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HNEPIAHYH

O otdy0¢ ™G TTUYlOKNG epyaciag ivatl 1 avamtuén moyvidiov pe to Aoywoukd Blender, éva
oy viol To omoio o va omuovpynOel Empene va mEPAGEL OO CLYKEKPIUEVES epyacies. Ot
KOpleg epyaciec Tov £pyov mepAapPdvouy Vv vVAoToinon OAMV TV 6Tadimv Tov YpeldleTol
éva oy vior ya va dnpovpyn el kabmg ko Epguva . H Aemtopepnc dadikacio avdmtuéng tov
ooV pe to 6vopa System Control €ywve pe v Borbeia Tov Aoyiopukov Blender ,6mmg ko
A v Tpoypapudtov, Autodesk Maya yio tov oxedlacpud TV TPIEOIGOTATOV HOVIEA®Y Ko
Adobe Soundbooth yia to mymrikd e@é. H vAiomoinon tov matyvidiod dpknoe 26 fdopddec Kot
0 otdY0g TOL &ival Vo YuXOy®YNOEL TOVG YPNOTEG. Me KOTOAANAN £€pguva VPIGTAUEVOV
o VIOV Ko 10e0B0erda €ytve To concept - 10éa tov mayvidroy. ‘Eva mouyvidt EmoTnUOVIKNG
eoavtoaciog tpitov mpoohmov pe Opa o poumdt. O GYESIOGHOG TOV PAVTACTIKOV KOGLOL Kol
TOV YOPOKTHP®V TOV VIAPYOLV HEGH (XOUPOKTAPEG POUTOT), £YIVE UETA atd TOAAY 10£00VEA
Kot oKy, 1 onuovpyia darypdupotog yoo kGbe otddlo Tov Toryvidwd, N Aoy mov Oa
aKOAOVOOVV Ol YOPOKTAPEG Kot OAO TO, GTOLXEID TOL AAANAETIOPOVYV GTO KOGHO LE TOV YPNOTN
KoOMC Kot LOVoIKN Kot mynrtikd epé. Me v Porbeia tov Aoyiopukod Autodesk Maya £ywve 1
TPLGOLICTOTY LOVIELOTOINON TWV GTATIKMV GTOYEIWMV TOV KOGUOV KOl ETELTU TOV YOPUKTIPOV,
0 KOPL0G YapakTpag exOpoi Ko Npweg kot PeTd akolovOnce n ven (textering). Xyedidotnke
TPOGEKTIKG KAOE YOPOUKTNPOG KOl GTOTIKO oTOElo oto Aoyiopukd Autodesk Maya pe ta
avOAOYa YPOUATO TOL TOV TOPLAovV Kot Hetd umike oto Aoyopko blender cav tedeiopévo
avtikeipevo. ‘Emerto dnuovpynnke o okehetdg (rigging) yio Tovg yOpoKTNPES Ol OT0iol
yperalovtay kivnon kot akolovbmg £yve to avdAoyo animation mwy. 6toav Tpéyovv, Tnoovv,
TOAELOLV K.T.A. XYeOAGTNKE 1 AOYIKN 0TO Ty vidl, moieg cuvOnKkes ypeldleTan O XOPAKTIPOG
TOL TOLVISD Yoo vo avoigel pia mopta N vo ydoel evépyeln omd &va €x0pd, YEVIKA TG
OAANAETIOPOLY TOL OTOLXEIDL LlE TOV YPNOTN Kol Ol YEPOUOl Tov yperaleton Yo vo moiEet.
Anpovpyndnkov to nNTIKA Q€ Yo KEOE YUPAKTNPA, POVEG KOL YOl AVTIKEIWEVOV Y10 KAOE
dpdon kabmg Kot povoik mov mailel 6to monyviol pe v Pondela Tov Tpoypappatog adobe
soundbooth kot to IVONA. Mg v oAokApmon To TToyvidt TEPcE amd pio, S1odKaoion 6o
e€eTdoTNKE Y10 TVYOV TPOPAN LT Ko LeTd PedTidbnke avdioya. Eyve éva teot Tov Toryvioion
LE YPNOTES, TOLYTEC KO UETE CUUTANPOONKE €va EpOTNUATOAGYI0. ME T OMOTEAEGLOTOL TOV
TECT KOL TOV EPOTNUATOAOYIOV Eytvay PBEATUOGELS Kot S1opOMGELS GTO TTotyVidl, TPOSTEONKAV

Kot apopédniay otoryeio. To avopevOuevo amoTELECHO TNG TTUYLOKNG €PYaciog avamTuén



oy vidlov pe to Aoyiopko blender givar éva Aettovpykd moaryvidt yoyoymyiog, Tpoottd Kot
E0YPNOTO TTPOC TOVG YPNOTES. ME TV OAOKAPmoN Tov NAEKTPOVIKOD TTaryvidiov System control

d00nKe 1 evkarpia va dnuiovpynBel kon eEdpuAro One DVD tov monyvidod kabag kot apico

A3 10 100N UG TIKOV GKOTOVG.
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EIZATQI'H

H axoiovdn mruylakn epyacio a@opd v Aemtopepr| S1odtkacio avaTTuENG EVOG TOLYVIOION LE
mv Ponbeta Tov Loyopkod Blender ko alimv tpoypappdtov omwg Autodesk Maya yia tov
oyedlaoud Tplodidotatmv poviédwv kot Adobe Audition yio ta mymTikd €pé. Me KotdAANAN
£PELVO VPIGTAUEVNG YVADONG GTOV TOUEN TTOLYVIOLDV £YIVE 1] 0vATTLEN oY VIO GTO AOYIGIIKO
Blender. H viomoinon tov maiyvidlod omoitovce pio AOYIKY GEPE epyocidv 1 omoio, St pKNGE

26 eBdouddec Ko GTOXOC TOL Eival VO, YoYOY®YNGEL TOVG YPNOTEC.

Epyaocieg Onwg oxedloopdc Tov KOGUOL Kol TOV TPIGOICTATOV XOPIKTNP®V - 10£000eA 0, N
onovpyio Saypdppatog yio ke otddo Tov Toyvidlov. Mg TV ¥pnorm Tov AOYIGLLKOD
Autodesk Maya £ywve 1 Tp1od1G0TOTH HOVIEAOTOINOT TOV OTATIKOV GTOEI®Y TOV KOGLOV Ko
EMELTO. TOV YOPOKTNPOV, £xBpol Ko Npwes. AkoAovBwg To texturing AV TV TPLGOAGTATOV
otoyeiov 610 Aoyopkd Blender ko rigging oe kabe yapaktipa 1 otoryeio mov yperdleTar
Kivnon (animation) kot ta myntikd €eé. ‘Enerto oyedidomke n Aoywkry (Game logic) oto
mayvidl, o TpOTog Tov AAANAETIOPOVV T, oTotyEia, ot yelptouoi (gameplay) mov ypeidletar o
YPNOTNG Yol va TaiEel. Me TNV OAOKANP®GT T®V O TAV® EPYOCIHOV TO TOLYVIOL TEPAGE Amd Lo
dadkacio OTov EETAGTNKE Yot TVYOV TpoPAnuata kot PeAtindnke aviroya. To avapevopevo

amoTéAec AL tvar £va AEITOVPYIKO oy Vidl O106KESACTIKO Kot E0YPTOTO TPOG TO KOWO.

To Blender eivoan évo Aoyiopikd mov emTpénel v Onpovpyion €vog €upd  QAGLOTOG
TPLGOLICTATOV KOl SIOOACTOTOL TEPIEYOUEVOV, TPOCPEPEL AELTOVPYIEG OTMG HOVIELOTOIN O,
texturing, eoticpo, animation kot video post-processing oe éva mokétro. To Blender givar éva

and ta o dnpoei Open Source 3D Aoyiopukd otov koopo. ( Blender, 2012).

e)blender

Ewéva 1 : Aoyétumo Loyiopukov Blender.

O oyedlaopdc Ty vididv eivar £vag Topéag otnv Propnyavia g yoyoywyiog kot facilete oe

PKETOVG Topdyovteg yia va givor emtuyne. Ot Tapdyovieg Tov KAvouv Eva oty viol va eivon
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JaoKeEdAOTIKO Kat €010TIKO givat 0 xepiopog Tov (gameplay mechanic) pe cuvévacuod kaiov
YPOPIKGV Kot KoANG Oepatoroyiag. O mo yevikog oplopog evog gameplay mechanic givat o
KavOVaG M TO YOPOKINPIOTIKO oL enMpedlel To T 1o matyviol mailetor. Kabe moyvion
ypnowomotel éva gameplay mechanic M apketd S@OpeTIKG TOL €ite  AglTOVPYOHV
aveEapmta N pali yuoo va dnpovpynoovy véa omoteAécpoto kot dpacelc. 'Evag kaAdg
oxedloTNG T VIOV TPEmEL va gival og 0éon va kabopicel évo gameplay mechanic, va
EEpel TG ONUOVPYEITOL KO VO EQAPUOGEL TNV YVOGN 0T GTOV GYESAGUO TOV YEPICUDV -
dpaoels yio To mayviol. 'Eva gameplay mechanic eivat ot dpdoeig mov évag maiytng pmopel vo

Kavel 610 Toyvidl, 6mwg N kivnon, va mdd, va Tupofoid, 1§ va odnyd.

Qo1600, KGbe cVoTUo dpdocswv Om®C 1N pdyn amoteAsitar amd opketd pikpd gameplay
mechanics mov dovAevovv pali ya va yiver n péyn dwuokedaotikn. Kabe dpdon mov kdvel o
naiytng pmopel vo ekteleotel oty pdym, Omwg O6tav YTLmd, KAOTGE, KOPEL, HOYOLPMVEL
nmopoPolrd, N piyvel, sivar éva gameplay mechanic. Oco mio moAld gameplay mechanics
vdpyovv o€ éva moryviol, TOco o mepimioko yivetaw. H dovieio tov mepiocdTEp®V
oXESOOTMOV TAYVISIOV MG €K TOVTOL dgV gival amAd va okeTOOV £va Kavovplo gameplay
mechanic oAAd vo amlomolovv cuvey®dg Kot va tehelomoloby To gameplay mechanic yio vo

elval mo €HKOA0 GTOVG TTOLYTES Y10l VO, YPNGLLOTOLOVV.

O oyedootég moyviduwv Tpénetl emiong vo. mpoomafodv va ovOKOADWYOLV TS OVTd TaL
gameplay mechanics 6a dnuovpynfodv péco amd avtodg tovg cvvdvacuovs. Mechanics
OT®G Vo umopeic va mepmaTdg Kot v TupoBoAdc Oo propovoe va cuvovaoTEl e TETo0 TPOTO

®ote 0 maiyTng vo uropet va ta ypnotponotet v idto dpa poli.

( Dunniway ka1t Novak, 2008).

Xiii



1.Ypwotapevn yvoon
1.1 Toyviow

Klaowa mavyviow : I1avta avalnrodoape tpomovg yio va yoyoywyndovue, ToAAd KAACIKA
moyviol OmmG To OKOKL, VIAUM, XopTd Kot TaPAl vappyav omd yddes xpovwo mprv. Ta
TEPIGGOTEPO, KAUGIKA TOYVIdlo TEPIGTPEPOVTOL YOP® ad GTPATNYIKN Kot £VO TEPITAOKO GET

a0 OPAGELS TTOL KLUOIVOVTOL atd TTOAD ATAOVG KOVOVEC.

Ewkovo 2 : IIévio 6KoKLo0.

