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O Mpoypoppatiopocg Mawyvidlwy elval
ZOPLKOC

e OLTtaikteg B€Aouv opopda ypadLka

* To TtalyvioL mpemeL va tpExeL ypnyopa (30fps+)

* To Al dev elvall akpLPwC TETPLUUEVO

e @€Aoupe Slktuwaon aAla xwplc kaBuotepnon

* H puokn eivat ndn SUokoAn. Twpa, KAVTE TN CE PAYHATIKO XPOVO...

Kot kavte ta OAa eykopa yio ta Xplotouyevva (N yLo TG EEETACELC Qv
Oghete ©)...



Tt Etvatl n Mnxavn Mauxvidwwy;

O opocg epdaviotnke tn dekaetia touv 1990

To Doom ntav tTo TpwTto TtaXvidt tov eixe eva cadn dlaxwpLlopo HETadL TWV:

* Baolkwyv otolxeiwy Tou Ttaxvidlou (0Ttwc To cuotnua arnodoong ypadikwy, To cUoTNPA avixveuong
ouykpouong, To cuoTNUA fXOoU)

e KaAMTexVIKwV oTolXeiwyv (HovieAq, vdeg, Kivnon)
* Kavovwyv tou rtaxvidiov

AkoAouvBnoav avteg tic apxeg ta Quake Il kat Unreal (TtouAnocav adeleg yia tn pnxavn Kat ta
gpyaieia toug)

H pnxavr tavidiwyv adopda Pia olkoyeveLla apXLTEKTOVIKWY Ttou Baaciletal oe dedopeva (data-
driven) Kat eival eTtavaxpnoLUoTIO oL KAL ETIOPEVWCE OEV £€XOUV TIEPLEXOUEVO TTaLXVIOLOU (WG eTti
TO TAelOTO, AANBN¢ TTPoOTACN)

XpAon: umopei va Xprion: umopei va aAAa&eL yua - '
Xprion: yovo yla eva Xpnolpomotndei yia mapdpola OTIOLOBATIOTE TtaXVidL (Blou Xpnon: yua 0“9l05n“0T8
T vidL mavida eidoug TTatXviol

#

| | I | |

Pacman Hydro Thunder Quake Il Unity, Unreal T
Engine Engine Engine, Godot
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2uotnpata Mnxavng

State Machine & Camerz-Reiatve ‘SorptediAnimated Sosis & Decision- Actions
== Amimation Contrals (HI) F=—== ‘Cameraz Making JEngine Imertace)

2uoTnpata xapnAou eruredou e || o — = ==| =1

r Eront Eng | | ‘mamepiay Founcations
SDKs tpltwyv el m@‘ | ——
mmmmmmm -Game Merus “""“"‘”"m| ScripEng Sysem
Emirmedo avefaptnoiag mratpoppag 0000 [— —— (== == === ] s
Baockd ZuctApata (core systems) = = e | | =
| e ] ) == | |

Alaxelplotng mopwy (resources manager) - e ——

| Miateriais & || Staic & Dynamic

Shaders

Liohting || Cameras || Text & Fonts |

Profiling/Evtomtiopog opaApatwy (== | | e | e | | | = || |

30 Model exture: | ntateral | on | Sxeemn Collsion Friysics Game | - |
Resource mesource | | Resounce Rescuroe mesowee | | Resouce arameters \woridsn
ZUYKpOL')O'SlC Kal (DUO'lKI'| | — |
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2uoKeveg avBpwTtivng dletadng e e e e e e e =

2 Party EDFx

Directe, OperaL, || Hawon Srymx, . .
| Ibgo. Exge, sc. || ODE #te. || Saestes || L POt || Fymapse || Animation, etc.

>sempara tasmou B0 (Eameplay systoms)

AlkTtowon

Yrtoouotipata tou adopouV CUYKEKPLUEVA TTaXVidLa



2uotnuata XapnAou Erurtedou

YAKO
e AUTO €ival TO cUOTNHA OTO OTIOLO TO TTALXVIOL TPEXEL

Odnyol 2vokevwyv (Device Drivers)

* Alaxwpidetto OS Kal Ta avwTtepa cuoTNUAta aro xapnAou eturtedou
AETITOHPEPELEC ETILKOWVWVIACG UE TIC OUOKEVECR

AELTOUPYLIKO ZVoTNHA
e Alaxelpldetal TNV EKTEAECH TIOAAATIAWY TIPOYPAMUATWY O pia pnxavn
* 2TIC KOVOOAEG elval eEALPETIKA ALTO



SDKs (tpitwv)

3" Party SDKs
ibgom, Edge ot | | ODEet | | Booste || STL/STLPort | Kynapse | S| Euphoria ot
* Nopeg Acdopevwy Kat AAyopLopuot — PhysX = vortERiEe
 STL - C++ Standard Template Library
* Boost
e [padika
* OpenGL kat DirectX

e JuyKpouoelg kKalt PuolLKkn |
* ODE, PhysX, Bullet, Vortex G
e Kivnon Xapaktnpa
* Granny 3D
e Texvntr) Nonuoaouvn
* Unity ML-Agents Toolkit, Unreal’s Al Toolkit




