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Evxaplotieg

Evxaplotwm moAV tov Andrew David Jahchan yia thv cuveyn Tov vtootipién Kol TI§ oNUAVTIKEG TOU CUUBOVAES

kot tov Tronz yia v Ttapox1| ToOU 0TA HOUO LKA KOUUATLOL.



[TepiAnym

0 0KOTIOG AUTNG NG TITUXLAKNG EPyaciag NTav 1 avaivon Kot emeffynon twv Tpdmwv vAomoinong Twv
EQUPLOYWV EIKOVIKIG TIPAYUATIKOTN TAG KAOWG KAL T AVATITUEN HLOG EQUPLOYTG 1] OTIOI0 XPNOLUOTIOLEL KATTOLO
TPOTO €KOVIKNG amekovions. H 18éa mponABe amd To yeyovog OTL 1) ELKOVIKT] TIPAYUOATIKOTNTA €lval 0TV
avBiom Tov Kat poAovoTt eivat £vag kAadog ou €xeL epguvnBel amo TaAla, 1 paySatla avATTUEN oTNV ToIKALX
KL TNV TIPOO BACIHOTNTA OE TETOLEG TEXVOAOYIES EXEL YIVEL TNV TEAeuTALA SekaeTia. [Tap’ OTLOL EQAPUOYEG AUTES
XPTOLLOTIOLOVVTAL KATA KUPLO A0YO Yla Puyaywyla T, eLxav kat xouv Bonbnoet kat otnv ekmnaidevon. To
Baod TOUG XUPAKTNPLOTIKO BPIOKETAL GTO YEYOVOG OTLEVA ATOHO UTtopeL va BpeBel o€ omolodnmote Stabeaipo
EIKOVIKO TrepLBaAdov Kot va Sladpacel pe auTo ewg Eva Babo, 0 0TT0L0G BEATIWVETAL GUVEXXG, YO VO (DTACEL
OTO OGN LELO TIOV 1) ELKOVLKT SV Bax SLapepet amo v Swkr| pag mpaypatikotnta. ity emitevén mg Snpovyag
™G EQAPUOYNS, Xpnopomoun|Onke 1 unyovny avantuéng Unity pe mMoAA& amo Ta meplexOpevVa epyaAeia TTov
TapexeL, Kabws elval o TTpooLtrn Kat UKOAN Y facikr) VAoTowm o1). AKOUT, YIVETOL Lot CUYKPLTIKT LETAED TV
Svo emkpatéotepwy unxavwy avamtuéng, Unity kat Unreal yia va onpewwBouv ot [Lkpég Sla@opég Tov £xouv

KO LTTOPOVV va 08N Y|O0VV 6TV KATAAANAGTEPN ETAOYT] YIX TNV VAOTIOMGT), AVAAOYQ TNV TIEPLTTWON).



1. Ewovikn [Mpaypatikotnta - Iotopikn) Avadpoun)
Ewovikr} Mpaypatikotnta (Virtual Reality): elvar pa Siadpaoctikn epmepio Snpovpynuévn amd tov

UTIOAOYLOTH TTOU AapPavel xwpa péoa o€ £va TIPOGOHOLWHEVO TIEPLBAALOV. EVOWHATWOVEL KUPIWG AKOVGTIKY
KOl OTTIKY avatpo@oddtnom, aAAd pmopel emiong va emtpéPel kot GAAOUG TUTIOUG aLEONTNPLAKWOY
AVATPOPOSOTHOEWY OTIWG 1) ATITIKY. AUTO TO EVTUTIWOLOKO TepBaAAov umopel va eival Tapopolo pe tov
TPAYUATIKO KOGHO 1| pumopel va elval @avtactikd. H évvola TG EIKOVIKNG TIPAYUATIKOTITAS UTIAPXEL TIOAAL

XPOVLIA THoW OTNV LoTOPILX TNG TEXVOAOYING OAAA TWP EXOUV KATAPEPEL VA YIVOUV Ta IO SpapaTika Brjpata

TPOG TNV EEAEN NG,

1.1. 190¢ awwvag

Mia amd TIG TIPWTEG TIPOCTIADELEG TTPOTOUOIWOTG EVOS YEYOVOTOG YLVOTAV ATO TOUG S1APOoPOoUS {wYpApoug HE
TNV TEXVIKN TNG Tavopapkns {wypa@kis. 'Etol amewovi{av Siapopeg oknveg oe 360 poipeg pe okomod va

KAVOLV TO GTOHO TIou BAETEL TOV TIivaka v VIWBOEL TTLo TTOAD OTL Elval HECA GE QUTOV.

1.1.1. 1838

0 Charles Wheatstone e@egUpel T0 Yvwoto 6t0 KOcuo ViewMaster. H @ loco@ia tov Bactlotav atnv TpofoAr
800 aTePe0oKOTIK®WY 2D €lKOVWV PEGA ATIO TO GTEPEOGKOTILO KL O EYKEPAAOG UAG TO HETEPPALE AUTO OF L
3D ewova. Katd kOplo Adyo xpnoluomom)dnke yux Pn@akd Touplopd Kol 1 TEXVIKY QUTY XPTCLHOTIOLEITaL

akoun kat onpepa amnd to Google Cardboard.

1.2. 2006 awwvag

1.2.1. 1929 - O TpWTOG TTPOTOWTNG TrTionGg “Link Trainer”

0 Edward Link e@nUpe tov Link Trainer ,matevtapniommke to 1931, kal NTtav 0 TPWTOG EUTOPLKOS
TPOGOUOIWTNG OTIOU HTAV NAEKTPOUNXAVIKOG. XpNoLLoToloVTaY yix TV ekmaibevon TAGTwY o€ cuVOTKEG
TITHON G KAVOVTAG UE ULA LLKPT) GUGKELT] TIG AVATUPAEELS KAL TIG SLATAPAYES TOU AEPOTIAGVOU KAL LLE VA LOXAD
Xepifovtav to mddAo. O Apepikavikds ZTpatog eixe ayopacel €L atnyv Tt Twv 3500 Sodapiwv -avaroyikd
ue ofjuepa 50000 SoAdpla- yia TV ekmaidevon otpatiwtwyv atov B' Mlaykoouio MoAepo. Mo petd, n évvola
YUOAL®OV TIOU ETLTPETOUV OTO XPNOTI VX XPNOLUOTIOEL TIG aloBnoelg Tov o€ éva GAAo kOopo , ApXLoE va
EUPAVIIETAL KOl OTA LUOLOTOPUATA ETILOTNUOVIKIG PAVTAGING TIOV TIPAKTIKG £lxav TTPoPAEYPEL TNV TwPLV]

texvoloyia VR glasses.

1.2.2. 1957 - Sensorama
0 oknvoBétng Morton Heilig avéntuie To Sensorama (matevtapiopevo 1962), to omoio Ntav éva ypapeio

Bedtpov o€ oTUA arcade Tov Ba SiEyelpe OAEG TIG alOBNOELS KoL OXL LOVO TNV 0paon Kol Tov akon. [lepieixe
OTEPEOPWVIKA NXElD, oTEPEOGKOTIIKY 000V 3D, AVEULGTNPES, YEVVITPLEG HUPWSLOV Kal SOVOUUEVT KOPEKAA.
"ETol 0 xpnoTtng éviwbe kaBe TL oL YIvoTav pEca 0TV TAWia OTIWG 0 AVENOG, 0L SLAPOPEG HUPWSLEG KaL M

Kivnon.
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To Sensorama TpoopOTAV VA EVOWUATMOOEL TANPWS TO ATOUO oTNV TAwia. Anpobpynoe emiong €5L Tawieg

UIKPOU UNKOUG YL TNV EQEVPECT] TOV, OAEG TIG 0TIOlEC TTUPOBOAN OE, TTApPAYEL KAl eTTEEEPYA{ETAL

1.2.3. 1960 - Telesphere

‘Emterta 0 Heilig kataokevaoe to Telesphere kat f)tav To TpwTo mTApaSetypa pog 086vng TomobeTuévng 6to
KEPAAL av kal Sev elxe KATOL0 IAANAETILSPAOTIKG UEGO [E aloON TP EVTOTILONOV kiviiong. To o€t pikpo@wmvov-

QKOVUOTIKOU TIPOCEPEPE 0TEPEOOKOTILKT 3D Kol evpeia dpaom UE OTEPEOPWVIKO 1XO.

1.2.4. 1961 - Headsight

To 1961, 600 unyavikoi tng Philco Corporation (Comeau & Bryan) avémntuéav tov mpwto Tpddpopo ¢ o0ovng
tomoBeTnpévng ato ke@ail (HMD) émwg ™ yvwpilovpe onpepa - To Headsight. ‘Exel evowpatwOel pia 006vn
Bivteo yla kGO pAETL KAl Eva HayvnTIKO GUGTNUA EVTOTILOUOU KIVI|OMG, TO OTIO(0 OUVSENTAV UE UL KAUEPQ
KkAelotoU kukAwpatos. To Headsight Sev avamtuxBnke yio e@approy£g ELKoVIKNS TpayHATIKOTNTAS (0 0pog Sev
uTpxe TOTE), aAA& Yy va emrpéPel v gufabuvorn otnv amopakpuouévn TPoRoAN emikivéuvwy
KATAOTACEWV Yl TOV oTpatd. Ol KWNOES TOU KEPAALOU B HETAKIVOUOGAV LI ATIOUAKPUOUEVT] KAUEPQ,
ETILITPETOVTAG GTOV XP1OTN VA KOLTALEL PUOIKA YUpw Tov oTo TepBdAiov. H Headsight tav to mpwto Bripa
otV €EEALEN ™G 000vng VR TomoBetnuévn oto Ke@AAL, aAA& Sev glxe TNV EVOWUATWOT GTNV TOHPAYWYT

UTIOAOYLOTWV KOL EIKOVWV.

1.2.5. 1965 - “H andéAvtn ansikovion”

0 Ivan Sutherland mepiéypae v 18éa ™G "amdAVTNG ATEKOVIONG" TTOV B UTTOPOVCE VA TIPOGOUOLWTEL TNV
TPAYUATIKOTNTA 6TO onueio ov Sev Ba pumopovioe kavelg va el ™ Sta@opd amd v aAndwr). H 18¢a tov

TepAdpPave:

‘Evav €1kovik6 KOopo ov 8o tpofAaAAetat péow evog HMD kot Ba aiveTal peaAloTIKOG HECW TOV EVIGYVHEVOY

3D Nx0v KoL NG ATTIKNAS avadpaons.
To VALKO TOU UTIOAOYLOTT] YL VA ST LLLOUPYTGEL TNV ELIKOVIKO KOGO KL VX TOV SLATNPEL O TIPAYUATLKO XPOVO.
H ixavotnta Twv xpnotwv va cAANA0ETISPoUV HE AVTIKEILEVO GTOV ELKOVIKO KOGHO [UE PEAALGTIKO TPATIO.

Auto 1 epeuva tou Ba amoteAéoel Pacikd LVTOSELYHA Yl TIG €VVOLEG TIOU TEPLAAUBAVOUV TNV ELKOVIKT
TPAYRATIKOTNTA onjpepa. H amoyn Tov tav: <<H amdéAut anekovion Ba Tav Quoikd éva SwUATLO HECA 6TO

0TT0(0 0 VTIOAOYLOTNG UTtopEl va EAEYEEL TNV VTTapEn NG VANG.

Muwx kapékAa Tov ep@aviletal o€ £va TETOo SwUAETIo Ba Tav apkeTd kA yix va kabioel. OL xelpoTeSeg Tovu
gu@avifovtal o€ £va TETOWO SWUATIO Ba 1TAV SECUEVTIKEG KAl UK o@apa IOV gp@aviletal o€ éva TETOLO
Swpdtio Ba Ntav Bavatn@odpa. Me katdAAnio Tpoypappatiopnd pia tétola TPoPoAr) Oa pmopovoe

KUPLOAEKTIKA Vo ElvaL ) xwpa Twv BaupdTtwy 6TtV omoia tepmatnoe n AAikn.>>
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1.2.6. 1968 - To otaBi Tov AxpokAn
Metd amo tpia xpévia, o Ivan Sutherland padi pe tov padntn tov Bob Sproull katackevalovve to mpwn 006vn

VR/AR xe@aAiov 1 omola jTav cuvdebepevn pe évav vToAOYLoT Kat OxL UE Kapepa. Adyw TG HEYAAN Kal
ETPRANTIKNG, KATAKOPLPNG KATACKEVNS TNG 000VN KoL TG U1 BOAKOTNTAG GTO ATAQ VA TO (POPECEL KATIOLOG,
AVAYKAGTNKAVY VO TO TOTIOOETICOUV KPERAEVO 0TO TAfAVL AT’ OTIOU TITPE KAl TO GVOUA TOU ooV £UoLale e
omaBi. O xpnotng £mpeme va Sebel kal oqUTOG UE TNV KATAOKELUN KOl TO OVTIKEILEVA TIOU TAPNYAYE O

UTIOAOYLOTN G TV TTOAD BACIKA SWUATLH KL AVTIKEIPEVA.

1.2.7. 1969 - “Texvnt Mpaypatikotnra”’

0 Myron Kruegere é€vag KaAALTEXVN G NAEKTPOVIKNG ELKOVIKNG TIPAYUATIKOTNTAG OAVETITUEE LK OELPA EUTIELPLOV
TIOU OVOUAOTNKE «TEXVNTH TIPAYUATIKOTNTO®», 6TV oTtoia avémtuie mepBaAlovta ov Snulovpynuéva amo

UTIOAOYLOTEG IOV QVTATIOKPIVOVTAV GTOUG AV pmTIOUS HEGK GE AU TO.

Ta épya mov ovopdgovtav GLOWFLOW, METAPLAY kat PSYCHIC SPACE amotéAecav e6€AEn otnv €épeuva Tou
OV TeEAKA emétpede TV avamtuén g texvoloyiag VIDEOPLACE. Auth 1 texvoAoyia emétpePe oTOUG
avBpwToUG v eMKOWVWVOUV PETAED TOUG OE €va AVTATOKPLVOUEVO TEPIBAAAOV TIOU KATAOKEVAOE EVAG

UTIOAOYLOTNG, TTAPA TO YEYOVOG OTL EPEVAV OE ATIOGTAOT XIALOUETPWV.

1.2.8. 1970 £w¢ 1980 - Super Cockpit

Zxeb6v mv il atiyun mov o Ivan Sutherland SovUAgve aTo €pyo TOU, £VOG GTPATIWTIKOS UNXAVIKOG TIOU
ovopaletat Thomas Furness ftav amaoyoAnpévog e v avamtudn evos @lddofovu épyou e€opolw T TTong

T0 oTtoio TeAkd Ba kataAnEel o€ k&TL Tov ovopadetat "Super Cockpit”.

H Furness ovvéyloe va gpydletal yia 1o €pyo péoa amo tn Sekaetio Tou '80, pe amotédeopa eva cockpit
ekmaidevong wavo va oxedldoel VToAOYLoTIKOUG 3D xdpteg, VTIEPUOPES Kal PavVTAP EKOVES, KABWG Katl

Sedopeva agpONAEKTPOVIKIG OE TIPAYHATIKO XpOvo oto 3D xwpo.

TUpu@wva pe tov Furness, To KOGTOG TOU £pY0OU QVEPYETUL OE "EKATOVTASES ekaTOupUpLa”. ‘'OVTaG UTIPOCTA ATTO
™mv emoxr] Tou, To Super Cockpit emitpémel oe £évav aokoUPEVO TIAGTO va EAEYXEL QEPOOKAPOG

XPNOLOTIOLWVTAG XELPOVOUIES, OALD KOL KOUT KOL KIVIOELG TWV HATLOV.

1.2.9. 1978 - Aspen Movie Map
Avantoyxbnke and to MIT to 1978, pe éva xépt BonBelag amod tn DARPA, to Aspen Movie Map facikd tav pa

ELKOVIKN TIPAYUATIKOTNTA IOV potdlel oto Google Street View. Avti yia Ta Bacikd TpLoSL1AoTOTA YPOUPIKA TIOU
Ba pmopovoav va SnuovpynBolv ekeivn TNV oy, XPNOLLOTIOMOE WTOYPAPIEG IOV TPAPNXTNKAV ATO Eva
AUTOKIVNTO IOV 08N Yovoe ato AoTiev Tou KoAopdvto, Sivovtag atov xprotrn éva Stadpactikd tagidL TpwTtou

TPOCWTIOV G OAN TNV TOAT.

To tpé€uo amartel apkeTés cUOKEVEG avamapaywyns Laserdisc, évav voAoylot Kot piax 086vn apns. Evw Sev

vmpxe e€apmmua HMD oto £€pyo, 1 kawotdpog xprion ¢ Sia-SpacTikOTNTAG TOU TPWTOU TPOCWTIOU TOU
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Aspen Movie Map avtimpoowTeve pa £EuTvn €E€Taon Tou TPOTOL e Tov oTtoio To VR Ba pmopoloe va

XPNootowm el yla TN HETAPOPA TwV AVOPOTIWY GE GAAX UEPT.

1.2.10. 1987 - H yévvnon ¢ £évvorag “Ewkovikn Mpaypatikétnta”’

Axoun kot HETA oo OAN au T TNV €EEALEN OTNV EIKOVIKT] TIPAYHATIKOTNTA, SEV UTIPXE AKOUA VO TIEPLEKTIKOG
6pog YL TNV TiepLypa@1) Tov mediov. OAa avtd dAAagav to 1987, 6tav o Jaron Lanier, t8putrg Tou epyactnpiov

OTITIKOU Tpoypappatiopov (VPL), Snuovpynoe tov 0po "eltkovikn Tpaypatikotnta.

Méow ¢ épeuvag g etaupeiag VPL, o Jaron avémtuie pia oelpd epyareiwy EIKOVIKNG TIPAYHATIKOTNTAS, OTIWS
to Dataglove (padi pe tov Tom Zimmerman) kat thqv 086vn EyePhone. 'Htav n mpwtn etapeia mov movAovoe
YUOALL €lKOVIKNG TipaypatikotnTas (eyePhone 1 9.400 Soddpia , EyePhone HRX 49.000 SoAdpia) kot yavtia
(9000 SoAdpla) 6TOU NTAV Eva ONUAVTIKO BrHa Yia TNV €EEAEN TWV ATITIKWV HECWV IOV aAANA0ETISpovV o€

£va elkoviko TepLBaAdov.

1.2.11. 1991 - Mnxavég Arcade Tov Virtuality Group

Apxloape va BAETOVHE TIG GUOKEVEG ELKOVIKIG TIPAYUATIKOTNTAG OTIG OTIOLES £ixe TPOG RO TO KOWO, TAPOAO
TIOV 1) OLKLAKY] LSLOKTNOlO TEXVOAOYLWV EKOVIKNG TIPAYUATIKOTNTAG eMelxe mapa ToAvV. To Virtuality Group
Eeklvnoe va TapdyeL PLa GElpd Pnxavmv kol Tatyvidiwy arcade. OL taikteg opovoav éva {evydapt yvodlwv VR
kol Ba emalfav o PnyYaveég TAXVISIWVY LE 0TEPEOOKOTIKA 3D ypa@ikd og Tpaypatikd xpovo (Atyotepo amd

50ms kabvotépnon).

Kamoteg punxavés pdAota tav kot cuvdedepéveg petad) Toug péow evog SIKTVUOU YLo VA ETIITPETIEL TO TIALXVISL
TOAAQTAWVY TIAUKTOV padi. [IAEov 1 évvola NG ELKOVIKNG TIPAYUATIKOTNTAG TTpooTadel va yivel Kal evpuTEPQ

YVWOTH 6TO ATAO KOWO [LE TNV EVOWUATWON TNG OE TAVIES ETIOTIUOVIKIG (PAVTACIAG.

1.2.12. 1993 - SEGA VR

H Sega avakoivwoe to Sega VR ywx tnv kovooAa Sega Genesis oto Consumer Electronics Show to 1993. Ta
TPWTOTUTIA YUOALX elyav mapakoAoVBnon kivnong ke@ailol, oTEPEOPWVIKO Mxo kat 08oveg LCD otnv
npoowTida. H Sega eixe mAnpn mpoOeomn va kukho@opnoel To Tpoidv o€ Tiun mepimov 200 SoAdpla TOTE, M
mepimov 322 SoAdpla Twpa. QoTO00, oL TEXVIKEG SUOKOAIEG €EEALENG oTjpatvay OTL 1) CLUCKELT Ba TTAPEPEVE YIX
TAVTA 0T EAOT TOV TIPWTOTUTIOV TIAPATL EYel avamTuiel 4 TtayviSia yio autd To TPoidv. AuTtd NTav pa

TepdoTia amotuyia Yo T Sega.

1.2.13. 1996 - Nintendo Virtual Boy
To Nintendo Virtual Boy (apxtkd yvwotd wg VR-32) )Tav pia KovaoAa Ty viSLmv Tplodlaotatng texvoroyiag

TOU UTOoXEONKE v elval 1 TPWTN TOTE OPNT KOovooAx mou Ba pumopovoe va ep@avicel aAnbwd
Tplodidotata ypa@ka. [Ipota kukAo@dopnoe oty lanwvia kat T Bopewa Apepkr) o€ tiur 180 SoAdpla, aAAd
NTOV plA EPTIOPLKT amoTUXlX TTIAPA TIG TTWOELS TIH®WV. OL avagepBeioes attieg avTig ¢ amotuyiag Tav 1

EAAelm XpWUATOG OTA YPAP KA (TatyviSia Tav KOKKIva Kat pavpa), T pxe EAAelm vtoo T pLéng AoyLoHikov
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Kot tav §Vokodo va xpnowpomowmbel 1 kovodAa oe pa Gvetn Béom. Tov emduevo xpdvo Siékopav tnv

TAPAYWYT KAL TNV TTOANOT.

1.3. 21o¢ awwvag

1.3.1. 2000 £wg 2010

Ta mpwta 10 xpovia Tov 210v awwva 1 TEXVoAoyKT avamtuén tov VR tav oxetikd o€ mepiodo avamavong,

XwpI§ KATOLA OTUAVTIKT] TIPO0S0G.

1.3.2. 2012 - Oculus Rift

H Oculus, pe 8put) kot dnpovpyo tov Palmer Luckey, Eexivnoe pa ekotpateia Kickstarter to 2012 ya va
xpnuatodotioel v avamtuén tou Rift, a@ol 85phBnke wg aveEaptntn etapeia dvo unves mpwv. To €pyo
amodeixOnke emtuxnuévo, avéavovtag ta 2,5 ekatoppvpla Soddpia. Tov Mdptio tou 2014, to Facebook

ayopaace to Oculus ya 2 Sioekatoppipla SoAdpta.

To Rift StaBétel Vo 000veg Pentile OLED, avaivon 1080 x 1200 ava paty, pubud avavéwong 90 Hz kot omtikd
medio 110 polpwv.H ovokeun Swabétel emiong SuvatoTnta mapakoAoVONONG TMEPLOTPOPTG Kal BEonG Kal

E£0WTEPIKA AKOVOTIKA TIOU Ttapé€xouv 3D e@e.

1.3.3. 2014 - Google Cardboard
To Google Cardboard givat pia mMAat@oppa etkovikig ipaypatikéttag (VR) mov avantuxdnke amd tnv Google

yla xprion piag faong ke@aAlov ylx éva smartphone kat énuovpynqOnke and toug David Coz kat Damien Henry.
H mAat@oppa, ovopalopevn yla Tov TTUGGOUEVO TIPOLOALQ aTtd XapTOVL, TTPooplleTal wg cVOTNUA XaUNA0D

KOOTOUG Yl TNV evB&ppUVOT TOU eVELAPEPOVTOG KAL TNG AVATITUENG E@appoywv VR.

OL xpnoteg pmopovUv va Snuovpynoovv 1o Sikd Tovg TPoBoAéx amod ATMAQ, XAUMAOU KOGTOUG UVAIKA,
ayopalovtag évav amd Toug TOAAOUG TIPOKATACKEVAGUEVOUS TIPOPBOAEIS IOV XPNGLUOTIOLOVY TTPOSIAYPAPES
ato v Google . Ta pépn mou amoteAoVv Tov TPooréa elval Eva KOUUATL XAPTOVL KOUUEVO OE aKPLREG oxMua,
PaKol eaTLKOU PiKoUG 45 mm, payvijteg 1} xw pnTikn Tawia, cuvdetipag aykiotpou kat Bpoyov (6w Velcro),

AaoTigévia Jovn Kot TpoalpeTikod kovtvo medio emikowwviag (NFC).

I va XpNOOTON|COVE TNV TAATPOPUA, OL XPOTES EKTEAOVV e@appoyés oupPatés pe to Cardboard oto
TNAEQPWVO TOUG, TOTTOBETOVV TO TNAEQPWVO 0TO TIioW UEPOG TOU TTPoLoAEa KAl TTPOPAAAOVY TIEPLEXOUEVO HECW

TWV QUKOV.

1.3.4. 2015 -HTC Vive

To HTC Vive elvat éva Kpavog €LKOVIKNG TPAYUATIKOTNTAG Tou avamtuxdnke amd v HTC kat t Valve
Corporation. To kpavog xpnolpomolel TV Texvoloyia mapakoAovBnong "KAipakag Swpatiov”, emitpémovtag
OTOV XPNOTI VX WUETAKIVEITAL Of TPLOSIAGTATO XWPO KAl VO XPNOLUOTIOLEL YEIPLOTAPLA XELPOS TOU

TapakoiovBolvtal pe kivnon ywa va aAAndosmiSpdoovv pe to mepBarrov. To kpavog Vive éxel pubuod
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avavéwons 90 Hz kat omtikd medio 110 popwv. H ocuokeur) xpnowoTtolet 80o maved OLED, éva avd party, to

kaBéva atmd ta omoia £xel avaivon 006vng 1080 x 1200.

