAEYYO Y10 TO OV TO OYNMUO EYEL PTAGEL GTOV TPOOPIGLO TOV Kal, OV oVTO 10YDEL HEG® TOV EAEYYOV TOL
VTOAOITTOL TNG ATOGTOONG TOV OYNUOTOS amd Tov Tpoopiopd, kaAei t uébodo GetNextPathNode tov
TPEXOVTOG KOUPOL Y1 va aval1TNGEL TOV ETOUEVO GTOXO-TPOOPIGLO.

void Update() {

if(CheckForVehiclelnFront()) {

/I if a vehicle is detected in front, stop the nav mesh

navMeshAgent.isStopped = true;

//Debug.Log("Vehicle detected in front, stopping the NavMeshAgent.");
}
else {

/I move nav agent towards the target node position

if (targetNode != null) {

if (navMeshAgent.isStopped == true) {
navMeshAgent.isStopped = false;

}

navMeshAgent.SetDestination(targetNode.transform.position);

/Il check if the nav mesh agent has reached the target node
if (navMeshAgent.remainingDistance <= navMeshAgent.stoppingDistance) {
//Debug.Log("Reached target node: " + targetNode.name);

/I Get a new random position from the target node's path nodes
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PathNode newTargetNode = targetNode.GetNextPathNode();

if (newTargetNode != null) {
targetNode = newTargetNode; // Update the target node
navMeshAgent.SetDestination(targetNode.transform.position);
//Debug.Log("Moving to PathNode: " + targetNode.name);

} else {
Debug.LogWarning("No valid PathNode found.");

TéMlog, yio va, yivel mo gdkoln 1 dadikacia tov debugging, péow tng OnDrawGizmos oyedidletal to ray
IOV PN CLOTOLEITOL KATA TO Faycast yio evpeon epmodiny Urpootd omd 10 OYMLLa.

void OnDrawGizmos() {
Gizmos.color = Color.red:;

Gizmos.DrawRay(transform.position + offset, transform.forward * detectionDistance);

6.6 Aemapn Xpno

T v gpappoyn vioromOnkay didgopo pevod Kot e 006vn evdei&emv (Heads-Up-Display — HUD) yw
™V KOAVTEPT OAANAETIOpaGT TOL ¥pNoTn pHe ovtv. To mayvidl Eekvdiel pe To apykd HLeVOD TG EIKOVOG
5.4.
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6.6) Apyixo Mevoo

H dnuovpyia tov €ywve og éva Egympiotd Scene to “Start Menu”, evd 1 610d1kacion NTOV APKETA OTTAT.
Avoiyovtog To Gdsto Scene, 1o TpmTo TPAyUe NTov vo eTidEovpe To Layout kail v guedviorn tov uevoo.
"Etot mpootébnke éva Ul avtikeipevo Canvas 1o omoio Oa mepieiye dla ta emuépoug avtikeipeva mov Oa
YPEWOLONLACTOV.

Méoa oto Canvas, mpooténke ko £va Image, to omoio Aettovpyei ocav background oto pevod pog,
KOVOVTOG TO TTLo OpopPo Yo Tov ypnot. H swdva napbnke and to Google Images «at yio v yprion mg
énpene va yiver import. T vo yiver import oto project, umopei va yivel pe de&i ki oto Content Browser
(6vtog otov @dkelo mov Béhovpe va amoBnkevtel), matdvtag v emoyn “Import New Asset” ko
EMAEYOVTOG TIG EIKOVES TTOV EYOVLLE OMOBNKEVGEL GTOV VITOAOYIGTY| oG Kot BEAOVUE VO, ELGAYOLLE.

Apéomg Ba eppaviotodv 6o project pag, aArd dev givor ot yio xprion axopun. Ot eikoveg ypelaleTol va
LETATPATOVV GE apyeio Tomo Sprite, éva eWdwkov tomo asset g Unity mov mepiéyel minpopopieg yio T
xpnon tov og rendering, animation kot GAho. T vor yiver ooty M peTOTpont| TPEmel va. avoiOVUE TG
mAnpopopieg g ewovag otov Inspector kévoviag kKK oty ewova and to Content Browser. ‘Ensita
aAralovpe to Texture Type and Default o€ Sprite (2d and Ul), 6nwg @aivetor otny gikova 5.5, kat 1 eikova

etvan éroyun o ypnon.
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=
(- JEL

Open

Default

MNermal map

Editer GUI and Legacy GUI
Sprite (2D and Ul)

Cursor

Cookie

Lightmap

Directional Lightmap

Shadowmask

Single Channel

1071k

6.7) Metozporij eikévog ae Sprite.

A@ov Lomodv éyve avtn N petotpont, N ewdva Eywve Drag and Drop oto Source Image nedio tov Image
OVTIKELEVOL IOV TTPOCTEDNKE OTNV OKNVI Kol EMeEepydoTnKe KATAAANAL Yo va kaAvmtel 6Ao to Canvas.

210 apykd pevoLd vtapyovv 3 Pactkd avTiKeipeva, To KEILEVO 6TV KOPLEN, TO Pactkd Levod Kot To Levon
puOuicewv mov avoiyel pe 1o mATNHO TOL Kovpmov Options. To keipevo eivor éva andd Text Object
TOPOUETPOTOUEVO LE TO KatdAAnAo Font, Size kot toroBetmuévo oty KatdAAnin Oéon.

I ta 2 pevov Bedpnoo cmoto va fay 2 Egympiotd GameObjects. T'a avtd tov Adyo dnuiovpynonkay 2
kevé GameObjects, to Main Button Holder kot to Options Button Holder.

To PBaowd pevod mepiéyel 4 kovumid, to No Crash Game, to Survival, to Options kot To Exit Game.
[Tpootébnkav cav children tov Bacikod pevov. Tpadta dnpovpynoa éva prefab kovumod pe tig pvbuicelg
nov BéAnoa, £yovtag £tot éva étoo kovumi anAd kévovtag to duplicate doeg popéc kul oe OO0 oNUELD
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Tov project ypetdotnka. T'a va £xovv ta kovpumid id1eg 1810t TEC, Onmw¢ TV Tomobesia mov Ppickovtal, T0
uéyebog tovg kat TV amoctach peta&d tovg, oto Main Button Holder, npdcBeca to Vertical Layout Group
kot o Content Size Filter. Balovtag to npdto, tomodémoa dAa ta avtikeipeva péoo oto Holder og éva
KOTOKOPUQO YKPOLT amd TO Omoio Umopovca vo, dloyelplot® pubuicelc onmg to Spacing ueta&d tov
OVTIKEWEVOVY HEGA 0€ aVTO. Me 10 3€0TEPO, UTOPOVGT VAL SIALYEIPLOTMD TOV YMPO TOL Oa TLAVOLY ToL KOG,
pov puéca o€ avtd to Holder.