Emupanélio mayviow : To smrponélio moyvidio mailovior pe movio Tov ovIImpos®IEVOLY
ette éva M meplocdTEPA AVTIKEIIEVA 1] AVOPOTOVG, GLYVE Ta. TTOYVidLo VT aTanTovV Ao TalA
Kot Tpoo@épovv pdonomn otpatnykis. To emtpanélio Monopoly sivon évo koo mapddstypa
TOLVIOOL OV TEPIAOUPAVEL 0yOpd Kol EVOIKIOGT) 1010KTNGIOV UE YPNLOTO TOV TOLYVIOOL,

KoOMOG 01 TAIKTEG TEPIPEPOVTAL FAOOY KA GTO TAUTAO, COUP®VO LE TV KABe CapidL. .

Ewoéva 3 : Emrpan£lio moryvior Monopoly.



Pen & Paper mayyviow : To mayvidw porlwv ( RPG ) pen and paper role playing game &ivou
éva akopa €i00g KAOGIKAOV TOrVIOIWV TOL €MNPEALOVYV CNUAVTIKG Kol oTnv dmpovpyio
niektpovikav moyvidouwy. To moyyviowe ovtd Pacilovior oe otoyeion OT®MG KAPTEC TOL
OVTUTPOGOTEVOVY YOPUKTIPES, ATOGTOAES, opBud (oav K.a. Ot cuppetéyovteg avalapavoov
TO POLO POVTOCTIKAOV YOPOKTNP®V Kot KaBopilovV TIG EVEPYELES TV YOPUKTHP®V TOVG EV UEPEL
Boaciopévol 6ToV GYESIAGHO TOV XOPOKTPO TOVG, KOl Ol EVEPYEIEG TETLYOIVOLV 1] ATOTVYOIVOLV
oOHPMVO HE €va, cLVNOMG TOADTAOKO, GUGTNUO KOvOVeV Kot odnyumv. To mayvidi avtd
glodyovv To cvotua social gaming mov peténetta To NAEKTPOVIKG TOyVISLo avamapayovy Kot

agpopotdvovy. ( Dunniway and Novak, 2008).

1.2 Kovoolies maryyvidrmv

1" kou 2" Tevid woyvidrdv : Ta apyikd nAekTpovikd mouyvidio eiyav omiéc Spdoeic kot
YEPIOUOVG PaCIGUEVE KLUPIOES GTNV ETOVAANYT, LV, ¥pOvo kot oe&totnta. Ta meptocoTepal
nayvidw mepropilovtav og pic 006vn M oe kwvovpevn ( scrolling screen). Agdopévov 6Tt ta
moyviolo autd Ntav 2D frov moAd mo gbkoda oTov YEPIGHO amtd 6Tt To onpeptvd 3D manyvido.

Mepika a&lopvnudvevta moyviola eivat to Frogger, Pac-Man, Asteroids kot Donkey Kong.

*
.
.
.
.
-
.
.
.

Ewévo 4 : Hhektpoviko mayyvior Pacman.

3" I'evid (8 — bit) kan 4" F'evid mayvidrdv (16 - bit) : Ztnv emoyf avth Kvpiapyn otov Touéo
TOV NAEKTPOVIKGOV Toyvidlov Ntav n koveoro, Nintedo Entertainment System ( NES ) mov
npocbece peyaldvtepn adAnienidpacn kot dadpactikotra. Ta NES moaryvidwa giyav tdpa v

SUVTOHTNTA Y10 TPAOTN POPA £VOL GUGTNLOL YEPICUDY LE TEPICCOTEPA OO EVOL KOVUTL KAVOVTOG



TOL TTOLLYVIOLOL VOL OVTOTOKPIVOVTOL KO VOL OVTIOPOVV TTL0 TTOAD LIE TIG EVEPYELES TOL oK TN. Mepikd
and ovtd eivor to Prince of Persia, Tetris kot @uoikd to wotopikd Super Mario pe 18

ekatoppvpla twinoels. ( Dunniway and Novak, 2008 ).

<

Ewéva 5 : TThateoppa Nintendo NES.

5" C'evid (32- bit) kan 6" T'evia moyyvididv (64 — 128 bit) : H mpd yevid 3D mayvididv frav
YEYOVOG KOOMG UTNKOUE GTOV TPIGOAGTATO KOGUO TOAD KOVOVEG KOl YEWPIGHOL EMPEME Vol
aAAGEOVY. Apketol mapdyovteg emnpéacay TV eEEMEN TOV NAEKTPOVIKOV ToyVIOUDY 0TS O

LOYAOG YEPIGHOD Ko 1] vot Tov 3D mepiBdiiovtog ( Thorynon kot camera control ).

Me v 6" yevid modd oy vidia emikevipdOnKay oty dnpovpyio To cTIMGTIK®V, OEHATIKOV
KoL KIVILATOYPAPIKOV GTOYXEI®MV HEGH GTO YEPIGUO TOvG. Ta nAekTpovikd moryvidwa mov eiyov
TEPIOGOTEPT| EMLTVYIO HTAV QLTA TTOV EVEOUATOVAY SLOPOPETIKOVG XEPIopoDS ( Mmechanics ) oe

£val LovadIKO KOAOPTIOYLEVO o VidL TOL TPAPOVGE TV TPOGOYN TWV TOLYTAOV.

Ewove, 6 : Tlayyvidr heavy Rain tov Playstation 3.



‘Eva tétoto maryvior eivon to God of War otmv xovodro Playstation 2 (PS2) tov omoio o
YEPLOUOG TOV £ival TOGO KOG SLOUOPPMUEVOS TTOV TO KAVEL LOVadIKO 6To gidoc tov. To God of
War evoopoatdvel £vo ehotikd chotua payne pe moAEg KIVAGELS, GUVOLAGHOVS Kot Mini
ToViolo Yo va KpaTé To evolapéPoV ToL oyt KoM Kol OTAC TTOL GE KAVOLV O dLVATO,

ypipot kot apynyoil OAL G€ EVal TOKETO.

( Dunniway and Novak, 2008 ).

Ewéva 7 : Tlayvior God of War oto Playstation 2.

7" Tevid movididv : H yevid avth monvididv eivol apketd mpdo@at Kot uéypt Tdpa 1 ayopd
gtvar yopiopévn pe tig kupiapyeg kovedreg Nintendo Wil va aALGlet tov tpomo pe tov omoio ta
nayvidwo mailovron kabng to Xbox kan Playstation 3 va mpoceépovv kaAdtepa ypopucd oAAG
Mydtepo kawvovplovg xepiopovg ( gameplay mechanics ). ®vowd 1 yevid ot givon ota
apyKd TG oTAdI0L Ko LITAPYEL YPOVOG VAL KATAAABOVY Ol ONLUOVPYOL TOLYVISIDV THV GNUOGTo
EVOG MAEKTPOVIKOD Toyvidlov va gival S100KedOOTIKO OAAG Kol KOvoTtOpo Yopig va

EMKEVTPOVETOL TOGO TOAD GTA YPAPIKA.



1.3 H e£éMén tov rayvidtav otovg Hiektpovikog Yoroytlotég

Agv pmopodue va TopaAEYOLLE TOV NAEKTPOVIKO DITOAOYIGTH G L0 TAOTQOPLLOL TOLYVISIDV.
[ToAMG €107 oy vididy oyedidomray Yoo 10 PC Adyw g dbvaune, mepimAoKmy YEPICUOV,
Ao KEVON KO TPONYLEVA YOPOUKTNPIOTIKA TO, 0Tl 1] KOVGOAD deV PTOPOVGE TOTE VoL EXEL
‘Eva €idog mayyvidov mohd duonuo eivar to World of Warcraft, évo massively multiplayer
online role - playing game (MMORPG) 6mwc¢ kot to. maryvidw otpotnywkng (real time strategy
RTS). ( Dunniway and Novak, 2008 ).

1.4 Xyéo10 Yromoinong

3A Movtelomoinon

Animation

Aoyikn maixvidiov

A&lONOYNON UE XPriOTEC

Ewova 8 : Avdypoppd Xyediov vioroinone.



Ieprypagn pebodoroyiog

H dopn ¢ mpoypoppatiopuévng epyociog Exet ® €ENG, to £pyo Ba ywpiotel oe 3 PACELS KoL

ddpketa vAomoinong Tov Ba eivar 26 RdopadES.

Opyavoon

Ewsaywyn : Ti eivan to Loytopkd blender ko too gameplay mechanics, ot 6tdyot ¢ mroytokmig

gpyaociag.

Yowotauevn yvoon : Kioaowd moyviow , Emtponélio mayviow, Pen & Paper mouyvidw,
Kovodrec mayvididv, 1" kar 2" Tevid marvidiov, 3" Tevid (8 — bit) ko 4" Tevid maryvidiov (16
- bit), 5" I'evid (32- bit) kou 6" Tevid moyvididv (64 — 128 bit), 7" T'evid maryvidiodv, 1 eEEMEN

TV Ty VIStV otoug HAextpovikovg Yroloyiotéc.Concept - Storyboard

Av@ivon

Me v ypnon tov Aoywopikov Maya Ba yiver 1 Tp1odidoToTn HOVIEAOTONOT TOV GTATIKOV
oTOLEl®V TOV KOOHOL Kol £METO. TOV YOPOKTHP®V, £xOpol, Npweg, mapdrinia Ba yivel 10

texturing OA®V TV S1631AGTOTMOV Kot TPLEAIAGTOTOV 6TolY gDV 6T0 Aoyiopko Blender.
(Rigging otovug yapaktipes Ko animation mw.y. 6tav tpExouvv, Tnoovv, TEAEVOLY K.T.A. (
H Loyum tov moyvidod, nog 0o oAAnAemidpovv ta ototygio, o xepiopnds (gameplay)

TOL ¥pNot Yo va, Taigel. Ta ymrikd epé mTov Bo VILAPYOLY GTO TOYVIOL, 1 LOVGIKN.

Yhomoinon

OLoxAnpwon Tov oy vidrod Kot e&étaon — test yia Tuyov mpoPAnpata kot teptdmpro Pertimong
— a&lohdyN o LE YPOTEC.



1.5 Id€00veA O - OYEOAGNOS

[pwv Eexvioovpe Tov oyedacpd mpénet va AdPovpe vdym Tig depyacieg mov ypetdlovot yio
TNV OAOKANP®GT) £VOG NAEKTPOVIKOD TTayvidlov. Ti BEAovpe va onpovpyncovpLE, yio Totd Adyo
Kol og molov amevBoverar, TL gumAéketal oty Onpovpyio tov. Ta Bgpéhia Tov TOLVISI00
Bacilovion 6TovV TPOYPAUIOTIOHS, £PEVVA, CKETTIKO Kot OAOL Ol TopAyovTeg mov mailovv poOAo

oTNV dMovpyio Tov.

Mhateoppeg

Eivar onuavtikd va kabopicovpe v mAat@Oppo otnv onoio To oty viol o KukAo@opnoel,
ocuwvBog To Toyviol pmopohv va VIAPEOVY G TOAAEG KOVGOAEG. AV OpmG TOo monyviot Ba
oxedoTEL YI0L TOV MAEKTPOVIKO VTOAOYIOTY] TOTE TPEMEL Vo AAPOVUE VTTOYN TIG EAAYIOTES
POy POPES TTOV TTPoTEIVEL KOl armartel To ovotnua tov PC. Ot o Sidonpeg mAat@OpES TOV
KukhogopoOv onuepo eivar to Xbox, to Playstation 3, to Nintendo Wii kot ac@oldg o

NAEKTPOVIKOSC VITOAOYIGTIG.

( Dunniway and Novak, 2008 ).

Ewoévo 9 : Tloxyvio0koveoreS - TAATOOPUES.



Eion ntoyviorov

21NV apyn ToL oSG0 EVOG NAEKTPOVIKOD TToY VIS0 TPEMEL va. elvan EeKAB0pO To £100G TTOVL

Ba axoAovBel OTmG Ta £10M TOL AKOAOLOOVV :

[ouyvidw Apdong ko [epinéterog (Action Adventure) O moaikng eAEyyel Evav apaKTpo o€
dPOoTNPLOTNTESG EMTAVONG YPIPOV Kaun pdyns, T.x. Tomb Raider.

