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2uotnuata Mnxavnc Mawvidiwv
O Bpoxoc MNawxvidiov

Elcaywyn

Ma tnv avamtuén Puvteomaxvidlwy eival eEAIPETIKA CNUAVIIKO VA KATAVONOOUUE TNV
QPXLTEKTOVLIKNA Kal TN Asttoupyia plag pnxavng mavidiwy, avaivovtag Bactlkd otolxeia kat
CUCTHHATA TIOU arattolvTal yla TNV avarntuéh Tng. ZEKIWVWVTAG amo TNV apxXLTEKTOVIKN, Ba
TIAPOUCLACTEL AVAAUTIKA N OO TNC UNXAVAC, N ottoia teplAapBAvel epyaAeia kat cucThpata
EKTEAEONC, ATTO TO ETMEDO TOU UAIKOU Ew¢ epappoyeg uPnAov etunedou. Emiong, avtiotoxn
Baputnta mpeEmel va doBel oe oplopEva cuoTRPATA TIOU cUPBAAOUY otnv BeAtiwon NG
amodoong Kal TNG otabepoTnTAg, OTIWCE TA XAKNAoU emimedou SDKs, ol dlaxelploTteg opwy,
N $UOLKN, 0L CUYKPOUGELG, KAl N attodoon YpadLKWwYV Kal fXou.

H Aettoupyia tou Ttavidlov eAEyxeTal HECW TOU KeVTIPLKOUL Bpoxou (Game Loop), o otmoiog
dlaxelpidetal Tov Xpovo, TNV elocaywyn Xxpnotwy KAl Tn pon Twv ypadplkwy oe TpayHatiko
XPOVO, XPNOILOTIOWWVTAC Ta anapaitnta epyaieia, ta omoia 8a doUPE AVAAUTIKOTEPA OTN
ouvexela. @a katavonooupe KaAutepa ooa avadEpdnkav peoa amnod mapadeiypata Bpoxwy,
omwc 1o Pong kat to Asteroids. TEAog, onpavtikn eivatl n avadopd pag otnv dlaxeiplon tou
XPOVOU GTIC HNXAVEC TIALXVIO LWV, KABWC EXOUHE EAEYXO0, OXL HOVO TOU XPOVOU TOU TTalXvidLou,
OAAQ KALTOU TTPAYHATIKOU XPOVOU KAl TOU TOTILKOU XPOVOoU, YIO GUYXPOVICOUO Kal otabepdtnTa.
2nUavtikn eival n cupBoAn Kat n xprion tng evvolag tou deltaTime, pe anevBeiag avayvwon
TOU XPOVOU N LE XPrion TPEXoVTA HECOU 0pou yla va pubuicoupe ta fps (frames per second).

Mnxavn MNawyvidiwv

Oplopog

Ol ouyxpoveg pnxaveg mavidlwy eival kata Bacn kabodnyoupeveg amo ta dedOPEVA PE
Baclkd oOTOXO TNV EMAVAXPNOCIUOTIONCLUOTNTA, ETUTPETOVIAC £TOL TNV KATACKEUNR VEWV
A VIS LWV Xwpic va xpeladetat n avamtuén ek VEOU BACIKWY CUCGTNHATWV.

[3]
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Baowka otowxeia kat Mawvidia

O 6pog "unxavn mavidwy" epdaviotnke tn dekaetia touv 1990, pye to Doom va eival To
TPWTIO TaXvidl Tou kablEpwoe cadn dlaxwplopd avdpeod 1000 oTd BACIKA KAl otd
KAAALTEXVIKA oToLXEla TOU TTaXVIdLoU, 000 Kl 0TOUC KavOoveg Tou. AVaAUTIKOTEPA, oto Doom,
Ta Backkd otoxeia tng pNxavig mavidlwy mepAapBavouv to cuotnua ypadlkwy, to
ocloTnua avixvevong cVYKPOUGCHNC KAL TO cUCTNHA X0V, dNAAdK TOUC TEXVIKOUC UNXaviopoug
TTou e€éaocdpaAidouy TNV opaAn Asttoupyia Tou TtavidoU. Ta KAaAAITEXVIKA aTolxeia adopolv
T POVTEAQ, TIC UPEC Kal TNV Kivnon, dnAadr TO OTTIKO KAl OKOUOTIKO TIEPLEXOHUEVO TIOU
dlapopdwvel Tov KOOHO TOU TalkvidloU Kal TNV aiodntikn tou. TEAOG, Ol Kavoveg Tou
TravidLov amoteAolv TOUC PNXAVICHOoUC TtIou KaBopidouy Tn pon Kal thn AoyLKnA Tou.

21N CUVEXELQ, OpLOPEVA TTalxVidla akoAovBnoav Tig idleg apxeg, ortwe ta Quake Il kalt Unreal,
KAl ol eTalpeieg apyloav va mwAolv Adeleg XPHoNEG TwV PNXAvWwyV Kal epyaleiwv toug,
ETUTPETIOVTAC TNV XPNON TOUG ATIO TO KOO TIoU £iXe TIG anapaitnteg adeleq.

EveAi&ia pnxavwv

Can be "modded” 1o

Cannot be used to build Can be customized to build any game in a Can be used to build any
more than one game make very similar games specific genre game imaginable
ir ﬁ Quake Il Unity ﬁ
Engine Source Engine, .. impossible

OuolaoTtikd, avdloya tnv pnxavn, pmopel auth eite va xpnodomolnBei yia peydAo eVpog
TTaVIdLwy €ite va eival oxedlAoPEVN ATIOKAELOTIKA YA KATIOLA 1 KAL YIA VA CUYKEKPLUEVO
€idog. Onwceg BAETMOUPE OTNV TIAPATIAVW ELKOVA, Ol PNXAVEG OPLOPEVWYV TIOAU YVWOTWV
TIALX VLIS LWV OTO EVPU KOO, UTIOPOUV VA ETIAVAXPNCLUOTION 00UV, AAEC EUKOAOTEPA KAl AANEC
OUOKOAGTEPA. 2TNV ApPLOTEPH TTAELUPA, N UNXavr Tou PacMan eivat oxedlacuEv ATTIOKAEIOTIKA
yld TO OUYKEKPLUEVO Ttavidl kat dev emavaxpnolgomoleital, evw n pnxavr tou Hydro
Thunder pmtopei va tpocappooTel yia TToAL Ttapopola rtaxvidla. 2To KEVIPOo Tou GAcpatog, N
pnxavn touv Quake Il MpoodEpel duvatotnTa TPOTOTOINCNC yla TNV AVATITUEN TTAXVIOLWYV
ouYKeKpLlpevou eidouc. MNpogtn defla mAsupad, pnxaveg omwce to Unity, To Unreal Engine 4 kat
To Source Engine eival €alpetikd EVEAIKTEC KAl UTTOPOUV va Xpnotgoroinbolv yla tn
dnuoupyia avidwy Kabe idoug. ZTnv dkpa defld, €vag LTTOBETIKOC TUTIOC PnXavhg Ba
ATav amoAuTa Yevikog kat Ba pmopouoe va umootnpiéel amodotikd KAaBe TBavo eidog
TIaxvId 1oL, KATL Ttou Bewpeital oxedov aduvato va erteux0ei (WG TPOC TNV Atod0TIKOTNTA).
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ApPXLTEKTOVIKN

Znuavtikl eivat n avagopd TNC OAPXITEKTOVIKAC HIAC HNXavncg Ttaxvidlwy, n ormoia
mepAaUBavel Pla couita epyaAsiwyv Kal CUCTNPATWY EKTEAECNC TIOU EKTEivovTal ATO TO
eMimedo UAIKOU peéxpL T uPnAol emmedou epappoyeg. H apxitektoviki oxedlaletal o
eTimeda yla va dLEVKOAUVEL TNV ETAVAXPNOLUOTIOiNGN KAl TN dOKLU, artodheVYOVTAC KUKALKEC
efaptioelc mou ptopel va dOnuwoupyolv TpoBARuata. O ToAueTinedog oxedlaopog
OUHBAAAEL 0TN dlacdAALon OTL Ta dladopa cuoThuaATa UTTopoLV va Asttoupyouv aveEdptnta,
ETUTPETIOVTIAC TIAPAAANAN AvATITUEN Kal EUKOAN TPOTIOTIOiNoN TWV ETUHEPOUC THNHATWY TNC
pnxavne. Ta empgpouc emtineda ymopoVpe va ta SoUYE KAl OTNV TIAPaKATw elkova.