/  Main Button Holder

3, Un

E et Transform

MMir

Add Component

Layout Properties
6.8) Vertical Layout Group xoz Content Size Filter

Téhog, TpooTéONKaAV TO TPONYOLUEVMG dnuiovpynuévo prefab kovpmon 4 popéc, oryovpebovtag To omd TO
Inspector og kéBe €va, O6m®G Paiveton otV ewova 5.7.
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0 Ins or

i@ +~ NoCrash
W,

Open

Button

6.9) Ovoua Prefab rov émpeme va éyovv 6a ta kovumd, pov.

Me 10 va. €xovv OAol ToL KOLUTLA OV TNV GUYKEKPIUEVT pOOLIGT), LITOPOVGH KAVOVTAG OAAXYEG GE £val, Vi
EPAPHLOCH TIG 1018C akpPds aAAayES Kol o OAo Ta VTOLowTa. Aoy ékava T aAAayES Tov Bgla o éva,
am\d TotdvTag oto kovpmi Overrides kdtm and to dvopo tov Prefab kot Apply All oto avadvouevo, ot
aAlayé apéoms Bo epapuoloviay og OO Ta AVTIKEILEVA TOV GLYKeKpLEVOL prefab.

Ortav fpovy Kavomompuévos e o PBacikd Levoy, Tpoydpnoa otnv dnpiovpyio Tov pevol pubpicemv.
AxorovOnco v 610 Aoywn pe to Main Button Holder. Anpovpynoa éva kevo GameObject pe Vertical
Layout Group ko Content Size Filter. Avtr v @opd dpwg dev ypetalopovy omhd kovumid. ‘Etol mpocbeca
éva, KOLUTTE Y1 TV €MOTPoPN 610 Paotkd pevod kot 2 keva GameObject mov Ha ypnoiporolovca cav xmpo
opadomoinong yo o, avIikeipeva g kabe dopopetikng puOuong (Quality Holder, Resolution Holder).
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Méoa oto ke Holder vadpyet évo, amdd Text yia mv ene€niynon g pvbuiong mov aArdlel to Dropdown
7oL akoAovBel, ko To avtiotoryo Dropdown pe Tic emhoyég Tov.

1)

—_—

e

/17775 22
2

oo

z/

1280x720

6.10) Mevod Pvluicewv

e kaBe dropdown mpdobeca 3 emhoyéc. 1280x720, 1920x1080 ko 2560x1440 yio to Resolution, Low,
Medium kot High ywa to Quality. Mo xaAf wpaxtikny mov gpdppocso ftav va kpdpo to Ul mov dev
ypnoponolovsa. I'a mapddetypa, 0tov £pTiayva To LeVoD puBpicemy ékpuya 10 Bacikd LevoD Yo va, Uy
pe pmepdevel. Avtd yiveror TaT®OVTOS TO KOLTAKL OimAd ©0To OGVOpd amd TO OVTIKEIEVO Tov Bec ooV
Inspector (koékkwo Peldxt oty gwcova 5.6). "Etot giya £topo to Ul tov apyikod pevod kot Epeve 1 Aoykn.

‘= Hierarchy

+ -
A StartMenu®

6.11) Opydvwon Avuxeiuévav Apyikod Mevod
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I'o v Aoykn dnovpynca to Script “MainMenu” to oroio Tpdobeca oto EventSystem yia vo pmopovv
t0. vedloua GameObject va to dwafdcovy ywpic vo. xperdletal va to Tpochicm oe OAN 1| VO SNUOVPYHC®
ToATTAGL SCript.

Hextvnoa dnuovpydvtag oreg Tic pebodovg yo ke Aettovpyia kabe avtikeyévov. ‘Etot dnpov pyndnkoy
ot uébodot:

o StartGame(): dwfdlel To dvoua TOL KOLUTIOD TOL TNV KAAECE KOl KAVEL pia cOyKpion. Av 1o
kovuni frav to NoCrash, tote avoiyet to avtictoryo Scene. Awpopetikd avoiyel To Survival.

public void StartGame()

{
GameObject selectedObject = EventSystem.current.currentSelectedGameObiject;
if(selectedObject.name == "NoCrash™)
{
SceneManager.LoadScene("NoCrash™);
}
else if(selectedObject.name == "Survival")
{
SceneManager.LoadScene("Survival™);
}
}

e LoadSettings(): Avoiyel tig pvBuioeig kpvpovrag to Main Button Holder kot epoavifovrag to
Options Button Holder.

public void LoadSettings()
{

settingsPanel.SetActive(true);
BackButton.Select();

MainMenuPanel.SetActive(false);

e QuitGame(): Kigiver tqv epoppoyn.
public void QuitGame()
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/I Quit the application
Application.Quit();

e ChangeQuality(): Awpaler mv Ty tov Dropdown kat avdioye pe v integer Ty mov £xet
oAAGLEL TNV TTOLOTNTO TV YPOUPIKOV.

public void ChangeQuality(int value)
{

/1 0: Low, 1: Medium, 2: High

switch (value)

{

case 0:

QualitySettings.SetQualityLevel(0, true); // Low
break;

case 1:
QualitySettings.SetQualityLevel(2, true); // Medium
break;
case 2:
QualitySettings.SetQualityLevel(5, true); // High
break;
default:
QualitySettings.SetQualityLevel(2, true); // Default to Medium
break;
}
PlayerPrefs.SetInt("QualitySetting", value);
PlayerPrefs.Save();
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ChangeResolution(): Awpdalel qv Tun Tov Dropdown kot avaloyo. pe tnyv integer tiun mov £xet
aAlaCel to Resolution.

public void ChangeResolution(int value)
{
int width, height;

switch (value)

{
case O:
width = 1280;
height = 720;
break; // 720p
case 1:
width = 1920;
height = 1080;
break; // 1080p
case 2:
width = 2560;
height = 1440;
break; // 1440p
default:
width = 1920;
height = 1080;
break; // Default to 1080p
}

Screen.SetResolution(width, height, Screen.fullScreen);

PlayerPrefs.SetInt("ResolutionSettings", value);
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PlayerPrefs.Save();

}

o Back(): EupaviCel to Main Button Holder kot kp0Pet to Options Button Holder.
public void Back()

{
settingsPanel.SetActive(false);
MainMenuPanel.SetActive(true);
NoCrashButton.Select(); // Set focus back to the Start button

¥

Ortav to script frav étowo kot mpootédnke kol oto EventSystem, énpene va pvOuico 10 Kabe
kovuni kot dropdown yioo v uébodo mov Ba kahovoe. T'o va yivel avtd Enpene vo o 6To
Inspector yia kéBe Eva aviikeipevo kat va Ppw ™mv pvduion On Click ota kovumid kar On Value
Changed() oto. dropdown. Exei didAe&a to EventSystem cav Object ko v avtictoymn uébodo.
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Visualize