[Moyyvior [epuréterng (Adventure)Ot maikteg Aappdvouvy porovg Kot to oty viol Paciletor oty

emilvon ypipwv, m.x. Monkey Island, Broken Sword.

MMO
Online moyvidt peydiov apiBuov morllomidv moktov (Massively Multiplayer Online), 6mov
KO Kot YIAG0eC TOUKTEG ammd OAOV TOV KOGUO UTOPOVV VO, GUUUETEYOVV GTO 1010 TToy Vil

HEG® TOV ALadIKTVOL Kot VoL ToiEouy peta&y tovg, .y, World of Warcraft.

[ouyvidt Mateoppog (Platform/Platformer) Awadpapoatileton yopow and maikteg mov mnodve
amd TAATEOpUO o€ TAATEOpUa, .. Donkey Kong.

[Moyygvior ypigov (Puzzle) Evkoro oto mai&po, cvvnBwmg owatifetal o€ kovooleg xepdc 1 o€

NAEKTPOVIKOVG DTTOAOYIOTEG LEG® TOoV Atadiktoov, .y, Tetris, Zoo Keeper.

RPG

[Mouyvidt pékwv (Role Playing Game) to omoio mepilapfdver pdyn Swdpopatilopevn oe
yopovg, m.y. Final Fantasy.

[Moyvior Ayoveov Toyvmrog (Racer) 'Eva moyvidt odonynong mov meptlopfdaver v
OAOKANp®OT SL0dOpOU®Y € O0edouévo YpOVO 1 evAvTio G€ AAAOVG SayOVILOUEVOLS, TL.Y.
Burnout, Gran Turismo.

[Moayvidor  PvBpov-Xopov (Rhythm-Dance) O moiktng «xweitor  mwopdiAnio pe 1o
O VIOV LOVGIKY), T.). Singstar.

Shoot 'em Up Tauyvidl 6mov o moiktng yvpvaetl mopofolmvrog avikeipeva, w.y. Halo 3.



Sims ITpocopoIhOEIS TPUYHOTIKDY dpactnplothtev, t.y. Microsoft Flight Simulator.

ABANTIKS Tayvidr (Sports) [Tpocopoimon abiquatoc, m.y. Pro Evolution Soccer 1 Tiger Woods
Golf.

IMoyvidt Ztpamywng (Strategy) Xe o €€€MEN TOV apydv mov Oémovv Ta emTpomélio
TOLVIOL OTPATNYIKNG, Ol TtaikTeg, KaBévag pe T GEPAE TOL, TPAYLATOTOWOVYV EATYLOVS, TL.X.

Command & Conquer, Total War.

( Eion mayvidwov, 2012)

Kowd ko otoy0r

[Ipéner va. AdPovpe vmoyn oe moio kowvd Bo amevBiveTol TO TOVIOL Kol Ol MAKIOKEG
dPabuioelg oxetkd pe to pegi. Ot nmiwokég doPabuicslg eivor GLOTAUATO  TOL
YPNOLOTOLOVVTOL Y10, VO EEQCPAAIGOVV OTL OAOL T TPOTOVTO, WYUYAYMYIKOV TEPIEXOUEVOV, OTTMG
Kivnuotoypoaeikég touvieg, Pivreo, DVD kot mouyvidw vroloyioty), @épovv Goen ETIGTHOVOT
Bacel nAikiog cOUE®VAL LLE TO TEPLEYOUEVO TOVG.

( Eion mayvidwov, 2012)

Ye moio tOmo mayTdv Ba emkevipmbovue, hard-core maiyteg, amlovg maiyteg N kot Tovg dvo. Ti
Oepatoroyior TPOTIOVV Ol TTaiyTeS, OEHOTO OTMG EMGTNUOVIKY] QOVTOGIO, PEQAIGUO, TOr)VIo

TpouoL K.T.A.  Avtol glval 01 6TOY0L TOV TPETEL VO, AKOAOVONGEL 0 ONUIOLPYAS BTNV APYT TOL

oXEOOGLOD EVOC NAEKTPOVIKOD T VIS0V,

™

Ewove 10 : Aoyétumo pegi.



1.6 Concept - storyboard

H nruypaxn epyocio £xel oxomd v dnpovpyio evOG NAEKTPOVIKOD TOLYVISIOU LE TO AOYICUIKO

Blender, to matyvidr avtd ovopdleton System control.

System control : "Eva niektpovikd matyvidl EMGTHOVIKNG QavTaGiag 01ov OAOL Ol OPOKTNPES
etvar poumoT pe OO TV KOTAKTION TOL GLUGTHUOTOS KOl ETOUEVMG TOV amOAvTO €Aeyyo. H
TAATQOPUO. OV EMAEYTNKE YL TNV KLKAOQOPIOL TOL TOLYVISOL €lvol 0 MAEKTPOVIKOG
VIOAOYIOTHG KOl Ol XEPLGUOL TOL YPNGUOTOLEL 0 TTaiyTNS Eivar TO TANKTPOAGYIO KOt TO TOVTIKL.
To xowvd 610 omoio amevBiveTon elvar 12 £Tdv Ko Aved cOUP®VA e TIG NAKLOKES dStaabpicelg
( pegi ) kou 10 €idog Tov maryvidl mepuételog third person shooter pe otoyeia first person

shooter kou racing game.

H otopio mico amd 10 moyvior

H 1otopia eEghiooetan o€ éva @OVTOOTIKO KOGHO TMV POUTOT OOV 0 £AEYYOG £ival TO Kuplapyo
otoygeio. Ta yeyovoto Swdpaparifovior oe éva tepdotio dwomuodmroo ( Infinite ) mov
yopiletar og aifovoeg kot dtadpouove. O maiytng yepiletor Tov KOpLo yapaktipo (avatar) éva,
poundt ue 1o 6vopo sentinel, uali tov oto moyviol sivon o digital 9 mwov tov Ponda kotd TV
SdpKELDL TNG TEPIMETELNG TOV Kol Agttovpyel cov apnynmg divoviag cupPovAés. Xxkomdg Tov
oy vidov givor vo gTdoet o sentinel and ta otddia - aifovoeg katactpépovtag £x0povg mov
0€LovV Vo TOV GTOLOTIGOLY KOl VO OITOKTIGEL TOV OTOALTO EAEYYXO TOL GLGTILOTOG VIKOVTOG

tov apynyo ( Revoltech).

O Sentinel ypnoyionotei to laser mov £yel 6To ¥EPL Y100 VoL VIKNGEL TOVG £XOPOVG TOV, O TaLiYTNG
KIVEITOL GTOV YDPO HE TO TANKTPOAOYO Kot TUPOPOAd pe To movtikl. Ywdpyovv ototyeio mov
aAAnAemdpd o sentinel omwg mopteg mov avoiyovv Otav mAnoidoel, medical Kits ywo va

avomAnpmoet Ty {oN Tov Ko ammo yio to plasma tov laser. Zvvonkeg yio va. xdoet o moiyg

10



oT0 Ty viol etvon va €pBel og emapn pe gxOpKa poundt Kol KaBe popd mov yiveton owtd M

pmapo LoNg LEWDVETOL.

Game control flow

Ewoéva 11 : Awgypappe game control Tov woryvidioo.
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Ewova 12 : Avdypoppo tp@dTov otadiov.
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Avaypappa - level 2
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Ewéva 13 : Awdypappe dsvtepov otadiov.
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Avaypappa - level 3
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Ewévo 14 : Avdypoppa tpitov 61adiov.
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Avaypappa - level 4

@ Prlayer ‘Boss ® Enemy
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Ewéva 15 : Avaypoppo t€Taptov 61odiov.
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Anuovpyia 3D povrédhmv - Modeling

2.1 Ewocaymyn 6tov TpLodtdeToTo YOpo

O ko6opog Tov Tpiedidctatmv ypoeikedv ( 3D ) Poaciletor 6ToVg KAVOVEG TOL TPOUYUATIKOD
KOGLOL TO QUGIKO poG  TEPPIALOV ov €xel MAATOG, VyYog Kot Bdbog (ukoc). ‘Eva onueio
(point) otov tpiodidctato x®po vrodnAdvel pio torobecio otovg dEovec XWZ ( mhdtog, vyog,
BéOoc ), 6vo onueia dnuovpyodv pia ypapur (line) ko cuvdiovtag ypoupés dnuovpyovuE

noAMvyova ( polygons).

Ewéva 16 : Tprodraotartog yopog XWYZ

2to ypagwd tov miextpovikdv vroroywotdv ( CGl ) n oporoyio tov otoyyeiov Tov

TPLOOAGTATOL KOGHOL ovopaleTal £TGL:

3D opwopdc CGl opropdg
Point Vertex

Line Edge

Polygon Polygon

16



OswpnTikd Eva ToAvYmvo ( polygon) pmopel va Exet dmepo apBud amd vertices ko edges, dca
o10 TOAAA £xEl TOGO O TOAD XpOvo BELEL 0 voAoyoTIG Vo emeepyaotel To oyfua. Ta mo
KOG GYNUOATO GTO YPAPIKA TOV NAEKTPOVIKOD DITOAOYIOTN £ival TO TPIY®VO KOl T TETPAY®VO,

LLE OTO UTOPOVLLE VOL ONOVPYNGOLLE GYEOOV OO0 Gy B OVLLE.

®oppa (Mesh)

Me tov GUVOLOOUO TOADY®OVMV  GE OPOPETIKEC YmVviee Kol peYEON pmopovpe va
dnovpynoovpe Omolo tpoddiotato oynue. 0éhovpe. To mopddetypo €€ TETPAY®VO
onuovpyodv éva kOPo, pe TV avENON TOAYYOVOV,UETOTPOT] TOL peyéBovg kot Tomobesiog
propoVE va oynuaticovpe mo mepimioka oynuato. ‘Etor n onpovpyia oynuatov yiveton pe
™V €Vveon TOAYYOV®V 0AAL Y10 VO GXEOLAGOVLLE LE TO ¥EPL QLTA TAL GYNUOTO Elvol SVGKOAO Kot
ypovoPBopo. Ta Aoywopikd mov vmootnpilovv Tprodidotote ypagkd Onmg o blender

TPOGPEPOVV ETOLLOL GYNLLOTO, LLE TNV ovopocion primitives ( opaipeg, kdvoue, kKHBovg K.T.A)

( Wartmann, 2008).

Blender Primitives

Ewdéva 17 : Primitives oyfjpoto Tov Aoyispikov Blender.
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2.2 Polygonal modeling

To Blender eivor éva Aoyiopikd mov emTpémel ™V SMuovpyio. evog €upld  PAGUATOC
TPIGOICTUTOV Kol SIGOLAGTUTOV TTEPIEXOUEVOL, AT 1 Asrtovpyio ovoudleTon povielomoinon
(modeling) ka1 ywpileton o€ nurbs modeling kou polygonal modeling. To nurbs modeling (Non-
uniform rational basis spline ) givar évo pabnuotikd poviéro mov ypnoioTolEital EVPEMG G
YPOPIKE MAEKTPOVIKMV VTOAOYIGTMV YO TNV TOPOY®OY] KOUTOA®V KOl ETPAVEIDV TTOV
TPOGEEPOVY ueYaAN sveM&io kar axpifeia yio to xepiopd oynudtov. To polygonal modeling
(molvyovikn povtelomoinon) o€ 3D ypagikd vmoloyiotdv, givor Mo TPOGEYYIoN Yo
LLOVTEAOTOINON OVTIKEWEVOV TTOL EKTPOCOTOVV 1] TPOSeYYiLovy emeAveleg e ToADYmva. Me
10 Polygonal modeling &ivot o gvkolo 1 amdd0GT YPOPIKMOY GTOV NAEKTPOVIKO VITOAOYIGTH,
£T01 YPNOILOTOMONKE Y10 TOV GYESOCUO TOV HOVIEAMV -YOPOUKTIP®V KOl GTATIK®OV GTOLYEIV

oto moyviol System Control.