[5]
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Game-Specific Rendering Player Mechanics Game Cameras Al

State Machine & Camera-Relative Scripted/Animated Goals & Decision- Actions
G Animation Controls (HID) = aners Cameras Making (Engine Interface)

a 5 Water Simulation . . . Player-Follow Debug Fly- Sight Traces & - .
Terrain Rendering 2 Rendeting Collision Manifold Movement ey Through C Perception Path Finding (A*)

Front End | ‘ ‘Gameplay Foundations
Heads-Up Display || Full-Motion Video In-Game Cinematics High-Level Game Flow System/FSM
(HUD) (FMV) (IGC)
In-Game GUI In-Game Menus Wrapp'\e;‘r:dAﬂract Scripting System
Static World Dynamic Game Real-Time Agent- Event/Messaging World Loading /
Visual Effects Elements Object Model Based Simulation System Streaming
Light Mapping & HDR Lighting PRT Lighting, Hierarchical
Dynamic Shadows Subsurf. Scatter Object Attachment Online Multiplayer Audio
Particle & Decal Environment Match-Making &
Systems Post Effects Mapping Game Mgmt, DSP/Effects
Object Authority .
Scene Graph / Culling Optimizations Policy 3D Audio Model
Spatial Hash (BSP || o o0 e LOD System Game State Audio Playback /
Tree, kd-Tree, ...) Replication Management
Skeletal Mesh
Rendering
I
Low-Level Renderer Profiling & Debugging Collision & Physics Human Interface
Devices (HID)
Materials & Static & Dynamic Recording & Forces & Ray/Shape
Shaders Lighting Gt Rt Playback Consiraints Casting (Queries)
I
Primitive Viewports & Texture and Debug Drawing Memory & L . Game-Specific
Submission Virual Screens. Surface Mgmt. {Lines etc.) Performance Stats RigdlEcsiey FEIETS Interface
n 0 In-Game Menus Shapes/ Physics/Collision Physical Device
Gz e T or Console Collidables World 110
Resources (Game Assets)
3D Model Texture Material Font Skeleton Collision Physics Game etc.
Resource Resource Resource Resource Resource Resource Parameters World/Map .
Resource Manager
Core Systems
Module Start-Up y . " y . Strings and Debug Printing Localization .
and Shut-Down Assertions Unit Testing Memory Allocation Math Library Hashed String Ids and Logging Services Movie Player
Parsers (CSV, Profiling / Stats Engine Confi Random Number Curves & RTTI/ Reflection Object Handles / Asynchronous Memory Card I/O
JSON, etc.) Gathering 9 9 Generator Surfaces Library & Serialization Unique Ids File 1O (Older Consoles)
Platform Independence Layer
0 Primitive Data Collections and . - i o N Graphics Physics/Coll.
Platform Detection T (e File System Networking Hi-Res Timer Threading Library e Wrapper
34 Party SDKs
DirectX, OpenGL, Havok, PhysX, Granny, Havok 5
Vulkan, etc, ODE efc. e el s Animation, etc. (B G
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AuTO 1O oxfpa deixvel E&ekABapN TN TTOAUETTEDN APXITEKTOVIKN HLAG HNXAVAG TIAXVISLWY,
armod To XaunAOTEPO £TTEDO UALKOU PEXPL TA EPYAAEi KAl TA CUCTHHATA TIOU uTtooTnpPidouy

TNV avamtuén Kal ekteAeon Taxvidlwy. H apxltektovikn auth eEacdalidel OtL ol ETUPEPOUC
AEITOUPYIEC TNG MNXAVAC TIAXVIOLWYV €ival OLaKPLTEG, ETUTPETOVIAL TN CLVIAPNON, TNV
avaBdaduion, kat tnv ave&dptntn avamntuén. Ag doUUE CUVOTITIKA TO KABE eTtinedo:

1.

Hardware: >to kdtw pEPOC, TO emimMedo UAKOU TEPIAAUBAVEL TIC UTIOAOYIOTIKEG
TAQTHOPUEC OTIWC TIPOCWTILKOUC UTIOAOYLOTEC, KOVOOAEC BlvIEoTtaXVIOLWY, KIvNTq,
K.O.K..

SDKs tpitwv: lMephapBavel dlddopa gpyaleia TTou APopPOUV TIC CUYKEKPLUEVEC
mAatdoppeg OTwe PBBA0ONAKeg dopwyv dedopévwy Kat alyopiBuwyv (r.x., STL),
BBAL0BNRKeC ypadikwy (TT.X., OpenGL) kat AAAa.

Platform Independence Layer: Auto 1o eminedo mapexel mpooBacn o BACIKEC
uTtnpeoiec omwceg eicodo/e€odo, emefepyacia, kat daxeiplon apxeiwv Kat
aveéaptnromolel Ta Tapamdvw eTmeda amo TNV APXLTEKTOVIKI TNG UTIOAOYLOTLKNAG
mAatpopuac.

Core Systems: Autd ta cuothpata meplAagBAavouv Baclkeg Asttoupyleg Omwe N
dlaxeiplon pvAPNG, oL BLBALOBAKEC HABNUATIKWY, O €AgyX0oC Movadwy, KAl n
vtoothplén ylia debugging.

Resources Manager: To eminmedo auto dlaxelpidetal ta otolkeia tou Tavidlou
(assets) oTtw e apxeianxou, povteAaq, ypadkd, Kalt AAAa dedopEva Ttou arattouvtal yla
TN Aettoupyia tou avidloU. O JLaxelploThC TIOPWYV eival Kpiolog yia Tnv arnodoTikn
dopTwon kat ekpoptwon dedOoPEVWY KATA TN dlapKeLla Tou Ttatxvidlou.

Gameplay Foundation: To eminedo auto amoteAel tn Bdon ywa ta cuotiuata
Travidlov Kal tepthappBavel dlaxeiplon apxeiwy, tn dlaxeiplon tng pong mawvidou,
Kal Baolkeg OOUEC OEDOUEVWIV.

Gameplay Systems: [eplexel Baolkd cuoTRpATa yla ToV EAeyx0 Tou gameplay, OTtwg
duoikn, ypadkd, nxo, kat Al.

Game-Specific Layer: 2to avwiepo eminmedo, UTIAPXOUV TA CUOCTAHATA KAl Td
egpyaieia TToU oxetidovial PE CUYKEKPLUEVA XAPAKINPLOTIKA TOU Trawxvidlov. Autd
pTtopel va meplhappfavouv rendering yla povadika ypadilkd, CUYKEKPLUEVEC ETILAOYEC
Al, kat puBuiocelc gameplay mou mpoocappolovial OTIC AVAYKEC TOU EKACTOTE
Tayvido.

21n ouvéxela Ba doUPE AVAAUTIKOTEPA TA CUCTHHATA PNXAVAG Ta oTtola anelkovidovtal otnv

TTaPATIAvVW ELKOVA.

[7]
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2U0THUATA XaPNAOU ETUTTEDOU n

Dy
Ta ouoTapaTa XGUAAOU ETMEBOY e

TepAapBavouy 1o UALKO, TO oTtoio amoteAei To cUOTNUA OTO OToio To TTaXVvidl tpeExel. Ot
odnyoi ocuokeuwv (Device Drivers) dlaxwpidouv 10 AEITOUPYLIKO cUCTNUA KAl TA AvwTEpd
OUOTAHATA ATO TIC XAHNAOU ETUTTEDOU AETITOUEPELEC ETUKOWWVIAG HUE TIC OUOKEULEC. To
AELTOUPYLIKO cUOTNHA Slaxelpidetal TNV EKTEAECT TIOAATIAWY TIPOYPAPHUATWY CE pia pnxavi
KClL OTLC KOVOOAEC ival eEALPETIKA ALTO.

SDKs(Software Development Kit) tpitwy

I Party SUKa

Diace, genGl. | Hawok, Physs,
Bbsgam, Edige, Bz OO ez

Granny, Havzk

P+ ATL! STLRan Hymapies A %on, aic. Fughora a

Ta SDKs tpitwyv epthapBavouv diadopec BIBALOBAKEC Kal epyaAeia Ttou
Xpnogotolovval yia TNV avartuén AoylopikoU. Ot dopeEg deBOUEVWY Kal Ol
aAyoplBpol eivat BepeAlwdn yla tnv amodoTikn eneéepyacia dedopevwy. H
STL (Standard Template Library) tng C++ map€xel ETOEC LAOTIOLNCELG YA

SOFTWARE DEVELOPMENT KIT

KolvEC OOUEC OEDOUEVWY Kal aAyoplBuoug, evw n BLBAL0ONAKN Boost
emnektelvel TIg duvatotnteg tng C++ pe mMpoobeteg Asttoupyiet. 2ta ypadikd, epyaleia omtwg
10 OpenGL kat to DirectX mapgxouv tn duvatotnta dnuovpyiag 3D ypadikwy. MNa
ouyKpoUuaoeLg Kal duoLKn, epyaieia ortwc ta Havok, PhysX, ODE kal Bullet mpoodEpouv
AUoeLg pocopoiwong GUCIKWY GavopEVWVY. ZTNV Kivnon xapakthpwy, to Granny 3D
Xpnotlgotoleitatl yia Tov opBo XEIPLOPO TWV KIVOUPEVWY XAPAKTAPWYV. TEAOC, N TEXVNTH
vonuoouvn uttootnpidetal amo epyaleia ontwg to Unity ML-Agents Toolkit kat to Unreal’s Al
Toolkit yia tn dnuoupyia e€eAypévwv Al cuctTnpatwy.