PUBuLON KaAéopatog
MeBoSwv

~ MainMenu.ChangeQuality

Mo Function

GameObject

Transform

EventSystermn

InputSystemUlinputModule

MainMenu Dynamic int

Object Placement mponent ChangeQuality

ChangeResclution
Quality Dropdown 2

Static Parameters
bool enabled
string name

kool runinEditMode

Erudoyn
ETEL'BU I.lntﬁq kool useGUILayout

MeBo6Sou Back 0
BroadcastMessage (string)

string tag

Cancellnvoke (string)
Cancellnvoke ()
ChangeQuality (int)
ChangeResolution (int)
LoadSettings ()
QuitGame ()
SendMessage (string)
SendMessagel pwards (string)
StartGame ()
StopAllCoroutines ()
StopCoroutine (string)

6.12) IlpooBixn MeBoowv ora Avuikeiieva
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v epapuoyn vadpyovv axdua 2 pevod, to pevod mavong (Pause Game Menu) kot 1o pevol
tpaxapiopartog (Collision Menu). Ta 2 awtd pevod givar mandid tov idov Canvas, eved poli pe avtd vmdpyst
Kot évol ovTikeipevo mov ypnoyonoteitar cav HUD yio v epedvion tov kovumav moyvidiov (Control
Mapping) otnv 006y oL TTOKTY.

6.13) Opydvwan Mevod [oryvidrod

Ta 2 pevod Pause Game Menu kot Collision Menu givat yticpéva pe tov 610 TpoOmo He o apyikod HEVOD.
Me v povn dapopd 61t oto Image dev mpodcheca ewcdva aALd Ekavao TO ¥PMOUN LOVPO Kal £p1Ea TO
Transparency tov dote tav eivar evepyd, vo Lovpilel Ayo 1 elkéva aALG aKOWO VO QATVETOL TO O Viotl
Tio.

To Pause Game Menu éygt tpeig emdoyéc, Continue, Options kot Main Menu, ta omoia cvveyilovv T0
oy vidl and 1o onpeiov €ytve o Pause, avotiyetl o pevod pvBuicewv (1610 pe avtd Tov apykov Levod) Kot
EMOTPEPEL TOV TTAUKTI GTOV APYIKO LEVOD OVTIGTOLYOL.

To Collision Menu éyet 2 emhoyéc, Restart ko Main Menu, ta oroio €ravekKivoOy Ty 6KNnvi amd v apyn
KOl YOPVAVE TOV TOKTN GTO apyko Hevoy avtiotoryo. O Tpomog Kot 0 KOSKOS ELPAVIOTS CVTOV TOV LEVOD
Ba avaivBei pali pe o avtikeipevo Tov oK.

-80 -



?W

- 000 4

p 4
e
P 4 | ]

6.14)Pause Game Menu

1280x720

6.15)Pause Options Menu
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6.16) Collision Menu

Havad agov dNUodpynoa OTTIKA TO, LEVOD LoV, ETPETE VO YPAY® Kol Vo TPocHEécw v Aoy o€ Kabe
kovumi. Etot éptiaéa to script PauseMenu pe tig e€ng pnebddovg:

e ResumeGame(): Kpbtpet to Pause Game Menu kot cuveyilet to mouyviot.
public void ResumeGame()
{
isPaused = false;
pauseMenuUl.SetActive(false); // Hide the pause menu Ul
buttonHUD.SetActive(true); // Show the button HUD
Time.timeScale = 1f; // Resume the game
}
o PauseGame(): Xtopotdet To moryvidt kot eppavitel to Pause Game Menu.
public void PauseGame()
{
isPaused = true;
pauseMenuUl.SetActive(true); // Show the pause menu Ul

buttonHUD.SetActive(false); // Hide the button HUD
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Time.timeScale = 0f; // Pause the game
}
o ReturnToMainMenu(): Exéotpe@e 0V TOIKTN GTO 0pYIKO LEVOD.
public void ReturnToMainMenu()
{
Time.timeScale = 1f; // Ensure the game is running at normal speed
// Load the main menu scene
SceneManager.LoadScene("StartMenu™);
}
o LoadSettings(): ExpvPe to Pause Holder kot eppdvile 1o Settings Panel pe to kovpmid pubuicewv.
public void LoadSettings()
{
settingsPanel.SetActive(true);
BackButton.Select();
pausePanel.SetActive(false);

}

o Back(): "Expupe to Settings Panel ka1 eppdvile to Pause Holder ue ta facikd kovumid tov Pause
Game Menu.

public void Back()
{
settingsPanel.SetActive(false);
pausePanel.SetActive(true);

ContinueButton.Select(); // Set focus back to the Start button

e Restart(): Enravexkivnon g oknvig Kot Tov KOGHOV.
public void Restart()
{
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Time.timeScale = 1f; // Ensure the game is running at normal speed

SceneManager.LoadScene(SceneManager.GetActiveScene().name); // Reload the
current scene

¥

Evvogitol g petd énpene va yivel Kot 1 6ot avadeomn g kabe pebddov 6T0 6mGTO KOLUT, OTMS
£YIVE KOl [LE TO OPYIKO LEVOD.

Méoa oto Canvas, mpocheoa kot éva axoua Ul avtikeipevo, to Text — TextMeshPro (to Controls).
Exel éypoya Olo to xovpmid mov Oo ypewotel o maiktmg. Xto HUD mpdobeco war Sprites,
giovomolovtag o, kovumid tov Gamepad. Tpdto kotéfaca and o dradikTvo o eikdva. Yrapyovv
TOAEG GEMOEG e £OVV ETOLUEG TETOLEG EIKOVEG TTOVL TEPIEXOLY TOAAG EIKOVIOIL G€ pia. AQov Pprka
VTN oL oL Gpeoe kot Ty KotéPaoca, v kava Import kou v petétpeya oe Sprite (2D and Ul)
OTmG £KOVaL KOl E TNV EIKOVA TOV apyIkoh uevov, evod eriong enéle€a v emhoyn Multiple oto Sprite
Mode.

AAAayr) TORoU $ Sprite (2D and UI)

AMAayn Sprite Multiple
Mode

Tight

Avowyuo Sprite Editor

np

6.17)Pvfuiceic Eikévag ue Sprite

Metd notmvrag to kovuri Open Sprite Editor, avoiée éva mapdbupo pe tnv ekova, 6TV 0Toio ETPETE
VoL «<KOY®» OA0L T SLOQOPETIKE EIKOVIdLAL.
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6.18) Sprite Editor

Me 1o Téhog avti¢ g dadikaciog, £mpene vo eTIGE® pue Pdon to Tapandve éva Sprite Asset. Kdvovtag
deki Kk oty gikdvo. mov poALg eneepydotnia kal nnyaivovtag oto Create — TextMeshPro - Sprite Asset
(koxKvo Beddixt oty gikdva 5.17) dnovpyndnke to apyeio (kitpvo Peldxt otny gikova, 5.17).