Yyedrnopog avrikelpévoy - object mode & edit mode

Ot meplocdtepeg dpdoelg oto Aoylopkd blender mepihoufdvouvv petokiviomn, meploTpoen,
aAdayn peyébovg kot ympilovror oe modes, to object mode kau edit mode. Ot Asttovpyieg oto
object mode empedlovv to B0 TO QvTiKEipEVO (mMEPLOTPOPT, MeYEBLVON, Guikpuven,
uetaxivnon ) evd oto edit mode exnpedlovv LOVO TV YEMUETPIO TOL OVTIKEWEVODL OAAG Ot

™V tomo0eGio TOV GTOV TPIGIACTOTO YMPO OTMG UETAKIVIOT KOl TEPIGTPOPN].

Edge

\ Vertex

Ewoéva 18 : Oporoyia 6To(Ei®V TOV TPLGOLAGTATOV POVTELOD

Face
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To edit mode ene€epydleton TavTo PLOVO £val AVTIKEILEVO T POPE Ko OTaV Eivar EMAEYUEVO EYEL
ypoua pavpo. To andd oyfuata 6Aa gival Katookevacuévo, and 3 Boaocikd ototyeia, Vertices,
edges kau faces, dev wdovpue yio kaprdres ( NURBS) eneidn to game engine tov Aoytoukow

blender dgv T1g vrooTnpilet.

To vertex eivar éva onuelo oTov TPIGOIAGTOTO ¥MPO KOL Yo TNV ONUOvPYict TOL TPEMEL VoL
elpaote oto edit mode, kpatodue 1o CTRL motnuévo kot KAMK pHE TO 0ploTepd KOLUTL TOL
novtikov. Mia ypouun (edge) evovel mévto dvo onueio ( vertices ) pe pio evbeia kot Tig
YPNOUYLOTOOVLE Yo, Vo Kataokevdoovpe mAevpég (faces), yo v dnovpyio pio ypopung
emAéyovpe dvo vertices kar matovpe F oto mAnktpoAdylo. Mia mhevpd (face) eivar to
ONUOVTIKOTEPO OTOXEID OTOV GYESOUO €VOG GYNLOTOC, YPNOCILOTOIEITAL OTNV KOTOGKELT
EMPAVELDV €VOC OVTIKEWEVOL Kot givar avtd mov PAEmovpe Otav amodidel ( render) o
NAEKTPOVIKOG VITOAOYIGTAG cav Ypapikd. Mia mhgvpd (face ) opileton wg o xdpog petald eite
POV (Tpiymvo) gite TecodpVv (TETPAymVOo) onueimv (vertices ) pe pia ypopun o€ kdbe migvpd.
Ta tpiywva givon 1davikd yorti eivon o €dkolo to Aoyiopko blender va ta vroloyioet. o v
onuovpyio evog face emdéyovpe tpia 1 téooepa vertices kot morovue F oto minktporoyo. (
Wartmann, 2008 ).

Baoum enelepyacsia - editing

Ot o amlég Aettovpyieg oto object mode dnwg emhoyn, petaxivnon, TePIETPOET Kot Aoy
ueyébovug epappolovtol pe tov id1o tpdmo oto, Vertices émmg Kot ota aviikeipeva, kabe olhoym

nov ovpPaivet ota vertices avtopato adhalovv ta edges ko to faces.

>0 Aoyopkod blender pe to W 610 mAnktpordylo pmopodue va KaAEcovpe éva pevod oto edit
mode, pe owtd umopode vo Exovpe ypRyopn mpocPacn oe Asttovpyieg mov ypetdleTar To

polygonal modeling.

Subdivide : kd08e emreyuévn ypapun (edge) ympileton oe dvo kot kavovpyla Vertices, axduo

ko ta faces yopiCovrat av to amattei o cvoTNUOL.

Merge : merges sivat ta emileyuéva Vertices mov evambnkov yio v dnpovpynoovy éva, vertex

oto onpeio 6mov Ppioketor o 3D cursor.

Hide : kpOPet OAa To. emdeypéva, vertices
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Reveal : amokolvrtel 6o ta Kpvppévo vertices

Flip normals : oAldCel v korevBuvon ov *’PAémer’” éva. emdeypévo face

Smooth : kdvet éva avtikeipevo o opold mposhétovtag vertices

Extrude : 6tav pia 1) teprocodtepec mAevpéc ( faces) eivar emdeyuéveg pmopovpe va. tpapnéovpe

N VoL 6TTpOEOVE SNLOVPYDVTOG TEPIOCOTEPES TAEVPES KOl EMOUEVMC Vertices kot edges.

v @[ Add Timeline Game Render Help | =[SR:2-Model [x ] [=[SCE:Scene

New Ctrl X
Open...

Open Recent
Recover Last Session

Save Ctrl W
Save As...

Compress File

Save Rendered Image...
Screenshot Subwindow Ctrl F3
Screenshot All Ctrl Shift F3

VRML 1.0

DXF...
Save Game As Runtime... STL

Save Default Settings CtlU @ 35 Sdio (3ds)

Load Factory Seftings ®, AcaD (ac)'

Append or Link Shift F1 @ Autodesk DXF (.dxf dwag)
Append or Link {Image Browser) Ctrl F1 @, COLLADA 1.3.1 (dae) ...
Import @ COLLADA 1.4(dae) ..

Export » @ DEC Object File Format (.off)...
External Data » @ DirectX(:9..

@ Lightwave (Iwo)...
@ Lightwave Motion (mot)...

& Load MDD ta Mesh RvKs

& MD2 (md2)

® MilkshapeaD (ms3d)...

@ Milkshape3aD ASCI ()...

@ Motion Capture (.c3d)...

¥ view Select Object E’; Motion Capture (bvh)..

© OpenFlight ()...

@ Paths (svg, ps, eps, .ai, Gimp)
‘@ Pro Engineer (sip)...

B Raw Faces (raw)...
T @ Stanford PLY (* ply)...

Quit Blender Crl @

i [ et o ® Video Sequence (ed)..
E 7 Wavefront (obj).
ssian
) %3D & VRMLI7 (x3d £ wrl)...
(o U ol i

Ewoéva 19 : Mevod emloyiig import oto Aoyiepiko Blender.

Mo mv dnuovpyio TV TPIGIHAGTATOV HOVTEAMY KOl CTOTIKOV CTOEIMV Ypnoiporomonke to
Aoylopkd Autodesk Maya yioo oxomodc evkoriog pe polygonal modeling. Apydtepa kabe

novtélo giodydnke (import) oto Aoyiopkd blender cav avtikeipevo ( Wavefront. obj).
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Xapaktipes Tayvidroo - polygonal modeling

Ewovo 20 : Tprodrdotartol yopoktipes moryvidro System control.
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Oypate Kol oTaTKa povréhe moryvidoo - polygonal modeling

Ewoéva 21 : Tprodidotato oypote Kol 6Tatikd etorysio Tov toryvidiov System control.
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213010 TOLYVIOL0D

Ewovo 22 : Tpredrdotate 61ad10 Tov Toryvidov System control

O oyedcHog TOV TPIoOECTATOV HOVIEADY KOl GTATIKMOV GTOEIOV £YIVE LE YVOUOVO TN
YEMUETPIia IOV EMPENE Va. glvar OGO MO oAy Yivetal Kpatdvtag Tov apfud tov vertices, edges
ko faces yopmAd ( low polygonal modeling ). O Adyog mov yivetar avtd &ivor emedn o
Loyiopukd blender kon kéOs mpodypapa mov eneepyaletar 3D ypaikd ypeidletat TEPIGGOTEPO
¥POVO VoL T0 LITOAOYIGEL OTav givon vepPolikd Tepimhoka kot peydia o apud vertices, edges

o faces.

Avto dev emnpéace Tov GYEOOCUO TOV TPIGOACTOTMV HOVIEAWMV EMEWON Ol YOPAKTNPES elvar

poundt mov dev yperalovrar Wiaitepa mepiniokn yempetpio ( Low poly models).
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2.3 Y1 (Texturing)

Kabe emopdvein oto Aoyopkod blender yperdletoan vakd (material) étol dote vo. umopei o
VIOAOYIOTNG VO OmtodMOoEL o TPIGOIGoTOTO YpOuPIkd Kot vo o, dodue. Ta materials

npocdopilovtal aviAloyo HE TOV TPOTO OV TO (MG CAANAETIOPA TAV® GTNV EMUPAVELDL TOVG.
(Hess, 2010).

Ylwka - Materials : To avtikeipeva 6Tov QUGIKO KOGHO £XOVV SLOPOPETIKA YOPUKTNPIOTIKE MG
TPOG TNV EUEAVION TOVG, KAmowo givol YuoAloTePd evd OAAG pot, kdmowo amd avtd eivon
dapova. T'a vo avadnuovpynoet o Aoyiopko blender ta yapaktnpiotikd ovtd otov
TPIOOICTATO KOGUO TTPENEL Vo epopudcovpe éva material oe évo avtikeipevo, ta materials
yopilovton Tig ENG KaTyopies :

Diffuse Shaders : éva diffuse shader yevikd sivon 1o ypdpa evog vikov - material 6tav to
YTUTLA TO PAOG, elvar dudyvto (01 aKTivEG avTAVAKADVTOL G [KPO Pabud) kot oxedlacuévo va
HpEiTOn TNV TPOyHOTKOTTO. OtvovTog pict OpaAr owBdoiion amd eoTEWVO 6T0 GKOTEWVO. XTO
Aoywopkd blender o materials mov éyovv awtég Tic W16 TEG €ivan To Lambert, Oren-Nayar,

Toon, Minnaert kat Fresnel.

Specular Shaders : éva specula shader dnpovpyei ewtewva highlights 6nwc 6o PAéraue og pia
YOOAIOTEPT, EMPAVELD KOl MIUEITON TNV avTOVAKAOGN ™G TNYNS ToLv emToG. Ot axtiveg
OVTOVOKADVTOL 6€ PeYOAo Babud pe Baon v yovio mov YTumd T0 A TNV EMPAVELD, GTO
Aoywopkd blender o materials mov €yovv avtéc Tig 1010t TES €ivan To Phong, Blinn, Toon ot
Wardlso.(Materials introduction). (Wartmann, 2008).

lambent 1 phong! phongEl

>3 v » =3 v > -3 v >
birnt 1

B A\ »> > A\ > » v »

Ewoéva 23 : Yhka - materials Tov Aoyiepukot blender.
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Textures

Extog and 11¢ 1810t 1eg Tov materials ta avtikeipevo 6tov puotkod KOGUO YoV VT, 1| VYT OEV
emnpedlel LOVo TV EUEAVIOT) HIOG ETLPAVELNG GALAL Kot TNV aicOnon mov Tpocdidet .. ov eivor
HoAako 1 okAnpo. Mia ko péBodog ya vo epapudcovue textures sivar pe v yprion image
maps, eivor diodidotateg ( 2D ) ewdveg ot omoieg ’TuAlyovtar’ yup® OtO TO OVTIKEIUEVO -
OYNUO KOl LOG ETITPETOVY VO OVOTTOPAGTIICOVUE AETTOUEPELD GTOL LOVTEAL oG, XMPIg otV
mv Asrrovpyia Ba NTov dOcKoAo va oxedibcovpe katevdeiav oto povtédo kot o av&ave tov
apbud tov polygons. Xpnowomowbvtag image maps kpatovpe tov opifud tov polygons
oA Ko £tol 1o Aoyiopkd blender amodidet Ta ypapikd Kot Tig GKNVEG o YP1YOPa. TO OTToi0

gtvar 1010itepa onuavtikd 6to game engine pe mpayuatikod ypovo ( real-time ) ypoeikd.