Entinedo aveaptnoiag mAatdopuag

Fawr i

-

S m. Cwla 4L EIE Y oS FinZ 'u'l-\.l"ll-.n:'

e P R -— L T

Hi-Fimm Fieem T esies: s

AUTO TO emtinmedo amoteAel TOV TTUPAVA TNG TIPOCAPHOCTIKOTNTAC TNE HNXAVAC TTAXVIOLWY CE
dladpopetikeg MAathopueg, e€acdalidovtag OtL ol Bactkeg Aettoupyieg Tou TTatxvidLlov, OTiwG
n dlaxeiplon PVAPNG, 0 XPOVOUETPNTHAC KAl N £i0000¢/£§0d0¢ dedOoPEVWY, Eival aveEAPTNTEG
aTto TO UALKO Kal TO ASITOUPYLKO cuotnua. Mapéxet pia eviaia diertadr TTou KAAUTITEL OAEG TIG
BACIKEC AVAYKEC TOU CUCTHAHATOC KAL KABLOTA TN PnXavi Ttaxvidlwy cuupatn pe dladpopeTIkA
TepBAMovTa Xwpic va amattovvial ardayeg oe XxapnAou esmmedou kwdlka. Emiong,
meplAapBavel Asttoupyiec 0w OTIwE BepeAlwdng TUTIOUC, UTIOOTHPLEN JIKTUOU, cuoThHuata
apxeiwv kat aAAa.
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2uotnuata Mupnva

Core Systems

Kaculs Start-Up Srrings and Dabug Priviling Locakeaton

and Shurl-Diavn Azsariiong LInil Teeting Mizamry Allocation Rbaih Library Hashed Siring lds ant Lopgng Sarices Mieie Playar
Parsars [CSV, Profiing / Stats Engine Config Randam Number Curves & RETTI! Reflectian Cject Handies ¢ Agynchronous Memary Card 10
EML. wic ) Gatherng [IMI fles ate.) Gaenerator Surtaces Library & Seriakzaiion Linigqua ks Fie 11D (Oider Consoles)

O mtupnvag evog cucTAUATOC eival UTIELOUVOC yLd TNV ATIOTEAECHATLKN dlaxeiplon Topwy Kal
TN OlacLVOEoN TOU UAIKOU pE TO Aoylopilko. O muprivag dlaxelpidetal tTn PvAMN ywa tnv
armoBnkeuon OedOPEVWY KAl &VIOAWYV, Xpnoldotolel BLBALOONAKEG HABNUATIKWY yla
UTIOAOYLOMOUG Pe dlaviopata Kal gntpwa (r.x., puoikn kivnon, clykpouon), Katl TTapEXEL
TIPOCAPHOCHEVEC OopEC DedOopEVWY yla TNV amodotikn amobrikeuon kal emefepyaocia
TAnpodoplwy Ttakvidlov. Etol, e€aocdaiidetal opain Asttoupyia kat aAAnAemtidpacn petalv
TWV OTOLXELWYV TOL TTaVIOLoU, TIPOodEPOVTAC YLa CLUVEXH EUTIELPLA YL TOV TTAIKTN.

Alaxelplotng mopwy (resources manager)

Resources (Game Assets)

30 Madel Teuture Material Font Skelelan Calisian Phiysics Garne
Resourcs Resource Resource Resouroe Rescurcs Resource Pararmebers ViaridMap

Resource Manager

O dlaxelplotng mMopwy oe €va Tavidl tapexel hla eviaia dlemadn yla tnv mpocpacn ota
otolxeia tou Tavidlou (assets), omwg 3D povteAa, udEC, AXOLC KAl ypappatooelpeg. To
eminedo TMOAUTTAOKOTNTACG TNC dlaxeipong e€aptdral amod TIC ATAITHCELG TOU TtaAXvIdLoU: oL
TIPOYPAMHATIOTEG OouXVA Xpeldletal va ¢optwvouv dApeca TOPOUG, evw O ANEQ
TIEPUTTWOELG, MNXAVEC TTAXVIdLWYV dlaxelpidovtal TARPWCE TNV anoBnkeuaon Kat tTnv anodoaon
TWV OTOLXElWY, HELWVOVTAC TNV TTOAUTIAOKOTNTA YIA TOUC TIPOYPAUUATIOTEG.

Profiling/Evtoriopoc odbaipdtwy

To profiling kat o eviomopog odOAPATWY O eva  TaVvidl Profiling & Debugging

TEPAAUBAVOLV TN XPOVOUETPNON TOU KWALKA yla avdAuon artédoong,

Recording &

TNV ePddvion OTATIOTIKWY otnv 08dvn yla mapakoAovbnon oe Playback

TIPAYHATIKO XPOVOo, Kal Thv anobnkeuon dedopévwy anodoong yla

peAAoVTIKA avdAuan. H dladikacia aut fonbd otn BeAtiototmoinon Memory &
Performance Stats

NG XPAONG HVAMUNG Kal TNV eEAAePn KN AmodoTIKWY THNHUATWY Tou

Kwodlka. EmmAgov, emrpemnel tnv Kataypadr kal avarapaywyn In-Game Menus

. , , . . or Console
OUYKEKPIHEVWY YEYOVOTWYV Yyla evdeAexn avaiuon, dleUKOAUVOVTACG

TNV avixveuon kat emdlopbwon odaApdaTwy.
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Mnxavn Artodoong Npadpikwv

H pnxavi anodoong ypadikwy os €va maxvidl eivat uttevbuvn
yla TN XapnAou emummédou anodoon Twv ypadlkwy, dnAadn tn
peTAPpacn TWV EVIOAWYV TOU TIPOYPAUUATOC OE ELKOVEC TIOU
poBAaAlovtal otnv 00ovn. MepldauBavel tn dlaxeiplon Ttou
ypadripatoc oknvrg, OTTOU OpyavwvovTal Ta AvTlKEipyeva tou
TTavidLov, Kal vttootnpidel Tnv edappoyr omTikKwy O, OTIWC
dWTIOPOUE, OKLEC KAL AVTAVAKAACELG, TIOU BEATIWVOULY TNV AloBnTIKr Tou Ttavidov. To front

end TNG PNXavng ETUTPETEL OTOUC TIPOYPAMHATIOTEG VA AAANAETIIOPOUV PE TA OTOLXElD TNG
oKNVAE, e€acdaiidovtac EUKOALD ot pUBULON KAl TtPOCAPHOYN TNC YPAPLIKAC armddoonc.

XapnAou Erumedou Antodoon MNpadikwyv (Kupiwg n GPU)

H xapnAol emmédou amodoon ypadikwy, n Rancetg

EEk )

Lest-Lavel Rendeier

omoia uvAotmoleitat kupiwg amd tnv GPU,

Malarals & Satic & [yrarw i pmanm T & Fori
SFunhars ighling . B

ETKEVIPWVETAL OTn  BEATIOTN  amodoon
BepeAlwdwy otoleiwv Xwplic va e€etadlel av | == || e | e ffi':\-j-\_l------
elvat opatd otov xpnotn. MepldauBavel tn |
dwaxeipon tng dlemadng HE TIC CUCKEUEQ

ypadlkwy, TNV amapiBunon kat tTnv apxlkomoinor Toug, Kabwg kat tn pubuwon Ing

saprecs D oencg mtaieos

TPOCWPLVAG HVAUNG Y amodotikotepn Asttoupyia. EmmAgov, umootnpidet tnv
avanapAoTacn YEWHETPLIKWY QVTIKEIHEVWY, TN dlemadn tng KAPEPAC, TO CUCTNHA UAIKWY
(materials), otatikd kKAt SUVAULIKO PWTIOPO, KABWC Kal Tnv amodocn KEIPEVOU Kal
YPAUHATOCEPWY, TTPOCHEPOVTAG £TOL TA BACIKA EPYAAEia yLA TNV ATIEIKOVION TWV YPADIKWV
TOU TTaKvIdLoU.