-85 -



Kepdrato 60

Create

Show in Explorer
Open

Delete

Rename

Copy Path
Open Scene Additive
View in Package Manager

Import Mew Asset...
Import Package

Export Package...

Find References In Scene
Find References In Project

Select Dependencies

Refresh
Reimport

Reimport All
Extract From Prefab
Update UXML Schema

Publish
Open C# Project
View in Import Activity Window

Properties...

Alt+Ctrl+C

Folder
Material
MeonoBehaviour Script

Prefab Variant

2D
Animation
Audio
Entities
Rendering
Scene
Scripting
Search
Shader
Shader Graph
Testing
Terrain

Text Core
TextMeshPro
Timeline

Ul Toolkit

Sprite Asset
Style Sheet
Visual Scripting Color Gradient
Physics Material

GUI Skin

Custom Font

MWC
BOXCOPHOEBIC

Empty Scriptable Object
Input Actions

6.19) Anuovpyio Sprite Asset

[MAéov pumopovoa. va xpNoonoom ovtd to Sprites og éva text field, dnuovpydvrag tot kar o HUD.
Ortav n0era vo vdpyet éva amhd Eypoo <Sprite=?>, omov «?» évag povadikog optBuds mov avtioToryel
oto kGOe sprite ko propeic va deig oto Sprite Character Table otov Inspector Tov Sprite Asset.

6.20) Text Field ue Sprites
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Face Info - v1.1.0 Update Sprite Asset
int Size
al
L

Atlas & Material
Sprit tlas

Character Table

Fallback Sprite Assets

Sprite Character Table

Mext Page

6.21) Sprite Character Table

6.22)Teluxi supivion HUD
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6.7 Vehicle Iaixtn

TNo tov maikt éyoaga ko Pprika évo asset amd to marketplace dwpedv, o omoio &iye éva étoyo prefab
QUTOKWVITOL HE T KaTdAAnAa Script ywa physics kot 061 ynon tov, To Prometeo: Car Controller. Kéavovtog
to Import kot ene&epydlovtag avaAvTIKG To AVTIKEILEVO KOl TO, opyeia mov mepieiye, maparnpnoa OtL gixe
Aertovpyieg mov dev ypelalOpovy Kol 0 KMIKAG Yo TV ovhyvoon tev kovumidv (inputs) dev
ypnoomrolovoe to Input Action Asset mov mpocpéper 1 Unity. TV avtd amopdoioa va Eavaypdy® to
GLYKEKPIUEVO KOUUATL KOO,

IMpota dung enetepydomro to PlayerControls Input Action Asset, diapoppdvovtog tig uebBddovg mov
NnOela ko kévovtag bind to kovumd Tov HBeha va kKokoov v kébe uébodo. And default, kdbe project éyet
éva PlayerControls kot 1o Bpiokeig péoa otov kevipikd pakero Assets oto Content Browser.

6.23) PlayerControls

Avoiyovtog to £xel mpokabopiopuéva inputs, to omoia dev pov ypnoipsvav. Etol ta diéypayo OAa kal donoo
10 asset kevo. TIpdn pov dovAeia HTov va okePT®d TOGH dlapopetikd Action Maps ffeho va éyel M
EQOPUOYN LoV, ONAdT av NBela dlapopeTikéc oknveg 006vee N aKOUO KOl OTAG aVTIKEILEVA Vo €YoV
drapopetika inputs. Omdte dnuovpynoa 2, to CarMovement kot to Ul, yia v kiviien tov apa&od Kot yio
petakivnon petaéd tov aviikeypévev tov Ul.

Agob eiyo o Action Maps pov, Eekivnoa va mpoobéte to katdAinia actions oto kabéva. T'o to
CarMovement, ta Throttle, Brake, Handbrake, Move, OpenMenu kotw Camera, evéd ywo o Ul, Ta Navigate
kol Submit.

Téhog, é0gca yio k6Oe péBodo Eva input. T tig pebddovg mov KaAOHVTOY Ad KATOL0 KOLUTE ETPETE TO
Action Type va fitov tomov “Button”, evd otov kahodvtav kot and kdmoto poyrod tov Gamepad, yio
TOPASELYLLO. 1] KIVIGT] TOL BVTOKIVITOV oL Yivetal kot pe to, kovpmid W/A/S/D tov minktpoloyiov kot pe
TOV aploTtepod PoyAd Tov yeiprotnpiov, to Action Type érnpene va givar tomov “Value” kar Control Type
tomov “Vector 2”.

+ Action

Action Ty Button
Initial heck

6.24) Torov Button uéfodog
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Actions Action Properties

6.25) Tomov Value péfodog

INo myv swoayoyn input oty kdbe pébodo, mpénel va matnbei 1o “+” oo téh0og g uebddovg, Kot va
emleyOel o TOTOG TOL iNput. Ot THmot aALGLoVV avdloya e Tov TOTo ¢ uebodov. Ta Tpoodikn input amod
T0 TANKTpoAdylo oty value uébodo Navigate, yio mapdadetypa, yperdotnke vo swodym éva “2D Vector”
eméyovtag 1o “Add Up/Down/Left/Right Composite”, kot va 8éow ta W kot S xovumid tov
mnktporoyiov ota Up ko Down avtictoya. Otdnmote €idog kot vo givar m pébodog, yia input mov
TPOEPYOVTAL OO OTIONTOTE TTEPO, Ad TANKTPOAOY10, TTpémEL va yivel po amhy eloaywyn “Add Binding™.

Actions + Binding Properties

MpocBrkn Input =>+, o
th -Pad [Gan

Listen |a)

EUpeon Input

6.26) IlpooBnxn Input
Actions + Binding Properties

revikn) MpooOnkn Input Add Binding
Add Up\Down\Left\Right Cemposite
Add Binding With One Modifier

Add Binding With Two Moedifiers

Interactions

6.27) Toror Add Input

Anuovpynoa €tot 1o Input Asset pov pe dAeg Tic kivioelg mov Ba ypetalotav o maiktne. [a va Aetitovpyel
oumg pe kabe script, émpene katd v ekkivnon Tov script va to drapadet kat vo. ta gvepyomotei. o va 1o
neTOyw, o€ KABe Script mov eiya MO ka1 dnpodpynoa apyotepa, £etiago po petafinty tHmov
PlayerControls ka1 otnv pébodo void Start() tng €0eta tipn kau v éxavo Enable.

public PlayerControls playerControls;
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/I Start is called before the first frame update
void Start()
{

playerControls = new PlayerControls();

playerControls.Enable();

"Exovtag £towo ta player controls ta onoia diofalovtal kat 0md to £rowo script tov apa&iod, o pdvo mov
éueve frav va aAAGE® Tic cuvBnkeg Tov if evioldv ue Bdon o controls wov potig eiya 0ot kot va EAEyyet
TOV TpOTO TTOL KaAgite M kKAOg pia. O yevikog TOTOG Yol o, Tétoto. cuvOnKn sivar

o  OvopoMetopinthc.ActionMap.Action.tpoémocEvepyomnoinong
INo Topdderypa, n cuvonkn yia o Throttle givar: playerControls.CarMovement. Throttle.isPressed().