Ettirtedo Aveéaptnoiacg MNAatdpoppag

Platform Independence Layer

Graphics Physics /Coll.
Wrappers Wrapper

Metwork Transport
Layer (UDPTCF)

Atomic Data Collections and

Platform Detection
Types lterators

File System Hi-Res Timer Threading Library

* Ertitpemetl tnv avamntuén tng pnxavng Xwpelc tnv avnouxia
TNG UTTOKEIPEVNC TTAATPOpHAC

* [lapexel TtepLTtuAlypata (wrappers) yld CUYKEKPLUEVER
Aeltoupyieg

e [ephapBavel Asttoupyleg oTtwe BepeAlwdNC TUTTOUC,
UTtooTNPLEN OLKTUOU, CUCTNHATA APXELWY, K.ATL.
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2uotnuata lNMupnva

Core Systems

Module Start-Up Strings and Debug Printing Localization

and Shut-Down Azzertions Unit Testing Memory Allocation hath Library Hashed String Ids and Logging Services Movie Flayer
Parsers (CSV, Profiing [ Stats Engine Config Random Number Curves & RTTI/ Reflection Object Handles / Asynchronous Memory Card FO
XML, etc) Gathering {IMI files etc.) Generator Surfaces Library & Serialization Unigue Ids File 110 (Older Consoles)

MetaéL aAwV:

* Alaxeiplon pvnung
* BIBALOBNAKN paBnuatikwy tpaéewy — dlavuopata, pnTtpwa,
APLOPNTLIK OAOKANPWON

* [lpoocappoocpeveg doueg OEOOUEVWYV

12



Alaxelplotnc MNMopwv

Resources (Game Assets)

3D Madel Texture fdaterial Font Skeleton Collision Physics Gama

; el
Resourcs Resouros Resource Resource Resource Resource Parameters Wrld'Map

Resource Manager

* [Tapexel pLa evottolnpevn dlettadn yla tpoocBaon ota otolxeia
TOU TtaxvidLlov (assets)
* TO ETITTEDO TTOAUTIAOKOTNTAC Elval KATA TIEPITTTWON
e JUXVA OL TTPOYPAMHATIOTEG TTALXVIOLWYV TIPETIEL VA KAVOULV artteubelag
dopTWON TTOPWV
e Kamoleg pnxaveg avalapBavouy TANPWCE TNV ArtocUUTIiEoN KAl TNV
TTOAUTTAOKN OlaXEIPLON TWYV OTOLXELWYV

13



Profiling/Evtottiiopog 2daApatwy

e XpovopeTpnon Kwolka

* Avadpopd oTATIOTIKWY oTnVv 080vn

e ATTOBNKELON OTATIOTIKWY ATtod00N(
* KaBoplopog xpnong uvnung

* Eyypadn kat avarmapaywyn yEyovotwyv

Profiling & Debugging

Recording &
Playback

Memory &
Performance Stats

In-Game Menus
or Console

14



Mnxavn Attodoonc padplkwy

e XapnAou erurtedou artodoon ypapilkwyv

e Alaxeiplon ypadNUaAaTtoC OKNVAG e
e OTtTIKA EDE

INTERACTION
INPUT

Animation

Animation [--3 - path
- type

- speed

* Front end

creatibpn SCENE
MANAGER [

Application
MPEG4 ; Geometry

ntity [
~Resource

RENDERER *
,
Z)

--------------------------------

Material
- diffuse color

- ambient color
- emissive color
- specular color
- specular power

Light

- color

OUTPUT

Rendering

-Ly_pe A Devices Graphic
- direction .
- 5080k Presentation Card

- attenuation Parameters

15
VISUALIZATION UNIT




XapnAou Erumtedov Artodoon padkwy
(Kuplwe n GPU)

* Emukevrpwvetal otnv arnodoon BepeAlwdwy oToLXEIWV 000 TO duvatov KaAUuTeEpa

Aev AapBavel vtogn tnv opatotnta

* Aletadn CUOKEUNC YPADLIKWYV

MpooBacn Katl anapiBpnon Twy CUCKELWYV YpaPpLlKwyV
ApXLKOTIOINON TWV CUCKEUWV
PUBuLon mpoowpvng anobnkevong

* AAN\Q

Avarnapaoctaocn Twv BegeAlWOWY YEWHETPLKWY AVIIKELIMEVWV
Aletadn kapepag

20otnUa VALkwy (materials)

2TATIKO & SUVAMLKO cuoTNUA PWTIOHOU

Kelpevo kat ypappatooelpeg

Skeletal Mesh

Rendering
Low-Level Renderer —‘
Materials & Static & Dynamic
Shaders e Cameras Text & Fonts
I
Primitive Viewports & Texture and Debug Drawing
Submission Virtual Screens Surface Mgmi. (Lines etc.)