[papnpa 2knvng
To ypadnua oknvAg eivat pa dopn Scene Graph / Culling Optimizations
0edoUEVWYV oV OpYavWVEL Ka Spatial Hash BSP || o _ .

f P B usion & PVS LOD Systemn
BeAtloTtomoLlEl TA AVTIKEIPEVA OE pLa OKNVH Trea, kd-Tree, ...)

TTavidlou, pewwvovtag tov aplbpod twv

BepeAlwd WY TIPAEEWV TIOU TIPETIEL VA EKTEAECTOUV YIA TNV ATIOS0GCN. XPNOLUOTIOLEL TEXVIKEC
omwc to frustum culling yla va e€alpei avtikeipgeva ou Bpiokovtal EKTOC TOU OTtTIKoU Ttediou
NG KAPepPAg, BeAtlwvovtag £€tol tnv anodoon. EmmAgoy, epapuolel xwplkn umodlaipeon
pEow dopwyv otwe BSP trees (Binary Space Partitioning), quadtrees, octrees kat kd-trees ywa
TNV 0pyAvwon TWwWV QaVIKKEPNEVWY O HIKPOTEPEC TIEPLOXECG, OlEUKOAUvVOVTAG TNV
aTtoTEAECHATIKN dlaxeiplon Kal anodoon TwV YPadIKwV.
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MNna mapddelypa, oto dmAavo oxnua ta GUAAA TOU e

SEVIPOU TIEPLEXOUV TA TIPAYMATIKA Sedopéva TNg — 3

O Owe [ O
OKNVAG, OTIWG YEWHETPLO AVTIKEIHEVWY, UAIKA Kat AAa /D\ % N i
XOPOKTINPLOTIKA, &VW Ol  eOWTIEPLKOlL  KOpBol  J¥E9 il | gﬁ.

Opyavwyvouv Kal opadortololyv autd Ta dedopéva, i
dleukoAUvovtag th dlaxeiplon kat tnv atodoaon Touc. H dopr autn eTITPETEL 0T0 cUCTNHUA VA
emeéepyaletal amodoTIKA HEYAAEG OKNVEC, EPpapuolovTag TEXVIKEC BEATIOTOTIOINONG OTIWC TO
frustum culling kat n xwpikn vtodlaipeon.

Omuka ede

Ta omtikd €€ eival Baoikd otoeia ywa tn BeAtiwon tng Virars! Wecte

Light Mapping &

’ ’ 1 y I PRT Lighting,
OTTTIKNG TIOLOTNTAG KAl TNG EPTIELPLaC og eva T VidL. Ta | | oyramic shadows :

a2 BT Subsurl. Scatter

cuotAuata owpatdiwy (OTwe ywa Tapdadelyya n F'a“mwm'| Post Effects | ot

Systems

onuloupyia  ¢wtidg)  xpnoldortowouvTal  ywla  va

Tpooopolwoouvy  ¢ucolka  dawvopeva Kat va TpoocBEcouy
peaAlotikotnta. Ta decal cuotApata emTPEMOULV TNV TPOCONKN
ETUPAVEIAKWY AETTTOPEPELWY, OTIWC onuadla r YPATtooULVIEG, OTa

avtikeipeva tou makvidov. To light mapping xpnowotmoleital yia tnv
amoBnKeuaon TPO-UTIOAOYICHEVWY TIANPOodOopLWY GWTICHOU, BEATIWvOVTAC TNV Atodoon Kat
TN PEAALOTIKOTNTA TOU PWTIOPOU 0€ OTATIKEC OoKNveG. H duvapikn okiaon emrpemel tnv
TTapaywyn PEAACTIKWY OKLWYV TIOU Ttpooappodovtal avaloya Pe Tn 6€on TWV AVTIKEIHEVWY
Kal Tou dwtoc. TeAog, Ta peta-ede TMANPoug 08ovng epappolovtal oto teAko frame yua
ETUTIAEOV €€, OTIWC BOAWON KivNong ) AAAAYEC OTOV KOPEGHO TWV XpwHATWY, Ttpocdidovtag
IO Kvnpatoypadlko amotEAEoHa.

Frontend

To Front End avadépetat ota OTTKA Front End

GTOLXS[Q KatLotn 5[8T[Cl¢r'] Touv T[CllXVl6l00 pe Heads-Up Display || Full-Motion Video In-Game Cinematics
, ) , (HUD) (FMV) IGC)

Ta omoia aMnAsmdpa o0  TaikIng.

MepihapBavet to HUD (Head-Up Display), ‘ - Gama GU ‘ In-Game Menus | Wrappers ] Atract

Mode

TO omoio gpdavidel kpioleg mMAnpodopieg

omwc tn dwr, Ta TUPOMAXIKA A TNV TTPO0d0 TOU TAIKTN XwpeEIig va dlakoTTEeL TN pon Tou
tavidov. MepthapBavel emiong To pevou, Tou divel otov Ttaiktn mpocBacn oTIC BACIKEC
pubuiocelgkat emtAoyeg TAonynong, katto GUl ylia tn dlaxeiplon xapakthipa, HEGW ToU oTtoiou
0 TtaikTng pmopel va tpocappodel Kal va TtapakoAouBel Ta XapaKTnNPLOTIKA TOU Xapakthpa
Tou. TéAog, ta video yla cut scenes TpoodEpel adnNyNUATIKEC OKNVEC TIou epfabuvouy tnv
lotopia kat epumAouTtiouV TNV epTELpia Tou Ttaiktn.

[11]
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2UykKpouaoelg kat Puaoikn

H dlwaxeiplon ocuykpoloewyV Kal n Ttpocopoiwon ¢UCIKAG eival
Kpiowa otolxeia yia tn peaAloTiki avarapdotacn Tng Kivnong kat

Ragral
Privaics

Collision & Physics

NG AAANAETIIO paCNC TWYV AVIIKEIPEVWY O€ €va Ttalxvidl. ZuvhAbweg,
N $uokn adopd TN SUVAPLKH TWV AKAUTITWY CWHATWY, dnNAadn
LR S ” ALDEELT, QVITIKEIYUEVWY TIOU Oev  aAAAlouv OXAMA, OTWC TITWOELG,

Famns &
Cansrainis

| RawEhana
| Gasting [Ounres)

| Fmiicateen | AVATINOAOELG KOL CUYKPOUOELG. H QvATTTUEN plag pnxavig GUGIKAG

Wara

Ehanas!
Collcabes

elvat €va TOAUTIAOKO Kal amaltnTiko €pyo, Yyl autd ol
TIPOYPAUHATIOTEG CUXVA XPNOLUOTIOOLV ETOLPEG BIBALOBAKEG GUGCLKNG yla va SLEUKOAUVOULV
N dladikacia. Meplkeég amo TIg o yWwoTEC BIBAL0ORKeC eivatl to Havok, to PhysX tng NVIDIA,
1o ODE (Open Dynamics Engine) kat to Bullet, ot omoieg mpoodepouv epyaieia kat
Aeltoupyieg ywa tnv Tpocoopoiwon GUOIKWY  PAVOPEVWY KAl TNV  QVILHETWTION
OUYKPOUGCEWV.

Kwvoupevo 2xedlo (Animation)

To KwouUpevo 2xedlo (Animation) amoteAei éva Baocikod
KOMMATL TNG avdamtuéng Tavidlwy, ETUTPETOVIAC TN
onuloupyia peAALCTIKWY Kal EKPPACTIKWY KIVACEWV yld
Xapakthpeg Kat avtikeipyeva. Ol o cuvnBlopEvol TuToL
Kvoupevou oxediou Tmeplhapfavouv TNV  Kivnon
sprite/texture, 0Ttou aAAAouyv Ta sprites r ta textures ya

va dnuoupynbei n aicBnon tng kivnong, kat tnv kivnon tepapxiag akapmrtov cwpatog (Rigid
body hierarchy animation), 6Ttou ta TPAPATA EVOC AVTIKEIPMEVOU KlvouvTal cUPdwva PE hia
lepapxikn dopn. H okeAetikn kivnon (skeletal animation), n mo dnuodAng pedodog,
XPNOLUOTIOLEL Evav OKEAETO yla va KATEVBUVEL TIG KIVHOELG TWV XAPAKTAPWYV. AMEC TEXVIKEG
eplAapBavouv tnv kivnon KOpBwv (vertex animation), 6TTou KvoUVTaAl GUYKEKPLHUEVOLKOHBOL
TOU poVTEAOU, Kal tn popdotmoinon (morphing), ou emTtpemel TN otadlakn aAiayn tng
HOPPNAC TOU AVTIKELLEVOU.