A@od 10 apdél NTov TANPOEC AEITOVPYIKO, TPOYMPNoE oTNV avimtuén Tov SCript ywo Tig 6VYKpovoELC,
CollisionScript.cs, mov torobetike ocav component tov prefab tov avtokvitov.

H dovAg1d tov SCript cuykpovcemV, £ival Vo EAEYYEL GUVEYELD. OV TO OUTOKIVITO TPAKAPEL PUE KATOLO GAAO
avtikeipevo oty oknvn. ITo cvuykekpiuéva, eréyyet av to MeshCollider, mov £xet cav component o koppog
(Body) tov apa&iod épbet og emapn pe kdmoto BoxCollider component kdmotov GAAOL aVTIKEWWEVOD HE TNV
uébodo OnCollisionEnter(Collision collision).

void OnCollisionEnter(Collision collision)
{

Scene scene = SceneManager.GetActiveScene();

if (scene.name == "Survival")

{
/I Increment collision count and show panel after 4 collisions
collisionCount++;
if (collisionCount >= 4)

{
-90 -



YX\onoinon ‘Epyov og Unity

Time.timeScale = Of;
StartCoroutine(VibrateGamepadForSeconds(0.123f, 0.234f, 1f));
CollisionPanel.SetActive(true);

RestartButton.Select(); // Automatically select the restart button when the panel
is shown

¥

else

if (collision.collider is BoxCollider)

{

Time.timeScale = Of;

}
StartCoroutine(VibrateGamepadForSeconds(0.123f, 0.234f, 11));

CollisionPanel.SetActive(true); // Show the collision panel

RestartButton.Select(); // Automatically select the restart button when the panel is
shown

}

Aol evtomioTtel KMol GOYKPOLGT], 0 KAJKAG KAVEL EAEYYO Yo TNV GKNV 6TV ool glvat o maiktng,
Kot avadoya gite Tov divel 4 gukaipieg Tpv gppavicel To Mevod clykpovorng gite To epgavilel oty mpd™)
@opa. T To Adyo awtd vapyovv 2 drapopetikd Scenes oto Project, to Survival kot to No Crash. Méoa
0TO UTAOK EVTOMMV VIApYEL pio. cuvepyalopevn povtiva (corouting). Méoa and avth, kébe @opd mov
evepyonoteitan kdmotov collision, av o ypnotg ypnopomotei gamepad, tote O exteleotel pio dOvnon evog
OEVTEPOAETTOL.

private IEnumerator VibrateGamepadForSeconds(float lowFreq, float highFreq, float
duration)

{
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if (Gamepad.current != null)

{
Gamepad.current.SetMotorSpeeds(lowFreq, highFreq);

yield return new WaitForSecondsRealtime(duration);

Gamepad.current.SetMotorSpeeds(0f, 0f);

6.8 Build xou Extéleon

"Exovtog yticel ta mwhvto mov 0gla, Eueve va yTicm To mayvidt Kot va SOKIUAGm T0 TeEAKO Ttpoiov. [Ma va
vivel dum¢ cmotd, Empene vo, Yivouv Kamoleg amapaitnteg puluicels. Tvykekpyéva, Enpene vo, tpootedovy
OA0 TO SCENeS ov MHPeAa va, VITAPYOVY GTO TEAIKO TTaLY VIOl Kl VoL OploTEL TO SCENE e To omoio Nfeia va
Eekvael 1o Toryvidl. Avto yiveror péom tov “Build Profiles” oto xevipikd pevov (File — Build Profiles).
10 mapdbvpo mov Ba avoilel, enéiela ot aplotepd TV pevov Scene List. Xto kevipikd onueio tov
napabvpov tpdcbeoa pe drag and drop amd to Content Browser ta Scenes mov 10ela kot To avakatatosa.
£to1 doTE TO SCENe Tov apykod uevo (StartMenu) va ftov oty 6éon 0.

Av amhd 0éhovue va TpocBicovie THY oKV TOL SOVAEDOVUE EKEIVN TV dpa, VITapyEL To Kovumi “Add
Open Scene”, mov v Tpocbitel katevbeiov 6to TELOG TC AMoTag.
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Build Pro

iuild Profile 2 195 Learn about Unity Dev Ops

o change th

Add Open Scenes

NpocBikn
“ OLVOLKTIC
iles f\i.O'l.'a TWV Gl(r]\li;JV GKTIVFIC

Add Build Profile

6.28) Build Settings

Me 10 éA0G 0w G ™G dradikaciog, pmopovso va kave Build kat va tpé€m to mayvidt. [Tatdvrag to “Build
and Run” oto File tov kevtpikov pevod N to Ctrl + B 610 mAnktpordylo, to moryvidt Oo kéver build. To
npoTo Build 6o kdver mepiocdtepn dpa amd ta exdpevo. Me 1o mov tedewmost To Build to moryvidt Oa
avoi&et katevbeiay.

Muio. KOAY TPAKTIKY EIVOL O TPOYPOUUOATIOTHG VO KAVEL Kot €6 Taktikd “Build and Run”, edwd petd and
ONULOVTIKEG TPOTOTOWOELS, Y10, EAEYYO OTL SOVAEVEL COGTA 1) EPAPLOYT.
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Kepdiao 70 Teluen Zoykpron

H Unity xou 1y Unreal Engine amotehotv Tig 600 kuplopyeg unyaveg avamtuéng S1adpaocTikod TEPLEXOUEVOD,
TTOL YPNGUOTOLOVVTUL TOGO GTOV KAGDO TNg fropunyoaviog Toryvidldv 060 Kal o€ TEdio OTME 1) TPOGOUOI®oT),
N EKTOIOELON, 1 OPYITEKTOVIKN OTEKOVION Kot 1 ewkovikn mpaypotikotto, (VR). Iopdtt appdtepeg
TapéYovV TANOMPO EPYOAEI®V KOl TEXVOLOYLDV, Sl0PEPOLY OLGLUCTIKA GTI GYESOTIKN PIA0GOPia, TNV
aOd0GT, TN SLVOTOTNTO EXEKTACTC, KOG KOl GTO TEYVOLOYIKO 01KOGVGTNUO, TT0V VITooTNpilovv.