UV mapping : éva obvnbeg TpofAna mov aviipetoniCovpe Katd v xpron tov image maps
etvor n axpPng tomofétnon TtV SoAEoTATOV EIKOVOV GTNV EMPAVEIL TOV GYNLOTOG -
OVTIKEIEVOL €0IKA av givorl Tepimlokn 1 yempeTpion Tov. Miot Agrtovpyion TOV TPOGPEPEL TO
Moywopkd blender yuo ™y emiivon tov mpoPAnuatog avtod eivar to UV mapping.
Xpnowomowbdvtag to UV editor Egtvdiyovpe (Unwrap) v yemUETpiot TOL GYAUATOG OOV
yiveton pio emimedn emedveln ywoo vo dnuovpynoovpe to map. Ildveo omv yeopetpio
tomofeTovue TV diodidotat ekova - 2D image texture.

Tote petaKvoOUE TIG GUVTETAYUEVEG TOV EETVAIYHEVODL’ GYNUOTOS Kol AEUE GTO AOYICUIKO

blender mov oaxpPoc Béhovpe vo tomobetnbel to texture otav TvAiyetan YOpw® amd TO

avtikeipevo.( Wartmann, 2008).

i | v File Add Timeline Game Render Help |2

L‘? View Select Face | BHUv Face Selsct = |E = Wiew Select Image Uvs | = |IMswat-facedt

Ewkovo 24 : UV mapping oto hoyiepukéd Blender.
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Texture Face Materials

Ta texture face materials sivou ta o Pacucd VAIKG o€ éva. game engine kot apéyovy Eva udvo
material kou texture. Xopaktnpiotiké Omwc 0 EOTIOUOC, 1 avTavaKlaon Kol 1 okAnpdTo
emmpealovy kabe vertex étol yi low poly avtikeipeva Oo dodue peydreg alhaoyég ®g TPog Tig

1O10TNTES OVTEC.

I'o éva andd material oto loywopkd blender mpocOétovue évo ota material buttons F5 7
EMAEYOLLE €va N)OT] VILAPY®V, UTOPOVLE VO AAAAEOVLE T XPOUOTO 1) TO YOLPAKTNPLOTIKE TOV (
lamber,blinn .e.t.c) o éva mpocBécovue éva texture mpénel va ypnoomomoovpe 0 UV
mapping 6mmg avaeépetor To mhve, To texture Ba avapydel pe to ypdua Kot Ty 1810THTo TOL

material.

210 mAektpovikd moyvior System Control ypnowomombnkav poévo lambert materials, to
Aoywopkd blender cov diver mv WO Ta va yivouv tor materials shadeless dnAadn vo pnv
emmpedlovtor and to MG 'ETol 610 oy viol dev vadpyovv edTta, 0 Adyog Tov £yve owtd givor

EMEIDN TOL YPAPIKA Exovv TV Ttpocéyyion tov cell shaded ypagikdv.

Cel - shaded ypagwa: ta Cel shaded (emiong yvootd wg cel shading © toon shading) sivon
EVOg TOTOG LN POTOPENMOTIKNG amddOGNG OV OMOCKOTEL GTO Vo KAVEL TO. YPAPUKO TOV
NAeKTPOVIKOL VIoAOYloTh) v potdlovv Ot givar oyedacpéva oto yépt. To  Cel-shading
ypnoyomoteiton ouyvd vy va ppmBet to otvd evdg kopk M koptovv. Eivor po kémmg
TPOCEUTN TPOGON KT GTA YPUPIKE TOV NAEKTPOVIKOD LITOAOYIGTH KOl GLVIOWE GE NAEKTPOVIKA

naryvidwr. (Cel-shaded animation).

Ewoéva 25 : Cel shaded ypa@uké o€ Tprodidotato povréia.
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Tproordotota povréra oL viowov pe ven
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System Contr System Control 2012

System Control 2012 System Control 2012

Ewova 26 : TprooraotaTol YopuKTipes Toyviotov pue v -textures.



‘f

System Control 2012 System Control 2012

System Control 2012 System Control 2012

Ewova 27 : TprooraotoTa oyfHoTe KOl GTOYELN TOV Ta(violov pue v -textures.
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Cel shader in game engine

Ta cel shaded ypagikd 6mmg Eyovpie mel givat YpagikKd Tov Hpodval To oyEda Tmv cartoon ko
COMICS, VILAPYEL AVTO YOPOKTNPLOTIKO HODPO TEPTYPOLLO OTNV YEMUETPIO, KAOE TPLEOIAOTATOV
oynuoartoc. To Aoywopko blender mapéyet avtv v Aettovpyio pe v xprion twv toon materials,

duoTuydc novo yio ooddoon renderable ewdvov ko Video kar oyt yio real-time ypopika.

To game engine tov Aoyiouikov blender Asitovpyei pe real-time ypagukd, vadpyet OUmg TpOTOG

va dnpovpynoovpe < yedtika’’ tooNn ypaeikd pe tov eENg tpdmo:

EmiAéyovpe 1o tpiodidotato avtikeipevo - oynua kat ctrl + D to avtiypaeovpe (duplicate), eivat
onuavtikd To Pivot point tov oynuatog va givarl 6to KEvTpo Tov (Center pivot). Metd emhéyovpe
TO0 HOVTEAO TOL UOMG ovTiypQyape kot pmaivovpe oto edit mode motdviag 1o tab oto
TANKTporOylo. Me to mAktpa alt + S av&dvovpe o ThYog ™G YPOUUNG TPOg T EE®, VT 1
ypapuur Ba Aettovpyel apydtepa og to powpo mepiypappa. Téhog matodue ta minktpa shift +
ctrl + N oto mAnkTpordylo €161 GOTE Vo avTIoTpEYoLLE To. hormals tov oynuatog. To ypdua
tov materials mov éyel to avtiypaupévo poviélo mpémel vor givor povpo shadeless, yio va
EVOGOLE TOPO. TO HOOPO TEPTYPOLLLLOL ( VTLYPOLLLEVO LOVTEAD) LLE TO OPYLIKO GYNLLOL ETAEYOVLE

0 avtrypoppévo shift kan to apyucd poli kou tote ctrl + P yio v yivooy parented.

Baowad givor 600 povtéda pali, to éva Asttovpyei cav mepiypappa (outline) kot to dGAio cav to
Booucd povtédo e ta textures tov. OAa ta TPIoddoTaTo LOVTEAN TOV NAEKTPOVIKOD TOLVIOI00

System Control &yovv yivel pe avtd Tov TpOTO HoTE Vo LOALOVV e COMIC YOPOKTHPEC.

( Toon Edges in the Game Engine).

plastic shader toon shader

Ewoéva 28 : Tprodrdotartog yopaxtipag pe toon shader.
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2.4 Animation

To animation yevikd opileton g dpdon oe oyéon pe v mAPodo Tov ¥pdvov, dpa yioo TV
uovpyion Tov mPEMEL Vo EAEYYOVLUE KOl Vo aAAGLovpE TOV Yxpovo, To Aoylopikd blender
Tpoceépet To pevov timeline kot o pio oxknvn cvviBmg Bpioketat 610 KAt PEPOG THG 0OOVIG.
H oxnv tov Aoywopkov blender aidaler avéioya pe tov apBud g ewovog (frame) mov
Bpioketon oto onueio tov timeling, £tot pe TOAEG €1KOVES GE SIUPOPETIKEG GTLYUES TOV XPOVOL

dnuovpyovpe kivnon (animation).

Baowo keyframe animation
[MpdTa eMALYOVUE TO AVTIKEIEVO GO, OTIONTOTE GTOKEID VITAPYEL 6TO Aoyiopko blender

( lights, camera, e.t.c) pmopei va yiver animated ko matobue to mAktpo |. EpgaviCeton éva
HKPO PeVOD OTOL EMAEYOVUE JAPOPES AELTOVPYIEG OTWS TEPIGTPOPT], TOTOBEGTIO Kot OAAOYT|
ueyébovug, umopovpe va emhé€ovpe and to pevov avtd Kot avaioya ue to frame oto timeline

dnovpyodvpe pia dpaon - oAlayn oto otoyeio mov Eyovpe emieypévo. ( Hess, 2010).

= | SR:1-Animation X || =|SCE:Scene

Insert Key
Loc

Rot

Scale

LocRot

LocScale

LocRotScale

RotScale

VisualLoc
VisualRot
VisualLocRot

Available

Ewoéva 29 : Key frame animation g kokkalo (bone).
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Object animation : To cvotuoe animation tov Aoywopkod blender propei va cuvdvaortei pe to
game engine tov kou avtd yivetar pe o ipos. To ipo givon éva animation curve cOGTNUO TOL
umopel vo ypnooromOel yia kivon avtikelévav Kot adhoyn ypoudtov og vikd (materials).
Me Aiya Aoy 6tav évo ototyeio kAewmbel ato timeline oe SapopeTikd YpoviKd SooThuoTo
(frames) tote pe to IPO curve system pmopovpe vo ekteEAécovpe To animation cto game engine

ToL Aoyiopukov blender.
Ta ipos &govv €& tpomovg (Modes) pe Tovg omoiovg Asttovpyolv Kot ivar ot €ENG -

Play : mailet o ipo amd v apyn péxpt o téhog oe Kabe Oetikd pulse mov o actuator Aopfdvet

Ko HETd otapotd. AAla pulses mov Aappavet kabog mailel katapyodvrat.

Ping Pong : mailel to ipo and v apyf uéxpt 10 téA0¢ 010 TPdTO OeTIKG pulse kot petd

avamodo and Tov TEAOG otV opyn Otav £pbst o devTepog OeTicde pulse.

Flipper : mailet to ipo 660 o pulse eivar Oeticd. Otav to pulse yiver apvntiko tote 10 1P0 Tailet

and to frame nov BpickeTan ekeivn TNV YPOVIKN GTIYUN THO® GTNV OPYH.

Loop stop : mailer 1o ip0 cvveymg emavarauPovoueva ( loop) dco to pulse eivor Betiko,

otapatd otny ypovikn otryun (frame) 6tav to pulse yiver apymriko.

Loop End : 7o ipo mailel emavenuuéve 660 vrdpyetl Oetikd pulse, 6tav to pulse otapotiost

ovveyilel va mailet To IP0 péypt To TEAOG Kol PETOL GTAUATA.

Property : mailet to ipo ywo to cuykekpyévo frame mov vTodelkvoeL To Property pe to 6vopo

nov Ppicketon oto medio ’prop:’’. (Wartmann, 2008).

Ipo types
Propery
Loop End
Loop Stop
Flipper
Ping Pong

! Play n
= Force | Add

@« stat |« End1 .| Chid |
|FrameProp:

Ewove. 30 : Mevo? Ipo 6to Aoyispko Blender.
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I'o ta animations tov niektpovikov mayviood System Control ypnopomomdnkav to Ipo o€
oTaTIKG oTolyElon aAAG Ko yapaktpes. o mapaderypo 6mmg Oo dovpe mapakdtm To intro
animation tov mayvidov 6mov o tithog System control oynuortiCetor omd yopoKTNPES e TV

éPp0odo TOL YPOVOUL.

Ewéva 31 : Animation tov Aoyétvmov System control 6to Aoywopuko Blender.
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Kabe ypappa - yapaktipag tov tithov System Control éyet to dikd tov IP0 6g SoPOPETIKES
tomofeoiec XWZ otnv oknvi| Ko € SlopopeTikd ypovika dtaotnuata. Oha o, ipo givar oe play
mode pe o frames va Eekvovv kat vor TEAEDVOLY avaAoya pe Ti¢ Tomobeoicc mov KAEWOMoapE

TOVG YOPOAKTIPEG 6T, YPOVIKE dtaothpata Tov timeline.

rv panels [@13 @[] [@] [« 800 +|

Stafic s [actor[chosfinvisibl[Advanced  Sensors Sel WA Link B0 Confrollers Sel Link Actuators Sel WXEE Link B0
oD x| Al B or |4
“\9 %\ 4ND_cjcont 1 @

[ Add Property |

Ewoévo 32 : Aoy - mpoypappatiopos tov ipo oto hoyispké blender.