HID

To HID (Human Interface Device) Aettoupyei we dlaclvdeon TTOU HETATPETEL TA AKATEPYACTA
dedopéva €l00d0U amd CUOKELEC O XPNOLUN TAnpodopia ya to Takvidl. Ol Baclkeg
OUOKEUEG €l0000U TepAaPBAvVOUV TO TIANKTPOAOYLO KAl TO TOVTiKL, Ta joypads Kal Tio
e€eldlkevpeva xelplotipla. EmmAcoy, mepldaufdavovial cuokeveg ontweg to Kinect, mou
ETUTPETEL TNV Avixveuon Kivnong, kat ta VR headsets, ta omoia mpoodEpouv TOAU 1Blaitepn
eumelpia elKOVIKACG Tpaydatikotntag. AUTEC Ol OUCKEUEG €l00d0U OLEUKOAUVOULV TNV

[12]
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GAANAETIIO paon TOU Ttaiktn Pe To Tatxvidl, TapEXovTag eva 1o GUGCLKO KAl AKPLREC cuoTnUa

eAéyxou.

‘Hxoc¢

O nxocg ota awvidla cuxva tapapeAsital Kat adprvetat yia To TEAog,
TAPOAO TIOU CUPPBAAEL KADOPLOTIKA OTN OUVOAIKN epTielpia tou
Taiktn. H TtoAuTtAOKOTNTA TOU NXOU dladEPEL avaAoyd HE TIC AVAYKER
TOU TTaVIdLoL, amd amAd NXNTIKA € PEXPL OUVOETEC HOUCLIKEQ
emevdUoelg Kal TtepLBarloviikoUg Axouc. MoAAd taxvidia Baacidovtal
o€ rolua epyaieia yla tn dlaxeiplon tou nxou, omtwce to XACT Kkal To
Scream, ToU JLEUKOAUVOUV TNV EVOWHATWON NXNTIKWVY €hE Kal
HOUGLIKAG JE EAAXLOTN avAYKN yLa TIPOCHETO TIPOYPAUHATIOHO.

Awktowoaon/IMoAAarAoil TtaikTeg

H diktbwon yla magvidla TToAAATIAWY TTAKTWY KAAUTITouv dtddopoug
TPOTIOUG PE TOUG OTtOoL G PTTopO UV va Ttai§ouv padi ToAAoi Ttalkteg. 2€ eva
Ttayvidl pe eviaia 06ovn, oAol ot Ttaikteg BAETOLY TNV (dla TtpofoAn otnv
idla 0Bovn, evw otn dlaxwplopevn oBovn, n o0Bdovn xwpiletal yua va
npoodepel dladopeTkEC TPOPOAEC oe KABe Taiktn. Ta SKTLUWHEVA
TTayvidla ETMITPETOLY T CUVAECHN TTIOAAWYV UTIOAOYLOTWY, TipocdEPOVTAC
multiplayer epmelpia p€ow TOTIKOU BIKTUOU 1 OLAdIKTUOU. 2€ PeEyAAa
OladlKTuaKa Takvidla yla ToAAoUC Taikteg, TA omoia ouvhbwc

Audio

DSP/Effacts

30 Audio Model

Audio Playback /
Management

Online Multiplayer

Match-Making &
Game Mgmt.

Oject Authorily
Policy

Game State
Reaplication

EKTEAOUVTAL OE KEVIPLIKO OLAKOMLOTH, HTMOpPel va mapouclactouv nTAgata Omwc

n

kabuotepnon (lag), n omoia pmopel va avtlpeTwrotel PEXPL €va BaBUO PE TEXVIKEQ
POBAedng amnod tov client kat pe xprion Ttou TtpwTtokoAAou UDP, to omoio tap€xel taxutnta

aMa eival Aiyotepo a&lotioto. EmumAeoy, n diktuwon anattei mpootacia ano cheating,

KaBwc oL taikTeC PTtopEl va eKPeTAAMeUovVTAL adUVAPIEC YA VA ATIOKTCOUY TTAEOVEKTNA.

OepeAwdecg 2votnua YrootnpEng Gameplay
To Oepehwdeg Zvotnpa YmootnpEng

Gameplay mepllagBavet  oAa  Ta R —

armapaitnta otolxeia mouv kablotoLv Eva s e

TakvidL 31ladpacTikd kat evdlapEpov yia || ]| | [pa—] | —
Tov Ttaiktn. MepldapBavel tn doptwon [ |

KOOHWYV KAl Tn Odnuoupyia HOVIEAWV

AVTIKEIPEVWY KOl OTATIKWY OTOWXEIWV TOU TEPLBAAAOVTOC, EVW ETUTPETIEL TNV EKTEAECN

TIPOCOMOIWWOEWY TIPAKTOPWY O TPAYUATIKO Xpovo, TpocBetovtag Pdabog

TIOAUTTIAOKOTNTA 0TN Asttoupyia Tou Tavidiou.

[13]
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2uotnua leyovotwyv & Scripting 2uotnua

To olUoTnUA AUTO ETUTIPEMEL TNV ETKOWWVIA HETAEY TWV QVIIKEIHEVWVY HECW EVOCQ
OUOTAMATOC YEYOVOTWY (event system), 6TTou Ta avtikeipgeva otéAvouy pnvopata mpog Evav
KEVIPIKO dlaxelploty ouppBavtwyv. lNMapdAnAa, to scripting cvotnua TpoodEPeL TN
duvatotnta dnulovpyiag veag AoyilkAg Ttavidlol Xwpeic tTnv avaykn HETayAWTTIONG, YEYOVOC
TIOU ETUTAXVVEL TNV AVATITUEN KAl TN oKL TOU TtaXvidLou.

Baowa Zuotuata Al

Ta Baowkd Zuotriipata Al (Texvntric Nonpoaouvng) eival
uteLOuva yla TNV avtiAnyn Kat Tn cuuTeplPpopd TWV
ELKOVIKWY TIPAKTOPWY Tou TtaxvidloL. MeplhapBavouv
Ttpooeyyioelc kat pebodoug mou adpopolv ToV TPOTIO
avtiAnyng tou TEPLBANOVTOG, TOV KaBopPLlopd TNg
HVAUNG, TNV aviidpacn oe gpebiopata, kaBwg Katl Tov
oxedlacuo dladpopng (path planning) pe tn BonBelwa tng doung Navmesh yla amoguyn
eumodiwy, TpoodEPOVTAC YLa TILO PEAALOTIKN aAAnAeTtidpaon.

Eldika vtocuotrpata mouv adopouv To KABe Ttalvidl Eexwplotd

Ta Ewdka YroouotAuata G G s TN
. , = I I D |
adopolV XAPAKTINPLOTIKA TIOU SR ——T = .
eival povadikd yia Kabe matkvidt «_| T || vy | e | | e
Tesrain Rendening wfam Colision Manifoid Mowement | H “'gﬁ:" mn’r;n sg_f,f&ﬁ & Pam Finging (A"

Kat dlapopdwvovtal avaroya pe

TIC AvAYKEC Tou. AUTA TA CUCTHAHATA PTIOPEL va PNV anoteAolV PEPOC TNG BACIKAC HNXAVAG
Tavidlov kKat cuvnBwce oxedlalovtal yla va UTtootnpiéouv Wdlaitepa XapakInpLoTikA Tou
ekAoTOoTE TTAXVISL0U.

Anuovpyia Wnolakou Meplexopevou

H Anuwoupyia WnolakoU MMeplexopévou (Digital Content Creation — DCC) amotelel
arapaitntn dladlkacia, Kabwg ol NXaveg TtaXVIdLWwY XPNGoLoTIoloUV ded0oUEVA GE TIOAAEG
popdeg, omwe 3D mAgypata, udEg, NXoug Kal Kwvnoelg. To TeplexOpevo autd cuxvd
onuloupyeital pe eEwWteplkA epyaieia, omtweg Ta Maya, 3ds Max, Blender, Photoshop kat
SoundForge, kat armoteAei Tn fAon yla TV AVATITUEN TOU KOGHOU TOU TtatxvidLou.

