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Stay hungry. Stay foolish.

qap \
s

r TRICIA CRETS CURE LISAT JOUNCS.

A5 SPELL (N WHICH CHA34-TER: ELBAURDN

THUS, FOR ANY NONDETERMINISTIC TURING
MACHINE ™M THAT RUNS IN SOME POLYNOMIAL
4 L ; TIME p(n), WE CAN DEVISE AN ALGORITHM
- : e - ! THAT TAKES AN INPUT w OF LENGTH n AND
MMO'!%QRIG» : PRODUCES En,. THE RUNNING TIME IS Odon)
ON A MULTITAPE DETERMINISTIC TURING
MACHINE AND .,

.\

WTF, MAN, I JUST

WANTED TO LEARN

How T0 PROGRAM
'T VIDEO GAMES.,

A

SOUTH PARK
@ THE STICK

WITTHER

Halomes (Gate ]

P




2XETIKA PYE TO pabnua...

* Qpeclpadeiov: Omotednmote (oteiAte email kal kavovidoupe)
* email: ktsichlas@upatras.gr

e Alktuakog Totog MaBnpuartoc:
https://eclass.upatras.gr/courses/CEID1417/

* Qpec Mabnuatoc:
* Tetaptn 09:00-11:00 - AiBouvoa A2
* Epyaotnplo:
e Unity: Mepmtn 18:00-19:30 (zoom)
* Unreal: Asutepa 18:00-20:00 (zoom)
* Godot: Nepmtn 19:30-21:00 (zoom)


mailto:ktsichlas@upatras.gr
https://eclass.upatras.gr/courses/CEID1417/

| | (((¥))
Kartoleg 2UUPOUVAEG

* AldAoyog Kat OxL dLAAeén "

 MW\note Kat eoeig (N akopa

KaAUTEPQ TTAPTE TN BE0N You -.
©).

* To éekivnoa wg gamer aAAa
TO CUVEXLOO WC KABnNyntneg—
OTIOTE YNV HE Bewpeite
avBevtia kal yropei va
Bapebeite pe epeva

KivoUpevo xepl: @eAete KATL VA
TIEITE OE OXEON PE AUVTA TTOU
Aw Ttwpa

« AoxoAnBsite pe pia pévo 2tabepo xept: Epwtnan n oxoAlo
pnxavn YEVIKNG duong
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H mio AvokoAn Epwtnon:
[lati va MHN 1mtapw avto to pabnua;

+

« Emteldn ival n deltepn * ExetmAaka
XPOVLA TTOU YiveTal  Eivalt poBepo
* ETtedn o 13 A0KWYV JeV * Edappoyeq

OQOXOAELTAL EPEVVNTIKA UE
TO AQVTIKELPEVO (av Kal
apxidw owya-owya) o Aev uttapxel BIBALO (KATTOLEC CNUELWOELG
dolrtnTwy povo) @

e AUOKOAO;

 [lati dev £xel MAGKA © , , ,
e EAaxiotn mapovota og NMN2 og aAAa

EAMNVIKA TTAVETILOTAHLA — OE Alya

* [l TN SUOKOAIQ/BABUO; «TtaPad0oLaKA» TOU EEWTEPLKOU... - XAHOG
oTa KOMEYLIa ©

o Katidev pou apeoel oe avtn tn dtadavela...
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AEtvoann

° .

Fparttsc a&:taoem e Z/A KClL apvrruKr] Baey'vncn (~60 epWTNOELQ).
AO’Kr]O'SlC epyaoieg . s :

[Mpodopikn SESTQGn cjtnv Epya’ci-a 3 | '.' o

H afloAoynon twy SleV ea vivetairamo YA, spyevan touc
UTIELBULVOUC TOU EPYAOTNEL g é
A I got this scar on my face during a mlghty uggle!
T've heardfyou were a contcmpnblc sncakl 4 T
® You'rze no match for m%bralns, youmool Fo -

You have the manners of a bcggar é‘*‘
’ i = = »" -
I'm-not g01ng to takc your msolcncc sitting down! e

v There are no words for how dlsgustmg you are.



Alyn lotopia



To MpwTo: Tennis for Two

Anplouvpynbnke to 1958 yla tnv €TnoLla NUEPA ETILOKETITWY TOL EBVikKOU
Epyaotnpiou Brookhaven

H 0B0ovn Ntav evag maApoypadog
Ta nxntika ede NTav PLa TapevePYELa TWV PEAE TTOU EKTEAOVCAV TO TTALXViOL
Kaveig dev ouveldntormoinoe tn onpacia tov aAAa oAoL beAav va taifouv

©



To AeuTepo: Spacewar

Anplovpyndnke to 1961 oto MIT
yla tov uttoAoyioty DEC PDP-1
E€aipetika dnuodreg oto MIT
Amtattouvtayv anayopeuTIKA
aAKPLBOC EEOTIALOHOC
ATtOOTAABNKE WCE OLAYVWOTIKO
mpoypappa pe tov PDP-1




1970: Magnavox Odyssey

OOTING GALLERY

SHOOTING GALLER:




Pong & Space War

1500 1920 1940 1960 1970 1980 1990 2000

Casual
Games

Twilight of the
Video Arcades

Early The Console | Multimedia
Evolution Wars Machines

| Military Home PCs Doom

Mainframes

Computer Games

Arcade Games Penny Arcades Pinball Parlors Video Arcades

Console Games




KovooAec - Nintendo

Kukhogpopnoe 1o arcade Donkey Kong 1o 1981

Kukhogpopnoe 1o Nintendo Entertainment System T0
1985

>Ta TeAN TNC dekaetiac Tou '80 n Nintendo kaTteixe 1o
90% TNC ayopdc

17



OVOOAEC: Sega

New
e ol

Arrokd Polrer Tosrnoment Golf™




KovooAec: Sony
Sony’s PlayStation h

Anuioupyndnke ano pia paTaiwuevn npoonabsia va EEKIvnoel
£va ouoTtnua nou Baaciletal oe CD-ROM pe Tn Nintendo

KukAopopnoe To PlayStation To 1994

PlayStation 2 (2000), cupBaTOTNTA NPOC TA NICW HE TO
e€alpeTIka dnuoPIAec PS1
PSP xeIpOC

I\{A_[ _D,EJ&

P i Q

C fi
o
—
)
e
¥ g
>~
A
.
)




KovooAec: Xbox

Kukhogpopnoe 10 2001, Xbox 360 (2005)
Baoiopevo o€ apxiTekTovikn nou poiadlel pe HYY
KaBe kovoOAad nwAouvTav KaTw TOU KOOTOUC
System seller: Halo

f MODERN WARFARE

GALL'DUTY4

Pre-Reta v

& ¢

20



OiIkIakol YNOAOVIOTEC

Commodore
Commodore Vic-20: 1981
XaunAn TIN Kal EEunvo JAPKETIVYK

Commodore 64 (1982), €yIve 0 UNOAOYIOTNC ME TIC
NEPICOOTEPEC NWANCEIC TNV I0TOPIa




«\ev €nai&ec NoTE TO
?

KaAa, nou noouv;»




Space Invaders

LB
f=———e—oo__—->-___ - .- = =]

To 1978 oT1ic HINA o
H npwTn peyaAn Ianwvikn R ptureviyturey SO

Eionyaye tn Aiota pe “High

Score”

LIVES «ia sin sl

M A A M
ks
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AUTa Ziyoupa Ta ZEPETE...