Ta xapakTNpoTIKG ac@aleiag TepAapBAavouy pa K&pepa Tov BAETEL TTPOG TA EUTIPOG KoL ETITPETEL GTO
XpNotn va mapatnpel to mMEPIPAAAOV TOU XWPI§ va a@alpel To kpavog. To Aoyloplkd pmopel emiong va
XPTOLOTIOM OEL TNV KAUEPX YIX VA EVTOTIIOEL OTIOLASTTIOTE KIVOUHEVA 1] OTATIKA AVTIKEIPEVA OE £va SWUATLO,
auTh M AettovpykdtnTa pmopel va xpnoponomBel wg uépog Tou cvotnuatog ac@aieiag "Chaperone”, to
omoio Ba ep@avifel auTOpATA £vav ELKOVIKO TOXO 1| [ Tpo@odooia amd TNV KAPEPA Yl TNV AOQPAAN

KaBo81ynom Twv XPNoTWV Ao UTOSIA 1) TIPAYUATIKOUG TOYoUG.

Méoa amd ta e§wteplkd keAV@T TOU KpAvoug eival Sekddeg alobnTpes VTEPUOPWVY TIOU AVIXVEVOLV TOUG
maApovs IR twv otabuwv Baons ya va kabopicouvv v Tpéyovoa B£om Tou kpdvoug oe éva x@wpo. AAAol
aleOnTpeg tepapBdvouvv aedntipa G, yuvpookdmio kat atcOntipa eyyvtntag To 2018 kukAo@opnoe pia
avaBabuiopévn €kdoomn tov kpavous, to HTC Vive Pro kat to 2019 avakowvwbnke 1 emdpevn €kdoomn Tov, To

HTC Vive Pro Eye.

1.3.5. 2016 - Playstation VR

To PlayStation VR, yvwoto amoé tnv kwdikn ovopacia Project Morpheus katd ) Stdpkela g avamtuéng, eivat
£€va KPAVOG ELKOVIKNG TIPAYUATIKOTNTAG OV avamtuxOnke amd tnv Sony Computer Entertainment, to omoio
KukAo@opnoe tov Oktwfplo tov 2016. IxedSidotnke yla va elval MANPWSG AELTOUPYIKO PE TNV KOVOOAX

mayviSiwwyv PlayStation 4.

Te oplopéva mayvidia kat demo ya to VR, 0 @opéag TTov (opaeL To kKpavogs pa Eexwplotd amd AAAOUS TTa{KTES
Xwpig To kpavog. To cotua PlayStation VR pmopel va mpofdAet pia eikéva t6o0 ato kpavog PlayStation VR
000 KoL 6TNV TNAEOPACT] TAVTOXPOVA, LUE TNV TNAEOPACT VA AVTIKATOTITPIEL TNV ELKOVA TIOV EPPAVIIETAL GTO
KPAVOG 1] v ep@avifel pa Eexwplotn EKOVA Yo QVTAYWVLOTIKO 1] ouvepyaTiko matyvidl. To PlayStation VR

Aettovpyel ite pe Tov Kavovikd xelplotnplo DualShock 4 eite pe ta xewplotipla PlayStation Move.
To PlayStation VR SiaB¢tet 006vn OLED 5,7 wtowv, pe avaivon 006vng 1080p.

To kpavog €xeLemiong éva kouti eme€epyaott) o emiTpémel v TpoPoAr| Bivteo Social Screen otnv mAgodpaon,
KaBwe koL v emeEepyacia TOU EQE TPLOSIAGTATOU 1X0V KL XPTCLLOTIOLEl UTTOSOXT] AKOUOTIKWV 3,5 XIALOGTWV.
To kpdavog éxeL emiong LED 9 Bécewv otnv emi@dvela Tov yia tnv kduepa PlayStation yia va tapakorovBei tnv

kivnon tov ke@aAiov 360 potpwv.

1.3.6. Microsoft Hololens
To Microsoft HoloLens, yvwotd wg Project Baraboo, eivat éva {euydpt smartglasses LKTIG TPOyLATIKOTITOG

oV avantuxOnke kol kataokevdotnke amd tn Microsoft. Ta HoloLens ftav €vag omd TOUG TPWOTOUG

UTIOAOYLOTEG TIOU XpnoLpoTolovoay v mAat@opua Windows Mixed Reality oto mAaiclo tou Aeitovpyikov
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ovotiuartos Windows 10. I'ia Tto HoloLens pmopei va evtomiotein éumvevor| tov oto Kinect, éva mpdobeto yia

™V Kovooa maxvidiwv Xbox tn¢ Microsoft mov ep@aviotnke to 2010.

Amotedeital amd piax 006vn TPoBoANG TOTODETNHEVT GTO KEQAAL TTOU GUVSEETAL [UE Eva PUOULTOUEVO ECWTEPLKO
TIPOCTATEVTIKO KEQAALOV TIOU UTTOPEL VX OTPAPEL TIPOG T TTAV®W KAL TIPOG TA KATW, KABWGS KL TTPOG T EUTIPAG
Kal Tpog Tt Tiow. T va @opéoel T ouokevn), o xpriotng mpooapuolel ta HoloLens oto ke@AAl tov,
XPTOLLOTIOLOVTAG Eva TPOXO pUBILONG 0TO TioWw LEPOG TOU TIPOCTATEVTIKOU KEPAALOV YLK VAL TO ACQAALCEL
YOpw amod to otéppa, otnpifovtag kat Stavépovtag to Bapog tng povadag e€icov yia dveon. To 2019 7

Microsoft Tapovciace To Se0TEPO PLOVTELOD TNG CUOKEVTG.

1.3.7. Google Daydream
H Daydream eivai pla miat@doppa ewovikng mpaypatikotntag (VR) mouv avantuxdnke ano tv Google kat

EVOWUATMOVETAL 6TO AELTOVPYLKO cVotnua Android ya kivntad.

Ta ocvpBatd AEPwva Tov akoAovBolV TIG TTPOSLAYPAPEG TOU AOYLGUIKOU KL TOU UALKOU TNG TAXTPOPUAS
(ko emopévwg opifovtal wg "Daydream-ready") xpnowomowovvtal oto VR ¢ Google Daydream View. To
Daydream eivat 1 §g0tepn mMAat@oppa VR ¢ etaupeiag mov akoAovBei to Google Cardboard, to omoio jtav
éva oot XapunAoy KOO TOUG TIou TTpoopl{dTav va evBappULVeL To evla@épov yia To VR kal evowpatwonke

o€ OUUPATES KIVITEG EQAPUOYEG KAL OXL 0TO (510 TO AELTOUPYLIKO cVOTNUA.

1.3.8. 2019 - Nintendo LABO VR ywa to Switch
[Mpoypappatiopévn yia kukAogopia otig 12 Ampiliov 2019, to kit LABO VR €TIKEVTPOVETAL 0TA YUAALL ATIO

XOPTOVLTIOU ETTPETOVV OTOUG TIAUKTES VoL BAETIOUV OTEPEOCKOTIKES ELKOVEG 3D XP1 GLLOTIOLWVTAS TNV KOVGOAX
Switch, Tapopola pe vt Tou Google Cardboard. To kUpLo KIT £pxetal pe méVTe oToLela IOV cUVSEovTal Ie TA

YuaAld: éva blaster, pia @ wToypa@ Ky unyovn, Eva TouAl, évag EAE@avTag Kal £évag SLoTnukos Beatr.

1.4. Microsoftvs Google

H Microsoft og ¢pa UALKOU 0TO TOpEQ TG ELKOVIKTG TIPAYULATIKOTN TG, TTpoc@épeL To Microsoft Hololens 6mov
TIAPEXEL KAUEPES KL ALOONTNPES KATAYPAPNG KIVIOTG KAL XELPOVOULWDV XWPIG KATIOL0 EMTALOV EEAPTNHA Kol
uovo pe  ovvdeon tou ot kamowo WiFi pmopel va mpofdAsl- mEpa amd €KOVIKN- Kol emavinuévn

TPAYULATIKOTNTA.

MTopeis va aAANAETISPATELS LE OAOYPAUUATO O KOAT) AVAALOT LE Eva APKETA PEYEAO EUpOG TIPOBOANG KaL Vo

XPNOOTIO GELS PWVNTIKEG EVIOAEG akOUN Kol o€ BopuBwdeg epBaAAov.

Me Tov KaAd oXeSLOo A TOUG, Ta YUAALA HéEVOUV 6T B€0T TOUG CUVEX®S KaL eV KOUPATOLV QUTOV TIOU TA POPQ.
H ), av kot umAy), elval kKatdAAnAn ya g Suvatotrteg mov mpoo@epel. H mAat@opua g Microsoft yu
avantuén Tétolwv e@appoywv xpnotpotolel tnv Unity Engine kat pmopovv va tpééovv oe amevbeiag ot
Windows. ETtiong, utapxouv el81KEG KATNYOPIES Yo avATITUEN EQAPUOY®V HIKTIG TIPAYHATIKOTNTAG OTIWG TO

Simplygon kat to Holosketch kat pmopei va evowpatwbdovv vmmpeoieg B€ong tov Azure.
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Me to Dynamics 365 Remote Assist evowpatwvel dueco Bonbo mpoPfAnpdtwv Kat mAnpo@opies yo Ty

gpyaocia mov yivetal Twpa kabms Kot SLorypdpaTa yIo THV EQAPUOYT TTIOU XPTCLLOTIOLEITAL

AvtiBétwg, n Google mpoo@epel SVo emdoyeg, to Cardboard kat to Daydream, 6mov To TPWTO €lval
KATAOKEVAOUEVO ATTO XAPTOVL KAL UTTOPEL VoL TO SIMAWOEL 0 XPNOTNG Kal va BAAEL TNV GUGKELT TOU VA TNV
XPTOLOTIO OEL KOL TO SEVTEPO £lval P TILO OAOKAT|PWHEVT] KATAOKEVT] TIOU KAL QUTT] TIPOCPEPEL EVAL CVO T
aotnTpwv evtomiopol kiviong mov umopel va avtlapfavetat Tov xwpo yOpw Tou Kal cUVOSEVETAL Ao €Va
XEPLOTIPLO VI aAANAETIISpaon pe Ta Ym@lakd otolyela kat pmopei va Aettoupynoet eite cav kavoviko Headset

elte oav mpoPoAréag VR epmelpliv dmwg kat to Cardboard.

H T} tov p@Tov eival eEalpeTikd xaunAn Adyw g amAng Xprong Kol avaAwoLLO TN TAS TOV VM TO SEUTEPO
elva oYETIKA Lo akpLBO aAAG Kt TTdAL @OnvoTeEpo amd to Hololens. H mAatodppa tng Google kata kiplo Adyo
O0TOXEVEL OTNV AVATITUEN EQAPUOYWV TIEPLOCOTEPO 0T Smartphones am'6TL 0to PC kat xwplletal o€ TOAAES
vmokatnyopieg, 6Ttws VR180 Cameras, Tilt Brush, Earth VR, Cardboard, Expeditions kat JUMP, avaAoya to
£{806 NG e@apUOyN G IOV BEAOLUE VA PTIAEOVE.

Axoun, mapéxel pooPaon o€ TAPA TOAAEG CUUPATEG TAATEOPUEG TTAPAKOAOVONONG TAWVLWDV, CELPWV Kol
Slpopwv aAAwv tnAeontikwv yeyovotwv(NETFLIX.Youtube,Next k.a.) xpnotpomoiwvtag to VR kpavog wg
éva wkpd owepda. Xpnowototel Android kat I0S yi v avdmtuén €@appoywVv Kal EUTEIPLOV ELKOVIKNG

TPAYRATIKOTNTAG 0T Kol pmopel va aglomomoetl kot ta Unity kat Unreal Engine og avtiBeomn pe tng Microsoft.

1.5. KOXTOAOI'HXH ANA TA XPONIA

To kOGTOG TWV CUOKEV®V ELKOVIKNG TIPAYUATIKOTNTAG Eekivioe TTOAD LPNAG Adyw NG SUTKOA G KATATKEVT|G

TOUG KoL TN Atyoatn} {fjtnom kot 81aean Toug(xpnoLomTolovvtay OVo YIX TTPOCOUOLWOELS).
1900-twn 8330 SoAdpia
1970-Twun avépXETAL O EKATOLUVPLA

Apyotepa Eekivnoe va pmaiver To VR 0to X®po NG SLaoKESAONG KAL v TTAACAPETAL GTO ATIAO KOGUO WG

ToAUTEAELL.

1987-tiun 9000 wg 50000 SoAdpra
1993-twn 322 SoAdpia(Sega)
1995-tun 180 doAdpia(Nintendo)

Ao o 2010 kat peta mov apyloe va avBilel ) avamtuén Twv cuokevwy VR kdbe etalpeia avantuooe to 51ko

TNG HOVTEAO UE SLPOPETIKEG TLUEG VLN TA SLAQPOPA OTATIOTIKA IOV TIPOCEPEPAV.
2014-tyn 5 Soddpia(Google Cardboard)
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-amatteital smartphone ywa va Aettoupyroet: +150 pe 250 SoAdpra(eddyloto)

2016-tyun 300 SoAdapia(Oculus Rift)

-amatteitat XBOX Controller 1 Oculus Touch yia xelpovopieg: + 50 pe 60 SoAdpla

2016-twun 400 SoAdpla(Playstation VR)

-amatteital Playstation Camera yia va Aettovpynoet: +50 pe 60 Soddpla

-amatteital Playstation Controller 1} Move Controller ywx xeipovopieg: +60 SoAdpia

2016-tiun 500 SoAapla(HTC Vive)

2016-tiun 80 pe 100 SoAdpla(Google Daydream)

-amatteitat smartphone* yux va Aettovpynfoet: +400 pe 800 SoAdpla(eddyioto)
*Tv TiepimTwon mov givat n ékSoon yla smartphones.

2016-tiun 3000 pe 5000 SoAdpia(Hololens)(Awagnuiotikn ‘Exdoon)

2019-twun 3500 SoAdpia(Hololens 2)

2019-twn 40 SoAdpra(LABO VR)

Amauteiton Nintendo Switch yux va Aettovpynoet: + 350 pe 400 Soddpla

Ot Tiég autég agopolv povo ta kpavn VR xwpis va AauBdvovpe vtoyn to YEYovos OTL UEPIKE aT' auTd

xpetalovtatl Kot Sta@opa AAAA TTAPEAKOUEV OTIWG XELPLOTNPLN YIX VA XPNGLUOTIONO0VV 0woTd KAl £TGL TO

oUVOALKO kOoToG avéavetal H tur tou PC oTo omoio xpnoomolodvtal To TEPLoGATEPA ATIO TA TTAPATIAV®

kpavn VR Sev xperaletat va ava@epbel yiati eivat autovonTn Kot TTOAVTIOIKIAT.
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2. MAaT@OPHEG AVATITUENG AOYLOULKOU ELKOVIKN G TTPAYUATIKOTITAG

2.1. OpenVR SDK

‘Eva a6 ta kaAUtepa VR API onfjuepa eivat to OpenVR, pia TpoypappuatioTikry SIEma@n avolktol Koo Tov
SnuovpynOnke amd tn Valve ywx va emitpedel tnv emikowvwvia pe éva cuotua VR. Xapn otnv avolktr| @uon
TOU KaL TNV uTooThpLEN Tou amd Toug Snuovpyous tov, To OpenVR vtoopiletal TNV TIPAYHATIKOTNTA ATIO
oxedov 0da ta kUpla ,Tedevtaiog TexvoAoyiag ,kpavn ¢ ayopds, 6Tws to HTC Vive, To Oculus Rift kat dAAa
TIOAAQ. AUTO onpaivel dTLEGY XpnoLpoTojooupe avtd To APl yia va ETILKO VWV GOV E LLE TO GCUGTI A ELKOVIKTG
TPAYHATIKOTNTAG otV e@appoyn VR, Ba pumopéoovpe va 10 ekTeAé00UNE 0€ KADE K ATIO TIG TIOAAEG

TAATPOPES TIOV UTIAPXOVV HE OXESOV UNSEVIKEG TPOTIOTION|OELG.

0L TteplocoTEPES aTd TG PUNXavEG e VOO TN PEN VR TOAAATAGDV TAQTQOPU®MV TO HOVO TTIOU KAVOUV EIvaL ATAG
va ipocBétouv To OpenVR oo pipeline Toug, £tol wote N avantuyBeioa e@appoyn va pmopel va tpé€el o€ OAeG

TI§ TAatdppeg VR.

Atilel va avagépovpe 6tL to OpenVR Sev eivatl to povadikd VR API gkel €€w, £tol oL punxavég vtootnpilouvv
ouvBws dAda VR API 6mtwg to Oculus SDK (emitpémovtag Tou va Snuovpyel e@appoyeg mov ekteAovvTal
amevBelag oto runtime Oculus), To GoogleVR SDK (1 omoia Statpexel TI§ wpes ektédeon Touv Google Cardboard
kot Tov Google Daydream), KTA. ¢ TTPOYPAUUATIOTNG, SEV EXOVE TOV EAEYXO TOU XPOVOU EKTEAEONG OTOV OTIO(O
Bu exteAeotel N epappoyn poag (dnradn: dev umopovpe va xpnopomomooupe to OpenVR kat emidégovpe va

eKkTeEAEoOLE Apeoa To runtime tou Oculus).Oa vntayopevtel and to API / SDK tou xpnoipomotovpe avt' autov.

2.2. WebVR

W WebXR

EIKONA 2.1 Aorotyno WesXR

To WebVR elval éva mepapatikd meplBdAAov Tpoypappatiopov e@appoywv JavaScript (API) mou mapéyet
UTIOOTNPLEN 0€ GUOKEVEG ELKOVLIKT G TIPAYHATIKOTNTAS Kal facileTal kot autd oty 18€a Tov "ypate pia popd,
avantOETe TTVTOU”, XP1CILOTOLWVTAG TPOTUTIA LoTOV Yix va emitpéPel ) Snuovpyla epmepiov VR mov
umopovv va StavepnBovv péow StevBlvoewv URL kot ekteAoVivtal ave§dptnta amd To av xpnotpomolovpe VR
1M kat un VR péoa, epocov meplrapfavouy mpoypappa mepujynong pe Suvatommrta WebVR omwg smartphones

Ko tablet.

AuTo Tto API éxeL oxedlaotel e yvopova toug akdAovBoug 6toxous: Na pmopel va evtoTmioet TIG SLaBECIUES

OUOKEVEG ELKOVIKNG TPAYUATIKOTITAG, VA HOG EVIUEPWOEL YLK TIS SUVATOTNTEG TWV GUOKEUWVY KAl QQOV
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Stepeguvrioel TN B£om KAl TOV TIPOCAVATOALGHO TNG CUOKEUNG, Vo TIPORAAEL EIKOVEG GTN GUOKEUT UE TOV

KaTAAANAo puBuod kapé.

To WebVR API ekbétel pepikég véeg Stemaeg (0mwg VR Display, VR pose) Tov eTiTpémTouy oTIS EQApUOYES web
Vo TApouolalouv TEPLEXOUEVO OTNV EIKOVIKY TPAYUATIKOTNTA, xpnolpomowwvtas to WebGL pe tig
amapaitnteg puBUicELS TG KAPEPAS KAL TIG CAANAETUSPACELS TWV CUOKEVWV (OTIWG EAEYKTEG 1} point of view).
To API éxel oxediaotel yio va axoAovBel pia ovykekpuévn pebodoloyia, n omola eivat oA mapdpola pe GAAa
mapeppatikd API Web, 6mtwg to API Geolocation. Mmopel akdun kat va @Aogevioel e@apuoyés AR wg pHépog

Tou (8lov API, xapn o€ pa eméktaon mov ovopdletat WebXR.

& unity

Ewova 2.2 Noyotumo Unity

2.3. Unity Engine

H Unity elvat éva engine mpaypatikol xpovov, o omoiog avamtuxbnke amd tnv Unity Technologies kat
avakowwinke ya Tpwtn @opa tov lovvio tou 2005 oto Maykocuo Zuvédpio Ipoypappatiotwv e Apple
Inc. wg amoxkAelotiky punxavn moyvidiwv 0S X. A to 2018, to engine £xeL emektabel yia va vtootnpiéel 27
mAat@opues. To engine pmopel va xpnotpomomBel Kol yloo TIPOCGOUOLWOELS YIA TIG TIOAAEG TIAATQOPESG TOU.
Apxetég onpavtikeg exbooelg g Unity €xouv kukAo@oproel amd TNV KUKAo@opila NG, pue TV TeEAgvTaia

otabepn| ékSoon va eivain Unity 2018.3.9.

2.3.1. Unity Editor

Mapéyel évav all-in-one editor mou pmopsl va emekTelvETAl MOTE va TAPLAleL Pe TN pory NG epyaciag
Tapaywyns. Etvain mo StadedSopévn miat@opua avamtuéng VR kot mavw ato to 91% twv epmelpuwnv HoloLens
elvat amd to Unity. Eite mpokertal yia VR, AR 1} MR, pmopovpe va BactotoVpe 6To AKpws PEATIGTOTIOMUEVO
rendering pipeline tov Unity kat otig Suvatdtnteg Twv epyaieiwv tou Editor ywa va katactioovpe tnv XR

£€pya mov B€Aovpe va VAot GOV E SLVATA.

O Unity Editor pe ta moAAd epyadeio ou SlaBETeL, EMITPETEL TNV Taxeln emegepyaoio kKal emavaAnym twv
KUKAWV avamTung, cupmeptlapfavoprevng TG AELTOVPYIOG avaTapPaAYWYNS YO YPTYOPES TIPOETILOKOTIOELG

™G epyaciag pLag o€ TPAYHATIKO XPOVO.
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H Aettovpyia avamapaywyng Unity eivar éva amiotevta oxupd epyodelo avamtuing yua ypnyopn
emavaAnmtiky eneepyacia. Matwvtag to kovuti Play 0a sipacte péoa oto moayvidt pag, mailovtag kat
TIPOETILOKOTIOVTAG TTWG B pavel aTNV MAATPOPUA TNG CUYKEKPLLEVNG TEALKG KATAOKEVNG. QETOVTOG TN O€
maon Kol 0AAGTOVTAS TIG TIUEG, TAL OTOLXELX EVEPYNTIKOV, Ta CEVAPLA KOl GAAESG 18LOTNTES B umTopov e va
SOUUE APECWG TU ATIOTEAEGUATA. AV TIPOXWPNCOVE HEoA 0TO TaX VISt pog mAaiolo avd mAaiclo, Ba kKavou e

€VUKOAN ATTOGPOAUATWAT E TNV EYYEVT] EVowpdTwo tou Visual Studio.

0 Editor, o omoiog eivat StaBéopog oe Windows kat Mac, meplapfdvel pla molkAia @AKWYV TPpoG ToV
KOAALTEXVT epyaAeiwV YL TO OXESLAOUO EMBANTIKWV ERTIEIPLOV KAL KOGTHWV TTAYVISL®V, KaBmGS KAl Lo Loxupt

OUAAOYN £PYAAEIWV TIPOYPAUUATIOTOV YIX TNV EQAPHOYT AOYIKNG Ty VISV kKat gameplay vmAng andédoong.

To Unity vmootnpifel tnv avamtuén 2D kot 3D eUMEpL®OV KoL TAXVISLOV [LE SUVATOTNTES KAL AELTOVPYLKOTNTA
YL TIG CUYKEKPLUEVEG AVAYKEG HOG € OAOUG TOUG TUTIOUG Kat £(61. Méoa otig 2D eumeipieg, ) Unity emitpémet
™V eloaywyn Twv sprites kat evog tponypévov 2D renderer kocpov. T'a 3D epmeipieg, 1 Unity emtpémet
TpoSlaypa@ég cupTieon textures, mipmaps kat puOpiceEwvV avaAuon g yla KaBe TAAT@Oppa IOV VTTOoTNPILEL
1 Unxovy Tayvislwy Kat Tapéxel vtooTipién yia bump mapping, reflection mapping, parallax mapping,screen
space ambient occlusion (SSAO),5uVaUIKEG OKLEG XPTOLUOTIOLWOVTAS XAPTES OKLAG render-to-texture Kot post-

processing effects A png 006vns.

Emiong, meplapPavel epyaieio Al pathfinding 6mov eivat éva ocvoTnua TAONYNONG IOV HOG ETITPETEL VA
Snuovpyovpe NPC mouv pmopolv va kwnBolv £fumva yOpw amd tov koopo magyvidiwv. To cvotnua
XPNOLOTIOLEl TAEY AT TTAOT]YT|ON G TIOU ST LLOVPYOVVTAL QUTOUATA ATIO T YEWUETPLA TNG OKNVIG HLAG, T AKOPLO

KoL SUVOLIKA EPTIOSLA, Yo val tAAGEOUY TNV TIAOT)YT)OT) TWV XAPAKTPWV KATA TO XPOVO EKTEAEOTG.

Yméapyxouv kat ta Unity Prefabs, ta omoia eivat tpo-pubuiopéva avtikelpeva TayviSlov, Hag TapeXouV

QTIOTEAEOUATIKEG KOl EVEALKTEG POEG EPYATIALG.