Graphics Device Interface

16




[papnpa 2knvng

* [leplopidet Tov aplBo Twyv BepeAlwdwyV TtpA&EwyV IOV
uTtoBaAAovtal
e Xpnowuortotei frustum culling — adatpeote tpaypata €Ew Ao TNV
Kapepa
e XwpLKn uttodLlaipeon
* BSP, quadtree, octree, kd-tree

Scene Graph / Culling Optimizations

Spatial Hash (BSP

Tree, kd-Tres, ...) Occlusion & PVS LOD System

17



[padnua 2knvng

To ypadnua oknvng AvILTpooWTIEVEL TOV TPLOOLACTATO KOOUO
* Ta pUAAa Tou devdpou avtitpoowTievouy dedopeva (fewpetpia)
 OLeocwTteplkol KOPBoL opadoToloLy Katl dlaxelpidovtal dedopeva

Scene Graph: rootNode

T |

Node

tA AN




Visual Effects

Light Mapping & L PRT Lighting,
O-I-[-[ LK d E (I) é Dynamic Shadows e Subsurf. Scatter
Particle & Decal Post Effects Envirnnfnent
Systems Mapping

e JuoTnuata 2wpuatdiwy (Particle
systems) - 1t.X., dwTtla

* Decal cuotnuata
* Light mapping
e Auvapuikn 2klaon (Dynamic

shadows) - DYNAMIC
« Meta-edé MAARpouc 0B86vNnc (Full | Sll/_-"l)ﬂws

Cascade Shadow Maps

screen post effects) , Ry e

rustum Tra dSh dows




Front end

* HUD (Head-Up Display)
* Mevou

* GUIl yia dlaxeiplon xapaktnpa

* VVideo yla cut scenes

Front End

Heads-Up Display
(HUD)

Full-Motion Video
(FMV)

In-Game Cinematics
(IGC)

In-Game GUI

In-Game Menus

Wrappers / Attract
Mode

20




2 UYKpouoelg Kat Puoikn

e 2UVNOWCE OLUVAULKN AKAUTITWY CWHATWYV —
Physics
, , , , , Collision & Physics
* Mnxavrn PuolkNg— OUVOKOAO EyXELpNHUA ATTO e =
“C')VO TOU Constraints Castin)é (Quzries)
, , , Rigid Bodies Phantoms
* Xpnon otaBeotpwy BLRALOONKWYV
Shapes/ Physics/Collision
e Havok Collidables World
e PhysX
« ODE

e Bullet

21



Skeletal Animation

Animation State
Tree & Layers

Inverse
Kinematics (IK)

Game-Specific
Post-Processing

LERP and
Additive Blending

Animation
Playback

Sub-skeletal
Animation

Animation
Decompression

e XpnolpoTttolouvtal cuvnBwc TteEVTE TUTIOL
Kivnong oxediou:
e Sprite/texture Kivnon

Kivnon lepapxiag akaumtov cwpatoc (Rigid body
hierarchy animation)

2KEAETIKN Kivnon (skeletal animation)
Kivhon KopBwv (Vertex animation)
Mop¢otoinon (Morphing)

* H 1tio dnpo AN elval n OKEAETIKN Kivnon

Kivoupevo 2XE010
(Animation 2> Eppoxwon
AVTIKELHEVWIV)




HID

Metatpemel Ta akatepyaota dedopeva o
XpNnowun mAnpodopia

* [1TANKTPOAOYLO KL TTOVTIKL

* Joypads

* E€eldlkevpeva xelplotnpla

* Kinect

* VR headsets

Human Interface
Devices (HID)

Game-Specific
Interface

Physical Device
/O

23




Hyxoc¢

* [ToAAEC PpOpPEC TOV TTAPAPEAOVUE KAl TOV
aAdVOUHE YA TO TEAOG

* Aladepel o€ TTOAUTIAOKOTNTA avaAoya
LE TNV avaykn

* [ToAAG TTaLXVIOLA XPNOLHUOTIOLO UV
UTTAPXOVTA EpyaAeia
« XACT
* Scream

Audio

DSP/Effects

3D Audio Model

Audio Playback /
Management

24




Alktowon/IMNoAAattAot Nalkteg

e Eviaia 080vn — oMol Ttaikteg otnyv idla o8ovn

e AlaXwpPLopEVN 000V — TTOAAATIAECG TTPOOTITIKEG OTNV (dLA
00ovn

e AIKTUWHEVO — TtOAAOL LTTOAOYLOTEG DIKTUWMEVOL padi

* TepaoTtia OLadIKTUAKA TTaXVidla yia TToAAOUC TTAUKTEG —
EKTEAOUVTAL OE KEVIPLKO OLAKOULOTN.

e Karola 6epata (peta&u TToAAWV):
e Lag: mpoBAen amo tnv tAsevpa tou client avaloya pe to
TTaviol
e Lag: UDP mpwTtoOKoAAO AOYw TaxUuTNTACg av Kat Alyotepo
aélomioto
* Cheating

Online Multiplayer

Match-Making &
Game Mgmt.