[14]
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Awaxeipion Koopou Mawxvidiov

H dwaxeiplon kat 0 oxedlaopog Tou KOGHOU
TOU TaXVIdlol eVOWHATWYVETAL ouvhRowe
o1n unxavn, ETUTPETIOVIAC oTouC
oxedlaoteg va epydalovtal amsubeiag pe ta
O0edopuéva Tou Ttaxvidlov. Auto 1o cuotnua
OLlEUKOAUVEL ™mnv opyavwon, ™nv
Tpomotmoinon  kat TN Olaxeipon Ttou
TepBAAovTOC, ETUTPETIOVTAC oToug
onuloupyolc va dlapopduwvouV ToV KOGHO
TOU TtaKVIdLoL cUPGWVA LE TIC AVAYKEC TOU TTaiKTh.

[15]
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Bpoxocg MNawxvidiov

Elcaywyn

O Bpoxog Ttou TAVIOWOU adopd Kal TEPlypAdel OAEC aAUTEC TIC epyacieg Tou
emavaAapBavovtal yia 1o oxedlaouo kabe frame. BeBaiwg, kamoleg epyacieg ymopei va pnv
gkteAovvtal og kKabe emavaAnyn (m.x., Al) evw dAAec pmtopel va ekteAolvTal TTIEPLOCOTEPEC
amno pia popéc oe kABe emtavaAnyin (T.x., Tpocopoiwaon GUCLIKAG).

Apxikottoinon/Ekkadapion

To Bripa tng apxlkomoinong ival uteBULVO yla TV
TIPOETOACIO O0WYV OToKElWYV eival amapaitnta ya
va &eklvnoel éva HPEPOCG Tou Talkvidov. Tetolwa
otolxeia pmopel va eivat to cUVoAo Twv VWYV IOV
Ba xpnotpototnbouv. Apywormoinon

To BApaA NG eKKABAPLONG avalpei 0oa £XEL KAVEL TO

Brnua mpoetolpaciag, Opwe pe avtiotpodn oepd.
Evnuépwon Nagvidiou

Kuplog Bpoxog

Taakvidla odnyouvtatl amoé vav Bpoxo matxvidlou,

Artodoon ZKnvig

o omoiog ivatl uteLBLVOC yla EKTEAEDN Hiag oelpag

EPYAcLWY €VTOC TOU KABe frame. ZnUavTtiko eival va

avadepBolpe OTO yeyovog OTL KATOla Ttalxvidla
€XouV EexwpLloToug TToAAATTAOUC BpoOXoULC, EVW AAAA

Talxvidla €xouv Evav EVOTIoLNHEY 5XO. Te
aixvidla €xouv €vav evoTtolnpEVo BPoxo EkkaBdpian

O kUplog Bpoxocg eival umeLBLVOC yla TIOAAEG
oladopeTikeC epyaaciec. MNa tnv dlaxeiplon T6co TOoU
XPOVoUu Tou Ttalxvidlol, Tov omoio Ba avaAucoupE

TIAPAKATW, 600 Kal yla TNV dlaxeiplon Tou TPOTIoU Tov yivetal n eicodog Tou Ttaiktn. Evtog
TOU KUpPLoU Bpoxou ekTeAOUVTAL OAEC OL ATIAPAITNTECG ASITOUPYIEC YA TNV TIPOCOMOIWGCHN TOU
€LKOVIKOU KOOMOoU pag. Mpdypartt, p€oa otov BPpOXo EvNUEPUWVOVTAL TA AVTIKE{PJEVA KATA TN
dldpKela Tou Taxvidlou, eAgyxovtal ta ypadlkd Kal 0 AXog aAAd Kal avixvevovtal Tuxov
ouyKpouaoelg Tou propel va utdp&ouv Kat g dlaxelpidetal KatdAAnAa yla thv cwoTth
amokplon tou cuothuatog. Ol tapandvw eival oplopeveg atmd TIC TTOAAEC Epyacieg Tou
AQuBavouv xwpa eviog Tou KUpLou Bpodxou.
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Bpoxoc Mawxvidiovu kat lotopia

Ol taAaloTEPEC KAPTECG YPAPLKWYV EIXAV TIEPLOPLOPEVEC DUVATOTNTEC KAl XAUNAEC TaXVUTNTEG,
KATL TTOU avaykade ToOUC TIPOYPAUMATIOTECG VA AvaTttUOC0UV TEXVIKEC YA TNV BeEATIOTOTIOINGN
Tne amoédoonc. Mia amo TG TEXVIKEC AUTEC ATAV N XPHon £EELOIKEUPEVOU UALKOU TIOU
uTtooTNPLe TNV eTiKAAUYN evog otabepol aplBpol amd sprites, eMITPETOVIAG £T0L TNV
epdAVION XAPAKTAPWY KAl AVTIKELHEVWY XWpPIg eTiBApUVON otov eTteéepyaott). ETAgov, ol
TIPOYPAUHATIOTEC avTeypadayv eva TURPa Tou $oOvTou TPy oXedLAO0UV TO sprite TTavw Tou,
£TolL woTte otav xpelalotav va adalp€couy ) va UETAKIVIOOULV TO sprite, emaveédepav amAwc
TO APXIKO POVTO XWPIg va avavewoouv thv 0806vn oAOkANpn. Mia akopa onpavtikn TEXVIKA
nTav nxpnon tngAsttovpyiag XOR, n omoia emétpere tnv eVUKOAN epdAvion Kal adaipeon Twv
sprites xwpic va emnpeddouv to LuTORABPO, KATL WlaltepA XPAOCIHO yla TNV TaxuTnIad Ing
artodoong. EmumAgoy, n xpnon TMEPLOPLOPEVWY XPWHATIKWY TIOAETWY KAl XAHNAOTEPWYV
avaAUoewyV pelwve TNV KatavaAwon pvApng Kat BeAtiwve tnv anodoon. XpnolUoTolwvTag
QUTEG TIC TEXVIKEG, Ol TIPOYPAUMATIOTEC Katdadepvav va EMTUXOUV EVIUTIWOLAKA
armoteA£opATa, TIAPA TOUC TTEPLOPLOPOUCE TOU UAIKOU TWV TIAAALOTEPWY GUCTNHATWV.

2Tn ouyxXpovn €MOXN, N Kivnon TN KAPEPAG aTtaltel ToV AN PN EMavalTOAOYIOHO TNG 0PATAG
oKnvAg, Kabwgeg oAa ta avtikeipyeva ou Bpiokovtal yéoa o€ autnv avavewvovtal. Auto
ongaivel ot avii va mpoomaboUpEe va EVIOMICOUPE TIOlA QAVTIKEI(MEVA TIPEMEL va
favaoxedlaotolVv 1 TOlEC TPOTIOTIONCOELC Xpelaldovtal, eivat 1o amodotiko va
Eavaoxedlaloupe oAOKANPN TN okKnvn amo tnv apxn oe kabe frame. AUt N TPOCEyYYLoN
ETUTPETIEL €vAV TILO CUVETIH Kal atodoTIKO XEIPLOPO TNE armodoonc, Wlaitepa oe JUVAUIKA
TePIBAMoOVTA OTIOU N KAPEPA KAL TA AVIIKE{PEVA KIvOUVTAL CUVEXWC, e§acdaAidovtag opain
Kat uPnNARG oLdTNTAC ATIELKOVION TNG OKNVAC.
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levikn popdr Bpoxou otnv Unity

210 TIAPATAvW oXAHA ATeElKOVIETAL TO ECWTEPLKO EVOC BPOXOU, dNAAdK TNV CELPA EKTEAECNC
Twv peBodwyv ylua eva avtikeipevo (GameObject) otn Unity. Auti n dopn dwaxelpidetal tnv
aMnAouxia twv yeyovotwyv Tou cupPBaivouv oe €va aviikeipevo otnv Unity, amo 1tn
dnUloupyia Tou PEXPL TNV Kataotpodn Tou, e€aocdaiidovrag 0Tl OAEC Ol onUAVTIKEC HEBodOL
KaAolvtal Ye TN CWOTH CElPA yla TNV opaAn Asttoupyia tou Ttaxvidlov. Acg efetdooupe
avaAuTtikotepa TNV Kabepia and auteg eviog Tou 0TAdLOU EKTEAECNC IOV BpiokeTal.

1. In Editor Mode: H péBodocg Reset kaAsital 6tav mpootiBetal to component og €va
QVTIKEIPEVO, ETUTPETIOVTAC TNV APXIKOTIOINCN XPHOHWY TIPOETIAOYWV.

2. Startup:

Awake: EkteAeital 0tav to component apxlkormoleital, T.x., Katd tn dnuoupyia
TOU avtikelpévou. Eival n mpwtn pébodocg mou KaAeital.

[18]
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OnEnable: KaAeital av to component gival evepyotolnuévo Katd tn dnuoupyia
TOU QVTIKELPEVOU.