O véeg pogg epyaoiag Prefab, emtpémouv va xwpiloovpe ta Prefabs o€ éva kokkwdeg emimedo. Auto pag & tvel
neyodltepn eveAiia, auidvel TNV TOHPAYWYIKOTNTA Hag Kot pag Sivel ™ Suvatdtnta va epydleote HE

QUTOTIETIO(BN oM XWPIG VA AVIOUXOVLE YL TNV TIAPAYWYT] XPOVOROPWV GOAALATWV.

0 pakpoTpdBecpog oTdOX0G NTAV OXL LOVO 1] VAOTIOMGN TNG LTTOGTHPIENG Yl TNV EUPWAla o, aAA& Kat 1
eTaveEETAON TWV powv epyaciag tou Prefab, wote Swapopetikd péAN TG ouddag va pmopovv va

emegepyalovTal TAVTOXPOVA LLE CUVETIELX KAL ATIOTEAECUATIKOTN T Tar Prefabs.

To evowpatwpévo cotnpa Ul pag emTpemel va SULOVPYOUHE SIETTAPESG XPTIOTN YPNYO PO KAl SLalobnTika Kot
KATAQEPVOULE VA eTTw@eAN B0V e amd Ty uTtootiplén Box2D kat NVIDIA PhysX yia e€alpeTikd peaALoTIKO Kot

vYmAn g anodoong gameplay.
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Mmopovpe va emekteivoupe tov editor pe ta epyaleia Tov XpelalOPacTe Yo va TAPLATEL HLE T pon} Epyaciag
™G OUASAG HaG. ANUIOVPYWVTAS KAl TIPOOOETOVTAS TIPOCAPUOCHUEVEG ETTEKTACELS 1] TIA{PVOVTAG OTLONTIOTE
xpewddpaote amd to Asset Store, To omoio SlaBetel XIAASeG TOpoUG, epyadeia Kot emekTdoelg o8nyel oty

ETILTAYLVVOT] TWV £PYWV HOAG.

‘Eva amod ta kaAvtepa epyadeia Tou vtdpyel oTo Asset Store yia va KAVOURE QUTOUXTOTIOUUEVEG AELTOVPYIES
xwplg oVTe pla ypapun kwdika, eivar to Playmaker 6mou pog mpoo@épel évav oxupo editor omTikwv
KATAOTACEWV OTNV epyaAelodnkn pag mov pmopel va Stacuvdebel pe déopeg evepyswwv 1 emektabel pe

TIPOCAPUOCUEVEG EVEPYELEG.

To Engine ev® eivatr katdAAnAo kat mo BoAkd ywx €pya evog atOHoL KAB®WG TTaPEXEL W Tio BEATIWHEVN
Swadikacia avamtuing eldikd ot @A TWV TPWTOTUTIWY, O8ev onuaivelt OtL Sgv umopolv va TO

XPNOOTIO} GOV KAl OUASEG TIEPLOCOTEPWV ATOUWV.

MmopoUpe va §olpe o€ TL epydlovtal Ta GAAa péAN ¢ opadag, akplpws to Unity Editor, 6Tov Ba mepvd to

HEYOAVTEPO PEPOG TOV XPOVOU O TIPOYPAUUATIOTHG.

2.3.2. Unity Particle System (ZVotnpa Teopatidinv)

To ZVotqua Zwpatdiov ™ Unity pag emrpémel va dnpovpyolpe e0koda vypd, cOvvepa Kot QAGYES,
SNULOVPYDOVTAG Kt {wVTAVEVOVTAG HEYAAD aplBpd pikpwv 2D ewdévwv otn oknvi. KdBe cwpatiSio €xel pa
TpokaBoplopevn Sapkela {wng, TUTIIKA Alya SevTepOAETTA, KATA TNV oTtoia PTopel va vTtooTel SLd@opeg
aAAayés. Apyxilel ™ {wn Tov OTav TAPAYETAL 1] EKTIEUTIETAL ATIO TO CVOTNUA owWUATSIwY Tov. To cuoTUA
EKTIEUTIEL CWUATISI 08 TUXAiEG BETELS HEoA OE pLa TIEPLOXT| SLACTHUATOG TIOV EXEL O o@Aipa, NULG@QIpLO,
Kwvo, KIBwTio 1} ototodfimote avbaipeto MAEypa. To cwpatidio ep@avifetal pExpL va TEAELWOEL 0 XPOVOG TOV,
oToTE aaipeital amo to cvotnpa. O pUOUOS EKTIOUTING TOV CLUCTHUATOS SEXVEL KATA TTPOCEYYLoN TOV aplOud
TWV CWUATIS WV TTOV EKTIEPTIOVTAL AVA SEVTEPOAETITO, AV KAL OL AKPLBELS XPOVOL EKTIOUTING TUYXAVOUV EAQPPWIG

Tuxaiag emTAOYNG.

H emidoyn tou puBpov ekmoum§ Kat TG HEoT G SLapkelag (wNS Twv cwpatiSiwv kabopilel Tov aplOpud twv
ocwpatdiov oy «otabepn» kataotacn (dnAadn, 6mou cupfaivel o BAvaTog TWV CWUATISIWY KAl TWV
EKTIOUTIOV OWUATISIwV pE Tov (5o puBpo) Kot Toc0o XpAvo To cUOTNUA XPELATETAL VIO VA (PTACEL GE QUTIV TNV

Katdotoon.

Ot puBuioelg ekmoptg Kol Stapkelag {wng EMMPEAJOVV TN GUVOALKY CUUTIEPLPOPA TOU GUOTIUATOG, AAAL Ta
UELOVWUEVA CWUATISIA HTTOPOVV ETTION G VA aAAGEOLY pe TV TTapodo Tov xpdvov. To kabéva €xel éva Stdvuopa
TNt IOV KaBopilel TNV KateBuvon Kol TNV ATTOGTAGCT] TTOU KIVEITAL TO CWHATIOW0 pe KGBe evuépwon
mAawoiov. H tayvtnta pmopel va aAAagel pe Tig Suvapels kot ™ BaplTnTa oV aoKovuvTal aTd To (5lo To

oVOTNUA 1} OTAV TA CWHATIO POVOKWVOUY YUPw aTtd pia {wvn aépa o€ éva Terrain.
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To xpwua, To péyebog kaLn TePLoTPoPN KABE cwpaTISIoV umopoly emiong va aAAGEOUV KaTd T SLAPKELX TNG
{wn¢ Tou 1 avaAloya e TNV TPEYOLoA TAYVTNTA Kivnong tou. To xpwpa meplapavel éva otolxeio GApa
(Slapavela), £ToL wote éva cwpatiSio va pmopel va eEaoBevel Babplaio peoa kat €&w amd v VTapén kat OxL
amAd va ep@avifetal Kot va e€a@aviletal amoTtopd. XpNoLULOTIOOUUEVT] 0 GUVSLACHO, 1] SUVAULKY TwV
owpaTISiwv umopei va xpnoomomBel yio TV TPocopoiwon ToAA®VY EI8WV PEVGT®V ATIOTEAECUATWY APKETA
meloTKA. Ta Tapddetypa, Evag Katappakmg UTopel va Tpocopolwbel xpnoomolwvtag éva AemTTd oxmua
EKTIOUTING KAL APTVOVTAS TA CWUATISIA VEPOU ATIAQ VA TTEGOUV KATW ATt TN BapUtnTa, EMITHXVUVOVTAS KAOWG

Tmyaivouv.

2.3.3. Unity Timeline

Me to Timeline, £xovpe TN SuvatoéOTNTA Vo gpyacTtoVpe in-context kol va emavoAapfdvoupe péxpL To
TePLEXOUEVO VA lval cwaTd. Elval éva toyupd, aAdd& @A kd Tipog To xp1ioth epyaieio, To omolo pag emLTPEMEL
va Snplovpynoovpe TAOVOLO TEPLEXOUEVO XPTOLLOTIOLWVTOS TA AVTIKEILEVA TOU TALXVISL0U, Ta KLVOUUEVA
oxé81a, Toug MXoUG, Ta owHaTISle KAl GAAa oTolxelon oknvig. AKOUN, KATAPEPVOUUE va oUVOECOULE,
XOPOYPAWOUHE KL EVOPXTOTPWOOVIE TIG KIVOUHUEVEG ELKOVEG, TIG KAUEPES, TOV X0 KAl omoladnmote dAAa
QVTIKEIHEVA TOU TaXVISLoU, v SNULOUPYNCOUHE TaXVTEPA TO TIEPLEXOUEVO XPTOLLOTIOIWVTAS Ui SlETaPY|
TOAAATA®Y oTadiwv y va "eUpoupe kKot amoBEcoupe” avTikelpeva katl va EAEYE0UHE KAl va EYYPAYOULE

KLWVOUUEVA OXESLA YL VO ST|ULOUPYT|OOVE YPNYOPX TTAOVGLEG OKNVEG.

Mapadoolakd, katd TN Snuovpyia aAANAETISPAcEWY AVTIKEPEVOL-TIAXVISIOV HE Ml TIOWKALX TOavwv
OTOTEAEOUATWY, KAOE amoTéEAETA ETIPETE VAL TIPOYPAUUATIOTEL. TOpa UTOPOVNE VA XPTOLUOTIO)GOVNE TO
Timeline yW@ va ovTIKATAOTCOUUE TOV K®MSIKA Yl TOAAA CEVAPLA, OTWG XPOVIKEG OAANAETUSPACELS
QVTIKELUEVOU-TIALXVLISLOV, Snutovpyia peTafacewv LETAED KIVOULEV®WY ELKOVWY, cUVBEDT cutscenes, cinematics

Kol akoAovBwv gameplay, Snuovpyia TpoTUTWV TTEPRIAAOVTOG OTIWG 0 KALPAG, 0 XPOVOG KAL OL ETIOXES.

Mag mapéxel T SuvatoTNTA KAUT akoAoubiag Kol xov O0Tws otnv enetepyacia Bivteo pue m xprion tTwv
£Eumvov kapepwv Cinemachine kot pmopolue va mpocBéocovpe e@e peta emefepyaciag kat tafvounon

XPWUATWV.

Emtiong, Snpovpyovpe ypnyopdtepa oknvég KOoUOV, emieSov Kat TepLdArovtog falovtag e akolovdin kat
avamopdyovtag oTolXElt OKNVNING HE OUUPBAVTA EKKIVIIONG KL UTOPOUUE Vo TPOCHECOUUE €PE OTIWG
@WTOLROAISES Kol cwUATISIX PaAK®V. OL EAEYYOL KIVOUPEVWV EIKOVWV TIOU KAVOULE XWPIG KWSIKA LOG ETTPETEL
Vo KOTaypaPoupe vEX 1] XPTCLLOTIOMN GOV LE TAL UTIAPXOVTA KIVOUUEVX OXESLA KL TA TOTIOBETNOTE EYKAlpwWS, va
puBuiocovpe, va BaAovpe oe Bpdyxo Kot va avapei§oupe SL@OPETIKEG AKOAOUBIEG KIVOULEVWV EIKOV®V KL VA

EPYAOTOVUE PE TOAAATIAOUG XOPAKTNPES/ AVTIKEILEVA TAUTOXPOVAL.
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Axoun, dnpovpyolpe kol SLXXEPIlONAOTE OKNVEG HE YPAPIKO TEPIBAAAOV XpMoTN HE TNV IKAVOTNTA VX
K&voupe petdPaomn amd to gameplay o€ cutscene kal Tiow, va EAEYEOUIE XAPAKTIPES TTOU SV elval TTaKTEG KAt
va avamapdéovpe Blvteo katNxo kal cwpatidia. MTopoU e Kol va ATTOKTICOVHE Eva VEO ETIITTESO EAEYYOL HE
to Timeline émov pag Sivel TANpN SnoVPYLKY EAgLBEpia KAL TNV IKAVOTNTA ETAVGNG TTPOPRANUATWY KATA TN

oUVOEDT TNG OKNVNG LAG KL TNV EVOPXT|CTPWOT] TWV GTOEIWV UAG.

Me autd, PTOPOUVHE VO XPTOLUOTIOU|OOVUE SLOPOPETIKA KOUUATIO YO VO ETNPEACOVHE SLXPOPETIKESG
CUUTIEPLPOPES KAl PUOUICELS, TIPOKELUEVOU VAL ATIOKTIICOVUE GAPT) EAEYXO TNG EVEPYOTIOINOTG Kol TNG Kiviiong
TOU avTiKelévou-mayvisiod mov puBuilovtag kabe avrtikelpevo TayviSlov HEUOVWUEVA OO €vav 1
TEPLOCOTEPOUG TUTOUG KOUMATIWV Kol {WVTAVEVOVTOG TG HOVASIKEG TAPAUETPOUG QVTIKELHEVOU Yl

ELKOVOYPAPNUEVA EQE EPAPUOLOVTAG TIOAAG KOUUATLA.

MTOpOUE VO OTOKTHOOUUE OTAWG TN OCUUTIEPLPOPA TIOU avalnTAUE XPNOLHLOTOLWVTAS GLVSVACTUOVG
TPOTIOTIOMTWV KAL V& Slatnpricove v Slaxeiplon £pywv TAKTOTOMUEVT UE OuaSOTIONOT), ETEKTAOT Kl
KATAPPEVOT] KOUUATIOV Kol EAEYXO GAAWV XPOVOSIAYPAUUATWY KoL VA ETEKTEVOUUE TNV SNULOLPYLKNY
elevBepia pe pooapuocipa Playables a@ol pmopolv ehkoAa HTTOPOUE VA ETTEKTEIVOUUE TN AELTOVPYIKOTNTA
touv Timeline ywa koAArtéxyves kot oxebiaotés. Ta playables emitpémouv Tnv avamTudn TPONYUEVWVY

CUUTIEPLPOP WV, AUTOUATOTIOMOTG KAL TTPOCAPUOCHEVWY GTOLXEIWV EAEYXOU.

MmopoUpe va ypnotpomotjcovpe ta Default Playables ywa ta cuvnBiopéva oevapla (cupmeplapfavopévwy
Twv LightControl, NavMeshControl, ScreenFader, TextSwitcher, TimeDilation, TransformTween, Video) kot

évav 081yo Avamoapaywyng yla va ETILITAYUVOUNE TN Snptovpyia 8lwv I8ewv.

2.3.4. Unity scripting
[Mpoxwpnuéva epyaieia Snuovpyiag Tpo@iA Kata@épvoupe va BEATIOTOTOMGOUUE GUVEXWS TO TIEPLEXOUEVO

oG KaB'0ANn T Sldpkelr TG AVATTTUENG UE To XAPAKTNPLOTIKG Tpo@id tng Unity. EAéyyxovtag av to
TeplexOpuevo pag eivat CPU 1 GPU, yla apd&Setypua, Kol EMONUAVOUUE EKEIVES TIG TIEPLOXES TTOV XpELdlovTal

BeAtiwon Ba pTtopov e £TAL VA TTAPEXOUE GTO KOO HAG LA OUAAT] ERTIELPLaL.

Enw@elobpaote kot amd Tig C ++ emibdoets pog pe tnv mhat@opua IL2CPP (Intermediate Language To C ++)

Tov avamtuxOnke amod tnv Unity pe scripting runtime Mono /.NET 4.6 / C # 7.3.

To vYmAr g atdS06M G TOAVVNUATIKO CUCTNUA LOG ETILTPETIEL VX XPTOLUOTIOW) GOV UE TIAT)PWG TOUG ETTEEEPYATTES
TOAAQTIAWVY TIUPNVWV XWPI§ Bapl TTPOYypAUUATIONO e Tpla vTocvotiuata, to C # Job System, To omoio Sivet
£va Ao @AAEG Kol eUkoAo sandbox yla Tn Ypa@n mapdAiniov kwdika, To Zvotnua Component Entity (ECS), éva
TPOTUTIO YL TN oVVTAEN KOS ko LYMAN G amdSoong amod TpoemAoyn kat to Burst Compiler, To omoio mapdyet

évav eEaPeTIKA BEATIOTOTOMIEVO EYYEVT KOSIKAL.
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To eEapetikd apbpwtod runtime g Unity Sivel T SuvatdtTa 0TOUG TIPOYPAUUATIOTEG VA SNULOVPYOVV
EAAPPEG KAL YPNYOPES EUTIELPIEG XPMOLLOTIOWVTAS TO Ypa@ikd TepBdAdov evog ektdoipov Editor movu

XOPAKTNPLovTalL WG AUECES EUTIELPIESG KAL ApETA TTOULYVISLAL.

Mag Sivel TOv €AeyX0 TWV XOPAKTNPLOTIK®OV TTOU B€Aoupe va cupmepAdBoupe, Ta oToia pag Sivouv TATpN
£€Aeyyxo Tou pey£Boug Tou xpovov ektédeons. Kal, pmopolpe va CUGKEUAGOUE TO TIEPLEXOUEVO TIOV XPELALECTE
ota HIkpOTEpa UeYEDN apxelwv xpnowomownvtag tnv texvoAoyia cvpmieong g Unity. To Zvotnua
Component Entity (ECS) Ttpoo@épetl amapdpidAAn amdS0oon Kol ETEKTACIUOTNTA. L€ Eva EVPV PAGHA CUCKEV MY,
UTIOPOVLE VX TIPOGPEPOVHE VPMANG TTOLOTNTAG EUTIELPIEG TTOV TNy aivouv oTtoudnTote Toug Xpelalopaote. Kat,
To Gueca oy vidia Tov SNULoVPYOVHE CHEPA EIVAL KATACKEVAGUEVA XPTOLULOTIOLWVTAG TNV (Sla TEXVoAoyla
ayung mov Ba TPo@oSoTNoeL aKOUA Kol 0 HEAAOVTIKA £pYa. OL TTPOYPAUUATIOTES AUECWV TIALY VLSOV UTTOPOVV

VO TIPOCPEPOVV AUTES TIG EUTIELPLEG XPTOLULOTIOLOVTAG EPYAAELR TIOU €XOVV OYESLAOTEL YIX VAL ETILTAXUVOLV TNV

TAPAYWYT).

2.3.5. Unity XR
Te 0Tl a@opd ta XR, to Unity vmoompilel 6Aeg Tig TeEAevTAIEG KAl HEYXAVTEPEG TIAATPOPUES LE EYYEVNIS

vmoopEn va elvatl mAéov StaBéoun ywa toug Oculus Rift, Steam VR / Vive, Playstation VR, Gear VR, Microsoft
HoloLens kat Daydream tng Google mpooeyyiovtag £€toL To eupUTeEPOo Suvato kowd.H eméktaoipudtnTa ToUL
Unity emtpémnel emiong oe omolovénmote third-party kataokevaa i) VAIKOU va avamtigel ta Sikd tov plugins
kot SDK. Agv Ba €xel OAQ Tat TAEOVEKTLATA TOU Aplota BeATioTomompévou pipeline, aAAG pmopolpe akoOp va
xpnoomowoovpe To Unity yio va dnpovpynoovpe pia epmetpio VR / AR. Ta16n Stabéoipa pooBeta tpitwv
meprapfavouv to SDK Cardboard yia Unity, OSVR, MergeVR kat Vuforia.

H mpotipmpevn mAat@dppa yio ™ dnpovpyia kivntwv epmelplov AR, o AR Editor Remote tov Unity emitpémel
VO XPT|CLLOTIO] GOV HE T (PWTOYPAPLKT] UNYAVT LLKG CUCKEUNG Yia va Tpafnigovpe SeSopéva 6Tov TTpaypuaTiko
kbéopo oto Editor, yeyovog mouv emitpemel va Sokipudlouvpe ypnyopa, vo emavodauBdvouvpe kol vo
Tepapatiopaote amevBeiag oTNV KWNTI OUOKEUN HOG XWPIS va xpewdletat va eykataisiovpe tov
emefepyaotn Unity Editor. Ymdapyet kat to Epyo: MARS mou eival pua eméktaon tou Unity mou mapéyel
Suvatdtnteg AR, Sivovtag pag m SuvatoTnTa va SNULOUPYOVUE EQAPUOYES TTOU OAANAOETIIEpOUV £EuTIVa [LE
0TIOLOSNTTOTE TIPAYUATIKO TIEPRBAAAOV, LE EAGYLOTN 1] U1 TIPOCAPUOGUEVT] KWSIKOTIOMGN. TNV VOOTPOTI o TWV
AUECWV TAUYVISLWV, SNULOVPYOVUE TTAOVGLO, GUECO TEPLeXOUEVO AR Kot eumelpieg ov elval LKpES, EAA@PES

KQLYPTYOPES.

2.3.6. Unity rendering
To rendering engine ¢ Unity o€ TpaypatTiKd XpOVo EMITPETEL EKTANKTIKI] OTITIKY TLOTOTNTA. YTOGTNpLlEL

TOAAXTAEG TIAXTPOPUES, OAAG eEakoAovBel va tapapével kovtd oto API ypa@k®v xaunAov emimédov Kabe
TAQTEOPUA TIOU UOG ETITPEMEL va EMWw@EANBolpe amd Ti§ teAevTaieg BeAtiwoelg GPU kat hardware 0mwg

Vulkan, i0S Metal, DirectX12, nVidia VRWorks 1) AMD LiquidVR.
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To Unity Tapéxel apKeTEG EVOWUATWHEVES AeLTOUPYieG rendering, oL oTioleg elval ApKETEG Yix TA TEPLOGOTEPX
mavidia. To SRP Ba pag emitpéPel va eKPUETOAAELTOVNE TIANPWS TN SVVaun TOu GVUYXPOVOU VALKOU KAl TWV

GPU ywpis va xpelaotel va ypdoupe ekatoppdpla Ypapupes KOSKa.

YTidpxel TEPLOOOTEPOG EAEYXOG YL TOUG TIPOYPUAUUATIOTEG a@OoV 1 SuvatoTtnTa pUBULONG TG Tapddoong oe
Unity amo C# scripts Ba pag emtpéPel va BEATIOTOTION|COVHE TNV ATOS00T Yl GUYKEKPLUEVO VALKO,
mpooapudcoupe TI§ Stadikaoieg amddoong oe Tapa TOAV WiKPO EMITESO avAAOY UE TIG AVAYKEG LG KL VX
€A£YEOUUE TIWG XPNOLULOTIOLOVVTAL 0L TIOPOL ATIOS00MG. MTIOPOUUE VA XPT|CLULOTIO) GOV E TOUG EVOWUATWHEVOUG
pipelines mov pag mpoo@épovtal va avamtuoupe Tov Sikd pag pipeline amdé v apxn 1 va apyicoupe va

TPOTIOTIOLOVLE £vaV ATO TOUG TapeXOIEVOUG pipelines yia va KaAUPouv TIG CUYKEKPLUEVES ATIALTIOELS LAG.

0 oto)06 Tov Lightweight Render Pipeline eival va mapéxel feAtiotomomuévn amddoon o€ TPaypuatikd Xpovo
0€ TTAATPOPIES LLE TIEPLOPLOUEVT] ATTOS0CT], KAVOVTAS KATIOLEG CUUPWVIEG OGOV AOPA TOV PWTIOUO Kal TN

oklaon.

To kowv6-0t0X06 Y To LW RP elvat 6tav BéAovpe va avamtifoupe o€ va eupl QACUX TIAATQOPUWOV KWV TWOV
mAspwvwy, VR kat otav Bélovpe va avamtuiovpe mayviSio e TEPLOPIOUEVEG AVAYKEG PWTIOUOV OE
mpaypatiko xpovo. To LW RP extedel povomAegupn amodoon eUmpos e Eva G OKLEG O TIPAYUATIKO XpOVO
KL CAPWOT] PWTOG AVA AVTIKEIHEVO HE TO TTAEOVEKTN A OTL OAQ TA PWTA CKLATOVTAL € EV LOVO TIEPACUAL. ZE
oUYKpLOM HE TV TIpoTyoUpevn amodoor Tov pipeline modaiol TOToL, 1) oTola eKTEAEL Eva EMITAEOV TIEPAGHLA
VA ELKOVOOTOLXEID (PWTOG EVTOG EVPOUG, 1 Xp1om Tov pipeline LW Ba gxel wg amotéAeopa AlyOTEPEG KAT|OELG
KA pwonge. Auto eivat 1§ Bdpog kamolag TpOchEeTN G TOAVTIAOKOTNTAG TwV shader Adyw TEPLOCOTEPWV PO TWV
ava §todo. To LW RP vmootnpiletat emiong amo to epyaieio Shader Graph, to omoio 6a mpoo@épel kamola

TPOCOETA 0PEAT] GO0V POPA 1 POT] EPYACLWOV cLYYpaPN shader.

To Shader Graph pag emtpémel va dnuovpyovpe e0koAa shaders, kaTaokevA{oOVTAS TA OTTIKA KOL Vo
BAETOVE TA ATOTEAECUATA OE TPAYUATIKO XPOVO KAl va SnUoupyoUpe Kol ouvSeoupe kOUPous oe €va
ypaenua Sikthou avti va ypagovpe kwdika. To Shader Graph avoiyetl to ed(0 yio KAAATEXVES KAl GAAX HEAT)
™G opadag, StlevkoAvvovtag T dnulovpyia shaders. ATAG cuvSéovtag KOUBOUG O€ Eva SIKTUO YPAPIK®V Kot
UTIOPOVUE VA SOUUE TIG AAAAYEG HAG AUECWS. MTIOPOVUE VO KAVOUUE TIPAYUATH OTIWS VA TPOTIOTIOW)COVE TN
Swadikacia pag emupavelakd, va TvAiovpe kat va {wvtaveyouvpue UV, va TPOTIOTION|COVE TNV ELPAVIOT] TWV
QVTIKELHLEVWV PLAG XPNOLUOTIOLWVTAS YVWOTEG AELTOVPYIEG pUBULONG EIKOVAS, VX OAAGEOVHE TNV ETILPAVELX TOV
QVTIKELHLEVOL paG HE BACT TANPO@OPIEG OXETIKA HE aUTO, OTWG 1 B€0M TOU GTOV KOGUO, OL KAVOVIKOL, 1
ATOCTAON ATIO TN EWTOYPAPLKY unyovhy KAT. Akoun, va puBuicovpe ypriyopa ta ypa@ikd touv shader oto
mAaiolo pag oknvig xpnotpomowwvrtag tov Embewpnti YAwv kat va polpactolpe Siktua kopBwv petadl

TOAAQTA®Y YPOAPNUAT®WY KAl XPNOT®V S1ILIOVPYDOVTAS VTIOYPAPT LATA.
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To TAaiol0 YPAPENUATWY PG SEXVEL TA ATTOTEALCUATA TWV EVEPYELOV UG KAOMG epyaldpacTe. Aev UTIApYEL
TEPI080G KATAOKELNG OTIOV TIPETIEL VA TIEPLUEVOUUE VO ETOLUATOVTOL OL XAAYEG. AKOUX Kol OL VEOL XPT|OTES

umopoVv amAd va apyiocouvv va elpapatifovral.