Character animation

Ta otoTiKd oTOLEl KO 01 0TAOT YOpaKTAPES umopovv va yivovv animated povo pe tnv ypron
IPO OU®C Yoo TNV XPNON TEPITAOK®V KIVACEDV OnmG TPEENO, THONUL OTouTeiTon 1 YprHomn
okeletov (armature system). To cOotua armature diver moArég duvatdtnteg oto animation
€VOG YOPOKTAPO 6TO game engine tov Aoyisukov blender, avtéc ov kvioelg ovopdlovrat

actions.
Ipogtoyacio Tov povrérov (Mesh)

To povtélo tov yapaktipa mov Oo ypnoipomomcovpe yo animation mpénet va givor £topo,
noAEg ruyéc Tov blender game engine kot animation PaciCovtot 6to yeyovog 0Tt T0 HOVTELD
TOL YOPOKTNPO Kol 0 GKEAETOC (armature) mpémet va xpnoonolobV TIG OMOOTEC CUVIETAYUEVES
omv oknvil. H pmpootiviy oyn (front view) mpémer vo deiyvel v pmpootivip TAELPA TOL

YOPOKT PO KO TOL armature.
Xpiion Tov okeleTov (rigging )

To embuevo Prua eivon m dnuovpyion Tov okeletod (armature) o omoiog Ba Kvnoel Tov
TPLOOLICTATO YOPAKTAPO TOL mayvidlov. To armature amoteleiton amd kdkkaAa (bones) kot pe

mv xpnon tov edit mode To SNoVPYOLUE Y. Vo YTICOVHE TOV OKEAETO e Pdom Tov

YOPOKTTPOL.
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Etvon onpovtikd va £xouvpe yvaor g ovVaTOpioG TOV TPIGOAGTATOD YOPOKT P, TOPASELYLOL OV
gtvail aAvOpTOC TOTE 0 OKEAETOG TIPEMEL VaL £XEL TOL KOKKOAQ Kot TIG KAEWOMGELS EVOS avOpDTIVOV

okeAetoV yati apydtepa. Oo emnpedoet Ty Kivion oto animation. (Wartmann, 2008).

Ewova 33 : Xroyygio Tov kékkarov (bone) ato Aoyriopko Blender.

Ortav dnuovpyovpe bones eivar kaAdd va ta ovopdlovpe £tol doTe apydtepa oto animation va
Eépovpie mo1d kOkKaAo BEAovE va KivnBel. Otav tedeudoet To armature tdte 10 EVOVOVUE UE TO
TPIOOAGTATO HOVTELD, O GKEAETOG KOL O YOPOUKTNPOG TPEMEL vo eivan oty id otdon Ko
tomobecio XPZ. Tlpodta emléyovpe 0 povtélo kat méCovtog to mAnktpo shift emléyovpe 1o
armature. Tote matovpe ctrl + P ko supaviCetar éva pevov, emihéyovpue create from bone heat

10 omoio avaredet vertices avtopata oo bones.

O xvprog yopaxthpag Sentinel Tov niextpovikov moyvidov System Control €yet yiver rigged

LLE TOV T AV TPOTO £T61L MOTE Va. TPEXEL 6TO game engine tov Aoywopkov blender.

V885276 | Fad7147 | O0:24-0| L&D | Mem 355 J0DTZASE Vesd518 ] Fadas2s | Ob20-21La0 | Men35767M (56

Ewova 34 : Tprodrdotatog yopaKtipos Taryvidolod pue okeleto (armature).
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Pose mode

Axopo £vo pevov mov Eyovv ta armature extog and to edit mode sivon To pose mode, to pevon
avtd ypnowonoleiton yioo v tomobétnon tov bones mov eivor péco oto OKEAETO oF
dopopetikég otdoec. KabopiCovrog keyframes oto pose mode dnpovpyodue éva action yio
Tov okeletd (armature), kol to game engine tov Aoywopkot blender 6o ypnooromost ta

actions owtd yto. to animation tov TpLedIAeTITOV YOPAKTHPO.

INa vo ene&epyactodpe To. bones oto pose mode, extléyovpe to KOKKAAO YPNGILOTOIDVTOS TO
de&l KMK Tov TOVTIKOD Kot TOTE KAVOLUE TS POCIKES HETOTPOTES OmMmG ahAayn peyEBoug,
petaxivnon Kot TEPoTpo@r]. Mmopovpe va tomobeticovpe  keyframes yo kdbe pose
emAEyovtag éva 1 meploodtepa. bones matdvtag to TANKTPo | Kot emAéyovpe pio pHeTaTpont
and to pevod mov guaviletal. ‘Evog yapakmpog pmopei va Exel mepiocdtepa amd £vo. actions
onuovpymvtag €tol pio ogpd amd Kwnoelg ( mepmatnuo, tpéylo, mOMUO, XTOTNLOL).
(Wartmann, 2008).

Insert Key
Loc

Rot

Scale
LocRot
LocScale

LocRotScale

RotScale

VisualLoc
YisualRot
VisualLocRot

Available

Ewove. 35 : Mevov pose mode oto hoyispukéd blender.
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Ot dpdoeig (actions) eivar ToAD GNUOVTIKEG Yo TO animation evog yapakTPa T VIS, divel
OTOV TOiyTn TNV KOvomoinomn He TS OkEG Tov amopdoelg Ot yewpiletor évav Mpwa -
aAAnAenidpoon. Me to cOotnuo armature umopodue vo dnpovpyncovpe animation ywo kéde
action Egyoplotd Ko vo. anogacicovpe mod dpdorn Oo maifel Ko o€ moio ypovikd SdoTnu

ypnowonotwvtag to. logic bricks.

Weight paint editing

210 pose mode kaBe popd mov enelepyalopaote Ta kokkora (bones) tov armature aAAGCel kot
N YEOUETPIO TOL TPIOOIAGTUTOL TOV HOVTEAOL TOV YOPOKTHPO (TApapdp@mon). Avtod HEPIKES
Qopéc dnuiovpyel ta e€ng TpOPANnua, vertices mov dev givar evouéva pe to owotd bone tov
armature teivouv va pévouy micw Otav yivel Kivomn Topopope@VOVTaS ETCL TV YEOUETPIO TOV
povtédov. O 1o 0KOAOG TPOTOG Yo va SopBdGoLLE TO TPOPANLO aVTO Eivan e TNV Yp1|oT TOV

weight paint tool.

To epyaieio weight paint tool pmopei vo “’ypopaticer’” v emppon mov £xovv to. bones otnv
YEMUETPIOL TOV TPLodldoTaTov poviédov. o va umovpe oto weight paint mode mpota
EMAEYOVE TNV YEMUETPIOL TOL HOVTELOV Kot KAK 6To gikovidio weight paint. To povtélo Oa
EYEL TOPA YPOUO, Ol UTAE TEPLOYES EYOVV AlYO 1] KABOAOV EMPPOT AtO TO KOKKOAO TOL £YOVLE
EMAEYUEVO EVD Ol KOKKIVEG emnpedlovy mANpw¢ ta Vertices tov tpiedidotoron poviédov. ‘Etot
ypouatilovpe aviloya mpochiétoviac 1 apalpdviag emppon omd ta kokkoia (bones) tov

armature og oy£on pe TV YeoueTpio 1oL TpLodtdotoron povrédov.(Wartmann, 2008).

Ewove 36 : Weight painting eto Aoyiopko Blender.
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3. Aoy} wayyviowov - Game logic

To game engine tov Aoyioukov blender éyetl pioo cuAloyn Asttovpyidv  yio aAAnAemidpoon
OMMG QLOIKY, YPAPIKA, AOYIKT, M0 Kot OikTvo. AELTOLPYIKA TOo game engine avoldel tnv
EIKOVIKT] TTPAYUATIKOTNTO IOV OMOTEAEITAL OO VAIKO Ko dpdoelg Ommg animation kot guoikn
(physics). Ta ctotyeio oto game engine tov Aoywopkov blender ovopdlovtor game objects ko
&yovv pio oepd and epyareio dnmg logic bricks, properties, sensors, controllers, kot actuators.
Ta properties Asitovpyohv cav uviun, ot SeNsors givar ot aucOnoelg , o controllers o eyképolog

Ko ot actuators kévouv Tig pacelc oTov KOGUO Tov game engine.

INo va Eekwvnoovpe éva moyviot oto Aoyopkd blender matovpe 10 mAnktpo P 610

TANKTPOAOY10 Kot Yio va oTopaticovpe Tatovpe to ESCAPE.

3.1 Blender game engine
Logic buttons

Ta logic buttons vrdpyovv yio mv aAAnienidpoaon tov Aoyiopkod blender, eivor to koplo
LevoL ylo To game engine omov dnuovpyovpe logic bricks divovtag copmepipopd -6pdcelc oo

avtikeipeva. Ot pvbuicelg yio ta game objects yopilovro otig e€ng Aettovpyieg :

To pevod oOmov emnpedlovpe ™V @vokn ( physiCS) TV avTIKEWEVOY Kol TOC TO

avtihopPaverol To game engine tov Aoywoukov blender, tpoemidoyn givau o static.

No collision : 1o avtikeipevo dev avTidpd 6€ GLYKPOVGELS. XPNOIUOTOLODUE GVTHY TV 10T TOL

o€ OTIONTOTE AVTIKEIpEVO oL BEAOLE Vo v adiniemidpd pe dynamic objects.

Static : avtd T0 aVTIKEIUEVO AEITOVPYEL MG OTATIKO OTOLYEI0 TOV Ty VId0D, Tapdderypo. pio
mioto. Avtd ta avtikeipevo, pmopovv vo kvnBovv ue logic bricks v ipos ko ta dynamic objects

aAANAemdpotv pali Toug Kotd v ovykpovon (collision) peta&d tovg.

37



Dynamic : ovtd ta avtikeipevo okoAovbohv Tov VOLOVG TG UOIKNG Ommg 1 Bapvmra, 1

obykpovon kot n avardnon ( bouncing).

Rigid body : emtpénet mo mponyuévn euoikn amd to game engine. I10tteg 0mwg vor Kavet pio

opaipo avtopaTa vo KVAG otav £pbet og emapn pe oAl avtikeipeva. (Wartmann, 2008).

Dynamic Actor | Ghost | Invisible |E5elH)
Occluder + |+ Radius: 1.00  + | No sleeping
Mo collision IHotDamp 0180 M
Sensor « Form:040 |  Anisotropic
Static

Dynamic ] =|  compound |
Rigid body

A Add Property |
Object type

Ewovo 37 : Mevod (physics) avrikeipévov oto hoyispuké Blender.

AvdAoyo pe Tov TOTO TOL aVTIKEIHEVO VITdpyovv ot emmAéov emhoyég (advanced settings) ot

onoieg emrpémovy Tt €ENG EMAOYEG

Actor : ovt 1 emloyn Kavel o avTikeipeva aviyvedoua yio to. sensors Near kou Radar. Ta

dynamic kou rigid body avtikeipeva givon Tévta actors.

Ghost : 1o ghost object dev oavtidpodv oe oOykpovon ( collision) oAAd pmopodv va

gvepyomomoouy éva collision sensor.