Pac-Man

AlEpIkaviko vTepunouTo 1o 1981

Mpoonabeia yia dnuioupyia evoc evreAwc un PBiaiou )
narxvidiou

100 ekaToppUpla doAdpia o€ NWANCEIC KaTa Tn dIAPKEIa TNG
(wng Tou

letris
O Pwoooc npoypappaTtioTnc Alexy Pajitnov (1985)
'EyIve oUPBOAO TNC NMomn KOUuAToupac
Bonbnoe otnv enmituyia Tou Nintendo Game Boy




Kanoia ANG

Capcom (1979) Resident Evil
EminAeov epTiaav To Street Fighter, Mega Man

>T0 Resident Evi/ Baoilovtal 15 napaAlayec Kal GUVEXEIEC
Kabwc Kal Taiviec Tou XOAUYOUVT

Square kal Final Fantasy

To 1987 kukAopopnos To Final Fantasy wc pia TeAsuTaia
npoonad&ia va anoTpeWel Tn Xpeokonia &

AnoO TOTE £xouv KukAopopnoel 15+ narxvidia, nouAwvTac
neploooTepa ano 40 ekaTtoupupia avTiTuna (kal hia
Taivia)

25



H OuixAn

Myst
Bynke 1o 1993 og Apple Macintosh
Bonobnoe otn diadoon Tou CD-ROM drive

E"m

26



Ta Pokémon

Ta Pokémon Red xai Green Bynkav yia To Nintendo Game
Boy 10 1996.

Taivieg, ogipec kal noAAanAa vea naixvidia

SQUIRTLE LS
2 ) PIKACHU Lu3 A
& — o
T b,
g" CHRRTANDER:  LuG =
(t ég {’{\ ‘ CHARMANDER®  Lu?
(t ‘ 2a§ 20
What will PFIGHT  BAG
CHARMAMDER da? POKEMON  RUM dhat will DEIGHT BAG
CHARMANDER da? POKEMON RUN

27



[TAatdoppueg

 Arcade

 KOVOOAEC
* YTTOAOVYLOTEG
e AtadIKTLUAKO TTOAAWYV
TTAUKTWIV NP »

e XELPOC

e Kivnta




Kowwvikoc
AVTIKTUTIOC




[lati MNMallovpe Bivteomaxvidla,;
(Kivntpa...)

Kowwvikny aAAnAentidpaon

* ZWHATIKA QIOHOVWON O¢pa Wuyoloyikic Epsuvac

* Avtaywviouog * Mua epmetpla pabnoncn

* Nvwon avamntuénc.

* To va yivelg el8KkdC * ExmAnpwon kot e€epevvnon
« AmoSpaon doavtaoiog

* EOLopOC * Aoknon

. Ogpameio * Kowwvikr) Aettoupyia

* Aoknon
e Anpovpyikn Ekdppaon



To TILO ZNUAVTLKO: Emetdn Exet mAdka ©

2 WHaAtLkn dlaockedaon
d  ABANTkA Ttaxvidla, artooTtoAEg, doAodovieg, K.a.

Kowwvikn dtaockedaon

d Ekpdadnon Kowwvikwy deflotntwy, eVpeon GpiAwv/ocuvipodwy,
eTtideLén

[Mvevpatikn dltaockedaon
d Tpidot, apnpnuevn okEYn

ETikAAu N o€ TTOAAEC TTEPUTTTWOELG



Ewval NoAANa ta Aedta Apn...

2016 | VR
From the arcade boom to the rise of home consoles and ’ Pox:;non Go, |
) S ; . an . ‘
PC gaming, the gaming }ndustry qunckl‘y grew_to rival and é ‘“9'.‘0 e "R“"‘V
outpace film and television, Once mobile gaming took off, - - 500 ,.,,,,m‘” downloads
that wave of revenue became an ever-growing tsunami, 2000 2004 2009 | in one year
The Sims for PC Workd of Warcralt Angry Birds for mobile
Here’s how the gaming market’s revenue wave has 3 mm"’.'.'éw amumm downloaded 1::mum ,
grown over time. - onling role-playing
~——f game that grows 10

1989 11993 [1997 et i . 2018

Nintendo relonses Doom popularizes Nokia reloases Foctnite,

the Game Boy the first-person <ol phones & free-1o-plyy Mobwle
¥ Cloud handheld system, shooter genre with the game y battho royako for $85

@ LR g alongside 3 port Snoke, the first | S PC a0d consoks,
W VR b — of Totris o's Phone | i 4 & pocted to mobile
B Handheld 1980 1985 % is
Pac-Man Qencrates Nintendo

& Mobile more than $1 bilkon in | Entertainment
m pPC arcade sales in the System (NES)
B Arcade U.S. in 000 yoar | 931G Super Mario
B Console ) I

"~ 2010
5 Minecraftis | Twitch, a video b
relodsed in | streaming sorvico 4
3 PULEC | primarky for gamoes,

beta | s isunched

: : s y 2020
Arcade : ¢ ¢ Microsoft, NVida,
| ; 2001 ! Google, and
Microsoft's Xbox 2006 | 2006 Amazon launch PC
CONSOle i the frst Nintendo’s Wil | Sony's cloud gaming $4°B
with an integrated console is targeted ot | PlayStation 3 SOTVICOS
NIntondo reloasos othernat poct a wide demographic | is the first
the Super NES of families and | console to 2013
Q (SNES) 1 non-gamers | use Blu-rays '_ X Grand Theft
1 U Auto Veamns
1972 B J $800 million
4 in its first day 4
Pong becomes the first 1983-1985 - 4 2020
commerciatly successful & The video game crash of 1983 2002 2009 | PlayStation S,
1 arcade game — hits North America, caused by Microsoft lunches Xbox Live, Loogue of Legends, | - Xbox Series X and
1978 market oversaturation and 2 subscription service for online 3 freemium multiplayer 2017 Seros S aro Console
Space Invaders reinvigorates high-budget poor-quality ports multiplayer gaming populdrized online battie arena, BECOmMos Nintendo roleases launched $33B
the arcade market ke E.T. the Extra-Terrestnal through its Havo series the werid's lrgest esport | \ the Switch, a hybrid

home/portable console




AvTIdpaoelg (KATIWCG TTAALEC AAAA KPLOLUEC)

Nopika Ocpata: Night Trap, Sega (1992)

Nopuika O@cpata: Mortal Combat (1992)

1994 opidetarto ESRB

20vdeon HETAEL OXOALKNC Biag Kat BvTeoTtatXvidlwy

Dave Grossman (Stop Teaching Our Kids to Kill 1999) —
Congressional Testimony 2005

Manhunt (2003-2004), Manhunt 2 (2007)

33



Night Trap (1992)

« Noptka Bepata: AdlKAloAOynTn TPoocoxn AOYw KAKNG
TIOLOTNTAC TOU TTALXVIOLoU
~ Meplexopevo ocuykpiowo pe tawvia xapnAou emumedou
~ MapamAavntikeg avadopeC TOL TUTIOU OXETIKA JE TOV POAO TOU

rtaiktn (avadpepovtal wg "vrporaotiko", "uteppilato”, "appwoto” Kat
"andlaoTtiko", TtTou evBappuvouy pla "rtpoottadela tayideuvong Kat

doAodoviag yvvatkwv".)

34



Mortal Kombat (1992)

« Nopwka Bepata: lNeplelxe oxedov Tpaypatikn Bia
~ MoAU aipa...