Ta epyaAeiat TPOCAPUOYNG KAL OTITIKNG HAG ETTPETOUV VA STILOVPYOUE KAAALTEXVIKA 1] AAA X ELSIKA £QE, OTIWG
OUOKEVEG BeppdtnTag, X1ovi kat ea@avions. To cvotnua Shader Graph éxel oxedlaotel yio va Aettovpyel pe tm
Agrtoupyla Scriptable Render Pipeline. Ot x0piot k6ppot ov Aettovpyolv pe eAa@pl cwAnva SlaxwpLopov
(LWRP) kat cwAnva vymars evkpivelag (HDRP) mepdapBdvovrtal ektds mAatsiov, pmopei va emtektabel yia va
OUVEPYAOTEL LE OTIOLOSTTIOTE TIPOCAPHOCUEVO AYWYO KATAOKELTG KAl Hag §ivel T SuvatdtnTa va opioovpe T

GUUTIEPLPOPA TOV TIPOCUPLOCHEVOL KOUPOL ameubeiag oto apyelio Shader Graph 1 péow apyeiwv HLSL.

To HDRP otoyeVel 68 UTIOAOYIOTES KAl KOVGOAEG LPMATG TEYVOAOYING Kot SIVEL TIPOTEPALOTN T OE EKTIATKTIKA
OTITIKG €€ VYNNG gvkpivelas. Eivat i8avikd yx ayvidia pe modtnta AAA, emiSel€els KAl EQAPUOYEG TTOU
EKTEAOVUVTAL 0€ CUOKEVEG oUUPBaTES (e To Compute Shader / GPU, 0Ttwg UTTOAOYLOTES KAl KOVOOAEG LE TIOAAQTIAG
KkavaAla. Ymoompilel 660 TNV eumpdodia 660 Kal TNV AVACTOATIKY] amO800T KAl XPNOLUOTIOLEL QUOLKS

PWTIOUO KL VAIKA.

0 oVYXPOVOG WTIOUOG TTALYVIS LDV KAVEL EKTETAUEVT] XP1IOT] TOU «TIAYKOGHULOU (PWTLEHOV» OTIOU 0 TAYKOGHLOG
PWTIOPOG elvat £vag 0poG TOU XPTCLLOTIOLEITAL YA VO TIEPLYPAWEL PLX OELPA ATIO TEXVIKEG Kol HaONUaTIKA
HOVTEAQ TIOU ETXELPOVV VA TPOCOUOLWOOLVV TN CUVOET GUUTEPLPOPA TOU PWTOG KabBwg avamndd Kot
aAANnAoemSpd pe Tov ko6opo. H mpooopoiwon Touv maykoouiov @wTiopol e akpifela eival TPOKANTIKNY Kot

umopel va elvat VTTOAOYLOTIKA SaTtovnpr).

E€aitiag autov, ta oy vidla XpnowoTolovV Wa GEPA TPOCEYYICEWV YlX VA XEPLOTOUV aUTOUG TOUG

UTIOAOYLGHOUG €K TWV TIPOTEPWYV, TTAPA KATA TN SIEPKELX TOV TTaXVISLOV.

Znv Unity, vtdpyouv 800 SlakekpIUEVEG TEXVIKEG SLABECLUES YA TIPO-UTIOAOYLOHOU TIAYKOGULOU PWTIOUOU

(Global Illumination), } avamménong @wtiopov. Autd eival ta Baked GI xat to Precomputed Realtime GI.

‘Otav xpnowomotovpe to Precomputed Realtime GI, €évog TpokaTAPKTIKOG UTIOAOYLOHOG QWTIOHOU elval N
Sadikacia vtoAoylopol TG avamdnons Tov E®WTOS YUPW ATIO TH OTATIKY YEWUETPIA HECA O (Lo KN VY] 6TO
Unity Editor kat v amoBnkevon autwv twv deSopévwv ya xprion Katd To xpovo ektédeong. Auth 1
Sadikaocia HeVEL TOV aplOpd TWV UTIOAOYIOU®MV QWTIGUOV TOU TPETEL VA EKTEAOUVTOL KATA TO XPOVO

EKTEAEOTG, ETUTPETIOVTAS PWTIGUO OE TIPAYUATIKO XpOVo, Slatnpwvtas TapdAAnAa ta interactive framerates.

‘Otav xpnowotmolovpe to Baked GI, ot Tapadociakég vPEG TOU WTOG SNpLoVPYoVVTAL EKTOG CUVEEOT G KATA
™ Sudpkela TG Stadikaciog mpoemegepyaciag. AUTEG OL UPEG, OTN CUVEXELN, UTIAPYOLV WG assets aTo TAaiolo
TOU £pyovu Kat 8gv pmopolv va TpomomomBolv katd to xpovo ektédeons. To Precomputed Realtime GI Sev

Snuovpyet otoyeia evepynTikov lightmap pe tov 810 tpoToO.
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Avt 'aqvtov, ta Sedopéva wTIopoy amodnkevovtal WG oTolElo PWTIoHOY SeSopévwv TOU TEPLEXEL TIG
TANPO@OPIES TTOU aTALTOVVTAL Yiot TN Snpovpyla Kot TV evnpéPwaon €vOG GUVOAOU PWTEWVOV ONUEIWY
XOUUNATG avdAvong SladpaoTikd, katd To xpovo extédeons. Ektdg edv 1 Zknvi pag €xel TPOETOUAOTEL KAl
BeAtioTomOmNOEl OWOTA, 0 XPOVOG TIOV ATIALTEITAL YA TNV 0AOKANPWOT AUTWV TWV UTIOAOYLOUWY UTIOPEL Vi

yivet vtepBoAikog.

MOALG pdBoupe kal €@QUPUOCOUHE UEPLKEG QTIO TIG TEXVIKEG, UTOPOUHE VvV emMw@eAnfolpe amd ta
TAEOVEKTHATA TNG XpNong tov Precomputed Realtime GI: ypryopot xpovolr emavaAnymg @wTIONOU, 1
SuvaTodTNTA TEPAPATIONOV TILO YP1Yopa KATA TN SlapKela TG Sladikaoiag @wTiopol Kat 0 avafpacpog oe

TPAYUATIKO XPOVO KATA TN SLApKELX TOV TIALXVISL0V.

H véa otoiBa petd emegepyaoiag Unity cuvdualel éva mATpeg oUVoOAO @€ elkOVAG G Evav eviaio aywyo HETA
™V emeEepyacio. Mmopole va cuvdudoou e ToAAG e@é o€ éva post-process pipeline kal éva mpokadoplopévo

asset-based oo SLPOPPWOTN G, KABLGTA EUKOAN TN Slayeipiom.

Mapéxel Ta ak6AovBa e@é: Antialiasing (FXAA, Temporal AA), Ambient Occlusion, [TpofoAég xwpov 00d6vng,
OuixAn, Babog mediov, OdAacoa kivijoewv, llpocapuoyn patiwv, Bloom, Xpwpatikn tagvounon, Xprjotng Lut,

Xpwpoatikn ektpom, Grain, Vignette, Dithering.

2.3.7. Unity Cinemachine
To ZVotnua é€utvng k&puepag Cinemachine pog Tpoc@EPeL T SUVATOTITA VA XELPLOTOVUE GELPES EAEYXOV OTIWG

£vag okNvoB£TNG pe Ta TTPONYUEVA EPYAAELN KAPEPAS, CUUTIEPIAXUPBAVOUEVWVY TWV PUOUICEWY TIPAYUATIKNG
KAUEPOAS KL VO KATAPEPOUUE VO GUYKEVTPWOOUUE QWTOYPAPIES HE EPPan oTnV KatevBuvaon TG TEXVNS, OxL

TIG AETITOUEPELEG EQAPUOYTG.

Axoun, Stvovtag otig €€umves kapepeg Cinemachine amiég 0dnyieg va akoAovbricouv 6Twg "akoAovbnate 1o
KEPOAAL TOU YapakTipa”, £T0L WOTE v aAAAEeL 11 KIVOUUEVT €lkOVY, 1 KaTtaypa@n pag Ba cuveyioel va
Aettovpyel cwota. Mepikd amd Ta SuvaTd XApaKTNPLOTIKA eival 11 AlaSikao Tkl TAALGIwoT OOV 1) KALEPX
OUVOETEL QUTOUATA T SPACT) E EAEYXO TG CUVOEONG KAl TO ATOTEAEG X VA ival TO YEYOVAG OTL puBuilet Eva
HeydAo aplBuo Slataewv, Kot akoun Kot 0Tov AAAGJOUHE TIG KIVOUUEVEG ELKOVEG, VO EYOUIE AKOUT TIG ANPELS
KaL ag €XouV dAAGEEL OL KIVOUUEVEG ELKOVEG, TOUG ElKOVIKOUG XEIPLOTEG KAUEPAG OTIOV (PWTOYPAPLKT] U)XV
akoAouBel autdpata tn Spaom Kot pag Sivel pupladeg eEAEyxous yla Tov TPOTIO [E TOV 0TTOL0 0L KAUEPES TIPETEL

va akoAovBrcovv ) Spao.

Axoun, éxoupe Post-Processing yla kaAdltepn €yxpwun moldnta kKabe APmng 6Tou 1 Ta§vounon xpwratwy,
efopoiwon @akwv, To fabog ediov - kat TOAAG dAAa - {ouv o€ kaBe AYm. Eav aAAddEovpe v enelepyaaoia, o
BaBuog xpwpatog aAralel pali kot pe tov Miktn APewv pmopov e va avapei&ovpe AMels Cinemachine oto

Timeline dnulovpywvtag animation kat 6Aeg oL UTTOAOLTIEG AgtTOLPYiEG B aakoAovBiGoLV.
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PuBuifovtag tig akodovBieg APewv pag kat ocuvdualovtag Ta yix v embuunty Sidpkela Ba Egovpe TV
opoAY] Kivnon ¢ k&pepag va Aettovpyei o Sevtepdiemta. TéAog, 1) Aettovpyia {oup avtdpata Oa AapBavel To
avTiKeipevo pe 1o owotd peyedog atnv 006vn o€ oevdpla 6oL oL BETELS TWV YapakTpwy Ba pmopolcay va
elvat petafAntéc H kapepa Oa pubuioel Suvapikd to {oup yia va e€ao@atioel dtLta Oépata eival to embuuntod
ueyebog 006vng, 6,tL kot va cupPel kat ta Takéta @akov Cinemachine pag emitpémouy va oploovpe pia Alota
AYATNUEVWY QAKWOV w6 eTIA0YEG dropdown TPOcOETOVTAG GUVETELX GTO £PY0 UAG, A@OU TEPLOPI{OVE T

E0TIAKA UNKY O€ Eva TIPOKABOPLoUEVO KLT.

2.3.8. Unity CAD

Méow tng ouvepyacsiag pe To Aoylopiko PiXYZ, v koAU tepn AVon ywx ) feATioTomoinon Twv Tplodldotatwy
Sedopevwy, pag TPpoo@EPeEL OAa 00 XPELA(OPNOTE YO VO ELCAYOUUE, VA SLOXEIPLOTOVUE KOl VX
BeAtioTomoujoovpue ypnyopa Ti§ peydAes ouvapporoynoels pag CAD oe Unity ywa épya amewdviong oe
TpAypatiko xpovo. To PiXYZ avaAapfavel ta Svokola ¢ eficwong dedopévwv CAD-prep, e§acparifovtag

O0TL 0Aa T apyela CAD pag eival Bertiotomompéva yia tv Unity, avedptnta amd tnv ymn.

To PiXYZ PLUGIN Zexdeidwvel ta Sedopéva pag CAD mapasdidovtag opoloysvng evomoinon otnyv Unity,
OUUTIEPAAUBAVOUEVIG TNG ELCAYWYNG LETASESOUEVWY, ETOLLA TIPOG XPT|OT) assets pe TEAELX povwpéva meshes
KOl UELWHUEVO aplOUo ToOAVYWVWwY pHécw autopatwyv LODs kat UV generation kat dueomn eloaywyny xpovou
EKTEAEONG, DOTE VA UTTOPOVHE VA AVOVEMVOUUE TIG PLOUNXAVIKEG EQAPUOYES AUECWS KABWG aAA&lovv Ta

Sedopéva oxediaong.

To PiXYZ STUDIO eivat pia Stadpactik e@apupoyn mpoetopaciog Sedopévwy ou pag Bondd oty elcaywyn
Kol peTatpotm Bapéwv kat cUuvBetwv dedopévwy 3D CAD o€ £tolpo mpog xprion meplexopevo peca otnv Unity,
va amhomoloVpe kat BeAtiotomolovpe Ta SeSopéva CAD ypryopa KAl ATIOTEAEGUATIKG, LE TIEPLOCOTEPOUG ATIO
120 wyvpovg adydpiBpovug, cupmeprapfavopévawv tng eEopdAuvvong, s SopBwaong tomoAoyiag CAD, tng
amodekatiopd kal g Tapaywyns UV kol oquTOUATOTOGOUUE TIS OUVOETEG £pyacies TPOETOLUAGIOG

Sebopévwv pe Séopeg evepyelwv Python.

To PiXYZ REVIEW eivat évag vymAng mowdtntag mpdypappa mpofoing CAD pe mponypéves Suvatdtntes
ouvepyaoiag ywx tnv avtaAdlayn kKol cAANAETISpaon UE E0WTEPIKEG OUABES, TTPOUNOEVTEG KAl TIEARTEG LE
ypriyopn ewoaywynq oUVOETWV OUYKPOTNUATWY He TPOoBacn o€ oAOKANPN v Llepapxia TpoldvTwy,
umooTpEn Y 0Aa Ti§ Kowég pop@eg CAD, ovpmeplappfavopévwy twv CATIA, NX, SOLIDWORKS kot JT kot

vmoompifet mAéov TG To StadeSopéves ouokevég AR kat VR ya emifAntikr) cuvepyaoia.

2.3.9. Unity developing tools
To Unity kataokevdlet pia oelpd amod epyareia, pnyxavikés agnostic VTNpecies koL LTTOSOUN TIOV ATTALTEITAL YLK

™ Snuovpyia TayviSlwy TOAAWY XPNOTWV KAl yia To omolodnmote emimedo kAipakag ywa Cloud-enabled

eumelpieg.
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Emiong, pmopodpe va Baclotolpe oe €AAOTIKEG Kol KALAKOUHEVEG AVGELS UTOSOUNG YLt UTOGTHPLEN
0TIOLOUSNTTOTE Tt VIS L0V O€ KAlpaKa, TTou @loeveital o€ éva Ttaykdopto Siktuo bare-metal kat cloud servers,
Vo TIOPEYOUHE TNV KaAUTepn epmelpia maiktn pe ™ Swayxeipion g @ogevovpevng Avong g Vivox yux
ouvopia pe @wvn kal Keipevo mov pmopel eVkoAa va evowpatwdel péow SDK 1 plug-ins kat Asttovpyel pe
OTIOLSNTIOTE UNXaAV] 1] TAATEOPU, VO OLAXEPLOTOVUE KoL EVOPXTOTPWOOUUE TNV UTIOSOUN HAG HE
evowpatwpévo matchmaking, cuvdéovtag Toug Taiktes pag pe Toug Topous Tou cloud kat va emw@eAnBovpe
ATO TOV AKOUTITO, ATOSOTIKO KWKo SIkTOwGNG Tov YiveTtal pntd ywa Toyvidia pe ypriyopo pubud. Eival
Slapaveg kat apBpwTd yla e0KoAN BeAtiotomoimon. ‘Evag acyxpovog xpovog ekTEAEON S SLAKOULOTWV aUEAVEL

NV amo6800T KAl TNV ATOSOTIKOTTA TWV SIHKOULGTOV TWV TIOUXVISLOV UG,

Ta Unity Teams pog emTpeMEL VA SMLoVpyooVpE padi Le To v SLaTnpov e va TIAT)PEG LOTOPLKO TOU £pYOU
LLOG KOl UTIOPOVE VX KAVOULE avaipesT) aAAXy®V Kal ETOVAPOPA GTLIG TIPOT)YOUUEVEG EKSOCELS AVAAOYA LE TIG
avaykes kat va efowkovopncovpe xpovo efopBoroyifovtag tov TpOMO pE TOV OTol0 SMuoupyoluEe Kot
SLavEpOUE KATAOKEVEG 0 0AOKAT p1) TNV opdda pag. Ot Collaborate Asttovpyieg StevkoAvvouy Tig opadeg Unity
va amofnkevouy, va polpdlovtal Kat va ouyxpovi{ouv To £pyo Toug He GRAAOUG. KAl va aveBAToue 0AOKAT PO
TO0 £pY0 HaG 6TO GUVVEPO, 0TOTE Snuovpyeital aviiypago ac@adeiag kat eival Tpoofacipo amd omouvdNToTeE
to cloud eival evepyomompévo, evowpatwpévo amevbeiag otnv Unity kat Exel pLot amAOTOMUEVT] POT) EPYACLOV

oV givat e0koAN oTn Xp1 o1, AVeEGPTNTA Ao TNV ToTIoOEGIOL.

To Cloud Build xaflotd amAd kot €0koA0 va STULOUPYT|COUUE KAl VA HOLPACTOVHE TG KATAOKEVEG TOU
TAXVISIOU PG, ZUYKEVIPWVEL QUTOUATA, AVATITUOCEL KAl SOKIUATEL TO TTayViSL Hag, OTE va UTTOPOVUE va
emavoddBovpe ypriyopa pe tnv opada pag. H gykatdotaorn Siapkel SevutepOlemta Kol AELTOUPYEL PE TO

UTdp)OV ATOBETIPLO EAEYYOL TINYT|G.

Me autopatomompéves pogg epyaoiag umopel kat Snuovpyel avtopata Sadikacieg(builds) oto avvvepo

XPTOLLOTIOLOVTAG ALYOTEPO XPOVO VLA VA SLOTNPT)COVLE,

TavToxpOVwS KATAOKEVATEL TIOAAL £pya O TOAAEG TAATPOPUES Yl TTOAAOUG TIEAATEG pE TN SuvaTtoTnTa
Heyebuvong kabwg SNUovpyoVE TIEPLOCOTEPES SLASIKATIES VIO TIEPLOCOTEPES TIEPLTTTWOELG. AKOUT, UTIOPOVE
va Stavépovpe Tavtol kabwe ol Stadikaoieg amodnkevovTal Kot A0EEVOUVTAL 0TO GUVVEQO EXOVTAG EVKOAN

KOLVT] XP110T] Kl avaTTuén Sladikaciav yia ta péArn tns opddag.

To Unity Cloud Diagnostics elval pla covita epyaieiwv mov vmootnpilovv to cloud mov pag BonbBovv
QVTIOPWVTAG OF TIPAYUATIKO XPOVO KATAQEPVOUUE VO KPATAUE TOUG XPNOTEG UAG LKAVOTIOUEVOUG KOl
eumAekopevous. Mag Bonbd va mapakoAovBoVpE TO TL AVTILETWTI{OUV OL XPTOTEG HAG, VA XTAVIAUE OF

avatpo@odotnon kat va Slophwvoupe ypryopa TpoApata.
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Kavel e0koAo yla HAG KAl TOUG SOKILAOTEG HAG VX CUAAEYOLV Kal Vv LOLPAlovTaL TIG ava@opesg crash kat
exception kat Ta oxOAl TTOL SNULOVPYOVV OL XPNOTESG, KATA TNV avaTTuén Kol HETG TV €KKIvNnom, KAl va

KPATOUV TOUG XPNIOTES LKAVOTIOLLEVOUG.

EKTOG amo TS ava@opes o@aAPAT®WY, AdUBAVOUUE KAl TIG TIPOTACELS TIOV TAPEXOVTAL ATIO TOV XP1ioTH, Ol
omoieg meplAapfavouy otiypdtua 080vng, amobnkevpéva oy vidix, Bivteo 1 otdnmote dAdo, yia va

Bonbnoovpe otn 810pOwom kal BeATiwoT TNG EUTIELPLNG TWV XPNOTWV.

EAéyxeL autopata ta crash kat ta exceptions pe TIG ava@opEg va GUYKEVTPOVOVTAL Kot va Ttapovoldlovtal oe
Tivaka epyodeiwv og TPAyUaTIKO XPOVO, WOTE va §{VOUHE TTPOTEPALOTNTA OTA {NTHUATA TOU EMNPEAJOVV

TEPLOGATEPO TOVG TIEAATES LA,

MmopoUe va ATOK T 00V E TTPOGRACT) O XPTCLUES TTAPO@OPieg IOV Ba poag BonBicouv va kK&voupe TaxOTepT
ATOGPOAUATWOT, CUUTIEPIAAUPBAVOUEVWV TWV LXV®OV 6TO{BAG, TWV NUEPOAOYIWV EVTOTILOHOU CPAANATWY, TWV
TIAT|POQOPLWV GUCKEVWY, TWV OTIYULOTUTIWV 000VNG KAl aKOUT KAl TWV TIPOCAPHOCUEVWY GUUBAVTWY TOV
opilou e Kol EVIHLEPWVOUAOTE HECW TWV EPYAAElwV TtoL xpnopomolovpe 61 (Email, Slack, Discord, JIRA kot
TOAAQ GAAQ).

To Unity Analytics pag Sivel yprjyopn kot e0koAn pdoBacn o€ oNUAVTIKEG TTATPOPOPIEG KAVOVTAG AVAAVCELS
0€ TpAyHaTIKO xpovo pe live-ops analytics ov pag BonBolv va BeATIWO0OUE TNV otKovopia pag oTto Tayvist

KOIL TNV EUTIELPLA TOV Ttk T,

[TANpeg oUVoAo AelToupylwWV TWVTAVOL XEPLoHoL (AVOAVOELS TAVISIWV & TAKTWY, XAPTES BepdTwy,
TapakoAovOnon embdécEWV) Yyl TNV TAPAaKoAoVONoN G SpacTNPOTNTAS TOU TAlKTN Kot OVTog
evowpatwpévo to dev vmtapyet SDK. Me to Data Live-Ops t¢ Unity, umopovpe va mapéxoupe tnv kaAUTePN
Suvatn eumelpia og kdBe cuokeun TpooapudlovTas TI pLBUicELS ATTOS00T G OE TIPAYUATIKO XpOVo. MTopolpe
VO TPOCAPUOGOUUE TIG TIPOGPOPEG LG VIO SLUPOPETIKA TUNUATA TIUKTWV Xwp(s avadiataén. Kat pmopovpe
VO TO KAVOUHE OAa amd €vav Keviplkd mivaka eAéyyou Operate mou poag divel mpoofacn oe O6Ax Ta

XAPAKTNPLOTIKA BEATIOTOTOMGTG.

Me tig Atopakpuopéveg PuBuioets, Sev xpeldletal va avakataveun0olpe o€ Eva KATAOTNUX EQAPUOY®V 1] VA
TEPLUEVOUPE EBSOUASES YL TOUG TIAKTEG VX EVILEPWGOLY TNV EQAPUOYT] HOG. MTTOPOUE VO TPOTIOTIO ]GOV LE
aueoa To ToVISL pag Yl Sla@opeTikd TUHaTa Talktwv. EmimAgov, ol Amopaxkpuoupéveg PuBuioelg
mepappavouy pa mpdobetn epappoyn Editor, wote va Eekiviiooupe ypriyopa kot e0koAa. Mmopolue va
TIXPAKOAOUOT|GOVUE CUYKEKPILEVEG CUUTIEPLPOPES TIXIKTWV 0TO Tatyvidt pag pe ta Standard Events, ouv pag
Sivouv ™ SuvatdTnTa Vo AGBOVIE YVWOT GYXETIKA E GUVOAA ETIUEPOVG CUUPBAVTWVY TIALKTWV TIOV oXeTI{ovTal
ue v emBifaon, Tnv €EEALEN, TV epumAok, T Snuovpyia €068wV KAL TNV TTAONYNOT) GTNV EQAPLOYT Hog. Me
To gpyaielo aviyvevong cupfavtwv oto Analytics, pTTOpoUUE Vo EQAPUOCOUVNE TUTIOTIONUEVES EKSNAWGCELS

XwPI§ KwSKO.
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Evowpatwpévn pe to Unity, n Sokiur) A / B pag emTpémel va KAVOUE TIG ATIOQATELG EVILEPWOT G TIALXVIS LWV
UE EUTILOTOOVVT UE BAOT TA OTATIOTIKG ATOTEAEGUATA TWV TIEPAUETWY pag. H Sokwur) A / B éxel oxeblaotel

vl va Asttovpyel doya pe tnv Unity.