H Unity eivor mepiocdtepo mpocavotoMeuévn oty evkoio mpdofaong kol oty taxsin avdmtoén
epappoymv. H ypron m¢ yAdooag mpoypappaticpod C# kabiotd t unyovn npocfdoiun ce éva evpv
(ACULO TTPOYPUULOTIOTRV, 101m¢ 68 doovg Tpoipyovtol and mepifdilovta .NET. O enelepyaotig tg Unity
(Unity Editor) mpoo@épet po ontikd Katavonty demaen, vrootnpiloviag T dnuiovpyio TePIEXOUEVOL
uéow drag-and-drop, ywpic amapaitnta vo amotteitor cOVOETOC TPOYPOUUATIGHOS Yol TN dloyeipion
Baocikdv Aertovpyidv. EmmAiéov, n Unity mopéyet evoouatopéva epyareia yio 2D kot 3D avantuén, kabog
Kat gvpeio vroo™PEn yio popntég ovokevéc, WebGL, kovedreg kot AR/VR mhatpopuec. Avtifétmg, n
Unreal Engine, av kot o obvOetn oe mp®dto eninedo, Tpoc@Eipet eyyevi vITOGTAPIEN Y10, YPUPIKA VYNANG
mototntag (photorealism) ko éva e€anpetikd eEehyuévo rendering pipeline, to oroio evnnpetel kolvtepa
avaykec AAA avantuENe 1 £pyo TOV AOITOVY KIVILOTOYPUPIKN TOdTNTA EIKOVAG,.

210 eminedo g anddoong kat Tov rendering, n Unreal Engine dwabétet 1oyvpd mheoviékmmua. To odoTnu
QOTIGHOD T™E, HEow TEYVOLOYIV Omw¢ to Lumen (real-time global illumination ko reflections), mapéyet
amoteléoporto ToAD VYNANG TodTnTag Ywpic avaykn ya baking, evd to Nanite emitpénel v aneikdvion
yveopetpiog eEopetikd vyning Aemtouépetag yopic significant performance drops. Avtd ta yopaktnpioTikd
kabiotovv v Unreal xatdAAnin ya potopeaMotikég spappoyég, Virtual production, kivnuatoypagukd
épya kat apyrrektoviky ameikovion. H Unity éyel kdvelr onuoviikd Prpata mpog avth v kotevbovon,
eodyovtag to Universal Render Pipeline (URP) kou to High Definition Render Pipeline (HDRP), kabmg
Kot teyvoloyieg omw¢ ta. Adaptive Probe Volumes kot n GPU-accelerated baking. Qotoco, avtd ta
YOPOKTNPIOTIKA Pplokovtal cuyvd 6€ TEPAUATIKT PEoT, EVEO 1 OAOKANPOUEVT] VAOTOINOT TOVG ivat o
KOTOKEPLOTIOUEVT] GE GYECT LUE TNV OpOLoYEVELN TTOL TTpoopipel i Unreal.

Ocov apopd ™ Aoyikn avarntuéng Kot eméktacng, n Unity dwakpiverat yio v gvedéia mg. To chotua
component-based architecture exitpémet T ypiyopn avamtuén Asttovpytdv péc® SCripts mov epappolovran
oe GameObjects, dievkolbvovtag v avartuén aveEdpmtomv modules. Exumiéov, n kowdmta g Unity
kot o Asset Store mopéyovv YIAMASEG EMEKTAGELS, GLOTHHOTO Kol EPYUAEIN TPITOV TOV EVIGYVLOLV TNV
TopOy®YIKoOTTo. ATO TNV GAAN TAevpd, M Unreal Bacileton mepiocdtepo ot ypnon Blueprints, evog
OTLTIKOV SCrpting GLOTHUATOG TTOV EMTPENEL TOV OPIGLO AOYIKNG Y®PIG TN YPNON KOSIKA. AV KOl TO GOGTNHA
avtd etvar Wwitepa 1oxvpd, cvyva Bewpeital mo mepimioko oty gufdbovvon amd 0,TL Ol AVTICTOLYES
uébodor g Unity, Wwitepa otav amotteiton petdfoon oe CH yio v avantuén mo eEEIKELUEVOY
Aertovpyidv. H Unreal mpoopépet mo 1oyvpd epyareio chvoro ektdg kovtiov (out-of-the-box), evd n Unity
otnpiletal mePocOTEPO GTNV TPOGHN KN KOl TOPAUETPOTOINGT EPYALEIDV OO TO OIKOGVGTN LA TG,

H expdbnon tov dHo unyavev mapovoidlel aoonpeinteg dtopopéc. H Unity, pe v tposPactdtntd me
Kot to ektevég online documentation, tutorials, kot evepyn kowodtnto, Oswpeitor wo KOTAAANAN Yo
apyapovg N pikpég opuddeg avamtoéng. H Unreal, evéd mopéyel molotikd epyadeio kot ektevn tekunpioon,
éxel peyodvtepn pobnoloky KaUmToAn, taitepa Yo 060G dev Exovv egokeiwon pe ™ yhoooo C++ 1 v
évvola Tng memory management. Extiong, to workflow tng Unreal yia mobile 1§ 2D avirtoén Oswpeitor mo
TEPLOPLOTIKO Kot AyOTEPO 0m0d0TIKO 6€ oyéom pe Tnv Unity, mov éxel oyeduaotel eapyng Le yvoduova v
VROCTNPIEN TOALDY TAATPOPUOV.
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‘Evag GAAog onpovtikog dEovag o0ykpiong eivat 1 dtaygipion nopwv kot amarthoswv. H Unreal, Adyw tov
moAvmAokov rendering kai v SLVVATOTHT®Y NS, £YEl VYNAOTEPEC amaltioelg o hardware ko givot o
Boptd yo Tov péco vIToAoylot, oo o€ runtime 6co kou og eminedo editor. Avtifétmg, n Unity givau
160N Té O EAAPPIA KOL TIO QIAIKY GE WIKPOTEPEG OUADEC, POPNTEG GLOKEVEG KOl GUGTHUOTO YOUNANG
Kkataviroong. H ehappdtnta g Unity dievkoldvel, emiong, tn cuvey eVOOUATOOT Kot SOKIUTY QAAXYDV,
K@t Tov vrootnpiletor and To modular cvoTnua scripting tg.

2TOV OIKOVOUIKO Kot vouiko topéa, 1 Unity giye mapadoclokd mo evEMKTO HOVTELD adE1080TNONG, OV KOl
ol Tpocpateg aAlayég moltikng (.. Runtime Fee) éyovv dnuiovpynoet apefardmra oty Kowvorta. H
Unreal mpoceépel dwpedv mpocPacn otov mAnpn mnycio Kodika kal ypedver royalty udévo petd omd
OLYKEKPLUEVO OP1o 60S®V, TO 0m0i0 £ival EAKVOTIKO Yo KPEC Opadeg kot Studios pe vyniég Tpocdokieg
amoddoonc. H duvartomta dueong tporomroinong tov source code oty Unreal mpoceépel emtmhéov texvikn
eveM&ia, 1010{TEPO OE EQUPOYES TTOV ATTALTOVV TPOGUPLOYES GE YOUUNAO ETLTEDO.