Start: Aut) n pEBodocg KaAsital tnv mpwtn ¢opd TTou To component yivetal
evepyo. Eivat onpavtiké ot kaAeitatl povo pia popd, petdto Awake kat povo av dev
EXeLKANOel TpoNyoUEVWG.

3. Updates:

FixedUpdate: EkteAcital oe taktd dlaoctApata Kat eival wlaitepa xpAolun ya
dUOLKN ETELDN eTUTPETEL AKPLPN Kal TtpoBAEYLUN TtipOoCGOpoiwon.

Update: KaAeitat pia ¢opd ava frame kat eivat n kOpwa pEBodOC TOU
XpnolJoToleital yia TI¢ TEPLOCOTEPEC AEITOUPYIEC TTIOU ATTALTOUV CUVEXH EKTEAEDN.

LateUpdate: KaAsital petd tnv Update kat eival xprolun yla epyacieg ou TpEmel
va yivouv apol evnuepwBolv 0Aa ta dAAAa components, OTIWE N EVvNUEPWON TNC
KApepag adou £xouv evnNUEPWOEL 0L BECELC TWV AVTIKEIPEVWV.

4. Rendering:

OnWillRenderObject: EkteAeital yla avtikeipgeva mou mpokettal va arnodobouv
Kal eival xpnoun yla tnv mpooappoyn tng epdAaviong tpLy amo tnyv arnodoon.

5. GUI:

OnGUI: KaAeitat toANamAeg ¢opeg yia tn dlaxeipion tng ypadikng dlemadnc
xpnotn (Ul), cupmeplAapfavopévwy TwV YEYOVOTWY TIOU ATtAttolV avavewaon tng
epdaviong tng dlemadng.

6. Teardown:

OnDisable: KaAsital 6tav to component amevepyoroleital kat eivat KataAAnAn yla
TNV aneAeuBepwaon MOpwWV f TNV aKUPWON EPYACLWV.

OnDestroy: KaAeital otav to avtikeipyevo  to component kataotpepetal, .xX.,
Katatnv ££odo amo tnv epappoyn N tnv adaipeon Tou AVIIKELLIEVOU, ETUTPETOVTAG
TOV KABAPLOPO TWYV TTOPWV.

Ovtotnteg takvidlou

O Bpoxog maixvidloL emdPA OTIC OVIOTNTEG TOU Talkvidlov, dnAadrn ota oTtolxeia Tou

ELKOVIKOU KOOHOU HE Ta ottoia o Ttaiktng pmopei va aAAnAsmtiidpdoet. OL ovioTNTEC ATTOTEAOLY

QAUTOTEAN KOPUATLA J1adPACTIKOU TIEPLEXOHEVOU, OXEDLACHEVA £TOL WOTE VA EVOWHATWYOUV

Aeltoupyieg | XAPAKTINPLOTIKA TIOU ETUTPETOUV TNV aAAnAemtidpacn pe tov Taiktn. Eivau
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ONMAVTIKO Ol OVIOTNTEG VA XPNOLKOTIOoUVTAL HOVO YL TIEPLEXOPEVO PE TO OTIOI0 O TtAiKTNG
pTtopei va aAAnAostiid pdoel Adyw etideivwong tneg ardédoong o dladopeTIKn TtepimTtwon.

Emikowwvia ovrotntwy

H amlovotepn HEBODOG eTKOWWVIAG PETAEL QVTIKEWEVWY O €va Talxvidl eival peocw
KAnoewv ocuvapthoswyv. Qotoo0, TIOAAA cUyxpova Talxvidla xpnoloTiololV &va TIANPECG
clvoTnUa avtaliaync PNVUPAtwy, OTou €va Povadlko avilkeipevo (ocuxvd pe tn popdn
singleton - static class) avaAapBavel tn dlaxeiplon avtwy Twyv pnvupdtwy. Eivat artapaitnto
va yiveTal TIpOCEKTIKA Olaxeiplon Twy PNVUPATWY, T oToia TPETEL va eival PKpA Kal
dopnuEva og CUYKEKPLUEVA HoTiBa yia va artodelyovtal TepLtTtec kabuoteprioslc. Emeldn oe
KABe frame pmopei va armooteANovTal XIAAdECG UNVUPATA, N CUXVH KANGN CLVAPTHCEWYV OTIWG
new() kat delete() auv€dvel onpaviik@ TOV UTIOAOYLOTIKO ¢OpTo. Mia amodoTikoteEPNn
TIPOCEYyLloN eival n Xpnon TPoKaBoplopeEVWY JEEAUEVWV WVAMNG, AELTOUPYWVTIAG cav
«TAXUOPOULKA KOUTLA» YIA TA UNVUPATA, WOTE va JElwBEel N avaykn ylia cuxveg deoPEVTELG KAl
ameAeuBepWOoELC HVAKNG Kal va BeATiwBel n atodoon Tou CUCTHHUATOC.

Amtoouvdeon tng Amtodoonc MNpadpikwv

H amocuUvdeon tng amodoong ypadplkwy amo ta

Bruata mpooopoiwong Kat evnuépwongc stutpénet  while ( !|3D0ne() ) {
otov Bpoxo Ttou Tmavidlou va Aettoupyel oe

SladopeTIK TR fps amd tnv amddoon Twv UpdateTime();

ypadkwv. MNa mapdadetypa, o BPOX0G TOU Tatxvidlov

uropei va ekteAeital pe 30 fps, evy n anédoon Twv if(TimetoRunSimulation())
ypadkwy propei va dptavet ta 100 fps. Autd odnyel RunSimulation();

O€ TIO OMOAN Kivnon kat peyaAltepn amokplon,

BeAtwwvovtag tnv eumelpia tou xpnotn. Qotooo, n if(SimulationNotRun())
edappoyrn AuTAC TNC TTPOCEYYLONG €ival TTOAUTIAOKN |nterp0|at98tate();
Kal propel va eival emppennig oe opdAuata. O RenderWorId();

Bpodxog TOU avamaplotd auth TNV TPOCEYYLoN
TepAapBavel evnuEPWOon XPOVou, €AEYXO yld TO }
Tote va ekteAeotel n Tpooopoiwon, €kTEAEcn ING MPOocopoiwong povo otav eival
arapaitnto, evoldpeon eKTiPnNoN TN Katdotaong av dev eKTEAECTEL N TTpooopoiwan Kal
amod00n ToU KOGHOoU.
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O ouvoAikdG avaAuTiKOTEPOG BpoyXos O Weudokwdika

non

Apxh Ppdyxov
Aoy ixf

1€ D0aT
Ane.xovion

o¢ niiyaive ornv apxh
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O ouVOAIKOG Bpoxog Ttatxvidloy (yia 60
fps) mephappBavel dvo kKLpleg dAocELC:
TN AOYIKN Kal TNV arelkovion. 2tn ¢daon
TNGAOYLKNAG, EAEYXOVTAL Ol EVEPYELEC TOU
maiktn kKat ta pnvogata  dktuou,
EVNUEPWVETAL O XOPAKINPAC TOU
Talktn KAl Ta avtikeipgeva (Me amin n
OTMWG N TEXVNIN
vonpoaouvn) Kat yivetal dlaxeiplon tou
guoTAUatog NAxou. 2tn ¢don 1IN¢
arewkoviong, dnulovpyeitat yua Alota

ouvBetn AoylKn,

HE Ta opatd avilkeipeva, anelkovidetal

TO OKNVIKO KAl Ol XOPOKINPEG,

edappodovral edka ed€ Kal avamapayetat o nxoc. O Bpoxog ocuvexidetal PHEXPL va Yivel
€€000¢ ToL TTaikTn amod to Tatkvidl, omote anodeopeovTal oL TTopoL Tou Ttaxvidiou. Kat 6Aa

Ta apandvw TPEMEL va yivouv povo oe 16.6 ms!!!
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Mapadeiypata Bpoxwv

Pong!

To makvidl "Pong" eival €&va KAAoIKO TapAdelyha Tou xpnotldotolel €vav Baotkd Bpodxo
TtavidLloL (game loop). O Bpoxog auTtog etavaAapBAaveTal CUVEXWGE HEXPL VA TEAELWOEL TO
Ttaxvidl. 2to mapdadelypa tou Pong, n dopn tou Bpoxou £xeL WG EENG:

1. Initialize (ApXikomoinon):

Mpostolpddlel TI¢ BACIKEG TTAPAPETPOUC TOU TTalXVIdLloU, OTtwe N B€on tng PTAAAG Kal Tng
POKETAC, KAl APXLIKOTIOLEL TO cUoTNHA YPAdLKWYV.