To LiveStream odg Sivel T SuvatdTnTa Vot TAPAKOAOUVOOUUE TIPOCAPHOTUEVA CUUBAVTA TIOV EVAL OT|UAVTIKA
yla TV emtuXia TOL TALXVISIOU HAG, OTIWS O AVTIKTUTIOE TWV TTPOGPOPWV HAG AUECWS LETA TNV KUKAO@OpIaL.

Mapéxel e0KOAN KATAVONOT TWV EKINADCEWY LECW YEWYPAPLKNG XAPTOYPAPT|ONG GE TPAYLATIKO XPOVO.

To API e€aywyn g akatépyaotwv SeSopevwv pag Svel TAT P EAEYX0 TWV SIKWV pag SeSOUEVWV KAL TOV TPOTIOU
e Tov oToio Ta xpnoomolovpe. ‘Exovpe ™ Suvatdétnta va dnpovpyrocovpe to Sikd pag diavdo SeSopévay,
EKTEAECOVUE TIPOCAPHOCUEVA EPWTNUATA T} AKOUA KL CUVEEGOVE TA AKATEPYATTA SESOUEVH OTA Ay HEVA
HoG epyadeia emyelpnuatikig eveuiag. ‘Ola xwpis evowpatwon SDK. H EEaywyn akatépyaoctwv dedopevwy

HOG TTAPEXEL TaXVTEPT] KAl EVKOAOTEPT TTPOoPacn ota SeSousva pag.

To Unity Sev eival amAd éva pépog yx tn dnuovpyia mayviSiwv. Eivat emiong pla mAat@opua oty omoia
UTIOPOULE VA AELTOUPYTCOVE KoL VA STULOVPYT|COVHE £008a AT TO TIAYVISL HaG Yo va eEao@AAICOVE TN
OUVEXT] ETUTUXIN TOU TIPOCQEPOVTAS EVOWUATWHEVEG AVCELS YIAL TN HEYLOTOTIOMON TNG eMTUXNG HAG OTIWG

Stpnpioeig & IAP.

Me kA{paka kot akpiBela og 6AeG TIg TNYEG Stapnpiocewv n Evomompévn Anpompacia mpoo@épel ta vPmAdtepa
£0080 0TOUG TIPOYPAUUATIOTES, AVEEAPTNTA ATtd TO AV 0 Sta@npLldpevos Tpoépxetat amd v Unity 1) amd Evav
amd toug 40 GAAoug cuvepydateg (nong Mmopolpe va EVOWUATWOOOVHE QUOLIKA TUXOV HOPQES - OTIWG
BpaBevpuévo Bivteo, banners, mapevheTikd, eumAovTiopéva péoa, playables 1 akdpa kat AR - o€ gumelpieg
TAVISLOV TIHKTWOV Y@ v avénon twv amotedeopdtwv CPM. Me amAég pubuioels n evowpdtwon

Stapnuioewv anevbeiag otnv MAat@opua avamtuéng s Unity eivat edkoAn.

Axoun kat ta Tayvidia o ival XTIopEVA o€ GAAEG TAATPOPUEG HTIOPOVV ATIAA VA eVvowpatwBovv pe to Unity
Monetization 3.0 yia ) dnpovpyia Slatnpntikwv e666wv péow ¢ BeAtiotomoinong g Sidpkelag {wng Kat
™m¢ mponyuévng avdAuvong. To Unity SievkoAVvel v LAOTOMOT QyopwV €VIOG TNG EQAPUOYNG Kol
ETILPAVELAKWDV TIPOGPOPWYV OTO TALXVISL HaG, EE0LKOVOUMVTAS LOG OTUAVTIKEG WPEG EPYAT NG VW TTAPAAANAQ

Snuiovpyov e eplocdTEPA 5080

K&Be maikmng elval S1a@opetikos, duws oL TeEPLOcOTEPES AVOELS €iTE aVTIHETWTI{OUV GAOUG TOUG TIAIKTES TO
(610 eite otoyevouv pe Baon TG ouddes. Kabopilovtag toug 6TdY0US HaG oTNV apyf TNG KAUTAVIOG KOl
XPNOWOTIOLWVTAG TN SUVAMIKY TWWOAOYNON, UTOPOUUE VO HEWWCOUME TNV AVAYKN YA XELPOKIVNTES
BeAtioTOTOMOELS KAl va Slac@aiiocovpe OTL SamavoUe ATOTEAECUATIKA TNV emévduon pag Me Baon v
TIPOBAETIOUEV] CUUTIEPLPOPA EVTOG EQAPUOYNG o€ eTimedo pepovwpévou maiktn, to Audience Pinpointer
Slao@arilel 0TI TANPWVOLUE TN owoT T Y kabe maikt péow touv Suvapkov CPI (kbéotog ava

gykataotaon) Bdoel Twv oToOXWV BeATIoTOTOMONS.
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To povtédo pnxavikng uddnong g Unity xpnowoTolel amoTiunon o€ Tpayuatiké XpOvo Tov XproTh KaTd T
oTyun ™G VTToRoANG arthuatos Sta@nuong. O aAyoplOpos amo@acilel Yo pia Tpoc@opa yia Kdbe xprotn
Baoel atopkng amotipnong. To cVOTNUA EVIUEPWVETAL CUVEXWS HE BACT TNV TTPAYUATIKI] CUUTIEPLPOPA TWV

XPTOTMOV KOL TG TIPOTIUOELG EKATOUHVPIWY XpNOoTWV o€ OAN TV TAaT@Opua TN Unity.

MTopoUpe va TipowB1coupE TTAYVISIA 0TO XAPTOPUAGKLO TIALXVIS LWV PG KAL VX OTIOKTI|COVE EVKOAX VEOUS
Taikteg pe ™ AVom Cross Promotion. Elodyovtag Toug mailkteg ota dAAa oy viSia pag, emw@eAoVpacte amo
TNV AVayvopLoT TNG HAPKAG TIAKTN KAL TNV a@Oociwaon, e8Ik aTo (510 €80G apov emekteivoupe TV aia ¢
Cwns toug (LTV) oto xapto@uAdkid pag. ESotkovopolpe xpovo kal TOPOUG EKUETAAAEVOEVOL TNV EVXPTOTY
AVon tou Unity avti yix xpovoBopa ecwtepikn epyacia kat vtoatnpén. To Cross Promotion givat evkoAo va
eykataotabel 0TO TAPTAG aUTO-eEUTINPETNOTG Hag Kot Sev amatteital emimAéov SDK kal pmopolpe va Sovpe
OAQ TA ATMOTEAECUATA HOG KOL EVICYVOTE TNV EMITUXIN TNG KAUTAVIAG LE EENPETIKA AETITOUEPELS VAPOPES

auTto-eEuTNpETNoNG otov Tivaka eEAEyyou Advertizer.

2.4.Unreal Engine

UNREAL

ENGINE

Ewova 2.3 Aoyotuno Unreal

To Unreal Engine eivat pua pmyovn mouyvidio mov avantoxdnke amd toug Epic Games, Tou TapouoLdotnke
yla TpwTn @opd oto matyvidt Unreal tov TpwTou mpoowmou tou 1998. Av Kal apyIKd avamtuxOnKe yio
shooters TpwToUL TTPOOWTOUL, £XEL XpNoLUOTIOMOEL e emiTLX(O 08 SLa@opa dAAa €idn, 6TIwG stealth, TayviSia
nayns, MMORPGs kat dAAa RPG. Me tov kwdika ypaupévo oe C++, o Unreal Engine SiaBétet vymAd Badbud
@OPNTOTNTAS KaL eival Eva EpYAAE(D TTOU XPNGLUOTIOLEITAL GTIHEPA ATLO TTOAAOVG TIPOYPAUUATIOTES TIALYVISLDV,
KaBwg elvat StaBéopo amd v Tyn. H 1o mpdo@atn ékdoon eivat ) Unreal Engine 4, 1 omola kukAo@opnoe

To 2014.

2.4.1. Unreal rendering
To cVotpa anddoong oto Unreal Engine 4 eival éva oAokaivoupytlo pipeline DirectX 11 mouv meplapfavel

avafoAkn okiaon, TMAYKOOUIO @WTIONO, @WTIOHEVT] SLOPAVEL Kol PETA TNV emegepyacia, KaBws Kot

mpocopoiwon cwpatidiwv GPU ypnolpomolwvtag media SLavuopaTwy.
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Xpnoomolwvtag tnv avaaArdpevn okioon 6Aa Ta @wTa e@appolovtatl avactaitikd oto Unreal Engine 4,
o€ avtiBeon pe ™ Stadpoun WTIOROV TPOG TA EUTPOS oL Xpnotpotoleitatl oto Unreal Engine 3. Ta vAika
YPAQOUV TA XAPAKTNPLOTIKA Toug ota GBuffers kat ot pwtiopol Stafdfovtal oTig 81OTNTEG TOV VALKOU ava

£1KOVOOTOLYEIO KAl EKTEAOVV WTIONO pall TouG,.

YTapyxouv tpetg Stadpopes @wTiopov oto UE4, 6Twe N AN pwG SUVALKTY HE KIVNTA QOTA, HEPIKWG OTATIKY UE

OTATIKA @OTA KAL) TIAPWG OTATIKI LE OTATIKA QWTA.

Avta eival epyadela pe Sla@OPETIKEG EMAOYEG HETAEY TTOLOTNTAG, ATTOS00MG KAl LETABANTOTNTAG KATA TN
Stapkela Tou mayvidov. Kabe mayvidt pmopel va emideget mowa Stadpoun lvat n o KAtdAANAN yio TG avayKeg

TOUG.

Me Vv aktwvoBoAia va @wTileTtal kal va oKIG{eTal o€ £va HOVO TEPACUA TIPOG T EUTIPOS, SLa@aAilel ™)
owaoTn avapdn e AAAN SL@AVELR, KATL TTOU SEV ElVaL EPIKTO UE TIG TEXVIKESG PWTIOUOV TIOAAATIAWY KAVAALDV
KoL T VALK €xouv éva véo povtédo okiaong MLM_Subsurface to omoio mpoopiletal yio VAIKG 0Tiwg kepi 1

VE@PLTN TIOL @aivovTal adla@oavi}, AAAG 0 @WTIOPAG SLoKOPTITETAL HECK TOVG.

To UE4 vmootnpilel tnv pocopoiwon cwpatidiov oty GPU. Ta mapadociakd cvotiuata CPU emitpémouv
XAL&Ses cwpatidia og éva mAaiolo. H tpooopoiwon GPU emitpémel Ty TPocouoiwaon eKATovTadwy XIAdSwv

owHaTIS{wv KaL TNV amodoTikh Aettovpyia Toug.

To TiLo evSLa@EPOV XAPAKTNPLOTIKO TwV owpaTldiwv GPU, ekTOG Ao TNV ATMOTEAECUATIKOTITA TOVG, ElVAL TA
media Stavuopa. ‘Eva medio Stdvuopa givat Eva opolOpop@o TAEYHA TWV POPEWY TIOV EMMPEATEL TNV Kivnon
Twv owpatidiov. Ta media Stavvopdtwv TomoBeTtolvtal 6Tov KOGHO w¢ NBoToloVG Kat umopolv va
UETAPPAGTOVV, VA TEPLOTPAPOVV KL VA KAHAKwBOoUV 6Tiwg kabe dAdog nBomolds. Elval Suvapikés kot

UTopovV va HETAKLYNBOVV avd oo GTLypn.

‘Eva meblo pmopel emiong va tomoBet el péoa oto Cascade, meplopifovtag Tnv EMPPOT] TOV GTOV EKTTOUTO UE
Tov omoio cvoxetiletat ‘Otav éva cwpatidio eloeépyetal ota 6pla Tov medlov SlavuoUaTog, N Kivion Tov Ba

emmpeactel amd autod Kol dTav va cwpatidlo pevyeL amod ta opla 1 emppon tov mediov Ba eEaobevioel

Emtiong, To Unreal Engine 4 mapéxel Siapopa e@é peta tnv emeepyaocia yiax va emtpePel o€ KAOAATEXVES KAl
OXESLOTEG VA TPOTIOTIO}GOVV T GUVOALKT EU@AvIoT Kal aloBnon ™¢ oknvne. Mapadeiypata otolyeiwv Kot
amoteAeopdatwy meplappavouy avBnon (emibpaon avbnong HDR oe @wtewd avtikeipeva), amd@padn

TEPLBAAAOVTOG KL XAPTOYPAPTOT) TOVWV.

[Meptexel To @awopevo Ambient Occlusion ,mov eivatl pia eappoyn SSAO (Screen Space Ambient Occlusion)
kal Baoiletal eml Tov TMapovtog povo oto buffer fdBoug. Autd onpaivel OTL Ol KAVOVIKEG AETITOUEPELEG TOV

XG&ptn 1 ot opuddeg e€opdAvvong ev emmpedlovv Ta amoteréopata. Ta oAV YaunAd ToAL - TAEypoTa evEEXETAL
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Vo gR@avilovTal To YWVIHKA HE To @€ evepyomoupuevo. Xto UE4, 1 emibpaon e@appdletal povo ato

mepBaAAov, To omoio onuaivel povo yia to Ambient Cubemap.

To @awdpevo Ambient Cubemap e@apudlel pia vVEY KOPUOU GTO EWTIGUO 0AGKANPNG TNG OKNVNG. AuTh 1
emiSpaon eivat aveEaptntn amd ) 0€omn amd v omola avdfel Eva vVAko. H B¢on tou Beath, n TpaydtnTa TOU
VAKOU (Yl TIG KATOTITPLKES ETIIOPATELG) KAL 1] KAVOVIKT] ETILPAVELX TOU VAKOV Aapfavovtat OAa vtoym. Auto

ETIITPETEL ATIOTEAEOPATIKA Kol UPMAN G TTOLOTNTAG TIEPRAAAOVTA PWTIOUOV.

‘Exovtag to Bloom, tov eival éva @avopevo @TIopoU TpayUaTikoU KOGHOU, UTopEl va TpooBEaelL oe peydo
Babud oTov avTIANTITO peAAloUd pHLag TAPAYOUEVNG EIKOVAS OE Eva HETPLO KOO TOG attodoons. To Bloom pmopel
Vo TO0 §0UHE PE YUUVO pPATL 0Tav BAETOULE TIOAD @WTEWVA avTikeipeva mov Bpiokovtal ag TOAD) TLo akoVpo
@OVTO. AKOUX WTEWVOTEPA AVTIKEIUEVA TIPOKAAOUV Kol GAAa £@¢ (paBSwaoels, @wToBoAISES @akwV), aAAd
avTég Sev kaAUTTovTaL Ao TO KAaoLkd Bloom e@é. Emeld) ot 000veg (m.y. tTnAedpaon, TFT, ...) cuviBwg Sev
vmoompiouv HDR (vymAn Suvauikny euféieia), 8ev UTTopoUUE TPAYUATIKA v amodiSoupe oA @wTEWE
QVTIKEPEVA. AVT' qUTOV, TIPOGOUOLWVOVE TA ATIOTEAEoUATA IOV cuppaivouv oto patt (Bwpdkion vToyeiwy
ETILPAVELWV TOV aU@BANGTPoELd0oUg), dTav To WS ayyilel To AN (0kESAOT KATW aTd TNV ETLPAVELA TOV
@) 1 utpooTa amd TV Kapepa (YOAaKTwSeS yudAvo @iAtpo). To amotédeopa pmopei va unv eivat mavta
(PUOIKA 6WOTO, AAAG UTOPEL VO GUUPBAAEL GTO VAL UTIOVOT|OEL TN GXETIKI] PWTEWVOTNTA TWV AVTIKELEVWV 1] VO
mpocBéael peailopd oy elkdéva LDR (xapunAn Suvapikn meploxn) kat to €€ Bloom Dirt Mask xpnowomotel
LI V@T] YL VO @TICEL TNV AvON oM O€ HEPLKES KABOPLOPEVES TIEPLOXEG 000VNG. AuTO popel va xpnopomomOel

Yl v SNULOUPYT| GOV IE MLX KAPEPQA TIOAENOU, TILO EVTUTIWOLHKO £@€ HDR 1) atédeles kapepag.

Me TN TTPOCUPLOYT| TWV LATI®WV 1) TNV QUTONATN €KBEOT, TTPOKAAEL TNV AU TOUATN TIpOCAPUOYT TNG EKBEOTG NG
OKNVNG Yla v avaSTLLOUPYTGEL TO EPE TIOV TTHPATH PELTAL KAB WG TpocapudlovTaL Ta avOp@TIVa PATLO KATA
™ petdPaom amod Eva ewTEWO TEPLBAAAOV o€ éva oKOTEWVO TEPIBAALOV 1] TO AVTIOTPOPO KoL TO @ALVOUEVO
DWTEWVOG PaKOG elval pa TeXVIKN Tov BacileTal oy elkOvVa Kat SNULOVPYEL auTOHHATA EAGYX QAKODV KATA

™V TPOLOAT] PWTEVOV AVTIKEWHEVWV.

7

Akoun, M XapTOYypAENOTN TOVWV ETITPEMEL TN HUETATOTION 1 TNV TPOTOTOMON TWV XPWUATWV TNG
emeEepyaopévng oKNVNG v va aAAGEeL To TeEAkO amoTéAeopa. Autod umopel va xpnolpomowmBel yux
Snuovpyia e@é OTWG éva PIATPO oML, Ta P& XTUTNUATOS (SNA. Eva KOKKLVO (PANG) Kol TTOAAQ GAAQ KoL TO
e@¢ Vignette mpokaAel  peiwon mg @wtewotntag g rendered oknvig 600 aUEAVETAL 1] ATTOGTACT] ATO TO

KévTpo Tou Viewport.

2.4.2. Unreal Editor

To Sequencer Editor eivat to kivnpuatoypa@iko epyadeio emegepyaociag péoa oto Unreal Engine 4. O Sequencer

xpnowototel Sta@opa e€etdikevpéva Tracks Ta oTola XpNGLUOTIOLOVVTAL YL TOV 0PLGUO TWV OKNV®OV UAG.
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[IpocBétovtag SU0 KoppaTia okeAETIKWY mesh atov Sequencer kat émelta mpooBétovtag Trace Animation
vy va {wvtavéioupe autd Ta OKEAETIKA mesh kat tomobetwvtag pa Sladpour] kapepas Kat kopipata
KAUEPAS YIX VA SWOGOVHE LA TIPOOTITIKY Kol KUKAO avdpeca OTIG KAUEPEG KAl €XOVHE Ta Bepédia yia )

Snulovpyla HIAG KV HOTOYPA@IKHG akoAovBiag.

To Unreal Motion Graphic UI Designer (UMG) eivat éva omtikd epyadeio ovyypa@ns Ul to omolo pumopel va
xpnowomomBel ya ™ dnpovpyia otoxeiwv Ul 6mtwg HUDs, pevol 1 GAAx ypa@ikd Tov oxetilovtal pue
Stemaen Tov BEAOVE VA TTAPOUGLAGOV E GTOUG XPTOTES HAG. ZToV Ttuprva Tov UMG eival ta Widgets, Ta omoia
elval pa oEpA TTPOKATACKEVAGUEVWV AEITOVPYLMOV TIOU HTTOPOVV VA X PN CLUOTION B0V YA TNV KATAOKELT] TG
StemaEng pog (mpdypata 0Tws KoupTLd, TAaiocwx eAEyxov, pUOULOTIKA, YPAUUES TTPodSoy K.AT.). AuTtd Ta
Widgets exdidovtal oe éva e€etbikevpévo Widget Blueprint, to omoio xpnowomolel 600 KapTéAeg Yyl TNV
KATAOKELT, ) KapTEAa Designer emTpEmel TNV oM TIKY SLATAEN TNG SLEMAPN G KUL TWV BACIK®OV AELTOVPYLOV EVR

N koptéAa Graph Tapéxel T AettoupykoTnTa Tiow and ta Widgets ov xpnoipomoloVvial.

Me to cUotnua kivnong oto Unreal Engine 4 (UE4), Tou amoteAeital amd Siapopa Epyodeia kot Enegepyaotés
ZWYPAPIKNG, AVUULyvOOUV T OKEAETIKY TAPAUOPEWON TWV HATIOV UE TUPALOPPOOELS KOPUPWV TIOU
Bacilovtal oe morph yla va emtpéPouv TV TOAUTIAOKT KWVOUUEVT €lkOva. AuTd To cVoTnHa pPmopel va
xpnowomowmBel yix va yivel o peaAloTikn 1 kivnon Twv Bacikwv TaKTwv Tailovtag kat cuvsualovtag Tig
kovoepfec Animation Sequences, SNULOVPYWOVTAG EEATOUKEVUEVES ELSIKEG KIVIIOELG OTIWG KALLAKOOTAGLO KAL
Tolyoug xpnowomowwvtag Anim Montages, e@apuolovtag @Oopég 1 EKQEPACELS TIPOCWTOV HEcw Morph
Targets, HETACYNUATIOHOVG TWV 00TWV XPNCLLOTOLWVTOG TO LkeAeTikd EAgyyxo 1 dnuovpywvtag Aoyikeg
Kpatikés Mnyaveg mov kaBopifouv mola kKivoUpevn etkova Ba TIPETEL VO XPT|OLUOTIO GEL EVAG XAPAKTIPAS OE

Ha SeSopévn kataotao.

To Plugin Composure mov vmdapyet pali pe tov Unreal Engine 4 (UE4) pmopei va xpnoipomomBel ya va
uetatpéPel tov UE4 Editor pag o mpdypappa ovvBeong o€ mpaypatikd xpovo, To oTolo pag EMITPETEL Va
AVAUELYVOOUE VAKO TIoU Snplovpyeital amd TOV UTIOAOYLOTH HE TALVIEG TIPAYUATIKOU KOOUOU, OTIWG TAVIES
KOL TNAEOTITIKEG EKTIOUTIEG. ATIO TN SUVATOTNTA AVTIOTOXLONG TNG TTAPAUOPP WO G PAKOU KAUEPAG DOTE VA
elvatoe B¢on va tpoodilopioel ™ Sla@opd PLETAED TWV AVTIKEWWEVWY GTO TIPOGKN VIO KL TO (POVTO, 1) AELTOVpYin
Composure Asrtovpyel opola pe omolodmoTe GAAO AoYloUIkd oUVOEeONG, e TN HEYaAUTEPN Sla@opd OTL N
Composure KAVEL TO TTAVTA 0€ TIPAYHATIKO XpOVo evw o emegepyaotns Niagara eivat éva amod ta §vo epyaleia
TIOU UTIOPOUE VO XPNCLUOTIO|COVUE YA VA STIULOVPYTGOVHE KAL VO TIPOCAPUOCOVUE OTITIKA EQE HECU OTO
Unreal Engine 4 (UE4). [lpv amd to Niagara, o mpwtapyikdg TPOTOG Yyl va SNULOUPYNOOVLE Kal VX
eneEepyaotolpe omtika @€ oto UE4 vjtav va xpnowpomowjcovpe to Cascade. Evay to Niagara €yel moAAEG attd
TLG (81eg peBOSoUG YeIpLopoU cwpatTiSiwv Tov mpoc@épel To Cascade, 0 TPOTIOG LLE TOV OTOI0 AAANAETUSPAE

KoL SNULOVPYOUUE OTITIKG @€ pe To Niagara eivat oA SLapopeTIKag.

2.4.3. Unreal Sound Cue Editor
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To cVotnpa fxov amoteleital amo Sid@opa otoyeia, To kKabeva amo Ta 0TOlX CLUVEPYATETAL VLo VO TIAPAYEL
™V epmelpia fxov yia Toug maiktes. ‘0tav L0Ayou e Eva apXEL0 X0V OTOV KIVITHPA KL TO APT)COVUE O £val
emimedo, B £xouvpe apKeTEG EMAOYEG, OTIWG Ta Bacikd emimeda evtaong 1 kKAlong yia pvbuon, kabwg kat
TEPLOCOTEPES puBpiceLg AeTtToV GUVTOVIGHOV, OTIwG 1) e€acBévnon fixovu, 1 omoia kabopilel Tov TPOTO LE TOV

0TI0(0 €VaG X0 aKOVUYETAL PE BAOT TNV ATTOGTACT HAG ATIO TNV TIPOEAEVOT] TG,

Emitpémel emiong v kataokeun cVvOeTwv NXwv ne tn pop@mn Sound Cues kat tov Sound Cue Editor, ot omoiot
HOG ETIITPETOVV VA GUVSUAGOVHE TOUG NXOUG KABWEG KAl VA EQAPUOCOVUE TPOTIOTIONTEG TIOU ovopddovTal
KopBou Hywv yia va aAra€ovpe v ek €6060. H cupmepupopa g avamapaywyng xov opifetat oto Sound
Cues. O emegepyaotns Sound Cue eival évag emefepyaotng ov Bacifetal o€ KOUBOUG Kol XPTOLUOTIOLEITAL YIX
™mv gpyacia pe nxo. H €£0806 11xov Tou cuvdvacpov koufwv Tou dnpovpynBnke otov emegepyaotn Sound Cue

amofnkevetal wg Sound Cue.

2.4.4. Unreal Al

Ta §évipa cuUTEPLPOPAS Elvat Eva Loxupd gpyareio yia T Snpovpyia texvnTis vonuoovvng oto Unreal

Engine 4 xat eivat évag cuvbvaopog SUo tuTtwy asset, o Blackboard kat to Tree Behavior.