~ H kukAodopia oTic KoOvoOAeg TpAPBNEE TNV TPOCOXN EVW N
KUKAOopia og arcade ayvondnke oe peyaio Babpuo

01 WINS 00 WINS
SRS —

—

T

35



EpwTtnoelq

YTIapXEL pla raparmAavntikn avtiAngn yla oAa ta
TTagvidoLa WG «TAdLIKA»;

H Bia ota Bvteottaxvidla arrevatcdntorolel ta
atopa otn Bia;

H Bia ota Bvteottaxvidla avéavel tnv rbavotnta
Ta atopa va dlartpaéouy Bla;

Elval ta Bwvteotmtayvidla e010TIKA;

36



Bivteomatxvidia kat Neavikn Bla

— MoAAeg peAETeC yIa TA BvTeoTtakvidla Kat Tn veavikn Bia eivat
TTPOLBANUATIKEG.

— 2UO0XETLON AAAQ OXL alTloTNTA.

~ MNMwc opidel kKaveig tn «Bia» 0TO TIAALOLO TWV BLVTEOTIAXVIOLWY;

Violent Video Games Cause

Desensitization to Real Life Violence
I What tink?
Us:
e Total violent crime offences, m I b4 I
. == kg !
N Computer and videa-game sales, $hn ¢ § J-
Loaw SR 1
2|31 2 (3.,
o € - =
2| 38 = %
Bl ¢ B
£l 3 s
- I3 > t
< = g ‘2
5 |5 3
1905 97 98 99 2000 01 02 03 04
While Viewing
Violence 37




Kat Katt KaAo...

Causal effect of video gaming on mental well-being in Japan 2020-
2022 (nature human behavior, 2024)

Elval iowg pla aro TG TTPWTEC EPEVVECG TIOL £0¢€L&E pla aUTiwon
ouvdeon HETAEL TWV BvTeoTtaXvidLlwy Kal TG evnuepiag pe BeTIKO
TpOTTOo. (Ttavta pe petpo ©)

Fig. 1: Causal effects on mental well-being from winning Switch and PS5 lotteries in

Japan (N = 8,192).

@ Psychological distress (K6) b Life satisfaction (SWLS)
PS5 i PS5
|
Regression — Regression
PSM —_ PSM —_—
Switch Switch
Regression Regression
PSM - PSM -~
T T T T T T T T T T
-0.30 -0.25 -0.20 -0.15 -0.10 -0.05 0 0.05 -0.05 0 005 010 015 020 025 0.30
Estimates standardized by Estimates standardized by

s.d. with 95% ClI s.d. with 95% CI


https://www.nature.com/articles/s41562-024-01948-y
https://www.nature.com/articles/s41562-024-01948-y
https://www.nature.com/articles/s41562-024-01948-y
https://www.nature.com/articles/s41562-024-01948-y
https://www.nature.com/articles/s41562-024-01948-y
https://www.nature.com/articles/s41562-024-01948-y
https://www.nature.com/articles/s41562-024-01948-y
https://www.nature.com/articles/s41562-024-01948-y
https://www.nature.com/articles/s41562-024-01948-y

Xpnotecg kat Anupoypadika:
ESRB (Entertainment Software
Rating Board - HIA)

- E10+

Early Childhood)
Everyone)

Teen)
Mature)

(

(

(Everyone 10+)
(

(

(Adults Only)

ESRB RATINGS ASSIGNED 2023

4,088
RATINGS
ASSIGNED



PEGI (Pan-European Game Information)

™| ™|

www.pegi.info

wwwpeglmfo WW\.'pegl nfo

DRUGS DISCRIMINATION



Mveupatika Awawwpata kat AMa.. g

Mo tpoodato: Nintendo vs Palworld

AMEC OLlKAOTIKEG ATtodACELG TTOU £XOULV ETINPEACEL TN Blopnxavia:
1. FIFA Players v. Sony: Loot Boxes Constitute Gambling

2. MDY v. Blizzard (2010): World of Warcraft Cheaters Never Prosper

3. Brown v. Entertainment Merchants Association (2011): Video Games are
Free Speech

4. Hart v. Electronic Arts (2013): Right of Publicity on Madden

5. Valve v. Federal Union of Consumers (2019): Abusive Clauses in the Steam
Subscriber Agreement

6. Magnavox v. Activision (1988): The Video Game Patent Case that Changed
Everything



THEORY




Video Game DeSign

ideo Ga_rg‘e Conten

¥Video Game Physics €




duokn (Game Physics)

0]
v
() ? ]
B
SN St

~Z=-

H duowkn artoteAel Tn faon avarntuéng rtaxvidlwy adouL cuvnowg
auTa adopoLV AVTILIKEIPEVA TTOU KIVOUVTAL OTO XWPO.

Avolkta TtpoBAnpatas:
1. Kavte to 1o ypryyopa Kalt o pEAALOTIKA.
2. lMapamavw aro 3 dlaoctaocelC...

3. (avaroda) Xpnon Twv pnxavwy ttaxvidlwyv otn Puotkn (Kupilwg
yla EKTTALOEUTIKOUC AOYOUG HEXPL TWPAQ)



[padika (Game Graphics

3 3 A i SGRAP SIGG! 26 O Join
(:) SIGGRAPH About  Awards  Events  Inside SIGGRAPH  SIGGRAPH385 0O SIGGRAPH

ACM SIGGRAPH

Your global community for
innovation and application

The ACM SIGGRAPH community is a global nonprofit organization serving the

echniques. With thousands of
¢ developers, fimmaers [ soinus )

scientists, and business professionals of ACM SIGGRAPH are building the future of

evolution of computer graphics and interacti

members across the world, the researchers, a

digital art and interactive design

SIGGRAPH Asia 2023 Exhibition SIGGRAPH Asia 2023




[Teplexopevo (Game Content)

Eriupaveleg — YAka — Kivnon tou Baoidetal otn Puoikn kat ta Npadika

* [Twg pTtOPOLVHE VA GTIAXVOUUE TIEPLEXOUEVO XWPIC HEYAAO KOTTO ATIO
TO KAAALTEXVLIKO TTPOCWTILKO;
* Procedural Content Generation

e BaBwa pabnon;

* Generative artificialintelligence |t

) P =
W S
Ve r4 ~ 32 A
[ . i S s A “w
TN - @ % > % < =l
. o A a < L =
N s N | 4 Ly
— Gnd B L 4 £ S
() - R - =3 (" " A
d N Sy
- SO AR N K 4
Customizable models made by humans. h ») - = M. p /
Assembled and stylized by Al =" [ - R I3 2
= Fas] | ] b ~
=2 =] Wa .
E P 7 -
Tytortres ) [ ‘r - -
f\,,_/

Prompt: An isometric game map featuring a river
at the center and bridges crossing the river.

Generate 3D




Texvntn Nonpoouvn o€ Bivteottatxvidla
(Game Al)

H AoyLlKr) TOU TtEPLEXOHEVOU TTOU XTideTal Ttavw otn PuoLkn Kat ota
[padka.
* [lpaktopeg yla ekpabnon Bwvteotrtaxvidlwy (game agents)

* 2UVOUOOTLKEG TIPOOEYYIOELG TIPOYPAMUATIOHOU HE PHNXAVLIKN
pHabnon

* Gameplay?

Figure 1: A human player is playing DOOM on GameNGen at 20 FPS.
See https://gamengen.github.io for demo videos.