To Unity Asset Store amoteAel éva amd ta mo extetouévo marketplaces oty avamtuén S10dpaoTikoD
TEPLEYOUEVOV, UE YIMAdec drabéotua assets, plugins, epyaisio Kot GLGTAUOTO, TOL KOADTTOVY OVAYKEC A0
ypagikd kot animation émg Al, networking kot Ul. H minBdpa d1a6éo1pov viikoy, og cuvdvacud e Tig
OLYVEC TPOGPOPEC KOl TN YOUNAN TywoAdynom, kabiotodv 1o Asset Store wbavikd yio aveEapTnToug
developers kot pikpég opddes. To Unreal Marketplace, av kot pukpotepo og mAn00g, mpocpépst assets
VYNANG TOLOTNTAG, EOTINOUEVO 6 peaMoTikd mepiBdAilovta kat AAA tapaywyic. EmmAéov, n Epic Games
TPOCEEPEL EMAEYUEVA premium assets dwpedv kabe punva, evioydovtog Ty TpdoPact o€ EmOyyEAUATIKO
TEPLEYOLLEVO.

H Unity dwkpivetarl yio v evpeio vroompiEn g amd po evepyn kowotnta, ue minbog dwabéciumv
tutorials, forums, emionun texunpioorn, kabhg ko ™V ekmodevtiky mAatEopua Unity Learn, mov
d1evkoADveL onuavtikd TV £i6odo véwv ypnotav. H Unreal mpoceépet emiong nhovoia tekunpioon, hands-
on mapadeiypata kot TApn tpodcPacn otov source code péow GitHub, kabiotdviog v 181aitepa 1oyvpn
Y10 TPOYWMPNULEVOVS YpHoTeS Kot epguvnTég. Kat o1 300 punyavég vrootnpilovol amd peydlo communities
OV GLVEIWCQEPOVY evepyd oe ovintioelg, tutorials kor ovorytod kKMddKe gpyareia, evVioyDOVIOG TO
O1KOGVGTN L. TOVC.

Kotnyopia Unreal Engine Unity
Idaooa Ipoypopuationod C++ / Blueprints C#
Toaoid IToAd vymAn oot To — Koida (HDRP/URP) — Ayotepo
rep photorealism (Nanite, Lumen) photorealism
Amndéooon ae Mobile/2D Yyniq [Mepropiopévn
Ambdoon oe AAANR Métpla E&apeticn
Evxolio ExucOnons Yynin Andtoun Kapmdin
Erexcraoyotyro Asset Store [Afipn HpooPaon oov Source
Code
Hardware Aroutijosic XapnAég IToAd YynAéc
Moveéio Adeiod6mone Awpedv pe MEPLOPIOHOVS  + Awpedv péypt 8_008(1 $1M +
Runtime Fee royalties

3. 2vvomriry Zoyrpion twv 2 unyavav
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Méca amd TV S1K18 LoV EUTELPin, GVVEONTOTOINGO TOC TPOSMTIKA PPIKa Kot TIG 2 UNyaveS LETPLEC GTNV
ekpddnon tovg. Kabe pia mapovsioce Tig S1kéC TG OVOKOAEG KOl EVKOAEG. ZVYKEKPIUEVQ, EPYOUEVOG ATTO
éva, Koo voPabpo yvocewv kmdika, To project g Unity, olokAnpmbnke og eEapetikd pkpotepo ypovo
amd avtd ¢ Unreal. Avtd mov pe ducapéotnoe Aiyo iowg fTov 0Tt evd yio To d1k6 pov project mov nov
UIKPO, Ol TEYVOAOYIEG KOl O KMOIKOC NTOV OPKETH Auecsog, kKatdiafo OTL 6€ pHeYaADTEPQ, O ¥PNOTNG I0MC
YPEWOTEL VO PPEL EUUESOVE TPOTOVE dNULOVPYING TPUYUATOV UEGHD TOL KMOIKAL.

Y avtifeon, n Unreal éviooa 0t pov £8wve o tepdotio ehevbepio Kivicewy. Ty apyn avTd HToV KOKO.
Emévdvoa mdpo mohd xpovo va yyvm Tt TeXVOLoYiES Kot TMG O ¥pNGYLOTOC®m QVTEG TIG TEXVOAOYIES TOV
pov wpoopépovtay. Emncita, énpene va enevdvom emmAéov xpovo oto udbw ta Blueprints. Apov ouwmg
Eexivnoo va koTaAafaive Kol vo amoKTd Uio LEYOADTEPT EVYEPELNL LLE TNV UNYOVT, 1 SNUovpYyic Tov project
amAovotentnke ToAD. Ta epyaieio mov pov divovtay, Hov ETETPETAV VA, ETIAED TOADTAOKOVG KOl LEYAAOLS
KOGUOVG Kot AOYIKEG, OE AlyeC dpEC.

H emoyn peta&d Unity kou Unreal dev éyxet pua amdivta “cooty” andvinon. Kdabe £pyo kot kdbe opdada
£YOVV SLOPOPETIKEG OTOLTHOELS, TEYVOLOYIKOVG 6TOYXOVE Kot dtabicipong mopove. Evod i Unity gvvoel v
gveM&ia, TNV TOOTNTA KO TNV ToAvTAaT@opuikoTnTa, 1 Unreal tpoceépet amapdpidin motdtno ypopikoy,
GYLPE EVOOUOTMUEVE EPYOAEIN KoL TANPT TEYVIKN AeLOEpiaL.

210, TOPAKAT® Slaypaupata @oivovial ol xpovol (ce NUEPES) TOL HoL TNPE TO KAOe GTddo Yoo TNV
OAOKAN|P®GT TOL, 1 KOUTOAN dvckoriog pe to mépacpa Tov gfdopddmv Kot to otddio Epsuvag ot
Expabnong kot téhog 1 KoumdAn oty otoia goivetal 1 wotdtta Tov EpYov Katd tnv didpketo kabe otadiov.

60

50

40

30

Huéec

20

Epsguva Exu&bnon EUpeon Assets YAomoinon

B Unreal Engine ®mUnity

7.1) Huépeg Oloriaipwons kdbe Xrodiov
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em—{nreal Engine em=Unity
7.2) Avokolia oto. otadio Epeovog kor ExudOnong
Evapén Epeuva Exu&bnon YAomoinon

Axis Title

e——=nreal Engine e==Unity

7.3) Hoétnra Epyov o Kdbe XZradio
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Kepdrawo 80  Emiroyog

8.1 Zvvomrtikn Amotipunom kouw MeAlovtikég KatevBovoelg

H mopodoa mruylokn epyoacio eTKevTpmONKe 6T GLYKPITIKY LEAETT SO EK TV CTUOVTIKOTEP®V UNYAVOV
avantuéng mayvidiov, ¢ Unreal Engine kot g Unity, avalvovtag Tig teyvoloyieg, ta epyoleio Kot TIg
duvatdMTEG OV TPOCSPEPOLY. Q¢ LeBodoLoYIKN TPoGEyyion emAéyxOnke | vAOTOINGN ™G 1810 EQOPLOYNS
Kol 6T 000 unyavég, pe otoyo va alomomBodv oplopéveg amd TS OlbECIUE TEYVOLOYIEG KOl V.
avadeyBodV To TAEOVEKTHUOTO KOl Ol TEPLOPIGHOL kGOE TepPaAlovToc.