Elvait o8nyovpeva amo ta yeyovata kat amo@elyouv va SOUAED0UV TIOAU kABEe Kapé. AVTiva EAEYXOUV GUVEXKG
Qv EXELUTIAPEEL KATIOLX OXETIKT 0AAQYT, TA SEVTPA CUUTIEPLPOPAS ATIAWG TTAON TIKA akovV Yl "oupfdavta” Tou
umopoUv va TpokaAécouvv aAdayég oto Sevtpo. H apyttektovikn mou Paciletar oe ovpBdavra mapéxel
BeATiwoelg TO00 0TV AMOS00T 000 KAl OTNV EKOPUAPATWOTN. Q0TO0O, YA VX EMTWEPEANBOVUE ATO AUTEG TIG
BeAtiwaoelg, Ba TPEMEL va KATAVONOOUE T AAAEG Stawopés TG UE4 kal va SLapop@mooupe KatdAAnAa ta

SEvipa ocupTEPLUPOPAS LA,

Agdopévou 0Tl 0 KWSIKAG Sev xpeldletal va emavaAidBel 0AdkANpo To Sévtpo kGbe SevtepdAemTo, N amdSoon
elvat oAV kaAUTep. ‘OTav oTAloOVUE TIPOG TA EUTIPOG KAL TIPOG TA TOW TO LOTOPLKO EKTEAECTG TOU SEVTPOL
CUUTIEPLPOPAS YA v §10pOWMOOVE OTITIKA T CUUTIEPLPOPW, Elval LBAVIKO VO KAVOULLE TO LOTOPLKO Vi SelyveL
OXETIKEG AAAAYEG KoL v umv ep@avifovtat aoynpes. Xtnv vAomoinon mov Baciletal og yeyovota, Sev eivat
amapaitnTo va @ATPaplotolV doxeta Ppata mou emavadapuBdvovtal 6to SEvipo Kal emAEyouv v (Sla
CUUTIEPLPOPA OTIWG TIPLY, SLOTL AU TY 1) ETUTPOCOETN eMavAANYM Sev ETpeme TOTE va cUUPEl TNV TIPWTN BEO0.
Avt' auTtoV, povo aAdayég ot B€om eKTEAEON G 0TO SEVTPO 1] 0TS TIHEG pLavpoTTivaka ovaoia, kal eivat EDKOA0 Vo

Sei€el akplBws auTéG TG Slapopés.

To cvotnua Environment Query eivat éva yapaktnplotikd touv cvatipatos Texvntig Nonpootvng oto Unreal
Engine 4 yiwx ™ cuAloyn SeSopévwv oxXeTIKA e TO TEPLBEAAOVY, TNV ATTOGTOAT EPWTNUATWV HEGW TWV AOKILWV
KOL OTI] OUVEXELX ETOTPOPY €VOG OTOlElOU TOU Taplalel KAAUTEPA OTIS £pwTNOELS TIov TEONKav.To
MepBarrovtikd Query Testing System (EQSTestingPawn) eivat pia e€etSikevpévn katnyopia Pawn mov pag
Sivel ) Suvatdtnta va eAéyEoupe TL KGvouv TTpayuatikd ta Environment Queries pag. To akpieg ox€SLo tou

Environment Query upag 6a koaBopicel to péyefog¢ Kot TO oxfua Tou TL Snuiovpyeital, aidd Oa

37



QVTITPOOWTEVETAL TIAVTOTE WG EYXPWUES a@aipes. OL opaipeg mov Bpilokovtal ot XpWUATIKY KApaKa amd
TPAGIVO £WG KOKKIVO, UTTOSEIKVUOUV KATIOLO ETHTIESO AVTLOTOXLONG Yia TIS SLdpopeg Sokiuég Tov Ste&nxnoav
0To TiepBAAAov epwTNUG pag. OL umAe o@aipeg uTodelkviouy pa amotuyia 1) pia Sokiun TOTov boolean Tov

eméotpePe Pevdr.

2.4.5. Unreal physics
Me tn unxavn physics PhysX 3.3, To Unreal kateuB0Uvel TOUG UTIOAOYLOLOUG (PUGLKTG TIPOGOUOIWOTG KoL EKTEAEL

0A0VUG TOUG UTOAOYLOHOUG ouykpovoewv. To PhysX mapéxel ) Suvatdtnta va Tpaypatomolel akplpn
aviyvevorn olykpouong KabBws Kol Vo TTPOGOUOLWVEL TIG PUOLKEG AAANAETISPACELS PETAEY AVTIKEILEVWY GTOV
koopo. H vmapén @uowns oto mayvist pag 0a fondnoet o BeAtiwon g atiog epfamtions kabe oknvng,
kaBwg Bonbd Toug TAlKTEG v TIOTEVOUY OTL KAANAOETISPOVV LE TN OKNVI] KAl OTL 1) OKNVT] ATOKPIVETAL [LE
KdTmolo TpoTo.

Ot Responses oUykpouvong kat ot Trace Responses amotelovv ) Bdon ya To Twg 1 pnxovny xepiletal
oVYKpoUoT| KoL TN XUTEVGT AKTVOV KATAE TN Sldpkela Tou xpdvou ektédeons. Kabe avtikeipevo mov pmopel va
OUYKPOUOTEL TTapVEL £vav TUTIO AVTIKELLEVOU KAl LA GELPA ATAVToEWY ToU Kabopifouv Tw¢ aAAnAoemidpd
HE GAOUG TOUG AAAOUG TUTIOUS aVTIKEHEVWY. ‘OTay cupBalvel éva cupfav cuykpouong 1 eTtikGAvYmg, Ta Vo (1)
OA) QVTIKEIPEVA TIOU EPTIAEKOVTOL LTTOPOVV VA pUBULOTOVV DOTE v EMMPERLOLV 1] va eMNPed{ovTAal AT TO

KAeliSwpa, v emkdAvym 1 v adagopia petaty Toug.

Xpnowomowwvtag ta Traces (1] Raycasts) yla va piovpe pa adpatn aktiva Tov Bo aviyveloeL T YEWUETPLO
petady §Vo onpelwv KaL EGv XTUTNOEL TN YEWUETPLA, VA ETOTPEPEL AUTO TIOU XTUTHBNKE, MOTE VA KAVOUNE

KATL PUE QUTO.

Ymapyouvv Sud@opeg Slabéoipeg emAoyeg 6tav extelovpe éva Trace. MmopoUpe va ekteAéooupe éva Trace yla
va eAéyEoupe yl oUYKPOUOT HE OTOLASNTIOTE AVTIKE(HEVA OTIOU £XOUV ETIOTPEPEL QVTIKE(HEVA TIOU
xtummonkav 1 pmopovpe va ektedéoovpe éva Trace by Trace Channel 6mov omoloodnmote Avtikeipevo
XTOTNoe Ba emoTpEPel TIg TMANpo@opies xTumuatog €&v to Object €xel pvBuotel va avtamokpivetal

OUYKEKPLUEVQ 0€ £va ouykekpLpévo Trace Channel émov pmopel va oplotel péow Pubuicewv olykpouong.

Extd6 and ta Trace mov tpéxouv amd ta Avtikeipeva 1 amd to Trace Channel, popovpe va eKTEA£0OVE TO
Trace ywx va aviyvelooUpE HOVA 1) TTOAAXTAQ XTuTpata, 6mov éva Single Trace emoTpEPEL éva povadiko
ATOTEAEOHA XTUTNHATOG Kot €va Multi Trace emoTpE@PeL TOAAATIAQ ATTOTEAEGUATA TTOU TTPOKVTITOUV ATIO TO

Trace.

Me ta Traces, pmopovpe emiong va kabopicovpe Tov TUTO TNG AKTIVAG OV XproLloTotelTat T, pa gvbeia
ypouun, éva kouTti, pa kaova i pa o@aipa. Ot Trace Responses Aettovpyotv Baocikd pe tov (5o TpoTo Tov
Agrtoupyouv oL Responses oUykpouang, KTOS attod To yeyovog OTLTo (xvog (ray cast) pmopel va oplotel wg €vag
atd Toug TUToug Trace Response, EMITPETOVTAG £TOL GTOUG ACtOrs va TO HITTAOKAPOULV 1) VX TO ayvooUV [ Baon

T1§ amavtroelg Trace Tovg.
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Emiong, n NVIDIA mtapayel éva epyaleio mov ovopaletat APEX PhysX Lab to omoio pmopel va xpnowpomowm0Oel
yla T Snpovpyla kataoTpemtikwv meshes. Qotdoo, Oa pémel va onpewwdei 6tL onpepa o Unreal Engine 4
vmootnpilet pévo APEX Destructibles kat APEX Cloth. T'a va dnpovpyroovpe ototxeioa APEX Cloth amatteital
1N xpnon tov plug-in PhysX: Maxs / Maya DCC 1} To avtdvopo epyareio meprappavetat oto APEX SDK.

Kataotpédipot Actors mou pmopovv va dnuovpyndovv péoa oto Unreal Editor 4 ypnopomowwvtag Voronoi
e éva eviaio emimedo BdBoug. Ta kataotpe@opeva assets APEX pe mepliocodtepa and éva emimeda faBougn pe
™ Xxpnon woag Asttovpyiag Swa@opetikng amd Voronoi ywa ™ BOpavon Tou TAEYHATOG, TIPEMEL VA
Snuovpyovvtal emi Touv Tapdvtog oto epyactiplo APEX PhysX evw ta epyaisia Open World pog emitpémouv
VO TOTTOBETNOOVE OTATIKA TAEYUATH HECA OTA EMTESA LAG XPTOLUOTIOLOVTAG VAV AAYOPLOO UTIOAOYLOTY)
yla va kaBopioovpe TNV TOTOOETNON AVTL VA KAVOULE AU TO TO €PYO XELPOKIvNTA. AUTO pag Sivel T Suvatotnta
Vo ST)LLOVUPYTCOVE YPIYOPQA VA (PUGLKO TOTILO TIOU ATIOTEAEITAL ATIO TTOAAL SLOPOPETIKA €161 SEVEpWY, PUTWV

KaL 0apvwv.

‘Otav pddpe ya ta epyoieia Open World, piddpe yio ta 0o Sta@opetikd cvvoda epyaieiwv péoa oto UE4. To
0€T gpyaieiwv Tov xpnopomoloVpe e€aptdtal amd To Tt BEAovpE va oAokAnpwooupe. [Na Tapaderyua, eav
BéAovpe va Snuovpynoovpe éva extetapévo ddoog, tote B BéAoupe va xpnowpomonjcovpe to Epyadeio
Sladikacwv @UAAwV. Av Bédovpe va YELIOOUE TTUKVA TO TOTIO €8AWOVG IOV XPNOLUOTIOLEITAL 0 AQUTO TO

8Go0¢ ToTE B XPNOLHOTTOLOVCAE TO EpyaAEio XOpTOUL.

To Epyoadeto Procedural Foliage xpnotpomoleitat yia tnv Tpocopoiwon TEpAoTIwV SAowV IOV EIVAL YELATA LE
TOAAA SlopopeTikd €181 SEVTpwV Kal Bdpvwv. AuTto To gpyadeio Aettoupyel [le TPOGOUO lWOT) TOV TPOTOL UE
Tov omolo au&avetal To 800G KATA TN SLAPKELX TWV ETWV XPTCLLOTOLWOVTAS Ta fripata yo va kaboplooupe
T XPOVLIX avATITUENG. Z€ KABE Bripa TG TIPOCOLOIWONG, OL VEOL ELKOVIKOL GTIOPOL (PUTEVOVTAL OTO ETITESO YL
Vo ALToVpYyoUV wé TomoBeaieg yevwnoewv yia dAAoug Foliage Actors. AAAGovtag TiG Slapopeg emidoyég TUToL
@UA WV, 6TIwG To Spread, To MéyeBog kat Tig Pubpioeis IpotepatdHTNTAG, HTTOPOVE VA EMNPEAGOVLE TOV TPOTIO
ue tov omoio ot TVTOL PLAADUATOS eEaTAWVOVTAL Kol avTaywvilovtal Yia Ti§ BE0EIS wOoToKING HEoWw TOV

emmédou oto omolo £xeL TomoOetnOel o Procedural Foliage Spawner.

To epyadelo XOPTOU XPTOLUOTIOLEITAL YL TNV TTUKVY] KGALYT Tov €8A@OUG TOTIiOL e TPAyUaTA OTIWS YPaoidy,
AovAoVSLx Kot PiKkpovs Bpdxous. MTopoUE V& XPTOLLOTIO|COVIE TO EPYNAEID XOPTOU YLX VO OpPI{OOVE Eva
oTaTKO MAEYpa Tov Ba SnpovpynOel dTav £va TOTIKO GTPOUA TOTIHOU Eival {WYPAPLOUEVO OTO £6AQOG TOU
toTiov. AuTd To gpyaieio Sev xpnopoTolel kavéva eidog Tpocopoiwong 0Tw to Procedural Foliage Spawner.
Avt' auToV, amAwg yYepilel v kaBoplopévn Teploxn oty KaBoplopévn TTUKVOTNTA HE TO KABOPLoUEVO OTATIKO

TAEY QL.

To cVvomua Tomiov pag Sivel T SuvatdHTNTA VA SNILOVPYNCOVHE TO £80POG YIX TOV KOOUO Hag - Bouvd,
KOWMGBeG, avioa N KekALLEVa 8GN, AKOUT KoL aVOlyHaTa Yot 6TIALEG - KOl EDKOAQ VO TPOTIOTION|GOVE TOGO

TO oXNUA GO0 KL TNV ELPAVLCT] TOU XPTOLUOTIOLWVTAS [ OEPA epyaleiwvy. Me to cvotnua Instanced Mesh
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Foliage, pag emtpémnel va {wypagiovpe ypriyopa 1 va Slaypa@oupe cUvoAa ZTatikwv MIAeypdtwy yia Toug
TomkoV¢ Actors, GAAovug Static Mesh Actors kat yewpetpia BSP. Autd Ta HdTIot 6UGCWUATWVOVTAL AVTOUAT
o€ mapTideg Tou amodiSovtal pe T Xprion Tov instances VALKOV, TTPAYHA TIOU OTHAIVEL OTL TIOAAEG TIEPITITWOELS

UTTopoUV VA aoTUTIWO0UVV pe pia pdvo kAo kKApwong.

2.4.6. Unreal Level Streaming
Axoun, pe ) Aettovpyia streaming emméSov, pag KaBLoTd SuvaT T EOPTWOT KAl EKPOPTWOT TWV APXEIWV

XAPTWV 0T PV KaBwg Kat TV evaAAayn g TPoLoAnS TOUG KATA TN SIAPKELX NG AVATIAPAYWYNG. AUTO
KaBLoTd Suvatd Tov SLaXWPLOUO TWV KOGHWY OE IKPOTEPA KOUUATLA, £TOL (OTE PLOVO TA CYETIKA PEPT TOU
KOOV va avadapBavouv Topous Kat va amodidovtal o€ omolodnmote onpeio. EQv yivel cwoTd, quTo eMITPETEL
™ Snpovpyia TOAY pHEYAAWY, ATPOCKOTITWV TALXVISL®WV IOV UTIOPOVUV VA KAVOUV TOV TIAIKTH va aleBdaveTot

oav va Tailel péoa ae Evav KOO0 TIOU VIWOEL LKpOG o€ peyedog.

To streaming emmédwv pe tov TUTO streaming Blueprint pmopoVv va eleyxBolv pe evdtnteg streaming
emumedov, Blueprints 1 kwSika C ++. Autd ta emimeSa umopovv va @optwbolv 1 va ek@opTtwholv Suvapikd.
OL evaTtnTEG streaming emméSov KAvouv TOAV €UKOAN ToV éAeyx0 ToL streaming tov emuméSou. H 18a elvat ot
OL ATNOELG POPTWONG / EKPOPTWONG Y £va streaming emimeSo eKTEUTOVTAL PE BAOT TO AV 1) OTITIKY Ywvia
Bploketal péoa oe omMOLOVENTIOTE ATO TIG EVOTNTEG Sstreaming emméSov Tov oxeti{ovtal pe éva emimedo.
TUYKEKPLUEVQ, OL EVOTNTES streaming eTméSov umopov va xpnopoTotnBovv pe §Uo TpdTouG, 0To TayVisL, ot
evOTNTEG streaming emmMESOL TTPOKAAOVV (POPTWOT TWV EMTESWV OTAV 1) OTITIKY Ywvix TOL Taikn elval péoa

oTnV £vTaon Kol EEQOPTWVETAL OTAV 1 OTITIKY YwVvia Tou Taiktn ival eKTog ¢ EvTaomns.

Ytov editor, ol evOTNTEG Streaming eMIMESOV PTTOPOVV VA XPTGLHOTOMBO0VV Yla TNV TPOETLOKOTNOT TNG POT|G
Tou emméSoL e ™V auTopatn andkpumn / ega@dvion Twv emmedwy pe Bdon ™ BE€0m ™S EWTOYPAPIKNS
UNxavis Tou TPooTTikoL TPofoAnG. To streaming emméSov pe Bdon evotnTeg elval amAd oty xpron kot Sev

amaltel SECUEG EVEPYELWV, KABLOTWOVTAG TOV LBAVIKO TPATIO YIX VA EAEYXOUUE T POT} 6TO EmiTESO.

EmumAéov, eivat oAl o e0koAo ot Swatrpnon amd To scripted streaming a@ov 4Tav oL ATALTCELS YIX TO
oVUOTNUA EOPTWONG KAAGTOVY, 1] CUUTIEPLPOPA POPTWONG / EKPOPTWOTG EMITESOV PTIopEl v TpoTioTIo Ol

ATAG HE 0AAQYT) HEYEBOUG TWV EVOTHTWV streaming.

Ymapyxouv kat ta Hierarchical Levels of Detail 6mouv otnv amiolotepn pop@r toug, ocuvdualouvv
mpoUmapyxovteg Static Mesh Actors og évav Static Mesh Actor kot VAIKO, e ATPAKTOTIOMUEVESG VPES, VLo VO
HELWOOLV TIG KA OELG KA pwONG TIOV e TN oelpd Toug BonBovv otnv anddoor Tou Ttayvisiol pag. YapxeL éva
loxvpo cUoTNUa Tou pog Sivel T SuvatdHTNTA Vo 0piooVE TL TIPETEL v SnpovpynBel 6Tav Snuiovpyovpe

avtolg toug HLOD Actors.

Me ta otoiyeia Blueprint Spline ta omoia gival amAd S1a8popéS yia va 0ploOUHE KAL VO XPTOLUOTION|COULE

Sedopeva BEong. MTTOpoUE VA TO XPTOLUOTIOWCOVE YA VO LETAKLVT|OOVLE TOUG Actors (1] GAAa Components)
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0€ 0A0 TOV KOO0 1] va ToToBeToOVE o oelpd Actors (1] dAAwv Components) katd prjkog tou spline. Eivat
TApws eme€epydoua oto Blueprint Viewport kat otov Level Editor, pe tn Suvatémmta mpocdikng /
apaipeonsg / aviypaens onpeiwv Spline, aAdayng Twv £@antdpevwy TOTWY TOUG KAL AKOUN KAl TNG
euPriywon tous. EmmAéov, umopolyv emiong va emeepyaotolv pe ™ xpron tov Blueprint Construction Script,
AapBa&vovTag TIG TPOTIOTIOW oL IOV €ywvav oto Blueprint Viewport 1§ ato Level Editor, kat BeATLvovTag Toug
mepartépw.Ta Blueprint Spline Mesh Components €xet pa eVTEA®S SLa@OPETIKY TepiTTwon xprong. Avta
TAPAUOPPWVOUY £VA EVIAI0 OTATIKO MAEYUA KATA UNKOG piag o@nvag dVo onueiwv. Agv pumopovpe va
mpooBécovpe TTEpLooOTEPOUG TTOVTOUG Spline o€ éva otoleio Blueprint Spline Mesh, aAAd ta §Uo onpeia elvat

TATPWG eAeyyopeva péow Blueprints.

2.4.7. Unreal Matinee
To epyadeio kivoupévwy oxediwv Matinee apéyet T SuvatdTTa var {wvtaveVel TS 81Ot TEG Twv HBomo 1wV

He TNV mAP0oS0o TOL XPOVOU, Yla va SNULOVPYNOEL SUVUIKEG SLASPOUES TALXVISIOU 1) KLVIUATOYPAPLKEG EV
kwnoel. To oVompa Baciletal otn xprion €EelSIKEVUEVWV KOUUATIOV KIVOUUEVWY ELKOVWYV, GTIG OTIO(ES
UTTopoVE Vo TOTTOOETOOVHE Ta PACIKA KAPE YLK VA 0PI{GOVE TIG TILEG OPLOUEVWY LBLOTHTWV TwV HBoTowwv
oto eminmedo. O emefepyaotric Matinee eival TOPOUOLOG HE TOUG UM YPAUWIKOUG ETEEEPYAOTEG TOU
XPMooTolovvTaL Yl TV emegepyacia Bivteo, KABLOTMOVTAG TOV £E0KELWHUEVO LE TOVG EMAYYEAUATIEG TOV

Bivteo.

To Media Framework xpnowoTotel Sta@opa otoyeia yla va emitpéPet v avamtapaywyn Bivteo oto Unreal
Engine 4 (UE4). Ta Bivteo pmopolv va kabaplotovv, va tefovv oe tavon 1 va emavélBouv péoa oe éva
TepLovoLako otolyeio Media Player, kaBw¢ emiong kat va eAéyxovtal pécw C ++ 1) Blueprints Visual Scripting.
Eite B¢Aovpe pla emupavela oto emimedo pag va mailel éva Bivteo eite BEAov e va S ULOVPYN GOV E VA OTOLXEID
UI pe to UMG yla va Swo0VHE 0TOVG TIAKTEG TOV EAEYXO TN G avaTapaywyns Tov Bivteo, Oa mpémel TpwTa va

kaBopioovpe v IInyn [MoAvpéowyv £ToL woTe 0 MNXAVIOUOG VX EVTOTIIOEL TO TIEPLOVGLAKO LAG VALKO.

2.4.8. Unreal XR

0L eumelpieg emavinuévng TpaypatikOTTag kabiotavtalr A0 KOl TIO OTALTNTIKEG YIX EQOPUOYES
KW ULATOYPAPIK®OV Kol padlotnAeontikwv pécwv aAAd to Unreal Engine pmopel va Aettoupyel wg éva
ATPOCKOTITO KOUUATL TOV pipeline Ttapaywyng Bivteo a@ol KATAPEPVEL VA OGS KAVEL VO avaTTOHpAyoU lE Bivteo
Kal Mo emayyeApatikol emmédov {wvtavd, cuvBétovtag ta otov ekovikd 3D koopo amevbeiag, va
EQUPUOCOVUE €PE OTO eloaydpevo Bivieo amevbelag, OTWG XPWUATOYPAPIA, AVIIKATACTACN @AKOV,
S10pBwon XpWHATOS Kol TTOAAG GAAa, va cuyxpovicoupe To Engine pe Tov XpovoueTpn T Kat Tov pubpd kapé
Tou Bivteo €10080v pag, ywx va efaieiPoupe ta TpoBANpaTa Xpoviopol Kot va puBuicovpe Ti§ Tpo@odoaies

Bivteo amd To engine 1} amo TO TPEYXOV £py0 TALXVISIWV pag Ttiow oto video pipeline Tou oTovVTIO pag.

[Tavtoy vAomoinon elvat éva Bépa yo TNV TPAYULATOTOMON ToVISIWOV O TPAyPATKO ¥povo. la va

Snuovpynioovpe Tv PevdaicOnon Twv KvoUpevwy elkOVwy, Xpelalopaocte pubuod kapé TovAdaylotov 15 kapé

41



ava Sevtepddemto. Avddoya pe TV TAXT@EOpUa Kat to maxvidy, 30, 60 N axopa meploodTEPA Kapé avd
SevtepOAento pmopel va eivat o atdxos. I'' auvtd to Unreal Engine mapéxel moArég Aettovpyleg kat €xel
SLPOPETIKA YAPAKTNPLOTIKA atdS00MG TPOKELUEVOL va BeATioTOTOMOEL TO TIEPLEXOIEVO 1] 0 KWOSIKAG Y VX
emitevxOel 1 amattovpevn amddoon, BAEmovtag mov Samavdtal | amédoon. I'a To Adyo autd, pmopolue va
XPNOOTIOCOVE Ta gpyareiar Snpovpyiag mpo@d kwvntpa. Kabe mepimtwon eival Sta@opetikn kat

ATTULTOVVTAL KATIOLEG YVWOELG OYXETIKA [LE TA ECWTEPIKA TOV UALKOU KAL TOU AOYLGULKOV.

2.4.9. Unreal developing tools
Yto koppdatt Tov patching, omov 1 Swadikacia mepAapufavel cLVIBWGS VED TIEPLEXOIEVO TIOU AVTIUETWTIICEL

YVWoTa {nTipata 1 mou eMAUEL TPWTA onueia otV apxkn ékdoomn vmapxouvv Sid@opes pébodot yla T
Snuovpyia emSlopbwoewv, aAdd to Engine ypnowpomolel pia amd Tig Vo mpooeyyioels. M mpocéyyion
Statnpel Ta apyela amo v apykn ékdoon 1 Ta mponyoLueva patches, aAA& pooBétel éva Selktn oto véo
meplexopevo. H G&AAn mpooéyylon elval va pETOTPEPEL TO TEPLEYOUEVO OTNV OPXLKN] KOTOOKEUN

XPTOLLOTIOLOVTAS pLot SUASIKT] ELTIAOKT).