2xedlaon Bwvteottaxvidlov
(Game Design)

H oxediaon tou mawxvidlov eivat n
dladlkaoia dnuloupyiag kat dtapoppwong
TWYV PNXAVICHWY, TWV CUCTNHATWY Kal TWV
KAVOVWYV €VOC TtavidLloL Kal kaboplidel aAAa
Kal kaBopidetal aro ta vttoAolrna.

e Mmtopoupe va oxedlaooupe
Bwvteottalxvidla xwpic va EXoOUPE WE KLPLO
oTOX0 tn dlackedaon; (Gamification —
Serious game research)

TYPES

Yy U \Y

training and education healthcare

(7. (a®
-8 o

human resources decision making



Game Engine
Architectu re

Jason Gregory

cRC

[Tape...

Game Development
Second Edition w

Game P!ogl amming

Patterns

CAEATING 30 CAMES v

Game

Programmurp_ |q_l_! ‘
: {
[L M A

Sonmmmv ‘ Blueprints Visual
‘ Scripting for
Unreal Engine 5

WORDWARE GAME DEVELOPER'S LIBRARY

THEORY & PRACTICE

SECOND: EDITION

Richard Rouse‘F 1l ﬂ

[llustrations'by Steve Ogden
Foreword by Noah Falsteip

THIRD EDITION

Q

Artificial &
Intelligence
and Games




H Aopn pytag Opadac Bivteomtaxvidwy

o nOMd |.,IE",)\I’] —T[O)\)\éq SpV0,0'I'_SQ . Noyloplko Tou adopd TO TAXvidl Kat Ta

e M , epyaieia
nxavikot . ETukedaing Evag avwTeEPOC PHNXAVIKOG
° KOML'EE':XVSC . [MpoypappatloTteEC XpOVOU EKTEAEDNC

[Mpoypappatloteg Epyaieiwyv

* Tomeplexopevo eival e€ALPETIKA GNUAVTLKO
*  EmukedaAng o KaAAtexvikog dteuBuvtng
*  AlddopegutoKkatnyopiec:
Concept Artists
3D modelers
Texture artists
* Ymeuvbuvolyla gameplay Lighting artists
° |0"[0p[a Animators
e Mad\ Motion Capture
Sound Design
Voice Actors

* Awxeiplon

. \ XpovodlaypAppatog ‘
NG Llag etatpelag Mepikeg ¢opeg evepyel wg Emtiteda

* AoxoAeltat pe 1NV QVUITEPOC OXEBIATTAC . Onha
Kataokeun, ™ TAXVIS LV ; '
Slavopn kat tnv | © EPvacieq mou oxetidovtat pe * AmacxoAouvtal ouyypadeic Kal

HR HEPLKEC GOPEG TTPWNV KNXAVIKOL

e 2uxva dev eivat peAog

guTOpPia

50



Tt etvaw eva Buvteottawvidy;

Aiadpaotikn EUTTELDLQ TTOU TTAPEXEL OTOV ITAIKTN LlA OAOE VA Kal TTLo
Qrattntiky oelpa LotiBwy rmou abaivetl kal teEAlka kataktd

Eivat pia popgr texvnce. Emopevwge, dgv eival yovo n Aoyikr tou
TpoypauuATIoL/oU ANA KAl TO ouvaioBnuaTtiou TIPOKAAEL N
guTIELPLAL.
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Kelpevo

...Hopdada kaBetal yupw armo tn dwTtid. OAol eival okedTIKOL Kal
dofouvtal yia auto TTou aKoAOULDBEL, yia Tn HeEYAAN paxn Ttou Ba
Kpivel To peANov Tou Koopou. O Tidus, éadvika onkwvetal — dev
avtexel aAAo. H Yuna tov kottadel otevoxwpnueva. Badel to xept
TOU 01O WO tTNC Yuna. Autn Tov KoLtq, pe ayarn, doo arAAa Kuplwg
LE Eva avemtaiodnto ocuvalobnua eTkelpevou artoxwplopou. O
Tidus tpoxwpa Kat avefaivel oto Aodpakl, Arto OTIOU AyVavVTEVEL TN
Zanakard, tn yevetelpa Tou — eKel TtOU Ba 000EL N TEAKN paxn, TTOU
lOw¢g va elval Kat n teAsvtala tou...



Ewikova —"Hxocg

Mild Language
Suggestive Themes
Violence




That Dragon, Cancer

‘Eva takvidl Ttou
dev Ba nbeAa va
aiéw mote. MNarti
apaye; Exet
TTAGKQ,;




[la Epacg
* Eotiadovpe kKuplwg o 2D kat 3D €lKOVIKOUG KOGHOUG

* Ta TtEPLOCOTEPA ATIO AVTA PTTOPOVV VA TtEPLYPADOUV WG
TIPAYHATIKOU XPOVOU UTTOAOYLOTIKEC T(POCOUOLWOELG BACIOHEVEC
O€ TIPAKTOPEC

e Eival TTpocopolWOoELG TOU TIPAYHATIKOU KOOHOU XPNOLHUOTIOLWVTAC Eva
HaBNUATIKO HOVTIEAO

e Eival dladpaocTIKeEC (EXoUV TOUAQXLOTOV Evay TTPAKTOPAQ)

* 'Exouv xaAapoUu¢ TIPAYHATIKOU-XPOVOU TIEPLOPLOHOUG
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Tottot Mawxvidlwy

Game Genres

Casual

Puzzle

Action Puzzle
Board Games
Bubble Shooter
Match 3 Puzzie
Merge Games
Other Puzzle
Word Games
Trivia Games
Colering Games
Hidden Objects
Solitaire/Mahjong

AR / Location
Based

AR / Location Based

Simulation

Adventures
Breeding
Tycoon/Crafting
Sandbox

Time Management
Idler




[Tawxvidola NMNpwTtou NpoocwTttov Maxnc
(First-Person Shooters — FPS)

* Ontwcg Call of Duty, Far Cry
* Eotiadouv petaéu AWV oe€:

e ATTOTEAECHATIKN ATIOd00N HEYAAWY TPLODLACTATWY KOOH WV

“ .W,_ T T

e KaANg amokplong Kapepa
e Kivnon vynAng ototntag

[ToAU KaAa oTtAa
e XaAapo povteAo GUCLKNG

BATTLEFIELD 4

* H texvoAoyia artodoonc (rendering) eotialel otn
BeATioToTtOlNON TOU TIEPLBAANOVTOC
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[Tawxvidola Tpitou NpoowTtou
(Third-person games)

* Ontwcg Gears of War, Immortals Fenyx Rising,
Legend of Zelda

 Eotiadel petaéL aAN\wyv o€
e KApepa Tpltou TIPOCWTIOU TIOU TIAPAaKOAOULBEL TOV
TTalkTn
e [TOAUTTAOKO cUOTNUA CUYKPOLONC KAUEPAC
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[MTawxvidla POAwv
(Role-Playing Games — RPG)

* [Tawvidla Baolopeva o€
pen & pencil games oTtw¢
To Dungeons and
Dragons.

* [lapExel otov TTalKTn TN
duvatotnta avartuéng
XOPAKTHPWYV Kal eTALONG BN
TTPOoBANpATWY : ~




Avolxtou Koopou
(Open World)

 EAcUBepn e€epelivnon Kat
TIPOOCWTILKI TTPOCEYYLON OTO
TPOTIO TtoL Ba e€eAxBel To
TTaXVviol

e Aev EXELYPAPMULIKOTNTA KAL OEV
elvat dopnueEvVo

* Grand Theft Auto Il (2001)
£Beoe To TIPOTULTIO.