Invisible : kdvel o avtikeipevo adpato 6o TONYVIOL

Advanced Settings : ta dynamic ovtikeipevo pe Womreg  physics €yovv évo medio
oVykpovong to onoio avyvevet collisions. H palo (mass) evog dynamic actor oAiniemidpad
aVAAOYOL L€ TOV TPOTO OV Ol OLVAUELS AGKOVVTOL TAV® TOL, XPEWILECUL TEPLGGOTEPT] OVVOLN

Y10 VO, LETOKIVIGELS £vaL fapd OVTIKETPLEVO.
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H oaxrtiva ( radius) sivar 1o c@apikd medio 6mov déyetar tig cvykpovaoelg ( collisions ) éva
avtikeipevo kot to bounding box givat Boaoikd o oyfua Tov BEAOLUE 1) OKTIVOL KOl 1] GUGIKT TOV

avTikelévov va koréyel. Ot emioyéc mov divovy to bounds eivar ot e€XG :

Sphere : eivor n mpoemioyr mov divel to Aoyioukd blender yio kabe dynamic kou rigid

AVTIKEILEVO GTO game engine, 18aviko Y10 GEUPIKE GYALLOTO, OTIWE UTAAEC TOS0GPAIPOV K.T.A.
Cylinder : xolwvdpud 6pra (bounds) 1dovikd yio avTiKeipevo OTmg TPoxoi, LITOVKAALD K.T.A.
Cone : 6pia yio KoVIKE oyfuoTo.

Convex Hull : ot tpdreg xon to e€oykdpata evog avtikeyévon dgv vmoloyilovtatl, To CONVeX
hull vroloyilel T Opla TOL 1610V TOL AVTIKEWEVOL KAVOVTOG TO 100VIKO Y0l LOVIEAN WE
nepimhokn yeopetpio. O kdprog yopaxtipag (Sentinel) tov maryvidiod System Control éxet opia

convex hull yio kaAvtepn 0md3061 TG PLOIKNG.

Triangle Mesh : Avtd divel T 1810t TEC €VOC KOTAOL GYAOTOg ota. Oploe (bounds) evog

OVTIKEUEVOU.

Compound : mpocbéter dynamic children ( parented pe to avtikeipevo ko vmoloyiler v

(QLGIKT| TOVG).

= Panels (@

- collision Type
_ Concave THangle Mesh
Conves Hull G

Radius

Bounds_Gonvess Hull —
Add Property

Ewoéva 38 : Aktiva ( radius) tprodidetatovn yopaxktipa kot peved bounds.
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Properties

Kérto oo tig puOuiceig (settings) tov avtikeipévov opilovpe i 1010t Teg (properties) tov game
object. Avtég o1 1810TNTEG UTOPOVV VO EKTEAECOVV TPOYPUUUATIOTIKEG EVIOAES. Ot 1010TNTEG
(properties ) mepiEyovv TANPOPOPIEC TOL Eivol GUVOESEUEVEG LUE TO AVTIKEIHEVO Ko GLUVHOMG

1GYVLOLV LOVO GE VT

OAAG VITAPYEL M| EMAOYT Va TIC oTeiloVUE GE GO aVTIKEIpEVA pe punvopoto. (Messages).

Property types :

Boolean : avt) 1 W6mto amodnkevetl 116tteg 0w TRUE or ’FALSE”’.

Integer : amofnkevel apBuovg 6mwg 1,2,3,4 amd 10 - 2147483647 péyprkon 2147483647.
Float : amofnkedet dexadikode aptBuovg m.y. 3.534634.

String : amoOnKevEL YOPUKTNPES - YPALLLOTO.

Timer : avt) 1 B0 1AL HETPE TOV YPOVO TOL KLAG oo real time game engine ce devteporenta
EEKVAOVTOG At TO UNOEV, GE KOvoOPYLo AVTIKEIIEVO TTOV dNpovpyHdnKay Katd o Toyviol, To

timer Eekwvd poOAG eppoviotody oto maryvior. (Wartmann, 2008).

Game Logic Bricks

Ta game logic bricks oto game engine tov Aoywoukov blender Bpiokovtor ota real-time
buttons. Evvovue diapopetikd logic bricks peta&d tovg yio vo dnuovpynoovpe dpaocels 6to

moyviotl ko etvor ot €ENg

AweOnTipes (SENSOrS) : Ta SENsOrs AELTovpyolv cav TIC TPOYLOTIKEG oleONoEl;, umopohy va,

avayvopicovy tpipn (collision), va viowsovv (touch), va pupicovv (near) kat va dovv (ray,radar).
Always sensor : o motd Bacikdg sensor oto Aoyiouikd blender givon o always sensor,

Keyboard sensor : emtpémer oAAniemidopacn tov ypotn HE TO game engine pécw Tov

TANKTPOAOYLOV

Mouse Sensor : emttpénel CAANAETIOPACT) TOL ¥PHOTN LE TO game engine puécw Tov TOVTIKIO.
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Touch sensor : to avtikeipgevo pe owtd Tov SENSor 6tav Epbel oe emapn pe Eva vakd (material)

ekterel pia dpaon. To touch sensor et Tig idteg W16 TS pe to collision sensor.

Collision sensor : ypnoipomoleitar 6To vo aviyveveL emapn HeTaEd OVTIKEIEV®Y, EKTOC amd To.

vAKG (materials) aviyvedet ko W16t TEC (Properties) evog avTikeyévou.

Near sensor : o awcOnmpog avtdg avtdpd oe avtikeipeva mov eivor actors amd pio

OLYKEKPEVT 0mOGTOGT TTOL opilovpe EUELS.
Property sensor : aviyvedel 1d10tnteg (properties) mov £yovv to aviikeipeva
Message sensor : o aictntipag evepyomoteitan dtav peoviCeTon Vo GUYKEKPIUEVO VUL

Controllers: Ta controllers Aeitovpyodv cav tov €yKEQOAO TG AOYIKNG TOL TayvidloD, amd

amAég amopacels uéypt mepimhokeg Python evtoléc.

Actuators : ot actuators ektedoOv Ti¢ EVTOAEG, givon ot “’uvec’”’ oto Aoyiopko blender, avéloya.

LLE TOV TOTO 1) TOV 6Kkomd o1 actuators Agrtovpyohv S0POPETIKA KABE POPA TOL EVEPYOTOLOVVTOL.

Action actuator : maiCovv cuykekpyévo, animations (dpdoelg) oto game engine. Xta medio
Sta”’xar “’End’” Aéue otov actuator and wio frame tov animation vo Eekwvioetl Kot 6€ oo va

TEAELDGCEL

Motion actuator : n kOpta Agrtovpyio TOV €ivor 1) LETAKIVION AVTIKEWEVOV KoL AVIAOYQL LE TV

evotky (dynamic, static).

Camera actuator : peiton Tov cameraman, akolovbd cvvéyelo Tov actor avTiKEIIeEVO Kot

nmpoonadel va KpATHGEL TIG ATOGTACELS TOV 0pilovLE EUEIS GTO OMTIKO TTEDIO.

Sound actuator : mailet évav Mo yio Eva avtikeipevo Kot £l TIC eENG EMAOYEG :

Play Stop : mailet tov o epocov déyetar evior amd tov controller.

Play End : mailet tov xo péxpt to téhog otav deytel evtoin amd tov controller.

Loop Stop : mailetl kou erovaropfdvel Tov qxo oo v opyn epdoov o controller diver evioin.

Loop End : mailer tov Mo emovelnuuévo epocov o controller diver evtodn ko Otav

OTOUOTNGEL, 0 YOG cuveyilel va mailel péypt To TEAOG TOV.
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Property actuator : eivor vevfuvog oty Katayd®pNnon TI®V oTig W10TNTEG (Properties) kot

VAoV TPEIC EmA0YEC : assign, add ko copy.

Edit object actuator : extehei dpdoeic (actions) oe avrikeipeva 6mmg vo. Tpoohécel Kavovpyta

OVTIKEIEVO GTOV KOGLO KoL VoL Staypayet avtikeipeva. Ot emloyEég mov divovran ivat ot €G-
Add object : Tpocbétel karvopyla oTotKEiRL TV OKNWY.
End object : katootpépet - eapavifel To avtikeipevo.

Replace mesh : aAAGler v @Opua -ye@UETPiO EVOC AVTIKEUEVOD UE piol GAAN.

Track to : petokvel To avTikeipevo avaAoya LE TO OVTIKEIPEVO TTOV opicapue va akolovdet, Ha

pooTadel cLVEXDC VO PTAGEL TOV GTOYO ( OVTIKEIIEVO) 68 OAOVG TOVG AEoves XWZ.

Dynamic : ypnoipomoteiton yior vo. dAAGEOVLE TV QLGIKY TOV OVTIKEWEVOD, atd dynamic og

non dynamic
Kot 10 avamodo, 1davikd 6tav OElovue ot gxpoi va otapatody va eivan dynamic dtov nebdvouv.

Scene actuator : pe tov actuator avtd pmopovpe va OAAGEOLUE OKNVEC Kol KAUEPES OTO

ToViotL.

Game actuator : pe v ypnon tov game actuator pumopovpe v EEPOLUE GKNVEG amd TOV

NAEKTPOVIKO DITOAOYIGTY, VO CTOUOTIICOVLE 1) KO Vo Eavapyicovpe Eva oy viot.

(Wartmann,2008).

3.2 Movowki] Kot 1101 TaL(VIoov

H povown mov ypnowonombnke oto moyvidt dnuovpyndnke pe to mpdypappe. Adobe
Soundbooth, £ywve emtloyn povGIK®Y KoppaTidv Tov Oa taiptalay 68 GUYKEKPIEVES OKTVEG KoL
ot@d1 TOL TOYVISIO, Yoo Tapadetypo oto animation tov Aoydtvmov System control. Ta
MMTIKE £QE TOL TOLYVIOIOD OIS YO UNYOVIG OTAV TPEXEL O NPWOS TOV TTALYVIOOD £TGL MGTE VO

akobyeTan unyavikog, nyot laser 6tov TopoPord K.T.A.
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Mo v dnuovpyia Stwkdymy 610 moyvidl ypnoipwortombnke 1o mpdypappo VONA text to
speech omov cov emtpénel v e€0ymYN KEWEVOL GE LOPPT MOV SIVOVTAS 6oL S1APOPES
eMAOYEG VAV, Ot Y01 KOl ToL LOVGIKG KOUUATIor £peme va, Exovv v popery Wav ya va
unopécet To Aoyopko Blender vo ta maiet kot kdBe Nyxog pmnKe 6To KATAANAO TPIodAGTUTO

povtého e sound actuator.

Text to Speech

avana

Ewova 39 : TIpoypappa IVONA text to speech.

3.3 Teot - AEloAoynon pe ypNoTeS

H a&oddynon mepihdufoave yprioteg amd drapopetikég niieg, hardcore kon andovg maiytes. H
alloAdynon ywve pe v ypNon evog opnTod NAEKTPOVIKOD VTOAOYIGTH] KOl 1| ETAOYN TOV
YPNOTAOV e delypa evkorag. O Tpdmog e TOV 0010 £YIVE TO TEGT NTOV O AKOAOVOMG !

Katomy cuvevvonong éxielce éva pavtefol Le Tov xpnotn Kot eviipepodnke yo 1o 0€pa tov
TECT, TPV VO EEKIVIOEL TO TECT EYIVE TPOETOYOGIO TOV  (POPNTOH LITOAOYIGTH Ko Egkivnoe To
maryvidr System Control. Aev 560nkav odnyieg g mpog Tovg yeptopuovs 1 Pondeta Tpog tov

YPNOTN Y10 VO OAOKANPMOGEL TO Toiyviol mapapovo dtav {nrovoe v Pondeta amd tov tester.

Ortav teheidoovy 10 IO vidl o1 YPNOTEG TOVG JIVETE £VOL EPOTNUATOAOYLO Y10 AEOADYN G TOV

TOLYVIOIOV KoL GE LEPIKOVG YIVETE KOl NYOYPAONCN LE TNV GOELYL TOVG.

43



Youmepdopato - Amoteréoporo ASLoroynong

H o&oAdynon éywve oe 27 ypfoteg Kol TO OTOTEAEGULOTO 7OV TPOEKLYOYV OO  TO.