2. Baowkog Bpoxog (do-until):

EkteAsital cuvexwg pEXPL To Ttavidt va oAokAnpwBOeil. AvaAuTikoTepQa, amoteAsital ano ta
eéne:

Update Ball (Evnuepwon umaAag - duoikn): H B€on tng pmdAag evnuepwyvetat he Baocn tig
apXeC TNC PUOLKNAG. ZuvnBweg xpnolhomolouvtal eEICWOELG yla va KivnBel n pmaAa. Ze
TEPITTTWON TTOU UTTAPXEL ETULTAXUVON, TIPOCTIBETAL 0TOV PUBPO aAAayn g TaxLTNTaC.

Update Paddle (Evhpepwon paketag - eicodog xpnotn): H B€on tng paketag evnuepwvetal
ocLPdwWva Pe TNV €icod0o Tou XpoTn (TT.X., av tatnOei KATToLo TTANKTPO). XpnolyoToleitatl yia
VA PUETAKIVNOEL N pAKETA TTAVW-KATW Kal va dlatnpeitatl eviog Twy opiwv.

Collision Detection (Avixveuon cuykpoUoewv): EAEyxeL av n UTtAAa €XEL XTUTINOEL TN PAKETA
N Tov toixo. Av avixveuBel cUykpouaorn, TpayPatoToLeiTal KATIola EVEPYELA, OTIWC aAAayn
katevBuvong tng UTtaAag.

Draw Stuff (Zxediaon aviikelpévwy): Edw (wypadidetal n ymtaAa, n pAKETA KAl TO UTIOAOLTTO
OKNVIKO TOU TtatxvidLou.

3. Clean Up (Ka®apiopog):

Otav o Bpoxog teAewwoel, ekteAeital omoladnmote dladlkacia Kabaplopou, OTwWC
areAevBEPWaON TTOPWV.
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Asteroids

2T0 Takvidl Asteroids, umtdpyxouv
TIOAATIAAG aVTIKEIPEVA IOV CUVBETOLV
TN oknvn, Omnwcg JdlaoctnuoTtiolag,
odaipeg, aotepoceldeic kalt exOpika
dlaotnuomowa. To GUI  (ypadkod
TepBAMov Xpnotn) eudavidel
ONUavilkég TAnpodopieg, OmMwWCE TO
oKop Kat T WEC Tou Ttaiktn. H oknvA
Baociletal og pla Alota amnod oviotntec,
Oomou KABe avtikeipevo eivat amio

Xwpic ouvBetn kivnon. O Bpoxog tou TavidloU evnUEPWYVEL KABE ovtoTnTa, eKTEAEL TIC
aMnAeTiidpdoelg (edw Xpelddetal TTPOCOXN Hlag KAl PTtopel va eival apkeTA amaltnTiko
UTTOAOYLOTIKA) KAL TIPAYHATOTIOLEL T ypadIK arntodoon OAWY TWV AVTIKELMEVWYV. AvTiylaAiota
AVTIKEIPEVWY, Ba pmopoloe va xpnolgomolnBel €va ypddnua oknvng yla 1o oUVBeTeg
OKNVEC. 210 ypadnua oknvng, ol doPEC akoAouBoUv €va kateuBuvopevo ypddnua, Otou
ouvBeTa avtikeipeva dlapolpadovtal o€ EMPEPOUG TUAPata, BeATiwvovtag tn dlaxeiplon kat

TNV anédoon otn oKNvN.

2uotnuata Mnxavig Mayvidwwy - O Bpoxog Mawvidiov
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Xpovog
‘Evvoleg Xpovou

2ta Tawvidla, o TTPAYHATIKOG XPOVOC HUTIoPEl va PETPATAL PUE TO XPOVOUETPO LYNANCG
avaAuongtng CPU. O éAeyxog Tou alvidiol cuvnbwce Bacidetal oe TPAyHATIKO XPOVo, A
eivat Tubavo va smuBpaduvbei, va emitaxuvOel i akopa kat va dlakotel. Ytdpxouv emiong ot
€VVOLEC TOU TOTILKOU Kal TOU KAaBoAkoU xpovou, Ttou apopolv th por Twv animations oto
Taxvidl, O0Tou 0 KABOAKOC XPOVOG HTIOPEL VA AVTLOTOLXLOTEL JE OTIOLOVOATIOTE TPOTIO GTOV
TOTUKO.

Xpovog

1. Xpovog Frame (Frame Time): O xpovocg kaBe frame dev eival avta otabepoc. e
KGBe frame ekteAouvtal cuykekplueveg dlepyacieg Tou eival Kpioweg ya tnv
arodoon Thg oKNVAG.

2. Xpovog Mpocopoiwong Puowkng: [MepllapBavel ta BAgata ¢ GUGCIKAC
TIpooopoiwong, Ta omola Pmopel va ekteAovvtal TLO ypryopad amod Tov XpOvo ToUu
frame ylwa akpBr poocopoiwon. Eivatkpiowpo va armogpevyovtal TToAL peydia rpata
OTn TMPOoCOoMoiwan yld va PNV UTTAPXOLV ACUVETIELEC (Yld AUTO Kal N TTPOCOoH0oiwan
pTTopei va ekteAeital meplocotepeg amo pia popeg o KABe Bpoxo).

3. Mpaypatikog Xpovog: Eival o xpodvog Tou cuoTAUATOoC IOV XPNOLUoTIoLETAL Yia TOV
OUYXPOVIOMO HOUGLIKAG, Bivieo kat AMwV OTolXeiwv TOU amaltolv  akpLpn
OUYXPOVIOMO.

21nv mepimtwon omnou éva frame xavetat (frame drop), mapatnpeitat 6t n anédoon Tou
TavidloL PTopel va emnpeactel onUavtikd, Kabwg KAmoleg Aettoupyieg kabuotepouyv yla
va dlatnpnbei n cuveTela TG EPTELPiag Tou Xpnotn.

Xpnon tou xpovou Peta&L duo Frames (deltaTime)

21a moAalotepa mawvidla dev HeETpoUuoav TOV TTPAYHATIKO XPOVO TToU Ttepvouoe PETAEL dUO
frames. Avti yla autd, ta avilkeipgeva Tou Talvidlol pPeTaklvouviav Katd pia otabepn
moootnta oe kKABe emavaAnyn, kabopilovtag £€tol tov pubuod Kivnong avdloya pe TNV
taxutnta tng CPU. Auto eixe wg amoteAeopa, otav ol uttoAoyloteg avaBaduidovtav, ta
Tavidla va tp€xouv TOAU Tlo ypnyopa. To koupTti "turbo" mpootébnke oe KAmoOLlEC
TIEPLTTTWOELC YA va dlopBwoel auto To TPORANUA.

H AUon oe autod to MPORANUA TIPOKUTITEL KAVOVTAC Hia KAVOVIKOTIOINGN TG HETABOANG TNG
TaxUTNTAG XPNOLHOTIOWVTAG TO XPOovo petall duo frame (deltaTime). Autd onuaivel 6tL 660
eploocotepa frame anodidovral avd SEUTEPOAETITO TOCO TILO HIKPOC Elval 0 XpOVOC KAl TOCO
o Ykpn Ba eivat n petaBoAn tng kivnong. Autd onuaivel 0TL n Kivnon eival o opain otav
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ta fps eivat vPnAd evw otav ta fps eival xapnAda (m.x., 20 fps) toéte n kivnon polalel
«OTIACHEVN».

YroAoylopog deltaTime

To deltaTime eivat éva KpiolWO OTOLXEIO OTOV TIPOYPAUUATIOHO TWV TTAXVIOLWYV. ZUVABWC
uTtoAoyidetal aueoa dlapadovtag Tov XpOvo Tou TpExoviog frame Kal Tov UTTOAOYIOHO TG
dladopdg amod 1o mponyoupevo frame. AUTOC 0 TPOTIOG OPWC €XEL TtPOPBARUATa, KABWC
XpnouoTtoleital o Xxpovog Tou TpEXoVToCg frame w¢ eKTiUNON yld TOV XPOVO TWV ETOPEVWV
frame, KATL TTOU pTOpEl va odnynoel o Kabuotepnoelg Kat actadn anodoon. Mua To
aKpPLBAG HEBODBOC elvatl n xprion evog TPEXOVTOC HEGOU OpoU Ttou "Astaivel” TI¢ SLOKUPAVOELC.

PUBuwon tou Pubpou

Eival mpotipotepo va pubpuidetal o puBpog tou mavidlovu wote va dlatnpeitat o apldpog
FPS oe otaBepo eminedo. Etol, To tavidl eivat cuveTEG Katl SleUKOAUvVETAL N Kataypad Kat
avarapaywyn Tou.
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