 KaAo cvuotnua evnueEpPwWonNg
TOU TTAUKTN (AAALWC KIVOULVEDEL
va xabel)




[MTawvidla MNMAatdoppag
(Platform Games)

e ATtaUTEL ATIO TOV TTAUKTN va TtNdA peTaéu TwV

emipavelwyv
e TUTUKA artodpeLyoVTAC TA AVTIKEIPEVA TOU
Ttavidlov Kat tTn faputnta

* Tamapadooiaka rtakvidla mAatdoppuag ivat
TTAELPLKA o€ dLO dlaotaoel( (side-on 2d)
(TtOAU dnpodIAN TtaAatotepa)

* ExelpyelwBel (xwpic va exelLxabel) n
ONUOTIKOTNTA TOU Ta TEAsUTAlA XpovLa, av Kal
OPLOHEVOL TITAOL £XOUV ETTAVATIPOCOLOPIOEL UE
ETILITUXLA TO €100C OTIC TPELG OLAOTACELG

SUPGR

(MARIO BROS.
(2]



MNawvidla Maxnc
(Fighting Games)

* Ontwg Tekken, Fight Night, Soul Caliburg

* H texvoAoyia eotiadel peta&L AAAWYV O
e KivhoeLg taAng
* Avixveuon XTUTINUATOC
e JUO0TNMA ETILKOWVWVIAC XPNOTN
* [Ipocopoiwaon MAnRBou¢
e AETITOPEPELC XAPAKTNPER
e «Duolka» pouxa Kal paAALd (akoAouBouv Toug vopoucg TN PUCIKNAC)

62




Avwviotika lNMawxvidia — Mnxavokivnta
(Racing Games)

* Ontwg Grand Turismo, Mario Kart, Hydro Thunder

* H texvoAoyia eotiadel peta&L AAAWYV o€
e Xpnon amAwy Kaptwyv (2d) yia avtikeipeva ¢povtou
 Hmtiota xwplidetalt o€ TOPE(C
e KAUEPEC TPITOU KAL TIPWTOU TIPOCWTIOU
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ABANnTIKa kat Mawvidla Npoocopoiwong
(Sports & Simulation Games)

* [Ilpocopoiwon duoikwyv
OpPACTNPLOTATWY OTtWCE Ttodoodalpo
(PES) N n tton evog agpookadoug

* OLANAeC HOPPEC TOUL TTALXVLIOLOU
TIPOCOHOLWONG OTOXEVOUV OTNV
TTAPOXN TTPOCOUOLWOEWY TUTIOU
dlaxeiplong (dlaxeiplong
rtodoodaipouv, dlaxeiplon TOANG
(SimCity), ocldnNPodPOULIKEC YPAHUEG,
K.ATT.)

e Sims: OTTIOU 0 TtaiKTNg dlaxelpldetal tn
(wn TWV XOPaKTAPWYV TOU UTIOAOYLOTH.



[Tawxvidla 2tpatnyikng (Mpaypatikou Xpovou)
((Real-Time) Strategy)

* Ontwg Starcraft, Age of Empires, Civilization

* H texvoAovyia adopad petaL aA\wv
e XapnAng avaAuong XapaKTnpPEeQg
* AvayAudo edadoug pe dadpopetika vyn
e 2UvBeTOL OTOXOL
e 20vOeTo Al
* H aAAnAcTtidpacn Twv Xpnotwy prtopei va AdBetl TtoAAeG popd e, Al
TIPETIEL VA lval Apeon T
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[Tawxvidla [Nepuretelag
(Adventure Games)

A\eve pia lotopla mou Baocidetal o eTiAuon

YPipwyV yla va TtpoxwpnoecL.

* Mmtopeiva Baocidetal o€ KEIPEVO I OE
vpadika (point and click)

* Mropeiva eivat tpwtou, deVUTEPOUL 1)
TpiTOUL TTPOCWTIOU

* [evika gxeL evav peyalo, TIOAUTIAOKO
KOOHO HE TTIOAAOUG z-:v61c1c|>spovrec
XAPOAKTNPEC Kal KAAN TTAOKN

[evika Oev eival TtpaypaTikou XpOvou.

Ta uBpidla tepimetelag-dpaong (action-
adventure) yTtopouV va lval o€ TIPAYHATIKO
XPOVO.

Zork |

Monkey
Island

| Shadow of

the Tomb

Sl Raider



[Teplotaoiaka MNawvidla
(Casual Games)

* Ta teplotaotaka mavidla rtaidovtal EUKOAQ, elval cuvnOwg
OUVTOM O KAl £XOULV EALPETIKA MLKPH EWC KABOAOUL KAUTIVAN
ekpabnonc.

e OLTtaiKTEG £lval ON €EOIKELWHEVOL JE TOUC KAVOVEC TOU TtaLXVvidoLou
KOl TLEPLUEVOLE va akoAouBnBouv Kal edw.

e OLTTIALKTEC YEVIKA BEAOULYV Va PUTTaivouV Kal va Byaivouyv ypryopa aro
AUTA TA TTaXviola.




Aladiktuaka MNawviola NMoAAwv MNatktwy
(Massively Multiplayer Online Game — MMOG)

* Ontweg World of Warcraft, Star Wars: Old Republic

e EKTOC arto tnv texvoAoyia Tpitou tpoocwTtou eotlalel o€:

* EpyaAeia armo tnv TAeupa Tou JLAKOULOTH yLla
* Eicodo/E&odo xpnotn
* Alaxeiplon kataotaong
* XpEwon

* ATtodoon ttatxvidlou (rendering) aro Tnv TAEVPA TOU XPNOoTN Kal
dlaxeiplon kataotaong

e Emtirtedo SIKTUOUL yla eyyUNonN CUVOXNC KATAOTAONC KAL EVIOTILOHO ATtATNG
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[Teplexouevo aro MNaikteg
(Player-Authored Content — Sandbox Games)

* ETiITpETIEL OTOV TTAULKTN VA ONULOVPYNOEL TIEPLEXOHUEVO WC UEPOC

TOU TTALXVLOLoU
* AlapopeTiko amo ta Mods

* [Tapadeiypata
* Little Big Planet
* Minecraft

* Alaokedaon eival va pyotpaldeocatl ge AA\oug
 H artAotnta eivat to KAELOL
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Unity 6.2 (6.0 LTS)

* loxupn 2d/3d punxavn

* Yrtootnpidel TTOAAEG TTAATHOPUEC
* DIALKO TIPOC TO XpNotn TtePLBAAOV avartuéng

Personal

AVAILABLE NOW
Splash screen optional with Unity 6

Unity Cloud (Version Control, Asset
Manager)

Cloud Diagnostics

ANNUAL REVENUE THRESHOLD IN 2025

This plan is available to customers with up
to $200,000 in revenue and funding.

PRICING IN 2025

Free

Pro

AVAILABLE NOW

Publish to game consoles and Apple
Vision Pro

Priority customer service

Access to premium support add-ons

ANNUAL REVENUE THRESHOLD IN 2025

While this plan is available to all, it is
required for customers with $200,000 or
more in revenue and funding.

PRICING IN 2025
$2,200/yr per seat, prepaid yearly
or $200/mo per seat, paid monthly

* EUKOAO yLa TOV apxapLo Kal LoXupo yla ToV yvwotn

* O KwOoLKag dev elval tpooBAcIpOoC

H Unity 1 mapouvolaotnke to 2005.