AwBétel kat éva ovotnua Replay, To omolo pmopel va kataypayel To gameplay yia petayevéatepn TpofoAn.
AvuTn 1 Aertovpyla givat StaBeoun o OAa ta Tty vidia, amd {wvtavd, Tayvisia yior ToAAoUG TTAUKTES TTOV
Ta{lovTal o€ ATOKAELGTIKOUG SLAKOULOTEG, o€ Tty vibla pe évav TaikTn Kot akoun kat o€ meptddoug Play-In-
Editor. Ze vymAd eminedo, To oo Replay Aettoupyel pe tn xprion evog DemoNetDriver yla v avayvwon
Se60UEVWV TIOV TIPOEPYOVTAL ATIO TO EVOWUATWUEVO CUGTN LA AVATIAPAYWYNS, TTAPOLOLO HE TO WG AELTOUPYEL
to NetDriver og éva {wvtavo, Siktuakd Tepaiiov mayvidlov. Akopa KL av €va €pyo Sev €xel Aettoupyia
TOAAQTA®Y TIALKTOV, OTIOLOSTTIOTE £PYO0 TIOL £XEL pUBOTEL YIot TNV avaTapaywyn deSouévwy eival cuppato

e To Replay System ywpig Tnv avdykn mepattépw Tpomomoinong.

0 tpob™OG pe Tov omoio autd cuvenaystal To DemoNetDriver mov SwafiBalel ta Sedopéva Sikthov o€ éva
Replay Streamer, to omoio xepiletat tn Stadikacio @ATpapiopatos kat amobrkevons twv Sedopevwv. Kata
™V TTpoBoAn pag emavdAnymg, to DemoNetDriver Oa éxel TpOcoaAcT 0€ OAES TIS TTANPOYOPIES AVATIAPAYWYNG
oL Ty SLBECIUES KaTd TN Sdpkela TG LwvTavn§ avamapaywyns (kabwe kat el8ikd edia eSopévwy Tov
£xouv oploTel WG ouvaEn Hovo yla eTavaANPELS) WOTE va UTTopoUV Vo avadtLloupyicouy Ta cUUPBAEvTa Tou

TaXVIS1oU amd auTd ta SeSopéva.

To framework UE4 katackevaletal pe Baon to mayvidt yia moAdols maiktes. E@oocov akoAovBolpe Tig
Baowég oupPacelg-mAaiolo, yeviKa Sev XpelAleTaL VO KAVOULE TIOAAX YL VO ETEKTEIVOUNE TNV ePTELpia EVOG
maiktn oto multiplayer. H Siktdwon UE4 Bacifetal oto povtédo Stakoputotn / meAdtr). Auto onpaivel 0TL Ba
UTLAPYEL EVAG SLAKOULOTNG TIOV E(vaL £YKUPOG (KAVEL OAEG TIG ONUAVTIKEG ATIOPACELG) KOL AUTOG O SLAKOULOTYG
Ba Slac@aiiosl 6TL 6AoL 0L GUVSESENEVOL TIEARTEG EVILEPOVOVTAL GUVEXWSG, WOTE VA SLXTNPOVV TNV TILO

EVILEPWUEVT] TIPOCEYYLOT] TOU KOGLLOU TOU SLHKOULOTH. AKOUN Kot Ta Tayvidia tov §gv cuvdeovtal o€ §iktuo,
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Yt LEHOVWUEVOUG TIAUKTEG €XOUV SLAKOULOTI]. TO TOTILKO UNYAVNUX eVEPYElL WG SLAKOULOTHG OE QUTEG TLG

TIEPITITWOELG.

To xapti 2D ato Unreal Engine 4 (UE4) elval éva cvotnpa Baciopévo o sprite yua t Snpovpyia vBptdikwv
maxviSiwv 2D kat 2D / 3D amokAEOTIKA HEca 0ToV emeEepyaoTh. ZTov Tupnva tou 2D elval ta Sprites (ta
omolia elvat éva Mapped Mesh Planar Mesh kat to oxetikd YAwko). MmopoUpe va emeiepyactolpe Ta Sprites
néoa oto UE4 pe tov emefepyaotr) Sprite kot va Snpovpynoovpe kwvolpeva oxédia factopéva o€ sprite e
Flipbooks (ta omoia animate pia oepd Sprites Sladoxlkd XpNOULOTOLOVTAG TAACIA KAEWSIWV Kl

kaBopilovtag pia Siapkela o€ TAXIOLX YO VO T ELPAVITOVE).

01 Distributions eivat pia opada TOMwvY edopévwy Tov TapEXouv gveAilia eMITPETOVTAG CTADEPEG TLUES,
Tuxaieg TIWEG €VTOG €VPOUG, TIMEG TIOU TAPEURGAAOVTAL KATA MKOG WIKG KAUTIUANG Kol TLUEG TIOU
kaBodnyolvtal amd TAPAUETPOUG. AUTAE YPNOLUOTIOLOVVTAL YEVIKA OTL LSLOTNTEG TWV CWUATISLHK®OV

OUOTNHATWV Kol TwV KOUBwv oto SoundCues.

H petakivnon N n petovopaacio evog asset oto UE4 agnvel évav Redirector otnv maAid tov B¢om. Autd eival
£TOL WOTE TA TAKETA TIOVU SEV (DOPTWVOVTAL QUTT] TN OTLYUN, OAAG AVAPEPOVTAL GE AUTO TO oTOLXELD, B E€Epouv
oV va Ta Bpouv ot véa Toug B€on. Emdéyovtag éva cloua ovopatoioyiog vwpis kat av pHelvoupe Pe auTo,

Ba amo@evyBoVv ToAAG atd Ta TpoAnpata Tov avtipetwi{ovtatl pe Toug Redirectors.

O Unreal Engine 4 épxetar pe 800 olokAnpwpéves peBdSoug TOU ETMITPETOUV OTOVUG aAvOPMOTOUS VA
OUVEPYAOTOUV GTA £pYA TOUG XPNCLUOTIOLWVTOS AOYLoUIKO eA&yxov €kboong OTtws to Perforce kat to SVN. O
£XeyxoG €kS00NG EMITPETEL GTOVG XPNOTEG TNG OUASAG UAS Vo HOLPAlovTal OTOLXEI Kal v K@WSIKOTIOLoUV
HeTA&) TOUG, KABWG KL VA TIAPEXOUV AVTIYpA@PA AG@UAEING KAL LOTOPIKO AAAAY WV, WOTE OTIOLASTTIOTE apXEl

VoL UTIOPOUV Vo LETAPEPBOVVY O P Ttadadtepn €kSoaom, edv KATL Sev TINYE CWOTA 6TO ap)Eio.

To Derivative Data Cache (DDC) amobnkelel Tig ek8O0EIS TwWV OTOEIWY EVEPYNTIKOU OTIS LOPEPEG TIOU
xpnowomotel n Unreal Engine otig MAaT@OpUeS TTPOOPLoHOV NG, o€ avtiBeon UE TIG HOPPEG TINYWV TOU

Snuovpyovv ot kaAALtéyveg o elcayovtal oto Editor kat amofnkevovtal oe apyeia .uset.

To meplexdevo mov eivat amobnkevpévo ato DDC eival Stabéoo oto 6TL pumopel mavta va avaysvvn el ava
Tdoa GTLIyUr] Xprolpomolnvtas ta dedouéva movu elval amobnkevpuéva oto apxeio .uset. H amobrikevon avtwv
TWV TIPOEPXOUEVWV HOPP®V EEWTEPIKG KABLOTA Suvath TNV €0KOAN TTPOGONKN 1| AAAXYT| TWV LOPP WV TIOV
XPNOWOTIOLEL O KLVITIPAS XWPIS va aTtaLTelTaL TPOTOTO Mo Tou apxeiov evepyntikol tpogAgvuong. Ta Studios
Ba mpémeL va xpnowomolovv kowoxpnoto DDC mou £xouv mpdofacn o€ OGAOUG TOUG XPNOTEG OF LA
OUYKeKPLUEVN ToTtoBEGio. Mg auTOV TOV TPOTIO, HOVO £Vl ATOMO TIPETIEL VA SNULOVPYNOEL TIS TIAPAYOUEVES
HOP@EG TIEPLOVCLAKWY OTOXElwV Kot Ba eival autopata SabBéoo ce OGAoUG TOUG GAAOUG XPTOTES.

[leplotaociakd Ba vdpyovv Taykol 6Tav xpelaletal  emeiepyacia Twv oTolElwV evepynTIKOY, aAAG Ta
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amoTEAETHATA ATTOBNKEVOVTAL KL HOLpAlovTaL AKOLT KL € Lo APKETE UIKPT] OLASA, 1) avTOAAXYT] EPYACLOV

emeepyaciog mEPLOVOLAK®V OTOEIWY PE QUTOV TOV TPOTIO Ba pELWaEL TO Xpdvo emeEepyaaiag.

2.4.10. Unreal Geometry Proxy
To oet gpyareiwv Geometry Proxy avamtiyxBnke wg évag TpOTog yia va auéoovpe tnv anddoon tov £pyou

Unreal Engine 4 (UE4) Statnpwvtag Tautdxpova v aAnBivni oldtnta touv €pyou pag. O otdxog tou epyareiov
Proxy Geometry givat va cupfdAeL otn pelwon Tov kGoToug ekTéAeong Tou Static Meshes kat Twv avtiotoywv
YAkov kat Ypaopatwyv. To epyadeio pecoddfnong yewpeTplag eMITUYYXAVEL AUTO GLVSVALOVTAG TIOAAATIAG
OTOTIKA HATLH KAL TO AVTIOTOL(X VALKA TOUG 0€ éva eviaio oTaTikd TAEYUa e Eva eviaio cUVOAD VPACUATWY
KoL VALK®V TToV €§akoAouBel va Talpldlel He TO apykod OXTHO OTATIKOV TAEYHATOG KL VO (PAVETAL AAAX UE
HEWWUEVO aplBud TpLlywVwVv. AUTO TO PHELWHEVO ATTOTEAEGUA LTTOPEL va XprioLpoTomBel WG VTTOKATACTATO YL
TNV APXLKY YEWUETPIO O TEPITTWOELS OOV 1) Sla@op& otV ToLOTNTA Eival gite amodektn eite O)L, Yl

TapASeLlypa SOUEG TIOU ATIEXOVV ATTO TNV KAUEPA.

To Epyaieio Geometry Proxy Oa Snulovpynoel emiong éva véo GUVOAO UQ®V TIOU QVTIOTOLXOUV 0TI VEX
Yewpetpia otatikov MALYpATo§ Tou Snuovpyndnke. Tnv TPpwTN @OpA& TOU TO CVOTNUA SLAKOULGTY|
uecoAapnong emefepydletal éva otolxeio yewpetpiag, pia kpuen pvnun shader oto vijpa tov mayvidiov
YEUI(EL, TIPOKOAWVTOG £Vt KOGTOG TNG ULAG POPAG. AUTO onpaivel OTL oL emakoAovBeg emavaAnPes (v
Tapdadetypa, aAAAlovTag KATOLX TIUPAUETPO KAL AVOLKOSOUNOT QUTOU TOU SIaAKOULeTY HEGOAGPBNoNG) pumopel
va eival oAy o ypriyopa. ‘OTav cuyKpiveTal HE TI UTIAPXOVOEG ETAOYEG TPITOU HEPOUG, TTapaTnpeiTal
BeAtiwon ToxvTTag 2 £€w6 3 POPES LLE AUTO TO VEO CVOTNHA OE LETPLA YEWUETPIKA CUYKPOTNLOTA XWPLIKWV

SLoTACEWY, 0AAG € TTOAV PEYAAT YEWUETPIX 0 XPOVOG OAOKAT| pwOT§ EIVAL TIAPOHOLOG.

2.4.11. Unreal Blueprints

To ZVotnpa Visual Scripting Blueprints oto Unreal Engine eival éva mArjpeg oevdpilo maxvidiot mov Baciletal
otV I8€a NS Xp1 oS Hiag Stacvvdeong mov Baciletal oe kOuPo yla va Snpovpynoel atotyeia mayvidiov péoa
atd tov Unreal Editor. ‘0mw¢ oupfaivel pe TOAAEG KOWVEG YAWOGEG SEGUNG EVEPYELWYV, XPTCLUOTIOLEITAL YO TOV

0pLoPO avTikelueVooTpa@wV (00) KAGCEWV 1] AVTIKELEVWVY GTOV KV THPA.

KaBwg xpnowomowovpue to UE4, cuxva Ba Slamotwoovpe 6TL Ta avTIKE(PEVA TIOU €XOUV OpLoTEl UE TO
Blueprint ava@épovtat xwplota we amAd "Blueprints”. To cOotnua autd elval eEalpeTikd €VEALKTO KaL LOXLPO,
KaBwg TTapEXEL TN SLVATOTNTA OTOVG OXESIAOTEG VA XPNCLULOTIOLOVV OUGLAXOGTIKA TO TIAT|PES (PAC A TWV EVVOLWDV
KOL TWV PYUAElwV TIOV elval YeviKd SlaBéaipa pdvo oToug Tpoypappatiotés. EmmAéov, n oxediaon Blueprint
mov elvat StaBéown oty epappoyqy C ++ ¢ Unreal Engine emITPpEMEL OTOUG TPOYPAUUATIOTES VX

Snulovpyovv cuocTiHata BAong IOV UTTOPOVV VA ETEKTABOVV ATIO TOUG OXESINOTES.

0 TPOYPUAUUATIONOG TOU TtaVISLoV Kat 6, TL xpnoomonOnke oto tapeAB6v to UnrealScript umopei akdpa va
QVTILETWTILOTEL pEow kKwka pe t xprion s C ++. Tavtodxpova, evw ta Blueprints Sev mpoopilovtal yia

avtikataotaon tou UnrealScript, efummpetolv moAAOUG amd Toug (Sloug okomoUg TOU XElploTnKAV TO
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UnrealScript, 6Twg, N eméktaon TaEewv, amoBNKeEVON Kal TPOTOTOMON TWV TPOETAEYUEVWV LELOTHTWY,
Slaxeiplon amelkoviong (.., CUCTATIKA oTolXEla) yia TiS kAdoels. H tpoodokia eivat 6TL oL TTPOYpAUUATIOTES
Tou TayviSov Ba Snpovpyricouvy katnyopies Baoewv mov Ba ekBETOLVY Eva Xp1ioLILo GUVOAO AELTOVPYLWOV Kal
(5l0TTWV TIOLU UTIOPOVV VA XPNOLUOTION|GOUVV KAl va €TtekTeivouv Tta Blueprints améd autég Tig Baocikég

KaTnyoples.

Ta Blueprints pmopolv va eivat évag amo Toug S1a@opoug TUTIOUG TTOU £X0UV T1| SIKI] TOUG CUYKEKPLUEVT XPT|0T|
amd ™ Snpovpyia VEwv TUTIwY e cuUPAVTA OE eTITESO SECUNG EVEPYELWY, £WG TOV 0PLOUO SlEMa@wy 1
HOKPOEVTOAWV TIov Bt xpnopomomnBovv amd dAAa Blueprints. M kAdom Blueprint, cuxvad cuvtopevpévn wg
Blueprint, eivat éva asset Tov EeTITPEMEL GTOUG SNULOVPYOVS TEPLEXOUEVOU VA TIPOoBETOLV €VKOAX
AELTOLPYIKOTNTA TIEPA ATIO TIG UTIAPXOVOEG Katnyopies TouyviSioV. Ta Blueprints dnuovpyolvtal péoa amnd
tov emefepyaotn Unreal omtTikd, avil pe Tnv MANKTIPOAGYNON KMOSIKA Kol amoBnkevovtal wg OTOLXEln
EVEPYNTIKOU € £va TIAKETO TEPLEXOUEVOU. AUTA OVCLAGTIKA 0pi{ouV pia vEa KAGo™ 1] TUTIO Actor TIov pTopel
0TI OUVEXELX VX TOTIOBeTNOEl 08 XAPTEG WG TIEPLTTWOELS IOV CUUTIEPLPEPOVTAL OTIWG OTIOLOCONTIOTE AAAOG

TOTOG Actor.

‘Eva Blueprint povo yu 8edopéva eivat pa katnyopia Blueprint ouv mepiéxet pdvo tov kwdika (e ) popen
YPUPIK®V KOUPBwWV), TIG LETAPBANTEG KAL TA GTOLXELX TTOU KA POVOUNOE ATIO TOV YOVEQR TOV. AUTA ETILTPETOVY VAl
TpOoTOTOMBOVV KL VX TPOTIOTIOMNB0UV QUTEG 0L KA POVOUOV HEVES IBLOTNTES, AAAG €V uTopolV va tpoatefolv
véa otolela. AUTA elval OVCLACTIKA AVTIKATACTACT TWV OPXETUTIWV KL HTIOPOVV VA XpnotomTomBoly yia va

eTILITPEYOUV GTOUG OXESIAOTEG VA TPOTIOTIOW|COVV TIG LBLOTNTES 1] VX 0p{00VUV aVTIKEILEVA IE TAPUAAAYES.

To Blueprint povo yia deSopéva emefepydletal oe éva oUvBeTo MPOypappa emesepyaciag (SLOTHTWY, aAA&
umopel emiong va petatpanel oe AN PN Blueprints pe v amirn poodnkn kwdika, LeTABANTWV 1) oToLKElWwV
Xpnoomolwvtag Tov mANpn enegepyaotn Blueprint. To Level Blueprint eivat évag €€eiSikevpévog TOmOG

Blueprint mov Agttovpyel wg yeviko emimedo TAATQOPUA YEYOVOTWV.

Ka&Be emimedo Tou £pyovu pag €xet o 8ikd tou Level Blueprint tou SnpuovpynOnke amo mpoemiloyr) kat pmopel
va enefepyaotel péoa otov emefepyaotn Unreal, wotdco Sev eival Suvatn n Snuovpyia véwv emmeSwyv
Blueprints péow ¢ Stemapng editor. Ta yeyovota mou a@opolv To €MIMESO WG GUVOAO 1] GUYKEKPIUEVES
TEPIMTWOELS TwV HBoTOolWwV péca 010 eTieSO, XPNOLLOTIOLOVVTAL YLA VO TTUPOSOTI|GOVV AKOAOLB{ES EVEPYELWDV
LE TN HOPET AELITOVPYLWV KANOEWV 1 AelToupylwv eAéyxou pon¢. Emimedo Blueprints mapéxouv emiong éva
UNXaVIoHO €EAEYXOU YL To eTimeSo por¢ kal Matinee, kaBws kal yix v 8€copevon Twv YeyovoTwy o€ Actors

Ttov ToTofeTOVVTAL 0TO ETLTESO.
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3. Aopn) TG e@appoyr¢ Point Blanc - Eykatactaocn Unity

3.1.Aou1) EQAPLOYIG

H Baowm Soun g e@appoyng amoteAeital amd 4 oKNVES :

3.1.1. Xknvi) apxtkov HEVOV

Ewova 3.1 Mevou Pointy Blanc

3.1.2. XknVvég emméSov

Ewova 3.2 Eninedo eknaidsuong
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Ewova 3.3 MNpwto Eninedo

To mpwTo eminedo ato omoio Ba Bplokodpacte Tavta, Ba eivat To enimedo TUTORIAL, ywa va pag eEnynfovv ot
TPOTIOL PE TOVG 0TIol0oVG TaeTal To Talyvidl ‘Emeita, odnyovpaote o€ éva emdpevo emimedo. H oxnvn

ETITMESOV EIVUL ETEKTAGLUN KAL ETOL UTIOPEL VO TIEPLEYEL OTIOLOVONTIOTE PO ETIITIES WV.

3.1.3. Tknvi fTTOg

RESTRART

Ewkova 3.4 MevoU Htrtag

H oxnvn NTTag pag mapovotaletal 6tav mAnpel o maiktng Tig TpoUTohETEeLS yia va xdoel. Mag emITpEmeEL va
Eavarnpoomabdnoove To emimedo oto omolo xaoape, pe to button RESTART, eite va odnynbovpe oto apyikd

uevoL av Sev Bédovpe va taiovpe GAAo, pe to button MENU.
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3.1.4. Xknv1) vikng

=IMULRATION
FINISHED

MEMHU

Ewova 3.5 Mevou Nikng

[Mapopoilwg, 1 oknvn vikng Ba pag mapovolaotel 6Tav viknoovpe to Tayvidt. Kat edw, To button MENU, pag

o8nyel 0T0 apykO pLeEVOU.

3.1.5. AELTOVPYIKA CUGTIHATA KAL ATIALTNOELS ovoTHHaTto Unity
Windows - Windows 7 (SP1+) kxat Windows 10, 64-bit versions povo.
macOS - High Sierra 10.13+.

Linux - Ubuntu 20.4, Ubuntu 18.04, xat CentOS 7.

3.1.6. Eykataotaocmn Unity Hub

Mapakdtw emeEnyolpe TwG va eykataoTiicovpe To epBdAiov Unity Hub, To omoio pag emitpémel va
Snuovpyovpe kat va Saxelpliopacte ta Unity projects pog, va eykaBLoToUE TIG TEAEVTAIEG EKEOTELG TOV
Editor kaBw¢ kat emmAéov components kaBwg Kat va avtAoUpe £Tolpa tutorial projects, Snpovpynuéva amo
To community tov Unity, yia ekpdOnon kot e€doxnon. I'a va kateBdoovpe to Unity Hub, mnyaivoupe atnv
lotooeAiba tov Unity (https://store.unity.com/download?ref=personal), amodexdpacte ToUG OPOULS KAl
Tatdpe 0to Koupti katéBaopa Unity Hub.
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https://store.unity.com/download?ref=personal

Unity Personal

Download Unity to start creating today and get access to the Unity platform and ecosystem

- your one-stop solution for real-time content creation.

Accept terms

By clicking, | confirm that | am eligible to use Unity Personal per the Terms of Service, as | or
my company meet the following criteria:

Do not make more than $100k in annual gross revenues, regardless of whether Unity Personal is being
used for commercial purposes, or for an internal project or prototyping.

Have not raised funds in excess of $100K.

Not currently using Unity Plus or Pro.

If you are not eligible to use Unity Personal, please click here to learn more about Unity Plus and
Unity Pro.

Ewova 3.6 lotooeAida eykatdaotaong Unity

€ Unity Hub 243 - a X

< unity o op

@ Projects Projects ADD m

®  Leamn
Project Name Unity Version Target Platform Last Modified Q

&% Community

unity-fv-ip-starboss-master

C:\Users\DIMITRIS\Documents\unity-fr-i...  2019.4.21f1 Current platform 3 months ago
Unity Version: 2019.4.21f1

= Installs

Project Pellet 3 (1)

C:\Users\DIMITRIS\Documents\Project ... 2019.4.7f1 Current platform amonth ago
Unity Version: 2019.4.7f1

Project Pellet 2

C:\Users\DIMITRIS\Documents\Project ... 2019.4.7f1 Current p|a‘t‘f0rm o months ago
Unity Version: 2019.4.7f1

Unity Version: 2019.1.1f1

Ewoéva 3.7 Apxikr} 006vn Unity Hub



4. Avalvon KatL vAoToinon e@apuoyng

4.1. Anpovpyia Unity project

Ta va Eekvroovpe éva véo Unity project matdpe apyxika oto NEW kat poag mapovotaletal n 006vn emAoyng
mpokaboplopévwy template. EmiAéyoupe to project pag va givat 3D kat emiAéyoupe To Ovopa Tov BEAoU pe Kot

ToV Ywpo amobnkevong ov Ba Bpioketal

/ Create ane oject with Unity 2019.4.7f1 B - .

Templates Settings

New Unity Project

“*

- L
C:\Users\

CANCEL CREATE

Ewova 4.1 006vn dnuoupyiag véou project

'ETtetta, pag epgavifetal o xwpog epyaciog touv Unity. (H Statadn twv Stapdpwv mapabupwy eivat

€VOEIKTIKTY.)
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a
K2 - BIEEIEES EEe e

@ Untitled

g Main Camera
Directions! Light

| Scale s Maximiza On Play | Mute Audio | Stats | Gizmos

Ewdva 4.2 Emudavela epyaoiag Unity

4.2.XT0)0¢ Tov Pointy Blanc
H 8éa miow amod to Pointy Blanc eivat éva Stadpaotikd Tplodlaotato mayvidt Tp@Tou TPosHTOoU

OTIOV 0 XUPAKTIPAG IOV XEIPL{ONaoTE Ba TIPETEL va TIEPINYNOEL 0€ TTOAAXTIAG eTTiMES A KAl VX
ViKfioeL €x0poUG TTUPOBOAWVTAS TOUG, LE OKOTIO VA (PTACEL 0TO TEAOG.

H g@apuoyn auty eivat @Tioypévn £ToL WOTE 0 XELPLOTNG VA KLVEL TO KEQAAL TOU XAPAKTNPA UE TO
KPAVOG ELKOVIKNG TIPAYUATIKOTNTAG KAL VA TOV UETAKLVEL 6TO XWPO UE Eva XELPLOTPLo. To YEYOVOG
OTL SnuovpynOnKe e okoTO va popel va taiyBel o€ NAEKTPOVIKO LVTTOAOYLOTY, SeV pag TepLopilel
o€ evav kabwg to Unity Tapéxel TNV TEAKY KATAOKELT] TOU TALYVLSLOV, TNV SuvaToTnTa v Pmopel
va TatyOel kot o€ KivnTEG CUOKEVEG UECW ECWTEPLIKWY dAAaywV atov Editor.