Object Authority
Policy

Game State
Replication

25




OcpyeAlwodec 2votnpa Yrtootnpténgc Gameplay

Gameplay Foundations

High-Level Game Flow System/FSM

Scripting System

OAa 6oa kKavouv eva Ttaxvidl va eivat rratxviol

« POpTWON KOOHWV

* MovteAd QVTLKELUEVWYV TTALXVLIOLOU

e 2TATIKA OTOLXEIA TOL KOCHOU

Static World Dynamic Game Real-Time Agent- EventMessaging ‘Warld Loading ¢
Elements Ohject Model Based Simulation System Streaming
Hierarchical
Object Attachment

* [1POCOUOLWOELG TIPAKTOPWY OE TIPAYHATIKO XPOVO

26



2uotnua leyovotwy & Scripting 2votnua

200Tnuayeyovotwy (event system)
e Ta avTIKEIPHEVA TIPETIEL VA ETILKOWVWVOUV PHETAEL TOUG
* [1lo EUKOAO Va TO XELPLOTEIC HEOW EVOC KOLVOU CUOTNHATOC

* Ta avtikeipyeva oTeEAVOULV PNVUHATA TTOU OPOUOAOYOUVTAL OTOV XELPLOTN
ocuppBaviwy

Scripting cuotnua
e ETutpETELl TN dNULovpYia veEag AOYIKAG TTALXVIOLOU XWPIC HETAYAWTTLON
e ETtITO)XUVEL ONUAVTIKA TNV avarttuén AOYLOPLIKOU

27



Baowka 2votnuata Al

* [lpaktopecg (avtiAnyn tepBariovtog, pvnpn, avtidpaon o
epebiopara,...)
e 2xedlaopoc dladpopunc (Path planning)
* [MMapaywyn doung Navmesh (Bonba oto oxedlacpuo dladpopunc)
e Artodpuyn epttodiwyv

LEARNING-BASED Al
(Reinforcement Learning)

PRESCRIPTIVE
Al SYSTEMS
(Rule-Based Al)

STATE-DRIVEN TYPES OF Al HIERARCHICAL

AGENTS z IN GAMING : BEHAVIOR MODELING
(FiniteState Machines) INDUSTRY 0, (Behavior Trees)

NAVIGATIONAL
Al
(Pathfinding Al)

S ADAPTATIVE Al
LY (Vachine Learning Al)

28



Eldka vuttoouotnuata tov apopouv To KABe
TTaxvioL EExwplota

CAME-SPECIFIC SUBSYETEMS
Vismnors Bower-Ups Vahices Puzzies ate.
Game-Spacific Randsnng PLayer Mechanics Game Camsras &l
et oo || Commepupy || Foeacamers || SSRETIEEE L | O g || ngne sy
Temain Renderng v-aamﬁew Coilislon Marifoid Mowemant Py ow Tﬁf‘;ﬂc'{;“ sm& Path Finding (A"}

* OA\a avta tou xpeladovtal yla eva maxviol

* AUTO TO £TTiTtEd0 Ba pTtopovoEe va BewpnbBel EKTOC TNC IdLAC TNG
LINXavh ¢ TtatxvidLou



Anpovpyla Wnolakou MNeplexopevou

(AANO paBnua ya kabe tuto...)

e OLpNXAVEC TTAXVIO LWV aoXoAouvTal HE OEOOUEVA UE TLIOAANEC HOPDEC

e Ta dedopevapemeL va dOnULoupynbouyv Pe KATToLo TPOTIO
e 3D lNMAeypata
* Ydeg
* Hxocg
e Kivnon

e 2uXvA ONULOVPYOUVTAL XPNOLUOTIOWWVTAG EEWTEPLKA EPYAAEia
* Maya/3ds Max
* Blender
* Photoshop
* SoundForge

30



Alaxelpion Koopou lMNawvidiov

e 2UVNOWC EVOWHATWYVETAL OTN gNXavn

e ATTOPAITNTO YA VA ETUTPETIETAL OTOUC OXEOLAOTEC TTALXVIOLWY va
ouvepyadovtal Je TN gnxavn




EpyaAeila kat n
pappn
[Mapaywyng
2TOXELWV
[Tawxvidlou

Digital Content Creation (DCC) Tools

Custom Matenal
Plug-In

Maya, 3DSMAX, etc.

Tiease

Photoshop

Mesh Exporter

Exporter

| Skeletal Hierarchy |

\— g

P Particle Exporter 3

WAY
sound

Audio Manager
Tool

g

Skel.

Hierarchy

.:\:'"'--..

Animation Animation |-
Exporter Curves |
3
TGA DXT Compression | DXT
Texture Texture

Sound
Bank

Animation

Game Object
Definition Tool

| Game Obj.

Template

Animation
Tree

Animation Tree
Editor

World Editor

Asset
Conditioning
Pipeline

’

GAME

32




UNBUNDLING

THE GAME ENGINE:
THE RISE OF NEXT GENERATION ===
3D CREATION ENGINE " =/ )

Generative Game Engine (GGE)

ATIO TO (OXL KaL TOCO pakpvo) MEAovV



https://a16z.com/unbundling-the-game-engine/
https://arxiv.org/abs/2503.17359

GGE: H Ymtooxeon

* XAUNAOTEPO KOOTOC avaTttuéNG TtaXVIOLWYV HECW AVTOPATOTIONHEVNC
dnuULoLPYiIaAG TIEPLEXOUEVOU

* TILO EVKOAN N dnuLovpyla TTaXvid LWV atto PIKPEC OHADEC

* TIPAYHATIKA AVOLXTOU KOOHOU EUTIELPLEC HE ATIEPLOPLOTO, OUVAULKA
ONUIOUVPYNUEVO TIEPLEXOUEVO



GGE: Ta lNAsovektnuata

* [EVIKEVOLIUECG TTAPAYWYLIKER
duvatotnteg (GameFactory)