Enterprise

AVAILABLE NOW
Premium technical support
Unity Source Code Access

3 yrs of updates and fixes with extended
Long Term Support

ANNUAL REVENUE THRESHOLD IN 2025

While this plan is available to all, it is
required for customers with $25 million or
more in revenue and funding.

PRICING IN 2025

Custom pricing

A minimum subscription requirement may
apply.




Unity

Eivain evwon

1.

ULQC Lxavnc mayviolwyVv, TtoU ETIUTPETIEL TO TTALXVIOL TTOU
dnuovpyeltatva tpexel (apa va rtaidetatl) oe dladpopeTika
TteplBarovta

ulag edappoyng Otou Ta «0PaATA KOPJHATLA» TOU TtalXVIdLoU
ouvouadlovtal (to IDE) pe pla otk TPOETILOKOTINCON KAl TN
XPNon pilag Asttoupyiag EKTEAEoNC TOU TTAXVIOLOU

EVOC ETIEEEPYAOTN KWOLKA



Scripting

H scripting yA\wooa tng Unity Baoilotav otn Mono, TNV avolkTtou
Kwolka vAottoinon tou .NET. Ot tpoypaupatioTeEC HTIOPOULV Va
XPNOLOTIOLFOOLV:

* UnityScript (eykataAeipOnke)
* Boo (eykataAeidpOnke)
o CH



Attodoon padikwyv

H Unity utootnpidel otoxeia kat popdeg apxeiwv aro 3ds Max, Maya, Blender, Adobe Photoshop
Kal AAAa Ttpoypappata ypadilkwy. AUTA TA OTOLXELQ UTTOPOULV va TTPooTEBOUV OTO TtatXVvidl Kat
UTIOPOUHE va TA OLAXELPLOTOUHE HECW TNCYpaPLKNg dleTtadng xpnotn tou Unity.




duokn

H Unity uttootnpidel tn pnxavn ¢uvoikng tneg Nvidia PhysX yua 3d kat
uia ekdoxn tng Box2d yia 2d.

Phy

Nvmm‘




Mecanim Animation System

g - RokokofugtsampkeScome. Customacors - . M & i Sandokon - Uy 2020.1.Y241 Parsceal® <CHCY 1> o
Otjet Co

Locomotion

earch for anything



2d kat 3d

OAec ol oknveg otn Unity eival 3d, pe ta tavidla 2d va amtodidovtal
Xpnolpotiolwvtag ertirteda. AUToO onpaivel OTL elval AmioTeuTa EVKOAO
va ouvouaoctouyv otolxeia 3d Kat 2d. AtAw¢ aAAa&te TNV TPoBoAN
oKNvNG petaéu 2d kat 3d Katl XpnNoLlUOoTIOL0TE KAPEPEC TIPOOTITLKIG N
opBoypadKec.




[ToAAaTAEG TAaTPOpEC

H Unity uttootnpidel tnv avartuén oe moAAamAeg tAatdoppeg. O
TIPOYPOAMMATIOTHC UTTOPEL VA ONUOCLEVCEL TO TIALXVIOL OE KIVNTEC
OUOKEUEG, OE TIpOYpAUpATA TIEPLIYNONG, ETUTPATIECLOUC
UTTOAOYLOTEC KAl KOVOOAEC.

—J 3




Mepwka Nvwota MNawvidla

CUeiiD ¢ A
" 2 VALLEY

4 A - y
~ HEARIT N
- HEROES©f WARCRAFT
A3 e z”d




UNREAL
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Unreal 5.6

Under $1 million USD in revenue?

* loxupn 3d unxavn
* Ynootn p lZSl T[OMSC T[)\QT(I)Op USC + Game developers (royalties apply after $1 million USD gross product revenue) @ Al platforms & features

¢ CDl)\lKO POCTO XpP nctn nspl‘BaMOV * Individuals and small businesses (with less than $1 million USD in annual gross @ Forums and documentation on the Epic Developer Community
ClVClT['EUEr]C revenue)

Download now
i I_Ilo ZOleO Yla TOV apxaplo a)\)\a . Foredut.zforsaldschools (no revenue limits) -
SEGLQSTlKG LOXUL po yla tov Ww oTn Over $1million USD in revenue?

e EkmANnKTIKQ ypadika

Free @ Access to the source code

Royalty-based Seat-based
* 10000TO £T TWV TTWANCEWY ATO e cront - _ _ _ e _ _
you're creating a game or application that relies on engine code at runtime If you're using Unreal Engine for commercial purposes, have generated more
SVCI T[OGO KO.l T[ClVU) 0 K(.U 6 lKClC and will be licensed to third party end users, you'll pay royalties and won't than $1 million in the past 12 months, and are not creating a game or
E lval_ T[pOOB0.0l.U OC be required to purchase seats. application that relies on engine code at runtime and will be licensed to third
7 party end users, then a seat license fee is required.
r 14 14 I
* Artattet tloxupo PC yla va tpeéel
Cost
Cost
All lifetime gross revenue above $1M that is directly attributable to the UE
H U n rea l T[ClpO U O'l(lO"Er] KS TO 1 998 H 8 product, regardless of who collects it, will be subject to a 5% royalty. €2,136.52 per seat per year.
Revenues generated from sales in the Epic Games Store are royalty-free.
TO T[(llXVl.él. U n rea I' Epic Pro Support is available as an additional purchase for licensees with

210 seats.
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To Lumen ival to veo cuoTtnua KaABoAlKoU wTlopoU Kal avakAaong
tn¢Unreal Engine 5

e 2XeOLAOTNKE YO KOVOOAEC ETIOUEVNC YEVLAC.

* To Lumen eival tpoettiiAeypevo otnv UES.



Nanite

Elval to veo elkoviko cuotnua yewpetpiag tng UES.

Mep\apBavel pyia vea popdr) ECWTEPLKOU TIAEYHATOG
KaBwcg kat vea texvoloyia anodoonc.

H popdn dedopevwy eival eEAPETIKA CUMTILECHEVN KaL
uttootnpidel dlepyacieg pong Kat avtopato eminedo
AETITOMEPELAG.

H texvoAoyia anodoong eTITPETEL TNV EEALPETIKA
ypnyopn anodoon AeTTTopEPELAC O€ KAlpaka pixel kat
yla UPNAG aplBpo AVTIKEPEVWV.

Aettoupyei autopata PHovo oTo eTTEDO AETITOPEPELAC
TIOU PTtopEL 0 Xprotng va avtiAndBei kat oxt
TLEPLOCOTEPO.

AN\AZel pLLKA TOV TPOTIO HE TOV OTIOL0 TTaPAYETAL TO
tepLBAiov

E€akoAouBouv va uTtdpxouV TTPAKTIKOL TIEPLOPLOHOL,
OTTWG N TTOAUTTIAOKOTNTA TWV UALKWYV KAt TTANB0¢
TPLYWVWYV ava TIAEY Q.




duokn

To Chaos Physics eival yta Avon tpoocopoiwong dUoLKh g dlabeaoiun oTo
UE 5.

e ALVAMLK AKAUTITOU CWHATOC
e Koppol Kivnong Akaptttou 2wpatog duoikn Pouxwyv
* Kataotpodn

* Ragdoll duoikn

* Oxnuata

e [1edia

e [lpocopoiwon pevoTwyv
e [1pocopoiwon paAAlwV

CHAOS DESTRUCTION




Ko O2 0% BN 4000 0 A0 s

Kivhon
(Animation)

* To Control Rig ocdg etutpemel va

dnUloupyeite ypnyopa rigs kat
va ta polpadete o€ ToOAOUC

XAPAKTNPEC.