AuTO pag SLEVKOAUVEL TNV GUYKEKPLUEVYT TIEPITITWOT), A @OV UTTopEl va amo@evyxOei n ayopd
akpov eEoMALoOY, va EAEYXOUE 0TIV TIEPIOSO KATAOKEVTG TOV, VA SOKILAGOUUE KoL VA TTALEOUE

TO TALYVISL O€ [LX KLV TI] CUOKEUT, IOV B TTAPEL TOV POAO TOU KPAVOUSG.

4.3. Avdaivon TG E@aApUoOyNG

To oy vidL Eekvd e To apykd pevov. Le auto mePLEXETAL Eva adelo TtePLBAAAOV UE Eva TUTILIKO
animation kat soundtrack kat otoixeia Ul TTou Tapéyouv Tig EMIAOYEG:

PLAY yix va Eexiviioovpe to axvis,, OPTIONS yia va puBuicovpe v évtaon touv nxov, QUIT yia
va kAgioel 1) e@appoyn kat CREDITS yix va Sovpe Tig evyaploties. A@ol matnoovpe to PLAY,

o8nNyovpaoTE 0TO £TiTESO EKPABNOMG, OTIOV eival Eva eTtitedo TTEPA AT O T PACIKA, WOTE O

51



XELPLOTIG VA LABEL TTOLA KOUUTILA XPT|OLULOTIOLOVVTAL KAL VLA TIOLO OKOTIO, Ttolol elvat ot £xBpol kot

WG 08NYOUHACTE GTO EMOUEVO ETITESO.

HOW TO PLAY:

SHOOT - LEFT CLICK
RAPID FIRE - HOLD LEFT CLICK
SCROLL WHEEL - CHANGE COLOR
SHIFT -~ RUN
SPACE - JUMP

Ewkova 4.3 Kouprmid XELpLopoU Xapaktipa Ewkova 4.4 ExBpol

Ewova 4.5 E§0d0¢

AoV mepdoovpe Vv €£080, BpLoKONNOTE 0TO TPWTO Kavoviko emimedo. Kabe emimedo €xel évav
aplOud twv Slaopwv ex0pwVv Kat TPETEL va eEovTwOoUV 0AQ, KabwG eival TPOATALTOVUEVA YIA VA
avoi&el n TOPTA 6TO TEAOG TOV EMITIESOL IOV 08N Yel 6TOV TEALKS £XOpd. O TEAIKOG £XOPOG SLapEpeL o€
OUUTIEPLPOPA Kol SUOKOAL amd TOug amAovg exBpovg kal povo Otav viknBel kol autog Oa

TPOXWPT)OEL O ALY TNG OTO EMOUEVO ETIITESO 1| GTO TEAOG.
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2

Ewkova 4.6 TeAkOG ex0pog

4.4. KoSkeg e@appoyng

4.4.1. AudioManager.cs

using System.Collections;
using System.Collections.Generic;

using UnityEngine;
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public class AudioManager : MonoBehaviour

public AudioSource BGM;

public void ChangeBGM (AudioClip music)

if (BGM.clip.name == music.name)

return;

BGM.Stop();

BGM.clip = music;

BGM.Play();

4.42. RedDamage.cs
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using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class RedDamage : MonoBehaviour
{ public int damage;
void Start()
{ Destroy(gameObiject, 2.5f); }
void OnCollisionEnter(Collision collision) {
if (collision.collider.tag == "RedEnemy")

{
collision.gameObject.GetComponent<Enemy>().TakeDamage(damage);
Destroy(gameObject);
PopUp.Create(transform.position, damage);

}

else if (collision.collider.tag == "YellowEnemy")

{
collision.gameObject.GetComponent<Enemy>().TakeDamage(0);
Destroy(gameObject);
PopUp.Create(transform.position, 0);

}

else if (collision.collider.tag == "BlueEnemy")

{ collision.gameObject.GetComponent<Enemy>().TakeDamage(0);
Destroy(gameObject);
PopUp.Create(transform.position, 0);

}

else if (collision.collider.tag == "RedBoss")

{
collision.gameObject.GetComponent<Boss>().TakeDamage (damage);
Destroy(gameObject);
PopUp.Create(transform.position, damage);

}

else if (collision.collider.tag == "YellowBoss")

{
collision.gameObject.GetComponent<Boss>().TakeDamage(0);
Destroy(gameObject);

PopUp.Create(transform.position, 0);



}

else if (collision.collider.tag == "BlueBoss")

{

collision.gameObject.GetComponent<Boss>().TakeDamage(0);
Destroy(gameObject);
PopUp.Create(transform.position, 0);

telse { Destroy(gameObject); }}}

4.4.3. Boss.cs
using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class Boss : MonoBehaviour

{

public int maxHealth = 50;

public int currentHealth;

public HealthBar healthbar;

public bool death = false;

void Start()
{

currentHealth = maxHealth;

healthbar.SetMaxHealth(maxHealth);

public void TakeDamage(int damage)

{

currentHealth -= damage;

healthbar.SetHealth(currentHealth);
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if (currentHealth <= 0)

{
Die();

death = true;

void Die()
{

gameObject.SetActive(false);
foreach (Transform child in transform)

child.gameObject.SetActive(false);

4.4.4. BossMelee.cs

using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class BossMelee : MonoBehaviour

{
public GameObject palm;

public ChangeMaterial change5;

public void bossActiveAttack()

{

palm.GetComponent<Collider>().enabled = true;

public void bossDeactiveAttack()

{

palm.GetComponent<Collider>().enabled = false;
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public void activeAttack5()

{
change5.ChangeMat1();

public void deactiveAttack5()

{
change5.ChangeMat2();

4.4.5. BossShooting.cs
using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class BossShooting : MonoBehaviour
{
public GameObject projectile, projectile2 ;
public Transform player, firePoint, firePoint2, firePoint3, firePoint4;

public ChangeMaterial change, change2, change3, change4;

public void Attack1()
{

Rigidbody rb = Instantiate(projectile, firePoint.position, Quaternion.identity).GetComponent<Rigidbody>();
rb.velocity = (player.position - firePoint.position).normalized * 100;

Destroy(rb, 2f);

public void Attack2()
{

Rigidbody rb = Instantiate(projectile2, firePoint2.position, Quaternion.identity).GetComponent<Rigidbody>();

rb.velocity = (player.position - firePoint2.position).normalized * 100;
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Destroy(rb, 2f);

}

public void Attack3()

{
Rigidbody rb = Instantiate(projectile, firePoint3.position, Quaternion.identity).GetComponent<Rigidbody>();
rb.velocity = (player.position - firePoint3.position).normalized * 100;
Destroy(rb, 2f);

}

public void Attack4()

{
Rigidbody rb = Instantiate(projectile2, firePoint4.position, Quaternion.identity).GetComponent<Rigidbody>();
rb.velocity = (player.position - firePoint4.position).normalized * 100;
Destroy(rb, 2f);

}

public void activeAttack()

{
change.ChangeMat1();

public void deactiveAttack()

{
change.ChangeMat2();

public void activeAttack2()

{
change2.ChangeMat1();
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public void deactiveAttack2()

{
change2.ChangeMat2();

}
public void activeAttack3()

{
change3.ChangeMat1();

public void deactiveAttack3()

{
change3.ChangeMat2();

}

public void activeAttack4()

{
change4.ChangeMat1();

public void deactiveAttack4()

{
change4.ChangeMat2();

4.4.6. BossMovement.cs

using System.Collections;

using System.Collections.Generic;

using UnityEngine;
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using UnityEngine.Al;

public class BossMovement : MonoBehaviour
{
public Transform player;
[SerializeField] private Transform[] destinationPoints = null;

public BossAiRanged ai, ai2, ai3, ai4;

private int index = 0;
private NavMeshAgent agent;

private bool arrivedAtDestination;

private Animator animator = null;

[SerializeField] private GameObject inner = null;

void Start()

{

agent = GetComponent<NavMeshAgent>();

animator = inner.GetComponent<Animator>();

void FixedUpdate()
{

inner.transform.LookAt(player.position);
SetNextDestination();

ChecklIfArrivedAtDestination();

void CheckIfArrivedAtDestination()

{

if (Vector3.Distance(agent.destination, transform.position) > (agent.stoppingDistance + 0.1f))

{

return;
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ai.numberOfAttacks = 0;

ai2.numberOfAttacks = 0;
ai3.numberOfAttacks = 0;
ai4.numberOfAttacks = 0;

arrivedAtDestination = true;

void SetNextDestination()
{

if (larrivedAtDestination)

{

return;

var destination = destinationPoints[index].position;
NavMeshHit navHit;
if (NavMesh.SamplePosition(destination, out navHit, 100, -1))

{

destination = navHit.position;

agent.SetDestination(destination);
arrivedAtDestination = false;
index++;

if (index >= destinationPoints.Length)

index = 0;

4.4.7. BossDeath.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;
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public class BossDeath : MonoBehaviour

{

public Boss palm;

void Update()

{
if (palm.death)

{

SceneManager.LoadScene(4);

4.48. BossAiMelee.cs
using UnityEngine;

using UnityEngine.Al;

public class BossAiMelee : MonoBehaviour

{

public NavMeshAgent agent;

public Transform player;

public LayerMask Ground, Player;

private Animator animator = null;

[SerializeField] private GameObject inner = null;

[SerializeField] private GameObject outer = null;

[SerializeField] private GameObject thumb = null;

public float timeBetweenAttacks;

bool alreadyAttacked;
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public float sightRange, attackRange;

public bool playerInSightRange, playerInAttackRange;

private void Awake()

{

player = GameObject.FindWithTag("Player").transform;
agent = outer.GetComponent<NavMeshAgent>();

animator = inner.GetComponent<Animator>();

private void Start()

{

agent.stoppingDistance = 9f;
thumb.GetComponent<BossAiRanged>().enabled = false;

var pos = inner.transform.position;

inner.transform.position = new Vector3(pos.x, pos.y - 7, pos.z);
animator.SetBool("Attack1", false);
animator.SetBool("Attack2", false);
animator.SetBool("Attack3", false);

animator.SetBool("Attack4", false);

private void Update()

{

playerInSightRange = Physics.CheckSphere(transform.position, sightRange, Player);

playerInAttackRange = Physics.CheckSphere(transform.position, attackRange, Player);

if (playerInSightRange && !playerInAttackRange) ChasePlayer();
if (playerInAttackRange && playerInSightRange) AttackPlayer();

private void ChasePlayer()

{
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agent.SetDestination(player.position);

inner.transform.LookAt(player.position);

private void AttackPlayer()
{

agent.SetDestination(transform.position);

transform.LookAt(player.position);

inner.transform.LookAt(player.position);

animator.SetTrigger("Attack5");

animator.SetTrigger("ChangeMat5");

if ('alreadyAttacked)
{

alreadyAttacked = true;

Invoke(nameof(ResetAttack), timeBetweenAttacks);

private void ResetAttack()

{
alreadyAttacked = false;

private void OnDrawGizmosSelected()

{
Gizmos.color = Color.red;
Gizmos.DrawWireSphere(transform.position, attackRange);
Gizmos.color = Color.yellow;

Gizmos.DrawWireSphere(transform.position, sightRange);
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Gizmos.color = Color.blue;

4.49. BossAiRanged.cs
using UnityEngine;

using UnityEngine.Al;

public class BossAiRanged : MonoBehaviour

{

public Transform player;

public LayerMask Ground, Player;

private Animator animator = null;

[SerializeField] private GameObject inner = null;

[SerializeField] private GameObject outer = null;

[SerializeField] private GameObject pinkie = null;
[SerializeField] private GameObject ring = null;
[SerializeField] private GameObject pointer = null;
[SerializeField] private GameObject thumb = null;

[SerializeField] private GameObject palm = null;

[SerializeField] private GameObject canvas = null;

[SerializeField] private GameObject canvas2 = null;
[SerializeField] private GameObject canvas3 = null;
[SerializeField] private GameObject canvas4 = null;

[SerializeField] private GameObject canvas5 = null;

public int numberOfAttacks;

public float timeBetweenAttacks;
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bool alreadyAttacked;

public float attackRange;

public bool playerInAttackRange;

private void Awake()

{
player = GameObject.FindWithTag("Player").transform;
animator = inner.GetComponent<Animator>();

animator.SetBool("Attack1", false);

pinkie.GetComponent<Collider>().enabled = true;
ring.GetComponent<Collider>().enabled = false;
pointer.GetComponent<Collider>().enabled = false;
thumb.GetComponent<Collider>().enabled = false;

palm.GetComponent<Collider>().enabled = false;

canvas.SetActive(true);

canvas2.SetActive(false);
canvas3.SetActive(false);
canvas4.SetActive(false);

canvas5.SetActive(false);

private void Update()
{

playerInAttackRange = Physics.CheckSphere(transform.position, attackRange, Player);

if (numberOfAttacks < 3)

{
AttackPlayer();

outer.GetComponent<BossMovement>().enabled = false;
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if (numberOfAttacks == 3)

{
animator.SetBool("Attack1", false);
animator.SetBool("Attack2", false);
animator.SetBool("Attack3", false);
animator.SetBool("Attack4", false);

outer.GetComponent<BossMovement>().enabled = true;

if (pinkie.activeInHierarchy == false && ring.activelnHierarchy == true && pointer.activeInHierarchy == true
&& thumb.activelnHierarchy == true && palm.activelnHierarchy == true)

{
ring.GetComponent<Collider>().enabled = true;

canvas2.SetActive(true);

if (pinkie.activelnHierarchy == false && ring.activelnHierarchy == false && pointer.activelnHierarchy == true
&& thumb.activelnHierarchy == true && palm.activelnHierarchy == true)

{
pointer.GetComponent<Collider>().enabled = true;

canvas3.SetActive(true);

if (pinkie.activelnHierarchy == false && ring.activelnHierarchy == false && pointer.activelnHierarchy == false
&& thumb.activelnHierarchy == true && palm.activelnHierarchy == true)

{
thumb.GetComponent<Collider>().enabled = true;
canvas4.SetActive(true);

}

if (pinkie.activelnHierarchy == false && ring.activelnHierarchy == false && pointer.activelnHierarchy == false
&& thumb.activelnHierarchy == false && palm.activelnHierarchy == true)

{

palm.GetComponent<Collider>().enabled = true;
canvas5.SetActive(true);

outer.GetComponent<BossMovement>().enabled = false;
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palm.GetComponent<BossAiMelee>().enabled = true;

palm.GetComponent<BossAiRanged>().enabled = false;

private void AttackPlayer()
{
transform.LookAt(player.position);

inner.transform.LookAt(player.position);

if ('alreadyAttacked)
{

if (pinkie.activelnHierarchy == true && ring.activeInHierarchy == true && pointer.activeInHierarchy == true
&& thumb.activelnHierarchy == true && palm.activelnHierarchy == true)

{

animator.SetBool("Attack1", true);

animator.SetTrigger("ChangeMat");

if (pinkie.activelnHierarchy == false && ring.activelnHierarchy == true && pointer.activelnHierarchy == true
&& thumb.activelnHierarchy == true && palm.activelnHierarchy == true)

{

animator.SetBool("Attack1", false);
animator.SetBool("Attack2", true);

animator.SetTrigger("ChangeMat2");

if (pinkie.activeInHierarchy == false && ring.activeInHierarchy == false && pointer.activelnHierarchy == true
&& thumb.activelnHierarchy == true && palm.activelnHierarchy == true)

{

animator.SetBool("Attack1", false);
animator.SetBool("Attack2", false);

animator.SetBool("Attack3", true);
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animator.SetTrigger("ChangeMat3");

if (pinkie.activeInHierarchy == false && ring.activeInHierarchy == false && pointer.activeInHierarchy ==
false && thumb.activelnHierarchy == true && palm.activelnHierarchy == true)

{
animator.SetBool("Attack1", false);
animator.SetBool("Attack2", false);
animator.SetBool("Attack3", false);
animator.SetBool("Attack4", true);

animator.SetTrigger("ChangeMat4");

}

if (pinkie.activelnHierarchy == false && ring.activelnHierarchy == false && pointer.activeInHierarchy ==
false && thumb.activelnHierarchy == false && palm.activelnHierarchy == true)

{
animator.SetBool("Attack1", false);
animator.SetBool("Attack2", false);
animator.SetBool("Attack3", false);

animator.SetBool("Attack4", false);

alreadyAttacked = true;
numberOfAttacks++;

Invoke(nameof(ResetAttack), timeBetweenAttacks);

private void ResetAttack()

{
alreadyAttacked = false;
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private void OnDrawGizmosSelected()

{
Gizmos.color = Color.red;
Gizmos.DrawWireSphere(transform.position, attackRange);

Gizmos.color = Color.blue;

4.4.10. BossMeleeDamage.cs
using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class BossMeleeDamage : MonoBehaviour

{

public int damage;

public CharacterController controller;

void OnTriggerEnter(Collider other)
{
if (other.gameODbject.tag == "Player")
{
if (other == controller)

other.gameObject.GetComponent<Player>().TakeDamage(damage);

4.4.11. ChangeMaterial.cs
using System.Collections;
using System.Collections.Generic;

using UnityEngine;
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public class ChangeMaterial : MonoBehaviour
{
public Material[] materials;

public Renderer rend;

public void ChangeMat1()

{
rend = GetComponent<Renderer>();
rend.enabled = true;

rend.sharedMaterial = materials[0];

public void ChangeMat2()

{
rend = GetComponent<Renderer>();
rend.enabled = true;

rend.sharedMaterial = materials[1];

4.4.12. GameAssets.cs

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

using System.Reflection;

public class GameAssets : MonoBehaviour

{

private static GameAssets _i;

public static GameAssets i

{
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get
{

if (_i ==null) _i = Instantiate(Resources.Load<GameAssets>("GameAssets"));

return _i;

public Transform DamagePopup;

4.4.13. HealthBar.cs
using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;

public class HealthBar : MonoBehaviour

{
public Slider slider;

public void SetMaxHealth(int health)
{

slider.maxValue = health;

slider.value = health;

public void SetHealth(int health)
{

slider.value = health;
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4.4.14. LevelLoader.cs
using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class LevelLoader : MonoBehaviour

{

public Animator transition;

public float transitionTime = 3.5f;

void Update()
{

if (Input.GetMouseButtonDown(1))

{
LoadNextLevel();

public void LoadNextLevel()
{

StartCoroutine(LoadLevel(SceneManager.GetActiveScene().buildIndex + 1));

[Enumerator LoadLevel(int levellndex)
{
transition.SetTrigger("Start");

yield return new WaitForSeconds(transitionTime);

SceneManager.LoadScene(levellndex);
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4.4.15. MainMenu.cs

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class MainMenu : MonoBehaviour

{

public Animator transition, fade;

public float transitionTime = 3f;

public void PlayGame ()
{

StartCoroutine(LoadLevel(SceneManager.GetActiveScene().buildIndex + 1));

public void QuitGame()

{
Debug.Log("QUIT");

Application.Quit();

[Enumerator LoadLevel(int levellndex)

{

transition.SetTrigger("Start");

fade.SetTrigger("Start");

yield return new WaitForSeconds(transitionTime);

SceneManager.LoadScene(levellndex);
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4.4.16. MusicSwap.cs
using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class MusicSwap : MonoBehaviour

{
public AudioClip newTrack;

private AudioManager audioManager;
[SerializeField] private GameObject boss = null;

[SerializeField] private GameObject door = null;

void Start()

{
audioManager = FindObjectOfType<AudioManager>();

void OnTriggerEnter(Collider other)
{

if(other.tag == "Player")

{

if(newTrack != null)

{
audioManager.ChangeBGM (newTrack);

}

door.SetActive(true);

boss.SetActive(true);

4.4.17. NextStage.cs
using System.Collections;

using System.Collections.Generic;
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using UnityEngine;

using UnityEngine.SceneManagement;

public class NextStage : MonoBehaviour

{

public Animator fade;

public float transitionTime = 2f;

public GameObiject Fps;

public void Start()

{
Fps = GameObject.FindWithTag("Player");

public void OnTriggerEnter(Collider other)
{

if (other.gameODbject.tag == "Player")
{

StartCoroutine(LoadLevel(SceneManager.GetActiveScene().buildIndex + 1));

Fps.GetComponent<UnityStandardAssets.Characters.FirstPerson.FirstPersonController>().enabled = false;

[Enumerator LoadLevel(int levellndex)
{
fade.SetTrigger("Start");

yield return new WaitForSeconds(transitionTime);

SceneManager.LoadScene(levellndex);



4.4.18. Player.cs
using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class Player : MonoBehaviour

{

public int maxHealth = 100;
public int currentHealth;

public int index;

public HealthBar healthbar;

void Start()
{

currentHealth = maxHealth;

healthbar.SetMaxHealth(maxHealth);

index = SceneManager.GetActiveScene().buildIndex;
PlayerPrefs.SetInt("SavedScene", index);

Debug.Log(index);

public void TakeDamage(int damage)

{

currentHealth -= damage;

healthbar.SetHealth(currentHealth);

if (currentHealth <= 0)

{

SceneManager.LoadScene(3);

Die();
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void Die()
{
gameObject.SetActive(false);
foreach (Transform child in transform)

child.gameObject.SetActive(false);

4.4.19. PlayerShooting.cs
using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class PlayerShooting : MonoBehaviour
{

public Camera cam;

public GameObject projectile;

public Transform firePoint;

[SerializeField] private float projectileSpeed = 30f;
[SerializeField] private float fireRate = 0.03f;
[SerializeField] public float minimumHeldDuration = 1f;
[SerializeField] public float maximumFireTime = 2f;

[SerializeField] public float abilityCooldownTime = 6f;

private float timeSinceLastAbility = 0;
private float timeSinceLastFire = 0;
public float timeHeldDuration = 0;
public float timeFiring = 0;

public bool isFiring = false;
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private void Update()

{
if (Input.GetButtonDown("Fire1"))
{
timeSinceLastFire = 0;
timeHeldDuration = 0;
isFiring = true;
}
else if (Input.GetButtonUp("Fire1"))
{
if (imeHeldDuration < minimumHeldDuration) {
ShootProjectile();
}else {
timeFiring = 0;
timeSinceLastAbility = abilityCooldownTime;
}
timeHeldDuration = 0;
isFiring = false;
}
if (timeHeldDuration < minimumHeldDuration && timeSinceLastAbility > 0) {
timeSinceLastAbility = Mathf.Max(0, timeSinceLastAbility - Time.deltaTime);
}
Ability();
}
public void Ability()
{

if (!isFiring) {

return;



if (timeSinceLastAbility > 0) {

return;

if (imeHeldDuration < minimumHeldDuration) {
timeHeldDuration += Time.deltaTime;

return;

if (timeFiring > maximumFireTime) {
return;

}

timeFiring += Time.deltaTime;

if (timeSinceLastFire < fireRate) {
timeSinceLastFire += Time.deltaTime;

return;

}

timeSinceLastFire = 0;

ShootProjectile();

private void ShootProjectile()

{
var ray = cam.ViewportPointToRay(new Vector3(0.5f, 0.5f, 0.5f));

RaycastHit hit;
var destination = ray.GetPoint(1000);
if (Physics.Raycast(ray, out hit, Mathf.Infinity, ~(1 << LayerMask.NameToLayer("Bullet")))) {

destination = hit.point;

InstantiateProjectile(firePoint, destination);



private void InstantiateProjectile(Transform firePoint, Vector3 destination)

{

var direction = (destination - firePoint.position).normalized;
var directionRotation = Quaternion.LookRotation(direction);
var projectileObj = Instantiate(projectile, firePoint.position, directionRotation) as GameObject;
projectileObj.GetComponent<Rigidbody>().AddForce(projectileObj.transform.forward *

projectileSpeed);

}
}
4.4.20. PopUp.cs

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using TMPro;

public class PopUp : MonoBehaviour

{

public static PopUp Create(Vector3 position, int damageAmount)

{

Transform damagePopupTransform = Instantiate(GameAssets.i.DamagePopup, position, Quaternion.identity);

PopUp damagePopup = damagePopupTransform.GetComponent<PopUp>();

damagePopup.Setup(damageAmount);

return damagePopup;

private TextMeshPro textMesh;

private float disappearTimer;

private Color textColor;
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private void Awake()

{

textMesh = transform.GetComponent<TextMeshPro>();

public void Setup(int damageAmount)

{
textMesh.SetText(damageAmount.ToString());
textColor = Color.blue;

disappearTimer = 1f;

private void Update()
{
float moveYSpeed = 2f;

transform.position += new Vector3(0, moveYSpeed) * Time.deltaTime;

disappearTimer -= Time.deltaTime;
if (disappearTimer < 0)
{
float disappearSpeed = 3f;
textColor.a -= disappearSpeed * Time.deltaTime;
textMesh.color = textColor;
if(textColor.a < 0)

{Destroy(gameObiject); }}}

4.4.21. WeaponSwap.cs
using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class WeaponSwap : MonoBehaviour



public int selected = 0;

[SerializeField] private Material mat = null;

void Start()

{
SelectColor();

void Update()
{

int previousSelected = selected;

if (Input.GetAxis("Mouse ScrollWheel") > 0f)
{

if (selected >= transform.childCount - 1)

selected = 0;
else
selected++;

if (Input.GetAxis("Mouse ScrollWheel") < 0f)
{
if (selected <=0)
selected = transform.childCount - 1;
else

selected--;

if (previousSelected != selected)

{
SelectColor();
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switch (selected)
{
case 0:
mat.color = Color.red;
break;
case 1:
mat.color = Color.yellow;
break;
case 2:
mat.color = Color.blue;
break;
default:
mat.color = Color.gray;

break; }}

void SelectColor ()
{
inti=0;
foreach (Transform color in transform)
{
if (i == selected)
color.gameObject.SetActive(true);
else

color.gameObject.SetActive(false);

i++; 13}
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