H pedém ovt) avédel&e tov onpavtikd polo mov oladpapatiCovy ot unyoveég mayvidiov oyl uovo ot
Bropnyovia Tov gaming, 0AAG KOl GE EVPVTEPOVS TOUEIG OTTMG 1) EKTAIOEVOT], 1] UPYITEKTOVIKT| ATEIKOVION,
N €KoviK) Kot emavénuévn mpayuatikotnta. [Hapdinia, avédeite tn onuoacio TG cMGTAG EMAOYNG
gpyareimv amd tovg véoug developers, koBmg ot pmopel vo emnpedoel Kaboplotikd ™ oadikocio
avamtoéng, ™ PlociudtnTa EVOG £pYOV OAAG Kol TIC TPOOTTIKES eEEMENG UG OHAdOC 1} EVOC ATOUOV GTOV
KAGOO.

MeAlovtika, 1 mepartépm epPabvven otig chyypoveg SLVOTOTITEG TTOL TPOGPEPOVY OL OVDO UNYAVES — OTMG
TOL GUGTALOTO TEYVNTAE VONUOGUVIG, TO EPYUAELD PUGIKNG TPOCGOOIMOTNG, Ol UNyoviouoi Bedtiotomoinong
Y10 OL0LPOPETIKEG TAUTPOPUES KOl 1) EVOOUATMOON EPYUAEimV Tapaywmyng mepeyopuévov ue ypnon Al — Oa
UTOPOVGE VO, 00N YNOEL GE O OAOKANPOUEVH KOl KOLVOTOWO OTTOTEAEC LOLTAL.

8.2 Zvumepdoporo

H viomoinon g id10¢g epappoyng kot oTig 000 TAATQOPLES TaPEYE TOAVTILO GUUTEPACLUTO CYETIKA LE
TNV EUMEPIN YPNONG, TV ATOOOTIKOTNTA TMV EPYOAEI®V KoL TNV KOUTOAT EKLAONONG TOL avTILETOILEL O
véog developer.

H Unity avadeiynke g o wo @uikn Kot E0EMKTN unyovi], KOTAAANAN Yo JKpES OUAOES Kot YPIyopT
avAmTLEN EQUPLOYADV, LE ELPACT] GTN POPNTOTNTA GE TOAAEG TAATPOpLES. ATtO TNV GAAN, 1 Unreal Engine
Eexdpioe yoo 0. Kopvaio ypagikd, ta mponyuéva epyoleio real-time rendering kot Thv evooUAT®ON
GUYYPOVAV TEYVOAOYIDV, KOOIGTOVTAG TNV 100VIKT ETAOYT Y10 OTOLTNTIKA EPYO VYNANG TOLOTNTOGC.

YUVoAIKd, M epyoacio avédelle OTL dev LRAPYEL «KUADTEPT UNYOVY] UE OTOAVTOVG OPOVLS: 1| EMAOYY|
e€aptdrol amd 10 TAICL0 AVATTVLENG, TOLG GTOYOVS TOV EKAGTOTE EPYOV KOl TIG OVAYKEG TNG Opuddas. Avtod
aKpif®dg TO OTOWElD NG TPOCAPUOSTIKOTNTAG KOl TG mowiAiog kabiotd T 000  pnyovég
OAANAOCLUTAN POVEVES KOl TOADTIUES YO TO OLKOGUGTNUO OVATTLENG TOVISIDV Kol OlodpasTIK®V

EPUPLOYDV.

8.3 Melhovtikéc Enextaoeig ko [Tpoomtikéc

H mopodoa epyacio pmopel va amoteAécEL APETNPIO Y10 TEPOLTEP® EPEVVNTIKT KO TPOKTIKY EVOGYOANOT
pe Tig dvo pnyaves avamntuéng mayvidlov. Mo euowkn cuvéyeln Bo pmopohoe vo eival 1 TEPOLTEP®
a&lomoinomn Kot EMEKTACT TMV SVVOTOTHTOV TOL TPOSPEPOLVY ot TeYvoroyieg procedural generation ko

Al, o1 omoieg ypnowonombnkay oty mapodoa gpappoyn. H evoopdtoon mo cvvbetwv aiyopiBumv
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TEYVNTAG VOMLOooHVNG B uopodoe va PEATIOGEL TN GLUTEPLPOPE TOV YOPUKTHP®Y KOl TOV AVTIKEWEVOV
péco oto moyvidly, evd M ypnor procedural generation Bo. pmopodoe vo enektabdel dote Vo dnpuovpyet
SUVOIKG, LEYOADTEPOLG KO TTLO TOADTAOKOVG KOGLLOVGS, TOPEYOVTOS GUVEYT OVOVEWDCT) TEPIEYOUEVOD YWOPIg
EMTAEOV YEPOKIVITY EpyaciaL.

Hopaiinia, n avartuén epappoyov VR kol AR avoiyetl véoug opilovteg yia ypnion mépa. omd Tov ¥hpo
TOL gaming, OMMC GTNV EKTOUIOEVGT], TNV CPYITEKTOVIKT] KOl TNV WTPIKY TPOCOUOIMOT|, ENXLTPETOVTOG TV
a&lomoinon tov MM epappocuévov teyvoroyidv Al kot procedural generation oe peoMoTIKG Kot
dwdpactikd mepipairovta. Emxiong, n dnuovpyio epyodeinv mov EMITPETOVY T LETOPOPH EPYMOV KoL TNV
a&lomoinon Tov TAeovekTnudTev Kabe unyovig Oa evioyve ) cuvepyacio kot v sveléio tv developers.

Té\og, M eumelpio ToL TPOEKLYE O TN GVYKPIGN TG avamTLENG ™G 1dtog epapuoyng oe Unreal Engine
kot Unity mpoo@épel onuovtikd dddyuata yio véoug developers. Méco amd avtiv, yivetal cagng m
TPOKTIKN o&ior TPONYUEVOVY TEYVOLOYIDV OTI®G 1| TEXVNTH Vonuoovvn kot to procedural generation, v
TOPOAANAO OVOSEIKVDOVTOL TO, TAEOVEKTNUOTO KO Ol TTEPLOPIopol kdOe punyovng. H yvoon avth puropei va
Ka00dNYNGEL TOLG VEOLS dNUIOVPYOVE GTNV EMIAOYN TNE KATAAANANG TATEOpLOC Kot oty a&lonoinon Tov
gpyareimv G pe TpOmTo oV Vo VTOSTNPILEL ATOTEAEGLOTIKG KAVOTOUA, KOL ATOd0TIKA £pYOl.
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