* Anuloupynote eUKoAa puUOCLKN
Kivnon pe to veo Full-Body IK
AUTN.

* Me 1o Motion Warping,
HUTTOPEITE VA TIPOCAPUOCETE - o e : e
OUVAULKA TN Kivnon evog o v s BVen e e me et
XAPOaKTAPaA yla evubuypdappion
e dladOoPETIKOUCG OTOXOUC.



IXOC

H UES5 xpnowuottolei to
MetaSounds. AUTO eival eva
OPNANC atodoong cuotnua
NXOUL TIOU TtpoOodEPEL TTAN PN
EAEYXO TWV TTNYWV NXOU.

XApAKTNPLOTIKA: duvaplKa
otolxela tovu Baocidovtal o€
otolxela Tou Ttaxvidlou,
duVATOTNTA AVTLOTOIXIONG
TTAPAMETPWYV TTALXVIOLOU
oTnv avarapaywyn nxouv,
K.d..



Scripting

Blueprints
» Xprjon KOpBwv Kat
ouvdECEWV
(yeadnua) yat
dnuloupyla otolxelwy
rtaxviolou.

Yrtapxel mavrta katn C++

©

1.  Compressi



UES kat PwtopeaAlopog

/AL —

= L




Mepwka Nvwota MNawvidla
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GODOT

Game engine




Godot 4.5

e AvOLKTOU KwOolKa 2d/3d pnxavn

* Yrtootnpidel TTOAAEG TTAATPOPHEC

* DIALKO TIPOC TO XPNOoTN TtEPLBAAOV avarttuéng
* N\e€n KAELOl: Awpeav

 GDScript (opota pe Python), C#, C++

H Godot edptaoe otnv ekdoxn 1.0 to 2014.



9% copor

GoDot 4.5

o ExeltmtoAeg Asttoupyleg

o 3dkal 2d omttika edE,

o Scripting, Hxoc, Kivhon

o Quolkn

o Ul & Kelpevo

o Alebvoroinon, Emeéepyaotn

o AlTllAonynon
e C#andC++ o Ektetapevn Npaypatikotnta
o GDScript (eXtended Reality)
 GDExtension o MoMarhoi MNaikteg



http://www.youtube.com/watch?v=chXAjMQrcZk
https://docs.godotengine.org/en/stable/tutorials/scripting/gdscript/gdscript_basics.html
https://docs.godotengine.org/en/stable/tutorials/scripting/gdscript/gdscript_basics.html
https://docs.godotengine.org/en/stable/tutorials/scripting/gdextension/what_is_gdextension.html
https://docs.godotengine.org/en/stable/tutorials/scripting/gdextension/what_is_gdextension.html
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Autec ol Mnxavecg dev eivat povo yua MNawxvidla

s

* APXLTEKTOVLIKN

e Kivnuatoypadog

* [lpoocopoiwon

* EpyaAeia Ekmtaidevong

e TEXvN

e OTITIKOTIOINON TIPOLOVTWYV
 Ynobwaka Aidupa



H Kowotnta

(akopa tn padaivw ©)

Competitions:

* GDWC (Game Development World Championship)
* Independent Games Festival (Indie games)

* Game Al competitions

Resources:

* Game Developer (News)

* GDC (Game Developers Conference)
« GDCVault

Championship Categories

STUDIO

STUDENT

GAME AWARD
2 Autooesx

BRAINWAVE

MOBILE

HOUDINI

MIT's Premier Programming
Competition

Battlecode 2025 ended on February 1Ist, 2025!



https://www.gocoder.one/blog/ai-game-competitions-list/
https://www.gocoder.one/blog/ai-game-competitions-list/
https://www.gamedeveloper.com/
https://www.gamedeveloper.com/
https://gdcvault.com/
https://gdcvault.com/

[Teplexopevo Mabnuatocg



1.

2.

4.

5.

6.

ALaAEEELC

2xeodiaon Mawvidov (2-3 dlaAeéelg)

 Gameplay - Al - Ainpynon — Tekunpiwon — 2xediaon Koopwyv — MeAetec Mavidiwy
Ocepellwoelg (1-2 dlaeéelg)

* ApXLTeKTOVLIKN — EpyaAeia — MaBnuatikeg OepeMwoeLg

XapnAo Emtirtedo (1-2 daAeéelq)

« Game loop —tpoocopoiwon —xpovog

[padika — Kivnon —'Hxocg (4-6 dlaAeéelq)

* Rendering engine — oTtTIKA £d€ — Kivnon — CUYKPOUOELG Kal PUOLIKN — factkd otolxela nxou
Texvnt) Nonuoaouvn (2-3 dlaAeéelg)

* [lpaktopeg—FSM - Texvikeg Al

Animation (1-2 dlaAeéelg)

* Baowkeg apxegyla 2d (sprites) kat 3d (rigs)



Godot Epyaotnplo

To epyaotr)pto Ba ivat yua 2D kat 3D Bvteomatyvidia kat 6a yivetat xprion tng GDScript
(uolaleL otnv python) yia scripting. EKTLpwpEvVo TIEPLEXOUEVO Kal akoAouBia epyaoctnplwv:

1. Ewoaywyn oto NeptBarov tng Godot
2. 2D mawvibL - ELoaywyn o€ Baoclka epyaleia
3. 2D mawvibL - Xpnon kwdlka
4, 'Hyog kat Ul

5. Ewocaywyn oe 3D mawxvidla
6. Ocpata 3D mavidlwy (T.X., TUPOLBOAICHOC, TIEPILTTAOKA cwpata eXBpwv)
7. Kapepa 3°° mpoowrTttou Kat Animation

8. TlepBarrov (TT.X., cuoTNUATA CWHATOLWY, VIX)

9. 2knveg-Mnxaviopol

10. Tomtia, Multiplayer, Export

To epyactnplo Ba exel TEASLWOEL HEXPL TIEC OLAKOTIEC TWV XPLOTOULYEVWWY (UTtopel Karola edopada va yivel
OLTAO).



Unity Epyaotrnplo

To epyaotrpto Ba eivat yua 2D kat 3D Bwvteomatyvidia kat 8a yivetat xprion tng C# yLa
scripting. EKTIHWUEVO TIEPLEXOPEVO KaLl akoAouBLa epyaotnpiwv og Unity:

ELoaywyn

3D petakivnon oto Ywpo

3D mpooBnkn exBpwv, raycasting kaL TpocBrKkn ypa@LKwyV
2D mayvidL kaptwv

2D platformer

MpocBrikn GUI

Kdpepa tpitou pocwTttou Kat Kivnon

ANMNAETILOPACTIKEG CUCKEVEC Kal inventory manager
[MpooBnKkn nxou

Anplovpyia OAOKANPWHEVOU TTALXVIOLOU

2Uvdeon Ttaxvidlov oto dLadikTuo Kal dnpoacisuon taxvidlou

TN AWLDN =

- O

To epyaoctnplo Ba £xel TEASLWOEL HEXPL TIC OLAKOTIEC TWV XPLOTOUYEVWWY (UTtopel Karola edopada va yivel
OLTAO).