 MovteAoTtolnon KOOPOUL PE ETIYVWON
tng duvokng (Nvidia Cosmos, Kling)

* [Mapaywyn eAeyxouevVN ATTO TOV
XPNoTN yLa dLadPACTIKEG EUTIELPIEG
(GameNGen)

* AéloTtolnon tepaotiag ToocoTNTAg
dedopevwy Bivieo yla ekmaidevon



https://yujiwen.github.io/gamefactory/
https://www.nvidia.com/en-eu/ai/cosmos/
https://klingai.com/global/
https://gamengen.github.io/

Eva MNMapadeyua
arto to Oasis



https://oasis-model.github.io/

Muia AAN APXLTEKTOVLKH

(Mpotewvopevn Kat OxtL AoKLUAOUEVN)

Module
Technical keywords

Explanation with game examples

GamePlay

i

Dynamics Intelligence
Control N J Memory
Generation

Interactive Generative Video

Generative Game Engine

(a) Framework of Generative Game Engine

Generation

Auto-Regressive

Endless video
generation

Real Time

Low-latency player
interaction

Multi-Modal

Integrate visual, audio,
and language elements

Control

Navigation
Control

Control camera

movement and
character navigation

Interaction

Control

Manage interactions
among characters,
objects, and
environment

Memory

Static Memory

Remember static
assets like maps and
character models

— Dynamic Memory

Remember dynamic
assets like animations
and movements

Dynamics

Physical Laws

Simulate physical
interactions (e.g.,

gravity)

— Physics Tuning

adjusting physics
parameters (e.g.,
gravity, friction,

velocity, position)

collisions, momentum,

Intelligence

Reasoning

Long-term causal
reasoning (e.g., NPCs
forming new social
structures, orin an
RPG, killing a
powerful leader
causes political
instability).

——  Self-Evolution

Emerging world
behaviors and rules
{e.g., virtual world
civilizations evolve,

forming a metaverse).

(b) Technical Keywords of Each Module in Generative Game Engine

GamePlay

Game Rules

Define game
objectives, rewards,
and penalties (e.g.,
access to new areas
is unlocked as the
story progresses, or
players are penalized
with fall damage in
tutorial sections)


https://arxiv.org/abs/2503.17359

Back to
Reality ®:

Bpoxocg
[Tauxvidlou
(Game Loop)




Bpoxocg

Apxkottoinon/Ekkabapion

To Bripa apxlkortolnong tpoetolpadel
OAa ooa sival artapaitnta (1.X., VPeg)
via va EEKLVNOEL Eva HEPOC TOU
TTaxvidLov

To Brpa ekkabBaplong avatpei oAa
00Qa EKAVE TO Brpa tposTolpaciag,
aAAQ Pe avtiotpodn oepa

ApxlkoTtoinon

Evnuepwon Mawvidiov

Amtodoon ZKnNvNg

Mapatteioay;

EkkaBapion




Kuplog Bpoxoc

* Tattawxvidla odnyouvvtal Aro evav
BPOXO TTAXVIOLOU TTOU EKTEAEL pLA
oelpa epyaciwy oe KaBe frame

 Oplopeva Ttavidla exouv
cexwplotoug Bpoxoucg yia to front
end (Artodoon 2knNvric) Kawyla to
(OLO TO TTaLXViOL

 AA\Q TTALXVIOLO EXOULV
EVOTIOLNUEVO KUPLO BPOXO

Apxlkottoinon

Evnuepwon Mavidlov

Amtodoaon 2KknNvNneg

Mapatteioay

Ekkabapion




Kuploc Bpoxoc: Epyaoiecg

— XELPLOPOC XpOVOU

— Alaxeiplon elcodou Ttaikn

— Alktowon

— Npoocopuoiwon

— Avixveuon cUYKpPoOULOoNG KAl ATtoKpLon
— Evnuepwoelg aviikelpyevwy

— Atodoon lNpadikwyv kat'Hxou

— Alddopeg ANAeC epyaoclieq

Apxlkottoinon
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Evnuepwon Mawvidiov

Amtodoaon 2KknvNneg

Mapatteioay;

EkkaBapion




Bpoxoc amo 1t NaAeg Mepec...

e [MaAld (TtoAU TtaAld) oL KApPTeC ypadlkwy nTav ToAL apyeg (av
eixec ©)
e OuLmpoypappatioteg BeAtiotomtolovcayv TNV anodoaon
XPNOLHUOTIOLWVTAG
* E&eldIkEVPEVO UAIKO — ETIETPETIE TNV ETUKAALYN cTtaBepoU
aplBpou aro sprites
 XOR Aettoupyia
e Avtiypadav eva tunua tou povrou kat apou oxedialav to
sprite To etavadpepav TO CUYKEKPLUEVO TUNHA

* 2NUEPQ, OTAV N KApePQA KLveitat, OAn n oknvr aAadel
* 'OAa ot TPEXOUOCA OKNVN OKUPWVOVTAL

* Eival o ypriyopo va avaoxedlacete Ta mavia mapa va
pootmadnoete va kataAdpete tLva Eavaoxedlaoete




In Editor Mode | Reset I Called when you first add the component to an object - use it to set up useful defaults

Startup v

I Awake I
If the componentiscreated g¢¢™®™=@ ' —m — — — — — — — — — — — — — — — — — — — —

because of an Instantiate()

call, Awake is always called, OnEnable
and OnEnable is called if the
new component starts enabled,

T — — =, [f Starl{) has not been called before...