EPOTNLATOAGYI KOl TIG NYOYPOPNGELS Efvorn Ta akdAovBa

Ympye tpdPAnua otnv kivon g KAUEPAS, TOAAES POPES O YPNOTNG OVCKOAEVHTAV VAL OEL TOV
YOPOKTAPO TOV TOLYVIOOD KOl TO TEPPIALOV, emione 1 KAUEPH EUTAIVE GTO YPOPIKE TOL
mayvidrov. Ta controls (yepiopol) Tov maryvidlod NTav SVGKOAN TPOG YPNON, TO. TANKTP NTOV
TOAD OTOLLOKPVOHEV TO €vol omtd To dAL0. Kdmotleg aAlayég mg TPog Ta. YpUPIKd TV 6TadimV,
NnBekav Peitioon kor d6Onkav ewonynoels. To moyvidt eavnke opyd GTOVS TEPIGGATEPOLG
YPNOTEG. APKETOL OO TOVG YPNOTEG EOMTAV TNV YVAOUTN TOVG OG0 apopd TOV TPOTO LIE TOV OTO10

0 XOPOKTNPOG Kiveiton Ko maAevel (gameplay) Tpotyovceay va vaipyov ETMALOV KIVAGELC.

Aoppavovtog voyn 10 amoTeEAECUATO Kol To GYOAMO TV ¥pNoTodv, £ywve d1dpbwon ota

a6 ovBa onpeio Tov nAektpovikoD maryvidov System Control :

Ot yepiopoi dAla&ov pe PBaon ta controls mov mpodTevay o1 mePIoGOTEPOL YPNOTEG KOl TO

GUGTI O TTOV YPNOYLOTOLOVV GUVIOME TO NAEKTPOVIKA IO VIO VTTOAOYIGTMV.

Before user test - final game controls After user test - final game controls
up arrow ke W key E Ifey
m%ve forwa:,d move forward  third person mode
T T T - i NVO:WVEARETGVYUE boup-‘zz\b_w RMB first person mode
— PPLEEPTFEELFLELELRL L B right arrow key Akey e T IYITL ~®
o “TELLELLLL LT B | tumright tumn left ‘ TITTETTITIIT T
-\ 1 o g . LMB
space key down arrow key
shoot move backwards S key D key.
move backwards turn right

left arrow key
turn left

Ewéva 40 : Xepropoi Tov wayyvidrov System control .
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H xdpepa tov moryvidod BeAtidbnke kot mpootédnke pio emmdéov kdpepo OTOL 0 YPNOTNG
umopel vor 0AMGCeL avad mdoa otiyur] oto moyviol. H pio kauepo Aettovpyel cav third person

camera kou 1 devtepn oav first person camera.

Third person shooter First person shooter

Ewova 41 : Camera modes Tov mwayvidiov System control.

Ta ypagpikd tov otadiov Peltiwdnkav kot oyedidomkoyv emumdéov povtéda. O televtaiog

apyMnyog aAAaLe Kot TpooTEONKE akdua £vo OTAO GTO LOVTEAO TOV.

Ewovo 42 : Tprodraotartog yopaktipag apynyod System control.

45



Before

user test

After

user test

Ewoéva 43 : Tprodraotarn micta Tov Tayvidrov System control pe ven -textures.

216010 oL VISL00

O xvprog yapaktripag Sentinel Tapéueve o id10¢ alhd Tov TpooTEbNKE éva. kKOKKIVO laser scope
vl vo, onpadgdel kabmg kot animation oto povtédo mov tov akoAovbel ( digital 9).I1pootébnie
akopa £VoL 6TASI0 6TO TOVIoL Y1, va. £xEl TepLocOTEPT ddpKela pe dtapopetikd gameplay. ‘Eva

otdd10 6mov o oy g xewpileton Tov Sentinel Tdvew oe pnyovr Kot to gameplay sivon racing.

Sentinel

3
=
Digital 9 ‘ ‘% ._‘:‘\ laser scope

G |

Sentinel on Jetbike 4000

Ewoéva 44 : Tprodrdotartog yopoxtipag Sentinel woryvidrov pe laser ko jetbike.
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To moyviol Behtiwbnke 660 apopd to mTPOPANLa Tov eE€ppacav ot yproteg 0Tt NTav apyd. To
mpoPAnuo Nrav 6t Ta dynamics tov kopov yapaktipa Sentinel ékavav to Aoyiopko Blender
vo. koBvotepel va vmoAdoyiosr ta collisions pe omotélecpo vo @oivetar To moryvidt OTL
kabvotepel. AAa&ov ta. dynamics tov yapaktipa, N palo (mMass) kot n axtiva (radius) étot
dote va umopet va Epyeton og emagn pe avtikeipeva (collisions) kot va unv kabvotepei to game

engine tov Aoytoukov blender.

Duo1Kd VILAPYEL OKOO TPOPANLOL Kot LEPIKEG POPEG O YOPOUKTPOG UTOLVEL OTOL YPOPIKE AN

&ywve  Tpoomddela Yo Tl avToL TOL TPOPANUATOG LLE TOV KAADTEPO dVVATO TPOTO.
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EIIIAOI'OX

H mroyoxn epyacio avamntoén moyviood pe to Aoyioukd Blender frov pio emimovn oAAG
doKedOoTIKY epyacia, 000nke 1 evkopio va dnpovpyndel Eva eoviaoTikd moryvidl Kot vo
CovTovEyouV YOpaKTIPES Ao YUPTL GE TPICOIICTUTO KIVOUUEVO LOVTELD. XPEIBGTNKE 1) YVAOON
OAOV TOV HoOMUATOV TOAVUEGO KoL YPOPIKEG TEYVEG Yo TNV ONUIOVPYI0 TOV GTOLKEI®V TOV
noarvidov  System control 6mwg o oyedaopuds Aoydtomov piEn MoV Kot HOVGIKNG, 1

TPLOOLACTATY LOVTEAOTIOIN O KOl AGQOAMS 1) AOYIKT TOV Tty vidtov pe o Aoytopkd blender.

O oYedl0GHOG TOL AL VIOOL ElYE TNV TPOGEYYIoN EVOC TPAYUATIKOD EPYOV LE OA TO, OTASIOL
nov ypetdlovton yio vo oyedactel éva moryvidl. Anpovpyndnke pio ewovikny etaupia, 1 RAT
STUDIOS 1 omoia vmodnimvetl TV £€K606T) TOV ALY VISIOD 0VTOV KoL 0KOAOVOMG TO TPOSMTIKO
ov ypeldletan yoo TNV Onuovpyio Tov. AcPoimg oe pio etopion oxedOGHOD NAEKTPOVIKADV
TOLVIOIOV  VTAPYOLY  JPopo. TUAUOTO LIEVOUVA Y1 €vo CUYKEKPYEVO OKOTO  OTMG
OYEO0OTEG, TPOYPOUOTIOTEG, vevBuvog marketing ko dAdol. Tovg podrlovg owTOVG TOLG
avélafo OAoVG £YM, TO oY VIOL Le ToV Xpdvo oV SaTEBNKE dev UTOPOLGE Vo OAOKANPpwOEL og
Tét010 Pabud OCTE Vo GLVOYOVICTEL IE Eva TPOYUATIKO oy viol EEm 6TV ayopd aAAG £pTace
o £vay 1KAVOTOMTIKO OTA00. AV VINPYE TEPIGGOTEPOC YPOVOG Kot dtopo ciyovpo Oa
TPOYMPOVGE O GYESWGUOG TOV ToyVdoD, Bo Eumovay TEPGGOTEPA GTAd, TEPIGTOTEPQ

animation pe opoKTPEG Kol AGPOADS TEPIGSOTEPT SIAPKELD TTOLLYVIOLOD.

Me v mroylokn avamtoén moyvidlod pe to Aoyiopko blender époba mog Asttovpyel évag
OPYOVIGOG Kol OO TTO0, GTAS. TPEMEL VO KOAOLONGEL Y10l VO GYEOLAGEL £VOL OAOKAPOUEVO
TOKETO TOYVIO00. O GYESIAGHOC TOV TPIGOIACTATMV YOPUKTIPMV KOl GTATIKOV CTOEIWV 1TOV
0 MO OOKESAGTIKOG KOl ONUOVPYIKOS KATh TNV SdpKeEWL TG SNUOLPYING TOV Toyvidto0
System Control. O mo onpoavtikdg Tapdyoviag oty avartoén maryvidod fTov 1 a&loldynon
HE YPNOTES, O GTOYXOG NTaV VoL Elvarn £va Tayvidl e0ypNGTO Kot EVYAPLETO, OGO KOAD Kot av glvor

TO TTOVIoL av Ogv TANPN AVTEG TIC TPOUTOOEGELS TOTE £XEL AMOTUYEL.

To mayyvidr System Control tépace and a&loldynon pe ypNoTeg Kot 6Ta APk oTdoto VINPEAV
AGON ta omoio 6T UATIOL TOL ONUIOVPYOV OEV UITOPOLGAY VO, avaYVmPLoTovY. Me v Pondela

TOV XpNoT®V 010pfdONKav avtd To AN Ko BeATicddBnke To moyviol otov péyteto duvarto.
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IHAPAPTHMATA

1.2 Epotnypatoroyro A&orloynong

Avamtoén oy viowv pe to Aoyropko Blender

A&ordynon mayvidionv System Control

Epotmpatoroylo

[Mapakoi® amaviiote OAES TIG EpMTNCELS O0AEYOVTOS Hia odvinon Yo Kébe epmdtnon.

1. ®Oho (AwéEte pio ombvinon: M)
H Avtpag
O INovaixa

2. Hhxkio (AwAéEte pia amdvimon: M)
H 18 ka1 kbt
0 18-25
0 25-50
[] 50 ko dve
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Yag apeoav ot yEplopoi Tov Tayvidov ? (AwdéEte pio amdvinon: M)

O [Mépa Tory
O IToAv

[] Métpua

[ Atyo

O Koaboiov

Yag apeoay Ta Ypa@kd Tov waryvidrod ? (AwAéEte pia amdvinon: M)

O [Mépa Tory
O IToAb

[] Métpua

[ Atyo

O Koaboiov

Yag apeoay To NYNTIKA €& TOV Tovidov ? (AwAéte pia amdvinon: M)

O [Mépa oAy
O IToAb

(] Métpuo

(] Atyo

] Koborov



Yag apeos N wropio Tov worvidov ? (AwiéEte pia andvinon: M)

O [Mépa Tory
O IToAv

[] Métpua

[ Atyo

O Koaboiov

O BaBpég dvokoriog Rrav peydrog ? (AwaréEre pia andvinon: M)

O [Mépa Tory
O IToAb

[] Métpua

[ Atyo

O Koaboiov

Eivar ikavomomtikn 1 d1apkeLo, Tov worvidrov? (AwAéte pia amdvinon: M)

O [Mépa oAy
O IToAb

(] Métpuo

(] Atyo

] Koborov



9. Oa EavorailoTe To woryvidr avtéd (AwAéEte pia amdvinon: M)

O [Mépa Tory
O IToAv

[] Métpua

[ Atyo

O Koaboiov

10. Ti dev oag Gpeoe 6TO TALYVIOL KoL TOLES AAAOYEG TPOTEIVETE !

YOG EVYUPLCTOVE VLU TT] GUUUETOYN] 6OG!

Huepopnvia:
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1.3 Tproo1G.6TaTOL YOPUKTIPES KOL OYN|LOTO, TALYVIOLOV

System Control 2012
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System Contral 2012




System Control 2012




System Control 2012




System Control 2012




System Contral 2012




System Contraol 2012




System Control 2012
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1.4 A3 Agica tov Tayvidrov System Control
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1.5 EEd@uiro Okng DVD mayyvidrev System control

AN EPIC THIRD PERSON SCI-FI ACTION SHOOTER

Take control and become
the ultimate machine

play this game you need to
download blender software
www.blender.org _

I

23456789

System Control 2012 all rights reserved (<) 0 O

— —

RAT

STUDIOS
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