Unreal Epyaotnptlo

To epyaotnplo Ba agopd tn xprnon twv blueprints yla scripting (6mou ypetalstal kat omavia Ba
xpnotpototnBet C++). EKTIPWHEVO TIEPLEXOUEVO KAl akoAouBla epyaotnpiwv o€ Unreal:

1. Ewoaywyn) - Project Setup

2. Baowa Bgpata og Blueprints - Kapepa

3.  ®duokn, Pwtlopog & MeptBariov

4. 2D Mawvidia o€ Unreal

5.  Zxedlaopog meplBAaiovTog, Totiia Kat QUAAwA, YALKQ, cuotnua Niagara, 'Hyog (metasound)
6. Al katZuotnua AvtiAnyng

7. Zuotnua Atoypagng AVTIKeLueVWV (Inventory System)

8. Gameplay Fundamentals (HUD, Main Menu, Save/Load,...)

9. Cinematics & Multiplayer

10. Control Rig

To epyaotnplo Ba exel tTeAslwoel HEXPL TIC OLAKOTIEC TWV XPLOTOUYEVVWY (UTtopel kattola eBdopdada va yivel SLmAo).



Mowa pnxavn va emAg€w: Unreal, Unity n
Godot? (amo dwaaveleg epy. Unreal ©)

_

Awooca Blueprints/C++ GDScript
Fpagika :@: :@:
2D Games @ @
3D Games :@: \@'
’ 4 \V/
Hxog © ® O
Animations \@f \©'
Amodoon YynAn/Bapid MoAU KaAn Meoaia MoAU kaAn EAagpid
Cinematics 8 \C:)'
Networki ng Replication/Dedicated Mirror/Netcode Meplopiopévo/Custom

Server AUoelg



[TpokAnon: MeyaAn Epyaocia
MeyaAn epyaocia (3-6 atopa) (Unity, Unreal, Godot)

[MaAlo/veo vTtapxov Ttavidl n Kawvoupylo dLKo oag. Ptiaéte pia opada tou
o0 KaBevag 6a avaAaBel katt (oxediaon, art, kivhon, gameplay, tekunpiwon,
OUVTOVIOMOC) — low¢ va eivalt BUOKOAO ota TtAaiola evog e€apnvou.
1. Legend of Zelda: Adventure of Link
Double Dragon
Slay the Spire
Wonder Boy
Counter Strike
Edtamnetpo;
Kamolo aAAo;

NoOokwd

>TeiAte To oto: Independent Games Festival j oe kamolov aAAO avtioTolxo
OLAYWVLIOHO



O evﬁouctacpoc TioAUC ©, aAAA 0 Xpovoc Alyog &

YAormowote €va malyvidt mou xwpiletal oe enineda
. Ta peyala studios SuokoAeUovTtal APKETA LE TToXVidla avolktoU KOGUOoU

. Xwpilete KOAUTEPA TL EXEL VOL KAVEL O KOBEVOG
T 2D: Unity i Godot (aAAd kat Unreal). Visceral Satisfaction Over Time in Developing a Game
 [wa 3D: Unity n Godot i Unreal o e T T
= |
= l
e Mnv ¢taéete Sika oag assets 2
. @€&AeL TTOAU XpOVoO... % S
. Yridpyet oAU Swpedv UALKO kel €Ew
«  Xpnoluormoleiote (dwpeadv;;;) generative Al epyaleia |
. Stable diffusion for art (video, image, audio) When it al startscoming together
. Midjourney (image art) gy i, ‘co,%’o Wi, ] Time
. Leonardo (image, video,...) g e R RO
. Suno (music from prompts) & ’°o¢,m,9
. AIVA (for compositions)
. Elevenlabs (for voice Al)

. Meshy (create 3d models)

e  Av Bélete pnopeite va Sokipdoete rtaxvidla yia AAAeC TAaTPOpUEC (TT.X., KlvnTd)


openart.ai
openart.ai
https://ai-pro.org/start-stable-diffusion/?kt8typtb=arcana_wp&ppg=05&keyword=midjourney&adid=764482117113&desc_align=left&pmt=paydl&gad_source=1&gad_campaignid=21315106491&gbraid=0AAAAAB-_8YiWO826Kt0EqKNTicPznHAEf&gclid=Cj0KCQjw9JLHBhC-ARIsAK4PhcrMaL0TGEIeUcf3CDq9rdRL5QUnfK0Bl5hBwNO4C4fGYYCweFbd3yUaAgwfEALw_wcB
https://ai-pro.org/start-stable-diffusion/?kt8typtb=arcana_wp&ppg=05&keyword=midjourney&adid=764482117113&desc_align=left&pmt=paydl&gad_source=1&gad_campaignid=21315106491&gbraid=0AAAAAB-_8YiWO826Kt0EqKNTicPznHAEf&gclid=Cj0KCQjw9JLHBhC-ARIsAK4PhcrMaL0TGEIeUcf3CDq9rdRL5QUnfK0Bl5hBwNO4C4fGYYCweFbd3yUaAgwfEALw_wcB
https://leonardo.ai/
https://leonardo.ai/
https://suno.com/home?utm_source=google&utm_medium=cpc&utm_campaign=22340479166&utm_term=suno&utm_content=738876870429&wpsrc=Google%20AdWords&wpcid=22340479166&wpscid=177890886633&wpcrid=738876870429&wpkwid=kwd-2827037661&wpkwn=suno&wpkmatch=e&wpsnetn=g&gad_source=1&gad_campaignid=22340479166&gbraid=0AAAAA9pWpdsKMloKz_thxdEbtl9_dSuTT&gclid=Cj0KCQjw9JLHBhC-ARIsAK4PhcrtSyicf2Tk14MGIZHbZ_gLgxMcTWcu_RJ1QXggWWEWpD4tiDALhW0aAoElEALw_wcB
https://suno.com/home?utm_source=google&utm_medium=cpc&utm_campaign=22340479166&utm_term=suno&utm_content=738876870429&wpsrc=Google%20AdWords&wpcid=22340479166&wpscid=177890886633&wpcrid=738876870429&wpkwid=kwd-2827037661&wpkwn=suno&wpkmatch=e&wpsnetn=g&gad_source=1&gad_campaignid=22340479166&gbraid=0AAAAA9pWpdsKMloKz_thxdEbtl9_dSuTT&gclid=Cj0KCQjw9JLHBhC-ARIsAK4PhcrtSyicf2Tk14MGIZHbZ_gLgxMcTWcu_RJ1QXggWWEWpD4tiDALhW0aAoElEALw_wcB
https://creators.aiva.ai/
https://creators.aiva.ai/
https://elevenlabs.io/?utm_source=google&utm_medium=cpc&utm_campaign=t1_brandsearch_brand_english&utm_id=21809606381&utm_term=elevenlabs&utm_content=brand_-_brand&gad_source=1&gad_campaignid=21809606381&gbraid=0AAAAAp9ksTHS3Tka6935m5CyDm0-ActeG&gclid=Cj0KCQjw9JLHBhC-ARIsAK4PhcqCmjNseovNUYC9A15d7PTL9yaLKNcklhwRX1sCN0hcev54UexUNvcaAqn6EALw_wcB
https://elevenlabs.io/?utm_source=google&utm_medium=cpc&utm_campaign=t1_brandsearch_brand_english&utm_id=21809606381&utm_term=elevenlabs&utm_content=brand_-_brand&gad_source=1&gad_campaignid=21809606381&gbraid=0AAAAAp9ksTHS3Tka6935m5CyDm0-ActeG&gclid=Cj0KCQjw9JLHBhC-ARIsAK4PhcqCmjNseovNUYC9A15d7PTL9yaLKNcklhwRX1sCN0hcev54UexUNvcaAqn6EALw_wcB
http://www.meshy.ai/
http://www.meshy.ai/
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