FixedUpdate

yield WaitForFixedUpdate

[evikn Mopdn

Bpoxou otnv
Unity

yield null
and
yield WaitForSeconds

LateUpdate

OnWillRenderObject

|
| yield WaitForEndOfFrame | :
|

OnDisable

OnDestroy




Ovtotntec Mawxvidlov

O Bpoxoc matxvidloL emidpad MAvVwW OTLC
OVTOTNTEC TOU mtatyviéloU
— Tevikad gival oTIONTIOTE OTOV ELKOVLKO

KOOGMO TOU TtolXVLOLoU LLE TO OTIolo O
naikTng puropet va aAAnAosmidpaoel

— [0 CUYKEKPLUEVQ, ELVAL EVOL AUTOTEAEC
KOUMATL SLadpaoTIKOU TIEPLEXOUEVOU

— Movo aAAnAoeridpwv MePLEXOUEVO
TPETIEL VAL YLVETAL OVTOTNTA OTO TtaxvidL

hool doLeft

hool doRight
ool doJump
ool doShoot

@ Input

@Enemyl @Playerl

@ Sprite @MBB @Velnciw
image *images[] float width float x
float times[] float height float v
e L .
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bool keyLeft
bool keyRight
bool keyJump




Ovtotnteg — Emukowvwvia

H amAoVotepn pebodoc eival HECW KANCEWYV CUVAPTHOEWV

MoAAQ Ttawxvidla xpnolotolovy eva TTANPEeG cuoTnua
avtaAAayng pNVUpAaTwy

2uvnBwce eva povadiko avtikeipevo (singleton)

[MpeTeL va el0TE TTPOOEKTIKOL OXETIKA PE TN dlaxeiplon Twv
HNVUPATWY

Ta ynvupata mpemeL va eival JIKPA KAl JE CUYKEKPLHEVA
Hotifa

XAlddeg unvupata ava frame, mapamdavw UTTOAOYLGHOG
AOyw TTOAAWYV KANoewv o€ new() kat delete().

Avtiyla new() kat delete kamolog pmopei va
Xpnolpyotoltnoetl mpokaboplopeveg OeEAPEVEC PVIUNG
(KATLoav TaxudPOUIKA KOUTLA)
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Avartapaotaon Ovtotntwy
KAnpovoukotnta (kKhoooikn tpoceyyion): Eva Opk eival Evag TOmog g KAAG™MG

ExBpog mov eivan £vag TOmoc e kAdong XopoKTnpog.
+ EVkoAo 6t oyedioon
— Mmnopel va yivel apkeTd ATEYKTO:
* Tloc évag exBpdc umopet va etvor ko Tointig OmAmv; (diamond problem — woAAamAr KANPOVOUIKOTITO)
e Tt pio anAn ovtotnta Bpdyog va npénet va kovPaid Kat dypnoto koowa (mT.y., Y {on);

2ovOeon (povtépva mpooEyyion): (Entity-Component System — ECS)
* Ovtomro: 'Eva ID (m.y., avtikeipevo 42)
¢ 2uviotoco: Eva tunuo dgdopsvav (t.y., @gons, Puoikry, Zons, KTA.)
o YVotnuo: H Aoywn mov epapudletor otic cuvioT®oes (to Zvotnuo. Puotkng ovalntd ovioTnTeg Tov
EXOVV MG cuvicT®oo T BEons Kot T PVoIKTy)
+ Evélikto (amhd mtpdobece/apaipece pio cuviGTOGA Y10 Vo, dOGELS GE £VOL OVTIKEILEVO VEX CLUTEPIPOPA)

+ TomkdtnTa PvNUNS (AOY® TOV GLUTIEGUEVOV TIVAKWOV)
— Eivon o wepimhoko oty Kotavonon — oyeodioon
s | [ [




Attoouvoeon tng Attodoong padlkwv

Mropetl va artoouvdeoeL TO BHpa while ( llsDone() ) {
artodoong aro ta BApata pocouoiwong
KOl EVNHEPWONG Update Time();

Bpoxog maxvidiou 30 fps if(TimetoRunSimulation())

Avvatotnta ypadikwyv 100fps RunSimulation();
Exel we artoteAseopa vpnAotepo fps, Lo f(SimulationNotRun())
OMAAN KIVOUHEVN €LKOVA KAl HEYAAUTEPN InterpolateState():
arokplon

RenderWorld();

H epappoyn eivat DUOKOAN Kat PHTtopEel va }
elval ETIPPETNG o€ ohaApata
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O Bpoxoc taAL yia 60 fps...

Bpdyxog maixvidiou

O ouvoAIKGC avaAuTIKOTEPOC BPOYXOC O WeUDOKWDIKA

LKool non
Twon I

Apxf Bpoyxou

LOLOTHPLO

SLKTUOU

Avodiop
Av 6xL. £foBo¢ miydlLve otnv apxh




[Tapadeiypata Bpoxwv



Pong!

Mwc To MPOYPAUUATI{OVUE; .

Baolkoc Bpoyoc MoyvidLou

Initialize

do
update ball (physics) void m:)c{;//r:oA
update paddle (user input)
if (collide) do something e
draw stuff ::::ﬂ?;tes();

until done S

Clean up renderPlayfield():



Pong!

ATAnN duokn
X +=dx
y +=dy

Initialize do
update ball (¢uoikn)
update paddle (egiocobdoc xpriotn)
if (collide) do something

Mrniopeite vo TipooBeoete  Kal
draw stuff

gTLTAYUVON:

until done dx 4= ddx
Clean up



Pong!

Initialize do
update ball (¢uoikn)
update paddle (eiocobdoc xpriotn)
if (collide) do something
draw stuff

until done

Clean up

Meplodika eAeyye tov buffer yia

eloodo:
if (keyPressed && keyCode == DOWN)

py = constrain(py+2,0,height);

EvaAAakTike xonOLUOTTOLWVTOC

events Tou CUOTHUOTOC



Pong!

Initialize do AV XTUTINOEL OTO TOiXO N oTNV

update ball (¢uoikn) nAatdoppa TOTE KAVE pia
update paddle (egiocobdoc xpriotn) EVEPVELQL
if (collide) do something

draw stuff if (pong.hitLeft()) {
until done pong.reverseX();

Clean up }



Pong!

ZwypadLoe to eninedo, TNV Unaia

Initialize do ;
Kol TNV mAatdoppa

update ball ($uoikn)

date paddle (egiocobo 10
up p (el G XPNotn) 1/ draw ball

color ¢ = color(255,0,0); // red(RGB)
draw stuff fill(c);

if (collide) do something

until done ellipse(x,y,radius,radius);
Clean up



Asteroids!

* [lepLocOTEPA AVILKELHEVAL
e AlooTnuomAoLa
e Jdaipec
e Aotepoceldeic
e ExBpika dltaotnuomAoLa
e GUI: 2kop, {wEC

* ALOTO OTTO OVTOTNTEC

* Bpoyoc:
* EvnuEpwaon 0Awv — - R I
o AMnAembpaoelc (UTtoAoyLoTLKA l l l l

aKkpLBo
 ounh anoon ¢
* Npadkn armodoon oAwv




[padnpa 2knvneg evavil Alotac AVTIKELPEVWV

Alota AVTIKELLEVWV OTO fpadpnua ZKNVAG
Asteroids  KateuBuvopevo ypadnua, cuvBeta
e O\a taL QVTLKELPEVA Elval QVTLKELLEVAL

oA, kapio apBpwtn kivnon e TupaTa propel va dtapotpdlovral

(100,50)

A\ A\ A\ A\
Y R N VO

Per: Person Bullet Asteroid

SOl 2

Ship Bullet Bullet Asteroid

n1
ody
(LeﬁArm] (RightArm




Tz,

T FILAL FRUNTIER...

1E Xpovog




XPOVOQG

» Xpovoc Frame (OxL otaBepog)
* EkteAeon epyaclwyv oe KABe frame
e To TtIo onUAvTIKo eivat N armodoon Tng OKNVNG

e Xpovogpooopoiwong duolkng
* Brjpata otnv npoocopoiwaon GUCLKNG
* Mrmopeilva tpEXEL ypNyopoTEPQ ATIO TO XPpOvo frame yla va yivel cwotda n puolkn (armoduyete peyaia
Bnuata)

* [Mpaypatikog xpovog
* PoAdOLouothiuatog
* [0 ouyXpPOoOVIoHO HOUGCLKNAG, Bivteo Kal AAAWYV TToU xpeltadovtal TIPAYHATLKO XPOVo

FRAME DROPPED

main | Frame 2 Frame 3 Frame 4 Frame 5
thread|

8ms 16ms 24ms 32ms 40ms 48ms
|

|
Physics Update
Incremental GC



PuBpuog Artodoonc evavtt PuBuou
Evnuepwong
* H artodoon Twyv ypadplkwyv TIPETIEL VA YIVETAL OO0 TILO Ypryopa
(LpnAotepa fps)
VS

* HevnuEepwon TNEG KATAOTAONC TOU TTAXVIOLOU TIPETIEL VA YIVETAL PE
otaBepo pubuo

2Uyxpovn Avon:
Attoocuvdeon TwVv dLO PLBUWYV



[TaALQ...

* TatpwTta takvidla dev yetpovoayv Tov
TIPAYHATIKO XPOVO TIOU TIEPACE

* Ta avTlKeipgeva TOL TTAXVIdLoU
LETAKIVOUVTAV KATA pia otabepn

mroocotntTa ava ertavainyn
* O puBpuoCgKivnong TWV AVTIKEIMEVWYV
efaptiotav amo tnv taxutnta tng CPU 1 second 3FPS

e 'Otav avapBabuidate Tov UTTOAOYLOTH As = v - At
xaAayav oAa e1eldr) To TratXvidl ETpeEXE
TTOAU ypryopa

» To KoupTti «turbo» xpnoluomo|tnke yia V .
TNV €TTIAVLCN AUTOUL TOU TIPORANHATOC O
OPLOUEVEC TIEPITTTWOELC. AS

At = deltaTime At




deltalime

DeltaTime: 0.010135
XPos: 0.0

Time
0.0

Go! I
3

DeltaTime: 0.014362
XPos: 0.0

Time
0.0

[ e B e —— L
Go!

-
DeltaTime: 0.024871
XPos: 0.0

30 fps

DeltaTime: 0.010093
XPos: 0.0

Time
0.0

GO! I,

by
DeltaTime: 0.014434
XPos: 0.0

Time
0.0

GO!

DeltaTime: 0.024876
XPos: 0.0

&

60 fps

1 2

12 3 4

A

30 fps

using UnityEngine;

fr
I F

around the z axis at a constant speed

public class ConstantRotation :

I
L

publ
void

I
L

ic float degreesPerSecond = 2.8f;
()

transform.Rotate(®, 0, degreesPerSecond *




[Tapadeiypata
2003 NFS Underground

H duoikn tou taxvidlov e€aptatal aro tn taxvtnta tng CPU

. o=2tom



Far Cry 2 (2008)

FAR CRY 2 GLITCH

* H puowkn r to Al dev
KALJOKWVOVTAL CWOoTA PE TA
FPS




Dark Souls 2: Scholar of the First Sin (2015)

AvOEKTIKOTNTA OTTIAWV Riposte
MNelpapa: MNelpapa:
e Cardinal Tower Bonfire . Rapier
e Soldier Hollow outside the door (can kill in one hit) P
* Puzzling Stone Sword - 60 durability and 1H-R1 can easily * Drakeblood Knights (high HP, easy to parry)

hit corpses

* Kill hollow (1 hit), and then slash the corpse 15 times,
correcting my positioning each hit compensate for the
forward step

* Record durability of Puzzling Stone Sword, rest at bonfire
* Repeat 3 more times for repeatability

* Parry, riposte, record damage, repeat until dead

31 45 1077 718
27 44 1077 718
25 44 dead 718

23 43



[Twc¢ vtoAoyidetal to deltalime;

* Mla peBodog TTOL XPNOLHOTIOLELTAL CUXVA £lval N artevBelag
aAvAayvwon Tou XPOVOoU Kal 0 LTtoAoyLlopo¢ tou deltalime

* Exel karmola rtpoBAHUaTa
e XpNOLIHPOTIOLOUHE TOV XPOVO aUTOU ToU frame w¢ EKTiPNOoN TOU XPOVOU TwV
emtopevwy frame
* Mmtopeiva odnyroet oe dLAdOXIKEC KABUOTEPNOELG KAl aoctabela

e Oa UTTOPOVCAUE VO XPNOLUOTIOL)OOUHE EVAV TPEXOVTA HECO OPO
e Aclaivel Alyo Tta tpaypata
e OLpeyaAol pecol 0pol eEOPAAUVOULY TO XPOVOo, AAAA Ttpocappolovtal TIo
apya



PuBpuion touv PuBpuou
(Kapgpwvovtac ta FPS)

* Eivait kaAuTtepo va puBpuioete Tov puBO TtEPLPEVOVTAC HETAEL TWV
frame

e [lpemel ta fps va eival apketa octabBepa

e JUVETIELA
* [Tlo eUKOAO va KAveTe pla Asttovpyia eyypadng Kat avarapaywyne

60 FPS



Unity vs Unreal vs Godot

* Update(): tpexel pyia popa kabe frame
* FixedUpdate(): tpExel pe otaBepo puBPO (cuvNOWCE OTLEXEL OXEON HE
dUOoLKN To Baloupe 3w - rigidbody) & unity

* Tick(): Tpexel pia popa kaBe frame

 Quolkn: TpEXEL pe To tick aAAa uTtodlatpel (substepping) av to @

deltatime eival peyaio
e QuUOLKH: evOAAOKTIKA async physics (o€ aA\o thread ylia otabepo

pPLOUO) U R RaL
 process(): tpexel pla popa kabe frame @
"4

e physics_process: TpEXEL HE oTaBePO pLOUO (CLVNBWC OTL EXEL
oxéon pe puaoikr to BaZoupe edW — rigidbody) GODOT



https://learn.unity.com/tutorial/update-and-fixedupdate
https://learn.unity.com/tutorial/update-and-fixedupdate
https://learn.unity.com/tutorial/update-and-fixedupdate
https://dev.epicgames.com/documentation/en-us/unreal-engine/physics-sub-stepping-in-unreal-engine
https://www.youtube.com/watch?v=ymwndRqAs4A
https://docs.godotengine.org/en/4.4/tutorials/scripting/idle_and_physics_processing.html
https://docs.godotengine.org/en/4.4/tutorials/scripting/idle_and_physics_processing.html
https://docs.godotengine.org/en/4.4/tutorials/scripting/idle_and_physics_processing.html
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